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naBa 2

bubnuorteka GLH

bubnuoreka GLUT, paccmoTpeHHas1 B TIpenbiayllieil TiaBe, siBAseTcsl HAACTPOU -
Koit, KoTopasi o0yieryaer mporpamMmupoBaHue ¢ ucrnojb3oBanueM OpenGL. Ho,
TeM He MeHee, 3Ta OubIuoTeKa paspadarbiBaiach s sA3bika C, U He UCTIONb3yeT
HOBBIX BO3MoOHocTeit C++. B pesyiabrare OOJBIIMHCTBO TIPOTPAMMUCTOB HC-
noab3ytoT GLUT B kauecTse HU3KoypoBHeBoro API.

IToatromy NVIDIA coszgana coOCTBEHHYI0 OOBEKTHO-OPUEHTUPOBAHHYIO Hajd-
crpoitiky Hag OpenGL u GLUT, nHazeannyio OpenGL Helper Library (cokpa-
meHHo GLH), xoropasg Haxoautca B kKaradore \NVSDK\OpenGL\include\glh.
Dra O6ubIMOTEKA COAEPXKMT MHOXECTBO KJIACCOB, KOTOPbIE MOTYT 3HAYUTEIbHO
00JIeTYUTh XKU3Hb MPOrPaMMUCTY. DTU KJIACChL MOKHO YCIOBHO PA3Ae/UTh HA TPU
0OJIbIIIME IPYIIIIbIL:

1. Maremarndeckue (pyHKIINU.

2. OOBbeKTHO-OpUeHTHpoBaHHAasa HaacTpoiika Hax GLUT, ocHoBanHasg HAa uHTe-
pakTopax.

3. Kuaccewl, unkancyaupywoiiue dbyHkinu OpenGL.

Bce knaccwl 3T0i OMOMMOTEKU pacHonoxeHbl B mnpocrpaHctBe GLH-umeH, mo-
3TOMY IIepe], MX MUCIIOJNb30BAHUEM Bbl JO/DKHbBI CA€Narb €ro aKTUBHbIM C I1OMO-
b KOMAH/AbI using namespace glh.

Ho, x coxaneHuto, sta 6ubInoTeKa MocTapisieTcsl B UCXOJHBIX Kojax U 06e3 jo-
KyMeHTaluu. B aTolt TiaBe sl MOnbITalOCh UCMPABUTh TOT HEMOCTAaTOK. MBI Hau-
HeMm usydeHue oubnuoreku NVIDIA OpenGL Helper Library ¢ Tpynmbsl Kiaccos,
TpeHa3HauYeHHBIX JUIS MaTeMaTuiecKux pacuetoB. JIis ymoOcTBa MBI OyjleM Ha-
3piBaTh ux Ouonuorekoit GLH LINEAR (mo wmeHu 3arosoBovyHoro aiina, B
KOTOPOM OHU PACTIONIOXKEHHI).

Y oubnuoreku GLH_LINEAR ectb ogHa ocobeHHOCTh. [l TOro 4roodnl u3ba-
BUTh II0JIb30Bareaell 0MOIMOTEKM OT yToMuTelbHOro noakmodyenus LIB-daiinos
Oubnuoreku K mpoekTy, cosmareab Ooubmaumoreku (Cass Everitt) moiuen mo myTu
OOBABIEHUS KIACCOB U MX PealM3alUU ¢ MOMOILUbIO ONHOIO U TOro Xe daiina.
DTO CWIBHO YIPOLIAET HANMCAHHE MPOCThIX AEMOHCTPALMOHHBIX IporpamMM. Ho
IpU MCIONB30BAHUM BTON OUOJMOTEKM B MHOIOMOIYJIbHOM IPOEKTE MOIYT BO3-
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HUKHYTH MPOOJIEMBbI, CBI3aHHBIE C TEM, YTO B TIPOEKTE OKAXKETCSI MHOXECTBO pea-
TU3alil OMHON 1 Tol Xe (yHKIMHU. B pesyiabraTe KOMITOHOBIIMK HE CMOXET
BBIOpATh, KAKyI0 M3 peajnu3alnii eMy NCIOJb30BaTh, U 3aBEPILINT KOMIIOHOBKY C
MHOXXECTBOM COOOIIEHN 00 OIIMOKax.

Mg 6opbObL ¢ 3TUM SIBJA€HHEM HEOoOXOAMMO yKa3aThb B HACTPOMKAX KOMIIOHOB-
wuka Project| Properties | Linker | Command Line | Additional Options kiiou
/FORCE:MULTIPLE (puc. 2.1). DTOT KII0Y 3aCTABUT KOMIIOHOBILMK HMCIIOJb30BATh
B IIporpaMMe IEepBYIO MOMABILYIOCI peanu3aluio ¢hYyHKIUM U UTHOPUPOBATH OC-
TaJIbHbBIC.

Ex04 Property Pages g]

Configuration: |F\ctive(Debug) ﬂ PlatForm: |Active(Win32) j Configuration Manager... |

=3 Configuration Properties All Options:

E:EEEW JOUT:".\Debug/Ex04.exe" {INCREMENTAL JNOLOGO {DEBUG {PDB:".\Debug/Ex04.pdb"
1SUBSYSTEM: WINDOWS JEMTRY: "mainCRTStartup” odbc32.lib odbeep3z. lib
3 cfc++ opengl32.lib glu3z.lib glut32 lib kernel32.lib user32 lib gdisz.lib winspool.lib
23 Linker comdlg32.lib advapizz.lib shell32.lib ole3z.lib oleaut3z. lib uuid.lib odbc32 lib
General odbcep3z.lib
Inpuk
Debugging
Syyskem
Opkimization
Enbedded IDL
advanced
E - ornrnand Line
(11 Browse Information additional Options:
g EEIISEtIDEr:BBTiISd Step IMACHIME: 1386 nv_math.lib ree_util. lib Bugslaver Uil lib unzip.lib unzip.lib glaux. lib
23 Web Doployment JFORCE:MULTIPLE

0K | OTraeHa Crpaeka

Puc. 2.1. CgoiicTBa KOMMaHOBLLMKA

2.1. Matematnyeckaa 6ubnmnoreka
GLH _LINEAR

Bo Bpemsi pazpabotkn 3D-npuiiokeHU MporpaMMUCTy YacTo TIPUXOIWUTCS] BBI-
TIOJTHATL OJTHU U TE€ Xe MaTeMaThyeckue orepaluu — ofnepaiun ¢ MaTpullaMu u
BekTopamu, ahdUHHBIE MPeoOpa3oBaHUsI W aHAJOTWYHBIE omepanuu. [TosaTomy
Juist oberdyeHus paboThl MOXHO pa3paboTaTh CBOK MaTeMaTU4ecKyl Oubauore-
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Ky,(baKTHqCCKH'SaHHMaHCB H306p€T€HH6M’B€HOCHH6Ha,HH6O BOCITOJIB30BATBLCS
TOTOBBIMU 6I/I6J'H/IOT6K3MI/I, HalmnCaHHBIMU HpO(i)CCCI/IOHa)TaMI/I. Ecnu BEI CTOPOH-
HHUK BTOPOTO MYTHU, TO STOT pa3acil Ajasl BacC.

B cocrae NVIDIA OpenGL SDK wumeerca wmaremaruueckas OuOIMOTEKA
GLH_LINEAR, coaepxaliliasgs MHOXECTBO KJI4CCOB U (DYHKIIMI, KOTOPbIE MOIYT
Ccepbe3HO 00jeryuTh Xu3Hb nporpammucty. bubnuoreka GLH_LINEAR ne aB-
JIeTcs Jydlieil HA MO BO3MOXHOCTSM, HU 1O OblcTpoaeiicTBUI0. Ho MOCKOJbKY
ee ucnojbsyer 99% npumepos NVIDIA OpenGL SDK, 3Hanue s10ii 6MbI1MOTE-
KU MOXET IOMOYb COKOHOMUTH BaM AparolieHHoe Bpemsd. Kpome toro, 6ubamo-
teka GLH LINEAR oGnanaer AByMsl BaXKHbIMU JOCTOMHCTBAMMU: OHA OecILIaTHAs
U IOCTABJSETCS B MCXOAHBIX KOIAX.

st Toro 4To0Bl MOAKITIOUNTH 3Ty OUOINOTEKY K TIPOEKTY, BbI TOJKHBI J00ABUTH
B HAYaJo TPOTpaMMBbl CJIEAYIOIINE CTPOKH:

// Topxsmouaem Omtmmorexky GLH LINEAR
#include <glh linear.h>
// AKTUBU3UPYEM MPOCTPAHCTBO ¥MMeH GLH

using namespace glh;

2.1.1. Knaccbl gnfa pa6oTtbl ¢ BEeKTOpamm

IlpenkoM Bcex KimaccoB i pabOThl ¢ BEKTOpPaMU SBISETCS IAOJOHHbBIA KIacc
vec, OOBSIBISIOLIUICS CAENyIOUIMM 00pa3oM:

template <int N, class T> class vec

{

}

IlapameTp N 3amaeT pasMepHOCTb BEKTOPOB, a MapaMeTp T — TUIl €r0 KOMIIOHEH-
TOB.

Ha ocHoge atoro ma6iaona B GLH onpeneneHbl Tpu Kiacea: vec?, vec3 U vecd:

O class vec2 : public vec<2,real>;
O class vec3 : public vec<3,real>;
O class vecd : public vec<4,real>.

Tun real ompeneieH ciaeaywIIUM obpa3om:

# define GLH REAL float

typedef GLH REAL real;

CrenoBaTeNibHO, OH SIBJISIETCS aHAJIOTOM TUTA float.

EnuHcTBeHHOE pasanyuue MexXIy KIacCcaMu vec2, vec3 U vecd — B YUCIE Iapamer-
pPOB KOHCTpyKTOpa. Bee oTH Tpu Kiacca mpenHazHauyeHbl A1 "BHYTPEHHETO UCIONb-
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30BaHUST N TIOSTOMY OIIPEACICHDBI B TIPOCTPAHCTBE MMEH GLH REAL NAMESPACE. TTo-
3TOMY JAHHBIE KJIACCHI TTOBTOPHO TIEPEOTIPEACTSIIOTCS B HpOCTp_aHCTB_e GLH-umeH:
typedef GLH REAL NAMESPACE::vec?2 vec2f

typedef GLH REAL NAMESPACE::vec3 vec3f

typedef GLH REAL NAMESPACE::vecd vecdf

HHH Havajga Mbl paCCMOTPUM KOHCTPYKTOPBI 9TUX KJIACCOB Ha MPUMEPE Kirtacca
vec4d. Bce ckazaHHoe jajiee BEpHO U I KJIACCOB vec2 U vec3, 3a UCKIIOYECHUEM
TOT'O, YTO OHN UMCIOT MCHBIIIECEC KOJIUYECTBO IMMapaMETPOB.

Kiace vec4 mMmeeT TISITh KOHCTPYKTOPOB, OTIPEIEJICHHBIX CAETYIOMNM 00pa3oM:

// CospaeT 3K3eMIUISIp KJACCa Ha OCHOBE CCBUIKM Ha MACCUB WMCEel
vecd (const real & t = real()) : vec<4,real>(t) {}

// CospaeT sK3eMIUIAP KJIACCA HA OCHOBE YKABATENS HA MACCUB WMCEJT
vecd (const real * tp) : vec<d,real>(tp) {}

// CospaeT 3K3eMIUISAp KJACCa Ha OCHOBE IOpPyIroro OOBeKTa

vecd (const vec<4,real> & t) : vec<d,real>(t) {}

// Cospaer 3K3eMIUIAP KJACCa Ha OCHOBE 3-MEPHOI'O

// BexTopa M 4-T0 KOMIOHEHTa

vecd (const vec<3,real> & t, real fourth)

{ v[0] = t.v[0]; vI[1] = t.v[1]; vI[2] = t.v[2]; vI[3] = fourth; }
// CospaeT 4-MEpPHHIT BEKTOP C BaNaHHEMY KOMIIOHEHTAMMA

vecd (real x, real y, real z, real w)

{ v[0] = x; v[1] = y; v[2] = z; v[3] = w; }

Kax BumHO, mepBbie TPU KOHCTPYKTOpPA UCIOIB3YIOT KOHCTPYKTOPBI 0a30BOTO

KJjlacca vec. ,HJIH TOTO YTOObI IPOAEMOHCTPUPOBATL UCIIO/IB30BAHHUE OTUX KOH-

CTPYKTOPOB Ha MPaKTHKE, I cO3/IaM TISATh 4-MepHBIX BEKTOPOB Pa3HLIMH CIIOCO-

damu:

float values[4]1={1, 2, 3, 4};

float* ptr=&values[0];

vec3f v3dim(1l, 2, 3);

vecdf vl (&values[0]);

vecdf v2(ptr);

vecdf v3(v2);

vecdf v4 (v3dim, 4);
v5 (

vecdf 1, 2, 3, 4);

DTOT (PparMeHT Koda MpUCBAMBAeT BEKTOpaM vl, v2, v3, v4 U v5 OJAMHAKOBOE
spadeHwne {1, 2, 3, 4}.
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I[J'ISI WU3MEHECHUS 3HAYCHUA BEKTOPA UCTIONIL3YETCS METOM set value!

vecd & set value ( const real & x, const real & vy, const real & z, const
real & w)

{ v[0] = x; v[1] = y; v[2] = z; v[3] = w; return *this; }

I[J'IH TTOJIYUYCHU A 3HAYEHUNI KOMIIOHEHTOB BEKTOpA MUCIIOJIB3YETCA  METOO
get value!

void get value (real & x, real & y, real & z, real & w) const

{ x =v[0]; v =vI[1]; z =vVvI[2]; w=v[3]; }

Ho B GonbImuHCTBE ciiydyaeB yaoOHee BCero HMCIONb30BATh TeperpyKeHHbIH ore-
parop []:

T & operator [] ( int i1 ) { return v[i]; }

U3 OTIPEACIICHUSA 3TOro METola BUJIHO, YTO 3HAYCHUWE BEKTOPA XPAHUTCA B Iapa-
MeTpe v, KOTOPBIH 0OBSIBIIEH B Kjacce vec:

T vI[N]

B xmacce vec4 aTo ompeneneHue mpeodpasyercsl B real v[4]. Takoe ormpejaene-
HHUE TIO3BOJIET UCIONL30BATL OOLEKTHI CEMENCTBA KIIACCOB vec B BECKTOPHBIX

komaHgax OpenGL. K mpuMepy, MBI MoXeM ycTaHOBUTH TeKyinii uBeT OpenGL
cIenyIuM obpa3om:

vec3f v(0, 0.75, 0.5);
glColor3fv(&v[0]);

HTabmoHHBINH KiTace vec COAEPKHUT PS MOJE3HBIX METOAOB, KOTOPEIE MPUBEICHEI
B Ta6xd. 2.1.

Ta6nuya 2.1. OcHoBHble MeToAbl KNacca vec

OnpepeneHne metoaa HasHauveHue

int size() const BozBpalyaet pasMmepHoCcTb BeKTOopa

T dot( const vec<N,T> & rhs ) const Bbluucnser ckanspHoe npounsBegeHue
BEKTOPOB (TeKyLuin BekTop dot3 rhs)

T length() const Bobluucnset mogynb Bektopa
T square norm() const Bbluucnset keagpat Mogynsa BekTopa
void negate() [MoBopaunBaeT BekTOp B MPOTUBOMO-

JIOXKHO€ HanpaBJieHne

T normalize () Hopmanusyet Bektop

Kpome Toro, y Kaxmoro M3 K1accoB, IPOM3BOAHBIX OT KJacca vec, UMEIOTCSI CBOU
JOMOJHUTENbHBIE MeToAbl. Tak, HampuMmep, KJIACC vec3 YMeeT BbIYMCIATb BEK-
TOpHOE Mpou3BeneHue (METOd cross).
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Eme kmacc vecd meperpykaer IPaKTHYECKH BCe MaTeMaTWIecKHe OTepaTophI
C++, B pe3yabTaTe Yero Mbl MOxeM paboTaTh ¢ BEKTOpaMu KakK ¢ OOBIYHBIMU
qUCIaMU.

Ias Toro 4TOGH TTPONEMOHCTPUPOBATh BCe CKAazaHHOE BEHITIE HA TIpakTHKe, Ha-
MUIIEM MIPOrpaMMmy, peliaioinnyio mpoctyio 3agady (Ex01). Ilycte y Hac umeioT-
cs1 aBa Bektopa a(l, 2, 3, 4), b(5, 6, 7, 8). Ham HeoOXonMMO BBIYMCIUTH YIOI B
rpamycax Mexay BektopamMu (a+b) u (a—b). McxomHbId Ko MNpOrpaMmMbl, pe-
marwleil 3Ty 3amady TpuBedaeH HIXKe. s Toro YTOOBI HE YCIOXHSITH TIPO-
rpaMMy, BEKTOphl 4 M b 3agaHbl KAaK KOHCTAHTbl. MICXOMHBIA TEKCT IMporpamm
TIpWBeIeH B auctuHTe 2.1.

JInctunr 2.1

#include <iostream>
#include <string>

#include <glh linear.h>

using namespace std;

using namespace glh;

vold main ()

{

vec3ft a(l, 2, 3); // BexkTOp a
vec3t b(5, 6, 7); // BekTop b
vec3t vl;
vec3t v2;
float c;

// HaxommMm vl=a+b u v2=a-b

vi=a+tb;

v2=a-b;

// HopMammsyeM BEeKTOPHl V1 U V2

vl.normalize () ;

vZ2.normalize () ;

// HaxomM yToJI MEeXOy BEeKTOpaMy, KOTOPHI pPaBeH ApPKKOCUHYCY
// CKaJSApHOTO MNPOM3BEHNEHNS HOPMAJIMBOBAHHBIX BEKTOPOB

c=to degrees (acos (vl.dot(v2)));
cout<<c;

getchar () ;
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Dra mporpamMma MCIOIb3yeT KIIACCHYECKW TIpWeM BBEIYHUCICHHUS KOCWHyca yIia
MEXIy BEKTOpaMU — CKAISIPHOE MpPOU3BeleHUEe HOPMAIM30BAHHBIX BEKTOPOB.
L1 epeBofa paaNaHoB B TPAyChl NCMONB3yeTcsl (DYHKINS to degrees OMOMMO-
teku GLH. Kcraru, B 6ubnuoreke GLH Takxke ummeercs: ¢pyHKIUsg A1 obpaT-
HOTO TepeBonia (to radians).

B atoMm pasmene MBI pacCMOTpeNH JIMIIhL OCHOBHEIE OTEpallMi Hal BEKTOpPaMHU.
Ecau y Bac mpu padore ¢ oudbanorekoii GLH LINEAR BO3HMKHYT BOIpPOCHI,
TO Bce OTBeTHl BBl cMoxere Haiitu B datte \NVSDK\OpenGL\include\glh\
glh_linear.h.

2.1.2. Knacc line

Hapsny ¢ nmiockocTaMu TTPOTpaMMUCTY 4acTo TIPUXOJAUTCS UMETh Jefio ¢ OecKo-
HEYHBIMU IpaMbiMU. g pabotel ¢ nmociaegnumu B oudnunoreke GLH LINEAR
MMeeTcd Kilace 1line, ONMPENENEHHBIN B IPOCTPAHCTBE UMEH GLH REAL NAMESPACE.
B pesynbrare, oH uMeeT cBoif AyONIMKAT U3 MPOCTPAHCTBA UMEH glh — linef:

typedef GLH REAL NAMESPACE::line linef;

OTOT KJlacc SIBISETCS CaMbIM MPOCThIM U3 Ki1accoB Oubnuoreku GLH. Ou umeer
BCEToO aBa KOHCTPYKTOpa, MpUIEM HepBbIﬁ N3 HUX ABIACTCA KOHCTPYKTOPOM IIO
YMOJIYaHHIO!
// CosmaeT mpaMyn, COBIAIAKNYH C OCBK Z

line ()

{ set value (vec3 (0,0,0),vec3(0,0,1)); }
// Cospaer mpsaMyo, Opoxomamyl uepesz Toukyu pl m pl

line ( const vec3 & p0, const vec3 &pl)

{ set value (pO,pl); }

O™ KOHCTPYKTOPbI HACTOJIBKO TPUBWUAJILHDLI, YTO, MMO-MOEMY, HET H606XOI[I/IMO—
CTU JEMOHCTPUPOBATL X HMCIIOJIb30BAHME HA IIPAKTUKE.

ﬂ,ﬂﬂ TOrO 4YTOOBI IIPUCBOUTD O6’beKTy Kjacca line HOBOE 3HAYEHUE, UCIIOIB3YETCH
METOM set value!
void set value ( const vec3 &p0, const vec3 &pl)
{
position = p0;
direction = pl-p0;

direction.normalize () ;
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DTOT METOJ CO3/aeT MPSIMYIO, TTPOXOAAIIyIo Yepe3 Toukn p0 m pl. M3 ncxomHoro
TeKCTa 9TOro METroaa BUAHO, YTO KJIACC line XPaHUT l/IH(I)OpMaLlI/IlO O JIMHUU B
JOBYX TTOJIAX:
//protected:
// Touxka Ha JIMHUA
vec3 position;
// HOpMAIM30BAHHEL BEKTOP HANPABIICHMS JIMHMNA

vec3 direction;

Orta MHGOpPMALIMS MOXET 0Ka3aTbCs MOJIE3HOU IS ObICTPOro CO3AaHHMs JMHMHU,
KOrma MmMeercsl MHGpOpMalMd O TOYKE, Yyepe3 KOTOpPYI0 OHa IMPOXOIUT, U ee Ha-
NpaBIeHUU.

Kiacc 1ine mMeeT Bcero yeTelpe MeTONA, MPUYEM JiBa U3 HUX BO3BpalllalOT 3Ha-
YyeHus ToJlelt position M direction (Tabm. 2.2).

Ta6nuya 2.2. Metogbl knacc 1ine

OnpepeneHne metoaa HasHaueHne

bool get_closest_points Haxogut Touky Ha TekyLuei npsmoii (pointOnThis),
(const line &lineZ KoTopas Haxogutcs 6imxe Bcero K mpsmoll line2.
vec3 spointOnThis, vec3 B pointOnThat 3aHOCATCS KOOPAUHATHI aHaMornu-
spointOnThat) HOW TOuKM npsMoll 1ine2. Ecnu npamble nepeceka-

10TCA, TO beHKLI,VIﬂ HaxXoguT TOYKY nepecevyeHua npa-
Mbix. Ecnun npAMble napannesibHbl, TO BO3BpallaeT
false, B MPOTUBHOM Cjlyyae — true

vec3 get_closest_point BosBpaluyaeT 6amxaiilyio TOUKy Ha NMpsIMOiA, koTopas
(const vec3 &point) HaxoguTca bnumke Bcero K Touke point

const vec3 & BosBpaluaeT TOUKy, 4Yepe3 KOTOPYIO MPOXOZUT Mps-
get position() const Masi

const vec3 & BosBpaluaeT HOpManu30BaHHLIi BEKTOP Haruiaene-
get _direction() const HUS NpSMOIA

s AeMOHCTpaluy UCIONb30BAHUS KJlacca line HA MPAKTUKE § HAMUCAT HE-
OOJIBIIYIO TPOTPAMMYy, KOTOPAsi HAXOAUT TOYKY MEPECeUCHUs ABYX MPSIMBIX (JIMC-
taHT 2.2) (Ex02):

Juctunr 2.2

#include <iostream>
#include <string>

#include <glh linear.h>
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using namespace std;

using namespace glh;

void main ()
{
// TlepBasa mpsaMas
linef linel (vec3f (0, 1, 3), vec3f(0, 2, 5));
// BTopas mpsaMas
linef line2 (vec3f (0, 10, 2), wvec3f(0, 7, 3));

vec3f pl;
vec3f p2;

// HaxomM Onmxaiiie TOUKM Ha OOOUX MPSAMBIX
if (!linel.get closest points (line2, pl, p2))
{
cout<<"Lines don't cross. They are paralell";
getchar () ;
bi
// ECIM OHM He COBNANAT, TO NPAMHE He IepeCeKalnTCs
if ((pl-p2).square norm()>GLH EPSILON)
{

cout<<"Lines don't cross";

getchar () ;
}i
cout<<"Crossing point: ("<<pl[0]<<", "<<pl[1]<<", "<<pl[2]<<M)";
getchar () ;

}i

Wnest mporpaMMbl oueHb MPOCTa — TPHU TIOMOIIU METONA get closest points
HaXomsITcd OMMKaMIIMe TOYKH HAa 000MX NpIMBIX. Eciu OHM cOBNAmamT, TO
MOKHO CJIeJTaTh BBIBOJ, O TepeceYeHNH TIPSIMBIX B TTOJIYYeHHOM Touke. Ho MBI He
MOKEM HETOCPeICTBEHHO TTPOBEPSITh KOOPAMHATEI BEKTOPOB HAa PAaBEHCTBO: M3-3a
MOTPENTHOCTH BEIUUCIIEHWI MBI 4acTo OyleM MojydaTh cOOOIIEHHE O Hemepece-
YeHUW TIPSIMBIX, JaKe KOrma Ha camMoM Jejie oHU Tiepecekatorcs. [losToMmy B
MporpaMMe WCTOB3yeTCsT KJIACCUYECKUI MpHeM — CcHAvaja HaXOAWUTCS KBampat
MOAYJIS BEKTOpa, COCAWHMAIOIIETO JBEe TOYKMA. EcCIM OH MeHBIIe KOHCTAHTHI
GLH_EPSTLON (1070), To MOXHO c/ienaTh BBIBOJ O COBMAEHUH TOYEK.
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2.1.3. Pabota ¢ matpuyamu

B oubmmoreke GLH_LINEAR uMeroTcs ToiabKo ABa Kiacca I pabdoOTBI ¢ MaT-
punamMu 4x4 — matrix4 U matrix4f. Pazanuue mexuy HUMU 3aKJIIOYAETCS B TOM,
YTO KJIACC matrix4 OOBSBICH B MPOCTPAHCTBE NMEH GLH REAL, NAMESPACE, 4 KJIACC
matrix4f — B IPOCTPAHCTBE GLH:

typedef GLH REAL NAMESPACE::matrix4 matrix4f;

Kiacc matrix4 nMeeT 4eTbIpe KOHCTPYKTOpA:

// CospaerT eOMHUUHY MATPULY
matrixd () { make identity(); }

// Ienaer BCe B3JIEMEHTH MATPULE PABHBEMA ¥
matrix4 ( real r ) { set value (r); }

// BepeT BCe BIJIEMEHTH MATPULEL U3 OOHOMEPHOI'O MACCHBA Ha 16 BIIEeMeHTORB.

AT

CTpykTypa OAHOMEPHOro MaccmBa AOMkHa ObiTb TakOW, kak TPebylT KOMaHAbl
OpenGL.

matrix4 ( real * m ) { set value (m); }
//Co3paeT MaTpuUlly ¥ HPUCBAUBAET €€ BJIEMEHTaM COOTBETCTBYIIME SHAUSHNS
matrix4 ( real a00, real a0l, real a02, real a03,
real al0, real all, real al2, real al3,
real a20, real a2l, real a22, real a23,

real a30, real a3l, real a32, real a33 )

element (0,0) = a00;
element (0,1) = a0l;
element (0,2) = a02;
element (0, 3) = a03;
element (1,0) = al0;
element (1,1) = all;
element (1,2) = al2;
element (1,3) = al3;
element (2,0) = a20;
element (2,1) = a2l;
element (2,2) = a22;
element (2,3) = a23;
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element (3,0) = a30;
element (3,1) = a3l;
element (3,2) = a32;
element (3,3) = a33;

14

Hitxe NPUBECICH HeOOJIBIION npuMep, HOKaSbIBa}OH_[I/Iﬁ HNCTIOJB30BAHUE BCEX UE-
TBIPEX KOHCTPYKTOPOB HA MPAKTHUKE!:

float modelview[16];

// ToslyyaeM MaTpully MOIEIV B OJHOMEPHB MaCCUB

glGetFloatv (GL MODELVIEW MATRIX, &modelview[16]);

// CosmaeT eIMHUUHYK MAaTPUILY

matrix4f ml;

// CosmaeT MaTpully C 2JIEMEHTaMVY, PaBHEMUA 5
matrix4f m2(5);

// CosmaeT MaTpuily, PAaBHY MATPHUIE MOIEIN
matrix4f m3 (&modelview[0]);

// CosmaeT maTpully

/*
1234
5678
9012
3456
*/
matrix4df md (1, 2, 3, 4,
5, 6, 7, 8,
9, 0, 1, 2,
3, 4, 5, 6);

Bbl, HaBepHoe, 3aMeTWIM, YTO KJIACC matrix4 He MMeeT KOHCTPYKTOpa KOIUpOBa-
HUSL OJI1 CO3MAaHUSl KONMM CYIIECTBYIOLEH MaTpuiibl. [le1o B TOM, YTO 3TOT
KJacc, aHAJOTUYHO KJIAcCy vec, MEPEerpy:aeT MHOXECTBO OIEpaToOpOB, BKIIOYAs
paBeHcTBO. [103TOMY B KOHCTPYKTOPE KOAUPOBAHUS IIPOCTO HET HEOOXOIUMOCTH.

g mocTyria K 3MeMeHTaM MAaTpPUIIBl MCIIONBh3YeTCsl TIepeTrpysKeHHBIH oTieparop
(), BBI3BIBAIOIIWI METOI elements:

real & operator () (int row, int col) { return element (row,col); }

Ilpr moMotm 3Toro omeparopa MBI MOXEM pPaboTaTh ¢ MATPUIEH Kak ¢ OOBIU-
HBIM MaccHBOM (HyMepalldsl CTPOK W CTOJNOIOB umeT ¢ Hyms). Ecim ke Bam He-





