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Bsenenue
OpenGL sBisgercs OIHUM U3 CaMbIX MONYJISAPHBIX HNPHUKJIATHBIX IPOrPaMMHBIX

untepdeiicoB (APl — Application Programming Interface) mms pa3paOoTku mpuIOKeHUH B
001acTH IBYMEPHOU U TPEXMEPHOH TpaduKu.

Crannapt OpenGL (Open Graphics Library — oTkpbiTas rpadguueckas 6ubnuorexa) Obu1
paspabotan u yTBepxkAeH B 1992 romy Benymmmu ¢upMamMu B 0ONAacTH pa3pabOTKU
pOTpaMMHOTO  oOecriedeHus: Kak d(QEKTHBHBIN amnmapaTHO-HE3aBUCHMEBINH  WHTEpdeEiic,
MPUTOAHBIA JUIA peanu3allid Ha pa3nuuHbiX 1iatdopmax. OCHOBOW CTaHAapTa craja
o6ubnuoreka IRIS GL, paspaborannas ¢upmoii Silicon Graphics Inc.

Ha cerogusamii nens rpaduyeckas cucrema OpenGL noxnepxuBaercs: O0JIBIIMHCTBOM
MIPOM3BOJUTENICH almapaTHBIX M MPOrpaMMHBIX TuaTrgopM. DTa cucTeMa JOCTyNHA TeM, KTO
paboraer B cpeae  Windows, momb3oBarensiM  kommbioTepoB  Apple.  CBoOomHO
pacnpocTpaHseMsle kojel cucteMbl Mesa (naket API Ha 6a3ze OpenGL) MOXKHO KOMITMJIMPOBAThH
B OOJIBIIIMHCTBE ONEPAIIMOHHBIX CUCTEM, B TOM 4ucie B Linux.

XapaktepubiMu ocobeHHocTsiMu OpenGL, koTopwie obecreumsii pacrpoCTpaHEHHE U
pa3BUTHE TOT0 rpauuecKoro CTaHgapTa, SABJSIOTCA:

CrabunbHOCTh. J[OMONHEHNsT U U3MEHEHUs B CTaHAApTe pPealu3yloTCs TaKUM 00pazoM,
9TOOBI COXPAaHUTh COBMECTUMOCTH C pa3padOTaHHBIM paHee MPOTrPaMMHBIM 00€CTICYCHHEM.

Hanexxnocts u nepenocumocts. Ilpunoxenus, ucnonssyromue OpenGL, rapantupyror
OJIMHAKOBBIN BU3yaJbHbIM pE3yJabTaT BHE 3aBUCUMOCTH OT THIIA MCIOJIB3YEMOW OMEparMOHHON
CHCTEMbl M OpraHu3alu oToOpaxkeHus MHpopmauuu. Kpome TOro, 3TM NPHIIOKEHHUS MOTYT
BBITOJIHATECSI KaK Ha TMEPCOHAJBHBIX KOMIIBIOTEpaxX, TaKk M Ha paboyux CTaHIMAX |
CYIIEPKOMIIBIOTEPAX.

Jlerkocte mnpumenenus. Crangapt OpenGL wumeeT mNpoayMaHHYIO CTPYKTYpy H
MHTYUTUBHO TOHATHBIA uHHTepdeiic, 4YTo MO3BOISET C MEHBUIMMHU 3aTpaTaMH CO3]aBaTh
3¢ PeKTUBHbIE TPUIOKEHHS, COACPIKAIIME MEHbIIE CTPOK KOJIA, YEM C MCIOJIb30BaHUEM JAPYTHX
rpapudeckux Oubmmorek. HeoOxomumele ¢GyHKIMM [Uist 0oOeCriedeHHsT COBMECTHMOCTH C
pasIuYHBIM 000pYIOBAHUEM pEAIM30BAHbI HA YPOBHE OMOIMOTEKH M 3HAYUTENIBHO YIIPOIIAIOT
pa3paboTKy MPUIIOKEHUI.

Hanmuune xopormrero 6a3oBoro makera Ui pabOTBl ¢ TPEXMEPHBIMHU IMPHUIIOKEHUSMH
YOPOIIAeT TMOHMMAHUE CTYIEHTaMU KIIOYEBBIX TEM Kypca KOMIBIOTEpHON rpaduku —
MOJIETUPOBAHUE TPEXMEPHBIX OOBEKTOB, 3aKpalllUBaHHUE, TEKCTypUPOBAHME, aHMUMAIMIO U T.1I.
Hupokue ¢yHKIMOHANBHBIE Bo3MOxHOCTH OpenGL cayxar xopoummm ¢QyHaameHToM s

H3JI0KCHUA TCOPCTHUICCKUX U NIPAKTUYCCKUX ACIICKTOB MIPCAMCTA.



1.0OcuoBHoit TekcTt Lazarus.
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*

%k

* This source is free software; you can
redistribute it and/or modify *

* it under the terms of the GNU General
Public License as published by *

* the Free Software Foundation; either
version 2 of the License, or *

* (at your option) any later version.
b3

*
*

* This code is distributed in the hope that
it will be useful, but  *

* WITHOUT ANY WARRANTY; without
even the implied warranty of *

* MERCHANTABILITY or FITNESS
FOR A PARTICULAR PURPOSE. See the
GNU *

* @QGeneral Public License for more details.
%

*
*

* A copy of the GNU General Public
License is available on the World  *

* Wide Web at
<http://www.gnu.org/copyleft/gpl.html>.
You can also  *

* obtain it by writing to the Free Software
Foundation, *

* Inc., 59 Temple Place - Suite 330,

Boston, MA 02111-1307, USA. *
*

%k
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written 2001 by Satan
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unit ExampleForm;

{$mode objfpc} {$H+}

interface

uses
Classes, SysUltils, FileUtil, LCLProc,
Forms, LResources, Buttons,
StdCtrls, Dialogs, Graphics, IntfGraphics,
GL, FPimage, OpenGLContext;

const
GL CLAMP_TO EDGE = $812F;

type
TglTexture = class
public
Width,Height: longint;
Data : pointer;
destructor Destroy; override;
end;
type

{ TExampleForm }

TExampleForm = class(TForm)
OpenGLControll: TOpenGLControl;
ExitButton1: TButton;

LightingButton1: TButton;

BlendButton1: TButton;

MoveCubeButtonl: TButton;

MoveBackgroundButton1: TButton;

RotateZButton1: TButton;

RotateZButton2: TButton;

HintLabell: TLabel;

procedure IdleFunc(Sender: TObject; var
Done: Boolean);

procedure FormResize(Sender: TObject);

procedure ExitButton1Click(Sender:
TObject);

procedure LightingButton1Click(Sender:
TObject);

procedure BlendButton1Click(Sender:
TObject);

procedure
MoveCubeButton1Click(Sender: TObject);

procedure
MoveBackgroundButton1Click(Sender:
TObject);

procedure RotateZButton1Click(Sender:
TObject);

procedure RotateZButton2Click(Sender:
TObject);



procedure OpenGLControl1Paint(Sender:

TObject);
procedure
OpenGLControl1Resize(Sender: TObject);
public
constructor Create(TheOwner:
TComponent); override;
destructor Destroy; override;
procedure LoadTextures;
private
Arealnitialized: boolean;
FrameCount: integer;
LastFrameTicks: integer;
end;

TParticle = class
X, V, z: GLfloat;
vX, vy, vz: GLfloat;
life: single;

end;

TParticleEngine = class
xspawn: GLfloat;
Particle: array [1..2001] of TParticle;
procedure MoveParticles;
procedure DrawParticles;
procedure Start;
public
constructor Create;
destructor Destroy; override;
private
procedure RespawnParticle(i: integer);
end;

var AnExampleForm: TExampleForm,;

front, leftl: GLuint;

X, 1y, 17, 11X, 11y,da, 1rz: single;

LightAmbient : array [0..3] of GLfloat;

checked, blended, lighted,
ParticleBlended, MoveCube,
MoveBackground: boolean;

textures : array [0..2] of GLuint; //
Storage For 3 Textures

MyglTextures : array [0..2] of
TglTexture;

lightamb, lightdif, lightpos, light2pos,
light2dif,

light3pos, light3dif, light4pos, light4dif,
fogcolor: array [0..3] of GLfloat;

ParticleEngine: TParticleEngine;

ParticleList, CubeList, BackList: GLuint;

var direction: boolean,;
timer: single;
LastMsecs: integer;

function LoadFileToMemStream(const
Filename: string): TMemoryStream;
function
LoadglTexImage2DFromPNG(PNGFilenam
e:string;

Image: TglTexture): boolean;

implementation

function LoadFileToMemStream(const
Filename: string): TMemoryStream,;
var FileStream: TFileStream;
begin
Result:=TMemoryStream.Create;
try

FileStream:=TFileStream.Create(UTF8ToSy
s(Filename), fmOpenRead);

try

Result.CopyFrom(FileStream,FileStream.Si
ze);
Result.Position:=0;
finally
FileStream.Free;
end;
except
Result.Free;
Result:=nil;
end;
end;

function
LoadglTexImage2DFromPNG(PNGFilenam
e: string; Image: TglTexture
): boolean;
var
png: TPortableNetworkGraphic;
Intflmg: TLazIntfImage;
y: Integer;
x: Integer;
c: TFPColor;
p: PByte;
begin
Result:=false;
png:=TPortableNetworkGraphic.Create;
Intflmg:=nil;
try



png.LoadFromFile(PNGFilename);
Intflmg:=png.Createlntflmage;
Image. Width:=Intflmg. Width;
Image.Height:=Intflmg.Height;

GetMem(Image.Data,Image. Width*Image.H
eight * 3);
p:=PByte(Image.Data);
for y:=0 to Intflmg.Height-1 do begin
for x:=0 to Intflmg.Width-1 do begin
c:=Intflmg.Colors[x,y];
p~:=c.red shr §;
inc(p);
p”~:=c.green shr §;
inc(p);
p”~:=c.blue shr §;
inc(p);
end;
end;
finally
png.Free;
Intflmg.Free;
end;
Result:=true;
end;

{ TExampleForm }

constructor
TExampleForm.Create(TheOwner:
TComponent);
begin
inherited CreateNew(TheOwner);
da:=0.1;
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 LightingButtonl 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:='MoveCubeButtonl";
Parent:=Self;
SetBounds(320,10,80,25);
Caption:='Tlepemectuts Ky0';
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

M

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;

HintLabell:=TLabel.Create(Self);

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

end;

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

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

end;
LoadTextures;

// now resize
FormResize(Self);
end;

destructor TExampleForm.Destroy;
var 1i: integer;
begin
for 1:=0 to 2 do begin
Textures[i]:=0;
FreeAndNil(MyglTextures[1]);

end;
FreeAndNil(ParticleEngine);

inherited Destroy;
end;

procedure TExampleForm.LoadTextures;

procedure LoadglTexture(Filename:string;
Image:TglTexture);
begin

Filename:=ExpandFileNameUTF8(Filename
)
if not
LoadglTexImage2DFromPNG(Filename,Im
age) then begin
MessageDlg('File not found',
'Tmage file not found: +Filename,
mtError,[ mbOk],0);
raise Exception.Create('Image file not
found: tFilename);
end;
end;

var
i: Integer;
begin
for 1:=0 to 2 do begin
Textures[1]:=0;
MyglTextures[i]:=TglTexture.Create;
end;
{loading the texture and setting its
parameters}

LoadglTexture('data/particle.png',MyglTextu
res[0]);

LoadglTexture('data/texture2.png',MyglText
ures[1]);

LoadglTexture('data/texture3.png',MyglText
ures[2]);

end;

1/

// Particle Engine
//




constructor TParticleEngine.Create;
var 1: integer;
begin
for i:=1 to 2001 do
Particle[1]:=TParticle.Create;
xspawn:=0;
end;

destructor TParticleEngine.Destroy;
var 1i: integer;
begin

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

inherited Destroy;
end;

procedure TParticleEngine.DrawParticles;
var 1i: integer;
begin
for 1:=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[1].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))/100
0+1;
end;

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

Particle[i].x:=Particle[i].x+Particle[i].vx*(ti
mer/10);

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

Particle[i].y:=Particle[i].y+Particle[i].vy™*(ti
mer/10);

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

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

1/

procedure TExampleForm.IdleFunc(Sender:
TObject; var Done: Boolean);
begin

OpenGLControll.Invalidate;



//OpenGLControl1Paint(Self);
Done:=false; // tell Icl to handle messages
and return immediatly
end;

/!

// Buttons
//

procedure
TExampleForm.LightingButton1Click(Send
er: 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(Se
nder: TObject);
begin
MoveCube:=not MoveCube;
OpenGLControll.Invalidate;
end;

procedure
TExampleForm.MoveBackgroundButton1Cl
ick(Sender: TObject);
begin
MoveBackground:=not MoveBackground;
OpenGLControll.Invalidate;
end;

procedure
TExampleForm.RotateZButton1Click(Sende
r: TObject);
begin

ParticleEngine.Start;

OpenGLControll.Invalidate;
end;

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

//

procedure
TExampleForm.FormResize(Sender:
TObject);
begin
if OpenGLControl1<>nil then
OpenGLControll.SetBounds(10, 30,
Width-120, Height-40);
ExitButton1.SetBounds(Width-90, 5, 80,
25);
LightingButton1.SetBounds(Width-90,
180, 80, 25);
BlendButton1.SetBounds(Width-90, 210,
80, 25);
MoveCubeButton1.SetBounds(Width-90,
50, 80, 25);

MoveBackgroundButton1.SetBounds(Width
-90, 80, 80, 25);
RotateZButton1.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(Sen
der: TObject);

procedure mylnit;

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]:=
lightpos[1]:=
lightpos[2]:=
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]:=
light3pos[2]:=
light3pos[3]: —1 0
{fog color}

fogcolor[0]:=
fogcolor[1]:=
fogcolor[2]:=
fogcolor[3]: —1 O

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,ligh
tamb);

glLightfv(GL LIGHT1,GL_AMBIENT,ligh
tamb);

glLightfv(GL_LIGHT2,GL_DIFFUSE,light
dif);

glLightfv(GL LIGHT2,GL_POSITION,ligh
tpos);

glLightfv(GL_LIGHT3,GL DIFFUSE,light
2dif);

glLightfv(GL LIGHT3,GL_POSITION,ligh
t2pos);

glLightfv(GL LIGHT4,GL_POSITION,ligh
t3pos);

glLightfv(GL_LIGHT4,GL_DIFFUSE,light
3dif);

glEnable(GL LIGHTO);

glEnable(GL LIGHT1);

glEnable(GL LIGHT2);

glEnable(GL LIGHT3);

glEnable(GL LIGHT4);

glGenTextures(3, @textures[0]);
for 1:=0 to 2 do begin
gIBindTexture(GL TEXTURE 2D,
Textures[i]);

glTexParameterf(GL TEXTURE 2D,GL T
EXTURE WRAP S,GL CLAMP _TO_ED
GE);

glTexParameterf(GL TEXTURE 2D,GL T
EXTURE WRAP T,GL CLAMP_TO_ED
GE);



glTexParameteri(GL TEXTURE 2D,GL T
EXTURE MAG FILTER,GL_LINEAR);

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

glTexImage2D(GL_TEXTURE 2D,0,3,My
glTextures[i]. Width,MyglTextures[i1].Height,
0

,GL RGB,GL_UNSIGNED BYTE,MyglTe
xtures[i].Data);
end;

glTexEnvf(GL_ TEXTURE ENV,GL TEXT
URE_ENV_MODE,GL_MODULATE);

{instead of GL_ MODULATE you can try
GL_DECAL or GL_BLEND}

glEnable(GL_TEXTURE 2D); /l
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); //
enables depth testing

glShadeModel(GL SMOOTH); /!
enables smooth color shading

{blending}

glColor4£(1.0,1.0,1.0,0.5); // Full
Brightness, 50% Alpha ( NEW )

glBlendFunc(GL_SRC_ALPHA,
GL_ONE);

glLightModeli(GL_LIGHT MODEL LOC
AL VIEWER, GL_TRUE);

U

glHint(GL_ LINE_SMOOTH_HINT,GL_NI
CEST);

glHint(GL_POLYGON_SMOOTH_HINT,G
L NICEST);

glHint(GL_PERSPECTIVE_CORRECTIO
N_HINT,GL_NICEST);

// creating display lists

//ParticleList:=glGenLists(1);
gINewList(ParticleList, GL__ COMPILE);

glBindTexture(GL_TEXTURE 2D,
textures[0]);
glBegin(GL_TRIANGLE STRIP);
gINormal3f( 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);
glTexCoord2£( 1.0, 0.0);
glVertex3f(+0.025, -0.025, 0);
glTexCoord2£( 0.0, 0.0);  glVertex3f(-
0.025, -0.025, 0);
glEnd;
glEndList;

//BackList:=ParticleList+1; //Bepxuuii
KyO
gINewList(BackList, GL_ COMPILE);
glBindTexture(GL_TEXTURE 2D,
textures[2]);
glBegin(GL_QUADS);

{Front Face}

gIlNormal3f( 0.0, 0.0, 1.0);

glTexCoord21( 1.0, 1.0);
glVertex3f( 2.5, 2.5, 2.5);

glTexCoord21( 0.0, 1.0);  glVertex3f(-
25,25,2.5);

glTexCoord21( 0.0, 0.0);  glVertex3f(-
2.5,-2.5,2.5);

glTexCoord21( 1.0, 0.0);
glVertex3f( 2.5,-2.5, 2.5);

{Back Face}

gINormal3f( 0.0, 0.0,-1.0);

glTexCoord21( 0.0, 1.0);
glVertex3f( 2.5, 2.5,-2.5);

glTexCoord2£( 0.0, 0.0);
glVertex3f( 2.5,-2.5,-2.5);

glTexCoord21( 1.0, 0.0);  glVertex3f(-
2.5,-2.5,-2.5);

glTexCoord21( 1.0, 1.0);  glVertex3f(-
2.5,2.5,-2.5),

{Left Face}

gIlNormal3f(-1.0, 0.0, 0.0);

glTexCoord2f( 1.0, 1.0);  glVertex3f(-
25,25,2.5);

glTexCoord21( 0.0, 1.0);  glVertex3f(-
2.5,2.5,-2.5),

glTexCoord21( 0.0, 0.0);  glVertex3f(-
2.5,-2.5,-2.5);

glTexCoord21( 1.0, 0.0);  glVertex3f(-
2.5,-2.5,2.5);

{Right Face}



gIlNormal3f( 1.0, 0.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glVertex3f( 2.5, 2.5,-2.5);
glTexCoord21( 0.0, 1.0);
glVertex3f( 2.5, 2.5, 2.5);
glTexCoord21( 0.0, 0.0);
glVertex3f( 2.5,-2.5, 2.5);
glTexCoord21( 1.0, 0.0);
glVertex3f( 2.5,-2.5,-2.5);
{Top Face}
gIlNormal3f( 0.0, 1.0, 0.0);
glTexCoord2f( 1.0, 1.0);
glVertex3f( 2.5, 2.5,-2.5);
glTexCoord21( 0.0, 1.0);  glVertex3f(-
2.5,2.5,-2.5);
glTexCoord21( 0.0, 0.0);  glVertex3f(-
2.5,2.5,2.5);
glTexCoord21( 1.0, 0.0);
glVertex3f( 2.5, 2.5, 2.5);
{Bottom Face}
gIlNormal3f( 0.0,-1.0, 0.0);
glTexCoord21( 1.0, 1.0);  glVertex3f(-
2.5,-2.5,-2.5);
glTexCoord21( 0.0, 1.0);
glVertex3f( 2.5,-2.5,-2.5);
glTexCoord2£( 0.0, 0.0);
glVertex3f( 2.5,-2.5, 2.5);
glTexCoord21( 1.0, 0.0);  glVertex3f(-
2.5,-2.5,2.5);

glEnd;
glEndList;

CubeList:=BackListt1; // Manenbkuii
Ky6
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);
glVertex3f( 0.5, 0.5, 0.5);
glTexCoord2f( 1.0, 1.0);
glVertex3f( 0, 0.65, 0.5);
glTexCoord2f( 0.0, 1.0);  glVertex3f(-
0.5, 0.5, 0.5);
glTexCoord2f( 0.0, 1.0);  glVertex3f(-
0.65, 0, 0.5);

//glTexCoord21( 0.0, 0.0);  glVertex3f(-
0.5,-0.5, 0.5);

//glTexCoord2£( 1.0, 0.0);
glVertex3f( 0.5,-0.5, 0.5);

{Back Face}
//gINormal3£( 0.0, 0.0,-1.0);
//glTexCoord2f( 0.0, 1.0);
glVertex3f( 0.1, 0.1,-0.1);
/I glTexCoord2£( 0.0, 0.0);
glVertex3f( 0.1,-0.1,-0.1);
// glTexCoord2f( 1.0, 0.0);  glVertex3f(-
0.1,-0.1,-0.1);
// glTexCoord2f( 1.0, 1.0);  glVertex3f(-
0.1, 0.1,-0.1);
glEnd;
glBindTexture(GL_TEXTURE 2D,
textures[1]);
glBegin(GL_QUADS);
{Left Face}
/I gINormal31(-1.0, 0.0, 0.0);
/I glTexCoord2f( 1.0, 1.0);  glVertex3f(-
0.1, 0.1, 0.1);
/I glTexCoord2f( 0.0, 1.0);  glVertex3f(-
0.1, 0.1,-0.1);
/I glTexCoord21( 0.0, 0.0);  glVertex3f(-
0.1,-0.1,-0.1);
/I glTexCoord2f( 1.0, 0.0);  glVertex3f(-
0.1,-0.1, 0.1);
{Right Face}
//" gINormal3f( 0.1, 0.0, 0.0);
/I glTexCoord2f( 0.1, 0.1);
glVertex3f( 0.1, 0.1,-0.1);
/I glTexCoord21( 0.0, 0.1);
glVertex3f( 0.1, 0.1, 0.1);
/I glTexCoord2£( 0.0, 0.0);
glVertex3f( 0.1,-0.1, 0.1);
/I glTexCoord2f( 0.1, 0.0);  glVertex3f(
0.0,-0.0,-0.1);
glEnd;
glBindTexture(GL_TEXTURE 2D,
textures[2]);
glBegin(GL_QUADS);
{Top Face}



// glNormal3f( 0.0, 1.0, 0.0);
/1 1glTexCoord21( 1.0, 1.0);  glVertex3f(
0.1, 0.1,-0.1);
//glTexCoord2f( 0.0, 1.0);  glVertex3f(-
0.1, 0.1,-0.1);
//glTexCoord2f( 0.0, 0.0);  glVertex3f(-
0.1,0.1, 0.1);
//glTexCoord2f( 1.0, 0.0);
glVertex3f( 0.1, 0.1, 0.1);
{Bottom Face}
//giNormal3£( 0.0,-1.0, 0.0);
//glTexCoord2f( 1.0, 1.0);  glVertex3f(-
0.1,-0.1,-0.1);
//glTexCoord2f( 0.0, 1.0);
glVertex3f( 0.1,-0.1,-0.1);
//glTexCoord2f( 0.0, 0.0);
glVertex3f( 0.1,-0.1, 0.1);
/I glTexCoord2f( 1.0, 0.0);  glVertex3f(-
0.1,-0.1, 0.1);
glEnd;
glEndList;

end;

var
CurTime: TDateTime;
MSecs: integer;

begin
inc(FrameCount);

inc(LastFrameTicks,OpenGLControl1l.Fram
eDiffTimelnMSecs);
if (LastFrameTicks>=1000) then begin

DebugLn(['TExampleForm.OpenGLControl
1Paint 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 }
gllLoadldentity (); { 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,
OpenGLControll.Width,
OpenGLControll.Height);

{ define the

viewport }

Arealnitialized:=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);

// draw background

if blended then begin
glEnable(GL BLEND);
glDisable(GL_DEPTH_TEST);

end;

glCallList(BackList);

glPopMatrix;
glPushMatrix;

if MoveCube then begin
rx:=rx+0.1*(timer/10);



// ry:==ry+0.25%(timer/10);
/lrz:=rz+0.8*(timer/10);

If ry<-2 then da:=0.1;
If ry>2 then da:=-0.1;
ry:=ry+da;

end;

// glRotatef(rx,1.0,0.0,0.0);
// glRotatef(ry,0.0,1.0,0.0);
// glRotatef(rz,0.0,0.0,1.0);

glTranslatef (0.0, ry,-3.0); // -2.5);
{ viewing transformation }

// 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);
//glFlush;
//glFinish;
/I Swap backbuffer to front
OpenGLControl1.SwapBuffers;
end;
end;

procedure
TExampleForm.OpenGLControl1Resize(Se
nder: TObject);
begin

if (Arealnitialized)

and OpenGLControl1.MakeCurrent then

glViewport (0, 0,

OpenGLControll.Width,
OpenGLControl1.Height);
end;

{ TglTexture }

destructor TglTexture.Destroy;
begin
if Data<>nil then FreeMem(Data);
inherited Destroy;
end;

end.

2 .Daiin onuca"Husd

2.1 3ananue
Co3garh MporpaMMHBI HPOAYKT MO 3-X MEpPHOMY OTOOpa)KEHHUIO CpencTBaMu

OpenGL- nepemenieHue 3aroTOBKH Tpanemus.

2.2 O6mmii anropuT™M padoThI



3a ocHOBy Opalncd mHpuMep C 3aroToBKOM B Buje Kkyba. B xone
BBITIOJTHEHUSI pabOThl U3MEHWI 3arOTOBKY KyOa Ha Tpameruio. 3atemM 100aBuil
MepeMeIIeHre Tpameluyd 10 BEePTUKAIBbHONW JWHWUU. Bce w3MeHeHus

IMpCACTaBJICHEI B TEKCTOBOM 4acCTH IIporpaMMmal.

2.3 OcHOBHBIE (PYHKIIMU TPOLEAYPHI

PucoBanue npuMHUTHBOB
[Ipomemypa pucoBaHuUs 3aKITIOYAETCS B KOMAaHIHBIE CKOOKH

glBegin(mode)



... // KOMaH/bl, YKa3bIBAIOLIME BEPIINHBI (PUTYPHI

glEnd;

I'maBHOE Ha3HaUEeHUE KOMaHIHBbIX CKOOOK — 3TO 3aaHuC PEKHUMaA, OMPCACIIAIOMIECTO KaK

COCIUHATE TOYKH (BCpI_HI/IHBI). BepI_HI/IHLI 3aJ1ar0TCA CBOMMH KOOpAMWMHATAMHU (KOJ'II/I'-ICCTBO

KOOPMHAT 3aBUCHUT OT MPOCTPAHCTBA U300pakeHMs) ¢ MoMoIIbio Komany glVertex {2,3,4} {s, 1,

f, d} (arg).

Pexxum (mode), 3amaronuii TpaBWIIO COEIMHEHHS TOYEK, OINpeaenseT NMpuUMUTHB. K

MNpUMHUTUBAM OTHOCATCA TOYKH, JIMHWUH, CBA3AHHLIC JIMHWUH, 3aMKHYTBLIC JIMHUH, TPCYIrOJIbHUKU,

CBsA3aHHBIC TPCYTOJIbHUKH, ‘ICTBIpéX}/T OJIbHHUKH, CBsA3aHHBIC ‘-ICTLIpéxyFOJIBHI/IKI/I n

MHOT'OYT'OJIbHUKH.

[Ipumep: 3anaHne CTOPOHBI Tpanenun

glNormal3f( 0.0, 0.0, 1.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord2f( 1.0, 1.0);
glTexCoord21( 0.0, 1.0);
glTexCoord2£( 0.0, 1.0);

glVertex3f( 0.5, 0.5, 0.5);
glVertex31( 0, 0.65, 0.5);
glVertex31(-0.5, 0.5, 0.5);
glVertex3£(-0.65, 0, 0.5);

glEnd;
mode Onmcanne
GL _POINTS Kaxnprit Be130B glVertex 3amaer otaensHyIo Touky. Pucyer N Togex
GL_LINES Kaxnas mapa Bepmme 3agaet orpe3ok. Pucyer N/2 nuHni

GL LINE STRIP

Pucyercs momanHas. DneMeHTH n U n+1 ompenensioT oTpe3oK n. pucyercs
— 1 orpe3koB

GL_LINE_LOOP

Pucyercs nmomaHHast, IprdeM ee TOCIEAHSS TOYKA COEAWHSCTCS C IIEPBOT
ANIEMEHTH N U N+1 OMPEneNs 0T OTPE30K N. MOCIEAHSAS JIUHUS ONpPEACTISIeTC!
snemeHToM N u 1. pucyercss N oTpe3koB

GL TRIANGLES

Kaxxmpie Tpu BbI30Ba glVertex 3a1at0T TPEYrOMbHUK. AIEMEHTH 3n — 2, 3n 1, 1
3n ompenenstoT TpeyroibHuK n. Pucyercst N/3 TpeyroisHUKOB.

GL TRIANGLE STRIP

Pucytorcest TpeyronbHUKHM ¢ 00IIEeH cTOPOHOM. /11 HEYeTHOTO N, 3JIEMEHTHI N
n+1, nt+2 ompenensioT TPEyroJbHUK n. J[Js HEUYETHOTro n 3AEMEHTH n+l, n
n+2 onpenessoT TpeyroabHuK n. Pucyercst N 1 TpeyroJbHHKOB.

GL TRIANGLE FAN

Pucyer rpynmy coegMHEHHBIX TpeyroibHHKOB. OIMH TpeyrojibHUl
ompeneNsieTcsl A KaXIOTO SIeMEHTa IIoCie [BYX Npenplarymmx. JIB:
MOCJIEAHUX D3JEMEHTAa COCOUHSIOTCA C IHepBbIM. pucyercs N —
TPEYTOJIHHUKOB.

GL QUADS

Kaxnsie gersipe BbI30Ba glVertex 3a1aloT 4eTHIPEXYToJbHUK. pucyercs: N/
YeThIPEXYTrOJIbHUKA.

GL QUAD_STRIP

YeThIpeXyTOIbHUKH C OOIICH CTOPOHOHM. COCMUHSS YETHBIC JIICMCHTBI
YETHBIMU, 2 HEYETHBIC C HEYETHRIMU.

Casur

Hp606paSOBaHI/Ie cABUra CMEIIacT TOYKHU B HOBBIC ITO3HIIMH B COOTBETCTBUU C 3aaHHBIM



BEKTOpOM cMeleHus. [lepeHoc cucTtemMbl KOOpAUHAT OCYILIECTBISIETCS] KOMAH 101

glTranslate (argl, arg2, arg3)

argl, arg2, arg3 — BeJINUMHBI IEPEHOCA 110 KAXKIOU U3 OCEH.

Jis  moBopoTa BOKpPYr IPOM3BOJBHONW (PUKCHPOBAHHOM TOYKM CHadana HYXHO
BBINOJIHUTH TPE0Opa30BaHUE CIBUTA, COBMEMIAIONIYIO 33/JaHHYI0 (DUKCUPOBAHHYIO TOYKY C
HayajoM KOOPJMHAT, IOTOM BBIIOJIHUTH NTPE0O0pa30BaHrE OBOPOTA BOKPYT Hadasla KOOPAMHAT, a
3areM oOpaTHOe mnpeoOpa3oBaHue ciaBura. Ilopsgok MaHUOYNISIIIMM C CHUCTEMOM KOOPAMHAT:
BHayajle epeHoc, 3aTeM MOBOPOT, 10 OKOHYAHUM PUCOBAHUS — B OOPATHOM MOPSJKE: TOBOPOT,
3aTeM IEPEHOC.

Hanoxkenue TekcTypbl

Co3aHne TEKCTyphl B TaMATH

[Tocne Toro xak o6pa3 MOArOTOBIEH, MOKHO CO3/aBaTh TEKCTYpY B maMATu. Jlis 3Toro B
OpenGL npeaycMoTpeHbl 1B€ KOMaHABI: OJHA JJs OJHOMEPHOIO M BTOpas Uil JBYMEPHOTO
BapuaHTOB 00pa3a (00e padoTaroT ToJbKo B pexkuMe RGBA).

glTexImage1D (void glTexlmage2D (

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)

IIpu co3gaHum TEKCTyphl MOXKHO OIPENETUTh HECKOJIBKO 00pa3oB C Pa3IUYHBIM
paszpemienueM. Ecnu TekcTypa mMeer pasmep 2nx2m, TO MOXHO OMpENeiauTh max {n, m} + 1
YMEHBIIEHHBIX MaccuBOB. [lepBrlii mMmeer pasmep 2nx2m, BTOpod — 2n-1x2m-1, u T.a., moka
nocineqHuit He Oyaer wumerh pasmep 1x1. Komanaer glTexImage*D mnpenocraBusiior
BO3MO)XHOCTb ONPEACTUTh P = Max {n, m} TaKUX MAaCCHUBOB, B KaXJIOM U3 KOTOPBIX XPaHUTCS
YMEHBIIEHHBIN 00pa3 ncxogHoro usodpaxkenus. Hanuune takux maccuBoB no3Bonut OpenGL
UCIIOJIB30BaTh MEHBIIMKA 00pa3 Ajsi MEHbIIero oobekra, a Ooonpiui A Oomnbiiero. Jpyrumu

CJIOBAMH, YEM MCHBIIIC O6T>€KT, TEM MCHBIIC €TI0 L[eTaneﬁ yaacTCs pacCMOTPETh.

[TapameTpsl TEKCTYpBI

OnuH 3IeMEHT Ha 9KpaHC MOXKECT MOKPLIBATH HECKOJIBKO 2JICMCHTOB MacCCHUBa 06pa3a, u,



9TOOBI M30€XKaTh MPOOIEM, CBSI3aHHBIX C JICCTHUYHBIM 3((HEeKTOM, He0OXOMMO YUYUTHIBATH BCE
3aTparvBarolye 3TOT MACCUB DJIEMEHTEHI.

JIJIst 3TOTO ONPENEeNSIFOTCS. YeThIpe TOYKH B MacCUBe 00pa3a, KOTOpPhIE OTOOpaKaloTcs B
YEeThIpE yIVia DJIEMEHTA Ha dKpaHe. DTH TOYKH COSAUHSIOTCS, M 00pa3yeTcsl YEThIPEXyTOJIIbHHK.
3Ha4yeHHs TOMAJAOIINX B HETO AJIEMEHTOB B3BEIIMBAIOTCS C YUYETOM JIONU KaXKIOTO AJIEMEHTA,
CojiepKaIIelicss B MHOTOYTOJTBHUKE, U 3aTEM CYMMHUPYIOTCSI.

Jlns yuera ocoOeHHOCTEH TEKCTYypbl HEOOXOAMMO HACTPOUTDH MapaMeTphbl TEKCTYPHhI, UTO
MOJKHO cJIeNIaTh ¢ MIOMOIIBI0 KOMaHIbI

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

target — ompenensieT, ¢ KaKkoi TEKCTYpOu IMperoiaraercs padoTarb, — OJTHOMEPHOUW HITH
JIByMEPHOU

pname — onpeAeNsieT CAHMBOJINYECKOE UMS TTapaMeTpa TEKCTYPhI:

parat onpeAcIACT 3HAYCHUEC JIA ITapaMeTpa priame

2.4 CKpUHILIOTHI
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