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BBenenne
OpenGL sBnsercs omHUM M3 CaMBIX MONYISAPHBIX MPUKIAAHBIX MPOTPAMMHBIX

unrepdeiicor (APl — Application Programming Interface) mis pa3paboTku TpPUIIOKECHUH B
o0acTu ABYMEPHOI U TpeXMepHOU rpaduKH.

Cranmapr OpenGL (Open Graphics Library — otkpbiTas rpaduueckas 6ubanoTeKa) ObLa
paspabotan u yrBepxkAeH B 1992 romy Benyummu ¢upMamMu B 00nacTd  pa3paboTKu
OpOrpaMMHOTO  oOecrieueHus Kak A(QQEKTHBHBIA ammapaTHO-HE3aBUCHMBIN HHTEpdeiic,
OPUTOAHBIA IS peanu3aly Ha pasnuuHbiX Iuiatdopmax. OCHOBOM craHjapra crana
oubmoreka IRIS GL, paspaborannas ¢pupmoii Silicon Graphics Inc.

Ha cerognsiramii nens rpaduueckas cucrema OpenGL nmoxnepxuBaercs: 60IbITHHCTBOM
NPOM3BOJUTENCH aNmapaTHbIX W MPOTPaMMHBIX MargopMm. DTa cucTeMa AOCTYIHA TeM, KTO
paboraer B cpeme Windows, mosb3oBarensiM  kommbioTepoB  Apple.  CBobGomgHO
pacnpoctpansiembie koabel cucteMbl Mesa (rmaker APl na 6a3e OpenGL) MOXHO KOMIHIIMPOBATh
B OOJIBIIMHCTBE OMEPAI[HOHHBIX CHCTEM, B TOM 4rcie B Linux.

XapaktepubiMu ocobeHHocTsIME OpenGL, koTtopble oOecnednsn pacrnpoCTpaHCHHUE H
pa3BUTHE 3TOTO rpaUIECKOTO CTAHAPTA, SIBIISIOTCS:

CrabuibHOCTh. [lomoNHeHUsT U U3MEHEHUsl B CTaHIapTe peaiu3yloTcs TaKUM o0pa3oM,
YTOOBI COXPaHUTh COBMECTUMOCTH C pa3pabOTaHHBIM paHee MPOrPaMMHBIM 00ECTIEUCHUEM.

Hanexnocts un nepenocumocTts. [lpunoxenus, ucrnons3ytonme OpenGL, rapanTupyor
OJIMTHAKOBBIN BU3YyaJbHBIN PE3yJbTaT BHE 3aBUCHMOCTH OT THIIA MCIIOIB3YEMOW OTEepariMmoOHHON
CHCTEMBl M OpraHu3aluu oroOpaxeHus uHpopmanuu. Kpome TOro, 3T NpUIIOKEHHS MOTYT
BBIMOJIHATBCSI KaK Ha IIEPCOHANbHBIX KOMIIBIOTEpaX, TaKk M Ha padoyMx CTaHUMAX U
CYNEepKOMIBIOTEpax.

Jlerkocts mpumenenus. Crapmapr OpenGL wumeer mnpomymMaHHYIO CTPYKTypy |
UHTYUTHBHO TIOHATHBIA HHTepdeiic, 4YTO MO3BOJSET C MEHBUIMMU 3aTrpaTaMH CO3]aBaTh
3 peKTUBHbIE MPUIOKEHUS, COACPIKAIMEe MEHbIIE CTPOK KOJIa, YeEM C UCIOJIb30BaHUEM APYIHX
rpadpuueckux Oubmuorek. HeoOxomumble GyHKIUM JUIsi OOECHEYeHUs COBMECTUMOCTH C
pa3IUYHBIM O0OpPYIOBAaHMEM pEaTM30BaHbl HAa YPOBHE OWMOIMOTEKM W 3HAUUTEIHHO YIPOIIAIOT
pa3paboTKy NPUIOKEHUI.

Hanuune xopormrero 6a3oBoro makera Juisi paOOThl ¢ TPEXMEPHBIMHU NPHIOKECHUSAMU
yIpoIIaeT TOHMUMaHUE CTYICHTaMH KIIOYEeBBIX TEM Kypca KOMITBIOTEPHOH Tpadukud —
MOZIETTUPOBAHNAE TPEXMEPHBIX OOBEKTOB, 3aKpalldBaHHE, TEKCTYPUPOBAHHE, aHUMAIUIO U T.JI.
Iupokue ¢yHKIMOHANBHBIE Bo3MoxHOCTH OpenGL cayxar xopommm QyHIaMeHTOM JUist

H3JIOKCHUA TCOPCTHYCCKUX U NTPAKTUYCCKUX ACIICKTOB IIPCAMCETA.



1.0cHoBHOM TekcT Lazarus.

{ TExampleForm }

constructor TExampleForm.Create(TheOwner: TComponent);
begin
inherited CreateNew(TheOwner);
if LazarusResources.Find(ClassName)=nil then begin
SetBounds((Screen.Width-800) div 2,(Screen.Height-600) div
2,800,600);
Caption:='LCL example for the TOpenGLControl’;

Application.Onldle:=@IdleFunc;
OnResize:=@FormResize;
blended:=false;

lighted:=false;
ParticleEngine:=TParticleEngine.Create;

ExitButton1:=TButton.Create(Self);
with ExitButtonl do begin
Name:="ExitButtonl";
Parent:=Self;
SetBounds(320,10,80,25);
Caption:="Exit';
OnClick:=@ExitButton1Click;
end,;

LightingButton1:=TButton.Create(Self);
with LightingButton1 do begin
Name:="LightingButton1';
Parent:=Self;
SetBounds(220,0,80,25);
Caption:='Lighting’;
OnClick:=@LightingButton1Click;
end;

BlendButton1:=TButton.Create(Self);
with BlendButtonl do begin
Name:='BlendButton1';
Parent:=Self;
SetBounds(220,0,80,25);
Caption:='Blending’;
OnClick:=@BlendButton1Click;
end;

MoveCubeButton1:=TButton.Create(Self);
with MoveCubeButtonl do begin
Name:='"MoveCubeButton1’;
Parent:=Self;
SetBounds(320,10,80,25);
Caption:='Move Cube';
Checked:=false;
OnClick:=@MoveCubeButton1Click;
end;

MoveBackgroundButton1:=TButton.Create(Self);
with MoveBackgroundButton1 do begin
Name:="MoveBackgroundButton1';
Parent:=Self;
SetBounds(320,10,80,25);
Caption:="Move Back’;
Checked:=false;
OnClick:=@MoveBackgroundButton1Click;
end;

RotateZButton1:=TButton.Create(Self);

with RotateZButtonl do begin
Name:='RotateZButtonl’;
Parent:=Self;
SetBounds(320,10,80,25);
Caption:='P. Respawn’;
Checked:=false;
OnClick:=@RotateZButton1Click;

end;

RotateZButton2:=TButton.Create(Self);
with RotateZButton2 do begin
Name:="RotateZButton2";

Parent:=Self;

SetBounds(320,10,80,25);

Caption:='P. Blending';

Checked:=false;

OnClick:=@RotateZButton2Click;
end;

HintLabel1:=TLabel.Create(Self);

with HintLabell do begin
Name:="HintLabell’;
Parent:=Self;
SetBounds(0,0,280,50);
Caption:='Demo’;

end;

/I resize the components first, because the opengl context needs
some time to setup
FormResize(Self);

OpenGLControl1:=TOpenGLControl.Create(Self);
with OpenGLControll do begin
Name:='OpenGLControl1";
Parent:=Self;
SetBounds(10,90,380,200);
OnPaint:=@0OpenGLControl1Paint;
OnResize:=@OpenGLControl1Resize;
end;

end;
LoadTextures;

/I now resize
FormResize(Self);
end;

destructor TExampleForm.Destroy;
var i: integer;
begin
for i:=0 to 2 do begin
Textures[i]:=0;
FreeAndNil(MyglTextures[i]);
end;
FreeAndNil(ParticleEngine);

inherited Destroy;
end;

procedure TExampleForm.LoadTextures;

procedure LoadglTexture(Filename:string; Image: TglTexture);
begin
Filename:=ExpandFileNameUTF8(Filename);
if not LoadglTexlmage2DFromPNG(Filename,Image) then
begin
MessageDIg('File not found',
‘Image file not found: '+Filename,
mtError,[mbOKk],0);
raise Exception.Create('Image file not found: '+Filename);
end,;
end;

var
i: Integer;
begin
for i:=0 to 2 do begin
Textures[i]:=0;
MyglTextures[i]:=TglTexture.Create;
end;
{loading the texture and setting its parameters}

LoadglTexture('data/particle.png’,Mygl Textures[0]);

LoadglTexture(‘data/texture2.png',Mygl Textures[1]);

LoadglTexture('data/texture3.png',Mygl Textures[2]);
end,



1

1 Particle Engine

1

constructor TParticleEngine.Create;

var i: integer;

begin
for i:=1 to 2001 do Particle[i]:=TParticle.Create;
Xspawn:=0;

end,

destructor TParticleEngine.Destroy;

var i: integer;

begin
for i:=1 to 2001 do FreeAndNil(Particle[i]);
inherited Destroy;

end;

procedure TParticleEngine.DrawParticles;
var i: integer;
begin
for i:=1 to 2001 do begin
glPushMatrix;
glTranslatef(Particle[i].x, Particle[i].y, Particle[i].z);
glCallList(ParticleList);
glPopMatrix;
end;
end;

procedure TParticleEngine.RespawnParticle(i: integer);
begin
if (xspawn>2) and (direction=true) then direction:=false;
if (xspawn<-2) and (direction=false) then direction:=true;
if direction then
xspawn:=xspawn+0.0002*(timer/10)
else
xspawn:=xspawn-0.0002*(timer/10);
Particle[i].x:=xspawn;
Particle[i].y:=-0.5;
Particle[i].z:=0;
Particle[i].vx:=-0.005+GLFloat(random(2000))/200000;
Particle[i].vy:=0.035+GLFloat(random(750))/100000;
Particle[i].vz:=-0.005+GLFloat(random(2000))/200000;
Particle[i].life:=GLFloat(random(1250))/1000+1;
end;

procedure TParticleEngine.MoveParticles;
var i: integer;
begin
for i:=1 to 2001 do begin
if Particle[i].life>0 then begin
Particle[i].life:=Particle[i].life-0.01*(timer/10);
Particle[i].x:=Particle[i].x+Particle[i].vx*(timer/10);

Particle[i].vy:=Particle[i].vy-0.00035*(timer/10); // gravity
Particle[i].y:=Particle[i].y+Particle[i].vy*(timer/10);

Particle[i].z:=Particle[i].z+Particle[i].vz*(timer/10);
end else begin
RespawnParticle(i);
end;
end;
end,

procedure TParticleEngine.Start;
var i: integer;
begin
for i:=1 to 2001 do begin
RespawnParticle(i);
end;
end,

1
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procedure TExampleForm.ldleFunc(Sender: TObject; var Done:

Boolean);
begin

OpenGLControll.Invalidate;

//OpenGLControl1Paint(Self);

Done:=false; // tell Icl to handle messages and return immediatly
end,

I
1 Buttons
Il

procedure TExampleForm.LightingButton1Click(Sender:
TObject);
begin

if lighted then glDisable(GL_LIGHTING) else
glEnable(GL_LIGHTING);

lighted:=not lighted;

OpenGLControll.Invalidate;// not need
end,

procedure TExampleForm.BlendButton1Click(Sender: TObject);
begin

blended:=not blended;

OpenGLControll.Invalidate;
end;

procedure TExampleForm.MoveCubeButton1Click(Sender:
TObject);
begin
MoveCube:=not MoveCube;
OpenGLControll.Invalidate;
end;

procedure TExampleForm.MoveBackgroundButton1Click(Sender:
TObject);
begin
MoveBackground:=not MoveBackground,
OpenGLControll.Invalidate;
end;

procedure TExampleForm.RotateZButton1Click(Sender: TObject);
begin

ParticleEngine.Start;

OpenGLControll.Invalidate;
end;

procedure TExampleForm.RotateZButton2Click(Sender: TObject);
begin
ParticleBlended:=not ParticleBlended;
OpenGLControll.Invalidate;
end;
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procedure TExampleForm.FormResize(Sender: TObject);

begin
if OpenGLControl1<>nil then

OpenGLControll1.SetBounds(10, 30, Width-120, Height-40);

ExitButtonl.SetBounds(Width-90, 5, 80, 25);
LightingButton1.SetBounds(Width-90, 180, 80, 25);
BlendButtonl.SetBounds(Width-90, 210, 80, 25);
MoveCubeButtonl.SetBounds(Width-90, 50, 80, 25);
MoveBackgroundButtonl.SetBounds(Width-90, 80, 80, 25);
RotateZButtonl.SetBounds(Width-90, 115, 80, 25);
RotateZButton2.SetBounds(Width-90, 145, 80, 25);
HintLabell.SetBounds(10, 0, 80, 25);

end,

procedure TExampleForm.ExitButton1Click(Sender: TObject);
begin

Close;
end;

procedure TExampleForm.OpenGLControl1Paint(Sender:
TObject);



procedure myinit;

begin
{init lighting variables}
{ambient color}
lightamb[0]:=0.5;
lightamb[1]:=0.5;
lightamb[2]:=0.5;
lightamb[3]:=1.0;
{diffuse color}
lightdif[0]:=0.8;
lightdif[1]:=0.0;
lightdif[2]:=0.0;
lightdif[3]:=1.0;
{diffuse position}
lightpos[0]:=0.0;
lightpos[1]:=0.0;
lightpos[2]:=3.0;
lightpos[3]:=1.0;
{diffuse 2 color}
light2dif[0]:=0.0;
light2dif[1]:=0.8;
light2dif[2]:=0.0;
light2dif[3]:=1.0;
{diffuse 2 position}
light2pos[0]:=3.0;
light2pos[1]:=0.0;
light2pos[2]:=3.0;
light2pos[3]:=1.0;
{diffuse 3 color}
light3dif[0]:=0.0;
light3dif[1]:=0.0;
light3dif[2]:=0.8;
light3dif[3]:=1.0;
{diffuse 3 position}
light3pos[0]:=-3.0;
light3pos[1]:=0.0;
light3pos[2]:=0.0;
light3pos[3]:=1.0;
{fog color}

fogcolor[0]:=0.5;
fogcolor[1]:=0.5;
fogcolor[2]:=0.5;
fogcolor[3]:=1.0;

end;
const GLInitialized: boolean = false;

procedure InitGL;

var
i Integer;

begin
if GLInitialized then exit;
GLInitialized:=true;
{setting lighting conditions}
glLightfv(GL_LIGHTO0,GL_AMBIENT,lightamb);
glLightfv(GL_LIGHT1,GL_AMBIENT,lightamb);
glLightfv(GL_LIGHT2,GL_DIFFUSE lightdif);
glLightfy(GL_LIGHT2,GL_POSITION,lightpos);
glLightfv(GL_LIGHT3,GL_DIFFUSE,light2dif);
glLightfv(GL_LIGHT3,GL_POSITION,light2pos);
glLightfv(GL_LIGHT4,GL_POSITION,light3pos);
glLightfv(GL_LIGHT4,GL_DIFFUSE,light3dif);
glEnable(GL_LIGHTO0);
glEnable(GL_LIGHT1);
glEnable(GL_LIGHT2);
glEnable(GL_LIGHT3);
glEnable(GL_LIGHT4);

glGenTextures(3, @textures[0]);
for i:=0 to 2 do begin
gIBindTexture(GL_TEXTURE_2D, Textures[i]);

glTexParameterf(GL_TEXTURE_2D,GL_TEXTURE_WRAP_S,
GL_CLAMP_TO_EDGE);

glTexParameterf(GL_TEXTURE_2D,GL_TEXTURE_WRAP_T,

GL_CLAMP_TO_EDGE);

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MAG_FIL
TER,GL_LINEAR);

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN_FILT
ER,GL_LINEAR);

glTexlmage2D(GL_TEXTURE_2D,0,3,MyglTextures[i].Width,M
yglTextures[i].Height,0
,GL_RGB,GL_UNSIGNED_BYTE,MyglTextures[i].Data);
end;

glTexEnvf(GL_TEXTURE_ENV,GL_TEXTURE_ENV_MODE,G
L_MODULATE);

{instead of GL_MODULATE you can try GL_DECAL or
GL_BLEND}

glEnable(GL_TEXTURE_2D); Il enables 2d textures

glClearColor(0.0,0.0,0.0,1.0); // sets background color

glClearDepth(1.0);

glDepthFunc(GL_LEQUAL); /] the type of depth test to do

glEnable(GL_DEPTH_TEST); /I enables depth testing

glShadeModel(GL_SMOOTH); / enables smooth color
shading

{blending}

glColor4f(1.0,1.0,1.0,0.5);  // Full Brightness, 50% Alpha (
NEW)

glBlendFunc(GL_SRC_ALPHA, GL_ONE);
glLightModeli(GL_LIGHT_MODEL_LOCAL_VIEWER,
GL_TRUE);

{
gIHint(GL_LINE_SMOOTH_HINT,GL_NICEST);
gIHint(GL_POLYGON_SMOOTH_HINT,GL_NICEST);

glHint(GL_PERSPECTIVE_CORRECTION_HINT,GL_NICEST)

/I creating display lists

ParticleList:=glGenLists(1);
gINewList(ParticleList, GL_COMPILE);
gIBindTexture(GL_TEXTURE_2D, textures[0]);
glBegin(GL_TRIANGLE_STRIP);
glNormal3f( 0.0, 0.0, 1.0);
glTexCoord2f( 1.0, 1.0);  glVertex3f(+0.025, +0.025, 0);
glTexCoord2f( 0.0, 1.0);  glVertex3f(-0.025, +0.025, 0);
glTexCoord2f( 1.0, 0.0);  glVertex3f(+0.025, -0.025, 0);
glTexCoord2f( 0.0, 0.0);  glVertex3f(-0.025, -0.025, 0);
glEnd;
glEndList;

BackList:=ParticleList+1;
gINewList(BackList, GL_COMPILE);
gIBindTexture(GL_TEXTURE_2D, textures[2]);
glBegin(GL_QUADS);

{Front Face}
glNormal3f( 0.0, 0.0, 1.0);
glTexCoord2f( 1.0, 1.0);  glVertex3f( 2.5, 2.5, 2.5);
glTexCoord2f( 0.0, 1.0);  glVertex3f(-2.5, 2.5, 2.5);
glTexCoord2f( 0.0, 0.0);  glVertex3f(-2.5,-2.5, 2.5);
glTexCoord2f( 1.0, 0.0);  glVertex3f( 2.5,-2.5, 2.5);
{Back Face}
gINormal3f( 0.0, 0.0,-1.0);
glTexCoord2f( 0.0, 1.0);  glVertex3f( 2.5, 2.5,-2.5);
glTexCoord2f( 0.0, 0.0);  glVertex3f( 2.5,-2.5,-2.5);
glTexCoord2f( 1.0, 0.0);  glVertex3f(-2.5,-2.5,-2.5);
glTexCoord2f( 1.0, 1.0);  glVertex3f(-2.5, 2.5,-2.5);
{Left Face}
gINormal3f(-1.0, 0.0, 0.0);
glTexCoord2f( 1.0, 1.0);  glVertex3f(-2.5, 2.5, 2.5);
glTexCoord2f( 0.0, 1.0);  glVertex3f(-2.5, 2.5,-2.5);
glTexCoord2f( 0.0, 0.0);  glVertex3f(-2.5,-2.5,-2.5);
glTexCoord2f( 1.0, 0.0);  glVertex3f(-2.5,-2.5, 2.5);
{Right Face}
gINormal3f( 1.0, 0.0, 0.0);
glTexCoord2f( 1.0, 1.0);  glVertex3f( 2.5, 2.5,-2.5);
glTexCoord2f( 0.0, 1.0);  glVertex3f( 2.5, 2.5, 2.5);
glTexCoord2f( 0.0, 0.0);  glVertex3f( 2.5,-2.5, 2.5);
glTexCoord2f( 1.0, 0.0);  glVertex3f( 2.5,-2.5,-2.5);



{Top Face}

gINormal3f( 0.0, 1.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);
{Bottom Face}
gINormal3f( 0.0,-1.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);

glEnd;
glEndList;

CubelList:=BackList+1;

glVertex3f( 2.5, 2.5,-2.5);
glVertex3f(-2.5, 2.5,-2.5);
glVertex3f(-2.5, 2.5, 2.5);
glVertex3f( 2.5, 2.5, 2.5);

glVertex3f(-2.5,-2.5,-2.5);
glVertex3f( 2.5,-2.5,-2.5);
glVertex3f( 2.5,-2.5, 2.5);
glVertex3f(-2.5,-2.5, 2.5);

gINewList(CubeList, GL_COMPILE);
gIBindTexture(GL_TEXTURE_2D, textures[1]);

glBegin(GL_QUADS);
{Front Face}
gINormal3f( 0.0, 0.0, 1.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);
{Back Face}
gINormal3f( 0.0, 0.0,-1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);
glTexCoord2f( 1.0, 1.0);

glEnd;

glVertex3f( 0.5, 0.5, 0.5);
glVertex3f(-0.5, 0.5, 0.5);
glVertex3f(-0.5,-0.5, 0.5);
gl\Vertex3f( 0.5,-0.5, 0.5);

gl\Vertex3f( 0.5, 0.5,-0.5);
glVertex3f( 0.5,-0.5,-0.5);
glVertex3f(-0.5,-0.5,-0.5);
gl\Vertex3f(-0.5, 0.5,-0.5);

gIBindTexture(GL_TEXTURE_2D, textures[1]);

glBegin(GL_QUADS);
{Left Face}
gINormal3f(-1.0, 0.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);
{Right Face}
gINormal3f( 1.0, 0.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);

glEnd;

gl\Vertex3f(-0.5, 0.5, 0.5);
glVertex3f(-0.5, 0.5,-0.5);
glVertex3f(-0.5,-0.5,-0.5);
glVertex3f(-0.5,-0.5, 0.5);

glVertex3f( 0.5, 0.5,-0.5);
glVertex3f( 0.5, 0.5, 0.5);
glVertex3f( 0.5,-0.5, 0.5);
gl\Vertex3f( 0.5,-0.5,-0.5);

gIBindTexture(GL_TEXTURE_2D, textures[2]);

glBegin(GL_QUADS);
{Top Face}
gINormal3f( 0.0, 1.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);
{Bottom Face}
gINormal3f( 0.0,-1.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 0.0, 1.0);
glTexCoord2f( 0.0, 0.0);
glTexCoord2f( 1.0, 0.0);

glEnd;

glEndList;

end;

var
CurTime: TDateTime;
MSecs: integer;

begin
inc(FrameCount);

inc(LastFrameTicks,OpenGLControl1.FrameDiffTimeInMSecs);

glVertex3f( 0.5, 0.5,-0.5);
gl\Vertex3f(-0.5, 0.5,-0.5);
glVertex3f(-0.5, 0.5, 0.5);
glVertex3f( 0.5, 0.5, 0.5);

gl\Vertex3f(-0.5,-0.5,-0.5);
gl\Vertex3f( 0.5,-0.5,-0.5);
glVertex3f( 0.5,-0.5, 0.5);
glVertex3f(-0.5,-0.5, 0.5);

if (LastFrameTicks>=1000) then begin

DebugLn(['TExampleForm.OpenGLControl1Paint Frames per

second: ',FrameCount]);
dec(LastFrameTicks,1000);
FrameCount:=0;
end;

if OpenGLControll.MakeCurrent then
begin
if not Arealnitialized then begin

mylnit;
InitGL;
glMatrixMode (GL_PROJECTION); { prepare for and then }
glLoadldentity (); { define the projection }
glFrustum (-1.0, 1.0, -1.0, 1.0, 1.5, 20.0); { transformation }
glMatrixMode (GL_MODELVIEW); { back to modelview

matrix }

glViewport (0, 0, OpenGLControl1.Width,

OpenGLControl1.Height);

{ define the viewport }
Avrealnitialized:=true;
end;

CurTime:=Now;
MSecs:=round(CurTime*86400*1000) mod 1000;
if MSecs<0 then MSecs:=1000+MSecs;
timer:=msecs-LastMsecs;

if timer<0 then timer:=1000+timer;
LastMsecs:=MSecs;

ParticleEngine.MoveParticles;

glClear(GL_COLOR_BUFFER_BIT or

GL_DEPTH_BUFFER_BIT);

glLoadldentity; { clear the matrix }
glTranslatef (0.0, 0.0,-3.0); // -2.5); { viewing transformation }
{rotate}

glPushMatrix;

if MoveBackground then begin
rrx:=rrx-0.6*(timer/10);
rry:=rry-0.5*(timer/10);
rrz:=rrz-0.3*(timer/10);

end;

glRotatef(rrx,1.0,0.0,0.0);
glRotatef(rry,0.0,1.0,0.0);
glRotatef(rrz,0.0,0.0,1.0);

/I draw background

if blended then begin
glEnable(GL_BLEND);
glDisable(GL_DEPTH_TEST);

end;

glCallList(BackList);

glPopMatrix;
glPushMatrix;

if MoveCube then begin
IIrx:=rx+0.5*(timer/10);
IIry:=ry+0.25*(timer/10);
rz:=rz+0.8*(timer/10);
glTranslatef (-0.7 * cos (Pi * 5/ 3), 0.7 * sin (Pi * 5/ 3), 0.0);

end;

glRotatef(rx,0.0,0.0,0.0);
glRotatef(ry,0.0,0.0,0.0);
glRotatef(rz,0.0,0.0,1.0);
glTranslatef (-0.7 * cos (Pi *5/3), 0.7 * sin (Pi * 5/ 3), 0.0);

/I draw cube

glCallList(CubeList);

if blended then begin
glDisable(GL_BLEND);
glEnable(GL_DEPTH_TEST);

end,;

glPopMatrix;

if ParticleBlended then glEnable(GL_BLEND);
ParticleEngine.DrawParticles;



if ParticleBlended then glDisable(GL_BLEND); OpenGLControl1.Height);

/IgIFlush; end;
/lgIFinish;
/I Swap backbuffer to front
OpenGLControll.SwapBuffers; { TglTexture }
end;
end; destructor TglTexture.Destroy;
begin
procedure TExampleForm.OpenGLControl1Resize(Sender: if Data<>nil then FreeMem(Data);
TObject); inherited Destroy;
begin end;
if (Arealnitialized)
and OpenGLControl1.MakeCurrent then end.

glViewport (0, 0, OpenGLControl1.Width,

2.Dait1 onvcaHus

2.1 3amanue
Cozgare mporpaMMHBIA MPOAYKT MO 3-X MEPHOMY OTOOPaKEHHIO CpelCTBAMHU

OpenGL- BpaieHnue 3aroToBKM U3 JUCTOBOTO MTPOKATa.

2.2 OcHOBHBIE (PYHKIIMH MPOIEAYPHI

PucoBanue npuMHUTHBOB

Hpouez[ypa PUCOBAHUS 3aKIOYACTCA B KOMaHAHBIC CKOOKH

glBegin(mode)

... // KOMaH/pI, YKa3bIBAOIINE BEPIIUHBI (PUTYPHI

glEnd;

I'maBHOE Ha3zHaueHUE KOMaHIHBIX CKOOOK — 3TO 3aIaHUC PEKHUMaA, OMPCACIIAIOIICTO KaK
COCAUHATh TOYKHU (BepH_II/IHLI). BepH_II/IHBI 3a1al0TCsA CBOMMU KOOpAHWHATAMU (KOJII/I‘ICCTBO
KOOpAMHAT 3aBUCHUT OT MPOCTPAHCTBA M300pakeHus1) ¢ moMmoIisio komann glVertex {2,3,4} {s, 1,
f, d} (arg).

Pexum (mode), 3aﬂa10m1/n71 MpaBHUJIO COCAUHCHUSA TOUCK, OIPCACIACT NPHUMUTHUB. K
MNPpUMHUTUBAM OTHOCATCSA TOYKH, JIMHHUU, CBA3AHHBIC JIMHUHW, 3dMKHYTBIC JIMHUHU, TPCYTIOJIbHUKH,
CBSI3AHHBIC TPEYroJIbHUKU, LICTBIpéxyl"OJ'IBHI/IKI/I, CBSI3aHHBIC ‘-IeTBIpéXYFOJ'II)HI/IKI/I n
MHOTI'OYI'OJIbHUKH.

[Tpumep: 3agaHue CTOPOHBI KyOa

glBegin (GL_POLYGON);

gINormal3f (0.0, 0.0, 1.0);

gl\Vertex3f (1.0, 1.0, 1.0);

glVertex3f (-1.0, 1.0, 1.0);

glVertex3f (-1.0, -1.0, 1.0);

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



glEnd;

mode Onucanne

GL_POINTS Kaxxnpiii BbI130B glVertex 3aiaer otnensHyto Touky. Pucyer N Touek

GL_LINES Kaxnmast mapa BepiunH 3aaaet otpe3ok. Pucyer N/2 nunnit

GL_LINE_STRIP Pucyercs nomannas. DneMeHTH n ¥ n+1 onpenessitoT oTpe3oK n. pucyercs N
— 1 oTpeskoB

GL_LINE_LOOP Pucyercs nomanHas, mpuueM ee MOCIEAHSSI TOUYKA COEIUHSETCS C MEPBOM.

3MIEMEHTH N U n+1 ONpeAessioT OTPE30K N. MOCHEAHAS JTMHUS ONpeaesnsercs
anemenToM N u 1. pucyercs N oTpe3koB

GL_TRIANGLES Kaxxzapie Tpu BeI30Ba glVertex 3a1at0T TPEyroibHUK. 3JIeMeHTs 3n — 2, 3n 1, u
3n onpenessIoT TpeyronbHuK n. Prucyercst N/3 TpeyroyibHUKOB.

GL_TRIANGLE_STRIP Pucyrorcst TpeyroibHUKHM ¢ 001IeH CTOpOHOH. [[jis HEeUeTHOTrO N, IEMEHTHI N,
n+l, n+2 ompenensioT TPEyrolbHUK n. J[JI HEUYETHOro n 3JIeMeHTH n+l, n,
n+2 onpenessoT TpeyroabHUK n. Pucyetcst N 1 TpeyroibHHKOB.

GL_TRIANGLE_FAN Pucyer rpynmy CcoeOMHEHHBIX TpeyrodbHMKoB. OIMH  TPeyroabHHUK
ompeAeNseTcs Uil KaXIOro JJEeMEHTa Ioclie ABYX mpensayniux. /Isa
MOCJIEAHUX DJIEMEHTa COEIMHSIOTCS C TepBbIM. pucyercs N — 2
TPEYTrOJIbHUKOB.

GL_QUADS Kaxnere getsipe BeI3oBa glVertex 3amaroT YeTHIPEXyToJbHHK. pucyetcs N/4
YETHIPEXYTOJIbHHKA.

GL_QUAD_STRIP YeThIpeXyToMbHUKH C OOIIeH CTOPOHOH. COeAMHsAS YETHBIE SJICMEHTH C

YETHBIMH, a4 HEUETHBIC C HEUETHBIMU.

CaBur

[IpeoOpa3oBanue cBUTA CMEIIAET TOYKH B HOBBIC MMO3UIMH B COOTBETCTBHH C 3aJJaHHBIM
BEKTOPOM cMelieHus. [IepeHoC cucTeMbl KOOPIMHAT OCYIIECTBIISETCS KOMaHI0N

glTranslate (argl, arg2, arg3)

argl, arg2, arg3 — BeIMYUHBI IEPEHOCA IO KXKAOU U3 OCeil.

J11st TOBOpOTa BOKPYT MPOU3BOIBHON (DUKCUPOBAHHOM TOUKH CHayalsia HY>KHO BBITIOJTHHUTH
npeoOpa3oBaHHe C/BHTa, COBMEIIAIONIYIO 33/JaHHYI0 (UKCHPOBAHHYIO TOYKY C HadajIoM
KOOPMHAT, TIOTOM BBIMOJIHUTH IIpeoOpa3oBaHUE MOBOPOTA BOKPYI Hayasla KOOPJAWHAT, a 3aTeM
oOpatHoe mpeoOpa3oBaHue cABHra. [1opsJoK MaHUNYISIUH C CUCTEMOM KOOpIMHAT: BHa4ase
NepeHoc, 3aTeM TMOBOPOT, N0 OKOHYAHWHM PHCOBAaHHS — B OOpaTHOM MOPSIIKE: TOBOPOT, 3aTeM
nepeHoc.

HanoxeHnue TeKCTypsbI

Co3aHue TeKCTyphl B TaMATH

[Tocne Toro Kak 00pa3 MOATOTOBJIECH, MOXXHO CO3/1aBaTh TEKCTYPY B maMsTH. J{Jst 3TOTO B
OpenGL mpemycMoTpeHBI 1Be KOMaHIBI: OAHA JUIsI OAHOMEPHOTO W BTOpAas sl ABYMEPHOTO
BapUaHTOB 0Opa3a (00e paboTaroT ToabKo B pexxume RGBA).

glTexImagelD (void glTexImage2D (

GLenum target, GLenum target,



GLint level, GLint level,

GLint components, GLint components,

GLsizei width, GLsizei width,

GLint border, GLsizei height,

GLenum format, GLint border,

GLenum type, GLenum format,

const GLvoid* pixels) GLenum type,

const GLvoid* pixels)

[Ipn co3maHMM TEKCTYpbl MOXKHO ONPEICNIUTh HECKOJIBKO 00pa3oB ¢ pa3nyHbIM
paspemenueM. Ecin TekcTypa umeer pazmep 2NX2m, To MOXHO ompeaenuts max {n, m} + 1
YMEHBIIEHHBIX MacCHBOB. llepBbIii mmeer pasmep 2nX2m, Bropoir — 2n-1x2m-1, u T.1., moka
nocineanuii He Oymer wumerh pasmep Ix1. Komanmsr glTexlmage*D mpemocraBisioT
BO3MOYKHOCTh OMpeaeauTh p = Max {n, M} Takux MacCHBOB, B K&)KIOM M3 KOTOPBIX XPAHUTCSI
YMEHBIICHHBI 00pa3 ncxogHoro m3odpaxenus. Hammume takux maccuBoB mo3Boiut OpenGL
UCIIOJIb30BaTh MEHBIIMKM 00pa3 /sl MEHbILIEro oobekra, a OonpmMid g Oonbuiero. Apyrumu

CJIOBaMH, YEM MCHBIIIC O6’beKT, TEM MEHbIIIE €To AeTajei yaaceTces paCCMOTPETh.

[TapameTpsl TEKCTYpBI

OpnuH 37IeMEHT Ha SKpaHe MOXKET MOKPBIBaTh HECKOJIBKO 3JIEMEHTOB MaccuBa oOpasa, ,
9TOOBI M30€XKaTh MPOOIEM, CBSI3aHHBIX C JECTHUYHBIM 3((HEeKTOM, HEOOXOAUMO yYUTHIBATh BCE
3aTparuBaroIlle 3TOT MACCUB JIEMEHTHI.

JIJ1st ATOTO OMpENeNsIFOTCs YeThIpe TOYKKM B MaccuBe o0pasa, KOTOpPhIE OTOOpaKaroTCs B
YETHIpE yIvIa DJIEMEHTA Ha dKpaHe. DTH TOYKU COCIUHSIOTCS, U 00pa3yeTcsl YeThIPEXyTrOIbHUK.
3HaueHus MOMAJAIIINX B HErO AJIEMEHTOB B3BEIIMBAIOTCA C YYETOM JOIM KaKIOrO 3JIEMEHTA,
coJieprKallleiicsi B MHOTOYTOJIBHUKE, U 3aTEM CYMMHUPYIOTCSI.

Jliis yduera 0cOOEHHOCTEN TEKCTYpbl HEOOXOAMMO HACTPOMUTH MApaMETPhbl TEKCTYPHI, YTO
MOKHO CJIE€JIaTh C TTIOMOIIBI0 KOMaH/IbI

glTexParameter [i, f, v] (target, pname, param)

target — ompenensier, ¢ Kakoil TEKCTypoil Mpearnoiaraercs padoTarb, — OJHOMEPHON WIIH
JIBYMEPHOU

pname — onpenenseT CHMBOJIMYCCKOC MM MapaMeTpa TCKCTYpPhI.

parar onpeneseT 3Ha4CHUe I mapaMeTpa pname



2.3 CxpuHbl

M LCL example for the TOpenGLControl o e |D|ﬂ
Demo

Exit

Move Back I
P. Respawn |
P. Blending I
Lighting I
Blending I
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