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TekcTypu

Mw pisHanucs, wo wob gogatu dinblie aeTanen Hawmm ob’ektam, MU MOXEMO
BUKOPUCTOBYBATWN KONbOPW AN KOXXHOT BEPLLMHW, LWOO CTBOPUTK LiKaBi 300paXKeHHs.
OpHak, wob otpumaTtn Heabusiky peaniCTUYHICTb, HaM NOTPIGHO MaTu 6araTo BEPLUWH, abu
MUK MOMNK BKasaTn 6arato konbopiB. Lle Bumarae 3Ha4yHOI KinbKOCTi 404AaTKOBUX BUTPAT,
OCKIifnbKN KOXXHa mogenb notpebye Habarato GinbLue BEPLUMH | ANSA KOXHOI BEPLUMHM TaKOX
KonipHuin atpmbyT.

XyOOXHUKU Ta NporpamicTv 3a3Bnyan BiggaTb nepesary BUKOPUCTAHHIO TEKCTYP.

TekcTypa — Le ABOBUMIpHE 3006paXKeHHs (ICHYHOTb HaBiTb OQHOBUMIPHI Ta TPMBUMIPHI
TEKCTYpu), IKe BUKOPUCTOBYETLCA N5 A0AaBaHHA AeTanen o ob’ekta; MNogymanTte npo
TEKCTYPY SK NPO apKyLl nanepy 3 rapH1Um 306paKeHHAM uernun (Hanpuknag), akypaTtHo
cknageHuin noeepx Baworo 3D-6ygmHouka, wob Burnsaano, Hidu Baw 6yanHok mae
KaM’siHUI 30BHILLHIN BUrnaa. OcKinbkn M1 MOXXEMO BCTaBUTK BaraTo getanen B ogHe
300pakeHHs, MM MOXXEMO CTBOPHOBATHU iMTH03il0 HAA3BMYaNHO AeTanbHoro ob’ekta 6e3
HeoOXiAHOCTI BKadyBaTn [OAATKOBI BEPLLMHM.

Okpim 300paxkeHb, TEKCTYPU TaKOX MOXHA BUKOPUCTOBYBATU AN1si 30epiraHHSA
BENUKOI KONeKLil OBINbHUX AaHUX ONA HAACUNaHHA 0 wengepis, ane Mm
3anmmMmMo Le Ans iHWOol TEMMU.

Hwxye B1 nobavnte 306pakeHHsA TEKCTYpU LiernsaHa CTiHa BifoBpaxaeTbCa Ha TPUKYTHUKY
3 nonepeaHbLOro posainy.



https://learnopengl.com/img/textures/wall.jpg
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LLlo6 BigoGpa3anTn TEKCTYPY Ha TPUKYTHUKY, HAM NOTPIGHO MOBIAOMUTUN KOXHIN BEPLUMHI
TPUKYTHUKA, SKiM YaCTUHI TEKCTYpWU BOHA Bignosigae. Taknm YMHOM, KOXXHaA BepLUMHA
NOBWHHA MaTW KOOPAMHATU TEKCTYPU NOB’A3aHi 3 HAMMU, SKi BU3HAYatOTb, 3 IKOI YaCTUHM
300paxeHHs TEKCTYpW B3sTK BUBIipKY. [NoTiM iHTeprnonsauis doparMeHTiB 3pobuTb Bee iHLEe
ANs iHWKX doparmMeHTiB.

KoopaunHaTtu TekcTypu B fianas3oHi Big 0 o1 (nam’atanTe, WO MU BUKOPUCTOBYEMO
ABOBUMIPHi 300paXeHHSA TEKCTYpP). BUKNUKAETBCA OTPUMaHHS KONbOpPY TEKCTYPU 3a
[I0MOMOTOH KoopaMHaT TekcTypu. KoopauHaty TeKCTypu nodnHaoTees 3(0,0) ans
HWXKHBOTO NIBOro KyTa 306paxeHHst TekcTypu (1, 1) Ans BEpXHbOro Npaeoro Kyta
306pakeHHs TekcTypu. Ha HacTynHomy 306pakeHHi mokasaHo, K MM HAHOCUMO
KOOpOVHAaTU TEKCTYPU Ha TPUKYTHUK:



(0,5,1)

[ns TpUKyTHWKA BKa3yeMO 3 KOOPAMHATHI TOYKM TEKCTYpU. Mu xouemo, Wwob HUXHS niea
CTOpPOHa TPUKYTHMKA Bignosigana HWXHIN NiBi CTOPOHI TEKCTYpU, TOMY MU
BMKOpUCTOBYEMO (@, B) KOoopaMHaTa TEKCTYpPU AN HUXKHBOT MiBOT BEPLUWHM TPUKYTHUKA.
Te came cTocyeTbCA HUXKHBLOTO NpaBoro 6oky 3 a(1, 8) koopauHaTta TeKCTypu. BepxHs
YacTUHa TPUKYTHMKA MOBUHHA BiANOBIgATN BEPXHbOMY LEHTPY 306paXkeHHsI TEKCTYpPM,
ToMy Mu Gepemo (0,5, 1,0) sk oro koopauHaTta TekcTypu. Ham notpibHo nuwe
nepegaTtn 3 KOOPAMHATU TEKCTYPU Y BEPLLUMHHUIA LWWenaep, SKUn noTiM nepenae ix y
doparMeHTHUN Wwengep, SKMM akypaTHO iIHTEPNOSIE BCI KOOpANHATN TEKCTYPU AN KOXHOrO
doparmeHTa.

Toni oTpumaHi KoopauHaTU TEKCTYpU BUrNALATUMYTb Tak:

float texCoords[] = {

O
(@)
Hh
-
(@]
O
Hh
-

Bubipka TekcTypu Mae BinbHy iHTEpnNpeTauito Ta Moxe ByTn BUKOHaHa pPisHUMM
cnocobamu. Takum YmHOM, Hawwa pobota — po3snosictn OpenGL, sk ue mae 6yTn .

OGropTka TeKcTypu

KoopaunHaTy TekcTypu 3a3Buyaii konmeatoTbes Big(0,0) no(1, 1) ane wo craHeTbes,
AKLLO MW BKaXXeMO KOOPAMHATK 3a MexaMu Liboro AianasoHy? MoseaiHka OpenGL 3a
3aMOBYYBaHHAM MonsArae B NOBTOPEHHI 306paxeHb TEKCTYpY (MU paKTUYHO irHOPYEMO



Liny YacTUHy KOOpAMHATK TEKCTYpM 3 NnraBatoyoro Komoto), ane OpenGL nponoHye binbLue
BapiaHTiB:

GL REPEAT: TUMOBa noBefdiHka Ansa TekcTyp. [NoBToproe 306paxeHHs TEKCTYPW.
GL_MIRRORED REPEAT: Takuii xe, Kk GL._REPEAT ane Bigobpaxae 306paxeHHs 3
KOXXHUM MOBTOPEHHSM.

e GL CLAMP TO EDGE: hikcye KoopauHaTtv Mix 0 i 1. Peaynstatom € Te, Lo BuLLi
KoopauHaTu CcTarTb 3aTUCHYTUMW [0 Kpato, WO NPpU3BOAUTL A0 PO3TArHYTOro
MaroHKa O Kpato.

e GL CLAMP TO BORDER: KoopauvHaTu 3a Mexamu fiana3oHy Tenep oTpuMyoTb
BU3HAYEHUN KOPUCTYBaAYEM KOSlip MeXi.

KoXeH i3 napameTpiB Ma€ pi3HUI BidyanbHUW BUXIi4 NPU BUKOPUCTAHHI KOOpAMHAT TEKCTYpU
nosa AianasoHoM 3a 3aMoBYyBaHHAM. [laBanTte NoaANBUMOCS, SSK BOHW BUMMS4A0Tb Ha
npuknagi 306paxeHHsa TEKCTYpu (opuriHanbHe 300paxeHHs Xonbrepa PeseHae):

GL_REPEAT GL_MIRRORED_REPEAT GL_CLAMP_TO_EDGE GL_CLAMP_TO_BORDER

KoXeH i3 3a3Ha4YeHux BULLE NapamMeTpiB MOXXHA BCTAHOBUTU LA KOXHOI KOOPAUHATHOI OCi

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_MIRRORED_REPEAT);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_MIRRORED_REPEAT);

MMepwnmn aprymMeHT BU3HA4Yae TUN TEKCTYpU; My Npauemo 3 2D-TekcTtypamu, Tomy
LiNbOBOI TEKCTYPOIO € GL TEXTURE 2D. [lpyrun aprymeHT BUmarae Bif Hac BkasaTu,
AKUIA NapamMeTp MU XO4EeMO BCTAHOBUTU Ta ANSA SIKOI OCi TEKCTYPU; MU XOHEMO
HanawTysaTtu 1noro Ana obox Biceun. OCTaHHIN apryMeHT BUMarae Bif Hac yBIMKHYTU
NOTPIOHMI pexxum 0bropTaHHs TEKCTYpPOLO, i B LboMy Bunagky OpenGL BCTaHOBUTb OMuit0
0BropTaHHsA TEKCTYpU N9 NOTOYHOT aKTUBHOT TEKCTYPU 3a LOMOMOrOH0

GL MIRRORED REPEAT.

Akwo Mu Bubupaemo onuito GL_CLAMP_TO_BORDER, Mu Tako)x NOBMHHI BKasaTu Konip
Mexi. Lle pobutbcsa 3a gonomoroto ekBiBaneHTa fv dyHkuii glTexParameter 3 onuieto
GL_TEXTURE_BORDER_COLOR, B siky mn nepegaemo MmacuB float 3 3Ha4eHHSIM KONbopy
MeXi:

float borderColor[] = { 1.0£f, 1.0f, 0.0f, 1.0f };

glTexParameterfv (GL TEXTURE 2D, GL TEXTURE BORDER COLOR, borderColor);



dPinbTpauia TekcTypum

TeKCTypHi KoopaMHaTK He 3anexaTb Bif po3A4iNbHOI 34aTHOCTI, @ MOXYTb 6yTH
6yZb-AKMM 3HAYEHHAM 3 NJaBakoyor KOMOK, ToMy OpenGL NOBUHEH BU3HAYMTK, A0
SIKOrO TEKCTYPHOrO MNikcens (TakoxX BiJOMOro sik TeKCTYPHUIM Nikcenb abo TeKceslb)
Bifj06pPa3nTK TEKCTYPHY KoopAuHaTy. Lle cTae 0co6/MBO BaXX/IMBUM, SIKLLO Y BacC € Ay)XKe
BEIMKNIN 06'€KT Ta TEKCTYpa HU3bKOI PO3AiNbHOI 34aTHOCTI. By, IMOBIpHO, BXXe
3poraganucs, Wwo B OpenGL € Takox onuil Ans uboi QinbTpawil TEKCTYp. ICHYHOTb pi3Hi
AOCTYMHI onuil, ane Hapasi My po3rnaHemo HanmBaxxnueiwi onuii: GL_NEAREST Ta
GL_LINEAR.

GL_NEAREST (Takox Bigomuit Ak dinbTpalis 3a Hanbm»K4nMm cycigom abo To4KoBa
dinbTpauin) - ue MeTog dinbTpauii TEKCTYp, 3agaHuit 3a 3amoBYyBaHHAM B OpenGL. Konu
BcTaHoBNeHo GL_NEAREST, OpenGL B1M6upae Tekcenb, 40 LEeHTPY AKOro TeKCTYpHa
KOOpAuHaTa Hanbnmkya. Hmx4ye B Moxkete nobauntu 4 nikcens, Ae KpecTuUK no3Havae
TOYHY TEKCTYPHY KOOpAMHaTY. J1iBUIN BEPXHil TeKCesb Mae CBill LLeHTP, HanbvK4un ao
TEKCTYPHOI KOOpANHATK, | TOMY 06MpPaEeTbCA B AKOCTi BUOPAHOIO KOMbOPY ANS1 BUBIPKMU:

returns

GL_LINEAR (Takox BigomMuii sik (6i)niHiiHa ¢inbTpauis) BUKOPUCTOBYE iHTEPMNONbOoBaHe
3HAYeHHs 3 CYCifHiX TEKCENIB TEKCTYPU, HABNMKAOUM KOMip MiXK TekcenaMu. Yum meHLe
BiZICTaHb Bif TEKCTYPHOI KOOPAMHATU A0 LeHTPa TeKcens, TUM bifiblue BHECOK BHece
KOMIp LbOro TeKcens y BubpaHe 3Ha4YeHHs1 KONbopy. Hkye MM MOXXeMo No6aunTu, Lo
NnoBepTaeTbCA 3MilLlaHUIM KONIP CYCIAHIX MiKcenis:

returns

Ane sKi BidyanbHi epekTun Takoro metogy dinbTpauii Tekctypu? lNMoameimocs, K
npauroroTb Ui MeToau Npy BUKOPUCTaHHI TEKCTYPU 3 HU3bKOKO PO3AiSIbHOK 3[4aTHICTIO Ha
BeJIMKOMY 06'eKTi (TEKCTYypa TOMY MacLUTabyeTbCsl Bropy, i OKpeMi Tekcenu cTatoTb
MOMITHUMMW):



GL_MEAREST GL_LIMEAR

GL_NEAREST npu3BoanTb A0 6/10KOBUX MatOHKIB, e MU YiTKO 6a4MMO nikceni, LWo
YTBOPHOKOTb TeKCTYpY, ToAi Ak GL_LINEAR cTBOptO€E 6inbll N1aBHUIA MakOHOK, e OKPeMi
nikceni meHwe BuaHo. GL_LINEAR cTBOpto€e 6inblu peaniCTUYHUI pe3ynbTarT, ane Aeski
pO3pO6HMKM BigAatoTb NepeBary 6inbl "8-6iToBoMy" BUrNAAY i, AK pe3ynbTaT, BUbmparoTb
onuito GL_NEAREST.

®inbTpauito TEKCTYpU MOXHaA HaNalITOBYBaTH As ornepaLiin MaclTabyBaHHS (AKLLO
36iNbLUYETbCSA a60 3MEHLLYETHCS PO3Mip TEKCTYPWU), TOMY BW, HAMpUKIag, MoXxeTe
BUKOPUCTOBYBATK GinbTpaLito 3a HANBNMIKYMM CYCILOM, KON TEKCTYPU 3MEHLLYHOTBCS, |
NiHiMHY QinbTpauito ansa 36iNblIeHMX TEKCTyp. TOMY BaM MOTPiIGHO BKa3aTu METOL,
dinbTpauil Ana 060x onuin 3a AONOMOIOK glTexParameteri*. KO MOBUHEH CXOXe
BUIrNAAAaTU Ha HanawTyBaHHA MeToAy O6ropTaHHs:

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST);

glTexParameteri(GL_TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);

Mipmaps( Minmanu )

YaBiMoO, L0 Y Hac € BeJIMKa KiMHaTa 3 TUCAYaMM 06'eKTiB, KOXKEH 3 NPUEAHAHOIO
TEeKCTypolo. € 06'eKTH, AKi Ay)XKe AaneKo Bif rnapava, ane MaloTb NPUKPINNEHy TEKCTYpy
BMCOKOI PO3AiNIbHOI 3AaTHOCTI TaK caMmo, K i 06'eKTU 651M3bKO A0 rnagava. Ockinbku
06'eKTU 3HAXO[ATbCA AANEKO i, UMOBIPHO, BOHM CTBOPIOKOTDb JULLE KiNlbKa (pparMeHTiB,
OpenGL mae TpyaHoLli y BU60pi NpaBU/IbHOIr0 KOJIbOpY A1 CBOro ¢parmMeHTa 3
TEKCTYPU BUCOKOI PO3AiNbHOI 3/aTHOCTI, OCKiSIbKU HOMY NOTPi6HO BUGpaTH KONbOpoBe
3HaYeHHS TeKCTYpu ANA pparmMeHTa, AKUA OXOMNJIIOE BENIUKY YaCTUHY TeKCTypum. Lie
Npu3BOAUTb A0 BUAUMUX apTedaKTiB Ha MannX 06'eKTax, He Ka)Kyum BXKe Npo BTpaTy
NPONYCKHOI 34aTHOCTi NaM'ATi NPU BUKOPUCTaHHI TEKCTYP BUCOKOI PO3AiNbHOI
3A4aTHOCTI HAa Manux ob'eKTax.



[nsa BupiweHHa Liel npo6nemn OpenGL BUKOPUCTOBYE KOHLLENLLilO, LLLO HA3UBAETbCA
MinManamm, sika no cyTi npeAcTaBasie co6010 KONEKLilo TEKCTYPHUX 306paXkeHb, ae
KOXXHe HacTyrnHe 306pa)keHHsA y ABa pa3u MeHLUe, HiXK nonepepHe. lpea minmanie mae
6yTH NpocTolo: nicns neBHOro nopory Big rnaaada OpenGL 6yae BMKopucToByBaTH iHLWY
MinMan-TeKCTypy, AKa HauKpaLye nigxoauTb AN BiacTaHi A0 06'ekTa. OCKinbKu 06'eKT
3HaXo4UTbCA AaNeKo, MeHLUa Po3AinbHa 34aTHICTb He 6yae NOMiTHOIO ANA
KopucTtyBayva. OpenGL MoXXe 3pa3yBaTu NpaBu/ibHi TeKCeni, i NPy LLbOMy 3any4yeHo
MeHLUe Kelu-naM'aTi nig yac BU6opy yacTuHM Minmanis. [laBailTe nornsHeMo Ha Te, K
BUrNsjae TeKCTypa 3 MinManamm:

CTBOpEHHSA KOJeKLil TeKCTYp 3 MinManamu AJisi KOXXHOro TEKCTYPHOro 306pakeHHs
BPYYHY € PYTUHHOI pPO60TOHO, ane Ha wacts, OpenGL Moxxe BUKOHaTK BCO pobOTY 3a Hac
OLHWUM BUKJIMKOM glGenerateMipmap NiC/SI CTBOPEHHSA TEKCTYPW.

[1ig Yyac nepeMuUKaHHSA MiXK piBHAMK MinManie nig yac peHaepuHry OpenGL moxke
nokasaTu apTedakTy, Taki K roCcTpi Kpal MOMiX ABOMa WapamMu MinManis. Tak caMo, iK
3BMYanHa QinbTpauis TEKCTYPU, MOXIIMBO TaKOX BCTaHOBUTU inlbTpaLito MiXX piBHAMU
mMinmanie 3a gornomoroto Metoais NEAREST Ta LINEAR ans nepeMukaHHs MiXK piBHAMU
Minmanis. LLlo6 Bkasatn metog, dinbTpauii MidXX piBHSIMM MinManis, MM MOXXEMO 3aMiHUTK
opuriHanbHi MeToan ¢inbTpauii 0O4HMM i3 YOTUPBLOX HACTYMHUX BapiaHTIB:

e GL_NEAREST_MIPMAP_NEAREST: 6epe Hanonmx4min pieHb Minmany, skum
BignoBigae po3Mipy rnikcens i BAKOPUCTOBYE iHTEPNONALiKO 3a METOAOM
HaMbIMXKYOoro cyciga ans BMGIpKM TEKCTYPMU.

e GL_LINEAR_MIPMAP_NEAREST: 6epe Hanbnmx4uin pieeHb MinMany Ta Bubupae
Len piBeHb, BAKOPUCTOBYHOUM NiHINHY iIHTepnonaLito.

e GL_NEAREST_MIPMAP_LINEAR: niHIMHO iHTEPNONKETLCA MiXK ABOMA MiNManamu,
AKi HanbinbLUe BiANOBifaloTb PO3Mipy NiKCens, Ta BUOMPAETLCH iIHTEPNOIbOBaHUM
piBEHb 32 METOAOM HaMBMMXYOro cyciaa.

e GL_LINEAR_MIPMAP_LINEAR: niHiHO iHTEpNONOETLCA MiXK ABOMA HANBAMKUYNMU
MinManamu Ta BUGMpaeTbCA iHTEPNObOBaHWM PiBEHb 3@ METOAOM NiHIAHOI
iHTepnonsauii.

Tak camo, 5K 3 QinbTpaLieto TEKCTYpPU, MU MOXEMO BCTAaHOBUTKU MeTop, dinbTpauii Ha
OLVH 3 YOTMPbOX BULLE3a3HAYEHNX METOAIB 3a OMNOMOIOI0 glTexParameteri:

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,
GL LINEAR MIPMAP LINEAR) ;



glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);

Po3noBcrog)KeHOo NMOMUIIKOK € BCTAHOBJIEHHS OQHOMO 3 NapaMeTpiB ¢inbTpauil
MinManie gk QinbTpauii MaclwTabyBaHHs. Lle He Mae XXo4HOro BNAUBY, OCKiNIbKM MinManu
B OCHOBHOMY BUKOPWUCTOBYHOTbHCA AJ1S1 3BMEHLLEHHSI PO3MipiB TEKCTYP: MacluTabyBaHHSA
TEKCTYp He BUKOPUCTOBYE MiNManu, i BCTaHOB/IEHHS NapaMeTpa ¢inbTpauil Minmanis
Ans macwTtabyBaHHA reHepye nomunky OpenGL GL_INVALID_ENUM.

3aBaHTa)XeHHS1 Ta CTBOPEHHS TEKCTYp

3aBaHTa)eHHA Ta CTBOPEHHSA TeKCTyp MNepLua piy, AKy HaM NOTPIGHO 3pobUTH, LL06
[iNCHO BUKOPUCTOBYBATM TEKCTYPMU, Lie 3aBaHTaXUTK IX Y HaLLy nporpamMy. 306paXKeHHs
TEKCTYP MOXYTb 6yTK 36epexeHi B AecsATkax opmaTax gannis, KOXXeH 3i CBOEID
CTPYKTYPOLO Ta NOPSIAKOM AaHUX, TOMY IK MU MOXXEMO OTPMMATW Lii 306pa)KeHHS y HaLUin
nporpami? OgHUM pilleHHsM 6yno 6 Bubpatu popmat danny, AKUn Mn Xo4emMo
BUKOpUCTOBYBaTK, Hanpuknag .PNG, i HanucaTu BnacHUin 3aBaHTaxyBay 306pa)keHb A
KOHBepTaLil opMaTy 306pa)KeHHs B BEIMKNIN MacuB 6anTiB. HaBiTb AKLW0 HanncaTu
BJIaCHMI 3aBaHTa)KyBay 306pak€Hb He TaK BaXKO, Lie BCE L& HE3PYYHO, i AKLLO0 BU
xoueTe nigTpuMmyBaTn 6inblue dopmariB dhannis, BaM A0BEAETLCA MNCATU 3aBaHTaXXyBay
306paXkeHb A1 KOXHOro dopmary, AKUin BU Xo4eTe NigTpumyBaTu.

LLle ogHUM pilLEHHSIM, i, MOXX/IMBO, XOPOLLMM, € BUKOPUCTaHHSA 6ibnioTekn ans
3aBaHTa)eHHs1 306pa)keHb, AKa NiATPUMYE KiflbKa NonynsipHMX GopmaTiB Ta BUKOHYE
BCHO BaXKKy po60Ty 3a Hac. bibnioTeka, Taka ik stb_image.h.

stb_image.h stb_image.h - ue gy>xe nonynspHa ogHopsAKoBa 6ibnioTeka Ans
3aBaHTa)XXeHHs 306pakeHb Bif, LLloHa bappeTTa, sika MoXe 3aBaHTa)XxyBaTy 6iNbLiCTb
nonynapHux gopmartiB ¢anniB i nerko iHTerpyetbca y Bawi npoekTu. stb_image.h MmoxxHa
3aBaHTaXXUTK 3BiAcK. MpoCcTo 3aBaHTaXKTe OA4HOPAAKOBUI dann Wwanku, gogante noro
[0 CBOro nNpoekTy sk stb_image.h i ctBopiTb gogatkoBun pann C++ 3 HACTYNHUM KOAOM:

stb_image.h

stb_image.h € gyxe nonynspHoto 6ibnioTekoo Ansa 3aBaHTaXKeHHSA 300paXkeHb i3 0QHUM
3aronoBkoMLLoH BappeTT akuin 3gaTHUN 3aBaHTa)KyBaTK BiNbLICTb NONYNAPHUX bopmaTis
dhannis i noro nerko iHTerpyeatu y Baw npoekt(n).stb_image . h moxHa 3aBaHTaXunTK
31yT. [pOCTO 3aBaHTaXTe eAnHMI (hann 3arosioBka Ta 4oganTe Noro 40 CBOro NPoekTy
akstb_image. hi ctBopiTb gogaTkoBun davin C++ i3 Takum KOOOM:

#define STB IMAGE IMPLEMENTATION

#include "stb image.h"



https://github.com/nothings/stb/blob/master/stb_image.h
https://github.com/nothings
https://github.com/nothings/stb/blob/master/stb_image.h

Bu3HaumBLum STB_IMAGE_IMPLEMENTATION, npenpouecop moaudikye ¢ann 3aronoBka
TakK, WO BiH MICTUTb NMLLE BiAMNOBIAHUA BUXiAHUIA KOA BU3HAYeHHS, GaKTUYHO
nepeTBoptotoun ann 3arosioBka y .cpp dann, i Le Bce. [pocTo BKkAtoYiTh stb_image.h
Jecb y CBOIW nporpami i ckomnintounre Ii.

[na HacTynHMX po3AiniB Npo TEKCTYpy MU 6yAeMO BUKOPUCTOBYBATH 306paXKeHHS

JepeB'sAHOro KoHTenHepa. LLlo6 3aBaHTaXXnTK 306paXkeHHs 3a gonomoroto stb_image.h,
MW BUKOPUCTOBYEMO Moro dyHkuUito stbi_load:

int width, height, nrChannels; unsigned char *data =

stbi load( , &width, &height, &nrChannels, 0);

dyHKUia cneplly npuriMae posTtallyBaHHs daly 306paXxKeHHs B AKOCTI BXiAHUX AaHUX.
[MoTimM BOHa OYiKye, WO BM HagacTe Tpu Uini Yncna B AKOCTI 1T ApYroro, TPeTboro Ta
4YeTBEPTOro aprymMeHTiB, AKi stb_image.h 3anoBHUTb LWIMPKHOIO, BUCOTOO Ta KiNbKIiCTHO
KaHaniB KOIbopy pe3ynbTaTyto4oro 306paxeHHs. Ham noTpibHi WwupuHa i BUcoTa
306paXkeHHs ANl CTBOPEHHA TEKCTYP MisHiLle.

leHepauia TeKcTypuU

AK i 6yab-aKi nonepeaHi 06'ektn B OpenGL, TeKCTypH iAeHTUDIKYOTbCS 3 BUKOPUCTAHHAM
iaeHTudikaTopa; faBanTe CTBOPMMO OAMH:

unsigned int texture;

glGenTextures (1, &texture);

®yHkuisa glGenTextures cnepLuy npuMmMmMae BXigHUM NapaMeTpoM KiflbKiCTb TEKCTYP, AKi
MM XO4YeMO 3reHepyBaTy, i 36epirae ix B MacuBi unsigned int, nepegaHomMy K i apyrui
aprymeHT (y HalwoMy BUNazKy, Lie NPOCTo ofHe 6e33HaKoBe Ljine Yyncno). Tak camo, AK i 3
iHLWMMM 06'EKTaMK, HaM NOTPIOGHO 3B'A3aTU TEKCTYPY, W06 6yAb-sKi Noganblli KOMaHAK
TEKCTYPW HanawToBYyBanM NOTOYHY 3B'A3aHy TEKCTYPY:

glBindTexture (GL TEXTURE 2D, texture);



Tenep, KONM TEKCTYpa 3B'A3aHa, MU MOXKEMO MoYaTn reHepyBaTh TEKCTYPY,
BUKOPUCTOBYHOYM paHillie 3aBaHTaXKeHi AaHi 306pakeHHs. TeKCTypu reHepyroTbCs 3a
[ONOMOror PYHKUIT gl TexImage2D:

glTexImage2D (GL TEXTURE 2D, 0, GL RGB, width, height, 0, GL RGB,

GL UNSIGNED BYTE, data);

glGenerateMipmap (GL TEXTURE 2D);

Lis dyHKUia Mae 6araTto napameTpiB, TOMY PO3r/IIHEMO iX MO KpoKax:

[MepLunn apryMeHT BKasye Lisib TEKCTYpU; BCTaHOBEeHHA noro Ha GL_TEXTURE_2D
O3Havae, Lo Us onepadia 6yae reHepyBaTu TEKCTYPY Ha MOTOYHO 3B'A3aHOMY
06'EKTi TEKCTYPU 3 TaKOH X Linbto (TO6TO Byab-aKi TEKCKYPW, 3B'A3aHI 3 LjinsamMm
GL_TEXTURE_1D a6o GL_TEXTURE_3D, He 6yayTb 3miHOBaTUCSA).

[pyruin aprymMeHT BKasye piBeHb Minmana, gJist AKoro Mn Xxo4emMo CTBOPUTU
TEKCTYpY, SKLO0 BU XO4YeTe BCTaHOBUTU KOXXHUI piBEHb MiNMana Bpy4Hy, asne Mu
3a/ULLIMMO MOro Ha 6a30BOMY PiBHi, SKUI AopiBHIOE 0.

TpeTin aprymeHT nosigomnse OpenGL, B skoMy popmaTi MM XO4eEMO 36eperTu
TeKcTypy. Hale 306pakeHHs1 Mae nuwie 3HadeHHs RGB, ToMy Mu Takox
36epexemMo TeKCTypy 3i 3HayeHHAMKU RGB.

YeTBepTuin Ta N'ATUMA apryMeHTN BCTAHOBIIOOTb LUMPUHY Ta BUCOTY OTPUMAHOI
TEKCTypu. Mu 36epernu ix paHiwe nig Yyac 3aBaHTa)K€HHA 306paXKeHHS, TOMY MU
BMKOPUCTAEMO BigNOBIAHI 3MiHHI.

HacTynHui1 apryMeHT NoBMHEH 3aBXXau gopiBHioBaTu 0 (aeski 3acTapini peui).
CbOMMI Ta BOCbMUI apryMeHTn BU3Ha4vatoTb hopmMart i TUN gaHux gepena
306pakeHHs. M1 3aBaHTa)Xnnmn 306paxkeHHs 3i 3HavyeHHssMU RGB Ta 36epernu ix
K cumBonu (6ainTu), ToMy M1 NepeaamMo BignoBigHI 3HAYEHHS.

OcTaHHIM apryMeHTOM € haKTUYHI AaHi 306pa)keHHs. [licna BUKNUKY
glTexlmage2D, Ha NOTOYHO 3B'A3aHOMY 06'EKTI TEKCTYPU Tenep 306paXKeHHs
TekcTypu. OfgHaK Hapasi 3aBaHTaXX€HUN TisibKn 6a30BUIA PiBEHb 306paXKeHHS
TEKCTYPW, i SKLLO MM XOYEMO BUKOPMUCTOBYBATM MinManu, HamMm NoTpibHO BPyYHY
BKa3aTW BCi pi3Hi 306pakeHHs (MOCTINHO 36iNbLUYHOYN APyl apryMeHT) abo
MOXeMO BUKnKaTu glGenerateMipmap nicns reHepauii TekcTypw. Lle
aBTOMAaTMYHO reHepye BCi HEOOXiAHI MiNManu ANnsi NOTOYHO 3B'A3aHOI TEKCTYPW.

Nicns 3aBepLUeHHSA reHepaLil TeKCTYpu Ta BiANOBIAHUX MiNManiB 06pO0 NPaAKTUKOO €
3BiNIbHUTU NaM'ATb 306paXKeHHS.

stbi image free(data);



Taknm YMHOM, BECb NMPOLEeC CTBOPEHHSA TEKCTypWu BUIrnagae I'IpM6J'IVI3HO Tak.
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int texture;

glGenTextures (1, &texture);

ngindTexture(GL_TEXTURE_2D, texture) ;

1TexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP S, GL REPEAT);
1TexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP T, GL REPEAT);
1TexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,

L LINEAR MIPMAP LINEAR);

Q

“

[®)

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);

int width, height, nrChannels;

unsigned char *data = stbi load( ’

&nrChannels, 0);
if (data) {

glTexImage2D (GL TEXTURE 2D, 0, GL RGB, width, height,
GL_RGB, GL UNSIGNED BYTE, data) ;

&width, &height,

0,

glGenerateMipmap (GL TEXTURE 2D);

std: :cout << << std::endl;

stbi image free(data);

HaHeceHHSs TeKCTyp

[nsa HacTynHMX po3ainis My 6yaeMo BUKOPUCTOBYBATU NPSIMOKYTHY dhopmy,
HamManboBaHy 3a gonomoroto glDrawElements 3 3akntouHol YacTuHM posginy "Hello
Triangle". Ham noTpi6Ho noBigomuTtn OpenGL, K BigOyBaeTbCs B3ATTA 3pa3Ka TEKCTYpH,
TOMY HaM NOTPIGHO OHOBUTW faHi BEPLUNH TEKCTYPU KOOPANHATaAMMU:

float vertices[] = {



0.5f£, 0.0£, 1.0£, 0.0£, 0.0£, 1.0f, 1.0f,

-0.5f£, 0.0£, 0.0£, 1.0f£, 0.0£f, 1.0£, 0.0f,
-0.5¢, 0.0£, 0.0£, 0.0f, 1.0£, 0.0£f, 0.0f,

0.5f£, 0.0£, 1.0£, 1.0f£, 0.0£, 0.0£f, 1.0f

Ockinbkn My goganu JogaTkoBum aTpnbyT BEPLUMHN, HAM 3HOBY MOTPIOHO NOBIZOMUTYU
OpenGL npo HoBUK hbopmaT BEPLLMHN:

VERTEX 1 VERTEX 2 VERTEX 3

X Y Z R GB ST X Y Z R GB STXYZRGEST

POSITION: ———— STRIDE: 32 ——)

- OFFSET: 0 !
COLOR: STRIDE: 32 ———
- OFFSET:12 ¥ :
TEXTURE: ————— STRIDE: 32 ———

——— OFFSET: 24 —

glVertexAttribPointer (2, 2, GL FLOAT, GL FALSE, 8 * sizeof (float),
(void*) (6 * sizeof (float))):;

glEnableVertexAttribArray (2) ;

3BepHiTb yBary, Lo HaM TaKoX MNOTPiGHO BigKopuryeBaTu napaMeTp Kpoky (stride) gns
nonepeaHix ABOX aTpubyTiB BepLUMH Ha 8 * sizeof(float).

[ani HamMm NOTPIGHO 3MIHUTY BEPLUMHHMI Wengep, Wob BiH NpuiiMaB KoopauMHaTu

TEKCTYpU K aTpMbyT BEPLUUNH, a NOTiM NepefaBas Lji KOOpAUHATU B pparMeHTHUNI
wengep:

version 330 core

(location 0) in vec3 aPos;

(location 1) in vec3 aColor;

(location 2) in vec?2 aTexCoord;

out vec3 ourColor;



out vec?2 TexCoord;

void main () {

gl Position = vec

ourColor = aColor;

TexCoord = aTexCoord;

®parMeHTHUI Wwengep NOBMHEH NpUnMaTy 3MiHHY BuBefeHHA TexCoord K BXigHY
3MIiHHY.

®parMeHTHUN Wwengep TakoXX NOBMHEH MaTK [OCTYN A0 06'€KTa TEKCTYPW, ane siK Ham
nepeaatu 06'eKT TeKCTypu B dparmMeHTHMI wengep? Y GLSL € BOyAOBaHNI TUMN JaHUX
ANA 06'eKTiB TEKCTYpU, AKMIA HasmBaeTbest cemriep (sampler) i Mmae noctdike Tuny
TEKCTYPW, AKUIN HaM NOTPi6eH, Hanpuknag, sampler1D, sampler3D a6o y Hawomy BUnagKy
sampler2D. NoTiM M1 MOXXEMO [oAaTK TEKCTYPY A0 dparMeHTHOro Wwenaepa, NnpocTo
OroslIocMBLLY €ANHO cemniep sampler2D, SKMi MU Ni3Hille NPM3HAYMMO HaLLin TEKCTYPI.

#version 330 core

out vecd4 FragColor;

ourColor;

TexCoord;

uniform sampler2D ourTexture;

void main () {

FragColor = texture (ourTexture, TexCoord);

[na B3ATTA 3paska KO/Ibopy TEKCTYPU MU BUKOPUCTOBYEMO BOyAOBaHY PyHKL O texture
MoBK GLSL, Aka npnnmMae sk CBiv NepLUnit apryMeHT cemrisiep TEKCTYpU | AK CBi gpyrun
aprymeHT BignoBifaHi koopauHath TekcTypu. OyHKLiA texture 3pa3kye BignosigHe
3Ha4YeHHs KONbopy 3 BUKOPUCTAHHAM MapamMeTpiB TEKCTYPU, AKi MU BCTAHOBU/IU paHille.
Buxia uboro dparMeHTHOro Weiaepa - ue (hinbTpoBaHWin) Kosip TEKCTYpU B
(iHTepnonboBaHMX) KoopANHaTax TEKCTYPMU.

Bce, Wo 3anuwmnnocs 3pobuTun 3apas, Lie 3B'A3aTu TEKCTYPY Nepen BUK/TUKOM
glDrawElements, i BOHa aBTOMaTUYHO NPU3HAYUTb TEKCTYpPY cemnnepy dparMeHTHOro
Wwengepa:



glBindTexture (GL TEXTURE 2D, texture);

glBindVertexArray (VAO) ;

glDrawElements (GL TRIANGLES, 6, GL UNSIGNED INT, O0);

Ao BM BCe 3p0bunun npaBuribHO, BM NOBUHHI NOBAYNTK Take 300paXKeHHs:
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AKLLO BaL NPAMOKYTHUK MOBHICTHO 6innin a60 YOPHUIA, MOXXITMBO, BU JOMYCTUIN MOMWUIIKY
Ha wnsxy. MNepeBipTe XXypHanu wengepa Ta cnpobynTe NOPIBHATU Ball KOg, i3 BUXiIgHUM
KOA,0M Mnporpamu.

AKL0 Bal Kof TEKCTYPU He nNpautoe abo BiAo6paXKaeTbCA AK MOBHICTIO YOPHUMN,
NPOAOBXYNTE YMTaTH i AiNTe [0 OCTaHHBLOrO NpukKnaay, AKMM NoBMHeH npauvrBaTtn. Ha
AesKuX ApanBepax HeobXiAHO NMPU3HAYMUTUN TEKCTYPHUIN 610K AN KOXXHOIO CEMMIepy, Wwo
€ TEMOIO NnoAanbLUnX po3A4iniB L€l rnaBu.

LLlo6 gopaty Tpoxm ePeKTHOCTI, MU TaKOXX MOXXEMO 3MilLyBaT OTPMMaHUI KOsip
TEKCTYpU 3 KONbopaMu BepLUMH. My MPOCTO MHOXMMO OTPUMaHU KOJTip TEKCTYPU Ha
KOMip BepLIMHM B hparMeHTHOMY Lwengepi, LWob 3miwatn obmasa Konbopu:



FragColor = texture (ourTexture, TexCoord) * vec4 (ourColor, 1.0);

Y pesynerati Mae BUNTU CyMilll KONbOPY BEPLUMHWN Ta KONbOPY TEKCTYPW:

B LearnOpenGL - O x

MoxHa ckasaTu, L0 Hall KOHTENHep NbUTb ANCKOTEKY.

TeKkcTypHi oguHULi

Bu, HaneBHO, 3anuTyeTecs, YoMy 3MiHHa sampler2D e uniform, AKLLO MK HaBITb He
NpM3HayaeMo i 3HadyeHHs 3a gonomoroto gluniform. BukopuctoBytoum glUniform1i,
HacnpaBAi MU MOXXeMO MPU3HAYMUTM 3HAYEHHSI PO3TalLlyBaHHA ceMriepa TEKCTypu, o6
MW MOT/IM BCTAHOBUTU A EKiNlbKa TEKCTYP OQHOYACHO B pparMeHTHOMY Liengepi. Lle
pO3TallyBaHHSI TEKCTYpW GiNbLL 3arasibHO BiOMO siK TEKCTYPHUI 610K (texture unit).
TekCTypHUI 6510K 32 3aMOBYYBaHHAM A5l TEKCTYpU - 0, AKNA € 61I0KOM TEKCTypu 3a
3aMOBYYBaHHSIM, | TOMY HaM He NOTPI6HO 6y/1I0 NPU3HaYyaT po3TallyBaHHS B
nonepeaHbOMyY pO3fini; BapTo 3a3Ha4YnUTW, WO He BCi rpadiyHi gpanBepu HaparoTb
TEKCTYpHUI 610K 3a 3aMOBYYBaHHAM, TOMY NMoNepeAHi po3ain MoXxe He Bigobpasutucs
Ansa Bac.



[0NIOBHOO METOH TEKCTYPHUX BI0KIB € [03BIN HA BUKOPUCTAHHSA 6inbll IK 1 TEKCTYpU B
Hawwux wengepax. MpusHavaoum TEKCTYPHI 6110KM ceMnnepam, M1 MOXEMO B'AA3aTh A0
JEeKiNbKOX TEKCTYp OAHOYACHO, SIKLLO CMepLly aKTUBYEMO BiAMNOBIAHWI TEKCTYPHUI GOK.
Tak camo, 5K i glBindTexture, MM MOXeMO aKTMBYBaTW TEKCTYPHI 6/10KK 3@ 4OMOMOIOH0
glActiveTexture, nepegatoumn HOMep TEKCTYPHOIro 610Ky, AKUIA MU XOYEMO
BUKOPUCTOBYBATMU:

glActiveTexture (GL TEXTUREOQ) ;

glBindTexture (GL TEXTURE 2D, texture);

Micns akTuBawil TEKCTYPHOI OAMHULI | NPUB'A3KKN TEKCTYPU A0 L€l 0aMHULI BaM AiNCHO
noTpibHO peparyBaTu dparMeHTHUI Wengep, Wwob goaat iHWwi cemnaepu Ans iHWunx
TeKCTyp. Y BawoMy ¢pparMeHTHOMY LLuengepi BU BXXe MaeTe cemnnep ourTexture, ane gns
BUKOPMUCTAHHS iHLLOT TEKCTYpWU BaM NOTPIGHO AoAaTH Le OAMH CEMMIIEp i MpMB'A3aTH
MOro A0 iHWOI TeKCTYPHOI OAUHULI.

Balu ¢pparMeHTHUI Wekaep MoXe BUrNSiAATH, Hanpukiag, Tak:

#version 330 core

out vec4 FragColor;

in vec3 ourColor;
in vec2 TexCoord;

uniform sampler2D ourTexture; // lepwa TekcTypa

uniform sampler2D anotherTexture; // [pyra TekcTypa

void main()

// Cemnayemo obupBi TeKCTypw

vec4 textureColorl = texture(ourTexture, TexCoord);

vec4 textureColor2 = texture(anotherTexture, TexCoord);

// 3miwyemo Konip 060X TEKCTYyp, Hanpuknag, BUKOPUCTOBYWUM CEPELHE 3HAYUYEHHS




vec4 finalColor = (textureColorl + textureColor2) / 2.0;

FragColor = finalColor;

Tenep Baw pparMeHTHUN LWengep BUKOPUCTOBYE ABi Pi3Hi TeKCTypwu (ourTexture i

anotherTexture) i amiLlye iX KONbOPU ANSA KiHLUEBOro pesynbsrary.

He 3abygbte Takox BCTaHOBUTM 3Ha4YeHHs onda anotherTexture 3a gonomoroto glUniform1i,

o6 BKasaTtu, AKY TEKCTYPHY OANHULIKO BUKOPUCTOBYBaTK AJ1A D,pyFOII. TEKCTYypW.

3aBeplueHe KONbOPOBE BUBEAEHHSA Tenep npeactaBfsie CoO600 KOMOiHAL0 ABOX
onepawuin Bubopy TekcTyp. BéygoaHa y GLSL ¢pyHKUia mix npuiiMmae ABa 3HaYEHHS K
BXiZHI AaHi i NiHINHO IHTEPNOJIFOE X HA OCHOBI TPETbOro aprymMeHTy. AKLLOo TpeTe
3Ha4yeHHs - 0.0, BoHa noBepTaE nepLue BXigHe 3Ha4YeHHS; AKLLLO0 BOHO 1.0, BOHO noBepTae
Apyre BxigHe 3HayeHHA. 3HayeHHs 0.2 noBepHe 80% nepLuoro BxiagHoro Konbopy i 20%
APYroro, Lo Npu3Bese A0 3MillyBaHHS 060X TEKCTYP.

3apa3 My X04EMO 3aBaAHTAXUTW | CTBOPUTM iHLLY TEKCTYPY. Bu BXXe NOBUHHI 6yTK 3HaNOMi
3 npouecoM. NepekoHanTecs, L0 CTBOPIOETE e OANH 06'EKT TEKCTYPU, 3aBaHTaXKTe
306pa)keHHs1 Ta CTBOPITb KiHLEBY TEKCTYPY, BUKOPUCTOBYHOUMN glTexImage2D. NS ApYyroi
TEKCTYPU MU BUKOPUCTOBYBaTUMEMO 306paXKeHHS BaLLIOro 06/1M44si, KON BM BUBYAETE
OpenGL.

unsigned char *data = stbi load( , &width, &height,
&nrChannels, 0);

if (data) {

glTexImage2D (GL TEXTURE 2D, 0, GL RGB, width, height, 0, GL RGRA,
GL, UNSIGNED BYTE, data);

glGenerateMipmap (GL TEXTURE 2D);

3BEpHITb yBary, Lo 3apa3 M1 3aBaHTaXXyYEMO .png-306paXKeHHs, ke BKJItOYae
anbda-kaHan (NposopicTb). Lie 03Havae, Wo Mu Tenep NOBUHHI BKa3aTy, WO AaHi
306paXkeHHs1 TaKOX MICTATb anbda-KaHan, BukopuctoBytoun GL_RGBA; iHakwe OpenGL
HenpaBW/IbHO iHTepnpeTyBaTMMeE AaHi 306paXKeHHS.



[nsi BUKOPUCTaHHS Apyroi TekcTypu (i nepLioi TEKCTypy) HaM NOTPiIGHO chig Tpoxu
3MiHMTM Npoueaypy BigobpaXKeHHs, NPUB'A3Y0YM 0OMABI TEKCTYPU A0 BiANOBIAHNX
TEKCTYPHUX OAMHULb:

glActiveTexture (GL TEXTUREQ) ;

ngindTexture(GL_TEXTURE_ZD, texturel) ;

glActiveTexture (GL TEXTUREL) ;
glBindTexture (GL TEXTURE 2D, texture2);

glBindVertexArray (VAO) ;

glDrawElements (GL TRIANGLES, 6, GL UNSIGNED INT, O0);

Mwu TakoXX noBuHHI nosigomMnTtn OpenGL, [0 AKOI TEKCTYPHOI OANHULLI HANEXUTb KOXHUN
cemnep wengepa, BCTaHOB/OOUM KOXHUI cemnnep 3a gonomoroto glUniform1i. Lie
NOTPiGHO BCTAHOBUTU INLLIE OAMH pa3, TOMY MU MOXXEMO 3p06UTU Lie nepes BXOAXKEHHAM
Y LMK Bifo6paXkeHHs:

ourShader.use () ;

glUniformli (glGetUniformLocation (ourShader.ID,

ourShader.setInt ( , 1),
| // or with shader class|

BcTaHoBuMBLUM cemnnepu 3a gonomoroto gluniform1i, MM nepekoHYyeEMOCS, LLLO KOXEH
uniform cemnnep BignoBigae NnpaBubHIM TEKCTYPHIN oguHWULI. B pe3ynbTaTi BU MOBUHHI
OTpMMaTU HaCTYMHUN pesynbTarT:
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Bu, HaneBHO, NOMITUNN, O TEKCTYpa NepeBepHyTa Aoropu gHoMm! Lle BigbyBaeTbCst TOMY,
o OpenGL ouikye, Wwo koopgmHaTa 0.0 Ha Bici y 6yae 3HaX0AUTUCS Ha HUXKHI CTOPOHI
306pa)keHHs, ane 306paxeHHs 3a3Bmyan maroTb 0.0 y BepxHil YacTuHi Bici y. Ha wacTs,
6i6nioteka stb_image.h Mo)ke nepeBepHyTH BiCb Y NiJ Yac 3aBaHTaXXEHHS 300PaXKeHHS,
AOJaBLUN TaKUI pSAOK Nepes 3aBaHTaXXeHHAM 6yb-AKOro 306paKeHHS:

stbi_set_flip_vertically_on_load(true);

Micnsa Toro, Ak BK BKasanu stb_image.h nepeseptaTty Bicb y Nif Yac 3aBaHTaXXEHHS
306paXkeHb, BU MOBWHHI OTPUMAaTK HACTYMHWUI pe3ynbTarT:
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Axwo Bn 6aunTe OAMH LWACINBUA KOHTENHEP, BN 3pobunn Bce npaBuribHo. Bu moxeTte
NOPIBHATU MOr0O 3 BUXIAHUM KOOOM .

Bnpasu

LLlo6 3py4Hiwe npautoBaty 3 TeKCTypaMmu, paanumo nonpawuioBaTn Hag UMMy BnpaBaMu,
nepLl HX NpoaoBXYyBaTH.

e [lepekoHanTecs, WO nuLe Lwacnmee obnmyysa oMBUTLCS B iHLLOMY/3BOPOTHOMY
HanpsMKy, 3MiIHUBLUW oparMEHTHUN LWenaep: PiLUeHHS .

e EkcnepumeHTynTe 3 pisHMMM MeTogamm OBTiKaHHS TEKCTYPOHD, BKa3YHOUM
KoopauHaTK TEKCTYpU B Aiana3oHi 0.0fpo 2.0f3amictb 0.0f0o0 1.067.
MogmBiTbCs, Y MOXHa Bigo6GpasnTn 4 cMannmkm Ha ogHOMY 306pakeHHi
KOHTENHepa, 3aTUCHYTOMY Ha MOro Kpato: pilleHHd , pesynsrar . [NogmeiTbes, un
MOXETE BU TAKOX MOEKCNEPUMEHTYBATU 3 iHLUMMN MeToAaMN OBropTaHHS.

e CnipobynTe BigobpasnTi nue ueHTpanbHi nikceni 306paxeHHs TEKCTYpKU Ha
NPSIMOKYTHUKY TakMM YMHOM, W06 OKpeMi nikceni ctaBann BUANMUMM LUTIAXOM
3MiHN KoopanHaT TekcTypu. CnpobynTte BCTaHOBUTW MeToA (pinbTpaii TEKCTYpU Ha
GL NEAREST , W06 viTkilue 6a4mTi nikceni: pillieHHs .

e BukopucToByiTe 3MiHHY-yHiIDOPMY SIK TPETi NnapaMeTp PyHKLUiT mix, wo6
3MiHIOBaTU CTYMNiHb BUAUMOCTI ABOX TEKCTYP. BukopuctoBymnTe Knasilui 3i
CTpinKamMu Bropy i BHU3, 06 3MiHIOBATW, HAaCKiNIbKU BUAMMUIA KOHTENHEpP abo
CMaWINK:: PILLUEHHS .



https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/4.2.textures_combined/textures_combined.cpp
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https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/4.4.textures_exercise2/textures_exercise2.cpp
https://learnopengl.com/img/getting-started/textures_exercise2.png
https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/4.5.textures_exercise3/textures_exercise3.cpp
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