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AHHOTaIII/Iﬂ. PaCCMOTpeHBI OCHOBHBIC OIIPpCACICHUA KOMHB}OTepHOﬁ I'pa-
dbuku. [Tpusenena peanuzarus OpenGL/C++ ¢ nomompbio GLAD u GLFW Ha npu-
Mepe otpucoBkr ConHna, 3emiu U JIyHbl ¢ Moaenbio 3ateHeHus 1o DoHry.

KuroueBnble ciioBa: koMibroTepHas rpaduka, 3D rpaduka, rpapuueckuit API,
PEHACPHHI, MOJCJIb 3aTCHCHM, OCBCIIICHUC.

Abstract. The basic definitions of computer graphics are considered. An im-
plementation of OpenGL/C++ using GLAD and GLFW is given using the example
of rendering the Sun, Earth and Moon with the Phong shading model.

Key words: computer graphics, 3D graphics, graphics API, rendering, shading
model, lighting.

Bseoenue.

Tpexmepnas rpaduka unu 3D-rpaduka — 370 001aCTh KOMITBIOTEPHON Tpa-
¢buku, HAOOp TEXHUK U HUHCTPYMEHTOB, MIO3BOJIIOIINX CO3aBaTh TPEXMEPHBIEC 00b-
€KThI C UCIIOJIb30BAaHUEM TECTYp U 11BeTa. TpexmepHas rpaduka oTIn4aeTcs OT ABY-
MEPHBIX N300paKEHUH MPOIIECCOM CO3/IaHUS TEOMETPUIECKOM MPOCKIIMU TPEXMEP-
HOM MOJENM CLEHbl (BHUPTyaJbHOrO MpocTpaHcTBa) B 2D. DTo BbINONHAETCS €
nomonieio cnenuansHoro 10 [1].

I'padprueckuit API — 310 Habop PpyHKIMIT U TpoLEeyp, KOTOPbIE pPa3padoTUuK
MOJKET UCIIOJIB30BATh JIs CO3MIaHMs U yripaBiieHus rpadukoit [2; 3].

B nacrosiee Bpemst asist pa3paboTKy KOMITBIOTEPHBIX UTP UCTIONB3YIOT TPH OC-
HoBHBIE API:

1. DirectX — sTo Habop, pa3paboTaHHbIii Microsoft mas mporpaMMupoBaHUsI
noa Microsoft Windows [4].

2. Vulkan — sto Habop, pazpaborannsiii Khronos Group st mporpaMMHupoOBa-
HUS 1o MyJibTUIIaThopMy. M3HadanbHo ObLT M3BECTEH KaK «HOBOE MOKOJIECHHE
OpenGL» unu npocto «gINext», HO mociae aHOHCa KOMIaHUs 0TKa3aiach OT 3THX
Ha3BaHUi B M0Jb3y Ha3Banus Vulkan [5].

3. OpenGL — cneuudukanus, onpeaenstomas miaThopMoHe3aBUCUMBII (He-
3aBUCUMBIN OT SI3bIKA MPOTPAMMHUPOBAHUS) MPOrPaMMHBIA HHTEpQENC A HanKca-
HUSl TIPWIOKEHUH, UCTIONB3YIONINX IBYMEPHYIO U TPEXMEPHYIO KOMIIBIOTEPHYIO
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rpaduky, paspadorannas Silicon Graphics, 3arem Khronos Group jyist mporpaMmu-
pOBaHHUA 1O MyJIbTUILIATPOPMY [6].

Bce Brimenepeuncnennsie rpadpuueckue API ymerot paborats ¢ 2D u 3D rpa-
¢ukoit. Pazuuna mexxay Vulkan u DirectX coctout B ToM, yTo Vulkan HaxomuTcs
Ha 0oJiee HU3KOM YPOBHE a0CTPAKIMHU U MO3BOJISET JIydIlle KOHTPOJIMPOBATH aIla-
paTHBIE PECYPCHI CUCTEMBI, U BCIAEACTBUE YErO, BBIAAET JTYUYIIYIO POU3BOIUTEb-
HOCTH B CJIOKHBIX TpapUIeCKuX MPUIOKEHUSIX.

OpenGl siBnsiercs Gosee cTapblM U HAMHOTO TMPOIIE B OCBOCHUH HOBUYKAM.
[Ipu 3HAKOMCTBE C MPOrPAMMHUPOBAHUEM KOMIBIOTEPHON rpaduKH Jydllle BCETO
Oynet Hauath u3zyuenue uMmeHHo ¢ OpenGL [1].

Pennepunr — sto mpeoOpa3zoBaHue MHGOPMALMK O TPEXMEPHBIX O00BEKTaxX
B OMTOBYIO KapTy, KOTOpasi MOKET ObITh 0TOOpaxkeHa. Penaepunr TpedyeT 3Hauu-
TEJILHOU MaMSITH U BBIYMCIUTEILHON MOIIHOCTH [1].

OcHo6bl mpexmepHOl KOMNbIOMEPHOU 2PAPUKU.

Tonueonuwr.

Bce coBpemeHnHbIe rpadruecKue NpuiaoKEeHUs CTPOATCS HA OCHOBE MOJMTOHOB
(pucyHOK 1), a y’e U3 MOJUTOHOB COCTOAT IpaduuecKue MOICIIN PA3IMUHON CIOXK-
HOCTH.

[ToauroH — 3TO MHOKECTBA TOYEK, HA3bIBAEMBIX BEPIIIMHAMU, KOTOPBIE COEU-
HEHbI pedpamu.

[Tonmuronsl UMEIOT pa3iauYHbIE (POPMBI, TAKHE KaK TPEYTOJIbHUKH, YEThIPEX-
YTOJbHUKHA U MHOTOYTOJIbHUKH. Yallle BCEro UCIOb3YIOTCS TPEYTOIbHUKH, TaK KaK
y TPEYTOJBHOTO MOJIUTOHA UMEETCS CBOMCTBO KOMILIAHAPHOCTHU (BCE BEPIIMHBI T10-
JIUTOHA JISKAT B OJTHOM IIJIOCKOCTH).

A

Pucynok 1 — IlosnuroH ¢ Tpems BepiimHamMu

BepinHbl NoJMrona UMEOT KOOPAUHATHI B 3-MEPHOM cucTeMe KoopauHart. B
JAIbHENIIIEM OHU MCIIOJB3YIOTCS I MATPUI] IEPEMEILICHUS, CKAUTUPOBAHUS U TIO-
BOpOTA.

Vertex Position (XYZ)
A (2.1,1.2,0.2)
B (5.3,11.8,-4.6)
C (14.8,95, 2.1)
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Lletioepuoi.

[eiinep — 3TO KOMIIBIOTEPHASI NPOrpaMmMa, MpeJHAa3HAUYEHHAs JIJISl UCIIOJIHE-
HUS [TPOLIECCOPaMU BUIEOKAPTHI.

JIns HanucaHWs WIEWIEPHBIX MPOIPAMM MCIHOJIB3YETCS CIEHHAIBHBIN S3BIK
meitnepoB GLSL, KOTOpBIi cX0%k € A3bIKOM NporpamMmupoBanus C 1 umeer ya00-
HbIe (QYHKIUU AJ1s1 paOOTHI C BEKTOPAMHU M MaTpHUIIAMH.

Jli1g 06pabOTKM NOJUTOHA UCIIOJIB3YIOTCSl BEPIIMHHBIN U (PparMEHTHBIN HIeH-
nepsl (puc. 2). BepmuHHbBIN 1Ielaep napajuieabHO 00padaThIBaeT Ka)Xaylo Bep-
IIMHY B MOJMIOHE U NEPEJACT HY>KHbIE IMapaMeTpbl Ha BXOJ (parMEHTHOIO IIEH-
nepa, a (parMEeHTHBIN 1IeHiep napaieabHO 00padbaThIBaeT KaXK/blil MUKCENb 10~
HaBUINK B 00JaCTh NOJUTOHA. Bee nenosiHeHne NpoucXoauT Ha TpaduuecKux sapax
BUjcoycKopurens [7].

Pucynok 2 — Ilonuron nocie 06padoTku pparMeHTapHBIM MIEHIEPOM

bygepur.

Jlist Toro 4ToOBI KaXIblid pa3 He TepeaBaTh KOOPAMHATHI U TIapaMeTphl IIBETA,
CYLIECTBYET CHELMAIbHBIA BEpIIMHHBIN Oydep. DToT Oydep nepenaercss OnuH pa3 u3
OTIepaTUBHON MaMATH B IAMSTH BUJCOYCKOPHUTENS M XPAHUTCSI TaM TTOKa OH aKTyasleH.

Yto06bl cOOpaTh MOAEIH U3 MOJIUTOHOB YacTO UCIOJIb3YIOT MHIEKCHBIN Oydep.
OH TO3BOJISIET COKPATUTH KOJIMYECTBO BEPIIUH TEM, YTO MOJHMTOHBI OTPHUCOBBIBA-
IOTCSl HE TI0 KOOPAMHATAM, a 10 MHAEKCAM I/I€ JIeKaT KOOPAUHATHI.

Takum 006pazoM MOKHO OTpUCOBaTh (PUTYPY U3 YETHIPEX BEPIIMH U ABYX IO-
JIMTOHOB, BMECTO 6 BEPIUH M JIBYX IMOJIUTOHOB (pHc. 3).
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Pucynok 3 — IIpumenenne nauekcHoro oydepa

Texcmypol u mamepuaul.

Taxke B KOMIBIOTEpHOU TpaduKe HCIOIB3YIOTCS MOJEITH OCBEIICHUS, TEK-
CTYpBI © MaTE€pHAJIbI.

[Tukcenu B 1ByMepHOI rpadKe UMEIOT CBOMCTBA 1IBETA, IPKOCTHU U MOJIOKEHUSI.
TpexmepHbIe IHKCENH, KPOME 3TOT0, UMEIOT CBOMCTBO TITyOHHBI, KOTOPOE YKa3bIBAET,
rJie TOYKa HaXOUTCsl Ha BooOpaxkaemoit ocu Z. [Ipu 00beTMHEHHN MHOYKECTBA TPEX-
MEpHBIX MUKCENEH, Ie KaKIbld UMEET CBOE 3HAUEHHUE ITyOUHBI, TTOMy4YaeTcs TPeX-
MEpHasi IOBEPXHOCTbh, Ha3bIBaeMasi TEKCTypoii [1].

Texctypsl aiis Mojienu 00padaThIBAIOTCSI TAaKUM K€ CIOCOOOM, KaK M IIBET,
TOJIBKO BMECTO WHTEPIOJHMPOBAHUS IBETA, MUKCETh IMOJUTOHA MPUHUMAET IIBET
MTUKCEIIS TEKCTYPHI IO KOOPIUHATAM.

MaTtepuaibl HICTIOJIB3YIOTCS IS POCYETa OCBEIIEeHUs. MaTepHraibl MOTYT OT-
pakaTh, IMOTJIOIIATH WM MTPOITYCKATh CBET.

Mooenu oceewenus.

Mopnenb OCBEIIEHHUs] — 3TO PacuyeT OCBEUIEHUS! TPEXMEPHBIX 0OBEKTOB, B TOM
YHUCJIC MOJIMTOHATBHBIX MOJENIe M MPUMUTHBOB, a TaK)Ke METOJ] WHTEPHOJISAIINN
OCBEIICHHUS IO BCEMY OOBEKTY.

Camast mpocTast [yl peaju3alud MOJENb — 3TO MOJIeNb oTpaxeHuss MoHra
(puc. 4). Ona npeacTapisieT cOO0H IMIUPUICCKYIO MOJICITb JIOKAIHBHOTO OCBEIICHUS
TOYEK Ha moBepxHOCTH. OCHOBaHA HA TOM, YTO OJIECTSIINE IIOBEPXHOCTH UMEIO He-
OOJBIIINE HHTEHCUBHBIC 3€pKaTbHBIC OJIMKH, a TYCKJIbIE TOBEPXHOCTH UMEIOT OOJTh-
e OJIMKY, KOTOPBIE HCUe3aroT 0oJiee MocTeneHHo. BkirroyaeT B ceOs Takue 3Tarnbl
Kak [8]:

1. ®oHOBOE OCBEILICHHUE.

2. PaccesiHHOE OCBEIIEHUE.

3. biukw.

Ambient Diffuse Specular = Phong Reflection

Pucynoxk 4 — 3atenenue no ®oHry
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Kawmepa.

Kamepa mpegnasnHaueHa mJjis OTOOpa)KEHHUSI TOTO, YTO BUAMUT MOJIb30BATENb.
Ona uMeeT KOOPIUHATHI U TIPOCKITHIO.

CymiecTByeT /1Ba BUIa MIPOCKITUH:

— TEpCIEeKTUBHAS;

— OpTOrOHAJIbHAS.

Jlnst peanu3zaiuu HeoOxoauMa criendaibHas durypa «ppyctym» (puc. 5). Bee
4TO TMOMaaeT B 3Ty (uUrypy OyJeT OTpUCOBAHO, a YTO HE MOMagaeT OyIeT OTCEUEHO.
Nmes pasubie purypsl «Opycrymay, OyeT NPOUCXOIUTh Pa3Has MPOESKIIHUSI.

B

Pucynok 5 — OpToronanbHbIi U IEPCHIEKTUBHBIN HpycTyM

Jlj1s OpTOrOoHaIbHOM MPOEKIMH UCTIOIb3YETCS MPSMOYTOJIBHUK, IPH 3TOM BHJIE
IPOEKLIMK HEBO3MOKHO YBUJETh yAalleHUE 00bEKTa OT KaMepbl, OH Bcerja Oynaer
OJTHOTO pa3Mepa.

JJ1s mepcneKTUBHOM MPOEKLMHU UCIIOJIb3YETCs yCeUeHHas MupaMuia, Ipu 3TOM
BUJIE MPOEKIUH MPEAMET, KOTOPBIN yajeH Jaibllie OT KaMephl Oy 1eT MEHbIIIE.

Peanuzayus OpenGL/C++ ¢ nomowwto GLAD u GLFW.

Tak kak OpenGL sBasieTcs cnenudukaimeil, To HaM Hy>KeH ClielUaIbHbII HH-
tepdeiic mis B3aumonencTtBus ¢ HUM. B C++ ecTh cnenuanbHas OuOIMOTEKA
GLAD, oHa o3BoJIsieT HaM BbI3bIBATh (PYHKIMU JIJIS1 OTPUCOBKHU IPauKH C UCTIOJIb-
3oBanneM OpenGL [9].

Jnst otoOpakeHust HaM He0OXOAMMO OKHO, KOTOPOE MOYKHO MOIYYUTh C TOMO-
mipro onomorexku GLFW.

GLAD u GLFW wmosxHo 6ecriatHo ckadaTh ¢ GitHub u mogkimtounts k cBoemy
npoekty [10; 11].

B kauectBe npumepa O0b11u oTpucoBanbl ConHie, 3emis U JIyHa ¢ Monesnbio
3aTteHeHus o Oonry [8].

Jlist oTprcoBKH c(hepbl HaM HEOOXOIMMO 3HATh KOOPAMHATHI €€ BEPTEKCOB, KOOPAH-
HATbl HOpMaJiei, KOOPIMHATBI TEKCTYP, UHJIEKCHI U HAITUCATH MICHIEPHYIO MPOrpamMMmy.

Uro0Ob1 OTpHCOBATH KAKOW-THMO0 OOBEKT UCTIONB3YETCsl BEPTEKCHBIN MaccuB Oy-
(bepoB, KOTOPBIN coAepkUT Oydepbl ¢ HEOOXOAUMBIMU MapaMeTpaMu. st kaxxaoro
YHUKAJIBHOTO 00BEKTa CBOM BEPTEKCHBIN MacCuB Oy(pepoB OyJET YHUKATHHBIM.

JInsi MOHOW OTPUCOBKHM MCIOJIB3YETCS TOJIb30BATEIbCKUN KJIACC KOTOPBIN
XpaHUT B ce0e HY>KHBIC MTapaMeTphl.
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_vertex_array_object = new VertexArray();

_vertex_buffer_position = new VertexBuffer(Planet::getinterleavedVertices(),
Planet::getinterleav-
edVertexSize(),
_planet_layout);

_vertex_buffer_normal = new VertexBuffer(Planet::getNormals(),
Planet::getNormalSize(),
_planet_layout);

_vertex_buffer_texCoords = new VertexBuffer(Planet::getTexCoords(),
Planet::getTexCoordSize(),
_planet_layout);

_index_buffer = new IndexBuffer(Planet::getindices(), Planet::get-
IndexSize());

_vertex_array_object->addVertexBuffer(* vertex_buffer_position);
_vertex_array_object->addVertexBuffer(* vertex_buffer_normal);
_vertex_array_object->addVertexBuffer(* vertex_buffer_texCoords);
_vertex_array_object->setindexBuffer(*_index_buffer);

Tak mpoucxoauT 3aN0JIHEHNE MaCCUBA BEPTEKCHBIX Oy(hepoB /isl JanbHEeHIIen
OTPHUCOBKH.
Jlanee MBI co3maeM OOBEKT Kjacca M Ha3HavYaeM €My TEKCTYpPbhl, KOTOPhIC 3a-
rpyeHsl B popmate .bmp.
Planet earth(1.0f, 36, 18, true, 3);
earth.setTexture("./textures/earth.omp™);
Tak e aenaeM U ¢ APYyTUMH OObEKTAMHU.
Jlanee HaM HY>KHBI HIGﬁI[CpHBIC IMporpaMmsl IJIs 00BbeKTa 1 HICTOYHHKA CBETA.
const char* vertex_shader = R"(
#version 460
// uniforms
uniform mat4 model_matrix;
uniform mat4 view_projection_matrix;
/] vertex attribs (input)
layout(location=0) in vec3 vertex_position;
layout(location=1) in vec3 vertex_normal;
layout(location=2) in vec2 vertex_tex_coord;
// varyings (output)
out vec3 frag_normal;
out vec3 frag_position;

216



out vec2 texCoord:;

void main()
{
frag_normal = mat3(transpose(inverse(model _matrix))) * vertex_nor-
mal;
vecd world_vertex_position = model _matrix * vec4(vertex_position, 1.0);
frag_position = world_vertex_position.xyz;
texCoord = vertex_tex_coord;
gl_Position = view_projection_matrix * world_vertex_position;

}

)"

const char* fragment_shader = R"(
#version 460
/[ uniforms

uniform vec3 light_color;
uniform vec3 light_position;
uniform float ambient_factor;
uniform float diffuse_factor;
layout(binding=0) uniform sampler2D in_texture;
// varyings (input)

in vec3 frag_normal;

in vec3 frag_position;

in vec2 texCoord;

// output

out vec4 frag_color,;

void main() {

/lambient

vec3 ambient = ambient_factor * light_color;

/ldiffuse

vec3 normal = normalize(frag_normal);

vec3 ligth_direction = normalize(light_position - frag_position);

vec3 diffuse = diffuse_factor * light_color * max(dot(normal, ligth_di-
rection), 0.0);

//specular

vec3 specular = vec3(0.0f);

frag_color = texture(in_texture, texCoord) * vec4(ambient + diffuse +
specular, 1.0);

}
)"

217



const char™* ligth_vertex_shader = R"(
#version 460

// uniforms

uniform mat4 model _matrix;

uniform mat4 normal_matrix;

uniform mat4 view_projection_matrix;

/[ vertex attribs (input)

layout(location=0) in vec3 vertex_position;
layout(location=1) in vec3 vertex_normal;
layout(location=2) in vec2 vertex_tex_coord;
// varyings (output)

out vec3 esNormal;

out vec3 color;

out vec2 texCoord;

void main()

{
esNormal = vec3(normal_matrix * vec4(vertex_normal, 1.0));
texCoord = vertex_tex_coord;
gl_Position = view_projection_matrix * model _matrix * vec4(ver-

tex_position, 1.0);
}
)"

const char* ligth_fragment_shader = R"(
#version 460
/[ uniforms
uniform vec3 light_color;
layout(binding=0) uniform sampler2D in_texture;
/[ varyings (input)
in vec3 esNormal;
in vec2 texCoord;
// output
out vec4 frag_color;

void main() {
frag_color = texture(in_texture, texCoord) * vec4(light_color, 1.0f);

}
)"

Tenepb 3TH 1K 1epbl HEOOXOIUMO CKOMIMJIMPOBATH U COOPATH B IIEHIEPHYIO

IporpamMmy.
shader_program = new ShaderProgram(vertex_shader, fragment_shader);
if(Ishader_program->isCompile())
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{

return -4;

}

ligth_shader _program = new ShaderProgram(ligth_vertex_ shader,
ligth_fragment_shader);

if(ligth_shader_program->isCompile())

{

return -4;

}

I[JISI TOTO, YTOOBI BUJICTH FJ'Iy6I/IHy KAapTHHKHW U ITOJIMTOHBI HC HAKJIAAbIBAJINCH
JIPYT Ha Jpyra, HeOOXOIUMO BKJIIOUUTH IITyOUHY.

glEnable(GL_DEPTH_TEST);

[lanmee naer nepegaya napaMeTpoB B MIEHAEPHBIEC MPOTPAMMBbI U OTPUCOBKA MO-
neneil. Tak kak Bce 00BEKTHI ABISIIOTCA c(hpepaMu, TO MOKHO MCIOJIb30BaTh OJTHU U
TC ’KC BCPIIMUHBI.

while(_is_window_alive)

{

RenderOpenGL::clear();

shader_program->bind();

camera.setProjection(is_perspective_mode  ?  Camera::Projec-
tionMode: :Perspective : Camera::ProjectionMode::Orthographic);

shader_program->setMatrix4("view_projection_matrix", cam-
era.getProjectionMatrix() * camera.getViewMatrix());

shader_program->setVec3("light_color", glm::vec3(light_color[0],
light_color[1], light_color[2]));

shader_program->setFloat("ambient_factor"”, ambient_factor);

shader_program->setFloat("diffuse_factor", diffuse factor);

shader_program->setVec3("light_position”, glm::vec3(sun.getLoca-
tion()[0], sun.getLocation()[1], sun.getLocation()[2]));

earth.getTexture()->bind(0);

earth.updateMatrix();

shader_program->setMatrix4("model_matrix", earth.getModelMa-

trix());
RenderOpenGL.::draw(*space.getVertexArrayObject());
moon.getTexture()->bind(0);
moon.updateMatrix();
shader_program->setMatrix4("model_matrix”, moon.getModelMa-
trix());

RenderOpenGL::draw(*space.getVertexArrayObject());
ligth_shader_program->bind();
sun.getTexture()->bind(0);

sun.updateMatrix();

219



ligth_shader_program->setMatrix4("view_projection_matrix", cam-
era.getProjectionMatrix() * camera.getViewMatrix());

ligth_shader_program->setMatrix4("model_matrix", sun.getModel-
Matrix());

ligth_shader_program->setVec3("light_color",
glm::vec3(light_color[0], light_color[1], light_color[2]));

RenderOpenGL.::draw(*space.getVertexArrayObject());

_window->onUpdate();
}
I[JISI CaMOﬁ OTpI/ICOBKI/I HCO6XOI[I/IM TOJIBKO BepTeKCHBIﬁ MaCCHB 6y(bepOB
void RenderOpenGL.::draw(const VertexArray& vertex_array)
{
vertex_array.bind();
glDrawElements(GL_TRIANGLES, static_cast<GLsizei>(vertex_ar-
ray.getindicesCount()), GL_UNSIGNED _INT, nullptr);
}

B pe3y.HBT aTC BBIIIOJIHCHUA KOAAa MbI HOJ'IyLII/IJ'II/I TpI/I OTpI/ICOBaHHBIX O6’beKTa nu
MoJienb oceenieHus ¢ ucnosibzoBanue GLAD, GLFW, GLSL u C++. bnaromaps
YHUKaJIBbHOCTH MaccuBa 0ydepoB MOKHO MEHATH apaMeTphbl 00BbEKTa HE3ABUCUMO
OoT z[pymx. C HCIIOJIB30BAHNUECM ManI/IHI)I CKEUII/IPOBaHI/IH 6I>IJ'I N3MCHCH pa3Mep Kax-
JI0M MoJienu B mpumepe (puc. 6).

Pucynok 6 — Pe3ynbTat paboThl IpOrpaMMsl

Cnmcok UCMo/Ib30BAHHBIX HCTOYHUKOB!
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cryna: 09.11.2023.
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