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BBepgeHue
(o uem aTa KHura)

OnHoit U3 Haubojiee OBICTPO pa3BUBAIOINUXCS objacTelt MHGpOPMATUKU (Kak Y
Hac TIPUHSITO Ha3bIBaTh computer Science) SIBASETCS TpexMepHasi KOMIIbIOTepHast
rpaduka. [Tporpecc B 3Toit 00JacTH JIETKO MOXHO YBUAETh, CPABHUBASI KOMIIbIO-
TEepHBIE UTPHI 32 TlocienHne rofpl. UyTh Oojiee JecsTH JieT MPOILIO ¢ MOMEHTa
BbIxoja nepBoit Bepcun Doom ‘a (10 aexabps 1994 rona) no nosisiaeHust Doom 111,
O/IHaKO Tpacduyeckass HAMOJHEHHOCTb UTPHI U YPOBEHb peaju3Ma BBIPOCIU Ha
HECKOJIbKO TTOPSIIKOB.

1 mporpaMMUCTOB, 3aHUMAIOLIMXCSA TPEXMEpPHOH IrpaduKoi, 0cOOEHHO BaxKHO
MOSIBAEHUE U OBICTPOE pa3BUTUE PA3JIUUYHBIX rpaduyecKux OMOAMOTEK IMPU Cylle-
CTBEHHOM pOCTE€ BO3MOXHOCTeH BuaeoamsanTtepoB. CoOBpeMEHHbI BUAEOAAAIN-
Tep — 5T0 (AKTUYECKH MOILHBIA YCKOPUTEIb TpeXMepHOH rpaduku (gajiee Mbl
OyieM OpUMEHSITh TepMUH rpacduueckuii yckopureab uiu GPU (Graphics Proc-
essing Unif), obnamaloliiii OrpOMHBIMU BO3MOXHOCTSIMU W IPOM3BOAMTEIbHO-
CThbIO.

Db deKTUBHOE NCTONB30BAHUE BCEX PECYPCOB COBPEMEHHBIX TpadUvecKuX ycKo-
puTeneil  BO3MOXHO TOJBKO C COOTBETCTBYWOIIMMU WHTepdericamu  API
(Application Program Interface). Taxoil API BbeIcTymaer B KauyecTBe CBS3YIOILIETO
3BE€Ha MeXJy MPpUJIoKeHHeM U rpachudeckuM yckopurteaem (puc. Bl).

I'paguueckuii
YcKopumens

IIpunosicenue < > 3D API < >

Puc. B1. YnpolleHHas cxema B3aMOOENCTBUS MPUITOXEHMNS
c rpadunyeckm yckoputenem

OpHoil u3 BaxHbix 3amauy API sBnsercs npeaocrapieHue MOJb30BATENI0 HEKOTO-
poro uHTepdeiica, abCTParupoBaHHOIO OT KOHKPETHOro Ipaduyeckoro yCKOpu-
tenss. Coeuudpuyeckue O0COOEHHOCTU PEANbHOIO YCKOPUTEIS OOBIYHO MHKAICY-
JIUPYIOTCS B ero apaiisepe (puc. B2).
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I'pagpuueckuii
yeKopumens

3D API

Y
AN
AN

Ilpunooicenue < Hpatisep

Puc. B2. Cxema B3anMoaencTBms NMpUIOXeHNs ¢ rpadrnyeckrMm yCKopuTenem
C y4eTOM aparisepa

Ha manHbIit MOMEHT CyIIecTBYIOT BceTo aBa Takux API, monyumsinme moctatoqHo
MINPOKOE PaCTIPOCTpaHEHNE Ul TIPOTPaMMUPOBAHUS TPEeXMEpHOW TpaduKu B
peaTbHOM BpEeMeHN.

Bro OpenGL, yxe MHOro Jer SBSIOLWMUIACHA CTAHLAPTOM KAaK B oOnacTtu Ipo-
rpaMMUPOBAaHUS TpeXMepHOUl rpaduku, Tak u odyuyeHus eit, u Direct3D, paspa-
OOTaHHBIMA U YCUJIEHHO IPOTAJIKMBAEMbIA HA phIHOK KoMnaHueil Microsoft.

bubanoreka OpenGL Obuta wu3HaYanbHO pazpaboTaHa KommaHueit Silicon
Graphics Inc., n3BecTHOI CBOMMM pa3paboTKaMK B 00JacTH TPEXMEPHOU KOMIIb-
0TepHoI rpadmku, Ha ocHoBe coOcTBeHHON Oubauoreku IRIS GL.

HauuHas ¢ 1992 rona, paspadorkoii u nomaepxkoin OpenGL 3aHumaercst Koplio-
pauusi OpenGL Architecture Review Board (ARB). B coctas OpenGL ARB Bxoasr
takue KommnaHuu, Kak Digital Equipment Corp., Evans & Sutherland, Hewlett-
Packard Co., IBM Corp., Intel Corp., Silicon Graphics Inc., ATI, Compagq,
nVidia, Intergraph, Sun Microsystems u Microsoft.

C camoro Hauajga OpenGL 3agymbiBajicst KakK OTKPBITBIM MPOIEAYPHBIH MHTEp-
deiic K rpaduueckomy yckoputento (B orauuue oT Direct3D, mepBble Bepcuu
KOTOPOTO OBUIM OPUEHTUPOBAHBI UCKIIOUUTENHLHO Ha TPOTpaMMHBIN (soffware)
PEHJEPUHT, UTO CKa3aJIoCh Ha €ro oOIel apXUTeKType).

BaxHeimumu npeumyinectsamu (U xapakrepuctukamu) OpenGL aBnsiiores ero
npoctoTa, >(PpGdEeKTUBHOCTh U HE3aBUCUMOCTb OT KOHKPETHOI ammapaTHoil u
nporpaMmMmHoi miargopmbl. [punoxenus Ha ocHoBe OpenGL xopolo padoTaior
KaK Ha MepCOHANIbHBIX KOMIIbIOTEpax Ioj ynpapieHueM Microsoft Windows, tak
U Ha xomnblorepax Silicon Graphics, Sun, Macintosh u ap. [lis nepeHoca MHO-
MX MNPUIOXEHMH (B YACTHOCTHU, OOJIBLIMHCTBA IMPUMEPOB) AOCTATOYHO MPOCTO
MePEKOMIINPOBATh UCXONHbBINM TEKCT HA HOBOH MIaTdopme.

ITpu sToM, mockonbKy cama 6ubanoreka OpenGL paboTaeT TOJIBKO ¢ TpexMep-
HoWl Tpacdukoil, To /ISl WCTOJb30BAHUSI €¢ Ha KOHKPEeTHOU miaaTdhopme oObIMHO
TpeOyIOTCSl JOTIONIHUTENbHBIE OMOAMOTEKU, 3aHUMAIOIIMECS] OpraHu3alnueil B3au-
MOJIEMCTBHS ¢ OKOHHOI CUCTeMOIi, paboToil ¢ TeKCTypaMU U T. II.

B ortiuume ot Hee Direct3D, Bxomsiuii B coctaB DirectX, mpeaocTaBiaseT MOJb-
30BaTe]l0 MHOIME BO3MOXHOCTHU (BXxoasiuue 3adactyio He B Direct3D Hemocpen-
CTBEHHO, a B ApYrue KoMIoHeHTbl DirectX), He MMelolle MPSIMOro OTHOLIEHMS
K IPOrpaMMMPOBAHUIO TPEXMEPHOU IpadUuKu, HO MOBOJBHO YIOOHBIE IS IPO-
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TPaMMHUCTOB (TaKue Kak B3aMOIEHCTBHE ¢ OKOHHOI cucTeMoli, paboTa ¢ TeKCTy-
pamMu W yCTpOWCTBAMH BBOJIA).

Hna OpenGL nomobHas GyHKIIMOHAIBHOCTb IMPEeIOCTaBISAETCS OOBIYHO LIEIbIM
PAOOM JOTIOTHUTENBHBIX OMOIMOTEK, 3aMETHO OOJIierJalonmX paboTy ¢ Hel.
B sroii kHure Mbl Oymem ucnonb3oBarb oubnuoreku GLU (OpenGL Utilities),
GLUT (OpenGL Utilities Toolkif), a Takke HeKoTopble OUOIMOTEKU, pa3paboTaH-
Hble aBTOpoM. Bce oHM comepxarcsa Ha IMpWiaraéMoM K KHHUIE KOMIIAKT-IUCKE.
B KkoHIIe KHUTH BHI HaiileTe MHOTO TIOJIE3HBIX CCHITOK.

Bonbioii psan monae3HBIX BO3MOXHOCTEH (B3anMOAENCTBIE C OKOHHOM CHUCTEMOI
U yCTPOMCTBaMU BBOJAA, padoTa ¢ TEKCTYpaMU U 3BYKOM U T. I1.) PeAOCTABISIETCS
o6udauorekoit SDL (Simple DirectMedia Layer), Takxe HaxoAsiuieicss HA KOMIAKT-
JNMUCKE, IPUIAraeMOM K KHUIE.

OpHoil u3 caMbix ynoOHbIX 4yepT OpenGL saBnsieTcd ero CnoKoHHOE 3BOIIOLMOH-
HOe pa3BUTHE, MHOTHE CTATbU U TPUMEPHI, TTOCBAIIEHHbIE MPOrPAMMUPOBAHUIO C
ucnoinszoBaHueM OpenGL, mo-mpexHeMy COXPaHSIOT CBOIO aKTyaJbHOCTb U IO-
JIe3HOCTh (Yero HUKaK Hejib3sl ckaszaTh o Direct3D, KoTopblii ipeTeprieBal CUb-
Hble U3MeHEHUS (aKTUYECKU ¢ KaXaoi HOBOH Bepcueil, mpuyeMm OOJbIIMHCTBO
3TUX U3MEHEHUU 3HAYMTENbHO 0OeclieHUBAIN OMBIT paboThl ¢ MPEAbIAYIIENR Bep-
cueil. PAaKTUYECKU €CAM Bbl XOTUTE HAUTU MPUMEP pealu3aluyd Kakoid-TO BO3-
MoxHocT Ha Direct3D, To BaM HYXXHO WMCKaTh €ro MMEHHO Ha TOWl BepCcHUM
Direct3D, ¢ koTOpoiil Bbl XOTUTE padOTaTh B JaJbHEHIIIEM).

Ewe ogHoii HeynoOHoli 4yeproii oubauoreku Direct3D siBasiercs To, uto (Kak u
Bech uHTepdeiic DirectX) oHa mocTpoeHa ¢ UCMOAb30BAHUEM TPECIOBYTOM MO-
genn COM. [as nuu, ODulylmux cBou "mporpammbl’ Ha Visual Basic, ato, Ko-
HEYHO, o4eHb ynooHo. OmHako 1 pa3paboTunkoB Ha g3bike C++ momenrs COM
npeacTasisier coboil 0oJibllioe Heya00CTBO MO CPaBHEHUIO ¢ IMPOCTHIM MPOLEayp-
HEIM nHTepdeiicom OpenGL.

OnHako MpU TakoM 3BOJIOIIMOHHOM pas3BuTuu OpenGL To3BossieT mporpamMMu-
CTy Jerko ¥ 3(¢pdeKTUBHO MCIIOAb30BaTh B CBOMX MPOIrpamMMax BCe€ BO3MOXHOCTHU
COBpPEMEHHBIX Tpacduveckux yckopureseit (Hanpumep, B urpe Doom I11 nist pabo-
ThL ¢ TpaduKoil cayxutr uMmeHHo ouodnuoreka OpenGL; Gonee Toro, B ee pecypc-
HBIX aitjax Bl MOXETe JIETKO HAWTH MCIONb3yeMble BeplIMHHbBIC U (parMeHT-
HBIE [IPOIPaMMBbI).

KHura, koropyio Bbl ceiluac Oep:KUTe B CBOMX PYKax, IOCBSIIEHA UMEHHO TOMY,
Kak pu pabore ¢ OpenGL MOJIYYINTH TOCTYTT KO BCeM BO3MOXHOCTSAM COBPEMEH-
HBIX TpaUIeCKUX YCKOPUTENEH.

OcHOBOI1 2TOro SBJIAIOTCI TAaK HasbiBaeMble paciuupeHus (extensions) OpenGL,
MO3BONIAIONINE pa3paboTynKaM TrpacUueckux ycKoputeneil OblcTpo a00aBIsThH
HOBble (YHKIIMM, CPa3zy Aeiasd MX JOCTYIMHBIMM PazpaboTYMKaM IIPOrpaMMHOIO
obecreueHnsI.
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IMpenamnonaraercs, 4To YuTaTeNb yxXe 3HakKoM ¢ Oubnuorekoit OpenGL (ecau Her,
To [4—8] gBASAIOTCS AOCTATOYHO XOPOIIMMM KHUTaMH, KOTOpble TOMOTYT BaM
U3YIUTH €€) W OCHOBOM si3bika C++, TTOCKOJIBKY BCe TIpUMEpBl K KHWTE HaIica-
HBI UMEHHO Ha 3TOM S3bIKE.

JonosHUTeIbHYI0 MH(POPMALIMIO, HOBbIE MPUMEPbl M CTATbU Bbl MOXETe HAUTU
Ha caiite aBropa 1o aapecy: www.steps3d.narod.ru.

ITpakTuuecku Bce MpUMEPHl K KHUTE (KOTOpble Bbl MOXETe HAaWTW Ha mpuja-
raeMoM KOMIIaKT-AUCKe) KOMMUIUPYIOTCS U padoTalT Kak TOJ yIpaBleHUeM
orepalMoHHo# cucteMbl Microsoft Windows, Tak W moja ympasiieHHEM orfepa-
IUOHHOW cucteMbl Linux. JIis cOOpKU TpUMEPOB CAyXaT TaK Ha3biBacMble
make-daiinel  (daitn  Makefile oreewaer 3a cOopky mpumepoB s Linux,
Makefile.nmake — nnsg Windows). B HeKoTopbIx ciydasix BaM MOXET MOHaa0-
OUThCS JTOTMOJHUTEIbHAS HACTpOlKa, KOTOpasi BBIMOJHSIETCS TYTEM WU3MEHEHMS
nyTeit B make-daitnax.

OOpatuTe BHMMAaHUE, YTO B HEKOTOPBIX IpUMEpPaX 3aAeiiCTBOBAHbI HOBEMIIME
BO3MOXHOCTM COBPEMEHHBIX I'padMUECKUX YCKOpUTEJIeH, U 2TO OOYCIOBIMBAET
JIOBOJIbHO BBICOKME TpeOOBaHUsI, MPEeIbIBIsIeMble K rpadruuecKoMy YCKOPUTENIO U
Bepcuu ApaiiBepa K HeMy. IloaToMy HeKOTOpbIie MpUMEphbl He OYyAYT BbIIOJHATHCS
Ha OTAEJbHBIX rpapuuecKuX YCKOPUTENISIX.

Hnsa xomnunsiuuu npuMepoB oA Microsoft Windows ncrnonb3oBajics KOMMUIIS-
top Visual C++ 6.0, mox Linux — kKoMmujsitop gec.

Bcsa rnasa 1 kuuru nocssaueHa paciupenHusiMm OpenGL M ocHoBam paboThl ¢
Humu. B Heli moapoOGHO pazbupaercs, yTo Takoe pacwuupeHus OpenGL, rae
MOXHO IOJIYYUTh MOJHYIO TOKYMEHTALMIO IO BCEM CYLIECTBYIOLIMM HA JAHHBIA
MOMEHT BpEMEHHU paclIMpeHMIM, KaKkue ObIBAIOT pacLIMpPEHHs] U KAKOBBI 00II1e
NPUHLIMIBI pabOThl ¢ HUMU. 3A€Ch TAKXKE PACCMATPUBAIOTCI OCOOEHHOCTU pa-
6othl ¢ paciuupeHusmMu OpenGL nox Windows u Linux, oObsICHEHHUS COIpPO-
BOXIAIOTCSI IpUMEpPAMH, IOKAa3bIBAIOIIUMM KaK IOJYyYUTh MOJHBIA CIHUCOK
pacliUpeHuii, MOAAEePXKMBAEMbIX BallMM rpaduuecKuM yCKOpUTENeM U IpaiiBe-
POM K HEMY, KaK IpOBEpUTh MOMAEPXKKY TOTO WJIM MHOTO pacIIMpEeHUs WM Ha-
YyaTb €ro Mcmnojb3oBaThb. B miaBe 1 Takxke omucaHa pa3paboTaHHAs aBTOPOM
oubnuoreka libExt, mpegHaszHayeHHast IS KPOCCILIaT(OPMEHHOI padoThl C
pacwupenuamu OpenGL.

I'maBa 2 xkHUTH TIOCBsIIIeHA TpocTeiiuM paciuupeHusiMm OpenGL — MynbTUTeK-
CTYPUPOBAHUIO, KOTOpOE yxKe (pakTuuecku crajgo vacThio ctaHaapta OpenGL (u
TosibKo Toj Windows, Tie Bce BbIHYXAEeHBI ucnoib3oBaTh OpenGL Bepcun 1.1,
pabota ¢ MYJBTUTEKCTYPUPOBAHUEM UAET 4Yepe3 MEXaHW3M pacliupeHuit),
texture env_add (3amamouieMy ellle OIWH 3aKOH HAJOXEHUSI TEKCTYphl),
EXT fog coord (mo3BojsolieMy co3laBaTb CBOM 3aKOHBI JEWCTBUSI TymMaHa, B
YaCTHOCTH, CJIOM TyMaHa ¢ 3aJaHHbIMM XapakTtepuctukamu), EXT secondary color
(mo3BoJIsAIOIIEMY 3a/1aBaTh JJIs1 KaKAOM BEPIIMHBI €llle ONWH 1IBET, 4TO OymeT Io-
JiesHo Tipu pabote ¢ apyrumu paciumpenusimu) u ARB_texture border clamp. Ha
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3TUX TIpUMeEpaxX WITIOCTPUPYIOTCS 0OIMe MPUHIMUIIBI paboThl ¢ pacuIMpeHUsSIMU:
MpoBepka TOJIePKKU, WHUIHANIU3AIUSI, HETOCPEACTBEHHOE UCIONbh30BaHUE.
TToxasbiBaeTcsl, Kak HMCIMOJb30BAHNE MYJBTUTEKCTYPUPOBAHUS TTO3BOJISIET TTOBbI-
CUTh OBICTPONIEHCTBUE MPOTPAMMBI 3a CYET KOMOUHAIIMU Cpa3y HECKOJbKUX TEeK-
CTYp C Pa3IMYHBIMU 3aKOHAMU HAJIOXKEHUSI HA OJWH Tpoxoa. [IpuBoauTcst mpu-
Mep co3naHus ciios TyMaHa ¢ omouibsto pacimupenusi EXT fog coord.

B rnase 3 paccmarpuBaercsa paciuupenue SGIS generate mipmap, no3Bosdoliee
aBTOMAaTUYECKU CO3/1aBaTb BCE HEOOXOAMMbBIE JUIS MMUPaAMUIAIbHOIO (PUIBTPOBA-
Hus (mipmapping) ypoOBHU TEKCTypbl HemocpeacTBeHHo B GPU, a takxke pacliu-
penus EXT bgra u EXT abgr, 3agaloiiue HOBble BHYTpeHHUE (DOpPMAThl TEKCTYp,
EXT_texture_filter anisotropic, mo3BoJjsioliee B psiie ClyyaeB 3aMETHO YJIYYILUTh
KauecTBo uzodOpaxeHusi, 1 ARB_texture non power of two. IlocineasHee mosBo-
JISIET CBOOOJHO UCII0/b30BaTh TEKCTYPbl, Pa3MepPbl KOTOPbIX HE SIBJISIOTCS CTelle-
HbIO JIBOMKHU.

I'naBa 4 mocsaieHa paciupeHusim EXT texture env_combine u ARB_texture
env_combine, MO3BOJSIIOLINM 3a/1aBaTh CJIOXHbBIE 3aKOHBI HAJTOXEHUSI TEKCTYpPbl
Ha o0beKT. Psim mpuMepoB MOKa3bIBAlOT pa3iuYHbIe BO3MOXHOCTH, OTKPbIBaeMble
¢ TIOMOMUIBIO ATUX PACIIUPEHUT.

I'maBa 5 mocpsilieHa HOBOMY TMIY TEKCTYp — KyOMUYECKMM TEKCTYPHBIM KapTaMm
(cubic texture maps). B Hell moapoOHO paccMaTpUBaeTCsl OTAMYUE KyOUUYECKUX
KapT OT OOBIYHBIX (OJHO- M ABYMEPHBIX TEKCTYP), CIIOCOObI CO3AaHUsI, 3arpy3KU U
HCMOAB30BaHM KyOuueckux KapT. PaccMmarpuBaercd NMpuMeHeHUe KyOuuecKux
KapT I 3amaHud IPOU3BOJIbHON (DYHKIMK HAMpaBlIeHUs] B TPEXMEPHOM IIpO-
CTPAHCTBE M I MOJEJHMPOBAHUS OTPAKEHMUS OKPYXKAIOIIEH Cpeabl IOBEPXHO-
CThl0 00BbeKTa (environment mapping).

I'maBa 6 BBOOUT ellle OOMH TUIT TEKCTYyp — TpexmepHbie (3D) tekcrypsl (ceityac
oHM Takxke Bouutu B ctaHaapT OpenGL, Ho moa Microsoft Windows pabota ¢
HUMHU BegeTcsl yepes pacuimpenue EXT texture3D). B sToil rmaBe paccMmarpuBa-
erca pacmmpenne EXT texture3D, BBomsinee MAHHBIM THIT TEKCTYP, CIIOCOOBI
CO3JIAaHUS Y VCTIOJBb30BAHUST TPEXMEPHBIX TEKCTYP.

B rnaBe 7 onuceiBaiorcs paciuupenus ARB point parameters 1 ARB_point_sprite.
Ha psne mpumMepoB mokasbiBaeTCsd, KAK MOXHO C ITOMOILBIO ITUX PACLIUPEHMIT
3((peKTUBHO PeaTu30BbIBATh PA3AMYHbIC THUIIBI TAK HA3bIBAEMBIX CHCTEM YAaCTHUII
(particle systems), ciyxXanux ISl MOASJUPOBAHUS PA3IMYHBIX €CTECTBEHHbIX $IB-
JIEHMI, TAKUX KAaK OrOHb, B3PbIBbI, AbIMOBBIEC CJIEAbl U T. II.

B rmaBe 8 BBoAUTCS MOHSITHE MOMUKCEIBHOTO OcBelleHUs (per-pixel lighting). Pac-
cMaTpuBaeTcsl mpocTeiiias Moaenb AUd¢hy3HOTO OCBEIIEHUS] U MTPUBOMSTCS MPU-
Mepbl ee peanusaiuu depe3 paciiupeHue ARB texture env_dot3. 3xech Takke
BBOAUTCS U MOAPOOHO paccMaTpuBaeTcsl MOHSITUE KapT Hopmaiel (bump maps),
crocoObl UX 33IaHUSI U MTOCTPOEHUS O KapTaM BhICOT (height maps). B sToil rna-
BE€ BBOJAUTCS KpallHE BAXXHOE ISl TOHUMAHUSI BCETO MOMUKCEIBHOTO OCBELICHUS
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TTOHSITHE KacaTeIbHOTO TIPOCTpaHCTBa (fangent space) W TIOKA3BIBACTCSI €O POJb
TIPU peaTn3alny TMOMMKCEeTEHOTO ANGhY3HOTO OCBEIICHUS CIOKHBIX 0OBEKTOB.

[maBa 9 BBoOmIMT NOHATUE register combiner W PacCMAaTPUBAET pPaCIIUPEHUE
NV _register combiners, nosiBI€HUE KOTOPOIO BIEPBbIE MO3BOJIMIO PEAIM30BaTh B
peaJbHOM BpeMEHM [TOBOJBHO CJIOXHbBIC 3aKOHBI IOMMKCEJIbHOIO OCBEIIEHUS.
B aro0ii rnaBe moapoOHO paccMaTpUBAIOTCS OpraHM3alusl KOHBeliepa peHIepUHIa
IIPY MCIIONB30BAHUU Fegister combiner, Bce mapaMeTpbl ¥ 3aKOHbI IPeoOpa3oBaHus
JAHHBIX KaK B general combiner, Tak U B final combiner. Takxke nokasblBaeTcs, KaK
MOXHO peaju3oBaTh MolmukKceabHoe auddysHoe u 0aukoBoe (specular) ocpellie-
HME, U IPUBOAITCSI MHOIOYUCIEHHbIE NPAKTUYECKUE ITPUMEPDI.

I'nasa 10 paccmatpusaet paciimpeHue ARB vertex buffer object u Ha psiae npu-
MepoB TIOKa3bIBAET MCIOJb30BAHUE BEPIIMHHBIX U MHAEKCHBIX OychepoB ISl mo-
BBILIIEHUST OBICTPO/ICHCTBUS MPOTpaMMBbI TTPU padoTe cO CIOXKHBIMU CIIEHAMMU.

I'maBa 11 nocpsgieHa p-Oydepam M peHAEpPUHIY B TeKCTypy. Mcmonb3oBaHue
peHAEpUHIa B TEKCTYPY MO3BOJISIET JIETKO PETM30BaTh P CIOXHBIX BU3YaTbHBIX
a¢gexToB, BKIIOYASI HEPOBHbIC 3epKaia, APOXAHUE TOPSYEro BO3AyXa, IpeoM-
JieHue (MHOTOYMCIeHHbIE TpUMepbl NOA0OHBIX d(PGEKTOB MOXHO YBUAETH B UIPE
Doom [1I), nocToOpadOTKy pe3yJbTaTOB PeHAepUHIa. 31eCh pacCMaTpUBAIOTCS BCe
HEOOXOAMMbIE IS TOr0 PACUIMPEHUs] U IMPUBOAUTCS IPOTPAMMHAsT peaTu3alys
p-OydepoB B Bume kiaccoB Ha s3bike C++. PaccMmarpuBaloTcsi 0COOEHHOCTH pa-
0othl ¢ p-Oydepamu aist miargopm Windows u Linux.

B raBe 12 omuchiBaeTcsl BepBbie MOsIBUBIIEecs ISl TpachUUecKUX yCKOpuTenei
GeForce 3 pacmupeHune NV _texture shader. BBoauTcsl MOHsITHME IIaroB TEKCTY-
PUPOBAaHUSI U BJEMEHTApPHBIX IIeinepoB. PaccmaTpuBaloTesi Bce BBOAUMBIE STUM
pacuiMpeHueM Ieiaepsl U TpuMepbl UX MPaKTUYECKOTo UCMojb3oBaHus. Takke
B 9TOW MIaBe paccMmatpuBaeTcsl Takoil addekr, kak EMBM (Environment Mapped
Bump Mapping), 1 TpuBOAUTCSl €ro MporpaMMHasl peaiu3aiusl ¢ TOMOIIbIO pac-
mupeHust NV_texture shader. Kpome storo, B rnaee 12 npuBomdtTcs U Apyrue
npumepsl paboTsl ¢ paciiupeHueM NV _texture shader.

Bcga mnaBa 13 mocBsilieHa onpenejeHuIo BUAMMOCTU B CJOXHBIX clieHax. B Heit
paccmarpuBarotcsa  paciuupeHus HP occlusion test, NV _occlusion query u
ARB occlusion_query, no3pojsiiolide AMHAMUYECKU ONpPEIesiTh BUIUMOCTh
OOBEKTOB B CJIOXHBIX TPEXMEPHbIX ClLeHax. B 3Toil riaBe BBOIITCS OCHOBHBIE
[IOHSATUS, CBA3aHHbIE C BUAMMOCTbIO U OTCEYEHUEM OOBEKTOB I10 BUIAUMOCTHU.
[IpuBeaeHHbIe NPUMEPHI MOKA3BIBAIOT, KAK IPABUIBHOE KCIIOJb30BaHUE OTCEYe-
Hus ([0 mupaMuie BUAMMOCTUA U yepe3 paciuupeHue ARB occlusion query) mo-
3BOJISIET 3AMETHO YCKOPUTb PEHACPUHT CAOXHOI CLEHBI.

I'naBa 14 nocesileHa cXaTuio TEKCTYp U padoTe co CXKaTbIMU TeKCTypaMH B TIpU-
JnoxeHusix. B Heil paccmarpuBatorcst paciiupeHusi ARB texture compression u
EXT texture compression s3tc ¥ ux wucnonb3oBaHue. I[loapoOHO omuchIBaeTcs
anroput™ cxatus teketyp S3TC u 3arpyska cxkaTbix TeKeTyp U3 DDS-daiinos.
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Bcest mmaBa 15 mocBsiiigHa BepUIMHHBIM TTporpaMMaM (MHOTIa Ha3biBaeMbIM BEPIIMH-
HBIMU llIeljepaMu) U paboTe ¢ HUMH dyepe3 paciimpeHre ARB_vertex program.
B sToli T1aBe BBOAMTCSI TIOHSATHE BEPUIMHHOW MPOTpaMMBI, TIOKA3bIBAETCS €€ Me-
CTO B KOHBelepe peHAepuHra, paccMaTpUBAIOTCS TUTIBI PETUCTPOB, C KOTOPBIMU
paboTaeT BepIIMHHASA TPOTPAMMa, JOCTYIIHBIE €H TapaMeTpbl COCTOSTHUS
OpenGL. TlonpobHo paccMaTpuBalOTcs cMocod 3arpy3ky BEPIIMHHBIX MPOrpaMMm
W WcIojdb3yeMmasi cuctemMa KomaHd. [IpuBOmMTCS WHKANCYJSIUs BEPIIUHHON
TporpaMMBl B Kiacc sisblka C++, obrervatomas paboty ¢ Heil. Takke maiotcs
MHOTOUYMCJIEHHbIE MPUMEPBLl BEPIIMHHBIX MPOTPpAMM, BKJIIOYAsl BBITTOJIHEHUE HeE-
00XOMMBIX TIpeoOpa3oBaHWl M TOATOTOBKY BEPIIMHHBIX AAHHBIX JJISI TOMHUK-
CeJILHOTO OCBEIIEHUSI.

[naBa 16 nocpsiiieHa elle OJAHOMY TUILY IIPOrpaMM, HOAAEPKMBAEMbIX COBPEMEH-
HBIMU IpauyuecKMMU YCKOPUTENSIMU, — (PparMeHTHBIM mporpammam. Paccmar-
puBaetcst paciuupeHue ARB_ fragment program, mecTto pparMeHTHOR mIporpam-
Mbl B KOHBeiiepe peHIepUHId, UCIOoJb3yeMble (GparMeHTHOIl IporpaMMoit
perucTphl, cucreMa KomaHia. B rgaBe MpUBOASTCS MHOIOYMCIEHHBIE MPUMEPHI
(parMeHTHbIX Iporpamm [Uisl peaiu3aluy CIOXHbBIX MOJEJeil OCBeleHUs U [0-
CTOOPabOTKM Pe3yJbTaTOB PEHIECPUHIA.

Ecnu tmaBer 15 u 16 6buTH MOCBSILIEHBI TTPOrpaMMaM Ha SI3IKAX HU3KOTO YPOBHSI
(dbakTueckn Ha s3bIke accembiepa), To B rjaBe 17 paccmaTpuBaeTcsl lieiaep-
HbI s13BIK BbICOKOTO YpoBHS — GLSL (OpenGL Shading Language). B sToil riaBe
u3jararTcsi ocHoBbl si3bika GLSL, ucnonb3oBaHue 1IeHAepOB, HATUCAHHBIX Ha
sa3pike GLSL, B8 OpenGL-mporpammax.

B rnase 18 mpuBoaurca uHKancyasauus iieigepa Ha sa3bike GLSL B Bumge xiacca
a3bika C++ u paccmaTpuBaeTcs NpuMeHeHue lueligepoB Ha s3bike GLSL mis
peaIM3alUK CIOXHBIX 3aKOHOB PEHAESPUHIa U aHUMALIMU.

B mmaBax 17 u 18 mpuBeneHO MHOTO Pa3NUUYHBIX IIeHAepoB, HAMUCAHHBIX Ha
GLSL, xoTopble MOTYT BaM IPUTOIUTHCS.

IIpunoxenue 1 nmocesileHO OCHOBAaM JIMHEHHOR anreOpbl. B Hem paccmarpuBa-
IOTCS BEKTOpbI, MAaTPULIbl U MX OCHOBHbIE IpeoOpasoBaHus. IloapoOHO omuchi-
BAlOTCS PA3IMYHbIE CUCTEMbl KOOPAMHAT U IEPEXO] U3 OAHOM CUCTEMBI B IPYIYIO.
DTO NPUIOKEHHUE IOMOXKET BaM OCBEXWTb CBOM 3HAHMS B JAHHOI 00JacTu, IO-
CKOJIbKY 3TU IOHSTUS OY€Hb BAXKHBI IIPU U3A0KEHUU psiaa IIaB.

ITpunoxeHue 2 BKIOYaeT OCHOBHbIE MOJIeSIM ocBellleHUs: AUDPy3HYIO 1 OJIUKO-
By10. B Hem Takcke paccmatpuBaercs ocBeneHne ['ypo m MoHra.

B IPUTIOKEHU 3 OpUBCACHO OIIMCAHUEC COACPKMMOIO KOMIIAKT-AMCKA, ITpUJIa-
ra€éMoro K KHure.

B criucke nuTeparypbl Bbl HaleTe CCbUIKM HAa KHUTH, N3YyYeHHE KOTOPBIX MOXET
0Ka3aThbcsl BaM BecbMa TIOJIE3HBIM, U MHOTO CCBIJIOK Ha pa3fWyHbIE pecypchl B
WnuTtepuere.
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NMoHatne pacwmnpeHuin OpenGL,
NX OCHOBHbIE TUMNbl 1 OCOBEHHOCTH
pa6oTbl ¢ HUMu nog Windows m Linux

bubanorexka OpenGL sBisiercst hakTUUeCKUM CTaHAApPTOM B MUpe Tpodeccro-
HaJlbHOH TpexMepHoil rpaduku. OHa IO3BOJISAET JEerKo padoTaTh B pPealbHOM
BPEMEHHU CO CIIOXKHBIMU TPEXMEPHBIMH OOBEKTAMH KaK Ha Pa3IMYHBIX TUTaTdop-
max (Windows, UNIX, Mac OS), Tak u Ha pa3iuM4HbIX I'papuuecKux yCKOpUTe-
nsx (GeForce, Radeon, Matrox u ap). OnHako, Kak Mbl 3TO ceiiuyac HabogaeM,
BO3MOXHOCTH COBPEMEHHBIX IpachuyecKuX YCKOPMUTEIel pacTyT oueHb OBICTPO,
TTPUYEM 3TOT POCT HOCUT HE TOJBKO KOJWYECTBeHHEIN (OBICTpomelicTBhe), HO U
KA4yeCTBEHHbII (HOBbIE BOBMOXHOCTH) XapakTep.

K Tomy ke 3TH HOBbI€ (YHKIMHK 3a4acTyl0 PEaU3yIOTCSl COBEPLIEHHO MO-pas-
HOMY IUTSl pasIMYHBIX Momeieil W Tpom3BomnTeNeil rpadudeckKux ycKopHuTemeit,
YTO CO3JA€T CepPhe3HbIe MPOOIEMbI pa3padOTUMKAM IPOrPaMMHOIO OOeCIeueH s,
SKeJAOINM OBICTPO TIOYINTH TOCTYI KO BCEM 3TUM BO3MOKHOCTSIM.

TaxkuM 06pa3oM BO3HMKAET CUTYaIlns, KOTHa, C OMHOW CTOPOHBI, XOUETCS, UYTOOBI
HOBbIE amnmnapaTHbie BO3MOXHOCTH KaK MOXKHO OBbICTpee CTaId JOCTYIIHbI paspa-
ootunkaMm I1O, a ¢ gpyroit — BHOCUTH cepbesHble M3MeHeHnsT B camM OpenGL
KaxXIbIA pa3, KOIaa MOBISIETCS YTO-TO HOBOE, ObLIO Obl KpaiiHe HeXXeaaTelbHbIM.

Komnanusg Microsoft moiia MMEHHO IIyTeéM BHECEHHS M3MEHEHUI B CBOIO Ipa-
¢urueckyto oubnuoreky Direct3D. Tlepuoanyecku BBITIyCKaeTcsl HOBasl BEpCHS,
M3MEHEHHAas IJIS1 MOMAEePXKM HOBBIX Bo3MOxHocTed. Ilpu sToM 2TH M3MEHEeHUs
3a4acTyI0 OKa3bIBAIOTCS JOBOJIBHO PAINKATBbHBIMU U (PaKTUUECKU OOHYJISIIOT YCH-
JIMs, MOTpaYeHHble HA U3YYeHHUE MPeAblAylleld Bepcuu 9TOM OMOIMOTEKM.

HMHoraa ObiBaeT, YTO HEKOTOPbIE BO3MOXHOCTU TaK WM HE BOLUIM B OYEPEAHYIO
Bepcuto Direct3D B cBSI3U ¢ KAKUMU-TO COOOpaKeHUsIMU KoMTiaHun Microsoft.

Pazpabotunkn OpenGL moiy ApyruM MyTeM — BMECTO TOCTOSIHHBIX Cephe3-
HbBIX U3MeHeHUl uHTepdeiica 6ubaoTeku ObLT BBEAEH MEXaHU3M, IO3BOJISIONIMIA
paszpaboTurkaM TpaduiyecKux yCcKOpuUTeIell caMuM JaBaTh pa3padOTYMKaM Tpo-
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rpaMMHOTO obecITedeHNs TOCTYIT K HOBBIM aNTlapaTHBIM BO3MOXKHOCTSIM. DTOT
MeXaHM3M IoNydyu HasBaHue paciuupeHuit OpenGL (OpenGL extensions).

DaKkTUYeCKU KaXI0€ pacllMpeHue — 3TO MOKYMEHTUPOBAaHHBIM HabOp HOBBIX
GyHKUMHA M KOHCTAHT (OAM3KUX K cTuo, npuHsitomy B OpenGL) umerowiuit
CBO€ YHUKAJIbHOE MMS. 3a peaqu3alilo BO3MOXHOCTEH, IPeloCTaBIsIEMbIX TEM
WIKM UMHBIM pacliupeHueM, orBevaeT apaiisep ICD ([ustallable Client Driver), Ko-
TOpPbIA OOBIYHO MUILETCSI (UPMOM-pa3padOTYMKOM COOTBETCTBYIOLLErO rpaduye-
CKOTO YCKOpHUTEIS.

DTo NO3BOJISET MPUWIOKECHUIO MOJYYUTh MOJHBIA CIIMCOK UMEH MOANEPKUBAEMBIX
pacuiMpeHui U aapeca (YHKIMH, BBOAUMBIX TeM WIM WHBIM PacUIMpeHUEM
(puc. 1.1).

Ipunoocenue OpenGL ICD GPU

getString (GL_EXTENSIONS)

getProcAddress (funcName)

address

func (...)

Puc. 1.1. CtpykTypa OoCTyna K paclimpeHnsam

[lpu takoMm moaxone ¢ MOSBAEHUEM KaKOH-I1M00 HOBOM BO3MOXHOCTU JOCTATOY-
HO IPOCTO AOKYMEHTUPOBATb €€ KAK HOBOE PACIIUPEHHE U AOOABUTH MOIACPXKKY
B npaiiBep. Pazpabotuuku [1O MOryr HEmocpeaCcTBEHHO BO BPEMS BbIIOJIHEHUS
MPOrpaMMbl IPOBEPUTH, MOAAEPKUBAETCS JIM NaHHOE pacllMpeHue, U B ciaydae
MOAAEPKKH Cpa3y Xe HayaTb €ro MCI0Nb30BaTh.

s aTOTO, €CIW COOTBETCTBYIOINIEE pacIIMpeHne IOAIePKUBAETCA, TO dYepes
CTaHAAPTHHIN MeXaHW3M TIONydaroTes ampeca HOBBIX (pyHKImit. Criocoba momyde-
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HUS HOBBIX KOHCTAHT HemocpencTBeHHO cperactBamMu OpenGL He mpemycmotrpe-
HO, BMECTO 3TOTO OHM JOJIKHBI OBITh JOKYMEHTUPOBAHBI B OMUCAHUU pacllInpe-
HuA. TakuMm o6pasoM, depe3 OMMUCAHWE COOTBETCTBYIOIIETO PACIIUpPEHMS paspa-
OOTUMKH TIOJYYAKOT JOCTYM K HeMy (T. €. K BBOAWMBIM 3TUM pacuIMpeHueM
(GYHKIUAM U KOHCTAHTaM).

Bo usbexaHue BO3MOXHOIO KOH(IMKTA MEXIY pPaclIUPEeHMIMU OT PasiMyHbIX
[IPOU3BOAUTEIEH IMPUHATO JOBOJLHO MPOCTOE IPABUIO HAUMEHOBAHHS PacIlM-
penuii. Ha3zpaHue kaxaoro paciuupeHuss HauuHaercs ¢ npedukca (GL, WGL,
GLX), onpeaensitoiliero, sIBAsSeTcs U JaHHoe pacliupenue odwum (GL) win xe
OHO COOTBETCTBYET Kakoi-To ompeneieHHoil mnargopme (Windows — WGL,
X Window System — GLX). [anee, mocie cUMBOJA HOAYEPKMBAHUSL WIAET TUIL
paclIMpeHus], 32 HUM — coOcTBeHHO HasBaHue, Hanpumep, GL _EXT fog coord.
OcHoBuble TUllbl paciuupenuii OpenGL npuBoasgrcs B Taoiu. 1.1.

Tabnuya 1.1. OcHoBHble Tunkl pactumperun OpenGL

Tun 3Ha4eHue

ARB PacumpeHus, seegeHHble OpenGL Architecture Review Board

EXT PacLumpeHus, BBeieHHble COBMECTHO passituHbIMI MPOU3BOAUTENSAMU
3DFX PacLumpeHus, BeegeHHblie komnaHuein 3DFX

APPLE PacLunpeHus, BeegeHHble komnaHuein Apple Inc.

ATI PaclumpeHus, seegeHHble komnaHuein ATl Technoligies Inc.

HP PaclumpeHus, BeegeHHble koMnaHuein Hewlett-Packard Co.

IBM PacLumpeHus, BBegeHHble komnaHueit Internation Buisness Machines Inc.
INTEL PacLunpeHus, BeegeHHble komnaHueit Intel Corp.

KTX PacLumpeHus, BeegeHHble koMnaHuein Kinetix

NV PaclumpeHus, BeegeHHble komnaHuein NVIDIA

MESA PacLumnpeHus, BeegeHHble B peanu3auumn Mesa

SGl PaclumpeHus, BeegeHHble komnaHuein Silicon Graphics Inc.

SGIX PacLumpeHus, BeegeHHble komnaHuein Silicon Graphics Inc.

SGIS PacLumpeHus, BeegeHHble komnaHuein Silicon Graphics Inc.

SUN PaclumpeHus, BBegeHHble koMnaHuein Sun Microsystems

WIN PacLumpeHus, BeegeHHblie koMmnaHueil Microsoft Corp.

IlonoOHast cxema HaMMEHOBAHMS paCLL[I/IpeHl/Iﬁ MO3BOJISIET U30€XAaTh BO3MOXKXHBIX
KOHq)JIl/IKTOB UMEH MCXNY pa3/IMYHbIMA ITPOU3BOIUTCIAMMU.
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IMocKoMbKY YacTo OKa3bIBAJIOCh, YTO OHA M Ta Xe (GYHKIIMOHAIBHOCTD ¥ PA3HBIX
TTPOM3BOANTENICH comepKaiach B PasATNYHBIX PACIIUPEHMIX, BeJlach OIpelesIeH-
Hast paboTa o yHudukanuuu pacinupeHuit. Tak, Bce pacimpenuss EXT gapisiorcst
pe3yIbTaToOM COBMECTHOM pPabOTHI pa3TMYHBIX MPOW3BOmWTENeH. Psia paciimpe-
Huit crangaptusupoBanuch OpenGL Architecture Review Board u mmeror tin
ARB. CyiiecTByeT MOCTOSTHHO TOMOJNHSIEMbIN CIUCOK BCEX PaclIUpeHU U JTOKY-
MEHTalluM K HUM, TOCTYIMHEIM B MHTepHeTe 1o ampecy http://oss.sgi.com/projects/
ogl-sample/registry.

Kpome crnucka pacuimpeHuii 4 MX OMNMCAHUK IMOMAEPXKUBAIOTCS TAKXKE CIIUCKHU
3aroj0BOYHBIX (DAIIOB, comepxallux OmMcaHusl paciupeHuit. CHUcokK oOIux
(GL) pacwupenuii cogepxxurcs B (daiine glext.h, mojHblil CIUCOK BCex pacluiupe-
Huii nas nnardopmbl Windows — B ¢aitie wglext.h, criMcok paciluupeHuil st
X Window System — glxext.h. Bce 3Tu ¢aitnbl Bl MOXETe HAlTU Ha mpuiarae-
MOM K KHMI€ KOMIIaKT-AMCKEe, a caMble MocjelHue Bepcul — B KMHTepHeTe mo
anpecy: http://oss.sgi.com/projects/ogl-sample/registry/.

st Toro 4ToObl BO BpeMsI BBITIOJHEHUS MPOTPAaMMBbl TTOJTYYUTh CITMCOK BCEX JO-
CTYMHBIX paclIUPEeHUU, UCMoab3yeTcsl (PYHKIMSI glGetString C MapamMeTpoM
GL_EXTENSTIONS. OHa BO3BpAIlaeT CIUCOK BCEX JOCTYITHBIX MPOTPAMME paclInpe-
HUM B BUJAE CTPOKU MUMEH, pa3fieJIeHHbIX MpobenaMu. [angee pUBOAUTCS TIpUMeEp
nmojgoOHoit cTpoku s rpacdudeckoro yckopurtenss GeForce 2 MX.

GL _ARB imaging GL ARB multitexture GL ARB point parameters

GL_ARB point sprite GL ARB shader objects GL ARB shading_ language 100

GL _ARB texture compression GL ARB texture cube map GL ARB texture env_add
GL ARB texture env_combine GL ARB texture env_dot3

GL _ARB texture mirrored repeat GL ARB transpose matrix

GL _ARB vertex buffer object GL ARB vertex program GL ARB vertex shader
GL_ARB window pos GL S3 s3tc GL EXT texture env_add GL EXT abgr

GL_EXT bgra GL_EXT blend color GL EXT blend minmax GL EXT blend subtract
GL_EXT clip volume hint GL EXT compiled vertex array GL EXT Cg shader
GL_EXT draw_range elements GL EXT fog coord GL EXT multi draw arrays
GL_EXT packed pixels GL EXT paletted texture GL EXT pixel buffer object
GL_EXT point parameters GL EXT rescale normal GL EXT secondary color

GL _EXT separate specular color GL EXT shared texture palette

GL_EXT stencil wrap GL_EXT texture compression s3tc

GL _EXT texture cube map GL EXT texture edge clamp

GL _EXT texture env_combine GL EXT texture env_dot3

GL_EXT texture filter anisotropic GL _EXT texture lod

GL_EXT texture lod bias GL EXT texture object GL EXT vertex array
GL_IBM rasterpos clip GL IBM texture mirrored repeat GL KTX buffer region
GL NV_blend square GL NV fence GL NV fog distance

GL NV_light max exponent GL NV packed depth stencil

GL NV _pixel data range GL NV point sprite GL NV register combiners

GL NV_texgen reflection GL NV texture env_combined

GL NV _texture rectangle GL NV vertex array range

GL NV _vertex array rangeZ GL NV vertex program GL NV vertex programl 1
GL_SGIS generate mipmap GL SGIS multitexture GL SGIS texture lod

GL_SUN slice accum GL WIN swap hint WGL EXT swap control
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OOparuTe BHUMaHUE Ha BHYIIUTENbHBIN pazMep CMUCKa pacliUpeHUun s 3TOTO
JOBOJIbHO CTaporo rpauyeckoro yCKOpUTeas. AHATOIMYHbIA CIIMCOK IS YCKO-
putenst cepun GeForceFX 3aHsi1 Ob HECKOJMBKO CTPaHMUIL.

3aMmeTbTe TakKe, 4TO IS TIOJNIyYEHUST 3TOW CTPOKU HEOOXOAMMO cliepBa MPOUHU-
uuanusupoBate OpenGL, uHaye QyHKUMS glGetString BO3BpPAILAET 3HAYEHUE
NULL.

Jluctunr 1.1 comepXuT mpocTeiilyo mporpaMMmy, MevyaTarlylo MOJHBINA CITUCOK
BCeX JMAOCTYNHbIX paciudpeHuil. Ilpm >ToM mId MOPOCTOTHl MHULIHMAIM3ALUU
OpenGL ucnonbssyetcst 6udbnuoreka GLUT, XOTs1 HUKAKOTro pucOBaHUs 3/eCh HE
[IPOU3BOIUTCS.

Nuctuar 1.1. NMeyaTtb cnucka Bcex nogaepxkmBaembix GL-pacumpeHun

#ifdef WIN32

#include <windows.h>
fendif
#include <GL/gl.h>
#include "glut.h"
#include "../glext.h"
#include <stdio.h>
#include <ctype.h>
void printExtList ( const char * extension )
{
char name [1024];
int i, j:
printf ( "Supported extensions:\n" );
for (i =0, j =0; extension [i] != "\0'; i++ )
if ( !isspace ( extension [1] ) )
name [j++] = extension [1];
else
{
name [j] = "\0';e
printf ( "\t%s\n", name );
Jj = 0;
}
if (3 >0)

{

name [j] = "\0';
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}

int main

{

printf ( "\t%s\n", name );

glutInit

( int argc, char * argv [] )

( &argc, argv );

glutInitDisplayMode ( GLUT_DOUBLE | GLUT RGB |

GLUT DEPTH );

glutInitWindowSize ( 400, 400 );

int win = glutCreateWindow ( "OpenGL example 1" );

const char * vendor = (const char *)

glGetString ( GL VENDOR )i

const char * renderer = (const char *)

glGetString ( GL RENDERER );

const char * version = (const char *)

glGetString ( GL VERSION );

const char * extension = (const char *)

printf (

glGetString ( GL EXTENSIONS );
"Vendor: %s\nRenderer: %$s\nVersion:

vendor, renderer, version );

printExtlList ( extension );

return 0;

Tenepp Aas OPOBEPKH TOTO, MOAAEPKMBASTCA JU JTAHHOE PACIIUPEHUE WIM HET,
JOCTAaTOYHO MPOCTO IMOJYYUTh CTPOKY CO CIMCKOM PACLIMPEHU U IMOCMOTPETh,
CONEPXKUTCS JIM B HEl MMSI MHTEPECYIOIIETO PaCIiUPEHMS.

O6patnTe BHUMAaHWE, UYTO TIPOCTON TIPOBEPKW TOJNBKO C TTIOMOINBIO GYHKIIHHI
strstr HEMOCTaTOYHO, ITOCKOJBKY Hamo YOEmMWThbCs, YTO OBIIO HANIEHO WMS
MMEHHO JaHHOTO pAacIIWpeHMs, a He HaJyajo Ha3BaHWSI KaKOTO-JIN0O IPYroro
pacmipeHust. s 3TOTO JOCTATOYHO TIPOBEPHUTH BO3BpallleHHOe GYHKITNETH
strstr 3HaUYEHWE Ha HaTu4ue npodeja Win \0 B TOM MecTe, Iie AOJKHO 3aKaH-
YMBaThCS Ha3BaHWE WHTEPECYIONIero Hac paciimpeHus. Jlajmee TpWBOANUTCA WC-
XONHBIM TeKCT GYHKIIMY, BBITTOTHSIIONMEH TaKyI0 TIPOBEPKY.

bool

{

isExtensionSupported ( const char * ext )

const char * extensions = (const char *)

glGetsString ( GL EXTENSIONS );
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const char * start = extensions;
const char * ptr;
while ( ( ptr = strstr ( start, ext ) ) != NULL )
{
// we've found, ensure
// name is exactly ext
const char * end = ptr + strlen ( ext );
if ( isspace ( *end ) || *end == '\0' )
return true;

start = end;

}

return false;

BmecTo isExtensionSupported mpu padore ¢ oubamorekamu GLUT moxHO
BOCITOJIb30BATbCS PYHKIIMEMH

int glutExtensionSupported (char * extension);

Ona BO3BpaIracT HEHYJICBOC 3HAYCHUE B ClIydyac, Koraa pacliupeHuUE ¢ 3aJaHHbIM
MMEHEM TTOACP>XKNBACTCH.

OO0paruTe, OAHAKO, BHUMAaHHE, YTO TAKUM OOpa3oM IIpoBepsieTCs IMOIEPKKa
TOJbKO paciuupenuid tuna GL, g npoepku paciupenuii WGL u GLX caeny-
€T HCIOJIb30BaTh APYroi CIoco0, KOTOPhIA OyIeT pacCMOTPEH HECKOJIbKO IT03XKeE.

CreIyroluM 1I1aroM, Iociie TPOBePKU TOTO, TIOAMEPKUBACTCS TN TAHHOE pacilly-
peHre BaliUM TpaduIecKUM YCKOpHUTeJleM W ApaiiBepoM K HeMy (Ha camMoM Jele
TToAAepsKKa paclIupeHNHt 3aBUCUT He TOJIHKO OT ¢aMOTO TpacdhUUecKOTO YCKOPUTE-
JI1, HO W OT YCTaHOBJIEHHOTO JpaiiBepa, TTO3TOMY Bcerna ToNb3yiTech MocaenHei
Bepcueit mpaitBepa ISl CBOETO TpadIecKoro YCKOPUTENS), SIBISETCS TTONydeHNe
HYXHBIX UTSI paboTBI alpecoB BBOOAUMBIX JaHHBIM paclInpeHneM HyHKITHI.

g Kaxnoil BBOAMMOHR paciuvpeHueM (QYHKIIMK B COOTBETCTBYIOLIEM 3arojo-
BouHoM aitne (glext.h, wglext.h, glxext.h) cogepxuTcs: onpeaejeHue TUIA yKaza-
TeJlsl HA JaHHYI0 (PYyHKIIUIO.

Tak, st pyHKIMK g1FogCoordEXT, BBomuMol paciiupeHueM GL EXT fog coord,
omnpenaensieTcsl cleAyIni TUM:
typedef void (APIENTRY * PFNGLFOGCOORDFEXTPROC)

(GLfloat coord);

TakuM oOpa3oM THUIT PFNGLFOGCOORDFEXTPROC SIBISIETCS aJpecoM yKasaTeas Ha
PYHKINIO glFogCoordEXT.
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ITOSTOMY €CJIN BBECTU INEPEMEHHYIO glFogCoordEXT, OIPEACINB €€ CICAYIOUIUM
obpazom

PENGLFOGCOORDFEXTPROC glFogCoordfEXT ;

¥ TIOTOM NIPUCBOMUTH € 3HAUYCHHUE ajpeca 3Toi (pyHKIIUHM, To obpalleHe

glFogCoordfEXT ( 0.5f );

OyIeT KOppEeKTHbIM oOpalleHueM K (GYHKUUU glFogCoordfEXT, BBOAMMON AaH-
HBIM paclLUpPeHUEM.

Takum oOpazoM, JUISI TTOJAYYEeHUS] U3 TIPOTpaMMBl J0oCTyna K (yHKIUSIM, BBOIH-
MBIM TE€M WJW UHBIM paCIIMPEeHNEeM, JOCTATOYHO BBECTH HaOOp MepeMeHHBIX —
yKazarteneil Ha 5TM (YHKIMU U TPOMHMUIIUATIU3UPOBATH UX COOTBETCTBYIOIIUMU
anpecamu. Tlocje 3TOro MOXXHO 00OpallaTbesi K HUM KakK K OOBIYHBIM (DYHKIIMSIM.

PaccmoTrpuM Tenepsb, KaK 1o MMeHU (QyHKLMHU MOIYYUTDb €€ aipec.

K coxaneHuto, 3T0 CUIbLHO 3aBUCUT OT UCIONb3yeMou miatdopmbl. TToaTomy MbI
CcHayajia pacCMOTpUM, KakK 3To jaenaercs s miaatdopmbl Microsoft Windows, a
nmoToM Tepeiiaem K tuardopme Linux.

Mg toro uroobl nmoa Windows moiyuyuTh aapec ONpene]eHHOM, BBOAMMOM Ka-
KUM-JIM00 paciuupeHueM, QYHKIUU CIYKUT PYHKIUSI wglGetProcAddress.

PROC wglGetProcAddress (LPCSTR lpszProc);

OHa 1o uMeHu TpedyeMoli (pyHKIIMU BO3BpalllaeT yKa3areib Ha Hee.

OOpatuTe BHMMAHME, YTO ISl KOPPEKTHOIO MPUCBOEHMS €€ COOTBETCTBYIOLIEMY
yKa3aTenio caelyeT BBIIOJAHUTL SBHOE IpPUBENEHME TUIA BO3BPALLAEMOIo 3TOM
¢yHKUMEN agpeca.

C moMolIblo PYHKINU wglGetProcAddress MOXHO TOJNyYaTh ajapeca He TOJBKO
GL-paciinpennii, Ho u pacuupenuii wiargopmbl Windows — WGL-paciinpeHuii.

[MpuBoauMblil ganee dparMeHT Kojga, WUIIOCTpUpyeT (Ha mpumepe GYyHKUUKU
glFogCoordfEXT) IpPaBUIIbHYIO paboTy ¢ pacluupeHueM (IIpoBepKa MOAASPXKKH,
MHULIUATIN3ALINA U MCHOﬂb3OBaHMC)

#include <glext.h>

PENGLFOGCOORDFEXTPROC glFogCoordfEXT = NULL;

if ( isExtensionSupported ( "GL EXT fog coord" ) )
glFogCoordfEXT = (PENGLEFOGCOCRDFEXTPROC)

wglGetProcAddress ( "glFogCoordfEXT" );

glFogCoordfEXT ( 0.5f );
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BaxHoii ocobeHHocThi0 TaTdhopMbl Windows gBjsieTcsl TO, YTO TOJYYeHHBIN
anpec B oOlleM ciaydyae TIPUTONEH TOJNBKO JJIsSI KOHKPETHOTO KOHTEKCTa peHe-
pUHTA, B KOTOPOM OH ObLT MOJyYeH, U B IPYTOM KOHTEKCTE MOXET He padoTaTh.

PaccmotpuM Temepb, KakuM 00pazoM OCYIIECTBISIETCS PpadoTa ¢ pacllupeHueM
Juist wiargpopMbl Linux.

Pa6ora c o6ubamorekoit OpenGL moa yrpapieHUueM OMEpallMOHHONW CUCTEMBI
Linux onpenensiercst OpenGL ABI (OpenGL Application Binary Interface for Linux
(OpenGL ABI)). 3Tor mokyMeHT MoXHO HailTu B WHTepHeTe Mo aapecy
http://o0ss.sgi.com/projects/ogl-sample /ABI/index.html.

IlockonbKy B PyCcCKOS3BIYHOM JuTeparype uHGpopMauud mno padore ¢ OpenGL
noa Linux mpakTUYecKd OTCYTCTBYET, Jajlee PaccMaTpUBAalOTCS HECKOJIbKO BaX-
HBIX MOMEHTOB ucnob3oBanuss OpenGL noa Linux.

Hnsa pabotrsl ¢ OpenGL moa Linux Bam moHamobsitcsi oubnuoreku libGL u
libGLU, pacnionoxkeHHbIe 00BIYHO B Katajore /usr/lib.

Ecau Bl xoTuTe Mcnob3oBark 0ubauoreky GLUT, To BaM mpuaercs coOpath ee
U3 UCXOAHBIX ¢hailioB (WM cKayaTh ee BapuaHT B Buge RPM-gaiina).

Heob6xoanmel cnemytomne 3aronoBounble daitmel — GL/gl.h, GL/glx.h, GL/glu.h
n GL/glext.h.

Ha nannbiii moMeHT yxe cyiwectByeT Bepcus 1.2 OpenGL, nocrasngemas ¢ Linux
(B otimuue ot Windows, rae Bce 40 cUX IOp pabdoTraloT ¢ Bepcuei 1.1).

ITpoBepka mommepKKM pacIIUpeHUsT OCYIIECTBISETCs ToA Linux TOYHO Tak XKe,
kak u mox Windows, JUIT 3TOro TIPUTOAHA YK€ W3BecTHas BaM (PYHKIINS
isExtensionSupported

@OyHKUMA 1T TOJyYeHHUs] aapeca BBOAMMbIX pacliMpeHueM ¢GyHKUMEI moa Linux
BBILJISIAMT HECKOJbKO MHAYe:

void * glXGetProcAddressARB ( const GLubyte * name );

OO0paruTe BHUMAaHUE, YTO aApPryMEHTOM 3TOH (YHKIUUU SIBIASIETCI HE CTpOKa
(const char *), a Uemoyka OAlTOB, XOTSA M coAepxKalliad MMs MHTEpecylolieil
Hac ¢yukiuu B Buae ASCIIZ-ctpoku. IloaToMy HEoOXOmMMO MpUBEACHUE THUIIA
U3 CTPOKU B LIENOYKY GalTOB.

B otnuune ot Microsoft Windows anpeca, Bo3BpalaeMble JaHHON (yHKIMEH,
JOCTYITHBI B JII0OOM KOoHTeKcTe peHaepuHra OpenGL. Ota dyHKIMS MoXeT HC-
MoJib3oBaThesl Kak s noiyyeHus GL, tak u GLX-pacuimpeHuit.

Bot BapuaHT paccMoTpeHHOI HaMu QYHKUUU glForCoordfEXT I IIATHOPMBbI
Linux:

#include <glext.h>

PENGLEFOGCOORDEEXTPROC glFogCoordfEXT = NULL;

if ( isExtensionSupported ( "GL EXT fog coord” ) )
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glFogCoordfEXT = (PFNGLEFOGCOCORDFEXTPROC)
glXGetProcAddress ((const Glubyte *)"glFogCoordfEXT");

glFogCoordfEXT ( 0.5f );

Pa6ora ¢ WGL-pacwumpeHuamun

Ilockonpky oTH paclidpeHus crneuucbUuyHbl ToabkKo Mg Windows, To mpo-
Bepka WX TONACPXKHW HEMOCPEACTBEHHO BBEICHHOW paHee GyHKIHMeH
isExtensionSupported HEBO3MOXHA, ITOCKOJbKY HMCIIOJNb3yeMash TaM CTPOKa He
COMEPXUT paciiupeHuit miargpopmbl Windows.

TTosTOMy HYXHO MOJYYUTH CTPOKY CO BCEMM TOAAEPXKUBAEMBIMM PACIIUPEHMSI-
MU, creurduuHbiMu it Windows. L1 3Toro cHavaaa cieayeT CTaHIapTHbIM
obpazom mpoBepuTh NoaaepKKy paciiupeHuss WGL _ARB_extensions, n B ciyyae
€ro MOJJMEPKKHU MOAYUUTh yKa3aTedb HA PYHKIUIO wglGetExtensionsStringARB.

if ( isExtensionSupported ( "WGL ARB extensions" ) )
wglGetExtensionsStringARB = (PFNWGLGETEXTENSIONSSTRINGARBPROC)
getProcAddress ( "wglGetExtensionsStringARB" );

B pesyabrate Mbl nojlyyaeM ykasaTesb Ha (DYHKLMIO, BO3BPALLAIOLIYIO CIIMCOK
Bcex WGL-pacivpeHuii Juisl 3alaHHOTO KOHTEKCTa YCTponcTBa (device context) B
TOM ke ¢dopmare, B KOTOPOM BO3BpAallaeTcsl CIMCOK BCeX IIaT(GOpMOHE3ABUCH-
MBIX pacIlIUPEHUN:

const char * exts = wglGetExtensionsStringARB ( wglGetCurrentDC () );

Torna mnst mpoBepku Kakoro-an6o uz WGL-pacuivpeHuit 10cTaToyHO ycTaHO-
BUTb, BCTpEUaeTCs JM Ha3BaHUE PACLIMPEHMs B MoJay4eHHO# cTpoke. Ecau nma, To
MOXHO ¢ TOMOIIbI0 (PYHKIINU wglGetProcAddress TMOJYYUTH aapeca BCEX BBO-
JUMBIX 3TUM pacludpeHueM QYyHKITUIA.

Pa6ora ¢ GLX-pacwumpeHunamu

IMTox Linux Taxke cymiecTByeT (yHKIMS, BO3BpaIlamolasl CIMCOK BCexX TOAmep-
xkuBaembix GLX-paciuupenuii. OqHaKo OHA HE SBISETCH PACLIMPEeHUEM M HEIo-
CpeICTBEeHHO MOCTYITHA TTOJIb30BareIsM. BoT mpuMep ee onucaHus:

const char * glXQueryExtensionsString ( Display * dpy, int screen );
ITocne Toro Kax mpu MOMOIIU 3TOM (PYHKIMU ObUT MojydyeH criucok Beex GLX-

paclIMpeHuid, OCTATOYHO PACCMOTPEHHBIM paHee CIOoCOO0M IMPOBEPUTh HATUYME
B OTO¥ CTpOKe Ha3BaHWsI pacIIMpeHUs. B ciydae ecim cOOTBETCTBYIOIIEE pacilly-



lNonarune pacuvpenuit OpenGL, ux ocHOBHbIe TUIbl 1 OCOBEHHOCTU paboTel C HUMMU... 19

peHre OBLTO HalleHO, TO TPU TOMOIIN (YHKINU glXGetProcAddress MOXHO
MOJYYUTh aapeca BBOAMMBIX OTUM paclliupeHueM (PYHKIMUA.

Cierka MoAM(pUUUPOBAHHBIN KOA (PYHKLMU isExtensionSupported, obecredu-
BaOIIEH MTPOBEPKY MOAIEPKKU BCEX pACIIUPEHNH, TPUBOAUTCS B TUCTUHTE 1.2.

Jlncturr 1.2. MoancunumMpoBaHHbIA BapyMaHT NPOBEPKU NOAAEPKKA paclunpeHnn

static bool isExtensionSupported ( const char * ext,

const char * extlList )

const char * start = extList;

const char * ptr;

while ( ( ptr = strstr ( start, ext ) ) != NULL )
{
// we've found, ensure name
// 1s exactly ext
const char * end = ptr + strlen ( ext );
if ( isspace ( *end ) || *end == '\0' )
return true;
start = end;
}

return false;

bool isExtensionSupported ( const char * ext )

const char * extensions = (const char *) glGetString (
GL EXTENSIONS );
if ( isExtensionSupported ( ext, extensions ) )
return true;
#ifdef _WIN32 // check Windoze extensions
if ( wglGetExtensionsStringARB == NULL )
return false;
return isExtensionSupported ( ext,
wglGetExtensionsStringARB ( wglGetCurrentDC () ) );
#else // check GLX extensions
Display * display = glXGetCurrentDisplay ();

int screen = DefaultScreen ( display )
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return isExtensionSupported ( ext,
glXQueryExtensionsString ( display, screen ) );
#endif
}

Hdns yoobGcTBa majgpHelIel paboThl ¢ paclIMpeHUsIMU Bce HEOOXOIMMBIE oTepa-
MW MOKHO 3aITMcaTh B HEOOJBINYIO OUOIMOTEKY, TPUYEM SKelTaTeIbHO WHKAICY-
JIUPOBATh BCIO TUIAT(HOPMO3aBUCHMYIO YaCTh.

g hopMupoBaHKs KpOcC-ILIaTGOPMEHHOI0 Koaa U3MEHSIONIYIOCS YacTb (IOJy-
yeHue aapeca yHKIMHK) JAy4lle BBIHECTU B OTAENbHYIO (PYHKIIMIO:

static void * getProcAddress ( const char * name )
{
#ifdef _WIN32

return wglGetProcAddress ( name );
#else

return (void *)glXGetProcAddressARB (

(const GLubyte *)name );

#endif
}

OO0paruTe BHMMaHUE Ha WCIOJb30BAHUE YCIOBHOU KOMIWISIIUU — CUMBOJ
_WIN32 CIYXWT IJI ONpeNeNeHusT TOro, MPOUCXOANT JIM KOMIWJISILNS TOf TUTar-
dopmoit Windows uiu HeT (31ech Mbl OyIeM CUMTaTh, YTO €CIU 3TOT CUMBOJ He
olpeneieH, TO KOMITUJISIIIAS TTporcxoanuT noxa Linux).

Ha npunaraemoM K KHUI® KOMIAKT-IHUCKE COAEPXKUTCS HAaMUCAHHAS aBTOPOM
Ooubarorexka mid padborel ¢ pacupeHusiMuy libExt. OHa He mpeTeHayeT Ha MOJHO-
TY U MO3TOMY IOAAEPXKMBAET JHUIIb YACTb U3 MMEIOIIMXCH pacuiupeHuii. OgHako
BCE paccMaTpuBaeMble B OTOM KHMIE€ PacCIlMPEHUS €10 MOMAEePXKUBAIOTCI, U OHA
ABJIseTcd KpocciuiatdopMeHHoR (yCHelHo KoMmmnunupyercsa u mon Windows, u
noa Linux, u crnoco0 paboThl ¢ Hell HEe 3aBUCUT OT ILIaTHOPMBI).

B nucrunre 1.3 npusonutcst ¢pparMeHT 3arojoBouyHoro caitna libExt.h atoit 616-
JIMOTEKU, colepXalluii OTMCcaHWe BBOAMMBIX BTUM pacliupeHueM GyHKIUN
(byHKIIMU, BBOAUMBIE PA3NTUYHBIMU pPaCIIUPEHUSIMU, 3/7€Ch HAMEPEHHO He TIpu-
BOJSITCS M3-32 UX OOJBIIOTO KOJIUYECTRA).

Jinctunr 1.3. ®ann libExt.h

#ifdef _WIN32

#include <windows.h>
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#else
#define GLX GLXEXT LEGACY
#endif
#include <GL/gl.h>
#include <GL/glu.h>
#include "../glext.h"
#ifdef WIN32
#include ", ./wglext.h"
felse
#include <GL/glx.h>
#include <GL/glxext.h>
#endif
bool isExtensionSupported ( const char * ext );

void initExtensions ()7
void printfInfo ()

void assertExtensionsSupported ( const char * extList );

Hnst ynobeTBa paboThl 3TOT haily BKIIOUYaeT HEOOXOAUMBIE 3ar0JIOBOYHBIE (haitibl
u g maatdopmbl Microsoft Windows caiin windows.h, 6e3 KoTtoporo MHorue
npumepsl tox Windows mpocto He KoMnuaupywooTted. JlaHHbIl daitn onpenenser
TmCKeCHCHyKHHHe(byHKHHM-—-isExtensionSupported,assertExtensionsSup—
ported, initExtensions U printfInfo

DyHKIMA isExtensionSupported yKe paccMaTpUBajlach HAMU, OHA IIPOCTO IPO-
BepsieT, MOJAEPXKUBAETCS JM JAaHHOE pacliMpeHue (IpU 3TOM IMpPOBepseTcs Moa-
JepxkKa Kak oOILIMX PACLIMPEHMil, TaK M pacIIMpeHui, cieuu(pUIHbIX 11 KOH-
KpeTHOM I1aT(OopMbI).

DYHKINA assertExtensionsSupported MO3BOJISET TTPOBEPUTH TTOMACPKKY Cpa3y
HECKOJIbKMX paciiupeHunii. Ha Bxoa el mepegaeTcsl cTpoka ¢ UMEHaMU pacilupe-
HUM (pasnejeHHbIX mpodenamMu Uiau 3ansaTeiMu). Eciu xoTg Obl ofHO paciuupe-
HUE U3 TIepeIaHHOTO CIMCKa He TTOAIePKUBACTCS, TO BBIIAETCS MTUarHOCTHUYECKOE
coo0llleHNe ¢ MUMEHEM HEeTOoIePXKNBAeMOTO PACIIUPEHUS, U BBITTOJHEHUE TPO-
TpaMMEI TIpepBIBACTCS.

@yHKUUSA initExtensions CIYXUT A MHULMAIU3ALUUK yKA3aTeneil Ha BBOIM-
Mble pacuiupeHusiMu pyHkuuu. bubnuoreka libExt omnpenensier 00JblIOE YUCIO
ykazareneil Ha (YyHKIIMM, BBOAMMbIE BCEMU PACCMATPUBAEMBIMM B ITOH KHUIE
pacIIMpeHUsIMHU, U C IOMOIIbIO 9TOH (GYHKIMM B yKazaTedud 3aHOCATCS aapeca
BBOAMMBIX PACIIUPEHUAMU DYHKIIUIA.

DYHKINA printfInfo TeYaTaeT HA stdout WHGOPMANHMIO 00 WCITOIH3YeMOM
rpamIecKoM YCKOpWTEJIEe W €ro TPOM3BOMUTENe, a TakKe O TOINepPKUBACMBIX
pacuImpeHusx.
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Ob6parute BHUMaHue, yto Oudnuoreka GLAUX, KoTopylo MHOTHE UCIOJbL3YIOT
JUIS 3arpy3ku Teketyp u3 BMP-gaitnos, mon Linux oObIYHO HEAOCTYITHA.

[loaroMy Ha mpuaaraeMoM K KHUIE€ KOMIAKT-IMCKE Bbl HaiilieTe HAIMCAHHYIO
ABTOPOM HEeO0OJIblIYI0 KpocciuiaTpopmeHHyo 6ubnuoteky libTexture, mo3Bossio-

1Iylo 3arpyxarb TekcTypbl u3 BMP-, TGA-, DDS-, JPG- u PNG-gaiinos. Obe
9TU OUONIMOTEKU OyIyT aKTMBHO MCIIOJb30BATHCS HA MPOTIXKEHUU BCEH KHUIU.

Hns cOopku MpuMepoB MbI OyneM akTUBHO WCIONb30BaTh make-daitnbl. Jluc-
taHTH 1.4 u 1.5 wimocTpupyioT npocteitive npuMepbl s Windows u Linux,
obecrneunBaolne cOOpKY TIPUJIOXKEHUU ¢ TomuepxkKoit Oubanorexk libExt u
libTexture.

Nuctunr 1.4. NMpumep nmake-channa gna c6opkn npumepos nog Windows

#

# Makefile to build examples for texture env combine
#

linclude <win32.mak>

linclude <..\nmake.inc>

EXES = env-combine-1.exe env-combine-2.exe env-combine-3.exe
env-combine—-4.exe env-combine-5.exe

all: $(EXES)
env-combine-1.exe: env-combine-1.obj Torus.obj version.res $(OBJS)
$(1link) env-combine-1.0bj Torus.obj $(0OBJS) version.res $(LLDLIBS)
env-combine-2.exe: env-combine-2.obj Torus.obj version.res $(0OBJS)
$(1link) env-combine-2.0bj Torus.obj $(0OBJS) version.res $(LLDLIBS)
env-combine-3.exe: env-combine-3.o0bj Torus.obj version.res $(0OBJS)
$(1link) env-combine-3.0bj Torus.obj $(0OBJS) version.res $(LLDLIBS)
env-combine-4.exe: env-combine-4.obj Torus.obj version.res $(OBJS)
$(1link) env-combine-4.0bj Torus.obj $(0OBJS) version.res $(LLDLIBS)
env-combine-5.exe: env-combine-5.0bj Torus.obj version.res $(OBJS)
$(1link) env-combine-5.0bj Torus.obj $(0OBJS) version.res $(LLDLIBS)
clean:

@del env-combine-1.0bj env-combine-2.obj env-combine-3.obj
env-combine—-4.0bj env-combine-5.0bj Torus.obj version.res $(EXES) $(OBJS)
> nul

linclude <..\rules.win32>
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NucTtuHr 1.5. NMpumep make-cpaiina gna c6opkn npumMmepoB noa Linux

# Makefile to build examples for chapter 4 for Linux

#

#

include ../make.inc
ALL =

env-combine-5

all: $(ALL)

env-combine-1:

cc $ (LDFLAGS)
$(LIBS) -lc

env-combine-2:

cc $ (LDFLAGS)
$(LIBS) -1c

env-combine-3:

cc $ (LDFLAGS)
$(LIBS) -lc

env-combine—4:

cc $ (LDFLAGS)
$(LIBS) -1c

env-combine-5:

cc $ (LDFLAGS)
$(LIBS) -lc

clean:

rm -r —-f $(ALL)

env-—

env-

env-—

env-

env-—

combine-1.0 Torus.o $(0OBJS)

env-combine-1.0 Torus.o $(OBJS)

combine-2.0 Torus.o $(OBJS)

env-combine-2.0 Torus.o $(0OBJS)

combine-3.0 Torus.o $(0OBJS)

env-combine-3.0 Torus.o $(OBJS)

combine-4.0 Torus.o $(OBJS)

env-combine-4.0 Torus.o $(0OBJS)

combine-5.0 Torus.o $(0OBJS)

env-combine-5.0 Torus.o $(OBJS)

$ (OBJS)

env-combine-1 env-combine-2 env-combine-3 env-combine-4

env-combine-1

env—-combine-2

env-combine-3

env—-combine—-4

env-combine-5

env-combine-1.0 env-combine-2.0

env-combine-3.0 env-combine-4.0 env-combine-5.0 Torus.o 2> /dev/nul

include

.../rules.linux

B ¢aitnax make.inc u nmake.inc HaxoJsTcsl oTpeie]IeHUs] OCHOBHBIX MapaMeTpoB
KOMIWIILUMHU, KaTanoros, 0ubnuorexk u T. 0. Ilpumep Takoro caitna misd miaT-
dopmbr Windows comepkut JucTUHT 1.6.

JnctuHr 1.6. ®an nmake.inc

#
# Include file
#
OPENGL =

GLUTPATH = ..

LIBEXTPATH ..

glut32.1ib glu32.1ib opengl32.1lib

/glut
/1libExt/

with basic definitions for all examples for Win32
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LIBTEXTUREPATH = ../libTexture/

LIB3DPATH = ../3D/

UTILSPATH = ../utils

PBUFFERPATH = ../PBuffer/Win32

PROGRAMPATH = ../Program

PBUFFERINC = -I../PBuffer -I../PBuffer/Win32

INC = $(INC) -T$(GLUTPATH) -I$(LIBEXTPATH) -

I$ (LIBTEXTUREPATH) -IS(UTILSPATH) -I$(LIB3DPATH) -IS$(PROGRAMPATH) -
I$ (LIBTEXTUREPATH) z1ib -IS$ (LIBTEXTUREPATH)libpng -I$ (LIBTEXTUREPATH)jpeg

LLDLIBS = $(LFLAGS) $(OPENGL) $(guilibs)
$ (LIBTEXTUREPATH) jpeg/libjpeg.lib $ (LIBTEXTUREPATH) libpng/libpng.lib
$ (LIBTEXTUREPATH) z1ib/z1ib.1lib /LIBPATH:$ (GLUTPATH)

LIBEXT OBJS = libExt.obj

LIBTEXTURE OBJS = libTexture.obj Texture.obj CompressedTexture.ob]j
BmpLoader.obj TgalLoader.obj DdsLoader.obj JpeglLoader.ocbj PngLoader.obj
Data.obj ZipFileSystem.ob]

OBJS = $(LIBEXT OBJS) $(LIBTEXTURE OBJS) Vector3D.obj
Vector2D. obj
CFLAGS = $(CFLAGS) /GX

@aitner rules.win32 m rules.linux 3agaroT TpaBUiia KOMITWISIIUA UCXOOHBIX (aii-
JoB. B nuctunre 1.7 mpuBoauTcss npuMmep Takoro daitna ast miaatdhopmMbl Win-
dows.

Jinctur 1.7. ®ann rules.win32

#
# Rules to compile programs under Win32
#
.Cpp.obj:

$(CC) S$(CFLAGS) S$(INC) /c s<
{$ (LIBEXTPATH) }.cpp.obj::

$(CC) S$(CFLAGS) S$(INC) /c s<
{$ (LIBTEXTUREPATH) } .cpp.ob7::

$(CC) S$(CFLAGS) S$(INC) /c s<
{$ (LIB3DPATH) } .cpp.obj::

$(CC) S$(CFLAGS) S$(INC) /c s<
{$ (UTILSPATH) } .cpp.obj::

$(CC) S$(CFLAGS) S$(INC) /c s<
{$ (PBUFFERPATH) } .cpp.obj::

$(CC) S$(CFLAGS) S$(INC) /c s<
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{$ (PROGRAMPATH) } .cpp.obj::

$(CC) $(CFLAGS) $(INC) /c s<
.c.obj:

$(CC) S$(CFLAGS) S$(INC) /c s<
version.res : version.rc

S(RC) S (RCFLAGS) /r /fo"version.res" version.rc

Ha xoMmnakr-aucke, mpuiaraeMoM K KHUI€, B KaTajJore ¢ UCXOMHbIM KOAOM IS
2naewi 1 BB HalieTe TEKCT MPUIOKEHWS, TTeYaTaloOIIero MOTHBIN CITUCOK TOAmep-
JKMBAEMbIX PACUIMPEHUN WIM X€ IPOBEPsIOILero MOAMEPKKY 3amaHHOro (B Ko-
MaHIHOU cTpoKe) paciuupeHus. JIMCTUHT 1.8 WIUTIOCTpUPYET MpHUMep MCIONIb30-
BaHMS 9TOH YTUJIMTEL.

JlnctuHr 1.8. YTunurta gnga npoBepku NoaAepKKU pacluMpeHUn

//
// Sample to print info about OpenGL card and driver

// Lists all supported extensions

//
#ifdef WIN32
#include <windows.h>
fendif
#include <GL/gl.h>
#include "glut.h"
#include "../glext.h"
#include <stdio.h>
#include <stdlib.h>
#include <string.h>
#include <ctype.h>

void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL DEPTH TEST );
}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glutSwapBuffers ();
}

void reshape ( int w, int h )
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glViewport (0, O, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL PROJECTION ) ;
glLoadIdentity ();
glMatrixMode ( GL MODELVIEW ) ;
glLoadIdentity ();
}
void key ( unsigned char key, int x, int y )
{
if ( key == 27 || key == 'q"'" || key == 'Q' ) // quit requested
exit (0 );

}

void printExtList ( const char * extension )
{
char name [1024];
int i, J:
printf ( "Supported extensions:\n" );
for (i =0, j =0; extension [i] != "\0'; i++ )
if ( !isspace ( extension [1] ) )
name [Jj++] = extension [1];
else // end of name
{
name [j] = "\0'; // terminate name
printf ( "\t%s\n", name );
Jj = 0;
}
if (3 > 0)
{
name [j] = "\0';
printf ( "\t%s\n", name );
}
}
bool isExtensionSupported ( const char * ext )
{
const char * extensions = (const char *)
glGetString ( GL EXTENSIONS );
const char * start = extensions;

const char * ptr;
while ( ( ptr = strstr ( start, ext ) ) != NULL )
{
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// we've found, ensure name
// 1s exactly ext
const char * end = ptr + strlen ( ext );
if ( isspace ( *end ) || *end == '\0' )
return true;
start = end;
}
return false;
}
int main ( int argc, char* argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 400, 400 );
// create window
int win = glutCreateWindow ( "OpenGL example 1" );
// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key );

init ();

const char * vendor const char *)glGetString (GL VENDOR
const char *)glGetString (GL RENDERER
)

GL VERSION

const char * renderer =

const char * version = (const char *)glGetString

( (
( (
( (
const char * extension = ( (
printf ( "Vendor: %s\nRenderer: %s\nVersion: $%s\n", vendor,
renderer, version );
if ( argc < 2 ) // print a list of
// extensions
printExtList ( extension );
else // check extensions
for ( int i = 1; i < argc; i++ )
if ( isExtensionSupported ( argv [1] ) )
printf ("$-40s - supported\n", argv [i]);
else
printf ("$-40s - NOT supported\n", argv [i]):;
return 0;

bubaunotexa libTexture 6ymeT moapoOHO paccMOTpeHa B e1ase 2.

const char *)glGetString (GL EXTENSIONS

)
)
)
)

’

’
7

4
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NMpocTeiune pacwumpeHus

MynbTutekcTypupoBaHue, paclumpeHme
ARB_multitexture

Hnsg nonyyeHus: psjaa BU3YyaJNbHBIX 3(PheKToB (KapThl OCBEIIEHHOCTH, TyMaH,
MUKpOQaKTypHble TEKCTYpPbl W T. T.) YACTO BO3HUKAET HEOOXOAMMOCTH HaJIOXe-
HUS Ha TpaHb HE OJHON, a cpa3y HEeCKOJbKUX TEKCTYp, MpUYEM 3a4acTylo C pas-
HBIMU 3aKOHaMU HajoxeHus (puc. 2.1).

K coxanenuio, cranmaptHbii OpenGL 103BOJISET HAKIAABIBATH TOJBKO OJHY
TEKCTYpy 3a pas (IIpoxon), YTO MPUBOAUT K HEOOXOAMMOCTU PEaTU30BbIBAThH IJIS
BBIBOJIA IPaHEl HECKOJbKO MpoxonoB. Ilpu 3ToM BpeMeHHbIe 3aTpaTbl HA peHie-
PUHI 0OBEKTOB BO3PACTAIOT B COOTBETCTBYIOILIEE YUCIO Pas.

. GL_g
Pass 1: tex0 EPLACE
Pass 2: tex| GL _MODULATE
GL_ADD
Pass 3: tex2 /
G\,)”L@\D
Pass 4: tex3

Puc. 2.1. HanoxeHne HECKONbKNX TEKCTYP

[losTOMYy ecTeCTBEHHbIM SIBJISIETCSl XejlaHue aA00aBUTb BO3MOXHOCTb 3a OIMUH
[IPOXOJl HAKJIAJbIBATh CPa3y HECKOJIbKO TeKcTyp. M He cilydailHo, YTO IIepBbIM
opuumnanbHbiM ARB-paciivpeHueM, OpUHSITHIM B ceHTSI0pe 1998 ropa, siBisieTcst
umMeHHo ARB_multitexture.

I[aHHOC pacIInpeHUE MO3BOJIACT 3a OAWH IMPOXOJ HAKIAAbIBATH CPa3y HECKOJLKO
TEKCTYP, MPpU 3TOM IJIA KaXI0W BBIBOAUMOU TEKCTYPbI MOXXHO 3aJaTb CBOU Iapa-
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MeTpbl HaJIOXEHUS, Ha0Op TEeKCTYPHBIX KOOPAMHAT, MaTpUIly Mpeodpa3soBaHUS
TEKCTYPHBIX KOOpAMHAT M T. M. OOIasg cxeMa MyJIbTUTEKCTYPUPOBAHUS Tpe-
cTapjieHa Ha puc. 2.2.

Lighting

F1

Texture 0 F2

Texture | F3 —> Out

Texture 2

Puc. 2.2. O6wwasa cxema MynbTUTEKCTYPUpPOBaHua B OpenGL

Ceiiuac moamepXKa MYJbTUTEKCTYpUpPOBaHUS BXoauT B cTaHmapr OpenGL
(Hauunas ¢ Bepcuu 1.2.1), u toapko mon Windows (tak kak Microsoft mo-
npexxHemy noaaepxusaer juiib OpenGL Bepcuu 1.1) mpuxomutcst paborarb ¢
MYJIBTUTEKCTYPUPOBAHUEM YepPe3 COOTBETCTBYIOILEE pACLIMPEHUE.

Htst IpOBEPKU MOMAEPXKKU AAHHOIO PACLIMPEHMS MOXHO HCIOJIb30BaTh (DYHK-
M0 isExtensionSupported, PACCMOTPEHHYIO B e1ase |.

Ecau

isExtensionSupported ( "GL ARB multitexture” )

BO3BpalllaeT 3HAYeHUE true, TO JAaHHOE pacliMpeHue nojiaepxuBaercs. Pasiuy-
Hble IpachuyecKue YCKOPUTEIM HOMISPAKMUBAIOT PA3HOE YMC/IO TEKCTYPHbIX 0JIOKOB
(fexture units, PasIMYHbIX TEKCTYP, KOTOPbIE MOXHO HAJIIOXUTh 33 OAUH IIPOXOL).
Hx vuciao mast maHHOro yckoputesis (M ApaiiBepa) MOXHO ONPEAeIMTb IIPU I10-
MOLUM (PYHKLUU glGetIntegerv:

int maxTextureUnits;
glGetIntegerv ( GL MAX TEXTURE UNITS ARB, &maxTextureUnits );

MakcuManbHOE YHKCIIO TEKCTYPHbIX 6JIOKOB, HNOAACP2KUBAEMbIX  paCILUPECHUEM

GL_ARB multitexture, paBHo 32. JlaHHoe pacluMpeHue BBOAUT psif, yHKLUUA U
KOHCTAHT. I1poToTUIIbI OCHOBHBIX (PYHKIIMI IPUBOAITCS Aajee.

void glMultiTexCoord{1234} {sifd} ( GLenum texture,T coords )
void glMultiTexCoord{1234}{sifd}v ( GLenum texture,T coords )
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void glClientActiveTexture( GLenum texture );

void glActiveTexture( GLenum texture );

Hnst paboTel ¢ 3TUM pacliupeHueM MbI OyaeM KcIoib3oBaTh 6ubanorteky libExt,
BBEJICHHYIO B Mpeablayllei rnase. s nHUMaau3aluu ykasarejaeit Ha BBOIUMBbIE
¢GyHKIMM chaeayeT mepen HavajgoM paboThl ¢ 3TUM (KaK U C JIKOOBIM JPYTHM)
paciIMpeHueM BbI3BaTh (PYHKIIUIO initExtensions ().

Ilocne Toro kak ykazaTreaud Ha (pyHKIMHU MONYYEHbI, MOXHO (€CTECTBEHHO MOC/E
3arpy3ku TEKCTYp) 3a1aTh UCIOAb3YeMble TEKCTYPHI.

CHauaja cienyeT Ipy MOMOIIN (GYHKINUA glActiveTextureARB 3a1aTh aKTUBHBIN
TEKCTYPHBIN MOMIYJIb:

glActiveTextureARB ( texture );

IMapameTp 3Toi GYHKINM 3amaeT HOMEpP TEKCTYPHOTO MOAYIS W MOXET TIPWHM-
MaTh OIHO W3 CIENYIIINX 3HAYEHWI: GL_TEXTUREO ARB, GL TEXTURE1 ARB,
GL_TEXTURE2 ARB, ..., GL_TEXTURE31 ARB.

[lo ymonuanuio (T. €. 10 IEPBOIO BbI30BA glActiveTextureARB) aKTUBHbIM SIB-
JISIETCSl HYJeBOI TEKCTYPHBIiA 610K (GL TEXTUREO ARB).

IMocie 3amaHns TEKCTYPHOTO MOIYIS CIEAyeT pa3pelInTh UCTIONb30BaHNE TEKCTY-
pBI (HampUMep, TIPY TTOMOIIN KOMaHIbl glEnable ( GL TEXTURE 2D ) ), 33/1aTh
KOHKPETHYIO TEKCTYypy W ee TrapaMeTpbl (TTpH TTOMOIIN (BYHKINH glBindTexture
U glTexParameter), a TaKKe YyKaszaTh CIIOCOO TPWUMEHEHMSI 3TON TEKCTYpPHI.
B mucturTe 2.1 IpUBOIUTCS TIPOCTOM TIPUMEp 3alaHUsl TBYX TEKCTYPHBIX MOIYJICH.

JlnctuHr 2.1. 3agaHue ABYX TEKCTYpP C ucnonb3oBaHueM MyJnbTUTEKCTYPUPOBaHUA

glBindTexture ( GL TEXTURE 2D, texturel );

glTexParameterf ( GL TEXTURE 2D, GL TEXTURE MIN FILTER, GL NEAREST );

glTexParameterf ( GL TEXTURE 2D, GL TEXTURE MAX FILTER, GL LINEAR );

glTexImage2D ( GL TEXTURE 2D, GL RGBA, widthl, heightl, 0, formatl,
GL UNSIGNED BYTE, pixelsl );

glBindTexture ( GL TEXTURE 2D, texture2 );

glTexParameterf ( GL TEXTURE 2D, GL TEXTURE MIN FILTER, GL NEAREST );

glTexParameterf ( GL TEXTURE 2D, GL TEXTURE MAX FILTER, GL LINEAR );

glTexImage2D ( GL TEXTURE 2D, GL RGBA, width2, height2, 0, format2,
GL UNSIGNED BYTE, pixels2 );

glActiveTextureARB GL TEXTUREO ARB );

glEnable GL TEXTURE 2D );

glTexEnvi GL TEXTURE ENV, GL TEXTURE ENV MODE, GL REPLACE );

(
(
glBindTexture ( GL TEXTURE 2D, texturel );
(
( GL TEXTURELl ARB );

glActiveTextureARB
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glEnable ( GL_TEXTURE 2D });

glBindTexture ( GL_TEXTURE 2D, texture2 );

glMatrixMode ( GL_TEXTURE );

glScalef (3, 3, 3);

glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV MODE, GL_MODULATE );

B npuBeneHHOM JMCTUHIE IepBasl IPyIla KOMAaHI ONPEIeIIeT M 3arpyXaeT [Be
TEKCTYpbI, ITOC/e Y€ro OHM BbIOMPAIOTCS B COOTBETCTBYIOILIMX TEKCTYPHBIX OJ0KaX.
OO6parute BHUMaHKE, YTO M pa3HbIX TEKCTYPHBIX OJOKOB 3aAal0TCS pasHble 3aKO-
HbI HAIOXEHUS TEKCTYpPbI (B JAHHOM MPUMEPE GL REPLACE M GL MODULATE) U pas3-
Hbl€ TEKCTYpHbIE MATPULIbl (B IEPBOM CIyyae IO YMOJIYAHMIO — €IMHUYHAS MaT-
pulia, a BO BTOPOM — €IMHMYHAS MaTpula, yMHOXEHHAd HA TPU).

IMpn 3amaHWM BepIIMH BBIBOAMMOTO OOBEKTA JUTS KaXIOW BEPIIWHBI KasKIOTO
TEKCTYPHOTO OJIOKA CIIEMyeT OTIPEIeINTh CBOIT HAOOp TEKCTYPHBIX KOOPAWHAT TIPH
TTOMOIIN (PYHKIINH glMultiTexCoord:

glMultiTexCoord2f ( texture, u, v );
glMultiTexCoord2fv ( texture, ptr );

IMepBEIit MapameTp 3amaeT OAWH M3 TEKCTYPHBIX OJIOKOB (T. €. IPUHUMAET OIHO
W3 3HAUEHUHN GL_TEXTUREn ARB, n = 0,...,31). Jlajblie 3amarorcsl TEKCTYpPHbIE
KOOPIWHATH! JIN00 KaK Habop KOOpAWHAT, JN00 KaK yKazaTeldb Ha MacCHB KOOpP-
JITHAT.

3aMeTbTe, YTO IO aHaloruu ¢ GYHKIHMEH glTexCoord CYIIECTBYIOT BapHUAHTbI
QYHKIMM glMultiTexCoord JIS PAa3HbIX TUIIOB BXOAHBIX AAHHBIX M PA3HOIO
4yucaa TEKCTYPHbIX KoopauHat (ot 1 go 4).

O6paTI/IT€ BHUMAHUE, YTO BBI3OB glTexCoord 3aMa€T TEKCTYPHBIC KOOPAWHATHI
JJId HYJIEBOTO TEKCTYPHOTO 6HOK3,T.6.06palHCHHC K glTexCoord 3KBUBAJICHTHO
BBIBOBY glMultiTexCoord C MMAPAMETPOM texture, PABHBIM GL TEXTUREO ARB.

B cnenyronieM npumepe (JIMCTUHI 2.2) IOKA3bIBAETCS 3aJaHUE TEKCTYPHBIX KOOP-
JUHAT ¢ IIOMOILBIO ABYX TEKCTYPHBIX OJOKOB.

Nuctunhr 2.2. OgHoBpeMeHHOe 3aAaHne TeKCTYPHbIX KOOPAUHAT cpasy Ans ABYX
TEKCTYPHbIX 6110KOB

glBegin ( GL TRIANGLES );

glMultiTexCoord2fv ( GL TEXTUREO ARB, &tO [0] );

glMultiTexCoord2fv ( GL TEXTUREl ARB, &tl [O] );

glvertex3fv ( &v [0] )i

glMultiTexCoord2fv ( GL TEXTUREO ARB, &tO [1] );

glMultiTexCoord2fv ( GL TEXTUREl ARB, &tl [1] );
( )

glVertex3fv svo o [1]
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glMultiTexCoord2fv ( GL TEXTUREO ARB, &t0 [2] );

glMultiTexCoord2fv ( GL TEXTUREl ARB, &tl [2] );

glvertex3fv (&v [2] )i
glEnd ();

B nuctunre 2.3 IpUBOANUTCS MCXOMHBIN KOM JUIST TIPUMEpa, BBIBOMSIIETO TPaHb C
JBYMSI HAJTOXXEHHBIMU HAa HEee TEeKCTypaMMu.

NMuctunr 2.3. NMporpaMma, BbIBOAALASA rPaHb ¢ ABYMS HaNIOXXEeHHbIMM
Ha Hee TeKCcTypamu

//
// Sample to show multitexturing in OpenGL.

// In this example we show product of two textures —

// texturel and texture2
//

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>

unsigned texturel, texture?2;

void init ()

{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );

void display ()

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glActiveTextureARB ( GL TEXTUREO ARB );

glEnable ( GL_TEXTURE 2D });

glBindTexture ( GL TEXTURE 2D, texturel );

glTexEnvi ( GL_TEXTURE_ENV, GL TEXTURE_ ENV_MODE,

GL REPLACE ) ;
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL TEXTURE 2D );
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(GLsizei)h );

( GL_TEXTURE ENV, GL TEXTURE ENV_ MODE,

// quit requested

// initialize glut

34
glBindTexture ( GL_TEXTURE 2D, texture2 );
glTexEnvi
GL_MODULATE ) ;
glMatrixMode ( GL_TEXTURE );
glScalef (3, 3, 3);
glBegin ( GL _QUADS );
glMultiTexCoord2f ( GL _TEXTUREO ARB,
glMultiTexCoord2f ( GL TEXTUREl ARB,
glVertex3f (-1, -1, 0 );
glMultiTexCoord2f ( GL TEXTUREO ARB,
glMultiTexCoord2f ( GL TEXTUREl ARB,
glVertex3f (1, -1, 0);
glMultiTexCoord2f ( GL TEXTUREO ARB,
glMultiTexCoord2f ( GL TEXTUREl ARB,
glVertex3f (1, 1, 0,
glMultiTexCoord2f ( GL_TEXTUREO ARB,
glMultiTexCoord2f ( GL TEXTUREl ARB,
glVertex3f (-1, 1, 0);
glEnd ()
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizeil)w,
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
glMatrixMode ( GL_MODELVIEW ) ;
glloadIdentity ();
}
void key ( unsigned char key, int x, int y )
{
if ((key == 27 || key == 'q" || key == Q")
exit (0 );
}
int main ( int argc, char * argv [] )
{
glutInit ( &argc, argv );

glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
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glutInitWindowSize ( 400, 400 );
// create window

int win = glutCreateWindow ("OpenGL Multitexture example 2");
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key );

initExtensions ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{

printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
texturel = createTexture2D ( true, "../Textures/block.bmp" );
texture2 = createTexture2D ( true, "../Textures/ocak.bmp" );

init ();
glutMainLoop ();

return 0O;

DTOT JTUCTUHT TaKXe JEMOHCTPUPYET OCHOBBI UCTONB30BaHUsI Oubnuorexk libExt u
libTexture. Jlig vMHULMAIM3ALUMU PACLIMPEHUN OCYLIECTBJISIETCS BbI30B (DYHKLMU
initExtensions, pacCMOTpeHHON B a1ase [I. MYHKIMS isExtensionSupported
CJIYKUT JUISL IIPOBEPKU NOMIEPKKU PACILIMPEHUIA.

B cBoux mporpaMmax Bcerga, Ipexiae 4eM HayaTh MCIOJIb30BaTh PAaCIIUpPEHUE,
npoBepbTe ero noaiepxkky. [Iporpamma, Belgaroiasi coobieHue o ToM, YTo Tpe-
Oyemoe paclIMpeHue He IMOAAep:KMBAeTCs, BBILJSAUT ropasao Jydlle, YeM Ipo-
rpamma, "BblIeTarolIas” u3-3a obpalleHusl Mo HeJoIyCcTUMOMY aapecy (u3-3a oT-
CYTCTBUSI HEOOXOAUMbBIX (DYHKIMIA) WK IPOCTO paboTarolas HelmpaBUIbHO (13-
3a OTCYTCTBUSI MTApaMeTPOB UJIU PEXUMOB).

3arpy3ka OOBIYHON ABYMEPHOM TEKCTYPHI TIPOMCXOOUT C TIOMOIIBIO (QYHKITNN
createTexture2D, OIUCAHUE KOTOPON MPUBOIUTCS daiee.

unsigned createTexture2D ( bool mipmap, const char * fileName );

Dra ¢GyHKIUS 3arpyxaer TeKcTypy M3 daiiia ¢ uMeHeM fileName. [Ipu sTom
MOJIepKUBAIOTCS cieaytoinue dhopMmatel daitaos ¢ Tekerypamu: BMP, TGA, JPG
(JPEG), PNG u DDS. Jlng pabotsl ¢ dopmatamu JPG 1 PNG mnpeaycMoTpeHbI
oubnuoreku zlib, libjpeg u libpng. Ha KommakT-aucke UMEOTCS BEPCUU STUX
oubmnorexk mng Windows. Ilpu pabote mox Linux manHble OMOIMOTEKH yCTaHAB-
JuBaroTcs BMecTe ¢ Linux, 1 HEOOXOAMMO TOJBKO 3aaThb UX UCIIOb30BAHUE IS
make-daiina.
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IMapaMeTp mipmap OTBeYAaeT 3a MOAMEPXKKY (3HAUCHHE true) MHPAMUTAITHLHOTO
GMIBTPOBAHUS TIPU WCTIONB30BAHNT MTAHHOM TEKCTYPHI.

@yukuMsa BO3BpallaeT 0 MpM OLIMOKe 3arpy3ku daina. B mpoTuBHOM ciydyae
BO3BpAILAETCSI MACHTU(MUKATOP TEKCTYPhbl, KOTOPbIA MOXET ObITh MCIIONb30BAH
npu BbizoBax OpenGL.

s ymobeTsa, a Takke JUTS eAMHOo0Opasust TIpH paboTe ¢ pasHBIMH TIaThOpMaMu
BO BcexX BbI3oBax OmoOnmoreku libTexture MoOXHO HMCIIONB30BaTh CUMBOI / A
pasfesieHusl KatajoroB B MyTH K ¢ainy (BMecTto NpuHsaToro B Windows cuMBo-
Ja \). OTo n3bamisieT OT AyOIUPOBAHUS CHMBOJIOB BHYTPU CTPOK IS A3BIKOB C 1
C++ (mampumep ..\\Textures\\ Bumpmaps\\normal2.bmp).

Ewe onHoii none3Hoi pyHkuuein oudauoreku libTexture siBnsieTcst saveScreenshot,
M1O3BOJISIIONIAs] COXPAHUTh TeKylliee coaepxumMoe okHa B ¢aiiie tumna TGA.

bool saveScreenShot ( const char * fileName );

B nuctuHre 2.4 npuBoaUTCs 3aroj0BOYHBIN (aiin oubauoreku libTexture.

Jlncturr 2.4. ®ann libTexture.h

/7
// Simple library to load basic textures format
!/
#ifndef _ LIB TEXTURE
#define _ LIB TEXTURE
#include "TypeDefs.h"
class FileSystem;
// create corresponding textures

// from file (or build them)

unsigned createNormalizationCubemap ( int cubeSize,
bool mipmap = false );

unsigned createCubeMap ( bool mipmap, const char * maps [] )
unsigned createTexture2D ( bool mipmap, const char * fileName );
unsigned createTexturelD ( bool mipmap, const char * fileName );

// create normalmaps from heightmap

// and from normal map textures
unsigned createNormalMapFromHeightMap ( bool mipmap,

const char * fileName,
float scale );

unsigned createNormalMap ( bool mipmap,

const char * fileName );
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// load texture from file into
// given texture target
bool loadTexture ( int target, bool mipmap,
const char * fileName );
// simple check whether
// the file exists
bool fileExist ( const char * fileName );
// save contents of the window
// in a TGA file

bool saveScreenShot ( const char * fileName );
// add file system

bool addFileSystem ( FileSystem * fileSystem );
// add zip file source

bool addZipFileSystem ( const char * fileName );

fendif

IIpu nomoimu (PpyHKUUA addFileSystem U addZipFileSystem MOXHO 3a1aBaTb
JOMOJHUTENbHbIC MYTU A1 MOMCKA NaHHBIX (TekcTyp). Tak, Hampumep, MOXHO
3a0aTh B KauecTBe Iapamerpa K QYHKIMU addZipFileSystem umsa ZIP-daiina,
comepKallero TeKCTypbl (MIM 4acTh Mx). Torma 3ampoc Ha 4YTeHUE TEKCTYphl (B
cayyae eciau OObIYHbBINA (haiil TEKCTYphl He HalaeH) MPOAOJKUT IMOMCK TEKCTYpPhl
yxe BHyTpu ZIP-daiina.

Bo3MoxxHO 3aaHne HECKOJNbKMX TAaKWX "albTepHATUBHBIX TyTel Mmoucka" ¢aiaos.

HanoxeHue KapT OCBELleHHOCTHU
npn nOMoLWNn MYJIbTUTEKCTYPUPOBaHUA

Eie ogHUM BapuaHTOM MYJIbTUTEKCTYPUPOBAHUS SIBISIETCS BBIBOJ TpaHU C Kap-
TOl ocBelleHHOCTU. KapThl ocBellieHHoCcTH (/ightmaps) TipencTaBasiioT coboit mpo-
CTOE U JIeIIEBOE CPEJICTBO MOAEIUPOBAHUSI HE M3MEHSsIIolIelicss co BpeMeHeM Oc-
BeILIEHHOCTH TpaHeil. BriepBble KapThl OCBEIIEHHOCTU MOSBUINCH B UTpe Quake.

B KapTe OCBCILUCHHOCTU LUBET TOYKHU 3aJA€TCA C IIOMOILbIO (I)OpMyﬂbI:

I=CrCyp,
rae C7 — LBET OCHOBHOM TEKCTYPbl B COOTBETCTBYIOLIEH Touke, a C; — 3apaHee
paCC‘{I/ITaHHaﬂ OCBCIICHHOCTb TOYKM.

IMpn stOoM ocBemeHHOCTh ToUKM () TakKKe MOXET OBITh TIpeAcTaBicHa B BHIC
TeKCTyphl. Bo3MOXHOCTE 3apaHee, Ha 3Tare pa3pabOTKM CICHBI, PACCUNTATh ce
OCBEIICHHOCTh TIO3BOJISIET YYUTHIBATH TEHW, 3aBHCUMOCTHb OCBEIIEHHMS OT pac-
CTOSTHAS 70 WCTOYHHMKA CBeTa W JaKe BTOPUYHYIO OCBEIIEHHOCTH, KOTJA CBET,
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MaJaIluil Ha OIHY rpaHb, pacceuBaeTCcs, U €ro YacTh OCBeIlaeT coceHNe TpaHu
(yJeT BTOpUUYHOI OCBellleHHOCTH ObIJ BHITIONIHEH B urpe Quake I1).

IMocKkoNMbKY, B OTIMYKME OT OOBIYHBIX TEKCTYpP, KapThl OCBEIICHHOCTH YHUKAJTHHEI
JUIS KaXIOil TpaHH, a OCBELIEHHOCTb BIOJb I'PAHU OObIYHO M3MEHSIeTCs He3HAYM-
TEJIbHO, TO KapThl BBHITIOJHSIOTCSI C MEHBIIMM paspellieHueM IO CpPaBHEHUIO C
OOBIYHBIMM TEKCTypaMu. I pacTsKeHMS KapThl OCBEILEHHOCTH CIYXHUT MeXa-
HU3M JuHeiHo! uHTepnonsauun OpenGL.

MyabTUTEKCTYpUPOBAHUE TTO3BOJISIET BBIBECTH TPaHb BMECTE ¢ TEKCTypoit M Kap-
TOM OCBELIEHHOCTU 3a oiuH Mnpoxoia. Hacrpoiiku OpenGL npu aTomM aHanoruy-
HBI PACCMOTPEHHOMY TIpUMEPY (CM. JIMCTUHT 2.3).

IMonpobHee 0 KapTax OCBEIIEHHOCTH MOXKHO ITPOYNTATh B [1].

IMocKoMbKY TeKCTypHBIE KOOPIWHATHI UTS KaKIOTO OJ0Ka 3amaroTcsl He3aBUCUMO,
TO JLUISL HETO MOXKHO 33[aTh CBOIO MATPULLy [IPeoOpa3’oBaHuUsl TEKCTYPHBIX KOOP/IK-
HaT, a TAKXE CITOCO0 aBTOMATUYECKON TeHEepalMy TeKCTYPHBIX KOOPAUHAT U CBOI
3aKOH HalOXEeHUs1 TEKCTypbl (puc. 2.3).

B cneayomeMm npumepe (IMCTUHT 2.5) BbIBOAUTCSA OJMH U3 CTAHAAPTHBIX OObEK-
toB GLUT c¢ HamoxeHMeM KaK OOBIYHOM TEKCTYpbI, TaK M TEKCTYPbl, UMHUTU-
pylollieil oTpaxkeHue (environment mapping). DTOT IpUMEP IEMOHCTPUPYET TaKxKe
HCHOHBSOBaHHe(bYHKHMH'saveScreenShot.

JNncturr 2.5. BbiBoA 06 beKTa C HANOXXEHHON TEKCTYPOM M KapTOW OTpaXeHuUs

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
unsigned texturel, texture?2;
float angle = 0;

float angle2 = 0;

void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );
}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
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glActiveTextureARB ( GL TEXTUREO ARB );

glEnable ( GL_TEXTURE 2D });

GL_TEXTURE 2D, texturel );

GL_TEXTURE ENV, GL TEXTURE ENV_MODE,
GL_REPLACE ) ;

glBindTexture (
glTexEnvi (

glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE 2D });

glEnable ( GL_TEXTURE GEN S );

glEnable ( GL_TEXTURE GEN T );

glTexGeni ( GL_S, GL TEXTURE GEN MODE, GL SPHERE MAP );

glTexGeni ( GL_T, GL TEXTURE GEN MODE, GL SPHERE MAP );

glBindTexture ( GL_TEXTURE 2D, texture2 );

glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,
GL_MODULATE ) ;

glPushMatrix ()

glTranslatef (2, 2, 2);

glRotatef ( angle, 1, 1, 0 );

glRotatef ( angle2, 0, 1, 1 );

glutSolidTeapot ( 1 );
glPopMatrix ()
glutSwapBuffers ();

}

void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt 0.0, 0.0, 0.0, // eye
5.0, 5.0, 5.0, // center

0.0, 1.0, 0.0 );
}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == Q" ) // quit requested
exit (0 );
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if ( key == 'p' || key == 'P' ) // saving screenshots
saveScreenShot ( "multitex3.tga" );
}
void animate ()
{
angle = 0.04f * glutGet ( GLUT ELAPSED TIME );
angle2 = 0.01f * glutGet ( GLUT ELAPSED TIME );

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 400, 400 );
// create window
int win = glutCreateWindow ( "OpenGL Multitexture example 3" );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key );

glutIdleFunc ( animate );

initExtensions ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
texturel = createTexture2D ( true, "../Textures/block.bmp" );

texture2 = createTexture2D ( true, "../Textures/stars.bmp" );
init ();
glutMainLoop ();

return 0O;

O6patnTe BHUMaHWe, YTO B 3TOM TIpUMeEpe TeKCTYpHBIE KOOPAWHATHI IS HyJe-
BOTO TEKCTYPHOTO GJIOKa 3amaroTcsl IBHO (PYHKINS glutSolidTorus 3aaeT TeK-
CTYpHBIE KOOPAWHATHI IJIA BCEX BEPIIWH TOpA), a U TIEPBOTO TEKCTYPHOTO OJ10-
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Ka — PEXUM aBTOMAaTUYECKOTO BBIUUCIECHUSA TEKCTYPHBIX KOOPAWHAT, WMMU-
TUPYIOIIUN OTpakeHUE OKpYXalollel cpenbl (environment mapping).

texturel * texture2

Puc. 2.3. HanoxeHne OByx TeKCTyp

B03MOXHOCTb MyJIbTUTEKCTYPUPOBAHUS CYLIECTBYET TaKXe Mpu padbore ¢ Bep-
LIUMHHbIMU ~ MaccuBamMu  (vertex array). s 3TOro  CiyXuT  (QYyHKLMS
glClientActiveTextureARB. OHa OEpeT B KAYECTBE BXOIHOIO [APAMETPA HOMEP
TEKCTYPHOro Moayis (GL TEXTUREO ARB, ..., GL TEXTURE31 ARB) MU OTHOCHUT K
HEeMy clieayroiue KOMﬂﬁﬂbﬁ ngQQCoordPoinEer, glEnéEleClientState u
glDisableClientState.
Tak, 3amaTh MacCUBBI TEKCTYPHBIX KOOPAWHAT JIJISI TIEPBHIX IBYX TEKCTYPHBIX MO-
Jyaeit MOXXHO TIpU TIOMOIIU TaKoro (pparmMeHTa Koja:

// setup lst texture unit
glClientActiveTextureARB ( GL TEXTUREO ARB );
glTexCoordPointer ( 2, GL FLOAT, 0, p0 );
glEnableClientState ( GL_TEXTURE COORD ARRAY );

// setup 2nd texture unit
glClientActiveTextureARB ( GL TEXTUREL ARB );
glTexCoordPointer ( 2, GL FLOAT, 0, pl );
glEnableClientState ( GL_TEXTURE COORD ARRAY );

PacwunpeHua EXT_texture_env_add
n ARB_texture_env_add

Cranpaptabiii OpenGL noaiepxkuBaer ciaenymolme crnocodbl HATOXEHUs TeKCTY-
PBI: GL_REPLACE, GL_BLEND, GL, DECAL W GL_MODULATE.
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HeiicTBue 3TUX peXXUMOB TOsICHIET Taou. 2.1.

Tabnuya 2.1. CTaHgapTHbIE pexuMbl HanoxeHus TekcTypsl B OpenGL

dopmaT TeKCTypbl |GL_REPLACE GL_MODULATE |GL_DECAL |GL_BLEND
GL_ALPHA C,=C C,=Cs He onpege- |C, =Gy
A=A A=A A et A=A A
GL_ LUMINANCE C,= G C,=C;- C, He onpege- |C,=C;(1 —C) +
A=A, A=A, neHo +C,-C
Av = Af
GL_LUMINANCE  |C,= C, C,=C;- C He onpege- |C,=Ci(1 - C) +
ALPHA JIeHo +C.- C
A=A A=A A ‘
A=A A
GL INTENSITY C,=GC C,=Cs C He onpege- |C, = Cf(1 — C,) +
neHo +C.- C
A=A A=A A ‘
Av_Af(1 _At) +
+ Ac : At
GL_RGB C,=GC C,=C;- C, C,=C C,=C(1-C)+
A=A A=A +C,
f AV= Af f C, Ct
Av = Af
GL_RGBA C.=GC C, =G G C.=(1-A)x |C,=C(1 -C) +
A=A A, = A A x Ci+ A G |+ Ce- G
A, = A A=A A

3neck yepe3s C obozHaueHo RGB-3HaueHue 1Bera, uepe3 A — anbda-3HaueHue
(anbda-komnoHeHTa), MHAeKc f obo3Hauaer RGB- unu anbga-cocTaBisiolyio
[IBeTa, TONYyYeHHOTO M3 (parMeHTa, Ha KOTOPHIM OCYIIECTBISIETCS HAJIOXCHUE
(3HaueHue, MOJydyaeMoe B Pe3y/IbTaTe BhIYMCICHHUSI OCBEILEHHOCTH MM 3aaaBae-
MOe€ KOMaHIOW glColor, B Clydae, KOTJA pacyeT OCBEIICHHOCTW BBIKIIOUECH),
t obosHayaer, uyro coorBercTByloliee RGB- wnu anbda-zHayeHue mnoiyuyeHo u3
TekcTypsl, ¢ — RGB- win anbda-3HaueHne, 3a0aHHOE KaK GL_TEXTURE ENV_COLOR,
v — IOJIyYUBILIEECS] BBIXOAHOE 3HAYEHUE.

OnHako i MOAYYeHUs PeaTMCTUUYHBIX AMHAMMYECKUX M300paKeHUH ONMCaH-
HBIX CTIOCOOOB HAJTOXKEHUS YacTo OBIBaeT HeMOCTaTOUYHO. PaccmaTpuBaeMble manee
pacwupenuss EXT texture env_add u ARB_texture env_add npegocrapisior eiie
OIIMH PEXUM HajoxeHMsl. EMy coOTBETCTBYeT KOHCTaHTa GL_ADD (OHA M Ta XKe
JUist oboux paciuupeHuin). JlelicTBUe 3TOro pexxuma omnuchiBaercs Tabdm. 2.2.
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Tabnuuya 2.2. PeXxuM Ha/loOXeHUs TeKCTYpbl GL ADD

Twvn TekcTypbl GL_ADD

ALPHA Rv Rf
Gv Gf
Bv Bf
Av Af*At

LUMINANCE Rv min (1, Rf+Lt)
Gv min (1, Gf+Lt)
Bv min (1, Bf+Lt)
Av Af

LUMINANCE ALPHA Rv min (1, Rf+Lt)
Gv min (1, Gf+Lt)
Bv min (1, Bf+Lt)
Av Af*At

INTENSITY Rv min (1, Rf+It)
Gv min (1, Gf+It)
Bv min (1, Bf+It)
Av min (1, Af+It)

RGB Rv min (1, Rf+Rt)
Gv min (1, Gf+Gt)
Bv min (1, Bf+Bt)
Av Af

RGBA Rv min (1, Rf+Rt)
Gv min (1, Gf+Gt)
Bv min (1, Bf+Bt)
Av Af*At

Hukaxux dyHkmmit tTaHHoe pacIIupeHne He BBOIUT.

OnMH U3 caMbIX IPOCTbIX BAPUAHTOB MPUMEHEHHUS OINMCAHHBIX PACILUPEHU —
9TO CIIOXEHHUE ABYX TEKCTYp IpPM OMNepaluyd MYJIbTUTEKCTYPUPOBAHUS, YTO HEOO-

XOAUMMO IIPU HAJOXEHUU OJIMKOB HA MOBEPXHOCTh 00bekTa (puc. 2.4).

ITpu 3TOM Ha omHOM (HampuMep, HYJEBOM) TEKCTYPHOM OJIOKe 3aJaeTcsl mepnast
TEKCTYpa W Olepanns HATOXEHUS GL REPLACE, a Ha CJIEAYIOIEM (BTOPOM B Ha-
IIeEM CITy4ae) TEKCTYPHOM OJIOKE — GL_ADD.
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lnaBa 2
Unit 0
textureQ \\\\\\\i
GL_REPLACE
GL_ADD (—
Unit 1
texturel

Puc. 2.4. HanoxeHne 611KoB okpyXatoLlel cpenbl
Ha rMaBHYIO TEKCTYPY Mpu NMoMoLLm GL_ADD

B nuctunre 2.6 npuBogutcs dait multitex4.cpp, IEMOHCTPUPYIOIINI HATOXEHHE
OTPaXEHNS OKPYXKAIOIIEH cpenbl MPY MOMOIIHN 3aKOHA GL_ADD.

Jluctunr 2.6. NMpumep Mcnonb3oBaHUA PEXUMA HANOXEHUA TEKCTYPbl GL_ADD

//

// Sample to show multitexturing in OpenGL.

//

#include
#include
#include
#include
#include
#include

#include

"libExt.h"
"libTexture.h"
"Vector3D.h"
"Vector2D.h"
<glut.h>
<stdio.h>
<stdlib.h>

unsigned texturel, texture2;

float
float

void init

{

angle = 0;
angle2 = 0;

O

glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL DEPTH TEST );

}

void display ()
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{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glActiveTextureARB ( GL TEXTUREO ARB );

glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, texturel );
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE,

GL_REPLACE ) ;
glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE 2D });
glEnable ( GL TEXTURE GEN S );
glEnable ( GL_TEXTURE GEN T });
glTexGeni ( GL S, GL TEXTURE GEN MODE, GL SPHERE MAP );
glTexGeni ( GL_T, GL TEXTURE GEN MODE, GL_SPHERE MAP );
glBindTexture ( GL TEXTURE 2D, texture2 );
glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,
GL ADD );
glPushMatrix ()
glTranslatef (2, 2, 2);
glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );

glutSolidTeapot ( 1 );
glPopMatrix )z
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );

glMatrixMode ( GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt (0.0, 0.0, 0.0, // eye
5.0, 5.0, 5.0, // center

0.0, 1.0, 0.0 );
}

void key ( unsigned char key, int x, int vy )
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if ( key == 27 || key == 'q'" || key == 'Q' ) // quit requested
exit ( 0 );
if ( key == '"p' || key = 'P' ) // saving screenshots
saveScreenShot ( "multitex3.tga" );
}
void animate ()
{
angle = 0.04f * glutGet ( GLUT ELAPSED TIME );

angle2 = 0.01f * glutGet ( GLUT ELAPSED TIME );
glutPostRedisplay ()
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 400, 400 );
// create window
int win = glutCreateWindow ( "OpenGL Multitexture example 4" );
// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key );
glutIdleFunc ( animate );
initExtensions ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
texturel = createTexture2D ( true, "../Textures/block.bmp" );

texture2 = createTexture2D ( true, "../Textures/stars.bmp" );
init ();
glutMainLoop ();

return 0;
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PacwupeHune EXT_fog_coord

OI[HI/IM N3 CaMbIX TTPOCTBIX 00BEMHBIX SCI)CI)GKTOB, CYIIECTBEHHO BJIUAOIINX Ha
BOCIIPUATUE CLEHDBI, SBISCTCA TyMaH. an/I HCIIOJIb30BAHUN TyMdHa Mbl CYUTACM,
YTO KaKasi-To 00JacTh TIPOCTPAHCTBA 3AdIllOJTHEHA HEKOTOPBLIM BEIICCTBOM, Yac-
TUYHO TMONIOMAarIInM HpOXOZ[SIH_[I/Iﬁ YE€pE3 HETO LBET.

[lpu stom ecnu uepe3 (; 0003HAYUTH LBET O0BEKTA (KOTOpPHBIA ObLT Obl BUAEH
IPK OTCYTCTBMM TyMaHa), a yepe3 Cy — LIBET CaMOro TyMaHa, TO MHTEHCUBHOCTD
UTOrOBOIO LBeTa OYJIET ONPEALIATbC Clleylollieil hopmyioii:

C =G =+ Cf, 2.1
rae f — koaduLueHT (cTeneHb) "3aTyMaHUBAHUS'" 1151 COOTBETCTBYIOLIEH TOUKMU.

Cranpapraeiii OpenGL mommepxuBaeT 3amaHue TyMaHa, HO CYIIECTBYIOLIAS IS
3TOTO MOJIENb MPEANnojaraet, 4YTo Bce MPOCTPAHCTBO PABHOMEPHO 3aIOJHEHO TYy-
MaHOM C 33JIaHHOM HEeM3MEHHOU TJIOTHOCTBIO, a caM IIpoIlecC HaJIOXKEHUS] TyMa-
Ha CIEAYIOIINT:

1. Jljast Kaxjaoi BeplLUMHBI BhIYMC/ISETCS CTEIEHb 3aTyMAHUMBAHUSI B 3aBUCUMOCTH
OT ee paccTossHUs d 10 HabaogaTens (Kamephbl).

2. Tlocme aTOTO CTeTlleHb OWIMHEWHO WHTEPIIOIMpPYETCs Ha BCIO BBIBOAMMYIO
TpaHb.

CreneHb 3aTyMaHUBaHUA / BBIYUCIISIETCS 110 OJHON U3 CTAHAAPTHBIX GOPMYIL:
S =exp(—d- 0),
f =expl(=d- O],
f = (d— start)/(end — start),

rae start — HavyajabHOe, a end — KOHEYHOe 3HaYe€HUsl PACCTOSTHUSI HAOMIOeHUS.

Peanu3zoBarh apyrue BapuaHThl 0ObEMHOTO TyMaHa (HampuMmep, clioif TymMaHa 3a-
JAHHOW TOJIIMHBI HaJl TOBEPXHOCTBIO 3eMJu, puc. 2.5) 3TUM CMOcOOOM HEBO3-
MOXHO.

Hnst aToro ymo6Ho Bocmojb3oBarbesi paciiupeHueM GL EXT fog coord, mon-
Jep>KrMBaeMbIM OOJIbIIMHCTBOM COBPEMEHHBIX rpaduyeckux yckopureneit. JlaH-
HOE paclIMpeHue MO3BOJIIET I0Jb30BATENI0 CAMOMY 3a1aTh BEJIMYMHY 3aTyMaHM-
BaHMS ! IS KaXOOil BepluuHbI (T. €. (pakTUYecKM BelUMYMHA 3aTyMaHUBaHUS !
BBICTYIIA€T B KAUECTBE €lIE OJHOIO aTpuOyTa BEPLIMHbI HAPABHE C LIBETOM, HOP-
MaJblo U TEKCTYPHBIMU KOOPAMHATAMM).

ITpu BBIBome rpaHmM 3amaBacMas B BEpPIIMHAX BEJIMYMHA BBICTYIIAeT B KadecTBE
mapaMmeTpa d TIpU pacdeTe 3aTyMaHWBAHUSA f 110 OMHOW M3 TPeX CTaHAAPTHBIX MO-
neneii. Ilpn TakoMm Toaxone cTeleHb "3aTyMaHMBaHUS' KaXXIOro IHUKcenla TpaH!
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nojiyyaetcsl TyTeM OWIMHEWHO! WHTEepoJSINU 3HAYCHW, 3aJaHHBIX B BEpIlU-
Hax 9Toii rpanu (puc. 2.6).

.

Puc. 2.5. Cnoii TymaHa

(Xh’}b’zoacoajh)

(M’%’A’q’ﬁ)

(Xba}bazzaczaf;)

Puc. 2.6. 3apaHve BepPLUMHHOIO TymaHa

HdanHoe pacmipeHne BBOOUT TPU HOBBIe (GYHKIMHU  (glFogCoordEXT,
glFogCoordvEXT M glFogCoordPointerEXT) W HECKOJBKO KOHCTAaHT. MX mpume-
PBI TIPUBOJISATCSA Jajee.

void glFogCoord[fd]EXT ( T coord )
void glFogCoord[fd]vEXT ( T coord )
void glFogCoordPointerEXT ( GLenum type, GLsizei stride, GLvoid *pointer)
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Hns HemocpencTBeHHOW paboThl ¢ JAHHBIM paclliMpeHreM HeoOXOMUMO HaCTpO-
WUThb UCTOJb30BaHUE 00BEMHOTO TyMaHa (JIMCTUHT 2.7).

Nuctuir 2.7. 3apaHne BepLUIMHHOIO TyYMaHa

glEnable ( GL_FOG '
glFogi  ( GL FOG MODE, GL LINEAR );
glFogfv ( GL_FOG COLOR, fogColor );
glFogf ( GL FOG START, fogStart );
glFogf ( GL_FOG_END, fogEnd )
glFogi  ( GL FOG HINT, GL NICEST );
glFogi  ( GIL_FOG_COORDINATE SOURCE EXT, GL FOG COORDINATE EXT );

3i1ech KOMaHIOM glEnable BKIIOYAeTcs pexuM tymaHa. Ilocie sroro ycraHas-
JIMBAIOTCS MOJIE/Ib BhIYMC/ICHUSI CTEIIEHU TyMaHa, ero LiBer u napamerpbl. Jaiee
3a[aeTcs yKazaHUe Ha UCI0Jb30BaHue 0ojiee TOYHOIO BhIYMCJSHHUS 3aTyMaHMUBa-
HUS (GL NICEST).

ITpu momoru cienywlieil KOMaHAbBI MOXHO 3aAaTh JAPYroe MpearnoyTeHue —
HauOoJjee OBICTPBIM cMOCO0 BBIUUCIECHUS:

glFogi  ( GL_FOG HINT, GL FASTEST );

HOCJ'[GI[HHH KOMaHIa M3 JIMCTHUHTA 2.7 OIIPEACISIET, YTO B KA4YECTBE BCINYUHDBI
3aTyMaHUBaHUS d 6YI[YT WUCTIOJIb30BAHBI SIBHO 33JAHHBIE 3HAYEHUS IS KAXKIOW
BCPIINWHBI.

TouHoe 3HayeHue koadduiMeHTa f 110 3aAaHHOMY B BEpILMHE 3HAYeHUIO d BbI-
YUC/SICTCS B JAHHOM IIPUMEPE 110 JTUMHEHHON MOIEIIH:

_ d— fogStart
fogEnd — fogStart

3HayeHUsd BeIUYUHBI 34aTyMaHUMBAHWA MOXHO JIU0O SBHO 3da1aBAaTb B Ka)KLLOl‘/JI BEp-
HINMHE (I)YHKL[I/ICI‘/JI glFogCoordfEXT, WIX XK€ C IIOMOILLbIO BEPLUIMHHBIX MAaCCHUBOB:
glEnableClientState ( GL FOG COORDINATE ARRAY );

glFogCoordPointerEXT ( GL FLOAT, 0, fogValues );

glDisableClientState ( GL_FOG _COORDINATE ARRAY );

Paccmotrpum Tenepb, KakuM o0pazoM MOXHO SBHO BBIYMCIUTb CTEMEHb 3aTyMa-
HUBAHUS OIS 3aJaHHOM BepILMHBI HeKoToporo obbekra. PaccMorpum ciyuvait,
KOIZIa y Hac MMeeTcs CI0i TyMaHa IMOCTOSHHOM IUIOTHOCTH, PAcloONOXEHHbIH B
JauamnasoHe yy < y < .
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B sTOM ciyuae cremeHb 3aTyMaHWBAaHUSA TOYKM P (akTWyecKW YHUCIEHHO paBHA
JUIMHE YacTU OTPE3Ka, COSNMHSIIOLIEro MOJOXEHUEe KaMephbl ¢ 2TOH TOYKOM, Jie-
Xaleit BHYTPM TONOCHI TyMaHa, YMHOXEHHOI Ha TUIOTHOCTh TyMaHa p - | AP |
(puc. 2.7).

yl

y0

Puc. 2.7. To4yHOe BblMUCIEHNE MYTW BHYTPU CNOS TyMaHa

IMono6HbBIe BHUMCICHNSI, 0COOEHHO B CiIydae, KOTIa YMCIO BEPIINH BEJTUKO, MO-
IYT CWJIbHO 3arpy3uTh LEHTpalbHbll Ipoleccop. [1oaToMy BO MHOIMX Ciyyasx
yaoOHee YIpoIleHHasT MOIeThb (marormast B OOJBIIMHCTBE CIIyYacB BITOJTHE TIPUEM-
JIeMble Pe3yJbTaThl): BBIYUCISIETCS AJIMHA MPOSKLUMU OTpe3Ka Ha MNpsIMylo, mep-
MEeHINKYIAPHYIO TIOCKOCTH TymaHa p - | A'P'| . B HameMm ciyyae B KauecTBe Ta-
KOI ILTIOCKOCTU BbICTyIaeT och Oy (puc. 2.8).

C

vl

y0
Puc. 2.8. MNpunbnmxeHHoe BblYUCTIEHNE MO CPABHEHUIO C TOYHbLIM
I[J'[SI BBIYUCJICHUS 9TOTO JOCTATOYHO (B cJIydgac, Korga KaMephbl pacItoJIo’K€Ha BbI-

1€ IOJOCHl TYMaHa) IPOCTO B34ITh Pa3HUILLY Y-KOOPAMHATHL caMoi Touku P u yl,
YMHOXWB €€ Ha TUIOTHOCTH TyMaHa p.
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Jyist 3aKoHa GL_LINEAR BMECTO BBIUMTAHMS U 3aJaHUsI TUIOTHOCTU TyMaHa MOXHO
TTPOCTO 3a7aTh COOTBETCTBYIOIINM 00pa3oM BEJTWUYNHEI start N end. B atom ciaydae
B KauecTBe BEJIMYWHBI start OydaeT BHICTYNaTh yl, a BeawuwHa end OymeT paBHaA
IJIOTHOCTW TyMaHa TuTioc pl:

start = yl;
end =p + yl.

OaHako clieayeT MMEeTh B BUIY, YTO NpU IpeoOpaszoBaHUsIX oObekTa (Ipu IO-
MOILLY MaTpUlbl model-view) B KauecTBe CTEIIEHM 3aTyMaHUBAHMSI JOJIXKHA Bbl-
CTyHaThb y-KOOpJMHATA YK€ MPeoOpa3oBaHHON, a He MCXOAHOM BepluMHbI. Bce
4TO, JJIS1 BTOrO CIEAyeT clelaTh, — 3TO IOJYYUTh TEKYLY Martpuuy model-
view IpU MOMOILUM glGet M IS KaXIOW BePILIMHbI HAUTU €€ y-KOOpAUHATY I10-
cJie peobpazoBaHMsl TOU MaTpuleill. Peanuzauus 3Toro moaxoja mpuBeaeHa B
auctuHre 2.8.

NucTtuHr 2.8. NMpumep peanusauum crnoa TyMmaHa npy NOMoLLM pacLuUpeHUs
EXT_fog_coord

//
// Simple demo for GL EXT fog coord OpenGL extension
//
#include "libExt.h"
#include "1ibTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#define N1 90
#define N2 20
struct Facet
{
int index [3]; // indices into vertex, normal
// and tex arrays
}i
Vector3D vertex [N1 * N2];
Vector3D normal [N1 * N2]J;
Vector2D tex [N1 * N2];

Facet facet [N1 * N2 * 2];
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float angle = 0;
float angle2 = 0;
unsigned texture; // main texture
Vector3D eye (0, 0, 0 );
Vector3D lookAt (0, =5, 5);
Vector3D up (0, 1, 0 ),
Vector3D fogColor ( O, 0.7f, 0.8f );
inline Vector3D knotlD ( float t )
{
float r =1.8 + 0.8 * cos ( 3*t );
float phi = 0.2 * M PI * sin ( 3*t );
return r * Vector3D ( cos ( phi ) * sin ( 2*t ),
cos ( phi ) * cos ( 2*t ), sin ( phi } );
}
inline Vector3D knot ( float u, float v, Vector3D& n )
{
Vector3D t, b;
t = (knotlD (u + 0.01) - knotlD (u - 0.01)).normalize ();
b = (t » Vector3D ( 0, 0, 1 )).normalize ();

n= t "~ b;

return knotlD (u ) + 0.55 * ( sin (v) * b + cos (v) * n );

void initKnot ()

// 1. Create vertices

for ( int i = 0, k
{

0; i < N1; i++ )

float phi = 1 * 2 * M PT / N1;
for ( int 7 = 0; 7 < N2; j++, k++ )
{
float psi =3 * 2 *MPI / N2;
// compute vertex coordinates
vertex [k] = knot ( phi, psi, normal [k] );
// compute texture coordinates
tex [k].x = (float) 1 / (float) NI1;
tex [k].y = (float) j / (float) N2;
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void

void

//
for (i =%k=0; 1 < N1
for ( int j = 0; J
{

2. Create facets
;oitt )

< N2; g+, k4= 2 )

facet [k].index [0] = 1i*N2 + 7;
facet [k].index [1] = ((i+1l) % N1)*N2 + 7;
facet [k].index [2] = ((i+1) % N1)*N2 + (J+1)%N2;
facet [k+l1l].index [0] = i*N2 + 7;
facet [k+l].index [1] = ((i+1) % N1)*N2 + (J+1)%N2;
facet [k+l].index [2] = i*N2 + (7 + 1) % N2;
}
draw ()
float mvMatrix [16];

// get modelview matrix to

// transform back

glGetFloatv ( GL MODELVIEW MATRIX, mvMatrix );

glBegin ( GL_TRIANGLES
for ( int 1 = 0; 1 < N1
for ( int j = 0; J
{
int k
Vector3D v

)i
* N2 * 2; i++ )
< 3; )

facet [1].index [7];

= vertex [k];

float fog = -v.x*mvMatrix[1] - v.y*mvMatrix[5] -
v.z * mvMatrix [9] - mvMatrix
glFogCoordf ( fog )i
glNormal3fv ( normal [Kk] );
glTexCoord2fv ( tex [kl )
glvVertex3fv ( vertex [Kk] );
}
gleEnd ();
init ()

glClearColor ( 0, 0, O

p 1)

glEnable ( GL_DEPTH TEST });
glDepthFunc ( GL_LEQUAL });

[131;
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glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL TEXTURE 2D, texture );
// setup fog

’

glEnable ( GL_FOG

)
glFogi ( GL_FOG MODE, GL LINEAR );
glFogfv ( GL_FOG COLOR, fogColor );
glFogf ( GL_FOG_START, -4 ):
glFogf ( GL_FOG_END, 3 '
glFogi  ( GL_FOG HINT, GL NICEST });
glFogi ( GL_FOG_COORDINATE SOURCE EXT, GL FOG COORDINATE EXT );

void display ()

glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glPushMatrix ()s

glTranslatef (0, =7, 7 );

glRotatef ( angle, 1, 1, 0 );

glRotatef ( angle2, 0, 1, 1 );

draw ();

glPopMatrix OF

glutSwapBuffers ();
}

void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
lookAt.x, lookAt.y, lookAt.z, // center

up.x, Uup.y, up.z );
}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
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if ( key == 'p' || key == '"P' ) // saving screenshots
saveScreensShot ( "fog.tga" );
}
void animate ()

angle = 0.04f * glutGet ( GLUT ELAPSED TIME );
angle2 = 0.02f * glutGet ( GLUT ELAPSED TIME );
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL fog coord example" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutIdleFunc ( animate );
initExtensions ();

if ( !isExtensionSupported ( "GL EXT fog coord” ) )
{
printf ( "GL EXT fog coord NOT supported.\n" );
return 1;
}
texture = createTexture2D ( true, "../Textures/concgrey.bmp" );
init ()
initKnot ();
glutMainLoop ();

return 0O;

Ha puc. 2.9 mpuBomutcsa nzobpaxkeHne, TOCTPOSHHOE JAHHOW TTPOTpaMMoOii.
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penGl fog_coord example - |EI|5|

Puc. 2.9. PeaynbTar BbiNONHEHUs nuctuHra 2.8 ("y3en B TymaHe")

PacwumpeHua EXT_secondary_color
n EXT_separate_specular_color

CrangapTHasi Mojeib oOcBellieHUs, ucmoib3yemas OpenGL, obnamaer ompene-
JIEHHbIMM HEAOCTAaTKaMU, OJHUM M3 KOTOPBIX SBJISAETCS CASAYIOLIMIA: 11BeT OJuKa
Ha IOBEPXHOCTU OOBEKTA BCErAa COBIAMAET C I1IBETOM CAMOM IOBEPXHOCTU. DTO
CBS3aHO C TE€M, YTO OCBELLUEHUE MOXET JIMIlb M3MEHSITb SPKOCTb LIBETA Ha I[O-
BEPXHOCTU O0BEKTA, HO He caM LBET (YTO HE COOTBETCTBYET ACHCTBUTENbHOCTH).
MHorue OObeKThl PeaJbHOr0 MUpa AEMOHCTPUPYIOT COBEpPLIEHHO MHOE MOBede-
HUEe, HAOpUMEpP, y 3€JIEHOro ILIACTMACCOBOro Iluapa Onuk Oymer Oenoro 1Bera
(IIpu ocBelieHUU ero OeslbIM CBETOM).
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Hns mpeogonieHUs TTOAOOHOTO HEA0CTaTKa MOXHO OCYIIECTBUThH BBIBOJA OOBEKTOB
B JBa IIPOXOJa: Ha MEepBOM IPoXoae BbIBOAMTCS doHOBoe U auddy3HOe OcBelle-
HHUE, a Ha BTOPOM — TOJBbKO OJMKOBOE. 3a cYeT TOro, 4To OJUKOBOE OCBElleHUe
BBIBOJIUTCSI OTAEAbHBIM IIPOXOIOM, MOSBISIETCSI BO3MOXHOCTH YIPAB/SATH IIBETOM
0yiKa, OJJHAKO pacrlauyMBaThesl 3a 3TO MPUXOAUTCS YMEHbIIEHUEM OBICTPOCHCT-
BUS POIPAMMBI.

Bonee mpocroii crnocod peanusyercsa paciuupeHusmu EXT secondary color u
EXT separate specular color. TlepBoe M3 HUX TO3BOJSET 33AaBaThb JUIS KaKIOM

BEPLIMHbI BTOpOfI 1IBET. BTOpOC — IIO3BOJIACT MCIIOJIL30BATb 3TOT BTOpOfI IBET B
KavyecTBe IBeTa OJMKa Ha ITOBEPXHOCTU.

s 3amaHmns BTOPOTO IIBETA B BEpITMHE CITyKaT (QYHKITNT

void glSecondaryColor3[bsifd ubusui]EXT ( T components );

void glSecondaryColor3[bsifd ubusui]vEXT ( T components );

void glSecondaryColorPointerEXT ( GLint size, GLenum type,
GLsizei stride,

GLvoid *pointer );

IlepBbie jBe IO3BOJISIOT 3ajlaBarhb LIBET U Kax/OW BEPLIMHBI U aHAJIOTMYHbI
KOMaHJe glColor.(DYHKHMH glSecondaryColorPointerEXT CIYXWUT JJId 3ala-
HMSI MaccuBa LBETOB IS BEPILUUH IIPU UCIOJb30BAHUM BEPLIMHHbBIX MACCHBOB.
OO0paruTe BHUMAaHKME, YTO BTOPOM (Secondary) 1IBET Bcerma 3a1aeTcs CBOMMU Iep-
BBIMU TpeMsI KOMIIOHEHTaMU, ajib(ha-KOMIOHEHTAa BTOPOTO IIBETa HE 3ajaercs u
BCer/ia paBHa HYyJlIO.
Bropoe paciuupenue — EXT separate specular color — mno3BojsieT 3aaTb HO-
BYIO MOJieJIb OCBEIIEHUST JUISI BTOPOTO 1IBeTa B BepilnHax (11BeTa 6j1ka). OTa Mo-
JeJb BKJIIOYAETCA IIPY NIOMOLUM CJIEAYIOIEH KOMAHIbL:
glLightModeli ( GL LIGHT MODEL COLOR CONTROL EXT,
GL_SEPARATE_SPECULAR COLOR EXT ) ;

B pesynbrate BTOpO# 1IBET MHTEPTIOIUPYETCS BIOJIbL TPAHW, YMHOXAETCS Ha OJIM-
KOBYIO COCTABJISIIOINIYIO OCBEIIEHHOCTH M 100aBseTcs K LBeTy (pparMeHTa yxe
TTociie TIpUMEHeHHsST TeKCTYphl. [Ipm 3ToM (akTWIecKW BBOOWTCS HOBBINM IIIar B
koHBeilepe peHiepunra OpenGL (puc. 2.10), HasbiBaeMblil CIOXEHUEM LIBETOB
(color sum).

BaxkHo, yTO BTOpOU 1IBET OKa3bIBAaeT BAMSIHME Ha Pe3yJIbTUPYIOLIMHI 1LBeT ¢par-
MEHTa TOJIbKO Yepe3 MeXaHu3M BeplurMHHOro ocpeieHus OpenGL.

HOpMEUIbeIﬁ PEXKHUM OCBCLICHUA MO2KHO BKIIOUYUTb KOMaHA0M1

glLightModeli ( GL LIGHT MODEL COLOR CONTROL_EXT,
GL_SINGLE_COLOR EXT ) ;
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Pacrepuzanus

TekcrypupoBanue

CJ0XeHHue IBETOB

IlpumeHeHue TymaHa

Puc. 2.10. KoHBeiiep peHaepuHra

Ha camom mene 3Toi Momenblo OCBEIIEHWST MBI B JTaTbHEHIIIEM TOJH30BaThCSA HE
OynmeM (IOCKOJNbKY Mbl OyieM IPUMEHSTh IOMUKCEIbHOE OCBELUEHME), OAHAKO
BO3MOKHOCTH 33JIaHWs BTOPOTO IIBeTa B BepIIMHAX HAM OYEHb MPUTOIANTCS.

PacwupeHuna ARB_texture_border_clamp
n EXT_texture_edge_clamp

IIpu texcrypupoBanuu OpenGL HNpuBOAUT KaxXayl0 KOMIIOHEHTY TEKCTYPHBIX
KoopJuHaT BepliuHbI B auanasoH [0, 1]. Crnocob ucrnoigHeHus 3agaercsi GyHKIN-
ell glTexParameteri, HAlpUMEp, CIEAYIOLIMIA pparMeHT Koaa 3a1aeT B KauecTBe
pexxuMa TIpUBeAeHNST TIOBTOPEHNE.

// set texture to repeat mode

glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP S, GL REPEAT );
glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP T, GL REPEAT );
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OnHaKo KOTIJa Takoe yceueHHe TMPOWCXOAUT OTHOBPEMEHHO ¢ MUpaMUAATLHBIM
dunbrpoBaHueM (mipmapping), TO MOXET BO3HUKHYTh CJelyloilas npobiema.
Ecimm 3HadeHMe TEKCTYpHBIX KOOPAWHAT JIGKWUT BHE EIMHWYHOTO KBampara
(€AMHUYHOIO OTPE3Ka B Cilydae OIHOMEPHOI TEKCTYphl), TO HA IOJYyYEHHOE 3Ha-
YeHWe TEKCTYPHl OKaXyT BIWSHHUE IIBETA TEKCEJIOB HE TONBKO C TPAHWIIBI TEKCTY-
pbl, HO U U3 €€ BHYTPeHHUX To4yeK (puc. 2.11).

=

Puc. 2.11. YacTtb TeKCTypbl, NCnosb3yemMas
L1191 NONy4eHUs 3Ha4YeHVs Npy NupamMuaansHOM GunbTPOBaHUN

Ecnu 3navyeHme TEKCTYPHBIX KOOPpAMHAT HAMCPCHHO 3aJaHO BHE CAMHUYHOTO
KBaapdara, TO B pAl€ CIy4d€B OKA3bIBACTCA Kpaﬁﬂe HEXE1aTCJIbHbIM, yTOOBI HA
TIOJIYYECHHOC TIPpU TEKCTYPUPOBAHUM 3HAUYCHUE OKAa3bIBAJIM BIIWAHUEC BHYTPECHHUEC
TOYKHM TEKCTYPhI.

BoamoxHocTh U30exaTh 3Toro npegoctapiseT paciuuperue ARB texture border
clamp. Eciu B KauecTBe pexknMa OTCEUEHUS] TeKCTYPHBIX KOOPAWHAT 3a/1aTh BBO-
JUMBIIA 3TUM PACLIMPEHUEM DEXUM GL CLAMP TO BORDER ARB, TO MJISl TEKCTyp-
HBIX KOOPAWHAT, CUJIBHO BBIXOMSIIUX 3a €IMHUYHBINA KBaapat, IMpu MUpamMuaaib-
HOM GUILTPOBAHUM OYIYT HUCIIONb30BATHCS TOJbKO TIPAaHUYHbIC TEKCeabl (MId
LIBET TPAHUIIbI, €CJIN OH 3aJiaH, puc. 2.12).
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Puc. 2.12. YacTtb TeKCTypbI, NCnosib3yemMast st Nojy4eHnss 3Ha4eHns
npy NMpaMmnaanbHOM GUALTPOBAHMN NS 3HAYEHWA, CUNBHO BbIXOAALLIMX
3a edVHUYHbLIN KBaapar, B pexnme GL CLAMP TO BORDER_ARB

Bot Heckonbko nmpumepoB padoTsl ¢ ARB_texture border clamp:
glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP S,

GL CLAMP TO BORDER ARB ) ;
glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP T,

GL _CLAMP TO BORDER ARB ) ;

C mpyroil CTOpPOHBI, B psAe CIydaeB KeJIaTeIbHO, YTOOB! IIBET TPaHWIIBI HE OKa-
3BIBaJT OBI HUKAKOTO BIMSHHS Ha IIBET TMOJIyYaeMOTO TIMKCeNTa TIPU THUPaMUIATh-
HOM (WIBTPOBAHNN.

HMMeHHO Takylo BO3MOXHOCTb IpegocTapisier paciuupeHue EXT texture edge clamp.
[lpu 3agaHuu BBOAMMOrO 3TUM PACLIMPEHUEM PEXUMA GL CLAMP TO EDGE EXT
rapaHTUpyeTcs, YTO HU IS KAKOrO YpOBHS B MUPaMUIAIbHOM (UIBTPOBAHUU
(GUIBTP HE 3aTPOHET I'PaHUYHBIX MUKcenoB (puc. 2.13).

Hauwnas ¢ Bepcum 1.2, pexxuMm GL_CLAMP TO EDGE Bomwes B ctaHmapt OpenGL.
Hanee npuseneH dopMar KOMaH/ JJIsI JAHHOTO PEXUMa.

glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP S,
GL CLAMP_TO EDGE };
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glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP T,
GL CLAMP_TO EDGE };

Puc. 2.13. YacTtb TeKCTypbl, Cnosnb3yemMast ajis nojy4eHns 3Ha4eHns
npy NMpaMmnaanbHOM GUALTPOBAHMN N9 3HAYEHWA, CUNBHO BbIXOAALLINX
3a eVIHNYHBIN KBaapaT, B pexnme GL_CLAMP TO EDGE EXT
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PacwunpeHus

SGIS_generate_mipmap, EXT_bgra,
EXT_abgr, XT_texture_filter_anisotropic
n ARB_texture_non_power_of_two

PacwupeHune SGIS_generate_mipmap

Jlioboe wn300pakeHUe Ha SKpaHEe MO CBOEU TMPUPOAE AUCKPETHO, MOCKOJBKY
MIPE/ICTABNSIETCS B BUIE PETYISIPHOU MPSIMOYTOJIbHON MaTpulibl ukcenos. Cieno-
BaTeJIbHO, TMPaBUJIbHOE MUPAMUIANTBHOE OWIBTPOBAHUE (mipmapping) Urpact
OOJIBIIYIO POJIb B MONYYEHUU KAYECTBEHHBIX U300PAKEHUN ¢ MAJBIMU OIIMOKaAMU
nuckperusauu (aliasing artifacts).

MNupamunansHoe GUIBTPOBaHME MO3BOJSET 3AMETHO YMEHBIUUTh TAKUE ITOrpel-
HOCTM 34 CYET MCIIOJb30BaHMS BMECTO ONHOM HCXOMHON TEKCTYpbl HEKOTOPOIO
Habopa TekcTyp. TekcTypbl 3T0r0 Habopa CTPOATCA PEKYPCUBHO, HAUMHASI C MC-
XOJHOM W 3aKaHYMBas1 TEKCTypoii pasmepoM 1x1 (puc. 3.1).

751 mocTpoeHUs ouepeIHOM TEKCTYPhI TT0 TIpeAbIAyIIel ee TeKceabl pa3ouBaroTCs
B TPYIIIBI pasmMepoM 2x2. Kaxmoit Tako#l TpyTiie COOTBETCTBYET BCETO OXWH TEK-
ceJl B CTposlleiicss TeKcType, 3HaUeHWe JUIST HEero TIoJydaeTcsl TyTeM YCpeTHEeHUs
3HAYEHUH IO YEThIpEeM TeKceslaM Tpynibl (puc. 3.2).

Cama 6ubnuoreka OpenGL He cogepxut B cebe cpeacTBa Al KOPPEKTHOIO IOo-
CTPOEHMS BCEX DTUX MPOMEKYTOUHBbIX TeKCTyp. Ilpu sIBHOI 3arpy3ke TEKCTYyphbl U3
¢daiia MOXHO BOCIIO/Ib30BaThes MpegocTasisgeMoin oudauorekoit GLU ¢dyHKuM-
el gluBuild2DMipmap (IS Cilydyasd ABYMEPHBIX TeKCTyp). Takke MOXKHO SBHO
3arpy3uTh 3apaHee MOCTPOSHHbIE MPOMEXYTOUHbIE YPOBHM BMECTE ¢ CAMOMl TeK-
crypoii (Hampumep, DDS-@aiinbl mo3BoISI0T XpaHUTh BMECTE ¢ OCHOBHOM BecCh
HEOOXOAMMbI HAOOP MPOMEXYTOUHBIX TEKCTYP).

OnHako TIpuMeHeHNe 3Toi (PyHKIIMKM He Bceraa BO3MOXHO M yIoOHO, HallpuMep,
ecJIM B KauyecTBe TEKCTYpbl MbI OepeM uzobpaxkeHue He U3 ¢aiija, a MocTPoeHHOe
cpenctBamu camoro OpenGL (T. e. ckopee Bcero HaxopsIieecs B TaMsITH Tpadu-
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YeCcKOTo YCKOpUTeJisl), To padboTa ¢ 3Toil (yHKIIMENH OKa3bIBaeTcsl AOBOJBHO He-
yIOOHOW 1 OYEeHb MEUICHHOM.

b

/[ /
/[ 7/

Puc. 3.1. lNupamnpa TekcTyp

Puc. 3.2. lNocTpoeHre ypoBHEN NMpamMupl

Kpome Toro, mocTpoeHne BceX MPOMEKYTOYHBIX YPOBHEH HEMOCPENCTBEHHO PO~
IIecCCOpPOM YacTo ObiBaeT elmle W Hed(pdEKTUBHBIM, TTOCKOJBKY Ha 3TO TPaTUTCS
TIpoIIeCCOPHOE BpeMsI W YBETMUMBAETCS 00beM TTepenaBaeMbIX TpaduIecKoMy yc-
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KOPUTEIIO OTAHHBIX, YTO TAKKE OTPULIATECIIBHO CKa3bIBACTCSId Ha 6I)ICTpOI[CI7ICTBI/H/I
MIPUITOXKECHUS.

Paciuupenue SGIS generate mipmap ompeaeaser MeXaHM3M, I103BOJISIOLIUI
OpenGL camoMy cTpouTb Bce HEOOXOAUMBIE 151 NPUMEHEHUS MUPAMUIAIBHOIO
GunIbTpoBaHMS IMPOMEKYTOUHbIE TEKCTYPhl IO 3aJaHHOMY HauyalbHOMY M300pa-
KeHuo (Texctype). i 5TOro 10CTaTOYHO Y COOTBETCTBYIOIIEH TEKCTYpPhl 3a1aTh
CBOICTBO GI, GENERATE MIPMAP SGIS, paBHO€ GL TRUE. Torma noboe usmMeHeHue
COMEPKUMOIO TEKCTYpPhl IPUBOAUT K ABTOMATUYECKOMY II€pPEcueTy BCeX IMpoMe-
KYTOUHBIX YPOBHEl (TeKCTyp).

Takum obOpazom, A TOTO 4TOOBI JUIs BbIOpaHHON (KOMaHIOW glBindTexture)
TEKCTYPbl BKIIOUUTH PEXUM aBTOMATHUUECKOTO TOCTPOEHUSI BceX HEOOXOAMMBIX
KapT NUpaMUJATBLHOTO (PUILTPOBAHUS (3TOT PEXUM 3a/1aeTCS OTACIbHO JUISI KaX-
JIOT TeKCTYpPhI), JOCTATOYHO BBIMOJHUTD CASAYIOUIYI0 KOMaHIY:

glTexParameteri ( target, GL GENERATE MIPMAP SGIS, GL TRUE );

BreIkTioueHne 3Toro peXxnma st BI)I6paHHOI7I TEKCTYPbI OCYHICCTBISACTCS KOMAaHAOM
glTexParameteri ( target, GL GENERATE MIPMAP SGIS, GL FALSE );
IMTapameTp target ompeaensieT TUI TEKCTYPHI, A KOTOpoi OyneT BKIOUEH (MJIn

BBEIKITIOUEH) 3TOT peXXuM. 11 OMHO- W ABYMEPHBIX TEKCTYp TapaMeTp TMpUHIMAeT
3HAYEHMSI GL_TEXTURE_1D W GL_TEXTURE_2D COOTBETCTBEHHO.

Paciuupenue SGIS generate mipmap m1O3BOJMSET TAKXKE 3a4aTh IMPEANOYTCHUS
(hints) nns croco®a, UCIONb3YEMOTO IIPU MOCTPOSHUHU MPOMEXYTOUHBIX TEKCTYP.

O glHint ( GL GENERATE MIPMAP HINT SGIS, GL FASTEST );

coobiaer OpenGL, yTo kenatenbHO BBIOpATh Haubosee ObICTPBIM CMOCco0 To-
CTPOCHHS TIPOMEKYTOTHBIX TEKCTYD.

O glHint ( GL_GENERATE MIPMAP HINT SGIS, GL NICEST );

YCTAaHABJIMBACT, YTO IPCAIIOYTCHUE CICAYET OTAAaTb METOLY, obecreuynBalolIe-
MYy HauOOoJIbllIee KAaYECTBO.

O glHint ( GL GENERATE MIPMAP HINT SGIS, GL DONT CARE );

CO00TIaeT, YTO MPWIOXKEHNIO BCE PABHO, KAKOW CTOCOO MOCTPOECHUS TIpoMe-
SKYTOUHBIX TEKCTYp OYIeT MCTOTb30BaH.

PacwupeHunsa EXT_bgra n EXT_abgr

B cranpaptHom OpenGL n11 RGB- u RGBA-TekcTyp KecTKo 3amaH IopsiaoK
cIel0BaHUs LIBETOBBIX KOMIIOHEHTOB IS Kaxaoro mukcena (puc. 3.3).

OnHaKo B TaK HA3bIBAEMBIX alMapaTHO-HEe3aBUCUMBIX KapTax (Device Independent
Bitmap, DIB), mupoko ucnojb3dyeMbix B Microsoft Windows, npuHsT nmo ymonya-
HUIO COBCEM JIPYroil mopsinok 6aiToB (puc. 3.4).
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R|G|B R|G|B|A

Puc. 3.3. MNopsagok 6aitoB ana RGB- n RGBA-TekcTyp

B|G| R B/G RA

Puc. 3.4. MNopsagok 6antor ana DIB

BDTO 00CTOATEBLCTBO JIeJaeT HEBO3MOXKHBIM HETIOCPEICTBEHHOE HCMOJb30BAHUE
uHpopmaiuu n3 DIB B kauecTse naHHbIX TekcTypbl isi OpenGL, mocKoiabKy
CHayajla HeoOXOIWMO OCYILeCTBUTh TEpecTaHOBKY OalTOB COMIACHO TMOPSAKY,
npuHaToMmy B OpenGL. OgHako ¢ n1pyroii cCTOpOHBI ObUTO OBl OYEHBb YIOOHO, ecTn
Ob1 manHble U3 DIB MoXHO ObUIO HampsiMylo OpaTh TIpU 3aJaHUU TEKCTyp
(mockonbky B Windows ecTb MHOTO ¢yHKIINI 1 Oubnunotek mist pabotel ¢ DIB).

HMmenHo 310 nossonsier paciuupeHue EXT bgra. OHo BBOAUT ABa HOBBIX hopMa-
T4, UAEHTU(MULUUPYEMbIX KOHCTAHTAMU GL BGR EXT M GL BGRA EXT, KOTOpPbIE
MOIYT CIY>KUTb B KauecTBe IMapamerpa format IpU 3agaHuM TekcTyp. Ilopsmok
clefnoBaHus 0aiiToB B aTUX (opMarax coorBeTcTByeT DIB, 4TO 3HAYUTENBHO 00-
Jlerdyaetr 3amaHue Tekcryp. Ellle omHMM IpeuMylIecTBOM YKa3aHHBIX (OpMaToB
SABJISIETCS YCKOpeHHe paboThl ¢ TeKCcTypaMmu (o KpaitHei Mepe, 1l rpaduyecKux
yckoputeneit GeForce).

AHajiornuHo, pacimupeHue EXT abgr BBoaUT elie oAuH ¢opMar crieiiuaibHO IS
RGBA-TekcTyp, Oojiee yaoOHBIX MPU ApPYroM TOpsiiKe OaiiToB B CJIOBe (Tak Ha-
3bIBacMbIe big endian).

B 1a6a. 3.1 npuBogsaTca A0CTyNHbIe (OPMAThl TEKCTYP C YYETOM PACCMOTPEHHBIX
paclUUpEeHU.

Tabnuya 3.1. [Jonyctumble chopmartsl TEKCTYp

KoHcTaHTa ®dopmar Bydpep
GL_DEPTH COMPONENT 3HayeHue rnybuHbl bydbep rnybuHbl
GL RED R Bydep upeta
GL_GREEN G Bycbep LBeTa
GL BLUE B Bydep upeta
GL ALPHA A Bydep upeta
GL_RGB R, G,B Bydbep useta
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Ta6nuya 3.1 (oxoHuyaHne)

KoHcTaHTa dopmar Bydpep

GL RGBA R, G B,A Bydep upeta
GL LUMINANCE L Bydep upeTa
GL LUMINANCE ALPHA L, A Bydbep useta
GL BGR EXT B,G R Bydep upeta
GL BGRA EXT B,G R A Bydbep upeta
GL ABGR EXT A B G R Bydbep upeta

PacwupeHune EXT_texture_filter_anisotropic

[lpu pabore ¢ TeKcTypamu i IOJy4YeHUs LBeTa IMKCena CIYXUT TaK Ha3blBae-
Moe TeKcTypHoe duibTpoBaHue (fexture filtering) — HeKUU MeXaHW3M, BbIIAIOIINHT
3HAUYEHHUE LIBeTa MCXOMs M3 IOJOXEHMSI M OpUMEHTAUMHU MCXOAHOro (pparMeHTa B
TTPOCTPAHCTBE.

B camom mpocrteiiliem ciaydae TeKcTypHoe (PUIbTpOBaHME 3aKIOYaeTcsl MpocTo B
BbIOOpPKE ONHOrO TeKCeaa U3 TeKCTyphl (GL NEAREST). OJHAKO MpHU CTOJb IMPO-
cToM (PUIBTPOBAHUHU B TIOJNYUYAIOIIMXCS U300paKEHUSIX YacTO TOSIBISIIOTCS 3aMeT-
Hbl€ IOrpellHOCTH, OMOKU auckperusauuu (aliasing artifacts).

Mx ymeHblIeHHe OOBIYHO OCYIIECTBISAETCSA MyTeM MMPaMUIAIBHOIO (pUILTPOBA-
HUS (mipmapping), KoTma BMECTO OTHOTO TeKcella OGepeTcsl KBampaTHBIN OIOK U1
BO3BpAILAETCS YCpPeIHEHHOE 3HaueHUe BceX ero TekcesloB. OObMHO 4YTOOBI He
MTPOBOIUTE BTY OMEparnio Ha 3Tare peHAeprHTa, 3apaHee CTPOMTCA Habop Tpo-
MEXYTOUHBIX TEKCTYp, [I€ KaXIOMY TEeKCeIy MPOMEXYTOYHO COOTBETCTBYET
OJTOK TEKCeJIOB MCXOMHON TEeKCTYPHI, W TIPHU BBIBOME TIPOCTO BBIOMpaeTcs 3HA4e-
HUE C OJHOI U3 TAKUX MPOMEXYTOUHBIX TEKCTYP.

dakruyuecky J1000e TEKCTypHOe (UIBTPOBAHME 3aKIOYACTCS B BbIOOpEe OJloKa
TEKCeJIOB Ha MCXOMHOM TEeKCType M YCpemTHEHNN WX 3HAYeHWH ¢ HEKOTOPHIMU Be-
COBBIMU KO3 DULHUEHTAMU.

OnHako JaHHag omepalMsd XOpoIllo paboTaeT, Koraa KOHMUIypauus UCXOIHOIO 1
TpeoOpa3oBaHHOTO OJIOKOB TEKCEIOB Ha 3KpaHe coBmamaeT. [MomoOHBIN cirydait
HAa3bIBAETCSI U3OTPOIMHBIM.

Yacto 310 He Tak; ObIBAeT, YTO OJOK TEKCEJIOB HEPABHOMEPHO MACIUTAOMPYETCH
Mpu MpoekTupoBaHuu (puc. 3.5). Takoii ciayvyail mosydyus HazBaHUE aHU3OTPOII-
HOTO.
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Puc. 3.5. HepaBHOoMepHOoe nNpeobpa3oBaHne 60ka TekcenoB nNpv NpPoekTUpPoBaHUN

Ecnu B 3TOM ciyyae ucnosb3yeTcss oObldyHOe (MU30TpOIHOoe) (PUIbBTpOBaHUE, TO
Ha M300paXeHUN MOTYT MOSBUTHCS pa3IUuHble UCKaxkeHus. JInsi 60pbOBl ¢ HU-
MU CYIIECTBYIOT CIelMalbHble METOJbI, TTOJYUMBIINE Ha3BaHUE aHU3OTPOTHOM
dunprpauu.

Paciuupenue EXT texture filter anisotropic mpeaocTaBIseT MNPOrpaMMUCTy Me-
XaHU3M, IO3BOJSIOIIMI 3a1aBaTh KelaeMylo CTelleHb aHM30Tponuu (YeM OHa
Bblllle, TeM (uIbTpauusi OyaeT KadecTBeHHee). CaM MeXaHU3M OCYLUECTBICHMS
AHM30TPONHON (QUIBTPALIMHU CKPBIT OT IT0Jb30BATE/ISI M BO3JIaraeTcs Ha ApaiiBep.

HaHHoe pacuiupeHune Mo3BOJSIET NHANBUAYATBHO ISl KAKA0W TeKCTyphl 3a/1aTh
CcBO€ 3HaYeHue aHWU30Tponuu. YeM Oosbllle 3TO 3HAYEHUE, TEM BbIllIe KauecTBo.
Ho 3a noBblllleHHe KayecTBa MPUXOAUTCSI pacIlauMBaThcsl HEKOTOPBIM CHUXKE-
Huem ObicTpojeticTBus. CranmaptHoit dunbTpauuun B OpenGL cooTBeTcTBYET
3HaYeHWe aHu3oTponuu, paBHoe emmHuine. Pacmmpenue EXT texture filter
anisotropic TMoJepXuBaeT 3HaUeHWE aHU3OTPOITMU HEe MEHee NIBYX.

MakcuManbHO BO3MOXHOE 3HAUY€HME aHM3OTPOIMH, IoAdepxKuBaeMoe rpacduye-
CKUM YCKOPUTEJIEM U €ro IpaiBepoM, MOXHO y3HATh IPU IOMOILIM CJAEAYIOLIEro
¢parmeHTa Koaa:

int maxAniso;

glGetIntegerv (GL MAX TEXTURE MAX ANISOTROPY EXT, &maxAniso );

3agaHue ypoBHS aHM3OTPOIUM I TEKYIIEHA TEKCTYyphl OCYILECTB/ISIETCSI KOMaHI01
glTexParameteri ( GL TEXTURE 2D, GL TEXTURE MAX ANISOTROPY EXT, aniso );
B nucrtunre 3.1 npuBOAMTCS MCXOMHBIN KO MPUMEPA, AE€MOHCTPUPYIOLIETO aHMU30-
TPOIHYIO (UIBTPALIMIO LIS YIPABASHUS KAYECTBOM MOJIYyYaeMOro U300pakeHusl.

IMpn moMoIlmn MEIIK MOXHO TIOBOpAaYMBATH KaMmepy, TpaBma, B 3TOM TIpUMepe
BO3MOXKHEI JIUITH TIOBOPOTHI HajeBo/HampaBo. Haxkarne JeBoil KHOIMKH MBITITH
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rmepeMeniaer Kamepy Brepen. Kmasumamm <+> m <—> MOXHO M3MEHSTH TEKYy-
I YpOBeHDb aHU3OTPOITHOM (GMIBTPAIINN, IIPHA 3TOM €ro 3HAYeHUe oTobpaskaeT-
¢S B 3aTOJIOBKE OKHA.

Nuctunr 3.1. NMpumep ncnonb3oBaHUA aHU3OTPONMHONW PUNbTPaLUM

/7

// Sample to show anisotropic texture filtering in OpenGL

/7

#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <list>

using namespace std;

#include "libTexture.h"

#include "TypeDefs.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "boxes.h"

#define CAPTION "OpenGL anisotropic filtering example"
Vector3D eye (0, 0, =2); // camera position
Vector3D viewDir ( 1, 0, 0 ); // viewer direction
unsigned stoneMap;

int mouseOldX = 0;

int mouseOldy = 0;

Vector3D rot ( 0, 0, 0 )7

float step = 0.003; // movement rate per second
bool mousePressed = false;

float roomSize = 50; // room half size

int maxAniso =1;

int curAniso = 1;

void setupCamera ();

void setAnisotropy ( int aniso )

{
char str [256];
if ( aniso < 1 || aniso > maxAniso )
return;
curAniso = aniso;
glBindTexture ( GL_TEXTURE 2D, stoneMap );
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glTexParameteri ( GL TEXTURE 2D, GL TEXTURE MAX ANISOTROPY EXT,

curfAniso );

sprintf ( str, "$s - anisotropy = %2d", CAPTION,

curBAniso );
glutSetWindowTitle ( str );
}

void init ()

{

}

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL DEPTH TEST );

glEnable ( GL TEXTURE 2D );

glDepthFunc ( GL LEQUAL );

glHint ( GL POLYGON SMOOTH HINT, GL NICEST );

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );

void display ()

{

}

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
// draw main hall
drawBox ( Vector3D ( -roomSize, -roomSize, -3 ),
Vector3D ( 2*roomSize, 2*roomSize, 7 ),
stoneMap, false );

glutSwapBuffers ();

void reshape ( int w, int h )

{

glViewport (0, O, (GLsizei)w, (GLsizei)h );

glMatrixMode ( GL PROJECTION ) ;

glLoadIdentity ();
(
(

gluPerspective 60.0, (GLfloat)w/ (GLfloat)h, 0.1, 1000 );
setupCamera )i
}
void setupCamera ()
{
Vector3D to = eye + viewDir;
glMatrixMode ( GL MODELVIEW ) ;
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eye.z, // eye

to.x, to.y, to.z, // center

0.0, 0.0, 1.0 ); // up
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}

void motion ( int x, int y )

{
static bool mouseInited = false;
if ( 'mouseInited )
{

mouselnited = true;

mouse0ldX = x;
mouseO0ldy =vy;
return;
}
float scale = -M PI / 100;
viewDir.x = cos ( scale * x );

viewDir.y = sin ( scale * x );
viewDir.z = 0;
setupCamera ();
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{
if ( button == GLUT LEFT BUTTON )
mousePressed = (state == GLUT DOWN) ;
motion ( x, v );
}
void key ( unsigned char key, int x, int y )
{
char str [2bo6];

if ( key == 27 || key == 'q' || key == 'Q"' )
exit ( 0 );
if ( key == "+' )
setAnisotropy ( curAniso + 1 );
else
if ( key = '-"

setAnisotropy ( curAniso - 1 );
}
void animate ()
{
static bool timeInited = false;

static int lastTime;

// quit requested
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if ( !'timeInited )

{
lastTime = glutGet ( GLUT ELAPSED TIME ) :
timeInited = true;

}

if ( mousePressed )

{

Vector3D delta = viewDir * (step *
(glutGet ( GLUT_ELAPSED TIME ) - lastTime)*0.001f);
Vector3D e = eye + delta;

if ( e.x < roomSize && e.x > —roomSize )
eye.x = e.x;
if ( e.y < roomSize && e.y > —-roomSize )
eye.y = e.y;
setupCamera ();
}
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{

// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );

// create window
int win = glutCreateWindow ( CAPTION );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
glutMouseFunc ( mouse '
glutMotionFunc ( motion );
glutPassiveMotionFunc ( motion );
glutIdleFunc ( animate );

init ()

initExtensions ();

printfInfo ()s

if ( !isExtensionSupported ("GL EXT texture filter anisotropic") )
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printf ("EXT texture filter anisotropic NOT supported.\n");
return 1;

}

stoneMap = createTexture2D ( true, "../Textures/block.bmp" );
glGetIntegerv (GL MAX TEXTURE MAX ANISOTROPY EXT, &maxAniso );
printf ( "Max supported anisotry %d\n", maxAniso );
setAnisotropy ( 1 );

glutMainLoop ();

return 0O;

PacwupeHune ARB_texture_non_power_of _two

Kax wusBectHo, cranmaptHbii OpenGL TpeOyer, uyToObI pa3Mephbl BCEX TEKCTYpP
(onHO-, ABY- U TPEXMEPHBbIX, & TAKXKe KyOMUYECKMX TeKCTYPHBIX KapT) SIBISUIMCh
CTENEHSIMU IBOUKU.

O/iHaKo Ha NpakTUKe 3TO HE Bceraa yaoOHO, 03TOMY B PSIE ClydyaeB NPUXOJIUT-
csl ipuberatb K MacilTaOMPOBAHUIO TEKCTYPbI JUISI M3MeHeHUus ee pasmepa. Cy-
LIECTBYET JaXe HEeCKOJIbKO paciuuMpeHuil (Hampumep, NV_texture rectangle), mo-
3BOJISTIOINNX PAabOTATh ¢ TEKCTYpaMU, PA3MEPBI KOTOPBIX HE SIBISIOTCSI CTETIEHBIO
JBOMKU, OJIHAKO BBOJMMbIE MMM TEKCTYPbl MMEIOT CBOU OCOOEHHOCTH, 3aTpyl-
HSIIOTIE PAOOTY.

Pacimupenne ARB_texture non_power of two gaeT BO3MOXHOCTb MPUTIOXKEHUIO
CBOOOJHO ONEPUPOBATh MPOU3BOJbHBIMU pa3MepaMu IS ONHO-, IBY- M Tpex-
MEpPHBIX TEKCTYp, a TAKKe KYOMUeCKNX TeKCTYPHBIX KapT.

O6patnTe BHMMaHWE, UYTO NAaHHOE pACIIWpeHHe He BBOIWUT HWKAKWX HOBBIX
GyHKUMHA Wi KOHCTaHT. IlpocTto caM ¢akT ero moamepXKU CHUMAET OrpaHuye-
HUE Ha pa3Mepbl BCceX CTAHAAPTHBIX TEKCTYp. TeKCTypHI, pasMepbl KOTOPHIX He
SBJISIIOTCS CTEMEHIMU IBOMKH, BeayT ceds TOYHO TaK XK€, KaK M TeKCTYPbl CTaH-
JapTHOTO pasMepa. Jmga HHUX TomIepXWBacTcs MHpaMHIanbHoe (GUIBTPOBAHHE
(mipmapping), MOTYT 3a0aBaTbCd Pa3JMUYHbIE PEXKMMbl HATOXEHHUS M OTCEYEHUS
TEKCTYPHBIX KOOPAWHAT U T. TI.

BaxHo MTOMHWTH, UTO Kakmass KOMIIOHEHTa TEKCTYPHBIX KOOPAMHAT JUTS TaKWX
TEKCTYp HpUHUMAeT 3HaueHus u3 orpeska |0, 1], kak ¥ st CTaHIAPTHBIX TEKCTYP
(B omrWume, HANMpUMep, OT TEKCTYpP, BBOOWMEIX pacIupeHneM NV _texture
rectangle).

HupiMU ciloBaMU, 3TO OOBIYHBIE TEKCTYPbI, HUYEM HE OTIMYAIOLIMECH OT TEKCTYP

C pasMepaMu, ABIOIIUMUCS CTCTICHAMU JIBOUKU. HOSTOMy BECb KOO I 3a-
I'PY3KHU U pa6OTbI ¢ IOJ0OHBIMU TEKCTypaM1 HUYEM HE OTIMYACTCA OT OOBIYHOTO.
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PacwunpeHus
EXT_texture_env_combine

n ARB_texture_env_combine.
X npumeHeHune

Kak yxe ormeuanocs B ezaee 2, ctangaptHblii OpenGL nongepxusaer 4 cnocoba
HaJOXEHUS TeKCTYphl: GL REPLACE, GL BLEND, GL DECAL M GL MODULATE. [losic-
HEHMS K OTUM pexXuMaMm ObUIM IpMBEAeHbI B Ta0. 2.1.

3amarp 3HAYCHUS IS GL TEXTURE ENV_COLOR MOXHO, BBIITOJTHUB d)pal"MCHT KoIa

float color [] = { 1, 0.5, 0.3, 1 };
glTexEnvfv ( GL_TEXTURE_ENV, GL_TEXTURE_ENV_COLOR, color );

OnHako A5 TolydyeHus: u3o0paxeHuil B pealbHOM BpeMEHM 3TOro, KakK yXKe OT-
Meyanioch, YyacTo ObIBaeT HeaocTarouHo. Paciupenue Texture env add, BBeaeH-
HOe B eqage 2, noOaBiseT elle onuH pexuM. Ho Bo MHOTUX cilydasix XejlaTeIbHO
HMMETb ropazao 00blilyi0 TMOKOCTb IpK 3aJaHUM 3aKOHOB HAIOXEHUST TeKCTYPBhI.
MMeHHO TaKyr BO3MOXHOCTB U JatoT paciumpeHusi ARB texture env _combine u
EXT texture env_combine. OHU TTO3BOJSIIOT 337aBaThb PeXKUMbl HAJTOXKEHUS TeK-
CTYpBl JIOBOJIbHO OOIllero BuAa, MPUYEM pas3lebHO JUIS 1IBETOBBIX KOMITOHEHT
(RGB) u nnst anbda-kanana (alpha), T. e. JUisl IBETOBBIX KaHAJTOB MOXHO 3a1aTh
OJINH PEXUM HAIOXEHUSI, a ISl albha-KaHala — COBEPIIEHHO JAPYToi.

[IpoBepxy momaepXKu dTUX pACLIMPEHUI MOXHO BBIMOIHUTb KOMAaHAAMU

isExtensionSupported ( "GL ARB texture env combine” )

isExtensionSupported ( "GL EXT texture env combine” )

JaHHble pacliMpeHus1 He BBOIAT AOMOJTHUTENbHBIX (YHKIIMI, HO HOOABISIOT lie-
JIbI Habop HOBBIX KOHCTaHT. IlockonbKy 00a 3TH pacluMpeHUs MPAKTUYECKU
OIMHAKOBBI, Mbl jJajiee OyleM paccMaTpuBaTh ToJbko ARB texture env_combine,
st EXT texture env_combine, Kak IPaBUilo, JOCTATOYHO 3aMEHUTh B KOHCTAH-
tax okoHyaHue ARB na EXT. bonee noapoOHO pazanMuue 3TUX pacllupeHuii Oy-
JeT PacCMOTPEHO B KOHIIE IJIaBbl.
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B Ta6i. 4.1 mpuBeneHBI PeKUMBI HAIOXEHUSI, obecTieunBacMble STUMH paciInpe-
HUSMHA (OTACITHHO JUTS IIBETOBBIX KOMITOHEHT U ab(dha-KOMITOHEHTHI).

Tabnuya 4.1. HoBbie pexvMbl HaTOXeHUs

Tun DopmMyna HanoxXxeHus

GL_REPLACE Arg0

GL_MODULATE Arg0 - Argl

GL _ADD Arg0 + Argl

GL_ ADD _SIGNED ARB Arg0 + Argl - 0.5
GL_SUBTRACT_ARB Arg0 - Argl

GL INTERPOLATE ARB Arg0 - Arg2 + Argl - (1 - Arg2)

3HaueHWs OMepaHAOB Arg0, Argl W Arg2 He SBISIOTCS XECTKO 3aTaHHBIMU,
TTPOTPAMMMUCT caM OTIpeesiaeT, OTKyda CIeAyeT B3SITh HAaHHBIC U KaXIOTO W3
omepaHmoB (KaK IIBETOBOM, TaK M anb(a-yacTeil), 1 KaKoMy TpeoOpa3soBaHUI0 WX
cemyeT TTONBePTHYTh.

B Ta6a. 4.2 npuBoasTCS BO3MOXHbIE UCTOYHUKM JaHHBIX (KaK JUIsl LIBETOBOM, Tak
U A anbda-dyacTeil) 1Sl onepaHaoB Arg0, Argl U Arg2.

Tabnuya 4.2. VicTouHuku fJis onepaHaoB Arg0, Argl U Arg2

KoHcTaHTa CooTBeTCTBYIOLNA NCTOYHMNK
GL_PRIMARY COLOR_ARB OcHoeHoli uBeT chparmeHTa (Cr, Ar)
GL_TEXTURE Liget Tekctypsbl (Ct, At)
GL_CONSTANT_ARB LiBeT, 3agaHHbIil npy nomoLn glTexEnfv
GL_PREVIOUS_ARB PesynbTat npegbigyLeli onepawun,
A8 NepBOro TeKCTypHoro 6110ka sKBMBaneHTeH
GL_PRIMARY COLOR_ARB

IMockonsky RGB- u anbgha-KoOMIIOHEHTHI [Tl ONEPaHAoB Arg(, Argl W Arg2 3a-
JIAIOTCST HE3aBUCUMO, TO IIBET U ajib(ha-3HAUCHUE MOTYT OpaThbcs M3 Pa3HBIX HC-
TOYHUKOB.

KpomMme toro, mng kaxmgoro u3 onepaHioB (touHee, RGB- u anbda-yacreit aTux
OIlepaHI0B) MOXHO YKa3aTh, MCIOJb3YeTCS JU B KaueCTBE COOTBETCTBYIOIIE-
O OllepaHIa caMO HMCXOAHOE 3HayeHue (B COOTBETCTBUMU C Taba. 4.2 C wiu
alpha) WM Xe €ro AOMOJHEHUE A0 eNMHULb (T. €. 1 - C WIK 1 - alpha COOT-
BETCTBEHHO).
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Takke MOXHO YMHOXWTH PE3yabTaT ornepanuu (OTACAbHO UISl 1IBETOBBIX U ajlb-
¢ha-KOMIIOHEHTBI) HA MHOXUTENb 2 Wi 4.

PaccmoTpuM Teneph moapobHee, KAKMM OOpa3oM OCYLUECTBISETCS 3aJaHMue BCeX
9TUX IApaMeTPOB.

CHayasa Tipy TIOMOIIU KOMaH/IbI

glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE_ENV MODE, GL COMBINE ARB ) ;
3aJaeTcsl PexuM HanoXeHus GL COMBINE ARB. [locne atoro ciemyer 3amatb 3a-
KOH HajnoxeHus otaeabHo 111 RGB- u anbda-yactu.

3agaHue 3aKoHA HAJIOXEHUST OCYIIECTBISIETCS] KOMaHI0M

glTexEnvi ( GL_TEXTURE ENV, GL COMBINE RGB ARB, expr );

JUISl LIBETOBOM 4acTU U

glTexEnvi ( GL TEXTURE ENV, GL COMBINE ALPHA ARB, expr );

JUIS anbha-yacTu.

[lapameTp expr 3amaeT UCIONb3YEMBbIil 3aKOH HATOXEHUS U MPUHUMAET OJHO U3
3HAYEHUI, NTepeuYrcIeHHbIX B Ta01. 4.1.

Hanee creayeT Uil KaXIOTO U3 OMEpaHAOB (Arg0, Argl M Arg2) U KaXKIOW ero
yacTu (11BeToBO W anbda) 3anaTh, OTKyAa OepeTcsl 3HaUEHUE, U KaKOMYy Mpeod-
Pa3oBaHNIO OHO TIO/IBEpPraeTcs.

g 3agaHus TOro, OTKyda ciedyeT B3STb COOTBETCTBYIOLIYIO YAacTh OIlepaHia,
CJIYKUT BBI3OB:

glTexEnvi ( GL TEXTURE ENV, operand, expr );

3aeck mapaMeTp operand 3ajaeT Kak caMm omnepanj (ero Homep — 0, 1, 2), Tak u
ero vactb (IIBETOBYI0O WJIM ajibtha) W MPUHUMAET OJHO U3 3HAYEHUU coriacHo
Taom. 4.3.

Ta6bnuya 4.3. Bo3MOXHble UCTOUHUKI AaHHbIX /1 orlepaHoB

OnepaHpg CmMmbicn

GL_SOURCEO_RGB_ARB LiseToBas yacTb Ans onepaHga Arg0
GL_SOURCEO_ALPHA ARB Anbdba-yacTb gna onepaHga Arg0
GL_SOURCE1 RGB_ARB LiBeToBas yactb ons onepaHga Argl
GL_SOURCE1l ALPHA ARB Anbdra-yacTtb g onepaHgja Argl
GL_SOURCEZ RGB_ARB LiBeToBas yactb ons onepaHga Arg2
GL_SOURCEZ_ALPHA ARB Anbdba-yacTb A onepaHja Arg2
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IMapamerp expr 3amaeT MCTOYHUK IS TOTYYEHUS COOTBETCTBYIOIIETO OllepaHaa 1
MMPUHUMAET OOHO U3 3HAYECHWH cormacHo Taoi. 4.2.

Ilocne aroro CJICOYET 3a1aTb crnoco0 IoJay4YeHHuA onepaniga U3 JdHHOIO MCTOYHU-
Ka IIpy [IOMOLIM KOMAaHAbL

glTexEnvi ( GL TEXTURE ENV, operand, method );

[MapameTp operand 3agaercst 1aba. 4.4. CrnocoO MOJYyYeHUsS] COOTBETCTBYIOLIETO
omnepaHaa U3 MCTOUYHMKA ONpeAessieTcsl MapaMeTpoM method, BO3MOXHbBIE 3HaYe-
HUS 17151 KOTOPOro MepeuyncaeHnl B Ta0a. 4.5.

Ta6nuya 4.4. OnepaHabl

3HauveHue KoMmnoHeHT OnepaHp,
GL_OPERANDO_ RGB_ARB RGB Arg0
GL_OPERANDO_ ALPHA ARB Alpha Arg0
GL_OPERAND1 RGB_ARB RGB Argl
GL_OPERAND1 ALPHA ARB Alpha Argl
GL_OPERAND2_ RGB_ARB RGB Arg?2
GL_OPERAND2 ALPHA ARB Alpha Arg?2

Tabnuya 4.5. [peobpasoBaHua 15 onepaH[oB

3HayeHue CmMmbicn
GL_SRC_COLOR C
GL_ONE_MINUS SRC COLOR 1 -c
GL_SRC_ALPHA alpha
GL_ONE MINUS SRC ALPHA 1 - alpha

O6parure BHUMaHue, 4yTo mi1 RGB-kanana B kauyecTBe MCTOYHMKA MOXHO B3SThb
kak RGB-, Ttak u anbda-kanan. B nocnenHem cilyyae Bce LIBETOBbIE KOMIIOHEHTbI
Oy/IyT paBHbI 3HAYEHUIO alpha.

Pacemotpum 3amanne 6oee mompo6Ho. Jlamee MpuBeaeHBl TPUMEpPHI.

Mpumep 1

Komaunsr

glTexEnvi ( GL TEXTURE_ENV, GL SOURCEQ RGB_ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB, GL SRC_COLOR );
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3a0a10T, YTO B KayecTBe MCTOYHHMKA MAHHBIX IUIS Arg( CIEAYeT B3ATh TEKCTYpPY
(mepBast KOMaHaa), a B KadecTBe oleparni Mpeobpa3oBaHUs BEICTYIIAeT olepa-
A TIOJTYYEHUS IIBETOBOI YacT.

Takum 06pa30M, OTHM KOMAHAbI 3a44dl0T CJIG,Z[}IIOLLLI/II‘/JI 3dKOH 3aJaHuA OIll€paHiad
Arg0:

Arg0.rgb = texture.rgb

Mpumep 2

Crenyolye 18e KOMaHIbl
glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL OPERAND1 RGB ARB,

GL ONE MINUS SRC ALPHA );

3a1arT OoJiee CIIOXHBINT 3aKOH oIiepaHaa Argl. HNcrounnkom MMO-TIPEXHEMY
SIBIIAACTCA TEKCTypa, OOHAKO B Ka4Y€CTBE HpeOGpﬁSOB&HI/IH BBICTYIIAET OIICpauunsd
1 - alpha, T. €. BCE€ TPU LBETOBBIC 3HAYCHUSI 6YI[YT PaBHBI 1 - alpha.

B stoMm cJlyyae 3aKOH 3aJaHusd olepaHia Argl BbIMJIAAUT CASAYIOLIUM o6pa30M:

Argl.rgb = rgb ( 1 - texture.alpha )

Ilocne toro xKaKk Bce HEOOXOAMMbIE YACTU BCEX HCITIOJIb3YEMbIX OIICPAHI0B 6YZLYT
3aJadbl, OJIA LIBETOBOI U aan)a—qaCTeﬁ MO2KHO 3aJ1aTb YU CJIOBbIC MHOXKMUTE/IM, HaA
KOTOpbIC CICAYECT YMHOXKUTD HOHy‘{aeMbIﬁ PE3ybTAaT. ﬂ,ﬂﬂ 9TOro0 CJIYXKHUT BbI3OB

glTexEnvi ( GL TEXTURE ENV, component, constant );

3iech HapaMerp component 3aaeT, KAKyl0 MMEHHO 4acTb pe3y/ibraTa Clleiyer
YMHOXUTh, 4 constant — KO3(GULUEHT YMHOXEHUS.

IMapamerp component NMPUHUMAET ONHO U3 IBYX 3HAYEHUI: GL_RGB_SCALE ARB U
GL_ALPHA SCALE_ARB, a constant — 1, 2 wim 4.

BeiGop B kauecTBe MCTOUHMKA JAHHBIX GL PREVIOUS ARB MO3BOJsieT 3(PpdeKTus-
HO MCIIOJb30BaTh JAHHOE PACLIMPEHUE COBMECTHO C MYJBTUTEKCTYPUPOBAHUEM:
OIepaHA, sl KOTOPOro UCTOYHMKOM JAAHHbBIX SIBISIETCA GL PREVIOUS ARB, Oeper
CBOM 3HAUEHUSI U3 pe3y/bTara Oolepalud HAaJOXEeHUS ISl NPEAbIAYLIEro TEKCTYp-
Horo 0jo0kKa.

A TIOCKOJIBKY PEXUM HAJOXEHUS 3aMaeTcs] WHIWBUAYATHHO JUTS KaKIOTO TEK-
CTYpHOTO 0JIOKA, TO MOXKHO CTPOUTH CJOXHBIE 3aKOHBI HAJIOXXKEHWS HECKONBKUX
TEKCTYp 3a OIHY OTEPAINIO BEIBOIA TPUMUTHBA (IIPOXO).

Ha puc. 4.1 uzobpaxena o01iasg cxema padboThl C JAHHBIM PACLIMPEHUEM: BbIOM-
paeTcd peXUM HAIOXKEHHs, Janee AAs KaxIOro M3 MCIOJb3YEMbIX ONEpaHIOB
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BEIOMpaeTCcsl NCTOYHWK JaHHBIX W WX TpeobpasoBanme. Takke 3amaeTcsl MacInTa-
OUPYIOMINIT MHOXHUTENH JJIST pe3yIbTaTa ONepallny HaJTOKEHMS.

primary color C Arg0 L—7 (G}bi{/lEOPl%SEETE
texture 1-C Argl GL ADD o ceale Cv,Av
constant color alpha Arg2 GL_SIGNED_ADD_ARB
previous 1- alpha ™~ GL_SUBTRACT_ARB
GL_INTERPOLATE_ARB

Puc. 4.1. O6was cxema pabotbl ARB_texture_env_combine

PaCCMOTpI/IM HECKOJIBKO MMPOCTLIX MPUMEPOB.

YnpaBneHue cunom otpaxxeHus
NPV MOMOLLU TEKCTYPbI

[lycTb Mbl XOTUMM CMellIaTh ABE TEKCTYPhl tex(0 U texl, UCIONB3Yd albgha-KaHal
TepBOii TEKCTYPHI (tex0) B KauecTBe Beca, T. €. Pe3yJbTUPYIOLINIA 1[BET OyIeT 3a-
JaBaThes caeayroueid GopMyoi:

C= Ctex() : Atex() + Ctexl : (1 - Atex0)~

[IpumepoM peanuzaluyd TAKOIO 3aKOHA MOXET ObITh HAJIOXKEHUE KapThl OTpaxe-
HUS OKpYXalolel cpemsl (environment mapping) Ha TIOBEPXHOCTh C TEKCTYpOIt,
IIpY 2TOM ajib(da-KaHal TEKCTyphbl ONpeaesseT CUIy OTpakeHUs Ha MOBEPXHOCTU
B TOUKE.

B manHOM ciy4yae ecTEeCTBEHHBIM PEXHNMOM [UISI HAJIOXEHUS! IIBETOBBIX KOMITO-
HEHT $BJISIETCS GL INTERPOLATE ARB, [€ Arg0 U Argl BbicTynaroT RGB-uactu
TEKCTYP tex( M texl, a B KAYECTBE Arg2 BBICTYIACT alb(da-KaHad TeKCTYPH tex0.

JLIst pasMeleHnsT ICXOOHBIX TEKCTYP HaM MOHAIO0SATCS 1Ba OJI0KA (YTO MO3BOJIHUT
OCYLECTBUTb BbIBOJ BCETO 3a OLMH Ipoxod). B HyneBoM TekcTypHOM OJIOKE Mbl
pPasMECTHM TEKCTYpPY tex( M 3aIalMM 3aKOH €€ BBIBOIA KAK GL REPLACE. B pe-
3yJIbTATE IIOCJIE €€ BBIBOLA Mbl IIOJIYYMM CaMy TEKCTYPY KAaK Pe3yJbTaT IPelblLiy-
niei onepanny (GL_PREVIOUS ARB).

glActiveTextureARB ( GL_TEXTUREO ARB )V ;

glBindTexture ( GL TEXTURE 2D, tex0 );

B nmepBom TekcTypHOM 0JIOKE MbI pasMECTUM TeKCTYPY texl. [ ee BbIBOAA MbI
WCIOb3YeM 3aKOH HATOXEHUS! GL, INTERPOLATE ARB JUISl IIBETOBBIX KOMITOHEHT
1 GL REPLACE IS anbda-KaHajia.
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Ipn sTOM 11 BBIBOAA ITBETOBBIX KOMITOHEHT B KauecTBE Arg( OyHeT BBICTYIIATh
pe3yJbTaT MpeplIylieil onepanuu (GL_PREVIOUS ARB), B Ka4€CTBE Argl BBICTY-
MaeT caMa TeKcTypa (GL _TEXTURE), a B KauecTBe Arg2 cJeNyeT B3siThb anbda-
KaHaT U3 TEKCTYPHI tex0, T. €. GL_PREVIOUS ARB.

3aﬂaﬂme OIICPAHIOB B 3TOM CJIy4d€ BbIIVIAAUT CACAYIOLIUM 06pa30M:
Arg0.rgb = previous.rgb
Argl.rgb = tex.rgb

Arg2.rgb rgb ( previous.alpha )

HaHHast cxema HajoxXeHMs1 udobpaxeHa Ha puc. 4.2.

Unit 0

tex|

GL_MODULATE

GL_INTERPOLATE —m———>

color

Unit 1

tex0

Puc. 4.2. HacTpolika HanoxeHns ans yrnpasfi€HUss CUION OTPaXXeHNs

TakuMm 06pazoM, MBI TIPUXOINM K CIeaytoleMy ¢hparMeHTy Kofa:

glActiveTextureARB ( GL TEXTUREL ARB )
glBindTexture ( GL TEXTURE 2D, t2 );
glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE_ENV_ MODE,
GL COMBINE ARB ) ;
glTexEnvi ( GL_TEXTURE ENV, GL COMBINE RGB ARB,
GL INTERPOLATE ARB );
glTexEnvi ( GL_TEXTURE ENV, GL COMBINE ALPHA ARB, GL REPLACE );

// now setup Arg0
glTexEnvi ( GL_TEXTURE_ENV, GL_SOURCEO RGB ARB, GL_PREVIOUS ARB );
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB, GL SRC COLOR ) ;

// now setup Argl
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glTexEnvi
glTexEnvi

glTexEnvi
glTexEnvi

( GL_TEXTURE ENV,
( GL _TEXTURE ENV,

( GL TEXTURE ENV,
( GL_TEXTURE ENV,

GIL,_SOURCE1 RGB_ARB,
GL OPERANDL RGB ARB,
// now
GL SOURCE2 RGB ARB,
GL_OPERAND2_RGB_ARB,

GL_TEXTURE );

GL SRC COLOR ) ;
setup Arg2

GL PREVIOUS ARB );
GL_SRC_ALPHA ):

HpI/I OTOM MYJIbTUTECKCTYPUPOBAHUEC IIO3BOJIACT 3a OJUH IIPOXOJ OCYLUECCTBUTDL
BbIBOJ] 00BeKTa ¢ 3a1aHHBIM 3aKOHOM HAJIOXEHMUS.

Jluctunr 4.1 comepsKUT TIOJTHBIN KO JUTSI 3TOTO TIPUMeEpA.

JNlnctuHr 4.1. HanoxeHune OoTpaxKeHUs Ha rNaBHYI0 TEKCTYPY C UCNOSIb30OBaHMEM

i ee anbda-kaHana

30,

// main
// env. map

30 )

//
// Simple demo for GL texture env combine
//
#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Torus.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
float angle = 0;
float angle2 = 0;
unsigned mainTex;
unsigned envMap;
Torus torus ( 1, 3,
void init ()
{

glClearColor ( O, 0O, O,

glEnable

}

void display ()

{

glClear
glPushMatrix

N

1)

( GL DEPTH TEST );

texture

( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
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glTranslatef C7, 7, 7);
glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );
// main texture

glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, mainTex );
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE,

GL_REPLACE ) ;

// env. map
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL TEXTURE 2D );
glEnable ( GL_TEXTURE GEN S });
glEnable ( GL TEXTURE GEN T );
glTexGeni ( GL_S, GL TEXTURE GEN MODE, GL_SPHERE MAP );
glTexGeni ( GL T, GL TEXTURE GEN MODE, GL SPHERE MAP );
glBindTexture ( GL_TEXTURE 2D, envMap );
// setup combine mode

glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,

GL COMBINE ARB );
glTexEnvi ( GL_TEXTURE ENV, GL COMBINE RGB ARB,

GL INTERPOLATE ARB );
glTexEnvi ( GL_TEXTURE_ENV, GL COMBINE ALPHA ARB,

GL REPLACE ) ;

// setup Arg0

glTexEnvi ( GL TEXTURE ENV, GL SOURCEO RGB ARE,
GL_PREVIOUS ARB );
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB,

GL_SRC_COLOR ) ;

glTexEnvi ( GL TEXTURE ENV, GL SOURCEO ALPHA ARB,

GL_PREVIOUS ARB ) ;
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO ALPHA ARB, GL SRC ALPHA );
// now setup Argl

glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL_OPERANDl RGB ARB,  GL SRC COLOR );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEL ALPHA ARB, GL TEXTURE );

glTexEnvi ( GL TEXTURE ENV, GL_OPERAND1 ALPHA ARB,

GL_SRC ALPHA );
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// now setup Arg2

(weight factor)

Envi ( GL_TEXTURE ENV, GL SOURCEZ RGB ARB,

glTexEnvi ( GL TEXTURE ENV,

glTexEnvi ( GL TEXTURE ENV,

glTexEnvi ( GL TEXTURE ENV,

()i

torus.draw

glPopMatrix

glutSwapBuffers

}

GL_PREVIOUS ZRB ) ;

GL_SRC_ALPHA ) ;

GL_PREVIOUS ZRB ) ;

GL_SRC_ALPHA ) ;

()i
()i

(GLfloat)w/ (GLfloat)h, 1.0,

GL_OPERAND2 RGB_ARB,

GL_SOURCE2 ALPHA ARB,

GL_OPERAND2 ALPHA ARB,

(GLsizei)h );

60.0 )

// eye

// center

int v )

Q)

void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizei)w,
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0,
glMatrixMode ( GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt (0.0, 0.0, 0.0,
5.0, 5.0, 5.0,
0.0, 1.0, 0.0 );
}
void key ( unsigned char key, int x,
{
if ( key == 27 || key == 'q' || ke
exit (0 );
}
void animate ()
{
angle = 0.04f * glutGet
angle2 = 0.02f * glutGet

glutPostRedisplay ();
}

int main ( int argc,

( GLUT_ELAPSED TIME );
( GLUT_ELAPSED TIME );

char * argv [] )

glTex-

// quit requested
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// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow (
"OpenGL texure env combine example 1" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
glutIdleFunc ( animate );
init ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL EXT texture env combine” ) )
{
printf ( "EXT texture env combine NOT supported.\n" );
return 1;
}
initExtensions ();

mainTex = createTexture2D ( true,
", ./Textures/block-with-alpha.tga" );
envMap = createTexture2D ( true,
", ./Textures/stars.bmp" );
glutMainLoop ();

return 0;

Ha puc. 4.3 npuBoautcs pe3yabTaT padoThl JAHHON MPOrpaMMbl.
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penGlL texure_eny_combine exa - |0 ﬂ

Puc. 4.3. N3o6paxeHre Topa ¢ yrnpaBnseMbiM OTpaXeHNEM

CnoxeHue TekcTyp ¢ KoachpuyneHTom

Pacemorpum eme onmH mpuMep. [1ycThb y Hac €cTh ABE TEKCTYPHI tex0 W texl, U
MBI XOTUM 33/1aTh CAEAYIONINN PEXUM UX HATOXEHUS: tex0 + texl - C, TWe C —
HEKOTOPbI MPOU3BOJBHBIN KO3h(UIIMEHT (HanmpuMep, U3MEHsSIEMbIi BO BpeMsl
aHUMAIH).

Torma Mbl MOXEM Pa3MECTUTb B HYJI€BOM TEKCTYPHOM OJIOKE TEKCTYPY texl U 3a-
JaTh PEXUM HAJIOXEHUS KAK GL MODULATE (T. €. Arg0*Argl), BblIOpaB B KauecTBe
olepaHia Arg0 LIBETOBYIO YaCTh CAMOM TEKCTYPhI, a ISl Argl — IOCTOSSHHbIIA 11BET:
Arg0.rgb = texture.rgb

Argl.rgb = constant-color.rgb
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B nepBom TekcTypHOM OJl0KE MBI Pa3MECTUM TEKCTYypy tex(O W 3alaJUM 3aKOH
HAJIOXKEHUA KaK GL._ADD, UCIOJIb3YA B KAYECTBE Arg(0 LIBETOBYIO YACTb pE3yjabTaTa
NPEAbIAYHIETO TEKCTYPHOTO 6.]'[0Ka, a I Argl — IBETOBOC 3HAYCHHNE TEKCTYPbL
tex0:

Arg0.rgb = previous.rgb

Argl.rgb = tex.rgb

DTOT aITOPUTM TTOKa3aH Ha puc. 4.4.

Unit 0
tex1
GL_MODULATE
GLADD ——>
color
Unit 1
tex0

Puc. 4.4. Cxema HanoxeHust oisi CMeLleHns TEKCTYP

COOTBETCTBYIOLIUI CITOCO0 HANOXEHUST pealu3yercs JUCTUHIOM 4.2.

Iuctuur 4.2. HanoxeHne ABYX TEKCTYP MO 3aKOHY tex0*C+texl

//

// Simple demo for GL texture env combine
//

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Vector4D.h"
#include "Torus.h"
#include <glut.h>
#include <stdio.h>

#include <stdlib.h>
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float angle = 0;

float angle2 = 0;

unsigned tex0, texl;

Vector4D color (1, 1, 1, 1 );
Torus torus ( 1, 3, 30, 30 );

void init ()
{
glClearColor ( O, 0, O, 1 );
glEnable ( GL_DEPTH TEST );
}
void display ()
{

glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix ()
glTranslatef 7, 7, 7 );
glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );
// tex0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, tex0 };
glMatrixMode ( GL_TEXTURE ) ;
gllLoadIdentity ()
glScalef (12, 12, 12 );
glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,

GL_COMBINE_ARB ) ;
glTexEnvi ( GL_TEXTURE _ENV, GL COMBINE_RGB ARB,
GL_MODULATE )
// setup Arg0
glTexEnvi ( GL_TEXTURE_ENV, GI, SOURCEO RGB ARB, GI, TEXTURE );
glTexEnvi ( GL_TEXTURE_ENV, GI, OPERANDO RGB ARB, GI, SRC COLOR );
// now setup Argl
glTexEnvi ( GL TEXTURE_ENV, GI,_ SOURCEl RCB ARB,
GL_CONSTANT ARB ) ;
glTexEnvi ( GL_TEXTURE_ENV, GI, OPERAND1 RGB ARB, GL_SRC_COLOR );
glTexEnviv ( GL TEXTURE ENV, GL TEXTURE ENV_ COLOR, color );
// texl
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glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL TEXTURE 2D );

glBindTexture ( GL_TEXTURE 2D, texl };

glMatrixMode ( GL TEXTURE );

glLoadIdentity ()

glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE,
GL_COMBINE ARB ) ;

glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GL ADD );

// setup Arg0
glTexEnvi ( GL TEXTURE ENV, GL SOURCEO RGB ARB,
GL_PREVIOUS ARB ) ;
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB,  GL SRC COLOR )

~e

// now setup Argl
glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB ARB, GL TEXTURE )
glTexEnvi ( GL_TEXTURE_ENV, GI, OPERAND1 RGB ARB,  GL SRC_COLOR )

~e

~e

torus.draw ();
glMatrixMode ( GL_MODELVIEW ) ;
glPopMatrix )z
glutSwapBuffers ();

}

void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt 0.0, 0.0, 0.0, // eye
5.0, 5.0, 5.0, // center

0.0, 1.0, 0.0 );
}

void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
if ( key == 'p' || key == '"P'" ) // screenshot

saveScreenShot ( "env-combine-2.tga" );
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void animate ()

{
angle = 0.04f * glutGet ( GLUT ELAPSED TIME );
angle2 = 0.02f * glutGet ( GLUT ELAPSED TIME );

color.x
color.y =

color.z = 0.5 + 0.4*sin ( 0.005f*glutGet ( GLUT ELAPSED TIME ) );
glutPostRedisplay ();

int main ( int argc, char * argv [] )

// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow (
"OpenGL texure env combine example 2" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
glutIdleFunc ( animate );
init ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL EXT texture env combine” ) )
{
printf ( "EXT texture env combine NOT supported.\n" );
return 1;
}
initExtensions ();

tex(0 = createTexture2D ( true, "../Textures/stars.bmp" );



Pacwmpenns EXT_texture_env_combine u ARB_texture_env_combine. Ux npumererne 91

tex]l = createTexture2D ( true, "../Textures/block.bmp" );
glutMainLoop ();

return 0;

HanoXxeHune TekcTypbl geTanusauum

Pacecmotpum Temepb, KaKUM 00pa3oM MOXXHO HAJOXUTH TEKCTYPY ACTATU3AIINKI
(TekcTypy MHKpopenabeda, MIKpPohaceTHYI0 TEKCTypy) BMECTe ¢ OCHOBHOM TeK-
CTYpoOl Ha 3aJIaHHYIO TpaHb 3a OMWH TTPOXO/.

Tekcrypa Mukpopesibeda ClyXUT Ui UMUTALMKM HA 'PaHW MEJIKUX JAeTaleid, BU-
JUMBIX TOJBKO ¢ OYE€Hb OJM3KOro paccTosHusa. HemocpeacTBeHHOE 3agaHue BCex
9TUX JeTadell MPSIMO B OCHOBHOI TEKCType IpUBEIO Obl K TOMY, YTO OHA UMea
Obl OYEHb OOJIBILIONW pasMeEpP, UTO KpallHe OTPULIATE]bHO CKa3bIBAETCS Ha ObICTPO-
JeHCTBUU IMPUIOXKEHUS.

BMecTo 3TOro OOBIYHO UCTOJB3YETCSl COBEPIIEHHO APYroil TMOAXOM: KPOME OC-
HOBHOW TeKCTypbl (mainTex) 3agaeTcsi TOMOJHUTEIbHASI TEKCTYpa MUKpopeabeda
(detailTex).

[Ipu 3TOM, IIOCKOJBKY TEKCTypa MUKpOpe/ibeda CILy:KUT ISt OTOOpaKeHUs: Mel-
KUX JeTajeil Ha IIOBEPXHOCTU OObEKTa BUAMMbBIX TOJIbKO BOJM3U (B OTIMYME OT
OCHOBHOI TEKCTYpbl, COHEpXKallell 2JeMEHThbI, XOPOLIO BUAMMBIE Ha PACCTOS-
HMM), TO B KAyeCTBE TEKCTYPHbIX KOOPAMHAT JIsi TEKCTYPbl MHUKpPOpe/ibeda
00OBbIYHO OepyT KOOPAMHATHL JIJIsi OCHOBHOIH TEKCTYPhl, YMHOXUB MX Ha HEKOTO-
phlil MaciTabupylouuii koadduuueHt (o6pryHo oT 10 10 30).

Ha camowm nerre 3T0 yMHOXEHHWE MOXKHO BHITIONHSTEH HE B IIEHTPATHHOM TIPOIIEC-
cope, a B TpacdhHUyecKoM ycKopuTene. JIJIT 3TOro ero ciefyeT pealn3oBaTh TpU
TTOMOIIIN MaTPUIIHI TIpeoOpa3oBaHNs TEKCTYPHBIX KOOPIUHAT.

Ha puc. 4.5 npuBened npuMep TUIMYHON TEKCTYPbL A€TAIM3ALUU.

O6patnTe BHMMaHWE, YTO CpedHee 3HAYCHWE TPeX IIBETOBBIX KOMITOHEHT TSI
Bcelf ATOM TeKCTYpHl OMMHAKOBO U paBHO 0,5.

Bo3MoxHbI ciieylollie JiBa cllocod0a BbIYMCIEHUMS 3HAYEHUU I[PU HAJTOXEHUU
TEKCTYpbl MUKpopeibeda Ha MMOBEPXHOCTb OObEKTA:

1. Chmhl‘(hetME

2. Chain T Caerait — 0,5.

M nepBbIit 1 BTOpoii o0ecreuynBaOT 3aMeTHOCTb PE3YJIETATOB HAJOXEHUS TeKCTY-
Pl MUKpopenbeda TOJbKO BOJIU3MN.

Paccmotrpum Tenmepb, KakuM 00pa3zoM MOXHO pealM30BaTh 00a 3TUX HOAXoda C
nomolpio pacwupeHus ARB texture env_combine U Myl1bTUTEKCTYpUPOBAHUSL.
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Puc. 4.5. TekcTypa getannsaumn

Tt peanuzanuu HATOXEHUsT TeKCTypbl MUKpopenbeda Mo 3aKoHY 2-Coain © Cdet ail
yAOOHO MCTIOTB30BATh PEXXUM GIL,_MODULATE W YMHOXEHHWE pe3ysabTara Ha 2.

B HyneBoM TeKCTypHOM 0J10KE€ Mbl Pa3MECTUMM L[JIABHYIO TEKCTYpPy M 3amaiuM 3a-
KOH HAIOXeHUs GL REPLACE. B mepBoM — TekcTypy Mukpopeibeda U 3aKOH
GL MODULATE CO CJACAYIOLUMMU HA3HAYCHUAMU OIICPAHIOB:

Arg0.rgb = tex.rgb

Argl.rgb = previous.rgb

Unit 0
mainTex
GL_REPLACE
scale 2
GL_MODULATE S
Unit 1
detail Tex

Puc. 4.6. lNepBbili cnoco® HanoXxeHus TeKCTypbl AeTannsaumm
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B 3TOM TeKcTypHOM OJloKe MBI 33JaMM TAKXKe MaTpully MpeoOpa3soBaHMSI TeK-
CTYPHBIX KOOPJMHAT, OOECMeuynBalollyl0 WX YMHOXEHHWE Ha MacIiTaOupyIOIIuit
koapdunreHT. Pesynbrar onepaiun yMHOXaeTcs Ha 2.

Ha puc. 4.6 nokasaHa peajiu3alusi 3TOro ajiropurma.

B nuctunre 4.3 nmpuBeaeHa mponenypa Hactpolriku OpenGL 1151 BeIBoma rpaHu ¢
3TUM CIOCOOOM HATOXEHUS TEKCTYP.

NuctuHr 4.3. HanoxeHue TeKCTypbl AeTanM3auum No NepBoMy 3aKOHY

//

// Simple demo for GL texture env combine
//

#include "libExt.h"
#include "1ibTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Vector4D.h"
#include "Torus.h"
#include <glut.h>
#include <stdio.h>

#include <stdlib.h>

float angle = 0;
float angle? = 0;
bool useDetail = true;
unsigned mainTex, detailTex;
Torus torus ( 1, 3, 30, 30 );
void setupDetailTexture ()
{

if ( 'useDetail )

{
glActiveTextureARB ( GL TEXTUREL ARB );
glDisable ( GL TEXTURE 2D );

return;

// detailTex

glActiveTextureARB ( GLﬁTEXTURElAARB )

glEnable ( GL TEXTURE 2D );

glBindTexture ( GL TEXTURE 2D, detailTex );
(

glMatrixMode GL TEXTURE ) ;
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glLoadIdentity ()

glScalef (20, 20, 20 );

glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,
GL_COMBINE ARB ) ;

glTexEnvi ( GL_TEXTURE ENV, GL COMBINE RGB ARB,

GL_MODULATE ):
// setup Arg0
glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ RGB ARB, GL _PREVIOUS ZRB );
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB_ARB, GL SRC_COLOR )i
// now setup Argl
glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB_ARB, GL TEXTURE ) ;
glTexEnvi ( GL TEXTURE ENV, GL OPERANDl RGB ARB,  GL SRC COLOR );
// set scaling
glTexEnvf ( GL TEXTURE_ENV, GL RGB SCALE ARB, 2 );
}
void init ()
{
glClearColor ( O, 0, O, 1 );
glEnable ( GL_DEPTH TEST );
}
void display ()
{

glClear ( GL_COLOR_BUFFER BIT | GL_DEPTH BUFFER BIT );
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix ()7
glTranslatef (5 5, 5);
glRotatef ( angle, 1, 1, ):
glRotatef ( angle2, 0, 1, 1 );
// mainTex
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, mainTex ) ;
glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE_ENV_ MODE,

GL_COMBINE_ARB ) ;
glTexEnvi ( GL_TEXTURE ENV, GL COMBINE_RGB ARB,
GL_REPLACE )
// setup Arg0
glTexEnvi ( GL TEXTURE_ENV, GIL_SOURCEO RGB ARB, GL_TEXTURE ) ;
glTexEnvi ( GL_TEXTURE_ENV, GI, OPERANDO RGB ARB,  GL SRC_COLOR );
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}

setupDetailTexture ();
torus.draw ();

glMatrixMode ( GL_MODELVIEW ) ;
glPopMatrix ()
glutSwapBuffers ();

void reshape ( int w, int h )

{

}

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

glMatrixMode GL_MODELVIEW ) ;
glLoadIdentity
gluLookAt

’

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

0.0, 0.0, 0.0, // eye
5.0, 5.0, 5.0, // center
0.0, 1.0, 0.0 );

void key ( unsigned char key, int x, int vy )

{

}

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );

if ( key == '"p' || key == '"P' ) // screenshot
saveScreenShot ( "env-combine-2.tga" );

if ( key == '1' )

useDetail = false;
if ( key == '2' )

useDetail = true;

void animate ()

{

}

angle = 0.04f * glutGet ( GLUT ELAPSED TIME );
angle2 = 0.02f * glutGet ( GLUT ELAPSED TIME )
glutPostRedisplay ();

int main ( int argc, char * argv [] )

{

// initialize glut
glutInit ( &argc, argv );
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glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );

// create window
int win = glutCreateWindow (

"OpenGL texure env combine example 4" );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key )i

glutIdleFunc ( animate );

init ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL EXT texture env combine” ) )
{
printf ( "EXT texture env combine NOT supported.\n" );

return 1;
}
initExtensions ();
mainTex = createTexture2D ( true, "../Textures/oak.bmp" );
detailTex = createTexture2D ( true, "../Textures/detail.tga" );
glutMainLoop ();
return 0;

s mydireit 3aMeTHOCTH TIofTydaeMoro 3dpeKra B 3TOH TIporpaMMe TpH TTOMO-
my krapuir <1> m <2> MOXHO BBIKIIOUaTh W BKITIOYATh HANOXEHUE TEKCTYPHI
JeTaTN3aIN.

Hacrpoiika TEeKCTYPbl JeTaan3auuu MIPOU3BOIUTCS B dyHKLMU
setupDetailTexture. OOparuTe BHUMaHUE, KAK INPU MOMOLUM MATPUIIbl IIPe00-
Pa30BaHUA TEKCTYPHbIX KOOPAMHAT 33JaeTCs MACIUTA0 ISl HAIOXEHUS TeKCTYpPbL
JeTAIU3aLUN Ha OOBEKT.

glMatrixMode ( GL TEXTURE );

glLoadIdentity )

glScalef (20, 20, 20 );
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PaCCMOTpI/IM TEMEPD pCANTN3aINI0 BTOPOIro 3aKOHA HAJTOXKEHUA.

Mg aToro, Kak M paHee, B HYJEBOM TEKCTYPHOM OJIOKE Mbl PA3MECTUM IJIABHYIO
TEKCTYPY C 3aKOHOM HAJOXEHUsl GL REPLACE. B mepBoM — TekcTypy Aeranu3a-
LMY, 3303B 3aKOH HANOXEHMUS KAK GL SIGNED ADD ARB M HA3HAYUB ONEPAHIBI
CAeAyIOIIMM 00pa3oMm:

Arg0.rgb = tex.rgb
Argl.rgb = previous.rgb

Ha puc. 4.7 nokasaH ajiroputr™m BblYMCIE€HUI, a B JucTuHre 4.4 — kon, peaiu-
3YIOIIMIA HATOXEHUE IO ITOMY 3aKOHY.

Unit 0
mainTex
GL_REPLACE
GL_SIGNED_ADD_ARB | 5
Unit 1
detail Tex

Puc. 4.7. BTopoit crnoco® HanoxeHus TeKCTypbl AeTann3aumnmn

Jiuctuur 4.4. HanoxeHune TeKCcTypbl AeTanusauum no BTOpPOoMy cnocoby

//

// Simple demo for GL texture env combine
//

#include "libExt.h"

#include "1ibTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Vector4D.h"

#include "Torus.h"

#include <glut.h>

#include <stdio.h>
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#include <stdlib.h>

float angle = 0;
float angle? = 0;
bool useDetail = true;
unsigned mainTex, detailTex;
Torus torus ( 1, 3, 30, 30 );
void setupDetailTexture ()
{

if ( l'useDetail )

{
glActiveTextureARB ( GL TEXTUREL ARB );
glDisable ( GL_TEXTURE 2D );

return;

// detailTex

glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE 2D });

glBindTexture ( GL_TEXTURE 2D, detailTex );
glMatrixMode ( GL_TEXTURE );

glLoadIdentity ()

glScalef (20, 20, 20 );

glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV MODE,

GL_COMBINE_ARB ) ;
glTexEnvi ( GL_TEXTURE ENV, GL COMBINE_RGB ARB,
GL_ADD_SIGNED ARB );
// setup Arg0
glTexEnvi ( GL TEXTURE_ENV, GIL_SOURCEO RGB ARB,
GL_PREVIOUS ARB ) ;
glTexEnvi ( GL_TEXTURE_ENV, GI, OPERANDO RGB ARB,  GL SRC_COLOR );

// now setup Argl

glTexEnvi ( GL_TEXTURE ENV, GL SOURCEl RGB ARB, GL TEXTURE ) ;

glTexEnvi ( GL_TEXTURE ENV, GL OPERANDl RGB ARB,  GL SRC COLOR );
}
void init ()
{

glClearColor ( O, 0, O, 1 );

glEnable ( GL_DEPTH TEST );
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void display ()
{

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix () s
glTranslatef (5 5 5);
glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );
// mainTex
glActiveTextureARB GL_TEXTUREO_ARB '
glEnable GL TEXTURE 2D );

(
(
glBindTexture ( GL_TEXTURE 2D, mainTex ) ;
( GL TEXTURE ENV, GIL TEXTURE ENV MODE,
GL_COMBINE ARB ) ;
glTexEnvi ( GL TEXTURE ENV, GIL COMBINE RGB ARB,
GL_REPLACE )

glTexEnvi

// setup Arg0
glTexEnvi ( GL_TEXTURE ENV, GL SOURCEO RGB ARB, GL_TEXTURE ) ;
glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB, GL SRC COLOR );
setupDetailTexture ();
torus.draw ();
glMatrixMode ( GL_MODELVIEW ) ;
glPopMatrix )z
glutSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glloadIdentity ()

gluLookAt 0.0, 0.0, 0.0, // eye
5.0, 5.0, 5.0, // center

0.0, 1.0, 0.0 );
}

void key ( unsigned char key, int x, int vy )

{
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if ((key == 27 || key == 'q' || key == Q' )
exit (0 );
if ( key == '"p' || key == '"P'" ) // screenshot
saveScreenShot ( "env-combine-2.tga" );
if ( key == '1' )
useDetail = false;
if ( key == '2' )
useDetail = true;
}
void animate ()
{
angle = 0.04f * glutGet ( GLUT ELAPSED TIME );

}
int

{

angle2 = 0.02f * glutGet ( GLUT ELAPSED TIME );

glutPostRedisplay ();

main ( int argc,

glutInit

glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;

char * argv [] )

// initialize glut

( &argc, argv );

glutInitWindowSize ( 500,

500 );

// create window

int win = glutCreateWindow (

"OpenGL texure env combine example 4" );

// register handlers

glutDisplayFunc ( display
glutReshapeFunc ( reshape
glutKeyboardFunc ( key
glutIdleFunc ( animate
init ();

if ( !isExtensionSupported

{

)i
)i
)i
)i

( "GL_ARB multitexture" )

printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL EXT texture env combine" )
{

printf ( "EXT texture env combine NOT supported.\n" );

return 1;

)

// quit requested
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}

initExtensions ();

mainTex = createTexture2D ( true, "../Textures/ocak.bmp" );
detailTex = createTexture2D ( true, "../Textures/detail.tga" );
glutMainLoop ();

return 0;

Eciu y Hac ectb Gosiee ABYX TEKCTYPHbIX 0JIOKOB, TO MOXHO 3a OIMH IIPOXOil Bbl-
BECTH OCHOBHYIO TekcTypy (mainlex), HalIOXUTb HA Hee KapTy OCBEILEHHOCTH
(lightTex) u tekctypy mukpopearseda (detailTex).

OO0mmag cxeMa Mmomo0HOTo HAJIOXKEHUS TIpuBeaeHa Ha puc. 4.8.

Unit 0
mainTex
GL_REPLACE
GL_MODULATE
GL_MODULATE——>
Unit 1
Unit 2
lightTex
detail Tex

Puc. 4.8. HanoxeHne OCHOBHOI TEKCTYpbI,
KapTbl OCBELLEHHOCTM 1 TEKCTYPbl MUKpopenbeda 3a OANH Npoxon

Kak BuaHO U3 puCyHKA, B HYJIEBOM TEKCTYPHOM OJIOKE Mbl, KaK U paHee, pazMe-
LIAEM [JIABHYIO TEKCTYPY M 3a1a€M 3aKOH HAJIOXEHUs GL REPLACE. B nepsom —
KapTy OCBCLUCHHOCTH, 3aJd€M 3dKOH HaNTOXKCHUA GL MODULATE M CJICAYIOLIUE
3HAYCHUA OIICPpaHI0B!:

Arg0.rgb = tex.rgb

Argl.rgb = previous.rgb

Bo BrOpoMm TekcTypHOM 0J0KE MBI Pa3MelllaeM TEKCTYpy MUKpopenbeda, 3a1aemM
3dKOH HaJIOXKC€HHA GL MODULATE M CICAYIOLIUE 3HAYCHUA OIICPAHAOB:

Arg0.rgb = tex.rgb

Argl.rgb = previous.rgb
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Pesynwrat omepamyu Bo BTOPOM TeKCTYpHOM OJToKe MBI YMHOXaeM Ha 2.

g BeIBoma HeOONBIIMX OOBEKTOB MOXHO IO aHAJOTMU C TOJbKO YTO PACCMOT-
PEHHBIM TIPUMEPOM BMECTO KapThl OCBEIIEHHOCTH (KOTOpas IS UTPOKOB M 00B-
€KTOB B UIPe OObIYHO HE IMPUMEHSETCS) BbIOpaTh KapTy OTPaxKeHUs OKpYxKalolei
cpenbl. [lpn sToM anbda-KaHaT OCHOBHOW TEKCTYPHI, KaK W paHee, YIpaBIsieT
HAJIOXXKEHMEM KapThl OTPAXEHMS], 4 HA MOJYYMBIUMKCS PE3yJbTaT HAKIadblBaeTCs
KapTa JeTaTu3alnm.

B nuctuHre 4.5 npuBoauTcs Takas Mpoleaypa HaTOXEHUSI.

NluctuHr 4.5. OaHOBpeMEHHOE HanoXXeHne 0CHOBHOW TEKCTYpPbI, KapTbl OTPaXXeHUA
M TeKCTypbl AeTanusaumm

void display ()
{

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix () s
glTranslatef (4.5, 4.5, 4.5 );
glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );
// main texture
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, mainTex ) ;
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE,
GL_REPLACE ) ;
// env. map
glActiveTextureARB GL_TEXTURE1 ARB ) ;
glEnable GL TEXTURE 2D );
glEnable GL_TEXTURE GEN S ) ;

(
(
(
glEnable ( GL TEXTURE GEN T );
(
(
(

glTexGeni GL S, GL TEXTURE_GEN MODE, GL_SPHERE MAP );
glTexGeni GL T, GL TEXTURE GEN MODE, GL SPHERE MAP );
glBindTexture GL_TEXTURE 2D, envMap );
// setup combine mode
glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,
GL COMBINE ARB );
glTexEnvi ( GL_TEXTURE ENV, GL COMBINE RGB ARB,

GL INTERPOLATE ARB );
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glTexEnvi

( GL_TEXTURE

_ENV, GL COMBINE ALPHA ARB,

GL_REPLACE ) ;

// setup Arg0

glTexEnvi ( GL TEXTURE ENV, GL SOURCE(Q_RGB_ARB,

GL_PREVIOUS ARB

)i

glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB,

GL_SRC_COLOR

)7

glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ ALPHA ARB,

GL_PREVIOUS ARB

)i

glTexEnvi ( GL TEXTURE ENV, GL_OPERANDO ALPHA ARB,

glTexEnvi
glTexEnvi
glTexEnvi

glTexEnvi

GL_SRC_ALPHA

GL_TEXTURE_ENV, GL SOURCEL RGB ARB, GL_TEXTURE
GL_TEXTURE_ENV, GL OPERANDl RGB ARB,  GL_SRC_COLOR
GL_TEXTURE ENV, GL SOURCEl ALPHA ARB, GL TEXTURE
GL_TEXTURE ENV, GL OPERAND1 ALPHA ARB, GL SRC ALPHA

)i
// now setup Argl

2

2

2

)
)
)
)i

2

// now setup Arg2 (weight factor)

glTexEnvi ( GL TEXTURE ENV, GL SOURCE2 RGB_ARB,

GL_PREVIOUS ARB

)7

glTexEnvi ( GL TEXTURE ENV, GL_OPERAND2 RGB ARB,  GL SRC ALPHA );
glTexEnvi ( GL TEXTURE ENV, GL SOURCE2 ALPHA ARB,

GL_ PREVIOUS ARB

)7

glTexEnvi ( GL TEXTURE ENV, GL_OPERAND2 ALPHA ARB, GL SRC ALPHA );

glActiveTextureARB ( GL TEXTURE
glEnable ( GL_TEXTURE
glBindTexture ( GL_TEXTURE
glMatrixMode ( GL_TEXTURE
glLoadIdentity ()
glScalef ( 20, 20, 20
glTexEnvi ( GL_TEXTURE
GL_COMB
glTexEnvi ( GL_TEXTURE
GL_MODU

// setup Arg0

2_ARB '

2D ) ;
. 2D, detailMap );

)i

)i

_ENV, GL TEXTURE ENV_MODE,

INE ARB ) ;

_ENV, GL COMBINE RGB ARB,

LATE );

glTexEnvi ( GL TEXTURE ENV, GL SOURCE(Q_RGB_ARB,

GL_PREVIOUS ARB

)i

glTexEnvi ( GL TEXTURE ENV, GL OPERANDO RGB ARB,

GL_SRC_COLOR

)i
// now setup Argl
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glTexEnvi ( GL TEXTURE_ENV, GIL_SOURCEl RGB ARB, GL TEXTURE ) ;

glTexEnvi ( GL_TEXTURE_ENV, GI, OPERAND1 RGB ARB,  GL SRC_COLOR );
// set scaling

glTexEnvf ( GL TEXTURE_ENV, GIL, RGB SCALE ARB, 2 );

torus.draw ();
glMatrixMode ( GL_MODELVIEW ) ;
glPopMatrix ()

glutSwapBuffers ();

Ornuune pacwupeHus EXT texture env _combine or ARB_texture env_combine
3aKJII0YAETCSl B OTCYTCTBUU B MEPBOM PEXUMA GL SUBSTRACT ARB.

Jnst omepaHna 2 BO3MOXEH TOJBKO PEXMM SRC_ALPHA, a Ul omepaHga | —
SRC_ALPHA M ONE_MINUS_ SRC_ALHA.
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Kybuueckune TeKCTypHble KapTbl
n pacwmpeHune ARB_texture_cube_map

Cranpaprubii OpenGL nojiiep:uBaer BCEro jpa TUIIA TEKCTYP: OIHOMEPHBIE
(1D) u aBymephbie (2D). Hauunasa ¢ Bepcuu 1.2, B OpenGL pobaBneHa mnoj-
Jepxka TpexmepHbix (3D) TekcTyp, paccMarpuBaeMbIX B eraee 6.

Pacmupenne GL_ARB texture cube map (tak ke kak u GL_EXT texture
cube map) n0o0aBIseT eile OAMH TUTI TEKCTYp — Kyouueckue (cube maps). Takum
00pa3oM, CTaHOBATCS JOCTYITHBIMU 4 TUMa TeKCTyp (fexture targets): 1D, 2D, 3D u
cube maps.

C KaxablM U3 5TUX TUIIOB CBSI3aHA CBOSI KOHCTAHTA, II€PEJaBaeMasi B Takue
@yHKuMJu KaK glBindTexture, glTexParameter U glEnable.)lﬂH KyﬁﬂquKMX
TEKCTYpP TaKOI KOHCTAHTOU SIBJSIETCS GL TEXTURE CUBE MAP ARB (WU paBHas eil
10 3HAYEHUIO GL TEXTURE CUBE MAP EXT).

st IpoBepKy MOIIEPKKN paboThl ¢ KYOMIeCKMMHI TEKCTYPAMM CJIeTyeT MCTONb-
30BaTh KOMaHIy

isExtensionSupported ( "GL ARB texture cube map" )

Ho B ominume oT TpaAMIIMOHHBIX (OAHO-, IBY- M TPEXMEPHBIX) TEKCTYp, Kaxmast
KyOuJeckasi TeKCTypa MpeAcTaBiIsieT co0oil Habop U3 1IecTH TEKCTYP OAUHAKOBO
pazMmepa, KOTopble KaK Obl HaJTOXeHBI Ha rpaHu Kyba (puc. 5.1).

Korna Bo3HMKaeT HeoOXOIMMOCTb PAabOTBl C OAHONH M3 3TUX LIECTU TEKCTYp
(Hanpumep, AJs1 3arpy3Ku B MaMsIThb IpacdUyecKoro yCKOpUTeNsi), ClenyeT yKasbl-
BaTb KOHCTAHTbI, OJHO3HAYHO MAEHTU(DULUPYIOLINE COOTBETCTBYIOLLYIO TEKCTYpPY
(rpaHb Kyba, Ha KOTOPYIO OHA IOJKHA OBbITh HakjieeHa). sl 3TOro CyLiecTByer
11€CTh KOHCTAHT:

GL TEXTURE CUBE MAP POSITIVE X ARB

GL _TEXTURE CUBE MAP NEGATIVE X ARB

GL TEXTURE CUBE MAP POSITIVE Y ARB

GL _TEXTURE CUBE MAP NEGATIVE Y ARB

GL TEXTURE CUBE MAP POSITIVE Z ARB

GL _TEXTURE CUBE MAP NEGATIVE Z ARB
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Puc. 5.1. HanoxeHune Kybrn4eckom TeKCTypbl Ha rpaHu Kkyba

Kaxnas M3 HMX COOTBETCTBYeT ONHOM M3 IpaHeil Kyba, paclosoXeHHOH B IOJ0-
JKUTEJIbHOM MM OTPULATEIbHOM HAIPaBI€HUMU COOTBETCTBYIOIIEH KOOPAMHATHOI
ocu (mepneHIuKyISIpHON JaHHOK rpaHu). BmepBble momoOHas cxema IOsSBUIACH

B cucreMe RenderMan.
/7

Y

Puc. 5.2. OpueHTauma rpaHer kyba OTHOCUTEIbHO KOOPAWHATHbLIX OCel

3HaueHus BceX BTUX KOHCTAHT UayT 1mocjacaoBarejibHO OJHO 3a APYIrUM, IIOITOMY
CIIpaBE€AJIMBbI CACAYIOLIUE COOTHOLUCHMA:

GL TEXTURE CUBE MAP POSITIVE X ARB + 1 =

GL_TEXTURE CUBE MAP NEGATIVE X ARB
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GL_TEXTURE_CUBE MAP POSITIVE X ARB + 2 =
GL_TEXTURE_CUBE MAP POSITIVE Y ARB

Hna  dbyHKUMA, paboTalIUX ¢ KOHKPETHBIMM TEeKCTypamMu (Hampumep,
glTexImage2D), CJAEAYyeT UCTIONb30BATh MUMEHHO 3TU KOHCTAHTHI.

B nucrunre 5.1 npusoautcs ¢GyHkuusa u3 oubnuoreku libTexture, ocyluecTs-
Jidiolas 3arpy3ky KyOMUyecKod TeKCTypbl B IaMsiTh IpadhUyuecKoro YCKOPUTEJs.
OO0paruTe BHUMAaHKE, YTO BMECTO OJAHOro MMeHu daiina B 3Ty ¢GYHKIMIO Iepeaa-
€TCS CIIMCOK MMEH (II0 ONHOMY [T KaXIOH rpaHu).

JNInctuHr 5.1. 3arpy3ka Kybn4eckom KapTbl

unsigned createCubeMap ( bool mipmap, const char * maps [] )
{
unsigned textureld;
glGenTextures (1, s&textureId );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, textureld );
glPixelStorei ( GL_UNPACK ALIGNMENT, 1 ); // set l-byte
//alignment

glTexParameterf ( GL TEXTURE CUBE MAP ARB, GL_TEXTURE WRAP S,
GL CLAMP_TO EDGE ) ;

glTexParameterf ( GL TEXTURE CUBE MAP ARB, GL_TEXTURE WRAP T,
GL CLAMP_TO EDGE ) ;

loadTexture ( GL TEXTURE CUBE MAP POSITIVE X ARB, mipmap, maps [0] );
loadTexture ( GL TEXTURE CUBE MAP NEGATIVE X ARB, mipmap, maps [1] );
loadTexture ( GL TEXTURE CUBE MAP POSITIVE Y ARB, mipmap, maps [2] );
loadTexture ( GL TEXTURE CUBE MAP NEGATIVE Y ARB, mipmap, maps [3] );
loadTexture ( GL TEXTURE CUBE MAP POSITIVE 7 ARB, mipmap, maps [4] );
loadTexture ( GL TEXTURE CUBE MAP NEGATIVE 7 ARB, mipmap, maps [5] )i

glEnable ( GL_TEXTURE CUBE MAP ARB );

if ( mipmap )

{

glTexParameteri ( GL TEXTURE CUBE MAP ARB,
GL_TEXTURE MIN FILTER,
GL_LINEAR MIPMAP LINEAR };

glTexParameteri ( GL TEXTURE CUBE MAP ARB,
GL_TEXTURE MAG FILTER,
GL LINEAR );

else
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{

glTexParameteri ( GL TEXTURE CUBE MAP ARB,
GL_TEXTURE MIN FILTER,
GL LINEAR );

glTexParameteri ( GL TEXTURE CUBE MAP ARB,
GL_TEXTURE MAG FILTER,
GL LINEAR );

}

return textureld;

B nmamHoM mpuMmepe BXOTHBIMU TiapameTpamMi GYHKIWHM SBISETCS CITUCOK W3
IIeCT UMEH TEKCTYp W TIPU3HAK MHpaMHUIATBHOTO (GUIETPOBAHUA (mipmapping).

BaxHo OTMETHUTb, YTO B KAuecTBE peXUMa OTCEUYEeHHS] TEKCTYPHBbIX KOOpAMHAT
BbIOMpaeTcsl GIL GLAMP TO EDGE, YTO B Psii¢ CJAyuaeB HEOOXOIMMO ISl KOPPEKT-
HOIi PabOThI MPOIrpamMM.

Hns paboThl ¢ KyOWUYECKMMH TEKCTypaMu CIyKaT TpU TeKCTYpHBbIE KOOPIMHATHI
(s, t, r). PakTHUECKN OHW 3amAlOT HAIpaBJIeHWE MPSIMOM, BBEIXOMSIEH W3 Havaja
KoopauHatr. Torma kKaxaas Touka Ha TEKCType OfpesensieTcsl Kak TouKa Tepece-
YEHUST STOU MPSIMON C €TUHUYHBIM KyOOM, OTIMCAHHBIM BOKPYT Havaja KOOpAu-
Hat (c pedpamu, TTapaIebHBIMU KOOPIAUHATHBIM OCSIM).

(s, 2,7)

/

Puc. 5.3. OnpegeneHne To4kn Ha Kybe,
COOTBETCTBYIOLLEN TEKCTYPHbLIM KOOpauHatam (S, t, r)
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Jlerko BWAHO, YTO TepeceKaeMas TpaHb OyAeT OMpenemsIThesl TEKCTYPHOM KOoop-
JMHATOM, MMeloTIelt HanbobIlllee TTo0 MOAY/IO 3HaUueHue. Tak, ecian 3To 3HaueHHe
“MeeT KOOpOWHaTa 7, TO, B 3aBUCMMOCTH OT 3Haka r OyaeT BbIOpaHa JMOO
GL_TEXTURE_CUBE_MAP_POSITIVE 7 ARB, 6o
GL_TEXTURE_CUBE MAP NEGATIVE 7 ARB.

[lpu sTOM TEKCTYpHBIE KOOPAMHATHI (#, V) M oOpallleHusl K TeKCTYype COOTBET-
CTBYIOILEH IPAHU, BBIYMCISAIOTCS IO CEeAyIOUUM GOopMyIaM:

u=(s/lA + 1)/2;

v= (4] + D)2
DTO 03HAYaAELT, YTO TEKCTYPHbIE KOOPAMHATHI TSI KyOUUeCcKol KapThl onpeaeaeHbl
C TOYHOCTBIO JI0 TIOJIOKUTETBLHOTO MHOXMTENsA. Tak, koopauHatam (2s, 2t, 2r) u

(10s, 10z, 107) cooTBeTCTBYET TOYHO Ta € TOYKA Ha KyOMYEecKOW KapTe, 4To U
KoopauHatam (s, ¢, r).

Takum obpazoM, KyOuueckas KapTa 3amaeT (QyHKUUIO OT HApaBieHUS B Tpex-
MEPHOM IMPOCTPAHCTBE.

TeKCTypHI)IC KOOpAWMHATBI MOKHO 3aJ1aThb SIBHO:
glTexCoord3f (s, t, r )i
glTexCoord3fv ( tex );

ABTOM&TI/I‘{CCKYIO TEHEPAUNIO TEKCTYPHBIX KOOPAWNHAT MOXHO 3a14Tb C TTOMOINBIO
CJICOYIOUIETO (l)pal"MCHTa Koaa:

glEnable ( GL _TEXTURE GEN S );
glEnable ( GL _TEXTURE GEN T );
glEnable ( GL_TEXTURE GEN R );
glTexGeni ( GL_S, GL TEXTURE GEN MODE, GL REFLECTION MAP ARB );
glTexGeni ( GL_T, GL TEXTURE GEN MODE, GL REFLECTION MAP ARB );
glTexGeni ( GL R, GL TEXTURE GEN MODE, GL REFLECTION MAP ARB );

Kpome pexuma GL REFLECTION MAP ARB  CYIIECTBYET e€lIe OAMH —
GL_NORMAL_MAP ARB, MPU KOTOPOM TEKCTYPHBIC KOOPIWHATBI COOTBETCTBYIOT MH-
TEPTIOJISIIINI BEeKTOpa HOPMAJIH BIOJb TpaHe.

3amaTh TEKCTYpHbIE KOOPAMHATHI, COOTBETCTBYIOLIME HOPMAIMU, MOXHO C IIOMO-
LIBIO cleayioliero dgparMeHTa Koaa:

glEnable ( GL TEXTURE GEN S );

glEnable ( GL TEXTURE GEN T );

glEnable ( GL TEXTURE GEN R );

glTexGeni ( GL S, GL TEXTURE GEN MODE, GL NORMAL MAP ARB );

glTexGeni ( GL T, GL TEXTURE GEN MODE, GL NORMAL MAP ARB );
(

glTexGeni ( GL R, GL TEXTURE GEN MODE, GL NORMAL MAP ARB );
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OOparnuTe BHMMaHHWE, YTO M B TOM W B JPYIOM CJIy4asX HEOOXOMUMO 3anaHue
HoOpMaJIeii IJIsT BEepIInH.

[lone3HpiM MOXET 0KAa3aThCs TAKXKE PEXUM GL, EYE LINEAR, KOTOPbIA MO3BOJSIET
[0J1y4yaTh HEHOPMUPOBAHHBINA BEKTOpP OT HAOI0AATENS.

Hns mpenoTBpallleHus1 TOsBIeHUST apTedakToB B clydyasx, KOrga Touyka Ha Io-
BEPXHOCTH Ky0a, COOTBETCTBYIOIIAs] TEKCTYPHBIM KOOpJAWHATaM, TTOJAXOIUT CIUIII-
KOM OJM3KO K KAaKOMY-JTMOO M3 €ro pebep, BMECTO GL REPEAT (WJIW GL_CLAMP)
cyIefyeT NPUMEHNTh PEXUM GL_CLAMP_TO EDGE () TP 3aJJAHUW OTCEYEHUS TEK-
CTYPHBIX KOOpPAUHAT (fexture wrapping).

3agaHue 3TOro peKuMa OCYLIECCTBIACTCA CICAYIOIIUMMU KOMAdHAAMM:

glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP S,
GL CLAMP TO EDGE );

glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP T,
GL CLAMP TO EDGE );

OO6paruTe BHUMAaHUE, YTO JAHHBIA PEXKUMM YCTAHABIMBAETCS TOJBKO IS § U #, IIO-
CKOJIbKY OTCE€UeHME KOOPAMHAT IMIPOUCXOIUT B IIpeaeaX OMHOM U3 IpaHeil Kyoa.

Tax kax B OpenGL 1o yMoiyaHWI0 ycTaHABIWBAETCS PEXWUM GL_REPEAT, TO TIPH
pabore ¢ KyOMYecKMMU KapTaMu JUISI BceX KapT cieayeT SIBHO BBICTaBUTH
GL_CLAMP TO_EDGE.

g ucnonbp3oBaHUS KyOMYECKMX TEKCTYp UX (MOZOOHO BCEM OCTANIbHBLIM) CJENy-
€T CHAyasa pa3pelluTh NP IOMOILY KOMAHIbI

glEnable ( GL TEXTURE CUBE MAP ARB );

Baxno nmomuurs, uro B OpenGL kyOuueckue TEKCTypbl MMEIOT 00jiee BbICOKUI
MIPUOPUTET 110 CPABHEHUIO C OOBIYHBIMU, IIOITOMY €CJIM OJHOBPEMEHHO B OIHOM
1 TOM X€ TEKCTypHOM OJI0KEe pa3pelluTh U KyOuyecKylo, 1 OObIYHYIO (HAMpUMeED,
JBYMEPHYIO) TEKCTYpbl, TO OyIeT BblOpaHA UMEHHO KyOuueckas.

B Jnuctunre 5.2 TpUBOAMTCS WMCXOAHBIA KOA TIpuUMepa, JAEeMOHCTPUPYIONIETO
KyOn4Yeckrue TEeKCTYphl C aBTOMATMYECKOW TEHEepaluedl TEKCTYpHBIX KOOPAWHAT.
B nanHOM mpumepe mpu ToMolIM KiaBuill <r> W <n> MOXHO TNEepeKIIoYaThcs
MEXIy pekrMaMi aBTOMAaTUYECKOU TeHepaluy TEeKCTYPHBIX KOOpAUHAT, a Hud-
POBBIE KJIaBUIIU (TaK Xe KaK U KJIaBUIU <+> u <—>) ynpaBiasitoT GUrypoii.

Nnctunr 5.2. NMpumep ncnonb3oBaHUA Kybuyeckor TeKCTYpHOW KapTbl

//

// Sample to OpenGL cubic maps
//

#include "libExt.h"

#include "libTexture.h"
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#include "Vector3D.h"

#include "Vector2D.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

float angle = 0;

float angle? = 0;

int reflMode = GL REFLECTION MAP ARB;
int object = 0;

unsigned texture;

void init ()

{
glClearColor ( 0, 0, 0, 1 );
glEnable ( GL_DEPTH TEST );

glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );
glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glTexGeni ( GL_S, GL TEXTURE GEN MODE, reflMode );
glTexGeni ( GL T, GL TEXTURE GEN MODE, reflMode );
glTexGeni ( GL_R, GL TEXTURE GEN MODE, reflMode );
glEnable ( GL TEXTURE CUBE MAP ARB );
glBindTexture ( GL TEXTURE CUBE MAP ARB, texture );
glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP S,
GL_CLAMP );
glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP T,
GL_CLAMP );
glEnable ( GL TEXTURE GEN S );
glEnable ( GL TEXTURE GEN T );
glEnable ( GL TEXTURE GEN R );

glPushMatrix ()

glTranslatef (2, 2, 2);
glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );

if ( object == )
glutSolidTeapot ( 1 );
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else
if ( object == )
glutSolidSphere ( 1, 30, 30 );
else
if ( object == )
glutSolidCube ( 1 );
else
if ( object == )
glutSolidCone ( 0.7, 1.2, 30, 30 );
else
if ( object == )
glutSolidTorus ( 0.5, 1, 40, 40 );
else
if ( object == )
glutSolidDodecahedron ();
else
if ( object == )
glutSolidOctahedron ();
else
if ( object == )
glutSolidTetrahedron ();
else
if ( object == )
glutSolidIcosahedron ();
glPopMatrix )z
glutsSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt 0.0, 0.0, 0.0, // eye
5.0, 5.0, 5.0, // center

0.0, 1.0, 0.0 );
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void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
if ( key == 'n' || key == 'N' )
reflMode = GL NORMAL MAP ARB;
else
if ( key == 'r' || key == 'R' )
reflMode = GL REFLECTION MAP ARB;
else
if ( key == '0' )
object = 0;
else
if ( key == '1' )
object = 1;
else
if ( key == '2' )
object = 2;
else
if ( key == '3' )
object = 3;
else
if ( key == '4' )
object = 4;
else
if ( key == '5' )
object = 5;
else
if ( key == '6' )
object = 6;
else
if ( key == '7' )
object = 7;
else
if ( key == '8' )
object = 8;
else

if ( key == "+' )
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if ( ++object > 8 )

object = 0;
}
else
if ( key == '-' )
{
if ( —-object < 0 )
object = 8;
}
}
void animate ()
{
angle = 0.04f * glutGet ( GLUT ELAPSED TIME );

angle2 = 0.01f * glutGet ( GLUT ELAPSED TIME ):
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL cubemap example" );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
glutIdleFunc ( animate );
if ( !isExtensionSupported ( "GL ARB texture cube map" ) )
{
printf ( "ARB texture cube map NOT supported.\n" );

return 1;
}
init ()
initExtensions ();

const char * faces [©6] =



Kybuueckue TekcTypHele kapTel u paciumpere ARB_texture_cube_map 115

"../Textures/Cubemaps/cm_left.tga",
"../Textures/Cubemaps/cm_right.tga",
"../Textures/Cubemaps/cm_top.tga",
"../Textures/Cubemaps/cm bottom.tga",
"../Textures/Cubemaps/cm back.tga",
"../Textures/Cubemaps/cm_front.tga",

}i

texture = createCubeMap ( true, faces );

glutMainLoop ();

return 0O;

Ky6unueckast TekcTypa Mo3BOJSIET B MPOCTOil U yaoOHOH dopMe 3anaBarh (PyHK-
1IMU OT HampaBieHus. KakaoMy HampaBleHUIO €CTECTBEHHBIM 00pa3oM COOTBET-
CTBYET TOYKa Ha KyOe, TIO3TOMY JOCTATOYHO TIPOCTO 3a7aTh 3HAYCHUS (HYHKIINN B
BHJIE TEKCTYp Ha TpaHAX JaHHOTO KyoOa.

Emie omHMM BO3MOXHBIM NpPUMEHEHHEeM KyOMUYECKOH TeKCTYphl (Mbl C HUM
CTOJIKHEMCS MO3XKe, KOraa OyneM paccMarpuBaTh IMOMUKCENIbHOE OCBEIIEHUE) SB-
JIIeTCS HOPMAJIM3ALUsl BEKTOPOB.

EauHuyHOMY TpexmepHOMY BEKTOpPY MOXKHO JIETKO COTIOCTaBUTH 3HAUEHHWE KOM-
noHeHT RGB. Ho npu uHTepnoisiiium U ApyrUX MPOCTBIX OMepalusix ¢ Moaoo-
HBIMU 3HAYEHUSIMU (BEKTOpaMHU) y HAC MOTYT TOJYYUThCSI HEHOPMHUPOBAHHBIE
pe3ynbTathl (HEMPUTOMHBIE UISI YpaBHEHUST ocBellleHHocTr). Kybuueckast TeKeTy-
pa npeaocTaBisieT MPOCTON Crocod HOpMaIu3allum.

Hdpyrum npumMepoMm siBisgeTcs 3aJaHue MCTOUYHMKA CBETa B BUAE IIPOEKTOPA, KOraa
cuja cBeTa (M ero LBEeT), MaAalollero B TOUKY, 3aBUCUT OT HampaBieHUs U3 ITOI
TOYKM Ha UCTOYHUK (puc. 5.4). KyObuueckas TekcTypa B 3TOM Cllyyae I103BOJISIET B
JIETKOI 1 ynoOHOM ¢opMe 3a1aTh MOAOOHBIH MPOEKTOP.

PaccmoTtpuM, KaknuMm 006pa3oM MOKHO pPeajn30BaTh MCTOYHMK CBeTa (TPOEKTOP)
TTPY TIOMOIIN KyOWYECKOM KapThI.

st mpoexropa OCBEIIEHHOCTb 3aBUCUT OT HAIPaBl€HUS HA UCTOYHMK, T. €. SB-
Jgercsa GyHKIMeld HampaBaeHUI U IO3TOMY MOXKET ObITh IIpelcTaBieHa Mpu IMOo-
MOLIU KYOMYECKOU TEKCTYPHOI KapThl.

ITycTh MCTOYHMK cBeTa pacnojioxeH B Touke flight. Torma s TTpou3BOJIBHOM
BEepILIUHBI V; B KaUecTBe TeKCTYPHBIX KOOPAMHAT JJISI KyOUUECKOU KapThl, 3a/1at0-
1Ie#l pacrmpeaeaeHne OCBeIIeHHOCTH, BO3bMEM 3HAUEHUS COTIacHO (hopMyJie

(s, t, r) = v;— light. 5.1
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Puc. 5.4. 3agaHre npoekTopa npu NoMoLWmM Kybrieckon TekCTypbl

3areM KaXIoW TOYKe HpOI/ISBOHBHOﬁ TpaHU COITOCTAaBUM TEKCTYPHLIC KOOpIMHA-
Tbl Ha KapT€ OCBCLUCHHOCTU, T. €. 3aJaIUM nagarouui Ha Hee CBET.

Hcxoas u3 3TOro, Mbl MOXEM pPeIM30BaTh OCBEIIEHUE TaKUM IIPOEKTOPOM Cle-
JYIOIIUM 00pa3oM.

1. B HyneBOM TEKCTYpHOM OJIOKE MBI pasMECTHM OOBIYHYIO TBYMEPHYIO TEKCTYPY
00BEKTa U 33TaAUM 3aKOH HANOXEHUS GL REPLACE.

2. B nepBoM TeKCTypHOM OJIOKE Mbl Pa3MECTUM KyOMUYECKYyl0 KapTy, 3a4alOllylo
pacTipeneieHie  OCBEIIeHHOCTH. B KadecTBe 3akoHA HaNOXEHUS BEIOEpeM
GL MODULATE, TEKCTypHbI€ KOOPAMHAThL Oynem 3agasath no ¢opmyine (5.1).

Ecnu Mbl Ipu 2TOM XOTHUM 3a1aBaTh HE TOJbKO MOJOXEHME MCTOUYHMKA CBETa B
MTPOCTPAHCTBE, HO M €r0 OPUEHTAITNIO, TO 3TO JIETKO MOXHO CHIeNIaTh TTPH MTOMO-
LM MATPULbI Mpeodpa3oBaHUs TEKCTYPHBIX KOOPAMHAT.

OpueHTalus o0bekTa B POCTPAHCTBE MOXET ObITh 3ajaHa [PU IIOMOILIM OPTOro-
HaJlbHOW MaTpullbl (WK Tpex yIioB Diiiepa, WIU KBaTepHUWOHa). Torma, eciu
3a/1aTh B KAYECTBE MaTpUlibl I1pe0Opa3oBaHMsl TEKCTYPHbIX KOODJAMHAT TPAHCIO-
HUPOBAHHYIO MaTpUILy OpUeHTallMU (JJIsI OPTOTOHAJIBHBIX MaTPHUIl TPAHCTIOHUPO-
BaHHAsl COBIAAAET ¢ OOPATHOM), TO DTOro OymeT AOCTATOYHO IS MOAEIUPOBAHMS
OpHWEHTAIINN UCTOYHHKA CBeTa.

B nucTtuHre 5.3 npuBOANTCA COOTBETCTBYIOMINI MCXOTHBIN KOJI.

Nuctunr 5.3. Peannsauus npoxeKkropa npy NoMoLy Ky6n4eckon TEKCTYPHOWN KapThbl

//

// Sample to OpenGL cubic maps - using a lamp with color plate (mask)
// attached to it.
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//

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"

#include <glut.h>
#include <stdio.h>
#include <stdlib.h>

Vector3D eye (2,2, 2); // camera position
Vector3D light ( 0.5, 0, 1 ); // light position
float angle = 0;

float angle? = 0;

int reflMode = GL REFLECTION MAP ARB;

int object = 0;

unsigned texture;

unsigned lampMap;

Vector3D v [12];

Vector2D t0 [12];
Vector3D tl [12];

void init ()
{
glClearColor ( 0, O, O, 1 );
glEnable ( GL DEPTH TEST '
glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );
glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{

int i;

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glMatrixMode ( GL_MODELVIEW ) ;

// setup normal texture
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glDisable ( GL_TEXTURE CUBE MAP ARB );

(

glBindTexture GL_TEXTURE 2D, texture );
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glTexEnvi ( GL_TEXTURE ENV, GL_TEXTURE_ENV_MODE,
GL_REPLACE Y
// setup lamp texture

glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE CUBE MAP ARB };
glBindTexture ( GL_TEXTURE CUBE MAP ARB, lampMap );
glTexEnvi ( GL_TEXTURE ENV, GL TEXTURE ENV_MODE,

GL_MODULATE Y
// apply rotation to lamp

glMatrixMode ( GL_TEXTURE ) ;
glLoadIdentity ()

glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );

// compute texture coords into lamp
for (1 =0; i< 12; i++ )
tl [i] = v [1] - light;
// now draw
glBegin ( GL _QUADS );
for (i =0; i< 12; i++ )
{
glMultiTexCoord2fv ( GL TEXTUREO ARB, tO [i] );
glMultiTexCoord3fv ( GL TEXTUREl ARB, tl [i] );
glvertex3fv (v [1i] )i
}
glEnd ()7
glutSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h ):
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL MODELVIEW ) ;
glLoadIdentity ();
gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center

0.0, 0.0, 1.0 ); // up



Kybuueckue TekcTypHele kapTel u paciumpere ARB_texture_cube_map 119

void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
}
void animate ()
{
angle = 0.04f * glutGet ( GLUT ELAPSED TIME );

angle2 = 0.01f * glutGet ( GLUT ELAPSED TIME ):
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );

// create window
int win = glutCreateWindow ("OpenGL cubemap projector example");

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key );

glutIdleFunc ( animate );

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL ARB texture cube map" ) )
{
printf ( "ARB texture cube map NOT supported.\n" );
return 1;
}
init ()
initExtensions ();

const char * faces [©6] =
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}i

v

4 <4 4 <4 4 4 4 4 4 <4 4

t0
t0
t0
t0
t0
t0
t0
t0
t0
t0
t0
t0

./Textures/floor.bmp",
./Textures/floor.bmp",
./Textures/floor.bmp",
./Textures/floor.bmp",
./Textures/floor.bmp",
./Textures/floor.bmp"
lampMap = createCubeMap
texture = createTexture2D
[0 ] = Vector3D ( -1,
[1 ] = Vector3D ( 1,
[2 ] = Vector3D ( 1,
[3 ] = Vector3D ( -1,
[4 ] = Vector3D ( -1,
[5 ] = Vector3D ( 1,
[6 ] = Vector3D ( 1,
[7 ] = Vector3D ( -1,
[8 ] = Vector3D ( -1,
[9 ] = Vector3D ( -1,
[10] = Vector3D ( -1,
[11] = Vector3D ( -1,
[0 ] = Vector2D ( 0,
[1 ] = Vector2D ( 1,
[2 ] = Vector2D ( 1,
[3 1 = Vector2D ( 0,
[4 1 = Vector2D ( O,
[5 ] = Vector2D ( 1,
[6 ] = Vector2D ( 1,
[7 1 = Vector2D ( O,
[8 ] = Vector2D ( O,
[9 1 = Vector2D ( 1,
[10] = Vector2D ( 1,
[11] = Vector2D ( O

// setup texture coordinates for bump map

glutMainLoop ();

return 0;
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TpexmepHbie (3D) TekcTypbl
n pacwunpeHune EXT_texture3D

Texcrypa npeacrasisier co00i ynoOHbIA ¢crnoco0 3agaHus (QYHKIUMM HECKOJbKUX
nepeMeHHbIX. OYHKIMA ONHON MEePEMEHHOMN JerKo 3a1aeTcsd MpY MOMOILM OJHO-
MepHoil (1D) TekcTypbl, AByX — IByMepHOM, (YHKIIMS HAIpPaBICHUS B TpeXMep-
HOM IIPOCTPAHCTBE — IIPU MOMOIIM KyOM4YeCKOH TEKCTYPHOH KapThl.

ITpu 5ToM clIOXHOCTb 3a7aBaecMoil (hYHKIIMM HE WTpaeT MPaKTUUYeCKU HUKAKOU
ponu. Tlocie Toro kak ¢pyHKIMs Obla 3a7aHa MPU TMOMOLIM TEKCTYpbl, paboTa ¢
Hell MPOUCXOAUT OAWHAKOBO JIETKO BHE 3aBUCUMOCTH OT CJIOXKHOCTU MCXOAHOM
¢GYHKINN.

MexanusMm auHeiiHoro ¢puiabrpoBaHusi OpenGL dakTuuyecku sIBISETCS C1OCOOOM
NOJAWIMHENHOIO (B 3aBUCMMOCTH OT TUIA TEKCTYPbl) MHTEPIIOIMPOBAHMS 3HAYeE-
HUIA TEKCEJIOB Ha BCe TOYKU €IMHUYHOIO oTpe3Ka (KBaapara, cdepbl).

HaHHoe 00CcTOoATeNbCTBO AKTUBHO UCTIONB3YETCSI TTPU HANIMCAHWU CIOXHBIX ek -
JepoB (shader) — Tipolieyp 3aKpallluBaHUS TpaHell. 3a cueT 3Toro ynaetrcs B psi-
Jie ciayvyaeB obecrneuyuThb JOBOJIBHO CJOXHBIE 3aKOHBI PEeHAEPUHTA, peann3aius
KOTOPBIX MyTeM TIPSIMOTO BBIYMUCIEHUSI COOTBETCTBYIONINX (DYHKIIMH OO BoOOIIE
HEBO3MOXHA, JJMOO CIUIIKOM TPOMO3/Ka C BEIUUCIUTENbHOU TOUKM 3PEHUS.

OnHako B psae ciydyaeB (C HEKOTOPBIMU M3 HUX Mbl CTOJKHEMCS II03Xe) BO3HM-
KaeT HeoOXOAMMOCTb ompeaeaeHus] (GYHKIHUM TPeX HEe3aBUCUMBIX MEePEMEHHbIX.
BTO eCTeCTBEHHBIM 00pa3oM NPUBOAUT K MOHATUIO TpexMepHoii (3D) TekcTyphl.

M3HavanbHO MojyiepkKa TpexMepHbIx TeKcTyp B OpenGL Obl1a peanr3oBaHa nmpu
momonu pacmupennst EXT_texture3D, motom, HaumHas1 ¢ Bepcuu 1.2, oHa BO-
una B cranaapt OpenGL.

Paciuupenue EXT texture3D mmo3Bo/seT HPUIOXEHHUIO CO3IaBaTb U MCIONb30-
Bath B OpenGL TpexmepHble TEKCTYphl, KOTOPbIE MPEACTABISIIOTCS TPEXMEPHBIMU
MaTpULAMU TEKCEJIOB pa3sMepoM widthxheightxdepth (puc. 6.1).

Pacmupenne EXT_texture3D BBOIUT HOBYIO (DYHKIUIO glTexImage3DEXT, TTO3BO-
JISIIOIIYIO 33J1aBaTh TPEXMEPHBIE TEKCTYPhI, a TaKXKe PsJl KOHCTAHT, HEOOXOAUMBIX
JUTST pabOTHI ¢ HUMM.
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height

de\’m

width
Puc. 6.1. TpexmepHasa TekcTypa

Camoii BaxXHOI W3 BBOAUMBIX KOHCTAHT ABIMETCHA GL TEXTURE 3D EXT, BBICTY-
faoiliasg B KAuecTBE TUIIA TEKCTYpbl B oOpallleHud K (QYHKUUSIM glEnable,
glDisable, glIsEnabled, glGetTexImage U glGetTexParameter

Taxxke BBOIUTCA KOHCTAHTA GL_MAX_3D_TEXTURE_SIZE_EXT, TTO3BOJIAIOIIAA T10-
JIyYUTh MAKCHUMAJIbHbBII pasMep TpexXMepHOU TeKcTypbl. sl 3TOro CIyXuT cie-
Jyoluit hparMeHT Koja:

int maxSize;

glGetIntegerv ( GL MAX 3D TEXTURE SIZE EXT, &maxSize );

[lockonbKy mpu oOpallleHUMH K TPEXMEPHON TEKCType HeoOXOOMMBbI BCE TPU TEK-
CTYypHBIE KOOPAWHATHL (S, 7, F), TO BBOAUTCS KOHCTAHTA GL_TEXTURE WRAP R EXT,
MO3BOJISAIONIAsA 33JaTh 3aKOH MPUBEASHUS KOOPAUHATHI # B oTpe3ok [0, 1].

HenocpencrBeHHoe 3aiaHUe TPEXMEPHON TEKCTYPbl OCYILECTBISETCI IIPU IIOMO-

KU (GYHKIUKU glTexImage3DEXT, MPUMEP BbI30Ba KOTOPOW BBITJISAUT CIEIYIO-

MM 00pa3oM:

void glTexImage3DEXT ( GLenum target, GLint level, GLenum internalformat,
GLsizei width, GLsizei height, GLsizei depth,
GLint border, GLenum format, GLenum type,

const GLvoid * pixels );
3I[GCB B Ka4YECTBE MapaMeTpa target BBICTYIIAET KOHCTAHTA GL_TEXTURE_:’:D_EXT,

MapaMeTpbl width, height U depth 334al0T pa3Mep 3aIaBAEMOI TEKCTYPhl B TEK-
CeIsIX TIO0 KaXIOMy M3MepeHmIo. [lapameTpwl level, internalformat, border,
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format U type MOJTHOCTBIO AHAJTIOTMYHBI COOTBETCTBYIOIIUM IIapaMeTpaM (byHK—
HUA glTexImagelD U glTexImage2D.

st OpaBUIbHOIO 3alaHusl TPEXMEPHOM TEKCTyphl NpU MOMOIUM (YHKIMK
glTexImage3DEXT TEKCeJbl, paclojoxeHHbie B Oydepe 1o aipecy pixels,
JOJKHBI ObITh OpraHu30BaHbl KaK HAOOp U3 depth IPSIMOYILOJIbHBIX TEKCTYp pas-
MEpPOM width Ha height TekcesaoB (puc. 6.2).

height

W

ae?

width

Puc. 6.2. OpraHnsauus TpeXMepHoii TEKCTYPbl B MaMsTh

Ipu momomm mnapameTpoB GL UNPACK ROW LENGTH M GL_UNPACK ALIGNMENT
MOXHO 3alaTh PacTOJIOKeHNE TEKCEeIOB ST KaXIOM M3 STUX TIPSIMOYTONBHBIX
TEKCTYP.

A1 TpexmepHON TEKCTypbl AOIYCTUMO TAKXe MNUpaMUAaTbHOe (QUIbTPOBAHUE
(mipmapping), oaHAKO IJig 3TOro IOTpedyercs SIBHO 3aJaTh Bce HEOOXOMUMbIE
[IPOMEXYTOUHbIE YPOBHU AHAJOTMYHO TOMY, KaK OTO MPOUCXOAUT ISl OAHO- U
JBYMEPHBIX TEKCTYP.

O6paTtnTe BHUMaHNE HA TO, YTO €CJM B OMHOM M TOM 3X€ TEKCTYpHOM OJIOKE Of-
HOBpPEMEHHO pa3pellleHBl TeKCTYpPhl pasHBIX THIIOB, TO paboTaeT MeXaHW3M IIPH-
OpUTETOB: Hamboee MPUOPUTETHON TEKCTYpoil ABISAETCA KyOWdyecKass TeKCTypHast
KapTa, 3aTeM B TIOPSIKe YOBIBAaHWS TIPUOPUTETA WAYT TpeXMepHasi, IByMepHas 1
OIHOMEpHAasT TeKCTYPHI.

B nucrunre 6.1 npuBomutcs (GYHKIMS, CO3AAIOLIAST U 3arpyXaiolias B IaMsITh
rpacU4YeCcKOro YCKOPUTE/ISl TPEXMEPHYIO TeKCTypy. B kauyecrse 3HaueHMii LBETOB
IUIs1 TEKCEJIOB TEKCTYPbl KCIIONb3YIOTCS KOOPAMHATBI COOTBETCTBYIOILMX TOYEK
€IMHUYHOIO TPEXMEPHOIo Kyba (T. €. TeKcelly ¢ KoopauHaraMu (S, 7, F) COOCTaB-
nsiercsi RGB-3HaueHue, yucieHHO paBHoe (S, 7, F)).
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Jinctuur 6.1. CozaaHne TpexmMepHoOn TEKCTYpbI

unsigned

{

printf ( "Creati
text
* data
offs

unsigned
byte
int
float step
for ( int 1 = 0;
for ( int j
for ( in
{
data
data
data
}
glGenTextures (
glBindTexture (

glTexImage3DEXT

glTexParameteri

glTexParameteri

glTexParameteri

glTexParameteri

glTexParameteri

delete data;
printf ( "Done.\

return texture;

createSimpleTexture (

int size )

ng 3D texture.\n" );

ure;
= new byte [3*size*size*size];
= 0;
= 1.0f / (float) size;
i < size; i++ )
= 0; J < size; j++ )
t k =0; k < size; k++ )
[offs++] = (byte) (255*step*i);
[offs++] = (byte) (255*step*]j);
[offs++] = (byte) (255*step*k);

1, &texture);

GL TEXTURE 3D EXT, texture );

( GL TEXTURE 3D EXT, 0, GL RGB, size, size,
0, GL RGB, GL UNSIGNED BYTE, data );

( GL TEXTURE 3D EXT, GL TEXTURE MAG FILTER,
GL LINEAR );

( GL TEXTURE 3D EXT,
GL LINEAR );

( GL TEXTURE 3D EXT,
GL REPEAT );

( GL TEXTURE 3D EXT,
GL REPEAT );

( GL TEXTURE 3D EXT,
GL REPEAT );

GL TEXTURE MIN FILTER,

GL TEXTURE WRAP S,

GL TEXTURE WRAP T,

GL TEXTURE WRAP R,

")

size,

Cneaylowuii nanee ¢parMeHT Koga (JIMCTUHI 6.2) JeMOHCTPUPYET NMpUMEHEHUE
TPEXMEPHOM TEKCTYPbl [UISL TEKCTYPUPOBAHMUSI CIIOXHOILO 0ObeKTa, IIPU ITOM
BBOAMUTCSI MAaTpulia [1peodpa3’oBaHus TEKCTYPHBIX KOOPAMHAT, YTOObL COXPAHUTH



TpexmepHsie (3D) TekcTypbi u paciunperue EXT texture3D 125

HEM3MEHHBIMH KOOPAWHATBHI COOTBETCTBYIOIIMX TOYEK IIPU IIPeoOpa3soBaHUSIX
00OBEKTA.

NuctuHr 6.2. NMpumep NCNONbL30BaHUA TPEXMEPHOMW TEKCTYPbI

//

// Sample to show creating and using 3D textures in OpenGL

//

#include "libExt.h"
#include "1ibTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Torus.h"
#include <glut.h>
#include <stdio.h>

#include <stdlib.h>

Vector3D eye (2, 2, 2); // camera position
unsigned tex3D;

float angle = 0;

float angle2 = 0;

Torus torus ( 1, 3, 30, 30 );

unsigned createSimpleTexture ( int size )

{
printf ( "Creating 3D texture.\n" );

unsigned texture;

byte * data = new byte [3*size*size*size];
int offs = 0;

float step = 1.0f / (float) size;

for ( int 1 = 0; 1 < size; i++ )
for ( int j = 0; j < size; j++ )
for ( int k = 0; k < size; k++ )
{

data [offs++] = (byte) (255*step*i);
data [offs++] = (byte) (255*step*]j);
data [offs++] = (byte) (255*step*k);

}
glGenTextures ( 1, &texture);
glBindTexture ( GL TEXTURE 3D EXT, texture );
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glTexImage3DEXT ( GL TEXTURE 3D EXT, 0, GL RGB, size, size, size,
0, GL RGB, GL UNSIGNED BYTE, data );

glTexParameteri ( GL TEXTURE 3D EXT, GL TEXTURE MAG FILTER,
GL LINEAR );
glTexParameteri ( GL TEXTURE 3D EXT, GL TEXTURE MIN FILTER,
GL LINEAR );
glTexParameteri ( GL TEXTURE 3D EXT, GL TEXTURE WRAP S,
GL REPEAT );
glTexParameteri ( GL TEXTURE 3D EXT, GL TEXTURE WRAP T,
GL REPEAT );
glTexParameteri ( GL TEXTURE 3D EXT, GL TEXTURE WRAP R,
GL REPEAT );
delete data;
printf ( "Done.\n" );
return texture;
}
void init ()
{
glClearColor ( 0, 0, O, 1 );
glEnable ( GL DEPTH TEST );
glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );
glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
int i;

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glEnable ( GL TEXTURE 3D EXT );
glBindTexture ( GL TEXTURE 3D EXT, tex3D );
glMatrixMode ( GL MODELVIEW );
glPushMatrix ();

glTranslatef ( -4, -4, -4 );

glRotatef ( angle, 1, 1, 0 );
glRotatef ( angle2, 0, 1, 1 );

torus.draw ();
glPopMatrix ();
glutSwapBuffers ();
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void

{
g
g
g
g
g
g
g

}
void

{

}
void

{

}

reshape ( int w, int h )
1Viewport (0, 0, (GLsizei)w, (GLsizei)h );
1MatrixMode ( GL_PROJECTION ) ;
1LoadIdentity ()
luPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
1MatrixMode ( GL_MODELVIEW ) ;
1LoadIdentity ()
JuLookAt ( eye.x, eye.y, eve.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up
key ( unsigned char key, int x, int vy )

if ( key == 27 || key = 'q" || key == 'Q" )
exit (0 );

if ( key == "p' || key == 'P' )
saveScreenShot ( "texture-3D.tga" );
animate ()

angle = 0.04f * glutGet ( GLUT ELAPSED TIME );

angle2 = 0.02f * glutGet ( GLUT_ELAPSED_TIME )
glutPostRedisplay ();

int main ( int argc, char * argv [] )

{

// initialize glut
glutInit ( &argc, argv );

// quit requested

// screenshot

glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;

glutInitWindowSize ( 500, 500 );

// create window

int win = glutCreateWindow ( "OpenGL EXT texture3D example

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutIdleFunc ( animate );

)i
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if ( !isExtensionSupported ( "GL EXT texture3D" ) )

{
printf ( "EXT texture3D NOT supported.\n" );

return 1;
}
initExtensions ();
tex3D = createSimpleTexture ( 32 );

init ();
glutMainLoop ();

return 0O;

He 3abwiBaiiTe, 9TO TpexMepHBIE TEKCTYPHI (B OTIMYME OT OTHOMEPHBIX M JBY-
MEpHBIX) 3aHUMAIOT Topasfao Oonblie namsaTu (tak TpexmepHas RGBA-tekcrypa
pasmepoM 256x256x256 sanumaet 64 MGaiiT BUICOMAMSATH ), TIO3TOMY MX MCIIOb-
30BaHNE MOXET OTPUIIATELHO CKa3aThes Ha OBICTPOMEHCTBUH TTPOTPAMMEL.

Haneko He Bce opMaThl U300paXeHUH MOMAECPXKUBAIOT XpaHEHUE TPEXMEPHBIX
tekctyp. Haubonee noaxonsgiumu 11 paboTel ¢ HUMU BisioTca DDS-daiinbl.

Ha npunaraeMoM K KHUTe KOMIIaKT-AUcKe coaepxkutcs oudauoteka libTexture3D,
KOTOpasi TO3BOJISIET 3arpyKaTh B MaMsTh IpaduyeckKoro yCKOPUTENSI TpeXMepHbIe
TekeTypbl U3 DDS-¢aiiioB 1 coxpaHsSTh MacCUBBI TEKCEJNIOB KaK TPEXMEPHYIO
TEKCTYpYy B ¢aiine.

JluctuHr 6.3 MUTIOCTPUPYET 3aroN0BOYHBIN (aili f1aHHOK GUMOIMOTEKN.

Jinctuur 6.3. ®ann libTexture3D.h

//

// load and save 3D images from/to DDS file's

#ifndef _ LIB TEXTURE 3D

#define _ LIB TEXTURE 3D

class Data;

bool saveTexture3D ( int width, int height, int depth,
int components, const byte * data,
const char * fileName );

unsigned createTexture3D ( bool mipmap, const char * fileName );

unsigned createTexture3D ( bool mipmap, Data * data );

#endif
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DYHKINA  saveTexture3D COXpaHSIET TPEXMEPHYIO TEKCTYpPY pasMepoM
width*height*depth C 4YWCcJIOM OalTOB Ha TeKceNd, 3aJaHHBIX MapaMeTpoOM
components, B a1 ¢ 3amaHHEBIM WMeHeM B ¢opmare DDS. ®yuxkumm
createTexture3D CIYXaT JUISI 3arpy3Kd B MaMsATh TIpachuyecKoro YCKOPUTEs
TpeXMepHO TeKcTypbl U3 ¢daitna ¢gopmara DDS. B kauecTBe BXOJHOTO TapamMeT-
pa MOXeT BBICTYyNaTh Kak uMs (paiiia, Tak U o0BbEeKT Kiacca Data.

Bocronbsyemest aToit 6u011MOTEKOM LISt CO3AaHUS TPEXMEPHOI TEKCTYpPhl, COAep-
Kalllei 3HaYeHMs TaK HasblBaeMoi 1iymoBoii dyHkimu (Perlin noise).

Brniepsoie BBeneHHass Kenom IlepnuHoM 1mymoBast hyHKIIMS TIpeACTaBAsIET co0OM
HEMpepbIBHYIO (PYHKIINIO, TPUHUMAKOIIYIO 3HaYeHUsT U3 otpeska [—1, 1]. Ee no-
BeJieHNEe OYeHb HAalIOMWHAET TaK Ha3bIBaeMbli OENbIi 1IyM, B KOTOPOM TpakTUde-
CKH He3aMeTHblI KaKue-In0o PeryasipHOCTH, YTO JIeJIaeT OYeHb YIOOHBIM MpUMe-
HeHUe 3TOW (PYHKIUU ISl TIPECTABIEHUS] PA3IUUHbBIX CTOXACTUYECKUX Tpoliec-
COB WJIU SBJICHUM.

B yactHoCcTH, 3Ta QYyHKIHMS OYeHb LIMPOKO MPUMEHSIETCS IPU HAMMCAHUM pas-
JIMYHBIX IIEHIepOB — MPOTrpaMM, 3aAAIOIIMX 3aKOH 3aKpalliBAHUS MOBEPXHOCTHU.
C ee IOMOILBIO MOXHO JIETKO MPUIATh MOBEPXHOCTU IIpeIMeTa HEKOTOpPYyI0 He-
PEryJsipHOCTbD.

Ha puc. 6.3 npencrasieH rpaduk AByMEpPHO# 1IyMOBOW (PyHKLUMM (B BUAE TEK-
CTYpHI).

Puc. 6.3. paduk wymoBon GYyHKUMN OT ABYX MEPEMEHHbLIX
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OnHaKo HeTOoCPEeNCTBEHHOE BBIYUCIEHNE Takol (GYyHKINKM (0COOEHHO OT He-
CKOJIbKMX MepeMeHHbIX) TpeOyeT GONbIIMX BBIYMCIUTEIbHbBIX 3aTPaT, IOITOMY BO
MHOTHUX CJIy4asix OHa 3amaeTcs TIpW TTOMOIIM 3apaHee pacCYNTaHHON TEKCTYpPHI.
Ho B aTOM ciyyae ee 3HaueHMS HA MPOTUBOIMOJIOXHBIX KPasdX JOKHBI COBIANATD,
WHaYe TIPH BBIXOJE TEKCTYPHBIX KOOPIWHAT 3a ¢MWHWYHBIN KBafpaT TTPOM30MACT
CKAYOK, YTO KpailHe HexelaTeJbHO.

[loaToMy, Kak ImpaBuIo, cHayala CTPOMUTCS OObIYHAs LIYMOBAs TEKCTypa, a 3aTeM
obecrieynBaeTcsl COBIIAJicHNE 3HAUCHN Ha ee Kpasix.

OnHaKo BO MHOTUX CJIy4Yasix OOBIYHOM MBYMepHON (GyHKIIMH ObIBAeT HEAOCTATOU-
HO, MOTOMY BO3HHMKAeT MOTPEOHOCTh B TPEXMEPHOM IYMOBOIl TexcType. B nuc-
TUHTE 6.4 TIPUBOAUTCS TIOJHBIA MCXOOHBIA TEKCT YTUIUTHI, CTPOSIIEH MO 3agaH-
HBIM IapaMeTpaM TaKylo TeKCTYpY.

NucTuHr 6.4. YTunura Ansg nOCTPOeHUA TPEXMEPHOWU LUYMOBOW TEKCTYpPbI

//
// Create a 3D periodic noise texture and save it in DDS file
//
#include "libExt.h"
#include "noise.h"
#include "libTexture3D.h"
#include <stdio.h>
class VCube
{
int n;
int nz;
Vector3D * v;
public:
VCube ( int size )
{
n = size;
n2 = n*n;
v = new Vector3D [n*n*n];
}
~VCube ()

{

delete v;
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Vector3Dé& vertex ( int i, int j, int k)

{

return v [i*n2 + j*n + k];

}i
inline float drop ( float t )
{

return 1.0f - pow ( t, 40 );
}
const Vector3D offsGreen ( 0.12345, 0.23456, 0.34567 );
const Vector3D offsBlue ( 0.35792, 0.46803, 0.79486 );
static byte * createNoiseTextureBytes ( int size, int octaves
{

// build cube lattice

// with noise

VCube ve ( size );

int i, 3, ks

float inv = 1.0f / (float)size;
float inv2 = inv * (float)octaves;
Vector3D v;

Noise noise;

// £ill the lattice
// with noise
for (1= 0; i < size; i++ )
for ( j = 0; j < size; j++ )
for ( k

0; k < size; k++ )

v.X = 1 * inv2;

v.y = J * inv2;

v.Z k * inv2;
vc.vertex (1, j, k) =
Vector3D ( noise.noise ( v ),
noise.noise (v+offsGreen),

)
noise.noise (v+offsBlue ) );

// now we want to make

// it periodic by // adjuisting border

// values

)
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VCube ve2 ( size );
for (1 =0; i < size; i++ )
for ( §J = 0; j < size; j++ )
for ( k= 0; k < size; k++ )
{

float xDrop = drop ( i * inv );

float yDrop = drop ( j * inv );
float zDrop = drop ( k * inv );
ve2.vertex (i, j, k) =
xDrop*yDrop*zDrop*vc.vertex (i, ], k)+
(1-xDrop) *yDrop*zDrop*vc.vertex (size-1-1i,7j,k)+
xDrop* (1-yDrop) *zDrop*vc.vertex (i,size-1-7j,k)+
(1-xDrop) * (1-yDrop) *zDrop*vc.vertex (size-1-1,size-1-3,k)+
xDrop*yDrop* (1-zDrop) *vc.vertex (i,7,size-1-k)+
(1-xDrop) *yDrop* (1-zDrop) *vc.vertex (size-1-1,7,size-1-k)+
xDrop* (1-yDrop) * (1-zDrop) *vc.vertex (i,size-1-7,size-1-k)+
(1-xDrop) * (1-yDrop) * (1-zDrop) *vc.vertex (size-1-i,size-1-7,size-1-k ;
}
// now create 3D texture
byte * noiseTable = (byte *) malloc ( size * size * size * 3 );
if ( noiseTable == NULL )
return NULL;
byte * ptr = noiseTable;
for (1 =0; i < size; i++ )
for ( §J = 0; j < size; j++ )
for ( k= 0; k < size; k++ )
{
Vector3D n ( vc2.vertex ( i, J, k) )
*ptr++ = (byte) (127.5 * (1.0 + n.x ) );
*ptr++ = (byte) (127.5 * (1.0 + n.y ) );
*ptr++ = (byte) (127.5 * (1.0 + n.z ) );
}

return noiseTable;

bool saveNoiseTexturel3D ( int size, int octaves,

const char * fileName )

byte * data = createNoiseTextureBytes ( size, octaves );
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if ( data == NULL )
return false;
bool result = saveTexture3D ( size, size, size, 3, data,
fileName );
free ( data );
return result;
}
int main ( int argc, char * argv [] )
{
if ( argc != 4 )
{
printf ("Usage:\n" );
printf ("\tmake-3d-noise size octaves filename\n" );
printf ("Where\n\tsize is texture size in texels,\n" );
printf ("\toctaves is number of \"periods\" of noise\n" );
printf ("\tfilename is the name (with dds extension)
“texture will be saved to.\n" );
return 1;
}
int size = atoil ( argv [1] );
int octaves = atoi ( argv [2] );

octaves < 1 )

if ( size < 1
{

printf ( "Illegal data.\n" );
return 1;
}
printf ( "Building %dx%dx%d noise texture...\n" );
if ( saveNoiseTexture3D ( size, octaves, argv [3] ) )
printf ( "3D noise texture successfully created !\n" );
else

printf ( "Error creating texture.\n" );

return 0O;

Mbl OygeM aKTMBHO MCHOJb30BaTh LIYMOBbIE TEKCTYPbl B 21age I8 mpu Hamuca-
HUM meiiaepos Ha s3pike GLSL.



MhaBsa7

PacwupeHuna ARB_point_paramters
n ARB_point_sprite
ANnA co3fgaHuAa cCUCTeM YacTul,

O6a paciupeHusi, paccMaTpuBaeMble B 9TOW TIaBe, MpelHa3HavYeHbl Ui obJer-
YEHUS CO3MaHNs W paboTH ¢ TaK HA3bIBAEMBIMH CUCTEMaMM YacTHIl (TToapoOHee
o Hux B [1]). TTpu 3TOM TMOCTOSIHHO BO3HUKAET HEOOXOAMMOCTb BbIBOJA OOJIb-
1IOTO YKCJIA TOYEK PA3UYHBIX Pa3MepoB WU HEOOJBIIUX TPSIMOYTOJIbHBIX U30-
OpaxeHUil — cMpailToB (sprite).

Xota B crangaptHoM OpenGL noanepxxuBaeTcss BO3MOXHOCTb 3a1aHUS Pa3MepOB
BBIBOJIUMbIX TOUYEK (YHKIIMEH glPointSize, OMHAKO MPU ITOM Ha pa3Mep BbIBO-

JIUMOU TOYKM HE BJIMSET pacCTodaHue 10 HEC, U 0T06pa>1<eﬂme TOUYEK MaAJICHbKUX
pasMEpPoB HE BCCraa ITPOUCXOIUT JOCTATOYHO KPACHUBO.

Pacmupenune ARB_point_parameters mo3BoJisieT 3agaBaTh ISl BBIBOJUMBIX TOUYEK
yMEHBbIIIeHNe UX pa3MepoB (ociadieHre sIipKocTH) B 3aBUCUMOCTH OT PACCTOSTHUST
W UCTIONIb30BaTh alb(ha-KaHajl 1[BeTa BEIBOJUMOUN TOUKM IJIsI Oojiee TOUHOTO yyeTa
ee pasMepa.

[lpu BBIBOAE TOUKU €€ pasmep mpeobdpasyercsl B 3aBUCUMOCTU OT PACCTOSHUSA 10
HaOI0AaTeNsl COIIaCHO (hopMyIie

size' = clamp (size O/ atten(d )) ,

rae Jepe3 size 00O3HAUEH WCXOAHBIH pasMep TOUKHM, 3adaBaeMblii (QyHKIMel
glPointSize; Uyepe3 d — paccTossHMe OT HabjojaTenst 10 TOUKU B CHCTeMe KO-
OpIMHAT HaOIIOAATENSI.

@OyukuMs clamp ocyleCTBISIET NpUBeIeHUe 3HAYeHUsI CBOEro apryMeHTa B OTpe-
30K [sizeMin, sizeMax]:
Ck,s O [sizeMin, sizeMax] ;
clamp (s) =0 sizeMin,s < sizeMin;

E sizeMax, s = sizeMax.
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KoadduimeHT ocnabaeHus ¢ yueToM pacCTOSTHUS 3aaeTcsl caenyroleit hopMmynoii:
S

a+b 0 +c?

KoadduumenTs! a, b u ¢ 3ana0Tcs MoJb30BATEEM.

atten (a’ ) =

[lpu pacrepusaluu TOUKU €€ TUaMeTp MpeodpasyeTcsd Mo 3aKOHY

0 Ld=zd;
. ', d' = d;; O
diameter (d') = ade (d') = '
( ) Edtad'<dr§ Jade d") %d—gz, d' <d,.

IIDer

B pesynbrarte BBIBOOMTCS TOYKA ¢ HOBBIM IUAMETPOM, A €€ 3HaueHue aibda-
KaHata yMHOXaeTcsl Ha Kod¢hdUUUEHT fade, uTo IO3BOJAET OGojee aKKypaTHO
GopMUpOBaTh N300pAKEHNE MATEHBKUX TOYEK.

B stix dopmynax BerwunHa d; 3amaeT HEKOTOPYIO TpaHUILY, HAYWHAS ¢ KOTOpOit
repenavya pasMepa TIPOUCXOIUT MTyTeM M3MEHEHUS TIPO3PaYHOCTH TOUKH.

Mg 3amaHus BceX yKa3aHHBIX MapaMeTpoB CIy:KAT BBOAMMBIE 3TUM pacllUMpeHU-
eM (QYHKLMU;

void glPointParameterfARB ( GLenum pname, GLfloat param );

void glPointParameterfvARB ( GLenum pname, GLfloat *params );

Huxe npuBoauTcs npumep 3agaHusl KodpGhULUMEeHTOB ocnabneHust a, b u c.

float coeffs [] = { 1, 0, 0.01f };

glPointParameterfvARB ( GL POINT DISTANCE ATTENUATION ARB, coeffs );
3agaHue BeJUMYUHbL d; WUIIOCTPUPYET CAeAyIoLMil ¢hparMeHT Koaa:
glPointparameterfARB ( GL POINT FADE THRESHOLD SIZE ARB, dt );
KoadduuueHTsl sizeMin U sizeMax, 3ajaloliyde jAUana3oH WM3MEHEHUS pealib-

HOrO  pasMepa TOYKM, MOIYT OBbITb OIpeneaeHbl MNpPM IOMOILIU CAENYIOLIEro
¢parmeHTa Koaa:

glPointParameterfARB ( GL POINT SIZE MIN ARB, sizeMin );
glPointParameterfARB ( GL POINT SIZE MAX ARB, sizeMax );

Tekyliye 3HAYEHUS] MCIOJb3YyEMbIX MAPAMETPOB MOXHO IOJIY4YUTh 4epe3 (hyHK-
LMI0 glGet*, KaK MOKa3aHO B jJucTuHre 7.1.

NuctuHr 7.1. NMony4yeHune TeKyLMX NapamMeTpoOB TOUYKU

float minSize = 0;
float maxSize = 0;
float dt = 0;

float coeffs [3];
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glGetFloatv ( GL_POINT SIZE MIN ARB, sminSize ) ;
glGetFloatv ( GL POINT SIZE MAX ARB, §maxSize );
glGetFloatv ( GL_POINT FADE THRESHOLD SIZE ARB, &dt )i
glGetFloatv ( GL POINT DISTANCE ATTENUATION ARB, coeffs )

OnHaKo TS CHCTEM YacTHIl yYallle BO3HWKAaeT HeOOXOIMMOCTh BBIBOAA HE TIPOCTO
TOYEK, a MPSIMOYTOJIBHBIX U300pakKeHUIt, OPUEHTUPOBAHHBIX MapalJIeJbHO SKpaHy
(Tak HaswIBaeMbIx billboard, nanee Mbl OyneM yrmoTpebasaTh TEpMUH CIIPAMT).

XOTS BBIBOI TAKMX CIPANWTOB JIETKO MOXHO Peaju30BaTh IPU MOMOILM CTAHIAPT-
HbIX Bo3MoxHocreli OpenGL (mpumepst ectb B [1]), HO pacluupeHue
ARB point_sprite 1103BOJISIET OCYLIECTBJISATb BbIBOJA, OOJBLIOIO 4ucjia CIPaiiTOB
ropasao mpolle U ObicTpee.

HaHHoe pacliiipeHne TO3BOJISIeT TPU BbIBOJAE TOYKM Ha CaMOM Jejie BbIBOAUTH
KBajipaT (C pa3MepoM, COOTBETCTBYIOIIUM pa3Mepy TOUKM), TapaIeTbHBIN 3KpaHy
TaK, 4ToO €ro pedpa mapaieabHbl ocsiM 3kpaHa. [lpu BeiBoge MoaoOHOTO KBajpaTa
Ha HEro HaTSTUBaeTcsl BHIOpAaHHAs! B TAHHBIM MOMEHT TeKcTypa (puc. 7.1).

Puc. 7.1. BbiBOA, cripaiToB

Komanna

glEnable ( GL POINT SPRITE ARB );

paspelaer peXXuM BBIBOA TOYEK B BUJAE CHPANTOB, TPUYEM OHA JICHCTBYET Cpasy
Ha BCe MMEIOIINECS TeKCTYpPHBIE OJIOKH.

HOCKOJIbe B OTOM PECXKHUME BMECTO ONHOH TOYKH BBIBOAUTCS KBaapar, TO Heo0-
XO0OUM ME€XAHM3M, HO3BOJIIOIIMA aBTOMATUYECKH BbIYUC/ISTh KOPPEKTHbLIC 3HA-
YECHHUA TCKCTYPHbBIX KOOpAMHAT AJ1d BCEX TOUEK BbIBOAUMOIO cnpaﬁTa.

10T PEXHUM BKITIOYACTCS MTPU ITOMOIIN KOMaHAbI

glTexEnvef ( GL POINT SPRITE ARB, GL COORD REPLACE ARB, GL TRUE );

Ha puc. 7.2 nokazaHo, Kak 3a1al0Tcsl TEKCTYPHbIE KOOPAMHATEL B 3TOM Clyyae.
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0.0)

(1.1)

Puc. 7.2. HasHayeHne TEKCTYPHbIX KOOpAMHAT
L1191 BBIBOAMMOIO cripanTta

Ecin PEXUM aBTOMATUYCCKOTO BBIYHUCIICHUS TEKCTYPHBIX KOOPAWHAT BBIKIIOYCH,
TO BCEM TOYKAM BbIBOAMMOIO KBaJpara 6YZL€T COIIOCTABJICHO OJHO M TO 2K€ 3HA-
YEHUE TEKCTYPHBIX KOOPAWHAT, SABJIAIOIICECA TCKYIIUM HAa MOMEHT BbIBOJd TOYKH.

PexxuM aBTOMaTHUECKOTO BBIUYMCICHUSI TEKCTYPHBIX KOOPAMHAT 3a7aeTcsl OTAENb-
HO U1 KaX/I0r0 TeKCTYpHOro 0Ji0Ka.

HOMHI/ITC, YTO OTCC€YCHUE BbIBOAMMBIX CHpaﬁTOB IIPOU3BOAUTCA IIO TAKUM XK€
paBujIaM, Kak ajast TOYEK, T. €. €CJIN TOYKA, COOTBETCTBYIOIIAst cnpaﬁTy, OTCEKa-
€TCA, TO BECb OTOT cnpaﬁT TaKXK€ HE€ BbIBOJAUTCA.

I[lpy >TOM BCEe BBIBOAMMBbIE CIPANAThl IOABEPXKEHBl OEHCTBUIO pPacCILUPEHUs
ARB_point_parameters, T. €. UX pasMep U MPO3PAYHOCTb 3aBUCSIT OT PACCTOSTHUS
J10 HabJoaaTess.

[lapameTpbl BbIBOAA TOUYKU (CIpaiiTa) MOTYT ObITh 3aHECEHbl B CTEK MPU ITOMOIIMU
KOMaHIbl glPushAttrib €O 3HAYeHMEM OWTa GL_ POINT BIT. Pexum BKiiO-
YeHUs1/BbIKJIIOYEHHUs] MCIONb30BAHUS CIPARTOB TAKXKE COXPAaHsETCs1/BOCCTaHAB-
JIUBAeTCS TIpU TIOMOIMM (DYHKIMM glPushAttrib/glPopAttrib cO 3HAYEHHEM
GL ENABLE BIT.

IocpenacTteoM paciiupenuii ARB point parameters 1 ARB _point_sprite MOXHO
JIETKO peain3oBaTh HIMPOKUIN KJIacc TaK HA3bIBa€MBIX CUCTeM 4vacTull (particle
Systems).

CucTeMbl YaCTUL, YACTO HEOOXOAUMBI I MOAEIMPOBAHMS PA3IMYHBIX CIOXHBIX
TIPUPOTHEIX SIBIEHNT, TAKUX KaK OTOHb, B3PBIBLI, (POHTAHBI, BOMOTIAAEI U T. TI.

MakTUYecKN CUCTeMa YAacTHI[ TIpeACTaBisieT coOoif OoYeHBb OOJBIIOE YUCITO TIPO-
CTEMIINUX OObEKTOB (HA3bIBAEMBIX YACTUIIAMU), OOBIMHO OTOOpAXKAEMbIX HA DKpaHe
TIpM TIOMOIIN cTpaiiToB. Kaxkmas gyacThIia MomduHsIeTesl TTPOCTOMY 3aKOHY aHWMa-
LMK, OIpeessioleMy U3MeHEHNEe ee MOJOXKEHMs, 11BeTa U APYIMX MapaMeTpoB CO
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BPEMECHEM. an/I 3TOM 3a CYeT OYCHbL OOJIBIIOTO YMCIa QJIEMEHTAPHBIX 00BEKTOB
(‘{aCTI/ILl) yAAa€TCA IIOJYYUTb B UTOIC JOCTATOUHO CJIOXKHOE€ INOBCACHUEC UM MHTCPEC-
HbIC BU3YAJIbHBIC BCI)CIJGKTBI OAaKE TIPU JOCTATOYHO ITPOCTBIX 3aKOHAX aHUMAIIuH.

Huxe MBI paccMOTpUM peau3alMi0 HECKOJbKHUX MPOCTEHIIUX CHCTeM YacTHII
Ipy IIOMOILMY BBEIEHHBIX B 3TOH InaBe paciuupeHuii ARB point parameters u
ARB_point_sprite. Mbl OyzeMm gajiee cunMTaTh, YTO KaXaasi yacTulla objgamgaer cie-
JOYIOLUIMMU aTpuOyTaMu: MOJIOXEHUEM B IIPOCTPAHCTBE, CKOPOCThIO, MACCOIA, 1IBe-
TOM, BpeMEHEM XU3HH, pa3MepoM M yKe TTPOXKUTHEIM BpeMeHEM.

JlvictuHT 7.2 comepXWT OTNMMCAHWE CTPYKTYPHI, WHKATICYINPYIOMIeH BHYTPHU ceOst
BCIO MH(pOPMALIMIO O yacTHULE.

JIncTuHr 7.2. OnucaHume YyacTvubl

struct Particle

{
Vector3D pos;
Vector4D color;
Vector3D velocity;
float mass;
float time;
float lifeTime;
bool alive;

bi

B sroit CTPYKTypE TOJY pos, color, velocity, mass, 1ifeTime COOTBETCTBYIOT
IOJOXECHNUIO YaCTULIBI B ITPOCTPAHCTBE, €€ LIBETY, CKOPOCTH, MACCE U IIPOIJOKU -
TEeJIbHOCTU KM3HU. TToje time COICPXKHUT B cebe YK€ TIPOKUTOC YacTULIEH BpEMA
(KaK TOJNBKO €ro 3HauyeHue IPEeBbICUT lifeTime, YACTULA OYAET YHUUTOXEHA).
3HadeHus O alive SBIISIOTCS TIPU3HAKOM HCITOJIb30OBAHUS COOTB@TCTByTOU.[Cﬁ
YACTULIbI B JAHHbBIA MOMEHT BpE€MECHU.

Mg opraHuM3anuy BceX YACTUII B CHUCTEMY Mbl BBEIEM CIELMANbHbIA KJIacc, MH-
KaTcyTupyomuit BHYTpH ceOs OCHOBHBIE OTEpalMW ¢ YACTUIIAMW. CO3TaHWe,
AHMMALIMIO U PEH/IEPUHT.

Jluctunr 7.3 comepuT uHTEpdEc TaKoro Kiacca.

JlnctuHr 7.3. OnncaHme knacca ParticleSystem

class ParticleSystem

{
protected:
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Particle * particle;

int maxParticles;
int numParticles;
float lastUpdateTime;
float lastCreateTime;
float birthRate;
float size;
Vector3D pos;
int srcBlend, dstBlend;
unsigned textureld;

public:

ParticleSystem ( int theMaxParticles, float theBirthRate,
const Vector3D& thePos, unsigned id = 0 );
virtual ~ParticleSystem ();
void setTexture ( unsigned id )
{
textureld = id;
}

virtual void update ()7
virtual void render ()7
virtual void createParticle ( Particles& ) = 0;

bi

BaxxHBEIM 00OCTOSATENIHCTBOM, KOTOpPOE CIeAyeT UMETh B BHAY IIPU paboTe ¢ CUCTe-
MaMHU YacTHII, SIBJISIETCS HEOOXOAMMOCTDb ONTUMU3AINHY, ITOCKOJIBKY B IIPOTUBHOM
ciyyae Hajmyue OOJBIIOrO YMCIA YacTUIl B CHCTEME CIIOCOOHO 3aMETHO 3aMel-
JUTh mporpamMmy. Hambosiee cylecTBeHHBIM B ONITUMU3AINN SIBJISETCS CO3MaHUE
W YHUYTOXEHHE OTAETBHBIX YacThll. SIBHOE BbIIeIeHNE W OCBOOOXICHHE TTaMSITH
(Harpumep, KOMaHAAMHU new U delete) MOXET MPUBECTU K JOBOJBHO OOJBIINM
BpeMeHHBIM 3aTparaM. [1o3ToMy OOBIYHO 3apaHee BbIACISECTCS MaMsITh Ha JOCTa-
TOYHO OOJIBIIIOE KOJWYECTBO YACTHI, W Kaxpias 4YacThlla cHabOxaercsl (raroMm
(alive), OTpeneNsOIIUM, aKTUBHA JIM OHA ceivyac WIU cBOOOMHA W MOXET ObITh
TIepenCIoIb30BaHAa.

Brizos BUPTYyaJIbHOIoO METOAA IJIA KQXJIOU OTAEIbHOM YaCTUILIbl MOXET TOXE OKa-
3aTbCAd BECbMaA IOPOIOCTOALLMM, IIOOTOMY Iopasao Jy4dll€ B OJHOM BUPTYAJIbHOM
METOIEC 06pa6aTbIBaTb Ccpasy BCC 4aCTULIbI CUCTEMDbI.

PaCCMOTpI/IM OCHOBHbBIE METOIbI ONTMCAHHOTO BBILIEC KJIACCA ParticleSystemn.
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B xoHcTpyKTOpEe 3TOTO Kilacca OCYIIECTBISETCS BBIIETCHNE TIaMSITH M WHHUITHAH -
3aIMsT OCHOBHBIX MepeMeHHBIX. K HUM OTHOCHUTCS CKOPOCTH POXICHUS YaCTUIL
(4MCII0 YacTHII B CEKYHAY), TTOJOKEHNE CUCTEMBI, BEIOpaHHasT TEKCTypa.

B nectpykTope Kiacca ocylLeCTBISIETCS OCBOOOXIEHUE BbLIEICHHON MO 4acTH-
ubl namsatu. [puMep WiTlOCTpUpyeT JUCTUHT 7.4.

JIncTuHr 7.4. KOHCTPYKTOP U AECTPYKTOP ANA Knacca ParticleSystem

ParticleSystem :: ParticleSystem ( int theMaxParticles,
float theBirthRate,

const Vector3D& thePos, unsigned id )

maxParticles = theMaxParticles;

particle = new Particle [maxParticles];
numParticles = 0;

birthRate = theBirthRate;

pos = thePos;

textureld = id;

lastUpdateTime = 0.001f * glutGet ( GLUT ELAPSED TIME );

lastCreateTime = lastUpdateTime;

srcBlend = GL_SRC ALPHA;

dstBlend = GL_ONE;

memset ( particle, '\0', maxParticles * sizeof ( Particle ) );
}
ParticleSystem :: ~ParticleSystem ()

{

delete particle;

MeTton render IS BHIBOAA CHUCTEMBI YACTHI] KpaifHe IIPOCT:

1. Coxpansiiores Tekyuiue napamerpsl cocroguus OpenGL.

2. Bxirouaercst peXXnuM HMCITOJIB30BAHUS CIIPATOB.

3. OcyluecTBiIsSIeTCs BbIBOA BCEX AKTMBHBIX YACTHII.

4. Tlo oxkonuanuu BeiBoma coctossHne OpenGL BoccraHaBimmBaeTcs.

OOparuTe BHUMAHME, YTO IIPU BbIBOJE CUCTEMbI YACTHUIl OTKJIIOYAETCS 3alUCh B
Oydep rayOuHbI, OMHAKO T€CT INIyOMHbI OCTAB/SIETCSI BKIIOYEHHBIM.

ITpumep peanuzanyu MeToaa render COACPKUT JIUCTUHT 7.5.



142 lnaga 7

JIncTtuHr 7.5. MeTtoa render Knacca ParticleSystem

void ParticleSystem :: render ()
{
glPushAttrib ( GL_ENABLE BIT | GL_POINT BIT |
GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT )
GL_TEXTURE 2D );
GL _FALSE );

glEnable (

glDepthMask (

glBindTexture ( GL TEXTURE 2D, textureld );
(
(

glEnable GL_BLEND '

glBlendFunc srcBlend, dstBlend );

float quadratic [] = { 1.0f, 0.0f, 0.01f };
glEnable ( GL_POINT SPRITE ARB );

glPointParameterfvARB ( GL POINT DISTANCE ATTENUATION ARB,

quadratic );
glPointParameterfARB ( GL POINT FADE THRESHOLD SIZE ARB, 20.0f );
glTexEnvE ( GL_POINT SPRITE ARB, GL COORD REPLACE ARB,
GL TRUE );
glPointSize ( size );

glBegin ( GL_POINTS );
for( int i = 0; i < maxParticles; i++ )
if ( particle [i].alive )
{
glColordfv ( particle [i].color );
glVertex3fv ( particle [i].pos )

}
glEnd () ;
glPopAttrib ();

Bonee cinoxHBIM sIBIgeTCS METOA update, OTBEYAIOIIMI 34 aHMMAIMIO CHUCTEMBI.
B HeM BBIIONHAIOTCA Cpasy TpU PYHKLIMU:

1. YHMYTOXEHUE YACTUIL, BpeMs 3KU3HU KOTOPBIX UCTEKIIO.
2. CospaHue HOBbBIX YaCTULI.
3. TlepeaBukeHNE YACTUL] C YIETOM CKOPOCTU KAXKION 13 HUX.

JaHHbIi METOJ, UJUTIOCTPUPYET JTUCTUHT 7.6.



Pacwumpenns ARB_point_paramters u ARB_point_sprite 519 cosgaHua cuctem Yactuy

143

JIncTtuHr 7.6. Metoa update Knacca ParticleSystem

void ParticleSystem :: update ()

{
float curTime = 0.001f * glutGet ( GLUT ELAPSED TIME );
float delta = curTime - lastUpdateTime;
register int i, 3;

for (1 = 0; 1 < maxParticles; 1i++ )
if ( particle [i].alive )
{
particle [i].time += delta;
if ( particle [i].time >= particle [i].lifeTime )
{
particle [i].alive = false;
continue;
}
particle [i].pos += delta * particle [i].velocity;
}
lastUpdateTime = curTime;
// now add enough particles
int newParticles = (int) ( (curTime - lastCreateTime) *
birthRate + 0.5f );

for (i =3 = 0; 1 < newParticles; i++ )

// find free slot
while ( j < maxParticles && particle [j].alive )
J++;
if ( j >= maxParticles )
return;
// setup some default values
particle [j].alive = true;
0;

particle [j].mass = 1;

particle [j].time

createbParticle ( particle [J] );
}
if ( newParticles > 0 )

lastCreateTime = curTime;
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an/I 9TOM, IOCKOJIBKY B PA3JIMYHBIX CUCTEMAX WHUIOHUATU3ALUA HOBOW YaCTHUIIbI
TIPOUCXOIUT ITO-pa3HOMY, TO METO/I, OTBEYAIOIINI 3a €€ MHUOUAJIN3alnu1o, CIcIaH
BUPTYAJIbHBIM 1 MOXKET TIEPECONPECACITATLCA B JOUYCPHUX Kilaccax.

Jluctunr 7.7 comepXUT HpUMEPHl HECKOJbKMX IPOCTEHUIIMX CUCTEM YacTUll Ha
OCHOBE KJjlacCa ParticleSystem.

JINCTUHr 7.7. Pasnun4Hble TUNbI CUCTEM YacTUL, HA OCHOBE Knacca ParticleSystem

class Flame : public ParticleSystem
{
protected:

float radius;

float randCoeff;

float centerCoeff;

ColorSpline colors;
public:
Flame ( int theMaxParticles, float theBirthRate,
const Vector3D& thePos, float r, float rl, float r2 )
ParticleSystem ( theMaxParticles, theBirthRate, thePos )

radius = r;
randCoeff =rl;

centerCoeff = r2;

size = 15;
colors.addColorAt ( Vector4D ( O, 0.3, 1, 0.5), O '
colors.addColorAt ( Vector4D ( O, 0.7, 1, 1 y, 0.15);
colors.addColorAt ( Vector4dD ( 1, 1, 0, 1 y, 0.2 ),
colors.addColorAt ( Vector4dD ( 1, 0, 0, 1 y, 0.8 )
colors.addColorAt ( Vector4dD ( 1, 0, 0, 0 y, 1 '
}
virtual void createParticle ( Particle& p )
{
p.pos = pos + Vector3D :: getRandomVector ( radius );

1.5;
p.velocity = Vector3D ( 0, 0, 0 );

p.lifeTime

}

virtual void update ()
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{

float saveTime

ParticleSystem ::

float delta

= lastUpdateTime;
update ();
// interval in milliseconds since last update

lastUpdateTime - saveTime;

for ( register int i = 0; i < maxParticles; i++ )

{

if ( !particle [i].alive )

continue;

// create random variation

Vector3D = Vector3D :: getRandomVector (
randCoeff );
v.z = 1; // particle allways goes up
particle [i].pos += delta * v;
// now move projection of
// particle to
// center (in Oxy plane)
float d = centerCoeff*delta* (particle [i].pos.z —
PoOs.z);
float dx = (particle [i].pos.x - pos.x) * d;
float dy = (particle [i].pos.y - pos.y) * d;
particle [i].pos.x —-= dx;
particle [i].pos.y —-= dy;
// compute color
particle [i].color = colors.valueAt (
particle [i].time / particle [i].lifeTime );
}
}
i
class Emitter : public ParticleSystem
{
protected:
Vector4D color;
float minLifeTime;
float maxLifeTime;
float velCoeff;
public:

Emitter ( int theMaxParticles, float theBirthRate,
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const Vector3D& thePos, const Vector4D& theColor,
float theMinlLife, float theMaxLife )
ParticleSystem ( theMaxParticles, theBirthRate, thePos )

color theColor;
minLifeTime = theMinLife;

maxLifeTime = theMaxLife;

velCoeff = 0.2;
size = 20;

}

virtual void update ()

{
ParticleSystem :: update ();
for ( register int i = 0; i < maxParticles; i++ )
if ( particle [i].alive )
particle [i].color.w = 1 -
particle [i].time / particle [i].lifeTime;

}

virtual void createParticle ( Particle& p )
{

p.pos = pos;

p.color = color;

p.velocity = Vector3D :: getRandomVector ( velCoeff );

p.lifeTime = rnd ( minLifeTime, maxLifeTime );
}i

ITpH OTOM JId UWHTEPIOJINPOBAHUA LIBETOB BO BPEMEHU HCIIOJIL3YETCS KIIAcC
ColorSpline, MCXOMIHBII TEKCT KOTOPOIo NpuBOAUTCA B JUCTHUHIEC 7.8.

C NmoMOIIBIO 3TOro Kjacca MOXHO 3amaTh Habop map (napamemp, ygem), mocie
Yero ST TIPOU3BOJIGHOTO 3HAYEHWS TlapaMerpa MyTeM JWHEWHON WHTepITONSIINN
omnpenensercs 3HayeHue 1BeTa. JlaHHBINA KIacc MO3BOJSIET JIETKO Pealn30BbIBATD
JTOBOJTBHO CIIOXKHBIE TepeXOnbl IIBETOB IyTeM 3aJaHMsT BCETO JUIND HECKOIHKUX
nap (napamemp, yeem).

Jlnctunr 7.8. Knacc ColorSpline

#include "Vector4D.h"
#define MAX COLOR SPLINE ENTRIES 20

class ColorSpline



Pacwumpenns ARB_point_paramters u ARB_point_sprite 519 cosgaHua cuctem Yactuy

147

struct Entry
{

float t; // parameter value
VectordD color; // corresponding color value
VectordD delta; // delta value used in

// interpolation
i
Entry entries [MAX COLOR SPLINE ENTRIES];

int numEntries;
public:
ColorSpline ()

{
numEntries = 0;
}
void addColorAt ( const Vector4D& color, float t )
{
if ( numEntries >= MAX COLOR SPLINE ENTRIES )
return;
// store the entry
entries [numEntries].t = t;
entries [numEntries].color = color;
// compute delta for prev. entry
if ( numEntries > 0 )
entries [numEntries-1].delta =
(entries [numEntries].color —
entries [numEntries-1].color) /
(entries [numEntries].t -
entries [numEntries-17.t);
numEntries++;
}
Vector4D valueAt ( float t ) const
{
if ( t < entries [0].t )
return entries [0].color;
for ( register int i = 1; i < numEntries; i++ )

if ( t <= entries [i].t )
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return entries [i-1].color +

(t—entries [1-1].t) * entries [1-1].delta;

return entries [numEntries - 1].color;

bi

Meron addColorAt AoOaBisieT B Tabauly odepeaHyio napy (napamemp, ueem).
Cuuraercs, YyTo Hmaphbl MOCTYIAIOT IO BO3PACTAHUIO MapaMeTpa.

Meton valueAt BO3BpalllaeT WHTEPIOJUPOBAHHOE 3HAYEHME I[BETA, COOTBETCT-
ByIOlllee JAHHOMY 3HAUEHUIO TapaMeTpa. OTO 3HaYeHUEe BBIYMCISETCS MEeTOI0M
KYCOUHO-TMHEHHOU MHTEPTONSIIUN.

Ha puc. 7.3 npuBoauTcs: u300paxKeHUe ABYX CUCTEM YACTULL PACCMOTPEHHbIX TH-
IOB, IOJy4EHHOE MPU IMOMOILM AEMOHCTPALIMOHHON IPOrpaMMbl (IUCTUHT 7.9).

EJ0penGL particle systems o ]

Puc. 7.3. JleMoHcTpaumsa n3obpaxeHnss CUCTEM YacTul,
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NMuctunr 7.9. NMpumep ncnonb3oBaHUA CUCTEM YacTUL,

//
// Sample to illustrate particle systems via ARB point parameters &

// BRB point sprite extensions.

//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "1ibTexture.h"

#include "Vector2D.h"

#include "Emitter.h"

#include "Flame.h"

Vector3D eye (3, 3, 3); // camera position
Flame flame ( 3000, 50, Vector3D ( -1, 0, 0 ), 0.15, 0.2, 1);
Emitter emitter ( 1000, 30, Vector3D ( 1, 0, 0 ),

Vector4D ( 1, O, O, 1), 4, 6 );
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL DEPTH TEST );
glDepthFunc ( GL LEQUAL );
glHint ( GL POLYGON SMOOTH HINT, GL NICEST );

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
flame. render ();
emitter.render ();
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport (0, O, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL PROJECTION ) ;
glloadIdentity ()
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gluPerspective 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
GL_MODELVIEW '

(
glMatrixMode (
glLoadIdentity ();

(

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0O, // center
0.0, 0.0, 1.0 ); // up

}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit ( 0 );
}
void animate ()
{
flame. wupdate ();

emitter.update ();

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL particle systems" );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key );
glutIdleFunc ( animate );
init N
initExtensions ();
if ( !isExtensionSupported ( "GL ARB point parameters" ) )
{
printf ( "ARB point parameters NOT supported.\n" );

return 1;
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if ( !isExtensionSupported ( "GL ARB point sprite” ) )

{

printf ( "GL ARB point sprite NOT supported" );

return 2;
}
unsigned texturel
unsigned texture?

flame.setTexture

emitter.setTexture

glutMainLoop

return 0O;

()i

(
(

= createTexture2D ( true,
"../Textures/particlel.bmp" );
= createTexture2D ( true,
", ./Textures/particle.bmp” );
texturel );

texture? );
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lNMpocTteitnaa mopgenb
NMOMNUKCENIbHOro OCBELLEeHUNA,

KapTbl HOpMmarnei n pabora ¢ HUMN.
PacwunpeHne ARB_texture_env_dot3

J0BOJABHO MOMYJISIPHBIM B alIapaTHO-yCKOPEeHHOM rpaduke SBIgeTCS TaK Ha3bl-
BaeMoe IOIUKCeIbHOe (per-pixel) ocBellleHUE U OTpaxeHue.

PaccmotpuM, KakuM 00pa3oM MOXHO peaiM30BaTh IPOCTEHIINEe ITOIMMKCETbHOe
ocenienune cpeactsamm OpenGL.

B xauyecTBe Momenu ocBellleHMS Mbl BO3bMEM MpocTeiiliee auddy3Hoe ocBele-
HME, KOIa OCBELIEHHOCTb KaXI0ro BUAMMOIO MUKCeaa 3amaeTcsd ¢hopMyaoi

I=max|[ (/,n),0], 8.1)
rae yepe3 / 1 n 0003HAYEHbI EAMHUYHBIE BEKTOPHI HAMpPaBIEHUS] OT TOYKU K HC-
TOYHUKY CBETa U HOPMaJlU K TOBEPXHOCTU B 3Toi Touke (puc. 8.1). bmaromaps
¢yHKIIMM max Mbl U30aBJIeHbI OT TOSIBIEHUS "OTpULIATENIbHON" OCBEIEHHOCTU
(UTO COOTBETCTBYET ClIyyal, KOTJa HOpMajlb HampaBjieHa OT UCTOYHUKA CBeTa, U

CBET MajaThb Ha 3Ty TOUKY MpocTo He MoxeT). [TonpodHee o nuddy3sHoM ocBe-
MEHWW U O IPYTUX MOIENSIX OCBEIICHUS BBl MOXeTe TIPOINTath B [lpusoscenuu 2.

//*

Puc. 8.1. InddysHoe oceelleHME B TOHKE




154 [naBa 8

Xota ucnonb3yeMass B OpenGL Mopenb ocBellleHUsI Topa3fo cloxHee (OHA, B
YACTHOCTH, YUYUTHIBAET OJIMKOBOE OCBEIIEHHME U PACCTOSTHUE IO UCTOYHMKA CBe-
Ta), HO U 3/IeCh 3HAYEHUSI OCBEIIEHHOCTHU BBIYUCISIOTCS JUIIb B BEpIIMHAX Tpa-
Hell (Tak Ha3plBaeMoe BEPIIMHHOE OCBellleHue, per-vertex lighting). Jlanee 3Tu
3HAYEHUSI TIPOCTO MHTEPIOJUPYIOTCS BIOJb TpaHei (ImyTeM OWIWHEWHOW WHTEep-
nojsiiun). MIMeHHO To3TOMY TMPU BBIOOpE CTAHAAPTHOW MOJEIU OCBEIICHUS
OpenGL He MoxeT ObITh OJMKOB BHYTPM TpaHH, €CIM WX HET HU B OJHOW U3
BeplIUH (TTOCKOJIBKY TPU TMOJUJIMHEWHON WHTEpPNOIUUd 3HaueHUue QYHKINU
BHYTPU O0JIACTU HE MOXKET MPEeBbIIIATh TPAHUYHOTO).

B o10ii T1aBe Mbl peanusyeMm mpocTeiiliee MONMKCEeIbHOE OCBEIEeHMEe, P KOTO-
POM 3Ha4yeHue OCBeLIeHHOCTU 1o dopMmyJe (8.1) OymeT HE3aBUCUMO BbIUMC/SATHCS
JUIS KQXKJIOro IMUKCeNa BBIBOIMMOMI TpaHu.

MpocTenwunn cnyvan

s TmocTpoeHNs TOMMKceTbHOTO Mnddy3HOTO OCBEIIeHWST B TIEPBYIO OYepenb
HaM TTOHAmO0SATCA 3HAYCHUS BEKTOPOB [ M # JIJIST KaKIOTO TIMKCeIa.

MoxHo 3amaTh €IMHMYHbBIE 3HAYEHMS BeKTopa / B BMIE LIBETA WM TEKCTYpPHbIX
KOOPIMHAT B KAXIOH BepliMHE IpaHU (HampuMmep, KaK LIBeT WIM TEKCTypHbIe
KOOpAMHATHL, puc. 8.2).

*

C

Puc. 8.2. 3agaHune BekTopa / B BEpLUMHAX

Ecnu mber B Kaxmoit u3 BepmniH A, B, C u D 3amagum 3HauyeHUe BekTopa [, TO
cTaHgapTHbIMU cpenctBamMu OpenGL MOXHO TMpPOU3BECTH €ro OMJIMHEHHYI0 WH-
Tepnogsgunio (BIoab Bcero MHoroyrojbHrKa ABCD) 1 mis Kaxmoro mmukcena mo-
JIVIUTH TIPOMHTEPIIOJIMPOBAaHHOE 3HaYeHune. [Ipocreimm cmocoboM 3TOTo SIBIIS-
eTcs 3aJlaHue BeKTopa / yepe3 TeKCTYpHble KOOPAWHATHI (S, £, 7).
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OpnHako TOJOOHBIN MOAXOA 00agaeT BecbMa cepbe3HbIM HelocTaTKoM. Jake ec-
JIU 3HAYECHWS, 33JaHHEIE B BEPIIMHAX, U OBUTM €IUWHUYHBIMA BEKTOpaMU, TO TO-
JIydeHHBIE B Pe3yJIbTaTe WHTEPIOMAINN, CKOpee BCEro eANHWYHBIMU YKe He Oy-

oyt (puc. 8.3).

Puc. 8.3. NHTepnonauns eanHUYHbIX BEKTOPOB
MOXET AaBaTb MNPOU3BOJIbHbIE 3HAYEH S

[losToMy nepen BHIUMCIEHUEM CKAISIPHOIO MPOU3BEAEHUSI HEOOX0IUMO IIPOBECTU
HOPMaJlM3aluI0 BeKropa /, HalpUMep, C IIOMOILbI0 HOPMUPYIOLIMX KyOUYECKUX
Kkapt (normalization cube map) (puc. 8.4).

Kak yxe yrmoMuHajaoch B ezaee 5, Kybudeckasi Kapta — yIOOHBII CIoco0 3a1aHust
GYHKIIMM OT HampaBleHUS] TpeXMepHOTo BekTopa (T. €. (YHKIIUU, 3aBUCSIIEH
TOJILKO OT HalpaBlIeHUsI, a He OT JUTUHBI BeKTopa).

[loctpoum Torma ciaenylourylo Kapty (0ObIYHO €e [enaloT HeOOJIBIIOro pasMepa,
Hanpumep, 32x32): KaxmoMmy BeKTOpYy (S, #, /) COINIOCTABUM €ro HOPMMPOBAHHOE

(s.1,r)

5 -

SHAUYECHUEC —

s2+tt+r

+Y face

A

Puc. 8.4. TekcTypbl HOPMUPYIOLLIEN KYOUYEeCKOor KapThbl
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Ecnu 3HauyeHust BeKTopa / B BeplIMHAX 337aBaTh KaK TEKCTYpHBbIE KOOPAWHATHI
JUIS TAKOW KyOM4ecKoil KapThl (OHA HA3bIBAETCSI HOPMUPYIOLIEH WM HOPMAIM-
3UpYIOIIEH), TO B pe3yjbTare olepaiuu TeKCTYpUpPOBaHUSI Mbl OyaeM ToayvyaThb
€IMHUYHBIA TPEXMEPHbII BEKTOP.

O/[HAKO MNOCKOJIbKY Ha BBIXO[AE OIlepaluu TeKCTypUpPOBaHUS Mbl Beeraa Mojydyaem
uBeT (3- wiKn 4-KOMMOHEHTHBIN), TO JIJIsi TIOCTPOEHMST TAaKOoW KapThl HEOOXOAUM
crnocob KoJUPOBAHUSI MOYTU €IMHUYHBIX (MHTEPIIOJSLUS CYILECTBEHHO HE BIus-
eT Ha 3HaueHUe) BeKTopoB B RGB-1Bera.

CoroctaBUM BeKTopy (X, ¥, 7), KaXaasd KOMIIOHEHTa KOTOPOTO JIEXKUT Ha OTpe3Ke
[—1, 1], uBer (r, g, b) no cnenymwilueMy IpaBUIy:

r= (et 1/
g=0t 1/ (8.2)
b=(z+ 1)/2.

IMonyyeHHbld npu 3TOM BekTop (r, g, b) Oymer comepxarbesa B Kyoe [—1, 1]° u
SIBJISIThCS. IOTTYCTUMBIM 3HAYEHWEM IIBeTa (B PeabHBIX TTPUIIOKEHUSIX KaXKmass M3
9TUX KOMIIOHEHT AOJKHA ObITh YMHOXEHA Ha 255 1j1s nepeBoaa B §-paspsiaHblil
JIAATIa30H 3HAYCHUIT).

O6partnTe BHUMAaHKE, YTO TIOCKOJIBKY JUISl €IMHNYHOTO BekTopa (x2 + y2 + 22 = 1)
BCE €ro KOOpAMHATHI MpUHamIexaT orpe3ky [—1, 1], To ¢opmyna (8.2) npurogHa
JUISL TIpeJiCTaBIeHUST II0OOTO TaKoro BEKTOpa.

ITo BeiuMcieHHOMY TakuM obpazoM RGB-mipencraBieHno BEKTOpa MOXHO JIETKO
BOCCTAHOBHUTb €r0 UCXOAHbIE KOMIIOHEHTHI:

x=2r—1;
y=2%-1 (8.3)
z7=2b-1.

JluctuHr 8.1 coaepXUT mpoLeaypy IOCTPOEHUSI HOPMUPYIOLIeH KyOuuecKoi KapThl.

INucTtunr 8.1. NMocTpoeHne HOpMUpyOLLEN Kybnyeckon KapThbl

static void getCubeVector ( int side, int cubeSize,

int x, int y, Vector3D& v )

float = ((float) x + 0.5f) / (float) cubeSize;
float t = ((float) y + 0.5f) / (float) cubeSize;
float sc = 2*s - 1;

float tc = 2*t - 1;

switch ( side )
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case 0:
v = Vector3D ( 1, -tc, -sc );
break;

case 1:
v = Vector3D ( -1, -tc, sc );
break;

case 2:
v = Vector3D ( sc, 1, tc );
break;

case 3:
v = Vector3D ( sc, -1, -tc );

break;

case 4:

v = Vector3D ( sc, -tc, 1 );

break;
case 5:
v = Vector3D ( -sc, -tc, -1 );
break;
}
v.normalize ();
}
unsigned createNormalizationCubemap ( int cubeSize )

{

Vector3D v;
byte * pixels = (byte *) malloc ( 3 * cubeSize * cubeSize );

if ( pixels == NULL )

return 0;
unsigned textureld;
glGenTextures (1, stexturelId );
glEnable ( GL_TEXTURE CUBE MAP ARB };
glBindTexture ( GL_TEXTURE CUBE MAP ARB, textureld );
glPixelStorei ( GL_UNPACK ALIGNMENT, 1 );
glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP S,

GL CLAMP_TO EDGE ) ;
glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP T,
GL CLAMP_TO EDGE ) ;
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glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE WRAP R,
GL CLAMP_TO EDGE };
for ( int side = 0; side < 6; side++ )
{
for ( int x = 0; x < cubeSize; x++ )
for ( int y = 0; y < cubeSize; y++ )
{
int offs = 3 * (y * cubeSize + x);
getCubeVector ( side, cubeSize, x, y, vV );
pixels [offs ] =128 + 127 * v.x;
pixels [offs + 1] = 128 + 127 * v.y;
pixels [offs + 2] = 128 + 127 * v.z;

glTexImage2D ( GL TEXTURE _CUBE MAP POSITIVE X ARB + side, 0,
GL _RGB, cubeSize, cubeSize, 0, GL RGB,
GL_UNSIGNED BYTE, pixels );
}
free ( pixels );
glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE MAG FILTER,
GL LINEAR );
glTexParameteri ( GL TEXTURE CUBE MAP ARB, GL TEXTURE MIN FILTER,
GL LINEAR );
glbisable ( GL TEXTURE CUBE_MAP ARB );

return textureld;

DYHKIMA getCubeVector MO MO3UIMM TEKCENA HA 3aMAHHON I'PAHU CTPOUT COOTBET-
CTBYIOIIAN €IWHUYHBIA BEKTOP. Cama xe (bYHKLH/ISI createNormalizationCubemap
co3/1aeT KyOUUECKYyI0 TEKCTYPHYIO KapThl U 3arpyxKaer Kaxiaylo u3 ee rpaHei. Ode
5TH (YyHKIMU BXOAST B Oubauoreky libTexture, comepxaliyrocst Ha mpuiaracMom
K KHUIE® KOMIIAKT-IUCKE.

Tenepsp, ecad B BEpILIMHAX TPaHU 3a0aTh HOPMUPOBAHHbBIE 3HAYEHMS BEKTOpA Ha-
MpaBjieHUsT HA UCTOYHUK cBeTa / B BUJE TEKCTYPHBIX KOOPAMHAT JJISI HOPMUPYIO-
1Ieid KyOMYecKoil KapThbl, TO IOCJI€ MHAEKCAIMU MPOMHTEPIOIMPOBAHHOIO BEK-
Topa / B HOPMUPYIOILYID TEKCTYpYy Ha BBIXOME JUISI KAXKIOTO THKceNa TpaHU Mbl
MOJIYYUM HOPMHUPOBAHHOE 3HAYEHHE, COOTBETCTBYIOIEE MOAHHOMY IIMKCEIy.
ITpaBna oxo Oyaetr uMmets B RGB-koMImoHeHT corfiacHo (opmyie (8.2).
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Hopwmans amst Kakaoro THKceNTa ToKe MOKHO 3alaTh B BUAE TEKCTYPHI, TIPH 3TOM
KaXIOMy 3HAUYECHHIO eIMHUIHOTO BEKTOpA HOPMAJIH COIIOCTABIISIETCS OTpelesIeH-
Heli RGB-1uBer (puc. 8.5). Takue TekcTypbl Ha3bIBAMOTCSI KapTamMu HopMmaieit
(bumpmaps).

OOBIYHO CYMTAETCS, YTO PaHb PACIONOXKEHA MapaliebHO ILTocKocTH Oxy, mo-
3TOMY HeuckKaxeHHomy BekTopy HopMmaiu (0, 0, 1) OymeT coOTBETCTBOBATh LIBET
(0,5, 0,5, 1), umerowuii ronyboBaTbiii oTTeHOK (puc. 8.6).

Puc. 8.5. CtaHpapTHasa opueHTauus aag KapT HopManum

B GosblMHCTBE ciiydyaeB KapTa HOpMaiell colepXuT 3HaAYeHUsl, He CUJIbLHO OTJIU-
yatomuecs ot (0, 0, 1), 1 UMeeT roaydoBaTO-po30BaThlii OTTEHOK.

Puc. 8.6. NMpumepbl kKapT HOpManemn
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Teneps Wi Kaxkaoro MUKcena TpaHu y Hac ecth aBa RGB-3HaueHmst, kaxnoe u3
KOTOPBIX COOTBETCTBYET OMpeleeHHOMY eTUHUYHOMY BeKTopy (/ u n). [nsa mno-
JIy4eHUsT TTonnKcenbHoro auddy3Horo ocpeleHus no ypasHeHuo (8.1) HaM Hajo
BBIYUCIUTD CKaJISIPHOE MPOU3BEJEHUE BEKTOPOB IIPOCTPAHCTBA, COOTBETCTBYIO-
IIUX 3TUM IIBETaM.

OOpaTtuTe BHMMAHUE, YTO HAC MHTEpeCyeT HACTOsIIEee CKAISIPHOE IMPOU3BEACHHUE
BEKTOPOB, COOTBETCTBYIOIIMX LiBeTaM. IloaToMy cHayana Hago OISl KaKIOro M3
BEKTOPOB 110 dopmyaaM (8.3) HAATU UX UCXOMHBIE KOMIIOHEHTHI, a 3aTeM 10 HUM
IOCTPOUThL CKaIsIpHOE mpousBeneHue. CireaoBaresbHO, MHTEPECYIOlee HAC CKa-
JIIpHOE MPOU3BENEHME B TEPMUHAX 1IBETOBbIX KOMIIOHEHT 3aIlMChIBAETCS TaK:

(4, n)=4n—0,5(r,—0,5) + 4g— 0,5)(g, — 0,5 + 46— 0,5(b,—0,5). (8.4)

st BBIMMCIEHWST TIO0 3TOM (popMyjie MOXHO BOCITOIL30BaThCI paciiMpeHueM
ARB_texture _env_dot3. OHO BBOOUT ABE HOBEIE OIEpalU IJIST ONEPAHAOB Arg(
W Argl: GL DOT3 RGB ARB M GL_DOT3 RGBA ARB.

dng obeux omepaluii pacCUMThIBACTCS CKAISIPHOE MPOM3BENeHME OIEPAHIOB
Arg0 U Argl 1o ¢dopmyiae (8.4) u 3HaYeHUE, HOPMUPOBAHHOE 110 BEIMYMHE K UH-
tepBany [0, 1] 3anuckiBaercst aubo B Tpu (GL DOT3 RGB ARB), JUMOO B YEThIPE
KOMIIOHEHTHI (GL, DOT3 RGBA ARB) Pe3yJibTaTa.

OO0paTnTe BHUMaHHE, YTO 3HAUEHWE CKAJISIPHOTO MPOU3BENEHUs 3/1eCh TPUBO-
autest K otpe3ky [0, 1], a MocKoAbKyY JUISl IBYX €IWHWYHBIX BEKTOPOB OHO HHU-
KOTJia He TIpeBBIIIAeT eAUHUIIBI, TO U Ha BBIXOJE MBI TTOJIyYaeM BEJIUUYHUHY, PaB-
nyto max[0, (/, n)], uTo u TpeOyeTcs B Halllel Monenun ocBelieHHocTH (8.1).

PaccmorpuM Tenepb, KaKk MOXHO pealud30BaTh IPOCTEiilliee MOIUKCEIbHOE OC-
BELEHUE C HMCIIOJb30BAHMEM HOPMHUPYIOIIUX KyOMYECKMX KapT M PacCILMpPEeHMS
ARB texture_env_dot3. Cxema ¢dopmupoBaHusa aucd@y3HOro OcCBeleHUs Ipej-
cTaBieHa Ha puc. 8.7.

3a cyer MyJBTUTEKCTYpUpPOBaHUSI BbipakeHue max[(/, n), 0] MOXHO BBIYUCIUTH
3a OJMH Mpoxoja. B HyleBoM TeKCTypHOM OJIOKE PACcIONOXUM TEKCTYpy, 3a/ar-
myo kapty HopMmaieit (bumpMap). B KauecTBe pexuma HaJlOXeHMS] BblbepeM
GL_REPLACE. TeKCTypHBIMA KOOPIWHATAMU JUTS HETO OYIyT KOOPAWHATHI TEKCTY-
pbl ¢ HOpMaTISIMU. B TiepBOM TeKCTypHOM OJIOKE pa3MecTMM HOPMUPYIOIIYIO Ky-
ouveckyto Kapty (normCubeMap). PexuMoM HaloXeHUs s Hee sBIseTcs
GL_DOT3 RGB_ARB. B KauecTBe TEKCTYPHBIX KOOPIWHAT BBICTYMAET HOPMUPOBAH-
HBI BEeKTOp HampaBJIeHUS HAa UCTOYHUK CBeTa.

ApryMeHTOM ArgQ OyIeT GL TEXTURE, @ Argl — GL PREVIOUS ARB (B JAaHHOM
cIyyae 9TO 3HAUEHMS M3 IPEeIblAyIlero TeKCTYpHOro 0oka, T. €. 3HAYeHUsl BeK-
TOpa HOpMaJin).

B nuctunre 8.2 mpuBoauTcS ¢parMeHT Kojia, OCYIIECTBISIIOIIUN HacTpoKy
OpenGL st BeIUMCIEHUS TTOMUKCENbHOTO a1 t¢y3HOTO OCBElIeHNUS.
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Unit 0

bumpMap \

GL_REPLACE

GL DOT3 RGB ARB | o

Unit 1

normCubeMap

Puc. 8.7. Peannsauns anddys3HOro ocBeLLEHs

NuctuHr 8.2. NMpumep BLIYUCHIEHUS NONUKCENbHOro Andcy3HOro oceeLleHUsI

// bind bump (normal) map to texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glBindTexture ( GL TEXTURE 2D, bumpMap );
glEnable ( GL TEXTURE 2D );
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE, GI, COMBINE ARB );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ RGB ARB, GI TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GI REPLACE );

// bind normalization cube map to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );

glBindTexture ( GL TEXTURE CUBE MAP ARB, normCubeMap );
glEnable ( GL TEXTURE CUBE MAP ARB ) ;

glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE, GL COMBINE ARB );
glTexEnvi( GL TEXTURE ENV, GL SOURCEO RGB ARB, GL TEXTURE ):
glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB ARB, GL PREVIOUS ARB );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GL DOT3 RGB ARB );

Ha puc. 8.8 mpencraBmeHsl n300pakeHNs, TMOJTYYCHHBIE B pe3yJabTare BBITIONHE-
HUS TIpUMepa.

3a cuer gobaBjeHUs] BTOPOro Mpoxoda MOXKHO peaau3oBaTh 0ojiee CIOXHYI0 MO-
JIeJIb OCBELLEHUS:

I= C-max[(l, n), 0].
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E20penGl texture_env_dot3 example 2

E2OpenGlL texture_eny_dok3 example 2

Puc. 8.8. PeaynbTaTbl NPUMEHEHUS MOMUKCENBHOrO ANGPOY3HOro OCBELLEHNS
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3neck mapametp C cooTBeTCTBYyeT COOCTBEHHOMY IIBETY Mukcena (T. €. sIBIsieTcs
ele ofaHoM TekcTypoil (deca/Map), KOTopblii MOAYIMPYETCS OCBEIIEHHOCTHIO
JAHHOTO TMHUKcea.

Huist nojtyyeHust 31oro acdexrTa 10CTaTOYHO [OBTOPHO BBIBECTU IPaHb C TEKCTY-
poii C u pexumom cmeuieHus: (blending) (GL DST COLOR, GL ZERO). COOTBETCT-
BYIOLLMI MCXOMHbIA KOJ COASPXKUTCS Ha [IPUIaraéMOM K KHUI® KOMIIAKT-IUCKE.

B cnyuae, korma TeKCTypHBIX 0J0KOB OoJibllie JBYX, peajn3alusi BO3MOXHA M 32
onuH nipoxof (puc. 8.9). JIuctuHTr 8.3 comepKuUT COOTBETCTBYIOIIYIO TIPOTrpaMMy.

Unit 0

bumpMap \\\\\S
GL_REPLACE
GL_DOT3_RGB_ARB
GL_MODULATE |—
Unit 1
Unit 2
normCubeMap
decalMap

Puc. 8.9. Peannsauns anddysHOro OCBELLLEHNSA C TEKCTYPOA

NucTturr 8.3. Peanusauuma nonukcenbHoro agudcpysHoro ocseLleHus
{ C AONONHUTENLHOW TEKCTYPOWN

//

// Sample to to per—-pixel dot3 bumpmapping in OpenGL
//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

Vector3D eye (2,2, 2); // camera position

Vector3D light ( 0.5, 0, 1 ); // light position
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unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned decalMap; // decal (diffuse) texture
float angle = 0;

Vector3D v o [4];

Vector2D to [4];
Vector3D tl [4];
void init ()
{
glClearColor ( 0, 0, 0, 1 );

glEnable ( GL_DEPTH TEST );
glDepthFunc ( GL LEQUAL );
glHint ( GL_POLYGON_SMOOTH_HINT, GL_NICEST )

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
int i;
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
glColor3f (1, 1, 1 );

// bind bump (normal) map to
// texture unit 0

glActiveTextureARB ( GL TEXTUREO ARB );

glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL TEXTURE 2D, bumpMap );

// draw light source
glMatrixMode ( GL MODELVIEW ); glPushMatrix ();
glTranslatef ( light.x, light.y, light.z );
glActiveTextureARB ( GL TEXTUREO ARB );
glDisable ( GL_TEXTURE 2D );
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE,

GL_REPLACE ) ;
glActiveTextureARB GL TEXTUREL ARB );
glDisable GL_TEXTURE CUBE_MAP ARB ) ;

glDisable
glColor4df

GL_TEXTURE 2D ) ;

(

(
glActiveTextureARB ( GL TEXTURE2 ARB );
(

(1, 1, 1, 1);
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glutSolidSphere ( 0.05f, 15, 15 );
glPopMatrix OF
// setup environment
// for dot3
glTexEnvi ( GL_TEXTURE_ENV, GI, TEXTURE ENV MODE, GIL_COMBINE ARB );
glTexEnvi ( GL_TEXTURE_ENV, GI, SOURCEO RGB ARB, GIL TEXTURE );
glTexEnvi ( GL TEXTURE_ENV, GI, COMBINE RGB ARB, GI, REPLACE );

// bind normalization
// cube map to
// texture unit 1

glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;
// setup environment
// for dot3
glTexEnvi ( GL TEXTURE ENV, GL_TEXTURE ENV _MODE, GL COMBINE ARB );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ RGB ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEl RGB ARB, GL PREVIOUS ZRB );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GL DOT3 RGB ZRB );

// setup decal
// texture
glActiveTextureARB ( GL TEXTUREZ ARB );

glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, decalMap );
// setup environment
// for decal texture
glTexEnvi ( GL TEXTURE ENV, GL_TEXTURE ENV MODE, GL COMBINE ARB );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ RGB ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEl RGB ARB, GL _PREVIOUS ZRB );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GL MODULATE );

// compute texture
// coordinates for
// normalization

// cube map
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tl [i].normalize ();

// now draw quad
glBegin ( GL _QUADS );
for (i =0; 1 < 4; i++ )

{

glMultiTexCoord2fv ( GL TEXTUREO ARB, tO [i] );
glMultiTexCoord3fv ( GL TEXTUREL ARB, tl [i] );
glMultiTexCoord2fv ( GL TEXTUREZ ARB, tO [i] );
glvertex3fv (v [1i] )i
}
glEnd )

glutSwapBuffers ();
}

void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == Q" ) // quit requested
exit (0 );
if ( key == '"p' || key == '"P'" ) // screenshot
saveScreenShot ( "dot3-3.tga" );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME ) ;
light.x = cos ( angle );
light.y

sin ( angle );
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}

light.z = 1 + 0.3 * sin ( angle / 3 );
glutPostRedisplay ();

int main ( int argc, char * argv [] )

{

// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow (
"OpenGL texture env dot3 example 3" );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key ):

glutIdleFunc ( animate );

if ( !isExtensionSupported ( "GL ARB texture env combine” ) )

{
printf ( "ARB texture env combine NOT supported.\n" );
return 1;

}

if ( !isExtensionSupported ( "GL ARB texture cube map" ) )

{
printf ( "ARB texture cube map NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL ARB texture env dot3" ) )
{
printf ( "ARB texture env dot3 NOT supported.\n" );
return 1;
}
init )z
initExtensions ();
// setup vertices
v [0] = Vector3D ( -1, -1, 0 );
v [1] = Vector3D ( 1, -1, 0 );
v [2] = Vector3D ( 1, , 0
v [3] = Vector3D ( -1, , 0);
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// setup
// texture coordinates

// for bump map

t0 [0] = Vector2D ( 0, 0 );
t0 [1] = Vector2D ( 1, 0 );
t0 [2] = Vector2D ( 1, 1 );
t0 [3] = Vector2D ( 0, 1 );
bumpMap = createTexturez2D ( true,
", ./Textures/Bumpmaps/FieldStone-DOT3.tga" );
decalMap = createTexture2D ( true,

"../Textures/FieldStone.tga" );
normCubeMap = createNormalizationCubemap ( 32 );
glutMainLoop ();

return 0O;

Pa6ota c npon3BosibHO
OPUEHTUPOBAHHbLIMU FPAHAMM

Paccmotpum Temepb cImoco® BBEIYHCIECHHWS TOTUKCETHHON OCBEIIEHHOCTH TSI
[IPOU3BOJIBLHO OPUEHTUPOBAHHBIX I'PAHEN.

Panee Mbl cuMTaniy, YTO IpaHb PACIONOXEHA I1APA/LICIbHO KOOPAMHATHOM ILIOC-
KoctH Oxy, M KapTy HOpMayieif CTPOMJIM COOTBETCTBYIOIIMM oOpas3oM (Imojaras,
YTO CTAHAAPTHBIM 3HaYEHUEM BeKTOpa Hopmanu sieisietcss Bektop (0, 0, 1)).

Ilyctb Temepb y Hac MMeeTCs MPOM3BOJIBLHO OPUEHTUPOBAHHASI I'paHb CO CTaH-
JApTHBIM BeKTOpoM HopMmaiu # (puc. 8.10).

MOXHO TIOCTPOUTD CIICIIMANBHYIO KapTy HOpMaJiel, YYUTHIBAIOIIYIO OpHEHTAITNIO
JaHHOK rpaHu. OQHAKO TAaKOH momxold HeymoOeH, T. K. (aKTUYECKHU IS KaKIOoH
TpaHH HYXXHO CTPOUTH CBOIO KapTy HopMaje#l (IpolragaeT BO3MOXHOCTh TEpEeHc-
M0JIB30BAHUS KapT), & B cAyvyae M3MEHEHUs OpUEHTALUUM IpaHu (HAIpuMep, Mpu
TTOBOPOTE 0OBEKTA) TIPUAETCS 3aHOBO TIepecTpanBaTh BCIO TEKCTYPHYIO KapTy.

T'opazno ynodHee (Kak U 11 OOBIYHBIX TEKCTYpP) 3a7aBaTh KapTy HopMajei B He-
KOTOPOH CII€LIMaJIbHOM CUCTEME KOOPJAMHAT TaK, YTOObl OPUEHTALIMS IPAHU BIMsI-
Jla TOJIbKO Ha 3Ty CHCTEMY, a caMa KapTa ocTaBajlach Obl HEM3MEHHOM.

ByneMm cumtarh, 4TO 1A Halleidl TIPOM3BONBHO OPMEHTHPOBAHHON TpaHW Kpome
BEKTOpa # 3aJaH TAKXKe KacaTeJbHbI BEKTOP #, KOTOPbII TakxkKe SBIAETCS €aM-
HUYHBIM. OOpaTtnTe BHUMaHNE, YTO 3TH BEKTOPHI OPTOTOHABLHEL.



[pocreiilLias MoZesb MOMUMKCeIbHOIo OCBELLEeHUS, KapTbi HopMarsei u pabota ¢ HUMY... 169

Puc. 8.10. [Npon3BONLHOOPUEHTMPOBAHHAS MPaHb

ITo 3TMM ABYM BeKTopam JIETKO TIOCTPOUTH TPETUM, UCTIONB3YS JJISI 3TOTO BEKTOP-
Hoe npousseneHue: b = [£, n]. Ero oObIYHO Ha3BIBAIOT Ouropmansio (puc. 8.11).

Bce Tpu moCTpoeHHBIX BEKTOpa €IMHUYHBI M IIOHNAPHO OPTOrOHAIbHBI, M3 Yero
cleayeT, YTO OHU 00pas3yloT OPTOHOPMUPOBAHHLINA 0A3UC B TPEXMEPHOM IIPOCTPAH-
CTBe, T. €. 33[aI0T ¢ TOYHOCTBIO J0 MepeHOoca JeKAPTOBY CUCTEMY KOOPAMHAT.

Puc. 8.11. Basuc B kacaTenbHOM NPOCTPaHCTBE

ITo stuM TpeM BekTOopam (Z, b U 1) MOXHO TOCTPOUTH HOBYIO CUCTEMY KOOPIMHAT
(Ha3pIBaeMyto KacatenbHol, tangent unmv TBN).

g monydeHHUs MaTpHULbl MpeoOpasoBaHUs B DTy CUCTeMy KoopauHat (Oymzem
CUMTATb, YTO €€ HAYAJO COBMIAMAET C HAYAIOM CUCTEeMbI, B KOTOPOI 3agaHa pac-
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cMaTpuBacMast FpaHI)) JIOCTATOYHO B3STh KaXKIbIA U3 3TUX BEKTOPOB 1 3aIMcaTb B
BUJIEC CTPOKHN MaTpUIbI:

v i
M=0b b, b0
@x ny ”zﬁ

O6parure BHUMaHue, 4To M OyaeT OpTOroHaabHOM, MOCKOJBKY 0a3UMCHBIE BEKTO-
pPBl OPTOHOPMHMPOBAHEI, TIO3TOMY MaTpuila, obpaTHas K Hell, paBHA TPAHCITOHM-
posanHoit M (M1 = MT).

[lyctb p — BekTOp B MCXOAHOH CHCTEME KOOPIMHAT, TOrAa €ro ImpeiacTaBieHHue B
HOBOI crcTeMe OyeT 3amaBaTtbes hopMyIToi

M- pP= ((ta p)a (b: p)a (l’l, p))

He 3a6bmBaiiTe, yTo BeKTOp HOPMaJIH K TpaHU B KacaTeNbHON cHcTeMe KOOpIWHAT
Bceraa paseH (0, 0, 1), T. e. coBmajaeT co 3HAYEHUEM B PACCMOTPEHHOM paHee
yacTHOM ciydae. [ToaTroMy odeHb yIoOHO BHIUMCICHNE OCBEIIEHHOCTH TTPOBOANTH
MMEHHO B KacarejlbHOM IpoctpaHcTBe. Tak Kak kapra HopMmajeidl yxe 3amaHa B
HEM, OCTaJIOCh TOJBKO 3a/1aTh BEKTOp / B 3TOM 3Ke TIPOCTPAHCTBE.

ITockoabky / — 3To HampaBleHHEe Ha WUCTOYHUK cBeTa (T. €. pa3HOCTb ABYX BeK-
TOPOB, ONPEAE/ISIOIINX MTOJOXEHNE UCTOYHMKA CBETA M OCBEIIAEMOM TOYKH), TO B
KayecTBe Hayajla KOOpAWHAT ISl KacaTeJIbHOU CHCTeMbl MOXHO BBIOpaTh JIHOOYIO
TOUKY (TaK KaK CIBMI CHMCTEMbl KOOPAMHAT HE M3MEHSEeT HAIpaBjleHHe OT ONHOM
TOYKHU K JIPYTOIt).

TakuM 00pa3oM, BBEIBOI TIPOM3BOJBEHO OPHEHTHPOBAHHOM TPaHW C TTOTTHKCEThb-
HBIM BbIYMCIeHUEM NHG@Y3HONH OCBEIIEHHOCTH OTIMYAETCS OT PACCMOTPEHHOIO
TTPOCTEHIIIETO CITydyast TOIHKO TeM, UTO 3HAUYeHHS BeKTopa / B BepIIMHAX HANO TIe-
PEBOIUThL B KAcaTelbHOE MPOCTPAHCTBO AAHHOM I'paHM YMHOXEHHEM Ha COOTBET-
CTBYIOIYIO TEKYIIeH rpaHn MaTpwIly TpeobpaszosaHnus M.

B cayuae, Korma y Hac uMeeTcsl CIOXHBIA OOBEKT, COCTOSIINI M3 MHOTHX Ipa-
Heil, U1 KaKIOH M3 HUX HYXHO XPaHUTb HE TOJbKO BEKTOp HOPMAIMU #, HO U
BEKTOPBI £ U b. DTO WITIOCTPUPYET JUCTUHT 8.4.

NuctuHr 8.4. CTpyKkTypa, onuchbiBaloLlas AaHHble B BepLUMHe

struct Vertex

{
Vector3D pos; // position of vertex
Vector2D tex; // texture coordinates

Vector3D nj; // unit normal
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Vector3D t, b; // tangent and binormal
// map vector to tangent (TBN) space
Vector3D mapToTangentSpace ( const Vector3D& v ) const

{

return Vector3D (v & £, v & b, v & n );
}i

JluctuHr 8.5 cogepXuT Koa Impumepa oobekTa (Topa), HOCTPOEHHOIO TAKUM 00-
pas3oM.

NucTtudr 8.5. NMocTtpoeHue nsodpaxeHnsa andpy3HO-OCBELLEHHOro Topa

//
// Sample to show how to per-pixel dot3 bumpmapping in OpenGL
//

#include "libExt.h"

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Torus.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

Vector3D eye (7, 5, 7); // camera position
Vector3D light (5, 0, 4 ); // light position

unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned decalMap; // decal (diffuse) texture
float angle = 0;

Torus torus ( 1, 3, 30, 30 );

void init ()
{
glClearColor ( 0, O, O, 1 );

glEnable ( GL_DEPTH TEST );
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL_POLYGON_SMOOTH_HINT, GL_NICEST )

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );
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void display ()

{

int i;

glClear  ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glColor3f (1, 1, 1 );

// draw light source
glMatrixMode ( GL MODELVIEW );
glPushMatrix ();

glTranslatef ( light.x, light.y, light.z );
glActiveTextureARB ( GL TEXTUREO ARB );

glDisable ( GL TEXTURE 2D );
glActiveTextureARB ( GL TEXTUREL ARB );

glDisable ( GL TEXTURE CUBE MAP ARB ) ;
glActiveTextureARB ( GL TEXTUREZ ARB );

glDisable ( GL TEXTURE 2D );

glColor4df (1, 1, 1, 1;
glutSolidSphere ( 0.1f£, 15, 15 );

glPopMatrix ()

// bind bump (normal) map to

// texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL TEXTURE 2D, bumpMap );

// setup environment for dot3
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV MODE, GI, COMBINE ARB );
glTexEnvi ( GL TEXTURE _ENV, GL SOURCEQ RGB ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GI REPLACE );

// bind normalization cube

// map to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL TEXTURE CUBE MAP ARB ) ;
glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;

// setup environment for dot3

glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV _MODE, GL COMBINE ARB ) ;
glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ RGB ARB, GL TEXTURE );

glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB ARB, GL PREVIOUS ARB );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GL DOT3 RGB ARB );

// setup decal texture
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glActiveTextureARB ( GL TEXTUREZ ARB );

glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, decalMap );
// setup environment for
// decal texture
glTexEnvi ( GL TEXTURE ENV, GL TEXTURE ENV_MODE, GL COMBINE ZRB ) ;
glTexEnvi ( GL TEXTURE ENV, GL SOURCEQ RGB ARB, GL TEXTURE );
glTexEnvi ( GL TEXTURE ENV, GL SOURCEL RGB ARB, GL PREVIOUS ZARB );
glTexEnvi ( GL TEXTURE ENV, GL COMBINE RGB ARB, GL MODULATE );

// now draw torus
torus.calcLightVectors ( light );
torus.draw 07
glutSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
glMatrixMode ( GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eve.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}

void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
if ( key == 'p' || key == 'P' ) // saving screenshots

saveScreenShot ( "dot3-4.tga" );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME ) ;
light.x = 3.5*cos ( angle );
light.y = sin ( angle );
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light.z = 4 + sin ( angle / 3 );
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL texture env dot3 example 5" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )i
glutIdleFunc ( animate );
if ( !isExtensionSupported ( "GL ARB texture env combine” ) )

{
printf ( "ARB texture env combine NOT supported.\n" );
return 1;

}

if ( !isExtensionSupported ( "GL ARB texture cube map" ) )
{
printf ( "ARB texture cube map NOT supported.\n" );
return 1;

}
if ( !isExtensionSupported ( "GL ARB texture env dot3" ) )
{
printf ( "ARB texture env dot3 NOT supported.\n" );
return 1;
}
init ()
initExtensions ();
bumpMap = createNormalMapFromHeightMap ( false,
"../Textures/Bumpmaps/16tile01Bump.png”, 5 );
decalMap = createTexture2D ( true,

"../Textures/Bumpmaps/16tile0l. Jjpg"™ );
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normCubeMap = createNormalizationCubemap (32 );
glutMainLoop ();

return 0O;

Ha puc. 8.12 nmpuBoauTcst pe3yabTaT padoThl TporpaMMbl — U3o0paxkeHne oObeK-
Ta ¢ Au(Py3HBIM MOTTMKCETBHBIM OCBEIIEHUEM.

penGlL texture_eny_dot3 example 5

Puc. 8.12. Top ¢ HanoxeHHOW Ha Hero KapTor Hopmarnen

KapTbl BbicoT 1 paboTta ¢ Humm

OOBIYHO TIPW TIPUMEHEHWW KapThl HOpMAaJelf cYMTaeTcs, YTO peasbHas TOBEPX-
HOCTb CJIETKAa OTJWYAeTCs OT BBIBOOAUMEBIX TpaHei. DTo OTIMYMe 3aKmovyaeTcs B
HeOOJBITIX NCKAKEHWSIX TIOBEPXHOCTH TPaHU, TIPHYEM 110 aGCOTIOTHON BeTMINHE
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OTKJIOHEHNs (Ha3bIBacMble MUKpPOpPETbedoM) HACTOIBKO MATbl, YTO UMU MOXHO
TpeHeOpedhb. DTO 3HAYUT, YTO OHU UTPAIOT POJIH TOJBKO TPH HAXOKIECHWHN BEKTO-
pa HOpMaJTH.

I'opaszno mpoiie (1 ynobHee) 3aaaTh MUKpopesibed IpH MOMOLIM TaK HA3bIBAEMOI
KapThl BbicoT H (heightmap), KoTopas 0ObIUHO MPEACTABISAET cO00M U300paKeHue
(TEKCTypy) B OTTEHKAX CEpOro LIBETa, IIe SIPKOCTb TOUKU COOTBETCTBYET BEIMUMHE
ee NoIbeMa BAOJb HalpaBieHus: HopMmanu (puc. 8.13).

Puc. 8.13. Mukpopenbed, 3agaBaemblin KapTOl BbICOT

MakTYecK MOXHO CYHMTaTh, YTO MHUKpopenbed 3amaetcs dyHKumeit H(s, 1),
npuyem crpaseannBo coorHowenue H << 1. B cuny 210ro rpaHb MOXET BbIBO-
JUThCSI KaK TUIOCKasl, T. €. BIUSHUEM MUKpopeibeda Ha pacTepu3ainio MOXHO
npeHeoOpeyb.

O/HaKo IIpU pacyeTe OCBELIEHMS OOJIbILYIO POJIb UIPAET HE CTOJbKO IIOJIOXEHUE
TOYKM, CKOJIbKO HalpaBjieHue BeKTopa HopMajin. BekTop HopMaiun onpenensieTcs
rpagueHToM ¢GyHKUMK H, U ero 3HaYeHMs YK€ He Bcerna OyayT MaabIMU:

n' = (dH/ds, dH/dt, 1).

3nech uepe3 n' 0003HaYeH HEHOPMUPOBAHHbBIA MCKAXKEHHBIA BEKTOP HOPMAIU.
[lockonbKy B HallleM ciy4yae KapTa BbICOT — AMCKpeTHas (yHKIUS, TO BMECTO
BBEIYHCIICHUS TIPOU3BONHBIX GYHKIIMN H MBI OyIeM HUCIOTb30BaTh UX pa3HOCTHBIE
AHAJIOTH.

ng = (hir1, ;= hi j, hi o1 — By jy 1). (8.5
OOBIYHO ropasgo ymoOHee 33JaBaThb MUKPOpeibed IMpU IOMOILM MMEHHO KapThbI
BBICOT, a TIOTOM TT0 He#l CTpouTh KapTy HopMaiu. JlejJo B TOM, 4TO KapTa BBICOT
MHTYUTUBHO IOHATHee, YyeM KapTa Hopmaneil. Kpome Toro, Ha KapTy Hopmanei

HaKJIaabIBaeTcsl ycjoBUe HOPMUPOBKU. T103TOMY XyMOXHUKY ropasio Mpoile pa-
0oTaTh UMEHHO ¢ KapTaMu BeICOT. Ha puc. 8.14 npuBeaeH npumep KapThl BbICOT.

PaccmoTrpuM Tenepb, KaKUM 00pa3oM IO KapTe BBICOT CTPOUTCS KapTa HOpMaJei.

g ynpapneHus CTeNeHbI0 HEPOBHOCTM, 3aJaBaeéMOil KapToil BbICOT, B (popmyiny
(8.5) Hy>XHO BBECTH HEKOTOPBII KOAIPDUIIMEHT:

I’l,[j = ((hi+l,j_ /’l[,j) . scale, (hi,ﬂ'l - h,"j) : scale, 1 ) (86)
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Puc. 8.14. lNpumep KapTbl BbICOT

B (8.6) BennunHa scale TO3BOJIAET YIPABISITh CTENEHBIO "HEPOBHOCTHU", YeM OHA
Oosiplile, TeM OoJibllie 3HAYEHUST B KapTe HopMmasieil OyayT otauvateest ot (0, 0, 1)
rocjie HopMaJIu3aluu.

Hecmotpg Ha To, yTo Asl 3agaHUS KapThl HOpPMaJedl MOCTATOYHO TPEXKOMIIO-
HeHTHON (RGB) TekcTyphl, 4acTo ucmob3yeTcsl dyeTbipexkomnoHeHTHass RGBA-
TEKCTypa, IpU ITOM ISl TEKCTYp, HEMOCPEACTBEHHO IMOCTPOEHHbBIX M3 KapT BbI-
COT, B albta-KaHaJI KapThl HOpMaJIeil 3aHOCUTCA 3HAauYeHue 255 (B IpUHLMIIE TaM
MOXHO XPaHUTh JI00YI0 AOMOJIHUTENbHYIO HHMOPMALIKIO).

B nuctunre 8.6 mpuBoAUTCS IpUMEP KOAA, OCYILECTBISIOLIETO MOCTPOCHUE Kap-
Tl HOpMaJieil Mo KapTe BbicoT. [Ipu 3TOM KapTa BBICOT 3a1aeTcsl OTHOKOMIIO-
HEHTHOW (onMH OalWT Ha mukced) TekcTypoil. Cama 3Ta (PyHKIIUS MOXET OBITh
HaitmeHa B 6ubnmoreke libTexture.

NucTtunr 8.6. NMocTpoeHune KapTbl HOpManen NO KapTe BbICOT

Texture * convertHeight2NormalMap ( byte * pixels, int width, int height,
float scale )

float oneOver255 = 1.0 / 255.0;
Texture * normalMap = new Texture ( width, height, 4 );
if ( normalMap == NULL )
return NULL;
byte * out = normalMap -> getData ();
if ( out == NULL )
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delete normalMap;

return NULL;

int offs = // offset to normalMap

= 0; j < width; Jj++ )

0;
for ( int i = 0; i < height; i++ )
for ( int j

{

float ¢ = pixels [i*width + 7] * oneQver255;
float cx = pixels [i*width + (j+1)%width] * oneQver255;
float cy = pixels [((i+l)%height)*width + j] * oneOver255;

// find derivatives
float dx = (¢ - cx) * scale;
float dy = (c - cy) * scale;
// normalize
float len = (float) sgrt ( dx*dx + dy*dy + 1 );
// get normal
float nx = dy / len;
float ny = -dx / len;
float nz = 1.0f / len;
// now convert to color and

// store in map

out [offs ] = (byte) (128 + 127*nx);
out [offs + 1] = (byte) (128 + 127*ny);
out [offs + 2] = (byte) (128 + 127*nz);
out [offs + 3] = 255;

offs += 4;

}

return normalMap;

Crenyoluil npuMep Koaa IEMOHCTPUPYET 3arpy3Ky KapThl HOpMaseil M3 KapThbl
BBICOT.

bumpMap = createNormalMapFromHeightMap ( false,
"../Textures/Bumpmaps/16tile01Bump.png”, 5 );

MHoraa xapTy BbICOT Iepel IOCTPOSHHMEM KapThl HOpMaieil CIIaKMBaIOT, Ha-
MpUMep, ¢ MOMOIIBIO PUIbTpa 3x3 (W1 KaKIOro MUKcena B KQUeCTBE 3HAUEHMS
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GepeTcsl cpelHee M3 HETO W Bcex 8 cocemeif). DTo TMO3BOJISIET MOJIYYHTH Oolee
IJIanKue KapTel HoOpMayei.

OnHUM M3 BaXKHBIX CBOMCTB KapT HOpMaJiedl sABIsSeTCd TO, YTO BCE OHM MMEIOT
eMMHUYHYI0 [UTMHY. HapylreHre 3Toro cBOMCTBA MOXKET TIPUBECTH K TIOSIBIICHUIO
HexXelaTeJbHbIX apTedaKTos.

OnHoil U3 onepaiuii, KOTopasg MOXeT HapyIIUTh 3TO CBOMCTBO, SIBJSIETCS oIepa-
WS TIOCTPOCHUST TIPOMEXYTOUHBIX YPOBHEH B TIpolleAype THPaMHUIATBHOTO
dunprpoBaHusa (gluBuild2DMipmap), OCKOJBKY IPU ITOM IIPOUCXOAMT YCped-
HeHUe 3HaYeHUN (TIo 070Ky 2x2 TeKcela CTPOMTCS HOBBIM TeKces, 3HaYeHWEeM
KOTOPOro sABJSETCA CpeldHee o BceMy OyoKy). B pesynbrare monyduBLIMIiCS ITy-
TeM YCpeTHEHHUs BEKTOpP, CKOpee BCETOo, VKe He OyIeT eMMHNIHBIM.

IMosToMy TS KOPPEKTHOTO BBITIOTHEHHUS TTHPaMUAABHOTO (DYVIIBTPOBAHUST TTPO-
MEXYTOUHBIE YPOBHU HEOOXOAMMO CTPOUTH BPYUHYIO, KaKABIA pa3 MpOM3BOIS
oTepanio HOPMATN3alN BCEX TEKCEIOB OUepeTHOTO YPOBHSI.

JlvictuHT 8.7 comepXUT TPOIEAYPY, CTPOSIIYIO OYepeTHON YPOBEeHb IS TTHpaMHU-
JaJIbHOTO (bUIBTPOBAHMS.

NucTtudr 8.7. NMocTpoeHne NPOMEeXYyTOUHOro YPOBHSA ANS KapThl HOpManen

Texture * downSampleNormaMap ( Texture * old, int w2, int h2 )
{
if ( old == NULL )
return NULL;
Texture * map = new Texture ( w2, h2, 4 );
if ( map == NULL || map -> getData () == NULL )
{
delete map;
return NULL;
}
float oneOverl27 = 1.0f / 127.0f;
float oneOver255 = 1.0f / 255.0f;
byte * in = old -> getData ) s
byte * out = map -> getData ()7

int W = old -> getWidth ();
int h = old -> getHeight ();
float v [3]; // here we will store x, vy, z

for (int 1 =0; 1 < h; 1 +4= 2 )

for (int j = 0; j < w; J += 2 )
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int iNext = (i+1) % h;
int JNext = (j+1) % w;
float mag00 = oneOver255 * in [3 + i*w + J];
float mag0l = oneOver255 * in [3 + i*w + jNext];
float magl0 = oneOver255 * in [3 + iNext*w + j];
float magll = oneOver255 * in [3 + iNext*w + jNext];
// sum up values for RGB components,
// converting to [-1,1]
for ( int k = 0; k < 3; k++ )
{
v [k] = mag00 * (oneOverl27*in[k+i*w +9] - 1.0);
v [k] += mag0l * (oneOverl27*in[k+i*w +jNext] - 1.0);
v [k] += magl0 * (oneOverl27+*in[k+iNext*w+]] - 1.0);
v [k] += magll * (oneOverl27+*in[k+iNext*w+ijNext] - 1.0);
}
// compute length of (X,y,z)
float length = (float)sgrt ( v[0] * v[0] + v[1] * v [1] +
v[iz] * v[2] );
// check for degenerated case
if ( length < EPS )
{
[0] = 0;
[11 = 0;
(2] = 1;
}
else
{
[0] /= length;
[1] /= length;
[2] /= length;
}
int index = (i >> 1)*w2 + (3 >> 1);

out [index]

out [index + 1]

out [index + 2]

// pack normalized vector into

// color values
(byte) (128 + 127*v[0]);
(byte) (128 + 127*v[1]);
(byte) (128 + 127*v[2]);
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// store averaged length as
// alpha component
length *= 0.25; // since it was build on 2x2
// summed values
if ( length > 1.0f - EPS )
out [index + 3] = 255;
else
out [index + 3] = (byte) (255 * length);
}

return map;

[Mpoueaypa uz oudbauoreku libTexture, KoTopasi o KapTe HOpMAaleil CTPOUT U
3arpyxaeT B rpadpuyecKuil yCKOPUTEIh BCe IPOMEXYTOUHBIE YPOBHU, IPUBOIUTCS
B JiucTuHIE 8.8.

INuctuHr 8.8. 3arpy3ka kKapTbl HOpMarnen BMecTe C MPOMEXYTOYHLIMU YPOBHAMU

void loadNormalMap ( int target, bool mipmap, Texture * map )
{

int level = 0;

int width = map -> getWidth ();

int height = map -> getHeight ();

Texture * cur = map;

Texture * next = NULL;

// load the original map

glTexImage2D ( target, 0, map -> getNumComponents (), width, height,
0, map -> getFormat (), GL UNSIGNED BYTE,
map —-> getData () );
if ( 'mipmap )
return;

// downsample texture
while ( width > 1 || height > 1 )
{
level++;
// compute new size for this level
int newWidth = width >> 1;
int newHeight = height >> 1;
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if ( newWidth < 1
newWidth = 1;
if ( newHeight < 1 )
newHeight = 1;
next = downSampleNormaMap ( cur, newWidth, newHeight );
if ( next == NULL )
return;
glTexImage2D ( target, level, next -> getNumComponents (),
newWidth, newHeight, 0, next -> getFormat (),
GL UNSIGNED BYTE, next —-> getData () );
// prepare for next iteration
width = newWidth;
height = newHeight;
if ( cur !'= map ) // release old temporary textures
delete cur;
cur = next;
}
if ( cur !'= map ) // remove last temporary

delete cur;
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NMoHATue register combiner.
PacwunpeHune NV_register_combiners.
Peanusayua ¢ nx nomouybio
nonukcenbHoro andpdysHoro

n 65IMKOBOro ocBeLlyeHus

Pab6orta c register combiner

HauuHag ¢ rpaguueckux yckoputenein cepuu GeForce, komnmanus NVIDIA
npemaoxuiaa kpome crangaptHoil 111 OpenGL, HoByIo cxemy oOpaOOTKK AAHHBIX
(pipeline), oCHOBAaHHYI0O Ha TaK HA3bIBAEMOM MEXAHMU3ME€ HAIOXEHHUS PEerucTPOB
(register combiner), KoTopblii 00pabaThiBAeT JaHHbIE ropa3no 3PGeKTUuBHEe U XO-
poLIO MOAXODUT MAJISl 1IEJOI0o PAAa CJIOXHBIX ONepaluil, BKIOYas, HAMpUMeEp,
pacyeT nomukceabHoro audgy3sHoro u 6J1uKoBoro (specular) ocBelIeHUSI.

B HoOBOU Mojenu Bce BXOMHBIE NAHHBIC CHAYANA MOMENIAIOTCS B HA0Op PErucT-
POB, ajee 3HAYEHMS B PETUCTPaxX MPOXOJAT Yepe3 OJUH WIM HECKOJBKO OCHOB-
HbIX OJI0KOB 00paboTKu (general combiner), Tocjie 4ero OHU MOMANAT B 3aBEp-
watwiuit 6nok (final combiner), onpeaenstoINN BbIXOAHOE 3HAUYEHUE IIBETA U
anbda-kaHana (puc. 9.1).

Hcrionb3yemble [pu 3TOM PEerucTphbl MpeacTaBieHbl B Tad. 9.1.

Tabnuya 9.1. Peructpsi

HasBanne 3HaueHune KoHcTtaHTa B OpenGL
primary Liset cpparMeHTa GL PRIMARY COLOR NV
color

secondary JononHutesibHbIl (BTOPUUHbIA) LBeT GL SECONDARY COLOR NV
color

textureO, 3HaueH1e N3 COOTBETCTBYIOLLIETO TEK- GL TEXTUREO ARB
texturel CTypHOFO 6ﬂ0Ka GLiTEXTUREliARB
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Ta6nuya 9.1 (oxoHyaHne)
HasBanne 3HaveHue KoHctaHTa B OpenGL
spare0 BpemeHHbie perncTpel, X HavasbHble GL_SPAREO
sparel 3HauUeHUs He onpegeneHsbl GL_SPAREL
fog CreneHb 3aTymMaHUBaHUS GL_FOG
constant 3agaBaemble nosbsoearenemM gonosHu- | GL_CONSTANT COLORO_NV
color O TenbHblE LBETA GL_CONSTANT_COLORI_NV
constant
color 1
zero Hynesoii uger (0, 0, 0, 0). GL_ZERO
JocTyneH TonbKo Nt uTeHUs
RGB Alpha
Y Y
stage 0 r
AB+CD,AB,CD AB+CD,AB,CD
stage 1 Y Y
AB+CD,AB,CD AB+CD,AB,CD

final combiner

AB+(1-A)C+D, G

RGBA

Puc. 9.1. O6uwasa cxema paboTbl MexaHn3ma register combiner
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Bce atu peructpsl coaepxar 1setoBylo (RGB) u anbda-yactu (A), KoTopbie
MOTYT 00pabaThIBaThCsl COBEPIIEHHO HE3aBUCHMO.

Kaxnplii 610K general combiner paboraeT cieayrolldM oOpa3oM: Ha OCHOBE
BXOJIHbIX PErMCTPOB U3 Ta0a. 9.1 ¢ UCHOAb30BAHUEM IPOCThIX IIPEeoOpa3zoBaHUl
(mapping) cTposiTcsl yeThipe BHyTpeHHUe nepemeHHbie — A, B, Cu D.

ITpu stom mrst Kaxmoit n3 Hux (otmenbHo misd RGB- u annda-yacreit) 3agaetcs,
W3 KAaKOTO BXOMHOTO PETUCTpa cJeAyeT B3sIThb TpebyeMoe 3HAYCHHE U KaKOMY
Mpeobpa3soBAHNI0 HYXXHO TOABEPTHYTH €ro mepel 3allChbl0 B COOTBETCTBYIOIIYIO
nepeMeHHyto (puc. 9.2).

RGB A RGB 4

primary color M : AB+CD
secondary color =7 maPping > uau

texture( H AB mux CD

texturel B mapping H yacwma-
L] AB buposatiue

primary color

secondary color

texture()

texturel

. rel) . rel)
Spare > uau P ucosue spare
sparel u (4,B) (scale and sparel
fog mapping bias) fog
constant-color0 m CD constant-color0

constant-colorl]

constant-colorl —M—) unu -
ipping
L (C.D)

zero zero

Puc. 9.2. Pabota 6noka general combiner

Ha ocHoBe nepemeHHbIX A, B, C u D Bbhluuciagiorcss Tpu BbixoiHbix RGBA-
3HAYEHUs1, KOTOpbIe (I10C/Ie MACIITAOMPOBAHMS U CIBUIA) OTCEKAIOTCS IO OTPE3KY
[—1, 1] u 3amUCBIBAIOTCS B BbIXOAHBIE PETUCTPHIL.

Ilpn 3TOM COOTBETCTBUSI MEXIY TMepeMeHHBIMH, 3HAYeHUST KOTOPHIX OYAyT 3aITv-
CBIBaThbCS, W BBIXOOHBIMU PETHCTpaMU, B KOTOpbIe OyIeT TIPOMCXOANTH 3aIliCh,
MOXeT 3a/1aBaThCsT OTACTBLHO Kak JJIST IIBETOBOM, TaK M JUTS albtha-yacTi.

Ha puc. 9.3 u 9.4 npuBoagdTcs cXeMbl, MOKAa3bIBAIOIIME KAK IIO BXOAHBIM Iepe-
MeHHbIM 4, B, C u D Bbluucasitores Tpy BbixogHbix 3HayeHus1 (RGB u anbga).

Hcrnonb3yemass mpu 3TOM omepalus muxX BBOAUTCS CIAEAYIOIIUM 00pa3om:
a mux b Bo3BpalllaeT 3HaUeHUe @, ecliv abga-4yacTb PerucTpa sparel MpeBbIlIA-
et 0,5. B mpotuBHOM ciydyae BoszBpaiaercs: b. OOparute BHUMaHWE, 4YTO IO
YMOJYaHUIO alibtha-yacTh perucTpa spare0 MHULIHUATU3UPYeETCsl aibdha-3HaueHueM
W3 HYJIEBOTO TeKCTYPHOTO OJl0Ka textureO.

Onepaiuu, TONYCTUMbIE M1 IMOJYYeHUSl 3HAYEHUH BHYTPEHHMX IE€pPeMEHHbIX A,
B, Cu D no 3Ha4eHUSIM COOTBETCTBYIOLIMX PErUCTPOB, MpUBEAeHbl B Ta01. 9.2 u
MPOMJIIIOCTPUPOBAHBL HA puc. 9.5.
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A.rgb (4,B) —=e
AB output

B.rgb A*B *

A*B+C*D  —a
ABCD output

A*B mux C*D ——

i &l

C*D \
CD output

(C.D) —=

S| |0
~ "
5 5

Puc. 9.3. BbluncneHne BbIXOOHbIX 3Ha4YeHuin ana RGB-yactu

a

A*B AB output

— A*B+C*D x
ABCD output

> A*B mux C*D —e

C*D CD output

Q

Puc. 9.4. BblucneHme BbIXOAHbIX 3HA4YEHUN Ana anbda-4actu

Ta6bnunya 9.2. [lonyctumele onepavinm

HazBaHne ®opmyna KoHctaHTa B OpenGL
unsigned indenity max(0, x) GL_UNSIGNED IDENTITY NV
unsigned invert 1 — min{(max(0, x)) GL_UNSIGNED INVERT NV
expand normal 2.max(0, x) — 1 GL_EXPAND NORMAL NV
expand negate 1 —2 . max(0, x) GL_EXPAND NEGATE NV
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Ta6nuya 9.2 (okoHyaHne)

HasBaHne

dopmMyna

KoHctaHTa B OpenGL

half-bias normal

max(0, x) — 0,5

GL_HALF BIAS NORMAL NV

half-bias negate

0,5 — max (0, x)

GL_HALF BIAS NEGATE NV

signed identity

X

GL_SIGNED TIDENTITY NV

signed negate

—X

GL_SIGNED NEGATE NV

signed identity unsigned identity expand normal half bias normal
f(x)=x f(x)=max(0,x) f(x)=2%max(0,x)-1 f(x)=max(0,x)-0.5
[-11] - [-1] [-1.1] - [0.] [0.] - [-11] [0.1] - [-0.5,0.9
1 ! 1 1
0 0 / /
| | I
-1 0 I -1 0 1| -1 0 1 -1 0 1
signed negate unsigned invert expand negate half bias neagte
f(x)=-x =1-minj([i:;)x_(0,x),1) f(x)=1-2%max(0,x) f(x)=0.5-max(0,x)
[-11] - [1-1 [o.] - [1d [0.]] - [1.-1 [0.] - [0.5.-0.9
1 ! 1 1
0 0 \ ) \ \\
! ! ! \ }
-1 0 1 -1 0 1| -1 0 1 -1 0 I

Puc. 9.5. Jonyctumble npeobpa3oBaHus
ans 6nokoe general combiner

BbixoaHbie 3HaueHHs (Iepen 3amKChbi0 B PETUCTPhl) MOABEPraroTcd MacluTabupo-
BaHWIO (scale) u casury (bias). HomycTumble 3HAYEHUS JUISI 3TUX OMEpaluil pu-
BeleHbl B Ta0A1. 9.3 1 9.4 cOOTBETCTBEHHO.
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Ta6nnya 9.3. [JonyctumMbie 3Ha4eHs 418 MacLLTabupoBaHus

KoHcTaHTa B OpenGL MHoXxuTtens
GL_NONE 1
GL_SCALE_BY TWO NV 2
GL_SCALE_BY FOUR NV 4
GL_SCALE_BY ONE HALF NV 0,5

Tabnuya 9.4. [JonyctuMbie 3Ha4YeHUs /18 caBura

KoHcTtaHTa B OpenGL BennunHa casura
GL_NONE 0
GL_BY NEGATIVE ONE HALF NV -0,5

B pesynbrate Ha Bbixome mojaydaiorcsa Tpu RGB- u tpu anbda-sznavyenusi. RGB-
3HaYeHUs] MOIyT ObITh 3amucaHbl B RGB-uactu perucTpoB (IOCTYMHBIX AJIs1 3AIU-
cu), anbda-3HaueHus1 — Kak B aibga-, Tak U B RGB-yacTh (B aTOM cllyyae mo-
Jlydaercs LBET, BCE TPM KOMIIOHEHThI KOTOPOIO PaBHbI MEXIy co0oii). 3amucaH-
HbI€ B PErMCTPhl 3HAYCHUS SBIAIOTCS BXOAHBIMU IJIS clieayloliero 0j10Ka register
combiner. JI1060e 13 Tpex BbIXOAHBIX 3HAYEHUI MOXKET ObITh IIPOCTO OTOPOILLEHO
(T. €. HUKY/A He 3aIlUCAHO).

BryTtpu kaxaoro 6joka general combiner Bce BBIYMCIEHUS! BBITIOJHSIOTCS B AUa-
nazoHe [—1, 1]. Kondurypaius u odpadotka RGB- un anbda-yacreit nmporcxoasr
MOJHOCTHIO HE3aBUCHMO.

O0bIuHO OsnokM general combiner oOpasyrOT LEMOYKY: BbIXOA OJHOIO SIBJISIETCS
BXOJIOM [UIS CAEMYIOLIEro, XOTS 3TO Heo0s3aTeIbHO.

3akimounTtenbHas o6paboTka ocyluecTsisieTcs 6okoM final combiner (puc. 9.6).

brok final combiner Boiuucisgser RGBA-3HaueHue, KOTopoe U OyAeT BbIXOAHBIM
LIBeTOM. 3HAK OIepaHa MNP BBIYMCIECHMSIX HE YUMTbIBaeTcd. Bce oTpuliatenbHbie
3HaueHusl Ha Bxoje B final combiner npeobpasyrorces B Hob (puc. 9.7).

st Berunciennst BeixomHoro RGB-3nauenus final combiner comepXuT ImecTb
BHYTPEHHUX TIepeMeHHBbIX (A, B, C, D, E U F). Kaxnasg uz Hux sasasercsi RGB-
BEJIMUMHON M MOXeT ObITh TTOCTPOEHA HA OCHOBE JIKDOOTO U3 BXOAHBIX PETUCTPOB,
npuuyeM kak u3 RGB-, Tak m u3 anbda-yactu. 3HaueHue J000H U3 BXOTHBIX
yacTeil MOXeT OBITh MHBEPTUPOBAHO.

HMmMerorcs Takke JBa ICEeBIOPErUCTpa EF U sparel+secondary color. IlepBblit
[ICeBIOPEIUCTP PABEH IPOM3BEACHMIO MEPEMEHHbIX E U F, OH MOXET ObITb MC-
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TTIOJBb30BAH B KAYE€CTBE UCXOIHOTO 3HAYCHUS TJIA 100011 13 TIIEPEMEHHDBIX A, B, C U
D, BTOpOﬁ TaKXe MOXET OBITh BXOIHBIM 3HAYEHUEM IJISI TIEPEMEHHDBIX B, C 1 D.

| EF || spare0+secondary color

RGB

primary color - |

> mappin, A
secondary color — pprs -
1 N : ).
texture() - mapping ﬂ N Color.rgbAB+(1-A)C+D
L] : Color.a=G.
texturel A > mapping |_>| C |_ olor.a=t.d
sparel - pping
s
constant-color( —

constant-color1 -

| G

Puc. 9.6. Pabota 6noka final combiner

unsigned identity unsigned invert
f(x)=max(0,x) f(x)=I-min(max(0,x),1)
[o.1] - [o.] [0.1] - 1.9
- -1
0 0
; ;
-1 0 -1 -1 0 -1

Puc. 9.7. Jonyctumble npeobpasoBaHns
ansa 6noka final combiner

Hist monyyenns RGB-gactn BeIxoga final combiner BEIYMC/sIeT 3HAYCHUE AB+ (1
~2\) C+D.

3HaueHue ceabMOM MepPeMEeHHOIl G ompenaeser aabga-kKaHan BbixogHoro RGBA-
3HAUYEHHs. DTa MepeMeHHasl COCTOUT TOJbKO M3 a1b(ha-4yacTd U MOXKET MOJYYUThb
CBOE 3HAaYeHHUE U3 alb(da-yacTu JI0OOro perucTpa 3a UCKIIOYeHUEM ABYX ICEeBIO-
perucTpoB. 3HaUeHUe G TAKXKe MOXET ObITb MHBepTUpoBaHo. I1pu 3TOM BenuuMHA
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sparel+secondary color MOXET JUOO oTcekaThbesl Mo oTpesky [0, 1], 1ubo npu-
HUMaTh 3HaYeHusa us [0, 2].

Pakruyeckd IyTeM 3aJaHusl Lenoyku npeobpasoBaHuii B Oj10kax general com-
biner u B 6ioke final combiner Mbl CTPOMM CBOIl KOHBeiiep, onpenessioumi oo-
padorKy aaHHbiX. Torga mpu BblBOjA€ IPUMMUTUBOB OyieT neidCTBOBAaTb MMEHHO
3TOT AJICOPUTM OOpPabOTKMU, MOCTPOCHHBIM HAa OCHOBE MeXaHu3Ma register com-
biner (eciii BKIIOYEHO €r0 UCIIONb30BaHUE).

PaccmoTpum Tenepb, Kak ocylllecTBsieTcsl TporpaMMUpoBaHue (HacTpoliika) 0Jo-
KOB register combiner.

1. HepBbIM 1L1arOM SIBJISIETCS MX BKIIIOYEHUE KOMAHIOM
glEnable ( GL REGISTER COMBINERS NV );

2. Jlanee cieayeT ykasaTbh yucio 010koB general comber:
glCombinerParamteriNV ( GL NUM GENERAL COMBINERS NV, num );
3. Y3HaTh MakCUMAalbHOE KOJMUYECTBO OJOKOB general combiner, moajaepxuBae-

Moe rpaduyeckoil KapToil U ApaiBepoM, MOXHO IIPU IOMOIIM CIEIYIOLIEro
¢parmeHTa Koaa:

int maxCombiners;

glGetIntegerv ( GL MAX GENERAL COMBINERS NV, &maxCombiners )7

4. Jlanee mas Kaxaoro U3 MCIONb3yeMbIX OJ0KOB general combiner ciemyer 3a-
JaTh BXOJHbIE U BbIXOJHbIE BEJIUUYUHBI.
3agaHue BXOJHBIX BEJIUYUH OCYIIECTBISIETCS TIPU TTOMOIIM (hYHKITUN
glCombinerInputNV ( GLenum stage, GLenum portion, GLenum var,

GLenum input, GLenum mapping, GLenum usage );

Hasnauenue ee mapaMeETpoB CJIEAYIoIIee:

® stage 3aJaeT HOMEP MCIIOJb3YeMOro 0JOKa M MPUMHUMAET OJHO U3 3Haye-
HUI OT GL COMBINERO NV 10 GL COMBINER7 NV;

e portion ompeaenser, Kakas yactb nepemeHHod (RGB unu anbga) Oyaer
3a71aBaTbCsl, M IPUHUMAET OHO M3 JIBYX 3HAYEHWM: GI, RGB WM GL_ALPHA;

® var ONpEIEssieT UCIOJb3YyEMYI0 BHYTPEHHIOI MEPEMEHHYI0 M MPUHUMAET
ONHO U3 3HAUEHUIA: GL VARIABLE A NV, GL VARIABLE B NV,
GL VARIABLE C NV U GL VARIABLE D NV;

e input OMpedeseT, N3 KaKOTO BXOMHOTO PETHCTpa clieAyeT B3SITh 3HaUCHHE
JUTSI COOTBETCTBYIOIIEH TiepeMeHHoI. JomycTuMble 3HAYeHUS IS 3TOTO
napameTpa ObLTU TIpUBeAeHBI B Ta0. 9.1;

* mapping 3aJaeT OTOOpaXeHUE, IPUMEHSIEMOe K 3HAYCHUIO Perucrpa Iepen
3aIUChIO B MepeMeHHYIo (cM. Tabul. 9.2);
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e usage ormpenenser, kakas yactb (RGB unu anwda) perucrpa Oyaet 3anu-
caHa (rmocje peoOpa3oBaHs) B COOTBETCTBYIOIIYIO TTIEpeMEHHYIO.

3nauyenue aaga RGB-yactu nepemMeHHO MoXeT ObiTh noayuyeHo u3 RGB- uin
ambda-yacTy JIIoboro peructpa. 3HadeHue s aTbda-yacTu TepeMeHHON Mo-
XKeT ObITb MOJYYeHO JU0O0 U3 albda-yacTu, Jubo u3 cuHeil (blue) LBeTOBOIA
KOMTIOHEHTBI PEeTUCTpa.

3a,zla}me BbBIXOOHBIX BEJIMYMH OCYHIECTBIISCTCA ITPU MOMOIIN CI)YHKHI/H/I

glCombinerOutputNV ( GLenum stage, GLenum portion,
GLenum abOutput, GLenum cdOutput, GLenum sumOutput,
GLenum scale, GLenum bias,
GLboolean abDotProduct, GLboolean cdDotProduct,

GLboolean muxSum ) ;

Hasnauenue ee mapaMeETpoB CJIEAYIoIIee:

® abOutput, cdOutput W sumOutput ONPENESAIOT, B KAKOW PETUCTP MOUAET
KaxXa10€ U3 TPEX BbIXOIHDbIX 3HAYCHUM. ﬂOHyCTI/IMbIMl/I 3HAYCHUAMU £AB-
JISTIOTCA GL_DISCARD NV (OT6pOCI/ITB COOTBETCTBYIOIIYIO BCJINYN-
HY), GL PRIMARY COLOR NV, GL SECONDARY COLOR NV, GL SPAREO NV,
GL_SPARE1 NV, GL TEXTUREOQ ARB U GL TEXTURE1 ARB;

e scale 33JaeT MACIITAOUPYIONUM MHOXUTETh, HA KOTOPBIA OymeT yMHOXe-
HO 3HayeHUe I[IePEMEHHOM, JOMyCTHMble 3HadeHUs ObLIM yKasaHbl B
tabn. 9.3;

e bias TIO3BOJSET 3aMaTh 3HAYECHNE, KOTOPOE OyIeT BEIYTEHO M3 TTepeMeHHOM
mnocjie onepanuy MacitabupoBaHus (cM. Tada. 9.4);

® abDotProduct U cdDotProduct OIPECACIAIOT, KaKMM,OﬁpaBOM.HpOMCXOHMT
BBIYMCIIEHNE OBYX BEIXOAHBIX 3HAYeHW (AB M cD). Ecnm mapameTp mpuHUT-
MaeT 3HAYeHUe GL TRUE, TO Ha COOTBETCTBYIOLIEM BbIXOA€ OyleT BeIuuu-
Ha, BCE KOMIIOHEHTBI KOTOPOW paBHBI COOTBETCTBYIOIIEMY CKaISIPHOMY
npoussegeHuto ((A,B) unu (C,D)). B nporuBHOM ciiyyae Ha Bbixojae OydaeT
TTOKOMTIOHEHTHOE TIPOU3Be/IeHNEe BXOTHBIX BeMWYWH. Ecim XoTs OBl omgwH
U3 MapaMEeTpoOB abDotProduct WIM cdDotProduct HE PaBECH HYJIO, TO IIA-
paMeTp sumOutput JAOJDKEH MPUHUMATh 3HAYEHUE GL_ DISCARD NV;

e eCJIM MapaMeTp muxSum PABEH GL_FALSE, TO Ha BBIXOJE ABCD MBI TOJYyYUM
AB + CD. B mpoTuBHOM cilyyae — AB mux CD.

[MapameTpbl stage U portion UMEIOT TOT XE CMBICA, YTO M sl (PYyHKLIMU
glCombinerInputNV.

5. 3axTouYnTeTbHEIM IIIaroM SIBJISIETCST HacTpolika Oyoka final combiner, KomaH#oi

glFinalCombinerInputNV ( GLenum var, GLenum input,

GLenum mapping, GLenum usage );
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Hasnauenue ee mapaMeETpoB CJIEAYIoIIee:

e var yKas3bIBaeT MM IEPeMEHHOM, KOoTopas OydeT 3a1aBaTbCsl, U MPUHUMAET
OJIHO U3 3HAYEHUI OT GL VARIABLE A NV IO GL VARIABLE G NV;

® input MOXET NMPUHUMATb 3HAUEHMs KaK U3 Tabia. 9.1, Tak U JTOMOTHUTED-
HBble,  COOTBETCTBYIOIIME  IICEBIOperucTpaM  (GL_E TIMES F NV U
GL_SPARE(O_PLUS_SECONDARY COLOR NV);

* mapping 3a4aeT MpeoOpa3oBaHUe BXOIHBIX 3HAYEHUN U MOXET MPUHUMATh
TOJIBKO OJHO M3 J[BYX 3HAYEHUH GL UNSIGNED IDENTITY NV U
GL_UNSIGNED INVERT NV (cM. Tabu1. 9.2);

e usage omnpejensieT, Kakas u3 yacteit (RGB uiu annda) BxogHoro pervcrpa
OyzmeT WCIMOJb30BaThesl IS 3aJaHUSI COOTBETCTBYIOIIEH TiepeMeHHOW U
TIPUHAMAET ONHO W3 3HAYEHW GL RGB WIW GL ALPHA. OfHAKO eclu 3371a-
eTcd MepeMeHHasd G, TO 3HAYEHNE usage JOJDKHO PaBHATbCH GL ALPHA. Ec-
JIU TIepeMeHHasl MPUHUMAaeT BXOAHOE 3HaueHue 0o M3 TiceBIoperucrpa
EF, JU0O W3 TICEBAOPETUCTPA sparel+secondary color, TO 3HAYEHUEM
usage JOJDKHO OBITh GL_RGB.

Kak 6bL10 3aMeueHo paHee, 3HaUYCHUs IICEeBAOPEIrUCTpa sparel+secondary color
npuHamiexar orpesky [0, 2], 1ubo obpesatorest o otpesky [0, 1]. Jlist ycTaHOB-
KU oTceueHus 1o orpesky [0, 1] ucnosab3yercs: KoMaHaa:

glCombinerParameteriNv ( GL_COLOR SUM CLAMP NV, GL TRUE );

YcraHoBKa oTcevyeHUs no oTpesky [0,2] obecrieunBaeTcss KOMaHIOM:

glCombinerParameteriNv ( GL_CCLOR SUM CLAMP NV, GL FALSE );

19 ycTaHOBKM 3HAYEHMH PErucTpoB constant color, MOXHO HCIIOJIb30BaTh
CIenyronii hparMeHT Koja.

float cl [4] {1, 0.2, 0.5, 1 };

float c2 [4] {1, 1, 1, 0.5 };
glCombinerParamterfvNV ( GL CONSTANT COLORO NV, cO );
glCombinerParamterfvNV ( GL CONSTANT COLCR1 NV, cl );

[lo ymonyanuio ob6a perucrpa constant color SBISIOTCS HYJI€BbIMM, U BKIIOYEH
pexXnUM oTcedeHusI 1mo oTpesky [0, 1].

JlvuctuHr 9.1 comepXUT TpUMep BBITTOJTHEHUSI TPOBEPKU TMOMIEPKKU pexknma
register combiners. [1odHBIA MCXOMHBIA KOO WIS IpUMEpPA, MPOBEPSIONIETO MOA-
JEPKKY pexuMma register combiners M TeyaTarllero MakKCMMaJIbHO TOCTYITHOE
KoauMyecTBo 010K0B general combiner, HAXOAUTCS HA MPUJIAraeMOM K KHUIEe KOM-
naxkT-nucke (paitn re-info.cpp).
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Nuctunr 9.1. Mpumep, BeiAaOWwWmMK nHOPMaLMIo 0 noaaepxke register combiner

/7
// Sample to to show Register Combiners support in OpenGL card and driver
/7
#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );
}
void display ()
{
glClear ( GL_COLOR BUFFER BIT | GI, DEPTH BUFFER BIT );
glutSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport (0, O, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();

glMatrixMode ( GL_MODELVIEW ) ;

glLoadIdentity ();

}
void key ( unsigned char key, int x, int y )
{

if ( key == 27 || key == 'q" || key == 'Q' ) // quit requested

exit (0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
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glutInitWindowSize ( 400, 400 );
// create window

int win = glutCreateWindow ( "OpenGL example 1" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
init ();
const char * vendor = (const char *)

glGetString ( GL VENDOR ) ;
const char * renderer = (const char *)

glGetString ( GL RENDERER );
const char * version = (const char *)

glGetString ( GL VERSION ) ;
const char * extension = (const char *)

glGetsString ( GL EXTENSIONS );
printf ( "Vendor: $s\nRenderer: %s\nVersion: $%s\n", vendor,

renderer, version );

if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{

printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners” ) )
{

printf ( "NV register combiners NOT supported" );

return 2;
}
int maxTextureUnits;
int maxCombiners;
glGetIntegerv ( GL MAX TEXTURE UNITS ARB, smaxTextureUnits ) ;
glGetIntegerv ( GL MAX GENERAL COMBINERS NV, &maxCombiners )7

printf ( "ARB multitexture supported.\nMax texture units %d.\n",
maxTextureUnits );
printf ( "NV_register combiners supported.\nMax general combiners

%2d.\n", maxCombiners );

return 0O;
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Peanusauyua audcpysHoro oceeLyeHuns
yepes register combiner

Hcnonb3oBaHue MexaHM3Ma register combiner mo3BoJisieT JOCTATOYHO JIETKO pea-
JIN30BBIBATh TOMUKCENbHOE aucdy3HOe ocBellleHue, He TMpuberas mpu 3TOM K
paciiuperuto texture env_dot3. DTOT MexaHU3M SBJseTCs ropasao Oosee ruo-
KWM, 4eM paciuupeHue texture env_dot3, Kak Mbl yOoeauMcs jJajiee, ¢ €ro nmomMo-
IIBIO JIEFKO MOXHO pPeaTu30BaTh TaKKe ONMKOBoe (specular) ocBellleHME U PSII
Ipyrux 3¢ ¢eKToB.

Bribepem Gosiee ob1yto Monenb nuddy3HONH OCBEIIEHHOCTH:
I'= Iymp + max (0, (£, n)) - I,

rae kKoadbduuueHt /,,, 3anaet (poHOBYIO OCBEIIEHHOCTb, a [; — IIBET UCTOUHUKA
CBeTA.

Kak u paHee, BeKTOp HampapieHUsT HA MUCTOYHUK cBeTa / Mbl OyldeM 3amaBaTbh B
BepIIMHAX TpaHW B BUAE TEKCTYPHBIX KOOPIWHAT, a HOPMATHU3AINI0 3HAYeHUI
3TOro BEKTOpPA, MOJyYaeMbIX B IIpoliecce JUHEIHON MHTEPIOJSIUMU BIOAb TPaHH,
OymeM BBITTOTHSTH ¢ TTOMOIIBIO HOPMUPYIOTIeH KyOrudecKoil KapThl.

B npocrteitiem ciiyyae HaM TOHaIoOUTCSl BCero oJuH 0ok general combiner.

B HyneBoM TeKcTypHOM OJIoKe (PETUCTP texture() Mbl pa3MecTUM KapTy HOpMa-
JIeii, a B IepBOM (PEerucTp texturel) — HOPMUPYIOLIYIO KyOUUYECKYIO KAPTY.

®OoHOBBIII 1BET I, Mbl Pa3MECTUM B PETUCTpe constant-colorl, a IBET UCTOY-
HUKa cBeTa I; — B constant-colorl.
Ternepb HaM Hafo BKIOUUTH UCTONb30BAHME peXuMa register combiner U 3anarhb
yrcio 0J0KOB general combiner ¥ MOCTOSHHBIE LIBETA. DTO AENAETCS C IIOMOILbIO
crenyoniero (pparMmeHTa Koma:

// setup register combiners
GL REGISTER COMBINERS NV ) ;
GL NUM GENERAL COMBINERS NV, 1 );
GL CONSTANT COLORO NV, lightColor );
GL CONSTANT COLORL NV, ambientColor );

glEnable (
glCombinerParameteriNV  (
glCombinerParameterfvNV (
glCombinerParameterfvNV (

PaccmorpuMm  Temepp  KoHbuUrypaluio HyineBoro ©Omoka general combiner
(puc. 9.8).

B kauectee RGB-uactn nepeMeHHoI A Mbl BO3bMEM 3HAUYEHUE M3 KapThl HOpMaJeH,
T. €. textureO. [lpu aToM npeobpazoBaHuem (mapping) Oyner GL EXPAND NORMAL NV,
YTOOBI TIEPEBECTH TIpECTABICHNEe BEKTOpA B BHUIE IIBETA B HOPMATbHOE 3HAKOBOE
npeacTasieHue (x, y, 2).
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texture(.rgb A.rgb
texturel.rgb B.rgb

Puc. 9.8. HacTtpolikm 6noka general combiner 0

(A.rgb,B.rgh) ———> spare0.rgb

CooTBeTCTBYIOLIMI (PparMeHT Koaa MpeacTaBleH aajiee:

// configure A = expand (tex0) (bumpmap)
glCombinerInputNV ( GL_COMBINERO NV, GL_RGB, GL_VARIABLE A NV,
GL_TEXTUREO ARB, GL EXPAND NORMAL NV, GL RGB );

AHajiornyHbIM 00pa3om B KauecTBe RGB-uacTu mepeMeHHOl B BO3bMEM 3Haye-
HUME C MEepPBOro TEKCTYpHOro O10Ka (perucrpa texturel), KOTOpoe OyaeT mped-
CTaBJISITh cOOO HOpMUPOBaHHOE 3HaUe€HUEe BeKTopa / B BUIE 1IBeTa. 3/1eCh OMSITh
cleayeT MPUMEHUTH MPeoO0pa3oBaHUE GI EXPAND NORMAL NV Uil MEPEBOAA BEK-
TOpa B KOOPAUHATHOE TIpeAcTaBIeHUE:

// configure B = expand (texl) (norm. map)
glCombinerInputNV ( GI COMBINERO NV, GI RGB, GL VARIABLE B NV,
GL, TEXTUREL ARB, GI, EXPAND NORMAL NV, GL RGB );

Paccmotrpum Tenepb, KaKuM 00pa3oM ciaelyeT HACTPOUThb BbIXOJ HyJIEBOro OJ0Ka
register combiner IS IOJYYEHUSI HA BBIXOJE CKAJSIpHOTO Tpou3sBeneHust (/, n).

Hns storo RGB-BeIX0a AR HaMpaBUM B PETUCTP sparel, OCTAJIbHbBIE JBA BBIXO/I-
HbBIX 3HaYeHus oTOpocuM. Hu MaciitabupoBaHusi, HU CABUIA MMOJYYEHHOTO 3HA-
YEeHUS] HaM He MoTpedyeTcsl, HO HEoOXOAUMO 3a/1aTh BBIUMCIIEHNE CKaJISIPHOTO (a
HE MOKOMIIOHEHTHOIO) IPOM3BEAE€HHUS] I BbIXOAa AB. OTOMY COOTBETCTBYET
¢dparMeHT Kona:

// setup output of (1,n)
glCombinerOutputNV ( GLﬁCOMBINEROiNV, GL RGB,

GL_SPARE(Q NV, // BB output
GL_DISCARD NV, // CD output
GL DISCARD NV, // sum output
GL NONE, // no scale

GL NONE, // no bias
GL_TRUE, // BB = A dot B

GL FALSE, GL FALSE );

B pesynbrate B perucrpe spare0.rgb Y HAC OKaXeTcs HYXHOE HAM CKAISIPHOE
MTPOM3BEZICHNE BO BCEX €ro IIBETOBBIX KOMITOHEHTAX.
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PaccmoTpum Tenepb KoHpuUrypaiuio 6yoka final combiner.

B kauectBe 3HaueHUs] EPEMEHHOI A CledyeT B3sITh spare(.rgb, IOABEPTHYB €0
Npeodpa3oBaHUI0 GL UNSIGNED IDENTITY NV, B pe3yJibTaTe 4ero B A Mbl IIOJY-
yum max(0, (I, n)). l/fmmCTpauﬁeﬁ Oyaer (i)paFMeHT Koma:
// A.rgb = max ( spareO.rgb, 0 )
glFinalCombinerInputNV ( GL VARIABLE A NV, GL SPAREQ NV,
GL UNSIGNED IDENTITY NV, GL RGB );

B xauectBe mepemeHHoil B Mbl Bo3bMeM RGB-3HaueHue u3 perucrpa constant-
color0, COIEpXKAlIEro 3HaYEHUE 1iBeTa MCcTOUYHMKa cBera. IlpeodpaszoBaHuem Oy-
JET GL UNSIGNED IDENTITY NV:
// B.rgb = constant color0.rgb
glFinalCombinerInputNV ( GL VARIABLE B NV, GL CONSTANT COLORO NV,
GL UNSIGNED IDENTITY NV, GL RGB ) ;

B HNEPEMECHHYIO C MbI 3allMIIEM HyneBoﬁ BEKTOP:
// C=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );

B nepemeHHylo D 3amuiueM 3HauyeHue (POHOBON OCBELIEHHOCTU, T. €. 3HAYEHUE
LBETA U3 PErucTpa constant-colorl:
// D = constant colorl.rgb
glFinalCombinerTnputNV ( GL VARTABLE D NV, GL CONSTANT COLOR1 NV,
GL UNSIGNED IDENTITY NV, GL RGB );

B RGB-uactu nepeMeHHbIX E U F TaKXe 3alMileM 0, a B anbda-4yacTb NepeMeH-
HOW G — €NMHHULY:
// E =0
glFinalCombinerInputNV ( GL VARIABLE E NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// FE =0
glFinalCombinerInputNV ( GL VARIABLE F NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// G.alpha = 1
glFinalCombinerInputNV ( GL VARIABLE G NV, GL ZERO,
GL UNSIGNED INVERT NV, GL ALPHA );

[pu takoit KoHGUrypaLuyd Mbl Ha BbIXOIE IOJYYUM CIEAYIOLIUE PEe3YJbTaThi;
RGB = Iy + max (0, (1, n)) - I,
Alpha =1
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Ha pwuc. 9.9 npuBoautTcs auarpamMma HacTpoiiku ©Ojoka final combiner, Ha
puc. 9.10 — cKpHUHIIOT pe3yjibTaTta padoThl MPOTPaMMBI.

spare().rgb A.rgh

o crap | [aeaacen |

0 I-min(max(0,x)) G.a

RGB=c0*max(0,(l,n))

A=1

Puc. 9.9. Hactpoiika 6noka final combiner

E2 0penGl per-pixel diffuse lighting with

Puc. 9.10. PeaynbtaT paboTbl NporpamMmel
nonukcensHoro auddy3HOro oceelleHns
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JIvictHT 9.2 comepXWT TOHBIN KOI MPOTPAMMBI, pEaNM3yIoNmell MOMMKCceTbHOe
auddy3Hoe ocBelleHue.

Nuctuar 9.2. MNMpocTenwasn peanu3auus nonukcensHoro AndPy3HOro oceeLeHmnst
C ucnonb3oBaHueM register combiner

//
// Sample to to show diffuse lighting via Register Combiners support
// in OpenGL

//

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include <glut.h>
#include <stdio.h>

#include <stdlib.h>

Vector3D eye (2,2, 2); // camera position

Vector3D light ( 0.5, 0, 1 ); // light position

unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned decalMap; // decal (diffuse) texture
float angle = 0;

Vector3D v [4];

Vector2D t0 [4];
Vector3D tl [4];
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH TEST );
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL_POLYGON_SMOOTH_HINT, GL_NICEST )

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );

}

void display ()

{
float lightColor (41 = {1, 1, 0, 1 }; // vyellow light
float ambientColor [4] = { 0, 0, 0.5f, 1 }; // dark blue
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glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
// setup texture units
// bind bump (normal) map
// to texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, bumpMap );
// bind normalization cube map
// to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;
// setup register combiners
GL_REGISTER COMBINERS NV ) ;
GL NUM GENERAL COMBINERS NV, 1 );
GL_CONSTANT COLORO_NV, lightColor );
GL_CONSTANT COLOR1 NV, ambientColor );

glEnable (
glCombinerParameteriNV  (
glCombinerParameterfvNV (
glCombinerParameterfvNV (
// configure A = expand (tex0)
// (bump map)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE A NV,
GL_TEXTURE(Q_ARB, GL EXPAND NORMAL NV,
GL RGB )
// configure B = expand (texl)
// (norm. map)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE B NV,
GL_TEXTUREl ARB, GL EXPAND NORMAL NV,
GL RGB )
// setup output of (1,n)
glCombinerQutputNV ( GL COMBINERO NV, GL RGB,

GL_SPARE(Q_NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL_NONE, // no scale
GL_NONE, // no bias

GL TRUE, // BB = A dot B

GL_FALSE, GIL,_FALSE );
// now spare0.rgb

// contains (1,n)
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// configure final combiner
// A.rgb = max (spare0.rgb, 0)
glFinalCombinerInputNV ( GL VARIABLE A NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = constant_color0.rgb
glFinalCombinerInputNV ( GL VARIABLE B NV, GL CONSTANT COLORO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// C=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// D = constant colorl.rgb
glFinalCombinerInputNV ( GL VARIABLE D NV, GL CONSTANT COLOR1 NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// E=0
glFinalCombinerInputNV ( GL VARIABLE E NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// F=20
glFinalCombinerInputNV ( GL VARIABLE F NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// G.alpha = 1
glFinalCombinerInputNV ( GL VARIABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL_ALPHA );
// so at output we'll get
// RGB = ¢cl+cO*max ((1, n),0)
// alpha = 1

int i;
// compute texture coordinates
// for normalization cibe map
for ( 1 =0; 1 < 4; i++ )

tl [i] = light - v [i];
// now draw quad
glBegin ( GL _QUADS );
for (1 =0; i < 4; i++ )
{
glMultiTexCoord2fv ( GL TEXTUREO ARB, tO [i] );
glMultiTexCoord3fv ( GL TEXTUREL ARB, tl [i] );
glvertex3fv (v [1i] )i
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glEnd ()i
glutSwapBuffers ();

}

void reshape ( int w, int h )

{

glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
glMatrixMode ( GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eve.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}
void key ( unsigned char key, int x, int vy )
{
if ((key == 27 || key == 'q' || key == Q' )
exit (0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME ) ;
light.x = cos ( angle );
light.y = sin ( angle );
light.z = 1 + 0.3 * sin ( angle / 3 );
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ("OpenGL per-pixel diffuse "
"lighting with register combiners");

// register handlers
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glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key

glutIdleFunc

init )

printfInfo ();

)i

( animate );

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{

printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;
}
initExtensions ();
// setup vertices
v [0] = Vector3D ( -1.3, -1.3, 0 );
v [1] = Vector3D ( 1.3, -1.3, 0 );

v [2] = Vector3D ( 1.3, 1.3, 0 );

v [3] = Vector3D ( -1.3, 1.3, 0 );
// setup texture coordinates
// for bump map
t0 [0] = Vector2D ( 0, 0 );
t0 [1] = Vector2D ( 1, 0 );
t0 [2] = Vector2D ( 1, 1 );
t0 [3] = Vector2D ( 0, 1 );
bumpMap = createTexture2D ( false,
", ./Textures/Bumpmaps/FieldStone-DOT3.tga" );
decalMap = createTexture2D ( true,
", ./Textures/FieldStone.tga" );
normCubeMap = createNormalizationCubemap ( 32 );
glutMainLoop ();

return 0;

}
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Camo3areHeHMe NnoBepxHoOCTeN

Paccmotpum Terieps elie omHO SIBJICHUE, CBSI3aHHOE ¢ MUKPOpeTbedoM, — caMo-
3areHeHNne moBepxHocTH. OOpaTuTe BHUMAaHNE HA CUTYAIWH, TIpeIcTaBIeHHbIe Ha
puc. 9.11.

a

Puc. 9.11. Cnyyan camo3zaTteHeHus

B cnyuae, uzobpaxeHHoM Ha puc. 9.11, a, ucxomHas (Heu3MeHEHHAsd KapToil
HOPMaJIM) HOPMaab K IOBEPXHOCTH CMOTPUT OT MCTOYHMKA CBETA MU HE MOXET
OCBEIATb ATy IMOBEPXHOCTb.

Bropoii ciyyaii (9.11, 6) ropazno mHTepecHee. XOTS MCXOJHBIN BEKTOp HOPMalK
7 U HampaBJieH OT UCTOYHUKA CBETa, HO M3MEHEHHasi HOpMaJb 1’ Terepb yxXe Ha-
MpaBjieHa Ha UCTOYHUK CBeTa, T. €. MPU OTNIMCAHHOM paHee aJITOPUTME BTa TOYKa
Oy/ieT ocBellleHa, Yero He JOJKHO ObITh.

HaHHoe sBAeHME M €CThb camMo3aTeHeHue, A €ro KOMIIEHCALUUMU B ypaBHEHHE
OCBELIEHHOCTH BBOJUTCS CIIELUANbHBLA KOODDUUUEHT Sgeyr

1= Iamb + max (O: (l; }’l)) : 1/' Sself'

B kauyectBe koabduimeHTa caMo3aTreHeHUs Sy B MPOCTEHLIEM CJly4yae MOXHO
B34Tb eauHuuy, eciu (/, n) > 0 1 HoJb B OpOTUBHOM ciydae. OQHAKO B IOH00-
HOM CJIy4yae, U3-3a TOro, YTO TAKON KO3(PPULMEHT CaMO3aTCHEHUs] SIBIISIETCS Pa3-
PBIBHOI (DYyHKIIMEN, MOTYT BO3HUKHYTb HexenarenbHble apredakrtbl. IloaToMy Ha
MPAKTUKE OOBIYHO KOODGIULMEHT caMO3aTeHEHUS BBIYUCISIETCS TaK:

El, ecau (I, n) > ¢
Sself = [;S’se,f(l,n)/c, ecm 0 > (I, n) 2¢;
ecmu (/,n)>c.

b

Kosddunment ¢ o6sraHo paseH 1/8.
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PaccmoTpuM Temnepb, Kak MOXHO BBIYMCIUTH KO3GhMUIIMEHT caMo3aTeHEHUs 10
JaHHON hopMmyre.

IlockonbKy BCe BEKTOPbI CUMTAIOTCS 3aAaHHBIMU B KAcaTeJbHOM IIPOCTPAHCTBE,
to BekTop #n pased (0, 0, 1) u (/, n) = [,. Ecnu tenepp 5Ty BeIMUUMHY YMHOXUTb
Ha 8 (WIS OTOro MOXHO €€ CHayaaa CIOXUTh ¢ cOoDOii, a 3aTeM YMHOXUTb Ha 4),
TO IOC/Ie OTce4YeHUs 1o orpesky [0, 1] Mbl U noayuuM Tpedyemblit KO3GhGULIMEHT
caMOo3aTeHeHMS.

Breruucienue KoadduiimeHTa camo3aTeHeHUsT YI0OHO TTPOBOINTH B alibha-yacTsix
MepeMeHHbIX U perucTpoB. PucyHok 9.12 u JUCTUHT 9.3 WITIOCTPUPYIOT, KaK 3TO
peanusyetcsl Ha TIpakTUKeE.

Nuctunr 9.3. BeluncneHne koachdnumeHTa camosateHeHus

// configure A.alpha = 1
glCombinerTnputNV ( GI,_COMBINERO NV, GL_ALPHA, GL_VARIABLE A NV,
GI, ZFRO, GL_UNSIGNED INVERT NV, GI, ALPHA );
// configure B.alpha = 1z
glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GL_VARTABLE B NV,
GI, TEXTURE]L ARB, GI_EXPAND NORMAL NV, GI, BLUE );
// configure C.alpha = 1
glCombinerTnputNV ( GI,_COMBINERO NV, GL_ALPHA, GL_VARTABLE C NV,
GI, ZFRO, GL_UNSIGNED INVERT NV, GI, ALPHA );
// configure D.alpha = 1z
glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GL_VARTABLE D NV,
GI, TEXTURE]1 ARB, GI_EXPAND NORMAL NV, GI, BLUE );
glCombinerQutputNV ( GL COMBINERO NV, GL ALPHA,

GL DISCARD NV, // BB
GL DISCARD NV, // CD
GL SPAREO NV, // BB+CD

GL_SCALE BY FOUR NV, // scale by 4
GL_NONE, // bias
GL_FALSE,

GL_FALSE, GL FALSE );

[Mocsie BbiIOIHEHMS 3TOro (pparMeHTa B sparel.alpha Y HAC OKAXETCH BEIMYU-
Ha, paBHas 3/,
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zero.a ——>
texturel.b ——>|
zeroa  ——>
texturel.b ——>|

unsigned invert

expand normal

unsigned invert

expand normal

4*(4.a*B.a+C.a*D.a) ——> sparel.a

Puc. 9.12. Hactpoiika 6noka general combiner 0

PaccmoTtpuMm Temepb, KakuMm oOpa3oM cleayeT cKoHgurypupoBaTth 0ok final
combiner as yvyera KoadduiueHra camosareHeHus: (puc. 9.13). Tlpemraraetcs
cienywlee 3aaHre mepeMeHHbIX:

A.rgb
.rgb
.rgb
.rgb
.rgb
.rgb

O = = o Q w

.alpha

max ( 0, spareO.rgb )

EF
0

constant-colorl.rgb

constant-color0.rgb

max

1

( 0,sparel.alpha )

// unsigned identity

// unsigned identity

Kak HecnoxHo ybeauThesi, TTOJlyUeHHOE Ha BbIXOZAE 3HaueHue u Oyaer anddys-
HOI OCBENIEHHOCTBIO C yueToM caMmo3aTeHeHus1. Kon st naHHo# KoHdburypaivu
final combiner mpuBoaUTCH B JIMCTUHTE 9.4.

Nuctunr 9.4. NMpumep kKoHduUrypauum 6noka final combiner

// A.rgb = max ( spareO.rgb, 0 )

glFinalCombinerTnputNV ( GL VARTABLE A NV, GL SPAREQ NV,

GL UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = EF

glFinalCombinerTnputNV ( GL VARTABLE B NV, GL E TIMES F NV,

GL UNSIGNED IDENTITY NV, GL RGB );

// C

0

glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );

// D

constant colorl.rgb

glFinalCombinerInputNV ( GL VARIABLE D NV, GL CONSTANT COLORL NV,
GL UNSIGNED IDENTITY NV, GL RGB );

// E

constant color 0O
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glFinalCombinerInputNV ( GL VARIABLE E NV, GL CONSTANT COLORO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// F = selfShadow = 8*lz
glFinalCombinerInputNV ( GL VARIABLE F NV, GL SPAREO NV,
GL _UNSIGNED IDENTITY NV, GL ALPHA );
// G.alpha = 1
glFinalCombinerInputNV ( GL VARIABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL_ALPHA );

spare0.rgb A.rgb
AB+(1-4)C+D RGB=c0*8%*.z*max(0,(I,n))+cl
clrgh bt || -

zero 1-min(max(0,x)) G.a

Puc. 9.13. HacTtporika 6noka final combiner

JlvctHT 9.5 comepXXUT MONHBIA MCXOTHBIM KON TIPOTPaMMBI, peau3yiolieil mo-
MTMKCEJTLHOE OCBEIICHNE ¢ CaMO3aTeHEHUEM.

i Nnctunr 9.5. Peanusauus nonukcensHoro andysHoro ocBeLLeHuns
i C camo3aTteHeHuem

//
// Sample to to show Register Combiners support in OpenGL card and driver

/7

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include <glut.h>
#include <stdio.h>

#include <stdlib.h>
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Vector3D eye (2,2, 2); // camera position

Vector3D light ( 0.5, 0, 1 ); // light position

unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned decalMap; // decal (diffuse) texture

float angle = 0;

Vector3D v [4];

Vector2D t0 [4];
Vector3D tl [4];

void init ()

{

}

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH_TEST );
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL_POLYGON_SMOOTH_HINT, GL_NICEST )

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );

void display ()

{

float lightColor (41 = {1, 1, 0, 1 }; // yellow light

float ambientColor [4] = { 0, 0, 0.5f, 1 }; // dark blue

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
// setup texture units
// bind bump (normal) map to
// texture unit 0O
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, bumpMap );
// bind normalization cube map
// to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;
// setup register combiners
glEnable ( GL_REGISTER COMBINERS NV ) ;
glCombinerParameteriNV  ( GL NUM GENERAL COMBINERS NV, 1 );
glCombinerParameterfvNV ( GL CONSTANT COLORO NV, lightColor );
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glCombinerParameterfvNV ( GL CONSTANT COLOR1 NV, ambientColor );
// A.rgb = expand (tex0)
// (bumpmap)
glCombinerInputNV ( GL_COMBINERO NV, GL RGB, GL VARIABLE A NV,
GL_TEXTUREO ARB, GL_EXPAND NORMAL NV,
GL RGB )
// B.rgb = expand (texl)
// (norm. map)
glCombinerInputNV ( GL_COMBINERO NV, GL RGB, GL VARIABLE B NV,
GL_TEXTUREL ARB, GL EXPAND NORMAL NV,
GL RGB )
// configure C.rgb = 0
glCombinerInputNV ( GL_COMBINERO NV, GL RGB, GL VARIABLE C NV,
GL_ZERO, GL UNSIGNED IDENTITY NV,
GL RGB )
// configure D.rgb = 0
glCombinerInputNV ( GL_COMBINERO NV, GL RGB, GL VARIABLE D NV,
GL_ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// setup RGB output of (1,n)
glCombinerQutputNV ( GL COMBINERO NV, GL RGB,

GL_SPARE(Q_ NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL_NONE, // no scale
GL_NONE, // no bias
GL_TRUE, // BAB = A dot B

GI, FALSE, GI, FALSE );
// configure A.alpha = 1

glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GL_VARTABLE A NV,
GI, ZFRO, GL_UNSIGNED INVERT NV, GI, ALPHA );
// configure B.alpha = 1z

glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GI_VARTABLE B NV,
GI,_TEXTURE1 ARB, GL_EXPAND NORMAL_ NV,
GL_BLUE ) ;
// configure C.alpha = 1

glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GL_VARTABLE C NV,
GIL,_ZFRO, GL_UNSIGNED TNVERT NV, GL_ALPHA );
// configure D.alpha = 1z



210

[naBa 9

GL_TEXTUREL ARB, GL_EXPAND NORMAL NV,
GL BLUE );

glCombinerOutputNV ( GL COMBINERO NV, GL ALPHA,

GL DISCARD NV, // BB
GL_DISCARD NV, // CD

GL SPAREO NV, // BAB+CD
GL SCALE BY FOUR NV,

GL_NONE, // bias
GL FALSE, GL FALSE, GL FALSE );
// now spare0.rgb = (1,n)

// spare0O.alpha contains 8*1z

// configure final combiner

// A.rgb = max (sparel.rgb, 0)

glFinalCombinerInputNV

/7
glFinalCombinerInputNV

//
glFinalCombinerInputNV

/7
glFinalCombinerInputNV

//
glFinalCombinerInputNV

/7
glFinalCombinerInputNV

//
glFinalCombinerInputNV

( GL _VARIABLE A NV, GL_SPARE0 NV,

GL UNSIGNED IDENTITY NV, GL RGB );

.rgb = EF

GL VARIABLE B NV, GL E TIMES F NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
=0

GL_VARIABLE C NV, GL_ ZERO,

GL UNSIGNED IDENTITY NV, GL RGB );

= constant colorl.rgb

glCombinerInputNV ( GL_COMBINERO NV, GL ALPHA, GL VARIABLE D NV,

GL VARIABLE D NV, GL CONSTANT COLORL NV,

GL_UNSIGNED IDENTITY NV, GL RGB );

= constant color 0

GL VARIABLE E NV, GL CONSTANT COLORO NV,

GL UNSIGNED IDENTITY NV, GL RGB );

= selfShadow = 8*1z

GL VARIABLE F NV, GL SPAREQ NV,
GL_UNSIGNED TIDENTITY NV, GL ALPHA );

.alpa =1

GL_VARIABLE G NV, GL_ZERO,
GL UNSIGNED INVERT NV, GL ALPHA );

// so at output we'll get
// RGB = cl+cO0*max ((1, n),0)
// alpha = 1

// compute texture coordinates

// for normalization cube map
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}

void

{
g
g
g
g
g
g
g

}
void

{

}
void

{

int i;
for (i =0; 1 < 4; i++ )
tl [i] = light - v [i]1;
// now draw quad
glBegin ( GL _QUADS );
for (i =0; 1 < 4; i++)
{
glMultiTexCoord2fv ( GL TEXTUREO ARB, t0 [i]
glMultiTexCoord3fv ( GL TEXTUREL ARB, tl [i]
glVertex3fv (v [1]
}
glEnd )
glutSwapBuffers ();

reshape ( int w, int h )
1Viewport (0, 0, (GLsizei)w, (GLsizei)h );
1MatrixMode ( GL_PROJECTION ) ;
1LoadIdentity ()
luPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
1MatrixMode ( GL_MODELVIEW ) ;
1LoadIdentity ()
JuLookAt ( eye.x, eye.y, eve.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up
key ( unsigned char key, int x, int vy )

if ( key == 27 || key == 'q' || key == 'Q' )
exit (0 );
if ( key == 'p' || key == 'P' )
saveScreenShot ( "rc-diffuse-2.tga" );
animate ()
angle = 0.004f * glutGet ( GLUT ELAPSED TIME ) ;

light.x = cos ( angle );
light.y = sin ( angle );

// quit requested
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light.z = 1 + 0.3 * sin ( angle / 3 );
glutPostRedisplay ()

int main ( int argc, char * argv [] )

// initialize glut

glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );

// create window
int win = glutCreateWindow ("OpenGL per-pixel diffuse lighting"
"with register combiners (atten)" );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
glutIdleFunc ( animate );
init ()

printfInfo ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;
}
initExtensions ();

// setup vertices

v [0] = Vector3D ( -1.3, -1.3, 0 );

v [1] = Vector3D ( 1.3, -1.3, 0 );

v [2] = Vector3D ( 1.3, 1.3, 0);

v [3] = Vector3D ( -1.3, 1.3, 0 );
// setup texture coordinates
// for bump map

t0 [0] = Vector2D ( 0, 0 );

t0 [1] = Vector2D ( 1, 0 );
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t0 [2] Vector2D ( 1, 1 );
t0 [3] = Vector2D ( 0, 1 );
bumpMap = createTexture2D ( false,
", ./Textures/Bumpmaps/FieldStone-DOT3.tga" );
decalMap = createTexture2D ( true,
", ./Textures/FieldStone.tga" );
normCubeMap = createNormalizationCubemap ( 32 );
glutMainLoop ();

return 0O;

PaccmoTpuM Tenepb, Kak MOXHO IOCTPOUTb U300paKEHUE TOpa C HAIOXEHHOM
Ha HETO KapTOoil HOpMaJei.

Top GymeM TIPeACTaBISATH B BUAEC COBOKYITHOCTH TPEYTONBHBIX TpaHei, TTOCTpOeH-
HbIX MO Hadopy BepiiuH. [Ipu 3ToM Kaxkaas rpaHb Topa 3agaeTcs TpeMs MHIEK-
caMW B MAacCWUB BEpIITIH.

s Kaxkmo# BepIIWHEBI TOpa, TTOMUMO TIOJIOKEHUS B TIPOCTPAHCTBE, TEKCTYPHBIX
KOOPIMHAT M €IMHMYHOIO BEKTOPA BHELIHEH HOpMaIM #, CAedyeT TAaKXKe 3a1aThb
KacaTeJIbHBIN BEKTOp { U OMHOPMATh b. DTO TO3BOJISIET B KAXIOW BEpIIMHE TO-
CTPOUTH CBOE KacaTelbHOE MPOCTPAHCTBO ¢ COOCTBEHHON CHUCTEMOM KOOPAMHAT.
DTO WIITIOCTPUPYET JTUCTUHT 9.6.

NuctuHr 9.6. CTpyKTYpbI, UCNONb3yeMble ANsl 3afaHUA Topa

struct Vertex
{
Vector3D pos; // position of vertex
Vector2D tex; // texture coordinates
Vector3D n; // unit normal
Vector3D t, b; // tangent and binormal
Vector3D 1; // light vector in the tangent space

// map vector to tangent (TBN) space
Vector3D mapToTangentSpace ( const Vector3D& v ) const
{

return Vector3D (v & £, v & b, v & n );

}i

struct Face // triangular face
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int index [3]; // indices to Vertex array

}i

B onucaHuu BepiMHBI TAKXKE COAEPXKHUTCI BeKTOp / HAmpaBAeHMSI HA MCTOYHUK
cBeTa. DTO ymOOHO Te€M, YTO MOXHO CHayajla BBIYMCIMTb €0 3HAYEHMs U1 BCex
BEpUIMH, 4 3aTeM MpPU IOCTPOEHUM TOpPA HCIOJIb30BaTh BEPLIMHHbLIE MACCUBbI,
MOBBICUB OBICTPONEHCTBUE IPOrPAMMBI.

3mech Takke A00aBIEeH METOH mapToTangentSpace, CIYXKAIIUN sl TepeBoia
MMPOU3BOILHOTO BEKTOPA B CUCTEMY KOOPIWHAT KacaTeIbHOTO TTPOCTPAHCTRA.

Creayroluuii ¢pparMeHT KoJa AAeT OIlMCaHUe Kilacca Torus.

class Torus

{
int numRings;
int numSides;
int numVertices;
int numFaces;

Vertex * vertices;
Face * faces;
public:
Torus ( float rl, float r2, int rings, int sides );
~Torus ()
{
delete [] vertices;
delete [] faces;
}
void calcLightVectors ( const Vector3D& light );
void draw N
}i
B KoHcTpyKTOpe Kjiacca OCyILECTBJSETCH 3all0JHEHME MacCUBOB BEPIUMH U Ipa-
HEH, UCIIOJIb3YydA IIPU ITOM IIAPAMETPUUYCCKOE ypaBHEHMUE TOpA.

MCTOI[ calcLightVectors MO 3aJAaHHOMY TIOJIOKEHUIO UCTOYHUKA CBETA OCYIIE-
CTBJISIET BBIYUCIICHUE BEKTOpPA /IU'ISI Ka)KI[Oﬁ BCPIIWHBI U TIEPEBO, €T0 B CUCTEMY
KOOpAMHAT KacaTeJIbHOTO IIPOCTPAHCTBA COOTB@TCTBy}OH_[Cﬁ BCPIIWHELI.
void Torus :: calcLightVectors ( const Vector3D& light )
{

// compute texture coordinates for

// normalization cibe map
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for ( int 1 = 0; 1 < numVertices; i++ )
vertices [i].1 = vertices [1].mapToTangentSpace ( light -

vertices [i].pos );

Merton draw CAYXKUAT AJIsl OTPUCOBKU TOPA.

JluctuHr 9.7 coiepXUT MOJHbIA KOl MporpaMmmbl, peaiusytolieid nuddysHoe oc-
BELLIEHUE [MOBEPXHOCTU TOpA C caMo3areHeHUeM, a Ha puc. 9.14 npejcrasieH pe-
3yJIbTaT €€ PadOoThI.

B2 Torus with per-pixel diffuse lighting via regist

Puc. 9.14. Top ¢ anddysHbiM OCBELLEHNEM
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5HMCTMHrSJ.nporpammanOCTpoeHuﬂusoﬁpameuuﬂTopacnoncheanuM
{ Andpbdpy3HBLIM OCBELLEHUEM C CaMO3aTEHEHUEM

/7

// Sample to to show diffuse lighting via Register Combiners in OpenGL
!/

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "1ibTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Torus.h"

Vector3D eye (7, 5, 7); // camera position
Vector3D light (5, 0, 4 ); // light position
unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned decalMap; // decal (diffuse) texture
float angle = 0;

Torus torus ( 1, 3, 30, 30 );

void display ()
{
float lightColor (41 = {1, 1, 0, 1 }; // vyellow light
float ambientColor [4] = { 0, 0, 0.5f, 1 }; // dark blue
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
// draw light
glMatrixMode ( GL MODELVIEW ) ;

glPushMatrix ();
glDisable ( GL_REGISTER COMBINERS NV };
glTranslatef ( light.x, light.y, light.z );
glActiveTextureARB ( GL TEXTUREO ARB );
glDisable ( GL TEXTURE 2D );
glActiveTextureARB ( GL TEXTUREL ARB );
glDisable ( GL TEXTURE CUBE MAP ARB ) ;
glActiveTextureARB ( GL TEXTUREZ2 ARB );
glDisable ( GL TEXTURE 2D );

(

glColor4df 1, 1, 1, 1);
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glutSolidSphere ( 0.07f£, 15, 15 );
glPopMatrix ()

// setup texture units

// bind bump (normal) map to

// texture unit 0

glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, bumpMap );
glMatrixMode ( GL TEXTURE );
glLoadIdentity ()

glScalef (1, 2, 1)

glMatrixMode ( GL_MODELVIEW ) ;

// bind normalization cube map
// to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL TEXTURE CUBE MAP ARB, normCubeMap );
// bind decal texture to

// texture unit 2

glActiveTextureARB ( GL TEXTUREZ ARB );
glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, decalMap );
glMatrixMode ( GL TEXTURE );
glLoadIdentity ()
glScalef (1, 2, 1)
glMatrixMode ( GL_MODELVIEW ) ;
// setup register combiners
glEnable GL_REGISTER COMBINERS NV ) ;

glCombinerParameteriNVv GL NUM GENERAL COMBINERS NV, 1 );
GL_CONSTANT COLORO_NV, lightColor );

GL_CONSTANT COLOR1 NV, ambientColor );

(
(
glCombinerParameterfvNV (
glCombinerParameterfvNV (
// A = expand (tex0) (bumpmap)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE A NV,
GL_TEXTUREO_ARB, GL EXPAND NORMAL NV,
GL RGB );
// B = expand (texl)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE B NV,
GL_TEXTUREL ARB, GL EXPAND NCRMAL NV,

GL RGB );
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// C=20

glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE C NV,

GL_ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// D=0

glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE D NV,

GL ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// setup output of (1,n)

glCombinerOutputNV ( GL COMBINERO NV, GL RGB,

glCombinerInputNV

glCombinerInputNV

glCombinerInputNV

glCombinerInputNV

GL_SPARE(Q_NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL NONE, // no scale
GL_NONE, // no bias
GL_TRUE, // BB = A dot B

GL_FALSE, GL FALSE );

// configure A.alpha = 1

GL_COMBINERO NV, GL ALPHA, GL_VARIABLE A NV,
GL ZERO, GL UNSIGNED INVERT NV, GI ALPHA );
// configure B.alpha = 1z

GL COMBINERO NV, GL ALPHA, GL VARIABLE B NV,
GL_TEXTUREL ARB, GL EXPAND NORMAL NV,

GL BLUE );

// configure C.alpha = 1

GL COMBINERO NV, GL ALPHA, GL VARIABLE C NV,
GL_ZERO, GL UNSIGNED INVERT NV, GL ALPHA );
// configure D.alpha = lz

GL_COMBINERO NV, GL ALPHA, GL_VARIABLE D NV,
GL TEXTUREL ARB, GL EXPAND NORMAL NV,
GL_BLUE );

glCombinerOutputNV ( GL COMBINERO NV, GL ALPHA,

GL DISCARD NV, // BB
GL_DISCARD NV, // CD

GL SPAREO NV, // BB+CD
GL SCALE BY FOUR NV,

GL_NONE, // bias

GL FALSE, GL FALSE, GL FALSE );

// now spareO.rgb contains 1,n)
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}

/7
//
/7
glFinalCombinerInputNV

//
glFinalCombinerInputNV

/7
glFinalCombinerInputNV

//
glFinalCombinerInputNV

/7
glFinalCombinerInputNV

//
glFinalCombinerInputNV

/7
glFinalCombinerInputNV

//

/7

//

/7
torus.calcLightVectors
torus.draw

glutSwapBuffers ();

(GLsizei)w,

spare(.alpha contains 8*1z
configure final combiner

A.rgb = max (spare0.rgb, 0)

( GL VARIABLE A NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );

B.rgb = EF

( GL VARIABLE B NV, GL_E TIMES F NV,
GL UNSIGNED IDENTITY NV, GL RGB );

c=20

( GL VARIABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GI, RGB );

D=20

( GL_VARIABLE D NV, GL_ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );

E = texture2

( GL VARIABLE E NV, GL TEXTURE2 ARB,
GL_UNSIGNED IDENTITY NV, GL RGB );

F = selfShadow = 8*1z

( GL _VARIABLE F NV, GL_SPARE0 NV,
GL UNSIGNED IDENTITY NV, GL ALPHA );

G.alpa =1

( GL VARIABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL ALPHA );

so at output we'll get

RGB = cl + cO*max((1,n),0)
alpha = 1
now draw torus

( light );
()i

(GLsizei)h );

( GL_PROJECTION ) ;

void reshape ( int w, int h )
{
glViewport (0, 0y
glMatrixMode
glLoadIdentity ();

gluPerspective ( 60.0,

(GLfloat)w/ (GLfloat)h, 1.0,

60.0 );
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glMatrixMode
glLoadIdentity ();

gluLookAt

}

( GL_MODELVIEW ) ;

( eye.x, eye.y, eye.z, // eye
Ol Ol Ol // center
0, 0, 1); // up

void key ( unsigned char key, int x, int vy )

{

if ( key == 27

exit (O

}

)i

void animate

{
angle =
light.x
light.y
light.z

Il key == "q' || key == 'Q' ) // quit requested

O

0.004f * glutGet ( GLUT ELAPSED TIME );

2*cos ( angle );

2*sin ( angle );

3+ 0.3 * sin ( angle / 3 );

glutPostRedisplay ();

}
void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH TEST );

glDepthFunc ( GL LEQUAL );

glHint ( GL_ POLYGON SMOOTH HINT, GL _NICEST );

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );

}

int main ( int argc, char * argv [] )

{

glutInit
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );

int win =
lighting via register combiners" );

// initialize glut

( &argc, argv );

// create window

glutCreateWindow ( "Torus with per-pixel diffuse

// register handlers

glutDisplayFunc ( display );
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glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )i
glutIdleFunc ( animate );
init ();
printfInfo ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners” ) )
{
printf ( "NV register combiners NOT supported" );

return 2;

}

initExtensions ();

bumpMap = createTexture2D ( false,
"../Textures/Bumpmaps/FieldStone-DOT3.tga" );

decalMap = createTexture2D ( true,
"../Textures/FieldStone.tga" );

normCubeMap = createNormalizationCubemap ( 32 );

glutMainLoop ();

return 0;

Peanusauusa 6nukoBoro (specular) ocseweHus
yepe3 mexaHu3M register combiner

C moMoInpi0 MexaHM3Ma register combiner MOXHO IOCTAaTOYHO JIETKO peain30-
BaTh MOMUKCENbHOE OJIMKOBOE (specular) ocBellleHne.

(DOpMyJIa 14 pacyera MHTCHCUBHOCTU OJIMKOBOro OCBELIEHUS ciaeayronrad:
1= Iamb + max (0: (ha n))p'

3necb KoabduuueHT 1,,, 3anaer GOHOBYI0 OCBEIIEHHOCTh, 4 # — OMCEeKTOp eau-

I+v
HUYHOIO BEKTOpa HAa MCTOYHMK cBeta / um Ha HaOmojareias v. A :W
+v

(puc. 9.15).
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<

Puc. 9.15. BbluvcneHne Bektopa h

CrelneHb p, B KOTOPYIO BO3BOAUTCS CKATSIPHOE MPOU3BENCHUE, XapaKTepU3yeT
BEJIUYMHY HEPOBHOCTU MOBEPXHOCTU (UeM OHA 0oJiblile, TeM 0ojiee Pe3KUM IMOy-
yaeTcsl OJIHK).

Kak u B ciayuae aud¢y3HOro ocBellieHusl, B HYJI€BOM TeKCTYpHOM OJIOKe pasmec-
TUM KapTy HOpMaJIEii, & B [IEPBOM — HOPMUPYIOLLYI0O KyOUUECKYIO TEKCTYpY, s
KOTOPOH BMECTO KOOpAMHAT BekTopa / OymieM B KaXIOW BepLIMHE 331aBaTb 3HA-
yeHus 4. Toraa mociae MHTEPHONSILUA TEKCTYPHBIX KOOPAMHAT U IPUMEHEHUS UX
K HOPMUPYIOIIeil KyOUYeCKOH TEKCType Mbl MOJYYMM Ul KAKAOro MUKCEIa BbI-
BOIMMOIi I'PaHU HOPMUPOBAHHOE 3HAYEHME BEeKTOpa A.

K COXaAJICHUIO, YEPE3 MEXaHN3M register combiner JOCTATOYHO CJIOKHO pE€aIn3o-
BaTb BO3BCICHUE B IIPOU3BOJIBHYIO CTCIIEHD p.

[Ipouie Bcero peann3oBaTh BO3BeAEHUE B cTeleHb 8. s 9Toro HaM moHaao0sTCs
nBa general combiner. IlepBblilt U3 HUX KOHGUIYPUPYETCI AHAJIOTMYHO CIydalo
Inuddhy3HOro ocBellleHus1, 1 Ha BbIXOJAE OH 3alMChIBAET B PErMCTP sparel.rgb
ckajsipHoe mpousBeaeHue (n, h). Bropoili — B mepeMeHHble A U B 3alMCbIBaeT
s3Hauenue max(0, (#, A)) ¥ Ha BHIXOAE pa3MeEIIAeT MMOKOOPAMHATHOE IPOU3BeIe-
HME DTUX IepEeMEHHBIX OISITh B sparel.rgb, T. €. TaM Mbl IOJy4YaeM YXe BelM-
yuny max(0, (n, h))2.

Juctunr 9.8 u puc. 9.16 WITIOCTPUPYIOT BHIMOTHEHUE 3TUX OMEPALIUi.

INuctunr 9.8. Hactpoika 6noka register combiner ana BeiumcneHns max(o0, (n, h))8

// A =max ( (n,h), 0)
glCombinerInputNV ( GL_COMBINER1 NV, GL RGB, GL VARIABLE A NV,
GL_SPAREQ NV, GL UNSIGNED IDENTITY NV, GL RGB );
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// B =max ( (n,h), 0 )
glCombinerInputNV ( GL_COMBINERL NV, GL RGB, GL VARIABLE B NV,
GL_SPAREO_NV, GL _UNSIGNED IDENTITY NV, GL RGB )
// setup output of (h,n)"2
glCombinerQutputNV ( GL COMBINER1 NV, GL RGB,

GL_SPARE(Q_NV, // BB output

GL_DISCARD NV, // CD output

GL_DISCARD NV, // sum output

GL_NONE, // no scale

GL_NONE, // no bias

GL_FALSE, // we do not need dot product

GL_FALSE, GL_FALSE );

spare0.rgb A.rgb
spare0.rgb B.rgb

Puc. 9.16. Hactporika
BTOpOro 6noka general combiner

AB —>  max (0,(n,h))"2

Yyte OGosee ciioxkHOW sBIsieTcsl HacTpoika Onoka final combiner (puc. 9.17).
3/1ech B KaYECTBE EPEMEHHBIX A U B BBICTYIIAET IICEBIOPEIUCTP EF, C = 0, D =
= constant-color0, a B TepeMeHHble E U F 3aMUCbIBaeTcs 3HAUYE€HUE W3
spare0.rgb (MUCTUHT 9.9).

Nuctunar 9.9. Hactpoiika 6noka final combiner

// A.rgb = EF
glFinalCombinerInputNV ( GL VARIABLE A NV, GL E TIMES F NV,
GL UNSIGNED IDENTITY NV, GL RGB ) ;
// B.rgb = EF
glFinalCombinerInputNV ( GL VARIABLE B NV, GL E TIMES F NV,
GL UNSIGNED IDENTITY NV, GL RGB ) ;
// C=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB ) ;
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// D = constant colorl.rgb
glFinalCombinerInputNV ( GL VARIABLE D NV, GL CONSTANT COLOR1 NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// E = spare0.rgb
glFinalCombinerInputNV ( GL VARIABLE E NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// F = spare0.rgb
glFinalCombinerInputNV ( GL VARIABLE F NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// G.alpa = 1
glFinalCombinerInputNV ( GL VARIABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL_ALPHA );

B PE3YJIbTATC HA BbIXOJAC ITOJIYYACTCA BEIMYMHA MHTCHCHUBHOCTU, paBHad:

1= Lymp + max (0, (h, n))3.

EF.rgh max (0,x) A.rgh
EF.rgh max (0,x) B.rgb

0 max (0,x) C.rgh

AEF+(1-4)C+D . RGB=cI*max(0,(h,n))"8

Lrghb 0, D.rgb
cl.rg max (0,x) rg G A=

spare0.rgb max (0x,) E.rgh

spare(.rgbh max (0,x) F.rgb

i

0 I-min(max(0,x)) G.a
Puc. 9.17. Hactpoiika 6noka final combiner

Ha puc. 9.18 Bbl BuguTe pe3ysbrar padoThl MPEIOKEHHOIO aIrOpUTMa, OJHbII
KO/ IIporpaMMbl IpuBedeH B auctuHre 9.10.
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penGL per-pixel specular lighting wl‘l:h

Puc. 9.18. Peannsaums nonukcenbHOro 6nkKoBoro 0CBeLLeHN
C nokasaTenem cteneHn 8

JinctuHr 9.10. Peannsauuns nonMkcenbHOro 6MMKoOBOro ocBeLleHus
C NokKasaTesiemMm cTeneHu 8

//

// Sample to to specular per-pixel lighting with Register Combiners
// in OpenGL

/7

#include "libExt.h"

#include <glut.h>

#include <stdio.h>
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#include <stdlib.h>

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

Vector3D eye (2, 2, 2); // camera position

Vector3D light ( 0.5, 0, 1 ); // light position

unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned decalMap; // decal (diffuse) texture
float angle = 0;

Vector3D v [4];
Vector2D t0 [4];
Vector3D tl [47;
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL DEPTH TEST );
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL POLYGON SMOOTH HINT, GL NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
float lightColor (41 = {1, 1, 0, 1 }; // vyellow light
float ambientColor [4] = { 0, 0, 0.5f, 1 }; // dark blue
glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
// setup texture units
// bind bump (normal) map to
// texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, bumpMap );
// bind normalization cube map
// to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL TEXTURE CUBE MAP ARB, normCubeMap );
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// setup register combiners
glEnable ( GL REGISTER COMBINERS NV );
glCombinerParameteriNV  ( GL NUM GENERAL COMBINERS NV, 2 );
glCombinerParameterfvNV ( GL CONSTANT COLORO NV, lightColor );
glCombinerParameterfvNV ( GL CONSTANT COLOR1 NV, ambientColor );
// setup general combiner 0
// configure A = expand (tex0)
// (bumpmap)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE A NV,
GL TEXTUREO ARB, GIL EXPAND NORMAL NV,
GL RGB )
// configure B = expand (texl)
// (norm. map)
glCombinerInputNV ( GIL COMBINERO NV, GI RGB, GL VARIABLE B NV,
GL_TEXTUREL ARB, GL EXPAND NCRMAL NV,
GL RGB );
// configure C = 0
GL, COMBINERO NV, GI, RGB, GL VARTABLE C NV,
GL_ZERO, GL_UNSIGNED IDENTITY NV, GL RGB );

glCombinerInputNV

// configure D = 0

glCombinerInputNV ( GL_COMBINERO NV, GIL RGB, GL_VARIABLE D NV,
GL ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// setup output of (h,n)

glCombinerOutputNV ( GL COMBINERO NV, GL RGB,

GL_SPARE(Q_NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL NONE, // no scale
GL_NONE, // no bias
GL_TRUE, // BB = A dot B

GL_FALSE, GL FALSE );
// now spare0.rgb = (h,n)
// setup general combiner 1
// A =max ( (n,h), 0)

glCombinerInputNV ( GL_COMBINERL NV, GL RGB, GL VARIABLE A NV,
GL SPARE0Q NV, GL UNSIGNED IDENTITY NV,
GL_RGB )
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// B =max ( (n,h), 0 )
glCombinerInputNV ( GL COMBINERL NV, GL RGB, GL VARIABLE B NV,
GL_SPAREO_NV, GL _UNSIGNED IDENTITY NV,
GL RGB ) ;
// setup output of (h,n)"2
glCombinerOutputNV ( GL COMBINER1 NV, GL RGB,

GL_SPARE(Q_ NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output

GL NONE, // no scale

GL_NONE, // no bias

GL FALSE, // we do not need here

// dot product
GL FALSE, GL FALSE );
// now spareO.rgb = (n,h) ~ 2
// configure final combiner
// A.rgb = EF
glFinalCombinerTnputNV ( GL VARTABLE A NV, GL E TIMES F NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = EF
glFinalCombinerInputNV ( GL VARIABLE B NV, GL E TIMES F NV,
GL UNSIGNED IDENTITY NV, GL RGB );
// C=20
glFinalCombinerTnputNV ( GL VARTABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// D = constant colorl.rgb
glFinalCombinerInputNV ( GL VARIABLE D NV, GL CONSTANT COLOR1 NV,
GL UNSIGNED IDENTITY NV, GL RGB );
// E = spare0.rgb
glFinalCombinerTnputNV ( GL VARTABLE E NV, GL SPAREQ NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// F = spare0.rgb
glFinalCombinerInputNV ( GL VARIABLE F NV, GL SPAREO NV,
GL UNSIGNED IDENTITY NV, GL RGB );
// G.alpa = 1
glFinalCombinerTnputNV ( GL VARTABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL ALPHA );
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// so at output we'll get

// RGB  =max ( (L, n), 0 )"8

// alpha = 1

// compute texture coordinates

// for normalization cibe map
int i;

for (i =0; 1 < 4; i++ )

Vector3D 1i = light - v [i];
Vector3D vi = eye - v [i];
// compute vector h

tl [i] = li.normalize () + vi.normalize ();

// now draw quad
glBegin ( GL _QUADS );
for (i =0; 1 < 4; i++ )
{
glMultiTexCoord2fv ( GL TEXTUREO ARB, tO [i] );
glMultiTexCoord3fv ( GL TEXTUREL ARB, tl [i] );
glVertex3fv (v [1] )
}
glEnd ()s
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL PROJECTION ) ;
glLoadIdentity

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

~

glMatrixMode GL_MODELVIEW ) ;

glloadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}
void key ( unsigned char key, int x, int vy )

{
if (key == 27 || key = 'q" || key == 'Q" )
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exit (0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME );
light.x 1.75*cos ( angle );
light.y 1.75*sin ( angle );
light.z 0.75 + 0.1 * sin ( angle / 3 );
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL per-pixel specular lighting

with register combiners™ );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutIdleFunc ( animate );
init ();
printfInfo ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported.\n" );

return 2;

}

initExtensions ();
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/7

setup vertices

v [0] = Vector3D ( -1.3, -1.3, 0 );
v [1] = Vector3D ( 1.3, -1.3, 0 );
v [2] = Vector3D ( 1.3, 1.3, 0);
v [3] = Vector3D ( -1.3, 1.3, 0 );

// setup texture coordinates

// for bump map
t0 [0] = Vector2D ( 0, 0 );
t0 [1] = Vector2D ( 1, 0 );
t0 [2] = Vector2D ( 1, 1 );
t0 [3] = Vector2D ( 0, 1 );
bumpMap = createTexture2D ( true,

", ./Textures/Bumpmaps/bump.tga" );

decalMap = createTexture2D ( true, "../Textures/block.bmp" );

normCubeMap = createNormalizationCubemap ( 32 );

glutMainLoop ();

return 0O;

K coxanenulo, 3HayeHUue CTelEHU, pABHOE BOCbMM, HE BCEraa IMOAXOAMT, MO3TO-
MY B psifie CIIyJaeB MIPUXOINTCS JOMYCKATh Pa3TNIHbBIC TIPUOIKEHMS.

HdocTaTouyHo XOpoIlne Pe3yIbTaThl JaeT CICAYIoIas MpHOIKeHHasT hopMya:

max (0,

4 - (max(0, (4, n)) — 0,75))?).

ITpu ee peanuzaiun B HyJeBoM OJoKe general combiner, Kak U paHee, BHIYUCISET
3HaueHue (#, #) U 3alMUChIBAET €ro B PETUCTP sparel.rgb.

Crenyrowuii 60K general combiner koHgpurypupyercst Tak (puc. 9.19):

A =max ( 0, (n,h) )

B=1
C = -constant-color0
D=1

HMcnonp3oBanre B KadecTBE BHIXOMA AB+CD ¢ MACIITAOMPYIOIINM KO3 PUITHESHTOM
GL SCALE BY FOUR NV [IaeT B pe3y/brare 3HaueHue, pasHoe 4 - (max(0, (n, h)) —
— 0,75). Jluctunr 9.11 comepXuT cOOTBETCTBYIOIIMH (hparMeHT Koja.
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spare.rgb A.rgh
c0.rgb ————éllllllallllllk————>-(1ngb
0 Drgh

Puc. 9.19. HacTtpolika BToporo 6noka general combiner

AB+CD  |—> max (0,(h,n))-0.75

NMuctunr 9.11. KoHdurypaumsa Broporo 6noka general combiner

// A =max ( (n,h), 0)
glCombinerInputNV ( GI COMBINERI NV, GI RGB, GL VARIABLE A NV,
GL SPAREO NV, GL UNSIGNED IDENTITY NV, GL RGB );
// B =1
glCombinerInputNV ( GI COMBINERI NV, GI RGB, GL VARIABLE B NV,

GL ZERO, GL UNSIGNED INVERT NV, GL RGB );
// C = -constant color0.rgb
glCombinerInputNV ( GIL COMBINERI NV, GI RGB, GL VARIABLE C NV,
GL CONSTANT COLORO NV, GL SIGNED NEGATE NV,
GL RGB );
// D=1
glCombinerInputNV ( GIL COMBINERI NV, GI RGB, GL VARIABLE D NV,

GL ZERO, GL UNSIGNED INVERT NV, GL RGB );
// setup output of (h,n) - 0.75
glCombinerOutputNV ( GLﬁCOMBINERliNV, GL RGB,

GL_DISCARD NV, // BB output
GL_DISCARD NV, // CD output
GL_SPARE(Q NV, // sum output

GL_SCALE BY FOUR NV,

GL NONE, // no bias
GL FALSE, // we do not need dot product
GL FALSE,

GL FALSE ); // neither we need mux here
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Bce, uto ocraercs cnenath 670Ky final combiner, — oTceub oTpulaTeJIbHbIE 3HA-
YEHUS] U BO3BECTU pe3ybTaT B KBaapar. DTo WUTHOCTpupytoT puc. 9.20 u nuc-
TUHT 9.12.

NMuctunr 9.12. KoHdurypaumsa 6noka final combiner

// A.rgb = max ( 0, spare0.rgb )
glFinalCombinerTnputNV ( GL VARTABLE A NV, GL SPAREQ NV,
GL UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = max ( 0, spare0.rgb )
glFinalCombinerTnputNV ( GL VARTABLE B NV, GL SPAREQ NV,
GL UNSIGNED IDENTITY NV, GL RGB );
// Cc=20
glFinalCombinerTnputNV ( GL VARTABLE C NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// D = constant colorl.rgb
glFinalCombinerTnputNV ( GL VARTABLE D NV, GL CONSTANT COLOR1 NV,
GL UNSIGNED IDENTITY NV, GL RGB );
// E=20
glFinalCombinerTnputNV ( GL VARTIABLE E NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// F=20
glFinalCombinerTnputNV ( GL VARTABLE F NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// G.alpa = 1
glFinalCombinerTnputNV ( GL VARTABLE G NV, GL ZERO,
GL UNSIGNED INVERT NV, GL ALPHA );

spare(.rgh A.rgh
spare(.rgh B.rgh
0 _)‘—_> Crb 1143+(1-A)C+D %jg?:(max (0.(h,n))-0.75)"2
cl.rgh D.rgb

Puc. 9.20. BapuaHT HacTpoiikm 6noka final combiner
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Ha puc. 9.21 npuBonutcsi uzobpaxeHue, MOJyYeHHOE C TTOMOINIBIO JAHHOTO ajl-
TOpUTMA.

enGL per-pixel specular lighting with regist

Puc. 9.21. PeaynbtaT paboTbl NONNKCENBHOIO B/IMKOBOrO OCBELLEHUS
C NPUBIMXEHHbLIM BbIYMCNEHNEM BO3BEAEHMNA B CTEMNEHb

CoOOTBETCTBYIOLIMI UCXOAHBIA TEKCT Bbl MOXETE HAWTW Ha IpUIaraeMoM K KHMIE
KoMIlakT-aucke (aitn re-specular-2.cpp).

AHaJIOTHYHO cyJaro nrddYy3HOTO OCBEIIEHHUS] CTPOUTCS M300paKEeHNE CITOXKHBIX
Ten, HarpuMep, Topa. JINCTUHT 9.13 comepkUT OMMCAaHNS COOTBETCTBYIOIINX KJIac-
COB U CTPYKTYP.
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Nuctuir 9.13. Knacc Torus u OCHOBHbIE CTPYKTYpbI ANS peanusauuu 61IMKOBOro

OCBeLUeHUA

struct Vertex

{
Vector3D pos; // position of vertex
Vector2D tex; // texture coordinates
Vector3D n; // unit normal
Vector3D t, b; // tangent and binormal
Vector3D 1; // light vector in the tangent space
Vector3D h;

// map vector to tangent (TBN)

Vector3D mapToTangentSpace ( const Vector3D& v ) const

{

return Vector3D (v & £, v & b, v & n );

}i
struct Face

{

int index [3];

bi

// triangular face

// indices to Vertex a

class Torus

{
int numRings;
int numSides;
int numVertices;
int numFaces;
Vertex * vertices;
Face * faces;

public:
Torus ( float rl, float r2, int rings, int sides
~Torus ()

{

delete [] vertices;

delete [] faces;

rray

)i
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void calcLightVectors ( const Vector3D& light,
const Vector3D& eye );
void draw ()i

bi

OO0parute BHUMaHUE, YTO B CTPYKTYPE Vertex TeMepb XpaHUTCS HE TOJbKO BEK-
TOop [, HO U h.

Meron calcLightVectors IOJyYyaeT Ha BXOJE jBa lapaMerpa: MOJOXEHUE uC-
TOYHMKA CBeTa light M HaOaIogarenss — eye. BOT cOOTBETCIBYIOLIMI (pparMEeHT
Kona:

void Torus :: calcLightVectors ( const Vector3D& light,

const Vector3D& eye )

// compute texture coordinates for
// normalization cube map
for ( int 1 = 0; 1 < numVertices; i++ )
{
Vector3D 1 = (light - vertices [i].pos).normalize ();

Vector3D v

(eye - vertices [1].pos).normalize ();
vertices [i].1 = vertices [i].mapToTangentSpace ( 1 );

vertices [i].h = vertices [1].mapToTangentSpace ( 1 + v );

}

Bo Bcex paHee pacCMOTPEHHBIX MPUMEPAX ITOMUKCEIbHOI0 OCBCIHICHUSA cCaM OC-
BEIIAeMbIiI OOBEKT OBIIT HEMOABUKEH, a TEpeMeInalICcd TOJbKO MCTOYHUK CBETA.
PaCCMOTpI/IM TEMEPDb, KaK CICOYET MOI[I/I(I)I/IHI/IPOBaTI) AJITOPUTM TIOITUKCEIIBHOTO
OCBCIICHUA, YTOOBI OCYLIECTBUTD HpeO6p&30BaHI/IH OCBeEIIaeMOro 00bEeKTa.

HobaBuM B Haill IpUMEP 0OpadOTUUK COOOLIEHUN MbIILIK, MO3BOJSIONIMIA [10BO-
payuBaTh TOP C €€ MOMOUIbIO (JIMCTUHT 9.14).

NuctuHr 9.14. BapuaHT o6paboTymnKka coobOLIEHUIA MbILLN

Vector3D rot ( 0, 0, 0 );
int mouseOldX = 0;
int mouseOldyY = 0;
void motion ( int x, int y )
{
rot.y —= ((mouseOldYy - y) * 180.0f) / 200.0f;
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rot.z —-= ((mouseOldX - x) * 180.0f) / 200.0f;
rot.x = 0;
if ( rot.z > 360 )
rot.z —-= 360;
if ( rot.z < =360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y —-= 360;
if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouseO0ldY = y;
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{
if ( state == GLUT DOWN )

mouseOldX = x;

mouseOldy

Torga dhparMeHT Koma Il TTOBOPOTAa TOpa Ha COOTBETCTBYIOIINI YTOJI OyIeT TaKNM:

glMatrixMode ( GL MODELVIEW ) ;
glPushMatrix ();

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

torus.calcLightVectors ( light, eye, r );
torus.draw 0
glPopMatrix )z
Oﬂ,HaKO IIpHU IIOBOPOTEC HAM NPUACTCA YUYUTbIBATH, YTO IIOBOPAYMBAIOTCA HE TOJb-

KO TOYKHU Topa, HO U 0a3uc KacaTeJbHOTO MPOCTpAHCTBA (BEKTOPHI 7, b U n), KakK
5TO BUAHO U3 puc. 9.22.

Toraa AJ1A obecrieyeHus. BO3MOXHOCTU IIOBOPOTOB TOPA HAM IIPUACTCA ITOCTOAH-
HO MnmoaBEprarb Hp€06p330BaHHHN[633HCBIKaCHT6HBHOFO TIPpOCTpaHCTBA ISl KaK-
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JIO¥ TpaHW!, YTO JOBOJBHO HEYITOOHO, TTOCKONBKY TpeOyeT ompene/leHHBIX BBIUNC-
JIUTENIbHBIX 3aTpar.

Ha camomMm nene nomoOHoe mpeoOpazoBaHue OOJIBILIOIO YMCIa BEKTOPOB Heo0s3a-
TeJbHO. 3aMeTUM, YTO BMECTO MpeoOpazoBaHMUI caMoro topa (BMECTe CO BCEMHU
fasrcaMM KacaTeJbHOIO MPOCTPAHCTBA) MOXHO IOIBEPIHYTH OOpaTHOMY IIpeod-
PAa30BaHUIO BEKTOpa MOJOXEHUS HabnromaTesss M MCTOYHUKA cBeTa (puc. 9.23).

>k >k

.
n b .
% —

Puc. 9.22. NpeobpasoBaHue HGa3unca kacaTesibHOro NpPoCcTpaHCTBa
npv npeobpasoBaHMM camoro oobekTa

*

" b t t
<
—

Puc. 9.23. NpeobpasoBaHre
MoNoXeHNa NCTOYHNKA CBeTa U Habnioaatens

TaxkuMm 06pa3oM, JOCTATOYHO MPeodpa3oBaTh BCETO JBE TOYKU, a BCe GA3NCH OC-
TATCS HeM3MEHHBIMU. IMEHHO 3TOT MOAXOA WUIIOCTpupyeT JUCTUHT 9.14. Ha
puc. 9.24 nipuBoauTCS M300pakeHue OJMKOBOTO OCBEIIEHMST TOpa, MOJyYeHHOE B
pesynbTare paboThl 3ToW mporpamMMbl. Kak BUIHO Ha MPUBENEHHOM CKPHMHIIOTE,
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Ha BEIBOIWUMBIN TOp, TTOMUMO OJIMKOB, HaKJIanbBaeTcsd W 0asoBas TekcTypa. Ilo-
3TOMY TIpUMep TpeOyeT HATWINS KaK MUHUMYM TpeX TeKCTYPHBIX OJIOKOB.

EOpenGl per-pixel specular lit torus with regisk - |EI|5|

Puc. 9.24. Top ¢ 67MKOBbIM OCBELLEHNEM

NuctuHr 9.15. NMocTpoeHne n3o6pakeHNs Topa C NONMUKCENbHLIM GNIMKOBLIM
! ocBeLYeHMeM U NPUGNNXKEHHbIM BbIYMUCIIEHUEM CTEMEHM

//

// Sample to to specular per-pixel lighting with Register Combiners in
// OpenGL

//

#include "libExt.h"



glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

// draw the light

glMatrixMode ( GL MODELVIEW ) ;

(i
glActiveTextureARB

glPushMatrix

glDisable

(
(
glDisable (
(

glTranslatef

GL_TEXTUREQ ARB
GL_TEXTURE 2D ) ;

)i

GL_REGISTER CCMBINERS NV ) ;

light.x,

light.y,

light.z );
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#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Matrix4x4.h"
#include "Torus.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
Vector3D eye (7, 5, 7);: // camera position
Vector3D light (5, 0, 4 ); // light position
unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map
unsigned decalMap; // decal (diffuse) texture
float angle = 0;
Torus torus ( 1, 3, 30, 30 );
Vector3D rot ( 0, 0, 0 );
int mouseOldX = 0;
int mouseOldyY = 0;
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH_TEST });
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL_POLYGON SMOOTH HINT, GL NICEST ):
glHint ( GL_PERSPECTIVE CORRECTION HINT, GIL NICEST ) ;
}
void display ()
{
float bias [41 = { 0.75, 0.75, 0.75, 0.75 };
float ambientColor [4] = { 0, 0, 0.5f, 1 }; // dark blue
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glActiveTextureARB GL_TEXTUREO_ARB '
glDisable GL _TEXTURE 2D );
glActiveTextureARB GL_TEXTURE1 ARB ) ;
glDisable GL_TEXTURE_CUBE MAP ARB );

(
(
(

(
glActiveTextureARB ( GL TEXTUREZ ARB );
(

(

(

(

glDisable GL _TEXTURE 2D );
glColor4df 1, 1, 1, 1 );
glutSolidSphere 0.1f, 15, 15 );
glPopMatrix )

// setup texture units
// bind bump (normal) map to
// texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, bumpMap );
// bind normalization cube map
// to texture unit 1

glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;
glActiveTextureARB ( GL TEXTUREZ ARB );

glEnable ( GL_TEXTURE 2D });

glBindTexture ( GL_TEXTURE 2D, decalMap );

glMatrixMode ( GL_TEXTURE ) ;

gllLoadIdentity ()

glScalef (1, 2, 1);

glMatrixMode ( GL_MODELVIEW ) ;

// setup register combiners
glEnable ( GL_REGISTER COMBINERS NV ) ;
glCombinerParameteriNV  ( GL NUM GENERAL COMBINERS NV, 2 );
glCombinerParameterfvNV ( GL CONSTANT COLCRO NV, bias );
glCombinerParameterfvNV ( GL CONSTANT COLOR1 NV, ambientColor );

// setup general combiner 0

// configure A = expand (tex0)

// (bumpmap)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE A NV,

GL_TEXTUREO ARB, GL EXPAND NCRMAL NV,

GL RGB )
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// configure B = expand (texl)
// (norm. map)

glCombinerInputNV ( GL_COMBINERO NV, GIL RGB, GL VARIABLE B NV,
GL_TEXTUREL ARB, GI_EXPAND NORMAL NV,
GL RGB )
// configure C = 0

glCombinerInputNV ( GIL_COMBINERO NV, GIL _RGB, GL VARIABLE C NV,
GL_ZERO, GL, UNSIGNED IDENTITY NV, GL RGB );
// configure D = 0

glCombinerInputNV ( GL_COMBINERO NV, GIL RGB, GL VARIABLE D NV,

GL_ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// setup output of (h,n)

glCombinerQutputNV ( GL COMBINERO NV, GL RGB,

glCombinerInputNV (

glCombinerInputNV (

glCombinerInputNV (

glCombinerInputNV (

GL_SPARE(Q_NV, // BB output

GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL_NONE, // no scale
GL_NONE, // no bias
GL_TRUE, // BB = A dot B

)i
// now spare0.rgb = (h,n)

GL_FALSE, GL FALSE

// setup general combiner 1

// A =max ( (n,h), 0 )

GL_COMBINER1 NV, GL_RGB, GIL_VARIABLE A NV,
GL_SPAREO NV, I, UNSIGNED IDENTITY NV,

GL RGB )

// B =1

GL_COMBINER1 NV, GL_RGB, GI_VARIABLE B NV,
GL_ZERO, GL_UNSIGNED INVERT NV, GL_RGB );
// C = -constant color0.rgb

// (=0.75)

GL_COMBINER1 NV, GL_RGB, GI_VARIABLE C NV,
GL_CONSTANT COLORO NV, GI_SIGNED NEGATE NV,
GL RGB )

// configure D = 1

GL_COMBINER1 NV, GL_RGB, GI_VARIABLE D NV,
GL_ZERO, GL_UNSIGNED INVERT NV, GL_RGB );
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// setup output of (h,n) - 0.75
glCombinerQutputNV ( GL COMBINER1 NV, GL RGB,

GL_DISCARD NV, // BB output
GL_DISCARD NV, // CD output
GL_SPARE(Q_NV, // sum output
GL SCALE BY FOUR NV, // scale = 4
GL_NONE, // no bias
GL_FALSE, // we do not need here
// dot product

GL_FALSE,

GL_FALSE ); // neither we need mux

// here
// now spare0.rgb =
// 4* ((n,h) - 0.75)
// configure final combiner
// A.rgb = max (0, spare0.rgb)
glFinalCombinerInputNV ( GL VARIABLE A NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = max (0, spare0.rgb)
glFinalCombinerInputNV ( GL VARIABLE B NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// C=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// D = texture?2
glFinalCombinerInputNV ( GL VARIABLE D NV, GL TEXTUREZ2 ARB,
GL_UNSIGNED IDENTITY NV, GL RGB );
// E=0
glFinalCombinerInputNV ( GL VARIABLE E NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// F=20
glFinalCombinerInputNV ( GL VARIABLE F NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// G.alpa = 1
glFinalCombinerInputNV ( GL VARIABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL_ALPHA );
// so at output we'll get
// RGB =max ( O,
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glMatrixMode
glPushMatrix
glRotatef
glRotatef
glRotatef

Matrix4x4
Matrix4x4
Matrix4x4
Matrix4x4

r.invert ();

rx

ry

rz

// max ((h,n),0)-0.75)"2)

// alpha = 1

// now setup rotation
( GL_MODELVIEW )
07

( rot.x, 1, 0, 0 );
( rot.y, 0, 1, 0 );
( rot.z, 0, 0, 1);

// transform light and eye

// positions with inverse

// rotation matrix

= Matrix4x4 :: rotateX
= Matrix4x4 :: rotateY
= Matrix4x4 :: rotateZ

= rx * ry * rz;

( -rot.x * M PI / 180 );
( -rot.y * M PI / 180
( -rot.z * M PI / 180

torus.calcLightVectors ( light, eve, 1t );

torus.draw

glPopMatrix

glutSwapBuffe
}

rs

()i
()i
N

void reshape ( int w, int h )

{
glViewport
glMatrixMode
glLoadIdentity
gluPerspective
glMatrixMode
glLoadIdentity
gluLookAt

)

(
(
(
(
(
0
(

0, 0, (GLsizei)w, (GLsizei)h );

GL_PROJECTION ) ;

’

60.0, (GLfloat)w/(GLfloat)h, 1.0,

GL_MODELVIEW )
eye.x, eye.y, eye.z,
0, 0, 0,

// eye

// center

0.0, 0.0, 1.0 ); // up
}
void motion ( int x, int y )
{
rot.y -= ((mouse0ldy - y) * 180.0f) / 200.0f;
rot.z —-= ((mouseQldX - x) * 180.0f) / 200.0f;

rot.x = 0;

60.0

)i

)
)

’

’
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}

if ( rot.z > 360 )
rot.z -= 360;
if ( rot.z < -360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y -= 360;
if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouseO0ldY = y;
glutPostRedisplay ();

void mouse ( int button, int state, int x, int y )

{

}

if ( state == GLUT_ DOWN )
{
mouseOldX = x;

mouseO0ldY = y;

void key ( unsigned char key, int x, int vy )

{

}

if (( key == 27 || key == "'q' || key == Q" ) // quit requested

exit ( 0 );

void animate ()

{

}

angle = 0.004f * glutGet ( GLUT ELAPSED TIME );
light.x = 2*cos ( angle );

light.y = 2*sin ( angle );

light.z = 3 + 0.3 * sin ( angle / 3 );
glutPostRedisplay ()

int main ( int argc, char * argv [] )

{

// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
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// create window

int win = glutCreateWindow ( "OpenGL per-pixel specular lit torus

with register combiners™ );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key ) :

glutIdleFunc ( animate );

glutMouseFunc ( mouse '

glutMotionFunc ( motion );

init ();

printfInfo ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;

}

initExtensions ();

bumpMap = createNormalMapFromHeightMap ( false,
"../Textures/BumpMaps/light06.tga™, 1 );

decalMap = createTexture2D ( true, "../Textures/block.bmp" );

normCubeMap = createNormalizationCubemap ( 32 );

glutMainLoop ();

return 0O;
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BepLUnHHbIE N UHOEKCHbIe
6ydepbl n pabota ¢ HUMHK
npu NOMOLLM pacLuMpeHuns
ARB_vertex_buffer_object

OaHUM U3 cambIX "y3KHX" MECT B pabOTe C COBPEMEHHBIM IpauuecKUM yCKOPU-
TeJIeM SIBJSIETCS Iiepeada eMy JaHHbIX — TeKCTYpP, BEPILUUH, HOpMaeil u T. II.

I[J'[SI ITOBBIINECHUA 6bICTp0I[€ﬁCTBPIH CJIECOAYET YMCHBIIUTDh KOJIMYECTBO 3AaIIPpOCOB Ha
nepegauy JaHHbIX M I€pE€aaBaTb UX KaK MOXKHO OOJIbIIMMU YACTSIMMU.

Ecnu ¢ Texcrypamu Bce HOCTATOYHO MPOCTO, OHU OAMH pa3 3arpyxaroTcd B ma-
MATb rpachuyecKoro ycKopurensd U Oosblie He U3MEHSIOTCS, TO C IeOMeTpuye-
CKMMU AAHHBIMU (KOOPAMHATHI BEepLIMH, HOPMAaIHU, TEKCTYPHbIE KOOPIMHATHI)
JeJI0 0OCTOUT 3HAYMTEIBHO XyXKe.

CTaHmapTHBIN croco0 Tepefaurd JAaHHBIX Yepe3 KOMAHIBI glVertex, glNormal
U T. M. gBJIsIeTCS] KpaiftHe He3(d(hEKTUBHBIM, MOCKOIBKY OCYIIECTBISCTCSI OUYEeHB
MaJIECHbKUMH YACTAMU U TIyTeM OOJIBIIOTO YKCJIA BBI30BOB.

MOXHO 3aMETHO MOBBICUTH d(PGEKTUBHOCTh OOMEHA JAHHBIMU IIPU ITOMOILM TaK
HAa3bIBAEMbIX BEPILIMHHBLIX MAcCUBOB (verfex arrays). Ilpu 5ToM maHHbIE XpaHATCS
B namatu CPU, u yckopurenio mepenaloTcs TOJbKO yKazaTelb HA HUX U pasMmep
(Torma cam mpaiiBep ompeznessieT cliocod mepeaadd JaHHBIX IpaduyecKoMy YCKO-
PUTENIIO U JIe]aeT 5T0 OOJbIIMMU OJOKAMU).

B muctuaTe 10.1 IpUBOANTCST BApUAHT MPHUMEPA C TOPOM U3 22a8bl 9 ¢ MCTIONH30-
BaHNEM BEPITWHHBIX MAacCHMBOB. B maHHOM ciyJyae M3MEHEHWIO TIOMUIEKaT JIUIIb
caM KJlacc Torus W €T0 peajn3alns.

Jlncturr 10.1. Peanusauusa knacca Torus € UCNOJNIb30BaHUEM BePLUMHHbIX
MacCUBOB

#include "libExt.h"

#include "Torus—-1.h"
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#include "Matrix4x4.h"
Torus :: Torus ( float rl, float r2, int rings, int sides )
{

float ringDelta = 2.0 * M PI / rings;

float sideDelta = 2.0 * M PI / sides;

float invRings = 1.0f / (float) rings;

float invSides = 1.0f / (float) sides;

int i, J:

numRings = rings;

numSides = sides;

vertices = new Vertex [ (numSides+1)* (numRings+1)];

faces = new Face [numSides*numRings*2];

// create vertices
int index = 0;
for (i = 0; i <= rings; i++ )

{

float theta = i * ringDelta;

float cosTheta = cos ( theta );

float sinTheta = sin ( theta );

for

{

(jJ =0; § <= sides; j++ )

float phi = j * sideDelta;
float cosPhi = cos ( phi );
float sinPhi = sin ( phi );
float dist = r2 + rl * cosPhi;
// (x,vy,2) below is the parametric
// equation for a torus where
// theta and phi both vary
// from 0 to pi.
vertices [index].pos.x = cosTheta * dist;
vertices [index].pos.y = -sinTheta * dist;
vertices [index].pos.z = rl * sinPhi;
// now setup texture coordinates
vertices [index].tex.x = j * invSides;
vertices [index].tex.y = i * invRings;
// normalize the partial derivative of

// (x,y,z) with respect to theta.
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}

void

{

float dxdtheta = -si
float dydtheta = -co
float d =1/
vertices [index].t.x =
vertices [index].t.y =
vertices [index].t.z =
// compute
vertices [index].n.x =
vertices [index].n.y =
vertices [index].n.z =
// B =N cr
vertices [index].b = ve
ve
index++;
}
}
numVertices = index;

index = 0;
for (i =0; 1 < rings; i++ )
for ( j = 0; j < sides; j++
{
faces [index].index [2]
faces [index].index [1]

[
[
faces [index].index [0]
[
[
[

faces [index+1].index [
faces [index+1].index [
faces [index+1].index [
}
numFaces = index;
Torus calcLightVectors (

// compute

nTheta * dist;

sTheta * dist;

( dxdtheta*dxdtheta +
dydtheta*dydtheta ) ;
dxdtheta * d;

dydtheta * d;

0;

sgrt

unit normal
cosTheta * cosPhi;

-sinTheta * cosPhi;

sinPhi;

oss T

rtices [index].n *
rtices [index].t;

// Create faces

, index += 2 )

= i*(sides+l) + J;

(i+1) * (sides+l) + j;

(i+1)* (sides+1l) + J + 1;

2] = i*(sides+1) + 7;
1] = (i+l)* (sides+l) + j§ + 1;
0] = 1i*(sides+1l) + 7 + 1;

const Vector3D& light )

texture coordinates

// for normalization cibe map

for ( int i = 0; i < numVertice

s; i+t )
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vertices [i].1 = vertices [1i].mapToTangentSpace ( light -

vertices [i].pos );

void Torus :: calcLightVectors ( const Vector3Ds& light,
const Vector3D& eye,

const Matrix4x4s m )

Vector3D 1t = m.transformPoint ( light );
Vector3D et = m.transformPoint ( eye )
// compute texture coordinates
// for normalization cube map
for ( int 1 = 0; 1 < numVertices; i++ )
{
Vector3D 1 = (1t - vertices [i].pos).normalize ();
Vector3D v = (et - vertices [1].pos).normalize ();
vertices [1] = vertices [1].mapToTangentSpace ( 1 );

.1
vertices [i].h = vertices [1].mapToTangentSpace ( 1 + v );

}
void Torus :: draw ()
{
glbushClientAttrib ( GL CLIENT VERTEX ARRAY BIT );
// setup vertices array
glEnableClientState ( GL_VERTEX ARRAY ) :
glVertexPointer ( 3, GL FLOAT, sizeof ( Vertex ),
svertices [0].pos )i
// setup texcoordl array
glClientActiveTextureARB ( GL TEXTUREO ARB );
glEnableClientState ( GL TEXTURE COORD ARRAY );
glTexCoordPointer ( 2, GL_FLOAT, sizeof ( Vertex ),
svertices [0].tex );
// setup 1 array
glClientActiveTextureARB ( GL TEXTUREL ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 3, GL FLOAT, sizeof ( Vertex ),
s&vertices [0].h );
// setup tex0 array
glClientActiveTextureARB ( GL TEXTUREZ ARB );
glEnableClientState ( GL TEXTURE COORD ARRAY );
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glTexCoordPointer ( 2, GL_FLOAT, sizeof ( Vertex ),
svertices [0].tex );
glDrawElements ( GL_TRIANGLES, 3*numFaces, GL UNSIGNED INT,
s&faces [0] );
glPopClientAttrib ();

ITpu TakoM crocobe mepenaya ocyllecTBIsieTcsl cpa3y OOJNbIIMMU OJIOKaMU, KO-
JMyecTBo obpaleHuit K rpadguueckomy yckoputento (GPU) 3ameTHO cokpainaer-
csl. OTO MPUBOJAUT K ropasno Oosee 3¢h¢eKTUBHON ero padoTe W TOBBIIIEHUIO
OBICTPOACHCTBUS TIPOTPAMMEL.

OmHako 3TOT cnoco® TpeOyeT MOCTOSHHON Iepeaayd MAacCHMBOB JAHHBIX OT
CPU x GPU. Kaxnplif BbI30B, coaepXalldil yKasaTejlb HA MAacCUB, IPUBOAUT K
nepeaaye ero rpauyeckoMy yCKOpPUTENIO, U UMEHHO 3Ta IMOCTOSHHAsg Heo0Xo-
JUMOCTb Iepenayd O0JbLIOro 00beéMa MaHHbIX OrpaHuyuBaeT 3¢h@PEKTUBHOCTD
NPUIOXKEHHUS.

B TO Xe BpeMs najeko He Bce mnepeaaBaeMble JaHHbIE AeUCTBUTEIbHO U3MEHSIOT-
¢Sl TIPU KaXXJI0oM oOpallleHUun, J0CTaToOuHo 00Jbloli 06beM MHpOpMaIuu U BO-
00111e ocTaeTcsl TMOCTOSTHHBIM (IaHHBIE JUISI CTaTMYECKUX OOBEKTOB, TEKCTYpPHBIE
KOOPJWHATHI U T. T.), WU U3MEHSIeTCs] CPAaBHUTEIBHO PEKO U HEOOJIBIINMU Yac-
Tsamu. [ToaToMy Obl10 ObI TOpazao 3chdekTuBHee cpa3y 3arpy3uTh TakKue TaHHBIE B
namsitb GPU, nociie yero ux ucnosib3oBaHue rpacuyeckuM YCKOpUTEJIEM He Mo-
Tpebyet obpamennst kK CPU.

I[onoOHyI0 BO3MOXHOCTH MPENOCTABILET I[0Jb30Barealo paciwupeHue ARB
vertex_buffer object. OHO MO3BOJISIET KA3LIMPOBaTh (XPAaHUTb) Pa3IUUHbIE TUIIbL
JaHHBIX (KaKk MHGpOPMALMIO O BEpIIMHAX, TAK U MHAEKChl B MAacCHUB BEpLIMH) B
OblcTpoil mamsTu rpacpudyeckoro yckopureisd. s atoro 6J0KM MaHHBIX IIOMe-
LIAIOTCS B TaK Ha3blBaeMble BepILMHHbIE Oydepnl (vertex buffer objects), mpu 3ToM
Kbl Takoll Oydep mpencrasisier co0oil mpocTo MaccuB OANTOB.

st paboThl ¢ BeplIMHHBIM OydepoM Mob30BaTelb MOXeET BbIOpaTh JiBa crioco0a.
ITpnu nepBoM JaHHble uepe3 kKoMaHiabl OpenGL (glBufferbDataARB,
glBufferSubDatalARB, glGetBufferSubDataARB) TEpeNaAOTCs cpa3zy OOJBITUMU
6smokamu B (13) GPU.

Bropoii cnoco6 — oOMeH uepe3 ykaszaTenb Ha aaHHbie. Ilpy 3ToM monb3oBaTelb
3ampallrBaeT oroOpaxeHue (mapping) BepliMHHOro Oydepa B omepaTUBHYIO Ma-
matb CPU u monyyaer ykazaTenb Ha 00JIAaCThb MAMSATU, B KOTOPOH HAXOMSATCH
JaHHbIe BeplIMHHOro Oydepa. [danee moab3oBareib MOXET paboTaTh C JaHHBIMU
yepe3 ITOT yKaszaTedb KaK ¢ OObIYHON MaMIThIO, HO MO 3aBepIlleHMu paboThl He-
00X0JUMO 3aKphITh OTOOpaxeHue (unmap) Oydepa B MaMsTh, MOCAE YEro yKasza-
TeJb yXe MepecTaeT yKasblBaTb Ha JaHHbIE, a BEPILIMHHBIA Oydep cHOBA MOXET
ObITb MCTOYHUMKOM JAHHBIX AJIS1 TPachUYECKOro yCKOPUTEI.
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BepuimHHbIN Oydep pocTyneH B aoboit KoMmanae OpenGL, npuHumatoleit yka-
3aTeb Ha JaHHbie. Takoit MexaHusMm no3pojsier GPU Oonee sddexkTuBHO pabo-
TaTh ¢ MaMsIThIO, TIOBBIIIAST ObICTPOAEHCTBIE TIPUTOXKEHUS B 1IEJIOM.

Ilepen Hayamom padoOThl ¢ BeplUUMHHBIMM Oydepamu ciaeayeT IpPOBEPUTh MOA-
JEePKKY AJAHHOIO PACIIMPEHUS. DTO MOXET ObITh CAEJAHO CAEMYIOIIUM 3aIIPOCOM:

isExtensionSupported ( "GL ARB vertex buffer object” )

Kaxnprit BepmmHHBI Oydep naeHTHdDULIMpYETcsl NPU HoMOIIKM 0e33HaKOBOTO
1ejioro yrcia (MaeHTugukaropa), mpuueM HyJieBoe 3HaUeHNe 3ape3epBUPOBAHO.

BropbiM 11arom B paboTe ¢ BepLUMHHBIM OydepoM (mociie TpOBEPKU MOAASPKKU
pacliMpeHus) sBiIsgeTcs MOoJy4yeHue CBOOOJHOIO MAEeHTUGUKATOPA, KOTOPHIA Oy-
JeT B AajibHelileM o003HauyaTh 3TOT Oydep.

IMonygeHne TPYIITHI ¢CBOOOIHBIX HACHTU(PNKATOPOB OCYIIECTBIISIETCS KOMAHIOMH

void glGenBuffersARB ( GLsizei n, GLuint * buffers );

J1oT 3alIpoOC BbIACIACT n CBO60£[HbIX I/IZLCHTI/I(l)I/IKaTOpOB U1 3AIIMCBhbIBACT UX B MAC-
CHUB buffers.

CreayomumM maroM (o0parute BHUMaHKWE HAa aHAJIOTUIO ¢ TEKCTypaMu) SBJIsIeTCSI
BBIOOp BepiIMHHOTO Oydepa kak Tekyuiero (bound). Tlocie 3Toro ero MoxXHO
MPOVHUILIUATUZUPOBATh WIU WCMOJb30BaTh B KavyecTBe WCTOUYHUKA AaHHBIX. JList
3TOTO MMeeTCs KOMaHaa

void glBindBufferARB ( GLenum target, GLuint buffer );

Ilapamerp target 3amaeT TUI [JAHHBIX, KOTOphIE OyaeT coaepxaTrb Oydep: MH-
(opmauuio o BepiiMHAX (GL ARRARY BUFFER ARB) WM MHAEKCHL B APYrue mac-
cuBbl (GL ELEMENTS ARRAY BUFFER ARB). BropbiM mapamerpoMm siBasieTcsi WAEH-
tudukarop Oydepa (buffer), KOTOpbId cTaHeT TekylwuuM. Eciu B Kauecrse
uaeHTUdUKaTopa nepenarb HyJaeBOe 3HaYeHue, TO 3TO OyaeT O3HayaTh, YTO Te-
KylIero BepiiMHHoro oydepa Her.

1 YHUYTOXEHMSI yKe CYIIeCTBYIOIIEro BepIIMHHOTo Oydepa mpeaycMoTpeHa
KOMaHaa

void glDeleteBuffersARB ( GLsizei n, const GLuint * buffers );
OHa yHUYTOXaeT cpa3dy n OydepoB, HOMepa KOTOPBIX COAEPXKATCSI B MAacCHUBE
buffers.

TTocne Toro Kaxk mojydeH cBOOOAHBIN UAeHTUdUKATOP IJs1 BeplIMHHOTO Oydepa
W OH cleNlaH TeKyluM, Oydep cieayeT MPOWHUIIMAIU3UPOBAThL U HATOJHUTH
MAaHHBIMU. DTO JejlaeTcsl KOMaHIoM

void glBufferData”ARB ( GLenum target, GLsizelptrARB size,

const void * data, GLenum usage );
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IMTapameTp target MMeET TOT X€ CMBICI, YTO U B KOMaHJE glBindBufferARB.
IMTapameTpbl size U data 3agatoT pasMmep Oydepa B OaliTax U ykazaTeslb Ha 00-
JIacTh MaMsITH, COJEPXKAIILYI0 3HAYeHUSsI, HEOOXOAUMBIE IS UHULIMATU3aluU JaH-
HOTO BepIInHHOTO Oydepa.

OO0parute BHUMaHUE HA BbIOOP TUIA GLsizeiptrARB (M GLintptrARB) BMECTO
OOBIYHBIX LEJTOYUCIEHHBIX. DTO CBI3aHO C MOAAEPKKONA 64-OUTOBBIX 3HAYEHUIA.

IMocneanuit mapameTp, usage, HeceT B cebe MHpopMalMio o TpearnojaracMoM
HUCToNb30BaHUU Oydepa. Dta nHdopmMaiius ABasercs JUlbL "HaMeKoOM" U CIYKUT
JUISl TOTO, YTOOBI cucTeMa Morja Oojiee 3h(peKTUBHO YIIPaBIATh BbIACICHUEM Ta-
MSITH JUJIs1 BeplIMHHOTO Oydepa. JlaHHBIM TapaMeTp HHUKAK He OrpaHWUYUBaeT
MoJjib3oBartefisi B padote ¢ OydepoM U TpenHa3HavYeH JUIIb ISl Ledell onTuMu3a-
. OH MOXET TIPUHMMATh CJEAyIollNe 3HAYEHWS: GL STREAM DRAW ARB,
GL_DYNAMIC DRAW ARB, GL_STATIC DRAW ARB, GL_STREAM READ ARB,
GL_DYNAMIC READ ARB, GL_STATIC READ ARB, GL_STREAM COPY ARB,
GL_DYNAMIC COPY ARB M GL_ STATIC COPY ARB.

Kaxnas M3 2TUX KOHCTAaHT HeceT B cebe MHGpOPMALMIO O TOM, IS yero Oyaer
npeaHasHaueH Oydep (draw, read, copy), U O 4aCTOTE U3MEHEHMS €0 COACPKU-
MOro (stream, dynamic, static).

Taonuuel 10.1 u 10.2 pazbAcHSIOT CMBICT YKa3aHHBIX KOHCTAHT.

Ta6nuya 10.1. Llenb ncrnonb3oBaHus 6ygbepa

HasHaueHue KomMmmeHTapuin

DRAW Bydbep 6ygeT ucnonb3oratbes N nepegadn gaHHeix GPU, Hanpumep,
Ans BblBoga o6bekToB

READ Bydep 6ygeT ucnonb3oBaTthbCs MOSIb3OBATENEM A1t YTEHUS U3 HETO.
BaxxHa ckopocTb ans uteHust aaHHbIx CPU

COPY Bynet ucnonb3oBatbea Kak ans YteHus gaHHoix us GPU, Tak u gns Bbl-
BoZia 06beKTOB

Tabnuya 10.2. Yactota nsmeHeHus cogepxumoro bycgpepa

Yactota o6HOBREHNSA/ KommeHTapwi

ncnonb3oBaHuA

STREAM Mpepnonaraercs, 4To Ha KaxKAbIN BbIBOA AaHHbIX ByaeT nx
M3MeHeHUue

DYNAMIC Mpennonaraetcs, yto bydeT YacToe UCMONb3OBaHUE U U3Me-

HeHue cogepxumoro bydepa

STATIC Mpennonaraetcs, 4To AaHHble ByayT oguH pas 3agaHbl U Mo-
TOM MHOrO pa3 UCMOoJIb30BaHbI
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st n3MeHeHUs JaHHBIX B yKe CcyIIecTByIolleM Oydepe CIyKUT KoMaHaa
void glBufferSubData”ARB ( GLenum target, GLintptrARB offs,

GLsizeiptrARB size, const void * data );

IMapameTp target WMeeT TOT XXe CMBICHT, UTO M paHee, offs M size 3amaroT Ha-
yajo W pasMep M3MEHSeMOoro OjioKa MAaHHBIX BHYTPHM BepIIMHHOTO Oydepa, a
data — YKa3bIBaeT Ha 00JIACTh MAMSTH, COACPKAIIYI0 HOBBIC 3HAYCHUS.

YreHue 010Ka JAHHBIX U3 BEPLUIMHHOrO Oydepa MOXHO BbINOJHUTh KOMAHIOH

void glGetBufferSubDataARB ( GLenum target, GLintptrARB offs,
GLsizelptrARB size, void * data );

OHa KomupyeT OJOK JaHHBIX M3 BepluMHHOro Oydepa, HauMHAsA CO CMELIEHUS
offs pa3MepoM size B 00JACTb MAMSITH, 3ATAHHYIO MAPAMETPOM data.

BtopeiM crmocoboM mocTyma K CoAepsKUMOMY BEepITMHHOTO Oydepa ABISIETCA €To
oTobpaxkeHme (mapping) B anpecHoe TIPOCTPAHCTBO MPHUITIOKEHMUS.

[lpu sTOM moONb30BaTEAb MOJYYAeT yKazareilb Ha 00JaCTb MaMSITH, COAEpKAILMI
00pa3 BeplUMHHOro Oydepa, U MOXeT CBOOOAHO MCIIOAb30BaTh AJAHHBIMA yKa3aTe/b
Ui paboThl ¢ comepKUMBIM Oydepa. Ilpu aToM ykazareinb Helb3s INepenaBaTh B
koMaHabl OpenGL B kauecTtBe mapameTpa, KOMaHAa glBufferSubDataARB UId
M3MEHEHUS comepxuMoro oOydepa Takxke HemonyctuMma. bydep He MoxeT BbICTY-
naTh U KaK MCTOYHUK AaHHBbIX B KomaHaax OpenGL.

ITo okoHuaHuu paboTsl ¢ OydepoM cienyeT 3aKpbiTh oTobpaxkeHue (unmap), Tmo-
cJie yero ykasaTesb TepecTaeT ObITh AOCTYMMHBIM, W BEpPUIMHHBIN Oydep Moxer
OBITb CHOBA NCTOYHUKOM AaHHBIX m1sd GPU.

1 oToOpaxeHus: TEKYIIEro BEPILIMHHOIO Oydepa B CUCTEMHYIO MaMSITb CJAYXHUT
KOMaHaa

void * glMapBufferARB ( GLenum target, GLenum access );

[apamerp target umeer To ke cMbICi, uTo U paHee. Ilapamerp access onpene-
JISIET, KaKU€ MMEHHO OlepalMy IUIAHUMPYETCs NPOBOAUTbL C JAAHHBIMU Y€pe3 IO-
JIyyeHHbIi ykasareiib. JJOMyCTUMbIMU 3HAYEHMSIMU SIBJISIIOTCSI GL_READ ONLY ARB
(TOJIBKO YT€HME), GL WRITE ONLY ARB (TOJIbKO 3aMUCh) U GL READ WRITE ARB (U
4yTeHMe, U 3aIUCh). DTOT NapaMeTp MO3BOJISIET CUCTEME ONTMMU3UMPOBATH CIIOCO0
OTOOPAKEHMUSL.

Ecim otobpakenne O6ydepa TpoIIIo YCIENIHO, TO Bo3BpaliaeTcs HeHYIeBoO yKa-
3areTb Ha GJIOK TTaMATH, ¢ KOTOPBIM MOXHO paboTaTh KaK B caMUM BEPIIMHHBIM

oydepomM.
11 3aKphITHS OTOOpaXKeHus MpeaHa3HauYeHa KoOMaHaa
GLboolean glUnmapBufferARB ( GLenum target );

Ilocne ee BbIIOIHEHUS HOJIy‘iCHHbeI PaHeEEC yKasareyb MUCII0JAb30BATb HEJIb34.
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Ecnu 3akpeiTie OTOOpaKEeHUs TPOILJIO YCIEUTHO, TO (PYHKIUSA glUnmapBufferARB
BO3BPAIL@ET 3HAYEHUE GL TRUE. 3HAUEHUE GIL FALSE O3HAYAET, YTO COAECPXKUMOE
Oydepa OblT0 HEOOpaTHMO TMOBPEXAEHO 32 TO BpeMs, Toka Oydep OblT oTOOpa-
KeH (HampuMep, M3-3a MepeKIIoUeHUs paspellieHus] MOHMTOPA WIM HU3MEHEHUS
JPYTUX TIapaMeTpoB OKOHHOW cucteMbl). B 3ToMm ciyyae coaepxumoe Oydepa
MOXET OKa3aThCsl HEOMpeaeJeHHBIM.

C Opyroii CTOPOHBI, TAPAHTUPYETCSH, UYTO MOAOOHOE IOBPEKIACHUE MOXKET IIpOo-
WU30¥TH, TOJBKO TIoKa Oydep oToOpaXkeH B CUCTEMHYIO TIaMSITh.

Hns mipoBepKu Toro, SIBASIETCS M 0€33HaKOBOE YUCIO UAEHTH(HUKATOPOM KaKo-
ro-a100 BepLIMHHOIO Oydepa, CILyKUT KOMaHIa

GLboolean glIsBufferARB ( GLuint buffer );

Bepimnnerii Oydep npuromeH mid 3amaHusT JaHHBIX BO Bcex kKomaHmax OpenGL,
[ge Iepelaercss ykKasarelb Ha OJOK I@aMsITd ¢ JaHHbIMU  (Hampumep,
glVectorPointer WIH ngrawElements)

st paboThl ¢ cofep>kUMBIM BEPIIMHHOTO Oydepa ero cieayeT caeaarb TEKYIIUM
(Ipy moMolIM KOMaHIbl glBindBufferARB), IOCAE ITOr0 B KOMaHIe, MPUHU-
Marlei ykazaTeslb Ha JaHHBIe, BMECTO yKasaTesis Tepenaercs cMellleHnue OT Ha-
yaja BepLIMHHOro Oydepa 10 Hayana TpedyeMblX JaHHbIX B OaiTax:

glBindBufferARB ( GL ARRAY BUFFER ARB, bufld );
glVertexPointer ( 3, GL FLOAT, 0, 0 );

B mpuBenerHOM TpuMepe BepIIMHHEIN Oydep ¢ MAeHTH(GUKATOPOM bufld SBIS-
€TCSl MCTOYHMKOM KOOpAMHAT BepLIMH B KOMaHIE glVertexPointer. [lpu 3TOM
JaHHBIE HAUMHAIOTCS MPSAMO ¢ Havaja BepIImHHOTO Oydepa.

Ecnu aktvBHBIM ObUT BbIOpaH Oydep ¢ HYIeBbIM MAEHTU(PUKATOPOM, TO 3TO O3Ha-
4aer, YTO TEeKYLIEro BeplIMHHOro Oydepa HeT, U KOMaHIbl COXPAHSIOT CTAHAAPT-
HOE TOJKOBAaHUE apTyMEHTOB. TakuM oOpa3oM, MOXHO COXPaHUTb BO3MOXKHOCTH
craporo crnocobda padboThl (HaAmpuMep, uepe3 BepLUMHHbIE MACCUBBI) Hapsdy ¢
TIpUMEHEeHNEM BepITUHHEIX 0ydhepoB.

O6paTtnTe BHUMaHWE, YTO B KAUeCcTBE MCTOYHWKOB PAa3HBIX MTAHHBIX MOXHO YKa-
3aTb Pa3IMYHbIE BEPLIMHHBIE MACCUBBI, HAIIPUMEP, YACTO U3MEHSIEMbIE KOOPAM-
HaTHl BepITWH XPaHWUTb B OMHOM MacCHBe, a IBeTa U TeKCTYpPHBIE KOOPAWHATHI —
B IPYroM. OTO MO3BOJMT YMEHbIUUTh O0ObEM IEPeNaBaeMbIX TAHHBIX, IOCKOJBKY
Oy/lyT TepenaBaThesl TOJIbKO JaHHBIE U3 YacTO U3MeHsieMoro Oydepa, a ocTalbHbIe
MOTYT Bce BpeMsl HaxonuTbes B mamatu GPU.

B cnenyromem npumepe (nmuctunru 10.2 u 10.3) cosmaercs OAMH BEPLIMHHBII
MacCHB, B KOTOPOM XpaHATCS Bce TaHHBIE Tt BepinnH. Obparnte BHUMaHNUE, YTO
M3-3a OIpele/eHus] BEKTOPOB [ U A B BUlE TEKCTYPHbIX KOOPAMHAT BO3HUKAET
He0OXOIUMOCTb U3MEHEHUST BEPIIMHHBIX JAHHBIX MTPU KAXKIOM BBIBOJIE TOPA.
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EH.[G OIWH BepLHI/IHHbIﬁ MacCCHUB MPEAHA3HAYCH I XpaHCHUA NHAOCKCOB BEPIINH
JJId BCEX FpaHCﬁ TOpPAa. 33.M6TI)T€, YTO OTOT MACCHUB HU pa3y HE M3MCHACTCA C MO-

ME€HTA CBOCTO CO3JaHUS.

JlnctuHr 10.2. OnucaHme Knacca Torus MNPU UCNOSIb3OBAaHUN OQHOTO BEPLUUHHOIO

: 6ydbepa

class Torus

{
int numRings;
int numSides;
int numVertices;
int numFaces;

Vertex * vertices;
Face * faces;

unsigned vertexId;

// 1d of vertex VBO

public:
Torus ( float rl, float r2, int rings, int sides );
~Torus ()
{
delete [] vertices;
delete [] faces;
glDeleteBuffersARB ( 1, &vertexId );
}
void setupBuffers )
void calcLightVectors ( const Vector3D& light );
void calcLightVectors ( const Vector3D& light,
const Vector3D& eye,
const Matrixdxds m );
void draw ()

bi

Jlncturr 10.3. Peanu3sauua knacca Torus Npy UCMONIb30BaHUN OAHOIO BEPLUMHHOIO

Oychepa

#include "libExt.h"

#include "Torus—-2.h"

#include "Matrix4x4.h"

Torus :: Torus ( float rl, float r2, int rings, int sides )



BeplLuunHHble v uHaeKcHble 6ycbepnl u paboTa ¢ HUMU [PU MOMOLLM PaCLLUVPEHUS. ..

257

{

float  ringDelta = 2.0 * M _PI / rings;
float sideDelta = 2.0 * M PI / sides;
float invRings = 1.0f / (float) rings;
float invSides = 1.0f / (float) sides;
int i, J:
numRings = rings;
numSides = sides;
vertices = new Vertex [ (numSides+1)* (numRings+1)];
faces = new Face [numSides*numRings*2];
// create vertices
int index = 0;
for (i = 0; i <= rings; i++ )
{
float theta = i * ringDelta;

float cosTheta = cos ( theta );
float sinTheta = sin ( theta );

for

{

/1

(jJ = 0; j <= sides; j++ )

float phi = j * sideDelta;
float cosPhi = cos ( phi );
float sinPhi = sin ( phi );
float dist = r2 + rl * cosPhi;

X,Y,2) below is the parametric equation for a torus

// when theta and phi both vary from 0 to pi.

// x = cos(theta) * (R + r * cos(phi))
// vy = —sin(theta) * (R + r * cos(phi))
// z = r * sin(phi)
vertices [index].pos.x = cosTheta * dist;
vertices [index].pos.y = -sinTheta * dist;

vertices [index].pos.z = rl * sinPhi;

// now setup texture coordinates

// T

vertices [index].tex.x = j * invSides;

vertices [index].tex.y = i * invRings;

= normalize ([dx/dtheta,dy/dtheta,dz/dthetal)
float dxdtheta = -sinTheta * dist;

float dydtheta = —-cosTheta * dist;

float d = 1 / sgrt ( dxdtheta*dxdtheta +

dydtheta*dydtheta ) ;
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vertices [index].t.x = dxdtheta * d;
vertices [index].t.y = dydtheta * d;
vertices [index].t.z = 0;

// compute unit normal
vertices [index].n.x = cosTheta * cosPhi;
vertices [index].n.y = -sinTheta * cosPhi;
vertices [index].n.z = sinPhi;

// B =N cross T
vertices [index].b = vertices [index].n ”~ vertices [index].t;

index++;

}
numVertices = index;
// Create faces
index = 0;
for (i = 0; 1 < rings; i++ )
for ( j = 0; j < sides; j++, index += 2 )

{

faces [index].index [2] = i*(sides+1l) + 7;
faces [index].index [1] = (i+1)*(sides+1) + 7;
faces [index].index [0] = (i+1)*(sides+l) + J + 1;
faces [index+1].index [2] = i*(sides+1l) + 7;
faces [index+1].index [1] = (i+1)*(sides+l) + J + 1;
faces [index+1].index [0] = i*(sides+l) + j + 1;
}
numFaces = index;
}
void Torus :: setupBuffers ()
{
// create vertex data VBO
glGenBuffersARB ( 1, &vertexId );
glBindBufferARB ( GL ARRAY BUFFER ARB, vertexId );
glBufferDataARB ( GL ARRAY BUFFER ARB,

numVertices * sizeof ( Vertex ), vertices,
GL_STATIC DRAW ARB );
// unbind buffers
glBindBufferARB ( GL_ARRAY BUFFER ARB, 0 );
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void Torus :: calcLightVectors ( const Vector3D& light )
{
// compute texture coordinates for
// normalization cibe map
for ( int 1 = 0; 1 < numVertices; i++ )
vertices [i].1 = vertices [1i].mapToTangentSpace ( light -

vertices [i].pos );

void Torus :: calcLightVectors ( const Vector3Ds& light,
const Vector3D& eye,

const Matrix4x4s m )

Vector3D 1t = m.transformPoint ( light );
Vector3D et = m.transformPoint ( eye '
// compute texture coordinates for
// normalization cube map
for ( int 1 = 0; 1 < numVertices; i++ )
{
Vector3D 1 = (1t - vertices [i].pos).normalize ();
Vector3D v = (et - vertices [1].pos).normalize ();
vertices [i].1 = vertices [i].mapToTangentSpace ( 1 );

vertices [i].h = vertices [i].mapToTangentSpace ( 1 + v );

void Torus :: draw ()

int vertexStride = sizeof ( Vertex );

int texOQOffs = ((int)&vertices [0].tex) - ((int)&vertices [0]);
int 10ffs = ((int)&vertices [0].h) - ((int) &vertices [0]);
glBindBufferARB ( GL_ARRAY BUFFER ARB, vertexId );

// update buffer data
glBufferSubData”ARB ( GL_ARRAY_BUFFER_ARB, 0,
numVertices * sizeof ( Vertex ), vertices );

// draw it now

glPushClientAttrib ( GL_CLIENT VERTEX ARRAY BIT );
glEnableClientState ( GL TEXTURE COORD ARRAY );
glEnableClientState ( GL_VERTEX_ARRAY '

(

glVertexPointer 3, GL FLOAT, vertexStride, (void *)0 );
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glClientActiveTextureARB ( GL TEXTUREO ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 2, GL_FLOAT, vertexStride,

(void *)texOffs );
glClientActiveTextureARB ( GL TEXTURElL ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 3, GL_FLOAT, vertexStride,

(void *)10ffs );
glClientActiveTextureARB ( GL TEXTUREZ ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 2, GL_FLOAT, vertexStride,

(void *)texOffs );

// request draw
glDrawElements ( GL TRIANGLES, 3*numFaces, GL UNSIGNED INT,
&faces [0] );
// unbind array buffer
glBindBufferARB ( GL_ARRAY BUFFER ARB, 0 );
glPopClientAttrib ();

an/IBCI[CHHaSI BBILIE pean3anusd CTpagacT CICAYIOIINM HEOOCTATKOM: MPU KaxX-
JIOM BBIBOJE TOpa BECHb MAaCCUB MHICKCOB 3aHOBO TEPEAACTCAA FpaCl)I/I‘-IGCKOMy YCKO-
pUTEIII0, HECMOTPS HA TO, YTO HUKAKNX U3MEHEHU B HEM HE ITPOUCXOONT.

ITosToMy MOXHO co3narh enie oauH Oydep (Oydep mIs WHAEKCOB), UMEIOIINMK
TUIl GL ELEMENT ARRAY BUFFER ARB. B Hero oauH pas OyayT 3amucaHbl MHAEK-
CBl, U Jajiee OHU OCTAHYTCS HEU3MEHHBIMU, T. €. WACATbHO TOAXOAUT THII
GL STATIC DRAW ARB.

DTO MO3BOJUT COKPATUTh 00BEM TepeaaBaeMbIX TpapuuecKoMy YCKOPUTENIO AaH-
HBIX (B JajJibHENIleM HaM yaacTcsl elle OoJibllieé YMEHbBIIUTh 00beM 3TUX NaHHBIX
3a cyeT ux HemocpeacTBeHHoro BbruuciaeHus B GPU mnpu momolu BepUIMHHBIX
MPOTpaMMm).

Juctunru 10.4 u 10.5 comepXaT UCXOAHbIE TEKCThL A COOTBETCTBYIOLIECH peaiu-
3aLUU.

Nucturr 10.4. OnucaHme Knacca Torus NPU UCNONbL30OBaHUMN ABYX BepPLUNHHbIX
MacCUBOB

//
// Simple torus class

//
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#include "Vector3D.h"
#include "Vector2D.h"
#ifndef ___TORUS___
#define ___TORUS___
struct Vertex

{
Vector3D pos;
Vector2D tex;
Vector3D n;
Vector3D t, b;
Vector3D 1;
Vector3D h;

Vector3D
{

// position of vertex
// texture coordinates
// unit normal

// tangent and binormal

// light vector in the tangent space

// map vector to tangent (TBN) space

mapToTangentSpace ( const Vector3D& v ) const

return Vector3D (v & t, v & b, v & n );

bi

struct Face
{
int index [3];
}i
class Matrixdx4;
class Torus
{
int numRings;
int numSides;
int numVertices;
int numFaces;

Vertex * vertices;
Face * faces;

unsigned vertexId;
unsigned indexId;

public:

// triangular face

// indices to Vertex array

// 1d of vertex VBO
// id of index VBO

Torus ( float rl, float r2, int rings, int sides );

~Torus ()
{
delete [] vertices;

delete [] faces;
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glDeleteBuffersARB ( 1, &vertexId );
glDeleteBuffersARB ( 1, &indexId );

}

void setupBuffers ()7

void calcLightVectors ( const Vector3D& light );

void calcLightVectors ( const Vector3D& light,
const Vector3D& eye,
const Matrixdx4s& m );

void draw ()

}i

#endif

Jncturr 10.5. Peann3auuna kn
MacCUBOB

acca Torus NPU NCNOJNIb30BaHMU ABYX BePLUUHHbIX

#include "libExt.h"
#include "Torus—-3.h"
#include "Matrix4x4.h"
Torus Torus ( float rl, float r2, int rings, int sides )
{
float  ringDelta = 2.0 * M _PI / rings;
float  sideDelta = 2.0 * M PI / sides;
float invRings = 1.0f / (float) rings;
float invSides = 1.0f / (float) sides;
int i, J:
numRings = rings;
numSides = sides;
vertices = new Vertex [ (numSides+1)* (numRings+1)];
faces = new Face [numSides*numRings*2];
// create vertices
int index = 0;
for (i = 0; 1 <= rings; i++ )
{
float theta = 1 * ringDelta;
float cosTheta = cos ( theta );
float sinTheta = sin ( theta );
for ( j = 0; j <= sides; j++ )
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}

{
float phi = j * sideDelta;
float cosPhi = cos ( phi );
float sinPhi = sin ( phi );
float dist = r2 + rl * cosPhi;
// (x,y,2) below is the parametric equation for a torus
// when theta and phi both vary from 0 to pi.
// x = cos(theta) * (R + r * cos(phi))
// vy = —sin(theta) * (R + r * cos(phi))
// z = r * sin(phi)
vertices [index].pos.x = cosTheta * dist;
vertices [index].pos.y = -sinTheta * dist;
vertices [index].pos.z = rl * sinPhi;
// now setup texture coordinates
vertices [index].tex.x = j * invSides;
vertices [index].tex.y = i * invRings;
// T = normalize([dx/dtheta,dy/dtheta,dz/dthetal)
float dxdtheta = -sinTheta * dist;
float dydtheta = -cosTheta * dist;
float d =1 / sqgrt ( dxdtheta*dxdtheta +
dydtheta*dydtheta );
vertices [index].t.x = dxdtheta * d;
vertices [index].t.y = dydtheta * d;
vertices [index].t.z = 0;
// compute unit normal
vertices [index].n.x = cosTheta * cosPhi;
vertices [index].n.y = -sinTheta * cosPhi;
vertices [index].n.z = sinPhi;
// B =N cross T
vertices [index].b = vertices [index].n *

index++;

numVertices = index;

// Create faces

index = 0;

for

(i=20; 1< rings; i++ )
j

for ( = 0; J < sides; j++, index += 2 )

vertices [index].
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faces [index].index [2] = i*(sides+1l) + 7;
faces [index].index [1] = (i+1)*(sides+1) + 7;
faces [index].index [0] = (i+1)*(sides+l) + J + 1;
faces [index+1].index [2] = i*(sides+1l) + 7;
faces [index+1l].index [1] = (i+1)*(sides+l) + J + 1;
faces [index+1].index [0] = i*(sides+l) + j + 1;
}
numFaces = index;
}
void Torus :: setupBuffers ()
{
// create vertex data VBO
glGenBuffersARB ( 1, &vertexId );
glBindBufferARB ( GL ARRAY BUFFER ARB, vertexId );
glBufferDataRRB ( GL ARRAY BUFFER ARB,
numVertices * sizeof ( Vertex ), vertices,
GL_STREAM DRAW ARB ) ;
// create index data VBO
glGenBuffersARB ( 1, &indexId );
glBindBufferARB ( GL ELEMENT ARRAY BUFFER ARB, indexId );
glBufferDataARB ( GL_ELEMENT ARRAY BUFFER ARB,

numFaces * sizeof ( Face ), faces,
GL_STATIC DRAW ARB };
// unbind buffers
glBindBufferARB ( GL ARRAY BUFFER ARB, 0);
glBindBufferARB ( GL ELEMENT ARRAY BUFFER ARB, 0 );
}
void Torus :: calcLightVectors ( const Vector3D& light )
{
// compute texture coordinates for
// normalization cibe map
for ( int 1 = 0; 1 < numVertices; i++ )
vertices [i].1 = vertices [1i].mapToTangentSpace ( light -
vertices [i].pos );
}
void Torus :: calcLightVectors ( const Vector3Ds& light, const

Vector3D& eye, const Matrixdx4d§& m )
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Vector3D 1t = m.transformPoint ( light );

Vector3D et = m.transformPoint ( eye '
// compute texture coordinates for
// normalization cube map

for ( int 1 = 0; 1 < numVertices; i++ )

{

Vector3D 1
Vector3D v

(1t - vertices [1].pos).normalize ();

(et — vertices [1].pos).normalize ();

vertices [1] = vertices [1].mapToTangentSpace ( 1 );

.1
vertices [i].h = vertices [i].mapToTangentSpace ( 1 + v );

void Torus :: draw ()

int vertexStride = sizeof ( Vertex );

int texOffs = ((int)&vertices [0].tex) - ((int)&vertices [0]);
int 10ffs = ((int)&vertices [0].h) - ((int) &vertices [0]);
glBindBufferARB ( GL_ARRAY BUFFER ARB, vertexId );

// update buffer data

glBufferSubDataARB ( GL ARRAY BUFFER ARB, O,
numVertices * sizeof ( Vertex ), vertices );

// prepare drawing
glPushClientAttrib ( GL CLIENT VERTEX ARRAY BIT );
glEnableClientState ( GL TEXTURE COORD ARRAY );
glEnableClientState ( GL VERTEX ARRAY );
glVertexPointer ( 3, GL_FLOAT, vertexStride, (void *)0 );
glClientActiveTextureARB ( GL TEXTUREO ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 2, GL FLOAT, vertexStride,

(void *)texOffs );
glClientActiveTextureARB ( GL TEXTUREL ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 3, GL FLOAT, vertexStride,

(void *)10ffs );
glClientActiveTextureARB ( GL TEXTUREZ ARB );
glEnableClientState ( GL_TEXTURE COORD ARRAY );
glTexCoordPointer ( 2, GL FLOAT, vertexStride,

(void *)texOffs );
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glBindBufferARB ( GL_ARRAY BUFFER ARB, 0 )
glEnableClientState ( GL_INDEX ARRAY );
glBindBufferARB ( GL_ELEMENT ARRAY BUFFER ARB, indexId );
glIndexPointer ( GL_UNSIGNED INT, 0, 0 );

// request draw
glDrawElements ( GL TRIANGLES, 3*numFaces, GL UNSIGNED INT, 0 );

glBindBufferARB ( GL ARRAY BUFFER ARB,
glBindBufferARB ( GL ELEMENT ARRAY BUFFER ARB, 0 );

glPopClientAttrib

N

// unbind array buffer

0);

B smcrunre 10.6 mpuBoauTcs mporpaMmma Ha C++, MCHONB3YIOIIAs TOJIHKO YTO
BBEICHHBIN KJT1acc JUTS BEIBOZIA TOPA.

i NMucTunr 10.6. Ucnonb3oBaHue BBEAEHHOTO KNacca G ABYMSl BEPLUMHHbLIMU

: Gycpepamm

//

// Sample to using VBO’s in OpenGL

//

#include "libExt.h"

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Matrix4x4.h"

#include "Torus-3.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

Vector3D eye (7, 5, 7); // camera position
Vector3D light (5, 0, 4 ); // light position
unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map
unsigned decalMap; // decal (diffuse) texture
float angle = 0;

Torus torus ( 1, 3, 30, 30 );

Vector3D rot ( 0, 0, 0 );
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int

int

mouse0l1dX
mouseO0ldy

void init ()

{

}

glClearColor ( 0.0,
glEnable

glDepthFunc

0.0, 0.0, 1.0 ),

( GL_DEPTH TEST ) ;
( GL LEQUAL );

glHint ( GL_POLYGON SMOOTH HINT,
glHint ( GL_PERSPECTIVE_CORRECTION HINT, GL_NICEST );

void display ()

{

float
float

bias

ambientColor

(41 =
(41 =

{ 0.75,
{0, 0,

0.75,
0.5f,

GL NICEST );

0.75, 0.75 };

11}

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glMatrixMode ( GL MODELVIEW );

glPushMatrix ();
glActiveTextureARB
glDisable
glDisable
glTranslatef
glActiveTextureARB
glDisable
glActiveTextureARB
glDisable
glActiveTextureARB
glDisable
glColor4df
glutSolidSphere
glPopMatrix

glActiveTextureARB
glEnable
glBindTexture

(
(

GL_TEXTUREQ ARB ) ;
GL_TEXTURE 2D ) ;

// draw the light

GL_REGISTER CCMBINERS NV ) ;

light.x,
GL_TEXTUREO ARB );
GL_TEXTURE 2D );

GL_TEXTUREL ARB );

light.y,

light.z );

GL_TEXTURE_CUBE_MAP ARB );

GL_TEXTUREZ ARB };
GL_TEXTURE_2D ) ;
1, 1, 1, 1);
0.1f, 15, 15 );

)i

GL_TEXTUREQ ARB ) ;
GL_TEXTURE 2D ) ;

// setup texture units

// dark blue

// bind bump (normal) map to

// texture unit 0

( GL_TEXTURE_ 2D, bumpMap ) ;
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// bind normalization cube map
// to texture unit 1

glActiveTextureARB ( GL TEXTUREL ARB );

glEnable ( GL_TEXTURE CUBE MAP ARB );

glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;

glActiveTextureARB ( GL TEXTUREZ ARB );

glEnable ( GL_TEXTURE 2D });

glBindTexture ( GL_TEXTURE 2D, decalMap );

glMatrixMode ( GL_TEXTURE ) ;

glLoadIdentity ()

glScalef (1, 2, 1);

glMatrixMode ( GL_MODELVIEW ) ;
// setup register combiners

glEnable GL_REGISTER COMBINERS NV ) ;

glCombinerParameteriNV
glCombinerParameterfvNV
glCombinerParameterfvNV

(

( GL_NUM GENERAL COMBINERS NV, 2 );

( GL_CONSTANT COLORO NV, bias );

( GL_CONSTANT CCLOR1 NV, ambientColor );
// setup general combiner 0

// configure A = expand (tex0)

glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE A NV,

GL, !

TEXTUREO ARB, GL_EXPAND NORMAL NV, GL RGB );

// configure B = expand (texl)

glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE B NV,
GL_TEXTUREL ARB, GL EXPAND NORMAL NV, GL RGB );

// configure C = 0

glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE C NV,
GL_ZERO, GL UNSIGNED IDENTITY NV, GL RGB );

// configure D = 0

glCombinerInputNV ( GL_COMBINERO NV, GL RGB, GL VARIABLE D NV,
GL ZERO, GL UNSIGNED IDENTITY NV, GL RGB );

// setup output of (h,n)

glCombinerOutputNV ( GL COMBINERO NV, GL RGB,

GL_SPARE(Q_NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL NONE, // no scale
GL_NONE, // no bias
GL_TRUE, // BB = A dot B

GL FALSE, GL FALSE );



BeplLuunHHble v uHaeKcHble 6ycbepnl u paboTa ¢ HUMU [PU MOMOLLM PaCLLUVPEHUS. .. 269

// setup general combiner 1
// A =max ( (n,h), 0)
glCombinerInputNV ( GL_COMBINERL NV, GL RGB, GL VARIABLE A NV,
GL SPARE0O NV, GL UNSIGNED IDENTITY NV, GL RGB );
// B =1
glCombinerInputNV ( GIL COMBINER1 NV, GL RGB, GL VARTABLE B NV,
GL_ZERO, GL UNSIGNED INVERT NV, GL RGB );
// C = -constant color0.rgb
// g.e. -0.75
glCombinerInputNV ( GIL COMBINER1 NV, GL RGB, GL VARIABLE C NV,
GL_CONSTANT COLORO NV, GL SIGNED NEGATE NV,
GL RGB );
// configure D = 1
glCombinerInputNV ( GIL COMBINER1 NV, GL RGB, GL VARIABLE D NV,
GL_ZERO, GL UNSIGNED INVERT NV, GL RGB );
// setup output of (h,n)
// - 0.75
glCombinerOutputNV ( GL COMBINER1 NV, GL RGB,

GL_DISCARD NV, // BB output
GL_DISCARD NV, // CD output
GL_SPARE(Q_NV, // sum output

GL SCALE BY FOUR NV,// scale = 4

GL_NONE, // no bias

GL FALSE, // we do not need dot

// product here
GL FALSE,
GL _FALSE ); // neither we need mux here
// now spare0.rgb =
// 4* ((n,h) - 0.75)
// configure final combiner
// A.rgb=max (0, spare0.rgb)
glFinalCombinerInputNV ( GIL VARTIABLE A NV, GL SPAREQ NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = max (O,
// spare(.rgb)
glFinalCombinerInputNV ( GIL VARTIABLE B NV, GL SPAREQ NV,
GL_UNSIGNED IDENTITY NV, GL RGB );



270 naga 10

// C=0
glFinalCombinerTnputNV ( GL VARTABLE C NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// D = texture2
glFinalCombinerTnputNV ( GL VARTABLE D NV, GL TEXTURE2 ARB,
GL UNSIGNED IDENTITY NV, GL RGB );
// E=20
glFinalCombinerTnputNV ( GL VARTABLE E NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// F=20
glFinalCombinerTnputNV ( GL VARTABLE F NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// G.alpa = 1
glFinalCombinerTnputNV ( GL VARTABLE G NV, GL ZERO,
GL UNSIGNED INVERT NV, GL ALPHA );
// so at output we'll get
// RGB = max ( O,
// max ((h, n),0) - 0.75 ) ~ 2
// alpha = 1

// now setup rotation

glMatrixMode ( GL MODELVIEW ) ;
glPushMatrix ();
glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );
// transform light and eye
// positions with inverse
// rotation matrix
Matrix4x4 rx = Matrix4x4 :: rotateX ( -rot.x * M PI / 180 );
Matrix4x4 ry = Matrix4x4 :: rotateY ( -rot.y * M PI / 180 );
Matrix4x4 rz = Matrix4x4 :: rotateZ ( -rot.z * M PI / 180 );
Matrixdx4 r =rx * ry * rz;

r.invert ();

torus.calcLightVectors ( light, eye, r );
torus.draw O

glPopMatrix )z

glutSwapBuffers ();
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void reshape ( int w, int h )

{

}

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

void motion ( int x, int y )

{

}

rot.y -= ((mouse0ldYy - y) * 180.0f) / 200.0f;
rot.z —-= ((mouseOldX - x) * 180.0f) / 200.0f;
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;
if ( rot.z < =360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y -= 360;
if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouse0ldY = vy;
glutPostRedisplay ();

void mouse ( int button, int state, int x, int y )

{

}

if ( state == GLUT_ DOWN )
{
mouseOldX = x;

mouse0ldY = y;

void key ( unsigned char key, int x, int vy )
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if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME );
light.x = 2*cos ( angle );
light.y = 2*sin ( angle );
light.z 3+ 0.3 * sin ( angle / 3 );

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window

int win = glutCreateWindow ( "OpenGL per-pixel specular lit torus
with register combiners™ );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key )

glutIdleFunc ( animate );

glutMouseFunc ( mouse '

glutMotionFunc ( motion );

init ()

initExtensions ();

printfInfo ()s

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );
return 1;

}

if ( !isExtensionSupported ( "GL NV register combiners™ ) )

{
printf ( "NV_register combiners NOT supported” );
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return 2;
}
if ( !isExtensionSupported ( "GL ARB vertex buffer object” ) )
{
printf ( "ARB vertex buffer object" );
return 3;
}
bumpMap = createNormalMapFromHeightMap ( false,

"../Textures/Bumpmaps/light06.tga™, 1 );
decalMap = createTexture2D ( true,

", ./Textures/block.bmp” ) ;
normCubeMap = createNormalizationCubemap (32 );
torus.setupBuffers (); // create VBO's
glutMainLoop ();

return 0O;
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P-6ychep n peHAEepPUHr B TEKCTYPY.
ConyTcTByloLWue pacLumpeHus

B psane ciyyaeB BO3HMKAeT HEOOXOAMMOCTb MPOM3BECTU OTACIbHBIA PEHACPUHT
JU0O BCcell ClLieHbl, JUOO KAKON-TO €€ YacTH AIsl JAJbHEHIIero MCIOJab30BAHUS
pe3yabpTaToB (Kak MPaBUIO, B KAYECTBE TEKCTYPhI).

ITpocreifiiuM MpUMEpPOM CUTYalIUM, KOTJIA 3TO MOXKET MOHATOOUTHCS, SBJISIETCS
PEHJEPUHT TOBEPXHOCTU BOABI ¢ PsiOblo. Eciu MBI MpU 3TOM XOTHUM, YTOOBI MO-
BEPXHOCTh JICUCTBUTENBHO OTpaxasia TEKYUIylo clieHy, To pumeHeHue EMBM c
3apaHee pacCYNTAHHON KyOMYECKOU KapToW OTPAXKEHUU yXKe He MOAXOINT.

B 10 Xe Bpemsi, eciiu oTpaxeHue B ILIOCKOI Boje (0e3 psiou) MOXHO ObLIO Obl
3aHECTU B TEKCTYpY, TO TOLAA MMUTALMIO psAOM MOXHO Peaju30BaTh C MOMOILIbLIO
uieiiiepa NV _OFFSET TEXTURE 2D (cm. eragy 12) wnu BbIBOIUTH MOBEPXHOCTH BO-
Jbl KaK CEeTKY, BepLUMHbI KOTOPOI MOABEPraloTCs UCKaKEHUSIM.

CyliecTByeT HECKOJIBKO TTPUEMOB, TTO3BOJSIIOIIUX TOJYYUTh pe3yabTaThl peHie-
puUHTa B BuAe TeKCTypbl. [lpocTteiiiinii — ¢yHKIMe glReadPixels, KoTopas
MO3BOJISIET MPOYUTATh M300pakeHue U3 dpeiimOydepa (maMsaTu rpachuyeckoro
yCcKopuTessi) HerocpeactBeHHo B namsath CPU. 3atem 3To n300pakeHue MOXHO
OymeT 3arpy3WTh B TEKCTypy (Hampumep, TIpU TOMOIIN glTexImage2D). OmTHAKO
Takol Moaxoa TpeOyeT KOMMWPOBAHUS CHauyajga U3 BUACOMAMSATH B TaMSTh IIeH-
TpaJIbHOTO TIpolleccopa, a 3aTeM — oOpaTHO.

[lono6HbIe onepalyy KOMUPOBAHUS SIBISIOTCS TOBOJBHO MOPOrOCTOSAILIMMHU, IO-
9TOMY 3TOT IyThb MAJOMPUIOACH M3-32 OOJbIIMX BPEMEHHbBIX 3aTpaTr Ha KOIUPO-
BaHUE JaHHbIX MexX1y rpaduueckuM yckoputeieMm u CPU.

T'opazno Gonee ynoObHO Tpu oMol GYHKIIUU glCopyTexSubImage2D Mepemu-
carb MPSIMOYTOJNBHBIN (hparMeHT uzobpaxeHus U3 ¢peitMOydepa cpazy B TEKCTY-
py, T. €. KOTIHpOBaHWE TTPONCXOINUT M3 BUICONAMATH B BUACONAMSITh, MUHYS TIpU
3TOM IEHTPaAIbHBIN TIpolIeccop.

Hecmotpg Ha To, 4TO 3TOT moaxoa ropasao Oosee 3ddeKTUBEH, YeM MpPeablay-
LKA, OH BCe PAaBHO TpeOyeT SBHOINO KOIMMPOBAHHUS MAMSTH, & TAKXKE 3arpyxaer
TOT XK€ camblii ppeliMOydep, yTo U WIS MOCTPOEHUS MNIABHOIO M300paAXKEeHUS.
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B psine cnyyaes ms ocylllecTBAEHUST peHAepUHTa OblJIo Obl Topa3ao yaobHee co3-
JaTh cebe "BUPTyanbHbIN" (MJIN TIMKCEbHbIN) Oydep, odmanaroiuii coOCTBeHHBIM
pasMepoM M APYTUMHU aTprOyTaMW W HUKAK He CBSI3aHHBIN ¢ OCHOBHBIM (peifMm-

oydepoM.
Ewe ny4iue, ecau Obl 3T0T Oydep MOXHO ObLIO HEMOCPEACTBEHHO MCIOJb30BATh

B Kau€CTBC€ OJAHHbIX 1JII TCKCTYpPbI, BOOOLIE M30erasg TeM CaMbIM KOIIUPpOBaHMsA
aMATH.

Bce 3T BO3MOXKHOCTH U peaTu3yIoTCsl ¢ TIOMOIIBIO TaK Ha3bIBaeMbIX p-OydepoB (p-
buffer). TIpu 5ToM Ha COBpPeMEHHBIX TpaduuecKux ycKopuTesix p-Oydepbl XpaHsTcs
HETOCPEACTBEHHO B BUIEOMIAMSITH U TIPOIIECC PEHIEPUHTA B HUX alTapaTHO YCKOPEH.

K coxanenuto, padora ¢ p-0ydpepom nox Windows u Linux 3aMeTHO paznuyaer-
ca. IloaToMy MBI CHayaga pacCMOTPUM KaXIYI0 M3 HUX OTAENbHO, a 3aTeM IpH-
BeIeM IpUMEp KpoccIaaThopMEeHHOIO MCMOAb30BaHM p-Oydepa.

Pa6ota c p-6ychepom
nop Microsoft Windows

Hnst coznanusa u pabothl ¢ p-6ydepamu nmoa Microsoft Windows HeoOxoauMa Moj-
Jepxka cpasy aByx paciuupeHuii: WGL _ARB pixel format 1 WGL_ARB_pbuffer.
IIpu 3apanuu p-Oydepa B KauecTBe UCTOYHMKA JAHHBIX U1 TEKCTYPbl HEOOXOAMMA
Takke nmoaaepxka paciuupenuss WGL ARB render texture.

ITpotiecc paboThl ¢ p-OychepoM MOXHO pasfaeNuTh Ha CAeAyrolne 1aru:
1. HemocpeacTBeHHOe co3maHue p-Oydepa.

2. Bribop p-Oydepa Kaxk TeKyliel 1eau Jisi peHIepuHTa.

3. YHuuroxeHue p-oydepa.

HenocpepacteeHHoe co3paHue p-6ydepa

Hdns cosmanus p-Oydepa B TepBYIO ouepenb CleAyeT TOJIYINTh JTOCTYITHBIN KOH-
TEKCT TeKYIIETO YCTPOHCcTBa KOMaHIOM

HDC hDc = wglGetCurrentDC ();

Hanee HEoOXOAUMO YCTAHOBUTH MOAXOASIIIUN (hopMaT MUKCETOB JUISI CO3AAHUST p-
Oydepa.
Hnst aToro cayxut BeoauMas pacuupeHneM WGL ARB pixel format ¢yHkius
wglChoosePixelFormat:
BOOL wglChoosePixelFormatARB ( HDC hDc, const int * intAttrs,

const float * floatAttrs,

UINT maxFormats, int * formats,

UINT * numFormats );
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B napamerpax intAttrs M floatAttrs TepeJalOTCs CIUCKU HEJIOYMCIEHHBIX U
BelllecTBeHHbIX aTpuOyToB (Tabmn. 11.1). Kaxkaplit Takoit arpuOyT 3amaetcsl mapoit
3HaueHu# (attr, value), TA€ CHaYaja uaeT WaeHTU(UKaTop aTpudyTta, a 3ateM —
ero 3HaueHue. HyneBoil uneHtudukarop arpudyra obo3HayaeT KOHell cIrcKa.

[NapameTp maxFormats COOOLIAET, KAKOE KOJMUYECTBO ILIEJOUYMCAEHHBIX MACHTH-
dukaropoB hopmara MOXKHO 3aIMUCATh B MACCUB formats.

IMocnaemnnit mapaMmerp, numFormats, SBISETCS yKasaTeJlleM Ha IIEIOYMCIICHHYIO
TTepeMeHHYI0, B KOTOPOit OyleT BO3BpallleHO KOJMISCTBO MOAXOAAIINX (HOpMaToB,
5TO 3HAYEHNE MOXET OBITh MEHBIIE, YeM maxFormats.

Ta6nuya 11.1. OcHoBHbie TuMbl aTPNOYTOB A/11 DYHKUMN wglChoosePixelFormatARB

ATpubyT KomMmmeHTapuit

WGL_COLOR_BITS_ARB MuHumaneHoe obLyee uncno 6utos nog UBeT

WGL_STENCIL_BITS_ARB MuHumaneHoe Yncno 6uTtoB nog 3HaveHue B bydepe
TpadapeTta

WGL_AUX_BUFFERS_ARB MuHUManeHoe Ynicno gonosHuTenbHbIX 6ydepor

WGL_SUPPORT_OPENGL_ARB HorxeH nu dpopmat nopgaepxumBaTb BHIBOS CPeacTBa-
mMu OpenGL

WGL DRAW TO PBUFFER ARB HeHyneBoe 3HaueHUe roBOpUT O TOM, YTO BbIBOA BypeT
HanpaBnsTbcs B p-bydep

WGL_ACCUM BITS ARB ObLee uncno butoB nog 3HauveHue B 6ydpepe Hakor-
NeHunn

WGL_DOUBLE_BUFFER_ARB Henynesoe 3HaueHne roBoput o He06Xx0OUMOCTM CO3-
JaHus BToporo bydbepa

WGL_ALPHA_BITS_ARB MuHumanebHoe uncno 6MToB nop 3HaveHue B anbda-
KaHane

WGL DEPTH BITS ARB To xe B 6ydepe rnybuHsbl

WGL_PIXEL_TYPE_ARB Tun 3HaueHuiA NMMKCeNoB; NPUHUMAaeT O4HO U3 ABYX

3Ha4YeHUil: WGL TYPE RGBA ARB WM
WGL TYPE COLORINDEX ARB

WGL_RED_BITS_ARB MuHuManeHoe Yncno 6uToB Nog 3HauYeHUe B KpaCHOM
KaHasne

WGL_GREEN_BITS_ARB To xe B 3eneHom KaHane

WGL_BLUE_BITS_ARB To xe B cuHeM kaHane

HannAag (yHKIMS Bo3BpallaeT HyJIeBoe 3HAYeHWE B cilyyac OIMMOKM M HeHyIe-
BO€, €CJTM BBI3OB TIPOIIIE] yCMellHo. B ciayJae ecnm morydeH XoTs OBl OOWH WACH-
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TUdUKaTop dopMara, To OH TIPUTOJEH B AaJbHEHIIEM JUIsl co3aaHusl p-Oydepa.
M5t aToTO CYKUT (PYHKIIUS

HPBUFFER wglCreatePbufferARB ( HDC hDc, int format, int width,

int height, const int * attrs );
Haznauenue mapaMmeTpoB cieaytoliee:
O hDc — KOHTEKCT YCTPOMCTBA, IOJyYeHHbI Ha 1uare 1;.
O format — uaeHTUgUKaTop opmMara mMKcea0B ISl cozaaBaeMoro p-oydepa;
O width 4 height 3a7al0T XKeJlaeMblii pasmep p-Oydepa B MUKCEaAX;

O B attrs TIEPEAAOTCS OOMOMHUTCIBHBIC LEJIOYNCICHHDBIC MapaMEeTpbl, aHaJIO-
FHqHO(bYHKHHH’wglChoosePixelFormatARB.

JaHHas pyHKIIMs BO3BpallaeT 3HAY€HME handle CO3AAHHOrO p-Oydepa Wi NULL
B c1yvyae ommOKu.

Pa3zmep coznaHHoro p-Oydepa MOXeT OTAMYATLCS OT 3aIpalinBacMoro, Mo3TOMY
rmociie co3manus Oydepa ciemyeT y3HATh €r0 MCTUHHBIE pasMepbl IPU ITOMOIIN
GYHKINU wglQueryPbufferARB:

int width;

int height;

wglQueryPbufferARB ( hBuffer, WGL PBUFFER WIDTH ARB, &width );
wglQueryPbufferARB ( hBuffer, WGL PBUFFER HEIGHT ARB, &height );

ITocne HemocpencTBEHHOTO co3/laHus p-0ydepa HeoOXOIUMO MOJYUYUTh KOHTEKCT
YCTPOICTBA IS HETO MPHU TTOMOIIN (PYHKITUHN

HDC wglGetPbufferDCARB ( HPBUFFER hBuffer );

3aKkToYUTENbHBIN 1IaT — co3/aHue ISl p-Oydepa KOHTEKCTa peHAepuHTra. OTo
MOZHO CI€EJIaTb IIPpU ITOMOIIN CI)YHKHI/H/I wglCreateContext.

HGLRC wglCreateContext ( HDC hBufDc );

Bbi6op p-6ycepa

Kak TeKyLwiei uenu ana peHaepuHra

st Toro 4ToObl HAPABUTDL BHIBOJ, B 3aAaHHbIl p-Oydep, CayKUT KoMaH1a
BOOL wglMakeCurrent ( HDC hBufDc, HGLRC hBufRc );

[lapameTpbl hBufDc M hBufRc — 3TO KOHTEKCT YCTPOMCTBA M peHASpUHIA IS
JaHHoro p-oydepa.

s Toro 4TOOBI CHOBAa HAIPaBUTL BBEIBOI B OKHO, CJICAYET BHI3BaTh (HYHKIIATO
wglMakeCurrent C TIapaMeTpaMH, COOTBETCTBYIOIIMMHN OKHY, B KOTOpOe Hamo
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nepeHanpaBuTh BeBox. B oumOmmoreke GLUT mia stoit ecth  yHKINA
glutSetWindow, IPUHUMAIOIIAS HA BXOJ LIEJIOYNCIEHHBIN NACHTU(PUKATOP OKHA.

YHuuTOXEHne p-6ydepa

Hns yHuutoxenust p-Oydepa (1 OCBOOOXIEHUSI PEeCypcoB, CBSI3aHHBIX C HUM)
HEeoOXO0MMO BBITIOJHUTD CAEAYIOIAe TPU 11ara:

1. YHUYTOXUTH €ro KOHTEKCT PeHAEPUHIA.
2. OcBOOOINUTH €r0 KOHTEKCT YCTPOMCTRA.
3. YHuuroxuth cam Oydep.

Bce ot nmeifcTBUS BBITIOTHSET CISAYIOIMINIA (pparMeHT Koaa:

wglDeleteContext ( hG1lRc )
wglReleasePbufferDCARB ( hBuffer, hDc );
wglDestroyPbufferARB ( hBuffer )i

O6paboTka nepeknioveHna Bugeopexmma

B cnyyae mepexiioueHMs] BUAEOPEXUMA MOXET IPOM3OMTH HAPYIIEHUE LEJIOCTHO-
cTu p-Oydepa, YTo AenaeT ero HeMPUIoOAHbIM IS JAIbHENIIEro UCIONb30BaHMS.

OnpenenTh, SBISETCS U TaHHBIN p-Oydep To-TIpeskHEMY AOCTYITHBIM TUIH HET,
MOXHO C TIOMONIBIO clienyrolnero ¢pparMeHTa Koja:

int flag;
wglQueryPbufferARB ( hBuffer, WGL PBUFFER LOST ARB, &flag );

Ecnu moce ero BBIMONHEHUS] 3HAYEHHWE TIEPEMEHHON flag OKaXeTCS OTIMYHBIM
OT HyJS, 3HAYUT, p-Oydep ObUT MOBpPEXAEH U He SBISETCS 0OJblle JAOCTYITHBIM.
B sTroM ciy4ae ero ciemyeT YHUYTOXWUTH M CO3AaTh 3aHOBO PACCMOTPEHHBIM pa-
Hee cTIrocoOoM.

KonupoBaHue gaHHbIX
n3 p-6ychbepa B TeKCTYypy

ITocne Toro kak p-Oycdep ObUT yCTENIHO CO3aH U B Hero ObUT MPOU3BEAEH BbI-
BOJ, MOXHO (PYHKIMEN glCopyTexSubImage2D CKOIUPOBATh €r0 COAEPKUMOE
(MM TOJBKO YacThb) B TEKCTYpPY.

OpaHako obpaTuTe BHUMaHue, 4yTo B IiaTdopme Windows pasiuyuHble KOHTEKCThI
peHIepUHIa UMEIOT CBOM Habopbl aTpUOYTOB, B TOM 4YMCJIe U CBOM HAOOpPbI AHUC-
IIEHBIX CIIMCKOB, TEKCTYp U T. I. I103TOMY, €clu Bbl XOTUTE OCYILECTBUTb PEH-
JepUHI TEKCTYpbI B p-Oydep, To ee cieayeT SIBHO 3arpy3UThb B 5TOM KOHTEKCTE.



280 naga 11

Bripouem, BMecTo 3TOro MOXKHO BOCIONb30BaThesl (DYHKIMEH wglSharelists,
TMO3BOJIAIONIEN TIEPEHECTU NUCIIJIEMHBIE CIUCKUA U TEKCTYPBl U3 OIHOIO KOHTEK-
CTa PEHJECPUHTA B JIPYIOI:

BOOL wglSharelLists( HGLRC hGlRcFrom, HGLRC hGIlRcTo );

3mech mapaMeTphl hGlRcFrom M hGlRcTo 3amal0T WUCXOAHBIN KOHTEKCT (M3 KOTO-
poro Hamo TIePeHEeCTH OUCIHICHHBIE CITUCKM W TEKCTYPHI) U TOT, B KOTOPHIA HAmo
OCYIIIECTBHUTH TIEPEHOC.

CeasbiBaHNe p-6yhepa ¢ TekcTypoin

B cnyyae mommepxxu pacmupeHusi WGL ARB render texture MoxHO Hero-
CpeACTBEHHO BBIOpaTh p-0yep KaK UCTOUHUK AAHHBIX JUISI TEKCTYPBI, HEe Mpuode-
rasi K KOIMPOBAaHUIO TTHKCENOB.

B arom ciyuae cam p-Oydep npubssbiBaercs (bind) K cOOTBETCTBYIOLLEH TEKCTYpe
U BO BpeMsl BTOI IPUBSA3KU TEKCTypa XPaHUT COAEPXKUMOE LBETOBOro Oydepa
JaHHoro p-0ydepa, a cam oH HegocTyleH sl peHaepuHra. Korna B p-0ydep He-
00X0JMMO IPOM3BECTU BbIBOJ, TO OH CHAuyaja JOJLKEH ObITh "OCBODOXIEH" OT
JAHHOM TE€KCTYPHI.

MoXHO Takke CcBsI3aTh p-Oydep ¢ KyOmduecKoil KapToif, Torma TIpuU peHAepUHTe
eMy coo0ImaeTcs, B Kakylo rpaHb Ky0a MIeT BBEIBOLL.

MoXHO TakxKe MPUMEHUTh MUpaMUIaibHOe (UILTPOBAHUE, OMHAKO IS 3TOrO
Haxo JKMbO SBHO 3a/laBaTh BCE MPOMEXYTOUYHbIE YPOBHHU, JIMOO BOCIIOJb30BATHCSH
paccMoTpeHHbIM paHee paciuupeHuem GL _SGIS generate mipmap, koTopoe
00ecIieYMBaeT aBTOMaTUUYECKOE ITOCTPOEHUE BCEX ITPOMEXYTOUHbIX YPOBHEN JUist
3aJaHHOM TEKCTYPHI.

Ecimm p-Gydep npuBsS3aH K TEKCType M B TO BpeMs M3-3a TIEPEKITIOYSHUST BUIEO-
pexxuMa oH OyIeT MOBpEeXIeH, TO HECMOTPSI Ha 3TO COAECPKUMOE TEKCTYPHI T0-
TIpEXKHEMY OCTaeTcs TPUTONHBIM JIJIST MICTIONB30BAHUS 1 He paspyliaeTcs.

[Ipu ocBoboxaeHuu p-Oydepa OT TEKCTYphl COAEPKUMOE ero LBeToBoro Oydepa
MOXET CTaTh HEeOIpeaeaeHHbIM.

Hns npuBS3ku p-Oydepa K TeKCType HeoOXOAUMO 3aiaHue AOTOJHUTENbHBIX aT-
puOyTOB B PYHKIMSIX wglChoosePixelFormatARB U wglCreatePbufferARB.

Anga  GyHKUMM wglChoosePixelFormatARB OTUMM  aTpuOyTaMu  SBJISIOTCS
WGI, BIND TO TEXTURE RGB ARB WJIM WGL BIND TO TEXTURE RGBA ARB. Henyie-
BOE MX 3HAYEHME CBUJAETEJbCTBYET O TOM, YTO JAHHbINA p-Oydep AOJKeH Hoiaiep-
xkuBath npuBsa3ky B RGB- (uiu RGBA-) tekctype.

g GYyHKUNU wglCreatePbufferARB BBOMITCS CIEAYIOLINE NOMOTHUTENBHBIE
aTpuOyTBI: WGL TEXTURE TARGET ARB, NPUHUMAIOLIMN OOHO U3 TPeX 3HAYEHUIA
(WGL_TEXTURE_1D ARB, WGL_TEXTURE 2D ARB WJM WGL_TEXTURE CUBE_MAP ARB),
U WGL_MIPMAP TEXTURE ARB, HEHYJIEBOE 3HAUEHUE KOTOPOTO OOECHEUUBAET BbI-
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OCJIICHUE MaMsTHU MO BCE MMPOMEXKYTOUYHBIC YPOBHU NMUPAMUIATIBHOTO Cl)I/U'[I)TpO—
BaHU.

st Toro utoObI MpUBA3aTh p-Oydep K TeKyllell TeKCType, CILYXKUT (PYHKIIUS
BOOL wglBindTexImageARB ( HPBUFFER hBuffer, int buf );

[MapameTp buf 3agaeT, KaKOil MMeHHO U3 OydepoB JaHHOro p-oydepa cnemyer
CBd3arb C Tekyllel TekcTypoid. OH NPUHUMAET OJHO U3 CENYIOIIMX 3HAYEHMI:
WGL FRONT LEFT ARB, WGL FRON RIGHT ARB, WGL BACK LEFT ARB,
WGL BACK RIGHT ARB, WGL AUX0 ARB, WGL AUX1 ARB, ...

IMocie BBITTOTHEHNS 3TOW KOMAaHABI JAaHHBIN p-Oydep MpUBSI3BIBacTCS K TEKyIIeH
TEKCType M B HETO HENb3s IIPON3BOINTEL PEHACPUHT.

st Toro 4toObl "0TBSA3aTh" p-Oydep OT TEKCTYphl, CIYKUT (PYHKIIUS
BOOL wglReleaseTexImageARB ( HPBUFFER hBuffer, int buf );

I[Ipu npussizbiBaHuK p-Oydepa K KyOuuecKoil Kapre HeoOXoauMo ¢GyHKLUEer
wglSetPbufferAttribARB YCTAHABIMBATb, B KAKyl0 MMEHHO IpaHb Kyba uIer
BbiBoA. B kauectBe arpubyra BbICTyNaeT WGL CUBE MAP FACE ARB, KOTODBIi
MPUHUMAET OJHO U3 3HAYEHMUIA:

0 WGL_TEXTURE CUBE MAP POSITIVE X ARB;
O WGL TEXTURE CUBE MAP NEGATIVE X ARB;
0 WGL_TEXTURE CUBE MAP POSITIVE Y ARB;
0 WGL TEXTURE CUBE MAP NEGATIVE Y ARB;
O WGL_TEXTURE CUBE MAP POSITIVE Z ARB;
0 WGL TEXTURE CUBE MAP NEGATIVE Z ARB.

O6paTtnTe BHUMaHHUE, YTO Tiepea BHIOOPOM OUepemnHOM TpaHW KyOWdecKOl KapThl
cJemyeT BEITIOJTHUTh KOMAaHIY glFlush ().

Peanusauusa p-6ydepa
ana nnatcgpopmbl Windows

Hns ynobeTrBa paboTsl p-Oydep MOXHO 3aBepHYTh B Kjlacc, WHKAICYAUPYIOIIUI
Bce oMepaluu ¢ HUM, BKJIIOYasl €ro co3laHue U YHUUTOXEHHe.

Jluctunr 11.1 coaepXuT onucaHue TaKoro Kjacca.

Jlncturr 11.1. OnucaHne Knacca PBuffer Ana nnardopmbl Windows

//
// Simple p-buffer encapsulation for win32

/7
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#ifndef __P BUFFER _
#define __P BUFFER
#include <windows.h>
#include <GL/gl.h>
#include "../glext.h"
#include ", . /wglext.h"
class PBuffer
{
protected:
HDC hdc;
HGLRC hG1Rc;
HPBUFFERARB hBuffer;
int width;
int height;
int mode;
unsigned texture;
bool shareObjects;
HDC saveHdc; // save values from
// from makeCurrent
HGLRC saveHglrc;
public:

PBuffer ( int theWidth, int theHeight, int theMode = modeAlpha |
modeDepth | modeStencil, bool theShareCbjects = true );

~PBuffer ();

int getWidth () const

{

return width;

int getHeight () const

return height;

}
bool getShareObjects () const

{

return shareObjects;

}
int getMode () const

{

return mode;



P-6ycpep n peHgepuHr B Tekctypy. ConyTcTByOLLME PACLLINPEHUS

283

}

unsigned getTexture () const

{

return texture;

}

void

bool

bool

bool

bool

bool

bool

bool

// is done
bool
void

bool

enum

modeAlpha =
modeDepth =

1
2
modeStencil =4,
modeAccum =8
1

modeDouble =

clear ();
create ();
// set attribute (like
// WGL_TEXTURE CUBE MAP* ARB)

setAttr ( int attr, int value );

makeCurrent () ; // direct rendering to
// this pbuffer
restoreCurrent (); // direct rendering to

// previous target
isLost () const; // whether p-buffer is lost
// due to mode switch
// bind pbuffer to previously
// bound texture
bindToTexture ( int buf = WGL_FRONT LEFT ARB );
// unbind from texture
// (release)
unbindFromTexture ( int buf = WGL FRONT LEFT ARB );
// set specific cubemap side,
// call glFlush after side

setCubemapSide ( int side );

printLastError ();

checkExtensions (); // check support of required

// extensions

Mode

modeTexturelD = 32,

modeTexture2D = 64,
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bi

modeTextureCubeMap = 128,
modeTextureMipmap = 256
i

#endif

KoncTpykTop sToro kiaacca npuHUMAeT pasMepsl Oydepa, OUTOBYIO MacKy aTpu-
OYyTOB 1 IpPU3HAK TOrO, CAEAYET U KOIUPOBATh OOBEKTHI M3 TEKYIIEr0 KOHTEKCTa
B KOHTEKCT p-Oydepa.

Macxka aTpubyToB CTpPOUTCS U3 3HAYEHUU, TPUBEAEHHBIX B Taba. 11.2.

Tabnuya 11.2. ©nary gns kiacca PBuffer

KoHcTaHTa KomMmmeHTapuit

modeAlpha Heobxoaum anbcha-kaHan

modeDepth Heobxoaum 6ycbep rnybuHsbl

modeStencil Heobxoaum bydbep Tpadapeta

modeAccum Heobxoaum 6ycbep HakonneHus

modeDouble Heobxogum pgoiiHoll 6ycbep

modeTexturelD Bynet npuBs3bIBaThCA K OAHOMEPHOI TEKCTYpe
modeTexturezD To xe kK AByMepHOIA TeKcType
modeTextureCubeMap To xe Kk kybuueckoli kapTe
modeTextureMipmap Wcnonb3orath nupamugansHoe dounbTpoBaHue

Hasnauenue METOIOB CICAYIOMICE.

o

a

create M clear CO3JAIOT U YHUUTOXaIOT p-Oydep. Ilpu sTom mig ero coszma-
HMS UCIOJIb3YIOTCH MapaMeTpbl, IepeaaHHble B KOHCTPYKTOP.

makeCurrent JeJaeT JaHHBIUM p-Oydep Tekyiei 1enpio BbiBoma. Ilpu stom
3aMOMUHAETCs, Kakasi 1ejib Obula TeKylllei Ha MOMEHT 3TOTO BBI30Ba, U METOJ
restoreCurrent BOCCTAHAaBJIUBAET 1IeJib BBIBOJA, KOTOpasi Obljla HA MOMEHT
BbI30BA makeCurrent.

isLost BO3BpallaeT 3HAY€HUE true, eciu Oydep ObLl paspyuieH. B atom ciy-
yae /151 ero BOCCTAHOBAEHUS HYKHO BbI3BaTh CHAYaJla clear, 4 3aT€M create.

bindToTexture u unbindFromTexture CIYXaT JUISI TIPUBS3BIBAHUS U OCBO-
6oXIeHNsT MTaHHOTO p-6ydepa OT TeKyIllei TeKCTYpHI.

setCubemapSide 3a4deT, B KaKyl0 MMEHHO I[paHb KyOMYECKOH KapTbl MAET
peHaepuHr. OH aBTOMATUYECKHU BBI3BIBAET glFlush.
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O printlLastError TIeYaTaeT Ha stderr PacIIMdpoOBKY TOCTEAHEN BO3HUKIIEH
OIIMOKM, YTO MOXeT OBITh TIOJIE3HO TIPU OTJIaAKe TPIITOKEHUS.

O checkExtensions IpOBepseT IMOAAEPKKY HEOOXOMMMBIX Uid pPabOThl ¢ p-
OydepoM pacluUpeHUI.

Ilpu peanusalnuu MAaHHOTO KJacca yAOoOHO cO3[aTh MapaMeTPU3OBAHHBIN KJacc
AttrList JUISI WHKAMCYJSIIIMU PAOOTHI C aTpUOyTaMM PA3UYHBIX TUIIOB (JIUC-
TUHT 11.2).

{ NMncTuhr 11.2. Knacec AttrList

//

// AttrList class definition
//

#ifndef ~  ATTR LIST
#define ~  ATTR LIST

#define MAX ATTRIBS 20
#define MAX PFORMATS 20
template <typename T>
class AttrList
{
T attrs [2*MAX ATTRIBS];
int numAttrs;

public:
AttrList ()
{
numAttrs = 0;
clear ();
}
void clear ()
{
for ( int 1 = 0; 1 < 2*MAX ATTRIBS; i++ )
attrs [i] = 0;
}
void add ( int attr, T value )
{
attrs [2*numAttrs 1 = attr;

attrs [2*numAttrs + 1] = value;
numAttrs++;



286 naga 11

int getNumAttrs () const
{
return numAttrs;

}
const T * getAttrs () const

{

return attrs;

bi
#endif

B nuctunre 11.3 npuBoauTcs IojaHas peaaMsalus kiacca PBuffer misl Microsoft
Windows.

! NucTunhr 11.3. Peanu3sauus knacca PBuffer

!/
// Simple p-buffer encapsulation for win32
!/
#include <stdio.h>
#include "libExt.h"
#include "PBuffer.h"
#include ", . \AttrList.h"
PBuffer :: PBuffer ( int theWidth, int theHeight, int theMode,
bool theShareObjects )
{
width = theWidth;
height = theHeight;
mode = theMode;
shareObjects = theShareObjects;
hRuffer = NULL;
hdc = NULL;
hG1Rc = NULL;
texture = 0;
saveHdc = NULL;
saveHglrc = NULL;

}
PBuffer :: ~PBuffer ()
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clear ()
}
void PBuffer :: clear ()
{
if ( hBuffer != NULL )
{

wglDeleteContext ( hGlRc );
wglReleasePbufferDCAREB ( hBuffer, hdc );
wglDestroyPbufferARB ( hBuffer );

}
glDeleteTextures ( 1, &texture );
}
bool PBuffer :: create ()
{
if ( !'checkExtensions () )
return false;
HDC hCurDc = wglGetCurrentDC 0
HGLRC hCurRc = wglGetCurrentContext ();

int format;

// check for extension support

// & initialization

if ( wglChoosePixelFormatARB == NULL | |

wglCreatePbufferARB == NULL ||
wglGetPbufferDCARB == NULL ||
wglQueryPbufferARB == NULL ||
wglReleasePbufferDCARE == NULL ||
wglDestroyPbufferARB == NULL )

return false;
if ( (mode & modeTexturelD) ||
(mode & modeTextureCubeMap) )
if ( wglBindTexImageARB == NULL ||
wglReleaseTexImageARB == NULL ||
wglSetPbufferAttribARB == NULL )
return false;
// query for pixel format
AttrList <int> intAttrs;

AttrList <float> floatAttrs;

(mode & modeTexturelD)
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intAttrs.add
intAttrs.add

WGL_SUPPORT OPENGL ARB, GL TRUE );
WGL_DRAW TO PBUFFER ARB, GL TRUE );

(

(
intAttrs.add ( WGL PIXEL TYPE ARB, WGL,_TYPE_RGBA ARB );
intAttrs.add ( WGL RED BITS ARB, 8 );
intAttrs.add ( WGL GREEN BITS ARB, 8 );
intAttrs.add ( WGL_BLUE BITS ARB, 8 );
intAttrs.add ( WGL DOUBLE BUFFER ARB, (mode & modeDouble ?

GL_TRUE : GL FALSE ) );

if ( mode & modeAlpha )
intAttrs.add ( WGL ALPHA BITS ARB, 8 );

if ( mode & modeDepth )
intAttrs.add ( WGL DEPTH BITS ARB, 24 );
if ( mode & modeStencil )
intAttrs.add ( WGL STENCIL BITS ARB, 8 );
if ( mode & modeAccum )
intAttrs.add ( WGL ACCUM BITS ARB, 32 );
if ( (mode & modeTexturelD) || (mode & modeTexture2D) ||
(mode & modeTextureCubeMap) )
if ( mode & modeAlpha )
intAttrs.add ( WGL BIND TO TEXTURE RGBA ARB,
GL_TRUE ) ;
else
intAttrs.add ( WGL BIND TO TEXTURE_RGB ARB,
GL_TRUE ) ;
int pixelFormats [MAX PFORMATS];
unsigned numFormats = 0;
if ( !'wglChoosePixelFormatARB ( hCurDc, intAttrs.getAttrs (),
floatAttrs.getAttrs (),
MAX PFORMATS, pixelFormats,

snumFormats ) )
return false;
if ( numFormats < 1 )
return false;
format = pixelFormats [0];
AttrList <int> props;
if ( (mode & modeTexturelD) || (mode & modeTexture2D) )

if ( mode & modeAlpha )
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props.add ( WGL TEXTURE FORMAT ARB,
WGL_TEXTURE RGBA ARB ) ;
else
props.add ( WGL TEXTURE FORMAT ARB,
WGL_TEXTURE RGB ARB ) ;
if ( mode & modeTexturelD )
props.add ( WGL TEXTURE TARGET ARB, WGL TEXTURE 1D ARB );
else
if ( mode & modeTexture2D )
props.add ( WGL TEXTURE TARGET ARB, WGL TEXTURE 2D ARB );
else
if ( mode & modeTextureCubeMap )
props.add ( WGL TEXTURE TARGET ARB,
WGL_TEXTURE CUBE MAP ARB );
if ( mode & modeTextureMipmap )
props.add ( WGL MIPMAP TEXTURE ARB, GL TRUE );
hRuffer = wglCreatePbufferARB ( hCurDc, format, width, height,
props.getAttrs () );
if ( hBuffer == NULL )
return false;
hdc = wglGetPbufferDCARB ( hBuffer );
if ( hdc == NULL )
return false;
hGlRc = wglCreateContext ( hdc );
if ( shareObjects )
wglSharelists ( hCurRc, hGlRc );
// get real size
wglQueryPbufferARB ( hBuffer, WGL PBUFFER WIDTH ARB, &width );
wglQueryPbufferARB ( hBuffer, WGL PBUFFER HEIGHT ARB, &height );
// now create associated
// texture
if ( (mode & modeTexture2D) == 0 )
return true;
glGenTextures ( 1, &texture );
glBindTexture ( GL TEXTURE 2D, texture );
glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP S,
GL _CLAMP TO EDGE);
glTexParameteri ( GL TEXTURE 2D, GL TEXTURE WRAP T,
GL _CLAMP TO EDGE);
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glPixelStorei ( GL_UNPACK ALIGNMENT, 1 );
glTexParameteri ( GL TEXTURE 2D, GL_TEXTURE MAG FILTER,
GL LINEZR );
glTexParameteri ( GL TEXTURE 2D, GL_TEXTURE MIN FILTER,
GL LINEAR );
if ( mode & modeTextureMipmap )
{
glTexParameteri ( GL TEXTURE 2D, GL_TEXTURE MIN FILTER,
GL LINEAR MIPMAP LINEAR );
glTexParameteri ( GL TEXTURE 2D, GL GENERATE MIPMAP SGIS,
GL_TRUE ) ;
}
glTexImage2D ( GL TEXTURE 2D, 0, GL RGBA8, width, height, O,
GL_RGBA, GL UNSIGNED BYTE, 0 );
return true;
}
bool PBuffer :: makeCurrent ()
{
saveHdc = wglGetCurrentDC 0 // save previous target

saveHglrc = wglGetCurrentContext ();

return wglMakeCurrent ( hdc, hGIlRc ) != 0;
}
bool PBuffer :: restoreCurrent ()
{

if ( saveHdc == NULL || saveHglrc == NULL )

return false;
bool result = wglMakeCurrent ( saveHdc, saveHglrc );
saveHdc = NULL;
saveHglrc = NULL;
return result;
}
bool PBuffer :: isLost () const
{
int lost = 0;
wglQueryPbufferARB ( hBuffer, WGL PBUFFER LOST ARB, &lost );
return lost != 0;
}
bool PBuffer :: bindToTexture ( int buf )
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glBindTexture ( GL TEXTURE 2D, texture );

return wglBindTexImageARB ( hBuffer, buf ) != GL FALSE;
}
bool PBuffer :: unbindFromTexture ( int buf )
{

glBindTexture ( GL TEXTURE 2D, texture );

bool res = wglReleaseTexImageARB ( hBuffer, buf ) != GL FALSE;

glBindTexture ( GL TEXTURE 2D, O );

return res;
}
bool PBuffer :: setAttr ( int attr, int value )
{

AttrList <int> attrs;

attrs.add ( attr, value );

return wglSetPbufferAttribARB ( hBuffer, attrs.getAttrs () ) !=

GL FALSE;

}
bool PBuffer :: setCubemapSide ( int side )
{

if ( (mode & modeTextureCubeMap) == )

return false;

glFlush ();

return setAttr ( WGL_CUBE MAP FACE ARB, side );
}
void PBuffer :: printlastError()
{

DWORD err = GetlLastError();

switch ( err )

{

case FRROR INVALID PIXEL FORMAT:

fprintf ( stderr, "Error: ERROR_INVALID_PIXEL_FORMAT\n" )

break;

case ERROR NO SYSTEM RESOURCES:

fprintf ( stderr, "Error: ERROR_NO_SYSTEM_RESOURCES\n ")

break;
case ERROR_INVALID_DATA:
fprintf ( stderr, "Error: ERROR_INVALID_DATA\D" )

break;
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case FERROR INVALID WINDOW HANDLE:
fprintf ( stderr, "Error: ERROR_INVALID_WINDOW_HANDLE\n" )
break;
case FRROR RESOURCE_TYPE NOT FOUND:
fprintf ( stderr, "Error: ERROR RESCURCE TYPE NOT FOUND\n"
)i
break;
case ERROR SUCCESS:
// no error
break;
default:

LPVOID msgBuf;
FormatMessage ( FORMAT MESSAGE ALLOCATE BUFFER |
FORMAT MESSAGE FROM SYSTEM |

FORMAT MESSAGE, TGNORE INSERTS,
NULL,
MAKELANGID ( LANG NEUTRAL, SUBLANG DEFAULT ),

(LPTSTR) &msgBuf, 0, NULL );

sd:

err,

fprintf ( stderr, "Error %s\n", err, msgBuf );
LocalFree( msgBuf );
break;

}
SetLastError ( 0 );

}

bool PBuffer checkExtensions ()
{
return isExtensionSupported ( "WGL ARB pbuffer" ) &&
isExtensionSupported ( "WGL ARB pixel format" ) &&
isExtensionSupported ( "WGL ARB render texture" ) &&
( )

isExtensionSupported

"GL SGIS generate mipmap"

Pa6ota ¢ p-6ydepom nopg Linux
Hns padotsl ¢ p-Oydepom moa miaaTdhopmoit Linux HeodOXoauMa Moaaepxka clie-
nyromnx pacmmpennii: GLX _SGIX pbuffer w1 GLX _SGIX fbconfig.

Kak u mpns Windows, cHavaaa Hy:KHO ITOJYYUTh TEKYIEe COCTOSHUE (KOHTEKCT),
TOJIbKO B 9TOM CJIyyae OH HECKOJIbKO CJIOXHEe M COCTOMT M3 ABYX YacTei: ykaza-
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TeJI Ha OOBEKT Display W LEJIOYUCITIEHHOTIO I/II[CHTI/I(I)I/IKaTOpa J9KpaHa 1 caMoro
koHTekcTa OpenGL:
Display * display = glXGetCurrentDisplay ();
GLXContext context = glXGetCurrentContext ();
int screen = DefaultScreen ( display );
Hamee ciemyer mpu moMoInn (GYHKIUH glXChooseFBConfig MHOJYYUTH CIIHCOK
¢opmaToB, COOTBETCTBYIOLINX TPeOOBAHUIO:
GLXFBConfig * glxChooseFBConfig ( Display * display, int screen,
const int * attrlList,
int * numConfigs );
IMapaMmerpsl display U screen 3amamoT, UIST 9eTO OyIeT BBIOMPATHCS TIOIXOIS-

muit  cdopmar. TlapameTp attrList SBIsSETCS yKasareJleM Ha MaccuB Tap
(ampubym, 3nayenue), 3aBepllieHHbIN Kak U 1151 Windows HyJleBbIM 3HAYEHHUEM.

B nmocnenHeM mapamerpe BO3BpallaeTcs KOJIMYECTBO HaMAEHHbIX (HopMaToB.
B ta6xa. 11.3 npuBeaeHbl OCHOBHbIE aTpUOYTHI 3TOM (PYHKLIMMU.

Tabnuya 11.3. OcHOBHble atpubyTsl 4514 PYyHKUNN glXChooseFBConfig

ATpubyT KommeHTapunin

GLX DRAWABLE TYPE SGIX Onpegenser, kypa 6yget nponseoguTbes Boiogd,. Vc-
nosibayeTcs 3HaYeHWe GLX PBUFFER BIT SGIX

GLX_RENDER TYPE_ SGIX 3apaet TMN NOBEPXHOCTU AJ1 BbiBOZA.
WcnonbayeTcs sHaveHne GLX RGBA BIT SGIX

GLX_DOUBLE_BUFFER HeHynesoe sHaueHune obo3HauyaeT UCMONb3OBaHMe
JBoliHolA 6ydbepuzaum

GLX_RED SIZE MuHumanbHoe uncno 61UToB nog 3HaveHue B KpacHOM
kaHase

GLX_GREEN_SIZE To xe B 3eneHoM KaHane

GLX BLUE SIZE To xe B cuHeM KaHasne

GLX ALPHA SIZE To xe B anbcpa-kaHane

GLX DEPTH SIZE To xe B 6ycdbepe rnybuHbl

GLX STENCIL SIZE To xe B bydhepe Tpadhapeta

GLX ACCUM _RED SIZE To xe B kpacHoM kaHane 6ydepa HakonneHus

GLX_ ACCUM_GREEN_SIZE To xe B 3eneHomM kaHase bycdepa HakonneHus

GLX_ ACCUM BLUE_SIZE To xe B cuHeM KaHase bychepa HakonneHus

GLX_ ACCUM_ALPHA SIZE To xe B anbdpa-kaHane bydpepa HakoneHus
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IMocne momydyeHust momxomsiuero gopmara dpelimOydepa MOXHO HEMOCPENCT-
BEHHO CO37aTh caM p-Oydep mpu MoMOIIM KOMaH/Ibl
GLXPouffer glXCreateGLXPbufferSGIX ( Display * display,

GLXFBConfig config,

unsigned int width,

unsigned int height,

int * attrList );

IMapameTp display 3amaer oOBEKT, IS KoToporo OyneT co3aaH p-0Oydep,
config — €ro MUCKeNbHBIN (hopMaT, width W height — €ro XkeJlaeMblil pasMep,
attrList MO3BOJSIET TIEPENATh JOMOJTHUTEIbHBIE TTapaMeTPhl.

B orinuune or Windows co3gaHHbIl TakuM o0OpazoMm p-Oydep mo yMOIYaHUIO HE
paspylIaeTcs npy NepeKIoueHnr pexuMa SKpaHa.

IMonyuuts peasbHble pazMepsl p-0ydepa MOXHO ¢ MOMOIIBIO CIAEMYIOIIEro (par-
MEHTa KOfa:
glXQueryGLXPbufferSGIX ( display, hBuffer, GLX WIDTH SGIX,
(unsigned *)&width );
glXQueryGLXPbufferSGIX ( display, hBuffer, GLX HEIGHT SGIX,
(unsigned *)&height );

K coxanenuto, moa Linux Her aHanora pacumpeHuss WGL render texture, mo-
3TOMY HEOOXOIMMO SIBHOE KOMUPOBaHUE M300paxeHust u3 p-Oydepa B TEKCTYpy
®yHKHH€ﬁ’glCopyTexSubImageZD

Kak u B ciyyae peanuszauuu nisg Windows, Mbl 3aBepHeM p-Oydep B Kiacc ¢ aHa-
JIOTMYHBIM OTKPBIThIM (public) nHTepdeiicoM, YTo MO3BOJISIET JIETKO padoTarth ¢ p-
oydepoM B KpoccmiarOpMEHHBIX NPUIOXeHUsIX. JIMcTUHT 11.4 coaepXUT Oomu-
caHue JaHHOro Kiacca.

Jlncturr 11.4. OnucaHne Knacca PBuffer AnAa nnardopmebl Linux

//

// Simple p-buffer encapsulation for Linux.
//

#ifndef P BUFFER

#define P BUFFER

#include "libExt.h"

#include <GL/glxext.h>
#include <stdio.h>
class PBuffer

{
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protected:

Display * display;

GLXContext hGLContext;

GLXPbuffer hBuffer;

GLXDrawable hPreviousDrawable;

GLXContext hPreviousContext;

int width;

int height;

int mode;

bool shareObjects;

unsigned texture;
public:

PBuffer ( int theWidth, int theHeight, int theMode = modeAlpha |

modeDepth | modeStencil, bool theShareCbijects = true );

~PBuffer ();

’

int getWidth () const

{

return width;

int getHeight () const

return height;

}

bool getShareObjects () const

{

return shareObjects;

int getMode () const

return mode;

}

unsigned

{

getTexture () const

return texture;

}

void clear ();

bool create ();

// set attribute (like
// WGL TEXTURE CUBE MAP* ARB)
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bool setAttr ( int attr, int value );
bool makeCurrent (); // direct rendering to this
// pbuffer
bool restoreCurrent (); // direct rendering to
// prev. target
bool isLost () const; // whether p-buffer is lost due
// to mode switch
// bind pbuffer to previously
// bound texture
bool bindToTexture 0) s
// unbind from texture
// (release)
bool unbindFromTexture () ;
void printlLastError () {}
bool checkExtensions ();
enum Mode
{
modeAlpha =1,
modeDepth = 2,
modeStencil =4,
modeAccum = 8,
modeDouble =16,
// modeTexturelD = 32,
modeTexture2D = 64,
// modeTextureCubeMap = 128,
modeTextureMipmap = 256
i
}i
#endif

B nuctunre 11.5 npuBoauTcs peaausalus JAHHOIO Kjiacca.

Jlncturr 11.5. Peanu3sauua knacca PBuffer Anga nnatgopmbl Linux

/7

// Simple p-buffer encapsulation for Linux.

/7
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#include <stdio.h>

#include "libExt.h"

#include "PBuffer.h"

#include "../AttrList.h"

PBuffer :: PBuffer ( int theWidth, int theHeight, int theMode,

bool theShareObjects )

width = theWidth;

height = theHeight;

mode = theMode;
display = 0;

shareObjects = theShareCbjects;
hBuffer = 0;

hGLContext = NULL;
hPreviousContext = NULL;

hPreviousDrawable = 0;
texture = 0;
}
PRuffer :: ~PBuffer ()
{
clear ();
}
void PRuffer :: clear ()
{
if ( hBuffer != 0 )
{
if ( glXGetCurrentContext () == hGLContext )
glXMakeCurrent ( display, hBuffer, 0 );
glXDestroyContext ( display, hGLContext );
glXDestroyPbuffer ( display, hBuffer );
hBuffer = 0;
}
glDeleteTextures ( 1, &texture );
}
bool PBuffer :: create ()
{
if ( !'checkExtensions () )

return false;
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display = glXGetCurrentDisplay ();

GLXContext context = glXGetCurrentContext ();
int screen = DefaultScreen ( display );

AttrList <int> intAttrs;

intAttrs.add ( GLX_RENDER TYPE SGIX,  GLX RGBA BIT SGIX );
intAttrs.add ( GLX DRAWABLE TYPE SGIX, GLX PBUFFER BIT SGIX );

(
intAttrs.add ( GLX RED SIZE, 8 );
intAttrs.add ( GLX GREEN SIZE, 8 );
intAttrs.add ( GLX BLUE SIZE, 8 );

if ( mode & modeAlpha )
intAttrs.add ( GLX ALPHA SIZE, 8 );
else
intAttrs.add ( GLX ALPHA SIZE, 0 );
if ( mode & modeStencil )
intAttrs.add ( GLX STENCIL SIZE, 8 );
else
intAttrs.add ( GLX STENCIL SIZE, 0 );
if ( mode & modeDepth )
intAttrs.add ( GLX DEPTH SIZE, 24 );
if ( mode & modeAccum )
{
intAttrs.add ( GLX ACCUM RED SIZE, 8
intAttrs.add ( GLX ACCUM GREEN SIZE, 8 );
intAttrs.add ( GLX ACCUM BLUE SIZE, 8
if ( mode & modeAlpha )
intAttrs.add ( GLX ACCUM ALPHA SIZE, 8 );
}
if ( mode & modeDouble )
intAttrs.add ( GLX DOUBLEBUFFER, GL TRUE ) :
else
intAttrs.add ( GLX DOUBLEBUFFER, GL FALSE ):
GLXFBConfig * fbConfigs;
int count;
fbConfigs = glXChooseFBConfig ( display, screen,
intAttrs.getAttrs (), &count );
if ( fbConfigs == NULL || count < 1 )
return false;
// pick first format for

// which we can create pbuffer
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for ( int 1 = 0;

{

i < count; i++ )

hBRuffer = glXCreateGLXPbufferSGIX ( display, fbConfigs [i],

if ( hBuffer
{

width, height, NULL );
=0 )

hGLContext = glXCreateContextWithConfigSGIX (

break;

}
if ( hBuffer ==

return false;
if ( hGLContext == NULL )

return false;

glXQueryGLXPbufferSGIX ( display, hBuffer, GLX WIDTH SGIX,

display, fbConfigs [i], GLX RGBA TYPE,
shareObjects ? context : NULL, GL TRUE );

(unsigned *)&width );

glXQueryGLXPbufferSGIX ( display, hBuffer, GLX HEIGHT SGIX,

(unsigned *)&height );

if ( (mode & modeTexture2D) == ) // no texture creation required

return true;
glGenTextures
glBindTexture
glTexParameteri

glTexParameteri

glPixelStorei

glTexParameteri

glTexParameteri

(
(

// create associated texture
1, &texture );
GL_TEXTURE 2D, texture );
GL_TEXTURE_2D, GL_TEXTURE WRAP_ S,
GL CLAMP TO EDGE );
GL_TEXTURE_2D, GL_TEXTURE WRAP T,
GL CLAMP TO EDGE );
GL_UNPACK ALIGNMENT, 1)
GL _TEXTURE_2D, GL_TEXTURE MAG FILTER,
GL_LINEAR );
GL_TEXTURE_2D, GL_TEXTURE_MIN FILTER,
GL_LINEAR );

if ( mode & modeTextureMipmap )

glTexParameteri ( GL TEXTURE 2D, GL_TEXTURE MIN FILTER,

GL LINEAR MIPMAP LINEAR ) ;
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glTexParameteri ( GL TEXTURE 2D, GL GENERATE MIPMAP SGIS,
GL_TRUE );
}
glTexImage2D ( GL TEXTURE 2D, 0, GL RGBA8, width, height, O,
GL RGBA, GL UNSIGNED BYTE, O );
return true;
}
bool PBuffer :: makeCurrent ()
{
hPreviousContext = glXGetCurrentContext ();
hPreviousDrawable = glXGetCurrentDrawable ();
bool res = glXMakeCurrent ( display, hBuffer, hGLContext );
glDrawBuffer ( GL FRONT );
glReadBuffer ( GL_FRONT ) ;
return res;
}
bool PBuffer :: restoreCurrent ()
{
if ( hPreviousContext == NULL || hPreviousDrawable == )

return false;

glBindTexture ( GL TEXTURE 2D, texture );
glCopyTexSubImage2D ( GL TEXTURE 2D, 0, 0, O, 0, 0, width,
height );
bool result = glXMakeCurrent ( display, hPreviousDrawable,
hPreviousContext );

hPreviousContext = NULL;
hPreviousDrawable = 0;
return result;

}

bool PBuffer :: isLost () const

{

return false;

// bind pbuffer to previously
// bound texture

bool PBuffer :: bindToTexture ()

{

return true;
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// unbind from texture

// (release)
bool PRuffer :: unbindFromTexture ()
{

return true;

}

bool PBuffer :: checkExtensions ()
{
return isExtensionSupported ( "GLX SGIX pbuffer" ) &&
isExtensionSupported ( "GLX SGIX fbconfig" ) &&
isExtensionSupported ( "GL SGIS_ generate mipmap" );

an/IMepr ncnosib3oBaHnA

PaccmotpuM mpocreiiinii npuMep UCIOb30BaHus p-Oydepa.

E2 0penGlL render to texture example

Puc. 11.1. Bpawatwwminca Kyd ¢ TEKCTYpO BpaLLaloLerocs YanHmka
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ITycth crponTtcst n3o0OpaxkeHne Bpallaromerocss Kyba, Ha KaXaylo rpaHb KOTOPOTO
HaKJIaIbIBaeTCs TEKCTypa, MpeAcTaBIsamollas coboil n3odpaxkeHne Bpallaierocs
yariHuka (puc. 11.1) (BbiOOp MMEHHO YallHUKA OOBSICHSIETCSI TEM, UYTO 3TO €IWH-
CTBEHHBIN 13 cTaHmapTHHIX 00bekToB GLUT, mig Bcex BepIIH KOTOPOTO 3adaHbl

TEKCTYpHBIE KOOPIMHATHI).

Juctunr 11.6 conepXuUT COOTBETCTBYIOLIMI PparMeHT Koja.

NucTtuHr 11.6. UcxogHbIn KoQ nporpamMmmbl ans puc. 11.1

PBuffer ::
;1 modeAlpha

// camera position

| PBuffer ::

;¢ modeTexture2D, true );

//
// Simple rendering to texture example
//
#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "PBuffer.h"
float angle = 0;
unsigned mainTex = 0;
Vector3D eye (8, 0, 0,
PRuffer pbuffer ( 128, 128,
PBuffer
PBuffer

void reshape ( int w, int h );
void init ()
void initPBuffer ()
{

static bool inited = false;

if ( inited )

return;
inited = true;
if ( !pbuffer.create () )

{

printf (
pobuffer.printLastError

"create error\n"

N

)i

modeTextureMipmap |

modeDepth
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}

pbuffer.makeCurrent ();
init ();
reshape ( pbuffer.getWidth (), pbuffer.getHeight () );

pbuffer.restoreCurrent ();

void init ()

{

}

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH TEST );

glEnable ( GL TEXTURE 2D );

glDepthFunc ( GL_LEQUAL ) ;

glHint ( GL POLYGON SMOOTH HINT, GL NICEST );
glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );

void drawBox ( GLfloat x1, GLfloat x2, GLflcocat yl, GLfloat vy2,

GLfloat zl, GLfloat z2, unsigned tex )

glBindTexture ( GL TEXTURE 2D, tex );

glBegin ( GL_POLYGON ) ; // front face
glNormal3f (0.0, 0.0, 1.0 );
glTexCoord2f ( 0, 0 );
glVertex3f (%1, y1, z2 );
glTexCoord2f ( 1, 0 );
glVertex3f ( %2, y1, 22 );
glTexCoord2f ( 1, 1 );
glVertex3f ( %2, y2, 22 );
glTexCoord2f ( 0, 1 );
glVertex3f (%1, y2, z2 );
glEnd ();
glBegin ( GL POLYGON ); // back face
glNormal3f ( 0.0, 0.0, -1.0 );
glTexCoord2f ( 1, 0 );
glVertex3f ( x2, y1, z1 );
glTexCoord2f ( 0, 0 );
glVertex3f (x1, y1, z1 );
glTexCoord2f ( 0, 1 );
glVertex3f (x1, y2, z1 );
glTexCoord2f ( 1, 1 );
(

glVertex3f X2, v2, z1 );
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glEnd ();
glBegin ( GL POLYGON ) ; // left face
glNormal3f ( -1.0, 0.0, 0.0 );
glTexCoord2f ( 0, 0 );
glVertex3f (x1, y1, z1 );
glTexCoord2f ( 0, 1 );
glVertex3f (x1, y1, z2 );
glTexCoord2f ( 1, 1 );
glVertex3f ( x1, y2, z2);
glTexCoord2f ( 1, 0 );
glVertex3f (x1, y2, z1 );
glEnd ();
glBegin ( GL POLYGON ); // right face
glNormal3f ( 1.0, 0.0, 0.0 );
glTexCoord2f ( 0, 1 );
glVertex3f ( %2, y1, z2 );
glTexCoord2f ( 0, 0 );
glVertex3f (%2, y1, z1 );
glTexCoord2f ( 1, 0 );
glVertex3f ( %2, y2, z1 );
glTexCoord2f ( 1, 1 );
glVertex3f ( %2, y2, 22 );
glEnd ();
glBegin ( GL POLYGON ) ; // top face
glNormal3f ( 0.0, 1.0, 0.0 );
glTexCoord2f ( 0, 1 );
glVertex3f ( x1, y2, z2 );
glTexCoord2f ( 1, 1 );
glVertex3f ( %2, y2, 22 );
glTexCoord2f ( 1, 0 );
glVertex3f ( x2, y2, z1 );
glTexCoord2f ( 0, 0 );
glVertex3f (x1, y2, z1 );
glEnd ();
glBegin ( GL_POLYGON ) ; // bottom face

glNormal3f ( 0.0, -1.0, 0.0 );
glTexCoord2f ( 1, 1 );
glVertex3f ( %2, yl1, z2 );
glTexCoord2f ( 1, 0 );
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}
void

{

}
void

{

glVertex3f (x1, vyi,
glTexCoord2f ( 0, 0 );
glVertex3f (x1, vyi,
glTexCoord2f ( 1, 0 );
glVertex3f ( x2, yi,
glEnd ();

renderToBuffer ()
if ( pbuffer.islost () )

pbuffer.create ();

if ( !'pbuffer.makeCurrent ()

printf ( "makeCurrent failed\n" );
glClearColor ( 0, 0.5, 0, 1 );
glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
GL TEXTURE 2D, mainTex );

glBindTexture (
glPushMatrix ()
glRotatef ( angle, 0,
glRotatef (
glutSolidTorus (
glPopMatrix ();

pbuffer.restoreCurrent ();
display ()

renderToBuffer ();
glClearColor ( 0.0, 0.0, 1.0,

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glEnable ( GL_TEXTURE 2D
if ( !'pbuffer.bindToTexture (

pbuffer.printlastError ();

glPushMatrix () s

glRotatef ( angle, 1,

glRotatef ( angle/2, O,

drawBox ( -1.5, 1.5, -1.5, 1.
pbuffer.getTexture

glPopMatrix ();

2.2

z1

z1

)

’

1.

)i
) )

’

if ( !'pbuffer.unbindFromTexture

pbuffer.printlastError ();

’

)i

)i

)i

01
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glutSwapBuffers ();
}

void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h ):;
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}
void animate ()
{

angle = 0.08 * glutGet ( GLUT ELAPSED TIME );

glutPostRedisplay ();
}
void key ( unsigned char key, int x, int vy )
{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested

exit ( 0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH |
GLUT ALPHA ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL render to texture example" );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key );
glutIdleFunc ( animate );

init ();
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printfInfo OF
initExtensions ();
mainTex = createTexture2D ( true, "../Textures/block.bmp" );

initPBuffer ();

glutMainLoop ();

return 0O;

Paccmotpum eme omuH mpuMep (ero uaesl B3gTa U3 pabOTHI MO KypCy KOMITBIO-
TepHoi rpacduku Ha dakyasrere BMuK MTY B 2004 roay). Ctpoutcsi uzobpa-
XeHue obbekTa B p-Oydep, a 3areM MojydeHHas TEKCTypa UCMOIb3YeTCs JUISI BbI-
BOJIa TIPSIMOYTOJNILHOM ceTKM BepiinH. CaMM BEpPIIMHBLI NIPU 3TOM TIOJBEpraroTcs
HeOOJIBIIINM CMEIIeHUSIM TS co3fmanus 3¢ddekTa "ropsyero Bo3myxa Ham orHeM'”
(puc. 11.2).

EOpenGl render to texture example 2 {(distork)

Puc. 11.2. 3ddekT "ropsayero sosayxa”

JlvictuHT 11.7 comepXuUT TporpaMMHYIO peayM3alliio 3TOTO TIpuMepa.
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NucTturr 11.7. 3dpcpekT "ropsivero sosgyxa”

//

// Simple rendering to texture example

//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "PBuffer.h"

float angle = 0;

unsigned mainTex = 0;

Vector3D eye (4.5, 0, 0); // camera position
PBuffer pbuffer ( 256, 256, PBuffer :: modeTextureMipmap |

PBuffer :: modeAlpha | PBuffer :: modeDepth |
PBuffer :: modeTexture2D, true );

Vector3D vertexGrid [30][30];

Vector2D textureGrid [30][30];

void reshape ( int w, int h );
void init ();
void initPBuffer ()
{
static bool inited = false;

if ( inited )
return;

inited = true;

if ( !pbuffer.create () )

{
printf ( "create error\n" );
pbuffer.printlastError ();

}

pbuffer.makeCurrent ();

init ();

reshape ( pbuffer.getWidth (), pbuffer.getHeight () );

pbuffer.restoreCurrent ();
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void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL DEPTH TEST );
glEnable ( GL_TEXTURE 2D });
glDepthFunc ( GL LEQUAL );
glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );
glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void renderToBuffer ()
{
if ( pbuffer.islLost () )

pbuffer.create ();

if ( !'pbuffer.makeCurrent () )
printf ( "makeCurrent failed\n" );
glClearColor ( 0, 0, 1, 1 );
glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glEnable ( GL TEXTURE 2D );
glBindTexture ( GL TEXTURE 2D, mainTex );

glMatrixMode ( GL TEXTURE );
glLoadIdentity ();
glMatrixMode ( GL MODELVIEW ) ;

glPushMatrix ()7
glRotatef (820, 0, 1, 0
glRotatef ( 445, 0, 0, 1),

glutSolidTeapot ( 1.5 );
glPopMatrix ();
pbuffer.restoreCurrent ();

}

void distortVertex ( Vector3D& v, float time )

{
float sine = 0.015 * sin ( 1l*v.y + 16*v.z + time / 5 );
float cosine = 0.015 * cos ( 7*v.y - 1ld*v.z + time / 5 );

v.y += sine;
v.z += cosine;
}
void display ()
{
initPBuffer ();
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renderToBuffer ();
glClearColor ( 0.0, 0.0, 1.0, 1.0 );
glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glEnable ( GL_TEXTURE 2D });
if ( !pbuffer.bindToTexture () )

glBindTexture ( GL TEXTURE 2D, pbuffer.getTexture ()

pbuffer.printLastError

float
glBegin ( GL TRIANGLES );

time =

()i

for ( int 1 = 0; 1 < 29; i++ )
for ( int § = 0; < 29; Jj++ )
{
Vector3D v00 ( vertexGrid
Vector3D v0l ( vertexGrid
Vector3D v10 ( vertexGrid
Vector3D vll ( vertexGrid
distortVertex ( v00, time );
distortVertex ( v01l, time );
distortVertex ( v10, time );
distortVertex ( vl1l, time );
glTexCoord2fv ( textureGrid
glVertex3fv ( v0O );
glTexCoord2fv ( textureGrid
glVertex3fv ( vOl );
glTexCoord2fv ( textureGrid
glVertex3fv (v1il );
glTexCoord2fv ( textureGrid
glVertex3fv ( v0O );
glTexCoord2fv ( textureGrid
glVertex3fv ( v10 );
glTexCoord2fv ( textureGrid
glVertex3fv (v1il );
}
glEnd ();
if ( !pbuffer.unbindFromTexture () )

glutSwapBuffers

pobuffer.printLastError

N

N

(11103

(1103+1]
(i+1][5]
[1+1

1

]

103+1]

)
)
)
)

0.08 * glutGet ( GLUT ELAPSED TIME );

’

’

’

’

)i
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60.0 );

void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0,
glMatrixMode ( GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eve.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}

void animate

{

0

angle = 0.08 * glutGet ( GLUT ELAPSED TIME );
glutPostRedisplay ();
}
void key ( unsigned char key, int x, int vy )
{
if ( key == 27 || key == 'q' || key == Q' )
exit ( 0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );

// quit requested

glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH |

GLUT ALPHA );

glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL render to texture example 2
(distort)"™ );
// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutIdleFunc ( animate );
init ();

printfInfo ();
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initExtensions ();
initPBuffer ()
mainTex = createTexture2D ( false,
"../Textures/fieldstone.tga" );//block.bmp" );
for ( int 1 = 0; i < 30; i++ )
for ( int j = 0; j < 30; j++ )
{

vertexGrid [i][7]

Vector3D(0, (i-15)*0.09, (7-15)*0.09) ;
Vector2D((float)i/29.0,
(float)j/29.0f);

textureGrid [i][j]

}
glutMainLoop ();

return 0O;

Ed0penGL deformed reflection B

Puc. 11.3. VIckaxxeHHOe OTpaxeHune CUEHbI
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Eiie omHUM WHTEpPECHBIM MPUMEPOM SIBIISIETCS UCKAXKEHUE OTPaKEeHUsI: CTPOUTCS
U300pakeHUe OTPaXKEHHOU B TEKCTypy CILIEHBbI, U OHA HaKJIaJbIBaeTCsl Ha TpaHb.
ITpu 3TOM, Kak M B MpenbyayllieM IpuMepe, TpaHb BBIBOJAUTCS KaK Habop 0oJb-
1IOTO YMC/ia TPEYTOJNbHUKOB, TEKCTYPHbIE KOOPAUHATHI KOTOPBIX MOABEPTrarOTCs
HeGOoMBIIUM McKakeHusIM (puc. 11.3).

HcxoaHblil TEKCT MporpaMMbl MPUBOAUTCS B auctuHre 11.8.

Jinctuur 11.8. UckaxkeHne oTpaxeHUs CLEHbI

//

// Sample to rendering to texture - deformed reflection
//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "libTexture.h"

#include "TypeDefs.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Vector4D.h"

#include "boxes.h"

#include "PBuffer.h"

#define GRID SIZE 30 // grid subdivision
Vector3D eye ( -0.5, -0.5, 1.5 ); // camera position
unsigned decalMap; // decal (diffuse) texture
unsigned stoneMap;

unsigned teapotMap;

float angle = 0;

float rot = 0;

// to hold modelview matrix used for
// building reflection texture

float mv [16];
// to hold projection matrix used for
// building reflection texture

float pr [16]1;

Vector3D v [GRID SIZE] [GRID SIZE]; // grid vertices for floor

Vector3D t [GRID_SIZE] [GRID SIZE]; // texture coordinates for floor
vertices
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Vector3D floorPos ( =5, =5, 0 );

Vector3D floorSize ( 10, 10, 3 );

PBuffer pouffer ( 512, 512, PBuffer :: modeTextureMipmap |
PBuffer :: modeAlpha | PBuffer :: modeDepth |
PRuffer :: modeTexture2D, true );

void renderToBuffer ();

void reshapeMirrored ( int w, int h );

void reshape ( int w, int h );

void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL DEPTH TEST );

glEnable ( GL_TEXTURE 2D });

glDepthFunc ( GL LEQUAL ):

glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void displayBoxes ()
{
glMatrixMode ( GL MODELVIEW );
glPushMatrix ();
drawBoxNoBottom ( Vector3D ( -5, -5, 0 ), Vector3D ( 10, 10, 3 ),

stoneMap, false );

drawBox ( Vector3D ( 3, 2, 0.5 ), Vector3D (1, 2, 2),
decalMap, false );

glBindTexture ( GL TEXTURE 2D, teapotMap );

glTranslatef (2, 2, 1Y);

glRotatef ( angle * 45.3, 1, 0, 0 );

glRotatef ( angle * 57.2, 0, 1, 0 );

glutSolidTeapot ( 0.5 );

glPopMatrix (); // restore modelview matrix

}
//
// distort texture coordinates for internal vertices by moving them
// sligtly with the time
//
void distortVertices ( float time )
{
float hx = floorSize.x / (float) (GRID SIZE - 1);
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float hy = floorSize.y / (float) (GRID SIZE - 1);
for ( int 1 = 1; 1 < GRID SIZE - 1; i++ )
for ( int j = 1; j < GRID SIZE - 1; j++ )
{
Vector3D e (v [11[3] ):
float sine = 0.03 * sin ( 1l*p.y + 16*p.x + 2*time );
float cosine = 0.03 * cos ( -15*p.y - ld*p.x + 2*time );

}

t [1][J].x = v [1][]].x + sine;
t [1][J].y = v [1i][J].y + cosine;
t [1103].2z = v [i]1[J].z2;

void display ()

{

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

renderToBuffer ();
reshape ( 512, 512 );
glMatrixMode ( GL MODELVIEW ) ;

glPushMatrix (); // save modelview matrix
glRotatef ( rot, 0, O, 1 );

displayBoxes ();

if ( !pbuffer.bindToTexture () )

pouffer.printLastError ();
glMatrixMode ( GL TEXTURE );

glPushMatrix ();

glLoadIdentity ();

glTranslatef (0.5, 0.5, 0); // remap from
glScalef (0.5 0.5, 1);

glMultMatrixf ( pr );

glMultMatrixf ( mv );

float x2 = floorPos.x + floorSize.x;

float y2 = floorPos.y + floorSize.y;

glBindTexture ( GL TEXTURE 2D, pbuffer.getTexture
// draw floor
glColor3f ( 0.8, 0.8, 0.8 );

glBegin ( GL TRIANGLES );
glNormal3f ( 0, 0, -1 );

[-1,1]172 to

0 )

// make it a bit darker
// draw the distorted mesh

// render reflected image into pbuffer

[0,1]172
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}

void reshape

{

}

for ( int 1 =
for ( int

{

0; i < GRID SIZE — 1; i++ )
j =0; j < GRID SIZE — 1; j++ )

glTexCoord3fv ( t [i][F] )i
glVertex3fv (v [11031 )s
glTexCoord3fv ( t [i][j+1] );
glVertex3fv (v [1103+11 )3
glTexCoord3fv ( t [i+1]1[j+1] );
glVertex3fv (v [1411[3+411 );
glTexCoord3fv ( t [i][F] )i
glVertex3fv (v [11031 )s
glTexCoord3fv ( t [i+1]1[3j] );
glVertex3fv (v [1+411[3]1 )
glTexCoord3fv ( t [i+1]1[j+1] );
glVertex3fv (v [1411[3+411 );
}
glEnd ();

glColor3f (1, 1, 1 );

if ( !pbuffer

.unbindFromTexture () )

pobuffer.printLastError ();

glPopMatrix ();

glMatrixMode
glPopMatrix

( GL_MODELVIEW );
()i

glutSwapBuffers ();

glViewport
glMatrixMode
glLoadIdentity
gluPerspective
glMatrixMode
glLoadIdentity
gluLookAt

( int w, int h )

0, 0, (GLsizei)w, (GLsizei)h );
GL_PROJECTION )

’

(
(
(
( 60.0, (GLfloat)w/(GLflocat)h, 1.0,
(
(
(

GL_MODELVIEW ) ;

)i

eye.x, eye.y, eye.z, // eye

3/ 3/ 1/ // center
0, 0, 1); // up

void reshapeMirrored ( int w, int h )

60.0

)i
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{

glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
glMatrixMode ( GL MODELVIEW ) ;
glLoadIdentity ();
glScalef (1, -1, 1); // change handedness of the
// coordinate system
gluLookAt ( eye.x, eye.y, -eye.z, // eye
3, 3, -1, // center
0, 0, -1 ); // up
}
void key ( unsigned char key, int x, int y )
{
if (( key == 27 || key == 'q' || key == 'Q" ) // quit requested
exit (0 );
}
void specialKey ( int key, int x, int y )

{
if ( key == GLUT KEY RIGHT )

rot += 5;

else

if ( key == GLUT KEY LEFT )
rot -= 5;

glutPostRedisplay ();
}

void animate ()

{
angle = 0.001f * glutGet ( GLUT ELAPSED TIME );
distortVertices ( angle );

glutPostRedisplay ();
}
void

{

initPBuffer ()

if |
{

!'pbuffer.create

0

"create error\n" );

N

printf (
pobuffer.printLastError
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}
pbuffer.makeCurrent ();
init ();
reshapeMirrored ( pbuffer.getWidth (), pbuffer.getHeight () );
pbuffer.restoreCurrent ();
}
void renderToBuffer ()
{
if ( pbuffer.islost () )

pbuffer.create ();

if ( !'pbuffer.makeCurrent () )
printf ( "makeCurrent failed\n" );
glClearColor ( 0, 0, 1, 1 );
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
reshapeMirrored ( pbuffer.getWidth (), pbuffer.getHeight () );
glMatrixMode ( GL MODELVIEW ) ;
glPushMatrix ();
glRotatef ( rot, 0, O, 1 );
displayBoxes ();

// get modelview and projections matrices
glGetFloatv ( GL MODELVIEW MATRIX, mv );
glGetFloatv ( GL_PROJECTION MATRIX, pr );
glPopMatrix ();
pbuffer.restoreCurrent ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 512, 512 );
// create window
int win = glutCreateWindow ( "OpenGL deformed reflection" );

// register handlers

glutDisplayFunc ( display )
glutReshapeFunc ( reshape )i
glutKeyboardFunc ( key )i
glutSpecialFunc ( specialKey );
glutIdleFunc ( animate )i
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init ()
initExtensions ();
if ( !pbuffer.checkExtensions () )
{
printf ( "Pbuffer extensions not found\n" );
return 1;
}
decalMap = createTexture2D ( true, "../Textures/oak.bmp" );
stoneMap = createTexture2D ( true, "../Textures/block.bmp" );
teapotMap = createTexture2D ( true, "../Textures/Oxidated.jpg" );

// init vertices
float hx = floorSize.x / (float) (GRID SIZE - 1);
float hy = floorSize.y / (float) (GRID SIZE - 1);
for ( int 1 = 0; 1 < GRID SIZE; i++ )
for ( int j = 0; j < GRID SIZE; j++ )
{

float x = floorPos.x + i1 * hx;
float y = floorPos.y + j * hy;
v [1]1[j] = Vector3D ( x, y, floorPos.z );
t [1][]] = Vector3D ( x, y, floorPos.z );
}
initPBuffer ();

glutMainLoop ();

return 0O;
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PacwupeHune NV_texture_shader.
EMBM v nonukcenbHoe
oTpaXeHue oKpyXxaioLyein cpeabl
C yYeTOM KapTbl HOpMmarsnen

PaszpaboranHoe mig rpacduyeckux yckoputeneir GeForce 3 paciuupenue NV
texture shader mo3BoisieT U3MEHUTb MeXaHU3M IpuMeHeHusl Tekctyp B OpenGL.
BMmecTo TpamMiMOHHOH MOAENM BBOAMTCS IOHSTHE IIArOB TEKCTYPUPOBAHMUS
(fexture stage), KaxIoMy 1lary COOTBETCTBYeT CBOM TEKCTYpPHBII OJOK M Ha KaxX-
JOM U3 OTUX IlIAroB paboraeT omHa H3 21 mpemompeneeHHbIX IPOrpaMm
(wreitnepoB, shaders), 3agarollas BLIXOJHON LIBET A/ JAHHOTO TEKCTYPHOIo OJ0Ka
(puc. 12.1).

Kaxknass U3 3Tux nmporpaMm B KauyecTBe BXOMHBIX JaHHBIX OepeT MHTEPIOJUpPO-
BaHHBIE TEKCTYPHBIE KOOPIWHATHI (S, £, ¥, ) AT COOTBETCTBYIOLIETO OJIOKA W BHI-
naeT asa 3HadYeHus:: RGBA-3HaueHue, ¢ TaHHOTO TEKCTYpHOTO Oj10Ka (HampuMmep,
npu padote ¢ OJoKaMmu register combiner) U pe3yabTarT JaHHOTO I1ara, KOTOPBIi
MOXET OBbITh UCTOJb30BAH B IAJTbHEHIIIEM.

OtnenbHble MPOrPaMMbl MOIYT MPUBOAUTL K PA3IMYHBIM IOOOYHBIM hdeKTam:
OoTOpachlBaHUIO MAHHOro (parMeHTa WAM M3MEHEHMIO ero 3HaueHus B Oydepe
[J1yOUHBI.

IMTposepky moamepxku pacmuperns NV _texture shader MOXHO BBIIIOJTHHUTD
KOMaHI01

isExtensionSupported ( "GL NV_texture shader" )
JaHHoe pacmmpeHne He BBOAWT HU OJHOW HOBOW (YHKIHMW, HO 3aTO OYEHb

MHOT'O Pa3JIMYHBIX KOHCTAHT JJIA 3aJaHUS TIporpaMm HX ImapaMETpOB HA pPa3HBIX
mrarax.
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Pacmepusamop

wetioep 0

wetioep 1

weiioep 2

wetioep 3

register combiners

mymam u

oceeuieHue

ouxosoe

Puc. 12.1. Peannsauns TekcTyprupoBaHusg
yepes pacwumpenne NV_texture_shader

BT nporpammbl, COOCTBEHHO M Ha3biBaeMble lieiiaepamu, (fexture shaders) MOX-
HO pa3dUTh HAa YeThIpe OCHOBHEIC TPYIIIHI M0 (bYHKIIMOHANBHOMY TIPU3HAKY:

1.

2.
3.
4

OOBIYHEIEC OTIEPAlINY TEKCTYPUPOBAHMS.

CremmarbHbIe PEKUMBI TEKCTYPUPOBAHUS.

PexxnMEl, 3aBHCSIIINE OT Pe3yIbTaTOB IPYTOTO IIara.

Pexxumbl, 3aBucsIlMe OT PE3YyJbTATOB APYTOro Illara U KCMOJb3YIOIIHE CKa-

JIAPHOEC IIPOU3BEACHUE.

1 BKIIOYEHUS 1IeHepOB CIYKUT KOMaHAa

glEnable ( GL TEXTURE SHADER NV );

Ob6paTtnTe BHUMaHWE, YTO TIPU BKIIOUCHHWW PEXUMa TEKCTYPHBIX TIEHIEpOB BCe
YyeThIpe 1Iara MpUCyTCTBYIOT aBToMaruyecku. Eciu kakue-n1u0o0 1iaru He HyXXHb,
TO JUISl HUX CJIeyeT YCTAHOBUTH IIEHAEP GI, NONE.

ITomHuTe, YTO HEKOTOPBIE 1IEHAEepHl BO3BpallaloT B KauyecTBe BoixogHOoro RGBA-
s3HaueHus1 Hynepoii Bekrop (0, 0, 0, 0) He3aBUCUMO OT TEKCTYphl, BHIOpaHHOI B
JaHHOM OJIOKE TEKCTypUPOBAHMS.
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OO6bIvHbIE onepayumn TeKCTYpupoBaHus

OpHomepHble TekcTypbl (Texture 1D)

HaHHag omepauysg BO3BpallaeT 3HAYE€HME OTHOMEPHOH TEKCTYyphbl IO MHapaMmeTpy
(s/q). PakTU4eCKU 3TO CTAHIAPTHOE OJAHOMEPHOE TeKcTypupoBaHue B OpenGL
(taba. 12.1).

Tabnuya 12.1. O6biuHOE OfJHOMEPHOE TEKCTYpUpPOBaHue

LWar TekcTypHble Lenpep O6palueHne dopmar BeixogHoe
KoopAuHaThbl K TeKcType TeKcTypbl 3HauyeHue

0 (s, tr,q) Texture 1D (s/q) Jiobas tex(s/q)

HanAblii pexxum (1Iefimep) ycTaHaBIMBaeTCs TP TTOMOIIHN KOMAaHIBI

glTexEnvi ( GL TEXTURE SHADER NV, GL_SHADER OPERATION NV,
GL_TEXTURE_1D ) ;

OBymepHble TeKcTypbl (Texture 2D)

JanHag omnepanus BO3BpAIlAaeT 3HAYEHWE JABYMEPHON TEKCTYPHI MO TIAapaMeTpy
(5/9, t/9).

OHa IOJHOCTHIO AHAJOrMYHA CTAHJAPTHOMY ABYMEPHOMY TEKCTYPUMPOBAHUMIO
(Taba. 12.2).

Tabnuya 12.2. O6bl4HOe [BYyMepHOe TeKCTypyUpoBaHue

LWar TekcTypHble Lenpep O6palueHne dopmar BeixogHoe
KoopauHaThbl K TeKcType TeKcTypbl 3HauyeHue

0 (s, tr,q) Texture 2D (s/q, tq) Jiobas tex(s/q, 1q)

HanAblii pexxum (1Iefimep) ycTaHaBIUBaeTCs TP TTOMOIIHN KOMAaHIBI

glTexEnvi ( GL TEXTURE SHADER NV, GL_ SHADER OPERATION NV,
GL_TEXTURE 2D ) ;

MpamoyronbHbie TekcTypbl (Texture rectange)

B1o HoBbI TUN TeKeTypbl (NV_texture rectangle) Mo3BONSIIOLIMU ee pazMepam
width  height ObITb TPOU3BOJIBHBIMU 1IEJBIMU YUCTAMU (2 HE TOJBKO CTEMEHBI)
JIBOVKH).
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TekcTypHble KOOPIUHATHL § W ¢ JJISI TAKUX TEKCTYp MPUHUMAIOT 3HaUYeHUsI B 00-
nactu [0, width]x[0, height] BMecTo ennHUYHOTO KBajgpara (tadxa. 12.3).

Tabnnya 12.3. [iByMepHoe npaMOYrosibHoe TeKCTYpUpoBaHue

LWar | TekctypHble Wenpep O6palueHne dopmar BbixogHoe

KoopAuHaTbl K TeKCType TEeKCTypbl 3Ha4YeHue

0 (s,tr,q) Texture (s/q, t/q) Jlio6as npsmo- tex(s/q, t/q)
rectangle yronbHas

HanAblii pexxum (1Iefimep) ycTaHaBIMBaeTCs TP TTOMOIIHN KOMAaHIBI

glTexEnvi ( GL TEXTURE SHADER NV, GL_ SHADER OPERATION NV,
GL TEXTURE RECTANGLE NV );

Ky6uueckue tekctypbl (Texture cube map)

DTOT Hieiiaep cCOOTBETCTBYET OOBIYHOM KYyOMUECKOI TeKCTYpHOI Kapre (Tabn. 12.4).

Tabnuya 12.4. Kybuueckue TeKCTYpbl

Lar | TekcTypHble Wenpep O6pauieHne ®dopmar BeixogHoe
KoopaunHaThbl K TeKcType TEeKCTYpbl 3HauveHune
0 (s, t 1) Texture (g. tn Tobas kybu- | cubeMap(s, t, r)
cube map yeckas

HaHHblil pexxuMm (1ieiinep) ycTaHABIMBAETCS MPU IMOMOILM KOMAH/IbI

glTexEnvi

GL_TEXTURE_CUBE_MAP ARB );

( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,

Cneu,uaanble PEeXNMbl TEKCTYPUpOoBaHUA

Mycrtoin (None)

HanAbnii meiiaep BooOIIe He obpalraeTcss K TeKCType, HTHOPHPYET TepeaaHHbIe
TEKCTYpHBIE KOOPIWHATHI U Bcerna Bo3Bpaiaer Hyjesoit BekTop (0, 0, 0, 0).

YcTaHOBUTD PEXKHUM MOXKHO KOMaHA0M1

glTexEnvi

( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_NONE ) ;
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CrangapTHOe TIpUMEHEHWEe 3TOTO Imelifiepa 3aKiIoyacTcsd B €ro HasHAYeHWH Ha
HEHYXHbI€ IL1ard TEKCTYPUPOBAHMS.

MpoxoxpeHune (Pass-Through)

HanAbIii meimep Takke He oOpalaeTcs K TEKCType W MPOCTO BO3BpallaeT B Ka-
yecTBe BbixOAHbIX RGBA-3HaueHMsT TEKCTYpHBIX KOOPAMHAT, YCEUYEHHbIE IO OT-
pe3ky [0, 1] (tadn. 12.5). Ero pabota wintoctpupyerest puc. 12.2.

Tabnuya 12.5. Pabora wwerinepa Pass-Through

Lar | TekcTypHble Wenpep O6pauieHne ®dopmar BoixogHoe
KoopaunHatbl K TeKcType TEeKCTYpbl 3Ha4eHne
0 (s, tr,q r= clamp(s) Het Jiobas (r,g b, a
g = clamp(1)
b= clamp(q)
a= clamp(q)

VCTaHOBUTD peXXUM MOXHO KOMaHION
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL _PASS THROUGH NV );

Stage 0

(s,t.p.q)

tex0

(s,t.p.q)

Y

(rg.ba)= (stp.q)

Puc. 12.2. Pa6oTa wemngepa Pass-Through

OnHUM U3 BO3MOXHBIX TPUMEHEHUW JAaHHOTO Ieiepa sBsieTcsl HemocpencT-
BeHHad Iepegauya napamerpoB B Oioku register combiner. [Jeao B ToM, 4TO 00Jb-
IIUHCTBO TapaMeTpoB M register combiner mepeaarTcs B BUJE TEKCTYPHBIX KO-
OpAMHAT, U OHM HE MOIYT HEMOCPEICTBEHHO YYaCTBOBATb B BbIYMCIEHMIX (a
TOJILKO KaK Pe3yJbTaThl UX PUMEHEHUS K COOTBETCTBYIOIIUM TEKCTypaM).

10T mef/’mep TTIO3BOJISIET MEPEAATh CaMU TEKCTYPHBIE KOOPAWHATHI KaK pe3yjabTaTr
OII€pallMi TCKCTYypHUPOBAHUA. ,D,OBOJIbHO HIPOCTbIM NPUMEPOM €I0 UCIIOJb30BAHNA
SIBIISICTCA YUET PACCTOSHUSA JO UCTOYHUKA CBETA MPU MOIMKCEIbHOM OCBCINCHUMN.
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_ 1
a+b +e?

CrangaprHas ¢dopmynaa (12.1), ucnonssyemasa B OpenGL, cluilKOM clIoxXHa AJist
TOTMKCENBbHON peann3alumn (32 NCKIToUeHneM (parMeHTHBIX TIpOrpaMM U Iek-
JepHBIX S3bIKOB BBICOKOrO ypoBHs). Ee MOXHO 3aMeHUTb ropaszmo Oojee Mpo-
CTOM, JIETKO peayin3yeMoil uepe3 MexaHu3M register combiner:

k(d) (12.1

k(d) = clampEl —E‘%H E

B sT0it hopMmyine GbyHKINS clamp OCYIIECTBISIET OTCeYeHNE CBOETO apTyMeHTa 1o
otpesky [0, 1] , a mapamerp 7 3agaeT "paguyc BIUSIHUS'' MCTOUYHMKA cBeTa (BHE
€T0 OCBEIIeHHOCTh paBHA HYITIO).

s peanmsanyi TIOTTUKCENTBHOTO OCBEIIEHUST TI0 3ToM ¢dopMysie BEITUYNHY [/F
MOXHO IlepefaTh B BUAE TEKCTYPHBIX KOOPAMHAT, a BCE€ OCTajlbHblE LIATM JIETKO
peanunayloTcst TIpU TMMOMOIIHN register combiner. OTHAKO IJTSI 3TOTO HAIO HEMocpea-
CTBEHHO BBIUMCIUTh CKAISIPHOE IIPOU3BEAECHUE IepeJaHHbIX TEKCTYPHBIX KOOp-
JUHAT, a He U3BJIeKaTh 10 HEMY 3HAUEHHE U3 KAKOW-TUO0 TEKCTYPHI.

efinep GI, PASS THROUGH NV KakK pa3 W TPeJOCTaBISET TAKYI0 BO3MOXHOCTb.
MbI nepeganuM HyXHYI0O HAM BeJIMYMHY B BUIE TEKCTYPHBIX KOOPAMHAT U IS
COOTBETCTBYIOIIETO TEKCTYPHOTO OJIOKA 3adaauM Ileinep GL PASS THROUGH NV.

B pesynbrate 3TOro Ha BBIXOJE OMNEpalui TEKCTYPUPOBAHUS JJISI COOTBETCTBYIO-
LIEr0 TeKCTYPHOro 0j0Ka Mbl MOAYYMM BEIUYMHY [/F, OTCEYEHHYIO IIO OTPE3KY
[0, 1], koTopas cpa3y ke TpUTOJHA AJs BelUMciIeHui. ITpuMep Takoro mojaxona
WLIIOCTpUpYeT JucTUHr 12.1.

Nuctuhr 12.1. Peanusauuns ocBeLjeHne C y4eTOM pacCTOSHUA A0 UCTOYHUKA CBeTa

/7

// Sample to show distance attenuation in OpenGL
// using PASS THROUGH NV shader

//

#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#include "libTexture.h"
#include "TypeDefs.h"
#include "Vector3D.h"

#include "Vector2D.h"
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Vector3D eye (0, 0.3, =3.5); // camera position
Vector3D light ( 0.3, 0.7, 0.9f ); // light position
Vector3D al (0.4, 0.4, -0.4 ); // light velocity
float lightRadius = 1;
unsigned decalMap; // decal (diffuse) texture
struct Vertex
{

Vector2D tex;

Vector3D pos;
i
Vertex front ;

Vertex lower

[4]
[4]
Vertex upper [4]1;
Vertex left [4]
Vertex right [4]

void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH_TEST });

glEnable ( GL_TEXTURE 2D });

glDepthFunc ( GL_ LEQUAL )

glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );

glHint ( GL_PERSPECTIVE_CORRECTION_HINT, GL_NICEST )
}
void drawFace ( Vertex v [], int count )

{
glBegin ( GL _QUADS );

for ( int 1 = 0; 1 < count; i++ )

{
Vector3D d=v [i].pos - light;
d = Vector3D ( 0.5, 0.5, 0.5f ) +d * (0.5 / lightRadius );
glMultiTexCoord2fv ( GL TEXTUREO ARB, v [i].tex );
glMultiTexCoord3fv ( GL TEXTUREL ARB, d );
glVertex3fv (v [1].pos );

}

glEnd ()7
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void display ()

{

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

// bind decal map to
// texture unit 0

// setup texture shader

glEnable ( GL TEXTURE SHADER NV );

glActiveTextureARB
glEnable
glBindTexture
glTexEnvi

glActiveTextureARB

glTexEnvi

glActiveTextureARB

glEnable

// unit 0 -> decal

GL_TEXTUREO ARB );

GL TEXTURE 2D  };

GL_TEXTURE 2D, decalMap );
GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,
GL_TEXTURE 2D );

(
(
(
(

// unit 1 -> pass through
( GL_TEXTUREL ARB );
( GL_TEXTURE SHADER NV, GL_SHADER OPERATION NV,
GL_PASS_THROUGH NV ) ;
( GL_TEXTUREQ ARB );
// setup register combiners
( GL_REGISTER COMBINERS NV ) ;

glCombinerParameteriNV ( GL NUM GENERAL COMBINERS NV, 1 );

glCombinerInputNV (

glCombinerInputNV (

glCombinerOutputNV

// combiner(0 computes

// (texl,texl) -> spare0

// B = texturel

GL_COMBINERO NV, GL_RGB, GIL_VARIABLE A NV,
GL_TEXTURE1 ARB, GI_EXPAND NORMAL NV,
GL_RGB )

// B = texturel

GL_COMBINERO NV, GL_RGB, GI_VARIABLE B NV,
GL_TEXTURE1 ARB, GI_EXPAND NORMAL NV,
GL_RGB )

// spareQ = texl + tex2

( GL_COMBINERO NV, GI, RGB,

GL_SPAREO_NV, // put (A,B) into spare0
GL_DISCARD NV, // discard CD
GL_DISCARD NV, // discard AB+CD

GL_NONE, GL_NONE, // no bias or scale

GL_TRUE, // use dot porduct
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GL FALSE,
GL_FALSE ) ;

// configure final combiner to

// output clamp (1 - spare0)

// A
glFinalCombinerInputNV (

// B
glFinalCombinerInputNV (

// C
glFinalCombinerInputNV (

// D
glFinalCombinerInputNV (

’

drawFace ( front,

’

drawFace ( lower,

’

4)
4)

drawFace ( upper, 4 );
drawFace ( left, 4 )
4)

drawFace ( right, ;
glutSwapBuffers ();

}

void reshape ( int w, int h )

{
glViewport
glMatrixMode

’

glLoadIdentity

glMatrixMode GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up
}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == Q" ) // quit requested

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

= 1 - spare0

GL VARIABLE A NV, GL SPAREQ NV,
GL_UNSIGNED INVERT NV, GL RGB );
= tex(0 (decal)

GL _VARIABLE B NV, GL TEXTUREQ ARB,
GL_UNSIGNED IDENTITY NV, GL RGB );
=0

GL _VARIABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
=0

GL_VARIABLE D NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );

0, 0, (GLsizei)w, (GLsizei)h );
GL_PROJECTION '
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exit (0 );
}
void animate ()
{
Vector3D delta = vl * 0.01f;
light += delta;
if ( light.x < 0.2f || light.x > 0.9f )

vl.x *= -1;

if ( light.y < -0.9f || light.y > 0.9f )
vli.y *= -1;

if ( light.z < -0.9f || light.z > 0.9f )
vl.z *= -1;

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window

int win = glutCreateWindow ( "OpenGL per-pixel distance
attenuation using PASS THROUGH shader" );

// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );

glutKeyboardFunc ( key )
glutIdleFunc ( animate );
init ();

printfInfo ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );

return 2;



Pacwmpenne NV _texture_shader. EMBM u nonukcenbHoe oTpaxkeHue. .. 331

}
if ( !isExtensionSupported ( "GL NV texture shader” ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;

}

initExtensions ();

decalMap = createTexture2D ( true, "../Textures/oak.bmp" );
front [0].tex = Vector2D ( 0, 0 );

front [0].pos = Vector3D ( -1, -1, 1 );
front [1].tex = Vector2D ( 0, 1 );

front [1].pos = Vector3D ( -1, 1, 1 );
front [2].tex = Vector2D ( 1, 1 );

front [2].pos = Vector3D ( 1, 1, 1 );
front [3].tex = Vector2D ( 1, 0 );

front [3].pos = Vector3D ( 1, -1, 1 );
lower [0].tex = Vector2D ( 0, 0 );
lower [0].pos = Vector3D ( -1, -1, -1 });
lower [1].tex = Vector2D ( 0, 1 );
lower [1l].pos = Vector3D ( -1, -1, 1 );
lower [2].tex = Vector2D ( 1, 1 );
lower [2].pos = Vector3D ( 1, -1, 1 );
lower [3].tex = Vector2D ( 1, 0 );
lower [3].pos = Vector3D ( 1, -1, -1 );
upper [0].tex = Vector2D ( 0, 0 );
upper [0].pos = Vector3D ( -1, 1, -1 });
upper [1].tex = Vector2D ( 0, 1 );
upper [1].pos = Vector3D ( -1, 1, 1 );
upper [2].tex = Vector2D ( 1, 1 );
upper [2].pos = Vector3D ( 1, 1, 1 );
upper [3].tex = Vector2D ( 1, 0 );
upper [3].pos = Vector3D ( 1, 1, -1 );
left [0].tex = Vector2D ( 0, 0 );

left [0].pos = Vector3D ( -1, -1, -1 );
left [1].tex = Vector2D ( 0, 1 );

left [1].pos = Vector3D ( -1, -1, 1 );
left [2].tex = Vector2D ( 1, 1 );

left [2].pos = Vector3D ( -1, 1, 1 );
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left [3].tex = Vector2D ( 1, 0 );

left [3].pos = Vector3D ( -1, 1, -1 );
right [0].tex = Vector2D ( 0, 0 );
right [0].pos = Vector3D ( 1, -1, -1 );
right [1].tex = Vector2D ( 0, 1 );
right [1].pos = Vector3D ( 1, -1, 1 );
right [2].tex = Vector2D ( 1, 1 );
right [2].pos = Vector3D ( 1, 1, 1 );
right [3].tex = Vector2D ( 1, 0 );
right [3].pos = Vector3D ( 1, 1, -1 );

glutMainLoop ();

return 0O;

OtceueHue cpparmenTa (Cull Fragment)

HaHHbIl 1m1eiiaep MmMo3BoJsieT oTOPOCUTh (hparMeHT (MUKcesl) B 3aBUCMMOCTH OT
3HAYEHMST €T0 TEKCTYPHBIX KOOPIWHAT.

Mg Kaxmoil TeKCTypHOH KOOPAMHATBI CTABUTCA CBOE YCIOBHME ITPOXOXIEHMUS.
BTo MOXET ObITb JUOO GL GEQUAL (3HAYEHUE COOTBETCTBYIOLLECH KOOPLMHATHI
00JIbllE WU PABHO HYJIO), MO0 GL LESS (3HAUEHUE OTPULIATEJBHO).

Ecau anst xoTst Ob1 OHOW U3 YeThIpeX TeKCTYPHBIX KOOPAMHAT yCIOBHE TTPOXOX-
JIEHUSI HE BBITIOJHSETCS, TO (dparMeHT oTOpachkiBaeTcsi. B MpoTMBHOM ciydae
¢dparMeHT IpoXomWT, U B KadecTBe BhIxomHOTO RGBA-3HaueHWS BBICTyIAeT HY-
neBoii Bektop (0, 0, 0, 0). JluctuHT 12.2 WITIOCTPUPYET 3TY BOZMOXHOCTD.

NuctuHr 12.2. 3agaHue pexumoB ansi oTceveHus pparmeHTa

int cullModes [4] = { GL LESS, GL LESS, GL GEQUAL, GL LESS };
glActiveTextureARB ( GL TEXTUREO ARB );

glTexEnvi ( GL_TEXTURE_SHADER NV, GL SHADER OPERATION NV,
GL_CULL_FRAGMENT NV };

glTexEnviv ( GL_TEXTURE_SHADER NV, GL_CULL MODES NV,
cullModes );

Ha npakTuke maHHbIA Lieiinep IpuMeHsIeTCs IS BbIIOJHEHUS YCIOBHBIX OIlepa-
LM [IpU BBIYMCAEHUU LBETa pparMeHTa.
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MHorowaroBoe TeKCTypupoBaHue

Bcee mieitaepsl M3 3TOM TPYIITEI TO3BOJISIIOT B3SITh 3HAUEHHE U3 OIHON TEKCTYPHI U
HCTIONTh30BATh €T0 IJIsl agpecalii APYToii.

IlosroMy Ha maHHoMm 1iare Bcerma Heoboxoaum RGBA-pesynbTaT apyroro uiara,
[PUYEM ITU Ollepaluy He 00s3aHbl cileoBaTh Apyr 3a jpyrom. OnHako s Ipo-
CTOTbI MbI OyleM HYMEpOBaTh LIArM OJMH 3a APYIUM, HAYMHAS C HYJ.

D,Byxmarosoe TeKcTypuposaHue

C ncnoJjib3osaHnem Kpacnoﬁ n aﬂqua'KOMHOHeT
(Dependent Alpha-Red Texturing)

HanHbiii weiigep 6eper kpacHyio (R) u anbda (A) KOMIOHEHTb ¢ OJHOIO U3

LIArOB TEKCTYpUPOBAHUsS (He 00s13aTeIbHO MPENbIIYIIEro) U UCIONb3yeT KaK TeK-
CTYPHbIE KOOPAMHATHI IS JOCTYINA K APYrod ABYMEpHOI Tekcrype (tabi. 12.6).

Tabnuya 12.6. Pabora Lweiinepa Dependent Alpha-Red Texturing

War | TekctypHble Lenpep O6palueHne dopmar BbixogHoe
KoopauHaTbl K TeKCType TEeKCTypbl 3HaveHune
0 3aBucsT 3aBucut 3aBucut Jliobas 2D RoGoBoAo
OT MPUSIOXEHUA | OT TEKCTYpbI OT TEKCTYpbI RGBA-
TekcTypa
1 WrHopupytotea Dependent (Ro, Ao) Jliobana 2D | R1GyB,A;
Alpha-Red
Texturing RGBA-
TekcTypa

PaGora uiefinepa npeactaBieHa Ha puc. 12.3. JluctuHr 12.3 conepXuT mnpumep
MPOTPAMMBI, PEATU3YIOIIEN STOT METO].

Jlncturr 12.3. NMpumep 3agaHusa saBucumoro 4YteHus alpha-red

// setup stage 0O
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GIL SHADER OPERATION NV,
GL TEXTURE 2D );
// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DEPENDENT AR TEXTURE 2D NV ) ;
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glTexEnvi ( GL_TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREQ_ARB ) ;

Stage 0

(50,10,p0,q0)

> tex0

(10,90,60,a0) =tex0 (r0,80,b0,a0)
(50,10,p0,q0)

(r0,a0)

Stage 1

texl

(sltlplql)
—X

(rlglblal)
(rl.gl,bl,al)=tex! (r0,a0)

Y

Puc. 12.3. Pa6oTa weinepa Dependent Alpha-Red Texturing

OO0patuTe BHMMaHME HAa TO, YTO AJIs1 BTOPOIO Illara SIBHO 334deTcs HOMEp liara
TEKCTYPUPOBAaHHUS, U3 KOTOPOIo HE00X0muMoO B3dTh BbixoaHble RGBA-3HaueHus
JUIS MX MCITOJIb30BAHUS B TEKCTYPHBIX KOOPAMHATAX.

[ByxwaroBoe TeKCTypupoBaHue

C UCMNOJIb3OBaHUEM 3€/IeHON U CUHEN KOMIMOHEHT
(Dependent Green-Blue Texturing)

I[aHHbIﬁ meﬁz[ep TTIOJTHOCTBIO aHAJIOTUYCH TPEABIAYIIEMY U OTINYACTCS OT HETO
TOJIBKO TE€EM, YTO B Ka4Y€CTBE TCKCTYPHbBIX KOOpAWHAT IS JOCTYyIIA K z[pyroﬁ TEK-

crype cayxar 3eneHast (G) u cunss (B) kommoHeHTs! (Tabsn. 12.7). Jiuctunr 12.4
WITIOCTPUPYET MPUMEP HACTPOMKU JTAHHOTO lieiaepa.

Ta6nuya 12.7. Pabota werigepa Dependent Green-Blue Texturing

LWar TekcTypHble Lenpep O6pauieHne | ®opmar BeixogHoe
KoopauHartbl K TeKcType TEeKCTYpbl 3Ha4eHue

0 3aeucaAr 3aBucuT oT | 3aBUCUT OT JTiobas 2D RoGoBoAo
OT NPUSIOXEHNA | TEKCTYpbI TEKCTYypbl RGBA-TekcTypa
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Ta6bnuya 12.7 (okoHyarve)

LWar TekcTypHble Lenpep O6pauieHne | ®opmar BeixogHoe
KoopauHartbl K TeKcType TEeKCTYpbl 3Ha4eHue
1 WrHopupytotca | Hert (Go, Bo) Jlio6as 2D R,G{B.A,

RGBA-TekcTypa

INuctunr 12.4. NMpumMmep HaCTPOWKM AN UCNONb30BAHUSA
Dependent Green-Blue Texturing

// setup stage 0O
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GIL SHADER OPERATION NV,
GL TEXTURE 2D );
// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DEPENDENT GB TEXTURE 2D NV );
glTexEnvi ( GL TEXTURE SHADER NV,

GL PREVIOUS TEXTURE INPUT NV, GL TEXTUREOQ ARB );

[lBymepHOe TeKCTypupoBaHmne
co cmeweHuem (Offset Texture 2D)

DroT wLieijep IO3BOJSIET 110 3HAYCHUSIM M3 OJHOM TEKCTYPbhl U3MEHUTb TEK-
CTYPHbIE KOOPAMHATHI JjIs gocTyna K apyroi. Ilpu 3ToM mojlydeHHbIE U3 TeK-
CTYpBI [1Ba 3HAUEHUS] YMHOXAIOTCS HA MAaTpuUlly 2x2 U3 BEILIECTBEHHBIX YUCEN, U
[OJIyYE€HHbIe 3HAYEeHUs] A00ABISIIOTCS K OObIYHBIM TEKCTYPHBIM KOOPAMHATAM
(Taba. 12.8).

[efinep mcnonb3yeT HOBBIE (POPMATHI TEKCTYP: GL_DSDT NV (IBa 3HAKOBBIX Ka-
Hajla 1o 8 GMTOB HA KAHAI), GL_DSDT MAG NV (TpH §-OMTOBBIX KaHATA, MOCIEN-
HIW U3 HUX O€33HAKOBBIN) M GL_DSDT MAG INTENSITY NV (Y4eTBIpE KaHaIa, IO-
CJIeIHUE 1BAa — OE33HAKOBLIE).

Ta6nuya 12.8. Pabora wweigepa Offset Texture 2D

LWar | TekctypHble | LUeiipep | O6palueHue ®dopmart BbixogHoe

KoopaunHatbl K TeKcType TeKCTypbl | 3Ha4YeHue

0 (so, b, 1o, go) | Texture (s0/90, 1/q0) DSDT RoGoBoAo
2D (ds, dt)
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Ta6bnnya 12.8 (okoHyarye)
Lar | TekctypHble | LUeiipep | O6palueHue ®dopmart BbixogHoe
KoopaunHatbl K TeKcType TeKCTypbl | 3Ha4YeHue
1 (31, t1) Offset SI1=S1+kO'dS+k2'dt ﬂ}06a$| 2D R1G1B1A1 =
Texture t\=t,+k1-ds+k3-dt RGBA- = tex(s', 1)
2D TEKcTypa

PucyHok 12.4 nokasbiBaeT paboTy AaHHOIO Lieiaepa, a JUCTUHI 12.5 — mpumep
HACTPOMKM AJI51 €r0 UCMOIb30BaAHMS.

Stage 0
(50,t0,p0,q0)
> tex0
(ds,dt)
(ds,dt) =tex0 (s50,t0,p0,q0) >
(shtl) Stage 1
Y Y
peR e L
Hl B fl 1 k3 ¢
> tex!
(rl,gl,bl,al)
(rl,glbl,al)=texl (s't') >

Puc. 12.4. Pa6ota wennepa Offset Texture 2D

JlnctuHr 12.5. NMpumep HacTporku Ansa ncnonb3oBaHus wengepa Offset Texture 2D

// setup stage 0O
glActiveTextureARB ( GL TEXTUREO ARB );
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glTexEnvi ( GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,
GL TEXTURE 2D );
// setup stage 1

float k [4] = { 0.3, 0.5, 0.7, 0.5 };

glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_OFFSET TEXTURE 2D NV );

glTexEnvi ( GL TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL TEXTURE(Q ARB );

glTexEnvEv ( GL TEXTURE SHADER NV,

GL_OFFSET TEXTURE MATRIX NV, k );

B »TOM mpumepe MoMHUMO SIBHOTO 3a3JaHus MPEeAbIAYILEro 1iara TakxKe 3a1aeTcs 1
MaTpuia k Mpeodpa3oBaHUs TEKCTYPHbIX KOOPAMHAT.

O6patnTe BHUMaHWe, YTO B JAaHHOM TIpUMEpe BCTpevaeTcsl HOBBINA (opMaT TeK-
CTYpBl — GL_DSDT_Nv. KaXIBlif €e TEeKCEel COCTOMT M3 JIBYX OaiTOB, OMpPENEIsIo-
WX Tapy 3HaYeHU# u3 orpeska [—1, 1].

Takum obpazom, DSDT-tekcrypa ¢akTUuyeCcKu 3agaeT MUKpopesibed Ha MOBEpX-
HocTH 00bekTa. [1ogoOHbIM criocod UMUTALUU pelibeda MIPU OTPAKEHUU HA3bIBA-
erca EMBM (Environment Map Bump Mapping). O6paTuTe BHUMAHMUE, YTO JaH-
HBII CIIOCOO MOAEIMPOBAHMSA peibeda MOBEPXHOCTU SBISIETCS MPUOIMKEHHBIM.
TouHbIi cIOCO0 paccMaTpuBaeTcs Hajiee B OTOIl I1aBe.

[lBymepHOe TeKCTypupoBaHmne
CO CMelleHneM U maclutabupoBaHuem
(Offset Texture 2D scale)

JaHHbIA 1ieiigep aHajloruyeH mnpeablayliemy, HO 31ecb RGB-KoMIoHEHThI Bbl-
XOJIHOI'O 1IBETa I0JBEPraloTcs MaclutabupoBaHuio ¢ koadpodunueHtrom MAG, Bbl-
YUCISIeMBbIM IIPU ITOMOIIM 3aJaBa€MbIX I0Jb30BaTENEeM 3HAYCHUH Kgepe U Kpigs
OO0parute BHMMaHUE, 4YTO alb(a-KaHajl MAacIUTa0OMPOBAHUIO HE [OABEPraercs
(tabn. 12.9).

B chayyae ecam  TekcTypa, 3ajarwilnas  cMmellleHue, uMmeer  dopmar
GL_DSDT_MAG_INTENSITY, TO Ha COOTBETCTBYIOUIEM TEKCTYPHOM OJIOKE BO3-
BpalllaeTcsl SIpKocTh BO Bcex KaHamax (i, i, i, i), "HaUYe BO3BpalllaeTcsl 3HaUYeHue
(0, 0,0, 0).

Juctunr 12.6 cogepXuT nmpuMep HaCTPOMKHU Lieiinepa.
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Tabnuya 12.9. Paborta wweiigepa Offset Texture 2D Scale
War | TekctypHbie | Lenpep O6paweHne | Dopmart BbixogHoe
KoopauHaThbl K TeKcType TEKCTYpbl 3HauyeHue
0 (so, b, ro, go) | Texture 2D (so/qo, b/q0) | 2D (0,0,0,0)
DSDT_MAG | ds, dt, mag
1 (s1, 1) s'=s,+k0-ds+ Tex(s', t4) Jio6as 2D. (R*M, G*M,
+k2.dt RGBA- B*M, A)
t=t;+ki1-ds+ TekcTypa
+k3-dt
Mzkscale'mag+
+Kpstex1(s’, t)

! NucTuHr 12.6. lMpumep HAaCTPOMKM ANA UCNONbL3OBaHUA Lehaepa
Offset Texture 2D Scale

glActiveTextureARB

glTexEnvi

float

glActiveTextureARB

k [4] =

glTexEnvi

glTexEnvi

glTexEnviv

glTexEnvf

glTexEnvf

LLlenpgepnl,
ncnosnb3ylowme cKkangapHoe nponssegeHue

(

0
(

.3, 0.5,

// setup stage O
GL_TEXTUREQ ARB ) ;
GL, TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_TEXTURE 2D ) ;

// setup stage 1
0.7, 0.5 };
GL TEXTUREL ARB );
GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,
GL OFFSET TEXTURE 2D SCALE NV ) ;
GL_TEXTURE_SHADER NV,
GL PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREQ_ARB ) ;
GL TEXTURE SHADER NV,
GL_OFFSET TEXTURE MATRIX NV,
GL TEXTURE SHADER NV,
GL_OFFSET TEXTURE SCALE NV, 0.7 );
GL TEXTURE SHADER NV, GL OFFSET TEXTURE BIAS NV,
0.2 );

k)i

Dra rpymnmna uieinepoB 0epeT pe3yabTaT U3 OJHON TeKCTYpPbl, BbIUMUC/SET IBa CKa-
JIAPHBIX IPOM3BEACHMSI 3HAYEHHMSI U3 TEKCTYpbl U TEKCTYPHbIX KOOPIMHAT U HC-
[10JIB3YET MOJYYEHHbIA Pe3yabTaT A1 AOCTyIa K elle OAHOM TeKCType.



Pacwmpenne NV _texture_shader. EMBM u nonukcenbHoe oTpaxkeHue. .. 339

CkanspHoe npounssegeHue (dot product)

Meiinep mpocTo BbIUMCsAET cKausipHoe npousBeaeHue RGB-3HaueHuMs mpeabl-
JYIIETO 1ara U TEKCTYPHBIX KOOPAUHAT JUIS AaHHOTO TeKcTypHoro 6joka. Tlpu
9TOM B KAauyecTBE TEKCTYPBI KpPOME OOBIYHBIX O€33HAKOBBIX (hOPMATOB GL RGB M
GL_RGBA (C KOMITOHEHTaM¥, TPUHUMAIOIIUMU 3HAUYeHNd U3 oTpeska [0, 1]) Takke
JIOTTyCTUMBl WX 3HAKOBBIE AHATOTM GL_SIGNED RGB NV W GL_SIGNED RGBA NV
(KOMTIOHEHTBI KOTOPBIX MPUHUMAKOT 3HaYeHus1 u3 otpeska [—1, 1]).

OJHUM U3 HEIOCTATKOB OOBIYHbIX (C 8-OUTOBBIMU KOMIIOHEHTAMU) TEKCTYp AJIsI
BBIYMCIEHMS CKAISIPHBIX MPOU3BENSHMI SBISIETCS UX HEBBICOKAsST TOYHOCTb —
BCEro 8 OMT HA KOMIIOHEHTY.

IMoaToMy mjIs1 TIOBBINIIEHUST TOYHOCTW TIPU BBIYACICHUUW CKAJIIPHOTO TIPOU3BE-
NIGHWUST CYIIECTBYIOT JIBA HOBBIX opmara TEKCTyp: GL SIGNED HILO NV H
GL,_UNSIGNED HILO NV. JIsl KakJIoro M3 HUX TeKCelT COCTOMUT W3 NBYX 16-Om-
TOBBIX KOMITOHEHT.

Hns dopmara GL SIGNED HILO NV 00€ KOMIIOHEHTHI (/i, /o) cuMTaloTcs MpUHU-
MaloUIMMKU 3HaYeHUe u3 orpesdka [—1, 1] (mocie macuiTabupoBaHuUs, KOHEYHO).
1 BbIUMCAEHUS CKATSIPHOIO IMPOM3BEACHUS IO 3TUM ABYM KOMIIOHEHTaM CTpPO-

UTCS TPEXMEPHbBIA BEKTOP:
(hi, lo,N1 - hi* - lIo* )

Jnst dopmara GI, UNSIGNED HILO NV o0e 16-OMTOBBIE KOMITOHEHTBI CUMTAIOTCS
MPUHUMAOIIUMU 3HaYeHus U3 orpeska [0,1]. [Iist BEIUMCIEHUS CKaISIPHOTO TIPO-
W3BEICHNS TI0 3TUM KOMITOHEHTaM CTPOUTCS BEKTOP:

(hi,lo,1).

D1n dhopMaThl TO3BOSIOT 3aaBaTh KapThl HOpMaJiei ¢ ropasno Oojiee BHICOKOM
TOYHOCTEIO.

Hnst 6e33HakoBbix RGB(A) TekcTyp MOXHO 3aiaTh Mpeodpa3oBaHue UX B OTPE30K
[—1, 1] unu Xe ocTaBUTh B UCXOIHOM BUIE.

D10 OCYHIECTBIISICTCA KOMaHI01

glTexEnvi ( GIL,_TEXTURE_SHADER NV,
GL RGBA UNSIGNED DOT PRODUCT MAPPING NV, param );

B cnydae, Korna param MPUHUMAET 3HAUYEHWE GL_EXPAND NORMAL NV, TPOMCXO-
JUT TIpeoOpaszoBaHKe KOMIMOHEHT B oTpe3ok [—1, 1] aHalorMyHO TOMY, Kak 3TO
JenaeTcsl B pacliMpeHuu register combiners. Eciv 3HauyeHWe 3TOro mnapamerpa
PaBHO GL_UNSIGNED IDENTITY NV, KOMITOHEHTBI B CKISIPHOM MPOW3BEICHUN HE
peodpasyTcs.
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Iﬂeﬁﬂep GL DOT_PRODUCT NV MPEAHA3HAYEH TOJbKO IS UCHOJb30BaHUSA Ha
TIPOMEXKYTOYHBIX LIarax, Impu 3TOM HE MMPOUCXOOUT 06an_[€HI/IH HU K OJHOW TEK-

cType.
Jluctuur 12.7 WLIIOCTpUPYET IpUMEP HACTPOUKHU BTOro Lueliaepa.

Nuctunr 12.7. NMpumep HaCTPOWKKM AN ncnonb3oBaHus wenaepa Dot Product

// setup stage 0
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi ( GL_TEXTURE SHADER NV, GL_SHADER OPERATION NV,
GL_TEXTURE 2D );
// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT NV ) ;
glTexEnvi ( GL_TEXTURE SHADER NV,

GL_PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREQ_ARB ) ;

BroT Wehaep OObIYHO SIBJISETCS MMPOMEXYTOUYHBIM IS paccMaTpuBaeMbIX Jlajlee
LICHAIEPOB.

[lBymepHOe TeKCTypupoBaHmne
(Dot Product Texture 2D)

HaHHblil 1Iefiaep BbIYMCISIET IBa CKAISAPHBIX MPOU3BEeNeHUI U MO HUM obpaiia-
ercs K Tekcrype. IlpeablayliuM 11aroM AOJKHO ObITh CKAISIpHOE MPOU3BeAeHHUE
(oL _poT PprODUCT NV). Pabora weitnepa nosgcusiercs T1ada. 12.10 u puc. 12.5.
IIpumep ero HACTPOKKU WJIIOCTPUPYET JUCTUHI 12.8.

Tabnuya 12.10. Pabota werigepa Dot Product Texture 2D

War | TekctypHbie | Llenpep O6palueHne dopmar BeixogHoe
KoopauHaThbl K TeKcType TEKCTypbl | 3HayeHue
0 3aBucut ot 3aBucut o1 Tek- | 3aBUCUT OT Jiobas (ro, 9o, bo)
NPUIOXEHUs | CTypbl TEKCTYpbl RGB(A)
1 (sy, ty, 1) U= ((ro, go, bo), | Het Het (0,0,0,0)
(s1, ty, 1))
2 (52, b, 12) u,=((ro, go, bo), | tex(uy, u,) 2D RGBA | tex2D(uy, uy)
(2, 1, 1))
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Stage 0

(50,10,p0,q0)

Y

tex0

(10,20,h0,a0) =tex0 (r0,20,60,a0)
(50,t0,p0,q0)

Y

(r0.£0,60)

Stage 1

(sl,tlpl) texl

(0,0,0,0)

Y

u'=r0*s1+g0*t1+b0*p1

Stage 2

(s2,t2,p2) tex2

Y

V'=r0%s2+g0%2+b0%p2 (r2g2b2.a2)
(r2,g2,b2,a2)=tex2 (u',v’)

Puc. 12.5. Pa6oTta weigepa Dot Product Texture 2D

JlnctuHr 12.8. NMpumep HacTpoeEK ANA UCNONb3OBaHUA WeKkaepa
i Dot Product Texture 2D

// setup stage 0
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL TEXTURE 2D );
// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );
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glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT NV );

glTexEnvi ( GL_TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );

// setup stage 2

glActiveTextureARB ( GL TEXTUREZ ARB );

glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT PRODUCT TEXTURE 2D NV ) ;

glTexEnvi ( GL_TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );

MakTUYeCKU JaHHBIA LIEHAep BBIYUCISIET CKaIAPHOE MPOM3BEACHME TEKCTYPHbBIX
KOOPIMHAT CO 3HAYEHMEeM TEeKCTYPbl C IPEeAblayliero Ojoka g WHAEKCAIUU
JBYMEPHOI TEKCTYphI.

[lBymepHOe NpsIMOYrosibHoe TeKCTypupoBaHue
(Dot Product Rectange)

[TonHOCTbIO aHANOIMYEH NPEAbIIYLIEMY LIEHnepy, HO HA IOCIEIHEM llare TeK-
CTypa UMCCT TUIl NV texture rectange.

Ky6uueckoe TeKcTypupoBaHue
(Dot Product Texture Cube Map)

HaHHblil LIeligep aHAIOTMYeH ABYMEPHOMY TEKCTYPMPOBAHMIO CO CKAISIPHBIM
npousBegeHueM (Dot Product Texture 2D), HO 31ech BBOASTCA JIBa IPOMEXY-
TOYHBIX CKAISIPHBIX MPOU3BENEHMS, elle OJHO BbIUMC/SAETCS HA TeKyIEM luare u
9TU TPU MOAYYEHHBIX 3HAYEHUS] MCIIONb3YIOTCS I AOCTyNa K KyOMYeCKOil TeK-
crypHoii kapre. Pabora wieiigepa mosicHsiercss tabn. 12.11 u puc. 12.6. [Ipumep
HacTpoeK — JucTUHrom 12.9.

Tabnuya 12.11. Paborta wwerigepa Dot Product Texture Cube Map

LWar | TekctypHble | LUeipep O6pauieHne | ®opmat BeixogHoe
KooppauHatbl K TeKcType TEKCTypbl | 3HaYeHue
0 3aBucut ot 3aBucut 3aBucut ot TMobas (ro, go, bo)
NPUIOXKEHUs1 | OT TEKCTYpbI TEKCTYpbl RGB(A)
1 (sy, i, 1) U= ((ro, go, bo), | Het Het (0,0,0,0)
(s1, ty, 1))
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Ta6bnunya 12.11 (okoHuyaHue)

War | TekctypHbie | LUenpep O6pauieHne | ®opmatr | BeixogHoe
KoopauHaThbl K TeKcType TEKCTYpbl | 3Ha4YeHue
2 (s2, 1, 1) u,= ((ro, go, bo), | Het Her (0,0,0,0)
(82, b, 12))
3 (ss, t3, 1) u,=((ro, go, bo), | t=(uy, uy, u;) | Cube Map | cubeMap(u,, u, u,)
(s3, &, 1a)) RGBA

Yacto B KauecTBe TEKCTYPHbIX KOOPIMHAT HA TEKYILEM Ilare ciyxXaT oyepeaHble
KOMITOHEHTHI 0a3zuca KacaTeJbHOro rnpoctpaHcTsa (7, b, n). CHauana (¢, by, n,),
1notoM (4, by, ny) u HakoHeu (Z, b;, ny).

Nuctunr 12.9. NMpumep HaCTPOEK ANs UCMONB30OBaHWA Wenaepa

i Dot Product Cube Map

glActiveTextureARB
glTexEnvi

glActiveTextureARB

glTexEnvi

glTexEnvi

glActiveTextureARB

glTexEnvi

glTexEnvi

glActiveTextureARB

glTexEnvi

glTexEnvi

// setup stage 0
( GL_TEXTUREO ARB );
( GL_TEXTURE SHADER NV, GL_SHADER OPERATION NV,
GL_TEXTURE_2D );

// setup stage 1

( GL_TEXTUREL ARB );
( GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,
GL_DOT_PRODUCT NV ) ;
( GL_TEXTURE_SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL_TEXTUREO_ARB )

// setup stage 2

( GL_TEXTURE2 ARB );
( GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,
GL_DOT_PRODUCT NV ) ;
( GL_TEXTURE_SHADER NV,
GL_PREVIOUS TEXTURE_INPUT NV, GL_TEXTUREO ARB );

// setup stage 3
( GL_TEXTURE3 ARB );
( GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,

GL_DOT_PRODUCT TEXTURE CUBE_MAP NV );
( GL_TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );
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(50,t0,p0,q0)

Stage 0

Y

tex0

(10,20,b0,a0) =tex0
(50,t0,p0,q0)

(r0,20,60,a0)

(r0.£0,60)

Y

Stage 1

(slitl,pl)

texl

u'=r0*s1+g0* 1+b0*p1

(0,0,0,0)

Stage 2

(s2,t2,p2)

Y

tex2

v'=r0*s2+g0*t2+b0*p2

Y

(0,0,0,0)

Stage 3

(s3,t3,p3)

Y

tex3

w'=r0*s3+g0*t3+b0%p3
(r3,23,b3,a3)=texCube
(u',v',w')

Y

(r3,g3,b3,a3)

Puc. 12.6. Pa6oTa wengepa Dot Product Cube Map
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OTpaxeHune npuMeHeHNeM Kybuueckoii KapTbl
C NOCTOSIHHbIM MOJIOXXEeHNeM Habnioaatens
(Dot Product Constant Eye Reflect Cube Map)

B mpenpiiyiux rraBax Mbl yKe CTaJKUBAIUCH C UMUTAIlME OTpakeHUs OKpy-
Xarlle cpenwsl (emvironment mapping) OOBEKTOM TPU TIOMOIIU CIEIUATbHON
TeKcTypbl. OueHb yI0OHON ST 3TOTO SIBIIsIeTcsl KyOudeckas Kapta. OnHaKko cTaH-
JApTHBI cmoco® MOAETUPOBAaHMST 3aKITIYAETCS B BBIYUCIEHUU OTPAXKEHHOTO
BEKTOpA UM KaXIOW BEPIIUHBI U €ro WHTEPIOJAIMU BAOJAbL BCEW TpaHU, T. €.
HOCUT TIOBEPIIMHHBIN XapakTep. B ciiyuyae momnukceabHOro oTpaxkeHust (c KkapTa-
MU HOpMaJjieil) HeoOXOAUM croco® BBIYUCIEHUST OTPAXKEHHOTO BeKTOpa B KaXIok
TOYKE.

PaCCMOTpl/IM n0ﬂp06ﬁee, KAaKUM 06pa30M IPOUCXOIUT BbIYMUCICHUE OTPAKCHHOIO
BEKTOp4d, U KdK 3TO MOXET ObITb PEAIU30BAHO IIOIIUKCE/IbHO.

ITyctb B Touke P Ha MOBEepXHOCTH 0ObekTa (puc. 12.5) 3agaH eMUHUYHBIN BEKTOp V
HampaBJeHUs] Ha HaOJoaTeNs 1 HOpMaJu A.

Puc. 12.7. BbluvcneHne oTpaxXeHHOro Bektopa

Torna oTpakeHHBIN BEKTOp » (KaK JIeTKO YOeauThesl, OH TakKe OyaeT eauHU4Y-
HBIM) Oy/ieT 3aJaBaThCs cilenywllei hopmMyoi:

r=72n(e, n — e

Ecnu MbI XOTUM 1151 KaXIOIo IMUKCENa MOCTPOUTh TOUHBIM OTPAXKEHHBII BEKTOP
C IIOMOILIbIO KAPThl HOpMaJIed, TO U pelliaTh 3TO ypaBHEHUE HEOoOXOOMMO LTI Ka-
KIOIO MUKCena OObeKTa.

KapTa HOpMEU[Cﬁ 3a0a€TCd B KACATCJIBbHOM IIPOCTPAHCTBE, CIICAOBATCIIBHO B HETO
HYXHO TIEPEBECTN BCE BEKTOPLI. I[J'IH 9TOT0, KaK MbI YK€ 3HAEM, JOCTATOYHO BbI-
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YUCTUTh TPU CKATSIPHEIX TIpomsBemeHUs. OTHAKO MBI YK€ pacCMaTpWBANA PN
IeitaepoB, TTOMUKCEIBHO BBIYUCISIIONINX CKATIPHBIE TTPON3BEACHUS UTS TIONTyde-
HUS JOCTYTIA K TEKCTYpe.

Hleiinep Dot Product Constant Eye Reflect Cube Map, kak v HOpeablayLIuii,
bopMUpYET TPU CKAISIPHBIX [IPOM3BEACHHUS ISl [1OJIyYEHUS] TPEXMEPHOIO BEKTO-
pa, HO ISl AOCTYIIa K KyOMYECKOM KapTe CIYKUT HEe CaM IOJIyYeHHbI BEKTOp i,
a OTPAXEHHbIA F, BBIYMC/ISIEMBIL 110 cleaylolueil dpopmyiie:

\ - 2(u, e)
o

31ech BEKTOp e — 3TO TOJOXEHWE HaOIromaTesss, KOTOpoe CUMTAeTCsl TTOCTOSTH-
HBIM W 3amaeTcs oTAeIbHON KoMaHmol. Kak jierko 3aMeTHTh, eIMHCTBEHHBIM OT-
JUYneM 3Toi (OpPMYJBI OT PACCMOTPEHHON paHee SBISETCs TOAIepKKa BeKTopa
HampapJIieHUs] Ha HaOonaTeNIs e, KOTOPBIA He SIBISETCST eMMHIIHBIM.

—é€.

Bektop # — HopManb B KacaTeJbHOM IpOCTpaHCTBe. 1 monydeHusl MpaBUib-
HOI'O OTpakeHHS HeoOXOIMMO MEPEeBEeCTH €ro M3 KacaTeJbHOIro IPOCTPAHCTBA (B
KOTOPOM # 3aJaHO B KapTe HOpMajaeil) B MPOCTPAHCTBO KyOMUYECKOM KapThl
(00BIYHO OHO COBIIAAAET C IPOCTpaHCTBOM Habmomarens). Takoil mepeBond ocy-
LLIECTBIIIETCS MPU IOMOILM YMHOXEHHST €ero Ha Matpully npeobpasosanus T.

u'= Tu.

B kauectBe T BbICTymaeT NMpou3BeleHUE ABYX MaTpUIl: BepXHeil JeBoil 3x3 mom-
MaTpUIIbl MaTpUIlLl modelview, UHBEPTUPOBAHHOU U TPaHCIIOHUPOBAHHON (ee MbI
Oynem nanee o6o3HauaTh Kak Mz,; 1) M MaTpuibl, COCTABIEHHON M3 GA3MCHBIX
BEKTOPOB KacaTeJIbHOTro MpocTpaHcTBa 8 = (7, b, n):

T= M3x3_T><S .

CTpokM 3TOH MaTpULbl SABIAIOTCS MEPBbIMU TPEMSl KOMIIOHEHTAMU TEKCTYPHBIX
KOOPIMHAT [IJI51 KaXI0Iro TEKCTypHOIo 0JioKa:

(s1, 11, r1)=(To0, To1, To2),
(82, 1, )=(Tho, T11, T12),
(s3, 13, 3)=(Ta0, T21, T22)-
B sroM ciayuae mpeapLiylide TpM LIara IPOCTO IE€PEBENYT BEKTOP HOPMalu

(mOMyYeHHBIA 13 TEKCTYpbl) U3 KaCaTeJbHOIO IIPOCTPAHCTBA B IMPOCTPAHCTBO IMO-
JIOXKEHUST HaOoaaTess.

ITocne aToro mo mpuBeAeHHON BEIIIE (OpMYyJIe HAXOMUTCS OTPAXKEHHBIN BEKTOP
¥ Jajiee OH HMCIIONb3YeTCs IS JOCTyIa K KyOM4YecKoi KapTe oTpaxeHus. Pabo-
Ta uIeipepa WIIOCTpupyercs T1adn. 12.12, a mpumep HACTPONKM — JIMCTUH-
rom 12.10.
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Tabnuya 12.12. Paborta wevigepa Dot Product Constant Eye Reflect Cube Map

LWar |TekctypHblie |LUenpep O6paueHne |®Dopmat |BbixogHoe
KoopauHartbl K TEKCType TEKCTypbl [3Ha4YeHMne
0 3aBucuT ot 3aBucut 3aBucut ot JMobas (ro, go, bo)
NPUIOXKEHUA  |OT TeKCTypbI TEKCTYpbI RGB(A)
1 (s1, 4, rv) u,= ((ro, 9o, bo), Hert Het (0,0,0,0)
(s1, 11, 1))
2 (82, b, 1a) u,= ((ro, 9o, bo), Her Hert (0,0,0,0)
(55, b, 1))
3 (83, &, r3) u,= ((ro, 9o, bo), (o 1, 1) Cube Map |cubeMap(r,, r,, r,)
(ss, &, 1a)) RGBA
u=(uy, uy, uy)
r=2ulu, e)Au, u)—e

Jlncturr 12.10. NMpumep HacTpoOEK ANA UCNONb3OBaHUA WeKkaepa
Dot Product Constant Eye Reflect Cube Map

// setup stage O
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL TEXTURE 2D );
// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT NV );
glTexEnvi ( GL TEXTURE SHADER NV,

GL PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );
// setup stage 2
glActiveTextureARB ( GL TEXTUREZ ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT NV );
glTexEnvi ( GL TEXTURE SHADER NV,

GL PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );
// setup stage 3
float eye [3] = { -5, 0, O };
glActiveTextureARB ( GL TEXTURE3 ARB );
( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT CONST EYE REFLECT CUBE MAP NV );

glTexEnvi
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glTexEnvi ( GL_TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );
glTexEnviv ( GL_TEXTURE SHADER NV, GL_CONSTANT EYE NV, eye );

OTpaxeHue ¢ ucnosb3oBaHueM Ky6nueckoi KapTbl
(Dot Product Reflect Cube Map)

DTOT 1Ieiinep aHaIOTM4eH IpenblIylleMy, HO 3[AeCh KOOPAMHAThI HAOII0AaTeNs
nepenaloTcss B TEKCTYpHOU KoopauHare ¢. Pabora 1ueiinepa mnosicHseTCs
T1a01. 12.13, a npuMep HACTpoeK coaepxKuTcs B aucTuHre 12.11.

Tabnuya 12.13. Pabora wwerinepa Dot Product Reflect Cube Map

LWar |TekctypHbie [Llenpep O6paweHne |®dopmar |BeixogHoe
KoopauHaTbl K TEKCType |TeKCTypbl |3HauyeHune
0 3aBucut ot 3aBucuT OT TEKCTY- |3aBucut ot Jiobas (ro, go, bo)
npunoXxeHus | pbl TEKCTYphl RGB(A)
1 (s1, &, 1y q1) | ux= ((ro, Go, bo), Het Het (0,0,0,0)
(s1, 4, 1))
2 (s2, b, 12, @) |ty = (10, Go, bo), Her Her (0,0,0,0)
(s2, b, 12))
3 (83, &, 13, @3) | = ((ro, Go, bo), (o 1, 1) Cube Map |CubeMap(r,, r,, r,)
(s3, t3, 1)) RGBA
u= (uX1 uyl uz)
e=(qy, %, g
r=2ulu, e)Au, u—e

Jlncturr 12.11. Hactpoika ana wenaepa Dot Product Reflect Cube Map

// setup stage 0O
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL TEXTURE 2D );
// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT NV );
glTexEnvi ( GL TEXTURE SHADER NV,

GL PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );
// setup stage 2
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glActiveTextureARB ( GL TEXTUREZ ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT NV ) ;

glTexEnvi ( GL TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV, GL TEXTURE(Q ARB );

// setup stage 3
glActiveTextureARB ( GL TEXTURE3 ARB );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT REFLECT CUBE MAP NV );

glTexEnvi ( GL TEXTURE SHADER NV,

GL_PREVIOUS TEXTURE INPUT NV, GL TEXTURE(Q ARB );

PaccMmoTpnM Temepb, KaK MOXHO pPEalN30BaTh IPUMEDP TOPA, HCIOIb3YIOLIETO
KapTy HOpMajlel A1 OTPAXKEHUs OKPYKEHUs, 3a1aBAEMOIo KyOUYeCKOU TEKCTyp-
HOM KapToii.

OTo MOXHO CIEMaTh C MOMOIIBIO HIefepa GL DOT PRODUCT REFLECT CUBE MAP NV.
B BbluuciaeHMM yyacTBYIOT BCe 4YeTbIpe luara (Lieiifepa) TeKCTypUpOBAHUSA
(texturing stages):

1. 6L _TEXTURE_2D. TeKcTypoll sIBIsIeTCSl KapTa HOPMAJIEH.

2. GL_DOT_PRODUCT NV.

3. GL_DOT_PRODUCT NV.

4. GL DOT PRODUCT REFLECT CUBE MAP NV. TeKcTypoil sBiseTcss KyOuueckas
KapTa OTPaXEHU.

Ilpu sToM Bcs uHdoOpMaLKs, HEOOXOAUMAs I BbIYMCACHUST OTPAXKEHHOTO BEK-
TOopa I KaXmoro ¢dhparMeHTa, IMepemaeTcsl B TEKCTYPHBIX KOOPOMHATaX TEPBBIX
TpeX TeKCTYPHBIX LIAroB (s;, &, ¥, 4;).

B xoopauHaTax ¢; nepeaaroTcs KOOpAMHATHI MOJoXeHUs Habmonartens (eye):

eye = (qo, q1, Q)

Mpbl cuuTaem, 4YTO TPOCTPAHCTBO HAOMOAATeNs (eye-space) COBMAAAET C MPO-
CTPAaHCTBOM, B KOTOPOM 3a1aHa KyOuueckass Kapra oTpaxeHus (cubic environment
map), T. €. OCU 3TOW CUCTEMbl KOOPAWHAT MapaUiejbHbl pedpaM Kyda, Ha TpaHu
KOTOPOTrO HAKJIaIbIBaeTCs KyOuueckas TekcTypa (cam Habniogarenb Mpu 3TOM Ha-
XOJUTCS B LIEHTpe Ky0a).

[eiinep GL_DOT PRODUCT REFLECT CUBE_MAP_ NV 10 MPeoOpa3oBaHHOMW MpPH MO-
Mol MaTpulbl I HopMaiu #' (0OpaTuTe BHMMaHUE, YTO MpeoOpa3oBaHHas HOpP-



350 lnaga 12

MaJb MOXeT ke He OBITh eAMHWYHON) U TIOJIOXKEHIIO HAOTIONaTeNs eye ISl Kaxk-
J0ro (hparMeHTa BbIYMC/ISIET OTPAXKEHHBIl BEKTOP:

r =2n{(n', eve)/(n’, n) — eye.

Haiee BEKTOp 7 UCIIOTB3YETCST U JOCTYTIA K KYOMUeCKON KapTe OTpaXkKeHMsI.

PaccmoTtpuM Temrepb TIPaKTHUYECKYIO peaTn3aliio 3TOTO TTOIX0Ia — TOCTPOCHME
U300paKEHUS] TOPA, OTPAXKAIOLIEIO OKPYXKAIOLLYIO CPELY, Ha IOBEPXHOCTh KOTO-
poro HaJoXeHa KapTa HopMaJeit.

3a OCHOBY Kilacca TIpENCTaBICHUS TOpa MOXHO B3SITh KJacC Torus, BCTpeYaB-
LIMACI HAM P BhIYMCIEHUU MONUKCeNbHOro audpy3Horo ocpelieHus (cm. eaa-
8y &), moOaBHUB B KIIACC Vertex METOM, CAYKAIIWN ST TIOTyIeHUS MaTputisl 7'

struct Vertex
{
Vector3D pos; // position of vertex
Vector2D tex; // texture coordinates
Vector3D n; // unit normal
Vector3D t, b; // tangent and binormal
// compute transform matrix for
// reflective bump mapping
void buildTransformMatrix ( const Matrix3D& mInvT,

Matrix3D& t ) const;
}i

BXOHPHJM napaMeTpoM Il METOHA buildTransformMatrix CIYXKUT UHBEPTUPO-
BaHHad U TPAHCIIOHMPOBAHHAsI BEPXHsA JieBasl NOIMATpULA modelview MaTpULIbI
(HOCKOJ’[I)Ky OHA OAWHAKOBA IS BCEX BCpI_HI/IH). BI)IXOZ[HI)IM mapaMeTpoM SBIIACT-
¢ Marpuua npeobpaszopanHus T.

void Vertex :: buildTransformMatrix ( const Matrix3D& mInvT,

Matrix3D& tr ) const

Matrix3D s ( t, b, n );
tr = mInvT * s;

}

Jluctunr 12.12 conepXuT KoA Mpoleayphbl BbIBOIA TOPa.

Nuctunr 12.12. MNMpoueaypa BoiBOAa TOopa

void Torus :: draw ( const Vector3D& eye )

{

// get modelview matrix from OpenGL
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float mG1l

[16];

glGetFloatv ( GL MODELVIEW MATRIX, mGl );

Matrix3D
mv [0] [0]
mv [0][1]
mv [0] [2]
mv [1][0]
mv [1][1]
mv [1][2]
mv [2][0]
mv [2][1]
mv [2][2]

mv.invert

mv.transpose
Matrix3D t;
glBegin ( GL TRIANGLES );

for ( int 1 = 0;

for

{

}
glEnd

mGl
mGl
mGl
mGl
mGl
mGl
mGl
mGl
mGl

()i
():

( int j

Vertex& v = vertices [faces [i].index

// now extract 3*3 submatrix from it,

// remember that OpenGL

// matrices are column-ordered

// invert and transpose matrix

i < numFaces; i++ )

= 0;

J < 37 J++ )

v.buildTransformMatrix ( mv, t );

Vector4D tl1

Vectord4D t2

VectordD t3

(
(
(

t
t
t

[orro], t [or[ij, t
(1rro], ¢ (11111, t
[zrro], t [21[1], t

glMultiTexCoord2fv ( GL TEXTUREO ARB,
glMultiTexCoord3fv ( GL TEXTUREl ARB,
glMultiTexCoord2fv ( GL TEXTUREZ ARB,
glMultiTexCoord3fv ( GL TEXTURE3 ARB,
glVertex3fv

()i

( v.pos

Cama nporpamMma npuBeieHa B quctuHre 12.13.

(311:

(0] 121,
(11121,
(21121,
v.tex
tl
t2
3

eye.x );
eye.y )i
eye.z );

)i
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//

// Sample to to per-pixel true reflective bumpmapping in OpenGL
//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Torus.h"

Vector3D eye (8, 0, 0); // camera position
unsigned envMap; // environment cubemap id
unsigned bumpMap; // normal map

float angle = 0;

Torus torus ( 1, 2, 30, 30 );

Vector3D rot ( 0, 0, 0);

int

int

mouse0ldX 0;
mouseO0ldy 0;

const char * faces [©6] =

{

}i

"../Textures/Cubemaps/cm_left.tga",
"../Textures/Cubemaps/cm_right.tga",
"../Textures/Cubemaps/cm_top.tga",
"../Textures/Cubemaps/cm bottom.tga",
"../Textures/Cubemaps/cm back.tga",

"../Textures/Cubemaps/cm_front.tga",

void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );
glDepthFunc ( GL_LEQUAL ) ;

glHint ( GL_POLYGON SMOOTH HINT,

glHint ( GL_PERSPECTIVE CORRECTION HINT,

GL NICEST );
GL NICEST );
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}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glEnable ( GL_TEXTURE SHADER NV );
glEnable ( GL REGISTER COMBINERS NV );
// setup texture stages
// stage O:
// bind bump (normal) map to
// texture unit 0

glActiveTextureARB ( GL TEXTUREO ARB );

glEnable ( GL TEXTURE 2D );
glBindTexture ( GL_TEXTURE 2D, bumpMap );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_TEXTURE 2D );
// stage 1:

glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT NV ) ;

glTexEnvi ( GL TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE TINPUT NV,
GL TEXTUREO ARB ) ;

// stage 2:
glActiveTextureARB ( GL TEXTUREZ ARB );

glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT NV );
glTexEnvi ( GL_TEXTURE SHADER NV,

GL PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREO_ARB ) ;

// stage 3:

// bind environment cube map to

// texture unit 3

glActiveTextureARB ( GL TEXTURE3 ARB );

glEnable ( GL TEXTURE CUBE MAP ARB );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, envMap );
glTexEnvi ( GL TEXTURE SHADER NV, GL SHADER OPERATION NV,

GL_DOT_PRODUCT REFLECT CUBE_MAP NV );
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}

glTexEnvi ( GL_TEXTURE SHADER NV,
GL PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREO_ARB ) ;
// setup register combiners
glFinalCombinerInputNV ( GL VARIABLE A NV, GL TEXTURE3 ARB,
GL UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = 1
glFinalCombinerTnputNV ( GL VARTABLE B NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL RGB );
// Cc=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL UNSIGNED IDENTITY NV, GL RGB );
// D=0
glFinalCombinerTnputNV ( GL VARTABLE D NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
glMatrixMode ( GL MODELVIEW );
glPushMatrix ();

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

torus.draw ( eye );
glPopMatrix )z
glutSwapBuffers ();

void motion ( int x, int y )

{

rot.y -= ((mouse0ldYy - y) * 180.0f) / 200.0f;
rot.z —= ((mouseQldX - x) * 180.0f) / 200.0f;
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;
if ( rot.z < =360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y —= 360;
if ( rot.y < =360 )
rot.y += 360;



Pacwmpenne NV _texture_shader. EMBM u nonukcenbHoe oTpaxkeHue. ..

355

mouseOldX = x;

mouseO0ldY = y;

glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{

if ( state == GLUT_ DOWN )

mouseQldX = x;

mouseO0ldY = y;

}
void reshape ( int w, int h )
{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL PROJECTION );
glLoadIdentity ();

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0.0, 0.0, 1.0 ); // up

}
void key ( unsigned char key, int x, int vy )
{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested

exit ( 0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );

glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );

glutInitWindowSize ( 500, 500 );

// create window

int win = glutCreateWindow ( "OpenGL true per-pixel reflective

bumpmapping” );

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0
(
(
(
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// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key )

glutMouseFunc ( mouse )i

glutMotionFunc ( motion );

init ()

initExtensions ();

printfInfo 07

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;
}
if ( !isExtensionSupported ( "GL NV texture shader" ) )

{
printf ( "GL NV texture shader NOT supported" );

return 3;
}
bumpMap = createNormalMap ( false,
", ./Textures/Bumpmaps/bump.tga" );
envMap = createCubeMap ( true, faces );

glutMainLoop ();

return 0;

Ha puc. 12.8 npuBoauTCsl MOCTPOEHHOE 3TOH IPOrpaMMoil M300paxKeHue oTpa-
XKAIOUIEr0 TOpa C HAIOXKEHHOM HA HEro KapToid HOpMAaJICH.
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EOpenGl true per-pixel reflective bumpmappin

Puc. 12.8. N306paxeHne Topa ¢ KapToii Hopmarnei ¢ environment mapping

Mcnonb3oBaHne ckanspHoro npousseaeHus
Ana obpallueHnsa cpasy K AByM Ky6buueckum Kkaptam
(Dot Product Diffuse Cube Map)

MMpensinymme paciimpeHUs UIS TTOTYICHUST OTPAXKEHHOTO BEKTOpA F BBIYUCISIOT
BEKTOp «, KOTOPHIN (akTUIecKn SBISIETCS TpeoOpa3soBaHHBEIM B KacaTelbHOE
MTPOCTPAHCTBO BEKTOPOM HOpMaiH (BO3MOXHO, HEe eAMHIYHBIM).

HaHHblil 11eiinep MO3BOIET MCIIONb30BaTh ITOT IPOMEXYTOUHBIA BEKTOp IS
oOpallleHus K ellle OJHOH TeKCTypHOM KapTe, TakKuM OOpa3oM Ha IOCIeIHEM
1are MpoMCXOIUT obOpallieHue K KyOMUecKoil KapTe M0 OTPaXKEHHOMY BEKTOpY 7,
a Ha MpeanociaeqHeM — K Ipyroil KyOMueckoil KapTe o BEKTOpY U.
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Ecau Ha mpeabiaylieM 1are pa3MecTUTh HOPMUPYIOUIYI0 KYOUUECKYI0 KapTy, TO
Ha BBIXOIE STOrO 1llara Mbl MOJAYYUM 3HAYEHHUE €AMHHUYHOIO BEKTOpA HOPMAJIH,
MpeoOpa3oBaHHOE B KacaTelbHOE MPOCTPAHCTBO. DTOT METOA WJUTIOCTPUpPYETCS
Ta01. 12.14, a npuMep HACTPOMKU — JAUCTUHIOM 12.14.

Ta6nuya 12.14. Pa6bora wwerigepa Dot Product Diffuse Cube Map

LWar |TekctypHbie |LLengep Ob6pauieHne |Popmat |BbixogHoe
KoopauHatbl K TEKCType |TEeKCTypbl |3HaveHune
0 3aBucut oT  |3aBucuT 0 3aBucut o1 |Jliobas (ro, Go, bo)
NPWIOXEHUA |T TEKCTYpbI TEKCTYpbl RGB(A)
1 (s1, ti, 11, g1 |ux= ((ro, Gos bo), Het Het (0,0,0,0)
(s1, 4, 1))
2 |(s2 b, ny q) |u,=((ro, Gor bo), (uy uy, u;)  |Cube Map | CubeMap(uy, uy, u,)
(s2, b, 12)) RGBA
u,= ((ro, go, bo),
(83, &, 13)
3 (3, &, 13, qa) |u=(uy uy, uy) (ro 1, 1) Cube Map |CubeMap(r,, r,, r,)
e=1(q1, %, g RGBA
r=2ulu, e)Au, u)—e

INuctunr 12.14. Hactpoika Ans Mucnonb30BaHus Wenaepa
Dot Product Diffuse Cube Map

// setup stage 0
glActiveTextureARB ( GL TEXTUREO ARB );
glTexEnvi

GL_TEXTURE_SHADER NV, GI,_ SHADER OPERATION NV,
GL TEXTURE 2D );

// setup stage 1
glActiveTextureARB ( GL TEXTUREL ARB );

glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT NV );
glTexEnvi ( GL_TEXTURE SHADER NV,

GL PREVIOUS TEXTURE INPUT NV, GL TEXTUREO ARB );
// setup stage 2
glActiveTextureARB ( GLﬁTEXTURE24ARB )

glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL DOT PRODUCT DIFFUSE CUBE MAP NV );
glTexEnvi ( GL_TEXTURE SHADER NV,

GL _PREVIOUS TEXTURE INPUT NV, GL TEXTUREO ARB );
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// setup stage 3
glActiveTextureARB ( GL TEXTURE3 ARB );

glTexEnvi ( GL_TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT DIFFUSE CUBE MAP NV );
glTexEnvi ( GL_TEXTURE SHADER NV,

GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );

3ameHa rny6uHbl
(Dot Product Depth Replace)

DroT mIelimep MO3BONSET BHIBOAUTHL TpaHb, MapajUTeIbHYI0 3KpaHy, ¢ 3aTaHHOMN
KapToii rayouH (depth sprite). Jnsi noayvyeHuss HauOOJblleil TOYHOCTU JIydlle
Bcero BbIOpaTh Oe33HakoByo TekcTypy HILO.

ITo TekcType Ha TeKyllleM Iare BBIYUCISIOTCS JBa CKAJISIPHBIX MPOU3BENCHUS,
OTHOLIEHME KOTOPbIX M JaeT 3HayeHue IIyOuHbl. Eciau 5To 3HAueHue JeXUT B
npenenax [Zpear Zfarl, TO OHO 3amucekiBaetcs B Oydep TyOuHbBL. B mpoTuBHOM
ciydyae (pparMeHT oTOpachIBAETCS.

Hpe,[[bIZ[YLLIl/IM 1LIArOM JOJIKHO OBITh CKAJIAPHOEC IIPOU3BEICHUE.

PaGora 1eiinepa wunoctpupyercss puc. 12.9 u tadn. 12.15, a npumep HacTpo-
eK — JaucTuHTroM 12.15.

Kapma anyounvt z-0ygep

bias

scale

|

Puc. 12.9. Pa6ota wenaepa Dot Product Depth Replace
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Ta6nuya 12.15. Pabora wevigepa Dot Product Depth Replace

Whias)

Wias), (H, L, 1)
z,= ZIW

LWar |TekeTypHble Lenpep O6paue- |®opmat (BbixogHoe
KoopaWuHaTtbl HWe K TeK- |TeKCTy- |3HadeHue
cType pbl
0 (s0, b, o, Qo) Texture 2D (so/qo, b/qo) |BessHa- (0, 0, 0, 0)
KoBas
HILO
1 (zscaIa zscale/216: Z= (zscale: zscale/2161 zbias): Het Het (0: 0; oa 0)
Zpjas) (H L, 1)
2 (WscaIa Wscale/216: w= (Wscale: Wscal 161 Het Het (0: 0; oa 0)

JlnctuHr 12.15. Hactpoiika ana ncnonb3oBaHus Wenaepa
Dot Product Depth Replace

glActiveTextureARB

glTexEnvi

glActiveTextureARB

glTexEnvi

glTexEnvi

glActiveTextureARB

glTexEnvi

glTexEnvi

(

(

(

// setup stage 0
GL_TEXTUREQ ARB );

GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_TEXTURE_2D ) ;

// setup stage 1
GL_TEXTUREL ARB );

GL TEXTURE SHADER NV, GL SHADER OPERATION NV,

GL_DOT_PRODUCT NV );
GL TEXTURE SHADER NV,

GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );

// setup stage 2
GL_TEXTURE2 ARB );

GL TEXTURE SHADER NV, GL SHADER OPERATION NV,
GL_DOT_PRODUCT DEPTH REPLACE NV );

GL TEXTURE SHADER NV,

GL_PREVIOUS TEXTURE INPUT NV, GL TEXTUREQ ARB );

OO0partuTe BHUMaHUE, YTO B PsAe CIydyaeB IpM HEIpaBUJIbHOM 3aJaHUM JAHHBIX
Iar TeKCTYPUPOBAHUS MOXET HAXOMWUTHCS B OIMMMOOYHOM (inconsistent) cOCTOSI-
HUU, [IPU 3TOM [JISI HEFO YCTAHABIMBAETCS OMEpalus GL NONE.
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V3Harth cocTossHUE 11ara MOXHO IIpru MoMoIIn CJICAYIOIIETO Cl)paFMCHTa Koga:

GLint consistent;
glActiveTextureARB ( stage to check );
glGetTexEnviv ( GL TEXTURE SHADER NV, GL SHADER CONSISTENT NV,

&consistent );

MexaHusMm LueiinepoB, BBOAMMBIX paciiupeHueM NV _texture shader, nossolsier
3aMETHO PACIIMPUTH BO3ZMOXHOCTH TpadpMIecKOTo YCKOPUTENS IO TPOTpaMMUPO-
BAHUIO CJIOXHBIX 3(hHEeKTOB.

Bo3MoxHOCTh OpraHu3aluy 11aroB TEKCTYPUPOBAHMS, HAIPaBISIOLIMX BbIXOJ
OJIHOTO 111ara Ha BXOJ Jpyroro, obecrneymnsia B CBOE BpeMsi KaueCTBEHHBIN CKayoK
[Py MPOrpaMMUPOBaHMHU TpacuyeckKux yckoputenaeil. CylIecTBYIOT TakKxXe pac-
mupeHust NV _texture shader2 u NV _texture shader3, moGapnsitoiiiie HOBblE TH-
bl 1IelepoB. boJjibliMe BO3MOXHOCTM OTKpbUIM pacluupeHuss ARB vertex
program u ARB_fragment program, a takxke sisbik GLSL m1st HanucaHust coOcT-
BEHHBIX LIEHACPOB.
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PacwunpeHus
ANA gUHamMu4yecKoro onpepgeneHus
BUAMMOCTM B CJTOXHbIX CLeHaXx

ITockoibKy Bce cOBpeMeHHbIe TpaduvyecKue YCKOPUTEIU TOMIEPXKUBAIOT METOJ
7-Oydepa ymaneHUsT HEBUAUMBIX TTOBEPXHOCTEH (MUKCENIOB) Ha anmapaTHOM
YPOBHE, TO JJIsI BHIBOJA JaXKe MOBOJBHO CJIOXHOU CIIEHBbI JAOCTATOYHO Tepenarhb
OpenGL Bce rpaHu, 1 B pe3yjibTare Mbl TIOJYYUM KOPPEKTHOE M300paKeHue.

O[HAaKO Ha OpakTUKe MOJ0OHBIA MOAXOH 00JaJaeT BecbMa CePbe3HbIM HEIOCTAT-
KoM. g aedcTBUTENbHO OOJIbILUUMX M CHOXHBIX CLEH JIUIIb OYeHb HeMHOrue
rpaHu (00bEKTHI) CLIEHBI OKA3bIBAKTCS pealbHO BUAMMbI Habarogareato. Bee oc-
TajJbHble HE BHOCSIT HMKAKOIO BKJAaJa B CTposileecss M3o0paxeHUe, eclii UX He
BbIBOJIUTb, TO HUYErO HE U3MEHUTCS.

TakuMm o6pazoM, Bce 3TH 0OBEKTHI (BO MHOTO pa3 TIPEBHIIAIINAE TTO0 KOJTUIECTBY
YUCIO peallbHO BUANMBIX) TIPOCTO BIYCTYIO TMOTPEONSIOT BechMa 3HAYMTETHHBIC
pecypchl Tpadmdeckoro yckoputens. Ecim 6uI yoamoch Takme HeBUIUMEBIE 00beK-
THI OBICTPO OTIPENEIUTEh U Cpasy XKe OTOPOCUTH (T. €. He BEIBOIUTH), TO MBI TIOJTY-
YIIN OBl 3HAYNTEHHOE YBEINMUEHNE OBICTPOACHCTBUS.

Ot10paceiBass HEBUAMMbIE OOBEKTbI, Mbl BBIMIPHIBAEM Cpa3y Ha DKOHOMUM ABYX
BaXHbIX TUIIOB PECYPCOB: BEpLIMH M MuKcenoB. Tak, oauH OOBEKT C OYeHb
OOJIBIIMM YMCJIOM BEpIUMH, MaXe eClId HA DKpaHe OH 3aHMMAaeT BCEro HECKOJbKO
MMKCEJIOB, MOTpeOyeT 3HAYMTEAbHbIX 3aTPaT UMEHHO Ha 00pabOTKy BEpIUMH, B TO
BpeMsl KaK 00paboTKa MMKCEI0B OKAKETCSI He3HAUMTENIbHOM.

C mpyroit cTOpOHEI, omHA GOJNBINAsT TPaHb, 3aKPHIBAIOIIAS TTPAKTHYECKN BeCh IK-
paH, MOXeT TToTpeboBaTh OONBIINX 3aTpaT MMEHHO Ha 0OpabOTKy HaKpPHIBAGMBIX
€10 TIMKCENTOB, a 00paboTKa BepIIWH OymeT BecbMa IPOCTOM.

st Toro 4TOObI BBISICHUTh, KAKUe rpaHu (0ObEKThI) CleAyeT OTOpachiBaTh cHAuYa-
Jla, Hamo pasobparbcs C MOHATUEM BUAMMOCTU (MM HEBUAMMOCTH) OTAENIbHBIX
00BeKTOB. PaccMOTpuM, 3a CUET Yero OObEKT CLIEHbl MOXET OKAa3aThCsS HEBUAM-
MbIM HaOJ10AaTeNI0.
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BoaMoxxHBI JIBC€ pa3JIMYHbIC CUTYalluN:

1. O0beKT mpocTo He momagaer B o0lacTb BUAMMOCTU Habmwoparens (viewing
frustrum) (puc. 13.1).

2. OOBeKT, XOTs U TOMaJaeT B 00JacTh BUAUMOCTH, HO OKa3bIBAETCS 3aKPBITHIM
OT HaboaaTeNss APYyTUM (ApyTUMU) o0bekToM (o0bekTaMu) (puc. 13.2).

Puc. 13.1. O6bekT He nonan B 061acTb BUAMMOCTU Habnoparens

Puc. 13.2. O6bekT B 3akpbIT OT Habnoaatens o6bekTtom A

Tak, oobekr B Ha puc. 13.1 mpocTo He mMomagaeT B MUpaMUAY BUAUMOCTH Ha-
OmogaTeNnss U MO3TOMY He MOXeT OBITh BuaeH. Ha pwuc. 13.2 m3o00paxeHBI ABa
o0bekTa (A u B), KaXAbli U3 KOTOPBIX TOMaAaeT B MUPAMUAY BUAUMOCTH, HO
MpU 3TOM OOBEKT B 3aKpbIT OT HaOmwoaaTeas 00bekToM A (Mbl cuuTaeM Bce 00b-
eKTBI HETIPO3PAYHBIMN).

Ha puc. 13.3 npeacrapieH 6osee caoxHbii ciydait. O6bekt C 3aKpbIT OT HAO/II0-
jaress cpaszy nByms odobekramMu — A U B. OnHako Impu 9TOM HU OIMH M3 HUX B
ONMHOYKY HE 3aKpblBaeT IMOJHOCTbI0 00bekT C oT Habmiogarensd. DTO sSBAeHUE
Ha3bIBAETCA CIOXHBIM 3aTeHeHueM occlusion fiision.

HesunumocTs BTOpOTO THIIA YacTO MPUBOAMT K TAKOMY KpaliHe HeXelaTeJIbHOMY
SIBJICHNIO, KakK Tiepe3anuch (overdraw). [lom 3TMM TepMWHOM TIOIpasyMeBaeTCs
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MHOTOKpaTHasl 3aluchb (I/I BBIYUCICHUE COOTBETCTBYIOIINX HBGTOB) B OOHU U TEC
K€ TMMUKCEIIBI.

Puc. 13.3. CnoxHoe 3ateHeHne

[lpy MCHoNb30BAHMU CAOXHBIX BbIYMCIUTENbHBIX MOJEIEH I OmnpeaeaeHUs
LiBeTa IMKcena OOJbIIOI overdraw MPUBOAUT K BEChbMa 3aMETHOMY IaeHUIO ObI-
cTpoaeiicTBud. B yacTHOCTH, MME@HHO MO3TOMY PEKOMEHAYETCsl BbIBOAUTb OOBEK-
Thl B IOpSAAKE yaadeHus oT Habmomarend (firont-to-back), NOCKONBKY 3TO IO3BO-
JISeT COBpPeMEHHbIM IpaduyecKuM YCKOPUTEISIM B psie ClIydyaeB cpasy olpene-
JIATb, YTO AAHHBIA IMUKCEN HE MPOXOMUT TECT MIYOMHBI, U M30€XaTh BbIUMCAEHUS
€ro 1BeTa.

ITpoBepka 00bEeKTa HA MONANAHUE BHYTPb OOJIACTU BUAWUMOCTH AJITOPUTMUUYECKU
JOBOJIbHO TipocTa. [lockonbKy 00JIacTh BUAMMOCTH TIPEACTABIsIET coOOl mepece-
YEHUE HECKOJNBKUX MOJYIPOCTPAHCTB, TO JOCTATOYHO MPOBEPUTH HA TOMANaHHE
(xoTs1 ObI YacTUYHOE) 00BbEeKTa B Kaxkaoe u3 Hux (puc. 13.4).

Puc. 13.4. MNpoBepka Ha nonagaHve oobekTa B NMpamuay BUOUMOCTU
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OnHako, HECMOTpSI Ha CBOIO aJTOPUTMUYECKYIO TIPOCTOTY, JJisl OOBEKTOB, CO-
CTOSIIIMX U3 MHOTHX THICSIY TpaHel, mpoBepKa "B JIOO" MoXeT MoTpeOoBaTh 3Ha-
yuTedbHbIX 3arpar pecypcoB CPU. TTosToMy Ha TMpakTuke JJjisi 3TOTO UCMOJb3Y-
I0TCSl TaK Ha3blBaeMble OTpaHMuUMBaIOIMe Tena (bounding volume) — mocTaTOuHO
MpoCThle TeoMeTpuueckue (UTYPbI, TTOJTHOCTBIO cojepKallie MCKOMbBbIH OOBEKT
BHYTpU cebst (puc. 13.5).

Puc. 13.5. lNpumep orpaHnymBatoero tena

Ecnu orpanuyuBaloliee Tejgo He MoIajlo B KaKylo-TO 00JacTh MPOCTPAHCTBA, TO U
colepxaluiics B Heil oOBbeKT TAKKe He MOXKET II0Iaaarb B 3Ty objaactb. OOpar-
Hoe B 0011eM ciayyae HeBepHo (puc. 13.6).

Puc. 13.6. OrpaHnymBatollee Teno nonagaer
B 06/1aCTb BUANMOCTU, @ UCXOOHbIN OOBLEKT — HET
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I[aHHOG OOCTOSTEIBCTBO MO3BOJISIET BMECTO MIPOBEPKU MCXOOHOTO CIOXKHOIO 00B-
€KTa BbIIIOJHUTL ITPOBEPKY €ro OrpaHMuyMBaArOLICIo TeEja. Eciu oHo mocraroyHo
MIPpOCTOE, TO MBI TOJYy4Ya€M BO3MOXHOCTD OT6pOCI/ITB CJIOXKHBIN OOBEKT IIYTEM
BCEI'o JIMlIb HECKOJIbKHX 2JICMCHTAPHbIX TECTOB.

B ciyuae, korga npu oMol OrpaHUMYMBAIOLIErO Teja HE YAaeTcs yCTaHOBUTb
BUIMMOCTb UJIU HEBUAMMOCTb O0BEKTA, TO MOXHO BBIOpaTh Oojiee TOUHBIE METO-
Ibl (Tpedytonie OOJBIIMX 3aTPaT) WIM IPUHSITb, YTO OOBEKT BUAEH, U BHIBECTU
ero (a He TpaTuTh pecypcbl CPU Ha clloXHblE TTPOBEPKH ).

B xadecTBe OrpaHMYMBAIONINX TeJT OOBIYHO BHIOMPAIOTCS TIPOCTBIE TEOMETPUIECKIE
durypel — cdepbl, NPAMOYrojbHble Napauieienuneabl U T. 1. OYeHb HOAXOMSIIN-
MU JUTS 3TOTO SIBISIIOTCS TIPSMOYTOJBHBIC TapayuIeIennIieasl ¢ pebpaMn, Tapai-
JIeJIbHBIMU OCSIM KOOpAUHAT, Ha3biBaeMblie AABB (Axis Aligned Bounding Box).

B oriuuMe oT mpoBepKM HA BUAMMOCTb, OIpeaeieHue 3aTeHeHMdI oO0beKkTa Ipy-
TMMU OOBEKTAMHU OCYIINECTBIISIETCS TOPA3Mo CIOXHee W TpeOyeT GOTBITNX BBEIYHC-
JIUTENIBHBIX PECYPCOB.

IlosTroMy ObLIO OBl OYE€Hb YIOOHO BO3JOXUTh TAKYIO IPOBEPKY HEMOCPEACTBEHHO
Ha rpaduyecKuil yCKOPUTENb, T/Ie BBISICHUTh, TPOXOIUT JIU XOTS Obl OJUH (par-
MEHT M3 PAacTPOBOrO IIPENCTABICHUS OObEKTa TaK Ha3blBA€MbIH TECT IyOMHbI
(n3mMeHeHMe XoTs Obl OIHOTO THMKCceJa MPU MOMBITKE BbiBoga oObekTa). Eciau Ta-
KuX (parMeHTOB HET, TO 3TO 3HAYMT, YTO JAHHBIA OOBEKT IOJHOCTHIO HEBUIUM
(puc. 13.7).

z-0ycpep
—— A
—— \ B
\
N\

Puc. 13.7. lNpoeepka 06bekTa OTHOCUTENBHO Bydepa rnybuHbl
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MMeHHO Takylo BO3MOXHOCTH U TipenocTasisieT pacuinperHue HP_occlusion test.
OHO MO3BOJISIET TPOBEPUTH, MpoIle XOTd Obl OJWH (PparMeHT U3 PacTPOBOTO
TpeCTaBIeHUS TPYIIIBl OOBEKTOB TECT TJYOUHBI.

g ymnpolueHus IpoBepKU OOBIYHO IPOBEPSIETCSl HE caM MCXOMHBIA OOBEeKT, a
JIMLIEBBIE TPaHU ero orpaHuyuBaioniero teaa (AABB). Ilockonbky IS IPOBEPKU
BUAMMOCTU Mbl (DaKTUYECKU BBIBOAUM IpaHu AABB, TO HEOOXOAMMO Ha BpeMsi
TECTOB 3allPEeTUTh 3alUCh BO ¢peiiMOydep, Oydepsl [1yOouHbl U TpadapeTa.

Hanee mpuBoauTcs (GparMeHT KoAa, WITIOCTPUPYIOMWI paboTy ¢ JTaHHBIM pac-
TUPEHUEM.

glDepthMask ( GL_FALSE );

glColorMask ( GL_FALSE, GL FALSE, GL FALSE, GL FALSE );
glStencilMask ( GL FALSE );

glEnable ( GL_OCCLUSION TEXT HP };

aabb.drawFront ();

glDisable ( GL_OCCLUSION TEST HP );

glDepthMask ( GL_TRUE );

glColorMask ( GL_TRUE, GL_TRUE, GL TRUE, GL TRUE );
glStencilMask ( GL TRUE );

glGetBooleanv ( GL_OCCLUSION TEST RESULT HP, &boxVisible );

Ecnm B pesynsrare MBI TOMYYWM 3HAYEHWE boxVisible PABHOE GL_TRUE, TO 3TO
O3HayaeT, YTo XOoTs Obl OJIHA IpaHb OTPAHUYUBAIOIIETO Teja OyAeT BUIHA B CIy-
yae ero BbIBoAa. XOTS M3 3TOTO U HE cienyeT BUJAMMOCTb CaMOro OObeKTa, ero
00OBIYHO TIPUHSITO TMOJIaraTb BUAUMBIM W BBIBOAUTH (puc. 13.8).

Puc. 13.8. HeBngmbin 06beKT,
[Nl KOTOPOro BMAVMa rpaHb OrpaHnYMBaloLLLEero tTena

B npoTuBHOM ciyyae Mbl IojsaraeM, YTO MHTEPECYIOIMI HAC OObEKT HEBUIUM, U
IIPOCTO MPOIYCKAEM €ro.
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OnHako JaHHOE paclldpeHue TpU Bceil ero mpocToTe W TPUBJIEKATeTbHOCTH
MMeeT BechbMa Cephe3HBIN HeIOCTaTOK — OHO TpeOyeT SIBHOU Tiepemavyn MaHHBIX
oT rpaduueckoro yckoputenst K CPU.

Heno B TOM, 4TO COBpeMEHHBIe rpadpuueckue YCKOPUTEIM OPUEHTUPOBAHbL B OC-
HOBHOM Ha mepemayy JAHHbIX (BEepLIMH, aTpUOYTOB, TEKCTYP) TOJIbKO B OIHOM
HanpasiaeHuu: or CPU k rpaduyeckoMy YCKOPUTEIIO IpU aKTMBHOM pacrmapai-
JIeJIMBAHUU 00padOTKU.

Cnyyau mepejadyn JAHHBIX B OOpaTHYK CTOPOHY TPUBOIST, KaK TMPaBUJIO, C OJ-
Hoil ctopoHbl, K oxugaHuto CPU, noka He OydeT roToB COOTBETCTBYIOLIUU pe-
3yibTatr (3TO siBJeHue noaydmno HazBaHue CPU stalling), a ¢ npyroit, MOCKOJIbKY
Bo Bpems mpoctosi CPU oH He mochulaeT JaHHBIE TpaduuecKoMy YCKOPUTEINIO,
MPOUCXONT TIpocTanBanue nocienHero ( GPU starvation).

HMMeHHO K TaKuM CUTyalMsIM MOXeT IpuBecTd paciuupeHue HP occlusion test —
BbI3BATb OCTAHOBKY KOHBeiiepa o0paboTKM, MoKa pe3yabTaT TecTa He Oyaer mepe-
JaH LHEeHTPaIbHOMY IIPOLIECCOpY.

Eme omHUM HemoCTaTKOM TaKOTO MeToNa SABISETCSA TO, UTO Pe3yIbTaTOM €TO BhI-
TTOTHEHUS ABJIseTcs OyneBa BeJMYMHA (TIpOIIIeN/He Tipoimen). B To ke Bpems B
psde ciIydaeB BaXHO 3HATD, I KaKOHM YacTW BBIBEICHHBIX TMMKCEJIOB TECT TPO-
men. Ecm okasweiBaeTcs, 4TO TECT BHITIOJTHEH BCETO JIMIID [UIST HECKOJNBKUX K-
CeJOB, TO B OOJBIIMHCTBE CIYYaeB BHIBOJ COOTBETCTBYIOIIETO OOBEKTA TaKKe
MOXHO TIPOTIYCTHTD (VJTH BEITIOTHUTH YIIPOIIEHHYIO TIPOTIEYPY €To BHIBOAA).

Bcex aTux HegoCTaTKOB JUIIEHO IpemioxeHHoe komnanueil NVIDIA pacuiupe-
nue GL NV occlusion _query. OHO m03BOjS€T HApaieibHO BbIIOJHSITb CPasy
HECKOJIbKO 3alpoCcoB Ha ompeleJeHMe BUAMMOCTH, ITONYy4YaTb HMHGOPMALMIO O
TOTOBHOCTU TOTO WJIM MHOIO 3allpoca U BbLIABATh B Pe3yjbTaTe YMUCIO IUKCENOB,
JUISI KOTOPOI'O T€CT BUAMMOCTH YCIIEIHO IMpoiiaeH. [ mpesocTaBieHus noao0-
HOI (PYHKLIMOHATBLHOCTH 3TO pacllMpeHHe BBOAMT HAPSIAY ¢ HOBbIMM KOHCTAHTA-
MU €llle ¥ HECKOJIbKO HOBBIX (DYHKITUIA.

Tak Kak BO3MOXHO OTHOBPEMEHHOE BBITIOJTHEHME CPa3y HECKOJBKUX 3aIlpoCOoB,
TO UIS KaXIOTO M3 HUX HEOOXOAMMO TIOJYYNTHh YHUKAIBHBIN HIASHTU(UKATOP
(6e33HaKOBOE TIEJI0€ YMCIIO KaK M TS TEKCTYP), KOTOPBIM MCTIONB3yeTcsl KaK TSt
3aJaHAs caMoTOo 3aIpoca, TaK ¥ TS TONydeHUs] WHDOPMAITUN O HEM.

s nonyyeHus1 Habopa MAEHTUGUKATOPOB CAYXUT Cleayloinas GyHKIIMS:

void glGenOcclusionQueriesNV ( GLsizei n, GLuint * ids );

OHa MoNyyaeT B KAauyecTBE BXOMHBIX IapaMeTPOB KOJIMYECTBO n HASHTU(DUKATO-
POB, KOTOpble HEOOXOMMMOE BEPHYThb, U Oydep ids, Kyla OHU JOKHBL OBITH I1O-
MELLEHBIL.

IMo okoHYaHWW BHITIOJTHEHWS 3aTipoca (3alIpoCcOB) COOTBETCTBYIOIINE MACHTUDW-
KaTOPBI TOJKHEBI OBITH OCBOOOXKIEHBI TPU TTOMOIIN (DYHKITIN

void glDeleteOcclusionQueriesNV ( GLsizei n, const GLuint * ids );
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ITocne TOro, KaxKk I/II[GHTI/ICIJI/IKaTOpBI 3aIIpoOCoOB ObUI YCIIECIIHO TTOJY4Y€HbI, MOXHO
Ha4vaTb BBIITOJTHEHUE CaMUX 3aIlIpOCOB BUANMOCTH.

Jisg aTOrO ciyXxar ciaenyroiiue 1se QyHKIUK:

void glBeginOcclusionQueryNV ( GLuint id );
void glEndOcclusionQueryNV () ;

HepBaﬂ 0003HAYaeT HAYAJIO TECTa BUAMMOCTU C 3adaHHBIM I/IZLCHTI/I(l)I/IKaTOpOM
id. BTOpaH — KOHE€L 3aaHus T€CTd BUAUMOCTHU.

ITpu BBITIONHEHUHM 3TUX TECTOB, TAK € KaK U JJIsI PACCMOTPEHHOTO paHee pac-
mupeHuss HP occlusion_test, cieayeT 3ampeTuTb 3amuch B Oydepbl TyOUHBI,
Tpadapera 1 Bo PppeitMOydep.

D1 GYHKUMU MO3BOJAIOT 33AaTh Cpa3y HECKONbKO TECTOB BUIMMOCTU M IIOTOM
OIpalliMBaThb MX TEKYIIee COCTOSIHME M Pe3yabTaTbl IpH MIOMOILIM (YHKIIUU
glGetOcclusionQueryuivNV:

void glGetOcclusionQueryuivNV ( GLuint id, GLenum pname,

GLuint * params );

[TapameTp id omnpenensier, L KaKoro 3ampoca Oyjaer 3anpalliBarbcs 3HaYEHUE,
pname — 34lpaliMBACMyl0 BECJIMYUHY, 4 params — aIpeC nepeMeHHoﬁ,Kyaa HE-
00X0AMMO 3aHECTU Pe3yabTaT BblIOJIHEHMS 3arpoca. B tadn. 13.1 npuseneH mne-
peYeHb TUIIOB 3aIIPOCOB 3TOM (DYHKIIMMU.

Tabnuya 13.1. Tunbi 3anpocoB glGetOcclusionQueryui vy

Bennunna KommeHTapnin

GL PIXEL COUNT AVAILABLE NV [OTOBbl JIn pesyfibTaTbl COOTBETCTBYIOLLEro TecTa.
B cnyuae rotosHocTM BO3BpallaeTca 3HaveHue
GL TRUE, B MPOTUBHOM cJiyyae — GL FALSE

GL PIXEL COUNT NV BosBpallaer KONMMYeCTBO MUKCENOB Af1A AaHHOro
TecTa, KOTOpble YCMeLHO Mpouuin TecT FyOuHbl.
Ecnun Ha MOMeHT BbI3oBa pesysibTaThl JAHHOIo TecTa
€eLle He roToBbI, TO NMPOUCXOZUT UX OXuJaHue

Hanuuwue 3ampoca GL PIXEL COUNT AVAILABLE NV MO3BOJSIET MPUWJIOXEHUIO HE
KIAaTh TOTOBHOCTU PE3y/bTaTOB HAHHOTO TE€CTA, & BBINOJHATH HEKOTOPYIO MOJe3-
Hyl0 paboTy 10 TeX MOp, IoKa pe3yibTaThl He OyayT rOTOBbI (HAIpUMEp, BbIBO-
JUTh Te 00BEKThbI, BUIUMOCTb KOTOPBIX YK€ YCTAHOBJIEHA).

BoaMozkHa Takas KpaﬁHC HEXeEIaTeJIbHasd CUTyalusl, KOTJa BBLIMTOJHEHHUEC 3aIlpo-
COB MOXKET HOTp€6OBaTI) MHOI'0O BPpEMEHU JISI OXKUIAHWA OKOHYAHUSA TECTA. I[J'[H
pEUICHUA l'[pO6J'[€MI)I BO3MOZKHBI HECKOJIBKO BApMAaHTOB.
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IMpocTeimmit 13 HUX 3aKJIOYaeTCsl B BBIBOAE 3TUX OOBEKTOB (BUAMMOCTH KOTO-
PBIX TIOKA eIlle He oTipeneseHa).

Bosiee MHTEpPECHBIM M IEPCIEKTUBHBIM SIBJSIETCS IIOAXO[ HA OCHOBE TaK Hasbl-
BaeMOoii [10KaAPOBOM KorepeHTHOCTU (frame coherence), T. €. TOM OOCTOSITENbCTBE,
YTO MHOXECTBO BUIMMbIX OOBEKTOB OOBIYHO OYEHb MAJIO U3MEHSIETCsl OT Kaapa K
Kaapy. DTo IO3BOJSET HAM MCHOOJb30BaTh Pe3yibTaThl "cTapblx” (ISl Ipeablay-
LMX KAAPOB) TECTOB, KOTOPbIE YK€ IFOTOBbL K HAyajly TEKYIEro Kaapa.

ITpaBna B 3TOM cilygae MOXET IOTPeOOBATHCS YYET OOBEKTOB, IUIST KOTOPBIX BU-
JUMOCTh MOTIJIa M3MEHUTHCS IO CPAaBHEHWIO C TIPEABIAYIIAM KampoM (OBICTPO
JIBUTAIOIIMECS] OOBEKTHI).

B Tex ciyyagx, xorma BbIBOI OOBEKTa OCYIIECTBJISIETCSI B HECKOJbKO IPOXOIOB,
OuYeHb YNOOHBIMU OKAa3bIBAIOTCS 3aIPOChl BUAMMOCTU. Toraa Ha MepBOM IIpoxone
BMECTE C BbIBOJOM CAMOI0 OOBEKTa BBIIOJHSIETCS 3allpoC HA €ro BUAUMOCTb. Ec-
JIM K OKOHYaHHI0 HacTpoiiku OpenGL mi1g oyepenHoro mpoxoaa pe3yabTaTbl TeC-
Ta BUAMMOCTU YX€ ITOJIyYeHbI, TO B Clydyae HEBUAMMOCTU OOBEKTA BBIMOJIHEHME
OCTAaBILMXCS MPOXOIOB MOXET OBbITb IPeKpalieHo.

B 2003 r. mosiBuI0CH HOBOE paciliupeHue, ciyxaliee Jas onpeneeHus: BUIUMO-
ct, — ARB occlusion_query. 3a ero ocHoBy ObL10 B3siTo NV _occlusion_query.
Hwxe mpwBoamTcsl Kparkoe OIMMcaHWe OCHOBHBIX (PYHKIINM TAHHOTO paciInipe-
HUS U CTTIOCO00B paboTHI ¢ HUM.

ﬂﬂﬁ OTOro paclIUMpeHUd TAKXKE BOSMOXHO OJHOBPECMEHHOC BbLIIIOJHEHHUE Cpa3y
HECKOJIbKUX 3aIIpOCOB, IIpU IOTOM K&)Kﬂb[fl N3 HUX ONPECACIACTCA 0€e33HaKOBbIM
1HEJIOUYUCIICHHBIM MZ[CHTI/I(I)I/IKE{TOPOM, IJIA ITOJy4YEHUA U OCBO60)K£L€HI/ISI KOTOpPOro
CIyXKar cieaylouue pyHKIuu:

void glGenQueriesARB ( GLsizei n, GLuint *ids );

void glDeleteQueriesARB ( GLsizei n, const GLuint *ids );

OHU MOJHOCTBHIO AHATOIrMYHbI PACCMOTPEHHbIM pPaHEE glGenOcclusionQueriesNV
U glDeleteOcclusionQueriesNV.

I[J'[SI TIPOBEPKU, ABJISCTCA JIU JAHHOC YNCIO I/II[CHTI/I(I)I/IKH_TOPOM 3aripoca orpeac-
JIEHUsI BUAMMOCTU, CIYKUT (PYHKITHUS
GLboolean glIsQueryARB ( GLuint id );

I[J'[SI 0003HAYEHNS HAYajla U OKOHYAHUS 3aripoca OINpEeacICHUusT BUANMOCTU CIIy-
Kat PpyHKINN

void glBeginQueryARB ( GLenum target, GLuint id );

void glEndQueryARB ( GLenum target );

B xauecTBe TapameTpa target Ha TEKYIIMH MOMEHT JOTMYCTUMAa TOJHKO KOH-
CTaHTa GI,_SAMPLES_ PASSED ARB. [IpM 3TOM eciu yXe cyliecTByeT 3ampoc C 3a-
JAHHBIM WASHTU(PUKATOPOM, TO CUETINK YHCIA MPOUACHHBIX IMUKCEIOB cOpacHI-
BaeTcsl W 3allpoc CTaBUTCS Ha BHIMOJTHeHWe. MmeHTmdukarop, paBHBIN HYITIO,
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SIBJISICTCS] HEMOTTYCTUMBIM. YUYHUTBIBAIOTCST TOJBKO TTUKCENHI, YCTICITHO TIPOIISATIHe
Kak TecT TIIYOWHBI, TaK W TecT TpadapeTa (€cIn OH paspelieH).

,D,Jlﬂ IOJIYYC€HHUA 3aIlIpOCOB O COCTOAHMUHU TECTA U IIOAACPAKKE 3AIIPOCOB UMECTCA
TpU DYHKIUU:

void glGetQueryObjectivARB ( GLuint id, GLenum pname, GLint *params);
void glGetQueryObjectuivARB ( GLuint id, GLenum pname, GLuint *params );
void glGetQueryivARB ( GLenum target, GLenum pname,

GLint *params);

DOyHKIMA glGetQueryivARB IO3BOJISET IOJY4YaTh OOILYI0 MHGpOPMALMIO O 3am-
poce. [IlapameTpoM target 37ech, KaK W paHee, ABIsgeTcd 3HaYCHUE
GL SAMPLES PASSED ARB. Ilpu nomowu napamerpa  pname, PABHOIO
GL_CURRENT QUERY ARB, MOXHO TOJYYUTb WAEHTH(PUKATOP TEKYIIEro 3ampoca
WM HOJb IPU OTCYTCTBUU AKTHBHOIO B JAHHBIA MOMEHT 3ampoca.

IIpu nomowu napaMerpa pname, PABHOIO GL QUERY COUNTER BITS ARB, MOXHO
TOJIYYUTh KOJUYECTBO OWTOB, OTBOAUMOE TIOJT CYETYMK UMCJIA TIPOIIEAINNX TTHUK-
cesioB. B ciyuae, eciiu 1o1y4yeHHOE 3HAYEHUE OTJIMYHO OT HYJIsl, TO PaspsaHOCTH
CUeTUUKA XBaTUT, TIO0 KpailHEN Mepe, U1 ydeTa IBYX 3aluceil B KaXKIbIA MUKCE.

s TMojydeHUs] COCTOSIHMSI TOTOBHOCTH JAHHOTO 3arpoca CHYXUT CIenyrIInui
¢dparMeHT Koaa:

glGetQueryObjectuivARB ( id, GL QUERY RESULT AVAILABLE ARB,

Sresult);

Ecnm pesyneraThl 3ampoca ¢ 3aJaHHBIM WICHTH(GUKATOPOM id yKe TOTOBHI, TO B
[EPEMEHHYIO result OyAeT 3aMucaHoO 3HAYEHUE GL TRUE.

TOFﬂ,a 14 TOJNYYCHUA Yuciaa IMMUKCEI0B, yCICHIIHO IPOLICAIINX TECT, MOKHO BOC-
TIOJBb30BATLCH CIICAYIOIINUM Q)pal"MCHTOM Koaa:

glGetQueryObjectuivARB ( id, GL QUERY RESULT ARB, &count);

Hanbomree adhdeKTHBHBIM METOIOM IJIT TIPOBEPKN BUIAWMOCTH SIBIISIETCST HE TIPO-
CToil mepeGop OrpaHUYMBAIOIIMUX TeJl, 4 CO3AaHUE U3 HUX HEKOTOPOIl CTPYKTYphl
pa3bmeHns MMpocTpaHceTBa. Jlajee MBI pacCMOTPHUM OTHY M3 TIPOCTEHININX TTOm00-
HBIX CTPYKTYp — paBHOMEpPHOE pa3OueHue BCEro MpoCTPAHCTBA HA HAOOp omMHA-
KOBBIX STYCEK.

B xadecTBe MomeNbHON CIEHBI IS TPOBEPKM OTCeYeHUS BEIOepeM O00Jb-
LIY0 KOMHATy, C/Iy4yailHbiM 0Opa3oM 3allOJHEHHYIO pas3iMYHbIMU OObEeKTaMU
(puc. 13.9).

Kaxnaplit mogoOHbI 00beKT MBI OyAeM TIPEACTARIATh B BUAC 3K3eMIUIsIpa Kiacca,
YHACJAEAOBAHHOIO OT Kjlacca SceneObject. JluctuHr 13.1 comepxuT omucaHue
KJ1acCOB OOBEKTOB CIIEHBHI.
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Puc. 13.9. lNpumep MOAEeNLHON CLEHbI

JinctuHr 13.1. OnucaHune KnaccoB 00 bLEKTOB CLEHbI

/7

// Simple object for occlusion testing

//
#ifndef
#define

#include

#include

class

_ SCENE_OBJECT
SCENE_OBJECT
"Vector3D.h"

"BoundingBox.h"

SceneObject
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{

protected:
Vector3D pos;
Vector3D size;
unsigned texture;
BoundingBox box;

public:
int frame;

// been rendered

SceneObject ( const Vector3D& thePos,

// frame where object has

unsigned theTexture )

Pos = thePos;
size = theSize;
texture = theTexture;
frame = -1;

}

const BoundingBoxé& getBounds (

{
return box;
}
virtual ~SceneObject () {}
virtual void draw ()

bi

const

) const

= 0;

class BoxObject : public SceneCbject

{
protected:

int type;
public:

BoxObject ( const Vector3D& thePos,

unsigned theTexture,

SceneObject ( thePos,

type = theType;
}

virtual void draw ()

const;

theSize,

box

const Vector3D& theSize,

( thePos,

thePos + theSize )

int theType )

theTexture

const Vector3D& theSize,

)
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class TeapotObject : public SceneCbject
{
public:
TeapotObject ( const Vector3D& thePos, const Vector3D& theSize,
unsigned theTexture )
SceneObject ( thePos, theSize, theTexture )
{
}
virtual void draw () const;
i
#endif

Kak BumHO, B KadecTBe OOBEKTOB 37eCh OyAyT BBICTYNATh PA3IUYHEIE SIIIUKH
W YaiiHUKU (TIociiegHue ocoOeHHO YA0OHBI M3-3a OOJBINUX 3aTpaT HA WX BBIBOM).
C KaXImpIM W3 TMOJ0OHBIX OOBEKTOB CBSI3BIBACTCSI OTPAHWYMBAIONIEE TEIO, OIH-
CaHHOE BOKPYT HEro, MCIojb3yeMas TeKCTypa M HOMep Kaapa, Korjaa oObeKT ObLT
B TIOCJIEIHUI pa3 BeiBeAcH. Peanmsanust cOOTBETCTBYIOIINX KJIACCOB IIPWUBOANUTCS
B JuctrHTe 13.2.

JInctuHr 13.2. Peanu3aumsa 06 beKToB MOAESNIbHOW CLIEHbI

//
// Simple object for occlusion testing
//
#ifdef WIN32
#include <windows.h>
fendif
#include <GL/gl.h>
#include <glut.h>

#include "SceneObject.h"
#include "boxes.h"
void BoxObject :: draw () const

{
switch ( type )
{
case 0:
case 1:
drawBox ( pos, size, texture );

return;
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case 2:
drawBox2 ( pos, size, texture );
return;
case 3:
drawBox3 ( pos, size, texture );
return;
case 4:
drawBox4 ( pos, size, texture );
return;
}
return;
}
void TeapotObject draw () const
{
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix () s
glTranslatef ( pos.x, pPoOs.y, pos.z );
glScalef ( size.x, size.y, size.z );
glBindTexture ( GL_TEXTURE 2D, texture );
glutSolidTeapot ( size.x );
glPopMatrix ()

ITpocTeiimmii BapuaHT BBIBOJA MOJOOHOM CIIEHBI — BBIBOA BCeX 00BeKTOB. CooT-

BETCTBYIOLIAS Peaain3alus IpUBOIUTCS B aucTuHre 13.3.

NuctuHr 13.3. MNMpocTewnii cnocod BLIBOAA CLUEHbI

// Sample to view frustum & occlusion culling

//

//

#include "libExt.h
#include <glut.h>
#include <stdio.h>
#include <list>

using namespace std;

"

#include "libTexture.h"
#include "TypeDefs.h"
#include "Vector3D.h"



PaCLUI/IpeHl/Iﬂ AJ1A JUHaAMU4eCKoro oripefesieHna BuguMocCTy B CJTIOXKHbIX cLieHax 377

#include "Vector2D.h"

#include "boxes.h"

#include "SceneObject.h"

Vector3D eye (0, 0, =2; // camera position
Vector3D viewDir ( 1, 0, 0 ); // viewer direction
unsigned decalMap [3]; // decal (diffuse) texture
unsigned stoneMap;

int mouseOldX = 0;

int mouseOldy = 0;

Vector3D rot ( 0, 0, 0 );

float step = 0.003; // movement rate per second
bool mousePressed = false;

float roomSize = 100; // room half size

int frames = 0;

int elapsedTime = 0;

float fps = 0;

list <SceneObject *> objects; // global list of objects
void setupCamera () ;

inline float rnd ()

{
return (float) rand () / (float)RAND MAX;

}

void initObjects ()
{
for ( int 1 = 1 - roomSize; 1 < roomSize - 1; 1 += 2 )
for ( int j = 1 - roomSize; j < roomSize - 1; j += 2 )
{
float X =1+ rnd () * 1.2;
float vy =3 + rnd () * 1.2;
float SxX = 0.7 + 0.6 * rnd ();
float sy = 0.7 + 0.5 * rnd ();
int type = 1 + rand () % 4;
int tex = rand () % 3;
if ( (rand () % 15) == 14 )

objects.push back ( new TeapotObject (
Vector3D ( x, vy, -2 ),
Vector3D ( sx*0.5, sy*0.5, (sx + sy} * 0.25 ),
decalMap [tex] ) ):
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else
objects.push front ( new BoxObject (
Vector3D ( %, y, -3 ),
Vector3D ( sx, sy, sx + sy ),

decalMap [tex], type ) );

}
void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH TEST );

glEnable ( GL_TEXTURE 2D });

glDepthFunc ( GL_ LEQUAL )

glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
// draw main hall
drawBox ( Vector3D ( -roomSize, -roomSize, -3 ),
Vector3D ( 2*roomSize, 2*roomSize, 7 ),
stoneMap, false );
// draw objects
for ( list <SceneObject *> :: iterator it = objects.begin ();
it != objects.end (); ++it )

(*it) -> draw ();

frames++;
if ( (frames % 5) == ) // compute every 5 frames
{
int time2 = glutGet ( GLUT ELAPSED TIME ) :
char str [2560];
fps = (float)frames / (0.001 *

(time2 - elapsedTime));
elapsedTime = time?2;
frames = 0;
sprintf ( str, "OpenGL occlusion test example, “\
“FPS : $%5.2f", fps ):
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glutSetWindowTitle ( str );
}
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport 0, 0, (GLsizei)w, (GLsizei)h );
GL_PROJECTION ) :

(
glMatrixMode (
glLoadIdentity ();

(
(

gluPerspective 60.0, (GLfloat)w/(GLfloat)h, 0.1, 1000 );
setupCamera )
}
void setupCamera ()
{
Vector3D to = eye + viewDir;
glMatrixMode ( GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eve.z, // eye
to.x, to.y, to.z, // center
0.0, 0.0, 1.0 ); // up

}

void motion ( int x, int y )

{
static bool mouseInited = false;
if ( !'mouseInited )
{

mouselnited = true;

mouse0ldX = X;
mouse0ldy = vy;
return;

}

float scale = -M PI / 100;
viewDir.x = cos ( scale * x );
viewDir.y = sin ( scale * x );
viewDir.z = 0;

setupCamera ();

glutPostRedisplay ();
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void mouse ( int button, int state, int x, int y )
{
if ( button == GLUT LEFT BUTTON )
mousePressed = (state == GLUT DOWN) ;
motion ( x, v )7
}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit ( 0 );
}
void animate ()
{
static bool timeInited = false;
static int lastTime;
if ( !'timeInited )
{
lastTime = glutGet ( GLUT ELAPSED TIME ) :
timeInited = true;
}
if ( mousePressed )
{
Vector3D delta = viewDir * (step * (
glutGet ( GLUT ELAPSED TIME ) - lastTime)*0.001f);
Vector3D e = eye + delta;

if ( e.x < roomSize && e.x > —roomSize )
eye.x = e.x;
if ( e.y < roomSize && e.y > —-roomSize )
eye.y = e.y;
setupCamera ();
}
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
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glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL occlusion test example" );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key ):

glutMouseFunc ( mouse '

glutMotionFunc ( motion );
glutPassiveMotionFunc ( motion );

glutIdleFunc ( animate );

init ();

printfInfo ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
initExtensions ();
stoneMap = createTexture2D ( true, "../Textures/block.bmp" );
decalMap [0] = createTexture2D ( true, "../Textures/oak.bmp" );
decalMap [1l] = createTexture2D ( true,

", ./Textures/FieldStone.tga" );

decalMap [2] = createTexture2D ( true, "../Textures/woodl.bmp" );
initObjects ();

glutMainLoop ();

return 0O;

Kak HecnoxHO yoeauThesl, JaHHbIA IpUMEpP [OKA3bIBAET BECbMa HEBBICOKOE Obl-
crpogeiictBue. I[lpuuMHA 5TOro JNEXMUT KaK B OIPOMHOM oObeMe Iepe3amnucu
(overdraw), Tak U B BbIBOJ€ 3aBEIOMO He MNONAJalOLIMX B 00JacTh BUAUMMOCTU
OOBEKTOB.

nCpBbIM maromM ONnTMMMU3AlnKU 3TOTO IIpUMEpa GYI[CT I[O6aBI[6HI/I€ B HETO OTCEUEC-
HUS TI0 00JJaCTU BUAUMOCTH.

Hcnonszyemast B OpenGL nupamuga suaumoctu (puc. 13.10) npeacrasnsieT co-
0oii 001acTh MPOCTPAHCTBA, OrPAHMYEHHYIO IIECThbIO IIOCKOCTAMU (OJIMXKHEH,
JajlbHel, JeBOM, IIpaBoOii, BEpXHEH U HUXHENR).
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Puc. 13.10. YceyeHHasa nupammoa BUAUMOCTN

s oTcedeHMST TIO 3TOM 06JIaCTH MOXHO TIPUHSTH BO BHUMaHHWE TOT (PakT, 4TO
00J1acTh B TIPOCTpaHCTBe oTceueHUs (clip space) Tipeobpasyercst B Kyd ¢ peGpoM
JUTHHOM 2 BOKPYT Havyaja KOOpPIWHAT.

[Mockoabky mpeobpazoBaHUMe B IPOCTPAHCTBO OTCEUEHUS] peaau3yeTcsl IMpU Io-
MOLLUM MPOU3BEACHUSI MATPULL MOJEIbHOIO MPeoOpa3soBaHUsl U IMPOEKTUPOBAHUSI,
TO OTCIOAA JIETKO IIOJYYUTh YPABHEHUS IS LIECTU OTCEKAIOLIMX ILIOCKOCTE.
Yao0Hee BCcero 3akjIHYUTh MONYyYeHUE BTUX IUIOCKOCTEH U IPOBEPKY Ha Molaga-
Hue B knacc. B nucrtunre 13.4 npuBOAUTCS €ro ONMCAHKE U Peaalu3aLus.

Jlncturr 13.4. OnucaHme knacca Frustum

//

// Frustum class for OpenGL
//

#ifndef ~  FRUSTUM
#define ~ _ FRUSTUM

#include "Vector3D.h"

#include "Plane.h"

class BoundingBox;
class Frustum
{

Plane plane [6];
public:

Frustum ();
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bool pointInFrustum ( const Vector3D& v ) const;
bool boxInFrustum ( const BoundingBoxé& box ) const;
}i
fendif

1 mpocToThl paboThl MJIOCKOCTH 3A€Ch IpeNcTaBIeHbl IK3EMIUISIpaMU Kiacca
Plane, 3arojJlOBOYHbIA (Daiial KOTOPOro NpUBOAUTCS B JucTuHIe 13.5.

! NMuctunrr 13.5. Onucanme Knacca Plane

//

// Class for simple plane (p,n) + dist =0
//

#ifndef  PLANE

#define  PLANE

#include "Vector3D.h"
enum
{

IN_FRONT = 1,

IN BACK = 2,

IN BOTH = 3,

IN PLANE = 4

bi
class Plane

{

public:

Vector3D n; // normal vector

float dist; // signed distance along n
// build plane from normal
// and signed distance

int nearPointMask; // -1 if not initialized

int mainAxis; // index of main axis

Plane () : n ( O, O, 1)

{

dist = 0;

computeNearPointMaskAndMainAxis () ;
}
Plane ( const Vector3D& normal, float d ) : n (normal),

nearPointMask ( -1 )
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n.normalize ();
dist = d;
computeNearPointMaskAndMainAxis () ;

// build plane from plane equation

Plane ( float nx, float ny, float nz, flocat d ) : n (nx, ny, nz),
nearPointMask ( -1 )

{
n.normalize ();
dist = d;

computeNearPointMaskAndMainAxis () ;

// build plane from normal and
// point on plane

Plane ( const Vector3D& normal, const Vector3D& point )

n ( normal ), nearPointMask ( -1 )
{
n.normalize ();
dist = -(point & n);

computeNearPointMaskAndMainAxis () ;

// build plane from 3 points

Plane ( const Vector3D& pl, const Vector3D& p2, const Vector3D& p3 )
nearPointMask ( -1 )

n=(p2 -pl) * (pP3 - pl });

n.normalize ();

dist = - (pl & n);

computeNearPointMaskAndMainAxis () ;
}
Plane ( const Plane& plane ) : n ( plane.n ), dist ( plane.dist )
{

nearPointMask = plane.nearPointMask;

mainAxis plane.mainAxis;
}
float signedDistanceTo ( const Vector3D& v ) const

{

return (v & n) + dist;
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}
float distanceTo ( const Vector3D& v ) const
{

return (float)fabs ( signedDistanceTo ( v ) );

// get point on plane
Vector3D point () const
{

return (-dist) * n;

// classify point

int classify ( const Vector3D& p ) const

float v = signedDistanceTo ( p );
if ( v > EPS
return IN_FRONT;
else
if ( v < -EPS )
return IN_BACK;
return IN PLANE;
}
void flip ()
{
n = -n;
dist = -dist;
computeNearPointMaskAndMainAxis () ;
}
float closestPoint ( const Vector3D& p, Vector3D& res ) const
{
float distanceToPlane = - dist - (p & n);
res = p + distanceToPlane * n;
return distanceToPlane;
}
bool intersectByRay ( const Vector3D& org, const Vector3D& dir,
float& t ) const

float numer = - (dist + (org & n));

float denom = dir & n;
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if ( fabs ( denom ) < EPS
return false;
t = numer / denom;
return true;
}
Vector3D makeNearPoint ( const Vector3D& minPoint,
const Vector3D& maxPoint ) const
{
return Vector3D ( nearPointMask & 1 ? maxPoint.x : minPoint.x,
nearPointMask & 2 ? maxPoint.y : minPoint.y,
nearPointMask & 4 ? maxPoint.z : minPoint.z );
}
Vector3D makeFarPoint ( const Vector3D& minPoint,
const Vector3D& maxPoint ) const
{
return Vector3D ( nearPointMask & 1 ? minPoint.x : maxPoint.x,
nearPointMask & 2 ? minPoint.y : maxPoint.y,
nearPointMask & 4 ? minPoint.z : maxPoint.z );

}

int getMainAxis () const

{

return mainAxis;

}
protected:

void computeNearPointMaskAndMainAxis () ;
i
#endif

Peanmzamms storo kiiacca TIpUBEIOCHA B JIUCTUHIC 13.6.

Jlncturr 13.6. Peanu3auua knacca Plane

//

// Class for simple plane (p,n) + dist =0
//

#include "Plane.h"

#include "Math3D.h"

void Plane :: computeNearPointMaskAndMainAxis ()
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{

nearPointMask = computeNearPointMask ( n ):
mainAxis = n.getMainAxis ();

B nuctunre 13.7 npuBOAUTCS peanm3alus Kjiacca Frustum ¢ HEKOTOPHIMU OITH-
MU3ALMSIMMU.

i NucTunhr 13.7. Peanusaums knacca Frustum

//

// Frustum class for OpenGL

//

#ifdef _WIN32
#include <windows.h>

#endif

#include <GL/gl.h>

#include "Frustum.h"

#include "Math3D.h"

#include "BoundingBox.h"

Frustum :: Frustum ()

{
float proj [16]; // projection matrix
float model [16]; // modelview matrix
float clip [16]; // transform to clip space matrix

glGetFloatv ( GL PROJECTION MATRIX, proj );
glGetFloatv ( GL MODELVIEW MATRIX, model );
// now multiply them to get

// clip transform matrix

clip[ 0] = model[ 0] * proj[ 0] + model[ 1] * proj[ 4] +
model [ 2] * proj[ 8] + model[ 3] * proj[l2];
clip[ 1] = model[ 0] * proj[ 1] + model[ 1] * proj[ 5] +
model [ 2] * projl[ 9] + model[ 3] * proj[13];
clip[ 2] = model[ 0] * proj[ 2] + model[ 1] * proj[ 6] +
model[ 2] * proj[l0] + model[ 3] * projl[l4];
clip[ 3] = model[ 0] * proj[ 3] + model[ 1] * proj[ 7] +
model[ 2] * proj[ll] + model[ 3] * proj[l5];
clip[ 4] = model[ 4] * proj[ 0] + model[ 5] * proj[ 4] +
model [ 6] * projl[ 8] + model[ 7] * proj[l2];
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clip[ 5] = model[ 4] * proj[ 1] + model[ 5] * proj[ 5] +
model [ 6] * projl[ 9] + model[ 7] * proj[13];
clip[ 6] = model[ 4] * proj[ 2] + model[ 5] * proj[ 6] +
model [ 6] * proj[10] + model[ 7] * proj[l4];
clip[ 7] = model[ 4] * proj[ 3] + model[ 5] * proj[ 7] +
model [ 6] * proj[ll] + model[ 7] * proj[l5];
clip[ 8] = model[ 8] * proj[ 0] + model[ 9] * proj[ 4] +
model[10] * proj[ 8] + model[1ll] * projl[l2];
clip[ 9] = model[ 8] * proj[ 1] + model[ 9] * proj[ 5] +
model [10] * proj[ 9] + model[11] * proj[13];
clip[10] = model[ 8] * proj[ 2] + model[ 9] * proj[ 6] +
model [10] * proj[10] + model[11] * proj[l4];
clip[11l] = model[ 8] * proj[ 3] + model[ 9] * proj[ 7] +
model [10] * proj[1l] + model[11] * proj[l5];
clip[12] = model[12] * proj[ 0] + model[13] * proj[ 4] +
model[14] * proj[ 8] + model[15] * projl[l2];
clip[13] = model[12] * proj[ 1] + model[13] * proj[ 5] +
model [14] * proj[ 9] + model[15] * proj[13];
clip[14] = model[12] * proj[ 2] + model[13] * proj[ 6] +
model [14] * proj[10] + model[15] * proj[l4];
clip[15] = model[12] * proj[ 3] + model[13] * projl[ 7] +
model [14] * proj[1l] + model[15] * proj[l5];

// now extract clip planes params:

Vector3D n [6];
float d [el;
// right plane
n [0].x = clip [3] - clip [0];
n [0].y = clip [7] - clip [4];
n [0].z = clip [11] - clip [8];
d [0] = clip [15] - clip [12];
// left plane
n [1].x = clip [3] + clip [0];
n [1].y = clip [7] + clip [4];
n [1].z = clip [11] + clip [8];
d [1] = clip [15] + clip [12];
// top plane
n [2].x = clip [3] - clip [1];

n [2].y = clip [7] - clip [5];
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n [2].z = clip [11] - clip [9];

d [2] = clip [15] - clip [13];
// bottom plane
n [3].x = clip [3] + clip [1]1;
n [3].y = clip [7] + clip [5];
n [3].z = clip [11] + clip [9];
d [3] = clip [15] + clip [13]:;
// far plane
n [4].x = clip [3] - clip [2];
n [4].y = clip [7] - clip [6];
n [4].z = clip [11] - clip [10];
d [4] = clip [15] - clip [14];
// near plane
n [5].x = clip [3] + clip [2];
n [5].y = clip [7] + clip [6];
n [5].z = clip [11] + clip [10];
d [5] = clip [15] + clip [14];

// normalize

for (int 1 = 0; 1 < 6; 1++ )

float len = n [i].length ();
if ( len > EPS )
{
n [1] /= len;
d [i] /= len;
}
plane [i] = Plane ( n [i], d [i] );

}
bool Frustum :: pointInFrustum ( const Vector3D& v ) const
{

for ( register int i = 0; 1 < 6; i++ )

if ( plane [i].classify ( v ) == IN BACK )
return false;

return true;
}
bool Frustum :: boxInFrustum ( const BoundingBox& box ) const

{

for ( register int i = 0; 1 < 6; 1i++ )
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if ( box.classify ( plane [i] ) == IN BACK )
return false;
return true;

}

Kak BUIHO, OCHOBHOI 00BeM KOJa B Kjacce Frustum CBSI3aH C HaXOXJIEHUEM
MPOU3BEACHUS MOAETBbHOU MaTpUIlbl HA MATPUILY TPOECKTUPOBAHUS U TOJyYye-
HUEM II0 BJIeMEHTaM 3TOro Ipou3BeaeHUs] KO3GhGULIUEHTOB OTCeKAIIUX ILI0C-
KOCTeN.

B sToMm Kimacce Tak Xe, KaK M B KJIacce Plane, COMEPKATCA HEKOTOPBIE OTITHMM-
3auuu s pabotbl ¢ AABB.

19 9THUX K1accoB MpoBEpKa HAa MoIamaHue 3aJaHHOro o0bneKTa (yHacjaemIoBaH-
HOTO OT KJacca SceneObject) 3aKJIOYAETCS B BBI30BE METOJAA boxInFrustum,
MapaMeTPOM It KOTOPOro ciayxut AABB uHTepecylolero Hac 00beKTa.

DYHKIMIO display MOXHO M3MEHUTb, JOOABUB OTCEUEHME 10 001aCTH BUIMMO-
CTH, KaK MokKa3aHo B JucTtuHre 13.8.

Nuctunr 13.8. HoBasa peanusaumsa pyHKuumM display (M3 cparina room-2.cpp)

void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
Frustum frustum;
// draw main hall
drawBox ( Vector3D ( -roomSize, -roomSize, -3 ),
Vector3D ( 2*roomSize, 2*roomSize, 7 ),
stoneMap, false );

// draw objects

for ( list <SceneObject *> :: iterator it = objects.begin ();
it != objects.end (); ++it )
if ( frustum.boxInFrustum ( (*it) -> getBounds () ) )

(*it) -> draw ();
frames++;
if ( (frames % 5) == 0 ) // compute every 5 frames
{
int time2 = glutGet ( GLUT ELAPSED TIME );
char str [256];
fps = (float) frames/ (0.001* (time2 - elapsedTime));

elapsedTime = time?2;



PacwwpeHM,q AJ1A JUHaAMU4eCKoro oripefesieHna BuguMocCTy B CJTIOXKHbIX cLieHax 391

frames = 0;
sprintf ( str, "OpenGL occlusion test example”\
Y, FPS : %5.2f", fps );
glutSetWindowTitle ( str );
}
glutSwapBuffers ();

Takoil npueM I03BOJISIET OTCEYb IOBOJIBHO OOJIBLIOE YUCIO OOBEKTOB (B CpeaHEM
0KO0JI0 5/6 OT 00LIero 4uc/ia), YTo AaeT 3aMETHBIM IPUPOCT ObICTpoieiicTBUs (CM.
tabm. 13.1).
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Puc. 13.11. PagHomMepHOe pa3bueHne cLeHbl Ha KNeTku
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OI[HaKO, HECMOTpPs Ha TO, YTO Cpasy OT6paCbIBa}OTCH 3aB€IOMO HE TTonagaroiimne
B 00J1aCTb BUAMMOCTH O6’beKTbI, 6b1CTpO,Z[GI7[CTBM€ IporpaMmbl BCE€ €ILIEC OCTACTCA
HHU3KHNM. an/I‘{I/IHa 3TOTO 3aKJII0YAETCS B OYEHBb OOJBIIOM OOBeMe Tepesanmncu
(ovenhumo.,ﬂﬂﬂ MHOI'MX IIMKCEJIOB 3allMCb IIPOU3BOAUTCA ACCATKH pa3, 4YTO U
CKAa3bIBACTCs HaA 6bICTpOI[€ﬁCTBHH TIporpaMmablI.

st yckopeHust paboThl TporpaMMsbl cyliecTByeT paciiupeHue ARB occlusion query,
3ajauyeil KoToporo sBiasercs "0opbda” ¢ overdraw.

YToObI He BBIIONHATE OTACILHYIO IMPOBEPKY HA BUAMMOCTD AJIS1 KAXIOro 00bheKTa
CIIEHBI, BBEJEM CIEAYIONIYIO CTPYKTYPY pasOMeHMs] MPOCTPAHCTBA: TOAEINM BCIO
cueHy Ha NxN oIMHAKOBbIX IPSIMOYTOJbHBIX KIEeTOK (siueek) (puc. 13.11).

C Kaxjoii Takoil siueiikoil (oHa M OyAeT BBICTYIATh €IMHULEH OTCEeUEeHUs) CBSI-
KEM CITUCOK coJiepXKaluxcst (XoTs Obl YaCTUYHO) B Hell 0OBEKTOB U OTpaHUYU-
Balolee Teno. s paboThl ¢ sS4yelikaMu Mbl BbIOEpeM KJIacC Cell, OINMCAHUE KO-
TOPOTO CONEPKUT MUCTUHT 13.9.

{ NncTuhr 13.9. OnucaHme knacca Cell

//

// Cell class containing several objects inside
//

#ifndef  _ CELL _

#define __CELL

#include "BoundingBox.h"

#include <list>

using namespace std;
class SceneObject;
class Cell
{
list <SceneObject *> objects;

BoundingBox box;
mutable int visToFrame; // to which frame no we
// assume it's visible
public:

Cell ( const Vector3D& org, const Vector3D& size,
const list <SceneCbject *>& srcObjects );

const BoundingBoxé& getBounds () const

{

return box;
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int getVisToFrame () const

{

return visToFrame;

}

void render ( int frameNo ) const;
void postQuery () const;

}i

#endif

OCHOBHBIMHA METOJIaMW 3TOTO Kjlacca SBISIOTCS BBEIBOI (METOH render) W 3alpoc
Ha BUANMOCTD OTPaHNYHMBAIOIIETO Tela (METOI postQuery).

B nuctunre 13.10 npuBoautes peanusauus JAHHOTO Kjacca.

{ NMnctuhr 13.10. Peanu3sauus knacca Cell

//

// Cell class containing several objects inside
//

#include "libExt.h"

#include "Cell.h"

#include "SceneObject.h"

#include "boxes.h"

#include <glut.h>
Cell :: Cell ( const Vector3D& org, const Vector3D& size,
const list <SceneCbject *>& srcObjects ) : box ( org,

org + size )

// now add any object with not-empty intersection

// and compute real bounding box

BoundingBox b;
for ( list <SceneObject *> :: const iterator it =
srcObjects.begin (); it != srcCbijects.end (); ++it )

SceneObject * object = *it;
if ( box.intersects ( object -> getBounds () ) )
{

objects.push front ( object );

b.merge ( object -> getBounds () );
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}

box = b; // set real bounding box

visToFrame = -1;
}
void Cell :: render ( int frameNo ) const
{

for ( list <SceneObject *> :: const iterator it =

objects.begin (); it != objects.end (); ++it )
if ( (*it) -> frame != frameNo ) // avoid rerendering of

// already rendered

// objects
{
(*it) -> draw ();
(*it) -> frame = frameNo;
}
if ( visToFrame < frameNo ) // was invisible
visToFrame = frameNo + 3; // assume visible for

// next 3 frames

}
void Cell :: postQuery () const

{
drawBox ( box.getMinPoint (), box.getSize (), 0, false );

g moBblieHus1 3¢G@EeKTUBHOCTU JIy4llle BCEIO OpPraHM30BaTh BLIBOI S4YEEK B
Topsiike ynajleHust oT Haomwoaatensi (front-to-back). JJocTaTOUHO TPOCTHIM CMO-
CcO00OM OCTMXKEHMS DTOrO SIBASIETCS BbIBOJ, S4€EK IO BePTUKAIbHBIM MM TOPH-
30HTAJIbHBIM OJIoKaM (B 3aBUCUMOCTU OT TOTO, K KaKOMY HarpaBjleHUI0 Ojike
BEKTOD B3LJIs14).

Tak, B ciyuae, Korja B3I HaOirogaTelss B OCHOBHOM HallpaBieH Broib ocu Ox,
BBIBOJI sTUeeK OyNIeT OCYIIECTBIISITECS CTOJIOIIAMM OT JIEBOTO IO IIPaBOro Kpas 00-
nactu Bugumoctu (puc. 13.12). Jna Kaxaoi s4eikyd U3 TAKOro CTOJOLA BbIIOJ-
HSIeTCS 3aIIpOoC HAa BUAMMOCTD M MPOUCXOMUT OXMIAaHNE TOTOBHOCTU ITTOCJIETHETO
3anpoca (DOCKOJBbKY IO CTaHAApTy pe3yjbTaThbl OyAyT IOCTYIATh B IOPSAKE MO-
CTYTUJIEHUS 3aITPOCOB).

ITocne TIOJIYYECHUS PE3IYJIbTATOB MPOBEPKN HA BUAMMOCTD BBIBOAATCS JUIIDb BUON-
Mble sg4eliku. HebGonbiuas OIITUMM3AaL KA, KOTOPYIO 31€Ch MOXKHO C YCIIEXOM IIpU-
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MEHWTh, 3aKJIOYaeTcsl B TMpeKpamleHUN oOpabOTKM CTOJNOIIOB, KaK TOJIBKO MBI
BCTPETUM IOJHOCTBIO HEBUIMMBIN (3aKPBIThIA) CTONOELI.

)

/
/

Puc. 13.12. OuepepnHoii 650K a4eek AN NpPoBepKun

B cnyuae, korma B3rIsII HAGMIOmATENS HAIMPaBiIeH B OCHOBHOM BIOJNE ocl Oy, BHI-
BoJI (M TIpOBEpKA) TICEK OCYIIECTBISAETCS MO CTPOKAM.

BaxHplM MOMEHTOM, Ha KOTOPbI CledyeT OOpaTUTh BHMMAHUE, SBIAETCS BO3-
MOXHOCTb IOBTOPHOIO BbIBOAA OObEKTA M3-3a MX MepeceuyeHus: (OOMH U TOT XKe
OOBEKT MOXET NPUHAJJIEXATh Cpa3y HECKOJbKUM sueiikam). UToObl 3TOro u3oe-
2KaTh, MPOILE BCEro A KaXkIOoro o0beKTa XpaHUTb HOMEp Kaapa, B KOTOPOM OH
ObL1 BbiBelleH B mocieaHuil pas. Ilpu BbiBome 00BEKTa JOCTATOYHO IIPOBEPUTD,
COBIAAAET JU TEKYLIMH HOMEP ¢ HOMEpPOM Kaipa, B KOTOPOM JaHHBI OOBEKT
ObL1 BbIBeAeH MocieaHuil pa3. Eciu uMmeer MecTo coBmaaeHHe, TO 3TO 3HAYUMT,
YTO B JAHHOM Kaape OObEKT yXe BBIBOIUJICSA M ceifuac ero MOXHO IPOMYCTUTb.
Jluctunr 13.11 conepXuUT mpuMep BbIBOAA C IIPOBEPKOM HA BUAUMOCTb.
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Nuctuir 13.11. BeiBoA CUEHbI C UCNONb30BAHMEM NPOBEPKM BUAMMOCTHU

/7

// Sample to show occlusion culling via ARB occlusion query extension
/7

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include <list>

using namespace std;

#include "1ibTexture.h"

#include "TypeDefs.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "boxes.h"

#include "SceneObject.h"

#include "Frustum.h"

#include "Cell.h"

#define N 20 // size of matrix
Vector3D eye (0, 0, =2; // camera position
Vector3D viewDir ( 1, 0, 0 ); // viewer direction
unsigned decalMap [3]; // decal (diffuse) texture
unsigned stoneMap;

int mouseOldX = 0;

int mouseOldY = 0;

Vector3D rot ( 0, 0, 0 );

float step = 0.003; // movement rate per second
bool mousePressed = false;

float roomSize = 100; // room half size

int frames = 0;

int elapsedTime = 0;

float fps = 0;

list <SceneObject *> objects; // global list of objects
Cell * cells [N][N];

void setupCamera () ;

inline float rnd ()
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{

return (float) rand () / (float)RAND MAX;
}
void initObjects ()
{
for ( int 1 = 1 - roomSize; 1 < roomSize - 1; 1 += 2 )
for ( int j = 1 - roomSize; j < roomSize - 1; J += 2 )
{
float x =14+ rnd () * 1.2;
float vy =3+ rnd () * 1.2;
float SX = 0.7 4+ 0.6 * rnd ();
float EhY% = 0.7 + 0.5 * rnd ();
int type = 1 + rand () % 4;
int tex = rand () % 3;
if ( (rand () % 15) == 14 )

objects.push back ( new TeapotObject (
Vector3D ( %, y, -2 ),
Vector3D ( sx*0.5, sy*0.5, (sxtsy)*0.25 ),
decalMap [tex] ) )

else

objects.push front ( new BoxObject (
Vector3D ( x, vy, =3 ),
Vector3D ( sx, sy, sSx + sy ),

decalMap [tex], type ) )

}

void initCells ()
{
float step = 2*roomSize / (float) N;
for ( int 1 = 0; 1 < N; i++ )
for ( int j = 0; j < N; J++ )
{

float x = —roomSize + 1i*step;
float y = —roomSize + J*step;
cells [i][j] = new Cell ( Vector3dD ( %, y, -3 ),

Vector3D ( step, step, 5 ),
objects );



398

naga 13

void

{

renderMajo

float step

rX ( const Frustum& frustum,

= 2*roomSize / (float) N;

int i0 = (eye.x + roomSize) / step;
int J0 = (eye.y + roomSize) / step;
int jMin = j0;

int jMax = 7j0;

int i = 1i0;

int g

unsigned ids [1007;

int numQueries;

glGenQueriesARB ( N, ids );

for

{

(; 1 >0

for ( j =
if (!

br

JMin = § +
for (j =
if (!

br
jMax = j -
if (1 ==
{
for (

ce

&& 1 < N; 1 += incr )

// update jMin, jMax
jMin - 1; § >= 0; j-- )

frustum.boxInFrustum (

cells [i][j] -> getBounds

eak;
1;
JMax + 1; J < N; J++ )

frustum.boxInFrustum (

cells [i][j] -> getBounds

eak;
1;

10 ) // for first row just render

J = jMin; j <= jMax; J++ )

11s [i][j] -> render ( frames

continue;

numQueries

glDepthMas
glDisable
for (j =

int incr )

)i

()

()

)

)

)

)

// now post queries for (i,jMin)- (i, jMax)

= jMax - jMin + 1;

// disable writing
glColorMask ( GIL FALSE, GL_FALSE, GL FALSE, GL_FALSE );

k ( GL FALSE );
( GL_TEXTURE 2D ) ;
dMin; 3§ <= jMax; J++ )
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{

glBeginQueryARB ( GL_ SAMPLES PASSED ARB,

ids [j - jMin] );

cells [i][7] -> postQuery ();

glEndQueryARB ( GL SAMPLES PASSED ARB '
}
glColorMask ( GL_TRUE, GL TRUE, GL TRUE, GL TRUE );
glDepthMask ( GL_TRUE );

glEnable ( GL_TEXTURE 2D });
// now wait for the last query
int available;
unsigned count;
unsigned idLast = ids [numQueries - 17;
bool anyVisible = false;
do

{
glGetQueryObjectivARB ( idLast,
GL_QUERY RESULT AVATLABLE ARB, &ava ilable );
} while (l'available);
// restore all masks and options
for ( j = jMin; j <= jMax; j++ )
{
glGetQueryObjectuivARB ( ids [j - jMin],
GL_QUERY RESULT ARB, &count );
if ( count > 0 )
{
cells [i][j] -> render ( frames );

anyVisible = true;

}
if ( lanyVisible ) // 1f the whole row is invisible no
break; // sense going further
}
glDeleteQueriesARB ( N, ids );
}
void renderMajorY ( const Frustum& frustum, int incr )
{
float step = 2*roomSize / (float) N;
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int i0 = (eye.x + roomSize) / step;
int J0 = (eye.y + roomSize) / step;
int iMin = 10;
int iMax = 10;
int 3 = j0;
int i;

unsigned ids [100];

int

numQueries;

glGenQueriesARB ( N, ids );

for

{

(7 3> 0 & j <N; j += incr )

// update iMin, iMax
for (i = iMin - 1; 1 >= 0; i-- )
if ( !frustum.boxInFrustum (
cells [i][j] -> getBounds
break;
iMin = 1i + 1;
for (1 = iMax + 1; i < N; i++ )

if ( !frustum.boxInFrustum (

cells [i][j] -> getBounds ()

break;
iMax = 1 - 1;
if (3 == 30
{
for ( i = iMin; 1 <= iMax; i++ )
cells [i][j] -> render ( frames );

continue;

)

)

// now post queries for (iMin,j)-(iMax, J)

numQueries = iMax - iMin + 1;

// disable writing

glColorMask ( GL FALSE, GL FALSE, GL FALSE, GL FALSE );

glDepthMask ( GL_FALSE );
glDisable ( GL_TEXTURE 2D });
for ( i = iMin; 1 <= iMax; i++ )
{
glBeginQueryARB ( GL_ SAMPLES PASSED ARB,

ids [i - iMin] );
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cells [i][7] -> postQuery ();
glEndQueryARB ( GL_SAMPLES PASSED ARB ) ;

// restore all masks and options
glColorMask ( GL TRUE, GL_TRUE, GL TRUE, GL_TRUE );
glDepthMask ( GL_TRUE );

glEnable ( GL_TEXTURE 2D });
// now wait for the last query
int available;
unsigned count;
unsigned idLast = ids [numQueries - 17;
bool anyVisible = false;
do

{

glGetQueryObjectivARB ( idLast,

GL QUERY RESULT AVAILABLE ARB, &available );

} while (l'available);
for ( i = iMin; 1 <= iMax; i++ )
{

glGetQueryObjectuivARB ( ids [i - iMin],

GL_QUERY RESULT ARB, &count );
if ( count > 0 )
{
cells [i][j] -> render ( frames );

anyVisible = true;

}
if ( lanyVisible ) // 1f the whole row is invisible no
break; // sense going further
}
glDeleteQueriesARB ( N, ids );
}
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH_TEST });
glEnable ( GL_TEXTURE 2D });
glDepthFunc ( GL_ LEQUAL '
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glHint ( GL POLYGON SMOOTH HINT, GL _NICEST )
glHint ( GL_ PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
Frustum frustum;
// draw main hall
drawBox ( Vector3D ( -roomSize, -roomSize, -3 ),
Vector3D ( 2*roomSize, 2*roomSize, 5 ),
stoneMap, false );
// draw objects

if ( fabs ( viewDir.x ) >= fabs ( viewDir.y ) )

renderMajorX ( frustum, viewDir.x > 0 2?2 1 : -1 );
else

renderMajorY ( frustum, viewDir.y > 0 2 1 : -1 );
frames++;
if ( (frames % 5) == ) // compute every 5 frames

{
int time2 = glutGet ( GLUT_ELAPSED_TIME '
char str [2560];

fps (float) frames/ (0.001* (time2 - elapsedTime));
elapsedTime = time2;
frames = 0;
sprintf ( str, "OpenGL occlusion test example,”\
“ FPS : $5.2f", fps );
glutSetWindowTitle ( str );
}
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 0.1, 1000 );
(

)i

setupCamera
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void setupCamera ()
{
Vector3D to = eye + viewDir;
glMatrixMode ( GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eve.z, // eye
to.x, to.y, to.z, // center
0.0, 0.0, 1.0 ); // up
}
void motion ( int x, int y )

{

}
void

{

static bool mouselnited = false;
if ( !'mouseInited )
{

mouselnited = true;

mouse0ldX = x;
mouseO0ldy = vy;
return;
}
float scale = -M PI / 100;
viewDir.x = cos ( scale * x );

viewDir.y = sin ( scale * x );
viewDir.z = 0;
setupCamera ();

glutPostRedisplay ();

mouse ( int button, int state, int x, int vy )

if ( button == GLUT LEFT BUTTON )
mousePressed = (state == GLUT DOWN) ;

motion ( %X, y );

}
void

{

}

void

key ( unsigned char key, int x, int vy )

if (( key == 27 || key == "'q' || key == Q" ) // quit requested

exit ( 0 );

animate ()
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static bool timeInited = false;
static int lastTime;
if ( !'timeInited )
{
lastTime = glutGet ( GLUT ELAPSED TIME );

timeInited = true;

}

if ( mousePressed )

{

Vector3D delta = viewDir * (step * (
glutGet ( GLUT ELAPSED TIME ) - lastTime)*0.001f);
Vector3D e = eye + delta;

if ( e.x < roomSize && e.x > —roomSize )
eye.x = e.x;
if ( e.y < roomSize && e.y > -roomSize )
eye.y = e.y;
setupCamera ();
}
glutPostRedisplay ();

int main ( int argc, char * argv [] )

// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ( "OpenGL occlusion test example" );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )i
glutMouseFunc ( mouse '
glutMotionFunc ( motion );
glutPassiveMotionFunc ( motion );
glutIdleFunc ( animate );

init ();
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if ( !isExtensionSupported ( "GL ARB multitexture” )

{

printf ( "ARB multitexture NOT supported.\n" );

)

return 1;
}
if ( !isExtensionSupported ( "GL ARB occlusion query" ) )
{
printf ( "ARB occlusion query NOT supported" );
return 2;
}
initExtensions ();

printfInfo ();
stoneMap =
decalMap [0] =
decalMap [1] =

decalMap [2] =
initObjects ();
initCells ()

glutMainLoop ();

return 0O;

createTexture2D
createTexture2D

createTexture2D

createTexture2D

’

( true, "../Textures/block.bmp" );
( true, "../Textures/oak.bmp" );
( true,

", ./Textures/FieldStone.tga" );

( true, "../Textures/woodl.bmp" );

Tabnuua 13.2 comep:XUT pe3ybTaThl pacyeToB ObicTpoAeiicTBUSL (B Kaapax B ce-
KYHIY) IJIs1 TpeX Bepcuil (0e3 oTceueHusl, ¢ OTCEYEHMEM IO 00JIaCTU BUIAMMOCTHU
U C OTCEYEHMEM U 10 00JIACTU BUAMMOCTH, U IO 3aKPbIBAHUIO, JUCTUHIU 13.3,
13.8 u 13.11 coorBercTBeHHO). [laHHbIe moaydyeHbl HA koMmbiotepe Celeron 2,4 GHz

GeForceFX 5600XT.

Tabnuya 13.2. boictpogericTBue rpumMepoB

MonoXxeHna room (fps) room-2 (fps) room-3 (fps)
HabniopgaTtensa

1 0,6 3,2 28,4

2 0,6 35 83,0

3 0,6 3,5 16,8
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ITo pesynabTaram 3TUX TECTOB BWUIHO, YTO JUISI HEOMTUMU3UPOBAHHOTO BapHMaHTa
ObIcTposieiicTBIE TIPAKTUUECKM HE 3aBUCUT OT HAYaJbHOTO TOJIOXKEHUSI U OpUEH-
Tauuu Habmwonarens. OTceyeHue Mo MUPAMUAEC BUAUMOCTH JaeT yBeIuvyeHue Obl-
CTPOICICTBUS B cpeaHeM B 6 pa3, 4To U JAOKHO ObLI0 MMETh MecTo. OTceueHue
3aKPBITHIX STYEEK JOTOJHUTEBHO YBEJIUYUBAET OBICTPONCHCTBUE TIPAKTUUECKU Ha
MOPSAIOK. DTO OOBICHSIETCS TeM, YTo HabJoaaTe/b B ciaydae 3 CTOUT TIPSIMO Tie-
peNl CTeHOM, 3aKphIBAIOIIIEH OT HEro BCIO CIIEHY.

IlocnenHee 0OCTOSATENBCTBO MOKA3bIBAET, YTO MEXAHM3M OTOPACHIBAHMS HEBUIU-
MbIX OOBEKTOB 00€CIeUYMBAET ObICTPOACICTBIE, OIPEAEISIEMOE CI0XKHOCThIO TOJIbKO
BUAUMOM YaCTU CLIEHBI.
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CxaTtble TeKCTyphbl
n paborta ¢ HUMHK

OnHoil U3 XapakKTepHbIX OCOOEHHOCTENH UIP M APYruX rpaduyeckux MpUIoKeHUI
MOC/IEIHErO MOKOJIEHUs SIBISIETCS OYEHb BBHICOKMII ypoBeHb AeTanu3aiuu. [lomu-
MO CJIOXHOCTU [€OMETPUU U MOLEJIEN OCBELUCHUS, 3TO MPOSIBISICTCS B CYLLECT-
BEHHOM YBEIMYEHHU pa3pellieHUs] TEKCTYP.

MakTNYeCcK B COBPEMEHHBIX UTpaxX OOJBIIOE YUCIO TEKCTYP MMEIOT paspellieHust
512x512, 1024x1024 u Bbie. [TopoOHBIE TEKCTYphI TPeOYIOT OGOJBIIOTO o0beMa
BUJeonamsITh JuUtsi cBoero xpaHeHus (Tak, RGB-tekcrypa pasmepom 1024x1024 Tek-
cejioB 3aHuMaeT 3 MOaiT mamsiti).

Takux TeKcTyp OOBIYHO AOBOJBHO MHOIO, U BMECTE€ OHU 3aHMMAIOT OYE€Hb 0OJb-
ol oobeM BuaeonamsiTd. PaszmeunieHue ux B namaru CPU kpaiiHe HeBbITOJHO
13-32 OONBIIMX BPEMEHHBIX 3aTpaT Ha Mepenadyy IpadUUECKOMY YCKOPUTEIIO
(ckopocTb nepegauu JaHHbIX 10 winHe AGPS8 3ameTHO ycTymaer cKopocTu Iepe-
Jayy JaHHBIX BHYTPH CaMOIO rpadpuueckoro yCKOpUTEs).

TaxkuMm oOpazoM, TPUXOAUTCS pa3MellaTh 3TH TEKCTYPHl HEMOCPEACTBEHHO B TIa-
MSITH TpahUyecKoro yCKOpHUTENs, 00beM KOTOPOM OTrpaHWueH, BeJdb KpoOMe TeK-
CTYp B HEW MPUXOAUTCH pa3MelllaTh pasiuuyHbie Oydepnbl (Kaapa, TIyOMHBI, Tpa-
dapera, p-6ydepa, u 1. 1.).

Kpome Toro, m3-3a Takux TEKCTyp, 3aHUMAIOLIMX OOJbLIOH 00beM MaMITH, CHM-
KaeTcsl 2¢h@eKTUBHOCTb KIILUMPOBAHUS IPU AOCTYIE K MaMITU rpadpuieckoro
YCKOPUTENS, YTO IPUBOIUT K YMEHBIIEHUIO ObICTPONEHCTBUS MPUIOXKEHMS.

J1OBOJILHO TIPOCTHIM BBIXOJAOM W3 JAHHOU CHUTyalluU SIBISIETCS MCIIOJb30OBaHUE
CKaTBhIX TEKCTYp (3TOT MOAXOJ YXe JaBHO peajiu30BaH, HANpUMep, sl mepeaadu
n3obpaxenunii B IHTEepHeTe).

[IpumeHeHUe cXaTbIX TEKCTYP B IpacdhUYSCKUX YCKOPUTEIIX MMEET CBOM OCOOEH-
Hoctu. B ornuuue ot uzobpaxenuit B ¢popmare JPEG, korga oHo cHauyana pac-
[IaKOBBIBAETCSl LIEIMKOM M yX€ B TAaKOM BUJIE BbIBOAUTCS, B HaMsITU rpacduye-
CKOT0 YCKOPUTENSI TEKCTypa MOJKHA XPAHUTbCSA B CXATOM BUIE M Paclako-
BBIBAThCS JIMILIb YACTIMU IO MEPe HEOOXOAMMOCTHU, a He BCS LEIMKOM.
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DTo HaKIAmBIBaeT OTpelesIeHHbIe OTpaHWYeHUS] Ha aTOPUTMBI CXKATHSI TEKCTYP.
Bo-nepBbiX, OHM JOJKHBL ObITH JOCTATOYHO MPOCTHI, YTOOBI HE CHMXKATOCh ObICT-
poreiicTBIe, a BO-BTOPHIX, — ITO3BOJIATH PacIiaKOBBIBATh TIPOM3BOIBHBIE (hparMeH-
ThI TEKCTYPhI.

Ha paHHbBIE MOMEHT pacmpocTpaHeHue IOJYyYWIM IBa MOJOOHBIX crocoba cxa-
st Tekeryp: S3TC xommannm S3 m FXT1 xommanum 3dfx. Kaxnperit n3 Hux
obecneuuBaeTr cxarue TekCcTyp B 4—8 pa3. O0a OTHOCITCA K KJIaccy CXKaTud ¢
TTOTePSMU, TIPU CKaTUW N300pakeH!sT MTPONCXOINT TIOTeps] WHMOPMAIINT, 3a CUYeT
Yero pacmakoBaHHOe H300pakeHue OymeT cjerka OTAMYaTbCcs OT OpUIMHAaNa
(xoporto usBecTHbIt anroput™ cxatust JPEG neiictByer Tak ke, anroputMbl GIF
u PNG obecrnieuuBaloT cxkarue 6e3 mnorepb). B Hactosiuee Bpems aaroputm S3TC
MoJIepKUBaeTCsl BCEMU COBPEMEHHBIMU TpaMuecKMMU YCKOPUTESIMU, U jajiee
MbI MOAPOOHO PaCCMOTPUM €ro.

IHonaepxka cxarbix TeKcTyp B OpenGL peanusyercs yepe3 MeXaHU3M paclIudpe-
auii. Haunnag ¢ Bepcun 1.3 OpenGL mommep:xuBaeT cxaTue TEKCTyp 4epe3 pac-
wupeHue ARB_texture compression, npuHstoe B mapte 2000 r. OHO BBOAUT psi
HeoOXOIMMBIX GYHKINA W KOHCTAHT JJIST paboTBl CO CXATBIMM TEKCTYpaMU, a
TaKXKe HECKOJbKO BHYTPEHHHUX HOPMATOB Ul UX UCIIONb30BAHUS.

OOparuTe BHMMAaHUE, YTO AAHHOE pacIIMpeHHe CaMO He BBOAMT IOMIEPXKKY Ka-
KUX-JTU00 pealbHbIX (hopMaTOB cxKaTbix TeKcTyp (Hampumep, S3TC unu FXTI).
IMoanepxxka KOHKpeTHbIX (POPMATOB AOKHA OCYILECTBIATLCSA IMOCPEACTBOM IpYy-
TUxX pacuupeHui, onHo u3 Hux — EXT texture compression s3tc — MbI pac-
CMOTPUM Aajiee.

Pacuiupenune ARB texture compression BBOAUT cielyiolliyue BHyTpeHHUe dopMa-
THI JIJIST CKATBIX TEKCTY:

0 GL_COMPRESSED ALPHA ARB;
O GL COMPRESSED LUMINANCE ARB;

0 GL_COMPRESSED LUMINANCE ALPHA ARB;

0 GL_COMPRESSED INTENSITY ARB;

O GL COMPRESSED RGB_ARB 1 GL_COMPRESSED RGBA ARB.

751 3arpy3Ku CXKaTbIX TEKCTYP B MaMsTh rpachuueckoro YCKOpUTeNsl paciiupeHue
ARB texture compression BBOAUT 3 (PYHKIIMU.
void glCompressedTexImagelDARB ( GLenum target, GLint level,
GLenum internalFormat, GLsizei width,
GLint border, GLsizei imageSize,
const void *data );
void glCompressedTexImage?2DARB ( GLenum target, GLint level,

GLenum internalFormat, GLsizei width,
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GLsizei height, GLint border,

GLsizel imageSize, const void *data );
void glCompressedTexImage3DARB ( GLenum target, GLint level,

GLenum internalFormat, GLsizei width,

GLsizei height, GLsizei depth,

GLint border, GLsizei imageSize,

const void *data );

OHU TO3BOJISIOT 3arpyxaTb OHO-, JBY- M TpeXMepHble TeKcTypbl. [lapameTpbl
target, level, internalFormat, width, height, depth W border UMEKT TOT XKeE
CMBICJI, YTO 1 B ®yHKHHHX glTexImagelD, glTexImage2D U glTexImage3DEXT
IMTapameTp data yKaspIBaeT Ha o0JacTh MaMsITH, B KOTOPOH pasMmelleHa cxartasi
TeKcTypa B (popmMare, 3alaBaeMOM MapaMeTpoM internalFormat.
[lpu nmomouin creayronux Tpex GyHKIMA MOXHO 3arpy3uTh IPSIMOYIOIbHYIO 00-
JIACTb TEKCTYPhI.
void glCompressedTexSubImagelDARB ( GLenum target, GLint level,
GLint xOffset, GLsizeil width,
GLenum format, GLsizei imageSize,
const volid *data );
void glCompressedTexSubImage2DARB ( GLenum target, GLint level,
GLint xOffset, GLint yOffset,
GLsizei width, GLsizei height,
GLenum format, GLsizel imageSize,
const void *data );
void glCompressedTexSubImage3DARB ( GLenum target, GLint level,
GLint xOffset, GLint yOffset,
GLint zOffset, GLsizeil width,
GLsizeil height, GLsizei depth,
GLenum format, GLsizei imageSize,

const void *data );

Eiie omHoli BBOAMMONM 3TUM pacliupeHueM QYHKIUEH SBIIeTcd glGetCom-
pressedTexImageARB.

void glGetCompressedTexImageARB ( GLenum target, GLint lod, void * img ):
OHa 1o3BoJsgeT IIOJIY4YUTb B OHGp&TMBHOfI naMAaATHh TEKCTYypy B CXATOM BUIE.

[MapameTpbl target, lod M img MMEIOT TOT XK€ CMbICA, YTO U B (YHKUUU
glGetTexImage.
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PasMep maMsaTH, 3aHUMaeMBIN CXaTON TEKCTYpOi, MOXHO TIONYINTH TP TTOMO-
N CIIeAYIOIIeTo 3aIpoca:

int imageSize;
glGetTexLevel Parameteriv ( target, level,
GL_TEXTURE COMPRESSED IMAGE SIZE ARB,
&imageSize );
3aeck mapaMeTp target 3aJA€T TUI TEKCTYPHI, @ level — YPOBEHb B MUpaMuje
¢unasTpoBaHus (0 COOTBETCTBYET UCXOMHOU TEKCTYpE).

BBonutcs Takxke MEXaHU3M, MO3BOJIMIONINIA 3a1aBaThb OpeanoYTeHuA MIpu pa60Te
CO CXKATbIMHM TCKCTYpaAMM.

Komanna
glHint ( GL_TEXTURE COMPRESSION HINT ARB, GL NICEST );

3a/1aeT peXXUM, 00ecTeUnBAIOIINI HauOOJIbIIee KAYECTBO IMOJTYy4aeMOro H300pa-
KEHUS, a

glHint ( GL_TEXTURE COMPRESSION HINT ARB, GL FASTEST ); —

HanOONBIITYIO CKOPOCTE.

st mopamep:KKu cxkKaThiX TeKcTyp B Oubnuoreke libTexture Kpome OOBIYHOIO
KJlacca Texture BBElIEH JONOJHUTE]bHbBIA — CompressedTexture, IpE€JHA3HA-
YEHHbIU 151 padOThl CO CXKATbIMU TEKCTypaMU.

B muctunre 14.1 mpuBoanTCs 3aTOJIOBOYHBIN (Al ISt 3TOTO Kiracca.

JlnctuHr 14.1. OnucaHme knacca CompressedTexture

//

// Compressed texture class

//

#ifndef _ COMPRESSED TEXTURE

#define COMPRESSED TEXTURE

#include "Texture.h"

class CompressedTexture : public Texture
{

public:

CompressedTexture ( int theWidth, int theHeight,
int theNumComponents, int theFormat,
int thelevels, int theSize );
virtual bool upload ( int target, bool mipmap = true );
}i
fendif
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B nuctunre 14.2 mpuBeaeHa peanusaiius kjiacca CompressedTexture.

JInctuHr 14.2. Peanusauusa Kknacca CompressedTexture

//
// Compressed texture class
//
#ifdef WIN32
#include <windows.h>
fendif
#include <malloc.h>
#include <memory.h>
#include "libExt.h"
#include "CompressedTexture.h"

CompressedTexture :: CompressedTexture ( int theWidth, int theHeight,
int theNumComponents,
int theFormat,

int thelevels, int theSize )

Texture ()

{

width = theWidth;

height = theHeight;

numComponents = theNumComponents;

format = theFormat;

data = (byte *) malloc ( theSize );

levels = thelevels;

compressed = true;
}
bool CompressedTexture :: upload ( int target, bool mipmap )
{

int W = width;

int h = height;

int offs = 0; int blockSize;

int size;

if ( format == GL COMPRESSED RGBA S3TC DXT1 EXT )
blockSize = 8;
else
blockSize = 16;

for ( int 1 = 0; 1 < levels; i++ )
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if (w == )
7 1;
if ( h==20)
h 1;
size = ((w+3)/4) * ((h+3)/4)

glCompressedTexImage2DARB

offs += size;
w=w/ 2;
h=h/ 2;

}

return true;

* blockSize;
( target, i, format, w,
data + offs );

h, 0, size,

Kak BupHO W3 JAMCTMHTA, AAaHHBIM Kiacc MOMAEpKWBAET 3arpy3Ky JBYMEPHBIX
CKaThIX TEKCTYp BMecTe ¢ HaboOpoM ypoBHel MHpaMUIaIbHOTO (UIBTPOBAHUS,
YTO TIOHAIOOUTCSI HaM aajiee Tipu padote ¢ DDS-daitnamu.

Cxartne metogom S3TC

Ha npaxkruke BMmecte ¢ pacmuupeHueM ARB texture compression mpumeHseTcs
EXT texture compression s3tc, npuHsaroe B Hosiope 2001 r. OHo mo3BosieT pa-
0oTaTh C TeKCTypaMu, cxkaThiM aaroputMoM S3TC.

HdaHHoe pacmmpeHne BBOIWUT psiA BHYTPEHHHX (GOPMATOB TEKCTYP, COOTBETCT-
Bywounx Metoay cxatus S3TC, paznuyaroninxcsl oonactblo mpuMeHuMocTu. Bee

OHU TIpUBeACHBI B Ta0JI. 14.1.

Ta6bnunya 14.1. BHyTpeHHne chopmartsl TEKCTYP, BBOAVMBIE pacLUpeHuem
EXT _texture_compression_s3tc

dopmar MoppepxuneaeTtca CrteneHb
NN o-KaHan cXxarmnsa
GL_COMPRESS RGB S3TC_DXT1 EXT Het 6:1
GL_COMPRESS RGBA S3TC_DXT1 EXT Ja 8:1
GL_COMPRESS RGBA S3TC_DXT3 EXT Ja 4:1
GL_COMPRESS RGBA S3TC_DXT5 EXT Ja 4:1

Pacecmotpum Temeph ToIpoOHO pearn3annio KaxXaoro U3 3TUX ¢hopMaToB.
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dopmar
GL_COMPRESS_RGB_S3TC_DXT1_EXT

st cxxatug n3obpaxkeHus B 3ToM opMare oHO pa3dmBaeTcsl Ha O0KM 4x4 Tek-
cefga (TIpu HEOOXOAMMOCTH H300pakeHUe MOMOoNHseTcs TuKceaamu). Kaxmabiit
Takoi OJIOK TEKCENOB KoAMpyeTcsl BOCbMbIO Gaiitamu (puc. 14.1).

cO-lo | cO-hi | cl-lo | cl-hi b0 bl b2 b3

Puc. 14.1. 3akoanpoBaHHbIn 610K 4x4 Tekcena

TlepBoie nBa GaiiTa 3amatT 1BET (B AajibHeleM obo3HayaeMbiil kak () B (op-
MaTte 5—6—5, T. e. MOI KPAaCHYI0 ¥ CHUHIOI KOMIIOHEHTHI OTBOAUTCS 1O 5 OUTOB,
mon 3ejeHyio — 6. [MogoOGHoOe MpeanouTeHre 3eJ€HOMY LBETY OOBSICHSIETCS TO-
pasfo OoJbllieil YyBCTBUTENBHOCTHIO K HEMY UeJIOBEUECKOTO Tasa.

Baiiter 2 u 3 3agaor ewie oguH LBeT B ¢opmare 5—6—5, o6o3HaUYaeMblil B 1ajb-
HeiimeM kak Cj.

IMocnennne vetwsipe OaiiTa Ojfoka 3amaioT 32-OMTOBOE Iejoe 0e33HAKOBOE YHMCIIO
(GaiiT by cooTBETCTBYET MIAALINM €ro 6utam, 6aT b3 — ctapiium). B atom vuc-
Jie TIO[, KaXKIblii 13 16 TeKceIoB OTBeAeHO 10 ABa OuTa, mpuueM OMTHI, COOTBET-
CTByWOIIME Tekceny (x,y), HAYMHAITCS ¢ mo3uliuu 2 - (4 - y + x).

Ilo aByM GuTaM AJis1 Kaxaoro tekcena mo tabda. 14.2 u 14.3 onpeaensitorest Koag-
duumenTsl ky u k. PesynpTupylomuii uset mis Tekcena 3agaercs no GopMye:

Clx, y) = Cy- ko + Cy - ki (14.1)

Tabnuya 14.2. KoachgpuumeHTsl cMmeLleHns 44 ciyydasn Cy> C;

BuTbl KoadpcpuumeHrT k, KoadpduumeHr k;
00 1 0
01 0 1
10 2/3 1/3
11 1/3 2/3
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Tabnuya 14.3. KoagbgpuumeHTsl cMeLlenus s cnydaa Cy< Cy

BuTbl KoadpdouumeHr k, KoadpcpuumeHrT k;
00 1 0
01 0 1
10 2 A
11 0 0

Takum o0pasom, Kaxablid 0ok u3 16 Texcenos ¢opmara RGB, zanumaromuit
16x3=48 Gaiit, 3ameHsgerca Ha 8 6aiT, T. €. KO3hPUIMEHT cXKaTusl paBeH 6.
Ilpu >TOM Kaxnblii Takoil OJOK XapakTepu3yeTcs OByMs LIBETaMM, a BCE OC-
TaJIbHbIE 11BETA TONYYaAlOTCS U3 3TUX JBYX NyTeM JUHEWHOU WHTepmoJdluu 1o
dopmyae (14.1).

dopmar
GL_COMPRESS_RGBA_S3TC_DXT1_EXT

IMoxnepxxuBaer 3amaHne o-KaHaja, HO TIPW STOM CYUTAETCS, YTO JJII DTOTO JIOC-
TaTOYHO OAHOro OMTa Ha Tekcea (YTO MMEeT MECTO, HampuMmep, Ipu 3adaHUU
PA3TUIHBIX MACOK).

Torna cxumaeMasi TeKCTypa, Kak U paHee, pazduBaeTcs Ha OJoKU 4x4 Texcena.
Bbrok panHbix npeacrabisier coboir RGB-uactu TekcenoB Onoka (B ¢opmare,
OITICAaHHOM paHee).

o-3HAYEHUE JUISI OUYEPEeIHOTO TeKcejla OfpeaelisieTcsl Mo cleaylolneMy TpaBuy.
Tekceny comocrapisercs: 3HaueHue o = 0, eciu Cy < C; U OUTHI IS JAHHOIO
Tekcena paBHbl 11 (B atom cinyyae RGB-3HaueHue Tekcesna omnpeaensieTcsl Mo
T1aba. 14.3, KoTtopas maer 4yepHbiid LBeT). Bo Bcex OCTalbHBIX CIy4asxX CUMTAETCS
o=1.

Takum o6pazoM, 16 RGBA Tekcenos (3anuMaroimmx 64 6aiita) ckumarotest B 8 6aii-
TOB, YTO AaeT koadduuueHT cxkaTusd 8. OZHAKO 3a 9TO MPUXOAUTCH paciiadyu-
BaThCsT KpaifHe HU3KOM TOYHOCTBIO CXKATHS o-KaHaja.

dopmar
GL_COMPRESS_RGBA_S3TC_DXT3_EXT

B sToMm cdopmate, Kak u paHee, uzoOpaxeHue Koaupyercs Oaokamu 4x4 Tekcena.
ITpu 3ToM B cXKaThIX AaHHBIX CHavyaia UAYT 8§ OAUTOB, MPEACTABISIONIUX CKAThIe
o-3HAYeHMS JUIsl Bcex TekcenoB (1o 4 OMTa Ha Tekcen), a janee 8 OalToB, Ipeia-
CTAaBJSIIOIINX CXAaTble MO aIrOpUTMYy GL_COMPRESS RGB_S3TC DXT1 EXT RGB-
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yacT, IpuueM Ko3GhGUIIMEHTH WHTEPHOMSIINNA BCceraa 3amaioTcs mo Tadm. 14.2
(puc. 14.2).

0 7 8 15

alpha cO-lo | cO-hi | cl-lo | c1-hi | b0 124 b2 b3

Puc. 14.2. bnok 4x4 Tekcena, 3akoaMpPOBaHHbIN CrIOCOOGOM
GL_COMPRESS RGBA S3TC DXT1 EXT

ITpu 3TOM OGaiTHI, ciayXaliue I KOAWPOBAHMUSI o-vyacTeil, MOXHO TpaKTOBaThb
Kak 64-6uToBoe 0Ge33HAKOBOE LIENOE (CUMTasl, YTO MEPBBIN OANT GJI0KA COOTBETCT-
ByeT HauMeHee 3HAYMMbIM OuTaM), coOpaHHOe U3 cTapunx 4-x OUTOB o-yacTeit
Kaxnaoro tekcena. Camblil mepBbIil OAWT OJIOKa COAEPKUT o-4acTU JUISl TeKCesoB
(0, 0) u (0, 1), cnenyromuit — a-vyactu Tekcenon (0, 2) u (0, 3) u 1. 1.

Kak nerko ybdeauTbcs, JaHHBIM CIIOCOO 0OOECIEeYMBAET CXATHE MCXOAHOIO M30-
OpaxeHus B 4 pasa (610K u3 16 TekcenoB Koaupyercs: B 16 6aiiToB).

dopmar
GL_COMPRESS_RGBA_S3TC_DXT5_EXT

Kak u paHee, TekcTypa paszouBaeTcsl Ha Onoku 4x4 Tekcena, KOTOpbIE KOAUPYIOT-
¢S He3aBMCUMO Apyr or apyra. Kaxnbiid takoil 610k npeiacrasieH 16-10 Gaidtamu
(puc. 14.3).

0 7 8 15

alpha0 | alphal | a0 al a2 a3 a4 a5 | ¢O-lo | ¢O-hi | cl-lo| ¢cl-hi| bO bl b2 b3

Puc. 14.3. bnok 4x4 Tekcena, 3aKkogMpPOBaHHbLIN CNOCOB0OM
GL COMPRESS RGBA S3TC DXT1 EXT

Benuuunbl alpha0 v alphal sBasitorcst 8-OUTOBBIMU (L-3HAYEHUSIMU, KOTOpbIe Oy-
JyT UCIIONb30BAThCs IS MONYyYEHUS o.-3HAUYEHUMI IS BceX TeKCeloB 6J10Ka myTeM
JIMHEHON MHTepmossAuuu (Kak ato aenaercsa ¢ RGB-uactamun).

Ocragimecss 6 6aiToB — ag, a, ay, a3, 4y, a5 — 33aaOT 48-6UTOBOE UMCIO (GANT
4y COOTBETCTBYET HaMMEHee 3HAYMMBIM OUTaM), B KOTOPOM TOJ KaXKIBIM TeKces
OTBOIUTCS o 3 OuTa. BUTHI, COOTBETCTBYIOIIME TeKceay (x, y), HAUMHAKOTCS C
nogutun 3 - (4 -y + Xx).
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ITo stTum Tpem Outam cornacHo T1adn. 14.4 u 14.5 onpenensitoress KoahGUIIMEHTHI
MHTEPIOJSLMM IS [IOJyYEHUS] 0-4acTei BCEX TEKCENIOB OJIOKa.

Tabnuya 14.4. KoaghguLimeHTsl nHTeprionauny A8 ciyyas alpha0O > alphat

Butbl KoadhdmumeHrT k, KoadpdmumeHr k;

000 1 0

001 0 1

010 6/7 1/7
011 5/7 2/7
100 4/7 3/7
101 3/7 4/7
110 2/7 5/7
111 1/7 6/7

Tabnuya 14.5. KoacbgpuumeHTsl uHTEPrionaLum an4 ciy4yas alphaO < alpha1

Butbl KoadpcpuumeHrT k, KoadochbnumeHT k;
000 1 0
001 0 1
010 4/5 1/5
011 3/5 2/5
100 2/5 3/5
101 1/5 4/5

B cnyuae alpha0 < alphal 6utam 110 Bcerna coorBerctByer oo = 0, a 111 — o = 1.

KoadduuueHT cxxartus ajsg 3TOro ajropuTMa, KaKk 1 s Opeablaylliero, papeH 4.

HekoTopblie coobpaxeHus

o Bbi6ope hopmara cxxaTus TEKCTypbl

ITpoie Bcero Borpoc o BeIbope Haubosee MOAXOJSIIero crnocoda cxarusi pelna-
erca mia RGB-tekctyp. M3 paccMOTpeHHBIX Bbllli€ CIIOCOOOB €IMHCTBEHHBIM
MOAXOASIIUM (MU K TOMY XK€ JalINM XOpOolInii Ko3UITUEHT cxXaThsl) SIBIIsSIeTCs
GL COMPRESS RGB S3TC DXT1 EXT.
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OnHako oOpaTHTe BHUMaHUE Ha cleaylolliue JTBa MOMeHTa (CBOMCTBEHHBIE BCeM
pPaccMOTPEHHBIM ajiroputMam). Bo-IepBblx, A1 IpeAcTaBleHUs LIBETOB BHYTpPU
Kaxxgoro 0JIOKa MCITONIB3YIOTCS Beero nBa 0a30BBIX 11BeTa. Bee octanbHEIE 14 11Be-
TOB MOJYYAIOTCS IIyTeM JIMHEHHOW MHTepro/siuMu 0azoBbix. Kak u3BecTHO u3
TEOpUM IIBETa, TAKUM IIyTEM MOXHO MOJYIUTH JIMIIh OTPAHUYEHHOE KOJTUYECTBO
BO3MOXHBIX LIBETOB U3 HEKOTOPOIO MHOXKECTBA.

M3 sroro ciaeayer, 4to mpu GOpMUPOBAHUM MECTPOH MCXOMHON TEKCTYphbl, KOraa
MTPAaKTHYECKN B KaXIBIA OJOK 4x4 TeKcena TMOTAmaeT HEeCKOJNBKO CHIBHO OTIIH-
YAIONIMXCS LBETOB (HAIIPUMEpP, KPACHBIH, 3€M€Hblid M CUHUIT) MIPU IBYX MCXOMHbBIX
6a30BBIX IIBeTaX BO3HUKHYT 3HAYNTENBbHBIE TorpelrHocTH. [loatomy TomoOHBIE
TEKCTYPbI BOOOIIE [IJI0XO MOAXOIAT s CxKaTusd aaropurMaMmu cemeiictsa S3TC.

Bo-BTophIX, 3apaHee XeCTKO 33aJaHO MHOXECTBO K02(h(UILUEHTOB HHTEPIIOJI-
1M1, BBIOMpAaEeMBIX TIPU BOCCTAHOBJIEHWU I1IBETOB. B ciyyae, ecim B UCXOAHON
TEKCTYPE €CTb IUIABHbIE MEPEXOJIbl 1IBETOB, 3TO IPUBEAET K WX Pa3pyLICHUI0 U
TTOSIBJIEHUIO TTOJIOC (COOTBETCTBYIOIIMX OTpeNeIeHHOU mape Ko3(duimeHToB NH-
teproasauuu). I1oaromy nogoOHblE TEKCTYphl TOXKE IUIOXO IMOAXOASAT IS CXKATUS
anroputmamu S3TC.

Hnst cxarnss RGBA-uzo0pakeHnii, B KOTOPBIX oi-KaHAJI CAYKUT B KauecTBe MAacKM,
Haubosiee yaauyHbIM BbIOOPOM OyleT coco0 GL COMPRESS RGBA S3TC DXT1 EXT.

B obiiem ciaydyae BbiOop anropurma aid cxarud RGBA-TekcTypbl orpaHuyeH me-
TOAAMU GL_COMPRESS RGBA S3TC_DXT3 EXT W GL_COMPRESS RGBA S3TC DXT5 EXT.
Ckopee Bcero, eciu Ui o-3HAYEHUI TEKCTYPhbl XapAKTEPHbI CUJIbHBIE U3MEHEHUS
("ckaukn"), To Oosee ymauyHBIM OyneT popMar GL COMPRESS RGBA S3TC_DXT3 EXT,
B MPOTUBHOM CJIyuae, CKOpee BCero, 0ojee moAaxoasiiuM Oyaer BolOop dopmara
GL_COMPRESS RGBA S3TC_DXT5 EXT.

Hns olieHkn chopMata MOXHO TOMPOOOBATh CXKaTh TEKCTYPY Cpa3y HECKONIbKUMU
cnocodamMu, CpaBHUTb pe3yJbTaThl M BbIOpaTh Haubojee KaueCTBEHHOE M300pa-
KEHHUE.

lNMpakTnyeckasa pabota
¢ DDS-cainnamn

Hnst padotbl co cxkarbiMu MeTogoM S3TC-TekcTypamu yallie BCEro IMpUMEHSIIOTCS
daitnel dpopmara DDS (Direct Draw Surface). OH 6b11 BriepBbie BBefieH Microsoft
B DirectX 7.0 u pacuiupeH BOOCIEICTBUM.

Daiinpl aTOro opMaTa MOIYT COAECPKATH KaK OOBbIYHbIC (HecxkKaTbie), TAK U CXKa-
TIe MeTogoM S3TC-TekcTyphl. TeKcTypbl MOTYT OBITh OTHO-, IBY- U TPEXMEPHBI-
MU, JOIYCTUMbI TAKXKe KyOMYeCKUe TEKCTYPHbIE KAPThI.
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Eiie ogHuM yaobHbiM cBoiictBoM DDS-daiinoB sBisieTca TO, YTO B HUX MOXET
XPaHUTBCS HE TOJbKO MCXOAHAs TEKCTypa, HO U BCe ee TIPOMeEXYTOUHbIe mipmap-
YPOBHU.

Paccmotpum paboty ¢ atumu ¢aiinamu B OpenGL.

Ha puc. 14.4 npuBoautcs ctpykrypa DDS-daiina.

DWORD dwMagic < Toonuce
DDSURFACEDESC2 ddsd < Jaconosox gopmama
NnoBepXHOCHIU
JlanHvie 2na6HOT
BYTE bData ] < noGepxXHOCHU
Jlanuvie
[BYTE bData []] < OONOAHUMETbHBIX
nosepxuocmelti

Puc. 14.4. Ctpyktypa DDS-darina

[lepBbie yerbipe OaiiTa ciayxkaT aag uaeHTUdUKauu popmara ¢aitia, B HUX CO-
JEPXKUTCST OTIpesieSIeHHas TTOATINCh, 110 KOTOPOW MOXHO YCTAHOBUTb MPUHAIIEXK-
HOCTb K TOMY MJM MHOMY TUIy (aiina.

[locne moamucu MAET CTPYKTYpa, OMMCHIBAIOLIAS coaepxaiiuecs B daiiae mo-
BepxHocTH. [anee maeT (BO3MOXHO cxKarTasl) TJIaBHasl TOBEPXHOCTb (TEKCTypa),
IOCJIe Yero MOXKET UATU Habop JOMOIHUTENbHBIX.

st co3maHus TeKCTyphl o JaHHoMY (aiiny B 6ubnunoreke libTexture comepxkut-
csl CelUaNbHBIN KJacc DdsLoader (3TO YIPOIIEHHAs peanusaius, MOIIepXKu-
BAIOLIAsl TOJbKO JIByMEpHBIE TeKCTyphl). JIUCTUHT 14.3 comepKUT ONMcaHUEe 3TOrO
KJacca.

Jlncturr 14.3. OnucaHme knacca DdsLoader

//

// Class to load images from DDS files
//

#ifndef _ DDS_LOADER

#define _ DDS LOADER

#include "TypeDefs.h"

class Data;

class Texture;

class DdsLoader
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{
public:
DdsLoader () {}
Texture * load ( Data * data );
i
fendif

Kak BuaHO M3 JWCTWHTA, OCHOBHOM 3amadeif STOTo Kjacca SBISETCS CO3IaHMe
TEKCTYphI MO MepefaHHOMY OJ0KYy AaHHBIX. PaccMoTpuM noapobHee pean3aluio
JAaHHOTO KJlacca, TIPUBEACHHYIO0 B TUCTHHTE 14.4.

Jlucturr 14.4. Peanusauusa knacca DdsLoader

//
// Class to load images from DDS files,
//
#include <stdio.h>
#ifdef WIN32
#include <windows.h>
#endif
#include <string.h>
#include <GL/gl.h>
#include "../glext.h"
#include "Data.h"
#include "DdsLoader.h"
#include "CompressedTexture.h"

#pragma pack (push, 1)

struct DDS PIXELFORMAT

{
unsigned long dwSize;
unsigned long dwFlags;
unsigned long dwFourCC;
unsigned long dwRGBBitCount;
unsigned long dwRBitMask;
unsigned long dwGBitMask;
unsigned long dwBBitMask;
unsigned long dwABitMask;
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struct DDS HEADER

{
unsigned
unsigned
unsigned
unsigned
unsigned
unsigned
unsigned
unsigned
DDS PIXEL
unsigned
unsigned
unsigned

bi

long dwSize;

long dwFlags;

long dwHeight;

long dwWidth;

long dwPitchOrLinearSize;
long dwDepth;

long dwMipMapCount;
long dwReservedl[11];
FORMAT ddspf;

long dwCapsl;

long dwCaps2;

long dwReserved2[3];

#pragma pack (pop)
#define DDS ALPHA PIXELS 0x00000001L
#define DDS ALPHA 0x00000002L

#define DDS_FOURC
const unsigned lo
const unsigned lo
const unsigned lo
Texture * DdsLoad
{

DDS HEADER

char

int

int

int

C 0x00000004L
ng FOURCC DXT1 = 0x31545844;
ng FOURCC DXT3 = 0x33545844;
ng FOURCC DXT5 = 0x35545844;
er :: load ( Data * data )

ddsd;
filecode [4];
factor;
bufferSize;
format;

// Verify the file is a true .dds file

data -> seekdbs ( 0 );
data -> getBytes ( filecode, 4 );

if( strncmp (

return NU

filecode, "DDS ", 4 ) != 0 )
LL;

// Get the surface descriptor

data -> getBytes ( &ddsd, sizeof ( ddsd ) );
if ( (ddsd.ddspf.dwFlags & DDS_FOURCC) == 0 )// not compressed

{

int numComponents = 0;
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if ( ddsd.ddspf.dwFlags & DDS_ALPHA PIXELS ) // BRGB
numComponents = 4;

else // RGB
numComponents = 3;

int bytesPerLine = ddsd.dwWidth * numComponents;

if ( (bytesPerLine & 3) != 0 ) // do dword alignment
bytesPerlLine += 4 - (bytesPerLine & 3);

byte * buf = new byte [bytesPerLine];

Texture * texture = new Texture ( ddsd.dwWidth,
ddsd.dwHeight,
numComponents ) ;

for ( int i = 0; i < ddsd.dwHeight; i++ )

{

data -> getBytes ( buf, bytesPerLine );

// rearrange components

byte * dest texture -> getData () +

i * ddsd.dwWidth * numComponents;
byte * src = buf;
for ( register int j = 0; j < ddsd.dwWidth; Jj++ )

{

dest [0] = src [2]: // red
dest [1] = src [11; // green
dest [2] = src [0]; // blue
if ( numComponents == )

dest [3] = src [3]; // alpha

dest += numComponents;

src += numComponents;

}
return texture;
}
/7
// This .dds loader supports the loading of compressed formats DXT1,
// DXT3 and DXT5.
//
switch ( ddsd.ddspf.dwFourCC )
{
case FOURCC DXT1:

// DXT1's compression ratio is 8:1
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format = GL_COMPRESSED RGBA S3TC DXT1 EXT;
factor = 2;
break;
case FOURCC DXT3:
// DXT3's compression ratio is 4:1
format = GIL_COMPRESSED RGBA S3TC DXT3 EXT;
factor = 4;
break;
case FOURCC DXT5:
// DXT5's compression ratio is 4:1
format = GL COMPRESSED RGBA S3TC DXT5 EXT;
factor = 4;
break;
default:
return NULL;
}
//
// How big will the buffer need to be to load all of the pixel data
// including mip-maps?
/7
if( ddsd.dwPitchOrLinearSize == )
return NULL;
int numComponents = 4;
if ( ddsd.ddspf.dwFourCC == FOURCC DXT1 )
numComponents = 3;
if( ddsd.dwMipMapCount > 1 )
pbufferSize = ddsd.dwPitchOrLinearSize * factor;
else
pbufferSize = ddsd.dwPitchOrLinearSize;
CompressedTexture * texture = new CompressedTexture (
ddsd.dwWidth,
ddsd.dwHeight,
numComponents, format,
ddsd.dwMipMapCount,
bufferSize );
data -> getBytes ( texture -> getData (), bufferSize );

return texture;
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I'maBHy0 mHbOpMalMIO O JaHHBIX BHYTpU (aitna HeceT B cebe ero 3arojloBOK
(cTpykTypa DDS_HEADER). OCHOBHBIE TIOJSI 9TOU CTPYKTYPBI TIPUBEICHHI B TaO. 14.6.

Tabnuya 14.6. OcHoBHble nosida sarosioska DDS-¢paiina

Mone

OnucaHmne

dwSize

Pasmep 3aronoska, fomkeH 6biTb paBeH 124

dwFlags

®naru, obozHavaloLLme, Kakue Nonsa cogepKaT OCMbICSIEHHbIe
3HaveHus. ObdAsaresibHO BKIloyaeT B ceba DDSD_CAPS,
DDSD_PIXELFORMAT, DDSD WIDTH, DDSD HEIGHT

dwHeight

BricoTa rnasHoi TEKCTYpbl B NUKCenax

dwWidth

LLnpuHa rnaBHoii TeKCTypbl B NMUKCenax

dwDepth

Ina TpexmepHbIX TeKCTyp rybuHa TekcTypsl. [pu 3ToM nose
dwFlags AOJIKHO cofepxaTb B cebe 6UT DDSD DEPTH

dwPitchOrLinearsS
ize

[1ns HecxKaTbIX TEKCTYP 3TO KOIMYECTBO HATOB Ha CTPOKY
(BbIpOBHEHHOE MO pasMepy ABOWHOIO cloBa)

ﬂ,ﬂﬂ cXaTblX — MOJIHOE KoMYecTBO 6aiToB Nnoj rnaBHoe nU3o-
6pa>KeH|/|e. B atom cnyyae none dwkFlags A0J/DKHO cogepXXaTb
6ut DDSD LINEARSIZE

dwMipMapCount

[ns naobpaxeHua c mipmap-ypoBHAMU, AHHOE MOJIE COAEPKUT
MoJIHOE YUCIIO YPOBHeii Ans rnasHoro nsobpaxkeHus. Mone
dwFlags BO/KHO copepxaTtb 6UT DDSD MIPMAPCOUNT

ddspf

CrpykTypa, 3agaioLas ucnonbayemblii hopmat MUKCESIoB B
n3obpaxeHun

dwCapsl

Mone, copgepxallee pononHuTesnbHyio UHpopmauuto. Obsasa-
TeJIbHO A0JHKHO cofepxarb 6ut DDSCAPS TEXTURE. Ecnu B
doaiine ecTb mipmap-ypoBHU, TO JOJHKEH cofepkaTbes buT
DDSCAPS MIPMAP. Ecnu B dhaiine cogepxutcsa 6onee ogHoro
rnaBHOro usobpaxeHus (HanpumMep, oS8 KyBUUECKUX TEKCTYp-
HbIX KapT 1 TPEXMEPHbIX TEKCTYp), TO AOSKEH NPUCYTCTBOBATb
61T DDSCAPS COMPLEX

dwCaps2

Mone, copgepxallee gononHUTENbHYIO UHpopMauuto. Onsa kybu-
YECKUX TEKCTYPHbIX KapT JOMKEH NpucyTcTBOBaTh 61T
DDSCAPS2 CUBEMAP, BMecTe ¢ 6UTaMu Ana Kaxaoi U3 CTOPOH:
DDSCAPS2 CUBEMAP POSITIVEX,

DDSCAPS2 CUBEMAP NEGATIVEX,

DDSCAPS2 CUBEMAP POSITIVEY,

DDSCAPS2 CUBEMAP NEGATIVEY,

DDSCAPS2 CUBEMAP POSITIVEZ U

DDSCAPS2 CUBEMAP NEGATIVEX.

[lns TpexmepHbIX TEKCTYP JOJKEH NpUCyTCTBOBaTh 6UT
DDSCAPS2 VOLUME
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Bca mHboOpManms o BHYTpeHHeEH CTpPYKType TeKCTyphl (BKITIOYast CXKaTHWe) Xpa-
HUTCS B CMENMATbHON CTPYKTYpe DDS_PIXELFORMAT, ONIMCAHHOW B TadMn. 14.7.

Ta6nunya 14.7. OnvucaHune CTPYKTypbl DDS_PIXELFORMAT

Mone OnuncaHune
dwSize Pazmep faHHOI CTpyKTYpbl, fLomkeH 6biTb paBeH 32
dwFlags ®naru, obozHavamoLLme, kKakue NossA cogepxaT uHdopMaLmio.

[ns HecxartbIx TEKCTYp OBbIMHO yCTaHaBnMBaeTcs donar
DDPF_RGB, Ans cxatblx — DDPF_FOURCC

dwFourCC 3apaet cpopmart cxatbix TeKcTyp. [puHMMaeT 0gHO U3 3Haue-
HWAA 'DXT1', "DXT2'", "DXT3"', "DXT4"' 1 'DXT5".
B OpenGL copmatbl 'DXT2' U 'DXT4 ' HE UCMONb3YIOTCA

dwRGBBitCount Ona RGB-chopmaToB — uncno 6MToB Ha NuKcen; nose
dwFlags JOJIKHO BKlouaTtb 6UT DDPF RGB

dwRBitMask Ons RGB-copmator 310 61MTOBas Macka A1l KpacHO KOMMO-
HEHTbI

dwGBitMask To e ana 3e5eHoNn KOMMNOHEHTBI

dwBBitMask To e ana cuHell KOMMOHEHTbI

dwABitMask Onsa RGBA-dopmaTtor 310 6uTOBas Macka anbga-kaHana.

B cnyuae npucyTtcTeus ansca-kaHana B nosne dwklags Aof-
XeH ObiTb BbicTaBieH 6UT DDPF ALPHAPIXELS

CpepctBa gna pabotbl
CO cXaTbiIMMN TEKCTypaMm

B xommiekre NVSDK comepxurcs psim cpeacTB IS co3gaHUs M Ipeodpa3oBa-
HUus TeKcTyp B cxxarble S3TC-dopMarsl.

Haubonee ynodHbiM sBnsiercs: wiarud ajst Adobe Photoshop, mosBonsioniuii co-
XpaHITh U300paxeHus B ¢aitibl DDS ¢ pasnuyHbIiMU peXUMMaMU CXKATUSI, BKIIIO-
yagd co3maHMe BCEX HEOOXOAMMBIX mipmap-ypoBHei. [las ycTaHOBKM JAHHOIO
[LUIarMHa JOCTATOYHO IIpocTo cKomuposarh ¢aiin dds.8bi B moakaranor Plug-Ins
KaTajora, rjae y Bac ycraHoBieH Adobe Photoshop.

B psine ciaydaeB Gosiee ymoOHBIMU OKa3bIBAIOTCS YTWJIMTHI, 3alycKaemble U3 KO-
maHgHo# cTpoku. B coctaB NVSDK BxonsT nBe momoOHBIE YTHIWTHL nvdxt.exe,
Mo3BoJIdtolas mpeobpa3oBeiBaTh n3o0paxeHus us cdopmatoB TGA, BMP, GIF,
JPG, PPM, TIF u CEL B dopmar DDS ¢ 3amanmem psima mapaMmeTpoB cOXpaHe-
Hus, U readdxt.exe — st ipeobpazoBanus daitios U3 popmara DDS B TGA.



Cxarble TekcTypbl u pabota ¢ HUMU 425

VYrunmuta nvdxt.exe 3amycKaeTcst KOMaHA0N

nvdxt —file uma-danna

[omimm]

ITpu momorm mapaMmeTpa -file 3amaeTcs UCXOMHEIN (haiin, HabOp omIMit ympaB-
sger cozganuemM DDS-daiina.

B 1a6u. 14.8 npuBeaeHbl HEKOTOPbIE AOMOJIHUTENbHbBIC OINLUU 3TOM KOMAH/IBI.

Ta6nuya 14.8. OCHOBHbIE OnUWY KOMaHgbl nvdxt

Onuus

OnucaHne

-flip

MNepeBepHyTb U306paXkeHUe CBEPXY BHU3

-list <filename>

®aiin, cogepxaluuii cnucok cainoe ansa npeobpasoBaHus

-cubemap <filename>

Cosgatb Kybuyeckyio KapTy ¢ UMeHeM f£ilename. [Janee
JoJDKkHa uaTh onuua 1ist, 3agatowas dalin co Cnuckom
TeKCTyp A5 rpaHell Kyba B crnegytoLleM nopagke: Mnoso-
XKUTeslbHOe 1 oTpuuaTenbHoe HanpaeneHus X, 1o xe ans v,
ToXe ana Z

-all

MpeobpasoBaTtb Bce U306paxeHUs B TeKyLLeM KaTtasiore

-outdir <directory>

3apatb Katasior 4J1A nomeLLeHus npeobpazoBaHHbIX coalisioB

—-binaryalpha Cuutartb, UTO o MPUHUMAET JULLb 3HaUYeHUsA O 1 1
-dxtlc Wcnonbsoeatb cxartue RGB DXT1

-dxtla To e RGBA DXT1

-dxt3 To »xe RGBA DXT3

-dxt5 To e RGBA DXT5

-ulb55 CoxpaHuTtb B Hecxarblii popmart 1:5:5:5
-uddds To xe 4:4:4:4

-ub65 To xe 5:6:5

-u8888 To xe 8:8:8:8

-u888 To xe 8:8:8

-ubb5 To xe 5:5:5

-p8 CoxpaHuTb B HecxaTtblil nanuTpoBblii popmart

®dopmat BbI30Ba yTUIUTHL readdxt.exe o4eHb IIPOCT:

readdxt wmmMsbarna

PesynbraTtom sBasiercsa mpeoOpaszoBaHue daitna DDS, 3agaHHOro mnapamMerpom

nmsdaiina, B TGA
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BeplwmHHbie nporpamMmmbl n pabota
C HUMMN Yepe3 pacLUMpeHuns
ARB_vertex_program

Panee paccmaTtpuBaemble pacIIMpeHWS MO3BOJISIN 33a1aBaTh JOBONBHO CIOKHEIE
3aKOHbl PEeHAEPUHIa INPUMUTUBOB, HO IPU ITOM CAMM 3TU 3aKOHBI 3aAaBAJIUCh
dakTHIeCKN TTyTeM KOMOWHAIMY HeOONBIIOT0o YNCIa TPpeloTpeeIeHHBIX 1IaroB
(omepanuii), ¥ BBIATH 3a UX Opeaesibl OblIO OYEHb 3aTPYyIHUTENbHO.

CoBepllleHHO APYroil Mmoaxoj MpeiiaraloT TaK Ha3blBaeMble BepLIMHHbIE (verfex)
u (parmeHTHBIE (fragment) TiporpaMMbl. OHU TIPEACTABISIIOT COOON TONHOIEH-
HbI€ IIPOrPaMMbl, HAIIMCAHHbIE HA CHELMAIBHOM acceMOJIepOIMOJOOHOM S3bIKE,
KOTOpBIE BBITIONHSIOTCS HemocpenacTBeHHo Ha GPU. C moMommbio Takux mpo-
[paMM MOXKHO BBINOJHATh OYE€Hb CJIOKHBIE BBIYMCICHUS, IMPAKTUYECKM HEBO3-
MOXKHBIE JIIS IPYTUX CIIOCOOO0B.

OTiare MeXay MBYMST OCHOBHBIMU THUTIAMHU TaKWX TIPOTpaMM (MHOTIA Ha3biBae-
MbIX lleiigepaMu) — BepLUMHHBbIMU (Vvertex program WU vertex shader) u ¢par-
MEHTHBIMU (TTUKCENBbHBIMU) (fragment program Wiu fragment shader) — 3akiova-
eTcs B BUJie 00padaTbIBAEMbIX UMU SJIEMEHTOB.

BepiuuHHbBIE MporpaMmbl OPUMEHSIOTCS A1 OOpabOTKM MAHHBIX, 3aJAaHHbIX HA
YpOBHE OTACNBHBIX BEPIINH, B TO BpeMsT Kak (dparMeHTHBIe paboTaroT Ha YpOBHE
OTIeJIbHBIX ITUKCENOB.

B nmaHHoii rmaBe Mbl pacCMOTPUM HCIIOJb30BAHME BEPIIMHHBIX IPOTPaMM uepe3
pacmmmpenue ARB_vertex program.

B cranmaptHoM OpenGL umeetcs Habop 3apaHee ompeie/ieHHbIX onepaiuii Haj
JAHHBIMHU, 331aBa€MbIMU B BEpLIMHAX, HAIIpUMeEp, IMpeodpa3oBaHue BEpIIMH, Bbi-
YUclieHNe U Mpeodpa3oBaHue TEKCTYPHBIX KOOPAWHAT, OCBellleHWe U T. M. bojib-
LIMHCTBO U3 DTUX ONEpALUil MOTYT KOH(PUIYPUPOBAThCS IIPOrPAMMUCTOM.

@aKkTUYeCKU BCE ITU OIepaluy MNPeACTaBIAIOT COOOH BEPLIMHHYIO MPOIrpammy,
OJIHAKO B Hell BBITIOJHSIEMBIE ONepallui U UX TTOPSIIOK 3apaHee 3adaHbl U 3aBUCST
oT Tekyuero coctosHusi OpenGL, a He gBHO 3azal0Tcsd nporpaMMucToM. Paciiu-
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penre ARB_vertex program TIpedocTaBISIeT TOMB30BATENI0 BO3MOXHOCTH SIBHO
3a1aBaTh 3aKOH MpeoOpa3oBaHMs JAHHBIX B BepLUIMHAX IPH MMOMOIIM MOCIeI0Ba-
TeJILBHOCTH 3JIEMEHTApHBIX olfepalnii (KOMaHm).

ITonoGHBIE BEpITMHHBIE MPOTPAMMBI paboOTalOT ¢ HAGOPOM PETUCTPOB (4-MEPHBIX
BellleCTBEHHBIX BEKTOPOB), W Kakaasd KOMaHJA OCYIIECTBISIET KaKyl-JIubo ore-
panuio Hala 3TUMU peructpamu. Cama mporpaMmma MpeacTaBisieT coboit nmocieao-
BaTeJIbHOCTb ACUCTBUUM Han 4-MepHBIMU BEKTOpaMU U 3a/1aeT 3aKOH OmpeaeaeHUs
BBIXOTHBIX 3HAUEHWH U KaXIo# BepITMHBI HA OCHOBE TTapaMeTpoB (3amaBacMBbIX
BHe 0JI0Ka glBegin/glEnd) U Habopa aTprOyTOB B BEepIIUHE.

CrangaprtHblii KoHBeiiep (pipeline) OpenGL npeacrasieH Ha puc. 15.1.

l

IpeobpasoBanue u
ocemienne (T & L)

Hacrpoiika (setup)

Pacrepuszanus

OOparienue K TEKCType,
3aKpalluBaHue
¢dparmenra

Orneparn ¢peitmOydepa

l

Puc. 15.1. CraHpapTHbiii koHBeliep OpenGL
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ITpuMeHeHHe BepUIMHHBIX TTpOrpamMM TO3BOJISIET 3aMEeHUThb TepBbIit 070K (Tpe-
00pazoBaHMe M OCBEIEHME) Ha Oollepaluy, SBHO 3a1aBaeMble I10JIb30BATEIEM.
DTu TporpaMMmbl JAIOT TOJHBI KOHTPOJb HaJ OlepalusiMu Mpeodpa3oBaHusl,
OCBEIIeHHUs, BBIUUCAEHUS TEKCTYPHBIX KOOPAMHAT, a TAKXKEe HAIOT BO3MOXHOCTb
BBITIOJTHSITDL JAPYTHe TUTIBI BBIUMCIEHWH B BeplinHax. [Ipu 3TOM Bce BepUIMHHBIE
MporpaMMbl IOJHOCTbIO BbimoyHstoTcss Ha GPU, He 3aHuMmas BpeMeHM LEeH-
TpaJIbHOTO TIpolieccopa.

BxomHBIMM TAHHBIMH [UTS BEPIIWHHONW TIPOTPAMMEBI SBIISIOTCS aTpUOYTHI B Bep-
1IMHAaxX (II0JIb30BaTeb MOXET 3a1aBaTh HOBbIE TUIIbl ATPUOYTOB), JOKAIbHBIE Me-
peMeHHBIe (PETUCTPBI) U TTepeMeHHBIe OKPYKEeHMSI.

Ha BbIXOIE BCpLHI/IHHOﬁ TIporpaMmbI JOJIZKHBI OBITH BBEIYMCIICHEI OJHOPOIAHBIC KO-
OpAMHATbl BEPLIMHbI, LBET, CTCIICHb 3aTyMdHUMBAHMA, TCKCTYPHbLIC KOOPAWMHATbL
nT. Il

IMpn sTOM BepmWHHAS MporpaMMa He MOXeT HU CO3[aBaTb HOBBIX BEpIINH, HU
YHUYTOXaThb cyllecTByouiue. Takxke BEplIMHHAs IIporpaMma He o0Jajaer JocTy-
MOM K Kakoi-11bo Tornojornyeckoit nHdopmaiueit (pedpa, rpaHu u T. 10.).

OObIYHO BeplIMHHAS TIporpaMma 3aMeHsieT coboif  cienywiue GyHKIUT
OpenGL:

O npeobpasoBaHue BepUIMH MpPU MOMOILU MOAENbHON (modelview) MaTpulbl U
MaTpUIIHI TIPOEKTUPOBAHUS (projection);

cMmenrenuie (weighting/blending) Bepivg;

peo0pa3oBaHNE HOPMATIH;

BEPITMHHOE OCBEIICHMUE;

ynoTpebaeHUe IBETHBIX MATEPUANIOB;

BBIUMCJICHUE TEKCTYPHBIX KOOPIAUHAT U UX MPeoOpa3oBaHueE;

BBIYUCJIICHUE CTCTICHU 3aTyYMAaHUBaHWS BEPLINHDI,

0 [ I [ A [

BBITIOJTHECHUE OTepaluii, 3aJaBacMbIX MOJb30BATEIEM.

Crenyroniue (pyHKIUNA HE MOTYT OBITh TOMMEHEHBI BEPIIMHHON MPOrPaMMOIi:
BbIUUCIeHus (evaluators);

oTceueHue Mo 001acTu BUAUMOCTU (view fiustrum);

MEePCMEKTUBHOE JCIEHHUC;

npeoOpa3oBaHue B OKHO (viewport transformation);

npeo0pa3zoBaHue NMUANAa30Ha TIYOUHBI;

BBIOOD JIMIIEBOU W HEJULIEBON TPAHEU (Il ABYCTOPOHHUX MATEPUAIOB);

oTceueHNne TIepBUYHOTO W BTOPUYHOTO IBETOB 110 oTpe3Ky [0, 1];

aaogoaogoaooaaa

pa60Ta C MpUMUTUBAMHU, pacTepu3alnsd, CMCIUICHUEC IIBETOB.
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Ha puc. 15.2 nzobpaxkeHa BepIInHHAS TTporpaMMa W pasTUIHbBIE PETHCTPHI, ¢ KO-
TOPBIMI OHa paboTaerT.

BepuiiHHbIe aTpHOYTHI
[epeMeHHbIE OKpPYXEHHS program.vertex [i, JlokanbHbIe TepeMeHHbIC
program.env [i], i=1,...,.E i=1,...,N program.local [i], i=1,...,.L
E >=96 N >=96 L>=9
Y Y Y

Y
A

AJpecHble IlepeMeHHble
A>=1

BepuinHHas nporpamma
(M xomanm, M >= 128)

Bpemenubie nepemenHble
T>=12

N
Y

Y

BbixoaHble peructpel
R>=8§

Puc. 15.2. BeplumHHas nporpamMma 1 UCrnosib3yemble €0 PerncTpbl

CospaHune BepLUIMHHOWN NporpamMmbl

Kaxpnag BepluimHHasg mnporpamma mpeicrapisiercss Habopom ©OaittoB (ASCII-
cTpokoii). Pabora ¢ Hell CuibHO HAllOMUHAeT pabdoTy ¢ TeKCTypamu, BBOAMTCS
MOHSITUE OObEeKTa-IporpaMMbl (program object), UaeHTUDULIUPYEMOrO Oe33HAKO-
BbIM LI€JABIM YMCIOM (GLuint). DTOT OOBEKT SABISAETCI BHYTPEHHUM OOBEKTOM
OpenGL, nHKancyiupyloumuM BHYTpU ce0s KaK MporpaMmy, TaKk M NapaMeTphl ee
COCTOSIHUSI.

HeHOCpeZ[CTBCHHOC CO3IaHne BepHJI/IHHOﬁ IIporpaMMbl COCTOUT U3 CIICAYIOUINX
1IaroB:

1. IMonyyeHue wugeHTUUKATOpa IS IHOPOrpaMMbl IIPpU MOMOIUM  (DYHKIMK
glGenProgramsARB.

2. BobIibop monyuyeHHOro MAeHTU¢UKATOpa KaK TEKYIIEeTo MpY IMOMOIIN (PYHKIIAN
glBindProgramARB.

3. 3arpyska TekcTa IporpamMMbl.

DTH 1aru ITpoJeMOHCTPUPOBAHBI JTUCTUHTOM 15.1.
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NnctuHr 15.1. NMpumep ncnonbL30BaHUA BEPLUMHHOW NPOrpamMmbl

const char * vpText =

"1 1ARBvpl.0\
ATTRIB pos = vertex.position;\
PARAM mat [4] = { state.matrix.mvp };\

# transform by concatenation of modelview and projection matrices\
DP4 result.position.x, mat [0], pos;\

DP4 result.position.y, mat [1], pos;:\

DP4 result.position.z, mat [2], pos;:\

DP4 result.position.w, mat [3], pos;:\

# copy primary color\

MOV result.color, vertex.color;\

END";
GLuint progld;
glGenProgramsARB (1, &progld );
glBindProgramARB ( GL VERTEX PROGRAM ARB, progId );

glProgramStringARB ( GL VERTEX PROGRAM ARB,
GL PROGREM FORMAT ASCII ARB,
strlen ( vpText ), vpText );
if ( glGetLastError () == GL INVALID OPERATION )
{
GLint errorPos;
GLubyte * errorStr;
glGetIntegerv ( GL PROGRAM ERROR POSITION ARB, &errorPos );
errorString = glGetString ( GL PROGRAM ERROR STRING ARB );
fprintf ( stderr, "Error at position %d.\Line: \"%s\"",

errorPos, errorStr );

ITocne Toro kKak BeplIMHHAsI TIporpaMMa OoJjibllie HE HYyXXHa, OHAa MOXET OBIThb
YHUYTOXEHA IIPpU HONKHHM(byHKHMM,ngeleteProgramsARB.

PaccmoTrpuM noapodHee ucIonb30BaHHbIE (YHKIIUM.
g noayvyeHus: MAeHTUGUKATOPOB BEPIIMHHBIX IPOIPAMM CIYKUT (PYHKIIMS

void glGenProgramsARB ( GLsizei n, GLuint * ids );

OHa pe3epBUpYEeT n MICHTHGUKATOPOB B KayecTBe MACHTHGUKATOPOB BEPIINH-
HBIX IPOrpaMM M IOMellaeT UX B MacCUB ids. Ilpu 2TOM, XOTs BO3BpallleHHbIE
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UACHTUMUKATOPE M TTOMEYAIOTCST KaK MCTOMB30BAHHEIE, COOTBETCTBYIONIETO 00D~
€KTa-IIPOrpaMMbl elle He cOo3aaeTcs, OH OyaeT co3maH Ipu IepBOM BblOOpe MaAeH-
THdUKaTOpa KaK TeKYIIel porpaMMBl TTPU TTIOMOIIN glBindProgramARB.

s yHUUYTOXEHUST BEPIIMHHBIX TTporpaMM (M OCBOOOXIEHUSI COOTBETCTBYIOIINX
UAEHTUDUKATOPOB) CIYKUT DYHKIIHS

void glDeleteProgramsARB ( GLsizei n, GLuint * ids );

Hns BoiOopa MaHHOW BEPIIMHHON MpOrpaMMbl KakK TeKyllei (1 co3gaHusi oObek-
Ta-TIporpaMMBbl TIPU TIEPBOM OOpaAILleHNH) CIYKUT (DYHKIIUS

void glBindProgramARB ( GLenum target, GLuint id );

ITpu 3amanmy BepIIMHHON MpPOTpaMMBI TApaMeTp target MOJDKEH IMPUHUMATH
3HAYEHNS GL VERTEX PROGRAM ARB, 4 id — WIEHTU(UKATOP TMPOTPaMMBI, MOJTY-
YEHHBINW OT glGenProgramsARB.

HpOBepI/ITb, ABJISICTCSA JIU 3aJadHHOC 0e33HaKOBOE Lej1oe 4Ynuciio I/IZLCHTI/Iq)I/IKaTOpOM
[IPOrpaMMbl, MOXHO IIPY IOMOLIY (PYHKLIUU
GLboolean glIsProgramARB ( GLuint progId );

Y3Hath UAeHTHGUKATOP BEPIIMHHON TIPOTrpaMMEI, KOTopas ceifuac SBIseTcs aK-
TUBHOM, MOXXHO TTPpY TTOMOIIN CIIeAYIoIIeTo (hparMeHTa Koaa:

glGetProgramivARB ( target, GL PROGRAM BINDING ARB, (int *)&id );

s 3amaHms TeKCTa BEPIIMHHON TPOTpaMMBI CIYKHUT GYHKITUS

void glProgramStringARB ( GLenum target, GLenum format, GLsizei length,

const void * string );

IMapameTp target U 3aMaHUS TEKCTA BEPITUHHON TIPOTPAMMBI JOJDKEH TIPUHM-
MaTh 3HAYEHUE GI, VERTEX PROGRAM ARB, format MOXET MPUHUMATh ITOKA TOJIb-
KO ONHO 3HAYEHME GI, PROGRAM FORMAT ASCII STRING ARB. [lapameTp length
3amaeT UIMHY CTPOKM (B 0aiiTax) string, KOTOpas 3alaeT TEKCT ITPOTPaMMBL.
HdnmHa cunTtaetcs 6e3 HYJIEBOTO TePMIUHATOPA, KOTOPOTO BOOOIIIE MOXET HEe OBITh.

B coorBercrBUM CO CTaHIAPTOM MOXHO 3arpyXaTbh IPOrpaMmy, Haxe ecaud oHa
yXe ObLia 3arpyxeHa U BblOpaHa Kak Tekylluas (TakuMm oOpa3oM MOXHO MPSIMO
"Ha xomy" 3arpy3uTh HOBYIO BEPCUIO IIPOrPAMMbl).

OnHa ¥ Ta Xe BepIIMHHAS TporpaMMma MOXeT pasJeNsIThCs cpa3y HeCKOJIbKUMU
KOHTEKCTaMU TOYHO TaK XK€, KaK W JUCIUICHHBbIE CITUCKU U TEKCTYPHI, T. €. TIpU
TOMOINMU KOMAHAbI wglSharelLists (hRcTo, hRcFrom) (aHaHOFHqHO TOMY, KdK
3TO paccMaTpuBanoch B ezage 11).
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3apaHue napameTpos

Bce mapaMeTpsl, KOTOpble MOTYT OBITH TIepeIaHbl BEPIITMHHON TIporpaMMe, ITesT-
Cs Ha TPU TUIA:

O BepiuuHHbIe aTpuOyThl (vertex attributes).
O JloxkanbHbie napaMeTpsl nporpaMmbl (local parameters).
O [lapamerpbl OKpYXeHUsl (environment parameters).

BepLwunHHbIe aTpubyThI

DTO mapameTpbl, 3a7aBacMble B KaKAOW BeplIMHE U TpeAcTaBisioline coboit 4-

MepHbBbIe BellleCTBeHHBIE BEKTOpHI. Bcero MoxeT ObITh 0 N Takux MapameTpoB

(N = 16), TOYHO MAKCUMAJIBHOE YUCIO BEPIIMHHBIX aTPHOYTOB MOXHO IMOJYYUTh

npu ToMolM (GYHKIUU glGetProgramivARB TI0 3HAYEHUIO KOHCTAHTHI

GL_MAX VERTEX ATTRIBS ARB:

int maxAttribs;

glGetProgramivARB ( GL VERTEX PROGRAM ARB, GL MAX VERTEX ATTRIBS ARB,
SmaxAttribs );

His1 3agaHus BEpLUMHHBIX aTpuOyTOB B BUAe BelllecTBeHHbIX (floar) 3- u 4-MepHBIX

BEKTOPOB CJ1y2KaT CIACAYIOLINE (bYHKLlI/Il/II

void glVertexAttrib4fARB ( GLuint index, float x, float y, flocat z,
float w );

void glVertexAttrib4dfvARB ( GLuint index, const float * vector );

void glVertexAttrib3fARB ( GLuint index, float x, float y, float z );

void glVertexAttrib3fvARB ( GLuint index, const float * wvector );

CYU_ICCTBYIOT BEPCUH 3TOW KOMaHAbI M IJI MEHBIIETO YHhciaa APTrYMEHTOB, U I
APYTUX TUIIOB MEpEAaBACMbIX API'YMEHTOB IO AHAJIOTUUN C KOMaHJIAMU glVertex U
glColor.

Takke ecTb BO3MOXHOCTh Iepelayd BepLIMHHBbIX aTpUOYyTOB B BUAE MACCHUBOB
IpY IOMOILIU DYHKIMU

void glVertexAttribPointerARB ( GLuint index, GLint size,
GLenum type, GLboolean normalized,

GLsizei stride, const void * pointer );

IMTapameTp normalized COOOIIAET, HY>KHO JIU TIPOBOJAUTHL HOpMaJU3allUIO Tepe-
JAHHOTO 3HAYCHUS.

IIpu nomouiu pyHkKuuin

void glEnableVertexAttribArrayARB ( GLuint index );

void glDisableVertexAttribArrayARB ( GLuint index );

MOZKHO BKJTIOYATb W OTKITHOYATD MOAACPIKKY OTACIBbHBIX BEPITNMHHBIX MAaCCUBOB.
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3amuch BepIIMHHOTO aTpmbyTa ¢ WHAeKcoM () BBI3BIBACT BBITTOJTHEHHE BEpPIINH-
HOW TIpOrpaMMEI JUTSI 00pabOoTKK JaHHON BEepITUHEL.

M3 camoil mporpamMMbl MOXHO OOpallaTrhCsl K BEPIUMHHBIM aTpuOyTaM Kak IO
MHAEKCY, TaK U [0 MMEHAM CTaHAApPTHBLIX aTpuOyToB. COOTBETCTBUE MEXAY WH-
JeKcaMyd U UMeHAMM OpUBOAUTCS B Tada. 15.1.

Tabnuya 15.1. CooTBeTcTBUE MEXAY UHIEKCAMU Y UMEHaMI BEPLUUHHBIX aTpU6yTOB

Nma WUHpekc
vertex.position vertex.attrib [0]
vertex.weight verter.attrib [1]
vertex.weight [0] verter.attrib [1]
vertex.normal verter.attrib [2]
vertex.color verter.attrib [3]
vertex.color.primary verter.attrib [3]
vertex.color.secondary verter.attrib [4]
vertex. fogcoord vertex.attrib [5]
vertex.texcoord verter.attrib [8]
vertex.texcoord [0] verter.attrib [8]
vertex.texcoord [n] verter.attrib [8+n]

O6patnTe BHUMaHWE HA TO, YTO TIO CTAHOAPTy TIPHWBEIACHHBIC TIaphl comepxKar
3HAYEeHMUsSI, KOTOPBIe He MOTYT BCTpeUaThcs OTHOBPEMEHHO, HATpUMep, ecld B
MporpaMMme ecTh oOpallleHre cpa3y K vertex.position U vertex.attrib [0],
TO 3TO TIPUBEAET K OMMMOKe TIPH 3arpy3Ke JaHHOH TPOTpaMMEI.

3agaHue BepLUMHHOro arpubyra ¢ uHaekcoM 0 (BKIIouas ¥ 3agaHue IMOCPEICTBOM
KOMaH/Ibl glVertex*) BbI3bIBAET BBIIOJHEHME IIPOrPaMMBbI AJ151 JAHHOM BEPIIMHBL

JNNokanbHble napameTpbl

Kaxnas nporpamma B KauecTBe JIOKAIbHbIX [TapaMEeTPOB IOJy4YaeT B CBOE PacIo-
pskeHue MaccuB U3 L 4-MepHBIX BELIECTBEHHbIX BeKTOpoB. TOYHO y3HATh Mak-
CUMaJIbHOE 4MCJIO JIOKAIbHBIX MapaMeTpoB (OHO AOJKHO ObiTb He OGosee 96)
MOXHO IIpY MOMOLLHU cleytoliero ¢parMeHTa Koaa:

int maxLocalParams;

glGetProgramivARB ( GL VERTEX PROGRAM ARB,

GL MAX PROGRAM LOCAL PARAMETERS ARB,
§maxLocalParams ) ;
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INpn 3TOM JIOKANBHBIE MApaMETPBl COXPAHSIOT CBOW 3HAYEHMST HE TOJNBKO MEXIY
BBI30BAMHU BEPIIMHHOMN MPOTpaMMEI, HO IaXke TP ee Tiepe3arpyske.

D,Jlﬂ 3aJaHUuA JJOKAJIbHbBIX IIAPAMETPOB C/1yXKaT CJIACAYIOIIUE CPYHKLLI/H/IZ
void glProgramlLocalParameter4fARB ( GLenum target, GLuint index,
float x, float vy,
float z, float w );
void glProgramlLocalParameter4fvARB ( GLenum target, GLuint index,

const float * wvector );

B kauectBe mapameTpa target BO BCe€X OTUX (QYHKIMSAX BBICTYIAeT
GL VERTEX PROGRAM ARB.

M3 camoil BepIIMHHOI MPOrpaMMbl JOKAJIbHBIE MPOTPAMMBI JOCTYITHBI IO UMEHU
program.local [index].

Y3HaTh 3HAYEHUE JOKAJIbHOIO ITapaMeTpa MOXHO MPU IMOMOIIU QYyHKIIMK

void glGetProgramlLocalParameterfvARB ( GLenum target, GLuint index,

float * params );

B kavectBe mapameTpa target IO-IPEXHEMY BbICTYINAeT KOHCTaHTa
GL VERTEX PROGRAM ARB, MapaMeTP params YKa3blBA€T HA MACCUB C JOCTATOY-
HBIM MECTOM [UISl pa3MeIleHMs YEThIPEX BELIECTBEHHbIX YMCEl.

MapameTpbl OKpyXXeHus

Kpome BepiiMHHBIX aTpuOyTOB, 3aJaBAEMbIX B KaXIOH BepILUMHE, U JIOKAJIbHbIX
[apaMeTPOB, YHUKAIbHBIX I KAXIOH BEepIUIMHHON IPOTPaMMbl, BEpLIMHHAS
IporpaMMa TaKxXKe IOJy4aeT ¢ CBOE PACHOpsKeHHEe MAacCuB U3 E 4-MepHBIX Be-
LIECTBEHHbIX BEKTOPOB, TAK HAa3blBA€MbIX MAPAMETPOB OKPYKEHMI. DTOT HAOOp
[1apaMeTpoB SBJSIETCs OOLIMM /ISl BCEX BEPLIMHHBIX IIPOTrpamM.

MaxkcuMaabHOE YMCIO IMapaMeTpPOB OKpY:KeHUsi (He MeHee 96) MOXHO Y3HATh
MpU TTOMOIIU clieytoliero hparMeHTa Kojaa:
int maxEnvParams;
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL_MAX PROGRAM ENV_PARAMETERS ARE,

SmaxkEnvParams ) ;

I[J'[H 3aJJaHUus 3HAYECHUN mapaMETPOB OKPYKECHUS CITY2KAaT CICAYIOINE beHKHI/H/I:
void glProgramEnvParameterd4fARB ( GLenum target, GLuint index,

float x, float vy,

float z, float w );
void glProgramEnvParameterdfvARB ( GLenum target, GLuint index,

const float * vector );
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M3 camoit BepIIWHHON TIpOTpaMMBI JIOKAJTBHBIC TTPOTPAMMEBI TOCTYITHE TI0 MMEHU

program.env[index].

Y3Harth 3HAUYEHME IapaMeTpa OKPYXEHHUsl C 3aJaHHbIM MHIEKCOM MOXHO IIpu
nomMoiy (pyHKUUU

void glGetProgramEnvParameterfvARB ( GLenum target, GLuint index,

float * params );

I]apaMCprIBHerahaﬂorﬂqﬂblvoid glGetProgramLocalParameterfvARB.

MapameTpbl cocToHUA

M3 BeplIMHHONA MporpaMMbl JOCTYIIHbI TAKXKE BCE OCHOBHbIE IApaMeTPhbl COCTOSI-
Husg OpenGL. B Tabu. 15.2—15.8 npuBoasgTcss OCHOBHbIE MAapaMeTpbl MU UMEHA
JUIS IOCTYIA K HUM.

B Tabxn. 15.2 mpuBoasTCsSl Bce AOCTYIHBIE BEPUIMHHOW MporpaMMe cBolcTBa Ma-
Tepuaja, BKIIYAs TUTI MOJy4yaeMoro 3HaYeHUsI U Cocod JocTyma.

Ta6nuya 15.2. CovicTBa matepunana

Nma KomMmnoHeHTbl | KoMmeHTapuii

state.material. |(r, g, b, a) DOHOBLIN LBET MaTepuana 4ss JIMUEBON rpaHu
ambient

state.material. |(r, g, b, a) JOudbdoy3Hbiin LgeT maTepuana ansa NMLEBORA rpaHu
diffuse

state.material. |(r, g, b, a) BrnukoBebl LBET MaTepuana gns JAMUeBOA rpaHu
specular

state.material. |(r, g, b, a) LieT cBeueHun matepuana g MLEBoN rpaHu
emission

state.material. | (s 0,0, 1) CreneHb @oHra matepuana ana nULEBON rpaHu
shininess

state.material. |(r, g, b, a) DOHOBLIN LBET MaTepuana 4ss JIMUEBON rpaHu

front.ambient

state.material. |(r, g, b, a) Oundbdpy3Hbiin LBET MaTepuana ansa nuUeBoil rpaHn
front.diffuse

state.material. |(r, g, b, a) BrnukoBebl LBET MaTepuana gns JAMUeBOA rpaHu
front.specular

state.material. |(r, g, b, a) LieT cBeueHun matepuana g MLEBoN rpaHu
front.emission

state.material. | (s, 0,0, 1) CreneHb QoHra Matepuana afs nuueeoil rpaHu
front.shininess
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Ta6nuya 15.2 (okoHyarye)

ack.shininess

Umsa KomnoHeHTbl | KommeHTapni

state.material. (r,g b, a ®oHoBbIl LIBET MaTeprasia ajisa HesMLEBOl rpaHu
ack.ambient

state.material. (r,g b, a JOundpdysHbiin LBeT MaTepuana gis HeULEBoiA
ack.diffuse rpaHM

state.material. (r,g b, a BnukoBbli LiBeT MaTepuana 4718 HeNUUEBOIA FpaHn
ack.specular

state.material. (r,g b, a LiBeT cBeueHUsA MaTepuana ons HeMMUeBolA rpaHu
ack.emission

state.material. (s,0,0,1) CreneHb OoHra Matepuana ans HefMLEBolA rpaHu

B Ta6s. 15.3 mpuBeneHEl Bce TOCTYITHBIE BEPITMHHOM TIporpaMMe TapaMeTphbl HC-

TOYHUKOB CBETA.

Tabnuya 15.3. [NapameTpbl NICTOYHUKOB cBETa

scenecolor

Umsa KomnoHeHTbl | KommeHTapni

state.light[n]. (r,g b, a DOHOBbIN LIBET UCTOYHUKA CBETA 17

ambient

state.light[n]. (r,g b, a OudbdbyaHblii LBeT NCTOYHNKa cBeTa N

diffuse

state.light[n]. (r,g b, a BrnnkoBblli LIBET UCTOYHUKA CBeTa 1

specular

state.light[n]. (x, v,z w KoopguHatbl ucCTouHMKa ceeta n

position

state.light[n]. (a, b, c e KoadbcbuumeHT 3aTyxaHua B 3aBUCUMOCTU OT

attenuation paccTosHUA 1 NoKasartesib A1 KOHUYECKOro
MCTOYHMKa cBeTa n

state.light[n]. (x, v, z 0 HanpaBneHue gns KOHNYECKOro MCTOYHMKA CBe-

spot.direction Ta U KOocUHyc ero yrna (4ns uctodHuka ceeta n)

state.light[n]. (x, v, 2 1) HopmanuzoBaHHbI cepeanHHbBIN yron Mexay

half HarpasJsieHMeM OT r71a3a Ha UCTOYHUK cBeTa 1
BekTopom (0, 0, 1)

state.lightmodel. |(r, g, b, a) DOHOBbIN LBET MOAEIN OCBELLEHUSA

ambient

state.lightmodel. |(r, g, b, a) LiBeT cueHbl B MOZenn ocBeLLeHUA AN TMUEBbIX

rpaHei
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Ta6nnya 15.3 (okoHyarme)

Umsa KomnoHeHTbl | KommeHTapui

state.lightmodel. (r,g, b, a) To xe

front.scenecolor

state.lightmodel. (r,g, b, a LIBeT cLeHbl B MOaEeNy ocBelLEHUA AN Henu-
back.scenecolor LiEBbIX rpaHeil

state.lightprodinl. |(r, g, b, a) MNpounseegeHne poHOBOMO LiBeTa UCTOUYHUKA
ambient cBeTa U Matepuana

state.lightprodin]. |(r, g, b, a) MNpouseegeHne andcpysHoOro LBeTa NCTOYHUKA
diffuse cBeTa U maTepuana

state.lightprod(nl. | (r, g, b, a) [MponsBeaeHne 6IMKOBOrO LiBeTa UCTOYHUKA
specular cBeTa U Matepuana

state.lightprodinl. |(r, g, b, a) MNpounseegeHne poHOBOMO LBeTa UCTOUYHUKA
front.ambient cBeTa 1 Matepuana Afia IMUEBOl rpaHu
state.lightprodinl. |(r, g, b, a) MNpouseegeHne andcpysHoOro LBeTa NCTOYHUKA
front.diffuse cBeTa 1 Matepuana Afia IMUEBOl rpaHu
state.lightprod(nl. | (r, g, b, a) [MponsBeaeHne 6IMKOBOrO LiBeTa UCTOYHUKA
front.specular cBeTa 1 Matepuana Afa IMUEBOl rpaHu
state.lightprod(nl.|(r, g, b, a) MNpounseegeHne poHOBOMO LBeTa UCTOUYHUKA
back.ambient cBeTa U Matepuana gjisi HeluueBoi rpaHu
state.lightprod(nl.|(r, g, b, a) MNpounseegeHne andcpysHoro LBeTa NCTOYHUKA
back.diffuse cBeTa U Matepuana gis HeluMueBoil rpaHu
state.lightprod(nl.|(r, g, b, a) lMponsBeaeHne 6MKOBOrO LiBeTa UCTOYHUKA
back.specular cBeTa U Matepuana gjisi HeluueBoi rpaHu

B tabn. 15.4 nmpuBeneHsl mapaMeTphl IS TeHepalluy TEKCTYPHBIX KOOpPAWHAT, B
Taba. 15.5 — nj1g BbIUMCIEHUS 3aTyMAHUBAHKUS.

Tabnuya 15.4. NapameTpbl reHepaLuy TEKCTYPHbBIX KOOpAUHAT

Umsa KomnoHeHTbl | KomMmeHTapui

state.texgen[n]. (a b, c d KoaddpuumeHTbl 41 NonyveHns s-KoopauHaTtsl

eye.s Ans TekcTypHoro 65oka n yepes KoopauHaThl B
cucTeMe KoopguHat HabniogaTens

state.texgen[n]. (a, b, c, d To xe ana tkoopanHaThI

eye.t

state.texgen(n]. (a, b, c, d To xe ana r-koopamHaThbl

eye.r
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Ta6nuya 15.4 (okoHyarye)

Umsa KoMnoHeHTbI KommeHTapuin
state.texgen[n]. |(a b, ¢ d) To xe Ana g-koopanHaThl
eye.q
state.texgen[nl]. |(a b, ¢ d) KoadbdumupmeHTbl Ana nonyyeHns s-koopamHaTbl
object.s AN TeKCTypHoro 651oKa 1 Yepes KoopauHaThl B
cucTeMe KoopamHaT obbekta
state.texgen(nl. |(a b, ¢ d) To Xe ana tkoopanHaThl
object.t
state.texgen(nl. |(a b, ¢ d) To xe ana r-koopgmHaThbl
object.r
state.texgen(nl]. [(a b, ¢ d) To xe ana g-koopauHaTbl
object.q
Tabnuya 15.5. [NapameTpbl BbIMUCTIEHNS] 3aTyMaHUBaHNS
Umsa KomnoHeHTbl | KommeHTapui
state.fog.color (r,g b, a RGB-ugeT TymaHa
state.fog.params |(d, s, e, 1) MnoTtHocTb TyMaHa (d), nuHeliHoe Havaso 1

koHel, (s, e) n //(end-starf)

B 1a6:1.15.6 npuBeaeHbI MapaMeTphbl MJIOCKOCTE OTCEUEHHS.

Tabnuya 15.6. [lapameTps! 710CKOCTEN OTCEHEHNA

Nma

KoMnoHeHTbl

KomMmmeHTapui

state.clipln].
plane

(a, b, c d

KoadbpurumeHTbl nnockocT oTceveHns n.

nockocTb 3afaeTcs ypaBHeHUEM
a-xtb-y+tc-z+d=0

B 1aba. 15.7 npuBeneHbl CBOMCTBA TOUKM, 3a4aBa€Mbl€ IIPM IIOMOILM paCLIApe-
Hust ARB_point_parameters.

Tabnuya 15.7. [NapameTpbl TOYKU

Nma

KoMnoHeHTbl

KomMmmeHTapuit

state.point.size

(s, n x 1

MapameTpbl TOUKN: pasMep, MUHUMATIBHBIN 1
MaKCMMarbHbIll pasMep, rpaHuLa ocnabesa-
Hus (fade threshold)
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Ta6nuya 15.7 (okoHyarue)

Nma KomMmnoHeHTbl | KoMMmeHTapuii
state.point. (a, b, c, 1) KoadbdpuumeHtbl ocnabesaHns ToHKu
attenuation

Marpuiibl, AOCTYIHBIE TPOTpaMMe, TiepedrncieHbl B Taba. 15.8.

Ta6nunya 15.8. [JoctynHeie matpuLbi

Nma KomMmmeHTapuit

state.matrix.modelview[n] n-s MaTpuua MogenbHoro npeobpasoBaHusi.
MapameTp n HeobszaTeneH

state.matrix.projection MaTpuua npoekTupoBaHus

state.matrix.mvp MNpousBeneHne MaTpuLibl MofesbHoOro npeoct-
pa3oBaHUs 1 NPOEKTUPOBAHUS:
MVP = PxM[0]

state.matrix.texture[n] n-a matpuua npeobpasoBaHmMa TEKCTYPHBIX
koopauHart. [NapameTtp n HeobszaTeneH

state.matrix.palette[n] MNanutpoeas maTpuua r-ro MogenbHoro rnpe-
obpazoBaHus

state.matrix.program[n] n-A MaTpuua NnporpamMmmbl

K nmenn Matpuiier u3 tabdn. 15.8 Moxer OBITh TOOABIEHO .inverse, .transpose
U .invtrans IS oDO3HAYEHUSI TOTO, YTO YKA3aHHYI0 MaTPHUIy CJIeIyeT oOpa-
THTb, TPAHCIIOHNPOBATh WM OOpPaTUTh U TPAHCIIOHUPOBAT.

Takke K MMEHM MOXeT ObITb J00aBieHA 3alMUCh .row [n] I IOJYy4Y€HHsA 3a-
JAHHOIO CTOJI0La Marpuiibl B BUIC 4-MepHOFO BEKTOpPA.

3anuch state.matrix.program[n] HUCIOJB3yeTCs JUISI TOCTYMa K JOTMOJHUTENb-
HBIM MaTtpuiiaM. M3 OCHOBHOI TIpOrpaMMEBI CTTOCOO 3amaHWsl 3TUX MaTpPWIl aHa-
JIOTWYEH 3aJaHWI0 MaTPUIILI MOAETHLHOTO TIpeoOpa3oBaHUs, TMPOCKTUPOBAHUS U
TpeoOpa3oBaHNs TEKCTYPHBIX KOOPOWHAT: BBI3BIBaeTCS (GYHKIUS glMatrixMode €
napameTpoM, PaBHBIM GIL, MATRIXn ARB, TJIE€ YMCJIOM n SIBISIETCSI HOMEP MATPUIIHL.

st noslydyeHus: MaKCUMAJIbHO BO3MOXHOIO YUCIA TAKUX MATPULL MOXHO BbIIIOJI-
HUTb CAeAyIOLInid ¢pparMeHT Koaa
int maxMatrices;
glGetProgramivARB ( GL VERTEX PROGRAM ARB,
GL MAX PROGRAM MATRICES ARB,

smaxMatrices );
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PesynbraThl BEITOMHEHUST BEPIIMHHAS TIporpaMMa 3aHOCHUT B BBIXOIHBIC PETUCT-
pbl, IpuBeJeHHbIE B Ta0a. 15.9.

Ta6bnunya 15.9. Peructpel pesysibtata

texcoord [n]

Nma KomMmnoHeHTbl | KomMmeHTapui
result.position |(x,y, z w) KoopguHatsl Touku B NPOCTPaHCTBE OTCEUEHUS
result.color (r,g b, a naeHblii (primary) UBET NMUEBOI rpaHu
result.color. (r,g b, a To xe
primary
result.color. (r, g, b, a) JononuutensHsill (secondary) uget nuuesoi
secondary rpaHu
result.color. (r,g b, a naeHblii (primary) UBET NMUEBOI rpaHu
front
result.color. (r,g b, a To xe
front.primary
result.color. (r, g, b, a) JononuutensHeill (secondary) uget nuuesoi
front.secondary rpaHu
result.color. (r,g b, a naBHblii (primary) uBeT HENMUEBOIA rpaH
back
result.color. (r,g b, a To xe
back.primary
result.color. (r, g, b, a) JononHutensHbiil (secondary) ugeT HenMUEBOA
back.secondary rpaHu
result.fogcoord | (f, * * * 3arymanusanue (for coordinate).
KomnoHeHTbl, 0603HaYeHHbIE *', HE UCMOSIL3YIOTCH
result. (s, * * % Pasmep Touku.
pointsize
KomnoHeHTbl, 0603HaYeHHbIE *', HE UCMOSIL3YIOTCSH
result.texcoord | (s, tr, q) TekcTypHas KoopAuHaTta s HyneBoro TEKCTyp-
Horo 6si0ka
result. (s,tr,q) TekcTypHas koopauHata ass r-ro TEKCTYpHOro

6noka

B nucrunre 15.2 mpuBoauMTCd IporpaMma, Iedaralollas MHGpOPMALMIO O KOH-
CTaHTaxX, OTPAHWYNBAIOIINX KOJNYECTBO PETUCTPOB, MapaMeTpoB, BPEMEHHBIX Te-

PEMCHHLIX U T. II.
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NuctuHr 15.2. OnpegeneHne noaaepKKM BEPLUMHHBLIX NPOrpamMmm
(nporpamma vp-info)

/7
// Sample to check for vertex program support in OpenGL card and driver
/7
#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );
}
void display ()
{
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
0, 0, (GLsizei)w, (GLsizei)h );
GL_PROJECTION ) ;

glViewport (
(
glLoadIdentity ();
(
(

glMatrixMode
glMatrixMode GL_MODELVIEW ) ;
glLoadIdentity ();
}
void key ( unsigned char key, int x, int vy )
{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested

exit ( 0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
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glutInitWindowSize ( 400, 400 );
// create window

int win = glutCreateWindow ( "OpenGL VP info" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
init ()
initExtensions ();

const char * vendor = (const char *)glGetString(GL VENDOR );

) (

const char * renderer = (const char *)glGetString(GL RENDERER );
) (
(

(
(
const char * version = (const char *)glGetString(GL VERSION )
const char * extension = (const char *)glGetString(GL EXTENSIONS) ;
printf ( "Vendor: %$s\nRenderer: %s\nVersion: $%s\n", vendor,
renderer, version );
if ( !isExtensionSupported ( "GL ARB vertex program" ) )

{
printf ("GL ARB vertex program extension NOT supported.\n");

return 1;
}
printf ( "ARB vertex program extension is supported !\n" );
int maxVertexAttribs;
int maxLocalParams;
int maxEnvParams;
int maxMatrices;
int maxTemporaries;
int maxParams;
int maxAddressRegs;

glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL MAX VERTEX ATTRIBS ARB,
sgmaxVertexAttribs );
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL MAX PROGRAM LOCAL PARAMETERS ARB,
smaxlLocalParams '
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL MAX PROGRAM ENV_ PARAMETERS ARB,
smaxEnvParams Y

glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
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GL MAX PROGRAM MATRICES ARB,

sgmaxMatrices )
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,

GL MAX PROGRAM TEMPORARIES ARB,

smaxTemporaries )
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,

GL MAX PROGRAM PARAMETERS ARB,

S§maxParams Y
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,

GL MAX PROGRAM ADDRESS REGISTERS ARB,

&maxAddressRegs Y

printf ( "\nVertex program limits:\n" )
printf ( "\tmax vertex attributes : %d\n", maxVertexAttribs );
printf ( "\tmax local parameters : 2d\n", maxLocalParams )
printf ( "\tmax env. parameters : %d\n", maxEnvParams )
printf ( "\tmax program matrices : %d\n", maxMatrices )
printf ( "\tmax program temporaries: %d\n", maxTemporaries );
printf ( "\tmax parameters : %d\n", maxParams '
printf ( "\tmax address registers : %d\n", maxAddressRegs );
return 0;

CTpyKTypa BepLUNHHOII NporpaMmbl

Kaxnas BepluMHHAs IporpaMMa IpeacTaBaseT co0oii Habop CTpPOK, IpUYeM Ka-
KIOH CTPOKE COOTBETCTBYET KaKas-TO KOMaHIa (CTpoKa MOXET ObITh IyCTON WU
cojepxaTb KoMMeHTapuil). B nuctunre 15.3 mpuBoguTcsl Impumep BEPILUMHHOI
MporpaMMbl BbeIYUCISIONIEN (oHoBoe, nuddy3Hoe U OJMKOBOE OCBEILEHUE OT
OIHOro 0ECKOHEYHO YIAJIeHHOI0 UCTOYHMKA CBETA.

Jnuctuur 15.3. Npumep BepLUMHHOW NPOrpaMmbl

' 'ARBvpl.0
ATTRIB iPos = vertex.position;
ATTRIB iNormal
PARAM mvinv[4]
PARAM mvp[4]
PARAM lightDir
PARAM halfDir

vertex.normal;

{ state.matrix.modelview.invtrans };

{ state.matrix.mvp };

state.light[0].position;
state.light[0].half;
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PARAM specExp = state.material.shininess;
PARAM ambientCol = state.lightprod[0].ambient;
PARAM diffuseCol = state.lightprod[0].diffuse;

PARAM specularCol = state.lightprod([0].specular;

OUTP
OUTP
TEMP

DP4
DP4
DP4
DP4

DP3
DP3
DP3

DP3
DP3
MOV
LIT

MAD
MAD
MOV
END

UT oPos = result.position;
UT oColor = result.color;
xfNormal, temp, dots;
# Transform the vertex to clip coordinates.
oPos.x, mvp , 1Pos;

(0]
oPos.y, mvp [1], iPos;
oPos.z, mvp [2], iPos;
oPos.w, mvp [3], iPos;

# Transform the normal to eye coordinates.

xfNormal .x, mvinv [0], iNormal;
xfNormal.y, mvinv [1], iNormal;
xfNormal.z, mvinv [2], iNormal;

# Compute diffuse and specular dot products and
# use LIT to compute lighting coefficients.
dots.x, xfNormal, lightDir;
dots.y, xfNormal, halfDir;
dots.w, specExp.x;
dots, dots;
# Accumulate color contributions.
temp, dots.y, diffuseCol, ambientCol;
oColor.xyz, dots.z, specularCol, temp;

oColor.w, diffuseCol.w;

[lepBas cTpoka mporpaMmbl ! !ARBvpl.0 COOOIIAET, YTO Aajgee MAST BepIIMHHAS
TTporpaMma, CooTBeTcTByIomIas Bepcun 1.0.

Kaxmas komanma (KkpoMe KOMaHIBI END) JOJDKHA 3aBepIIaThCs TOYKOH ¢ 3arsTOl.

3aBepiraercst BepIIMHHAS TTPpOTpaMMa KOMaHIO#M END.

Bech TekcT, maymmii mocie cUMBOJIA # M IO KOHIIA CTPOKH, ABISIETCS KOMMEHTA-
pUeM U UTHOPUPYETCH.

Oop

dTUTC BHUMAHNUEC HA TO, YTO BCC MMCHA KOMAH[, K/IIOYE€BLIC CJI0BA, MCIIOJIb-

3yeMble TIpU OOBSIBICHWM TEPEeMEHHBIX, a TaKKe vertex, state, program W
result, SIBISIOTC 3ape3epPBUPOBAHHBIMMU.
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B nmauaie BCpLHHHHOﬁ IIporpaMmbl IIpU TTOMOIIN KOMaHAbI OPTION MOTYT 3aja-
BaThCsl pasnuyHbie onuuu. B Bepcuu 1.0 eqMHCTBEHHOM MOAMEPXKMBAEMOM OILIM-
el gsiseTcyd ARB position_invariant.

Ee nanuune cBsizaHo ¢ TEM, YTO MPpU MHOTOIIPOXOJHOM PEHIACPUHTE OOBEKTOB Ha
Pa3HbIX CTAAWAX MOIYT BbI3bIBATbCA PA3JIMUYHbIE BCPLIMHHBIE IIPOrpaMMbl, BbI-
MOJTHAIOINECA C paSJTI/I‘-IHOﬁ TOYHOCTHIO. B pE3YIbTATE 3TOTO KOOPAWHATHI BEP-
LIMH Ha pa3HbIX IPOXO0JdX MOIYT CJICIKa OTJIMYATbCA, UTO Kpaﬂﬂe HEXE1aTC/IbHO.

Hanuuve onuuu ARB position invariant FapaHTUPYET, YTO HA BCEX MPOXOIAX
OyIyT TTONyYaThCcs OMHU U TE K& KOOPIWHATHI BEPIITIH.

NpeHTndukaropnol

B xavectBe MmeHTH(PUKATOPOB B BEPIIMHHON TporpaMMe CIYXKaT IMPON3BOJIEHEIE
[OCJIEIOBATENILHOCTU JATUHCKUX OYKB, LMD U CUMBOJNA MOAYCPKUBAHUA U
3HaKa IoJUlapa $, HAUMHAmIIMecs: He ¢ MUpPb (HampuMep, Must Die SIBISIETCS
COBEPILEHHO 3aKOHHbIM UAEHTU(UKATOPOM).

OO0paruTe BHUMAaHUE, YTO UAEHTU(MUKATOPBl B BEPLUIMHHBIX IIPOrpaMMax 4yBCTBU-
TEJILHBI K PeTUCTPaM OYKB, T. €. MACHTU(MHUKATOPHI al W Al PA3TMYAIOTCH.

Kaxnplit npeHTUdUKATOp TEpeMEHHOM 0 €ro MCIOJIb30BAHUSI JOJKEH OBITh
00BsIBIIEH, caMO OOBSIBIIEHUE MOXET HAXOAMThCS B JHOOOM MECTE IPOrpaMMbl (HO
JIO TIEPBOTO YITOMUHAHUS TAHHOTO WACHTH(MUKATOPA).

BpeMeHHble nepemMeHHblie

s XxpaHeHUs] TPOMEXYTOUHBIX 3HAYeHWI B BEPLIMHHBIX TIporpaMMax TMpeny-
CMOTpPE€HbI BPpEMEHHbBIC NEPEMCHHbIC — 4—MeprI€ BCILICCTBECHHbBIE BEKTOPbI, KO-
TOPLBIE 3apaHEe TOJIKHBI OBITH OOBIABIIEHBI KOMaHI[Oﬁ TEMP.

TEMP flag;

TEMP a,b,c;

Bce BpemeHHBbIE I€peMEHHBIE MOCTYIHbI BEPIIMHHON HporpaMMme Kak M 4uTe-
HU, TaK U JJISI 3alCH. MaxkcruMaabHO BO3MOXHOE WX YMCJIO MOXKHO Y3HATh NIpU
oMoy Cjiaeayrouero (l)paFMCHTa Koaa:
int maxTemporaries;
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,

GL_MAX PROGRAM TEMPORARIES ARB,

smaxTemporaries );

HauannHble 3HAYeHNST BpeMEHHBIX TIepeMEeHHBIX (KaK M BBIXOMHBIX) HE OTpeiese-
HbBI ¥ 3aBUCAT OT peal3aluu apaiBepa.
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MapameTpnbl

B kauectBe IIapaMeTPOB MOTYT BBICTYIIATbh 4—M6pHI)Ie BEKTOPbBI 1 UX MACCUBELI.

[MapameTpbl MOIyT 3aJaBaThcsl Kak sIBHO (Yepe3 KOMaHAy PARAM), TaK U HESIBHO
(myTteM HemocpeaCcTBEHHOM MOACTAHOBKU B TekCT). [Ipu 3TOM OHU IpeaCTaBIsIIOT
co0oi1 MOCTOSIHHbIE (HA BpeMs BbIIOJHEHUSI BEPLIMHHON IPOrpamMMbl) BeIUYM-
HbI, T. €. JOCTYIHBI TOJbKO As uTeHust. [lpumep 3agaHusl WILIIOCTPUPYET JIUC-
TUHT 15.4.

NucTturr 15.4. Npumep 3agaHus napameTpoB

PARAM a = { 1, 2, 3, 4 }; # vector (1, 2, 3, 4)
PARAM b = { 3 }; # vector (3, 0, 0, 1)
PARAM ¢ = { 3, 4 }; # vector (3, 4, 0, 1)
PARAM e = 3; # vector (3, 3, 3, 3)

# array of two vectors
PARAM arr [2] = { {1, 2, 3, 4}, {5 6, 7, 81} };

ADD a, b, {1, 2, 3, 4 };
ADD a, c, 3;

Marpuiia 3agaeTcst KaK MacCHUB M3 YeThIpeX BeKTOpOB-cToi010B. PaccMoTrpuM 310
moapoOHee.

HYCTb HCXOAHAad MaTpuua 3aJaBajgach CICAYIOLIUM (l)par MEHTOM KoJa:
GLfloat matrix [l6] =

{

, 9, 13,

10, 14,

, 11, 15,

, 12, 16

~

~

=sw N
~

O 3 o O
~

~

bi
glMatrixMode ( GL MATRIXO ARB );
glloadMatrixf ( matrix )

Taxeke IycTb B BEPLUIMHHON IIPOrpamMMe IMPUCYTCTBYIOT CIEAYIOLIUE OObSIBICHUS:
PARAM matl [4] = { state.matrix.program [0] };

PARAM mat2 [4] = { state.matrix.program [0].transpose };

B OpenGL mnpuHsTOo pacmnojoxeHue MaTpul, OO CTOJA0LAM, CJeI0BATE]bHO
matl [0] npuHumaer 3Hadyenue (1, 2, 3, 4), matl [3] — (13, 14, 15, 16),
mat2 [0] ——(l,5,9,13),k[mat2 [3] ——(4,8,12,16)
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Bor emnie HecKoJbKO TIIPUMEPOB MMapaMETPOB, OCHOBAHHBIX HA MAaTPpULIAX:

PARAM mO = state.matrix.modelview [1].row [0];

PARAM ml = state.matrix.projection.transpose.row [3];
PARAM m2 [] = { state.matrix.program [0].row [1..2] };
PARAM m3 [] = { state.matrix.program [0].transpose };

MaxkcuMajabHO BO3MOXKHOE oflee 4YKWCao Bcex mapaMeETpoOB (SIBHBIX n HCHBHI)IX)
MOJKHO TOJYYUTDb U3 CICAYIOUIETO (l)pal"MCHTa Koaa:

int maxParams;
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL_MAX PROGRAM PARAMETERS ARB,
§maxParams ) ;
MoxxHO c¢BI3aTh mapamMeTp € KaKUM-JIN0O JIOKATbHBIM mapaMeTpoM WJIN MmapamMeT-
POM OKPYKCHHSI:
PARAM C = program.local [0];
PARAM mat [4] = program.env [0..37;
PARAM ambient = state.material.ambient;

Agpecuble nepemMeHHblie

AIpecHbIe MepeMeHHbIe BBICTYNAIOT (PAKTUYECKU B KayecTBe MHIEKCOB MpU 00-
palieHUd K MacCUBaM BEKTOPOB, MPeaCcTaBisisd cob0il OMHOKOMIIOHEHTHBIN 1Ie10-
YUCIEHHBIA BEKTOP.

I[J'[SI OODBSIBICHUS AOPECHDBIX TTIEPEMEHHDBIX CJIYXKUT KOMaHIa ADDRESS.

Jluctuur 15.5 WLIIOCTPUpPYET IPUMEP MCHONb30BAHUS AAPECHBIX NEePEMEHHBbIX.

JNlnctuHr 15.5. NMpumep 3aaaHnsa U UCNONbL3OBAHUS aApPEeCHbIX NepeMeHHbIX

ADDRESS addr;

PARAM list [] = {
{1, 0, 0, 11},
{2,1, 0, 11},
{3, 4,5 1}

}i

ARL addr.x, index.x; # load into the address variable floor (index.x)

SUB v, a, list [addr.x];
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J1s ampecHBIX MEPEMEHHBIX MOXHO 33/1aBaTh CMEIIEHWE, JeXallee B JUAra3oHe
or —64 1o +63.

ATpubyTbl

IIpu oMoy KoMaHAbl ATTRIB MOXKHO SIBHO OIIMCATh aTpUOYT, AaB €My APYroe UMsl.
ATTRIB pos = vertex.position;

ATTRIB normal = vertex.normal;

ATTRIB tangent = vertex.texcoord [1];

ATTRIB binormal = vertex.texcoord [2];

IMono6Has 3ammch MO3BOMSIET TTOBBICUTh YUTAEMOCTh M Cpa3y IMOKa3aTh, KAaKUMU
aTpuOyTaMu MOJb3yeTcsl JaHHAas Mmporpamma.

BbixogHble 3HaYeHua
BleOZ[HbIe napaMeTpbl JOCTYIIHbI TOJIBKO JIAd 3allMCHU KU 3aJdl0TCA KOMaHH,OI‘/JI
OUTPUT:

OUTPUT oCol = result.color.primary;

dakTUyecky 3Ta KOMaHaa IIPOCTO CO3ACT CCbLUIKY Ha COOTBCTCTB}/IOLLLI/Iﬁ BbIXOI-
HOM PETUCTPp aHAJIOTUYHO ATTRIB.

MoXXHO cO3/1aTh BTOpPOe WM [UIS yKe CYIIECTBYIOIIETO mapaMeTpa (alias):

ALIAS b = a;

Cucrtema KkomaHA

Bcero nopnepxuBaercs 27 paziM4HbIX MHCTPYKIMA, paboTalomux ¢ 4-MepHbIMU
BellleCTBEHHBbIMU BeKTopaMu. Kaxkmast Takasi KomMaHaa UMeeT CAeAYIOUINi BUI:

opCode dest, [-1srcO [, [-]srcl [, [-]src2]];

3aech opCode — 3TO CUMBOJIBHBII KO UHCTPYKLUU, dest — PEIrUCTP, B KOTO-
pI)Iﬁ 6YI[€T TIOMEIICH PE3YJIbTAT BBINMOJIHECHNS KOMaHIbI, 4 BEJIMYUHBI srcO, srcl
U src2 — PErucTpbl ¢ UCXOAHbIMU JAHHbIMU. KBa,Z[paTHbIMI/I cKOOKaMu 0003Ha-
YyeHBI HeoOsi3aTeIbHBIC BETWYMHEL. I[EU'[CC TIPpEIACTAaBJIICHDBI HpOCTCﬁH.WIC ITPUMEPLI
KOMaHI.

Mpumep 1. NpocTenune KOMaHAbI

MOV R1, R2;
MAD R1, R2, R3, -R4;
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HeobGs3aTenpHbIil 3HaK "MUHYC" YKa3bIBaeT, 4TO WCTOYHWKOM SBIISIETCSI HE caM
b
pPerucTp, a BEKTOpP, MOTYYAIOIINICS U3 HeTO YMHOXeHHeM Ha —1.

7151 BXOTHBIX perucTpoB (src0, srcl U src2) CYHIECTBYeT BO3MOXHOCTb UCTOJIb-
30BaTh BMECTO CAMOTO PETUCTPA BEKTOpP, TMOJYYAOIIUKICS U3 UCXOAHOTO TyTEM
MepecTaHOBKU €ro KOMITOHEHT (mpumep 2).

Mpumep 2. NMepecTaHOBKA KOMMOHEHT

MOV R1,
MOV R2,

R2.yzwx;
-R3.yzwx;

15 BBIXOJHOIO perucTpa MOXHO 331aTh MACKy, 3alIMIIAIONIYI0 OTAEIbHbIE KOM-
IOHEHTBI PerucTpa oT u3MeHeHus (rmpumep 3).

Mpumep 3. MackupoBaHue

MOV R2.xw, -R3;

OO0partuTe BHUMAHUE, YTO KOMAHIbI B IpUMeEpPe 4 9KBUBAJIEHTHBI.

Mpumep 4. CokpalleHHada 3anucb onepaHaa

MOV R1,
MOV R1,

R2.XXXX;

R2.x;

PaccmoTpum cucteMy KomaHa, npuBeaeHHyo B Tadm. 15.10.

Ta6nuya 15.10. Cuctema KoMaHz BEPLUNHHOW MPorpamMmbl

HasBanne CuHTaKkcmne KommeHTapni

ABS ABS dest, JaHHasa KkomaHga ocyLLLecTBAAET MOKOMMOHEHT-

BobMucneHue sre; HOe BblUMCIIEHUE MOAY IS

Moayns dest=fabs (src)

ADD ADD dest, [JaHHasa komaHgda cknagbiBaeT ABa nNapameTpa u

CnoxeHue srcO, srcl; | sanucbiBaeT cyMMy B pesyribTar
dest=srcO+srcl

ARL ARL dest.Cl, | 3arpyxaeT B afpecHblli permcTp 3HaueHue Le-

NAPHOIro nponsse-
AeHunAa No nepebiMm
TpeM KOMNOHEeHTaM

3arpyska sHaueHus | src.C2; Noli YacTn CKanspHOro onepaHga

B aflpeCHbIll perucTp

DP3 DP3 dest, BbluncnseT ckanspHoe nNponseegeHne NCTOUHU-
BblumncneHue cka- srcO, srcl; | KoB KaK TPeXMepHbIX BEKTOPOB

dest=src0.x-srcl.x+src0O.ysrcl.y+srcO
.z-srcl.z
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Ta6nuya 15.10 (npogomkere)

HasBaHne CuHTaKkcmne KommeHTapwi
DP4 DP4 dest, BbuuncnseT ckanspHoe npou3BefeHne YeTbipex-
BeluucneHune cka- srcO, srcl; MepHbIX BEKTOPOB U 3arnucbiBaeT pesysbTar BO
JIPHOrO Mpou3Be- BCE KOMIMOHEHThI dest
AeHua dest=src0.x-srcl.x+src0.ysrcl.y+srcO
.z-srcl.ztsrcO.w-srcl.w
DPH DPH dest, Bbuncnset ogHopogHoe ckanspHoe
BbluncneHue ogHo- | srcO, srcl; npomnssegeHne
POAHOro cKanAapHoO- dest=srcO0.x-srcl.x + srcO.y-srcl.y -
ro nponseeaeHus src0.z-srcl.z - srcl.w
DST DST dest, OdbchekTUBHO BbIMMCAAET BEKTOP
BbluncneHue src0.C1, dest=(1,d,d"2,1/d) no gByM CKasnsapHbIM
paccTosiHUs srcl.Cz; 3HauYeHUsM
src0.Cl=d"2
srcl.Cc2=1/d
EX2 EX2 dest, Jna sapgaHHoro ckanapHoro onepaHga src.C
MpubnuxeHHoe src.C; BbluMCNSET NpUbnmxKXeHHoe 3HaueHne 2" src.C 1
BblUMCIEHNE 3anucbiBaeT BO BCe KOMIMOHEHThI perucTtpa dest
2 B cTeneHu
EXP EXP dest, Cnyxut ans 6onee TOUHOro BblYMCIIEHUS
BoblumncneHune src.C; 27src.C
2 B cTerneHun dest.x=2"floor (src.C)
dest.y=src.C — floor (src.C)
dest.z=roughlAppr2ToX (floor(scr.C))
dest.w=1
OyHKUMA roughAppr2ToX BbMUCHAET Npubnu-
XeHHOe 3HaueHMe C TOUHOCTbio 10 27"
FLR FLR dest, OcyLLecTBNAET NOKOMMOHEHTHOE BblMUCIIEHNE
Bbluncnenne £floor | SYC/ uenoli yactn (floor) (HanbonblLuero uenoro, He
MPEeBOCXOAALLEro apryMeHTa) oT KOMMOHEHTOB
NCTOYHUKA
FRC FRC dest, OcyLLecTBNAET NOKOMMOHEHTHOE BblMUCIIEHNE
BbluncneHune gpob- | Srci ApobHoin yacTn.
HoIl YacTu IpobHas yacTb frac (x)=x-floor (x)
LG2 LG2 dest, Bobluucnset npubnuxeHHoe 3HaveHue norapudo-
MpubnuxeHHoe src.C; Ma Mo OCHOBAHUIO 2 OT CKaNIAPHOro aprymeHTa u

BblUUCIEHME Jlora-
pudma no ocHoea-
Huto 2

3anncoiBaeT BO BC€ KOMMNOHEHTbI NCTOYHUKa
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Ta6nuya 15.10 (npogomkere)

HasBanne CuHTaKkcmne KommeHTapni

LIT LIT dest, Cnyxut ons yckopeHus BoluncneHus guddpys-

BeluuncneHune sSrc; HOIl 1 6MKOBON OCBELLIEHHOCTU B BEPLUMHAX

Ko3ppULMEHTOR src.x=(n, 1)

ocBeLLeHunA Src.y:(n,h)src.w = P
© npuBoamnTcs K otpesky [—128, 128]

Ha Bbixoge

dest.x=1

dest.y=max (0, (n,1))
dest.z=(n.1l)>0?roughAppr2ToX (max (0, (
n,h)) " p):0

dest.w=1

LOG LOG dest, Bbluncnset npubnuxeHHoe 3HaueHue norapud-

Bbiuucnerue nora- | src.C; Ma Mo OCHOBaHWIO 2 OT CKaNApHOro onepaHaa

pudpma no ocHosa- temp=fabs (src.C)

HUo 2 dest.x=floor (Log2 (temp)
dest.y=temp/2"floor (Log2 (temp) )
dest.z=roughAppr2ToX (temp)
dest.w=1

MAD MAD dest, Bbuucnser

YMHoXeHune src0, srcl, dest=srcO-srcl+src2

1 CIIOXEeHe srcZ;

MAX MAX dest, [MokoMnoHeHTHOe BbMUCIEHE MAKCUMyMa

Bbluncnexue src0, srcl; dest=max (src0, srcl)

MakcumMyma

MIN MIN dest, [MokoMnoHeHTHOE BblMMCIEHNE MUHUMYMA

BbluncneHnue src0, srcl; dest=min (src0, srcl)

MUHUMYMa

MOV MOV dest, dest = src

KonupoeaHue sre;

MUL MUL dest, BbuncnseT nokoMNoHeHTHOe npounsBedeHue

MoKOMMOHEHTHOE srcO, srcl; |[gest=srcO-srcl

YMHOXeHue

POW POW dest, Bbluncnset npubnuxeHHoe 3HaueHMe nNepeoro

BoseegeHue src0.C1, CKasisipHOro orepaHAa, BO3BeAEHHOrO B CTeneHb

B CTENeHb srcl.Cz; BTOPOrO CKaJIIpHOro ornepaHga n 3anucbiBaet
pesynbTaT BO BCE KOMIMOHEHThI peructpa dest
apprPow (a, b) =apprExp2 (b-apprLog2-a) )

RCP RCP dest, Bobluucnsiet npubnumxeHHoe 3HaveHne obpaTHoOro

BeluuncneHune src.C; K CKanapHoOMy onepaHay 1 3anuncbiBaeT BO Bce

obpatHoro KOMIMOHEHTHI dest

dest=1/src.C
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Ta6nuya 15.10 (okoHuyaHue)

TOPHOro Npousse-
JeHus

HasBanne CuHTakcne KommeHTapni
RSQ RSQ dest, dest=1/sqrt (fabs (scr.C))
BelumcneHue 3Ha- src.C;
yYeHUsa onepaHgja
B cTeneHn —'/,
SGE SGE dest, dest.x=src0.x>=srcl.x?1:0
YcTaHOBKa Mo src0, srcl; dest.y=src0O.y>=srcl.y?1:0
"6onbLLE dest.z=src0.z>=srcl.z?1:0
N pagHo" dest.w=srcO.w>=srcl.w?1:0
SLT SLT dest, dest.x=src0.x<SRC1.X?1:0
src0, srcl; dest.y=src0.y<SRC1.Y?1:0
YcTaHoBka o dest.z=src0.z<SRC1.Z?1:0
"mMeHbLIe yem" dest.w=src0.w<SRC1.W?1:0
SUB SUB dest, [TokoMNOHEeHTHOE BbIMUCTIEHE Pa3HOCTU One-
Bbuucnenve pas- | src0, srcl; | paHgos
HOCTHU dest=src0 - srcl
Swz SWz dest, MNo3BonsieT Npon3eosibHEIM 06pasom nepeme-
"nepemelumeaHue” | Src, LaTb KOMMOHEHTbI (UK UX YacTb); UCTOUHUKOM
KOMMOHEHT <extSwizzle> | nng KOMMOHEHTbI MOXET BbiTh NI06as KOMMOHEH-
Ta UcxogHoro peructpa (co aHakom unu 6es) unu
xe 3HaveHusa O m 1.
3pech
<extSwizzle> ::= <comp>, <comp>,
<comp>, <comp>
<comp> ::= [-] (O | 1 | x| v | z | w)
XPD XPD dest, OcyluecTBnsAeT BbMUCIIEHNE BEKTOPHOMO NPOU3-
BbluncneHune Bek- srcO, srcl; | pefeHus NepsbIX TPEX KOMMOHEHT MNepBoro ore-

paHga Ha nepsble TPY KOMIMOHEHTbI BTOPOro ore-
paHga u 3anncblBaeTt B NepBble TPU KOMIMOHEHTbI
dest

Mpumepnl

Mnmoctpanust paboTbl KOMaHIbI

MUL Rl.xyz, R2, R3;

npeacrasieHa Ha puc. 15.3.

Ha puc. 15.4 npeacrapieHa WuIIOCTpaLus padoThl KOMAHIbI

RCP R1, R2.w;
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RI R2 R3 RI R2 R3
0.0 7.0 2.0 X 14.0 7.0 2.0
y 0.0 3.0 2.1 3 y 6.3 3.0 2.1
z 0.0 6.0 5.0 z 30.0 6.0 5.0
w 0.0 2.0 7.0 w 0.0 2.0 7.0

Puc. 15.3. Pa6oTa komaHapl MUL R1.xyz, R2, R3;

RI R2 R3 Rl R2 R3
0.0 7.0 2.0 X 2.0 7.0 2.0
% 0.0 3.0 2.1 y 2.1 3.0 2.1
z 0.0 6.0 5.0 ; z 5.0 6.0 5.0
w 0.0 2.0 7.0 w 2.0 2.0 7.0

Puc. 15.4. Pa6oTta komaHabl RCP

AHajiornyHo, puc. 15.5 wimocTpupyeT paboTy KOMaH/IbI MIN.

RI R2 R3 RI R2 R3
0.0 7.0 2.0 X 2.0 7.0 2.0
y 0.0 3.0 2.1 y 2.1 3.0 2.1
z 0.0 6.0 5.0 ) z 5.0 6.0 5.0
w 0.0 2.0 7.0 w 2.0 2.0 7.0

Puc. 15.5. Pabora komangbl MIN R1, R2, R3;

Pucynox 15.6 nttoctpupyer paboTy KOMaHabl MAD R1, R2, R3, R4;

RI R2 R3 R4 RI R2 R3 R4
X 0.0 7.0 2.0 2.0 x 16.0 7.0 2.0 2.0
¥ 0.0 3.0 2.1 3.7 a y 8.4 3.0 2.1 2.1
z 0.0 6.0 5.0 4.8 z 35.0 6.0 5.0 5.0
w 0.0 2.0 7.0 1.7 W 21.0 2.0 7.0 7.0

Puc. 15.6. Pa6orta komangbl MAD R1, R2, R3, R4;
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Ha puc. 15.7 uzobpaxeHa pabota KOMaHAbl DP3.

R1 R2 R3 Rl R2 R3
0.0 7.0 2.0 X 50.3 7.0 2.0
y 0.0 3.0 2.1 y 50.3 3.0 2.1
z 0.0 6.0 5.0 ’ z 5.0 6.0 5.0
w 0.0 2.0 7.0 w 2.0 2.0 7.0

Puc. 15.7. Pa6ota komaHabl DP3 R1.xy, R2, R3;

PaccmoTrpuM Tenepp peanusaluio HECKOIbKMX IPOCTHIX BBIUMCASHUN IPU IIOMO-
LM BEPIIMHHBIX IIPOrPaAMM.

HopmupoBaHue TpexmMepHOro BeKropa

Ilyctb y Hac ecTb TpeXMEpHbI BEKTOpP, KOTOPbIA HEOOXOAMMO HOPMUPOBATD.
[lpy momollM BEPIIMHHON MPOIrpaMMbl 3TO MOXHO PeajuM30BaTh BCEro 3a TPU
1ara.

CHayajia KOMaHJI0il DP3 OTpeaeisieTcsl CKaNSIPHBIN KBaApaT BeKTopa (KBajpaTr ero
IU'II/IHI)I). TTorom KOMaHIaa RSQ BBIYUCISET BEIUYUHY, o6paTHy}0 JUIMHE BEKTOpa
(HOopMUpYIOIIUIT MHOXHUTENb). 3aTeM pe3yabTaThl iepeMHoxatoTes. anee mpuse-
JIeH COOTBETCTBYIOIINI (hparMeHT KOJa.

DP3 result.w, vector, vector; # result.w = nx"2+ny"2+nz"2

RSQ result.w, result.w; # result.w = 1/sqgrt(nx"2+ny”2+nz"2)
MUL result.xyz, result.w, vector; # normalize by multiplying by 1/length

Mpumepbl onepavuii

PaccmoTpuM, Kak Npu MOMOILM BEPIUMHHONW IPOrpaMMbl MOXHO HAaWTHU oIpeie-
JIUTEJb MaTpulbl 3x3.

BYI[CM CUUTATh, YTO MATpULA 3aJaHa TICPBbIMU TPEMA KOMITIOHECHTAMHN TPEX BEK-
TOPOB vecO, vecl U vec2. I[anee TIPEACTABJICHBI MPUMEPDI, NJTIOCTPUPYIOLINE
pPas3sIUYHBIE MATPUYIHBIC OIICpaAlIN.

Mpumep 5. BoluucneHune onpegenutens maTpuubl

#
# Determinant of

# | vecO.x vecO.y vecO.z |
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# | vecl.x vecl.y vecl.z |
# | vec2.x vec2.y vec2.z |
#

MUL result, vecl.zxyw, Vec2.Yzxw;

MAD result, vecl.yzxw, vec2.zxyw, -result;

DP3 result, vecO, result;

Mpumep 6. IluHeHas MHTepnonsauusa AByx BekTopoB (lerp, mix)

# result = a * vecO + (l-a) * vecl
# = vecl + a * (vecO - vecl)
SUB result, vecO, vecl;

MAD result, a, result, vecl;

Mpumep 7. NpuBepeHune (oTCeYEHME) BENMUYMHBI B 3a4aHHbIA OTPe3okK [arg1, arg2]

# result = min ( max ( var, argl ), arg2 )
MAX temp, var, argl;
MIN result, temp, arg2;

Bot npumep npuseneHus yriaa (B paguaHax) B auamnasoH [0, 2x].

Mpumep 8. NMpuBegeHue yrna k otpesky [0, 2*PI]

# result = 2*PI * fraction(in/ (2*PI))
# pivec = (1/(2*PI), 2*PI, 0, 0)
PARAM piVec = { 0.159154943, 6.283185307, 0, O };
MUL result, in, piVec.x;
EXP result, result.x;

MUL result, result.y, piVec.y;

Mpeob6pasoBaHue B NPOCTPAHCTBO OTCEUEHMS

TTockobKy BepIIMHHAS TIporpaMMa 3aMeHsIeT co0Ol CTaHAapTHBINM OJIOK Tpeod-
pazoBaHus u ocseuleHus (T&L), To oHa 00s13aTeNbHO JOJKHA BBIMOJIHATH Mpe-
o0pa3oBaHue KOOPAWHAT B MIPOCTPAHCTBO oTceueHus (clip space).

g aroro HeoOXOAMMO YMHOXMTb IIpeoOpasyeMblii BEKTOpP Ha IIPOU3BEACHHME
MaTpUIlbl MOJEJbHOIO Mpeodpa3soBaHUd U IMPOEKTUPOBAaHUS. YI0OHO BOCIIONb30-
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BaTbCAd TEM, UYTO I3TO NMPOUIBCACHUE MOCTYITHO IIporpaMmMe€ M €ro HE Haao fABHO
BbIYUCIIATD.

BblurciaeHre KOMIOHEHTOB MPOM3BEACHUSI MATPULIbl HA BEKTOP JIETKO peaNu3yeT-
s Yyepes YeThIPEXMEPHOE CKANISIPHOE Mpou3BeacHue Dp4 (JIucTuHr 15.6).

NuctuHr 15.6. NMpeo6pazoBaHue B NPOCTPAHCTBO OTCEeYEeHUSA

' 'ARBvpl.0
ATTRIB pos = vertex.position;
PARAM mat [4] = { state.matrix.mvp };

# transform by concatenation of modelview
# and projection matrices

DP4 result.position.x, mat [0], pos;

DP4 result.position.y, mat [1], pos;

DP4 result.position.z, mat [2], pos;

DP4 result.position.w, mat [3], pos;

MpuMepbl BepLUMHHDbIX NPOrpamMm

BbluncneHne Heo6xoaMMbIX NapameTpoB
ANA nonukcenbHoro anddysHoro oceelyeHus

Korma mbl paccMaTpuBany momukceslbHoe Auddy3HOe OCBEleHMEe U MEeXaHU3M
register combiner, To BO3HWKaTa HEOOXOMMMOCTD BEIUMCICHNAS BEKTOpa HaIpaBie-
HMS Ha MCTOYHMK cBeTa (/) 41 Kaxmoil BeplMHBI BIBONIMMOIO 0OBEKTa U Iepe-
BOJI €TO B CHCTeMY KOOPIWHAT KacaTeIbHOTO TTPOCTPAHCTBA.

DTo Kak pasz TpuMep paboThI, KOTOPYIO JIETKO MOXET BEHITIOJHWTH BEpIIMHHAS
nporpamma. IloayuuB KoopauHaThl MCTOUYHHMKA cBeTa (B OOHOM M3 JIOKAJIbHbBIX
rTapaMeTpoB), OHA MOXKET TI0 KOOpAWHATaM BepIIMHBI M 0a3ncy KacaTelIbHOTO
MpocTpaHcTBa (BeKTOpaM f, b U 1) BBIMUMCIUTb BEKTOP HA UCTOYHUK cBera (/) u
cpasy e TIepeBeCTH ero B KacaTeJbHoe MPOCTPAaHCTBO. [Ipm 3ToM Bce BBIUMCIIE-
HuUs OyAyT IPOU3BOAUTHLCA MOAHOCTbIO HA GPU; eguHcTBEHHOE, YTO AO/KEH Ae-
JIaTh TEHTPATBHBIA TIPOIIECCOp, — 3TO TIOCTABISATH HEOOXOAMMBIE MAHHBIE IUTSI
KQXION BEPILUMHBI.

Jluctuur 15.7 comepXUT UCXOMHBIA TEKCT COOTBETCTBYIOLUEH BEPIUMHHON IIPO-
TpaMMEI.
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JIlnctuHr 15.7. BeplumHHas nporpamMmma Ans NONUKCcenbHoro AndgysHoro
! ocBeLyeHusA

' 'ARBvpl.0
#
# simple vertex shader to setup data for per-pixel diffuse lighting
#
# on entry:
# vertex.position
# vertex.normal - normal vector (n) of TBN basic
# vertex.texcoord [0] - normal texture coordinates
# vertex.texcoord [l] - tangent vector (t)
# vertex.texcoord [2] - binormal vector (b)
#
# program.local [0] - eye position
# program.local [1] - light position
#
# on exit:
# result.texcoord [0] - texture coordinates
# result.texcoord [1] - vector 1
#
PARAM eye = program.local [0];
PARAM light = program.local [1];
PARAM mvp [4] = { state.matrix.mvp };
TEMP 1, 1t;
# compute 1 (vector to light)
ADD 1, -vertex.position, light;
# transform it into tangent space
DP3 1lt.x, 1, vertex.texcoord [1];
DP3 1lt.y, 1, vertex.texcoord [2];
DP3 1t.z, 1, vertex.normal;

MOV 1t.w, 1.w;
# store it into texcoord [1]

MOV result.texcoord [1], 1t;
# store texcoord [0]

MOV result.texcoord [0], vertex.texcoord [0];
# copy primary and secondary colors

MOV result.color, vertex.color;
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MOV result.color.secondary, vertex.color.secondary;

# transform position into clip space

DP4 result.position.x, vertex.position, mvp [0];
DP4 result.position.y, vertex.position, mvp [1];
DP4 result.position.z, vertex.position, mvp [2];
DP4 result.position.w, vertex.position, mvp [3];

# we're done

END

Kak BUIHO U3 JUCTUHIA, CHAYalIa OIpeaeNseTcs BeKTOp Ha MCTOYHMK cBeTa (Kak
pPa3HOCTb IMOJOXEHUI HMCTOYHMKA CBeTa U TeKyllued BepluuHbl). Ilpu momoinu
TpeX TPEXMEPHBIX CKATAPHBIX IPOU3BEACHUI MOTYYUBILMIICS BEKTOp MEPEBOIUT-
¢ B KacaTeJbHOE MpOocTpaHCTBO. IlonydeHHbI BEKTOP 3aHOCUTCS B TEKCTYpHbIE
KOOPAMHATHI Ul IIEPBOro TEKCTYpPHOro 6joxa:

# compute 1 (vector to light)
ADD 1, -vertex.position, light;

# transform it into tangent space

DP3 lt.x, 1, vertex.texcoord [1];
DP3 lt.y, 1, vertex.texcoord [2];
DP3 lt.z, 1, vertex.normal;

MOV lt.w, l.w;
# store it into texcoord [1]

MOV result.texcoord [1], 1t;

[Iporpamma QoJKHA TakXKe 3alMCarh B result.texcoord [0] HACTOSILUE TEK-
CTYPHbIE KOODAMHATBI (MUCIIOJb3yeMble ISl OOpalleHUs] K TEKCType), 3HAaueHMsI
OCHOBHOI0 (result.color) M [IOMNOJHUTEIBHOro (result.color.secondary)
LIBETOB, a TAKXKe KOOPAMHAThI IPeo0pa30BaHHON BEPILUHbI (result.position).

JlvuctuHr 15.8 comepXuUT WMCXOAHBINH KOA TpUMepa, WIIIOCTPUPYIOIIETO padoTy
JIJAHHOW BEPIIWHHON MPOTrpaMMBbl.

Nuctunr 15.8. BeluncneHune nonukcenbHOro Andgdy3Horo ocselleHusa npym nomMmoLwm :
BEpPLUMHHOWN NporpamMmbl

//

// Sample to to show diffuse lighting usinf Register Combiners and
// vertex programs support in OpenGL

//

#include "libExt.h"

#include <glut.h>
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#include <stdio.h>
#include <stdlib.h>
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Torus.h"
#include "Data.h"
Vector3D eye (7, 5, 7); // camera position
Vector3D light (5, 0, 4 ); // light position
unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map
unsigned decalMap; // decal (diffuse) texture
unsigned program; // vertex program id
float angle = 0;
Torus torus ( 1, 3, 30, 30 );
Vector3D rot ( 0, 0, 0);
int mouseOldX = 0;
int mouseOldY = 0;
1177777777777 777777777/7/77/7/7/77/7/ methods /////////////////777777777777
unsigned loadProgram ( const char * fileName )
{

Data data ( fileName );

if ( !data.isOk () || data.isEmpty () )

return 0;

unsigned id;

glGenProgramsARB ( 1, &id );

glBindProgramARB ( GL_ VERTEX PROGRAM ARB, id );

glProgramStringARB ( GL VERTEX PROGRAM ARB,

GL_PROGRAM FORMAT ASCII ARB,
data.getLength (), data.getPtr () )’
if ( glGetError () == GL INVALID OPERATION )
{
int errorCode;

const char * errorString;
glGetIntegerv ( GL_PROGRAM ERROR POSITION ARB, &errorCode );
errorString = (const char *)

glGetString ( GL PROGRAM ERROR STRING ARB );
printf ( "Error loading program: \n%s\n", errorString );

return 0;
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}

return id;

}
void display ()
{

float lightColor (41 = {1, 1, 0, 1 }; // yellow light
float ambientColor [4] = { 0, 0, 0.5f, 1 }; // dark blue
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
glMatrixMode ( GL_MATRIX0 ARB });

glLoadIdentity ();

glRotatef ( rot.x, 1, 0, 0 );

glRotatef ( rot.y, 0, 1, 0 );

glRotatef ( rot.z, 0, 0, 1 );

glMatrixMode ( GL_MODELVIEW ) ;

glPushMatrix ()

glRotatef ( rot.x, 1, 0, 0 );

glRotatef ( rot.y, 0, 1, 0 );

glRotatef ( rot.z, 0, 0, 1 );

// setup texture units
// bind bump (normal) map
// to texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, bumpMap );
// bind normalization cube map
// to texture unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL_TEXTURE CUBE MAP ARB );
glBindTexture ( GL_TEXTURE CUBE MAP ARB, normCubeMap ) ;
// setup register combiners
glEnable ( GL_REGISTER COMBINERS NV ) ;
glCombinerParameteriNV  ( GL NUM GENERAL COMBINERS NV, 1 );
glCombinerParameterfvNV ( GL CONSTANT COLORO NV, lightColor );
glCombinerParameterfvNV ( GL CONSTANT COLOR1 NV, ambientColor );
// configure A = expand (tex0)
glCombinerInputNV ( GL COMBINERO NV, GL RGB, GL VARIABLE A NV,
GL_TEXTUREO ARB, GL EXPAND NCRMAL NV,
GL_RGB )
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// configure B = expand (texl)
glCombinerInputNV ( GL_COMBINERO NV, GIL RGB, GL VARIABLE B NV,
GL_TEXTURE1 ARB, GI_EXPAND NORMAL NV,
GL_RGB )
// configure C = 0
glCombinerInputNV ( GL_COMBINERO NV, GIL RGB, GL VARIABLE C NV,
GL_ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// configure D = 0
glCombinerInputNV ( GL_COMBINERO NV, GIL RGB, GL VARIABLE D NV,
GL_ZERO, GL UNSIGNED IDENTITY NV, GL RGB );
// setup output of (1,n)
glCombinerQutputNV ( GL COMBINERO NV, GL RGB,

GL_SPARE(Q_NV, // BB output
GL_DISCARD NV, // CD output
GL_DISCARD NV, // sum output
GL_NONE, // no scale
GL_NONE, // no bias
GL_TRUE, // BB = A dot B

GI, FALSE, GI, FALSE );
// configure A.alpha = 1
glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GL_VARTABLE A NV,
GI, ZFRO, GL_UNSIGNED INVERT NV, GI, ALPHA );
// configure B.alpha = 1z
glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GI_VARTABLE B NV,
GI, TEXTURE] ARB, GI_FEXPAND NORMAL NV,
GL BLUE ) ;
// configure C.alpha = 1
glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GI_VARTABLE C NV,
GI, ZFRO, GL_UNSIGNED INVERT NV, GI, ALPHA );
// configure D.alpha = 1z
glCombinerTnputNV ( GI, COMBINERO NV, GL_ALPHA, GI_VARTABLE D NV,
GI, TEXTURE] ARB, GI_FXPAND NORMAL NV,

GL _BLUE );

glCombinerQutputNV ( GL COMBINERO NV, GL ALPHA,
GL_DISCARD NV, // BB
GL_DISCARD NV, // CD
GL_SPAREO NV, // AB+CD

GL_SCALE_BY FOUR NV,
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GL_NONE, // bias
GL FALSE, GL FALSE, GL FALSE );
// now spareO.rgb contains (1,n)
// spare(0.alpha contains 8*1z
// configure final combiner
// A.rgb = max ( spare0O.rgb, 0 )
glFinalCombinerInputNV ( GL VARIABLE A NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = EF
glFinalCombinerInputNV ( GL VARIABLE B NV, GL E TIMES F NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// C=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// D = constant colorl.rgb
glFinalCombinerInputNV ( GL VARIABLE D NV, GL CONSTANT COLOR1 NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// E = constant _color 0
glFinalCombinerInputNV ( GL VARIABLE E NV, GL CONSTANT COLORO NV,
GL_UNSIGNED IDENTITY NV, GL RGB );
// F = selfShadow = 8*lz
glFinalCombinerInputNV ( GL VARIABLE F NV, GL SPAREO NV,
GL_UNSIGNED IDENTITY NV, GL ALPHA )
// G.alpa = 1
glFinalCombinerInputNV ( GL VARIABLE G NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL ALPHA );

// so at output we'll get
// RGB =cl +cO0 *max ( (1, n), 0 )
// alpha = 1
// now draw torus
glEnable ( GL_VERTEX PROGRAM ARB };
glBindProgramARB ( GL VERTEX PROGRAM ARB, program ) ;
torus.draw ();
glDisable  ( GL_VERTEX PROGRAM ARB );
glPopMatrix ();
glutSwapBuffers ();
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void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL PROJECTION ) ;
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );

glMatrixMode ( GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt ( eye.x, eye.y, eve.z, // eye
0, 0, 0, // center
0, 0, 1); // up

}
void motion ( int x, int y )

{

rot.y -= ((mouse0ldYy - y) * 180.0f) / 200.0f;
rot.z —= ((mouseOldX - x) * 180.0f) / 200.0f;
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;
if ( rot.z < =360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y —= 360;
if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouse0ldY = vy;
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{
if ( state == GLUT DOWN )

mouseOldX = x;

mouse0ldY = vy;
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void key ( unsigned char key, int x, int y )
{
if ( key == 27 || key == 'q' || key == 'Q' ) // quit requested
exit (0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME );
light.x = 2*cos ( angle );
light.y = 2*sin ( angle );
light.z = 3 + 0.3 * sin ( angle / 3 );
// setup data
float light4D [4];

light4D [0] = light.x;
light4D [1] = light.y;
light4D [2] = light.z;
light4D [3] = 1;
glProgramLocalParameter4fvARB ( GL VERTEX PROGRAM ARB, 1,
light4D );
glutPostRedisplay ()
}
void init ()
{
glClearColor 0.0, 0.0, 0.0, 1.0 );

(
glEnable ( GL DEPTH TEST );
glEnable ( GL VERTEX PROGREM ARB ) ;
glDepthFunc ( GL LEQUAL );
glHint ( GL POLYGON SMOOTH HINT, GL NICEST );
glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 500, 500 );
// create window

int win = glutCreateWindow ( "Torus with per-pixel diffuse light-
ing via register combiners™ );
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// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutMouseFunc ( mouse '
glutMotionFunc ( motion );
glutKeyboardFunc ( key ):
glutIdleFunc ( animate );
init ()

initExtensions ();
printfInfo 07
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;

}

if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;
}
if ( !isExtensionSupported ( "GL ARB vertex program" ) )

{
printf ( "GL ARB vertex program NOT supported" );
return 3;
}
bumpMap = createNormalMapFromHeightMap ( false,
"../Textures/Bumpmaps/h.tga™, 3 );
decalMap = createTexture2D ( true,
"../Textures/block.bmp" );

normCubeMap = createNormalizationCubemap ( 32 );
program = loadProgram ( "diffuse.vp" );
if ( program == 0 )

{
printf ( "error loading diffuse.vp\n" );
return 1;

}

glutMainLoop ();

return 0O;
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B stoM JnuctuHre GYHKIUS loadProgram OTBEYAET 3a 3arpy3Ky BepIIMHHOMN
MporpaMMmbl U3 daiina.

BbluncneHne Heo6xogMMbIX NapamMeTpoB
ANA NONUKCENbHOro 6/IMKOBOro oCBELLEeHUS

Eme onHUM mpuMepoM SIBISIETCSI BBIUMCIIEHWE HEOOXOMUMBIX BEKTOpoOB (I U )
JUISl TIOTTUKCENTbHOTO OJIMKOBOTO (specular) ocBellleHus..

3nechb BBIIOIHIETCS HECKOJbKO CIOXEHUM: I KaXIoi BepIMHB HEO0O0XOIUMO
HaMTH BEKTOPbl HA MCTOYHMK CBETa M Ha HAOII0AaTeNs, HOPMUPOBATb U BbIYMC-
JIUTh UX MOJycyMMy (BexTop /). anee oHu o0a MepeBOmsTCSA B KacaTeJbHOE IIPo-
CTPAHCTBO M 3AaIMCHIBAIOTCS B BBIXOAHbIE perucTpbl. C OTOH 3amadeidl Jerko
CIIpaBIgeTcs BepLUIMHHAA IporpaMMa, IpuBoaMMas B JucTuHre 15.9.

i NMuctunr 15.9. Mpumep BEPLUMHHON NPOrPAMMBI ANA NONMMKCENIbHOTO 6JIMKOBOrO
OoCBeLleHUsA

'TARBvpl.0

#

# simple vertex shader to setup data for per-pixel specular lighting
#

# on entry:

# vertex.position

# vertex.normal - normal vector (n) of TBN basic
# vertex.texcoord [0] - normal texture coordinates
# vertex.texcoord [1l] - tangent vector (t)

# vertex.texcoord [2] - binormal vector (b)

#

# program.local [0] - eye position

# program.local [1] - light position

#

# on exit:

# result.texcoord [0] - texture coordinates

# result.texcoord [1] - 1

# result.texcoord [2] - h

#

PARAM eye = program.local [0];

PARAM light = program.local [1];

PARAM mvp [4] = { state.matrix.mvp };

PARAM half = 0.5;
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TEMP
TEMP

ADD

DP3
RSQ
MUL

ADD

DP3
RSQ
MUL

ADD
MUL

DP3
DP3
DP3
MOV

MOV

MOV

MOV
MOV

DP4
DP4
DP4
DP4

END

1, 12
ht;

1, -ve

temp.x, 1, 1;
temp.y, temp.x;

1, 1,

v, -ve

temp.x, v, v;

temp.y, temp.x;

v, VY,

h, 1,
h, h,

ht.x,
ht.y,
ht.z,
ht.w,

result

result.

result.

result.

result.
result.
result.

result.

, v, v2, h, h2, temp;

# compute 1 (vector to light)
rtex.position, light;

# normalize it (we need to correctly

# compute h)

# now temp.x = (1,1)

# compute inverse square root of (1,1)
temp.vy; # normalize

(

# compute v (vector to viewer)
rtex.position, eye;

# normalize it (we need to correctly

# compute h)
# now temp.x = (v,V)
# compute inverse square root of (v,v)
temp.y; # normalize
# compute h = (1+v)/2
A\
half;
# transform it into tangent space
h, vertex.texcoord [1];

h, vertex.texcoord [2];
h, vertex.normal;
h.w;
# store it into texcoord [1]
.texcoord [1], ht;

# store texcoord [0]
texcoord [0], vertex.texcoord [0];

# copy primary and secondary colors
color, vertex.color;
color.secondary, vertex.color.secondary;

# transform position into clip space
position.x, vertex.position, mvp
position.y, vertex.position, mvp
position.z, vertex.position, mvp
position.w, vertex.position, mvp

# we're done
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CoorsercTByolni Koj Ha C++ HaxoauTcsl Ha TIpUJaraéMoM K KHUTE KOMIIaKT-
aucke (daitn vp-specular.cpp).

3aBopaunBaeM BEpPLUNHHYIO
nporpamMmmy B Knacc

s ymobcTBa MCITONB30BAaHUS BEPIIMHHBIX IMPOTPaMM W ITOCTYIA K WX TapameT-
paM MOXHO 3aBEPHYTh BEPIIMHHYIO TIporpaMMy (BMeCTe ¢ METOIaMU 3arpys3Ku,
JOCTYITa K TlapaMeTpam, 3arpocaM Ha OTpaHWYeHMs) B Kilacc, MPeIoCTaBISIONTNMA
BeCch HEOOXOMWMEIN MOCTYIT, HO TIPW S5TOM CKPBIBAIOIINIA OT TIONB30BATENIS BHYT-
peHHUE JeTau.

B yactHOCTH, 10BO/IBHO yI0OOHO ObLIO ObI PeaNM30BaTh 00pPALIEHUE K JOKATbHbIM
rnapaMeTpaM 4 mapaMerpaMm OKpY:KEHMS TaKuM Xe o0pa3oM, KaKUM 2TO MPOUCXO-
JUT U3 CaMOM BEepILMHHON IPOrpamMMbl, HAIPUMEpP, KaK IIOKA3aHO B JMCTMH-
re 15.10.

NuctuHr 15.10. XKenatenbHbIli BapMaHT o6palleHUsl K NTIoKarbHbIM NepeMeHHbIM

myProgram.local [1] = Vector3D ( x, vy, z };
otherProgram.local [0] = v;
Vector4D v2 = VertexProgram :: env [2];

dakTuyeckyd Xo4yeTcsl peanusoBarb To, 4yTo B Delphi, VB u apyrux sizbikax Hasbl-
BaeTcsl cBoiictBamu (property). C TOUKM 3peHUs] BHEIIHEro I10Jb30BaTeIsl 3TO
00ObIYHAd IepeMeHHas, HO JOCTYI K Hell (YTeHHe M 3aIMCh) MPOUCXOIUT yepes
crienyanbHble GYHKINK.

Ha camom nene Ha si3pike C++ 3T0 MOXHO peann30BarTh. B KagecTBe COOTBETCT-
BYIOIIIEH TIepeMEHHON JOKEH BBICTYNATh 3K3EMIUIApP Kiacca, Y KOTOPOTro Tepe-
oTIpelieNIeHbl OTepaTophl IPUCBaNBaHUS (T. €. 3aliCch B HETO 3HAYEHUS) U TIpeod-
pa3oBaHWs B HYXHEII THT (T. €. YTeHWe 3HAYeHUS 13 Hero). [1pu aToMm caM Kiace
MOXeT comepXaThb BHYTpU cebsl yKaszarennm Ha (GYyHKIUW (MW METONBI Kiracca),
obecITeynBaloIIie YTeHUe M 3aIUCh 3TOTO 3HAYCHUS.

Jluctunr 15.11 cogepxuT omnucaHue MPOCTOro Kiacca, 00eCeuyrBaIOLIEro 10CTYII
K BEKTOPHBIM CBOMCTBAM Y€pe3 CKPbIThie BHYTpU QYHKIIMU AOCTYMA.

JlnctuHr 15.11. OnucaHme Knacca ParamProxy

class ParamProxy

{
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public:
typedef void (  stdcall *PutFunc) ( GLenum target, GLuint index,
const float * wvector );
typedef void (  stdcall *GetFunc) ( GLenum target, GLuint index,
float * params );
protected:
GetFunc getter;
PutFunc putter;
int index;
int target;

unsigned id;
public:

ParamProxy ( PutFunc put, GetFunc get, GLenum theTarget,
int theIndex, unsigned thelId );
// put-method

void operator = ( const Vector4D& v );
// get method
operator Vector4D () const;

bi

[lpyu momnbITKe MPUCBOUTH IKIEMILISIPY MAHHOrO Kiacca 4-MepHblil BEKTOp IIpO-
WCXOAWT BBI3OB TIEPEOTIpeie;IeHHOTO olleparopa TPWCBAaNBaHMS, KOTOPBIA Jeje-
TMPYeT 3TOT 3alpoc (PYHKIIUHU.

O[HaKO MpPU 3TOM HAAO IOMHMUTb, YTO COOTBETCTBYIOIME 3alpPOChl OTHOCITCS K
Tekylen (T. €. BBIOpaHHOM KOMaHAOU glBindProgramARB) Tporpamme. [lostomy
Mepen BbUIOJHEHUEM COOTBETCTBYIOLIEIO 3ampoca HeoOXOIMMO MPOBEPUTh MIAEH-
TU(hUKATOP TeKylllei mporpaMMbl U, TIPU HECOBIAAEHUU, BbIOpaTh 3adaHHYK (U
BOCCTAHOBUTb IPEAbIAYIIYI0 TeKyllyw MporpaMmmy). CooTBETCTBYIOLIMI ¢par-
MEHT Kojia TIpuBeAcH B auctuHre 15.12.

NuctuHr 15.12. 3anucb BEKTOPHOTO 3Ha4eHUsi

void ParamProxy :: operator = ( const Vector4D& v )
{
unsigned idCur;
// we should ensure that this program
// is currently bound
glGetProgramivARB ( target, GL PROGRAM BINDING ARB,
(int *)&idCur );
if ( idCur != id )
glBindProgramARB ( target, id );
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putter ( target, index, v );
if ( idCur != id )
glBindProgramARB ( target, idCur );

AHAJIOTMYHO YTEHHUE BEKTOPHOIO 3HAYEHMSI IPUBOAMUT K BbI30BY IE€PEONpPEaC/IeH-
HOTO oTlepaTropa MPHUBEICHUS THUTA, KOTOPBIM TakXKe MeeTpyeT 3Ty OTepalinio
3agaHHoi pyHKuuu (uctuHr 15.13).

{ NIucTurr 15.13. YteHne BEKTOPHOTO 3HAYEHUS

ParamProxy :: operator Vector4D () const
{

Vector4D vl (v );

unsigned idCur;

glGetProgramivARB ( target, GL PROGRAM BINDING ARB,
(int *)&idCur );
if ( idCur != id )
glBindProgramARB ( target, id );
putter ( target, index, vl );
if ( idCur !'= id )
glBindProgramARB ( target, idCur );

Hcnonb3oBaAne TIPUBENEHHOTO Kilacca ParamProxy IO3BOJISIET PeaTn30BaTh IO-
cTyn K Jjio0oMy mapaMeTpy BepIIMHHONH IPOrpaMMbl, OMHAKO IOCKOJbKY MbI
AMeeM JIeJIO ¢ MacCUBaMW 3TWX IMapaMeTpoB, HYKHO BBECTH ellle OOWH Kiacc, y
KOTOPOro oIeparop [] MmepeompencneH TaKuM o0pazoM, YTO OH BO3BPAILAET CO-
OTBETCTBYIOIINI SK3EMILIAP KJacca ParamProxy:

ParamProxy operator [] ( int index )
{

return ParamProxy ( putter, getter, target, index, id );

}

B nucrtunre 15.14 npuBoouTCs ONMCAHME KJIAacca, PealU3YIOLIEro adCTpaKIIMio
BEPIIMHHON TTPOTPAMMBI U pabOTHI ¢ HElA.

JlnctuHr 15.14. OnucaHme Knacca VertexProgram

class VertexProgram

{
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protected:
int errorCode;
string errorString;
unsigned id; // program id
public:
ParamArray local; // local parameters
static ParamArray env; // environment params
static int activeProgram;
static int maxVertexAttribs ();
static int maxLocalParams ();
static int maxEnvParams ()
static int maxMatrices ()
static int maxTemporaries ()
static int maxParams ()
static bool isSupported ) s
VertexProgram () ;
VertexProgram ( const char * fileName );
~VertexProgram ();
unsigned getId const
{
return id;
}
string getErrorString () const

{

return errorString;

}

void bind ()

void unbind ()

void enable ()

void disable ();

bool load ( Data * data );

bool load ( const char * fileName );

}i

Peanuzanuio naHHoro Kjiacca WUIOCTPUPYET JUMcTUMHT 15.15.

JlnctuHr 15.15. Peanusauusa knacca VertexProgram

/7

// Simple wrapper class for OpenGL vertex programs



BepLuuHHbie nporpammel u pabota ¢ HumMiu yepes paclumperus ARB_vertex_program 473

/7
#include "VertexProgram.h"
#include "Data.h"
#include <stdio.h>
ParamArray VertexProgram :: env ( GL VERTEX PROGRAM ARB );
int VertexProgram :: activeProgram = 0;
/71117777177 77/1///// VertexProgram methods ///////////////////////
VertexProgram :: VertexProgram () : local ( GL VERTEX PROGRAM ARB )
{

id = 0;

errorCode = 0;

errorString = "";
}
VertexProgram :: VertexProgram ( const char * fileName )

local ( GL VERTEX PROGRAM ARB )

{

id = 0;

load ( fileName );
}
VertexProgram :: ~VertexProgram ()
{
glDeleteProgramsARB ( 1, &id );
}
bool VertexProgram :: load ( const char * fileName )
{
Data data ( fileName );
return load ( &data );
}
bool VertexProgram :: load ( Data * data )
{
if ( id == ) // allocate an id for program
glGenProgramsARB ( 1, &id );
// set correct pointers to functions,
// because at this time extension
// should be initialized
local.setPointers ( glProgramlLocalParameter4fvARB,
glGetProgramlLocalParameterfvARB ) ;
local.setId (id );
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env. setPointers ( glProgramEnvParameter4fvARB,
glGetProgramEnvParameterfvARB );
if ( 'data -> isOk ()
return false;

bind ();
glProgramStringARB ( GL VERTEX PROGRAM ARB,

GL PROGRAM FORMAT ASCII ARB,

data -> getLength (), data -> getPtr () )’
if ( glGetError () == GL INVALID OPERATION )
{

data —> isEmpty () )

glGetIntegerv ( GL PROGRAM ERROR POSITION ARB,
&errorCode ) ;
errorString = (const char *)
glGetString ( GL PROGRAM ERROR STRING ARB ) ;
return false;
}
errorCode = 0;
errorString = "";
return true;
}
void VertexProgram :: enable ()
{
glEnable ( GL VERTEX PROGRAM ARB ) ;
}
void VertexProgram :: disable ()
{
glDisable ( GL VERTEX PROGRAM ARB ) ;
}
void VertexProgram :: bind ()
{
glBindProgramARB ( GL VERTEX PROGRAM ARB, activeProgram = id );
}
void VertexProgram :: unbind ()
{
glBindProgramARB ( GL VERTEX PROGRAM ARB, activeProgram = 0 );
}
bool VertexProgram :: isSupported ()
{

return isExtensionSupported ( "GL ARB vertex program" );
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int VertexProgram :: maxVertexAttribs ()
{
int maxVertexAttribs;
glGetProgramivARB ( GL VERTEX PROGRAM ARB, GL MAX VERTEX ATTRIBS ARB,
smaxVertexAttribs );

return maxVertexAttribs;

int VertexProgram :: maxLocalParams ()

int maxLocalParams;

glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL_MAX PROGRAM LOCAIL PARAMETERS ARB,
sgmaxlLocalParams )

return maxLocalParams;

int VertexProgram :: maxEnvParams ()

int maxEnvParams;
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL_MAX PROGRAM ENV_PARAMETERS ARE,
sgmaxkEnvParams )
return maxkEnvParams;
}
int VertexProgram :: maxMatrices ()
{
int maxMatrices;
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL _MAX PROGRAM MATRICES ARB, &maxMatrices );

return maxMatrices;

int VertexProgram :: maxTemporaries ()

int maxTemporaries;

glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL MAX PROGRAM TEMPORARIES ARB,
smaxTemporaries )

return maxTemporaries;
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int VertexProgram :: maxParams ()
{
int maxParams;
glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL_MAX PROGRAM PARAMETERS ARB, &maxParams )

return maxParams;
int VertexProgram :: maxAddressRegs ()

int maxAddressRegs;

glGetProgramivARB ( GL_VERTEX PROGRAM ARB,
GL MAX PROGRAM ADDRESS REGISTERS ARB,
&maxAddressRegs )

return maxAddressRegs;

Kak BMmHO, MaHHBIM KiTacc TO3BOJNSET TIONyYaTh WHGOPMAIINIO 00 OrpaHWMYeHM-
X, HaKIaablBaeMbIX HA BepLIMHHBbIE MPOrpaMMmbl, oOecleyuBaTh AOCTYI K JO-
KaJBbHBIM TIapaMeTpaM W TapaMeTpaM OKpPYKEHMS, OCYIIECTBIATH BBIOOP IPO-
rpaMMBbl KaK TeKyLlIel, a TAKKe paspeliarh Wil 3alpellaTh €€ UCI0Jb30BaHUE.

Peanuzauua EMBM
npu NOMOLLN BEPLUNHHON NpOrpamMmbl

PaccmotpuM, kKakmMm o0Opa3oM MOXHO HAcTpoWTh mapametrpsl mist EMBM mpu
IOMOILY BEPUIMHHOM MporpaMmbl. 11 paboTel ¢ BEPILMHHON IporpaMMoi Oyaer
HUCTIONIb30BAThCS KJIACC VertexProgram, OMMMCAHHBIN BBIIIIE.

Cama peanmsanusl BepITMHHON TIPOTrpaMMBI JIOCTATOYHO TIPOCTa W aHAJOTUYIHA
paccMOTpeHHbIM paHee (iucTuHr 15.16).

Nuctuhr 15.16. BepwnHHaa nporpamma ansi HaCTPOWKK napameTpoB ans EMBM

' 'ARBvpl.0

#

# simple vertex shader to setup data for EMBM (true reflection mapping)
#

# on entry:

# vertex.position

# vertex.normal - normal vector (n) of TBN basic
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# vertex.texcoord [0] - normal texture coordinates
# vertex.texcoord [l] - tangent vector (t)
# vertex.texcoord [2] - binormal vector (b)
#
# program.local [0] - eye position
# program.local [1] - light position
#
# on exit:
# result.texcoord [0] - texture coordinates
# other texcoords set for GL DOT PRODUCT REFLECT CUBE MAP NV
# texture shader
#
PARAM eye = program.local [0];
PARAM light = program.local [1];
PARAM mvp [4] = { state.matrix.mvp };
PARAM mvit [4] = { state.matrix.modelview.invtrans };
PARAM mv [4] = { state.matrix.modelview };
TEMP et;
# compute and transform eye wvector
DP4 et.x, -vertex.position, mv [0];
DP4 et.y, -vertex.position, mv [1];
DP4 et.z, -vertex.position, mv [2];
DP4 et.w, -vertex.position, mv [3];
# compute 3*3 matrix and put it into texcoord [1],
# texcoord [2], texcoord [3]
DP3 result.texcoord [1].x, mvit [0], vertex.texcoord [1];
DP3 result.texcoord [1].y, mvit [0], wvertex.texcoord [2];
DP3 result.texcoord [1].z, mvit [0], vertex.normal;
DP3 result.texcoord [2].x, mvit [1l], vertex.texcoord [1];
DP3 result.texcoord [2].y, mvit [1], wvertex.texcoord [2];
DP3 result.texcoord [2].z, mvit [1l], vertex.normal;
DP3 result.texcoord [3].x, mvit [2], vertex.texcoord [1];
DP3 result.texcoord [3].y, mvit [2], vertex.texcoord [2];
DP3 result.texcoord [3].z, mvit [2], vertex.normal;
# store transformed eye vector into w coords
# of texl, tex2, tex3
MOV result.texcoord [1].w, et.x;
MOV result.texcoord [2].w, et.y;
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MOV result.texcoord [3].w, et.z;
# store texcoord [0]
MOV result.texcoord [0], vertex.texcoord [0];
# copy primary and secondary colors
MOV result.color, vertex.color;
MOV result.color.secondary, vertex.color.secondary;

# transform position into clip space

DP4 result.position.x, vertex.position, mvp [0];
DP4 result.position.y, vertex.position, mvp [1];
DP4 result.position.z, vertex.position, mvp [2];
DP4 result.position.w, vertex.position, mvp [3];

# we're done

END

IIporpamma Ha C++ ¢ KIIaCCOM VertexProgram IPUBOAUTCS B JucTuHre 15.17.

Nuctunr 15.17. MNporpamma Ha C++, peanu3sytowas EMBM

//
// Sample to to per-pixel true reflective bumpmapping in OpenGL
//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "libTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Torus.h"

#include "Data.h"

#include "VertexProgram.h"

Vector3D eye (8, 0, 0); // camera position
unsigned envMap; // environment cubemap id
unsigned bumpMap; // normal map
float angle = 0;

Torus torus ( 0.8, 2.5, 30, 30 );

Vector3D rot ( 0, 0, 0 );

int mouseOldX = 0;

int mouseOldY = 0;
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const char * faces [©6] =
{
. /Textures/Cubemaps/cm_left.tga",
. /Textures/Cubemaps/cm right.tga",
. /Textures/Cubemaps/cm_top.tga",
. /Textures/Cubemaps/cm bottom.tga",
. /Textures/Cubemaps/cm back.tga",
. /Textures/Cubemaps/cm_front.tga",
}i
VertexProgram program;
void init ()
{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL DEPTH TEST );
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL POLYGON SMOOTH HINT, GL NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glEnable ( GL TEXTURE SHADER NV );
glEnable ( GL REGISTER COMBINERS NV );
// setup texture stages
// stage 0:
// bind bump (normal) map to
// texture unit 0
glActiveTextureARB ( GL TEXTUREO ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL TEXTURE 2D, bumpMap );
(

glTexEnvi GL_TEXTURE_SHADER NV, GI, SHADER OPERATION NV,
GL TEXTURE 2D );
// stage 1:
glActiveTextureARB ( GL TEXTUREL ARB );
glTexEnvi ( GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,
GL DOT PRODUCT NV ) ;
glTexEnvi ( GL_TEXTURE_SHADER NV,

GL _PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREO ARB ) ;
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// stage 2:
glActiveTextureARB ( GL TEXTUREZ ARB );
glTexEnvi ( GL_TEXTURE SHADER NV, GL_SHADER OPERATION NV,
GL_DOT_PRODUCT NV ) ;
glTexEnvi ( GL_TEXTURE SHADER NV,

GL_PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREO ARB ) ;
// stage 3:
// bind environment cube

// map to texture unit 3

glActiveTextureARB ( GL TEXTURE3 ARB );

glEnable ( GL_TEXTURE CUBE MAP ARB };

glBindTexture ( GL_TEXTURE CUBE MAP ARB, envMap );

glTexEnvi ( GL_TEXTURE_SHADER NV, GL_SHADER OPERATION NV,

GL_DOT_PRODUCT REFLECT CUBE_MAP NV );
glTexEnvi ( GL_TEXTURE SHADER NV,
GL_PREVIOUS TEXTURE INPUT NV,
GL_TEXTUREO_ARB ) ;
// setup register combiners
glFinalCombinerInputNV ( GL VARIABLE A NV, GL TEXTURE3 ARB,
GL_UNSIGNED IDENTITY NV, GL RGB );
// B.rgb = 1
glFinalCombinerInputNV ( GL VARIABLE B NV, GL ZERO,
GL_UNSIGNED INVERT NV, GL RGB );
// C=20
glFinalCombinerInputNV ( GL VARIABLE C NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );
// D=0
glFinalCombinerInputNV ( GL VARIABLE D NV, GL ZERO,
GL_UNSIGNED IDENTITY NV, GL RGB );

glMatrixMode ( GL MODELVIEW ) ;
glPushMatrix ();

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

program.enable ();
program. bind ()

program.local [0] = eye;
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torus.draw ();

program.disab
glPopMatrix
glutSwapBuffe
}
void motion ( int

{

’

le ();
()i

rs ()i

X, int y )

rot.y -= ((mouseOldYy - y) * 180.0f) / 200.0f;
rot.z —-= ((mouseQldX - x) * 180.0f) / 200.0f;

rot.x = 0;
if ( rot.z >
rot.z -=
if ( rot.z <
rot.z +=
if ( rot.y >
rot.y -=
if ( rot.y < -
rot.y +=

mouseOldX = x;

mouse0ldY = y;

360 )
360;
-360 )
360;
360 )
360;
360 )
360;

’

’

glutPostRedisplay ();

}

void mouse ( int button, int state, int x, int y )

{
if ( state ==
{
mouse0ldX
mouseO0ldyY

}

void reshape ( in

{
glViewport
glMatrixMode
glLoadIdentity
gluPerspective
glMatrixMode
glLoadIdentity

GLUT DOWN )

t w, int h )

0, 0, (GLsizei)w, (GLsizei)h );
GL_PROJECTION '

’

60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
GL_MODELVIEW ) ;
)i

(
(
(
(
(
(
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gluLookAt ( eye.x, eye.y, eye.z, // eye
OI OI OI // center
0, 0, 1); // up

}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit ( 0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window

int win = glutCreateWindow ( "OpenGL true per-pixel reflective
bumpmapping via vertex program" );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key )

glutMouseFunc ( mouse '

glutMotionFunc ( motion );

init ();

printfInfo ();

if ( !isExtensionSupported ( "GL ARB multitexture” ) )

{
printf ( "ARB multitexture NOT supported.\n" );

return 1;
}
if ( !isExtensionSupported ( "GL NV register combiners™ ) )
{
printf ( "NV_register combiners NOT supported” );
return 2;
}
if ( !isExtensionSupported ( "GL NV texture shader” ) )

{
printf ( "GL NV texture shader NOT supported" );
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return 3;
}
if ( !isExtensionSupported ( "GL ARB vertex program" ) )
{
printf ( "GL ARB vertex program NOT supported” );
return 3;
}
initExtensions ();
envMap = createCubeMap ( true, faces );

bumpMap = createNormalMapFromHeightMap ( false,

", ./Textures/Bumpmaps/h.tga"™, 3 );
if ( !'program.load ( "embm.vp" ) )
{

printf ( "Error loading program: %s\n",
program.getErrorString ().c_str () );
return 1;
}
glutMainLoop ();
return 0;

Kak BuaHO M3 TIpUBEACHHOTO JUCTUHTA, UCIIOIH30BAaHNE KIACCa VertexProgram
JIeNCTBUTETBHO YIIPOCTIIIO paboTy ¢ BEPITMHHBIMU TTPOTpaMMaMN.

NMpuMmeHeHne BepLUMHHOW NPOrpamMmbl
ANA aHuMauum o6bLeKToB

Eme omgHUM mpuMeHEHWEeM BEpIIMHHBIX MPOTpaMM SIBIISICTCSl aHUMAIUS OObeK-
TOB. MBI paccCMOTPUM 3TO Ha TIpUMepe TPOCTON CUCTEeMBbI YacTWIl. BepmmAHas
mporpamMma OymeT OTBeYaTh 3a TiepeMellleHWe YacTUIl U M3MEeHeHWe WX IIBeTa B
3aBUCUMOCTH OT BPEMCHU.

Ilyctb 3aKOH M3MEHEHMS IOJOXEHHWS M LiBeTa YacTULbI SABIIETCS Iepuoanye-
ckuM. Tak Kak B cucTeMe KOMaH IS BePIIMHHOM MPOrpaMMbl HET TPUIOHOMET-
puyeckux yHKIMA, TO cama ucxoaHas mporpamma Ha C++ Oymer cHaGxXaTh
BEepLUMHHYIO IIporpaMmy 3HauyeHuem (1 + sin(7))/2. Jnst Kaxiaoi dyacTulibl Oyaer
3aJaH BEKTOpP, BAOJb KOTOPOIO OCYIUECTBIdeTcs aHumauusg. B muctunre 15.18
MIPUBOAMTCS COOTBETCTBYIOLIAS BEPLIMHHASA IPOrpaMMa.
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INuctunhr 15.18. BepwmnHHas nporpaMmma Ansi aHUMaLMmM CUCTEMbI HYacTUL,

' TARBvpl.0
#
# simple vertex shader particle system animation
#
# on entry:
# vertex.position
# vertex.texcoord [0] - r vector
# vertex.texcoord [1l] - amp
#
# program.local [0] - sin ( current time )
#
ATTRIB pos = vertex.position;
ATTRIB r = vertex.texcoord [0];
ATTRIB freqg = vertex.texcoord [1];
PARAM t = program.local [0];
PARAM mvp [4] = { state.matrix.mvp };
PARAM pivVec = { 0.159154943, 6.283185307, 0, 0 };
PARAM cl ={1, 1, 0, 1 }; # yvellow
PARAM c2 ={0, 1, 1, 1 }; # cyan
TEMP v, temp, cd;
# move vertex along radii
MUL temp, amp.x, t.x;

ADD temp, temp, 1;
MAD v, r, temp.x, pos; # newPos = pos + r * (1 + freg*t )

# transform position into clip space

DP4 result.position.x, v, mvp [0];
DP4 result.position.y, v, mvp [1];
DP4 result.position.z, v, mvp [2];
DP4 result.position.w, v, mvp [3];

# compute colors

ADD cd, c2, -cl; #cd=c2 - cl
MAD result.color, cd, t.x, cl; # color = (c2-cl) * t + cl
MOV result.color.secondary, vertex.color.secondary;

# we're done

END
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JaHHast BepllIMHHAS MporpaMma Ha BXOje JUIST KaKAOW BEepIIMHBI (YaCTUIIbI) TO-
JlyyaeT ee ToJlokeHUue (vertex.position), HalpaBieHUe ee JABUXKEHUS
(vertex.texcoord [0]) M aMIUTUTYIQy KoJebaHWi (vertex.texcoord [1].x).

TeKyLLLee BpeMd IepenacTcsd nporpaMmMe 4epes3 program. local [O].

Bcee, uTo ocTaerca menaTth mporpamme Ha C++, — 5T0, OMUH pa3 omMpeaeauB daH-
HBble IS KaXJIOW 4YacTUIIbl, TMOCTOSIHHO TiepenaBaTh HAbOp 3THUX AaHHBIX (dak-
THYECKH TIPOCTO BHIBOAUTH TOYKH), a TaKKe TepefaBaTh BEPIIMHHON TIporpaMMe
rmapamMeTp aHUMalluK Yyepe3 ee JIOKAIbHYI0 TlepeMeHHYy0. Bes anmManmst cructeMbl
mpoucxoauT ToaHocThio Ha GPU.

CoorBercTByolas nporpamma Ha C++ mpuBoauTtcsl B auctuHre 15.19.

NuctuHr 15.19. UcxogHas nporpamma Ha C++ Anda aHUMauum CUCTeMbI YacTul,

//
// Sample to particle system simulation via vertex programs in OpenGL

/7

#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "VertexProgram.h"
#define NUM_PARTICLES 700
struct ParticleData
{
Vector3D pos;
Vector3D r;
float freqg;
i
Vector3D eye (7, 5, 7);: // camera position
unsigned decalMap; // decal (diffuse) texture
float angle = 0;
Vector3D rot ( 0, 0, 0 );
int mouseOldX = 0;
int mouseOldY = 0;
ParticleData particles [NUM PARTICLES];

VertexProgram program;
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void initParticles ( const Vector3D& center )
{
Vector3D el (1, 0, 0);
Vector3D e2 (0, =1, 0 );
for ( int 1 = 0; 1 < NUM PARTICLES; i++ )
{
Vector3D r = Vector3D:: getRandomVector ( 2 );
particles [i].pos = center;
particles [i].r = r;

particles [i].freg =1 + 8 * pow ( 0.5 +

0.5 * fabs ( (el & xr) ), 4 );
}
}
void init ()
{
initParticles ( Vector3D ( 0, 0, 0 ) );
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH_TEST );
glDepthFunc ( GL LEQUAL );
glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glPushAttrib ( GL_ENABLE BIT | GIL POINT BIT | GL COLOR BUFFER BIT
| GL DEPTH BUFFER BIT );

glEnable ( GL_TEXTURE 2D });

glDepthMask ( GL FALSE );

glBindTexture ( GL TEXTURE 2D, decalMap );
glEnable ( GL BLEND );

glBlendFunc ( GL_SRC ALPHA, GL ONE });

float quadratic [] = { 1.0f, 0.0f, 0.01f };
glEnable ( GL_POINT SPRITE ARB };

glPointParameterfvARB ( GL POINT DISTANCE ATTENUATION ARB,
quadratic );

glPointParameterfARB ( GL POINT FADE THRESHOLD SIZE ARB, 20 );

glTexEnvE ( GL_POINT SPRITE ARB, GL COORD REPLACE ARB,
GL TRUE ) ;
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}

’

glPointSize ( 8

’

program.enable (

)

)
program.bind ():

)

glPushMatrix ()

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

glBegin ( GL_POINTS );
for ( int 1 = 0; 1 < NUM PARTICLES; i++ )
{

glMultiTexCoord3fv ( GL TEXTUREO ARB, particles [i].r )
glMultiTexCoordlf ( GL TEXTUREL ARB, particles [i].freq );
glVertex3fv ( particles [1i].pos )
}
glEnd ();

program.disable ();
glPopMatrix ();
glPopAttrib ();
glutSwapBuffers ();

void reshape ( int w, int h )

{

}

glViewport 0, 0, (GLsizei)w, (GLsizei)h ):
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL MODELVIEW );

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
0, 0, 0, // center
0, 0, 1); // up

void motion ( int x, int y )

{

rot.y —= ((mouseOldYy - y) * 180.0f) / 200.0f;
rot.z —-= ((mouseQldX - x) * 180.0f) / 200.0f;
rot.x = 0;

if ( rot.z > 360 )
rot.z —-= 360;
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if ( rot.z < -360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y —= 360;
if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouse0ldY = y;
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{
if ( state == GLUT_ DOWN )
{
mouseOldX = x;

mouse0ldY = vy;

}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
}

void animate ()

{
float t = 0.003f * glutGet ( GLUT ELAPSED TIME );
float st = 0.5f * (1 + sin ( t ) );
program.local [0] = Vector4D ( st, st, st, st );

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window

int win = glutCreateWindow ( "OpenGL particle systems animation
via vertex program" );
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// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutMouseFunc ( mouse )
glutMotionFunc ( motion );
glutKeyboardFunc ( key ):
glutIdleFunc ( animate );
init O

initExtensions ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{
printf ( "ARB multitexture NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL ARB point parameters” ) )
{
printf ( "ARB point parameters NOT supported.\n" );
return 2;
}
if ( !isExtensionSupported ( "GL ARB point sprite” ) )
{
printf ( "ARB point sprite NOT supported" );
return 3;
}
if ( !isExtensionSupported ( "GL ARB vertex program" ) )
{
printf ( "GL ARB vertex program NOT supported" );
return 4;
}

decalMap = createTexture2D ( true, "../Textures/particlel.bmp" );

if ( !'program.load ( "particles.vp" ) )
{
printf ( "Error loading program: %s\n",
program.getErrorString ().c str () )
return 1;
}
glutMainLoop ();

return 0;
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M3obpaxeHune, MocTpoeHHOE TaHHOW MporpaMMoii, TpeacTaBieHo Ha puc. 15.8.

penGlL particle systems animation via verkt - O ﬂ

Puc. 15.8. M306paxeHne cuctembl H4acTull

O4eBUJHO, YTO BEPLIMHHBIE IMPOrpaMMbl MPEACTABISAIOT COOOK OYEHb MOLIHBII
MEeXaHM3M, I[O3BOJISIIOILIMI IEpPeNloXUTh Ha IpachUYecKUil YCKOpUTEIb OOJbLIOK
00BbEM BCIIOMOIATeAbHbIX BBIYMCIAEHMI, HEOOXONMMBIX Mg OOpabOTKM Kaxaoi
BEepLUMHBIL.



FnaBa 16

dparmMeHTHble NporpamMmmsl
n pabora c HUMM Yepes3 pacluupeHune
ARB_fragment_program

PaccMoTpeHHBIE B IpeabIaylliei riaBe BeplIMHHBIE TPOTPaMMBbl MTO3BOJISIIOT TTPOT-
pPaMMUCTY SIBHO 3a/IaBaTh CBOW 3aKOHBI TIpeoOpa3oBaHUs JAHHBIX B BEPIIMHAX B
BUJie HA0Opa KOMaH/I, pabOTaIIUX ¢ 4-MEpHBIMU BEKTOPAMM.

Ha Bxoa BepLIMHHOM MpOrpaMmbl MOCTYHAIOT KaK JAHHBIE B CaMMX BEpIUMHAX,
TaK W pasjiuyHble MmapamMeTpbl (JIOKaabHble W OKpyxXeHusd). I[lo HUM mporpamma
BBIYMCJIAET BBIXOAHbIE 3HAUYECHUS (IIOJOXEHME BEPILUIMHBI, LIBET, HAOOPHI TEKCTYpP-
HBIX KOOPAMHAT U T. II.).

Takoit Metoa mo3BoJisieT nepenoxnuTb Ha GPU Gonbliyio yacTh Mpeodpa3zoBaHU i
JAHHBIX B BeplinHax. Ho Juisi monyyeHus: AeUCTBUTEIbHO KPAacUBBIX M CIIOXHBIX
3¢h¢eKTOB OTHNX oNepalnil B BepllIMHAX YK€ HEeA0CTaTOYHO (Ha caMoM Jejie ecTh
MPUMEPBI, peaTU3yIollNe TOBOJBHO CIIOXHBIE NIeiaAephl JaXe Ha CTaHIapTHOM
OpenGL 06e3 BcsIKUxX pacliupeHuit, oMHaAKO 3TO TpedyeT ouyeHb OOJNBIIOTO Yyucia
MPOXO/IOB, U TOYHOCTh TaKUX BBIUUCICHUN HEBHICOKA).

KenateabHO MMETh BO3MOXHOCTb SIBHO 3aJaBaTh 3aKOHbBI OOpaOOTKM AAHHBIX Ha
YPOBHE OTAEIbHbIX (PparMeHToB (muKcenoB). MMeHHO Takast (pyHKLMOHAIBHOCTD 1
MPeJOCTABIIIETCS paccMaTpuBaeMbIM Hike paciuupeHuem ARB fragment program.

3a ero ocHoBY B3ATO pacmpeHne ARB_vertex program, mosToMy o4eHb MHOTOE
B JJaHHOM pacIIMpeHNH yke OyaeT BaM 3HAKOMO (BKITIOUasl co3maHue, 3arpysKy u
VHUYTOXEHHE TTpoTrpaMM, 3aJlaHue TmapaMeTpoB | T. 11.).

Jluctunr 16.1 couep:kKuT HpUMEp KOjia, KOTOPbIA 3arpyxaer (GpparMeHTHYIO [Ipo-
rpammy.

Nuctunr 16.1. NMpumep 3arpy3ku hparMeHTHON NPOrpaMmabl

const char * vpText =
"1 1ARBfpl. 0\
ATTRIB tex0 = fragment.texcoord [0];\
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ATTRIB color0 = fragment.color;\
OUTPUT color = result.color;\
TEMP temp; \

TXP temp, tex0, texture [0], 2D;\
MUL color, temp, color0;\

END";

GLuint progld;

glGenProgramsARB (1, &progld );

glBindProgramARB ( GL_FRAGMENT PROGRAM ARB, progId );

glProgramStringARB ( GL FRAGMENT PROGRAM ARB,
GL_PROGRAM FORMAT ASCII ARB,
strlen ( vpText ), vpText );
if ( glGetLastError () == GL_INVALID OPERATION )
{
GLint errorbPos;
GLubyte * errorStr;
glGetIntegerv ( GL PROGRAM ERROR POSITION ARB, &errorPos );
errorString = glGetString ( GL PROGRAM ERROR STRING ARB );
fprintf ( stderr, "Error at position %d.\Line: \"$%s\"", errorPos,

errorStr );

Cpazy Opocarorcsi B [asa ABa OTJIMYMS: KOHCTAHTA GL FRAGMENT PROGRAM ARB
BMECTO GL, VERTEX PROGRAM ARB U IepBas CTpPOKa ! !ARBfpl.O0.

IMepen netagbHBIM U3ydeHUEM (bparMeHTHBIX MPOTpaMM CHayaja pacCMOTPUM MX
MecTo B rpacdmyeckoM KoHBeliepe OpenGL.

Crangaprhbiii Konuseiiep (pipeline) OpenGL npeacrasined Ha puc. 16.1.
dparMeHTHas TIpoTpaMMa 3aMeHsIeT cobolt cleyrolne Maru:

O oOpalleHue K TEKCTYpE;

O ee mpuUMEHEHUE,

O CJI0XEHUE LIBETOB;

O BBIUMCIEHWE TyMaHa.

®parMeHTHas IPOrpaMMa BbIITOJHSAETCS HE3aBUCUMMO IS KaXAoro ¢pparMeHra
n3obpaxeHusa (Aas TOYeK, JMHUIA U PACTPOBBIX M300paxeHuil). i 3amaHHOro
TEKCTypHOro OJ0Ka OHA UTHOPUPYET BUAbI (OTHO-, ABY-, TPEXMEPHAsA TEKCTYPhl U
KyOMYecKue TEKCTYPHbIC KAPThl) U MPUOPUTETHI TEKCTYp (KyOMUYECKOH KapThl HAI
3D, 3D nan 2D, 2D Han 1D), a takke To, KaKue TeKCTypHbie Lelu (Kyoudeckast
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Kapta, 1-2-3-MepHasi) paspelieHsl it 3Toro Ojoka. Ha puc. 16.2 usobpakeHa
¢parMeHTHass porpaMMa U pasiuyHble MHOXECTBA PETMCTPOB, C KOTOPbIMU OHA
padoraer.

Setup

Rasterization

Texture fetch &
application

Fog

Frame-buffer operations

Puc. 16.1. CtanpapTHbIn kKoHBeliep B OpenGL

Kak u BepuinHHasg, ¢gparMeHTHas IporpaMMa IoaydyaeT B CBOE PACIOpPsDKeHHE
HECKOJIbKO Ha0OpOB perucTpoB (4-MepHbIX BELIECTBEHHBIX BEKTOPOB). DTO aTpu-
OyThl caMoro ¢parMeHTa (fragment. *), JOKaAbHbIe IapaMeTpbl (program.local
[n]) U OapaMeTpbl OKPYXeHUsl (program.env [n]). BbIXOAHbIE 3HAYEHMS IPO-
rpaMMa 3alKChIBAET B PErUCTPhI pe3yibrara (result. *).
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[TapameTpsl Opr)}.@Hl/lﬂ ATpuGyTe: JlokanbHbie napaMftprl
program.env [i] fraement.* program.local [i]
E>=24 gment. L>=24
®parmeHTHas1
nporpamma

M xomang, M >= 72

BpemenHble nepeMeHHbIE
T>=16

Peructpsl pe3ynbraTa
result.color
result.depth

Puc. 16.2. ®parmeHTHas nporpamMmma 1 UCMoJsib3yeMblE PErUCTPbI

B pacnopsokenun dbparMeHTHON MporpaMMbl TakXe HaxOmUTCs Habop BpeMeH-
HBIX IePEeMEHHBIX.

Omepalti  CO3MaHMSI, 3arpy3Kku, BBIOOpa W YHWUTOXEHHS (hparMEeHTHOU IIpo-
TpaMMBI TIOJTHOCTBIO AHAJIOTUYHEI COOTBETCTBYIOIINM OIIepPaIldsIM UTSI BepIINH-
HBIX TIPOTPaMM 32 HCKIIOUEHUEM TOTO, YTO KOHCTaHTA GL_VERTEX PROGRAM ARB
3aMEHSIeTCsI Ha GI, FRAGMENT PROGRAM ARB.

g nepeHoca ¢parMEeHTHON IPOrpaMMbl B IPYroil KOHTEKCT PEHIEPMHra, Mo
daHaJIOrMM € TEKCTypaMu M BEPLIMHHbBIMHU IIPpOrpaMMaMu, CJHIYKUT KOMaHIad
wglShareLists.

Pabora ¢ mapamerpamMm (JTOKaJTEHBIMIA M OKPYKEHUsI) TaKKe TTOJHOCTBIO aHalo-
TMYHA paboTe ¢ HUMU JUTSI BEPIIMHHBIX TTPOTPaMM.

YcraHoBneHHbIE TpahUYECKUN YCKOPUTENb U ApaiiBep HAKIaAbIBalOT OIpeneeH-
Hble orpaHuyeHMsi Ha ¢parMeHTHble HporpamMmbl. B jucrtuhre 16.2 npuBoaurcst
[porpaMma, rneyaraoias AeicTBYIOIIMe Ha KOHKPETHOM MalllMHe OrpaHUYeHUS.

INuctuhr 16.2. OnpegeneHne orpaHM4eHUNA Ha hparMeHTHY NporpamMmmy

//
// Sample to to check for fragment program support in OpenGL card
// and driver

/7
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#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

void init ()

{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );

}

void display ()

{

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glutSwapBuffers ();
}
void reshape ( int w, int h )
{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glMatrixMode GL_MODELVIEW ) ;

(

(
glLoadIdentity ();

(

(i

glLoadIdentity
}
void key ( unsigned char key, int x, int vy )
{
if ( key == 27 || key == 'q' || key == 'Q" )
exit (0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );

glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;

glutInitWindowSize ( 400, 400 );

// create window

int win = glutCreateWindow ( "OpenGL example 1" );

// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );

// quit requested
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glutKeyboardFunc ( key );
init )z
initExtensions ();
const char * vendor = (const char *)glGetString(GL VENDOR) ;

) (

const char * renderer = (const char *)glGetString(GL RENDERER) ;
) (
(

(
(
const char * version = (const char *)glGetString(GL VERSION) ;
const char * extension = (const char *)glGetString(GL EXTENSIONS) ;
printf ( "Vendor: %s\nRenderer: %s\nVersion: $%s\n", vendor,
renderer, version );
if ( !isExtensionSupported ( "GL ARB fragment program" ) )
{

printf ( "GL ARB fragment program extension NOT supported.\n" );

return 1;
}
printf ( "ARB fragment program extension is supported !\n" );
int maxAlulnstructions;
int maxTexInstructions;
int maxTexIndirections;
int maxLocalParams;
int maxEnvParams;
int maxTemporaries;
int maxAttribs;
int maxInstructions;

glGetProgramivARB ( GL_FRAGMENT PROGRAM ARB,
GL MAX PROGRAM ALU INSTRUCTIONS ARB,
sgmaxAluInstructions );
glGetProgramivARB ( GL FRAGMENT PROGRAM ARB,
GL MAX PROGRAM TEX INSTRUCTIONS ARB,
smaxTexInstructions );
glGetProgramivARB ( GL_FRAGMENT PROGRAM ARB,
GL MAX PROGRAM TEX INDIRECTIONS ARB,
smaxTexIndirections );
glGetProgramivARB ( GL FRAGMENT PROGRAM ARB,
GL_MAX PROGRAM LOCAL PARAMETERS ARB,
smaxLocalParams )
glGetProgramivARB ( GL_FRAGMENT PROGRAM ARB,
GL MAX PROGRAM ENV PARAMETERS ARE,

SmaxEnvParams )
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glGetProgramivARB ( GL_FRAGMENT PROGRAM ARB,
GL_MAX PROGRAM TEMPORARIES ARB,
smaxTemporaries )
glGetProgramivARB ( GL FRAGMENT PROGRAM ARB,
GL_MAX PROGRAM ATTRIBS ARB,
smaxAttribs )
glGetProgramivARB ( GL_FRAGMENT PROGRAM ARB,
GL MAX PROGRAM INSTRUCTIONS ARB,

smaxInstructions );

printf ( "\nFragment program limits:\n" );

printf ( "\tmax ALU instructions : %d\n", maxAlulnstructions );
printf ( "\tmax tex instructions : 3d\n", maxTexInstructions );
printf ( "\tmax tex indirections : %d\n", maxTexIndirections );
printf ( "\tmax local parameters : 3d\n", maxLocalParams ) ;
printf ( "\tmax env. parameters : %d\n", maxEnvParams )
printf ( "\tmax program temporaries : %d\n", maxTemporaries ) :
printf ( "\tmax attributes : %d\n", maxAttribs )
printf ( "\tmax program instructions: %d\n", maxInstructions );

return 0;

OrpaHnyeHNs KOHKPETHOTO TpadHWUecKoTo YCKOPUTENS W IpaiiBepa HaKJIambiBa-
FOTCST HA MAaKCHMAJTBHOE YMCIIO:

apuMeTUYECKUX onepalnil (maxAluInstructions);
TEKCTYPHBIX olfepalnii (maxTexInstructions);
Bcex omepauuil (maxInstructions);

TEKCTYPHBIX 3aBUCUMOCTeM texture indirections (maxTexIndirections);

MapaMeTpoB OKPYXKEHUS (maxEnvParams);

a

a

a

a

a HOKaﬂbHUXIHqMNprOB(maxLocalParamsﬁ
a

O BpeMeHHBIX IlepeMeHHbIX (maxTemporaries);
a

HUCTIONIb3YeMbIX BEPIIMHHBIX aTPUOYTOB (maxAttribs).

OrpaHMyeHHe Ha YMCIO TEKCTYPHBbIX 3aBUCUMOCTEH CBSI3aHO C T€M, YTO He BCE
peanu3aludy MOIYT HOANEPXKMUBATh (PparMeHTHbIe MPOrpaMMbl C OOJBLIMM KOJIH-
YEeCTBOM CJIOXHBIX TEKCTYPHbIX 3aBUCUMOCTE, HallpUMep, KOrna pe3yabTaThl 00-
palieHus K ONHOM TEKCType UCIONB3YIOTCS I MOAYYeHUSI TEKCTYPHbIX KOOpPIH-
HaT 11 oOpalleHus K Caeaylolieil TeKCType U T. A.
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an/I 3TOM O0IIIee YMCIIo KOMaHI MOXET 1M HE MPEBbIINATh JOMMYCTUMBIX IPEIACIIOB,
HO MnporpaMma BC€ paBHO HE 6YI[6T BBITTIOJTHATBHCA.

Boob1e 1moa TeKCTYpHOR 3aBUCHMMOCTBIO I10[PA3yMEBAIOT BBIYMCIEHUE TEKCTYP-
HBIX KOOPAMHAT Ipu oOpallleHMu K TeKCType (KOMaHaaMu TEX, TXP M TXB) Ha
OCHOBE pe3y/ibTara Ipeiblaylieil KoMaHabl (KaK TeKCTYpHOI, TaK U apudMeTuye-
CKOI1).

1 KOHKpEeTHOW TIpOrpaMMBI MOXHO TIOCTPOUTH IIEMOYKY TAKUX TEKCTYPHBIX
3aBUCUMOCTEH, COCTOSIIIYIO U3 OTACTBHBIX Y370B. Kakabril y3en comep:KUT Habop
TEKCTYPHBIX KOMAaHI, KOTOPBI¢ MOTYT BEITIONHSTHCS TApa/UIeIbHO M 32 KOTOPBIMU
CIenytoT apudmMeTndecKine KOMaHIbL.

KomaHna oOpallieHHst K TEKCType SIBISIeTCS 3aBUCUMOI, €C/1dM OHA UCIIOJb3yeT
BPEMEHHYIO [IEPEMEHHYIO B KAueCTBEe TEKCTYPHbIX KOOpIMHAT (BMeCTO arpubyra
WK Iapamerpa).

IMporpamma 6e3 TEKCTYPHBIX 3aBUCUMOCTEH OymeT TpeAcTaBIAThCSA IIETIOUKOM,
COCTOSIIEH BCEro M3 ONHOTO y37a (T. €. KOMMYECTBO TEKCTYPHBIX 3aBUCHMOCTET
OymeT B Helt paBHO eIWHWUIIE).

HoBblii y3e1 B Liemo4YKe TeKCTYPHBIX 3aBUCHUMOCTEN CO31aeTCsl B OJHOM M3 Cle-
JYIOLIMX JIBYX CJ1yvyaes:

1. TexkcTypHBIe KOOPOIWHATHI IJIT TEKCTYPHON KOMaHIBI OepyTcsl W3 BpeMeHHOM
NMepeMeHHOoM, B KOTOpYyI yXe Obla 3aluch B TeKylleM y3je (Kak TeKCTyp-
HOIt, Tak 1 apn¢pMeTHIeCKON KOMaHIOI).

2. Pesynbrar TeKCTypHOH KOMAHIbI 3allMChIBACTCSI BO BPEMEHHYIO MEPEMEHHYIO,
B KOTOPYIO yXe ObUla 3alUCh WIM YTEeHHUE apuPMETHUYECKOl KOMAHION B Te-
KYLIEM Y3JIE.

O6paTI/IT€ BHUMAHUE, YTO MACKHU 3AIIMCH U TIEPECTAHOBKN KOMITOHEHT HE UTPAIOT
pOJIN TIPpU MOACYETE KOJINYECTBA Y3JIOB B LIEMMOYKE TEKCTYPHDBIX 3aBUCUMOCTEN.

Jluctunr 16.3 COAEPXKUT IPUMEPBI IIPOrPpaMM C OIHOI, JABYMSI U TPEMsl TEKCTyp-
HBIMU 3aBUCUMOCTSIMU.

Nuctunr 16.3. NMpumepkl hparmMeHTHLIX NPOrpaMm ¢ OQHON, ABYMS
M TpeMS TEKCTYPHBLIMU 3aBUCUMOCTAMM

1ARBfpl.0

# No texture instructions, but always 1 indirection
MOV result.color, fragment.color;
END

! 'ARBfpl.0
# A simple dependent texture instruction, 2 indirections
TEMP myColor;
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MUL myColor, fragment.texcoord[0], fragment.texcoord[l];
TEX result.color, myColor, texture[0], 2D;
END

! /ARBfpl.0
# A more complex example with 3 indirections
TEMP myColorl, myColor2;
TEX myColorl, fragment.texcoord[0], texturel0], 2D;
MUL myColorl, myColorl, myColorl;
TEX myColor2, fragment.texcoord[l], texturell], 2D;
# so far we still only have 1 indirection
# This is #2
TEX myColor2, myColorl, texture[2], 2D;

# This is #3
TEX result.color, myColor2, texturel3], 2D;
END

B niepBoM npumepe BooOlle HET o0pallleHUil K TeKCcTypaM, IO3TOMY LEoYKa 3a-
BUCUMOCTEl COCTOMT BCEIO M3 OJHOIO 3B€HA, T. €. MMEET MECTO BCEro OoHa 3aBM-
CHMOCTb.

Bo BTOpOM B KavyecTBe TEKCTYPHBIX KOOPAWHAT CIIYKUT BpeMeHHas TTepeMeHHas,
YTO CO37aeT HOBOE 3BEHO B IIETIOYKE 3aBUCHMOCTEH, T. €. TIOMyJaroTCsl IBa 3BeHA
1 IBe TEKCTYPHBIX 3aBUCUMOCTH.

B tpeTrbeM ciiyyae riepBble JBa oOpalleHUsl K TeKCTypaM BOOOILIE HE CO3Aa0T HU
ojiHoro HoBoro 3seHa. Ilociie aToro cieayror aBa oOpalleHusl, Kax/10e U3 KOTo-
PbIX UCIIOJB3YET BPEMEHHYIO IIEPEMEHHYIO [UIS a/ipecaliud TEKCTYpbl. TeM caMbiM
CO3/Ial0TCY [IBa 3B€HA, U OO0llee YMCI0 TEKCTYPHbIX 3aBUCUMOCTEN CTAHOBUTCS
PaBHBIM TPEM.

He 3aGwmBaiiTe, yTo caMm (akT yCHEITHOW 3arpy3ku (pparMeHTHO#N IIpOTrpaMMBbI
elle He TrapaHTUpYyeT ee BBIMOJNIHEHHE HemnocpeAacTBeHHO Ha GPU, a He sMmyns-
uuto. [TpoBepuTh 3TO MOXHO MPU MOMOIIM cllefytolero gpparmMeHTa Koaa:
GLboolean ProgramStringIsNative ( GLenum target, GLenum format,

GLsizei len, const GLvoid *string )

GLint errorPos, isNative;

glProgramStringARB ( target, format, len, string );
glGetIntegerv ( GL_PROGRAM ERROR POSITION ARB, &errorPos );
glGetProgramivARB ( GL_ FRAGMENT PROGRAM ARB,
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GL_PROGRAM UNDER NATIVE LIMITS ARB, &isNative );
if ( (errorPos == -1) && (isNative == 1) )
return GL_TRUE;
return GL_FALSE;
}

Ta6nuua 16.1 comepKUT CIUCOK (PparMEHTHBIX arpuOyToB (T. €. MHIWBUAYATb-
HBIX aTPUOYTOB JIJIsI KaX/I0TO (hparMeHTa).

Ta6nuya 16.1. OparmeHTHble aTpnoyThi

HasBanne KomnoHeHTbl | 3HauyeHne

fragment.position (x vy, z, 1/w) KoopauHarsl

fragment.color (r,g, b, a) MepBruHbIN UBeT

fragment.color. (r,g, b, a) To xe

primary

fragment.color. (r,g, b, a) BTopuyHblii LBeT

secondary

fragment.texcoord (s, tr,q) TekcTypHble koopguHaThl Ans 6noka 0
fragment.texcoord [n] |(s tr, q) To xe ansa 6noka n

fragment. fogcoord (f 0,0, 1) KoopauHata ana TymaHa (paccrosHue)

M3 ¢dparMeHTHON TporpaMMBI TOCTYITHBI TaKKe OCHOBHBIE ITAapaMETPHI COCTOSI-
uust OpenGL. B 1a6n. 16.2—16.6 mpuBoasiTCS OCHOBHBIE TapaMeTpbl U HUMEHA
Ui Joctyna K HUM. CMBICT 3TUX MapaMeTpoB TOYHO TakKoil Xe, Kak U B Bep-
IMIMTHHBIX TTPOTPaMMaXx.

Ta6nuya 16.2. CoricTBa MaTepnasia

Nma KomnoHeHTbl | KoMmeHTapui

state.material. (r,g, b, a) DoHOBEI LBET MaTepuana ans JiMuesoi

ambient rpaHu

state.material. (r, g b, a) JAundpdpysHbiin LBeT maTepuana gns nuue-
diffuse BOIi rpaHu

state.material. (r,g, b, a) BnvkoBbIii LBeT MaTepuana gna aMueBoit
specular rpaHu

state.material. (r,g, b, a) LieeT cBeueHus matepuana gnis Juuesoi
emission rpaHu

state.material. (s,0,0,1) CreneHb @oHra matepuana gns nuLeBol
shininess rpaHu
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Ta6nuya 16.2 (okoHyarye)

Nma KomnoHeHTsl | KoMmeHTapuii
state.material. (r,g, b, a) DoHOBI LBET MaTepuana ans JiMuesoi
front.ambient rpaHu
state.material. (r, g b, a) JAundpdpysHbiin LBeT maTepuana gns nuue-
front.diffuse BOW rpaHu
state.material. (r,g, b, a) BnuvkoBbIii LBeT MaTepuana gna aMueBoid
front.specular rpaHu
state.material. (r,g, b, a) LieeT cBeueHus matepuana gnis Juuesoi
front.emission rpaHu
state.material. (s,0,0,1) CreneHb @oHra matepuana gns nuLeBol
front.shininess rpaHu
state.material.back. |(r, g, b, a) ®DoHOoBbII LIBET MaTepuasa gna Hesuue-
ambient BOIi rpaHu
state.material.back. |(r, g, b, a) JundpdbysHbiin LBeT maTeprana gna Henu-
diffuse LieBOi1 rpaHu
state.material.back. |(r, g, b, a) BrnukoBebli LBeT MaTepuana ans Henuue-
specular BOIi rpaHu
state.material.back. |(r g, b, a) LiBeT cBeueHus matepuana ansa Hemuue-
emission BOIi rpaHu
state.material.back. |(s 0,0, 1) CreneHb @oHra matepuana ansa Henuue-
shininess BOIi rpaHu

Tabnuya 16.3. [NapameTpbl UICTOYHUKOB cBETa
Nma KomnoHeHTbl | KoMmeHTapui
state.light[n]. (r,g, b, a) DOHOBbIN LIBET UCTOYHUKA CBETA 17
ambient
state.light[n]. (r,g, b, a) To xe andocpy3aHbIi
diffuse
state.light[n]. (r,g, b, a) To xe 65IMKOBbIN
specular
state.light[n]. (x v,z w KoopguHatbl ucTouHrKa ceeta n
position
state.light[n]. (a, b, c e KoadbdpuumeHThl 3aTyxaHus B 3aBUCUMO-
attenuation

CTN OT pacCTOAHUA U NoKa3aTenb ans
KOHNYECKOIro NCTOYHUKaA OJ19 UICTOUYHUKa
cBeta n
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Ta6nnya 16.3 (okoHyarye)

Umsa KomnoHeHTbl | KommeHTapuin
state.light[n].spot. |(xy, z ¢ HanpaBneHue gns KOHNYECKOro UCTOUHU-
direction Ka cBeTa U KocuHyc ero yrna (ans ncrou-

HUKa cBeTa n)

state.light[n].half (x vy, 21) HopmannsoBaHHbIA cepeanHHbIA yron
MeXgy HarnpasnieHUeM OT rfasa Ha uc-
TOUHUK cBeTa U Bektopom (0, 0, 1)

state.lightmodel. (r,g, b, a) ®oHOBbLIN LBET MOAENN OcBeLLeHNS

ambient

state.lightmodel. (r,g, b, a) LiBeT cueHbl B MOAEnun ocBeLleHns ans

scenecolor NMUEBbIX rpaHei

state.lightmodel. (r,g, b, a) To xe

front.scenecolor

state.lightmodel. (r,g, b, a) LiBeT cueHbl B MOAEnun ocBeLleHns ans

back.scenecolor HeNMLEBBIX rpaHeil

state.lightprod[n]. (r,g, b, a) [MpounsBepeHue oHOBOrO LBETA UCTOU-

ambient HUKa cBeTa u MaTepuana

state.lightprod[n]. (r,g, b, a) To xe gudpdpysHoro

diffuse

state.lightprod([n]. (r,g, b, a) To xe 65IMKOBOro

specular

state.lightprod[n]. (r,g, b, a) [MpounsBepeHue oHOBOrO LBETA UCTOU-

front.ambient HUKa cBeTa U Matepuana oss JuueBoi
rpaHu

state.lightprod(n]. (r,g, b, a To xe gudpcpysHoro

front.diffuse

state.lightprod(n]. (r,g, b, a To xe 65MKoBoro

front.specular

state.lightprod([n]. (r,g b, a MNpounssegeHne hoHOBOTO LiBETa UCTOY-

back.ambient HUKa cBeTa U MaTepuana gns Henuuesol
rpaHu

state.lightprod[n]. (r,g, b, a) To xe gudpdpysHoro

back.diffuse

state.lightprod([n]. (r,g, b, a) To xe 65IMKOBOro
back.specular
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Tabnuya 16.4. [NapameTpbl reHepaLmuy TEKCTYPHbBIX KOOpAUHAT

Nma KomMmnoHeHTbl | KomMmeHTapui
state.texenv(nl. ((r, g, b, a) LiBeT okpyxeHusi Ans TeKcTypHoro 6yioka n
color

Tabnuuya 16.5. [lapameTpbl BbIYUCTIEHUA 3aTyMaHUBaHUA
Umsa KomnoHeHTbl | KommeHTapuin
state.fog.color ((r, g, b, a) RGB-ugeT TymaHa
state.fog.params |(d, s, e, 1) MnotHoCTL TyMaHa (d), IMHeiHoe Hauasno u Ko-

Hey (s,e) n1l/ (end-start)
Ta6nuya 16.6. [lapameTpbl OTCEYEHUS 10 IITyOUHE

Nma KomMmnoHeHTbl | KomMmeHTapui
state.depth. (n,fd1) Juana3oH nameHeHus rnybuHbl near, far u
range far-near

IMporpamme HocTyTeH TakKe Psi

MAaTpulI, TIepeUnCIeHHBIX B Tabm. 16.7.

Ta6bnunya 16.7. Matpuubi

Nma KomMmmeHTapmii

state.matrix.modelview[n] [p-9 MaTpuua MogenbHoro npeobpasosaHus. MNapa-
MeTp 1 HeobssaTeneH

state.matrix.projection MaTtpuua npoekTupoBaHus

state.matrix.mvp MpounsseneHne matpuupbl MogensHoro npeobpasora-
HUA N MPOEKTUPOBaHUA: MVP = PxM[0]

state.matrix.texture([n] n-1 MaTpuua npeobpa3oBaHUs TEKCTYPHBIX KOOpAu-
Hat. MNapameTp n HeobazaTeneH

state.matrix.palette[n] Manutposas maTpuua rn-ro MogesnbHoro npeobpaso-
BaHUA

state.matrix.program[n] n-a MaTpuua nporpamMmmbl

IMpn sroM K wMeHn Marpuilbl u3 Tadn. 16.7 MoXer OBITH TOOABIEHO . inverse,
.transpose M .invtrans IS 0003HAYEHUS TOTO, YTO YKA3aHHYI0 MAaTpHUILy CJIe-
JiyeT oOpaTuTh, TPAHCIIOHNPOBAThL WM OOPaTUTh W TPAHCIIOHUPOBATD.
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Takke K UMEHH MOXET OBITh HOOABIECHO .row [n] IS TIOJYY4EeHUs 3aJaHHOTO
CTOJIOIIA MATPULIBI KAaK 4-MEpHOTO BEKTOPA.

PesynbraThl BBIIOAHEHHMS] BEpIUMHHAS MporpaMma 3aHOCUT B BbIXOAHbBIE PEruCT-
pbl, pUBeaeHHbIE B Ta01. 16.8.

Tabnuya 16.8. Peructpsi pesyrnbrara

Umsa KoMnoHeHTbI KommeHTapnin
result.color (r,g, b, a BbixogHoli uget
result.depth (* *d % ny6uHa Touku

Ecnu B BeIxoaHOI perucTp LBeTa (result.color) He ObUIO MPOU3BENEHO 3AMUCH,
TO BBIXOJHOE 3HAYEHHE 1IBETa CTAHOBUTCS HEOIpeleTeHHbIM.

dparMeHTHas TIporpaMMa He o0si3aHa TTPOM3BOINTH 3aITUCh B BHIXOMHOW pPETHCTP
yOuMHBI (result.depth). B ciyyae, Korga B 3TOT peructp He ObIIO HU OAHON
orepalum 3armucy, BoIXOAHBIM 3HaAUeHUEM TJYOUHbBI OyIeT 3HauUeHue, TToTydeHHOe
TIPpU pacTepu3alnyl TPUMHUTHBA.

OnHako B TOM ciyyae, Koraa B pparMeHTHOIl MporpaMme IpUCYTCTBYET XOTsI Obl
OlHA KOMAHAA 3alMCU B PerucTp DIyOMHbI, Mporpamma MoJKHA BCeraa Mpou3BO-
JUTh 3aIIMCh B HErO.

OO0paruTe BHUMaHWE Ha TO, JJIs 3alKUCU B PETUCTP UCTIONb3YeTCs HOPMHUPOBAH-
HOe 3HauyeHue TIyOuHBI (T. €. TIpuBeJeHHOe U3 oTpe3Ka [7Near, zFar] B oTpe3ok
[0, 1].

CTpykTtypa cbparmMeHTHOI NporpamMmbl

®parMeHTHas IporpamMma IpencTapisger coboil Habop CTPOK, KaXIOH CTpoke
COOTBETCTBYET KaKag-TO KOMaHIa (TakxkKe OHA MOXET ObITh IYCTOH WIM comep-
KaTh KomMMeHTapuii). Jluctudr 16.4 wLiocTpupyeT HOpUMEp BEPLIMHHOM [Ipo-
rpaMMbl, BbluMcisolieii goHoBoe, nuddy3sHoe U OIMKOBOE OCBEIEHUE OT Of-
HOro 0ECKOHEYHO YIaJeHHOI0 UCTOYHMKA CBETA.

Nuctunr 16.4. NMpumep hparmeHTHON NporpamMmmebl

I 1 ARBfpl.0

ATTRIB h = fragment.texcoord [1];
PARAM  amb = {0, 0, 0.5 };

PARAM one =1;

PARAM two = 2;

PARAM shininess = 10;
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PARAM specColor = { 1, 1, 0 };
TEMP n, hn, color, h2, n2;

# get normal
TEX n, fragment.texcoord [0], texture [0], 2D;
MAD n, n, two, -one;

# normalize n

DP3 n2.w, n, n;
RSQ n2.w, N2.w;
MUL n2.xyz, n, n2.w;
# normalize h
DP3 h2.w, h, h;
RSQ h2.w, h2.w;
MUL h2.xyz, h, h2.w;
# compute (n,h) » shininess
DP3 SAT hn.a, n2, h2; # compute max ( (n,h), 0 )
LG2 hn.a, hn.a;
MUL hn.a, hn.a, shininess;
EX2 hn.a, hn.a; # compute max ((h,n), 0) »~ shininess
# return color
MUL color, specColor, hn.a; # return amb +
# specColor*max((h,n),0) " shininess

ADD SAT result.color, color, amb;
END

[lepBas crpoka mporpaMMbl AOJKHA OBITb ! !ARBfpl.0. OTO 3HAYMT, YTO Aajee
uaer ¢pparMeHTHas ImporpaMmma, cooTBercTBylomas Bepcuu 1.0. Kaxmag komanna
(KpoMe KOMaHAbl END) AOJKHA 3aBEpPIUATLCS TOUYKOH € 3aIsiToi. 3aBepliaeTcs
dparMeHTHas IMporpaMma KOMaHaoi END. Bech TekcT, uayliuil mocjie cUMBOJA 4
1 10 KOHLA CTPOKHU, SBISAETCS KOMMEHTAPUEM M UTHOPUPYETCS.

O6paTI/ITC BHUMAaHHUE HA TO, YTO BCE MMCHA KOMaHHI, KITIOYEBBLIE CJIOBA, UCIIOJNb-
3YEMbBIC PN OODBIBIICHUN MIEPEMEHHBIX, 4 TAKXKE CJIOBA fragment, state, program
" result ABJSIOTCS 3apE3€PpBUPOBAHHBIMMA.

B nauvane ¢gparMeHTHON HporpaMMbl MOXHO 3a4aTh HA0OpP OMUMI IpU IOMOILLM
KOMAHbI OPTION.

®parMeHTHBIE MPOTPAaMMBI TIOIAEPKWBAIOT [IBE TPYIIIBI OMIUNA: TOYHOCTH
(precision) n TymaHa (fog).

le/l IMOMOUIMA OMNLMKA TOYHOCTU MOXHO SIBHO 33J4aTb CBOU ITOXEJIAHUS: BbICOKAS
TOYHOCTb (ARB precision hint nicest) WJIM CKOPOCTb (ARB precision hint
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fastest). OI[HaKO 9TO SBIIAICTCA TOJBKO ITOXEIAaHUEM, Heo0s3aTeTbHBIM K BBI-
MMOJTHEHHUIO.

Onuuy TyMaHa M[O3BOJISIIOT BBIHECTHM SIBHOE HAJIOXEHHE TyMaHa 3a IIpeaesibl
¢parMeHTHOI mporpaMmbl. Toraa Ha BhIXOAHOE 3HAYEHUE LIBeTa OyJeT aBTOMAaTH-
YeCKM HAaKIA[AbIBaTbCd TyMaH MPU IOMOLIM OJHOIO M3 TPEX CTAHAAPTHBIX I
OpenGL crnocoboB, 3amaBaeMblX ONUMSMU ARB fog exp, ARB fog exp2 U
ARB fog linear

O6patnTe BHUMaHWE, YTO OIIIUN BHYTPU KaKMOM TPYMNIIBI SBISIOTCS B3aMMOWC-
KITIOYaomMA. BoT mpuMep 3amanust OmIINN:

OPTION ARB precision hint fastest;

NpeHTndukaropnol

HneHtudukaropaMu B BEpIIMHHON MPOrpaMMe MOTLYT ObITb MPOM3BOJBHBIE IO-
CJIe0BaTENbHOCTU JATUHCKUX OykB, Lubp, CUMBOJIA MOAYEPKUBAHUSA U 3HAKa
Jojulapa $, HauuHaloluecs He ¢ uugpbl. BaxHo, 4To maeHTHMhUKATOPHI B Bep-
IIMHHBIX MPOrPAMMBIX YYBCTBUTEIbHbI K peructpam OyKB, T. €. al M Al pazaudya-
I0TCA.

Kaxnaplit uneHTUdUKaTOp TMEepeMEeHHOU 0 €ro MCIOJb30BaHUSI JOJKEH OBITh
00BsIBIIEH, caMO OOBSIBJIEHUE TPU 3TOM MOXKET HAXOJAUTHCS B JIIOOOM MecTe TMpo-
rpaMMbl (HO 0o0s13aTeIbHO JI0 TepBOro obpallieHust K JaHHOMY UIeHTHU(UKATOPY).

BpemeHHble nepeMeHHble

s XpaHeHWsT TPOMEXYTOYHBIX 3HAYEHWH B BEPIIMHHBIX TIPOTpAMMax MOTYT
OBITH BpeMeHHBIE TIepeMeHHBIe — 4-MepHBIe BEIIeCTBEHHBIE BEKTOPHI, KOTOPBIE
JOJDKHBI OBITH 3apaHee OObSIBICHBI KOMaHIOM TEMP.

Bce BpemeHHbIe mepeMeHHbIe MOCTYIHBI BEPIIMHHON Mporpamme Kak Iasl yTe-
HMS, TaK U A1 3anucu. Ilpumepst:

TEMP flag;
TEMP a,b,c;

HavanbHble 3HaY€HUS BpeMEHHBIX IEPeMEHHBIX (KAK M BBIXOMHBIX) HE OIpeaese-
HbI U 3aBUCAT OT pealu3aluu apaiBsepa.

MapameTpbl

B xayecTBe mapameTpoB MOIYT BBICTYIATh KaK 4-MEPHbIE BEKTOPbI, TAK U UX Mac-
CHUBBL.

IMapaMeTpbl MOTYT 3amaBaThesl Kak SIBHO (Uepe3 KOMaHAy PARAM), TaK W HESBHO
(TIyTeM HeTrocpeICTBEHHOM TOJACTAHOBKH B TEKCT).
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IMpnu sTOM TMapaMeTphl MPEACTABIAIOT cO00M TIOCTOSTHHBIE (Ha BpeMs BBITIONHE-
HUS BEPIIMHHOW TIPOTPAMMBI) BEJIMUWHBI, T. €. OHM MOCTYITHBI TOJNBKO IUTS UTe-
HuA. Jlamee mpeAcTaBiIeH pUMep 3aTaHUsT TTapaMeTPOB.

%I‘Ipumep1

PARAM a = { 1, 2, 3, 4 }; # vector (1, 2, 3, 4)

PARAM b = { 3 }; # vector (3, 0, 0, 1)

PARAM ¢ = { 3, 4 }; # vector (3, 4, 0, 1)

PARAM e = 3; # vector (3, 3, 3, 3)
# array of two vectors

PARAM arr [2] = { {1, 2, 3, 4}, {5 6, 7, 81} };

ADD a, b, {1, 2, 3, 4 };
ADD a, c, 3;

Kak n JUTST BEPINWUHHBIX TIPpOTrpaMM, MaTpula 3aJa€TCd B BUAC MaCCUBA N3 YETbI-
pEX BCKTOpOB—CTOJ'[6HOB. Crroco0b! 3aJaHus " p3_60TI)I C MaTpuuaMm IOJTHOCTDBIO
AHAJIOTUYHBI CIIy4Yal0 BEPITUHHBIX ITPOTPaAMM.

Bot HeckoibKO IpUMEPOB MapaMeTPOB, OCHOBAHHBIX HA MAaTPULAX:

PARAM mO = state.matrix.modelview[l].row[0];

PARAM ml = state.matrix.projection.transpose.row[3];
PARAM m2[] = { state.matrix.program[0].row[l..2] };
PARAM m3[] = { state.matrix.program[0].transpose };

MoXHO cBA3aTh MapaMeTp ¢ KAKUM-TU00 JOKIbHBIM MAPAMETPOM WIM MapaMeT-
POM OKpYKEeHUS:

PARAM c = program.local [0];
PARAM mat [4] = program.env [0..3];
PARAM ambient = state.material.ambient;

BbixogHble 3Ha4YeHuA

BBIXOZ[HI)IG mapaMeTpbol JOCTYIHBI TOJBKO I 34alIUCHU W 3aJal0TCHd KOMAaHJION
OUTPUT:

OUTPUT oCol = result.color.primary;

dakTnyeckn 3Ta KOMaHzIa CO34ac€T CChbUIKY Ha COOTBCTCTBYIOH.[HVI BBIXOJHOM pe-
TUCTP.

1 yKe cyllecTBYIOLIEro mapaMeTpa MOXHO 3a1aTh BTopoe UM (alias):

ALIAS b = a;
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ATpunbyTbl

ITpu mmomon KoMaHABI ATTRIB MOXHO SIBHO OIMCATh aTpuOYT, IaB eMy Apyroe
M.

ATTRIB tangent = fragment.texcoord [1];

ATTRIB binormal = fragment.texcoord [2];

IMono6Has 3ammch MO3BOMSIET TTOBBICUTh YUTAEMOCTh M Cpa3y IMOKa3aTh, KAaKUMU
aTpuOyTaMu TOJTB3yeTCsT TaHHas mporpamMma.

Cuctema KomaHp

Bcero noagepxupaercs: 33 pasjiMuHbIX UHCTPYKIMU, padoTaoliue ¢ 4-MepHbIMU
BELLECTBEHHbIMU BeKTOpaMu. Kaxkmas Takass KoMaHaa UMeeT CAeNyIOIIMi BUI:

opCode dest, [-1srcO [, [-]srcl [, [-]src2]];
31ech opCode — CUMBOJIbHBIA KOJ MHCTPYKLUUM, dest — PELUCTP, B KOTOPbIH
6YZL€T IIOMELLUEH pe3yJbTaTr BbIIIOJHEHUS KOMaHIbl, a4 BE€JIUYUHbI srcO, srcl U

src2 — PErucTpbl C MCXOAHbIMU JAaHHbIMU. KBampaTtHeiMKU cKOOKaMKu O0O3HaYe-
Hbl HE00s13aTeJIbHbIe BETUYMHEL.

Bce komaHabl 1easaTcsl HA TPU KaTeropum:

1. Ckangpseie onepauuu (Cos, EX2, LG2, RCP, RSQ, SIN, SCS, POW).
2. Omepauuu ¢ TekcTypamu (TEX, TXP, TXB, KIL).

3. BexropHbie onepaLuu.

Bexkropnbie onepanum mexsTcsa Ha apudMeTHKo-JIoTndeckue (ABS, FLR, FRC, SUB,
XPD, CMP, LPR, MAD, MOV, ADD, DP3, DP4) W CllelIMaJIbHbIe (LIT, DPH, DST).

Bor npocreie npumMepbl KoMaH st GpparMeHTHOM [IPOrpaMMBbi:

MOV R1, R2;

MAD R1, R2, R3, -R4;

HeobGs3arenbHblii 3HaK "MMHYC" yCTaHABIMBaeT B KAuecTBE MCTOYHMKA HE caMm
PErucTp, a BEKTOP, MONYYaAIOLIMKACI U3 HEr0 YMHOXeHUeM Ha —1.

1t BXOOHBIX PEeTHCTPOB (srcl, srcl U src2) CYIIeCTBYeT BO3MOXHOCTDL MCTIONb-
30BaTh BMECTO CAMOTO PETHCTpa BEKTOP, TIONYYAIONINHCS M3 MCXOMHOTO, TIyTeM
MTPOM3BOJILHOI TIepecTaHOBKM €Tr0 KOMITOHEHTOB, HallpuMep:

MOV R1, R2.yzwx;

MOV R2, -R3.yzwx;

I[J'[SI BBIXOOHOTO PETUCTpAa MOXKHO 3aJaTb MACKy, 3alllUIIAIOUIYIO OTACIBbHBIE KOM-
TIOHEHTBI PETUCTPA OT USMEHECHUSA

MOV R2.xw, -R3;
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Hapsmy C UMEHAMH KOMIIOHCHTOB xyzw BO3MOXHBI TaKXE MMEHA rgba, HO HUX
CMEILEHUE B OJHOM MAacKe WU NePECTaHOBKA KOMIIOHCHTOB PErucTpa HE JOIIyC-
KaceTCs, T. €. KOHCTPYKIUA R1.xyr HEAOIYCTUMA.

Paccmorpum Tenepb caMmy crcreMy Komawa. B ta6nm. 16.9 npuBeneHbl cKaaspHBIE
1 BEKTOPHbIE KOMAHIIbI.

Ta6nuya 16.9. CkasisipHble 1 BEKTOPHbIE KOMaHAbl

HasBanne CuHTakcne KommeHTapni
ABS ABS dest, src; [JaHHasa KkomaHga ocyLLecTBAAET MOKOMMO-
Bbluucnerue HEHTHOe BblMUCIIEHNE MoAy A
Mogayns dest=fabs (src)
ADD ADD dest, srcO, [aHHaa KomaHga NOKOMIMOHEHTHO CKagbl-
CnoxeHue srcl; BaeT ABa NapamMeTpa u 3arnncbiBaet cymmy B
pesynbTar
dest=srcO+srcl
CMP CMP dest, JaHHaa KomaHga NOKOMIMOHEHTHO, B 3aBU-
CpaBHeHue src0,srcl, src2; | cumocTn OT 3HaKa COOTBETCTBYIOLLEN KOMMO-
HeHTbl src0, BblbupaeT ouepegHylo KOMMo-
HeHTy nubo u3 srcl, nmbo us src?
dest.x = srcO0.x < 0 ? srcl.x
src2.x
dest.y = srcO.y < 0 ? srcl.y
src2.y
dest.z = srcO.z < 0 ? srcl.z
src2.z
dest.w = srcO.w < 0 ? srcl.w
src2.w
COS COS dest, src.C; | [JaHHasa KOMaHZa OCyLLECTBAET MOKOMIO-
BblumncneHue ko- HEHTHOE BblUMCIIEHNE KOCUHYCa CKasApHOro
CcuHyca yrna aprymMeHTa 1 3anucbiBaeT ero sHa4eHune Bo
BCE paspeLleHHble KOMMOHEHThI pe3ynbTara,
yron BblpaxaeTcs B pajnaHax u He obsasaH
nexartb B [—PI, Pl]
DP3 DP3 dest, srcO, JaHHaa KomaHga BblYMCTIAET CKansipHoe
BeluuncneHune srcl; npousBegeHne NCTOMHUKOB Kak TPEXMEPHbIX
cKasiipHoro npo- BEKTOpPOB
n3BEOEHNA NO dest=src0O.x-srcl.x + srcO.ysrcl.y
nepsbiM TpeMm + src0.zsrcl.z
KOMMOHEeHTaM
DP4 DP4 dest, srcO, JaHHaa KomaHaa BblMMCTISET cKansapHoe npo-
Beluncnenune srcl; n3BefeHne 4-MepHbIX BEKTOPOB U 3anucbiBa-
cKasigpHoro npo- €T pesysibTaTr BO BCe KOMMOHEHTbI dest
n3BeNEHNA dest=src0.x-srcl.x+src0.ysrcl.y+sr
cO.z-srcl.z+srcO.w-srcl.w
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Ta6nuya 16.9 (npogomkerne)

HasBanne CuHTakcne KommeHTapni
DPH DPH dest, srcO, JaHHaa KomaHga cnyXuT gns BblMUceHUs
Bbluucnenue og- | srcl; OAHOPOAHOIO CKaJIAPHOro NPOU3BeaeHUs
HOpOAHOro cka- dest=src0.x-srcl.x + srcO.ysrcl.y
JIApHOro npouns- + srcO.z-srcl.z + srcl.w
BefeHuA
DST DST dest, src0, JanHas komaHga adpdoekTuBHO BhIMUCTAET
Bbluncnerue srcl; BekTop dest=(1,d,d"2,1/d) no AByM
paccTosiHUs 3HaYeHUsIM
srcO=(*, d~2, d"2, *)
srcl=(*,1/d,*,1/d)
Yepes * 0603Ha4eHo, YTO COOTBETCTRYIOLLEE
3HaueHne He BaXHO
EX2 EX2 dest, src.C; | [Ana sagaHHOro ckansipHoro onepaHga
MpubnuxeHHoe src.C BbMUCAAET NpubnuxeHHoe 3HaveHne
BblYUCIEHNE 2 B 2~src.C 1 3anucbiBaeT BO BCE KOMMOHEHTbI
cTeneHu peructpa dest
FLR FLR dest, src; OcyLLecTBNAET NOKOMMOHEHTHOE BblMUCTIE-
Bblumncnerue floor Hue uesnoit yactu (floor) (HambonbLuero
Lienoro, He NpPeBoCXoAALLEero apryMeHTa) ot
KOMMOHEHTOB UCTOUHUKA
FRC FRC dest, src; OcyLLecTBNAET NOKOMMOHEHTHOE BblMUCTIE-
BeluucneHune Hue apobHoli yacTu.
ApobHoin yactu IpobHas yactb frac(x) = x - floor(x)
LG2 LG2 dest, src.C; |BbMucnset npubnmxeHHoe 3HaueHue ora-
MNpubnuxeHHoe pucdomMa No OCHOBaHUIO 2 OT CKasNIAPHOro ap-
BbIYUCIIEHME J10- ryMeHTa 1 3anuncbiBaeT BO BCE KOMMOHEHTbI
rapudma no oc- NCTOYHMKA
HOBaHUIO 2
LIT LIT dest, src; CnyXuT ans yckopeHus BolumcieHus gud-
BeluncneHue ko- doy3Holi 1 651IMKOBOIA OCBELLEEHHOCTU B BEpP-
achcpuumeHToB LmHax
oCBeLLeHus src.x=(n, 1)

src.y=(n,h)
Src.w=p — CTeMneHb, NPUBOJUTCA K OTPE3KY
[-128,128]

Ha Bbixoge

dest.x=1

dest.y=max (0, (n,1))
dest.z=(n.1l)>0?roughAppr2ToX (max (
0, (n,h))"p):0

dest.w=1
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Ta6nuya 16.9 (npogomkerne)

HasBaHwne CunHTakenc KommeHTapni
LRP LRP dest, srcO, OcyLLecTBNAET NOKOMMOHEHTHYIO JIMHEHYIO
JlnHeliHas nH- srcl, srcz; VHTEPMNONALMIO MEXIY 3HAYEHUAMUN srcl n
Tepnonsauums src2 Ha OcHoBe src0
dest.x = srcO.x-srcl.x+(1l-src0.x)
‘Src2.x
dest.y = srcO.y-srcl.y+(l-src0.y)
ssrc2.y
dest.z = src0.z-srcl.z+(l-src0.z)
‘src2.z
dest.w = srcO.w-srcl.w+(l-srcO.w)
src2.w
MAD MAD dest, srcO, Bbuucnser
YMHOXeHne n srcl, srcZ; dest=srcO-srcl+src?2
cnoxeHue
MAX MAX dest, src0, [MokoMNOHEeHTHOE BbIMUCIEHE MAaKCUMyMa
BbiuncneHune srcl; dest=max (src0, srcl)
MakcumMmyma
MIN MIN dest, srcO, [ToKOMMNOHEHTHOE BbIYMCIEHNE MUHUMYMA
BbluucneHue mu- | srcl; dest=min (src0, srcl)
HUMYyMa
MOV MOV dest, src; dest=src
KonupoeaHue
MUL MUL dest, srcO, BbluncnseTt nokoMnoHeHTHoe NpousBegeHne
MokomnoHeHTHoe | srcl; dest=src0-srcl
YMHOXeHUe
POW POW dest, Bobluucnset npubnmxeHHoe 3HaveHue nepeo-
BosBegeHue B src0.C1, ro CKaJIApPHOro onepaHaa, BO3BeLeHHOo B
cTeneHb srcl.Cz; cTerneHb BTOPOro CKasiApHOro onepaHaa, u
3anucbiBaeT pe3ysbTaT BO BCE KOMMOHEHTbI
perucTtpa dest
apprPow (a, b) =apprExp2 (b-apprLog2-a) )
O6patunte BHUMaHMe, 4yto 0 ~ 0 = 1
RCP RCP dest, src.C; [ Bbmuucnser npubnmkeHHoe 3HaveHue obpart-
Bbluncnenue o6- HOrO K CKaIipHOMY onepaHgy 1 3anucbiBaeTt
paTHoro 3Have- BO BCE KOMMOHEHThI dest
HUsA dest=1/src.C
RSQ RSQ dest, src.C; dest=1/sqgrt (fabs (src.C))
BbluncneHue 3Ha-
yYeHUsa onepaHia
B CTEMNEHN '/,
SCS SCS dest, src.C; |dest.x=cos (src.C)
Oﬂ,HOBpeMeHHoe dest.y=sin(src.C)

BblMUCJIEHNE C-
Hyca N KOCUHyCa

3HaueHne CKaJIAPHOro onepaHaa AoSIKHO
nexartb B [—Pl, Pl], KOMNoHeHTbI Z 1 w pe-
3ynbTaTa He onpegeneHbl
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Ta6nuya 16.9 (okoHyarue)

HasBanne CuHTakcue KommeHTapni

SGE SGE dest, srcO, dest.x=src0.x>=srcl.x?1:0

YcTaHOBKa Mo srcl; dest.y=srcO.y>=srcl.y?1:0

"GonbLUE UIN dest.z=src0.z>=srcl.z?1:0

pagHo" dest.w=srcO.w>=srcl.w?1:0

SIN SIN dest, src.C; dest=sin(src.C)

Bbluucnerue BbluncneHue cuHyca ot cKansfipHOro onepat-

CUHyca Ja, BblpaXkaloLL,ero yros B paguaHax, yron He
obasartesnbHo gomkeH nexarb B [—Pl, Pl]

SLT SLT dest, srcO, dest.x=src0.x<srcl.x?1:0

YcTaHOBKa Mo srcl; dest.y=src0.y<srcl.y?1l:0

"MeHbLue" dest.z=src0.z<srcl.z?1l:0
dest.w=src0.w<srcl.w?1l:0

SUB SUB dest, srcO, [MokoMNoHeHTHOE BbIMUCIEHNE Pa3HOCTU

Bbluucnerue srcl; onepaHgoB

pasHocTu dest=srcO-srcl

Swz SWz dest, src, JaHHaa KomaHaa no3BosiAeT NPON3BOJSIbHLIM

"MepemeLun- <extSwizzle> 06pasomM nepemMeLLaTb KOMMOHeHTbI (nu nx

BaHue" KoMno- yacTb), B KauecTee UCTOUHUKA AJI1 KOMMO-

HeHT HEeHTbl MOXeT BbICTyrnaTh Jilobasa KOMMNOHeHTa
ucxofHoro peructpa (co sHakom unm 6es)
nnu 3HayeHna 0 n 1.
3necb
<extSwizzle> ::= <comp>, <comp>,
<comp>, <comp>
<comp> ::= [-] (O | 1 | x| yv | z
| wl x| gl bl a)

XPD XPD dest, srcO, JaHHaa KomaHaa ocyLLecTBAET BblYMCIEHNE

Bbluucnerue srcl; BEKTOPHOro Npou3BefeHns nepBbiX Tpex

BEKTOPHOIO Npo- KOMMOHEHT NepBoro onepaHaa Ha nepsble

n3BegeHus TPU KOMMOHEHTbI BTOPOro orepaHAa 1 3anu-
CbIBAET B NepBble TPU KOMMNOHEHThI dest.
3HayeHue dest .w He onpegeneHo

Tabnuya 16.10. TekcTypHble KOMaHAbl
HasBanne CuHTakcue KommeHTapwi
TEX TEX dest, srcO, JaHHan komaHaa ocyulecTBnsieT BolbopKy U3
Eexture [nl, TEKCTYpbl TUNA type C N-ro TEKCTypHoro 6510-
ype;

Ka, UCMOoJIb3yA B Ka4YeCTBE TEKCTYPHbIX KOOpP-
AuHaT nepeble KOMMOHEHTHI NapamMeTpa
srcO, 1 3anucbiBaeT pe3ynbTtar B dest.
MapameTp type NpUHUMaET OQHO U3 crie-
OYIOLMX 3HaYeHUA: 1D, 2D, 3D, cube U
rectangle
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Ta6nuya 16.10 (okoHuyaHue)

HasBaHwne

CuHTaKkcne

KommeHTapni

TXP

TXP dest, srcoO,
texture [n],

type;

ﬂ,aHHaﬂ KOMaHAa ocyllecTBnaeT Bbl60pKy n3
TEKCTYpbl TUNA type C N-ro TeKCTypHoOro
6J10Ka, MCcnoJib3yAa B KaveCcTBe TEKCTYPHbIX
KoopAMHaT nepeBble KOMMOHEHTbI NapamMeTpa
src0, AeneHHble Ha src0.w, N 3anncoiBaet
pesynbTaT B dest.

MapameTp type NpuHUMaeT ogHO U3 cne-
JyloLWmxX 3HaYeHnin: 1D, 2D, 3D, cube U
rectangle

TXB

TXB dest, srcoO,
texture [n],

type;

ﬂ,aHHaﬂ KOMaHAa ocyllecTBnaeT Bbl60pKy n3
TEKCTYpbl TUMa type C 1-ro TeKCTypHoro 6J1o-
Ka, UCNOJ1Ib3yA B KayeCTBe TEKCTYPHbIX KOOpP-
gunHat nepeble KOMMNOHEHTLI NapaMeTpa
src0, U 3anucbiBaeT pesynbrar B dest
MapameTp type NpuHUMAaeT ogHO U3 cne-
JyloLWmxX 3HaYeHnin: 1D, 2D, 3D, cube U
rectangle.

3HaueHne srcl.w ncnosib3yeTcd ojid cme-
LLeHUA YPOBHSA B NupamMuganbHoM cousbTpo-
BaHWUK, C KOTOPOIro 6WJ,6T B3ATO 3HaYeHne

KIL

YcnoeHoe npe-
pblBaHWe BbINO-
HEHUs BEPLUUH-
HOIl NporpamMmbl

KIL src;

[aHHas komaHaa B cnyyae, Korga xoTa Obl
OflHa U3 KOMMOHEHT onepaHaa MeHbLUE HyJs,
npepbiBaeT BbINOSHeHUe cpparMeHTHOI Npo-
rpamMmbl Ans gaHHoro cpparmenta. [Mpu aToM
JanbHelilLmne LWarn KoHeeliepa ans JaHHOro
cdoparmeHTa 6yayT nponyLueHbl

K xoMaHngam moxetr ObiTb 100aBieH NPepUKC SAT, 0003HAYAKOLIMIA, YTO BbIXOA-
Hble KOMIIOHEHTbI pe3yJbTaTa IIepen 3alUChbl0 B PETUCTP-IPUEMHMUK AOJKHbI
ObITh OTCEUEHHI 110 oTpe3Ky [0, 1].

XoTg Tpu obpallleHUU K TeKCType SIBHO 3aiaeTcsl ee TWUT (fexture targef), HO WC-
MOJIb30BaTh pa3Hbie TUTIBI JJISI OJJHOTO M TOTO X€ TEKCTYpHOTO OJioKa B Tpejaenax
OJIHOW TIpoTrpaMMBbI HENb3sl.

Mpumepnbl

B smmcrunrax 16.5—16.8 mpuBemeHBl MpUMEpPHl HCIOAb30BAaHUSI KOMaH[ (par-
MEHTHOMW TIpOTpaMMEL.

Nuctuhr 16.5. HopmupoBaHue TpexMepHOro BeEKTopa

DP3 result.w, v, v;
RSQ result.w, result.w;
MUL result.xyz, result.w, vr;

# result.w =

# result.w = vx"2+vy"2+vzt2

1/sqrt (v 2+vy2+vz™2)

# normalize by multiplying by 1/length



514 naBa 16

INuctuhr 16.6. NMpuseaeHue yrna k otpesky [-Pl, Pl]

PARAM myParams = { 0.5, -3.14159, 6.28319, 0.15915 };

# a= (a/(2*PI))+0.5
MAD myOperand.x, myOperand.x, myParams.w, myParams.x;
FRC myOperand.x, myOperand.x; # a = frac(a)

# a = (a*2*PI)-PI

MAD myOperand.x, myOperand.x, myParams.z, myParams.y

Nuctuur 16.7. MogynupoBaHue TEKCTYpbl

| IARBfpl.0

# Simple program to show how to
code up the default

# texture environment

ATTRIB tex fragment.texcoord; # first set of texture coordinates

ATTRIB col

fragment.color.primary; # diffuse interpoclated color

OUTPUT out = result.color;

TEMP tmp;

TXP tmp, tex, texture, 2D; # sample the texture

MUL out, tmp, col; # perform the modulation
END

Nuctuhr 16.8. Pasnu4Hbie cNOCOOLI BbIYMCIIEHUA 3aTYMaHUBaHUs

# Exponential fog
# £ = exp(-d*z)

#

ATTRIB fogCoord = fragment.fogcoord.x;

PARAM p = {DENSITY/LN(2), NOT USED, NOT USED, NOT USED};
PARAM fogColor = state.fog.color;

TEMP fogFactor;

MUL fogFactor.x, p.x, fogCoord.x;

EX2 SAT fogFactor.x, —-fogFactor.x;
LRP result.color.rgb, fogFactor.x, finalColor, fogColor;
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#
# 2nd-order Exponential fog
# £ = exp(-(d*z)"2)

#

ATTRIB fogCoord = fragment.fogcoord.x;

PARAM 8 = {DENSITY/SQRT(LN(2)), NOT USED, NOT USED, NOT USED};
PARAM fogColor = state.fog.color;

TEMP fogFactor;

MUL fogFactor.x, p.x, fogCoord.x;

MUL fogFactor.x, fogFactor.x, fogFactor.x;

EX2 SAT fogFactor.x, —-fogFactor.x;
LRP result.color.rgb, fogFactor.x, finalColor, fogColor;

#

# Linear fog

# f = (end-z)/(end-start)

#

ATTRIB fogCoord = fragment.fogcoord.x;

PARAM P = {-1/(END-START) ,END/ (END-START) ,NOT USED,NOT USED};
PARAM fogColor = state.fog.color;

TEMP fogFactor;

MAD SAT fogFactor.x, p.x, fogCoord.x, p.y;
LRP result.color.rgb, fogFactor.x, finalColor, fogColor;

MpumMmepsbl uIcnonb3oBaHUA
coparMeHTHbIX NporpaMmm

Peanunsauyusa nonukcenbHOro 6IMKOBOro ocBeLyeHus

PaccmorpuM, KakmM 00pa3oM MOXHO C TOMOIIBI0 (hparMeHTHOW IIpOTpaMMBEI
BBIYUCIUTD TTOMUKCeNbHOE OJIMKOBOE (speciilar) ocBellleHue.

[lpu aTOM MBI OyZeM CUMTaTh, UTO BEKTOp /1 MepeaaeTcs Ham B BUAE TEKCTYPHBIX
KOOPIMHAT 1151 OJHOLO M3 TEKCTYPHBIX OJOKOB COOTBETCTBYIOLIEH BEPILMHHOK
[IPOrpaMMoii, IpUYEM OH 3aIaH B KacaTeJbHOM IMPOCTPAHCTBE.
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Torma BeKTOp HOpMaIW # MOXHO OpaTh M3 KapThl HOpMajyei, HO TIpU 3TOM, TT0-
CKOJTBKY W3 TeKCTYPBI MBI TTorydaeM BekTop B RGB-TipencraBmeHun, ero HeoOXo-
JIUMO OTOOPA3NTh 0OPATHO B KOOPAMHATHI.

Taxke >kejaTeJbHO MPOBECTU €r0 HOPMUPOBAHUE U HOPMMPOBAHME BEKTOpA A,
MpUYeM MOXKHO OOOHTUCH 0€3 HOPMMPYIOIIUX KyOMUYeCKHUX KapT, a cAejaTh 3TO
HEMOCPEeNCTBEHHO KOMaHIaMU DP3, RSQ U MUL.

B pesymbraTe MBI TIOJTlydaeM BEKTOp HOPMaIW M BEKTOp /A cpasy B KacaTeIbHOM
TTPOCTPAHCTBE, M HAM OCTaeTcs HAWTH MX CKAISIPHOE MPOU3BEIeHNE U BO3BECTH B
CTETIEeHb.

CoorsercrByloliast pparMeHTHas [IporpaMma IpUBOIUTCS B iuctuHre 16.9.

JIluctuHr 16.9. ®parmeHTHasA nporpammMa Ans BbIYUCIIEHUS GITMKOBOro OCBeLLeHUsA

I 1 ARBfpl.0

#

# simple specular shader

# on entry:

# fragment.texcoord [0] - texture coordinates
# fragment.texcoord [1] - h

#

# texture [0] - bump map

#

ATTRIB h = fragment.texcoord [1];
PARAM  amb = {0, 0, 0.5 };

PARAM one = 1;

PARAM two = 2;

PARAM shininess = 10;
PARAM specColor = { 1, 1, 0 };
TEMP n, 1In, hn, color, h2, 12, n2;
# get normal perturbation
TEX n, fragment.texcoord [0], texture [0], 2D;
MAD n, n, two, -one;

# normalize n

DP3 n2.w, n, n;
RSQ n2.w, n2.w;
MUL n2.xyz, n, n2.w;
# normalize h
DP3 h2.w, h, h;
RSQ h2.w, h2.w;

MUL h2.xyz, h, h2.w;
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# compute (n,h) ~ shininess

DP3 SAT hn.a, n2, h2; # compute max ( (n,h), 0 )

LG2 hn.a, hn.a;

MUL hn.a, hn.a, shininess;

EX2 hn.a, hn.a; # compute max ((h,n), 0) ~ shininess
# return color

MUL color, specColor, hn.a; # return amb +
# specColor*max((h,n),0) " shininess

ADD SAT result.color, color, amb;
END

O6paT1/1Te BHHUMAHUE, YTO IIOCJIC IIOJYUYCHUA 3HAYCHUA BEKTOPA HOPMAJIMU U3 Kap-
Thl HOpMaJiel oH mepeBoauTcs U3 RGB-npencrapieHus mpu MOMOILM BCEro of-
HOI KOMaHJIbl (MAD).

TEX n, fragment.texcoord [0], texture [0], 2D;

MAD n, n, two, -one;

3aMmeTrbTe TAKXKE€, YTO BbBIYUCIACHHNE CKAIAPHOIO ITPOU3IBEACHUA OCYLICCTBIIACTCA
KOMaH,Z[OfI DP375AT, HO3BOJ1ﬂlOLLLeI7[ cpasy k€ OTCCYb IMOJYYUBLICECA 3HAYCHUEC I10
otpesky [0, 1].

DP3 SAT hn.a, n2, h2; # compute max ( (n,h), 0 )

BmecTo koMaHa LG2 M EX2 BO3BEAEHME B CTENEHb MOXHO BBIIIOJIHUTb KOMaHAOMI
POW MJIM CPA3y BbIYMUCIUTDL OCBCIICHHOCTDb IIPU IIOMOLIM KOMAHAbI LIT.

3aBopaunBaemM coparmMeHTHYIO NporpamMmmy
B KNnacc

HAng ynoberBa paboThl ¢ BEPLUIMHHBIMUM MPOrpaMMaMu M JOCTYIa K HX Iapamer-
paM MOXHO 3aBEPHYTh BEPLIMHHYIO IpOrpaMMmy (BMeCTe ¢ METOJaMU 3arpy3Ku,
JOCTyIa K ImapaMerpaM, 3alpocaMm Ha OTpaHMyYeHus) B Kjiacc, IpeaoCTaBIaIONIUiA
BeCb HEOOXOMUMBbII MTOCTYI, HO IIPU 3TOM CKPbIBAIOLIEH BHYTPEHHUE METAIHU.

Juctunr 16.10 comepXuT omucaHue KIacca, PEATM3YIOIIEro adCTPaKILUI BeEp-
LIHHOW MPOTpaMMBl B pabOTHI ¢ HEM.

JlnctuHr 16.10. OnucaHme knacca FragmentProgram

class FragmentProgram
{
protected:

int errorCode;



naBa 16

// program id

// local parameters

// environment params

)i
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string errorString;
unsigned id;

public:
ParamArray local;
static ParamArray env;
static int activeProgram;
static int maxAluInstructions
static int maxTexInstructions
static int maxTexIndirections
static int maxInstructions
static int maxLocalParams
static int maxEnvParams
static int maxTemporaries
static int maxProgramAttribs
static bool isSupported ();
FragmentProgram () ;
FragmentProgram const char * fileName
~FragmentProgram () ;
unsigned getId () const
{

return id;
}
string getErrorString () const
{
return errorString;

}
void bind 0) s
void unbind ();
void enable ();
void disable ();
bool load ( Data * data );
bool load ( const char * fileName );

bi

IMockomBEKY  HaHHBIN

Kiacc OYEHDb

TIOX0XX Ha

PacCcMOTPEHHBIN

paHee

VertexProgram, €r0 TOJHBIH MCXOMHBIM TEKCT 3Aech He TPUBOAUTCS (COOT-
BeTcTBYWOIIUI (haitn — FragmentProgram.cpp — BBl HalijieTe Ha KOMITaKT-IKCKe).
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Peanusauyus obwero cny4vyasa ocseLleHUs
npv NOMoL4N BepLUNHHOMN
n cpparmMeHTHON NporpamMmm

C ToMOlIbIO ABYX TUIIOB PACCMOTPEHHBIX MPOrpaMM JIETKO peain30BaTh OOIINM
cilygyail ocBellleHUsI TIOBEPXHOCTU. B HeM cpasy YeThipe TeKCTYpHbIE KapThl, MPH-
YeM OHA M3 HUX 3amaeT (HOHOBYIO OCBEIIEHHOCTh IMMOBEPXHOCTH (T. €. (HaKTHIeCKH
ee COOCTBEHHYIO CBETMMOCTB). KapTta Hopmaieil CIyXWUT JUIsl 3alaHusi MUKpPO-
penbeda Ha ToBepxXHOCTU, a Auddy3Has U OJMKoBast KapThl — JUISI YIIpaBIeHUS
BKJIaioM 1 Gby3HON 1 OJIMKOBOI KOMIIOHEHT B OOIIYI0 OCBEIIEHHOCTD TOBEPX-
HOCTH.

dakTUYeCcKU Mbl 6YZL€M HCIIOJb30BaTh CJICAYIOIIYIO MOAC/Ib OCBCIICHHOCTHU

— 2 p
I=1,, +max(l -r*,0) [éld,.ﬁf mnax (7, n),0) +7 5, e Wnax ((h, n),0) )
(DpaFMeHTHaH IporpaMmMa IO3BOJIACT JICTKO p€aIM30BATb YUYCT BJIMAHHNA PACCTOA-

HUS 010 UCTOUHUKA CBETA HA OCBCLUCHHOCTb TOYKHU.

Bepimnnas mporpamma (iucTuHT 16.11) B 3TOM ciydyae aHAJOrM4YHA yXKe pac-
CMOTPEHHBIM paHee, OHA BBIUMCISIET HEOOXOMUMBIE BEKTOPbl M TIEPEBOJMUT UX B
CUCTEMY KOOPAMHAT KacaTeJIbHOro mpocTpaHcTsa. JluctuHr 16.12 comepXut co-
OTBETCTBYIOIYIO (hparMEHTHYIO MPOTpaMMy.

Nuctunr 16.11. BepwunHHas nporpamma Ans o6wero cnyvyasi OCBELLEeHHOCTH

' TARBvpl.0

#

# simple vertex shader to setup data for per-pixel specular lighting
#

# on entry:

# vertex.position

# vertex.normal - normal vector (n) of TBN basic
# vertex.texcoord [0] - normal texture coordinates

# vertex.texcoord [1l] - tangent vector (t)

# vertex.texcoord [2] - binormal vector (b)

#

# program.local [0] - eye position

# program.local [1] - light position

#

#

state.matrix.program [0] - rotation matrix for the object
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on exit:
result.texcoord [0] - texture coordinates
result.texcoord [1] - 1

result.texcoord [2] - h

We assume that object whose vertices are passed are transformed
by program [0] matrix

Instead of transforming vertex and TBN basis with this matrix
we transform light pos and eye pos with inverse matrix to leave
TBN intact.

This way we keep 1, v and h vectors correct

S FH ok F FF o FH H S FHF o 3

ATTRIB pos = vertex.position;
PARAM eye = program.local [0];
PARAM light = program.local [1];
PARAM mvp [4]

{ state.matrix.mvp };

# inverse rotation matrix

PARAM mv0 [4] { state.matrix.program [0].inverse };
PARAM half = 0.5;
TEMP 1, 12, v, v2, h, h2, temp;
TEMP 1t, ht, 1t2;
TEMP vt, et;
# transform light position
DP4 1t2.x, light, mv0 [O];
DP4 1t2.y, light, mv0 [1];
DP4 1t2.z, light, mv0 [2];
DP4 1t2.w, light, mvO [3];

# transform eye position

DP4 et.x, eye, mv0 [0];
DP4 et.y, eye, mvO [1];
DP4 et.z, eye, mv0 [2];
DP4 et.w, eye, mvO [3];
# compute 1 (vector to light)
ADD 1, -pos, 1t2; # 1 = light - pos

# transform it into tangent space

DP3 1t.x, 1, vertex.texcoord [1];
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MOV

MOV

ADD

DP3

RSQ

MUL
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1lt.y, 1, vertex.texcoord [2];
1t.z, 1, vertex.normal;
1t.w, 1.w;

# store it into texcoord [1]
result.texcoord [1], 1t;

# compute v (vector to viewer)

v, -pos, et; # v = eye - pos

# normalize it (we need to correctly

# compute h)
temp.x, v, v; # now temp.x = (v,V)
temp.y, temp.x; # compute inverse square root of (v,Vv)
v, v, temp.y; # normalize

# compute h = (1+v)/2
h, 1, v;

h, h, half;

# transform it into tangent space
ht.x, h, vertex.texcoord [1];
ht.y, h, vertex.texcoord [2];
ht.z, h, vertex.normal;
ht.w, h.w;

# store it into texcoord [2]
result.texcoord [2], ht;

# store texcoord [0]
result.texcoord [0], vertex.texcoord [0];

# copy primary and secondary colors
result.color, vertex.color;
result.color.secondary, vertex.color.secondary;

# transform position into clip space
result.position.x, vertex.position, mvp [0];
result.position.y, vertex.position, mvp [1];
result.position.z, vertex.position, mvp [2];
result.position.w, vertex.position, mvp [3];

DP4

END

# we're done

3amaya ¢pparMeHTHON IporpaMMbl — IO ITOJYYEHHBIM 4Yepe3 TeKCTYpHbIE KOOp-
JUHATH 3HAYEHWUSIM BEKTOPOB HalTh mnddy3HyIo M OGIUKOBYIO OCBEIICHHOCTH



522

naBa 16

TOYKN N C TMMOMOIIBIK COOTBETCTBYIOIIMX TEKCTYP MOJYYHTH MUTOTOBYIO OCBCIICH-
HOCTb TOYKH ITOBEPXHOCTU.

OO0paTtuTe BHUMAHUE Ha IpeoOpa3oBaHUE IIOJ0XEHUS HAOMIOAATENS. U UCTOYHUKA
cBeTa TIPH TIOMOIIHN TIepeaBaeMoil MaTPUIIH:

DP4
DP4
DP4
DP4

DP4
DP4
DP4
DP4

1t
1t
1t
1t

et.
et.
et.
et.

2.%,
2.,
2.2,

2.w,

Xy
Yr
Zy

W,

light,
light,
light,
light,

eye,
eye,
eye,

eye,

mvO0
mv0
mvO0

mv0

# transform light position

mv0 [0];
mv0 [17;
mv0 [2];
mv0 [3];

# transform eye position

JIncTtuHr 16.12. ®PparmMeHTHasA nporpamMmma Ans BbIYUCIIEHUA OCBELLEeHUS
B oOwem cnyvae

1ARBfpl.0

#

# simple specular shader

# on entry:

# fragment.texcoord [0] - texture coordinates
# fragment.texcoord [1] - 1 in tangent space
# fragment.texcoord [2] - h in tangent space
#

# texture [0] bump map

# texture [1] emission (ambient) map

# texture [2] diffuse map

# texture [3] specular (gloss) map

#

ATTRIB 1 = fragment.texcoord [1];
ATTRIB h = fragment.texcoord [2];
PARAM amb = {0, 0, 0.5 };

PARAM one =1;

PARAM two = 2;
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PARAM shininess = 20;
PARAM specColor = { 1, 1, 1 };
PARAM scale = 0.03;

TEMP n, ln, hn, color, h2, 12, n2, temp, diffuse, dist, atten;
# get normal perturbation

TEX n, fragment.texcoord [0], texture [0], 2D;

MAD n, n, two, -one;

# normalize n

DP3 n2.w, n, n;
RSQ n2.w, N2.w;
MUL n2.xyz, n, n2.w;
# normalize 1
DP3 dist.w, 1, 1;
RSQ 12.w, dist.w;
MUL 12.xyz, 1, 12.w;
# compute distance attenuation
MUL dist.w, dist.w, scale;
SUB SAT atten.w, one.w, dist.w; # as clamp ( 1 - (l&l) )
# normalize h
DP3 h2.w, h, h;
RSQ h2.w, h2.w;
MUL h2.xyz, h, h2.w;
# compute (n,1l) * diffuse
TEX temp, fragment.texcoord [0], texture [2], 2D;
DP3 SAT In.a, 12, n2;
MUL diffuse, temp, ln.a;
# now diffuse holds diffuse lighting
# add distance attenuation
MUL diffuse, diffuse, atten.w;
# compute (n,h) ~ shininess
DP3 SAT hn.a, n2, h2; # compute max ( (n,h), 0 )
LG2 hn.a, hn.a;
MUL hn.a, hn.a, shininess;
EX2 hn.a, hn.a;
# compute max ((h,n), 0) ~ shininess
MUL color, specColor, hn.a;

TEX temp, fragment.texcoord [0], texture [3], 2D;
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MUL color, temp, color; # now color is specular lighting

# add distance attenuation

MUL color, color, atten.w;
# get emission
TEX temp, fragment.texcoord [0], texture [1l], 2D;
ADD SAT color, color, temp;
# return emission + diffuse + specular
ADD SAT result.color, color, diffuse;
END

Juctunr 16.13 coaepxut tekcr mporpaMmbl Ha C++ [is BbIBOAA TOpa HA OCHOBE
00111el MOJIETU OCBEIICHHUS.

NuctuHr 16.13. NMporpamma BbiBOAA TOpa ¢ o6Ller MoAdenblo ocBeLweHus

//

// Sample to show generic lighting model in OpenGL
//

#include "libExt.h"

#include <glut.h>
#include <stdio.h>

#include <stdlib.h>

#include "1ibTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Torus.h"

#include "VertexProgram.h"

#include "FragmentProgram.h"

Vector3D eye (7, 5, 7); // camera position
Vector3D light (5, 0, 4 ); // light position
unsigned normCubeMap; // normalization cubemap id
unsigned bumpMap; // normal map

unsigned ambMap; // ambient texture
unsigned diffuseMap; // diffuse texture
unsigned glossMap; // gloss (specular) map
float angle = 0;

Torus torus ( 1, 3, 30, 30 );
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Vector3D rot ( 0, O,
int
int
VertexProgram

FragmentProgram

mouse0ldX =
mouseOQldy =

void init ()

{

}

glClearColor ( 0.0,

glEnable
glDepthFunc

0);
0;
0;

vertexProgram;

fragmentProgram;

0.0, 0.0, 1.0 );

( GL_DEPTH TEST ) ;
( GL_LEQUAL );

glHint ( GL_POLYGON SMOOTH HINT,

GL NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );

void display ()

{

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

// draw the light

glMatrixMode ( GL MODELVIEW ) ;

glPushMatrix ();
glTranslatef
glActiveTextureARB
glDisable
glActiveTextureARB
glDisable
glActiveTextureARB
glDisable
glActiveTextureARB
glDisable
glColor4df
glutSolidSphere
glPopMatrix

glActiveTextureARB
glEnable

light.x, light.y,
GL_TEXTURE(_ARB ) ;
GL_TEXTURE 2D );
GL_TEXTUREL ARB );
GL_TEXTURE 2D );
GL_TEXTUREZ ARB );
GL_TEXTURE 2D );
GL_TEXTURE3 ARB );
GL_TEXTURE 2D );
1, 1, 1, 1);
0.1f, 15, 15 );

()i

light.z );

// setup texture units

// bind bump (normal) map to

// texture unit 0

( GL_TEXTUREQ ARB ) ;
( GL_TEXTURE 2D ) ;
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glBindTexture ( GL_TEXTURE 2D, bumpMap );
// bind ambient map to unit 1
glActiveTextureARB ( GL TEXTUREL ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, ambMap );
// bind diffuse map to unit 2
glActiveTextureARB ( GL TEXTUREZ ARB );
glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, diffuseMap );
// bind gloss (specular) map
glActiveTextureARB ( GL TEXTURE3 ARB );

glEnable ( GL_TEXTURE 2D });
glBindTexture ( GL_TEXTURE 2D, glossMap );
glMatrixMode ( GL_MATRIX0 ARB );
glLoadIdentity ();

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix ()

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

’

vertexProgram.enable

’

vertexProgram.bind

’

fragmentProgram.enable

0
0
0
0

fragmentProgram.bind ;
torus.draw ();
vertexProgram.disable ();
fragmentProgram.disable ();
glPopMatrix ()
glutSwapBuffers ();
}
void reshape ( int w, int h )
{
glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
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glLoadIdentity ();

gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
glMatrixMode ( GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt ( eye.x, eye.y, eye.z, // eye
OI OI OI // center
0, 0, 1); // up

}
void motion ( int x, int y )

{

rot.y -= ((mouse0ldYy - y) * 180.0f) / 200.0f;
rot.z —-= ((mouseOldX - x) * 180.0f) / 200.0f;
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;
if ( rot.z < =360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y —= 360;
if ( rot.y < -360 )
rot.y += 360;
mouseOldX = x;
mouse0ldY = y;
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )

{
if ( state == GLUT_ DOWN )

mouseOldX = x;

mouse0ldY = vy;

}

void key ( unsigned char key, int x, int vy )

{
if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
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exit ( 0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME );
light.x = 2*cos ( angle );
light.y = 2*sin ( angle );

light.z = 3 + 0.3 * sin ( angle / 3 );
// setup data

vertexProgram.local [0] = eye;

vertexProgram.local [1] = light;

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window

int win = glutCreateWindow ( "OpenGL per-pixel specular lit torus
via fragment & vertex programs" );

// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutMouseFunc ( mouse )i
glutMotionFunc ( motion );
glutIdleFunc ( animate );
init ();

printfInfo ();
if ( !isExtensionSupported ( "GL ARB multitexture” ) )
{

printf ( "ARB multitexture NOT supported.\n" );

return 1;
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if ( !isExtensionSupported ( "GL ARB vertex program" ) )

{
printf ( "GL ARB vertex program NOT supported” );
return 2;

}

if ( !isExtensionSupported ( "GL ARB fragment program" ) )

{
printf ( "GL ARB fragment program NOT supported” );

return 3;
}
initExtensions ();
bumpMap = createNormalMapFromHeightMap ( false,
"../Textures/Bumpmaps/oxidatedBump.png”, 12 );
ambMap = createTexture2D ( true,
", ./Textures/emission.jpg" );
diffuseMap = createTexture2D ( true,
", ./Textures/oxidated. jpg" );
glossMap = createTexture2D ( true,
", ./Textures/oxidatedGloss.tga" );
if ( !vertexProgram.load ( "specular3.vp" ) )
{
printf ( "Error loading vertex program:\n %s\n",
vertexProgram.getErrorString ().c_str () );
return 1;
}
if ( !fragmentProgram.load ( "specular3.fp" ) )
{
printf ( "Error loading fragment program:\n %s\n",
fragmentProgram.getErrorString ().c_str () );
return 2;

}
glutMainLoop ();

return 0O;

Ha puc. 16.3 npuBoautcs uzoOpaxeHue, MOJYyYeHHOE IPU MOMOILM ITUX IPO-
rpaMM.
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E20penGL per-pixel specular lit torus via fragme; -0l x|

Puc. 16.3. 3ob6paxeHne Topa ¢ o0Lleii Moaesnbio OCBeLLEHNs

Peanmsau,ma AHU3OTPONHOro oceeleHna

Bce paccMmoTpeHHbIe paHee Moaean ocBellleHus (MuddysHoe u OIMKOBOE) SIBISI-
I0TCSl TaK HA3bIBAEMBIMU W3OTPOIMHBIMU, B HUX OCBEIIEHHOCTh TOYKU OMpeaess-
€TCsl TOJIbKO B3aUMHBIM PacIojioXKeHUeM BeKTOpoB #, [, v u  h. Tlpu 3TOM opueH-
TalMsl caMoil ToBepXHOCTH (TIPU YCJIOBUU COXPAHEHUSI YIJIOB MEXIY STUMU
BEKTOpaMu) He UTpaeT HUKAKON poJu.

OpHako B peaﬂbHOﬁ 2KM3HM Mbl 4dACTO CTAJIKMBACMCA U C AHU3OTPOIIHbIMU I10-
BEPXHOCTAMMU, T. €. TEMU, D4 KOTOPbIX BAXKXHOM OKA3bIBAETCH €ILE U OpUEHTalUA
caMmoi INOBEPXHOCTHU OTHOCUTECIbHO BEKTOPA HOPpMAJIU.

ITpocreiiiiuM MpUMEpPOM TaKoi TOBEPXHOCTU SIBJSIETCS KOMITAKT-IUCK C €ro
CTPYKTYPOIi KOJBLEBHIX T0poxeK (puc. 16.4).
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Puc. 16.4. CTpykTypa NnoBEPXHOCTU KOMMaKT-AMCKA

Haubonee pacrnpocrpaHeHHash MOAEAb AHU30TPOIHOM IOBEPXHOCTU CTPOUTCS B
MPEANOJIOKEHUM, YTO CTPYKTYypa MOBEPXHOCTU MOXKET OBbITh 3aJaHa MPU ITOMOIIU
ceMelcTBa JMHUHI, MPOXOMIILMX Yepe3 KAKIYI0 TOUKY ITOBEPXHOCTH.

B ciyuae KoMmakT-mMcKa TaKMM CEMEWCTBOM JIMHUU SIBIISICTCSI CEMENMCTBO OKPYXK-
HOCTEM.

Torma ymoOHO XxapakTepu3oBaThb CBOMCTBA MOBEPXHOCTU B TOYKE MPHU ITOMOLIU
KacaTeJbHOIO BeKTOpa K JMHUHU CeMEeMCTBa, MPOXOMIIIEro yepe3 AAaHHYIO TOUKY.
TeM caMbIM MBI MMOJIy4aeM OINKMCAHUE CTPYKTYPbl ITOBEPXHOCTU IPU MOMOILM IO-
JI KacareabHbIX (tangent map).

s BeIpaxeHunst muddy3HOM W OJTUKOBOM OCBEIICHHOCTH WCIIONB3YyeTCs yKe He
HOpPMAaJTb K TIOBEPXHOCTH, @ COOTBETCTBYIOIINI KacaTeTbHBIN BEKTOP f.

Yamue Bcero nuddysHas u OJ1UMKOBAS COCTABJSIONINE OCBEIIEHHOCTU ONMChIBAIOT-
¢Sl cleAyol UMY YpaBHEHUSIMMU:

1, =C K, Ql1-(s, 1),

g

Is =Ks [(l-(l‘, h)2

3nech BEKTOpPHI / U A WMEIOT TOT K€ CMBICI, UYTO W JJIS paHee paccMOTPEHHBIX
MoJeJIe.

,D,JBE[ peanu3aly OCBCLICHHA ITOBEPXHOCTU IIPpU IIOMOLIM JAHHOI Mone/lu Heoo-
XoauMa BEPIIWHHAA IIporpaMma JJisd HaXOXICHUSI BEKTOPOB lu hn epeBoaa nux
B KAacaTe€JIbHOEC IMPOCTPAHCTBO.
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HemnocpenctBeHHO BBIYKCIIEHWE OCBEMIEHHOCTH TIO PACCMOTPEHHBIM hOpMysIam
OCYyIIeCTBIsIETCST (PpAaTMEHTHOM TPOTPAMMOIA, TPHUMEpP KOTOPO TPUBOIWTCS B
nuctuaHre 16.14.

Nucturr 16.14. ®parmeHTHas NporpaMmma Ansi BbIYMUCNEHNA aHM3OTPONMHOIo
ocBelleHusa
I 1 ARBfpl.0
#
# simple anisotropic fragment shader
# on entry:
# fragment.texcoord [0] - texture coordinates
# fragment.texcoord [1] - 1 in tangent space
# fragment.texcoord [2] - h in tangent space
#
# texture [0] - bump map
# texture [1] - diffuse map
# texture [2] - specular (gloss) map
#
ATTRIB 1 = fragment.texcoord [1];
ATTRIB h = fragment.texcoord [2];
PARAM amb = {0, 0, 0.5 };
PARAM one = 1;
PARAM two = 2;
PARAM shininess = 20;
PARAM specColor = { 1, 1, 1 };
PARAM scale = 0.03;
PARAM diffusePower = 1;
PARAM specularPower = 30;
TEMP t, t2, dots, color, h2, 12, temp, diffuse, dist, atten;
TEX t, fragment.texcoord [0], texture [0], 2D; # get tangent
MAD t, t, two, -one; # normalize n
DP3 dist.w, 1, 1;
RSQ 12.w, dist.w;
MUL 12.xyz, 1, 12.w;
# compute distance attenuation
DP3 h2.w, h, h;
RSQ h2.w, h2.w;
MUL h2.xyz, h, h2.w;
DP3 dots.x, 12, t;



@parmeHTHble MporpamMmMel ¥ paboTta ¢ HIMU Yepe3 PacLLUypeHye. ..

533

DP3 dots.y, h2, t;
MUL dots.xy, dots, dots;
ADD dots.xy, one, -dots;
POW dots.x, dots.x, diffusePower.x;
POW dots.y, dots.y, specularPower.x;
# diffuse
TEX temp, fragment.texcoord [0], texture [1l], 2D;
MUL diffuse, temp, dots.x;
# compute (n,h) ~ shininess
MAD SAT result.color, specColor, dots.y, diffuse;
END

E2 0OpenGlL per-pixel anisotropic lit quad

Puc. 16.5. Izo6paxeHne aHU30TPOMHOM NOBEPXHOCTU
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Ha puc. 16.5 mpuBomutcsi mzoOpakeHue, MOJIYYECHHOE MPU IOMOIIM [AHHOIM
¢parmMeHTHO TIporpaMMBbl. TTOJTHOCTBIO TEKCT MpuUMepa JUISl aHU3OTPOITHOTO OC-
BellleHUsI (BKJTI0UYasl BEpUIMHHYIO TTporpamMMy 1 mporpamMMmy Ha C++) MOXHO Haii-
TH Ha TIpUJIaraeMoM K KHUTE KOMMAaKT-IucKe (Gaitabl aniso.vp 1 aniso.cpp).

O6paboTka nsobpaxeHui
npu nomoLm coparMeHTHbIX NporpamMm

Eie omHUM WHTepecHBIM TpUMeHeHVeM ¢hparMeHTHBIX MporpamMM sIBIsieTcsl 00-
paboTka m3obpaxeHwuii. [Ipn aToM obOpabaTeiBaeMoe M300pakeHne(sI) MPOCTO T0-
MeIaeTcsl B TeKCTypy(bl).

OgHuM U3 1OAOOHBIX IIPUMEHEHUM MOXET ObITb HOCTOOPAabOTKA pPe3y/bTaTOB
peHnepuHra. I 3Toro u300pakeHue CLEHbl CTPOUTCS. B p-Oydepe, coaepK umMoe
KOTOPOIO Ha CTAAUM ITOCTOOPAOOTKHU Mpeodpasyercsa Kak TeKCTypa.

OnHUM W3 TIPOCTENINIUX TIPUMEPOB SIBISIETCS TaK Ha3bIBaeMblil sepia-3dekT
(bunbTp), NMO3BOJSIONINN TIPUAATh U300paKeHUIO KENTOBATHIN OTTEHOK, Xapak-
TEPHBIH IS cTapbix ¢GUabMOB. CaMbIM MPOCTHIM CITOCOOOM peaanu3aluu JaHHOTO
addekTa ABISIETCS] HAXOXACHWE s KaXIOoro Tekceiaa ero sipkocTu (Koropast
O0OBIYHO BBIYUCSIETCS KAaK B3BEIIEHHAs CyMMa I[BETOBBIX KOMIIOHEHT) U YMHOXe-
HUS ee Ha 3a7aHHBIN 1BeT. bosiee CIOXHBIM BapuaHT 3aKJIIOYAETCS B UCTIONbB30-
BAHWU TOJYYEHHOU SIPKOCTU 11 UHAEKCAIIMU B OJJHOMEPHYIO TeKCTYpY.

SApkocth o RGB-3HayeHuIo 11BeTa OyaeM oIpeneiiaTh 1o ¢hopmMyJie
I=03R+ 059G+ 0,11B.

Kak jerko samerutsh, gaHHas ¢bopMylia eCTh HU YTO MHOE, KaK CKAISIPHOE IPOU3-
BegeHue Bekropa Lpeta (RGB) Ha BekTOp Becos.

B nuctunre 16.15 mpuBomuTest mpocTeiinas peanusanus sepia-3dpdexra uepes
¢parMeHTHYIO TIpOrpaMMmy.

JlnctuHr 16.15. ®parmeHTHasA nporpaMma Ans peanusaumm sepia-acpdekra

' TARBfpl.0

#

# simple sepia fragment filter
# on entry:

fragment.texcoord [0] - texture coordinates

#
#
# texture [0] - image to process

#

3, 0.59, 0.11, 1 };

PARAM luminance = { O.
{ 1, 0.89, 0.54, 1 };

PARAM color =
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TEMP c, lum;
# get texel

TEX c, fragment.texcoord [0], texture [0], 2D;
# get luminance

DP3 lum, ¢, luminance;

MUL c.rgb, lum, color;

MOV c.a, 1;

# compute (n,h) ~ shininess
MOV result.color, c;
END

BepiimHHasg mporpaMma B JaHHOM CJIydae OueHb MpocTta (JIMCTUHT 16.16).

NucTtuHr 16.16. BepumHHas nporpamma ans sepia-achdekra

' 'ARBvpl.0
#
# simple vertex shader to setup data for fragment image processing
#
# on entry:
# vertex.position
# vertex.texcoord [0] - normal texture coordinates
#
# on exit:
# result.texcoord [0] - texture coordinates
#
ATTRIB pos = vertex.position;
PARAM mvp [4] = { state.matrix.mvp };
# store texcoord [0]
MOV result.texcoord [0], vertex.texcoord [0];
# copy primary and secondary colors
MOV result.color, vertex.color;
MOV result.color.secondary, vertex.color.secondary;
# transform position into clip space
DP4 result.position.x, vertex.position, mvp [0];
DP4 result.position.y, vertex.position, mvp [1];
DP4 result.position.z, vertex.position, mvp [2];
DP4 result.position.w, vertex.position, mvp [3];

# we're done
END
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B nuctunre 16.17 nmpusoautcst mporpamMmma Ha C++, BBIBOASIIAS IIPOCTYIO CLIEHY
B p-Oydep ¥ TocTe STOTO BBI3BIBAOINIAs (hparMeHTHYIO TIpOTpaMMy ISl 00padboT-
KU pe3yNbTaToB peHIACPHHTA.

JIncTuHr 16.17. PeHaepuHr cueHbl ¢ NnocTo6paboTkon

//

// Sample to image postprocessing via p-buffer and fragment programs

//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "1ibTexture.h"

#include "TypeDefs.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "boxes.h"

#include "PBuffer.h"

#include "VertexProgram.h"

#include "FragmentProgram.h"

Vector3D eye ( -0.5, -0.5, 1.5 ); // camera position
unsigned decalMap; // decal (diffuse) texture
unsigned stoneMap;

unsigned teapotMap;

float angle = 0;

float rot = 0;

bool useFilter = true;

VertexProgram vertexProgram;

FragmentProgram fragmentProgram;

PBuffer pbuffer ( 512, 512, PBuffer :: modeTextureMipmap |

PBuffer :: modeAlpha | PBuffer :: modeDepth |
PBuffer :: modeTexture2D, true );
void renderToBuffer ();
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL DEPTH TEST );
glEnable ( GL TEXTURE 2D );
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}
void

{

}
void

{

}
void

{

glDepthFunc ( GL_ LEQUAL

glHint ( GL_POLYGON SMOOTH HINT,

)i
GL_NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );

displayBoxes ()

glMatrixMode ( GL MODELVIEW ) ;

glPushMatrix ();
glRotatef ( rot, 0, O, 1 );
drawBox ( Vector3D ( -5, -5, 0 ), Vector3D ( 10, 10, 3 ),
stoneMap, false );
drawBox ( Vector3D ( 3, 2, 0.5 ), Vector3D ( 1, 2, 2 ),
decalMap );
glBindTexture ( GL_TEXTURE 2D, teapotMap );
glTranslatef (0.2, 1, 1.5 );
glRotatef ( angle * 45.3, 1, 0, 0 );
glRotatef ( angle * 57.2, 0, 1, 0 );
glutSolidTeapot ( 0.3 );
glPopMatrix ()
startOrtho ()
// select the projection matrix
glMatrixMode ( GL_PROJECTION ) ;
glPushMatrix () // store the projection matrix
glLoadIdentity (); // reset the projection matrix
// set up an ortho screen
glOrtho (0, 512, 0, 512, -1, 1 );
// select the modelview matrix
glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix (); // store the modelview matrix

glLoadIdentity (); //

endOrtho ()

glMatrixMode ( GL_ PROJECTION ) ;

glPopMatrix ();

glMatrixMode ( GL MODELVIEW

reset the modelview matrix

/7
//
/7

select the projection matrix
restore projection matrix

select the modelview matrix

)i
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}

glPopMatrix ();

void display ()

{

// restore projection matrix

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

renderToBuffer ();

if ( !pbuffer.bindToTexture ()
pbuffer.printlastError ();

startOrtho ();

glBindTexture ( GL TEXTURE 2D,

if ( useFilter )

{
vertexProgram.enable
vertexProgram.bind
fragmentProgram.enable
fragmentProgram.bind

}

glBegin ( GL_QUADS

)
glTexCoord2f ( 0, 0 );
glvertex2f (0, 0);
glTexCoord2f ( 1, 0);
glVertex2f (511, 0 );
glTexCoord2f ( 1, 1 );
glVertex2f ( 511, 511 );
glTexCoord2f ( 0, 1 );
glVertex2f (0, 511 );

glEnd ()
if ( useFilter )
{
vertexProgram.disable ()7

fragmentProgram.disable ();
}
endOrtho ()
if ( !pbuffer.unbindFromTexture
pbuffer.printlastError ();
glutSwapBuffers ();

pbuffer.getTexture

0)

0

)i
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void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL_PROJECTION ) ;
glLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
3, 3, 1, // center
0, 0, 1); // up

}

void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
if ((key == "f' || key == 'F' )
useFilter = l!useFilter;
}
void specialKey ( int key, int x, int y )

{
if ( key == GLUT KEY RIGHT )

rot += 5;

else

if ( key == GLUT KEY LEFT )
rot —-= 5;

glutPostRedisplay ();

}

void animate ()

{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME ) ;
glutPostRedisplay ();

}

void initPBuffer ()

{
static bool inited = false;
if ( inited )

return;
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inited = true;

if ( !pbuffer.create () )
{
printf ( "create error\n" );
pobuffer.printLastError ();
}
pbuffer.makeCurrent ();
init ();
reshape ( pbuffer.getWidth (), pbuffer.getHeight () );
pbuffer.restoreCurrent ();
}
void renderToBuffer ()
{
if ( pbuffer.isLost () )

pbuffer.create ();

if ( !pbuffer.makeCurrent () )
printf ( "makeCurrent failed\n" );
glClearColor ( O, 0, 1, 1 );
glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
reshape ( pbuffer.getWidth (), pbuffer.getHeight () );

displayBoxes ();
pbuffer.restoreCurrent ();
}
int main ( int argc, char * argv [] )
{
// initialize glut

glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 512, 512 );

// create window

int win = glutCreateWindow ( "OpenGL image postprocessing - sepia"

// register handlers

glutDisplayFunc ( display )
glutReshapeFunc ( reshape )
glutKeyboardFunc ( key )
glutSpecialFunc ( specialKey );
glutIdleFunc ( animate )i
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init ();
initExtensions ();
assertExtensionsSupported ( "GL ARB fragment program
GL _ARB vertex program" );
if ( !pbuffer.checkExtensions () )
{
printf ( "Pbuffer extensions not found\n" );
return 1;
}
if ( !vertexProgram.load ( "sepia.vp" ) )
{
printf ( "Error loading vertex program:\n %s\n",
vertexProgram.getErrorString ().c_str () );
return 1;
}
if ( !fragmentProgram.load ( "sepia.fp" ) )
{
printf ( "Error loading fragment program:\n %s\n",
fragmentProgram.getErrorString ().c_str () );
return 2;
}
decalMap = createTexture2D ( true, "../Textures/oak.bmp" );
stoneMap = createTexture2D ( true, "../Textures/block.bmp" );
teapotMap = createTexture2D ( true, "../Textures/Oxidated.jpg" );
printf ( "Press F key to turn filtering on/off\n" );
initPBuffer ();

glutMainLoop ();

return 0;

[pu momoiy knaBuiik <f> MOXHO HPSMO BO BpeMs BBIIOJHEHUS IPOrpaMMbl
BKJTIOUYATh U BBIKJIIOYATh 3hPEKT.

Eme ogHuM mpocTeIM 3¢h@PEKTOM, KOTOPBIN JIETKO peajnsyercs TIph TTOMOIIN
dparMeHTHOI mporpamMmbl, gBideTcd GUIbTP BblaeieHus rpanul. OH BbLIENSIET
Te MecTa N300paxkeHWsI, TAe TTPONCXOIUT CUITbHOE N3MeHEeHNe WHTEHCUBHOCTH.

@uibTpalvs BbIpaxaeTcsl cefyroleil hopMyIoii:
1=k Eﬂz(x+ h,y)— l(x—h,yl +|z(x,y + h)— l(x,y —hl).
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Yepes #x, y) obo3HaUeHa UCXOMHAs TeKCTypa, a yepe3 A — HEeKOTOpbli 1mar (B
ujeane paBHBIM OTHOMY TeKceny).

OpenGl image postprocessing - edge detector

Puc. 16.6. N3o6paxeHne ¢ adbdekToM BblAENEHNS FPaHNL,

B nuctunre 16.18 mpuBomuTcs COOTBETCTBYIONIAS (hparMeHTHast MporpaMmma, a Ha
puc. 16.6 — pe3yabTaT ee padoThHI.

JlnctuHr 16.18. ®parMeHTHasA nporpamma, peanusyowlasa acdceKkT BblaeneHns
{ rpaHnuebI

I 1 ARBfpl.0

#

# simple edge detector fragment shader
# on entry:

# fragment.texcoord [0] - texture coordinates
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#

# texture [0] - image to
#

PARAM luminance = { 0.3,
PARAM color = { 1, O.
PARAM step = 0.00195
PARAM scale =1.2;

TEMP c, lum;
TEMP c0, cl, c2, c3;
TEMP t0, tl, t2, t3;
TEMP out;

# compute ne
MOV t0, fragment.texcoord
MOV tl, fragment.texcoord
MOV t2, fragment.texcoord
MOV t3, fragment.texcoord
ADD t0.x, t0, -step;
ADD tl.x, tl, step;
ADD t2.y, t2, -step;
ADD t3.y, t3, step;

process

0.59, 0.11, 1 };
89, 0.54, 1 };
3125; # 1/512

# scale factor to enhance edges

ighbouring texcoords
[0

’
’

’

’

]
(0]
(0]
(0]

# now fetch values and get intensities

TEX c0, t0, texture [0], 2D;
DP3 c0.a, c0, luminance;

TEX cl, tl, texture [0], 2D;
DP3 cl.a, cl, luminance;

TEX c2, t2, texture [0], 2D;
DP3 c2.a, c2, luminance;

TEX c3, t3, texture [0], 2D;
DP3 c3.a, c3, luminance;

ADD out.x, cl.a, -c0.a;

ADD out.y, c3.a, -c2.a;

ABS out.xy, out;

ADD out.x, out.x, out.y;

MUL out, out, scale;

MOV out.w, 1;

MOV result.color, out.x;

END

B anase 18 Gymer paccMmoTpeH

Ho-06ejioro husibma.

Oosiee coxHbIN 3¢hdhekT — 3deKkT cTaporo yep-
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A3bik GLSL
Anqa HanucaHuq wenaepos

PaccmotpenHble B erasax 15 u 16 BepliHHbBIE U (parMEeHTHbIE IPOrpaMMbl MO-
3BOJISIIOT 3aMEHSTh CO0OI YacTu (pUKCUpPOBAaHHOIrO KoHBeiiepa peHaepuHra OpenGL,
obecrieurBast HEOOXOAMMYI0 BO MHOIMX CJly4yasiX FrMOKOCTb.

OpHako caMm SI3bIK, Ha KOTOPOM TIHIIIYTCS 3TW MPOTPAMMEI, MPEACTaBIsET co0oi
BCETO JINIIb acceMOjep, CHelraIbHO "3aTOUYCHHBIN" JUIST BBITIOJTHEHUSI ITOCTaB-
JIEHHBIX TIepel BEepINMHHBIMA U (parMEHTHBIMM MIpOTpaMMaMM 3amad, T. €. 3TO
SI3BIK JOBOJILHO HU3KOTO YPOBHSI.

B cucremax mnpodeccuoHaabHOro (GOTOPEAUTMCTUYHOIO PEHAEPUHIA YK€ JaBHO
CTAHJAPTOM SI3blKa [AJIs1 HAnMcaHus lueiiaepos saBasietrcss RenderMan Shading Lan-
guage. DTO BBICOKOYPOBHEBBII f3bIK, CUIbHO HamoMmuHaioluii C, ¢ mobaBiaeH-
HBIMU B HEro CIeLMaTbHbIMUA TUIAMU JAHHBIX U PYHKIUSIMHU.

TTonbITKU peanuzamu XoTss Obl HeKoToporo TmoaMHoxkecTBa RenderMan Shading
Language nist anmnapaTHO-YCKOpeHHOW rpaduku BemyTcsl yke gaBHo. OnHa U3 nep-
BBIX TIOMBITOK TAKOTO pojia 3aKiouaercss B TpakToBKe KoMaHj OpenGL kak He-
KOTOpOTo acceMOiiepa, cpelicTBaMK KOTOPOTO peaiusyroTcs ieinepsl. Tlpu sToM
CTIelIMaIbHBIA  KOMITUJISITOP OCYIIECTBIISIET TEpeBOj MporpaMMbl U3 HEKOTOPOTO
noaMHoxecTBa RenderMan Shading Language B niporpamMmbl Ha si3bike C, BbI3bI-
Baouue OpenGL. Ins1 BBIMOJTHEHUS CIOXHBIX BBIUMCIEHUM MPUMEHSIETCS peH-
JEPUHT B TEKCTYPY U MHOTO MpoxoioB. Tak, naxe mpocTeifinast peanusanust aud-
¢y3Horo ocsenieHust (aHajmornyHoro pacmupeHuto GL EXT texture env_dot3)
TpeOyeT HeCKOJIbKUX JECSITKOB MTPOXOIOB.

B cuny storo manHas pabdorta MMeaa AOBOJbHO HEOOJBIIYIO MPAKTUYECKYIO IpH-
MeHUMocTb. IlepBoil 10CcTaTOYHO YIOOHOM ¢ MPAKTUUYECKON TOUKU 3PEHUS peann-
3alMeil 1leilepHoro si3blka BhICOKOro ypoBHs siBisercs s13blk Cg (C for graphics),
COo3aHHbIA U nomaepxuBaeMblii komnanueli NVIDIA. Paszpaboryuku mporpamm
Ha ga3bike Cg MMEIOT BO3MOXHOCTb IpsMo B cBoux OpenGL-nporpamMmmax BbI3bI-
BaTh Lieiaepbl (HanucaHHble HA Cg) 1J1s1 peHAepUHIa OObEKTOB.

Peanu3zaiiust 1aHHOTO sI3bIKa MCMONAB3YET pasanuHblie paciuupeHus: OpenGL (npu
OTCYTCTBUU TOAAEPXKKU (PparMeHTHBIX MPOTpaMM — MCIIONb3YIOTCSI pacIliupeHUst
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NV texture shader u NV _register combiners). OfHUM U3 TIPEeUMYILECTB TAaHHOTO
SI3bIKA SIBIISIETCS TO, YTO MHOTHE 1lIeliephl, HATMCAHHbIE HA HEM, BIIOJHE HOPMAaJbHO
BEITTOTHSIOTC Ha Tpadndecknx yckoputensx Kiacca GeForce 3/GeForce 4.

OIHAaKO MO-HACTOSIIEMY YAOOHBIM M MOILIHBIM $13bIKOM IS HAMMCAHUS LIekae-
poB noa OpenGL saBasierca Tak HasbiBaeMblit OpenGL Shading Language (nanee
Mbl OyaeM ynoTpeOnsaTh Ajist ero obo3HayeHus: abopesuarypy GLSL). DToT s13bIK
UTpaeT BaxHylo poib B craHaapte OpenGL 2.0, a nmoka mocTyrneH Ajisi OCTalbHbIX
Bepcuilt OpenGL yepes MexaHU3M pACLIMPEHUIA.

Takum obpazom, gaxe aiast OpenGL Bepcuu 1.1 (c KoTopoii mpuxoautcsi pado-
Tath non Microsoft Windows) mosib3oBaresib mojiydyaeT BO3MOXKHOCTb TPUMEHEHUS
B CBOMX TIporpamMMax IreiiaepoB, HanucaHHbrx Ha GLSL.

OpHako nockoibky GLSL opueHTMpoBaH Ha paboTy ¢ HOBeHIIMMU rpacdpuye-
CKUMHU YCKOPUTEISIMU, TO [IJIS1 €r0 MCIIONb30BAHUS BAM MOHAMO0ATCS TOCTATOYHO
moiuHblii GPU 1 nocnenHsis Bepcus ApaiiBepa mjls HEro.

Hns mporpamM Ha GLSL Tpebyetcst moaaepkka cleayolux paciiupeHui:
O GL _ARB shader objects;

O GL _ARB shading language 100;

O GL _ARB vertex shader;

O GL ARB_fragment shader.

B zaage 18 mbl mogpoOHO pacCMOTPUM BTU PACLIMpPEHMs], a IOKA U3YUYUM caM
a3bik GLSL.

A3bik GLSL

GLSL ouenb 6nu3ok k sa3pikam C, C++ u RenderMan Shading Language. Tlpu
3TOM W3 Hero, Mo cpaBHeHWI0 ¢ C++, BBIOPOIICHBI 3JIEMEHTHI, 3aTPYIHSIONINE
MMOHUMAaHUE U CTIOCOOCTBYIONIE BOZHUKHOBEHUIO OIIMOOK U HESICHOCTEH.

Ha GLSL B HacTosglMii MOMEHT BO3MOXHO HAIMCAHMUE BCErO JABYX TUIIOB ILIEH-
JepoB (XOTSI, BO3MOXHO, B JallbHEHIleM IOSBATCS U HOBbl€) — BEPLIMHHBIX U
¢parMeHTHBIX.

BepLI.II/IHHbIe meﬁp,epbl
Ilo anajoruu B BEpPLIMHHON IPOrpaMMOi, BEpPILUMHHBIN Ileiaep BbIIOIHAETC
JUIS1 KO0 BEPLUMHBL U IIOJHOCThIO 3aMeHsieT cieaytonue ¢pynkuuu OpenGL:

O mpeobGpa3zoBaHUs TIPU TIOMOIIN MOJAEIHHON MaTpPWIIBI M MATPHUIIBI TPOEKTUPO-
BaHUS;

O npeobpazoBaHUe HOPMAIM U HOPMAIM3ALUIO;

O BBIUUCTICHHE TEKCTYPHBIX KOOpAWHAT,
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O npeoOpa3zoBaHUEe TEKCTYPHBIX KOOPAUHAT;
O ocBellleHUE;
O paboTy ¢ IBETHBIMU MATEPUATTAMU.

OO0parute BHUMaHUE, YTO BEPUIMHHBIN Ieiep OoTBeYaeT 3a peajusaluio Bceit
9TOil PYHKIMOHAIbHOCTU, IOSTOMY HEBO3MOXKHO KaKylo-Iu0O 4acTb €€ Iepeso-
KUTb HA CTAHJAPTHBIU KOHBEWEP.

BepuimHHBIN 1Ieiaep He pacnojiaraeT HUKaKoi TOTMoJoTnYecKoil WHgopMalue,
[109TOMY OH HE MOXET BbIIIOJIHUTb DYHKILMU, [IJI KOTOPbIX OHA HEOOXoaumMa:

O nepcrneKkTUBHOE AeJeHUE;

O npeobpa3zoBaHue B OKHO (Viewport mapping);
O cO0opKy NPUMUTHUBOB;

O oTceuyeHUE HEJULEBBIX [PAHEH;

O paboTy ¢ ABYCTOPOHHHUMU MATE€PUATAMM;
O pabory ¢ AUMana3zoHOM LJAyOUH.

Bce nmapamerpnl cocrosiHug OpenGL oTciexuBalOTCs U SIBASIOTCS AOCTYIIHBIMU
JUTS 1Ienaepa.

BepimnHeblii mielinep oOpabarsiBacT 1o OMHON BepiinHe 3a pa3. Ero sagaueit 9B-
JISIETCS. BBIYMCIEHUE OJAHOPOJAHbBIX KOOPAMHAT IIPEe0Opa3oBaHHON BEPLIMHbI, TaK-
K€ OH MOXET BBIYUCIATH OCBEIIEHUE, TEKCTYPHBIE KOOPAWHATHI U APYrue mnapa-
METpbl Ui Iepenadyd QpparMeHTHOMY lueiljepy. BblinosiHsieTcss BeplLUMHHBIA
meiaep B MOMEHT 3a7aHUsl KOOpAWHAT odyepeaHoN BeplinHbl. OJHONM U3 WHTe-
PECHbBIX €ro OCOOEHHOCTEN SBJSIETCS BO3MOXHOCTb 00pallliaThCsl K TEKCTYPaM.

®dparmeHTHbIN Wenaep

DTOT 1Ieiiaep 3aMeHsIeT cOoOOM Ps 1IAroB B TPAAMLIMOHHOM KOHBelepe peHje-
pUHIa, @ UMEHHO:

O omnepauuy Hajl UHTEPIIOJUPOBAHHBIMU 3HAYCHUSIMU;

O oOpalieHus: K TeKCType;

O HaJoXEeHUEe TEKCTYPhI;

O HanoXeHHUE TYMAaHa,

O crnoxeHue uBeToB (color sum).

@parMeHTHbI 1LIeiHaep 3a0aeT MOCIeI0BATEIbHOCTD 1AroB o0IIero Buaa 1 00-
paboTku Kaxmoro (parmenta. MparMeHTHBIH TIeiimep (Kak W BepIIWHHEIN) TOJI-
JKEH BBIIOJHATh BCIO TPeOyeMylo (GYHKUMOHAIbHOCTb M3 IPUBEIEHHOIO BbIILE
CTIMCKA, HeTb3sl KaKylo-JI1n00 ee JacThb Mepeiarh cTaHAapTHOMY KOHBeliepy.
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@parMeHTHBIN TIeimep He MOXET 3aMeHUTh COOOM CIIeAyIoIIne Iarn CcTaHaapT-
HOTroO KOHBEWepa:

0 Mojaelib OCBELLEHUS;

TTOKPBITHE;

TECT MPUHAIEKHOCTU MMUKCENa;

TECT HA OTCEUYCHUE (Scissor test);

Macku (Stipple) nyist BbIBoAA JUHUNA U IpaHei;
TTPOBEPKY TIPO3PATHOCTH;

MpOBepKY Tpadapera;

cMelneHue 1UBeToB (alpha blending);

JIOTUYECKNE OoII€paliu,

auoaoaogaoaoaaoaaq

ToHUpoBaHue (dithering);
0 uBeTOBbIE MACKU.

@parMeHTHBIN TIelimep He MOXeT M3MEHSTh Xy-ToloXeHue dparmeHTa. Takke
¢parMeHTHON TIporpamMMe HEIOCTYITHBI coceqHrue (hparMeHTHl (3TO OTpaHWYeHUE
CBSI3aHO ¢ BO3MOXXHOCTBIO pacTapaieTMBaHusS pparMeHTHEIX IIeiaepoB).

uHpopmayus 0 C8A3HOCU BePULLH

npeobpazoeanHvie
Céopka

sepultHbl Bepuunnbiii sepulHbl ) o
a npoyeccop P

pacmepuzayus

19uHoW2Ddp

Pacmposvie
onepayuu

Dpazmenmmbviii
npoyeccop

USMEHEHUA
nukcenios

3aKpauieHHble
@pazmenmol

Puc. 17.1. MecT0 LwwergepoB
B KOHBelepe peHaepuHra OpenGL
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Hns kaxmaoro ¢pparMeHTa 1eiaep A0KeH BBIUUCIUTh UTOTOBOE 3HAYEHUE IIBETa
U (W) TOYOUHBI UJIU TIOJTHOCTHIO OTOPOCUTH AaHHBIN (hparMeHT.

Ha puc. 17.1 npuBeneHa ynpolieHHasd cxeMa rpaduyeckoro KoHpelepa, MmoKasbl-
BalOLLAs MECTO BePLIMHHOIO U pparMeHTHOrO 1leiaepoB.

OCHOBHbI€ TUMDbI AaHHbIX N NepeMeHHbIX

Kak m mna gas3eika C++, Bce mepeMeHHBIe W (DYHKIIMM cHavaiga oO0s3aTeTbHO
JOJDKHBI OBITh omcaHbl. Kakue-1mbo THUIIBI TI0 YMOMYAHWIO 3[eCh OTCYTCTBYIOT,
caM SI3BIK SIBJISIETCS fype-safe, T. €. HeT aBTOMaTHYECKNX MpeoOpa3oBaHNi MTaHHBIX
W3 ONHOTO THTIA B JPYTO#, Bce BTW TpeoOpa3oBaHUS CJeIyeT 3a1aBaTh SIBHO B
TEKCTe caMoi MPOTPAMMEL.

B 1a6a. 17.1 npuBoasarcss ocHOBHbIe Tullbl s13bika GLSL, omHako monb30BaTelb
MOXET BBOIUTb CTPYKTYpHL. Jlajee mpuBeaeHbI MpUMephl 3aAaHusl 0a30BbIX TUIIOB

U CTPYKTYP.

Tabnuya 17.1. OcHoBHble Turbl A3bika GLSL

Tun KommeHTapuin

void OyHKUMKM, He BoO3BpalLaloLMe 3HaYeHUs, AOMKHbI OblTb OMnMcaHbl Kak
BO3BpaLlaioLme void

bool Bynee Tun, npuHUMaloLwmii BCero ABa 3HaYeHUa true U false

int LienouncneHHoe unucno co 3HaKoM. TOYHOCTb MOXeT 3aBUCETb OT peanu-
3auumu, HO rapaHTUpyeTcsl TOYHOCTb B 16 6UT

float BelecTBeHHOE cKanApHoe 3HayYeHne

vec2 [lByMepHbIii BEKTOp 13 BelllecTBeHHbIX (float) uucen

vec3 To xe TpexmMepHbIli

vecd To e yeTbipexmepHblii

bvecz [ByMepHbIil BEKTOp 13 bool

bvec3 To xe TpexmMepHbIli

bvecd To e veTbipexMepHbIii

ivec2 [ByMepHbIil BEKTOP 13 LiebiX Yncen

ivec3 To xe TpexmMepHbIli

ivecd To e veTbipexMepHbIii

mat2 MaTpuua 2x2 13 BeLLeCTBEHHbIX YnCen

mat3 To xe 3x3
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Ta6bnuya 17.1 (okoHyarme)
Tun KomMmmeHTapuit
mat4 To xe 4x4

samplerlD | CcbUika Ha OGHOMEpPHYIO TEeKCTYpY

sampler2D | To e Ha ABYMEPHYIO

sampler3D | To e Ha TPEXMEPHYIO

be

samplerCu | CcblUika Ha KyBUYECKYIO TEKCTYPHYIO KapTy

Shadow

samplerlD | CcbUika Ha OQHOMEPHYIO KapTy rny6uH

Shadow

sampler2D | CcblUika Ha fBYMEPHYIO KapTy rnybuH

Mpumepbl 3agaHnA 6a30BbIX TUNOB

int
int
float
float
vec2
mat3

i, J = 42;
k = OxFE;

a,b;

Kpome cTaHgapTHbIX, MONB30BaTEIb MOXET CTPOUTH COOCTBEHHBIE TMIIbl — CTPYK-
Typbl. OOpaTuTe BHUMAHUE, YTO KAXKAasl CTPYKTypa AOJIKHA ObITh UMEHOBAHA.

Mpumep

3aaHUsA CTPYKTYp

struct Light

{

vec3

pos;

float intensity;

vecd
bi
Light

color;

lightl;

CTpyKTypa I0JKHA coaepxKaTh KAK MUHUMYM OJHO Moje. 3AeCh He TOIMYyCKAIOTCS
OUTOBBIE IOJISI, UCIOJIb3yeMbIE TUIIbI MOJKHBI ObITh WMJIM yXe OompenefaeHbl WUId
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olpeneieHsl TIpsiMo Ha MecTe. CTPYKTYpPBI MOTYT CONEpKaTh B cebe MacCUBHI 3a-
JIAHHOW HEHYJIEBOW JIJIMHBIL.

Kpome cTpykTyp monb3oBaTeab MOXET BBOAUTH ONHOMEPHbBIE MACCUBbI (DUKCHUPO-
BaHHOI HeHyneBOH [UIMHBL. JlomyckaeTcd MpeaBapUTeNbHOE OIIMCAHME MACCUBa
0e3 3amaHMs ero AJMHbI, TOrAA Jajee OH JO/KEeH ObITh OMMCaH C 3aJaHueM pas-
Mepa. He nomyckaercsl mOBTOpHOE ONMCAHUE MACCUBA C pa3MepoM OOJIbLIKUM WUIU
PaBHBIM, Ye€M IepPBOHAYAIbHbIA.

ITpu obpaieHnn K MacCUBY IO OTPULATEIILHOMY WHOEKCY MW IO MHIAEKCY, BbI-
XOISIIEMy 3a pa3Mep MacCHuBa, TOBEIEHHE MpPOTpaMMBI Helpeackasyemo. s
MaccHBa, SIBISIONIETOCS (hOPMaJIbHBIM TapaMeTpoM (QYHKIINHM, 3aJaHue pasMepa
0093aTeNbHO.

HMupexcauys MaccuBa HAUYMHAETCS C HyJId, AOCTYI K KOMIIOHEHTAM MAaccuBa
MIPOUCXOIUT MPU IMOMOILIU omeparopa []. BoT HECKOIBKO MPUMEPOB.

Mpumepbl onucaHus MaccuBoB

float frequencies [4];
uniform vec3 directions [4];
Light light [31;

O6usiactb BUAMMOCTH [IEPEMEHHOI ONpPeessieTcss MECTOM ee onucaHusd. Eciu ne-
peMeHHasd olucaHa BHE BceX (PyHKLMI, TO OHA SIBIgeTcs M100albHOM U JOCTYIIHA
OTOBCIOJly, HaUMHasl ¢ Mecra ee oObsiBjieHus1. Eciii oHa 3ajaHa B yCJIOBUM Olepa-
TOpa while WM B OIleparope for, TO OOJACTbIO €€ BUIAMMOCTU SBJISIETCS Clle-
aylouuid mopomneparop (teno uukiaa). Ecnu mepeMeHHas ompeneneHa BHYTPU
COCTaBHOIO olleparopa, To odJacTb €€ IeUCTBUS OrpaHUYeHa KOHLIOM COOTBETCT-
BYIOILIETO COCTAaBHOIO omeparopa. IlepemeHHas, oObsBIeHHAs BHYTPU (DYHKIIUH,
JeUCTBYeT BHYTPU AAHHON (PYHKIIMU.

I'moGanbHbIE TIEPEMEHHBIC, UMCIOIINE OJWHAKOBbIE UMEHA B HECKOJIbKUX meunae-
pax, ABJISTIOTCS OOIIMMU IS HUX U JTOJKHBI UMETh OJMHAKOBBIEC THUIIBI.

Kpome cobcTBEHHO caMoro TUMa MEePEMEHHOM, ONpeaeIdIoNnero TUI 3HAYEHMIA,
OIMCAHUS IEePEMEHHbIX MOIYT BKJIIOYAThb B c€0 MOIMOJHUTEIbHbIE OMUCATENH,
UAylIMe Iepen MMEHeM TUIIA.

BoaMozkHBIE TUTIBI onKcaTeIell TpuBeAeHBI B Ta0I. 17.2.

Tabnuya 17.2. BosmoxHble Turbl onucartesieli nepemMeHHbIX

Tun KomMmmeHTapuit
OrtcytctByeET JlokanbHas read/write nepeMeHHas UM BXOAHON napameTp Ans
byHKUMY

const KoHcTaHTa BpeMeHu koMnunaummn unu read/only napameTtp dyHKLUMN
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Ta6bnuya 17.2 (okoHyarye)

Tun KomMmmeHTapuit

attribute BepLunHHbIn atpubyTt. ObecneumBaeT CBA3b MEXAY BEPLUUHHLIM LUEIA-
JepoM U1 BepLUMHHBIMU faHHbIMU B OpenGL

uniform BenuuuHa He MeHsieT CBoero 3HaueHus BOONb Bcero obpabaTbiBaemo-
ro NpUMUTUBA; obpasyeT CBA3b MeXAY BepPLUMHHBIM LLeiaepoM,
OpenGL 1 npunoxeHuem

varying ObecneymnBaeT cBA3b MEXAY BEPLUMHHBIM U doparMeHTHbIM LLeiaepoMm.
WHTepronupytotca (¢ yueToM nepernekTuBel) BAOSb BCErO MPUMUTUBA

in BxogHol napameTp gns coyHKUMK

out BbixogHoli napameTp OyHKLMNA, HE MHULMAIN3UPOBaHHIA Npu nepe-

Jaue BHYyTPb cpyHKLMN

inout MapameTp doyHKLMM, CAyXaLuii Kak A5 nepefayun gaHHbIX BHYTPb
dOyHKUMY, TaK 1 A8 BO3BPALLEHUs 3HAUYEHUS HapyXy

O6paTI/ITC BHUMaHUEC, 4TO rnodajgbHbIe NEPEMCHHBIE MOTYT OBITb TOJABKO const,
attribute, uniform WU varying. an/I ONMMCaHuN HCpCMCHHOﬁ JOITYCTUM TOJIb-
KO OIMNH N3 3TUX onmcareneit. JlokaabpHBIE TIEPEMEHHBIC JOITYCKAIOT TOJIBKO OITU-
caresib const. s onmucanus napameTpoB (hYHKINM TMTPUTOIHBI TOJBKO OMUcaTe-
JIX const, in, out U inout

Ecnu npu onucaHuu raodaibHOU MepeMeHHO He ObU1 3amaH HU OOMH M3 DTUX
omnucareneli, To 9Ta ImepeMeHHas He MOXEeT y4acTBOBaThb B OOMEHe JaHHBIMHU C
npuioxeHueMm, OpenGL u apyrumu weiaepamu.

AtpubyTtbl (onucartens attribute)

Onucarenb attribute CIYXUT I OMUCAHUS BEJIUYMH, KOTOpPbIE MEPeaAlOTCsI
BepmimHHOMY Mmreiinepy n3 OpenGL, cBs3aHHBIMM ¢ Kaxmoi BepimmHoi. [lepe-
MEHHBIE C STUM OMucaTeeM MOTYT OOBSIBISITLCS TOJHKO B BEpIIMHHOM lieinepe.
s BepuimHHOTO 1ieiiaepa aTpubyThl JOCTYITHBI TOJBKO JJIsl YTEHUSI.

B kauectBe arpuOYyTOB MOIYT BBICTYIIATh TOJbKO IIE€PEMEHHbIE CIEIYIOLIUX TUIIOB:
float, vec2, vec3, vecd4, mat2, mat3 U matd.

B kauvecTBe aTpnbyTOB HE MOTYT BEICTYIIATh MACCUBHI M CTPYKTYpHL. BoT mipmMep
3agaHusT aTpuOyTOB.

MNMpumep 3apaHusa atpubyToBs

attribute vec4d position;
attribute vec3 normal;

attribute vec2 texCoord;
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Bcem cranmapTHBIM BeplIMHHBIM aTtpudytam OpenGL comnocTaBieHbl UMeHa
BCTPOEHHBIX MepeMeHHBIX (cM. Tada. 17.5 u 17.6).

OObLIYHO MECTO MOJ BepliMHHbIE aTpuOyThl (32 UCKIIOYEHMEM MAaTpULl) BbLIEIS-
€TCSl KaK IO0J YeThIPeXMEPHbI BELIECTBEHHbIN BEKTOp (vec4), 3a MCKIIOYEHHUEM
Marpulil, MPeJACTaBIeHHbIX Py noMouiu 2, 3 wiu 4 , COOTBETCTBEHHO, YEThIPEX-
MEPHBIX BEKTOPOB.

BaxkHO TOMHUTD, YTO MpPaKTUYECKHUE pean3alliu HAKIAJAbIBAIOT OTPaHUYEHUST Ha
YUCJIO BepLIMHHBIX aTpuOyToOB. B erase 1§ Oynmer mpuBedeHa MporpaMmma, reva-
Taroinasgs nHdopmMmalno o noaiepxkke GLSL, BkiItovas pa3iuvyHble OrpaHUYeHUS,
HakJaapBaeMble TpacUueckKuM YCKOPUTEIEM U €ro IpaiBepoM.

Bce aTpuOytbl AOIXKHBI ObITH T10OANbHBIMU, OOBSIBAEHbl BHE (DYHKLUMI U OO UX
[1€PBOI0 UCMOIb30BAHMS.

Ecau BepuimHHbIN atpubyT (KpoMe CTaHAApTHBIX) He OblT TPOMHUIIMATN3UPOBaH,
TO eMy MpucBauBaeTcsl HayanbHoe 3HaueHue (0, 0, 0, 1).

Uniform-nepemeHHble

Onncarenb uniform CAYKAT IS OMMCAHUS TIOOATBHBIX TTepeMeHHBIX, 3HAUSHUS
KOTOPBIX HE W3MEHSIOTCS BIOJNEL 00pabarbiBacMoOro TpUMHTHBA. [IpocTeiimmmit
TIpUMep — BEJTWYWHEI, 3amaBaeMble BHe OJI0Ka glBegin/glEnd.

Bce Takue nmepemeHHble A ILIEHIEPOB AOCTYIHBI TOJBKO I YTEHMS, 3AIUCh B
HUX MOXET IIPOM3BOMUTHCSA JUOO SIBHO CaMUM NPUIOXKEHMEM 4Yepe3 COOTBETCT-
Bytouuii API, nubo onocpenosaHHo camum OpenGL.

Onucarenb uniform TOAXOAUT IS TIEPEeMEHHBIX JIIOOBIX THUIIOB, MAacCUBOB U
ctpykTyp. Ilpu cbopke HECKOJBKUX IIeiIepoB BMecTe (HampuMmep, BEpPIIUHHOTO
U (pparMeHTHOTO) OHM 00JaAardT OOIIMM MPOCTPAHCTBOM WMMEH uniform-mepe-
MEHHBIX.

Peanuzaiuss Takxke MOXeT HAaKIAAbIBaTh OrPAHUMYEHUS] HA YUCAO uniform-
nepeMeHHbIX. [lasee npuBeneH IpuMep OMMCAHMS TAKUX MepPeMEeHHBIX.

{ Mpumep onucaHns uniform-NePeMEHHbLIX

uniform vecd lightPosition;
uniform vecd lightColor;
Varying-nepemeHHble

Cryar I CBSI3W MEXAY BEepIIMHHBIM W (parMeHTHBIM Teiimepamu. BepiimH-
HBIN THeiimep, BBIYUCIIS 3HAYCHWS JUTS BEpITWH, 3aIUCHIBACT WX B COOTBETCT-
BYIOIIIME varying-TIepeMeHHBIE (2 TakoKe MOXET YATATh 3alMcaHHbIe 3HAYCHMST).
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IMpn mepemaue ¢dhparMeHTHOMY IIeHAepy 3TH TIepeMEHHBIC WHTEPIIOINPYIOTCS
BIOJIb BCEro MPUMUTUBA (C yYETOM IEPCHEKTUBbI), U (PparMeHTHBIH lieiinep mo-
JyqaeT yke TPOMHTEPTIONNPOBAHHOE 3HAYEHWE ST Kakmoro dparmenTta. st
dparMeHTHOrO LIeiinepa varying-IepeMEHHbIE JOCTYIIHbI TOJbKO I YTEHUS.

[lockonbKy 3TU MHepeMeHHbIE CAYXKaT I CBA3M MEXIy BepLIMHHBbIM U par-
MEHTHBIM IIIeHIepOM, TO OHU MOJKHEBI OBITH OOBSIBICHBI B KaXIOM M3 HUX M WX
TUIIBL TOJIKHBI COBNAAaTh. BOT mpuMep UX omucaHus.

NMpumMep onucaHus varying-nepemMeHHbIX

varying vec3 normal;
varying vec3 t;

varying vecd4 color;

ATpI/I6YT varying MOXET NMPUMEHSTHCS TOJBKO K NMEPEMEHHBIM CICAYIOIIUX TU-
oB: float, vec2, vec3, vec4d, mat2, mat3, mat4 WUJIU UX MaCCMBaM.(hpyKTpr
HEe MOTYT OBITh varying.

Kak un uniform-TICPEMEHHBIC, varying-TICPEMEHHBIC TAKXKE HOOJIKHBI OBITH TJIO-
OalbHBIMU U OODBSBIECHBI 0 II€PBOro MCIIOJIb30BAHUA.

Onepatopsbl u BbipaxeHua a3bika GLSL

B ta6n. 17.3 npuBeaeHsl Bce omepaTtopsl g3bika GLSL ¢ yyeToM MX IPUOPUTETOB
W TIOpSIIKA BBITIOJTHEHUS.

Tabnuya 17.3. Onepartopsl Asbika GLSL

Mpuopwnter Knacc Onepartop AccouumatmBHocTb

1 pynnpoBka npu nomoLLm ckobok () He npumeHuma

(HavBbicLLIN)

2 MHpekcupoBaHe MaccuBoB [ ] CneBa Hanpago

2 BbizoB doyHKLMM MM KOHCTPYKTOpPa () CneBa Hanpago

2 Bbibop nons CTpyKTypbl A Komno- | - CneBa Hanpago
HeHTa nons

2 MocTdnkcHoe n3meHeHne 3Have- ++ - CneBa Hanpago
HUS HA eAUHULLY

3 [MpedumkcHoe n3ameHeHne 3HadyeHuna | ++ —- Cnpaga Haneso
Ha eguHULY
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Ta6bnuya 17.3 (okoHyarye)

Mpuopnter | Knacc Onepartop AccoumatmBHocTb
3 YHapHble onepatopbl + -~ CnpaBa HaneBo
(onepatop ~ sapeaepBupoBaH)
4 MynbTUnAMKaTUBHbIE OnepaTopsbl /% CneBa HanpaBo
(onepatop 2 sapesepBupoBaH)
5 AJANTUBHblE + - CneBa Hanpago
6 Mo6utosble (3apesepBupoBaHsbl) << >> CneBa Hanpago
7 CpaBHeHus < > <= CneBa Hanpago
>=
8 PaBeHcTBa == I= CneBa Hanpago
9 Mo6utosoe "N" (sapesepauposaHo) | & CneBa Hanpago
10 Mobutoeoe "Vickniovaloiee UN" n CneBa Hanpago
(sapesepBupoBaHo)
11 Mobutoeoe "UJIN" CneBa Hanpago
(sapesepBupoBaHo)
12 Jlornyeckoe "N" && CneBa Hanpago
13 Jlornyeckoe "Ucknovarowee WJIN" | *7° CneBa Hanpago
14 JNoruyeckoe "UJTN" || CneBa Hanpago
15 Bbibop ? CnpaBa HaneBo
16 MpuceoeHue = CnpaBa HaneBo
16 NameHeHune t= -= F= CnpaBa HaneBo
(2=, caeuru n 6utoBble onepauun /= %=
3apesepBUpoBaHbl) i S>—
&=
= ~=
17 MNMocnepgoBatensHOCTL ’ CneBa HanpaBo
KoHcTpyKTOPpbDI

KoncTpykTOpsl cimyKar g ToiaydeHUs (IIpUBEIcHUS) 3HAYEHHWS K 3aTaHHOMY

THTIY.

OO0panieHre K KOHCTPYKTOpaMm MMeeT BUI BbI30Ba (DYHKLMM, [Je B KauecTBE
MMeHHU GYHKIIMM BBICTYIAeT MMs1 0a30BOrO TUIA MM CTPYKTYphl. Tak, Hampumep,
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KOHCTPYKTOPBI MOTYT WCIOJB30BaThCsl JIsI MPeoO0pa3oBaHusl OAHOTO CKaISIPHOTO
3HAUCHUS B APYroe, MOCTPOCHUS BEKTOPOB, MATPUIL U CTPYKTYP.

He cyliecTByeT HEKOTOPOro 3apaHee 3aJaHHOIO CIMCKAa IOIYCTUMbIX KOHCTPYK-
TopoB. Heobxomumo, utoObl oOpalleHne K KOHCTPYKTOPY ObUIO JIEKCHYECKM-

KOPPEKTHBIM UM IIEPCAAHHBIC IIapaMETpPbl ObLIU COOTBETCTBYIOILIMX THUIIOB U B
HY>XKHOM KOJIMYECTBE )14 IMOJYYCHUA Tpe6yeMor O 3HAYCHMUA.

Hanee mpuBomATCA TIPUMEPHI TIpeoOpa3oBaHMs CKAISIPHBIX TUTIOB IPYT B APYTa.

{ MpuMepkI Npeobpa3oBaHUs CKANSAPHLIX TUMOB

int i = int (1.5); // convert float to int
int j = int ( true ); // convert bool to int
float f = float ( false ); // convert bool to float
float h = float ( 3 ); // convert int to float
bool b =Dbool (2 ); // convert int to bool
bool c =Dbool (1.4 ); // convert float to bool

IMpn mpeobpazoBaHUM float-3HAYEHUS K TUTY int MPOUCXOAWT OTOpachIBaHME
npobHo#t gactu. [Ipm mpeobpasoBaHNM K TUMY bool 3HAYEHUSA 0 M 0.0 TIEPEBO-
JATCST B false, @ BCE OCTATbHBIE — B true.

[lpu npeobpazoBaHUM 3HAYEHMI TUIA bool B TUIIbI int M float 3HAYEHUE
false MEPEBOAUTCS B HOMb (0 WIIM 0.0), @ true — B eAMHuULy (1 WIKU 1.0).

KoHCTpyKTOPBl CKAXSIPHBIX TUMOB MOTYT MPUHMMATh 3HAYCHUSI HECKAISIPHBIX
TUTIOB, BO3BpAlllasi B 3TOM CJyyae MEPBbIA B3MEMEHT MEPEAAHHOTO BEKTOPHOTO
(Wt MaTpUYHOTO) 3HAUYCHUSI.

KoHcTpyKTOpBI MOTYT MPUMEHSITHCA Ul MOJyYeHUsT BEKTOPOB, MATPULl U3 HAbo-
POB CKAISPHBIX 3HAUEHUI BEKTOPOB U MaTpMII.

Ecnn TSI THULHAJIN3aI BEKTOPA MCITOJB3YETCA CKaAIAPHOE 3HAYCHUE, TO OHO
HCITOJIB3YETCA I MHUIHAIN3aIN BCEX €70 KOMITOHECHT:

vec3 v =vecl3 ( 0.5 ); // will build (0.5, 0.5, 0.5)

Ecin COANMHCTBEHHOC CKAIAPHOEC 3HAYCHUE ABJISICTCA IMapaMETpOM TSI KOHCTPYK-
TOpAa MaTpulbl, TO OHO UCIIOJB3YETCA IS UHULIHAJIU3AINU €€ IJIABHOW JuMaroHa-
JIU, BCE€ OCTAJIbHBIC BJICMEHTBI MaTpU bl MHULIUAIU3UPYIOTCA HYJIEM:

mat?2 m=mat2 ( 1.0 ); // will build identity matrix T

Ecnm 3amaHbl HecKasIpHBIE TTapaMeTphl U (MJIM) HECKOJNBKO CKAISIPHBIX TTapameT-
pPOB, TO OHM OYIYT TIpUCBAaNBATHCI KOMITOHEHTAM CTPOSIIIETOCST 3HAYEHUS B T10-
psake cieBa HampaBo. Ecim B TociemHeM apTyMeHTe OBUTO TiepefmaHo OoJbIie
KOMITOHEHT, YeM HYXHO MJIST TIOCTPOCHMSI COOTBETCTBYIOIIETO 3HAYCHWS, TO
JIUTITHIE KOMITOHEHTHI OYIYT MPOCTO TIPOUTHOPHPOBAHBI. TaKMM 00pa3oM MOKHO
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CTPOUTDH Oonee KOPOTKNE BEKTOPLI U3 Ooee JJIMHHDBIX. l'[epex[aqa JOTIOJTHUTECJIb-
HBIX apryMEHTOB 3a MOCJIICAHUM HEOOXOINMBIM SIBJISIETCS OIIMOKOIA.

Martpulbl cTposiTcsi Mo croadbuaM (IepBblil cToadel, 3aTeM BTopoid u T. 1.). He
JOMYCKAeTCsl MOCTPOeHME MATPHULL U3 MATpull. BOoT mpuMepbl MHUILIMATU3ALMIN.

MNMpumepbl HMLMaNU3auMM BEKTOPOB U MaTpuLy

vec? v2 =vec2 (1.0, 2.0 ); // will build (1.0, 2.0)
vec3 v3 = vec3 (v2, 0.3 ); // will build (1.0, 2.0, 0.3)
vecd v4 = vecd (v2, v2 ); // will build (1.0, 2.0, 1.0, 2.0)
vecd v5 = vecd ( 4.5, v3 ); // will build (4.5, 1.0, 2.0, 0.3)
vecd rgba = vecd ( 0.0 ); // will build (0.0, 0.0, 0.0, 0.0)
vec3 rgb = vec3 ( rgba ); // will build (0.0, 0.0, 0.0)
mat3 m3 =mat3 ( 2.0 );
mat2 m2 = mat2 ( v2, v2 ); // will build matrix with both columns
// equal (1.0, 2.0)
// build 2D identity matrix
mat2 m =mat2 ( 1.0, 0.0, 0.0, 1.0 );

Nunmmanusaims cTpyKTyp OCYIISCTBISCTCS KOHCTPYKTOPOM, WMsI KOTOPOTO COB-
rmajgaeT ¢ UMEHeM caMol CTPYKTYpHl. B KadecTBe mapaMeTpoB BHEIOMpAIOTCST 3HA-
YEHUS TeX XXe THUITOB U B TOM Xe TIOpSIAKE, B KOTOPOM OHU OBITN TIepeUNCIeHE B
OTNMMCAHNU CTPYKTYPHI.

Mpumep onncaHusi CTPYKTYpbI

Light light2 = light ( p, 0.4, vecd4 ( 1.0, 1.0, 0.0, 1.0 ) );

Pa6oTta c KOMNOHEeHTaMN BEKTOPOB U MaTpuL,

HAng 06o3HAYEHHSI KOMIIOHEHT BEKTOPOB MCIIONb3YIOTCS KOMOMHALMKU CUMBOJIOB
(Hampumep, xyz). IlockonbKy ¢ pasiMYHbBIMUA IPUMEHEHMSIMU BEKTOPOB CBS3aHBI
pasHbie MMeHa KomIiloHeHT, To B GLSL nmpeaycmorpeHbl Tpu Habopa MMEH, IIpU-
BeJieHHble B Tab. 17.4.

Tabnuya 17.4. Vicnonesyemsie B GLSL numeHa KOMMOHEHT BEKTOPOB

O6o3Ha4eHne | Ucnonb3oBaHne

(x, v,z w Ypo6Ho gna gocTyna K Bektopam, 0603HaualoLLIMM NONoXeHUe Un
HanpagsieHue
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Ta6bnuya 17.4 (okoHyarye)

O6o3HaveHne | Ucnonb3oBaHne

(r,g b, a [na poctyna K BekTopam, npeactasnsiowumM coboil 3HaueHus ueeTta

(s, t p g [ns pocTyna K BeKTopam, SBASIOLLMMCS TEKCTYPHBIMU KOOpAMHaTaMu

OO0paruTe BHUMaHWe, YTO TPEThS] KOMIIOHEHTA B TEKCTYPHBIX KOOpAWHAaTax (r) Oblia
nepeuMeHoBaHa (B p), UTOOBI HE BOZHUKIIO MYTAHUIIBI ¢ F~KOMITOHEHTOH 11BETA.

HocTyn K IOJSIM BEKTOpa OCYLIECTBISIETCS yepe3 omeparop . (Touka), Ipu ITOM
[10CJIe CUMBOJIA . MOXET CTOSATb IIPOU3BOJIbHbIN HAOOP MMEH KOMIIOHEHT, YTO I10-
3BOJISIET MEpPEeMeIlMBaTh KOMIIOHEHTbI M (Mau) ayoaupoBaTh uX. OmHAKo mocie
TOYKM TO/KHBI MATH MMEHA MOJei U3 OMHOM M TOH Xe Ipymmbl. TakuM obpasom,
3aMUCh v.xgp HEAONYCTHMA, TaK KaK B HEil eCTb MMEHA U3 BCEX TPEX IPYILI MMEH.

Yxazanne Habopa WMEH TIojIelt TTociie CUMBOJIA . TIPEOCTABIISACT eIle OANH CITO-
€00 (TTOMIMO KOHCTPYKTOPOB) JIJIST TIOCTPOCHUST OMHUX BEKTOPOB M3 APYIHX.

KpOMC TOIr0o, KOHCTPYKIUMU ¢ UMECHAMU HOoJIEH IIOCIe CUMBOJA . MOIYT HaXOIUTb-
Cd U B JIEBOM 4acTu OII€paropa IpucBauBaHuA, o0ecneuyuBas 3alUch TOJIbKO B
3aJaHHbIC I10JI BEKTOPA. Bor Heckonbko OPpUMEPOB UCIIOJIb30BAHUA HONEH.

{ MpuUMepbI NPaBMALHOIO MCNONBL30BAHNS UMEH NONIEN BEKTOPOB

vecd vd (1.0, 2.0, 3.0, 4.0 );

float f 1= vd.x; // all values f1, f2 and f3 will receive the
float f2 = vd.r; // same component of v

float f3 = vd.s;

vec3 v3 = vid.xzy;

vecd v = vd.wzyx;

vec3 ve = vid.zZxx;

ve.xz = 1.0;

MpuMepbl HenpaBUNBLHOIO UCMONb30BaHUA UMEH NMoNnel BEKTOPOB

ve.xx = 1.0; // mBa pasza MCIHOJb3yeTCs KOMIOHEHTa X
vée.xy = vec3 ( 1.0, 1.0, 2.0 ); // HecoBHnameHue pasMepoB
vec2 vl = v5.xgbt; // WCHOJIBEBYIOTCS MMEHAa I[IOJIel U3

// PABIMUHBEIX DPYIII

I[J'[SI OOCTyIMna K KOMITOHEHTAM BEKTOPOB MOXHO TaKXKE€ HMCITOJIb30BATHL WHIECKCA-
OUI0. BeKTOp TPAKTYETCA KaK MACCUB N3 COOTBETCTBYIOIIIECTO YNCIIa SJIEMEHTOB (2,
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3 unu 4) U, KaK U JUIsl OOBIYHBIX MAacCHUBOB, MHJEKCALIUS HAaYMHAeTCsl ¢ Hyas. Ta-
KMM obpa3oM, o0e 3amucu v [0] M v.x OTHOCITCSI K OJHOMY U TOMY 3Xe
(mepBoMy) 3JIEMEHTY BEKTOpa.

Hnst gocryna K s/eMeHTaM MaTpulbl IIPUMEHSIETCS MHIEKCUPOBAaHUE, [PU ITOM
3a/laHue TOJIbKO TEPBOM KOMITOHEHTHI BO3BpAIllAeT COOTBETCTBYIOIIUM cTONGEI
Marpuubl, T. €. Marpuua paszmepa N TpakryeTcs Kak maccuB u3 N BeKTOPOB-
CcTONIOIOB (CcOCTOSIIIUX KaXABIM mu3 N smemeHToB). KpaliHemy jieBoMmy CTONOIY
COOTBETCTBYeT MHIAeKC O, T. €. HyMepalMs CTOAOLIOB MPOMCXOIUT CIeBa HAIPABO.
ITpu nByx WHAeKcax MEepBbIM M3 HUX BBIOUpaeT cTojnbell MaTpUllbl, a BTOPO —
aJIeMeHT U3 croubua. Jlasee mpuBeaeHbl IPUMEPBL pAOOTHI ¢ MATPULIAMU.

Mpumepb! 06paLLeHUs K MaTpuLe U ee dIeMeHTaM

mat4 m;

m [1] = vecd ( 0.0 ); // set second column to zeroes
m [0][O0] = 1.0; // set top left element to one
m [2][3] = 2.0;

Pa6ora co cTpyktypamu

Kak u mnst BeIOOpa Tostelt BeKTopa, I 00palieHnus K TOJISIM CTPYKTYPHI MCTIOThb-
3yercs omneparop . (Touka).

BooOGiiie K cTpykTypam NMpUMEHMMbI TOJIBKO TPU OIeparopa: obpalieHue K MO0
(.), cpaBHeHUE (== W !=) U MpUCBauBaHue (=).

CpaBHeHNE CTPYKTYP TPAKTyeTcs KaK ITOKOMITOHEHTHOE CpaBHEHWE BCeX TOJICH.

OCHOBHbIe onepauun Hag BeKTtopamMmum n maTpudammn

BonbLiMHCTBO omepaluii Hal BEKTOpaMM U MaTpuliaMu (3a HeOOJbILUM YMCJIOM
WUCKITIOUEHU) SIBISIOTCSI TTOKOMITIOHEHTHBIMU, T. €. OHM HE3aBUCHMO BBITTONHS-
I0TCS ISl KaKA0M mapbl COOTBETCTBYIOIIMX KOMIOHEHT (puc. 17.2 u 17.3).

HckiroueHueM 13 npaBuiia SIBISIIOTCS OINEPALUU YMHOXEHUSI MATPULbl HA BEK-
TOp, BeKTOpa Ha MaTpully W Mmarpullpl Ha matpuny (puc. 17.4 w 17.5). Hns ux
BBIIOJHEHUS HEOOXOAMMbI OIpeae/IeHHbIe YCIOBUS, HAKIAAbIBAEMbIe HA Pa3Mephl
onepaHnosB (cm. Ipunroxcenue ).

q)YHKHI/IH dot CIYKUT IJI BBIYUCIICHHUS CKASIDHOIO MMPOU3BEACHUS BEKTOPOB.

B ciyyae yMHOXeHHSI BeKTopa Ha MATPHUILy BEKTOp TPaKTyeTcs Kak CTpoKa, YMHO-
>kaemast ciepa Ha marpuiy (puc. 17.6). Camu e 3Tu onepauuu MOJHOCTbIO 3K-
BUBAJICHTHBI OITepaliisM, BBOIUMBIM B Kypce JTWHEWHON aareOphl.
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Bce YHapHBIE ONEpalu BBIMTOJIHAIOTCS TOJIBKO IMTOKOMITOHEHTHO.

vec3 u,v;
v.x = u.x + f£;
float f;
DKBUBAJICHTHO v.y = u.y + f;
v.z = u.z + f;
v =u + f£; i
Puc. 17.2. lNpumepbl MOKOMMOHEHTHLIX ONepaLuni
vecd a,b; c.Xx = a.x * b.x;
vecd c; c.y = a. * b.y;
! DKBUBAJICHTHO Y 7 . 77
c.z = a.z b.z;
c =a * b; cC.w = a.w * b.w;

Puc. 17.3. Ewe ogH npumMmep NOKOMMNOHEHTHON onepaumn

vec3 u,v;

mat3 m; v.x = dot (u, m [0] );
’ JKBUBAJICHTHO v.y = dot ( u, m [1] );
v.z = dot ( u, m [2] );

Puc. 17.4. lNpyumep yMHOXEHNS MaTPULbl HA BEKTOP

mat2 a,b; c[0].x = a[0].x*b[0].x + a[l].x*b[0].x;
mat2 c; cl[ll.x = a[0].x*b[1].x + a[l]l.x*b[1l].y;

OKBHBATCHTHO | L 10] v — 4[0].y*b[0].x + all].y*b[0].y;
c=a* b; c[l]l.y = al0].y*b[1l]l.x + a[ll.y*b[1l].y;

Puc. 17.5. YMHOXEHME MaTpuLbl HA MaTpULy

;2:3 ri,-v; v.x = m[0] .x*v.x+m[1] .x*v.y+m[2] .x*V.z;
! OKBUBaAJIEHTHO |V.y = m[0].y*v.x+m[1l].y*v.y+m[2].y*Vv.z;
. v.z = m[0].z*v.x+tm[1l] .z*v.y+m[2] .z*Vv.z;
v = u m;

Puc. 17.6. YMHOXEHNE BEKTOPA HA MaTPULLy
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CraHpapTHble NepeMeHHble

M nnst BepiMHHOTO, W s (pparMeHTHOTO 1leiepoB ompeneseHbl HEKOTOpbIe
CTaHJAPTHBIE TIepeMEHHbBIC, KOTOpble HE TPEOYIOT HUKAKUX OOBSBICHUM, UX TUII
W CMBIC]T 3apaHee ompenejeHbl. Bce MMeHa CTaHAApTHBIX MepeMEHHBIX HauWHa-
foTcs ¢ pedukea gl .

CneuunanbHble NnepeMeHHble
ANA BepPLUMHHbIX LWWegepos

B KaXIOM BEPIINMHHOM Hjef/’mepe OIIPEACIICHDBI TPU CTaHOAPTHBLIC TICPEMEHHDBIC,
TIPEIACTABJICHHBIC CIICAYIOIIUMHA OOBSIBICHUSIMNA

vecd gl Position;

float gl PointSize;

vecd gl ClipVertex;

Bce onm gBinstoTcs TTOOATHLHBIMU, T. €. JOCTYITHBI B JTIOOOM MecTe BEPITMHHOTO
meiinepa u He TpeOYIOT OOBSIBICHUS.

Tpu oty nepemeHHble (Tabja. 17.5) AOCTyIHbI TOJbKO B BEpPLIMHHOM Lieiaepe u
HUMEIOT ClIeAyloliee MpeaHasHaueHue:

OB gl Position HOJIKHBI OBITH 3aITUCAHBI OOJHOPOAHBIC KOOPpANMHATBHI BEPIINHDI.
BTa TIEPEMEHHAA TOCTYITHA TAKXKE W IJISI YTCHUS,

O B gl PointSize IUEHAEP MOXET 3aMUcaTh Pa3Mep TOUKHU Ul pacTepu3aluu
(B mukcenax). Eciu 3anuch B 9Ty mepeMEHHYIO He MPOM3BOAMIACH, TO YTEHHUE
13 Hee JaeT HeollpeaeaeHHble 3HAYeHU;

OB gl ClipVertex MOTYT OBITH 3aMKUCAHBI KOOpAWHATBI I UCITOJIb30BaHUS C
3agaBa€MbIMU TTOJIB30BATEIIEM TIJIOCKOCTSIIMU OTCECUCHUS. YGCI[I/ITGCB, 4qToO TIEpe-
OTAHHBIC KOOPpAWHATBHI U TINIOCKOCTU OTCEYCHUS 3aJaHbl B OMHOM U TOM K€ KO-
OPAWHATHOM IIPOCTPAHCTBE.

Tabnuya 17.5. CrieunasibHele nepeMeHHbie /18 BEPLUMHHOIO Lueligepa

MepemeHHasn Tun 3anucb Yr1eHne

gl_Position vecd QObssartenbHo BoamoxHO, Ho ecnin 1o 3TOro
3anncb He NponaBoauiach, To
3HaueHue He onpepeneHo

gl PointSize float He obasatenbHa | To xe

gl ClipVertex vecid To xe To xe
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CneuunanbHble NepeMeHHble
Ana oparMeHTHbIX LWeinaepoB

Hanee TIpUBOASATCS OMUCAHUS CTEIUATBHBIX TIEPEeMEHHBIX i1 (parMeHTHOTO
meiaepa.

vecd gl FragCoord;

bool gl FrontFacing;

vecd gl FragColor;

vecd gl Fragbata [gl MaxDrawBuffers];

float gl FragDepth;

MparMeHTHBIN TIeinep TomkeH 60 oTOPOCHTh hparMeHT (KOMaHIOW discard),
100 3amucaTb ero ImapaMeTpbl B IEPEMEHHbIE gl FragColor, gl FragData H
gl FragDepth.

B mepemeHHYI0 gl FragColor ¢parMeHTHBIN Iefinep 3amuchbIBACT WTOTOBBIN
uset (B popmare RGBA) anst maHHOro ¢gpparMeHra.

B g1 FragDepth — BbIXOAHOE 3HauyeHUe [IyOuHbl Aas dparmenTa. [lpu sTom
eciv 1Ieiaep He MPOU3BOAUT 3aMUCH B 3TY TIEPEMEHHYIO, TO B KaUecTBe TYOWHbI
BBIOMpAETCs 3HAYEHUE, MOTYYEHHOe MPU PacTepPU3allMi COOTBETCTBYIOILIETO IpH-
muTtuBa. OHAKO eclid B lIeinepe MPUCYTCTBYET XOTs Obl OJHAa KoMaHaa s 3a-
MUCU B MEPEMEHHYI0 gl FragDepth (UISI KAKOrO-TO IyTU BBIIOJIHEHUS), TO
meiaep oTBevaeT 3a 3aluch B 3TY MEPEMEHHYIO, B TPOTUBHOM CJlydyae BBIXOJHOE
3HAUYEHHUE MYOMHbBI OKAXKETCS HEeompeae e HHBIM.

IlepemeHHast gl FragData SIBJSIETCS MACCUBOM BBIXOJHBIX LIBETOB LISl Pas/iny-
HbIX OydepoB. Ecnm melinep mpon3BOANT 3alicCh B TMIEPEMEHHYIO gl FragColor,
TO OH HE MOXET 3alUChiBaTh 3HAYEHMS HM B OJMH 3JIEMEHT MaccuBa
gl FragData U HaoOOpOT.

B CJIydac BBITTIOJIHEHUSA LHCVIZ[G]DOM KOMaHAbl discard 3HAYEHUS TNEPEMEHHBIX
gl FragColor, gl FragDepth U gl FragData CTAHOBATCA HE BAXHbI.

B 1oCTYnHOI TOJBKO ISl YTEHUSl IEPEMEHHON gl FragCoord COLEPXKATCI KOOP-
OWHATH (X, ¥, 7) ¥ 1/w mus Tekymiero ¢bparMeHTa OTHOCUTETHFHO OKHA. DTH 3Ha-
YEHMS [10JyYaroTcsl MyTeM UHTEPHONSILMU IIPU pacTEPU3ALUU COOTBETCTBYIOLIEIO
MPUMUTHBA. Z-KOMMOHEHTAa 3TOW TEepeMEeHHON COAepXUT 3HaueHue TIYOUHBI,
KOTOpOE OyleT UCIOJb30BAHO, €C/IM lleijep He [POU3BOJMUT 3aluch B
gl FragDepth.

®parMeHTHOMY TIIeliepy TakKe MOCTYITHA (TOJMBKO I UTeHWsT) OyieBa Tepe-
ME€HHad gl FrontFacing, [IPUHUMAIOIIAA 3HAYCHUE true, €CIU (bparMeHT apu-
HaJJIEXKUT JUlleBOMY TTpUMUTHBY. CBOMCTBaA BCeX CMElUATbHBIX MEPeMEHHBIX IS
dparmeHTHOrO LIeiiaepa cBeaeHbl B Taba. 17.6.
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Ta6nuya 17.6. CneuuarnbHbie NepeMeHHbIe 41 hparMeHTHOro Lwengepa

MepemeHHasn Tun 3anncb YreHne

gl FragCoord vecd Het Ha

gl FrontFacing | bool Het Ha

gl_FragColor vecd QObssatenbHa, ecnu BoamoxHo, HO ecnu oo
doparMeHT He oTbpachl- | 3TOro 3anucb He NPOU3BO-
BaeTcH Aunacb, To 3HaYeHue He

onpegeneHo

gl FragData vecd [] O6nazaTenbHa, ecnu To xe
doparmMeHT He oTbpachi-
BaeTCs U HE NPOU3BO-
auTcs 3annchb B
gl FragColor

Gl FragDepth float He obsasaTtenbHa To xe

3HaveHUs 1[BETA U TJYOMHBI MOCe 3alUCU B COOTBETCTBYIOIINE BBIXOIHBIEC Mepe-
MEHHBIE aBTOMaTHYecKM OTceKaroTcs 1o oTpesky [0, 1].

CTaHp,apTHble KOHCTaHTbI

KaxioMy wieiiiepy n1OCTYIIeH psii KOHCTAHT, ONPEESIONIMX OrpaHUYeHus, Ha-
KJIaJblBa€Mble KaK CaMUM IpaduuecKUM YCKOpUTeJNeM, TaK M ApaiBepoM s
Hero (daxkrtuuecku mogaepxkka GLSL obecneuuBaeTcsi UMEHHO uepe3 apaiiBep).
Bort ux npumepsl.

CtaHpapTHble KOHCTaHThLI B GLSL

const int gl MaxLights; // >= 8
const int gl MaxClipPlanes; // >= 6
const int gl MaxTextureUnits; /] >= 2
const int gl MaxTextureCoords; /] >= 2
const int gl MaxVertexAttribs; // >= 16

const int gl MaxVertexUniformComponents; // >= 512
const int gl MaxVaryingFloats; // >= 32
const int gl MaxVertexTextureImageUnits; // >= 0
const int gl MaxCombinedTexturelmageUnits; // >= 2
const int gl MaxTexturelImageUnits; /] >= 2
const int gl MaxFragmentUniformComponents; // >= 64

const int gl MaxDrawBuffers; // >= 1
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CraHpapTHble aTpubyThI
ANA BepLUMHHOrO Wwengepa

CymiecTByeT olpefeleHHBIN Habop aTpmOyTOB, Beeraa MOCTYITHEBIX BEPITHHHOMY
mettnepy. Jlamee puBeaeHB UX OTTUCAHMS.

CtaHpapTHble aTpubyThl ANA BEPLUMHHOIO Wenaepa

attribute vec4 gl Color;
attribute vec4 gl SecondaryColor;
attribute vec3 gl Normal;
attribute vecd gl Vertex;
attribute vecd4 gl MultiTexCoord0;
attribute vecd4 gl MultiTexCoordl;
attribute vecd4 gl MultiTexCoord2;
attribute vecd4 gl MultiTexCoord3;
attribute vecd4 gl MultiTexCoord4;
attribute vec4 gl MultiTexCoord5;
attribute vecd gl MultiTexCoord6;
attribute vecd4 gl MultiTexCoord7;
attribute float gl FogCoord;

ATpuOyTBHL g1 Color M gl SecondaryColor COLEPXKAT B c€0¢ OCHOBHOM U [OMNOJI-
HUTEbHBIA (BTOPUYHbIN) LBETA B TEKYLLUEH BepUIMHE, gl Normal — BEKTOP HOp-
MaJIM B TEKYLIEH BEpLUMHE, gl Vertex — KOOPAMHATHI CAMOM TEKYLUEW BEPLUMHBI,
gl MultiTexCoordN — TEKCTYPHBIC KOOPIWHATHI [JIA onoka N, gl FogCoord —
BEJIMYMHY 3aTyMaHMBaHUs TEKYIIEH BEPLIMHBDI.

CTaHHapTH ble uniform-nepemeHHble COCTOAHMA

Taxxke s wmeinepos Ha GLSL poctyneH Habop uniform-TiepeMEHHBIX, COAEP-
kamux B cebe mapameTpbl coctossHust OpenGL. OcHOBHBIE M3 HUX ITPUBEIACHBI
nanee.

OCHOBHbIE MaTpUYHbIe uniform-NnepemMeHHbIe

uniform mat4 gl ModelViewMatrix;
uniform mat4 gl ProjectionMatrix;
uniform mat4 gl ModelViewProjectionMatrix;

uniform mat4 gl TextureMatrix[gl MaxTextureCoords];
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uniform mat3 gl NormalMatrix; // transpose of the inverse of the
// upper leftmost 3x3 of gl ModelViewMatrix

uniform mat4 gl ModelViewMatrixInverse;

uniform mat4 gl ProjectionMatrixInverse;

uniform mat4 gl ModelViewProjectionMatrixInverse;

uniform mat4 gl TextureMatrixInverse[gl MaxTextureCoords];

uniform mat4 gl ModelViewMatrixTranspose;

uniform mat4 gl ProjectionMatrixTranspose;

uniform mat4 gl ModelViewProjectionMatrixTranspose;

uniform mat4 gl TextureMatrixTranspose[gl MaxTextureCoords];

uniform mat4 gl ModelViewMatrixInverseTranspose;

uniform mat4 gl ProjectionMatrixInverseTranspose;

uniform mat4 gl ModelViewProjectionMatrixInverseTranspose;

uniform mat4 gl TextureMatrixInverseTranspose[gl MaxTextureCoords];

Bce atn mepemeHHbIe comepXaT B cebe Kak cranmapTHbie Matpullsl OpenGL, Tak
U UX TPAHCIIOHUMPOBAHHbIE U (UJIM) OOpallleHHbIE BAPUAHTHL.

[MapameTpsl, 3agawouiue npeodpaszosaHue rayouHbl B orpesok [0, 1], npeacrapie-
HBI B BUIE CTPYKTYPHI.

MapameTpbl NpeoGpasoBaHNs rMyGUHDI

struct gl DepthRangeParameters
{

float near; // n
float far; // £
float diff; // £ -n

}i
uniform gl DepthRangeParameters gl DepthRange;

HMudopmaiiys o mIOCKOCTIX OTCeYeHMS MPEacTaBlIeHa B BUAE MACCUBA YEThIpeX-
MEpHBIX BEKTOPOB, T¢ KaKIOH TIIOCKOCTH COOTBETCTBYET BEKTOP M3 KOADGUIIN-
€HTOB €€ YpaBHEeHMUSI.

MapameTpbl NIOCKOCTEN OTCeUEHNSs

uniform vecd4 gl ClipPlane[gl MaxClipPlanes];
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[Mapamerpbl, 3amarolie CBOMCTBA TOUKM (CM. pacllUpeHue

TaKkKe MOCTYITHEI B BUIE CTPYKTYPHI.

ARB_point_parameters),

CBoKCcTBa TOUYKHU

struct gl Po

{
float
float
float
float
float
float
float

i

uniform gl P

intParameters

size;

sizeMin;

sizeMax;

fadeThresholdSize;
distanceConstantAttenuation;
distancelinearAttenuation;

distanceQuadraticAttenuation;

ointParameters gl Point;

Ilefinepsl TakKe WMEIOT MOCTYIT K CBOMCTBAM Marepuaia, TpeicTaBIeHHBIMH B
BUIE CTPYKTYPhI.

! MepemeHHbIe, coaepxalme CBOCTBA MaTepuana

struct gl Ma
{
vec4d
vec4d
vec4d
vec4d
float
}i

uniform gl MaterialParameters

uniform gl MaterialParameters gl BackMaterial;

terialParameters

emission;
ambient;
diffuse;
specular;

shininess;

gl FrontMaterial;

AHAJIOTHYHBIM 00pa3oM JOCTYITHA WH(OpMAITAsS 00 MCTOYHUKAX CBETA.

MepemeHHble, coagepKallyme CBOWCTBa MICTOYHUMKOB cBeTa

struct gl Li
{

vecd

ghtSourceParameters

ambient;
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vec4d
vec4d
vec4d
vec4d
vec3
float
float
float
float
float
float
i

uniform gl LightSourceParameters gl LightSource[gl MaxLights];

diffuse;

specular;

position;
halfVector;
spotDirection;
spotExponent;
spotCutoff;
spotCosCutoff;
constantAttenuation;
linearAttenuation;

quadraticAttenuation;

KpOMC CBOUCTB UCTOUYHUKOB CBETA JOCTYITHA I/IH(bOpMaHI/ISI O MOICIN OCBCHICHUSA

" BCITOMOTATECJIbHBIX BEJINYNHAX, YI[O6HBIX IUTST pacdye€Ta OCBCIICHHOCTH.

MapameTpbl MOAENMN OCBeLUEeHUSA

struct gl LightModelParameters

{

vecd ambient;

bi

uniform gl LightModelParameters gl LightModel;

struct gl LightModelProducts

{

vecd sceneColor;

bi

// Derived. Ecm + Acm * AcCS

uniform gl LightModelProducts gl FrontLightModelProduct;

uniform gl LightModelProducts gl BackLightModelProduct;

struct gl LightProducts

{

vecd ambient;

vecd diffuse;

vecd specular;

bi

uniform gl LightProducts
uniform gl LightProducts gl BackLightProduct

gl FrontLightProduct

[gl MaxLights];
[gl MaxLights];
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Eme omHUM TUTIOM JOCTYITHOW WH(OPMAIIUH ABISIOTCS TTapaMeTphl aBTOMAaTude-
CKOTO BBIUUCJICHUS TEKCTYPHBIX KOOPAMHAT (ISl KAXKIOrO TEKCTYPHOTO OJIOKA).

i MapameTpbl aBTOMaTUYECKOFO BbIYNCNEHNS TEKCTYPHbLIX KOOPAMHAT M LBeTa
{ ANsl TEKCTYPHbIX 6IIOKOB

uniform vec4 gl TextureEnvColor [gl MaxTextureImageUnits];

uniform vec4 gl EyePlaneS gl MaxTextureCoords];

uniform vec4 gl EyePlaneT gl MaxTextureCoords];

uniform vec4 gl EyePlaneR gl MaxTextureCoords];

’

uniform vec4 gl ObjectPlaneS gl MaxTextureCoords];

uniform vec4 gl ObjectPlaneT gl MaxTextureCoords];

uniform vec4 gl ObjectPlaneR gl MaxTextureCoords];

’

[
[ ]
[ ]
[ ]
uniform vec4 gl EyePlaneQ [gl MaxTextureCoords]
[ ]
[ ]
[ ]
[ ]

uniform vec4 gl ObjectPlaneQ

gl MaxTextureCoords

[lpu momolu ele ogHON CTPYKTYPhl MPEACTaBlIeHbl HapaMeTphl IS BblUMCIIe-
HMS TyMaHa.

i MapameTpkl ANsA BLIYUCNIEHNS TYMaHa

struct gl FogParameters
{
vecd color;
float density;
float start;
float end;
float scale; // Derived: 1.0 / (end - start)
}i
uniform gl FogParameters gl Fog;

Varying-nepemeHHble

KpoMe uniform-nepeMeHHbIX CYIIECTBYeT TaKXKe CTaHIAPTHBIA HA0Op varying-
TTepeMEHHBIX, TIepeUnCcICHHBIX aaee.

! CTaHaapTHbIe uniform-NepeMeHHbIe

varying vec4 gl FrontColor;

varying vec4 gl BackColor;
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varying vec4 gl FrontSecondaryColor;

varying vec4 gl BackSecondaryColor;

varying vec4 gl TexCoord []; // at most will be gl MaxTextureCoords
varying float gl FogFragCoord;

varying vec4 gl Color;

varying vec4 gl SecondaryColor;

varying vec4 gl TexCoord []; // at most will be gl MaxTextureCoords

varying float gl FogFragCoord;

CraHpapTHble hyHKLUN

IMTporpammam Ha GLSL (kak BepIIMHHBIM, TaK U (pparMeHTHBIM) NOCTYIIEH 1ie-
JIBIY PSIZT BCTPOEHHBIX (PYHKITUH.

Hx MoxHO PasgciauTb Ha CJI€AYIOIME KIACChI:

O ¢yHKINN, peaTn3yomne HeMoCPeICTBEHHYIO paboTy ¢ TpadIecKuM YCKOPH-
TesieM (HarpuMep, JOCTYIT K TEKCType);

O dyHKUMM, BBIIOHSIONIME OObIYHBIC MPOCThIE oepaluu (HAmIpuMep, clamp,
mix M T. II.), KOTOPbI€ XOTS U OYE€Hb IPOCTbI, HO O4YE€Hb YaCTO BCTPEUAIOTCS U
MOIYT UMETb alllapaTHyIO MOAAEPKKY;

O ¢yHKINNA, KOTOPBEIE MOTYT, HAYMHAs ¢ KaKOTO-TO MOMEHTa BPEMEHH, TIONY-
YUTH aIlmapaTHYIO TIOIIEPKKY.

MHorue 13 HMX IIOXOXH HAa CBOM aHAIOrU B C, OJHAKO B KAd4Y€CTBEC ApryMEHTOB
NPUHUMAIOT HE TOJIbKO CKAJIAPHbIC, HO MU BEKTOPHbIC 3HAYCHMA.

B Tabn. 17.7 B xadectBe Tuma 7 MOXeT OBITH JIOOOH W3 CASAYIOIINX TUIIOB:
float, vec2, vec3 U vecd. TunmoM M MOXeT BbICTyNaTh J00O0K U3 MaTPUUYHBIX:
mat2, mat3 U mat4.

TpuroHomeTpuyeckune cpyHKLUN
n coyHKUUM gna paboTbl € yrnamm

Bce tpuroHoMerpuyeckue dhyHKIUU (Tadm. 17.7) paboTtaloT ¢ yriamu, BbIpaxKeH-
HBIMI B pajiiaHax.

Ta6nuya 17.7. TpuroHomeTpudeckue byHKLUNN 1 QPyHKLUMM AJ151 paboTbl C yriiamim

®yHKLMA OnucaHne

Tt [deg
180

T radians ( T deg ) | lNepeBog yrna U3 rpafycoB B paguaHbl, Bo3BpallaeT
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Ta6bnuya 17.7 (okoHyarve)

DyHKUMA

OnucaHmne

T degrees (

T radians

)

MepeBog, yrna us paguaH B rpagychbl, Bo3BpallaeTt
180 radians

T

T sin ( T angle ) BbuucneHue cuHyca yrna (3aiaHHoro B pagmaHax)

T cos ( T angle ) BbuuncneHue kKocuHyca yrna

T tan ( T angle ) BobluucneHue TaHreHca yrna

T asin (T x ) BbluncneHne apkcuHyca BesIMvMHbl, pesynbTat npuHag-
nexur otpesaky [—n/2, n/2]. PeaynbTar He onpegeneH
ons | x|>1

T acos (T x) BbluncneHne apkkocuHyca BeSIMUUHLI, Ppe3ynbTaT npu-
Hagnexut otpesky [0, nt]. PeaynbTat He onpegeneH ans
| x| >1

T atan (T vy, T x ) BbluncneHne apktaHreHca y/x, 3HaKn apryMeHToOB
onpegnensioT, B KAaKkOM KBagpaHTe NIeXUT yron.
Pesynbtat npuHagnexur otpesky [—n, 7]

T atan ( T y_over_x ) BbluncnseT apktaHreHc BeSIMYUHbl y_over X.

Pesynbtat npuHagniexut otpesky [-n/2, n/2]

SKcnoHeHUuanbHbie PYHKLMN
(Bo3BepeHmne B cTeneHb, HaxoXxaeHue norapmcmMoB)

Bce stu dyHkmu (tadn. 17.8) BHIMOJHAIOTCS TTOKOMITOHEHTHO.

Tabnuuya 17.8. SKcrioHeHUnasbHble oyHKUNN

DyHKUMA OnuncaHue
Tpow (Tx, Ty) Bbluucnset x.
Peaynbtat He onpegeneH, ecnn x<0wmx =0umny<0
Texp (T x) Bbluucnser &
T log (T x) Bbluncnser Inx

Pesynbtat He onpegerneH gnist x< 0
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Ta6nuya 17.8 (okoHyarye)

DyHKUMA OnuncaHue
T exp2 (T x ) Bbluucnger 2*
T logz (T x ) Bobluucnser logox
PeaynbTat He onpegeneH gna x< 0
T sqgrt (T x )

Bbluncnser «/; .

PesynbTat He onpegeneH gns x <0

T inversesqgrt

(T x )

Bbluucnser / .
Jx

Pesynbtat He onpegerneH gyt x< 0

DyHKLMN o6Lero Ha3HauYeHus

Bcee oty dyHkimu (tada. 17.9) aBasioTcs NOKOMIOHEHTHbBIMMU.

Tabnuya 17.9. QyHkuum obLero HasHa4eHus

DYyHKUMA OnucaHne
T abs (T x ) Bowucnser | x|
T sign (T x ) Bosepawaer —1, ecnu x < 0; 0, ecrm x=0; 1, ecrm x>0
T floor (T x ) BosBpalLiaeT HanbonbLLee Lienoe, He NpeBocxoaALLiee X
T ceil (T x ) BosBpallyaeT HaMeHbLLEe Liesioe, He MeHbLLUee, YeM X
T fract ( Type x) BosBpawyaet gpobHyto yacTb X.
Peaynbrat paseH x — floor(x)
T mod ( T x, float y ) | Bosepawaet x— y- floor(x/y)
Tmod (T x, Ty) Bosspawaet x— y - floor(x/y)
Tmin (T x, T y) BosBpalyaeT MUHUMYM U3 ABYX BESMUUH
T min ( T x, float y )
Tmax (T x, T y) BosBpalyaeT MakcuMyM U3 LBYX BESTUHUUH
T max ( T x, float y )
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Ta6bnnya 17.9 (okoHyarye)

DyHKUMA OnuncaHue
T clamp ( T x, T Bosepaluaet min(max(x, minValue), maxValue).
minval, T maxVal) .
DaKTUYeCKU NepBblii apryMeHT oTceKaeTcsl Mo OTPE3Ky
T clamp (T x, float [minValue, maxValue]
minval, float maxVal)
Tmix (T x, Ty, Te a ) | Bosppawaerx-(1—a)+y-a
Tmix (T x, T vy,
float a )
T step (T edge, T x ) Bosepawuaet 0,0, ecnu x < edge
T step ( float edge, Bosspawaet 1,0 B npoTusHOM ciyyae
T X )
T smoothstep ( T Bosepaluaert 0,0, ecnu x < edge0.
edge0, T edgel, T x )
Bosepaluaer 1,0, ecnu x > edgel.
T smoothstep ( float
edge0, float edgel, Ha uHtepeane (edge0, edgel) ucnonbayetcs uHtepno-
T x ) nauua dpmMuTa.

DOyHKLUS onucbiBaeTcs criegyowumM parMeHToM
Koga:

T t = clamp ((x-edge0)/ (edgel-
edge0),0.0,1.0);

return t*t*(3-2*t);

Mocaenusist GyAKINS smoothstep UCTONB3YET WHTEPTONSIINIO DpMUTA [UTS TIIaf-
koro nepexoja ot 3Hauenusa 0,0 x 1,0. Ha puc. 17.7 npuBeneH ee rpadux.

1,0

edgel edgel

Puc. 17.7. Npaduk dyHKUMKM smoothstep
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FeomeTpuueckue cpyHkunn

Bce reomerpuueckue ¢yHkiuu (tadn. 17.10) pabortaeT HemocpencTBEHHO € BeK-
TOpamu, T. €. He IBJISTIOTCS TTOKOMITOHEHTHBIMU.

Tabnuya 17.10. [eomeTpudeckme pyHKLNN

DyHKUMA

OnucaHmne

float length ( T x)

BosBpalliaeT anuHy BekTopa X

float distance ( T pO, BosBpalyaeT pacctosHue mexgy Toukamu pO m pi, 1. e.
T pl ) length ( pO — p1)
float dot (T x, T y ) BoazBpaluaeT ckansipHoe Npou3BefeHne apryMmeHToB

vec3 cross (vec3 x,

Boespau.l,aeT BEKTOPHOE Npouns3seneHmne aprymMmeHToB

float eta)

vecl3 y )

T normalize ( T x ) BosBpaluaeT eguHUYHBINA BEKTOP, HANpPaBEHHbIA B Ty
e CTOPOHY, YTO 1 X

vecd ftransform () MoxeT ncnonbaoBaTbcsi TOSIbKO B BEPLLUUHHOM LLeige-
pe. BosBpalaeT npeobpa3oBaHHyio TEKYLLYIO BEPLUMHY
TakuM xe obpa3om, Kak 1 CTaHZapTHbIl KOHBEEp
OpenGL

T faceforward ( T N, T Bosepaluaet N, ecnu dot (I, Nref) < 0.

I, T Nref )
WHaue BosBpaltaetca —N

T reflect ( T I, T N ) | Bosgpawaer otpakeHme BekTopa | 418 HOPMAaU B TOu-
ke N, 1. e. -2 - doi(l N) - N.
Bektop N gonxeH 6biTb eAUHUYHBIM

T refract (T I, T N,

BoazBpaluaet npenomneHHsblll BekTop /, rge N — 3T0
BEKTOp HOpManu, a efa — OTHOCUTESbHbIN KO3dppuLm-
€HT npenioMeHNs.

[JeiictBue cpyHKUMM onucbiBaeTca criegyowum dopar-
MEHTOM Koga:

k=1.0-eta*eta* (1.0-dot (N, I)*dot(N,I))
if ( k< 0.0)

return T ( 0.0 );
else

return eta*I-
(eta*dot (N, I)+sqgrt (k))*N

q)YHKLU/IH ftransform OOBIYHO TIPpUMEHACTCA B TOM CJIydae, Koraa HeoOXoIuM
PEHACPUHT B HECKOJIBKO TIPOXOA0B, MPHUIYEM HAaCTh U3 HUX OCYHIECTBIISIETCA YEPE3
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CTaHAAPTHEINA KOHBeliep. Mcnonb3oBanue 3Toi (yHKIMW TTO3BOJISIET BEPIIMHHO-
My LIeHepy BO3BpaIaTh TO Xe caMOe 3HAYeHWe ISl gl Position, YTO U B OC-
TAJIBHBIX TIpoxomax. B m3BecTHOM cMmbicie sBisieTcd aHajgoroM onumu ARB
position_invariant Juisi BepIIMHHBIX MporpaMm (cm. eaagy 15).

MaTtpuuHbie pyHKLMN

EnuHcTBeHHas MaTpuuHasi GyHKIIMS TIpejicTaraeHa B Tabn. 17.11.

Tabnuya 17.11. MatpuydHbie ¢oyHKLUM

®yHKLMA OnucaHue

M matrixCompMult ( M x, My ) BoaBpallaeTt nosnemMeHTHoe npousBedeHue
JABYX MaTpuL,

®YHKLUMMN AN cpaBHEeHNs BEKTOPOB

HanAble GYHKIINHA CITYKAT TS TIO3JIEMEHTHOTO CPaBHEHMS BEKTOPOB, MTOCKOIBKY
CTaHAApTHBIE OMEPATOphbl CpaBHEHUS (<, >, <=, >=, ==, !|=) pabOTAIOT TOIbKO CO
CKaJISIPHBIMYA apTYMEHTaMU.

B Taba. 17.12, conepxanieil (pyHKIIMU cpaBHEHUSI BEKTOPOB, yepe3 vec 0OO3Ha-
YyeH JI000il BellleCTBEHHO3HAYHBIA BEKTOp (vec2, vec3 U vecd), Uyepe3 ivec 000-
3HaYeH JO0O0U BEKTOp C IUEJNOYMCIEHHBIMU KOMIIOHEHTaMM (ivec2, ivec3 U
ivecs).

Yepes bvec 0003HAYEH J11000H BEKTOP M3 JOICMYECKMX 3HAYEHUM, T. €. BEKTOpP
OJIHOTO U3 CJIEAYIOIIUX TUTIOB: bvec2, bvec3 WIN bvecs.

Tabnuya 17.12. OyHKUWY 1 CpaBHeHNs BEKTOPOB

DyHKUMA OnucaHune

bvec lessThan ( vec x, vec y ) BoaBpalyaet pesynbrart noase-

bvec lessThan ( ivec x, ivec y ) MEHTHOIo cpaBHeHUA onepaH-
JOB X<y

bvec lessThankqual ( vec x, vec y ) BbinonHseT nosnemeHTHoe

bvec lessThanEqual (ivec x, ivec y ) CpaBHeHue X < y

bvec greaterThan ( vec x, vec y ) BrinonHsAeT nosnemMeHTHOE

bvec greaterThan ( ivec x, ivec y ) CpasHeHue x> y

bvec greaterThanEqual ( vec x, vec y ) BbinosiHAEeT noasnieMeHTHoe

bvec greaterThanEqual ( ivec x, ivec y ) CpaBHeHUe X = y
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Ta6bnnya 17.12 (okoHuyaHue)

DyHKUMA OnucaHune
bvec equal ( vec x, vec y ) BbinonHseT nosnemeHTHoOE
bvec equal ( ivec x, ivec vy ) CpasHeHue x==y

bvec equal ( bvec x, bvec vy )

bvec notEqual ( vec x, vec y ) BbinonHseT nosanemMeHTHoe

bvec notEqual ( ivec x, ivec y ) CpaBHeHUe x '= y

bvec notEqual ( bvec x, bvec y )

bool any ( bvec x ) BoaBpalyaet true, ecnm xots
6bl 0fiHa KOMMOHEHTa X NPUHI-
MaeT 3HauveHue true

bool all ( bvec x ) BosBpalyaet true, ecnu Bce
KOMMOHEHTbI X MPUHUMAIOT 3Ha-
YeHune true

bvec not ( bvec x ) BosBpallaeT NOKOMMOHEHTHOE

nornyeckoe otpuuaHue x

DyHKUUN
ANA AocTyna K Tekctypam

Bce stu ¢pyHkuuu (tadn. 17.13) gocTynHbl Kak ¢pparMeHTHbIM, TaK U BEPLIMHHBIM
weigepaMm. CuMraercs, 4To BCe IapaMeTpbl TEKCTYypbl (pasmep, ¢opMmaT U T. IL.)
onpenenaeHsl cpeacrBamu OpenGL.

Yepes bias obo3HAYeH HeoOs3aTeNBHBIN TMapaMeTp, JOCTYITHBIM TOJNBKO ¢par-
MEHTHBIM ImelimepaM. Ecim oH 3amaH, TO TIpM BBIYMCICHWHN BEJIWYWHBI LOD OH
JIo0aBIgeTcsl K BBIYMCICHHOMY 3HAYeHWIO Tiepel obpalieHneM K Tekctype. Ecmm
€ro HeT, To obpalleHne K TeKCType TTPON3BOINTCS CTAaHAAPTHBEIM 00pa3oM.

Bce ¢yHKuMM, MMEHA KOTOPBIX 3aKaHYMBAIOTCSA HA Lod, MpeIHa3HAYEHbl TOJbKO
JUIS BEPIUMHHBIX I1LEeHIepOB, P 3TOM MapaMeTp lod 3a4aeT YpOBEHb AeTalIM3a-
LIMU.

Eciu B uMeHu ¢hyHKIIMHU TIpUCYTCTBYeT cy(dUKC Proj, TO Tepea odpalieHueM
TEKCTYPHBIE KOOPIAUHATHI ACJSITCS HA CBOIO TIOCIETHIOK KOMITOHEHTY.
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Tabnuya 17.13. QyHkuyum 418 JocTyna K TekcTypam

DYyHKUMA OnucaHne

vecd texturelD (samplerlD WcnonbayeT napametp coord Ana gocTty-
sampler, na K ofHOMepHoIA TeKCType, 3aJaBaeMoii
float coord [, float bias] ) napameTpoMm sampler

vecd texturelDProj (samplerlD B Proj-eepcun 41a uHgekcaumm TeKCTypbl
sampler, ncnosib3yeTcd BeJindnHa

coord.s/coord.t

vec?2 coord [, float bias]

vecd texturelDProj (samplerlD

sampler,

vecd coord [, float bias]

vecd texturelDLod (samplerlD

sampler,

float coord, float lod)

vecd texturelDProjLod (samplerlD

sampler,

vec?2 coord, float lod)

vecd texturelDProjLod (samplerlD

sampler,

vecd coord, float lod)

vecd texture2D (samplerzD WcnonbayeT napametp coord Ana gocTty-
sampler, na K gByXMepHoil TeKCType, 3afaBaeMoil
vec2 coord [, float bias] ) napameTpoM sampler

vecd texture2DProj (sampler2D B Proj-eepcun 4ia uHgekcaumm TeKCTypbl
sampler, ncnosib3yeTcd BeJindnHa

(coord.s/coord.p,

vec3 coord [, float bias] ) coord.t/coord.p)

vecd texture2DProj (sampler2D

sampler,

vecd coord [, float bias]

vecd texture2DLod (sampler2D

sampler,

vec?2 coord, float lod)

vecd texture2DProjlLod (sampler2D

sampler,

vec3 coord, float lod)

vecd texture2DProjlLod (sampler2D

sampler,

float lod)

vecd4 coord,
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Tabnuya 17.13 (npogomxerue)

DyHKUMA OnucaHune
vecd texture3D (sampler3D WcnonbayeT napametp coord Ana AocTty-
sampler, na K TpexMepHoli TekcType, 3aiaBaemMoli
vec3 coord [, float bias] ) napameTpoM sampler
vecd texture3DProj (sampler3D B Proj-sepcuu fis uHaekcauum TekCTypbl
sampler, ucrnonbayeTcsa BesiMunHa
(coord.s/coord.q,
vecd coord [, float bias] ) coord.t/coord.q,
vecd texture3DLod (sampler3D coord.p/coord.q)
sampler,
vec3 coord, float lod)
vecd texture3DProjlLod (sampler3D
sampler,
vecd4d coord, float lod)
vecd textureCube (samplerCube WcnonbayeT napameTtp coord Ans BOCTY-
sampler, na K Kybuuyeckoli TeKCTypHOI KapTe, 3aga-
vec3 coord [, float bias] ) BaeMoli NapamMeTpoM sampler
vecd textureCubelod (samplerCube
sampler,
vec3 coord, float lod)
vecd shadowlD (samplerlDShadow WUcnonbayeT napameTtp coord Ana gocTy-
sampler, na K O4HOMEPHON UK ABYMEPHOI TeKCTY-
vec3 coord [, float bias] ) pe, cop,ee)KaUJ,eVl 3HayeHus rnybuHsl, 3a-
JaBaeMoli NnapamMeTpoM sampler.
vecd4d shadow2D (sampler2DShadow .
sampler, B Proj-Bepcuu nepeg, uHaekcauuein Tex-
, CTypbl nNapametp coord AeSUTCA Ha
vec3 coord [, float bias]

vecd4d shadowlDProj

(samplerlDshadow sampler,
vecd coord [, float bias]

vecd4d shadow2DProj

(sampler2Dshadow sampler,
vecd coord [, float bias]

vecd shadowlDLod

(samplerlDshadow sampler,
vec3 coord, float lod)

vec4 shadow2DLod
(sampler2Dshadow sampler,

vec3 coord, float lod)

CBOIO MOCNIEAHION KOMMOHEHTY
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Ta6bnunya 17.13 (okoHuyaHue)

DyHKUMA

OnucaHune

vecd
shadowlDProjLod (samplerlDshadow
sampler,

vecd coord, float lod)

vecd
shadow2DProjLod (sampler2Dshadow
sampler,

vecd coord, float lod)

DyHKUuM gna paboTbl C NPON3BOAHLIMU

BO1™i byHKuu (Tabia. 17.14) mo3BonasItOT MTPUOIUKEHHO BBIYMCISITH 3HAYEHUS TTPO-
W3BOJHBIX YKa3aHHBIX BeJMUWYUH. OMHAKO peaqu3aldsl MOXET NaBaTb HE OYeHb

TOYHBIC 3HAYCHUSI.

CrpaBeyiMBo cieayloliee NpuoIMKeHHOe paBEHCTBRO:

F(x +h) —F(x) = dFdx (x) (h.

Ta6nuya 17.14. OQyHkumm g5 paboTbl C POou3BOAHBIMU

DYHKUMA OnucaHue
T dFdx ( T p ) BosepaluaioT npubnmxkeHHoe 3HaueHUe nepeoii NPou3BOAHOIA
napameTpa p o x
T didy (T p ) BosepaluaioT npubnmxkeHHoe 3HaueHUe nepeoii NPou3BOAHOIA
napameTpa p o y
T fwidth ( T p ) BosBpalyaeT abs (dFdx (p) ) + abs (dFdy (p) )
LLlymoBble cpyHKL UM

JlocTymTHBI KaK BEpIIMHHBIM, TaK U (PparMeHTHBIM Ieiinepam. Bece atn hyHKIUnN
(Tabxa. 17.15) obaanawT caeayrIIMMU CBOMCTBAMM:

O 3HayeHus OpuHamIexar orpesky [—1, 1];

O cpemHuM 3HaYeHUEM gBisieTcs 0;

O omHOMY U TOMY K€ 3HAYEHHUIO apTyMEHTA BCEraa COOTBETCTBYET OJHO M TO Ke
3HauYeHue GYHKIUM, T. €. ITO HE I'eHepaTop CAydyaliHbIX YUCEN;

O cratuctuyeckas MHBAPUAHTHOCTDb OTHOCUTECIIBHO ITOBOPOTOB,
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O cratuctuvyeckas MHBAPUAHTHOCTb OTHOCUTEIIbHO TIEPEHOCA,

O Cl-HempepbIBHOCTD.

Tabnuya 17.15. LLlymoBbie ¢yHKLMN

®yHKLMA OnucaHne

float noisel ( T x ) BosgepaluaeT 3HaueHne ogHOMEPHON LLYMOBOI chyHKLMM,
COOTBETCTBYIOLLIEI NapameTpy X

vec2 noise2 ( T x ) To xe ansa grymepHoli
vec3 noise3 ( T x ) To xe ana TpexmepHol
vecd noised ( T x ) To xe ansa yeTbipexmepHoi

OCHOBHbI€e oneparopbl
N KOHCTpyKuum GLSL

HMmena nepeMeHHbix U ¢yHKIMil B GLSL cTposTcs M3 MPOMUCHBIX M CTPOYHBIX
JATUHCKWX OYyKB, NP W cMMBoNa NMoadepkuBaHud (). IIpn sToM oHU 0OsI3aHBI
HAUYMHAThCS He ¢ LUGpPHL

Mmena, HaunHawmomuecs ¢ gl , 3ape3epBUPOBAHbL U HE MOTYT ObITb UCIOJIb30BA-
HBI [UTST 0003HAYEHUST CBOUX TTEPEMEHHBIX M (YHKIIHA.

KommenTtapuu B GLSL o6o3HauatoTcst TeM ke crnocodoM, uyTo U B sizbike C++.
Kak Texcr mexay cuMBoiaMu /* U */, 1100 OT // U A0 KOHLIA CTPOKM.

IIporpammbl Ha GLSL cHayana oOpadaThIBAIOTCS IMPEIPOLECCOPOM, IIOITOMY B
A3BIKE JIJIST 3TOTO e€CTh psAj KomaHa (tadu. 17.16).

Tabnuya 17.16. Komarzs! 45 npenpoyeccopa GLSL

KomaHpa 3HaueHune

# UrHopupyertca

#define AHasoruuHo s3biky C (kak ¢ napameTpamu, Tak 1 6es)
#undef To xe

#if AHanoruyHo asbiky C

#ifdef To xe

#ifndef To xe

#else To xe
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Ta6nuya 17.16 (okoHuyaHue)

KomaHpa 3HaueHue

#elif To xe

#endif To xe

ferror MomeluaeT coobLieHne, nayLlee 3a 3Toli KOMaHAON U A0 KOHLA
cTpoku B sior. KomMnunauus cuntaeTcs 3aBepLUMBLUELCH HEYAAYHO

tpragma Mo3BonsieT paboTtaTb ¢ 0CO6EHHOCTAMU OTLAESbHBIX KOMMUIIATOPOB

#extension Mo3BonseT ynpaenaTe pasfiMiHbIMU pacLLUPEHUSIMU A3blKa

#version 3asBnseT, gya Kakoli Bepcum s3blka HarnMcaHa gaHHas nporpaMma

#line Mo3BonsieT 3agaTb HOBYIO HyMepaLuio AJ1s CTPOK

Taxoke JOCTYTIEH oTepatop defined, TIO3BOJISTIOMINI yY3HATH, ONpeIeTeH I JaH-

HBI CUMBOIL.

B 1a6u. 17.17 nepeuunciaennl npeaonpeaeneHusie makpocbl GLSL.

Tabnuya 17.17. [lpenonpenesneHHble MakpocChl

Makpoc 3HaueHue

_ LINE Yuncsio cMMBOOB OT Hauana CTPOKM B TekyLUei CTpoke
__ FILE Homep TekyLueil cTpoku

__ VERSION Bepcus GLSL

Bce makpocsl, coaepxaliuue nBa mogdepkuBaHus noapsa (), 3ape3epBUPOBAHBI
JUISl TaJbHEHIIEro UCIOoIb30BAHMS.

Komanmoit #pragma MOXHO YIIPaBIATh PEXXUMOM KOMTWJISIMUA. JIOCTYITHBI cie-

AYIOUINE ONIHNN:

O #pragma optimize (on)

O #pragma optimize (off)

O #pragma debug (on)

O #pragma debug(off

Asbik GLSL noagepxupaer psii omneparopoB u3 si3bika C 1jis yOpaBieHUS! Bbl-
MOJHEHUEM IPOrpaMMbl:

if ( bool expression )

else
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for ( initialization; bool expression; loop expression )

while ( bool expression )

do

while ( bool expression )

HocTynHBl Takke KOMaHAbl ISl OCYIIECTBICHUSI TIEPEXOJOB B MpOrpaMMe:
continue, break U discard. [IeficTBue MepBBIX JABYX U3 HUX TMOJHOCTBIO aHAJIO-
ruvHo s136lky C. KoMaHna discard, HOCTYIHAsI TOJbKO B (pparMeHTHOM lieiiae-
pe, HeMeUIeHHO TpekpaliiaeT od0paboTKy Tekyllero (parmMeHTa (aHaJOTUYHO KO-
MaH/ie KIL JUisi (hparMEeHTHBIX TTpoTrpamMm).

[Iporpammel Ha si3bike GLSL Moryr cogepxath (GpyHKLUM, OpUYeM IS KaXOOi
13 HUX JOJKEH OBITh SIBHO 3aJaH TUII BO3BPAILAEMOI0 3HAYEHUS:

returnType functionName ( typeO arg0, typel argl, ..., typen argn )
{

// do some computation

}

MoxHO IpocTO OOBABIATh PYHKIMU, 3a1aBasi UX PEATU3ALMIO ITO3KE:
returnType functionName ( type0 arg0, typel argl, ..., typen argn );

Haxee mpuBOIUTCST TIpUMep 3adaHUsl (PYHKITNA.

Mpumep 3aganma cyHkumn Ha GLSL

vecd toonify ( in float intensity )
{
vecd color;
if ( intensity > 0.98 )
color = vecd ( 0.8, 0.8, 0.8, 1.0 );
else
if ( intensity > 0.5 )
color = vecd ( 0.4, 0.4, 0.4, 1.0 );
else
if ( intensity > 0.25 )
color = vecd ( 0.2, 0.2, 0.2, 1.0)
else
color = vecd ( 0.1, 0.1, 0.1, 1.0 );

return color;
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Kaxmerit meiinep DoKeH WMETh OMHY TIABHYIO TOYKY BXoAa — (PYHKIIWIO main,
OTMMCAHHYIO CIICAYIOIINM 00pa3oM:

void main (void)

{

MpocTenwnin npuMep ncnosib3oBaHNA
BEPLUMHHbIX N hparMeHTHbIX LLeigepos

B nucrunrax 17.1 u 17.2 npuBeneHbl MUHUMAJIbHbIE BEPILUMHHBIN U (pparMeHT-
el weinepsl Ha GLSL.

MuHumanbHass (QyHKIMOHATBHOCTb, KOTOPYH 00s13aH TIPENOCTABIATh BEPIIMH-
HBIN 1Ieitaep, — 3anmuch KOOPAWHAT MTPeoOpa3oBaHHON BEPIIMHBI B MEpeMEHHYIO
gl Position.

NMuctunr 17.1. MpocTenuni BepLunHHBLIA Wwenaep Ha GLSL

//

// Simplest GLSL vertex shader
//

void main (void)

{

gl Position = gl ModelViewProjectionMatrix * gl Vertex;

MuanManbHast GYHKIMOHATBHOCTh, KOTOPOM MOMKeH o0jamath (parMeHTHEIN
nreiaep, — 3anuch 11BeTa B MEPEMEHHYIO g1 FragColor.

Nuctuar 17.2. Mpoctenunn hparmeHTHBIN WwWenaep Ha GLSL

//
// Simplest fragment shader
//
void main (void)
{
gl FragColor = vecd ( 0.0, 1.0, 0.0, 1.0 );
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NMpakTnka nporpamMmMupoBaHus
Ha GLSL

PaccmoTpuM cHavaaa HEKOTOpble pacliMpeHus, HeoOXomumble I paboThl C
GLSL, a Takxe BBoAMMbIE UMU (PYHKLIUU.

PacwunpeHusa gna pa6orbl
¢ GLSL-weipgepamn n BBogumMbie MU PyHKLNN

Hng paborel ¢ GLSL HeobOxoguma mnoagepxkka CASAYIOIIUX PacllUpeHuid:
GL _ARB shader objects, GL._ ARB_shading language 100, GL_ARB vertex shader
u GL_ARB fragment shader.

Pacwupenne GL_ARB_shading_language_100

HaHHoe pacuipeHue mpocto coobiaeT o nmoaaepxke sg3bika GLSL Bepcuu 1.00.
Bbonee TouHo y3Hath HoMmep noaaepxuBaeMoil Bepcun GLSL moxHo mpu momo-
LM cJieayloliero ¢pparMeHTa Kona.

Onpenenenue noanepxueaemon sepcum GLSL

const char * slVer = (const char *) glGetString (
GL_SHADING LANGUAGE VERSION ARB ) ;
if ( glGetError() != GL NO ERRCR )

printf ( "Shading language supported: 1.051\n" );
else

printf ( "Shading language supported: %$s\n", slVer );

BOSBpaHMEMaH(HpOKa UMEET BUM: major.minor[.release] [vendor info]. Eciu
IPpU MOIIBITKE TMOJYYUTb HOMEP BEPCHUU MPOUCXOIANUT OH_H/I6K3, TO CUHUTAEM, YTO
TmojyIepKuBaeTcs rmeppas Bepcust ¢ HomepoM 1.051 (Ho HOMepy BepCHU OITMCAHMS).
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Pacwupenne GL_ARB_shader_objects

BBomnut HeobOxomumbiii APl mnst mognmepkku meiinepoB. I[lpu atom pasgensiercd
MOHATHE Luelijgepa (BepLIMHHOTO WX (ParMEHTHOIO) M MPOrpaMMbl, BKIIOUYAIO-
e B ceOs1 5TU 1eaephl.

HermnocpeacteHHast moaaepkKa BEPIINHHBIX U (PPArMEHTHBIX ILIEHAEPOB BBOIMT-
ca pacupenusimu GL _ARB vertex shader 1 GL _ARB_fragment shader, pac-
cMaTpuBacMBIMU Jajiee.

Kak cama miporpamMma, Tak M COCTABJISIONINE e¢ TIeHaephl TTPEACTABISIOTCS COOT-
BeTCTByHOLIMMU obbekTamu BHYTpU OpenGL (program object u shader object). OnnHa-
KO B OTIMYNE OT PAacCMOTPEHHBIX paHee BEpPIIMHHBIX M (ParMeHTHBIX TPOTPaMM
JUTS UAeHTU(DUKAIIMU 3TUX OOBEKTOB BBOAUTCS HOBBI TUII — GLhandleARB.

Bror TMOD MaeHTUULUpPYeT BHyTpeHHUI o0bekT OpenGL. CooTBeTcTBylOLLINE
O0OBEKTEI MOTYT COIEpKaTh B cebe KaKue-To JaHHBIE, CO3MaBaThCs, YHIYTOXATHCS
U M3MeHAThcsl. HyneBoMy 3HAUEHMIO HE COOTBETCTBYET HUKAKOM OOBEKT, MOITO-
MY €CJIM BO3BpallleHHBbI MAEHTUdUKATOP paBeH HYJI0, TO 3TO MPU3HAK OIIUOKU
CO3JaHus 2TOro 00BEeKTA.

Hekotopbie U3 0OBEKTOB MOIYT BBICTYyIAaTh KAaK KOHTEHMHEpPHI, T. €. COAEPXATh B
cebe npyrue oObeKThbl. TUMMUYHBIM TIPUMEPOM TaKOTO OOBEKTa-KOHTEWHeEpa Cly-
XKUT OOBEKT IporpaMMal.

,D,Jlﬂ CO3JaHuA U YHHUYTOXKECHUA COOTBETCTBYIOLIMX 00OBEKTOB CJIyKaT CACaylromune
byHKIINU:

GLhandleARB glCreateProgramObjectARB () ;

GLhandleARB glCreateShaderObjectARB ( GLenum shaderType );

void glDeleteObjectARB ( GLhandleARB object );

glCreateProgramObjectARB CO3MAET OOBEKT TIPOTPaMMBI M BO3BpalllaeT e€ro MaeH-
TU(UKATOP.

glCreateShaderObjectARB CIYXMT AT CO3AaHMS OObEKTOB-IleiiaepoB. IlapameTp
shaderType 3amaeT TpeOyeMBIii THII IIeimepa ¥ MOXeT TTOKa MPUHUMATh OTHO W3
CIeNYIOIUX ABYX 3HAYEHUIA: GIL VERTEX SHADER ARB U GL FRAGMENT SHADER ARB.

DyHKIMS glDeleteObjectARB CAYXKUT IId yAaIeHUI 00beKTa object (Kak 00b-
eKTa-TIporpaMMBbI, TaK U o0beKTa-meiaepa). IIpn 3ToM COOTBETCTBYIOIINIT OO0B-
eKT 1100 HeMeUIEHHO ydaasdercs, MO0 moMeyaeTcs I yIaleHus, €Cclu Hemo-
CPENCTBEHHO B JAHHBINT MOMEHT COIEPKUTCS B IPYTOM OOBEKTE.

Crenyommne ase (yHKIMU CIyXaT Ui MTOMEIIEHUS OTHOTO OOBEeKTa B OOBEKT-
KOHTeliHep U "oTcoeauHeHUs1" 0ObeKTa OT KOHTEHHepa, B KOTOPbI OH MOMEILEH.
void glAttachObjectARB ( GLhandleARB containerCbij, GLhandleARB obj );
void glDetachObjectARB ( GLhandleARB containerCbij,

GLhandleARB attachedObij );
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glAttachObjectARB ToMmellaeT (MOACOEANHSET atffaches) OOBEKT obj B OOBEKT-
KOHTEWHEDP containerObi. B clyyae eciiv containerOby He SIBISIETCS OOBEKTOM-
KOHTCﬁHCpOM I MMOACOCANHEHNE HEBO3MOXHO, BOZHUKACT omnbka. OmuodKoi
TAKIKE ABJISICTCS MOIIBITKA ITOBTOPHOTO TMMOMCUICHUS o0BexTa (T. €. KOorla OH YXK€
MPUCYTCTBYET B KOHTEHEPE).

glDetachObjectARB  yOMpaeT OOBEKT  attachedObj M3  KOHTeliHepa
containerObj. Eciu yOupaeMblil OOBEKT HE COAEPXKMUTCS OOyblle HM B OJHOM
KOHTEHHEPE, TO OH [OMeYaeTcs s yaajleHus.
st 3arpy3kyM MCXOAHOTO Koja Ileiiepa B COOTBETCTBYIOIINM OOBEKT CIYKUT
GyHKINS
void glShaderSourceARB ( GLhandleARB shaderObj, GLsizei count,

const GLcharARB ** strings,

const GLint * lengths );

Hcxonnblit Ko IS IIeiimepa, 3a1aBaeMoro napaMeTpoM shaderObyj, Tepemaercs
Kak MaccuB cTpok. [lapameTp count TMepedaeT KOJUUYECTBO HMCXOAHBIX CTPOK,
strings ABJSIETCS yKa3aTeJIeM Ha MACcCUB yKasarejell Ha CTPOKU.

[MapameTp lengths SIBIsIETCS yKa3aTeJleM Ha MACCUB, 3aJalOLUMil A KaXOoit
CTpOKM ee AauHYy. B cayyae, korga lengths paBeH NULL, IOJAraeTcsl, YTo Kaxaast
CTPOKA 3aBepllieHa HyJeBbIM OaliTOM \O0.

BriosiHe jgomycTUMBIM SIBJIsIETCsl Tiepeaya BCEro TeKcTa B BUAE OJHOW OONbIION
CTPOKM (YTO MBI U OyjAeM Jenarh Jajbliie).

[locne Toro Kaxk MCXOMHbINA KO Ul lieiinepa 3arpyxkeH, ero HeooXoauMo (B OT-
JIMYMEe OT paHee PACCMOTPEHHBIX BEPLIMHHBLIX MU (PparMEeHTHBIX IPOrpaMm) OT-
KOMIIMIUPOBATh. IS 3TOro CIy:KUT (PYHKLMS

void glCompileShaderARB ( GLhandleARB shaderCbj );

Ee BbI30B NPUBOAMT K KOMIIMJSILIMK paHee 3arpy>KeHHOro MCXOAHOIo TeKCTa
weiinepa Ha GLSL. Y3Hath pesynbrar KOMOWISLUKA TPOrPaMMbl MOXHO IIpU MO-
MOIIIM CJIenylolero ¢pparMeHTa Koaa:

GLint compileStatus;
glGetObjectParameterivARB ( shader, GL OBJECT COMPILE STATUS ARB,

&compileStatus );

B cnyyae eciau mporpaMma ObLia yCHNEIIHO CKOMIIMJIMPOBaHA, 3HAYEHUE Iepe-
MEHHOU compileStatus OyLeT paBHO GL TRUE.

ITocne Toro kKak Bce HIeHaepbl 00bEKTA-TIPOrpaMMBbl OBLTU YCTEITHO OTKOMITUIIHU -
POBaHbI, HEOOXOAMM ellle OAUH 1ar, Mocje KOTOporo mporpamMma OyneT rotosa K
WCTIONIb30BAHNI0, — JIMHKOBKA (CBSI3BIBAHUE 1IIEUIEPOB U OKPYXKEHUS MEXIY CO-
0011). 1151 9TOTO CAYXKUT PYHKIIHS

void glLinkProgramARB ( GLhandleARB programObj );
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3aech programObi WACHTUDUIUPYET 00beKT-MporpaMmy. TTpoBepuTh pe3yabTaThl
JIMHKOBKW MOXHO, BBITIOJIHUB CIENYIOIINN (pparMeHT Koa:
GLint linked;

glGetObjectParameterivARB ( program, GL OBJECT LINK STATUS ARB,
&linked ) ;

Ecnu miocite BEITIOJTHEHMWSI 3TOTO KOJa 3HAYCHHE HCpCMCHHOﬁ linked paBHO
GL FALSE, TO 9TO 3HA4MT, 4YTO JIMHKOBKA 3aBCPLINJIACH HEYAAYHO.

B ciyyae ycrieumiHoid KOMIIWISLMM CAEAYIOUIMIA BbI30B J€JaeT 3aJaHHYO MpPO-
rpaMMy aKTUBHOM.

void glUseProgramObjectARB ( GLhandleARB programObj );

Ecnu 3HaueHue mapameTpa programObj PaBHO HYJI0, TO 3TOT 3aMpoC OTKIOUYAET
LIeiaepsl U yCTAHABIMBAET CTAaHAAPTHLIA KoHBelep peHaepuHra OpenGL.

Haxe xorma mporpamma gBISgeTcd TeKyllel, MO-IPeXHEMY MOXHO 3arpyxaTh U
KOMTIMJINPOBATh MCXOMHBIC TEKCTHI MEHICPOB, MOACOSANHATE U OTCOCINHSTE OT-
JenbHble Heiaepbl. JIloOble TakMe M3MEHEHMs BCTYHAIOT B CUJIY TOJBKO IOCHIE
TOTO, Kak TIpoTrpaMmMa OyIeT CHOBA CIMHKOBAHA.

HMuorma okaswiBaeTcsl, 4TO, HECMOTPsI Ha YCHENIHYI0 JIMHKOBKY, TporpaMMma He
MOXeT ObITh BbIIIONHEHA. [1poBepUTh KOPPEKTHOCTh MPOrpaMMbl MOXKHO IIPU IO-
MOIIIN cJIemytolnero ¢bparMeHTa Koja:

GLint validated;
glvalidateProgramARB ( programCbi );
glGetObjectParameterivARB ( program, GL OBJECT VALIDATE STATUS ARB,

&validated ) ;

3HayeHue HepeMeHHOﬁ validated, paBHO€ GL TRUE, IOBOPUT O BO3MOXHOCTU
YCIICITHOTO BBITTIOJTHEHUS MTPOTPAMMBI.

IMonyunTth MaeHTUGUKATOP aKTUBHOW B JAHHBIN MOMEHT ITPOTPaMMBI MOXHO TIPHU
nomMoiy (pyHKUUU
GLhandleARB glGetHandleARB ( GLenum pname );

3HaueHUEM ImapaMeTpa pname ITOJIKHA OBITH KOHCTAHTA GL PROGRAM OBJECT ARB.

C KaxXImbM M3 OOBEKTOB-TIEHIECPOB U OOBEKTOB-TIPOTPAMM CBSI3aH CBOW BHYTPEH-
HMI JIOr — TEKCTOBBI Oydep, Kyaa 3aHOCUTCA MHMOpMaLUSI O KOMIMWISLMHU U
JIUHKOBKe. [J1s1 ero mojiydeHUs] HEoOXOAMMO CHavaja y3HaTh pa3Mep, BBIICIUTH
Oydep HeoOxoauMOoro oobemMa, Ioc/e Yero CKOIMPOBATh COAEPAKUMOE JIOIa B 3TOT
Oydep. danee mpuBeaeH MpUMep YTEHUs Jora o0beKTa.

{ YUteHme nora ob6bekTa

int logLength 0;

int charsWritten = 0;
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GLcharARB * infolog;
glGetObjectParameterivARB ( object, GL OBJECT INFO LOG LENGTH ARB,
&logLength );
if ( glGetError () != GL NO ERRCR )
return;
if ( logLength < 1 )
return;
infolog = (GLcharARB*) malloc ( loglLength );
if ( infolog == NULL )
return;

glGetInfoLogARB ( object, logLength, &charsWritten, infolog );

B o6iieM cnyyae GyHKIUS glGetInfoLogARB OMMCHIBACTCS CIEAYIOLIMM O0pa3oM:

void glGetInfolLogARB ( GLhandleARB obj, GLsizel maxLength,
GLsizel * length, GLcharARB * infolog );

[NapameTp maxLength 3a7aeT MAKCUMAIbHOE KOJMYECTBO OANTOB, KOTOPOE MOXET
ObITh 3amucaHo B Oydep Mo agpecy, coaepxKalleMycsl B IapaMerpe infolog. Ila-
paMeTp length COMEPXKUT AAPEC IMEPEMEHHOM, B KOTOPYIO OyIeT 3alucaHO KOJu-
YECTBO CKOIIMPOBAHHBIX B Oydep 0aiTOoB.

HdaHHoe pacilMpeHne TaKXKe MPeIoCTaBIsieT psia GYHKLUM, CAyKaIIUX i pabo-
Thl C uniform-NepeMeHHbIMU. HecMoTps Ha TO, YTO BHYTPHM ILICHIEPOB BCE
uniform-TICPEMEHHBIE UMEIOT UMEHA, IO KOTOPbBIM C HUMMU OCYIIECTBIISCTCS pa-
6ota, GYHKUUK LIl PaBoOThl ¢ uniform-TIEPEMEHHBIMU BMECTO MMEHU IE€PEMEH-
HOW MCIIOIB3YIOT e¢ MeOUNCIeHHBIN nHmeke. g monyyenus nauekca (location)
Mo WMEHH (name) TIepeMEHHOW I JaHHON TIpOTpaMMBI CIYKUT GYHKIUS
glGetUniformLocationARB.

int glGetUniformLocationARB ( GLhandleARB programCbi,

const GLcharARB * name );

OHa BO3BpalllaeT WHAEKC COOTBETCTBYIOIIEH uniform-TiepeMeHHONH uiau —1 B
cilyyae OlIMoOKM.

C ee NOMOILIBIO MOXHO TAKXE MOJYYUTb UHIEKCHI OTAENbHbBIX 2JEMEHTOB MACCU-
BOB (000aBisisi K MMEHM MAcCHBA MHIASKC B KBAaApaTHbIX CKOOKax, Hampumep,
myArray[1]) U HOJIEH CTPYKTYphl (100aBIsie K MMEHM IMOC]e olleparopa . UMs
MOJIsd, HAIIPUMEP, lightl.intensity).

TTocne nonyueHust uHaekca (location) ¢ TOMOINIBIO CIEAYIOIIUX (PYHKIIUN MOXHO
MPUCBaNBaTh 3HAYEHUS OTAENBHBIM uniform-TMepeMeHHBIM 3aJaHHOTO THUTIA.

void glUniform{1234}fARB ( int location, T wvalue );
void glUniform{1234}iARB ( int location, T wvalue );
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ITpu momoiu cieayronx GyHKIMHE MOXHO MpUCBAUBaTh 3HAYEHUS] MaccHBaM
N3 BEUICCTBECHHLBIX U LECJIBIX YUCEII. B nux mapaMeTp count 3agacT YUCJIO 3HAYC-
HUM, KOTOpBIE ClIeayeT 3amucaTh, a value — aapec, U3 KOTOPOTO cjenyeT B3sITh
3HAYCHUA IJIS1 3AaITUCH.

void glUniform{1234}fvARB ( int location, GLsizei count, T * value );

void glUniform{1234}ivARB ( int location, GLsizei count, T * value );

s 3amicH OTACNBHBIX uniform-MaTPUIL CIYKUT CASAYIONINN Kiace GhyHKIIMIA:

void glUniformMatrix (234}fvARB ( int location, GLsizei count,

GLboolean transpose, T value );

IMapaMeTp count COAEPXKUT YNCIO MATPHIl, KOTOpble HeoOXxoauMo 3amucath (1 —
JUTST OTHOM MAaTpWIIBI, OOMNbINe EeMWHWIIEI — JUTS 3alicU MacCHhBa MAaTpUII),
transpose TIO3BOJISIET TPAHCIIOHMPOBATH MATPUITy (MATPHIIBI) TIEpell 3aIHCHIO.
IMocnemnnit mapaMeTp ABIAETCA yKaszareleM Ha OJIOK TTaMSATH, COAepKAIlnii He-
0OXoIMMBbIe 3HAYCHUS.

Cnenyomiue ne GyHKUMU CAyXaT A IMOJAy4eHHUs] 3HAYeHUH BellleCTBEHHBIX U
LEJIOYMCICHHbIX uniform-IIEPEeMEHHbIX. Yucno pe€ajlbHO 3allMCAHHbIX 3HAYEHU I
OIIPEACIACTCA TUIIOM COOTBCTCTBYIOLLLGFI HCpCMCHHOfI.
void glGetUniformfvARB ( GLhandleARB programObj, int location,

float * params );
void glGetUniformivARB ( GLhandleARB programObj, int location,

int * params );

Hng noaydenus uH@opmauuyd o0 aKTMBHBIX uniform-IEPEMEHHBIX CJIYXKUT
QyHKIIMS
void glGetActiveUniformARB ( GLhandleARB programObj, GLuint index,
GLsizel maxLength, GLsizei * length,
GLint * size, GLenum * type,

GLcharARB * name );

[lapameTp index 3agaeT HOMEpP uniform-IMEPEMEHHON, O KOTOPOIl 3ampallinBaeT-
ca undopmaims (0 cooTBeTCTBYET MepBOi mepeMeHHoi). B Oydep, 3amaBaeMblit
[apaMeTPOM name, OyIET 3aMMCAHO UMS IIEPEMEHHOM, YMCIO 3aIMCAHHBIX B OTOT
Oydep cUMBOJIOB OyAeT 3alMCAHO IIO aIpecy, 3aJaBaeMOMy II€PEeMEHHON length.
Mwms Oyner 3amuMcaHo B BUIE CTPOKHU, 3aBEPLUEHHONH CMMBOJIOM \O.

IMTapameTp maxLength 33aJaeT MaKCHUMaJIbHOE KOJWYECTBO CHMBOJIOB, KOTOpBIE
MOXHO 3amucath B 0ydep name.

B nepemeHHylo, aapec KOTOPOil COAEPXKUTCS B APAMETpe type, OyIeT 3alUCaH TUIL
COOTBETCTBYIOLLEH MepeMeHHO. BO3MOXHBIMU 3HAUEHUSIMU /ISl TUIA SIBJISIIOTCS
GL FLOAT, GL FLOAT VEC2 ARB, GL FLOAT VEC3 ARB, GL FLOAT VEC4 ARB, INT,
GL INT VEC2 ARB, GL INT VEC3 ARB, GL INT VEC4 ARB, GL BOOL ARB,



lNpakxTuka nporpammypoBarHua Ha GLSL 589

GL _BOOL_VEC2_ARB, GL BOOL_VEC3 ARB, GL_BOOL VEC4 ARB, GL_FLOAT MAT2 ARB,

GL_FLOAT MAT3 ARB, GL_FLOAT MAT4 ARB, GL_SAMPLER 1D ARB,
GL_SAMPLER 2D ARB, GL_SAMPLER 3D ARB, GL_SAMPLER CUBE_ARB,
GL_SAMPLER 1D SHADOW ARB, GL_SAMPLER 2D SHADOW ARB,

GL_SAMPLER 2D RECT ARB U GL_SAMPLER 2D RECT SHADOW_ ARB.

B nepemeHHyl0, aapec KOTOPOH COAEPXKUTCS B IapaMeTpe size, 3aIUCHIBAETCS
YICJIO 2JIEMEHTOB COOTBETCTBYIOLIETO THUIIA.

Ons uniform-TIepeMEHHBIX THUIA sampler B KaYecTBE 3allMCBIBAEMOTO 3HAUYCHUSI
CIYXAT HOMEp TeKCTYpHOTO OJI0Ka, B KOTOPOM BEIOpaHa AaHHAS TEKCTypa; 3TO
3HAYCHUE CYNTACTCS TETOUNCITCHHBIM.

PacwmpeHne GL_ARB_vertex_shader

JaHHoe paciiMpeHre BBOIUT WENbI psaa GYHKINUI U KOHCTAHT JUIS TOAAEPKKU
BEPILIMHHBIX IIeiaepoB. Jamee MpUBOIUTCST WX TTOJTHBINA CITHCOK.

Cnucok yHKLMIA, BBOoAUMbIX paclumpeHuem GL_ARB_vertex_shader

void glVertexAttriblfARB
void glVertexAttriblsARB

( GLuint index, float 0 );
( GLuint index, short 0 );
void glVertexAttribldARB ( GLuint index, double vO0 );
void glVertexAttrib2fARB ( GLuint index, float v0, float vl );
void glVertexAttrib2sARB ( GLuint index, short v0, short vl );
void glVertexAttrib2dARB ( GLuint index, double v0, double vl );
void glVertexAttrib3fARB ( GLuint index, float v0, float vl, float v2 );
void glVertexAttrib3sARB (
void glVertexAttrib3dARB (

GLuint index, short v0, short vl, short v2 );
GLuint index, double v0, double vl,
double v2);
void glVertexAttrib4fARB ( GLuint index, float v0, float vl, float v2,
float v3 );
void glVertexAttrib4sARB ( GLuint index, short v0, short vl, short vz,
short v3 );
void glVertexAttrib4dARB ( GLuint index, double v0, double vl, double v2,
double v3 );
void glVertexAttrib4NubARB ( GLuint index, GLubyte x, GLubyte vy,
GLubyte z, GLubyte w );
void glVertexAttriblfvARB GLuint index, const float *
void glVertexAttriblsvARB
void glVertexAttribldvARB
void glVertexAttrib2fvARB

GLuint index, const short *

GLuint index, const double *

< < < <

(
(
(
(

GLuint index, const float *
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void glVertexAttrib2svARB ( GLuint index, const short * v );
void glVertexAttrib2dvARB ( GLuint index, const double * v );
void glVertexAttrib3fvARB ( GLuint index, const float * v );
void glVertexAttrib3svARB ( GLuint index, const short * v );
void glVertexAttrib3dvARB ( GLuint index, const double * v );
void glVertexAttrib4dfvARB ( GLuint index, const float * v );
void glVertexAttrib4svARB ( GLuint index, const short * v );
void glVertexAttrib4ddvARB ( GLuint index, const double * v );
void glVertexAttrib4ivARB ( GLuint index, const int * o)
void glVertexAttrib4dbvARB ( GLuint index, const byte * o)
void glVertexAttrib4dubvARB ( GLuint index, const GLubyte * v );
void glVertexAttribdusvARB ( GLuint index, const GLushort * v );
void glVertexAttrib4uivARB ( GLuint index, const GLuint * o)
void glVertexAttrib4NbvARB ( GLuint index, const byte * v o)
void glVertexAttrib4NsvARB ( GLuint index, const short * v o)
void glVertexAttrib4NivARB ( GLuint index, const int *vo);
void glVertexAttrib4NubvARB ( GLuint index, const GLubyte * v );
void glVertexAttrib4NusvARB ( GLuint index, const GLushort * v );
void glVertexAttrib4NuivARB ( GLuint index, const GLuint * o)
void glVertexAttribPointerARB ( GLuint index, int size, GLenum type,

void
void

void

void

glEnableVertexAttribArrayARB
glDisableVertexAttribArrayARB
glBindAttribLocationARB

glGetActiveAttribARB

int glGetAttribLocationARB

void glGetVertexAttribdvARB

void glGetVertexAttribfvARB

void glGetVertexAttribivARB

GLboolean normalized, GLsizei stride,

const void * pointer );

( GLuint index );

( GLuint index );

( GLhandleARB programObij, GLuint index,
const GLcharARB * name );

( GLhandleARB programObij, GLuint index,
GLsizel maxLength, GLsizei * length,
int * size, GLenum * type,

GLcharARB * name );

( handleARB programObij,
const GLcharARB * name );
( GLuint index, GLenum pname,
double * params );

( GLuint index, GLenum pname,
float * params );

( GLuint index, GLenum pname,

int * params );



lNpakxTuka nporpammypoBarHua Ha GLSL 591

void glGetVertexAttribPointervARB ( GLuint index, GLenum pname,

void ** pointer );

BoabliMHCTBO U3 3TUX QYHKIMI YXKe ObLIM pacCMOTPEHbI B 21aée 15, MOCBAIlEeH-
HOW BepIIMHHBIM TIporpaMmMaM (MHOTHE W3 BBOAMMBIX 3THM paclIipeHUeM
¢yHkuuii Takxke BBoasATcs pacwiupeHueM GL _ARB vertex program), ogHaKo
€CTb U psifl crelUPUIHBIX U1 paboThl ¢ 1IeiaepaMu (pyHKITUHN.

OnHa M3 HUX — glGetAttribLocationARB — CIYXWT JUISI TIOJyYeHUsI MHIEKCa
10 UMEHU aTpuodyTa.

Mg nmonyyeHuss yHpopMauuu od arpudyTe Mo €ro MHAEKCY CAYXKUT (DYHKIIUS
glGetActiveAttribARB.

void glGetActiveAttribARB ( GLhandleARB programObj, GLuint index,
GLsizel maxLength, GLsizei * length,
int * size, GLenum * type,

GLcharARB * name );

[MapameTp name 3agaeT Oydep, Kyga OyaeT 3alUCAHO UMSI COOTBETCTBYIOLLEIO aT-
pubyra (He Oojiee maxLength CMMBOJIOB), YMCJO 3aMUCAaHHBIX B Oydep OaiToB
OyJeT 3aHeCceHO B MNEPEMEHHYIO MO aapecy length. Tull mepeMeHHoOU OyaeT 3amu-
CcaH B TEpPeMEHHYIO, aapec KOTOPOH COAEpXKUTCS B type. BO3MOXHBIMU 3HAUE-
HUSIMU SIBISIOTCS FLOAT, FLOAT VEC2 ARB, GL FLOAT VEC3 ARB, G FLOAT VEC4 ARB,
GL_FLOAT MAT2 ARB, GL, FLOAT MAT3 ARB WM GL_FLOAT MAT4 ARB.

CymrecTByeT Takke BO3MOXHOCTH SIBHO 3aiaTh 3HaUeHHWe WHIAeKca JJIST aTpuoyTa.
s aToro ciayXuT (QyHKIMS glBindAttribLocationARB. [ CTaHAAPTHBIX aT-
puOyTOB (T. €. HAUMHAOIIUXCA ¢ TIpeduKca gl ) SBHOE 3aJaHNE WHAEKca He J0-
nyckaercsd. SIBHOe 3amaHMe MHAEKCAa BCTYIAeT B CUJIY TOJBKO IIOCIE TOro, Kak
nporpaMma Oy/eT CIMHKOBAaHA 3aHOBO.

Pacwupenne GL_ARB_fragment_shader

HanHoe pacimperne Mo0aBisgeT HEOOXOMMMYIO TIOMIEPXKKY U HamrcaHus dpar-
MEHTHBIX IueiaepoB. OHO He BBOAUT HUKAKUX JOMNOJTHUTENbHBIX (YHKLMHI, a
TOJIBKO HECKOJIBKO KOHCTAHT.

NMonyyeHne nHpopmayun
o noaaepxke GLSL

IIpuBoaumas B auctuHre 18.1 mporpamma mposepsier, noaaepxusaercd au GLSL,
W B cllyyae ero nojyiep>kku BblnaeT UHbOpMaUio 00 OrpaHUUYeHUsIX Ha 1ieiaephl.
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NucTtuHr 18.1. MNMporpamma, npoBepstowas noaaepxxky GLSL

//
// Sample to check for GLSL program support in OpenGL card and driver
//
#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL DEPTH TEST );
}
void display ()
{
glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glutSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport (0, O, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL PROJECTION ) ;
glloadIdentity ();

glMatrixMode ( GL MODELVIEW ) ;

glLoadIdentity ();

}
void key ( unsigned char key, int x, int y )
{
if ( key == 27 || key == 'q"' || key == 'Q' ) // quit requested
exit (0 );
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH );
glutInitWindowSize ( 400, 400 );
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// create window

int win = glutCreateWindow ( "OpenGL GLSL info" );
// register handlers

glutDisplayFunc ( display );

glutReshapeFunc ( reshape );

glutKeyboardFunc ( key );

init ()

initExtensions ();

const char * vendor = (const char *)glGetString ( GL VENDOR )

const char * renderer = (const char *)glGetString ( GL_ RENDERER )

const char * version = (const char *)glGetString ( GL_ VERSION )

( {

const char * extension =

printf

renderer, version );

const char *)glGetString

GL_EXTENSIONS ) ;

( "Vendor: $s\nRenderer: %s\nVersion: $%s\n", vendor,

if ( !isExtensionSupported ( "GL ARB shading language 100" ) )

{

printf ("GL ARB shading language 100 extension NOT supported.\n");

return 1;
}
printf ( "GL ARB shading language 100 extension is supported !\n" );
const char * slVer = (const char *) glGetString (

GL_SHADING LANGUAGE, VERSION ARB ) ;

if ( glGetError() != GL NO ERRCR )

printf ( "Shading language supported: 1.051\n" );
else

printf ( "Shading language supported: %$s\n", slVer );
int maxVertexAttribs;
int maxVertexTextureUnits;

int
int
int
int
int

int

maxFragmentTextureUnits;
maxCombinedTextureUnits;
maxVertexUniformComponents;
maxVaryingFloats;
maxFragmentUniformComponents;

maxTextureCoords;

glGetIntegerv ( GL MAX VERTEX UNIFORM COMPONENTS ARB,

glGetIntegerv ( GL MAX VERTEX ATTRIBS ARB,

smaxVertexUniformComponents ) ;

smaxVertexAttribs ) ;
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glGetIntegerv ( GL MAX TEXTURE IMAGE UNITS ARB,

&maxFragmentTextureUnits );

glGetIntegerv ( GL MAX VERTEX TEXTURE IMAGE UNITS ARB,

smaxVertexTextureUnits );

glGetIntegerv ( GL MAX COMBINED TEXTURE IMAGE UNITS ARB,

smaxCombinedTextureUnits );

glGetIntegerv ( GL MAX VARYING FLOATS ARB,

&maxVaryingFloats );

glGetIntegerv ( GL MAX FRAGMENT UNIFORM COMPONENTS ARB,

printf
printf

printf

printf

printf

printf

printf

printf

printf

return

&maxFragmentUniformComponents ) ;
glGetIntegerv ( GL MAX TEXTURE COORDS_ARB,

smaxTextureCoords ) ;
"\nGLSL program limits:\n" );
"\tmax vertex attributes
maxVertexAttribs );
"\tmax vertex texture units
maxVertexTextureUnits );
"\tmax fragment texture units
maxFragmentTextureUnits );
"\tmax combined texture units
maxCombinedTextureUnits ) ;
"\tmax vertex uniform components
maxVertexUniformComponents ) ;
"\tmax varying floats
maxVaryingFloats );
"\tmax fragment uniform components
maxFragmentUniformComponents ) ;
"\tmax texture coords

maxTextureCoords ) ;

$d\n",

$d\n",

sd\n",

sd\n",

sd\n",

sd\n",

$d\n",

sd\n",

HaHHasg rnporpaMma ompeie/sieT MOJIePXKKY BCEeX pacliMpeHUid, HEOOXOAUMbIX
i pabotel ¢ GLSL, BelAaeT moaaepuBaeMylo0 BEPCUIO SI3bIKA, A TAKKE Psii orpa-
HUYECHMIA Ha LICHIEPDI.

BCJ’[I/I‘{I/IHBI, HCITOJIB30OBAHHLBIE B IMTPOTpaMME, OMMPECACIIAIOT CICOYIOIICE:

O maxVertexAttribs — MaKCUM&JIbHO BO3MOXHOE 4MCIO aTpuOyTOB Ha Bep-

LLIKHY;
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a

maxVertexTextureUnits — MaKCUMaJIbHOE YHCIO TEKCTYPHBIX OJOKOB, JIO-
CTYITHBIX BepUIMHHOMY Ieiinepy;

maxFragmentTextureUnits — MaKCHMMAJIbHO BO3MOXHOE YHUCIO TEKCTYPHbBIX
0JIOKOB, NOCTYIHBIX (parMeHTHOMY ILEHAepy;

maxCombinedTextureUnits — MaKCHMaJbHO BO3MOXHOE YHUCIO TEKCTYPHBIX
6JTOKOB, TOCTYITHBIX W BEPIIMHHOMY, U parMeHTHOMY IIIelaepam;

maxVertexUniformComponents — MAKCHUMAJbHBIA 00beM MaMsTH OiBeuwCT—
BEHHbIX ‘{I/ICHaX) JIOCTYIHBIA BEPLUMHHOMY WIEHAEPY AJISI CO3NAHUS uniform-
NEPEMEHHDIX;

maxFragmentUniformComponents — MaKCUMAJbHBIN 00BbeM TTAMITH GSB@H@—
CTBEHHBIX rmcnax) JIOCTYTTHBII CbpaFMeHTHOMy menaepy s CO3MAHUY
uniform-TIEPEMEHHBIX,

maxVaryingFloats — MaKCUMaJlbHbld 00beM IaMSITH (B BELIECTBEHHBIX YUC-
J1ax), JOCTYIHbIA AJI CO3JaHUsl varying-IIepEMEHHBIX;

maxTextureCoords — MAKCHUMAJIBbHO BO3MOXHOE YHCIIO TEKCTYPHBIX KOOPIU-
HAaT, KOTOPbIE MOXXHO CBA34dTh C BCpLHI/IHOﬁ.

MNMpocTeiwasa nporpamma Ha GLSL

Onnpasich Ha TpUBEICHHBIE OMHMCAHWUSA W (pparMeHTH Koja, MOXHO HaIHlcaTrh
mpocrteitmyio nporpamMmmy Ha C++, ncnonsdytomyo GLSL-meiinepsl. B auctnn-
re 18.2 mpuBoOANTCS UCXOMHBIN KOA TaKOM TpOTpaMMBI, IPUYEM B KauyecTBe IIeii-
JIEPOB BBICTYMAIOT MpocTeiinne ¢pparMeHThl (cM. JuctuHru 17.1 u 17.2).

Nuctunr 18.2. Mporpamma Ha C++, ncnonb3yowas wenaepbl Ha GLSL
(glsl-example.cpp)

//

// Sample showing how to use GLSL programs
//

#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Data.h"

Vector3D eye (7, 5, 7);: // camera position
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Vector3D light ( 5, 0, 4 );
float angle = 0;

Vector3D rot ( 0, 0, 0 )
int mouseOldX = 0;

int mouseOldY = 0;
GLhandleARB program = 0;
GLhandleARB vertexShader = 0;

GLhandleARB fragmentShader 0;
//

// Returns 1 if an OpenGL error
//
bool

{

checkOpenGLError ()

GLenum glErr;

bool retCode = true;
for (i i)
{
GLenum glErr =
if ( glErr ==
return retCode;
printf (

retCode =

"glError:
false;
glErr = glGetError

}

return retCode;

}

glGetError

%s\n",

();

// light position

// program handles

occurred, 0 otherwise.

N

GL NO ERROR )

gluErrorString ( glErr ) );

// Print out the information log for a shader object or a program object

//

//

void printInfolog ( GLhandleARB

{
int logLength =
int charsWritten = 0

GLcharARB * infolog;
checkOpenGLError () ;
glGetObjectParameterivARB (
if ( !checkOpenGLError () )
exit (1 );

object )

// Check for OpenGL errors

// check for OpenGL errors

object, GL OBJECT INFO LOG LENGTH ARB,
&logLength );



lNpakxTuka nporpammypoBarHua Ha GLSL 597

}

bool

{

}

if ( logLength > 0 )
{
infolog = (GLcharARB*) malloc ( loglLength );
if ( infolog == NULL )
{
printf ("ERROR: Could not allocate InfolLog buffer\n");
exit (1 );
}
glGetInfoLogARB ( object, logLength, &charsWritten, infolog );

printf ( "InfoLog:\n%s\n\n", infolog );
free ( infolog );
}
if ( !checkOpenGLError () ) // check for OpenGL errors

exit (1 );

loadShader ( GLhandleARB shader, const char * fileName )

printf ( "Loading %s\n", fileName );

Data data ( fileName );

if ( !data.isOk () || data.isEmpty () )

exit (1 );
const char * body = (const char *) data.getPtr ( 0 );
int len = data.getlength ();

GLint compileStatus;

glShaderSourceARB ( shader, 1, &body, &len );
// compile the particle vertex
// shader, and print out

glCompileShaderARB ( shader );

if ( !checkOpenGLError () ) // check for OpenGL errors

return false;
glGetObjectParameterivARB ( shader, GL OBJECT COMPILE STATUS ARB,
&compileStatus );
printInfolog ( shader );

return compileStatus != 0;

void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH TEST );
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}

glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL_POLYGON_SMOOTH_HINT,

GL NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );

void display ()

{

}

voi

{

}

voi

{

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix ()

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

glutSolidTeapot ( 2 );
glPopMatrix ();
glutSwapBuffers ();

d reshape ( int w, int h )

glViewport
glMatrixMode GL_PROJECTION ) ;

gllLoadIdentity ();

glMatrixMode GL_MODELVIEW ) ;
glLoadIdentity ();
gluLookAt eye.x, eye.y, eye.z,

0, 0, 0,
0.0, 0.0, 1.0 );

d motion ( int x, int vy )

rot.y —= ((mouseOQldY - y) * 180.0f)
rot.z —= ((mouseOldX - x) * 180.0f)
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;

if ( rot.z < =360 )
rot.z += 360;

if ( rot.y > 360 )

0, 0, (GLsizei)w, (GLsizei)h );

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.
(
(
(

// eye
// center

// up

/ 200.0f;
/ 200.0f;
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rot.y —= 360;
if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouse0ldY = vy;
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{
if ( state == GLUT_ DOWN )
{
mouseOldX = x;

mouse0ldY = vy;

}

void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == 'Q" ) // quit requested
exit (0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME );

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ("Simple example of using GLSL shaders");

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key ):
glutMouseFunc ( mouse '
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glutMotionFunc ( motion );
glutIdleFunc ( animate );
init ()
initExtensions ();
printfInfo 0

if ( !isExtensionSupported ( "GL ARB shading language 100" ) )
{
printf ( "GL ARB shading language 100 NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL ARB shader objects" ) )
{
printf ( "GL ARB shader objects NOT supported” );
return 2;
}
GLint linked;
// create a vertex shader object
// and a fragment shader object
vertexShader = glCreateShaderObjectARB ( GL VERTEX SHADER ARB )
fragmentShader = glCreateShaderCbjectARB ( GL FRAGMENT SHADER ARB );
// load source code strings into
// the shaders
if ( !loadShader ( vertexShader, "simplest.vsh" ) )
exit (1 );
if ( !loadShader ( fragmentShader, "simplest.fsh" ) )
exit (1 );

// create a program object and attach
// the two compiled shaders

program = glCreateProgramObjectARB () ;

glAttachObjectARB ( program, vertexShader ):

glAttachObjectARB ( program, fragmentShader );
// link the program object and print
// out the info log

glLinkProgramARB ( program ) ;

if ( !checkOpenGLError () ) // check for OpenGL errors

exit (1 );
glGetObjectParameterivARB ( program, GL OBJECT LINK STATUS ARB,
&linked ) ;
printInfolog ( program );
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if ( !linked )
return 0;
// install program object as part of
// current state
glUseProgramObjectARB ( program ) ;
glutMainLoop ()

return 0;

Dra mnporpamma 3arpyxaer, KOMIMWIUPYET U JUMHKYET IpocTeiiiiue lueiaepbl (CM.
nucTuHry 17.1 u 17.2) u ucnoab3yer ux Ijsl peHAaepuHra yaiinuka (puc. 18.1).

[E3Simple example of using GLSL shaders B [m]

Puc. 18.1. N3o6paxeHne, NOCTPOEHHOEe NporpaMmmoin na nuctmHra 18.2
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CTpyKTypa MporpaMMbl MOJTHOCTBIO COOTBETCTBYET PACCMOTPEHHBIM pPaCIUpeHU-
saM. CHauaja npoBepsieTcsl MojjiepkKa BceX HEOOXOMMMBIX paclIMpeHMi, Tocie
Yyero co3faroTcs JiBa lieiaepa — BepIIMHHBIA U hparMeHTHBI:

// create a vertex shader object and a

// fragment shader object
vertexShader = glCreateShaderObjectARB ( GL VERTEX SHADER ARB )
fragmentShader = glCreateShaderCbjectARB ( GL FRAGMENT SHADER ARB );

3arem B KaXIBIA U3 HUX 3arpyxaercst UCXOIHBIN TEKCT U KOMITUJINPYETCA:

// load source code strings into shaders
if ( !loadShader ( vertexShader, "simplest.vsh" ) )
exit (1 );
if ( !loadShader ( fragmentShader, "simplest.fsh" ) )
exit (1 );

B cayvae ycnexa coznmaercst TporpaMMHbBIM 0OBEKT, K HEMY TONCOEANHSIIOTCS 00a
mefx’mepa " MPOBOAUTCH JIMHKOBKA IMPOTpaMMBbI:
// create a program object and attach the
// two compiled shaders
program = glCreateProgramObjectARB () ;
glAttachObjectARB ( program, vertexShader ):
glAttachObjectARB ( program, fragmentShader );
// link the program object and print out
// the info log
glLinkProgramARB ( program ) ;
// check for OpenGL errors
if ( !checkOpenGLError () )
exit (1 );
glGetObjectParameterivARB ( program, GL OBJECT LINK STATUS ARB,
&linked ) ;
printInfolog ( program );
if ( !linked )
return 0;
BDTo JOBOJIBHO TPOCTBIE CTAHAAPTHBIC MIAaru, KOTOPbIC H606XOI[I/IMO BBITTOJIHATD

JUTS Kakmolt iporpaMMEl. [ToatoMy OBUTO OBI OUeHBb YIOOHO 3aBepHYTh WX B KIacc,
CTIPATaB OT TOJTB30BaTENsT OTACTbHBIC TEXHUUYSCKUE AeTANN.
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3aBopauuBaem Liengepbl
Ha GLSL B knacc

B nucrunre 18.3 mpuBoauTcs omMcaHUE Kiacca GlslProgram, MHKAICYJIMPYIO-
wero padoty ¢ GLSL-nporpammamu.

Nuctuhr 18.3. ®ann GislProgram.h

/7

// Class to encapsulate GLSL program and shader objects and

// working with them

!/

#ifndef  GLSL PROGRAM

#define  GLSL PROGRAM

#include "libExt.h"

#include <string>

using namespace std;

class Vector2D;

class Vector3D;

class Vector4D;

class Matrix3D;

class Matrix4x4;

class Data;

class GlslProgram

{

protected:
GLhandleARB program; // program object handle
GLhandleARB vertexShader;
GLhandleARB fragmentShader;

bool ok; // whether program is loaded
// and ready to be used
string glError;
string log;
public:
GlslProgram ();

~GlslProgram ();
// load shaders
bool loadShaders ( const char * vertexFileName,

const char * fragmentFileName );
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bool

void
string

{

loadShaders ( Data * vertexShaderData,
Data * fragmentShaderData );
// remove all shaders and free
// all objects
clear ():

getLog () const // get current log

return log;

}
bool

{

isOk () const // whether shader is ok

return ok;

}
string

{

getGlError () const

return glError;

}

void

void

bool

bool

bool

bool

bool

bool

bool

bool

bool

bind ()
unbind ();
// uniform variables
// handling methods
setUniformVector ( const char * name,
const Vector4dD& value );
setUniformVector ( int loc,
const VectordD& value );
setUniformVector ( const char * name,
const Vector3D& value );
setUniformVector ( int loc,
const Vector3D& value );
setUniformVector ( const char * name,
const Vector2D& value );
setUniformVector ( int loc,
const Vector2D& value );
setUniformFloat ( const char * name,
float value )
setUniformFloat ( int loc,
float value ) ;
setUniformMatrix ( const char * name,

const Matrixdxds value );
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bool

bool

bool

Vector4dD
Vector4dD

int

bool

bool

Vector4D
Vector4D
int

bool
bool
bool

static

static

static
static
static
static
static
static
static
static

protected:
bool
bool
void

}i

#endif

setT
setT

bool

stri

int
int
int
int
int
int
int

int

load
chec
load

setUniformMatrix

setUniformInt

setUniformInt

getUniformVector

getUniformVector

locForUniformName

setAttribute

setAttribute

getAttribute

getAttribute

indexForAttrName
bindAttributeTo

(

(

(
(
(
(

(
(

const char * name,
const Matrix3D& value );
const char * name,
int value )i
int loc,
int value )i
const char * name );
int loc )i
const char * name );
// attribute variables handling
// methods
const char * name,
const Vector4D& value );
int index,
const Vector4D& value );
const char * name );
int index );
const char * name );

int no, const char * name );

exture ( const char * name, int texUnit );

exture ( int loc,

isSupported ();

ng version (

maxVertexUniformComponents

maxVertexAttribs

maxFragmentTextureUnits
maxVertexTextureUnits

maxCombinedTextureUnits

maxVaryingFloats

maxFragmentUniformComponents

) .

’

int texUnit ):
// check whether there is a
// support for GLSL

// some limitations on program

’
’

’

’

’

’

’

O
O
0
O
O
O
0
0

maxTextureCoords ;

Shader ( GLhandleARB shader, Data * data );
kGlError ();

Log ( GLhandleARB object );
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Kak BUmHO W3 5TOTO JIUCTHHTA, KJIACC GlslProgram COAEPXKUT PSI MPOCTBIX U
YIOOHBIX YHKIWIA AJIsI TOAMEPKKH IIeiinepoB.

B nepBylo ouepeb K HUM OTHOCATCS (PYHKUUU isSupported U version, MO3BO-
JITIoIIMe y3HaTh, noanepxupaercs g GLSL maHHbIM rpaduyecKuM yCKOPUTENIeM
u apaiiBepom, 1 Bepcuio GLSL B ciydyae nmoaaepxku.

DYHKINN loadShaders CIYXAT JUIS 3arpy3Ku IIeiaepoB, OMHOBPEMEHHO OCYIIE-
CTBIISST KOMTWJISIIIMIO W JIMHKOBKY TelimepoB. Bce Bo3HWKaOIMIME IPH 3TOM
OIMMOKN HAKaTUTMBAIOTCS BO BHYTpPEHHEH TIepeMeHHO 1og.

HaHHbIl Kjace IpeaocTaBIseT TAKKe psl METOHOB g AOCTyHa K uniform-
MePEMEHHbIM U BEPUIMHHBLIM aTpudyTaM. J1oCcTyn MOXET OCYLUIECTBISIThCS KaK IO
MHIEKCY, TaK U IO UMEHMU.

MeTonbl setTexture CIYXaT IS 3adaHUS HOMepa TEKCTYpHOTO OjI0Ka, B KOTO-
pOM BEIOpaHa TEKCTypa, COOTBETCTBYIONIAS MMEHH sampler-TIEPEMEHHOM.

B nuctunre 18.4 npuBoauTcs peaamsalus JAHHOro Kjiacca.

INuctunr 18.4. ®ann GlslProgram.cpp

//
// Class to encapsulate GLSL program and shader objects
//

#include "libExt.h"
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Vector4D.h"
#include "Matrix3D.h"
#include "Matrix4x4.h"
#include "Data.h"
#include "GlslProgram.h"

GlslProgram :: GlslProgram ()
{

program = 0;
vertexShader = 0;
fragmentShader = 0;
ok = false;

}

GlslProgram :: ~GlslProgram ()

{

clear ();



lNpakxTuka nporpammypoBarHua Ha GLSL 607

}
bool GlslProgram :: loadShaders ( const char * vertexFileName,

const char * fragmentFileName )

ok = false;
Data vertexData ( vertexFileName )
if ( !vertexData.isOk () || vertexData.isEmpty () )
return false;
Data fragmentData ( fragmentFileName );
if ( !fragmentData.isOk () || fragmentData.isEmpty () )
return false;
return loadShaders ( &vertexData, &fragmentData );
}
bool GlslProgram :: loadShaders ( Data * wvertexShaderData,
Data * fragmentShaderData )

ok = false;
// check whether we should create
// program object
if ( program == )
program = glCreateProgramObjectARB () ;
// check for errors
if ( !'checkGlError () )
return false;
// create a vertex shader object and a
// fragment shader object
vertexShader = glCreateShaderObjectARB ( GL VERTEX SHADER ARB )

fragmentShader = glCreateShaderCbjectARB ( GL FRAGMENT SHADER ARB );
log += "Loading vertex shader\n";
if ( !loadShader ( vertexShader, vertexShaderData ) )

return false;
log += "Loading fragment shader\n";
if ( !loadShader ( fragmentShader, fragmentShaderData ) )

return false;

// attach shaders to program object

glAttachObjectARB ( program, vertexShader ):
glAttachObjectARB ( program, fragmentShader );
GLint linked;
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log += "Linking programs\n";
// link the program object and print
// out the info log
glLinkProgramARB ( program );
glGetObjectParameterivARB ( program, GL OBJECT LINK STATUS ARB,
&linked ) ;
loadLog ( program );
if ( !linked )
return false;
return ok = true;
}
void GlslProgram :: bind ()
{
glUseProgramObjectARB ( program ) ;
}
void GlslProgram :: unbind ()
{
glUseProgramObjectARB ( 0 );
}
bool GlslProgram :: loadShader ( GLhandleARB shader, Data * data )

{

const char * body = (const char *) data -> getPtr ( 0 );
int len = data —-> getlength ();
GLint compileStatus;

glShaderSourceARB ( shader, 1, &body, &len );
// compile the particle vertex
// shader, and print out
glCompileShaderARB ( shader );
if ( !checkGlError() ) // check for OpenGL errors
return false;
glGetObjectParameterivARB ( shader, GL OBJECT COMPILE STATUS ARB,
&compileStatus );
loadLog ( shader );
return compileStatus != 0;
}
bool GlslProgram :: checkGlError ()
{
GLenum glErr;

bool retCode = true;
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}

void

{

}

void

{

for (i i)
{
GLenum glErr = glGetError();
if ( glErr == GL NO ERRCR )
return retCode;
glError = (const char *) gluErrorString ( glErr );
retCode = false;
glErr = glGetError();
}

return retCode;

GlslProgram :: clear ()
glDeleteObjectARB ( program ) // it will also
// detach shaders
glDeleteObjectARB ( vertexShader )i
glDeleteObjectARB ( fragmentShader );
program = 0;
vertexShader = 0;

fragmentShader = 0;

ok = false;

GlslProgram :: loadlLog ( GLhandleARB object )
int logLength = 0;
int charsWritten = 0;

GLcharARB buffer [2048];
GLcharARB * infolog;
glGetObjectParameterivARB ( object, GL OBJECT INFO LOG LENGTH ARB,
&logLength );

if ( !checkGlError() ) // check for OpenGL errors

return;
if ( logLlength < 1 )

return;

// try to avoid allocating buffer

if ( logLength > sizeof ( buffer ) )
{

infolog = (GLcharARB*) malloc ( loglength );
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if ( infolog == NULL )
{
log = "ERROR: Could not allocate log buffer™;

return;

}
else
infolog = buffer;
glGetInfoLogARB ( object, logLength, &charsWritten, infolog );
log += infolog;
if ( infolog != buffer )
free ( infolog );
}
bool GlslProgram :: setUniformVector ( const char * name,

const Vector4D& value )

int loc = glGetUniformlLocationARB ( program, name );
if ( loc < 0 )
return false;
glUniformdfvARB ( loc, 1, value );
return true;
}
bool GlslProgram :: setUniformVector ( int loc,

const Vector4D& value )

glUniformdfvARB ( loc, 1, value );
return true;

}
bool GlslProgram :: setUniformVector ( const char * name,

const Vector3D& value )

int loc = glGetUniformlLocationARB ( program, name );
if ( loc < Q)
return false;
glUniform3fvARB ( loc, 1, value );
return true;
}
bool GlslProgram :: setUniformVector ( int loc,

const Vector3D& value )
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}
bool

}
bool

}
bool

{

}
bool

{

}
bool

{

glUniform3fvARB

return true;

GlslProgram ::

(

loc, 1, value );

int loc = glGetUniformLocationARB

if ( loc < 0 )

return false;

glUniform2fvARB

return true;

GlslProgram ::

glUniform?2fvARB

return true;

GlslProgram ::

(

(

loc, 1, value );

loc, 1, value );

setUniformFloat

int loc = glGetUniformLocationARB

if ( loc < 0 )

return false;

glUniformlfARB

return true;

GlslProgram ::

glUniformlfARB

return true;

GlslProgram ::

(

(

loc, value );

setUniformFloat

loc, value );

setUniformInt (

int loc = glGetUniformLocationARB

if ( loc < 0 )

return false;

glUniformliARB

return true;

(

loc, value );

setUniformVector ( const char * name,

const Vector2D& value )

( program, name );

setUniformvVector ( int loc,

const Vector2D& value )

( const char * name,

( program, name );

float value )

( int loc, float value )

const char * name, int value )

( program, name );
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bool GlslProgram :: setUniformInt ( int loc, int value )
{
glUniformliARB ( loc, value );
return true;
}
bool GlslProgram :: setUniformMatrix ( const char * name,

const Matrix4x4s& value )

int loc = glGetUniformlLocationARB ( program, name );
if ( loc < Q)
return false;
glUniformMatrix4fvARB ( loc, 1, GL FALSE, value [0] );
return true;
}
bool GlslProgram :: setUniformMatrix ( const char * name,

const Matrix3D& value )

int loc = glGetUniformlLocationARB ( program, name );
if ( loc < 0 )

return false;
glUniformMatrix3fvARB ( loc, 1, GL FALSE, value [0] );

return true;

int GlslProgram :: locForUniformName ( const char * name )

return glGetUniformLocationARB ( program, name );
}
Vector4D GlslProgram :: getUniformVector ( const char * name )
{

float values [4];

int loc = glGetUniformlLocationARB ( program, name );

if ( loc < Q)

return Vector4dD ( O, 0, 0, 0 );

glGetUniformfvARB ( program, loc, values );

return VectordD ( values [0], values [1], values [2], values [3] );
}
bool GlslProgram :: setTexture ( const char * name, int texUnit )
{

int loc = glGetUniformlLocationARB ( program, name );
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if ( loc == -1 )
return false;
glUniformliARB ( loc, texUnit );
return true;
}
bool GlslProgram :: setTexture ( int loc, int texUnit )
{
if ( loc < 0 )
return false;
glUniformliARB ( loc, texUnit );
return true;
}
bool GlslProgram :: bindAttributeTo ( int loc, const char * name )
{
glBindAttribLocationARB ( program, loc, name );
return true;
}
bool GlslProgram :: setAttribute ( const char * name,

const Vector4D& value )

int index = glGetAttribLocationARB ( program, name ) ;
if ( index < 0 )
return false;
glVertexAttrib4dfvARB ( index, value );
return true;

}

bool GlslProgram :: setAttribute ( int index, const Vector4D& value )

{
glVertexAttrib4dfvARB ( index, value );

return true;

int GlslProgram :: indexForAttrName ( const char * name )

return glGetAttribLocationARB ( program, name ) ;
}

Vector4D GlslProgram :: getAttribute ( const char * name )

{
int index = glGetAttribLocationARB ( program, name ) ;
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if ( index < 0 )
return Vector4D ( 0, O, 0 )
float buf [4];

glGetVertexAttribfvARB ( index, GL CURRENT VERTEX ATTRIB ARB, buf );

return Vector4dD ( buf [0], buf [1], buf [2], buf [3] );
}
Vector4D GlslProgram :: getAttribute ( int index )
{
float buf [4];
glGetVertexAttribfvARB ( index, GL CURRENT VERTEX ATTRIB ARB, buf );
return Vector4dD ( buf [0], buf [1], buf [2], buf [3] );
}
bool GlslProgram :: isSupported ()
{
return isExtensionSupported "GL _ARB shading language 100" ) &&
isExtensionSupported ( "GL ARB shader objects” ) &&
isExtensionSupported "GL _ARB vertex shader™ ) &&

isExtensionSupported

"GL ARB fragment shader”

}

string GlslProgram ::

{

version ()
const char * slVer = (const char *) glGetString (
GL_SHADING LANGUAGE, VERSION ARB ) ;
if ( glGetError() != GL NO ERROR )
return "1.051";
return string ( slVer );

int GlslProgram :: maxVertexUniformComponents ()

int maxVertexUniformComponents;

glGetIntegerv ( GL_MAX_VERTEX_UNIFORM_COMPONENTS_ARB,
smaxVertexUniformComponents ) ;

return maxVertexUniformComponents;

maxVertexAttribs ()

int GlslProgram ::

int maxVertexAttribs;
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int

int

int

int

int

int

glGetIntegerv ( GL MAX VERTEX ATTRIBS ARB, &maxVertexAttribs

return maxVertexAttribs;

GlslProgram :: maxFragmentTextureUnits ()

int maxFragmentTextureUnits;
glGetIntegerv ( GL MAX TEXTURE IMAGE UNITS ARB,
&maxFragmentTextureUnits );

return maxFragmentTextureUnits;

GlslProgram :: maxVertexTextureUnits ()

int maxVertexTextureUnits;
glGetlIntegerv ( GL MAX VERTEX TEXTURE IMAGE UNITS ARB,
smaxVertexTextureUnits );

return maxVertexTextureUnits;

GlslProgram :: maxCombinedTextureUnits ()

int maxCombinedTextureUnits;
glGetlIntegerv ( GL MAX COMBINED TEXTURE IMAGE UNITS ARB,
smaxCombinedTextureUnits );

return maxCombinedTextureUnits;
GlslProgram :: maxVaryingFloats ()
int maxVaryingFloats;
glGetIntegerv ( GL MAX VARYING FLOATS ARB, &maxVaryingFloats
return maxVaryingFloats;
GlslProgram :: maxFragmentUniformComponents ()
int maxFragmentUniformComponents;
glGetIntegerv ( GL MAX FRAGMENT UNIFORM COMPONENTS ARB,
&maxFragmentUniformComponents ) ;

return maxFragmentUniformComponents;

GlslProgram :: maxTextureCoords ()

)7
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int maxTextureCoords;
glGetIntegerv ( GL MAX TEXTURE COORDS ARB, &maxTextureCoords );

return maxTextureCoords;

B nuctunre 18.5 nmpuBoauTcs BapuaHT MporpaMmbl U3 JuctuHra 18.2, Moaudu-
LIMPOBAHHBIN ¢ TPUMEHEHUEM KJlacca GlslProgram.

INuctunr 18.5. MpocTeluni npumep MCNONbL30BaHUA Knacca GlslProgram

//

// Sample showing how to use GLSL programs

//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>

#include <stdlib.h>

#include "1ibTexture.h"

#include "Vector3D.h"

#include "Vector2D.h"

#include "Data.h"

#include "GlslProgram.h"

Vector3D eye (7, 5, 7); // camera position
Vector3D light ( 5, 0, 4 ); // light position
float angle = 0;

Vector3D rot (0, 0, 0);

int mouseOldX = 0;

int mouseOldY = 0;

GlslProgram program;
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL DEPTH TEST );
glDepthFunc ( GL LEQUAL );
glHint ( GL POLYGON SMOOTH HINT, GL NICEST );

glHint ( GL PERSPECTIVE CORRECTION HINT, GL NICEST );
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void display ()

{

}

glClear ( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );

glMatrixMode ( GL_MODELVIEW ) ;
glPushMatrix ()

glRotatef ( rot.x, 1, 0, 0 );
glRotatef ( rot.y, 0, 1, 0 );
glRotatef ( rot.z, 0, 0, 1 );

glutSolidTeapot ( 2 );
glPopMatrix ();
glutSwapBuffers ();

void reshape ( int w, int h )

{

}

glViewport
glMatrixMode GL_PROJECTION ) ;

gllLoadIdentity ();

glMatrixMode GL_MODELVIEW ) ;
gllLoadIdentity ();
gluLookAt eye.x, eye.y, eye.z,

0, 0, 0O,
0.0, 0.0, 1.0 );

void motion ( int x, int y )

{

rot.y —= ((mouseOQldY - y) * 180.0f)
rot.z —= ((mouseOldX - x) * 180.0f)
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;
if ( rot.z < =360 )
rot.z += 360;
if ( rot.y > 360 )
rot.y —= 360;
if ( rot.y < -360 )
rot.y += 360;

mouseOldX = x;

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0,
(
(
(

0, 0, (GLsizei)w, (GLsizei)h );

// eye
// center

// up

/ 200.0f;
/ 200.0f;
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mouse0ldY = y;

glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{

if ( state == GLUT_ DOWN )

{

mouseOldX = x;

mouse0ldY = vy;

}
void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == Q" ) // quit requested
exit (0 );
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME );

glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );
// create window
int win = glutCreateWindow ("Simple example of using GLSL shaders");

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutMouseFunc ( mouse '
glutMotionFunc ( motion );
glutIdleFunc ( animate );
init ()

initExtensions ();



lNpakxTuka nporpammypoBarHua Ha GLSL 619

printfInfo 0
if ( !isExtensionSupported ( "GL ARB shading language 100" ) )
{
printf ( "GL ARB shading language 100 NOT supported.\n" );
return 1;
}
if ( !isExtensionSupported ( "GL ARB shader objects" ) )

{
printf ( "GL ARB shader objects NOT supported” );

return 2;
}
if ( !program.loadShaders ( "simplest.wvsh", "simplest.fsh" ) )
{
printf ( "Error loading shaders:\n%s\n",
program.getlLog ().c_str () );
exit (1 );

// install program object as part of
// current state

program.bind ();

glutMainLoop ();

return 0O;

MNMpumepsbl wenpgepos Ha GLSL

PaccMmoTpuM cHavajna peanu3alnuio IPOCTEMIIEro ciyyas — IIOIMKCEJIbHOIO
nuddysHoro u 611MKoBoro ocpenieHus. IlepBbiM OyneT BapuaHT, B KOTOPOM HU-
KaKUX TEKCTyp HeT BOoOlle, T. €. BC€ CBOMCTBA M KOIM@PUUUEHTbl MOCTOSHHbI
BIOJIb MOBEPXHOCTU 00beKkTa (JuctuHru 18.6 u 18.7).

Nuctuhr 18.6. BepumHHbIN Wwengep ana npocrenwero auddysHoro
! n 6nukoBOro ocBelleHUst

varying vec3 1t;
varying vec3 ht;
uniform vecd lightPos;
uniform vecd eyePos;

void main (void)
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// transformed point to world space
vec3 p = vec3 ( gl _ModelViewMatrix * gl Vertex );
// vector to light source
vec3 1 = normalize ( vec3 ( lightPos ) - p );
// vector to the eye
vec3 v = normalize ( vec3 ( eyePos ) -p )
vec3 h = normalize ( 1 + v );
// transformed n
vec3 n = gl NormalMatrix * gl Normal;
// transformed t
vec3 t = gl NormalMatrix * gl MultiTexCoordl.xyz;
// transformed b
vec3 b = gl NormalMatrix * gl MultiTexCoord2.xyz;
// now remap 1, and h into tangent space
1t = vec3 (dot (1, £t ), dot (1, b)), dot (1, n) );
ht = vec3 ( dot (h, £t ), dot ( h, b ), dot ( h, n) );

gl Position = gl ModelViewProjectionMatrix * gl Vertex;

NuctuHr 18.7. ®parmeHTHLIN Wenaep ans npocrenwero audgdysHoro
¥ 6NMMKOBOro ocBeLLeHus

varying vec3 1t;
varying vec3 ht;
void main (void)

{

vec3 nt = vec3 ( 0.0, 0.0, 1.0 );
vec3 12 = normalize ( 1t );
vec3 h2 = normalize ( ht );

vecd diff = vecd4 ( 0.5, 0.0, 0.0, 1.0 ) *
max ( dot ( nt, 12 ), 0.0 );
vecd spec = vecd ( 0.7, 0.7, 0.0, 1.0 ) *
pow ( max ( dot ( nt, h2 ), 0.0 ), 20 );
gl FragColor = diff + spec;

Peanuzaiuus noxoxa Ha ¢parMeHTHbIe NporpaMmmbl. Yepe3 varying-IE€PEMEHHbIE
B (pparMeHTHBbIIl LIeiaep nepeaaloTcs HalpaBleHue Ha UCTOYHUK CBETA M BEKTOp
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h B KacaTebHOM TIpocTpaHcTBe. [lociie MX HOpMaTU3aIllii OCBEIICHHOCTh SIBHO
BBEIYHCITIETCS TIO CTAaHAAPTHEIM (hopMysIaMm.

JoBOJBHO JIErKO Iepeaenarb 3TU LIeHaepbl MUl OOILero ciydyas, Korga npu Imo-
MOLIM TEKCTYp 3aJaloTcs Kapra HopMajieil, Kod(pQUIUUEHTb CBETUMOCTH, Aud-
¢y3HOi U OJMKOBOI ocBellleHHOCTU. COOTBETCTBYIOLME LleiiAepbl IPUBOISTCS B
jucrtuHrax 18.8 u 18.9.

NuctuHr 18.8. BeplumHHbIA Wengep ans obwero cny4vasa gauddysHoro
¥ 6NMMKOBOro ocBeLLeHus

varying vec3 1t;
varying vec3 ht;
uniform vecd lightPos;
uniform vecd eyePos;

void main (void)
{

// do neccessary transformations

vec3 p = vec3 ( gl ModelViewMatrix * gl Vertex );
vec3 1 = normalize ( vec3 ( lightPos ) - p );

vec3 v = normalize ( vec3 ( eyePos ) -p )

vec3 h = normalize ( 1 + v );

vec3 n = gl NormalMatrix * gl Normal;

// compute tangent and binormal
vec3 t = gl NormalMatrix * gl MultiTexCoordl.xyz;
vec3 b = gl NormalMatrix * gl MultiTexCoordZ2.xyz;
// now remap 1, and h into
// tangent space
1t = vec3 (dot (1, £t ), dot (1, b)), dot (1, n) );
ht = vec3 (dot (h, t ), dot (h, b ), dot (h, n) );
gl Position = gl ModelViewProjectionMatrix * gl Vertex;
gl TexCoord [0] = gl MultiTexCoord0;

JNinctunr 18.9. ®parmeHTHLIN Wengep Ana obuero cny4vas aAnddysHoro
U 6NMMKOBOro ocBeLleHUsI

varying vec3 1t;
varying vec3 ht;

uniform sampler2D bumpMap;
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uniform sampler2D diffuseMap;
uniform sampler2D specularMap;
void main (void)

{

// get normal perturbation

vec3 n = texture2D ( bumpMap, gl TexCoord [0] );
vec3 nt = normalize ( 2.0*n - 1.0 );
vec3 12 = normalize ( 1t );
vec3 h2 = normalize ( ht );
(

float diff = max ( dot nt, 12 ), 0.0 );

float spec = pow ( max ( dot ( nt, h2 ), 0.0 ), 30 );

gl FragColor = diff * texture2D ( diffuseMap, gl TexCoord [0] ) +
spec * texture2D ( specularMap, gl TexCoord [0] );

Mogenb ocselyenuns lNyy

HoBoibHO UHTepecHbI 3dhdekT maer momedb ocBemeHus I'ya (Gooch). Tlpu
9TOM, KOIJa MCTOYHUK CBETA OKA3bIBAETCS I03aAu O0bEKTa, OOBEKT OKpallliBaeT-
¢Sl IPYTUM IIBETOM, Kak ObI MPOLIEAIIUM CKBO3b 00beKT (puc. 18.2).

Camu 1Ieliepbl oKa3bIBalOTCS Ha YAMBIEHHWE TTpocThiMU (JiuctuHru 18.10 u 18.11).

NuctuHr 18.10. BepLlunHHbIN Weiaep Ansa ocBelleHus Myy

//
// Vertex shader for Gooch shading
// Based on 3Dlabs code

//
uniform vec4d lightPos;
uniform vec4 eyePos;

varying float NdotL;
varying vec3 reflectVec;
varying vec3 viewVec;
void main (void)

{

vec3 p vec3 ( gl ModelViewMatrix * gl Vertex );
vec3 norm = normalize ( gl NormalMatrix * gl Normal );

vec3 lightVec = normalize ( lightPos.xyz - p.xyz );
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reflectVec = normalize ( reflect ( -lightVec, norm )
viewVec = normalize ( eyePos.xyz -p.xyz );
NdotL = ( dot ( lightVec, norm ) + 1.0 ) * 0.5;

gl Position = ftransform();

E2Example of GLSL Gooch shader

Puc. 18.2. M3obpaxeHne Topa ¢ NCMNoNb30BaHMEM Moaenn oceelleHns MNyy

Nnctunr 18.11. ®parmeHTHbIN WeWgep Ans ocBeleHus Fyy

//
// Fragment shader for Gooch shading

//



624 naBa 18

// Based on 3Dlabs code by Randi Rost

//

uniform vec3 SurfaceColor; // (0.75, 0.75, 0.75)
uniform vec3 WarmColor; // (0.6, 0.6, 0.0)
uniform vec3 CoolColor; // (0.0, 0.0, 0.6)

uniform float DiffuseWarm; // 0.45
uniform float DiffuseCool; // 0.45
varying float NdotL;

varying vec3 reflectVec;

varying vec3 viewVec;

void main (void)

{

const vec3 surfaceColor = vec3 ( 0.75, 0.75, 0.75 );

const vec3 warmColor = vec3 ( 0.6, 0.6, 0.0 );

const vec3 coolColor = vec3 ( 0.0, 0.0, 0.6 );

const float diffuseWarm = 0.45;

const float diffuseCool = 0.45;

vec3 kCool = min ( coolColor + diffuseCool * surfaceColor, 1.0 );
vecl3 kWarm = min ( warmColor + diffuseWarm * surfaceColor, 1.0 );

vec3 kFinal = mix ( kCool, kWarm, NdotL );

vec3 r = normalize ( reflectVec );

vec3 v = normalize ( viewVec '

float spec = pow ( max ( dot ( r, v ), 0.0 ), 32 );

gl FragColor = vec4 ( min ( kFinal + spec, 1.0 ), 1.0 );

YueT uHTepdrepeHLmn B TOHKOM cJlioe

OdYeHb KpacuBBIM 3(PEKTOM, JOBOJTHHO JIETKO PeaTM3yeMBbIM C TIOMOIIBIO IIIei-
JepoB, ABJISAETCI UHTepGEPEHIMs B TOHKOM CJIOE.

Ecnu Ha noBepxHOCTH OOBEKTA IMPUCYTCTBYET OYeHb TOHKUI IMPO3padyHbId CJIOiA,
TO OyIeT TMPOUCXOAUTH MHTephEepeHIINS MEXIY CBETOM, OTPaKeHHBIM OT 3TOTO
CJI0sI, U OT TPAHMUILIBI MEXIy 0ObeKTOM U cjoeM (puc. 18.3).

D10 IPUBOIUT K ITOABJICHUIO HA ITOBECPXHOCTU o0beKTa pagykKHbIX I10JOC, KdK Ha
MBUIBHBIX ITY3BIPAX.

Hannavnii 5¢@deKT J0BOIBHO JETKO CMOISINPOBATh, IPUMEHUB CICAYIONINNA O/~
xol (B ocHOBY gaHHoro mnpumepa Jjer xkon u3 NVSDK). Llser, monyyaroluiics
B pesynbrare WHTepdepeHIINN, 3aBHCUT OT IYTH, TPOWIEHHOTO BHYTPH CIOS.
A 2TOT IyTh MOXHO BBIpa3uTh KakK 24/(n, v), rae yepe3 A obo3HaYeHA TOJNLIMHA
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ciost (Mbl CUMTaeM €€ HeM3MEHHOIl BIOJb BCeil MOBEPXHOCTU), a Yepe3 n U V —
eIMHUYHEBIC BEKTOPHI HOPMAaJIW W HAIpaBJIeHNUS Ha HabIfoaaTeIs.

Puc. 18.3. NHTepdepeHunsi B TOHKOM Crioe

DTy BeIMYMHY JOBOJBHO MPOCTO BHIYMCIUTL B BEPLUIMHHOM leliaepe, a gauee ee
MOXHO Mepeaarb B BUIAe UHAEKCA B OMHOMEPHYIO TEKCTYpY, COAEpXKAllylo 3Hadye-
HMS 1[BETOB, IOJYYAIOIIMECs IPU UHTepdepeHILIn.

Ha xoMmnaxkTt-aucke B Karajore Scripts Bbl HaliieTe TPOCTYIO MPOrpaMMy Ha SI3bIKe
Python, cTposiiyto naHHy© TekcTypy, a B auctuHrax 18.12 u 18.13 mpuBoasTest
COOTBETCTBYIOILIIME BEPUIMHHBIE W (hparMeHTHBIE 1Ieiaephl.

Nuctuhr 18.12. BepwnHHbIi Wwenaep, peanusyowmi achdekt nHrepdepeHLmn
B TOHKOM crnoe

//

// Thin-layer effect (based on NVidia shader)
//

uniform vecd lightPos;

uniform vecd eyePos;

varying vec3 diffColor;

varying vec3 specColor;
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varying vec2 viewDepth;

void main ()

{

const float filmDepth = 0.4;

gl Position = ftransform (); // transform position to clip space

vec3

vec3

vec3
vec3

vec3

// transformed point to world space
p = vec3 ( gl ModelViewMatrix * gl Vertex );
// transform normal from model-space
// to view-space
n = normalize ( gl NormalMatrix * gl Normal );
// compute the eye->vertex vector
v = normalize ( eyePos.xyz - p );
1 = normalize ( lightPos - p );

h = normalize ( 1 + v );

float diffuse = max ( dot (n, 1), 0.0 );

float specular = pow ( max ( dot (n, h ), 0.0 ), 30 );

// compute the view depth for the
// thin film

viewDepth = vec?2 ( filmDepth / dot ( n, v ) );

// output final lighting results

diffColor = vec3 ( diffuse );

specColor = vec3 ( specular );

// output texture coordinates

// for diffuse map

gl TexCoord [0] = gl MultiTexCoord0;

INuctuhr 18.13. ®parmeHTHbIN Wenaep, peanusyrowmin achdekt nHTepdepeHLn
B TOHKOM crnoe

/7

// Thin-

!/

uniform
uniform
varying
varying

varying

layer effect (based on NVidia shader)

sampler2D diffuseMap;
samplerlD fringeMap;
vecl3 diffColor;
vec3 specColor;

vec?2 viewDepth;

void main ()
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{

// diffuse material color
vec3 diffMaterial = texture2D ( diffuseMap, gl TexCoord [0].xy ).rgb;
// lookup fringe value based on view depth
vec3 fringeColor = texturelD ( fringeMap, viewDepth.x ).rgb;
// modulate specular lighting by fringe color
// and combine with regular lighting
gl FragColor = vec4 ( diffColor * diffMaterial +

fringeColor * specColor, 1.0 );

LLeiipep, ncnosnb3ylowmin LUYMOBYIO (PyHKLUIO

C moMoIIpi0 TIYMOBOW (YHKIIMM MOXHO CO3/1aBaTh IMeHaepbl, MOAEIMPYIOIINe
€CTeCTBeHHBIE MaTepHUaTbl MW SIBICHUS.

ITockonbky He Bce peanusdauuu GLSL nojnepXuBaioT LIYMOBYIO (PYHKIIMIO, B
CIeqyIOlIMX MPUMEpax OHA 3aMEHseTCs IByMEPHBIMU U TPEXMEPHBIMM TEKCTypa-
MU, COAepXKallMMU 3HAYeHHE IepUOIMYecKOl IIyMoBoil ¢yHKiMu (obparure
BHMMAaHME, YTO B 3TOM cllyyae KpaifHe BaXHa MEePUONUYHOCTb TEKCTYPhI, MHAYE B
n300paxxeHuu OyayT MPUCYTCTBOBATb Pa3pbIBbI 1IBETOB, MOJOXKEHUI U T. I1.).

Krnaccuueckum nmpumepom lieiiaepa, OCHOBAaHHOTO Ha 1IYMOBOU (DYHKIIVU, SIBJISI-
ercs eroded, BriepBblE ONMUCAHHBI B KHUTe Rendermap Companion!, monenupyio-
WY MOSBJIEHUE HA TIOBEPXHOCTU p>KaBUMHBI (puc. 18.4).

BDddekT "pKaBUMHBL' MMOJYYAETCS NYTEM CAOXEHUs] 3HAYeHUI LIyMOBOM (PyHK-
UMM ¢ PAasHbIMKU Maclutabamu, 4TO [O3BOJSIET Iepeaarh (PaKTalbHYI0 IPUPOLY
3TOrO SIBJIEHUSI.

Jluctunru 18.14 u 18.15 conepxar coOTBETCTBYIOIIUE BEPIIMHHBIN U (parMeHT-
HBIN TIEUIEPHI.

INuctunr 18.14. BepwnHHbIv Wenaep Ans "pxaBoro™ Topa

//

// Eroded vertex shader (a'la RenderMan's)
//

varying float diffuse;

varying float specular;

varying vec2 tex;

uniform vecd lightPos;

uniform vecd eyePos;

I The RenderMan Companion: A Programmer's Guide to Realistic Computer Graphics
Steve Upstill. Addison — Wesley Publishing Company, 1990.
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void main (void)

{

vec3 p = vec3 ( gl _ModelViewMatrix * gl Vertex );
vec3 1 = normalize ( vec3 ( lightPos ) - p );

vec3 v = normalize ( vec3 ( eyePos ) -p )

vec3 h = normalize ( 1 + v );

vec3 n = normalize ( gl NormalMatrix * gl Normal );

diffuse = max ( dot (n, 1), 0.0 );
specular = pow ( max ( dot ( n, h ), 0.0 ), 100 );

tex gl MultiTexCoord0.xy;
tex.y *= 2.0;
gl Position = gl ModelViewProjectionMatrix * gl Vertex;

gl TexCoord [0] gl MultiTexCoord0;

E2example of GLSL eroded shader

Puc. 18.4. "PxaBbin” TOp




lNpakxTuka nporpammypoBarHua Ha GLSL 629

JlnctuHr 18.15. ®parMeHTHbIN Welnaep Ansa "pxasoro™ Topa

//

// Eroded fragment shader (a'la RenderMan's)
//

varying float diffuse;

varying float specular;

varying vec2 tex;

uniform sampler2D myNoise;

void main (void)
{
const vecd diffColor = vecd ( 1.0, 0.0, 0.0, 1.0 );
const vecd specColor = vec4 ( 1.0, 0.0, 0.0, 1.0 );
const vec3 half = vec3 ( 0.5, 0.5, 0.0 );
// compute turbulence
vec? arg = tex + vec2 ( 0.123, 0.345 );

vec2 argl = arg;
vec2 arg2 = 2.0 * arg + vec2 ( 0.537, 0.953 );
vec2 arg3 = 4.0 * arg + vec2 ( 0.463, 0.543 );

float nl = 2*abs ( texture2D ( myNoise, argl ).x — half ) /
1.0;

float n2 = 2*abs ( texture2D ( myNoise, arg2 ).x — half ) /
2.0;

float n3 = 2*abs ( texture2D ( myNoise, arg3 ).x — half ) /
4.0;

float turb = nl + n2 + n3;

// compute f value

float £ = smoothstep ( 0.1, 0.5, turb );

float Ka = 0.2 * £;

float Kd = 0.7 * £;

float Ks = 0.7 * £;

gl FragColor = Ka* diffColor + diffuse * Kd * diffColor +

specular * Ks * specColor;

gl FragColor.a = 1.0 - £;

Eiue omHum IPUMEPOM HMCIIOJb30BAHUA LHIYMOBBIX TCKCTYP ABJIACTCA CO3JdaHUE
MOp4, Korga BOJIHbL XaOTUYHO IIEpEMCLIAIOTCA Ha €ro INOBCPXHOCTU. 910 Hm0-
BOJIBHO JICTKO MOXHO p€alM30BdTb, €CJIMU 3aJaTb ¢ IIOMOLIbIO HIYMOBOﬁ (l)YHK-
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I HOPMaJTb K TTOBEPXHOCTHU (TOUHEE CYMMY C MacliTabUpyoluMu Kosddu-
IUEHTaMH).

Ha puc. 18.5 npuBeneHo n3o0paxkeHuMe MOPCKOH CLIEHbI, PEaIM30BAHHOI cpasy
JABYMs lueigepamMu — i Boabl U Heba. B nucrtunrax 18.16—18.20 mpuBeaeHbr
HUCXOAHBIC IIEHAephl IS IMOJYyYEHUS ITOI0 M300pAXEeHUsT U COOTBETCTBYIOIIUIA
kon Ha C++.

ERGLSL Ocean demo, FPS : 28.25 1 = I EIIEI

Puc. 18.5. Mope

varying vec3 1t;

varying vec3 ht;
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uniform vecd lightPos;
uniform vecd eyePos;
void main (void)

{

vec3 p = vec3 ( gl _ModelViewMatrix * gl Vertex );
vec3 v = normalize ( vec3 ( eyePos ) -p )
1t = normalize ( vec3 ( lightPos ) - p );

ht = normalize ( 1t + v );
gl Position = gl ModelViewProjectionMatrix * gl Vertex;

gl TexCoord [0] = gl MultiTexCoord0;

Nuctunhr 18.17. ®parmeHTHbIA Wenaep “"mopsa™

varying vec3 1t;

varying vec3 ht;

uniform vecd time;
uniform sampler3D myNoise;
uniform sampler2D myNoise2;

void main (void)

{

const vec3 ambColor = vec3 ( 0.0, 0.1, 0.1 );

const vec3 diffColor = vec3 ( 0.0, 1.0, 0.9 );

const vec3 specColor = vec3 ( 1.0, 0.8, 0.5 );

const vec3 up = vec3 ( 0.0, 1.0, 0.0 );

const vec3 half = vec3 ( 0.5, 0.0, 0.5 );

vec3 argl = arg;

vec3 arg2 = 4.1235 * arg;

vec3 arg3 = 8.3173 * arg;

vec3 nl = (texture3D ( myNoise, argl ).xyz - half) * 2.0;
vec3 n2 = (texture3D ( myNoise, arg2 ).xyz - half) / 2.0;
vec3 n3 = (texture3D ( myNoise, arg3 ).xyz - half) / 4.0;
vec3 n = normalize ( nl + n2 + n3 + up );

vec3 12 = normalize ( 1t );

vec3 h2 = normalize ( ht );

float diff = max ( dot (n, 12 ), 0.0 );
float spec = pow ( max ( dot ( n, h2 ), 0.0 ), 20 );
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gl FragColor = vecd4 ( ambColor + diff * diffColor +

spec * specColor, 1.0 );

: MincTur 18.18. BeplwmHHLI weliaep "He6a”

/7

// Simple sky vertex shader
!/

varying vec3 1;

varying vec3 v;

uniform vecd lightPos;
uniform vecd eyePos;

void main (void)

{

vec3 p = vec3 ( gl ModelViewMatrix * gl Vertex );

v = vec3 ( eyePos ) - p; // vector to the eye

1 = vec3 ( lightPos ) - p; // vector to light source
gl Position = gl ModelViewProjectionMatrix * gl Vertex;

gl TexCoord [0] gl MultiTexCoord0;

;HMCTMHr1819.¢parmeHTHHﬁ|ueﬁAep"HeGa"

//

// Simple sky vertex shader

//

varying vec3 1;

varying vec3 v;

uniform vecd time;
uniform sampler3D myNoise;
uniform sampler2D myNoise2;

void main (void)

{

const vecd skyColorLight = vec4 ( 0.5, 0.9, 1.0, 1.0 );
const vecd skyColorNormal = vecd ( 0.0, 0.6, 0.6, 1.0 );
const vecd cloudColor =vecd ( 1.0, , 1.0, 1.0 );
const vec3 maxLight = vec3 ( 1.0, 7, 2.1 );
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float t = 0.01 * time.x;

vec3 tm =vec3 (t ) + 0.3 * texture2D ( myNoiseZ2,
vec2 ( 0.3579, 0.001 * time.x ) );

vec3 arg = vec3 ( gl TexCoord [0].xy + vecZ ( 0.246, 0.7531 ),
0.777 ) + tm;

vec3 argl = 2.1397 * ( arg + vec3 ( 0.0, time.x * 0.0075,
0.22221 ) ):

vec3 arg2 = 7.9793 * ( arg + vec3 ( -time.x * 0.0058, 0.1,

0.33) )

vec3 arg3 = 15.9191 * ( arg + vec3 ( 0.1313, time.x * 0.004,
0.777 ) );

vec3 nl = texture3D ( myNoise, argl ).xyz / 1.0;

vec3 n2 = texture3D ( myNoise, arg2 ).xyz / 4.0;

vec3 n3 = texture3D ( myNoise, arg3 ).xyz / 8.0;

vec3 n =nl + n2 + n3;

float f = normalize ( 1 ).y;

vecd skyColor = mix ( skyColorNormal, skyColorLight, f );

// now compute clouds based on n
float factor = step ( 0.67, n.x );
vecd cloud = mix ( skyColor, cloudColor, factor );

gl FragColor = cloud;

Nuctunir 18.20. UcxopgHas nporpamma Ha C++ gnsa "MOPCKOMK" CLeHbI

//

// Sample showing how to use GLSL programs
//

#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#include "1ibTexture.h"
#include "libTexture3D.h"
#include "Vector3D.h"
#include "Vector2D.h"
#include "Vector4D.h"

#include "Data.h"
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#include "GlslProgram.h"

#include "Torus.h"

Vector3D eye (0, 0, 1), // camera position
Vector3D light ( 0, 1.5, -6 ); // light position
float angle = 0;

Vector3D rot ( 0, 0, 0 );

int mouseOldX = 0;

int mouseOldyY = 0;

unsigned noiseMap;

unsigned noise2Map;

GlslProgram program;

GlslProgram skyProgram;

int frames = 0;
int totalFrames = 0;
int elapsedTime = 0;
float fps = 0;
const char * caption = "GLSL Ocean demo";
void updatefps ()
{
frames++;
totalFrames++;
if ( (frames % 5) == 0 ) // compute every 5 frames
{
int time2 = glutGet ( GLUT ELAPSED TIME ) ;

char str [2560];
(float) frames / (0.001 * (time2 - elapsedTime));

fps
elapsedTime = time2;

frames = 0;

sprintf ( str, "%s, FPS : $5.2f", caption, fps );
glutSetWindowTitle ( str );

}
void init ()
{
glClearColor ( 0.0, 0.0, 0.0, 1.0 );
glEnable ( GL_DEPTH _TEST });
glDepthFunc ( GL_LEQUAL ) ;
glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST ) ;
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}

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );

void display ()

{

glClear ( GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
glMatrixMode ( GL MODELVIEW ) ;
glPushMatrix ();

// the sun
glColor3f (1, 0.8, 0);
glTranslatef ( light.x, light.y, light.z );
glutSolidSphere ( 0.5, 30, 30);
glTranslatef ( -light.x, -light.y, -light.z );
glEnable ( GL_BLEND ) ;
glBlendFunc ( GL ONE, GL ONE );

// the sky
glActiveTextureARB ( GL TEXTUREO ARB );
glBindTexture ( GL_TEXTURE 3D, noiseMap );
glActiveTextureARB ( GL TEXTUREL ARB );
glBindTexture ( GL_TEXTURE 2D, noise2ZMap );

glColor3f (0, 0.8, 0.8 );
skyProgram.bind ();
glBegin ( GL QUADS );

glTexCoord2f ( 0.0, 0.0);
glVertex3f ( -10.0, 1.0, 1.0);
glTexCoord2f ( 1.0, 0.0);
glVertex3f (10.0, 1.0, 1.0);
glTexCoord2f ( 1.0, 1.0);
glvertex3f ( 10.0, 0.0, -10.0);
glTexCoord2f ( 0.0, 1.0);
glVertex3f ( -10.0, 0.0, =10.0);
glEnd ();

skyProgram.unbind () ;
glDisable ( GL_BLEND );
// the ocean
glColor3f (0, 0.4, 0.8 );
program.bind ();
glBegin ( GL _QUADS );
glTexCoord2f ( 0, 0 );
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glvVertex3f ( -10.0, -1.0, 1.0 );

glTexCoord2f ( 1, 0 );

glvVertex3f (10.0, =-1.0, 1.0 );

glTexCoord2f ( 1, 1 );

glvertex3f ( 10.0, 0.0, -10.0 );

glTexCoord2f ( 0, 1 );

glVertex3f ( -10.0, 0.0, -10.0 );

glEnd () ;

}

voi

{

}

voi

{

program.unbind () ;
glPopMatrix ();
updateFps ();
glutSwapBuffers ();

d reshape ( int w, int h )

glViewport (0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION ) ;
// factor all camera ops into
// projection matrix
gllLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );

gluLookAt ( eye.x, eye.y, eye.z,
0, 0, 0O,
0, 1, 0);
glMatrixMode ( GL_MODELVIEW ) ;

glLoadIdentity ();

d motion ( int x, int vy )

rot.y -= ((mouse0ldy - y) * 180.0f) / 200.0f;
rot.z —-= ((mouseQldX - x) * 180.0f) / 200.0f;
rot.x = 0;

if ( rot.z > 360 )
rot.z -= 360;

if ( rot.z < =360 )
rot.z += 360;

if ( rot.y > 360 )
rot.y —= 360;
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if ( rot.y < =360 )
rot.y += 360;
mouseOldX = x;
mouse0ldY = y;
glutPostRedisplay ();
}
void mouse ( int button, int state, int x, int y )
{
if ( state == GLUT_ DOWN )
{
mouseOldX = x;

mouse0ldY = vy;

}
void key ( unsigned char key, int x, int vy )
{
if (( key == 27 || key == "'q' || key == Q" ) // quit requested
exit (0 );
}

void animate ()

{
angle = 0.001f * glutGet ( GLUT ELAPSED TIME ) ;
program.bind ();
program.setUniformvector ( "eyePos", VectordD ( eye, 1) )3
program.setUniformvVector ( "lightPos", VectordD ( light, 1 ) );
program.setUniformvector ( "time", Vector4D ( angle, 0, 0, 0 ) );

program.unbind () ;

skyProgram.bind ();

skyProgram. setUniformVector ("eyePos", VectordD (eye, 1) )
skyProgram. setUniformVector ("lightPos",Vector4D (light, 1 ) );
skyProgram. setUniformVector ("time", VectordD (angle, 0, 0, 0));

skyProgram.unbind () ;
glutPostRedisplay ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
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glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 500, 500 );

// create window
int win = glutCreateWindow ( caption );

// register handlers

glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKeyboardFunc ( key )
glutMouseFunc ( mouse )
glutMotionFunc ( motion );
glutIdleFunc ( animate );
init ()

initExtensions ();
printfInfo 0

assertExtensionsSupported ( "GL ARB shading language 100
GL _ARB shader objects" );

if ( !'program.loadShaders ( "ocean.vsh", "ocean.fsh" ) )
{

printf ( "Error loading ocean shaders:\n%s\n",

program.getlLog ().c_str () );

return 3;
}
if ( !skyProgram.loadShaders ( "sky.wsh", "sky.fsh" ) )
{

printf ( "Error loading sky shaders:\n%s\n",
skyProgram.getLog ().c_str () );
return 3;
}
noiseMap = createTexture3D(false, "../Textures/Noise/noise-3D.dds");

noise2Map = createTexture2D(true, "noise-1l.png");
// install program object as part of
// current state

program.bind ();

program.setTexture ( "myNoise™, 0 );

program.setTexture ( "myNoise2", 1 );

program.unbind () ;

skyProgram.bind ();

skyProgram. setTexture ( "myNoise", 0 );
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skyProgram. setTexture ( "myNoise2", 1 );
skyProgram.unbind ();
glutMainLoop ();

return 0;

AdekT "craporo counbma"

Ileitnepsr Ha GLSL mpuromHbl Takxke WIS IOCTOOPAOOTKU PE3ylbTaTOB pPeHie-
pUHra, IpyUYeM Ha HeM UX IMCcaTh Topasio Jjerdye, yeM Ha acceMOiepe pparMeHT-
HBIX IIPOrPaMM.

Crenyromnit meinep peanusyet 3¢ddbekT, TpUAArIINi U300pakeHUo BUJ cTa-
poro yepHo-0ejioro kuHopuiabma (puc. 18.6).

[EOpenGl image postprocessing - old hlm effeckt

Puc. 18.6. VIzobpaxeHne, nony4yeHHoe npu nomoum apdekra "craporo dunbma”
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XapakTepHbIMU 3JIEMEHTAMU 3TOro (uibMa (He ¢ XyAOXKECTBEHHOU TOUYKU 3pe-
HUSI) SIBSIIOTCST U300paKEHUSI B OTTEHKAX CEPOro (YTO MBI yXKe Aeianu B addekre
sepia), IPUYEM KAPTUHKA BCE BPEMSI CJIETKA NEPraeTcsl cayvyaiiHbIM 00pa3oM, U Ha
HEe HAKJIAAbIBAIOTCS BEPTUKAIBHBIE YEPHBIE TIOJIOCHl U CIYYalHO MOSIBIISIIOIIUECS
(¥ TaKk Xe ucyesarInue) NbTUHKUA.

Kak nepeBomuTh M300paxeHue B OTTEHOK CEPOro, MbI YK€ pacCMaTpUBaIu B eid-
6e 16. Jlnsg 2TOro JOCTATOYHO BCEro OJHOIO CKAISIpPHOIro mpousBeieHus. "ep-
raHue" M300paKeHUs JIErKO JOCTUIraeTcss HeOONbLIMM CIBUTOM TEKCTYPHbIX KO-
OpIMHAT, 1J1s1 obecrnevyeHus "CllydalHOCTU" MOXHO B3SITh 3HAUEHUS KaKOH-I1K00
13 TPUTOHOMETPUYECKUX (DYHKILMIM, [epenaBas apryMeHTOM 3HAueHUEe TEKYLLEro
BpEMEHU C 04eHb OOJIBIIMM MACILTAOMPYIOIIMM MHOXUTEIEM.

®opMupoBaHNEe TOJOC W TBUIMHOK — 5TO MPOCTO HAJOXEHHE TOTOBBIX TEKCTYP
CIyJaifHBIM 00pa3oM.

Juctunru 18.21 u 18.22 coaepxar BepLUMHHbIA U (PparMEHTHbI lieiiaepbl Ajs
Takoro 3¢gexra, a aucTuHr 18.23 — ucxoaubiid Kog Ha C++.

INuctunur 18.21. BepwuHHbIv wenaep ans acdodekra "craporo counsma™

//

// 0ld-film vertex shader as a post-processing effect
//

uniform float time;

varying vec2 shudder;

varying float brightness;

varying vec2 blipCoord;

varying vec2 scratchCoord;

void main (void)

{

shudder = 0.0015 * vec2 ( sin ( time * 111.0 ),

cos ( time * 157.3 ) );
brightness = clamp ( 3.0 * sin ( time * 5.7 ), 0.7, 1.0 );
blipCoord = 3.0 * gl MultiTexCoord0.xy +

vec?2 ( sin ( 20.0 * time ) + cos ( 7 * time ),
cos ( 35.0 * time ) + sin ( 13.0 * time ) );
scratchCoord = gl MultiTexCoord0l.xy +
vec2 ( 0.01 * cos ( 1234.0 * time ),
0.2 * sin ( 157.3 * time ) );
gl Position = gl ModelViewProjectionMatrix * gl Vertex;

gl TexCoord [0] = gl MultiTexCoord0;
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JlnctuHr 18.22. ®parMeHTHbINW Wenaep ans acdhdekra "craporo hunoma™

//

// 0ld-film vertex shader as a post-processing effect
//

uniform float time;

varying vec2 shudder;

varying float brightness;
varying vec2 blipCoord;
varying vec2 scratchCoord;
uniform sampler2D mainTex;
uniform sampler2D scratchTex;
uniform sampler2D blipTex;

void main (void)

{

const vec3 luminance = vec3 ( 0.3, 0.59, 0.11 );

vecd color = texture2D ( mainTex, gl TexCoord [0].xy +
shudder ) ;

vecd scratch = texture2D ( scratchTex, 2.0*scratchCoord );

vecd blip = texture2D ( blipTex, blipCoord )

gl FragColor = vecd ( dot ( color.rgb, luminance ) ) *

brightness * scratch * blip;

gl FragColor.a = 1.0;

: MIncTuHr 18.23. VICXOA/HBIA KOA Ha C++

//

// Sample to image postprocessing via p-buffer and GLSL programs
//

#include "libExt.h"

#include <glut.h>

#include <stdio.h>
#include <stdlib.h>
#include "libTexture.h"
#include "TypeDefs.h"
#include "Vector3D.h"

#include "Vector2D.h"
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#include "boxes.h"

#include "PBuffer.h"

#include "GlslProgram.h"

Vector3D eye ( -0.5, -0.5, 1.5 ); // camera position
unsigned decalMap; // decal (diffuse) texture
unsigned stoneMap;

unsigned teapotMap;

unsigned scratchMap;

unsigned blipMap;

float angle = 0;

float rot = 0;

bool useFilter = true;

GlslProgram program;

PBuffer pouffer ( 512, 512, PBuffer :: modeTextureMipmap |
PBuffer :: modeAlpha | PBuffer :: modeDepth |
PRuffer :: modeTexture2D, true );

void renderToBuffer ();

void init ()

{

glClearColor ( 0.0, 0.0, 0.0, 1.0 );

glEnable ( GL_DEPTH TEST });

glEnable ( GL_TEXTURE 2D });

glDepthFunc ( GL_ LEQUAL )

glHint ( GL_POLYGON SMOOTH HINT, GL _NICEST );

glHint ( GL_PERSPECTIVE CORRECTION HINT, GL NICEST );
}
void displayBoxes ()
{
glMatrixMode ( GL MODELVIEW ) ;
glPushMatrix ();
glRotatef ( rot, 0, O, 1 );
drawBox ( Vector3D ( -5, -5, 0 ), Vector3D ( 10, 10, 3 ),
stoneMap, false );
drawBox ( Vector3D ( 3, 2, 0.5 ), Vector3D ( 1, 2, 2 ),
decalMap );
glBindTexture ( GL_TEXTURE 2D, teapotMap );
glTranslatef (0.2, 1, 1.5 );
glRotatef ( angle * 45.3, 1, 0, 0 );
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glRotatef ( angle * 57.2, 0, 1, 0 );
glutSolidTeapot ( 0.3 );
glPopMatrix ()

}

void startOrtho ()

{

glMatrixMode ( GL_PROJECTION ); // select the projection matrix
glPushMatrix (0); // store the projection matrix
glLoadIdentity (); // reset the projection matrix
// set up an ortho screen

glOrtho (0, 512, 0, 512, -1, 1 );

glMatrixMode ( GL_MODELVIEW ); // select the modelview matrix
glPushMatrix () ; // store the modelview matrix
glLoadIdentity (); // reset the modelview matrix

}
void endOrtho ()

{

glMatrixMode ( GL PROJECTION ) ; // select the projection matrix
glPopMatrix () ; // restore projection matrix
glMatrixMode ( GL MODELVIEW ); // select the modelview matrix
glPopMatrix () ; // restore projection matrix

}
void display ()
{
glClear ( GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT );
renderToBuffer ();
if ( !pbuffer.bindToTexture () )
pobuffer.printLastError ();
startOrtho ();

glActiveTextureARB ( GL TEXTUREO ARB );

glBindTexture ( GL_TEXTURE 2D, pbuffer.getTexture () );
glActiveTextureARB ( GL TEXTUREL ARB );

glBindTexture ( GL_TEXTURE 2D, scratchMap );
glActiveTextureARB ( GL TEXTUREZ ARB );

glBindTexture ( GL_TEXTURE 2D, blipMap );
glActiveTextureARB ( GL TEXTUREO ARB );

if ( useFilter )

program.bind ();
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glBegin ( GL_QUADS

)
glTexCoord2f ( O, )i
glvertex2f (0, )i
glTexCoord2f ( 1, 0);
glVertex2f ( 511, 0 )
glTexCoord2f ( 1, 1 );
glVertex2f ( 511, 511 );
glTexCoord2f ( 0, 1 );
glVertex2f (0, 511 );
glEnd )

if ( useFilter )
program.unbind () ;
endOrtho ();
if ( !pbuffer.unbindFromTexture () )
pbuffer.printlastError ();
glutSwapBuffers ();
}
void reshape ( int w, int h )

{

glViewport 0, 0, (GLsizei)w, (GLsizei)h );
glMatrixMode GL PROJECTION );
gllLoadIdentity ();

(
(
(
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
(
(
(

glMatrixMode GL_MODELVIEW ) ;

glLoadIdentity ();

gluLookAt eye.x, eye.y, eye.z, // eye
3, 3, 1, // center
0, 0, 1); // up

}

void key ( unsigned char key, int x, int vy )

{

if (( key == 27 || key == "'q' || key == Q" ) // quit requested
exit (0 );
if ( key == '"f' || key == "F' )
useFilter = l!useFilter;
}
void specialKey ( int key, int x, int y )

{
if ( key == GLUT KEY RIGHT )
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rot += 5;
else
if ( key == GLUT KEY LEFT )
rot -= 5;
glutPostRedisplay ();
}
void animate ()
{
angle = 0.004f * glutGet ( GLUT ELAPSED TIME ) ;
program.bind ();
program.setUniformFloat ( "time", angle );
program.unbind () ;
glutPostRedisplay ();
}
void initPBuffer ()
{
static bool inited = false;
if ( inited )
return;
inited = true;
if ( !pbuffer.create () )
{
printf ( "create error\n" );
pouffer.printLastError ();
}
pbuffer.makeCurrent ();
init ();
reshape ( pbuffer.getWidth (), pbuffer.getHeight () );
pbuffer.restoreCurrent ();
}
void renderToBuffer ()
{
if ( pbuffer.isLost () )
pbuffer.create ();
if ( !pbuffer.makeCurrent () )
printf ( "makeCurrent failed\n" );
glClearColor ( O, 0, 1, 1 );
glClear ( GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
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reshape ( pbuffer.getWidth (), pbuffer.getHeight () );
displayBoxes ();
pbuffer.restoreCurrent ();
}
int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT DOUBLE | GLUT RGB | GLUT DEPTH ) ;
glutInitWindowSize ( 512, 512 );
// create window

int win = glutCreateWindow ( "OpenGL image postprocessing - old
film effect"” );

// register handlers

glutDisplayFunc ( display )

glutReshapeFunc ( reshape ):

glutKeyboardFunc ( key )

glutSpecialFunc ( specialKey );

glutIdleFunc ( animate )

init ();

initExtensions ();

if ( !pbuffer.checkExtensions () )

{
printf ( "Pbuffer extensions not found\n" );
return 1;

}

assertExtensionsSupported ( "GL ARB shading language 100

GL _ARB shader objects" );
if ( !program.loadShaders ( "film.vsh", "film.fsh" ) )
{
printf ( "Error loading shaders:\n%s\n",
program.getlLog ().c_str () );
return 3;

}

decalMap = createTexture2D ( true, "../Textures/oak.bmp" );
stoneMap = createTexture2D ( true, "../Textures/block.bmp" )
teapotMap = createTexture2D ( true, "../Textures/Oxidated.]jpg" );

scratchMap = createTexture2D ( true,

"../Textures/0Oldfilm/scratches. Jpg" );
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blipMap = createTexture2D ( true,
", ./Textures/0ldfilm/blips. jpg" )y
program.bind ();
program. setTexture ( "mainTex", 0 );
program. setTexture ( "scratchTex™, 1 );
program. setTexture ( "blipTex", 2 )

program.unbind () ;

printf ( "Press F key to turn filtering on/off\n" );
initPBuffer ();

glutMainLoop ();

return 0O;

K coxanenuio, o0beM KHUTH He I03BOJISIET BKIIIOYUTH W MOAPOOHO OIKcaTh BCe
MIPUMeEPHI I WITIOCTPpAIlUY MaTepuaja JaHHOW IJIaBbI, HaXOAsIIuecs Ha TIpH-
JlaraeMoM KoMITakT-auckKe. CKopee 3TO JUIIL TIEPBOE 3HAKOMCTBO C SI3BIKOM
GLSL 1 ero Bo3MOXKHOCTSIMU.

MHOro MHTEpecHBIX lIeiiAepoB Bbl MoOXeTe HaiiTu B MHTepHeTe; mpaBad, OHU
MOIYT ObITb He ToJabko HA GLSL, Ho u Ha Cg win HLSL (B ocHOBy MHOTUX IIpU-
BEIEHHBIX 37eCh LIelaepoB Jerau npumepbl u3 MHrepHera). OgHAKO BCe 3TU
SI3bIKM UMEIOT MeXKay cOOOI CTOJNBKO O0ILEro, YTo MpU HEOOXOAUMMOCTH BbI JIETKO
CMOXETE Iepenucarb MHTepecyoliue npumepsl Ha GLSL.



e
o/

NPUNOXEHUSA




MpunoxeHune 1

OcHOBbI NIMHeNHOI anre6pbl

OCHOBHBIMH TTOHSATHSIMA M3 Kypca JUHEWHOI anreGphl, KOTOpBIe HEOOXOMMMEI
JUIS JTy4lIEero BOCHPUATUS MaTepuana KHUIU, SBISIOTCS BEKTOPbI U MATPULIbl U3
BEIEeCTBEHHBIX YNCET.

[ ByMepHble BEKTOPbI 1 MaTpULibl

PaccmoTpuM cHavayma cOOTBETCTBYIOIINE TOHATHS VTSI ABYMEPHOTO ciydas. YTo-
psAooYeHHAd Mmapa BelleCTBEHHBIX YMcea (X, y) Ha3blBaeTcs ABYMEPHBIM BEKTO-
POM, MHOXECTBO BCEX JBYMEPHBIX BEKTOPOB 0003HavaeTes yepes R2.

CxO
Oty nmapy (x, ¥) MOXHO 3anucaTh U B BUIE cToNOUA [] [, U B BUJE CTPOKU U3
v

JIBYX YUCEN (x y). B nepBoM ciiyyae Mbl TOBOPUM O TOM, YTO y HAc €CTh BEKTOpP-
crosibelr, a BO BTOPOM — BEKTOP-CTPOKa.
ITapy u3 nByx Hyneit (0, 0) Ha3BIBAIOT HYJIEBbIM BEeKTOpPOM 1 obo3HavaroT O.

I[J'[SI IBYMEPHBIX BEKTOPOB JIETKO BBOJATCS OINEpallMd YMHOXCEHHSA Ha YUCIIO,
CJIOXKECHUA U BbIYMTAHUA:
xO_OAX]

0 0=0, 0.
O OMO

DXID Dx% Ox £x
00
D)’1D 0y D nER
Taxcke MOXHO BBECTH M TTOKOMIIOHEHTHOE YMHOXEHHNE BEKTOPOB:
00 Oxd O x xx
EaE Ay
"o oyDn D i xvp

BaxHoil omepainueil sIBAsSieTCS CKAISIPHOE TPOU3BENCHUE IBYX BEKTOpoOB (dot
product).
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D}C[EEX%%: x U +y Oy

100Y40

HMuoraa ckansgpHoe NMPOU3BEAEHUE BEKTOPOB V| U V) 0003HAYAIOT HE TOJbKO KakK
(vl, vz), HO U KaK vy ¥, .

Jlerko 3aMeTUTh, YTO CKaJISIPHBIN KBaapar BekTopa v = (X, y) Bcerma HeoTpuliare-
JIeH ((v, v) =x> + y2) M, CJIeJ0BaTeIbHO, BCEraa OlpeleeH KBaapaTHbI KOPEHb
U3 HEro, Ha3plBA€MbIi IJIMHOM MJIM HOPMOM BEKTOpA V.

ey
Jutinna BekTopa oGosHavaercst kak |v| win ||y
Jlanee nepeuncieHbl OCHOBHbIE CBOMCTBA ONepalMii Hajl BEKTOPAMMU:
u+v=v+u;
(u+v)+w=u+(v +w);
O+u=u+0=u;
u+(-1) =0;
o(Bu)=(ap)u;
(0(+B)u =au+PBu;
a(u+v)=au+av;
10i=u;
(u+v, w)=(u, w)+(v, w);
(au, v)=oa(u, v);
(u, v)=(v, u);
joru| = o Cle
CripaBe/UTMBBI TAKXKe CIIEAYIOIINE 1Ba HEPABEHCTRA:
3 |(u,v) < v

a |u+v|s|u|+|v|.

I T I I L I o L e |

E

Hcnonb3yd ckansgpHoe MpOM3BeAeHME, MOXHO BBECTM IIOHSTHE YA ¢ MEXIY
BEKTOpaMU i U v CIeAYIOIUM 00pa3oMm:
(. v)

Ju ]

cosd =
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HBymepHoit Matpuiieit M (Marpuileit pasmepa 2x2) Ha3bIBaeTcsl TadbaWia U3 ye-

TBIPEX BEIICCTBECHHBIX YN CEIT BUA
Ly apd
M = 0-
Fo1 4220

Takyio Marpuily MOXHO PacCMaTpUBaTh KaK YINOPSIOYEHHbII HA0Op M3 ABYX BEK-
Ll O Ch, O

TOPOB-CTONIONIOB [] [ M [] [J, M Kak Habop U3 JBYX BEKTOPOB-CTPOK
210 2200

(au 012) u (‘121 022)'

I'naBHO# AuMaroHajiblo MaTpuilbl M Ha3bIBAIOT DIEMEHTHI a1 U ay).

I[J'[SI MaTpul, Kak W IJIsd BEKTOPOB, BBOIATCS OIICpalluM YMHOXCECHUA Ha 4YHCIO,
CJIOKEHUS U BBIYUTAHUS (HOKOMHOHCHTHBIM O6p&30M)Z

11 012D D)\all )\alzm
A EEU 0=0 ,
[Fa1 an0 OAy Aayf]
Doy @0, 06y b Oay by apth
21 an0 Obu b Oan by ay by

BBoasiTcsa Takxke MoHSITUs HyleBoil O U equHUYHOR (0bo3Hayaemoil Kak [ unu E)
MaTpUIL;

o 0o
=Rk o

0
[:Ezg IE.

KpOMC OITMCAHHDBIX onepamm JUTST MaTpuL BBOOUTCS OIIEpaLvAd TPAaHCITOHUPOBAHUS:

oy ap ul Oayp apJ
O o =g O -
(F21 @0 D0O%2 910

Kak HecnoxHO 3aMeTUTbh, 3Ta omepaius 'TepeBopayuBaeTr” MaTpUIy OTHOCHU-
TEJbHO €€ TJIABHOW AuaroHaiu.

Oriepalinio TpaHCIIOHUPOBAHUS MOXHO OOOOLLIUTbL U M1l BEKTOpoB. B arom ciy-
yae oHa NpeoldpasyeT BEKTOP-CTONIOEL, B BEKTOP-CTPOKY U HA00OPOT:

7 [xO
(x ») =00
oV

nl
H

=(x »)

Y
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Takum 06pa30M, BCKTOp—CTOJ’[6€H OTJINYAETCS OT BEKTOPA-CTPOKU TOJIBKO TPAaHC-
IOHUPOBAHUEM.

st maTpuu, 2x2 BBOAUTCA omepauusl YMHOXeHUsI (00paTuTe BHUMAHUE, YTO 3TA
omepanys He TTOKOMITOHEHTHAs):

Coyy apO0by b O aybyy +apby  ayby +apb,
21 an00by by 0O aubiy +anby  ayby +anbp
Kak MoxHo 3amerutb, dnemeHT (i, /) B npoussesenuu marpuu A u B 3amaercs

cienywluieit hopMyoi:
2

Cy' = /(Z A lj)kj .
=1
HpOI/I3BeﬂeHI/Ie Marpuil 00J1agaeT LeabIM PAIOM MHTEPECHBIX CBOJCTB.

O HexommyratuBHoCcTh: A[B # B[A .
3 AccolMaTUBHOCTE: A E(B EC) = (A EB) .

O Jucrpubyrnsrocts: A(B+C)=AB+A (L.
O A =/4=A4.

O AD=0M4=0.

0 (4mB) =87 .

Marpuna B HasbiBaeTcsa obparHoi juist matpuubl A (1 ob6osHavaerca A~L), ecam
BBIIOJIHAETCS Cenylolee paBeHCTBRO:

AB=BM=1.

MoOXHO BBECTH ONEPALMK YMHOXEHMS MAaTPUIbl HA BEKTOP-CTOJOEL M BEKTOpa-
CTPOKU Ha MAaTPUILY CISTYIOIINM 0Opa3oMm:

%”11 alzg O_Oayx +app)d
M1 an0 V0 001X +ap)y

Ly apOd
x y)O O=\xa;; tyay Xapp +yay).
( )Eﬂzl an0 ( )

Jlerko 3aMETUTDh, 4YTO JISI MaTpUUbI Mu BeKTOpa—CTOJT6Ha V CIpaBCAJINBO CJIE-
Ayroe€ COOTHOILUCHUE!:

(MV)T =vImT.
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NMpeobpa3oBaHus
npu NOMOLLM MaTpuL,

Ha caMoM nene kaxnmas AByMepHas Marpulia 3aJaeT HEKOTOpOe JIMHEHHOe Ipe-
00pazoBaHKMe Ha MJIOCKOCTU.

2 00 .
Paccmorpum marpuny M = % 2D U eNMHUYHBIN KBaApaT Ha IIocKocTU Oxy.
t

Torma, ecid Kaxmylo TOUKY ITOr0 KBaapaTa MPEeacTaABUTb BEKTOPOM-CTOIOLIOM MU
YMHOXUTb €r0 Ha MaTpuly M, TO Mbl IIOJIy4UM HOBYIO TOUKY Ha ruiockocTu. Kak
HECJOXHO YOeIUThCd, IMOJYyYEHHOE MHOXECTBO IIPeoOpa3oBaHHBIX TOUEK Oyder
MPeACTABIITh co00il KBaapaT pazmepom 2x2 (puc. I11.1).

Y
Y

Puc. MN1.1. MacwrtabupoBaHue B ABa pasa

Takum o0pazoM, dTa MaTpuua 3amaeT MpeodpazoBaHUe PacTSKeHM (MaciliTadbu-
pOBaHuUs) B ABA pa3a IO KAXIOH M3 KOOPIUHAT.

N 0O .
B ob6iem cinydyae matpuua M = H) [, [€ BCE SJEMEHThl [JIABHOK AUArOHAIU
KO

GoTIlIe HyJISI, 3aaeT MacliTabupoBaHue B A pa3 1Mo ocl Ox 1 B u pas 1o ocu Oy.

o1 00
an/I TTOMOIIN MaTpPpHULbI M = DO 1|:| OCVYIIIECTBIIACTCA OTPAXKECHNUE OTHOCUTEIIb-
U U

Ho ocu Oy (puc. I11.2).

o 00
Ananoruydo marpuua M = %) ID 331aeT OTPAXEHUE OTHOCUTENbHO ocu Ox.
-0
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Puc. N1.2. OTtpaxeHne

Ocos¢ sin¢O
st mpousBoibHOTO ymia ¢ marpuiia M = [] 3a/1aeT TOBOPOT BO-

[rsin¢ cosd
KpPYyr Hayaja KOOpAMHAT HA yroja ¢ Mo 4yacoBoil crpenke (puc. I111.3).

Y
Y

Puc. M1.3. lNoeopoTt

MoxHO yOenuThCS B TOM, YTO KOMIIO3UIINY (ITOC/IEAOBATEIFHOMY TIPUMEHEHUIO)
MTpeoOpa3oBaHNWl COOTBETCTBYET MpeoOpa3oBaHMe, MaTpuila KOTOPOTO SBJISETCS
TTPOM3BeICHUEM MAaTPUII COOTBETCTBYIOIINX TIPpeoOpa3oBaHMIA.
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TpexmMepHble BEKTOPbI 1 MaTpuLbl

O606mMM TeTieph pPAacCMOTPEHHBIE paHee TIOHATHS Ha TPeXMEpHBINM CiIyJaii:

TpexMepHbIM BekTopoM ¥ 0 R’ GyzeMm HasblBATH YIOPSIOUSHHbL HAGOP U3 Tpex
BELLECTBEHHbIX YUCE] X, ¥ U Z, 3AlMCAHHBIA WIM B BUIE BEKTOpa-cTOJi0LIA, UM B
BUJE BEKTOPA-CTPOKU.

Onepam/m YMHOXEHHWA Ha YUCJIO0, CJIOXCHHUA W BBIYUTAHUS BBOISATCS TTOJTHOCTBHIO
AHAJIOTUYHO JIBYMCPHOMY CJIy4yaro, T. €. TIOKOMITOHEHTHO.

CxajsipHoe MPOM3BEAEHUE IBYX TPEXMEPHbIX BEKTOPOB BBOJAUTCH CIEAYIOIIMM
obpazom:

v, 00x,00
O 00 DO0_
oionyno= X% *n t44-

1HHZ
Jlerko ybenuTbcsl B BBIIOJHEHUU BCEX CBOMCTB, paHee COPMYIMPOBAHHBIX [JIs
JBYMEPHBIX BEKTOPOB U omnepauuid Hag HUMM. IloHsSTHE MIMHBI BEKTOpa M yria

MeXIy TPeXMEpPHBIMU BEKTOpPaMM BBOIUTCSI COBEPIIEHHO aHAJIOTMYHO IBYMEPHO-
My CJIy4aro.

OpHako Hapsay €O CKaISIPHBIM TPOM3BENCHUEM IS TPEXMEPHBIX BEKTOPOB BBO-
JIUTCSI TaKKe TIOHSITUE BEKTOPHOTO TMpOU3BeaeHUs (cross product). BekropHoe mpo-
W3BENCHNE ABYX TPEXMEPHBIX BEKTOPOB U U V ONIPEICSACTCS CASAYIOINM 00pa3oM:
Duyvz Uy, E
[u, v] SUXV =V, —UY
Vy TUyVx
MoxHO TIOKa3aTh, YTO BEKTOPHOE IIPOM3BEIEHNE 3adacT BEKTOp, MEPIeHINKY-

JIIPHBIN 000UM TIepeMHOXAaeMBIM BEKTOpaM, U YIOBICTBOPAET CICHYIOIINM CBOM-
CTBaM:

O uxv=-vxu,

O (au+Bv)xw =auxw + By xw;
O (uxv)Ov=(vxw)@ =(wxu) @ =y xu) W =-u>w) B =Fw w) i
a uX(v ><w) =(u, w) oy —(u, v) oy .
TpexmepHas (3x3) maTpuiia ompeaesercsd Kak Tabauia U3 OEBITH BElIECTBEH-
HBIX YHCEJ CIedYIOIEero BUIA:
Lay app a0
M = 1 4» 93
31 43 433
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Ormepannd YMHOXEHUsI HA YHCJIO, CIOXKEHWsI W BBIUMTAHUS JUISI TPEXMEPHBIX
MAaTpUL TAKXKE BBOALTCS IOKOMIIOHeHTHo. HyneBoil Mmartpuueini O HasbiBaeTcs
MaTpHUIia, COCTOSIIAS W3 OOAHUX HYJIEH, eAMHUYHON — CJIeAYIOIas MaTpuIa:

P o 1

Omnepaunst TPaHCIIOHUPOBAHUS TAaKKe BBOIUTCS KaK OTPaX€HHWE OTHOCHUTEHHO
[JIABHOM AMaroHauu, T. €. MpeoOpa3zoBaHUe, MEHSIOIIEe MECTaMU DJEMEHThI ag u
@j; IJIs1 BCEX TIap PasInIHbIX NHIECKCOB inj.

YMHOXEHUE TPEeXMEPHBIX MATPUIl BBOAUTCS CIAEHYOIIUM 00pazoM (KaK MOXHO
3aMETUTb, OTIMYME OT [BYMEPHOIO CJIy4yasl 3aKJIIOYAeTCs JIUILb B MPENeNax CyM-
MUPOBAHUS):
C=ADB,
3

e ¢; = kz by -
=1

Taxoke BBOAITCS OTEpali YMHOXKEHUSI TpEXMEpPHON MaTpWIIbl Ha TPEXMEpHBIi
BEKTOP-CTOJI0CL] U TPEXMEPHOIO BEKTOPA-CTPOKHM HA TPEXMEPHYIO MATPUILY:

Doy x +apy +a;320
M B =gy x +ayy +axyzn.
Eanx tayy +a33zH

1 BBeAEHHBIX ONEpalMii BBIIOJHSIOTCS BCE CBOMCTBA ONEpaLMil AIsl AByMep-
HBIX MaTPUII M BEKTOPOB.

Kaxmas TpexmepHas MaTphIla 3afaeT HEKOTOpoe MpeoOpa3oBaHKe B TPEXMEPHOM
npoctpaHcTse. Huke MpuBoOASITCS MAaTPULbL 151 OCHOBHBIX IIPE0OPa30BAHUIA.

Marpuia noBopota BoKpyr ocu Ox Ha Yrojl ¢ UMEeT BUA
o 0 0 O
. 0
R.(0)=D coso —singp.
B) sing cosd E
Marpuua noBopota BoKpyr ocu Oy Ha yroia ¢ UMEeT BUJL
Ocosd O sind0O
R($)=5 0 1 0 E
v - By
B— sing 0 cos (I)H
a MaTpula [10BOPOTa BOKPYr ocu 07 —
tos¢p -sin¢ 0O
ad. g
R (¢)=rsing cosd 0p.

Ho 0 1
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MaciurabupoBaHne BIOJIb KOOPAMHATHBIX OCEN 3amaeTcd MpH MOMOLINA MaTPULIbI
A 0 0O
S=d J
- p’ 0|:|7

B 0 v
rae KoachGuimeHTsl A, y, v >0.

OTpaxeHue OTHOCUTENbHO IIOCKOCTU Oxy 3aaaeTcsa MaTpulieil
a 0 0 D

EP 1 05
_IE

OTpaxeﬁme OTHOCHUTE/IbHO OCTAJIbHBIX KOOPAMHATHBIX IUIOCKOCTEM 3amaeTcs co-
BEPUICHHO aHAJIOTUYHO.

Kpome mpeobpazoBannii, 3amaBacMbIX TIPU TTOMOINYM MaTpuWIl (WX HA3BIBAIOT JIM-
HEMHBIMH), €CTb €lle ONHO IPOCTOE MpPeoOpa3oBaHUe, KOTOPOEe HE MOXKET ObITh
TIpe/ICTaBIeHO YMHOXEHINEM Ha TPEXMEPHYIO MaTpHIy — TIepeHOC Ha BEKTOP 4.

OpHopopgHble KoopAUHaTbI
n npeo6bpasoBaHusd

Bce npeobpazoBaHus (0ObIYHBIX U TEKCTYPHBIX KOOPAMHAT, & TAKXKe HOpMaiei) 1
B OpenGL, u B Direct3D ocyliliecTBASIIOTCSI TPU MOMOIIU TaK Ha3bIBAEMbIX OJHO-
POIHBIX KOOPAMHAT.

OnHOpOIHBIE KOOPAMHATHI IMPEACTABISIOT COOOH IMPOCTOE U YIOOHOE pacliupe-
HYe OOBIYHBIX TPEXMEPHBIX KOOPAMHAT, MO3BOJIAIONICE MPEIACTABIATE TIPH TOMO-
LM MaTpMll IMPOKUI Kiace Mpeodpa3oBaHMUil MPOCTPAHCTBA, BKIIOYAS MEPCIeK-
TUBHOE TIPOEKTUPOBAHME.

([
ColtocTaBUM TIPOMU3BOJBHOMY TPEXMEPHOMY BEKTOPY V = Ey% ceMeMCTBO YeThI-
(hew(d
0 O

w " "
PEXMEPHBIX BEKTOPOB BMId h= Sy E, ra¢ w — IpPOU3BOJbHbIM HEHYJICBOM YM-
W

i

CJTOBOM MHOXUTENb. Takue 4—M€pHBI€ BCKTOPbI Mbl U 6YI[6M Ha3bIBATH OOHOPOI-
HBbIMH KOOpJIHWHATAMMU.
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ITpocreiiinuM cmocodoM COMOCTABIEHUSI TPEXMEPHOMY BEKTOPY OJHOPOMHBIX KO-
OpIUHAT siBJIsieTcs Jo0aBjieHNEe YeTBepTOl KOOpAWHATHI, paBHOW enmHule (dak-
THYECKHU TIPOCTO Oepercss w = 1).

O6paTtHoe IpeoOpa3oBaHUE HECKOJIbKO ciaoxHee. g mojydeHus IO OZHOPOId-
HBIM KOOPJAMHATAM COOTBETCTBYIOILErO TPEXMEPHOIO BEKTOpA HEOOXOAUMMO pasie-
JIUTh BC€ KOMITOHEHTBhI 4-MEpHOrO BEKTOpa Ha ero mocjemnHuil aaemeHT. [lepBbie
TPY KOMIIOHEHTA Pe3yJbTara U AALyT TPeOYEMbLil TPEXMEPHbIA BEKTOD.

I/IHOFI[a, IJIs1 oOJTIeTYeHUS 3aIlIMCru, OJHOPOAHBIE KOOPAWHATBHI, COOTBETCTBYIOIINEC

v
TPEXMEPHOMY BEKTODY V, 3alIMChIBAIOT KaK EIE

Ilo aHanoruu ¢ TpeXMEpHbIMU MarpuliaMud MOXHO BBECTU MaTpully 4x4 kak Tal-
JIMILY M3 IIeCTHAALUATH BellleCTBEHHBIX yucen. Ecnu ee HUXHUN MpaBblid 271eMEeHT
(a44) paBeH emUMHULE, TO TAKYIO MAaTPUIy HA3bIBAIOT OAHOPOIHOM.

OI[HOpOI[Hy}O MaTpHuIly MOXHO 3alnucaTtb B CJICAYIOIIEM OJIoYHOM BUIE:

Y= OM aO
Bt
3nece M — TpexmepHasi MaTpulia, a U b — TpexMepHbIe BeKTOPbI-CTOJIOIIBI.
PaccmotpuM, kakue npeobpazoBaHus 3aAal0T OAHOPOIHbBIE MATPHULIbL.
ITycts 6 = 0.
oM 00
Torma marpuua H = %T IE IIPOCTO 3aAAET TO XK€ CaMOe IIPeodpazoBaHUE B O-

HOPOJHBIX KOOPAMHATAX, YTO U Marpuua M B TPEXMEPHOM IPOCTPAHCTBE, IO-

CKOJIbKY
0 DMDD
%)T 1%% '

O/ a0
AHanoruyHo mMatpuua H = E)T IE 3a0aeT IMEePEHOC HA BEKTOP @, MOCKOJbKY

O/ a O Dv+a]
%)T 1%% '

OnHOpOIHbIE MAaTPULbI, AAS KOTOPbIX BEKTOpP b OTJAMYEH OT HYJEBOro, 3amaloT
TaK Ha3bIBa€MbIe APOOHO-IMHENHbBIE Mpeodpa3oBaHusl. B 4acTHOCTU, ¢ IOMOIIbIO
TaKUX MATPULL 3a1aeTcs MepCleKTUBHOE IpeoOpa3oBaHue.

Kak 06bYHO, cymeprno3uliny Mmpeobpa3oBaHNil OTBEYAeT MPON3BEICHNE COOTBET-
CTBYIOIIINX OTHOPOMHBIX MATPHII.
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B pesynbTate Bce mpeobpaszoBaHMSI BEPIIUH B KOHBelepe peHIepuHTa MOTYT OBITh
MPENCTABICHBI TIPU MOMOIIKA COOTBETCTBYIOIIAX OJHOPOJIHBIX MATPUII, 4 3HAYWT,
JUISl TIpeoOpa3oBaHMs BEPIIMHBI JOCTATOYHO €€ YMHOXUTb Ha OJHOPOIHYK Mar-
pUILy, SBISIONIYIOCS TIPOU3BEAEHUEM OJHOPOIHBIX MATPUI] MMPOMEXYTOUHBIX MpPE-
0o0pa3oBaHUIA.

Cucrembli KoopAuHaTt
n nepexogbl mexagy HUMun

IMon cucremoili KOOpIUHAT B TPEXMEPHOM TIPOCTPAHCTBE TTOHUMAETCS HEKOTOpast
TOUKA org, 3aaroulasi TOUKy oTcueTa (HA4yaao CUCTEMBI KOOPAWHAT) U TPU BEKTO-
pa e|, e; U e3, He Jiexkaliue B oqHol rrockoctu (puc. 111.4).

el

e2

org

el

Puc. N1.4. Cuctema koopanHat
B TPEXMEPHOM MPOCTPaHCTBE

Yamre Bcero MbI MMeeM JIEJIO ¢ TaK HA3BIBAEMBIMH TIPSAMOYTOTBHBIMI CHCTEMaMHU
KOOPIWHAT, KOTJa BCE TPH BEKTOpPA €|, €y U e3 TMOMapHO MepIeHINKYISIPHEl IPYT
Ipyry. B aToMm ciyyae ymoOHO TakkKe CUHMTATh, YTO BCE OHM SIBISAIOTCS €OMHNAY-
HBIMU.

Ilyctb Teneps y HAC 3agaHa TOYKA p U Mbl XOTUM IIEPEBECTU €€ B CUCTEMY KOOp-
nuHar (org, ey, e), e3). Toroa ee KOOpAMHATAMU B ITOH CUCTEME Mbl OyaeM Ha3bl-
BaTh TAKYIO TPOWKY YHCEI Py, Py U Pz, YTO BbIIIOJHSIETCS PABEHCTBO:

p=org+p, e +p, & +p, 8.
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0,0
sl
Ecnu 3anucarb HOBBIE KOO JUHATBI TOYKU KdK BEKTO —CTOJI66L[ =0p,0 u 1o-
y

R

CTPOUTh MaTpully R, UCIIONB3Yysl BEKTOPHI €], €y U e3 B KayecTBe CTOJIOLOB, TO
TTocyIeIHee paBeHCTBO MOXHO TTepenncaTh B BUIC:

p=org+R}p.

M3 5TOro cOOTHOILLEHMSI C MOMOILIbIO OOPATHOM MATPULIbL JETKO HAATU MCKOMbBIE
KOOpJAWHATH p' :

_ p-l
p =R Op-org).
O[HAaKo B cllyyae, KOLAA BEKTOPbl €, €; U e3 IIONapHO IEePHEeHAMKY/ISAPHbL U

UMEIOT €IUHUYHYIO0 IIMHY, COpaBeA]MBO CleyIollee CBOMCTBO: R!'=RT. ®ak-
TUYECKH MaTpulia R 9BjsieTcsl MAaTpULeil TTIOBOPOTA BOKPYT HEKOTOPOI TIPSIMOIA.

Cunrast, 4TO YCJIOBUS IOTIAPHON TIEPIEHANKYIAPHOCTY W SAWHWYHON THHEI
BEKTOPOB €|, €, U €3 BBIIOJHEHbI, GopMyIly Iepexoaa B HOBYIO CUCTEMY KOOPAM-
HAT MOXHO TIepenicarh MPH TTOMOIIN OTHOPOIHOIN MaTPHIIHL:

, _ORT  -orgO
p=HOT | p-

Takum ob6pazoM, IJIsT Tiepexofa OT OJHOM CHCTeMBbI KOOPAWHAT K IPYroil JocTa-
TOYHO YMHOXUTb CTapble KOOPAMHATbL HA MATPULy IIepexoaa.

OO0paruTe BHUMAaHUE, YTO HE TOJBKO TOYKA p, HO U BCE BEKTOPHI OFg, €], € U €3
3a0aI0TCA B UCXOMHOM crcTeMe KOOpAMHAT (M3 KOTopoil MuI mepeBomnM). [loato-
My U Iepexoja B HOBYIO CHUCTEMY KOOPAMHAT HEOOXOMMMO BbIPA3UTb HAYAIO
HOBOI CUCTEeMBbI KOOPIWHAT 0rg W HAIPaBJICHHUS KOOPAWHATHEIX OCeif e;, e; W €3
B TEKyILEi CUCTeMe KOOPAMHAT, MOC/Ae Yero MOCTPOUTh OMAHOPOAHYI0 Marpuily H
JUTSI TIepexojia B HOBYIO CUCTEMY KOOPIITHAT.

IMpu stom matpuna H-! Gymer ocyliecTBIATh EpeBO U3 HOBOI CHUCTEMBI KOOP-
JUHAT B CTapylo.
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OCHOBHbIe MOgenun oceeLleHuns

AOundochpysHaa moagenb ocBeLyeHnd

IIpocTeiiiieit Moaenbio ocBelleHus aBasiercs auddysHasg nin Mmoaens Jlambepra.

ComracHo 3Toil Mojenu Manamluili B TOYKY CBET paBHOMEPHO paccenBaeTcsl BO
BCE CTOPOHBI, COOTBETCTBYIOIINE TOJOXUTENBHOMY MoJynpocTpaHcTBy. TTomoxe-
HUe HaOMoIaTeNsl HUKaKoi pojan He urpaet (puc. I12.1).

n

P

Puc. N2.1. AnddysHasa moaenb OCBELLEHNS

ITpu sTOoM BUAMMAad HAONIOAATENEM OCBELIEHHOCTb TOYKM OIPEACSETCH TOJbKO
[LIOTHOCTBIO [1I0TOKA CBETOBOI 3HEPIUM, MAJAIOLIei B 3Ty TOUKY. DTa IJIOTHOCTD,
B CBOIO OYEPE/b, OINPENEC/seTCS KaK MHTEHCMBHOCTbIO MCTOYHMKA CBETa, TaK U
OpPUEHTALIMENR CAMOI MOBEPXHOCTU B TOUKE.

PaccMoTpuM MpOU3BOJIBHBIN JIyU CBETA C HAMPABISIOIIUM BEKTOpOM /[ U ompele-
JIUM, KaK BJIUSIET OpUEHTAllUs OCBEIIAEMOl 3TUM JIyUOM TUIOIIAAKKU Ha ee yaeb-
HYI0 ocBellleHHOCTh (puc. 12.2).

ScHo, 4TO M1 MPOM3BOJBHON OPUEHTALMHU ILIOIIAAKY OOIIas CBETOBAs DHEPTUs,
najgamoniag Ha Hee, IOCTOSHHA (M OIpeaeiseTcsl MOILIHOCThIO Jiy4ya). OmaHako
IJIOILab, Ha KOTOPYIO MMAgaeT 3Ta CBETOBas DHEPIUs, 3aBUCUT OT OPUEHTALUU
IIOIAKM, & 3HAYUT, OT HEE 3aBUCUT U YAEJbHAS OCBELIEHHOCTb B TOUYKE.

4 K3 Kypca recOMETpUN M3BECTHO, YTO 3TA 3dBUCUMOCTDL OIPCIACIISICTCA KOCUHYCOM
yriia MEXIY HOPpMAJIbIO 71 K TIOIAAKE U BEKTOPOM [. Ecim cumrath 00a 3TUX BEK-
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TOpa eNMHUYHBIMU, TO YAEJbHAsI OCBEIIEHHOCTh OYJAET MPSIMO MPOMOPLHMOHATBLHA
CcKaJIsSIpHOMY TIpou3BeaeHuto (x, /).

Puc. N2.2. 3aBNCMOCTb MIOTHOCTN CBETOBOWN 3HEPIUN
OT OpUeHTauun NOBEPXHOCTN OTHOCUTENIBHO UCTOYHMKA CBETa

Takum obpazom, BuamuMasi HaboaTeNIeM OCBEIIEHHOCTb B TOUKE OyJIeT OMUCHI-
BaTbcs cleaylollein GopMyioi:

I=C-m ) -1 (I12.1)

3aech C— LIBET IIOBEPXHOCTU B TOYKE, a 1[ — WUHTCHCUBHOCTb CAMOI'0 UCTOYHU-
Ka CBETaA.

Ob6parute BHUMaHue, B (I12.1) mpeamnonaraetrcsl, YTO MCTOYHUK CBETa JIEXKUT B
TOM TOJYIIPOCTPAHCTBE, Kyda MOKa3blBaeT BEKTOp HopManu. Eciu aTo He Tak, To
3Ta (opmysia JacT oTpuliaTeslbHOe 3HaUYEHUE OCBEIIEHHOCTU B TOUKE, YTO HEBEp-
HO. B 5TOM ci1yyae ocBeLIEHHOCTD MOJIKHA PABHATHCSA HYJIO (3A€Ch Mbl UCKIIIOYA-
eM ciIydJail mpeoMIeHust).

Eme omHUM HemocTaTKOM JaHHON (GOPMYJIEI SIBIISIETCS TO, YTO TIPU €€ UCIIOIbh30-
BaHUM OTAEJbHbIE YACTU OOBEKTOB OKA3BIBAIOTCS IIOJHOCTBI YEPHBIMU, YTO B
peaTbHOCTH BCTpevaeTes KpaitHe penko (0OBIYHO TPAKTUYECKN BCeTma TPUCYTCT-
ByeT HeKoTopoe paccesdHHoe (dhoHoBoe) ocpelieHue). [lig ero yyera B Ghopmyny
(TT1.1) oObIYHO BBOJSIT HOBBII YJIEeH, OTBEYAIOIINI 3a (POHOBYIO OCBEIIIEHHOCTD.

C yuetoMm Bcex m3MeHeHUN muddysHas Moaelb OCBEIICHHOCTH NMPUHUMAET CJie-
NYIOLIMA BUI.

I =k, €0, +ky I Gnax((n, 1),0)T,, (1M2.2)
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rae I, — WHTEHCUBHOCTb (hOHOBOTO (PACCEsIHHOTO) OCBEIlCHUSs, a K, U k; — KO-
3¢hUIIMEHTHI, onpeaenstomne BkiIaa (GoHoBoro U audGy3HOTO OCBELIEHUST B
WUTOTOBYIO OCBEIIIEHHOCTb TOUKMU.

Mopgenb ocBeweHna bnnHHa

OnHuM U3 HenocTaTkoB auddy3HON Moneau SBseTcsl MojJHOe OTCYTCTBUE Ka-
KUX-TU00 OJIMKOB Ha TIOBEPXHOCTSIX OOBEKTOB, CTOJb YacTO BCTpEYarolINXCs B
PEATLHON KU3HU.

OpHoil U3 Momenei OCBCIICHHOCTH, YUYWTbIBAIOIINX 6)11/[1(1/[, ABIACTCA MOIEC/Ib

Baunna (puc. I12.3). B Heii BBogUTCs cielMaabHblil WieH — max ((n, h),O)p .

n

P

Puc. N2.3. Mogenb oceelleHnss bnnHHa

31ech 71— cpedHUIl BEKTOp MEXJy HanpaBieHMeM Ha UCTOYHMK cBera [/ U Ha-
omogarend v:

I+

h=t2V
[+

CreleHb p XapakTepu3yeT pe3KocTb OJIMKOB, YEM OHA BbIllE, TeM OJMK MEHbIIE
U pesye.

C Y4YE€TOM 3TOTO MOJEIb OCBCIICHHOCTU TIPUHUMACT cnez[y}omnﬁ BUJ:
[ =k, €U, +ky IC max((n, 1),0)U, +k, I, tnax((n, #),0)" O, (11.2.3)

rae KoagduuueHT k; oTBevyaer 3a BKJIad OJMKa B UTOIOBYIO OCBEIIEHHOCTb, a (g
oIpeae/sier LBeT OJuKa.
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Mopenb ocBelwleHna PoHra

Ele ogHOI MOAENBIO OCBEIIEHUS, YIUTHIBAIOIIEH OJIUKA, SIBJisieTcd Moneiab DoH-
ra. B Heit jura ydera 6;1MKa TaKKe MCTIONb3yeTCsl CKASIpHOE MPOU3BEICHNE B CTE-
TIEHU:

I =k, €O, +ky IC Gnax((n, 1),0)T; +k, [ tnax((/, r),0)" O, (112.4)

rae KoagduuueHt k; oTBeYaeT 3a BKIAA OJMKAa B UTOTOBYIO OCBEIIEHHOCTb, (g
ompeae/sieT LBeT OJuKa, a 7 — 3TO OTPaXEHHbIl BEKTOp HAlpaBieHMsl HA Ha-
osronaress.

CuyuTasg Bce MCXOMHBIE BEKTOPbl E€IMHUYHBIMU, OTPAXKEHHBIM BEKTOp 3amaercs
cienywuieit hopMyoit:

r=2mnv)-v.

n

P

Puc. N2.4. Mogenb oceeleHus PoHra

AHI/I3OTpOI1Haﬂ MopAeJib

Enie oaHoil MHTEPECHON MOAEIbIO OCBELIEHHOCTH SIBJISAETCS aHM30TPOIIHAS MOIe/b
ocBellleHUs1. B Heil cBOMCTBA MOBEpXHOCTU B KaXIOil TOUKE XapaKTepu3yeT Kaca-
TEJIbHBII BEKTOp £, T. €. HA [TIOBEPXHOCTU 3aJaHO I0JIe KacaTeIbHbIX BEKTOPOB.

Hanbomee pacmpoctpaneHHOM HOpMyoif BBMUCICHUS OCBEIIEHHOCTH B 3TOM
ciydae SBISIeTCS CIIeMyIoast:

[ =k, (CO, +k, [(1 -(s, /)2)”1 1, +k, [C, [@1 (1, h)z)p2 4, (T2.5)

3necb BEKTOPBL / U /1 UMEIOT TOT XK€ CMBICJI, YTO U paHee, a ¢ — DTO KacaTelbHblil
BEKTOpP B TOUKE.

TToxazarenu creneHu p; U pp 3aaa0T AUGDY3HYIO U OJIUKOBYIO COCTABISIONINE.
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OnucaHune

COAEPXXNMOro KOMNaKT-anucka

Manka Onuncaunne MnaBa
Bin\Chapter-NN VicnonHsiemble chaiinsl npumepos K rnase NN NN
oTkoMnuupoBaHHble nog, Windows
\Code\ @aiinbl rnobanbHbIX NapameTpoB *.inc, make-caiinol 1
1 chaiinsl, 3agaloLie napameTpbl KOMMUAALUN
rules.linux n rules.win32
\Code\3D Pag nonesHbix Knaccos (peanusawn BEKTOPOB 1 13
MaTpuL, KaK KJlaccoB, orpaHuyuBaloLLero napansie-
nenunega, NIocKocTu)
\Code\Chapter-NN | UcxogHble caiinbl npumepos k rnase NN NN
\Code\ glut WcxogHble dpaiinel gna 6ubnuotekn GLUT 1
\Code\libExt MonHbIn ncxogHelh Kog ansa 6ubnuotexn libExt 1
\Code\libTexture WcxopHble dhaiinbl ansa 6ubnuotekum libTexture 1,2,6,8
\Code\ PBuffer Peanuzauum knacca PBuffer 11
(Windows- u Linux-sepcus)
\Code\Program BcnomoratesbHble chaiinel gns 3aBopavnsaHus 15-18
BEPLUUHHBIX, doparMeHTHbIX U GLSL-nporpamm
B knaccbl C++
\Code\ scripts BcnomoratesnbHble dhaiinsl NporpaMm Ha A3blke 18
Python
\Code\ Textures @alinbl TEKCTYP A9 Pas/iMyHbIX MPUMEpPOB 8, 14, 18
\Code\utils BcnomoratesnbHble daiinsl g1a oTAeNbHbIX MPUMEpPOB 6

*
NN — HOMeEp COOTBETCTBYIOLLIEW rNaBbl.
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Pecypcbl B UHTepHeTe
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http://www.opengl.org
http://developer.nvidia.com
http://www.ati.com/developer
http://www.steps3d.narod.ru
http://www.flipcode.com
http://www.gamedev.ru
http://www.gamedev.net
http://nehe.gamedev.net
http://www.frustum.org

http://www.shadertech.com

. http://www.clockworkcoders.com/oglsl/tutorials.html
. http://www.3dshaders.com
. http://www.humus.ca

. http://www.paulsprojects.net
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