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bubanorexa Base Render Library

bubnmuorexa Base Render Library conepxuT 0a30Bble KJIacChl sl pa3paOOTKH
IPOM3BOJILHBIX NPUIOKEHUH TpexmepHol rpaduku Ha 6a3e unrepdeiica OpenGL. bubnuoreka
BKJIIIOYAaeT B ce0si OOBEKTHBIE “00epTKW” mjsi paboThl C BEPIIMHHBIMH M (HparMEHTHBIMU
WelOepHbIMU  NPOSPAMMAMYU, MEKCMYPHbIMU — 00beKkmamu, a Takke Oygepom Kkaodpa
(ucnonb3yercs AJi1 BBIBOJA pe3ysibTaTa BH3yalu3aluu B TeKcTypy). Kpome Toro, B naHHOMU
O6uOIHMOTEKE ONpENEeNIAETCs KIIAcC Kamepbl, ¢ TIOMOIIbIO KOTOPOIO yCTaHABIMBAETCS MOJOKEHHUE
U OpHeHTaIs HaOro1aTelNss Ha KOMIBbIOTEpHOH ciieHe. [lanee mpuBOIUTCS ONMUCAaHKUE MPUHATON

MOZICIIN KaMCPhI.

1. Moneab kamepbl

@dakTHYECKH Kamepa IMPEICTaBIsIeT cO00i CHCTeMy KOOPIWHAT, TO €CTh 00JIagacT CBOMM
nonodiceHuem (Position), HallpaBleHUEM 63210a (View), HalpaBICHUAMU 8gepx (Up) M 800K

(Side), B KauecTBE KOTOPOTO BHIOMPACTCS HATIPABIICHHUE 6/1€60 WIH 61PABO.
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Up

View
Positi Side
Puc. 1. KoopanHaTtHas cucremMa Kamephl

[Ipu sToM HampaBiieHus! B3TJIsAa, BIPABO U BBEPX 00pPa3yIOT OpmoOHOpMUPOBAHHbIl ba3uc,
TO €CTh OHU MOMAPHO MEPIEHAUKYIISIPHBI M UX JJTUHBI PABHBI €AMHULIC.

Up

FieldOfView

g View
Posit Side

Puc. 2. YceueHnHas nupaMua BUIUMOCTH JJIST KaMEPHI

[TockonbKy Kamepa HWCHOJB3YETCS [UIS BU3yadH3allMH, 3TO HE IPOCTO KOOPAWHATHAS
cucreMa. C HEHl Takke CBs3aHa yceueHHas nupamuda euoumocmu (view frustum). Ilpu sTom
BEKTOp B3IJIs[a 3aJacT HANpaBJICHUE ATOW MHUPAMHIBI U €€ OCHOBAHHUS, a BEKTOPHI BIPABO U

BOOK — ee OOKOBBIE CTOPOHBI.

N

Rol

N,y
Y&N<//

Pitch
X
Puc. 3. 3agHre OpHEHTANN CHCTEMBI KOOPAMHAT yTrilaMu Diiepa

[MupamMua BUANMOCTH XapaKTepU3yeTcs yernom pacmeopa (FieldOfView), a TaKKe ONUNCHUM T
O0anlbHUM PACCTOSHUSAMU OoTceueHus (Near u Far). Kpome Toro, yno0HO J00aBUTH K CBOHCTBAM

KaMepbl pazmepsi okHa (Width u Height), B KOTOPOE OCYLIECTBIISIETCS PEHACPHUHT.
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Cnenyer Takke OTMETHTb, 4YTO 3a/laBaTh OPHEHTALMIO KaMephl IpHU TOMOIIM Tpex
OPTOHOPMHPOBAHHBIX BEKTOPOB Ha NMPAaKTHKE HE OYeHb y100HO. ['opa3zno y1o0Hee nenoiabp30BaTh
B ATUX LENAX yeasl Junepa — UMEHHO TakoM crmoco® Obll NMPUHAT B paccMaTpuUBaeMon

peanu3anum.

2. Knacc Camera

Taoauna 1. IToag u MeToaBI Ki1acca

Camera

KoHcmpykmop

CuHmakcuc

OnucaHue

Camera ( const Vector3D& pos Vector3D ( ©.0F, ©.6F, -10.6F ),
const Vector3D& orient = Vector3D :: Zero )

Cozdaem Hosyw Kamepy C 3000HHbIM
rnosoXeHUeM pos U yenamu nosopoma

omHocumersibHo oceli cucmemel
KoopduHam orient
DyHKYuUU U3MeHeHUA MNoa0XEeHUA KamMepsbl
CuHmakcuc OnucaHue

void MovelLocal ( float delta, const Vector3D& dir )

Mepemewjaem Kamepy Ha paccmosHue
delta 80onb HanpaeneHus dir 8 nokanbHoli
cucmeme KoopouHam

void MoveWorld ( float delta, const Vector3D& dir )

Mepemewjaem Kamepy Ha paccmosHue
delta 80onb HanpaeneHus dir 8 mupoeoli
cucmeme KoopouHam

®yHKUUU UBMEHEHUA opueHmMauyuu Kamepeoi

CuHmakcuc

OnucaHue

void RotatelLocal ( float angle, const Vector3D& dir )

Mosopa4yusaem Kamepy Ha Yyzon angle
B8OKpy2 HanpaeneHus dir 8 sokanbHol
cucmeme KoopouHam

void RotateWorld ( float angle, const Vector3D& dir )

lMosopayueaem Kamepy Ha yeon angle
B80Kpy2 HanpaeseHus dir 6 mupoeoli
cucmeme KoopouHam

dyHKUUU YCMAHOBKU OKHA 8616000 U yceYeHHOU

nupamudsl sUuGUMocmu

CuHmakcuc

OnucaHue

void SetViewport ( unsigned int width = 512,
unsigned int height = 512 )

YcmaHaenusaem Hosyw wupuHy width u
gbicomy height okHa 8bigo0a

void SetFrustum ( float fov = ONEPI / 3.6F,
float near = 0.01F,
float far = 1000000.0F )

YcmaHaenueaem — Hogble  napamempol
yceyeHHoU nupamudsl sudumocmu: yeosn
pacmeopa Kamepeol fov, paccmoaHus 00
bauxHell near u daneHeli far naockocmu
omceyeHus

OyHKYUU YMeHUA napamempos

Kamepol

CuHmakcuc

OnucaHue
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unsigned int GetWidth ( void )

Bossepawaem WwupuHy OKHA 8618000

unsigned int GetHeight ( void )

Bo3epau40em 8blcOMy OKHA 8618000

float GetFieldOfView ( void )

Bosspawaem y201 pacmeopa Kamepbl

float GetNearPlane ( void )

Boszspawiaem paccmosHue 00 bauxcHel
MA0CKOCMU omceyYeHus

float GetFarPlane ( void )

Bosspawjaem paccmosHue 0o OaneHel
MA0CKOCMU omceYeHus

const Vector3D& GetPosition ( void )

Bosspawaem nosnoxeHue Kamepsl

const Vector3D& GetSide ( void )

Bo3epawjaem 8ekmop HanpasneHus 860K

const Vector3D& GetUp ( void )

Bo3spawaem sekmop HanpasseHus 88epx

const Vector3D& GetView ( void )

Bosspawjaem
8321500

8eKmop HaripaeneHua

const Matrix3D& GetWorldToCamera ( void )

Bosspawiaem mampuyy npeobpa3osaHus
Muposoli cucmembl KOOPOUHamM 8 cucmemy
KoopAuHam Kamepol

const Matrix3D& GetCameraToWorld ( void )

Bosspawaem mampuyy npeobpa3osaHus
cucmembl KOOPOUHAM Kamepsl 8 MUpPOBYH
cucmemy KoopouHam

Vector2D GetScreenScale ( void )

Bosspawaem r0/108UHHbIU pasmep
3KpaHHOU  nn0CKOCMU HA  eOUHUYHOM
paccmosHuu  om  Habawdamena 8
muposoli cucmeme KoopouHam

Vector2D GetPixelSize ( void )

Bosspawjaem pasmep 00HO20 MuKcens &
9KpaHHOU cucmeme KoopOuHam  npu
yC08UU, YMO 3KPAHHbIE KOOPOUHAMBI
meHsAmcA 8 duanasoHe [-1, 1]

3. Knaccol Mouse u Keyboard

Taoauna 2. [Toas u MeToan! Ki1acca Mouse

OprbImbIe nosA

CuHmakcuc OnucaHue
Float Step qyecmeumeﬂbHocmb K nepemeweHurO
mblwu
KoHcmpykmop
CuHmakcuc OnucaHue
Co30aem  3Kk3emnasap  Kaacca 044

Mouse ( float step = 0.005F )

ynpasaeHus Kamepoli npu nomouwsu Moiwiu.
Mapamemp step omeeyaem 30
4yygecmeumesnbHOCMb K nepemeweHuro
MbIWU

®yHKyuu 0bpabomku cobeimuli meiwu
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CuHmakcuc OnucaHue

Obpabamesisaem cobbimue, 803HUKarOWee
MpU U3MEHeHUU COCMOAHUSA KHOMOK MblWU.
B Kayecmee napamempos nepedaromcs
void StateChange ( int button, int state ) udeHmMugukamop KHonku button u ee
cocmosHue state om
coomeemcmaeyowe2o obpabomyuka
6ubauomexu GLFW

Obpabamesisaem cobbimue, 803HUKarowee
fpu nepemewjeHUU Kypcopa Mmoelwu. B
Kayecmee  napamempos  nepeoaromcs
KOOpOUHamMeol X U y Kypcopa msiuiu om
coomeemcmeyrouezo obpabomyuka
b6ubnuomeku GLFW

void MouseMove ( int x, int y )

®YHKUUU npumeHeHus usmeHeHuli K Kamepe

CuHmakcuc OnucaHue

void Apply ( Camera * camera ) lpumeHAaem Hoeble napamempebl K Kamepe

Taonauua 3. [loss u meToap! Kilacca Keyboard

OprbImbIe nosqA

CuHmakcuc OnucaHue
float Step CKopocmb nepemew,eHuUA Kamepbl
KoHcmpykmop
CuHmakcuc OnucaHue

Co3zdaem 3K3emMnaap Knacca onsa
ynpasaeHus  Kamepol npu  MoMouwu
Knasuamypel. lapamemp step omeeyaem
30 CKOpOCMb nepemeu,eHus Kamepol

Keyboard ( float step = 0.005F )

®dyHKUuu 0b6pabomku cobbimuli Knasuamypol

CuHmakcuc OnucaHue

Obpabamesisaem cobbimue, 803HUKarOWee
pu  U3MeHeHUU COCMOAHUA  Kaasuw
Knasuamypei:

W — nepemeweHue sneped

S — nepemeweHue Hazaod

A — nepemeujeHue 8180

void StateChange ( int key, int state ) D - nepemewerue enpaso
X — nepemeuwjeHue esepx
Z — nepemeujeHue 8HU3

B kayecmse napamempog nepeoaromcsa
udeHmugukamop Kaasuwu key u ee

cocmosHue state om
coomeemcmaeyowe2o obpabomyuka
6ubauomeku GLFW

DYHKYUU npumeHeHUs usmeHeHuli K Kamepe
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CuHmakcuc OnucaHue

void Apply ( Camera * camera ) lpumeHsaem Hogble napamempbl K Kamepe

4. Knaccenl TextureData{1|2|3}D

Ta6uuua 4. [Tons u MeToasl KitaccoB TextureData{1|2|3}D

KoHcmpykmopei

CuHmakcuc OnucaHue

[1D] TextureDatalD ( int width, int components = 3 ) Cosdaem Hosble TeKcmypr’e OaHHble
[2D] TextureData2D ( int width, int height, int components = 3 ) coomeemcmesyroujeu pasmepHocmu u ¢

[3D] TextureData3D ( int width, int height, int depth, 300QHHBLIM  YUCAOM  KOMMAOHeHm  Ha
int components = 3 )
mekcesb

Onepamopsi npeobpasosaHus muna

CuHmakcuc OnucaHue

lMpeobpazyem meKkcmypHble OaHHble K

[1D|2D|3D] operator float * ( void )
maccusy anemeHmos muna float

lpeobpazyem meKcmypHble OaHHble K
[1D|2D|3D] operator const float * ( void ) KOHCMAaHMHOMY — Mdaccusy  3/1eMeHmos
muna float

®yHKYuu docmyna K mekcmypHboIM OaHHbIM

CuHmakcuc OnucaHue

Obecneyusaem noasnemeHmHolli docmyn K
meKcmypHbIM OaHHbLIM, UHMeprnpemupys

Kaxobili meKcenb Kak rnepemeHHyro muna
[1D|2D|3D] template < class Type > Type& Pixel ( int x ) T
e. B kauecmee muna Type mo2ym
[2D] template < class Type > Type& Pixel ( int x, int y ) yP yp Y
[3D] template < class Type > Type& Pixel ( int x, int y, int z ) ucnonb3oeamocs cnedyowue munel (6
3gsucumocmu om 4ucsaa KOMMOHeHmM
mekcens): float, float * Vector3D unu

Vector4D

®PYHKYUU YMeHUA Napamempos MeKCmypHbIx OGHHbIX

CuHmakcuc OnucaHue

Bosspawiaem ¢opmam npedcmasneHus
mekcens e OpenGL. [aHHas @yHKyus
sbibupaem Gopmam asmomamuyecku 8
308UCUMOCMU OM YUCAA KOMMTOHEHM

[1D|2D|3D] int GetPixelFormat ( void )

Bosspawjaem  eHympeHHuUli  ¢hopmam
npedcmasneHus meKkcena 6 OpenGL.
[1D|2D|3D] int GetInternalFormat ( void ) JaHHaa ¢yHKyua ewvibupaem gopmam
asmomamuyecku 8 3asucumocmu om
4ucaa KOMNoHeHmM

Bosspawiaem mun OaHHbIX 0418 XpAHeHUs
KomrnoHeHmM mekcena 6 OpenGL. B
mekyweli peanuszayuu OAHHAA (YHKUUA
scez0a so3spauwjaem GL_FLOAT

[1D|2D|3D] int GetType ( void )

[1D|2D|3D] int Getwidth ( void ) Bosspawaem WupuHy maccusa
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meKcmypHbix OaHHbIX

Bo3spawaem gbicom maccusa
[2D|3D] int GetHeight ( void ) pawy y

meKCmypHbIX OaHHbIX

Bosspawaem 2n1y6uHy maccusa

[3D] int GetDepth ( void )

meKCmypHbIX OaGHHbIX

[1D|2D|3D] int GetComponents ( void )

Bosspawjaem 4ucsi0 KOMNoHeHM mekcensa

®YHKYUU YCMAHOBKU MEKCMYPHbIX OGHHbIX

CuHmakcuc

OnucaHue

[1D] void Upload ( int target
[2D] void Upload ( int target
[3D] void Upload ( int target

GL_TEXTURE_1
GL_TEXTURE_2
GL_TEXTURE_3

D)
D)
D)

lepedaem OpenGL napamempsi
MeKCMypHbIX OAHHbIX U 8bl2pyHaem ux 8
namame 2paguyecko2o npoyeccopa

5. Knaccnl FilterMode u WrapMode

Taoauna 5. [Toas u MeTons! Kitacca FilterMode

Omkpbimeie nonsa

CuHmakcuc

OnucaHue

int Minification

3a0aem pexcum ¢unempayuu mexkcmypeol
npu ee  ymeHoWweHuu.  Bo3mocHbie
3HavyeHuA: GL_NEAREST u GL_LINEAR

int Magnification

3adaem pexum uabmpayuu mexkcmypoi
npu ee  yseauyeHuu.  Bo3amoicHble
3HayeHuAa: GL_NEAREST u GL_LINEAR

KoHcmpykmop

CuHmakcuc

OnucaHue

FilterMode ( int = GL_NEAREST, int = GL_NEAR

EST )

Cozdaem Hosbili 06vbekm 014 3a0aHUA
pexumos puasmpayuu mexkcmypeol

OYHKUUU yCMAHOBKU Napamempos ¢guasmpayuu

CuHmakcuc

OnucaHue

void Setup ( int target )

lMepedaem 300aHHble napamempel
gunempayuu OpenGL 018 meKkcmypel
muna target. Bo3moiHble 3HQYeHUA:
GL_TEXTURE_{1|2|3}D

Tadoauua 6. [lons u Metozb! Ki1acca WrapMode

OprbImbIe nosqA

CuHmakcuc

OnucaHue

3a0aem pexcum HAMAOMHEHUA meKcmypsi

int WrapS 07149  KoopduHamel s.  Bo3amoicHele
3HayeHuAa: GL_CLAMP u GL_REPEAT
int WrapT 3a0aem pexcum HAA0HEHUA meKcmypbl

018  KoopouHamel  t. Bo3mos#(HbIe
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3Ha4yeHuAa: GL_CLAMP u GL_REPEAT

3adaem pexum HanoxeHua mexkcmypeol
int WrapR 0a1s8  KoopouHamel  r. Bo3mocHble
3Ha4vyeHuA: GL_CLAMP u GL_REPEAT

KoHcmpykmop
CuHmakcuc OnucaHue
WrapMode ( int s = GL_CLAMP, Co3daem Hosbili 06bekm 04 3a0aHuA
int t = GL_CLAMP,
int r = GL_CLAMP ) PEeHCUMOB HAI0HEHUA meKcmypbl
Onepamopsi npeobpazosaHus muna
CuHmakcuc OnucaHue

lepedaem 300aHHbIE napamempeol
HanoxeHusa OpenGL 019 mekcmypel muna
target. Bo3amoxcHble 3HAYEHUA:

GL_TEXTURE_{1|2|3}D

void Setup ( int target )

6. Knaccwl Texture{1|2|3}D

Ta6auna 7. [Tons u Mmetos! KitaccoB Texture{1]|2|3}D

OprbImbIe nosqA

CuHmakcuc OnucaHue

[1D] TextureDatalD * Data
[2D] TextureData2D * Data TeKcmypHblie 0aHHble
[3D] TextureData3D * Data

[1D|2D|3D] FilterMode FilterMode Pexcum ¢hunbmpayuu mekcmypei
[1D|2D|3D] WrapMode WrapMode Pexcum HanoxuceHUs mexkcmypol
KoHcmpykmop
CuHmakcuc OnucaHue

Co30aem Hosblli meKcmypHbili 06vekm,
Komopsili  6ydem  ycmaHo8neH — Ha

[1D] TexturelD ( unsigned unit = 0 ) meKcmypHoili Modyne unit. Ana
[2D] Texture2D ( unsigned unit = @, unsigned = GL_TEXTURE_2D ) 08ymMepHbIX MmeKCcmyp MOMCHO 8blI6pame
[3D] Texture3D ( unsigned unit = @ ) KOHKpemH®bIli mun mexcmypei:

GL_TEXTURE_2D unu

GL_TEXTURE_RECTANGLE

Co3zdaem Hosbili mekcmypHbIl 06bekm ¢
300aHHbIMU  OaHHbIMU  data, Komopbili

[1D] TexturelD ( TextureDatalD * data, unsigned unit = @ ) 6yaem ycmaHoeneH Ha meKcmyprlﬁ
[2D] Texture2D ( TextureData2D * data, unsigned unit = @, ) it 3

unsigned = GL_TEXTURE 2D ) moOdynb unit. [na 0symepHbix muekcmyp

[3D] Texture3D ( TextureData3D * data, unsigned unit = @ ) MOMCHO 8bI6PaMb  KOHKpemHbIli  mun

meKcmypeol: GL_TEXTURE_2D unu

GL_TEXTURE_RECTANGLE

DYHKYUU yrpasaeHuUs meKkcmypHoim 06 bekmom
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CuHmakcuc OnucaHue

lMepedaem OpenGL napamempel
meKkcmypHo20 06bekma U eblepyxicaem
OaHHble 8  NamMsamMb  2paghuyecKoz2o
adanmepa

[1D|2D|3D] void Setup ( void )

ObHosngaem OaHHbIe meKcmypHo20
[1D|2D|3D] void Update ( void ) obvekma 8 namasmu  2paguyecKozo
adanmepa

lpucoeduHaem mexkcmypHbili 06beKm K

[1D|2D|3D] void Bind ( void )
cocmosaHuto OpenGL

OmcoeduHsem mekcmypHbIli 06vbekm om

[1D|2D|3D] void Unbind ( void )
cocmosHusA OpenGL

DYHKYUU YMeHUSA napamempos meKkcmypHoz20 o6vbekma

CuHmakcuc OnucaHue

Bosspawaem udeHmugpukamop

[1D]|2D|3D] unsigned GetHandle ( void )
meKkcmypHozo o6vekma 8 OpenGL

Bo3spawaem mun meKcmypHo20

[1D|2D|3D] unsigned GetTarget ( void )
obvekma 8 OpenGL

Boszspawaem Homep meKcmypHo20
[1D|2D|3D] unsigned GetUnit ( void ) Mo0ynd, Ha  Komopolli  ycmaHoeseH
mekxkcmypHbili 06vbekm

7. Knaccwl RenderBuffer n FrameBuffer

Ta6auua 8. [lomsa u meTonw! Kaacca RenderBuffer

Omposimele nons

CuHmakcuc OnucaHue
unsigned Width WupuHa 6ygepa susyanusayuu
unsigned Height Boicoma 6yghepa susyanusayuu
unsigned Attachment Tun 6ygepa susyanuszayuu 8 OpenGL
unsigned InternalFormat g::;;izz::gu ZC(JJZAZ'ZZL nukcena 6ydzepa

KoHcmpykmop

CuHmakcuc OnucaHue

Co3zdaem Hosbili bygep su3yanusayuu c
RenderBuffer ( unsigned int width = 512, 3a0aHHOl  wupuHol width u ebicomoil
unsigned int height = 512, .
unsigned int attachment = GL_DEPTH_ATTACHMENT, height muna attachment c eHympeHHum
unsigned int format = GL_DEPTH_COMPONENT16 ) gopmamom npedcmasneHus 3n1emeHmos

format

dyHKYuu ynpasneHusa bygepom susyanusayuu

CuHmakcuc OnucaHue
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void Setup ( void )

lepedaem OpenGL napamempsi 6ygepa
8u3yanusayuu u evidessem namame 015
€20 XpaHeHus

void Bind ( void )

MpucoeduHsem bygep 8u3yanus3ayuu K
cocmosaHuto OpenGL

void Unbind ( void )

OmcoeduHsem bychep su3yaausayuu om
cocmosHusA OpenGL

®dyHKUUU YMeHUs napamempos bygepa susyanuzayuu

CuHmakcuc

OnucaHue

int GetHandle ( void )

Bosspawjaem udeHmugukamop 6ygepa
su3yanusayuu e OpenGL

Taoauua 9. [Tons u MeTos! Kitacca FrameBuffer

Ompbimele nons

CuHmakcuc

OnucaHue

vector < Texture2D * > ColorBuffers

Criucok O8yMepHbIX meKcmyp, Komopeble
bydym ucrnonv3osameca 8 Kayecmse
bygpepos ysema (He 6osnee 8)

vector < RenderBuffer * > RenderBuffers

Cnucok 6ygepos susyanusayuu, Komopeole
6y0ym  ucrone308amecs 8 Kayecmee
byghepos 2nybuHbl unu mpagapema

KoHcmpykmop

CuHmakcuc

OnucaHue

FrameBuffer ( void )

Cozdaem Hosblli bygep Kaopos, 041
KOmopo20o He Ha3Ha4YeH HU 00uH bycep
0111 8b1800a

®dyHKuuu ynpasneHusa bygepom Kaopos

CuHmakcuc

OnucaHue

void Setup ( void )

lepedaem OpenGL napamempsi 6ygepa
Kadpoe U [MpucoeduHsem K Hemy 8ce

300aHHble  bygepbl  su3yanuzauyuu U
dsymepHble mekcmypsl

void Bind ( void ) lpucoeduHsem byghep Kadpos K
cocmosaHuto OpenGL
OmcoeduHsem  bygep  kKadpos om

void Unbind ( void )

cocmosaHuAa OpenGL

void FetchOutcome ( void )

3aepyraem meKkcmypHoie OdHHble U3
epagpuyeckoli namamu 8 cuCmemHYH

®PYyHKYUU YymeHuAa napamempos bygepa Kadpos

CuHmakcuc

OnucaHue

int GetHandle ( void )

Boszspawiaem udeHmugukamop 6ygepa
Kadpoe 8 OpenGL
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8. Knacc ShaderManager

Tabauna 10. [Tons u meroasl knacca ShaderManager

KoHcmpykmop

CuHmakcuc OnucaHue

Co3zdaem Hosbili 06beKm 078 ynpaeneHus
ShaderManager( void ) 8epWUHHbIMU u pazmeHmHbIMU
welidepHbIMU po2pammamu

®dyHKUUU yripasneHuUs wielidepHbIMU po2pammamu

CuHmakcuc OnucaHue

3aepyy#caem eepwuHHbIl  welidep u3

bool LoadVertexShader ( const char * filename ) batina fil
auna jilename

3azpyrcaem ppaemeHmHsbili  welidep u3

bool LoadFragmentShader ( const char * filename ) 47 o f'/
aunda Jjilename

3aepyxcaem sepwuHHbIl welidep u3 count

bool LoadVertexShader ( const char ** filenames, int count ) . .
¢halinos c umeHamu 6 maccuse filenames

3aepyrcaem ¢paemeHmHoili  welidep u3
bool LoadFragmentShader ( const char ** filenames, int count ) count ¢palinos ¢ umeHamu 8 maccuse

filenames

Cobupaem welidepobl 8 e0UuHYyto
void BuildProgram ( void ) npozpammy ona ucrionHeHuA Ha
2paghuyeckom npoyeccope

MpucoeduHaem welidepHyro npozpammy K

void Bind ( void )
cocmosaHuto OpenGL

OmcoeduHaem welidepHyo npo2pammy

void Unbind ( void )
om cocmoAHua OpenGL

®PyHKYuUU nepeda4u OaHHbIX 8 welidepbl

CuHmakcuc OnucaHue

Boszspawaem udeHmugpukamop uniform-

int GetUniformLocation ( char * name ) .
nepemeHHoUl ¢ umeHem name 8 OpenGL

Bosspawaem udeHmugukamop attribute-

int GetAttributelLocation ( char * name ) .
nepemeHHol ¢ umeHem name 8 OpenGL

Bosepawjaem 3HadyeHue uniform-gekmopa

Vector4D GetUniformVector ( char * name )
c umeHem name 8 OpenGL

Bosspawaem 3Ha4yeHue uniform-eekmopa

Vector4D GetUniformVector ( int Llocation ) :
¢ udeHmugukamopom location e OpenGL

Bosspawaem 3Ha4eHue attribute-eekmopa

Vector4D GetAttributeVector ( char * name )
¢ umeHem name 8 OpenGL

Bo3spawaem 3HayeHue attribute-eekmopa

Vector4D GetAttributeVector ( int location ) )
¢ udeHmugukamopom location e OpenGL

YcmaHasnusaem 3HauyeHue value
bool SetUniformInteger ( const char * name, int value ) yesoyucneHHol uniform-nepemeHHol ¢
umeHem name 8 OpenGL

YcmaHaenusaem 3Ha4eHue value
bool SetUniformInteger ( int Location, int value ) uesoyucneHHol  uniform-nepemeHHol ¢
udeHmugpukamopom location e OpenGL

bozconenos Jlenuc | bogdencmc@inbox.ru



bool

SetUniformFloat ( const char * name, float value )

YcmaHasnusaem 3HaYeHue value
sewiecmeeHHoli  uniform-nepemeHHol ¢
umeHem name 8 OpenGL

bool

SetUniformFloat ( int location, float value )

YcmaHaenusaem 3Ha4eHue value
sewiecmeeHHoli  uniform-nepemeHHoli ¢
udeHmugpukamopom location e OpenGL

bool

SetUniformVector ( const char * name, const Vector2D& value )

YecmaHasnusaem 3HaYeHue value
dsymepHo20 uniform-eekmopa ¢ umeHem
name 8 OpenGL

bool

SetUniformVector ( int Llocation, const Vector2D& value )

YcmaHaenusaem 3Ha4eHue value
ds8ymepHO20 uniform-eekmopa c
udeHmugpukamopom location e OpenGL

bool

SetUniformVector ( const char * name, const Vector3D& value )

YecmaHasnusaem 3Ha4YeHue value
mpexmepHo20 uniform-eekmopa ¢ umeHem
name 8 OpenGL

bool

SetUniformVector ( int Llocation, const Vector3D& value )

YcmaHaenusaem 3Ha4eHue value
mpexmepHo20 uniform-eekmopa c
udeHmugpukamopom location e OpenGL

bool

SetUniformVector ( const char * name, const Vector4D& value )

YcmaHaenusaem 3HaYeHue value
YemelpexmepHoz20  uniform-eekmopa ¢
umeHem name 8 OpenGL

bool

SetUniformVector ( int Llocation, const Vector4D& value )

Ycma+asnusaem 3HayeHue value
yemeipexmepHo20  uniform-sekmopa ¢
udeHmugukamopom location e OpenGL

bool

SetUniformMatrix ( const char * name, const Matrix2D& value )

YecmaHasnusaem 3HaYeHue value
dsymepHoli uniform-mampuyel ¢ umeHem
name 8 OpenGL

bool

SetUniformMatrix ( int location, const Matrix2D& value )

YcmaHasnusaem 3Ha4eHue value
dsymepHoli uniform-mampuysi c
udeHmugpukamopom location e OpenGL

bool

SetUniformMatrix ( const char * name, const Matrix3D& value )

YecmaHasnusaem 3HaYeHue value
mpexmepHoU uniform-mampuyel ¢ umeHem
name 8 OpenGL

bool

SetUniformMatrix ( int location, const Matrix3D& value )

YcmaHaenusaem 3Ha4eHue value
mpexmepHoUi uniform-mampuysi c
udeHmugpukamopom location e OpenGL

bool

SetUniformMatrix ( const char * name, const Matrix4D& value )

YecmaHasnusaem 3HaQYeHue value
yemsipexmepHoli  uniform-mampuuysi ¢
umeHem name 8 OpenGL

bool

SetUniformMatrix ( int location, const Matrix4D& value )

YcmaHaenusaem 3Ha4eHue value
yemoipexmepHoli  uniform-mampuysi ¢
udeHmugpukamopom location e OpenGL

bool

SetTexture ( int location, const TexturelD * texture )

YecmaHasnusaem 00HOMepHbIl
meKkcmypHbi(i o06vekm texture c
udeHmugpukamopom location e OpenGL

bool

SetTexture ( const char * name, const TexturelD * texture )

YcmaHaenusaem 00HOMepHbIL
meKkcmypHbil 06bekm texture ¢ umeHem
name 8 OpenGL

bool

SetTexture ( int location, const Texture2D * texture )

YecmaHasnusaem osymepHeolli
meKkcmypHbi(i o06vekm texture c
udeHmugpukamopom location e OpenGL

bool

SetTexture ( const char * name, const Texture2D * texture )

YcmaHaenusaem dsymepHbili
meKcmypHbili obvekm texture ¢ umeHem
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name 8 OpenGL

YecmaHasnusaem mpexmepHbili
bool SetTexture ( int location, const Texture3D * texture ) mexcmypHblli 0b6vbekm texture c

udeHmugpukamopom location e OpenGL

YcmaHasnusaem mpexmepHbili
bool SetTexture ( const char * name, const Texture3D * texture ) mexkcmypHblli 0bvekm texture ¢ umeHem
name 8 OpenGL

HasHavaem umsa name attribute-

bool SetAttributeName ( int Location, const char * name ) nepemeHHol c udéeHmMuguKamopom
location
Ycma+aenueaem 3Ha4YeHue value
bool SetAttributeFloat ( const char * name, float value ) sewiecmeeHHoli attribute-nepemeHHol ¢

umeHem name 8 OpenGL

YcmaHaenusaem 3Ha4eHue value
bool SetAttributeFloat ( int Location, float value ) sewjecmeeHHoli attribute-nepemeHHol ¢
udeHmugpukamopom location e OpenGL

YcmaHasnusaem 3Ha4YeHue value
bool SetAttributeVector ( const char * name, const Vector2D& value ) 03y/v|epHoeo attribute-eekmopa C UMeHeM

name 8 OpenGL

YecmaHasnusaem 3Ha4yeHue value
bool SetAttributeVector ( int location, const Vector2D& value ) dsymepHO20 attribute-eekmopa c
udeHmugpukamopom location e OpenGL

YecmaHaenusaem 3Ha4YyeHue value
bool SetAttributeVector ( const char * name, const Vector3D& value ) mpexmepHo20 attribute-eekmopa c
umeHem name 8 OpenGL

YemaHasnusaem 3Ha4yeHue value
bool SetAttributeVector ( int Llocation, const Vector3D& value ) mpexmepHo20 attribute—eeKmopa Cc

udeHmugukamopom location e OpenGL

YcmaHasnusaem 3Ha4yeHue value
bool SetAttributeVector ( const char * name, const Vector4D& value ) YemesipexmepHo20  attribute-eekmopa ¢
umeHem name 8 OpenGL

YcmaHasnusaem 3Ha4eHue value
bool SetAttributeVector ( int Llocation, const Vector4D& value ) yemolpexmepHo20 attribute-ee;{mopa c

udeHmugukamopom location e OpenGL
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