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BBegeHune

BTa KHHUTA TIOCBSIIEHA TMPOTPAMMHUPOBAHUIO KOMTMbIOTepHO Trpaduku. Ecnm
TOYHee, OHa HayyuT Bac TPOTPAMMMPOBATH C WCIMOAB30BAHMEM paclIipeHUit
OpenGL B Microsoft Visual Studio.NET.

bazopas Bepcus OpenGL 1.0 Bbuiia B ganekom 1992 romy. C tex mop mpoiiio 60-
nee 10 net. OTo oueHb OONBILOKA CPOK ISl KOMIIbIOTepHOI MHAycTpuu. Hampumep,
34 9TO BpeMsl onepauuoHHbie cucteMbl Windows npoinin myth or 16-6uTHOI ome-
pauuoHHoI obonouku Windows 3.11 g0 MOJHOLEHHOI 32-0MTHOI OllepaldOHHOM
cuctembl Windows XP. TakroBasa yactora mnpoieccopoB Intel Pentium momHsiiace ¢
60 MI'y, no 3.2 I'Tu, a HAa cMeHy MPOCTEHbKUM JBYMepHbIM yckopurensam ATI
Mach32 xopnopauuun ATI npuuiium "HaBopoueHHble" ATI Radeon 9800 XT. Ilo
ujgee, 3a CTolb 0oJbllIol cpoK oubnuoreka OpenGL momkHa ObUIA MOPATIBHO YCTa-
peth, ecnu Obl He oaHO "HO": co3aarenu OpenGL 3a10XuUnu B Hee OUeHb BAXHbIN
NPUHLMI — paciuupsieMocTs. Eciu mpousBoauTens anmapaTHOro obecHeyeHuUs
BBIIYCKaI BUAEOKAPTY, HOBbIE BOBMOXHOCTH KOTOPOI HE MOIIU ObITh MCIIONB30Ba-
Hbl B cylecTByloleil Bepcud OpenGL, TO OH MOr BBIIYCTUTb CBOE PaCLUIUpEeHME
OpenGL. B pesynbrare, paspaboTuuKy MOPOrpPaMMHOIO OOECIIEUEHUS MOLIU MC-
MOJIb30BaTh HOBbIE BO3MOXHOCTM TOH BMAEOKAPTHI IMPAKTHYECKU Cpasy IMOCIe ee
BbIXOJA, HE MOXMIASICh BbIXoma HOBoil Bepcuu DirectX, Kak 2To CIYyYMIOCh C BU-
neokaptoir Radeon 9700 xopnopauuu ATIL dpyrum KiaccuyecKUM NpUMEPOM He-
COBIBIIMXCS OXMAAHUA MOIYT CIY:KUTb MEYAIbHO M3BECTHBIC MUKCENbHbBIE LIefime-
pbl GeForce2 GTS (GTS kcratu paciuudpobiBaetcs, kak Giga Texel Shader),
Korga komnauuss Microsoft peluia, yro nukcenpHble 1weiaepel 3Toro GPU tako-
BbIMM He SBJIAI0TCI. B urore, mporpamma, Mcnojb3yiomasg DirectX, He MOXET 3a-
neicrBoBarb Bce BoaMoxkHoct GeForce2.

Jobas cneaytomasn Bepcusi OpenGL oTauvaeTcss oT TIpeAbIayIeid Bepcuu JUIb
CITUCKOM 00sI3aTeNbHbIX paciinmpeHnit. MHbiMu cioBamu, OpenGL 1.4 mMoxHO
ommcarb, Kak OpenGL 1.0 + noseie pacmmpenust Bepcuir 1.1, 1.2, 1.2.1, 1.3 n
1.4. TTosToMmy a100ast TporpaMma, HanmucaHHasl I paHHuX Bepcuit OpenGL, 6y-
JIeT HopMaJTbHO paboTaTh ¢ TeKylieit Bepcueir OpenGL.

Oanako ucnoiab3oBaHue paciuupeHuid OpenGL cBg3aHO ¢ HEKOTOPBIMU IIPobIIe-
Mamu. Camolt GOJbIION TPYyTHOCTBIO SIBASIETCS TO, YTO KommaHust Microsoft B
HacTosllee BpeMs lipoaBuraer cBoil coodcTBeHHbid API — DirectX. A mOCKOJIbKY
OpenGL gpistercst TpsIMBIM KOHKYpeHToM DirectX, kommnanuss Microsoft He 3a-
HHTEePECOBAHA B IOMAEPXKKE CBOMMM IIPOrpaMMHBIMU IPOAYKTaMU OMOIMOTEKHU
OpenGL. B wactHOCTH, B cocraB Microsoft Visual Studio .NET Bxomar nmumb 3a-
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romoBouHbie daitnel wis OpenGL 1.1, mpuyeM camu daiinel garupyores 1996-m
rogoM. C goKkyMeHTalMeil geja o0CTOsAT aHaJIOTMYHBIM 00pa3oM.

M3 »sTOro ciemyeT BBIBON, 4YTO IS HOPMalbHOM paboThl C paclIMPEeHUsSIMU
OpenGL HaM HeoOXoauM JOMOJHUTEAbHBINA MHCTpyMeHTapuid. B kauecTBe Takoro
UHCTpyMeHTapus Mbl Oymem ucrnoiab3oBaTk NVIDIA SDK 5.21, xorophlid Haxo-
aurcs Ha CD-gucke, compoBoxaatoiiem kuury. B stor SDK Bxomgr NVIDIA
Audio SDK, NVIDIA DirectX SDK u NVIDIA OpenGL SDK, npuuem, Hac,
pasymeercsa, Oonablie Bcero OymeT mHTepecoBarh nocieanuit. NVIDIA OpenGL
SDK coaepXuT MHOXECTBO MOJIE3HBIX BEILEH:

O nHabop 3arojoBouHBIX (aitaos mist OpenGL Bepcun 1.3;
O kpoccmnaTdopMeHHy0 oKoHHYylo dubauoreky GLUT 3.7;

3 oubanorexy NVIDIA OpenGL Helper Library, koTopast haktueckn siBisieTcst
00BEeKTHO-OpHEeHTHPOBaHHOI HazacTpoiikoit Hax OpenGL n GLUT;

O maremarmyeckyioo oudbanoreky NV_MATH;

3 oubanorexy yrwiut NV _UTIL, comepxainyio dyHKUMU Aist paboTel ¢ daii-
Jnamu dopmatoB ZIP, ASE, JPG u TGA,;

0 MHOXECTBO APYTMX BCIIOMOTaTelbHBIX OMOAMOTEK, ODJerJaroumnx XU3Hb pas3-
paboTIMKYy;

O MHOXECTBO IIPUMEDPOB, ACMOHCTPUPYIOLIMX UCIIOJNb30BAHUE PACLUUPEHUI
OpenGL Ha npakTuke;

) craTe¥ U CAAWABI TOKJIANOB;
O MHOroe apyroe.

Ho vy Bcero atoro ectb omuH Hemoctatok: NVIDIA OpenGL SDK mocrasisiercs
"Kak ecTh”’ — B MCXONHBIX Komax M 0e3 Kakoi-1mnbo mokymeHTannu. Ilostomy
HOBUYKAM OYIEeT MOBOJIBHO CJIOXKHO Ppa3odpaThbes ¢ 3TUM IPOIYKTOM.

DTy KHUIY {1 3agyMall KaK y4eOHMK, KOTOPOro MHE OYeHb HE XBaTaJo BO BpeMs
usyuyenusd NVIDIA OpenGL SDK u pacuupenuit OpenGL. Xorsa KHura siBiaser-
cq Yy4eOHHMKOM M paccuMTaHa Ha I1OCAeIOBATENbHOE YTEHME, S Pellsl pa3duThb
Matepual Ha TeMarhyeckue pasmeiabl. KHUra He OXBATbIBAeT LEJIMKOM HU
NVIDIA OpenGL SDK, nu pacimupenus OpenGL, T. K. 3TU TeMbl O4eHb O0b-
eMHble (0AHA TONbKO KpaTkas crneuuduxanus pacliMpeHuil, MOAAepXKUBAEMbIX
NVIDIA GeForce FX, zanumaet 6onee 1000 crpanun). Ho, npouuTaB 3Ty KHUIY,
Bbl HABEpHSKA y3HaeTe A1l cebsa oueHb MHOIO HOBOIO.

B oT0lt KAWTEe OCHOBHOM VITOp JAeiaeTcs Ha TpakKTHYecKWe TpuMmepsl. M3 Beex
KHWT, KOTOpBIE S TIPOYNTAN, HanmboIee MOJIe3HBIMI OKA3alINCch T¢, KOTOPBIE CO-
Jepskajiy TIpUMephl W TOTOBBIE pelmeHusa. KHWTa comepXXuT MHOXECTBO TpUMe-
poB, GONBINYI0 YaCTh KOTOPBIX I HAMWCAT caMocTosITeNbHO. [lpm dTeHWM 3Toi
KHUTY TOCTapaiTech MPOCMATPUBATh OTH IMpUMEpPBl He oYeHb Oerno, MHaye B Ka-
KO#-TO MOMEHT BpeMeHU Bbl PUCKYETEe MOTEPITh HUTh PACCYKACHUIA.
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Ha koro paccumnrtaHa ata KHUra

B mepByto odepend g ampecyro 3Ty KHUTY CTYIEHTaM CTApIINX KYPCOB M acTIMpaH-
Tam TIepBOTO ToAa OOYUeHUS, CITEeNATH3UPYIONINMCS B 06JacTH MHGOPMATHKN W
BBEIYHCITUTETbHON TeXHUKNA. KH1ra 6yaeT monesHa u mpodeccrnoHazam.

Kuura paccuuraHa Ha uuraresneil, MMerolMx ONbIT padorbl ¢ Microsoft Visual
C++ NET (Ha ypoBHe KOHCOIBHbIX mpuioxeHunii) 1 OpenGL 1.1. OueHs xena-
TEJIbHO MpedBAPUTEIBHO IMPOYECTh OAHY M3 KHUI, IMPUBEISHHBIX B CIIMCKE HC-
nonb3opaHHoi aureparypst ([1], [2], [3], [4], [5] wnu [6]). Kpome Toro, ans no-
HUMaHUs HEKOTOPbIX MIPUMEPOB MOHAA009TCs HauanbHble 3HaHUs Borland Delphi
(Ha ypoBHe nepBbIX 6-Ti r1as [7]).

A nmpuHIMar HeHTpaNbHYIO TTO3UINI0 B CITOpax Ha TeMy, 4to jydmre: Visual C++
i Delphi. Kaxabrit 13 3THX S36IKOB UMEET CBOW JOCTOMHCTBA W HEOOCTATKU, W
MMPOTPAMMHUCT TIPOCTO JODKEH YMETHh BHIOPATh TIPOAYKT, KOTOPBIA JIyUIIle BCETO
TTOAXOMNUT TSI pellleHus1 KOHKpeTHOoM 3amaun. Visual C++ saBmsgeTcsl UacaTbHBIM
WHCTPYMEHTOM TSI CO3JaHUs MONMHOSKpaHHBIX OpenGL-mpuioxkeHnii, oCHOB-
HEIM TpeOoBaHNEM K KOTOPBIM sIBJsgeTcsl ObicTponeiictBue. Ho B mpuimoxXeHUMsX,
IJIe TIIaBHYIO pOJIb UTpaeT MHTepdelic, a BOMPOCH TTPON3BOINTEIHLHOCTH OTXOAST
Ha BTOpOI#! T1aH, Hosee pallMoHaIBHO Hcnonb3oBaThk Borland Delphi.

K xHure npunaraercgs CD-ROM, Ha KoTopoM Bbl Haiijere mporpaMMHoe obec-
neyeHue, HeobxoauMoe M paboThl ¢ MpUMepaMu U3 KHUTU. Paszymeercs, Bbl He
Haiigere Ha HeM Microsoft Visual Studio .NET, Borland Delphi, 3D Studio MAX
WM KaKue-HUOyIb Ipyrue KOMMEPUECKUe MPOMYKThI.

CTpyKTypa KHUTH

Kuura cocroutr u3 aByx vacteii. [lepBas 4acTb HOCBSIEHa BCIOMOTATEIbHOMY
MHCTPYMEHTApU10, 6€3 KOTOPOro HEBO3MOXHO CO3[aTh HU OOHY CEePhe3HYIO Mpo-
rpammy, ucnosb3symolnyio OpenGL, a Bropas yacTb — COOCTBEHHO pacllUpPEeHUSIM
OpenGL.

Yactb |. UIcnonb3oBaHue NVIDIA OpenGL SDK

I'maBHas 3agaya mepBol YacTM — MO3HAKOMUTH YUTATENSI ¢ OCHOBHBIMU KOMITO-
HentamMu NVIDIA OpenGL SDK u HayuyuTh UCTIONb30BaTh X Ha MpaKTHKE.

Masa 1. Bubnuotreka GLUT

TMepBast T1aBa 3HAKOMUT 4YWTaTesdsl ¢ OKOHHO# 6ubauotrekoit GLUT, mo3Bosiio-
el co3maBaTh KpoccriatgopMerntubsie OpenGL-TipuioxkeHus, He MPUBSI3aHHbBIE
K oTpeneieHHo! Tuarcdopme. Jdake eciin BB YK€ 3HAKOMBI ¢ 3TOM OUOINOTEKOM,
sI BCE PaBHO COBETYI0 BaM OETJIO MPOCMOTPETh 3TY TJaBy, T. K. B Hell TTPUBOASTCS
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HEKOTOpbIe MAION3BECTHBIE cBeleHNnsT o bubnnoteke GLUT, HampuMep, MCITONb-
30BaHNE HKOMCTHKA MW CO3MaHNe MOTHOIKPAHHBIX MPITOKEHNI.

Mnasa 2. Bubnuoteka GLH

Bropas rnaea nocpsiugHa OJHOMY U3 CaMblX OCHOBHBIX KoMmioHeHToB NVIDIA
OpenGL SDK — 6ubaunorexe OpenGL Helper Library. 9Tta 6ubauorexa coaep-
JKUT MHOXECTBO KJI4CCOB, KOTOPBIE MOIYT 3HAUUTENBHO OOJErdyuTb XH3Hb IIPO-
IrPAMMUCTY. DTU KIACChl MOXKHO YCJIOBHO Pa3feiuTh Ha 3 OOJMbILINME TPYILIbL:

O matemarnueckue ¢GhYHKIIAW;

O obObekTHO-OpUeHTHpoBaHHAA Hancrpoiika Hang GLUT, ocHoBaHHasi HA MHTe-
paKkTopax;

O kiacchl, nHKancyaupytomue ¢pyakiun OpenGL.

Kpome toro, B 3T0i1 I1aBe paccMmarpuBaercd paciuupeHue oubdnnoreku GLH —
OpenGL Helper Library Extension (GLHE), nobapnsiouiee B 6ubnuoreky GLH
Pl HOBBIX BO3MOXHOCTEl, B YACTHOCTH, UHTEPAKTOP KOHCOJIU glut console C
noaaepxkoil ckpunroB. Mcnonbzopanue o6ubauoreku GLHE nosposser 3Haum-
TENbHO COKPATUTb pazMep AeMOHCTPALMOHHbBIX MPOrpaMM: K IpUMeEpy, Iporpam-
Ma, BBIBOMAILIAS HA OKPaH LIBETHON YalHWK, KOTOPBIH IT0Jb30BATEIb MOXET Bpa-
LIaTh U MepeMellaTh ¢ UCIOJb30BAHMUEM MBILIM U KJIaBUATyphl, MeHee 90 cTpok.

FnaBa 3. Bubnuoreka NV_MATH

B Tperheit TiaBe paccMaTpuBaeTcs matematudeckas Oubanoreka NV _MATH,
SBJISIIONIAsiCSl aHaJoToM MareMmarhuyeckoit vyactu oubianorekn OpenGL Helper
Library. 3auem oHa HyxkHa? Ecnm yecTHO — He 3Hato. Ckopee TpocTo Tak UCTO-
pUYECKN cloXuiochk, yTo ogHu TipuMepsl U3 NVIDIA OpenGL SDK ucnonbzo-
Bau oubnanoreky GLH_ LINEAR, a npyrme — NV_MATH. B pesynbrare, mis
TOTO, YTOOBI HOpMaJibHO opueHTHpoBaThesd B MpuMepax NVIDIA OpenGL SDK,
MPOTPpaMMUCTY OYeHb XeJaTeJIbHO 3HaThb 00e Oudbanorekn. IToaToMy eciu Bbl He
cobupaeTech NTOCKOHATBLHO pa3duparth mpumepbl M3 coctaBa NVIDIA OpenGL
SDK, BbI MOXeTe MPOTMyCTUTh 3Ty TJIaBYy.

FnaBsa 4. bubnunoreka NV_UTIL

B uerBeproii riase paccmarpuBaerca oubamnorexka NV_UTIL, koropas comepxut
HaGop ¢GyHKUMH 115 paboThl ¢ HAMboIee paclpocTpaHeHHbIMU ¢dopMaTaMu ¢aii-
JoB: TGA, JPG, ASE u ZIP. B npunuumne, 3tTux dopMaroB 0ojiee yeM IOCTATOY-
HO 7151 cO3MaHusl HeOOJIbIIO MOMHOLEHHOM TpexmepHoil urpbl. Kpome toro, B
9TOM IJ1aBe pAacCcMATPUBAETCS SKCIOPT TpexMmepHbix cued u3 3D Studio MAX ¢
ucnojibszoBaHueM dopmara ASE mpu nmomoinn 6ubnauoreku ASE Reader Library,
sapisonleics o0beKTHOM HajacTpoilkoil Haa dyHkuusamu NV _UTIL.
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YacTts Il. Pacumnpernuna OpenGL

BTa yacTh MOCBSIIEHA UCTIONB30BAHNIO HOBBLIX paciimpernit OpenGL Bepcuit 1.2
W BBIIIE, a TaKKe HEKOTOPBIX paclliupeHnit, He BOIIEAINX B cTaHmapT. A pemmn
He paccmaTpuBaTh pacmmpeHusi OpenGL Bepcum 1.1, T. K. HallTH AUTEpaTypy Ha
pycckoM s3bIke, TocBsiieHHYo OpenGL Bepcuit 1.0 m 1.1, He cocTaBUT HUKa-
KOTO Tpyaa.

MnaBa 5. BBepgeHue B pacwumperuna OpenGL

[Iarag rnaBa 3HakOMMT uMTaTensd ¢ nouarueM paciuupeHus OpenGL u obyyaer
HCMOJIB30BAHUIO crelnuduKaluy paciimpeHuii. Kpome toro, B 2Toil InaBe pac-
CMAaTpUBAIOTCSI  CeMb  OTHOCUTEIbHO  IpocThbiXx  pacwupeHuit  OpenGL:
EXT separate_specular _color, ARB_window _pos, WGL_EXT swap_control,
SGIS texture lod, EXT texture lod bias, EXT texture filter anisotropic u
SGIS_generate_mipmap. B 3axiiouyeHue riaBbl pacCMaTpUBAETCSI MHCTPYMEHTA-
puil kopnopauuii ATI u NVIDIA mis ObIcTpoilt MHMLIMANU3AUMU PACLIMPEHUI
OpenGL: 6ubnuoreku ATI Extensions u NVIDIA OpenGL Helper Library.

FnaBsa 6. Pacwmpenunsa EXT_texture_rectangle
n NV_texture_rectangle

IllecTast TaBa TMOCBAIIEHA WCITONB30BAHWIO TEKCTYp ¢ paspellecHheM, He KpaT-
HBIM CTETIeHN JBa.

naBsa 7. NpoBepKa BUANMOCTN O6HEKTOB C UICNOJSIb3OBaHUEM
pacwupenuint HP_occlusion_test u NV_occlusion_query

B ceabMmoii rnaBe paccmarpuBaiorcs pacuidpeHuss HP_occlusion test wu
NV _occlusion_query, npeaHazHauyeHHbIE )il MPOBEPKU BUIUMOCTH OOBEKTOB Ha
okpaHe. Takke paccMaTpUBAETCs HCIOJIb30BAHMUE IIPelBapUTEIbHONH IMPOBEPKU
BUIMMOCTH MPSIMOYTOJIbHBIX 000104YeK A1 OTCEYeHHUST HEBUIUMBIX OOBEKTOB, YTO
MO3BOJIAET 3HAYUTEIbHO MOBLICUThL MPOU3BOAUTEILHOCTD MPUIOKEHHUS.

MnaBa 8. Ucnonb3oBaHne BHe3KpaHHbIX 6ychepos

BocbMmas rmaBa mocBsllieHAa MCMONB30BAHNIO BHEIKPAHHBIX OyhepoB MUKCEIOB
(pbuffer), npeacTaBasOIIUX co0O crielnaTbHy0 00JacTh BUICOMAMATH, B KOTO-
PYIO TIPOTPAMMHCT MOXET BBIBOOUTH M300paskeHHWe, KaK B 0OBIYHOe okHo. [pu
3TOM 3arparmBatotcst  creayiomne  paciupenus:  WGL ARB_ pixel format,
WGL _ARB pbuffer w ARB_render_texture. Kpome Toro, paccmatpuBaeTcst TIpak-
THYecKoe ucrnoib3oBaHne Kiacca PRuffer M3 NVIDIA OpenGL SDK, 3naun-
TeJIbHO obJjiervarolero paboTy ¢ BHeaKpaHHBIMU Oydepamu pbuffer. B 3axmioue-
HHe TJIaBbl cO3[aeTcsi MUHU-UTPaA ¢ Buaom oT nepporo auna (FPS).
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MnaBa 9. Cxartble TEKCTYpbI

B neBsToil TiaBe paccmaTpuBaeTcsl UCTIONb30BaHUE CXKAThIX TeKeTyp B OpenGL-
MporpaMmax, Mo3BOJISIOIIUX COKPAaTUTh OObEM 3aHMMAEMON BUAEONAaMSITU, a TaK-
XK€ HEMHOTO YBEJIWYNThL ObIcTpoaeiicTBue TporpamMMbl. Kpome Toro, MpoBORUTCS
HccaeoBaHUe OCODeHHOCTe Hambojee pachpocTpaHeHHoro dopmaTa cxkaTus
S3TC, a Takke ero NJOCTOMHCTBA W HemocTaTku. [IpuMepsl 3TOi TaBBl UCTONb-
3yloT paciuupeHus ARB texture compression u EXT texture compression s3tc.
Kpome Toro, paccmaTpuBaloTcst BOTIPOCHI COXpaHEHUS CXKAThIX TEKCTYp Ha IHMCKeE,
a Takxke ucnoibzoBaHue dopmara DDS mag xpaHeHUs MpeaBapUTEIbHO CXKAaThIX
TEKCTyp ¢ ucnojb3oBanuem cdopmara S3TC.

naea 10. Ky6uueckune TeKCTypHble KapThbl

HecsTas raBa nocesileHa MOACIUPOBAHUIO TISHIIEBBIX 0OBEKTOB ¢ UCTIONH30BaA-
HUeM chepruecKUX U KyOMYecKUX TeKCTYpHbIX KapT. Ilpu sToM moapobHO omu-
CBIBAIOTCS Bce TOHKOCTH paciiupeHnst ARB_ texture cube map. TlapamnersHo
paccMaTpUBAIOTCS PAa3IvYHbIe BAPUAHTHI XPAHEHUsI KyOMUYECKUX TEKCTYp Ha IUC-
Ke, KaK ¢ UCToJb30BaHWeM Kiaccuueckux rpapudeckux cdopmaros (TGA, JPG),
TaKk ¥ ¢ momMoleio popmara DDS, mo3Bonsioniero XxpaHute B ogHOM ¢haiiie 130-
OGpakeHNs BCeX TpaHel KyOWdecKoi TeKCTypHO#M KapTol. Kpome Toro, saTparmsa-
€TCSl BOIIPOC HETUIIMYHOTO MCIIOJb30BAHUSI KYOMYECKUX TEKCTYPHBIX KapT IS
MOIETNPOBAHNS 3aKpacku MeromoM (DoHTa B peallbHOM BpeMeHH. B 3akmoueHme
paccMmarpuBaercs sxkcnopt u3 3D Studio MAX mMarepuanoB, UCIOIb3YIONINX TEK-
CTypHBIE KapThl oTpaxkeHus reflect/refract.

TpeboBaHua K nporpaMMHOMY
N annapatHomMy obecneyeHuto

1 caMoCTOATEIbHOIO MOCTPOSHUA MAM MOAMGUKALUKM IIPUMEPOB IIPOrPaMM,
TTPUBEICHHBIX B KHUTE, Ha BallleM KOMTIBIOTepe TOJDKHO OBITh YCTAHOBIEHO Cle-
ayloliee MporpaMMHoe obecrevueHue.

O 32-paspsaHas onepauudoHHas cucreMa cemeiicrBa Windows, Hanmpumep Win-
dows 2000 wim XP.

83 Microsoft Visual Studio .NET 2002.

. BHumaHune '

YacTe MpUMEPOB KHWUIM HE KOMMWIMPYKTCA C ucnomnb3oBaHnem Microsoft Visual
Studio 6 nnn .NET 2003.

O Jlaa cbopku MNPUMEPOB, IMOCBAIIEHHBIX 3Kcmopty Moneneir usz 3D Studio
MAX, nmotpebyercs Discreet 3D Studio MAX 5.

O Hns u3MeHeHUs paspelieHus] TeKcTyp HeobxonmMo mMeTh Adobe Photoshop,
ACDSee, IrfanView uan aHaJOTUYHYIO TIPOTpaMMY.
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OcranbHoe HeoOXxonuMoe TTporpaMMHoe obectieyeHre HaxoauTes Ha CD, compo-
BOXIAIONIEM KHMUTY.

151 Toro 4ToObl Ha KOMIIBIOTEPE PAOOTAIM 6ce MPUMEPHI KHUIM, BaM MOHAZO0UTCS
uneokapra GeForce256 uau Beie. B Tabn. Bl mpubemeHbl TpeGOBaHUS K BH-
JeoKapTaM B 3aBUCHUMOCTM OT maB. Tak Kak g B HacTogdllee BpeMs paciojaraio
ToNbKo BuaeokapTamu kopriopainii ATT u NVIDIA, tpeboBaHUsT yKa3zaHbl TOJTb-
KO JUIST BUJEOKAPT 3TUX KOPIIOpalnii, XoTs, cKopee Bcero, 0OJbIasi yacTh TPH-
MepoB OyIeT paboTaTh W Ha BUIEOKAPTAX APYTHX (GUPM.

Tabnuuya B1. TpeboBaHus K BufjeokapTaM rio riasam

MnaBsa MuHumanbHo Tpebyemasn Bugeokapta
naBa 1 NVIDIA RivaTNT

naBa 2 NVIDIA RivaTNT

nasa 3 NVIDIA RivaTNT

lnaga 4 NVIDIA RivaTNT2 32MB
nasa 5 NVIDIA GeForce256
nasa 6 NVIDIA GeForce256
nasa 7 NVIDIA GeForce256
nasa 8 NVIDIA GeForce256
nasa 9 NVIDIA GeForce256
Mnaea 10 NVIDIA GeForce256

K ocTanbHbIM KOMIOHEHTAM KOMIIbIOTEpA He MPeIbIBIsSeTcs KakKuxX-I10o ocobeH-
HBIX TpeGoBaHMil. DTO MOXeT OBITh, HATTPUMEpP, uTo-HNOYAL Bpoae Celeron 266MHz,
128MB RAM.

Bce mpumepbl 9TOil KHUIM MPOBEPSUIMCh HA KOMIIbIOTEPE, KOHMUIYpalus KOTo-
poro mpuBeneHa B Tada. B2. YacTb "Mono3puTenbHBIX" TPUMEPOB TECTUPOBATNCH
Ha IPYTUX KOMIIbIOTEepaX, HA KOTOPBIX ObUIM YCTAHOBIEHBI CJAEAYIOIIMe BUASOKAP-
Tel: NVIDIA GeForced Tid600 128MB, NVIDIA GeForce2MX 32MB, NVIDIA
RivaTNT M64 16MB, ATI Radeon 8500 u ATI 3D Ragel28.

Tabnuya B2. KoHeburypaLims KoMrneioTepa, Ha KOTOPOM TeCTUpOBalNCh
BCe npUMeps! A1 KHUMn

Mpoueccop Intel Pentium-4 2.6C
MartepuHckan nnata Asus P4B800 (i865PE)
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Ta6bnnya B2 (okonuarue)

OnepatnBHaa naMATb
Mpoueccop

BupeokapTbl

OnepauuoHHas cnctema

1024MB PC3200

Intel Pentium-4 2.6C

ATl Radeon 9700 Pro 128MB

NVIDIA GeForce FX 5800 Ultra 128MB
NVIDIA GeForce2 MX 32MB

Microsoft Windows XP (Build 2600) Service Pack 1.
English Version




bnarogapHocTtn

3a roawl, KOTophle TOTpedoBATNCH Ha TO, 4TO OBl pa3zodparbest ¢ OpenGL, paspa-
6oTaTh y4eOHBIH Kypc W HAIMCATb BTY KHUIY, S MOAYYMI HEOLEHHUMYIO IOMOIIb
W TIOJJIEPXKKY OT MHOXeCTBa JIOACH.

Bo-nepBbix, 51 xouy ToOmarogaputTh pelakumio kypHaia "TIporpammuct”, oco-
o6euHo Bnagpumupa I'onybkosa u Maxkcuma TyiikuHa, KOTOpbIE HOBEPUIU HEU3-
BECTHOMY MPOBUHIIMAIBHOMY TIPOTPAMMUCTY HaIlMcaHWe CepuM cTareil 1o
OpenGL u npoiany Bce 3aepKKHU.

OraenbHo XoueTcs1 nodnarogaputh Muxauna KpachHosa, apropa kHur "OpenGL.
I'padmka B mpoekrax Delphi" n "DirectX. I'pacdmka B mpoekrax Delphi”, koTopbrit
0Ka3aJl MHE HEOLIEHHMMYO Iomollb B u3dydyeHuu OpenGL, moaroroBke KHUIUM U
TTOUCKe U3aaTess.

A ouenn O6maromapen I'ennaguio Purepy usz ATI Technologies, koTopblit Teprie-
JIUBO OTBEYAJ Ha COTHM MOMX BOIPOCOB IO DJIEKTPOHHOM IOYTE, a TAKXKE CO-
JIecTBOBAJl TOMY, UTOOBI TIPUMEPHI 3TOW KHUTU HOPMAIbHO padoTaju Ha BU-
neoxkaprax ATI.

Anekceit JlaryHenko u3 ItLabs mpurnacun meHs Ha koHdepeHuuo NVIDIA
J1s1 paspaborynkoB. UMeHHO 3TO coOBITHE U BIOXHOBUJIO MEHS Ha HalucaHue
KHWIHU.

S mpu3HareneH U MHOTMM APYTUM JIOASIM, KOTOPbIE [TOMOTail MHE [PU HAamuca-
Huu kHuru: Rev Lebaredian (NVIDIA), Rachel Lebaredian (Steamboat Software),
Shawn Steiner (Discreet), Dan Lion (Turbo Squid) u Maxim Perminov (Intel).

Moe nonumanue OpenGL ¢popMupoBaioch 0oj Bo3AeliCTBUEM LIEIOTo psifa myo-
JUKAINA, TO3TOMY sI OYeHb XOUy TTo0JarolapuTh aBTOPOB cTareii Ha caiiTax
www.ixbt.com, www.gamedev.ru, www.opengl.org, www.nvidia.com/developer,
www.ati.com/developer, a nmenHo: Anekcannpa MenseneBa (iXBT), Aampes Bo-
pob6reBa (iXBT), Ceprea Barkuna (GameDev), John Spitzer (NVIDIA), Sebastien
Domine (NVIDIA) u Puuapna Xannu (ATT). OtnenbHas 6iaronapHocTh BbIpaxa-
ercs1 corpygHukam NVIDIA Mark Kilgard u Cass Everitt, paspabdoraBiuum 0u0-
muotekn GLUT u OpenGL Helper Library, no3Bojsitonine Ha BpeMsl 3a0bITh O
CYLIECTBOBAHMU OKOHHBIX (PYHKIIMI, HUKIOB O0paOOTKU COOOIICHUH M IPOUYMX
"yxkacos" Win32.

Hpyrum vcTouyHUKOM uHbopmauuu Osi1u ¢opymel caiita iXBT (forum.ixbt.com),
0cobeHHO (dopyM paszpaboTuukoB urp. S OeckoHeuyHo OjarogapeH COOOLIECTBY



10 bnaronapHoctu

3TOTO ¢hOpyMa 3a TTOMOIIb B paboTe Ham KHUTON. OTmenbHas 6MarogapHOCTh BbI-
paxaercs Ilerpy IlonoBy, coBeThl KOTOPOro OY€Hb MHE IMPUIOIUIMCH IIPU HAITH-
CaHWW KHWUTH.

B 3akmouenne xouy nobiaronaputh koprnopaiun ATI u NVIDIA, xotopsie mpe-
JOCTaBUIM B Moe pacrnopsikeHue sugeokapTel ATI Radeon 9700 Pro u NVIDIA
GeForce FX 5800 Ultra, 6e3 KOTOpbIX HalKMCaHWE 3TON KHUTH ObUTO OBl CHIIBHO
3aTPyIHEHO.

HecmoTps Ha momaepKKy W MOMOIb IPYTUX, OTBETCTBEHHOCTb 32 JIIOObIE HETOY-
HOCTH W YIYIIECHNS TIOJTHOCTBIO JIEKNT Ha MHe. JIToOBle 3aMeYaHns W IMOKeTaHus
BBl MOXeTe MpUCIaTh 10 aapecy gsaf@sura.ru.
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NCNONb30OBAHUE
NVIDIA OPENGL SDK



haBa 1

bubnunorteka GLUT

Kak u3BectHO, 6mbnuoreka OpenGL gBisiercss KpoccruiaTropMeHHON!: TIporpam-
Ma, HaMACAHHAs ¢ WUCITOMb30BAHUEM 3TON OMOMMOTEKH, MOXeT padoTarh TIOI JTI0-
0ol omepallMOHHON CHCTEMOI, B KOTOPOW WMceTcs TIOomJepXKa 3Toil OubanoTe-
k. Ho B melicTBUTENBHOCTH TIPW peajn3aluy IpoTpaMM, HAIMMCAHHBIX C ce
TMOMOIIBI0, BO3HWKAET PSIT TPYAHOCTEH.

Bce neno B ToM, uto B OpenGL oTCcyTcTBYIOT cpeacTBa [Ajisl OpraHuM3aluyd UHTEp-
(deiica ¢ mosb3oBareneM: MHCTPYMEHTBI A1 CO3MaHUs, PpabOThl ¢ MBIIILIO U KIa-
Buarypoit u 1. A. CiegoBarenbHo, IPH MEPEeHOCE MPOrpaMMbl HA APYIYIO ILIAT-
dopMy Ty 4YacTb HporpaMMbl, KOTOpas OPraHM3yeT B3aUMOACHCTBUE C IOJb30-
BaTeieM, BCE PABHO MPUIETCS MepelrChiBATh.

T'naBHast mpuYMHA B TOM, UTO OTlepallii OKOHHOU TOJCUCTEMBI (CO3lMaHne OKHa,
obpaboTka coolleHn, ycTaHOBKA (hopMara MUKCEIOB U MHOTOE JIPYroe) o4eHb
CHJIBHO 3aBUCSIT OT OMEpallMOHHON CHCTeMBbl, W BKIOUEHHE 3TUX CPEACTB B
OpenGL moro 661 3HAUUTENBHO CY3UTh 00JacTh TIPUMEHEHUS 3Toi OMOIMOTEKN.

IloatoMy cyiiecTByeT morpedHOCTh B HaiacTpoiikax Hax OpenGL, koropbie mo-
Moraju Obl B CO3IAHUM KPOCCILIATGOPMEHHBIX MpUIoXKeHuil. K HUM oTHOCUTCS
oubnuoreka GLUT (OpenGL Utility Toolkit). GLUT nospoJser:

O cosnaBaTh MHOTOOKOHHBIE TTPUJIOKEHMUST;
O oOpabarbiBaTh cOOOLLEHMS, UCIONb3YS NpoLeayphl obparHoro Bbi3opa (callback);

O pabotaTh ¢ ycTpoiicTBaMu BBoJa UHGOPMAIIMU, HAMPUMEDP, ¢ MBI U Kia-
BUATYPOU;

O HUCIIOJb30BATh TAUMEPHI;

O cosnaBarh BCIUIBIBAOIINE (POP-UpP) MEHIO;
O paborath co HWpUGTAMU U U300pAKEHUSIMU
W MHOTOE Jpyroe.

IIporpamma, ucnonsaytomasa GLUT Bepcuu 3.7, Mmoxer paborarb B Windows 95,
Windows NT, OS/2, UNIX u apyrux OC. Eciau mporpamma UCIIONB3YET TOABKO
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BosMoxkHocTH GLUT, To mis mepeHoca ee B J0OYI0 OMEPaAITMOHHYIO CHCTEMY
JIOCTaTOYHO JUIIb TEPEeKOMITMINPOBATh €¢ 0e3 M3MEHEHWS] MCXOMHOTO TeKCTa.
IMoxazatenbHo, YTo TpuMepsl, moctasisgemble ¢ GLUT, paboTtaioT Bo Bcex pac-
npoctpaHeHHBIX OC 0e3 u3amMeHeHus ucxoaHoro koaa. Hamo nuiis ucnonb3oBarh
makefile OT HY>)XHOTO KOMITHJISITOPA.

Hapsny ¢ nocrounctBamu y GLUT ecth u Hemocrarku. M kak Bcerna, 3Tu He-
JIOCTaTKW SIBISIIOTCST CIEACTBUEM JOCTOWHCTB. B JaHHOM cilyyae 5TO TepeHOCH-
mocTb. M3-3a mepeHocumoctu npuwioxeHus GLUT orpanmyeHsl B (pyHKLIMO-
HaJIbBHOCTU U He WMEIT JJOCTyMma KO BCEM BO3MOXHOCTSIM ONepalluoHHON
cucrteMbl. B 1enomM, OubauoTexa SBASETCA ONTUMAIBHON IS HAMMCAHUS OTHO-
CUTEJIbHO HeOONBIINX TTPOTPaMM.

Ho naxe ecnu BB He cobupaerech ucmonb3zoBath GLUT B cBouMx mMporpammas,
clIelyeT YUMTBIBATb, YTO CYLIECTBYET MHOIO MPOrpaMMHOIO oOecreuyeHus, KOTOo-
poe wucrmonb3dyerT 3Ty OubOIMoTeKy. Hampumep, mpakTHueckW Bce TMPUMEPHI U3
NVIDIA OpenGL SDK nanucansl ¢ ucnoas3zoBanuem GLUT. CnegoarenbHo,
yTOOBI pa3zobpaThesl B HUX, Mojie3Ho OyneT 3HaTth ocHOBBI GLUT.

1.1. NMopknioueHne GLUT k npoekTy

CoaznafiTe myctoe mpuinoxeHne Win32:

1. B wmento File Boibepure mynkr New | Project [Visual C++ Projects | Win32
Project.

2. Boinonnure komanay Project | Properties | Linker | Command Line (puc. 1.1).

B mone Additional Options Bnuiure glut32.1ib (pasyMmeercsd, TakK Xe Haao
T00aBUTh M CTPOKY opengl32.lib, glu32.lib /entry:"mainCRTStartup,
KOTOpas sABIAeTcsd obg3aTenpHoi 1 moboi OpenGL-nporpaMmer).

Bce stu geiictBus B oxHe Property Pages Hago OydeT MOBTOPATh KaXAblil pas
TpU CO3JaHUM HOBOTO TIPOEKTa, WHauUe Bl OyaeTe ToayvyaTh OlMOKU O Hepaspe-
LIEHHBIX CChLIKAX IMPU KOMIIOHOBKE IMPUIOXKEHHUS.

Takxe Hago Y4YUTHIBATb, YTO I pPaboThl OMOIMOTEKU HeoOXxomuMm aiia
glut32.dll, xoTopwlit Hago OyAeT pacIlIpoOCTpaHATh BMECTE ¢ IIPOTpaMMoili, T. K. OH
He BXOJUT B cTaHIApTHYO mocTaBky Windows. Ilpu ycTaHoBKe MmporpaMMbl €ro
JIydIIre BeeTo pasMenath B Karanore \Windows\System 32.

Haxoner, no6asete B mpoekT HOBbI (aitn (Project | Add To Project | Files) n
HA30BUTE €ro, K [IPUMEPY, main.cpp.

Teneps MOXHO IPUCTYNATh K CO3AAHUIO HAlIeil MepBOM IPOrpaMMBbIL.
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- '
Ex04 Property Pages :

Configuration: |Active(ReIease) ﬂ PlatFarm: |F\ctive(Win32) j Configuration Manager. .. |

=3 Configuration Propertie # all Options:
General

Debugging JOUT" \ReleasefExD4. exe” [INCREMEMNTAL: MO [MOLOGO [PDE:".\Release/Ex04.pdb"
i ISUBSYSTEM:WINDO'WS odbc32.lib odbocp32.lib kernel32,lib user3z.lib gdizz.lib

[ Cfc++ wirspoal lib cormdlg32. ik advapiaz lib shellaz b ale3z.lib alzaut32.lib uuid. ib odbe32.lib
23 Linker odbccp3z.lib

General
Input
Debug
Syskem
Opkimiz ation
Embedded IDL
Advanced
Command Line
l:_—l Resources Additional Options:
Mol - : T = ;
o : TMACHIME 1386 JEMTRY: "mainCR TStartup” nv_math.lib e _util.lib unzip.lib glaws.lib
[__'] Browse Information | {FORCE:MULTIPLE
(=1 Build Events
[_ Cuskom Build Step
] Web References %
< >

0K | OTrteHa t Cnpaexa

Puc. 1.1. OkHo Property Pages

1.2. Mpumep npocTteiLen nporpamMmbl,
ncnonb3ylowein GLUT

Hanee npUBOAUTCS MOJHBIA TEKCT MUHUMAIBHOM IporpaMMbl (nucTuHr 1.1), uc-
noas3ytowieir GLUT, koTopas pucyeT oKHO, 3aIlOJIHSS €r0 BIOCJAEACTBUU CUHUM
ueroM (Ex01) (puc. 1.2). DTOoT U Bce ocTajbHble MpuMepbl Haxoadarcsas Ha CD-
JNCKe, TIpUIaracMoM K KHUTe. BONbINass 4acTb TeKCTOB MPUMEPOB TIPUBOIUTCS
YACTUYHO.

Jluctuhr 1.1

#include <gl\glut.h>

// BEBOH M300paxeHUs Ha SKpaH
void Display ()
{

glClear (GL_COLOR BUFFER BIT);

// CMeHa mepemHeTo U BanHero GybepoB sKpaHa
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glutSwapBuffers () ;

int main(int argc, char* argv[])
{
glutInit (&argc, argv);
// Bamaem napamMeTpe OKHA
glutInitDisplayMode (GLUT _RGBA | GLUT DOUBLE) ;
// Bamaem pasMeps OKHa
glutInitWindowSize (640, 480);
// BagjaeM HOBULMIO OKHA
glutInitWindowPosition (100, 100);
// CosmaeM OKHO
glutCreateWindow ("My first OpenGL Application");

glClearColor (0.5, 0.5, 0.75, 1);
// Banaem QyHKLMIO OOPATHOTO BHS30BA M300paxeHMUs Ha DKpaH
glutDisplayFunc (Display) ;

glutMainLoop () ;

return 0O;

B My first OpenGL Application

Puc. 1.2. MNpocreiwas GLUT-nporpamma
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TMepBast cTpoka (PYHKIIUM main BBI3BIBAET KOMaHIy glutInit, KOTOpasi MHUAIMA-
Jusupyet onbamoreky GLUT:

void glutInit (int *argcp, char **argv);

rae:

O argcp — yKasareib HA KOJIMYECTBO apryMEHTOB B KOMAHIHOM CTPOKE;
O argvv — yKazaTeJlb HAa MacCHB apryMEeHTOB.

OOBIYHO 3TH 3HAYEHUST OepyTcsl U3 TIIaBHOW (DYHKITUW MPOTPAMMEBL: int main (int
argc, char *argvl[]). (DyHKLlI/IH glutInit MIUET B CIIMCKE APryMEHTOB KOMAaHI-
HoWt cTpoku mapameTphnl, cniettududnbie st GLUT, n uHumanusupyer cedst ¢
yUYeTOM 3TUX INapaMmeTpoB. Ilocie yero youpaer ux u3 cliucka apryMeHTOB.

B Hacrogiuee Bpemsi, HU OJUH K3 NApaMETPOB KOMAHJOM CTPOKU, paclio3HaBae-
MBIH (DYHKIIMEN glutInit, HE OKas3bIBaeT BIMSIHUE HA MPOTpaMMy, paboTAOIILYIO
B ONEpalMOHHBIX cucTemax ceMmeilcTBa Win32. ChenoBaTelbHO, €C/M Balla Mpo-
rpaMma Oynet paboTaTh TOIHKO B OTIEpallMOHHBIX cucTeMax ceMeiicTBa Win32, Bbl
MOXETE OIYCTUTH €€ 0e3 yliepda Ajisl IPOrpaMMBbl.

Crnenyiolias KoMaHna — glutInitDisplayMode — ycTaHaBiuBaeT ¢opMaTr MUK-
CeJIOB OKHA TIPOTPAMMEL.

void glutInitDisplayMode (unsigned int mode) ;
rae:

O mode — OUTOBas MacKa, KaXAblii OUT KOTOPO COOTBETCTBYET OMNMpeAcIeHHOMY
atpubyry ¢opmara nukcenon. [Jas O6ojee ynoOHON ycTaHOBKM ¢hopMaTa MUK-
ceqoB B Oubnuoreke GLUT wumeercss Habop KOHCTaHT OWTOBBIX MAacoK
(taba. 1.1), oObeauHsIg KOTOpBIE IIpU MOMOLUM Jiorudyeckoii onepauuun MK
(OR), mporpaMMHCT MOXeT co3JaTh TpeOyeMyo eMy OUTOBYIO MacKy cdopmara
MUKCEJIOB.

Ta6mya 1.1. OcHoBHble MpeponpeaeseHHbIe KOHCTaHThl OUTOBBIX MacoK
¢popmarta nukcesioB 6ubnuoreky GLUT

KoHcTaHTa OnucaHune
GLUT RGBA Heobxoaum RGBA-Buageopexum
GLUT_RGB MceegoHUM ans GLUT RGB (B 6ubnunoteke GLUT 3a nopaepxky

anbcba-KaHana oTBevaeT 6uUTOBaA Macka GLUTiALPHA)

GLUT_INDEX Heobxooum BUAEOpEXUM LBETOBLIX UHAEKCOB, T. €. LENIOYNUCIIEH-
Hble MOEHTUOUKATOPDI LIBETOB AOJDKHbI UCMOJIb30BaThCA B Kade-
CTBE UHAEKCOB B ManuTpe LIBETOB

GLUT SINGLE Heobxoguma nopfepxka ofumHouHoll 6ydbepusaumeii. Tak kak
3HaueHue 3TOM KOHCTaHTbl paBHO HyJlo, ee HeobA3aTeNbHO yKa-
3blBaTb
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Ta6nuya 1.1 (oxoHuare)

KoHcTaHTa Onncaxmne

GLUT DOUBLE Heobxoguma nopaepxka geoiiHoin 6ycepusaumm
GLUT_ACCUM Heobxogum 6ycbep akkymynstopa

GLUT_ ALPHA Heobxoguma noggepxka anbda-kaHana
GLUT_DEPTH Heobxoguma noppepxka 6ydpepa rnybuHbl
GLUT_STENCIL Heobxoguma noppepxka 6ydepa wabnoHa

B nauem ciayvae dnar GLUT RGBA yKasbIBaeT HA TO, YTO MbI Oynem paborath B
pexuMe RGBA. B cBoro ouepens ¢hiar GI, DOUBLE CBUIETENBCTBYET O HEOOXOMW-
MOCTH MOAAEPKKH ABOMHON Oydepusanuu.

Hanee IIpU IIOMOIUM KOMaH[, glutInitWindowSize M glutInitWindowPosition
H€06XOI[I/IMO YCTAaHOBUTL pa3MEPbl OKHA U €ro MO3NIHNI0 Ha 3KpaHeE:

void glutInitWindowSize (int width, int height);

void glutInitWindowPosition (int x, int vy);

rae:

O width — HIMpHHA OKHA B ITMKCE1AX;

(0 height — BbICOTA OKHA B IIMKCE/AX;

O x — MoJloXeHUe JIEBOTO BepXHEro yria okHa (KoopauHara Xx);
O v — [HoJloXeHHUe JIEBOTO BEpXHEro yriia oKHa (KOOpAMHATA J).

Mp1 ycraHaBiauBaeMm pasmep okHa (640 x 480) u mojoxeHHe ero jeBoro BepxHe-
ro yrma (100, 100). CobcTBeHHO co3fgaHMe OKHa OcYIecTBiasieTcs (yHKIMeh
glutCreateWindow, KOTOpas Cco3/1aeT OKHO ¢ IapameTpamu, 3aJaHHbIMU KOMaH-
JaMH glutInitDisplayMode glutInitWindowSize U glutInitWindowPosition:

int glutCreateWindow (char *name);

rae:

O name — 34aroJOBOK CO3IAaBAEMOr0 OKHA.

Hama nporpamMma cospaet okHo ¢ 3aroioBkoM My first OpenGL Application.

bubnuorexka GLUT sBiasgerca coOObITUHHO-OPUEHTUPOBAHHON OUOIMOTEKOH, B
pesynbrate yero Jwbdass GLUT-nmporpamMma oOIiaeTes ¢ BHEITHUM MUPOM TIpU
nomoiy cooriTuii. O6padorka codriTuii B oudbaunoreke GLUT peanuzoBana mpu
TMTOMOIIM MexaHn3Ma (yHKIMI oOpaTHOro BbI3oBa (callback). CHavaga Tpo-
rpamma nepegaer oudnuoreke GLUT ampec ¢hyHKUUKM 0OpaTHOro BbI30OBA, 00pa-
GaTeIBarONIEH MAHHOE COOBITHE, A 3aTEM, TTPU HACTYITJICHUUW 3TOTO COOBITHS, OUO-



lnaea 1. bubnuoreka GLUT 19

JIMOTEKA BbI3BIBAET YKa3aHHYI0 (PYHKIIMIO oOpaTHOTO BHI3OBa, TMepenanasi eit, ecinu
HEOo0XOIMMO, B KAYECTBE ITapaMeTPoB MHMOPMALNIO 00 OCOOEHHOCTIX COOBITUS.

g ycraHoBKHM (DYHKIMKM OOpPaTHOrO BBI30BA, OTBEUAIOIIEH 32 MEePEePUCOBKY K-
paHa, UCTIoNb3yeTesl KOMaHAa glutDisplayFunc:

void glutDisplayFunc (void (*func) (void));

rae:

O func — agpec QyHKIMY OOPATHOIO BBI30BA, OTBEYAlOIlEHl 32 OOHOBAEHUE CO-
aepxumMoro skpaHa. B Win32 sta dyHkims dakTudecku siisietcss obpador-
YUKOM COOBITUS WM PAINT.

B nameit mporpaMme Mbl YCTAHABIMBAEM B KauecTBe (PYHKLUUM 0OpaTHOro BhI30BA
dbyaKIMIO Display. OYHKIWS Display () OYeHBb TTPOCTA — OHA OUYHWIIIAET 3KpaH N
BBIBOJIUT IOJIYYEHHOE M300paXeHUe, UCIOb3yd glutSwapBuffers (). Ecnu mpu
WHULIMATN3AINN  TIPWIOKEHUST MBI HWCTOAB3yeM (uar GLUT DOUBLE BMECTO
GLUT SINGLE, TO 3TY KOMAaHZAy OPUIETCSA 3aMEHUTh KOMAHAON glFlush ().

[peanocnaentss cTpoka QYHKIMU Main IMPM MOMOIIM KOMAHIbI glutMainLoop ()
3amycKaeT MUK o0paboTku coobuieHnit. B ciyyae ncnonbzosanus OC cemeiicT-
Ba Windows kKoMmaHOa glutMainLoop OPraHU3yeT LMKI oOpabOTKU cOOOIIeHUI
Win32.

IMocaennss crpoka GpyHKIINN main (return 0) — CKOpee JaHb Tpaguiuu. B mo-
kymeHTauuu no oubnuoreke GLUT cxazaHo, uyTto ¢yHKUMA glutMainLoop () HH-
KOTJIa He BO3BpallaeT yrpapjieHWe mporpaMmme. [TosToMy eciau mpw 3aBeplIeHUHN
paboThl MporpaMMbl BaM Hal0 OCBOOOIUTH CHUCTEMHBIE pPecypchbl, TO OeccMbIC-
JIEHHO TIOMEIIATh 3TOT KOJ ITOCjIe BbI30Ba (DYHKINH glutMainLoop.

Kak sBumure, GLUT cunbHO obieryaer HamucaHuWe TPOCTBIX TporpaMM. Kpowme
TOIO, OHA JeNaeT UX He3aBUCHUMbIMU OT ILUIAT(OPMBL: B YACTHOCTH, 3T IPOrpam-
Ma Tociie TIEPEKOMITHIISIINA cMOXeT paboTaTh TPaKTUYECK! B JIIOOON omepain-
OHHOI1 cucreme, umetouleit noaaepxky OpenGL.

1.3. Pabota ¢ Mbiwblo 1 KNnaBmatypom

B npenpiayiieM paziene Mbl CO3IaNU MEPEHOCUMOE MPUIOKEHHE, KOTopoe ¢ak-
THYeCKW Huyero He nenaer. Ceiiyac MBI mompodyeM 100aBUTH B HEro KaKue-
HUOYIb AOMONHUTENbHBIE BO3MOXHOCTU. JIg Hayana 100aBUM B Hero oopaboTKy
COOBITHY KJTaBHATyphl — 3aBepllieHne paboThl o HaxXaTuio KinaBulum <Esc>.

Hns permcrpaniu  obOpaboTurKa COOOIEHUI OT KiaBUaTypbhl B OuOIMOTEKE
GLUT ucnons3yercsa KoMaHAa glutKeyboardFunc:

void glutKeyboardFunc (void (*func) (unsigned char key,int x, int v));
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Kaxk BumHO W3 ompeneneHus 3Toi ¢GHYHKINHI, 06pabOTINK COOBITUI OT KIaBMaTy-
Pbl IPMHUMAET CJIAYIOIINE MapaMeTPhL:

a key — I/I[LGHTI/I(I)I/IKaTOp KIIABUIIIH
a X, Yy — KOOpAMWHATbI YKA34aTCJId MbIIIM B MOMCHT HaXaTHud KJIaBUIIN.
Huxe npuBeneH ucxXoAHbI Koa 00pabOTYMKA KIABMATYPhI, KOTOPBIM 3aBEpPILAET
pa60Ty TIporpaMMBbl TTPpU HaXKaTUU KIIaBUIIN <Esc>
void Keyboard (unsigned char key, int x, int y)
{
switch (key)
{
case 27:
{
exit (VK ESCAPE) ;
break;

}

Pabora ¢ Mbllibl0 opraHusyercss Toxe oueHb npocto (Ex02). s perucrpa-
MU 00paboTUMKa COOBITUS TIEpeMellleHUsT yKasaTeldss MBI UCTIONb3yIOTCs JBe
KOMaHAbI: glutMotionFunc U glutPassiveMotionFunc:
void glutMotionFunc (void (*func) (int x, int vy));

void glutPassiveMotionFunc (void (*func) (int x, int vy));

l'[epBaﬂ KOMaHOa WCITOJAb3YETCS I O6pa6OTKI/I COOBITUS NEPpEMECINCHNA MBI
IpU HAXATOM KHOIKE MBIIIM, BrOpas — IpU orxkaroil. O0paboTuuK B KauecTBe
MmapaMeTpoB TPUHUMAEeT KoopauHaThl (x, y) ykaszarenas Mbimu. Huxe mpuseneH
TEKCT 06pa60Tq1/1Ka, KOTOprfI BbIBOOUT B 3arojlOBKE€ OKHa TEKYHIME KOOPAMHATLI
yKaszatenst miu (puc. 1.3):
void MousePassiveMotion (int x, int y)
{
char buf([80];
sprintf (buf, "Mouse coords 1is: x=%d; y=%d", x, Vy):
glutSetWindowTitle (buf) ;
}

glutPassiveMotionFunc (MousePassiveMotion) ;

151 ycTaHOBKM 3aro/IoBKa OKHA UCIIOb3YyeTcsl (PYHKIUS glutSetWindowTitle:
void glutSetWindowTitle (char *name) ;
rae:

O name — HOBBIHU 3ar0JIOBOK OKHaA.
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B Mouse coords is: x=B4; y=52

Puc. 1.3. BbiBOA, TOYKN Ha 9KpaH

3amycTB TIporpaMMy Ha BBITTOTHEHWE, oOpaTHTe BHUMAHWe Ha TO, YTO TIpU Ha-
SKaTOW KHOIIKE MBEITIN 06paboTka coobIIeHNS He TIPONCXomnT. YToObI yCcTpaHUTh
3TOT HEIOCTATOK, B (hYHKIINIO main HEOOXOIMMO JTOOABUTE CIEAYIONIYIO CTPOKY:

glutMotionFunc (MousePassiveMotion) ;

g Toro YTOGHI 3apeTHCTPUpPOBaTh 0OPaObOTINK COOBITUIT HAaXaTHSI KHOTKH MBI-
W, TIpUMeHsIeTesT GYHKINS glutMouseFunc:

void glutMouseFunc(void (*func) (int button, int state, int x, int vy));

TIe:

O pbutton  —  MICHTUGHUKATOP  KHONKU  MbIIM  (GLUT LEFT BUTTON,
GLUT MIDDLE BUTTON, GLUT RIGHT BUTTON [JIf JIEBOH, CPEIHEU U IPaBoil co-
OTBETCTBEHHO);

state — COCTOSIHME KHOIIKM MbIIU (GLUT DOWN — Haxara, GLUT Up —
oTXara);

X, ¥y — KOOpAWHATbl YKA34aTCJIA MbIIIHN.
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IMTpuseneHHBIN ganee hparMeHT TpoTpaMMBI (4acTh KOJa OTyIIleHa) MPU HaXaTuu
JIEBOI KHOIIKM MBIIIM PUCYET KPYLIylo TOYKY pasmepoM 10 IMUKCETOB HA MeCTe
Kypcopa (JTUCTUHT 1.2).

Jnctuur 1.2

#include <windows.h>
#include <gl\glut.h>

#include <stdio.h>

// PasMepH OKHa

int WinWidth=640;

int WinHeight=480;

// Tekymaa NOBULMA TOYKU
int mx=0;

int my=0;

void Display ()

{
glClear (GL COLOR BUFFER BIT);
glColor3£ (0, 1, 0);

// Pucyem TOUKy
glBegin (GL POINTS) ;

glVertex2f (mx, WinHeight-my):;

glEnd () ;

glutSwapBuffers () ;

void Mouse (int button, int state, int x, int y)

{

// Eciu Haxara JeBas KHOIIKA MBI
if ((button==CLUT_LEFT BUTTON) | (state==GLUT_DOWN) )
{

// YcTaHaBIMBaeM KOOPIOVMHATE TOUKMU
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mx=x;
my=y;
glutPostRedisplay () ;

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

{
glClearColor (0.5, 0.5, 0.75, 1);

// llelaeM TOUKY KpYTJION
glBlendFunc (GL_SRC_ALPHA, GL ONE MINUS_SRC ALPHA);
glEnable (G, BLEND) ;
glEnable (G, POINT SMOOTH) ;
glPointSize (10);
// TlapaMeTpr MpOeKLIUKU

gluOrtho2D (0, WinWidth-1, 0, WinHeight-1);

glutDisplayFunc (Display) ;

glutMouseFunc (Mouse) ;

3aMeTbTe, YTO B QYHKIIUU Mouse [UIS IEPEPUCOBKU OKHA UCIIOJIb3YeTCs KOMAaHIa
glutPostRedisplay():

void glutPostRedisplay (void);

D1a PyHKUMSA MOCHUIAET MPUIIOKEHHIO COOOIUEHHE O HEeOOXOAMMOCTU OOHOBIIE-
HUS OKHA, YTO B HAIleM CJIydac MPUBOANT K BHI30BY (DYHKIIMM OOpPaTHOTO BBEI30BA
Display ().

Taxke obOpaTuTe BHMMAaHME Ha IpeoOpasoBaHUe KOOPAMHAT, KOTOPOE BBIMOJIHSI-
eTcsl B KOMaHJe glvertex3f. OHO CBSI3aHO C TeM, UTO CUCTEMBI KOOPAWHAT OKHA
Windows u OpenGL He coBnagaioT (B Windows o yMOIYaHHUIO HAYATLO KOOPIU-
HaT HaxoJUTCS B JIeBOM BepxHeM yriy, a B OpenGL — B J1eBOM HIKHEM).

Ecnm BB mopaboTaeTe HEKOTOPOE BpeMsT ¢ 3THM TIPHMEPOM, TO YBUAUTE, UTO TIPU
W3MEHEHWHN pPa3sMepoB OKHa TIPHIIOXEHWE IepecTaeT KOPPEeKTHO paboraTh. DTO
CBSI3aHO ¢ TeM, UTO NMPHU M3MEHEHWH pa3MepoB OKHA HAIO MEHATH MATpPUIy MO-
JeTT KOMaHIOW gluOrtho2D M 0OJACTh BEIBOJA KOMAHION glViewport. BBEIXomoMm
W3 JTAHHOW CUTYAIIMW MOXET CITYKWTHb WCITONB30BaHNe KOMAHABl glutReshapeFunc,
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