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AHorars

Kopotkuii 3MicT poOoTH:

e ['padiuni 6i6mioreku B Haskell
VY 1poMy po3aiii KOPOTKO PO3TIISAIal0ThCS OCHOBHI rpadiuni 0107110TeKH, AOCTYIHI
s BukopuctanHs y Haskell. Metoro mporo po3mily € 3MajliOBaHHS 3arajbHOI
kaptuHu ctany rpadiku B Haskell mist Toro, mo0 notiM 00’ €KTHBHO OIIHUTH HOTO
MOJIMBOCTI B 111 cepi.

e OpenGL i Haskell
VY npoMy po3aiii AeTanbHO OMUCY€EThCs mpuHIMI podotn OpenGL i oco6auBoCTI oro
pearizamii B Xackeni. 3HaHHS (QyHIAMEHTaJIbHUX KOHIICTIIIH CIIPOCTHTH TIOSCHEHHS
KoAy B po3auni Ne3.

e 3aCTOCOBYIOUYH TEOPIIO HA MPAKTHUII
VY 1poMy po3a1Ii TOKPOKOBO OMHUCYETHCS MPAKTHUHA YaCTHHA IIET KypCOBOT POOOTH.

PO3FJ’I}I,IIaIOTI>C5I OCHOBHI 3&0061/1, 3da JOIIOMOTOK0 AKHX MOKHA CTBOPIHOBATH CKJ'IaIlHi

A0JaTKH.
e Haskell i GameDev

Y 1mpoMy po3auli B 3arajdbHOMY BHIJISIAI OMUCYETHCS TOJAjbIIa IMEPCHEKTUBA
BUKOpHUCTaHHS rpadiku B Xackeni, a came — GameDev. Meta po3auty — 1ie 3BepHyTH

yBary 4yuTaya, 1o Take BUKOPUCTAHHS XaCKEI0 MOXKIIUBE 1 Ma€ MEPCIEKTUBH.

KirodoBi cioBa: rpadiuna 06i0GmioTeka, Imedaep, CIeHa, OCBITJICHHS, MOHAJH,

rinobansuuii cran, GUI 6i6mioreka, Xackens, OpenGL, GLFW, GLUT, Yampa.



Beryn

JIBa AECATUIITTA TOMY HIXTO 1 MOAyMaTH HE MIT, IO 3a JIOMOMOTOI0 «MajtOBaHHSI
KAPTUHOK» Ha €KpaHl MOXKHa 3apoO0isaTH Ha KUTTS. [IpoTe chorogHi KoM toTepHa

rpadika — 1€ 0JHa 3 HaUNepCIEeKTUBHIIIUX cep.

Meroto 11i€i poOOTH CTaJIO CIPOCTYBAHHS HAWTOJOBHIIIOrO Mipy nmpo Xackenpb — 1110
[I€ CYyTO «MaTeMaTH4yHa» MOBa MPOrpaMyBaHHA, 110 XacKeiab — L€ JuIle JIImMOaa-
BUpa3u. HaBmaku, — 1ie MOBHOIIIHHA MOBA MPOTPaMyBaHHsA 31 CBOIMU OCOOJIMBOCTSAMH,
AKa HaJla€ IMPOKUI HaOlp MOXKIIMBOCTEN Ha PIBHI 3 ITHIIMMH MOBaMU IPOrpaMyBaHHS .
B mporieci HanucanHsa Oyae 1aHO 00’ €KTUBHY OILIIHKY MOXJIMBOCTEH XacKeqo B Il

cdepi Ta K1 IEPCIEKTUBUA MOXKJIUBI IJISI HOTO.

Kpim Toro, mie ogHMM MOIITOBXOM JIJIsi HamMCaHHA I11i€1 poOOTH cTajia BiJICYTHICTh

MOBHUX 1 MPAKTUYHKUX MPUKIIAIIB 3aCTOCYBaHHS rpadiku y Xackeli.

JletanpHO po3iOpaBiid ONHY 3 HalBimoMmimmx rpadiuamx 6i6miorexk — OpenGL —
BapiaHTH peamizallii SKOi OXOIUTIOIOTh BEJIWYE3HHH CIEKTP PI3HHUX MOB
nporpamyBaHHs (1 Xackellb B TOMY YHCIIi), MU BiioOpa3ruMo 00’ €KT Ha CIICHI, JHKEPEeIIo

CBITJIa Ta peai3yeMo JIOTIKy KaMepH, BUKOPHUCTOBYIOUH 3aCO0M XaCKEO.

Hanani s po6oTta Moke OyTH pO3BHHEHA y JOCTIIKEHHS HE MEHII MEePCIIEKTUBHOI
chepu — GameDev — gka HITKOM MOXeE MOEAHYBATUCh 3 (DYHKIIOHAJTBHUM CTHIIEM

Xackenro.



1. TPA®IYHI BIBJIIOTEKN B HASKELL

I'padixa — HameBHO ofHA 3 HallMEHII AETalbHO omucaHuX TeMm B Xackeni. JlicHo,
poOIT Mo Il TeMaTuLl MOXKHA MepepaxyBaTH Ha MaJbLAX, a OUIBIIICTh rpadiyHUX
610m10Tex Ha Xackenl npauwoTh HecTabuibHO. TuM He MeHie, BUOIp iX AOCTaTHBO

BEJIUKUH 1 crienuiuHUA.

1.1. GUI 6ibriomexu

Sk BimmoBo, GUI posmmdposyethes sik Graphical User Interface — tooto GUI
610mi0TeKkn — 1e Ti O10710TE€KH, SIKI BiJMOBIJAIOTH 32 BiIOOpa)K€HHS TIpadiuHOro
iHTEepdelicy mporpamu, 3 SKUM KOPUCTYBad MOXe B3aeMomisTh. J{is Xackento icHye
0e3miy Takux O10JI0TEK, MPOTE, Ha Kajlb, CTAHJIAPTHOT HE ICHYE 1 OUIBIIICTh 3 HHUX

HeroBHi[1].

1.1.1. Hu3zvkopisHesi 6ioriomexu

e GLFW Tta GLUT. O6unsi 6i0mioTekn € HaAOyaoBaMH HaJ OJHOIMCHHUMU
C/C++ 6ibmioTtekamu, siki OynM CTBOpEHI1 i BUKOPUCTaHHS pa3oM 13
rpadiunoro 3D 6ibmiotexkoro OpenGL. /[leranpHimie mpo Te, SK HUMH
KOPHCTYBAaTHCh HA MPAKTHUIIl, Oy/ie OMMCAaHO B HACTYITHUX PO3/iiax.

e Win32. Sk 3po3ymiso 3 Ha3BH, Iie HaaOya0Ba 10 Tak 3BaHoro Win32 API, sike €
HabopoM (yHKIIM 1711 CTBOPEHHS PI3HOTO BHUAY BIKOH, MPOTpaM, irop Imif

yrpasiiaasm OC Windows.

1.1.2. Bucoxopieuesi bibaiomexu



Ha xanp, came O0i07iOTeKM 3 BHUCOKMM piBHEM aOCTpakillii B OCHOBHOMY €

CKCIICPNMMCHTAJIbHUMMU. Cepez[ HUX:

e Threepenny-gui - 1me O0i0mioTeka, $SKa BHUKOPHCTOBYE IS BiJIOOpaXKCHHS
opay3ep. Bona mintpumye FRP (Functional Reactive Programming), mpo sike
JeTalIbHIIIEe MOXHA Oy/Jie MOYUTATH B HACTYIMHUX po3aiiax. OaHaK, HE0IIKOM
€ Te, U0 L5 010;110TEeKa HE Ma€e KOJHOTO cTabuibHOro penizy 1 ii APl gac Bin
4acy CHJIBHO 3MIHIOEThHCS.

e \Webviewhs - 1ie xackeniBcbka HanOymoBa Hazg C++ 6i0aioTexkoro webview. Sk
CKa3aHO B JOKyMeHTailli, 1 010Ji0TeKka J03BOJISIE CTBOPIOBATH JOCTATHBHO
notyxHu# 1 6araropynkuionansHuit Ul. Sk 1 monepeaHs, BOHa TaKOX HE Mae
ctabutpHOTrO penizy(octanus Bepcis 0.1.0.0).

e Fudgets — 6i0mioTeka, sika aKTUBHO pO3po0JIsiiack 1ie B cepeauni 90-x, mporte
BoHa joci miarpumyerbes. Oxkpim ctBopeHHss GUI, i1 Takox MokHa
BUKOPUCTOBYBATH JIJIsl CTBOPEHHSI KJIIEHT-CEPBEPHUX 3aCTOCYBAHb.

e Fruit. Takox 3acrocoBye mnpuniun FRP, mnpore yke maeskuii dvac He
minrpuMyeThesi. HatoMicTs icHye anprepHartuBa WXFruit, sika BUKOpUCTOBYE
KII040B1 mpuHiunu Fruit, mpore € HagOymo0BOIO HAJ IIe OAHIEIO OI0II0TEKOIO
wxHaskell.

e SDL2 — nan6ymosa vax SDL 2 (Simple DirectMedia Layer), 10 sKoro BXoauTh
K HU3bKO-, Tak 1 BucokopiBHeBe APIl. SDL Hanae moctym g0 ay/io, KiaBiatypH,

MHUIIIKH, JUKOUCTHKA 1 rpadiku (aepe3 OpenGL a6o Direct3D).

1.2. I'paghiuni 3D Gibriomexu

Cmmcok moyremo 13 rpadivaux 3D GibmioTek:

e LambdaCube 3D — notyxHa 6i0ioTeka aist nporpamyBanns GPU, sika mo3Boiisie
CTBOPIOBATH MIPOTPaMU Y YUCTO (PYHKIIIOHAIIBHOMY CTHUJIL.
e HOpenGL —man6ynosa Hag C/C++ peamizanieto 6i6aiorexn OpenGL. HOpenGL

OXOIUTIOE Ha01p HE3aIC)KHUIM MAKETIB, Cepel] AKUX:



o OpenGLRaw - nusbkopiBHeBa oOroptka HaBkoio OpenGL, ska
MpaKTUYHO MOBHICTIO moBTOptoe APl C 6161i0TeKH.

o GLURaw — cxoxa na OpenGLRaw, ane € HanOyaosoto jauie ans GLU
(OpenGL Utility Library) wactunu OpenGL, sika BAKOPHCTOBYE 1i hyHKITIT
JUTSL MaJTFOBaHHS CKJIQAHIMKUX Piryp.

o OpenGL — BucokopiBHeHa HanOyAOBa, fKa MEPETBOPIOE HU3bKOPIBHEBI
¢ynxuii OpenGLRaw y Outbin (yHKIIOHATBHUN CTUIIb, SIKUH BIANOBIAAE
Xackemo. Came ii MU Oy1eMO BUKOPUCTOBYBATH B MPAKTUYHINA YaCTHHI
1iei poOOTH.

o GLUT(OpenGL Utility Toolkit) — npo Hei yxeOyno 3ragaHo Bulie, I
HanoynoBa s GLUT, sxuii, HacmpaBai, HE MIATPUMYETHCS YiKe
npotsirom 20 pokiB. AnbTepHaTUBOIO /Uit Hhoro € FreeGLUT.

e GPipe - 06ibmioTeka, Takok cTBOpeHa s mporpamyBanHs GPU, 1 ska
po3pobisnachk sk anbrepHatuBa 1o OpenGL. IlepeBaroro 6i0GioTeKkH € T€, IO
BOHA CTBOpeHa B pyHkiionansHoMy ctuii i € Haskell opienToBanoro, Ha BigmMiny

Bix OpenGL.
[anm 0101i0TEKN:

e Chart Library — npocra 6i6mioreka aas mamoBanss 2D rpadikis.

e Gloss — 3 1i 1OMOMOro MOKHA MAaJlfOBAaTH BEKTOPHI 300paKeHHS 1 HaBIiTh
CTBOPIOBATH aHMIiarlii.

e Diagrams -  ¢peliMBOpk, sKuii Bu3Hayae creniaibHy MoBy EDSL, 3a
JIOTIOMOTOI0 SIKOT MO>KHA JIEKJIAPATHBHO MAJIOBATH PI3HOTO POJY Jiarpamu i
xkaptunku Ha Haskell.

o Grapefruit — OiOmioTexka Ui CTBOpeHHs TpadidyHMX aHIMaIid B
nekmapatuBHoMy cTwil. Takox Bkmodae B cede GUI  6i6mioTexy.

BuxopucroBye npuniunu FRP.

I me mamexo He MOBHUM cHUCOK 010ioTeK. JleTanpHime mpo pi3HOMAHITTS BUOOPY
rpadigaux Oiomiotek Ha Haskell moxxna mpoumtarn Ha odimiiHOMY BIKi

(https://wiki.haskell.org/).



2. OPENGL I HASKELL

2.1. Ocnosu OpenGL
2.1.1. OpenGL — ne bibriomexa

Bapto nouaru 3 Toro, mo OpenGL — 11e He 30BCIM MOBHOIIHHA 010110TEKA, a MIBUIIIE
nporpamMHuil 1HTEpdeic 1 crBopeHHs rpadiku. Lle oznauae, mo OpenGL — ue B
nepury uepry crnenudikaiis, sika onucye HaOip (QyHKIIA 1 BU3HAYa€ iX TOUYHY
NOBEAIHKY, TOOTO 1€ JTOKYMEHT, Akui Bu3Hauae Burisag APl. Camoro peasnizaii€ero
poro APl 3a3Buuaii 3aiimaroTbes po3poOHUKH anapatypu (rpadiuHuX KapT), Ha SKUX
neit OpenGL Oyne BukonyBatuch. Ilepmi, HDK meBHa peanizaiiss Moxe OyTu
knacudikoBana sk OpenGL peanizaiis, BoHa Mae€ MPOUTH psAJa  CHEHIATBHUX
tecriB(conformance tests). Ile Tak 3Bani amapatHi peanmizamii. Came TOMYy, SKIIO
nmporpamict momidae nuBHY moBeAiHky OpenGL, 3a3Buuaii 10CTaTHHRO OHOBHTH
npaiiBepu TpadiuyHoi KapTu. B iHmIOMY BUMaaKy, NOTPIOHO 3B’SA3aTHChH 3

NocTavyaIbHUKOM TpadiuHOoi anaparypH.

[cHYIOTH TakoX TporpaMHi peanizallii, SKi TEOPETHYHO MOXKYTh 3aITyCKaTHUCh Ha
PI3HUX CHCTEMax, 1 HaBITh SKIIO y KOMII IOTepa BiACYTHS rpadiuna kaprta. Ane Taki
peamizaimii BHKOHYIOTBCS JOBINE, a Jeski (yHKIIi B3araal MOXYTh OYyTH
HEJOCTYIMTHUMHU. AmapaTHi peaiizaiii HaOyJIu MIHMPOKOrO IONIMPEHHS 1 ChOTOJHI

JOCTYITHI IPAKTUYHO HA Oy/Ib-IKUX KOMI I0Tepax 3 miarpumkoro 3D rpadiku.

OpenGL — nporneaypue API: o6 BimoOpa3uT ClieHy 3 IEBHUM CTaHOM, TPOTPaAMICT
OIMHCYE KPOKH, KOTP1 HEOOXITHO BUKOHATH, 1I[00 OTPUMATH TaKy CIIEHY, 3aMICTh TOTO,

H_IO6 OIIMCYBATH, K I CICHA MA€ BUIJIAAATH.

2.1.1.1. Heszaneocnicms 8i0 niamgpopmu

OpenGL nHamaraeThCss MakCHMalbHO a0CTparyBaTHUCh Bix  miaTdhopMu, BOHA HE
Mmictuth Hiskux GUI ¢yHKIiH, B ToMy 4uclai (YHKIIA yOpaBIiHHS BIKHAMH,

BBOJIOM/BUBOJIOM Y (paiiy, B3a€MO/II€I0 KOPUCTYBaya 3 MPOrpamMoro TOI0. AJKe KOKHA
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Taka (YHKIIS TOBHICTIO 3alexuTh Bix miatdpopmu. Tomy, He 3Ba)kalouum Ha
PI3HOMaHITTA (YHKUIH, K1 Hajgae po3pooHuKy OpenGL, Bu HIKOMM HE 3HANJETE TaM
(GyHKUINA omepaliiHuX CUCTEM M TpadiuHUX KOpPUCTyBalbKuX iHTepdeiiciB. [ns
peanmizanii Takux i MU Moxemo BuUKopuctoByBaTu GUI 6i0mioTeku, creniaabHO
cTBOpeH1 st podotu B mpuB’sizui no OpenGL: GLUT ta GLFW, SDL. Baprto
3azHaunTH, Mo GLUT He miTpumyeTbes yxke NOBrUHM 4Yac, TOMY JJii HbOTO ICHY€
anbrepHatuBa FreeGLUT, siky 1 pekomeHa0BaHO BUKOpUCTOBYBaTH 3amictb GLUT.
3aranom, BUOip HE OOMEKYEThCS [IUMU 010J110TEKaMU, MU MOKEMO BUKOPUCTOBYBATU

OyIb-SKy Ha HaIll PO3CY]I.

2.1.2. Mawuna cmanis

Cam 1o co6i OpenGL € Benukoro MaIIMHOK CTaHIB — HAaOOpOM 3MIHHHX, SKi
BU3Ha4aroTh ik OpenGL moBuHeH cebe MOBOIUTH B TOTOYHUN MOMEHT 4acy. Lleii cran

HYaCTO HAa3UBAIOTb KOHMEKCNIOM.

Bu3znauatu Bci 3MiHHI CTaHy, KOJIM MU X04EMO IIOCh HaMaJIFOBaTH, HaCTIpaBi Oyio 6u
y’Ke HempakTuyHo. ToMy 3amicTh 11boro B OpenGL pearnizoBana Mojenb cTaHiB (200
CKIHUYCHHUH aBTOMAT), TPHU3HAYCHHS SKOTO BIJICIIIKOBYBaTH BC1 3MIHHI CTaHy
OpenGL. BcranoBieHe 3HaUCHHS CTaHY 3aIMIIIAETHCS JOTH, JTOKH Kach QyHKIIIS HOTO
He 3MiHNTH[2]. Buxopucroyroun OpenGL, mMu 3a3BH4ail 3MiHIOEMO HOro CTaH,
MepeBU3HAYAIOUHN JESK1 OMIlii, 3aMOBHIOIOYM Oy(depHu TOIO 1 MOTIM Bi3yali3yeMo Iie
BUKOPHUCTOBYIOUH KOHTEKCT[3]. BimbIIicTh 3HaueHb 3MIHHUX - I MPOCTO MITKH
«BKJTIOYEHOY» Ta «BUMKHEHO». Hampukian, ocBitiaeHHs abo BKITtoueHe, 800 BUMKHEHE.
Bix 1mporo 3aiekuTh BioOpaKeHHS HIIMX 00’ €KTIB — T€OMETpis, HaMallboBaHa 0e3
OCBITJICHHSI, MATIOETHCS 0€3 3aCTOCYBAHHS /IO KOJHOPIB PO3PaXyHKIB OCBITIICHHS. Tak
caMoO, KOKHOTO pa3y, KOJIM MU XO4e€MO BioOpa3uTu OoAHy (Iirypy 3aMiCTh I1HIIOI,
HATPUKJIIA, JIIHIIO 3aMiCTh TPUKYTHUKA, MU 3MiHIOEMO cTad OpenGL, nepe3anucyroun

3HAYEHHS JISIKNX KOHTEKCTHUX 3MIHHUX, sIKi BKa3zytoTh OpenGL, mo manoBaty.
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2.1.2.1. Haskell ma mawuna cmanis

[IpyHIMO MalllMHU CTaHIB HACHpaBli iiie B po3pi3 3 i1eonoriero XacKkemnro, KU €
«JIIHABOIO» MOBOIO TporpamyBaHHs. lle o3Hauyae, 1m0 B HbOMY HEMAa€ MOHATTA
3MIHHOTO I100aIbHOTO CTaHy, a/I)K€ BC1 3MIHHI € He3MIHHUMU. J[0 TOro * Bci (pyHKIIT
Ta BUpa3u B XacKell «4YHCT1», TOOTO HE MOXYTh MaTH CTOPOHHIX edekTiB. Bupasu
BUPAXOBYIOTbCS JIMILIE TOJI, KOJU IIe JIMCHO HEOOXITHO IS MOAAIbIIOi poOOTH
nporpamu. lle o3Hayae, Mo Moxe OyTH BaXKO BH3HAUUTH TMOPSAOK,B SIKOMY

HiIBUpa3u BUKOHYIOThCsI[4].

Sk 3a3nayanock Buie, OpenGL 31 cBoro 60Ky mpairoe Ha OCHOBI IJI00aTbHOT MaTUHU
CTaH1B, 3HAYCHHSI IKOT BAKOPHCTOBYIOThCS JIJIs BinoOpaskeHHs. B mporpamax OpenGL

(1)yHKIl11 BHKOHYIOTHCA OJJHA 3a OAHOIO 3 MCTOIO 3MIHH IIEBHUX 3MIHHHUX CTaHy.

Came Tomy mpu mpakTudHOMY BukopuctanHi OpenGL, Ham AoBeneTbcsl MOCTIHHO

KOpUCTYBATUCHh MOHaJdaMU, K1 JO3BOJIAIOTE 3MOJCIIOBAaTH! 3MIHH CTaHy.

3miHa 3HavyeHHs craHy — 0a3oBa omepaitisi OpenGL, B HOpenGL BukoHyeThcs 3a
JOTIOMOTOI0 ~ CIICIIIaJIbHOTO omepartopa $=, skuii (HaKTUYHO BHUKOHYE (YHKIIIT

orneparopa NpUCBOEHHs. Bu3HaueHHs1 ceTTepa MOKHA 3HAWTH Ha ticmuney 2.1:

infixr 2 $=

Jlicmune 2.1

Bci  3mimri  HOpenGL, 3HadeHHS SKMUX MOXKHA 3MIHATH, MAamTh THII

SettableStateVar[4].

He MeHI Ba)kiMBOIO 32 BCTAHOBJICHHSI 3HAYEHHS 3MIHHOI OTIEPAIli€I0 € OTPUMaHHS
3HaueHHs. [le MoxnuBe 3a 1OmOMOror BUKOpUCcTaHHS GYyHKITIT get, BU3HaUCHHS SIKO1

MO>KHA 3HAUTH Ha ticmuney 2.2:

Jlicmune 2.2
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AHaNOTIYHO 10 CeTTepa, 3MiHHI, 3HAYCHHS SIKUX MH MOXEMO OTpUMAaTH, MOBUHHI
peanizoByBatu Tun GettableStateVar[4].

2.1.3. Core Profile ma Immediate mode

B pannix Bepcisix OpenGL mporpamicTé He ManM IHIIOTO BUOOpY, TUIBKH SK
MastoBaT B pexxumi Immediate, sikuii HajaBaB y JOCTYyN JIMINE TOTOBI, JIETKI B
BUKOpUCTaHH1 ¢yHKuii. Bcs rorika Oyna npuxoBaHa BcepeauHl O107T10TEKH 1
OpOrpaMicTM HE MaJld 3MOTM BIUIMBATH Ha KJIIOYOBI MpoliecH peHaepuHry. Bci
PO3paXyHKU POOMIIUCH «IiJ] KaroToM». JIOTIYHO MPUITYCTUTH, 1110 Taki GyHKIIT Oyiu
HaJA3BUYaHO Hee(hEeKTUBHUMU. TOMY 3 4aCOM IPOrpaMmicTaM CTallo iX HEJOCTATHBO 1

BUHUKJIA 1TOTpeda y Outbiiil rayukocTi OpenGL.

[Tounnaroun 3 Bepciit 3.x OpenGL, Immediate mode mouaB BBaXkaTHCh 3aCTapiiuM i
320X0UYyBaJIOCh BUKOpPUCTaHHs mporpamictamu Core Profile, sxuit He MicTUTH
¢yukmiii Immediate mode, HaTtoMmicTh HamaO4Yud OUIBII THYYKI aJbTEPHATHBH.
3puuaitno, Core Profile nabararo ckmagHimui I8 BHBYCHHS, MPOTE B SAKOCTI
BUHAropoJid MU OTPUMYEMO THYYKI Ta edeKTUBHI mporpamu. Hailbuipm sickpaBoro
o3Hakoro Core Profile e te, 110 17151 poOOTH B IBOMY PEKUMI, HaM ITOTPIOHO BU3HAYUTH
JIBa IICHACpH: BEPITMHHUN Ta (pparMeHTHHH. [leTanbHIIIe npo Te, Mo Take MehHaepu

Ta SIK IX BUKOPUCTOBYBATH, MOYKHA 3HAWTH B HACTYITHUHN PO3JILJIaX.

Bapto 3asznauntn, mo Immediate mode Bce 1ie Mo)KHa BUKOPHCTOBYBATH, X04a I1e i
HE pekoMeHaoBaHo. [l pobota 3mebinpIioro opieHTOBaHA Ha BUKOopucTaHHs Core

Profile, mpore 6ymyTs npukiaay i 3 Immediate mode.

2.1.4. Iloositina 6ygepusayis ma animayis

Mu 3ragyBamum npo Te, mo OpenGL Hagae HaM MOXIIUBICTh MATIOBATH Pi3HOTO BHULY
00’€KTH, TPOTE€ MU HE TOBOPWIIM PO TE, IO Yy HAC TAKOXK € MOXKIIUBICTh CTBOPIOBATH

aniMailiiini egpexktu. Yacto B 3D MonentoBaHHI NOTpiOHO MEpEeMINTyBaTUCh O CIIEHI,
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MOBEPTaTH O00’€KTH, €MYJIOBaTH pyxu Tomlo. Lle gocsraeTscs 3a JOMOMOIOIO
HECKIHYEHHOTO ITUKITY, Ha KOXKHI! 1Tepallii SKOT0 BUKIIUKAETHCS (YHKIIISI PEHJIEPUHTY.
Yacto B peamizanii Takux ¢yHkiid gomomararote GUI 616mioreku: tak B GLUT
MOXKHA BH3HAUMTH (pyHKIi0 Idle, ska BUKIMKATUMETHCS KOXKHOTO pa3y, KOJIM Halll

J0JIaTOK MepedyBa€e B peKUM1 OUIKYBaHHS:

e (C/C++: glutldleFunc(*func)
e Haskell: idleCallback $= Just func

B Hiil Ta 1HIMX NOAI0HUX (QYHKIISIX MU MOKEMO BUKOPHCTOBYBATH MOTOYHHM Yac
(sxuii Takoxk MoxkHa otpuMmatu depe3 APl GUI 6iGmioTek) mis Toro, abu 3ajmaBaTu
3HAYCHHS 3MIHHUX, 5Kl MOCTIHHO 3MIHIOIOTHCS (HANMPUKIAA, MOJOXKEHHS IMagardoi
KyIbKn). Jlo pedi, 3BEpHITH yBary, 1o TyT BUKOPUCTOBYETHCs omeparop $= (dusuco

po30in 2.1.2.1), agke MU 3MIHIOEMO 3HAYEHHS 3MIHHOT CTaHy.

Onniero 3 HAWBWKIMBIIIUX 0COOIMBOCTEN Oyab-sakoi rpadiuyHoi O0i0mioTexku Oyina i
3QJIMIIIAETHCS MATPUMKA MOABIHHOT Oydepusailii, ska 103BOJIsIE BUKOHYBATH Oleparrii
PEHIEPUHTY, Bi3yaldi3ylOuHM TakKk 3BaHMM 3akaapoBuii Oydep. [lami 3a momomororo

KOMaH/IM 3aMiHH{, MaJTFOHOK MOMEHTAJIbHO BUBOJIUTKLCS Ha eKpaH[2].

[ToxgiitHa Oydepusariiss KOpUCHA Y ABOX BHUITQJIKaX: KOJM MU BiIOOpakaeMoO CKIIAJIHI
00’€KTH, PEHJICPUHT SKUX MOTpeOye Oararo 4yacy Ta Iij yac CTBOPEHHS aHiMalliid. B
MEepIIOMYy BHIAJKy, MOXJIMBO MH HE XO04eMO Oa4uTH KOXKE€H KpOK MOo0y/I0BU
300paK€HHA 1 3a JIOMOMOTrOI0 TMOABIMHOT Oydepusarii MoxHa chopmyBaTu
300pakeHHA 1 BiAOOpa3uTW WOTO JMIIe Ticias 3aBepiieHHs mnoOymoBu. ToOTo
KOpPUCTYBad TMOOAYUTh 300pakKeHHS TUIBKH TICIAS TOTO, SK BOHO TIOBHICTIO
chopmyeThesi. B mpyromy, koxkeH kaap GopmyeTbes B 3akampoBoMy Oydepi, 1 Kou
BiH OyJae TOTOBMH, IIBHAKO IIEpeKiodYaeTbcs Ha ckpaH[2]. Ile 3amoOirae

«MEpEXTIHHIO» 300payKeHHS IiJ] 4ac aHiMaIlii.

I GLUT i GLFW mintpumytots noasiiiny Oydepusaitiro. (s Toro, mod BKIIOUNATH

miATPUMKY 1o/BiiHOT Oydepuzarii B GLUT, HeoOXigHO 3p00UTH AEKiTbKa KPOKIB:

1. Jlomatu B initDisplayMode 3nauenns Double Buffer:
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initialDisplayMode $= [DoubleBuffered]

2. HampukiHii kokHOI iTepamii BIYHOTO UKy Bukiaukata SwapBuffers, sxa

TaKO>K BUKOHYE OIeparlito OYUcTK 0ydepy.

Bikna GLFW 616i0Texu miATpuMy0Th TOABIHHY Oydepu3airito mo 3aM0OBYyBaHHIO.

2.1.5. Ilpoekyis

2.1.5.1. Biocixanus ma none nepe2isioy

VYci 06’ ekt MaroTh NeBH1 koopaAuHaTH. [IpoTe KoopanHaTu 00’ €KTY y CBITI 1€ HE TO
came, IO ¥ MIKCeNl €KpaHy, Ha sIKOMY IIei 00’ekT BimoOpaxkaerhcs. Ak OpenGL
NEPEBOJUTS 111 KOOPJIMHATH Y IMIKCEJIbH1 KOOpAUHATU? 3 IKOT CTOPOHHM CBITY 1 IMiJl SIKUM

KyTOM MU CHOCTGpiFaEMO 3a CI_IGHOI-O?

s toro, mo6 Bkazatu OpenGL sk mepeBoAWTH BKa3aHi MMapu 3HAYCHb B IMIKCEN,
HEOOX1THO BH3HAYUTH OOJACTh JEKApTOBOIO MPOCTOPY, SKY 3aiimae BikHO. Lla
00J1aCTh HA3UBAETHCA 0O1acmio iocikanns[2]. O6nacTh BifCIKaHHS — 1€ MiHIMaJIbHI

Ta MaKCHMaJlbH1 3HAYCHHS X Ta Y, SIKi HaJIeKaTh BIKHY (0u6 pucynok 2.1).

A +y A +y
100 1 [ 50

O6nacTs BikHa E |:__[-_- ___Iﬂ

! E O6nactb E

—X - *, —P +X —X . e P +X
(0,0) 150 _?S: BikHa ! +75
R :55 -

\ B Y~

Pucynox 2.1[2]
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Haityactime po3mipu 00sacTi BIACIKAHHS HE CIIBIAJAIOTh 13 po3MipamMu BiKHa B
nikcensix. ToMy HeOOX1AHO 3aJaTH MpaBuia BiIOOpaKeHHS JOTTYHUX KOOPJUHAT y
mikcenbHl. [lelt mepexim 3amaeThcsi 3a JOMOMOIOIO RO/ nepeaisidy — O0JacCTi
BCEpEANHI BIKHA, sIKa BUKOPUCTOBYETHCS AJIsI BIOOpakeHHs 001acTl BIACIKaHHS (0us
pucyrok 2.2). 3a3Buuaii 1moJje neperiisily BU3HauaeThCs Ha BCIO 00J1aCTh BIKHA, ajie 11e

HE € 000B’I3KOBUM IMPABUIIOM.

AY =5 AEE

(150,100) O6nacTb BikHa
"""""" 300 x 200 nikcenis

Obnactb
S BiACIKaHHA

- > +x
(0,0) \ Mone nepernagy

150 x 100

Pucynox 2.2[2]

2.1.5.2. Buou npoexyiti

[Ipoexiiss oTpuMyeTbcs B pe3ynbrari «omyckaHHs» 3D koopauHat 00’e€kTa Ha
JBOBUMIPHY TUIONMIMHY. TaKUM YUHOM, TIPOEKITiSl OMUCYE TOK 00’ €M, SIKUH MU MOKEMO

CIIOCTEPIraTH 3 HAIIO1 TOYKH 30PYy.

B OpenGL € nBa OCHOBHHMX BHIM TPOEKIli: oprorpadiuHa Ta TEPCTEKTHUBHA.
OptorpadiuHy MPOEKIIiIo Ie ACKOINM HAa3WBAIOTh IMApajeiabHOIO, ajKe IS Hei MU
3aJ1aeEMO TIPSIMOKYTHHM 00’ €M Jutst cioctepiranfs. OcoOIuBICTIO TaKO1 MPOEKIIi € Te,
o0 BCl O0’€KTH 3 OJHAKOBHM pPO3MIpOM OYIyTh B pPE3yJbTaTi MaTH OJHAKOBY

BEJIUYKMHY, HE3aJIE)KHO BiJl TOTO, K JajeK0 BOHM 3HaxoaThes[2] (ous pucynok 2.3).



Niga nnowmHa —|

BepxHa nnowmHa

—
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4 < [lancHa naowMHa

[pasa naowmMHa

BavaAA naowmHa

HuHa naowmHa

Pucynoxk 2.3[2]

[lepcniexkTBHA TpoeKIis go/aa€ ePeKT 3MEHIIEHHS NanbHiX 00’ekTiB. [Ipu npomy

00’eM, KM MU MOXEMO crocTepiratu, mo (Gopmi Haraaye 3pizaHy mipaminy(ous

pucyHok 2.4). O0’ekTH, K1 3HAXOAATHCS OIMKUYE 10 JATbHbOI IpaHi, CTUCKAIOTHCS MPU

IPOEKTYBaHHI Ha MEPEIHIO TPaHb 00’ EMY.

BepxHa naowwHa

LanpHa naowmuHa

i

Niea nnowmHa

EavxHA naowmHa

Hu:HA naowmuHa

Pucynox 2.4[2]

NpaBa naowmHa

Hampuknan, Ha pucyuky 2.5 300paxkeHa omHa 1 Ta X cama (irypa mpu pizHUX

npoekmisx (3 BukopuctanasMm Immediate mode) . 3miBa — mepcreKTUBHA MPOCSKITis,

cripaBa — optorpadivsa.
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Pucynok 2.5

2.1.6. llletioepu

[Ipouec meperBopennss 3D koopaunar o6’ekra y 2D koopaMHATH peani3yeTbes
rpadiunum kouBeepom OpenGL. ['padiunnii koHBEep Moke OYTH pO3IiICHUH Ha B
BENIWKI dYacTUHHU: mepma nepeBoauTh 3D koopaunat y 2D mpoctip, a apyra

nepeBoauTh oTpuMani 2D koopauHaTH y peasbHi 3adapboBani mikceni[3].

I'padiuauii kKoHBEEP MOKE OYTH MOJIUICHUI Ha JEKUIbKa KPOKIB 1 KOKEH HACTYITHUM
KpOK TIpuiiMae Ha BXiI pe3yJpTaT poOOTH momepeaHporo. Bci 1mi  Kpokwu
BY3bKOCTICI[1aJII30BaH1 1 BUKOHYIOTh OJIHY KOHKpEeTHY (GyHKIIi0. Came ToMy X JIETKO
posmnapanenuTu. ToMmy cydacHi rpadidHi KapTH 3a3BHUYail CKIQJAIOTBCA 3 THUCSY
MaJICHBKHUX S7Ep, K1 MBUAKO OOpOOISIOTh MaHi BecepeauHi rpadiunoro kouseepa. Li
snpa 3amyckaroTh HeBenuki nporpamu Ha GPU s kokHOTO KpoKy KOHBeepa. Taki

porpaMu Ha3uBAKOTHCS wuietioepamu[3].

Hesiki meiaepu MOXyTh OyTH mepeBH3Ha4YeH1 mporpamictoM. Lle mae Ham Ouibiie
KOHTpOJt0 Haa 1uM, sk OpenGL o6po6mnsie mami gani. Kpim Toro, Tak sk BOHU
BUKOHYIOThCsI Ha GPU, 1e mo3Bomisic Ham 3eKOHOMUTH IliHHI pecypcu 1 yac CPU.
lefinepn BU3HAYAIOTHCSI BUKOPUCTOBYIOUH CHEIialIbHy MOBY TiporpamyBanHs GLSL

(OpenGL Shading Language), sixa Bigaaneno Haraaye C[3].
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Hwxue Ha pucynky 2.6 300paxeHo BCi KpoKU rpadiyHOro KOHBeepa. 3ayBaKUMO, 110

CUHIM BIJIMIY€H1 Ti KPOKH, IKi MU MaEMO 3MOTY TI€pEBU3HAYATH.

VERTEX SHADER SHAPE ASSEMBLY GEOMETRY SHADER
' )
VERTEX DATA[]
L _.J
i — ™
||
L1
L L A
TESTS AND BLENDING FRAGMENT SHADER RASTERIZATION

Pucynox 2.6[3]
Ha Bxim rpadiuHoMy KOHBEEpY MU IepeaaemMo cnucok 3D koopauHaT, SKUH Ha
pucCyHKY no3HaueHu# sik Vertex Data. Vertex He o00B’43K0BO Ma€ Mmo3HavyaTy HaOip 3
TPHOX 3HAYEHB — 1€ MOK€ OYyTH I103aBTOJIHO, 1110 IMO3HAYAE OJHY BEPIIMHY B HAIIii

nporpami. Croid MOKe BXOAUTH KOJIip, HOpMaJli TOIIO.

[Teprra yactuHa KoHBeepy — vertex shader — mpuiiMae Ha BXiJ OJHY BEpIIHHY.
OcHoBHa MeTa 1bOTO IIeHIepy 3aCTOCYBaTH MEBHI nepeTBopeHHs 10 3D koopauHart.
B pesynbrati mu Bce me matumemo 3D koopauHatu, ane 10 SIKMX YK€ 3aCTOCOBaHi

MOTPiOHI HAM PO3PAXYHKH.

Jpyruii kpok — shape assembly — npuiiMae Ha BXiJ CTUTBKHM BEPIIHH 3 MOMEPEIHBOTO
KpPOKY, CKUTbKH Tpeba s BimoOpaxkeHHs moTpiOHOi (irypu i 30upae 1i TOYKU B
3a/lany IpuMIiTHBHY Girypy. Sk 3amatorbest Tunu iryp B OpenGL Oyzae 3a3HaveHO B

HACTYIHHUX PO3JILIax.

Geometry shader mpuiimae HaOip BepmwH, MO (GOpPMYIOTh (irypy, i Mae 3Mory
CTBOPIOBATH Ha iX OCHOB1 HOBY Qirypy, AoAarouu ado BHIAISIIOUM AKICh TOYKK. Ha

PHUCYHKY BiH IPOCTO JOJA€ 1€ OJHY TOYKY THM CaMUM (HOPMYIOUH JBa TPUKYTHUKH.
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Hactymuuii kpox — 1e rasterization stage, Ha sKoMy BiIOyBa€eThCsA TPOIIEC
CHIBCTaBJIEHHS TOYOK (irypu y BIANOBIAHI mikcedl exkpaHy. B pesynbrarti
dbopMyrOThCs Tak 3BaHI (PparMeHTH, siki Mo PakTy € HaOOpOM JaHUX, 110 HEOOX1AH1
st BigoOpakeHHs mikcento. LI ¢parmMeHTH CayryroTh BXIZHUMU JAaHUMHU IS
fragment shader. Ilepen tuMm, sk cropartoe fragment shader, BukonyeTbes 11e oaHa
orepauis — BIJACIKaHHS, sIKa BUJANs€ BCl (parMeHTH, sKi OyAyTb HEBHIUMI IS

IMOTOYHOI'O 1IOJIA 30py, TUM CaMUM OHTI/IMiSyIO‘II/I Imporpamy.

Fragment shader oOpaxoBye ¢inanbHi KOJIbOPH IIKCENsA, YaCTO BUKOHYIOUH CKJIAIHI
oOpaxyHKH. 3a3BUuail Ha LIOMY KpOIll CTalOTh MOXJIMBUMHU BCl CKJIaJHI e€)eKTH
OpenGL. YacTo 1eit meiaep MiCTUTh YUMAJIO 1HPOpMaILlii PO NOTOYHUM CTaH CIICHH,
AKa MOK€ BIUIMHYTH Ha PE3YJbTYIOUUW KOJIP: OCBITIEHHA, TiHI, TyMaH, KOJIp

IDKEpPCiia CBITJIa TOLIO.

Ocranniii kpok - alpha test and blending stage — BukoHye mepeBipKy BiAIOBIAHOIO
3HA4YCHHsI TIIMOMHNA (PParMeHTy i BAKOPUCTOBYE i€ JJIS TIEPEBIPKU UM PE3yIbTYIOUNH
dbparMeHT 3HAXOAUTHCS CHEpPeAy UM IMo3ady IHIMX 00’ €kTiB. BiamoBimHO, SKIIO
(GparMeHT 3HAXOAMTHCS 1033y, BiH Oyne BimkuHyTHil. llei eram Takok BHUKOHYE
nepeBipKy 3HadeHb aiabda (IMpo30picTh 00’€KTa) 1 3MINIye KOJOPH 00’ EKTIB

BIJIITOBIHO 10 X 3HAYECHD.

B cyuacHux Bepcigsx OpenGL mMu 000B’SI3KOBO NMOBHHHI BH3HAYUTH Xouda O Vertex
shader ta fragment shader, amxe s HUX He iCHYe peaizalliii Mo 3aMOBYYBaHHIO. A
ocb geometry shader moskHa 3aJUIIMTH MO 3aMOBYYBAaHHIO, Ha TPAKTHII BiH PiIKO

IICPCBU3HAYACTHCA.
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3. 3BACTOCOBYIOUYU TEOPIIO HA ITPAKTHLII

Tenep, matoun Aesiki TEOPETUYHI 3HAHHS TIPO Te, sK BiamrToBanuit OpenGL, moxHa
MPUCTYNATH 0 MPAKTUYHOT YACTUHU. Y I[LOMY P03/l MU OyaeMo Oy TyBaTu CLIEHY 3
IBOX 00’ €KTIB — iIKocepu Ta KBaapaTa, sikuii Oyjie BAKOHYBATH POJIb JKEpEIa CBITIA.
Takox y Hac Oyjae 3Mora pyxaTud Kamepy Mo CIIEHI BIepe]l/Ha3a]] BUKOPUCTOBYIOUN
kiasiri WASD ta moBepTati Kamepy 3a JIOOMOTI'0I0 PyXiB MUILIKH (Oug pucynok 3.1).
BpaxoByroun posTamryBaHHs JpKepelia CBiTiia, mporpama Oyjae BHPaxOBYBaTH

noTpiOHMI KO rpaHi.

Pucynox 3.1

3.1. Kpox 0. Harawmysanus cepedosuwya

[lepen Tum, K OE3MOCEPENHBO MOYATH PO3POOKY, HEOOXIMTHO CKAYaTH ITOMOMIKHI
oi6miorekn. Cepen takux, Hanpukiax, GLFW-b, Linear, OpenGL. [leski momyiti
MOCTaBISAIOTHCA 13 Xackedb MIaTGOpMOIO, 1HIII JIOBEAEThCS 3aBAHTAKUTH

CaMOCTIHHO.
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CkauyroThcsi 0IOJIOTEKH 3a JOIMOMOIOI0 TaKMX IHCTpyMeHTIB sk cabal abo stack.
Hanpuknan, mist BcranoBinenHss GLFW-b makery 3a monomororo cabal, HeoOximHO

BUKOHATH TaKy KOMaH[y (3BUYAifHO, MOMEpPeIHRO cKayapmu cabal):
cabal install GLFW-b

AHAJIOTIYHO BCTAHOBJIIOIOTHCSA M iHII 010miorekn. CxoxuM ynmHOM 3aMmicTh cabal

MOXKHa BUKOpucTaTu Stack.

[Iporpama po30uta Ha OKpemMi MOAYHi, 310paTv 1 3aMyCTUTH SIKI pa3oM, MOXKHA,

3aIlyCTHUBIIH BiAIOBIIHY KOMaHIY:
ghc --make <uwisx 0o Kopeneeo2o Mooyns>

Komu GHC mepenmaetbcst omipisi --make, BiH Oyaye OaratomMoayibHy XacKelb
nporpamy, MiJIBAHTAXYIOYH BIAIOBIIHI 3aJIe)KHOCTI 3 KopeHeBoro moayis (Main), B
pe3yibTaTi 4oro reHepyeTbes .exe aitn. Takuit cmoci® 3amycky mnporpamu €

HANUTIPOCTIIITUM.

OxpiM 115010, MOXHa CTBOpHUTH Stack mpoekT i3 Binxmosigaum package.yaml daiimom,
B SKOMY BKa3YIOThCS YCI 3aJIE)KHOCTI MPOEKTY. ByIyeThCcs 1 3alyCKaeThCsl MPOCKT
komangamu Stack build (skuii macmpaszai Texx BukopucroBye GHC) Ta stack exec.

JletanpHile mpo BUKoprcTanHs Stack MoskHa mounTaty B OQIiiHINA JOKYMEHTAIIIT.

3.2.Kpok 1: 3aoannsa ¢hicypu

B ieomy posnini mu 6ynemo mamoBatu 3D 300paxkeHHs ikochepu (pucynok 3.2).

[xkocaenp € 3BUYHIM MHOTOTPAHHUKOM 3 JIBAHAJIATEMA BEPIIMHAMU Ta JIBAIIATHMA
OJTHAKOBUMH TpHKyTHUKaMu (Tmiepma ¢irypa Ha pucynxy 3.2). HactymHi ¢irypu
OTPUMYIOTBCS B pE3yJbTaTi AUICHHS KOXXHOIO TPUKYTHHKAa HA YOTHUPHU PIBHI

MIITPUKYTHUKU.
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VOO

Icosphere at subdivision 0 Icosphere at subdivision 1 Icosphere at subdivision 2 Icosphere at subdivision 3
Pucynoxk 3.2[5]

OnuH 31 cnocoOiB, K MOXHA 3aJaTH 1KOcaejap, 1€ BUKOPUCTOBYIOUM ChepuyHi

KOOPJAWHATH — JIBl BEPIIMHU MU PO3TAIIOBYEMO Ha MIBHOYI 1 MiBAHI, a yC1 1HIII HA
. 1,1 . o
mupoTi =+ tan 1(5) IpajyciB — IO IT’SATh BEPIIUH HA KOXKHY IMHUPOTY. TOUKH HA OHIH

HIMPOTI PO3TANIOBYIOTHCS uepe3 KoxHi 72 rpaaycu (pucyrnox 3.3).

Ay

| tan"*(}) = 26.56505°

» X

|/ —tan~!(}) = —26.56505°

Side View of Icosahedron Top View of Icosahedron
2 vertices are at north/south pole and 10 vertices are at elevation +26.565° 5 vertices are 72° apart at the same elevation

Pucynox 3.3 [5]

Matoun 3amanuii paaiyc R, MokHa BHpaxyBaTH KOOPAMHATH TOYKH, HANPUKIIAMI, HA

HIAPOTI tan_l(é) (¢popmyna 3.1-3.3).
X = R * cos (tan‘l(%)) * cos(72*n) (3.1)
y = R * cos (tan‘l(%)) * sin(72 = n) (3.2)

z = R * sin (tan'l(%)) (3.3)
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Mu He OyieMo 30cepeKyBaTHCh Ha TOMY, SIK peajli3yBaTH Led alrOpUTM Ha XacKell,

JIVIIIE 3a3HAYUMO KJIFOUOBI MOMEHTH.

J171s1 3py4HOCT1 CTBOPUMO CTPYKTYpPY JaHux Point, sixa mpocto Oyjie nceBIoHIMOM ISl

KOpTeXka 3 TPhOX JIMCHUX 3HAYCHBD:
type Point = (GLfloat, GLfloat, GLfloat)

3aje)KHO BiJl TOTO, B SIKOMY DPEKHMI MH Mpaioemo (rasedeno 6 pozoini 2.1.3),
OpenGL npuiimae Touku B Jemio pisHomy Bursiai. Skmio me Immediate mode, mu
MOXKEeMO BHKOpHUCTaTH (yHKIir0 renderPrimitive, sika npuitmae Ha BXif Tan Qirypw,
SKy MU XO4Y€MO BiIOOpa3uUTH 3a JOMOMOTOI BEPIINH, a TaKOXX HAOIp BUKJIUKIB J0
crienianbHoi GYHKINT VErteX, sika 1o/1ae nepeiany il TOUKy Ha KaHBac. Mar4u MacuB
TOYOK, MOKHA BU3HAUUTH JOTIOMDKHY (YHKITIFO, SIKa IO KOXKHOT TOYKHU 3aCTOCYE VErtex

(ricmune 3.1).

renderAs figure ps = renderPrimitive figure(makeVertx ps)

makeVertx [Point] -> IO ()
makeVertx = mapM_ (\(x,y,z)->vertexfVertex3 x y z)

Jlicmune 3.1
B Core Profile mexanizm mepemaui abCOMIOTHO 1HIINHI, aie mpo 1ie 3rogomM. [Toku 1o
3a3HAYMMO JIUIIE T€, M0 B I[bOMY PEXUMI HaM MOTPIOHO MaTH MacCUB JIHCHHUX

3HadeHb: [Float], ToMmy ™Mu MokeMO BH3HAYWUTH JOMOMIXHY (QYHKIIO IS

nepesenenus [Point] — [Float](ricmune 3.2):

convertToFloarArr [Point] -» [Float]

convertToFloarArr = concat . map (\(x,y,z)-> [x, vy, Z])

Jlicmune 3.2

Ha pucynky 3.4 300paxeHuil pe3yabTatr peanizallii ikocdepu 3a JOMOMOror 3aco0iB

OpenGL B Immediate Mode.
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Pucynox 3.4

3.3. Kpok 2: GUI

3.3.1. GLUT

Mu He 6yeMo 0co0IMBO 30cepeKyBaTUCh Ha 111 610110Teli, ajpKe, sIK 3a3Ha4anoch,
BOHA BBaXKAETHCS 3acTapiior. Po3kaxkemo e po ocHOBHI MOMeHTH. Ha nicmuney
3.3 npourtocTpoBaHe 0a3oBe BukopuctanHs GpyHkiin GLUT, Ha 0CHOBI SIKUX MOKHA
OyayBaTH CKJIQIHIII TPUKIIAIIH.
main )]
main =
(_progName, args) <- getArgsAndInitialize

_window <- createllindow "Hello GLUT
displayCallback $= display

mainlLoop

display

display =
clear [ ColorBuffer ]
flush

Jlicmunz 3.3

Bce, mo pobuth et koj, me BigkpuBae BikHO 3 Ha3Boro «Hello GLUT!». Ilepma
cTpiuka B main ¢yukiii getArgsAndlnitialize inimianizye OpenGL cuctemy. [Totim
CTBOPIOETHCS BIKHO 3a nmomoror ¢ynkmii createWindow. Jlami Bu3HavaeTbes
displayCallback, sikuit € 3miHHOIO CcTaHy 1 BHUKIHKA€THCS KOXHOTO pasy, KOJIHU
ctBoproeThes BikHO. displayCallback Binnosinae 3a BimoOpaxeHHs, TOMY BCi QyHKIIIT,

AKI MM TMHCAaTUMEMO JJisi MaltoBaHHA ¢iryp, OyayTh BU3HAayaTUCh TaMm. B npomy
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npukiani Gynkmis display me HiY0ro 3HaYHOrO HE POOWTH, JIUIIEC OYHUIIYE BIKHO BiJ
Oynb-aK0or0 KOIhopy (Oydep KombopiB) 1 BCTAHOBIIOE KOJIp MO 3aMOBYYBaHHIO

(uopHuii a00 OiUit).

OpenGL meopisn

Bbydep — ne ob6macte 30epiranss iHdopMmaiii npo 300paxeHHs. YepBoHMUIA,
3€JICHUH Ta CHHIM KOMIIOHEHTH MAJIOHKY 3a3BHYail 00 €IHYIOTHCS IiJ

3araJibHOI0 Ha3BOIO Oy(depa KoabopiB abo Oydepa mikcemis[2].

3aBiK/1, KOJIM MM BU3HAYa€MO SIKYCh MTOCIIIOBHICTh MOHaAMuHUX (QyHKii B display,
B KiHI[l Hei Mu Maemo 3poouTH Bukiauk flush. Bukuk miei ¢pyHkiiii 3ade3mneuye, 1o Bei
3a3HauYeH1 BUPA3HM OCTATOUYHO Oyiu mepesaHi rpadiuHii cucTeMi, 3a JI0MOMOTO0 SIKOT

Bi/I0yBa€ThCS BITOOPaKCHHS.

®dyukiis MainLoop KOHTPOJIIOE BCI AT, OB’ sI3aHI 13 B3aEMOJIIEI0 3 ONEPAIiHHOI0
CHCTEMOIO, OHOBIIIOE BiKHO, 3abesmeuye Hactynauii Bukimk displayCallback ms

BiTOOpaKeHHS TpadiKu.

APl GLUT mum He oOMEXYeThCs, B KOPUCTYBaHHS BIH HAJa€ YUMajo KOPUCHUX

GbyHKITIM Ta 3MIHHUX, CEPET SIKUX:

e windowsSize - 3amae po3mipu BiKHa.

o idleCallback, mpo sixkuii yxe 3ragyBaaoch i KAl BUKIIMKAE€THCSA KOXKHOTO pasy,
KOJI Hallla TporpamMa MpoCTOIOE.

e reshapeCallback — BukmmkaeTscs Tipy 3MiHI po3MipiB BikHa. KopucHmid st
3aJlaHHs NPOCKITii (npoekyii onucani 6 po3oini 2.1.5). BiH Tak0X BUKITUKAETHCS
0JIpasy ITiCII IEPIIoro BiqoOpakKeHHs BiKHA.

e addTimerCallback — 3amae ¢ynkiito, sika Oyae BHKOHaHA Yepe3 TCBHUM
IPOMDKOK Yacy.

e positionCallback — BukimkaeTbcst KO)KHOTO pa3y, KOJIHA 3MIHIOETHCS TIOJIOXKCHHS
BiKHA.

e keyboardCallback — BukiukaeThcst Mpy HATHCKAHHI HA KJIABIITY.
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e mouseCallback — BuknmukaeTbes pu pyci MUIIKY 200 MPU HATHCKAHHI HA SKYCh

13 11 KJIaBIILL.
[loBHmit  cmucok  (QyHKIIA  MokHa  3Hailth B gokymeHtamii  GLUT:

https://hackage.haskell.org/package/GLUT.

3.3.2. GLFW

Ha nicmuney 3.4 moxHa 3HaiiTu npocTtuil npukiaj iHinianizamii GLFW Bikna.

main 10 ()
main = dc
G.setErrorCallback (Just errorCallback)

successfullnit <- G.init
G.windowHint (G.WindowHint'OpenGLProfile G.OpenGLProfile'Core)
if' successfullnit onSuccessInit exitFailure

Jlicmune 3.4
binpmiicTes moniii oOpoOAIOTECS uYepe3 KOJIOGKW: MPU HATUCKaHHI KIIABIII, PyXy
MUIIKH a00 ) TMpU BUHUKHEHHI1 moMuiku. Akmo B sxiice GLFW ¢yHkIii BuHuKae

MOMMJIKA, 1i MOYKHA TepexonuTH, Bu3Hauninu errorCallback.

[Tepen Tum, sik BukopuctoByBatd GLFW, Bin Mae OyTu npoinimianizoBanuii. Came 11e
i pobuts ¢GyHKIIA INit, sKka moBeprae OyjeBe 3Ha4YCHHs: true, SIKIIO iHIiIiaTi3arlis
npoinuia ycmimHo i BignoBigHo false B mportmiexnomy Bumanky. ITicist iporo mu
MosxeMo HanamrtyBatu GLFW sk Ham notpiOHo, Bu3Havatoun windowHints. B ipomy
npukiani mu Bkazyemo GLFW, o 36upaemocs BukopuctoByBatu Core Profile. Kpim
IIOTO, MM MOXEMO 3aJIaTW ¥ IHIII mapaMeTpu, Hampukiaj, Bepcito OpenGL. [lami
poOUTBCA TEepeBipKa, YW IHImiami3alis NpoWNUIa yCmimHo. KMo Tak, TO
BUKITUKA€EThCSl onoMikHa (yHKIiss onSuccessfullnit, B sxiii Mu yxe BH3HaUaeMo
HEOOXIHI KOJOEKH 1 3aaeM0 BiKHO. Mu He Oy/ieMO HaBOJIUTH yBECh KOJ (DYHKITI

onSuccessfullnit, iume HaroiocuMo Ha KIIFOYOBHX MOMEHTAX.

3agaTy BIKHO MOKHA SIK TTOKa3aHO Ha Jicmuney 3.9.


https://hackage.haskell.org/package/GLUT
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mw <- G.createlindow 648 488 "I 2" Nothing Nothing

Jlicmune 3.5
Mu cTBOproeMo BikHO po3mipom 640x480 mikceniB 3 Ha3Boro «lcosphere exampley i
3amucyeMo Horo y sminay mw. L{s ¢yHkiis noBepHe MoHaauuHe 3HaueHHs Maybe.
BignoBinHo, skmo pe3ynbraT BukoHaHHS NOthing, cTBopeHHs BikHA HE HPOMIILIO

ycmimHo. [lepeBipuTH 11e MU MOXKEMO SIK B ticmunzy 3.6.

maybe’' mw (G.terminate »>> exitFailure) % \window -> dc

Jlicmune 3.6

maybe’ — e jonomixkaa QyHKIIIsI, SKy MU BU3HAYMJIIH JUUIsl 3py4HOCTI. BoHa mpuiimMae
3 aprymenTtu: moHany Maybe, ¢yHkiiro, sika Mae BHKOHATHCH, SIKIIO 3HAYCHHS
monau Nothing i1 GynkiItifo, ika BUKOHAETHCS, SKINO 3HaUYeHHs Just. Biamosigno mpu
HeBaJii iHiiazi3amii BM BUKIHKaemMo terminate, sika ourctuth Bei pecypeu GLFW,
SKI MM BUIUTWIM TIiJ dYac iHimiamizamii 1 3aBepIIuTh BUKOHAHHS mporpamMu. B
NPOTUIIC)KHOMY BUITAJIKy MU JICTAEMO «YUCTE» 3HAUCHHS 3 MOHA/IU 1 BAKOPUCTOBYEMO

fioro juIs momaneInKx aik. Bel HacTyImHI omepallii BU3HAYal0ThCSA B MEKax 1boro do.

[lepm HibXK M 3Mokemo BuKIMKaTd GyHKIIT OpenGL, HeoOXimHO BU3HAYUTH
norounuii OpenGL kontekct: G.makeContextCurrent mw. Ha Bigminy Bim GLUT,
GLFW ne Hagae ¢pyHkii Trmy mainLoop, sika 3po0uTh BCIO TEXHIYHY POOOTY 3a Hac.
TomMy MM MaemMo SBHO BH3HAUUTH DPEKYpCHBHY (QyHKIir0o mainLoop, ska Oyme
BinmoBigaTu 3a BUkiUk OpenGL ¢dyukmiit ams BimoOpaxeHHs 00’€KTIB Ha €KpaHi.
[Ticis mainLoop BaxIMBO OYUCTUTH pecypcH 1 BUKiukatu GyHkiii destroyWindow ta

terminate.

Ha mpoMy 3aBepIiyroTbCsl OCHOBHI HaJaIITyBaHHS CEpPEJIOBHMINA BiKHA 1 MOXHa

MEPEUTH 10 MAJTFOBAHHS.

GLFW, tak camo six i GLUT, no3Bossie mepeBU3HAYaTH KOJIOCKH IS PI3HUX IOJIMH,

MpOTE 3apa3 MU He OyJIeMO Ha HUX 30CEPEI)KYBATUCH.

YBech HaCTymHUI KO pOOHUTHCS 3 PO3PaxyHKY, 10 BUKOpUCTOBYeThess GLFW.
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3.4. Kpok 3: Cyena ma 06 ekmu

[MopaneIi npukiaay i NoscHeHHs ctocyBatuMyThest Core Profile pexumy.

3.4.1. llletioepu ma Haskell

Mu He OynemMo AeTanbHO 30CEpeKYyBAaTUCh HA CUHTAKCHUCI, SIKM BUKOPUCTOBYIOTH
mieiaepy, JUIIe 3a3HAYMMO OCHOBHI MOMeHTU. Haimpocrtimmii Vertex meraep

BUTJIIATUME SIK 300pa’keHo Ha icmuney 3.7.

Cnouatky BkasyeTbcs Bepcis OpenGL (B manomy Bumanky 1me «3.3»). Hami
BU3HAYAETHCS BXiIHUI VerteX arpu0yT, skoMy BkasyeThes mosuitis (location = 0), Tum

(vec3 — macuB 3 TpHOX €JIeMEHTIB) Ta Ha3Ba (aPos).

#version 330 core
layout (location = @) in vec3 aPos;

void main()

I
L

gl Position = vec4(aPos.x, aPos.y, aPos.z, 1.0);

1
J

Jlicmune 3.7[3]

[1]00 BU3HAYMTH BUXIIHHIA pe3ynbTaT Vertex shader, HeoOXiHO 3amucaTH BilIMOBIIHE
3HAa4YCHHsI y BU3HA4YeHY Harepena 3MmiHHy gl_Position, tun skoi 3aBxau vecd. Tak sk

BXIJIHI JIaH1 MalOTh THI VEC3, MU TIPUBOIUMO iX JIO TUITY VEC4.

J1Jist 3pyqHOCTI TIeiiepy BU3HAYAIOTHCS B OKpeMoMy Gaiiii 1 Terep HaM HeOOXiTHO 1X

3aBaHTAXKUTH B mporpamy 1 Bkazatu OpenGL ix BUKOPUCTOBYBATH.

[Iporpama mieiigepiB — 11e 00’ €KT, AKUK MO (PaKkTy € MOCHITOBHICTIO 3B’ SI3aHUX MK
coboro meiaepiB. Illo0 BukopucTtoBYBaTH WIEHIAEpH B Mporpami, HEOOXITHO
MPUB’SA3aTH iX JO MPOTPAMHU 1 TIOTIM aKTHBYBATH II0 MTPOTrpamMy KOXKHOTO pasy, KOJu

MH X04YEMO BHKOPHUCTATH Liek HaOip mekaepiB (zicmune 3.8).
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program <- loadShaders [
ShaderInfo VertexShader (FileSource “s

ShaderInfo FragmentShader (FileSource "s
currentProgram $= Just program

Jicmune 3.8[6]
Tyt BukopucToByeThes fonoMixkHa ¢ynkiis loadShaders, siky Mu po3risitHeMO TpOXH
ni3uinre. Bona npuiiMae Ha BXig MacuB 00’ extiB Tuty ShaderInfo (zicmune 3.9), sixuit

MICTUTH 1H(OpMAIIIO PO TUII IEHAepa 1 pOo3TalllyBaHHs BIANOBIIHOTO IEHaEpa.

ShaderInfo ShaderType ShaderSource
( Eg, Ord, Show )

Jlicmune 3.9[6]
Jladi MM aKTHBYEMO I[f0 3B’SI3KYy MICH/IEpiB, MEpEeBU3HAYAIOUN T[IIO0AIBHY 3MIiHHY

currentProgram.
®dyuxkuis loadShaders 300paxena Ha zicmuney 3.10.

loadShaders [ ]
loadShaders infos =
createProgram ~bracketOnError™ deleteObjectMame $ ‘\program ->
loadCompileAttach program infos

linkAndCheck program
return program

Jlicmune 3.10[6]
Tyt cTBOproeThCs Tporpama tmeinepiB yepe3 ¢ynkuiro OpenGL createProgram.
bracketOnError — nie nonomikaa GyHkiis 3 moayns Control.Exception, sika Bukinde
deleteObjectName y Bumajxy, SKII0 HaCTYITHUH apryMeHT — (PYHKIIIS — 3aBEPIIUTHCS
asapiitno. loadCompileAttach ta linkAndCheck - e mie ogni momomixHi ¢yHKIIii, Ha
JETAIIX SKUX MU He OyneMo 3yNMUHATHCH, JIUIIe 3a3HauyuMo KiouoBi OpenGL, ski

BOHH BHKJIIMKAIOTh:

e createShader — cTBoproe 00’ €T 1Ieiaepa.
e shaderSourceBS — BcraHOBIIOE JpKEpeno Iieiaepa JUisi JaHOTO IIeimep
00’exTa. B HamoMy BUTIQAKy MH MaeEMO 3UMTaTH BiamoBiaHi ¢aim (readFile 3

monyns Data.ByteString), mepesectn ix y ¢dopmar UTF8 i mepematu B 110
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¢yHkmiro. 3podutn 1me MoxHa Yepe3 Qynkmiro encodeUtf8 3 momyss
Data.Text.Encoding. Yci ui aii 300paxkeni Ha ricmuney 3.11.

e compileShader — xkommintoe BiqNOBIIHUN IICHIED

e attachShader — npuB’s3ye BinmoBiAHMI mICkaEp 10 BKa3aHOI IPOTPaMH.

e linkProgram — 3B’s3ye Bci BKazaHi Juis Ili€i mporpamMu MICWIepU B OJHY

diHanbHy mIEHaEp Iporpamy.

packUt+aC S5tring -> B.ByteS5t
packUtf8C = TE.encodelUtf8 .

Jlicmune 3.11[6]
Bkasani (hyHKIIIT BUKJIMKAIOThCS B TOMY HOPSJIKY, B SIKOMY 3a3HaueHi TyT. [loBHuI

KOJT MO’KHA 3HANTH B TIPAKTHIIL.

BaxxmmBo 3ramaTté mpo IIe OJWH acleKT, KW 3HaJoOUThCS HaM B po3dini 3.3.5 -
yHibopMHU. YHIDOPMU — I1€ ITIe OJIUH CIIOCIO Tepeaadl JaHUX 3 IPOrpaMHu, sika Mpaitoe
Ha CPU no meiinepa na GPU. HalironosHiiue, 1o BiApi3Hs€E iX BiJ aTpuOyTIB, 1€ TE,

10 BOHM TJI00aJIbH1, TOOTO JOCTYITHI B OyIb-SIKOMY IIEHaEPI.
Busznauutu yHipopmMy B mieiiepi MO’KHA TaKUM YHHOM:
uniform mat4 view;
Cro4aTKy BKa3yeThCs CIIeliajibHe ¢jI0BO UNiform, motim TuM i Ha3Ba.
[I{06 3amucaty B 1110 3MiHHY 3HAYEHHSI, B IPOTpaMi MU MTOBUHH1 3pDOOUTH JIEKIJIbKA JTIH:

e 3a/1aTH NMOTOYHY MpOrpaMy IeiaepiB uepe3 currentProgram
e OTpUMATH BIANOBIIHY 3MiHHY Yepe3 uniformLocation, mo moseprae BiqnoBiIHY
r1o0anbHy 3MIHHY. 3HAUYCHHS 3 HET MM MOXKEMO JIICTATH 32 JOTIOMOT 00 (DYHKITii

get.

e BcraHoBuTH HOBE 3HAYCHHS 11l 3MiHHIN yepe3 QyHKIito uniform.

[Tpuknaa BUKOPUCTaHHS MPOJAEMOHCTPOBAHUMN HA icmuney 3.12.
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currentProgram $= Just program
viewlLocation <- get % uniformLocation program "

uniform viewlocation $= (viewMatrix)

Jlicmune 3.12

Jle «viewy - Ha3Ba yHiopMU B mieiIepi.

3.4.2.VBO

Ile manmeBHO OaHA 3 HAWCKIAMHIIIMX TEM IS THUX, XTO JIUIIE MOYMHAE BHUBYATHU
OpenGL, amke BoHa mepeadadae 3aCBOEHHS BEIUKOI KUIBKOCTI HEOYEBUIHOI

iHpopMarIii.

[ToBeprarounce 10 TeMu menepiB (Hasedeno 6 pozdin 2.1.6), 1od BiioOpa3uTu M0Ch
Ha eKpaHi, MU MIOBUHHI niepeaaT y vertex shader va6ip Touok. J{st 1iboro HeOOXiAHO
ctBoputu Mmiciie B mam’sati GPU, ne mu Oymemo 30epiraTd TOYKH, HAJIAIITYBAaTH
OpenGL, 11106 BiH Mir TpaBUJILHO 3YMTYBaTH 1H(POpMAITito 3 IT1€] MaM’ ATi 1 BA3HAYHTH,

SIK BIJIMIPABIIATH JIaHi 10 rpadidHOT KapTH.

VYrpaBusaTH 1mi€to nmam’sITTio Mu MoxkeMo uepe3 VBO, 1o po3mmdpoByeThes sk Vertex
buffer object, sxwuii Mmoxxe 30epiraTi BeNMUKY KUTbKICTh TOYOK B iam’ati GPU. 3aBasku
TakuM 00’€kTaM MU MoxkeMmo mepefatu 10 GPU Benuky KUTBKICTh TaHMX OJWH pa3s
3aMICTh TOTO, OO TepeaaBaTH IO OJHIM BepmmHi. 1le eKoHOMUTH TOCUTH OaraTo

qacy, ajpke nepefada nanux 10 GPU BinOyBaeThcs qyke MOBLIBHO.

Creoputn VBO Mu moxeMo 3a gonomorotro dynkiii genObjectName (zicmune 3.13).
OpenGL mictuth ynmanuii HaOip TamiB 17151 Oydeprux 06’ exriB. Tun VBO - 1ie Array
numertices = length vertices

vertexBuffer <- genObjectName
bindBuffer ArrayBuffer $= Just vertexBuffer

withArray vertices % \ptr -»
size = fromIntegral (numVertices * sizeOf (head vertices))
bufferData ArrayBuffer $= (size, ptr, StaticDraw)

Jlicmune 3.13
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Buffer. OpenGL 3B’s3yBaT 00’€KTH 3 AeKiTbKOMa Oydepamu, SKIIO0 BOHU Pi3HUX
tumiB. Ilo60 3B’s3atu 00’e€kT 3 Oydepom, Tpebda CKOPUCTATUCH 3MIHHOIO CTaHy
bindBuffer (zicmune 3.13). Jlani HeoOXigHO CKOIIIOBaTH MAacUB TOUYKH Y Iei Oydep

(BuxopucroBytoun bufferData).

[Tpu Buknuky bufferData Bka3yetscst Tin Oydepy, naii neperaeTbes po3Mip MacuBy
TOUYOK B OaiiTax, BKa31BHUK Ha MMOYaTOK MAacHUBY Ta crienianbHa 3MiHHa OpenGL, ska
BU3HAUa€, K MU XOueMo, 1IoOM rpadiyHa Kapra MpaiioBajia 3 HAUIUMU JAHUMHU.
3nauenHs StaticDraw o3Havae, 1m0 JaHi BCTaHOBIIOIOTHCS JIMINE OJMH pa3 i
BUKOPHUCTOBYIOThCSI Oarato pasiB. Tak ik MM BiJOOpaxaTUMEMO HEPYXOMUN 00’ €KT,
HaM migxoauth StaticDraw. SxO6um 00’eKT 4YacTo 3MIHIOBAaBCS, MU MOIIu O

Bukopuctatu DynamicDraw.

B mpomy mnpukiazi TakoXK BHUKOPHUCTOBYEThCsS nomoMmikHa (yHkiis WithArray 3
oi6miorekn Foreign.Marshal, 3a momomororo SKOro MH MOXEMO BHKOHYBAaTH

MapianuHr. B nanomy Bunaaxky Ham tpeda 30epertu B rnam’siTi Macus.

Ile omma momomikHa Qyukmis — me SizeOf 3 6idmioreku Foreign.Storable, sika

0o0paxoBye mam’siTh, Ky 3aiiMa€ apryMeHT, B OalTax.

[TpumycTrMO, IO HAIl MAacWUB TOYOK BUTISIAE TMPHOIM3HO TAKUM UYHHOM, SIK
300paxeHo Ha pucyuky 3.5. Tak sk MU MOKeMO 3a7aTH OYb-IKUH TUI JaHUX Ha BXIJ
vertex shader, HeoOxinHo Bkazatu OpenGL, sk iHTepnpeTyBaTH MacHB BEpPIIUH, 11100
vertex shader wmir #oro 3uwmraTtH. J[as 1IOro MOTPIOHO BUKOPHUCTATH ()YHKIIIFO

vertexAttribPointer (nicmune 3.14).

VERTEX 1 VERTEX 2 VERTEX 3

POSITION: STRIDE: 12 ——»

=OFFSET: O

Pucynox 3.5[3]
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let sizeF = fromIntegral (6 * size(Of (head vertices))

let firstIndex = @

vPosition = Attriblocation @
vertexfttribPointer vPosition $=

(ToFloat, VertexArrayDescriptor 3 Float sizeF (bufferOffset firstIndex))
vertexAttribArray vPosition $= Enabled

Jlicmune 3.14

B vertexAttribPointer Bka3zyeTbcs 10BOJIi 6arato apryMeHTIB:

e VPosition — Bu3Hauae, skuil Vertex arpuOyr MU Xouemo Bu3HauuTH. Lli
aTpuOyTH BHU3HA4YaAIOThCSA B Vertex shader i ¢axktuyHo 03HAYarOTh BXIiAHI JaHi
st vertex meiaepa. Koxen vertex atpuOyt mae ynikanbhe ID.

e ToFloat — 3nauenns tuny IntegerHandling.

e VertexArrayDescriptor 3 Habopom CBOIX mapameTpiB:

o 3 —3amae po3Mip Vvertex atpudyra. Tak sik 1aHuii aTpuOyT Mae TUI VEC3,
MU BKa3y€EMO YHUCIIO «3».

o Float — Tun ganux, 3 SKMM MU TPAIFOEMO.

o SizeF — 1me kpok, sKuil Bkazye Ha pO3MIp MPOCTOPY MDK JBOMaA
aTpulyTtamu. SIK BUIHO 3 KOy, KOKHOTO pa3y MH «II€peCTyIaEMo» dyepes
mricTe yucen. lle morpiOHe nJis BpaxoBYBaHHS KOJBOPY 1 JeTajbHIIIE
PO3TIASHETHCS B po30ini 3.4.4)

o OcranHil MapaMeTp — 1€ 3CYB, AKUI ITO3HAYAE, 3BIIKH TOYNHAIOTHCS JTaH1

B Oydepi. B Hamomy Bunazky 1e 0. bufferOffset — momomixkaa dyHkiis.

[Ticas Toro, Ik MM BU3HAYWIM TIPaBWIIAa TIEPEXOY Bil JaHHUX N0 VErtex atpulyra, Mu
MOBHMHHI 116l aTpuOyT akTHBYBaTH. PoOUTHCS 1Ie yepe3 (yHkiiro vertexAttribArray,

SKIH epeIaeThes O3UIIisl aTpHOyTa Ta BCTAHOBJIIOETHCS 3Ha4YeHHs Enabled.

[Ticas mbOoro MM MOXXEMO BUKIHMKATH (YHKINIT JJI BiOOpaKeHHS HAIIMX BEPIIUH.
[IpoTe K0XXHOTO pa3zy, KOJIU MU 3aX0YEMO 1X 300pa3UTH, T10BEIETHCS POOUTH BC1 BUIIIE
HaBeJieH1 omepailii. Skio y Hac 6arato pi3HUX 00’ €KTIB, 1€ MOXE NEPETBOPUTHUCH B

JIOBOJI1 TPOMI3IKUM TIPOIIEC.
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3.4.3. VAO

[Tonermmutu ctBopeHHs 00’exTiB Moxe gormomortd VAO (dus pucynok 3.6). VAO —
e vertex array object. Bouu cTBoproroThes 1 3B’s3ytoThes mo ananorii 3 VBO, i

30epiratoTh BCl HalalITyBaHHs VErtex atpuOyTiB, dki Oynu 3poOsieHl micus ix

VBO 1

VAO 1

attribute pointer 0
attribute pointer 1
attribute pointer 2

pos[0] pos[1] pos[2] pos[3] . pos[n]

attribute pointer 15 VBO 2

element buffer object pos[0] col[0] pos(l] coll1]

strides

VAO 2

attribute pointer 0
attribute pointer 1 -
attribute pointer 2

EBO 1
index data

attribute pointer 15
EBOD 2
element buffer object

index data

Pucynox 3.6[3]
mimanizamii. Ile o3Hayae, moO 3aBXKIM, KOJM HAM HEOOXIIHO IOCh HAaMaIFOBAaTH,

JTOCTaTHLO IPOCTO BUKIMKATH BiamoBimauii VAO,

Jlicmune 3.15 mokasye, sk moxkna ctBoputd VAO. Ananorigydo qo VBO, crodatky
MU CTBOPIOEMO 00’€KT 3a joromoror (yHkmii genObjectName i mortim 3B’s3yemo

rioro uepe3 gynkiiro bindVertexArrayObject.

triangles <- genObjectName

bindVertexArrayObject $= Just triangles

Jlicmune 3.15

Tenep KOXHOTO pa3y, KOJM MM 3aX04eMO BiI0Opa3uTu el HaOip BEpIIUH, MU

MOKEMO 3B’s13yBaTH Niepe]] MaaroBaHHaM triangles.
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BuznaunmMo nonomikHy QYHKITIFO /I MaJTOBaHHS 00’ €KTiB (icmune 3.106)
renderObjects

renderQbjects vac nVerts program =
currentProgram $= Just program

bindVertexArrayObject $= Just vao
drawdrrays Triangles @ nVerts

Jlicmunz 3.16

Ha Bxix Bona npuiimae Tpu aprymentd - VAO, KUIbKICTh BEPIIHUH, KI MU XOYEMO
B1100pa3HUTH 3 HAILIOT'O MACUBY, Ta MPOrpamy, 10 sIKO1 Npu’si3adi meiaepu. CrnoyaTky
NOTPIOHO AaKTUBYBAaTU IIEHIEPH, TOMY TYT NEPEBU3HAYAETHCS TJI0OATbHA 3MIHHA
crany currentProgram. Ilotim aktuByeTbes BianmoBigHuii VAO 1 BUKIMKAETHCS

¢ynukiis drawArrays. Bona npuiiMae 3 apryMeHTH:

e Triangles — 3HaueHHs, sKe MO3HAYAE MIPUMITUB, IKHH MH XO0YEMO BiZ0Opa3UTH.
B Hamomy BUMajKy Ha OCHOBI MEpPEAaHUX BEPIIMH MU 3aBXKAHU Bi0Opax)aemMo

TPUKYTHUKHU.

e 0 — moyaTKkOBUW 1HAEKC MacUBY BEpIIWH, 3 SKOTO MH XOYEMO IMOYaTH

MaJIFOBaHHA

e nVerts — BIANMOBITHO KUIBKICTh BEPIIHH

Mu MoXeMO BUKIMKATH IO (YHKIII0 KOXXKHOTO pa3y KOJM HEOOXITHO IIOCh

HaMaJIIOBaTH.

3.4.4. Oceimnenns

OpHiero 3 peanmiCTUYHUX MOJIENeH OCTBUICHHS € MoJenb BimoOpaxeHHs DoHra, ska

CKJIaJIa€ThCs 3 TPhOX YacTHH(Ous pucynok 3.7):

e Haskomumue ocitinenHs (Ambient lighting) — cumymoe  CBITIIO

HaBKOJIMIIHBOTO cepenoBuina. HapiTh AKIIO TEMHO 1 JHKEpeno CBITIA



36

«BUMKHEHE», BCE€ OJIHO MH MOKEMO PO3PIZHATH 00’ €KTH, aJKE€ HEBEIUKA
KUIBKICTB CBITJIa 3aBXK/U IPUCYTHS y CBITI.

e Jludysue ocpitnenns (Diffuse lighting) — cumymioe BrumB, skmii mKeperio
CBITJIa Ma€e Ha OO0’€KT, BpPaxOBYIOUM HampsAMoOK. Yum Ouiblie IUI0LMHA
MIOBEPHEHA JI0 CBITJIA, TUM BOHA SICKpaBiIIa.

e JIzepkanbHe ocBiTiieHHs (Specular lighting) — cumystioe sickpaBy TOYKY CBITIA,

sIKa 3’ SIBJISIETHCS Ha OJIUCKYUnX 00’ €KTax.

ambient diffuse specular combined (Phong)

Pucynox 3.7[3]
OcHOBHa JIOTiKa, sIKa peatizye moi0He OCBITIACHHS, BUKOHYEThCs B fragment meiinepi,

TOMY MU He OyJ1IeMO Ha Hiil 30Cepe/KyBaTUCh.

[Ilo6u peamizyBatu audy3HEe OCBITIICHHS, HEOOXIMHO 3HAWTH HOpPMaji KOXKHOI

BEPIIMHH Ta MO3UII0 JKepena cBitaa (ous pucynok 3.8).

—
—

\O/
4 A

=

Pucynox 3.8[3]

Jlxepeno cBiTia — 1€ 3BUYaliHUN KyO OLI10r0 KOJIbOPY, JJISl IKOTO MM 33a/1aMO CBiif

CIIMCOK BEpIIMH Ta cBOi mieiaepu. [lo ananorii i3 OyAb-SKUM IHIIUM OO’ €KTOM, MU
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ctBoptoeMo VAO 1 melinepHy nporpamy, siki BAKJIMKAEMO KOXKEH pa3, KOJIU XOUYEeMO

B110Opa3UTH KEPEIIO CBITIIA.

Hopmaip — 11e BEKTOp, NEPHEHAUKYIIAPHUM 10 IUIOLIMHY BEPIIMHU. TaK K BEpIIMHA
HE Ma€ MOBEPXHI, MU BUPAXyEMO HOPMaJlb, BAKOPUCTOBYIOUM HABKOJUIIIHI BEPIIUHH,
11100 BU3HAYUTH, SK1H IJIOIIKMHI HAJIEKUTh BEPIIMHA. MU MOKEMO CTBOPUTH (PYHKIIIIO,
gaKa OyJe 10 KOKHOI TOYKM JT0JaBaTH JAOJATKOBI 3 NiMCHI 3HAYEHHS, SIK1 OMHUCYIOTh

HOpMaJIb 1i€i TOUKH (ricmune 3.17).

addNormals [ ] [
addNormals =

addNormals verts@(a:b:c:ps)

res = addNormals ps
aVec = pointToV3
bVec = pointToV3
cVec = pointToV3
diffl = bVec *-* aVec
diff2 = cVec - bVec
normal = L.cross diffl diff2
normal’ = normal */ (L.quadrance normal)
(([appendPoints aVec normal’] ++ [appendPoints bVec normal’]) ++ [appendPoints cVec normal’]) ++ res

Jlicmunz 3.17
Taxox B Vertex shader mu MaeMo BU3HAYMTH Iiie OJUH aTPUOYT, SIKUH Oy/1€ ONUCYBATH

HopMmab (zicmune 3.18)

#version 330 core
layout (location

layout (location = 1) in vec3 aNormal;

Jlicmune 3.18[3]
[{ro HOpMans mm moTiM mepenamo jgo fragment shader, me Bona yxke Oyze

BpPaxOBYBaTHUCh MPH PO3PAXYHKAX KOJIBbOPY.

Tak gk omHa TOYKAa MICTHTh HE TpHW 3HAYEHHS, a IMICTh, TO KPOK MPH 3aJIaHHI

vertexAttribPointer (zicmune 3.14) BIOMOBIZHO TakoXk «6». Takox, mepemardu

nFirstIndex = 3 * sizeOf (head vertices)
nPosition = Attriblocation 1

vertexAttribPointer nPosition $=
(ToFloat, VertexArrayDescriptor 3 Float sizeF (bufferOffset nFirstIndex))
vertexAttribArray nPosition $= Enabled

Jlicmune 3.19
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HOpMaJl N0 IIeijepa, MM BKa3yeMO MOYATKOBHM 1HAEKC «3», a pO3TallyBaHHS

atpuOyty «1» (Tak, sk MU BU3HAYWIU B 1ienaepi) (zicmune 3.19).

Ha pucynxy 3.9 npointocTpoBaHuii pe3yabTar peasnizallli mogioHOro OCBITIEHHS. Sk
BUJTHO 3 PUCYHKY, IUIsIMA A3€PKaJIbHOrO CBITJIA 3MIHIOE MOJIOKEHHS 1 pO3MIp 3aJI€kKHO

BiJl KyTa 30py.

Pucynok 3.9

3.4.5. Kamepa

Tenep, konmm MU MOXeMO 3a1aTh 00’€KTH Ha CIIeHI, HaM TOTpiOHA Kamepa, sKa

J03BOJISITUME HaM CITOCTEPIraTH 3a CIICHOO 3 PI3HUX MO3HUIIIH.

Sk Bimomo, Oyib-sIKe TIEPETBOPEHHS MOXKHA 3a7aTH Yepe3 BIAMOBIIHY MaTpHIlo. Mu
He OyneMo 30Cepe/KyBaTHCh Ha Ii TeMi, ajpke BOHA Mae OyTH BiIHOCHO BijoMa
KOKHOMY. BapTo 3a3HaumTH, 110 pyX KaMepH Ii¢ TOHATTS BITHOCHE, ajkKe 10 (HaKTy

Takoro 0o0’€KTa Ha HamIiil ciieHi Hemae. Mu TpOCTO pyXaeMo BIAMOBIAHI ICHYIOUH

Pucynox 3.10
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00’ekTH, cTBOpIOIOUM e(eKT HabmmxeHHs/Biaaanenusa. Ha pucyuxy 3.10 300paxeHa

OJIHA 1 Ta K CLIEHA 3 PI3HUX TOYOK 30pYy.

st toro, mo0 epeKTUBHO 3aJaTH TMOJOKEHHS KaMepH, HaM MOTPIOHO JEeKUIbKa
3HA4YeHb: MO3HUIIISI KaMEP B MEKax CBITY, HANPSIMOK, B SIKOMY BOHA JUBHUTHCS, BEKTOD,

KM BKa3ye HANpaBo BiJl KAMEPH i BEKTOP, KK BKa3ye Bropy (ous pucynok 3.11).

{Dfl.-DIIT
Y ~— / Y — \/
’ +Z ’ +Z

P

0,0,0) {0,0,0) (0,0,0)

=¥ N - o
1. Position 2. Direction 3. Right 4. Up

Pucynox 3.11[3]
3amaTti Kamepy B Xackesl MU MOXKEMO SIK 300paxkeHo Ha aicmuney 3.20.
Camera {

cameraPos
cameraFront

camerallp
Show

Jlicmune 3.20

Mu HaBMHCHO HE 3aJaJidi TYT HANpPSIMOK, ajpke Iie¢ OyJae BpaxoBaHO 3rOJIOM B

o0paxyHKax.

3ramyroud JIiHIHHY ainre0py, 3a JOMOMOrOK MATpPUIlb MH MOXKEMO 3aJaTh
TPUBUMIPHUN KOOPJAMHATHUM TPOCTIp 3 OyAb-SIKUX TPHOX NEPICHAUKYIIPHUX
BekTOpiB. [loTiM, MOMHOXHBIIM Oynb-sIKM BEKTOP HAa YTBOPCHY MATPHIIO, MH
MOXEMO OTPUMATH IIe BEKTOP B MeXaX 3aJaHOTO KOOPAMHATHOTO TmpocTopy. s
IILOTO0 MOYXKHA BUKOPUCTATH CIICIiaIbHy MaTPHITIO, BIIOMY B JTIiHIMHIA anreopi, l00kAt
(oue pucynox 3.12). Bona poOuth came Te, 110 O3HAYAE ii Ha3Ba — CTBOPIOE MATPHIIIO,

AKa «IUBHUTHCA» HA 3a1aHy HiJ’II). dakTUYHO 3a JOITIOMOI'ORO TaKo1 ManI/II_Ii MH MOKEMO
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e(PEeKTUBHO MEPEBOJUTH BCl KOOPJAMHATU CBITY y MPOCTIp NEPErisay, SIKUA MU

BU3HA4YMUIIN.

[R., R, R. O 1 0 0 —P,
u, U, U, 0 0 1 0 -—-P
Look At = * Y “ * s
D, D, D, O 001 —P,
I 0 o 1] L0 0o 0 1 |

Pucynox 3.12[3]
Ha mamonky My 0a4uMo, 110 MaTpHIlsl MICTUTh BeKTOp B HampsMky «lIpaBo» (R),
BeKTOpa B HampsMky «Bropy» (U), Hampsimok, B sikomy auBuThcsi kamepa (D) Ta

noswuirito kamepu (P).

B xackeni mojiiHy MaTpHIF0O MU MOXKEMO 3a7[aTi BUKOPUCTOBYIOUH OibmioTeky Linear.
V Hiii Bu3HaueHo Qynkiito l00KAL, sika mpuiiMae TpU apryMEeHTHU: TO3HUIIII0 KaMepH,
po3TallyBaHHs LI, Ta BeKTOp «Bropy». Mu MokemMO BHU3HAUUTHU JOMOMDKHY

(GyHKIIIO, sIKa CTBOPIOBATUME TaKy MaTpuiio (icmune 3.21).

lookAtMatrix

lookAtMatrix (Camera pos front up) = L.lookAt pos (pos “+* front) up

Jlicmunz 3.21

[ToTiM oTprMaHy MaTpHII0O MU MOXXEMO IepelaTd B Iehaep 1 MOMHOXHTH ii Ha

MO3HIIiI0 HAIIOro 00’ ekTa (zicmune 3.22).

setViewlniform ()
setViewlUniform lookAtMat program =
viewMatrix <- newMatrix RowMajor % toArray lookAtMat

currentProgram %= Just program
viewLocation <- get $ uniformLocation program “view™
uniform viewLocation %= (viewMatrix)

Jlicmune 3.22
®dynkiis npuiiMae Ha BXif |00KAt MaTpuIfo Ta meiaepHy mporpaMmy i BCTAaHOBITIOE
BIJINIOBiTHE 3HAUCHHs YHipopMy B mieinepax (due ¢ poszoini 3.3.1). Ilepmra crpiuka B
(GyHKIIIT MPOCTO MEPEBOAUTH MATPULIIO Yy TOW BUIJISI, B AKOMY ii CIpUiiMaTUMe

uniform (ocranHiii psSIOK).
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3.4.6. Main Loop

Mu B3xe roBOpMIIM IIPO Te, 10 ocHOBHA Jiorika OpenGL OynyeTscst Ha 3MiHI JESKOTO
rJ1I00aJIbHOTO cTany. Yci nporpamu meinepis, VAO, po3ranryBaHHs KaMepu — yce e
Ta iHopMalis, sika Mae OyTH BigoMa MPOTATrOM ycCi€l IporpaMu 1 SIKy MU NOBUHHI
MaTd 3MOTY 3MIHIOBaTU. [[71 1IbOr0O MM MOK€MO BHM3HAYUTH CIEHIAIbHUN 00’ €KT

State, sikuii 30epiraTMe BCIO HEOOXIAHY HaM iHpopmartito (zicmune 3.23):

Descriptor VertexArrayObject Program

State {
descriptors [

camera »
nVerts
lastFrameTime
keyRefs

mouseRet

Jlicmune 3.23

e descriptors — CHHCOK AECKPHIITOPIiB - 00’€KTIB, AKi MICTATH iH(OpPMAIIiIO,
HEOOXIIHY Il BimoOpa)keHHs NeBHOro Habopy BepmuH: VAO Ta meiaepHy
nporpamy. B HamoMy BUITaJIKy 1€ JECKPUIITOPH iKochepu Ta Jpkepena cBiTia.

e camera — KamMepa

e nVerts — KUTBKICTh BEPIIHH JJIs BiIOOpakeHHS

e lastFrameTime — gac monepenaroro peiimy. [loTounnii Yac MOKHA OTPUMATH
gyepes ynkiito getTime.

o KkeyRefs — criucok kiagimi, siki 3apa3 HATUCHYTI (demanvHiwe npo ye 8 po3oiii

3.4.1)

e mouseRef — irdopmarlis mpo MOTOYHE TOJOKEHHS MHIIKU (JdemanvHiue 6

pozoini 3.4.2)

[lepen mouaTkoM OE3KIHEUHOTO UKLy MU MOKEMO 3a/1aTH MOYaTKOB1 3HAUEHHS CTaHy

1 IOTIM MepeaaBaTH Iiek CTaH Bif oHiel iTepallii mainLoop mo ixmoi (zicmune 3.24).
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state = State {

descriptors = [descriptor, descriptorlamp],
camera = initCamera,

nVerts = fromIntegral $ length verts,
lastFramelTime = _lastFrameTime,

keyRefs = initKeyRefs,
mouseRef = initMouseRef

mainloop window state

Jlicmune 3.24

OcCHOBHI 10111, SIKi HEOOXITHO BU3HAUNUTH B MainLoop:

e BcTaHOBHTH MPOECKIIIO
e QOuuctutu 0ydep KoJIBOPIB, BCTAHOBUTH KOJIIpP BIKHA
e Bino6pazutu ikocdepy Ta HKepeno CBITIa, BUKOPUCTOBYIOUM JECKPUIITOPH,
AK1 MU TIepeJlaiy B 3MiHHIH State
o Ha pomMy Kpoki Takok HEOOXITHO MepenaTu yHihopMu B Vertex meiaep,
o0 po3TamryBaTu 00’ €KT B MPABUJIBHOMY MICIli: MOJOKEHHS KOXHOTO
00’exty Ta matpuirio l00kAt (BukopucToByrouu setViewUniform)
e OHOBUTH CTaH, a caMe TOJIOKEHHSI KaMepH, aJ[»Ke BOHO OyJie 3MiHIOBaTUCh, Ta
4ac OCTaHHBOTO (peimMy (icmune 3.25)
o [lepemkuyTH 0ydep uepe3 komanay swapBuffers
e 3abe3neuynTH pearyBaHHs Ha MoAii(MOTPiOHO A pyXy KaMepH) yepe3 KOMaHIy
pollEvents, ska xaicTae moii 3 uepru i 00po0Oiisie ix. be3 Hel aHimallis MpaoBaTH
He Oye.

e [loBTOpHO BUKIWKAaTH MAINLOOP 3 OHOBJICHUM CTaHOM.

newState = state{camera = newCamera, lastFrameTime = currTime}

Jlicmune 3.25

3.4.7. Ilpoexyis

Mu yxe roBopwiM mpo mpoekuii B pozoini 2.1.5. Tenep 3acTocyeMO 3HAHHS Ha

npakTuii. Sk yxe 3ragyBanock, Tak camo sk i B GLUT, B GLFW mu moxxemo 3agatu
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KOJI0O€K, AKui Oy/1e BUKOHYBATHUCh KOXKHOTO pa3y, KOJU 3MIHIOETbCSA PO3MIp BikHA. MU
3agamo ioro uepes FramebufferSizeCallback, skuit BuknkaTHMETHCS KOXKHOTO pasy,
KOJIM 3MIHIOEThCS po3Mip Oydepa kampy (zicmune 3.26). Yci GLFW konOeku

BCTaHOBJIIOIOTHCS TIEpe]] BUKIMKOM MainLoop.

G.setFramebufferSizeCallback window (Just % setProjection state)

Jlicmune 3.26
setProjeCtion — e I[OHOMi}KHa (I)YHKLIiH, AKY MW BHU3HAYMJIN [OJI1 BCTAHOBJICHHSA
npoexuii (zicmune 3.27).
setProjection G.
setProjection state window width height =
program = getProgramFromState state @

programLamp = getProgramFromState state 1

ratio = fromIntegral width / fromIntegral height
projMat = L.perspective (toRadians 45) ratio 8.1 108.8

projectionMatrix <- newMatrix RowMajor $ toArray projMat

projLocation <- get $ uniformLocation program “pr
uniform projlLocation $= (projectionMatrix)

projLocationlight <- get $ uniformLocation programlLamp
uniform projLocationLight $= (projectionMatrix)

Jlicmune 3.27

B 1mipomy mipukiiaii MU BUKOPUCTOBYEMO IEPCIIEKTUBHY MPOEKITit0. Taky MpoeKIlito
MO>KHA OTPUMATH TaKOX Yepe3 MATPHITIO, 32 JOTIOMOTOIO SIKOT MM MOKEMO OTpUMATHU
edext nepcnektuBU. CTBOPUTH TaKy MATPHUII0 MU MOXKEMO BHUKOPHUCTOBYIOUU YXKE

3Haliomy OibmioTeky Linear, sika micTuth QyHKIIIFO PErspective.

Ls byHKITIS CTBOPIOE 3pi3aHUi KOHYC BHIMMOTO IIpocTopy. Bee, 1m0 onuHs€eThes 1mo3a
KOHYycoM, Oyze oopizane. [leprmmii mapametp ¢ynkiii e — fov (field of view), abo nose
30py. BoHO BU3HAYa€, HACKITBKY BEJIMKUM € TIPOCTIP CIIOCTEPEKECHHS. 3HAYEHHS Ma€e
OyTtu B panianax. HactynHuii mapameTp — CriBBITHOLIECHHS IIUPUHUA Ta BUCOTH BIKHA,
abo aspect ratio. Tperiii i yeTBepTUH MapaMeTPH BCTAHOBIIOIOTH OJIMKHIO 1 JAJILHIO
TUIONTMHY 3pi3aHOT0 KOHyca. MakTUYHO OTprMaHa MaTPHIIS 3a71a€ KOHYC, TTOKa3aHUN

Ha pucyuky 3.13.



44

OTpumaBIIM NOTPIOHY MATPULIIO, MU TIEPEBOJIUMO ii B TOTPIOHUIN BUTJIA] 1 IEpEAAEMO
B ILIEHJEp, /1€ BOHA IMEPEMHOXKYETHCS 3 pO3TallyBaHHAM 00’ekta. Taky A0 MU

MOBTOPIOEMO SIK JIJIs 1IKOochepH, Tak 1 JUIsl IKepesia CBITa.

FAR PLANE

GETS DI3CARDE [}%
-

™ FOV
AN

Pucynox 3.13[3]

3.5. Kpox 4: Ilooii

Mu BigoOpasmm ikochepy, JHKEpeno CBITIA 1 3a1aJIM TIOJIOKEHHS KaMepu. Terep 1110

KaMepy MOTPIOHO «3PYIIUTH 3 MICIIS».
3.5.1. Hamucxanmns krasiw

GLFW no ananorii 3 GLUT, ngo3Bosie BUSHAYUTH KOJIOEK, SKUH BUKIUKATUMETHCS

KOXKHOTO pa3y IpH HaTUCKaHHI KJaBiri, 3a gJornomororo ¢yHkirii setKeyCallback.

[Ilo6 maTw 3MOTY HATUCKATH JIEKUTbKa KJIaBilll OTHOYACHO, MU OynieMo 30epiratu BCi
HATUCHYTI KJIABIIi B CTPYKTYpPY MaHuX Set, BU3HAUYCHHS SKOi 3HaXOIUTHCS B MO
Data.Set. Tlepenx mainLoOp Mu BH3HAYa€EMO MYCTHH CET i BCTAHOBIIFOEMO KOJIOEK

(ricmune 3.28). Tak six cet Oyje MOCTIMHO 3MIHIOBATUCH MPOTITOM POOOTH TIPOTPaMH,
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HaM NOTPiOHO OrOPHYTH HOro B crienianbHy MoHaay. Lle poouts gynkiis newlORef

(momynb Data.lORef), sika Bu3Havae retep i ceTep sl 3HAUCHHS.

initKeyRefs <- newlIORef S.empty

G.setKeyCallback window (Just % keyCallback initKeyRefs)

Jlicmune 3.28
keyCallback — dynkiis, sika npuiiMae HaOlp HATUCHYTUX KJIABIII i BIIOBITHO TOJIA€

a0o0 Buaase 3 ceTy 3HadeHHs (zicmune 3.29).

keyCallback { G. ) G.
keyCallback ref window key scanCode keyState modKeys =
keyState
G.KeyState 'Pressed ->»
modifyIORef ref (S.insert key)
G.KeyState'Released -> modifyIORef ref (S.delete key)
__ -» return
when (key == G.Key'Escape && keyState == G.KeyState'Press

(G.setWindowShouldClose window True)

Jlicmune 3.29
Y KOXHOIT 1mojii, CIPUYMHEHOI HATHCHEHHSAM KJaBilll, € AeKiabka craHiB: Pressed,
Released, Repeating. Hac 1iikaBasTh mepiii ABa — Ko KiaBima HatucHyTta(Pressed),
MU JToJaeMo 1i B CeT, SKIO K KiaBima Oyia «3BinbHeHa» (Released), mu Bugansemo i
3 cety. B kxiHIll QyHKIIT TakoX TepeBipseThcs un Oysia HaTUCHYTA KiaBima ESC abo

Enter i saxmio Tak, BIKHO 3aKpUBA€ETHCS.

Ha xoxHiii itepamii mainLoop mMum Oyaemo mepeBH3HAYaTH TIO3MINIO KaMEpH,

BUKOPHUCTOBYIOYH iH(OpMAIIifO TIPO Te, AKi KJIaBilli 3apa3 HAaTHCHYTI (icmune 3.30).

updateCamera G.
updateCamera keySet speed cam@(Camera pos front up) =
moveVector = S.foldr (\key vec ->» key
Key'W -> vec *+* front
.Key'S -» vec "-" front

.Key'A -> vec "-" L.normalize {(cross front up)
.Key'D -» vec "+" L.normalize (cross front up)

-» vec
(V3 @ 8 9) keySet
cam {cameraPos = pos *+" (speed ** L.normalize moveVector)}

Jlicmune 3.30
B ¢ynkuiro updateCamera nepegaeTbes CIMCOK HATHCHYTHX KJIABIMI, IBHIKICTH, 3

SKOI0 MU X04eMO, 00U pyXxajiach kKamepa Ta caM 00’ €KT kamepu. BukopucroByrouu
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foldr, gpyHKIlis MPOXOAUTHCS MO KOXKHIM KIIABINI 1 MOCIIZOBHO TOJIA€ IO HYJIHOBOTO
BEKTOpa BIAMOBIIHI 3HaueHHS. [liciig 4oro oTpuMaHuil BEKTOP TOAAETHCS O HOTOYHOL
no3uii kamepu. Foldr mo3Boisie peanizyBaTu pearyBaHHS OJHOYACHO Ha JICKLTbKa

HAaTUCHYTHUX KJIABILI.

3.5.2. Pyxu muwiku

3a [0MOMOrord MHUIIKMA peani3yloTbesa mnoBopotu kamepu. [lloOu matu 3mory
PO3AUBIIATHCS CLEHY, HEOOX1IHO 3MiHIOBaTH «Fronty BexTop kamepu. s peanizanii

BUKOPHUCTOBYIOThCs KyTH Eitniepa (ous pucynok 3.14).

Vaw

Pucynok 3.14[3]
[Mepmmii kyt (pitch) omucye, HACKIIBKKA CHIBHO 00’ €KT AUBHUTHCS Bropy ab0 BHH3.
Jpyruii (yaw) mokasye MarHiTyay, HAaCKUTbKU CHJIBHO 00’ €KT BIIXHMJICHUH BIiBO 200

npaBo. | octanHii (roll) onmcye, HacKiTbKK CHITBHO 00’ €KT «IIEPEKOUCHUIN.

JlJist Kamepy BUKOPUCTOBYIOTHCS JIMIIIE TIEPINi Ba 3HAUYCHHs. Maroun 3HaUYC€HHS 1TUX
KyTiB, MOKHA TiepeBecTd iX y 3D BekTop i TakuM YMHOM 3acTtocyBat 10 «Front»
BEKTOpa KaMepH. 3HAIOUH, K IPOSKTYIOTHCS Il KyTH Ha BiAmoBinHi oci (pitch Ha oci x
Ta y, Yaw Ha OCi X Ta Z), MA MOXE€MO TIO€JTHATH BIAMOBIAHI MPOEKIIii 1 OTpUMATH

3HAYCHHsI HOBUX KoopauHaT «Front» Bexropa (gpopmynu 3.4 — 3.6).
x = cos(yaw) * cos(pitch) (3.4)
y = sin(pitch) (3.5)

z = sin(yaw) * cos(pitch) (3.6)
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3HavyeHHs1 pitch Tta yaw o00paxoBYIOThCS 3 BpaxyBaHHSM IONEPEIHBOTO IXHBOTO

3HA4YCHHA Ta 3CYBY, SIKMU 3aJICKUTH Bi)_'[ ITOJIOXKXCHHA MHUIIIKH.

Jiist Toro, 100 o0paxyBaTu BEKTOpP, HEOOX1IHO 30epertu iHpopMallito Npo nonepeaHi

3HAYCHHSI KYTiB Ta PO3TAIllyBaHHS MUIIKH (zicmune 3.31).

Mouselnfo {
prevPos {
prevPitch

prevYaw
frontVec
Show

Jlicmune 3.31
Lleit 00’exT Mu 30epiraemo rirodansHo B State (zicmumne 3.24), 3amaemMo KonOeK Jist
mumka 3a gonomororo GLFW ¢ynkmii setCursorPosCallback Ta Bumukaemo
BigoOpakeHHs Kypcopy uepe3 setCursorinputMode (zicmune 3.32).
initMouseRef <- newIORef $§ MouselInfo Nothing @ (-98) (V3 @ @ (-1))

G.setCursorInputMode window G.CursorInputMode'Disabled
G.setCursorPosCallback window (Just % cursorPosCallback initMouseRef)

Jlicmune 3.32

cursorPosCallback - 1e momomikHa (QyHKINS, sKa poOUTH BCI BHUIIECHABEICHI

po3paxyHku (zicmune 3.33).

cursorPosCallback
cursorPosCallback ref window xpos ypos
modifyIORef ref $ ‘\oldInfo ->
(lastX, lastY) = prevPos oldInfo
Nothing -> (xpos,ypos)
(Just (lastX,lastY)) -» (lastX,lastY)
sensitivity = 9.02
xoffset = (xpos - lastX) *
yoffset = (lastY - ypos) *

lastX' = xpos

lastY' = ypos
oldPitch = prevPitch oldInfo
oldYaw =

newYaw =
newPitch
pitchR =
yawR =
front = L.normalize $ V3 (cos yawR * cos pitchR) (sin pitchR) (sin yawR * cos pitchR)

MouseInfo (Just (lastX',lastY')) newPitch newYaw front

Jlicmunz 3.33

prev¥aw oldInfo

(oldYaw + xoffset) “mod""

= min (max (oldPitch + yoffset) (-89)) 89
toRadians newPitch

toRadians newYaw
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4. HASKELL | GAMEDEV

Ha BrmacHOMy J0CBili MU MEPEKOHAINCH, MO0 (PAKTUUYHO OOMEXEHb JIsI 3aJaHHS
IIKaBUX 1 CKJIAAHUX cleH Ha Xackenl Hemae. Bcee 3anexuTs Bijg 0101i0TEKH 1y
Burnaaky OpenGL y Hac ifiCHO € 10BOJII IIMPOKUM 1 THYYKUA HAOIp 1IHCTPYMEHTIB.
[IpoTe MOKHa MITH 1I€ AaJli 1, BAKOPUCTOBYIOUM CIeliajibH1 010110TEKH, pO3po0IATH

HEBEJIUKI ITPH.

4.1.Yampa

Yampa — 1ie npeaMeTHO-OpiEHTOBaHAa MOBA, BOy/JoBaHa B XaCKellb, Ika BUKOPUCTOBYE
npuniunu FRP (®yskiionansae PeaktuBne I[Iporpamysanns). Cunrtakcuc Yampa

noOy10BaHUM Ha OCHOB1 AITOWS, sK1 (DaKTUYHO € y3arajJlbHCHHSIMH MOHA/I.

Sk MoxHa 3po3yMmiTH 3 Ha3Bu, FRP € koHuemnmieo peakTUBHOTO NMpOrpaMmyBaHHS,
OCHOBHI OyJiBeNbHI OJIOKM $KOi 3aCHOBaHI Ha MpUHIOMNAX (PYHKIIOHATBEHOTO
nporpamyBaHHs. [[yxe udacto FRP BUKOpPHUCTOBYEThCA came sl MpOrpaMyBaHHS
rpadiuaux iHTEepdeiciB Ta irop. BukopuctoByroun FRP, MoxHa Bu3HauaTu mofii y
BUTJIAI1 TOTOKY. [IporpamicT Moe po3TalioByBaTH YaCTUHU KOAY (CUTHAIH) B LILOMY

ITOTOII, 1110 JTO3BOJISE 3B’ A3aTH iX 3 MUJLIIO Ta BiApearyBaTH Ha BiAMOBIIHI MOIIi.

@DyHKITIOHAJIEHE PEaKTUBHE MPOTpaMyBaHHs IHTETPYE KOHIICTIIIIO YaCOBOTO MOTOKY Y

9UCTO (PYHKITIOHATBLHUHA CTHJIb. 3 HOTO JOIIOMOT'OO JIOJAATOK CTA€ SBHUM Ta HATIMHHIM.

Yampa 6a3yeTbcs Ha TBOX OCHOBHUM KOHIIETIIISIX — 1€ CUTHAJIM Ta CUTHAIBHI (yHKITIT.

Curnan — e QyHKIis, sSKa 03HAYa€E Mepexi Bia gacy 10 3HaYeHH[6]:
Signal a = Time - «

Yac € Oe3nepepBHUM 1 MPEICTABISIETHCA Y BUIJIAA1I HEB1J €MHOTO JIHCHOTO 4YHCIA.

[TapameTp o o3HaYa€e 3HAYCHHS, SKE ITEPEIAETHCS CUTHATIOM[6].

CurHanbHa QYHKITIS € QYHKIIIERO BiJl OJTHOTO CUTHATY JIO iHIIOro[6]:
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SFaff = Signal a — Signal §

Konu ¢ynxkuis tTuny SFaf} 3acTocoByeThbest 10 BXiAHOTO curHany Signal o, Ha BUXO/I1

OTPUMYEThCS CUTHaN Tuny Signal f3.

[IporpamyBanns 3 Yampa nossirae y BA3Hau4€HH1 CUTHAJIbHUX (DYHKIIIH 3a JJOIIOMOT 010
Ha0opy KOMOIHATOPIB Ta 0A30BUX MPUMITHBHUX CUTHAIIB, sIKI O€3M0CEpEIHBO HAIAE
616mioreka Yampa. Haitbinpim 6a30BUMHU KOMOIHATOpaMU € arr, siKui MepeTBOPIOE
3BUYAlHY (DYHKIIIIO B CHTHAJIbHY, Ta JBa KOMITO3MIIIiHI KOMOiHaTOpH >>> Ta <<<[6]

(ricmune 4.1). Pucynox 4.1 300paxae Ti ) KOMOIHATOpH, aje y AiarpaMHOMY BHIJISII.
arr :: (a->b) ->SFab
(¢<<) :: SFbc->8Fab->8Fac
(>>>) :: SFab->5F bec->85Fac

Jlicmune 4.1[6]

__»_@__} —»| sf1 —blsf2 |——h

(a) arr £ (b) sf1 >>> sf2
e i =
y | /D
(c) first sf (d) loop =f

Pucynoxk 4.1[6]
[lo6 3amyctutn Yampa mporpamy, MOTpiOHO SKOCHh 3B’sA3aTH BXINHI Ta BUXIJHI
CUTHAJIM 13 HaBKOJHMIIHIM cBiToM[6]. Lle MoxHa 3poOuTH 3a IOTOMOTOI (QDYHKITIT
reactimate, sika (GakKTHIHO € IIMKJIOM BHIY «BXIJIHI aHI — MPOIEC — BUXIAHI JaH1».
Bona dbopmye inTepdeiic Mk cUTHATBbHUMHU (QYHKIISIMH Yampa Ta HaBKOJIHIIHIM
cBiTOM. SIK 3a3HA4aJloCh, Yac BBAXKAETHCA OC3MEPEPBHHUM, ajie IS TOro, o0

00pOoOUTH CUTHAJ, HEOOXITHO BUOpATH HOTO B IIEBHUII MOMEHT Yacy|[7].

Mu He OymeMo JeTanbHO 3YNMUHATHCH Ha IHIMIMX KOMOiHaTOopax Yampa, amke

3acTOCYBaHHS Yampa Ha MPaKTHUlll € TEMOIO 11 OKPEMOi pOOOTH.
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3aCTOCOBYIOUM MPUHIUIIKA Yampa, MOKHA BU3HAYATH JIOTIKY AUHAMIYHUX 00’ €KTIB,
CTaH SIKUX 3MIHIOETBCA 3 4YacoM (HampHKiIaa, TpaBelb, BOPOT, MOKJIUBO JAEsKi

€JIEMEHTHU CEepPEeIOBUIIA).
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BucHOBKH

Xackellb — CyTO MaTeMaThyHa MoBa nporpaMmyBaHHs. Lleit Mid icHye yxe He OJIUH PIK

cepell TUX, XTO HE 3HAMOMUH 3 1[1€10 MOBOIO IIPOrPaMyBaHHS.

B pamkax wiei kypcoBoi poboTu Oylo JOBEAECHO, IO MOXIMBOCTI XAaCKENO He
OOMEXYIOThCS MpOrpaMyBaHHSIM MareMaTuuHux ¢opmyn. HaBmaku, BiH MPOMOHYE
IMIUPOKUIN CTIEKTP 3aCO01B JJIs1 CTBOPEHHSI LIIKABUX Ta CKJIAJHUX MPOrpam, B TOMY YHCIIi
1 rpad19HUX, SIK1, OUIbILIE TOTO, MOKHA PO3BUHYTHU 1 BUKOPUCTOBYBATH SIK OCHOBY JIJIsi

pO3pO0OKH irop.

byno peanizoBano moOyAOBY CLIEHHM 3 IKOCaeIpoM Ta KyOOM, SIKU BHUKOHYE POJIb
JDKepelia CBITJIa Ta 3eMyJIbOBaHO €(eKT KaMmepH, sIKy MOKHA PyXaTH i MOBEPTATH.
dakTHYHO MOJI0HA MporpaMa Hajae 0a30Bui (PyHIAMEHT Uil CTBOPEHHS Habarato
CKJIQJIHIIIIUX CIIeH, aJpKe OyJI0 BUPIIMICHO HAWTOJIOBHINTY MpOOJEMYy - TMO€THAHHS
Xackeno, ¢ HeMae TOHATTS 3MIHHOTO TIJI00allbHOTO CTaHy, 3 TpadiuHoro

010J110TeKO¥0, JIOTIKa KO IKpa3 3aCHOBaHa Ha MOAIOHOMY CTaHi.

3Buuaiino, rpadiuna po3poOka Ta gamedev — He Ti 3amadi, I SKHX XacKelb
CTBOpPIOBaBCA. TOMY MOMIJIMBOCTI BUKOPHCTaHHS rpad)ikyd Bce Ie OOMEXKEHI uepes
HEJIOCTATHIO KUIBKICTh HaBYAIBHUX MaTepialliB Ta CTAOLIBHO MPAIO0UnX 010J110TEK.
[Ipote 3ama4i MajJeHBKOI Ta CEPEIHBOI CKIATHOCTI a0COTIOTHO PEealbHO peani3yBaTu

(1 mexonu HaBITH 3pYy4HiIe) 3aco0aMu XacKero.
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