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OPENGL. 3D MOJIEJIb B OPENGL
Haykosuii kepiBuuk: bpeyc B. M.

B yMoBax akTyanpbHOCTI 1 MOMYJISIPHOCTI TPUBUMIPHOI KOMIT FOTEPHOI aHIMaIlii pocTe
MOMUT Ha IHCTPYMEHTAJIbHI CUCTEMHM ii CTBOPEHHS 1 PO3BUTKY iX MoxuiMBocTed. Ha nmanmii
MOMEHT ICHy€ 0arato MpOTrpaMHHUX MPOAYKTIB, SKI HATAIOTh KOPHCTYBAau€Bi MOXKIIUBICTh
CTBOpPIOBaTH 00’ €KTH Ta aHIMyBaTH iX. OHUM 3 Takux iHCTpyMeHTiB € OpenGL.

OpenGL — ontumizoBaHa, BUCOKOTNPOAYKTHBHA rpadiuyHa Oi0mioreka (GYHKIIH 1
TUIIIB JaHUX JUIS BIJOOpaKEHHS JIBO- Ta TPUBUMIPHOI rpadiku. TeXHOIOTIS He 3aJIeKUTh BiJl
MOBH TIporpamyBaHHs Ta Mae equHuid API, mo poouts OpenGL kpoc-mmarhopmuum (Bepcis
4.1 € moBHicTIO cyMicHOIO 3 OpenES 2.0, 110 BUKOPUCTOBYETHCA Y MOOUTBHUX TeiedoHax.).
[Tpu po3poOiii 6ibIi0TEKH aBTOPU KEPYBAIKCSA TAKUMH HAmNpsMKaMu: 1) MPOIYKTUBHICTH; 2)
OPTOTOHAJILHICTh (HE3aJICKHICTh); 3) MOBHOTAa (METOAM POOOTH 3 amapaTHUMH 3aco0amMu
rpagiqHOTO NMPUCKOPEeHHA); 4) iHTeponepadeabHICTh (OpieHTAallisl Ha poOOTY KIIIEHT-CEpBEP);
5) pO3MIUPIOBAHICTH (PO3BUTOK MOKJIMBOCTEH 3 PO3BUTKOM araparypu).

Jns BuBoLy OyAb-KOro 300paKeHHS Ha €KpaH, JaHi MOBHHHI NIPOWTH uepes3
«Marictpaib» amapaTHOTO 3a0e3meueHHs: vertex shader (moswuiliss Touok), tessellation
(onmionanbHO), geometry shader (omuioHansHO), clipping(rpynyBanHs 1 oOpi3aHHs 3a
Jliarmra30HOM BUJIMMOCTI), rasterisation (3d mpumiTuBHu po30uBaroThcs Ha 2d), fragment shader
(epexTn 00’€ekTa), blending(cknaganus minoro 300paxenns). Yepes Bucoky mBuakoairo GPU
1 loro mapayiebHICTh PEKOMEHAYETHCS BUKOPUCTOBYBATH MICHACPHU IS BAXKIUX OOUHCIICHBb
anix mukiau CPU.

BuBin 300paxenHs BigOyBaeTbcsi yepe3 Oydep. [Ipm 4oMy BUKOPUCTOBYETHCS 2
Oydepa (front 1 back). Iloku kopuctyBau Oauuth Te, IO MICTUThCA Yy front Oydepi,
IpoXoauTh NoOynoBa 300paxkeHHs y back-Oydepi. Komu 300paxenHs rotose, To Oydepu
3MiHIOIOThCS: front cTae back 1 HaBmaku.

B OpenGL € MOXJIHMBICTh BUKOPHCTOBYBAaTH paHilie cTBopeHi mozaeni B 3ds Max,
Blender Tomo. Mognens moTpiOHO iMIiopTyBaTu B ¢aidn tuiry .obj. Llel ¢aiin Oyme 36epiratu
yci BEpIIMHU, HOpPMaji Ta MOJIroHH ¢irypu. 3a JOMOMOTOI CTOPOHHIX ab0 BIAcHUX
HanyMcaHux 010JI0TEK MPOXOJUTh 3aBAaHTAXEHHS (MIEPETBOPECHHS) MOJIEII y JIaHl, SKI MOXHa
3YMTaTH y Tporpami Ta 30€perTd y BIANOBIAHOMY Kjaci 4M CTPYKTYpi, a TOTIM BXe
BioOpasutu Ha ekpai. O6’ekr Oynme posmimeHuit y 3D mpoctopi 1 3a JIOIOMOIOIO
BIpTyaJIbHOI KAMEPH MOJKIJIMBO TIEPECYBATHCS B IIbOMY CEPEIOBHIIII.

Koxxna MoJienb cki1aiaeTbes 3 MPUMITHBIB (4acTo TPUKYTHUKN). Lle 00ymMoBiIeHO THM,
0 TPUKYTHUKAMHU JIETIIEC OlepyBaTH, OyayBaTH, OTpUMYBaTH 1 0OOpaxoByBaTH ixHi
napaMmerpu. MoJienb MOK€ MICTUTH BiJ] KUIBKOX JECSTKIB J0 KiUTBKOX COTEHb THUCSY TAKUX
MPUMITHBIB, IO BIUIMBAE HAa IMIBUAKICTh MOOYHOBH 300pakeHHs. [ po3paxyHKY KOJi3ii
(3ITKHEHB), HABKOJIO MOJIETIi CTBOPIOETHCS HEBUIUMA 000JIOHKA, SIKA TAKOXK MOXE MaTH Pi3HY
dbopmy (xy0, cdepa Tormmo). Came 1o 11iii 000TOHII MEPEBIPSIIOTh YU MOJICTh TOPKHYJIACS JI0
SIKOTOCh 1HIIOTO 00’€KTa B MEBHIM Touli. B irpax mpu OMuM3bKOMy HaBEIEHHI J0 TPaBIs YU
aBTOMOOUISI MOKHA TTOOAYUTH, IO TPH yAapi BiH 3ITKHYBCS HE TEKCTYPOIO, & «HEBHIUMHM
MIPOCTOpPOM» — caMe I1e 1 € obooHka. Lle ciporye oO6unciaenns 1 HaBantaxxeHHst Ha CPU.

Otxe, Texnomoriuno OpenGL He mnoctynaerscsi DirectX Bim Microsoft. ko
noTpiObHa Kpoc-maThopMeHicTh, TO BuOIp cToiTh 3a OpenGL. SIKIMO X A0JATOK MHUIIETHCS
tineku A Windows OS, To BapTo 3BepHyTH yBary Ha DirectX, sika Ha “pigHiil” muatdopmi
NPAITIOE JICHIO IBUIIIE.
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