[lpoeunpoBaHmne TpexMepHbIX
00BLEKTOB

Jekunsa Ne6
«KOMMblOTEPHAsA rpaduka



KNACCUDOUKALUA
NMPOEKUUW



OnpepneneHue

* B oOLiem cnyyae npoekumn npeobpasytoT
TOYKMN, 3a[JaHHblE B CUCTEME KOOpAUHAT
Pa3MEPHOCTbIO N B TOYKN CUCTEMDI

KoopAMHaAT Pa3MEPHOCTbIO MEHbLLEWN,
YEM n

* TOYKN TPEXMEPHOIo NPOCTPaHCTBA

npeobpasyoTca B TOYKM ABYMEPHOIO
NPOCTPaHCTBAa



OCHOBHbIE 3f1IEMEHTbI NPOEKLNN:
* LleHTp npoeKkuun

* [Ipoeympyroine nyym (NPOEKTopbI)-
npamMble

* [1lpoekymoHHada (KapTHHaNA)

MJITOCKOCTb l



e[lnockue reometTpunyeckue
npoekuunu

eleHmpasibHble
ef1apasisiesibHble



LieHTpanbHaa npoekuns

LleHTp
NpoeKkLmm

['1poeKkTopbI

[TpoeKkUnoHHasA
NIOCKOCTb

LEeHTP NpOoeKUnn HaxoanuTca Ha KOHEYHOM
PACCTOAHMU OT NMPOEKLUNOHHOW
NOCKOCTWU



[ lapannenbHaa npoeKkums

LleHTp npoekymn
B BECKOHEeYHOCTH

-«

LIEHTP NPOEKLNN yaaneH Ha
0EeCKOHEYHOCTb



OaHoTo4veYHas NpoeKLUmUs

, 104ka cxofa

-7l
il s

* Touyka cxooa HasblBaeTc4d rnaBHou, ecnm
COBOKYMHOCTb NpAMbIX NapannenbHa ogHOWU U3
KOOPAUHATHbLIX OCeun



OCHOBHbIEe BUAbI NPOEKUNn

e[1nocKkmne reomeTpuyeckme nNpoeKLum

e[lapannenbHble
eOpTorpadguyeckue

'AKCOHOMeTpI/IquKI/Ie

-I/IsomeTpmquKme

e KOocoyronbHble

el leHTpanbHbIE




BbiBOO doopmMyn LieHTpanbHOU
nepcnekTMBHOW NpoeKLUnn

PacnonoXxeHne ocen KoopanHaT Ha 3KpaHe



Cucrembl KoopanHaT

[IpagocTopOHHAA CHCTEMA KOOPTHHAT JIEEOCTOPOHHAA CHCTEMA KOOPTHHAT
(MHpPOBaA) (BHTOBAA)

e Y

e X



py

[lnockocTb JKpaHa

X
« [1nocKoCTb 3KpaHa coBnagaeT C NPOEKLNOHHOW

« k- paccTosiHue oT HabngaTens 40 NPOEKLMOHHOM
MIOCKOCTU

* A npoeuupyetcda Ha 3KpaH Kak A’



Onpegenum KkoopanHaTbl A’
3 nogobusa TpeyronbHUKOB A AN 1 y ON
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[TnockocTb
3KpaHa

TOYKY HabMOgeHNS NOMECTUTb B Ha4ano
KOOpOMHarT,

MPOEKLNOHHYIO NNTIOCKOCTb Ha paccTosiHe a






bydep kaapa (Frame buffer)

*Oychep rmyouHbI unun Z-oydep
(Depth buffer),
*Obychep uBeTa (Color buffer),

* HaKonuTenbHbIN Oydhep
(Accumulation buffer)

*Oyhbep wabnoHa (Stencil buffer).



[MpoBepKa rmyobunHbI - ato

9P EKTUBHASA TEXHOMOIMA yoaneHus

CKPbITbIX MOBEPXHOCTEN
* aKTUBU3NPOBATb MPOBEPKY rMyOnHbI

glEnable(GL DEPTH TEST);

B nporpamme
glClear(GL_COLOR_BUFFER_BIT |

GL_DEPTH_BUFFER_BIT);
e OTKNOYNUTDb

glDisable(GL_DEPTH_TEST);



INNPEOBPA3OBAHUA TOYEK B
PASHBIX CUCTEMAX KOOPOUHAT



IIpagocTopOHHAA CHCTEMA KOOPIAHHAT JIeBoCTOPOHHAA CHOTEMA KOOPTHHAT
(MHpOBa) (BUIOBAT)

‘Y F

\



MNpaBas
cucrema
KoopauHar

JKpaH MOHUTOpa

» B3arnap
7 Habnwparens

MupoBas
cucrema
KoopauHaTt

2 4



MacwTtabupoBaHue

* g|Scale (argl, arg2, arg3)

apryMmeHTbl - KOO PULIMEHTHI
MacLITabnpoBaHMS MO KaXKO0u N3 ocen



U3MeHUMDb IMOoJI0OXXeHuUe moYKu
Habs1mrooeHuUs

» void gluLookAt (GLdouble eyex, GLdouble
eyey, GLdouble eyez,

GLdouble centerx, GLdouble centery,
GLdouble centerz,

GLdouble upx, GLdouble upy, GLdouble upz)



lIpoeKuUuoHHbIe Npeobpa3osaHust

* OnpeaernsieM oTceKkarowmm oobvem
BUOMMOCTH

—Kak cueHa byaget otobpaxaTbcH
Ha 3KpaHe MOHUTOpAa

—Kakne o0bekTbl nnm 4YacTu
OObLEKTOB BOMAYT B
OKOHYaTernbHoe n3obpaxxeHune



[MlapannenbHoOe npoeuynpoBaHue

B OpenGL
/top
AT \
S
-}
toﬂw‘z;rd t right \
viewpoint

necar far



» void glOrtho(GLdouble left, GLdouble right,

GLdouble bottom, GLdouble top, GLdouble
near, GLdouble far)

» void gluOrtho2D(GLdouble left, GLdouble
right, GLdouble bottom, GLdouble top)



[lepcneKkTUBHbLbIE
npeobpasoBaHus B OpenGL

o A | T~

frustum . \WN

bottom

o >

A

far



« void glIFrustum(GLdouble left, GLdouble

right, GLdouble bottom, GLdouble top,
GLdouble near, GLdouble far);

glMatrixMode(GL_PROJECTION);
glLoadldentity();
glFrustum(xmin, xmax, ymin, ymax, near, far);




A

near b

far



* void gluperSPECtiVE(GLdouble angley,

GLdouble aspect, GLdouble znear, GLdouble
zfar)



ObOnactb BbiBOAA

* void gIViEWPOrt(GLint X, GLint y, GLint
width, GLint height)

. o =x+width/2, o =y+height/2
» MNycTb p =width, py=height,
(x,s ¥ 2,) = ((p,/2) x + 0,
(p /2) y,t o
[(f-n)/2] Z +(rl+f)/2 )'



* n 1 f3a0al0T MUHUMANbHYIO N MakCUMarnbHYIO
rmyOuHy TOYKM B OKHE

- void glDepthRange(GLclampd n, GLclampd f)



