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1. TABOPATOPHA POBOTA Ne 1

«CTBOpEeHHS MPOCTOro 300paskeHHs 32 JONMOMOTI 010
0i0aioTexkun Open GL y cepenoBumi po3pooku Qt»

1.1 MeTa poboTH

OszHnattomutucs 3 6i6moTexoro Open GL y cepemoBuii po3podku Qt
Ta CTBOPUTH NPOCTE 300parKEHHS.

1.2 Ctucai TeopeTruuHi BitomocrTi

OpenGL (Open Graphics Library — Bigkputa rpadiuna 6i6mioreka,
rpadiunuit APl) — cmernudikaris, 1110 BU3HAYAE HE3AJICKHUHA BiI MOBH
NpOTrpaMyBaHHsl TUIATQOPMO-HE3AIe)KHUN TporpaMHuid iHTepdeiic s
HaIMCaHHs TPHUKIAJHUX TPOTpaM, IO BUKOPHCTOBYIOTh IBOBHMIpHY Ta
TPUBUMIPHY KOMITIOTEPHY Tpadiky

Ha 6a3zoBomy piBHi OpenGL — me mpocro cneunmdikarisi, To0TO
JIOKYMEHT, 1[0 onmucye Habip GyHKHIH 1 IX TOYHY MOBemiHKYy. BupoOHHUKH
oOnamHaHHS Ha OCHOBI IIi€l crenudikamii CTBOPIOIOTH peamiszamii —
0i0mioTekn (GyHKLIN, IO BiAMOBiAaloTh HaOOpy (yHKHiK crenudikarii.
Peamizamiss cimyrye i eeKTHBHOIO BHUKOPHCTaHHS MOJKJIMBOCTEH
yCTaTKyBaHHsA. SIKIIO amaparypa HeE J03BOJISIE pPeallizyBaTH OyIb-sKy
MOJKJIUBICTh, BOHA MOBHHHA OyTH 3eMyJbOBaHa MporpamHo. BupoOHHMKH
NOBUHHI mpoiitn cnenudiuni tectu (conformance tests — rtectu Ha
BIJIIOBIIHICTR) TEepen TUM, SK peamizamis Oyne kmacudikoBaHa SK
OpenGL-peanizamis. TakuM YHHOM, pO3pOOHHKAM  TPOTPAMHOTO
3a0e3MeYeHHs] JIOCTaTHhO HABYMTUCS BHKOPHUCTOBYBATH (YHKIII, IO
ommcaHi B crienudikaiii, 3aMumuBIM e()EeKTHBHY peanizallifo OCTaHHIX
PO3pOOHHMKAM anapaTHOTo 3a0e3MeueHHsI.

IcHye HuU3ka 0i0MOTEK CTBOPEHHMX MOBEpX ab0 SK JOAATOK [0
OpenGL. Hampuknaa, 6i6mioreka GLU, 1m0 NpakTHYHO € CTaHIApTHUM
nonatkoM OpenGL 1 3amxkau 1 cynpoBOmKye, ToOymoBaHa IOBEPX
OCTaHHBOI, TOOTO, BHUKOPHCTOBYe 11 (YHKIIT Ui peami3aiii CBOIX
MoxauBocTed. Inmmi Oi0miorexu, taki sk GLUT 1 SDL, crBopeHi mis
BIIPOBADKCHHS JTOJJaTKOBUX MOXIJIMBOcTel, HegocTtynHux B OpenGL. [lo
TAaKUX MOXKJIMBOCTEH BiHOCSATBHCA CTBOpEHHs iHTepdelcy KopucTyBaua
(BiKHa, KHOIKHM, MEHIO TOIIO.), HAJNAINTYBaHHS KOHTEKCTY MallfOBaHHS
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(obmacte MamoBaHHA, IO BHKOpUCTOBYyeTbes OpenGL), o00pobxa
MOBiJIOMJICHb BiJl MPUCTPOIB BBOAY/BUBOAY (KJaBiaTypa, MHIIA TOIIO.), a
TakoXX poboTa 3 Qaiinamu. Sk MpaBuUiIo0, KOKEH BIKOHHHI MEHEIKep Mae
BiacHy Oi0mioTeKy-po3lIMpeHHsT Ui peaizaiii MOMIJIMBOCTEH, IO
HaBezieHi Buie, Hanpukiaa, WGL y Windows abo GLX y X Window
System, ame O6i6miotekn GLUT ta SDL € kpoc-mmaTdhopMHUMHE, IO
MOJIETIIYE TEPEHECeHHS] HAMMCaHWX MPHUKIAJAHUX MporpaM Ha iHIII
watopmm.

1.3 MeTtoanka BUKOHAHHS JjabopaTopHoi pobdoTu

1.3.1 CTBOpeHHS MPOCTOTO 300paKeHH

CrBoproemo HOoBHi poekT B QT 5.1.1:

7 qrcreator o i [uem]
Qain [paexa (60pxa Opaaka Avaams MucipymenTsl Owvo  Cnpasxa
B cecronr
Hauano paorsi Paspatiorea  Mpwwepss  YueBruan
L = il
S
{ © ) y € \ ) (B
oY V, J HENE
. — | ]
meat-
p cpes paspacors fc non repa o pasp
o, -
- A Il A
o E8 noodinewes JJEN Pesyanraru noncea JIEN Buson npunoxerern JEN Koncone £l Koncons QMLIJS|

Pucynok 1.1 — I'onosue menro QT



lNpaska C6opka Omnagka Axanus MuHcrpymel

D Hogriid $aiin nnm npoek...

W OTKpbITe dain MK NPoekT...
OTkpbiTe Gaiin € NOMOLB...

B CoxpaHuTe

CoxpaHuTe BCE

3aKpbITe
3aKpbiTb BCE
3aKpbiTe Apyrue

Meyartb...

Bhixoa

Ctrl+N
Ctrl+0

Hepaaerwve daine
HeaasHue npoekTbl
Ceccum

YnpasneHue ceccuamm...

3aKpbITh MPOEKT
3aKpbITb BCE AOKYMEHTbI U NPOEKThI

Curl+S

CoxpaHuTb Kak...

BepHyTb K COXpaHEHHOMY

Ctrl+W

Ctrl+P

Crl+Q

Ctrl+Shift+5

Ctrl+Shift+W

Pucynok 1.2 — CTBOpeHHsI HOBOT'O IIPOEKTY

[ hosen

Bribepute WwabnoH:

Wabnousl AnA Desktop ~

MNpoekTbl

Bubnnotekm

[pyroi npoekt

MpoexT 6e3 ucnonszoeanya Qt
Mmnoptvposate npoext

Daiinel v Knaccol

C++

Qt
GLSL
OcrosHoe

Python

[ GUI npunoxetve Qt

<] Mpunoxexwe Qt Quick 1 (BcTpoeHHb
Mpunoxenue Qt Quick 2 (BcTpoeHHL
Mpunoxenye Qt Quick 1 (M3 cywecte
Mpunoxenye Qt Quick 2 (M3 cywecte
KonconsHoe npunoxenve Qt
Mpunoxexne HTMLS

MpoekT ¢ uHTepdericom Qt Quick 1
MpoekT ¢ uHTepdericom Qt Quick 2
MpoekT ¢ uHTepdericom Qt Quick 2 ¢

Ad A GHEA AL

“ I i 3

CosgaHne npuamkeHna Qf AnA HACTONbHLX
KOMNBHOTEPOE. BKNKIYAET OCHOBHOE OKHO B
Buge opMul guzaiinepa Q.

BiGupaeTca npodune «Desktop Qt» ana
cOOPKI NDUNOIEHNA, ECNM OH AOCTYNEH,

MoanepuBacMbie NAATHoOpMbI:
Desktop

Pucynok 1.3 — Bu6ip madnony
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O6upaemo — Ilpuxiaagni nporpamu(Ilpuiaoxenus) —> GUI
nporpama Qt —> OOparu. BBogumo iM’S TIPOEKTy, HaMpPHUKIAL]
Test_OpenGL_Labl, obupaemo HUISIX 00 POCTAIIYBaHHS MPOCKTY i
HaTHCcKaeMo Jlami:

=
. GUI npuncxeHie Qt

BeegeHve v pazmelleHue npoekTa
E» PazMalleHue A P L P

3TOT MacTep Co3AaCT NPOeKT rpaduueckoro npuackeHna Qt. Mo yMoaYaHUo NpuacKeHue ByeT NPOHIBOAHLIM oT
QApplication 1 6yaeT BKNKYETE NYCTOR BUDKET.

©
m

Moppobu

Wror

Hazsanue: Test OpenGL_Labl

Cozpate 8:  C:\Lang\MyProjects

["] PazmeLenme npoekTa no yMosanue

Hanee OTmena

Pucynox 1.4 — Po3mileHHs poexTy

@ 1 GUI npunaoxkenue Qt

Bbl60p KOMMekTa
Pazmeluenne

= KoMnnekthl Qt Creator MoMeT HCNOAL30BATL AR npoekta Test_OpenGL_Lab1 cnepywume KoMnnekTei:

Noapobhee

firor & Desktop Qt 5.1.1 MinGW 32bit Mogpothee &

Debug C:\Lang\MyProjects\build-Test_OpenGL_Lab1-Desktop_Qt 5_1_1_MinGW_32bit-Debug
Release C:\Lang\MyProjects\build-Test_OpenGL_Lab1-Desktop_Qt 5_1_1_MinGW_32bit-Release

Pucynox 1.5 -Bubip komrmiekra
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Tyt 3a OaxkaHHAM MOXKHA 3aJaTH HOBE iM’Sl KJlacy abo 3aIHIINATH
CTaH/IapTHE.

MHbopmauuma o knacce
PaamelueHue
KoMnnekTs! YiaxmuTe Baz0By MHQOPMELMID 0 KNACcax, ANA KOTOPLIX KEnaeTe co3aaTh WabnoHsl Gainos HOXOAHLIX TEKCTOR.
E> MogpotHee
itror s wnacca: | Mainwindows |
BasoBsIii Knacc: [ QMainwindow -
E! it dpaitn:  mainwindow.h
DN NCXOAHNKOB: mainwindow.cpp
Cosgars dropry:
ain Gopmel: mainwindow.ui
[ genee |
Pucynok 1.6 — CTBOpeHHs Kacy
YnpasneHune NpoekTom
PasmelleHue
KomnnexTel JoBaBnTh KaK NOANDOEKT B NPOEKT: [<He'r> vl
NogpobHee
E» Wror
JNobasnTe noa koHTponb Bepcuii: | <HeT: - ¥npaenenve...
Jobasnaemeie daiine

C:\Lang\MyProjects\Test_CpenGL Labl:

main.cpp
mainwindow.cpp
mainwindow.h
mainwindow.ui
Test_OpenGL_Labl.pro

Pucynok 1.7 — 3aBepIiieHHs CTBOPEHHS TPOCKTY.
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OTpuUMyEMO HACTYITHHU TIPOEKT 3 (aiiamu:

ODain [lpaska Coopka Omnagka Ananms WHcrpymentsl OxHo Cnpaska

TpoeKTEl T @ Br X 4 % mainwindow.cpp = 4 MainWindow: :~MainWindow()

4 [ Test_OpenGL_Labl 1 #include "mainwindow.h"
Test_OpenGL_Labl.pro 2 #include "ui_mainwindow.h"

4 |, 3aronosouHble 3
h mainwindowh 4 MainWindow: :MainWindow (QWidget *parent)

4 L cxogHWKK 5 gMainWindow (parent) ,
<+ main.cpp : 4 . ul (new Ul::MainWindow)
T i i )
(b msivesinitovsop 8 ui->setupUi (this);

4 ¢ Gopmel 3 '

mainwindow.ui

11 4 MainWindow: :~MainWindow ()

12 {

13 delete ui;
14 }

15

OTKPLITHIE AOKYMEHTEI
Test_OpenGL_Labl.pro*
mainwindow.cpp

Pucynok 1.8 — CTBopeHMit IPOEKT

BpaxoByroun, mo Mmu mnpamoemo 3 OpenGL, Ham HeoOXimHO
npomucatu B daiini Test_ OpenGL_Labl.pro nacrymse:

Oain [lpaeka C6opka Omnagka AHanuz WHcTpymeHTel OkHo (Cnpaeka

MpoekTsl 7 @ B X 4« Test_OpenGL_Lab1.pro= ~
4 [ Test_OpenGL_Labl
g Test OpenGL Lablpro |
4 |y 3aronoBOYHblE
h mainwindow.h
4 . Wcxoarvky
<+ main.cpp
e+ mainwindow.cpp
4 4/ Dopmbl
mainwindow.ui

t
Qd
Hauaiis Project created by QtCreator 2014-03-27T21:01:09

O A

@ LW

QT += core guil

0 o ~J

greaterThan (QT_MAJOR_VERSION, 4): QT += widgets

11 TARGET = Test_OpenGL_Labl
12 TEMPLATE = app

5 SQURCES += main.cpp\
16 mainwindow.cpp

© HEADERS += mainwindow.h

OTKpBITEIE HOKYMEHTLI

19
B Test OpenGL_Labl.pro* 20 FORMS += mainwindow.ui
mainwindow.cpp 21

Pucynok 1.9 — IMigxmouenns OpenGL
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Hawm 3Ha7100MThCS OJATKOBHIA KJIaC, TOMY CTBOPHMO HOTO:
Haruckaemo mpaBoro kiasimrero muini wHa Test OpenGL_Labl.pro
Ta BuOupaemo JJodamu noguii....

Qavn [lpaeka Cbopka Oinagka AHanms MHCTpYMeHThl
B X 4« #

Okno Cnpaska

> e

MpoekTel L= Test_OpenGL_Labl1.pro™

Caenats «Test_ OpenGL_Labl: akTMBHBIM NpoekToM

Test,
4}, 3arc Co6pate
h| 0 3anycTuTe gmake
4 L Wex Yc1aHoBMTL
e+ B 3anycute
C++
4 oop Mepecobpate
o Oumctuts

[lo6aBnTb HOBLIA...

[oBaBuTh CyLIECTEYIOWME Qaibl...
Co3gaTb NOAMNPOEKT...

[oBaBuTs BUENMOTERY...

Harth B Tekywiem katanaore...
3akpeITe NpoekT «Test OpenGL Lablx»

CBepHyTb BCE

Pucynok 1.10 — JlonaBanHs kinacy

Ob6upaemo: C++—>Knac C++.

[ HoBwi datin

Buibepure wabnon: Wabnorel ans Deskiop =~

Daiinb 1 KNACCH! | ) KnaccC++ J
< CozA1aHke 33roN0B0UHOTD 1 EXOAHOTD
C++ _J ®arin ncxonreix Tekctos C++ ¢aitnoe C++ noa Hoewil Knacc ans
Qt ) 3aronosourbif dain C++ AoBaBnenus B npoekT C
GLsL n nnatdop
QOcHoBHOE peskton
Python

Pucynok 1.11 — Bubip xacy
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BBomumo nmaHi — Has3Ba Hamioro kimacy Oyae My Paint; nassa
6a3oBoro kiaacy — QGLWidget.

e

[' Macrep knaccos C++

Beeaute nma knacca
E> MogpobHee A

Wror Ha3saHuA daina NCXoAHLX TEKCTOB W 3aronoBoyHoro daiina ByayT nonyyeHs U3
HMEHK Knacca

Wma knacca: My_Faint
Ea30Bblii Knacc: QGLWidget -
Tun Knacca: IFIpom3Bop,Hh|ﬁ ot QObject -

3aronoeouHklil dain:  my_paint.h

Daiin HCXOQHUKOB: my_paint.cpp

MyTe: C:\Lang\MyProjects\Test_OpenGL_Lab1 0bao,

[ R r——

Pucynok 1.12 — HanamryBanHs kiacy

@ [0 Macrep knaccos C++

¥n paBneHwve NpoeKTom
NoapobHee

E» Wror

J0GaBUTE B NPOeKT: [TesLDpenGLfLabl.pro - ]

[NoBaBuTL Mod KOHTPONL BEpCHii: [<He1> '] YNpasneHue...

Hobaensemsie daiins
C:\Lang\MyProjects\Test_OpenGL_Labl:

my_palnt.cpp
my_paint.h

[ 3aBeplnTs ] ’ OTMeHa

Pucynox 1.13 — HanamtyBaHHs Kkiacy
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[ coxpanenve nsmerenmi

VMerTCA HecoxpaHEHHbIE W3MeHeHUA B daiine npoexTa C:/Lang/MyProjects/Test_OpenGL_Lab1/Test_OpenGL_Labi.pro.
| Test_ OpenGL_Labl.pro; C\Lang\MyProjects\Test_OpenGL_Labl

[COXDEHMT!: BCE] ’He coxpaH;m:] ’ OTMeHa

Pucynok 1.14 — 36epeskeHHs 3MiH B IPOEKTI

ITicna 30epeKeHHS 3MIH IOJaJTHCS naui y (arini
Test_ OpenGL_Labl.pro.

Qaiin [Mpaska C6opka Omaaka Axanm3 WMHcorpymentsl OkHo  Cnpaska

MpoekTel 7% @ Br X ¢ % Test_OpenGL_Lab1.pro )
Qt 4 [ Test_OpenGL_Labl

|l Test_ OpenGL_Labl.pro
4 | 3aronoeouHble

(S|

Hauano

Project created by QtCreator 2014-03-27T21:01:09
h mainwindowh
h my_painth

4 L VcxoaHmkA
€+ main.cpp
e+ mainwindow.cpp
€+ my_paintcpp 0

4 & Dopwmel 11 TARGET = Test OpenGL Labl
mainwindow.i 12 TEMPLATE = app -

e e e e

[F -

J o

QT += core gui opengl

% greaterThan (QT MAJOR VERSION, 4): QT += widgets

SOURCES += main.cpp\
mainwindow.cpp \
my paint.cpp
OTKpLITEIE AOKYMEHTBI wIET R
Test OpenGL_Labl.pro
mainwindow.cpp
my_paint.cpp FORMS += mainwindow.uil

HEADERS += mainwindow.h \
my paint.h

my_painth

Pucynok 1.15 —Pe3ynbpTat nogaBanHs Kinacy

HonmaBum  kimac, 3axoaumo y ¢aitn my_painth Ta 3amicts
BUAUJICHOTO TEKCTY Ha MAJIIOHKY:
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Oavin [lpaska C6opka Ornagka AnHanMs WHcrpymedtel OkHo Cnpaeka

MpoeKTbl . my_paint.h v # My_Paint(QObject * = 0)

4 [ Test_OpenGL_Labl 1 #ifndef MY PAINT H
[ Test_OpenGL_Labl.pro 2 $define MY_PAINT_H
4 | 3aronosouHble 3
h! mainwindowh 4  #include <QGLWidget:>
[ n my_painth 5 . ) .
4 VexomHun E 4 class My Paint : public QGLWidget
€+ main.cpp E {
e++ mainwindow.cpp 9
€++ my_paintcpp 10 explicit My Paint (QObject *parent = 0);
4 ¥ Dopmbl 11
mainwindow.ui 12
13
14
OTKpbITLIE AOKYMEHTHI B X 15
m Test_OpenGL_Labl.pro 16
mainwindow.cpp 17
(20 | my_paint.cpp 18 #endif // MY_PAINT H
L NELTES my_paint.h 19

Pucynox 1.16 — 3MiHI0OEMO TEKCT

3aMiHs€EMO Ha HACTYITHE:
public:
My Paint();
void initializeGL();
void paintGL () ;
void resizeGL(int w, int h);

OTpuMy€eEMO HACTyIIHE:

Qavin [lpaska C6opka Ornagka Axanvs WHopymentel OkHo Cnpaska

»

-

MpoeKTbl Gl my_paint.h™ ~ resizeGL{int, int): void

Qt | 4 [ Test OpenGL Labl 1 #ifndef MY PAINT H
H '4 [ Test_ OpenGL_Labl.pro 2  #define MY PAINT H
lauano - - -
1 4 [ 3aronosouHble E
h! mainwindowh 4 #include <QGLWidget>
| A my_painth - , ) ,
4}, Vicxogrmkm f 4 <{:lass My Paint : public QGLWidget
= ma!n‘c!)p 8 public:
<+ mainwindow.cpp - My Paint();
i 9 - H
€+ my_paintcpp 10 void initializeGL();
4/ Dopmbl 11 void paintGL() ;
= mainwindow.ui 12 void resizeGL(int w, int h);
DTK[JI:ITI:IE AOKYMEHTEI _13
Test_OpenGL_Labl.pro J.':: b
mainwindow.cpp 16 #endif // MY_PAINT H
my_paint.cpp 17 - -
my_paint.h*

Pucynok 1.17 — Pe3yipTaT 3MiHH TEKCTY
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Jaumi nmepexoaumo B my_paint.cpp:.

®avin [lpaska C6opka Omnagka Axanms MWucorpymentsr OxHo Cnpaska

MpoekTsl T my_paint.cpp ~ | <Bribepute cMmBON>
O, 4 [ Test_ OpenGL_Labl 1 #include "my paint.h"
rd Test_OpenGL_Labl.pro 2
Hauarts 4 |, 3aronoBouHbIE 3 My Paint::My Paint (QObject #*parent) :
h mainwindowh i QGLWidget (parent)
Pepakrop h my_painth E {
- 4 1, ViexoaHukn o
Y &+ main.cpp

€+ mainwindow.cpp
|“~ my_paint.cpp
Otnanka 4 ¥ Dopmbl

L mainwindow.ui

Pucynok 1.18 — BimoGpaxennss my_paint.cpp

ITigxnmroyaemo 0i10Ti0TEKN:
#include <QtOpenGL>
#include <GL/gl.h>

3MIHIOEMO OIHC KJ1acy Ha:
My Paint::My Paint () {}

I mponncyeMo HacTymHe:
void My Paint::initializeGL() {}
void My Paint::paintGL() {}
void My:Paint::resizeGL(int w, int h){ }

OTtpumyemo:

Darin [paska C6opka Omnagka Adanvs WHcopymentsl OkHo Cnpasxa

MpoekTl e my_paint.cpp™ ~ | # My_Paint::resizeGL{int, int): void

Qt 4 [ Test_ OpenGL Labl 1 #include "my paint.h"

Ha“gm Test_ OpenGL_Labl.pro ‘ #J:_nclude <QtOpencGL>
4 | 3aronosBouHble 3 #include <GL/gl.h>

n mainwindowh b ) )
o h my_painth E 4 My Paint::My Paint()

'S 4 o Woxoaduvkm E i

::: ::::;?nijjowcpp : vo:!.d MyﬁPa::_nt: :iru:. tiglizeGL(){}

& |c” myjaintcp;; ) f VO}d My_Pa}nt: :palr_;tGL() 1;} .

- 10 vold My Paint::resizeGL(int w, int h){ }
oOTnagka 4 Dopmbl 11

i mainwindow.ui

Pucynok 1.19 — BHocuMmo 3MiHH



16

Haui 3axomumo Ha @opmu —>mainwindow.ui:

Qain  [paska C(60pxa OInadxa Aranns  HWcTpymentsl  Oxno  Cnpasga

0 DunsTp Q
v Layouts
3 Spacers
H E utions
(2] Push Buttan
(& Tool Button
@ Radio Button
B Check Box
@ Command Link Button
[%d Button Box
»_ltem Views (Model-Based)
Item Widgets (ltem-Based)
Containers
Input Widgets
. Display Widgets
) Label
41 Text Browser
Wy Graphics View
12, Calendar
2] 10 Number
wm Progress Bar
& Horizontal Line
I vertical Line
[} qpedarativeview
ol © qwebview

o
centralWidget [-] QWidget

menuBar QMenuBar
mainToolBar QloolBar
statusBar QstatusBar

anvindon ; QanIRG
Ceo#cTBO 3nauenmne =
QObject |
objectMame MainWindow E
QWidget
windowModality NonModal
enabled i
geometry 140, 0), 400 x 300]
sizePolicy [Preferred, Preferred, ...
0x0
Wcnonssyerc: Texct fopauan knas Towrrepnoe  Moacxasea maximumsize 16777215 x 16777215
sizelncrement 0x0
baseSize O0x0
Penoxrop aeicranin | Pepaxrop cwnancs u croros LT s -
mirare noncrs [ ewson [T s [T e e -]

Pucynok 1.20 — Mento ®opmu —>mainwindow.ui:

Bugansemo 3aiiBi 00'exTn: maHens, MeHIO — menuBar, manens
iHcTpymeHTiB — mainToolBar Ta statusBar.
Banumraetsest uire QWidget:

(& Tool Button
@ Radio Button
@ Check Box
@ Command Link Button
[ Button Bax

tem Views (Model-Based)
©_Item Widgets (item-Based)
v Containers

Input Widgets

. Display Widgets
T Label
A1) Text Browser
M Graphics View
12| Calendar
) LD Number
m Progress Bar
= Horizontal Line
1NN Vertical Line
[ QDeclarativeview

phil nomck (CE

Avanms  Wnapywentol Owro G
g

Vienonssyercs Tekct

npaeka
w 1
.

Topayan knas Tou|

Ofbext Knace
+ MainWindow QMainWindow
5@ centralWidget [7] QWidget

DhnsTy
MaiaWindows : QMainWindow

CeoicTso Inauenme

enabled ]
4 geometry ({0, 0), 400 x 300]
x 0
¥ 0
Wipkra 400
Bricata 300
sizePolicy [Preferred, Preferred, 0, 0]
I , | v minimumsize  0x0
P——— ‘ T ‘ > maximumSize 16777215 x 16777215 =
Peaynutatsi nowcea JJEN euieon np oon JE0 wowcom c Bl voricons Q135 B Ocwomnwe cootuers JE3 z

Pucynox 1.21 — Burmsig gpopmu micist 3MiH
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Hami momamo aBi kuomku (Push Button): omma motpibHa st
BUXOJy, IHIIA — JUIS 3aIlyCKy HpOrpaMH Ha MaJIOBaHHA. TakoX I01aMo
tekct (Label), 3miHrMO po3mip, mpudt T2 OTpUMaEMO HACTYITHE:

Dadn [paska C(6opxa Opsagka Awams Mwcipyments Owwo  Cnpasga

SRR EN=SHT
owsTp of- - - Ofbert Knacc &
Layouts Zaganne na nabopa R + MainWindow QMainWindow
. — TOPHYIO pP3boTy: 4 5§ centralWidget [7] QWidget
H B Buttons label © glabel
IR (o) push Bution HeoBxoAnMo HapUCOBaTE PUCYHOK 1abel_2 © QLabel
L & Tool Button U3 NPOCTLIX HUrYP € UENONb30BAHUEM pushButian ﬂ QPushButtan
" . pushButton_ 2 =) QPushButton
2 | @ Radio Button . PyHkuWiA OpenGL: .
B Check Box Sescioasteeose Danetp ]
© Command Link Button I HapucosaTs MainWindow : QMERWiRdaw
x| Button Box CeoRcTeo 3nauerme B
Item Views (Model-Based) - - - objectName MainWindow
tem Widgets (tem-Based) I Bbixon 2
MCEH:;!ME I ETTT YT enabled V|
put Widgets - L - a et 0), 400 x 300] 3
4 Display Widgets geometry ({0, 0), 400 x 300]

O Label 0
A1 Text Browser 0

T Graghics View e
[ia] Catendar Ompasiens Curwan  Monyuatens  Caor Brcora 300
] LcD Number sizefolicy [Preferred, Prefermed, 0, 0]

minimumsize  0x0
= Progress Bar § =
— maximumSize 16777215 16777215
= Horizontal Line I t 0x0
I vertical Line ’D‘::e';‘:’““ 0"0
i x
QDeclarativeView
4 font A [MS Shell Dig 2. 8]
Wpwd MS Shell Dig 2
Pasmep 8
Kuapmsii I 5

Paankrop AECTENA | PeqaKTop GHTHaNOR U ChATOR ‘ i »

() #- Seicrpei nowck (Ce. 1 [ 2 mmmmmnaummun:mmmm_
Pucynok 1.22 — ®opma 3aBaHHs

Hani ana xHomkm «Buxin» obupaemMo 3MiHEHHS CHUTHAaJIiB/CIIOTIB
(F4) Ta npoBOAMMO CTPINIKY:

[+EETEN Ceopka Otnagka AxHanms WMucrpymeHTsl OkHo Cnpaeka

OTMeHHTs Mepemeluerue knasuweH Ctrl+Z m

MoBTOpUTEL AelCTENE Ctrl+Y

Boipezate Ctrl+X boparopHyro paborty:
Konwuposate Ctrl+C

Bcrasuts Ctri+V/ REE[PDICEIES [PIISREEE
BCTaBMTL M3 MCTOpUK Bydepa obmeHa Ctrl+Shift+V P € MCNonNeE30BaHUEM
Yaanute L:

BblaennTs BCE Ctri+=A L I
AdononHutensHo 4

MNownck/3amenHa » o .
MNMepeT K CTPOKeE... Ctrl+L s Bbixon .
Bbi6paTh KOAMPOEKY... Bea :

VzmeHeHve BUIKETOB F3

MameHeHwve curHanos/cnotos F4

Vi3MeHeHWe NapTHEPOB

Vismenenvie nopaaxa o6xona —

Pucynok 1.23 — CtBopenHs KHONKH «Buxim»
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Osin [paska CGopxa Opnaaxa Awamis Mecipywestsl Oweo  Cripas,
invdndos.ui -ERERBENENT

Ofvert Knace
4 MainWindow QMainWindow
3apanme na naGopaTopHywo pabory: 4 5§ centralWidget [/] QWidget
label Qlebel
HeobxoarMo HaprcoBaTL PUCYHOK label_2 D QLabel
M3 MPOCTBIX GUryp € MCNOfb30BaHUEM pushButton (=] QPushButton
o . pushButton 2 (2] QPushButton
. Gyriumia OpenGL: 1 -
&' Hacrpolika coeanrierna
l Hapucosate I
pushButton_2 (QPushButton) MainWindaw [ QMasnWindow)
= dlicked) [
pressed()
- - . released()
toggled(bool)
Ompaswens Cvrvan Monysatens  Cror | |
Vamerarme VaeHTe...
MMoKAIHBATE CHIHARG W CROTH, yHACTeausaKHL5E oF (Viidget
OTnenn
4 font A [Ms Shell Dig 2, 8]
Wpwer MS Shell Dig 2
Pasuep 8
HKipHeiA -
Pegawrop geficranii | PegakTop cirvanoa W cnoTos

Pucynok 1.24 — CtBopeHHs KHOTIKH «Buxim»

[Micns uporo BiakpHeThes BikHO «HamamtyBaHHs 3’€IHAHHS», Ha
skomy HeoOximHo uOparu clicked() ta close(), BBiMkuyTH [lokasyBatu
CHUTHAJIBI Ta CJIOTH, ycragkoBadi Bix QWidget ta Hatucnytu OK.

m,.i HacTpoiika coeamHeHma

pushButton_2 (QPushButton) MainwWindow (QMainWindow)
clicked() + | |closeQ =
clicked(bool) deletelater()
customContextMenuRequested(Ql hide()
destroyed() 3 lower() E
destroyed(QObject*) raise()
objectNameChanged(QString) repaint()
pressed() setFocus()
released() - show()
< | 1 | 3 showFullScreen() -
W3MEHUTB...
MNoKazelBaTe CHIHANLI W CNOTHI, YHACNeaoBaHHLEe oT QWidget
[ OK ] I OTMeHa

Pucynok 1.25 — Bikao «HanamryBaHHs 3’ € JHAHHS
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OTpruMaemMo HaCTyITHE:

Oain [paexa Copxa Ommaaxa Anamms  Mecpymens  Owvo  Cnpaexa

IMotim HaTtuckaemo 3mineHHs BimkeTiB (F3).

3apanne Ha nabGopatopryro pabory:

HeobxoanMo HapMCoBaTL PUCYHOK
M3 NPOCTBIX (UIYP € MCMOMb30BAHNEM

byHrkuwii OpenGL:
oconan |
C e |

Omnpaswrens Carvan
pushBution_2 clicked()

Nonysareas  Cnot
MainWindow ~ close()

Osvert Knacc i
4 MainWindow QMainWindow
4 5§ centralWidget [/] QWidget
label © Qavel
label_2 T QLabel

pushButton [z QPushButton
pushButton 2 () QPushButton

v
[pushBution_2 : Qrushuttan

Caodcreo 3HaueHne

objectName  pushBution_2

enabled v =
4 geometry 1230, 240, 151 x 41

X 230

Y 240

Wipna 151

Pucynox 1.26-Pe3yneratn HamamryBass

Oain [paexa C6opxa Ommaaka Anamms  Mecpymens  Owvo  Cnpaesa

y (8 Too! Button
Poeain | @ Radio Buttan
B Check Box
€ Command Link Button
arnanea (g PN

N

’—I Containers
J Input Widgets
|- Display Widgets

L O Label
A1) Text Browser
-

3anyckaemo nporpamy Ctrl+R ta orpumyemo:

Ttem Views (Model-Based)
Item Widgets (Item-Based)

3apaune Ha naboparopryio pabory:

Heobx0AMMO HapUCOBaTL PUCYHOK
13 MPOCTBIX UMY € UCNOAL30BAHWEM
byHKumMi OpenGL:

—

=

Ompagutens Curh Monywarens  Caot

pushBution 2 clicked() ManVWindow _close()

Ogwext Knace e
4 MainWindow QMainWindow
4 B centralWidget [ QWidget
label T Qlabel
label 2  QLabel

pushButten () QPushButton
pushButton 2 [ QPushButton

pushButton_2 : QPushButton

Caodcreo Inauenme B

objectName pushButtan_2

enabled o] L
4 geometry 1(230, 240), 151 x 41]
X 230
Y 240
Wipana 151

Pucynok 1.27 — PesynbraTil HanamryBaHs
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®ain [Dpaeka [MEs6l<N Otnagka Axanns MWMucrpymentsl OkHo

VE S %

3anyctntb
3anycTnTe bes yCTaHOBKM
Ony6avKoeaTh NpoekT «Test_OpenGL_Labls...

Cnpaska

Cobpats BCE Ctrl+Shift+B
/% Co6patb npoekT «Test OpenGL_Labl» Ctrl+B

3anyctuTe gmake

Cobpats dain «mainwindow.uis» Ctrl+Alt+B

YcTaHoBMTL BCE

YcTaHoEMTL NpoekT «Test_OpenGL_Labls

MepecobpaTe sCé

lNepecobpats npoekT «lest_ OpenGL_Labl»

QuncTuTL BCE

Ouuctntb NnpoekT «Test OpenGL Labls

OTMeHUTE cbOpKY

Ctrl+R

OTKpbITE BLIBOP KOMMAEKTa A5 CEOPKM M 3anycKa...

FBTOWSET

9@ Graphics View

12| Calendar

LCD Number

@ Progress Bar

= Horizontal Line
[l Vertical Line

@ QDeclarativeView
© qwebview

pushButton_2 clicked()

Pucynox 1.28— 3amyck mporpamu

"ln | MaiWindow = e

3Zaganne Ha 1abopaTopHyto pabory:

Heobx0AMMO HaPUCOBATE PUCYHOK
M3 MPOCTLIX GUIYP C MCMOML30EaHMEM

dyHKUMA OpenGL:

Pucynox 1.29— Po6ota nporpamu

IMainWindow

clo
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Hartuckaemo «Buxim» Ta ams akTuByBaHHS KHOIKH «HamamoBatm
pOOMMO HaACTyITHE:
3axoaumo y mainwindow.h:

Qaiin Mpaska C6opka Omnagka AHanuz MWHcipymentsl OxHo  Cnpaska

mainwindow.h

ifndef MAINWINDOW H
#define MAINWINDOW H

+ <BuepuTe camson>

TpoekTsl
4 [ Test_ OpenGL_Labl
Test OpenGL Lablpro
4 |}, 3aronoBoukHble

Qt

Hauano

Wn e

|’ mainwindowh #include <QMainWindow>

h my_painth )
4 WexonHmukw namespace Ui {
- ! class MainWindow;
€++ main.cpp

}

<++ mainwindow.cpp

€+ my_paint.cpp class MainWindow : public QMainWindow

4 # Dopmbl {
mainwindow.ui Q OBJECT
public:
explicit MainWindow(QWidget *parent = 0);
~MainWindow() ;
OTKPLITLIE AOKYMEHTE!
&) - — private:

Test_OpenGL_Labl.pro
mainwindow.cpp
mainwindow.h
my_paint.cpp
my_paint.h

Cnpaska Ui::MainWindow *ui;

Y

#endif // MAINWINDOW_H

Pucynok 1.30 —3aronoBounuii daiin mainwindow.h

Jonaemo:
private slots:
void on_pushButton clicked();

Oain [Mpaska C6opka Otnagka AHanus MHCTpymeHTsl OkHo Cnpaska

mainwindow.h*

Mpoexrel on_pushButton_dlicked(): void

Ot 4 Test_OpenGL_Labl #ifndef MAINWINDOW H
H 4 [ Test_ OpenGL_Labl.pro #define MAINWINDOW H
auano -

4 s 3aronosouHbie

| n mainwindowh #include <@Mainwindow>

T s W e

h my_painth
4 na o
4 L VicxoaHukn namespace Ui {
class MainWindow;
€+ main.cpp

i

<+ mainwindow.cpp
e+ my_paintcpp
4 4 OopMmbl

4 class MainWindow : public QMainWindow

ﬂ mainwindow.ui @ _OBJECT
Il
Mpoexibl public:

explicit MainWindow(QWidget *parent = 0);
~MainWindow() ;

L)

(> jprivate o
Cnpasia void on pushButton clicked();
OTKPLITBIE AOKYMEHTbI -
Test_OpenGL_Lab1 provate:
es., Ezen —Lablpro 22 Ui::MainWindow *ui;
mainwindow.cpp 23 1;

mainwindow.h*

my_paint.cpp
my_painth

#endif // MATNWINDOW_H

Pucynox 1.31 — 3amina psaakis B ¢aiini
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3axonumo B mainwindow.cpp:.

Jlomaemo:
#include "my paint.h"

Ta mponucyemo GYHKIIIO y BITBHOMY MiCI KOZY:
void MainWindow::on pushButton clicked()

My Paint *opengl window = new My Paint;
opengl window->show () ;

Qarin [paska Cbopka Otnaaka AHanms WHcTpymenTsl OkHo Cnpaeka

MpoekTsl

mainwindow.cpp ~ | <BuibepuTe cuMBON>

4 [ Test_OpenGL _Labl 1 #include "mainwindow.h"
Test_OpenGL_Labl.pro 2 #include "ui mainwindow.h"
4 |, 3aroNosouHsle 3
h mainwindowh 4 MainWindow: :MainWindow (QWidget *parent)
h my_painth 5 QMainWindow (parent),
4 1 ViccoaHukn E 4 ; ul (new Uil::MainWindow)
8 ui->setupUi (this) ;
(£ manwindowepp .} g
@+ my_paint.cpp 10
4 4 Gopmbl 11 4 MainWindow: :~MainWindow()
. mainwindow.ui ] {
.l“ delete ui;
Test_OpenGL_Labl.pro b
D main.cpp
mainwindow.cpp
e mainwindow.h*
: - my_paint.cpp
e my_painth

Pucynoxk 1.32 — Burmsp ¢aiiny mainwindow.cpp
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OTpuMy€eMO HACTYIIHE:

23

Qain [lpaska C6opka Ornagka Ananms Mucipymedtsl QkHo Cnpaska

MpoexTel 3
4 [ Test_ OpenGL_Labl

1

Test_OpenGL_Labl.pro 2

4 |}, 3aronoBounble 3

. mainwindowh -

h my_painth -

4 L Voxoanukn -
<+ main.cpp s

|e++ mainwindow.cpp -

<+ my_paint.cpp LE
Otnagka 4 4 Dopmsl 11
mainwindow.ui 12

13

14

OTKPBITHIE AOKYMEHTHI ~B X L‘i
Test_OpenGL_Labl.pro 17
main.cpp 18
mainwindow.cpp* % 3
ZU

my_paint.cpp 21
22

my_painth

2 4 MainWindow:

mainwindou.cpp* ~ |/ MainWindow: :on_pushutton_clicked(): void

#include "mainwindow.h"
#include "ui_mainwindow.h"
#include "my paint.h"

MainWindow: :MainWindow (QWidget *parent)
QMainWindow (parent),
4 ui(new Ui::MainWindow)
{
ui-»setupUi(this);

¥

:~MainWindow()
{
delete ui;

}

4 void MainWindow::on_pushButton_clicked ()
{
My Paint *opengl window =
opengliwindowf>show() ;

new My Paint;

Pucynok 1.33 — Burusin ¢aiiy mainwindow.cpp micist BHECEHHX 3MiH

Hani nogaemo dyHknito B my_paint.h, 8 kmacc My Paint:

scene () ;

B+

4 3 Test_OpenGL_Labl
Test_OpenGL_Labl.pro
4 | 3aronoBoYHblE
h mainwindow.h
\ h my_painth
4 ¢, Vicxoarnkm
<+ main.cpp
<++ mainwindow.cpp
<+ my_paint.cpp
4 ¢ Dopmel
mainwindow.ui

Hauano

PepaxTop|
%

&

IZ]Th'[J bITble A0KYMEHTBI 4
Test_OpenGL_Labl.pro
main.cpp
mainwindow.cpp
mainwindow.h

my_paint.cpp
my_paint.h*

MpoexTbl

]

e

CnpaBka

B+ X

Qarin [lpaska Cbopka Omnagka AHanmz MHcopymentsl OkHo Cnpaska
X &

~ | # scene(): void

#ifndef MY PAINT_H
#define MY PAINT H

#include <QGLWidget>

€ 4 class My_Paint public QGLWidget

{

8 public:

g My Paint();
10 void initializeGL();
11 vold paintGL();
12 volid resizeGL(int w, int h);
13
1-.
15 bi
16
17  #endif // MY PAINT H
18

Pucynok 1.34 — lonaBanns pyHkuii
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3anocuMo ko B (hyHKIIiT (yce poOuThes B Gaiimi my_paint.cpp):
Iepexoaumo B my_paint.cpp:

Oaitn [paska C6opka Omnagka Axanws UWHcrpymentsl Okvo Cnpaska

my_paint.cpp™ ~ | 4 My_Paint::resizeGL(int, int): void

MpoekTel

4 @ Test OpenGL Labl 1  #include "my paint.h"
Test_OpenGL_Labl.pro 2 #include <QtOpenGL>
4 |, 3aronogoussle 2| #include <GL/gl.h>
. mainwindow.h =
h my_painth E 4 My Paint::My Paint ()
4, Ncxoasuke f i
::: ::::;/\Tnl::jowtpp 8 void MyﬁFa:?_nt: :inJ;tializeGL() {1
- . 9 vold My Paint::paintGL(){}
|WA 10| wvoid My Paint::resizeGL{int w, int h) { }
4 4 Gopmbl 11

mainwindow.ui

OTKpBITHIE JOKYMEHTEI B+

Test_OpenGL_Labl.pro

= main.cpp

Ll mainwindow.cpp
5?\ mainwindow.h

Cnpanka my_paint.cpp*

my_painth

Pucynok 1.35 — Burmsin ¢aiiry my_paint.cpp

Jnst poro B Gaiiai my_paint.cpp BUALISIEMO Ta BUKOHYEMO 3MiHY Ha
KO/, 0 TIPUBEJICHO HIKYE (BCE pOOUTHCS B (aiiii):

Maidn [lpaska C6Hopka Omnagka AHanws MHcrpymeHTel OkHo Cnpaska
X 4 9
4 [ Test_ OpenGL Labl 1 #include "my paint.h"
[T Test_OpenGL_Labl.pro #include <QtOpenGL>
4 |}, 3aronosouHble #include <GL/gl.h>

n mainwindow.h

my_paint.cpp ~ |/ My_Paint::resizeGL(int, int): void

4 My _Paint::My Paint()

n my_painth
4 . NooaHukn - i
:: ma!n.c!:\;:j 8 oid My Paint::initializeGL(){}
w 9 oid My Paint::paintGL(){}
|% 10 oid My_Paint: iresizeGL(int w, int h) { }
4 4 Dopmel 11

mainwindow.ui

v

MpoexTb | OTKPHITHE fokymerTel ¥ | Hr X

m Test_OpenGL_Labl.pro
main.cpp
mainwindow.cpp
{ 2 | mainwindow.h
my_paint.cpp
my_painth

Pucynox 1.36 — 3amina xony B daiini my paint.cpp
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void My Paint::initializeGL()
{

//OBpaTu GOHOBIMIA (OUMILYIOUML) KOJIip

glClearColor(1.0,0.84,0.0,1.0);

//glClearColor (r,g,b,t); e, r-uepBOHWIZ KOJIip, g-3eJleHmi, b- rosyowi, t-
IPO3PayUHiCTE .

//3amaemMo pexyM OBpPOOKM TMOJIITOHIB — MEepelH Ta 3aiHio YaCTUHM,
//ToniroHy MNoBHiCTO 3abapboBaHi
// (MOXHa MpocTo BimoGpaxyBaTy OCPaMIIEHHS)
glPolygonMode (GL_FRONT AND BACK,GL FILL);

}

void My Paint::resizeGL(int nWidth, int nHeight)

{
//BCTaHOBIIIOEMO TOUKy OIVIANy. OCTaHHl IBa MapaMeTpa OOHAKOBI -
// wWoG He NOopyllyBaTM MPONOPL1I y UMPOKMX SKpaHiB
glviewport (0, 0, nWidth, nHeight);

//BCTaHOBIIIOEMO PEXVM MaTPMLIL
glMatrixMode (GL_PROJECTION) ;

//3aBaHTaxyeMO MaTPULIO
glLoadIdentity () ;
}

void My Paint::paintGL()
{
struct MyThread : public QThread {using QThread::msleep;};

//OuyeMo expaH
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);

//BCTAHOBUTY IPOEKII10:

//3amaeMo pexvM MaTpMLil

glMatrixMode (GL_PROJECTION) ;
//3aBaHTaxyeMO MATPULIO
glLoadIdentity () ;
glOrtho(0.0,600.0,0.0,400.0,-1.0,1.0);

//TyT MajioeMo — Iyl 3pydYHOCTL B OKpeMin byHkiil
scene () ;

//BEIBOIVMO Ha €KpaH
swapBuffers () ;

MyThread: :msleep (100000) ;
}

void My Paint::scene ()

{
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//3amaeMo KoJIip B306pakeHHs

gglColor (Qt::red);

//TourHaeMo BiOPMCOBKY, apryMEHT O3HAuae BiIPUCOBKY MNPAMOKYTHMKA .
//Koxumii BUKIMK glVertex3f samae omHy BEpUMHY MIPSMOKYTHUKA
glBegin (GL POLYGON) ;
glVertex3f(50.0,350.0,0.0)
glvertex3f (250.0,350.0,0.0
glVertex3f (250.0,150.0,0.0
glVertex3f(50.0,150.0,0.0)
glEnd () ;

; //KoopmyHaTty kBampara
)i
)i

’

//Crpinka BTOPY
glColor3£(0.0,0.75,1.0); //Obupaemo TOIyOMIA KOJI1ip
glBegin (GL POLYGON) ;

glvertex3f (400.0,275.0,0.0); //KoopmiHaTy TPMKYTHUKA
glVertex3f (475.0,375.0,0.0);
glVertex3f (550.0,275.0,0.0);

glEnd() ;

glBegin (GL POLYGON) ;

glvertex3f (435.0,275.0,0.0); //KoopmiHaTy kBampaTa
0,0 ;

glVertex3f(515.0,275.0,0.0) ;
glVertex3f (515.0,175.0,0.0);
glVertex3f (435.0,175.0,0.0);

glEnd() ;

//Crpinka miBopyd
glColor3£(0.0,0.75,1.0); //OBvpaemo ToyOrii KOJIip
g1Begin (GI, POLYGON) ;

glvertex3f(350.0,25.0,0.0); //KoopmiHaTyi TPUKYTHKA
glVertex3f (250.0,100.0,0.0
glVertex3f (350.0,175.0,0.0

glEnd () ;

)i
) .

’

glBegin (GL POLYGON) ;
glVertex3f (350.0,140.0,
glVertex3f (525.0,140.0,
glvVertex3f (525.0,70.0,0.
glVertex3f (350.0,70.0,0.
glEnd() ;

0.0); //KoopmHaTy KBampara
0.0);
0);
0);
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Qaiin Mpaska CEopka Ornagka Awanvs Ucipymentsl Owio  Cnpaska
MpoexTe! e > B
4 Test OpenGL_Labl #include "my_paint.h"
Test_OpenGL_Lablpro 2 #include <QtOpenGL>
4 ), 3aroN0BOuHbIE 3 #include <GL/gl.h>
h mainwindowh 4
h my_painth
4 1 Vicxoamkn
<+ main.cpp
<++ mainwindow.cpp
[e++ my_paintcpp
4 ¥ Qopwmel
mainwindow.ui

X & % o my pantcop R

aint: initializeGL(): void ~Crpoka: 8, Cronbeu: 1 B+ X

B

4 My Paint::My_Paint ()

}
4 poid My Paint::initializeGL()
{

//BubpaTs boHOBMiT (owumanml) uBeT
glClearcolor(1.0,0.84,0.0,1.0);
//glClearcolor(r,qg,b,t); The, r-KpacHHI LBeT, g-3eJleHHl, b- TosiySolf, t-Npo3padHOCTE.

OTKpLITHIe JOKyMEHTE ¥ Br X
Test_OpenGL_Lablpro
maincpp
mainwindow.cpp
mainwindowh
my_paint.cpp*
my_painth

//3anaem pexymM OBpPaGOTKU MOIUTOHOB — NEPEIHOD U SaIHOD HacThb,
//HOMUTONE NOMHOCTEI SaKpameHHHe
//(a MoEHO NPOCTO paMKy OTOCPAZaTE)
glPolygonMode (GL_FRONT_AND_BACK,GL_FILL);
i

4 void My Paint::resizeGL(int nWidth, int nHeight)

//YcranaBmiBaeM TOYKy o63opa. IlocielHue IBa NapaMeTph ONMHAKOBH —
// 4rofm He HApymaTs NDOTOPLMI y IMPOKIX SKDaHOB

// (MoXETE MOBKCIEPUMEHTUPOBATD)

glViewport (0, 0, nWidth, nHeight);

//YycTaHaBmMBaEM DeXVM MaTPULE
g1MatrixMode (GL_PROJECTION) ;

//3arpyxaeM MaTpuULy
glLoadIdentity();
1

34[4 void My_paint::paintGL()

t MyThread : QThread {u

QThrea sleep;};
//Ouvmaem skpan
glclear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

//¥craHoBuTe nNpoerwmo:

//3anaem pexmms MaTpuus

glMatrixMode (GL_PROJECTION) ;
//saTpyxaeu maTpuuy

glloadIdentity();

glortho (0.0, 600.0,0.0,400.0,-1.0,1.0);

//3necs pucyem - ana yno
scene();

TBa B OTHENBHof dYHKIME

W

//BHBOmMM Ha SKpaH
swapBuffers();

MyThread: :msleep(100000);

4 void My Paint::scene()

//Sanaem nser M3COpaxeHMA
qglcolor () ed) ;
//HaumHaem oTpucoBky,
//Raxmeit Busop glVertex3f
glBegin (GL_POLYGON) ;
glvertex3f (50.0,350.0,0.0);
glVertex3f(250.0,350.0,0.0);
glvertex3f(250.0,150.0,0.0);

OYTONEHMKA .
ra

//KoopIMHaTH KBafpaTa

Pucynox 1.37 — Pe3ynbrar
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Temnep 3amyckaemo mporpamy:

[= | MainWindow [ e
Jagarne Ha nabopatopHyro pabory:

HeoBx0aMMO HapUCOBAaTL PUCYHOK
M3 MPOCTLIX BUMYP € UCNOMNb30BAHMEM

cbyHrUMA OpenGL:

Pucynok 1.38 — Burisin romoBHOTO BiKHA IIPOTpaMu

Hatuckamo «HamamioBaTu» Ta OTpUMYEMO M€ OJHE BIKOHIIE
(Test_OpenGL_Labl):

| | Test OpenGL _Labl = =

t
-

Pucynox 1.39 — Pesynbrar poboTH nporpamu

3akpuBaemo BikHO Test OpenGL_Labl, micis goro HaTHCKaeMo
«Buxiny.
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1.4 3aBiaHHd HAa BUKOHaHHA JabopaTopHoi podoTu

BukopHCTOBYIOUM TPUMITHBH «TOYKa», (IHIA», «TPUKYTHHKY,
«YOTUPUKYTHUK» Ta «MHOTOKYTHHK» 300pa3utu Qirypy, BKazaHy Yy
BapiaHTi.

Tabmuns 1.1 — Tabnuns BapianTiB

1. 9.
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IIpomossxenns Tadmmmi 1.1

13.

14.

16.
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IIponoskenus Tadmwi 1.1

AN

2

1.5 3micT 3BiTY

VY 3BiTi MaroTh OyTH BimOOpaXKeHi TaKi MHUTaHHS: MeTa POOOTH;
3aBIaHHs 10 Ja0OpaTOpHOi poOOTH; (aiii mporpamMu; pe3yabTaTH podooTH
MpOTpaMu; BUCHOBOK.

1.6 KonTpoabHi nUTaHHSA

1.6.1 Omnwumits cxian 6i6miorex OpenGL.

1.6.2 Sxum umaOM OpenGL inTerpyerscss B oOpaHe cepeoBHILE
po3pobOKu?

1.6.3 SIx mporpaMHO OIUCYETHCS BIAPHUCOBKA IPUMITUBY?

1.6.4 OnuuriTe (QyHKLIIO BKa3zaHHS KOOPAMHAT BEPIIMHHU (irypwu.
SIxi napameTpu BoHa npuitmae?

1.6.5 Omuiite ¢yHKUiI0 BCTAaHOBJIEHHS KOJNBOpY. SIKi mapamerpu
BOHa npuiimMae?
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2. JABOPATOPHA POBOTA Ne 2

«ManwBaHHsA TPUBUMiIpHHUX 00’ €ekTiB. OOepTaHHA»

2.1 Meta podoTn

HaBuntncs mpamoBatn 3 TpUBHMIpHMMH —(QirypamMu Ta iX
MIOJIO’KEHHSIM.

2.2 Ctucai TeopeTruuHi Binomocti

2.2.1 CTtBopeHHsI TPUBUMIiPHHUX 00’ €KTIiB

PosrnsgHeMo HEBENWKHWI NMPUKIAJ, MONEPENHBO O3HAHOMHUBLINCH 3
HEOOXITHUMHU KOMAaHIaMH.

glColor3f Bumarae Ttpu peuoBux (float) umcen, a glColor3i -
BuUMarae Tpu Iinux (int) dmcima. AHAJTOTIYHUA CHHTAKCHC MAIOTh 1 1HIII
komauaau OpenGL. Ilpu 3ammcy ¢yHKIiH B pedoBiii ¢opMi apryMeHTH
nexxatb B iHTepBam [0,1], a B wmijgouMcensHi ¢dopmi - JiHIAHO
BiTOOPaXYIOTHCS Ha IEd iHTepBas, TOOTO IUIs 3aBIaHHS O110TO KOIBOPY
mijouricenbHa popma Oyze BUTIISIATH:

glColor3i(2147483647, 2147483647, 2147483647) — xodmip

MPUMITHBIB.

glBegin(GL_POLYGON) — Bu3Ha4a€ TOYKY BXO/Y B IPOIIEC

MaJTFOBaHHs rpaigHOTO MPUMITHBY.

glVertex3f(0.25, 0.25, 0.0) — mae dopmar mno ananorii 3 glColor,
OJTHAK y SKOCTI apryMEHTIB MNpHIMaEe KOOPJMHATH TOYOK TPHOX Ocei
KOOpAMHAT. Y BHIAAKy 3 MAJIIOBAHHSAM JBOBHUMIpHUX (iryp KoopawHara
10 OCi ITPOCTOPY 3ATHIIAETHCS HYIHOBOIO.

glEnd () — Bu3Hauae 3aKiHYCHHS MAJIFOBAHHS IPUMITHBY, 33]JAHOTO B

glBegin.

glMatrixMode(GL_PROJECTION) — BCTaHOBIIOE TPOEKILIO
BiZJOOpakeHHsI. 32 3aMOBYYBaHHSM — OPTOTOHAJIbHA.

glutinitDisplayMode(GLUT_SINGLE|GLUT_RGB) -
BCTAHOBJIIOE BIIACTUBOCTI BiKHA BiJIPUCOBKH 1 KOJIIPHY MOJEIb.

glutinitwWindowSize (600600) — BcTaHOBNIOE pO3Mip BiKHA B
MKCesX.
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glutlnitwWindowPosition (100100) — BcTaHOBIIOE TO3HUINIO BiKHA Ha
eKpaHi.

glutCreateWindow ( ' Polygon ') — cTBoproe BiKHO 3 3aIaHUM
iM'sIM.

glLoadldentity (); — ckunanus Oydepy neperisiy.

gluPerspective( 45.0f, (GLfloat)width/(GLfloat)height, 0.1f,
100.0f ); — BuOMpae CriBBIAHOMICHHS PO3MipiB BiKHA IPOPHCOBKH

glRotatef (RC1, 1.0f, 1.0f, 0.0f); — Bu3Ha4yae moBopoT Qirypu 3a
3a/laHUM B 3MIHHIN KyTOM.

2.2.2 ®yukuii podoTtu 3 06’KTOM

KepyBanHs1 kameporo 3a JONOMOT'OI0 MHIII:
# mainscene.h

class MainScene : public QGLWidget

{
Q OBJECT

private:
QPoint pressPosition;
QPoint releasePosition;
GLfloat xAxisRotation;
GLfloat yAxisRotation;
GLfloat zAxisRotation;
GLfloat currentWidth;
GLfloat currentHeight;

#mainscene.cpp

vold MainScene: :mousePressEvent (QMouseEvent *event)
{

pressPosition = event->pos();
}

vold MainScene: :mouseMoveEvent (QMouseEvent *event)

{

xAxisRotation +=(180* ((GLfloat)event->y () - (GLfloat)pressPosition.y()))/ (currentHeight) ;
yAxisRotation +=(180* ((GLfloat)event->x () - (GLfloat)pressPosition.x()))/ (currentWidth) ;

pressPosition = event->pos();

updateGL() ;
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CamocrTiitHe oOepTaHHs 00’ €KTa:
glRotatef (rc, 0.0, 1.0, 0.0f); // dyuxuisa obepraHHs
rc -= 0.15f; // xyT 1 HanpsMOK I[IOBOPOTY

2.3 MeTtoanka BUKOHaAHHA JabopaTopHoi poboTn

2.3.1 CrBopenHs Jirep

Hamamioemo nBi o0epToBi mitepu (MOXKHa BUKOPHCTOBYBATH OY/b-
SIKI METOJIN).

0.8

0.6

0.5 |

0.3 |

1 7 S 4
I L I L L L L I L L L

01 oz 03 04 03 0B 07 08 09 1.0 11

v
=

Pucynok 2.1 — Cxemaruune 300paxeHHs JIiTep

Jlitepa “F” (0.2,0.4,0.2)-8
(0.1,0.1,02)-1 (0.3,04,02)-9
(0.1,0.7,0.2) - 2 (0.3,0.3,0.2) - 10
(0.5,0.7,0.2) - 3 (0.2,0.3,0.2) - 11
(0.5, 0.55, 0.2) — 4 (0.2,0.1,0.2) - 12
(0.4,055,0.2) -5 Tlitepa “A”
(0.4,0.6,0.2) -6 (05,0.1,02)- 1

(0.2,0.6,0.2) - 7 (0.7,0.7,0.2) - 2
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(0.8,0.7,0.2) - 3 (0.65,0.25,0.2) - 8
(1.0,0.1,0.2) — 4 (0.675,0.35,0.2) - 9
(0.9,0.1,0.2) -5 (0.825,0.35, 0.2) - 10
(0.75,0.55,0.2) - 6 (0.85,0.25,0.2) - 11
(0.5,0.1,0.2) - 7

Z — 11e KOOPAWHATH 3a/IHBOI CTIHKH JIITEPH

[Iepeitnemo Ge3mocepenHBO 1O KOAY MPOTPaMH

#include "figuregl.h"

#include <QtOpenGL>

#include <GL/gl.h>

GLfloat rc;// KyT moBopoTy JjiiTep

figureGL: :figureGL ()

void figureGL::initializeGL()
{
//3amaemo koJiip boHy OpenGL BikH1
gglClearColor (Qt::black);
}
void figureGL::initializeGL (QColor rgb)
{
gglClearColor (rgb); // Bubupaemo kojsipuy nanitpy Twuny RGB
}
void figureGL::resizeGL(int nWidth, int nHeight)
{
// BCTAHOBJIOEMO TOUKY OTJIAIY .
glViewport (0, 0, nWidth, nHeight);
// BCTAHOBJIOEMO PEXVM MAaTPUIL .
glMatrixMode (GL PROJECTION) ;

// 3aBaHTaxyeMo MaTpPULID
glLoadIdentity () ;

glClearDepth (1.0f); // IozBojgemo oumimeHHs Oydepa
TIMOMHU

glEnable (GL_DEPTH TEST); //J0o3BONAEMO TeCT TJIMOWHM

glDepthFunc (GL LEQUAL); // Twun TecTy IJIMOMHM

glHint (GL PERSPECTIVE CORRECTION HINT, GL NICEST);

// ToninmeHHa B OOUMCJIEHH1 NEPCIEeKTUBU

glEnable (GL_BLEND); // Jo3BondeMO 3MimyBaHHS



}

glBlendFunc
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// BkaszyeMmo crnocib sMimyBaHHS

void figureGL::paintGL()

{

}

void figureGL: :scene ()

{

glClear

(GL_COLOR_BUFFER BIT |

// OuucTuru expaH 1 Oybep rIMbUHMK

// TyT MaJoeMo

scene () ;

(oja 3pyuHoCTi,

//BHBOIVMO Ha €KpaH

swapBuffers ()

glClear ( GL_COLOR BUFFER BIT |

’

OumcTuUTM ekpaH 1 Oydep TIMOMHMU

glLoadIdentity ()

glTranslatef (0.0,
glRotatef (rc,

glBegin (GL_QUADS) ;

(
0
0

0,0.0);
0

, 1.0, 0.0£f);

GL_DEPTH BUFFER BIT );

(GL_SRC_ALPHA, GL ONE MINUS SRC ALPHA);

GL_DEPTH BUFFER BIT);

B OKpeMin oyHKIii)

//

// dyHkuisg obepTaHHsg

// cTBOpEMO OYKBY KBaOpaTHUMU

noJjiiroHamm

//F — nepenHd yacTuHA
gglColor (Qt::green);
glvertex3f (0.1, 0.1,
glvertex3f (0.1, 0.7,
glvertex3f (0.2, 0.6,
glvertex3f (0.2, 0.1,
glvertex3f (0.1, 0.7,
glvertex3f (0.5, 0.7,
glvertex3f (0.4, 0.6,
glvVertex3f (0.2, 0.6,
glvVertex3f (0.5, 0.7,
glvertex3f (0.5, 0.55,
glvertex3f (0.4, 0.55,
glvertex3f (0.4, 0.6,
glvertex3f (0.2, 0.4,
glvVertex3f (0.3, 0.4,

// 3amuBaceMoO 3eJIeHUM KOJbOPOM

.2);//1
.2);//2
.2)5 /77
.2);//1

[eNeNeNe]

.2);//2
.2);://3
.2);//6
L2): /77

O O O o

0.2);//3
0.2);//4
0.2);//5

0.2);//6

0.2);//8
0.2);//9
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glVertex3f (0.3, 0.3, 0.2);//10
glvertex3f (0.2, 0.3, 0.2);//11
//F-3amHa yacTuHa
glvertex3f (0.1, 0.1, 0.3);//1z
glVertex3f (0.1, 0.7, 0.3);//2z
glvertex3f (0.2, 0.6, 0.3);//7z
glVertex3f (0.2, 0.1, 0.3);//12z
glvertex3f (0.1, 0.7, 0.3);//2z
glVertex3f (0.5, 0.7, 0.3);//3z
glvertex3f (0.4, 0.6, 0.3);//6z
glVertex3f (0.2, 0.6, 0.3);//7z
glvertex3f (0.5, 0.7, 0.3);//3z
glVertex3f (0.5, 0.55, 0.3);//4z
glVertex3f (0.4, 0.55, 0.3);//5z
glVertex3f (0.4, 0.6, 0.3);//6z
glVertex3f(0.2, 0.4, 0.3);//8z
glVertex3f (0.3, 0.4, 0.3);//9z
glVertex3f (0.3, 0.3, 0.3);//10z
glVertex3f (0.2, 0.3, 0.3);//11lz
//F- 60KOB1 4YacTHHM

gglColor (Qt::green);
glVvertex3£(0.1, 0.1, 0.2);//1
glvertex3f (0.1, 0.7, 0.2);//2
glvertex3f(0.1, 0.7, 0.3);//2z
glvertex3f (0.1, 0.1, 0.3);//1z
gglColor (Qt::green) ;
glVertex3£(0.1, 0.7, 0.2);//2
glvertex3f (0.5, 0.7, 0.2);//3
glvertex3f£ (0.5, 0.7, 0.3);//3z
glvertex3f (0.1, 0.7, 0.3);//2z
gglColor (Qt::green) ;

glvertex3f (0.5, 0.7, 0.2);//3
glVertex3f (0.5, 0.55, 0.2);//4
glvertex3f (0.5, 0.55, 0.3);//4z
glVertex3f (0.5, 0.7, 0.3);//3z
gglColor (Qt::green);

glvertex3f (0.5, 0.55, 0.2);//4
glVertex3f (0.4, 0.55, 0.2);//5
glvertex3f (0.4, 0.55, 0.3);//5z
glvertex3f (0.5, 0.55, 0.3);//4z
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gglColor (Qt::green);

glvertex3f (0.4, 0.55, 0.2);//5
glVertex3£(0.4, 0.6, 0.2);//6
glvertex3f (0.4, 0.6, 0.3);//6z
glVertex3f(0.4, 0.55, 0.3);//5z
gglColor (Qt::green);
glvertex3f (0.4, 0.6, 0.2);//6
glVertex3£(0.2, 0.6, 0.2);//7
glvertex3f (0.2, 0.6, 0.3);//7z
glVertex3f (0.4, 0.6, 0.2);//6z
gglColor (Qt::green) ;
glVertex3f (0.2, 0.6, 0.2);//7
glVertex3£(0.2, 0.4, 0.2);//8
glVertex3f (0.2, 0.4, 0.3);//8z
glvertex3f (0.2, 0.6, 0.3);//7z
gglColor (Qt::green);
glVertex3f (0.2, 0.4, 0.2);//8
glVertex3f (0.3, 0.4, 0.2);//9
glVertex3f (0.3, 0.4, 0.3);//9z
glvertex3f(0.2, 0.4, 0.3);//8z
gglColor (Qt::green);
glVertex3f (0.3, 0.4, 0.2);//9
glVertex3f (0.3, 0.3, 0.2);//10
glVertex3f (0.3, 0.3, 0.3);//10z
glVertex3f (0.3, 0.4, 0.3);//9z
gglColor (Qt::green) ;
glVertex3f (0.3, 0.3, 0.2);//10
glVertex3f (0.2, 0.3, 0.2);//11
glvertex3f£(0.2, 0.3, 0.3);//11z
glVertex3£f (0.3, 0.3, 0.3);//10z
gglColor (Qt::green) ;
glVertex3f (0.2, 0.3, 0.2);//11
glVertex3f (0.2, 0.1, 0.2);//12
glvertex3f (0.2, 0.1, 0.3);//12z
glVertex3f (0.2, 0.3, 0.3);//11lz
glEnd() ;

glLineWidth(2.0); //xoopmmuaTtu Mex JiTepu F
glColor3f(1l,1,1);

glBegin (GL LINE STRIP);
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glVertex3f (0.1, 0.1, 0.2); //1

glvertex3£(0.1, 0.7, 0.2);//2
glvVertex3f (0.5, 0.7, 0.2);//3
glvertex3f (0.5, 0.55, 0.2);//4
glVertex3f (0.4, 0.55, 0.2);//5
glvertex3f (0.4, 0.6, 0.2);//6
glVertex3f (0.2, 0.6, 0.2);//7
glvertex3f(0.2, 0.4, 0.2);//8
glVertex3f (0.3, 0.4, 0.2);//9
glvertex3f (0.3, 0.3, 0.2);//10
glVertex3f (0.2, 0.3, 0.2);//11
glvertex3f (0.2, 0.1, 0.2);//12
glVertex3f (0.1, 0.1, 0.2); //1
glEnd () ;

glBegin (GL LINE STRIP);
glVertex3f (0.1, 0.1, 0.3); //1z

glvertex3f (0.1, 0.7, 0.3);//2z
glvertex3f (0.5, 0.7, 0.3);//3z
glVertex3f (0.5, 0.55, 0.3);//4z
glVertex3f (0.4, 0.55, 0.3);//5z
glvertex3f (0.4, 0.6, 0.3);//6z
glVertex3f (0.2, 0.6, 0.3);//7z
glvertex3f (0.2, 0.4, 0.3);//8z
glVertex3f (0.3, 0.4, 0.3);//9z
glvertex3f£(0.3, 0.3, 0.3);//10z
glvertex3f (0.2, 0.3, 0.3);//11lz
glVertex3f (0.2, 0.1, 0.3);//12z
glvertex3f(0.1, 0.1, 0.3); //1lz
glEnd() ;

glBegin (GL_LINE_STRIP); // (GL_LINE_STRIP)-yinisa 3
2X TOYOK
glVertex3£f (0.1,
glVertex3£f (0.1,
glEnd();
glBegin (GL _LINE STRIP);
glVertex3f (0.1, 0.7, 0.2);//2
glVertex3f (0.1, 0.7, 0.3);//2z
glEnd();

, 0.2); //1

0.1
0.1, 0.3); //1lz

glBegin (GL LINE STRIP);
glvVertex3f (0.5, 0.7, 0.2);//3
glvertex3f (0.5, 0.7, 0.3);//3z
glEnd() ;

ngegin(GL_LINE_STRIP);



glVertex3f (0.5, 0.55, 0.2);//4
glVertex3f (0.5, 0.55, 0.3);//4z
glEnd() ;

glBegin (GL LINE STRIP);
glvertex3f (0.4, 0.55, 0.2);//5
glVertex3f (0.4, 0.55, 0.3);//5z
glEnd() ;

glBegin (GL LINE STRIP);
glVertex3f (0.4, 0.6, 0.2);//6
glvertex3f (0.4, 0.6, 0.3);//6z
glEnd() ;

glBegin (GL LINE STRIP);
glVertex3£(0.2, 0.6, 0.2);//7
glVertex3f (0.2, 0.6, 0.3);//7z
glEnd () ;

glBegin (GL LINE STRIP);
glVertex3f (0.2, 0.4, 0.2);//8
glvertex3f (0.2, 0.4, 0.3);//8z
glEnd() ;

glBegin (GL_LINE STRIP);
glvertex3f£ (0.3, 0.4, 0.2);//9
glvertex3£ (0.3, 0.4, 0.3);//9z
glEnd () ;

glBegin (GL LINE STRIP);
glVertex3f (0.3, 0.3, 0.2);//10
glVertex3f (0.3, 0.3, 0.3);//10z
glEnd() ;

glBegin (GL LINE STRIP);
glVertex3f (0.2, 0.3, 0.2);//11
glvertex3f (0.2, 0.3, 0.3);//11z
glEnd();

glBegin (GL LINE STRIP);
glVertex3f (0.2, 0.1, 0.2);//12
glvertex3f (0.2, 0.1, 0.3);//12z
glEnd();

//A — mepenHd UYacCTUHA
glBegin (GL QUADS) ;
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glvertex3f (1, 0.1, 0.3);//4z
glvertex3f (0.8, 0.7, 0.3);//3z

glvertex3f (1, 0.1, 0.2);//4
glvertex3£(0.9, 0.1, 0.2);//5
glvVertex3f(0.9, 0.1, 0.3);//5z
glvertex3f(l, 0.1, 0.3);//4z
glvertex3£(0.9, 0.1, 0.2);//5
glVertex3f(0.85, 0.25, 0.2);//11
glVertex3f (0.85, 0.25, 0.3);//11z
glvVertex3f(0.9, 0.1, 0.3);//5z
glvertex3f(0.85, 0.25, 0.2);//11
glVertex3f (0.65, 0.25, 0.2);//8
glvertex3f (0.65, 0.25, 0.3);//8z
glVertex3f (0.85, 0.25, 0.3);//11z
glVertex3f (0.5, 0.1, 0.2);//7
glvertex3f (0.65, 0.25, 0.2);//8
glVertex3f (0.65, 0.25, 0.3);//8z
glvertex3f (0.5, 0.1, 0.3);//7z
glvertex3f (0.5, 0.1, 0.2);// 1
glVertex3f (0.5, 0.1, 0.2);//7
glvVertex3f (0.5, 0.1, 0.3);//7z
glvertex3f (0.5, 0.1, 0.3);// 1z
glVertex3f(0.675, 0.35, 0.2);//9
glVertex3f (0.75, 0.55, 0.2);//6
glvertex3f(0.75, 0.55, 0.3);//6z
glVertex3f (0.675, 0.35, 0.3);//9z
glVertex3f (0.75, 0.55, 0.2);//6
glVertex3f(0.825, 0.35, 0.2);//10
glVertex3f(0.825, 0.35, 0.3);//10z
glvertex3f(0.75, 0.55, 0.3);//6z
glvertex3f(0.675, 0.35, 0.2);//9
glVertex3f (0.825, 0.35, 0.2);//10
glVertex3f(0.825, 0.35, 0.3);//10z
glVertex3f(0.675, 0.35, 0.3);//9z
glEnd() ;

glLineWidth (2.0); //xoopmuHaTu Mex JiTepu A
glColor3£f(1,1,1);
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glBegin (GL LINE STRIP),

glVertex3f
glVertex3f
glVertex3f
glVertex3f
glVertex3f
glVertex3f
glVertex3f
glVertex3f
glVertex3f
glEnd() ;

(0
(
(
(
(
(
(
(
(

4

.5,
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) 4

glBegin (GL LINE STRIP);

glVertex3f
glVertex3f
glVertex3f
glVertex3f
glEnd () ;

(
(
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0.35,
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glVertex3f
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glVertex3f
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glEnd() ;
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glVertex3f
glVertex3f
glVertex3f
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glEnd() ;

glBegin (GL LINE STRIP);
glVertex3f (0.5,
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glEnd() ;

ngegin(GL_LINE STRIP) ;
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)i //62
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glEnd() ;

glBegin (GL LINE STRIP);
glVertex3£(0.8, 0.7, 0.2);//3
glvertex3f (0.8, 0.7, 0.3);//3z
glEnd () ;

glBegin (GL LINE STRIP);
glvertex3f (1, 0.1, 0.2);//4
glVertex3f (1, 0.1, 0.3);//4z
glEnd () ;

glBegin (GL LINE STRIP);
glvertex3f(0.9, 0.1, 0.2);//5
glVertex3f (0.9, 0.1, 0.3);//5z
glEnd() ;

glBegin (GL_LINE STRIP);
glVertex3f(0.75, 0.55, 0.2);//6
glvertex3f(0.75, 0.55, 0.3);//6z
glEnd () ;

glBegin (GL LINE STRIP);
glVertex3f (0.5, 0.1, 0.2);//7
glVertex3f£(0.5, 0.1, 0.3);//7z
glEnd () ;

glBegin (GL_LINE STRIP);
glVertex3f (0.65, 0.25, 0.2);//8
glvertex3f(0.65, 0.25, 0.3);//8z
glEnd () ;

glBegin (GL LINE STRIP);
glvertex3f(0.675, 0.35, 0.2);//9
glVertex3f(0.675, 0.35, 0.3);//9z
glEnd() ;

glBegin (GL LINE STRIP);
glvertex3f(0.825, 0.35, 0.2);//10
glvertex3f(0.825, 0.35, 0.3);//10z
glEnd () ;

ngegin(GL_LINE_STRIP);
glVertex3f(0.85, 0.25, 0.2);//11
glvertex3f(0.85, 0.25, 0.3);//11z
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glEnd () ;

rc -= 0.15f; // xyT 1 HanpaMOK [NOBOPOTY

}

void figureGL::timer ()

{
for (int i=0; i<1l; i--)
{ glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
// OumcTuTu expaH 1 Oybep TIMOMHU
paintGL() ;

b}

void figureGL::mouseMoveEvent (QMouseEvent*me)

{ timer(); }
void figureGL: :keyPressEvent (QKeyEvent *event)

{
timer () ;

}

PesynbpraTtu poboTu npeacrasieHi Ha puc. 2.1

Pucynok 2.1 — Po6ota nporpamu
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2.4 3aBaHHsI HAa BUKOHAHHS JadopaTopHoOi podoTH

Buxonatu moOynoBy nepmux OykB iMeHi 1 pi3BHUINa (aHTIIHCHKOIO)
y TPUBHMIPDHOMY BHUIJISAI, BUKOPUCTOBYIOUM (YHKIII MOBOpOTY
PUMITHBY.

2.5 3micT 3BiTY

VY 3BiTi MawTh OyTH BigoOpakeHi Taki MHUTaHHSA: MeTa POOOTH;
3aB/IaHHS 710 JIAbopaTtopHoi poboTH; dhaliam mporpaMu; pe3yIbTaTH PoOOTH
IpOrpaMH; BUCHOBOK.

2.6 KoHTpoOJBHI NHTaAHHA

2.6.1 o Bukonye dyukiis glClear?

2.6.2 Sk BubOupartu komipHy namitpy tuny RGB?

2.6.3 Slxkumu MoiroHaMy MOXHO CTBOprOBaTH 3d-00’€KT?
2.6.4 Illo Bukonye dyukiis glRotatef?

2.6.5 Hagimo notpioen Oydep rimmbunu?
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3. JABOPATOPHA POBOTA Ne 3

«Hak/gageHHs TEKCTYPH Ta OCBITJEeHHA»

3.1 MeTa pobGoTn

Hapuntncs HaknagaTu TEKCTYpH Ta OCITIIEHHS Ha 00’ €KTH
yp

3.2 CtucJai TeopeTu4uHi Bigzomocri

3.2.1 Texctypu

Po3rngnemMo HeBENWMKUN TPUKIIAJ, NMONEPEAHHO O3HAHOMUBILUCH 3
HeoOxigaumu komanaamu. glColor3f Bumarae tpu niiicuux (float) uncna, a
glColor3i — tpu minmx (int) yncna. AHAIOTIYHHME CHHTAKCHC MAIOTh 1 1HIII
komanau OpenGL. 3anucu ¢yHKIIH B AilicHIH GopMi apryMeHTH JiexKaThb B
iarepBani [0,1], a B mimouncioBiid Gopmi - JMiHIHHO BiOOpaKarOThCS Ha
1el iHTepBal, TOOTO I 3aBHaHHs OLTOTO KOJIBOPY IiJIOUMCIIOBa Gopma
MaTHME BUTJIS;

glColor3i (2147483647, 2147483647, 2147483647); // xomnip
MIPUMITHBIB

glBegin(GL_POLYGON) - Bu3Haya€ TOYKY BXOAy B IIpOIEC
MaJIOBaHHsI IpadiqHOTO IPUMITHBY.

glVertex2f(0.25,0.25,0.0) — mae ¢opmar ananoriuauii glColor,
NpoTe NMpUAMae B SIKOCTI apryMEHTIB — KOOPJIUHATH TOYOK IO JIBOM OCSIM
KOOpPJIMHAT.

glEnd() — Bu3HaYa€ 3aKiHYEHHs MATIOBAHHS IPUMITHBY, 33JaHOTO B
glBegin.

gIMatrixMode(GL_PROJECTION) — BCTaHOBIIOE TMPOEKIIiO
BiOOpaXkeHHs. 332 3aMOBUYYBaHHSM — OPTOTOHAJIbHA.

glutinitDisplayMode(GLUT_SINGLE|GLUT_RGB) -
BCTAHOBJIIOE BIIACTUBOCTI BIKHA BiJITBOPEHHS 1 KOJIPHY MOJIEIb.

glutlnitwWindowsSize(600,600) — BcTaHoBmIOE poO3Mip BikHA B
MiKCeNsX.

glutlnitwWindowPosition(100,100) — BcTaHOBITIOE TTO3MIIIO BikKHA Ha
eKpaHi.

glutCreateWindow("'Polygon™) - cTBopio€ BikHO 3 3aJaHUM iM’sIM.
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glTexCoord2f(0.0,0.0) - moka3ye KOOpAMHATH HAKIAJCHHS
3aBaHTAXXEHOI TEKCTYPH (TIPO 1€ — TPOXH HIKYE).

A Temep — HAlroJoBHIIIe: KOMAaH/W 3aBaHTAXKEHHSI TEKCTYP.

AUX_RGBImageRec *texturel 3agae moKaxx4uK Ha CTPYKTYPY IS
30epiranHsi MepIIoi KapTUHKH, SIKy MU 3aBAaHTAKUMO 1 BUKOPHUCTAEMO SIK
TekcTypy. CTpyKTypa MICTHTH HYepBOHY, 3€J€HYy 1 CHHIO KOMITOHEHTH
KOJIOPY, SIKIi BUKOPHUCTOBYIOTBHCSI IIPH CTBOPEHHI 300pakeHHs. 3a3BUYait
TaKk pO3MINIyeThCA B TaM'sTi 3aBaHTaXeHa KapTuHKa. CTpyKTypa
AUX_RGBImageRec Bu3znaueHa B 6i6mioreri glAux, i poOUTh MOXKITUBIM
3aBaHTAKCHHS KapTUHKH B MaM'sTh. Y HACTYIHOMY PSAKY BinOyBaeTbcs
Oe3nocepeIHe 3aBaHTAKCHHSL.

auxDIBImageLoadA("im'a_daiina'); - 3aBaHTaxXye TEKCTypy 3a
BKa3aHUM IILIIXOM.

Y nmpyromy psaky Bukiuk glBindTexture(GL TEXTURE 2D,
texture[0]) roBoputh OpenGL, mo texture[0] (meprma Texctypa) Oyne 2D
TeKcTyporo. 2D TekcTypu mMaroTh 1 BUcOTY (110 oci Y) 1 mupuHy (1o oci X).
OcnoBHa 3anaya glGenTexture Bkazatu OpenGL Ha moctynHy mam’siTe. B
upoMy BuNaaky M rosopumo OpenGL, mo mnam’saTe JOCTynmHa B
&texture[0]. IloTiM MU CTBOPIOEMO TEKCTYPY, i BoHa Oyze 30epexeHa B IIiit
nam'ati. Jlami, sSKOI0 MU TpHUBSIBYEMOCS A0 TaM'siTi, B SKid BXke
3HAXOJUTHCA TeKcTypa, My roBopuMo OpenGL 3axomuTh aaHi TEKCTypH 3
miei obyacti mam'sTi. 3a3Buuail e MOKAKYHK Ha BUIBHY TaM'siTh, a0o
nam'siTh, B IKif MICTUTBCSI TEKCTYpa.

glGenTextures(1, &texture[0]);

glBindTexture(GL_TEXTURE_2D, texture[0]);

Y HacTymHUX JABOX psnkax mu moBimomuMo OpenGL sxuit Tum
¢inpTparii Tpeba BUKOPUCTOBYBATH, KOJIH 300paKeHHs OLbIe Ha eKpaHi,
Hik opurinanbHa Tekctypa (GL_TEXTURE_MAG_FILTER), a6o xomiu
BOHO MeHIIle Ha ekpaHi, Hix Tekctypa (GL_TEXTURE_MIN_FILTER).
IMpy mpoMy TEKCTypa BHIUISAIA€E 3TJIa/PKEHOI0 HA BiJCTaHi 1 30JIM3bKA.
Buxopucrannss ~ GL_LINEAR  Bumarae  Garato  pobotm  Juis
npolecopa/BiieoKapTH, TOMY SKIIO Ballla CUCTEMa IOBiIbHA, BU MOXKETE
3axotiti BukopucroByBatn GL_NEAREST. Tekcrypa, sika QpinbTpyeThes
3 GL_NEAREST cxiagaetbcs 3 00pe BHIUMHX  KOJHOPOBUX
NPSAMOKYTHHKIB, KOJIM BOHA HAOJIIKEHA.

ITexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MAG_FIL
TER,GL_LINEAR);
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glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN_FIL
TER,GL_LINEAR);

Ha 3aBeprienHst cTBOproeMo (pakTMuHy TeKCTypy. B HacTymHOMY
panky 3zasBiasemo OpenGL, mo Tekcrypa Oyne JBOBUMIPHOIO
(GL_TEXTURE_2D). Hynb 3aa€ piBeHb aeTamizaliii, e 3a3BHYail HyJIb.
Tpu - 9rCI0 KOMIIOHEHT KONIPHHUX NAaHUX, TaK SK 300pa’keHHS 3p00JIeHO 3
TPbOX KOJNIPHUX KOMIIOHEHT (YepBOHHWH, 3eneHui, cuHii). texturel-
>sizeX - 1e MHMpHHA TEKCTYPH, aBTOMATUYHO. SIKIIO BU 3HAETE LIMPHUHY,
B MOXETE BKa3aTH TYT, ajie MPOCTIMIe JaTH KOMITIOTEPY 3pOOUTH Iie 3a
Bac. texturel->sizeY - Bucora Tekctypu. Hysb - e 6opatop. Bin 3a3Buyait
sanumaethest HyneM. GL_RGB mosizomiisie OpenGL, nani 300pakeHHs
MIPENICTABJICHI y TIOPSIKY CIiITyBaHHS YEPBOHUX, 3€JEHUX 1 OJIAKUTHUX
kommoneHT konbopy. GL_UNSIGNED_BYTE o3Hauae, 1m0 naHi 3 SKUX
CKJIQJIA€ThCS 300payKeHHS MarOTh po3Mip Oaiita i Bci ymcia 0e3 3Haka, i B
kinii texturel->data mosigomisie OpenGL, 1e Opatu cami gaHi. B ripomy
BUTAAKY MTOKKYUK Ha JIaHi B 3amwci texturel.

glTexlmage2D(GL_TEXTURE_2D, 0, 3, texturel->sizeX,
texturel->sizeY, 0, GL RGB, GL _UNSIGNED BYTE, texturel-
>data);

3.2.2 OcBitaenns

OcgiTnenns Oyp-IKOTr0 MPOCTOPY - 1€ MPOLEC, 3aBASKH SIKOMY LeH
MIPOCTIP HAIOBHIOETHCS CBITJIIOM i IPUCYTHI B HHOMY TPEAMETH POOIATHCS
BUJIIMUMH.

OcBiTiIeHHS OYb-IKOT'0 00'€KTY 3aJICKUTH BiJ| IBOX YMHHHUKIB:

— Marepiai, 3 sIKkoro 3po0ieHni 00'eKT;

—  CBITJIO, SIKMM BiH OCBITJIEHUH.

3anexxHo Bin peamizauii OpenGL, Ha cueni Moxyrs Oytu
NPUCYTHIMH BiciM 1 OijIbIlie JKepen cBiTia. 3a 3aMOBUYBAaHHSIM OCBITIICHHS
BUMKHEHE. BBIMKHYTH HYJIbOBE JIKEpeIo CBIT/Ia MO>KHA KOMaHJIOKO:

glEnable (GL_LIGHTO0);

Pemra BMHKaeTbcs — aHANOTIYHMM — cllocoOOM, 1€ 3aMiCTb
GL_LIGHTO skasyerbcss GL_LIGHTI. Ilicis Toro, sk JnKepeso
BBIMKHEHE, HEOOXiIHO 3a1aTu HOro mapaMmerpu. SIKIio MOHOTOHHE TiJO Y
Bac piBHOMIPHO OCBITJICHE, BU HE MOXKETe Mo0aunTH Horo pensedy. Tomy
HaM MoTPiOHO BUKOPHCTOBYBATH JIXKEpeEIia CBITIA.

Y OpenGL icHye Tpu THIH JIKEepell CBITIA:
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— TOYKOBE JDKEpEJIO CBITIIA: PO3TAIIOBAaHE B KOHKPETHIH TOHIT
MPOCTOPY 1 CBITHTH PIBHOMIPHO y BCiX HampsiMkax. s HBOTO MOXHA
3a1ath e(DEeKT 3racaHHs CBITJIA 3 BIACTAHHIO;

—  JDKepeno CHPSIMOBAaHOTO CcBiTIA: po3TamioBane Ha
HECKIHUEHHOCTI 1 Ma€ BUIUICHUH HAPSIM OCBITIICHHS;

— TPOXKEKTOP: € OKPEeMHUM BHIAIKOM TOYKOBOTO JDKEpeia, aje
CBITJIO Bijl HHOTO MOIIUPIOETHCS TUTLKH BCEPEIUHI OOMEKYHOUOro KOHYCY,
a He B yCiX HampsMKax.

Jost YIpaBIiHHSI BJIACTHBOCTSIMHU JoKepena CBITIIA
BUKOPHUCTOBYIOThCS Komanau glLight *:

glLightf (GLenum light, GLenum pname, GLfloat param);

glLightfv (GLenum light, GLenum pname, const GLfloat *
param);

[Tapamerp light Bkasye OpenGL mnst sikoro pkepena CBiTIa
3amatThes nmapamerpu. Komanma glLightf BukopucroByeThes asist 3aqanms
ckanspHux mnapameTpiB, a glLightfv BuxopucroByeTbcs i 3amaHHS
BEKTOPHHUX XapaKTEPUCTHUK JIXKEPEIl CBITIIA.

CrovaTtky po3rIsHEMO (YHKIIO, SIKa BCTaHOBIIOE 0a30Bi
HanamrtyBaHHsa. Konu BU JO3BONWIM OCBITJICHHS, BH MOXETE BKE
BCTAHOBJIIOBaTH (DOHOBY OCBITJICHICTh. 3a 3aMOBYYBAaHHSAM, 3HAYCHHS
doHoBoi oceiTiaenocti gopisuioe (0.2, 0.2, 0.2, 1).

3.2.2.1 JIncepena cnpamoeanozo ceimua

Jxepena cBiTIa Takoro THIY 3HAXOJUTHCS Ha HECKIHYEHHOCTI i
CBITJIO BiJI HUX MOIIUPIOETHCS B 33IaHOMY HAIPSIMKY. [1eanbHO MiaXouTh
JUTSL CTBOPEHHST PIBHOMIPHOTO OCBITJICHHS. XOPOIIUM TPUKIIAJIOM JKEpea
CIPsSMOBaHOTO CBiTIIAa Moxe ciayxutd CoHre. [l mpKepena crpsMOBaHOTO
CBiTJIa, KpiM KOMIIOHEHT BHIIPOMIHIOBaHHSA, MOXKHAa 3a/1aTH TiIBKH
HaIPSMOK.

GL_POSITION (0.0, 0.0, 1.0, 0.0) // (%, y, z, W) HanpsIMOK JKeperia
CIPSIMOBAHOTO CBiTJIa

Iepmti Tpu xommnoHenTH (X, Y, Z) 3a4al0Th BEKTOp HAINpPSIMKY, a
KOMIIOHEHTa W 3aBXKIH JOPIBHIOE HYJIIO (1HAKILE JKEPEIO MEPETBOPUTHCS
B TOYKOBHIA).
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3.2.2.2 Mamepian

Marepian MOXe pO3CiFOBaTH, BiToOpakaTH i BUIIPOMIHIOBATH CBITIIO.

BrnactuBocTi MaTepiany BCTaHOBIIOIOTHCS 32 TOTIOMOTOX0 (DyHKIIIT

glMaterialfv (GLenum face, GLenum pname, GLtype * params)
Ilepmmii mapameTp BH3HA4Ya€ MEXY, AJIA SIKOI BCTAHOBIIOIOTHCS

BIIACTHBOCTI. BiH Moke HpHﬁMaTH OOHEC 3 HACTYITHUX 3HAUCHDb!:

GL_BACK 3aans rpanb

GL_FONT nepennst rpanb

— GL_FRONT_AND_BACK o06unsi rpani

— pyruii napametp ¢ynkuii glMaterialfv Busnavae BnactuBicTh

Mmarepiaiy, siky Oyzie BCTaHOBJICHO, i MOKe HaOyBaTH TaKUX 3HAYCHb.

— GL_AMBIENT pos3cisiHe CBITIIO

GL_DIFFUSE Tex po3cisiHe CBITIO

GL_SPECULAR Bin6ute CBITIO

— GL_EMISSION BuUnpomiHIOETHCS CBITIO

GL_SHININESS ctynins BizouToro cBiTia

— GL_AMBIENT_AND_DIFFUSE o6unsa po3cisHUX CBiT/Ia
Koumip 3amaeTnest y BUIIISINI MACHBY 3 YOTHPBHOX eleMeHTiB - RGBA.

V pa3i GL_SHININESS params Bka3sye Ha uucio tumy float, ske moBuHHO
OyTu B miana3oHi Big 0 mo 128.

Bawm tpeba Beporo suine Moaudikysatu ¢yHkiiro display.

void CALLBACK display (void)

{

GLUquadricObj * quadObj;

GLfloat front color [] = {0,1,0,1};

GLfloat back color [] = {0,0,1,1};

quadObj = gluNewQuadric ();

glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glMaterialfv (GL_FRONT, GL DIFFUSE, front color);
glMaterialfv (GL BACK, GL DIFFUSE, back color);
glPushMatrix ();

glRotated (110, -1,1,0);

gluCylinder (gquadObj, 1, 0.5, 2, 10, 10);
glPopMatrix ();

gluDeleteQuadric (quadObj);

auxSwapBuffers ();
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I BM TTOBMHHI HO3BOJIUTH PEKHM OCBITICHOCTI IJIS ABOX TpaHei. 3a
3aMOBYYyBaHHSAM BiH 3a0opoHennid. Jlomaiite B (pyHKIIF0O main HacTymHYy
CXOJIMHKY.

glLightModeli(GL_LIGHT_MODEL_TWO_SIDE, GL_TRUE);

3.2.2.3 @yukuii 3cacannsn

e dyHKITis 3MiHA IHTEHCHBHOCT1 OCBITJIEHHA (IHTEHCHBHICTD CBITIa
HE 3MCHINYEThCS 3 BIJICTAHHIO), BUKOPHCTOBYETHCS Pa30M 3 TOYKOBHM
OCBITJICHHSIM

— GL_POSITION (0.0, 0.0, 1.0, 0.0) // mo3utist mxepena CBiTiIa
(32 3aMOBYYBaHHSM J[KEPEIIO CBITIIa CIIPSIMOBAHE)

— GL_CONSTANT_ATTENUATION 1.0 // mocriiina k_const B
¢ynkii 3racanus f(d)

— GL_LINEAR_ATTENUATION 0.0 // koediuient k_linear npu
niHiiiHOMY wieHi B QyHkuii 3racanus f (d)

- GL_QUADRATIC_ATTENUATION 0.0 // xoedimieHT
k quadratic mpu kBanparti BigcTani B pyHKIil 3racanus f (d)

3.2.2.4 IIpoxwcexmopu

OnHUM 3 PI3HOBUJIIB TOYKOBOTO JDKEpeNa € MpoxeKTop. s Hporo
3aCTOCOBHI BCi apameTpH, 10 1 /Ui TOYKOBOTO JpKepesa, ajie KpiM I[bOro
MIPOKEKTOP JT03BOJISIE OOMEKUTH MOIIMPEHHS CBiTIa KOHycoM. st mporo
KOHYyCa MOKHA 33J]aTH Koe(ilieHT 3MEHIICHHs IHTEHCUBHOCTI 3aJI€)KHO BiJI
KyTa MiX BICCIO KOHYCa 1 IPOMEHEM TIOIIMPEHHS CBITIA.

— GL_SPOT_DIRECTION (0.0, 0.0, -1.0) // (x, y, 2) - Hampsm
poXeKTopa (Bich 0OMEKYHYOT0 KOHYCY)

— GL_SPOT_CUTOFF 180.0 // kyr MiX BiCCIO 1 CTOPOHOIO
KOHyca (BiH e MMOJIOBUHA KyTa IPH BEPILHHI)

— GL_SPOT_EXPONENT 0.0 // ekcroHenTta yOyBaHHS

1IHTEHCUBHOCTI
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3.3 MeTtonuka BUKOHAHHS JadopaTopHoi pob6oTn

3.3.1 lIpukaaxg HaKJaJeHHS TEKCTYPH

#include <windows.h>

#include <glut.h>

#include <glaux.h>

#pragma comment (lib, "glaux.lib")

unsigned int textures[l];

void LoadTextures ()
{
AUX RGBImageRec *texturel=auxDIBImageLoadA ("egypt.bmp");
glGenTextures (1, &textures[0]);
glBindTexture (GL TEXTURE 2D, textures([0]);
glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);
ngeXParameterl(GL TEXTURE 2D GL TEXTURE MIN FILTER, GL LINEAR)
glTexImage2D (GL TEXTURE 2D 0, 3, texturel- >512eX texturel->sizeY, O,
GL RGB, GL UNSIGNED BYTE, texturel->data);
}
void Draw ()
{
glClear (GL COLOR BUFFER BIT);
glBegin (GL_QUADS) ;
glColor3f (0.3, 0.3, 0.6);
glTexCoord2f (0.0,0.0); glVertex2f(-3.0, -3.0);
.0, 0.9, 1.0); glTexCoord2f(0.0,1.
1.0

glColor3f (0.0, , 0); glvertex2f(-3.0, 3. 0),
glColor3f (1.0, 1.0, 0.0); glTexCoord2f(1.0,1.0); glVertex2f (3.0, 3.0);
glColor3f (0.0, 0.9, 1.0); glTexCoord2£f(1.0,0.0); glVertex2f (3.0, -3.0);

glEnd();
glFlush();

}

void Initialize()

{
LoadTextures () ;
glEnable (GL TEXTURE 2D) ;
glClearColor(0.0,0.0,0.0,1.0);
glMatrixMode(GLﬁPROJECTION);
glLoadIdentity();
glOrtho(-4.0,4.0,-4.0,4.0,-10.0,10.0);
glMatrixMode (GL_MODELVIEW) ;
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}

int main (int argc, char** argv)

{

glutInit (&argc, argv);
glutInitDisplayMode(GLUT_SINGLE | GLUT RGB);
glutInitWindowSize (480,480);
glutInitWindowPosition (10,10);
glutCreateWindow ("Square egypt hieroglyphs");
glClearColor(0.0,0.0,0.0,0.0);
glMatrixMode (GL PROJECTION) ;
glLoadIdentity();

Initialize();
glutDisplayFunc (Draw) ;
glutMainLoop () ;

Pucynok 3.1 — Po6ota nporpamu

BiamnosigHo, caMa TEKCTypa BUIJIS1ala TaK:
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Pucynok 3.2 — OpuriHainbHa TEKCTypa

3.3.2 llpukJjajg BCTAaHOBJIEHHS CBiTJaa

#include <GLUT/glut.h>
#include <math.h>
#define PI 3.141592653
int light sample = 1;

// iminianisauis

void init (void) {
// xonbop GOoHY
glClearColor (0.3, 0.3, 0.3, 0.0);
// PO3paxyHOK OCBiT/eHHS
glEnable (GL LIGHTING) ;
// OBYXCTOPOHHI1M PO3PaxyHOK OCBI1TJIEHHS
glLightModelf (GI, LIGHT MODEL_TWO SIDE, GL TRUE);
// aBTOMaTHUHE NPUBEIEHHS HOPMaJsiel IO
// OIVHWMUHOI IOBXUHN
glEnable (GL_NORMALIZE) ;

}

void reshape (int width, int height) {
// IByBUMMipHE B1KHO BMBOIY
glvViewport (0, 0, width, height);
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// OpTOTOHAJIbHA MNPOEKL1s
glMatrixMode (GL PROJECTION) ;
glLoadIdentity () ;

glortho(-1.2, 1.2, -1.2, 1.2, -1, 1);
// MomesyibHAa MAaTPULS OIOVHMYHA
glMatrixMode (GL MODELVIEW) ;

glLoadIdentity () ;
}

void display (void) {
// oummaemo Oybep kampa Ta IUIyOMHMU
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
// BIACTMBOCTM MAaTEPUAILY
GLfloat material diffuse[] = {1.0, 1.0, 1.0, 1.0};
glMaterialfv (GL FRONT AND BACK, GL DIFFUSE, material diffuse);
// BCTAHOBJIEHHS Ikepejia CBimTia
if (light sample == 1) {
// HampaBJieHe IKepeJsio CBiTia
GLfloat 1light0 diffuse[] = {0.4, 0.7, 0.2};
GLfloat 1light0O direction([] = {0.0, 0.0, 1.0, 0.0};
glEnable (GL _LIGHTO) ;
glLightfv(GL_LIGHTO, GL_DIFFUSE, lightO_diffuse);
glLighth(GL_LIGHTO, GL_ POSITION, lightO_direction);
}
if (light sample == 2) {
// TOUKOBEe IXepesio CBiTiia
// cramaHHA 1HTEeHCUMBHOCT1 3 BIICTaHHIO BIIKJIOYEHO (3a

3aMOBUYBaHHAM)
GLfloat lightl diffuse[] = {0.4, 0.7, 0.2};
GLfloat lightl position[] = {0.0, 0.0, 1.0, 1.0};

glEnable (GL LIGHT1) ;
glLightfv(GL_LIGHTl, GL_DIFFUSE, lightl_diffuse);
glLightfv (GL LIGHT1, GL POSITION, lightl position);
}
if (light sample == 3) {
// TOUKOBE ImKepesio CBiTiia
// chHamaHHA 1HTEHCMBHOCTIL 3 BIlICTaHHL 3amaHo dyHkumewn f(d)
=1.0/ (0.4 *d*d+ 0.2 *d)
GLfloat light2 diffuse[] = {0.4, 0.7, 0.2};
GLfloat light2 position[] = {0.0, 0.0, 1.0, 1.0};
glEnable (GL LIGHT2) ;
glLightfv(GLiLIGHTZ, GL DIFFUSE, lightZidiffuse);
glLightfv (GL LIGHT2, GL POSITION, light2 position);
glLightf(GLﬁLIGHTZ, GL CONSTANT ATTENUATION, 0.0);
glLightf(GL_LIGHTZ, GL_LINEAR;ATTENUATION, 0.2);
glLightf(GLﬁLIGHTZ, GL QUADRATIC ATTENUATION, 0.4);
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if (light sample == 4) {

// TpOXeKTOp
// crnamaHHS 1HTEeHCUBHOCT1 3 BIICTAHHIO BlIKIIOUEHO (3a

3aMOBUYBAaHHSIM)

// mosyioBuHa kyTa npu BepumHi 30 Tpamycis
// HampsMOK Ha LEeHTP [IOBEepxHi

GLfloat light3 diffuse[] = {0.4, 0.7, 0.2};
GLfloat light3 position[] = {0.0, 0.0, 1.0, 1.0};
GLfloat light3 spot direction[] = {0.0, 0.0, -1.0};

glEnable (GL LIGHT3);

glLightfv (GL LIGHT3, GL DIFFUSE, light3 diffuse);
glLightfv (GL LIGHT3, GL POSITION, light3 position);
glLightf (GL LIGHT3, GL SPOT CUTOFF, 30);

glLightfv (GL_LIGHT3, GL_SPOT DIRECTION,

light3 spot direction);

}

if (light sample == 5) {

// TpOXeKTOp
// crnamaHHS 1HTEeHCUMBHOCT1 3 B1ICTAHHIO BlIKIIOUEHO (3a

3aMOBUYYBaHHSIM)

// mosyioBuHa kyTa npu BepumHi 30 Tpamycie
// HampsM Ha LEHTP [IOBEepxXHI1
// BRIIOUEHM PO3PaxXyHOK SBMEHIIEHHS 1HTEHCHMBHOCTI IS

IPOXEKTOPa
GLfloat light4 diffuse[] = {0.4, 0.7, 0.2};
GLfloat light4 position([] = {0.0, 0.0, 1.0, 1.0};
GLfloat light4 spot direction[] = {0.0, 0.0, -1.0};

glEnable (GL LIGHT4) ;

glLightfv (GL LIGHT4, GL DIFFUSE, light4 diffuse);
glLightfv (GL, LIGHT4, GL POSITION, light4 position);
glLightf (GL, LIGHT4, GL_SPOT CUTOFF, 30);
glLightfv (GL LIGHT4, GL SPOT DIRECTION,

light4 spot direction);

}

glLightf (GL LIGHT4, GL SPOT EXPONENT, 15.0);

if (light sample == 6) {

// nmexisbka kepesi cBiTiia
GLfloat light5 diffuse[] = {1.0, 0.0, 0.0};
GLfloat light5 position[] = {0.5 * cos(0.0), 0.5 *

sin(0.0), 1.0, 1.0};

glEnable (GL LIGHTS) ;

glLightfv (GL LIGHT5, GL DIFFUSE, light5 diffuse);
glLightfv (GL LIGHT5, GL POSITION, light5 position);
glLightf (GL LIGHT5, GL CONSTANT ATTENUATION, 0.0);
glLightf (GL LIGHTS, GL LINEAR ATTENUATION, 0.4);
glLightf (GL LIGHTS5, GL QUADRATIC ATTENUATION, 0.8);
GLfloat light6 diffuse[] = {0.0, 1.0, 0.0};
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GLfloat light6 position[] = {0.5 * cos(2 * PI / 3),
PI / 3), 1.0, 1.0};

glEnable (GL LIGHT6) ;

glLighth(GLfLIGHT6, GL DIFFUSE, light64diffuse);
glLightfv (GL LIGHT6, GL POSITION, light6 position);
glLightf(GL LIGHT®G, GL CONSTANT ATTENUATION, 0.0);
glnghtf(GL LIGHT®G, GL LINEAR ATTENUATION, 0.4);
glnghtf(GL LIGHT6, GL . QUADRATIC ATTENUATION, 0.8);
GLfloat light7 diffuse[] = {0.0, 0.0, 1.0};

GLfloat 1light7 position[] = {0.5 * cos(4 * PI / 3),
PI / 3), 1.0, 1.0};

glEnable (GL LIGHT7) ;

glLightfv(GL_LIGHT7, GL DIFFUSE, light7 diffuse);
glLightfv (GL LIGHT7, GL POSITION, light7 position);
glLightf(GL_LIGHT7, GL CONSTANT ATTENUATION, 0.0);
glLightf(GL_LIGHT7, GL LINEAR ATTENUATION 0.4);

glLightf (GL LIGHT7, GL QUADRATIC ATTENUATION, 0.8);

// moBepxHA

GLfloat x, vy;
glBegin (GL QUADS) ;
glNormal3f (0.0, 0.0, -1.0);

for (x = -1.0; x < 1.0; x += 0.005) {
for (y = -1.0; vy < 1.0; y += 0.005) {
glvVertex3f(x, y, 0.0);
glVertex3f(x, y + 0.005, 0.0);
glVertex3f(x + 0.005, y + 0.005, 0.0);
glVertex3f(x + 0.005, y, 0.0);
}
}
glEnd() ;

// BimkimoueHHd Ixepes cBimTia
glDisable (GL LIGHTO) ;

glDisable
glDisable
glDisable
glDisable
glDisable
glDisable

GL LIGHT1
GL . LIGHT2
GL . . LIGHT3
GL . LIGHT4
GL LIGHTS
GL . LIGHT6

7

;

7

;

7

7

ngisable(GLiLIGHT7)
// enemeHT mnomBirHOl Oybepuszanii
glutSwapBuffers() ;

void keyboard function(unsigned char key, int x, int y) {
if
if
if

(key == '1'") light sample = 1;
(key == '2") light sample = 2;
(key == '3") light sample = 3;

0.

0.

5

5

*

*
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if (key == '4') light sample = 4;
if (key == '5') light sample = 5;
if (key == '6') light sample = 6;
glutPostRedisplay () ;

}
int main (int argc, char** argv) {
glutInit (&argc, argv);
glutInitDisplayMode (GLUT DOUBLE | GLUT RGB | GLUT DEPTH);
glutInitWindowPosition (50, 100);
glutInitWindowSize (500, 500);
glutCreateWindow ("Ilpwkiianm BCTAHOBJIEHHS IDKEpeJl CBiTia B
OpenGL") ;
init();
glutDisplayFunc (display) ;
glutReshapeFunc (reshape) ;
glutKeyboardFunc (keyboard function);
glutMainLoop ();

3a ponomororo kmasini 1, 2, 3, 4, 5, 6 BH 3MOXETe MEPEKIIOYATH
Ppi3Hi BapiaHTH OCBITJICHHS

Pucynok 3.3 — HanpagiieHe jxepesio cBitia
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Pucynok 3.4 — ToukoBe JpKepeso CBiTia, CHaJaHHs IHTCHCUBHOCTI 3 BiJICTAHHIO
BUMKHCHO

Pucynox 3.5 — ToukoBe jkepesio cBiTIa, CaJaHHs iHTEHCUBHOCTI 3 BiJICTAaHHIO
YBIMKHEHO



Pucynoxk 3.6 — IIpoxxektop

Pucynox 3.7 — IIpoxeKkTop, BKIIOYEHHH PO3PaXyHOK 3MEHILICHHS iIHTEHCUBHOCTI
JUIS1 TIPOKEKTOPA
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Pucynox 3.8 — Kinmbka mxepern cBiTia

3.3.3 Hakaaganusa tekctypu Ha 3d- 06’ €ekT

#include <QtGui>
#include "mainscene.h"
#include <math.h>
#include <glext.h>
#include <gl/gl.h>

MainScene: :MainScene (QWidget *parent) :QGLWidget (parent)
{
xAxisRotation = yAxisRotation = 0;
}
MainScene: :~MainScene ()

{
}

void MainScene::initializeGL()
{
glClearColor (0.0, 0.0, 0.0, 1.0);

glEnable (GL DEPTH TEST) ;
glShadeModel (GL FLAT) ;
glEnable (GL CULL FACE);
glEnable (GL TEXTURE 2D);

// glEnable (GL_MULTISAMPLE) ;

generateTextures () ;
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glEnableClientState (GL VERTEX ARRAY) ;
glEnableClientState (GL TEXTURE COORD ARRAY) ;
}

void MainScene::resizeGL(int nWidth, int nHeight)
{ glMatrixMode (GL PROJECTION) ;
glLoadIdentity () ;
glOrtho(-0.5, 1.5, -0.5, 1.5, -10.0, 10.0);

glViewport (0, 0, (GLint)nWidth, (GLint)nHeight);

currentWidth = nWidth;
currentHeight = nHeight;
}

void MainScene: :paintGL()
{
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glMatrixMode (GL_MODELVIEW) ;

glLoadIdentity () ;
glRotatef (yAxisRotation, 0.0, 1.0, 0.0);
glRotatef (xAxisRotation, 1.0, 0.0, 0.0);

glBindTexture (GL TEXTURE 2D, textures([0]);

cubeVertexArray[0] [0] = 0.0;
cubeVertexArray[0] [1] = 0.0;
cubeVertexArray[0] [2] = 1.0;
cubeVertexArray[1][0] = 0.0;
cubeVertexArray[1l][1] = 1.0;
cubeVertexArray[1l][2] = 1.0;
cubeVertexArray[2] [0] = 1.0;

cubeVertexArray[2][1] = 1.0;
cubeVertexArray[2][2] = 1.0;

cubeVertexArray[3][0] = 1.0;
cubeVertexArray[3][1] = 0.0;
cubeVertexArray[3][2] = 1.0;
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cubeVertexArray[4][0] = 0.0;
cubeVertexArray[4] [1] ;
cubeVertexArray[4][2] = 0.0;

1
o
o
~

cubeVertexArray[5] [0] = 0.0;
cubeVertexArray[5] [1] = 1.0;
cubeVertexArray[5] [2] = 0.0;

cubeVertexArray[6] [0] = 1.0;
cubeVertexArray[6] [1] = 1.0;
cubeVertexArray[6] [2] = 0.0;

cubeVertexArray[7][0] = 1.0;
cubeVertexArray[7][1] = 0.0;
cubeVertexArray[7][2] = 0.0;

cubeTextureArray[0] [0] = 0.0;
cubeTextureArray[0] [1] = 0.0;
cubeTextureArray([1] [0] 1.0;
cubeTextureArray[1] [1] = 0.0;
cubeTextureArray[2] [0] = 1.0;
cubeTextureArray([2] [1] = 1.0;
cubeTextureArray[3] [0] = 0.0;
cubeTextureArray([3] [1] = 1.0;
cubeIndexArray[0] [0] = O;
cubeIndexArray[0] [1] = 3;
cubeIndexArray[0] [2] = 2;
cubeIndexArray[0] [3] = 1;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);

glBindTexture (GL TEXTURE 2D, textures([1]);

cubeTextureArray[0] [0] = 0.0;
cubeTextureArray[0] [1] = 0.0;
cubeTextureArray[1] [0] = 1.0;
cubeTextureArray([1] [1] = 0.0;

cubeTextureArray[5] [0] = 1.0;



cubeTextureArray([5] [1] = 1.0;

cubeTextureArray[4] [0] = O.
cubeTextureArray[4][1] =1

cubeIndexArray
cubelndexArray
cubeIndexArray
cubeIndexArray

’

|
SO O

’

—_———

0110]
0111]
01[2]
0113] ;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray):;
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);

glBindTexture (GL TEXTURE 2D, textures([2]);

cubeTextureArray[7] [0] = 0.0;
cubeTextureArray([7] [1] = 0.0;

cubeTextureArray[4] [0] = 1.0;
1

cubeTextureArray[4] [1] = 0.0;
cubeTextureArray[5] [0] = 1.0;
cubeTextureArray([5] [1] = 1.0;
cubeTextureArray[6] [0] = 0.0;
cubeTextureArray([6] [1] = 1.0;
cubeIndexArray[0] [0] = 7;
cubeIndexArray[0] [1] = 4;
cubeIndexArray[0] [2] = 5;
cubeIndexArray[0] [3] = 6;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);
glBindTexture (GL TEXTURE 2D, textures([3]);

cubeTextureArray[3] [0] = 0.0;
cubeTextureArray([3] [1] = 0.0;

cubeTextureArray([7] [0] = 1.0;
cubeTextureArray[7] [1] = 0.0;

cubeTextureArray[6] [0] = 1.0;



cubeTextureArray([6] [1] = 1.0;

cubeTextureArray([2] [0] = O.
cubeTextureArray[2] [1] =1

cubeIndexArray
cubelndexArray
cubeIndexArray
cubeIndexArray

’

’

————
|
N oYy W

0110]
0111]
01[2]
0113] ;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);

glBindTexture (GL TEXTURE 2D, textures([4]);

cubeTextureArray[1] [0] = 0.0;
cubeTextureArray([1l] [1] = 0.0;

cubeTextureArray([2] [0] = 1.0;
1

cubeTextureArray[2] [1] = 0.0;
cubeTextureArray[6] [0] = 1.0;
cubeTextureArray([6] [1] = 1.0;
cubeTextureArray[5] [0] = 0.0;
cubeTextureArray([5] [1] = 1.0;
cubeIndexArray[0] [0] = 1;
cubeIndexArray[0] [1] = 2;
cubeIndexArray[0] [2] = 6;
cubeIndexArray[0] [3] = 5;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);
glBindTexture (GL TEXTURE 2D, textures([5]);

cubeTextureArray[0] [0] = 0.0;
cubeTextureArray[0] [1] = 0.0;

cubeTextureArray[4] [0] = 1.0;
cubeTextureArray[4] [1] = 0.0;

cubeTextureArray([7] [0] = 1.0;



cubeTextureArray([7] [1]

Il
[
=
~

cubeTextureArray([3] [0] = O.
cubeTextureArray[3] [1 1

cubeIndexArray [0
cubeIndexArray[0
cubeIndexArray[0
cubeIndexArray[0

’

’

w J b O

110]
1[1]
112]
1[3]

’

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);

glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);

glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelIndexArray) ;
}

void MainScene: :mousePressEvent (QMouseEvent *event)

{

pressPosition = event->pos();

}

vold MainScene: :mouseMoveEvent (QMouseEvent *event)

{
xAxisRotation += (180 * ((GLfloat)event->y() -

(GLfloat)pressPosition.y())) / (currentHeight);
yAxisRotation += (180 * ((GLfloat)event->x() -
(GLfloat)pressPosition.x())) / (currentWidth);

pressPosition = event->pos();

updateGL() ;
}

void MainScene::generateTextures ()

{

glGenTextures (6, textures);

QImage texturel;

texturel.load(":/granl.png");

texturel = QGLWidget::convertToGLFormat (texturel) ;

glBindTexture (GL TEXTURE 2D, textures[0]);

glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizel)texturel.width(),
(GLsizei) texturel.height (), O, GL RGBA, GL UNSIGNED BYTE,
texturel.bits());

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER,
GL_LINERAR);

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,
GL_LINERAR);
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glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE WRAP S,

GL CLAMP TO EDGE) ;

glTexParameteri (GL TEXTURE 2D, GL_TEXTURE WRAP T,

GL CLAMP TO EDGE) ;

glTexEnvi (GL_TEXTURE ENV, GL TEXTURE ENV MODE, GL DECAL);

QImage texture2;

texture2.load(":/gran2.png");

texture2 = QGLWidget::convertToGLFormat (texture2) ;
glBindTexture (GL TEXTURE 2D, textures[l]);
glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizeil)texture2.width(),

(GLsizei) texture2.height (), 0, GL RGBA, GL UNSIGNED BYTE,
texture2.bits());

glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE MAG FILTER,

GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,

GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP S,

GL CLAMP TO EDGE) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP T,

GL_CLAMP TO EDGE) ;

glTexEnvi (GL TEXTURE ENV, GL TEXTURE ENV MODE, GL DECAL);

OImage texture3;

texture3.load(":/gran3.png") ;

texture3 = QGLWidget::convertToGLFormat (texture3) ;
glBindTexture (GL TEXTURE 2D, textures([2]);
glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizei)texture3.width(),

(GLsizei)texture3.height (), 0, GL RGBA, GL UNSIGNED BYTE,
texture3.bits());

glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE MAG FILTER,

GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,

GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP S,

GL_CLAMP TO EDGE) ;

glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE WRAP T,

GL_CLAMP TO EDGE) ;

glTexEnvi (GL TEXTURE ENV, GL TEXTURE ENV MODE, GL DECAL);

QImage textured;

texture4d.load(":/grand.png");

textured = QGLWidget::convertToGLFormat (textured) ;
glBindTexture (GL TEXTURE 2D, textures[3]);
glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizel)textured.width(),

(GLsizei)textured4.height (), 0, GL RGBA, GL UNSIGNED BYTE,
textured.bits());
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glTexParameteri (GL_TEXTURE 2D, GL TEXTURE MAG FILTER,
GL_LINEAR) ;

glTexParameteri (GL_TEXTURE 2D, GL TEXTURE MIN FILTER,
GL_LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL_TEXTURE WRAP S,
GL_CLAMP TO EDGE) ;

glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE WRAP T,
GL_CLAMP TO EDGE) ;

glTexEnvi (GL_TEXTURE ENV, GL TEXTURE ENV MODE, GL DECAL);

QOImage textureb5;

textureb5.load (":/gran5.png") ;

textureb = QGLWidget::convertToGLFormat (textureb) ;
glBindTexture (GL TEXTURE 2D, textures([4]);

glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizei)texture5.width(),

(GLsizei)texture5.height (), 0, GL RGBA, GL UNSIGNED BYTE,
textureb.bits());

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER,
GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,
GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP S,
GL CLAMP TO EDGE) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP T,
GL CLAMP TO EDGE) ;

glTexEnvi (GL TEXTURE ENV, GIL TEXTURE ENV MODE, GL DECAL);

QImage texture6;

texture6.load(":/gran6.png") ;

texture6 = QGLWidget::convertToGLFormat (texture6) ;
glBindTexture (GL TEXTURE 2D, textures([5]);

glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizei)texture6.width(),

(GLsizei)texture6.height (), 0, GL RGBA, GL UNSIGNED BYTE,
texture6.bits());

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER,
GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER,
GL LINEAR) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP S,
GL_CLAMP_TO EDGE) ;

glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP T,
GL CLAMP TO EDGE) ;

glTexEnvi (GL_TEXTURE ENV, GL_TEXTURE ENV MODE, GL DECAL);

}
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Pucynox 3.9 — Pe3ynpTaT BUKOHAHHS IPOrpaMu

3.4 3aBnaHHA HAa BUKOHAHHSA JadopaTopHOi pobdoTH

BukopucToByroun pi3Hi rpadiuHi TPUMITHBH HaMamoBaTH 3d-
00’€kT TpU3My abo mipamiiy, B OCHOBI SIKOI JIGKUTh OaraTOKyTHHK 3
kimpkicTio BepmmH (HOMEP BAPIAHTA+2) 1 HakmacTh Ha HBOTO
JIOBLIBHY TEKCTYPY.

3.5 3micT 3BiTY

VY 3BiTi MaroTh OyTH BimoOpaXKeHi Taki HHUTAaHHI: MeTa PoOOTH;
3aBIaHHs 10 J1a00paTopHOi poOOTH; (aiiim nporpamu; pe3yabTaTh podoTH
MpOTpaMu; BUCHOBOK.

3.6 KoHTpoJaBbHI NHTaAHHA

3.6.1 Ilo Take TeKcTypa Ta IJS YOr0 BHKOPHCTOBYIOTHCS
TEKCTYpH?

3.6.2 Sk 3amaTé KOHYCHE JKepesio cBitia?

3.6.3 o Bukonye komanna glColorMaterial?

3.6.4 fx 3amaru ¢ikcoBaHe TMOJOXKEHHS JpKepena cpitia? Yu
MOXJIMBO 33/1aBaTH I[OJIOKEHHS JDKEpella  BiTHOCHO  JIOKaJIbHHX
KoOpAHuHAT 00’ eKTa?

3.6.5 fxi Oydepu 300paxkenns BukopucToByoThcs B OpenGL Ta
JUTs1 4OT0?
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4 TABOPATOPHA POBOTA Ne 4

«MoneqwBaHHA (PI3MYHUX SIBH I

4.1 MeTa pobGoTn

HaBuntncs monemosatu npocti ¢izuuni sBuma B OpenGL

4.2 Ctucai TeopeTH4Hi BizoMocTi

4.2.1 CtBopeHHd e(peKTYy MepeXTiHHA

Slowdown (ranbMyBaHHS) KOHTPOJIIOE, SIK IIBUIKO MEPEMILIAI0THCS
yacTHHKY. YnM Oinpie i 3HAYEHHS, TUM TOBUTBHINIE BOHH PyXaOTHCS.
Uum MeHIIe i 3HaY€HHS, TUM LIBUIIE BOHU PYXaKOThCs. SIKIO 3HAYCHHS
3aJ]aHO0 MaJieHbKe, YaCTUHKU OYAyTh pyXaTHCs Iyxe mBHAKO. LIIBUAKICTD,
3 SIKOF0 YACTHHOKHU MIEPEMIIIAOThCS, Oy/Ie 3a/1aBaTh X TPAEKTOPIIO PyXy IO
eKkpaHy. binbll NOBUTEHI YaCTKH He OyIyTh BiUTITATH TAIEKO.

3minni  Xxspeed i Yyspeed 103BOJSIOTE HAaM  KOHTPOJIOBATH
HaNpsIMKOM XBOCTa IIOTOKY YaCTHHOK.

Xspeed Oyme momaBaTHCS 10 MOTOYHOI MIBUAKOCTI YaCTUHKH IO OCi
X. Skmo y xspeed - mo3uMTHBHE 3HAUYCHHS, TO Halla YacTka Oyne
3MminyBaTucsi HampaBo. SIkmio y Xspeed - Big'emMHe 3Ha4€HHs, TO Halla
yacTKa OyJe 3MillyBaTuCs HaliBo. UM BHINE 3HaYEHHS, THM OiIbIIe Iie
3MIIIIEHHST Y BIAMOBiAHOMY HampsMky.Yspeed Oyme JomaBaTHCS 10
[MOTOYHOI IIBUIKOCTI YaCTHUHKH 110 OCl Y.

Hexaif yacTiHKa Mae MBUAKICTH mepeMimeHHs 5 mo oci X i 0 mo oci
Y. Sxmo mu 3menmumo xspeed g0 — 10, TO MIBUAKICTH MepeMillleHHS
oyne nopieaioe — 10 (xspeed) +5 (mouarkoBa MBUIKICTE). ToMy 3aMicCTh
nepemimeHHas 3 TemnoMm 10 Brpaso, yacTka Oyae mepeMilaTucs 3 TEMIOM
— 5 BHiBO

glBegin (GL_TRIANGLE_STRIP); // TTo6y10Ba 40THPUKYTHHUKA 3
TPUKYTHOI CMYXKH

CMyXkKa 3 TPUKYTHUKIB MAIIOETbCA 5K DSl  TPUKYTHHUKIB
(TpUCTOPOHHIX MONITOHIB), BUKOpHcTOBYIOuH Bepmuan VO, V1, V2, notim
V2, V1, V3 (3BepHiTh yBary Ha mopsiiok), notim V2, V3, V4, i Tak nai.
[lopsiioK MOBMHEH rapaHTyBaTH, IO BCi TPUKYTHUKH OyIyTh BHBEICHI 3
Ti€l )k caMoi Opi€eHTaLI€0 TaK, 00 CMY’KKa MOTJIa IPaBUIBHO (HOPMYBaTH



72

YacTMHY TIOBepXHi. JlOTprMaHHS Opi€HTamii BAXKIMBO [UIA JIESKAX
omepariiii, Turry Biacikauus. [loBuHHI OyTH X04a 0 3 TOYKH, MO0 OyIo
IOCH BUBECHO.

Pucynok 4.1 — CMmyxKka 3 1BOX TPUKYTHHKIB

Tomy nepmmii TPUKyTHUK BUBEJICHUIN, BUKOPUCTOBYIOUU BEPILUMHHU
0, 11 2. Sxmo Bu momuBuThCs Ha pucyHOK 4.1, Bu mobaunte, mo TOYKH
BepmnH 0, 1 1 2 milicHO CKIa#aloTh MEpHIMK TPUKYTHUK (BEpXHS IMpasa,
BEpXHsl JiBa, HWXHsA Tmpasa). Jlpyrumid TpPUKYTHHK BHUBCICHHI,
BUKOPHCTOBYIOUHM BepimHH 2, 1 1 3, Bepmam 2, 1 1 3 CTBOPIOIOTH IPYTHIA
TPUKYTHUK (HIDKHS TIpaBa, BEpXHs JiBa, HIDKHS IpaBa). 3ayBaxKTe, IO
o0u/iBa TPUKYTHUKA BHUBECHI 3 TUM K€ CaMUM MOPSIKOM 00xoay (mpotu
rOAMHHUKOBOI  cTpiikm). OpenGL Oyze MiHATH BepIIMHH, 1100
rapaHTyBaTH, 0 BCl TPMKYTHUKU BUBEJIEH]I TUM e CAMHM CIIOCOOOM.

€ 1Bl TpUYMHM, UIT TOrO MIO0 BHUKOPUCTOBYBAaTH CMYXKKH 3
TpukyTHUKIB. [lo-miepie, micias BHW3HAYCHHS NEPIINX TPHOX BEPIIVH
MIOYaTKOBOTO TPUKYTHHKA, BU MOBHMHHI TUIbKM BU3HAYaTH OJHY €IUHY
TOYKY JJISl KOKHOTO 1HINOTO JOAAaTKOBOTO TPUKyTHHKa. Ll Touka Oyme
o0'emqHana 3 2 momepenHiM BepIIMHAMY JIJIsl CTBOpEHHS TPUKyTHHKa. [lo-
JIpyre, CKOPOYYIOYHM KUIBKICTh MJaHWX, HEOOXIHUX JUIS CTBOPEHHS
TPUKYTHUKIB Ballla rmporpamMa OyJie IpaioBaTy IBHIIIE, 1 KITBKICTh KOIY
a00 JaHUX, HeOOX1IHUX IS BUBEJCHHS 00'€KTa Pi3KO CKOPOTUTHCS.

4.2.2 CtBopeHHs epeKkTy TyMany

Posrnsnemo moxinuBicte OpenGL - cTBOopeHHs edekTy TymaHy.
Jlerke 3aTyMaHEHHsl CLEHH CTBOPIOE PEANiCTUYHUI e(eKT, a 4acTeHbKO
MOX€E 1 MPHUXOBaTH AEAKI apTedakTH, AKi 3'SBIAIOTHCS, KOJM B CIEHi
NPUCYTHI BiJAajeHi 00'eKTH.
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Tyman B OpenGL peani3yeTscsi IIIIXOM 3MiHH KOJNBOPY OO'€EKTIB B
CLieHI B 3aJle)KHOCTI Big IX TIJIMOMHHM, TOOTO BIACTAaHI J0 TOYKH
CIIOCTEpPEXKEHHS. 3MiHa KOJIbOpY BimOyBaeThcs abo i BEpIIMH
NPUMITHBIB, 200 I KOXKHOTO IIKCENsl Ha eTalli pacTepu3allii B 3aJIe)KHOCTI
Bix peamizanii OpenGL. [luM mporiecom MOXHa 4aCTKOBO YITPABIIATH.

Hns BxmodeHHS e(exkTy 3aTyMaHeHHS HEOOXiTHO BUKIHKATH
komanny glEnable (GL_FOG).

Meron oOdYHCNIeHHS IHTEHCHMBHOCTI TyMaHy B BEpIIMHI MOXHA
BU3HAYUTH 33 JOIIOMOI'OI0 KOMaH/

void glFog [if] (enum pname, T param)

void glFog [if] v (enum pname, T params)

ApryMeHT pname Moke Ha0OyBaTH TaKUX 3HAUCHb:

GL_FOG_MODE apryment param Bu3Hadae (opMymy, MO sIKii
OyJe 0OUMCITIOBATHCS IHTCHCHBHICTh TyMaHa B TOYIII.

B npomy Bumagky param MoKe IpUiMaTH 3HAUECHHS

GL_EXP [HTEHCHBHICTh OOYHCITIOETHCS 3a
dopmyioro f=exp (-d * z)

GL_EXP2 [HTEHCHBHICTh OOYHCITIOETHCS 3a
dopmyioro f=exp (- (d * z) 2)

GL_LINEAR IaTeHCHBHICTE O00YHCITIOETHCS 3a
dopmyioro f = e-z / e-Srae z - BijcTanb Bif
BEpIIMHHA, B  SKIH  OOYUCIIOETHCA

IHTEHCUBHICTh ~ TyMaHa, JO  TOYKHU
naomonenis. Koeddimientn d, e, S
3aJ]al0ThC 332 JIONIOMOTOK)  HACTYITHHX
3HAYeHb ApPryMEHTY pname
GL_FOG_DENSITY param Bu3Hauae koedirient d
GL_FOG_START param Bu3Hauae KoeilieHT s
GL_FOG_END param BH3Ha4a€ KOE(DILI€HT €

Koumip TymaHy 3aia€eTbcs 3a IOIIOMOTOI0 apryMEHTY pname, piBHOTO

GL_FOG_COLOR params - TMOKaX4YMK Ha MacuB 3 4-X
KOMIIOHEHT KOJIbOPY
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Hagenemo mpukiiaz BUKOPUCTAHHS IIHOTO €EeKTy:

GL float FogColor[4]={0.5,0.5,0.5,1};
glEnable(GL_FOG);
glFogi(GL_FOG_MODE,GL_LINEAR);
glFogf(GL_FOG_START,20.0);
glFogf(GL_FOG_END,100.0);
glFogfv(GL_FOG_COLOR,FogColor);

4.3 MeToaMKa BUKOHAHHSA JJadopaTopHoOi podoTH

4.3.1 lIpuxkaax nporpamMu (MepexTiHHA)

#include "stdafx.h"

#include "Lessonl9.h"

#include <windows.h> // ®ain 3arosioBka misg Windows

#include <stdio.h> // ®aiin 3arosioBka mjis CTAHIAPTHOL ©6i6sioTexm
BBeIeHHS/BuBeneHHsa (HOBRE)

#include <gl\gl.h> // daim 3arosioBka mis O6iGniorexy OpenGL32
#include <gl\glu.h> // daym 3arosioBka misa OiGnioTexy GLu32
#include <gl\glaux.h> // ®arym 3arosioBka Ijisa G6i6jiorexn GLaux
#define MAX PARTICLES 3000 // Umcyio 4aCTMHOK OJis CTBOPeHHS ( HOBE )

HGLRC hRC = NULL; // locTiiHmi KOHTEeKCT Bisyasizauii (peHmepuHTa)
HDC hDC = NULL; // TIpMBaATHMI KOHTEKCT MNpUCTPon GDI

HWND hWnd = NULL; // TyT Oyme 30epiraTmcs OECKPUIITOP BikHAa
HINSTANCE hInstance; // Tyr Gymne 36epirartucs OeCKPUIITOP IOIATKa

bool keys[256]; // Macus, WO BUKOPUCTOBYETLCA IJIA Olepalin 3
KJIaBiaTypon

bool active = true; // dmar aKTMBHOCTL BikHAa, BCTAHOBJIGHMI B true 3a
3aMOBUEHHAM

bool fullscreen = true; // ®jar pexmuMy BikHa, BCTAHOBJIEHWA B
[MOBHOSKPAHHWA 33 3aMOBYEHHAM

bool rainbow=true; // Pexmm parmyrm? ( HOBE )

bool sp; // Mpobin HaTmcHyTwi? ( HOBE )

bool rp; // BeemeHHa HaTucHyTe? ( HOBE)

float slowdown=2.0f; // TanbMyBaHHS UYaCTVHOK

float xspeed; // OCHOBHa WBMIKIiCTbL MO X (3 KJIaBiaTypu 3MiHOETLCH
HaIpsAMOK XBOCTA)

float yspeed; // OcHOBHa mBUIOKICTL 1O Y (3 KjaBlaTypu 3MI1HOETHCS
HapsAMOK XBOCTA)
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float zoom=-40.0f; // Macwrab nIydka YacCTMHOK

GLuint loop; // BmiHHa UMKy

GLuint col; // HoTouHwii BMOPaHMA KOJI1p

GLuint delay; // Barprvxa mia edexTy paimyTu
GLuint texture[l]; // Mam’aTb g HaWOl TEKCTYPU

typedef struct // CTpykTypa YacCTUHKMA
{
bool active; // AxktuBHicTb (Tak/Hi)
float life; // XurTs
float fade; // llBumkicTbe 3TacaHHd

float r; // UYepBoHe 3HAUEHHHA
float g; // 3ejeHe 3HAYEHHA
float b; // Cune 3HadeHHA

float x; // X nosmuis
float y; // Y nosuuis

float z; // 7 nosuuisg
float xi; // X HaIpsaMOK
float vyi; // Y HanpsMmok
float zi; // 7 HampsaMOK
float xg; // X rpaBiTauig
float yg; // Y rpaBiTauis
float zg; // 7 rpaBiTaiisa
}
particles; // CTpyKTypa 4YaCTMHOK

particles particle[MAX PARTICLES]; // Macme uacTmHOk (Micue s
indpopmManii mpo YaCTMHKM)

static GLfloat colors[12][3]= // KomipHa parnmyra
{

{1.0£,0.5£,0.5f},{1.0£,0.75£,0.5f},{1.0£,1.0£,0.5€},{0.75£,1.0£,0.5%
b

{0.5f£,1.0£,0.5£},{0.5£,1.0£,0.75£}, {0.5£,1.0£,1.0£},{0.5£,0.75£,1.0f
b

{0.5f£,0.5f,1.0f},{0.75f£,0.5£,1.0f},{1.0£,0.5£,1.0f},{1.0£f,0.5£,0.75f
}
}i



76

LRESULT CALLBACK WndProc ( HWND, UINT, WPARAM, LPARAM ); // IpoToTwi
byHk11i1 WndProc

int InitGL(GLvoid) // Bci nasawmryBanusa misa OpenGL poBisaTbCs TyT

{

if (!LoadGLTextures())// Tlepexinm Ha MpolLeIypy SaBaHTAXEeHHS TEKCTYPU
{

return FALSE; // SKWo TekCcTypa He 3aBaHTakeHa oBepraeMo FALSE

}

glShadeModel (GL_SMOOTH) ; // HosBij s3mamxkeHoro 3adapBoByBaHHS
glClearColor (0.0f, 0.0f, 0.0f, 0.5f); // UYopmmi don
glClearDepth (1.0f);// BcraHomjeHHS Oybepa TUMOUHM
glDisable (GL DEPTH TEST);// 3abopoHa TEKCTy IJIMOMHNA
glEnable (GL BLEND); // Jo3BOnseMO 3MilyBaHHS
glBlendFunc (GL SRC ALPHA,GL ONE); // Twn s3mimyBaHHS

// TlokpameHi OBUMCIIEHHS NEPCIEKTUBMA
ngint(GL_PERSPECTIVE_CORRECTION_HINT,GL_NICEST);
ngint(GL_POINT_SMOOTH_HINT,GL_NICEST);
// TIOKpalleHe TOUYKOBE 3MIilyBaHHI

glEnable (GL TEXTURE 2D);
// IIO3B1Jl HAKJIANAHHA TEKCTYPU
glBindTexture (GL TEXTURE 2D, texture[0]);
// Bubip Hamol TEeKCTypu

for (loop=0;loop<MAX PARTICLES;loop++)
// IHiuianisalis BC1X YaCTMHOK

{

particle[loop] .active=true; // 3pobuTy BCl YaCTMHKM aKTMBHUMMA

particle[loop].life=1.0f; // 3pobuTy BCS UACTUHKM 3 [OBHVM XATTIM

//BurniagkoBa UBUIOK1CTE BTAaCaHHA

particle[loop] .fade=float (rand()%100) /1000.0£f+0.003f;

particle[loop].r=colors[loop* (12/MAX PARTICLES)][0]; // Bubip
YEPBOHOT'O KOJILOPY PavimyIu

particle[loop] .g=colors[loop* (12/MAX PARTICLES)][1]; // Bubip
3eJIEHOT'O KOJIbOPY PaMimy IV

particle[loop] .b=colors[loop* (12/MAX PARTICLES)][2]; // Bubip
CMHBOT'O KOJIbOPY PalIyIT¥

particle[loop] .xi=float ( (rand () %50)-26.0f) *10.0f; // BunamxoBa
mBMOkicTe mo oci X

particle[loop] .yi=float ((rand()%50)-25.0f)*10.0f; // Bunamgxoea
WBMOKiCTL Mo oci Y

particle[loop].zi=float ((rand()%50)-25.0f)*10.0f; // BunamxoBa
WBYOK1CTL 1O ocli Z

particle[loop] .xg=0.0f; // 3amamMo TOPM3OHTAJIEHE MPUTATAHHS B HYJIb
particle[loop] .yg=-0.8f; // 3amaMo BepTMKAJIbHE MPUTATAHHS IOHUZY
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particle[loop] .zg=0.0f; // BamaMo MpWTATaHHS [0 OCl Z B HyJb
}
return true; // Ixiuianizauisa npormwia OK

}

int DrawGLScene( GLvoid ) // TyT BimOyBaTmMeTbCs BCE IIPOMAJIEOBYBAHHSI
{
glClear( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT ); // OumcTtuTu
expaH 1 Oybep rymbuHM

glLoadIdentity(); // CKMHYTV NOTOUHY MATPMULIO

for (loop=0;loop<MAX PARTICLES; loop++)
// IuMKJI MO BCiM 4YacTMHKaM
{
if (particle[loop].active) // SKwO YaCTMHKM aKTUBHIL
{
float x=particle[loop].x; // 3axommo no3muin X Hamol YaCTMHKM
float y=particle[loop]l.y; // 3Baxommo nosmuin Y Hawol YacTHHKMA
float z=particle[loop].z+zoom;
// Tlosuilig YacTuHkM 10 Z + Zoom

// BUBEImEeHHS YaCTMHKM, BMKOPUCTOBYIOUM Hamil RGB 3HaUeHHS, 3TacaHHS
YACTMHKM BiOnoBimHO mo 11 XMTTS

glColordf (particle[loop] .r,particle[loop] .g,particle[loop] .b,particl
e[loop].life);

glBegin (GL TRIANGLE STRIP);
// ToBymoBa UYOTMPUKYTHMKA 3 TPMKYTHOIL IJIOUMHMA
glTexCoord2d (1,1); glVertex3f (x+0.5f,y+0.5f,z); // Bepxua mpara
glTexCoord2d (0,1); glVertex3f (x-0.5f,y+0.5f,z); // BepxHsa jiBa
glTexCoord2d(1,0); glVertex3f (x+0.5f,y-0.5f,z); // Hwkua npasa
glTexCoord2d (0,0); glVertex3f(x-0.5f,y-0.5f,z); // Huxusa sjiea
glEnd () ; // 3BaBepiieHHa MOOYIOBU CMyTM TPUKYTHUKIB

// TlepecyBanHsa 10 ocl X Ha WBMIKICTbL Mo X
particle[loop] .x+=particle[loop].xi/ (slowdown*1000) ;
// TlepecyBanHsa 10 ocl Y Ha WBUIKICTHL Mo Y
particle[loop] .y+=particle[loop] .yi/ (slowdown*1000) ;
// TlepecyBaHHa 1O ocl Z Ha mBMIKicTb 1O Z
particle[loop] .z+=particle[loop] .zi/ (slowdown*1000) ;

particle[loop] .xi+=particle[loop] .xg; // TpuTsaraHHsa 1o X IJis
LBOTO 3armcy
particle[loop] .yi+=particle[loop].yg; // TpursarauHus 1no Y IJis

LBOT'O BAIMUCY
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particle[loop] .zi+=particle[loop].zg; // TpursaranHg 1o 7 miis
LBOTO BamICy

particle[loop].life-=particle[loop].fade; // BueHIMTN XATTI
YaCTMHKM Ha ‘3racaHHa’

if (particle[loop].life<0.0f) // fxwo yacTMHKa 3Tracia
{

particle[loop].life=1.0f; // IaTu HOBE XMUTTH

// Buramxkobe BHAUeHHS BTacaHHSa
particle[loop] .fade=float (rand()%$100) /1000.0£+0.003f;

particle[loop] .x=0.0f; // Ha uenrp oci X
particle[loop].y=0.0f; // Ha uentp oci Y
particle[loop] .z=0.0f; // Ha uentp oci Z

particle[loop] .xi=xspeed+float ((rand() %$60)-32.0f); // leugkicrb
i mamnpsmok no oci X

particle[loop] .yi=yspeed+float ((rand() %$60)-30.0f); // leugxkicTb
i HampsMmok no oci Y

particle[loop] .zi=float ( (rand()%60)-30.0f); // lBuaxicrs i
HampsMOK IO oci Z

particle[loop] .r=colors[col] [0];// Bubip uepBOHOTO 3 Tabimill KOJIBOP1B

particle[loop] .g=colors[col] [1];// Bubip sesenoro 3 rabmmwi xosibopis

particle[loop] .b=colors[col] [2];// Bubip cuHbOro = Tabimuli KoIsOpis

}

// Axmo kyaBima 8 Ha UmMbpOoBiNM KJABiaTypl HATUCHYTa M IpaBiTailig
meHme Hix 1.5

// Tomi 301JIbUMMO NPUTATAHHS BTOPY

if (keys[VK NUMPAD8] && (particle[loop].yg<l.5f))
particle[loop] .yg+=0.01f;

// Axwo xyaBima 2 Ha LMdPOBiM kjaBlaTypl HaTMCHyTa ¥ rpaBiTaiis
Oimpme Hix -1.5

// Toml 301JbIMMO MPUTATAHHS IOHUSY

if (keys[VK NUMPAD2] && (particle([loop].yg>-1.5f))
particle[loop] .yg—=0.01f;

// Axumo kjaBima 6 Ha UMbPOBiNM KJaBiaTypl HATUCHYTa M TpaBiTailig
MeHme Hix 1.5

// momi 30iJBUMMO MNPUTATAHHS IPABOPYY

if (keys[VK NUMPAD6] && (particle[loop].xg<l.5f))
particle[loop] .xg+=0.01f;

// fxwo wiaBima 4 Ha uMbpPoBiM KiaBlaTypl HaTMCHyTa ¥ IpaBirTailig
Oimpme Hix -1.5

// Tomi 30ijBUMMO MPUTATAHHS JI1BOPYY

if (keys[VK NUMPAD4] && (particle[loop].xg>-1.5f))
particle[loop] .xg-=0.01f;
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if (keys[VK TAB]) // Knapima Tabyndaiil BUKIIMKAE BUOYX

{

particle[loop] .x=0.0f; // lLenrp mo oci X

particle[loop] .y=0.0f; // lentp no oci Y

particle[loop] .z=0.0f; // lentp mo oci Z
particle[loop] .xi=float ((rand () %$50)-26.0f) *10.0f; // Bunamxosa

mBMIOKiCcTe 1o oci X
particle[loop] .yi=float ((rand () %$50)-25.0f) *10.0f; // Bunamxosa
WBMIKiCTL MO oci Y
particle[loop].zi=float ((rand () %$50)-25.0f) *10.0f; // Bunamxosa
WBMUIKiCTL IO oci Z
}
}
}

return true; // TlpOMaJIbOBYBAHHS [MPOMIUIO YCIT1lHO

}

- ol

Pucynok 4.2 — PesyneTat pob0OTH ITporpamMu (MepexTiHHS)
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4.3.2 llpukaan nporpamMu (epeKT TyMaHy)

#mainwindow.h

#ifndef MATINWINDOW H

#define MAINWINDOW H

#include <QMainWindow>

namespace Ui {

class MainWindow;

}

class MainWindow : public QMainWindow{
Q OBJECT

public:
explicit MainWindow (QWidget *parent = 0);
~MainWindow() ;

private:
Ui::MainWindow *ui;

}i

#endif // MAINWINDOW H

#mainwindow.cpp

#include "mainwindow.h"
#include "ui mainwindow.h"
#include <QGLWidget>
#include <QtOpenGL>
MainWindow: :MainWindow (QWidget *parent)
OMainWindow (parent),
ui (new Ui::MainWindow)
{
ui->setupUi (this);
}
MainWindow: : ~MainWindow ()
{
delete ui;

}

#mainscene.h

#ifndef MAINSCENE H

#define MAINSCENE H

#include <QTimer>

#include <QGLWidget>

#include <QPoint>

#include <QDebug>

#include <QMouseEvent>

class MainScene : public QGLWidget
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{
Q OBJECT
private:
GLfloat cubeVertexArray|[8
GLfloat cubeColorArray[8
GLubyte cubelIndexArray|[6]
GLfloat cubeTextureArray
QPoint pressPosition;
QPoint releasePosition;
GLfloat xAxisRotation;
GLfloat yAxisRotation;
GLfloat currentWidth;
GLfloat currentHeight;
GLuint textures[1l];
void generateTextures();
private slots:
protected:
vold initializeGL();
void resizeGL(int nWidth, int nHeight);
void paintGL() ;
void mousePressEvent (QMouseEvent* event) ;
vold mouseMoveEvent (QMouseEvent* event) ;
public:
MainScene (QWidget *parent = 0);
~MainScene() ;

11031
10317
[41;
(8] 12];

i
#endif // MAINSCENE H

#mainscene.cpp

#include <QtGui>
#include "mainscene.h"
#include <math.h>
#include <glext.h>

MainScene: :MainScene (QWidget *parent) :QGLWidget (parent)
{
xAxisRotation = yAxisRotation = 0;

}

MainScene: :~MainScene ()

{}

void MainScene::initializeGL()

{
glClearColor (0.4f, 0.36f, 0.88f, 1.0f);
glEnable (GL DEPTH TEST);
glShadeModel (GL FLAT) ;
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glEnable (GL CULL FACE);

glEnable (GL TEXTURE 2D);

glEnable (GL MULTISAMPLE) ;

generateTextures () ;

glEnableClientState(GL_VERTEX_ARRAY);

glEnableClientState (GL TEXTURE COORD ARRAY);
}

void MainScene::resizeGL(int nWidth, int nHeight)
{
glMatriXMode(GL_PROJECTION);
glLoadIdentity() ;
glOrtho(-2.0, 2.0, -2.0, 2.0, -10.0, 10.0);
glViewport (0, 0, (GLint)nWidth, (GLint)nHeight);

currentWidth = nWidth;
currentHeight = nHeight;
}

void MainScene: :paintGL()

{
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glMatrixMode(GL_MODELVIEW);
glLoadIdentity () ;

glRotatef (yAxisRotation, 0.0, 1.0, 0.0);
glRotatef (xAxisRotation, 1.0, 0.0, 0.0);
GLuint fogMode[]= { GL EXP, GL EXP2, GL LINEAR };

GLuint fogfilter= 1;
GLfloat fogColor[4]= {0.4f, 0.36f, 0.88f, 1.0f};

glEnable (GL FOG) ;

glFogi (GL_FOG MODE, fogMode[fogfilter]);
glFogfv (GL FOG COLOR, fogColor);
glFogf (GL _FOG DENSITY, 1.5f);

glHint (GL _FOG HINT, GL DONT CARE);
glFogf (GL_FOG START, 0.0f);

glFogf (GL_FOG END, 100.0f);

glBindTexture (GL TEXTURE 2D, textures[0]);

cubeVertexArray[0] [0] 0.0;
cubeVertexArray[0] [1] = 0.0;
cubeVertexArray[0] [2] = 1.0;
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cubeVertexArray[1] [0] = 0.0;
cubeVertexArray[1][1] = 1.0;
cubeVertexArray[1l][2] = 0.5;

cubeVertexArray[2] [0] = 1.0;
cubeVertexArray[2][1] = 1.0;
cubeVertexArray[2] [2] = 0.5;

cubeVertexArray[3][0] = 1.0;
cubeVertexArray[3][1] = 0.0;
cubeVertexArray[3][2] = 1.0;

cubeVertexArray[4][0] = 0.0;
cubeVertexArray[4][1] = 0.0;
cubeVertexArray[4][2] = 0.0;

cubeVertexArray[5] [0] = 0.0;
cubeVertexArray[5] [1] = 1.0;
cubeVertexArray[5] [2] = 0.5;

cubeVertexArray[6] [0] = 1.0;
cubeVertexArray[6][1] = 1.0;
cubeVertexArray[6] [2] = 0.5;

cubeVertexArray[7][0] = 1.0;
cubeVertexArray[7][1] = 0.0;
cubeVertexArray[7][2] = 0.0;

cubeTextureArray[0] [0] = 0.0;
cubeTextureArray[0] [1] = 0.0

cubeTextureArray([1] [0] = 1.0;
cubeTextureArray[1] [1] = 0.0;
cubeTextureArray[2] [0] = 1.0;
cubeTextureArray([2] [1] = 1.0;
cubeTextureArray([3] [0] = 0.0;
cubeTextureArray([3] [1] = 1.0;
cubeIndexArray[0] [0] = O;
cubeIndexArray[0] [1] = 3;
cubeIndexArray[0] [2] = 2;
cubeIndexArray[0] [3] = 1;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);



84

glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);
glBindTexture (GL TEXTURE 2D, textures[0]);//1111111111111

cubeTextureArray[0] [0] = 0.0;
cubeTextureArray[0] [1] = 0.0;

cubeTextureArray[1] [0] = 1.0;
cubeTextureArray([1] [1] = 0.0;

cubeTextureArray[5] [0] = 1.0;
cubeTextureArray([5] [1] = 1.0;

cubeTextureArray[4] [0] = 0.0;
cubeTextureArray[4] [1] =

|
=
o

cubeIndexArray [0
cubeIndexArray[0
cubeIndexArray [0
cubeIndexArray[0

o ~e
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glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray) ;
glBindTexture (GL_TEXTURE 2D, textures[0]);//3anmHsas

cubeTextureArray[7] [0] = 0.0;
cubeTextureArray[7] [1] = 0.0;
cubeTextureArray[4] [0] = 1.0;
cubeTextureArray[4] [1] = 0.0;
cubeTextureArray[5] [0] = 1.0;
cubeTextureArray[5] [1] = 1.0;
cubeTextureArray[6] [0] = 0.0;
cubeTextureArray([6] [1] = 1.0;
cubeIndexArray[0] [0] = 7;
cubeIndexArray[0] [1] = 4;
cubeIndexArray[0] [2] = 5;
cubeIndexArray[0] [3] = 6;

glvVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray);
glBindTexture (GL TEXTURE 2D, textures[0]);//mnpasas
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cubeTextureArray([3] [0] = 0.0;
cubeTextureArray([3] [1] = 0.0;

cubeTextureArray[7] [0] = 1.0;
cubeTextureArray[7] [1] = 0.0;

cubeTextureArray[6] [0] = 1.0;
cubeTextureArray([6] [1] = 1.0;

cubeTextureArray[2] [0] = 0.0;
cubeTextureArray([2] [1] = 1.0;

cubeIndexArray[0
cubeIndexArray [0
cubeIndexArray[0
cubeIndexArray [0

o N

’

’
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glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray):;
glBindTexture (GL_TEXTURE 2D, textures[0]);//HwxHas

cubeTextureArray[0] [0] = 0.0;
1

cubeTextureArray[0] [1] = 0.0;
cubeTextureArray[4] [0] = 1.0;
cubeTextureArray[4] [1] = 0.0;
cubeTextureArray[7] [0] = 1.0;
cubeTextureArray[7] [1] = 1.0;
cubeTextureArray([3] [0] = 0.0;
cubeTextureArray[3] [1] = 1.0;
cubeIndexArray[0] [0] = O;
cubeIndexArray[0] [1] = 4;
cubeIndexArray[0] [2] = 7;
cubeIndexArray[0] [3] = 3;

glVertexPointer (3, GL FLOAT, 0, cubeVertexArray);
glTexCoordPointer (2, GL FLOAT, 0, cubeTextureArray);
glDrawElements (GL QUADS, 4, GL UNSIGNED BYTE, cubelndexArray) ;
}
void MainScene: :mousePressEvent (QMouseEvent *event)
{
pressPosition = event->pos|();

}
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vold MainScene: :mouseMoveEvent (QMouseEvent *event)

{
xAxisRotation += (180 * ((GLfloat)event->y() -

(GLfloat)pressPosition.y())) / (currentHeight);
yAxisRotation += (180 * ((GLfloat)event->x() -
(GLfloat)pressPosition.x())) / (currentWidth);
pressPosition = event->pos();
updateGL() ;

}
void MainScene: :generateTextures ()
{
glGenTextures (1, textures);
QImage texturel;
texturel.load(":/4.3pg");
texturel = QGLWidget::convertToGLFormat (texturel) ;
glBindTexture (GL TEXTURE 2D, textures([0]);
glTexImage2D (GL TEXTURE 2D, 0, 3, (GLsizei)texturel.width(),
(GLsizei)texturel.height (), 0, GL RGBA, GL UNSIGNED BYTE,
texturel.bits());
glTexParameteri (GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR);
glTexParameteri (GL TEXTURE 2D, GL TEXTURE MIN FILTER, GL LINEAR);
glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP S, GL CLAMP TO EDGE);
glTexParameteri (GL TEXTURE 2D, GL TEXTURE WRAP T, GL CLAMP TO EDGE) ;
glTexEnvi (GL TEXTURE ENV, GL TEXTURE ENV MODE, GL DECAL);
}

#main.cpp

#include <QApplication>
#include "mainwindow.h"
#include "mainscene.h"
int main(int argc, char *argv([])
{
QApplication a(argc, argv);
MainScene scene;
scene.resize (600, 600);
scene.show () ;
return a.exec();
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Pucynok 4.3 — Pesynbrat po6oTH mporpamu (eekty TymMany)

4.3.3 Mlpukaang nporpamMu (po3menjeHHs)

#mainwindow.h

#ifndef MAINWINDOW H
#define MAINWINDOW H

#include <QtWidgets/QMainWindow>
#include <ggridlayout.h>
#include <objectgl.h>

#include <QMenuBar>

#include <QMessageBox>

class MainWindow : public QMainWindow
{
Q OBJECT
public:
// KOHCTPYKTOp 1 IEeCTPyKTOp
MainWindow (QWidget *parent = 0, int w=600, int h=400);
~MainWindow() ;
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protected slots:
// OHOBJIEHHS CLIEHU
void onTimer UpdateDisplay();

// BimxpwiiTe niasorose BikHO “about”
vold handleRbout () ;
protected:
vold resizeEvent (QResizeEvent *);
private:
// Maker BikHa
QGridLayout *gridLayout;
QWidget *gridLayoutWidget;
// leHTpasibHMIA BlIDKET (Ie HaMajlbOBaHO BikHO openGL)
QWidget *centralWidget;
// OpenGL object
ObjectOpenGL *Object GL;
}i
#endif // MAINWINDOW H

#mainwindow.cpp

#include "mainwindow.h"

//KOHCTPYKTOP T'OJIOBHOTO BikHa
//CrBOopiTh BJIACTMBOCT1 BikHa, MEHO TOUO
MainWindow: :MainWindow (QWidget *parent, int w, int h)
:QMainWindow (parent)
{
//BcTaHoBiTh pos3Mipm BikHa
this->resize (w,h);
this->setWindowTitle ("Object viewer");

//CTBOPiTL MakeT y TOJIOBHOMYy BikHI

centralWidget = new QWidget (this);

gridLayoutWidget = new QWidget (centralWidget):;

gridLayoutWidget->setGeometry (QRect (0,0, this->width (), this-
>height ()));

gridLayout = new QGridLayout (gridLayoutWidget) ;

//CTBOpPiTh expaH openGL mjs kapTu

Object GL = new ObjectOpenGL (gridLayoutWidget) ;

Object GL -> setObjectName (QString::fromUtf8 ("ObjectOpenGL")) ;

Object GL -> setGeometry(QRect (0,0, this->width(), this-
>height ()));
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// BcraBTe BimoOpaxeHnHa openGL B MakerT
gridLayout->addWidget (Object GL,0,0,1,1);
SetCentralWidget (centralWidget) ;

//CTBOPiTb MMaHesb MEeHD
QMain *FileMenu = menuBar () ->addMenu ("&File'") ;
FileMenu->addSeparator () ;
FileMenu->addAction ("Quit", gApp, SLOT

(quit ()),0QKeySequence (tr ("Ctrl+Q")));

//I0omaTu eJIeMEeHTU MEHKH

OMenu *ViwewMenu = menuBar () ->addMenu ("&File™) ;

FileMenu->addSeparator () ;

FileMenu->addAction ("Front view", Object GL, Slot (FrontView()),
QKeySequence (tr ("Ctrl+f")));

FileMenu->addAction ("Rear view", Object GL, Slot (RearView()),
QKeySequence (tr ("Ctrl+e™)));

FileMenu->addAction ("Left view", Object GL, Slot (LeftView()),
QKeySequence (tr ("Ctrl+1l™)));

FileMenu->addAction ("Right view", Object GL, Slot (RightView()),
QKeySequence (tr ("Ctrl+xr")));

FileMenu->addAction ("Top view", Object GL, Slot (TopView()),
QKeySequence (tr ("Ctrl+t")));

FileMenu->addAction ("Bottom view", Object GL, Slot
(BottomView () ), QKeySequence (tr ("Ctrl+b")));

FileMenu->addSeparator () ;

ViewMenu->addAction ("Isometric", Object GL, Slot
(IsometricView()), QKeySequence (tr ("Ctrl+i")));

OMenu *AboutMenu=menuBar () ->addMenu ("?") ;

AboutMenu->addAction ("About
Convert STL 2 Cube",this,SLOT (handleAbout()));

//TariMep (BUKOPMUCTOBYETLCS INJIs IepeMallbOBYyBaHHS BikoH GL  koxH1 25
MCeK)
QTimer *timer=new QTimer ();
timer-
>connect (timer, STGNAL (timeout () ), this, SLOT (onTimer UpdateDisplay()));
timer->start(25);

// IecTpyKTop
MainWindow: : ~MainWindow ()

{1

// Y paszi BukiMKy NONil 3MiHM PO3Mipy, po3Mipu O0'eKTiB y BiKHI 3MiHOOTHCS
void MainWindow: : resizeEvent (QResizeEvent *)
{
Object GL->resize (centralWidget->width(),centralWidget->height());
gridLayoutWidget->setGeometry (QRect (0, 0, centralWidget->width(),
centralWidget->height()));
}

// Tonisa Tarmepa: nepedpapOysBaTu BikHO Opengl
void MainWindow::onTimer UpdateDisplay ()
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Object GL->updateGL() ;
}

// BimxpwiiTe niasoroee BikHO "about"
void MainWindow: :handleAbout ()
{

QMessageBox: :information (this, "About OpenGL Frame", "<H2>OpenGL
Frame</H2>2011<BR>Supported by the Cart-O-Matic project (ANR
CAROTTE) <BR>University of Angers (France,Europe)<BR>Designed by Philippe
Lucidarme <BR> Contact: philippe.lucidarme@univ-angers.fr. ");

}

#objectgl.h

//using namespase std;

class ObjectOpenGL:public QGLWidget
{
Q OBJECT
public:
ObjectOpenGL (QWidget *parent = 0);
~ObjectOpenGL () ;

//KOHCTPYKTOP
//0ecTpyKTop

public slots:

void FrontView (void) ; //CranpmapTumii Bun: front view
void RearView (void) ; //CranpmapTumii Bun: read view
void LeftView (void) ; //CraunapTauii Bun: left view
void RightView (void) ; //CraupapTHuir Bun: right view
void TopView (void) ; //CraHnapTHuil BuL: top view
void BottomView (void) ; //CTaHmapTuuii BUO: bottom view
void IsometricView (void) ; //CTaHpmapTHMii BUO: isometric view
void SetXRotation (int angle); //OHOBuTU OBEpPTaHHS HABKOJO X
void SetYRotation (int angle); //OHOBuTM OOepTaHHS HABKOJO Y
void SetZRotation (int angle); //OHOBuTM OOepTaHHS HABKOJO Z
protected:
void initalizeGL() ; //Ininianisauis napamerpis OpenGL
void paintGL() ; //TlepeMaJioBaHHsa CLIEeHU

//3mina posmipis BigkpuToi GL cueHM
void resizeGL (int width, int height);

//BUKIVKAETLCA NPM HATMCKAHHIL Myl
void mouseMoveEvent (QMouseEvent *event);
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//BUKIIMKAETLCA NpM NepeMimeHHl Mumi
void mousePressEvent (QMouseEvent *event) ;

//BUKIUKAETHCS NPV NPOKPYyYyBaHHI kojleca mumili
void wheelEvent (QWheelEvent *event);

signals: //CurHanm IJjid HOBMX OpleHTaLiM

void xRotationChanged (int angle);
void yRotationChanged (int angle);
void zRotationChanged (int angle);
private:
void Draw_Frame () ; //MasoBaHHS OPTOHOPMAJIBHOTO bpeiMy
void NormalizeAngle (int *angle); //HopmoBaumi xyT Mix 0 i
360x16
QColor BackGround Color; //Komip dony
QColor Axis X Color; //X ocpoBmit KOJIip
QColor Axis Y Color; //Y oCbOBMI KOJIip
QColor Axis 7 Color; //Z ocbOBMI KOJIip
QColor Points Color; //Komnip Touox
QSize WindowSize; //Po3mip (y mnikxcessax)BikxHa OpenGL
QPoint LastPos; //OcTaHHa nosmuuiga mumi (y nikcesyax)
GLfloat dx; //NepeMimenHs no oci X (mns BinoOpaxeHHS)
GLfloat dy; //TNepemimenHs no oci Y (mig BimoOpaxeHH:)
GLfloat Zoom; //MamTab o6'ekTa
int xRot; //0OBepTanHa HAaBKOJIO X
int yRot; //06epTaHHsa HaBKOJO Y
int zRot; //0BepTaHHsa HABKOJIO Z

#objectgl.cpp

#include "objectgl.h"
ObjectOpenGL: :ObjectOpenGL (QWidget *parent)
QGLWidget (parent)

{

BackGround Color=QColor::fromRgb (50 ,50 ,100);
Axis X Color=QColor::fromRgb(255,0 ,0 ,255);
Axis Y Color=QColor::fromRgb (0 ,255,0 ,255);
Axis 7 Color=QColor::fromRgb(0O , 0 ,255,255);
Points Color=QColor::fromRgb(0 ,0 ,0 ,255);

IsometricView () ;

}



92

ObjectOpenGL: : ~ObjectOpenGL ()

{
makeCurrent () ;

}

void ObjectOpenGL::initializeGL()

{
gglClearColor (BackGround Color);
glShadeModel (GL_FLAT) ;
glEnable (GL_DEPTH TEST) ;
glEnable (GL CULL FACE) ;
glEnable (GL LIGHTING) ;
glEnable (GL LIGHTO) ;
glEnable (GL BLEND) ;
glEnable (GL_COLOR MATERIAL) ;
glBlendFunc (GL_SRC ALPHA, GL ONE MINUS SRC ALPHA) ;
glColorMaterial (GL FRONT,GL DIFFUSE) ;
glEnable (GL NORMALIZE) ;

}

void ObjectOpenGL::paintGL( )

{
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glLoadIdentity() ;

GLfloat LightAmbient[]={0.4£,0.4£,0.4£,1.0£f};
GLfloat LightDiffuse[]={0.8f£,0.8f,0.8f,1.0f};
glLightfv(GL_LIGHTO,GL_AMBIENT,LightAmbient);
glLightfv (GL LIGHTO,GL DIFFUSE,LightDiffuse);
int LightPos[4]={0,0,10,1};
glLightiv(GL_LIGHTO,GL_POSITION,LightPOS);

glRotated (xRot / 16.0, 1.0, 0.0, 0.0);
glRotated (yRot / 16.0, 0.0, 1.0, 0.0);
glRotated (zRot / 16.0, 0.0, 0.0, 1.0);

glScalef(1,-1,1);

Draw Frame () ;

glPushMatrix () ;
glScalef (Zoom, Zoom, Zoom) ; // CTBOpPEHHS KpPAIOK
glPointSize (4.0);
for (double x=-0.25;x<=0.25;x+=0.05)

{
for (double y=-0.25;y<=0.25;y+=0.05)
{
for (double z=-0.25;2z<=0.25;z+=0.05)
{
ngegin(GL_POINTS);
gglColor (Points Color);
glVertex3d( x, y ,z);
glEnd () ;
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}
}
glPopMatrix () ;

glViewport (0, 0,WindowSize.width(), WindowSize.height()):;
glMatrixMode (GL PROJECTION) ;
glLoadIdentity () ;
GLfloat
Ratio= (GLfloat)WindowSize.width () / (GLfloat)WindowSize.height (
)
glOrtho ((-0.5+dx) *Ratio,
( 0.5+dx) *Ratio ,
+0.5+dy,
-0.5+dy,
-1500.0, 1500.0);
glMatrixMode (GL MODELVIEW) ;
}

void ObjectOpenGL: :Draw_ Frame ()

{
glDisable (GL _LIGHTING) ;
glLineWidth (10.0) ;
glBegin (GL_LINES) ;
gglColor (Axis X Color);
glvVertex3d(0,0,0);
glVertex3d(0.25, 0, 0);
glEnd () ;
glBegin (GL_LINES) ;
gglColor (Axis Y Color);
glvVertex3d(0,0,0);
glVertex3d (0, 0.25, 0);
glEnd () ;
glBegin (GL LINES) ;
gglColor (Axis 7 Color);
glVertex3d(0,0,0);
glVertex3d (0, 0, 0.25);
glEnd () ;
glEnable (GL LIGHTING) ;

}

void ObjectOpenGL: :FrontView ()

{
SetXRotation (0) ;
SetYRotation (0) ;
SetZRotation (0) ;
Zoom=1;
dx=dy=0;
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void ObjectOpenGL: :RearView ()
{
SetXRotation (0) ;
SetYRotation (180*16) ;
SetZRotation (0) ;
Zoom=1;
dx=dy=0;
}

void ObjectOpenGL::LeftView ()
{
SetXRotation (0) ;
SetYRotation (90*16) ;
SetZRotation (0) ;
Zoom=1;
dx=dy=0;
}

void ObjectOpenGL: :RightView ()
{
SetXRotation (0) ;
SetYRotation (-90*16) ;
SetZRotation (0) ;
Zoom=1;
dx=dy=0;
}

void ObjectOpenGL: :TopView ()
{
SetXRotation (-90*16) ;
SetYRotation (0) ;
SetZRotation (0) ;
zZoom=1;
dx=dy=0;
}

void ObjectOpenGL: :BottomView ()
{
SetXRotation (90*106) ;
SetYRotation (0) ;
SetZRotation (0) ;
Zoom=1;
dx=dy=0;
}

void ObjectOpenGL: :IsometricView ()
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SetXRotation (-45%16) ;
SetYRotation (-45*16) ;
SetZRotation (0) ;
Zoom=1;
dx=dy=0;

}

void ObjectOpenGL::resizeGL(int width, int height)
{

WindowSize=QSize (width,height);
}

void ObjectOpenGL: :NormalizeAngle (int *angle)
{
while (*angle < 0)
*angle += 360 * 16;
while (*angle >= 360 * 106)
*angle -= 360 * 16;
}

void ObjectOpenGL::SetXRotation (int angle)
{
NormalizeAngle (&angle) ;
if (angle != xRot)
{
xRot = angle;
emit xRotationChanged (angle) ;
updateGL() ;

}

void ObjectOpenGL::SetYRotation (int angle)
{
NormalizeAngle (&angle) ;
if (angle != yRot)
{
yRot = angle;
emit yRotationChanged (angle) ;
updateGL() ;

}

void ObjectOpenGL::SetZRotation (int angle)
{

NormalizeAngle (&angle) ;
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if (angle != zRot)

{
zRot = angle;
emit zRotationChanged (angle) ;
updateGL () ;

}

void ObjectOpenGL::mousePressEvent (QMouseEvent *event) {
if (event->buttons ()==0t::RightButton)
LastPos = event->pos ()
if (event->buttons ()==Qt::LeftButton)
LastPos = event->pos|();

}

void ObjectOpenGL: :wheelEvent (QWheelEvent *event)
{

if (event->delta ()<0)
Zoom/= 1-(event->delta()/120.0)/10.0;
if (event->delta ()>0)
Zoom*= 1+ (event->delta()/120.0)/10.0;
}

void ObjectOpenGL: :mouseMoveEvent (QMouseEvent *event)

{

if (event->buttons ()==Qt::LeftButton)
{
dx+= - (event->x() - LastPos.x() )/ (double)WindowSize.width () ;
dy+= - (event->y() - LastPos.y())/ (double)WindowSize.height () ;
LastPos = event->pos|();
}
if (event->buttons ()==Qt::RightButton)
{
int dx mouse = event->x() - LastPos.x();
int dy mouse = event->y() - LastPos.y();

SetXRotation (xRot - 4 * dy mouse);
SetYRotation(yRot + 4 * dx_mouse);
LastPos = event->pos|();
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Pucynok 4.4 — Pesynerat po60TH IIporpamu (po3IIeruIeHH )

4.4 3apnaHHA Ha BUKOHAHHH JadopaTopHoi podoTu

MopenroBanHs (Bi3WYHUX SBUII — TUTABIIIHHS JIbOAY, KUTIHHS BOJIH,
BUTIAPOBYBAHHS BOJM, 3aMEp3aHHS BOJM, BHBITPIOBAHHS TIPCHKUX TIOPIf,
M's4, SKAA CTpuOae (Pi3HOTO Marepialy), M'sd, IO KOTHTHCA, MEPETHH
chepoina 1Mo MOBEpPXHi, 3ITKHEHHSA JBOX CQOEpUYHMX TUI, J3Ura, sKa
KPYTHTBCS 1 HE Majae, HaKIaJACHHS KOJIbOPIB , BUOYX, MasTHUK, OBITPSIHA
KyJIsl, €EKTPUYHI 3apsiiv, MEPETOMIICHHS Ha KOPAOHAX CEpeJIOBHII, JOMI,
CHIT, TyMaH, Kpaiuli Ha BOJi, MOKpa TOBEpXHS, M'S4, SKHi CTpubae 3
3racaHHsIM, 00'€KT (pi3HUX MaTepianiB) KWHYTHI B BOAY.

I'pasirarniiina Mozens chepuvyHUX T B OE3MOBITPIHOMY MPOCTOPI
(mocTpia 3 rapMatH, MOJIT PAKETH)

XiMi4HI: TOpiHHS JiepeBa — BHUXOAMTH 30712, OUIOK B CIOUPTI —
BiIOYBa€ThCsl JCHATYpallis, OKUCICHHS MeTamiB (ip)a), mepeTpaBiIeHHS
ki, OpoTiHHS.

4.5 3micT 3BiTY
VY 3BiTIi MaroTh OyTH BimOOpaXKeHi Taki MHUTaHHS: MeTa POOOTH;

3aBJIaHHs 710 JIabopaTopHOl poOoTH; (haiiiu IporpaMu; pe3ysibTaTH POOOTH
IPOTPaMH; BUCHOBOK.

4.6 KoHTpoJbHi NUTAHHSA

4.6.1 1o Bukonye komanna glEnable(GL_FOG)?

4.6.2 Slxumu OyBalOTbh PEKUMHU TyMaHy?

4.6.3 Hns yoro y OpenGL BuxopucroByroThcsi komanau glEnable/
glDisable?
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