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BeedeHue

JucuunnuHa «ApXUTEKTypa TpadUyecKuX YCTPOWCTB» BXOJIUT B ITHKI
HanpasneHus cnenuansHoctd 1-40 0501 12 «MHbOpMalimoHHbIE CHCTEMBI H
TEXHOJOTMHM (B WIPOBOM HMHAYCTPUH)» KOMIIOHEHTA YYPEXKIEHUS BBICUIETO
oOpa3oBaHUs.

[enbto AUCHUIIIMHBI SBISETCS OBJIAJCHUE TEOPETUUECKUMH 3HAHUSAMU U
IPAKTUUECKUMH HaBBIKAMHU 110 apXUTEKType TIpaHUuecKkux MpolLEecCcopoB,
TEXHOJIOTHSIM BBIYMCICHUN Ha rpaMuecKux MpoLeccopax W MPUMEHEHUs s
ATOTO PA3IUYHBIX OMOJINOTEK.

OCHOBHBIMU 337ja4aM AUCIUTIINHBI SBISIOTCS:

— HW3YYECHHE apXUTEKTYpbI TpapuueCcKuX MPOIECCOPOB;

— UW3YYCHHE TEXHOJOTHH BHIYMCICHUS Ha rpauecKux mpoleccopax;

— H3YYCHHME COBpPEMEHHBIX OMOJMOTEK Al OpraHu3allid BBIYMCIEHUS Ha
rpaduyecKux mpoueccopax.

1. JlabopamopHas paboma Ne 1. Paboma
C yeemoebIMU rnpocmpaHcmeamu

[lenb pa®OTHI: MO3HAKOMUTHCSI C MPEACTABICHUEM I[BETa B Pa3IMYHBIX
[IBETOBBIX MPOCTAHCTBAX.

Jlns mpencTaBieHUsi 1[BE€Ta B KOMIIBIOTEPHOUW TpauKe HCMIOIB3YHOTCS
pa3HbIC IBETOBBIE TPOCTPAHCTRA.

Jlns omucaHMs 1BETa MHUKCENs HAa dKpaHEe MOHHUTOpa Hanbojee yaoOHO
npocpanctBo RGB (red, green, blue — kpacHslii, 3enensrii, cunuii). OHO SBIsSETCS
aaAUTUBHBIM. CMBICII TOTO B TOM, YTO JJIs TOJTYYEHHUSI PE3YIbTUPYIOLIErO 1IBETA,
COCTaBIISIIOIIME CKJIAAbIBalOTCSA. Hampumep, Ml MOTy4EHUS KENTOrO IIBETa
CMEIINBACTCS KpacHas ¥ 3eJIeHasi COCTaBIISOIINE, 1 (DUOJIETOBOTO — KpacHas v
cunsis. BeiOop 6a30BbIX IIBETOB OCHOBAH Ha (DM3MOJIOTHH YEIOBEUECKOTO TJia3a.
KoMrioneHnTsl 1BeTa OOBIYHO TMPEACTABISIIOTCA  OJHOOANTOBOW  IEJIOM
nepemMeHHou B uHTepBaie oT 0 10 255 (8 6uT Ha kaHan, 24 OuTa Ha MUKCEJlb) WX
YHUCJIOM C IUIaBaromiell Toukoil B amama3zoHe ot 0 go 1. Kaknprii mukcenb
MOHUTOpa HuMeeT 3 CYOINUKCeNs, COOTBETCTBYIOIIME 3-€M COCTaBJISIOIINM.
CreneHb cBeYeHHUs CYONMKCENs 3aBUCUT OT 3HA4YEHUs cocTaBistomeit. 0 —
OTCYTCTBYET, 255 — UMeeT MaKCUMAaJIbHYIO sIpKkocTh. Takum o6pazom (0, 0, 0)
COOTBETCTBYET YEPHOMY LIBETY, (255, 255, 255) — OGenomy.

Jlns  onmcaHus I1[BeTa TMHKCENs TpU TMedatd Haubojee yI00HO
npoctpaictBo CMY wmmm CMYK (cyan, magenta, yellow, key (black) -
OMPIO30BBIN, MyPIYPHBIHN, KENTHIN, YepHbIN). OHO SBISETCS CyOCTPAKTHBHBIM.
CMBICT 3TOTO B TOM, YTO JUIsl TIOJYYEHHs PE3yJbTUPYIOIIETO IBeTa 0a30BbIC
KOMITOHEHTBI 1IBETA BBIYMTAIOTCA. bUPIO30BbIN MOrIamaeT KpacHblii KOMIIOHEHT
U OTPaXXaeT 3€JICHbId U CUHUN. (DHUOJETOBBIN MOIVIONIAET 3E€JIEHBIM U OTPAXKAET



KpacHbId ¥ cuHUU. TakuMm oOpa3oM IS TOSydeHHUs CHHETO I[BeTa Ha Oymare
HY)KHO CMEIIaTh COCTABJISIFOIINE, TOTJIONIAOIINE KPACHBIA U 3€JICHBIN, TO €CTh
OuMprO30BBIN M (PUONETOBBINH. B Tpadmyeckux pemakTopax TPEeXKOMIIOHEHTHOE
IIPOCTPAHCTBO TaKXKe KOAUpPYeTCsl dYmciaMu B auanazoHe ot 0 mo 255,
YEeTHIPEXKOMIIOHEHTHOE — unciaamu B aumnazone ot 0 mo 100. bonpiee 3HaueHme
COOTBETCTBYET OOJIBbIIEMY 3aMOJHEHUIO OyMaru Kpackod WM TOHepoM. Takum
obpazom (0, 0, 0) — cooTBeTCTBYET OEIOMY TIBETY, (255, 255, 255) — uepHOMY.
Eciu He yuuThiBaTh LIBETOBbIE Mpoduian 00OpynoBaHUS (CyONHKCETH
MOHHMTOpPAa HE HACAJIbHO TMEPEAal0T COCTABIAIONIME I[IBETA; IHUIMEHTHI,
UCIIONIb3yeMble MJIsi MPOU3BOJICTBA UEPHWJ M TOHEpa, TaKkKe HE HJCaNIbHBI,
M03TOMY JUIS IIBETOKOPPEKIIUU UCTIONB3YIOTCS IBETOBBIEC MPOMUITH), TO TIEPEXO
Mexay RGB u CMY MOHO OCYIIECTBUTH IO CIEAYIOIIUM BBIPAKEHUSIM

C =255—R,
M = 255 -G,
Y =255 -B.
R =255 -C,
G =255—-M,
B =255-Y.

[Tockonbky npocTpanctBo RGB siBisieTcsi TpeXKOMIOHEHTHBIM, TO €ro
aJIeKBaTHO MOXHO TMpeACTaBUTh TOJbkOo B 3D mpoctpancTBe. B 1emsx
yHU(UKAIIMN, a TakXke 4YTOObl YMECTUTh BCE OTTEHKH I[BETOB, BHJIUMBIX
4eJIOBeKOM Ha 1iockocTu X0y ¢ koopaumHatamu B mpezenax ot 0 mo 1, Obuio
pa3paboTtano npoctpancTBo XY Z.

[IpeobpazoBanne n3 RGB B XY Z BbIMOMHSAETCS 1O BHIPAKESHUTO

¥ ) 049 031 0,2 R
vl=——.1017697 08124 001063|-|c|.
7] 017697 0 001 09 | I

Jliig yenoBeka MpUBBIYHEE ONEPUPOBATH APYTMMH MOHATHUSMU: OTTEHOK,
HACBIIIEHHOCTh, SPKOCTh (CBETNIOCTh) mLBeTa. IloaToMy ObulM pa3paboTaHbI
nBeToBbIe mpocTpancTBa HSB (hue, saturation, brightness), HSl (hue, saturation,
intencity), HSV (hue, saturation, value). 3tu Tpu IPOCTPaHCTBA OUYCHD ITOXOXKH.
Hue — orrenok. OtcunrtsiBaercs no yriy: 0° — kpacubiii, 60° — sxentoiif, 120° —
3eJIeHbIN, U TaK Jajee 4epe3 Bech crekTp 1BeToB 0 300° — ¢dhuoneToBbii, U
obpatHo Kk 360°— kpacHOMy. Saturation — HAaCBIIIEHHOCTh, XapaKTePH3yeT
HAaCKOJIBKO I[BET OTJMYAaeTcsl OT OTTEHKOB ceporo. TpeTuil KOMIOHEHT
(brightness, intencity, value) xapakTepusyeT SPKOCTb WJIH «CBETJIOTY», T.C.
HACKOJIbKO IIBET OTJIMYAaeTcsl OT YepHOro. BusyalbHO 53TH 1IBETOBbIE
IPOCTPAHCTBA MOKHO NMPEACTaBUTHh C MOMOUIbIO IMIIMHApPAa WK KoHyca. [Ipu
IIPE/ICTABICHUH B BUJE€ KOHYCA, TOBEPHYTOIO OCHOBAaHHWEM BHH3 HA BEpUIMHE,
BHU3Y HaXOAMUTCA YepHBIH 11BeT. Ha BpICOTE OT BEpIIMHBI K CEpPEITMHE OCHOBAHUS
HaXOATCS TPaJalliy CEporo I[BeTa OT YepHOoro 10 6enoro. Ha ocHoBaHuu koHyca
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HAXOAWUTCS BECh CIEKTP MO OKPYKHOCTH C U3MEHEHHEM OT OeJIoro B IEHTPE, 110
HACBIIICHHBIX «IHCTHIX)» IIBETOB O KPasiM.
ITpeob6pazoBars nBet 13 RGB B HSl MoxHO 10 ciieayronuM BeIpaKeHUsIM

( %-((R—G)+(R—B))
H = arccos
JR-=6G)2+((R-B) (G-B)
{ 3 _
S=1—m-m1n(R,G,B),
\ I=%-(R+G+B).

Taxke wucmomp3yercs B TpaduUecKoM MPOTPAMMHOM OOECIICUCHUH
1BeToBOe ImpocTpanctBo L'ab’. Ono ObI0 pa3paboTaHO Ul yCTpaHEHUS
HenuHeHocTy cucTeMbl XY Z ¢ 4enoBedeckol Touku 3penus. Koopaunara L
3a1aeT cBeTI0Ty Bera. Koopaunare: a u b — nBeToBoii ToH: & — paccTosHuE OT
3€JIEHOT0 JI0 KPacHoro, b’ — paccTosHue LBeTa OT CHHETO 10 KENTOTO.

Konpepranus u3 XYZ B L"a’h’ npoussoaurcs 1o BeIpakeHHAM
( Y
L= 116'f<Y—) — 16,

n

@’ =500 (f (X%) —f(Y—:))
b =200 (f (Yin) —f (Zz—n)>

Vt,oput > 63,

- f®O=y¢ | 4 A
ﬁ‘l‘g,npl/ltﬁé‘ ,

N

rac.

29’

— X, Y,, Z, —3HaueHuss KOOpAUHAT «TOUYKH Oesroro» B mpocTpancTBe XY Z (s
Tabnuibl cBeTUMocTU D65 MexxayHapoaHONH KOMUCCUH IO OCBEIICHUIO X, =
95,0489, Y, = 100, Z,, = 108,884).

OOpatHasi KOHBEpTALMS IPOU3BOJIUTCS MO BBIPAKEHUSM



rae f7H(t) =

f
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1.1. 3adaHus Ha nabopamopyro pabomy

Paspa6orats npunoxenue (Windows Forms miaun WPF), peanusyromniyro
(GyHKUHIO, YKa3aHHYO B Ta0u. 1.1.

Tabnuya 1.1
3adaHus Ha nabopamopHyto pabomy Ne 1
No

Bap-ta OYHKIIUU TPOrPAMMBbI

1 Nuctpyment «llunerka» ¢ mpeicTaBieHUEM LIBETa B MPOCTPAHCTBAX
RGB, HSI.

2 Nuctpyment «llumnerka» ¢ mpencTaBlieHUeM ILBETa B MPOCTPAHCTBAX
RGB, Lab.

3 Nuctpyment «lluneTtka» ¢ mpeAcTaBI€HUEM IBETa B MPOCTPAHCTBAX
RGB, XYZ.

4 Nuctpyment «lluneTtka» ¢ mpeAcTaBiIeHUEM IIBETa B MPOCTPAHCTBAX
RGB, CMY.

5 [TpeobpazoBaHme UCXOIHOTO U300PAKEHHUSI B MOHOXPOMHOE.

6 Coznanue n300pakeHUst ¢ IPSIMOYTOJILHUKOM, 3aITOJTHEHHBIM I[BETOM,
3aJIaHHBIM T0JIb30BATEJIEM B IIBETOBOM mpocTpancTee HSl.

7 Co3znanue n300pakeHust ¢ IPSIMOYTOJILHUKOM, 3aITOJTHEHHBIM I[BETOM,
3aJJaHHBIM I0JIb30BATEJIEM B IIBETOBOM pocTpaHcTse Lab.

8 Coznanue u300paxxeHus ¢ IPSIMOYTOJILHUKOM, 3aIT0JTHEHHBIM I[BETOM,
3aJIaHHBIM T0JIb30BATEJIEM B IIBETOBOM npocTpancTee XY Z.

9 Cozpnanue n300pakxeHus ¢ TPSIMOYTOJILHUKOM, 3aMTOJTHEHHBIM I[BETOM,
3aJIaHHBIM T0JIb30BaTeJIeM B LIBETOBOM npocTtpanctee CMY..

10 Co3nganne w300paKeHHUsI C  DIUIMIICOM, 3aIlOJTHEHHBIM  IIBETOM,
3aJIaHHBIM TI0JIb30BATEJIEM B IIBETOBOM mpocTpancTee HSl.

11 Co3nganne w300pakeHHUS C DJUIMIICOM, 3aIllOJIHCHHBIM  I[BETOM,
3aJJaHHBIM TT10JI30BATEJIEM B IIBETOBOM mpocTpaHcTBe Lab.

12 Co3nanve W300pakeHHUsI C JJUIMIICOM, 3allOJIHEHHBIM I[BETOM,

3aJIaHHBIM ITIOJIB30BATCJICM B IIBETOBOM IMPOCTPAHCTBE XYZ.
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lNpodomkeHue mabnuubi 1.1

13

Co3nganue wu300paxeHuss C DIUIUIICOM, 3allOJIHEHHBIM I[BETOM,
3aJJaHHBIM T0JIb30BaTEIEeM B IBETOBOM npoctpaHcTe CMY.

14

Co3nanne M300paKE€HUs, B KOTOPOM KaXKIbl MHUKCENIb 3aKpalleH
BeToM R-cocTaBisromas KOTOporo MpornopuroHaIbHAa KOOPAHHATE
nyKcens o ropuzonTanu, G — no Beptukanu. B = 0.

15

Coznmanne u300paXeHHsS, B KOTOPOM KaKJIbIi TMUKCETh 3aKpaiieH
BeToM R-cocTaBisromas KOTOpOro MpornopuroHaibHa KOOPAMHATE
MUKCes 1o ropusonTainu, B — no Beprukamu. G = 0.

16

Co3nanue M300paKEHUs, B KOTOPOM KaXKJbld IHUKCEIb 3aKpalleH
BeToM G-cocraBisiomas KOTOPOro MpONOpLUOHATIbHA KOOpAUHATE
MUKCceNs o Topu3oHTanu, B — mo Beptukanmu. R = 0.

17

Co3nmanne M300paKECHUS, B KOTOPOM KaXKIbI THKCETh 3aKpaiieH
BeToM C-cocTaBistonias KOTOPOTro MPOMOPIHMOHAIbHA KOOPIUHATE
nukcens 1o ropusoHTtanu, M — no Beptukamu. Y = 0.

18

Co3nanue u300paKeHUs, B KOTOPOM KaXJbld MUKCENTh 3aKpalieH
BetoM C-cocTaBisionias KOTOPOro MPOMOPIHOHANIbHA KOOPIUHATE
MUKCeJs 10 Topu30oHTaNd, Y — o Beptukainu. M = 0.

19

Coznanmne m300paxkeHHs, B KOTOPOM KaXKJIbIil MUKCENTh 3aKpaiieH
BeToM M-cocTaBisiomas KOTOporo MponopiroHaibHa KOOpAuHATe
nuKcens mo ropu3onTtany, Y — mo Beprukanu. C = 0.,

20

Co3nmanne M300paKEeHUs, B KOTOPOM KaXKIbId THKCETh 3aKpaiieH
1BeToM M-cocTaBismomas KOTOporo MponopIiMoHanbHa KOOPANHATE
MUKCEIs 10 Topu3oHTanu, Y — o Beptukanu. C = 1.

21

Co3nanue M300paKE€HUS, B KOTOPOM KaXkJIbId MHUKCETh 3aKpaiieH
I[BETOM &-COCTABJISIONIAss KOTOPOTO MPOMOPIIMOHAIIbBHA KOOPIUHATE
MUKCEJIs 0 TOpru30HTaIH, b — mo Beptukamm. L = 0,5.

22

Co3nanue M300paKE€HUs, B KOTOPOM KaXKAbld MHUKCENTb 3aKpalleH
1BETOM H-cocTaBisiomas KOTOporo MpornopryoHaibHa KOOPANHATE
NUKCeJIs 10 TOpu30HTaNH, | — no BepTukamu. S=1.

23

Co3nanue u300paKeHUs, B KOTOPOM KaXIbld MHUKCENTb 3aKpallieH
BeTOM H-cocTraBistomas KOTOpOro MpornopLUOHaIbHA KOOPAUHATE
NUKCeJIs 10 TOPU30HTAIN, S— 1o BepTukaiu. | = 1.

24

Co3nanue m300paKeHUs, B KOTOPOM KaXkIbI THUKCETh 3aKpaiieH
IIBETOM S-COCTaBIISIIOIAs KOTOPOTO TPOMOPIIMOHATBFHA KOOPIUHATE
NUKcenss 1o ropu3oHTanu, | — mo Beprukamu. H 3amaercs
110JIb30BaTEJIEM.

25

Co3nanue wu3o0OpaxkeHuss ¢ npoekiued 1nBeroBoro RGB ky0a
(11I€eCTUYTOJBHUK), BUJ CBEPXY.

26

Co3nanue wu3o0pakeHuss ¢ npoekiued 1nBeroBoro RGB ky0a
(IIECTUYTOJIBHUK), BUJ] CHU3Y.




OkoHyaHue mabnuuypi 1.1

27 Co3nmanne wu300pakeHUsT C TPOEKIMEH I1BEeTOBOro Konyca HSI
(OKpYXHOCTB), BUJT CBEPXY.

28 Co3nmanne wu300pakeHUs C TPOEKIMEH I1BEeTOBOro KoHyca HSI
(OKpY>KHOCTB), BUJI CHU3Y.

29 Coznanue n3o0paxeHus ¢ Fg-XpoMaTUYHOCTHIO.

30 Coznanue n300pakeHus ¢ I'g-XpoMaTUYHOCTHIO B pocTpaHcTBe XY Z.

KoHTpoJibHbIe BOPOCHI

1. B dem pa3HuMIla MeXAE AATUTUBHBIMU U CYOCTPAaKTHBHBIMHU I[BETOBBIMU
IIPOCTPAHCTBAMMU?

2. Kaxk Oyzer BBITISACTD TPEYTONBHK, eciu pa3pe3aTs RGB ky6 nmo auaranaism
gyepe3 ToukH ¢ koopaunatamu (1;0;0), (0; 1;0), (0;0;1)?

3. Kak Oyzet Boirsiners RGB ky0 npu B3rJsifie O CTOPOHBI BEPIIMHBI C OETTBIM
nBeToM?

4. Kax Oyner Boirsiierb RGB ky0 mpu B3riisiie cO CTOPOHBI BEPIIUHBI C
YEPHBIM LIBETOM?

5. Yo maert uBeToBoe mpocTpancTBo XY Z?

6. Urto maer ucnoip30BaHUE IIBETOBOTO MpocTpancTBa HSI?

2. JlabopamopHasi paboma Ne 2. Bu3yanu3sauyus
npocmetliweu cUueHbl C mpexmepHbIM 06 bEeKmMom
cpedcmeamu 6ubnuomeku DirectX

[lenb paboOTBI: O3HAKOMUTBhCS C OuOIMOTeKOW DirectX, monyduTh
OCHOBHBIC TIIOHATUS O CTaaAWAX TpadUuecKkoro KoHBeWepa, IOIYYHTh
IPAKTHYECKHUNA OTIBIT pa3paOO0TKH MPOCTEHIIIETO MPHIIOKEHHUS C UCTIOIh30BaHHUEM
oubmotexu DirectX.

I'paduueckuii kouseiiep DirectX 11 umeer 9 craauii:
Bxoanoii cooprmk (Input Assembler).
Bepmmnnsii meitaep (Vertex Shader).
leitnep mosepxuoctu (Hull Shader).
Teccensatop (Tesselator).
Hletinep obaacrei (Domain Shader).
I'eomeTrpuueckuii metiaep (Geometry Shader).
Pactepuzatop (Rasterizer).
[Mukcenpubii meiaep (Pixel Shader).
Beixonnoit coopuruk (Output Merger).
Yacte cramuii  SIBIAIOTCS  MPOTPAaMMHUPYEMBIMH, 9acTh  TOJBKO
HacTpawBaeMbl. J[ms co3maHWst TPOCTEHIEro MPHIIOKEHHS TOCTaTOYHO
WCIOJIB30BaHUS CIEAYIOIINUX CTAIUM:

CoNorwWNE



— BXOJHOU cOOpIIMK Ui 3amaHus (opmara JaHHBIX, MOCTYMAIONINX HA BXOJ
KOHBeEWepa,;

— BEPIIMHHBIN MIeaep 1l TpeoOpa3oBaHus KOOPAWHAT BEPIIUH OOBEKTOB U3
MPOCTPAHCTBA MOJEIM B TMPOCTPAHCTBO KaMmepbl W MpeoOpa30BaHUS
MIPOCIIMPOBAHUS;

— pactepusarop JJIA TONydeHHs oOjacTeid Kalpa, COOTBETCTBYIOIIEX
rpaduIecKuM IPUMUTHBAM;

— TUKCETBHBIN MIeHIep ISl pacdeTa I[BeTa MUKCENeH;

—  BBIXOJHOW COOPIIUK TSI TIOTYYEHUS PE3YIbTHPYIOMIET0 N300pasKeHHUS.

bynem wucnonp3oBath CH u 00BEKTHO-OPHUEHTHPOBAHHYIO O00EpPTKY

DirectX-a SharpDX. B Microsoft Visual Studio co3maem HOBBIN MPOEKT THIIA

«[punoxenre Windows Forms (.NET Framework)». Bepcuto mmatdopmsr .NET

MO>KHO BbIOpath 4.0 unu 4.5.

B nmmcneryepe makeroB NuGet HeoOXoauMo mg00aBUTH B MPOEKT

CIIeTyIOIIHE:

— SharpDX

— SharpDX.DXGI

— SharpDX.D3DCompiler

— SharpDX.Direct3D11

— SharpDX.Mathematics

— SharpDX.Desktop

— SharpDX.Diagnostics

Jlanee nmobGamisieM B MPOEKT MAaHU(ECT NPHIOKEHUS. B KOHTEKCTHOM
MEHIO MpOeKTa B 0003peBaTesie peuieHus BblOMpaeM MyHKT «/lo6asutb» —
«Co3patb anemeHT...». B 1uamoroBoM OKHE MNPHIIOKEHUSI BbiOMpaeM «Pann
MaHudecta npunoxeHua». B  maHudecre HyXHO pPacCKOMEHTHPOBAThH
CIICYIOIINE CTPOKH.

app.manifest:

53. <application xmlns="urn:schemas-microsoft-com:asm.v3">

54. <windowsSettings>

55. <dpiAware xmlns="http://schemas.microsoft.com/SMI/2005/WindowsSettings">true
</dpiAware>

56. </windowsSettings>

57. </application>

Vnansem ¢opmy Forml u3 npuioXeHus yepe3 KOHTEKCTHOE MEHIO B
oOo3peBarene pemenus. W yOupaem ee co3maHne W OTOOpakKeHHE B
Program.cs. Cpa3y MOXHO 3alIpOCUTh YPOBEHb MOJIEPKUBAEMbIX QYHKIUN Y
ycrpoiictBa DirectX-a. [lyist 5Toro BHOCMM U3MeHeHus B Program. cs.



Program.cs:

6. using SharpDX.Direct3D;

7. using Devicell = SharpDX.Direct3D11.Device;

8.

9. namespace SimpleDirectXApp

10. {

11. static class Program

12. {

13. /// <summary>

14. /// TnaBHaa To4yka Bxoda ANA NPUIOXEHUA.
15. /// </summary>

16. [STAThread]

17. static void Main()

18.

19. if (!(Devicell.GetSupportedFeatureLevel() == FeatureLevel.lLevel 11 0))
20. {

21. MessageBox.Show("DirectX11l Not Supported");
22. return;

23. }

24, }

25. }

26. }

Ecnu nanee mpomomkate 100aBisaTh (GyHKIMOHAN B Kiacc Program, To
CKOPO TMPHUJIOKEHUE MPEBPATUTCS B a0COIOTHO HETOACPKUBAEMbI MOHOJIUT.
[ToaTOMy pazaenum Ha KJlacchl, MOKa3aHHbBIE HA nUarpammax Ha puc. 2.1 — 2.3.

___________ -
f - .
| Program ¥ } OCHOBHOW CTaTMUECKMIA KNacc, B dyKUKMK KOTOPOro
: Static Knacc I BYAET BEXOAMTE TONBKO CO3AaHKeE 3K3eMannapa
5 _,' Game W 3anycK ero.
iT’I[Hsposable
Game ¥ 34eCb BYAET HAXOAMTCA BCA NOTMKE NPUACKEHWA:
Knacc co3gaHue obbektoe B 30D npocTpaHcTee
yrNpaeneHue MMK, CO33HKMe 0B beKTOB ANA
PEHAEPWHIE, YNPABNEHWE NPOLUECCOM PEHAEPUWHIA.
TimeHelper ¥ Knacc - nOMOLWHKK 4n8 paBoThl CO BPEMEHEM W
Knacc usmeperus FPS.

Puc. 2.1. «OcHogHasi» QuagpamMma Kraccos
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| Game3DObject ¥ |

Knacc

ObwexT B 3D
MpOCTPAHCTBE,
KAPAKTEPUIYHOLLMCA
MOAGKEHWEM.

I |Disposable

| MeshObject

Knacc
-+ Game3D0Object

Camera

Knacc
 Game3D0Object

| |Disposable

| Loader

Knacc

Obrekt 8 3D
NPOCTPaHCTEe,
VMEHLLWA TEOMETRIHD,

BupTyaneHan kamepa B
3D npocTpaHcTBe.

3arpysuvk 06 LeKTOB
{reomeTpmi,
napameTpoE 06beKToB).

Puc. 2.2. Juaepamma knaccos, omHocawuxcs Kk obbekmam 6 3D npocmpaHcmee

() IDisposable

Knacc

() IDisposable

Knacc

| DirectX3DGraph... ¥ |

| Renderer ¥

Ob6bekT ana paboTbl C CCHOBHbIMKM CYWHOCTAMMK
DirectX3D: KOHTEKCT OTPMCOEKM, CTPYKTYPHI,
ONMUCEIBaKILWME CTaduK KOHBeHepa, Bydepol Kagpa,

rAYyBMHBI, U T4,

OBHbekT cofepxallWi MeToAbl A0A BbINOAHEHMA

NpOLECcca PEHAEPUHTA,

Puc. 2.3. [Juazpamma Kraccos, OmHOCAWUXCSA K HerlocpedcmeeHHoU pabome
¢ epagbuyeckum KoHeetiepom DirectX

Jliist paboThI CO BpeMeHeM | TojcueTa KaapoB B cekyHay (FPS) no6aBum
kiacc TimeHelper. B HeM nnsi u3MepeHuss BPEMEHHBIX MHTEpPBAJIOB MU
MOJy4YEHHUSI TEKYIIEr0o BPEMEHH BOCIOJIb3YyEeMCS BBICOKOTOYHBIM TalMEpoM
Stopwatch, naxonsimumcs B mpocTpancTBe uMeH System.Diagnostics. Jlns
FPS Gonbuiasi TO4HOCTH HE HY’KHA, BOCIIOJIB3yeMCS BPEMEHEM, BBIPAKEHHBIM B
MUJUTMCEKYHIaX. A BOT A BPEMEHH BHPTYaTbHOTO MHpa HYKHO TOYHEE,
MIOCKOJIbKY OHO MOJKET HCIIOJIb3YyOBAThCS B pacueTax (U3UKH U T€HEPUPOBAHHUSI
coObITHil. [lo9TOMY BOCTIOIB3yEMCSI CHETYMKOM TaKTOB Taiimepa Ticks.

TimeHelper.cs:

6. using System.Diagnostics;
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7.

8. namespace SimpleDirectXApp

9. {

10. class TimeHelper

11. {

12. private Stopwatch _stopwatch;

13.

14. private int _framesCounter = 9;

15.

16. private int _fps = 0;

17. public int FPS { get => _fps; }

18.

19. private long _previousFPSMeasurementTime;

20.

21. private long _previousTicks;

22.

23. private float _time;

24, public float Time { get => _time; }

25.

26. private float _deltaT;

27. public float DeltaT { get => _deltaT; }

28.

29. public TimeHelper()

30. {

31. _stopwatch = new Stopwatch();

32. Reset();

33. }

34.

35. public void Reset()

36. {

37. _stopwatch.Reset();

38. _framesCounter = 0;

39. _fps = 0;

40. _stopwatch.Start();

41. _previousFPSMeasurementTime = _stopwatch.ElapsedMilliseconds;

42. _previousTicks = _stopwatch.Elapsed.Ticks;

43, }

44,

45, public void Update()

46. {

47. long ticks = _stopwatch.Elapsed.Ticks;

48. _time = (float)ticks / TimeSpan.TicksPerSecond;

49, _deltaT = (float)(ticks - _previousTicks) / TimeSpan.TicksPerSecond;

50. _previousTicks = ticks;

51.

52. _framesCounter++;

53. if (_stopwatch.ElapsedMilliseconds - _previousFPSMeasurementTime >=
1000)

54, {

55. _fps = _framesCounter;

56. _framesCounter = 0;

57. _previousFPSMeasurementTime = _stopwatch.ElapsedMilliseconds;

58. }

59. }

60. }

61. }

B merone Update mis momydeHus BpeMeHH KOJUYECTBO TAKTOB TaiiMepa
nenutcst Ha TimeSpan.TicksPerSecond, mockoiabKy CBOWCTBO TanMmepa
Elapsed sBisieTcst 9K3eMIUISIpOM CTPYKTYphl TimeSpan, a TicksPerSecond
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SIBIISIETCS] CTATHYECKON KOHCTAHTOM CTPYKTYPHBI, U 00OPATUTCS K KOHCTAHTE MOYKHO
TOJILKO Pa3uMEHOBAB MM CTPYKTYpHI. [lociie pacuera BpeMEeHH CYETIUK KaJIPOB
WHKPEMEHTHPYETCSA M, €CIIU C MOMEHTA MPOIIJIoro oOHOBIeHUs 3HaueHus FPS
npornwio 1000 muumncexkysa, FPS oOHOBIsIETCS M cueTYMK cOpachIiBaeTCs.

Jlob6aBum kmacc DirectX3DGraphics mms paGoTel ¢ OCHOBHBIMH
oowekramu DirectX3D.

DirectX3DGraphics.cs:

6. using SharpDX;

7. using SharpDX.Direct3D;

8. using SharpDX.Direct3D11;

9. using SharpDX.DXGI;

10. using SharpDX.Windows;

11. using Devicell = SharpDX.Direct3D11l.Device;

12.

13. namespace SimpleDirectXApp

14. {

15. class DirectX3DGraphics : IDisposable

16. {

17. private RenderForm _renderForm;

18. public RenderForm RenderForm { get => _renderForm; }
19.

20. private SampleDescription _sampleDescription;

21. public SampleDescription SampleDescription { get => _sampleDescription; }
22.

23. private SwapChainDescription _swapChainDescription;
24,

25. private Devicell _device;

26. public Devicell Device { get => _device; }

27.

28. private SwapChain _swapChain;

29. public SwapChain SwapChain { get => _swapChain; }
30.

31. private DeviceContext _deviceContext;

e public DeviceContext DeviceContext { get => _deviceContext; }
33.

34. private RasterizerStateDescription _rasterizerStateDescription;
35. private RasterizerState _rasterizerState;

36.

37. private Factory _factory;

38.

39. private Texture2D _backBuffer;

40. public Texture2D BackBuffer { get => _backBuffer; }
41.

42. private RenderTargetView _renderTargetView;

43,

44, private Texture2DDescription _depthStencilBufferDescription;
45,

46. private Texture2D _depthStencilBuffer;

47.

48. private DepthStencilView _depthStencilView;

49,

50. private bool _isFullScreen;

51. public bool IsFullScreen

52. {

53. get { return _isFullScreen; }
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54. set

55. {

56. if (value != _isFullScreen )

57. {

58. _isFullScreen = value;

59. _swapChain.SetFullscreenState(_isFullScreen, null);
60. }

61. }

62. }

PaccmoTpum HazHaueHUE TOJIEH.

_renderForm— cceiika Ha (GopMy, B KOTOpPYIO OyIET IMPOU3BOJMTCS
pengepunr. OHa moTpeOyeTcs i onepanuil MHUIUAIU3AIUA U W3MEHEHUS
pasmepa.

_sampleDescription — »5k3eMIUIlp CTPYKTYphI,  OIHKCHIBAIOIIEH
COMIUIMPOBAHME MPHU pacTepu3alid U KauyeCTBO CIVIAKMBAHUS TpHU COOpKe
(GuHAIBHOTO M300paKEHUs, T.€. CKOJBKO OYyIeT Uil KaXIOro IHKCEs
BEITIOJTHEHO MPO0 Ha TPHHAMICKHOCTh TpauuecKoMy NPUMHTHBY W KaKOBO
JOKHO OBITh Ka4eCTBO CIJIAKMBAHUA. OK3EMIUIAP CTPYKTYpbl HY’KEH,
MOCKOJIbKY OHAa MCIOJB3YEeTCs] B HECKOJIBKUX MECTaxX, U MapaMeTphbl COMIUIMHTA
JTOJDKHBI OBITH OJTMHAKOBBHI.

_swapChainDescription, _swapChain— CcTpyKkTypa OIHMCaHHS
napaMeTpoB U, HEMOCPEJACTBEHHO, CaM OOBEKT, MPEeICTaBISAIONINI co0oi
1enoYKy OypepoB KaIpoB.

_device — ycCTpPOWMCTBO, T.e. HENOCPEATBEHHO caM TrpapuyecKuid
YCKOPUTENb.

_deviceContext — KOHTEKCT, BBINOJHAIOMINUNA KOMAH]Ibl OTPUCOBKH.

_rasterizerStateDescription, _rasterizerState — crpykrypa
OIMMCAHMS MapaMeTPOB U, O0BEKT, COOTBETCTBYIOIINN CTAIUN PacTepU3AIUU.

_factory — dbabpuka, npegHazHaueHHas 111 pabOThI C BUIC0AJaNITEPAMHU
¥ BBITIONHSIONAs paboTy MpPU CMEHE BHUIICOPEKUMA, MEPEKIIOUECHUEM MEXKTY
TTOJTHOAKPAHHBIM ¥ OKOHHBIM PEKHMaMH.

_backBuffer — «3anuuii» 0ydep, B KOTOPHII MPOUCXOAUT PEHIACPUHT
KaJpa mnepex 0ToOpaKeHHEeM Ha dKpaHe.

_renderTargetView — o0BbeKT mocTyna K «3agHumy» Oydepy, KoTopas
CBSI3BIBACTCS C IMTOPTOM IIPOCMOTpa (00JIaCTH IKpaHa B KOTOPYIO BEIBOAUTCS KaJp
U3 «3amHero» oydepa).

_depthStencilBufferDescription, _depthStencilBuffer —
CTPYKTypa ONUCAHUS MapaMeTpoB U Oydep rIyOuHBI (CTENEHb YAAJICHHOCTH OT
KaMepbl) U Tpadaperta (11abdaoHa).

_depthStencilView — o0bexkT mng goctyna kK Oydepy IIyOUHBI |
Tpadapera.

_isFullScreen — npu3HaK MOJHOAKPAHHOTO PEKUMA.
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B KOHCTpyKTOpE MpOUCXOTUT CO3/aHHE OOBEKTOB, KPOME «3aJIHErO»
Oydepa, 6ydepa rnmyOunsl u Tpadapera, OOBEKTOB JIOCTYNA K HUM. DTO OyjAeT
CIeTIaHo TIOKE, B METO/IC M3MEHEHHS pa3MEpOB.

DirectX3DGraphics.cs:

64. public DirectX3DGraphics(RenderForm renderForm)

65. {

66. _renderForm = renderForm;

67.

68. Configuration.EnableObjectTracking = true;

69.

70. _sampleDescription = new SampleDescription(1, 9);

71.

72. _swapChainDescription = new SwapChainDescription()

73. {

74. BufferCount = 1,

75. ModeDescription =

76. new ModeDescription(_renderForm.ClientSize.Width,
_renderForm.ClientSize.Height,

77. new Rational(60, 1), Format.R8G8B8A8_UNorm),

78. IsWindowed = true,

79. OutputHandle = _renderForm.Handle,

80. SampleDescription = _sampleDescription,

81. SwapEffect = SwapEffect.Discard,

82. Usage = Usage.RenderTargetOutput

83. };

84.

85. Devicell.CreateWithSwapChain(

86. DriverType.Hardware,

87. DeviceCreationFlags.BgraSupport,

88. _swapChainDescription,

89. out _device,

90. out _swapChain);

91. _deviceContext = _device.ImmediateContext;

92.

93. _rasterizerStateDescription = new RasterizerStateDescription()

94, {

95. FillMode = FillMode.Solid,

96. CullMode = CullMode.Back,

97. IsFrontCounterClockwise = true,

98. IsMultisampleEnabled = true,

99. IsAntialiasedLineEnabled = true,

100. IsDepthClipEnabled = true

101. };

102.

103. _rasterizerState = new RasterizerState(_device,
_rasterizerStateDescription);

104. _deviceContext.Rasterizer.State = _rasterizerState;

105.

106. _factory = _swapChain.GetParent<Factory>();

107.

108. _factory.MakeWindowAssociation(_renderForm.Handle,

109. WindowAssociationFlags.IgnoreAll);

110.

111. _depthStencilBufferDescription = new Texture2DDescription()

112. {

113. Format = Format.D32_Float_S8X24 UInt,

114. ArraySize = 1,

115. MipLevels = 1,
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116. Width = _renderForm.ClientSize.Width,
117. Height = _renderForm.ClientSize.Height,
118. SampleDescription = _sampleDescription,
119. Usage = ResourceUsage.Default,

120. BindFlags = BindFlags.DepthStencil,
121. CpuAccessFlags = CpuAccessFlags.None,
122. OptionFlags = ResourceOptionFlags.None
123. };

124. }

B cTtpoke 68 paspemraem oTciexuBaHHE OOBEKTOB Ha TpapUIECKOM
KoBeiepe It 00ecTiedeH s BO3SMOXXHOCTU OTIAJKH.

B ctpoke 70 3amaeM cambiii ipocToit comruiuHr. OnHa nmpoba Ha MUKCeh
(1Mo ero 1EeHTpy) Ha MPUHAICKHOCTh MPUMUTHUBY, 0-0€ KaueCTBO CIIIaKUBAHMUS.

B crtpokax 72 — 83 3amarorca mapaMmeTphl Iienouku OydepoB Kaapos.
Crpoka 74: xonuaectBo OydepoB — 1. [l onucanus eaaeMoro BUIECOpEKUMa
(75— 77) 3anmaroTcsl MIUpHHA, BBICOTA, C TOMOIIBIO PAMOHAIBHON JPOOH
Rational 3anpammBaem 60 kaapoB B CEKyHIy, (hopMaT LBETHOCTH — 8 OUT Ha
kaHan (Format.R8G8B8A8 UNorm). Pexum otoOpaxeHus — oxoHHbIH (78).
Jlyis BeIBO/Ia M300pakeHus Ha 3kpaH DirectX -y neooxomxum Windows HANDLE
OKHA TPUJIIOKCHHs (YHUKAJIbHBIM HUCKPUIITOP OKHA, BBIAABAEMBIN SIPOM
OTEpAIMOHHON CHUCTEMBI TPWIOKEHHIO), ToJiydaembld u3 _renderForm B
ctpoke 79. B cTtpoke 80 yka3piBaem, paHee CO3JaHHYIO CTPYKTYPY, C ONIMCAHUEM
coMIuTiHTa. 81: Mpu cMeHe Kajpa — 0TOpackIBaTh MpEAbIAyIIee COAePKIMOe. 82:
HA3HAUYCHUE — BBIBOJI PE3YJIbTaTa PEHICPHUHTA.

B ctpokax 85 — 90 cozmaem ycTpoicTBO U 1IETIOYKY OyhepoB. Y CTPOUCTBO
3ampamuBaeM amnmapaTtHoe. C moanepxkkol ¢gopmara O0y(depoB C IIBETOBBIMH
KOMIIOHCHTaMH, pacnojiokeHHbIME B mopsake Blue-Green-Red-Alpha. B
JAHHBIT MOMEHT 3TO HE 0053aTelbHO, HO TO3BOJIUT, MPU HEOOXOIUMOCTH,
BBIBOJIUTH HAIIUCH M CIIPAaThI cpeacTBaMu DirectX2D moBepx oTpeHaepeHHOTO
Kajpa.

B ctpoke 91 mosiyyaemM KOHTEKCT, BBIMNOJIHSIOIMIMNA KOMAaHAbl OTPUCOBKH.
Immediate o3HauaeT, 4TO KOHTEKCT CHHXPOHHBIINY, T.€. KOMaH bl OTHPABIISIOTCS
JUTS BBITIOJTHEHUS Ha YCTPOMCTBA Ccpasy.

B crpokax 93 — 101 omnmuceiBaeM HAcCTpOHMKH CTaauMd pPacTEPU3ALUU.
FillMode — pexum 3amnonHeHuss TpUMHUTHBOB: Solid — cmuomHoe, T.e.
NOBEPXHOCTh NPUMHUTHBA 3amojiHeHa (MOXXHO Yyka3ath Wireframe —
KapKacHO€ — TOJIbKO TpaHullbl NMpuMUTHBOB). CullMode — pexum oTcedeHus
HEBUJIUMBIX rpaHeil (Tpu Bapuanrta: None — mokasarh Bce, Front — otceub
nepeanue, Back — orceur 3amHuMe) BbHIOMpaeM  OTCEUCHHE — 3aHUX.
IsFrontCounterClockwise — onpenensieT Kakue rpaHu CUATATh MEPEAHUMMU:
00X0/1 BEPILIUH MO0 YaCOBOM CTpEJIKE WM MPOTUB (BbIOMpaeM BapHaHT MPOTHUB
YacOBOW CTPEJIKU; 3TO MOTOM HaJ0 OyAeT YYUTHIBATH MPU 3aJaHUH T'€OMETPUU
00BEKTOB) npu B3IJISIIE Ha Hee co CTOPOHBI KaMephbl.
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IsMultisampleEnabled — BO3MOKEH-JI MYJIBTUCIMIUIMHT co
crnaxuBanneMm. IsAntialiasedlLineEnabled — pennmepuHr npuMUUTHBOB
TUIAa «OTPE30K» CO CriakKMBaHUEM (K KpasM TPEYTrOJIbHUKOB HE OTHOCHUTCH).
IsDepthClipEnabled — orceyenme mo riayOuHEe, T.€. MO PACCTOSIHUIO OT
KaMephl.

B crpokax 103 — 104 co3maercs OOBEKT CTaAuU pacTepU3alvd |
YCTaHABIMBACTCS KOHTEKCTY BBITIOJIHCHHSI KOMaHI OTPHCOBKH.

B ctpokax 106 — 109 co3maercs pabprka 1 BHIMOTHAETCS €€ aCCOIUAINS C
OKHOM TipuioxkeHus. WindowAssociationFlags orTBeuaer 3a TO, Kakue
omepanui Ha cebst Oeper (abpuka, a kKakue — mporpamma. 3HaueHue drara
WindowAssociationFlags.IgnoreAll yka3siBaeT Ha UrHOpupoBaHue Alt-
Enter mima mepekmroueHHs IOJHOAKPAHHOIO pexuma U PrintScreen, omHako
noseaerure B Windows 10 otiugaercs.

B ctpokax 111 — 123 co3gaeTcs cTpykTypa onvcanus mapameTrpoB Oydepa
[JTyOUHBI 151 Tpadapera. dopmar Oydepa JOJKEH OBITh
Format.D32 Float S8X24 UInt: rnyouna (depth)— 32-6utneiii float
(D32 _Float), tpadaper — 8-6utHoe Oe33HakoBoe 1enoe (S8...UInt),
HCHCIIOJIb3YyeMOE JIOTIOJHEHHE 10 KpaTHOCTH 32 Ourtam (X24). PasmepHOCTBH
MaccuBa TeKCTypbl ArraySize — 1. YpoBHU yMEHBIICHHS JeTalIM3AIUU
MipLevels — 1. IIlupuHa u BBICOTAa — MO pa3MepaMm KIHUEHTCKON oOJacTu
dbopmbl. PexxuM COMIUIMHTA YKa3bIBA€M TOT K€, YTO W MPHU ONMHUCAHUU 1IETIOYKU
Oydepos. Usage oTeeuaeT 3a 1ocTym K pecypcy co croponbl CPU n GPU. 3amaem
ResourceUsage.Default, uto o3HauaeT nOCTyn Ha YTEHUE U 3aIlUCh CO
ctopoasl GPU. BindFlags yka3piBaeT Ha3Ha4Ye€HHE CO37IaBaGMOT0O pecypca.
Hoctyn co cropoust CPU He Hyxken (CpuAccessFlags.None).
JlomoTHUTETBHBIC OTIITUN HE YKa3bIBACM.

B merone Resize mnpousBoasTcss HEOOXOAUMBbIE MaHUMYJISLUU IPU
M3MEHEHUH pa3MePOB 00J1aCTH OTOOPaXKEHHUSI, B HAILIEM CTy4ae — (POPMBI.

DirectX3DGraphics.cs:

126. public void Resize()

127. {

128. Utilities.Dispose(ref _depthStencilView);

129. Utilities.Dispose(ref _depthStencilBuffer);

130. Utilities.Dispose(ref _renderTargetView);

131. Utilities.Dispose(ref _backBuffer);

132.

133. _swapChain.ResizeBuffers(_swapChainDescription.BufferCount,

134. _renderForm.ClientSize.Width, _renderForm.ClientSize.Height,
135. Format.Unknown, SwapChainFlags.None);

L5

137. _backBuffer = Texture2D.FromSwapChain<Texture2D>(_swapChain, 0);
138.

139. _renderTargetView = new RenderTargetView(_device, _backBuffer);
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140.
141. _depthStencilBufferDescription.Width =
_renderForm.ClientSize.Width;

142. _depthStencilBufferDescription.Height =
_renderForm.ClientSize.Height;
143. _depthStencilBuffer = new Texture2D(_device,

_depthStencilBufferDescription);
144.

145. _depthStencilView = new DepthStencilView(_device,
_depthStencilBuffer);

146.

147. _deviceContext.Rasterizer.SetViewport(

148. new Viewport(e, o,

149. _renderForm.ClientSize.Width, _renderForm.ClientSize.Height,

150. 0.0f, 1.0f)

151. );

152 _deviceContext.OutputMerger.SetTargets(_depthStencilView,
_renderTargetView);

153. }

B crpokax 128 — 131 ocBoOokmaeM pecypchl, KOTOpPhIE HEOOXOIUMO
MepeCco3/1aTh.

Crpoxu 133 — 135: nenouke O0ydepoB 3amaemM HOBbIC MIUPUHY U BHICOTY
JUTs ©I3MEHEHHUSI pa3Mmepa «3ajHero» o0ydepa, a B ctpoke 137 momydaeM pecypc
u3MeHeHHoro Oydepa. 2-ii napamerp Texture2D.FromSwapChain — uHaekc
Oydepa (X MOXKET OBITh HECKOJIbKO) — (), TTOCKOJIbKY B HAIlIEM CJIy4ae TOJIbKO
onuH. B ctpoke 139 co3maem 00BEKT A0CTyNa K «3agHeMy» Oydepy.

141 — 143: 3agaem pa3mep u coznaeMm Oydep riryOuHbl U Tpadapera. A B
ctpoke 145 cozmaem 00BEKT JJist JOCTYMa K HEMY.

B crpokax 147 — 151 co3gaem oOjacTb MpPOCMOTpPa U YKa3bIBaeM €€
pacTepu3aTopy. 3arojoBok KoHCTpykTopa Viewport(int x, int y, int
width, int height, float minDepth, float maxDepth). [lepsric 4
napameTpa 3aJ1at0T MOJIOKEHUE U pa3Mep 00JIacTH. 5-i U 6-1 yKa3bIBaIOT B KAKUX
npenenax TIIyOWHBI (PacCTOSIHUE OT KaMephbl) OOBEKTHI OYIyT OTOOpaKaThCs.
[Tpuyem 3HaUEeHMS TITYOUHBI HOPMAIU3YIOTCS, YTOOBI OHU JIEKAU B Mpe/eax oT
O— y xamepsl 10 1 — cambie oTaeneHHbie. B cTpoke 152 cTaguu BBIXOAHOTO
cOOpIIHMKa YKa3bIBAEM O0OBEKTHI TOCTYMA K Oydepam.

B Merone ClearBuffers npousBoautcs ouncTka Bcex 0ydepoB, KoTopast
OyJeT BBIMOJTHATCS MEPE PEHACPUHTOM Ka)KI0T0 Kaapa.

DirectX3DGraphics.cs:
155. public void ClearBuffers(Color backgroundColor)
156. {
157 _deviceContext.ClearDepthStencilView(
158. _depthStencilView,
159. DepthStencilClearFlags.Depth | DepthStencilClearFlags.Stencil,
160. 1.0f, 0
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161. )

162. _deviceContext.ClearRenderTargetView(_renderTargetView,
backgroundColor);

163. }

IIpu ounctke Oydepa riayOounsl U Tpadapera MOCICIHHUE JBa IMapameTpa
(ctpoka 160) 3agar0T 3Ha4YEHUsI, KOTOPHIMU OUYHUIIIAOTCS TIIyOMHA U TpadapeThl.

B wmeroge Dispose ocBOOOXAAarOTCS BCE BBIACIEHHBIE PECYPCHI B
NOPSJIKE, 0OPAaTHOM UX CO3/IaHUIO.

DirectX3DGraphics.cs:

165. public void Dispose()

166. {

167. Utilities.Dispose(ref _depthStencilView);
168. Utilities.Dispose(ref _depthStencilBuffer);
169. Utilities.Dispose(ref _renderTargetView);
170. Utilities.Dispose(ref _backBuffer);

171. Utilities.Dispose(ref _factory);

172. Utilities.Dispose(ref _rasterizerState);
173. Utilities.Dispose(ref _deviceContext);
174. Utilities.Dispose(ref _swapChain);

175. Utilities.Dispose(ref _device);

176. }

177. }

178. }

Heno B TOoM, uto DirectX pabGortaer Ha ocHOoBe TexHojorun COM
(Component Object Model). Ilpu co3mannu 0OBEKTOB OHU CO3IAIOTCS BHYTPHU
oubnmrorex DirectX, a Hama mporpaMMa MMeEeT JIeJI0 TOJIbKO CO CChUIKaMH Ha
HUX.

Ilepen tem, kak mHeperTH K co3gaHUI0 kiacca Renderer, co3maaum
HIeiIepHbIe MporpaMMEbl. J[1s1 3TOro HeoOXoAMMO J100aBUTh B MPOEKT 2 HOBBIX
TEKCTOBBIX (paitna Ha3BaB ux «vertex.hlsl» u «pixel.hlsly. llelinepusie
nporpammbl B DirectX3D mumryres Ha s3eike HLSL (High Level Shader
Language). Cunrakcuc s3eika ocHoBan Ha C. B cBoiicTBax o0omx (haiiaoB
HEOOXOJMMO YCTaHOBUTH «KoMMpoBaTb B BbIXOAHOW KaTasor» B 3HAYCHHE
«Bcerpa KonupoBaTb».

[Iporpamma BEpIIMHHOIO LIEHAEPA BBIMOJHACTCA I KAXKION BEPIIMHBI
reomeTpun 00bekTOB B 3D npocTtpancTse. B ee 3amaun Bxoaut npeoOpazoBaHue
KOOPJIMHAT BEPILIUH U3 TPOCTPAHCTBA MOJIENH (00BEKTA) B MPOCTPAHCTBO KaMEPhI
U TMPOELUpPOBaHUE, T.€. MPEOOPa30BaHHE B MPOCTPAHCTBO KOOPAMHAT SKpaHa.
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BBINOJIHUTE 3TO MOXKHO C IMIOMOIIIBIO MATPpHUIl KOOPAHNHATHBIX HpCO6p330BaHHﬁ.
KpOMC TOI'0, MOXKCT HUCIIOJIB30BATHCA IJIS1 MAHUITYJIALINN (1)OMI)I OOBEKTOB.

Bnauane 3amaem gopMat BXOJIHBIX JaHHBIX JJIs1 BEPUIMHHOIO IIeH epa.

vertex.hlsl:
1. struct vertexData

{

float4 position : POSITION;
float4 color : COLOR;

v h wnN

1

Jlist hopMat BXOAHBIX JAHHBIX OOBSBISIEM CTPYKTYpy. Iloyst cTpyKTyphI
umeror tun float4 — Bekrtopa u3z 4 snementoB tuna float. [loneit — nBa:
nosioxkeHue BepimuHbl B 3D mpocTtpanctBe position u user color. 4-if
KOMITOHEHT BEKTOpa KOOPJIWHAT W Ha BXOJE JIOJDKEH OBITh Y BCEX BEPIITMH PaBEeH
1. Ilocne BBIMOMHEHUS KOOPAMHATHBIX MPEOOpa30BaHUN B HEM MOJTYYUTCA
3Ha4Y€HHE, MMO3BOJIAIONIECE BRIYUCIUTH TIIyOUHY. 4-11 KOMIIOHEHT BEKTOpa I[BETA —
9710 po3paunocTh (Alpha-xanan). KimroueBbie cimoBa POSITION u COLOR — 310
CEMaHTHUKa, KOTOpas UCIIOJIb3YETCs JUIsl YKa3aHWs Ha3HAUCHHUS TIEPEe1aBaEMBbIX 110
rpaduyecKkoMy KOHBeiepy maHHBIX. Bee, mepenaBaembie 10 KOHBEHEPY TaHHBIC
JOJDKHBI OBITH pa3MEUYeHBI COOTBETCTBYOIICH CEMaHTHKOM.

Hanee 3amaem ¢GopmaT BBIXOAHBIX JaHHBIX, KOTOPBIA OJHOBPEMEHHO
ABJIIETCS] (POPMATOM BXOJIHBIX JAHHBIX JUIsl MUKCEIBHOTO IIeiiepa.

vertex.hlsl:

7. struct pixelData
8. {

9. float4 position : SV_POSITION;
10. float4 color : COLOR;

11. };

Pasnuiia Tosbko B ceMaHTHKE BekTopa koopauHatr. IIpeduxc «SV_»
(System Value) umcnonb3yercs miisg yka3zaHus Kyjaa IepeaaBaTh JaHHbIe. B
JTAHHOM CJlydae O3Hay4aeT, YTO JaHHbIE ITOCTYIIAT Ha BXOJl pacTepu3aropa.

Jlanupie, oOume Uisi BCeX BEpIIMH OOBEKTa, HampUMeEp, MaTPHIIbI
KOOPJIMHATHBIX MPeoOpa30BaHM MepeatoTcs yepe3 KOHCTaHTHbIE Oyepbl.
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vertex.hlsl:

13. cbuffer perObjectData : register(be@) {

14. float4x4 worldViewProjectionMatrix;
15. float time;

16. int timeScaling;

17. float2 _padding;

18. }

Jlnsa koHcTaHTHBIX OydepoB ykasbiBaeTcs B Kakod peructp GPU ero
nepenasath b0, bl, ... O6baBienne OypepoB aHATOTUYHO CTPYKTypaMm. [Ipudem
KOMITOHEHTBhI BBIPABHUBAIOTCS MO TpaHule 16 OailT, 4TO COOTBETCTBYET 4-
KOMITOHEHTHOMY BEKTOPY 4-0aiTOBBIX nepeMeHHbIx (Trma int, float). Orcryn
noOasisgercst aBTomatudecku. [loaTomy nydiiie 3a1aTh OTCTYI 10 16-THOaTOBOM
rpaHulle CaMUM KakK B IIEHMAEPHOW IPOrpaMMe, TaK U B OCHOBHOM. 31€Ch JJIA
ATOTO UCIOIb3yeTcs _padding.

Hanumem ¢yHKIMIO 1711 BEpIIMHHOTO HIeH1epa.

vertex.hlsl:

20. pixelData vertexShader(vertexData input) {

21. pixelData output = (pixelData)e;

22. float4 position = input.position;

23.

24. float scale = 0.5f * sin(time * ©.785f) + 1.0f;

25. if (timeScaling > @) position.xyz = mul(scale, position.xyz);
26.

27. output.position = mul(position, worldViewProjectionMatrix);
28. output.color = input.color;

29.

30. return output;

31. }

B ctpoke 21 00BsABISCTCS ¥ MHUITUATU3UPYETCS HYJISIMU TIEpEMEHHAs TS
pesynbrara BeiunucieHuid. CTpoka 22: oObABICHUE BpEMEHHOUN nepemMeHHoi. B
CTpoke 24 BeUUCIsAETCS KOIPHUIIMEHT MacIITa0MpPOBaHUSI HA OCHOBE 3HAYEHUS
BpeMeHU M3 KOHCTaHTHOTO Oydepa. Ctpoka 25: eciu yCTaHOBJIEH IMPHU3HAK
MacImTaOMpPOBAaHUS yMHOXKaeM TIEPBBIX 3 KOMIIOHCHTa KOOPJMHATHI Ha
koddumueHT (B 4-om W goimkHa octathbes enunniia). B HLSL nety meperpysku
OIIepaTOPOB, TTO3TOMY ISl YMHOKCHHUS CKaJIsipa Ha BEKTOP, BEKTOPA Ha BEKTOP U
T.JA. HCHOJB3YIOTCS BCTpOCHHBIC (YHKIIMHA. B cTpoke 27 BBIMOTHSIIOTCS
KOOpAUHATHBIC Mpeodpa3oBanus (cneruduka DirectX3D B mopsiike ciaenoBaHus
OIEpPaHIOB: CJIeBa — BEKTOP, CIIpaBa — MaTpHIla, XOTS B OOJIbIIUHCTBE CIIy4aeB —
Hao00poT). Ctpoka 28: 11BeT HE MOAUPUITUPYEM.
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HporpaMMa JJIA  ITHKCCJIIBHOI'O meﬁz[epa BBIITIOJIHACTCA AJII KaXXKIO0I'O
IIUCCIIA KaXXI0T0 (bparMeHTa, IMOJIYYCHHOI'O CO CTaAUH PACTCPU3ALIHU.

pixel.hlsl:

{

1

{
0.}

R OVwooNOUVThwWN

1. struct pixelData
float4 position : SV_POSITION;
float4 color : COLOR;
float4 pixelShader(pixelData input) : SV_Target

return input.color;

XOTsl IHAKCEJIBHBIM LIEUIEp U HE MMEET J0CTyna K KOOpAWHATaM, HO
oObsiBiieHHE (hopMaTa BXOIHBIX JAHHBIX JOHKHO OBITH B TOYHOCTU TAKUM KE KaK
dbopmar BBIXOAHBIX JAHHBIX BEPIIMHHOIO IIeWaepa. BBIXOJ MUKCEIbHOTO
nieiaepa JoJKEH ObITh ToMeueH cemaHnTukou SV_Target, koTopasi ykas3bIBaer,
YTO JaHHbIE MPEJHA3HAYEHBI ISl BBIXOJHOTO cOopmuka st (OpMUPOBAHUA
U300paKEeHHs Kaapa.

Teneps MOXKHO MEPEXOIUTH K Kiiaccy Renderer.

Renderer.cs:

6. using System.Runtime.InteropServices;

7. using SharpDX;

8. using SharpDX.DXGI;

9. using SharpDX.D3DCompiler;

10. using SharpDX.Direct3D11;

11. using SharpDX.Direct3D;

12. using Bufferll = SharpDX.Direct3D11.Buffer;
13. using Devicell = SharpDX.Direct3D11.Device;
14.

15. namespace SimpleDirectXApp

16. |

17. class Renderer : IDisposable

18. {

19. [StructLayout(LayoutKind.Sequential)]
20. public struct VertexDataStruct

21. {

22. public Vector4 position;

23. public Vector4 color;

24. }

25.

26. [StructLayout(LayoutKind.Sequential)]
27. public struct PerObjectConstantBuffer
28. {

29. public Matrix worldViewProjectionMatrix;
30. public float time;

31. public int timeScaling;
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32. public Vector2 _padding;

33. }

34.

35. private DirectX3DGraphics _directX3DGraphics;
36. private Devicell _device;

37. private DeviceContext _deviceContext;

38.

39. private VertexShader _vertexShader;

40. private PixelShader _pixelShader;

41. private ShaderSignature _shaderSignature;

42. private InputlLayout _inputLayout;

43,

44, private PerObjectConstantBuffer _perObjectConstantBuffer;
45, private Bufferll _perObjectConstantBufferObject;

B crpokax 19 — 33 oOBSBISIOTCA CTPYKTYpHI ISl ONMHMCAaHHs (opMmara
BXOJHBIX JTaHHBIX rpaUuecKkoro KoHBeepa u KoHcTaHTHOTO Oydepa. Tlons, nux
MOPSAOK, Pa3MEPHOCTh JOJKHBI COOTBETCTBOBATH TOMY, KaK OBLIO C/EJIAHO B
HIEHJEPHBIX IPOTPAMMax.

PaccmoTpum Ha3HaueHUE TOJIEH Kiacca.

_directX3DGraphics, _device, _deviceContext npemHa3zHaueHbI
JUJISl XpaHEHUS CChUIOK Ha UCIIOIb3YEMbIE KJIACCHI.

_vertexShader, _pixelShader —  meiinepHele = TporpamMMmsl
COOTBETCBYIOIMX CTAaAUN KOHBENEPA.

_shaderSignature — o0beKT, CoiepKalllUi ONMKUCaHUE JAHHBIX CTaAUi
KOHBEWEPA, MOJYYECHHBIX NMPHU KOMIWISLHUMU IMIEHAESPHBIX IporpamMMm. B Hamem
cily4ae — TOJIbKO OJMH OOBEKT, coliepKaiinuii THGOPMAIIMIO O BXOJAHBIX JAHHBIX
BEPILIMHHOIO IIEHAEpa.

_inputLayout — 0O6beKT, comepkalril ONMcaHue JaHHBIX, T101aBACMbIX
POrpamMMoOi Ha BXOJAHOW COOPUIHK.

_perObjectConstantBuffer,
_perObjectConstantBufferObject — cTpykTypa /s iepeayu JaHHBIX B
KOHCTaHTHBIN Oydep mporpaMMbl BEPIIMHHOTO Ieiiepa U 0OBEKT JOCTyIa K

Oydepy.
B xoHCTpyKTOpE KiIacca COXpAHSAIOTCS B MOJISI CCBUIKM HAa MCIOJIb3YEMBbIE

O00OBEKTHI, KOMITUIUPYIOTCS MICHAEpHBIE TTPOrpaMMbl, (GOpMUPYETCS OMHUCAHUE
dbopmara BXOAHBIX JTAHHBIX.

Renderer.cs:

47. public Renderer(DirectX3DGraphics directX3DGraphics)
48. {

49. _directX3DGraphics = directX3DGraphics;

50. _device = _directX3DGraphics.Device;

51. _deviceContext = _directX3DGraphics.DeviceContext;
52.

53. CompilationResult vertexShaderByteCode =
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54. ShaderBytecode.CompileFromFile("vertex.hlsl",

55. "vertexShader", "vs_5 0");

56. _vertexShader = new VertexShader(_device, vertexShaderByteCode);

57. CompilationResult pixelShaderByteCode =

58. ShaderBytecode.CompileFromFile("pixel.hlsl",

59. "pixelShader", "ps_5_0");

60. _pixelShader = new PixelShader(_device, pixelShaderByteCode);

61.

62. InputElement[] inputElements = new[]

63.

64. new InputElement("POSITION", ©, Format.R32G32B32A32_Float,

65. 0, 0),

66. new InputElement("COLOR", @, Format.R32G32B32A32 Float,

67. 16, 0)

68. }s

69.

70. _shaderSignature =

71. ShaderSignature.GetInputSignature(vertexShaderByteCode);

72. _inputLayout = new InputLayout(_device, _shaderSignature,
inputElements);

73.

74. Utilities.Dispose(ref vertexShaderByteCode);

75. Utilities.Dispose(ref pixelShaderByteCode);

76.

77. _deviceContext.InputAssembler.InputLayout = _inputlLayout;

78. _deviceContext.VertexShader.Set(_vertexShader);

79. _deviceContext.PixelShader.Set(_pixelShader);

80. }

B ctpokax 49 — 51 coxpaHsieM CChIIIKH Ha UCTIOJIb3yeMble 0OBEKTHI.

Crpoku 53 — 60: 3arpykaeM U KOMOUJIUPYEM ILICHAEPHBIE MPOTPAMMBI.
371eCh  CTPOKOBBIE KOHCTAHTBI «VS_ 5 @» u «ps_5 0» 03HAYaIoT,
COOTBETCTBCHHO BEPIIMHHBINA (VS) M TMUKCEIbHBIN (PS) wIehaep W IieiaepHast
monenas (Shader Model) Bepcum 5.0 (coorBerctByer DirectX 11). Bepcus
HIEHepHON MOJENM ONpEeNeNseT YPOBEHb JOCTYMHOrO (DyHKI[MOHAda B
HIEHJEPHBIX MPOTPAMMaX.

B crpokax 62 — 68 3amaercs onucaHue GopmMara BXOJHBIX JAHHBIX IS
rpaduyeckoro KoHBerepa. 3arosoBok koHcTpykTopa InputElement(string
name, int index, Format format, int offset, int slot).
[TapameTp name AOMKEH COOTBETCTBOBAaTh CEMAaHTHKE, C KOTOPOM OH ObLI
0OBsIBIIEH B HIeiaepHOM porpamme. [lapameTp index HyKeH, eclii HECKOJIbKO
moJiell ObLIN OOBABIEHBI C OJHOM M TOM K€ CEMAaHTHUKOM, ecau Takoro HeT — O
(xak B Hamem ciydae). [lapamerp format 3amaer gpopmar nannsix. B qanHOM
ciyyae o0a moJisi — 4-KOMIIOHEHTHBIE BEKTOpbI 53JieMeHTOB Tuna float,
COOTBETCTBEHHO yKa3biBaeM Format.R32G32B32A32 Float. CwmeumieHue B
Oaiitax or Havama 3agaeT Offset. CoOTBETCTBEHHO KOOpAMHATA HMEET
cmenienne 0. Ona 3anumaet 16 Oaiit (4 koMmroHeTa BeKTopa 1o 4 0aiita), Toraa
1uist iBeTa cmetenue — 16. [Tapamerp slot (moxer O6b1Th 0T 0 10 15) yka3biBaeT
Ha KaKoOi CIIOT BXOAHOTO cOOPILMKA MOJAI0TCS JaHHBIE.

B ctpokax 70 — 72 3amaHHO€ B IporpamMme OMKUCAHUE BXOAHBIX TAHHBIX CO
CTOPOHBI HAIIEd MPOrpamMMbl CTABUTCA B COOTBETCTBUE C OIMCAHHEM,
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MOJyYEHHBIM TIPH  KOMIWIAIIMM  TPOrpaMMbl  BEPIIMHHOTO  IIeimepa
(_shaderSignature).

[TockonbKy pe3ynbTaThl KOMITUJISIIIAK MICHIEPHBIX TpOrpaMM (OWHAPHBIH
KO/) OOJIbITIC HE HYKHBI, B CTPOKax 74 — 75 0CBOOOXKIAIOTCSI COOTBETCTBYIOIITHE
PECYPCHI.

B crpokax 77 — 79 rpadudeckoMy KOHBeHepy ycTaHaBiIuBaeTcs (Gopmar
BXOJIHBIX JIAaHHBIX U MOAKIIOYAIOTCS MIEHICPHBIE TPOTPAMMBI.

B metone CreateConstantBuffers co3natorcs koHCTaHTHBIE OydepHI.

Renderer.cs:

82. public void CreateConstantBuffers()

83. {

84. _perObjectConstantBufferObject = new Bufferll(
85. _device,

86. Utilities.SizeOf<PerObjectConstantBuffer>(),
87. ResourceUsage.Dynamic,

88. BindFlags.ConstantBuffer,

89. CpuAccessFlags.Write,

90. ResourceOptionFlags.None,

91. 9);

92. }

[TockosibKy KOHCTaHTHBIE Oy(epbl OOHOBJISIFOTCS JJISI KOKIOTO Kajipa Win
naxe 1l 00beKTa, TO yKka3piBaeM ResourcelUsage.Dynamic u BO3MOXKHOCTh
3anucu CpuAccessFlags.Write.

Jlns OOHOBJICHHS! JaHHBIX B KOHCTAHTHOM Oydepe MpeaycCMOTPUM METO]]
SetPerObjectConstantBuffer.

Renderer.cs:

94. public void SetPerObjectConstantBuffer(float time, int timeScaling)
95, {

96. _perObjectConstantBuffer.time = time;

97. _perObjectConstantBuffer.timeScaling = timeScaling;

98. }

31eck OOHOBIISIEM JIBa TOJIsl KOHCTAHTHOTO Oy(depa.

JI7sg  BBIMONHEHUS JEUCTBUKA B HAdale PEHIACPHHIAa KaXXKIOrO Kajpa
npeaycMoTpum Motoj BeginRender.

25



Renderer.cs:

100. public void BeginRender()

101. {

102. _directX3DGraphics.ClearBuffers(Color.Black);
103. }

B maHHBIIT MOMEHT HaM HYXHO TOJIBKO ouuiieHue 0ydepos.

Jlist  OOHOBJCHHWS KOHCTAaHTHOTO Oydepa TPETyCMOTPUM  METOJ
UpdatePerObjectConstantBuffers.

Renderer.cs:

105. public void UpdatePerObjectConstantBuffers(Matrix world, Matrix view,

106. Matrix projection)

107. {

108. _perObjectConstantBuffer.worldViewProjectionMatrix =

109. Matrix.Multiply(Matrix.Multiply(world, view), projection);

110. _perObjectConstantBuffer.worldViewProjectionMatrix.Transpose();

111. DataStream dataStream;

112. _deviceContext.MapSubresource(

113. _perObjectConstantBufferObject,

114. MapMode .WriteDiscard,

115. SharpDX.Direct3D11.MapFlags.None,

116. out dataStream);

117. dataStream.Write(_perObjectConstantBuffer);

118. _deviceContext.UnmapSubresource(_perObjectConstantBufferObject, 0);

119. _deviceContext.VertexShader.SetConstantBuffer(o,
_perObjectConstantBufferObject);

120. }

[Topsimok  MepeMHOKEHUsS MaTpHIl KOOPAMHATHBIX MPeoOpa3oBaHUI
(ctpoku 108 — 109) B DirectX o6pareH 0ObIYHOMY.

Ilepen monaueit Ha rpaduUeckuii KOHBEWEp pe3yJbTUPYIOIIAs MaTpulla
TpaHCIOHUpyeTcs B cTpoke 110.

Oo6HoBnenne coaepxxkumoro Oydepa BblnosHAEeTCS B 4 3Tama: co3gaHue
noToka BbI3OBOM MapSubresource B crtpokax 112 — 116, 3anuck B mOTOK
BbI3oBOM Write B crtpoke 117, 0CBOOOXJEHHE TOTOKAa BBI3OBOM
UnmapSubresource B ctpoke 118, ycranHoBka oOHOBIeHHOTO Oy(depa Ha BX0.
BEpUIMHHOIO HIekaepa Bei3oBoM SetConstantBuffer B ctpoke 119.

Meron pennepa oobekta RenderMeshObject cozmangum mosxe, mocie
peanuzanuu kiacca MeshObject.
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Meron EndRender mnpeaHa3HaueH il BBINOJHEHUS JCHCTBUM 1O
3aBEPILCHUIO peHJiepa Kajipa. TyT MOXKeT BBIIOJIHATCS TOCT-00padoTka. B Hamem
cilly4ae — MPOCTO OOHOBJISIEM COJEPKUMOE KaJipa C 3aMEHOH COJEp>KUMOI0
PEAbIIYIIETO.

Renderer.cs:

122. public void EndRender()

123. {

124. _directX3DGraphics.SwapChain.Present(1, PresentFlags.Restart);
125. }

[lepBbrii mapamerp SwapChain.Present 3amaer Bpems OXuJaHUs IS
CMEHBI Ka/Ipa B MHTEPBAJIAX BEPTUKAIBHOW CUHXPOHU3ALMY MOHUTOpPA. 3a1aeM 1
JUISL CMEHBI KaIpOB C YaCTOTOM TEKYILErO BUIECOPEKUMA.

B wmeronme Dispose o0cBOOOXIAlOTCS BCE BBIIEIEHHBIE PECYPCHl B
NOpsJIKE, 0OPAaTHOM UX CO3/IaHUIO.

Renderer.cs:

127. public void Dispose()

128. {

129. Utilities.Dispose(ref _perObjectConstantBufferObject);
130. Utilities.Dispose(ref _inputLayout);

131. Utilities.Dispose(ref _shaderSignature);

132. Utilities.Dispose(ref _pixelShader);

133. Utilities.Dispose(ref _vertexShader);

134. }
135. }
136. }

Jlo6aBum kmacc Game3DObject nmns mpencraBnenust oobekta B 3D
npocTpancTBe. OH OyneT XapakTepuszoBaThcs no3unue B 3D mpocTpaHcTBe U
yIrJlaMy MOBOPOTA BOKPYT OCEHM KOOpAWHAT. PacrosioxkeHue ocer KOOpAUHAT B
DirectX3D, yrasl moBopoTa TOKa3aHbl Ha puc. 2.4. lleHTp KoopauHAT
IIPOCTPAHCTBAa KaMEpbl HAaXOAMUTCS B ILEHTpe HKpaHa. Ilo ocam x wu y
KOOPJIMHATHOE MPOCTPAHCTBO JIEKHUT B mpejenax oT -1 1o 1. Ock z HampaBiieHa
BIUIyOb MOHUTOPA MO HAMPABIICHUIO HAIIETO B3I (YTO CeU(PUIHO UMEHHO
s DirectX 3D, mockoibKy, B OOJIBIIMHCTBE ciiydaeB, B reomerpun u CAIIP-ax
IMPUHATO HA000POT). YIibl MOBOPOTa OOBEKTOB OTCUMTHIBAIOTCS IO YACOBOM
CTpEJIKE, €CJIK CMOTPETH CO CTOPOHBI CTPEJIKU OCU K Hayaly KOOPIHUHAT (3TO TOXKE
crienupuaHo nMeHHo st DirectX 3D, mockoinbKy B TEOMETPUH IIPUHSTO MMPOTUB
YaCOBOM CTPEJIKH).
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Puc. 2.4. PacrnionoxeHue oceli omHocumesibHo 3kpaHa 8 DirectX3D u yerbl

rnosopoma obbekmos 8 3D rnpocmpaHcmee

Game3DObject.cs:
6. using SharpDX;
7.
8. namespace SimpleDirectXApp
9. {
10. class Game3DObject
11. {
12. internal Vector4 _position;
13. public Vector4 Position { get => _position; }
14.
15. internal float _yaw;
16. public float Yaw { get => _yaw; set => _yaw = value; }
17. internal float _pitch;
18. public float Pitch { get => _pitch; set => _pitch = value; }
19. internal float _roll;
20. public float Roll { get => _roll; set => _roll = value; }
21.
22. public Game3DObject(Vector4 position,
23. float yaw = 0.0f, float pitch = @0.0f, float roll = 0.0f)
24, {
25. _position = position;
26. _yaw = yaw;
27. _pitch = pitch;
28. _roll = roll;
29. }
30.
31. private void LimitAngleByPlusMinusPi(ref float angle)
32. {
33. if (angle > Mathutil.Pi) angle -= MathUtil.TwoPi;
34. else if (angle < -MathUtil.Pi) angle += MathUtil.TwoPi;
35. }
36.
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37. public virtual void YawBy(float deltaYaw)

38. {

39. _yaw += deltaYaw;

40. LimitAngleByPlusMinusPi(ref _yaw);

41, }

42.

43. public virtual void PitchBy(float deltaPitch)
44. {

45. _pitch += deltaPitch;

46. LimitAngleByPlusMinusPi(ref _pitch);

47. }

48.

49. public virtual void RollBy(float deltaRoll)
50. {

51. _roll += deltaRoll;

52. LimitAngleByPlusMinusPi(ref _roll);

53. }

54.

55. public virtual void MoveBy(float deltaX, float deltaY, float deltaZz)
56. {

57. _position.X += deltaX;

58. _position.Y += deltay;

59. _position.Z += deltaz;

60. }

61.

62. public virtual void MoveTo(float x, float y, float z)
63. {

64. _position.X = x;

65. _position.Y = y;

66. _position.Z = z;

67. }

68.

69. public Matrix GetWorldMatrix()

70. {

71. return Matrix.Multiply(

72. Matrix.RotationYawPitchRoll(_yaw, _pitch, _roll),
73. Matrix.Translation((Vector3)_position)
74. )

75. }

76. }

77. }

Kpome cBOICTB 17151 YII0B MPEAyCMOTPEHBI MOTOAbI U3MEHEHUS yTJla Ha
3amanHoe npupameHue (ctpoku 37 — 53). I[Ipu 3ToM orpaHuYMBaeTCSl 3HAUYCHHE
yIJIOB OBOPOTA B UHTEpBae [—; 7] BBI30BOM MeTo/a
LimitAngleByPlusMinusPi. Metonst MoveBy u MoveTo ciyxar yis
OTHOCUTEJILHOTO U a0COJIIOTHOTO  TepeMelleHuss  0o0bekTa.  Meron
GetWorldMatrix mnpemHa3HauyeH IS CO3JaHHMS MATPHIBI KOOPJAMHATHBIX
npeoOpa3oBaHU U3 TPOCTPAHCTBA MOJICSIM B MUPOBOE Ha OCHOBE TOJIOKECHUS U
yIJI0B MOBOpoTa 00bekTa (cneruduuen s DirectX3D mopsiiok ciaemoBaHus
OTIEPaH/IOB TPU TMEPEMHOKEHUH MAaTpHIl; OOBIYHO CJIeBa — MEPEHOC, CIpaBa —
TIOBOPOT).

Coznanum Tenepb HacneaHuka — kiacc MeshObject nns o6wekra B 3D
MIPOCTPAHCTBE, UMEIOIIETO TEOMETPHIO.
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10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.

21.
22.
23.
24.
25.
26.
27.
28.
29.
30.
31.
32.
33.
34.
35.
36.
37.
38.
39.
40.
41.
42.
43.
44,
45.
46.
47.
48.
49.
50.
51.
52.
53.
54.
55.
56.
57.
58.
5O,
60.
61.

MeshObject.cs:

using SharpDX;
using SharpDX.Direct3D11;
using Bufferll = SharpDX.Direct3D11.Buffer;

namespace SimpleDirectXApp
{
class MeshObject : Game3DObject, IDisposable

{
private DirectX3DGraphics _directX3DGraphics;

private int _verticesCount;

private Renderer.VertexDataStruct[] _vertices;

private Bufferll _vertexBufferObject;

private VertexBufferBinding _vertexBufferBinding;

public VertexBufferBinding VertexBufferBinding { get =>
_vertexBufferBinding; }

private int _indicesCount;

public int IndicesCount { get => _indicesCount; }

private uint[] _indices;

private Bufferll _indicesBufferObject;

public Bufferll IndicesBufferObject { get => _indicesBufferObject; }

public MeshObject(DirectX3DGraphics directX3DGraphics,
Vector4 position, float yaw, float pitch, float roll,
Renderer.VertexDataStruct[] vertices, uint[] indices)
: base(position, yaw, pitch, roll)

{

_directX3DGraphics = directX3DGraphics;

_vertices = vertices;

_verticesCount = _vertices.Length;

_indices = indices;

_indicesCount = _indices.Length;

_vertexBufferObject = Bufferll.Create(
_directX3DGraphics.Device,
BindFlags.VertexBuffer,

_vertices,
Utilities.SizeOf<Renderer.VertexDataStruct>() * _verticesCount);

_vertexBufferBinding = new VertexBufferBinding(
_vertexBufferObject,
Utilities.SizeOf<Renderer.VertexDataStruct>(),
0);

_indicesBufferObject = Bufferll.Create(
_directX3DGraphics.Device,
BindFlags.IndexBuffer,

_indices,
Utilities.SizeOf<uint>() * _indicesCount);
¥
public void Dispose()
{
Utilities.Dispose(ref _indicesBufferObject);
Utilities.Dispose(ref _vertexBufferObject);
}
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Jlns  XpaHeHWs JaHHBIX MAacCHBa BEpIIMH MPEAHA3HAYCHBI  ITOJIS
_vertices m_verticesCount. /Ins maccuBa MHAEKCOB BepmnH — _indices
u _indicesCount.

Jliis moiaym TaHHBIX HA BXOJ TpadUyecKoro KOHBeWepa MpeaHa3HaueHbI

_vertexBufferObject, _vertexBufferBinding,
_indicesBufferObject u cooTBeTCTBYyIOIIME CBOMCTBA, K KOTOPHIM OyAeT
oOpannThes Renderer. _vertexBufferBinding HE  sIBJsETCS

00s13aTEIBHBIM, HO TIO3BOJIUT UCIIOJIB30BaTh MEPETPYKEHHBI METO BXOJIHOTO
cOOpIIMKA C MEHBIITUM KOJIMYECTBOM MTEPEMETPOB.

B xonctpyktope, B crpokax 33 — 37 coxpaHseM B TOJIIX Kiacca
HeoOXxoauMble gaHHbIe. B cTpokax 39 — 43 co3maercs oO0bekT misa Oydepa
BepminH. B cTpokax 44 — 47 co3gaercss 00BEKT MOAKIIOYEHUS (MPUBSI3KU) KO
BXOJIHOMY cOopiuKy Oydepa BepumH. Bropoii napamerp stride yka3pBaeT Ha
cMmernieHne B Oydepe Mex Ty aieMeHTaMu (B HallleM CiIydae OHO PaBHO pa3Mepy
aneMeHTa — CTpykTypbl VertexDataStruct). Tpermit napamerp offset
yKa3bIBaeT Ha CMeElIeHHWEe OT Hayana Oydepa mis gaHHOro oObekTa (B OJHOM
Oydepe MOXHO pa3sMeCTUTh JaHHbIE T€OMETPUU HECKOJIbKUX OOBEKTOB). B
cTtpokax 48 — 52 co3naercs Oydep unmexcon. Jleno B TOM, 4TO OJHA U Ta K€
BEpIIMHA MOXKET BXOJWUTHh B COCTaB HECKOJBKHX T'PaQUUYECKUX MPUMHUTHUBOB,
HaIrpuMep, TPEYTOJbHUKOB. B 3TOM ciydae mNpu WCTHOIB30BAaHWHM MacCHUBa
WHJICKCOB MOJXKHO TIOJYyYWUTh JIKOHOMHIO OO0OBEMa HCIOJIB3YEMON IMaMAITH H
yBeIMYEHHE ObICTPOCHCTBYS MPH MOJIa4ye IaHHBIX HAa BXOJ KOHBEHepa.

B merone Dispose (ctpoku 55 — 59) 0cBOOOKIAIOTCS BCE BBIJICICHHBIC
pECYpCHI B IOPSIIKE, 00PATHOM MX CO3/IaHUIO.

Tenepr BepHemcs K kimaccy Renderer wu  go0aBUM — MeETOT
RenderMeshObject nis orpucoBku o6bekTa B 3D npoctpaHcTBe.

Renderer.cs:

122. public void RenderMeshObject(MeshObject meshObject)

123. {

124. _deviceContext.InputAssembler.PrimitiveTopology =
PrimitiveTopology.Trianglelist;

125. _deviceContext.InputAssembler.SetVertexBuffers(o,

126. meshObject.VertexBufferBinding);

127. _deviceContext.InputAssembler.SetIndexBuffer(
meshObject.IndicesBufferObject,

128. Format.R32_UInt, 0);

129. _deviceContext.DrawIndexed(meshObject.IndicesCount, 0, 9);

130. }
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[Tepen momauel maHHBIX Ha BXOJ rpadUuecKoro KOHBeHepa 3a/1aeTcsl BUJI
npuMUTHBOB. Hambosnee dYacTo MCHONB3yeTCS MAacCHUB  TPEYTroJIbHUKOB
PrimitiveTopology.TrianglelList. Jlamee moakimoyaeM KO BXOIY
KoHBelepa Oydep BepmmH. [lepsriit mapamerp SetVertexBuffers — slot.
3amaeM TO K€ 3HAYCHHE, YTO W MPHU OMHUCAHWHM (PpopMara BXOIHBIX JAHHBIX B
KOHCTPYKTOpE Kjacca. 3areM mojkiaodaeM Oydep wuHmekcoB. ®Dopmar
ykaszpiBaeM Format.R32 UInt, mockoibky [ MaccuBa  HMHJIEKCOB
HCIoab30BaTH 32-XOUTHBIE Oec3HakoBhle Ieible. Ilociae 3TOro BEI3BIBAEM
KOMaH/y OTPUCOBKHU HaIllero o0bekTa. 3arosioBok merona DrawIndexed(int
indexCount, int startIndexLocation, int baseVertexLocation).
[IepBblii TTapamMeTp — KOJHUYECTBO HHAEKCOB. BTOpOoil — ¢ Kakoro HHAEKCa
HayMHATh YTeHHE U3 Oydepa. TpeTuil — HoMep BEpIIMHBI B BEPIIMHHOM Oydepe,
C KOTOpOW HAYMHAETCS OTCYET HMHACCOB ((PaKTHUYECKU ATO 3HAUeHHE OyJeT
n00aBJIEHO K KaXJIOMY HHACKCY, MPOYUTaHHOMY U3 Oydepa, nmepea BEIOOPKOM
BEPIIMHBI).

Co3nmaaum kiacc Camera.

Camera.cs:
6. using SharpDX;
7.
8. namespace SimpleDirectXApp
9. {
10. class Camera : Game3DObject
11. {
12. private float _fovY;
13. public float FOVY { get => _fovY; set => _fovY = value; }
14.
15. private float _aspect;
16. public float Aspect { get => _aspect; set => _aspect = value; }
17.
18. public Camera(Vector4 position,
19. float yaw = 0.0f, float pitch = @.0f, float roll = 0.0f,
20. float fovY = MathUtil.PiOverTwo, float aspect = 1.0f)
21. : base(position, yaw, pitch, roll)
22. {
23. _fovY = fovy;
24, _aspect = aspect;
25. }
26.
27. public Matrix GetProjectionMatrix()
28. {
29. return Matrix.PerspectiveFovLH(_fovY, _aspect, 0.1f, 100.0f);
30. }
31.
B2 public Matrix GetViewMatrix()
33. {
34. Matrix rotation = Matrix.RotationYawPitchRoll(_yaw, _pitch, _roll);
35. Vector3 viewTo = (Vector3)Vectord.Transform(Vector4.UnitZ, rotation);
36. Vector3 viewUp = (Vector3)Vector4.Transform(Vector4.UnitY, rotation);
Sy return Matrix.LookAtLH((Vector3) position,
38. (Vector3) position + viewTo, viewUp);
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39. }
40. }
41. }

[Tore _fovY (Field Of View) u cooTBeTCTBYIOIIIEEe CBOMCTBO YKa3bIBAIOT
yroa o03opa Kamepsl B BepTUKanbHOM IUIockoctu. [lonme _aspect wu
COOTBETCTBYIOIIEEC CBOWCTBO TMpEAHA3HAYEHBI MJI XPAHEHHSI COOTHOIICHUS
IITUPUHBI K BBICOTE.

B xoHCTpyKTOpE COXpaHsIeM 3HAYEHUS B TOJISIX.

Meron GetProjectionMatrix mnpennaszHadeH s GOpPMHUPOBAHUS
MaTpHIlbl  MpoerupoBaHus. TpeTuid W  YETBEpPTHIA MapaMeTp MeToja
PerspectiveFovLH 3anmaror mpepenst mo ocu Z. Te 0OBEKTHI, KOTOpbIE
BBIXOJISIT 3a 3TH TpeNeibl, He OoToOpaxkatoTcs. ['myOMHa B COOTBETCTBYIOIIEM
Oydepe 1t 00bEKTOB Ha OJvKHEH rpanulie Oynet paBHa 0, Ha nanbHel — 1.

Meron GetViewMatrix npeanasHadeH ajisi (pOPMUPOBAHUS MaTpPHILIbI
BUJIA, T.€. MPeoOpa3OBaHMs W3 MHUPOBBIX KOOPJIWMHAT B KOOPJMHATHI Kamephl.
Brauane co3gaeTcs MaTpuila TOBOpOTa. 3aTeM OHa MCIOJIB3YETCs I IIOBOPOTA
CIMHUYHBIX BEKTOPOB 10 OCSIM Z U Y 11 JOPMHUPOBAHUS BEKTOPOB HATPABIICHUS
B3IJIsA/Ia M HAaMpaBJICHUS «BBepX». 3areMm Bbi3BaeTcsa Matrix.LookAtLH mus
dbopMHUpOBaHUS MATPUIIBI BUA.

Cozpgaaum knacc Loader, koTopelii OyAeT mpeaHa3HadyeH sl CO3AaHus
00BEKTOB (a B OyayIieM — u Juist 3arpy3Ku TeKCTyp). B naHHbBII MOMEHT B Ki1acce
MPEAYCMOTPUM METOJ Il CO3JlaHMsl KyOa, mokazaHHoro Ha puc. 2.5, B 3D
MPOCTPAHCTBE.

Y
16 19
17 18 7
4
0 3
6
5 9, X
1 2

7
Z

Puc. 2.5. Ky6 ¢ Hymepauyuel eepwuH
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MaccuB HMHJIEKCOB BEPINMH, BXOJSIINX B IPHUMHTHBBI (TPEYTrOJBHHUKH)
COCTaBHUM TakK, YTOOBI 00X0,T KaK10T0 OBLIT IPOTHUB YaCOBOM CTPEIKH IPH B3TJIC]IC
¢ GpPOHTATBLHOM CTOPOHBI TPEYTOJbHUKA!

— 3ajHss rpaHb Kyoa: 8 — 9—10, 10— 11 - 8§;
— neBas: 12-13-14,14-15-12;

— HmkHaaa: 20 - 21 - 22, 22 - 23 - 20;

— ¢pontanpHaa: 0—1-2,2—-3-0;

— mpaBast:4—-5-6,6—7—4;

— Bepxusaa: 16 — 17— 18, 18- 19 - 16.

Loader.cs:
6. using SharpDX;
7.
8. namespace SimpleDirectXApp
9. {
10. class Loader : IDisposable
11. {
12. private DirectX3DGraphics _directX3DGraphics;
13.
14. public Loader(DirectX3DGraphics directX3DGraphics)
15. {
16. _directX3DGraphics = directX3DGraphics;
17. }
18.
19. public MeshObject MakeCube(Vector4 position, float yaw, float pitch,
float roll)
20. {
21. Renderer.VertexDataStruct[] vertices =
22. new Renderer.VertexDataStruct[24]
23. {
24. new Renderer.VertexDataStruct // front ©
25. {
26. position = new Vector4(-1.0f, 1.0f, -1.0f, 1.0f),
27. color = new Vector4(e.0f, 1.0f, 1.0f, 1.0f)
28. T
29. new Renderer.VertexDataStruct // front 1
30. {
31. position = new Vector4(-1.0f, -1.0f, -1.0f, 1.0f),
32. color = new Vector4(e.of, 1.0f, 1.0f, 1.0f)
33. 1,
34. new Renderer.VertexDataStruct // front 2
35. {
36. position = new Vector4(1l.0f, -1.0f, -1.0f, 1.0f),
37. color = new Vector4(e.0f, 1.0f, 1.0f, 1.0f)
38. }s
39. new Renderer.VertexDataStruct // front 3
40. {
41. position = new Vector4(l.ef, 1.0f, -1.0f, 1.0f),
42, color = new Vector4(e.0f, 1.0f, 1.0f, 1.0f)
43. 1,
44. new Renderer.VertexDataStruct // right 4
45, {
46. position = new Vector4(l.ef, 1.0f, -1.0f, 1.0f),
47. color = new Vector4(l.0f, 0.0f, 1.0f, 1.0f)
48. 1
49. new Renderer.VertexDataStruct // right 5
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50.
51.
52.
53.
54.
55.
56.
57.
58.
59.
60.
61.
62.
63.
64.
65.
66.
67.
68.
69.
70.
71.
72.
73.
74.
75.
76.
77.
78.
79.
80.
81.
82.
83.
84.
85.
86.
87.
88.
89.
90.
91.
92.
93.
94.
95.
96.
97.
98.
99.

100.
lo1.
102.
103.
104.
105.
106.
107.
108.
109.
110.
111.
112.
113.

1

new

}s

new

}s

new

1

new

}s

new

1

new

}s

new

1

new

}s

new

1

new

}s

new

1

new

3,

position = new Vector4(1l.0f, -1.0f, -1.0f, 1.0f),

color = new Vector4(l.ef,

Renderer.VertexDataStruct

0.0f, 1.0f, 1.0f)

// right 6

position = new Vector4(l.ef, -1.0f, 1.0f, 1.0f),

color = new Vector4(l.of,

Renderer.VertexDataStruct

0.0f, 1.0f, 1.0f)

// right 7

position = new Vector4(1l.0f, 1.0f, 1.0f, 1.0f),

color = new Vector4(l.ef,

Renderer.VertexDataStruct

0.0f, 1.0f, 1.0f)

// back 8

position = new Vector4(1l.ef, 1.0f, 1.0f, 1.0f),

color = new Vector4(l.ef,

Renderer.VertexDataStruct

0.0f, 0.0f, 1.0f)

// back 9

position = new Vector4(1l.0f, -1.0f, 1.0f, 1.0f),

color = new Vector4(l.ef,
Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(1l.ef,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(l.ef,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(o.of,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(e.of,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(e.of,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(o.ef,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(l.of,

Renderer.VertexDataStruct

position = new Vector4(-1
color = new Vector4(1l.of,

0.0f, 0.0f, 1.0f)

// back 10

.0f, -1.0f, 1.0f, 1.0f),

0.0f, 0.0f, 1.0f)

// back 11

.of, 1.0f, 1.0f, 1.0f),

0.0f, 0.0f, 1.0f)

// left 12

.0f, 1.0f, 1.0f, 1.ef),

1.0f, 0.0f, 1.0f)

// left 13

.0f, -1.0f, 1.0f, 1.0f),

1.0f, 0.0f, 1.0f)

// left 14

.0f, -1.ef, -1.0f, 1.0f),

1.0f, 0.0f, 1.0f)

// left 15

.0f, 1.0f, -1.0f, 1.0f),

1.0f, 0.0f, 1.0f)

// top 16

.of, 1.0f, 1.0f, 1.0f),

1.0f, 0.0f, 1.0f)

// top 17

.of, 1.0f, -1.0f, 1.0f),

1.0f, 0.0f, 1.0f)
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114. new Renderer.VertexDataStruct // top 18

115. {

116. position = new Vector4(1l.0f, 1.0f, -1.0f, 1.0f),
117. color = new Vector4(l.0f, 1.0f, 0.0f, 1.0f)
118. },

119. new Renderer.VertexDataStruct // top 19

120. {

121. position = new Vector4(1l.e0f, 1.0f, 1.0f, 1.0f),
122. color = new Vector4(l.0f, 1.0f, 0.0f, 1.0f)
123. },

124. new Renderer.VertexDataStruct // bottom 20

125. {

126. position = new Vector4(-1.0f, -1.0f, -1.ef, 1.0f),
127. color = new Vector4(e.o0f, 0.0f, 1.0f, 1.0f)
128. },

129. new Renderer.VertexDataStruct // bottom 21

130. {

131. position = new Vector4(-1.0f, -1.0f, 1.0f, 1.0f),
132. color = new Vector4(e.0f, 0.0f, 1.0f, 1.0f)
133. },

134. new Renderer.VertexDataStruct // bottom 22

135. {

136. position = new Vector4(1l.0f, -1.0f, 1.0f, 1.0f),
137. color = new Vector4(e.0f, 0.0f, 1.0f, 1.0f)
138. },

139. new Renderer.VertexDataStruct // bottom 23

140. {

141. position = new Vector4(1l.ef, -1.0f, -1.0f, 1.0f),
142. color = new Vector4(e.0f, 0.0f, 1.0f, 1.0f)
143. }

144. };

145. uint[] indices = new uint[36]

146. {

147. 8, 9, 10, 10, 11, 8,

148. 12, 13, 14, 14, 15, 12,

149. 20, 21, 22, 22, 23, 20,

150. 0, 1, 2, 2, 3, 0,

151. 4, 5, 6, 6, 7, 4,

152. 16, 17, 18, 18, 19, 16

153. }s

154.

155. return new MeshObject(_directX3DGraphics, position,

156. yaw, pitch, roll, vertices, indices);

157. }

158.

159. public void Dispose()

160. {

161.

162. }

163.

164.

B koHcTpykTOpe coxpaHsieM cchuUlky Ha DirectX3DGraphics B

COOTBCTCTBYIOLICC ITOJIC.

B wmerone MakeCube oObsBiAsieM MaccUBBI BEpIIUH, HWHIEKCOB B
COOTBETCTBHM CO CKa3aHHBIM BbIIIE W co3fgaeM sk3emiusip MeshObject,

nepeIaB B KOHCTPYKTOP MacCHUBBI.

Metona ocBoOOkaeHUS pecypcoB Dispose moka mycCTowu.
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Cozpanum kitacc Game, peaau3yroIuid OCHOBHYIO JIOTHKY ITPHIIOKEHUS.

Game.cs:

6. using SharpDX;

7. using SharpDX.Windows;
8

9

. namespace SimpleDirectXApp
10. {

11. class Game : IDisposable

12. {

13. RenderForm _renderForm;

14.

15. MeshObject _cube;

16. Camera _camera;

17.

18. DirectX3DGraphics _directX3DGraphics;

19. Renderer _renderer;

20.

21. TimeHelper _timeHelper;

22.

23. public Game()

24, {

25. _renderForm = new RenderForm();

26. _renderForm.UserResized += RenderFormResizedCallback;

27. _directX3DGraphics = new DirectX3DGraphics(_renderForm);

28. _renderer = new Renderer(_directX3DGraphics);

29. _renderer.CreateConstantBuffers();

30.

31. Loader loader = new Loader(_directX3DGraphics);

32. _cube = loader.MakeCube(new Vector4(o.of, 0.0f, 0.0f, 1.0f), 0.0f,
0.0f, 0.0f);

33. _camera = new Camera(new Vector4(@.0f, 2.0f, -10.0f, 1.0f));

34. _timeHelper = new TimeHelper();

35. loader.Dispose();

36. loader = null;

37. }

38.

39. public void RenderFormResizedCallback(object sender, EventArgs args)

40. {

41. _directX3DGraphics.Resize();

42. _camera.Aspect = _renderForm.ClientSize.Width /

43, (float)_renderForm.ClientSize.Height;

44. }

45,

46. private bool firstRun = true;

47.

48. public void RenderLoopCallback()

49. {

50. if (_firstRun)

51. {

52. RenderFormResizedCallback(this, EventArgs.Empty);

53. _firstRun = false;

54, }

55 _timeHelper.Update();

56. _renderForm.Text = "FPS: " + _timeHelper.FPS.ToString();

57. _cube.YawBy(_timeHelper.DeltaT * MathUtil.TwoPi * ©.1f);

58.

59. Matrix viewMatrix = _camera.GetViewMatrix();

60. Matrix projectionMatrix = _camera.GetProjectionMatrix();

61.
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62. _renderer.BeginRender();

63.

64. _renderer.SetPerObjectConstantBuffer(_timeHelper.Time, 1);
65.

66. _renderer.UpdatePerObjectConstantBuffers(_cube.GetWorldMatrix(),
67. viewMatrix, projectionMatrix);

68. _renderer.RenderMeshObject(_cube);

69.

70. _renderer.EndRender();

71. }

72.

73. public void Run()

74. {

75. RenderLoop.Run(_renderForm, RenderLoopCallback);
76. }

77.

78. public void Dispose()

79. {

80. _cube.Dispose();

81. _renderer.Dispose();

82. _directX3DGraphics.Dispose();

83. }

84, }

85. }

[Tomst mpexycMOTpUM IJI BCeX HEOOXOMMBIX OOBEKTOB.

B xoHTCpyKTOpE cO3maeM 00BEKTHI B ciieayoieM nopsiake: RenderForm
(ycTaHaBimuBaeM 00paOOTUYMK  COOBITHS  WM3MEHEHUs pa3Mmepa), 3aTeM
DirectX3DGraphics, 3arem Renderer (BbI3pIBAGM MOTOJ CO3JaHUS
KOHCTaHTHOTO Oydepa). Ilociae 3TOro MOXHO CcoO37aBaTh  OOBEKTHI,
pacnonioxxerHsie B 3D mpoctpancTBe (Ky0 1 kamepa) u TimeHelper. B xonie
KOHCTPYKTOpPA BBI3BIBAEM MOTO]T OCBOOOKIEHUS pecypcoB Loader-a, moCKOIbKY
OH OoJbIIe TOTpedyeTcs.

B o0paboTuunke coOBITHS M3MEHEHUS pazmepa
RenderFormResizedCallback Bni3biBaeM Meton Resize  o0ObekTa
DirectX3DGraphics pns wusmeHeHus pasmepoB OydepoB. OOHOBIsIEM
cBouicTBO Aspect kamepsl.

[Tone _firstRun, mHUIIMATN3UPYEMOE WMCTUHOM, HYXHO, YTOOBI Mepe/
pPEHICPUHTOM TEepBOro Kaapa BbI3BaTh RenderFormResizedCallback mus
U3MCHEHHS pa3MepoB Oy(hEepoB W YCTAaHOBKH BEPHOTO 3HAUCHHUS COOTHOIIICHHUS
CTOPOH KaMepBhl.

B wMerome pennepunra kaapa RenderLoopCallback Baauane
oOHOBysieTcsi 3HaueHne BpemeHu W FPS. Bpamaercs xy6 ¢ uactotoit 0,1 I'm.
3ateM TONydaeM OT KaMmepbl MAaTpHIbl KOOPAWHATHBIX IMPeoOpa3oBaHMIA.
HemnocpencTBeHHO peHJIEpUHI HauumHaeTcss ¢ BbI3oBa BeginRender. 3arem
OOHOBJISIIOTCS 3HAYCHUS B KOHCTaHTHOM oydepe
(SetPerObjectConstantBuffer). 3arem OOHOBISEM 3HAYEHHS MATPHII
KOOPJAMHATHBIX MpeoO0pa3oBaHUii W OOHOBJISIEM KOHCTAHTHBIM Oydep Ha
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rpaduueckom kouseiiepe (UpdatePerObjectConstantBuffers). Peanepum
ky0 (RenderMeshObject). 3aBepmaercs pennep Bei3oBom EndRender.
Merton Run npenHa3zHaueH Jjis 3anycka nukia RenderLoop.
B metone Dispose ocBoO0kaaeM BhIICIEHHBIE PECYPCHI.

Bce roroBo. Monuduiupyem Program. cs ciaeayromumM 00pa3oMm.

Program.cs:

16. [STAThread]

17. static void Main()

18.

19. if (!(Devicell.GetSupportedFeatureLevel() == FeatureLevel.lLevel 11 0))
20. {

21. MessageBox.Show("DirectX11l Not Supported");
22. return;

23. }

24,

25. Game game = new Game();

26. game.Run();

27. game.Dispose();

28. }

[Tocne 3amycka BUIUM BpallalOIIUiCS Pa3HOIBETHRIN KyO 1 3HaueHue FPS
B 3aroJIOBKE OKHa, KaKk Ha puc. 2.6.
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3£ Fos: 60 - u X

Puc. 2.6. Peaynbmam 3arnycka

2.1. 3adaHusi Ha nabopamopyro pabomy

Pazpabortate mporpammy sl BHU3yalu3allMy yKa3aHHOro B TaoOu. 2.1
TPEXMEPHOTO Tejla C 3aJaHHBIM PEXUMOM OTOOpaXeHUs CpeICTBaMU
oubnuotexu DirectX. ['panu Tena OkpacuTh B pa3InvHbIC I[BETA.

Tabnuya 2.1
3adaHus Ha nabopamopHyro pabomy Ne 2

TpexmMepHoe Teno
Bap-Ta

Cdepa, cruioiHasi MOJICIb.
[Hunvuuaap, crimoniHas MOJEINb.
Konyc, crimoninast Mmozaens.
Terpasip, cruioniHast MOJENb.
OkTasip, CIIONTHASI MOJEb.
Hxocasnip, crutoniHass Moaes.
Jlonekasap, CrIoIHas MOJICIb.
KyOGooxkTasip, cruiomniHasi MoJieb.

N WNEF
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[NpodomkeHue mabnuubl 2.1

9 [Tupamusia ¢ KBaJpaTHBIM OCHOBAHHUEM, CIUIOIIHAS MOJIEIb.
10 [Tupamuia ¢ MSITUYTOIBHBIM OCHOBAHUEM, CIIJIONTHAS MOJIEIb.
11 [Tupamuja c mecTUyroIbHBIM OCHOBAHUEM, CIUIONIHAS MOJIEIb.
12 [Ipusma ¢ TpeyroyibHbIM OCHOBaHUEM, CILIOIIHAS MOJIETb.
13 [Tapannenenunes, CrIoOMIHAs MOJENb.
14 IIpr3ma ¢ IATHYT0JIBHBIM OCHOBAHUEM, CILIOIIHAS MOJEINb.
15 IIpr3ma ¢ MECTUYTOJIBHBIM OCHOBAHUEM, CIUIOIIHASI MOJIEIIb.
16 YeTplpexyrojpHasi aHTUIIPU3MA, CIUIOIIHAS MOJIETb.
17 Cdepa, kapkacHasi MOJIETIb.
18 [{unuHap, KapKacHas MOJIETb.
19 Konyc, kapkacHast MOJI€JIb.
20 TeTparap, kKapkacHasi MOJICIIb.
21 OxkTasp, KapKacHas MOJEJIb.
22 Hkocasp, kKapkacHasi MOJIEIb.
23 Jlonmekanip, KapKacHast MOJICIb.
24 Ky6ookTasip, kapkacHast MOJIEJb.
25 [Tupamusia ¢ KBapaTHBIM OCHOBAHUEM, KapKacHasi MOJIENb.
26 [Tupamuia ¢ ISITUYTONBHBIM OCHOBAaHUEM, KapKacHasi MOJIEIIb.
27 YeTblpexyroiibHasi aHTHIPU3Ma, KapKacHasi MOJIEb.
28 IlupamMuja c 1eCTUYTOJIBHBIM OCHOBAHHUEM, KapKacHasi MOJIEIb.
29 [Ipu3ma ¢ TpeyroJibHbIM OCHOBaHUEM, KapKaCHAst MOJIENb.
30 [Tapannenenunen, kKapkacHas MOJIETb.
31 ITpr3ma ¢ nATHYTroJIbHBIM OCHOBAaHUEM, KapKacHasi MOJEIb.
32 [Tpu3ma ¢ mecTUyroabHbBIM OCHOBAHHEM, KapKacHasi MOJENb.
KonTpoabHbIe BONPOCHI
1. Moauduuupyiite npuaoxeHue 1jsi 0OTOOpaKeHUs: KOOPAUHATHBIX OCEH.
2. 3au4To oTBeuaet cTpykrypa SampleDescription?
3. B kakom auana3zoHe xpaHuTcs riiyorHa B Oydepe riryOuHbl ?
4. KaxoBo HazHaueHue o0Obekra DeviceContext?
5. 3a uyro otBewaer mnoie IsAntialiasedlLineEnabled crpykTyps
RasterizerStateDescription?
6. Ilo rpanuile B CKOJIbKO OAWT BHIPABHUBAIOTCS KOHCTAHTHBIE Oyhephi?
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3. JlabopamopHasi paboma Ne 3. Busyanu3auyus
npocmeuweu cUeHbl ¢ MpexmMepHbIM
meKcmypupo8aHHbIM 06bLeKmomMm cpedcmeamu

6ubrniuomeku DirectX

[enb paboOThI: 03HAKOMHUTHCS C METOJAMH 3arpy3Kd U HajoxkeHus Ha 3D
OOBEKTHI TEKCTYp, MOIYYUTHh MPAKTUUECKHI OMBIT Pa3pabOTKH MPOCTEHIIIETO
NPUIIOKEHUS PEHICPUHTA CIICHBI C TEKCTYPUPOBAHHBIMU 0ObEKTAMHU CPEJICTBAMHU
oubmotexu DirectX.

JInst noGaBiaeHUs TEKCTYP B MPEAbIAYIIUNA TpUMEP HEOOXO0IUMO T0OaBUTh
B aucneTuepe naketoB NUGet B mpoekT SharpDX.Direct2D1.

B npunoxxennn n106aBUTCS Kiacc JJiA XpaHEHUS! TEKCTYPhI U CBSI3AHHBIX C
Hell 00bekToB. YacTh kiaccoB OyneT MOAUPHUIPOBAHO. T.0. 00BEKTHYIO MOJIETH
NPWIOKEHUST OyIyT WUTIOCTPUPOBATH JIMArpaMMbl KJIacCOB, MPUBEIACHHBIC HA

puc. 2.1, 2.3, 3.1.

C|J IDisposable
| Game3DObject ¥ MeshObject ¥ | O6vekT & 3D
Knacc 1 Knace NPOCTPaHCTEE,
= Game3DObject VMEHILLIWIA TEOMETRMID,
= Dt
O6bexT & 3D Camera ¥ BupTyansHas Kamepa B
NpOCTRAHCTEE, Knacc 3D npocTpaHcTse.
XapaKTEPU3YIOLLMCA + Game3DObject
NOAOKEHUEM.,
QP IDisposable
Loader ¥ 3arpysunKk o6 bheKTos
Knacc (reomeTpue,
) napameTpoe 06LexkToR).
(P IDisposable

Texture
Knacc

. 3

Puc. 3.1. Juaecpamma knaccos, omHocsAuwuxcs Kk obbekmam e 3D npocmpaHcmee
rpu ucrosib308aHuUU mekcmyp

Jlo6aBuM B mpoekT kiacc Texture.

Texture.cs:
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6. using SharpDX;

7. using SharpDX.Direct3D11;

8.

9. namespace SimpleDirectXApp

10. {

11. class Texture : IDisposable

12. {

13. private Texture2D _textureObject;

14. public Texture2D TextureObject { get => _textureObject; }

15.

16. private ShaderResourceView _shaderResourceView;

17. public ShaderResourceView ShaderResourceView { get => _shaderResourceView;

}

18.

19. private int _width;

20. public int Width { get => _width; }

21.

22. private int _height;

23. public int Height { get => _height; }

24.

25. private SamplerState _samplerState;

26. public SamplerState SamplerState { get => _samplerState; }

27.

28. public Texture(Texture2D textureObject, ShaderResourceView
shaderResourceView,

29. int width, int height, SamplerState samplerState)

30. {

31. _textureObject = textureObject;

32. _shaderResourceView = shaderResourceView;

33. _width = width;

34. _height = height;

35. _samplerState = samplerState;

36. }

37.

38. public void Dispose()

39, {

40. Utilities.Dispose(ref _shaderResourceView);

41. Utilities.Dispose(ref _textureObject);

42. }

43, }

44. }

ITone _textureObject u cBs3aHHOE ¢ HUM TMOJIe MPEAHA3ZHAYCHBI IS
XpaHEHUsl U JIOCTYIa K COOTBETCTBYoIIeMY 00bekTy DirectX.

[Tone _shaderResourceView u cOOTBETCTBYIOIIEE CBOMCTBO SBIISIFOTCS
O0OBEKTOM JIOCTyIa MICHACPHON NPOrpaMMbl K TEKCType, KOTOPBIA Oymaer
HEIOCPEICTBEHHO UCIIOJIb30BATHCS ITPU PEHECPUHTE.

I[lons _width wu _height— wmmpuHa u BbICOTA TEKCTYpHI,
COOTBETCTBEHHO.

ITone _samplerState wu cooTBeTCTBYIOIIEE CBONCTBO SBISIOTCS
ONMHMCAHUEM [apaMEeTPOB TEKCTYPHOTO HHTEPHOJIATOPA, HCIOJIb3yeMOro JUIs
BBIOOpA U3 TEKCTYPHI LIBETA JIJISl TUKCENS B KaJIpe.

B koHCTpyKTOpE Kiacca MPOCTO KOMHUPYEM 3HAYEHUs U3 MapaMeTpoB B
TOJIs KJ1acca.
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Meton Dispose mpenHa3HaueH Uit OCBOOOKICHHSI HCIOJIb30BAHHBIX
pecypcoB.

N3menuM mieiiiepHbie TporpamMmbl, MOCKOJIbKY TENEeph BMECTO I[BETA IO
rpadguueckoMy KoHBeHepy OyayT ImepefaBaThbCsi TEKCTYpHbBIE KOOPJMUHATHI.
Taxoke HyHO JOOABUTh TEKCTYPY U TEKCTYPHBIN WHTEPIOJIATOP B MUKCEITHHBIN
mensiep.

vertex.hlsl:

1. struct vertexData

2. {

3. float4 position : POSITION;

4. float2 texCoordd® : TEXCOORD®O;

5. 1

Bo

7. struct pixelData

8. {

9. float4 position : SV_POSITION;

10. float2 texCoordd : TEXCOORD®;

11. };

12.

27. output.position = mul(position, worldViewProjectionMatrix);
28. output.texCoordd = input.texCoorde;
29.

30. return output;

31. }

Tenepr BMecTo 1Bera ¢ ceMaHTukou COLOR BTOpO€ moOJiE€ CTPYKTYD,
ONMCHIBAIOIINX JAHHBIE, MIOCTYIAONIMX HA BXOJ BEPIIMHHOIO IEHJEpa U C Er0
BBIX0/Ia HA BXOJ MMKCEJIBHOI0, 33/1a€T TEKCTYPHBIE KOOPAUHATHI, ONTMCHIBAEMbIE
cemantukon TEXCOORD®@, TEXCOORD1 u T.n. JlIst TEKCTYpHBIX KOOPAUHAT HAM
JOCTAaTOYHO 2-XKOMITOHEHTHOTO BEKTOpa (TeKcTypel MoryT ObiTh W 3D). B
BEPUIMHHOM IIeHepe MOAU(UIUPOBATH TEKCTYPHBIE KOOPIMHATHI HE OyAeM.

pixel.hlsl:
1. struct pixelData
2. {
3. float4 position : SV_POSITION;
4. float2 texCoord@ : TEXCOORD®;
5. 1}
6.
7. Texture2D meshTexture : register(to0);
8. sampler meshSampler : register(so0);
g
10. float4 pixelShader(pixelData input) : SV_Target
11. {
12. float4 texColor = {1, 1, 1, 1};
i3fe texColor = meshTexture.Sample(meshSampler, input.texCoord®);
14. return texColor;




15. }

B ctpokax 7 u 8 0oOBsABISIEM OOBEKTHI NJII TEKCTYphl M IMapaMeTpPOB
TEKCTYpPHOTO MHTEpIOJITOpa. TEeKCTYphl pacnojiaratotcs B peructpax to, t1 u
T.4. IlapameTpbl uHTepnonaropa (commiepa)— sO, sl u T.4. B crpoke 12
OOBSBIIIEM TIEPEMEHHYIO Il IBETAa MHKCEIS KaJpa W WHHIHAIA3UPYEM
eauHuniamu. B ctpoke 13 oOparaemcsi K MHTEPHOJIATOPY JUIsl pacyera ILBeTa
MUKCeIsd Kajpa.

Moaudunupyem knacc Renderer nmns peHaepa TEKCTypUPOBAaHHBIX
OOBEKTOB.

Renderer.cs:

15. namespace SimpleDirectXApp

16. {

17. class Renderer : IDisposable

18. {

19. [StructLayout(LayoutKind.Sequential)]

20. public struct VertexDataStruct

21. {

22. public Vector4 position;

23. public Vector2 texCoord;

24, }

47. private SamplerState _anisotropicSampler;

48. public SamplerState AnisotropicSampler { get => _anisotropicSampler; }
49,

50. public Renderer(DirectX3DGraphics directX3DGraphics)

51. {

65. InputElement[] inputElements = new[]

66.

67. new InputElement("POSITION", @, Format.R32G32B32A32_Float,
68. 0, 0),

69. new InputElement("TEXCOORD", ©, Format.R32G32_Float,
70. 16, 0)

71. };

84. SamplerStateDescription samplerStateDescription =

85. new SamplerStateDescription

86. {

87. Filter = Filter.Anisotropic,

88. AddressU = TextureAddressMode.Clamp,

89. AddressV = TextureAddressMode.Clamp,

90. AddressW = TextureAddressMode.Clamp,

91. MipLodBias = 0.0f,
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92. MaximumAnisotropy = 16,

93. ComparisonFunction = Comparison.Never,

94. BorderColor = new SharpDX.Mathematics.Interop.RawColor4(
1.ef, 1.ef, 1.0f, 1.0f),

95. MinimumLod = 9,

96. MaximumLod = float.MaxValue

97. }s

98. _anisotropicSampler = new SamplerState(_directX3DGraphics.Device,

99. samplerStateDescription);

100. }

143. public void SetTexture(Texture texture)

144, {

145. _deviceContext.PixelShader.SetShaderResource(0,

146. texture.ShaderResourceView);

147. _deviceContext.PixelShader.SetSampler(0,

148. texture.SamplerState);

149. }

166. public void Dispose()

167. {

168. Utilities.Dispose(ref _anisotropicSampler);

174. }

175. }

176. }

Crpykrypa VertexDataStruct tenepp BMECTO LIBETA, BO BTOPOM I0JIE
OyZeT conepkaTh TEKCTYpHbIE KOOPAUHATHI (2-KOMIIOHEHTHBIN BEKTOD).

Ilepen xoHcTpykTOpOM J00aBMM mojie _anisotropicSampler w
COOTBETCTBYIOILIEE CBOMCTBO [IJIi XpaHEHUs MapaMeTpoOB TEKCTYPHOIO
MHTEPHOJISITOpA. byZileM HCIIOIb30BaTh CaMbli 3aTPATHBIN MO BBIYUCICHUSM, HO
JAIOIIMK HAaWJTy4llee KAYeCTBO Coco0 PUIbTpalliy TEKCTYP — aHU30TPOITHBIM.

B koHcTpykTOpe mpu onucaHuu (opMara BXOJHBIX JIAHHBIX KOHBeiepa
(ctpoku 65— 71) uM3MeHUM ceMaHTUKy BTOporo kommoHeHTa «COLOR» Ha
«TEXCOORD» wu Tum pgaHHeix Ha Format.R32G32 Float. B konme
KOHCTPYKTOpa J00aBUM CO37aHHe O0BbEeKTa C MapaMeTrpamMH HHTEPHOJSATOpa.
PaccmoTrpum monst ctpyktypel SamplerStateDescription. Filter 3agaer
croco0 HMHTEpnoNAuud  ((PUIbTPAIMK) TEKCTYPHI, T.. alrOPUTM pacdera
pPE3YNBTUPYIOMIETO IIBETA TMHUKCENs Kaapa. ECTh BBIPpHAHTBI  BBIOOPKHU
ONMKalIero Tekcenst (TeKCTYpHOTO TMHUKCEeNsl), JTUHEHHOW WHTEpHosaiuu (Ha
caMoM Jiesie OMIMHENHOM) U aHU30TPOIHON (yCpeIHsSeTcs IIBET BCEX TeKcelen
MOMAJAIONMX B 00JaCTh, COOTBETCTBYIONUIYIO MHUKCeNnto Kazapa). AddressU,
AddressV, AddressW 3agatoT moBeeHUE IPU BBIXOAE TEKCTYPHBIX KOOPAUHAT
3a mpenest [0,0; 1,0]: moBTOpsATH TEKCTYPY (3aMOCTHTH TpadUUeCKUil IPUMHUTUB
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TUTUTKOM ), TIOBTOPSITH C 3€pKATMPOBAHUEM, TIOBTOPSITH 1IBET KPAHETO MUKCEIS,
UCTIONIb30BaTh IBET Oopitopa. Ha maHHBIT MOMEHT BhIOEpPEM IMOBTOPSTH IIBET
KpaiiHero rmmkcens. MiplLodBias moka paccmarpuBaTh HEe  Oyzaem.
MaximumAnisotropy 3amaer orpaHMYeHHE HA Ka4eCTBO AHHW3OTPOITHOM
¢unbrparmn (1 — 16, Oonbliee 3HaueHHWE JaeT JIydllee KayecTBO).
ComparisonFunction 3amaeT QyHKIHWIO CPaBHEHHS C MPOILIHIM 3HAUYCHHEM.
[Tockonmbky HaMm 3TO HeE Hajo, 3ajaeM Comparison.Never. MinimumlLod,
MaximumlLod 3amar0T MHHHMAIbHOE M MaKCHMalIbHOE 3HAUCHUS JUISI YPOBHSI
neraneii (LOD — Level Of Details). 3to ucnonb3yercs, Korja TeKCTypa UMEeT
HECKOJIbKO BAPHAHTOB YMEHBIIICHUS U (VJIH) YBEITMYCHHS JIJIS1 UCTIOJIB30BaHUS HA
pa3HOM yjaalieHuu OT Kamephl. [IOCKOJIbKY B JaHHBII MOMEHT MBI ATHM HE
MOJIb3yEeMCsl, 3a/1a€M 3HaU€HUA 10 yMo4aHuio: ) 1 MaKCUMalIbHOE 3HAUCHHE IS
tuna float.

ITepen meTtonom RenderMeshObject nodaBum meton SetTexture mis
BbIOOpa TEKCTYphl 00BbeKTa. B Hem ucnosibdyem metonbl SetShaderResource
u SetSampler nnsg yCTaHOBKM HYXXHOM TEKCTypbl M  IapaMeTpoB
uHTepnoisTopa. [lepBeiii mapamerp 3Tux MeTofoB Slot momxkeH ObITH paBeH
HOMEPY PETUCTPOB, KOTOPHIN OBLIT 3a7]aH MPOTPaMMe IMUKCEIBHOTO mekaepa (MbI
ucroib30Bau tO u SO, COOTBETCTBEHHO MPH BBI30BE 000MX METO/IOB YKa3bIBaeM
slot paBubiM 0).

Bnauane merona ocBoOokaeHUS pecypcoB Dispose no0aBisieM CTPOKY
I OCBOOOXKIEHMSI  OOBEKTa, XpaHAIICT0  MapaMeTpbl  TEKCTYPHOTO
HUHTEPIOJISATOPA.

JloGaBuUM B TPOEKT TEKCTypy. Pa3BepTka kyba ¢ HOMEpamMHu BEPIIWH
nokaszaHa Ha puc. 3.2. Ha pucyHke mokazaHo Ha4ajlo U HAIpPaBJICHHE OTCUETA
TEKCTYPHBIX KOOPJMHAT JJisi JBYMEPHOM TEKCTYpbl, U yKa3aHbl TEKCTYpPHBIC
KOOPJIMHATHI IS BEPXHHUX BEPIIMH JICBOM TpaHM HAIEro Kyba (TekcTypa
kBagpatHasi). TekcTypHble KoopauHaThl (U; V) OTCUMTHIBAIOTCS OT BEPHETO
aesoro kpas (koopauHata (0;0)) mo HmkHero mpasoro (koopawnara (1;1)).
[Ipruem oTcueT BeIETCs HE IO LIEHTPaM MUKCEIEH TEKCTYPBI, a IO CETKE JIMHUMN
MEX Iy TUKCesIMU. Pa3zMep TEeKCTyphI 10 HNIUPUHE U BBICOTE JKETATEIHHO JOHKECH
OBITh KPAaTCH CTEIICHH JIBOWKH, a €IIIC JIYYIlle PaBeH CTCIICHH JBOWKHU (HaIpuMep
512 x 128).

dopMaT TEKCTYyp MOXET OBbITh pa3audHbIM. Mcmonp3yem i 3arpys3ku
tekctyp WIC (Windows Imaging Component). OH MOXeT KOHBEPTHPOBATh
n300paXkeHust U3 MHOTHX (opMaTOB pacTpoBeIX u3zobpaxkenuii (tif, gif, jpg, png
u T.1.). B paccmaTpuBaeMom mpumepe ucrnonb3yercs: ¢popmar png. Ha puc. 3.3
mpejcTaBiieHa TekcTypa Kyoa. Pazmep 512 X 512 nukceneii, hopmat — png.
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Puc. 3.3. Tekcmypa Kyba

Moaudunupyem kinacc Loader nus moaaepX KU 3arpy3Kd TEKCTYp U
3a/IaHus TEKCTYPHBIX KOOPAMHAT BepiiuH B MeToze MakeCube.

Loader.cs:

7. using SharpDX.DXGI;

8. using SharpDX.WIC;

9. using SharpDX.Direct3D;
10. using SharpDX.Direct3D11;

11.

12. namespace SimpleDirectXApp

13, {

14. class Loader : IDisposable

15. {

16. private DirectX3DGraphics _directX3DGraphics;

17. private ImagingFactory _imagingFactory;

18.

19. public Loader(DirectX3DGraphics directX3DGraphics)

20. {

21. _directX3DGraphics = directX3DGraphics;

22. _imagingFactory = new ImagingFactory();

23. }

24.

25. public Texture LoadTextureFromFile(string fileName,

26. SamplerState samplerState)

27. {

28. BitmapDecoder decoder = new BitmapDecoder(_imagingFactory,

29. fileName, DecodeOptions.CacheOnDemand);

30. BitmapFrameDecode bitmapFirstFrame = decoder.GetFrame(0);

31.

32. Utilities.Dispose(ref decoder);

33.

34. FormatConverter imageFormatConverter = new FormatConverter(
_imagingFactory);

35. imageFormatConverter.Initialize(bitmapFirstFrame,

36. PixelFormat.Format32bppRGBA, BitmapDitherType.None, null, 0.0,

37. BitmapPaletteType.Custom);

38. int stride = imageFormatConverter.Size.Width * 4;

39. DataStream buffer = new DataStream(

40. imageFormatConverter.Size.Height * stride, true, true);
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41. imageFormatConverter.CopyPixels(stride, buffer);

42.

43. int width = imageFormatConverter.Size.Width;

a44. int height = imageFormatConverter.Size.Height;

45,

46. Texture2DDescription textureDescription = new Texture2DDescription()

47. {

48. Width = width,

49. Height = height,

50. MipLevels = 1,

51. ArraySize = 1,

52. Format = Format.R8G8B8A8_UNorm,

53. SampleDescription = _directX3DGraphics.SampleDescription,

54. Usage = ResourceUsage.Default,

55. BindFlags = BindFlags.ShaderResource | BindFlags.RenderTarget,

56. CpuAccessFlags = CpuAccessFlags.None,

57. OptionFlags = ResourceOptionFlags.None

58. }s

59. Texture2D textureObject = new Texture2D(_directX3DGraphics.Device,

60. textureDescription, new DataRectangle(buffer.DataPointer,
stride));

61. ShaderResourceViewDescription shaderResourceViewDescription =

62. new ShaderResourceViewDescription()

63. {

64. Dimension = ShaderResourceViewDimension.Texture2D,

65. Format = Format.R8G8B8A8_UNorm,

66. Texture2D =

67. new ShaderResourceViewDescription.Texture2DResource

68. {

69. MostDetailedMip = @,

70. MipLevels = -1

71. }

72. };

73. ShaderResourceView shaderResourceView =

74. new ShaderResourceView(_directX3DGraphics.Device, textureObject,

75. shaderResourceViewDescription);

76.

77. Utilities.Dispose(ref imageFormatConverter);

78.

79. return new Texture(textureObject, shaderResourceView, width, height,

80. samplerState);

81. }

B xmacce no6asmsiem nosie _imagingFactory.

B xoHcTpykTOpe nabamisieM co3mpaHue sk3eMiuisapa ImagingFactory.

[Tocne koHCTpyKTOpa mOOaBiIsieM METOJ 3arpy3Ku TEKCTYphl W3 (paiina
LoadTextureFromFile. Ilopsimoxk 3arpy3ku TeKCTypbl u3 ¢daina ¢
ucnonb3zoBanueM WIC crnenyrommii. BHadane co3maercst sk3eMIUisip iekoaepa
BitmapDecoder (cTtpoku 28 — 29). [Tocnenuuii mapaMeTp KOHCTPYKTOpPaA 3a7aeT
CIoco0 KDIIIMPOBAHUS METAJaHHBIX HM300paXXEHUsS: IO 3ampocy, WIH TpU
3arpy3ke. 3ateM (ctpoka 30) noxyyaeM J1eKOIUPOBAHHBIA HY X HBIN (peitm (kap)
u3 u300paxkenus. Jlexoaep 0oJbliie HE HY>KEH, 0CBOOOX1aeM (cTpoka 32). 3atem
CO3/1aéM M WHHIIMAJIM3UPYEM TapaMeTphl KOHBepTepa (opmaTa H300paKeHHUsI
(ctpoku 34— 37). 3arosoBok Meroma Initialize(BitmapSource
sourceRef, Guid dstFormat, BitmapDitherType dither, Palette
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paletteRef, double alphaThresholdPercent, BitmapPaletteType
paletteTranslate). sourceRef — nexomupoBanublii Qpeiim. dstFormat
3a7aeT popMaT UCXOTHOTO M300pakeHus. dither — crmoco6 cMmereHus 1IBETOB
(ipm HCIIO0JIb30BaHUH MAJUTPHI). paletteRef - najguTpa.
alphaThresholdPercent 3agaer mopor nmpu Kakoi HEMPO3pavyHOCTH (KOTOpas
coxpaHsercs B anb(da-kaHal) TMHKCENb OyAET CYUTAThCA MPO3PAYHBIM.
paletteTranslate 3amaer cnoco6 mpeoOpazoBanus naauTpel. B cTpoke 38
BBIYHCIIIEM CMEIlIeHHE Mex Ay cTpokamu. B ctpokax 39 — 41 co3naercs Oydep, B
KOTOPBIN BBITIOJIHAETCS KOHBepTalus n3oopaxenus. Ctpoku 43 — 44: nonydaem
pa3Mmepbl u3oOpaxkenus. B crpokax 46 — 58 3ajmaroTcs mapameTpbl TEKCTYPBHI.
Width, Height — pa3mepsl. MipLevels — konudecTBO ypOBHEW MUHH(PUKALIMH
TEKCTYpHI (TeHepalus TEKCTYP YMEHbBIIIEHHOTO pa3Mepa JJis UCIIOIb30BaAHUS TS
0oJee OTAAICHHBIX OT KaMepbl 00beKTOB). [IoCKOIBKY HE UCTIONIBb3yeM, 3a/1aeM 1.
ArraySize — pa3MepHOCTb JjIi MaccuMBa TEKCTyp. Y Hac OJIHa TEKCTypa,
nostoMy 3agaeMm 1. @opmar 3amaem Format.R8GE8B8A8 UNorm — 4 kanana, 8
outr Ha KaHai, Oec3HaKOBbIE 3HaueHHs. [lapamMeTpsl MYJIBTHCOIMILIMHTA
SampleDescription nmomxHbI OBITH TakHe JXK€, KaK HCIOJb30BaJIMCh IPHU
cO37aHuH 11eno4ku 0ydepon u Oydepa riryounst u Tpadapera. Usage: naem GPU
MOJIHBIA OCTYyN K TekeType. BindFlags — pecypce melinepa. CpuAccessFlags
3amaem 0e3 goctyna co ctoponsl CPU. OptionFlags B maHHBI MOMEHT HE
ucroaszyercs. B cTtpokax 59 — 60 xonupyem u3 Oydepa JaHHBIC M CO3/1aeM
TeKCcTypy. B cTpokax 61 — 72 3agaem mapameTpsl 00beKTa JOCTyNa K TEKCTYpe.
Pa3zmepHoCTh — nByMepHas. @opmaTr Takou ke, KaK U IPU ONUCAHUU TEKCTYPHI.
[TapameTpsl AByMEpHOW TEKCTYpHI ISl HaIIero ciaydas 0e3 MuHudukanuu. B
ctpokax 73— 75 co3maercs OOBEKT JoCTyma K TekcTtype. B crtpoke 77
OCBOOOXKIaeTcs y)Ke He HYKHbIH KoHBepTrep (opmara. B crpokax 79 — 80
co3aeTCs ¥ BO3BpAIIlAeTCs K3EMILIAp Haliero kiacca Texture.

Loader.cs:
83. public MeshObject MakeCube(Vector4 position, float yaw, float pitch,
float roll)
84, {
85. Renderer.VertexDataStruct[] vertices =
86. new Renderer.VertexDataStruct[24]
87. {
88. new Renderer.VertexDataStruct // front @
89. {
90. position = new Vector4(-1.0f, 1.0f, -1.0f, 1.0f),
91. texCoord = new Vector2(0.25f, 0.25f)
92. 1,
93. new Renderer.VertexDataStruct // front 1
94, {
95. position = new Vector4(-1.0f, -1.ef, -1.0f, 1.0f),
96. texCoord = new Vector2(@.25f, 0.5f)
97. },
98. new Renderer.VertexDataStruct // front 2
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99.

100.
101.
102.
103.
104.
105.
106.
107.
108.
109.
110.
111.
112.
113.
114.
115.
116.
117.
118.
119.
120.
121.
122.
123.
124.
125.
126.
127.
128.
129.
130.
131.
132.
133.
134.
135.
136.
137.
138.
139.
140.
141.
142.
143.
144.
145.
146.
147.
148.
149.
150.
151.
152.
153.
154.
155.
156.
157.
158.
159.
160.
161.
162.

}s

new

1

new

}s

new

}s

new

}s

new

}s

new

1

new

1

new

}s

new

1

new

}s

new

1

new

3,

position = new Vector4(1l.0f,
texCoord = new Vector2(o.5f,
Renderer.VertexDataStruct //
position = new Vector4(1l.ef,
texCoord = new Vector2(e.5f,
Renderer.VertexDataStruct //
position = new Vector4(1l.0f,
texCoord = new Vector2(o.5f,
Renderer.VertexDataStruct //
position = new Vector4(1l.ef,
texCoord = new Vector2(e.5f,
Renderer.VertexDataStruct //
position = new Vector4(1l.0f,
texCoord = new Vector2(0.75f,
Renderer.VertexDataStruct //
position = new Vector4(1l.ef,
texCoord = new Vector2(@.75f,
Renderer.VertexDataStruct //
position = new Vector4(1l.0f,
texCoord = new Vector2(0.75f,
Renderer.VertexDataStruct //
position = new Vector4(1l.ef,
texCoord = new Vector2(0.75f,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(l.of,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(1l.0f,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(e.of,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(0.of,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(9.25f,

-1.0f, -1.0f, 1.0f),
0.5f)

front 3

1.0f, -1.0f, 1.0f),
0.25f)

right 4

1.0f, -1.0f, 1.0f),
09.25f)

right 5

-1.0f, -1.0f, 1.0f),
0.5f)

right 6

-1.0f, 1.0f, 1.0f),
0.5f)

right 7

1.0f, 1.0f, 1.0f),
0.25f)

back 8

1.0f, 1.0f, 1.0f),
0.25f)

back 9

-1.0f, 1.0f, 1.0f),
0.5f)

back 10

-1.0f, 1.0f, 1.0f),
0.5f)

back 11

1.0f, 1.0f, 1.0f),
0.25f)

left 12

1.0f, 1.0f, 1.0f),
09.25f)

left 13

-1.0f, 1.0f, 1.0f),
0.5f)

left 14

-1.0f, -1.0f, 1.0f),
0.5f)
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163.
164.
165.
166.
167.
168.
169.
170.
171.
172.
173.
174.
175.
176.
177.
178.
179.
180.
181.
182.
183.
184.
185.
186.
187.
188.
189.
190.
191.
192.
193.
194.
195.
196.
197.
198.
199.
200.
201.
202.
203.
204.
205.
206.
207.
208.

221.
222.
223.
224.
225.
226.
227.
228.

new

1

new

}s

new

1

new

}s

new

}s

new

1

new

}s

new

1

new

L

}

Renderer

position = new Vector4(-1.0f,
texCoord = new Vector2(0e.25f,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(0.25f,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(9.25f,
Renderer.VertexDataStruct //
position = new Vector4(1l.ef,
texCoord = new Vector2(©.5f,
Renderer.VertexDataStruct //
position = new Vector4(1l.0f,
texCoord = new Vector2(9.5f,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(0.25f,
Renderer.VertexDataStruct //
position = new Vector4(-1.0f,
texCoord = new Vector2(9.25f,
Renderer.VertexDataStruct //
position = new Vector4(l.ef,
texCoord = new Vector2(e.5f,
Renderer.VertexDataStruct //
position = new Vector4(1l.0f,
texCoord = new Vector2(0.5f,

public void Dispose()

{

.VertexDataStruct //

Utilities.Dispose(ref _imagingFactory);

}

left 15

1.0f, -1.ef, 1.0f),
0.25f)

top 16

1.0f, 1.0f, 1.0f),
0.0f)

top 17

1.0f, -1.0f, 1.0f),
09.25f)

top 18

1.0f, -1.0f, 1.0f),
0.25f)

top 19

1.0f, 1.0f, 1.0f),
0.0f)

bottom 20

-1.0f, -1.0f, 1.0f),
0.5f)

bottom 21

-1.0f, 1.0f, 1.0f),
0.75f)

bottom 22

-1.0f, 1.0f, 1.0f),
0.75f)

bottom 23

-1.0f, -1.0f, 1.0f),
0.5f)
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Meton MakeCube momuduumpyem i 3a1aHusl TEKCTYPHBIX KOOPJIWHAT
BepmmH. B merome Dispose go06aBisieM  0CBOOOXKICHHE — 3K3eMILIAPA
ImagingFactory.

Moaudumupyem kiacc Game.

Game.cs:

11. class Game : IDisposable

12. {

15. Texture _cubeTexture;

26. public Game()

27. {

34. Loader loader = new Loader(_directX3DGraphics);

35. _cubeTexture = loader.LoadTextureFromFile("cube.png",
_renderer.AnisotropicSampler);

36. _cube = loader.MakeCube(new Vector4(e.of, 0.0f, 0.0f, 1.0f), 0.0f,
0.0f, 0.0f);

41. }

52. public void RenderLoopCallback()

53. {

70. _renderer.UpdatePerObjectConstantBuffers(_cube.GetWorldMatrix(),

71. viewMatrix, projectionMatrix);

72. _renderer.SetTexture(_cubeTexture);

73. _renderer.RenderMeshObject(_cube);

76. }

83. public void Dispose()

84. {

85. _cube.Dispose();




86. _cubeTexture.Dispose();

89. }
9%. }
91. ...

Jlo6aBuMm monie _cubeTexture (ctpoka 15). B xoHCcTpyKTOpe T006aBUM
3arpy3Ky TeKCTypbl U3 ¢aiina (ctpoka 35). B MeTose penaepuHra kaapa, B CTpOKe
72, moGaBUM yCTaHOBKY TEKCTYpHI Tepe] peHIepuHToM oOBekTa. B merome
Dispose (ctpoka 86) 100aBUM OCBOOOKICHHE PECYPCOB.

[Tocne 3amycka BUJIMM BpaIlAIOIIUNACS TEKCTYPUPOBAHHBIN KyO, Kak Ha
puc. 3.4.

XL res: 60 — O P

Puc. 3.4. Pe3ynbmam 3ariycka
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3.1. 3adaHust Ha nabopamopyro pabomy

Pazpabotate mporpammy Ui BU3yalu3alldd yKazaHHOro B Tabid. 3.1
TpeXMEpHOTO Tena cpeacTBamu Oubimmoreku DirectX. Ha TpexmepHoe Teno
HAJIOXXHUTh TEKCTYPY.

Tabnuua 3.1
3adaHus Ha nabopamopHyto pabomy Ne 3
No

TpexmepHoe Teno
Bap-Ta
1 Cdepa, crimonrHasi MOJEINb.
2 Humuuap, crtonHas MOJAEIb.
3 Konyc, cruioniHast MoJiens.
4 Tetpasap, crutoniHas MOJENb.
5 OkTasap, CIUIONIHAS MOJIENb.
6 Wkocasap, crimoniHass MOJEIb.
I Jlonexasp, cruioniHas MOJIeb.
8 Ky6ookTasap.
9 [Tupamua c KBapaTHBIM OCHOBaHUEM.
10 [Tupamua ¢ NATUYTOJIBHBIM OCHOBAaHUEM.
11 ITupamuza ¢ mIeCTUYTOJIBHBIM OCHOBAHUEM.
12 [Tpusma ¢ TpeyroJIbHBIM OCHOBaHHEM.
13 [Tapannenenunesn,.
14 [Ipr3ma ¢ IATHYTOJIbHBIM OCHOBAHUEM.
15 ITpr3ma ¢ MEeCTUYTOabHBIM OCHOBAHHEM.
16 UeTplpexyrobHasi aHTUIIPU3Ma.
17 Cdepa.
18 Hununnp.
19 Konyc.
20 TeTtpasap.
21 OxTasp.
22 Nxocasp.
23 Jonekasap.
24 Ky6ooxkTasp.
25 [Inpamua ¢ KBaIpaTHBIM OCHOBAHHUEM.
26 [Inpamua ¢ NATUYTOJIBHBIM OCHOBAHHEM.
27 YeTplpexyroiibHas aHTUTIPU3MA.
28 [lupamuya ¢ meCTUYTOIbHBIM OCHOBAHUEM.
29 ITpu3ma ¢ TpeyroiabHbBIM OCHOBAHHUEM.
30 [Tapannenenunesn.
31 [Ipu3ma ¢ NATUYTOJIBbHBIM OCHOBAHUEM.
32 [Ipu3ma ¢ mecTuyroibHbIM OCHOBAaHUEM.
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4. JlabopamopHasi paboma Ne 4. Busyanu3sayus
npocmeliweu cUueHbl ¢ mpexmepHbIM 06 bLeKmom
cpedcmeamu 6ubnuomexku OpenGL

IHenp paboThl: o3HaKOMHUThCA C Oubamorekoi OpenGL, noayduTh
OCHOBHBIC TMIOHATHUS O CTaaAuAX TpadUyecKoro KOHBeHepa, IMONyYUTh
MIPAKTUYECKUNA OMBIT Pa3padO0TKH MPOCTEHTIIIETO MPUIIOKECHHS C UCTIOIb30BAHUEM
oubmmorexn OpenGL.

I'padpuaeckuit kousetiep OpenGL 4.4 umeet 10 craauii:

1. Bxomnoit coopmmk (Input Assembler) B OpenGL uMeHyeTcst «ToJIKaTenemy
BepimH (Vertex Puller).

Bepmmanstit meitnep (Vertex Shader).

letinep ynpasienus teccessiueit (Tesselation Control Shader).
Teccensrop (Tesselator).

[leitnep pacuera Teccemsimu (Tesselation Evaluation Shader).
I'eomerpuueckuii meitnep (Geometry Shader).

Ooparnas cBsa3b (Transform Feedback).

Pactepuszatop (Rasterizer).

®dparmenTHbii meinep (Fragment Shader).

10 Cramus nmo-pparmeHTHBIX onepanuid (Per-fragment Operations).

Yacte cramuii  SABISAIOTCS  MPOTPAMMHPYEMBIMH, 9acTh  TOJBKO
HacTpawBaeMbl. JIJIsi CcO3MaHUS TIPOCTEHIETO TPHUIIOKEHHUS] JOCTATOYHO
WCITOJIb30BAHUS CIICIYIONINX CTAIAMN:

— BXOJHOU COOpPIIUK;

— BEpIUMHHBIN LIEUAED;

— pacTepu3arop;

— (parMeHTHBIN 1IeHaep;

— cTanus no-GpparMeHTHBIX ONepariuii.

bynem wucnons3zoBate C# W OOBEKTHO-OPUEHTUPOBAHHYIO OOEpPTKY
OpenGL-a OpenTK. B Microsoft Visual Studio co3gaem HOBBIN MPOEKT THIA
«[punoxenune Windows Forms (.NET Framework)». Bepcuto mmatrgopmsr .NET
BbIOpaem 4.5.

B nucneruepe makeroB NuGet HeoOxoaumo 100aBUTH B MPOEKT MAKET
OpenTK. Jlasiee HEOOXOAUMO BBITIOJHUTDH CICTYIONINUE TEUCTBHUSA:

1. Vnpanute u3 npoexra popmy Forml.

2. Jlo6GaBuTh B MPOEKT HOBYIO popmy MainWindow.

3. ITlepeiith K KOmy, 3aKpbITh KOHCTPYKTOP U YIQINTh W3 TPOEKTa
MainWindow.Designer.cs. YaaauTh U3 KOHCTPYKTOpa (DOPMBI BBI3OB
metona InitializeComponent.

4. B pasnen noIKJIIO4YeHU 100aBUTh:
10. using OpenTK;

11. using OpenTK.Graphics;

12. using OpenTK.Graphics.OpenGL4;

©CoOoNOORAWDN
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13. using OpenTK.Input;
14. using System.IO;
15. using System.Diagnostics;

5. HM3menuts poautens knacca MainWindow na GameWindow.
6. B Program.cs usmenuts meton Main cienyromum oOpazom:
15. static void Main()
16. {
17. MainWindow window = new MainWindow();
18. window.Run(60);
19. }

[locne »STuUX [EWCTBHM MPOEKT AOHKEH COOMpAThCsl M 3alyCKaThCs,
0TOOpaxkast IIyCTOE YEPHOE OKHO.

Cozpgaaum mieiaepHbie NporpaMmel. J{is 3Toro Heo6Xo Mo 100aBUThH B
MPOEKT 2 HOBBIX TEKCTOBBIX (hailia Ha3BaB ux «vertexShader.glsly u
«fragmentShader.glsly. lleiinepusie nporpamMmmbl B OpenGL numryres Ha
s3pike GLSL (Graphics Library Shader Language). CunTakcuc si3pika OCHOBaH
Ha C. B cBolicTBax 00oux (ailyloB HEOOXOAMMO YCTaHOBUTH «KomupoBaTb B
BbIXOAHOW KaTanor» B 3HaueHue «Bcerga KonnposaTby.

Hasnauenne  mporpammbl  BEpPIIMHHOIO  IIEWAEpa  AHAJIOTUYHO
COOTBETCTBYIOIIEMY B DirectX — MaHUIYJIALIMK C T€OMETpUE 0ObEKTOB.

vertexShader.glsl:

1. #version 440 core

B mepBoii ctpoke 3amaetcs TpeOyemas Bepcusi cnenudurammn GLSL u
npo¢uib (COre — OCHOBHOM, T.€. OyIyT UCHOJB30BaTHCS TOIBKO BO3MOXHOCTH
yKazaHHoU Bepcuu; compatibility — pexum COBMECTUMOCTH C MPOILIBIMU
BEPCUSIMU U T.1.).

Hanee o0bsiBisieTCst hOopMaT BXOAHBIX JAHHBIX.

vertexShader.glsl:

3. layout (location
4. layout (location

@) in vec4 position;
1) in vec4 color;

Bxoguple maHHBIE OOBSABIISAIOTCSA C KIHOYEBBIM CJIOBOM 1in. C IMOMOIIBIO
KJIFOYeBOro cioBa layout 3amaercs pacriojoXKEHHE SJIEMEHTOB BXOHBIX
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naHHBIX. Pacmonoxkenue 3amaercs koHcTpykuued Buma (location = x). B
HalleM Cciydae MepBbIM 3JIeMEeHTOM (¢ uHaekcoM () ams BeplIMHBI OyaeT
KOOpAMHATa, BTOPBIM — LBET. THUI [ O000UX aTpuOyTOB BEPIIMHBI —
4-KOMITOHEHTHBII BEKTOp YHCe ¢ MaBatomiei Toukon float.

O0baBUM QopMaT BHIXOJHBIX TaHHBIX.

vertexShader.glsl:

6. out vec4 fragColor;

BI)IXOI[HBIG JaHHBIC OOBABIAIOTCS C KJIIOYEBBIM cjoBoM out. Ha BXOJ
Cl)paFMCHTHOFO meﬁ;[epa HaM AOCTATOYHO IMOAATh TOJIBKO IBET, IO3TOMY TOJIBKO
OJAHH 2JICMCHT BBIXOJIHBIX JAHHBIX.

JlanHble, oOume sl BCeX BEPIIMH OOBEKTa, HANpHUMEp, MAaTpPHULIbI
KOOPJIMHATHBIX NTPeo0pa30oBaHuil OOBSABIAIOTCS KaK KOHCTAHTHBIE, C KIIOUYEBBIM
ciioBoM uniform.

vertexShader.glsl:

8. uniform mat4 mvpMatrix;

Harnuimem ¢GyHKIHMI0 BEpIIMHHOTO MICHEpAa.

vertexShader.glsl:

10. void main(void)

11. {

12. gl Position = mvpMatrix * position;
13. fragColor = color;

14. }

OyHKIMSA BEpIIMHHOIO IIeiiepa 3amuchiBaeT MpeoOpa3OBaHHYIO
KOOpJIMHATy BO BCTpoeHHyI mnepemeHHyro gl Position. Ilopsgok
NIEPEeMHOKEHHUS TP TpeoOpa3oBaHUM: MaTpHIla — clieBa, BEKTOp — crpasa. L[Ber
CO BXO/JIa KOTIMPYETCS Ha BBIXOJ 0€3 N3MEHEHUA.

[Mporpamma ansi (hparMEeHTHOTO WIeHIEpa BBIOTHICTCS UISI Ka)JIOTO
MUKCENS KAXKI0TO (pparMeHTa.
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fragmentShader.glsl:

1. #version 440 core

2.

3. 1in vec4 fragColor;

4. out vecd color;

5.

6. void main(void)

7. |

8. color = fragColor;
9. }

PesynbTupyromnuii iBeT mMUKCcess Hy>KHO OOBSIBUTH KaK BHIXOJIHBIC JaHHBIE,
BCTPOCHHOM IIEPEMEHHON HETY.

Bepnuewmcs k knaccy MainWindow. /To6aBum mos.

MainWindow.cs:

19. public partial class MainWindow : GameWindow

20. {

21. private Color4 backColor = new Color4(e.1f, 0.1f, 0.3f, 1.0f);
22.

23. private const float fovY = (float)Math.PI / 4;

24. private const float nearDistance = 0.1f;

25. private const float farDistance = 100.0f;

26.

27. private float cameraPositionAngleXAxis = 0.0f;

28. private float cameraPositionAngleYAxis = 0.0f;

29. private float cameraPositionAngleDelta = (float)Math.PI / 36;
30. private float cameraPositionDistanceFromOrigin = 5.0f;

31. private Vector4 startEye = new Vector4(e.of, 0.0f, 0.0f, 1.0f);
32. private Vector4 viewTarget = new Vector4(e.ef, 0.0f, 0.0f, 1.0f);
33. private Vector4 viewYUp = new Vector4(e.of, 1.0f, 0.0f, 1.0f);
34.

35. private int program;

36.

37. private int cubeVertexArray;

38. private int cubeVertexBuffer;

39. private int cubeColorBuffer;

40.

41. private double time;

42.

43. private Matrix4 modelMatrix;

44, private Matrix4 viewMatrix;

45. private Matrix4 projectionMatrix;

46. private Matrix4 mvpMatrix;

47.

48. private int mvpMatrixLocation;

PaccmoTprum HazHaueHHE TOJIEN.
backColor — uBet ¢ona.
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fovY, nearDistance, farDistance — mapameTpsl Kamephl: YToj
0030pa ¥ npejesbl pacCTOSIHUS OT KaMephl 111 OTCEUCHHUS.

cameraPositionAngleXAxis, cameraPositionAngleYAxis,
cameraPositionAngleDelta — yrasl moBopoTa Kamephbl U HIar W3MEHEHUS
yriaoB. B nanHOM ciyyae Bpamath OyneM He KyO, a KaMepy BOKPYT HEToO.

cameraPositionDistanceFromOrigin — paccTrosiHHue KaMmepbl OT
LEHTpa MUPOBBIX KOOPJIHUHAT.

startEye, viewTarget, viewYUp— BekTopa s (opMUpOBaHHS
MaTpHULIbl BUJA: TOJIOKEHWE HAOMIoaTeNs; TOYKa, KyJa HampaBlIeH B3IJIST;
HaIlpaBJIEHUE BBEPX.

program— uMsa menaepHord mporpammbl (B TepmuHOIoruu OpenGL
BMECTO UJACHTU(PHUKATOPA UCTIONB3YETCS «HUMSD»).

cubeVertexArray — uMs MaccuBa, XpaHSALIEro IMEpeYeHb aTpuOYyTOB
BEpLIVH.

cubeVertexBuffer, cubeColorBuffer — numena OydepoB KkoopauHaT
Y 1IBETOB BEPIIMH.

time — Tekymiee Bpems.

modelMatrix, viewMatrix, projectionMatrix, mvpMatrix -
MaTpHIbl KOOPAUHATHBIX MPE0OpPa30BaHUI U PE3yIbTUPYIOILIAS.

mvpMatrixLocation — cchulka Ha  KOHCTAaHTHYIO TEPEMEHHYIO
HIeiiIepHOI MpOrpaMMbl C MAaTPULIEH KOOPAUHATHBIX IPEOOPA30BaHUM.

B koHcTpykTOpe 00patuMcsi K KOHCTPYKTOPY POJUTENS IS 3aJaHUs
napameTtpoB OpenGL u okHa.

MainWindow.cs:

50. public MainWindow()

51. : base(

5% 800, 600, GraphicsMode.Default, "", GameWindowFlags.Default,
53. DisplayDevice.Default, 4, 4, GraphicsContextFlags.Debug
54, )

55. {

56. Title += "OpenGL version: " + GL.GetString(StringName.Version);
57. Load += MainWindow_Load;

58. Resize += MainWindow_Resize;

59. KeyDown += MainWindow_KeyDown;

60. RenderFrame += MainWindow_RenderFrame;

61. }

3aroJ0BOK KOHCTPYKTOpa pOAMTEIbckoro kiacca GameWindow(int
width, int height, GraphicsMode mode, string title,
GameWindowFlags options, DisplayDevice device, int major,
int minor, GraphicsContextFlags flags). IlepBeic 2 mapamerpa
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3a/1al0T pa3Mepbl OKHA (MJIM pa3pelieHUe BHICOPEkKUMA IS MOHOIKPAHHOTO
pexnma). O6sekT GraphicsMode mo3BosseT 3a1aTh MapaMeTpsl TPAPUIECKOTO
peXHMa, HampuMep, BETHOCTh, KOJWYECTBO OUT HAa MHUKCENb A OydepoB
riyOunbl W mabnona, u 1.7. title — 3aromoBok okxna. options mo3Bosser
BBIOPATh TMOJHOSKPAHHBIA PEKUM WIU 3alpPETUTh W3MEHEHHE Pa3MEPOB OKHA.
device nmo3BosieT BEIOpATh BUACOQAANTEDP. MAJOr U MiNOr 3a1ar0T KeIaeMyto
Bepcuto crnenudukanun  OpenGL. flags 3amaroT pa3iIuyHbIe  OIIHUH
rpaduyeckoro KouTekcta. Mul ¢ momoipto GraphicsContextFlags.Debug
BKJIFOYAEeM JOTIOJHUTEIBHYIO OTJIAJOUYHYI0 MHGOpMAINIO (IIEHOH YMEHBIICHUS
IIPOU3BOIUTEIILHOCTH).

B ctpoxke 56 B 3aronoBok okHa j1o6aBisiem Bepcuto OpenGL.

B ctpokax 57 — 60 no6asisiem 00pabOTYMKN HYKHBIM COOBITHSIM.

JloGaBUM MeTO1 KOMIUJISIUY IEHIEPHON MPOTPaMMBI (1Sl OJTHOM CTauu
KOHBelepa).

MainWindow.cs:

63. private int CompileShader(ShaderType type, string path)

64. {

65. var shader = GL.CreateShader(type);

66. var src = File.ReadAllText(path);

67. GL.ShaderSource(shader, src);

68. GL.CompileShader(shader);

69. var info = GL.GetShaderInfolLog(shader);

70. if (!string.IsNullOrWhiteSpace(info))

71. {

72. Debug.WriteLine($"GL.CompileShader [{type}] had info
log: {infol}");

73. }

74. return shader;

75. }

B cTtpoke 65 cozmaercst uMst mporpaMmebl 1meiaepa. B ctpoke 66 untaercs
nporpamma u3 ¢aiina u, B cTpokax 67 — 68 ona kommunupyercs. B ctpokax 69 —
/3 yuTtaercs KypHaja KOMIUISIIUN, KOTOPBIA TP YCIIENTHOW KOMITHIIAIIUUA Oy1eT
nycThIM. ECii BO3HUKITN OMUOKH — BEIBOAUTCS B KOHCOJIb OTJIAJIKH.

B merone CreateProgram co3maercs mporpamma Jiisi BCEro KOHBeWepa.

MainWindow.cs:

77. private int CreateProgram()
78. {
79 var program GL.CreateProgram();

80. var shaders = new List<int>();
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81. shaders.Add(CompileShader(ShaderType.VertexShader,
"vertexShader.glsl"));

82. shaders.Add(CompileShader(ShaderType.FragmentShader,
"fragmentShader.glsl"));

83. foreach (var shader in shaders)

84, {

85. GL.AttachShader(program, shader);

86. }

87. GL.LinkProgram(program);

88. var info = GL.GetProgramInfolLog(program);

89. if (!string.IsNullOrWhiteSpace(info))

90. {

91. Debug.WriteLine($"GL.LinkProgram had info log: {info}");

92. }

93. foreach (var shader in shaders)

94, {

95. GL.DetachShader(program, shader);

96. GL.DeleteShader(shader);

97. }

98. return program;

99, }

B crtpoke 79 co3maercs ums Il NPOTpaMMbl ISl TpadUyecKoro
koHBeiepa. B ctpokax 80 — 82 co3maercst ciucok CKOMIMIMPOBAHHBIX TIPOTPaMM
cranuit. B muxne (ctpoku 83 — 86) mporpamMmbl BceX CTaauil MOAKIIOYAIOTCS K
obmreit. B ctpoke 87 mpousBoautcs coopka. B ctpokax 88 — 92 unraercs xypHan
coopku. Eciii He mycTo# — BRIBOJIUTCSI B KOHCOJIb OTIaAKU. ITocae KOMITOHOOBKH
o0mieil mporpaMMsbl, MporpamMmbl OTAENbHBIX CTaaui, HE HY)KHbI, IO3TOMY B
ctpokax 93 — 97 oHu 0CBOOOKAAIOTCHA.

CobOpiTie Load mpomcxomut mocne coszmanmsi koHTekcta OpenGL, Ho
nepes; BX0JOM B OCHOBHOM HUKJI. TyT camoe MEecTO pa3MeCTUTh BCHO JIOTHUKY
WHULMAIU3ALUN: CO3JaHue MacCHUBOB aTpUOYTOB BepIIUH (ITOJIOKEHHE, IIBET),
OydepoB s HUX, MaccuBa MepedHs arpuOyToB W T.J. A Takxke 3agaguM
HEKOTOpPBIE TapaMeTPhl HACTPAUBAEMBIX CTaJUl KOHBEHEPA.

MaccuB BHpPIIWH 3a/JaBaTh OyJaeM HWHaue, yeM B mporpamme ¢ DirectX.
Hymepamus BepmmH mnokasaHa Ha puc. 4.1. Ha pucyHke Takke moka3aHo
HanpasieHue ocedt koopauHat B OpenGL. Ocp Z, B ornmumu ot DirectX,
HampaBjieHa K Ham. [[Ber Oyaem 3amaBaTh BHOJL Ocel (KOMIOHEHTBL: X —
KpacHbIi, Y — 3eneHblit, Z — cunuii) B npegenax [0; 1]. B pesyiapraTe moiaydnm
1BETOBOM Ky0O mpoctpancTBa RGB.
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Y (green)

E >
4 7
1_, X (red)
5 6
¥
Z (blue)

Puc. 4.1. Ky6 ¢ Hymepauyuet eepwuH

OObeTMHEHNE BEPITMH B TPEYTOJBHUKHU M TIOPSAIOK 00X0/1a:
— 3agasagrpasb: 0 —3-2,2—-1-0;
— gneBa1:0-5-4,4-3-0;
— HuxkHI1:0-1-6,6-5-0;
— ¢ponTtanpHas: 7-4-55-6-7,
— mpaBas: 7-6-1,1-2-7;
— BepxHsas: 7—-2-3,3-4-7.

MainWindow.cs:

101. private void MainWindow_Load(object sender, EventArgs e)

102. {

103. Vector4[] cubeVertices =

104. {

105. new Vector4(-0.5f, -0.5f, -0.5f, 1.0f), // #0 bottom left back
black

106. new Vector4(e.5f, -0.5f, -0.5f, 1.0f), // #1 bottom right back
red

107. new Vector4(o0.5f, ©.5f, -0.5f, 1.0f), // #2 top right back
yellow

108. new Vector4(-0.5f, 0.5f, -0.5f, 1.0f), // #3 top left back
green

109. new Vector4(-0.5f, 0.5f, ©.5f, 1.0f), // #4 top left front
cyan

110. new Vector4(-0.5f, -0.5f, ©.5f, 1.0f), // #5 bottom left front
blue

111. new Vector4(0.5f, -0.5f, 0.5f, 1.0f), // #6 bottom right front
magenta

112. new Vector4(0.5f, ©.5f, 0.5f, 1.0f) // #7 top right front
white

113. };

114. Color4[] cubeColors =

115. {

116. new Color4(@.ef, 0.0f, 0.0f, 0.4f), // #0 bottom left back

black
117. new Color4(l.0f, 0.0f, 0.0f, 0.4f), // #1 bottom right back
red
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118.

119.

120.

121.

122.

123.

124.
125.
126.
127.
128.
129.
130.
131.
132.
133.
134.
135.
136.
137.

138.

139.

140.

141.

142.

143.
144.

145.
146.

147.
148.
149.
150.
151.
152.
153.
154.
155.
156.
157.
158.

159.
160.

new Color4(l.ef, 1.0f, 0.0f,

yellow

new Color4(e.ef, 1.0f, 0.0f,
green

new Color4(@.e0f, 1.0f, 1.0f,
cyan

new Color4(@.ef, 0.0f, 1.0f,
blue

new Color4(1.0f, 0.0f, 1.0f,
magenta

new Color4(l.ef, 1.0f, 1.0f,
white

}s
CursorVisible = true;

program = CreateProgram();

mvpMatrixLocation = GL.GetUniformLocation(program, "mvpMatrix");

afy, /] #2
Af), /] #3
LAf), /] #4
LAf), /] #5
.4f), /] #6

AF) /) #7

cubeVertexArray = GL.GenVertexArray();
GL.BindVertexArray(cubeVertexArray);

cubeVertexBuffer = GL.GenBuffer();

top right back
top left back

top left front

bottom left front

bottom right front

top right front

GL.BindBuffer(BufferTarget.ArrayBuffer, cubeVertexBuffer);

Vector4[] vertices =

{

cubeVertices[@], cubeVertices[3], cubeVertices[2],
cubeVertices[2], cubeVertices[1], cubeVertices[@], // back
cubeVertices[@], cubeVertices[5], cubeVertices[4],
cubeVertices[4], cubeVertices[3], cubeVertices[0@], // left
cubeVertices[@], cubeVertices[1], cubeVertices[6],

cubeVertices[6], cubeVertices[5], cubeVertices[@], // bottom

cubeVertices[7], cubeVertices[4], cubeVertices[5],
cubeVertices[5], cubeVertices[6], cubeVertices[7], // front
cubeVertices[7], cubeVertices[6], cubeVertices[1],
cubeVertices[1], cubeVertices[2], cubeVertices[7], // right
cubeVertices[7], cubeVertices[2], cubeVertices[3],
cubeVertices[3], cubeVertices[4], cubeVertices[7] // top

3

GL.BufferData(BufferTarget.ArrayBuffer, Vector4.SizeInBytes *
vertices.Length, vertices, BufferUsageHint.StaticDraw);

GL.EnableVertexAttribArray(0);

GL.VertexAttribPointer(®, 4, VertexAttribPointerType.Float, false,

0, 0);

cubeColorBuffer = GL.GenBuffer();

GL.BindBuffer(BufferTarget.ArrayBuffer, cubeColorBuffer);

Color4[] colors =

{
cubeColors[@], cubeColors[3],
Colors[1], cubeColors[@], // back
cubeColors[@], cubeColors[5],
Colors[3], cubeColors[@], // left
cubeColors[@], cubeColors[1],
Colors[5], cubeColors[@], // bottom
cubeColors[7], cubeColors[4],
Colors[6], cubeColors[7], // front
cubeColors[7], cubeColors[6],
Colors[2], cubeColors[7], // right
cubeColors[7], cubeColors[2],
Colors[4], cubeColors[7] // top
}s

cubeColors[2],
cubeColors[4],
cubeColors[6],
cubeColors[5],
cubeColors[1],

cubeColors[3],

cubeColors[2],
cubeColors[4],
cubeColors([6],
cubeColors[5],
cubeColors[1],

cubeColors[3],

cube

cube

cube

cube

cube

cube

GL.BufferData(BufferTarget.ArrayBuffer, 16 * colors.Length, colors,

BufferUsageHint.StaticDraw);
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161. GL.EnableVertexAttribArray(1);

162. GL.VertexAttribPointer(1, 4, VertexAttribPointerType.Float, false,
0, 0);

163.

164. GL.PolygonMode(MaterialFace.Front, PolygonMode.Fill);

165.

166. GL.Enable(EnableCap.DepthTest);

167. GL.DepthFunc(DepthFunction.Less);

168. }

B crpokax 103 — 124 3amaroTcsi MaccuBBbl KOOPJMHAT U LIBETOB &-MHU
BEpUIMH KyOa.

Ctpoka 126: oTroOpaxkeHre Kypcopa MBIIIIH.

Crpoku 128 — 129: BrI3pIBaeM METOJ1a CO3AaHUS MIEHAEPHON TPOTPaMMBbI
Y TMOJY4YaeM CChUIKY Ha KOHCTAHTHYIO NIEPEMEHHYIO LICHIEPHON MPOTPAMMBI C
MaTpHIEH KOOPAMHATHBIX IPEOOpa3zoBaHUM.

B crpokax 131 — 132 co3maem umsi mepeuHs aTpuOyTOB BEpPUIMH U
MOAKITFOYAEM €T0 K KOHTEKCTY.

Crpoku 133 — 134: cozgaeM umst Oydepa KOOpJUHAT U MOJKIIOYAEM.

B crpokax 135 — 143 3amaem mMaccHB BEpPLIMH II0 TPEYTOJIbBHUKAM H, B
cTpoke 144 yka3plBaeM €ro Kak MCTOYHMK JIaHHBIX Ui Oydepa KOOpIHHAT.
IIepBbIit rapameTp BufferData YKa3bIBaeT Ha3Ha4YCHHUE,
BufferTarget.ArrayBuffer o3nauaer MaccuB aTpuOyTOB BepiivH. Bropoi
napameTp — pazMep AaHHbIX. TpeTuil — HeMOCPEICTBEHHO JaHHbIE, T.€. MACCUB
BepmvH. [locneqnuii ykaspiBaeT Ha 4acTOTy OOHOBIIEHHWS JIaHHBIX B Oydepe.
BufferUsageHint.StaticDraw — nanHbie OyayT MeEHATbCS pelnko (He
KKJIBIA Kazap).

B ctpokax 145 — 146 B maccuB aTpuOyTOB BEPIIUH J100aBJISETCS 3aIUCh,
COOTBETCTBYIOIIAS oydepy KOOpAMHAT. [TapameTtp
EnableVertexAttribArray u nepsoiii napametp VertexAttribPointer
JIOJDKHBI OBITH paBHBI |0Cation, 3amaHHBIM B mIeHaAepHON mporpamme. Bropoit
napametp VertexAttribPointer 3amaer pasmep snementa Oydepa B ero
KOMIIOHEHTaX, a TPETUM — THUIl JAHHBIX KOMIIOHEHTA. [IAThIi (BBIMOJHEHME
HOpMaJIM3allMi JTaHHBIX MpU KOHBepTanuu) ans tuna float urnopupyertcs.
[Mocnenuue nBa: stride m offset 3amator cmemenue B Oydepe MexIy
AJIeMEHTaMM M cMelleHue oT Hawaina Oydepa. Ecim stride = 0, To
(dakTHUeCKOe 3HAYEHWE OMNpeAeNsIeTCsl Ha OCHOBE THMNA JAaHHBIX U pa3Mepa
AJIEMEHTA.

B crtpokax 148 — 162 npou3BOAATCS aHAJOTHYHbIE ACHCTBUS JJIs 1IBETa
BEPIIHH.

B crpoke 164 3amaeM pexuM peHIEpUHra NOPUMUTUBOB. Buaumas
cTopoHa — ¢poHTaNbHAs (00X0/ BEPIIUH MPOTUB YAaCOBOM CTPEJIKH), CILIOITHAS
MOJIEJIb.
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B ctpokax 166 — 167 BkitouaeTcst TeCT riIyOMHBI U 33]1a€TCsI CIIOCcO0 TecTa.
[Tpu DepthFunction.lLess ecnu rinybuHa ¢parmMeHTa MEHbIIE 3HAYCHUS B
Oydepe rimyOouHbI, TO TECT MPOMACH, HHAYE (hparMeHT OTOpachIBACTCSI.

CobbiTHe Resize mpoucxoauT Mmocie U3MEHEHHs pa3Mepa okHa. B Hem
HaJ0 OOHOBUTH 00JACTh MPOCMOTpPa W MATPUIy MPOCHHUPOBAHUS A ydyeTa

BO3MOXHOI'O UIBMCHCHHA COOTHOIICHHWA CTOPOH Kaapa.

MainWindow.cs:

170. private void MainWindow_Resize(object sender, EventArgs e)

171. {

172. GL.Viewport(@, 0, Width, Height);

173.

174. float aspectRatio = Width / (float)Height;

175. projectionMatrix = Matrix4.CreatePerspectiveFieldOfView(fovy,
aspectRatio, nearDistance, farDistance);

176. }

B o0OpaboTunke coObITHs KiaBuaTyphl KeyDown BpaliaeMm kamepy.

MainWindow.cs:

178. private void MainWindow_KeyDown(object sender, KeyboardKeyEventArgs e)
179. {

180. switch (e.Key)

181. {

182. case Key.A:

183. {

184. cameraPositionAngleYAxis += cameraPositionAngleDelta;
185. break;

186. }

187. case Key.D:

188. {

189. cameraPositionAngleYAxis -= cameraPositionAngleDelta;
190. break;

191. }

192. case Key.S:

193. {

194. cameraPositionAngleXAxis -= cameraPositionAngleDelta;
195. break;

196. }

197. case Key.W:

198. {

199. cameraPositionAngleXAxis += cameraPositionAngleDelta;
200. break;

201. }

202. case Key.Escape:

203. {

204. Exit();

205. break;

206. }

207. }
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208. }

OOHOBJICHWE  MaTpWIl  KOOPJAWHATHBIX  MPeoOpa3oBaHUl  Tepes
PEHIEPUHTOM KaJipa BBIACIUM B OTACIBHBIN METOI.

MainWindow.cs:

210. private void UpdateMatrices()
211. {
212. modelMatrix = Matrix4.Identity;
213.
214. if (cameraPositionAngleXAxis > (float)Math.PI)
{ cameraPositionAngleXAxis -= (float)Math.PI * 2.0f; }
215. else if (cameraPositionAngleXAxis < (float)-Math.PI)
{ cameraPositionAngleXAxis += (float)Math.PI * 2.ef; }
216. if (cameraPositionAngleYAxis > (float)Math.PI)
{ cameraPositionAngleYAxis -= (float)Math.PI * 2.0f; }
217. else if (cameraPositionAngleYAxis < (float)-Math.PI)
{ cameraPositionAngleYAxis += (float)Math.PI * 2.0f; }
218. Vector4 eye = startEye;
219. eye.Z = cameraPositionDistanceFromOrigin;
220. viewMatrix = Matrix4.CreateRotationY(cameraPositionAngleYAxis) *
221. Matrix4.CreateRotationX(cameraPositionAngleXAxis) *
222. Matrix4.LookAt (
223. eye.X, eye.Y, eye.Z,
224. viewTarget.X, viewTarget.Y, viewTarget.Z,
225. viewYUp.X, viewYUp.Y, viewYUp.Z
226. )3
227.
228. mvpMatrix = modelMatrix * viewMatrix * projectionMatrix;
229. }

B maTpuily npeobpa3oBaHus U3 IPOCTPAHCTBA MOAEIIA B MUPOBOE B CTPOKE
221 3aHeceM €IMHUYHYIO, IOCKOJBKY KyO OyJEeT CTaTHYEH.

B crpokax 214 — 217 orpaHn4YnMBaEeTCs MOBOPOT KaMepbl IWANIA30HOM
[—m; m].

B ctpokax 218 — 219 3agaem nosokeHne TOUKH 0030pa eye.

B crpokax 220 — 226 co3zmaeM MaTpuIia BUja JJis HallpaBieHus 0030pa Ha
viewTarget u npumeHseM MoBOPOT Ha yribl cameraPositionAngleXAxis
u cameraPositionAngleYAxis.

B ctpoke 228 nosiyyaeMm 3Hau€HHE pe3ysibTUpYIolIel MaTpulbl. [lopsaok
MEePEMHOKEHUsI MaTpull TakoB, TocKoiabky B OpenGL wucnomsiyercs
PacroJIOKEHUE 3JICMEHTOB MATPHUIIBI B ITaMATH «COlUMN mMajory.

Pennepunr kaapa oOCyHIECTBISICTCSI B MeTojA€ OOpaOOTKH COOBITHS
RenderFrame.
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MainWindow.cs:

231. private void MainWindow_RenderFrame(object sender, FrameEventArgs e)
232. {

233, //Title = $" (VSync: {VSync}) FPS: {1f / e.Time:@}";

234.

235. time += e.Time;

236.

237. UpdateMatrices();

238.

239. GL.ClearColor(backColor);

240. GL.Clear(ClearBufferMask.ColorBufferBit |

ClearBufferMask.DepthBufferBit);
241.

242. GL.UseProgram(program);

243,

244, GL.UniformMatrix4(mvpMatrixLocation, false, ref mvpMatrix);
245.

246. GL.DrawArrays(PrimitiveType.Triangles, 0, 36);

247.

248. SwapBuffers();

249. }

Hnst  oToOpakeHusi B 3arojioBKe OKHa 3HaueHuss FPS MoxkHO
PacCKOMMEHTHPOBATH CTPOKY 233.

B crtpoke 235 oOHOBusieTcss TeKylllee 3HauyeHue BpemeHu (B e.Time
COJIEP>)KUTCS] 3HaYEHUE BPEMEHHOI'O MHTEpBaja MEXAYy MPOLUIbIM U TEKYIIUM
kajapamu). Ha naHHbII MOMEHT 3HaU€HUE BPEMEHU HE UCTOJIb3YETCH.

3atem, B cTpoke 237, OOHOBIsIEM MAaTpULbl  KOOPAUHATHBIX
npeoOpa3oBaHUM.

B ctpoxke 239 3anaem 1BeT doHa, a B 240-ii ounmaem 6ydep kanpa u 6ydep
TJTyOUHBI.

B cTpoxke 242 yka3piBaéM UCIOJIB3YEMYIO HICUAEPHYIO POTPAMMY.

B crpoke 244 oOHOBiIsSIEeM 3HAUY€HHE MATPUIBI  KOOPAMHATHBIX
npeoOpazoBanuii B mamsata GPU. Bropoii mapamerp meroma UniformMatrix4
transpose 3agaet crocod pacroaoKeHUs MATPHUIIbI B MaMATH. J[J1s1 OJI0KEHHUS
«column major» 3amgaem false.

B crtpoke 246 BbI3bIBacTCS KOMaHAa peHACpUHra oO0BekTa. l[lepBbiii
rapaMeTp 3aJaeT TUIl NPUMHUTHMBA. BTOpOW — ¢ KakOoro HayhHaTh. [pEeTUH —
KOJIMYECTBO BEPIIUH.

Crpoka 248: nocne 3aBepuieHUss KOMaH/ PEHAEPUHTA BbI3BIBAEM KOMAHIY
CMeHbI 0ydepoB Kkajpa.

JUIsi  KOPPEKTHOTrO  OCBOOOXACHUS  OYMCTKM  IEPEKPOEM  METO/
Dispose(bool manual).
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MainWindow.cs:

251. protected override void Dispose(bool manual)
252. {

253, GL.DisableVertexAttribArray(1);

254, GL.DisableVertexAttribArray(0);

255, GL.DeleteBuffer(cubeColorBuffer);

256. GL.DeleteBuffer(cubeVertexBuffer);

257. GL.DeleteVertexArray(cubeVertexArray);
258. GL.DeleteProgram(program);

259. }

OcB0oOOXIeHNE PECYPCOB MTPOU3BOUTCS B TTOPSIKE, OOPATHOM CO3/IaHHMIO.

[Tocne 3amycka nosiydaem Ky0 nBeroBodt mojaeian RGB (cm. puc. 4.2) u
BpallleHHe KaMepbl BOKpyT Hero kiaBuimamu W, A, S, D.

B | OpenGL version: 4.4.0 - Build 22.20.16.4691 —= O X

Puc. 4.2. Pesynbmam 3anycka
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4.1. 3adaHusi Ha nabopamopyro pabomy

Pazpabotate mporpammy Ui BU3yalu3alldd yKazaHHOro B TaOid. 4.1
TPEXMEPHOTO Tella C 3aJaHHBIM pEXKHUMOM OTOOpPaXEeHUS CpeACTBAMH
oubnuorexu OpenGL. ['panu Tena OKpacuTh B pa3InyHBIC 1IBETA.

Tabnuua 4.1
3adaHus Ha nnabopamopHyro pabomy Ne 4
No
Bap-Ta TpexmepHoe Teno
1 Cdepa, crimonrHasi MOJEINb.
2 Humuuap, crtonHas MOJAEIb.
3 Konyc, cruioniHast MoJiens.
4 Tetpasap, crutoniHas MOJIENb.
5 OkTasap, CIUIONIHAS MOJIENb.
6 Wkocasap, crimoniHass MOJEb.
I Jlonexasp, cruioniHas MOJIeb.
8 Ky0GooxkTasip, cruioiiHasi MoJieb.
9 [Tupamuia ¢ KBa[paTHBIM OCHOBAHUEM, CIUIONTHAS MOJIEIIb.
10 [Tupamua ¢ IATUYTOJIBHBIM OCHOBAaHUEM, CILIONIHAS MOJIETTb.
11 [Tupamua c mecTUyroabHBIM OCHOBAHHEM, CIUIONIHAS MOJICIIb.
12 ITpusma ¢ TpeyroJbHBIM OCHOBAaHUEM, CTUIOIITHAS MOJICTTb.
13 [Tapannenenunen, CrlomHas MOJICIb.
14 IIpr3ma ¢ NATHYTOJIBHBIM OCHOBAaHUEM, CILIOIIHAS MOJEINb.
15 [Tpusma ¢ mecTuyroJbHBIM OCHOBAaHUEM, CILIONIHAS MOJIETTh.
16 UeTplpexyroiabHasi aHTUIIPU3Ma, CIUIOLIHASI MOJIEITb.
17 Cdepa, kapkacHasi MOJICTIb.
18 [ununnp, kKapkacHasi MOJICTIb.
19 Konyc, kapkacHast MOJieJb.
20 TeTpasrap, KapKacHasi MOJICIIb.
21 OkTasrap, KapKacHasi MOJICIIb.
22 Wkocarap, kKapkacHasi MOJIEIIb.
23 Jlonekasip, KapkacHasi MOJENb.
24 Ky06ooxkTasip, kapkacHast MOJICTIb.
25 [Inpamuza c KBaIpaTHBIM OCHOBAHUEM, KAPKACHAas MOJIEIIb.
26 [Inpamua ¢ NATUYTOJIBHBIM OCHOBAHHEM, KapKacHasi MOJEb.
27 YeTpIpexyroapHas aHTUTIPU3Ma, KapKacHasi MOJICIb.
28 [lupamua c mecTUyroapHBIM OCHOBAHHUEM, KapKacHasi MOJIEITb.
29 ITpusma ¢ TpeyroiabHbIM OCHOBAHHUEM, KApKACcHasi MOJIENb.
30 [Tapannenenunen, kKapkacHas MOJICTIb.
31 [Ipu3ma ¢ nATUYroJbHBIM OCHOBAHUEM, KapKacHasi MOJIEIb.
32 [Ipusma ¢ mecTuyroabHbIM OCHOBAaHUEM, KAPKACHASI MOJIENb.
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KoHTpoJibHBIE BOPOCHI
Moaudunupyite NpuIoKeHUe A1 0TOOpaKEHUST KOOPIUHATHBIX OCEH.
Yro o3navaer uniform npu oOOBSBICHHHM MEPEMEHHON B MICHAEpHON
nporpamme?
UYro 3amaer location B melimepHoii mporpamme?
Jliis gero npeanasHadeH Vertex Array Object?
Kaxkue neiicTBrs Hy>KHO BBITIOJIHATH NMPY U3MEHEHUH pa3MepPOB OKHA?
Jlns yero npeanasHadeHsl BindBuffer u BufferData?
Jlns yero npeanasHadued PolygonMode? Kakue ecTh BapuaHThI?

Nookw DNpE

3]

. JlabopamopHas paboma Ne 5. Bu3syanu3auusi
npocmeuweu cueHbl ¢ MpexmMepHbIM
meKcmypupoeaHHbIM 06bLekmom cpedcmeamu
6ubsiuomeku OpenGL

[lens paOoThI: 03HAKOMHUTHCS C METOJAMU 3arpy3Ku U HajoxkeHust Ha 3D
OOBEKTB TEKCTYp, TMOJYYHTHh MPAKTHUYCCKUN OIMBIT Pa3pabOTKH MPOCTEHUIIETO
MIPWIIOKEHUS PEHIEPUHTA CIICHBI C TEKCTYPUPOBAHHBIMU O0BEKTAMH CPEICTBAMHI
oubmmorexn OpenGL.

N3menuM mieiiaepHbie TPOrpaMMbl, MMOCKOJIBKY TEMEph BMECTO IIBETA I10
rpadudeckoMy KOHBeWepy OyayT mepeaaBaThCs TEKCTYPHBIC KOOPAMHATEHI.

vertexShader.glsl:

1. #version 440 core

layout (location
layout (location

@) in vec4 position;
1) in vec2 inTextureCoordinate;

out vec2 textureCoordinate;

oOoNOUVT A~ WN

uniform mat4 mvpMatrix;

10. void main(void)

11. {

12. gl Position = mvpMatrix * position;

13. textureCoordinate = inTextureCoordinate;
14. }

B crpoke 4 Tenepb BMECTO 4-KOMIIOHEHTHOI'O IIBE€Ta 2-KOMIOHEHTHBIN
BEKTOP TEKCTYPHBIX KoopauHaT. CTpoka 6. BHIXOIHBIMHU JJAHHBIMHU BEPITHHHOTO
Hmiefaepa TakKe SBISIOTCA TEKCTypHble koopauHaTel. Ctpoka 13: mepemaem
JaJblIe 0 KOHBEWEPY TeKCTYpHbIE KOOPAUHATHI 0€3 N3MEHEHUIM.

vertexShader.glsl:

1. #version 440 core
2.
3. 1in vec2 textureCoordinate;
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uniform sampler2D textureObject;
out vec4 color;

void main(void)

{
0.}

color = texelFetch(textureObject, ivec2(textureCoordinate.st), ©0);

B OoNO VN

BxonHbIMM JaHHBIME (ParMEHTHOTO IIEHJepa SBISIIOTCS TEKCTYpPHBIE
KoopauHathl (cTpoka 3). JlobaBuiica TeKCTypHbI UHTEpHoisTop sampler2D B
ctpoke 4. B crpoke 9 mpousBoauTcsi BbIOOpKa TEKCesla BBI30BOM (PYHKIHMH
texelFetch. Takxe, xak u B DirectX, k KOMIIOHEHTaM BEKTOPOB MOXHO
oOpamarbcsi yepe3 UMeHa KOMIIOHEHTOB (X, Y, Z — KOOPAMHATHI BEPIIUH, S, T —
TEKCTYpHBIC KOOPJMHATHI), B TOM YHCJIe KOMOMHHPYS UX B BekTopa (Xy, st u
T.4.). HecmoTpss Ha TO, 4TO KOOpAMHATHI NEPENAIOTCS B COMIUIEP B BUAE 2-
KOMITOHEHTHOTO BEKTOpa IEJbIX yrcen (ivec2), no rpadhuiyeckoMy KOHBeHepy
OHH JOJDKHBI IEPEIABATHCSI BEKTOPOM YHCEJI C IIJIABAIOIIEH TOYKOW, MOCKOJIBKY
Hesble U pAll IPYTUX TUIOB HE MHTEPIIOIUPYIOTCS JUIsl MUKCenen (pparmenTa, a
MOJIY4alOT OJIMHAKOBOE 3HAUYEHHE VISl BCErO MPUMUTHUBA.

[Tepeiinem k kiaccy MainWindow. Jlo6aBum moss.

MainWindow.cs:

37. private int cubeVertexArray;

38. private int cubeVertexBuffer;

39. private Bitmap bitmap;

40. private int cubeTextureCoordsBuffer;
41. private int texture;

BwmecTo maccuBa 11BeToB BepinH B cTpokax 39 —41 oobsBiensl: bitmap —
OOBEKT 71l UTeHHsI TEKCTYphl u3 (aitna, cubeTextureCoordsBuffer — nms
Oydpepa MaccuBa TEKCTypHBIX KoopauHaT, texture— wums o00BekTa,
COOTBETCTBYIOIIETO TEKCType ((PaKkTUYECKH 3TO mapamMeTpbl HHTEPIOIATOPA IS
TEKCTYpPhl U, COOTBETCTBYET AITOT OOBEKT OOBSBIEHHOMY BO (hparMeHTHOM
mreiigepe textureObject tuma sampler2D).

JlobaBuM B TIPOEKT TEKCTypy. Pa3BepTka kyba ¢ HOMEpamMH BEpIINH
nokazaHa Ha puc. 5.1. Ha pucyHke mokazaHo Ha4ajlo W HANpPaBJICHHE OTCYETA
TEKCTYPHBIX KOOPJHMHAT JJI JBYMEPHOW TEKCTYpbI, M yKa3aHbl TEKCTYpPHBIC
KOOPJIMHATHI JUIsl BEPXHUX BEPIIMH JICBOW TpaHMW Hamiero kyba. TekcTypHbIe
KOOpJAMHATHI MpHU Hcmoiab3oBanuu texelFetch (s;t) OTCUMTHIBAIOTCS OT
BepHero JyieBoro kpas (koopaunata (0;0)) 10 HWKHEro mpaBoro (KOOpauHaTa
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(512;384)). IIpuuyem oTCUET BEAETCS HE IO LECHTPAM IHKCEIEH TEKCTYPBI, a 10
CETKE JIMHUA MEXAY MHKCEIsIMU. PasMep TEKCTyphl MO MIMPUHE U BHICOTE
KeJaTeIbHO TOJDKEH OBITh KPaTeH CTENEHU JBOMKH, a eIle JTy4Ille paBEeH CTEIIEHU
nBoliku (Harpumep 512 X 128).

Taxoxe 1006aBUM B MPOEKT TEKCTypy. i mMpocToThl Oy/ieM MCIOJIb30BaTh
dopmar bmp. Tlpu 3TOM MBI CMOXEM 3arpy3uTh TEKCTYpPY CTaHIAPTHBIMHU
cpeactBamu .NET. Tekctypa kyba mokazaHa Ha puc. 5.2 (pazmep 512 X 384
MTUKCEIICH).

0 512
0 > S
3 2
128;128 top
0;128 4 7
3 44 77 2|2 3
left front right back
0 5|5 6|6 111 0
5 6
bottom
384Y 0 !
t

Puc. 5.1. Pazeepmka Ky6a ¢ mekcmypHbIMU KOOpOUHamamu

Puc. 5.2. Tekcmypa Kyba

N3mennm meTon 06paboTku coObiTHs OnLoad mis moanepskku paboThI ¢
TEKCTYpaMHu.

MainWindow.cs:
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103.
104.

137.

138.
139.
140.
141.

142.

143.

144.

145.

146.

147.

148.

149.

150.

151.

152.

153.
154.
155.
156.
157.

158.
159.

160.
161.
162.
163.
164.
165.
166.
167.
168.
169.

170.
171.
172%
173.
174.

1L

private void MainWindow_Load(object sender, EventArgs e)

{

GL.VertexAttribPointer(@, 4, VertexAttribPointerType.Float, false,
8, 0);

Vector2[] cubeTexCoords =

{

new Vector2(512, 256), new Vector2(512, 128), new Vector2(384,
128), // back

new Vector2(384, 128), new Vector2(384, 256), new Vector2(512,
256),

new Vector2(@, 256), new Vector2(128, 256), new Vector2(128,
128), // left

new Vector2(128, 128), new Vector2(0, 128), new Vector2(o,
256),

new Vector2(128, 384), new Vector2(256, 384), new Vector2(256,
256), // bottom

new Vector2(256, 256), new Vector2(128, 256), new Vector2(128,
384),

new Vector2(256, 128), new Vector2(128, 128), new Vector2(128,
256), // front

new Vector2(128, 256), new Vector2(256, 256), new Vector2(256,
128),

new Vector2(256, 128), new Vector2(256, 256), new Vector2(384,
256), // right

new Vector2(384, 256), new Vector2(384, 128), new Vector2(256,
128),

new Vector2(256, 128), new Vector2(256, @), new Vector2(128,
9), // top

new Vector2(128, 0), new Vector2(128, 128), new Vector2(256,
128)

3

cubeTextureCoordsBuffer = GL.GenBuffer();

GL.BindBuffer(BufferTarget.ArrayBuffer, cubeTextureCoordsBuffer);

GL.BufferData(BufferTarget.ArrayBuffer, Vector2.SizeInBytes *
cubeTexCoords.Length, cubeTexCoords, BufferUsageHint.StaticDraw);

GL.EnableVertexAttribArray(1);

GL.VertexAttribPointer(1, 2, VertexAttribPointerType.Float, false,

0, 0);
bitmap = new Bitmap("Tex.bmp");
Vector3[] textureData = new Vector3[bitmap.Height * bitmap.Width];
int i = 0;
for (int y = 0; y < bitmap.Height; y++)
{
for (int x = @; x < bitmap.Width; x++)
{
Color p = bitmap.GetPixel(x, y);
textureData[i++] = new Vector3(p.R / 255f, p.G / 255f, p.B /
255f);
}

}

texture = GL.GenTexture();

GL.BindTexture(TextureTarget.Texture2D, texture);

GL.TexImage2D(TextureTarget.Texture2D, O,
PixelInternalFormat.Rgb32f, bitmap.Width, bitmap.Height, @, PixelFormat.Rgb,
PixelType.Float, textureData);

GL.TexParameterI(TextureTarget.Texture2D,
TextureParameterName.TextureMagFilter, new int[] {
(int)TextureMagFilter.Nearest });
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176. GL.TexParameterI(TextureTarget.Texture2D,
TextureParameterName.TextureMinFilter, new int[] {
(int)TextureMinFilter.Nearest });

177.

178. GL.PolygonMode(MaterialFace.Front, PolygonMode.Fill);
179.

180. GL.Enable(EnableCap.DepthTest);

181. GL.DepthFunc(DepthFunction.Less);

182. }

VYnamum maccuB cubeColors, OpiBmMi B crpokax 114 — 124, maccus
colors, obBIIMII B cTpokax 150 — 158. Takxke AeiicTBUs, C HUM CBSI3aHHBIE: B
ctpokax 148 — 149 BwizoBel GenBuffer u BindBuffer. HaxonuBuimecs B
ctpokax 160 — 162 Be3oBel BufferData, EnableVertexAttribArray,
VertexAttribPointer usmenum. MI3MeHeHUs pacCMOTPUM I03KE.

[Tocne ctpoku 137 ¢ BezoBoM VertexAttribPointer (0, .. moGaBum
(B ctpokax 139 — 153) maccuB TEKCTYpHBIX KOOPJAMHAT BEPIIHH C YYETOM TOTO,
KaK BEPILHUHbBI PaCIOOKEHbI B Oydepe.

B ctpoke 155 co3zmaercs umsa s Oydepa TEKCTypHBIX KOOpJIHUHAT, a B
cTpoke 156 oH mopkirodaeTcss K KOHTEKCTy. B crpoke 157 cBs3piBaem ero ¢
JTAHHBIMU U3 MacCHBa TEKCTYPHBIX KOOPAUHAT.

B crpokax 158 u 159 3aparorcs mapameTpsl aTpuOyTa JUisl TEKCTYPHBIX
KoopAuHaT. M3MmeHunach TONBKO pa3MepHOCTh aTpudyrta. Panee Obum 4-
KOITOHEHTHBIN IBET, ceiuac — 2-KOMIOHEHTHBIC TEKCTYPHBIE KOOPIUHATHI.

B ctpoke 161 co3znaem Bitmap u yutaem uzodpaxxkenue u3 aiina.

B cTpoke 162 cozgaeM MaccuB sl JAHHBIX 1IBETA MUKCEICH. DIEMEHThI —
3-KOMITOHEHTHBIN BEKTOp YHMCeN C IiaBaromeid Toukod. COOTBETCTBEHHO, B
cTpokax 163 — 171 konBepTupyem B 3TOT (popMaT JaHHBIC, MPOUYHUTAHHBIE U3
daiina.

B ctpoke 172 co3naem nms AJist TEKCTYPHI U, B CTpoke 173 nmoakimodaem ee
K KOHTEKCTY.

B cTpokax 174 — 176 3agaeM dopmat u nmapameTpbl TEKCTYpbl. 3aroJIOBOK
KOHCTpykTOopa TexImage2D<T8> (TextureTarget target, int level,
PixelInternalFormat internalformat, int width, int height,
int border, PixelFormat format, PixelType type, T8[] pixels).
[TepBebrit mapametp 3amaeT Bua Tekctypsl: 1D, 2D, 3D u 1.1. BTopoit mapametp
3amaet ypoBeHb aeranusanuu (LOD — Level Of Details). Tpetwii 3agaet ¢popmar
TEKCTYpBI: KaHAJIbl U UX Pa3psaHOCTh. 4-i U 5-il — pa3Mepsl TEKCTYphl. 6-if —
HIMpUHA pamMKu. 7-i u 8-i 3ajmaroT (opmaT JaHHBIX MacCHUBa, KOTOPBIA MBI
nepeqaeM OpenGL. Ilocnennuit mapaMeTp — HEMOCPEJACTBEHHO JaHHBIC
TeKcTyphl. B cTpokax 175 u 176 3anatorcst napameTpbl GUIBTPALMHA TEKCTYPHI
MDY UCIOJIb30BaHUM YBEJIMYEHHOIO M YMEHBIIEHHOTO pa3MmepoB. Camblid
npocTpoii BapuanT — TextureMagFilter.Nearest.
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N3menum meton UpdateMatrices.

MainWindow.cs:

224. private void UpdateMatrices()

225. {

226. modelMatrix = Matrix4.CreateRotationX((float)(2.0f * Math.PI *
0.02f * time)) *

227. Matrix4.CreateRotationY((float)(2.0f * Math.PI * 0.007f * time))
5

244, }

B crpokax 226 — 227 wmeroga BMECTO €IWHMYHOM MATPUIBI IS
npeoOpa3oBaHus U3 KOOPJUHAT MOJISIH B MUPOBBIC 3a7aluM BpallleHue Kyoa B
3aBUCMMOCTH OT BPEMEHH.

Merton peHaepuHra Kajapa octaeTcsi 03 U3MEHEHUH.

N3mennm meToa 0cBOOOKIEHUS PECYPCOB.

MainWindow.cs:

266. protected override void Dispose(bool manual)
267. {

268. GL.DisableVertexAttribArray(1);

269. GL.DisableVertexAttribArray(0);

270. GL.DeleteTexture(texture);

271. GL.DeleteBuffer(cubeTextureCoordsBuffer);
272. GL.DeleteBuffer(cubeVertexBuffer);

273. GL.DeleteVertexArray(cubeVertexArray);
274. GL.DeleteProgram(program);

275. }

276. }

277. }

B ctpoke 270 no0aBuiiock yaaTeHUE TEKCTYPhL. A B cTpoke 271 uaMeHuics
yaaisieMbiit 0ydep.

[Tocne 3amycka mnojiydaeM Bpalarouuics KyO, Kak Ha puc. 5.3, u
nepeMenieHre Bokpyr Hero kamepsl kinasuiiamu W, A, S, D.
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B | OpenGL version: 4.4.0 - Build 22.20.16.4691 - O *

Puc. 5.3. Peaynbmam 3ariycka

5.1. 3adaHusi Ha nabopamopHyro pabomy

Paspabotare mporpamMmy Ui BU3yaJIM3allMd YKa3aHHOTO TPEXMEPHOTO
Tena cpenctBamu Oubimorekn OpenGL. Ha TpexmepHOe Teno HaJOXKUTh
TEKCTYPY.

Tabnuua 5.1
3adaHue Ha nabopamopHyto pabomy Ne 5

TpexmepHoe Teno
Bap-Ta

Cdepa, cruoniHasi MOJICIb.
[unuHap, crjiomHas MOAEIb.
Konyc, crimoninas Mmojaens.
Terpadp, cruioniHass MOJENb.
OkTasp, CIUIONIHASI MOJEb.
Hxocasip, crutoniHass Moaens.
Jlonexkasip, cruionHas MOJEb.
Ky06ooxkTtasp.

0N U WNEF
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lNpodomkeHue mabnuubl 5.1

9 [Tupamusia ¢ KBaJpaTHBIM OCHOBAHHEM.
10 [Tupamua ¢ MATUYTONBHBIM OCHOBAaHUEM.
11 [Tupamuja c meCTUyTOIbHBIM OCHOBAHUEM.
12 [Ipusma ¢ TpeyroJibHbIM OCHOBaHHUEM.

13 [Tapannenenumnes.

14 [Ipr3ma ¢ IATHYTOJIbHBIM OCHOBAHUEM.
15 IIpr3ma ¢ MECTUYTOIBHBIM OCHOBAHHUEM.
16 YeTpIpexyroiibHasi aHTHIIPU3MA.

17 Cdepa.

18 Hunuuap.

19 Konyc.

20 TeTtpasap.

21 OxkTasrap.

22 Nxocarp.

23 Jlonmexasp.

24 Ky6ooxkTtasp.

25 [Tupamua c KBapaTHBIM OCHOBaHUEM.
26 [Tupamua ¢ IATUYTOJILHBIM OCHOBAHUEM.
27 YeTbIpexyroiibHasi aHTHIPU3MA.

28 [TupamMua c MIeCTUYTOJIBHBIM OCHOBAHUEM.
29 IIpu3ma ¢ TpeyroJibHbIM OCHOBaHHUEM.

30 [Tapannenenunesn.

31 [Tpu3ma ¢ NATUYT0JIbHBIM OCHOBAHUEM.
32 ITpr3ma ¢ MEeCTUYTroabHBIM OCHOBAHHEM.
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