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. https://compsciclub.ru/courses/graphics2018/2018-autumn/classes/
http://www.school30.spb.ru/cgsg/cgc2018/
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(5 ' ['padon4ecknin KoHBenep OGL2
Avolicat SN Geometry —N - . A | Pixel
pplication Pl'DCﬁSSjIlg asterization l/ PI'GCESSillg
N, /! \ Y, , J \
\u .f'f \'\. : .
A _x'x \"'-. i "'\\
Yo/ | = I 4 \
= i
CHEHEH | - -
Ml
Vertex J\ ot J\ o J\ Screen
Shading —V Stz —l/ Clipping =/ Mapping
Geometry Processing
Triangle J\ Triangle J\ Pixel J\ T
Setup ‘l/ Traversal ‘V Shading ‘l/ =
Rasterization Pixel Processing
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(O padmueckuit KoHBerep ool

S 3 \IR0Ra ; .-

Vertex A‘ Tessel- Geometry . Screen Trangle Pixel

Shad lati Shad Clipping Mappine Setup & Shad Merger
ader : ation L/ ader . lapping Traversal ader

Vertex data ->
Vertex shader ->
Tessellation control shader ->
Tessellation evaluation shader ->
Geometry shader ->
Rasterizer (assembling primitives, rasterization) ->
Fragment shader ->
Raster operation (stencil, alpha, scissor, depth, blending) ->
Framebuffer

COMPUTER Computer Graphics Support Group ManuHckun B.A.
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CPU -»> Vertex attributes -> VS

Cg (NVidia, 2004) -- nepedaem 0n14 KaxOol GBepuiuHsi Habop ampubymoB
GLSL (OpenGL) (no3uyus, uBem u m.n.) 4epe3 VBO
HLSL (DirectSD) shader -> Varying variables -> shader

-- nepemeHHble om Kaxdol 6epuuHsl mo2ym bbimb nepeddHsl
0na OdanvHelwel obpabomku, Hanpumep, nocae BepuwuHHO20
weddepa oHU UHMepnosaupywmca om GBepwuHsl K BGepuuHe 6o

4096 registers
T Bpema pacmepu3auyuu U Ccmpoamca O0A8 Kax0020 nukcenda u
cmporary - « -
s npuxodam 6o ¢paemeHmHell welddep, om PpazmeHmHo20 weddepa
Bbixo0Hble OaHHble nocmynaiom 6 6ydep kadpa
A
16/ 16 / 32 registers Y 16/ 32 / 8 registers Uniform variables - globals
Varying Input Shader Output -- 271064an6Hbie nepemeHHble, OocmynHele 60 Bcex weldepax
Registers Virtual Machine Registers | 00HOU wetidepHolu npo2pamMmbl (Hanpumep, mampuuya
1 1 npeobpa3zoBaHuti, Bpema, meKcmypHsie Ccamnaeps, napamempsl
ocBeweHua u m.n.)
Constant
. Textures
Registers
16 buffers of 128 arrays of
4096 registers 512 textures
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bazoBsie munsi:
bool - true | false
int, uint
sampler (samplerlD, sampler 2D, sampler3D)

float
CMpYKmMypHsie :
Vectors:
bvec2, bvec3, bvec4 (bool)
ivec2, ivec3, ivec4 (int)
uvec2, uvec3, uvecd (uint)
vec2, vec3, vecd4 (float)
dvec2, dvec3, dvecd (double)
Matrices:
mat2, mat3, matd (2x2, 3x3, 4x4)
mat2x3, mat2x4, mat3x2, mat3x4, matdx2, matd4x3 (rows x columns)
dmat2, dmat3, dmat4
dmat2x3, dmat2x4, dmat3x2, dmat3x4, dmatdx2, dmatdx3

Computer Graphics Support Group N FanuHcknn B.A.
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' OcHoBbl GLSL 0cts

3anuce 4ucaoBeix KOHCMAHmM:
1.5 - float
1.5f - float
1.5Lf - double

WHnumanunsaumsa:
float a = 13.47;
bool is_space = false;
ivec3 a = ivec3(1, 2, 3);
UVCCB | - u\v:nr2(1 ) 2N .

vec3 v = vec3(1.0, 2.0, 3);

vec4 vl = vec4(1.09, vec3(4, 5, 6));

vecd v2 = vec4(vec3(4, 5, 6), 8);

vecd4 v3 = vec4(vec2(4, 5), vec2(13, 8));

vecd v3 = vecd(0); <=> vec4(o, 0, 0, 0);

3anofHeHne MaTpuubl No cTonbuam:

mat3 m = mat3(vec3(1, 2, 3),
vec3(3, 4, 5),
vec3(6, 7, 8));
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(() ' OcHoBbl GLSL OGL2
NOCTyn K KOMMOHEHTaM BEeKTOPOB: Onepauunu:
vec2 p; mat3 T, R, M;
p[e] = 1.0; <-- X vec3 v, b;
p.x = 1; float f;
p.y = 3.3; b =v+ f;
nwbon BeKTop - 3TO Habop nonen: (b.x = v.x + f, b.y = v.y + f, ... )
{x, v, z, w} - reomeTpus
(r, g, b, a} - user 'l ncnonbsyeTcA HoTauuA BekToOp-cTonbey:
3 3 3 b - M * V;
{s, Ei P, qi_— TEeKCTypupoBaHue M=R*T;
p.x == p.r == p.s b o R* T % vs
swizzle: ’
vec3 v = p.xxy; <=> vec3(p.X, p.X, p.y); np§06pa3OB§HMﬂ CKANIAPHLIX TWUMOB:
vecd C = V.rrrr; int a = int(47.13);
.V_e.eq,_r\_—VTpr\_y_y_; bool ¢ = 'False;
[locTyn K KOMMOHEHTaM MaTpul: float x = float(c); <-- 0.0
mat4d m;
m[@] = vec4(l); -- Becb nepBbih cTonbeuy B 1
m[2][1] = 30.50;

vecd v3 = vec4(vec2(4, 5), vec2(13, 8));

Computer Graphics Support Group
CaHkT-lNeTepbyprckuin rybepHaTopckun
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' OcHoBbI GLSL
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Arpe FraTHble TWMbl:

O

CMpYKmMypel:
struct Light

{
vec3 Pos;
vec4 Color;
float Attenuation;

};

Light L = Light(vec3(8, 8, 8), vec4(1, 0, 0, 1), 0.47);

maccubBei:
Light 1s[10];
for (int 1 = 0; i < 10; i++)
{
1s[i].Attenuation = i / 10.0;

}
for (int i = @; i < ls.length(); i++)

vecqd v;
v.length() --> 4
COMPUTER Computer Graphics Support Group

SCIENCE CGSG CaHkT-leTepOyprckuit rydepHaTopckuit
CLUB @M Ne 30 ®U3UKO-MATEMATUYECKUI NMULIEN Ne 30

[penpoueccop:

#error

#pragma

#version

#define

#if #ifdef #ifndef #else #endif #elif
To4yka BXxoaa:

void main( void )

{

}

FanuHcknn B.A.
Npaduka peanbHoro BpemeHu. OpenGL. YacTb 2
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JononHumensvHsle QYHKYUU :
float t = dot(Vl, V2);
vec3 V3 cross(Vl, V2);

T X = max(X1, X2)

T X = min(X1, X2)

T X = clamp(X1, A, B) <=> min(max(X1, A), B) <=> (X1 < A? A : X1 >B :B : X)
T X = mix(A, B, t) <=>A* (1 -1t) +B*t

sin cos tan asin acos atan(x) atan(y, x) pow(x, y) log

exp sqrt inversesqrt abs sign floor round trunc ceil mod

float t length(V1)
float t distance(P1, P2)
vec V = normalize(V1)

mat M;

mat T inverse(M)

mat T = transpose(M)
float d = determinant(M)
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()" OcHoBbl GLSL o6L2

OyHKYuUU 014 modenupoBaHua ocBeuyeHuA:
vec V = faceforward(N, I, Nref) <=> dot(I, Nref) < @ ? N : -N

vec R = reflect(I, N) <=> I - 2 * dot(N, I) * N
vec T = refract(I, N, eta) <=> k =1.0 - eta * eta * (1.0 - dot(N, I) * dot(N, I));
if (k < 0.9)
V = vec(0.0);
else

V==eta *I - (eta * dot(N, I) + sqrt(k)) * N;

]|
=)

T

CnpaoyHas Tabnuua: hitps://www.khronos.org/files/opengl46-quick-reference-card.pdf
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int res, NumOfShaders,
shd_type[] =
{
GL_VERTEX_SHADER, GL_TESS_CONTROL_SHADER,
GL_TESS_EVALUATION_SHADER, GL_GEOMETRY_SHADER,
GL_FRAGMENT_SHADER
s
unsigned prg = @, shd[5];
char *txt, buf[1@e@];

/* Load text file */
txt = LoadTextFile("a.vert");
/* Create shader */
shd[@] = glCreateShader(shd_type[@]);
/* Attach text to shader */
glShaderSource(shd[@], 1, &txt, NULL);
free(txt);
/* Compile shader */
glCompileShader(shd[i]);
glGetShaderiv(shd[i], GL_COMPILE_STATUS, &res);
if (res 1= 1)
{
glGetShaderInfolLog(shd[@], sizeof(buf), &res, buf);
ErrorLog(buf);
return;

¥

COMPUTER
SCIENCE
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/* Create program */

prg = glCreateProgram();

/* Attach shaders to program */

for (i = @; 1 < NumOfShaders; i++)
glAttachShader(prg, shd[i]);

/* Link program */

glLinkProgram(prg);

glGetProgramiv(prg, GL_LINK_STATUS, &res);

if (res !=1)

{
glGetProgramInfolLog(prg, sizeof(buf), &res, buf);
ErrorLog(buf);
return;

}

return prg;
YpaneHve weipgepa:
unsigned i, n, shds[5];

glGetAttachedShaders(Prg, 5, &n, shds);
for (1 =09; i < n; i++)
{
glDetachShader(Prg, shds[i]);
glDeleteShader(shds[i]);

¥
glDeleteProgram(Prg);

ManuHckun B.A.
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vert.glsl
// Bepcuma Aa3bika wengepa (4.5)
#version 450

// KTO Kyaa npuxoauT
Layout(Llocation = 0)
Layout(Llocation = 1)
Layout(Llocation = 2)
Layout(Llocation = 3)

vec3 InPosition;
vec2 InTexCoord;
InNormal;
vec4 InColor;

SIS s
<
®
A
w

// rnobanbHble nepeMeHHble (Npou3BeaeHue
// maTpuy: World * View * Proj)
uniform mat4 MatrWVP;

// BbIXOoAHble napameTpbl (varying)
out vec4 DrawColor;

void main( void )

{

DrawColor = InColor;

}

Computer Graphics Support Group

gL Position = MatrWVP *vec4(InPosition, 1);

frag.glsl
// Bepcua aA3bika wenpepa (4.5)
#version 450

// BbIXOAHbIE MapameTpsl - UBET PUCOBAHUA
Layout(Llocation = @) out vec4d OutColor;

// BXOAHble napameTpbl (varying)
in vec4 DrawColor;

void main( void )

{
}

QutColor

DrawColor;

ManuHckun B.A.
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int loc;
glUseProgram(PrgId);
if ((loc = glGetUniformLocation(PrgId, "Matrix™)) != -1)

glUniformMatrix4fv(loc, 1, FALSE, ykasaTenb Ha MNepBbii SAEMEHT MaTpuubl);

if ((loc = glGetUniformLocation(Prgld, "Vector™)) I= -1)
glUniform3fv(loc, 1, ykasaTenb Ha nNepByWw KOOpAWHATY BeKTOpa);

if ((loc = glGetUniformLocation(Prgld, "FloatNumber")) != -1)
glUniformlf(loc, BewecTBEHHOE YUC/IO);

if ((loc = glGetUniformLocation(ProgId, "IntegerNumber")) != -1)
glUniformli(loc, uenoe 4ucno);

. OTpUCoBKa

glUseProgram(0);

Computer Graphics Support Group ’ ManuHcknn B.A.
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() TeKcTypupoBaHue 06L2

Tenepaniia «c60000HBINY HOMEPOS MEKCINYP 6 MACCHE:
int TexNames[4];
glGenTextures (4, TexNames) ;

Ieperxmwotuerne mexkcinyp (yCinaHo06K A HOMEP d AKINILEHON INEKCINYPbl)
|ngindTexture{GL TEXTURE 2D, number);

OYHKUNIL 3A0AHIUA U3 00D AHCEHIIL 6 ILEKCIYPY:
glTexImage2D (GL_TEXTURE 2D,

o, ypoBeHs MIP (multum in parvo) 0 - HazoBad KapTHMHKa

1, KOJIMUeCTBO KOMIIOHeHT Ha Touky (1, 2, 3, 4)

w, h, IMpPMHa M BBICOTa (OOJKHEL OHITE CTENeHbR 2)

0, HaJlMuMe T'paHWLIE

GL LUMINANCE, TpaKTOBKa KOMIIOHEHT TOUKMU {GL LUMINANCE, GL BGR_EXT, GL_ BGRA EXT)
GL:UNSIGNED_BYTE, TUII KaXOoM KOMIOHeHTE (GL UNSIGNED BYTE, GL E'LOAT)

ptr) ; YKAaBaTenk Ha MACCHMBE C KOMIOHEeHTAaMM

Asmomamunueckan JeHep auiia MeKcmyp 6cex paimepoé «GHIL3Y, HAUUHAA C YRAZAHH 020 pa3vepd
gluBuild2DMipmaps (GL _TEXTURE 2D,

3, KONMMUeCTBO KOMIOHeHT Ha Touky (1, 2, 3, 4)

w, h, MMpMHa M BEICOTa — Jobbe

GL_BGR_EXT, TpaKTOBKa KOMIIOHEeHT TOUKMK {GL LUMINANCE, GL_BGR_EXT, GL_BGRA EXT)
GL UNSIGNED BYTE, TWO Kaxnor koMnoHeHTH (GL _UNSIGNED BYTE, GL E‘LOAT)

ptr) YKasaTenbk Ha MAcCHMB C KOMIIOHEHTaMM

SCIENCE CGSG CaHkT-leTepOyprckuit rydepHaTopckuit 2
CLUB omnNeso  OUINKO-MATEMATUMECKWA IMLEA Ne 30 Npadmka peanbHoro BpemeHun. OpenGL. HacTb 2
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TeKkcTypmpoBaHue 0GL2

Vnpaenenne Quavmparten:
glTexParameteri (GL TEXTURE 2D,
‘ GL _TEXTURE MIN FILTER, GL NEAREST);

GL_LINEAR
GL_NEAREST MIPMAP NEAREST
GL_LINEAR MIPMAP NEAREST
GL_NEAREST MIPMAP LINEAR
GL_LINEAR MIPMAP LINEAR

glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE MAG FILTER, “GL NEAREST)
GL_LINEAR

IHapavempuot HALOHCeHUA (LOSNLOP MEKCINY P 10 HANPAGTCHIAM) .
glTexParameteri (GL_TEXTURE 2D,

GL TEXTURE WRAP S, GL REPEAT);

GL TEXTURE WRAP T GL CLAMP

IHapavempuot 6b1p A6HUGAHIA - HA KAK0E YIS0 Q0JIHCHA OCTIHICA HAIe10 OIHHA 00HOIL CINPOKIL 6 OQUINAX:
OJ1A YCIAHOGKIL 300D AHCEeHUA 6 ITNeRcinypy (i3 npozpavmst ¢ OpenGL)
|glPixelStorei{GL UNPACK ALIGNMENT, umcno(l,2,4,...));

OLA W eHiA 1300p axceria (om OpenGL ¢ npopanmy)
| glPixelStorei (GL_PACK ALIGNMENT, umncno(l,2,4,...));

5 COMPUTER Computer Graphics Support Group e ManuHckun B.A.
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DyHRUUU padomosl ¢ HogvIMU hopmamamu:

glTexStorage2D (GL_TEXTURE 2D,
MipLevels, - KoJM4ecTBO YypoerHel MipMap
GL_RGB32F, - ¢opmar RGB float (GL RGBA32UI, GL R32F, ...)
W, H); - pasMmep TekCcTypbl (w, h)
glTexSubImage2D (GL TEXTURE 2D,
o, - yporeHbs MipMap
0, O, - cMelleHre M20bpaxeHusd B TekcType (dx, dvy)
W, H, - pasMep BCTaBJASMOTC M2obpaxXeHMda B TekcTypy (w, h)
GL RGB, - ¢opmar RGB — Tpu KOMIOHESHTEL
GL_FLOAT, - TUI KOMIIOHEHTEI
ptr) ; - CcaM MaccHB

SCIENCE CGSG CaHkT-leTepOyprckuit rydepHaTopckuit
CLUB @M Ne 30 ®U3UKO-MATEMATUYECKU NMULIEN Ne 30
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Beibopka yBema u3 mekcmypel ocyuecmBnaemca camnnepamu (samplers)

glActiveTexture(GL_TEXTURE® + SamplerNo); -- akTuBauuma camnaepa
glBindTexture(GL_TEXTURE_2D, TexId); - - NOAK/YEHNE B HEro TeKCTypsl

Ha weiidepe (¢ppazmeHmHOM) :

// mexkcmypHsie KoopduHamsl om BepuuHHO20 wetidepa
in vec2 DrawTexCoord;

// YKG3aHUA KAakoU camnaep Kak HasviBaemcs
layout(binding = ©) uniform sampler2D TextureKd;
layout(binding = 1) uniform sampler2D TextureMask;

void main( void )

{

// nonyuyeHue uBema
vecd tex_color = texture(TextureKd, DrawTexCoord);

¥ texture ? texelFetch

SCIENCE CGSG CaHkT-leTepOyprckuit rydepHaTopckuit
CLUB @M Ne 30 ®U3UKO-MATEMATUYECKU NMULIEN Ne 30
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Addison-Wesley Professional, 2016.

OpenCGL 4

Shading David Wolff, «OpenGL 4 Shading Language Cookbook: Build high-

qguality, real-time 3D graphics with OpenGL 4.6, GLSL 4.6 and C++17,
3rd Editionw,
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Oosug Bonbd, «OpenGL 4. A3bik weltdepos. KHuza peuenmoesy,
OMK [Mpecc, 2015.

COMPUTER Computer Graphics Support Group & ManuHckun B.A.

SCIENCE CGSG CaHkT-leTepOyprckuit rydepHaTopckuit
g ounmo  OUIMKOMATLMATMECKAA MALIER No3o TR pachuka peanbHoro BpemeHun. OpenGL. YacTb 2




