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Kopotko npo OpenGL

OpenGL — ( anrmi1. Open Graphics Library — Bigkputa
rpadiuHa 010110TeKa) — crenu@ikalis, 1o BU3HAYa€E
HE3JICKHUH B1JI MOBM IIPOraMyBaHHS KPOC-IIaT(MOPMOBUIA
IpOrpaMHUM IHTEPPENUC 11 HATMCAHHS 3aCTOCYHKYB, 110
BUKOPHCTOBYIOTH JIBO- Ta TPUBUMIPHY Ipadiky. Llei iHTepderic
MICTUTB MOHAJT 250 QyHKIIIM, K1 MOXKYTh BUKOPHCTOBYBATHUCS
JUIs MAJIFOBaHHS CKJIQJIHUX TPUBUMIPHMUX CLICH 3
MPOCTUX MPUMITHUBIB.

Ha 6azoBomy piBH1, OpenGL — 1e cnenudikarisi, ToOT0, —
JTOKYMEHT, SIKWM OIHUCYy€e HAO1p (PYHKIIIM Ta 1X TOYHY ITOBEIHKY.
Ha ocHOBI 1ux cnenu@ikaliiii BApOOHUKHU armapaTHOTo
3a0€3II€UCHHS CTBOPIOIOTH peaii3alli — 010110TEeKH PyHKIIIM,
K1 BIAIIOB1AAIOTH 3asBieH1d B OpenGL cnemudikairi.



EdexturHi peam3aiiii OpenGL icayroth a1 OC Linux,
MacOS X, Microsoft Windows Ta 0ararbox Unix-11omgiOHUX
OC, a TakoX IS TaKUX 1IrpoBHX OOKCIB, sik Sony PlayStation 3.

P13H1 mporpamsi peanizaiiii OpenGL iCHYOTh 1St
naT@opM, BUpOOHUKH SIKUX HE MIATPUMYIOTh IaHy
crieuQikauiio. Binkpura (open sourse) 610morexa Mesa —
noBHICTIO OpenGL cymicHuii nporpamauii API.

OpenGL o0cnyroBye aBi1 Liil:

O I[JI}{ TOTO, m06 MPUXOBYBATH CKJIATHOII[I BCTAHOBIICHHSI
3B'SI3Ky KOMI'toTepa 3 pisaumu 3D 3D aKcelepaTopamy,
HAJAaTH IIPOTPaMICTOB1 OWH, 3araibHONPUUHITHN API

® /[ Toro, mo6 mpUXoBaTH MOMKIMBOCTI 0a30BUX
IHCTPYMEHTAJIbHUX MAIIIWH, SIK1 BIAPI3HSIIOTHCS CBOIM
HaMaraHHsIM BUKOHATH MIATPUMKY ITOBHOTO HaOOpy
ocobnmuBocteit OpenGL (BUKOpUCTaHHS
IPOrpaMHOI eMYIIALII, KO HEOOX1HO).



IcTopis

Crangapt OpenGL Architecture Review Board (OpenGL
ARB) 0yB po3po0ieHui 1 3arBepkeHni y 1992 poiri
epeI0OBUMHU KOMITAaHISIMU B 00JIaCTI pO3pOOKH anapaTHOTO
Ta IPOrpPaMHOIO 3a0€3MeUCHHS 151 POOOTH 3 KOMIT FOTEPHOIO
rpadikoro. OcHoBa - 010moteka IRIS GL, po3pobnena
koMmnaHier Silicon Graphics.

Kypt Akenen (Kurt Akeley) 1 Mapk Ciran (Mark Segal)
CTBOpWJIY opuriHaIbHY crierudikaiio OpenGL. Kpic ®pazaep
(Chris Frazier) penarysaB Bepcito 1.1, a Jlxxon JIia (Jon Leech)
Bepcii 3 1.2 mo 2.0.



O cneuu@ikai

penGL 1.1 - Texture objects

« OpenGL 1.2 - 3D textures, BGRA and packed pixel formats(??]

« OpenGL 1.3 - Multitexturing, multisampling, texture compression

* OpenGL 1.4 - Depth textures

« OpenGL 1.5 - Vertex Buffer Object (VBO), Occlusion Queries!24]

« OpenGL 2.0 - GLSL 1.1, MRT, Non Power of Two textures, Point Sprites,[25] Two-sided stencill24]

« OpenGL 2.1 - GLSL 1.2, Pixel Buffer Object (PBO), SRGB Texturesl24]

« OpenGL 3.0 - GLSL 1.3, Texture Arrays, Conditional rendering, Frame Buffer Object (FBO)[2€!

« OpenGL 3.1 - GLSL 1.4, Instancing, Texture Buffer Object, Uniform Buffer Object, Primitive restart(27]

« OpenGL 3.2 - GLSL 1.5, Geometry Shader, Multi-sampled textures!2]

« OpenGL 3.3 - GLSL 3.30 Backports as much function as possible from the OpenGL 4.0 specification

« OpenGL 4.0 - GLSL 4.00 Tessellation on GPU, shaders with 64-bit precision, 129

« OpenGL 4.1 - GLSL 4.10 Developer-friendly debug outputs, compatibility with OpenGL ES 2.0,530

« OpenGL 4.2 - GLSL 4.20 Shaders with atomic counters, draw transform feedback instanced, shader packing, performance improvements

» OpenGL 4.3 - GLSL 4.30 Compute shaders leveraging GPU parallelism, shader storage buffer objects, high-quality ETC2/EAC texture compression, increased
memory security, @ multi-application robustness extension, compatibility with OpenGL ES 3.0,[31]

« OpenGL 4.4 - GLSL 4.40 Buffer Placement Control, Efficient Asynchronous Queries, Shader Variable Layout, Efficient Multiple Object Binding, Streamlined Porting
of Direct3D applications, Bindless Texture Extension, Sparse Texture Extension, 32

e OpenGL 4.5 - GLSL 4.50 Direct State Access (DSA), Flush Control, Robustness, OpenGL ES 3.1 API and shader compatibility, DX11 emulation features

« OpenGL 4.6 - GLSL 4.60 More efficient geometry processing and shader execution, more information, no error context, polygon offset clamp, SPIR-V. anisotropic
filtering






Orasa OpenGL 4.6

Release date: July 31, 2017

more efficient, GPU-sided, geometry processing

more efficient shader execution ( )

more information through statistics, overflow query and counters
higher performance through no error handling contexts

clamping of polygon offset function, solves a shadow rendering
problem

SPIR-V shaders

Anisotropic filtering

TyT: mweliaep — cnemniaiabHa MIANPOTrpamMa, IO BUKOHYETHCS Ha

GPU. Weiaepu ana OpenGL nunryts Ha C-11oA10HI# MOB1 —
GLSL.

ITocunanB4:



MaeTe 4yTH npo ...

Direct3D - ocHoBHUI KOHKYpeHT OpenGL

Metal (API) - rpadiunuii API ns 10S, macOS, tvOS, watchOS
OpenGL ES — OpenGL 115 BKIaJIEHUX CUCTEM

OpenSL ES — API g ayaio, po3po6iaena Khronos Group

OpenVG — API nna npuckopenoi 2D rpadiku, po3poonena Khronos
Group

RenderMan Interface Specification (RISpec) — Pixar's open API ns
(oTOpEaTICTUYHOIO aBTOHOMHOTO PEHJIEPIHTa

VOGL — Bimnmaguuk aiis OpenGL

Vulkan — xpoc-ninardopmenuii 2D and 3D rpadiunuii API, “HactymnHe
nokoiHHs OpenGL*



IIepenik MOB 1 OCHOBHHX 010/110TEK

Bibmioreku icHYIOTh s HacTynHux MoB: Common Lisp,
Java, Delphi, Fortran, Ocaml, Perl, Python, Racket,
Ruby, Haskell 1 T.71.

IToBHUY CIIMCOK 34 IMOCHWJIAHHSAM:

C# (Windows Forms B Microsoft Visual Studio):
® TaoFramework (octanne onoBieHHs B 2008 p.);
® SharpGL;

® OpenTK;

® OpenGL.Net



CTBOpECHHS BIKHA

°° File Edit View Project Buld Debug Test Analyze Tools Extensions Window Help  Search Visual Studio (Ctrl+Q) Pl Exatcfjhfg Signin R, =
- | B -2 W Q- - pebug - AnycrU - Postartv| i 0E| ¥ |& LiveShare 87 m
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Exatcfjhfg

- | %, Exatcfihfg. Window - | ®, Main()

1

2 Flusing OpenTK; AT
3 ‘ using OpenTK.Graphics; I
4

5 Elnamespace Exatcfjhfg

6 |4

7 = class Window : GameWindow

8

9 // Pasmip BikHO 600x600 i
10

indow() : base(60@, 600, GraphicsMode.Default, "OpenGL Tutorial”, GameWindowFlags.Default, [

static void Main()

13 B

14 {

15 // CTeopwemo u 3anyckaemo BikHO
16 using (var window = new Window())

window.Run(6@);

}
}
@ No issues found

Error List

Search Error List

Entire Solution b 0 Errors H 1 0 Warnings ‘ io 0 Messages | Build + IntelliSense

Description

|
-

* Code Project File Line Suppression State Y

Solution Explorer
co@eE-|o-
Search Solution Explorer (Ctrl+;)
m Solution 'Exatcfihfg’ (1 project)
4 [c%] Exatcfjhfg
b M Properties
4 =W References
& Analyzers
=8 Microsoft.CSharp
=8 OpenTK
9’3 App.config
¢ OpenTK.dll.config
?3 packages.config
P ©* program.cs

=

LI

Solution Explorer [REEHE=Y g

Properties

I




Dq File Edit View Project Buld Debug Test Analyze Tools Extensions Window Help Search Visual Studio (Ctrl+Q pe) Exatcfjhfg Sign in Q* —
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Program.cs 8 +# X

Exatcfihfg

The content requires a nev

Summary Events MemoryUsage CPU Usage

The content requires a new version of Internet Exp

23 }
100% ~ @ No issues found




3arajabHUU BUTIIS I KOMaHOIN

rtype glCommand name {1 2 3 4}{b s i fd ub us ui}[v](typel argl, ...... type
N argN);

ne rtype — Tull, sikui noseprae GpyHkuis, gl — im’s 610morexku OpenGl, B sik1ii
onucaHa us ¢GyHkuis (g 610motek Glu, Glut — ne imena glu ta glut
BLAMOBIHO), Command name — iM’st komauau, {1 2 3 4} — KUIBKICTh apry-
MEHTIB KOMaHau, {b s i f d ub us ui} — tun aprymeHty (cydikc): cumBoia b
o3Havyae tun GLbyte (ananor char y C/C++), cumBon f — tun GLfloat
(ananor float), cumBon i — tun GLint (aHanor long)

HasiBHiCTh cuMBOJNy [v/ BKa3dye, IO sIK mapaMeTp (PyHKIII BUKOPUCTO-
BY€ThCS BKAa31BHUK Ha MaCUB 3HAYCHb.

CHUMBOJIM Y KBaJIpaTHUX JIy’KKaX Yy JICIKUX Ha3BaX HE BUKOPUCTOBYIOTHCS.
Hanpukian, komanaa glVertex2i( ) onrcana sik 6a3zosa B 010mioreni OpenGL
1 BUKOPUCTOBY€E SIK IapamMeTpu JBa LUIUMX uyucia, a komanaa glColor3fv(a)
BUKOPHUCTOBYE SIK MapaMeTp BKa31BHUK HAa MAcCUB @ 13 TPbOX JIMCHHUX YHCEI.

KoopauHaTH1 oc1 po3raiioBaHi Tak, 1o Touka (0, 0) 3HaX0aUThCs B JIIBO-
My HIDKHBOMY KYTi €KpaHa, BICh X HaIlpsSIMJIEHA BJIIBO, BICh ) — BIOPY, a BICh Z
— 3 €KpaHa Ha Hac.




Cydikc | Onumc Tuny C Tun B OpenGL
b 8-01THE 1lIe signed char | GLbyte
S 16-0iTHE LLIE short GLshort
1 32-0iTHe uuIe long GLint, GLsizei
f 32-0iTHe uMciio 3 ruiaBar4doro | float GLfloat,
KPAIKOI GLclampf
d 64-01THe 4uciI0 3 IUIaBaruoro | double GLdouble,
KPaIKo GLclampd
ub 8-01THE Oe33HAKOBE LILIE unsigned GLubyte,
char GLboolean
us 8-0iTHEe O€33HAKOBE LILIE unsigned GLushort
short
ui 8-01THE Oe33HaKOBE LIIE unsigned GLuint,
long GLenum
void GLvoid




[ IpumiTHBH

GL _POINTS — na0ip OKpeMHUX TOYOK;

GL _LINES — napu BeplIuH, 5Kl 3a/1al0Th OKPEMI1 BIIPI3KHU;

GL LINE STRIP — He3aMKHEHA JlaMaHa;

GL LINE LOOP — 3aMKHEHa JlaMaHa,;

GL POLYGON — npoctuil ONyKJIMHA MHOTOKYTHUK, BHYTpIIIHS 00JacTh
SIKOr'0 3alI0BHEHA [IOTOYHUMU KOJILOPOM;

GL TRIANGLES — Tpiiiku BEpIIUH, 0 BU3HAYAKOTh BEPUIMHU OKPEMUX TPU-
KYTHUKIB;

GL TRIANGLE STRIP — TpuKyTHUW CTpiN, ¢ KOXXHA HACTyIllHa BEpLIMHA
33J1a€ TPUKYTHUK Pa30M 13 JBOMA IOINEPETHIMU;

GL TRIANGLE FAN — Bisino TpUKyTHUKIB ((eH) ;

GL QUARD STRIP — 4OTUPUKYTHUHU CTPIIl, B IKOMY YOTUPUKYTHUK 3 HOME-
POM 7 BU3HAYAETHCS BEPUIMHAMU 3 HOMepaMu 2n — 1, 2n, 2n + 2, 2n + 1.



KopuchHo

gliMatrixMode(GL PROJECTION),
glLoadldentity(),
glOrtho(0.0f, windowWidth, windowHeight, 0.0f, 0.0f, 1.0f);

Ile nmepepaxoBye koopauHaTh OpenGL B ekBIBaJICHTHI
3Ha4eHHs mikcenB (X nepexoauts Big 0 1o windowWidth 1Y
nepexoauTth B 0 o windowHeight).

TYT 3nauenns nepeBepHyTi: 3HadeHH (0,0) pis Y
MOYMHAETHCA 3 BEPXHBOTO JIIBOro kyTta , a He 3 HUJKHBOI'O.

glLoadldentity() — nourHae 3 Mo4aTKy KOOpAUHAT



TpUKyTHUK

GL.Begin(Primitivelype. Triangles),
GL.Color3(Color.OrangeRed),
GL.Vertex2(-0.51, 0.5/);
GL.Color3(Color.SpringGreen);
GL.Vertex2(0.0f, -0.5/);
GL.Color3(Color-MediumPurple);

GL.Vertex2(0.51, 0.5/);
GL.End();
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KapTtuHka 3 NpruMITHUBIB

EN OpenTK Game Window

Ihe content requires ¢

mmary Events M

Ihe content requires ¢




IlepeTBOpEeHHS

B OpenGL Ha pi3Hux eramax (gopmyBaHHs 300pakeHb 00’€KTIB BUKO-
PUCTOBYETHCSA TPU TUNU MATpUllb. OJIMH 13 HUX — MaTPULIl MOJECIOBAHHS, 1110
CIIy’>KaTh JUISL 3aJaHHS PO3MILICHHS 00’€KTa 1 MOro Opi€HTalil B MPOCTOPI,
OPYTUU — MATPUIll MPOEKIIH, 110 3aJ1al0Th CIIOCIO MPOEKTYBAHHS TPU BUMIpP-
HUX 00’ekTiB Ha miomuHy ekpaHa (OpenGL miarpumye 2 BHAM TPOEKTY-
BAaHHS — MapaJjiesibHe 1 MepCcreKTuBHE). TpeTiil TUI — MAaTPULl TEKCTYPH, SKI
BU3HAYAIOTh HAKJIaJaHHS TEKCTYPH Ha 00’ €KT.

Jlns toro, mo0 BUOpATH MOTOYHY MATPHULIO MOJICIIOBAHHS, MPOCKTY-
BAHHS YU TEKCTYPHU, BAKOPUCTOBYIOTh MPOLIEAYPY
void giMatrixMode (Glenum mode);.
[TapameTrp mode Moxe HaOyBatu 3HaueHHs GL MODELVIEW,
GL PROJECTION abo GL TEXTURE, mio 103BOJISIE SIK TIOTOYHY MaTPHUIO
BUOpATH BUJIOBY MATPULIKD, MATPHUIIO MPOECKTYBAHHS a00 MATPHUILIKO IIEPETBO-
PEHHSI TEKCTYPHU.



(x%, %, z°1) T=M*(x,y, z, 1) T,
ne M — matpuls IepeTBOPEHHSL.
Cama marpuist M moxe OyTU CTBOPEHA 3a JJOITOMOTOK) TAKMX KOMaH/I:

void glTranslate{f d} (GLtype x, GLtype y, GLtype z);,
siKa 3a0e3neuye 3cyB 00’ €kTa Ha BEKTOp (X, y, 2);

void glRotate{f d} (GLtype angle, GLtype x, GLtype y, GLtype z);,
[0 3/IMCHIOE TIOBOPOT 00’ €KTA HA KYT angle B rpagaycax y HanpsMKY IPOTH T'O-
JUHHUKOBOI CTPUIKA HABKOJIO MPSIMOI 3 HAIIPABJISIFOUUM BEKTOPOM (X, Y, Z);

void glScalelf d} (GLtype x, GLtype y, GLtype z),,
sIKa BUKOHY€E MaciiTaOyBaHHsl 00’€KTa (CTUCHEHHS Ta PO3TAr), JOMHOXKYIOYH
BIJIIOB1IHI KOOPJAMHATH BEPUIMH 00’ €KTAa Ha 3HAYECHHS CBOIX IMapaMeTpiB.



IIpuxknan 1

GL.MatrixMode(MatrixMode.Modelview);
GL.LoadIdentity();
GL.Translate(0.5,0.1,0.0);
GL.LoadIdentity();
GL.Scale(0.8, 0.8, 1.0);

* Peanizoeano na VS 2019 (NET 4.7.2 , OpenTK 3.0.1) ons
npoexmy Console App
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IIpukinan 2

GL.MatrixMode(MatrixMode.Modelview),

GL.Loadldentity(),

GL.Translate(1.0, 1.0, 0.0),

GL.Loadldentity(),

GL.Scale(0.8, 0.8, 1.0),

GL.Loadldentity(),

GL.Rotate(90.0, 0.0, 0.0, 1.0),

* Peanizoeano na VS 2019 (NET 4.7.2 , OpenTK 3.0.1) ons
npoexmy Console App
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[Ipukaazm 3

GL.MatrixMode(MatrixMode.Modelview),
GL.Loadldentity(),

GL.Translate(1.0, 1.0, 0.0),
GL.Loadldentity(),
GL.Scale(0.8, 0.8, 1.0);
GL.Rotate(90.0,0.0, 0.0, 1.0),
* Peanizoeano na VS 2019 (NET 4.7.2 , OpenTK 3.0.1) ons
npoexmy Console App



v v EXampie.MyAppicauon @ Mainy vI
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IIpukian 4

GL.MatrixMode(MatrixMode.Modelview);
GL.LoadIdentity();
GL.Translate(0.5,0.1,0.0);
GL.Scale(0.8, 0.8, 1.0);
GL.Rotate(90.0,0.0, 0.0, 1.0);

* Peanizosano na VS 2019 (NET 4.7.2 , OpenTK 3.0.1) ons
npoexmy Console App



GL.Clear(ClearBufferMask.ColorBufferBit | ClearBufferMask.DepthBufferBit); TI

OpenTK Game Window

Ihe content requires a ney

mmary Events Memor

lhe content requires a ney

GL.End();

ManwneEmo




IIpuknang 5

GL.MatrixMode(MatrixMode.Modelview);
GL.LoadIdentity();
GL.Translate(0.5,0.1,0.0);
GL.Scale(0.8, 0.8, 1.0);
GL.Rotate(90.0,0.0, 0.0, 1.0);
GL.LoadIdentity();

* Peanizoeano na VS 2019 (NET 4.7.2 , OpenTK 3.0.1) ons
npoexmy Console App



Clear(ClearBufferMask.ColorBufferBit | ClearBufferMask.DepthBufferBit); TI

. OpenTK Game Window

ihe content requ

mmary Events

Ihe content requ

Eﬂ:j();
g~
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