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BBEJIEHUE

GLScene — rpapunuecknin geuxok Ha 6aze OpenGL 1 KOMNOHEHTOB
VCL anga C++Builder & Delphi.

B ocHoBe GLScene Haxoautcd 06BbEKTHO-OPUEHTUPOBAHHAA
bubnnoteka komnoHeHToB VCL C nepapxmen KnaccoB, NOPOXAEHHbLIX OT
6a30BbIX KOMMOHEHTOB B BUAE HAACTPOUKU UIn dGpenMBopkKa Haa
OpenGL. 1Buxok GLScene ynpolwaeT nporpaMMmnpoBaHue rpauyeckmnx
NPUIOXEHNN U OTKpbIBAeT LWNPOKME BO3MOXHOCTM no pabote ¢ 3D
rpadpukon. OpgHaka 418  Co34aHMA NPOABUHYTLIX  MPUITOXKEHUN
»XenaTesibHO 3HaTb OCHOBbI OpenGL.

GLScene pacwupseTr OTKpbITyo 6MbnnoTeky KiaccoB M MeToAoB
co3zpgaHms 3D cueH C aHMMaumMen U peHOEPUHIOM pPas3fINYHbIX TUMOB
NPOCTPAHCTBEHHbLIX O06BLEKTOB. MNakeTbl KOMMOHEHTOB BKJ/KOYAOT
MeHeaXXepbl NoALepXKW 3ByKa, QuU3nknM, paboTbl C TeppenHamy,
NapTUKYNSPHbIMU U CETOYHbLIMKM 06beKTaMm, MaTepuanaMmmn n Wengepamu.
NmeeTcs 60nblion Habop NpuMepoB Co3aaHNs rpamnyecKux NpUNoXeHnm
B OTKPbITbIX MCXOAHbIX KOAAX.

MocnegHne Bepcum 6mbnmnotekn GLScene M npuMepbl AOCTYMNHbI Ha
canTtax

KaHan B Tenerpam - t.me/glscene
CtpaHuua GLScene BKoHTakTe — http://vk.com/glscene.

Ana cospaHnsa ¢ nomowbio GLScene rpaduyeckmx MNpunoXeHun,
BK/1KO4aA WUIrpbl, HeO6XODMMO YCTaHOBUTb HA KOMIIbKOTEPE MO KpaVIHEVI
Mepe cnegytowime nporpaMmmbl n bnubnmnotekn:

1. Cpeay nporpammupoBanua RAD Studio Delphi/C++Builder unu Lazarus c Free Pascal.

2. BcnomoratenbHble guHamuyeckue 6mbnmotekm DLLs ana nogaepku ¢dmsnkm, wenaepos, 06 bEMHOro 3ByKa.
3. KomnoHeHTbl NakeToB 6ubamnotekn GLScene.

[na cospgaHna 3D mogenelt ¢ TEKCTypamu, MepCoHarKew Co CKeNeTHOM aHMmaLme MoryT NoHaaobuTca Takue Nporpammbl
Kak 3D Paint, Blender, 3D Studio Max u apyrue rpadpuyeckne peaaktopsbl.


https://gitverse.ru/glscene/GLScene
https://gitflic.ru/project/glscene/glscene
https://github.com/glscene/GLScene
https://sourceforge.net/p/glscene
http://vk.com/glscene

HHcTanasauusa

®ann onucaHmsa wuHctannsaumu  Installation.pdf HaxoguTcs B
peno3utopumn GLScene. NHdopmauna obHoBnseTcs. NepBoHayanbHO KOA,
ABWXKa Haxoauncsa B SVN-xpaHunuwe Ha canTe
sourceforge.net/projects/glscene. TaM HaxoaaATCs W BCe npeabiaylime
apxXuBbl Bepcuin, HaunHasa c v.01 ot 1997 roaa.

B HacToslwee BpeMs 3epkasa perno3mtopusi HaxoAsTCs Ha camTax
github, gitflic, gitverse. C noboro n3 HMX MOXHO KJIOHMPOBATb ABUXKOK
UNN 3arpy3nTb Tekywuin zip apxue GLScene ¢ AeMOHCTpPaUMOHHbLIMU
nporpammamun, C++Builder n Lazarus. [Ona 3arpy3kum MCXOAHWKOB U3
peno3uTtopus git MOXHO yCTaHOBUTb KaneHT TortoiseGIT ana Windows
(BMmecto MS Github Desktop) nnn Bocnonb3oBaTbCA nogaepXXKom git B
RAD Studio, 4To6bl 06HOBNATL (ansbl ABMXKA HENOCPEeACTBEHHO W3
CaMomn cpeabl MPOrpaMMmMpoBaHuS.

CKauyuBaHHe, 34drpy3Ka Uikl KJ/IOHUPOBAHHE

Ana knoHupoBaHusa CueHbl M3 peno3utopusa Ha github (gitflic,
gitverse) co3panTte Ha aucke pabouyto nanky, Hanpumep, D:\GLScene. C
noMowbio KnneHTta TortoiseGit KNoOHMpPYNTE B 3Ty nanky peno3nTopun C
cepBepa. Ecnn Bbl nonb3yetecb TortoiseSVN To Haao WEeNKHYTb NpaBow
KHOMKOM MbILWK MO Co34aHHOW paboyen nanke n BbibpaTb B NOABMUBLLUEMCS
MeHto koMaHay «SVN CheckOut...» (Co3pgatb HOBYO pabouyo Konumi...).
B nosasuBwemca okHe <«Checkout» Hanpotus URL BRnucbiBaem
cnenyrowyr CTpoKYy:

https://glscene.svn.sourceforge.net/svnroot/glscene/trunk

a B Aaupektopun HasHadeHuss («Destination Directory») ykaxute
CO34aHHYI0 Manky Aansa rnocTosAHHOro xpaHeHus GLScene. Haxmute
KHonky OK 1 cpeaa BbIMNOJHUT KONMUPOBaHUE.

Ecnn Bbl He nNnaHupyeTe cnegmnTb 3a 06HOBNEHMAMU, TO MOXHO Ha
cTpaHuue peno3utopunsa GLScene 3arpy3nTb TeKyLy pabouyto Bepcuto ¢
NOMOLLbI KHONKKW SnapShot. B pe3ynbTaTe 3arpy3nTcs yrnakoBaHHbIN ZIP
apxuB nanku trunk. Packponte ero B paboyen nanke M yCTaHOBUTE
NnakeTbl KOMMOHEHTOB.

TakXXe MOXHO CKadaTb MOC/eAHIo cTabunbHyto Bepcnio CueHbl U3
pasfena penvnsos.



YcTaHOBKa KOMIIOHEHTOB

OdunuymanbHO noanep>XXmMBaroTCs cpeabl NporpaMmMnUpoBaHuns
Embarcadero Rad Studio n Lazarus.

1) MNMepen ycTaHOBKOM HOBOW Bepcuun cnepyeT yaanutb U3 cpeabl IDE
npeablaywme nakeTbl KOMMNOHEHTOB.

2) Ecnn y Bac He KNOHUPOBaHME, a 3arpyxXeH zip apxXxBuUB CLEHbI, TO
pacnakyunTte ero B pabouyto nanky D:\GLScene.

3) OTkpounTe NHCTpYyKUUIO no yCTaHOBKe CLEHbI
(..GLScene\Installation.pdf) n cneaynte ykasaHusamM.

- Mponuwunte B cpeae pas3paboTkm nNyTM K WUCXOAHbIM dannam
GLScene.

- 3aliauTe B meHio Tools — Options, Bo Bcn/biBwem okHe — Language - RAD Studio — Library — Library Path,
pobasbTe ...\GLScene\Source.

4) BaXxHO ONna YCTAaHOBKWM M WUCMNOJSIb30BaHMS BCNOMOraTesbHbIX
onbnmnotek: B nanke GLScene\external BbinonHuTe setupDLLs.bat c
npasamMm aAMUHUCTpaTopa, B pe3ynbTtate 6yayT CKOMUPOBaHLI
Heobxoaumble dannbl dlil B nankm  Windows\System32 u
Windows\SysWwOWwWé64.

5) OTkponTe nanky c naketamu Packages wn 3arpysmTte rpynnosowu
npoekT . [lanee 3anyckaeM koMnunauuiw naketoB GLScene. 3ateM Ha
KaXxaoM mn3 naketoB DesignTime wenkaeM rnpaBon KHOMKOW MbILN U B
OTKPbIBLUMXCS OKHaxX Haxumaem KHonky <«Install». lMocne ycTtaHoOBKM
KOMMOHEHTOB Npu OTKpbITMM VCL npunoxeHms wmam HoBOW (OpMbl UX
MOXHO HanUTW Ha Bknaakax GLScene (0CHOBHble KOMMNOHEHTHLI), GLScene
PFX (addekTbl), GLScene Utils (BcrnomoraTtesnbHble KOMMOHEHTHI),
GLScene Terrain (KOMNOHEHTbI ANs CO34aHUS 3€MHOW MOBEPXHOCTU) U
GLScene Shaders (KOMMOHEHTbI ANA Wenaepos).



[IpuMep npoekTa co3JaHUS Ky6a

MoMecTM Ha ¢dopMy KoMnoHeHTbl GLScene, GLSceneViewer wu
GLCadencer c Bknaakm GLScene.

& GLScene — 3TO MHCNEKTOP O6BEKTOB CLEHbI.

@ GLSceneViewer — npamoyronbHaa ob6nactb Ha dopme, rae byaeT otobpaxkaTbea cueHa.

4 GLCadencer — Taitmep. OH OTBeYaeT 3a TO, YTO6bI peryfipHO 06HOBAATL O6EKTbI, KOTOPbIE B 3TOM HYXAal0TCA
(Hanpumep, aHMMaLMM MOAENelN U CUCTEMbI YACTHULL), CYMTaTb PU3KKY, 06pabaTbiBaTb COBLITUA MbILLIK U
KNnaBuaTypsbl, BbINOAHATb Koa U n ap.

Mo ABOMHOMY wWenyky Ha 3Hayke GLScene 3anante B GLScene Editor
(nHcnekTop 06bekToB CueHbl). C NMOMOLWbK HEero MoXHo A06aBnsATb B
CUeHy pa3nnyHble 06beKkTbl. Tak Xe MOXHO A0baBnaATb 06bLEeKTbl B Xo4e
BbINOSIHEHUS NporpaMmbl (06bIYHO rOBOPAT «B runtime»), HO 3To 6yaeT
pacCMOTPEHO Mo3Xe.

Ana Hadana nobaBuM Kamepy: LWEeNKHUTE NMpaBoM KHOMKOM Mo Y35y
Scene Objects 1 B MmeHto BbibepnTte Add Camera. Yepes Hee 6yayT BUAHbI
oCTanbHble 06bEeKTbl, MO YMOAYAHWUIO OHAa CMOTPUT B CTOPOHY,
NPOTUBOMONOXHYIO HanpasseHnto ocn Z (cBonctBo Direction). locne
co3aaHunsa yctaHosute B cBoncTtBo Camera GLSceneViewer'a.

Tenepb aobaBum, Hanpumep, Kyb6. [N 3TOro B KOHTEKCTHOM MEHIO
Scene Objects Bbibepute Add object — Basic geometry — @ Cube.
OaHaKo Ha BblOepe HMUYEero He U3MEHUTCS, NOTOMY 4YTOo Ky6 pacrnosioxeH
NpssMO Ha Kamepe. YTobbl UCNpaBuUTb 3TO, BbICTaBbTE CBOWNCTBO Position B
(0;0;-4) n oH okaxeTcs nepen Kamepow. loka BuaeH TONbKO CUMY3T,
NOTOMY 4YTO HET UCTOYHMKa cBeTa. [nsa ero co3gaHus Bblbepem Scene
objects — Add object — # LightSource. [na yanobctBa ycCTaHOBUM
oTobpaxkeHne KoopaAUHaATHbIX ocen Kyba: ShowAxes = True (X — KpacHas
oCb, Y — 3enéHasd, Z — CcunHAA).

3actaBum kKy6 Bpawatbcd. Y GLCadencerl B cBoncTtBe Scene
BbibepeM GLScenel. Mo ABOMHOMY LWen4yky no 3Hauky GLCadencer byaet
co3aaHa npoueaypa GLCadencerlProgress, B KOTOPOW 3anuLleM:

GLCubel.Turn(deltaTime*10);

Tenepb NporpaMMy MOXHO OTKOMMWAWMPOBATb M 3anyckaTb. Ha 3akpaHe
NOSIBUTCA MeAJIEHHO BpaLLaloLWNNCa KyOuK.
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3ameuanue: JJobasbme 6 Form1.0nDestroy ciedyrowue cmpoxu:
GLCadencerl.Enabled := False;
GLSceneViewerl.Free;

Hnave na mnocux Komnbviomepax npu 3a6epuLeHuU npocpammsl MOHCEN 6blI1ENTENTb ouuoKa.

PaccMoTpuM peanaktTop KoMnoHeHTa GLScene nogpobHee.

GLScene Editor : GLScenel n
P A= |[ B E 8B = ¥ @ @ ?
v (1) Sceneroo %  Camera
v @ scenec u  |ightSource
> 9 Scen
v (0 Cam DummyCube
LB Ca Basic geometry > @ Sprite
- 8 GL Advanced geometry  ? -  Points
el fpsco Mesh objects > #¥ Lines
Graph-plotting objects ” B Plane
Particle systems > f&  Polygon
Environment objects > @ Cube
Behaviours v HUD objects | = Frustrum
Name GUI objects > & Sphere
Special objects > & Disk
Doodad objects > A Cone
Proxy objects > W Cylinder
. Direct OpenGL $ Capsule
i > Render Point ® Dodecahedron
@ Imposter Sprite (3 Icosahedron
OpenGL Feedback M Hexahedron
OpenGL FrameBuffer > Octahedron
¥

CUDA Computing > Tetrahedron
E“ uperelipsor i

Ha ero mnaHenm MHCTPYMEHTOB €CTb KHOMKW ANS:

3arpysKku paHee co34aHHOMN CLEeHbl

CoxpaHeHuA AaHHOM cueHbl (B popmate cueHbl GLS)

MNokasa naHenu Behaviours (noseaexun) u Effects (adp¢dekToB) BblaeneHHOro 06beKTa
3aKpensieHnA MHCNEeKTOpa Bnepeam BCeEX OKOH

NonyyeHuna cnpasku o GLScene n Tekywem aparisepe OpenGL

BoicTporo fobasneHus Kamepbl

BbicTporo aob6aBneHns o6beKToB
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MepemelLeHna 06bEKTa MO MEPAPXMU BBEPX (OT NOMOKEHMUA 3aBUCUT NOPAJOK OTPUCOBKM)
MepemelleHna o6bEKTA NO NEPAPXUUN BHU3

BblpesaHua

KonnposaHua

BcTtaBKkuM

YpaaneHua

Bo BpemMda npoekTupoBaHusa cueHbl B design time Ha Bbkoepe
NpopucoBbiBaeTca 6O0MbLIMHCTBO 06BLEKTOB, BUAMMbLIX MpU 3anycke. Y
HEKOTOPbIX Ans 3TOro eCTb cneumnanbHoe CBOMUCTBO
DesignTimeEnabled. cknioueHns caenaHbl ANa HEKOTOPbIX CIOXHbIX
No reoMeTpuun unun peanmsaumm o6bLEKTOB N 3PPeKToB. HY>XHO MOMHUTD,
4YTO YEM HUMXe pacnonoxeHbl 06bekTbl B GLScene Editor'e, TeM no3xe oHKU
6yaoyT pucosaTbCA, T. €. 06beKTbl, Nexawme HUXe B CrUCKe MOoryT
3aCNOHATb coboK Te, KOTopble BblleE.



OpueHTaunﬂ U KOOPpAHUHATHI

B OpenGL cywecTBylOT ABe CUCTeMbl KoopAMHaT: rnobanbHas u
nokaneoHas. nobanbHas mnu abcontoTHaAsaA cucTtema KoopauHaT — 3TO
cuctemMa KoopaumHaT KomnoHeHTa GLSceneViewer. JlokanbHYHO cuUctemy
KOOpAMHAT MMeEeT KaXAbl 06beKT CLEHbl, BKKOYas KaMepy, UCTOYHUK
cBeTa un ntobon apyron. To ectb abcontoTHas cuctema KoopamHaT oaHa, a
NOKaNnbHbIX — CKOJIbKO 06BbeKTOB B cueHe. B ntobon nokanbHOW cucrteme
KOOpAMHAT MonoXeHne obbekTa 3TO BCeraa TpU HYNsa Mo BCEM OCSM
(X=Y=Z=0), a B abcontoTtHON He obsa3aTenbHOo. O6bEeKT MOXET UMETb
«poauTens», n Toraa nokanbHasa cucteMa KoopauHat poautens (Parent)
CTaHeT ansa Hero rnobanbHOW, a Hactosawas rnobanbHasa (abcontoTHas)
cucTteMa KoopauHaTt Boobule nepecTtaHeT K HEMY OTHOCUTbLCS.

B GLScene anga kaxaoro obbekTta npegycMoTpeHa napa (yHKUUmn

I'IpeOGDa3OBaHVIF| NNIOKasnbHbIX B abCONOTHbIE KOOpAuUHATbI U 06paTHO:
LocalToAbsolute Bosspawaetr rnobanbHble (abconoTHbIE) KOOpAMHATbl BeEKTOpa, 3aAaHHble B
(V:TGLVector) JIoKanbHOM CMCTEME KOOpAMHAT Bbi3BaBLEro obbekTa. Hanpumep,

var V:TGLVector;

Gi.'S]'oherel.Position.X =27

v[i0] := 1;

r := GLSpherel.LocalToAbsolute (V) ;

Ecnun 3anyctum otnagyunk, yemamMm, 4to r=3

Ecnn Mbl yBenuunm V Ha eguHunLy, TO NOSYYUM r=4 n T1.4.

AbsoluteToLocal HaobopoT, npeobpasyeT abCcontoTHbIE KOOPAMHATLI B JIOKaNbHbIE.
(V:TGLVector)

B OpenGL (n GLScene) npuHATa NEeBOCTOPOHHSAA cCUCTEMa
KOOpAMHAT, B KOTOPOWM OCb Y Hanpas/sieHa BBepx, oCb Z Brnybb s3KpaHa, a
X BNpaso.

OTO HE 3Ha4uT, YTOo Mbl Bceraa 6yaeM CMOTPETb Ha CLEHY TakuM o6pasoM.
Kamepa MOXeT nepeMellaTtbCs B /I06YI0 TOUKY CLEHbI U CMOTPETb B



ntobom HanpasneHun. Ans Toro, uTobbl Kamepa Bcerga 6bina HanpaBneHa
Ha HEKOTOPpbIM HAaxXOASLWMNCA WM MepeMeLllarolnnca B MpoCTpaHCTBe
06BEKT HYXHO YCTaHOBUTb 3TOT 06BbeKT B cBoncTBe TargetObject. Nocne
3TOro Kkamepa byaet aBToMaTU4YeCKUM HaueneHa Ha 06bekT. O4eBUAHO, UTO
KOOpAUHAaTbl KaMepbl U 06beKTa He A0/KHbI coBrnagaTh (B 3TOW No3mumnmn
Kamepa byaeTt npocTo CMOTPETb HAa 06bEKT U3HYTPU N HE BUAETbL €ro).

UTobbl nerdye 6bLIO MOHATb, KakK 06bEeKTbl PacrnofioXeHbl ApYyr
OTHOCUTENIbHO Apyra W Kyda OHUM ABUMXYTCA MOXHO  BKJOYUTDL
oTobpaxeHne ocen JoKanbHbIX KOOpPAMHAT O6BLEKTOB — CBOMCTBO
ShowAXxes (X — kpacHasa ocb, Y — 3enéHas, Z — CUHSASA).

Ceoucteo Position 3agaétcsa tTunom TGLCoordinates. OH cnyXuTt
Ana ynobHom paboTbl ¢ KoopaMHaTaMu. Ero MOXHO MeHSITb C MOMOLLbIO
3HadveHun X, Y, Z NnpsAMO B UHCNeKTope 06bekToB. PACCMOTPUM OCHOBHbIE
CBOMCTBa 3TOro Tmna:

X,Y,2Z, W n DirectX/Y/Z/W — cobCTBEHHO KOOpAWNHATHI

AsVector, AsAffineVector, AsPoint2D, AsString — Bo3BpaLllatoT
KOOpAMHaTbl B BUAe 4YeTblipex-, Tpex-, ABYXKOMMOHEHTHOro0 BEKTPOB U
CTPOKWM COOTBETCTBEHHO. BekTopbl B GLScene 3aparoTcs Kak MacCuBbl, B
KoTtopblX [0] — aTt0 X, [1] — Y, [2] — Z v [3] — W. lMNMoapobHee npo
BeKTOpbl CM. B [punoxeHunun I. «Tunbl BEKTOPOB N MaTpuUL>».

SetPoint — ycTaHaBnMBaeT KoopAuHaTbl Ans cBoucTBa Position
(OHO MMeeT CMbIC/T TOYKN)

SetVector — aHanornuyHo ans ceomncTts Direction, Up, Left, Scale
(OHM NMeT CMbICN BEKTOopa)

Takxe y BceXx 06beKTOB eCTb CBOWCTBA, perynuvpytowme yribl
nosopoTa oTHocuTenbHO ocen: PitchAngle — Tekywui yron nosopoTa
oTHocuTenbHo ocn X, TurnAngle — Y, RollAngle — Z. lNpoueaypsbl xe
Pitch, Turn, Roll nosopauyuBalT 06bekT BOKpyr ocem X, Y, Z.
Mpoueaypa ResetAndPitchTurnRoll cbpacbiBaeT Tekywme 3Ha4YeHUSA
NOBOPOTOB N YCTaHABNIMBAET HOBbIE.

KpomMe TOro, y ob6bbektoB ecTb cBouctea Direction (BekTop
«Bnepén»), Up (Bektop «BBepx») un Left (BekTOop «BNEBO>»), NOSHOCTbIO
onucbiBawLwWMe nonoxeHne obbekTa B npocTpaHcTee. [lo cyTm 3TO
Hanpas/leHUss KOOpAMHATHbIX ocen Z, Y, X nNOKanbHOW CUCTEMbI
KoopAMHAT 06beKkTa OTHOCUTENbHO poauTenbckon. Mo ymonydaHuio Up
HanpasneH no ocn Y (nmeet 3HaveHue (0;1;0)) a BekTop Direction no
ocn Z (0;0;1). PaccMOTpUM pPUCYHOK HUXKE.
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LLlap nmeeTt ceomnctea Direction (0;0;1), Up (0;1;0) n asnaetcs
poauTeneM gnsa KoHyca. Kakosbl Direction n Up kKoHyca? CHMHAA OCb
KOoHyca, oTobpaxatowas Direction, napannenbHa 3e1eHOn ocu wapa,
oTobpaxatowen ero Up, kotopbin paseH (0;1;0). CnepnoBaTesnbHO,
Direction y koHyca Toxe (0;£1;0). 3eneHasa ocb KoHyca (ero Up)
napannenbHa KpacHon ocu wapa (ero Left, oH no onpeaeneHnto paseH
BEKTOpPHOMY npousseneHuto Direction Ha Up n uncneHHo (1;0;0)).
3HauuT, Yy KoHyca Up (£1;0;0).
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KOMIIOHEHTDI CIHEHbBI

BusyanbHble  KOMMNOHeHTbl GLS  ycTaHaBnuBakwTcd B NanuTpy
KOMMOHEHTOB cpeabl pa3paboTtkm RAD Studio C++Builder/Delphi unun
Lazarus. [llocne kKoMnungauum UM YCTaHOBKM naketoB B nanutpe IDE
NOABMATCA  BKNaAKW, Ha  KOTOPbIX  CrpynnupoBaHbl  3Ha4Kwu
COOTBETCTBYHOLLMNX KOMMNOHEHTOB AS151 pa3MeLleHns Ha (popMax NpPOEKTOoB.
Becb Habop KOMMOHEHTOB pa3buT Ha HECKOIbKO BKNAaAoK Ans Bblbopa un
peweHuns pasnnyHbIX 3a4ad.

Palette

[ tgl
> GLScene
GLScene Physics Managers
GLScene PFX
GLScene Utils
GLScene Terrain
GLScene Shaders

GLScene GPU Computing
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Bkiiagka GLScene Base

ﬁSCene GLScene | GLScens PRX | GLScene Utls | GLScene Shaders | Standard | Additional | Win32 | Svstem|
BTG Scene Ja ARA ARA ARR e, DDE CIDE s g
| i H : gy .

TGLSceneViewer i [‘\3 @ @ @ m ﬂ GL i i o % ‘ 8 @ @
TGLMemoryV\'ewer
& . KOMMNOHEHTHI BKJ1aAKU nannTpbl GLScene

TGLMaterialLibrary
[l T6LMaterialLibraryEx BKIOYaT  Hambonee  4yacTto MCNONb3yeMble
P reLcadencer KOMMOHEHTHI.
TGLGuiLayout
AAA .
TGLB|tmapFont

TGLWindowsBitmapFont

TGLScriptLibrary
TGLSoundLibrary
TGLFuIIScreenViewer
K TeLsMBASS
FrH00
K reLsmrMoD
&% TeLsMopenAL
@A TGLSMWaveOut

[@ TGLScene - cueHa
[NaBHbIN KOMMOHEHT rpadunyecKoro ABMXKa npeacTaBieH KnaccoM

TGLScene = class(TGLUpdateAbleComponent)

B HEM coaepXutca onucaHume cueHbl (CBeT, reoMeTpusd...), KoOTopoe
oTpaxaeT mepapxuto o6bekToB Ha 6a3e knacca TGLBaseSceneObject.
O6bI4HO nNpucyTcTBYET 0aMH nnu 6onee obvekToB TGLCamera, K KOTOPbIM
CCblIaeTCad KOMMOHEeHT SceneViewer B rnpouecce peHaepuHra. XoTs
06bI4YHO AOCTAaTOYHO OAHOMN KaMepbl U OpraHmM3aunmn nepektveHns eé Ha
pa3Hble 06BbEeKTbI B npouecce paboTbl NporpaMmbl.

O6beKkTbl CueHbl AOCTYMHbl HanpsMmyk W3 kKoga B designtime m wmx
CBOMCTBA MOXHO W3MEHWUTb B crneumanbHOM peaakTope WAN ABOWUHbLIM
LEeNYKOM MbilK no komnoHeHTy TGLScene ans Bbi3oBa BO BpeMs
npoekTupoBaHus). Ytobbl AobaBuTb 06beKTbl B runtime ucnonb3ymTe
metoa AddNewChild knacca TGLBaseSceneObject.

(@ TGLSceneViewer - Bbloep CIleHbI
[JaHHbI KOMMOHEHT Npu pa3MelleHun Ha dopMe npeacrasnseTr
cobon NpSAMOYrosibHYO NMaHenb, Ha KOTOPOW BU3yanm3npyeTcs cueHa. Ero



pa3Mep WM COOTHOLUEHME WUPUHBbI U AVHBbI OrpaHMYeHbl pa3Mepamu
dopMbl. HeM 6onblue NPOCMOTPLWLNK, TEM MeasleHHee byaeT peHaepuHr. B
€ro CBOWCTBax Bbl [AO/MKHblI YyKa3aTb Kamepy. W3MeHUTb KOHTEKCT
peHAepuHra MOXHO B OKHe MHCcnekTtopa B cBoncTtee Buffer, ogHako B
6ONbWNHCTBE CNly4YaeB [A0OCTAaTOYHO OCTaBUTb cBoWcTBa 6ydepa no
YMOJTHAHMIO.

DTOT KOMMOHEHT MOXET BbINOJHUTbL PEHAEPUHT CLEHbI HE TOSIbKO Ha
dopme, HO n B dann unm mnsobpaxeHme Tmna TBitmap Cc nomouwbto
dyHKkumm CreateSnapShotBitmap. Bbloep npegHasHayeH TakXxe Ans
HACTPOMKK onuun otobpaxeHuns TymaHa, rnybuHbl ob63opa, oTceyeHus
Henuuesblx rpaHen - face culling, u1cna kagpos B cekyHay FPS v T.4.

Ons paboTbl KoMnoHeHTa B ¢opme VCL npunioxeHusa B
NOJIHO3KPAHHOM pexxume ero csoncTteo Align HeobxoaMMO YCTaHOBUTL B
alClient n ucnonb3oBaTb CTUNb rpaHuLbl popmbl bsNone.

Mpn NpoeKkTUpoBaHMM CUEH BU3yasibHble O0O6BLEKTbl BUAHbI Ha
KOMMOHEHTE A0 3anycka OTKOMMNUAMPOBAHHOro ganna, 4to yaobHo ans
HaCTPOMKW KOOPAMHAT N ONUMK TPEXMEPHbIX FreoMeTpuYeckmnx ob6beKToB.

(@ TGLFullScreenViewer - no/IHO3KpaHHBIi BbIOEP
[ANg NONHOCTBIO MOSIHO3KPAHHOIO peXnMa MOHUTOPa UCMOMNb3yeTCs
komMnoHeHT GLFullScreenViewer. [10/ITHO3KpaHHbLIA pPeXWM O3Ha4aeT,
4YTO BO BpeMs 3anycka nporpaMmbl NaHesb 3a4a4y U MEHIO NyCK He 6yayT
BUAHbLI. [Mepexo B NOJIHO3KPAHHbIN PEXUM:

GLFullScreenViewerl.UseCurrentResolution;
GLFullScreenViewerl.Active := True;

KonnyecTtso FPS MOXHO y3HaTb npouenypom
GLFullScreenViewerl.Buffer.FramesPerSecond. Ecnn He yka3sblBaTb
KOMaHAy UseCurrentResolution, To  ycCTaHOBUTCH pa3pelueHune
Width*Height.

OTOT KOMMNOHEHT UMEET MHOIrne cobbiTus, CBOMCTBEHHbIE HPOPME, NOITOMY
ero B 601blUMHCTBE CNlyyaeB pa3yMHO pa3Mmellatb He Ha dopMe (KoTopas
BCe paBHO byaeT HeBuMAMMA NOA4 BbHOEPOM, KOraa OH aKTUBEH), @ Ha
HeBu3yanbHOM DataModule (co3paeTtcsa B File — New — Data Module).

(@ TGLMemoryViewer - Bbloep B IaMATH
GLMemoryViewer ncnonb3yeTca ANg peHAepuHra cueHbl B namatb. [Ons
MCMONb30BaHNA 3TOr0 KOMMOHEHTA HYXHa noadepXkKa paclmnpeHus
WGL_ARB_pbuffer extension (B Halwe BpsMSA OHa eCTb MNO4YTU Be3ae).
CrtaHpapTHaa AeMKa, O4YeHb HeyaadHOo MnoKasbiBawwas BO3MOXHOCTU



3TOro KOMMNOHeHTa, nexut B Demos\rendering\memviewer. 3TOT
KOMMNOHEHT He ©6yaeT WCcnosb30BaTb BO3MOXHOCTU COBPEMEHHbIX
KOMMbIOTEPOB, rae AaBHO yXe ecTtb FBO.

(@ TGLMaterialLibrary - 6u6/1moTexa MaTepuaJioB
Boibop uBeTa WM TeKCTypbl rEOMEeTpUYeCKMX O6BLEKTOB SBASETCS
AOCTAaTOYHO BpeMA3aTPaTHOM WM CNOXHOWM onepaumen npu Hanmynm
MHOMOYNCEHHbLIMM NMapaMeTpoB HacTpomkn OpenGL. lJaHHbIN KOMMOHEHT
npeaHasHa4veH Ans co3gaHusa n XxpaHeHus Habopos MaTepumanos, KOTOpble
MOXHO npucBamBaTb 06bekTaM, Bblbupas ™MaTepuman nNo WMMEHU WUn
HOMepYy B Crucke.

Mpn 6onbwmnx Habopax mMaTepuanos YyAOOHO COXpaHATb WU
3arpyxatb 6ubnmnotekn B dannbl dopmaTta [.GLML]. MOXHO XpaHWTb
TONbKO texture n Takue UBeTa MatepmanoB Kak ambient, diffuse, emission
n specular.

MaTepunan obbekTa OnucaHue
GLCubel
0228 e E Mo yMonuaHuio B MaTepuane O06BLEKTOB
re——— ucnonb3yeTcs uBeT ans BackProperties w
v Material  (TGLMateria) - FrontProperties 6e3 ncnonb3oBaHna Kakom-
” endingutod] bmopae nmbo  6ubnuotekn  MaTepuanos. [lpu
Hanuumm Ha dopMe npoekTa rOTOBOM
FaceCulling ault 6nbnmnotekn e€é MOXHO NOAKNUYNTL K
i et 06bbeKTY M yKasaTb Heobxoaumoe uMs
SEEEIE) v iue MaTepuana. B koge matepuman MOXHO Takxe
PolygonMode | pmfi BbibpaTb NOo HOoMepy B cnucke. B gaHHOM
e cnyyae u3 6ubnmotekn BblbpaH MaTepuan
Compres mtRed. Ecnun GLMaterialLibraryl ao6asneH
b i Ha GopMy, TO AN 06beKTa CLEHbl, KOTOpPbIi
>§It'q“ . byaer ucnonb3oBaTb Matepuasn, Hanpumep
mage  (TGLTexturelmage) Sphere Tuna TGLSphere, pobasBbTe B

ImageAlpha| tiaDefault

MHCMeKTope B cBONCTBO MaterialLibrary aToT
ak3eMmnnsap 6ubnmnotekn Martepuanos, a
3aTeM BblbepuTe HeobxoaMMON MaTepman no
nMeHun B ceonctee LibMaterialName.

ImageBright| 1

ONns  HanoXeHust TeKCTypbl HeobxoamMo
yCTaHOBUTb CcBOMUCTBO Texture.Disabled B
False B OKHe WHCNeKTopa Win B KoAae
nporpamMmsi.
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Object Inspector
GLCube1

Properties  Events
DepthTextureMode
Disabled

> EnvColor
FilteringQuality
Image
ImageAlpha
ImageBrightness
ImageClassName
ImageGamma
KeeplmageAfterTran:
MagFilter
MappingMode
MappingQCo
MappingRC

TextureFormat

dtmLuminance

(TGLTexturelmage)
tiaDefault

1

Persistent Image
Blank Image
Persistent Image
PicFile Image
CubeMap Image

inat| Procedural Moise

ONna TekCcTypupoBaHUss O6BbEKTOB  MOXHO
3arpy3nTtb TEKCTYpPY pPasnyHbIX TWUNOB
n3o06bpa>keHnin, Kak 3TO yKa3aHO B CBOMUCTBE
ImageClassName, B TOM yucne
KOMMO3UTHbLIX, TakuUX Kak Kybuueckune
KapThbl.

3aMeyaHue. lNpu cMeHe uBeTa obbekTa Ha
NPsIMYK0 3arpy3ky TeKCTypbl 13 ¢danna B
npouenype, Hanpmmep ans kKyba,

GLCubel.Material. Texture.Image.LoadFromFile('earth.jpg");

HeobXo0AMMO TaKXe OYUCTUTb CBOWCTBO
LibMaterialName, ecnu Tam 6bln1 ykKasaH
LBET MaTepuana, MHaye OH OCTaHeTCs.

(@ TGLMaterialLibraryEx - akcTpa 646/ IM0TE€Ka MaTepHaJIoOB

B  pacwupeHHbIn

BO3MOXHOCTb
TEKCTYPHbIMMU
Lenaepos.

kKoMnoHeHT  TGLMaterialLibraryEx  gobasneHa

NOAK/AKOYEHNUS  KOMMOHEHTOB C  AOMOSIHUTENbHbLIMU
nsobpaxeHumammn, 6ydepusaumen mn UCNOb30BAHUEM

@ GLMateriallibraryEx1.Com.. —

-I'v|

Texture Image

Texture Sampler
Framebuffer Attachment
Texture Combiner

GLSL Shader

ASM Vertex Program




4 TGLCadencer - kageHcep

B 6ubnunoteke VCL wuMeeTcss KOMMOHeHT TTimer ana 3ajaHus
BPEMEHHbIX MapaMeTpoB, B AonosiHeHne K HeMmy B GLS paspaboTaH u
MCMNONb3YEMTCSI KOMMOHEHT <«KajeHCcep», WMeLWMn paclmpeHHble
BO3MOXHOCTM W MO3BOMASAKOLWMA  aBTOMATUYECKM  BOCMPOU3BOAMTL
aHnMauuo. Ecnn aobaBuTb 3TOT KOMMNOHEHT Ha (POpMYy M CBSA3aTb €ro C
kKoMnoHeHTOM TGLScene, 10 6yaeT creHepupoBaHO cobbiTne nporpecca
B peasilbHOM BpeMeHUn npu coxpaHeHun 3arpy3ku UM Ha 100% ecnu 310
BO3MOXHO. BpeMsa nporpecca B CeKyHAaxX TnMpu U3MEHEHUW CUEeHbI
paccuntbiBaeTca kak (CurrentTime-OriginTime) * TimeMultiplier, rae
CurrentTime o6HOBNAETCA BPYYHYH) WM aABTOMATUYECKM C MOMOLLbIO
TimeReference (yctaHoBka CurrentTime HE 3anyckaeT nporpecc).

KoMmnoHeHT TGLCadencer Haxoautcss Ha BkNnaake GLScene. OH
aBTOMATUYeCKM BbI3bIBAeTCAa MNocne OoTpUCOBKM  Kaapa. Bpewms,
npowejwee Cc nocnegHero peHaepuHra, nepenaértca B cobbiTue
OnProgress, kak napametp deltaTime.

CBOMCTBO OnucaHue
Enabled BkntoueHne mnn BbiktoveHne paboTbl KOMMNOHEHTA
TGLCadencer.

FixedDeltaTime Mcnonb3yeTcsl, ecnn HyxXHo, 4tobbl OnProgress
BbI3blBA/IOCb 4Yepe3 OAMHAKOBbIE MPOMEXYTKMU
BPEMEHWN, @ He KaK TOJZIbKO CTaJio0 BO3MOXHO. IJTO
NO3BOJISET CHU3UTb HArpy3Ky Ha npoueccop.

MaxDeltaTime YcTaHaBAMBaeT MaKCMMasibHO BO3MOXHOE 3HaueHune
deltaTime. OgHaKo He cneayeT 3aHnXaTb ero — OHO
orpaHmyeHo 6bICTpOAENCTBMEM Mpoueccopa.

MinDeltaTime YcTaHaBnMBaeT MMHUManbHOe 3HadyeHne deltaTime,
35TO MO3BOJISIET pPa3rpy3nTb Npoueccop.

Mode cmManual — nporpaMMUCT [AOJ/IXEH BbI3blBaTb
cobbiTe OnProgress Bpy4uHYyto;

CmMASAP — o06paboTumnk cpabatbiBaeT KakK MOXHO
cKopee, cpa3y nocne peHaepuHra. Harpyska
npoueccopa B 3TOM pexuMme o06bi4HO okos10 100%:;

cmApplicationldle — kaneHcep 6yaeT cpabaTtbiBaThb,
Korga cucrtemMa npoctamBaeT, T. €. He BbINOJIHSET




HUKaknx pacyétoB. Tonbko oauH GLCadencer
MOXeT paboTaTb B 3TOM pexume.

Scene CueHa, OTPUCOBKM KOTOPOM A0XMAAETCS KaaeHcep.

SleepLength [Mocne TUKa KageHCep MOXEeT «OTAOXHYTb». B 3To
BpeMs npoueccop byaet pasrpyxeH. Ecam -1, TO
KageHcep paboTaeT MoCTOSHHO.

TimeMultiplier Ha 3To 4ncno YyMHOXaeTca nepenaBaemMoe B
OnProgress 3HaudeHune deltaTime.

TimeReference cmRTC (RealTimeClock) — «kageHcep 6yaert
npuBsi3aH K 06bl4HOMY TamMmepy, oOTcClA4ad
orpaHuvyeHme no dukcaunmmn kKagpos (cBoMCTBa
MinDeltatime n MaxDeltatime) oo 3HauyeHus 1/65
CEeKYHAbl;B OAaHHOM peXWMe He Y4UYUTbIBAETCS
FixedDeltatime, a «korga MaxDeltaTime w
MinDeltaTime paBHbI 0, paboTaeTt Kak
cmPerformanceCounter;

cmPerformanceCounter — BbICOKOTOYHbIN CYHETUUK,
bnaroaaps KOTOPOMY  MOXHO  MCMNOJSIb30BaThb
FixedDeltatime;

cmExternal — pexuMm, Korga CY4ETYMK OBHOBNSAETCS
CHapy>u, BbI30OBOM MeToaa Progress.

System.Classes.TThread.GetTickCount - BO3BpallaeT 4YMCO
MUNNCEKYHA, npoweawmnmx C TOro MOMEeHTa, Kak 6buia 3anyuweHa
nporpaMma.

BonbWKMHCTBO npunoxeHnn GLScene BOCNpPOU3BOASATCS B pexXuMme
peanbHOro BpeMeHu. [lpn 3TOM BpeMs uMeeT 60/blUOe 3Ha4YeHue u
No3TOMY HeobxoamMM KOMMNOHEHT MeHeaxepa BpeMeHn TGLCadencer. Ham
HeobXo0aMMO 3HaTb CKOJSIbKO BpeMeHWu byaeT pucosaTbCs cueHa. Kamepa
MOXeT ObITb HanpaBfeHa Ha C/IOXHble reoMeTpuyeckme o6beKkTbl C
601blWIMM KONIMYECTBOM MOJSIMFOHOB W MPU BpalleHUU KaMepbl BCE OHU
AO/IKHbI NepepucoBbiBaTbCs. lNpuyemM nporpaMMa AO0J1XXKHA BbIMNOJIHATbLCS
KakK Ha CTapon M MeasieHHOM MallWnHe, TakK M Ha HOoBeWlWen cucrteme C
BbICOKOW NMPOU3BOAMNTENBHOCTbIO. DTOT MOMEHT HEBO3MOXHO Nnpeayraaatb
3apaHee. Ecnn Bbl XOTUTE MUCNOSIb30BaTb CBOK MPOrpaMMmy CO CLEHON B
TedyeHue p[onroro BpeMeHM - TO wucnonb3ymte GLCadencer. 3T1OT
KOMMOHEHT no3aboTnTca 0 HeobXxoaMMOM CUHXPOHU3aAUUKN OBHOBNEHUS



06beKTOB B CLEeHe OT Kaapa K Kagpy. Ho cHavana Bbl A0/1KHbI HACTPOUTb
CBOWCTBa 3TOro KOMMoHeHTa. [lpouecc nepepmncoBkn Kaapa npmeoauT K
BO3HMKHOBEHUIO cobbITns Progress komnoHeHTa GLScene. Kaxabin
o0bbekTt GLScene wuMmeeTr cobbiTe  onProgress, rae  MOXHO
3anporpaMmMmnpoBaTb HEKOTOpPbIE AENCTBUSA NPOrpaMMbl, BbINOAHSAOWMECS
KaXabl pa3 npu peHaepuHre cueHbl. [BOMHbIM KIIMKOM Ha obbekTe B
MHCMeKTope 06bekTOB K OCHOBHOMY Koy AobasnsieTcsl 3arotoBka
peakunm Ha cobbiTne onProgress. lMNMpoueaypa Progress nepenaet yepes
napaMmeTpbl OAHY BaXHYK rnepeMeHHyto - deltaTime. 2710 nepuop
BpPeMeHN B CeKyHAax, KOTOpblM NpoLles nocse peHaepuHra nocriegHero
kKagpa. Ecnn 3TOoT napaMeTp C/AUMWKOM BesMK, TO 3HA4YuT, 4YTO CLEHa
MeaSIeHHO peHaepuTca U «TopMo3uT». WMaeanbHoe  KOAMYECTBO
oTpeHAaepeHHbiXx kaapos — 30 B cekyHay. lpu 3ToM deltaTime paseH
0.033333. Ecnn HeobxoauMMO nMpoOBEeCTU Kakue-nmbo BblUMCIIEHMS,
CBSAA3aHHble CO BpeMeHeM - BKJ4anTe nepeMeHHyr deltaTime B Balwuwu
ypaBHeHUs. Hanpumep, ecnm Bbl XOTUTE NepeMecTuTb Kyb BAOb OCK X
CO CKOpOCTbiO 10 NYHKTOB B CEKYHAY, TO KOoA byaeT BbIrMsaAeTb NpUMEpPHO
Tak: GLCube.Position.X := GLCube.Position.X + 10 * deltaTime.

TGLCadencer nmMeeT cBOMCTBO enabled, Tak YTO C ero NMOMOLLbIO MOXHO
NPOCTO BKOUYNUTb UAU BbIKOYUTb AAaHHbIA KOMMOHEHT B HY>XHbIA MOMEHT
BpeMeHn. Korga OH BbIK/IKOYEH cueHa 6bypet 3aMopoxeHa. Cadencer
MOXeT paboTaTb B HECKOJIbKUX Pa3INYHbIX pexmnmax
(GLCadencer.Mode). cmASAP - 3HauyeHMe no yMonyaHuil, cueHa byaert
obpabaTtbiBaTbCA BCSAKMM pa3 C MaKCUMasbHbIM MNpPUOPUTETOM, MO
CpaBHeHMIO C aApyruMm  npoueccammn. cmldle - cueHa 6yaert
obpabaTbiBaTbCsl TONMLKO €CNM 3aBeplueHbl Apyrue npoueccbl U C
cmManual Bbl cMOXeTe ynpaBnsaTb 3anyckoM 06paboTkn CUEHbI BPYYHYIO.
Apyras uHTepecHasa ocobeHHocTb — Cadencer.minDeltaTime. C noMoLbo
3TOro CBOMCTBA Bbl MOXETE YCTAaHOBUTb BPEMS, TOSIbKO MO UCTEYEHUMU
KOTOpOro, HaudHeTca o06paboTka CuUeHbl, gaXe eclAn cueHa yxe
oTpeHAepeHa. ODTUM Bbl CMOXETEe HECKO/IbKO pa3rpy3nTb CUCTEMY.
Cadencer.maxDeltaTime - HanpoTuB He NO3BOAUT  cadencer
BbINOSIHNTBLCS ObICTpee YCTAHOB/IEHHOIO BPEMEHMN.

3aMeydyaHue. [lpu 3aBeplleHUM nporpaMmbl  KajeHcep cnepyert
oCTaHaBnmeaTb, 4Tobbl OH He Bbi3Ban OnProgress, korga 4acTb
NCNoNb3yeMbIX 06bEKTOB yXXe 0CBOOOXAEHDI.

TGLGuiLayaout




% TGLBitmapFont - pacTpoBblii ipuT

% TGLWindowsBitmapFont - pacTpoBblit BAHIIPUPT
TGLScriptLibrary - 6uM6/1Mm0oTeKa CKpUnToB

% TGLSoundLibrary - 6u6/1M0TE€Ka 3ByKOB

(@ TGLFullScreenViewer - no/JIHO3KpaHHBI Bbloep

"¢ TGLSMBASS - MmeHemxep 3ByKoB BASS
KoMnoHeHT Sound Manager gna noakntodeHus Kk GLScene n paboTbl C
onbnunotekon BASS

FMOD

¢« TGLSMFMOD - meneaxxep 3sykoB FMOD
KoMmnoHeHT Sound Manager ansa noakntoyeHnsa kK GLScene mn paboTbl C
enbnnotekon FMOD

“¢ TGLSMOpenAL - meHexep 3ByKoB OpenAL
KoMnoHeHT Sound Manager ansa noakntoyeHnsa kK GLScene mn paboTbl C
6nbnmnotekon OpenAL

LIRVE

"¢ TGLSMWaveOut - MmeHegxep 3ByKOB WaveQOut
KoMmnoHeHT Sound Manager ans pabotbel ¢ 6ubnmnotekomn WaveOut

DTOT CayHA MeHeaXxep ocHoBaH Ha dyHkumm WinMM. OH He obnapaet
BO3MOXHOCTSIMM 3D-MakcMMmnsaumm, a npocTo SIBASETCS MeHeAXepoM Mo
YMOJIYaHUIO, KOTOpbIM AoskeH paboTate B nobon cucrteme Ha 6ase
Windows u noMmoratb [AeMOHCTpupoBaTb / TecTMpoBaTb OCHOBHbIE
dYHKLUMOHaNbHbIE BO3MOXHOCTU aapa paboTbl co 3B8ykoM GLSS.

MomMmuMo 3D, OTKIHOYEHME 3BYyKa, naysa, NpuopuUTET U FPOMKOCTb TaKXe
WFHOPUPYIOTCS, M NOAAEPXKMBAKOTCA TOSIbKO Npeobpa3oBaHns BbIOGOPKY,
noaaepxusaemble apamsepom Windows ACM (T.e. HET BoCnpou3BeaeHus
4-6UTHbIX BbIOOPOK M T.4.).



(@ TGLSDLViewer - Bbioep SDL

Mpexae 4eM HauduMHaTb paboTaTtb C 3TUM KOMMOHEHTOM, HYXHO
CKa3aTb O TaK Ha3blBaeMbIX BUAXKeTaX. Bunaxetr — 3To Habop 6bubnmnortek
ANs  OTPUCOBKWM  MOMb30BATENbCKOro  UHTepdenca, paboTbl C
yCTpoucTBamMm BBOAa-BbiBOoAA WM T.A. Camble NOMNynsipHble BUAXETbl B
Linux — gtk n qt, KoTOpble NpeaoCTaBNAT Nosb3oBaTento bonee-MmeHee
yAOOHbIN MHTEpdENC, caMu Xe 3T BuaXKeTbl obpawatotca Kk X Window
System. KomnoHeHT GLSDLViewer wncnonb3yetr KpoccnnatdoOpMeHHYIo
onbnuoteky SDL. [lpenMmywectso nepej oOCTalbHbIMKU BblOEpaMu
3aks4daetca B ToM, 4to SDL no3Bonger 3anyckaTbCA KOHCOJ/IbHbIM
NPUIOXEHNSM Ha caMblX pa3HbiXx nnatdpopmax (Windows, Linux, MacOS
M ApYyrux), npu ToM, YTO Yy Nosib3oBaTeNst MOryT He 6bITb YCTAHOB/IEHbI HU
gtk, HM gt. na ncnonb3oBaHMs 3TOr0 KOMNOHEHTa TpebyeTcs YCTaHOBUTb
B RAD Studio naket GLScene_SDL_ DT, a anHamuuyeckme b6ubnmortekmn
GLScene\External\sdl_32.dll u ...sdl_32.dll gonmkHbI 6bITb CKONUPOBaAHbI B
nanku cooteetctBeHHo Windows\system32 n Windows\syswow64.

Ans paboTbl C AaHHbIM BbOEPOM €CTb CTaHAapPTHas AeMO NporpaMma
Demos\rendering\basicsdl.

Mo 3aBeplieHnto paboTbl NpUNOXEHUA (NpU yaaneHUN KOHTEKCTa)
BO3MOXHbI YyTEUYKMN NaMsTU MU3-3a MUCMNONIb30BaHUSA 3TOro Bbloepa. Takxke
MOryT BblnetaTb Access Violation npu 3aBepweHUn nNpuUNoOXeHUs,
paboTtatowero ¢ TGLSDLViewer. B Hactoswee BpeMsa TGLSDLViewer
Hy>XAaeTcs B 06HOBNEHMN B BUAY NosiBeHnn Hoson sepcun SDL.



Bkiiaaka GLScene Physics

" GLScene Physics Managers KOMNOHeHTbl MeHeaxepoB hU3nyYecKnx
S TGLODEManager newxkos ODE, NGD n PHY

W TGLODEointList

MHTGLNGDManager
TGLSPIManager

CUSTON

¢ TGLCustomPFXManager

Bxiaaka GLScene PFX

~ GLScene PFX KOMMOHEHTHI MEHEOXEPOB ANA
B4 TGLCustomPFXManager yrnpaBneHus NapTUKYSPHbIMY

TGLPongonPFXManager HacTuuaMu
TGLPointLightPFXManager
TGLCustomSpritePFXManager

TGLPerIinPFXManager
E%TGLL[nePFXManager
ETGLF[reFXManager
@TGLThorFXManager
TGLEParticleMasksManager

CUSTOH

' TGLCustomPFXManager

" TGLPolygonPFXManager
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CusTOl

' TGLPointLightPFXManager

%' TGLCustomSpritePFXManager
¥ TGLPrtlinPFXManager

* TGLLinePFXManager

' TGLFireFXManager
"TGLThorFXManager

" TGLEParticleMasksManager
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Bkiaaka GLScene Utils

GLScene Utils
TGLAsyncTimer
TGLStaticI mposterBuilder
TGLCoIIisionManager
ﬂTGLAnimationControler
EJTGLAVIRecorder

{38 TeLDCEManager
TGLFPSMovementManager
TGLMateriaIScripter

TGLUserInterface
TGLNaw'gator

g‘{“:TGLSmoothNaw'gator

& A TGLSmoothUserlnterface
P’ r6LTimeEventsMGR
ﬁﬁTGLAppHcat\'onFHeIO

BT rGLvfsPAK
ﬁTGLSimpIeNavigation
TGLGizmo
TGLCameraController
TGLSLanguage
TGLSLogger

TGLSArch\'veManager

TGLJoystick
TGLScreenSaver

[Bf] reLsSynHIMemo



GLAsyncTimer - acCHHXpOHHBbIXA TaliMep

C nomowbto gaHHoro koMrnoHeHTa TGLAsyncTimer = class(TComponent)
MOXHO 3a4aBaTb (QaKTuU4yeckoe paspewieHme no BpeMeHn B 1 ms
(MunucekyHay), ecnn CPU poctaToyHO 6bICTpbin. [1puUpOCT BpeMeHun
NPOUCXOAUT MexXAay CObbITUAMU, HO COObLITUA HEe HaCTynaktT pPerynsspHo
KaXxable X ms. Hanpumep, ecnu Bbl YCTAHOBWUIWM MHTEpBas BpeMeHn B 5
ms, a A/IMTeNbHOCTb BpeMeHU Bawero cobbitnga (Timer event) 3aHuMaeT
1 ms Ao 3aBepuweHus, To Tpurep cobbitua Tanmmepa (Timer events)
dakTnyeckmn byaer cbpacbiBaTbCsa Kaxable 5+1=6 ms. BoT no4yemy OH
cumTaeTcsa "aCUHXPOHHbLIM").

¥ TGLNavigator - HaBuraTop

#: GLTimeEventsMGR - MeHe Kep cOGLITHII BpeMeHHU

Mpu NoaktoYEHUN KaJeHcepa 1 TanMepa AaHHbIN MeHea)Kep MOXeT 6bITb
noneseH Ans co3gaHusa aHuMaumm o6bLeKToB.

Bxiaaka GLScene Terrain

E tgl

> GLScene

> GLScene Physics Managers
> GLScene PFX

> GLScene Utils

~ GLScene Terrain
i TGLBitmapHDS
il TGLCustomHDS
¥ TGLHeightTileFileHDS
TGLBumpmapHDS
B TGLPerlinHDS
4 TGLTexturedHDS
W TGLASyncHDS
Wl TGLShadowHDS

> GLScene Shaders
> GLScene GPU Computing




= 1 GLBitmapHDS - pacTp BBICOTHBIX JAHHBIX

N306paxeHne aBTOMATUYECKM MNEPEHOCUTCH, €ecnu 3anpawuvBaemble
AaHHblE HEe COOTBETCTBYIT pa3Mepy W300paxeHns unmM ecnu
3anpawmnBaemble gaHHble 6osiblle n30bpaxeHus.

BHyTpeHHMIN dopMaT npeacrtaensger cobom 8-6uTHOEe pacTpoBoe
n3obpaxeHne, pasMepbl KOTOpPOro paBHbl CTeneHun ABOUKKU, eCcnu
ncxoaHoe msobpaxkeHme He COOTBETCTBYET, TO OHO pacTArMBaeTcsa B
MOHOXPOMHOM pexunme.

HDS
ason T GLCustomHDS - nmosib3oBaTeabckut HDS

TGLHightTileFileHDS - TaitsioBbii1 HDS
TGLBumpmapHDS - peabedpnbii HDS

TGLTexturedHDS - TekctrypupoBaHHbii HDS
TGLAsyncHDS - acuHxpoHHbii HDS
. TGLShadowHDS - 3aTeHénusbiit HDS



Bxiaaaka GLScene Shaders

~ GLScene Shaders
TGL'I'exCombineShader
GTGLPhongShader
MTGLUserShader
@TGLHiddenLineShader
BB rGLCelShader
mTGLOutlineShader
uTGLM ultiMaterialShader

TGLBu mpShader

e TGLSLShader

ETGLSLDiffuseSpecuIarShader

ETGLSLBU mpShader
TGLAsmShader
TGLShaderCombiner
ﬁTGLTextu reSharingShader
TGLSLPostBlurShader
TGLSLPostThermalVisionShader
TGLSLPostDreamVisionShader
TGLSLPostNightVisionShader
TGLSLPostPixelateShader
TGLSLPostPosterizeShader
TGLSLPostFrostShader

TGLSLPostTroubleShader

TGLPhongShader
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Bkiaaka GLScene GPU Computing

Palette

[3 gl

> GLScene

> GLScene Physics Managers
> GLScene PFX

> GLScene Utils

> GLScene Terrain
> GLScene Shaders

~ GLScene GPU Computing
A TGLCUDA
£ reLcubaDevice

W3 TGLCUDACompiler

TGLCUDA
TGLCUDADevice
TGLCUDACompiler

OBBEKTbDI CIIEHDBI

PaccmoTpuMm 6a3oBble W BCNOMoOraTtesibHble O06beKTbl KOMMOHEHTA
GLScene.

MNepBble Tpn 06beKkTa, Kamepa, NCTOYHUK CBETAa MU pPacrosioXeHbl NpsMO
B  KOHTEKCTHOM  MEHK, OCTajibHble — B  COOTBETCTBYHLLMX
pacKpbIBaOLWNXCS NoaAMeHto. Tabnumua ¢ KpaTKMMK CBefeHUsaMn aaHa ons
BK/IOYEHMSA B MPUIOXKEHWE, fanee B TeKCTe npuBeaeHa noapobHas
MHpOpMaLMA O CBONCTBaX 06beKkToB

Tabnuua obbekToB B KOMMNOHeHTe GLScene



% Camera
<  LightSource

&  DummyCube

. a .
Basic geometry Sprite
Advanced geometr‘y P Particles &  Animated Sprite i PO|DtS
#  ArrowLine .
i i e
Mesh objects PEX Renderer b Arawar Lines
Graph-plotting objects = FlatText - DEE ¥ Annulus m Plane
z : : & Mesh = ExtrusionSolid
. %  HeightField =
Particle systems B B TilePlane ; fu\ﬂpo\ygon #  Polygon
Environment objects @ Portal e ® Cub
rs 4 RevolutionSolid Lube
HUD obiect EarthSkyDome ®  TerrainRenderer -
opjects 2 T
auL o) ~  skyDome S ®  Frustrum
GUI objects SkvBox % HUD Text
- J L(y % Resolution Independant HUD Te) & S phe re
Special objects ®  Atmosphere #  Absolute HUD Text
—p J 2 GameMenu &  Root Control s D |Sk
Doodad objects B LensFlare = Console &  GlLPopupMenu B
B TexturelensFlare GLForm A Cone
P[OX}' Ob_jects W Mirror e ipaceTeXt & GLPanel -
. W ShadowPlane =Y Ieap()t GLButton b | Cy' [ndEE
@ Direct OpenGL *  ShadowVolume * T F GlCheckBox
*  Render Point & Zshadows fee A GLEdit 4 Capsule
B GLSL Texture Emitter « WaterPlane o Gllabel
@  Imposter Sprite @ GLSL Projected Textures « Glagancediabe @ Dodecahedron
) % ProxyObject
B  Texture Emitter = GLScrollbar -
by OpenGL Feedback @  Projected Textures . ColorProxy B GLStringGrid 3 Icosahedron
% FreeFormProxy GLBitmapControl
5 Blur itmap :
OpenGL FrameBuffer — S ) Hexahedron
CUDA Computing v GLTvail % ActorProxy ¥  Qctahedron
B PostEffect & MultiProxy
®  PostShaderHolder % MaterialMultiProxy ¥ Ietra hedron
©  Superellipsoid
Ob6bekT OrnuncaHne

S TGLCamera

Kamepa, HanpaBfieHHasa Ha 06beKT

#  TGLLightSource

NCTOUHKMK cBeTa.

& TGLDummyCube

Ob6beKkT-nycTbilWKa ANs FPYyNnMpoBKU ApPYrnx
06BbEeKTOoB.
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Npynna Basic Geometry

=l TGLSprite MNOCKMMU  4YeTbipexXyrosibHUK, KOTOpbIN BCe
BpeMSA MOBEPHYT MJIOCKOCTbIO K KaMmepe.
TGLPoints Touka B 3D npocTpaHcTBe.
77 TGLLines JlInHna B 3D npocTpaHCcTBe.
B TGLPlane

MN0CKOCTb, OrpaHUYeHHas B NPOCTPAHCTBE.

" TGLPolygon

MnockocTn, 3agaHHble HabopoM Touek. TOYKMK
3a4al0TCA Tak Xe, Kak B cny4dae ¢ GLLines.

@ TGLCube

Kyb6. B cBonctee Parts yka3sbiBaeTcsl, Kakue
rpaHn 6yayT BUAUMbIE

@ TGLFrustrum

YceyeHHaa nupamuaa

- TElsphes Cdepa. CrnaxeHHOCTb 3aaeTcsa napamMmeTpamm
Slices (4Mcno BepTUKaANbHbLIX <«A0JIeK») U
Stacks (ropusoHTasbHble cnoun). MOXHO
obpesaTtb cepy cHMU3y — napameTp Bottom,
cBepxy — napametp Top, uAM Bblpe3aTb
AONbKY, UCNofib3ysa napameTpbl Start n Stop.
- VELB Anck. NMapameTp SweepAngle nokasbiBaeT, Ha
CKOJIbKO rpaAycoB 3anoJIHEH AMUCK.
4 TGLCone KoHyc. Crna>XeHHOCTb 3ajaeTcsl aHasIornM4yHo
cepe.
W TGLCylinder LUunnuuap. Crna>eHHOCTb 3a/1aeTCH
aHanorn4yHo coepe.
TGLTetrahedron TeTpasap
TGLOctahedron OkTasgp
TGLHexahedron ekcasap
# GLDodecahedron ﬂoﬂeKaaﬂp

@ GLlcosahedron

Nkocasap







'pynna rs1aBHbIX 00 beKTOB GLScene

% GLCamera - kamepa
O6bekT kamMepa Camera €BNSeTCS OAHWUM W3 rNaBHbIX 0H6BLEKTOB
Kaxaoro npoekta. MMIMEHHO KaMepa MNoKa3blBaeT TO, YTO Mbl CO34ann B
cueHe. B npoekTtax MoxeT 6bITb t060e KONMMYEeCTBO Kamep, HO ObbIYHO
AOCTAaTOYHO oaHOW. PaccMoTpuM cBoncTBa obbekTa GLCamera:

CBONCTBO OnwuncaHune

CameraStyle | bazoBbin rnapameTp, oTBeYarLWwmm 3a crnocob
npoeunpoBaHus 06bLEKTOB Ha 3KpaH. Ero aHavyeHus:

csPerspective: 3Ha4yeHMe NO YMONYaHUKO, 3adaéT
MHTYUTUBHO MOHATHYO HaM MEepPCrneKTUBHY MPOeKUUI0.
HanoMHIO, nepcrnekTuBHaAsi NpPoOeKUUst onpeaensiet, 4UTo
BCe 06beKkThbl 6yayT BUAHbI B YCEYEHHOM KOHYCeE.

csInfinitePerspective: oueHb NOX0X Ha csPerspective.

csOrthogonal: ncnonb3yeTcs ans co3gaHus
OpTOroHasibHOM (n3omeTpuyeckon) npoekunu B
TpéXMepHbIX cueHax. Npu HeM He byaeT NnepcnekTUBHbIX
nckaxxeHnn obbektoB (Hanpumep, penbCbl He 6yayT
«nepecekaTbCs» BAANMN).

csOrtho2D: wcnonb3yeTcs npu Co34aHUMN ABYXMEPHbIX
cueH. NMpu BbiIbope 3TOro 3HavYeHUs 06bEKTbI TPEXMEPHOM
cueHbl 6yayT BUAMMbI, TONbKO ecnn ceomncteo GLCamera.
Position. Z 6ypeTt B npegenax 0,9...-1.. lNpn HeM cnocob
OoTObpaxeHnst TakoW Xe, KakKk M Npu UCNOob30BaHUMU
CTaHAapTHoro knacca TCanvas. YnpasnsaTb BUAUMbIMU
pa3MepaMn obbekTa npubnmxeHnem wnNM oTAANEHUEM
KaMepbl He MNONYYUTCS, HYXXHO M3MEHATb €ero AJIMHY U
LUMPUHY.

csPerspectiveKeepFOV: noxoxe Ha csPerspective v Ha
csInfinitePerspective. Pa3znnune xe B TOM, YTO pa3Mepbl
obbekToB 6yAyT OTHOCUTENIbHO pa3MepoB 3dKpaHa, a He
GLViewer. CpaBHuTe:




© Forml-0,0 FPS

DepthOfVie |Yka3biBaeT, Kak faneko MOXeT BuAeTb Kamepa. Bce
W 06beKTbl Aanblue 3TOro 3Ha4YeHns He oTobpaxkaroTcs.

FocalLength | ®okycHOe paccTodHue Kamepbl.

NearPlaneBi |[NepeaHsass oTcekatowasi NJOCKOCTb. Bce, uto 6nmxe K
as Kamepe, 4eM 3Ta NJI0CKOCTb, He OoTobpaxaeTcs.

Position Mo3numna kamepbl. KaMmepa MoXeT pa3MellaTbCa B S1t060#M
TOYKE CLEHbI.

SceneScale | OnpenensieT MmacwTab cueHbI.

TargetObjec | OnpenensieT, 6yaet nmn kamepa ceoboaHa (nil) nnm 6yaet
t 1IN OHa aBTOMATUYECKWN CreanTb 3a KaKUM-TO O6BHEKTOM.

# GLLightSource - HCTOYHHK CBeTa
HacTpoiika CBOWCTB, KOOPAUHAT M ynpasiieHne UCTOYHMKAMN CBeTa.

Ana nepBOHa4danbHOM HACTPOMKM MO3MLIMN UCTOYHMKA N BCECTOPOHHENO
ocBelleHns obbekTa ya0OHO HE U3MEHSS1 YCTAaHOBJ/IEHHbIX MO YMOJTYaHUIO
CBOMCTB BbI6paTb UCTOYHMK CBETa KaK A04YEpPHUN 06beKT Kameps. Toraa
06bekT 6yaeH ocBelWwéH N BUAUM.,



GLScene Editor : GLScene n
0 = | BB
E X ¥ B a2

~ (] Scene root A
W ,-" Scene objects
- 4 LightSource1
- /= GLSkyBox1
+ Q§ Camera
L 2 LightSource? v

B cBow ouepebab 4n8 MMUTAUMKM  COJSTHUEYHOro AMCKa W Nydewn,
NpoXoAsimnx 4epe3 JMH3Y KaMmepbl, MOXHO A[06aBuTb B KayecTBe
nodvepHero LensFlare: TGLLensFlare kak goyepHun o6bekT LightSource2.

CeoucTteo LightStyle onpepenseT Tmn uctouyHuka: IsSpot — To4UeuHbIN,
HanpaB/IeHHbIU no SpotDirection, IsOmni — TOYEYHbIN
HeHanpasneHHbi, IsParallel — 6eckoHeyHass NAOCKOCTb C HOpPMasbiO
SpotDirection.

& GLDummyCube - faMmMu Ky6

Ceouncteo VisibleInRuntime onpegenser 6yayt nm BuUAHbI, Visible =
true/false, pamkun kyba npu paborte nporpammel.

I'pynna Basic Geometry

GLSprite - cnpait

GLPoints - Touku
PasMep 3agaeTcs napameTpoM Size. Bua TOUkM 3ajaeTcs napaMeTpoMm
Style (psRound - okpyrnbln kKBagpaTt, psSmooth - kpyr, psSquare -
KBagpar)

GLLines - 1uHUH
JInHnsa B NpOCTPaHCTBE, B TOM 4YUCIE€ MOXET OblTb KOHTYPOM Ha
NAOCKOCTU. YTObblI A06aBUTb NNHUIO, WWENKHUTE B MHCNEKTOpe O06BHEKTOB
no ceonctey Node. B oTKpbIBLLEMCS OKOLLUKE CO34aNTe HECKOJIbKO ToYeK
c nomouwbto KHonkn Add News. Mexay 3TUMM TouKaMmn 6yayT npoBeaeHs.l
NNHUMN.



GLPlane - n1ockocThb
ObpaTtnTe BHUMaHWE, 4YTO MJIOCKOCTb, NepeBEPHYTas K Kamepe 3aaHewn
CTOPOHOM, CTAaHOBUTCS HeBMAMMOW. [103TOMY AN ABYXCNOMHOMO njacTta
HeobxoanMa BTOpas NIOCKOCTb, Y KOTOPOM NMPUAETCA M3MEHUTb CBOMNCTBO
Direction ana X, Y nam Z Ha NpoOTUBOMOJIOXKHOE.

GLPolygon - mosurox
Ba3oBbI MONUroHaIbHbIN 06bEKT.

KoHTyp nonuroHa onucbiBaetca csoncteamMu Nodes m SplineMode, oH
A0SKeH 6bITb NaaHapHbIM C BO3MOXHOCTbLIO TeCcensaunmn, To-eCTb A0SKEH
nexaTtb B OAHOM MNOCKOCTWU, 4YTObbl €ro MOXHO 6bl1o noapaszbuTb Ha
TpeyrosiHnku. KoopAuHaTbl TEeKCTypbl MNpU  HANOXEHUW MNoNy4darTcs
TONbKO M3 koopauHaTt X n Y. [na onnucaHna obbekTa nonumroH 6epértcs
TO/IbKO OAMH KOHTYP, @ eCNin BaM HY>XXHbl 60n1ee «CNoXHble NOSINIOHbI» C
AblpKamMun, 3ansaTtkamm 1 Bblipe3ammn, To ncnonbsymte TGLMultiPolygon.

'pynna Advanced Geometry

GLMultiPolygon - MyibTUIOJIUTOH

Koraa Teccendatop HaxoauT nepecevyeHmne pebep, eMy Hag0 HEMHOIO
AONONHUTENBLHOMN NAaMATU A1 3TOW HOBOW BEPLUMHbBI U HYXEH yKa3aTesb
(cM. tessCombine). YkazaTtenb 6epétca u3 cnucka TGLAffineVectorList
CTAQHOBUTCHA HEAENCTBUTESIbHbIM MOCMEe YyBeNMYeHUss eMKocTu (cospaetr
ReAllocMem), 4TO MOXeT npou3onNTU HessBHO npu aobasneHun.
TLVectorPool coxpaHseT Bce ykasaTenum AenCTBUTENbHbIMW A0 TeX rnop,
noka He npousonaét ux camopaspyleHune. [oBTOPHO aKTUBMpPYETCS
06bekT TGLVectorPool. lMpocTbie cnuckn VectorlLists He noaxoaaTt Ans
3TON paboTbl. MOXHO 6bINO0 6bl AOMOAHUTL: CO34aTb METOA WMMOopTa
ImportFromFile (dxf?) B 06bekTbl TGLContour u TGLMultiPolygonBase...

I'pynna Mesh Objects
€ GLFreeForm

O6bekT TGLFreeForm = class(TGLMeshObject) npegHasHadeH ans paboTbl C CETOUHbIMU MeLL OObekTamu
NPOun3BOSIbHON reomeTpudeckon dopMbl U 0TOBPaXKeHUS X B NPOCTPaHCTBE cLeHbl. ObbIMHO AN
BM3yanuaaumm o6bEToB HeobxoaMmMo AobaBuUTbL UCTOUHMK CBETA U MaTepuan B FreeForm1.

Mocne nobaeneHus komnoHeHTa MaterialLibrary n wenyka KHOMKM MbILW HA HEM MOXXHO HaCcTPOUTb OMNLUN,
HeobxoauMble ANA NpeAcTaBnNeHns.

Mpumep 3agaHuns onuui MaTtepuana ans ak3emnnspa obbekta FreeFroml.:
FreeForm1.Material.LibMaterialName :="};
FreeForm1.Material.FaceCulling := fcNoCull;

FreeForm1l.Material.BlendingMode := bmOpaque;
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FreeForm1.Material.BackProperties.Diffuse.Alpha := 1;
FreeForm1.Material.FrontProperties.Diffuse.Alpha := 1;
FreeForm1.Material.BackProperties.Diffuse.Color := clrOrange;
FreeForm1.Material.FrontProperties.Diffuse.Color := clrOrange;

(*

GLCamera.MoveAroundTarget(100, 678);

//Load Obj

GLFreeForm1l.LoadFromFile(ExtractFilePath(ParamStr(0)) + '/3d/mundmitzaehne.3ds'); //Teeth.obj

//IncisiveTooth.3DS

for I 1= 0 to GLFreeForm1.MeshObjects.Count -1 do
{
GLFreeForm1.MeshObjects[i].FaceGroups[0].MaterialName = 'gold’;
¥
GLFreeForm1.MeshObjects.FindMeshByName('lowgums').FaceGroups[0].MaterialName := 'mat’;

GLFreeForm1.MeshObjects.FindMeshByName('upgums').FaceGroups[0].MaterialName := 'mat2';
//GLFreeForm1.MeshObjects.FindMeshByName('upgums').Clear;
GLFreeForm1.MeshObjects[31].FaceGroups[0].MaterialName := 'mrot’;
GLFreeForm1.MeshObjects[31].Clear;

GLFreeForm1.Scale.Scale(0.05);

//GLFreeForm1.Roll(0); // etc.
GLFreeForm1.Turn(90);

*)

Mogaenu moryT cogepxatb 40 10° NonMroHoB B ceTke MeLl, B 3TOM crydae FPS MOXeT 3HaunTenbHO
CHU3NTBLCS B 3aBUCUMOCTM OT UCTIONb3YEMOI BUOEOKAPTHI.

'pynna Particle Systems

?! GLParticles

[aHHbI 06bEKT ynpaBnaeT NapTUKyNspHON CUCTEMON.
Yactuubl B cucteme tuna TGLParticles sBnsoTcst 00bl4HbIMY 06BbEKTaMM CLEHbI, OAHAKO UX MOTOMKM
[JomkHbI ObITh:

"particle template” - the first object (index=0), this one will be duplicated to create new particles, it does not
receive progression events and is visible at design-time only;

"live particle" - the other objects (index>0), this ones are rendered and receive progression events.
TGLParticles may also maintain an internal, non-persistent;

("freezed") set of objects - the allocated objects pool. Why ? Creating and freeing objects takes cpu-cycles,
especially for the TComponent class, and GLScene objects are TComponent. To reduce this load (and at the
expense of memory space), the particle systems can move "dead" particles to a pool instead of freeing them,
and will pick in the pool instead of creating new objects when new patrticles are requested. To take advantage
of this behaviour, you should set the ParticlePoolSize property to a non-null value and use the KillParticle
function instead of "Free" to Kill a particle.

All direct access to a TGLParticles children should be avoided. For high-performance particle systems of
basic particles, you should look into GLParticleFX instead, TGLParticles being rather focused on complex
particles.

?' GLPFXRenderer



'pynna Environment Objects

GLSKkyDome

O6bekT GLSkyDome — 3710 HebocBoOA, KOTOpPbI UMeeT Bua cepsl,
oKpyXatouen sce 06bekTbl. 1o ymonyaHuio Hebo co3agaeTcsi MOBEPHYTbIM
Ha 90 rpagycoB, 4TOb6bl W3MEHUTb Yrosl YCTAaHOBUTE CBOMCTBO
PitchAngle=90. BaxHenwee cBoncTBO 3T0 Bands — nonocobl
onpeaeneHHon WnpuHbl N uBeTa. Mo yMonyaHuo ecTb 2 nonockl. Ecnu
Bbl UX HE 3anosiHseTe cpa3y Npu co3gaHum GopMbl, TO OYNUCTUTE MOAOChI
komaHgon GLSkyDomel.Bands.Clear. MMpun wendyke JIKM no 3ToMy
CBOWCTBY, W MNOSABUTCS OKOWKO, B KOTOPOM MOXHO UMW YMNpaBnsTb.
CsowcTBa nonoc:

CeBonctBo | OnucaHue

Slices KonnyectBo cerMeHToB, U3 KOTOPbIX COCTOUT MOJS0Ca,
yeM mx 6onblle, TEM Bbille KayecTBO. Y BCexX MosocC B
aK3eMnispe obbekTa CBOWCTBO Slices AO/MKHO ObITb
OAVWHAKOBbIM, MHa4Ye OHM ByayT HEBEPHO CTbIKOBATbLCH;

Stacks KonnyecteBo Apyrux CerMeHToB, NOBbLILWAET KavyecTBo.

StartAngle |Ha4danbHbIM yron, 3a4alOWMA  HUXKHIOK CTOPOHY
rnosiockl oT -90 Ao 90;

StartColor | LiBeT HMUXXHEN CTOPOHbI MOAOCHI;

StopAngle | KOHe4HbI® yros, 3a4aloWmMin BEPXHIOK  CTOPOHY
nonocbl, oT -90 po 90, ponxeH O6biITb 6onblie
StartAngle;

StopColor LiBeT BepxHen CTOPOHbI NOSIOCLI. LiBET nNonockl ni1aBHO
MeHsieTcs oT StartColor ao StopColor.

Options Onumnsa sdoTwinkle Bk/itoUaeT 1 OTKOYAET MepLaHue
3Be3[ B atMmocdepe.

Stars 3Be3gbl. [lpu wenyke JIKM no 3TOMy CBOWCTBY
NOSABUTCSH OKHO, B KOTOPOM MOXHO A06aBnsATb, yaansaTb
N MEHATb CBOMCTBA 3Be34:

Color - LiBeT 3BE34bI.
Dec - BbicOoTa Haa rOpM30HTOM B rpaaycax.
Magnitude - Pa3smep, 4eM MeHblUe, TEM sipye 3Be3aa.

RA - lNpamMoe BocxoxaeHue B rpagycax




[MporpaMMHO MOXHO 3arpy3mTb 3BE34abl B BuAe 3anmcew
TGLStarRecord n3 acTpoHOMMYECKOro KaTtanora npouenypom

procedure LoadStarsFile('hipparcos_9.stars’);

®annbl '.stars' MOryT 6bITb HE OTCOPTMPOBAHbLI MO BENNYMHE N UBETY
3BE3[.

Takxe MOXHO aobaBuTb 3aAaHHOE  KOJIMYECTBO  C/lyYanHo
pacrnofioXeHHbIX Ha HebocBoae 3Be34 creayrowmm obpa3om:

GLSkyDomel.Stars.AddRandomStars(100, RGB(200,200,150), true);

MepBbli NapaMeTp onpenenseT KoOIM4YeCcTBO 3Be3/, BTOPOM LBET, TPeTumn
yKa3sblBaeT, rae A0/KHbl 6biTb pacrnosioXeHbl 38e34bl (true — ToNbKO Hag
ropnsoHToM, false — no Bcen chepe).

GLEarthSkyDome »

GLEarthSkyDome — 5710 GLSkyDome c conHueM, aopaboTaHHbIN
Tak, 4Tobbl OH 6onble noxoann Ha 3eMHOW HebocBoAa. B 3aBUCMMOCTU OT
TOr0 Ha KakKoWu BbICOTE HAXOAUTCS COJIHLE MEHSIeTCS OCBELLEHHOCTb Heba.
CeoucTtea, otTamnyarwuwme obvekT oT GLSkyDome:

CBOMCTBO OonucaHume

DeepColor LiBeT HMXHEN YacTu cdepeobl.

ExtendedOptions | EcTb ABe onuuu:

esoFadeStarsWithSun — vcues3aloT nu 3Be34bl C
NnosiBJIEHNEM CONHLaA;

esoRotateOnTwelveHours —_ ecnu OHa
BKNOYEHA, TO Koraa SunElevation pgocturaer
3Ha4deHunsa -90 nnm 90, To HeboO NepeBopavumMBaETCs
Ha 180 rpaaycos

HazeColor LiBeT TyMaHHOWN AbIMKM.
NightColor LiBeT Heba HoublO.
SkyColor LiBeT Heba.

SunDawnColor LiBeT conHua Ha 3akaTe.




SunElevation BbicoTa conHua Han ropusoHTOM, MeHdeTcsa oT -90
0o 90.
SunZenithColor LiBeT conHua B 3eHUTE.
Turbidity PasmbITOCTb HEBA, MeHsieTcsa oT 1 Ao 120.
GLSkyBo#z
GLSkyBox — 3T0 Ky6, okpyxawwumn Bce 0bbeKTbl CLUEHbl, Ha

BHYTPEHHNE FPaHU KOTOPOro HaHOCATCHA Kybuueckme KapTbl TEKCTYpbl
3eMnun, Heba n aHmMaumm obnakos Npu pabote KageHcepa (Tarvmepa).

CBouncrBa:

CBOMCTBO OnucaHue

CloudsPlaneOffset | BbicoTa 06/1aKk0B.

CloudsPlaneSize | Pa3mep naHesnn, Ha KOTOPOM pucytoTca obnaka.

MatName... HassaHua ™MaTepuanoB B MateriallLibrary ans
rpaHen n obnakos.

Style Kakasa yactb HebocBoga oTobpaxaeTcs.




GLAtmosphere

GLAtmosphere — 3T0 nonycdepa, KoTopas HyXHa ANA Cco34aHUS
adpdekTa atMmocdepbl BOKpYr naaHeTbl. OAHAKO ero MOXHO nNpnucnocobuTb
noa oTobpaxeHwe, HanpuMmep, CUNOBbIX MNONEW, HO  TOJbKO
lwapoobpasHon dopmbl. Ob6bekT npeactaeBnser cobon wap C ABYMSA
CMELllaHHbIMN UBETaMW, BHYTPU Haxoautcs cdhepa — <«nJaHeTa».
Co3paétca GLAtmosphere B Environment objects.

OCHOBHbIe cBOWCTBA:

CBOMCTBO OnucaHue

AtmosphereRadius, | Paanycel atMocdepbl M NAaHeTbl, MX pasHuua
PlanetRadius 6byner ToONwMHOM aTtMocdepbl, OT KOTOpPOM
HanpsMyt0 3aBUCUT MJIOTHOCTb OCBELLEHUS.

BlendingMode PeXxum cMelunBaHUA: Mo MNPO3pPavyHOCTU UAM NO
LBeTY.

HightAtmColor BHewHnn uBeTr atMmocdepbl (3agaBaTb HYXHO
BPY4YHY0, BblNajaloLmnin CNMCOK He paboTaerT).

LowAtmColor BHyTpeHHUI uBeT, atMocdepbl (aHaNOrM4Ho).

Opacity CreneHb HeNpO3payvyHOCTH.

PlaneRadius Paanyc saapa (cdhepbl N0 LUEHTPY).

Slices Konnuectso «gonek»

Sun Ero 3apaTtb o6s3atenbHO, MHave GLAtmosphere He

oTobpasuntcsa. OnpeanensieT, OTHOCUTENbHO Kakoro
obbekTa onpenensatb Bepx M HU3. Bepx 6yapet
OKpalleH B CBET/bIN LUBET, HU3 — B TEMHbIN.

MpuMep MOXHO MOCMOTpeTb B nanke Demos no aapecy
GLScene\Examples\Demos\specialsFX\Atmosphere.



B TGLTilePlane

Talnbl KNETOYHOIrO MMUpa Kak ABYXMepHas KapTa

PaccMOTpuM nocnenoBaTeslbHOCTb CO34aHUS TaunoBbiX KapT. Takue
KapTbl MMEIT KakK npeumMmyllectsa, Tak M HepoctaTkn. OHM 06bIYHO
MCNoNb3yTCA B cTpaTtermax u PIl, a Takxke B urpax c BUMAOM CBepXY.
X0T9 MOXHO NPUMEHUTb NoAobHble TannoBble KapTbl B 1HOOOM UrpOBOM
XaHpe.

OcHoBHasi npobneMa B TaWnoBbIX KapTaX - 3TO cAenaTtb MNaBHble
nepexoabl Mexay TekcTypamu. MoTOMYy, YTO MPOCTO LIBETHbIE KBaApPaThl
CMOTPSATCA HeKpacuBo. ECTb HECKO/IbKO BapuaHTOB A/ PELUEHUs 3TOW
npobnembl. OAMH M3 BapuwaHTOB peanun3oBaH B urpe «lpeasoantenb
3/1a», KOTOPY MOXHO HaMTu B NOMCKOBUKE.

NTak, pasbepeM uTO M3 cebsa npeacTaBnsOT TauioBble MUPbl. ITO
KfieTouyHble MUpbl. Kaxaas KfeTka coaep>XXuT B cebe HeCKObKO YpOBHeEM
MHdOopMauUnn. PnUcyss Takonm MUP Ha KapTe Mbl PUCYEM KaXAaYyl KIEeTOUKYy
Ha 3KpaHe OoTAeNlbHO, a 3aTeM COeAMHSAEM BCe KJ/IEeTOYKM BMecTe U
nosyyaem BWA Hawen urposon KapTbl. CBoero poaa TakKue Mupbl
HaMOMUHAOT WAaXMaTHYIO AOCKY, TO/IbKO BMECTO ABYX LIBETOB K/IETOYEK Y
Hac MoOXeT 6bITb 1t060e KOMNYECTBO APYrnMX pa3HOLBETHbIX PUCYHKOB.

Ecnn Ha KapTe HECKO/IbKO YPOBHEN 06BHEKTOB (Hanpumep 3emss, 06beKTbl
TUNa nperpag, aptedaKkTbl, XUTeIM N MOHCTPbl) TO BCE YPOBHU KpoMe
NepBOro HakfaablBalOTCA NMoBepx Npeablaywmx C Npo3pavyHoOCTbi oHa
PUCYHKOB. [lOKa 3TO HE O4YeHb MOHATHO, HO Aasnee byaeT pasbsCHEHME.

PaccMoTpuM BapuaHT C ABYXYPOBHEBOW KapToW. lNepBbin ypoBeHb byaeTt
cofepXxaTb HOMepa 3eMeflbHbiX MOoKpbITUKN. BTopon (6onee BbICOKUU
YypOBeHb) byaeT coaepxaTb HOMepa 06beKTOB (AepeBbsA, KaMHU, 34aHUS
n gpyroe). na Takom KapTbl HYXXHO CO34aTb TpeXMepHbIn MaccuB Map.
MepBas uudppa 6O6yaetr o3HayaTb KoopaAuHATy X, BTOopas uudppa -
KoopAauHaTy Y, a TpeTbs undpa — HoOMep YpoBHS KapTbl. Paamep kKapTbl
BO3bMeM paBHbIn 20x20 kneTouek. Hymepauus kneTok 6yaet ¢ Hynesomn
HaumHaTbCca (ANa ynobCcTBa pacyeToB KMKA MO KapTe W Tak aanee).
ObbsiBNsieM MaccuB KapTbl TakK:

Var



Mas:array[0..19,0..19,0..1] of integer;

Mocne Toro Kak Maccme 06bsABNEH, €ro HY>XHO 3arnoHUTb UHpOopMaUKnen.
B HaweMm cnydae - 3TO HOMepa 3eMeslb U HOoMepa 06bekToB. MOXHO
AenaTtb 3TO BPYYHYIO TaK:

Mas[0,0,0]:
Mas[0,1,0]:
Mas[0,2,0]:

0;
0;
0;

Mas[19,19,1]:=0;

DTOT BapuUaHT O4YeHb BpeMs 3aTpaTeH, NMo3TOMY Nydule 3arnosiHUTb ero B
UMKNe cryyamHbIMM uudpamn. 3agagumMm 4yto y Hac 6yayTt cnepyrowmmn
MacCCuB TEKCTYp A1 BOAbl U CYLUN:

Homep Nma TekcTypa
0 BOAa water.jpg
1 necok sand.jpg
2 TpaBa grass.jpg
3 rnMHa clay.jpg

4 cHer Snow.jpg

Co3paaum TakxXe MaccmB ANs UFPoBbIX OO6bEKTOB:

0 — 06BEeKTOB HEeT B KJ/eTouke

1 - nepeso
2 — 34aHune
3 — KaMeHb
4 - KoCTep

HaunHaeM 3anonHeHue CﬂyanIHbIMM 4YnciaaMn Hall MaCCUB KapTbl.

Randomize;

Fori:=0 to 19 do

For j:=0 to 19 do

For k:=0to 1 do
Mas[I,j,k]:=random(5);



MOXXHO ero 3anosHATb BPYYHYKO TakXe, BO BpeMss ero xe
obbaBneHus. Ho 3to yaobHo A1 OAHOMEPHbIX U ABYMEPHbLIX MAacCMBOB.
Ecnu 6bl Haw Macue 6b1a1 ABYMEPHbIN, TO 3aN0SIHUTb MOXHO 6b1/10 6bl TakK:

Mas: array[0..9, 0..9] of integer =
((2,2,2,2,2,2,2,2,2,2),
(2I 1[ 1I 1/ 2[ 2/ 1I 1I 1I 2)[

(2I 1/ OI 1I 2[ 2/ 1[ OI 1I 2)/
(2,1,0,1,2,2,1,0,1, 2),
(2,1,1,1,2,2,1,1,1,2),
(2I 1/ 1[ 1I 2[ 2/ 1[ 1I 1I 2)/
(2I 1/ 1[ 1I 2[ 2/ 1[ 1I 1I 2)/
(2,1,0,1,2,2,1,0,1, 2),
(2,1,0,1,2,2,1,0,1, 2),
(2,2,2,2,2,2,2,2,2, 2));

STOT MeTod yAob6eH TeM, UTO Mbl YXe€ Ha 3Tane 3arnoJIHEHUS MOXEM
NpeAcTaBnsaTb Kak 6yaeT BbIrNSAeTb KapTa.

Tenepb KOrga MacCuMB 3anosiHEH, BCe, 4YTO OCTaeTca caenatb 3TO0
3arpy3nTb KapTUHKM Hawen 3eM/In n 06bekToB, BbIBOAUTb Ha 3KpaH
HYXHble KapTUHKU. HO npexae, 4yeM 3arpyxaTb WusobpaxeHus -
HeobxoaMMO co34aTb nNepeMeHHble Tuna TBitmap, KoTopble cCMOryT
coaepxaTb KapTuMHKK B cebe. lNpepnaraeTcsa co3gaTb ABa Maccmea Ans
KapTUHOK:

var
Ground:array[0..4] of TBitmap;
Objects:array[1..4] of TBitmap;

Objects HaunHaeTCs C eaMHUUbI, NOTOMY KaK ecnn HeT obbekTa B Taune
3HAUYUT HNYEr0 N PUCOBATb HE HY>XXHO. A C 3eMnen Bce HaobopoT — NyCToro
MeCTa Ha KapTe 6bITb He MOXET Kakasa-To 3eMJi1s BCe paBHO 6bITb AO/IKHA.
Takxe He 3abblBanTe 4YTO CaMbl NepBbi ypoBeHb (B HaweM cry4yae
3eMn8) 3arpyxaetcs 6e3 npo3pavyHoOCTU, TaK KakK nog HUM HUYEero He
6yneT n npo3payHbiX Ablp B KapTe 6blTb HEe AO/HKHO. A BOT OCTasbHble
YPOBHWU HYXHO 3arpyxaTb, Aenas (GOH KapTUHOK MpO3payHbiM, TaK Mbl
nonyumm spdekT Toro, 4To 06beKTbl CTOSAT MMEHHO Ha HYXHOM BuAe
3eMu.

B 6051ee paHHUX CTaTbsX A yY)Ke NUcan Kak y3HaHb NMyTb K Manke ¢ Urpon.
JonycTMM Halwa urpa HaxoauTcs Ha nokanbHoM aucke D:\. O6bekThl
HaxoasTca B nanke objects, a 3emenb - B nanke Ground. Kaxpaas



KapTMHKa Ha3BaHa HOMEpPOM BUAa 3eM/IN UM HOMEPOM ObbekTa.
MporpaMMHO 3TO BbIFIAAUT TaK:

fori:=0to 4 do

begin

Ground[i]:=TBitmap.Create;
Ground[i].LoadFromFile(*D:\Game\ground\'+inttostr(i)+'.bmp’);
end;

fori:=1to 4 do
begin
Objects[i]: =TBitmap.Create;
Objects[i].Transparent: =true;
Objects[i].LoadFromFile(*D:\Game\objects\'+inttostr(i)+'.bmp’);
end;

Jlyywe Bcero cosgaBaTb peAaKTopbl KapT ANS CO34aHUSA U HanOJIHEHUS
KapT U3 TausioB. DTO He C/NOXHO, HO HOBMYKMK, 06bIYHO, BoATCA bpaTbcs
3a 3TO UHTepecHoe geno. Ecnn bypet BpeMsa Hanuwy CTaTtblo 06 3TOM.

NTak KapTUHKWN 3arpy>XeHbl, Npu4yeM obbeKTbl 3arpy>XeHbl C NPO3paYvYHbIM
doHOM (TO ecTb OHa BMAHO He byaeT BoobLle BOKPYr KapTUHKK). Bce,
YTO HYXXHO cAenaTb Aaljiblle — 3TO NpOBEepKa KaKyl KAapTUHKY B KaKuUX
KoopAuHaTax pucoBaTb. [lenaemMm 3TO B KOMMNOHeHTe Tanmep. [puuem
puvcoBaTb BCKO KapTUHKY Mbl 6yaeM He cpa3y Ha dopMe. NHade npwu
NpopucoBKeKapTuHKa byaeT Muratb, a 3TO OYEeHb HENPUATHO AN rnas.
YT06bl MUFraHUA HE MPOUCXOANIO HYXHO BCE CHadasna npopucoBbiBaTb Ha
rpaunyeckyo nepemMeHHy Tuna TBitmap, KoTopas cbirpaet posb
rpadpuyeckoro 6ydepa. Korga Bce KapTUHKM 6yayT npoOpUCOBaHbI,
TONbKO TOraa 6yaet npopucosBaH n caMm bydep. CozpaeM rpadpuyeckmin

bydep:
var

Buf: TBitmap;

Tenepb B TalMepe pAenaemM NpPoBeEpPKY KaKyl KapTUHKY C KaKuMu
KoopAMHaTaMun pucosaTb U pucyem Bce Ha bydep. 3aTteM pucyeM bydep
Ha camon ¢dopMe C HyneBbIMM KOOpAMHATAMU — BEpPXHEro NeBoro yrna
dopmMbl. MNpeanonoXxnM y Hac KneTku pasmepom 32x32:

fori:=0to 19 do
for j:=0to 19 do
Buf.Canvas.Draw(i*32,j*32, Ground[ Mapl[1,j,0] 1);
fori:=0to 19 do
for j:=0to 19 do
Buf.Canvas.Draw(i*32,j*32, Objects[ Mapl[1,j,111]);
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Form1.Canvas.Draw(0,0,Buf);

9TO OCHOBHOE. BbiBaeT, UTo owMbOK HeT, a n306pakeHnst He BbIBOASTCS.
Ckopee Bcero 3To 6yaeT CBSA3aHO C TeEM, 4YTO Bbl HE 3a4anv pa3Mepsbl
n306pakeHnin NepeMeHHbIMU. ITO MOXHO AenaTb Npu 3arpy3ke:

fori:=0 to 4 do

begin
Ground[i]:=TBitmap.Create;
Ground[i].Width:=32;
Ground[i].Height:=32;
Ground[i].LoadFromFile(*D:\Game\ground\'+inttostr(i)+'.bmp’);
end;
fori:=1to 4 do
begin
Objects[i]: =TBitmap.Create;
Objects[i].Transparent: =true;
Objects[i].Width:=32;
Objects[i].Height:=32;
Objects[i].LoadFromFile(*D:\Game\objects\'+inttostr(i)+".bmp’);
end;

DTOT NpMUMep NOCTPOEHUS MUPOB AOBOJIbHO MPOCT. B HEM MCMOMb30BaHbI
KapTUHKK popmaTa .BMP, c koTopbIM nerye pabotaTtb. Ho ecnun Bbl XoTute
pabotatb C dopmatoM jpg win jpeg, TO BaM Haao A[o06aBUTb
COOTBETCTBYHOLLNN MOAY /b MCNONb30BaHMS  AaHHoro  dopmarta
Vcl.Imaging.Jpeg.

[MOCKONbKY XpaHUTb MAacCMBbl KapT BHYTPU NporpamMmMbl He o4eHb y406HO,
TO MOXHO WX XpPaHWUTb B TeKCTOBbIX ¢annax. K npumepy co3gaHHbIN
MaCCMB MOXHO 3aHeCTW B KOMMOHEHT Memo, a 3aTeM [AaHHble U3 MeMO
COXpaHuTb B Nt060IMN TEKCTOBLIN a1, AaXke ecnin ero eule HeT U oH byaeT
co3gaH. MOXHO TakXe COXpaHSATb MacCMBbl HanpsiIMyld B TEKCTOBbIN
dann, HO 3TO HEMHOXKO C/IOXHee.

Mpexae 4yeM 3anoNHATb MEMO, HY>XXHO NOCTaBUTb Y HEr0 BEPTUKASIbHYIO U
FOPU30OHTANIbHYIO MPOKPYTKY, OYUCTUTb €ro CTPOKM W caenatb
HeBUAMMbIM, 4YTOBbI He Mewan Ha dopme:

Memo1l.ScrollBars:=ssBoth;

Memol.Lines.Clear;

Memo1l.Visible:=false;

[anee 3anonHseM MeMO HalWM UIPOBbIM MAaCCUMBOM KapTbl, MepeMeHHas Levels coaexmnT Konm4ecTso
YPOBHEN KapTbl (B HalleM ciy4dae 2), a nepeMeHHas Level cogexumT Tekywmnin yposeHb (MUHUManbHbIM
YPOBEHb - HYJIEBOM):

while (Level<=Levels-1) do
begin
forj:=0to 19 do
begin
MAPS.Lines.Add("");
fori:=0to 19 do



begin
Memol.Lines.Strings[Memo1l.Lines.Count-1] =
Memol.Lines.Strings[MAPS.Lines.Count-1] + '00'+ inttostr(Map[i,j,Level]);
end;
end;
Level:=Level+1;
end;
Korgpa memo 3alfloJIHEH, TO YKa3blBa€M MyTb KyAda COXPaHATb U KakK
Ha3BaTb pani C KapTon:
Memol.Lines.SaveToFile('D:\Game\maps\map1.txt’);
ans TOro, yTObbI B Hy>KHbIl7I MOMEHT 3alrpy3nTb KapTy, HaAO0 €€ 3arpy3nTb

B MEMO:
Memol.Lines.LoadFromFile(*D:\Game\maps\map1l.txt’);

[lo6aBnsieM ABe NepeMeHHble: oHa 6yaeT coaepXaTb CTPOUKM C Lndamm
n3 danna, a BTopas NOKasblBaTb TEKYLLYI CTPOKY AN CYNTbIBAHUSA U3
MeMO.

var
Stroka:String;
Strok:integer;
// A 3aTeM 3an0/HUTb MacCcMB AaHHbIMW MEMO:
while (Level<=Levels-1) do
begin
for j:=0 to 19 do
begin
Strok:=Strok+1;
Stroka:=Memol.Lines.Strings[Strok];
fori:=1to 19 do
begin
Mapli-1,j,Level]:= StrTolnt( Stroka[i*3-2]+Stroka[i*3-1]+Stroka[i*3] );
end;
end;
Level :=Level+1;
end;

B npunoxeHnax Bbl MoxeTe Hanpsmyto 3arpyxaTtb TGLTile.LoadFromFile
nnu coxpaHatb TGLTile.SaveFromFile ¢annbl ¢ pas3nnyHbiIMM Taniamm,
4yTo obnerynT co3gaHue ypoBHEN U KapT Ha OCHOBE TaWs0B.

<€ GLXYZGrid &

ITPOKCU-OBBEKTHI t-

Ecnun HY>XHO UCMNoJ<ib30BaTb MHOIN0 O0AMHAKOBbIX O6'beKTOB, TO yyuwe
HE CO034aBaTb MX BCE MO OTAEJIbHOCTU, a CO34aTb JIUlLb OAWNH 6a30BbI
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06beKkT, a ANnsa Kaxaon ero Konumu genaTtb proxy. Proxy — 3To konus
obbekTa, 418 BU3yannsaumm KOTOPOM MCMONb3YETCa psaa onTUMU3auUui,
4yTo yBennumeaetT FPS. Ha pucyHke Bbl BuaAnUTE 9 KONMM OLHOIMO M TOrO Xe
obbekTa U caM 6a30BbIN 06BLEKT.

Ana aanbHenwero ysenuyeHus FPS pekoMeHAayeTCs AM1S1 CHUXEHUS
Harpy3km Ha KOMMbKTEP WCNOSIb30BaTb A/ 0OBbEKTOB, HaxoAAWMXCS
AaneKko OT KaMepbl, cnpanTbl. HO ntToroBas KapTuHKa oT 3Toro 6yaeTt He
TaK peanncrtuyHa.

PacwimpeHunsa MHCTaHCUHra.

MexaHu3M Proxy B GLScene peanusyeTcs Tak, 4Tobbl MCNOb30BaTb
OAVH MAacCuB AN XpaHeHUs BcexX MaTpuu TpaHcdopmaunin. Takon npmém
B KOMMbIOTEPHOMN rpadmke HasblBaeTCs MNpPOrpaMMHbIM KOMMpPOBaHWEM
06beKTOB MNN MHCTAHCMHIOM (instancing).

EcTb ewé aBa TMna MHCTaHCMHIra — NCeBAO U annapaTHbIn. [ceBao-
WHCTAHCUHI MOXHO peann3oBaTb B cUeHe C noMouwbio GLSL-wenaepos un
Torna oH 6yaer paboraTb 6bICTpee HenocpeaACTBEHHO BCTPOEHHOro B
CueHy NpuMepHO B ABa-Tpu pasa.

AnnapaTHbIM MHCTAHCUHI CcTan Bo3MoXxeH B 2009 roay € BbIXOAOM
OpenGL 3.1, Ha ocHoBe pacwunpeHna EXT_draw_instanced.

Ana nporpamMmupoBaHuUs MHCTaHCUMHra B GLScene mMmeeTtcsa rpynna
MPOKCKH 0bbekToB crneayrowmx K/1aCcCcoB - TGLProxyObject,
TGLColorProxy, TGLFreeFormProxy, TGLMaterialProxy, TGLActorProxy,
TGLMultiProxy n TGLMaterialMultiProxy.

GLProxyObject ta

Ob6bekT npeagHasHayveH Anada pa3MHOXEHUA NMPUMUTUBOB.



GLColorProxy

PasMHO)eHMe LiBETA NPOKCU 0O6bbEKTOB

GLFreeFormProxy %

ONTUMM3NPOBAH A/1A Pa3MHOKeHUsA obbekTa TMna TGLFreeForm.

GLActorProxy %

Mcnonb3yetca ANnAa pasMmHOMXKeHUA aK3emnaapos Knacca TGLActor. Hapo oTmeTuTb, YTO aHMMaLKnA mactep
obbekTa TMNa TGLActor NnoBTOpAETCA BO BCEX Er0 NPOKCU-0OBEKTAX, YTO NO3BONSET HA3HAYATb KONMAM 06beKTA
pa3Hyl aHMMALMIO MO CPABHEHUIO C MacTep-06bEKTOM, B OCTasIbHOM OH 3KBUBaneHTeH GLProxyObject.

GLMultiProxyObject t2

Bosee npoaBMHyTaa BepcuA NPOKcK 06beKToB. OHA MMeeT 60/1bLuMEe BO3MOXKHOCTU U UCMO/Ib3YET TEXHOIOTUIO
ontumunsaumm LOD.

LOD (Levels Of Detail) — 3To npnémM B nporpamMmmmpoBaHunm 3D-rpacdukn,
3aK/II0YALWUNCA B CO34aHMN HECKOJIbKMX BapuMaHTOB OAHOro obbekTta C
pas/ZIMYHbIMN CTENeHAMU AeTanm3auuu, KOTopble MepekoYvaTca B
3aBMCMMOCTM OT paccCTossHMa obbekTa A0 BUPTYaNbHOM KaMmepbl.
CyLwecTByIOT ABa NoAxX0o4a K yNpaBAeHUIO AeTann3aumen: CTaTMyecKni v
AnHammyeckmn LOD. B nepBoM cnydae 3apaHee CO34aloT YNpoOLWEeHHbIe
BapuaHTbl MakKCUManbHO AeTann3mMpoBaHHOro obbekTa. [peanonoxum,
yToO AN MoAenn TaHka, coctoswen mn3z 1200 nonnMroHoB, AOCTATOYHO
caenatb ynpouweHHble BapuaHTbl M3 600 m 300 nonuroHoB. B xope
NMOCTPOEHUA CLEHbl pacCyYMTbIBAeTCsd pacCTosHMe OT  MJI0CKOCTU
NpoeumpoBaHnUa A0 TaHKa W BblbMpaeTCcad COOTBETCTBYHOLWMA BapuaHT.
OHOo BbI3biBaeT 3hdeKkT <«aepraHbs» u3obpaxeHuUsa nNpu  CMeHe
Aetanmsaummn obbekta. Ecnm ypoBeHb LOD 6AM30K K rpaHUYHOMY
3HAYEeHMI0, MHOMAA BO3HUKAET UMKIMYecKas CMeHa MoAenen C pasHbiM
ypoBHEM peTanusaumm. K TOMy Xe npuxoamTcss XpaHUTb HECKOJIbKO
pa3HbIX MoAenen aAnsg oaHoro obbekTa.

AnHamnyeckoe ynpaB/ieHue Aetanusaumen notpebnser
3HaYUTENbHbIE BbIYUCUTENbHbIE pecypcbl, Tpebysa HenpepbIBHOMO
nepecyeta He TONbKO KOOpAMHAT BEPLIMH TPEYroibHUKOB, HO W
napaMeTpoB ocBelweHHOCTU. [py 4yacToM nepeklyYeHnn Mexay
YPOBHSAMU nHoraa Habntoaaetcs ahdekT «BOTHUCTOCTU» MOBEPXHOCTU —
dopMa o0b6bekTa HenpepbiBHO MEHSIETCS, 4YTO B HEXWBOW npupoae
BbIrNSAANT 0COOEHHO HepeanbHO.

GLMultiProxy peanusyetr cTtatudeckun LOD, no3Bonas proxy-
06BbeKTY MMEeTb HECKOJIbKO MacTep-obbeKkToB. Y Hero ecTtb CBOWCTBO
MasterObjects, npu HaxaTum Ha Hero nosBuTCa OKHO Editing
GLMultiProxy.MasterObjects. B HEM nporpaMMUCT co34aéT abCcTpaKTHble
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XpaHUNUWa MacTep-o6bekToB. Y  KaXAoro TaKoro XpaHunuiua
NPUCYTCTBYIOT Creaytolmne CBONCTBA:

CBOMCTBO

OnucaHue

DistanceMax

MaKkcuManbHOE pacCTOsSHWE OT KaMepbl, Ha
KOTOPOM UCMOJIb3YETCA 3TOT MacTep-o6beKT.

DistanceMin

MuHuManbHoe paccTosiHue, ansa camoro
BbICOKOMOJIMITOHA/IbHOIO obbekTa 06bIYHO
yCTaHaBNNBAETCS B HY/b.

MasterObject

CaM MacTep-06beKT.

Visible

Byaet nn BuAeH Mactep-o6bekT.

[06aBnATb NPOKCKM 06BEKT MOXHO Yepe3 UHCMEKTOP 06beKTOB CLEHbI NN
06baBNATb rae-HMbyAb B nporpamMmme.

Mpumep:

var

pro: TGLProxyObject;

i: integer;

begin

GLFreeForml1.LoadFromFile('mushroom.obj’);
GLFreeForml1.Scale.Scale(0.2);
GLFreeForm1.Pitch(90);

fori:=1 to 100 do
begin

pro:=TGLProxyObject.CreateAsChild(GLScenel.Objects);

pro.MasterObject:=GLFreeForm1;

pro.ProxyOptions:=[pooObjects,pooTransformation];
pro.Position.X:=0.1*(500-i);

pro.Position.Z:=-50;
end;

end;



MNosisntcs 100 cToawmx B psa rpmbos.

S npuBenémM onncaHme HeKOTOPbIX CBOWCTB.

CBOMCTBO OnucaHue

MasterObject |B 3TO CBOMCTBO 3anucbiBaeTcsa 06BLEKT, KOTOPbIN
HY>XHO CKONMpPOBaTb.

ProxyOptions | MHOXeCTBO, B KOTOpPOM MOryT ObITb cneaytoume
3/1IEMEHTbI:

pooObjects — 6ypeT nn proxy byaetr KonmpoBaTb
CTPYKTYpPY MacTep-obbekTa.

pooTransformation — 6ynet nu proxy KonmMpoBaTb
MacwTab, MNONOXEeHMe W OpUEeHTaUMuK MacTep-
obbekTa.

pooEffects — 6yneT nn proxy KonnpoBaTb 3 deKTbI
MacTep-obbekTa.

JemMo nporpammMa wucnonb3oBaHusa  obbekTa  GLMultiProxyObject
HaxoanTca B nanke: Demos\rendering\multiproxy.



PASPEHIEHUSA TUCILJIESA

GLScene no3sonsieT B Nt060M MOMEHT BPEMEHUN U3MEHUTb TeKyllee
pa3pewleHne 3KpaHa. [enaetca 3To cnepywowmm o6pa3oM  (HYXHO
noakMunTb Moaynb GLS.Screen):

var

res: TResolution;
begin
res := GetIndexFromResolution(640, 480, 32);

SetFullScreenMode(res);

end;

[MoMMMO pa3speleHns Mbl ewé 3agann un rnybuHy uBetonepenayu,
06blYHO OHa cocTasnseT 32 6uTa. ITOT KOA M3MEHUT paspelleHne He
TONIbKO Bbkoepa, HO M paboyero crona M BCeX NPUNOXEHUN (eC/TN OHU
BMAOHbLI), HO nNocsie 3aBepweHusa paboTbl nporpamMmmbl  b6yaeTt
BOCCTaHOBJIEHO UCXOAHOE pa3peLlueHue.

3aMeyaHue. Bo3MoOXxHa Takad cuTyauus: nosb30BaTeslb pacTarmeBaeTr
¢dopMy € nrpon Ha BeCb 3KpaH M BUAUT BECb MUP, HO KOrA4a OH YMeHbLUaeT
pa3Mepbl OKHA, TO BUAWUT BCE MeHblle UrpoBOro npocTpaHcTea. [lpu
HeobXxoAMMOCTU MUCNPaBUTb 3TO AOCTATOYHO MPOCTO: HYXHO MOAFOHATb
MacwTab cueHbl Npu N3MeHeHnn pa3Mmepa PopMmbl.

GLCameral.FocalLength =
GLCameral.FocalLength*Width/Screen.Width;

Mopon HY>XHO MOSYUYUTb CMMCOK NOAAEPXKMUBAEMbIX BUAEOPEXNMOB,
yTobbl AaTb  NOJIb30BaTeNd  BO3MOXHOCTb  BblbpaTb  Haubonee
noaxoaswmmnm. KoHeyHo, yeM 6onblue paspelweHune, TeM KayecTBeHHee
KapTUHKa (ecnm MOHUTOP ero noaaepXXuBaeT), ogHako TeM bonble u
Harpyska Ha CUCTeMy, MNPUYEM 3HauuTenbHo. [And nony4dyeHuss 3TOro
CMUCKa MOXHO BOCMNoONb30BaTCbsa npoueaypon ReadVideoModes w3
moaynsa GLS.Screen. OHa paboTtaeT kak Ha Windows, Tak U Ha Unix
cucrtemax. [leMoHcTpauuns:

var i: integer;
begin
ReadVideoModes;

for i:=0 to vNumberVideoModes-1 do
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Memol.Lines.Add(IntToStr(vVideoModes[i].Width)+

' X'+ IntToStr(vVideoModes[i].Height)+' | "+
IntToStr(vVideoModes[i].MaxFrequency)+
' | "+ IntToStr(vVideoModes[i].ColorDepth)+

vVideoModes|i].Description);
end;

B none Width y vVideoModes 3anucaHa wupuHa, B none Height BbiCcoTa,
B none MaxFrequency d4actoTa o6bHoBneHusi 3kpaHa, B ColorDepth
rnybuHa uBeTa, B Description TONbKO Y OAHOrMO0 M3 pa3pelleHnn bypet
3anucaHo «default» (To ecTb 3TO pa3pelweHne ycTaHOBNEHO cenyac), aAnd
OCTaNnbHbIX pa3peweHnn OoHo 6OyaeT nycTto. Ecnm Bbl NpOrpaMMHO
YCTaHOBWIN pa3pelleHne 3KpaHa, OT/IMYHOe OT Toro, KoTtopoe 6bino
yCTaHOBNEeHO Ha paboyem ctone, To ReadVideoModes BepHET, UTO HU
OAHO paspelleHne He YCTaHOBJ/IEHO MO YyMoNn4yaHutw. Ecnm xe Bbl
nepeycTtaHOBW/IM pa3peLlleHne U BaM HYXHO 3HaTb €ro, To NpoCcTo A0 Unu
nocne nepeyCcraHOBKU 3anuinTe 3TO pa3peLlleHne B NepeMeHHYIo.

PACHIUPEHUA
EXT_DRAW_INSTANCED/ARB_DRAW_INSTAN
CED, EXT_TEXTURE_BUFFER_OBJECT H
ARB_INSTANCED_ARRAYS.

Pacuimpenue EXT_texture_buffer_object.

JI0BOJIBHO YacTO BO3HUKAET HEOOXOAUMOCTb UCIOIB30BATH TEKCTYPY MPOCTO KaK OOJIBIION MAaCCUB C JaHHBIMH.
B aToM cirydae psii BO3MOKHOCTEH, XapaKTEePHBIX IS IOCTYIIA K TEKCTypaM (pa3iIHdHbIe criocoO0bl (prIbTpaliuy U T.11.)
HE MPOCTO HE HY>KHBI - OHU JaKe OYIyT MEIIATh.

Kpome Toro, cranpgapTHble OrpaHMYEHHUs] Ha MakCUMalbHbIA pasmep 1D- u 2D-TekcTyp TOXe MeIalT U
BBIHYK/IAIOT NIEPEXOIUTh K TEKCTypaM OO0JIbLIeH pa3MEpHOCTH U MEHSTH CXeMY MHIEKCAIlMH 2JIEMEHTOB.

Nmenno nmnst stux cimydaeB u cinyxur pacmupenne EXT texture buffer object. OHo BBOAUT HOBBIM THTT
TEKCTYp - TeKCTypHBIe Oydepa (fexture buffer objects).

Takass TexcTtypa - 3TO (aKTHUECKH IPOCTO OJHOMEPHBI MaccuB (KOMIIOHEHT 3aJaHHoro ¢opmara) c
MPAaKTUYECKH HE OTPAHHMYEHHBIM Pa3MepOM, Il MHACKCAIMN KOTOPOTO UCTIONB3YIOTCS 1eNble ynucna. i 9THX TEKCTYp
HET HUKAaKUX PEKUMOB OTCEUEHHs TEKCTYPHBIX KOOPAMHAT (texture clamping) u GuiabTpammy.

Kpome Toro B kauecTBe MCTOYHHWKA JAHHBIX JUI TaKOW TEKCTyphl UCTONB3yeTcs BepmnHHBIA Oydep (VBO)
cnenuansHoro tuna GL. TEXTURE BUFFER EXT. 3710 mo3BOJsIeT HCHONB30BaTh LENbIH P QYHKIUH AT 32 aHuUs
WITH U3MEHEHHS COJICPKUMOTO BEPUIMHHOTO Oydepa (Takux Kak g/MapBuffer) nns 3aganns/u3MeHEHHUS JaHHOU TEKCTYPHI,
4TO ropasjo yJo0Hee TPaJULIUOHHBIX TEKCTYPHBIX CIIOCOOOB.

[Ipu 3TOM pasmep TaHHOH TEKCTYphl OMNpeseNsieTcss UMEHHO (OpMaTOM M pa3MEpoM COOTBETCTBYIOIIECTO
BepiuHHOTO Oydepa. JJaHHbIe TEKCTYpBI OYeHb YI00HBI JIJIsl XpaHEHUsT OOJIBIITNX MACCUBOB JIAHHBIX JUISI JIOCTYTa K HUM
U3 IIEIAEpPOB.
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Hwxe npuBonutcs nmpumep (GyHKIMH, CO3AAIOLICH TEKCTypy IAHHOIO THIA M CBA3aHHBIM ¢ Hell Oydep, u
3aIOJIHAIOLICH ee TaHHBIMU.

GLenum textureld; // bufferred texture id

GLenum texBuffer; // VBO with data for texture

void createTbo ( const void * data, unsigned size )

{
buildData Q0;
glGenBuffersARB ( 1, &texBuffer );
giBindBufferARB ( GL_TEXTURE_BUFFER_EXT, texBuffer );
glBufferDataARB ( GL_TEXTURE_BUFFER_EXT, size, data, GL_STREAM_DRAW_ARB );
glGenTextures ( 1, &textureld );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, textureld );
glPixelStorei ( GL_UNPACK_ALIGNMENT, 1); // set 1-byte alignment
glTexBufferEXT ( GL_TEXTURE_BUFFER_EXT, GL_RGBA32F_ARB, texBuffer );
glBindBufferARB ( GL_TEXTURE_BUFFER_EXT, 0 );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, 0 );

Ilpm »oTOM anst paboTBl C TakMMH TEKCTypaMH B IIelaepaXx BBEJCHBl HOBBIE THIIBI COMILIEPOB
- samplerBuffer, isamplerBuffer n usamplerBuffer. ]Iyl UTeHUS U3 TaKUX TEKCTYP CIY>KUT QYHKIUS textureFetchBuffer.

T. o. texkcrypa tuma GL TEXTURE BUFFER EXT mpencraBnser co6oii mpocToif M ymoOHBINH crocod
COo3/1aHus, pabOThl M MOJU(DUKAIIUY OOJIBIIINX MACCUBOB OJJHOPOIHBIX JAHHBIX U JUIS UX MCHOJIb30BAHUS B LIl epax.

Pacuimpenue EXT_draw_instanced/ARB_draw_instanced.

YacTo BO3HHMKAeT HEOOXOIMMOCTH BBIBOJIA OOJBIIOTO KOJIWYECTBA IOYTH OIMHAKOBBIX OOBEKTOB - OTIIMYUS
MEXy WHIUBHIYaJIbHBIMH OOBEKTAMH MOTYT 3aKIOYaThCsl BCETO JIMIIb B TMOJIOKCHHH, OPUEHTAlMH MM TOXOXKHX
xapakTepucTukax. [lomoOHas HEO0OXOAMMOCTh YacTO BO3HMKAET B HIPax MpPH BHIBOJAC OOJBIIOrO KOJHUYECTBA
JIePEBBEB/KYCTOB, IPYIIILI JItoAeH U T.11. [lousaTHO uTO B OpenGL Bce 3T 00BEKTH MOKHO JIETKO BBIBECTH MO OJHOMY 3a
pa3. OnmHako ¢ ToYkH 3peHus 3P(HEKTUBHOCTH OBbLIO OBI rOpa3ao Jydlle, eclid Obl UX BCE MOKHO OBLIO BHIBECTH BCETO
OJITHUM BBI30BOM, HCIIONB3YS IPU 3TOM KaKOH-TMOO MEXaHW3M JUId 3aJaHus WHIWBUAYAIbHBIX OTIMYHH MEXIy
oObexTamu. VIMEHHO Takast BO3MOXKHOCTB M Ha3bIBaeTcs geometric instancing (instancing). Ilpu stom ecnmu aist OpenGL
Takass BO3MOYKHOCTh He siBisiercs "OoibHBIM" MecToM, To st M$ D3D momnepkka instancing-a >KU3HEHHO BakKHa,
MIOCKOJIBKY TaM BbI30B DrawlndexedPrimitive 0ueHb TOPOT U KOJUYECTBO €€ BHI30B 3a KaJp >KENATENbHO CHENaTh Kak
MOYHO HUKE.

CobctBenHO mMeHHO modTomMy B D3D 9 u Okt BBeneH instancing. C OpenGL cutyarust monyduinach WHave - ¢
OJTHOM CTOPOHBI TAKOH OCTPOH HEOOXOJMMOCTH B instancing'e HET, HO C IPYTOi UMETh MOI00HYI0 BO3MOYKHOCTh OBLIIO ObI
JIOBOJILHO yA00HO0. CHauana Ha caiite developer.nvidia.com nossunack cratest GLSL Pseudo-Instancing, moka3pIBaroIas
KaK MO>KHO peasin30BaTh YIPOILEHHBbIH instancing cpeacrsamu OpenGL.

Heckoibko 1mo3:xe nosiBUIOCh IKCiepuMenTaibHoe pacumpenue NVX instanced arrays. D1o pacipeHue ObuIo
MIOJIHBIM aHAJIOTOM COOTBETCTBYIOLIETO BbI30oBa B D3D9, oqHako najblie SKCIIEpUMEHTOB JIeNI0 HE IMOILIO - 0Ka3alloCh,
YTO IPUPOCTA MPOU3BOJUTEIHLHOCTH OHO 1ouTH He naet, a GPU cepun GeForce 8xxx mpenocTasiisin ropaso 00sbine
BO3MOXKHOCTH ISl geometric instancing'a.

[oatomy pacmupenre NVX_instanced_arrays Oorbiiie He TOAIEP)KUBACTCS, @ BMECTO HETO MOSIBHIIOCH HOBOE,
ropazno 6omnee rudkoe u momrHoe pacimmpenre EXT draw_instanced.

JanHoe paciuupeHnue BBOJUT Cleayolue 1Be GyHKINU:


http://developer.nvidia.com/
http://download.nvidia.com/developer/SDK/Individual_Samples/DEMOS/OpenGL/src/glsl_pseudo_instancing/docs/glsl_pseudo_instancing.pdf
http://developer.nvidia.com/object/opengl-nvidia-extensions-gdc-2006.html
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void giDrawArraysInstancedEXT ( GLenum mode, int first, GLsizei count, GLsizei primCount );

void glDrawElementsInstancedEXT ( GLenum mode, GLsizei count, GLenum type, const void *
indices, GLsizei primCount );

Kaxnast u3 atux (ynkiuii sxBuBanentHa primCount Bei3oBaM QyHKUWH glDrawArrays/glDrawElements. J{nst
TOT0, YTOOBI MOYKHO OBLIO OTJIMYATEH OTAEIbHBIE OOBEKTHI, B BEPIIMHHOM IICiIepe BBOAUTCS HOBAs IenourcieHHas (32-
ouroBas) nepemenHas gl_InstancelD, conepxaiias HoMep BIBOAUMOTO 00bekTa (0T 0 mo primCount-1). s 0ObIYHBIX
(ue instanced Bp130BOB 3HaueHue gl InstancelD paBHO HYIIIO).

TaxuMm 00pa3oM Bcsi KOH(DUTYpAIHsS OTISIBHBIX 00BEKTOB OCYIIECTBISICTCS] B BEPIIUHHOM IICHIepe HA OCHOBE
niepemenHo gl InstancelD.

Hwxke npuBoaWTCST BEPIIMHHBIN MIEHACp NIl MPOCTEHUIIIETO BapUaHTa - TI0 HOMEPY OOBEKTa UX TEKCTYPHOTO
Oydepa (rekctypsl Tuma texture buffer object) wW3BIEKaeTCs CMeNIEHHE JaHHOTO OOBEKTa ¥ TPHUOABISAETCS K
3HaueHuro g/ Vertex.

uniform samplerBuffer texBuf;

void main(void)

{
vecd instData = texelFetchBuffer ( texBuf, gl_InstancelD );
vec4 pos = gl_Vertex + instData;
gl_Position = gl_ModelViewProjectionMatrix * pos;
gl_TexCoord [0] = gl_MultiTexCoordO;

by

3a cuer NPUMCHCHUA TAaKOIo mefz’mepa MOKHO JICTKO 3a OJWH BBI3OB BBLIBECTH Cpa3y MACCHUB OJHWHAKOBBIX
O6’£>€KTOB, OTJIIMYAaOMIKUXCA TOJIBbKO CMCIICHHUEM.

Hioke npuBoanTcst UCX0HbIN Koaa Ha C++ mporpaMMbl, HCTIONB3YIONICH JTaHHBIN 1Ieiiiep Ui BBIBOJA MacCHBa
8*8 TopoB.

#include "libExt.h"
#include <glut.h>
#include <stdio.h>
#include <stdlib.h>
#include <assert.h>
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector4D.h"
#include "GlIsIProgram.h"
#include "Data.h"
#include 'utils.h"
#include "Torus.h"

#define NUM_INSTANCES 64

unsigned decalMap;

GLenum textureld; // bufferred texture id
GLenum texBuffer; // VBO with data for texture
GlslProgram program;

float * data = NULL;

int size = sizeof ( float ) * 4 * NUM_INSTANCES;
Torus torus ( 1, 3, 30, 30 );

Vector3D eye (7,5,7); // camera position
Vector3D rot (0,0,0);

int mouseOldX = 0;

int mouseOldY = 0;

void buildData ()
{
data = new float [size / sizeof ( float )];
for (inti = 0; i < NUM_INSTANCES; i++ )
{
data [4*i] = ((i% 8) -4) * 8;
data [4*i+1] = ((i/ 8) - 4) * 8;



data [4*i+2]
data [4*i+3]

= 0;

= 0;
by

by

void createTbo ()
{
buildData O;
glGenBuffersARB ( 1, &texBuffer );
glBindBufferARB ( GL_TEXTURE_BUFFER_EXT, texBuffer );
glBufferDataARB ( GL_TEXTURE_BUFFER_EXT, size, data, GL_STREAM_DRAW_ARB );
glGenTextures ( 1, &textureld );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, textureld );
glPixelStorei ( GL_UNPACK_ALIGNMENT, 1); // set 1-byte alignment
glTexBufferEXT ( GL_TEXTURE_BUFFER_EXT, GL_RGBA32F_ARB, texBuffer );
glBindBufferARB ( GL_TEXTURE_BUFFER_EXT, 0 );
giBindTexture ( GL_TEXTURE_BUFFER_EXT, 0 );

¥

void display ()
{
giClear ( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
glMatrixMode ( GL_MODELVIEW );
glPushMatrix ();
glScalef (0.3,0.3,0.3);
glRotatef (rot.x,1,0,0);
glRotatef (rot.y,0,1,0);
glRotatef (rot.z,0,0,1);
glActiveTextureARB ( GL_TEXTUREO_ARB );
glBindTexture ( GL_TEXTURE_2D, decalMap );
glActiveTextureARB ( GL_TEXTURE1_ARB );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, textureld );
program.bind ();
torus.preDraw ();
glDrawElementsInstancedEXT ( GL_TRIANGLES, 3*torus.getNumFaces (), GL_UNSIGNED_INT,
0, NUM_INSTANCES );
torus.postDraw ();
program.unbind ();
glPopMatrix ();
glutSwapBuffers ();

>

void reshape (intw, inth)
{
glViewport (0, O, (GLsizei)w, (GLsizei)h );
glMatrixMode ( GL_PROJECTION );
glLoadIdentity ();
gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );
glMatrixMode ( GL_MODELVIEW );
glLoadIdentity ();
gluLookAt ( eye.x, eye.y, eye.z, // eye
0, 0,0, // center
0.0, 0.0, 1.0 ); // up

b
void key ( unsigned char key, int x, inty )
{
if (key == 27 || key =='q"' || key == 'Q") // quit requested
exit (0);
>

void motion (int x, inty)

{
rot.y -= ((mouseOldY - y) * 180.0f) / 400.0f;



rot.x -= ((mouseOldX - x) * 180.0f) / 400.0f;

rot.z = 0;

if ( rot.z > 360)
rot.z -= 360;

if ( rot.z < -360)
rot.z += 360;

if ( rot.y > 360 )
rot.y -= 360;

if ( rot.y < -360)
rot.y += 360;

mouseOldX = x;

mouseOldY = vy;

glutPostRedisplay ();

b

void mouse ( int button, int state, int x, inty )
{
if ( state == GLUT_DOWN )
{
mouseOldX = x;
mouseOoldY = y;
by
by

int main ( int argc, char * argv [] )
{
// initialize glut
glutInit ( &argc, argv );
glutInitDisplayMode ( GLUT_DOUBLE | GLUT_RGBA | GLUT_DEPTH | GLUT_STENCIL );
glutInitWindowSize ( 512, 512);

// create window
glutCreateWindow ( "OpenGL textures buffer object & draw instanced demo" );
// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKkeyboardFunc ( key );
glutMouseFunc ( mouse );
glutMotionFunc ( motion );
init O;
initExtensions ();
assertExtensionsSupported ( "GL_EXT_texture_buffer_object GL_EXT_draw_instanced" );
createTbo ();
decalMap = createTexture2D ( true, "../../Textures/oak.bmp" );
if ( !program.loadShaders ( "program-1.vsh", "program-1.fsh" ) )
{
printf ( "Error loading shaders:\n%s\n", program.getLog ().c_str () );
return 3;

¥

program.bind 0O;

program.setTexture ( "texBuf", 1);

program.setTexture ( "decalMap", 0 );

program.unbind ();

torus.setupBuffers (); // create VBO's

glutMainLoop ();

return O;

>
MoOXHO HEMHOTO M3MEHHTh BEPIIMHHBIA IIEHIep - Tenepb TEeKCTypa OyIeT cojepkarb B cede He TOJBKO

cMmernieHue (1o x 1)), HO W J[Ba yrja MOBOpPOTa, a B caM IIeljiep J0OaBUM B Ka4eCTBE uniform-nepeMeHHON BpeMsi, UTO
MO3BOJIMT HAM MOJIYYUTb BPAICHUEC KaXKA0I0 OTACIIbHOTO O6’bCK’l‘a BOKpPYT CBOCTO IEHTpPA.

uniform samplerBuffer texBuf;
uniform float time;



void main(void)

{
vecd4 instData = texelFetchBuffer ( texBuf, gl_InstancelD );
vec4 disp = vec4 ( instData.xy, 0.0, 0.0 );
float cphi = cos ( instData.z + time );
float sphi = sin ( instData.z + time );
float cpsi = cos ( instData.w + time );
float spsi = sin ( instData.w + time );
mat4 r1 = mat4 ( cphi, -sphi, 0, O,
sphi, cphi, 0, O,
o, O 1,0,
o, 0 0,1);
mat4 r2 =mat4(1, O, 0,0,
0, cpsi, -spsi, O,
0, spsi, cpsi, O,
o, O 0,1);
vec4 pos = rl*r2*gl_Vertex + disp;
gl_Position = gl_ModelViewProjectionMatrix * pos;
gl_TexCoord [0] = gl_MultiTexCoordO;
b

3aMeThTe, YTO CMELICHHE MPUOABISETCS TOJBKO IMOCIE MPUMEHEHHE MaTpHUIl MOBOPOTa, TaK KaK MOBOPOT
OCYIIECTBIIETCS BOKPYT IIEHTpa 00BEKTA.

Taroke geometric instancing MOXXHO C YCIIEXOM HCIIONB30BaTh W JJIsl BBIBOJA OoJiee CIONKHBIM MOJEICH,
Hanpumep md3. Eciii Mbl XOTUM 7151 9TOM LIENH UCTIONB30BaTh OMOIMOTEKY /ibMesh, HO HaM TTOTpeOyeTcsl BHECTH B Hee
HeOOoJIbIIIOe M3MEHEHHE - BBIHECTH BCHO HACTPOWKY JUIsl BBIBOJA M TIOCJIE BBIBOJA B OTHENIbHBIC METOABI, KaK ObI
"oOpamitsroniie” BoI30B glDrawElements.

void Mesh :: render ()

{
preRender ();
// request draw
glDrawElements ( GL_TRIANGLES, 3*numFaces, GL_UNSIGNED_INT, 0 );
postRender ();
by
void Mesh :: preRender ()
{

// save state
glPushClientAttrib ( GL_CLIENT_VERTEX_ARRAY_BIT );

// setup vertex buffer
glBindBufferARB ( GL_ARRAY_BUFFER_ARB, vertexBuffer );
// go through the list of mappings
for ( list <pair <int, int> > :: iterator it = mapping.begin (); it '= mapping.end (); ++it)
{
int from = it -> first;
intto =it -> second;

if ( to == tagVertex )

{
glEnableClientState ( GL_VERTEX_ARRAY );
glVertexPointer (4, GL_FLOAT, vertexStride, (void *) offsets [from] );
b
else
if ( to == tagNormal )
{
glEnableClientState ( GL_NORMAL_ARRAY );
giNormalPointer ( GL_FLOAT, vertexStride, (void *) offsets [from] );
by
else
if ( to == tagColor )
{

glEnableClientState ( GL_COLOR_ARRAY );


http://steps3d.narod.ru/downloads/libMesh.zip

glColorPointer ( 4, GL_FLOAT, vertexStride, (void *) offsets [from] );
by
else
if (to >= tagTex0 && to <= tagTex7 )
{
glClientActiveTextureARB ( GL_TEXTUREO_ARB + to - tagTexO0 );
glEnableClientState ( GL_TEXTURE_COORD_ARRAY );

if ( from == tagTexCoord )
glTexCoordPointer ( 2, GL_FLOAT, vertexStride, (void *) offsets [tagTexCoord] );
else
glTexCoordPointer ( 3, GL_FLOAT, vertexStride, (void *) offsets [from] );
b

bs
// setup index buffer

giBindBufferARB ( GL_ELEMENT_ARRAY_BUFFER_ARB, indexBuffer );

material.bind ();

b

void Mesh :: postRender ()
{
// unbind array buffer
glBindBufferARB ( GL_ARRAY_BUFFER_ARB, 0);
giBindBufferARB ( GL_ELEMENT_ARRAY_BUFFER_ARB, 0 );

glPopClientAttrib ();
by

ITockonbKy MOAENH MOTYT COCTOSITh M3 HECKOJBKHX YaCTCH, COCAMHEHHBIX MPH MOMOIIN HEPapXUUYECKU MPU
MIOMOIIM MAaTpHIl MpeoOpa3oBaHus, TO HAM HEOOXOAMMO cJerka M3MEHHTh METo]] peHjaepuHra. /lemo B TOM, 4TO
meton MeshNode::render ucrionb3yer Ui epeAady Bcell HH(GOPMAIMM O CBA3U MEXIY OTACIbHBIMHU YaCTSIMU MOJIENH
Ty K€ CaMyl0 MOJAEIHGHOBHIOBYIO MATpHILy, YTO HCHONIB3YeTCS W AN 33JaHMA TIOJIOKEHHS BCEH TPYMIBI OOBEKTOB.
ITosTOMy eciit MBI XOTHM HCIIONB30BATh geometric instancing, ToO HaM HEOOXOJMMO OTAEINUTH HH()OPMAIHIO O TTOJI0KEHUH
BCEH IpymMbl 0OOBEKTOB (T.€. MOJISIHHOBHAOBYIO MATPHUILy) OT WH(OPMAIMH O CBA3M YacCTEH OIHOTO OOBEKTa MEXITY
co00it. MOXKHO MOMECTUTH 3Ty MH(OpMaLUIO (MaTpHIly) B MAaTPHUILy PeoOpa3oBaHMs OJHOTO M3 TEKCTYPHBIX OJIOKOB,

Harpumep 010ka HoMep 7.

Bwmecto nepenucsiBanust MeshNode::render nist NCTIONB30BAHUS geometric instancing, NCHONb3yeM ISl 3TOTO
narrepH Visitor, noaaepxka koroporo yxe 3anoxena B kiacc MeshNode. [{s1 sToro BBenem HoBbli kiacc DIVisitor,

peajm3anysa KOTOPOTO MPUBOANUTCA HUKC.

#ifdef _WIN32
#include <windows.h>
#endif

#include "libExt.h"
#include "di-visitor.h"
#include "Mesh.h"
#include "MeshNode.h"

bool DIVisitor :: visit ( MeshNode * node )
{

Mesh * mesh = node -> getMesh ();

if ( mesh I= NULL )
{

mesh -> preRender ();

glDrawElementsInstancedEXT ( GL_TRIANGLES, 3 * mesh -> getNumFaces

GL_UNSIGNED_INT, 0, numInstances );
mesh -> postRender ();

¥

return true;

>
bool DIVisitor :: visitLink ( MeshNode :: MeshLink * link )

O



float m [16];
// create appropriate transform matrix
link -> matr.getHomMatrix ( m, link -> offset );

glActiveTextureARB ( GL_TEXTUREZ7_ARB );
glMatrixMode ( GL_TEXTURE );
glPushMatrix QO;

glMultMatrixf (m);

if ( link -> node !'= NULL )
link -> node -> visit ( *this );

glActiveTextureARB ( GL_TEXTUREZ7_ARB );
glMatrixMode ( GL_TEXTURE );
glPopMatrix O;

glMatrixMode ( GL_MODELVIEW );

return true;
by
Hwke mpuBOIMTCS COOTBETCTBYIOIMIMK BEPIIMHHBIN IHeiaep, ucronb3yomuin matpuiy gl Texture [7] nis
npeoOpa3oBaHMsl OTACIIBHBIX YacTe MOICIIH.
uniform samplerBuffer texBuf;
void main(void)
{
vecd instData = texelFetchBuffer ( texBuf, gl_InstancelD );
vec4 pos = gl_TextureMatrix [7] * gl_Vertex;
pPOS.yz = pos.zy; // swap coordinates -> Quake III Arena uses different coordinate system
gl_Position = gl_ModelViewProjectionMatrix * (pos + instData);
gl_TexCoord [0] = gl_MultiTexCoordO;
>
Ha crnepyromem nucTuHre MpUBEACH KO TporpaMM Ha C++, OCYIIECTBISIFOIINI BBIBOJ MATPHIIBI md3-mozeeit
OIIMCAHHBIM BBIIIIC CﬂOCOGOM.
#include "libExt.h"

#include <glut.h>

#include <stdio.h>
#include <stdlib.h>
#include <assert.h>
#include "libTexture.h"
#include "Vector3D.h"
#include "Vector4D.h"
#include "GlIsIProgram.h"
#include "Mesh.h"

#include "MeshUtils.h"
#include "MeshNode.h"
#include "Md3Loader.h"
#include "Data.h"

#include '"utils.h"

#include "di-visitor.h"
#define NUM_INSTANCES 64
unsigned decalMap;
GLenum textureld; // bufferred texture id
GLenum texBuffer; // VBO with data for texture
GlslProgram program;
MeshNode * root;

Mesh * mesh;

float * data = NULL;

int size = sizeof ( float ) * 4 * NUM_INSTANCES;
Vector3D eye (7,5,7); // camera position
Vector3D rot (0,0,0);

int mouseOldX = 0;

int mouseOldY = 0;



void buildData ()

{
data = new float [size / sizeof ( float )];
for (inti = 0; i < NUM_INSTANCES; i++ )
{
data [4*i] = ((i % 8) - 4) * 70;
data [4*i+1] = ((i/ 8) - 4) * 70;
data [4*i+2] = O;
data [4*i+3] = O;
be
b4
void createTbo ()
{
buildData O;
glGenBuffersARB ( 1, &texBuffer );
glBindBufferARB ( GL_TEXTURE_BUFFER_EXT, texBuffer );
glBufferDataARB ( GL_TEXTURE_BUFFER_EXT, size, data, GL_STREAM_DRAW_ARB );
glGenTextures ( 1, &textureld );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, textureld );
glPixelStorei ( GL_UNPACK_ALIGNMENT, 1); // set 1-byte alignment
glTexBufferEXT ( GL_TEXTURE_BUFFER_EXT, GL_RGBA32F_ARB, texBuffer );
giBindBufferARB ( GL_TEXTURE_BUFFER_EXT, 0 );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, 0 );
b4
void prepareNode ( MeshNode * node )
{
for ( MeshNode :: Links :: const_iterator it = node -> begin (); it '= node -> end (); ++it)
{
MeshNode * n = (*it) -> node;
if (n == NULL)
continue;
prepareNode ( n);
Mesh * mesh = n -> getMesh ();
if ( mesh == NULL )
continue;
mesh -> createBuffers ();
mesh -> getMaterial ().diffuse.bindToUnit ( 0 );
mesh -> getMaterial ().diffuse.load O;
mesh -> addCoordAssignment ( Mesh :: tagVertex, Mesh :: tagVertex );
mesh -> addCoordAssignment ( Mesh :: tagTexCoord, Mesh :: tagTex0 );
be
be

void display ()
{
glClear ( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
glMatrixMode ( GL_TEXTURE );
glLoadIdentity ();
glMatrixMode ( GL_MODELVIEW );
glPushMatrix ();
glScalef ( 0.06, 0.06, 0.06 );
glRotatef (rot.x,1,0,0);
glRotatef (rot.y,0,1,0);
glRotatef (rot.z,0,0,1);
glActiveTextureARB ( GL_TEXTURE1_ARB );
glBindTexture ( GL_TEXTURE_BUFFER_EXT, textureld );
program.bind ();
DIVisitor visitor ( NUM_INSTANCES );
root -> visit ( visitor );
program.unbind ();
glMatrixMode ( GL_MODELVIEW );
glPopMatrix ();
glutSwapBuffers ();



3

void reshape (intw, inth)

{

glMatrixMode ( GL_PROJECTION );
glLoadIdentity ();

glvViewport (0, O, (GLsizei)w, (GLsizei)h );

gluPerspective ( 60.0, (GLfloat)w/(GLfloat)h, 1.0, 60.0 );

glMatrixMode ( GL_MODELVIEW );
glLoadIdentity ();

gluLookAt ( eye.x, eye.y, eye.z, // eye

0,0,0, // center
0.0,0.0,1.0); // up
b

void key ( unsigned char key, int x, inty )

{

if (key == 27 || key =='q' || key =='Q")

exit ( 0);
by

void motion (int x, inty)

{

rot.y -= ((mouseOldY - y) * 180.0f) / 200.0f;
rot.x -= ((mouseOIldX - x) * 180.0f) / 200.0f;

rot.z = 0;
if ( rot.z > 360 )
rot.z -= 360;
if (rot.z < -360)
rot.z += 360;
if ( rot.y > 360 )
rot.y -= 360;
if ( rot.y < -360)
rot.y += 360;
mouseOldX = x;
mouseOldY = y;
glutPostRedisplay ();

¥

void mouse ( int button, int state, int x, inty )

{
if ( state == GLUT_DOWN )
{
mouseOldX = x;
mouseOldY = y;
by
b

int main ( int argc, char * argv [] )
{
// initialize glut
glutlInit ( &argc, argv );

glutInitDisplayMode ( GLUT_DOUBLE | GLUT_RGBA | GLUT_DEPTH | GLUT_STENCIL );

glutInitWindowSize ( 512, 512);
// create window

glutCreateWindow ( "OpenGL textures buffer object & draw instanced demo" );

// register handlers
glutDisplayFunc ( display );
glutReshapeFunc ( reshape );
glutKkeyboardFunc ( key );
glutMouseFunc ( mouse );
glutMotionFunc ( motion );
init O;
initExtensions ();

assertExtensionsSupported ( "GL_EXT_texture_buffer_object GL_EXT_draw_instanced" );

// quit requested



createTbo ();
Data * headData = getFile ( "../../models/players/laracroft/lara_head.md3" );
Data * lowerData = getFile ( "../../models/players/laracroft/lara_lower.md3" );
Data * upperData = getFile ( "../../models/players/laracroft/lara_upper.md3" );
Data * headSkin = getFile ( "../../models/players/laracroft/lara_head.skin" );
Data * lowerSkin = getFile ( "../../models/players/laracroft/lara_lower.skin" );
Data * upperSkin = getFile ( "../../models/players/laracroft/lara_upper.skin" );
addSearchPath ( "../.." );
MeshNode * head = Md3Loader ().load ( headData, headSkin );
MeshNode * lower = Md3Loader ().load ( lowerData, lowerSkin );
MeshNode * upper = Md3Loader ().load ( upperData, upperSkin );
delete headData;
delete lowerData;
delete upperData;
lower -> nodeWithName ( "tag_torso" ) -> node = upper;
upper -> nodeWithName ( "tag_head" ) -> node = head;
root = lower;
if ( root == NULL )
{
printf ( "Error loading md3 file\n" );
exit (1);
by
prepareNode ( root );
if ( !program.loadShaders ( "program-3.vsh", "program-1.fsh" ) )
{
printf ( "Error loading shaders:\n%s\n", program.getLog ().c_str () );
return 3;
by
program.bind O;
program.setTexture ( "texBuf", 1);
program.setTexture ( "decalMap", 0 );
program.unbind O;

glutMainLoop ();
return O;

Ha crneayromiem CKpUHIIIOTE MPUBOUTCS MOTydyaeMOe H300paKeHHE.

EROpenGL textures buffer object & draw instas

Pacimuuper

JanHoe pacCliipeHne HPEJOCTaBISET APYTOW BAPHUAHT OCYIIECTBICHUS MHCTAHCHUHTa. B ero ocHoBe JEXUT
BO3MOYKHOCTB 3aJlaHusl Ul MacCuBa OOOOILIEHHBIX BEPIIMHHBIX aTpuOYyTOB Tak Ha3biBaeMoro naenurens (divisor). Ilo
YMOJIYaHUIO Ui KaXKJOro MaccuBa aTpuOyTOB JEIUTENb paBeH Hy/ro. Eciu Uit MaccuBa SIBHO 3aJjaHO 3HAYCHHE
JeNnTeltst, O0JIbIee HyJIsl, TO OTO 3HAYUT ATOT aTPUOYT UCIIONIB3YETCsI IPH NHCTAHCHHTE.
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[Ipu BbIBOJIE instanced-o0bEeKTOB Bce aTpUOYTHI JJIsl BEPIIMH OepyTcsl U3 BEPLIMHHBIX MaccuBOB. Kak MMEHHO
OCYIIECTBIIIETCS BBIOOP 2JIEMEHTa M3 MacCHBa JJIsl KaXKJIOr0 BBIBOJMMOIO MPUMHUTHUBA, ONpeessiercs nenureneM. Jis
Ka)KI0ro BEPLUIMHHOTO MacCMBa MOXHO 3aJaTh CBOU nenutenb. Ecnu y maccuBa aTpuOyTOB YCTaHOBJIEHO 3HAueHHUE
JETUTENS PaBHOE HYJIO, TO Ka)KIbIi BEIBOANMBIN IPUMHUTHUB MTOJYYIaeT CBOE 3HAUCHUE U3 9TOr0 MaccuBa. B ciydae, xorna
JUTSL KaKOTO-IMOO0 MaccuBa aTpuOYyTOB 33/aHO HEHYJICBOE 3HAYCHUE NCIUTENS divisor, TO KaXIOMYy 3HAYCHHUIO TOTO
aTpuOyTa COOTBETCTBYET YK€ HE OAWH HMHCTaHC (Komus) oOBeKTa, a divisor komuil. Tak ecim HMCIoNb3yeTcs IBa
BEPILMHHBIX MaCcCHBa, TO JUIS OJHOTO M3 HUX JeNUTeNb PaBEeH HYIIIO, a IJIsi BTOPOTO - IBYM (BBIOOp 3HAUEHH YCIIOBEH).
Tem camMbIM HCIIONIB30BaHKUE JCTUTENS MO3BOJSET PA3/IeIUTh JaHHbIE HA YHUKAJIBHBIC JUJIsl KaXI0TO MHCTaHCa (U1 HUX
JIEJIUTEIb PABEH HYJIIIO, U KaXKblii HMHCTAHC MOJIy4aeT CBOM 3HAYeHHUs JaHHOTO aTpulyTa) U JaHHbIE, pa3ieseMble cpaszy
TPYIIIONH HHCTAHCOB - ISl HUX ICNUTENh MaCCHBA PABEH pa3Mepy rpymIibl. B pe3yibTaTte MOKHO H30€KaTh YTSHUS TaHHBIX
B BEPIIMHHOM IIEHIepe M3 TEKCTYP/TeKCTYpHBIX Oy(depoB, U 00eCICUnTh KaKIOMY MHCTAHCY COOTBETCTBYIOIIHE EMY
nanuble. [lpu 3ToM A7t BRIBOIa MHCTAHIIMUPYEMBIX JaHHBIX HCIOIB3YIOTCS T€ JKE€ CaMbIE BBI3OBBI, UTO H IS PACIIHPEHHUS
EXT draw_instanced/ARB_draw_instanced, TOIbKO NOSIBISICTCS JONMOJHUTENBHBIN CHOCOO Neperauyd JaHHBIX IS
nHCTaHCOB. O0OpaTuTe BHUMaHHWE, YTO JAaHHBIA croco0 pabdoTaeT TOJIBKO Al OOOOIIEHHBIX BEPIIMHHBIX aTpHOYyTOB,
MO>KHO 3aJ1aBaTh HEHYJIEBOE 3HAUCHHE JIIUTEN Aaxe Juis aTpulyTta ¢ maaekcom 0. /laHHoe pacuipeHue BBOAUT TOJIBKO
OJTHY HOBYIO (DYHKITHIO, CITY KaITyI0 U 3aaHus JETUTEIs ISl MACCHBA BEPIIMHHBIX aTPUOYTOB:

void glVertexAttribDivisorARB ( GLuint attrIndex, GLuint divisor );

HABUTALIMS MO CHEHE

PeannsyemMm npocTy HasBurauumio NyTEM MepemMelieHns Kamepesbl.
Co3pante npoekTt, noaobHbin Hello, GLScene!, n nogknwounuTe MoAay/ b
GLS.Keyboard ansa paboTtel ¢ knasmatypon. B cobbitun OnProgress
KageHcepa 3anuwiunTte creaytollee:

if IskeyDown(VK_ESCAPE) then Close;

// ABvxeHne Briepes/Ha3as no knasuwam W/S (L/bl)

if IskeyDown(ord('W')) then GLCameral.Move(2*deltaTime);
if IsKkeyDown(ord('S')) then GLCameral.Move(-2*deltaTime);

// [dBvxeHmne BripaBo/BseBo o kaasuwam D/A (B/®D)

if IskeyDown(ord('D')) then GLCameral.Slide(2*deltaTime);
if IsKkeyDown(ord('A’')) then GLCameral.Slide(-2*deltaTime),

// [ABvxeHmne BieBo/BripaBo no knasuiiam Z/X (58/4)

if IsKkeyDown(ord('Z')) then GLCameral.Lift(2*deltaTime);

if IsKkeyDown(ord('X')) then GLCameral Lift(-2*deltaTime);

3anyckaeMm NpoekT U BUAMM, YTO Mbl MOXEM MepeMmelaTtb Kamepy no
cueHe.

Tenepb gobaBuM ynpasfieHMEe MbilblO. DTO MOXHO cAenaTb ABYyMS
cnocobamu.

1) CnoxHbin. lMoMectnte n3 BKNaakun GLScene Utils Ha dopmy

P TGLNavigator. ¥ Hero B cBouctBe MovingObject Bbibepute
GLCameral (3To 06bekT, KoTopblM 6yaeT nepeMellaTtbcs). 3aTeM

nobaBbTe OTTyda Xe @D GLUserlInterface n yctaHoBuTe eMy CBOWCTBO



GLNavigator. Ceoncteo MouseSpeed — 3TO CKOpPOCTb peakuMn MblLLUU,
caenaem eé pasHon 10. Bo Bpemsi paboTbl NporpamMmMbl HYXHO BPYUHYIO
aKTUBMUPOBATb 3TOT KOMMOHEHT, TaKXe XXenaTeslbHO CKPbITb Kypcop
Mbiwn. nga atoro gobasbte B Form1.0nCreate cTpoku

GLUserInterfacel.MouselLookActive:=true;
GLSceneViewerl.Cursor:=crNone;

A B cobbiTne OnProgress Cadencer’a nobaBbTe:
GLUserInterfacel.Mouselook;
GLUserInterfacel.MouseUpdate;

3aI'IYCKaeM MPOEKT N CMOTPUM, 4YTO NOAYHYUNOCb. 2TOT npnMEP HaxoaAUTCA
B narnke

Demos\meshes\actortwocam

Ceouncrtea koMnoHeHTa GLNavigator:

CBOMCTBO OonucaHue

AngleLock, MaxAngle, MinAngle OTBevatloT 3a 610KMPOBKY
NOBOPOTOB MO BEPTUKANMN.
Bnokunpyert MPOCMOTP
Bbilwe MaxAngle n Huxe
MinAngle.

AutoUpdateObject [ToKa HM Ha YTO He BAUSEeT

InvertHorizontalSteeringWhenUpsideDown | Koraa UseVirtualUp =
True ©n  BepTUKaNbHbIN
nosopoT BHe 90 rpaaycos,
3TO CBOUCTBO b6yaeT make
steering seem inverted, so
we <«invert» back to

normal.

MovingObject NepemeltaeMbln  06bEKT
CUEHDbI.

UseVirtualUp Ecnu yctaHoBneHo B True,

MoveUpWhenMovingForward e
byaer ABUraTb

MovingObject no ocu Y.
Korpga  ycTaHoBNeHO B
False, MovingObject
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nepemMellaeTcs Tyaa, Kyaa
CMOTPUT KaMepa;B TaKOM
cflyyae nepcoHax ©6yaer
«XOAUTb MO BO3AYXY>.

2) bonee npocton. Cozpgaaum GLDummyCube n nomectum B Hero
Kamepy. Takxe 06baBUM ABe rnobanbHble nepemMeHHble: xangle: single =
0 n yangle: single = 90. B OnProgress kageHcepa 3anuiwemM:

xangle:=(Mouse.CursorPos.X-(Screen. Width div 2))*
0.1/(1+deltaTime);

yangle:=-(Mouse.CursorPos.Y-(Screen.Height div 2))*
0.1/(1+deltaTime);

GLCameral.Turn(xangle);

GLDummyCubel.Pitch(yangle);

Henb3sa BpalwaTb KaMepy cpa3sy no ABYM OCSM, T. K. OHa NepeKocUTcs,
no3ToMy Haao co3gatb DummyCube n BpawaTtb KaXablh 06BbEKT TONbKO
Nno O4HOW OCMw.



BA3OBBIU ITPOEKT

BonblWKMHCTBO nNpoekToB C rpaduyecknMm aBUXKOM GLScene
BKAOUaeT psn obasaTenbHbiX W Hambosiee 4acTo  UCMNOJSb3yeMblX
BM3yasibHbIX KOMMNOHEHTOB. Mo3TOoMYy B cpeae RAD Studio yaobHo co3aathb
lWwabnoH npoekta ¢ GOPMOMN N COXPaHUTb €ro B ANpPeKTopun wWabnoHOB
ANa nocneayrowero MHOroKpaTHOro UCnosib30BaHuA.

Mo3HakoMuMcsa ¢ Bbloepamn (viewers) B GLScene. B HaweM
pacnopsi>XeHUn eCcTb YeTblpe KOMMOHEHTa ANS BbiBOAA CUEHbI HA 3KpaH —

5To GLSceneViewer 8 , GLFullScreenViewer (& , GLSDLViewer G#

GLMemoryViewer @ Bce oHM HaxoaaTca Ha Bknaake GLScene. lNepBble
TPU WUCNONbL3YIOTCA AN9 BblBOAA M300pa)eHUs C Kamepbl Ha Qopmy.
YeTBEPThLIN BbIBOAUT M3006paxkeHMe OT KaMepbl B NaMsaTb. PaccMoTpum
AEeTaNlbHO KaXAblih KOMMNOHEHT.

Yucio kagpoB B cekyHay FPS

FPS — Frames Per Second (4uMCcno KagpoB B CeKyHAY) — O4YeHb
BaXHbIN NapaMeTp Ana onpepeneHus 6biICTpoaencTBus rpadumyeckoro
npoekrta. [lpn ManeHbkuUXx 3HadyeHusax FPS wrpa HauuMHaeT <«unaTn
CKPUHLLOTaMu>» .

MoMecTnTe Ha popMy TamMep M3 BKNaaku System. 3agante y Hero
ceoncteo Interval = 100. B OnTimer BBeanTe cneaytowme CTpOKU:

Caption:=Format('%.1f FPS', [GLSceneViewerl.FramesPerSecond]);
GLSceneViewerl.ResetPerformanceMonitor;

[MepBasi CTpoOYKa BbIBOAMUT B 3arosioBke popMbl Konuyectso FPS, BTopas
AenaeTt Tak, 4Tobbl BbIBOAMIOCH He cpefaHee 3HayveHue FPS, a Tekyliee.
MoacuéTr FPS B GLScene Beaércs npu nepepucoske XoTs 6bl 0AHOMO M3
06beKTOB CLEHbl, eC/in 3TOro He MNpoucXoauT, TO BblAAETCS HyneBoe
3Ha4yeHune.

OG0 Me CBOMCTBA BbIOEPOB

Bbioepbl B GLScene ynpaBAsiOT KAOYEBbIMM MNapaMeTpaMmy,
BJIMSIIOWMMN Ha BCHO cUeHYy. HanpuMmep, crnaxmpaHuWeMm, BepTUKabHOWM
CUHXPOHM3ALUNEN, OCBELLEHNEN, @ TaK Xe (POHOBbIM LIBETOM, TYMAHOM U
MHOIMM Apyrum. Huxxe npuBeaeHa Tabnunua-onmcaHme 3TMX CBOWCTB.

CBoncTtBo OnucaHue




Camera Ccblika Ha KaMmepy, C KOTopoun 6yaer npuxoauTb
n3obpaxeHne Ha GLSceneViewer.

VSync Mcnonb3oBaHMe BO3MOXHO TONbBKO MpU  Hannyumu
pacwmnpeHus WGL_EXT_swap_control. CBOMCTBO
OTBeYaeT 3a BK/KYEHME U  BbIK/JKOYEHME  Tak
Ha3blBAEMOM  BepTUKaJIbHOM  CUHXPOHM3AUUKU. ITO
CMHXPOHM3AUMS  KAApOBOM  4acCTOTbl C  4acToOTOM
BEPTUKANIbHON pPa3BEPTKM MOHUTOpA. B HeKoTopbIX
cnydasax ybupaetr aptedakTbl, Takxe ybupaet
nogeprmeaHms wunsobpaxeHusa. [Ipn 3TOM HECKONbKO
CHMXXaeTCa nMpou3BOAUTENIbHOCTb, WHOr4a [AOBOJIbHO
3HaunTenbHo. MakcuMmanbHbIn FPS C BepTuMKanbHOMU
CUHXPOHM3aUNEN NnpupaBHMBaETCS K yacrtoTe
0bHOBNEHMSA MOHUTOPA.

Tenepb onunweM cBoncTBa Buffer. Ans noHMMaHUS MHOMMX U3 HUX
Heobxoaumo 3HaTb OpenGL, HO A cTapasics NpuBecTU B KOJIOHKAX BCE
MaKCMMasnbHO NMOHATHO U 6e3 3HaHun OGL.

CBOMCTBO OnucaHue

AccumBufferBits | KonnuectBo 6ut gna 6ydepa akkymyngartopa. 2TO
creunanbHbin 6ydep, B KOTOpPbIM NpU MOMOLUU
OpenGL-komaHAa 3aHOCATCA onpeaeneHHble
3Ha4yeHusa uBeToB. 3aTeM, Npu Heo6XoAMMOCTU, OHU
MOryT O6biTb BbiBeAeHbl B (opMe KapTUHKWU. Xouy
noaYepkKHyTb, 4YTO cBoncTtBOo AccumBufferBits
ABNsieTCsa ycrapeswnM. bydep akkyMynatopa 4aBHO
yXe He wucnonb3yetca B OpenGL, nostomMy ”n B
GLScene no ymonyaHuto false.

AmbientColor LiBeT rnobanbHOro oceeweHnsi, KOTOpbIA BAUSET Ha
BCe 06BbEeKTbI CLEeHbl, HE3AaBUCUMO OT X MaTepuasnos.

AntiAliasing AHTUMANMaCUHI UK CrnaxmeaHue. Yem Bbiwe umdpa
Y 3HaudyeHusd, TeM cunbHee (U pecypcoemye)
crnaxwuBaHune. PaboTaeT TONbKO Npu noafepx ke
pacwunpeHns ARB_multisample. CSA pexXxuMbl
noaaep>XuUBaeTcs TONbKO Ha BuaeokapTax nVidia,
nogpobHee o npeumyliectesax pexmmoB Coverage




Sample AntiAliasing ynTanTe 30€eCb:
developer.nvidia.com/object/coverage-sampled-aa.htmi

BackgroundColor

®OHOBbLIV UBET

ColorDepth

nybuHa uBeTa

ContextOptions

OTBeyaeT 3a pasnmyHble onunn GL KOHTeKCTa:

roDoubleBuffer — ob6ecneunBaeT ABOWHYIO
bydepusaumio. YT0 3TO Takoe CM.
34€eCb:.mirgames.ru/articles/opengl/around_gl.html;

roStencilBuffer — ycrtaHoBKka 3TOoro CBOWCTBa
nomoraetr wu3baBuMTbCA OT  MepUAHMUSA  OYEeHb
61M3KOpPACnoIoXXEHHbIX TPeYyrosibHUKOB MOAENEN;

roTwoSideLighting — obecneumnBaetr
ABYXCTOPOHHME OCBELLEHUE;

roNoSwapBuffers — ecnn True, To cueHa byaet
NPOCYNTbIBATLCH, HO He 6yAeT BbIBOAUTCS Ha BblOep;

roNoDepthBufferClear — 6ydep rybuHbl He
byner oumwaTtbCAa aBTOMaTUYECKM MNpU 3HAYEHUMU
True;

roForwardContext — 6yaeTr wucnonb3oBaTbCs
OpenGL 1.1.

DepthPrecision

OTBeyaeT 3a TOYHOCTb 6ydepa rnybuHbl (Mnn Z-
6ydepa). YTo 3TO Takoe, CM. 30€eChb:
gamedev.ru/code/terms/ZBuffer. 3Ha4eHMEe MO YMOJIYAHUIO
24 6uTa, caMoe BbICOKOE.

DepthTest Echm True (no yMmonyaHuw), TO Bbloep byaer
MNONb30BaTb TECT rMybuHbl ANst 06BbLEKTOB.
FaceCulling OnpepensieTr oTceyeHue rpaHen. Bce Momenun B

OpenGL cocTosaT n3 rpaHen (faces), n ansa éonblen
NpOuU3BOAN-TENIbHOCTU HEKOTOPble FPaHN MOXHO He
oTpucoBsbiBaTb (3TOT nNpuéM HasbiBaeTca face
culling). Koraa face culling Bk/tO4YeH, TO rpaHu C
HOpMansMuW, HarnpasfieHHbIMW OT Habnwaartens, He
OTPUCOBbLIBAKOTCA.

FogEnabled

BkntovaeT/BbIKNOYaET TyMaH (CM. HUXe).



http://developer.nvidia.com/object/coverage-sampled-aa.html
http://www.mirgames.ru/articles/opengl/around_gl.html
http://www.gamedev.ru/code/terms/ZBuffer

FogEnvironment | Coaep>XuT HaCTPOMKU TyMaHa.

Lighting BknoyeHo nn ocBelweHne. ECnn OHO BbIKKOYEHO, TO
yunTblBaeTcs  Tonbko  rnobanbHoe  (Ambient)
oCBelleHue.

ShadeModel Ncnonb3yemas MoAeNnb  OCBelleHUs rpaHen.

3apaétca B OpenGL Cc noMoOWb KOMaHAbI
glShadeModel.

smSmooth — meTtoa Nypo nnn ®oHra;

smFlat — meTop JlambepTa.

I,[[I/IEII‘OHI:IJII/I AUCIIJIEEB

B Mupe pacnpoctpaHeHbl MOHUTOPbLI ABYX BUAOB: C COOTHOLUEHUEM
CTOpOH 4:3 u 16:9. Huxe nokasaHa pasHuua Mexay HuMu. CUHUN
NPAMOYrOSIbHUK — COOTHOLWeHUe 16:9, cmpeHeBbin — 4:3.

Mpn pa3paboTke rpaduyeckmx NpUNOXKEHUN creayeT yuyuTblBaTb 3TY
CYLLECTBEHHYIO pa3HuLy. MOXHO NOCTYNUTb ABYMSA NyTaAMU. [MepBbI NyTb
— obpe3aTb n3obpaxeHne Ha MOHUTOpax 4:3 cBepxy U cHU3y. MNMNoaxoanT
TONIbKO AN UIPOBbIX TMPUNOXEHUA M MNO3BONSET usbexaTb pasHOmM
obnactm BMAMMOCTM Ha pa3HbiX MoOHuUTOpax. WNaea cnepywowas: Mbl
NONYYUIN TEKYLLEE pa3peLleHne MOHUTOpPA, €CNN NPU AENEHUN LNPUHDBI
Ha BbICOTY MOMAy4YMnoCb 4ucno 4/3, TO MOHUTOP Haao obpe3aTb.
O6pesaHune byget npoBoanTbCsa B cobbITMM OnCreate ¢opMbl, 4TOObLI NpU
CO34aHUN OKHO YyXxe 6bls1o 0bpe3aHo, a TakXe NpoBOAUTLCS B COObITUM
OnResize, 4yTObbI NpM N3MEHEHUN pa3Mepa OKHa obpe3ka He cbuBanach.
Toraa B koae 310 6yaeT BbIrMaAeTh cnegyowmm obpasom:

var
WildScreen: boolean;

function IntVectorMake(const x,y,z,w : Integer) : TVector4i;
begin

Result[0]:=x;

Result[1]:=y;

Result[2]:=z;



Result[3]:=w;
end;

procedure TForm1l.FormCreate(Sender: TObject);
var

NewScreenHeight: Integer;
begin
ReadVideoModes;
if vVideoModes[0].Width/vVideoModes[0].Height=4/3 then

begin

WildScreen:=True;

NewScreenHeight: =GLSceneViewer.Width *9 div 16;
GLSceneViewer.Buffer.RenderingContext.Activate;
GLSceneViewer.Buffer.RenderingContext.GLStates.SetViewPort(
IntVectorMake(0,(GLSceneViewer.Height-NewScreenHeight) div 2,
GLSceneViewer.Width,NewScreenHeight));

end;
end;

procedure TForm1l.FormResize(Sender: TObject);
var

NewScreenHeight: Integer;
begin

if WildScreen then
begin

NewScreenHeight:=GLSceneViewer.Width *9 div 16;
GLSceneViewer.Buffer.RenderingContext.GLStates.SetViewPort(
IntVectorMake(0,(GLSceneViewer.Height-NewScreenHeight) div 2,
GLSceneViewer.Width,NewScreenHeight));

end;

end;

MosscHeHne. Mbl 3gecb nonb3yemcs TeM, 4TOo ReadVideoModes
3anmcblBaeT  YCTAHOBJIEHHOE MO  YMOJIYaHMIO  pas3pelleHne B
vVideoModes[0]. MNMo3aToMy ™Mbl 6epéM 3HayeHuss oTTyaa. lNepeMeHHas
WideScreen obbsiBneHa 34ecb ANnsg Toro, 4Tobbl /NUWHWUA pa3 He
NpoBOANTb AefieHue LWUpUHbl Ha BbiCOTy. ®DyHkuma VectorMake
obbsaBneHa B 0oA4HOM n3 Moaynen GLScene, HO TaM UCMNOJSIb3YEeTCA He TOoT
TUN, HAaM HYyXeH uMmeHHo TVector4i. Metoa SetViewPort nmeet uvethbipe
napamMeTpa;nepBble ABa 3a4al0T KOOPAMHATbl TOUYKKU, OT KOTOpou 6yayT
OTK/MagblBaTbCA wWupuHa (TpeTun napameTp) M BbiCOTa (YeTBEPTbIN).
Peanusaunsa obpesaHuns 3kpaHa BHYyTpu SetViewPort nposBoautcs c
nomowbto OpenGL koMmaHabl glviewport. CoBceM HeaaBHO B MUpe CTanu
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pacnpoCcTpaHATbCA TaK Ha3blBaeMble HeTbyku, KOTOpble MUMEKT
COOTHOWeHMe 3KpaHa 16:10. Ecnn Bbl XoTUTe obpesaTb 3KpaH noa
COoOTHoweHne 16:10, To BaM NoHagobuTca MoaudUUMPOBATb TOJIbKO
npoeepky cooTHoweHna (vVideoModes[0]. Width/vVideoModes[0].
Height=4/3) (noacrtaBuTb 16/10 BMeCTO 4/3) U pacuyéeT
NewScreenHeight(GLSceneViewer. Width *10 div 16) BmecTo *9 div 16.

O6pe3aTb 3KpaH — He CaMbl KpacuBbI BapuaHT, Nonb3oBaTtenu 6yayT
MM He O4YeHb A0BOJIbHbI. [103TOMY 60LLIMHCTBO UIP NOACTPaMUBAOTCS NOA,
passiMyHble MOHUTOpPbLI, Hanpumep, Napoleon Total War. A HekoTOpble
9KpaH BCé-Takun obpesatoT, HanpuMmep, GTA Vice City.

Tyman

GLSceneViewer no3BonsgeT co3gaTb TyMaH B cueHe. B nHcnekTope
06beKkTOB HaCTPOWMKMU TyMaHa pPacnonoXeHbl B CBOMCTBE
GLSceneViewer.Buffer.FogEnvironment. TymaHa 6yaetr  J10XWUTbCS
paBHOMEPHO U C MOCTOSIHHOM MJIOTHOCTbIO. DTO YAOOHO, KOrga HyXeH
3 eKT yTpeHHero TymaHa.

MomecTuTe Ha dopMmy GLScene n GLSceneViewer. Co3gante UCTOYHUK
cBeTa W  KaMepy, KOTOpykw  ycTaHoBuTe Bbloepy. CBOMCTBY
GLCameral.Position.Z npucsonte 5. [anee co3gante aBe cdepbl U
pacnosioXXuTe ux B Nt0boM nopsake (HO UTobbl 06e 6binn BUAHBI). Tenepb
pa3sepHuTe cBoncTtBo GLSceneViewerl.Buffer n yctaHosute FogEnable
= True, nocne 4yero pa3sepHuTe FogEnvironment.

TyMaH BK/HOYEH, Tenepb Bbibepem noaxoaawmm uset B FogColor. ObbI4HO
LBeT TyMaHa — OTTeHOK 6enoro, HO NMOCKOJIbKY Yy Hac cepbin pOH, Aa n
chepbl TOXe, BbibepeMm, Hanpumep, clrDarkPurple. Tenepb o06paTtum
BHMMaHMe Ha ceonctBo FogEnd. OHO oTBeyaeT 3a TO, Ha Kakoe
paccTossHue TyMaH 6yaeT NnpocTunaTbCs, YeMm H6onblue 3TO 3HAaYEeHne, TeM
MeHee 3aTyMaHeHHbIMKM b6yayT 6nuxanwme o06bekTbl, a ecnn 0b6bekT
Aanblle 3TOro 3HayeHus, K HeMy MNpUMeHseTCd TyMaH MaKCUMasbHOM
NAOTHOCTU (Becb 06beKkT cTaHoBuTCA uBeTa FogColor — cdepa 2 Ha
pUCyHKe). 1N Hawewn CueHbl CBOMCTBO C/IMLWIKOM BETINKO, YMEHbLUUTE ero
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no 9. Tenepb paccMoTpuM FogStart. OH onpegenser, C KakKoro
pacCTosiHUA OT Kamepbl TyMaH 6yaeT HaknagbiBaTbcs, noctasum 0.
Pe3ynbTaTbl 0TOOpa3aATcs NpsiMoO B Bbloepe.

Object Inspector (3 chepa Ne2
|GLSceneViewer1 TGLSceneVie _vJ

Properties | Events |

ContextOptio [roDoubleBuffi «
DepthPrecisii dpD efault
DepthTest |True
FaceCulling | True
FogEnable  True =
E FogEnvironm (TGLFogEn:
FogColor |[] clfNeonP
FoaDistanc fdDefault
FogEnd |9
FogMode | fmLinear
FogStat |0

Lighting True -

All shown

NMpumep AOeMOHCTpauMm TyMaHa eCcTb B CTaHAapTHOM Habope
GLScene\Demos\rendering\fog.

Apyrve cBoicTBa TyMaHa:

CBoncTBO OnuncaHune

FogDistance 3a4encTByeTCa TOJIbKO MpPpU  HaanuuuMy paclinpeHus
GL_NV_fog_distance. MoxeT npyHMUMaTb 3HAYEHUS:

fdDefault — OpenGL ncnonb3yet Hanbonee ynobHyto
dopmyny (camas BbICOKast CKOPOCTb).

fdEyeRadial — ucnonb3yetr paavanbHylo  —
«MNpaBUIbHYO>» CUCTeMYy pacyéTta (camoe nydlwee
KayecTBo)
fdEyePlane — paccunTtblBaeTcss C MCMoOSb30BaHUEM
ANCTaHUMM A0  MJIOCKOCTM  npoekuun (cpeaHee
KayecTBo).

FogMode CBoNCTBO 3aAaéT crnocob pacyéra TyMaHa. MoxeT 6bITb

fmLinear, fmExp2, fmExp. bonee noapobHO 0 KaxaoM
pexume moxxute npouyntatb B OpenGL Red Book, HO 3TO
MaTepuan NoBbILLEHHOW TPYAHOCTMW.

B GLScene gna co3paHng TyMaHa ucnonb3syetcsa komaHga OpenGL glFog*.
Cenyac BMeCTO Heé MOXHO WUCMosb30BaTb LWenaepbl, KOTopble, Kpome



BCero npo4ero, No3BOASOT CO34aTb U TaK Ha3blBaeMbll O6BEMHbIN TyMaH
(volumetric fog).

B peannsaunn o6bLEMHOro TymaHa BaM NOMOryT pecypcbl www.gamedev.ru v
pmg.org.ru !



http://www.gamedev/
http://pmg.org.ru/nehe/nehe41.htm

UMIIOPT T'OTOBBIX 3D MOJEJIEN

dopmaTsl Mojeiei

ECcTb MHOro pacnpocTtpaHeHHbIX (opMaToB, B KOTOPbIX XpaHaTcsa 3D
mogenun. Kak npaBuno, 3TM MOAENn — CNOXHble 06beKTbl, KOTOopble
TSXKEeNo CMoAeNnuMpoBaTb BPYUHYO NpuMUTMBaAMKU. [103TOMY ANns co3aaHus
mogenen ncnonosytTtca 3D pepaktopbl. HanpuMmep Autodesk 3D Studio
MAX, Maya 3D, Blender, MilkShape 3D, Lodka3D v MHormne gpyrue.

®opmatoB 3D Momenen odeHb MHOro. [llpakTndyecku kaxabin 3D
penakTop WM urpa UMerwT CcobCTBeHHbIM dopMaT CO CBOUMM
0COH6EHHOCTSMM, BMpoyeM, cyuiecTtByeTt pag, bonee-meHee
YHMBEpCanbHbIX ¢(opMaToB, C KOTOpPbIMM MOryT paboTaTtb MHOMM
penaktopbl. B GLScene ecTb noggepxka MHOrmMx ¢opmaTtoB, AN UX
MCNOMb30BaHUA cneayeT NoAKIYNTE COOTBETCTBYOWMN dann (Kak n C
pUCyHKaMu). PaccMoTpmM nx nogpobHee (KpacHbIM BblAeNeHbl YaCTUYHO
noanep>XunBaeMble):

dopmMar Moaynb OnucaHue

3DS (3DS | GLS.File3DS | OauH M3  CaMbIX  UCMOJIb3yEeMbIX
Max n MHorue dopmaToB. MoXeT coaepxaTb MHOro
apyrue). AONONHUTENBbHOMN MHBOPMaLNN.

MD2 GLS.FileMD2 | CoaepXxuTt CETOYHYIO aHMMauuo
(Quake2, (XpaHUTCA Kaxablh Kagp B LESIoM),
aHMMauns) AOBOJSIbHO YA06EeH B NUCMOSIb30BAHUM.
MD3 GLS.FileMD3 | AHanorunyeH MD2, HO HEMHOro
(Quake3s, COBepLUEHHEee.

aHMMaums)

SMD  (Half- | GLS.FileSMD | lyuwu# dopmaT aHuMauuu n3
Life, nogaepxmeae-mblX, T. K. XpaHuT
aHMMauns) CKeneTHy aHuMaumio (oaunH dann

COAEPXUT MoAesfib C  MPUBA3AHHbIX
CKesieTOM, a flaHHble 06 aHMMaLumm 3Toro
cKeneta XpaHATCca B Apyrux dgannax).
dopmaT ABMIAETCH TEKCTOBbIM.

OBJ GLS.FileOBJ MpocTon TeKkCcToBbin (OpMAT AaHHbIX,
(WaveFront n KOTOPbIN COAEPXWUT  TOJIbKO 3D
MHOrme reoMeTputo (BEpLUUHBI, rpaHun,

apyrue) HOpPMasn) U TEKCTYPHblIE KOOPAUHATLI.




OCT (FSRad) | GLS.FileOCT | Octree Format npoekta RADIANCE ans
NOCTpPOEeHUS peannCTUYHbIX
n3obpaxeHunin, paspabaTbiBaeMoro npwu
nogaepXKe MWUHUCTEPCTBA SHEPreTUKU
CLWWA w»n LWBenuapckoro ¢eanepasibHOro
npasutenoctea. OduumanbHbl CanUT
npoekKTa: radsite.Ibl.gov/radiance/index.html.

NMF GLS.FileNMF

GTS GLS.FileGTS | GNU Triangulated Surface

GL2 (Ghoul2 | GLS.FileGL2

aka MDX)

BSP GLS.BSP MMeeT AO0BONBHO XUTPYK CTPYKTYpPY,

(Quake3) npeacrasnsser cobonm  COBOKYMHOCTb
NJIOCKOCTEMN, OrpaHMNYMNBAIOLLMX
MNPOCTPAHCTBO.

PLY GLS.FilePLY CywecTtBylOT MoaMdpuMKauuM [aHHOMo

(Stanford) ¢dopmaTa. CraHpapTHbIM Moaynb 6yaer
paboTaTb TONBKO C CaMbIM MPOCTbIM
BapuaHTOM.

LWO GLS.FileLWO

(LightWave)

MS3D GLS.FileMS3D | ®opmaT pepakTopa MilkShape 3D.

(MilkShape)

STL GLS.FileSTL dopmMmaT cTepeonuTorpadpun

TIN GLS.FileTIN MpocTon opMaT TpUAHIYyAALUU

DAE GLS.FileDAE | He peanu3oBaH, ectb B FMX

glTF GLS.FileGLTF | He nonHocTbio peann3oBaH

3arpy3ka mozgeuu ¢popmara 3DS

Mogenn cosgaHble B 3DMax BMNoJsiIHe MOryT ucnosnb3oBaTtbcd B GLScene.
[nsa 3Toro HaxoamM UMM CO34aEM HYXXHYIO HaM MOAENb U COXPaHAEM ee B
dopmaTe .3ds. 3aTem:

Co3paiTe HoBbIN NpoekT. NMomecTnte Ha popmy GLScene n GLSceneViewer.

B komnoHeHTe GLScene co3gaiite GLCameral, GLLightSourcel n GLFreeForm1.
B komnoHeHTe GLSceneViewer B cBoiictBe Camera yKasxuTte GLCameral.
[ob6asbTe B Koge B uses moaynb GLFile3ds.



http://radsite.lbl.gov/radiance/index.html

e B uMHcneKTope 06bEeKTOB YcTaHOBUTE KoopauHaTbl GLFreeForm1, HanpasbTe Ty4a e UCTOYHUK CBETa, Kamepy, HO
YyTb ganblue, YTo6bl Obl1 BUAEH OObEKT.

e Hacobbitne Form1Create BnuwwmTe cTpoKy: GIFreeForm1.LoadFromFile('model.3ds'), rae model.3ds - uma ¢atina c
MOZE/bHO.

BoT Tak C NMOMOLLbIO OAHOM CTPOKU 3arpyxaeTcd MoAesib, Co3[aHHas B
3DMax. 2To HaMHoro npouwe, 4em Ha npssmom OpenGL, TeMm 6onee, 4UTO B
HEM HeT nMMnopTa MoAaesnien gaHHoro opmara.

OobekT GLActor

ONns  ncnonb30BaHMs aHUMUPOBAHHLIX MoAeNen CcyuwecTByeT
cneumanbHbi 06bekT GLActor.

Co3pnanTte cTaHAapTHbIN NpoekT n aobasbTe akTepa: Mesh objects
— Actor. YctaHoBute ero Position B (0;3;-1). WNCTOYHMKY cCBeTa
yctaHoBuTe Position B (2;2;2).

Mopnenb wucnonb3lyetca u3 accetoB GLScene: 3anmante B
Demos\media, n TaM HanauTe dannbl waste.md2,
quake2animations.aaf 1 waste.jpg v ckonupymnte mx B nanky c
NpoekToM. Mbl ncnonbsyem dannbl md2 v jpeg, NO3TOMYy B usesS HaAo
nobasutb moaynn GLFileMD2 n Jpeg. Tenepb B FormCreate HanuwwuTe:

GLActorl.LoadFromFile('waste.md2");
GLActorl.AddDataFromFile('quake2animations.aaf");
GLActorl.Material.Texture.Image.LoadFromFile('waste.jpg');
GLActorl.Material. Texture.Disabled: =false;
GLActor1.Scale.SetVector(0.04, 0.04, 0.04, 0);
GLActorl.AnimationMode:=aamLoop;
GLActorl.SwitchToAnimation('run');

CHauana 3arpyxaetcs Moaenb U3 dania n CNUCOK ee aHMMauun, 3aTem
OHa obknemBaeTcd TeKCTypon W Moaenb MacwTtabupyercs Ao
HeobxoaAnMbIX pa3MepoB. [1OTOM peXxuM aHMMauuKM yCTaHaB/IMBAETCS B
LMKINYECKUA W 3apaeTcs aHumauma bera. lNpourpbiBaHne aHuMauum
6b1510 661 HEBO3MOXHO 6e3 KoMnoHeHTa GLCadencer.

Tenepb MOXHO caefnaTb TakK, 4YToObl NMpU Ha)XXaTUM KakKoW-HMBYAb
KNnaBmwmn akTep ocTaHaBnmeanca. [Ona 3toro pobasmMm  Moaysb
GLKeyboard v B OnProgress 3anuwem:

var



s: string;
begin
if IsKeyDown(VK_RETURN) then
begin

if GLActorl.CurrentAnimation<>'run' then
GLActorl.SwitchToAnimation('run');

else
if GLActorl.CurrentAnimation<>'stand' then
GLActorl.SwitchToAnimation('stand");

end;

PaccMoTpMM Tenepb Bewwu, cneunduyHble A1 CETOYHON WU
CKeneTHoOn aHuMauun.

Mop¢pHasa aHUManus

Mogenu C aHuMMaumen, peannoBaHHOM C MNOMOLWbIO MOPMUHra,
coaepxaT B cebe UenMKOM Kaxabin Kagp aHuMauuu. bnarogaps sTomy,
OHW MeHblle MnoTpebnsalT pecypcoB Mnpoueccopa, T. K. HE HYXHO
Npou3BOAUTb HUKAKMX pacyeToB. B dannax dopmata MD2 He Bceraa
COAEPXUTCSA CMUCOK aHMMaUMI, NMO3TOMY B TaKUX Ciydasx ero crepyer
3arpy3nTb n3 ganna aaf ¢ nomowbto AddDataFromFile(‘'nma danna’). Ux
dopmMaT NpocrT:

AAF

KO/IMYECTBO aHNMaLit
MMA aHUMaLWK, HavaslbHbIN Kafp, KOHEYHbIN Kaap

CKeJieTHaA dHUMAN

B danne mogenn co ckeneTtHoOM aHMMaumen XpaHUTCA COBCTBEHHO
ceTKa MoAenun MC MPUBA3aHHbIN K HEW CKeneT, NpeacTaBastoLmii
cob01 COBOKYMHOCTb KOCTEN. AHUMALMN XPAHATCS B OTAENbHbLIX hannax,
B KOTOPbIX XPaHUTCS TONIbKO MHOPpMaLUS O NepeMeLleHnmn, BpalleHnn n
MacwTabupoBaHUM  KOCTeM  CKeneta BO  BpeMeHW. Bce aTum
npeobpasoBaHuss BO BpeMs npourpbiBaHns obpabaTbiBaloTca u
NPUMEHSIOTCSA K NPUBS3AaHHOM K KOCTU 4acTu MoAenu.

BHauane cnegyet 3arpy3uTb pann Moaenu, rnocse Yyero ¢ noMoLlbto
Ton xe npoueaypbl AddDataFromFile 3arpy3mTb HyXHble aHMMauun.
Mlocne 3Toro Ans BCEX aHuMMauuMin cneayeTr BbINOAHUTL Npoueaypy



MakeSkeletalTranslationStatic (6e3 aTtoro mogenb 6yaeT HexenaTenbHO
ABUraTbCsa Briepen nNpu NpourpbiBaHnn).

PaccMOTpMM ckeneT MoAenen M Kak ero ucnosnb3oBaTb. Co3gaaum
CTaHAapTHbIA MpoekT M gobaBuM Tyaa akTepa. [na Hayana nosyyum
CMNCOK BCEX MMEKLLINXCS KOCTEN.

for i:=0 to GLActorl.Skeleton.BoneCount-2 do
bones_list.Items.Add(GLActor1.Skeleton.BoneByID(i).Name);

UTobbl 06paTUTLCA K OTAENbHOM KOCTW, MOXHO WCNO/b30BaTb
BoneByName(‘nma koctn’) nnm BoneByID(‘nHaoekc koctu’), yepes mm4
yAobHee — OHO 0B6bIYHO MHEMOHMYHO WU ero MOXHO y3HaTb B pefakTope
Npu NOArOTOBKE MOAENMN.

Teneb MNOCMOTPUM, KaK «MPUKPENNTb» KaKoN-Tnb0o 06beKkT K akTepy.
JTO o04eHb YyAobHo: o06bekT (opyXxue, wWuT,...) Oyager ABuratbCs
ecTecTBeHHO 6e30 BCAKMX yXULpeHUn (ecnn, KOHEeYHOo, TLlaTeNbHO
caenatb  aHuMauuu). Ona  3Ttoro pgobaBuM B uses  MoAay/ib
VectorGeometry, B CLeHYy 4YTO-HMOYAb C UMEHEM «weapon», MOMeCcTUM
Ha ¢dopmy GLCadencer n 3anuwem B ero OnProgress:

var

m: TMatrix4f;

begin

m:=GLActorl.Skeleton.BoneByName('Bip0O1 R Finger02').GlobalMatrix;
weapon.Matrix:=MatrixMultiply(m,GLActorl.AbsoluteMatrix);

end;

CHauvana nonydaeM matpuuy 2 nanbua (Finger02) npason pyku (R), a
3aTeM OpYXUI yCTaHaBnMBaeM ee abcontoTHY MaTpuuy (4Tobbl Npu
NOBOPOTE UM MepeMeLleHnN BCeEN MOLESNIN OpYXUe He OTCTaBaso).

HanoMHuM, 4To y akTepoB ¢dopmata SMD (u3 urpbl Half Life) Ha
KaXXZO0M MOJIMFOHEe MoJenn Ao/HKHA 6biTb TeKCTypa, nHade MoaeNnb He
3arpy3untca. Kpome Toro, B TGLActor MOXHO rpy3umTb W CTaTUYeCcKue
moaenu (3DS, OBJ), HO 3TUM nydlle He nonb3oBaTbes, T.K. TGLFreeForm
Aaet 60bLY0 NMPOU3BOANTENBHOCTD.

06beKT GLFreeForm

Kpome GLActor ectb ewé oauH ob6bekt — GLFreeForm. OH
npeaHa3HavYeH TONbKO ANs CTaTUYHOW reoMeTpun. Ans 3arpy3km moaenemn
ncnonb3ymTte Te xe pyHKunn, uyto u ansa GLActor.



Ceouncteo ObjectStyle ynpasnser BKAOUEHUEM UIU BbIKITIOYEHUEM
MCNONb30BaHNA AUCMNENHbIX CcnUuckoB. Tak kak Khronos Group
(koHcopumnyMm paspaboTumkoB OpenGL) mncknoumn gucnienHole CNUCKu
n3 nocneaHns Bepcun OpenGL, TO peKOMeHAETCHA UX OTK/IIOYaTh:

GLFreeForm.ObjectStyle:=[osDirectDraw];

CBOMCTBO GLFreeForm.MeshObjects.UseVBO onpegenser,
byayT nu ncnonb3oBaTtbCs bydepbl BeplwnHHbIX MaccnBoB (Vertex Buffer
Objects) nnun HeT. PekoMeHAayO BKAKOYATb 3TO CBOWUCTBO BCeraa.

B Moayne GLVectorFileObjects ectb rnobanbHas nepeMeHHas
vGLVectorFileObjectsEnableVBOByDefault tTnna Boolean, kotopas
BK/IIOHAET WM  BbIK/OYAET WUCNonb3oBaHusa 6ydepoB BepPLUMHHbIX
MaCCMBOB eLle nNpu co3gaHnm obbekTa.

TakXe BaxXHO 3HaTb, 4TO0 GLFreeForm nopaepXxuBaeT octree-
nepesbs. [locTpoeHuMe 3TOro AepeBa  Bbi3blBaeTCsd  KOMaHAOM
BuildOctree([TreeDepth:Integer = 3]). o cyTn, 3Ta KOMaHAa
pasbuBaeT MoAesib Ha MHOXecTBO Kyb6oB. Ha nepBoM Liare Mbl nosyyaem
8 («Oct») kyboB, Ha BTOpOM LWiare pasbuBaeM Kaxablh N3 KyboB elle Ha
8, Ha TpeTbeM pa3buBaeM ewé Ha 8 M T. A. CTONbKO pa3, CKOJIbKO
nepenaHo B TreeDepth. [1na kaxaoro kyba XpaHATCA KOOpAUHATLI ero
BepWMH (N0 CYTU - MUHUMAJIbHbIE N MaKCUMMasibHble KOOpAMHATbI cpeaun
BCEX MOJIMIFOHOB, NOMaBLKMX B 3TOT Kyb). B AanbHenweM, npu nposepke
BUAMMOCTM MUNUN MpU MNpPOBEPKE MNepeceyeHnr C Nnyvyamm un Apyrumm
obbekTamMm Mbl Nponyckaem Te Kybbl (M BCE MOJSIMIOHbI, 3aK/IKOYEHHbIE B
HWUX), KOTOpble LENNKOM HaxoAsATCHA BHE BWMAMMOCTM KaMepbl WU B
CTOPOHE OT Jly4ya, 3HauuTeNbHO YyBe/n4dmMBas CKOPOCTb OTPUCOBKU W
TPaCCUPOBKMW.

OAHO M3 BaXHbIX AEWCTBUI C CETOYHbIMW OH6bEKAMU — MpPOBEPKA,
NepecekarloTCcs /M OHU C NMPSMON, UK HeT. PaccMoTpMM 3TO Ha npuMepe
CTpenbbbl B TUNMUYHOM WyTepe. Mocne BbICTPEa Mbl I0JIXXHbI MPOBEPUTL

1) nonagaeT oH B npoTuBHKMKA (Tnn GLActor, Ha3oBeM enemy) unum
HET U

2) He 6bIN0 N nepen NPOTUBHUKOM nperpadbl (NpeanosioXuMm, 4YTo
BCe nperpaabl Bpoae 3A4aHun, penbda W T. A. HAxXoAsATCA B OAHOM
GLFreeForm). Kak 3To caenatb?



a) [na npoBepku nonagaHus B NpOTUMBHMKA NPOBEpPSIEM, NepeceKkaeT
NN ero Nnyd, NyLweHHbIM U3 MosioXeHust urpoka (HasoseMm ero player) B
HanpasneHnn cTpenbbbl (NpeanonoXmnM, OHO coBnagaeT C HanpaBieHNEM
UrpoKa, Kak 3TO YyacTo un bbiBaeT). MNuwem:

if enemy.RayCastintersect(player.Position.AsVector,

player.Direction.AsVector, @int_pointl, @int_normal) then

DyHKLUNS BEPHET true, ecnm npomsoLno nepecevyeHmne yda ¢ o6beKTOM,
[1Ba HeobsA3aTenbHbIX NOCNeaHUX NapaMeTpa - 3TO yKasaTeslb Ha TOYKy
nepecevyeHnst U1 HOpMasb K TOYKE NepeceyYeHms.

6) B cnydyae ycnexa npoBepuM, NepecekaeT N1 TPAaeKTOPUM NYN eLle U
KapTy M Ha KakKOM pacCcTosiHUM OT wurpoka. Ecnu ectb, M Touka
nepeceyeHnss C KapToM JNeXUT O6NnuMxe TOUKM MepeceyeHus C
NPOTUBHUKOM, TO NyJs, oMeBUAHO, Nonana B kapTy. Koa:

int_map:=map.OctreeRayCastintersect(player.Position.AsVector,
player.Direction.AsVector, @int_point2);

if (int_map=false)or
((int_map)and(player.SqgrDistanceTo(int_point_1)<

player.SqgrDistanceTo(int_point_2)) then
begin

// ObpabaTbiBaeM nonagaHue

end;

CpaBHeHue ¢popmaToB 3D mMoaesien.

Ana peanusauuns npoctoro 3d wyTtepa Heob6xoanMo BeibpaTb hopMaT
mMoaenen, KoTopble 6yayT ucnonb3oBaTbcs. [OBMxok  GLScene
noanep>XmnBaeT HEeCKO/IbKO hopMaToB Moaenen, B TOM 4ucne:

e 3ds - dopmaT 3dmax oBcko Melwwu, 6osnblue noaxoaslen ans
peanu3aunmn CTaTUYHbIX 06BbEKTOB.

e md2 n .md3 - d¢opmaTr wurposbix Mogenenm Quake2 wn Quake3
COOTBETCTBEHHO.

e .smd - ¢popMaT Mewen n aHnMaumm urposom mogenun Half Life.
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®opmMmaT Mmogenen .3ds nyduwe MCNOAb30BaTb AN CTaTUYHbIX 0OBbEKTOB,
oopMIeHNs ypoBHEN N TOMY nogobHoe.

Quake .md2 u .md3 - geno B TOM, 4TO MoAenun 3Tux ¢opMaToB
AHMMUPYIOTCA MOKaapoBO, T.e. YTobbl MPOrpaMMHO aHUMUPOBATbL TaKyto
mogenb u3 nog GLScene npuaéTtcsi NponUCbIBaTb MOJSIOXEHUE KaXKaoMn
BEPLWNHbI Mewa no BpeMeHU. YToObl peanm3oBaTb Takoe co 100
NONIMIOHANbHOW MoAesnibio NpUAETCSA NPONMUCbIBaTb MNOMOXEHUE CTa ToYeK
A8 OQHOrO K/AKYEBOro Kajapa, Uin UCnosib30BaTb KaknMe-To afropuTMmbl,
npocymTbiBaowme BCE 3TO Aeno. KOHEeYHO ecnm Bbl He XOTuTe
BMelwunBaTbCaA B aHuMmpoBaHume wun3 nog GLScene, TO MOXHO MPOCTO
co3paTtb 6a3oBble aHMMaUmu 6era, NpbbkKa U BCE Takoe, U HacnaxaaTbCs
nedonTtoMm. Ho Te, KTo cobupaeTcs pa3BuBaTb CBOW NMPOEKT OCHOBbLIBASICh
Ha Mozensax Quake .md2 n .md3 MOryT NOTepsATb TakMe NpenmmyLecTea
KaK CKpUNTOBbIE CLUEHbl Ha ABUMXXKE Urpbl (KTO He npeacTaBsieT 0 YéM 1,
nouvrpamnte cepuio Silent Hill, nnm Metal Gear).

Half-Life dopmMmar *.smd - cogepxuTt B (parvne camy Moaesib B BuAe

CeTkM Mew un eé ckenet. CkeneTHass aHMMauMUs OTKpPbIBAeT HOBble
FOPU30HTbl aHMMauUMM WUIFPOBOro rnepcoHaxa. Wcnonb3ys CKeneTHyr
aHMMauuo, Mbl He orpaHnmymBaeM cebss KOMYECTBOM T[OJIMFOHOB B
Mogenun, T.K. BCe BeplWHbl Mewa TMnpuBsA3aHbl K CKenety wu npu
NporpaMHOM aHMMaLUuKM Mbl 3a4aéM KOOPAMHATbI TO/IbKO KOCTSIM CKefeTa.
KpoMe TOro, dann *.smd MoOXeT coaepXaTb TOJIbKO aHuMMauuo WU
NOArpY>XaTbCA K YyXe 3arpyXeHHon mMogenn. C noMoubi CKesleTHOM
aHMMauMun npouwe peanusoBaTb (QU3MKY, HanNpumep, Korga Haw
NPOTUBHUK B Urpe, CPa>EHHbIA BbICTPEsIOM, He rnagaeT U Harnos0BUHY
NpOBaJZIMBAETCA B CTEHY, a yhapdeTcd O Heé M OCTaéTcd CcuaeTb, KaK B
peanbHoM obcTtaHoBKe. [la U CKpUNTOBbIE CLEHbl peasin3oBaTb ropasgo
npotyie.

| tygax IPOBATIICK CKBO3k Tak mywme
X i
CTEHY... HEMHOI'0.!)

N




Tak, uTo Bbi6Op Mexay Quake.md2 n .md3 B nonb3y Half-Life *.smd
BMOJIHE OYEBUAEH.

Co3paTb Taky Moaenb MoXxHo B nporpamme MilkShape 3D.
Ham noHapobuTcs:

3d Studio Max c Character studio Smdlexp.dll - nnarvH gnga skcnopTa B
.smd n3 3d Studio Max

Milk Shape 3d - 34 nakeT, pa3paboTaHHbIN cneynanbHO AN
penakTUpOBaHUA UFPOBbIX MOAENEN.

ae B3saTb Mogenn? Ha ctpaHuue http:/poly/google.com

Paccmotpum Mogenb w3 Counter strike VIP.mdl - 2310 <«apxus»,
coZepXxalwun smd ¢ Moaenblo U CKeNeToM, TeKCTYPbl M HECKO/IbKO smd C
pasHbIMM  aHMMaAUUSIMM  OTKOMMNUAMpPOBAHHble B  oauH  dann.
CoOTBETCTBEHHO HaAdo ero obpaTHO AekoMnuaupoBaTb. MHCTannmpyem
Milk Shape 3d u oH gon)xeH BaM NOMOUYb.

1. 3 apxmBa ms3d164.rar 3anyctute setup. Next ....
2. 3anyctute Milk Shape 3d...

3. 3anyctmte <«NOMOWHUK O6bicTpon perunctpauun» MilkShape -
pgcms164.exe

4. Help>about>register
5. BBeauTe napameTpbl perncrpaumm n 3akpomTe

CoBeT: co3manTe nanky, roe 6yayT XpaHUTbCA MOAENW, Hanpumep -
D:/GLScene/Demos/Assets/

3arpy3mte Tyaa VIP.mdl w»n 3anyctute MilkShape. OTtkpounte
Tools>Half-Life>decompile normal HL mdl file, oTkpbiBaeM TOT CaMbIi
VIP. OTMeTbTe TO, UTO Bac nHTeppucyet B okHe MDL Decompile.

Reference - .smd c Moaenbl U CKENEeToM

Sequences - .smd’ MoAenu ¢ aHMMaLUuaMm

Textures — TeKkCTypbl

.QC file — pononHUTENbLHOE ONMCaHne
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| MDL Decompite ;

|¥] Retarence

o] o P Eltrpmrens
Hati-4fe B EdtCCfik... 1 0c Fis
Quake 111 Arena b Comple QC fle...
Unreal Tournament »  Decompile Normal HL MEL Fle... T

Tenepb nmnoptupymnte vip.smd (file>import>Half-Life smd)

Sowmport

I Trizngles
| [7] Skeleton

T | Ok J
OTtmeTbTe Triangles (nonuroHbl camon mozenn) u Skeleton (ckener)

MOXHO pefakTupoBaTb MoAesb U aHMMauuto B camom Milk Shape, Ho 37O
HeynobHo, Beab 3D max 6onee pasHOCTOPOHHUN MNPOAYKT, W
npodeccnoHanbHen. [loaToMy aKcnopTupyeM BCE B 3ds aunn:
File>export>Autodesk 3ds.

CoxpaHuM ¢dann 3ds B ToOW Xxe nanke, rae n smd.

l Autodesk 3DS Exporter Options I
Filename
D:\devivip\vip 3ds EJ
Export Oplions
[V Meshes
[“] Matenals
l OK l [ Cancel I

3akpouTe nporpammy Milk shape n nepengmnte B 3D Max. lNepepn 3anyckoM
nonoxute B 3dmax42plugins aupektoputo smdlexp.dll dann w3
smdlexp42.zip apxuBa. 3TO AaCT HaM BO3MOXHOCTb 3KCMOPTMPOBATb
HaluX Mewun co3aaHHblie B 3d max e B dopmaT .smd.

3anyctute u nmnoptupymnte Haw 3ds (file>import), Ha Bce Bonpockl 3D
Max oTBeTbTe Yes.

~ Do you wark toc Do you want to set the current animation length to match
the animation length stored in the 305 File?
& Mergs obgacts with custent scene kit

~ Complataly teplacs curtent scene [ B | Her |
¥ Convert units

L




Mogenb VIP noBopadmBaeM M pasMewaeMm nocepeamHe cueHbl. MOXHO
HaTAHYTb Ha Hero TeKCTypbl — AN 3TOr0 HaAo Ha)kaTb Ha Knasuwy «M»
n nosasutca Material editor.

[o i fi L VR e

1o |If fond
21;; [EE@ %)

B Adcb Phetestop P
p Vb

S
L)
Compoces
(]
okt
8T Meix
& Coadard
I Gradhand Flamg
Mt
Vs
L
B Nooe
& Oupa
dParxmie
B Patche VB
I Pede Matle
& Pl
B Rapace
W Relnct Rt
& RGE Mukgw
& PGE Tar
& ke
& Specin
-mcaa

1. YKaxute MbILLIOM MaTepuan, KOTopbin byaete penaktmposaTh

2. Diffuse oTBe4daeT 3a wu3o0bpaxeHue, LWENKHUTE MO MaJIEHbKOW
KHOMoOYKe psSAoM C HUM

3. CTaBbTe OTMETKY Ha co34aHWe HOBOro Matepuana

4. MNMpoeepbTe, YTObbI 0TOOpaxkanocb BCE

5. Tak Kak Ans HanoxeHunsa 6yaeT Mcnosb3oBaTbCA KapTUHKa, KOTopas
pacrnakoBanacb npu gekomnunsaumm mdl, To aBaxkabl WeNKHUTE No
Haganucu bitmap n oTKpomnTe B NPpOBOAHMKE hewsvip.bmp
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TakuMm xe obpa3om co3ganTe BTOpoM MaTepuman wn3 head2.bmp un
nepeTtawnTe TEeKCTYpbl HA MoAesnb Ty/NOBULE K TY/I0BULLY, a rOJI0OBY,
COOTBETCTBEHHO, K rosioBe.

l
@ F YT BEOO|E

rim) »

o nix 2le wio(@iTe

|

UYTobbl TekcTypbl oOTObpaxkanucb B OKHe «[lepCcnekTuBbl» HaAo
cneanTb, YTOObI B NapaMeTpax MaTtepuana bbina HaxaTa NMUKTorpaMka
KybuKa C walwevykamu.

[onoBa U TynoBuwe Yy Hac OTAENIbHO, T.e. UX MOXHO NepeMellaTtb
OTAEeNbHO ApPYr OT Apyra, HO 3TO He o4YeHb yaobHO, MO3TOMY Mbl UX
coegnHmnM. CHadana npeobpasyem BCE 2310 B Editable poly
(penakTnpyeMmble nonuroHbl). ObBeanTe BCE BMecTe U KIAUKHUTE
NpaBoOW KHOMKOW MbIWKN BblAeNeHHYI0 061aCTb, B KOHTEKTCTHOM MEHIO
yKkaxute convert to>editable poly. Tenepb coegnHnte nx. Boilbepute
4YTO-TO OAHO, OTKpouTe Bknaaky Modify (MoauduumposaTb), TaM eCTb
KHonka Attach (npucoegnHuTb), OTMETbTE €€ MbIWKOW, a MNOTOM
YKaXuTe, 4YTo Bbl XOTUTE MPUCOeANHUTb (B HAlUEM cnydyae BTOPYHO,
HeBblOpaHHYO nonoBuHy). Ecnn 3D Max nonpocut p[ob6aBuTb
MaTepuasnbl, TO B OTKPbIBAOLWEMCS CMUCKE X Haao A06aBuUThb.



B pexxnme Editable poly aoctynHo ynpasneHue BeplunHamu (Toukamm),
NOSINFTOHaMM U NOCPEACTBOM 3TOM0 MOXHO OTpeAaKTUpoaTb ModeNb A0
HY>XHOro o6béma.

Tenepb NONy4YeHHble  MOoAenn  AaHHoro  dopMata  MOXHO
ncnone3oBaTtb B GLScene vnun apyrux rpadmyeckmns ABUXKKaX.




JAHJAIA®T C TEPPPEHHOM

OaunH 13 cnocobos co3aaHusa naHawadTa NOBEPXHOCTU 3EMNN — 3TO
ncnono3oBaHne obvekta GLTerrainRenderer (13 Habopa Mesh
objects). OcobeHHocTbto GLTerrainRenderer saBnserca TO, 4YTO OH
nogaep>XXuBaeT HEKOTOopble TEXHONOMMM onTuMulaunun, Takme kak ROAM
n LOD. OagHako o0bbl4HO yauwe ncnonblyetcsa GLFreeForm, T. K. OH uMeeT
pa3BuUTble CpeacTBa NPOBEPKN NepeceyeHnn U B HEM MOXHO XPaHWUTb He
TONIbKO O4HY NMOBEPXHOCTb, HO U 34aHUS, AepeBbs N Apyrue o6beKThbl.

MoBepXHOCTb CO34aeTcsl U3 NPSAMOYrosibHOM MJIOCKOCTU, pa3buTtomn
Ha MHOXECTBO TpeyroJibHUMKOB MO TUMNY CeTKWU. 3aTeM Yy3/bl 3TOW CETKMU
MOAHMMAIOTCS Ha HY>XXHYI0 BbICOTY, KOTOpYto GLTerrainRenderer nony4yaeTt

n3 komnoHeHtoB HDS (Height Data Source) ¢ Bknagkm GLScene HDS.
HD%

CaMbIM pacnpocTpaHeHHbIM 1 yao6HbIM aBnseTca GLBitmapHDS ke .

GLBitmapHDS

PaboTaeT OH TaK: B Hero 3arpyxaeTtcs um3obpaxeHne B OTTeHKaX
ceporo penbeda, NnpyMyeM 4YeM CBeT/Iee NUKCcenb KapTbl, TEM Bblille byaeT
COOTBETCTBYHOLWAa eMy Todyka. 3ateM GLTerrainRenderer co3paér
NOBEPXHOCTb MO 3TOMY U3006paxkeHuto.

Co3aaaMM NOBEPXHOCTb NMPOrpaMMHO:

// MaKcnMasbHblit pasMep KapTbi:
GLBitmapHDS1.MaxPoolSize:=8%*1024*1024;
GLBitmapHDS1.Picture.LoadFromFile('kapTa_penbeda.bmp');
GLTerrainRendererl.HeightDataSource:=GLBitmapHDS1;

GLTerrainRendererl.Material.Texture.Image.LoadFromFile('dann
TEKCTypbl');

GLTerrainRendererl.Material. Texture.Enabled: =true;

// MoBepHeM Terrain, 4Tobbl 3eMnsl 6bls1a FrOPU30OHTaNIbHON:

GLTerrainRendererl.Direction.SetVector(0,1,0);
GLTerrainRendererl.Up.SetVector(0,0,1);
GLTerrainRendererl.Scale.SetVector(1,1,0.02);

GLTerrainRenderer co3zgaet 6eCKOHEYHO MPOTSXKEHHbLIM NaHawadT.
Ecnn HeobxoomMo oOrpaHnuynTb pasMep KapTbl, MOCTaBbTe CBOWCTBO
InfiniteWrap o6bekta GLBitmapHDS B 3HaueHue False.



GLTerrainRenderer u GLFreeForm

PaccMoTpuM NpuMep NpoeKkTa, CO34aBaeMoro B pexmme gesamH Tamm
GLScene.

JlaHawadT 1 HaBuraums No Hemy:
[ eMOHCTPaLUMOHHbIN NPOEKT.

MoMecTnte Ha ¢opMy KOMMNOHeHThl: GLScene, GLSceneViever,
GLCadancer, GLBitmapHDS.

Co3paunTe kamepy. B Position ykaxuTte - 0,6,0.
Co3pante NCToYHKUK ceeTa. B Position - 0,5,0.

Co3panTe KapTy BbICOT. B faHHOM cniyyae 3TO Hebosiblon YepHo-6enbin
PUCYHOK Ha KOTOPOM HapucoBaHbl IMHMU(MOXeTe HapncoBaTb B 0ObIYHOM
Paint). YeM cBeTnee nuHua, Tem 6onbLle BbICOTA.

3arpy3nTe AaHHbIM PUCYHOK B KOMMOHeHT GLBitmapHSD uepe3 KHOMKMU
Picture, Load.

3angnte B GLScene n pobaebTe 06bekT TerrainRenderrer(AddObject-
>Mesh objects->Terrain Renderer).

B cesoncTtee HeightDataSource ykaxunte GLBitmapHDS1.

Direction - 0,1,0 - 3To caenaeT NOBEPXHOCTb FOPWU3OHTAsIbLHOW, @ He
BEPTUKANbHON.

B Scale 1,1,1.

Tenepb caenaem NMOBEPXHOCTb HE TakKOW CKYYHOW. 3anamTe B CBOWCTBO
Material->Texture. 3arpy3nTte M3 CcBOeM KApPTUHKW TpaBy, WM 4YTO BaM
TaM HYXHO. Yb6epuTte ranouky c Disabled. Ok. JlaHawadT rotos.

Ecnn ucnonb3yeTe .jpg B uses gobasbte Mmoaynb VCL.Imaging.Jpeg.

YT06bl MFPOK MOI ABUIaTbCS NO AAHHOW TEPPUTOPUN NMOMeCcTUTE Ha PopMy
2 koMnoHeHTa: GLNavigator n GlUserlInterface.

B GLNavigator->MovingObject BbibepuTe KaMepy - 06beKT KOTOPbIA Mbl
byaem nepemewaThb.



88

B GLUserInterface->GLNavigator - Bbibepute GLNavigatorl. B cBonctse
MouseSpeed yKaXute 4YyBCTBUTE/bHOCTb MbIWK. MOXHO YyKasaTb
3HadeHue 20.

OTtkpounte ceBonctBo Forml -> Form1Create n gonuwmnTte CTpoKy:
GLUserInterfacel.MouselLookActive:=true; 3T0 CKpoeT Kypcop.

B uses nobasbTte Moaynb GLS.Keyboard.

LLlenkHunTe ABaxabl Ha KoMnoHeHTe GLCadencerl n BNMwWnUTE TaKoW KOA:

if IsKeyDown(VK_ESCAPE) then Close;

if IsKeyDown(VK_UP) then GLCameral.Move(10*deltaTime);

if IsKkKeyDown(VK_DOWN) then GLCameral.Move(-10*deltaTime);
if IsKeyDown('VK_LEFT) then GLCameral.Slide(-10*deltaTime);
if IsKkeyDown(VK_DOWN) then GLCameral.Slide(10*deltaTime);
GLUserInterfacel.Mouselook;

GLUserInterfacel.MouseUpdate;

OTO MO3BOJSINT OCYLWECTBAATb HaBMraumio No cueHe cTpesikamun n aenatb
0630p MbILIKON.

B wutore pabotbl Cc aAByMsa knaccamm o06bektoB GLScene -
GLTerainRenderer n GLFreeForm ctout oTMeTUTb, 4TO GLFreeForm
obecneynBaetr  60nbLUYIO Npon3BOANUTENBHOCTb FPS. Mouemy?
GLTerrainRenderer pa3pabaTtbiBancad paHblue M 3TO HA/NO0XWNO0 CBOW
oTrne4yaTtok Ha ero paboTy. Bo nepBbiX, Koraa BuaeokapTbl UMenn B
pacnopsi>xeHun eBcero 4 Mb namMaTK, To BeCb flaHAwWadT Tyaa nonpocTy
He noMewancs. Bo BTOpbIX, NpPOM3BOAUTENBLHOCTb BuUAeoKapT 6bina
AOBO/IbHO HMU3Kas NO CPABHEHMIO C NPOU3BOANTENIbHOCTbIO LEHTPaNbHbIX
NpoLEeCcCOpoOB N NMPUXOANIOCL OTNPABAATb TyAa AaHHble Ha 06paboTky. B
TpeTbUX, CKOPOCTb Mepefaym un3 BUAEOKAPTbl K OCTaslbHbIM 4acTaM
KoMnbloTepa M obpaTHO 6blla HU3KOW, OAHAKO AenaTb 3TO BCE paBHO
6b1710 BbIrOAHEE B NslaHe NpoOM3BOAUTENbHOCTH.

3ateM cuTyaumss u3MeHunacb: O06BLEM NaMATUM Ha BuaeoKapTax
Tenepb ucuucnaetca rmrabantamm M Npou3BOAUTENBbHOCTb BUAEOKAPT
3HAUYMUTENIbHO NMPEBOCXOAMNT MOLLHOCTU LLEeHTpasibHOro npoueccopa o4HOro
LLeHOBOro Amano3oHa. Ho ckopocTb nepegayun gaHHbix 3 GPU B CPU, K
Apyrum 6nokaM KoMmnbloTepa U 06paTHO 3HAUUTENBbHO HE YyBenn4mnaco.
CnepnoBaTenbHO, 4YTOObI 3 PeKTNBHO MCMNOJIb30BaTb pecypchbl
KoMnbtoTepa HeobxoaMMo oOCTaBuTb AdaHHble Ha GPU wmn Tam Xxe
npomnssoanTb 06paboTky. MIMeHHO Tak un genaet GLFreeForm. EcTb u



MeHee 3HaunTenbHble ocobeHHoCTU GLFreeForm, HO OHU TOXe roBOpsT B
ero nonb3ay.

OaHoOM M3 Takux o0ocobeHHOCTeEn 4dBNSAEeTCS  WUCNOJSIb30BaHUe
TexHonornm Octree. C eé NOMOLLbIO MOXHO Jlerko oTOpOCUTb HEBUAMMbIE
yacTn naHawadgTa. Ewé oagHa ocobeHHOCTb - 3TO BO3MOXHOCTb 3arpy3Kku
CO34aHHbIX B NMpodeccuoHanbHbIX peaakTopax 34 Moaenen. Tam nerko
MOXHO C034aTb NaHAawadT no TOW Xe KapTe BbICOT U, Hanpumep, cpasy
MOMECTUTb Ha HEro COOPY>XXEeHUSA U PaCTUTENbHOCTb, YTO YAOHOHO.

B HacToslee BpeMs cywecTBYeT anbTepHaTMBHAs BepCUs Kacca
TGLTerrainRenderer - 3T0 TGLVBOTerrainRenderer, KOTOpPbIN
ncnonb3lyer An8 Busyanmsauumm naHgwadrta 6bydepa BepLUMHHbIX
MacCMBOB M  JIMWEH  HEKOTOpbIX HeaoCTaTKoB. EAWMHCTBEHHbLIM
HeAOCTAaTKOM WUCMOSIb3yeMOro anropmtMa sBNsieTcs TO, 4YTO B HEM He
NpoBOANTCS BOO6LLE HMKAKMX ONTUMU3ALMK NPU OTPUCOBKE.

Ha 3aMeTKy.

YTob6bl KaMepa He npoBanmMBanacb HUXe TeppenHa, T.e. don't drop
through terrain, MeHaNTe NO3ULUMIO KaMepbl NpU HaBuUraumm cneayowmm
obpasomM -

Camera.Position.Y := GLTerrainRendererl.InterpolatedHeight(AsVector) + CameraHeight;

TaknM ke 06pa3oM MOXXHO MEHATb NO3MUKMIO KaMepbl NMPY HaBuUrauum
no naHawadTy Tmna Mew nnu dppun dopm TGLFreeForm.



GLCustomHDS
Koa, KOTOpbIM HaknaabiBaeT TeKCTypy, COAEPXUTCS B MeToae
HDS

StartPreparingData o6bekta GLCustomHDS ==, [MpuMep ncnonb3oBaHUS
GLCustomHDS M0>XHO NoCcMOTpeTbL B nanke

https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/
meshes/synthterr/


https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/meshes/synthterr/
https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/meshes/synthterr/
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CO3JAHUE HEBA U ATMOC®EPDBI

B komnoHeHT GLScene BKNHOYEHbI cheuyuasnibHble 06bekTbl AN
pucoBaHuns Heba: GLSkyDome # 6 GLEarthSkyDome #, GLSkyBox
GLAtmosphere. Bce oHn HaxoaaTca rpynne Environment objects.

MATEPHUAJIBI U TEKCTYPbI

[laHHas rnaBa ONuCbIBaeT KakK CO3aBaTb Matepuanbl U TEKCTYPbI,
NCNOJSb3Yys BM3YyalbHble KOMNOHEHTbI GLScene, B AM3aliH U paHTanMe.

YTo TaKkoe MaTepHaJ U TeKCcTypa?

Ecnn y obbekta ectb cBoWCTBO Material, To eMy MOXHO 3a4aTb
pasfindHble NapaMeTpbl MaTepuana, TakuMe KakK UBEeT, MNpO3payHOCTb,
TEKCTypa U T. 4. DTO CBONCTBO eCTb NOYTU Yy BCeX 06bEKTOB, B TOM UuCne
y GLCube, GLSphere, GLFreeForm u y MHOrmMx, MHOrmMx Apyrux.
LLlenkHUTe ABa pa3a no cBoucTBy Material n oTkpoetcss okHo Material
Editor ona yaobHoOM HacCTpOMKKN pasfiMyHbIX CBOWCTB.

Material Editor =

EFrunt i Back I Te:-ctulel —h atenal Presviews
Shininess Sttt ID— IEube ;”Dn a pattem hackgmund;l
o

FPolygon mode IprnFiII vI
B :obient | Diffusel B Emissionl B Spec:ularl

Red &_ |51
_____ __eeee—

Green — |51_
7 |

Blue — =1

Alpha I ] I
4 A']DDD

Blending Mode | brmOpaque ;I

o OF x Cancel |

MaTepunan B noHMMaHum GLScene — 3To KoHTenHep ansa OpenGL-
XapaKTepuCTUK MaTepuana u TeKCTypbl. [anee noa «MaTtepuasioMm» Mbl
byaeM noHuMaTb 3TO onpeaeneHusi. PaccmoTpum knacc TGLMaterial
noapobHee.

CBovicTBO OnuncaHune

FrontProperties XapakTepusyetr uBeTa ob6bekTa (paccesiHHbIN,
OTPaXeHHbIn W Ap. ) Tex rpaHen o06bekTa,
HOpManM KOTOPbIX MOBEPHYTbl B  CTOPOHY
Habnwaatens.




BackProperties AHANOrM4yHo ANsa rpaHewn, HanpaslEeHHbIX OT
Habnoaatensa. OHWM MoryT ObiTb BUAHLI, KOrAaa
FaceCulling = false n Bknto4yeHa npo3payvyHOCTb.

Texture [MapamMeTpbl TEKCTYpPbI

BlendingMode PexnMm npo3padyHoCcTn obbekTa (Kak OH byaet
HaknaablBaTbCs Ha Apyrue)

BlendingParameters | [NapaMeTpbl Npo3pa4yHOCTN 06bEKTa

DepthProperties MapameTpbl, Kacawwmecs noseaeHnss obbekTa
npun copTnpoBKke No rnybuHe

FaceCulling PeXxuM oTceyeHnss HeBUAUMbIX rpaHen (byaet/He
byanet/kak B GLSceneViewer.Buffer)

PolygonMode YnpaBngeTr pexuMoM oTobpaxeHunsa rpaHen.
MoxeT NpUHUMATb 3HAYEHUS:

pmFill — 06bIyHbIN pexnM (NO0 YMONYaHUID);
pmLines — pucytoTcsa ToNbkKo pebpa;

pmPoints — pucytoTcs TONbKO BEPLUNHbI.

TextureEx KoHTenHep ANns  AOMOMAHUTENbHbIX  TEKCTYyp,
KOTOpble MOXHO WCNONb30BaTb KakK anbdy,
TEKCTYpy Aetanen mn T. n. OCHOBHAas Xe TeKCcTypa
310 Texture.

MaterialOptions Ewe oagHWM napameTpbl MaTtepuana. Moxer
coaepXXaTb 3HA4YeHud:

molIgnoreFog — TymMaH He 6yaeT BAUATb Ha
y4yacTKMN C 3TUM MaTepuanom;

moNoLighting — Ha maTepunan He 6byaeTt BAnATb
oCBelleHue.

Nx cTonT BKJKOYATL  AS4 HUD-o6bekTOB
(aneMeHTOB MHTEpdenca).

FrontProperties u BackProperties

3aMeyaHue. NogpobHee cM. cneundukaumnto OpenGL, pasaen «Colors and
Coloring»

http://khronos.org/registry/gles/specs/2.0/es_cm_spec_2.0.24.pdf


http://khronos.org/registry/gles/specs/2.0/es_cm_spec_2.0.24.pdf

B Hauane paccMoTpuM, Kak 3agaeTtcsa uset B GLScene (n OpenGL).
LiBeT B GLScene, kak 06bl4HO, 3apaetca B npocTtpaHcTtBe RGB (kak
KoMbuHauusa Tpex 6a30BbiX LBETOB — KpPACHOro, 3€/IeHOr0 U CUHEero
COOTBETCTBEHHO) C yKasaHumeM npo3padHoctn (alpha-kaHan). OgHako, B
OT/In4Me OT rpapuyecKnX peaakTopoB, B KOTOPbIX 3T KOMMNOHEHTbI MOIyT
NpMHUMaTb Uenble 3HavyeHus oT 0 fo 255, 3aeck oHn aBnaoTca ApOoObHbIMUK
n naeHaTca ot 0 go 1. Ang XxpaHeHus uBeTa UCNoJIb3yeTCs NOXO0XUW Ha
TGLCoordinates Tun TGLColor.

Tenepb paccMmoTpuMm cobctBeHHO cBonctBa FrontProperties u
BackProperties.

Ambient: xapakTepusyeTr okpyxarowmmn ob6bvekT ((HPOHOBLIN) LBET,
npuyeMm pesynbTaT 3aBUCcUT OT cBomcte Ambient nctouHmnka ceeta u
GLSceneViewer’a.

®oHOBbIN CBET — 3TO CBEeT, KOTOpbl HACTO/IbKO W30TPOMHO
pacnpocTpaHsaeTcs B cpeae (cpeav npeamMeToB, CTEH M TakK Aanee), yTto
ero HanpaBJ/ieHne onpeaennTb HEBO3MOXHO — KaXeTCsl, YTO OH UCXoAUT
oToBctoAy. JlTaMna AHEBHOro ceeTa nmeeT 60/1bLon POHOBLIN KOMMOHEHT,
NOCKO/IbKY 60sbllas 4aCcTb CBETa, AOCTUIraloLLero Ballero rnasa, cHa4vana
OoTpaXkaeTca OT MHOXeCTBa MOBEPXHOCTEN. YNWYHbIN (POHapb MMeeT
ManeHbKNn (OHOBbLIN KOMMOHEHT: 6oNnbluasi 4YacTb ero cBeTa WMAET B
OAHOM HanpaBfeHUN, KpOMe TOro, MOCKOJSIbKY OH HaXoAWUTCS Ha ynauue,
o4yeHb Hebosbllas 4YacTb CBeTa nonagaeT BaM B I/la3a rnocne Toro, Kak
oTpa3nTca oT apyrmx ob6bekTtoB. Korga ¢OHOBbIM CBEeT NajaeT Ha
NOBEPXHOCTb, TO OH paBHOMEPHO pacrnpocTpaHsieTCs BO BCex
HanpaBneHusX.

Diffuse: cBeT, paccemBaeMbin 06beKkTOM. Pe3ynbTaT 3aBUCUT OT
ceoncta Diffuse wucrtouHuka. Hanpumep, ecnn obbekt c Diffuse =
(0;1;1) (ronybon uBeT) OCBETUTb AOMNOSHUTENbHBIM K HEMY KpPAaCHbIM
(1;0;0) cBeTOM, TO B pe3ynbTaTte 06bekT byaeT YepHbIM, T. K. HQ HEro He
nagaeT CBET, KOTOPbIM OH MOXET paccesaTb (OH UM norsowaeTcs).

Korpa cBeT ecnu nagaeTr Ha NMOBEPXHOCTb NOA MNPSMbIM YrioM, TO
MHTEHCUBHOCTb paccesiHHOro ceeta byaer Hanbonbllen, ecnm XXe OH ee
NVWb BCKOMb3b KacaeTcsd, TO pacCenmBaTbCs MOYTU HUYEro He byaer, u
NoOBEPXHOCTb byaeT Tycknon. [locne nageHnUss U paccemBaHUs CBET
pacnpeaensercsa oAMHaKoBO BO BCEX HANpPaBiEHUNAX, TO €CTb ero spKoCTb
OAMHaKoBa, BHE 3aBUCUMOCTM OT TOFO, C KaKOW CTOPOHbI Bbl CMOTPUTE Ha
NOBEPXHOCTb. BeposaTHo, ntobon cCBeT, UCXoAsAWMM N3 onpeaeneHHoro
HanpaBAEHUS NN NMONOXEHUSA, nMeeT ANDEDY3HbIN KOMMOHEHT.



PacyeT MHTEHCUBHOCTM AN EPY3HOro CBeTa BbIrNSAUT TakK:
I=Kd*Id*(N*L)
Kd — uBeT matepuana
I — MHTEHCUMBHOCTb OCBeELLEHUS
N — HopManb K noBepxHOCTU (BEKTOP)
L — nonoxeHne NCToyHmnka ceeta (BeKTop)

Emission: uncnyckaembln 06bekToM cBeT. [laXxe B OTCYyTCTBME
NO6bIX UCTOYHUKOB CBeTa 0b6beKkT byaeT MMeTb MMEHHO 3TOT uBeT (HO
aApyrmne obbekTbl oCcBelwaTb, eCTeCTBEHHO, He byaerT).

Specular: oTpaxeHHbIN (3epKasibHbIK) CBeT. Pe3ynbTaT 3aBUCUT OT
Specular ucrtodyHuka ceeTta. Ona Buammoro sddekta y obbekta u
MCTOYHMKA CBETa A0J/IKHO 6bITb XOTb OAUH 06NN HEHYNEBOWN KOMIMOHEHT
uBeta. 3putenbHo 06bekT ¢ Emission (0;0;1) (CMHMI) BbIrMSAUT TOYHO
Tak Xe, kak c Specular (0;0;1) B cBeTe ncrouHuka c Specular (0;0;1).

OTpaxeHHbI CBET, B OT/INYME OT nNpeabiaywmx, WUCXoauT B
onpeaenieHHOM HarnpaB/ieHUMU, 3aBUCSILLLEM OT HOPManu K NOBEPXHOCTU U
HanpaBneHus Nagatouwero ceeta (yron naaeHust paBeH yrny oTpaxeHus).
Mpn oTpaxxeHun xopowo CHOKYCMPOBAHHOINO Ja3epHOro naydya oT
KauyecTBEHHOIo 3epkasia nponcxoauTt noytn 100 npoLEeHTHOe 3epKasibHoe
oTpaxkeHue. bnectawmi MeTanl WM NAACTUK  MMEET  BbICOKWUIA
3epKalibHbl1 KOMMOHEHT, @ KYCOK KOBpa WM NJloLweBas UrpyLLKa HET.

Shininess: xapakTtepusyetr 6neck obbekta (MHTEHCMBHOCTb
OTPa>XeHHOro CBeTa).

MoopobHHee O NepeyvYncneHHbIX XapaKTepucTuKax pacckasblBaeTcs
B rnase 39 «llengepbl GLSL. Wcnonb3oBaHne 6e3 KOMMOHEHTOB.
NMnkcenbHoe ocBeleHne Ambient + Diffuse + Specular no ®oHry».

Tekctypa

Ceoncteo Texture oTBevaeT 3a CaMy TEKCTYpy U €€ HaACTpPOMKMWU.
OpenGL 4acTo paccMaTpmBaeT TEKCTYpy He B LesioM, a no nukcensm. B
3TOM C/ly4yae KaxAblh MUKcenb UMeeT CBOM (opMaT XpaHeHus, 4daue
Bcero RGB nnn RGBA (RGB + Alpha). B npoctenwem cny4yae TeKCTypy
MOXHO HaTSHYTb Ha 06beKT B runtime Tak:

GLCubel.Material. Texture.Image.LoadFromFile('image.bmp’);
GLCubel.Material. Texture.Disabled: =false;



B design time Hy>XHO npoaenaTtb, MO CyTW, TOXE CaMoe: HaXaTb Ha
MHOroTo4ymne Bo3ne ceomcrea Image, BbibpaTb n3obpaxkeHne n He 3abbITb
Ha3HaunTb Disabled B False.

3aMeuaHue. OaHako B design time 3arpy)aTb TEKCTYPY HeXenaTesbHOo
OHa ByZeT XpaHUTbCA B eXe NpoekTa 6e3 cxkaTus U, BO-NepBbIX, 3aHUMaTb
N3JTNLLIHE MHOIO MECTa, @ BO-BTOPbIX, TOPMO3UTb KOMMUNATOP.

YuTtuTe, ecnu Bbl UCNOJSb3yeTe TeKCTypy He B opmatax bmp, wmf, emf
MNN iCO, TO HYXHO MOAK/IIYUTb COOTBETCTBYHOLWMA QopMmaTy danna
Moay/b.

B Tabnuue Huxe npmMBeaeHo onucaHne noaaepXmBaemMbix dopMaToB.

Ha3BaH | lNoaxkiroyaembin OnucaHune ¢opmarta

mne moA4y/ib

¢popma

Ta

BMP GLS.FileBMP Ob6Lwen3BecTHbIN dopmaT XpaHeHund
rpaukun. MoaBuncs Ha 3ape
KOMMbOTEPHOW apbl n Ao CUX
NOBCEMECTHO NCMNOSb3YyeTCH. Cnoso
buTMman (bitmap) HenocpeaCTBEHHO
CBA3aHO C 3TuM dopmMaTom. CaMmbln
KUPHbIN» dopMaT, T. K. He CXMUMaeT
AaHHblE.

ICO — dopMaT, UCnosb3yeMbln 4519 3HAYKOB.

WMF — BekTopHbIN popMaT, pacwndpoBbIBaeTCcH
kak Windows Metafile.

EMF — YnydweHHbln WMF (Enhanced Metafile).
®anmnel EMF  komnakT-Hee  daunnos
dopmMaTa-npeawecCTBEHHMKA MPUMEPHO B
ABa pasa.

PNG GLS.FilePNG Ncnonb3yeT cxaTtume 6es3 noTepb,
noaaep>XxueaeT anbda-KaHarn.

JPEG/] |Vcl.Imaging.JPEG |Wcnonb3yeT c©xaTtue C NOTepsMU, HO

PG n GLS.FileJPEG MO3BOJIAET perynpoBaTb KadecTtBo. [daxe
NMpuM BbLICOKOM KayecTBe U OTCYTCTBUMU
3aMeTHbIX apTtedaKkToB dann
YMEHbLLUAEeTCA O4YeHb CyLlecTBeHHOo. [nd




paboTbl ¢ OpMaAaTOM MOXHO MNOAK/OYATb
moayne JPEG n3 ctaHaapTHOM MOCTaBKU
RAD Studio. Takxe CTOUT 3aMeTUTb, UYTO B
GLScene cywectsyeT moaynb GLFileJPEG,
KOTOPbIA OTNMYaeTcss OT CTaHAapTHOro
JPEG TeM, 4yTo OH, BO-NEepBbIX,
KpoccnnaTtopMeHHbIN, @ BO-BTOPbIX, B
HEM MOXHO MONY4YUTb AOCTYN K MaCCUBY
nuKcenew.

GLFileJPEG MCNOJ/Ib30BaTb npu
NOAK/THOYEHHOM Moayne
TGLCompositeImage!

PGM

GLS.FilePGM

B aTOM (popMaTe MOXHO XpPaHWUTb TOJIbKO
PUCYHKM B OTTEHKAaX ceporo useta. MimeeTt
NPOCTYO CTPYKTYpy, 4TO nNo3BONSET
pefaktmposatb Gawnel PGM  paxe
6/1OKHOTOM.

DDS

GLS.FileDDS

Formats.DDSImag
e

Microsoft Direct Draw Surface — apxwus,
coAepXalluun oaHy TekcTtypy. dopmat 6bu
pa3pabotaH anga DirectX SDK ewé npwu
DirectX 3, HO cen4yac wucnonb3yeTcs
noscemectHo. [ogaepxuBaetr alpha-
KaHanbl. OCyLlecTBASET CKaTne TEKCTYpbI
B 3 — 8 pa3 bnaroasps MexaHusmy S3
Texture Compression (ero wuHorga
HasbiBalT ewé DXTn wunm DXTC).
MpouynTtath 06 3TOM dopMaTe MOXHO
34ecb:  http://en.wikipedia.org/wiki/DXT1, o
MpUMEHeHUn B OpenGL 34ecChb:
opengl.gamedev.ru/articles/?id=113&page=3.
Moaynb DDSImage MOXeT OoCyLeCcTBATb
BbleMKY  MunMman  YpOBHEW, 4uTaTb
Kybunueckme TeKCTypbl U WCMNOAb30BaTb
cxaTume.

TGA

GLS.FileTGA

Targa — 3KOHOMHbLIM U KayeCTBEHHbIN
dopmaT ana xpaHeHUsa AaHHbiXx RGBA. 8
BUTHbIE BEPCUM HE NMOAAEPXKMBAOTCS, NpU
nonbITKE 3arpy3nTb TaKyk TeKCTypy
nosiBnsetrca owmnbka «Unsupported TGA



http://en.wikipedia.org/wiki/DXT1
http://opengl.gamedev.ru/articles/?id=113&page=3

ImageType». EcTtb BO3MOXHOCTb
ncnonb3osaTtb alpha-kaHan.

HekoTopble CBOMUCTBA TEKCTYP:

Nms

OnuncaHune

BorderColor

3a8aéT uBeT OTCTyna, Wcnosb3ysa @YyHKUUSA
OpenGL glTexParameterfv co BTOPbIM
napametTpom GL_TEXTURE_BORDER_COLOR.

Compression

B OpenGL yacTto mcnonb3yeTtcsa cxaTtue TeKCTyp
ans ANOCTMXKEHNS OnTMManbHOM
NpoOuU3BOAUTENIbHOCTM. Ans NOCTUXEHUSA
Haunyylero KayecTtBa TEKCTypbl  CXKWUMaTb
HexenatenbHo. CBOMCTBO MOXET ObIThb:

tcDefault — 6epeTcs n3
vDefaultTextureCompression, nNo yMOJYAHUIO
tcNone;

tcHighQuality — makcmManbHOe KayecTBO Mnpwu
CXXaTUWN TEKCTYpPbl;

tcHighSpeed — mMakcuManbHOe CxXaTune TEeKCTyp;
tcNone — 6e3 cxaTus;

tcStandard — co coxatmeMm, OpenGL cam
BblbupaeT cnocob.

DepthTextureMode | OTHOCUTCSA K TeKCTypaM rnybuHbl U OTBeYaeT 3a
To, Kak 6yayT paccMaTpuBaTbCs  AaHHbIE.
AKTUBU3NPYETCA MNPU  HaANU4MM  pacCllNpPEHUS
GL_ARB_depth_texture nnn OpenGL 1.3. MoxeT
6bITb
dtmAlpha — paccmaTpuBaeTtca kak alpha.
dtmIntensity — paccMaTpumBaeTcs KakK
MHTEHCUBHOCTb.
dtmLuminance — paccMmaTpumBaeTcs  Kak
SAPKOCTb.

Disabled Ecnn yctaHoBneHo B True (No yMon4aHuio), TO

TEKCTYpa He 6yaeT oTobpa)aTbCsA. Y HOBUUKOB




4aCTO BO3HMKAT MNpobneMbl C TEM, YTO OHMU
3abbIBalOT NPO 3TO CBOWCTBO.

EnvColor

3a0aéT  uBeT  OKpyXeHusa  TekcTtypbl. OH
ncnonblyetcs, Tonbko ecnn TextureMode =
tmBlend;

FilteringQuality

3a8aét cnocob dpunbTpaummn. MoxeT 6bITb

tfIsotropic — 6unnHenHasa punbTpaums;

tfAnisotropic — aHusoTponHas dunbTpauus,
Bbl6Op 3TOro pexmmMa BO3MOXEH TOJIbKO MNpwu
HaIN4unmn paclnpeHuns

GL_EXT_texture_filter_anisotropic, koTopoe ecTb
NOYTN Ha BCEX BuAaeoKapTax.

C Toukm 3peHnsa OpenGL, 3a Bblibop MeToaa
dunbTpaumm oteevaeT pyHkumsa glTexParameteri,
Haxoaswasics B GLTexture.pas. NoapobHee 0 TOM,
YTO TakKoe TeKCTypHasa d@uabTpauna MoxeTe
npoynTaTb 34€eCb:
http://steps3d.narod.ru/tutorials/sampling-tutorial.html.

Image 30ecb  XpaHUTCA  COBCTBEHHO  M306paxkeHue
TECTypbl.
ImageAlpha OTBeyaeT 3a TO, KakKnuM o0bpa3oM paccumUTbIBaATCS

anba-KaHan Aansa nukcenem mnsobpaxeHus.
MoxeT 6bITb

tiaAlphaFromlIntensity — NPO3pPavYHOCTb
6epéTca N3 MHTEHCMBHOCTMH;

tiaBottomRightPointColorTransparent —
LBET NpaBOro HWXXHero nukcens wnsobpaxxeHus
CTAHOBUTCHA NPO3PaAYHbIM;

tiaDefault — wucnonb3syetca  alpha-kaHan
n3o06paxeHuns, ecnm oH ecTb;

tiaOpaque — BCS TEeKCTypa oyaet
Henpo3payHou;

tiaSuperBlackTransparent — npo3payHbIMK
6yayt abcontoTHO 4YepHble yyactkm (RGB 0,0,0).



http://steps3d.narod.ru/tutorials/sampling-tutorial.html

He cTtouT wucnonb3oBatb C jpeg (uBeTa 4yTb
pa3MbIThbl).

tiaLuminance — alpha 6epéTtcsa us apkoctu, T. e.
yeM sipye NUKCenb, TEM OH NpO3payHee;

tiaLuminanceSqrt — T0 Xe, HO 3aBMCUMOCTb
CTerneHHasl, a He NIMHeNHas;

tiaInverseLuminance — TO Xe, 41O W
tiaLuminance, Ho Haob60poT;

tiaInverseLuminanceSqrt — TO Xe, HO
3aBMCUMOCTb CTeneHHas;

ImageBrightness

SApKocTb n3obpaxeHund. Mo ymonyaHuo pasHa 1.

ImageClassName

CopepxuT knacc nsobpaxeHusa. MoxeT 6bITb:

Blank Image — wabnoH TekcTypbl A1s
NporpaMMHOro 3anosHeHust (4epe3 KOMaHAbl
OpenGL). Ecnn BblbpaHO 3TO 3Ha4yeHuMe, TO B
ceoncTtee Image 3anaétcs pasMep wabnoHa.

Persistent Image — o06bi4HOe n3obpaxeHue.
Ero MoxHo 3arpy3unTb B design time, n oHo 6yaeT
XpaHntca B exe-anne. Wcnonb3lyetcs B
60MbWMHCTBE cllyyaes. Mocne 3arpy3Kku
n3obpaxeHne B BMAEONaMATb, OHO OCTAETCHA B
o3Yy.

PicFile Image — noxox Ha Persistent Image u
Tak xe NCNoNb3yeTcs ans 06bIYHbIX
n3obpaxeHunin. OTnnume B ToM, 4TO B design time
MOXHO YyKasaTb WMMS anna, M3 KOTOPOro OHO
byaeT 3arpyXxeHo, TakXxe OHO He ocTaétcs B O3Y.

CubeMap Image — wucnonb3yercs AN LeCTu
TEKCTYpP, KOTOpble ABWXOK cobupaeT B OAHY
Kybuueckyto. Yto Takoe CubeMap, cM. 3paechb:
steps3d.narod.ru/tutorials/cube-map-tutorial.html;

TGLCompositeImage, ecin HyXHO 3arpys3uTb
cubemap wnn 3D TekCTypy, WCMNONb3ynuTe 3TO
3Ha4yeHune.



http://steps3d.narod.ru/tutorials/cube-map-tutorial.html

FloatData Image — n3obpaxeHune, 3agaBaeMmoe
MaCcCMBOM 4ucern.

Dynamic Texture — ?

Procedural Noise — NnporpamMMHo
reHepumpyembin wyMm. B ceBouctBe Image
3a[al0TCA napaMeTpbl WymMa.

ImageGamma

Koppekumnsa sspkocTn u3obpaxxeHnsa A0 TOoro, Kak
OHO b6ypeT nepeaaHo OpenGL. Tak Ha3blBaemas
raMmma-Koppekuma: ru.wikipedia.org/wiki/I amma-
KOppexyus.

MagFilter, MinFilter

OunbTpbl yBennyeHus (yMeHbleHns) — crnocob,
KOTOpbIM TeKCTypa npu HeobxoammocTtun 6byaet
pacTarMBaTbCs (cxumaTbes). Ncnonb3yeTcs
dyHkuma OpenGL glTexParameterXXX. CBOWCTBO
MOXET NPUHMMATb 3HAYEHUS:

malLinear — Ka)kaas TOoYKa FOTOBOIo
n3obpaxeHna 6yaer onpeneneHa Kak cpegHee
B3BELLEHHOEe 4eTblpex Touek, Hanbonee 6IU3KNX
K 9TOM TO4YKe Ha aKpaHe. [1aéT xopollee Ka4vyecTBo,
HO TpebyeT 6onblUue BpeMeHWN ANs pacyéToB.

maNearest —b6yaet MCNO/Ib30BaTbCS
6AMXKanWwmnn aneMeHT TeKCTYpbl Ha 3KpaHe. [aéTt
rpy6bin pe3ynbTaT npwu BbICOKOM
NpON3BOANTENBbHOCTMN.

MappingMode

3a0aéT crnocob reHepaumm TEKCTYPHbIX
KoopaAuHaTt. MoxeT 6bITb:

tmmCubeMapCamera,

tmmCubeMapReflection —  HyXHbl Ans
Kybnuyecknux TeKCTyp. AKTUBUPYIOTCH, TOJIbKO
ecnu noaaep>XmuBaeTcs
GL_ARB_texture_cube_map. BkitoyatoT
aBTOMATUYECKYHO reHepauuio ans KapT
OTpaxeHwus, OT/IM4aloTCH npouenypon

TGLTexture. Apply.



http://ru.wikipedia.org/wiki/Гамма-коррекция
http://ru.wikipedia.org/wiki/Гамма-коррекция

tmmCubeMapNormal, tmmCubeMapLightO
— QaHaNOrM4yHO, HO BKJ/KYAKT aBTOMATUYECKYHO
reHepauuio HopManeun.

tmmEyelinear — nydwe Bcero noaxoauTt Ans
PUCOBAHNS ANHAMUYECKUX KOHTYPHbIX JIMHUMN.

tmmObjectLinear — noaxoauT, ecnm
n3obpaxeHne TeKCTypbl AO/HKHO OCTaBaTbCH
HenoABMXHbIM Ha ABUXYLLeEMCS obbekTe.

tmmSphere — OpenGL 3a4aé€T TeKCTypHble
KOOpAWHATbl, npegnosiarasd, 4YTOo MNOJib30BaTENb
3arpyxaet B Image cdepuyeckyro TeKCTypy
(http://photoground.narod.ru/tutorials01.html).

tmmUser — TeKkCTypa HaknaablBaeTCd Kak
nonano. [llo wvaee, nonb3oBaTenb LOJIXKEH
3a/laBaTb TEKCTYpHble KOOpAWMHAaTbl CaM 4epes
KoMaHAbl OpenGL. 3Ha4yeHne No yMos4YaHuio.

MappingSCoordinat
es

Ncnonb3yeTca ANns py4yHOro 3aAaHust TEKCTYPHbIX
KOOPAMHAT MO roOpU30oHTanNu.

MappingTCoordinat
es

To e no BepTUKanu.

MappingRCoordinat
es

B rpadumke CywecTBylOT TaK Ha3blBaeMble
TPEXMeEpPHbIE TEKCTYPbI, KOTOPble coAgepXaT eLé u
rnybuHy. [laHHOe CBOWMCTBO KakK pa3s WU
ncnonb3yeTcsa AnAs8 pyvyHOro 3agaHus rnybuHbl y
Takmx 3D Tekctyp. OHM  MCNONbL3YHOTCH,
Hanpumep, ans OCYyLLeCcTB/IeHUs volume
rendering.

MappingQCoordinat
es

O6bI4YHO He ncnorn b3yETCA.

NormalMapScale

PaboTaeTr  TONbKO ecnn  TextureFormat:=
tfNormalMap. OtBeuyaeT 3a MacwTabupoBaHue
BbICOTbl, KOTOpOEe TrpUMEHSETCAS B Te4dyeHue
reHepaumm Hopman kapTtbl (normal map) T. e.
KOHTPOJ/Ib MHTEHCMBHOCTU penbeda.

TextureCompareFu
nc

TextureCompareFunc MCnosb3yeTcs Ans
dyHKUMN CpaBHEHUS TNYOUHLI.



http://photoground.narod.ru/tutorials01.html

Mpn peHaepuHre obbekTa YCTaHaBIMBAKOTCS
3HauyeHna Z AN8 KaXaoro nukcena: yem bnuxe
pacnosioXXeH nukcen K HabnwopaTtento, TeEM
MeHblle 3HayeHue BenuuyuHbl Z. [Ana KaXaoro
HOBOIO nmkcena 3HayeHune rNy6uHbI
CpaBHMBAETCA CO 3Ha4yeHWeM, XpaHAawumMca B
bydepe, U NUKcen 3anmcbiBaeTcs B Kaap, TONbKO
eCnn BennYnHa rnybuHbl MeHblle COXpPaHEHHOro
3Ha4YeHunsa

CBoncTBo paboTaeT ToNbKO ecnn TextureFormat
= tFDEPTH_COMPONENTXXX (XXX — 3TO 4YMUC/O) "
MOXET 6bITb:

dcfLequal — cpaBHeHMe npoxoauT, ecnu
rnybuHa 3/1eMeHTa TEKCTYpbI (Bxoasiee
3HaYeHue) MeHble WM paBHO  rnybuHe
XpaHsLerocsd B Z-6ydepe 3HayYeHud;
dcfGequal — TOXe, HO ecnn rnybuHa 6onblue
nnu paBHa rnybuHe B Z-6ydepe;

dcfLess — ecnun MeHblue;
dcfGreater — ecnu 6onblue;

dcfEqual — ecnn Bxogsiwee 3Ha4yeHue paBHO
3Ha4veHuo ryobuHbl B Z-bydepe;

dcfNotequal — ecnu He pasHo.
dcfAlways — Bcerga npoxoaur.

dcfNever — cpaBHeHMe HMKOrAa He NMpoxXoauT.

TextureCompareMo | 3agaét cnocob wundpposaHua (???) 3HaAYEHUN

de rnybuHbl. PaboTtaeT Tonbko ecnu TextureFormat
= tFDEPTH_COMPONENTXXX.

TextureFormat GLScene BHYTpu onepupyeT 32 6uTHbIM RGBA, HO

Bbl MOXeTe onpeaensetr ¢dopMaT XpaHEHUs B
BWAEOMNAMATU U 3TUM COKpaTUTb Heobxoammoe eé
Konimyectso. CBOWCTBO  MOXET  MPUHUMATL
crneayolwmne 3Ha4YeHns

tfAlpha — ncnonb3yetcsa Tonbko 8 6UTHBIN alpha-
KaHan.




tfDefault — ucnonb3yetca 32 6UTHLIN RGBA —
«6azoBbIN>»> opmar.

tfDEPTH_COMPONENTXX — B TeKCTypy Takoro
dopmMaTa 3anucbiBaeTca rnybuHa cueHbl. Hy>XHO
npeunMmylwecteeHHo anga FBO. 3aHumaeTt 16/24/32
ouT.

tfIntensity — 3aHumMaer 8 6uT  Ans
WHTEHCUBHOCTU LBETA.

tfLuminance — ucnonb3dyetcsa 8 GUTHLIN KaHan
SAPKOCTHU

tfLuminanceAlpha — uncnonb3ylTCa KaHan
ApKOCTU M alpha-kaHan, noaTomMy 16 6uT.

tfNormalMap — 24-6uTHas kKapTa HopManew,
KoTopas BbIYNCIAETCS no NCXOLHOMY
n3obpaxeHuto (3arpyxeHHomy B Image).

tfRGB — 3aHuMaeT 24 6uta (No 8 Ha KOMMNOHEHTY)

tfRGB16 — 3aHuMMaeTr 16 6uUT K no3BongeTr
ncnonb3oBatb NO 5 6UT Ha Kaxabin U3 TpEX
usetoB U 1 6uT Ha alpha.

tFRGBA — 3aHuMaeT 32 6uta (no 8 6uT Ha RGB +
Alpha)

tfFRGBA16 — no 4 6uTa Ha KaXAabl KaHa.
tfRGBAFloatl16 — ?
tfRGBAFloat32 — ?

TextureMode

B cnyyae npucyTtcTemus n matepuana (B 4aCTHOCTH,
FrontProperties), n TekcTypbl 6yaeT nponcxoamnTb
MX cMewuBaHme. MWcnonb3yembln AnAs 3TOro
anropuTM 3anaéTcss 3TUM CBOMCTBOM U MOXET
ObIThb:

tmReplace — matepuan urHopupyetcsi, 6epyTcs
TOJIbKO 3HAYEHUS TEKCTYPHhI;

tmDecal — TekcTypa HaknaablBaeTcs Ha
MaTepuan B MPUBbIYHOM MOHUMAHUN:




tmModulate — YMHOXeHune 3Ha4YeHuwn
MaTepuana Ha 3HAaYEeHUNs N3 TEKCTYPbI;

tmBlend — cCMelwmnBaHume 3HAYEeHUn
npuxoasiwiero @parMeHTa CO 3Ha4YeHussMKU Wn3
TEKCTYpPbl, YUUTbIBAs LUBET OKPYXEHUS;

tmAdd — cymMupoBaHune 3Ha4YeHNn maTepmana u
TEKCTYpbl.

B moagyne GLTexture.pas And 3agaHusa BCero 3Toro
ncnonb3lyetca pyHkumna glTexEnvi. Unnoctpauums
(npo3payvHocTb tiaSuperBlackTransparent):

Add Blend Decal Modulate Replace
TextureWrap OTBevaeT 3a BO3MOXHOCTb MOBTOPEHUS TEKCTYpbI
Npu ee HanoXeHmn Ha 60nblWyl MOBEPXHOCTb
(Tak Ha3bIiBaeMbI TaMINHI). MoXeT 6bITb:
twBoth — TannunHr no Bcem HanpasneHUsM.
twHorizontal — TaAUNUHI TONIbKO no
rOPU30HTaNN.
twNone — TannnHra Her.
twSeparate — 3HaueHus ana kaxgonm m3 3-X
TEKCTYPHbIX KoopAuHaT 6epéTtca n3
cooTBeTCTBYOWMX cBONCTB (TextureWrapS/T/R).
twVertical — TanmnuHr ocywecrTBnsaeTcss BBepX
TO/IbKO BBEPX U BHU3.
TextureWrapR OTBeyaeT 3a TannuHr B rnybuny (tonbko ansa 3D
TEKCTYP).
TextureWrapS OTBeyvaeT 3a TaWMHI NO rOPU30HTAsMN.
TextureWrapT OTBeyvaeT 3a TaWMHI NO BepTUKanu.

CyllecTByeT Takas Be/MUYMHA, OTHocAlasca K csokctBaM OpenGL
MaTtepuana, Kak npo3padHocTtb unu alpha. OHa ucrnonb3yeTcs He Bceraa.

104



CywecTBYIOT ABE UeNn AN ee UCNONIb30BaHUA: CMellMBaHUE LBETOB U
anb@a TecT.

CMewmBaHue uBetoB (no-gpyromy — 6neHauHr (blending)). 3710
TEXHOMOMMSA WCNONb3yeTCcs ANAs CO34aHUs MNOSynpo3payHbiX 06BHEKTOB,
KoTopble nMmeloT alpha Huxe, yeM 0bbluHble Henpo3payHble 06beKTbl. B
GLScene nonynpo3pa4yHble 06bEKTbI MOXHO YBMAETb YacTo, B TOM yucne
n B CTaHAAPTHbIX AeMKax. Hanpumep, 30€eCb:
Demos\Demos\sprites\particles

Anbda-TecT (alpha test) cpaBHMBaeT BxoasiLee 3aHe4yeHue anbda
C HEeKOTOpbIM 33ZlaHHbIM 3HadeHneM. @OparMeHT TMnpUHUMAETCa WIn
OTBEpraeTcd B 3aBUCMMOCTM OT pe3yfbTaTta 3TOro CpaBHEHUA.
TpuBmanbHbIM NpuMep anb@a-Tecta — JIMCTbA Ha AEPEBbLAX B Urpax: OHU
BbINOJSIHEHbI U3 HEOONbLUOrO YMCNa rpaHen C TEKCTYpon, KoTopas uMmeer
Npo3payHoOCTb. B nanke ¢ npumepamu ansa GLScene Toxe eCTb nogobHas
nemka: Demos\meshes\tree

GLMaterialLibrary

Korga BO3HMKaeT HeobXxoAMMOCTb WCMNO1b30BaTb KOMMOHEHTbI
Bknaake GLScene Shaders wnn korga HeckonbknM obbekTam TpebyeTcs
3a/1aTb OQMHAKOBbLIN MaTepuan, UCNonb3yrT 6MbnnoTeky MatepmuanoB —

TGLMaterialLibrary m. OHa HaxoaunTca Ha Bknaake GLScene.

Ee MaTepuanbl MOXXHO Ha3Ha4yaTb 06beKTaM, ec/in yKasaTb CBOWCTBA
LibMaterialName n MaterialLibrary. Mpwn MCMNOJ1Ib30BaHNU
6nbnnoteyHoro Mmatepuana, Mmatepuarsn, ykasaHHbl B CAMOM 06beKkTe, He
YUYUTbIBAETCS.

[1BOMHON wWwen4yok no 6mbnunoteke OTKPbIBAET OKOLWIKO peaakTopa
MaTepuanoB, B HeEM MOXHO pa06aBnssTb HOBble MaTepuanbl U
yCTaHaBNMBaTb X CBOMCTBA. [porpaMMHO 3TO AeNnaeTcs Tak:

with GLMateriallLibraryl.Materials.Add do

begin

Material. Texture.Image.LoadFromFile('nmMa danna.tmn');
Material. Texture.Disabled: =false;
Name:='MyMatName';

end;
GLCubel.Material.MaterialLibrary:=GLMaterialLibrary1l;
GLCubel.Material.LibMaterialName: ='LibMaterial';



Kak BuanM, B 6MBnmMoTeke XpaHATCA TaK CKas3aTb <«pacCllUpPEHHbIe»
mMatepuanbol Tuna TGLLibMaterial, y KkoTopbiXx 06bl4HbIM MaTepuan
xpaHutca B ceonctee Material. Ceoincrea TGLLibMaterial:

CsoicTBO OnucaHue

Material Ye n3BecTHbln HaMm TMaterial

Name NMms. WMEeHHO OHO YCTaHaB/AMBAETCA CBOWCTBY
LibMaterialName o06bekTtoB. 3Hass e€ero, MOXHO
nonyyntb ™Matepuan: GLMaterialLibrary. Materials.
GetLibMaterialByName('umsa')

Shader NMpuMeHaeMbln K MaTepuany wengep. O Hux byaer
paccka3aHo B rnase 30.

Texture2Name | MMa [OONONHUTENBbHOrO MaTepuasna W3 3TON  XKe
6nbnmnotekn. NcnonblyeTcs, HanpuMep, 415 3a4aHUS
TEKCTYpbl KapTe BbICOT Ans Bump-wenaepa.

TextureOffset |3agaeT cMmeweHne TekcTypbl. Wcnonb3ys 3TO

CBOMCTBO, MO>HO, HanpuMep, caenartb
AHUMUPOBAHHYI TEKCTYPY MO MPUHLMNMY KWMHONEHTHI
(CM. HMXxe).

TextureScale

3agaeT MacwTab TekCTypsl.

MaTtepuan ansa cdepbl B BUAE TEKCTYPHOW KapTbl NnaHeTbl C AHEBHOM
MHOYHOW CTOpPOHOW MOXeT bbiTb fobaBneH B OpMy CO crefylowmmm

cBOMCTBaMM



Material.Texture.TextureFormat = tflLuminance
Material.Texture.FilteringQuality = tfAnisotropic
Material.Texture.Disabled = False

end

item
Mame = 'e
Tag %
Material.BackProperties.Anpient.Color
Material.BackProperties.Diffuse.Color
Material.BackProperties.Emission.Color
Material.BackProperties.Specular.Color
Material.FrontProperties.Ambient.Color
Material.FrontProperties._Diffuse.Color
Material.FrontProperties.Emission.Color
Material.FrontProperties.Specular.Color {
Material.BlendingMode = bmTransparency
Material.Texture.ImageAlpha = tiaAlphaFromIntensity
Material.Texture.TextureMode = tmReplace
Material.Texture.Disabled = False

end

item
Mame = 'earthBump’
Tag = @
Material.FrontProperties._Diffuse.Color
Material.BlendingMode = bmAdditive
Material.Texture.ImageGamma = 1.
Material.Texture.TextureMode = tmModulate
Material.Texture.FilteringQuality = tfAnisotropic
Material.Texture.Disabled = False

end>

Left =
TD[J = 0

Ncnonb3yetca Moaynsaumsa u dunbTpaums Ans HaloXeHus ABYX TEKCTYP.

AHMMaIMA TEKCTYP

PaccMOTpuM, KakK MOXHO caenatb TEeKCTypy aHMMUpoBaHHOW. [Ans
3TOoro 3arpysute moaynb OffsetAnim c geMKon K HeMy oTcoga: Metoa
OCHOBaH Ha NPOKpYTKe TEeKCTypbl, coaepXawen Bce Kagpbl aHMMaumm ¢
nomowbto TextureOffset. [lemMka pA[oOCTaTOYHO nMpoO3payvHa, MO3TOMY
orpaHuymMmcs paccMoTpeHnem obbvekTa TOffsetAnim.

CsoincTBO OnucaHue
FPS Konnyecteo KagpoB B CceKyHAY
Bind HoMmep aHuMmMpyemoro matepuana B bubnumorteke
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Mode Pexmm  aHuMmauumm (apmLoop, apmOnce wau

apmNone)
CFrame Tekywunn Kaap
MakeAnim Moakntouaet OffsetAnim Kk 6ubnmoteyHoMy matepuany.

MapameTpbl (N0 NOpSAAKY): WMpPUHA M BbICOTa Kaapa,
HoMep B ©6ubnunorteke, 6ubnuoteka, FPS, pexum

aHMMauUunu.
NextFrame Py4yHOe nepeknyeHne K cnegyrowemMy Kagpy.
SetFrame MepekntoyeHmne Ha onpeneneHHbIn Kaap.
Tick Cob6CTBEHHO aHuMMauuns TekcTypbl. [lepenaBaeMbii
napamMeTp — TeKkyuwee BpeMms (cyumTtad OT 3anycka

aHuMMaummn). Hanpumep, crga MOXHO nepenasaTtb
newTime B  GLCadencerOnProgress. OffesAnim
aBTOMATUYECKN NPOKPYTUT NOAKIOUYEHHYIO TEKCTYPY.

Takon xe ap@deKT MOXKHO NONYyUYUTb, MEHSSI MaTepuman Ha obbekTe:

https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/materials/texanim


https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/materials/texanim/

CUCTEMBI YACTHII PARTICLES

Orosn

OroHb B cuLeHe MoaenumpyeTcsl CUCTEeMOWM 4YacTul — MapTUKIIOB
(particle). Co3panTe CTaHAAPTHbLIA MPOEKT, NMOMecTuTe Ha QopMy K3

FIREFH

nanuTpbl 3k3eMnasap komnoHeHTa GLFireFXManagerl = ©n B ero
ceonctBe Cadencer ykaxute pabotaowmnin GLCadencerl. Y obbekTa,
KOTOpbIM HaAo caenaTtb ropswuMm, Bbibepute cBoncteo Effects. B
NOSIBUBLLEMCS OKHEe HaXMuTe KHomnky + u aobasbTe FireFX, a y Hero B
ceonctee Manager ykaxute GLFireFXManagerl. Tenepb o06bekT
3aropuTcs.

CeounctBa OrHa MoXXHO HacTpouTb B GLFireFXManager1:

CBOMUCTBO OnucaHue
FireBurst CKOpOCTb ropeHus.
FireCrown Yem 6onble 3TOT NnapaMmeTp, TeM Aasiblle OroHb

byneT 3axBaTbiBaTb 06bEM OT 0b6beKTa

FireDensity Yem 6Gonbwe 3TOT napamMeTp, TeM 4éTye
MPOPUCOBAHbI YaCTULbl OrHS.

FireDir HanpaBneHne orHg, Kyaa CHOCATCA 4acTuubl, Kak
6bl cayBaeMble BETPOM

FireEvaporation | Ecin 3TO CBOWMCTBO MeHblle 1, TO 4acTuubl
CXXMMATCA NO BepTukanu, ecnn 6onbwe 1, TO

BbITArMBAlOTCH.
FireRadius Paanyc orHgd

InitialDir HanpaBneHne orH4.
InnerColor LiBeT B ueHTpe 4acTtuy
OuterColor LiBeT Ha Kpasix YacTtuy

ParticleInterval | HYacTtoTa nosiIBNeHUs 4yacTuuU-YEM MeHblle, TeM

yatue.
ParticleLife BpeMs X13Hu 4Yactuy
ParticleSize Pa3mep yacTtuy

[MporpaMMHO Ha3HauYuUTb OFOHb MOXHO C/ieayoLWmM 06pa3oMm:



TGLBFireFX(GLCubel.AddNewEffect(TGLBFireFX)).Manager:=GLFireFXM
anagerl

Tenepb MOXHO nonpo6oBaTb MNOMEHATb MapaMeTpbl AN AOCTUXKEHUS
NPUEMIEMON TMPOU3BOAUTENBHOCTU WU XOopollero kadyectsa. [pumep
NporpaMMbl MOXHO CKayaTb 3/€eCh:

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples

3amMeydyaHue. GLFireFXManager — He caMbli CKOPOCTHOW KOMMOHEHT,
NO3TOMY BMECTO HEero fy4ylie Ucrnosib3oBaTb ob6LmMe CUCTEMbI YacTuUL.

MoJsiHuAa

MomectuTe Ha ¢dopMmy komnoHeHT GLThorFXManager %, B ero
ceonctBo Cadencer noctaBbTe GLCadencerl. Y o6bekTa, M3 KOTOPOro
6ynet natn monHus, Bbibepute ceoncTeo Effects. B nosBuBwEeMcsa OKHe
Ha>XMWUTe KHONKY «+» 1 aobasbTe ThorFX. Y aToro apdekrta B CBOUCTBE
Manager Bbibepnte GLThorFXManagerl.

CeounctBa MosIHMM HacTpausatTca B GLThorFXManager:

CBOMCTBO OonucaHue

Target KoopanHaTbl OTHOCUTENBHO MCTOYHMKA MOJIHUK, KyAaa
byaet 6UTb MONHUA.

GlowSize Pazmep MONHUMU.

Wildness AMnnutyaa.

Vibrate N3n0OMaHHOCTb.

MaxPoints MaKkcuMManbHO KOJIMYECTBO Y3/10B.

Bu3yanbHO penakTMpoBaTh NapaMeTpbl MOXHO B 3TOW nporpamMmme:

B runtime MONHMA co34aeTcsa aHaNOrMYHO OrHK, TONbKO 3 @dEKT nmeert
Tmn TGLBThorFX.

HOoXaAb

Ona co3paHuns «npocTtoro» Aoxas 6yaemM ucnosnb3oBaTb CUCTEMY
yactuy (PFX renderer). OCHOBHOM ee HeAoCTaTOK — WIrHOpUpOBaHMe
OCBELLUEHMS, YTO 3aMEeTHO Mpu B3rnsae Ha AoXxab ceepxy. CosganTe B
cueHe 06beKThl GLDummyCube (MCTOYHUK yacTuy) n
GLParticleFXRenderer (Particle Systems — PFX Renderer), a Ha dopmMme

F-LIGHT

pa3mecTuTe komnoHeHTbl GLCadencer n GLPointLightPFXManager ‘&
n3 Bknaakn GLScene PFX 1, KOTOpbIM NOAKAKOUMTE K MeHeaxXepy. Tenepb


https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples

pacnonoxum obbvekTbl: GLCameral B (0;0;8), a GLDummyCubel B
(0;3;0).

HacTponkn MeHeaxepa:

+ ColorInner = (1;1;1;0. 5) nonynpo3pa4yHoOCTb

+ ParticleSize = 0. 1 pa3smep yactuuy

+ AspectRatio = 0. 07 BbITAHYTOCTb NO BEPTUKANU
dddekTa:

+ InitialVelocity = (0;-5;0) HanpaBneHne BHU3

+ PositionDispersion = 5 pa36bpoc B NnpocTpaHCTBE

+ PositionDispersionRange = (1;0;1) obnactb c 4oXaeM

+ ParticleInterval = 0. 01 vHTepBan Mexay poOXAEHUSMU YacTul, —
YyeM MeHblle, TeEM MNoTHee

MapameTpbl BbiCTaBneHbl. Tenepb 3anuwute B GLCadencer Takylto
CTPOUKY:

GLSceneViewerl.Invalidate;

Ecnn 3TOro He caenaTb, TO, T. K. Mbl HUYEro He AeNaeM C 06beKkTaMu
CLIEHbI, YacTuLbl 6yAyT NepepmncoBbIBATLCSA TOIbKO €C/TN U3MEHSATb
pa3Mmep hopMbl UM NMEPEMECTUTbL €€ 3a Npeaesbl SKpaHa.

CHer

[enaem To Xe, UTO M ANS CO34aHUS A0XKAS, TONMbKO M3MEHUM 3TU
HaCTPOMKKM MeHeaXepa:

+ AspectRatio = 1 cHer He cnnouweH
+ ColorInner = (1;1;1;1) v He npo3payeH
34ecb ToXe Hago obHoBNATb GLSceneViewer!

Nnnioctpaunm, AoXAb U CHEr:



/I bIM

Knybbl napa co3gatotcs ¢ nomouwbto PerlinPFX. OH oTnn4daeTcs oT
PointLightPFX TeM, uto y PointLightPFX yacTtuubl nMmerT BuMA NpPOCTO
rpaaveHTHO 3anuTble KpyXkKu, a PerlinPFX Kk HuM pobaeBnsieTcs euwe
CNy4YanHbIN LWYM.

Chenaem TO Xe, YTO U B npeabiaywmnXx cny4daax, ToJibKO C HY>XXHbIM
MEeHeOXXepoM. Y MeHea)Xepa BbICTaBUM:

+ Brightness = 0. 2 npurnywaemM apKocTb
+ ColorMode = scmFade 6onee markas Tekctypa
+ ColorInner = (1;1;1;0. 5)
+ ParticleSize = 1.5
Y apdekTa:
+ InitialVelocity = (0;0. 5;0) HanpaBnsieM AbiM BBEPX
+ ParticleInterval = 0. 005 yeM MeHblue, TEM NNOTHEE AbIM
+ PositionDispersionRange = (4;0;1) pa36poc Baoab nmHum 4x1
+ RotationDispersion = 1 HeMHOro BpalleHus

+ VelocityDispersion = 1 oTK/IOHEHME YaCTUL, OT NMPSAMOro ABUXEHUS
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3aMeyaHue. Npn 601bLWIOM KONMYECTBE YacTUL KOMMNOHEHT TpebyeT MHOIro
pecypcos!




CIHHEHIDODPEKTDBI

GLLensFlare &

OueHb  KpacuBbIH

3pdekTt apaért ucnonb3oBaHme 0b6bekTa

GLLensFlare (Special Objects) — 3To mMuTaums OT UCTOYHWUKA CBETa
611MKOB, KOTOpble 0ObIYHO BO3HUKAIOT NPU CbEMKE Ha BUAEOKaMepy.

CBOMCTBO

OnucaHue

Elements

OTobparkaemble aneMeHTbl 6/IMKOB:

feGlow — nepeBoauTCa Kak Xap, nNo
MCNOMHEHNIO 3TO 60MbLON KPYI/blA CAPanT C
MJaBHO MEHSAKLWMMCAS OT UeHTpa K Kpat
LLBETOM. OH BCerga oCcTaeTcs
nosynpo3payHbiM, Aaxe ecnum anbda KaHan
paBeH 1;

feRing — konbuUO;
feStreaks — anuHHbIE Nyun;
feRays — KopoTkue nyuu;

feSecondaries — HeCKO/NbKO KpYribiX
61MKOB, MX LEHTPbl HaXxoAsaTCd Ha OAHOWM
nnHunn, Bbixoasiwen n3 LensFlare.

GlowGradient

NMnaBHoe wu3MeHeHne wMexay FromColor B
ueHTpe u ToColor ¢ kpato.

NumSecs

KonnyectBo Secondaries.

NumStreaks

YUCno ANUHHBIX NyYen.

RaysGrasient

3a[aeTcs UBeT KOPOTKUX Jyyen.

Resolution

KayecTBO MPOpPUCOBKNM — UYEM MeHblle 3TOT
napaMeTp, TeM HWXE KayecTBO, HO Bbllle
CKOpPOCTb.

RingGradient

paganeHTHoe N3MEHEeHne LuBeTa oT
LeHTpanbHoro paaunyca FromColor Kk KpanHum
ToColor.

SecondariesGradient

LIBET KOPOTKUX TyUen.




Squeeze CnnwoweHHocTb. Ecnn  MeHbwe 1, TO
pacTaArMBaeTcs rno ropusoHTanun, ecnun 6onblie
1, TO pacTdarmeBaeTca rno BepTUKasu.

StreakAngle Yron noBopoTa ny4yen.

StreaksGradient NMnaBHoe N3MEHeHne Mexay LBETOM
FromColor B ueHTpe un ToColor Ha KOH4YMKaX
nyJyen.

StreakWidth TonwuHa nyyen.

BusyanbHbin pefaKTop:
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples.

3aMeyaHue. OToT o06bekT TpebyeT AONOSIHUTENbHbLIX pPecypcoB
KoMmnbloTepa!

NMepean HekoTopbiIMM o06bekTaMu LensFlare cTaHoOBUTCS HEBUAWMBLIM,
yTobbl 3TOrO0 wum3bexaTtb, noctaBbTe cBoncTBa AutoZTest = false,
FlareIsNotOcculed = true. MNocne 3Toro oH 6yaeTt pucoBaTbCs Kak U BCE
06bEeKTbI, B MOpsiAKE pacnosioXKeEHUS B nepapxuu.

GLBlur

I10T 3ddeKT HenocpeaCTBEHHO CBSI3aH C OCBelleHUeM un aenaet
06beKkTbl cBeTAWMMUCA. JaHHbIM 3P deKT He NCMOoMb3YyeT wengepos. Tak
Xe yuytute, uto blur-adpdekT n bloom-adpdekT 310 He ogHO 1 ToXxe! OyeHb
Ba>XHO 3HATb Mepy npuMmeHeHuto GLBIlur, T. K. OH pecypCcoeMoK.

Monpobyem co3pgaTb NpPoOeKT C ero ucrnonb3oBaHueM. Cosgaunte
CTaHAApTHbIN NpoekKT, nepeMectTuTe Kamepy B (0; 0; 2). Takxe co3ganTe
Ky6 n GLCadencer, a B OnProgress 3anumwunTe:

GLCubel.TurnAngle:=newTime*90;

Tenepb nobasbTe B cueHy GLBlur (oH B Special objects) n ycraHoBute y
Hero Preset B pDream.


https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples

Xopowiune npuMmepsbl Bbl MOXeTe HanTu 3aecb: Demos\rendering\Blur
n BlurAdvanced.

GLMotion blur

ITOT 3 heKkT 0603HavaeT cMasbiBaHME N306paKeHUs Npu ABUXEHNN
obbekTa. [lpuHUMN AENCTBUS 3aKN4YaeTcs B TOM, 4YTO 4epe3
onpefesieHHble NPOMEXYTKN BPEMEHU KapTUHKa C dKpaHa KonupyeTcs B
bydep, nenaercs HEMHOro npospadHon U pobaBnsieTcss K HOBOW
KapTUHKe.

BoT onncaHue HeKOTOPpbIX CBOWUCTB KOMMNoHeHTa GLBlur:

CBoincTBO OnucaHue

BlurDeltaTime Bpemda, 4epe3 KOTOpoe AefnialTCsad Konuu
n3obpaxeHuns.

Material. Pa3MbITOCTb M306pakeHus.

FrontProperties. Diffuse.

Alpha

BlurBottom, BlurLeft, | 3aaatoT cMmeweHne n3obpaxeHus

BlurRight, BlurTop

Intensity NHTEHCMBHOCTb pa3MbITOCTU. [Jo/mKHa 6bITb
MeHble 1!

Mo HEMY TOXe eCcTb CTaHAapTHas aeMka: Demos\specialFX\motionblur.



PACTUTEJIBHOCTD

[lepeBbs MOXHO co3aaBaTb yepe3 06bekT GLTree (Doodad objects
— GLTree). OH npeaHas3HayeH AN9 WUCMNOSb30BaHWS B CTpaTernax —
AanbHOCTb KaMepbl obecneynT HenJoXom BuMA 3@ MUHUMYM YCUUN.
HecmoTpss Ha Ha3BaHue, 3TOT 06BEKT MOXHO WCNoNb30BaTb M ANS
co34aHus KyctapHuUkoB. OCHOBHble CBOMCTBA.

CBOMCTBO

OnucaHue

BranchAngle

NCKpuBJ1IEHNE CTBOJ1A

BranchAngleBias

CMEeLlEHNE BETOK, YEM MEHbLUE 3HAYEHNE, TEM
6nnxe Apyr K Apyry BeTKM

BranchFacets

onpenendeT, HaCKOJIbKO «aeéleBo»

pncoBaTbCA CTBOJI

byneTt

BranchMaterialName

nMa Matepuana,
CTBON

KOTOpbIM 6yaeT O06TAHYT

BranchNoise

yBenmumBaeT pasbpoc BETOK U NUCTbEB ApPYr
OT Apyra u Mexay cobom

BranchRadius

paauyc cTBona

BranchSize

pasMep Aepesa

BranchTwist

yeM 6onblle NnapaMeTp, TEM KPOHa MJIOTHeE

CenterBranchConstant

KOJINY4ECTBO JINCTBbI

LeafBackMaterial

MaTepuasn, KOTopbin 6yaeT HaTaArmMBaTbCs Ha
3a[HIOK 4YacTb nuctuka. (Bce MaTepuansl
co3patotcs B GLMateriallLibrary)

LeafMaterialName

NMs MaTtepuana, KOTOpPbIN 6ynet
HaTArMBaTbCA Ha NepeaHto 4YacTb JIMCTUKA

LeafSize

pa3Mep KaxXaoro JIMCTnkKa

LeafThreshold

KOJINYECTBO JINCTBbI HA AEPEBE

Ecnn cMoTpeTb Ha 06BHEKT «U3HYTPU», TO CTOUT OTMETUTb UCMOJIb30BaHUE
BEPLMHHbIX MAacCMBOB A8 onTuMusaunmn. OpurnHanbHbI KoL CO34aHMUS
nepesbes B GLTree.pas 6b11 BbiNosiHEH KoMnaHmnen Nvidia

(http://developer.nvidia.com/object/Procedural_Tree.html). OaHako
COXPaHUNNCb HEKOTOPpble HeAOoCTaTKM peanu3aumn. Tak, HEBO3MOXHO


http://developer.nvidia.com/object/Procedural_Tree.html

NO/lyYNTb TEHb; He MoJlydaeTcs UCNosb30BaTb bumpmapping K cTBONY; Y
o6beKkTa OTCYTCTBYET aHMMaLUMs Kak TakoBasi. PEKOMeHAEeTCS NOCMOTpPeTb

AEMOC.

https://github.com/glscene/GLScene/tree/master/Examples/Demos/me
shes/tree.
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O4yeHb 4yacto B Urpax CaMblX pa3/inyHbIX >XaHPOB BCTPEYaETCA
TpaBa. BOT HeCKO/IbKO CCbIJIOK Ha NMPUMEPLI N CTATbMW.

Mpumep ana GLScene. OTAMYHBIN MeTOA, XOTS CMOXHbIA B NMOHUMAHUMU
6e3 A0/IKHOro onmcaHus.
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples
ECTb cTaTbs Ha 3Ty TeMmy:
http://steps3d.narod.ru/tutorials/grass-tutorial. html

Cratbss c 60nbWKMM Ha3BaHueM — <«PeHaepuHr TpaBbl B PeanbHOM
BpeMmeHun ¢ AnHaMmmnyecknm OcBelleHUneM :
http://www.kevinboulanger.net/grass. htm|


https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples
http://steps3d.narod.ru/tutorials/grass-tutorial.html
http://www.kevinboulanger.net/grass.html

TEHU

ShadowPlane - 06'beKT cIieHbI

GLShadowPlane (Special objects — Shadow plane) noxox Ha
06bl4HbIM GLPlane. Ero ocobeHHOCTbIO ABASETCSA TO, UTO Apyrue o6beKThbl
MOryT oTbpacbiBaTb Ha HEro TEHMW.

Co3paanMm npoctoe npunoxeHne ¢ ShadowPlane. Co3ganTe
CTaHZAPTHbIN NMPoeKT ¢ hopMon n fgobasbTe B cueHY 06bekTbl GLSphere
(Position = (0; 1; -5)) n GLShadowPlane (Position = (0; -1; 0)).
NcTouyHMK cBeTa ycTtaHoBuTe B Position = (0; 7; -5).

Tenepb HacTtponTte GLShadowPlane. Csounctsy ShadowLight
NpMCBOMTE HaWw WUCTOYHUK cBeTa, ceBouctey ShadowingObject
npucBamBaeM TOT 06beKT, KOTopbi byaeT oTbpackiBaTb TeHb (B AAHHOM
cnydae GLSphere). Takxe Heobxoanmo pa3sepHyTb ero (Direction = (0;
1; 0)) n yBennuutb (Width = Height = 20).

3anyckaeMm npunoxeHue n Habnwogaem chepy (Mnu gpyrme obbekThl
CUueHbl), oTbpacbiBaloWyd TeHb  Ha NOCKOCTb, Kak  3TO
NPOUINOCTPUPOBAHO Ha CNefyoLlen KapTUHKE.

3aMeyaHue.

Ecnn ob6bekToB, KOTOpble AO/MKHbI OTbpacbiBaTb TEHb, MHOro, TO B
ceoncteo ShadowingObject MmoxHO noctaBute DummyCube co BceMu
3TUMMN o06beKTaMMm.

[eMOHCTAaUNOHHbIN MPUMEP MOXHO MNOCMOTPETb B CTaHAApPTHOW nanke
Demos\specialsFX\shadowplane.
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GLShadowVolume - 060beKT ciieHbI

TeHn MOXHO co34aBaTb MNpuM MNOMOWM CTaHAApPTHOro obbekTa
GLScene GLShadowVolume wn3 pasgena Special Objects. Anroputm
3TOro KOMMNOHEHTa NCNonb3oBancs, K HanpuMmpy, B Doom 3 n B Chronicles
of Riddick. TeHu BbIrNa4AT AOCTAaTOYHO peasMCTUYHO, HO TpebyloT HEMano
pecypcoB. KOMNOHEHT BeCbMa C/10XeH, HO pa3obpaTbCs MOXHO!

+ [lobaBnsieM Ha cueHy ob6bekT GLShadowVolume.

+ [Ipyrne obbeKkTbl, Ha KOTOpble AO/KHblI NaAaTb TEHU, BCTaB/ISIEM B
Hero Tak, Ytobbl OH CTan UX POAUTENEM.

+ BkniouyaeM mnctoyHmk ceeta B cnucok Ligths ob6bekTa - B pexume
BpeMeHw BbIMOJIHEHUS 3TO 3anuncblBaeTCs Tak:
GLShadowVolume.Lights.AddCaster(obj).

+ [lobaBnsieM Bce 06bEKTbI, KOTOpble OT6pacbIBalOT TE€Hb, B CMUCOK
Occluders - B pexume BpeMeHM BbINOJIHEHUS KOoA4 6yAeT Takow:
GLShadowVolumel.Occluders.AddCaster(obj).

+ Cnepyert He 3abbiBaThb YCTAaHOBUTb onuuo KOHTEKCTa
GLSceneViewerl.Buffer.ContextOptions := [roStencilBuffer];

+ Y Kamepbl cBoicTtBo ObjectStyle nomxHO 6biITb B MOSIOXEHUN
csInfinitePerspective, nHaue MoryT nosBnaTbCS apTtedakTol.

CTaHAapTHbIN AEMO npumep nexuT no agpecy
Demos\specialsFX\shadowvolumes.

B aToM npoctoM npmuMepe GLShadowVolume co3paétcsa u HacTpamBaeTcs
B pexume runtime.



GLZShadows - 00'beKT cIieHbI

GLZShadows obecneuuBaeT Xopolwune, HO He BMOJIHE KOPPEKTHO
peann3oBaHHble TEHU C «TOYKM 3PEHUS» UCTOUYHMKA CBETa, @ NOTOM 3Ty
TEKCTYpPY HaknemBaeT Ha 06bekTbl. [pnMep MOXHO MOCMOTPETb 34eCh:
Demos\specialsFX\shadows.

Lightmap - meToA ocBelieHus

Lightmap (nantman, nantman, B nepeBode — KapTa OCBeleHns) —
MEeTO/[ OCBELLEHMSA NPOCTPAHCTBa B 3D-NpUIoXKeHUAX, 3aK04aoLWmMnNCcs B
TOM, 4YTO CO3[4aeTcsd TeKkCTypa, cogepXxawas wWHpopMmaumio 06
OCBELWEHHOCTN TPeXMepHbIX MoAeNeN.

DTOT MeTo[ 3HAaUYUTEeNIbHO 3KOHOMUT pecypcCbl CUCTEMbI, TaK KaK He
NMPUXOAUTCA PacCUYUTbiBaTb NaJeHNE CBETA B peXUMeE peasibHOro BpeMeHu
Ha CTaTU4yHble 06bekTbl. MOXHO coBMewaTb TexHuKy LightMap c yxe
pPacCMOTPEHHbIMW KOMIMOHEHTaMU, a TakXe C /II06bIM Wenaepom.

Moyt BCceraa KapTbl OCBELLEHUSA BbIPpaBHUBAKTCA C OObIYHBLIMU
TEKCTYpPaMu MNOSIMTOHOB, U KaXAblN MUKCENb KapTbl COOTBETCTBYET 4-32
TekcenaMm TeKCTypbl. Pa3Mmepbl KapTbl OMpeaenstoTcs pa3Mmepamu
MUHUMANIbHOro, OrpaHNYMBAOWErO NOIUIOH, MPSMOYrOJSibHUKA, CTOPOHbI
KOTOPOro napaniesibHbl TEKCTYPHbIM BEKTOpPaM. ITOT METOA NPUMEHSETCS
ANs COo34aHUs BCEro CTaTUYecKoro ocBeweHus cueHbl. OceeulleHune
reHepupyeTca nAns CTaTUYecKoW reoMeTpum A0 Haydana uukna
pPEHAEPUHIa, U BO BpPeEMS peHAEPUHra B OCHOBHOM He M3MeHsAeTcs. Ha
COBpEMEHHOM 0060pyAOBaHMM peanm3aunsa MNOAHOCTbD AMHAMMUYECKOro
OCBELLEHNS C MCNOJIb30BAaHMEM KapT OCBELlEHMUS HEBO3MOXHa WU3-3a
60nbLWON pecypcoeMKOCTM npouecca co3gaHna namtManos. TOT Noaxoa
paccMaTpuBaeTCa KakK OCHoBa Ans 60nblUMHCTBA APYruUX anropuTtMoB
OTPUCOBKA TEHEN B peaslbHOM BPEMEHM.

MNpw co3aaHMKM KapTa 3anosIHAETCS YepHbIMKU NuKcenamn. lanee, Ans
KaX[oro TeKkcena KapTbl OCBELUEHMSI  HaxXOoASTCA  TpexXMepHble
KOOpAMHATbl TOYKM Ha NOSNTroHe. 18 3TON TOYKM He0BX0AMMO NOCTPOUTL
CMNCOK BCEX WMCTOYHMKOB CBETA, KOTOPbIE B/IUSAKOT Ha €€ OCBeLlleHUe:
BEKTOpa W3 [aHHOW TOUYKM A0 WCTOYHMKOB CBETA MPOBEPSIOTCS Ha
nepeceyeHne C reoMeTpuUen CLEHbI, U eCc/in NepeceyeHne NMeeT Mecto —
TO 3TOT UCTOYHUK CBETA He ocBellaeT ToUKy (OTHOCUTESIbHO HEro To4yka B
TeHn). OcTanbHble UCTOYHUKN YBENNUMBAIOT 3HAYeHUe Tekcena Lightmap
Ha BEJIMUYMHY, 3aBUCSALLYID OT WCMOSb3YyEMOW MOAENN OCBELLUEHUS U
MOJTIOXXEHUS NCTOYHMKA CBETA OTHOCUTESIbHO TOUKM. B Lensax ynydweHus
BHELWIHEro BMAA KApTUHKW, K KapTaM OCBELIEHUS 4acTo MpUMEHSIeTCS



bunmHenHaa dunbTpaunda. ITU onepaunm MNOBTOPSAKTCA AN KaXaoro
OCBELLAEMOro noJIuroHa CueHbl.

Bo BpeMsi peHAepuHra, KapTbl OCBELLEHMS MOryT Hak/aAblBaTbCS
BTOPbIM MPOXOJ0M, C UCNONb30BaHMeM anbda-bneHamura. NMpu Hannuunm
MYNbTUTEKCTYPHOIo 060pyA0BaHMSA MOXHO A06aBUTb Ha 06BEKT TEKCTYPY
N KapTy OCBELLEHUS 33 OAUH MpPOXoa.

Kak 310 peanusyetcsa B GLScene?

Ana 3anycka npoekTa co3aaaMM B nanke, B KoTopon 6ypet
BbIMOJIHATLCA NpoekT, dann House.3ds. B pemaktope nporpammbl 3DS
Max BbINO/SIHUM criegytollee:

+ Co3ganM Moaens.

+ [MONUroHbl, KOTOpble WMMEKT pa3/iMdyHble MaTepuanbl, NOMECTUM B
oTAeNbHble 06BbEKTHI.

+ PaccTtaBMM UCTOYHUKM CBETA.
+ BceM 06bekTaM Ha3zHayMM MaTepuarn.

+ [1na oTaenbHbiX 06bEKTOB HeobxoamMO OTPeHAEpPUTb  KapTbl
ocBeweHus. Bbibepute B MeH Render\Render to texture (unnwu
KHomMka «0»), B OTKpbIBWENCA popMe yKaxute nmHenky Output, B
Hen Hagdo BblbpaTb KHoMNky Add, a Tam - Lightmap. Hdanee, ecnu
HeobxX0AMMO, MNOMEHSANTE HACTPOMKM M HaxmmTe Render. 3aTem
pacCTaBbTe TEKCTypHble KOOpAMHAaTbl, ANns 3TOro Haao And
onpeaenéHHon obnactn ceTknm MoAenn HasHauuTb MoandukaTop
UVW Map.

+ CknenTte Bce oTaeNibHble 06beKkTbl B oAUH 6e3 nsMmeHeHunsa Material
ID - kHonka Attach.

+ BepHutecb K BblbpaHHbIM MaTepumanamM W B 3aknagke Self-
Illumination Ha3HauybTe KapTbl OCBELLEHUS.

BepHutecb B cpeay nporpammmpoBaHuss RAD Studio u nocne co3gaHus
CTaHAapTHOro npoekTta ¢ komnoHeHToM GLCadencer:

+ [MocTaBbTe Kamepy Ha Mecto Position = (5; 5; 5);
+ Co3panTte GLFreeForm u Ha3oBuTe ero map (unm kapta ffMap);

+ Nomectute Ha ¢dopMy 3k3eMnngap KomnoHeHTa Materials:
GLMaterialLibrary. B Hero 6yayT 3arpy)xaTbCs MaTepuasnbl, Ha
KOTOpPbIX 6ByAeT NOXUTbCS TEHb.



4+ omecTnte ewé oauMH 3K3eMmnnsap KomnoHeHTa LightMaps:
GLMaterialLibrary. B Hero 6yget 3arpy»xeHa TeKCTypa C TeHblO, caMa
kKapTa LightMap).

Tenepb co3pante B LightMaps mMaTtepwan n 3anuwute B FormCreate
cnenyrowmmn Koa:

Materials. TexturePaths := ExtractFilePath(Paramstr(0));

LightMaps. TexturePaths := ExtractFilePath(Paramstr(0));

Map.MaterialLibrary := Materials; // lNpucBanBaem matepuasl

Map.LightmapLibrary := LightMaps; // lNpuceanBaem LightMap

Map.LoadFromFile('House.3DS");

with Materials.Materials.FindItemID(2) do begin
TextureScale.Scale(15); //PacTsrmuBaem TeKCTypy
Material. Texture. TextureMode: =tmDecal;
end;

with Materials.Materials.FindItemID(1) do begin
TextureScale.Scale(6);
Material. Texture. TextureMode: =tmDecal;
end;

with Materials.Materials.FindItemID(0) do begin
TextureScale.Scale(2),;
Material. Texture. TextureMode: =tmDecal;
end;

Map.Scale.Scale(0.02);

MOXHO 3anyCTUTb WU MOCMOTPETb pe3ysibTaT, a roTOBbIM MPUMEpP MOXHO
B3ATb 34€ecCb: https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples.
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Ambient occlusion - oKpy:xKawiiee 3aTeHeHUe

Okpyxatuwee 3aTteHeHMe (aHrn. ambient occlusion, AO) — mMoaenb
3aTeHeHus,

ncnonblyemas B TpEXMepHOM rpadumke u nossonsdwwas [o0baBuTb
peasMCTUYHOCTN U306parkeHnto

338 CYET BbIYNCNEHUSA WHTEHCMBHOCTU CBETa, AOXOASALIEro [0 TOYKMU
NOBEPXHOCTMW.

B oT/iMuMe OT NoKanbHbIX METOAOB, HAanpuMep, 3aTeHeHne no PoHry,

OKpyXaklullee 3aTeEHEHNE HABNAETCA rnobanbHbIM MeTOAOM, TO €CTb
3HA4YEHNE APKOCTU

KaXXaon TOUYKM 0b6beKTa 3aBUCUT OT APYrMX OO6bEKTOB CLEHDI.
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PABOTA C 3D TEKCTOM U BBIBOJ HAJINMUCEN

BeiBoJ TekcTa yepe3 KoMnoHeHT GLWindowsBitmapFont

ARA
NMoMewaem Ha ¢opmy koMnoHeHT GLWindowsBitmapFont % C

BkNnaaku GLScene, BbibpaeM ero CBOMCTBO Ranges, NOSIBNSETCS OKOLWKO,
B KOTOPOM HaxXumMaeM KHonky <«J[lobaBuTb». 3ateM B CBOMUCTBAX
StartASCII n StopASCII BbibnpaeMm, C Kakoro A0 Kakoro Homepa 6yayT
oTobpaxaTtbcs cumBosbl. YTobbl He 6bI10 owmnbkn «Characters are too
large or too many. Unable to create font texture.» B Windows Vista un
Bbllle, HY>XHO YyKasaTb OT #32 no #151 v oT #153 no #255 (¢ #32 no
#127 HOMepa nayT CUMBOJIbI, UMMPbI N aHTAMUCKUA andasunT; ¢ #128 no
#255 pononHUTENnbHbIN andasuT; cuMBon #152 Bbi3biBaeT cb6on). HTOObI
MCMNONb30BaJIMCb MMEHHO pycckue 6YyKBbl, HYXHO B cBouctee Charset
yctaHoBuTb RUSSIAN_CHARSET.

B nHcnekTope 06bekToB cueHbl Bblbepute GLHUDText (HUD objects —
HUD text), 3apanTte eMy co3gaHHbIN WpUEPT B none BitmapFont n B none
Text HaNMWNTE HY>XXHbIN TEKCT.

3aMeyaHue. YTo6bl HaaMUCK He NepeKpbiBaNUCb APYrnMMM o6beKTamy,
HY>XHO AenaTb UX NocieaHUM B nepapxmm 06 beKTOB CLEHbI.




BbIJIEJIEHUE OFbEKTOB MBILIIKOH

YacTto 6biBaeT Hy>XHO BblbpaTb Kakon-HMOyAb OO6BLEKT Ha 3KpaHe.
ans 3TOro MOXHO NCMosb30BaTb dyHKUMIO
GLSceneViewerl.Buffer.GetPickedObject(x, y), KoTopas BoO3BpawaeT
06beKT, HaxXoA4sAWMNCA Ha 3KpaHe No KoopAauHaTaM (X, Y).

MpuMep BblaeNneHnsa ob6beKkTa MblLLKOW:

procedure TForm1.GLSceneViewerl1MouseDown(Sender: TObject;
Button:

TMouseButton; Shift: TShiftState; X, Y: Integer);

var

pick: TGLCustomSceneObject;
begin

pick:=(GLSceneViewerl.Buffer.GetPickedObject(x, y) as
TGLCustomSceneObject);

if pick<>nil then
pick.Material.FrontProperties.Emission.Color.SetColor(1,0,0,1);

end;

3necb komaHaon (GLSceneViewerl.Buffer.GetPickedObject(x, y) as
TGLCustomSceneObject) BbINOJIHAETCH npeobpasoBaHne TMna
BbibpaHHOro obbekTa Kk 6a3oBoMy TunNy o06bekTOoB GLScene. 3atem
nposepseTcs, 6bbin nn BblbpaH kKakom-nnbo o6bLEKT, U ecnu pa, TO OH
OKpalLMBaeTCs B KpaCHbI LBET.

CTaHpapTHble OeMKW, AEeMOHCTpUpylowas OrnucaHHoe, HaxoasaTCs B
Demos\interface\fadingintf 1 Demos\movements\objmove.

CO3JAHHUE CHEHbDBI B PEXKUME RUNTIME

Co3pgaBaTb O0OBEKTbI TaK Xe& MOXHO M B XOAE BbINO/IHEHUS
nporpamMmbl. Kaxablh co3gaBaeMbin 06bekT B GLScene ponxeH 6biTb
npuBsi3aH K 06bekTy 60siee BbICOKOro ypoBHs. KopHeEBOM 06bEKT CaMoro
BblCOKOro ypoBHA — GLScenel.Objects (ecnn cueHbl Ha3blBaeTcs
GLScenel). Takum o6pa3oMm, co3gaHue ob6bekTa npuHaanexawero
KOpHEBOMY 06beKkTy byaeT BbIrNsSAeTb Tak:



var

Objectl: TGLBaseSceneObject;

Objectl:=TGLCube.CreateAsChild(GLScenel.0Objects);

O6bpatute BHMMaHue, 4Tto nepemeHHas Objectl y Hac yHuBepcanbHas,
NO3TOMY Mbl MOXEM He MeHSs TUna rnepeMeHHoM MpuUCBOUTb en nrbon
0bbekT (ecnn OH ewé He npucBoeH). A BOT Tak 6yaeT BbIFAAETb
co3gaHue obbeKkTa A0YEepHEro K y)Xe CO34aHHOMY:

var

GLSphere: TGLSphere;

GLSphere: =TGLSphere.CreateAsChild(Objectl);
GLSphere.Position.SetPoint(0,0,1);

YT06bl 06paTUTLCA K CBOMCTBY Ao4vYepHero obbekTa, MOXHO HanucaTb
<Tun obbekTa>(Object2.Chidren[HOMep]).CBOMCTBO, €C/in TUMbl pa3Hble
mMoxeT nogontn TGLSceneObject nnmn TGLBaseSceneObject. Co3gaHHble
06beKkTbl HYXHO yAansaTb C MNOMOWbK MeToaa Free wnu npouenypsbl
FreeAndNil. Bcex HacneaHWKOB MOXHO yaanutb, Bbi3Bas DeleteChildren.



IMPSIMOE UCITIOJIB3OBAHUE OPENGL

GLScene gaBnsaeTca HaACTPOMKON Hag nHTepdencom OpenGL, HO 3TO
He O03Ha4yaeT, 4YTO OH MOXEeT ero nMoJHOCTbI0 3aMeHWUTb. [lo3ToMy
CyLLeCcTBYET BO3MOXXHOCTb BCTaBNATb parMeHTbl Ha YynctoM OpenGL. [ns

3TON uenu cnyxmnt o6bekT GLDirectOpenGL @.

CoenaeM Hebonbloe MNpuIOXeHUe C WUCMNOSIb30BaHMEM YUCTOro
OpenGL n GLScene. Co3gagmMm ctaHpapTHbin npoekT (ans GLCameral
ycTaHoBuM Position.Z = 4), a 3ateM co3gaagnM B GLScenel ob6bekT
GLDirectOpenGL. Ctpoku koaa OpenGL HyXHO BCTaBnsaTb B CobbiTMe
OnRender.

MonpobyeM BbIBECTM Ha 3KpPaH MJIOCKOCTb. YTO6bI KOMMUAATOP
noHuMan komaHabl OpenGL, noakntounte wmoaynu Winapi.OpenGL
Winapi.OpenGLext, ans C++Builder — ¢aiinibl 3aronoskos gl.h n glu32.h

procedure TForm1.GLDirectOpenGL1Render(Sender: TObject;
var rci: TRenderContextInfo),

begin

gl.Loadldentity,; // 3aMeHSIEM TEKYLLYO MATPULLY Ha EANHUYHYIO.

gl.Translatef(0.0, 0.0, -8.0);

gl.Begin(GL_POLYGON); // Ha4dano onepatopHsbiti ckobku. OHa
OrpeAesIsieT, UTO BePLUNHbI 6yayT 06begnHeHb!

gl.Vertex3f(1.0, 1.0, 1.0); //Pucyem BepLunHy
gl.Vertex3f(-1.0, 1.0, 1.0),

gl.Vertex3f(-1.0, -1.0, 1.0),

gl.Vertex3f(1.0, -1.0, 1.0);

gl.End; // KoHeLl oriepatopHou CKObKu

end;

Bcé! 3anyckaemM n CMOTPUM Ha 3Ty MJIOCKOCTb.

3aMedaHue. Korga Bbl co3gaaunte cobbiTne OnRender n nonpobyeTte Tyaa
4TO-NMB6O HanucaTb, KOMMUASATOP BO3MOXHO BblAACT BaM OWWMOKY. DTO
HECMOXHO WUCMpPaBUTb: MNOAKAKUMTE K BaweMy NpoeKkTy Moay/b
GLS.RenderContextInfo un Bcé 6ygeT paboTaTs.




B nocnegHux Bepcuax cueHbl (oT Masa 2010) nossBunacb nosnesHasd
ocobeHHOCTb. [na  npepoTBpalleHns  ABOMHOIO  MepeksyeHus
coctoaHmn  (state), Bce coctoaHMa OpenGL Tenepb  AOJ/KHbI
nepeksayaTbCa vyepes

rci.GLStates.SetXXX
raoe XXX — HasaHue Bbl3blBaeMon pyHKUmMM OpenGL 6e3 6ykB «gl».

Mpueeném npumep Bbi3zoBa glBlendFunc (GL_ONE, GL_ONE). Bbl 40/MXKHbI
HanuncaTb B OnRender:

rci.GLState.SetBlendFunc(bfOne, bfOne)

MHoroa Ha  GLScene  MepeHOCAT  C/IOXHble  MPUTOXKEHUS,
paboTalowme c TekCTypamum. B Takmx cnydadax ynobHO WMCNosb30BaTb
knacc TGLTextureHandle, koTopbin NpegocTtaBnsieT AOCTYN K TeKCType
O4YeHb NoxXoXun Ha npsmon OpenGL. Huxe npuBenéH npuMep Co3a4aHUS
N HAaCTPOMKN TEKCTYpbl NOAO0OHLIM 06pa3omMm:

var

TH: TGLTextureHandle;

TH:=TGLTextureHandle.Create,

TH.AllocateHandle;
glEnable(GL_TEXTURE_RECTANGLE_ARB);
glBindTexture(GL_TEXTURE_RECTANGLE_ARB, dt.Handle);

glTexParameteri(GL_TEXTURE_RECTANGLE_ARSB,
GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE),

glTexParameteri(GL_TEXTURE_RECTANGLE_ARSB,
GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE),

3a4acTyo HeobxoaMMO MNoNyuYnTb OOBLEKT, KOTOPbIM OTPUCOBLIBAETCHA B
AaHHbIK  MOMEHT BpeMeHun. [ns 3Toro BBeAEH  3K3eMnnsap
vCurrentRenderingObject: TGLBaseSceneObject. Hy>XHO CMOTpeThb B LUuUKIe,
ABnseTcs nm MHTEepeCcy LN BacC o0bbeKT (IF Obj=
vCurrentRenderingObject then ...) TeKyLWWMM NpU peHOEPUHTe.

3aMeyaHne o npedwukce. B Bepcun GLScene 2.0 B komaHaax OpenGL
nocne gl MOXHO CTaBWUTb TOYKY, MOCNE 4Yero AOMNUCbIBaTb OCTasIbHYIO
4yacTb WMMeHW. Takasa cucteMa no3ponseTr paboTaTb C HECKONbKUMU




KoHTekcTaMn. Hanpumep, BMecto glVertex3f nuwetca gl.Vertex3f, a
BMecTo glBegin/glEnd nuwecs gl.Begin_/gl.End_. lnga 3TOoro Heo6xoaAnmMo
NOAKNOUYNTL AOMNONHUTENbHbIE MOAY/IM, paHee He MCNoJib3yeMble ANs
Bbi3oBa OpenGL-koMaHa: BMmecTto Winapi.OpenGL B 3TOM chny4ae
nogknodyaetcas GLS.Context n n1u6o GLS.OpenGLTokens, nn6o
GLS.OpenGLAdapter. GLS.OpenGLTokens coaepXut KoMaHAbl
OpenGL, OHM NO3BOAAIT KOMMUAATOPY MOHMMATb TEKCT, naywmn 3a GL.
OpenGLAdapter faéT BO3MOXHOCTb MCNOMIb30BaTb CNNCOK pacluUpeHnin
N Touyek Bxoaa dyHkumn OGL anga kaxaoro ob6bsaBNeHHOro KOHTeKCTa. B
pe3ynbTate TakKass CcucTeMa MNO3BOSISET CO34aTb MNPUIOXEHUE C
HECKO/IbKMMUN OKHaMU, B KaXAOM M3 KOTOPbIX MOXET OblTb YCTaHOBMEH
pa3HbIn bopMaT NUKcens.



VBO Hin PACIHIUPEHHUE
ARB_VERTEX BUFFER_OBJECT

OAHUM M3 «y3KUX» MeCT B paboTe C COBpeMeHHbIM rpadpuyeckum
yCcKopuTenem sBNSeTCa nepenaya €My AaHHbIX — TEKCTYp, BEpLUMH,
HopManen u T.n. nga nosbilWeHns bbICTPOAENCTBUSA cneayeT YMEeHbLWNTb
KOJIMYEeCTBO 3arnpocoB Ha nepeaayvy AaHHbIX U NepeaaBaTb UX KakK MOXHO
60MbWNMKN HaCTAMN.

Ecnn c TekcTypamum BCe [AOCTAaTOYHO MNPOCTO — OHW OAMH pas3
3arpyXalmTcsd B NaMaTb rpaduueckoro yckoputens U 6o0sblue He
M3MEHSIIOTCS, TO C FTEOMETPUUYECKNUMU AaHHbIMK (KOOPAMHATaMN BEPLLUH,
TEKCTYPHbIMM KOOpAMHATaMM, HopMansMum W T.A4.) Aeno obcTouT
3HAUUTESNIBHO XYXe.

Cnocob nepenaym AaHHbIX B ornepaTopHbIX ckobkax glBegin/glEnd
ABMSETCA KpanHe He3(d@deKTUBHbLIM, MOCKOJIbKY TpebyeT ANnda Kaxaoro
aTpmbyTa KaXkaon BepLMHbl BCAKMW pa3 Bbi3oBa pyHKUMK. EWE onHON
npobnemon glBegin/glEnd saBnsietca mn36bbiTouHas o6paboTka BepLlUUH,
ABNAKOLWMXCA 0O6WMMN AN HECKOIbKUX CMEXHbIX NOSIMITOHOB.

MoaToMy pa3paboTumMKuM NbITaANUCb YNYyYWKUTb cuTyauuto. B Bepcumn
OpenGL 1.1 6b11n BeAeHbl Tak Ha3blBaeMble BEPLUNHHbIE MAacCMBbl. B HUX
AaHHble XpaHATCcA Ha cTtopoHe CPU, a yckopuTesnio nepenaeTrcs TOJSIbKO
yKasaTtenb Ha HUX U uUX pasMmep. lNpun ncnonb3oBaHMM 3TOro cnocoba
nepegada ocyuwecrtensgerca cpasly 6onbwumMm 6510KaMn, KOJSIMYECTBO
obpaweHnnn Kk rpadpuyeckomy yckoputento GPU 3aMeTHO cokpallaeTcs.
Kpome TOro, ucrnonb3oBaHMe BEPLUMHHbIX MAacCMBOB MOXET YCTpPaHWUTb
N36bITOYHOCTL Npu 06paboTke o06wMx BepwuH. BCE 3TO npmBOAUT K
ropasgo 6onee 3adpdekTUBHOMY wucnonb3oBaHntwo GPU u  obwemy
NoBbIWEHUO 6bICTpoAEeNCTBUA nporpaMmbl. OgHAKO 3TOT cnocob TpebyeTt
NOCTOSIHHOM Nepefa4yn MmaccmeoB aaHHbIX oT CPU k GPU — BbI30B ntoboro
onepaTtopa OpenGL c ykasaTesnieM Ha MaccuB NPMBOAUT K ero nepegadve
rpauyeckoMy YCKOpUTENID, AaXe ecnn nepejaBaeMble AaHHble He
yctapenu (T.e. ecnu gaHHble, 4yTto coaepXut GPU, n gaHHble, 4To 6yayT
€My NMpucnaHbl, NOJHOCTbIO UAEHTUYHDI).

MoaToMy 6bIN0 6bl ropasao 3ddeKTMBHee cpa3y 3arpy3unTb Takue
haHHble B namatb GPU, nocne 4ero wucnosib3oBaHWe 3TUX AaHHbIX
rpaduyeckmm yckoputenem He byaet TpeboBaTtb Ux nepeaadm ot CPU.

MMeHHO NoaobHYH0 BO3MOXHOCTb UM MpeaocTaBfsieT MNoJsib30BaTesio
pacwupeHue ARB_vertex_buffer_object, BBeneHHoe B 54p0 HaunHas



c Bepcun 1.5. Wcnonb3oBaHMe [OaHHOrMo paclwnpeHus Mno3BoNdeT
KawmnpoBaTb (XpaHWUTb) passiMyHble TUMNbl AAHHbLIX B ObICTPOW NaMATU
rpaduyeckoro yckoputend. [Ana Takoro XpaHeHuss O6N0KM  AaHHbIX
noMewarTCcss B TaK Ha3blBaeMble BepwuHHble 6ydepbl (vertex buffer
objects, VBO), npu 3TOM KaxAablh Takon 6ydep npeacrasnser cobow
NpoCTO Maccue 6anT.

[aBante caoenaeM npunoxeHuwe, Kotopoe 6yaeT MCNONb30BaTb
BepWMUHHble bydepbl. 1 HagewCb, MHOrME acnekTbl peannsaumm nocne
3TOro ornaayTt. Mbl 6yaeM BbIBOAUTb 3aTEKCTYPUPOBAHHYO MJIOCKOCTb
cpeacteamMu GLScene n OpenGL.

NMomecTnte Ha d¢opMy kKomnoHeHTbl GLScene, GLSceneViewer,
GLMaterialLibrary. B nHcnektope o6beKTOB CLEeHbl CO34anTe Kamepy noj
nmeHeM GLCamera u ycTtaHoBUTE ee Bbloepy, cBonctey Position.Z
npuceonTe 3HaudeHune 2. B GLMateriallLibrary co3gante ™MaTtepuan u
ceonctBy Disabled matepunana npuceonTte False. 3arpy3ute B maTepuan
nobyto 2D Tekctypy. logknwouymte CTONb Heobxoaumble aAnd paboThbl
moaynn OpenGLTokens n GLContext.

[Mepexoanm K Koay. byaem KoMMeHTUpoOBaTb BCE, UTO Mbl AENAEM.
Co3pnanTte MaccuB:
var
vertexBuffers: array[0..1] of GLInt;

DTO CTaTU4YeCKN MaccuB — ABa ob6bekTa BepLluMHHOro 6ydepa. OanH ans
XpaHeHna no3vumnm BepwnH (vertices), apyron AnNa TEKCTYPHbIX
KoopauHaTt (texcoords).

Tenepb co3panTte cobbiTe FormCreate. B HeMm 6yayT npoxoanTb BCe
AENCTBMA NO NOArOTOBKE K pucoBaHuio. lepBoe 4YTO Mbl caenaem —
06bsBMM Heobxoaumble ans paboTbl NepeMeHHble, OTBevawuwme 3a
NONIOXKEHNE KaXaom M3 4-X BEPLWUH N 4-X TEKCTYPHbIX KOOPANHAT.

var
Vertices: array of array[0..1] of GLFloat;
TexCoords: array of array[0..1] of GLFloat;

Kona 3aecb XMTpbld U TpebyeT nosicHeHus. Vertices no dakTy — KoHeYyHas
TO4YKa, U3 KOTOpbIX OyAeT COCTOoATb Halla NNockocTb. Bcero 6yaet 4
TOuykn. OHUM COEeAUHEHbI TPeyrofibHUKaMM MO  MPUHLUUNY  «[BE
npeablayLmMX TOYKN BMECTE C TPETbel 06pa3ytoT HOBbIV TPEYrO/IbHUK> .



KpacHbIM 0603HayeHbl TOYKW, Ha PUCYHKe MnpoCcTaBfeH MnopsaoK ux
peHAepuHra — cHa4vana pucyetcd Toduka N°1, 3atem N2, N23 1, HakoHeL,
N°4. CooTBETCTBEHHO, CHaydasna pUCcyeTcs CUMHUN NMPAMOYrO/ibHUK, a 3aTeM
BTOPON — YEpPHbIN.

Touka y Hac B NpoeKkTe nMeeT KoopanHaTbl X U Y, HO obpallaTbCs
Mbl K HUM 6yaem depes Vertices[0] n Vertices[1] (kaKk y BeKTOpOB).

NTak... Bo3BpalwaeMca K pegakTopy Koaa WM nNuwem Janblle B
cobbiTe OnCreate popMbl.

SetLength(Vertices,4*2);

Vertices[0][0]:=1; Vertices[0][1]:=-1;

Vertices[1][0]:=-1; Vertices[1][1]:=-1;

Vertices[2][0]:=1; Vertices[2][1]:= 1;

Vertices[3][0]:=-1; Vertices[3][1]:= 1;

SetLength(TexCoords,4*2);

TexCoords[0][0]:=0; TexCoords[0][1]:=-1;

TexCoords[1][0]:=-1; TexCoords[1][1]:=-1;

TexCoords[2][0]:=0; TexCoords[2][1]:=0;

TexCoords[3][0]:=-1; TexCoords[3][1]:=0;

3ameTtuMm, 4TO0 SetLength() wn3MeHsieT pas3Mep MaccmBa, KOTOPbIN
CUYMTaAETCS KaK Mpou3BedeHMe KoaumyecTBa KoopAuHaT, nepenaBaeMbliX
ANs OAHOW BepLIMHbI HAa KOMMYECTBO BepuwuH Hawero obbekTta. Kpome
3TOro, Mbl 3a4aéM NO3MUNN KaXKa0MN BEPLUNHbI N TEKCTYPHOMN KOOpAMHATDI.

B nocneaHux sepcuax GLScene npu pabote ¢ anpekt OpenGL 1 VBO
TpebyeTcss aKTUBUPOBATb KOHTEKCT MpU WHULUMaANuU3aumm peHaepa.
JenaeTcda 31O Tak:

GLSceneViewerl.Buffer.RenderingContext.Activate;

Ecnn 3TO He nponucaHo, TO WHOrAa npu 3anycke BblneTaeT Access
violation.



[Jdanee 3anuwuTe:
gl.GenBuffers( 2, @vertexBuffers);

DTUM OornepaTopoM Mbl creHepupoBanu asa bydepHbix obbekTa. [Lanee
oAuMH Mbl 6yaeM wncCnonb3oBaTb AN XPaHEHUS MO3UUMA BEPLUMHHBIX
KoopAMHAT, BTOPOW AN TEKCTYPHbIX KOOpAUHAT. Bo3MoXHO, B byayluee
BaM noHanobsatcs ewé 4 6ydepa, HO 0 HUX MO3XKe.

Tenepb HY>XHO MHULUNANN3NPOBATb M 3aN0NHUTb Bydepbl AaHHbIMMU. :

gl.BufferData(GL_ARRAY_BUFFER,SizeOf(GLFloat)*Length(Vertices),
@Vertices[0], GL_STATIC_DRAW);

MepBbln NapaMeTp — AaHHble, KOTOpble byaeT coaepxatb bydep. ITO
HY>XHO NMbo Ana nHpopmaumm o BeplnHax (No3mumnga, HopMmanb U T.4.),
nmbo ang uHAeKcoB B Apyrne maccuebl (06 3TOM no3xe). Bropow
napameTp 3a8aéTt pa3mep 6ydepa. TpeTun napaMeTp — CCblIJIKa Ha
obnactb namMATW, rAe XpPaHUTCS BEPLIMHHBLIA MaccuB. YeTBEpPTbIN
napameTp HecéT B cebe mHPoOpMauu o npegnosilaraeMoM HasHayeHuu
bydepa. dTa MHDOpMaLUMA SBNSETCA NUWb HAMEKOM U CNYXUT ANs TOro,
yTobbl cucTtema Morna 6onee 3(PE@eKTUBHO YyNpaBAsaTb BblAeeHNEM
namMsaTM  ANnsg  BepwuHHoro  6ydepa. MapamMeTp wnMeeT  BUA
GL_XXX_VVV_ARB.

3HaueHue XXX OnucaHue

STREAM [MpepnonaraeTcs, 4TO MNOC/e KaXxaoro BbiBOAA
AaHHbIX OHN 6yAyT U3MEHSATLCS.

DYNAMIC NMpepnonaraetcs, yTo oynet yacrtoe
MCNO/Ib30BaHNE U WU3MEHEHUEe COAEePXMMOro
6ydepa.

STATIC MpepnonaraeTcs, 4YTO AaHHble 6yayT 3aaaHbl
OAMH pa3 W TnoToM Boobuwe He 6yayT
N3MEHATbCH.

3HauyeHue VVV OnucaHue

DRAW bydbep 6byaetr ucnonb3oBaTbCs AAS Nepeaaydun

AaHHbIX GPU, HanpuMep, ans BbiBOAa 06BHEKTOB.

READ Bydep 6yaner mcnonb3oBaTbCA MoJsib30BaTesNIEM
ana ytedns mn3 GPU.

COPY Bydep 6yaeTr ncnonb3oBaTbCa KakK Ansl YTEHUS
AaHHbIX U3 GPU, Tak u ans BbiBoAa 06bEKTOB.




NocKonbKy Mbl cCObMpaeMcsl BbIBECTU MSIOCKOCTb C TeKCTypon u 6onblue
HU4Yero He U3MeHsATb, Mbl BbibepeM GL_STATIC_DRAW.

[anee Mbl 40/MKHbI 0CBO6OAUTb aKTUBHbIN BEPLUMHHBLIN Bydep:
gl.BindBuffer(GL_ARRAY_BUFFER, 0);

MepBbI MapaMeTp — JAaHHble, KOTopble b6yaeT coaepxaTb 6ydep —
MOXEeT MMETb BCero ABa OYeHb BaXHbIX 3ape3epBUPOBAHHbIX 3HAYEHUS,
onpeaensarwmnx ™n OAHHbIX: GL_ARRAY_BUFFER i
GL_ELEMENTS_ARRAY_BUFFER. TllepBoe 3apmaét wuHdopMauuwo o0
BEpWMHAX, APYrMMM CNOBaMu BepPLUNHHBIA aTpnbyT (no3muus, HopManb,
TEKCTYpHble KoopauHaTbl). BTopoe 3HaueHume coobuwaeTr 0 TOM, 4TO
AaHHble U3 BeplwKnHHOro 6ydepa 6yaeT MCNonb30BaTbCA KakK MHAEKCHI
MaccuBa C MHGOpMaLMN O BepLUMHAX, TO eCTb BTOpOE 3HauYeHne CBSA3aHo
C nepsbIM. BTOpon napameTp AO/MKEH NpUBA3bIBaTb NEPBbIN NapaMeTp K
bydepHOMy 06bekTy. HO caMun 06bekTbl cuUMTalTCs C 1, NO3TOMY ecnu
Hanucate O BO BTOpOoM napameTtpe U GL_ARRAY_BUFFER B nepsBoM, TO
aKTMBHbIV BepPLNHHbLIN 6ydep ocBoboanTcS.

Tenepb 3anuwmnTe KOAOBbIN 610K A/19 UCMOSIb30BAHMNS BEPLUMHHOIO
bydepa ana TekCcTypbl (aHanoruyeH npeabliaywemy):

gl.BindBuffer(GL_ARRAY_BUFFER, vertexBuffers[1]);
gl.BufferData(GL_ARRAY_BUFFER,SizeOf(GLFloat)*Length(TexCoords),
@TexCoords[0], GL_STATIC_DRAW);
gl.BindBuffer(GL_ARRAY_BUFFER, 0);

Tenepb B nHcnektope obbvekToB co3gante GLDirectOpenGL n B ero
cobbiTn OnRender 3anuwnTte

GLMaterialLibrary.Materials[0].Apply(rci);

OTO AenaeT aKTUBHOW YyKa3aHHYK TeKCTypy. B agaHHOM cnydae
bunbnmnmoTteka Matepuanos 3TO NPOCTO CMUCOK yKasaTenen Ha TeKCTYpHble
AEeCKpUNTOpbl, @ 4ToObl TEeKCTypa MNpuUMeHuNacb K OTPUCOBbIBAEMOMY
06beKTYy, €€ HYXHO aKTuBupoBaTb. [lpun oTobpaxeHun CcTaHAaAPTHbIX
obbekTOoB 3TO pAenaetca GLScene aBTOMaTUYeCKM, HO Korga Mol
ncnonb3syem DirectOpenGL, 3ToO HYXHO AenaTb KOAOM.

A Tenepb BK/KUYUTE BEPLUNHHbIA MACCMB KOOpPAWHAT BEPLUUH U
MacCuB KOOpPAWHAT TEKCTYPbI

gl.EnableClientState(GL_VERTEX_ARRAY):
gl.EnableClientState(GL_TEXTURE_COORD_ARRAY);



Bcero cyuwecrtsyet 6 Takmx MaccusoB. 19 MCNOMb30BaHUA pacllMpPEeHUS
VBO noHanobAaTcsa ToNbko 4:

GL_VERTEX_ARRAY MaCCUB KOOpAMHAT BEpLUUH
GL_COLOR_ARRAY MaccuB UBeTOB B pexunme RGBA
GL_NORMAL_ARRAY MacCMB KOOpAMHAT BEKTOPOB HOpManen
GL_TEXTURE_COORD_ARRAY | MaccmB KoOpAMHAT TEKCTYypbl

Nanee Heobxoaumo coobwmtb OpenGL, 4tOo Mbl cobupaemcs
ncnono3oBatb vertexbuffers[0] n vertexbuffers[1] kak BepLUHHbIE
MacCCuBbI NMpu pucosaHun. CaenaeM Mbl 3To Yepe3 koMmaHAy glBindBuffer:

gl.BindBuffer(GL_ARRAY_BUFFER, vertexBuffers[0]);

CneaytouwmM ornepaTopoM Mbl YKaXeM, Kakoe KONIMYeCTBO KoopANHaT
bynem 3apaBaTbh KaXxaou BeplinHe (ABe, TPU WIN YeTbipe); TUN AAaHHbIX
ans kaxaoun koopanHatbl B Maccuee (GL_SHORT, GL_INT, GL_FLOAT wnnn
GL_DOUBLE); HyneBoM npoMexyToKk namatm B 6antax wMexay
KoOpAMHaTaMu COoCeaHUX MocnenoBaTesibHbIX BEPLWUH UM OTCYTCTBME
yKasaTtens Ha obnacTb, rge coaepkaTcsi KoopAuHaTbl NepPBOW BepLUUHbI
(06bblvHO anga VBO 3aaaéTcs MMEeHHO OTCYTCTBME yKasaTens).

glVertexPointer(2, GL_FLOAT, 0, nil);

Bcero cyuwectByeT 4 onepatopa GL...Pointer, ncnonblyemoix ¢ 6ydpepamm
BEPLUNHHbIX MAacCMBOB. DTO:

glVertexPointer 3a4aeT aapec MaccMBa KOOpAUHAT BEPLUUH;

glNormalPointer 3aZaeT agpec MaccuBa HoOpMasen B BepLUINHAX;

glColorPointer 3a/laeT aapec MaccuBa UBETOB, CBSA3a@HHbIX C
BEPLUNHAMMN;

glTexCoordPointer 3aflaeT agpec MaccmBa KOOpAMHAT TeKCTypbl
MaTepuana, 3a4aBaeMol B BepLUMHAX.

Mpuwio BpeMa caenaTb TO Xe ANS TEKCTYPHbIX KOOpAUHAT.
gl.BindBuffer(GL_ARRAY_BUFFER, vertexBuffers[1]);
gl.TexCoordPointer(2, GL_FLOAT, 0, nil);

Hy a Tenepb pucyeM aBa TpeyrosbHUKa



gl.DrawArrays(GL_TRIANGLE_STRIP, O, 4);

JTa KOMaHZa KOHCTpyuMpyeT noc/iefoBaTeNIbHOCTb eoOMeTpuYecKmnx
NPUMUTMBOB. [lapaMeTp mode yKa3sblBaeT, Kakue MNpuMMUTUBBI cnepyeTt
NOCTPOUTb, WM MNPUHUMAET Te€ Xe 3HA4YeHUs, 4UYTO U EeOUHCTBEHHbLIN
napameTtp gIBegin(). Hwumxe npuBeaeHa nonHas Tabnuua 3HAYEHUN.
BTopon v TpeTuin napaMeTpbl YKasbiBalT, C KakKOW KOOpPAWHATbLI
HaUYMHAOTCS KOOPAMHATLI, KOTOPble YNTAKTCA U3 MAacCMBa U KOJMYECTBO
TOYex.

3HauyeHue CooTBeTcTBYHOLME NMPUMUTUBDI

GL_POINTS NMHamBunayanbHble TOUKN.

GL_LINES BepwnHbl NOMNapHO WHTEPNPETUPYIOTCA Kak
CaMOCTOATE/IbHbIE OTPE3KM!.

GL_LINE_STRIP Cepusa coegmHeHHbIX OTpe3KoB (NIoMaHas).

GL_LINE_LOOP AHaNoOrMyHo npeabliaywemy, HO, eLle
aBTOMaTM4yecKu nobasnsaeTcs OTpPEe30K,

COEAVHSAIWMIN NeEPBYIO U NMOCNEAHIO BEPLUNHDbI
(3aMKHyTasa nomaHas).

GL_TRIANGLES Kaxkaasa Tponka BepLIUH MHTepNpeTUpyeTCcs Kak
TpeyrosibHUK.

GL_TRIANGLE_STRIP | Llenoyka coeanHEHHbIX TpeyrosibHUKOB.

GL_TRIANGLE_FAN Beep 13 coeAVHEHHbIX TPeYrosbHUKOB.

3aMeydyaHue.

B pykoBoactBax no OpenGL MOXHO BCTPEeTUTb TaK Xe peXuMmbl
GL_QUADS, GL_QUAD_STRIP u GL_POLYGON; ncnonb3ymrte nUx TONbKO
anga OpenGL 1.5-2.1.

HakoHel, BbIK/1lOYaeM NPpUMEHEHNSA MAaCCUBa no3unuunmn BEPWUH N MaCCUBaA
TEKCTYPHbIX KOOPAUHAT.

gl.DisableClientState(GL_VERTEX_ARRAY);
gl.DisableClientState(GL_TEXTURE_COORD_ARRAY);
N nenaemM HeaKTMBHOWM yKa3aHHY TEKCTYpPY:

GLMaterialLibrary.Materials[0].UnApply(rci);



B KoHUe HeobxoamMo ocBoboanTb BuaeonamMaTtb T.K. RAD Studio 3a Hac
3TO caenatb He MoxeT. Co3aanTte cobbite OnDestroy y rnaBHon opMbl
NPUIOXEHNS N 3aNULLNTE B HEM:

gl.DeleteBuffers(1,@vertexBuffers[0]);
gl.DeleteBuffers(1,@vertexBuffers[1]);

[OTOBbLIM NPUMEP MOXHO MOCMOTPETb 34€eCh:
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples
YacTMyHO MaTepuan rno3amMcTeoBaH C camta A. bepeckosa:
http://steps3d.narod.ru/tutorials/tutorial-vVBO.html.

NWTak, Mbl caenann AeMo TMPOEKT, KOTOpblM  MNOKa3blBaeT
BO3MOXHOCTM VBO. Mbl ncnonbsosanu unctoein OpenGL koa. Toxe camoe
MOXHO ©6blno caenaTtb W ucnonb3ya knaccbl GLScene. [lpuBeném
HECKOJ1IbKO COKpaWEéHHbIN KO TaKOW NMporpamMmbi:

uses
VectorlLists;
var

VertexBuffer,TexCoordBuffer: TGLVBOArrayBufferHandle;

procedure TForm1l.FormCreate(Sender: TObject);
var
Vertices: TTexPointList;
TexCoords: TTexPointList;
begin
Vertices :=TTexPointList.Create;
TexCoords:=TTexPointList.Create;
Vertices.Add(1,-1);
Vertices.Add(-1,-1);
Vertices.Add(1,1);
Vertices.Add(-1,1);

TexCoords.Add(0,-1);
TexCoords.Add(-1,-1);
TexCoords.Add(0,0);
TexCoords.Add(-1,0);

Form1.GLSceneViewer.Buffer.RenderingContext.Activate;

VertexBuffer:=TGLVBOArrayBufferHandle.CreateFromData(
Vertices.List,SizeOf(GLFLoat)*2*Vertices.Count,GL_STATIC_DRAW);

TexCoordBuffer:=TGLVBOArrayBufferHandle.CreateFromData(TexCoords.List,
SizeOf(GLFLoat)*3*TexCoords.Count, GL_STATIC_DRAW);


https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples
http://steps3d.narod.ru/tutorials/tutorial-VBO.html

gl.EnableClientState(GL_VERTEX_ARRAY);
gl.EnableClientState(GL_TEXTURE_COORD_ARRAY);
end;

procedure TForm1l.GLDirectOpenGLRender(Sender: TObject;
var rci: TRenderContextInfo);

begin

GLMaterialLibrary.Materials[0].Apply(rci);

gl.BindBuffer(GL_ARRAY_BUFFER, VertexBuffer.Handle);

gl.VertexPointer(2, GL_FLOAT, 0, nil);

gl.BindBuffer(GL_ARRAY_BUFFER, TexCoordBuffer.Handle);

gl.TexCoordPointer(2, GL_FLOAT, 0, nil);

gl.DrawArrays(GL_TRIANGLE_STRIP, O, 4);

GLMaterialLibrary.Materials[0].UnApply(rci);

end;

procedure TForml.FormDestroy(Sender: TObject);
begin
GLSceneViewer.Buffer.RenderingContext.Activate;
gl.DisableClientState(GL_VERTEX_ARRAY);
gl.DisableClientState(GL_TEXTURE_COORD_ARRAY);
gl.DeleteBuffers(2,@vertexBuffer);

end;

3aMeyaHue.

He nyTanTe BepLlMWHHble MaccuBbl M Oydepbl BEPLIMHHBLIX MACCMBOB
(VBO).

IIpopo.ixkenue OGL

Bbiwe Mbl n3yunnm mcnonososaHme VBO anga smaeokapT ¢ OpenGL
1.5 — 2.1. 2T0o He caMble nocreaHne Bepcmmn rpadpumyeckon 6mbnmotTeku.
Ona OpenGL 3 — 4 Bce TpaHCchoOpMaumm HYXHO NEepeHOCUTb B
BEPLUMHHLIA wenaep. ECTb Takoe MOHATUE — BEPLWUHHbIK aTpubyT; K
HeMy OTHOCATCS LBET BEPLWMHbI, TeKCTypa, HopMasnb un gpyrue. B OpenGL
3-4 ybpanu Tak Ha3blBaeMble «BCTPOEHHble» BepLlUHHble aTpnbyTbl, TO
€eCTb 3TOT CaMbli LUBET BEpLUNH, 3Ty CaMylo TEeKCTypy, HoOpManb. [Mo3TOMy
ncuesnn n sce pyHkunm giIXxXXPointer, KOTopble Mbl UCNOJSIb30BAIN BbILLE.
BMecTto 3TOoro Ham Tenepb AakT BO3MOXHOCTb CaMMM CO34aBaTb
BEpPWMHHbIE aTpnbyThl. [lenaeTcs 3To BOT TaK. DTOT KOA HY>XXHO NOSIOXUTb
B FormCreate nnn B gpyryto npouenypy, Bbi3biIBaeMyto ogMH pas:

var
AttribPosition: GLInt;

AttribPosition: =glGetAttribLocation(ProgramName, 'Position");



340ecb Mbl NoslydyaeM agpec HoBoro atpubyrta. ObpaTute BHUMaHME, 4YTO
Ans 3Toro HeobxoAMMO WMMeTb WenaepHyo nporpammy, eé handle
nepenaéTtcs NepBbIM NapaMeTpoM, a BTOPbIM nepeaaétcs npou3BosbHOE
nmsa atpubyra.

B npoueaypy oTpUCOBKM HYXHO A06aBUTb Cleayowmnii Koa:

glBindBuffer(GL_ARRAY_BUFFER, IndicesBuffer);
glVertexAttribPointer(AttribPosition, 2, GL_UNSIGNED_BYTE, False, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, 0);
glEnableVertexAttribArray(AttribPosition);

glDrawArrays(GL_TRIANGLES, 0, VertexCount);
glDisableVertexAttribArray(AttribPosition);

3aMedyaHue. PacwunpeHne VBO asBngerca nydwuMm BapuaHTOM
BblBOAa BCen cueHbl. OaHaKo oauH Tonbko knacc TGLMeshObjects w3
BCeX knaccoB GLScene wucnonb3yeTr 3Ty TeXHOSIOrUKW. BOoNbLWKMHCTBO
KOMIMOHEHTOB 3a4eNCTBYIOT BepLUMHHbIE MACCUBHI.




4.FBO

EXT_framebuffer_object npepoctaBnger o4eHb MPOCTyHO U
nnatdopMeEHHO-HE3AaBUCUMYIO  afbTEPHATUBY  WCMNOJSIb30BaHUIO  p-
bydepoB, KOTOpble bbl/IM HEMPOU3BOAUTENbHbI U C/IULWIKOM 3anyTaHbl.

[aHHoe pacwupeHne BBOAUT HOBbIM TUN obbekTa B OpenGL —
dbpenmbydep (framebuffer object, FBO). ®penmbydep coctout wu3
Habopa oTaenbHbIX norndyeckux bydepos (useta, rnybuHbl, TpadapeTa)
M NapaMeTpoB COCTOSAHMUS.

. Texcmypusie obwexmsl
Dpeibyvihep

yaemoeoi avghep W L UIOOPENCEHUWE

00/

ki

yaemoeai aviep n

Oviep cavouH

ovghep mpaghapema

Pendepbvihepa

- I!J{JEIJH.H'EEHHE

Aapetwe el COCRORANLA /

e

ki

B kauectBe nornyeckux 6ydepoB MOryT BbICTyNnaTb KakK TeKCTypbl
noaxoaswmx cgopmatoB, Tak W cneuunanbHble 06beKkTbl ele OAHOro
BBOAMMOro Tuna — peHaepbydepbl (renderbuffer object, RBO).
Penpoepbydep coaepXuT  BHYTpU cebsa  npocTtoe  ABYXMepHoe
ns3obpaxeHune (6e3 Mcnonb3oBaHUA NUpaMupanbHOro uUNbTPOBaHUSA) U
MOXET WCNO0/Ib30BaTbCA AN XpaHeHUs pe3ynbTaToB peHAepuHra B
KayecTBe 0AHOro u3 normyecknx 6ydepos.

MpunoxeHne MoOXeT MUCNOoMb30BaTb MHOro penmbydepoB, HO BCe
OHW pas3fensTcss Ha HadvanbHbln ppenmMbydep, Co34aHHbIM OKOHHOW
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cuctemon anga npunoxeHunsa (oH umeet naeHtudunkaTop 0), U co3gaHHble
CaMuM NPpUNOXeHNeM dbpenmbydepsbl (OHM NHOEKCUPYIOTCS
HaTypanbHbIMN YNCNAMK).

MpunoxeHne MoxeT Bbibpate (bind) oanH wn3 wnMerowmxcs
dbpenmbydepos Kak Tekywumn. Toraa norunyeckne 6ydepbl AaHHOro
dbpenmbydepa ncnonblyoTca (Kak Ans YTeHUs, Tak U Ans 3anucm) npu
BCeX (pparMeHTHbIX onepauunsx.

BoT ABe CCbINKKU, FAe onMcbiBaeTCs Npouecc co3gaHnsa U UCnosib30BaHUS
FBO:

http://steps3d.narod.ru/tutorials/framebuffer-object-tutorial.html

http://www.gamedev.ru/community/opengl/articles/framebuffer_object

GLFBORenderer
B GLScene ecTb KOMMOHeHT ans FBO — 310 GLFBORenderer &9,

CBOMCTBO OnucaHue

Camera Ccbllka Ha Kamepy, C Mo3vuuMm KOTOPOW
byaet npousBoanTbLCS peHaepuHr. Ecnu nil,
TO UCMOMb3YETCS TeKyLlas KaMepa.

Aspect OTHOWeEHMe WupuHbI BMAaa K BbICOTE, MO
yMo/si4aHuio 1.

BackgroundColor ®OoHOBbIV LBET.

UseBufferBackground ®nar, KOTOpbI YyKa3blBaeT, Kakou UuBeT
ncnonb3oBatb Kak  (GOHOBbIKG — U3
BackgroundColor wnmn ¢oHOBbIN  UBeET
Bbloepa.

MaterialLibrary Ccblika Ha 6ubnmoteky maTepmanos.

ColorTextureName Nma 6ubnnoteyHoro matepuana, B TEKCTYpY
KOTOporo 6yaeT 3anncbiBaTbCs LBET.

DepthTextureName Nma 6ubnnoteyHoro matepuana, B TEKCTYpY

KoToporo 6yaer 3anucbiBaTbCs r1ybuHa
cueHbl. nsg atoro B GLScene 6b11n BBEAEHbI
HOBble dopmaThl TEKCTYp
tfDEPTH_COMPONENTXX
EnableRenderBuffer.erbD | ®nar 3anumcn rnybuHbl B peHaepbydep.
epth BbyoeTr  mncnonb3oBaTbCA  TONBbKO  MNpw
OTCYTCTBUM TEKCTYPbI rNybUHbI.
EnableRenderBuffer.erbS | ®nar wucnonb3oBaHna 3anucu B b6ydep
tencil TpadapeTa.

StencilPrecesion TOYHOCTb 3HauyeHUn bydepa Tpadapeta —
1,2,4, 81n 16 6ur.



http://steps3d.narod.ru/tutorials/framebuffer-object-tutorial.html
http://www.gamedev.ru/community/opengl/articles/framebuffer_object

Width

LLiInpnHa BMAOBOIO aKpaHa.

Height

BbicoTa BUAOBOIro 3KpaHa.

ForceTextureDimension

dnar nNoAroHKM TEKCTypbl NoA4 pa3Mepbl
BMAOBOro akpaHa. Ecnu dnar cbpoweH, 1O
Heobxoammo, 4TOob6bl pa3Mepbl TEKCTYpPbl
coBnaganu C paaMepaMn BMAOBOIo 3KpaHa.

RootObject

Ob6bekT, peHAepuHr KoToporo b6yaert
ocywectenaTbcd. MoxeT 6bITb dummy c
aoyepHUMmM obbekTamMun UM OAMHOYHbIN
06BbeKT. DTOT 06BLEKT MOXEeT OblTb LUesiblo
Heckonbknx GLFBORenderer, Hanpumep,
HUDSprite Ha Becb Bbloep AN MUHI-MNOHI
NnocTa(PdeKTOB.

SceneScaleFactor

Jlyywe ycTtaHaBnmMBaTb B HOMb, TOraa 3TO
CBOWCTBO He wucnonb3yetcs. lNpumeHseTcs
ANnst npuceBoeHunst Tpebyemoro MacwTtaba
CLUEHbI, YMHOXEHHOIo Ha LWUPUHY BMAOBOIO
SKpaHa.

TargetVisibility

®nar, ykasbiBawLwmm Ha To, byaeT nn BuaeH
uenesonm 06bEKT TONbKO npu paboTte
TGLFBORendererl nnn no ceoncrtBy Visible
obbekTa. 3aMeuy, 4To ecnmn y obbekTa 3TO
CBOWCTBO BbIK/IIOYEHO, TO OH BCE paBHO
6yneT pucoBaTbCs B TEKCTYPY.

UseLibraryAsMultiTarget

dnar, ykasblBalOWMM Ha TO, UTO BCe
TEKCTYpPbl M3 NOAKIOYEHHON 6ubnnoTekun
MaTepuanos 6yayT KWCNOAb30BaTbCA Kak
uenn  Aonsa  UBETOBbIX  AaHHbIX  (Tak
Ha3biBaeMbin pexunm MRT (Multi Render
Target)). Ans 3TOro HeobxoaAnMo
NCNonb30BaThb lwenaepsbl, rae BO
¢dparmMeHTHOM nporpamMme pAaHHble 6yayT
3anucbliBaTbCHA, HaNpuMep, Tak
gl_FragData[0] = Colori;

gl_FragData[1] = Color2;

gl_FragData[2] = Color3;

gl_FragData[3] = Color4;

N TaK MO KOIMYECTBY TEKCTYP.

Ecnn B aTON Xe 6ubnnorteke ectb TEKCTypa
rnybuHbl, TO OHa He byaeT MCNONb30BaTbLCS
ANS  UBETOBbIX [AaHHbIX, @ TONIbKO Kak
rnybuHa ansa 6ydepa.




34eCb MOXHO MOCMOTPETb AEMO MPUMEP C UCMO/Ib30BAHMEM TEXHOJI0TUK
MRT:

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples


https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples

PUCOBAHUE HA KAHBE GLCANVAS

Knacc TGLCanvas — ato aHanor obblyHoro TCanvas, Ho paboTaeTt
HaMHoro bbicTpee.

UTtak, B npoekte VCL pobasbTe Ha ¢dopMy KoMnoHeHTbl GLScene,
GLSceneViewer n nogkayuTe MOAYy N GLS.Canvas U
GLS.RenderContextinfo. B GLScene pobasbTe kKamepy, CBeT W
TGLDirectOpenGL n co3gante ansa Hero cobbitme OnRender, 3aTem
nobaBbTe B peHAep cnepyowme CTPpOKK:

procedure TForm1.GLDirectOpenGL1Render(Sender : TObject;

var rci: TRenderContextInfo);

var

glc: TGLCanvas;
begin
glc:=TGLCanvas.Create(GLSceneViewerl.Width,GLSceneViewerl.Heigh
t);
with glc do

begin

// 34Aeb MOXHO f06aBUTb KOMaHAbl pUCOBaHMSA Ha KaHBe

end;

glc.Free;

end;

Ceonctea GLCanvas npakTuyeckum coBnagarwdT CoO CBOWCTBaMu
Canvas. YnoMsiHeM TONbKO cBoucTBa InvertYAxis — OHO MeHseT
HanpaBneHne ocum Y Ha CHU3y BBepXx — U PenAlpha — MeHseT
Npo3payvyHoCTb pucosaHus ot 0 ao 1.



5.GUI B GLSCENE

1.1 OCHOBHBbIC IOJIOXKEHUSA

Ona co3pgaHus rpaduyeckoro uHTepdenca cpeacrsamm GLScene
BHayane Heob6xoAMMO CO34aTb PUCYHOK, HAa KOTOpPOM 6yayT HapWCOBaHbI
BCce byaylime nucnonb3lyemMble KOMMNOHEHTbl (pa3Hble KHOMKWU, naxku u
T.4.). B ..\GLScene\Assets\Skin = npeaycmoTtpeH o6paszey —
DefaultSkin.bmp. 3aTteM cnenyer ykasaTb, UTO €CTb UTO Ha pUCyHKe. [ng
3TOro HY>XHO co3aaTtb dann pa3meTku Default.layout B, Hanpumep, GUI
Layout Maker’e, KOTOPbI HaxoAnTCs B  OeMo npuMepax
..\GLScene\Examples\Demos\utilities\GuiEditor.

Boot Contrl Ynpasnawowme - 371EMEHTHI GUI, 06beKTbI

GLPopupMenu
GLForm KoMnoHeHTa GLScene
GLPanel
GLButton
GLCheckBox
GLEdit

L Gllabel

t  GLAdvancedLabel
= GLScrollbar

B GLStringGrid

&  GLBitmapControl

I R = ] B U]

(4 SkiadDelphi Demo

EﬁkiMDelph\ Controls 2

SkiadDelphi Drawing Basics
SkiadDelphi Drawing Text

SkiadDelphi Transforms

SkiadDelphi Documents

Skia4Delphi Drawing Paths and Effects
Skia4Delphi Image

SkiadDelphi Filter

SkiadDelphi Runtime Effects

SkiadDelphi Unicode

BoNbWNMHCTBO OOBLEKTOB M KOMMOHEHTOB HAa KaHBE MOryT MMETb
pa3Hble pa3Mepbl, YTO CO34aeT HekoTopble npobnembl. Hanpumep, vy
KHOMOK W nNaHenem TonwmHa dackn Ao/KHA 6biTb OAMHAKOBOW Npu
ntoboM pasMepe, a 3HAUYUT HeNMb3a NPOCTO pacTarmBaTb WM CXKUMATb
OAMH W TOT Xe PUCYHOK. YT0bbl pewunTtb 3TOT BOMpoc, B GLScene
npeaycMoTpeHo pasbueHnme pucyHKa KOMMOHEHTa Ha 4acTu C pas3HbIM
BblpaBHMBaAHMEM. HYacCTu C pa3HbIM BblpaBHMBAHMEM N MaclITabupyroTcs
no pasHoMy (OAHM — TONbLKO MO BEPTUKANU, APYyrne MMEKT NOCTOSAHHbIN
pasmep, n T7.4.). Hanpumep:
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BokoBble CTOPOHBI
CHanuce TonekKo
no EepTHEANA

GLAITopLeft GLAITop GLAITopRight

GLAIRight — ==

GLAILeft GLAIGenter

Ykl HAKaK

GLA|BottomLeft GLAIBottomRight HE U3MEHWMNCE

GLAIBottom

[IpocTrennmaa GL-popma

NMomectuMm Ha dopmy GLScene, GLSceneViewer u GLCadencer, u,
Kak 06bl4HO, CcO34aaMM KaMepy W HacTpoum cBsa3u. [anee pobaBum
GLMateriallLibrary, GLWindowsBitmapFont n, CobCTBEHHO,

GLGUILayoutManager M YCTAaHOBUM WPUPT B COOTBETCTBYHOLLEE
rnose MeHeaxepa.

Tenepb OTKpoeM cueHy W pobaBum o06bekt GUI Objects —
GLBaseControl. OH urpaet pone DummyCube gns GUI koMmnoHeHTOB. B
HeM co3pante GLForm, a B Hen GLButton, GLLabel n GLEdit, n y Bcex
yeTBepbIX YKaxuTe ceBoncTBo GuilLayout. Boobuie rosBops, 3Toro yxe
AOCTaTOYHO AN BblBOAA HAANUCEN — AN151 3TOr0 YKaXKeM UM Kakne-Hnbyab
Caption. IameHeHna NnpuMeHATCcs Nnpu akTnemnsaumm VCL-dopMbl, a TEeKCT
GLEdit'a MoxHO 6yaeT yBuMAeTb TOJILKO B 3anyuweHHOMW nporpamMmme.
Tenepb BbicTaBuMm Position gna GLButton B, Hanpumep, (100; 80),
GLLabel (100; 120), a GLEdit (100; 220). Takxe nepeMecTum opmy B
(100; 160). BaxHO, 4TO npu nNepeMelleHnn poauTens AeTu He
rnepemMeLlarTca BMecTe C HUM!

Kak BMAMM, KOMMNOHEHTbI MOKa He MMetoT opopmiieHund, T.K. GLScene
He 3HaeT, KaKk UMEHHO UX pucoBaTb. YTobbl 3TO MCNpaBuUTb, CO34aANUM B
6nbnmnoteke HOBbIN MaTepuan W 3arpy3vMM B Hero YrnoMsiHyTblM Bblwe
DefaultSkin.bomp (Texture.Disabled = false!), a GLGUILayout'y
YyCTaHOBMM 3TOT MaTepuan. Tenepb 3arpys3mMm pasMeTKy — B CBOWCTBE
GLGUILayout.Filename ykaxeMm nonHbin nyTb K Default.layout (ans
NPOCTOTbl €r0 MOXHO MOJSIOXUTb B KOpeHb AMcka). OH 3arpy3mTcs cpasy
Xe, B UeM MOXHO ybeauTbcs, oTKpblB Konnekunto GuiComponents. B
Hen NOoSABUINCL HAaCTpPOUKM KOMMoHeHToB. OTKpbliB cBoncTBO Elements
noboro wu3  HUX, YyBMAMM HAbop 4YacTen, Ha3BaHHbIX MO WUX
BbipaBHMBaHuAM (ceoncteo Align). CeoinctBa TopLeft n1 BottomRight
— KOOpAMHaTbI B MMUKCeNnax COOTBETCTBYOLWMX rPaHNL, HacTu Ha PUCYHKeE.



Mocne Bcero 3TOro BepHEMCH B CUEHY UM YCTaHOBMM CBOWCTBO
GuiLayoutName ¢opme B ‘form’, kHonke B ‘button_up’, a nonto BBOAA
B ‘edit’ nocne 4ero OHM HaKOHeL, NOSIBATCS Ha 3KpaHe B Haanexallem
Bmnage. OCTanocb TOMIbKO YKa3aTb UM HY>XHble pa3Mepbl.

O6pab6oTKa MBILIH U KJIAaBUATYPhI

C aTMM BCe MPOCTO — Mbl AO/MKHbI 3TU COBbITUA NpU NONyYEeHUU
nepepnasatb GL-popMe, a OHa yXe cama nepefgact MX HYXHbIM
KOMMNOoHeHTaM. 3anuweMm B GLSceneViewerl.OnMouseMove:

GLForm1.MouseDown(Sender, Shift, X, Y);

B GLSceneViewerl.OnMouseDown/Up:
GLForm1.MouseDown/Up(Sender, TGLMouseButton(Button), Shift, X,Y);
B Form1.0nKeyPress:

GLForm1l.KeyPress(Sender, Key);

HakoHel, B GLCadencerl.0OnProgress:

GLForm1.DoChanges;

n B GLButton1.0nButtonClick:
GLButton1l.Caption:=GLButtonl1.Caption+'*’;

Takxe ons HarnaaHoCcTn KHonke yctaHoemM GuiLayoutNamePressed B
‘button_down’. 3anyctnm un ncnpobyemM nonydeHHyto dpopMy. Bce A0MKHO
6bITb NouTK Kak ¢ VCL.

Hemkun: Demos\interface\GUIDemo n GUIPaint.

3aMeyaHne. ®opma obpabaTbiBaeT MU nepepaer APYrMM KOMMNOHEHTaM
TONbKO WENYKN, NpuxoasLumnecs B orpaHUuYMBaeMbin e NpAMOYyrosibHUK.
T.e., eCnn KHOMKa JieXXUT HanosoBUHY BHe (OopMbl, TO TOJIbKO 4acTb
nosepx opMbl byaeTt knmkabenbHa!

Hrposoe MeHIO

B GLScene ecTb cneuuvanbHbli 06beKT, OTBEYAKLWNA 3a Co3haHue
mMeHto: GLGameMenu (HUD objects — GameMenu). CeBoncrea:

CBOMCTBO OnucaHue

Items Coaep>XUT NYHKTbl MEHIO

ActiveColor LIBeT TeEKCTa aKTUBHOIO NMYHKTA MEHIO




BackColor

LiBeT ¢doHa

DisabledColor

LlBeT HEeAOCTYynHOro B JaHHbIA MOMEHT

NYHKTa

Font

YKka3biBaeT wWpudT Tekcta (0 wpudTax CM.
rn. 11)

InactiveColor

LIBeT TekCTa HeaKTUBHbIX MYHKTOB MEHIO

MarginHorz, MarginVert

Ha cKkonbko nuKcenen AOMNONHUTENBHO
HY>XHO paclwmputb GOH MO FOPU3OHTaNU U
BepTUKaIn

MenuScale

MoxeT NPUHUMATb ABa 3Ha4YeHuns:
gmsNormal v ¢gmsl1024x768. Ecnu
gms1024x768, TO MeHK MoJsiyyaeTcs
Menbye, U OHO MacwTabupyeTca npu
n3MeHeHunn pasmepa GLSceneViewer’a

Position

[MTonoXeHne ueHTpa MeHK, nNpuyeM ocb X
HanpaB/sieHa c/ieBa HanpaBo, a OCb Y CBepxy
BHM3. Z 3a4aeT Nopaa0oK OTPUCOBKU

Selected

HomMep  BblAENEHHOrO  MYHKTa
HyMepauus HauMHaeTCcs C Hyns

MEHIO,

Spacing

PaccTtosaHue Mexay NnyHKTaMu MeHHo

TitleMaterialName

Nma maTepmana nMcnonb3yeMoro B KadecTse
3aronoska (He 3abyabTe 3anosHUTbL Mose
MaterialLibrary)

TitleHeight, TitleWidth

BbicoTa 1 WnpunHa 3arosioBKa

Enabled[index: Integer]:

YKa3bIBaeT, AOCTYNEH JM MNYHKT MEHK C

Boolean HOMepoM index wWnMm HeT. 2TO CBOWCTBO
AOCTYMNMHO TOJSIbKO NPOrpamMmMHO

SelectNext MepenTn K cneayroweMy NyHKTY MEHIO;

SelectPrev MepenTn K Npeablaywemy nyHKTY MEHIo;

MouseMenuSelect

Bolaensier NYHKT MEHIO,
npuHagnexat koopauHatbl (X, Y).

KOTOpOMY

Mpumep:

procedure TForml.FormKeyDown(Sender: TObject; var Key: Word;

Shift: TShiftState);




begin
if Key=VK_ESCAPE then
GLGameMenul.Visible:=not GLGameMenul.Visible;

if GLGameMenul.Visible then

case key of

VK_UP: GLGameMenul.SelectPrev;
VK_DOWN: GLGameMenul.SelectNext;
VK_RETURN: work(GLGameMenul.Selected); // BbINOMHUTb Kakoe-TO

AencTBme B 3aBUCUMOCTU OT TOr0, Kakon NYHKT MEHI0 BblAaeseH

end;
end;
procedure TForml.GLSceneViewerlMouseDown(Sender: TObject;

Button: TMouseButton; Shift: TShiftState; X, Y: Integer);
begin

GLGameMenul.MouseMenuSelect(X, Y);

end;



CTOJIKHOBEHUA

CobbiTne cTonNkHOBeHUA 06beKkTOB 0bpabaTbiBaeTcs M yrnpasnaseTcs

B GLScene ¢ nomouwbtio koMrnoHeHTa CollisionManager .“‘- U3 BKNaAKU
GLScene Utils. BbicTpee Bcero CTo/IKHOBEHUSA MPOCUUTbIBAETCS Y TOYeEK,
notom y cdep. OpraHusoBaTb MPOBEPKY KOMNU3UM MOXHO U
CaMOCTOATENIbHO, BPY4HYIO.

[MoMecTuTe ero Ha Bawy @opMy. YCTaHOBKA MPOBEPKU KOMNIN3UN B
pexume design time:

+ LllenkHuTte no kHonke Behaviours y o6bekTa, KOTOPbIM Bbl XOTUTE

NpoBepSATb Ha KONM3UN.

+ Ha)xMuTe Ha KHOMKY CO 3HAKOM mtoc u Bbibepute nyHKT Collision.

+ Y CO34aHHOMN KONNM3nm yCTaHOBUTE cBOWCTBO Manager.

+ BbibepuTe noaxoasuiee 3HadyeHue ansa ceoncrea BoundingMode —
dopMbl 06BbEKTA.

He npu nwobbix 3HadeHuax BoundingMode paByx Ten npaBWAbHO
ob6pabaTbIiBalOTCS CTOSIKHOBEHMUS:

cbmPoin|cbmSphericbmEllipsoi cbmCube cbmFace
t e d .
cbmPoint lpasunbH NMpaBunbHO| NpaBunbHO | NpaBuUNbHO NS TONLE
0 C KyboM
cbmSphere fpasunbH MpaBunbHo| MpaBunbHO | MpaBunbHO KR e €
0 Ky6om
cbméEllipsoi|llpaBunbH MpasunbHo HenpasunbHHenpasunbH|Kak Ky6 c
8 0 0 0 Ky6om
cbmCube I'Ipaiman [MpaBUnbHO HeananbH MpaBunbHO I'IpaBOman
cbmFaces Kak Touka| Kak ky6 c | Kak kyb6 c MpaBusibHO NpaBubH
C KyboMm Kybom Ky6oM 0

+ YctaHoBuTe cBocTtBo GroupIndex.

Ecnin GroupIndex < 0, TO npoBepka Ha CTOJIKHOBEHUS C ApPYyruMu
obbekTaMun He aenaeTtcs;




Ecnn GroupIndex = 0, TO NpoBepAIOTCSA CTO/IKHOBEHUS C 06beKTaMy, Y
KoTopbiX GroupIndex >= 0;

Ecnn GroupIndex > 0, TO NpoBepSAOTCA CTO/IKHOBEHUS C 06beKTaMy, Y
KoTopbiX GroupIndex vHOW;

YcTaHOBKa NpoBepKM KONIN3UN B pexunMme run-time:
with GetOrCreateCollision(GLSpherel) do
begin
Manager:=CollisionManagerl1,
GroupIndex:=0;
BoundingMode:=cbmSphere;
end;

HakoHen, B cobbiTnmn OnCollision MeHeakepa KONIM3UA HanuwunTe,
4YTO AO/IKHO MPOUCXOAUTb NPU CTOJIKHOBEHUW. Hanpumep:

ShowMessage('CronkHynncb '+objectl.Name+' n '+object2.Name),

Tenepb, ecnun BbinonHUTb koMaHay CollisionManagerl.CheckCollisions
(HanpuMmep, B OnProgress) u Kakume-HMbyab ABa 06beKTa OKaXyTcs
CTONKHYBLUMMUCS, TO MOSABUTCHA COOBLLEHME C X UMEHAMMU.

Mpo KoOMNM3MKM C CEeTOYHbIMM obbekTamMu cM. B rnase 19
«Mcnonb3oBaHue 3D moaenemn».



OU3UKA B CIIEHE

du3MKa Ha OCHOBe COOCTBEHHOTro ABH:KKa DCE

DCE (Dynamic Collision Engine) — peanusyeT npocTyto ¢pu3nky B
GLScene. [sumxok DCE npeaHasHayeH Aans npocyeTa npocTenwlen
dun3nkn n 06paboTKN CTONKHOBEHMMN, YTOObI MEpPCOHaXM He Npoxoanu
ApYr CKBO3b Apyra un cteHbl. CobcTBEHHO, ANnst 06paboTKN CTONTIKHOBEHMUI
ecTb ewe FPS Manager u geMo npMMep ero UCnosib30BaHUA HaxoAUTCS
3pnecb: Demos\behaviours\FPSMovement.

Kak caenatb Tak, 4Tobbl NepCoHa)k He NpPoxXoAusl CKBO3b CTeHbLI? B
Ha4dane nomectnM Ha ¢dopmy GLDCEManager 13 Bknaaku GLScene Utils.
Nanee B GLScene Editor'e BbibnpaeM HYXHbIM 06BbEKT, cnpasBa HaA
CNMCKaMun HaxkmnmaeM Ha Behaviours (ecnm Ux HeT, TO HaXXMUTE Ha NaHenu
MHCTPYMeHTOB editor'a KHoMNKy ¢ ronyboun ceTkon), Aanee B BbiNagatoLllem
cnuncke HaxoamM DCE static collider u DCE dynamic collider. Heob6xoanmo
BblbpaTb DCE static collider gna ctaTuuHbIX 06BEKTOB, KOTOpPbIE B CLEHe
ABuratbCa He 6yayT, HO C KOTOpbIMM 6yayT cCTankumBaTbCa Apyrue
06beKkTbl — 34aHUSA, CTeHbl N npoydune npenatcTeus. DCE dynamic collider
HY>X€H, COOTBETCTBEHHO, A/ AMHAMWUUYHbIX 06beKkToB, KOTOopble 6yayT
nepeMeLllaTbCsa NO CUeHe, U CTalIKMBaTbCA CO CTAaTUYHbIMKU U APYIrMMU
AnHaMmunyecknumm obbvekTamu. lMNMpun gobasneHnn ogHOro uU3 connanaepos
ero CTpoka nossnsieTcs B cnucke Behaviours. NMocne HaxaTnsa Ha Hee B
Object Inspector’e MOXXHO HAaCTpoOUTb CBOMCTBA Koslnanaepa.

CBOMCTBO OnucaHue

Active BkNOYEH NNN BbIKIKOYEH

BounceFactor [MpbIry4yecTb

Friction TpeHune ¢ AaHHbIM 06BbEKTOM

Manager MeHeaXxep, ynpasnsoWnni CTOIKHOBEHNSIMU

Shape ®opMa obbekTa.

Size Pa3sMepsbl (ecnu ¢popma csEllipsoid nnn csBox)

Solid Echm  crtout True, TO o0b6bekT b6yapeTr
«HEeNnpoxXoAnMbIM>», MHAYe NPOXOANMbIM.

B DCE dynamic collider nossnsatoTtca UseGravity — nogumHATb 1un
3TOT 06BbEeKT rpasutaunmn nnm Het, u SlideOrBounce — 6yaeTt nu 06beKkT
NpU CTONKHOBEHUWN C ApYyrMMM obbekTamm OTCKakmBaTb OT HMX. Shape
BblbMpaTb He nNpuAaéTcd, Ha BCeX AMHAMUYyeckuxX  obbekTax
ycTaHaBnunBaeTtcs ¢popma csEllipsoid.



Bcé BbllleckasaHHOe TaKXe MOXHO caenaTtb C noMouwbio Koaa: Ans
CTaTU4YHbIX 06BHEKTOB:

with GetOrCreateDCEStatic(umsi aktnBHoro obrekra) do

begin

Manager := GLDCEManagerli;

BounceFactor := 0.75;

Friction := 10,

Shape := csFreeform;

end;

ONns AMHaMUUHbIX OO6BHLEKTOB BCE TOXe caMoe, TOJIbKO MCMOJb3yeTcs
GetOrCreateDCEDynamic(nms Hy>XHOro obbekTa).

Ha GLactor Hanoxutb DCE dynamic collider He nony4uTcs, nosToMy
noMelwaeM ero B dummy UM yxe Ha Hero HaknagbiBaeM DCE dynamic
collider v nogroHsieMm pasmepbl.

Ons  nepeaBuMXeHUss AMHAMMYecKoro obbekTa nMo cueHe B
GLCadencer Hago 3anucaTb:

var
Force: TAffineVector;

Force := NullVector;

if IsKkeyDown(Ord('w’)) then Force[2] := 200 else
if IsKkeyDown(Ord('s’')) then Force[2] := -200;

if IsKkeyDown(Ord('a’')) then Force[0] := 200 else
if IsKkeyDown(Ord('d’)) then Force[0] := -200;
GetOrCreateDCEDynamic(Player).ApplyAccel(Force);

OcHoBHOM AeMo npumep no DCE HaxoAunTCH B
Demos\behaviours\DCEDemo.



dusuka ODE

Open Dynamics Engine — @u3nyecknn AOBUMXKOK, KOTOpPbIN
MCNOMb30BaNICsd B TakKMX M3BECTHbIX urpax Kak BloodRayne2, Stalker,
Racer n BO MHOMrUX opyrux.

B GLScene ectb ABa BapuaHTa paboTbl ¢ ODE - Cc BCTpPOEHHbIMU
komnoHeHTamMn GLODEManager n GLODEJointList n Hanpamyio ¢ ODE.
[Nna NpocTbIX CUEH MOXHO OrpaHU4YUTbLCA BCTPOEHHbIMWU KOMMOHEHTaMMN.
OnHako ansa 6onee CNOXHbIX CLEH 3TOr0 MOXET OKa3aTbCA HEAOCTAaTOYHO.
Bo-nepBblX, C MOMOWbIO 3TUX KOMMOHEHTOB TPYAHO CMOAENMpPOBaTb
CNOXHYIO (PU3NKY, XOTS N MOXHO CO34aTb CUMYNATOP NMPOCTOM apKagHOW
roOHKW. Bo-BTOpbIX, A8 60MbWIOr0 nMpoekTa gaxXe npuv UCNosib30BaHUN
ODEManager’a Bce paBHO NpuAaeTcs HanpsMyro mcnonb3oBaTtb kog ODE.
Hy 1, HakoHeW, pu3mKka — BTOPOM MO C/IOXKHOCTU pacyeToB aneMeHT 3D
urpoel nocne rpadgpukmn, a ODE 6e3 komnoHeHTOB VCL/FMX paboTtaeTt
6bicTpee Ha umnctom OpenGL/Vulkan. Mo 32TMM NpuyMHaM BCTPOEHHbIE
KOMMOHEHTbl paccMoTpuMm pgenee. OTMeTuM, 4yTto ODE 3TO He 4acTb
GLScene, oHa He 6bina HanucaHa ansa GLScene, Tak yto GLODEManager
n GLODEJointList 4gBngawTCa Wb HAACTPOMKAMM  Hah CcaMoM
6nbnmnotekon. CnegoBaTtesibHO, MOXHO HanMMcaTb CBOWM KOMMOHEHTbI UK
NPOCTO MOAYNMN, COBEpPLUEHHO HEe3aBUCUMMble OT BCTPOEHHbIX B GLScene
KOMMOHEHTOB.

IIpamoe Bk/w4yeHue ODE B GLScene

Ans BCexX MPOEKTOB C ODE MCNoNib3yeTcd MoAayun
Physics.ODEImport n Physics.ODEManager. [nasHaa ueno ODE —
paccuntatb U o0bpaboTaTb B3auMMOAENCTBME NpeaMeTOB B TPeXMepHOM
mupe. bazosoe noHsaTne ODE — Mwup (dxWorld), B KOTOpOM HaxondaTcs
Bce Tena. Ero HeobxoauMmo co3gaTb B CaMOM Hadane. [ns 3Toro
TpebyeTtca rnobanbHasa nepeMmeHHasa Tvna PdxWorld. CobctBeHHO, Mup
co3paeTcs AO0BOJ/IbHO NPOCTO:

var
World: PdxWorld;

World := dWorldCreate() ;

dWorldSetGravity (World,0,-9.8,0),; // ycraHaBIMBaeM I'PaBUTALMI
ODE

B komnoHeHTe GLODEManager wa cuiy TsXeCTu, CBOMUCTBO
Gravity, MOXXHO 3aaaTb ANd oCcU Y B OKHe:
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Onsa Muypa MOXHO HACTpOUTb MHOXECTBO NapaMeTpoB (TpeHue,
nnaesy4yectb W T.A4.), KOTOpble MOXHO HaWTM B oduuManbHOMN
AOKyMeHTaumun. OgHOM nporpaMmme Bpsn M noHaaobutbca 6onee ogHOro
Munpa. B mnpe MoryTt 6bITb HECKO/IbKO noanpocTpaHcTe (dxSpace), Ham
XBaTUT ogHOro (3aecb u ganee ODE-nepeMeHHble aenaem rnobasbHbIMKn):

var
Space: PdxSpace;

gpace::dHashSpaceCreate (nil) ;
Hanee, peanbHble TBepable 06bekTbl mMeeT ¢dopmy, B ODE oHa
npeacrtaeneHa reometpuen (dxGeometry). Co3gaHne reoMeTpumn:

var
Geom: PdxGeom;

éeom := dCreateXXX (Space,; mnapaMeTpErl) ;

roe XXX — Bua: Sphere, Box, Plane (beckoHeuHas nnockocTb), Cylinder,
Capsule (unnuugp c nonycdepamum Ha KoHuUax), Ray (nyu), TriMesh (Tuna
GLFreeForm), Convex (rpynna To4dek) wn HeightField (Tuna
GLTerrainRenderer); Space — NpoCTPaHCTBO CTOJIKHOBEHUW; NapaMeTpsbl
reoMeTpunm — KOHKpEeTHble napaMeTpbl ANns AaHHOW reomeTpumn (pagnyc
ana cepbl n T1.4.). CTONKHOBEHUSA reoMeTpuin obpabaTbiBalOTCsA, ecnum
OHM B OAHOM MPOCTPAHCTBE. DTOr0 YXXe A0CTAaTOYHO AN9 3ajaHus
HenoABMXHbIX 06bEKTOB.

Ons npuaanHma o6bekTy AMHaMUUYecKnx Xapaktepuctuk B ODE
ncnonb3ytoTcsa Tena tuna dxBody. OHM He nMeloT GopMbl U pa3Mepa, HO
Y HUX eCTb Macca, CKOpPOCTb U T.A4. DTU Tena He B3auMoAenCTBYIOT ApYr C
APYroM, a Ha HUX NUWb AEeUCTBYIOT cuibl. Co34aTb HOBOE TeNO Takxe
MpoOCTO:

var
Body: PdxBody;
gody := dBodyCreate (World) ;

Mocne co3aaHungd Te€NO0 HYXHO npmncoeanHnTb K reomeTpmn, K oaoHOMy
TENY MOXHO NMpucoeanHmnTb MHOIO reOMeTpMIZ anga 3aAaHuAd obbekTOB
CNNOXHON (POpPMbl:



dGeomSetBody (Geom, Body) ;

Takxe HeobxoaAMMO co34aTb OAWH CNyXebHbln 06bekT Ans
onpenesieHNs CTONIKHOBEHUMN:

var
ContactGroup: TdJointGroupID

EontactGroup := dJointGroupCreate (100) ;

Tenepb MOXHO MNPUCTYNUTb K oOnpeaeneHuntd CTOSIKHOBEHUW. IDTO
aenaetca B OnProgress ob6bvekta GLCadencer. 3anumwem B Hero
cneayrowmnn koa (physics_time — rnobanbHas nepemMeHHas C TEKyLWUM
BpeMeHeM B ¢u3uke, ODE_TIMESTEP — KOHCTaHTa, wwar BpeMeHW B
pacyeTax, obbiyHO ~0,01).

// CHHXPOHM3MPYEM IIOJIOXEHME M IOBOPOT OOBEKTA C
//  pacCuMTaHHEIMM TAKOBEMM IIapaMeTpaMy I'€OMEeTDNUNA
PositionSceneObject (obj,Geom) ;
// Ba BpeMms, HOTpayeHHOE HA OIHY MHNPOPMCOBKY CIIEHE,
//  MOXHO HECKOJIEKO pa3 MNPpOCYMTATE (QUBMUKY. DTO M HejaeM
while physics time<newTime do
begin
// IpoBepssemM B nearCallback Bce BOBMOXHEIE MaPE I'€OMETPMUHI
// B HameM HNpOCTPaHCTBE Ha NOPEeOMeT HAaJIMUMsS CTOJIKHOBEHMIT
dSpaceCollide (Space,nil ,nearCallback) ;
//  I[poBepusn, HAKONWINA HUHPOPMALMIO —— HOPOCUMTEBAEM MUP
dWorldQuickStep (World,ODE TIMESTEP) ;
// Iocme mpocueTa ouMmaeM I'PYIIIy KOHTAKTOB
// (oHa szBanosHsnace B dSpaceCollide)
dJointGroupEmpty (ContactGroup) ;
// A Bpems umer!
physics time:=physics time+ODE TIMESTEP;
end,;

Bot tmunnyHbin ko4 rpouedyps! nearCallback ¢ kommeHTapusmu.

procedure nearCallback (data:Pointer; ol,02:PdxGeom),; cdecl;,

const
cCOL MAX = 12; // MakxcumanbHOe o6pabaThBaeMoOe KOJIMYECTBO
// TOUYeK CTOJIKHOBEHMS OJid OBYX TeJl
// OCTajbHBIE TOUKMU HUIHOPUPYIRTCS
var

i: integer;
bl,b2: PdxBody;
numc: integer;
contacts: array[0..cCOL MAX-1] of TdContact;
contact: TdJointID;
begin
bl:= dGeomGetBody (ol) ;
b2 := dGeomGetBody (02) ;
// Ecyam y MNpOBEpsSIEMEIX I'€OMeTPpMil €CThb Tejid, M OHMU
// coenmHeHEl coujieHeHueM, TO ODE mo3aboTuTCA O HUX CaM
if (Assigned(bl))and (Assigned (bZ2)and (dAreConnected (bl,b2)<>0)) then
Exit;
// YcTaHaBiIMBaeM HNapaMeTprl Ijs O6yOylmX KOHTAKTOB,
// KOTOpEIEe MNOBIMUSIT HA TO, KAk "paszorgyrcsa" Tesa

// mu -- TpeHMe, bounce —-- OPYXUHUCTOCTE
for i:=0 to cCOL MAX-1 do
begin

contacts[i].surface.mode:=dContactBounce;,
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contacts[i].surface.mu:=0.7;
contacts[i].surface.mu2:=0;
contacts[i].surface.bounce:=0;
contacts[i].surface.bounce vel:=0;
end;,

// IpoBepsieM IeOMeTpuy Ha HAJUUME TOUEK COINPUKOCHOBEHMUS
// HoJlydyaeM ux KOJMUYECTBO. B Kaxnoii Touke OymeT CcO3HaH KOHTAKT.
// KOHTaKT —- COUJIEHEHME, COBHAHHOE MEXIYy TeJaMu
//  myus o6paboTKM CTOJIKHOBEHMUS TeJl
numc:= dCollide (ol,02,cCOL MAX,contacts[0].geom,SizeOf (TdContact)) ;
// EciM eCTb XOTB OOHA TOUKA CTOJIKHOBEHMS
if (numc>0) then
for i:=0 to numc-1 do
begin
// CozmaeM KOHTAKT
contact:=dJointCreateContact (World,ContactGroup,@contacts[i]) ;
// W coemmHseM uM Tejia
dJointAttach (contact,bl,b2) ;
// Hanee ODE OByneT ONEpHMPOBATE TeJjlaMyM B COOTBETCTBUA
// ¢ paHee yCTaHOBJIEHHEMM IapaMeTpaMy KOHTAKTA
// (mu, bounce m T.xg.)
end;,
end;,

UYTOo6bl Ny4we nMOoHATb MeXaHM3M MNpPOBEepKU CTOIKHOBEHWN,
npuBeaém BblaepXKY U3 aokyMeHTaumm ODE:

«[JonyCcTMM, y HaC eCTb ABe MaluuHbl, nepeMellatolmecs no
NnoBepXxHOCTU 3eMnn. Kaxaasi MalmHa COCTOUT U3 MHOXecCTBa [feoMeTpun.
Ecnn Bco eoMeTpuio MalMH pasMecTUTb B OAHOM MpPOCTPaAHCTBE, TO
BpeMs HeobxoamMmoe Ha onpeaeneHne CToNKHOBEHUSA MexAy MallMHamMu
byoetr nponopumoHanbHO obuwemy konuyectsy [eoMmeTpun (UNn gaxe
KONM4yecTBy reoMeTpmm B KBaapate B 3aBUCMMOCTM OT Tuna
NPOCTPAHCTBA).

YBenmunTb CKOpPOCTb  oOnpeaeneHnss  CTO/IKHOBEHUW  MOXHO,
NpeacTaBMB KaXkayto MawmHy CBOMM MPOCTPAHCTBOM. [eoOMeTpuio MalluH
pa3MecTuUTb B MpOCTpaHCTBe-MawuH (car-spaces), a npoCTpaHCTBa
MalIWH pa3MecTUTb B NPOCTPAHCTBE BbICLWEro ypoBHs. Ha KaxaoM wware
BpeMeHu dSpaceCollide byaeT BbI3biBaTbCA ANSA MPOCTPAHCTBA BbICLIEro
YPOBHA. 3aecb 6yaeTr npoucxoaAuTb MpoOBepKa Ha nepeceyeHue
NPOCTPAHCTB-MaWMnH Mexay cobor (a MUMEHHO MeXxAay OrpaHMYnBatOWMMN
napannenenunegamm) W, ecau nepeceyeHne npousowsio, 6byaet
BbI3blBaTbCA @YHKUMSA obpaTHoro Bbi3oBa (hearCallback). ®yHkuus
obpaTHOro BbI30OBa 3aTeM MOXeT NpoBepuTb reoOMeTpuMio B
NPOCTpaHCTBax-MalWKMH C noMmowbio ¢GyHKumm dSpaceCollide2. Ecnu
MalUWHbI HAXOASATCS He psSAoM, TO PyHKUMSA obpaTHOro Bbi3oBa He byaet
BbI3bIBATbCA. TaknM obpa3om He OyaeT BNYCTYHO TpaTUTbCS BpeMs Ha
HEHYXHbIN TECT».

[MosscHeHune.



procedure dSpaceCollide (const Space: PdxSpace; data: pointer; callback:
TdNearCallback) ;

JTa npoueaypa onpenenser reoMeTpuio, KoTopas rnoTeHUManbHO MOXET
CTONKHYTbCSl B MPOCTPaHCTBE U Bbi3biBaeT nearCallback gns toro, 4tobbl
pewnTb, 4YTO AenaTb CO CTONIKHYBLUENCSA reomeTpuen. Ykasartenb data
MOXET WCMosb30BaTbCA AN8 Nepefavn AaHHbIX, YCTaHOBJIEHHbIX
Nosib30biBaTeNIEM, A eC/iM TaKUX AaHHbIX HET, yCTaHaBuBauTe ero B nil.

procedure dSpaceCollide?2 (ol, o2: PdxGeom,; data: pointer,; callback: TdNearCallback) ;
JTa npouenypa otnndaetcs ot dSpaceCollide TonbKo TeM, UTO BbISICHSET
CTO/IKHOBEHUNE HE TOJIbKO MeXAy ABYMA MNpOCTpaHCTBaMU, HO U MeXAy
ABYyMA reoMeTpnaMmn N3 pa3HblX NMPOCTPaHCTB UJTU O,CI,HOI‘/JI I_EOMeTpVIel‘/JI n3
oAHOro npocrtpaHctBa W BCEMU reoMeTpmdamMn gpyroro, win AOByms
npocTpaHcTBaMn. B obueM, 3Ta npoueaypa npoBepsieT CTONIKHOBEHME
BCEX FEOMeTpMVI Apyr C Agpyrom.

Takxe yrnoMsgHeMm couneHeHns (dxJoint). OHM  nNoO3BONSAKOT
NpUKpennaTb OAHO Teno K ApyromMy KakumMm-nmbo obpasom. Kak,
HanpuMmep, B NpoCTelleM cnydyae co3gaeTtcs MawmHa? OyeHb NpocCTo:
Ans Koprnyca co3gaetcs Box, ans konec — yetbipe Sphere. [oToM K 3TOMy
Box'y no yrnam npukpennaiTca Sphere’sl. Tunbl COYNEHEHUN:

Ball coeAuHEeHne «WapuK B pa3beme»

Hinge «crnbanHmne» (Tuna unpkyns)

Hinge2 «crmnbaHmne 2» (o04HO Teno MOXeT BpawaTbCs, TuNa
NIOKOTb + KUCTb UM KONEeCOo aBTOMObKMAS C NoABECKOW)

Slider «CKONb3sduee» coegnHeHne (NopweHb B Hacoce)

Universal «yHUBepcanbHoe» coeanHeHue (Hinge ¢ aByms ocsimum
crnbaHus)

Fixed «(PUKCUPOBaAHHOE» COeaNHEHNe

Contact npegoTepalwaeTt NMPOHUKHOBEHMNE reomMeTpumn

(paccMOTpeHo paHee)

MoapobHee O HUX CM. B AOKYMeHTauuum (CCbilIKa B KOHLE CTaTbM).
YNOMAHEM TOJIbKO, 4TO, noAob6HO ApyrnM o0b6bEKTaM, COYNEHEeHUS
co3patotcsa vepes dlointCreate***, a ux napameTpbl yCTaHaBINMBAKOCS U
nony4yatotcs 4depe3 dlointGet*** n dlointSet***., Tena coeguHsaTCcH
yepe3 dlointAttach. HekoTopble napameTpbl codsieHeHUn (He BCe OHU
eCTb Y BCex BnaoB!):



MapameTp OnucaHue

dParamBounce YNpyroctb coYsieHeHus

dParamLoStop, Mpenensl NoBopoTa UM CMeLeHNd
dParamHiStop

dParamVel XXenaemas ckopoctb (Hanpumep, B Hinge
—CKOpPOCTb BpalleHus)

dParamFMax Hinge2: MaKCUMasibHas cuna nnu
BpallaoLWmMin MOMEHT, KOTOpPbIXN ABUraTesb
bynetr wucnonb3oBatb 4S9  AOCTUXKEHMUS
»XenaeMomn CKOpoCTH

dParamFudgeFactor Hinge2: 3TO HaACTpOEeYHbIXW rMokasaTenb,
ncnonblyercsa Ana  MacwtabupoBaHus
n36bITO4HOM cunbl. Ecnu B couneHeHun
BMAHbI CKAQYKMN ABUXXEHWUSA, €ro 3HayeHue
AOJKHO 6bITb YMEHbLIEHO

dParamCFM, MapameTpbl yMeHbLWEHNS oWnboK. MOXHO
dParamStopERP, CKasaTb, OnpeaendarT XEeCTKOCTb WU
dParamStopCFM, YApPYroctb cousieHeHusa (cuny peakuum
dParamSuspensionERP, MNPy NOMbITKE KAKOro-to MapaMeTpa
dParamSuspensionCFM BbINTK 3a npeaenbl LoStop - HiStop)
MocnegHee — 06 yHMUYTOXeHUM 0O6bekTOB. Bce 06bekTbl B KOHLUE
NporpaMmbl A0XKHbI 6bITb YHNUYTOXEHbI BbI3OBOM
dXXXDestroy(06beKT);

roe XXX — tnn obvekTa (Body, World, Space, Joint n 1.4.).

[Ipumepsl ucnosib30BaHus ODE ¢c kKoMnoHeHTaMu

ODESimple

[MpocTOM AEMOHCTpPAaUMOHHbIM NpuMep npeacTtaBfeH B MpoeKTe
..\Demos\Physics\ODESimple. d®opmMa C KOMMOHEHTaMM n
ynpasAsloWMMU 3/IEMEHTAMN UMeeT cneayLwnn Bua:

ODEMachne

B AaHHOM MNpuMepe AaHa UMUTaLUS BpalleHUs Kosleca U HECKOIbKUX
6/10KOB C couneHeHunssMU. dopMa MMeeT cneayowmnn Bua:



el @ ﬂ ODE ARA anE
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GLScenel GLCadencerl GLODEJointlistl GLWindowsBitmapFontl GLODEManager 1

[Mpn 3TOM CBOMCTBA AeTasner MallnHbl B MHCMNEKTOpPE MMEKT 3HAUEHNA!
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Object Inspector GL5cene Editor : GLScene]
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MarmalDirection ndOutside
Marmals nssmooth
ObjectsSorting|osInherited
EHParts [cySides,cyBottom,cyTh
Pickable [ True
Pitchangle |0 £ e
EHPosition (TGLCoordinates3) ] ]
RollAngle 0 } Arm.Behaviours[0].XCollection
Hscale (TGLCoordinates3)
ShowAxes [ False + T| ;l * I +I
Slices 32 Mame Tupe
Stacks o
Tag 0
TagFloat ]
TopRadius 2
TurnAngle ]
Al shown -

# GLODEJointList1 XCollection

Object Inspector

GLODEJointlist 1, XCollection [0] TODE Joir ;I

+ v =+

MHame

Properties | Events | | Type

Anchor (TGLCoordinates3) 0 - Driversdheel Hinge
Bxis (TGLCoordinates3) 1 - PinlamHinge Hinge
[HaxisParams  |(TODEJointParams) 2- .-'f-._rmF'ir'_lEHinge Hi_"'EIE
Enabled ¥ True 3 - Pin25lider Slider
Manager GLODEManagerl
Mame DriveWheel _II
Objectl Wheel
Object2

KOMMOHEeHT cnnucka coeauHeHUn AaHHOro aBToMmaTa HaCTpanBa€eTCa And
Ka>4o0ro aJieMeHTa.

Mocne KoOMNUIsAUMM M 3anycka NporpaMMbl Ha 3KpaHe 6yaeT nokasaHa
paboTalolas MallMHa CO LWKMBOM M BPaLLAOLWLMMCA KOJIECOM:




W 0de Machine — O

Wheel Angular ¥elocity [Y-Axiz] = 5.0
Pin2 Linear Yelocity [X-Axis] = -5.4

[Mone3Hble CCbIKN:

http://ode.org/doc/russian — oduumanbHaa [okyMeHtaumsa no ODE Ha
PYyCCKOM 43blKe

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples/Physics —
NMPoCTblie NpuMepsbl

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples/
— MpUMep rOHOK Ha aBTOTpeKe
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OU3UKA JIBUKKA NEWTON

Bubnunoteka NGD, Newton Game Dynamics - kKpoccnnatdopMeHHas
bnbnuoteka cumynaumm dmnsnkn. OHa Nerko UHTErpupyeTcss B UrpoBble
ABVXKN n apyrue NPUIOXKEHMUS, obecneumnsas BbICOKYO
NpPOU3BOAUTENBHOCTbL U CTAabUNbHOCTb BOCMPOU3BEAEHUS TpadUuKu.
Mpoaonxatowasncsa pa3sutue n yaobHasa nuueHsns genatot NGD xopowinm
BbIBOpPOM A1 BCEX TUMOB MPOEKTOB, OT UFPOBbIX ABMXXKOB A0 HAY4YHbIX
NPUITOXEHUN.

B NGD peanusosaH a deterministic solver, koTOpblM He OCHOBaH Ha
traditional LCP or iterative methods, HO o6nagaetr oaHOBpeMeHHO
CTabuUNbHOTBIO U  CKOPOCTbK. IDTa ocobeHHocTb aenaetr NGD
WHCTPYMEHTOM He TONIbKO ANs WUrp, HO Takxe Aansa nobblXx BUAOB
dun3nyeckoro MoaenmpoBaHUs M B HAY4YHbIX MNPUNOXEHUSAX peanbHOro
BPEMEHMU.

[BWXOK CNpOeKTUpOBaH KaK KpocCcCnnaTt@OpMEHHbIH M B HACTOSLWMMN
MOMEHT UMEeKTCS opuuManbHble NOPThbl AN 60NbLUIMHCTBA ONEPaLMOHHbIX
cucteMm Windows, Linux, MAC (Bkntouas iPhone un iPod touch).

OnpeaeneHue paccToaHus oT Tena (newton body) go cetkm (mesh):

int NewtonCollisionClosestPoint(const NewtonWorld* const newtonWorld, const NewtonCollision* const collisionA, const
dFloat* const matrixA, const NewtonCollision* const collisionB, const dFloat* const matrixB,dFloat* const contactA,

dFloat* const contactB, dFloat* const normalAB, int threadIndex);

dusnyeckmnimm ABMXOK HbOTOH AOCTAaTOYHO NPOCT B U3yyeHuun. K Tomy
Xe, ecnu Bbl pa3obpanucek ¢ ODE, BaMm byaeT HeTpyAHO OCBOUTb U HbIOTOH
— BO MHOIOM OHM MOXO0XMW.

e TpepHasHauyeHue: hnsanyeckoe MoAeNMpoOBaHME B Hay4HbIX
NPUIOXEHNSAX U Ntobble 3D-urpobl;

Mnatdopma: Windows, Linux, Mac OS u iOS (iPhone, iPad, iPod);
Jinuensua: zlib;

fA3bikn nporpaMmMmupoBaHusa: C;

OTKpbITbIN ncxoaHbin koa: Open source;

AOCTOMHCTBA: OTKPbITbIN, CBOO6OAHbLIN, MOLLHbIN, BbICOKOE KA4yeCTBO;
Paspa6botunkum aoBukka: Julio Jerez n Alain Suero.

YHUKaNbHOCTb ABUXKAa 3aK/04aeTcs B TOM, UTO OH MOXeT obpabaTbiBaTb
Tena C O4YeHb BbICOKMM COOTHoweHnem Macc 400:1, n moaenmpoBaHue
(dU3MKN CTAHOBUTCS NIErKO HAaCTpanmBaEMbIM U YCTOMYMBBIM, B OT/IMYME OT
apyrnx dusnyeckmnx asumxkos. OH HanucaH Ha Cun, nogaepxuBaeTt
nonynspHble onepaumoHHble cncteMbl: Windows XP, Mac OS (Bkntwo4yas



iPhone u iPod touch) wn Linux. B HEM wnMeeTcs oOrpomHbin Habop
CTONIKHOBEHWN, nakeT punsmkn Ragdoll 1 MHOXeCTBO Apyrux dpuyen.

[JBWXOK MCMonb30Basio MHOXECTBO CTyAuW, KoOTopble pa3spabaTbiBanu
Takume npoekTbl, Kak Penumbra, Steam Brigade, Arid Ocean, Unlimited
Racer, Titanic - Der Tauchfahrt Simulato, Mount&Blade, Amnesia: The
Dark Descent. [BWXOK MOCTOSSHHO pAopabaTbiBaeTcs W MjaHuUpyeTcsa
BO3MOXHOCTb ero paboTbl Ha MHOrosiAepHbiX npoueccopax u
BMAeoKapTax.

Takxe punsmka Newton ncnonb3yeTcs B HECKONIbKUX N3BECTHbIX ABUXKaX
peHaepuHra: Power Render, Quest 3D, Leadwerks Engine, Truevision 3D,
Mango Engine, Deep Creator n B8 HPL Engine. Ectb Newton Wrapper ang
Blitz3D u He Tonbko. CkayaTb ABUXOK U 6onee nogpobHO y3HaTb O HEM
MOXHO Ha oduuManbHOM CaunTe.

Ons pabotbl Newton & GLScene Heobxogmma pguHamumyeckas
6bubnmnoteka Newton.dll u nogknovyeHne K HenW MoAyns CUEHDI
Physics.NGDImport.pas. Kak w»n papyrune usndyeckne ABUXKKU, MUP
HbloToHa co3paeTcs TakuMm obpasom:

var
NewtonWorld: PNewtonWorld;

&ewtonWorld := NewtonCreate (nil, nil);
B kKoHue paboTbl nporpaMmbl, 418 0ocBO6OXAEHUS NaMATH, crenyet
Bbl3BaATb.:

NewtonDestroy (NewtonWorld) ;
Cumynupyetca mup KomaHaon (ee Heobxogumo nponucatb B
GLCadencer):

NewtonUpdate (NewtonWorld, DeltaTime);

TBepaooe Teno B HbTOHe uMeeT TN PNewtonBody. [lNpu ero
CO3aHUUN YKa3blBAKOTCS MUP, B KOTOPbIN OHO BCTABASETCS, U KOMNN3US
(reomeTpuyeckas obosiouka Tena, NO KOTOpOWM  onpeaensTcs
ctonkHoBeHUs1). CywectsyeTr 10 Ttmnos konnumsun: Null (npo3payHas
konnususa), Box, Sphere, Cone, Capsule, Cylinder, ChamferCylinder
(umnuHap Cco  crnaxeHHbiMn  kKpasmu), ConvexHull (Bbinyknas
obonouka), TreeCollision (ans GLFreeform — nonuroHanbHas
KOMIN3US  MNpPOM3BOJSIBHOWM  CNOXHOCTM  (TONBbKO AN CTaTUYECKUX
ob6bvekToB)), CompoundCollision — coctaBHasa Konnausus.

CozpnaeTtcsa konnuaunsa pyHkumen NewtonCreateXXX, roe XXX — tun
KOJIIN3nMN.

Macca Tena B HbIOTOHE 33a4aeTcs npoueaypo



NewtonBodySetMassMatrix(NewtonBody, mass, Ixx, Iyy, 1zz);
3n0ecb Ixx, Iyy, Izz — MOMEHTbl MHEPLUUN AOJ1S KAXXA0MN OCHU.

NMuTaumnsa cunel Taxectn peannsyetca callback gyHkumnen:

procedure ForceAndTorqueCallback (const body: PNewtonBody), cdecl;
var
Mass: Single;
Inertia: TVector3f;,
Force: TVector3f;
begin
NewtonBodyGetMassMatrix (Body, @Mass, @Inertia.x, @Inertia.y,@Inertia.z);
Force := V3(0, -9.8 * Mass, 0);,
NewtonBodyAddForce (Body, @Force.x);
end;

OTa GYHKLUNA NMOCTOSIHHO BbI3bIBAETCA AS Tes, KOTOPbIM OHa Ha3HayeHa.
Ha3HauynTb ee MOXHO TakK:

NewtonBodySetForceAndTorqueCallBack (NewtonBody, ForceAndTorqueCallBack) ;
Co3paanMm, K npuMmepy, Ky6:

procedure NewCube;

var
NewtonBody: PNewtonBody;
Collision: PNewtonCollision;
Matrix: TMatrix4f;

begin
Collision := NewtonCreateBox (NewtonWorld, 1, 1, 1, nil);
NewtonBody := NewtonCreateBody (NewtonWorld, Collision);

NewtonReleaseCollision (NewtonWorld, Collision);
NewtonBodySetMassMatrix (NewtonBody, 3, 0.5, 0.5, 0.5);
NewtonBodySetForceAndTorqueCallBack (NewtonBody,
ForceAndTorqueCallBack) ;

end;

YT06bI YBUAETL, UTO Nony4ynnoceb, B GLCadencer nobasnsieM:

var

Matrix: TMatrix4f;
NewtonUpdate (Newton,deltaTime) ;
NewtonBodyGetMatrix (NewtonBody, @Matrix[0,0]);
GLCube.Matrix:=Matrix;

AN M3MEHeHUs1 MOJIOXEHUS Tena B MPOCTPaHCTBE, HeobxoaAuMOo
M3MEHUTb MaTpuULy TpaHcdhopMaLmn:

var
Matrix: TMatrix4f;
NewtonBodyGetMatrix (NewtonBody, @Matrix[0,0]);

Matrix[3,0] := x; Matrix[3,1] := y; Matrix[3,2] := z;
NewtonBodySetMatrix (NewtonBody, @Matrix([0,0]);

[Ipumep NewtonSimpleSpawn

PaccMmoTpum CTaHAAPTHbIN NpoeKT n3 nanku
..\Demos\Physics\NewtonSimpleSpawn. ®opMa C KOMMNOHEHTaMn W
ynpasfsloWnUMmN a31eMeHTaMn nMeeT BUA:



@I-Je.‘.tcn Simple Spawn | = ” (=] ” &3 |

AddCube @ E gi

Addsphere GL5cenel GLCadencerl  GLMGDManager 1
AddCone @

AddCylinder GLSimpleNavigation 1

AddCapsule

Remowve Al

Ons nona Floor: TGLCube, Ha koTOpblM NapatdT 06BbEKTHI,
Heobxoanmo aob6aBuTb NGDStatic B noBeaeHne Behaviours, 4Ttobbl OHU
He npoBanmMBanucb. lNpn 3TOM yKasaTb B MHCMEKTOPE, B CBOWCTBaX AN

Floor.Behaviours[0] B KayecTse MeHeaxXepa CTOJIKHOBEHUM
GLNGDManagerl.
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GL5cene Editor : GLScenel n

P = A e @ =
X¥hale
~ (7] Scene root Py

W ;" Scene objects
» B GLCameral
w @ GlLightSource2
S GLcameral
& Floor
(5 GLDummyCubel
Hud GLResolutionindependantHIDTe

@ Floor v
< >
Behaviours -

Collision

DCE Static Collider
DCE Dynarnic Collider
FPS Movement

Sound Emitter

Simple Inertia
Simple Acceleration
ODE Dynamic

ODE Static gt
MGD Dynamic
MGD Static

Tenepb pobaBnseMble Mpuv HaxaTuM Ha KHonknm obbekTbl (Ky6,
Cdepa, KoHyc, UnnmHap n Kancyna) He 6yayT npoxoAnTb CKBO3b MOJI.

O Bbinyksion obonouke B Newton

B Newton umMeeTcs Takas BO3MOXHOCTb KaK BblYMCAeHMe Bbinykion obonoykm ConvexHull. 3To nossonser
NoCTpouTb 06BEKT Mo 3agaHHOMY Habopy Touek. HanpuMmep, MOXHO B35Tb BCE BepLUMHbI KYBUKOB M €O34aTb U3
HUX TaKylo KOMIN3UIO:

Collision := NewtonCreateConvexHull(MyNewton,VerticeListCount,@VerticeList[0],SizeOf(TAffineVector),nil);

Mony4yaeTcsa Hy>XHbIN Pu3nyecknii ob6bekT n cynep ontTuMmsaums. [iBa Kybruka MOXHO A06aBUTb K BPEMEHHOMY
poauTtento (Hanpumep DummyCube) n punsmnky NpUKpennTb K HEMY.

There are option that the app can use to tell the solver how to process the joint for resolution.

jointlterativeSoft:

Are the kind of joints that will go to the iterative solver and the solution will be just an approximation since iterative
solver has an asymptotic converge rate. but even worse, they may be incapable of converge if they have rows that made
the mass matrix singular.

jointKinematicOpenLoop:

these are joints that form a top down hierarchy, for example most practical articulated mechanical and organic
structures can be modeled by a top down tree of nodes, this is, a root node with children where each child can only
have one parent. Example of these are characters, vehicles, and some simple machines. one these joints the solver
apply a second pass after the iterative passes.

jointKinematikCloseLoop:
these are joints that form close kinematic loop on a top down hierarchy, for example a character grabbing a rifle with
both hands or the tires of a vehicle when contacting the ground. these joints yet take another extra pass.
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jointKinematicAttachment:

these are joints that form kinematic loops but that the are created and destroyed too often at run time to be considered
part of the structure of a model, so they are added at run time to the model before the solver and removed after that.
This is because if not them the model would have to be recreated every frame at run time.

Ccbinku:
OdunumanbHbi canT: http://www.newtondynamics.com

Penosuntopuin  paspaboTtku:  https://github.com/MADEAPPS/newton-
dynamics

®ann 3aroJ/I0BKOB nocnegHewu BEpPCUMN:
https://github.com/MADEAPPS/newton-dynamics

®opyM no nogaepxke Pascal-Headers ans Newton SDK 3.0:

http://newtondynamics.com/forum/viewtopic.php?f=9&t=9201&start=
30

CrtaHgapTHble npuMepsbl paboThbl C ABUXKOM Newton:
GLScene\Demos\physics

e Links to demos, tutorial, FAQ, etc: github.com/newton-dynamics/wiki
e Main project page: newtondynamics.com
e Forums and public discussion: newtondynamics.com/forum
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INEUIEPBHI

1.1 TepmuHosIOrUA

LLlenpnep (aHrn. Shader) — 310 nporpamMMa, A58 04HOW U3 CTYNEeHEWN
rpaduyeckoro kKoHeenepa (npowe — BMAEOKaPTbl), UCMNoNb3yeMasl B
TpéxMmepHon rpadumke Ans onpegeneHnss OKOH4YaTesbHbIX NapaMeTpoB
nsobpaxeHns wunm obvekta. Lengep MoxeT BkAw4YaTb B cebs
NPOU3BOJIbLHON  CNOXHOCTW  AEUCTBUSA, Hanpumep, CUMYyaupyloLwme
NOrNOWEHNS N pacCesiHNs CBeTa, HaNIOXEeHUs TeKCTYyp, OTPaxXeHue u
npenomneHne, 3aTeHeHne NoBePXHOCTM U 3 eKTbl MOCT-06paboTKu.

B HacTosiwee BpeMs wWengepbl A4ensaTcs Ha TPy TuNa: BEpPLUMHHbIE,
reomeTpuyeckme n pparMeHTHble (MMKCeNbHbIE).

BepwuHHbIN Wenaep onepupyeT AaHHbIMWU, COMOCTABMEHHbLIMU C
BEpPLUMHAMMN MHOrorpaHHMKoB. K TaKMM AaHHbIM, B YaCTHOCTWU, OTHOCSATCS
KOOpAMHaTbl BepWWHbI B MNPOCTPAaHCTBE, TEKCTYpPHble KOOpAWHAThLI,
TAaHreHC-BEKTOpP, BEKTOPbl HOpMann n 6MHopManun. BeplnHHbIM Wenaep
MOXeT OblTb WUCMOMb30OBaH AN NEepCrekKTUMBHOro W BWUAOBOIO
npeobpa3oBaHNS BEPLNH, reHepaunumnm TEKCTYPHbIX KOOpAMHAT, pacyeTa
ocBelleHusa n T. 4.

[eoMeTpunyeckun wewnaep, B OTNMUMe OT BepLUMHHOro, cnocobeH
obpaboTaTb He TONIbKO OAHY BEPLWMHY, HO N Lenbli MPUMUTUB. DTO MOXET
ObITb OTpe30K (ABe BEepLUMHbI) U TpeyronbHUK (TPpWY BeEpWUHbI), a Mnpwu
HanM4nMmM nMHopMaumm 0 CMeXHbIX BeplwunHax (adjacency) MoxeT 6bITb
0bpaboTaHO A0 LWeCTM BeplKnH ANs8 TpeyrosbHoro npuMmmutuea. Kpome
TOro, reoMeTpuyecku wengep cnocobeH reHepnpoBaTb MPUMUTUBBI «Ha
neTy», He 3a4encTBys Npu 3TOM LEeHTpanbHbiK npoueccop. Brnepsble
Hayas ncnonb3oBaTbCcd Ha Bnaeokaptax NVidia, cepun 8.

®parMeHTHbIW UIn NUKCeNbHbIW Wenaep paboTaeT ¢ pparMeHTamMu
n3obpaxeHus. rlloa dparMeHTOM un3o0bpaxeHnsa B [aHHOM Ciydae
NnoHMMaeTcss Habop nukcenen, KOTOPbIM MOCTaBfEH B COOTBETCTBUE
HekoTopbI Habop aTpmbyToB, TakMX KakK uUBET, rNybuHa, TeKCTypHble
KoOpAuHaTbl. ®parMeHTHbIN Wenaep UCnoab3yeTcs Ha NocneaHen ctaanm
rpadmnyeckoro KoHeenepa anst opMmmpoBaHusa dparmMeHTa nsobpaxeHus.

Bce meﬁnepbl MAWYTCA Ha Lueplﬂ,eprIX A3bIKaX U MOTYT XpPaHUTbCHA
B OTAE/IbHOM Cl)aﬁlﬂe nmMbo ABNATbCS YacCTblo KOAA nporpaMmmbl.

Tak e 4yaCTU4HO NpuBEaEM CTaTbio, B KOTOpOﬁ OonmcbiBakOTCA O4YEHb
Ba>XHbl€ TEPMUNHDbI.



http://www.ixbt.com/video2/terms2k5.shtm/


http://www.ixbt.com/video2/terms2k5.shtml
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Bump Mapping/Specular Bump Mapping

BamMnMannMHr — 3TO0 TexHuMKa CUMYnsumm HepoBHOCTEN (MK
MoAeNupoBaHMa MUKpopenbeda, Kak 6onblwe HpaBUTCHA) HA MJIOCKOM
NOBEPXHOCTN 6e3 60MblNX BbIYUCAUTENbHbIX 3aTpaT U MU3MEHEeHUs
reomeTpun, oH 6bin paspabotaH bnnHHoM (Blinn) ewe B 1978 roay.
Yenosek 3puUTesiIbHO BOCNPUHMMAET HEPOBHOCTM HaA MOBEPXHOCTAX
bnarogaps xapakTepHOMY WMX OCBeleHuto. [Onsg Kaxaoro nukcens
NOBEPXHOCTU BbLINOSIHAETCS BbIYUC/IEHME OCBELLEHUS, UCxXoas Wus3
3Ha4YeHUN B creunanbHOW KapTe BbICOT, HasbiBaeMon bump map. O6bI4HO
3To 8-6buTHaa udepHo-benas TekcTypa. LBeT kaxporo ee Tekcens
onpenenser BbICOTY COOTBETCTBYHOWEN TOUKM penbeda, 6onblmne
3Ha4YeHns o3HaualT 60NblLUYIO BbICOTY Ha4d UCXOAHOM MOBEPXHOCTbIO, a
MeHblLUMe, COOTBETCTBEHHO, MeHbLWY (UM HAaobopoT).

CTeneHb OCBELLEHHOCTM TOYKM 3aBUCUT OT Yyrna nageHus nydemu
cBeTa. YeM MeHblle yron Mexay HopMmanblo U JIy4OM CBeTa, TeM bonblue
OCBELEHHOCTb TOYKW MOBEPXHOCTU. TO eCTb, eCnn B3STb POBHYIO
NOBEPXHOCTb, TO HOpPManu B KaXaowW ee Touke 6yayT OAMHAKOBLIMU U
OCBELLEHHOCTb TakXxe byaeT oAMHaKoBON. A eCin NOBEPXHOCTb HEPOBHAs
(cobCcTBEHHO, KaK MNpaKTU4YeCKM BCe MOBEPXHOCTU B peasibHOCTU), TO
HOpPManwn B Kaxaon Touke 6yayT pa3HbiMU. N OCBELeHHOCTb pa3Has, B
0AHOW TouKe oHa byaeT 6onblle, B Apyrom — MeHble. OTcioga v NpUHUNN
6amnMannuMHra — Ans MmoaenmMpoBaHUs HEPOBHOCTEN ANSA pa3HbIX TOYEK
NOSINrOHa 3a4al0TCsl HOPMan K MOBEPXHOCTU, KOTOPbIE YUMUTbLIBAOTCS Mpun
BblYMC/IEHUN TMOMUKCENIbHOro ocBeleHus. B pe3ynbTaTe nonydaeTtcs
bonee HaTypanbHOe Wu306paxkeHme MnoBEepPXHOCTU: baMnMannuHr aaet
NOBEPXHOCTM OONblUYK AeTanu3aumio, TaKyl, Kak HepoOBHOCTWM Ha
Kupnuye, nopbl Ha KoXxe u T.n., 6e3 yBennyeHus reomMeTpmyeckomn
CNOXHOCTM MOAeNnun, TaK KakK pacyeTbl BeAyTCS Ha MUKCENbHOM YpPOBHE.
Mpuyem, Npn N3MEHEHUU MOSTIOXKEHUSA UCTOYHMKA CBETA OCBELLEHMNE ITUX
HEepPOBHOCTEN MPaBUIbHO N3MEHSIETCS.

KoHeyHO, BEpLUMHHOE OCBELLEHNE HAMHOIO NPOLLE BbIYUCIUTENDBHO,
HO OHO C/IMLLKOM HepeasIMCTUYHO BbIrSANT, 0COBEHHO Npu CPaBHUTENBHO
ManononuroHanbHom reomeTpun. WHTEpnonsauus uBeTa AN KaXaoro
NMKCenss He MOXeT BOCMNpPOU3BECTM 3HaudeHus, 6onbline, 4em
pacCyYMTaHHble 3HAYEHUS ANS BEPLIMH. TO €CTb, NMUKCENN B CepeaunHe
TpeyrosibHMKa He MOryT ObiTb fdp4ye, YEM MUKCENW BO3/E BEPLUUHBI.
CnepoBaTtenbHO, 06/1aCTN C pe3KMM U3MEHEHMEM OCBELLEHUS, TaKne Kak
6MKN U UCTOYHUKM CBeTa, O04YeHb 6/M3KO pacnosioXXeHHble K
NOBEPXHOCTU, 6yayT dusnyeckn HenpaBubHO oOTobpaxaTbcs, U



ocobeHHOo 3To byaeT 3aMeTHO B AMHaMmkKe. KoHe4yHo, 4YacTu4Ho npobnema
pelaeMa YBENIMYEHUEM T[EeOMETPUYECKOM CIOXHOCTU Moaenu, ee
pasbuneHnemM Ha 6onbliee KOMMYECTBO BEPLUMH W TPEYrosibHUKOB, HO
ONTUMasibHbIM BapMaHTOM 6yaeT NonukKcenbHOe OCBeLLEHME.

ONns npoao/mkeHnst HeobxoAMMO HAMOMHUTbL O COCTaBASAKOWMX
ocsBelwleHus. LiBeT To4kM MOBEPXHOCTU PpacCUMUTbIBAETCSs KakK CyMMa
ambient (doHoson), diffuse (paccessHHoOn), emission (M3NyYEHHOW) WU
specular (6sIMKOBOM) COCTaBASAKOWMX OT BCEX UCTOYHUKOB CBETA B CUEHE
(B ngeane oT BCeX, 3a4acCTyl0 MHOrMMKU npeHebperatoT). Bknag B 3TO
3Ha4YeHue OT KaXkAoro MCTOYHMKA CBeTa 3aBUCUT OT PAacCTOAHUSA Mexay
MCTOYHWUKOM CBETa U TOYKOW Ha NOBEPXHOCTMN.

MpoaeMoOHCTpUpyeM BCe 3TO:

no lighting ambient

ambient + diffuse ambient + diffuse +specular

A Tenepb aobaBmM K 3TOMYy BaMnMannuHr:
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diffuse diffuse
no specular specular

diffuse diffuse
no specular specular
bump mapped bump mapped

®oHoBas (ambient) cocTaBnsowas ocBelweHUna — npubnnxeHmne
rnobanbHOro OCBELWEHNS, «HaYyalbHOro» OCBELWEHUS AN KaXA0Mn TOYKMU
CLIEHbI, NP KOTOPOM BCE TOYKWN OCBELLAIOTCS 0ANHAKOBO U OCBELEHHOCTb
He 3aBUCUT OT APYrnx (PaKTopOB.

PacceaHHasa (diffuse) cocTtaBnsiowas OCBEWEHNS 3aBUCUT OT
NONOXEHNSI UCTOYHMKA OCBELLEHUS M OT HOpPManNM MNOBEPXHOCTU. ITa
COCTaBNAOLLAA OCBELWEHNS pa3Has Ansa Ka)aoW BeplinHbl 06bekTa, 4To
npuaaeTr mm obbeM. CBET yXXe He 3anOoJIHAET NOBEPXHOCTb OAMHAKOBbLIM
OTTEHKOM.

BnnkoBas (specular) cocTaBnsowas OCBeWEeHUS NposSIBNSAETCA B
bnmnkax oTpaXeHus Jsiydenm cBeTa OT MNoBepxHOCTU. [lns ee pacueTta,
NOMMMO BEKTOPA NOSIOXKEHUSA UCTOYHMKA CBETa N HOpMann, UCNOSb3YHOTCS
elle ABa BEKTOpa: BEKTOp HamMpaB/ieHUs B3rNns4a U BEKTOpP OTpaXKeHus.
Specular Mogenb ocselweHUsa BriepBble npepnoxun ®oHr (Phong Bui-
Tong). 21 64AMKKM CYWEeCTBEHHO YBENUYMBAKT PeasrinCTUYHOCTb
n3obpaxeHuns (peankue peasnbHble MOBEPXHOCTU He OTpakakT CBET),
NO3TOMY 3Ta COCTaBNAKOWASA OYEeHb Ba)Ha, OCOBEHHO B ABWUXEHWUW,
NOTOMY 4TO NO 62MKaM cpasy BUAHO U3MEHEHME NONOXEHUS KaMepbl NN
camoro obbekTa. B panbHenwem, mnccnegoBsaTtenn npuayMbiBanm MHble
crnocobbl BblYMCNEHUS 3TOM cocTaBnswwen, 6onee cnoxHble (Blinn,
Cook-Torrance, Ward), yuuTbiBaloWwme pacnpeneneHmne sHeprum cBeTa,
ero nornoLweHne u paccemBaHme.

NTak, Specular Bump Mapping nosny4yaeTtca Takmm ob6pasom:
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e

diffuse texture specular

N To xe camoe Ha npumepe urpsol, Call of Duty 2:

MepBbl (pparMeHT KapTUHKN — peHaepuHr 6e3 6amMmnMannuHra soobule,
BTOpOMn (BBepXy cnpaBa) — 6bamMnMannuHr 6e3 6/IMKOBON COCTaBASIOLLEN,
TpeTun — C 6/IMKOBOMN COCTaBAAKOWEN HOPMAsIbHOM BENIMYUHBLI, KaKas
NCMNONb3yeTCsa B Urpe, n nocnegHni, BHU3Y crnpaBa — C €e MakKCUMasbHO
BO3MOXHbIM 3HAYEHUEM.

UYTO KacaeTcss mepBOro annapaTHOro NpuUMeHeHus, TO HeKOoTopble
Buabl 6amnmMannuHra (Emboss Bump Mapping) cTanu ncnonb3oBaTb eLlle
BO BpeMeHa BuaeokapT Ha 6a3e umnos NVidia Riva TNT, ogHaKo TeXHUKHN
TOro BpeMeHun 6binn KpamHe NpUMUTUBHbI U LUMPOKOro MPUMEHEHUS He
nonyumnun. Cneayrowmm m3BeCTHbIM TUMNoOM cTtan Environment Mapped
Bump Mapping (EMBM), HO annapaTHon ero nogaep>komn B DirectX B TO
BpeMsi o6naganu TonbkKo BUAeoKapTbl Matrox, n onsatbe npuMeHeHue 6bi1o
CWUNIbHO orpaHunyeHo. 3aTtem nosasunca Dot3 Bump Mapping, n Buaeouunsl
Toro BpemeHun (GeForce 256 un GeForce 2) TpeboBanu Tpu npoxoaa Ans
TOro, 4YTo6bl MOMHOCTbIO BbIMNOSIHUTL TAakKOW MaTeMaTU4YeCKUN anropuTM,
TaK KakK OHM 6blIM OorpaHuU4YeHbl ABYMS OAHOBPEMEHHO WCMOJ/b3YEMbIMU
TekctypamMu. HaumHaa ¢ NV20 (GeForce3), nosiBunacb BO3MOXHOCTb
Aenatb TO Xe caMoe 3a OAMH MnpoXxoa MNpu MNOMOLWM MNUKCENbHbIX
wenaeposB. Janbwe — 6onbwe. Ctanu npuMeHaTb bonee apdpeKTUBHbIE
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http://www.ixbt.com/video2/terms2k5.shtml#nm

Normal Mapping

HopManMannuHr — 3TO Yy/nydlleHHass pa3HOBUAHOCTb OMMCaHHOW
paHee TeXHUKK 6aMnMannuHra, ee paclwmpeHHas sepcus. B To BpeMs Kak
6aMnMannuMHr M3MeHsIeT CYLWeCTBYILWY HOpMalib, UCXOAS W3 BbICOTHI
TOYKM MOBEPXHOCTU, HOPMAsIMaNMUHI MOJIHOCTLIO 3aMeHseT HOpManu nNpu
NOMOLUM BbIOOPKM UX 3HAYEHUN U3 crneumanbHO NMOArOTOB/IEHHOW KapThl
HopMmanen (normal map). 2Tn KapTbl 0ObIYHO SABASAKOTCA TEKCTypaMu C
COXPaHEHHbLIMW B HUX 3apaHee NPOCYUTAHHbLIMU 3HAYEHUSMN HOpManewn,
npeacTtaBNeHHbIMU B BuAe KOMMNOHeHT uBeta RGB (BnpouyeM, ecTtb u
crieunanbHble popMaTbl A1 KapT HOpMasnen, B TOM Yucie Co CKaTUeM).

B obuwem, kKak v 6aMnMannuHr, 3TO TOXe <«AeleBbln» MeTo.
nobaBneHnss getanmMsauuMm K MOAENsIM  CPaBHUTENIbHO  HU3KOM
reoMeTpuyecKon CrI0XKHOCTU 6e3 ncnonb3oBaHms 6onblero Koamyectsa
peanbHON reoMeTpumn, Tonbko 6osiee npoaBuUHYTbi. O4HO M3 Hambonee
WHTEPECHbIX TMPUMEHEeHUN TEXHUKN — CYLLEeCTBEHHOe YyBe/ndeHune
AeTannsaumm  HU3KOMOJSIMIOHaNbHbLIX MoAenen npu  noMowm KapT
HOpManewn, noaydYeHHbIX 06paboTKOM TakKoW Xe MoAesnn BbICOKOMU
reomMeTpuyeckon cnoxHoctu. KapTel HopMmanen copepxat 6onee
noapobHoe onncaHme NOBEPXHOCTU, MO CpaBHEHUIO C baMnManmnuMHroM, m
NO3BOJIAOT NpeaCcTaBuUTb bosiee CroXHble popMbl (M3 NO6OMN KapTbl BbICOT
MO>XHO NOJIY4YNTb KapTy HOpMasien, HO He KaXAou KapTe HopMasiem MOXHO
NOCTaBUTb B COOTBETCTBME KapTy BbICOT). Waeum no nosyyeHuto
MHdOpMaLUMN N3 BbICOKOAETANIM3NPOBAHHbBIX 06bEKTOB 6bl/IM 03BYYEHbI B
cepeanHe 90-x rogosB nNpowWwaOro BeKka, HO Toraa peyb wna ob
ncnone3oBaHun anga Displacement Mapping. MNo3aHee, B 1998 roay, 6biaun
npeactaBieHbl UAEN O NepeHeceHuUn AeTanen B BMae KapT HOpManen oT
BbICOKOMO/IMIOHANbHbIX MOZesie B HU3KOMNOUIOHanbHbIE,

EAVHCTBEHHOE cepbe3Hoe orpaHnyeHmne HopMasamanmnmHra CocTouT B
TOM, YTO OH HE OYEHb XOPOLUO NOAXOAAT ANS KPYMHbIX AeTanen, Beab Ha
camMoM pgene ¢dopMy obbekTa He KM3MeHsieTCcs, U 3To byaeT 3aMeTHo,
0cob6eHHO Ha KpanmHUX nonuvroHax obbekTa M npu 6onbWKUX Yyraax
HaKNoHa noBepxHOCTU. [loaToMy Haumbonee pas3yMHbIK  cnocob
NPUMEHEeHNs HopManMmannuHra CcocTouT B TOM, 4Tobbl caenaTb
HW3KOMO/IMIOHAIbHYO MOAENb AOCTAaTOYHO AETaIn3MpoBaHHOM ANs Toro,
4YTObbl COXpaHsinacb oCHOBHas dopMa obbekTa, U UCMOMb30BaTb KapThbl
HopManewn ans aobasneHus euwe 6onee MenkKnx geTtanen.

KapTbl HOpManenm o06bIMHO CO34alOTCSA Ha OCHOBE [ABYX BepCUi
MOAENN, HN3KO- N BbICOKOMNOSIMIOHaIbHOW. HM3KononuroHanbHasa Moaenb
COCTOMT U3 MUHMMYMA T[EOMEeTPUN, OCHOBHbIX ¢OpM o0b6bekTa, a
BbICOKOMOJIMrOHaNbHas COAEPXUT BCe Heobxoammoe ANnst MakCMMasbHOMN


http://www.ixbt.com/video2/terms2k5.shtml#dm

Aetanmsaumn. 3aTteM nNpuM  MOMOLWM  cneuunanbHbIX  YTUWIUT  OHU
CpaBHMBAIOTCSA APYr C APYrOM, pa3HMLUA paCcCUYUTbIBAETCHA U COXPaHSAETCs
B TeKCType — TOM caMoM KapTe Hopmanen. [llpn ee co3gaHum
AOMONMHUTENBHO MOXHO MCMOMb30BaTb U bump map ANs o4eHb MenkKux
AeTanen, KOTopble J[Aaxe B BbICOKOMOJMIOHANbHON MOAENU He
cMmoaenupoBaTb (MOpbl KOXKU, Apyrue Menkue yrnybnenHums).

KapTbl HOpManen naHavyasnbHO 6bin NpeacTaBneHbl B BUae 06bl4HbIX
RGB TekcTtyp, rae KoMnoHeHTbl uBeta R, G u B (ot 0 mo 255)
MHTEPNPEeTMPYIOTCH Kak koopauHaTtbl X, Y n Z. Kaxabln Tekcenb B KapTe
HopManen byaeT npeAcTaB/ieH Kak HOpMaib B 3TOM TOUYKE NMOBEPXHOCTMW.
KapTbl HOpManen MoryT 6biTb ABYX BMAOB: C KoopauHaTamm B model
space (obwen cucteme koopaumHaT) wam tangent space (TepMWH Ha
PYCCKOM — «KacaTefNbHOe TrpOCTPaHCTBO», JiOKaNbHasas cuUcTeMa
KOOpAMHAT TpeyrosibHMKa), 4aule npuUMeHsieTcs BTOpPOM BapuaHT. B
npeacrasneHnn model space kKapTbl HOpManem  AO0/KHbl MMETb TpwU
KOMMOHEHTbI, TaK Kak MOryT BCTPETUTbLCS BCe HanpasfieHUs, a B tangent
space MOXHO 0bOMTUCb ABYMSA KOMMOHEHTaMK, a TPETbK paccymTaTb B
NMUKCENbHOM Lenaepe.

TexHuKa HOpMasjiMannuHra cendyac  npuUMeHsieTcs noyTn
NOBCEMECTHO, BCE HOBblE UIPbl UCMONb3YIOT €e MakKCUManbHO LUMPOKO.
Bce oHM BbIrNAAST HAMHOIO Jlydlle, YeM Urpbl NPOLW/IOr0, B TOM YUC/E U3-
3a NpUMeHeHns KapT HopManei. Mpumepsl:
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Peasim3anus 6amnmannuHra B GLScene

Bo3MOXHO MCNoONb30BaTh AAHHbIN Wenaep TpeMs cnocobamu: vepes
CTaHAapTHbin  KoMnoHeHT GLBumpShader, u4yepe3s cTaHAapTHbLIN
GLSLBumpShader, nnm6o Boobuie obontncb 6€3 KOMNOHEHTOB. 34eCb
Mbl paCCMOTPUM TONIbKO MepBbii cnocob.

NTak, noMectnM Ha dopMy GLScene (MHCNeKTop 06BHEKTOB CLEHbI),
B HEM co34a4MM UCTOYHUK cBeTa N Kamepy (ee Position.Z = 5). Co3naem
GLSceneViewer, csonctey Camera npucsamBaem Hawy Kamepy (BCé Kak
06bI4HO, HMYEro HOBOro).

3ateMm co3pgaanMm GLBumpShader (Bknagka GLScene Shaders) wu
GLMaterialLibrary ¢ asyma matepuanammn. OamH Ha3o0BéM Bump_mat
(ctoga byneM 3arpyxaTtb penbed), apyrom mat (croga 6yaem sarpyxaTtb
0b6blyHYIO  TekcTtypy). [lpucBamBaem cBonctey Texture2Name
(BCcnomoraTenbHasa TekcTypa) MaTepumana Bump_mat 3HadyeHue mat.
3arpyxaeM B mat nwobyr TekcTypy, a B Bump_mat kapTty Hopmanen.
Bonpoc, kak eé nonyuyntb? Camoe fierkoe — Ha3sHauuTb 3TOMY MaTepuany
B GLScene pna ceBouctBa Object.Material.Texture.TextureFormat
3HadyeHune tfNormalMap. 210 MOXXHO caenaTbh Kak B design time, Tak U B
runtime. BTopon MeToZ XOopow, ecnin BaM TpebyeTcss A0MNOSHUTENbHO
obpaboTaTb TEKCTYPY, OCYLWECTBUB, HaNpuUMep, TaWIMHI — HYXEH njaruH
ana  ¢otowona ot NVidia. Kak ¢ HuM paboTaTb OMNMcaHO 34ecChb:
http://www.uraldev.ru/articles/id/31. Ecnn Hy>XHO npocTo nonpobosaTh,
MOXHO B38Tb HOpPMan TeKCTypbl U3 WHTEpPHEeTa, HanpuMmep, OTClAa:
http://www.itcommunity.ru/blogs/timofeevdmitry/archive/2009/6/15.a
spx (bepute cuHeBaToe wu306paxeHue). Bo3BpalwaeMcsas B CUEHY.
MpuceonTte CBOWCTBY Shader MaTepuana Bump_mat HaL
GLBumpShader u yctaHoBuTe 3HadeHne Material.Texture.Disabled
obonx maTtepuanos B False.

HNanee co3paguMm B GLScene o06vekt GLPlane (Ha Hero 6byaem
HaTarmeaTb 6amn), cesoncTtey MaterialLibrary npucBonM 3HaueHuUto
GLMaterialLibraryl (Hawy 6ubnunoteky MaTepuanos), CBOWCTBY

LibMaterialName npuceonM Bump_mat. o4yt rotoBo — MOXHO
3anyckaTtb! Korpa 3anyctute, yBuauMTe, UYTO KapTUHKa 4YEpHo-6enasd —
HY>HO, 4yTOObI B cCBOWCTBE GLBumpShader.BumpOptions

npucyTcTBoBano 3HadveHue boDiffuseTexture2.

EcTb nuwb o0AHO HeraTMBHOE MNOCNeACTBME MNPUMEHEHUS 3TOU
TEXHUKU — yBennyeHne o6bemMoB TEKCTYp. Beab KapTa HOpManen CUNbHO
BNMUSAET Ha TO, Kak 6yaeTr BbIrNsaeTb 06bEeKT, U OHa AO0/MKHA ObITb
AOCTaTo4yHO  6onblWwOro  paspeweHus, nostomy TpeboBaHua K


http://www.uraldev.ru/articles/id/31
http://www.itcommunity.ru/blogs/timofeevdmitry/archive/2009/6/15.aspx
http://www.itcommunity.ru/blogs/timofeevdmitry/archive/2009/6/15.aspx

BMAEONaMATM M ee NPONYCKHOW cnocobHOCTM yaBamBaroTcsa (B crydae
HecXaTbIX KapT HopManen). Ho cenyac yxe BbINyCcKalTCa BUAEOKaAPTbI C
1024 merabamtamm nokKanbHOM MaMsaATU, UX MNPOMNYCKHask CrNoCObHOCTb
NOCTOSAHHO pacTeT, pa3paboTaHbl METOAbI CXaTUsa cneunanbHO ANS KapT
HOpMasnen, NO3ToMy 3TU Hebonblne OrpaHNYeHUs He C/AULWIKOM BaXHbl.
[Opa3no BaXxHee, YTO MOXHO MOJSIY4YNTb BeCbMa AOCTOMHbLIN BU3YyallbHbIN
pe3ynbTaT UCMNOJIb3YS CPaBHUTENbHO HU3KOMOMUIOHaIbHblE MOAENMN.

Parallax Mapping/Offset Mapping

Mocne HopManMmannuHra, paspaboTaHHoro ewe B 1984 ropay,
nocnenosano penbedHoe TekctypupoBaHue (Relief Texture Mapping),
npeacrasneHHoe Olivera n Bishop B 1999 roay. 3710 MeTon And
Ha/I0XKEeHUSA TEKCTYP, OCHOBaHHbIM Ha MHMOpMauun o rnybuHe. Metoa He
Halwen NpMMeHeHns B Urpax, HoO ero naes cnocobcTesoBana NPoAOIKEHUIO
paboT Hap napannakcMmanmnuHrom m ero ynydweHumn. Kaneko B 2001
npeacrtasun parallax mapping, kKoTopbii CcTan nepBbiM 3(PPEKTUBHbIM
MeTOAO0M A5 NOMUKCeNbHOro otobpaxeHuna atoro adpdekrta. B 2004 roay
Welsh npoageMoHcTpupoBan npuMeHeHMe napasslakCcMannuHra Ha
NporpaMMmpyeMblxX Bngeovnnax.

Y 3TOro Meropa, noxasnywm, 6onblie BCEro pas/iMYHbIX Has3BaHWUMN.
MNepeuncnto Te, KoTopble BCcTpedan: Parallax Mapping, Offset Mapping,
Virtual Displacement Mapping, Per-Pixel Displacement Mapping. B ctaTbe
AN KpaTKOCTU NPUMEHSIETCS nepBoe Ha3BaHue.

MapannakcMannuMHr — 3TO ewe oAHa anbTepHaTMBa TexXHUKaMm
bamMmnMannmMHra W HoOpManManmnuHra, KoTopas pAaeT ewe 6onblee
npeacrtaBneHne o fgeTansX MNoBepxHoCTn, 6onee HaTypasUCTUYHOE
otobpaxeHne 3D noBepxHocTen, Takxke 6e3 cnmwkoM 60MbLINX NOTEPb
NPOU3BOAUTENIBHOCTU. DTO TEeXHMKA NOXOXa OAHOBPEMEHHO Ha
HanoXeHne KapT U BbICOT, W HOpManenm — 3TO HeYTO cpeaHee Mexay
HUMU. MeToa ToXe npeaHasHadeH pAna  oTtobpaxeHusa 6onbliero
Konuyectea  JeTasie  MNoBepXHOCTM, 4YeM eCTb B MUCXOAHOM
reomeTpuyeckom mogenin. OH NOXOX Ha HOPMAaAManMuHr, HO OT/IMYne B
TOM, YTO METOo[ MCKaXKaeT Ha/loXeHUe TEeKCTYpbl, U3MEHAA TEKCTYpPHbIE
KOOpAMHAaTbl TakK, YTO Koraa Bbl CMOTPUTE HA NOBEPXHOCTb MO pPa3HbIMMU
yrnamMmy, OHa BbIFNSAUT BbINYKAOMW, XOTS B peasibHOCTU MNOBEPXHOCTb
nnockass U He maMmeHdetcda. MIHbIMM cnoBamun, Parallax Mapping — 3To
TEXHMKA annpokcmMaumm sddekTa cMeleHUsa ToveK MNOBEPXHOCTU B
3aBUCUMOCTUN OT UBMEHEHUSA TOYKU 3pEeHUS.

TexHMKa CcABUraeT TeKCTYypHble KoopAuHaTbl (MO3TOMY TEXHUKY
nHoraa HasbiBatoT offset mapping) Tak, 4To6bl MOBEPXHOCTb BbIrNsAAENa



6bonee obveMHOW. Maoea MeToaa COCTOMT B TOM, 4TOObl BO3BpallaTb
TEKCTYPHble KOOpAWHATbl TOM TOYKMU, rAe BUAOBOM BEKTOp rnepecekaeTt
NOBEPXHOCTb. DTO TpebyeT npocyeTa nyyen (PenTpemcuHr) ans KapTbl
BbICOT, HO €C/In OHa He MMeeT CAUWKOM 60onblnX CKaukoB («rnagkas»
MNN «nnaBHas»), TO MOXHO O0B6OMTUCbL annpokcumauuen. Takon MeToa
Xopow Ans rnoBepxHOCTeM C MJIaBHO M3MEHSALWMMUCS BbiCcOTaMu, 6e3
npocyeta nepecevyeHnm mn 60MbWIMX 3HAYEHUN cMmelweHnsa. oaobHbIn
NPOCTOM anropmt™M OT/IMYAETCA OT HOopMasiManmnuHra BCero TpeMms
MHCTPYKLUMAMU NUKCENBHOIO WWenaepa: ABe MaTeMaTU4eCKmne NMHCTPYKUNK
W oAHa AononHuTenbHas Bblbopka M3 TeKkCTypbl. [locne Toro, Kak
BblUMC/IEHA HOBAs TEKCTYpHas KoopAMHaTa, OHa MCNOJSb3yeTcs Aanblue
ANS UTEeHUs ApYrux TEeKCTYpHbIX cnoeB: 6a30BOM TeKCTypbl, KapTbl
HopManen mn T.n. TakonW MeTon MapanaakCManmnuHra Ha COBPEMEHHbIX
BMAeouymnax no4dYtm Takxe 3¢ddeKkTuBeH, Kak 06bl4HOE HanoXeHue
TEKCTYpP, a ero pe3ynbtatoMm saBngerca 6onee peannCTUUHoe
oTobpaxeHune NOBEPXHOCTH, no CpaBHEHUIO C NpOCTbIM
HOpMasiIManmnuHroMm.

Texture Mapping

\-

Parallax Mapping Parallax Mappmg wvtD:stance Function.

Ho ncnonb3oBaHme 06bIYHOro NapannakcManmnuHra orpaHM4YeHo Kaptamm
BbICOT C HebonbWOoW pasHuuen 3HadveHun. <«KpyTble» HEepOBHOCTHU
obpabaTbiBalOTCA anropmMTMOM HEKOPPEKTHO, MNOSBASKOTCSA pas/inyHble
apTedakTbl, «nfaBaHue» TeKCTyp U np. bbino pa3paboTaHO HECKONIbKO
MoANDULMPOBAHHbIX MEeTOA0B ans ynydleHus TEXHUKMU
napannakcMannuHra. Heckonbko wuccneposatenen (Yerex, Donnelly,
Tatarchuk, Policarpo) onncanu HoBble MeTOAbI, Yy4dllatowme HayaibHbIN
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anroputM. [loyTn BCe uAEen OCHOBaHbl Ha TpacCUpOBKE Ny4dYen B
NMUKCENbHOM LWengepe Ans onpeaeneHns nepeceyeHuUn petanen
NoBepXHOCTEN Apyr ApyroMm. MoamdunumpoBaHHble METOAUKM MNONYYUIU
HEeCKOJ1IbKO pa3HblX Ha3BaHun: Parallax Mapping with Occlusion, Parallax
Mapping with Distance Functions, Parallax Occlusion Mapping. Ansa
KpaTKoCcTn byaeM nx Bcex HasblBaTb Parallax Occlusion Mapping.

MeToabl Parallax Occlusion Mapping BK/IIO4aKT eLe U TpacCUpOBKY
nydyen onsa onpeaesieHns BbICOT U ydyeTa BUAMMOCTU Tekcenen. Beab npu
B3rna4e nog yrsioM K rnoBepxXHOCTU TEKCeNu 3aropaxusawT Apyr 4Apyra,
N, yuyuTblBasi 3TO, MOXHO Ao06aBuUTb K 3ddeKkTy napannakca bonbue
rnybuHbl. NMonyyaeMoe nsobpaxeHne CTaHOBUTCS peannucTuuHee, N Takume
yAyJlleHHble MeToAbl MOXXHO NpuMeHATb Ans 6onee rnybokoro penseda,
OH OT/IMYHO NOAXOAUT ANS U306paKEeHUS KNPMUYHbIX N KaMEHHbIX CTEH,
6pycyatkm n np. HyXHO 0CO6E€HHO OTMEeTUTb, YTO rNaBHOE OTAn4ne
Parallax Mapping ot Displacement Mapping B TOM, 4TO BCe pacyeTbl
NOMUKCenbHble, a He MoBepLKNHHbIE. VIMEHHO MNO3TOMY MeToh UMeeT
Ha3BaHua Bpoae Virtual Displacement Mapping n Per-Pixel Displacement
Mapping. [locMOTpuTEe Ha KapTUHKY: TPYAHO MOBEPUTb, HO KaMHWU
MOCTOBOW TYT — BCEro /1Wb MOMNUKCceNbHbIn 3 deKT:

MeToa no3sonser 3pdeKTUBHO oTobpaxaTb AeTalM3npOoBaHHbIE
NnoBepXHOCTM 6e3 MWUIJIMOHOB BEepLNH U TPeyroibHWUKOB, KOTOpble
notpeboBanmcb 6bl Npu peanusaunmm 3Toro reometpumen. [lpn 3TOM
CcoXpaHseTca BblcoKas Aetanm3auma (KpoMe cunyaToB/rpaHen) u
3HAUYUTEsIbHO YNPOLLAKTCA pacyeTbl aHMMaUMK. Takas TEXHUKA AeLleBne,
4yeM MCNOoJSIb30BaHWE peasibHON reoMeTpuu, MUCMosb3yeTcs 3HAUYUTESIbHO
MeHbLlee KOJIMYeCTBO NOJSIMTOHOB, OCOBEHHO B C/ly4YasiX C O4EHb MENKUMU
aAetansmun. [pUMeHeHUn anropuTMy MHOXECTBO, a Jiyylle BCero OH
noaxoauT AN KaMHeW, Kupnumyen n nogobHoro.

Tak>Xe, OOMOJIHUTENbHOE MPEeEUMYLLECTBO B TOM, UYTO KapTbl BbICOT
MOTryT AMHAMUNYECKN U3SMEHATLCA (I'IOBerHOCTb BOAbl C BOJIHAMWN, ObIPKH
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OT NMy/b B CTEHAX M MHOroe apyroe). B HegocTtaTkax Metoga — OTCYTCTBUE
reoMeTpuyeckn npaBuUbHbIX CMyaTOB (KpaeB obbeKkTa), BeAb afropmtM
nonukcenbHbIM U He aBndaeTca Hactosawum displacement mapping. 3aTo
OH 3KOHOMUT MPOU3BOAMUTENBHOCTL B BWAE CHUXEHUSA HArpy3skum Ha
TpaHcopMauunKo, OCBELLEHME W aHUMAUMIO TreoMeTpun. DKOHOMUT
BMgeonamaTb, HeobxoauMmyko ANg XpaHeHua 6onbwnx 06bLEMOB
reoMeTpuyecknx AaHHbIX. B narcax y TEXHUKU U OTHOCUTENIbHO NpocTas
MHTEerpaums B CywecTByOLWmMe NPUIIOXKEHNS N UCMONb30BaHME B NpoLuecce
paboTbl NPUBbBIYHBIX YTUNNUT, NPUMEHSIEMbIX A1 HOPMaMannuHra.

TexHnKa yxXe MPUMEHSAETCS B peasibHblX Urpax MnocriefHero BpeMeHMu.
NMoka 4To 06X04ATCA MPOCTbIM NapanfakCMannuMHIOM Ha OCHOBe
CTaTUYeCcKMX KapT BbICOT, 6e3 TpaccuMpoBKM Ny4dYenm U pacyeTa
nepecevyeHn. BoT npnuMepbl NpUMEHEHMS NapannakCcManmnuHra B Urpax:
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GLColoredCelShader

PaccMOTpu Kak genaTtb «pucoBaHHble KapTUHKU» n3 3D mopenen.
Onsa 3toro 6yaeM wncnonb3oBaTb CTaHAAPTHbIM KOMMOHEHT CueHbl
GLColoredCelShader. PaccMOTpuM ero CBOMCTBA:

CBOMCTBO OnucaHue

ShaderStyle KauectBo wenaepa. Moxet 6biTb ssReplace
(camoe nnoxoe), ssLowlLevel (cpegHee),
ssHighLevel (nyuwee). JoCTynHO TOSIbKO B
pexxmMme runtime.

CelShaderOptions. Pan HacTpoek wengepa:

csoOutLine — 6yayT nmM OCHOBHblE 4acCTu
obbekTa NoaYEpPKHYTbl IMHUSAMMU;

csoTextured — byner u 06beKT
NPOPUCOBLIBATLCS BMECTE C TEKCTYPOW;

csoNoBuildShaderTexture — 6yaet nmn Ha
06BbeKT BNMATb OCBELLEHMNE.

OutlineWidth, TonwWwnHa U UBET OMNUCAHHbIX Bbille TNHUN
OutlineColor

XopoLuni npumep MO>XHO NOCMOTpPETb no ajapecy:
Demos\rendering\celshading.




IMEUIEPHI GLSL

A3bIk IenaepoB OpenGL

GLSL (The OpenGL Shading Language) — wenaepHbIM $3bIK
OpenGL, ocHoBaHHbIN Ha A3blke ANSI C. BonbWMHCTBO BO3MOXHOCTen C
COXpaHEHO, HO K HUM aobaBfieHbl BEKTOPHbIE U MAaTPUUHbIE TUMbI AaHHbIX,
4acTo NpuMeHsWwmecsa npm paboTte ¢ TpexmepHou rpapukon. B otnnume
oT HLSL/Cg, s3blk co3aaBasics B pacyeTe Ha pa3paboTKy nepcnekTUBHbIX
BMAEOoKapT, NO3TOMY, TeOpeTUYeCKn, OH HAMHOIro MouHee. B 4YacTHoOCTH,
GLSL mHoro B3sn oT RenderMan Shading Language. [oKyMeHTauUWiO Ha
AHITMMCKOM  43blK€  MOXHO  HauWTMu Ha oduunmanbHOM  cauTe:
https://www.opengl.org/documentation/glsl/

Ana nporpamupoBaHus Ha GLSL TpebyeTca nogaepxka crenyroLwmx
pacwmnpeHnn OpenGl:

GL_ARB_shader_objects;
GL_ARB_shading_language_100;
GL_ARB_vertex_shader;
GL_ARB_fragment_shader.

3aMedaHue: B pacwmpeHun GL_ARB_shading_language_100 yuncno cTo -
370 Bepcus GLSL 6e3 Touku, To ectb «GL ARB shading language Bepcum
1.00».

B GLScene sa3blk GLSL MOXHO Mcnosib30BaTb Kak COBMECTHO, TaK U
6e3 komnoHeHTa GLSLShader. lNntocbl 06onx cnocoboB:

BmecTe ¢ koMnoHeHToM GLSLShader:

+ JIErkocTtb B HAaCTpoOWKe NapaMeTpoB.

+ Yn06cTBO paboTbl C HEGOMbLUINM YNC/IOM LLUENAEPOB.
Be3 komnoHeHTa GLSLShader:

+ KoHTponupoBaTtb paboTy weinaepa npotie.

+ He noHapgobuTtca npu Ka)xaoM HOBOM Liehaepe 3aBoauTb Ha dopme
oyepeaHon KoMnoHeHT GLSLShader.

+ Ecnn Bbl UCNonb3yeTe MHOIo LWenaepoB, He Npuaércs nepebupaTtb
MHOXECTBO OKOH W WCKaTb, KAaKOM KOMMOHEHT 3a KaKoW Leihaep
oTBEuYaerT.



+ VIHTYUTUBHO TMOHATHas paboTta nporpaMmbl  MpU  HanU4um
HECKOJIbKUX LeNnaepHbIX MPOX0A0B.

YactMyHO MaTepuan nocnepywwmx rnaB  no3auvMCTBOBAH OTClOAA:
http://wingman.org.ru/gls/

Ha cneaywwmx canvtax wuMeeTcs obwumpHass Konnekuus wenaepos:
http://3dshaders.com, http://shadertoy.com


http://wingman.org.ru/glsl
http://3dshaders.com/home/index.php?option=com_weblinks&catid=14&Itemid=34

GLSL 6e3 komnoHeHTOB. IIpocToii meinaep

Cenyac Mbl caenaem, noxanywm, Cambli NMPUMUTUBHLIA Wengep —
nokpacmMm cepy B KpacHbin uBeT. UTtak, npuctynum. llomecTtute Ha
dopMmy komenoHeHTbl GLScene un GLSceneViewer. B unHcnektope
06bEKTOB CO34anNTe KaMmepy, 3aTeM ee cBomucTBy Position.Z npucsonTte
2; a ceounctey GLSceneViewer.Camera npucsonte GLCamera. Takxe B
nHcnekTope obbekToB co3aamTe GLDirectOpenGL. locneaHMn HyXeH,
NOCKO/bKY Mbl 6yaeM Ucnonb3oBaTb NpsMon Aoctyn K OpenGL.

Moakntounte moaynb GLS.Context, nHauye koMnunatTop He byaet
3HaTb 0 TGLProgramHandle. Tak Kak Mbl bygeM TeCTupoBaTb Wenaep Ha
chepe, noaknounte Moaynb GLObjects. Takxe HYXHO MOAKAOUUTL
OpenGLTokens. Ternepb o0b6bsaABMTE B NporpamMme ABe KOHCTaHTbl ANS
XpaHeHunsa BepwunHHoro (_vp) u dpparmenTtHoro (_fp) wenpepa. Cenyac
oba Tekcta Mbl MOMeCTMUM B KoA nporpammbl Ansa obneryeHus
pefakTUMpoBaHusa. HO yuTuTe, 4aCcTO MX NOMELLAT B BUAE OTAESIbHbIX
dannos.

const _vp =

‘void main(void)’+

|{|+

‘gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex; '+

37
TyT TpebyeTcs nosicCHeHMe KacaTeNbHO Koaa wenaepos Boobuwe. B koge
wenaepa obdasatenbHO AO0/MKHa 6biITb yHKUMSA main(). DTo KacaeTcsd
BCeX TUMOB LengepoB. TakK e rnosib3oBaTesib MOXeET 0O6bsBMAATL CBOU
dyHKumn. CnoBo void, cTosiee B ckobkax, 03HaAyaeT, UTo 3Ta PyHKUMUS

HMYEero He nNpuUHMMaeT, nepes WMeHeM QYHKUMM — HUYEro He
Bo3BpallaeT (T.e. npoueaypa).

float MyMain(float value)
{

return clamp(value, 0.0, 1.0);
i

Bo3Bpalaemca K Hawemy npocTtoMmMy wenaepy. lNpexae, 4eMm Mbl
cMoxem paboTaTb C BEpLWIMHAMMN, HAM HEOHXOAMMO UX TPaHCHOPMMPOBATb
C Yy4détoMm rnobanbHOM (MMpPOBOW) MaTpuubl. DTO U BbINOJHAETCS
komaHgon gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;. Mo



CyTW, 3Ta KOMaHZa JAOJ/IKHA NpUCYTCTBOBATb BO BCEX BEPLUNHHbIX
lwengepax, x0T BMeCTO Heé MHOrga MOXHO YBUAETb U YCTapeBLUYH
3anuce gl_Position = ftransform(). EW nonb3oBaTbCAd Mbl He
pekoMeHayeM, a Npu MCNosib30BaHUU B LWengepax c sepcmen soiwe 1.20
BoO6LLE MOXHO MOMy4YnTb OWKNBKY OT ApanBepa.

const _fp =

‘void main(void)’+

o

‘gl_FragColor = vec4(1.0, 0.0, 0.1, 1.0),’+

3
vec4 — 3TO BEKTOpP, COCTOSALWMM N3 4-X KOMNOHEHTOB — X,Y,Z,W. ECTb ewe
vec3 n vec2.

Ewé scerga noMHUTe, 4To GLSL pasnunyaeTr ManeHbkne un 6onblune 6yKksbl.

NHorga nporpaMMMUCTbl 3a4al0T BEPCUKO LUENAEPHON NporpamMMbl 4yepes
3ape3epBupoBaHHoe B GLSL cnoBo; BOT KakK Mbl yKaxem, 4yto 6byaem
ncnonb3osaTtb Bepcuio 1.10:

‘#version 110 '+#10#13+

‘void main(void){'+

O6punTnTEe BHMMaHUE, 4YTO B LWIENAEPHOM NporpaMMe BEPCUSA YKa3blBAETCS
6e3 Toukn. PasHble BEPCUN UMEKOT HEKOTOpble OT/INUMS U OFpaHUYEHUS
no xenesy. Ho 06 3TOM Bbl NpoYnTaeTE MHOIO NO3XeE.

KomanHga GL_FragColor 3apmaét uBeT nukcenss B UBETOBOM bydepe
(eanHCTBEHHOM). BO3MOXHO, NP 3HAKOMCTBE C CNOXHbIMU LWengepamm
Bbl HE YBMAUTE 3TO C/0BO, HO BCTpeTuTe BMecTo Hero GL_FragData[]. B
TakoM cnydae 3710 6yaeT HasbiBaTbCs Multiple Render Targets. Henb3s
oaHoBpeMeHHas paboTaTtb ¢ gl_FragColor u glFragData.

MoapobHee o) MRT MOXeTe MnoToOM noynTaThb 3[4ecCb:
steps3d.narod.ru/tutorials/mrt-tutorial.html.

Bosspawaemca B RAD Studio. O6bsasute rnobanbHyO MepeMeHHYIo
GLSLHandle tuna TGLProgramHandle. OHa HyXHa Ans ynpaBneHus
lwenaepoM. Takxe cozgaanM aksemnnsap cdepbl: GLSphere: TGLSphere.

Co3panTte y dopmbl cobbiTne OnCreate n 3anuwmnTte B HEM
GLSphere := TGLSphere.Create(nil);


http://steps3d.narod.ru/tutorials/mrt-tutorial.html

Untatenb MeHS He NPOCTUT, eClin 9 He pacckaxy, rnovyemy B cKobkax
HanucaHo nil, a He GLScenel.Objects u noyeMy Mbl ncnonblyem Create,
a He CreateAsChild. leno B TOM, YTO WMHCNEKTOP OO6BLEKTOB CLEHbLI, B
KOTOPbIX Mbl HalW 06beKT 3a60TNIMBO HE MOMECTUIN, BU3yann3mpyeT CBOU
0bbeKkTbl KOrga €eMy U TOJNIbKO €My 3aX04YeTCs; HaM Xe HYXHO
BM3yanum3nposBaTtb chepy MMeHHO nocne koMaHabl UseProgramObject un
mMeHHo nepen EndUseProgramObiject. [ToaTOMY Mbl U  He
BOCMNOJ1Ib30BaSIMCb MHCNEKTOPOM, 4YTObObl HE peHAEepPUTb 06bEKT ABaXAbl.

Mpuwno Bpems 3agenctesoBaTtb GLDirectOpenGL. Mbl 6yaem
NPaKTUKOBATb Hally OYeHb MHTEPECHYK Haxoaky: béyaem wuMeTb Ans
3TOro KOMMOHEHTa ABa BapuaHTa cobbitns OnRender. MNepBoe cobbiTne
6ynet HasbiBaTbCs GLDirectOpenGLInit; BTopoe GLDirectOpenGLRender.
OTkpounTe nHcneTkop 06bekToB cueHbl, Bbibepute TaM GLDirectOpenGL;
nepenaute Ha BkAagky Events; wénkHyB ABaxabl B WHCMNEKTOpe
06bekTOoB HanpoTuB Tekcta OnRender Bbl co3paauTe BTOpoe CobbiTME
GLDirectOpenGLRender. Tenepb co3ganTe nepsoe cobbiTue: nepenaute
B OKHO pefakTopa Koda 1 B MecTe 0bbaBfieHnsa popMbl MponuLLInNTe psaaom
c obbsaBneHnem GLDirectOpenGLRender To4HO Takyto e no napaMmeTpam
npoueanypy GLDirectOpenGLInit:

void GLDirectOpenGLRender(Sender: TObject;
rci: TRenderContextInfo);

void GLDirectOpenGLInit(Sender: TObject;
rci: TRenderContextInfo);

Tenepb nNoOMecTUTe B MNpoOrpamMMy nMycCcTOe <«Tesio», KaK T[OBOpA4T,
npoueanypbl GLDirectOpenGLInit. B ntore y Bac 40/1)XHO MOJIYUYNTbLCS:

void TForm1.GLDirectOpenGLInit(Sender: TObject;

rci: TRenderContextInfo);
{

+
procedure TForm1.GLDirectOpenGLRender(Sender: TObject;

var rci: TRenderContextInfo);
begin



end;

B GLDirectOpenGLInit 6ygem npoBoAMTb BCE, 4TO KacaeTcs
WHMUMANN3aLumMmn Wennepos, a UMEHHO:

// bByaem rnpoBepsTb NoaAepXKy HeobxoaAnMbIX pacLunpeHunii. ITm

// pacumpenus ecTb faxe Ha BECbMA CTapbiX KOMIbIOTEPAX.
if not (GL.ARB_shader_objects and GL.ARB_vertex_program and
GL.ARB_vertex_shader and GL.ARB_fragment_shader) then
begin
ShowMessage('Balwa Bugeokapta He rogaepxuBaet GLSL wevigepsbi!’);
Halt;

end;

// Co3gaém n pacrnipeaensem 4eCKPpUTop.

GLSLHandle:=TGLProgramHandle.CreateAndAllocate;

// 3arpyxaem BepLUNHHbIA U pparMeHTHbIN LUENAEPSI.

GLSLHandle.AddShader(TGLVertexShaderHandle, _vp);
GLSLHandle.AddShader(TGLFragmentShaderHandle, _fp);

// Ecnn 'y apaviBepa BO3HUKIIN Kakne-nbo HapeKkaHus,

// OH OMOBECTUT O HUX MO/Ib30BATE/IA.

if not GLSLHandle.LinkProgram then

raise Exception.Create(GLSLHandle.InfolLog),
if not GLSLHandle.ValidateProgram then

raise Exception.Create(GLSLHandle.InfolLog),
Gl.CheckError;

// VIHuumannsauyus 3akoH4YeHa, rnpuLLio BpeMs rnepentTu

// K PEHAEPUHIY 06bEKTa C LegepoM.

GLDirectOpenGL.OnRender:=GLDirectOpenGLRender;

// be3 310l cTpoku peHAepuHr 06beKkTa BCE-Takun HacTynunT, HO TO/IbKO €C/n
// Ha ¢opme ecTb KaaeHcep un B HEM 3anuncaHo GLSceneViewer.Invalidate,

// WM ecny onyctuTb (hopMy 3a Kpavi 3KpaHa v BbITalynTb 06paTHoO.

GLDirectOpenGL.BuildList(rci);



Tenepb Ha3HauybTe [AaHHOe CobblTMEe KaK Tekyuiee cobbiTne
OnRender koMnoHeHTa GLDirectOpenGL, nponucae B FormCreate:

GLDirectOpenGL.OnRender:=GLDirectOpenGLInit;
UNn caenas TO Xe camoe B design time.

Tenepb 3apaanMm GLDirectOpenGLRender, roe 6yaetr npoxoauTb
NnpMMeHeHne wenaepa K 06bekTy — caMasi MHTepecHasl 4acTb:

void TForm1.GLDirectOpenGLRender(Sender: TObject;
rci: TRenderContextInfo);
{
with GLSLHandle do
{
UseProgramObject;
MySphere.Render(rci),
EndUseProgramObject;
+
+

OnuncaHne BbI3biIBAaeMbIX TYT KOMaHz MNOTOM MOCMOTPUTE BHU3Y
rnasebl. 1 NMWb CKaxy, YTO eC/n BaM NoHaZobuTcsa korga-HnMbyab NOTOM
ncnonb3oBaThb Wenaep He Tonbko Ansa MySphere, HO U AnNa KakKMx-To
Apyrmux o6beKkToB, BbI30BUTE NX MeTo Render paaoM € TakuM e MeTo40M
MySphere. Hanpumep:

with GLSLHandle do
begin

UseProgramObject;
MySphere.Render(rci);
MyCube.Render(rci);
MyFreeForm.Render(rci);
EndUseProgramObject;
end;

MocTpoeHMe npuMepa 3aKOHYEHO.



3anycTute nNpoekT U CMOTpuTe Ha paboTy camMoro MPUMUTUBHOIO
GLSL wenpepa. Wap npespatnnca B Kpyr. Bcé neno B ToM, 4TO 4TOObI
BEPHYTb LWIApy «LWapoobpa3sHbin>» BUA, HYXHO YUUTbIBATb OCBELLEHUE, A
3TOro He aenaeTcs.

3aMeyaHme — MOXXHO NPUIMHKOBAaTb HECKOJIbKO MOTOBbLIX NMPOrpaMm-
lwengepos, ogHako He 6onbwe 4eM 3710 nossonsetr GPU. Ob6blyHO 3TO
[O0BOJ/IbHO 60/bLIOE YnNCno.

Pa3zbepém ncnonb3oBaHHble cBOMCTBa knacca TGLProgramHandle.

CBOMCTBO OonucaHue

CreateAndAllocate Kaxkgasa nporpaMma XpaHUTCA Kak AeCKpUnTop.
A 3TO CBOMCTBO CO34a€T W pacnpegensiet
AeCKpuUnTop.

AddShader [JobaeneHne wengepa. lNepBbln nNnapameTp —
™n lwenagepa. MoxeT ObITb:
TGLVertexShaderHandle — BepWWHHbIN
wenaep;

TGLFragmentShaderHandle —
dparMeHTHbIN Wenaep;

TGLGeometryShaderHandle —
reoMeTpuyeckun wenaep.

BTtopon napamMeTp — CTpoOKa, coaepxalias
TEKCT wengepa.

LinkProgram JinukyeT wengep. [llepen BbI3OBOM 3TOrO
onepaTtopa wenagep yxe Ao/mkeH 6bITb
OTKOMMWUANPOBAH.

ValidateProgram NpoBepsieT NpaBUIbHOCTb NnporpamMmmsil
wengepa.

InfolLog XpaHuT MHpopMaLmio 0 nocneaHewu

nponsBeaéHHOM onepaumm n no TpeboBaHUIo
BbIBOAUT eé€. K coxaneHuto, Ansa cooblieHum
InfoLog HeT HMKakon crneundukKaumm, Tak 4YTo
pasHble ApamBepa W BUAEOKapTbl MOryT
BblAABaTb Pa3HbIN TEKCT.

UseProgramObject OyHKUMA ON1a 3arpy3kMm M UCMOSb30BaHUA
wenaepa.




EndUseProgramObject | ®yHKkuLHUS, ob6o3Havawwas KoHeL,
NCNonb30BaHMs nMporpamMmmbl wWengepa. Ecnu
BOBpPEMSA He MPUMEHUTb 3Ty PYHKUUIO, wenaep
byneT NpMMEeHSTbLCA KO BCEM 06beKTaM CLEHbI.

MO>XHO WCrMosib30BaTb B CBOMUX [MpOeKTaX YXe HanucaHHble KeM-TO
lenaepsbl, HanpuMmep, ¢ pecypca http.//shadertoy.com .

[oTOBble npuMepbl HaxogAaTca B nanke Demos wu  34echb:
http://www.sf.net/projects/glscene/branch


http://shadertoy.com/
http://www.sf.net/projects/glscene/

[llerigepsl GLSL A1 TEKCTYpUPOBaAHUSA

Bce wenaepbl B 3TOW rnaBe COOTBETCTBYHT ctaHgaptam GLSL 1.00 —
1.20.

CHayana HeMHoro o crneumdpukaumm GLSL. OHa TakoBa, 4TO paboTaeTr
TONbKO C TEKCTYPHbIMW KOooOpAMHATaMu B npeagenax ot 0 go 1.

PaccMOoTpuM BbllWeckasaHHoOe Ha npuMmepe. [onycTuM, Yy Hac eCTb
TekcTypa pa3mepoM 1024/512. N Ha 3TOM TeKCType eCTb To4yka C
koopanHatamm (300, 120). Toroa eé TeKCTypHble KOOpAWHATbl Mo
dopmMyne 6yayT paBHbl:

x = 300/1024 = 0.29296875
y = 120/512 = 0.234375

CoOoTBETCTBEHHO, eCc/iM NoACTaBuUTb Cloda KOOpAWHaTbl 1I€BOro yrna, To
nonyuntca 0/1024 = 0, ecnu NoCTaBUTb KOOpAWMHATbLI NMpaBoro yrna, To
6ynet 1024/1024 = 1. To eCTb BCe KOOPAMHATLI JIOXKATCA B AMANa30oH OT
0 go 1. OTa npoueaypa Ha3biBaeTCcsd HoOpManmsaunen.

Ecnn mbl 3anmwem 0.16 nnu 1123.16, 1O 3TO 6yAeT yKasbiBaTb Ha
OAHY M Ty Xe Touky. [loyemy? Kak O6bJI0 TOSIbKO 4YTO HanNucaHo,
TEKCTYPHble KOOpAMHATblI MOIYT HaXoAUTbCS TOMIbKO B MHTepBasne ot 0 o
1, @ uncno 1213234.16 BbIXOAUT M3 3TOro MHTepsana. loatomy GPU
(Buageokaprta) nNpu pacyeTe KOOpAMHAT BbLINOAHSAET onepaumi X =
fract(x), T.e. oTcekaeT uenyw 4actb ymcna. CTOUT OTMETUTb, UYTO Ha
CaMOM fJesie paCyéT KoopamnHaT NpoM3BOAUTCA Ha BCEX BUAeOKapTax no-
pa3sHOMY. HO pe3ynbTaT BCE paBHO MOJlydaeTCsa CXOXWMM C TeM, 4To
nosiydaeTcs npu ncnosb3osaHuu fract.

A Tenepb 4TO-HMOYAb 3aTekcTypupyem. [llogknwoumte mMoay/b
GLS.Context, nHaue komnunatop He b6yaeT 3HaTb 0 TGLProgramHandle.
MockoNbKy Haw wengep ondatb byageTr nNpuMeHAaTbCs K - cdepe,
nogknwounte K npoekty GLObjects; Tak e HYXHO MOAKAKUYUTb
OpenGL1x. [lomectute Ha ¢dopMy GLScenel (MHcnekTop 06BLEKTOB
cueHbl), GLSceneViewer. B nHcnekTope 06beKTOB CO34anTe Kamepy, ee
Position.Z npucesoinTe 3HadeHune 2; cesonuctey GLSceneViewer.Camera
npuceonte GLCamera. TakXe B MWHCNeKTope o06beKToB co3aanTe
GLDirectOpenGL. [Ana Toro, 4tobbl YyBUAETb pe3ynbTaT AeNnCcTBus
wenaepa, obbvasmm MySphere: TGLSphere;

Tenepb camoe rnaBHoe ANS WenaepHOro TeKCTypupoBaHus. NMoyutu
y BCeX BU3yasnbHbIX 06bekToB ecTb cBoMCTBO Material.TextureEx. Mbi
yXXe paccKa3blBasiM BaM NpPO HEro, BOT YTO rOBOPUIOCH: «IDTO KOHTENHep



ANS AOMNONHUTENbHbIX TEKCTYP, TEKCTYP, KOTOPbIE MOXHO MCMNOJ/1b30BaTb
Kak anbdy, Kak TeKCTypy Adetanem u T.n.» BoT m npuwno Bpems
MCNoNb30BaTb 3TOT KOHTenHep. Co3panTe B HEM OAWMH MaTepwan, B
KOTOpbIM Mbl byageM 3arpyxaTb TekcTypy. [Henatb 310 6byaem B
FormCreate, BOT 1 Koa:

procedure TForm1.FormCreate(Sender: TObject);
begin

MySphere:=TGLSphere.Create(nil); //BHa4dasne HY)XHO coO34aThb
O06DbeKT.

MySphere.Material. TextureEx.Add;

MySphere.Material. TextureEx.Items[0]. Texture.Image.LoadFromFile('Te
xture.jpg’);

MySphere.Material. TextureEx.Items[0]. Texture.Disabled: =False;

end;

Tenepb o06bsBUTE B nMporpaMMe [ABe KOHCTaHTbl ANA XpaHeHus
BepwmnHHoro (_vp) un pparmMeHTHoro (_fp) wenaepos.

const _vp =
‘varying vec2 TexCoord,; "+
‘void main(void)’+
o
‘gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex; '+
‘TexCoord = gl_MultiTexCoord0.xy,; +

\}l;
NepBaa cTpoka — gl_Position = gl_ModelViewProjectionMatrix *
gl_Vertex — HaMm yxe 3HakoMa. OHa npoum3BOANT TpaHchopMaumio

BEPLUMH C YYETOM MUPOBON MaTpULLbI.

A Tenepb pasbepémca ¢ TexCoord = gl_MultiTexCoordO.xy.
[MOCKOMbKY Mbl AO/KHbI MepefaTbh BO (PparMeHTHbIN Wenaep TEKCTYPHbIe
KOOpAUHAaTbl TeKyLlen BepWMHbI (@ caM (PparMeHTHbIN Wenaep He MOXeT
NONy4YnTb 3TY MHPOPMaAUMIO), Mbl UCNoNb3yeM npuceamesaHne TexCoord
= gl_MultiTexCoord0.xy. MHaekc 0 oTBeYaeT 3a TEKCTYPHYIO rpaHb. Bcero
rpaHen MoxeT 6bITb 8.



B Hauyane BepwmHHOro wengepa Mbl 06bABUNM varying BennUYUHY
TexCoord. Tun varying o3Ha4daeT, 4YToO K nepeMeHHon byayT uMeTb 40CTyn
n agpyrme wenaepbl (ecnu Tam Toxe ob6baBneH TexCoord). NMNocMoTpuTe Ha
BTOPYO CTPOKY pparMeHTHOro wenaepa; noCcKosbKy Mbl TaKXe 06baBUN
TaM varying vec2 TexCoord, n >TOT wWenaep CMOXEeT u4uTaTb U
rnepesanuncbiBaTb NepeMeHHyto. lNocne cnosa varying MAET 3ajaHne TUna
nepeMeHHON; y HaC 3TO BEKTOP, KOTOPbIN XPaHUT X U Y KOOPAUHATHI.
TpeTbuUM CNOBOM MAET MMS NEPEMEHHON.

texture2D(Tex, gl_TexCoord[0].xy): TyT Mbl NOJly4aeM 13 TEKCTYpPbl
C uMeHeM «Tex» uBeT Toukn c no3umumen gl_TexCoord[0].xy. X u y B
KOHLIe BCTaB/IEHbl TaK KaK B BEPLUMHHOM LUenaepe 3anmcbiBasmcCb TONbKO
OHN. TeopeTnyecku, B BEPLUMHHOM LLIengepe Mbl MOXEM 3arnucbiBaTb
3Ha4yeHne eWweé n B Z 1 W KoOopAaAMHAT, HO ANs ABYXMEPHbIX TEKCTYpP 3TO
HaM He HYXHO.

const _fp =

‘uniform sampler2D Tex; +

‘varying vec2 TexCoord; "+

‘void main (void)’+

|{|+

'‘gl_FragColor = texture2D(Tex, TexCoord),; +

37

34€eCb Mbl TaKXe NCNosib30Banu uniform nepemMeHHyt0. 3ajaHne 3Ton

nepeMeHHOM Ha4YMHAETCs, KaK Bbl MOHSAN, C 3ape3epBUPOBAHHOI0 CN10Ba
uniform; BTOpoe cnoBo 3adaéT Tun; TpeTbe UMSA. [punoxeHune 4yepes
unifom nepenaért wenaepy nbble BeIMUMHBLI: TEKCTYpbl, MaTpuubl,
CTPYKTYpbl, BeKTOpa, int 1 float uncna n 1.4. Uniform-nepemMeHHbie MOryT
6bITb nNpounTaHbl (HO He nepe3anucaHbl) BCEMU wWengepamm —

BEPLWIMHHbIM, NMUKCENIbHbIM N FreoMeTpudecknM. Takxe Mbl UCNOb30Banun
cneumnaneHbin TMN sampler2D ans paboTbl C TeKCTypaMu.

Tenepb obbaBuUTE NnepeMeHHYto GLSLHandle TMna
TGLProgramHandle. OHa HyXHa ansa ynpasneHus wengepoM. Kak v B
npeabiaywmn pas, Mbl 6yaeM ucnonb3oBaTb ABa cobbitna OnRender y
GLDirectOpenGL. BoT nepsoe:

procedure TForm1.GLDirectOpenGLInit(Sender: TObject;

var rci: TRenderContextInfo);
begin



if not (GL.ARB_shader_objects and GL.ARB_vertex_program and
GL.ARB_vertex_shader and GL.ARB_fragment_shader) then
begin
ShowMessage('Balwa Bugeokapta He nogaepxuBaet GLSL wevigepsni!’);
Halt;
end;

GLSLHandle := TGLProgramHandle.CreateAndAllocate;

// ob6aBsisem BEPLUMHHbIN LWenAep.

GLSLHandle.AddShader(TGLVertexShaderHandle, _vp);

// LobasrsieM cparMeHTHbIN wWwenaep.

GLSLHandle.AddShader(TGLFragmentShaderHandle, _fp);

// Ecnn y apaviBepa BO3HUKIIN KaKNE-TO HapeKaHwsl,

// ABa ornepatopa HUXXe OMOBECTAT O HUX M0/1b30BATESIS.
if not GLSLHandle.LinkProgram then

raise Exception.Create(GLSLHandle.InfolLog),
if not GLSLHandle.ValidateProgram then

raise Exception.Create(GLSLHandle.InfolLog),
GL.CheckError;

with GLSLHandle do
begin
UseProgramObject;
Uniform1i['Tex’] := 0;
EndUseProgramObject;
end;
GLDirectOpenGL.OnRender := GLDirectOpenGLRender;
GLDirectOpenGL.BuildList(rci);
end;

NMpokoMMmeHTUpyeM HoBoe. B cTpoke Uniform1i['DirtTex']:=0 Mbl
yKa3blBaeM, UYTO B wWenaep, B nepeMeHHyto Tex, nepenaercsa TeKCTypa C



nuaekcom 0, 3agaHHaga B ceBomncTee Material. TextureEx. Ho nepen Tem Kak
nepedatb 4YTO-TO B LWeNAepHbIN O0O6bEKT, ero HY>XHO aKTUBUPOBATb
(UseProgramObject), nHaue OpenGL He 6yaeT 3HaTb Kyda nepeaaBaTb
3TOT OHMUGOPM; Nocne xe nepegayvu, wWengepHbin 06BbEKT HYXHO
AeaktmnsmposaTb (EndUseProgramObject), 4Tobbl He Bbi3BaTb OWKNOOK.

Tenepb pacCMOTPUM WUCMNOMb30OBaHME LWenaepoB Ha obbekTe.
CobbiTe OnRender y GLDirectOpenGL npuseante K TakoMy BUAY:

procedure TForm1.GLDirectOpenGLRender(Sender: TObject;

var rci: TRenderContextInfo);

begin
with GLSLHandle do
begin
UseProgramObject;
MySphere.Render(rci);
EndUseProgramObject;
end;
end;
MocnenHunmn LWTPpUX — HanuwuTe B OnCreate dopmMbl

GLDirectOpenGL.OnRender:= GLDirectOpenGLInit nnu caenamte TO Xe
camoe B design time.

B wenaep Mbl MOXeM nepenaBaTb pa3Hble AaHHblIE, WUCMNONb3YyS
Uniform.... Hwuxe npuBeaeHa Tabnuua BCex BO3MOXHbIX CBOWCTB
Uniform... n nx 3Ha4yeHun.

CBOMCTBO OnucaHue

Uniform1i Mepenaét B Wengep oAHO 3HAYeHue Tuna
int.

Uniform2i MepepaéT B Wenaep ABa 3Ha4YeHuns tTuna int.

Uniform3i MepepaéT B Wenaep Tpu 3Ha4YeHmsa Tuna int.

Uniform4i MepenaéT B Wengep YeTbipe 3Ha4YeHMs Tuna
int.

Uniform1f Mepenaét B Wwengep oAHO 3HAYeHuWe Tuna
float.




Uniform2f

Mepenaét B wWenagep ABa 3HAYeHUs Tuna
float.

Uniform3f Mepenaét B wWengep Tpu 3HAYeHUs Tuna
float.
Uniform4f Mepenaét B Wenaep YyeTblpe 3Ha4YeHns Tmna

float.

UniformMatrix2fv

Mepenaét B WwWengep mMatpuuy 2x2

UniformMatrix3fv

Mepenaét B wenaep Mmatpuuy 3x3

UniformMatrix4fv

Mepenaét B wenpep Mmatpuuy 4x4

UniformTextureHandle

Mepenaét B wenpgep AECKPUNTOP HEKOM
TEKCTYpbl.

UniformBuffer

Mepenaét Tak Ha3blBaeMblii HOHUOOPM
6ydep. OHudbopm 6ydep nossonser
nepenaBatb 6nokm un3 uniform. Bcé 370
O4YeHb MYTOPHO, Bedb nepen
HenocpeacTBEHHO nepeaaven 610Ka HY>XXHO
elé n creHepmpoBaTb 1 3anonHUTbL Uniform
Buffer Object. Ho kak kKoMneHcauuto Ham
obewatot HeKoTopoe NOBbILLEHNE
NPOU3BOAUTENBHOCTH. Mopoaepxneaercs
TO/bKO npu Han4Ynmn paclumpeHus
ARB_uniform_buffer_object.

BOT pe3ynbTUpyoLWKMA LWap C TEKCTYPON:
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O cnenyudukanuu menaepon GLSL

3aMeyaHue. Bce uucna B wengepe n BCe yucna, nepenasaeMble yepes
OHNOPMbI, A0KHbI 6bITb C TOUKOM, T.e. 5.0, 1.0, 1.1. 3T0 0cob6€eHHOCTb
Bnaeokapt ATI.

THUObI JAHHBIX U IIepeMeHHbIC

B GLSL gocTynHbl cnegyrouwme npoctble TUNbl AgaHHbIX: float, bool,
int. 2T TUNbl AaHHbLIX TOYHO Takme Xe, Kak B C. TakXe AOCTYMHbI
BEKTOPbI AS19 NMepeyYncneHHbIX Bbllle TUMOB AAHHbIX C ABYMSA, TPEMS WUN
YyeTbipbMs KOMMOHeHTaMN. OHa 06bABNAIOTCS KakK:

vec{2,3,4} — BekTop n3 2/3/4 float
bvec{2,3,4} — BekTop 13 2/3/4 bool
ivec{2,3,4}+— BekTop u3 2/3/4 int

Takxe AOO0CTYynMHbl  KBagpaTHble MaTtpuubl 2x2, 3x3 u  4x4,
COOTBETCTBYOLWME TUMbI AaHHbIX: mat{2,3,4}. MOXHO 3a4aTb MaTpuLy "
NMPOM3BOJZILHOIO pa3Mepa, BOT TaK 3adaéTcsa MaTpuua 4x2:

vec4 MyMatrix[2];

O6paTute BHMUMaHWE, NOCNEAHUA 3/IEMEHT MaTpuubl M3 npuMepa 3TO
[11[3].

TakXxe AOCTyneH psia crneumanbHbiX TUAOB AaHHbIX ANs paboTbl C
TekcTypamn. OHW HasblBaloTca «samplers» M HyXaalTcs B AOCTyrne K
3HAUYEHUAM TEKCTYP, TakK Xe U3BECTHbIM KaK TeKcesbl. TUMbl AaHHbIX:

samplerlD — ans 1D-TekcTyp

sampler2D — ansa 2D-TekcTyp

sampler3D — ana 3D-TekcTyp

samplerCube — anga Tekctyp Kybunuyeckmnx KkapTt
samplerlDShadow — gnsa kapT TeHeWn
sampler2DShadow — ans kapTt TeHeWn

MaccuBbl B Wengepax obbsaBnaoTCcs Tak xe, Kak B C, 04HAKO OHWU
He MoryT ObITb WHUMUMANU3UPOBAHbI Mpu obbaABAeHUNU. [LocTyn K
3neMeHTaM — Takon xe, kak B C nam RAD Studio.

Takxke B GLSL aocTynHbl CTpYKTYpbl. CUHTAKCUC Takon Xxe, Kak B C:

struct TerrainRegion



float min;

float max;
b
uniform TerrainRegion regionl;
To ecTb ANS UCMOMb30BAHMSA CTPYKTYPbl HYXHO, MOMMMO CO34aHus eé
CaMoOMn, co3aaTb ewé U IHUPOPM NepeMeHHY Tuna 3TOW CTPYKTYpbI.

O6pawaTtca n3 RAD Studio nporpammbl kK GLSL cTpykType Bbl byaeTte no
obpasuy:

Uniform1f[‘regionl.max] := 2.0;
Uniform1f[‘regionl.min] := 0.5;

Cnegywowme KomMaHAabl B Tabnuuax — nepeBoa CTaHAApPTHOWM
crneymndunkaumm GLSL 1.50
(http://www.opengl.org/registry/doc/GLSLangSpec. 1.50.09.pdf). WU3-3a
6onbloro o6bémMa AOKYMEHTaUNM 34eCb NpeacTaBfeHbl He Bce Tabnunubl.
TabnnuHbl MaTepuan B 3TOM noarnase npueBeaéH Ans CnpasBkw,
3aNnoMMHaTb Takon 06BHEM Mbl HE COBETYEM.

YrjioBble U TPUTOHOMETpHUYECKUEe QYHKIIUM

CMHTaKCcmC OnucaHue

genType radians | lMepeBoanT rpaaychbl B pagnaHbi.
(genType degrees)

genType degrees | [lepeBoAUT pagnaHbl B rpaaychl.
(genType radians)

genType sin (genType | Bo3BpawaeT cMHyc.
angle)

genType cos (genType | Bo3BpawaeT KOCMHYC.
angle)

genType tan (genType | Bo3BpawaeT TaHreHc.
angle)

genType asin (genType | ApKCUHYC. Bo3BpawaetT yron, CMHyC KOToporo
X) paBeH X. 3HauyeHus, BO3BpaLlaeMble 3TOU
dyHKUMen, nexat B [-n/2; n/2]. Pe3synbTaTt
He onpenenéH, ecnu |x|>1.



http://www.opengl.org/registry/doc/GLSLangSpec.1.50.09.pdf

genType acos (genType
X)

ApkcuHyc. Bo3BpaljaeTr yrosl, KOCUHYC
KOTOPOro paBeH X. 3Ha4YeHNs, BO3BpaLlaemMble
3TOMN PyHKUMen, nexaTt B [0; n]. Pe3ynbTaT He
onpenenéH, ecnu |x|>1.

genType atan (genType
y, genType x)

ApKTaHreHc. Bo3BpawaeT Yyrosi, TaHIeHC
KOTOpOro paBeeH Yy / X. 3HaK X W Yy
MCNoNb3yeTCcsa ANd onpeaeneHuss 4YeTBepTwu
OKPY>XHOCTM Kpyra (KBagpaHTa). 3HauyeHus,
BO3BpallaeMble 3TON pyHKUMEN, nexaT B [—
n; n]. PeaynbTaTt He onpeaenéH, ecnun x=y=0.

N X_,—X
g)enType sinh (genType Bo3BpawaeT runepb6oamyecknin CUHyC °
X
genType cosh (genType | Bo3Bpawaer runepbonnyecknn  KOCUHYC
X) eX+e™*
dyHKUNN
genType tanh (genType | Bo3Bpawaetr rmnepbosiMdiecknin  TaHreHC
X) Cb T sinh (x)
yHKL cosh (x)
genType asinh | Apkrnnepbonnyeckun CMHyC; BO3BpaLlaeT X
(genType x) n3 ero sinh.
genType acosh | Apkrunepbonnyeckmm KOCUHYC; BO3BpallaeT
(genType Xx) HeoTpuuaTenbHoe obpaTHOE 3HaUYeHne 13 ero
cosh. Pe3ynbTaT He onpenenéH, ecnmn x<1.
genType atanh | Apkrunepbonnyecknin TaHreHc; BO3BpallaeT
(genType x) obpaTHOe n3 tanh.
Pe3ynbTaT He onpenenéH, ecnu |x|=1.
Oo61mue pyHKIMHU

CMHTakKcmcC

OnucaHue

genType abs (genType x)
genlType abs (genIType

X)

Bo3BpallaeT Moay b

genType sign (genType

X)

Bo3spawaeT 1,0 ecnn x>0; 0.0 ecnu x=0; -
1,0 ecnn x<0.




genlType sign (genlType
X)

genType floor (genType
X)

Bo3Bpalwaer 3HauveHune [0 6nmxanwero
Lenoro 4ucna, Kotopoe MeHble 6onble
WA paBHO X.

genType trunc (genType
X)

Bo3BpalwaeT 6nnxanwee uenoe K 4ncny X,
abcontoTHOE  3HaAuyeHMe  KOTOpOro  He
6onblie, 4yeMm abCcontoTHOE 3HAYEHNE X.

genType round (genType
X)

Bo3BpawaeTr 3HaudeHune [0 O6amxanwero
uenoro yucna x. 0.5 6ynetr OKpyrneHo B
HanpasneHun, BbIGpaHHOM Ha  3Tane
06bsABNEHNS, BO3MOXHO B Hanpas/eHUU
ObICTpenLero OKpyrneHusi; B pesysbTaTe,
BO3MOXHO, 4TO (yHKUMa round(x) BepHeT
3HayeHwue, aHaNorn4yHoe pyHKLUMN
roundEven(x).

genType roundEven

(genType Xx)

Okpyrnsetr Ao 6avxanwero uenoro 4yucna
TakuMm obpasoMm, 4YTo gaxe ecnm x=3.5 nnu
x=4.5, To 6yaeT Bo3BpaueHo 4.0.

genType ceil (genType Xx)

Bo3Bpalwaer 6nauxanwee uenoe
KOoTOpoe >= X

4yucno,

genType fract (genType
X)

Bo3spawaeT x - floor (x).

genType mod (genType
x, float y)

genType mod (genType
X, genType y)

Bo3gpawaet x - Y * floor (x / y).

genType modf (genType
X, out genType i)

Bo3Bpawaer ApobHYHO 4YacTb X M
yCTaHaB/MBaeT i B Lenyto
yacTtb. Oba oHM 6yayT MMETb TOT Xe 3HaKk,
4YTO U X.

genType min (genType X,
genType y)

genType min (genType X,
float y)

Bo3BpawaeTr y, ecnn y<x,
c/lydyae BO3BpallaeT X.

B MPOTUBHOM




genlType min (genlType
X, genlType y)

genlType min (genlType
X, inty)

genUType min
(genUType x, genUType

Y)

genUType
(genUType X, uint y)

min

genType max (genType
X, genType y)

genType max (genType
x, float y)

genlType max (genlType
X, genlType y)

genlType max (genlType
X, inty)

genUType max
(genUType x, genUType
Y)

genUType
(genUType X, uint y)

Mmax

Bo3Bpawlaer y, ecnn x<y,

C/lyYyae BO3BpaLLAETCS X.

B MNMPOTUBHOM

genType clamp (genType
XI

genType minVal,
genType maxVal)

genType clamp (genType
XI

float minVal,
float maxVal)

genlType
(genIType X,

clamp

genlType minVal,

Bo3Bpawaer min

MAXVAL).

PesynbTaT HeonpenenéH,
MAXVAL.

(max

(x, minVal),

ecnn minVal>




genlType maxVal)

genlType clamp
(genIType X,

int minVal,

int maxVal)

genUType clamp

(genUType X,
genUType minVal,
genUType maxVal)

genUType clamp
(genUType X,

uint minVal,

uint maxVal)




FeomeTpuyecKkue QyHKIUHU

CUHTaKCcMC

OnucaHue

float length (genType
X)

Bo3BpalwiaeT AnMHY BeKTopa X

float distance
(genType p0, genType
pl)

Bo3BpallaeT pacctossHue mexay p0 v pl, T.e. annHy (p0 - pl)

float dot (genType X,
genType y)

Bo3BpallaeT ckansipHoe npousBeneHne (KOHKPETHOE YMCNO) BEKTOPOB X U Y

vec3 cross (vec3 X,
vec3 y)

Bo3BpallaeT BEKTOPHOE Npou3BeaeHne X 1y, T.€.

x[0] *  y[1] = y[0] * x[1]
x[1]* y[2] = yl[1]* x[2]
x[2] » y[0] = wy[2] » x[0]
genType normalize | Bo3BpalwaeT BEKTOP C TEM Xe HanpaBfieHUEM, HO C ASIMHOM 1.
(genType x)
compatibility profile | JOCTYNHO TO/IbKO Npn NCNOJSIb30BaHNN NPOdUIst COBMECTUMOCTU. B oCcTanbHbIX
only cny4asix ucnonb3lyuTe invariant.

vecd ftransform()

TONbKO ANS BEPWMHHOIO Wengepa. 31a GyHKUMSA rapaHTUpPYeT, YTO BXoasLine
3Ha4yeHuss BepwnH b6yayT npeobpasoBaHbl TakMM 06pa3oM, 4YTO WUX
MCNob30BaHME NPOU3BOANT TAaKOW Xe pe3ysbTaT, Kak U Nnpn GUKCUMPOBAHHOM
KoHBenepe OpenGL. O®yHKUMIO nNpeanosiaraeTcd  MUCMosib3oBaTb  ANS
BblumncneHusa gl_Position. Hanpumep: gl_Position = ftransform()

OTa dYHKUMA A0/KHA 6biTb MCMOMb30BaHA, HanpuMep, Koraa MpUIoXKeHue
BU3YyaNIM3NPYET HEKYIO FrEOMETPUI0 B OTAE/IbHOM MPOLECCe, U NEPBbLIA NPOX0




ncnonb3yeT cnocobbl PUKCUPOBAHHOM PYHKUMOHANBLHOCTU AN peHAEPUHra, a
BTOPOM MPOXo4 UCMOJIb3yeT NporpaMMmmpyemblie wenpepobl

genType Ecnun dot(Nref, I) < O, Bo3Bpawaetcsa N, ecnm HeT, TO —N.
faceforward(genType
N,
genType I, genType
Nref)
genType reflect | Bo3BpawaeT HanpaBneHUs OTpa)XeHHOro siy4ya npu HanpasieHUN Nagarouero
(genType I, genType |ny4da I u HopManm K noBepxHoOCcTn N:
) I-2%*dot(N, I)* N
N y>e A0SIKHO 6blTb HOPMaNM3nNpPoOBaH.
genType To Xe, HO C y4eToM KO3 dpuumeHTa npenomneHmns eta. PesynbTaT BblUNCISETCS
refract(genType I, | Tak:
GRS I k = 1.0 - eta * eta * (1.0 - dot(N, I) * dot(N, 1))
float eta)

if (k < 0.0)
return genType(0.0)
else
return eta * I - (eta * dot(N, I) + sqgrt(k)) * N

BxoaHble napameTpbl I u N yxe [OMKHbI O6bITb HOpManM3oBaHbl, 4YTOOLI
NOSTY4YNTb NMPUEMSIEMbIN pe3yibTarT.




[loaaepxkuBaeMble KOMIIOHEHTbI BEKTOPOB

HecMoTpss Ha Manbl pa3Mep HuXecneaywllero matepuana, OH
AOBONIbHO BaXxeH. He cneayetr 370 3abbiBaTb, 3TO 6a3a Kaxaoro
NMUKCEeNbHOIro wenaepa.

KOMNOHEeHTbI OnucaHue
X, Y, Z W MCNOMb3YIOTCS MpPU  CUYUTbIBAHUM MO3ULUN
NI HOpManwu
r,g, b, a MCMONIb3YOTCA NPU CYNTLIBAHUN LIBETOB
s, t,p,q MCMONb3YOTCA NPU CUUTBIBAHUN TEKCTYPHbIX
KoopAuHaT
FAQ

1. Kak y3HaTb pacCTossHMe A0 KaMepbl B BEPLWMHHOM wWenaepe?
vec3 vPos = (gl_ModelViewMatrix*gl_Vertex).xyz,;

float DistToCam = length(vPos);

2. Kak y3HaTtb rnobanbHble KOOpANHATbI BEPLUNHbI?

vec3 GPos = (gl_ModelViewMatrix*gl_Vertex).xyz;

3. Kak nonyuuTb HanpasfieHns B3rnsaa Kamepbl Ha BEPLUNHY?
float view_vec = gl_Vertex.xyz-gl_ModelViewMatrixInverse[3].xyz;
4. A HaobopoT, Hanpas/sieHne B3rna4a BepLlnHbl HA Kamepy?

float view_vec = gl_ModelViewMatrixInverse[3].xyz-gl_Vertex.xyz;
5. Kak nony4ymnTb BeKTOp HarnpaBieHUs 3peHnsa?

vec3 viewVec = gl_ModelViewMatrixInverse[3].xyz - gl_Vertex.xyz;
6. Kak y3HaTb MosioXKeHne Kamepbl B KOOpAUHaTax obbekTa?

vec3 camPos = gl_ModelViewMatrixInverse[3].xyz;

7. Kak nonyuyntb KoopauHaTy ¢dparMeHTa (Tekcena), KOTOpbIM cenyac
obpabaTbiBaeTCs NUKCENbHbLIM LWENAEPOM?

gl_FragCoord.x
gl_FragCoord.y



Illenaepsl GLSL 63 KOMIIOHEHTOB.

[lukcesnbHoe ocBemeHue Ambient + Diffuse + Specular mo
®oHry

3aMevyaHue. Bce wengepbl B 3TOM rnaBe COOTBETCTBYIOT cTaHaapTaMm GLSL
1.00 — 1.20.

CywecTtsyeT pgaBa o06uwensBeCcTHbIX MeToZda oOcBeweHusd. 2ITOo
NMKCenbHOEe W BepLIMHHOE (BepTeKCHoe). BepTekcHoe ocBeleHune
peanusyeTcs npouie n paboTtaeT bbICTpee, 3aTO YCTynaeT NUKCENIbHOMY B
peanMCTMYHOCTU. Takxke coBeTyeM nocMoTpeTb rnaBbl 8 «Pabota ¢
mMatepunanamm» n 37 «lWengepbl. ACTOpMS M KOMMOHEHTbLI», @ MMEHHO
pasaesnbl Npo ocBelleHune.

Hy 4uTO e, AaBauTe peanunlyeM nmkcenbHoe oceeleHne no OoHry.
OnwucaHune 3TOro MeToaa cMoTpUTe 30€eCb:
http://compgraph.ad.cctpu.edu.ru/fong. htm.

CHoBa HaM npuaéTtcsa noMecTUTb HeobxoauMble AN YyCnewwHOW
paboTbl KOMMOHeHTbl. GLScenel (MHCNeKTOp O06BLEKTOB CLEHbI),
GLSceneViewer. B wuHcnekTope o06bekTOB coO34amMTe Kamepy, ee
Position.Z npuceointe 3HaueHne 2; ceonctey GLSceneViewer.Camera
npuceomte GLCamera. Tak Xe B uHcnekTope 06beKToB co3paunTe
GLDirectOpenGL.

Moaoknounte moaynmn GLS.VectorGeometry un GLS.Context, 4Tobbl
MOXHO 6blN0 MMeTb aocTtyn kK TGLProgramHandle. Tenepb o6bsiBUTE B
NporpaMMe KOHCTaHTbl A/ XPaHEeHUst BEPLUMHHOINO M (parMeHTHOro
wengepa:

const _vp =
‘uniform vec3 LightPosition; "+
‘uniform vec3 EyePosition; ’+
‘varying vec3 ViewDirection; '+
‘varying vec3 LightDirection; '+
‘varying vec3 Normal; '+
‘void main(void)’+
o
‘gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex, '+

‘vec4 ObjectPosition = gl_ModelViewMatrix * gl_Vertex; '+


http://compgraph.ad.cctpu.edu.ru/fong.htm

‘ViewDirection = EyePosition - ObjectPosition.xyz;’+
‘LightDirection = LightPosition - ObjectPosition.xyz; '+

‘Normal = gl_NormalMatrix * gl_Normal,; '+

\}I/,
Aymat, Huyero ocobeHHOro B 3TOM wWwengepe HeT. EyePosition —
KoopauHaTtbl B3rnaga, LightPosition — koopauHaTbl UCTOYHWMKA CBETa,

ViewDirection n LightDirection BekTopa B3rngaa n UCTOYHWKA CBeTa.
const _fp =

‘uniform vec4 SpecularColor; "+

‘uniform vec4 DiffuseColor; "+

‘uniform vec4 AmbientColor; "+

‘uniform float SpecularPower; "+

‘varying vec3 ViewDirection,; '+

‘varying vec3 LightDirection; '+

‘varying vec3 Normal; "+

‘void main( void )+

o

‘vec3 fvLightDirection = normalize( LightDirection );’+

‘vec3 fvNormal = normalize( Normal );’+

‘float fNDotL = dot( fvNormal, fvLightDirection );’+

‘vec3 fvReflection = normalize( ( ( 2.0 * fvNormal ) * fNDotL )
fvLightDirection ); +

‘vec3 fvViewDirection = normalize( ViewDirection ); "+

‘float fRDotV = max( 0.0, dot( fvReflection, fvViewDirection ) ); +
‘vec4 fvTotalAmbient = AmbientColor; '+

‘vec4 fvTotalDiffuse = DiffuseColor * fNDotL,; '+

‘vec4 fvTotalSpecular = SpecularColor * ( pow( fRDotV, SpecularPower

) )i+
‘gl_FragColor = fvTotalAmbient + fvTotalDiffuse + fvTotalSpecular; '+

\}/,
V4



[ato BaM cammm pasobpaTbCs, UTO M KaK genaet 3T1oT wengep. OnucanHume
BCeX PYHKLUMM HaxXoaUTCHa B NpeablayLlen rnase.

O6bsaBuTe rnobanbHble NepeMeHHbIEe:

var
GLSLHandle: TGLProgramHandle;
InitDGL: boolean;
MySphere: TGLSphere;

Ha aTon cdepe Mbl byaeT TecTupoBaTh LIenaep.

B cobbiTnn FormCreate HYy>XHO co3aaBaTb cdepy. [lenaeM 3To Kak 06bI4HO
— 6e3 nHcnekTopa 06HLEKTOB:

procedure TForm1.FormCreate(Sender: TObject);
begin

MySphere:=TGLSphere.Create(nil),;

end;

Heobxoanmo co3patb ABa cobbitua OnRender y GLDirectOpenGL: oaHoO
— GLDirectOpenGLInit — ang nHMunManmsaumu wennepoB U nepesgaym
Hen3MeHdaeMblx uniform, BTOopoe — GLDirectOpenGLRender — pgns
NnpuMeHeHnsa wenagepos. llocne co3gaHusa Tena npoueayp, HasHaubTe
GLDirectOpenGL.OnRender = GLDirectOpenGLInit B design time wnu
nposeanTte npuceoeHmne B OnCreate ¢opMbl. BOT KakK AO/IKHO BbIrsa4eTb
cobbiTne GLDirectOpenGLInit:

procedure TForml1.GLDirectOpenGLInit(Sender: TObject; var rci:
TRenderContextInfo),

begin
if not(GL.ARB_shader_objects and GL.ARB_vertex_program and
GL.ARB_vertex_shader and GL.ARB_fragment_shader) then
begin
ShowMessage('Balwa Bugeokapta He rnogaepxuBaet GLSL wevigepsbi!’);
Halt;
end;
GLSLHandle := TGLProgramHandle.CreateAndAllocate;
GLSLHandle.AddShader(TGLVertexShaderHandle, _vp);



GLSLHandle.AddShader(TGLFragmentShaderHandle, _fp);
if not GLSLHandle.LinkProgram then

raise Exception.Create(GLSLHandle.InfolLog),
if not GLSLHandle.ValidateProgram then

raise Exception.Create(GLSLHandle.InfolLog);
GL.CheckError;

with GLSLHandle do

begin
UseProgramObject;
Uniform1f['SpecularPower’] := 2.0;
Uniform3f['LightPosition’] :=
VectorTransform(AffineVectorMake(1.0, 0.0, 5.0),
GLScenel.CurrentBuffer.ViewMatrix),;
Uniform3f['EyePosition’]: =AffineVectorMake(GLCamera.Position. X,

GLCamera.Position.Y, GLCamera.Position.Z);

Uniform4f['AmbientColor’] : = VectorMake(0.1, 0.2, 0.2, 1.0);
Uniform4f['DiffuseColor’] := VectorMake(1.0, 0.3, 0.1, 1.0),
Uniform4f['SpecularColor’] := VectorMake(0.2, 1.0, 0.3, 1.0);
EndUseProgramObject;

end;

GLDirectOpenGL.OnRender := GLDirectOpenGLRender;
GLDirectOpenGL.BuildList(rci);

end;

Tenepb HYyXHO npuBectn cobbiTne GLDirectOpenGLRender k Takomy
BUAY:
procedure TForm1.GLDirectOpenGLRender(Sender: TObject;

var rci: TRenderContextInfo);



begin
with GLSLHandle do
begin
UseProgramObject;
Uniform3f['LightPosition’]: =VectorTransform(
AffineVectorMake(1.0, 0.0, 5.0),
GLScenel.CurrentBuffer.ViewMatrix);
MySphere.Render(rci),;
EndUseProgramObject;
end;
end,

30ecb  npu nepepade wHudopMma EyePosition  mncnonb3oBanoch
YMHOXEHWe BeKTopa, B KOTOPOM COAepXaTCaA HenocpeacTBEHHO
KoopAuHaTbl B3rnsaa, Ha BMAOBYK MaTpuuy. Ecnu Bcé 6bIno caenaHo
TOYHO, TO Bbl YCNELWHO peann3oBanm nuUKcenbHoe oceeleHne Ambient +
Diffuse + Specular.

- L= (o]

[OTOBbIV NpMMeEp NUKCENbHOIo ocBeleHns 6epute 3aeckb: http://narod.ru/...

Bonee getanbHy MHGOpMauuw O Kamepe u MaTpuuax B OpenGL
MOXHO NOYepnHYyTb B CTaTbe (Ha aHIMIMNCKOM £3blKe):

http://www.songho.ca/opengl/gl_transform.html.

Ecnu HeT, TO Mbl caMM pacCcKaXxum BaM. Mbl (T.e. KaxAabl, KTO
NCNOJSb3YET LWenaepbl) 3a4aéM KOoOpAMHATbl HAWWX BEPLWWH B Tak
Ha3biBaeMoM object space, T.e. B npocTpaHcTBe 06beKTOB. BOT Mbl 3aganu
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http://narod.ru/disk/17194803001/GLSL%201.20%20Phong%20Shader.rar.html
http://www.songho.ca/opengl/gl_transform.html

BEPWMHbI Hawewn cdepbl B NpoCcTpaHCTBe 0O6BLEKTOB, @ MOTOM peLunamn
MCNonb30BaTh Wenaep ANS Kakux-TO CBouX uenen. Toraa B HEM Ham
noHanobuTcs nepesecTn KoopauvHaTbl U3 object space B NpocTpaHCTBO
Kamepbl. 3ayeM 3TO fgenaTtb? B cratbe, 4to A npuBén Bbiwe, 3TO
o0bbsicHeHO: «OpenGL onpepensieT, 4TO KamMepa Bcerga pacnosioXXeHa B
Touke (0, 0, 0) u NnoBépHyTa No ocn -Z B KOoOpAMHaTax B3rnsaa, U He
MOXeT 6bITb TpaHChopMmMpoBaHa». TYT MOXHO NpUBECTU HEOAHO3HAYHOE
CpaBeHeHMe KaMepbl C MWHBaANMAOM. DTOT WHBaAUA MOSHOCTbIO
napanum3oBaH, M 4Tobbl ero rnasa yeuaenun Kyb, Hy>KHO NMOCTaBWUTb 3TOT
Kyb6 npsiMO nepeg HUM:

Tenepb BepHéMcH K oHUGOpPM nepeMeHHoun LightPosition. Mo3nuus
MCTOYHMKA CBETa A0/IXXHA 3a4aBaTbCs B NPOCTPAHCTBE KaMepbl. 3a4eM Mbl
nepenasann eé B LwWengep TakuM CTpEMHbIM o06pa3oM (a WMEHHO
VectorTransform(AffineVectorMake(1.0, 0.0, 5.0),
GLScenel.CurrentBuffer.ViewMatrix)) aa eweé v nepegasanm Ha KaxaoM
Kagpe, Hagewcb, NOHATHO. Ewé HeT? Kamepa pgBuraercd, e€ matpuua
MEHSeTCS, NMO3TOMY Ha KaXAOoM Kaape nepefaém HOBYIO...

3aMeyaHue. OnucaHHbIM cnocob pganeko He nNyydwuin BapuaHT
NCNonb30BaHMUs ANs cueH ¢ 601bWNM KOMYECTBOM CBETa MU CIOXHOM
reomeTpuen, n Bot noyemy. CornacHo cneundukaumm OpenGL 3.0, Bbl He
MoOXeTe uMeTb bonbue 16 tHUGOpPM B Wengepe (B npeablayLmnx Bepcusix
8 twHudopopm). lMostoMmy, npm HeobxognmMocCcTn nepenatb 6Honbwe 16
nepeMeHHbIX, BO3HWKAeT HeobxXxoAMMOCTb HECKONIbKUX LWeNnaepHbIX
npoxonoB. Kaxabll TakoM nNpoxos 3TO CYLLeCTBEHHOEe CHUXeHue
nponssoanTeNnbHOCTU. [la ewé n 4eM CroXXHee reoMeTpust, TeM bonblue B
Heln HopMmanen u Tem 6onble 6yaeT pacyétoB B wWengepe. Ho He cTouT
naHWKoBaTb: NO cpaBHeHUt ¢ GLLightSource stoTr Metoa u 6onee
KayecTBeHHbIM 1 6onee coBpeMeHHbINn. YTobbl 0b6onTN 3TN Npobnemsl,
pa3paboTunku NpuaymManum HeCKOSIbKO NPUHLMMNANBHO OT/IMYAOLWKMXCH OT
AaHHOro cnocoba MeToaoB pacyéTta ocBeweHusa. Hanpumep: deffered
shading, light pre pass. 2TWU TeXHONOrMnm OYeHb CJIOXHbI, TpebyloT
nony4deHme rnybuHbl CUEHbI, ABYX WWeNAepHbIX NpoxoaoB. [Ja)ke HaM noka
He yAanoCb peann3oBaTb HU OAUH U3 3TUX allbTEePHATUBHbIX CNOCOOOB.
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KctaTtn, no agpecy: http://www.ozone3d.net/tutorials/ npnBoasaTcs
pas3fiMyHble Bapuauuun anroputma ®oHra: todedHbin ceet (Point Light in
GLSL), ceeT npoxektopa (Spot Light in GLSL), anropntM 3aTyXxaHus
ceeTa (Lighting Attenuation).



INEWMJIEPHI GLSL BE3 KOMIIOHEHTOB

MysbTUTEeKCTYypUpOBaHue. (CMmelmieHHe TpPEX LBETOB IO
0a30BOM KapTe

C nomouwbto wWengepa Ha 3TOT pa3 byaem cMewmBaTb TEKCTYPbl B
onpenenéHHon nponopunn. Mbl BOCNOAb3yeMA OLHWUM U3 CTaHAAPTHbIX
cnoco6os..

Ana HarnsagHoCTU, OAMH U TOT Xe wengep Mbl byaemM nMpuUMeHsTb
cpa3y kK GLCube, GLFreeForm un GLTerrainRenderer. Ona paboTbl Bam
noHanob4aTca 4eTblpe KapTUHKM C HasBaHMAMKW base.jpg, stone.jpg,
grass.jpg, snow.jpg n obj mogenb. TeopeTnyeckm KapTUHKMU MOryT 6bITb
noboro coaepxaHus, HO S pPeKOMeHAYK B3ATb TEKCTYpY KaMHSA AN
stone.jpg, TpaBbl 4N grass.jpg U cHera Anas snow.jpg.

A oTaenbHO ocTtaHoBAtoCb Ha 3D Mmoaenu. leno B TOM, YTO 4YTObbI €€
3aTeKCTypupoBaTb, Ha Heé& HYXHO Hanoxutb base.jpg. A onuwy
HeobxoauMmblie aencTens npu pabote B 3DS MAX.

+ Co3pgaTtb 06beKT
+ OTkpbITb Material Editor (knasuwa «M»)

+ BHn3y passepHute ceButok «Diffuse Color» n HaxMute Ha KHOMKY C
Haanucblo <«None» HanpoTuB 3TOro cBUTKA. [lOABUTCA OKHO
«Material/Map Browser»

+ BbibepeTe B okHe «Material/Map Browser» kapTy «Bitmap»

+ [osiBUnocb okowko «Select Bitmap Image File», B HEM ykaxuTe
nyTb K hanny base.jpg.

+ HasHaubTe co34aHHbIN MaTepuan obbeKTy.

Tenepb noroBopmM O pacyéte wun3obpaxeHns M 0 MOCTPOEeHUU
base.jpg. Mbl npegnonaraeM, 4YTO B KaXAOW TOYKEe Hallen KapTbl
NPUCYTCTBYIOT BCe 3 TEKCTYypbl — 3eMis, TpaBa WU CHer, HO B pa3HbIX
nponopumnsax. OTuU nponopumn aanee 6yaeMm 3anmcbiBaTb Kak mMaTpuuy
(Mask.r+Dt, Mask.g+Gt, Mask.b+St), roe Dt, Gt, St — uBet 3emnmu,
TpaBbl U CHera, npeacrtaB/ieHHble Yyncnamm. Mask — Macka cMewmnBaHus.
Ans Toro 4ytobbl ykasaTtb nponopumnn Dt, Gt, St B Kaxaon Touyke, Mbl U
ncnonob3dyem 6aszoByto kapty (BaseTex), B koTopon RGB KOMMOHEHTbI
LBEeTa WCNONb3YTCA B KayectBe KOIMMDUUMEHTOB <«NPUCYTCTBUS
MaTepuanoB». Tak, KpacCcHbIM UBeT 0b60o3HayaeT, uTo TYT AO0/IKeH ObITb
KaMeHb, 3€NeHblh — TpaBa, CUHUKM — cHer. COOTBETCTBEHHO, €Cnun



KOMMOHeHTbI 6a30BOW KapTbl npeactasneHbl, kak (0, 1, 0), TOo 3TO
O3Ha4aeT, 4To B 3TOM MecTe 100% poskHa 6bITb TpaBa M TO/ILKO TpaBsa.
AHanormnyHo, B (1, 0, 0) Mbl pucyeM TONIbKO KaMeHb. B cnydae xe ecnu
NPUCYTCTBYIOT HECKOJIbKO KOMMOHEHTOB ogHOBpeMeHHO, K npumepy (0.5,
0.5, 0), TO Mbl AO/MKHbI UX CMewaTb B paBHOM nponopuun, Tak 50%
3emnn, 50% 3eneHn U 0% cHera. Tak KakKk y HaC KOMMOHEHTbI LBeTa
npeacTasfeHbl B BUAE BEKTOpPa, HOPMMPOBAHHOIO K eamnHuue, TO Takoe
CMeLllnBaHMe Npom3BOAUTCA AOCTAaTOYHO NMPOCTO — TEKCTypa KaMHsa * 0,5
(KpacHbIN KOMMNOHEHT) + TekcTypa Tpasbl * 0,5 (3eneHbln KOMMNOHEHT) +
Tekctypa cHera * 0 (CMHMW KOMMOHEHT). 2T0 wu 6yaeT HawuMm
pesynbTUpyrowmMm LUBeTOM. AHANONMYHO U B Cliydae NpPUCYTCTBUA BCeEX
Tpex KOMMNOoHeHT, K npumepy (0.7, 0.2, 0.1), B 3TOM cny4ae 3emns, Tpasa
M CHer cMmewarTcd B cooTHoweHun 70% 3emnun + 20% Tpaebl + 10%
CHera.

Mpn TakoM CMelurBaHMM BO3MOXHA oaHa rnpobneMa — ecnu Toyka
bynetr 6enoro uBeta (a 6enbin uUBeT, Kak Mbl 3HaeM, 3aj4aeTcs
CMeLlInBaHMEM BCEX TPEX KOMMOHEHT B OAMHAKOBOM Nponopunn, To ecTb
(1,1,1)), TO B CyMMe Mbl MOAYYMUM LBET C YTPOEHHOW APKOCTbIO, @ 3TOro
BUAeokapta oTobpa3utb He MoxeT. [loTOMYy Mbl MCKYCCTBEHHO
AOMHOXaeM LBET Ha KAaKOM-TO KOI(PMUMEHT MeHblle eanHnLbl, 4YTOoObI
He 6blno nepenonHeHnsa. B koge 3To BbIrNaauT Tak: (mask.r*Dt +
mask.g*Gt + mask.b*St) * 0.7. B HaweM npuMmepe 8 MCNosb3oBasn
koappuumnment 0.7. Mouemy 0.7, a He 0.3, 4yTO 6bLINO 6bI NOrNMYHee?
[MOTOMY UTO TEKCTYpbl TPaBbl, 3€MJ/IN U CHEra MMerT CBOK COBCTBEHHYIO
APKOCTb: TaK, SPKOCTb TpaBbl He nogHMMaeTcs Bbiwe 0.4, 3eMNn — BbllWe
0,5, a cHera — Bbiwe 0.7. lNMpn TakoM crnocobe Mbl B cymme byaeM nmeTb
MakcmmyMm npumepHo 0.4+0.5+0.7=1,6 gpkoctn, ymHOXuMB Ha 0.7,
NONy4YMM NpUMEPHO 1.1 ApPKOCTU, UYTO yXe yKnaablBaeTcs B AOMNYCTUMbIN
Ananas3oH. Hebonblwoe npesBbilleHne AOMYCTUMON SPKOCTU NPUBOAUT K
TOMYy, 4TO BCe u306paxkeHne CcTaHoBUTCA cBeTnee, noatomy +0.1 3T0
BMoJsiHe A0NYCTUMO.

Bo3Bpawaemca B cpeay paspabotku. [lomectnte Ha dopmy
GLSceneViewer n GLScenel (MHCNeKTOp 06BbEKTOB CUEHbI), B HEM HY>XHO
co3gatb kKamepy (n  Bkawumte B cBouctBo Camera ob6bekTa
GLSceneViewer 3HauyeHne GLCameral). Tak e nomectute Ha Gopmy
GLBitmapHDS (Bknagka GLScene Terrain). [lpucBonTe CBOMUCTBY
GLCamera.Position.Z 3HaueHune 7, a GLCamera.Position.Y 3HaueHune 5.

MockonbKy Mbl uUcnonb3dyeMm npamon pgoctyn Kk OpenGL, To ewwé
co3ganTte B MHcnekTope ob6bekToB cueHbl GLDirectOpenGL. Mbl 6ypeTt
TeCTUpoOBaTb Wengep Ha cpasy TpéEx obbekTax: Ha Kybe, Ha FreeForm u



Ha TerrainRenderer, noatoMy noaknounte Moaynm GLObjects,
GLVectorFileObjects, GLTerrainRenderer. Takxe NOAKIOYNTL
mMoaynun ¢opmaTtoB dannos: Jpeg u GLFileOBJ.

3agaamMm B nporpamMmme rnobanbHble NepeMeHHble Ans Co3A4aHus
Cube, FreeForm u TerrainRenderer. OHW HY>XHbI A1 TOro, 4Tobbl yBUAETb
AencTBue wenaepa.

var

MyCube: TGLCube,
MyFreeForm: TGLFreeForm;
MyTerrainRenderer: TGLTerrainRenderer;

Mogkntounte moaynb GLS.Context, nHaue komnunaTop He 6yaeT 3HaTb O
TGLProgramHandle. Tak xe Hy>XHO noakntountb moaynn OpenGLTokens
n OpenGLAdapter.

Tenepb 06bSABUTE B NMporpamMme ABe KOHCTaHTbl Tuna string ans
XpaHeHus BeplmnHHoro (_vp) u pparmeHTHoro (_fp) wenaepos.

const _vp = ‘'void main(void)’+
o
‘gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex; +
'‘gl_TexCoord[0] = gl_MultiTexCoord0O; '+
"

const _fp = ‘'uniform sampler2D BaseTex,; '+
‘uniform sampler2D stoneTex; '+
‘uniform sampler2D GrassTex; '+
‘uniform sampler2D SnowTex; '+
‘void main (void)’+
o
‘vec4 mask = texture2D(BaseTex, gl_TexCoord[0].xy); "+
'vec4 Dt = texture2D(stoneTex, gl_TexCoord[0].xy*4); +
‘vec4 Gt = texture2D(GrassTex, gl_TexCoord[0].xy*4); '+
'vec4 St = texture2D(SnowTex, gl_TexCoord[0].xy*4); "+
'‘gl_FragColor = (mask.r*Dt + mask.g*Gt + mask.b*St) * 0.7,'+
.
Takxke o6bsBute nepeMeHHy GLSLHandle tmna TGLProgramHandle.
OHa HY>XHa ang ynpasJieHus UJeVILI,epOM.
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B cobbitun FormCreate HY>XHO co34aTb BCE MUCMO/b3YEMbIE B 3TOM
npuMmepe o06bekTbl. [enaem 3T0 Kak 06blMHO — 6e3 uHcnekTopa
06beKToB:

procedure TForm1.FormCreate(Sender: TObject);
begin
MyCube := TGLCube.Create(nil);

GLBitmapHDS1.MaxPoolSize := 8*%¥1024*1024;
GLBitmapHDS1.Picture.LoadFromFile('TerrainTex.jpg’);
MyTerrainRenderer := TGLTerrainRenderer.Create(nil);
MyTerrainRenderer.HeightDataSource: =GLBitmapHDS1;
MyTerrainRenderer.PitchAngle := 90;
MyTerrainRenderer.Scale.SetVector(1,1,0.02);

MyFreeForm := TGLFreeForm.Create(nil),;

MyFreeForm.LoadFromFile(*map.obj’);

MyFreeForm.Scale.SetVector(0.5,0.5,0.5);

end;

To-ecTb CcHadana Mbl co3ganm MyCube, 3aTteM 3arpyswnam KapTty
naHawadTa B GLBitmapHDS1, nocne 4vero cozgann MyTerrainRenderer u
nepegann emy 3Ty KapTy;, Nocne 3TOoro AEUCTBUA Mbl CO34anu
MyFreeForm, 3arpy3uB nocne 3Toro B Heé Mmoaenb WU He 3abbiB eé

oTMacwTabupoBath (ecnu Bawa Moaenb OTMacwTabupoBaHa yXe B
peaakTope, CTOUT ybpaTb 3TN CTPOKMK).

Tenepb gonnwmnte B KoHel, OnCreate cneayowmnmn koa:

with MyCube do

begin

Material. TextureEx.Add;

Material. TextureEx.Items[0]. Texture.Image.LoadFromFile(‘base.jpg’);

Material. TextureEx.Items[0]. Texture.Disabled: =False;

Material. TextureEx.Add;

Material. TextureEx.Items[1]. Texture.Image.LoadFromFile('snow.jpg’);

Material. TextureEx.Items[1]. Texture.Disabled: =False;

Material. TextureEx.Add;

Material. TextureEx.Items[2]. Texture.Image.LoadFromFile('dirt.jpg’);

Material. TextureEx.Items[2]. Texture.Disabled: =False;
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Material. TextureEx.Add;
Material. TextureEx.Items[3]. Texture.Image.LoadFromFile(‘grass.jpg’);
Material. TextureEx.Items[3]. Texture.Disabled: =False;

end;

Tak Mbl co3ganu B cBoncTtBe Material. TextureEx 4deTblpe TeKCTypbl Ans
obbekTa MyCube. 2TK TEKCTYpbl MCMOAb30BaTb Mbl 6yAeM He TONIbKO ANs
Hero, HO U AN ABYX OCTaNbHbIX 06beKTOB. CMbICN1 B TOM, YTO TEKCTYpPblI
TpaBbl, KaMHSs1, CHera v pacnpegensiouwas Tekctypa 6yayt oAnHaKoBbIMU
n ana MyCube, n ana MyTerrainRenderer, u gna MyFreeForm.

Heobxoammo co3gaTtb gBa cobbitna OnRender y GLDirectOpenGL:
ogHo — GLDirectOpenGLInit — ana wHMumManusauuun wenaepos wu
nepenayn HensMmeHseMbix uniform, sTopoe — GLDirectOpenGLRender —
Ans npuMeHeHus wenaepos. Nocne co3gaHus Tena npoueayp, HasHaybTe
GLDirectOpenGL.OnRender:= GLDirectOpenGLInit B design time wniu
nomectme 3Ty cTpouky B OnCreate ¢opmbl. OnRender npuseante K
cneayrouemy suay:

procedure TForm1.GLDirectOpenGLInit(Sender: TObject;
var rci: TRenderContextInfo);

begin

if not (GL_ARB_shader_objects and GL_ARB_vertex_program and
GL_ARB_vertex_shader and GL_ARB_fragment_shader) then
begin
ShowMessage('Balwia Bugeokapta He rogaep>xuBaet GLSL wevigepsbi!’);
Halt;

end;

GLSLHandle := TGLProgramHandle.CreateAndAllocate;
GLSLHandle.AddShader(TGLVertexShaderHandle, _vp),
GLSLHandle.AddShader(TGLFragmentShaderHandle, _fp);
if not GLSLHandle.LinkProgram then

raise Exception.Create(GLSLHandle.InfolLog);
if not GLSLHandle.ValidateProgram then

raise Exception.Create(GLSLHandle.InfolLog),
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CheckOpenGLError;

with GLSLHandle do
begin
UseProgramObject;
Uniform1i['BaseTex’]:=0;
Uniforml1i['stoneTex’]:=1;
Uniform1i['GrassTex’]:=2;
Uniform1i['SnowTex’]:=3;
EndUseProgramObject;

end;

GLDirectOpenGL.OnRender: =GLDirectOpenGLRender;
GLDirectOpenGL.BuildList(rci);

end;

OTBETCTBEHHbIA MOMEHT — [IPONUCbIBAEM  poueaypy AJs
rnpuMeHeHus Lengepa.

procedure TForm1.GLDirectOpenGLRender(Sender: TObject;
var rci: TRenderContextInfo);
begin
with GLSLHandle do
begin
UseProgramObject;
MyCube.Render(rci);
MyTerrainRenderer.Render(rci),;
MyFreeForm.Render(rci),;
EndUseProgramObject;
end;

end;

[OTOBbI NPUMEP MOXHO HaTK B nanke Demos.

P.S. Ecnn komnunatop BblAAET oOwWMOKY Ha CTpo4yKe «var rci:
TGLRenderContextInfo», TO MnoAKYUTE MoAyb
GLS.RenderContextInfo.
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A Tenepb pa3bepém wengep. Ha4HEM C BEPLUMHHOIO (BEPTEKCHOIO).
void main(void)
{

gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;
gl_TexCoord[0] = gl_MultiTexCoord0;
}

Mpexae, 4yeM Mbl cMOXeM paboTaTb C BepwMHaAMKU, HAaM HeEOH6XOAMMO KX
TpaHchopMmnpoBaTb C YUYETOM rnobanbHoOM (Mmposown) MaTpuubl. [Janee
Mbl [OJ/XHbl nNepepatb BO ((parMeHTHbIM wWenaep TeKCTypHble
KOOpAUHAaTbl TeKyLWeNn BeplwunHbl (Tak Kak cam parMeHTHbIN Wwenaep He
MOXET Mosy4YnTb 3Ty MHPOPMaLMIO).

Tenepb BO3bMEMCS 3a (pparMeHTHbIN (MUKCeNbHbIN) Wwenaep.
uniform sampler2D BaseTex;
uniform sampler2D stoneTex;
uniform sampler2D GrassTex;
uniform sampler2D SnowTex;
void main (void)
{

vec4 mask = texture2D(BaseTex, gl_TexCoord[0].xy);
[ 923 1




vecd4 Dt = texture2D(stoneTex, gl_TexCoord[0].xy*4);

vecd Gt = texture2D(GrassTex, gl_TexCoord[0].xy*4);

vecd St = texture2D(SnowTex, gl_TexCoord[0].xy*4);
gl_FragColor = (mask.r*Dt + mask.g*Gt + mask.b*St) * 0.7;
b

Uniform — KOHCTaHTa, KOTOpPYIO Mbl NepeaaeM wengep.

sampler2D — uHTepnpeTupyeTcs Kak ABYMepHash TeKCTypHas KapTa. B
HaweMm npuMepe ANngd MYJSbTUTEKCTYPUPOBAHUA UCMOMb3YEeTCA OAHa
ba3oBas kapta (BaseTex), koTopast N0 CYyTU FOBOPUT, KaKoOW MaTepun B
KaKOM MecCTe CTaBUTb M COBCTBEHHO 3 pasfINYHbIX TEKCTypbl Ansa 3-X
pasHblX MaTepuasnoB. A Tenepb OTAE/IbHO pPacCMOTPUM  4acCTb
dparMeHTHOro wenaepa:

void main (void){

vecd ¢ = texture2D(BaseTex, gl_TexCoord[0].xy);
vecd Dt = texture2D(DirtTex, gl_TexCoord[0].xy*4);
vecd Gt = texture2D(GrassTex, gl_TexCoord[0].xy*4);
vecd St = texture2D(SnowTex, gl_TexCoord[0].xy*4);

Tun AaHHbIX vec4 — 3TO BEKTOP, KOTOPbIM XpaHUT MHGOpMaUUo 0 4-X
KOMMnoHeHTax useta — RGB+Alpha.

B naHHOM dpparMeHTe Mbl MNOy4YaeM LBET TOYKMN U3 HALLen TeKCTYypbl.
KoopauHaTtbl Toukun 6epytca u3 gl_TexCoord[0].xy. [MOCKONbKY NMpn TaKOM
noaxoAde TeKCTypbl MOJIy4alTCAa O4YeHb CW/IbHO pPacCTAHYTbIMU, Mbl
yBennumBaeMm UuX UYUCNO0, AOMHOXMB KOOpAMHATbl HA KakKou-HUbyab
Koa(pdunumeHT, B HaweM cnydae Ha 4. [Ang sKcnepuMeHTa Bbl MOXeTe
ybpaTb 3TO AOMHOXEHME N MOCMOTPETb Ha pe3y/bTar.

Hy u 3aBepllaeT 3TOT NPOLEeCcC pacyeT HOBOro LIBETA:

gl_FragColor = (mask.r*Dt + mask.g*Gt + mask.b*St) * 0.7;
by



gl_FragColor Bo3BpallaeT 3HayeHMe LBeTa, pacCYMTAHHOro B LUenaepe.
JTo obs3aTenbHOEe AenNCTBuUE.



INEAJEPHI GLSL C KOMIIOHEHTOM
GLSLSHADER.

YacTts nepBasa — [lepBbie maru

B naHHOM pasgene paccMmatpumBaeTcs pobaBnieHMe K Hawen
nporpamme 3@d@deKToB, CO34aHHbLIX MNpU noMown LwenaepoB. WTak,
co3gagmMMm MNpocToM MNpoeKT — pas3MecTUM Ha QopMe KOMMOHEHTHI
GLScene, GLSceneViewer, GLMaterialLibrary u camoe rnaBHoe —

GLSLShader ** u3 3aknaakun GLScene Shaders.

Tenepb BbINOAHUM CTaHAApTHbIE npoueaypbl N0 CO34AHMIO CUEHbl —
nonbepem pasmep d¢opMbl n GLSceneViewerl, pob6asum B GLScenel
kamepy u TGLFreeForm B kKauecTBe Hawero obbekta. He 3abbiBaem
CBsA3aTb Hawy kaMepy ¢ GLSceneViewerl. HeMHOro HacTpoum Kamepy —
AN Hayana CToUT ee HEMHOro OTOABMHYTb OT Hadana KoopAMHAT, nHade
Mbl HE YBUAUM Halw 06beKT, AN 3TOro ykasbiBaeMm B cBoncTee Position
HoBble koopanHaTtbl (0; 0; 7). Ha 2TOM NoAroTOBUTENbHYO YaCTb MOXHO
CUYMTaTb 3aBEPLUEHHOMN.

Mepexoaum K BblboOpy 0b6bekTa — BO3bMEM OAWMH M3 CTAaHAAPTHbIX
06beKTOB, NOCTaBASAEMbIN BMeCTe CO CLEeHON, K npuMmepy mushroom.3ds.
B OnCreate ¢opMbl 3anuiiem:

GLFreeForm1.0ObjectStyle:=[osDirectDraw];
GLFreeForm1.LoadFromFile('mushroom.3ds’);
GLFreeForm1.NormalsOrientation: =mnolnvert;
GLFreeForm1.PitchAngle: =90,

N3HadyanbHO rpnb uMeeT o4vyeHb 60nblUMe pa3Mepbl, MOTOMY MOXeTe
cMmeno BbicTaBnaTb GLFreeForm1.Scale no kaxxaon u3 oceu pasHbiM 0,05.
Ctpoka GLFreeForm1.0bjectStyle:=[osDirectDraw] wn36aBut Hac oT
npobnemM Ha Buaeokaptax ATI. Tak Kak n3HadanbHO HOpMann y Hawero
rpnba NoBepHYTbI BOBHYTPb, TO Mbl X CPpa3y Xe BbIBEPHEM HApPYXYy yepes
GLFreeForm1.NormalsOrientation:=mnolnvert. Tak un“cnNoab30BaHUA
dopmaTa 3ds Heobxoanmmo noaknunTb Moaynb GLS.File3DS. Ecnu Bce
caenaHo npaBubHO, TO MOC/Ee 3anycka NporpaMMbl Mbl YBUAUM YEPHbIN
rpnb. NoyeMy OH YepHbIN? [TOTOMY YTO Mbl HE CO34a/IN B CLUEHE HUKAKUX
MCTOYHNKOB CBETa, HO Ha AAHHOM 3Tane 3TO HaM He BaXHo.



Tenepb NepexoaAnM K CaMOMy WHTEPECHOMY — MOAKUMM K rpuby
wenaep. Becb aTan noaknouyeHMs 3akso4vaeTcsl B CO34aHUM HOBOIO
MaTepuana, CBA3blBaHUM €ro C LWehaepoM U MPUMEHEHUU ero K 06bEeKTY.

MepBbIM genioM co3gaguMM  HOBbIM  MaTepuman B 6ubnuoTeke
MaTepuanoB, ANns 3Toro asaxabl wenkHem no GLMaterialLibraryl mn B
NosIBUBLUEMCS OKHEe CO34aAuMM  HOBbIA  MaTepuan, Ha30BEM ero
ShaderMaterial. Tenepb B wuHcnekTope o06bekTOoB cBOMCTBY Shader
npmceouM 3HaveHmne GLSLShaderl (MOXxHO BblbpaTb M3 CMKUCKA) — B 3TOM
N 3aKNtoYaeTCs CBA3bIBaHME.

Mocne TOro, Kak Mbl CO34asM HOBbIM MaTepuman M ykasanum, 4To 3a
3TOT MaTtepuan y Hac 6yaeTt oTBeyaTb Wenaep, HaM HY>XXHO NMPUMEHUTb ero
K HaweMmy obbekTy. Bblbupaem GLFreeForml, uvwem y Hero CBOMCTBO
Material, packpbiBaeM CcBUTOK, BblbupaeM Tam MaterialLibrary wu
yka3sbiBaeM TaM GLMaterialLibraryl. Tenepb HaM HY>XHO yKa3aTb, KakKou
MaTtepuan m3 3ton 6ubnuotekn y Hac 6yaeT MCnonb3oBaH, A7 3TOro
nuiem tam xe csoncteo LibMaterialName 1 ykasbiBaeM TaMm CO34aHHbIN
HaMn maTepuan — ShaderMaterial.

NWTak, nonoBuHa nyTM nponaeHa, caMoe BpeMs 3aHATbCS
HanucaHueM camoro wengepa.

YTo6bl NOAYEPKHYTb, UYTO Lenaep 3TO oTAeNbHas nporpaMMa, Mol
byneM ee co3zgasaTb B 06bIYMHOM TEKCTOBOM pefdakTope. Y Takoro cnocoba
eCTb KaK HefocTaTok (npuaeTcs nepuoanyeckn nepekaoyaTbCs Mexay
okHOM RAD Studio n 6N10KHOTOM), HO 3aTO Mbl BCeraa cMoxem 6bICTpO
noNyunTb Haw wengep. K npuMmepy And BHeceHUs wucnpasseHun 6e3
3anycka RAD Studio, nnu Bapyr 3axoTUM ero KoMy-To nepeaaTtb, UM Xe
NPOCTO 3aXOTUM OTNaAuUTb WM U3MEHUTb ero B Crneumann3npoBaHHbIX
peaakTopax, Ha nogodbuun ATI RenderMonkey.

NTak, oTKkpbiBaeM 6510kHOT Notepad++ n nuweM Tam cneayoulee:
void main(void)
{

gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;

;

N coxpaHsaeM 3ToT dhann noa mmeHem «shader.vert», 3To n 6yaet Haw
BEPWMHHbIN wenaep. Kak Bnanute, TaM noka ToSbKO ogHa KoMaHaa, 6es3
KOTOpOM HaM HMKaAK He ypactca o060UMTUCb — OHO Mpou3BOAMUT
TpaHchoOpMaUUIO KOOpAMHAT BEPLUMHbI, MCNONb3YyS BMAOBYID MaTpuuUy



mMoaenu. Tenepb co34aeM HOBbIM hala M NMOMeLlaeM B HEro Takom BOT
TeKCT:

void main(void)

{
gl_FragColor = vec4( 0.4, 0.0, 0.9, 1.0 ),

;

CoxpaHsaeM ero ¢ nMeHeM «shader.frag» — 310 6yaeT Haw pparMeHTHbIN
wenaep. Kak Bbl BUAUTE, TaM MoKa TOXeE TOSIbKO OAHA CTPOKa, U TOXe
obsizaTenbHass — OHa BO3BpallaeT UBeT A/ AaHHOW BepwunHbl. B Hawem
npuMepe Ans BCEX BEPLUMH 3adaH OAMHAKOBLIM LBET, B YEM Mbl CKOPO
ybeanmcs.

NTak, bannebl WwenaepoB co3gaHbl, camoe BpeMs 3anyctuTb ux. [ns
3TOro HaMm notpebyeTcsa euwe HEMHOro U3MeHUTb 06paboTumk cobbITuS
dopmbl OnCreate — gonuwem Tyaa BOT TakKne CTPOKMU:

GLSLShaderl.LoadShaderPrograms('shader.vert’, 'shader.frag’);
GLSLShaderl.Enabled := true;

[JaHHbIM dparMeHTOM Koza Mbl 3arpy3mnau obe Hawux wWenaepHblX
nporpaMmbl M aKTUBUpOBaNu LwWwenpep. Tenepb MOXHO nonpoboBaTb
3anyCcTuTb nporpamMmy. Ecnu Bbl BCe caenanu npaBuiibHO, TO, KaK S U
obewan, Bbl yBnaute rpmb, 3anuteln ogHnm usetom (0.4, 0.0, 0.9, 1.0).
MoxeTe U3MEHUTb ero, To/IbKO He 3abbiBanTe Nocse Kaxaoro UsMeHeHus
lwengepa nepesanyckaTtb nporpamMy (MOXHO YXe OTKOMMUAUPOBAHHYIO
paHee).

=

Tenepb ANs cnpaBku npuBeaéM Tabnumuy CcO 3HayeHUsIMU BCeX
CBOMUCTB KOMMNOoHeHTa GLSLShader.



CBOMCTBO

OnucaHue

ActiveVarying

Hy>xHo Tonbko ansg Transform Feedback. 310
CBOMCTBO FOBOPUT KOMMOHOBLUMKY O TOM,
Kakue BapbupyeMble MepeMeHHble He
nognexar yAdaneHuio npu OonNTUMU3ALUU.
MOXHO caenaTb BCe varying nepeMeHHble
AKTUBHbIMMW.

Enabled

Ecnun True, To wenagep akKTUBEH.

FailedInitAction

Ecnn no kaknm-nnbo npuynHam wenagep He
yAanocb MHULNANU3NpoOBaTb, oyayT
NPUHATBLI MEPbI, B 3@aBUCUMOCTU OT 3HAYEHUS
3TOro CBOWCTBA.

fiaRaiseStandardException (3HaueHue

NO YMOSIYAHMIO) — BbI3bIBAET UCK/IIOYEHMUE
co CTPOKOM oT dyHKUNN
GetStardardNotSupportedMessage.

fiaRaiseHandledException — paboTaeTt
TaK Xe, KakK 1 npegblaywiee, Ho nomewaer
BbI30OB dyHKUNN
GetStardardNotSupportedMessage B

cekumio try-except (nosesHo npu oTnagke B
RAD Studio);

fiaReRaiseException — Re-raises the
exception;
fiaSilentDisable — npocTpo BbiktO4aeT
lwewnaep.
VertexProgram, Copepxat TEKCTbI BEPLUNHHOW n
FragmentProgram ¢dparMeHTHOM nporpaMM K yKa3blBaloT,
6yayT M OHU UCMOMb30BATLCH.
GeometryProgram Code coaepXuUT TEeKCT TreoMeTpuyeckomn

NpoOrpaMmbi.
Enabled oTBeyaeT 3a ee aKTUBHOCTb.

InputPrimitiveType — 3agmaér Tun
BEPLUNH, KOTOpblE OTNPaBNSAOTCS B Wenaep,
MOXeT ObITb: gsInPoints (Toukn),
gslnlLines (oTpesku), gsInAdjlLines




(oTpeskn, naKC A8 Kaxaoro oTpe3ka
AOCTYMHblI OAHA npeablaylas BeplnHa u
oAHa nocneaytowas), gsInTriangles
(TpeyronbHukn) wnnmn gsInAdjTriangles
(TpeyronbHWUKKN, KaXaoMy TpeyrosibHUKY
AOCTYIHbI TpKU npejlwecTeytowme
KOOpAWHaThI).

OutputPrimitiveType — 3apaétr Tun
BEPWWNH B BbIXOAHOM MNPUMUTUBE, MOXET
6biTb:  csoutPoints, csoutLineStrip wnnu
csoutTriangneStrip(no ymMmon4aHuto)

VerticesOut — KONMYeCTBO BEpPLUUH,
KOTOpoe creHepupyeT wenaep. imeet cesou
npenenbl, Tak, GeForce 8XXX M™oxeT
creHepupoBaTb He 6onble 1024 BeplWunH.

ShaderStyle

OTBeyaer 3a TO, Kak oyayT
B3aumoaencTeoBaTb matepuan OpenGL (cMm.
kKoMaHAy glMaterialXXX) u wenaep.

ssHighLevel: wengep npuMeHdeTcs A0
MaTepuana n unapplied material
unapplication;

ssLowlLevel (3HaueHMe N0 YMOSIHAHMIO):
lwenaep NpUMEHNETCa nocae MaTepuana u
unapplied before material unapplication;

ssReplace: wengep npuMeHaeTcss BMeCTO
mMaTepnana (M MaTepuman  MOJIHOCTbIO
UrHOpUpYyeTCs).

TransformFeedBackMode

HyxxHO Tonbko ana Transform Feedback.
MoxeT 6bITb:

tfbmInterleaved — BeplinHHbIE aTPUOYTHI
3anucelBaloTcsl Kak interleaved B oauH
bydep; tfbmSeparate — KaXabli
BEPLUMHHbIN aTpmnbyT 3anucbliBaeTcs
OTAeNbHO B BblAeNeHHbIN Ans Hero bydep.




YJacTh BTOpad — OCBE€ILICHUE B mel‘/i,aepax

B npeabiayweMm pasgene HaMm ypanocb C€o34aTb UM 3anyCTuTb
NpoCTENWNA Wenaep, KOTOpbIM NMoKa TONIbKO paBHOMEPHO 3akpalumBan
Haw 06beKT, MU3-3a 4Yero Haw 0b6beKT BbIrNgaen rnosIHOCTbIO MJIOCKUM, B
3TOM 4acCTU Mbl BEPHEM eMy 06beM.

Mogenu ocseweHnsa (M He TOJNIbKO) XOpOLWO pacCMOTpPeEHbl, K
npumepy, TyT: http://bimedev.ru/post/2008/05/RenderMonkey.aspx.
PekoMeHAY0 TakKXe O3HAaKOMUTbCA C AaHHOM NporpamMMon, TaK Kak
pa3paboTka wenaepa B cpeae RAD Studio 4OCTAaTOYHO CNOXHOE 3aHATUE.

Tak Kak uenb CTaTbM HAy4uuUTb MUCMOSb30BaTb LIenaepbl B cpene
GLScene, 10 9 He cTaHy ocob0 3a4epXmMBaTbCs Ha BOMPOCE HamnucaHus
camoro wengepa. BMecTo aToro 1 paccMoTpto BONPOC nepeaayu B wenaep
M3 Halwewn nporpamMmMbl pasfIMYHbIX NapamMeTpoB.

NWTak, Ans Hadana BO3bMeM Mogesnib ANdEdY3HOro OCBELLEHUS
(onucaHne B3ATO C npeablaylien CCblikn). DTa MoAeNb AAeT OYeHb
HEMNJ0X0M pe3ynbTaT, TaK Kak MHTEHCUMBHOCTb OCBELLEHUS KaXKA0W TOUKMN
MOAEeNn pacCynTbiBAaeTCA B 3aBUCUMMOCTM OT Hanpas/ieHUs HopManu
NOBEPXHOCTU U MNO3MUMN UCTOYHUKA CBeTa. B pesynbTaTte Mbl nosiyyaem
Hernnoxoe 3ateHeHne obbekTa. Obwasa popmyna 3Tom MoAenun BbIrMAAUT
Tak:

Idiffuse = Kd x Id x dot(N, L)

Idiffuse — cTeneHb OCBELEHHOCTN AN KaXaoro nmkcens

Kd — uBeT matepuana

Id — NHTEHCUMBHOCTb OCBELLEHMS

N — BeKTOp HOpMasn NOBEpPXHOCTH

L — nono)XeHne NCTOYHMKA OCBELLEHUS

dot — ckanspHoe npousseaeHue (dot product) AByX BEKTOpPOB.

Tak Xe un3 3TOW Xe cTaTbu OblIM LUEeNMKOM B3ATbl BEPLWMHHbIM WU
dparMeHTHbIV Wenaepbl. BepwmnHHbIN:

varying vec3 Normal;
void main(void)
{

gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;


http://bimedev.ru/post/2008/05/RenderMonkey.aspx

Normal = gl_Normal;

;

®parMeHTHbIN:

varying vec3 Normal;

uniform vec4 vec_light;

uniform vec4 ambient_color;
uniform float ambient_intensity;
void main(void)

{

gl_FragColor = ambient_color * ambient_intensity *

dot(Normal, vec_light.xyz),;
}

[NomMecTnTe nx B COOTBETCTBYOLWME hansbl, 3aMeHUB NpeablaAyL NN TEKCT.

NWTak, cyasa w3 onucaHumsa, HaMm pgns paboTbl 3TOro wengepa
NnoTpebylTCcAa HEeCKOSIbKO napaMeTpoB, a WMEeHHO — KOOopAWHaThI
MCTOYHMKA  CBeTa (vec_light.xyz), MHTEHCUMBHOCTb  OCBeLlleHUs
(ambient_intensity) n uset maTepunana (ambient_color), Bce ocTtanbHoe
HaM NpeaoCcTaBuUT BepWUHHbIN Wwenaep. Nocne vec_light HanncaHo .xyz
n3-3a ocobeHHocTen BuaeokapT oT ATI.

OTKpblBaeM Haw cTapbli nNpoekT. lNpexae 4eM NpuUMeHUTb Wwenaep
K MaTepuany, komnoHeHT TGLSLShader Bbi3biBaeT cobbiTve onApply, BOT
OHO HaM U HYXHO. [Ing HanncaHua Tekcta obpaboTymnka, BepHeEMCs B HaLl
lwengep v nepenuiieM ykasaHHble paHee nepeMeHHble U3 pparMeHTHOro
wenaepa (oHM TaM ykasaHbl kak uniform) — vec_light, ambient_color n
ambient_intensity. TyT o4eHb BaXHO 3anuncaTb WX MPaBWUIbHO, TaK Kak
wenaep 4JyBCTBUTeNeH K  pernuctpy 6yks. 3anucanm? Torpa

BO3BpalWaeMca B MporpamMmy, a WMMEHHO — B 06paboTumk cobbiTuin
onApply, n nuweM TaMm Takomn BOT KoA:

procedure TForm1.GLSLShader1Apply(Shader:
TGLCustomGLSLShader);

begin

with Shader do
begin



Param['vec_light’].AsVectordf := VectorMake(1, 1, 1, 1);
Param['ambient_color’].AsVectordf := VectorMake(0.2, 0.2, 0.2, 1),
Param['ambient_intensity’].AsVectorif := 1;
end;

end;

Kak Bbl y>kKe HaBepHoe Aoraaaancb, TN gaHHbIX uniform cny>xuT ansg
CBSI3M wWengepa C BHEWHWMM MMUPOM, B HalleM csy4vyae C nporpaMmMmon.
MepenaTb Kakoe-TO 3Ha4YeHMe Wwenaepy MOXHO Yyepe3 CBOUCTBO

Shader.Param[<umsi napameTpa> . AS<Tun> := <3Ha4eHue>;

Mpyn nepenayvye napamMeTpoB HYXHO CfeauTb 3a TeMm, 4To6 coBnaganu
MMeHa U Tunbl. B HaweM cnydae KOOpAMHATbl UCTOYHMKA CBETa M UBET
Hawero obbekTa UMeT B Wengepe TMn vecd, 4yto cooTeBeTcTByeT B RAD
Studio Vector4f. NapameTtp ambient_intensity y Hac 3aaaH kak float, ans
nepefjayn 3Ha4yeHUss TakKOMy rapaMeTpy Heobxoaumo caenatb
npueeaeHne Tuna Kak AsVectorlf wunm e AsFloat. He 3abbiBaem
NoaKMAUYUTL K npoekty ™Moaynb GLS.VectorGeometry, ecnm xoTtute
BOCMO/Ib30BaTbCA TakuMu GyHKUMsaMM Kak VectorMake. B Hawem
npuMepe Mbl yKasann YTO MHTEHCUBHOCTb ocBelleHns y Hac 1 (100%),
ueeT obbekTa 20% cepbiv, @ NICTOYHUK OCBELLEHUS pPa3MeCTU/IN B TOYKE
Cc kKoopanHatamm (1,1,1).

NTak, wengep y Hac yxe HanucaH, obpaboTumk onApply Mbl yxe
TOXe 3aKOH4YMNM, MnapamMeTpbl 3ajanM — camMoe BpeMs 3anyckaTb
nporpamMmy. Kak Buamnte, Ternepb 06BHEKT OCBELUEH N «MPOSABUIACL» €ro
TpexMepHoCTb. [na 3akpenfieHumss MoxeTe nonpoboBaTb pasfiNyHble
LBeTa N napamMeTpbl OCBELLEHMS.

-loix
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YacTh TpeThs — TEKCTYPhI a lIeidaepax

B npeablaywmx pasgenax Mbl C BaMW HayuyuauCb NOAKJHOYaTb
lwenaep, nepeaaBaTb €My pasfiMdHble NapaMeTpbl U AaXe Hay4Yunuch
ocBellaTb 06beKT 6e3 NCcnonb30BaHMSA UCTOYHMKOB CBETA. Tenepb caMoe
BpeMs pa3obpaTbCs C TeKCTypaMu, ASS 3TOF0 HEMHOrNO WM3MEHMM Hall
NpPOEKT.

Ans Havana 3aMeHMM rpumb Ha 4JTOo-TO 6onee ynobHoe AaAnd
06bsiICHEHUS MaTepunana — g Bblbpan Ky6, Ha KaXayt U3 CTOPOH KOTOPOro
Haso)XXeHa CBOS TEKCTYypa.

NTak, oOTKpblBaeM Haw CTapbli MPOEKT W HAa4YMHAEM BHOCUTb
M3MEHEeHNUss — nepBbiIM AenoM BMecTo rpuba 3arpyxaem Kyb6 u
HacTpaMBaeM KaMepy Ha HOBbIM 06bekT (MosioXkeHne, ™MacwTab,
LLeHTPOBKA). DTO MOXHO cAenaTb KakK B MHCMNeKTope 06beKkToB, TakK M B
onCreate ¢opMbl. Mbl paccMOTpMM BTOPOWM BapuaHT, TaK KakK 3TO
rapaHTUpyeT, YTO HM4Yero He ByaeT NponyLLeHO:

procedure TForm1.FormCreate(Sender: TObject),
begin
with GLFreeForm1 do begin
ObjectStyle:=[osDirectDraw];
Material.LibMaterialName:="';
Material. MaterialLibrary: =nil;
UseMeshMaterials: =true;
MaterialLibrary:=GLMateriallLibrary1;
AutoCentering:=[macUseBaryCenter];
Scale.AsVector:=vectormake(0.5,0.5,0.5);
LoadFromfFile('cube.3ds’);
end;
GLCameral.Position.AsVector: =VectorMake(0,5,12);
GLSLShaderl.LoadShaderPrograms('Shader.Vert’, '‘Shader.Frag’);
GLSLShaderl.Enabled := true;

end;



Kak Bbl MOMHUTE, Ha NMPOLW/bIX YPOKaxX Mbl BPYYHYIO 3a4aBann Matepuan
Ansa rpmba, Tenepb HaM 3TO YXKe He HYXHO. 1158 Toro, 4tobbl paspewnTb
GLFreeForm1l wucnonb3oBaTb MaTepuan o6bekTa, Mbl YCTAaHOBUU
cooTBeTcTBYOWMN dnar UseMeshMaterials: =true, cnegyrowmm Lwarom
HaM HY>HO yKa3aTb, B KaKyto bubnnoteky matepmnanos 6yayT 3arpy>XeHbl
Hawwn TekCTypbl: MaterialLibrary:=GLMaterialLibraryl.

UTto6 yBMAETb, KaK BbIMMSAUT Ha 3TOM 3Tane Haw Ky6, HaMm
noHaaobutcs nob6aBuTb Ha CUEHY UCTOYHUK cBeTa. YTobbl bamxkanwas K
HaM rpaHb 6bina Bceraa oceBelleHa, nepetawmMm ero B GLCameral, Tem
caMbIM OTrnageTr HeobXoAMMOCTb OTAEsSIbHO 3ajaBaTb €ro KoopAuHaThbl
(KakK Bbl MOMHUTE, 3a OCBELLEHNE ¥ HAacC B KOHLUe byaeT oTBevaTb wengep).
Tak ke He 3abblBaeM 4TO A/ MCNONb30BaHUA TEKCTYp B popmaTte Jpeg
Heobxoaum moaynb GLS.Filelpeg. Ecnn Bbl BCe nNpaBuabLHO caenanu, To
Ha 3KpaHe AO0J/IKEH NMosiIBUTbCS TaKon BOT Ky6:

=10 xi

MoxeTe 3aCTaBUTb ero BpawaTtbCsa, AN9 3TOro nomMectute Ha dopmy
KoMnoHeHT GLCadencer, yka>xute 4to OH CBSI3aH C Hawen cueHon (Scene
= GLScenel) n B ero coboitn onProgress nobaBbTe Takne CTPOKN:

GLFreeForm1.Turn(deltatime*10);
GLSceneViewerl.Invalidate;
OTO 3aCTaBUT e€ro BpalwaTbCs BOKPYr ocu Y.

Kak Bnaute — Kaxkaow ero rpaHu rnpucBoeH CBOW MaTepuan, BCero y
3TOro Kyba 6 matepuanos, N0 1 Ha KaXxAayl rpaHb, Aasee Mbl Hay4YNMCS
NPUMeHATb Wenaep K nrbomy n3 matepmanos obbekTa.

TyT ecTb oaHa o0cCO6eHHOCTb — eClM B MOMEHT 3arpy3kum B
6nbnmnoteke MaTtepumanos byaet NpuUCyTCTBOBATb MaTepuasn C TakKmM xe
MMEHEM KaK 1y obbekTa, TO OH 1 bygeT B3aT n3 6ubnmotekmn matepuanos,
MHadye OH byaeT co3gaH M 3arpyXxeH aBTOMATUYECKU. Y3HaATb WMMeHa
MaTepunanoB UCMosib3yeMbiX 06bekTOM MOXHO B ntobom 3D penakTtope,
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U Xe caenaTtb npouwe — rnocnae nepBon 3arpy3ku obbekTta BMecTe C
MaTepuanamm BbIBECTU CMMCOK UMEH MaTepuanos B AaHHOW 6ubnunoteke,
caenaTtb 3TO MOXHO K NMpUMepy Tak:

var

s: string;

i: integer;

for i:=0 to GLMaterialLibrary1.Materials.Count-1 do
s:=s+GLMaterialLibrary1.Materials.Items[i].Name+#13#10;
ShowMessage(s);

B HaweM cnyyae maTtepuasnbl Ha3biBatoTcd Mat 01, Mat 02,...., Mat 06.

NTak, Mbl XOTUM MPUMEHUTb K OAHOMY M3 MaTepunasnoB Hall wenaep,
HanpuMep 3aMeHUTb TEeKCTYpPY Ha OAHOW M3 rpaHen kyba. [lng aToro Ham
noTpebytoTcs, BO-NMepBbliX, CaMa TEKCTypa, BO-BTOPbIX, Wenaep KOTopbIn
CMOXeT 3To caenatb. C TeKCTypon NpoCTO — BO3bMEM TEKCTypy u3
koMmnnekTta GLScene — GLScene.bmp. lobaBnM ee 3arpy3ky B cobbiTue
dopmbl onCreate:

GLMaterialLibraryl.AddTextureMaterial(*glscene’,’glscene.bmp’);

O6beKkT roToB, TeKCTypa roToBa, CLUEHa rotoBa — CaMOe BpeMms
oTpenakTUpoBaTb Wenaep.

OTKkpblBaeM B 6/10KHOTE Wenaep n AOoNUCbiBaeM Tyaa BblAeNEeHHble
CTPOKW. BepwmnHHbIN Wenpep:

varying vec2 Texcoord;

varying vec3 Normal,;

void main(void)

{

gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;
Normal = gl_Normal;

Texcoord = gl_MultiTexCoord0.xy,
;



dparMeHTHbIN Wenaep:

varying vec3 Normal;

varying vec2 Texcoord;

uniform vec4 vec_light;

uniform float ambient_intensity;
uniform sampler2D MainTexture;
void main(void)

{

vec4 TextureColor = texture2D(MainTexture, Texcoord);

gl_FragColor = ambient_intensity*dot(Normal,vec_light)*TextureColor;

;

OyHkuma gl_MultiTexCoord0.xy BoO3BpallaeT TEKCTYpHble KOOpPAUHATLI
AN aHHOW TOYKKM 06beKTa, Bbi3blBaTbCHA 3Ta PYHKLMS MOXKET TOIbKO U3
BEpWMHHOro wengepa. Ecnm HaMm HeobxoamMo wcnonb3oBaTb 3TU
KoopAuHaTbl B )parMeHTHOM wWwenaepe, Mbl AO/MXKHbI UX Tyaa nepenatb
nocpeacTtsoM rnobanbHOM MepeMeHHOW, KoTopas o0b6baABASEeTCs Kak
varying, npuyeM o06baABUTb €e HYXHO B oboux wenpgepax. Tak Kak
TEKCTypa Y Hac ABYMepHas, TO N AN nepefaydn TeKCTYPHbIX KoopaAuHaT
AOCTAaTOYHO ABYMEpPHOro BeKTopa, O06bsB/IeHHOro 4epes vec2.
Cnepytouiee n3MeHeHMe y Hac KacaeTcs pparMeHTHOro wengepa — TaMm
Yy Hac nosiBUACA HOBbIM TWN pAaHHbIX — uniform sampler2D, Tak B
wengepe 0603HavalOTCA TEKCTYPHblE KapTbl. Kak Bbl y)Xe 3aMeTU/In — Mbl
3Ty TEKCTypy 0b6bsaABMAKM Kak uniform napameTp, cnegosBaTesibHO, HaM ee
npunaeTcs nepeaasaTb B LWenaep 13 Hawemn nporpamMmmbl. Hy 1 nocnegHsas
HOBasd KoMaHza Assa Hac 3To0 pyHKumsa texture2D, KoTopas BO3BpallaeT
HaM UBEeT M3 TOYKM TEKCTypbl C 3aAaHHbIMM KoopAMHaATaMWU. Tak KakK B
KayecTBe LBeTa Yy Hac Tenepb 6yaeT TeKCTypa, TO 3@ HEHAAOOHOCTbLIO Mbl
yaannMm CcTpoky <«uniform vec4 ambient_color;», Tak Xe yaganum
ambient_color 13 @yHKUMM BbIYUCNEHUA LBETa, 3aMEeHUB ee Ha
TextureColor.

C wenagepoM 3akoHUYMIK. Tenepb CaMOe WHTEpecHoe — Kak
NPUMEHUTb 3TOT Wenaep K TEeKCType OAHOM M3 rpaHer U Kak B Hero
nepefatb Haw a0orotTmMn — AnAs8 3TOro0 HaM onaATb MpuUAeTCs BHECTU
HeKkoTopble naMeHeHunss B onCreate ¢opMbl, TaK Kak Ha AaHHOM 3Tane
HalWK TEeKCTypbl rpaHen Kyba BCe ewe NoAarpyxartTcsd aBTOMaTUYECKMW.
NMocne 3arpy3km obbekTa kKoMmaHaoun  LoadFromFile(‘cube.3ds’);



nepeHasHauMM OAWH U3 MaTepuanos, AJSS 3TOro HanWWeM TaKyk BOT
CTPOYKY:

GLMateriallLibrary1.LibMaterialByName('Mat
03’).Shader:=GLSLShader1,;

JTa CTpoka Hanget B 6mMbnnoTeke MaTepumanoB YXe 3arpy>XeHHbIH
mMaTtepuan Mat 03 1 npuMeHUT K HeMy Haw wengep GLSLShaderl.

Cnepytowmm stanoMm byaeT nepenatb AaHHYK TEKCTYypy B Lienaep,
nostomy uaéMm B o06pabotunk cobbitua GLSLShaderlApply n Tam
AOMUCbIBAEM TaKyl0 CTPOKY:

Param['MainTexture’].AsTexture2D[0]: =
GLMaterialLibrary1.LibMaterialByName('glscene’). Material. Texture;

Mpn 3TOM He 3abbiBaeM yaanuTb yXXe HEHYXHYI CTPOKY:

Param['ambient_color’].AsVector4f := VectorMake(0.2, 0.2, 0.2, 1);

Ha asToM Hawa paboTa 3akoH4YeHa, CMesi0 3anyckaem nporpamMmy u
Habnogaem pesynbTtat. Kak Mbl U XOTenu, Ha oAHOW M3 rpaHen Kyba
nossunca norotmn GLScene. AHanorvyHoiM 06pa3oM Mbl MOXEM
NPUMEHUTb AAHHYIO TEKCTYpPY K ntobon rpaHun Kyba.

_loix

Tenepb pacCMOTPUM, KakK MOXHO 3Ty TEKCTYpYy PacTSaHYTb WM Xe
HaobopoT — pa3MHOXWUTb NO rpaHe Kyba, A8 3TOro HaM BHOBb MPUAETCSA
OTKpPbITb Wenaep. OTkponTte pann pparMeHTHOro wenaepa shader.frag u
HanauTe TaM CTPOUKY:

vec4 TextureColor = texture2D(MainTexture, Texcoord);

DTa CTpOKa KaK pa3 M OTBeYaeT 3a TeKCTypupoBaHue obbeKkTa, NCNob3y4
TeKywme TeKCTypHble kKoopauHaTtbl (Texcoord), nNOJSiyyYeHHble U3
BepWMHHOro wengepa. OCobeHHOCTb 3TUX KOOpAMHAT B TOM, YTO OHM
HOpMMpoBaHbl K MHTepsany [0..1], npn aToM 0 — 3TO NEBLIN/HMXHUN
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yron, 1 — npaBbin/BEPXHUN Yron KapTUHKW. Y3HaTb KaKOM TouKe
TEKCTYpbl 6yaeT COOTBETCTBOBATb TEKCTYpPHAs KoopAMHaTa o4eHb NPOCTO
— AN9 3TOro AOoCTaTOYHO AOMHOXWUTb 3Ty KOOpAMHATy Ha pa3Mmep
TeKCTypbl. K npumepy, ecnm y Hac pa3Mmep TeKCTypbl 256x256 nukcenen,
TO TeKCTypHas koopauHaTta (0.4, 0.6) 6yaeT COOTBETCTBOBATb TOUKeE C
koopanHatammn (0.4*256,0.6*256). Ecnm Touka nonagaeTr Mexay
nnukcenammn, Kak B Hawem npumepe (0.4*256=102.4, 0.6*256=153.6),
TO Wenaep BO3bMeT LUBET 13 bamxanwen ToO4YKMN, B HaWeM cliyyae TakoBOM
byaeT Touka ¢ kKoopanHaTton X = 102, y = 154,

BTopasd 0COBEHHOCTb TEKCTYPHbIX KOOpPAMHAT 3aK/4aeTcs B TOM,
YTO eCNM OHM nMpeBbIWAT eaAuHuuy, TO uenas 4acTb MpocCTo
oTbpacbiBaeTcs, T.e. TOUKKN C KoopanHaTamMn X = 0.5, x = 1.5nx = 12.5
n paxe X = 134567.5 6ynet ykasbiBaTb Ha OAHY M TyXe TOYKY Ha
TekcType. Ncnonb3ya 3TO CBOWCTBO, Mbl C BaMu nornpobyemM M3MeHUTb
napaMeTpbl HANOXEHNs TeKCTYpbl. [laBanTe nogymMaeM — 4To npounsongeT
C TEKCTYPOM €C/IN Mbl YMHOXWM TEKCTYpPHble KOOpAMHATbl HA KaKoW-TO
KO3 PUUNEHT, K NpuMepy Ha 2? 3To 6yaeT BaM «A0OMalUHUM 3a4aHNEM>,
a NokKa Mbl 3aCTaBuUM Wengep caenatb 3TO BMECTO Hac U NOCMOTPUM, 4YTO
M3 3TOr0 NOAYYUTCA — MUCNpPaBUM B LLUengepe npeablaywyto CTPOYKY:

vec4 TextureColor = texture2D(MainTexture, Texcoord*2);

3anycTuM nNporpamMmmy 1M NoCMOTPUM, YTO Y HAC NOSY4YUIOCh:
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Kak BuanTe, No BbICOTE U LUMPUHE TEKCTYypa Yy HAac NnoBTopuaach 2 pasa.
AHanornyHas cutyaums 6yaeTt, Koraa Bbl 3agaante KoadduUUMEHT
MeHblUe eaAnHULUbI, C TOM TONbKO pa3sHMLUEN, YTO Tenepb TekCTypa byaert
pacTarmBaTbCs (4acTb TEKCTypbl Npu 3TOM b6yaeT obpesaTbCs, TakK Kak
BbIXOAUT 3a npepenbl 06bekTa).

[anee aHMMMpyeM 3Ty TEKCTYpy, 3acTaBMB €e MPOKpPy4YMBaTbCA B
KakoM-TO  HanpasneHuu. [nd  3Toro HaM  BHOBb  MnpuaeTtcd
oTpenaKTUpoBaTb wenaep — pobaBbTe B (PparMeHTHbIN wenpep elle

239



oaHy cTpouky — uniform float Shift; n gobaBbTe 3TO CABUI K TEKCTYPHOMN
KoopauHare:

vec4 TextureColor = texture2D(MainTexture, Texcoord*2+Shift);

B pe3ynbTaTe yero Haw dparMeHTHbIN Wenaep Tenepb 6yaeT BbIrMSAETb
Tak:

varying vec3 Normal; varying vec2 Texcoord,; uniform vec4 vec_light;
uniform float ambient_intensity;

uniform sampler2D MainTexture;

uniform float Shift;

void main(void){

vec4 TextureColor = texture2D(MainTexture, Texcoord*2+Shift);

gl_FragColor = ambient_intensity*dot(Normal,vec_light)*TextureColor;

;

YT06bI TEKCTYpPa ABUIranacb, Mbl NPOCTO AobaBnsieM HEKOTOpoOe CMeLleHne
K KOOpAMHaTaM TEKCTYpPbl X N Yy, CaMy Xe BEe/IMYMHY CMEeLWEHNs Mbl Byaem
nepeaasaTb M3 NporpamMmMbl. Ha 3TOM n3MeHeHUs B Wenaepe 3aBepLUeHbl,
N Mbl NEPEXOANM K M3MEHEHUSIM B OCHOBHOM MporpamMe — nepengute K
obpaboTunky cobbiTna GLSLShaderlApply n nob6aBbTe TaM TaKyt CTPOKY:

Param['Shift’].AsFloat: =GLCadencerl.CurrentTime*0.5;

Bce, 3anyckanTe nporpamMmmy n HabnoaamTe, Kak Halla TeKCTypa NaaBHO
nonsetr no rpaHum Kyba, koadduuyment 0,5 3amaeT CKOpOCTb I3TOrO
ABUXEHUS.

Hy n Hanocneaok HEeCKOSIbKO YTOYHEHUN — eC/iN Bbl XOTUTE, YTObbI
ANs KaXaoW TeKCTypbl 6bl1 CcBOW Wenaep, NpocTo NoMecTuTe Ha popMy
eule HyxHoe 4yucno kKomnoHeHToB TGLSLShader mn cBSAXWUTE HYXHble
MaTepuanbl C HYXXHbIMU LenaepamMmn, Kak 6bI10 nokasaHo paHee. Hy un
eCTeCTBEHHO, A/ KaXaoro Lwengepa Bbl AO/MKHbI HanmMcaTb CBOWM
obpaboTunk onApply, B KOTOpOM Bbl byaeTe nepeaasaTb eMy NapameTpbl.

B npeabigyweM npmMepe s NCNoJsib30Bas TONIbKO OA4HY TEKCTYpPY AN
oAHOM rpaHn. Ho MOXHO TakmM e obpa3oM nepepaTtb B wengep Ao 8
pPa3/IMYHbIX TEKCTYp, 4YTO MNO3BO/IUT BaM KOMOBMHUPOBATb WX BHYTpU
lwenaepa No CBOEMY YCMOTPEHMUIO.



Illenaepsl GLSL. ITocT-a¢dPeKThI

MocT 3 deKTbl BCTpeyatoTCs NMoYTU B KaXAO0W COBPEMEHHOW Urpe,
HanpuMmep B Crysis, STALKER, Mass Effect (cnncok MOXHO npoaonxaTtb
A0 6ecKkoOHeYyHoCTM). B Takon cuTyaumm, Korga nouTn Kaxaas KoMnaHus
peanusyeTr nocT-wengepHole 3d@eKkTbl, Mbl HE MOXEM OCTaBaTbCHA B
CTOpOHeE.

MocT-apdheKkTbl NMPUMEHSAIOTCA YyXe K FoTOBOMY u3obpaxeHuto. £
npeanarat HadaTb M3yyeHMe C OAHOro M3 CaMbliX MPOCTbIX WenaepHbIX
noct-agpdektToB — C 3adhdeKkTa nepesoaa UBETHOro m3obpaxeHus B
yépHo-6enoe. [nsg Ha4vana HaM NoOHaaobUTCA Kakasa-HMbyab TeKCTypa
(rnaBHOe — He cepas). CMbicn Hawen paboTbl CBOAUTCS K CriefyoweMmy':

+ Busyanmsmpyem cueHy 4depes FBO (u komnoHeHT GLFBORenderer,
COOTBETCTBEHHO) B TEeKCTYpy (cBOMNCTBO
GLFBORenderer.colorTextureName).

+ [NpyuMeHsieM K MNONy4YeHHOW TekcType wenaep. LWenaep 6yaem
ncnonb3oBaTtb 4vepe3 kKomrnoHeHT GLSLShaderl, noMmectute ero Ha
dopmy co Bknagkn GLScene Shaders.

+ [pnmMmeHaeM nonyyeHHbln MmaTepmnan kK GLHUDSprite. Co3pganTe ero B
MHCNeKTope 06beKTOB U HasHaubTe 6UBNNOTEKY MaTepunanos, 3aTeM
matepman Ch/B. loyeMy WMMEHHO 3TOT KOMMOHEHT? [loTOMYy 4TO
GLHUDSprite — 3TO NJIOCKOCTb, BCeraa NnoBEpHyTad K KaMepe — HaM
3TO U Hano.

Co3pante B WMHcnekTope 06bekToB cueHbl komMnoHeHT GLCube.
Co3pante y dopMbl cobbiTe OnCreate. 3aecb Mbl byaeM HaTarmeaTb
TEKCTYpY Ha Kyb:

GLCube.Material. Texture.Image.LoadFromFile('Texture.jpg’);
GLCube.Material. Texture.Disabled: =False;

[anee noMewaeM Ha popMy GLMaterialLibraryl n GLFBORendererl.
B GLMaterialLibraryl cozgante matepuan c umeHem Ch/B, aTOT MaTepuan
byaeTr KAYOM K NOCT wenaepy. Ana obneryeHunss pacyeTtoB, CBOWCTBA
Material.MaterialOptions.moIgnoreFog n moNoLighting nocrasbTe
B 3HauyeHume True. llocne 3Ttoro Ans Hero He 6yaeT paccyUTbIBATbCS
ocselleHue n TymaH (ecnu ectb). Material.Texture.ImageClassName
Ao/mkHO 6bITb Blank Image, nHade ownbka «FrameBuffer not complited».



B GLFBORendererl Ha3HauybTe cBoncTBy Camera eauMHCTBEHHYIO
Kamepy, cBonctey MaterialLibrary egunHcTBeHHYO 6MbnnoTeky
maTepunanos. B ceonctee ColorTextureName HaxMmute Bbibepute Ch/B.

Mpuwno BpeMsa HanucaTb wengepbl. Ncnonb3yembln wengep —
npegMeT ocobbix MNosACHeHUW. Mbl He 6yaeM nokKa TporaTb CJIOXHbIE
TexHosnormm no Tuny HDR vnn God Rays, HO Halw wengep Toxe Xopow —
nporpamMMa nepesoAa LUBETHOro u3o0bpaxeHus B 4YépHo-benoe.
Ncnonb3yeTcs, KCTaTu, OTHOCUTENIbHO YacTo. BOT BepLlINHHbBIN Wengep:

void main(void)

{

gl_Position = gl_ModelViewProjectionMatrix * gl_Vertex;
gl_TexCoord[0] = gl_MultiTexCoord0O;

;

TyT nponssoamm TpaHchopMauuo BEPWMH C YY4ETOM MOAENbHO-BUAOBOM
MaTpuLbl MEPBON CTPOKOW, @ BTOPOM nepenaémM TeKCTYpHble KOOpAUHATLI
B MUKCeNbHbIN Wenaep.

Tenepb parMeHTHbIN Wenaep:
uniform sampler2D image;
const vec3 LUMINANCE_WEIGHTS = vec3(0.07, 0.07, 0.06);
void main(void)
{
vec3 col = texture2D (image, gl_TexCoord[0].st).xyz;
float lum = dot(LUMINANCE_WEIGHTS,col),
gl_FragColor = vec4(lum,lum,lum,1.0);

;

3necb BnepBble B GLSL BcTpedaeMcss € KOHCTaHTaMu. UX CUMHTaKcuc
npeaenbHoO npoct M He TpebyeT nosicHeHus. Ctpokom vec3 col =
texture2D (image, gl_TexCoord[0].st).xyz ™Mbl co3gaém BekTOp col,
paBHbIM KpacHOMY, 3e1éHOMY M CUMHEMY KOMMOHeHTaM (Xyz) nukcens
TEKCTYpbl image c koopauHatamm st. Jonumwunte B cobbite OnCreate
dopmbl cneayowmm koa aktmeaumm GLSLShader:

GLSLShaderl.LoadShaderPrograms('Shader.Vert’, 'Shader.Frag’);
GLSLShaderl.Enabled := true;



Takxe HeobxoanMMo nepepasaTh Wengepy TekcTypy. B cobbitnn OnApply
lwenaepa 3anmwunTe:

with Shader do
Param['image’].AsTexture2D[0]:=GLMateriallLibrary1.
LibMaterialByName('Ch/B’). Material. Texture;

Mepenném k Hactpomke GLHUDSprite. lNockonbKy OH Bceraa AOJIXeH
3aKpblBaTb BeCb 3KpaH, Mbl co3gaauM y Forml cobbitne OnResize u
3anumuem B Hero Ko noACTpoMKKM pa3Mmepa cnpanTta nog pa3smepbl GopMbl
MU LeHTpann3yem ero:

GLHUDSpritel.Width := GLSceneViewerl.Width;

GLHUDSpritel.Height := GLSceneViewerl.Height;

GLHUDSpritel.Position.SetPoint(GLSceneViewerl. Width div 2,
GLSceneViewerl.Height div 2, 0);

MouTn BCE. OCTanocCb TONIbKO 3aNyCTUTb NEePEepMCOBKY CLEHbI, MHAYe BeCb
3KpaH 6yaer JépHbin. Co3pgamte GLCadencer, cBonctesy Scene
npuceonte GLScenel. Co3ganTe cobbite OnProgress v 3anuuwnte B HEM
BCEro oAHy CTPOYKY — BbIHYXAEHHYIO NEPEPUCOBKY CLIEHDI:

GLSceneViewerl.Invalidate;

[oTOBbIV NpuMep: http://www.glscene.ru/download.php?view.533


http://www.glscene.ru/download.php?view.533

Illenaepsl GLSL. IlceBAO-UHCTAHCUHT

Bungosasa Matpumua — 3TO MaTpuua 4x4, KOTopas COAEPXUT BCe
npeobpa3oBaHusa ob6beKTa B MUPOBLIX KoopaMHaTax (MacwTtabupoBaHue,
napanfnesibHble NepeHoCc U NoOBOpPOT).

NTak, WHCTAHCUMHI — O6bICTpOE B rMJlaHe MpPOU3BOAUTENBHOCTU
KONMMpOBaHME YyXe cylecTBylouwen reometpmm. Mbl pacCMOTPUM 34€eCb
CaMbl NyyllM BapuaHT KoMNMpoBaHuUs reoMeTpun Ans  kKapt 6e3
OpenGL 3.1. CyTb nceBao-UHCTAHCUHIA: nepenaém B Wenaep MMpPOBYIO
(MOoEeNnbHO-BMAOBYHK) MaTpuULy WHCTAHCA WM pacCyYUTbiBAaeM B HEM
NO3ULNI0 KaXKA0W BEPLUUHDBI.

Mpo nceBAo-noaxoa K MHCTAHCUHIY, npennoXxeHHbin ewé B 2004
roay, MOXHO npoynTtaTb B gokyMmeHTaumm oT NVidia:

http://developer.download.nvidia.com/SDK/9.5/Samples/DEMOS/Open
GL/src/qglsl_pseudo_instancing/docs/glsl_pseudo_instancing.pdf.

NepeBoa eCTb Ha 3TOM caWTe C OTKPbITbIM pefakTupoBaHuem (Kak
penakTupoBaTb MaTepuansl CM. FAQ Ha canTe):
http://trueimpostors.ucoz.ru/publ/1-1-0-3.

CywecTtByeT ABa MNpensioXeHHblIX  BapWaHTa  peanu3aumu
MHCTaHCcUHra. MepBbli — 3TO NedaBaTb view TpaHchopMauMM MHCTAHCA
yepe3 TeKCTypHble KOOpAMHaTbl. DTOT MoAxo4 onpaBabiBaeT ceba C
HEe3KOMOo/INroHaNbHbIMM 06bekTaMn. Ecnn nonmMroHoB B 06bEKTE MHOrO,
TO AN CO3AaHUS MHCTAHCOB Nydlle NoaoNAET MHCTAHCUMHI Yyepe3 uniform
NepeMeHHbIe.

NUTak, naBamTe peanm3yeMm rnceBAO-UHCTAHCUHI. BamM noHanobsaTcs
lwenaepbl cneaylowero smaa.

BepWwnHHbLIN, BbINOSIHSAET OCHOBHYO paboTy:
#version 120
uniform vec4 worldMatrix[3];

uniform mat4 viewMatrix;

void main(void)
{
vec4 positionWorld;

vec4 positionView,


http://developer.download.nvidia.com/SDK/9.5/Samples/DEMOS/OpenGL/src/glsl_pseudo_instancing/docs/glsl_pseudo_instancing.pdf
http://developer.download.nvidia.com/SDK/9.5/Samples/DEMOS/OpenGL/src/glsl_pseudo_instancing/docs/glsl_pseudo_instancing.pdf
http://trueimpostors.ucoz.ru/publ/1-1-0-3

positionWorld. x = dot(worldMatrix[0], gl_Vertex),
positionWorld. y = dot(worldMatrix[1], gl_Vertex);
positionWorld. z = dot(worldMatrix[2], gl_Vertex);
positionWorld. w = 1.0;

positionView = viewMatrix * positionWorld;
gl_Position = gl_ProjectionMatrix * positionView;
b

dparMeHTHbIN:

void main(void){

gl_FragColor = vec4(0. 5,0. 5,0. 5,1);

b

PaccMOTpuUM  BepLMHHbLIM  Wenaep, KOTOpbIM W BbIMOJHSAET
MHCTAHCUHI ((PparMeHTHbIN 34eCb TOJIbKO OKpawuBaeT MUKCenn).
viewMatrix gosiXXHa coaepxaTb BUMAOBYHO MaTpuuy, €€ Nerko BbITAHYTb,
nonyuymB 3HadyeHne GLSceneViewer.Buffer.ModelViewMatrix.worldMatrix
— 3To0 6yaywasa ™MogenbHasa wMatpuua. Mbel, B npouecce paboTol
NpuIoXeHuns, copmupyeMm eé un3 ™MaTpuy MacwTtaba, nosopoTa U
nosuunn. nsa atoro gopMnMpoBaHnS Cco3ganTe B BalleM MpoekTe TaKyo
dyHKUMIO:

function CreateWorldMatrix(Scale, Pos, Axis: TVector; Angle: single):
TMatrix,

var
mw: TMatrix;
begin
mw := MatrixMultiply(CreateRotationMatrix(Axis, 10 * Angle),
CreateTranslationMatrix(Pos));
mw = MatrixMultiply(mw, CreateScaleMatrix(Scale));
TransposeMatrix(mw);

// Pe3synbtar - wMogesibHasi MarTpuya, KOTOPYHO HYIXXHO
nepegaBsaTtb B weigep.

Result := mw;

end;
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Illenaepsl GLSL. [Inmem camu

Mpuwno Bpemss nonpoboBaTb CBOW CU/bI B CAMOCTOSTENIbHOM
HanncaHmn GLSL wenaepoB. B aTon rnase s 6yay nasBaTb BaM 3a4aHus
NO HaMWUCaHWIO pa3HbIX Wengepos n 6yay AaBaTb NOACKA3KM HA BCAKUM
cnyyan. Bbl MOXeTe nonb3oBaTbCAa Kak knaccom TGLProgramHandle, Tak
n KoMnoHeHToM GLSLShader.

+ HanuwwuTe wengep, KOTOpbIM 3aKpacuT Kybuk B Baw nt06mMMbIN LBET.

Moackaska N21: He 3abyabTe, UTO BCE Yncna B Wengepe 3agatTca ¢ Toukon, T1.e. 1.0, 5.2, 3.0.

+ Vcnonb3ysa wenaepbl U3 rnasbl NPO TEKCTYPUPOBaAHME U U3 [NaBbl
npo oceeuweHne no @POHry, cocTaBbTe TaKyk LWENOEPHYIO
nporpamMMmy, KoTopad no3BoJ/INT BaM paCCyuUTbiBATb OCBELWEHUE AO/14
3aTEKCTYPUPOBAHHOIO OOBEKTA. Moackaska Nol: nyule B3sTb 3a OCHOBY Lueiigep
ocelerns no ®OHry; B BEPLWMHHOM Leiifepe ANS WCMOMb30BaHWA TEKCTYpbl HYXHO paccunTaTh
TEKCTYpHble KOOPAMHATbI, @ BO (PParMEHTHOM HYXHO YMHOXMWTb LBET TeKyliei BeplnHbl Ha ambient u

diffuse cocrtasnsaowme.



Co3panue mengepoB B ATI RenderMonkey

Co3paHune wenpgepos — TpyaHas 3agdava, NoO3TOMY O4YeHb YyAO0OOHO
co3jaBaTb MX B CreuuasnbHbIX NporpamMMax. Takxe B 3TUX NporpamMmMax
o4yeHb yYAO0OHO HacTpamBaTb Wenaep, a yxe NoToM 3KCNopTMpOBaTb ero
koa. CamMoMm m3BeCTHOM nporpaMmMon B 23ToW obnactm saBnseTcs
RenderMonkey.

BecnnaTHO ckadaTb CaMylo cBeXYyto Bepcuto RenderMonkey MOXHO 34€eChb:
http://developer.amd.com/gpu/rendermonkey/Pages/default.aspx

Xopouwune ypoku no mcnonb3osaHmtio RenderMonkey MOXHO MOCMOTPETb
34ecCb:

http://www.dtf.ru/articles/print.php?id=38592

NHTepdeinc RenderMonkey MHTYUTUBEH M NOXOX Ha UHTepdenc MS
Visual Studio. Pabouee NpoCTpaHCTBO pa3aesnieHo Ha TPU OCHOBHbIE 30HbI:
bpaysepa adhdeKkToB, CnyxXebHbix coobweHnn n susyannsaunmn. CornacHo
TEPMUHONIOMMN, KOTOPOW rMpuaepxueBaroTca paspabotunkm wn3 ATI,
COBOKYMHOCTb 3/1IEMEHTOB APEBOBUAHOM CTPYKTYpbl, OoTObpaxkaemMon B
OKHe 6pay3epa, Ha3sbiBaeTcs apdeKkToM. B KOMNIEKT NocTaBku BXoaaT 35
rotoBbiXx 3ddekToB ana OpenGL, nNO3BONAKOWMX BU3yann3oBaTb
NOBEPXHOCTU MblIbHbIX My3blpeN, BOAbl, ApPeBeCUHbI, MeTassla, Mexa,
OrHA 1 Ap. [ABOMHOWN LWeN4oK JIeBOMN Knasuwen Mbln no nwbomy w3
3/IeMEHTOB AepeBa NPUBOAUT K BbI30OBY COOTBETCTBYHOLWMX MHCTPYMEHTOB
ero peaaktupoBaHusl. CMHTaKCUYecKMe KOHCTPYKLUMM WMCXOAHOro Koaa
LengepoB BblAENATCA pa3HbiMM LBeTaMu. Bcsakoe naMeHeHue noboro
3/IeMeHTa NpUBOAUT K MIHOBEHHOMY MNEepepuCOBbIBAHUIO COAEPXKUMOIO
OKHa Bu3yanumsauuun. [ns CcoxXpaHeHuUs pe3ynbTaTOB WCMNOJb3YeTCs
CTaHAapTHbiM  dopMmaT XML, no3sondwwmm paspabotynmkaMm nerko
OpraHM30BbIBaTb MMMNOPT HACTpoeK addeKkTa B CBOU NPUIOXKEHMUS.

B 3akntoueHmne xotenocb 6bl AaTb Napy NpakTUYeCckuX COBETOB BCEM
nporpaMMucTaM, XxenawwnuMm nepeHectn 3dpdeKT U3 3Ton cpeabl B
GLScene. B RenderMonkey ecTb «predefined» nepeMeHHble, OHU
pacCuymnTbiBalOTC NO HeKoTopoMy anroputMmy. Hanpumep, fTime0_X
BblAAET yncna no nopsaky. lNepemeHHbie Tuna color — 3TO 06blYHbIE
vec4; a crneumanbHbli pasgen B cpeae AN HUX ToNbKOo Ans ynobcrea
Bblbopa uBeTa.


http://developer.amd.com/gpu/rendermonkey/Pages/default.aspx
http://www.dtf.ru/articles/print.php?id=38592

OIITUMUBALIUA ITPOT'PAMMDBbI

Mpn 3aBeplieHUM NpoekTa Bbl MOHMMaeTe, 4yTo 6bICTpoAencTBue
nporpaMMmbl OCTaBMsSieT XenaTb nydwero. PaccMoTpuM, KakK MOXHO
NOBbICUTb ObICTPOAENCTBUE MPOrpaMMmbl.

+ /lcnonb3oBaTb 60n1€e MOLLHbIA KOMMbIOTEP N BUAEOKAPTY;
+ ONTMMU3MPOBATb 3a CYET KAUeCcTBa:

e 1CMNOJSIb30BaTb TEKCTYPbl MEHbLUErO0 pasMepa;

e 1CMNO/Ib30BaTb HN3KOMOJIMFOHAJIbHbIE MOAENN;

e OTKJIOUUTb TEHMU;

e B CUCTEMaX YacTuL, 6paTb MEHbLLE YacTuL;

e YMEHbLWUTb pa3pelleHne 3KpaHa B NOJIHO3KPAHHOM peXMMe Uu
pa3mep GLSceneViewer'a B OKOHHOM peXuMe;

e Ha npounsBOoAUTENbHOCTb OYEHb CWALHO BAUSIET CrAa)XXuBaHMe
(GLSceneViewer.Buffer.AntiAliasing);

e OTKJIIOYUTb AonNoNnHUTenbHble 3ddekTbl (Hanpumep, 6AMKKM OT
COJTHUA M Wwenaepsol);

Booble, xenatenbHo caenatb Tak, 4YTobbl MONb30BaTeNlb CaM MoOr
MEHATb 3TU HACTPOMKMU.

+ Ecnm ncnonb3ayetcsa 60/blIOE KOTMYECTBO OAMHAKOBbLIX 06BEKTOB, TO
nenatb ux Proxy obbekTamu.

+ CKpbIBaTb 06beKTbI, KOTOpPblE B AHHbI MOMEHT HE BUAUMbI UNN HE
MCNOMb3YTCHA, WM Booble yaansaTb UX U3 namatm (HO B 3TOM
HY>XHO 3HaTb Mepy T.K. 3arpy3Kka W BbIrpy3Ka O0H6BHEKTOB U3 MaMATU
TOXEe 3aHMMaeT KakKoe-TO BpeMsl), HanpuMep WCnoib3oBaTb T.H.
aKKYMYNATOpbl 06 EKTOB.

+ /lcnonb3oBaTb pas3NMUHbIE aNropuTMbl OTCEYEHUS HEBUAUMbIX
rpaHen: BSP, Frustum Culling, Octree;

+ Ncnonb3oBatb LOD: ecnu ob6bekT yAansieTcss Ha 3HauduTenbHoe
paccTosiHMe, MeHSATb ero Ha 6onee npocton. A kKoraa 06beKTbl
COBCEM Janeko, 3aMeHATb MX crnpanTtamm (npaBusibHee B AAHHOM
cnydae roeoputb umnoctepamun (GLImposterSprite));

+ He BbINOMHATbL TPYAOEMKWE OMepaumnm KaxKabli UMK KafeHcepa,
ec/iM 3To He 06sa3aTtenbHo. HanpuMep, UCKYCCTBEHHbIN UHTENNEKT



MOXHO MpOCYUTbIBATb B KaXAOM BTOPOM WU TpeTbeM UUKIe
KageHcepa (MM B KaXAoM, HO OT4YaCTU WUNM TONbKO ANSA rpynnbl
6oToB) — BpsA Nn 3TO 6yAeT 3aMeTHO.

+ CaMble TpyAOeMKME M 4YacCTO WCMOJIb3yeMble MecTa MporpamMmmbl
AenaTtb B Buae accemMbriepHblX BCTaBOK, WM MUCaTb Ha YUCTOM
OpenGL;

+ ECnn HY)XHO B nporpamMMe BbIYUCASATb Kakue-To anrebpaudeckue
BblpaXk€HWUs, To nonpobyiiTe UX CHayana ynpocTuTb;

+ 10 BO3MOXHOCTM BbIHOCUTE U3 LUMKIIOB KYCKM KOAAQ, HE 3aBucCsALLUne
OT UTepaunmoHHOW nepemMeHHon (3To Xe oTHocuTca K Cadencer’y u
APYrMM TanMepam).

+ CKOpOCTb apuUdpMeTnUYecKmnx ornepaumin Hag Ymcnamm 3aBUCUT OT UX
TMna. Hanpumep, onepaumnm Hag yducnamm Tuna Extended
BbINOSIHAKOTCA A0Nblue, YeM Haan 4ducnamm Tmna Real, Tuna Real
aonblwe, yem Tnna Single. M, KOHEYHO Xe, BelEeCTBEHHble Yyucna
CUMTAIOTCA B HECKOJIbKO pa3 Ao0Jiblle, YeM uenble.

GLSCENE MOJI C++BUILDER

Bce koMnoHeHTbl GLScene yctaHaBnmBatTca B Embarcadero RAD Studio
RAD Studio & C++Builder v reHepupytoTcst 3arosioBoudHble annbl hpp un
cTaTndyeckmne 6bmbnuotekn  bpi/lib, nostomy BCce BO3MOXHOCTU
rpamnyeckoro ABMXKa MOryT MCMNO/b30BaTbCA MOMHOCTbID B MpoOeKTax
ana  C++. [lpuMepbl UCXOAHbIX KOAOB AdaHbl B AUpeKTopuax[um
GLScene\Demos n GLScene\AdvDemos.

GLSCENE ITOA LAZARUS

Lazarus — c¢cBo60gHO pacnpocTpaHaeMas cpeaa pas3paboTku
nporpaMmmHoro obecneveHunsa ana komnunartopa Free Pascal Compiler,
aHanor RAD Studio. Cpepa Lazarus (Jlazapb) Ha3BaHa B 4eCTb
bubnenckoro nepcoHaxa (http://ru.wikipedia.org/). HepnocTtaTkoM
SBNSIeTCSA OTCYTCTBME B cpeae KomnunsaTopa sidblka C++ M BO3MOXHOCTb
co3aaHunsa npoektoB GLScene Tonbko Ha RAD Studio/OP.

MocnenHo Bepcuio cpeabl Lazarus MOXHO ckaydaTb 34ecChb:
http://sourceforge.net/projects/lazarus/files/

a GLScene ansa Lazarus HaxoauTCs B BETKE peno3nTopus


http://ru.wikipedia.org/wiki/%D0%9B%D0%B0%D0%B7%D0%B0%D1%80%D1%8C_%D0%B8%D0%B7_%D0%92%D0%B8%D1%84%D0%B0%D0%BD%D0%B8%D0%B8
http://sourceforge.net/projects/lazarus/files/

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/GLScenelL
CL/

[na yctaHOBKM B Lazarus HYXHO:

1. 3anyctuTb GLScenelLCL/Packages/GLScene_DesignTime.lpk n
Ha)>aTb YCTaHOBUTb;

2. NepecobpaTb Lazarus, nocne yero GLScene 6yaet rotoBa K paborTe.

Mpwn co3paaHnmn GLScene npoeKToB B Lazarus cnefyeT yumnTbiBaTb €ro
COBMECTUMOCTb C nocnegHnmm sepcusamm ansa RAD Studio &C++Builder.

[emo npnmMepsbl NnpoekToB GLScene gns Lazarus MOXXHO HaWTWU 34ecChb:

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/GLSc
enelLCL/Examples/


https://sourceforge.net/p/glscene/code/HEAD/tree/branches/GLSceneLCL/
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/GLSceneLCL/
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/GLSceneLCL/Examples/
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/GLSceneLCL/Examples/

IIPAKTHUKA. IIPUMEP CO3JAHUSA MUPA

Momnumo npumepoB Demos n AdvDemos B unHctannaumm GLScene
nMeetca 6onee nNpoABMHYTbIX MPUIOXKEHUN B BeTKe oduuManbHOro
peno3nTopus ABMXKKa rno aapecy:

https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Exa
mples/

OnunweM nopsaaok Co3aaHuns 3eMsn, Koraa rno 3emsie XoauT aKTEp C
KaMepon OT NepBOro u TpeTbero nunua, BOKPYr pacTyT AepeBbs, a noa
aAepesbsiMn rpubol. lobasum Boay.

MoMectM Ha ¢dopMy KoMnoHeHTbl GLScenel, GLSceneViewerl,
GLCadencerl, GLNavigatorl, GLUserInterfacel, GLMateriallLibraryl,
GLBitmapHDS1, Timerl. Nonb3ysiCb pUCYHKOM, CO34aAMM HeObXoANMbIe
AOMONHUTENbHbIE 06bEKTDI.

GLScene Editor : GLScenel

8§ Cameraz
- /@ Scene objects
g GLw aterFlanel
## GLLightSourcel
-5 DummyCubel
& FreeFormi
- DummyCube?
83 GLCameral
83 GLCamera2
- F Actor
T Actor?
B GLTerainFenderer
-3 DummyCube3
& FreeForm?

B Tabnuue npmnBeaeHbl MMEHA KOMIMOHEHTOB U CBOVICTBa, KOTOpPblE HYXHO
Y HUX NUSMEHUTDb.

Nmsa CBOUCTBO 3HaueHue
GLSceneViewerl Camera GLCamera?2
Alian alClient
GLNaviaator1l MovinaQObiect DummvCube?2
UseVirtualUp True
VirtualUp X=0.Y=0.7=1
GlLUserlInterfacel GLNaviaator GLNaviaatorl
MouseSbeed 20
GLCadencer1 Scene GLScenel
GLWaterPlanel Position X=-25.Y=-100. Z=-40



https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples/
https://sourceforge.net/p/glscene/code/HEAD/tree/branches/Examples/

Scale

X=2000. Y=2000. Z=2000

Elastic 5

RainFaorce 80

RainTimelnterval 1

Ub X=0.Y=0.7=1
GlLLiahtSourcel Position X=50. Y=50. Z=50
FreeForm1 Position X=10.Y=10. Z=5

Scale X=5.Y=5K,7=5

Ub X=0.Y=1.7=0
DummvCube? Ub X=0.Y=0.7=1
GLCameral DepthOfView 2000

Ub X=0.Y=1.7=0




Position X=0.Y=3.7=0
GLCamera? DepthOfView 2000
Position X=0.Y=2.7=-5
Ub X=0.Y=0.7=1
TaraetObiect DummyvCube?
Actorl Ub X=1.Y=0.7=0
Material Texture-vbpaTh ranoykyv c Disable
Actor? Material Texture-vbpnatbh ranoykyv c Disable
Gl TerrainRendererilHeiahtDataSourc |GLBitmapHDS1
Material Texture-vbpnatbh ranoykyv c Disable
Scale X=10.Y=10. Z=0.5
Ub X=0.Y=1.7=0
FreeForm?2 Scale X=0.01.Y=0.01. Z= 0.01
Ub X=0.Y=1.7=0

CozgagnM  Boay C nomowbik obbekta TGLWaterPlane. [Ansa
U3MeHeHunsiuBeTa 3anamte B cBoMCTBO Material y 3k3eMnnsapa
GLWaterPlanel n noctaebTe BlendingMode B bmTransparency 4tobbl
M3MEHEeHNs  uBeTa oTobpaxanucb Ha BoAde. [Ana  npuaaHus
peasiMCTUYHOCTN caenamTe BoAYy MPO3payHOM, ANs 3TOro WENKHUTE Ha
Front, v Ha Bknaake Diffuse nsmeHsanTe ceoncteso Alpha. C nomouwbto
ceoncTea Elastic MeHseTCs 31aCcTUYHOCTb BOAbI - YeM Bonblle, TEM MeHee
anactuyHa. Ceoncteo RainTimelnterval perynmpyet, C KaKon 4YacToToOM
nosiBNATCSA Kanam Ha Boge. CeonctBo RainForce perynupyetr cuny
BOJIHbl. 3aMeyaHune: Npu U3aMeHeHUn Kakoro-nmbo napameTpa N3MeHeHus
0TObpaxkatTcs Ha BoAe TONIbKO Nocsie BTOPOU KoMnuasaumm (No KpanHew
Mepe, Y MeHS Tak).

BHauane noaknatoumm HeobxoanMblie MoaY N,

uses

FileJpeg, FileTga, GLKeyboard, GLVectorGeometry, GLFile3DS,
GLFileMD2;

[Nanee 06b9BMM NepeMeHHble:
public
GLTree: TGLTree; // Hawe gepeBoO

proxy, proxy2: TGLProxyObject;, // npokcn-obbeKTbl gepeBa M
rpnba

end;
Cnepom 3arpyxaem Bcé Heobxoammoe. B OnCreate ansa ¢popMbl nmwem

procedure TForm1.FormCreate(Sender: TObject);



begin

// 3arpyxaem moaenb rpuba

FreeForm?2.LoadFromFile('media\mushroom.3ds’);

// 3arpyxaem KapTy BbICOT A/18 HaLLIEel 3eMn

GLBitmapHDS1.Picture.LoadFromFile('media\terrain.bmp’);

// 3arpy>aem TEKCTypy Ha 3eMJII0

GLTerrainRendererl.Material. Texture.Image.
LoadFromFile('media\clover.jpg’);

// Mogesnb akTépa

Actorl.LoadFromFile('media\waste.mdZ2’),;

// €ro Tekcrypa

Actorl.Material. Texture.Image.LoadFromFile('media\waste.jpg’);

// ero aHnmauyvs

Actorl.Animations.LoadFromFile('media\Quake2Animations.aaf’);

// A€/laeM ero rnoMeHbLLEe

Actorl.Scale.SetVector(0.04, 0.04, 0.04, 0),

// rpy3uM Hallemy akTépy nyLiKy

Actor2.LoadFromFile(*"media\WeaponWaste.mdZ2’);

// M TEKCTYPY K HeM

Actor2.Material. Texture.Image.LoadFromFile('media\WeaponWaste.jpg’
)/

// aHumauyus rnponrpbiBaeTcs UNKJIn4ecKu

Actorl.AnimationMode:=aamLoop;

// rnpounrpbiBatb aHUMaLunw CTOATb Ha MecTe

Actorl.SwitchToAnimation('stand’);

// aKTuBUpyem yrpaBri€EHNE MbILLIKOM

GLUserInterfacel.MouselLookActivate;

// Aanee A06aB/iISeM TEKCTYPY A8 HALLEro AepeBa
with GLMateriallLibraryl.AddTextureMaterial(
‘LeafFront’,’media\maple_multi.tga’) do
begin
Material. BlendingMode: =bmAlphaTest50;



Material. Texture. TextureMode: =tmModulate;
Material. Texture. TextureFormat: =tfRGBA;
end;

with GLMaterialLibraryl.AddTextureMaterial(

‘LeafBack’,’'media\maple_multi.tga’) do

begin

Material. BlendingMode: =bmAlphaTest50;
Material. Texture. TextureMode: =tmModulate;
Material. Texture. TextureFormat: =tfRGBA;
end;

GLMaterialLibrary1.AddTextureMaterial('Branch’,

/

‘media\zbark_016.jpg’). Material. Texture. TextureMode: =tmModulate;

// 406aBsisieM rpoKCn-[4epeBbs

AddTree;

// AobasrisieM AepEBO

NewTree,

// Ao6asnsem rpubel

AddMushroms;

end;

[lobaBuM B cueHYy AepeBo M Ans 3Toro co3gaanm npouenypy NewTree:

procedure TForm1.NewTree;
begin

// AobaBsisiem Bo FreeForm1 aepeso
GLTree:=TGLTree(FreeForm1.AddNewChild(TGLTree)),
with GLTree do

begin

// npucsBanBaem 6ubanMoTeEKy mMaTtepnasioB u 6epémM OT TyAa TEKCTYPbl
MaterialLibrary:=GLMaterialLibrary1;

LeafMaterialName:="'LeafFront’;

LeafBackMaterialName: ="LeafBack’;



BranchMaterialName:='Branch’;

// pa3mepnbl

Depth:=8;

// Peryanmpyet, HacKoJIbKO 4epPEBO 3apOC/i0 JINCTbSIMU

LeafSize:=0.2;

// TonwmHa cTeona
BranchRadius:=0.08; BranchNoise:=0.5;, Randomize;
Seed:=Round((2*Random-1)*(MaxInt-1));
end;

end;

Ho 4TO Ham o4HO AepeBO, Hazenaem eMy ABOMHWKOB, U OMSTb HYXHO
nncaTtb HoBYIO npoueaypy AddTree:

procedure TForm1.AddTree;
var
i: Integer;
s: TVector;
f: Single;
begin
// cozanaém 50 KJIOHOB 0AHOIO AEPEBA,

// KOTopoe cogep>xutcsi y Hac Bo FreeForm1
for i:=0 to 50 do
begin

// co3zgaem oyepeHOU MPOKCU-06bEKT

proxy:=TGLProxyObject(DummyCubel.AddNewChild(TGLProxyObject))

’
with proxy do
begin
// Hacneayem ToJIbKO CTPYKTypy o0bbekTa
ProxyOptions:=[pooObjects];
//B cBovictBo MasterObject 3anuceiBaeM Halue gepeBo-o0bpa3sel

MasterObject: =FreeForm1,;



// OpueHTaumnsi B NpoCTPaHCTBE Takas Xe, kak u 'y FreeForm1
Direction.SetVector(FreeForm1.Direction.AsVector),
Up.SetVector(FreeForm1.Up.AsVector);

// Ae/iaeM ux pasHou BEJSTNYNHbI

s:=FreeForm1.Scale.AsVector;

f:=(1*Random+1); ScaleVector(s, f); Scale.AsVector:=s;

// no3unuyms no X u Y BeibupaeTcs c/ay4dariHo A7

// Ka>kgoro co3gaHHoro npoKcu-obbeKra

Position.SetPoint(Random(990), Random(990), 0);

// M CTaBuM pOBHO Ha NMOBEPXHOCTb 3eMJIN

with Position do

Z:=GLTerrainRendererl.InterpolatedHeight(AsVector),
// C/lydariHO rnoBOpayYnBaeM Ha Kakon-T1o yros

RollAngle: =Random(360);
TransformationChanged;
end;

end;
end;

Kak cpenaTtb Tak, 4Tobbl AepeBbs pacrnonaraincb Mo CKAOHaM
CO3aHHOM HaMW MOBEPXHOCTU 3eMNn? [ng 3Toro co3gaércs ouyepeaHom
npokcn-obbvekT, X u Y BblbMpaloTca cnydyamHo, a Z npuceBavBaeTcs
3Ha4YeHue BbICOTbl MOBEPXHOCTM B TOYKE C TEMWU CaMbIMU CNyYaWHbIMU
kKoopauHatamm X, Y. Bcé&, nepeBbs pacTyT TOYHO MO CKJ/IOHaM, Tenepb
Hago, 4Tobbl M rpmbbl pocnm Tak Xe. DTa npoueaypa aHanornyHa
npeablaywen, no3TOMYy MNPOCTO CKOMUPYWTe npeabiaywyto (TonbkKo
mMacTtep-obbekToM  b6yaetr FreeForm2). Ewe caenante  apyroe
pacnpegeneHue rpnboB, a UMEHHO:

Position.SetPoint(Random(1000)-(1000/5), @ Random(1000)-(1000/5),
0);

Takon cnocob pacnosioxXeHnst  06BbLEKTOB  OTNMYaeTcs  OT
npeablayLero TeM, YTO OH packumabiBaeT rpubbl Mo Kpyry, a He B OAHY
CTOPOHY, KaK 3TO cAaenaHo C AepeBbsiMU, T.K. OEPEBbS HE OYEHb
CMOTPSATCHA B BOJE.



[MouTn roToBO, PAaCTUTENBbHOCTb paccTtaBrsieHa no MectaMm. OcTanocb
Hay4YuTb XoAMUTb Hawero reposd, angd atoro y GLCadencerl B OnProgress
3anuuwem creayolulee:

procedure TForm1.GLCadencerlProgress(Sender: TObject;
const deltaTime, newTime: Double);

var
speed: Single;
moving: string,

begin

// [POMIPbLIBAETCS aHUMALINS CTOSTH HA MECTe

moving:="stand’;

if IsKkeyDown(VK_SHIFT) then

begin

// 6exumM b6bICTpes

Actorl.Interval:=100;

// M yCKopsieM aHuMauuno

speed:=50*deltaTime

end
else
begin

// Bexum meaneHHee
Actorl.Interval:=150;
speed:=10*deltaTime;

end;

// npu Haxatmn Ha Q (M) nepeknoyaem kamepy?2 Ha Kkamepyl

if IsKeyDown(Ord('Q’)) then GLSceneViewerl.Camera:=GLCameral,;

// npu Haxatum Ha E (¥Y) HaobopoTt

if IsKeyDown(Ord('E’)) then GLSceneViewerl.Camera:=GLCameraZ2;

// 0bpabaTtbiBam HaxaTus KAaBULL ABVXXEHUS

if IsKkeyDown(Ord('W’)) then
begin
GLNavigatorl.MoveForward(speed);



// urpaetcs aHumMauus 6exats
moving:='run’;
end;

if IsKkeyDown(Ord('S’)) then
begin
GLNavigatorl.MoveForward(-speed);
moving:='run’;
end;

if IsKkeyDown(Ord('A’)) then
begin
GLNavigatorl.StrafeHorizontal(-speed);
moving:='run’;
end;

if IsKkeyDown(Ord('D’)) then

begin
GLNavigatorl.StrafeHorizontal(speed),
moving:='run’;

end;

// Py Hakatum Ha 3CKeHr 3aBepLiaem rnporpamMmy

if IsKkeyDown(VK_ESCAPE) then

Close;

// yAEPXKnNBaeM UrpoKa Ha rnoBEPXHOCTU 3EM/IN
with DummyCubeZ2.Position do
Z:=GLTerrainRendererl.InterpolatedHeight(AsVector)+1,;

// urpartb aHnMalyunro Kortopas Haxo4uTbCs B moving

if Actorl.CurrentAnimation<>moving then
Actorl.SwitchToAnimation(moving);

// CUHXPOHU3UPYEMCS C NepBbIM aKTEPOM

Actor2.Synchronize(Actorl);

// 0bpabartbiBaeM ABUXKXEHNE MbILLN



GLUserInterfacel.MouseUpdate;
GLUserInterfacel.MouselLook;
end;

[ob6aBuM perynupoBaHue pacCcTosaHUS 40 aKTEpa B BUAE OT TPeTbero Anua
KON1leCMKOM Mbiwn. 3anuweMm B FormMouseWheel y Form1:

GLCameraZ2.AdjustDistanceToTarget(Power(1.1, WheelDelta/120));
Hy n nocnegHunin wtpux - noacyér ¢pnc. B OnTimer y Timerl nuwem:

Form1.Caption:=Format('%.2f FPS’,
[GLSceneViewerl.FramesPerSecond]);

GLSceneViewerl.ResetPerformanceMonitor;

Tenepb y Hac B 3aronoBke dopMbl 6yAeT MoKasbiBaTbCS CKOJIbKO Mbl
nMmeeM ¢nc, T.e. KaapoB B CEKYHAY.

[ToxoXaqa AeMKa NnexwuT 34echb:

https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/mesh
es/actortwocam/


https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/meshes/actortwocam/
https://sourceforge.net/p/glscene/code/HEAD/tree/trunk/Demos/meshes/actortwocam/

FAQ

Q.Kak caenaTb Tak, uTobbl pebpa Kyba 0To6paxanuncb ApyruM LIBETOM?
A. MoxHo ucnonb3osaTb TGLHiddenLineShader n/uwnun TGLOutLineShader. CMm. npumep sample/rendering/lining



I'’IOCCAPUA

penGL.

OpenGL (Open Graphic library) — 3T0 cTaHaapTHasa 6ubnunoTteka aAnsa Bcex
32-pa3psaaHblX ornepaunoHHbIX CUCTEM, B TOM YMCe U A5 onepaumMoHHON
cuctembl Windows. OpenGL npeacrtasnseT cobon eanHbln cTaHaapT AN
pa3paboTkn TpEXMEPHbIX NPUIOXEHUN, coveTaeT B cebe Takne KayecTea
Kak MOWb M B TO Xe BpeMs npocToTy. MynbTunnaTt@opMeHHOCTb
nossosigeT 6e3 Tpyaa nepeHoCcuUTb NporpamMHoe obecneveHue C O4HOM
onepaunmoHHon cuctembl B Apyryto. OpenGL npepoctasniser BaM B
pacrnopsixeHue BCKHO MOLWb anmnapaTHbIX BO3MOXHOCTeW, KOTOpble Bbl
nMeeTe Ha AaHHOM KoMmnbltoTepe. lpu HanucaHuM nporpamMM, BaMm He
HY>XXHO 6yaeT 6eCnoKOUTbCA O KOHKPEeTHbIX JAeTansdx WCrosib3yemMoro
obopynoBaHuda, 3a Bac nobecnokoutca apameep OpenGL. OpenGL
NpeKpacHo NoAxXoAuT Kak Ans npodeccnoHanos, Tak U A58 HOBMYKOB B
obnacTn KOMNbOTEPHON rpaduKu.

OpenGL ES (OpenGL for Embedded Systems — OpenGL pans
BCTpaMBaeMbIX CUCTEM) — TMOAMHOXECTBO rpadunyeckoro MHTepdenca
OpenGL, paspaboTtaHHOe cneuuanbHO A4S BCTpaMBaeMbiX CUCTEM —
MOBUNbHbLIX TesleOHOB, KapMaHHbIX KOMMbIOTEPOB, UIPOBbIX KOHCOMEN.
OpenGL ES onpepensetrca v npoasuraetcss KoHcopumyMmoMm Khronos
Group, B KOTOpPbI BXOAAT MPOU3BOAUTENN NPOrPaMMHOIO M annapaTHOro
obecneyeHunsi, 3amHTepecoBaHHble B OTKpbITOM API ana rpadpukm wu
MynbTumMegma.

OpenCL (Open Computing Language — OTKpPbITbIN A3blK BbIYNCITIEHUN) —
ABNFAETCA 4A3bIKOM MPOrpaMMMpoBaHMA ANg  3ajad, CBA3AHHbIX C
napannesibHbIMM  BbIYUCIIEHUSAMM HaA rpaduyeckux npoueccopax.
CtaHpapT NO3BOSIUA 3HAUYUTENbHO pacwumputb npuMmeHeHne GPU kak
YCTPOMCTBA, NpeAHa3Ha4YeHHOro paHee To/IbKO A9 rpadpuyeckmx 3aaad.
OpenCL no3songdeTr yBennunTb NpoM3BOAUTENIbHOCTb MHOMMX UIPOBbIX U
pa3B/ieKkaTeNibHbIX CUCTEeM, a TaKXe Hay4HbIX BbIYUCAUTENbHbIX
KOMMJ1EKCOB.

OpenMP — crTaHaapT Ans nNporpaMMMpoBaHMs Ha MacwTabupyembix
SMP-cuctemax (cmcteMax, COCTOSAWMX W3 HECKOSIbKMX OAHOPOAHbIX
npoueccopoB 1 maccuea obuwen namatn) (SSMP, ccNUMA, etc.) B Mogenun
obwen namatn (shared memory model). B ctaHgapt OpenMP BxoasaT


http://www.opengl.org/

cneundukaumm Habopa AMPEKTMB  KOMMOUASATOpa, npoueayp u
NepeMeHHbIX cpeapbl.



6.3BYK 1 MY3bIKA

BASS 6u6/1M0TEeKa

BASS - 3TO Kpocc-nnatdopMeHHas ayonmobmbnuoteka - ans
MCNoONb30BaHNA B nporpaMMHOM obecneyeHnn. OHa npenocTaBnsieT
pa3paboTynkaM MOLWHbLIN N 3PPEKTUBHBIN AOCTYN K MOTOKOBbIM CIMMN1aM
(8 ¢dopmate WAV, MP3, MP2, MP1, OGG, AIFF, B T.4. u4epes
nonb3oBaTenbckne kogekm OC v agnoHbl), K pannam MOD-My3biku (XM,
IT, S3M, MOD, MTM, UMX ), MO3-mMy3bikn (MP3 / OGG-cxaTtbie MOD ) un
dyHKUMaM 3anucn. Bce ¢dyHKUMM ynakoBaHbl B KOMMNakTHyt DLL,
KOTopas He CUIbHO yBenn4utT ob6béM Bawlero guctpmbyTtmea.

Bubnnoteka npepoctasnsietr API gnsa a3eikoe C / C + +, Delphi n Visual
Basic ¢ HeckonbKMMK npumepammn, 4tobbol HayaTb paboTty. API ana .NET ,
Javau wrapper ana 43blka Python Takxe [OCTYynHbl, KakKk U
ana UWP nnaTtdopmbl.

OCHOBHble 0COH6eHHOCTH

Camnnbl, nogaepxka WAV / AIFF / MP3 / MP2 / MP1 / OGG wu
Nosib30BaTeNbCKNUX 06pa3uoB

CaMnnbl B NOTOKAX

3arpy3Ka AaHHbIX COMMI0B B CTpuUMbl 8/16/32 6UT Nno cucrteme «push» u
«pull»

®annbl B NOTOKax
CtpumMuHr ¢annos MP3 / MP2 / MP1 / OGG / WAV / AIFF
NHTepHeT-(dannbl B MOTOKax

CtpumuHr ¢amnos ot HTTP ( S ) n FTP-cepBepoB (Bknto4dasa Shoutcast,
Icecast &amp; Icecast2 ), c nogaepxkon IDN u npokcu-cepBepoB C
perynupyeMmomn bydepusaumen

[loToKOBble pAaHHble U3 boro Mecrta C WUCNOAb30BaHMEM MeToda
06paboTkun no cucrteme «push» un «pull»

OC kopeku

ACM, Media Foundation, CoreAudio, nogaepxka mMeanakogaekos Android
AN AOMOSIHNTENbHbLIX ayaAnodopMaToB

MHorokaHanbHasa NOTOKOBas nepenava



Moanepxka 6onee 4eM NpPoOCTO CTepeo, BKAOYAA MHOroKaHasbHble
dannbl OGG / WAV / AIFF

MOD my3blka

Ncnonb3yeT TOT Xe ABUMXOK, 4To U XMPlay (o4eHb ToOUHOE, a(ppeKkTuBHOE,
BbICOKOKa@4YeCTBEHHOE BOCMpou3sBeadeHne), C NOJHON NoAAEePXKKOW BcCeX
addekToB, PUNbLTPOB, CTEpeo caMnnos, adpdektos DMO un 1. 1.

MO3 My3biKa

My3blka MOD co cxatbiMm camnnamm MP3 unn OGG ( 3HauMTenbHO
YMEeHbLUEHHbIN pa3Mep danna C NpakTU4eCcKn UMAEHTUYHbIM Ka4yecCTBOM
3BYyKa ), MO3 co3gatoTcs ¢ ucnonb3dosaHnem MO3 KoaAMPOBLLMK

Heckonbko BbIXOO0B

OAQHOBPEMEHHO MCMOJIb3YITE HECKOIbKO 3BYKOBbIX KapT U nepeMellanTe
KaHasbl Mexay HUMU

3anuncb

Mbkass cuctema 3anucu, C MNOAAEPXKKOM HECKOSIbKUX YCTPOWUCTB WU
BblIOOpPOM BXOAHbIX AaHHbIX, nogaepxka obpaTtHonm ceBaA3n B Windows,
(KoanposaHue n BewaHme WMA yepe3 HaACTPOWKY, N Apyrme dopMaThl
yepe3 BASSenc)

[dekoanpoBaHue 6e3 BOCNpon3BeaeHus

Motokn n MOD-My3bika MOrytT ObITb BbiBeAEeHbl 06bIM Croco6oM:
3aKOAMPOBaHbI, 3anucaHbl Ha AMUCK, rnepedaHbl No cetm u 1. .

[MoaknwyeHne AMHaMUKOB

Ha3HaubTe NOTOKM K My3biky MOD anga onpeaeneHHbiX AMHAMUKOB, YTOObI
ncnonb3oBaTb annapatHoe obecneyeHne, CrnocobHoe WCNonb30BaThb
bonee uyeM npoctoe cTtepeo (A0 4 OTAENbHbIX CTEPEOBLIXOAOB CO
3BYKOBOW KapTon 7.1 )

BbICOKOTOUYHAA CUHXPOHU3aUNA

CUHXPOHU3NPYNTE COB6bLITUS B BAWIEM MNpPOrpaMMHOM obecneyeHun c
NOTOKaMn U My3blkoihi MOD, CUHXPOHU3UPYNTE BOCNPOM3BEAEHUE
HEeCKOJIbKMX KaHanoB BMecCTe

b deKThl

Xop / koMnpeccop / uckaxeHue / axo / dneHpxep / nosockaHue /
napameTpunyeckun kB / pesepbepauuns

Monb3oBaTtenbckum DSP



NMpuMmeHeHne nbbix 3pdeKToB, KOTOopble Bbl XOTUTE, B IIO6OM nopsigke
K OTAEe/IbHbIM MOTOKaM UM KOHEYHOMY BbIXOAHOMY MUKCY

32-6buTHoe gekoagmpoBaHme n obpaboTtka c niasatouwen 3anaTomn
[ekoampoBaHue / peHAepuHr C nnasatwen 3anatomn, DSP / FX n 3anucek
3D 3BYK

BocnpounsseneHne caMnnoB / NOTOKOB / My3blKallbHbIX MHCTPYMEHTOB B
nobbix 3D-koopamHaTax

mbkoctbHebonbwne 6ydepbl ansg paboTel B peanbHOM BpEMEHMN,
bonbwmne 6ydepbl AN CTabunbHOCTU, NAaBHaAsA peryamposka AJ/IVHbI
bydepa, aBToMaTu4yeckoe 7 py4yHoOe obHOBNEHUE 6ydepa,
HacTpaMBaeMasa NOTOKM, HacTpamBaemoe KayecTso SRC

PacwupsaemoctblononHuTenbHas cucteMa noaaepxkm wu 3adhdekToB
aononHutenbHoro ¢dopmata (C / C + + API pgoctyneH no 3anpocy),
ANHaMMyeckasi cMctemMa 3arpysku naarmHoB

JInyeH3ns

Bubnnoteka BASS 6ecnnaTtHa ANns HEKOMMEPYECKOro MCnoJsib30BaHUA.
Ecnun y Bac HekoMMepyeckas opraHmnsaumsa ( eg. pusmyeckoe nmuo ) U Bbl
He 3apabaTbliBaeTe JAeHbrM Ha CBOeM npoaykTe ( 4epe3 npogaxwu,
peknaMy, U T. 4. ) TO Bbl MOXeTe ucnosibzosatb BASS B HeM 6ecnnaTHoO.
B npoTnBHOM cny4yae notpebyeTca oaHa U3 cneayowmx AULeH3nm —

Shareware licence: €125, Single Commercial licence: €950 (iOS or
Android: €475), Unlimited Commercial licence: €3450

INoaxkawuyenue BASS B GLScene

ERSS

MomecTute Ha  @GopMy KOMMNOHeHTbl GLSMBASS L

GLSoundLibrary Dg; (OCHOBHble KOMMOHEHTbI, Takume Kak GLScene,
GLCadencer, GLSceneViewer yxe HaxoasaTcsa Ha opmMme).

Ana pabotbl noTpebyetcsa dann bass.dll, ckonupyinTte ero B nanky ¢
BallMM MpoeKToM uU3 System32.

Y GLSMBASS ' € yctaHoBuTe cBolicTBa Cadencer = GLCadencerl; Active
= True.

[ob6asutb 3BykoBon dann B GLSoundLibrary MOXHO yepe3 MHCNEKTOop
06BbEKTOB UK TaK:

GLSoundLibraryl.Samples.AddFile('nma danna');



HanomMHuM, 4yTOo ana d¢dopmata MP3 B uses Hago Aob6aBuTb MoAy/b

GLS.FileMP3.

Nanee Ham noTpebyeTtca aABa obbekTa: OAMH M3AAET 3BYK, a Apyrom
cnywaert. lNycTb cnywaTteneM byaet chepa:

GLSMBASSI.Listener:=GLSpherel;

A 3ByuaTtb b6yaet Ky6 (GetOrCreateSoundEmitter HaxoauTcss B moayne

GLSound):

with GetOrCreateSoundEmitter(GLCubel) do

begin

Source.SoundLibrary:=GLSoundLibrary1l;

Source.SoundName:='um4a panna.wav';

Playing:= True;

end;

HekoTopble cBonctBa GLSMBASS (1 aopyrux 3ByKOBbIX MEHeOXKEpPOB):

CBouncTtBso

OnucaHune

DistanceFactor

YKa3blBaeT MeHeakepy MacwTtab cueHbl (CKOMbKO
units B 1 M)

RollOffFactor

dakTop 3aTyxaHus

DopplerFactor

Hackonbko owyTtnMm 6yaer a3ddekt [donnepa
(M3MeHeHMe 4acToTbl 3BYKa MPU OTHOCUTESIbHOM
ABMXEHNN UCTOYHUKA U cnylaTtens).

Environment

Okpy>xeHue. Heckonbko BNMSIET Ha pe3y/bTarT.

MasterVolume

Obuwas FPOMKOCTb, N3MeHseT HaCTPOMKM
CUCTEMHOIo MUKLWepa

Algorithm3D

Hackonbko TOYHO ByAeT pacCcUnTbIBaThCSA 3BYK

INoak/1r0ueHue onoanoreku FMOD

PaboTaeT nouTtn Takxe, kKak n BASS. [1na paboTbl noTpebyeTcs dann
fmod.dll, a Ha dopMy HYXHO NOMecTUTb He KOMMNOHeHT GLSMBASS, a

FHOD

GLSMFMOD ' €,



[MoakwyeHue 66/ IM0TEKH OpenAL

Ons npourpbiBaHUS 3ByKOB C noMowbio OpenAL ecTb cneynanbHbIn

OFEn

KOMMOHeHT GLSMOpenAL "€,

OpenAL (Open Audio Library) — cB0o60oaHO pacnpocTpaHsaeMbIn
annapaTHO-NPOrpamMMHbIN MHTepdenc (API) pns paboThl C
ayamoaaHHoiMu. Caut 6mbnmotekn p[ns 3arpys3ku nocrefHen Bepcuu
HaxoauTca Mo aapecy http://www.openal.org/. KnioueBon 0CO6EHHOCTbLIO
apnsetca pabota co 3BykoM B 3D npocTpaHCTBE M WCNOJSIb3OBaHWe
apdekToB okpyxatwwen cpeabl (EAX). lMoanepxmBaeTca KoOMMNaHWeun
Creative.

NMocMoTpeTb M npocnywaTtb paboTy KOMMOHEHTa MOXHO 3arpys3uvB
CTaHZapTHbIM NpoekT nanke Demos\sound\3Dsound.

3aMeyvyaHue. SMUTTepbl 6yayT paboTtaTb, ecnin akTUBeEH, XoTa 6bl 0OANH U3
3BYKOBbIX MEHe[)XepoB, B MPOTUBHOM criyyae byzeT BO3HMKaTb owwunbka.
Ecnn oHa BoO3HUKHET, To npoBepbTe B oOkHe Creation Order (Bbi3biBaeTcH
B KOHTEKCTHOM MeH (OpMbl), UTO MeHeaXep COo34aeTcs paHblue, 4yeM
cueHa. lNpu co3gaHnn MeHedXxepa U 3MUTTEPOB MPOrpaMMHO 3TO TOXe
cnenyeT yyecCTb.



http://www.openal.org/

HPUJIOKEHUE

CTapTan npoeKThl

Mpn  co3gaHUM  NpPOEeKTOoB  rpadumyeckmx  MpPUNIOXeHUNn  C
MCMNoNb30BaHMEM KOMMNOHEHTOB GLScene nMeeTcsa BO3MOXHOCTb Bblbopa
Aa3blka nporpammupoBaHunda ObjectPascal/Delphi nnn C/C++Builder.

CTpykTtypa peHaepa B GLScene

B nepByto ouyepeab y Bbioepa Bbl3blBaeTcs cobbiTue BeforeRender,
cpa3y nocne 3To Bbi3biBaeTcsa Metod TGLSceneBuffer.Render koTopbin
BbI3biBaeT TGLSceneBuffer.DoBaseRender n3 KOToporo y»e Bbl3blBaeTCs
TGLSceneBuffer.RenderScene, B Kaxaom u3 npoueayp NOCTENEHHO
MHNLUMANN3UPYIOTCS/cOpacbiBalOTCsl  OCHOBHble  cocTosiHus  OpenGlL,
HacTpanmBaeTCs Bblep W KaMmepa, nocne 4Yero wWAET BbI30B
TGLBaseSceneObject.Render, n B KOHLE peHAEepUHra NPUMEHSIOTCSA BCe
nocT addekThl. Nepen 3TUM BCe 06bEKTbl COPTUPYIOTCA.

Cama npoueaypa TGLBaseSceneObject.Render Tak e npocTas.
MepBbIM AENOM MAET OTCEYEHME HEBUAUMbBIX 0OBEKTOB 4yepe3 dpacTyMm
KYnnuHr. B cueHe ecTb ABa crnocoba 3To caenaTb: A8 KaXaoro obbekra
N No nepapxmmn (ecnu poanTens He BUAHO - HE PUCYEM N Yannaos). [anee
rpy3mTca MoaefnbHass MatTpuua obbekTa M BbI3blBAETCA BUPTYasibHbIN
MeToA DoRender, KOTOpPbIM nepekpbiBaeTc4d NOTOMKaMu oT
TGLBaseSceneObject.

Cam MeTop TGLBaseSceneObject.DoRender cocTtonT n3 AByx 4Yactemn
- nepBbIM MaeT Bbi30B BuildList, B KOTOPOM oOCyLWlecTBAseTCA cO34aHue
reoMeTpmm C KoMNunsiunenm ee B AUCMJENHBIA CMMUCOK, U eCNn CNMNCOK
COo34aH - BbI3blBAeTCad BHYTPeHHUW peHaep obbekTa. BTopas 4acTb -
peHAepUHr Yannaos, ANnsg vyero Bbi3biBaeTcss Metoq RenderChildren.

Pa6oTa c BeKTOpamMu

VectorMake/AffineVectorMake — Bo3pawatT 4/3-Bektop u3 Habopa
KoopAuHaT unn 3/4-BekTopa



VectorAdd — cknaabiBaeT ABa BeKTOpa.

AddVector — cknagbiBaeT BekTopa v1, v2 1 noMmellaeT pesynbtaTt B V1.
EcTb neperpyxeHHasa pyHKUMA, KOTOpas K KaXX[on KoopAMHATe BeKTopa
v npubasnsaeTt uncno f.

VectorSubtract — BblunTaeT v2 u3 vl. ECTb neperpy>xeHHasa dyHKUUSA,
KOTOopas U3 Kaxxaon KoopamnHaTbl BekTopa V1 BbluMTaeT uncno delta.

SubtractVector — BblunTaeT v2 U3 vl n pesynbTaTt 3aHOCUT B V1

VectorScale — kaxayto KoopanHaTy BeKTOopa V YMHOXaeT Ha factor.

VectorDivide — penut KoopaAnHaTbl V HA COOTBETCTBYIOLIME KOOPAMUHATbI
divider.

VectorNegate — Bo3BpawlaeT NPOTMBOMNONIOXHbIN BEKTOP.
VectorAbs — BO3BpallaeT BEKTOP U3 MOAY/len KOOpAMHAT UCXOAHOrO.

Y atnx @GYHKUMN eCcTb aHanorm B ¢dopme npoueayp (ScaleVector,
DivideVector, NegateVector, AbsVector).

VectorEquals — cpaBHMBaeT ABa 4-BeKTOpa M BO3BpaLlaeT true, ecniv OHU
paBHbI.

AffineVectorEquals — cpaBHuBaeT aABa 3-BeKTOpa W BO3Bpawaet true,
€C/IN OHW paBHbI.

VectorIsNull — Bo3BpawaeT true ecnm koopauHatbl X =Y = Z = 0, (w
UrHOpUpYyeTCs).

VectorLess/More(Equals)Then — cpaBHMBaeT BEKTOpPbl pPa3fIMYHbIMU
cnocobamu.

VectorDotProduct — ckansipHoe npou3BeaeHne BEKTOPOB
VectorCrossProduct — BekTopHOe npousBeaeHne BEKTOPOB
VectorAngleCosine — Bo3BpallaeT KOCMHYC yria Mexay BeKTopamu.

PointProject — Bo3BpalwlaeT A/IMHY NPOEKLUMN BEKTOpa OT origin A0 p Ha
BEKTOp n3 origin B HanpaBieHnn direction. AHanoruyeH
VectorDotProduct(VectorSubtract(p, origin), direction).

VectorLength — Bbluncnser annMHy BekTopa: Result := Sqgrt (x*x + y*y
+ z*¥z + w*w).



VectorNorm — BblunCAsET BTOPYIO HOpMY: Result : = x*x+y*y+z*z+w*w
(kBagpaT ANMHbI N0 CYyTH).

VectorNormalize — Bo3BpawaeT HOPManM30BaAHHbIN BEKTOP.

NormalizeVector — HopManuayeT BeKTOp, T.e. AeNnaeT ANNHY BeKTopa
paBHOW eguHULE.

VectorDistance — BblYMCNSET pacCTosiHME Mexay ABYMS ToykaMu (A/IMHA
pa3HOCTH).

VectorDistance2 — BblUMCAAET KBaApaT pPacCTOdAHUS MexAay ABYMS
ToukaMu (rnepsast HOpMa pPa3HOCTK)

VectorSpacing — BblYUC/ISAET NepByto HOPMY Pa3HOCTU BEKTOPOB — CYMMY
Moaynen pasHocten koopamHat Result := Abs(v1[x]-v2[x]) + Abs(v1[y]-
v2[y]) + Abs(v1[z]-v2[z]) + Abs(vli[w]-v2[w])

RotateVector — noBopaynBaeT BEKTOp OTHOCUTENbHO OCU axis Ha yros
angle.

VectorRotateAroundX/Y/Z — noBopa4yumBaeT BeKTOp BOKpyr ocu X/Y/Z Ha
yron alpha.

VectorReflect — nosopaumBaeT V Ha 180 rpaaycoB otHocuTenbHo N (N
AoskKeH 6bITb HOpMann3oBaH)

VectorLerp — BO3BpallaeT BEKTOP, NMPOMeXyTouHbin Mexay vl u v2, t
nameHsgeTca ot 0 4o 1 M 3a4aeT, K KaKOMY U3 HUX pe3ynbTaTt 6yaeT 6smnxe.
®opmMyna: Result := vl + t*(v2-vl).

CombineVector — B nmepeMeHHY Vr 3aHOCUT JIMHEWHYK KOMOUHaUUIo
BEKTOPOB VI U V: VI := vr + v*f,

VectorCombine — nuHenHass KoMbuUHauMa ABYX BEKTOpPOB Mo dopmyne
Result := V1*F1 + V2*F2.

VectorCombine3 — nunHenHasa komMbuHaums Tpex BeKTopoB: Result :=
V1*F1 + V2*F2 + V3*F3.

VectorTransform — npeobpa3yeT BeKTOp 3aAaHHOM  MaTpuueun
npeobpasoBaHus



Pa6oTa ¢ MaTpunamu

Y kaxpaoro obbekta B GLScene eCcTb CBOMCTBA, XpaHswme MaTpuubl.
B 3Tux wMaTpuuax 3anmMcaHbl OpUEeHTauus, MosoXeHne wu MacwTtab
obbekTa. DTN CBOWCTBA:

Matrix — fokanbHas MaTpuua o06bekTa, coaepXawass ero
TpaHchopMaUnn B CUCTEME KOOPAMHAT poaAUTENS;

AbsoluteMatrix — abcontoTHble TpaHcopMaunn obbvekTa (B rnobanbHOM
cucTemMe KoopauHar)

InvAbsoluteMatrix — obpauweHHasa abconoTHas MaTpmua obbekTa.

TakXxe eCTb CBOMCTBA, XpaHsliMe ykasaTtenu Ha 3T MaTpuubl (Y4OOHbI B
HEeKOTOpbIX Cly4dasx).

dopmaT 3TnX MaTpuy (KpoMe, NMoHATHO, obpalleHHON):
Sx Dx Dy Dz U — koMmnoHeHTbl Up
Ux Sy Uy Uz D — koMnoHeHTbl Direction
Lx Ly Sz Lz L — kKoMnoHeHThbI Left
Px Py Pz1 P — kKoMnoHeHTbl Position

S — KOMMOHeHTbI Scale
MatrixMultiply — nepeMHoOXeHune aByx MaTpul,.
ScaleMatrix — yMHOXaeT BCe an1eMeHTbl MaTpuubl Ha factor.
MatrixInvert — BbluMCNSgeT obpaTHyO MaTpuuy.
MatrixDeterminant — onpegenuTtenb MaTpuupbl.
MatrixEquals — cpaBHMBaeT MmaTpuubl.

TransposeMatrix —  TpaHcnoHMpoBaHMe MaTpuubl. OHa MoOXeT
NnpurognTbCd, B 4acTHOCTM, notoMy, 4yto B OpenGL wMaTpuua
3anucbiBaeTcsa no cronbuam, a B GLScene no cTpokam.

Create***Matrix — BO3BpallaeT MaTpuubl pa3HbliX Npeobpa3oBaHUN.

TranslateMatrix — Kk TpeTben cTpoke (06bl4HO no3uumnsa obbekTa)
nobaenset sekTop VvV (W He yunTbiBaeTCs)

Y MatrixMultiply n MatrixInvert ectb npoueaypHble aHanoru.



JTO He BCe (YHKUMM ANS BEKTOPOB UM MaTpuu. TakxXe ecTb eue
MHOXeCTBO  dYyHKUMM ana paboTel C  MNNOCKOCTAMWU,  Yyrnamm,
KBaTepHMOHaMN, PYHKLMIN NPOBEPKN NepeceyeHn, ONTUMU3NPOBAHHbIX
TPUTOHOMETPUYECKUX N MaTeMaTUUEeCKNX PYHKUUN, U MHOMMX Apyrux. B
obwem, NoCcMOTpUTE CaMu.

MeToab1 00beKTOB GLScene

Move, Lift, Slide — aBuratoT 06bekT BAoNb BekTOopa Direction/Up/Left.
Translate — nepemMellaeT 06bEKT HA COOTBETCTBYIOLLEE PACCTOSIHME.

MoveObjectAround — BpawaeT 06beKT BOKPYr YyKa3aHHOro Ha 3ajaHHble
Yrbl MO FOPMU30HTANN N BEPTUKASMN.

Pitch, Turn Roll — nosopauunsBatoT 06beKkT BOKpyr ocun X/Y/Z.

ResetRotations — cbpacbiBaeT BCe MNOBOPOTbl M BOCCTaHaBNMBAET
Direction n Up no ymonyaHuio.

ResetAndPitchTurnRoll — cbpacbiBaeT BCe NoBOPOThLI M 3aTeM BpallaeT Ha
3aZlaHHble Yrbl.

PointTo — ycTtaHaBnmBaeT Direction obbekTa no HanpaBAeHWUO Ha
yKasaHHbIN 06BbeKT Unun Touky, Tpebyet BekTop Up (Beab nocne noBopoTa
Left n Up MOryT 6bITb MCKaXeHbI).

DistanceTo — Bo3BpawaeT paccTossHMe A0 YKa3aHHoro obbekTa wmnu
TOUKM.

SqrDistanceTo — aHanornyHo, Ho KBaApaT PacCTOsiHUSA. BbluMcnmuTenbHo
npoLle, NO3TOMY ero sy4lle UCMNoNb30BaTh A/ CPaBHEHUS PAaCCTOSHUNA.

PointInObject — npoBepsieT, nonagaeT m Touka B 06beKT. Mcnonb3ymnte
C OCTOPOXHOCTbIO: 3a4acTylo OH NpoOBEPSET TONbKO NonagaHue TOYKM B
orpaHuyumBarOWMin Nnapannenenmneq obbvekTa.

RayCastlntersect — npoBepsieT, nepecekaeTcs M ¢ 06bEKTOM Nyd M3
rayStart B HanpasnieHnn rayVector.

MoveUp/Down/First/Last — nepeMelwiaeT 06beKkT B nepapxmm obbekTa-
poauTens.

[lencrtBme ocTasnibHbIX MeTOA0B 06bIYHO MOHATHO U3 HAa3BaHUSA.



I/IHCTPYMEHTI:I H IIJIAI'NHbI

nepeKOMI'IVIJ'IVIpOBaTb NPOEKTbl, HAarNMMcaHHbIE Ha C vunn C++, yTOObI 3aTEM 3anyCckaTb UX Ha
BCEX COBPEMeHHbIX Bpayaepax, MOXHO C MOMOLLbI0 Takoro HcTpymeHta Emscripten. OH
npeobpasyeT OpenGL B WebGL, no3sondasa Hanpsimyto ucnosnb3oBatb Takne APIs
kak SDL unn HTML5. https://emscripten.org/

UKOHKH KOMIIOHEHTOB

HaunHasa ¢ 11n Bepcum RAD Studio nosiBuiacb BO3MOXHOCTb CO34aBaTb
y31bl KoMnoHeHTa TTlreeView B Buae ¢dnaxkos CheckBox, a ans
oTobpaxeHuns psaoM C HUMU MKOHOK CBSI3blBaTb BbOAEPEBO CO CMUCKAMMU
n3obpaxeHnm TImagelist n TVirtuallmagelist. 3To0 fano BO3MOXHOCTb
3aMeHUTb BbI6Op 06BbEKTOB CLEHbI N3 MEeHIO (MK BbiMagdatowero Crnucka,
pagnorpynnbl) Ha Bbi6bop U3 BbtogepeBa. Onuuma gobasneHa B AeEMO
GLSViewer.
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NKOHKH 00'bEKTOB

Cnncok 06beKTOB YNopsiA0YEH MO BO3pacTatoLLen nocnegoBaTeNbHOCTM Kak OHW NOSIBASIOTCA B
kKomnoHeHTe GLScene. N3o06paxeHnsa MKOHOK 3arpyxatotcsa B ImageListObjects.

N° NMkoHka Ob6bekT

_I276 1



0 S Kamepa

2 NCTOUHUK cBeTa

Cnucku u3zobépabjiceHull

KomnoHeHT TImagelist npeacraBnsaer coboir cnucok n3obpaxxeHumn
OAMHAKOBOIro pa3Mepa, Ha Ka)Xaoe M3 KOTOPbIX MOXHO CCbINIaTbCs NO ero
MHAOEKCY.

Cnnckn mn3obpaxeHnn MUCnonb3yrTcs angd 3HEdEeKTUBHOIO yrpaBneHus
bonbwmMnM HabopaMy 3HAYKOB WM pacTpoBbIX u3obpaxeHun. Bce
n3obpaxeHunss B Crnncke usobpaxxeHUn copeprkatcs B OAHOM LIMPOKOM
pacTpoBOM u306paxeHUn B dopMaTe 3KpaHa ycTpouctea. Cnucok
n306paxeHnm TaKXe MOXeT BK/K4YaTb MOHOXPOMHOE pacTpoBoe
n3obpaxeHune, copepxallee Macku, UCNonb3yeMble AAs MPO3PayYHOro
pUCOBaHNS N30bpaxeHnn (CTUNb 3HAYKa).

Cnucok wu3o06paxeHunn crnocobeH coaepxaTb 60/bLIOE KOAMYECTBO
n3obpaxeHnm oaNHaAKOBOro pasMepa U MU3BEKaTb UX MO UX MHAEKCY B
AnanasoHe oT 0 oo n - 1. Cnncok nsobpaxeHnm TakxKe Coaep>XXUT MeToAbl,
obneryawwme XpaHeHue, W3BJIEYEHWE W pPUCOBAHME COXPAHEHHbIX
n3obpaxeHunn.

UTobbl A06aBUTb M306paxeHUss B CMNUCOK M306paxeHun BO BpeMms
pa3paboTKkn, LWEeNKHUTE NpaBoOM KHOMKOM MbilK U Bbibepute PegakTtop
CrUCKa N306paxxeHni.

N306paxeHns B cnucke ™MoryT 6bITb pacTpoBbiIMM 3Hadkamm BMP,
nsobpaxennsmm B dopmate PNG, GIF u JPEG: nobbiMm Tunamm
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n3obpaxeHunin, Kotopble noaaepxueaet TImage. Cnnckn nsobpaxeHunm
Takxe noaaepXuBarT 32-pa3psaHbli popMmaT, MNO3TOMY pacTpoBble
n3obpaxeHus c anbda-cMmewmsaHmeM n gpannol PNG paboTtatoT 4OIKHbIM
obpasom.

Mpumeyanne: py U3MEHEHMU /1yOUHbI LIBETA YXXE€ CYLIECTBYIOLIENO
CrncKa n3o06pakeHui ero CoAepPXMMO€E OYMLLIAETCS.

MNMpumeyanne: Crinckun niobpaxxeHui 3aBucat ot Comctl32.dll. Ecnn B
CUCTEME YCTaHOBJ/IEHA HE T[10C/1eAHSsI BEpcusi, MOryT BO3HUKHYTb
rnpobsieMbl ¢ 0TO6paKeHneM n306pakeHuun.

Koasekyuu uzo6pasceHuil

NMopaepXka wn306paxXeHMrW C BbICOKMM paspelleHMeM C  MNOMOLLbK
koMmnoHeHToB Image Collection n Virtual ImagelList

O630p

RAD Studio nossonsetr BKkMAYaTb MaclwTabupyemble wu306paxeHuss C  BbICOKUM
paspeweHnem n Heckonbkumm DPI B Bawwm npunoxenumsa Windows VCL ¢ nomoulbto
komrnoHeHTa TImageCollection B covyetaHun ¢ komnoHeHTom TVirtuallmagelist.

BHumaHue: Ecnu ebi ucrionib3yeme FireMonkey 0119 kpoccriiamgOopMeHHbIX MpunoXeHud,
rnoxarsiytcma, O3HakoMbmecb C KoMmrioHeHmom Tlmagelist u pykoBOOCTBOM B KayecTBe
LeHTpasbHbIX XpaHUIULL, M300paXXeHu.

OTW NapHble KOMMOHEHTbl OTAENSAKT KOHUENUMIO KONMekunn mnsobpaxeHun (roe kaxgoe
norn4yeckoe n3obpaxeHne MOXET UMETb HECKOSbKO paspeLleHnin) oT Cnnucka naobpaxkeHuin
OAHOro onpefernieHHoro pasmepa, UCNosib3yeMoro Anda anemeHTta ynpasreHus. Bkpatue,
3arpyaumte u3o0paXeHusi C HECKONbKUMW paspelueHnaMU B KOMNEKUM W300paKeHu.
Cnncok wun3obpaxeHun coaepXmt Habop un3obpakeHur, MNOMyYeHHbIX W3  KOSMeKuun
n3obpaxkeHnn, n NpeacTaBnsieT X B onpeaeneHHoM pa3mepe (Ckaxem, 16x16 nnm 256x256).
Paamep n3obpaxeHnin naMeHsieTcsl NnaBHO, a (hakTnyeckoe paspelleHne npeactaBreHns
cnncka n3obpaxeHnin MoXeT N3MEHATLCS B 3aBUCMMOCTN 0T DPI. OH NOMHOCTBLIO COBMECTUM
C TPaguUMOHHLIMW CIUCKaMW U306paxKeHUn Un 49BAAeTCS WX 3aMEHOW, BKIIYas
npenoctasneHne geckpuntopa HIMAGELIST |, 1 MOXeT MUCnosfib30BaTbCA Kak anemMeHTamu
ynpaenenus VCL, Tak n nobbiM KOOOM, UCMOMNb3YHLWMM BbI30Bbl CNUCKA M300paKeHuin
Windows API.
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N306paxkeHnss noaaepxuBatoT anbda-kaHanbl, U Bbl MoxeTe 3arpyxkaTb PNG-cdaiinbl B
KONMnekunio un3obpaxeHunidi. Bbl Takke MoXeTe 3arpyxaTb pacTpoBble W306paKeHus
NPO3payYHOCTM B CTAPOM CTUNE C LIBETOBLIMU KITHOYaMMU.

cnonb3oBaHMe KOMMOHEHTA KONMNeKL MM n3obpaxeHun

TimageCollection no3BonseT xpaHuTb, MaclTabupoBaTb U OTPUCOBLIBaATbL M306paXkeHns B
cobcTBEHHBLIX hopmaTax ¢ nomoulbto knacca TWICImage.

Kaxxgoe nsobpaxxeHne B KONNEKLUM MOXET MMETb HECKOSTbKO BEPCUI C pa3HbIMWU pasmepamMu.
KoMnoHeHT BbiOMpaeT onTumanbHbIn pasmep Ans MacwTabupoBaHUs WK UCNONb3yeT
n3obpaxkeHne, ecnu OOCTYNHbIN pa3mep paBeH Tpebyemomy pasmepy. OH Takke MOXeT
co3gatb MacwTabupoBaHHyto 32-6uTHyto Bepcuto TBitmap ¢ anbga-kaHanom, KOTOopyto
MOXHO Hanpsamyto gobasnte B TCustomIimagelList.

TimageCollection Hacnegyetca oT knacca TCustomimageCollection (mogynb
Vcl.BaselmageCollection), koTopbin onpeensieT 6a3oBble MeTOAbI AN KOMNSEKLUN.

Pep,aKTop KOMMNOHEHTOB KOoJ1JIeKU4nUn I/I306pa)K9HVII7I

UTobbl OTKPbITE peaAakTop Konnekuuum msobpaxeHun, nomectute TimageCollection B
CBO (hopMy MM MOoAySNb AaHHbIX U NMMOO ABaXabl LWENKHUTE KOMMNOHEHT B hopme, nmbo
LLIEeNKHNTE ero NpaBon KHOMKOW MbllLn K BbibepuTe onuuio NMokasaTb peaakTop Konnekuum
B KOHTEKCTHOM MeHw. Bbl Takke MoxeTe ABaxAbl LWESNKHYTb CBOWCTBO
TimageCollection.A306paxeHusi B ULHCNEKTOpe 06 bEKTOB.

OkHO PepakTtopa Konnekumm usobpaxeHMU no3sonsieT AobaBnATb M306paxeHuss B
KOMMOHEHT 1 OpraHn3oBbIBaTb UX MO KAaTEroOpusaMm.

Haxmute Add, 4TObbl OTKPbLITE ANANOroBOE OKHO U NEePEenTUn K nanke, B KOTOPOW XpaHATCSA
BaLLM n3obpaxeHus. Bol moxeTe o6aBNATb N0 0gHOMY n306paxkeHnto 3a pas unu BbiIbpaTtb
HECKOJTbKO n3obpakeHnin n3 nankm n obaensaTb X OQHOBPEMEHHO. PegakTtop komnnekuun
n3obpaxeHun otobpaxaeT n3obpaxeHusi B andaBUTHOM nopsigke.
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@ Image Collection Editor et

Images
Al J—— Add...
\/ AbC Size in file name
l ‘ Size separator
TCheckBox TColorBox TLabel - v
Set Category...

TSavePictureDialog TTrackBar
Delete

Clear

Selected Image

Name Index Add...
TColorBox 1
- Delete
Description
background image Replace...
P—— Save as...

A |

PNG {52%53)

OK Apply Cancel Help

Mpun pobaBneHnn N3odbpaxxeHnn Bbl MOXETE 3axXoTeTb 400aBUTb OQHO U TO Xe n3obpaxxeHune
HECKONbKMX pa3mepoB. Hanpumep, y Bac MOXeT OblTb M3MEHEHHasi B MUKCENSAX BEpPCUs
n3obpaxeHus pasmepoMm 16x16, a 3aTeM yBenunyeHHasi, KOTOPYK CrneayeT OTpucoBaThb U
MacwTabupoBaTb A4ns Apyrmx pa3amepos. [1ns 3Toro NpucBoOmNTE HECKONbKMM BEPCUAM O4HOrO
n3obpaxkeHnst OAHO 1 TO e uMms hanna NNc cMMBOI-pasgenuTens (Hanpumep, gedwuc), a
3aTeM 4YnCIo, yKasbiBaloLlee pa3Mmep B Nukcensax: Hanpumep, foo-16.png n foo-64.png. 3atem
ycTtaHoBuTe praxok MpoBepATb pasmep B uMeHu channa v mM3MeHuTe pasgenuternb
pasMmepa U300paeHUs1 B pacKpbiBaKOLLMXCH OMUUAX HA CUMBOS, UCMOMb3yeMbI BalLUMMU
n3obpaxeHnamMn ans pasgeneHmsi obLero MeHn n pasmepa n3obpaxeHus (B npeabigyLLem
npumepe gecuc "-"). 3To aBTOMaTUYECKM pacrno3HaEeT HECKOSbKO pa3peLleHmnii 04HOro u Toro
e n3obpaxeHusi C MOXOXMMN MMeHaMN dharnoB, HO pa3MepoM B NUKCernb, 1 gobaBnsaeT nx
KaK HECKOMbKO pa3peLLeHnii 0gHOro N306paxxeHns B KONEKLNIO.

MapameTp Pasgenutenb pasmMepa u3o06paxeHUs ynpasnsieT TEM, KakK BbIMOSHAETCS
CUHTAKCUMYECKMA aHanun3 Ans pasgeneHnsa obliero MMeHn u pasmepa usobpaxeHus, u
COOEpPXUT napameTpbl Ans obuwux cornaweHunn o6 umMmeHax 3Ha4YkoB M pasmepax
N300pakeHun.
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lMpumeyaHue: B pedakmope kosinekyuu u3lobpaxeHuli mpebyemcsi UCMOb308aMb
pasdenumersni 8 HOMepe UMeHU chauna, 4Ymobbl umMemb B803MOXHOCMb Ppacro3Hasams
pasHble pasmepbl 00HO20 U MOo20 Xe u306paxxeHUs.

Coeem: Hcrnionb3yume kHorkKy Add... 8 rnpasom eepxHeMm yary, 4mobbl Oobasumb
HECKO/IbKO UCMOYHUKO8 Ol 00H020 u30bpaxxeHus unu konnekuuu. [lpu OobasneHuu
pasnu4HbIX UCMOYHUKOB 0115l Kosriekyuu ybedumecsh, 4mo UCXO0HbIe (halsibl UMEm me Xe
UMeHa, 4Ymo u repebil Habop u30bpaxeHul, Komopbll 6bl 0obasusrnu 6 KONeKUUro.
Umobbl dobasumb UCMOYHUKU K orpedesieHHOMY u3o0bpaxeHuro, ebibepume uzobpaxeHue
U3 Kosnekyuu u Haxmume Add... 8 HUXHel Yacmu okHa, Ymobbl omobpa3ums duarnoz2oe8oe
OKHO "OmKpbimb" u Hatumu gbatinn UsobpakeHus.

KaTeropum B HacTosiLiee BpeMsi UCMOSb3yOTCSA TONbKO Ans opraHu3aumu. (B anemeHTax
ynpasnennst VCL Ha nzobpaxeHusi No-npexxHeMy CCbINarTCcs TONbKO MO UHAOEKCY.)

YToO6bl yrnopAaaodnTb |/|306pa>|<eHV|s=| Nno Kateropuam, Bbl6epI/1Te NX U HAXMUTE YCTAaHOBUTb
KaTteropuio.

Wcnonb3ynte kHOMKy "YaanuTb" B BepxHeW 4acTu, 4ToObl yganuTb ornpeaeneHHble
n3obpaxkeHns U3 Konnekumm, n KHomky "O4ncTuTb", YToObl YyaanuTb Bce U3obpaxeHus n3
Konnekuunu.

BHumaHue: Koz0a ebl yOanseme usobpaxeHue u3 Konnekyuu, Virtuallmagelist Haxodum
u3obpaxkeHusi o UHOeKcy.

Mocne nobaBneHns n3obpaxxeHnin B KONMMNEKUMO Bbl MOXeTe BblbpaTh Ntoboe 13 OCTYMHbIX
N300paXkeHn 1 BbINOMHUTL crieayolmne encTBus:

¥ MN3MeHuTe HazBaHMe n3obpaxeHus.

»* HasHaubTe nonb3oBaTenbCkoe onucaHue Ans n3obpaxxeHus.

> [lpucBonTe 3HAYEHUEe MHAEKCa, YTOObl MBMEHUTL NOPSAOK PACMNONOXKEHMS

N306pakeHnIn BHYTPU KOJTNEKLMN.

> Jlo6aBbTe anbTepPHATMBHbLIE UCTOYHMKM AN TOrO Xe M30bpakeHus.

»* Ypanute UCTOYHUK N300paxkeHus.

¥ 3amMeHuTe CyLLeCTBYHLLMA NCTOYHUK N300paXKeHus.
BHumaHue: [lpu nepeumeHogaHUU U 3aMeHe U306paxeHusi ebirnosHume credyrujue
deticmeusi:

*  WU3ameHume uHOekc [name] u npumeHume uameHeHus (Virtuallmagelist
obHosume u3obpaxxeHusi no uHAekcy [name], ucronb3yss name[findex] us
KosneKkyuu).

*  WUameHume ums [index] u npumeHume usmeHeHus (Virtuallmagelist o6Hogsume
u3obpaxxkeHus rno umeHu [index], ucrnonb3ys uHOeKc [name] u3 Konnekyuu).
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» CoxpaHuTe usobpaxeHue ¢ gpyrum nmeHem (Save As...).
Coeem: Bbl makxe Moxeme wesnikHymb u3obpaxeHue U rnepemawums e20 8 Opyzoe
rnosnoxeHue, Ymobbl U3MeHUMb 3Ha4YeHue UHOeKca.
3arpy3uTte cyuwectByowmn TImagelList B TImageCollection

UToObl ynpocTuTb npeobpasoBaHWe CNUCKOB M30OpaKeHun B CTapoM CTUNe B HOBYHO
CUCTEMY, Bbl MOXETE 3arpy3unTb n3obpaxeHuns ns ctapbix Timagelist-oe B TImageCollection.
Ecnn y Bac ecTb HECKOSTbKO pa3mMepoB OAHOIO M TOro e n3obpaxeHus B pasHbix TimageList-
ax, Bbl MOXeTe 3arpy3untb 06a nsaobpaxxeHms OoAHOBPEMEHHO; N306pakeHns 06 beANHAIOTCS,
TaK YTO KOMNekuusi n3obpaxeHnm COAEPXKUT HECKONbKO paspellueHUn OAHOro U TOro Xe
n3obpaxeHus.

YT0Obl METb BO3MOXHOCTb 3arpyxaTb nsobpaxeHus us TimageList B TImageCollection,
BaM Heobxoanmo, 4Tobbl 06a KOMNOHEHTa UMENU O4MHAKOBYIO (hOPMY.

BeinonHute cnegywoowme OencTBus, 4ToObl 3arpy3vTb M3obpakeHus U3 CyLecTBYIOLLEro
TimageList B gpopme B TImageCollection:

1. WenkH1uTe npaBow KHOMKOW Mblwn koMnoHeHT TimageCollection B goopme 1
BblbepnTe B KOHTEKCTHOM MEHIO Onumio 3arpy3uTb U3 CyLLEeCTBYHOLLEro
TIimagelList....

2. BbiGepute cnncok BpeMeHU, KOTOPbIN Bbl XOTUTE 3arpy3nTb, U Ha3Ha4bTe
KaTeropuio ans nobpaxeHuii. Bol MoxeTe BbibpaTb 6onee ogHOro cnvcka
BpemMeHn. OTO 0COBEHHO NOMEe3HO A4S 3arpy3kn HECKOSbKUX pa3peLleHunin
OHOro U TOro e M30bpaxkeHnsi, paHee CoOXpPaHEHHOro B HECKOMbKMX CMMCKax

n3o0paxeHumn.
Load Images from TlmageList X
Category

Tlrnagelist components

ImageList1 Load In Order
ImageList16x16
Imagelistddx2d Load & Merge

Yiew Collection...

Ok Apply Cancel

3. Haxmute Load on Order, 4toObl 3arpy3nTb U3006paXKeHNss B TOM e nopsiake,
YTO M CMUCKN N300pakeHWN.
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4. Haxmute Load & Merge, 4To6bl 00 beANHUTL Pa3HbIE UCTOYHUKN
n3o00paxkeHnr 13 pasHbIX CNUCKOB n3obpaxeHun. Npu 3arpyske ¢
o6begMHEHMEM CMINCKN N30BpaXKeHWI AOMKHbI UMETb OANHAKOBOE
KonumyecTBo hannoB n3obpaxkeHnn 1 pasHble pasmepbl N300paXKeHUN.

Load Images from TlmageList X

Category

Tlrnagelist components

ImageList1 Load In Order

o ImaEeList'IElx'IE
= J Load & Merge

Wiew Collection...

Ok Apply Cancel

5. HaxmuTte View Collection... 4yToGbl NnpoBepuThb, Kak n306paxeHns
nmnopTupytotca B TiImageCollection, He 3akpbiBasi AManoroBoe OKHO.
6. Haxmute OK, 4TOBbl NPUMEHUTL HACTPOMKU U 3aKPbITb AManoroBoe OKHO.
7. Haxmute Apply, 4ToBbl NPUMEHUTL ONpeaenieHHbIn Habop N3MEHEHUIN 1
NPOOOSTKUTbL HACTPOKKY NapaMeTpoB.
8. Haxmute Cancel, 4Tobbl 3aKpbiTb AUANIOroBoe OKHO, B KOTOPOM OyayT
OTMEHEHbI BCE U3MEHEHUS B KOMNNEKUUN N306paxxeHui.
BHumaHue: Ecnu ebl sudume u3obpakeHusi, Komopblie He omobpa)karmcsi KOPPEKMHO
rnocne umnopma u3 mpaduyuoHHoeo Tlmagelist e TImageCollection unu
TVirtuallmageList, Hanpumep, ¢ 6enbimMu Kpasmu unu OpyaumMu apmeghakmamu,
noxarnytcma, rnpoeepbme ceoticmeo TlmagelList ColorDepth. WHoz0a 0Onsi cnucka
BpemMeHUFMX wmoxem 6bimb ycmaHo8reHo 3HadyeHue cd32Bit, 8 mo epems Kak
u306paxxeHusi, Komopble OH cOOepXXum, Ha camMom desne sgnsamcs 24-6umHbiMu unu 16-
6umHbIMu. Y6edumecs, ymo 0nsi ImageList ycmaHosneHa anybuHa usema e cd32Bit, ecriu
pacmposbie u306paxeHusi, Komopble OH codepxxum, OelicmeumersibHO 32-pa3psiOHble,
8KJIH0Yas anbga-KaHarl.

cnonb3oBaHue BuUpTyanbHOro KomrnoHeHTa ImageList

TVirtuallmageList nossonsieT BaM CreHepupoBaTb CMUCOK W300pakeHuhn U NPUMEHUTb
N3MEHEHNS KO BCEM N300paXKeHMsIM O4HOBPEMEHHO.
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TVirtuallmageList wncnonb3yetr TCustomIimageCollection (TImageCollection) ans
CO34aH1s ANHAMUYECKOTO CrMcka BHYTPEHHUX N306paXxKeHuI.

C nomouwbto TVirtuallmagelList Bbl MOXeTe 3agaTb NOMb30BaTENbCKME CBOMCTBA LUMPUHBLI U
BbICOTbl, 1 KOMMOHEHT aBTOMaTM4yeckn macwtabupyeT Bce nsobpaxeHus. Npu nameHeHun
paspeLlleHns n3obpakeHmst MacTabupyroTca Ansi NpaBuibHOro 0TobpaxXeHnsa Ha aucnnesax
C BbICOKMM paspeLleHNEM.

lpumeyaHue: TVirtuallmagelList asmomamuyecku Hacriedyem DPIl ceoezo enadersnbua
(TCustomForm unu TCustomFrame) npu ux macwmabuposaHuu.
AnemeHmsl ynpaeneHuss VCL moz2ym ucnonb3oeams TVirtuallmagelist 6e3 usmeHeHud,
MOCKOJIbKY OH yHacriedogaH om TCustomimageList.

lpumeyvaHue: Ymobbl 0obaenssmb, ecmaensmb U / UnU 3aMeHsmb pacmpoebie
uszobpaxeHus e TVirtuallmagelist, 8bl Q0/mKHbI ucronb308amb Memodbi Orisi dobasrieHus,
ecmaekKu U / unu 3aMeHbl 351EMEHMO8 U3 KONJeKLUUU N300paxxeHun.

PepakTop KOMMNOHEHTOB BUPTYyaribHOro CMcKa n3oopaxeHumn

UT0Obl MMEeTb BO3MOXHOCTb WCMOMb30oBaTb KOMMOHeHT Virtual Imagelist u pegaktop
KOMMOHEHTOB, BaM HeobxoaMMO cHadana ycTaHoBuTb cBoncTBOo ImageCollection B
MHcnekTope 06bEKTOB.

UTobbl OTKpbITb BUpTyanbHbIA penakTop Cnucka uU3obpaxeHWW, Bbl MOXETe OBaxabl
LLLESIKHYTb KOMMOHEHT B (hopMe Mnn LLENKHYTb NO HEMY MPaBOW KHOMKOW MbIlK U BblGpaTb
onuuio NMokasaTb peaakTop Cnucka n3obpaxeHUNn... B KOHTEKCTHOM MEHIO.

Ecnu Bbl ycTtaHoBuTe Ond cBouctBa Aemo3arnosiHeHue 3HadyeHwe True, CrncoK
BUPTYyanbHbIX M306paxeHnn OyaeT aBTOMAaTUYECKU 3arnofiHEH BCEMU U300pakKeHusasMn u3
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konnekumn. B npoTMBHOM cny4ae Bbl MOXeTe Bpy4YHylo [06aBUTb M300pakeHus U3
KOMMNeKLUMM B CNINCOK, MCMONb3ys PeaakTop Crncka n3obpaykeHui.

@ virtual Image List Editor X

Images
All Add...
[] And Disabled Copy
Add Disabled...

Replace...
Set Category...

Disable All

Reload
Delete
Clear

Selected Image

Mame Index
[ ] Disabled

Description

Ok Apph Cancel Help

OkHo Pe,anTopa CNMUCKa BUPTYyalibHbIX V|306pa>|(e|-|m7| no3BOJIAET ,D,O6aBJ'I9|Tb
M3o6pa>|<eH|/|;| B KOMIOHEHT, BKIOYaTb OTKIMHOYEHHbIE BEPCUn |/|306pa>|<eH|/u7| “n
OopraHm3oBbIiBaTb UX MO KaTeropndam.

Haxmute Add, 4ToObl OTKPbITL COOTBETCTBYIOLLYIO KOMMEKUUO M30bpaxkeHnii u BbibpaThb
N300paxeHnsl, KOTopble Bbl XOTUTE BKMYUTL B CMUCOK BUPTYamnbHbIX M306paxeHuin. Bbl
MOXeTe BblbpaTb onpeaeneHHble 3o0paxeHns 13 Konnekumnm n3obpaxeHuin nnm Bolbpatb
BCE M300paXeHNs1 U3 KOSNEKLMN UMW CYLLIECTBYIOLLIEN KaTEropuu.,

Kpome TOro, OKHO pefaKkTtopa Crnncka BUpTyalribHbIX |/|306pa>|<eH|/u7| MMeEET cneayowmne onunn:

* J[lo6baBuTb OTKNOUYEHO: [1o3BoONSET co3gaBaTh N A06aBNATL BEPCUM BbIOPaAHHbIX
n306pakeHnIn ¢ MeHbLLEN HENPO3PAYHOCTLIO UM B OTTEHKAX ceporo. BHeLwHun
BWUA, OTKMIOYEHHbIX 300paxkeHn perynupyeTtcsa ceonctBamu DisabledGrayscale
n DisabledOpacity cnucka nsaobpaxxeHumn.
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» JlobaBUTb € OTKNOYEHHOM Konuen: [lo3sonseT obaBnATb n3o0bpaxeHnsa n3
CBSI3aHHOW KONMeKkuun n3obpaxxeHmi n1 OogHOBPEMEHHO co3aaBaTth M 4obaBnATb
OTKIHOYEHHbIE BEPCUM BbIOPaAHHbIX BamMu M300paXXeHW.

> 3ameHuTb: [o3BonsieT 3aMeHUTb BblibpaHHOE n3obpakeHune.

BHumaHue: Bbl moxeme 3ameHuUmb uzobpaxeHue 8 komrioHeHme Criucok aupmyarbHbIX
uszobpaxeHull mosnbKo u30bpaxeHuem U3 KomrioHeHma Kornnekuuss u3obpaxkeHud,
KoOmopo20o Hem 8 criucke uzobpaxxkeHuu, 0obasrieHHbIX 8aMu paHee.

» YcTaHOBUTb KaTteroputo: [o3BonseT rpynnmpoBaTb n3obpaxeHns no
kaTeropusM. Ytobbl co3gaTtb kaTeroputo, Bbibepute n3obpaxxeHns, KoTopble Bbl
XOTUTE BKITOUYUTb B KATETOPUIO, U HAXKMUTE YCTAaHOBUTb KaTeropuio ..., BBeante
Ha3BaHue kaTeropumn n Haxmute OK, 4ToObl 0TOOpPa3nTb ee B cnvcke Kateropumn.
PepakTop koMmnoHeHTOB [00OaBNsIeT Ha3BaHWE KaTeropmm K Ha3BaHUo
n3obpaxeHus.

» CpenaTb Bce OTKNK4YeHHbIMU: [1peobpasyeT nobaBreHHble BaMu paHee
n306pakeHns B OTKIMOYEHHbIE.



@ virtual Image List Editor x

Images
All —— Add...
\/ l ‘ Abc DAnd Disabled Copy
| AddDisabled..
TCheckBox TColorBox TLabel
Replace...

Set Category...
» —'—
’:lu et Disable All

TSavePictureDialog TTrackBar
Reload

Delete

Clear

Selected Image

Mame Index
TCheckBox 0 [] Disabled
Description
1616, o, ad v
32x32
48x48

Apply Cancel Help

Mocne pobaBneHus nsobpaxeHun B KOMNOHEHT "CnMCOK BUPTYyasibHbIX M300paxeHnn" Bbl
MOXeTe BbINONHUTL cneayoLlne JencTBus:

> [epe3arpys3ka: nepesarpyxaeT Ha3aBaHUA N onNMcaHnsa N3obpakeHnn n3a
Konnekyuu usobpaxeHud.

> Ypanutb: Yaansaet BolOpaHHoe nsobpaxeHue unu rpadgmyeckue nobpaxeHus
13 KoMnoHeHTa Cnucka BUpTYyanbHbIX M300paXXeHu.

*  O4umncTuTb: YaanseT Bce n3obpakeHns u3 Konnekumu.

* HasBaHue: N3ameHnTE Ha3BaHne n3obpakeHus.

* OnucaHue: HasHaybTe NONb30BaTENbCKOE ONUcaHme Ans n3obpaxeHus.

icnonb3oBaHWe KOMMOHEHTa N300paXKeHUs C HECKONbKUMMU
paspeLleHnaMm

KomnoHeHT TVirtuallmage noggepXuBaeT HECKONbKO paspelleHnn Ans KOMMOHEHTA,
nogobHoro TImage. MICTOYHMKOM M300paKeHUN ABMSETCA KOMMEKUNS N300pakeHnn, u oHu
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MOFYT MMETb HECKOJbKO pa3peLLeHunii B 3aBUCUMOCTH oT DPI akpaHa. KoMNoHEeHT ncnonbayeT
COOTBETCTBYIOLLYIO BEPCUIO B 3aBUCHMOCTM OT OTOGpaXKaemMoro MoH1UTopa.

HekoTopbiMM HacTpoMkamMu KOHUrypaumm W KAYEBbIMW  CBOWCTBAMW  KOMIMOHEHTa
Virtuallmage saBnstTca: ImageCollection, imageHeight, Imagelndex, ImageName w
imageWidth.

Object Inspector

Virtuallmagel TVirtuallmage

Properties Events 0
Hint ~
ImageCollection ImageCollectionl
ImageHeight 0
Imagelndex 0
ImageMame checked
ImageWidth 0
Left 216
LiveBindings LiveBindings
LiveBindings Designer LiveBindings Designer
Margins (TMargins)

Name

ParentCustomHint True

ParentShowHint True

Popuphenu —

Korga Bbl ncnonb3yeTe NorMky maclutabrupoBaHusa pacTpoBOro nsobpaxkeHus ons nnaBHOro
pucosaHna nwboro TGraphic VCL npu macwrtabupoBaHun (Hanpumep StretchDraw),
cywecTByeT knacc TScaledGraphicDrawer, nossonsoowun macwtabupoBatb PUCYHOK Ha
nety ons pasHbix TGraphic knaccoB ¢ Bbi3oBamMu Tuna:

myBitmap.EnableScaler(TD2DGraphicScaler);

N306paxeHnel.KapTtuHka.lpadpunyecknin.EnableScaler(TWICGraphicScal
er);

PasnunyHble pelleHuns npegnaratoT KOMOUHaLUMKM NyyLero unm xyawero pengepuHra un bonee
Me,EI,J'IeHHOI7I nnn yCKOpeHHOVI pa6OTbI npon3BoANTESIbHOCTb. Bbl mMoxeTte Hanucatb

nonb3oBatenbckun TScaledGraphicDrawer npou3BogHble  Knacchl, onpegendwoouwme
AOMNOSTHUTENbHbIE anropuTMbl MaclLUTabnpoBaHus.

[TprMepbl U3 MPaKTUKK

Komnonenmsr TVirtuallmageList macwTabupytotca B cootBeTctBum ¢ DPI dopmbl, Ha
KOTOPOM OHU pasMeLlleHbl. OTO MO3BOMSAET dfieMeHTaM YrpaBneHus nNpu pucoBaHUM 3TOW
dopMbI C MOMOLLbIO CMNCKa N306paXeHnn Bcerga pycoBaTb B HY)XKHOM MacLuTabupoBaHHOM
paspeleHmn. OgHako 3TO O3HA4YaeT ABe BELUU:

¥ OnemeHTbl ynpaBneHust Bcerga AoS/MKHbI CCblaTbCsa Ha CNMCOK N306paXkeHni B
OAHOM 1 ToU Xe oopme. Ecnn anemMeHT ynpaBneHus CCblflaeTcs Ha CNNCOK
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n3obpaxeHun B gpyron oopme, To, koraa aAse bopmbl UMEKT pasHbii DPI,
Hanpumep, HAaXOAATCA Ha pa3sHbIX 3KpaHax, n3obpakeHns MoryT oTobpaxkaTbCs
HenpaswuI1bHO.

¥ TVirtuallmagelist Bcerga cnegyet pasmewatb B oopme, a He B Moayrie
AaHHbIX. POPMbI UMEKT COOTBETCTBYOLWMIA MOHUTOP 1 DPI; Moaynu gaHHbIX -
HeT. TImageCollection MOXHO pa3MecTUTb rae yrogHo, MOCKONbKY OHU SBMSIOTCA
NPOCTO UCXOOHLIM KOOOM U He noaBepXXeHbl usmeHeHnam DPI: oHu aBnatoTca

NCXOOHbIM KOOOM, @ CMNCOK BUPTYarnbHbIX N306pakeHUn - Nnpe3eHTaumnen.
Taknm obpasom, ecnm anemMeHTbl ynpaBneHns B (oopMe UCMOonb3YT CMNCOK n306paxeHnn,
Bcerga pasmMewjante oaMH unu Heckonbko TVirtuallmagelists B atom copme u nyctb
3NeMeHTbI YrpaBIieHUs CCbINatTCs TOMbKO Ha 3TN NoKanbHbIE CMUCKU N306paXeHnin TON xe
dopmbl. Bce atn TVirtuallmagelLists mMoryT OTHOCUTLCA K OOHOMY W TOMY Xe
TIimageCollection.

BupTtyanbHaa konnekuusi u300paXeHWn - OYeHb [MOME3HbI 3NEMEHT YynpaBneHus,
OTAENAKWMIA KOHUEeNUUo Konnekuun wusobpaxenHumn (TimageCollection) ot Habopa
n3obpaxeHnrn onpegeneHHoro pasmepa, XoTa WU macwTtabupyemoro ¢ DPI
(TVirtuallmagelList). U3ameHeHne DPI He BNuAeT Ha KOMNNEKUMo N300paXKeHUn, NOCKOSbKY
3TO MNpPOCTO KOHTeuHep. BupTyanbHble CAUCKM WM3006paXkeHMn MOryT ccblfaTbCa Ha
n3obpaxeHns 13 Konnekumn B apyron oopme unm moayne aHHbiX. XOpownm AU3aiHOM
SABNAETCA Hanuune eguHON KONnekuuMm unsobpaxeHurn Onsa CBA3aHHbIX M306paxkeHun -
CKakeM, BCEX M300paKeHu naHenm UHCTPYMEHTOB U MEHIO - B FMaBHOW dhopMe Ballero
NPUIIOXEHUS UMK, YTO eLLe ny4dlle, B Moayne obwmx AaHHbIX. Kaxgas ns gpyrux dopm dyaet
UMEeTb CBOW COBCTBEHHbIV CMMCOK BUPTYanbHbIX U306paxeHnn, cneumduyHbli NS KaXKaomn
dopMbl, rae 3TU CNUCKN N306paKeEHMIN MCNOSb3YIOT LIEHTPASTbHYHO KOMNEKL M0 N300paXKeHU.

Heckonbko pa3mepoB

Ecnn BamM HyXXHO HECKONbKO pa3MepoB OOHOMO M TOro e n3obpaxkeHus, Hanpumep, ANg
TListView co cBouctBamm Smalllmages wu Largelmages, wucnonb3ymnte pABa
TVirtuallmageLists, kak npu mcnonb3oBaHMM TpaguuMoHHbIX Tlmagelists. Ob6a cnuvcka
BUPTYyasibHbIX N306pa)KeHN OTHOCATCS K O4HOM M TOM e KONNeKunmn n3obpaxxeHun.

NMoomepXKa BbLICOKOro paspelieHusi B BaliUX NPUITOXKEHUNAX:
NMpeobpa3oBaHue CTapbiX CNMUCKOB BPEMEHU

O6blyHO  npunoxeHnmss VCL  nepeBogsatcss € ucnonb3oBaHus  Tlmagelists  Ha
TVirtuallmagelLists, 4YTO nNO3BONSET YNyYWWUTb KaA4yecTBO W300paxeHus, a Takke
cnocobCTBYyeT NoAAep)KKE BbICOKOrO paspeLLeHus.

TVirtuallmageList ssnaeTca notomkom TCustomlmagelist, NO9TOMy SIBNFETCA 3aMeHON Ha
YPOBHE KoAa, a Takke npegocraBnsaeT cBoUcTBO geckpuntopa HIMAGELIST ans npamoro
Bbl3oBa metoaoB Windows API.

CyliecTByeT ABa npeanaraemMblix noaxoaa K npeobpasoBaHWIo BaLLEro NPUMoXKeHUs Ans
MCMONb30BaHMSA HOBbIX CMMCKOB M306paXKeHU C BbICOKUM paspeLleHneMm.

Bo-nepBbIx, Bbl TaKKe MOXeTe OAHOBPEMEHHO OOHOBUTbL CBOW WKOHKM C Bonee ctaporo
cTuna Ha ©Oonee COBPEMEHHbLIN WM C npo3padyHocTbio colorkeyed go 32-O6UTHbIX


ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:vcl.chm::/Vcl.ImageCollection.TImageCollection.htm
ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:vcl.chm::/Vcl.ImageCollection.TImageCollection.htm
ms-its:vcl.chm::/Vcl.ImageCollection.TImageCollection.htm
ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:fmx.chm::/FMX.ListView.TListView.htm
ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:fmx.chm::/FMX.ImgList.TImageList.htm
ms-its:fmx.chm::/FMX.ImgList.TImageList.htm
ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:fmx.chm::/FMX.ImgList.TCustomImageList.htm

n3obpaxeHun ¢ anbda-kaHanom. Ecnun Bbl caenaeTte 3TO, BaM MOXET OKa3aTbCsl Mpolle
BCEro npocto fob6aBuTb MX B HOBYH KOMMEKUUo n3obpakeHun, co3gaTb HOBbIE CMMCKM
N306paxxeHnn N M3MEHUTb CBOW KOMMOHEHTbI, YTOObI OHM YyKa3biBanu Ha HOBbIE CMWCKU
n3obpaxeHunn.

Bo-, BMECTO 3TOro Bbl MOXETE 3aXOTETh BbIMONHATL OOHOBMEHME LLAr 3a LWaromM, NoCTENEHHO
3aMeHsIs cTapble M300paXKeHust UNn gaxe He 3aMEHSATb UX BOBCE (XOTS Mbl peKoMeHAyeMm
BOCMOMb30BaTbCA MNoAAepXKKoM anbda-kaHana 32bpp B HoBoW cucteme). [Ona aTtoro
pasmectute TImageCollection, WenkHMTE NpaBon KHOMKOW MbilK 1 BbIGepuTe 3arpy3ntb U3
cywecTtByrouwero Timagelist(oe). Beibepute cnucku msobpaxeHun n Bbibepute nmnbo
Ao6aBunTb M30bpaxkeHne, NMbo ob6beanHUTL N306pakeHnsa, ecnn OHK cogepkaT OgHM U Te
Xe n3obpaxeHnss B HECKONbkMX paspelueHnsax. CmoTtpute Timagelist B TImageCollection,
3arpyaute cywectBytowmn Timagelist B TImageCollection Bblwe Ans nonyyYyeHUss NOsHON
NHdopMaL K.

OTO NpmBeaeT K TOMy, YTO Balla KOSnekunsa naobpaxkeHun bygeT cogepkaTb Balln cTapble
n3obpaxeHus. XoTs Npu UCrNonb30BaHNN CTapblX U300paXKeHW Bbl HE YBUOUTE YBESTUYEHMS
KayecTBa rpadukm unm npo3payvyHoCTn, Kak npu MCnonb30BaHUN HOBbIX M300paeHun, 3aTo
no3BosiieT MacwTabupoBaTb NM300pakeHns B COOTBETCTBUM C paspelwieHnem DPI kaxgown
dopmbl. Co3ganite HoBble KOMMOHeHTbl TVirtuallmagelist B kaxgon dopme n gobasbTe
n3o00paxxeHns 13 Komnekumn: oHuM ByayT COXpaHsiTb TOT e OTHOCUTESbHbIA NOPSAOK, a
3HaAYUT, T€ XXE€ WMHOEKCbI, €CNN TOSMbKO B KOMNSEKUUN YyXKe He Bbino mnsaobpaxeHuin. 3atem
N3MEHNTE CBOWN KOMMOHEHTbI, YTOObI ncrnonb3oBaTtb HoBble TVirtuallmageLists.

NnaBHoe macwTabupoBaHue npu pucoBaHuu Ha TCanvas

TCanvas.StretchDraw nossonseT oTpucosBbiBaTb TGraphic B Buage nNpown3BOSbHOMO
npAMOYrosibHUKa. XoT4a peanusauusa nogknacca TGraphic onpegenseT, kak 3To caenartb, Ha
npaktuke npu pucosaHum VCL (Hanpumep, ans TBitmap) o6blMHO wmcnonb3yeTcs
nepeguckpeTusaumnsa bnuxanwero cocega yepes GDI, 4To 4acTo He NPUBOAUT K naearibHOMy
MacLTabrupoBaHUIO UM PacTArMBaHUIO Ka4yecTBa U30bpaXxeHus.

Bbl MoxeTe ncnonb3oBaTb TImageCollection, 4Tobbl coxpaHuUTb n3obpaxkeHne (BHYTPEHHEe
COXpaHEHHOe Kak M HapucoBaHHoe ¢ nomowpo WIC) m HapucoBaTb €ro B Buae
NPON3BOSbHOIO NMPAMOYrofibHMKA. Mpy 3TOM ByaeT Mcnonb30BaTbCA BbICOKOKAYECTBEHHAA
nepeguckpeTuaums.
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ms-its:vcl.chm::/Vcl.VirtualImageList.TVirtualImageList.htm
ms-its:vcl.chm::/Vcl.ImageCollection.TImageCollection.htm
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