KypcoBoi npoexT
«Pa3pabotka untepakTuBHOM 3D-cuensl ¢ ucnonb3oBanueM OpenGL ES 2.0»

Heab: mpuoOpecTd TPAKTUYECKWE HABBIKM TMOCTpoeHHs 3D-00BEeKTOB,
MIPUMEHEHHUSI MaTEPHAIOB U TEKCTYp, HACTPOMKHM OCBEIICHHS U KaMepbl, a TakKe
Hay4YUThCS UCTO0JIb30BaTh HATUBHBIN Kol HAa C++, Oubnuorexku Assimp u GLM.
3apanue: Paspabotath MoOWIbHOE mpuiioxeHue st Android, oroOpakaroiee
TPEXMEPHYIO CIICHY B COOTBETCTBHHM C WHJIUBUIAYAJbHBIM BapUAaHTOM 3aJaHUS.
UcnonszoBate OpenGL ES 2.0 gns peHaepuHra Mojeiedl W IICHUJIEpOB.
Heo06xo1uMo HCMONAB30BaTh TEKCTYphl JUISI  PEATMCTUYHOTO  OTOOpaKeHUs
o0BekTOB, Moaenu B ¢opmare .obj s mpenacraBieHus 3D-00BEKTOB U
OoubMoTeky Assimp Jyuis UX 3arpy3ku U oOpaboTku. Kamepa poikHa BpamaThes
BOKpYr cueHbl. Daiibl Mojeneil MOXHO cKadaTb € JI000ro OecIuiaTHOTO
UCTOYHUKA, Hanpumep, https://open3dmodel.com/3d-models/obj/page/3.

Homep BapuaHTa COOTBETCTBYET Mocienuel nudpe Bamrero maposrs.

Cpena paspa6orku: Android Studio.

SI3pIk: Java, C++.

BapuvaHTbl 3aaaHus:

3amanue 1: "XonoaunbHuk".
PeanuszoBats 3D-clieHy, H300pakarolyto BHYTPEHHEE ITPOCTPAHCTBO
XoJIoAuSIbHUKA. Ha ciieHe T0JKHBI ObITh:

Crarnueckoe n300pakeHne XOJIOANIBHON KaMephI.

AnenbcuH (cdepa ¢ TEKCTYpoil).

[TakeT MoJ0Ka (MPAMOYTOJIbHAS TPU3MA C TEKCTYPOU).

Cocucku (UIATUHAP UITU OBAI).

BbyTbuika (KOHYC + TUIUHAD).

OcgenieHre BHYTPY XOJIOAMIBHUKA C JIETKUM MEPIIaHUEM JTaMIOYKH.

JIBepua kak cTaTudecKasi MOAENb.

3amanue 2: "Kene3HonOpOKHBIN BOK3aT"
Coznatbs 3D-Moz€eIb Kee3HOA0POKHOTO BOK3ajia C TTOE3/I0M U OKPY>KEHUEM.
Ha criene q0mKHBI OBITH!
e (CraTUyeckoe 3/JaHre BOK3asla ¢ UH(POPMAIMOHHBIM Ta0JIO U CKaMeWKaMH.
e [loe3n u3 3 BaroHoB (margopma, HUCTEPHA, KPBITHIM BaroH) — Ka>K/bIi
BaroH Kak OTAeJIbHasi MOJENb.
o [Ipocrast anumarus ABMKEHUS Toe3/a (MepeMenieHrne B0JIb MIaThopMbl).
e TekcTypbl 15 31aHKsI U BarOHOB.
e PaBHOMEpHOE OCBEIIICHUE U MUTAaHUE YaCOB.

3apanme 3: "Cynepmapker”
PeanuzoBats 3D-cueHy TOproBoro 3aja ¢ nojkamu 1 Topapamu. Ha cuene
JIOJDKHBI OBITh:
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e HeckonbpKo cTemnaxen ¢ pa3HbIMA TOBapaMH.

e KopoOku (kKyOsl), 6aHKH (LIMJIMHAPHI), OYTHUIKK (KOHYCHIMIHHAD),
KOHCEpBHBIC OaHKU (IIMIAHIPHI).

o [IpumMeHeHre TEKCTYP MJIsI UMUTAITUN STHKETOK U YITAKOBOK.

e BepxHee ocBenieHne ¢ MEpIIaHUEM BBIBECKH HaJI KACCaMH.

3ananue 4: "I'opoackoit nanamadt ¢ ponranom"
Coznatb 3D-cuieHy ropoAckoil miomaau ¢ GOHTaHOM U IpyruMu oobekramu. Ha
CLIEHE JJOJIKHBI OBITh:
e @DoOHTaH C aHMMAILMEN C IIOMOIIBIO IPOCTOTO ABUKEHUS YACTHII.
KnymOsI (T10ckre 00bEKTHI C TEKCTYPOH IIBETOB).
JlexopaTuBHBIE €71 (TEKCTYpUPOBAHHBIE MUPAMHU/IBI).
3nanue OUOIMOTEKN U OCTAaHOBKA OOLIECTBEHHOI'O TPAHCIIOPTA.
HamnpaBneHHsblii THEBHOM CBET.

3aganue S: "Asponopt”
Cospnate 3D-cueHy a3poropra ¢ TEpMUHAIOM U B3JIETHO-TIOCAJOYHOM mmonocoit. Ha
CIICHE JIOJDKHBI OBITh:

e Tepmunan ¢ nHGOPMAITMOHHBIM Ta010 (0€3 OOHOBIICHHUS ).

e (CaMOJET Ha B3JIETHOM MoJIOCE.

e bamrHs ympaBiaeHUS ¥ BpPAIIAOIIHECs CBETOBBIC MasTuKH Ha HEH.

e [lpoctbie ¢purypsl moaen (HUAMHAPHI UK KyObl).

e HouHoe ocselieHue.

3ananme 6: "Mara3uH ObITOBON TEXHHUKHU"
PeanuzoBars 3D-cueny marasuna c snexkrponpudopamu. Ha ciieHe 10KHbI ObITh:

e [losku ¢ pa3HOM TEXHUKOM.

o TeneBu3zops! (MPIMOYTOIBHUKU C TEKCTYPOU SKpaHa), MUKPOBOITHOBKH
(MpAMOYTOJIBHUKH C TEKCTYPOM ), YTIOTH, XOJIOAMIBHUKH (KyOBI C
TEKCTYpaMH).

e Bpaienue BeHTUIATOpA HA TTOJIKE.

o [IpumeHeHne TEKCTYp AJS UMHUTAIUNA METaJlJIa U MJIaCTHKA.

e (cBenieHne ¢ NOACBETKON OT TEXHUKHU.

3ananme 7: "ABTOMOOWMIIbHAS TApKOBKA"

Co3znatb 3D-crieHy MHOTOYPOBHEBOI'O ITapKUHra ¢ aBToMoomisimu. Ha cuene

JTOJKHBI OBITh:

e [lapkoBOouHBIEC MECTa U MAIIMHBI Pa3HbIX (POPM: KyObl, HUIHH]IPHI,
AIUTUTICOUBI.

e JlecTHuIbl U yKa3aTesu HarpaBiaeHus (0€3 CI0KHBIX MOJIEIEH ).

e Ilepemenienne ogHON MalTMHBI HA CBOOOIHOE MECTO (JIBHKEHHE TIO
IpsIMOiA).

e Bepxnee ocsenieHue.



3aganme 8: "Urposas miomaaka"

PeanmuzoBats 3D-cluieHy neTckoi urpoBoi momaakyd. Ha ciieHe 10KHBI ObITh:
e Kapycenb, kauenu, ropku (IPOCThIE MOJICTIH ).

Bpamenne kapycenu u KojaebaHue Kadese.

MuHuManucTuuHble (PUTypKH eTel (HUIHHIPHI C TOJIOBOM).

JlepeBbsi, MECOYHMITA, CKAMEHKH (TEKCTYpPUPOBAHHBIE MOJICIIN).

Msrkui fTHEBHOU CBeET.

3apanme 9: "JlabopaTtopust HaydHOTO 000pYIOBAHUS"
PeanuzoBath 3D-clieHy nHTEpbepa HaAyuyHOU nabopaTtopun. Ha clieHe 10IKHBI
OBITh:
e (Croubl C pa3IMYHBIM 000PYIOBaHHEM.
e MUKPOCKOIIBI, KOJIOBI, TPOOUPKHU (IIUIHHIPHI, KOHYCHI, CPEPHI C
TEKCTypamu).
e l3meHeHue 11BeTa KUAKOCTH B KOJOE.
e KommnbroTepsl (IpsIMOYTOJIBHUKH C TEKCTYPOU 3KpaHa).
e [IpocToe ocBemieHue.

3ananme 0: "Kade B cTuie perpo”

Coznats 3D-crieny uaTepbepa kade B perpo-ctriie. Ha criiene J0JKHBI OBbITh:

e Crynbs, CTOJNBI, OapHas CTOWKA (TEKCTYpUPOBAHHBIE MOJEIIH).

e [locyna: yamku, Tapenku, rpapuHbl (UMIUHAPHI, KOHYChI, KyOBI C
TEKCTYpaMH).

e DJIEMEHTHI ICKOpPA: BUHWIOBBIE TUIACTUHKY, CTAPUHHBIE YaChl, HEOHOBAS
BBIBECKA.

e BpaieHue npourpeiBaTes.

e MrKuid CBET OT JIFOCTPHI.

MeTtoauyeckue yKka3aHusl K BbIINIOJHEHHIO KYPCOBOI0 IPOEKTA
[Ipe’xxne uyeM HayaTh BBIMIOJIHEHUE KYpPCOBOTO TMPOEKTa, HEOOXOAMMO MOJIYYUTh
MOJIOKUTENBHYIO OLICHKY 32 JabopaTopHble pabOThl, a TAKKE U3YyUUTh JIEKIHIO No§.

3areM peann3oBaTh 3aJaHKE [0 BApUAHTY, CJIETysI pEKOMEHAALMSAM T10 I1aram;

e Illar 1: Coszmaiite mpoekt B Android Studio.
B npouecce coznanus HOBOro MpPOEKTa yOeAUTeCh, UTO Bbl BbIOpanu mabdsoH Empty
Activity u Brmounsii noaaepkky C++ npu nomontu diaxka Include C++ support.
D10 obecrieunt aBromatudeckyro HacTpoiky NDK, CMake um xommnunsitopa C++.
Takke HeOOXOIMMO CKavaTh U YCTAaHOBUTH MociienHiow Bepcuio Android NDK uepes
SDK Manager Baytpu Android Studio u ycranoBute CMake (moctynen yepe3 SDK
Tools 8 Android Studio).

e [llar 2: HacTpoiite CTpyKTypy NpOEKTa.
Co3pnaiiTe CTpyKTypy NpOeKTa, BKIIOYAIOUlyto Java-4acThb (Ui B3aUMOJEHCTBUS C
Android API) u matuBHyto wacth Ha CH++ (ms paboter ¢ OpenGL). B Java-koze
noHano0sTcs kiaccel MainActivity, MySurface, MyRenderer u LoadLibJNIWrapper.



B mamke cpp OyayT HaxoauThcs Bce HaTWBHBIC (aiinbl: native-lib.cpp, Model.cpp/h,
Mesh.cpp/h, Shader.cpp/h, model loading.cpp/h, a Taxxe cropoHHue OHOTUOTEKH
Assimp u GLM. IlpaBunbHo Hactpoiite CMakeLists.txt, 4ToObI OH BKJIIOYal BCE
HEOOXOMMbIE MOTYJH U MYTH K OnOimoTekamM. B HEM HYXHO yKa3aTh BCE UCXOIHBIE
¢aiibl, MyTH K 3aroJIOBOYHBIM (paiiyiaM CTOPOHHUX OMOJIMOTEK, a TAK)KE 3aBUCHMOCTH,
HeoOxoauMble 1 pabote OpenGL ES 2.0.

e [llar 3: Ilonkmrouute 6mbHOoTeKY GLM.
bubmuoreka GLM wucnonsdyercs s pabOThl C MaTpHllaMHd, BEKTOpaMU U
npeoOpazoBanusMu B 3D-mpoctpanctBe. Ckavaiite GLM ¢ odwurmansHOTO caiita
(https://github.com/g-truc/glm/tags) u pasapxuBupyiite ee B katajior «dependenciesy,
no00aBpTe MyTh K 3arojoBouHbIM (aitlam B CMakeLists.txt. Ota OubmnoTexka He
TpeOyeT KOMIMWISALIUYA — OHA MOJHOCTHIO COCTOUT M3 3ar0JIOBOYHBIX (DaiijIoB U TOTOBA
K UCTIOJIb30BAHUIO Cpa3y MOCIE MOAKITIOUEHUS.

o [llar 4: Ilogkmrounte 6UGIUOTEKY Assimp.
Assimp — »To wMomHas OuOaMoTeKa Ui 3arpy3ku  3D-Mojeneil  pasiudHbIX
dbopmatoB, B ToM uucie .obj. UToObl € ncnonab30BaTh, BaMm HYy)XHO cKauyaTh UCXOIHBII
xox Assimp (https://github.com/assimp/assimp/releases), coopats ero moa Android ¢
nomompo CMake u ckonupoBaTh B mamky app/src/main/cpp/Assimp. Ckonupyirte
nanky assimp B KopeHb Bamiero Android-npoekra, co3naiite manky build mis cOopku
(<YourProjectRoot>/app/src/main/cpp/assimp/build), urto6er CMake wMor Tyaa
MOMECTUTh pe3ysibTaThl cOOpku u 3amyctute CMake ¢ ykazanuemM Android NDK u
nieneBoit apxutekTypbl. [Ipumep mist ABI armeabi-v7a (ARMV7):
cmake -
DCMAKE_TOOLCHAIN_FILE=$ANDROID_NDK/build/cmake/android.toolchain.c
make \
-DANDROID_ABI="armeabi-v7a" \
-DANDROID_PLATFORM=android-21 \
-DBUILD_SHARED _LIBS=0OFF\
-DASSIMP_BUILD_ASSIMP_TOOLS=0OFF \
-DASSIMP_BUILD_TESTS=0FF \
-DASSIMP_BUILD_ZLIB=ON\

3nece SANDROID_NDK — 3to monubiii myTh k Bamemy Android NDK (mampumep,
/Users/yourname/Library/Android/sdk/ndk/25.2.9539766).

Ecnu BbI X0THTE COOpaTh MO APYTYIO apXUTEKTYpY, 3aMEHUTE armeabi-v7a Ha:
arme64-v8a, x86 64 mmu X86 (a1 3MyJIITOPOB).

[Tocne ycmenmHOW KoH(MUTypanuu 3amycTUTe COOpPKY (IIsI 3TOTO HCHOJB3YyeTCs
KoMaHJa make B KOMaHIHOW CTPOKE), M B pe3yibTare OyAeT CO3/aHa CTaTHYCCKas
oubnuoTteka libassimp.a (mocie 3aBepiieHus COOPKU OHA JOJDKHA TTOSBUTHCS B OJTHOM
u3 moamanok <YourProjectRoot>/assimp/build/code/libassimp.a), kotopyro HYXHO
ckonupoBath B mpoekT (<YourProjectRoot>/app/src/main/cpp/libs/<ABI>/libassimp.a,
rae <ABI> — 310 armeabi-v7a, arm64-v8a, x86 64 u T. 1.). 3arosoBo4YHbIe (haibl
OubIMoTeKN EePEMECTHUTE TaKKe B CBOI POEKT
(<YourProjectRoot>/app/src/main/cpp/include/assimp). Bei moxere coOpath Assimp
Jutst HecKoJbKUX ABI M MOJI0OXKHUTH COOTBETCTBYIOIIME .a (DAIbI B HY>KHBIE TMAIKU B
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npoekte. JloGaBbTe MyTh K 3arojoBKkaM u oObekTHOU OuOnmoreke B CMakeLists.txt,
qTOOBl BaIll MPOEKT MOT HCMOJh30BaTh (PyHKIMOHAN Assimp 1 mapcuHra 3D-
MOJIEJICH:
# Jlo6aBmsiem mokarajior Assimp
add_subdirectory(${CMAKE_SOURCE_DIR}/src/main/cpp/assimp)
# Yka3bpIBaeM, /1€ HaXOSATCS 3ar0JI0BOYHEIE (hailibl
include_directories(${CMAKE_SOURCE_DIR}/src/main/cpp/assimp/include)
# JloGaBasiem ASSIMP B CIIMCOK JINHKOBKU
target_link_libraries(

native-lib # nms Baieit HATUBHOM OUOIMOTEKH

assimp  # no6Gasisiem Assimp

${log-lib}
${GL20}
glm

)

Teneps BbI MOXKETE UCTIONB30BaTh Assimp B BaiieM C++ koje:
#include <assimp/Importer.hpp>
#include <assimp/scene.h>
#include <assimp/postprocess.h>
Hampumep, uToObI 3arpy3uTh MOJIEIb!
Assimp::Importer importer;
const aiScene* scene = importer.ReadFile("model.obj", aiProcess_Triangulate |
aiProcess_FlipUVs);
if (Iscene) {
// O0paboTKa OMOKH

¥
Cobepute TPOEKT U 3aIyCTUTE €r0 Ha AMYJATOPE WM peaibHOM yctpoiicTBe. Ecnu
OIIMOOK KOMITWJISILIUA HET, AsSSimp YCIENIHO WHTErPUPOBAaH B MPOEKT U TOTOB K
HCIIOJIb30BaHUIO.

e [llar 5: Coznaitte Java-kinaccel miist OpenGL ES.
Coznaiite ocHoBHble Java-knaccel: MainActivity, MySurface, MyRenderer u
LoadLibJNIWrapper. MainActivity co3gaér osk3emruisip MySurface, kotopsiid
ucnonb3dyer MyRenderer nnst penaepunra. MyRenderer oTBeyaeT 3a MHULIMATTU3ALMIO
OpenGL, 3arpy3ky TekcTyp u nepeaady nyred k 3D-gaitnam B CH+.
LoadLibJNIWrapper coaep>XxuT HaTUBHBIE METO/IbI, BEI3bIBAEMbIC U3 Java U CBs3aHHBIE
c C++.

e [llar 6: Peanuzyiite menaepsl 1 NporpamMmy MIEUIEPOB.
Coznaiite BepmMHHBIN W (PparmMeHTHBIN meinepsl Ha si3bike GLSL. Bepmunubiid
meinep Oymer oOpabaThiBaTh TMOJOKEHWE BEPIIMH W TepefaBaTh TEKCTYPHbBIC
KOOpPJIMHATHI, a (parMEHTHBIM — TMPUMEHSTh TEKCTYPy K TMOBEPXHOCTH MOJICIIH.
OO0benuHNUTE ATU MICHIEPHl B OJIHY MPOrPaMMy, KOTOPYIO BbI Oy/IeT€ MUCIIOJIH30BATh B
OpenGL.

e [llar 7: 3arpy3urte TEKCTYpbI 11 MOJICJICH.
[ToaroToBbTE TEKCTYPHI B (hopmaTe .png sl KaKI0ro 0OBEKTa CLIEHbl U TOMECTUTE UX
B manky res/drawable. B metone onSurfaceChanged kiacca MyRenderer 3arpyskaiite



TekcTypbl ¢ momonibto GLUtils.texImage2D() u mpumeHsiiiTe K HUM CTaHIapTHHIE
napameTpbl:  ¢GuiIbTpalus, TOBTOPEHUE, TreHepalus  mipmaps. TekcTypsl
NPUBS3BIBAIOTCA K TEKCTYpHBIM OJlOKaMm, a 3aTeM IMepefaloTcs B IMIeHaepbl s
WCIIOJIb30BaHUs [P OTPUCOBKE MOJIEIIEH.

e [llar 8: 3arpy3ure 3D-mozaenu B popmarte .obj.
[Tomecture Bammm 3D-mozenu B dopmaTte .0bj BMecTe C COOTBETCTBYIOUIMMH .mtl
daitmaMu u TekCcTypamMH B mamnky assets mpoekrta. Painer .mtl — 310 daiinb
MaTepHaioB, KOTOPbIE pabOTAIOT BMECTE C .0bj MOAENIsIMU, YTOOBI 3a/1aTh UX BHEIIHUN
BHJI: 1IBETA, TEKCTYPHI, OTPAKECHUSA W IPOYHME MOBEPXHOCTHBIE cBoMcTBA. Yepes JNI
nepenaBaiTe MyTH K 3TUM (QailtlaM B HaTUBHBIM koA. Mcmonw3yiite OuOGInoTeKy
Assimp ans mapcuHra (aiaoB U W3BJICYEHHUS JAHHBIX O BEpPIIMHAX, HOPMAIIX U
TEKCTYpHBbIX KoopauHaTaxX. CoxpaHUTE KaXOAyl0 Mojenb Kak Habop meweid (Mesh)
BHYyTpu Kkjacca Model. Mem — 3T0 MuUHUMAaNbHas €IWHULA MOJENIH, KOTOpas
COJICP’)KUT BEpPUIMHBI C KOOPJAWHATAMH, TEKCTYPHBIMU JaHHBIMH W HOPMAaJsMH,
WHJIEKCHl JUIs TOCTPOCHMSI TOJMIOHOB, & TAaK)Xe MaTepuall, ONPEICISIOMUN eé
BHEIIHUN BUJI.

e [llar 9: Beraucaure MaTpuiibl IpeoOpa3oBaHUs.
Ucnonb3ys 6ubnmunoreky GLM, BblUMCINUTE TPU OCHOBHBIE MATPHUIBI: MOJENb, BUJ U
IPOEKIMI0. MaTpuiia MoAeNr ONpeneisieT IMOJ0KEHWE M OpPUEHTAIMI0 OOBEKTa,
BUJIOBas MaTpHIla 3a1a€T TOYKY 3PEHUSI KaMephl, a MPOCKUUOHHAS — IMEPCIEKTUBY.
[lepemHOXBTE uX, YTOOBI TOMYy4uTh MaTpuimy MVP (Model-View-Projection),
KoTopas mepenactcs B mehaepsl. Kaxapiii 00beKT MODKEH MMETh CBOK MATPHILY
MOJIEIH, YTOOBI PABUIIBHO pa3MELIaThCs B IPOCTPAHCTBE.

e [llar 10: Opranusyiite peHIepUHT Kaapa.
B mMerone onDrawFrame kmacca MyRenderer ounctute 3xpaH U TIIyOMHHBIN Oydep,
aKTUBHPYHTE TEKCTypHbIE OJIOKM W mepenanTe Tekylryro marpuny MVP B mieiinep.
Jnsg  Kaxgod  MOAENM  BBI3BIBANTE  COOTBETCTBYIOIIMN  HATHUBHBIA ~ METOJ
on_draw frame, rae OyaeT mpoucXoauTh pucoBaHue ¢ ucnoyibzoBanreM VBO u EBO.
PeanuzyiiTe aHuManuO Kamepbl BOKPYT CLUEHBI, U3MEHSSI yroJl MOBOPOTa KaMephbl Ha
KOKJIOM KaJpe W OOHOBISS BUIOBYIO Marpuily. TakuM oOpa3om, MOJIb30BaTElb
CMOKET PACCMOTPETH CLIEHY CO BCEX CTOPOH.

Hanee paccmorpum mnpumep peanuzanuu 3D-cuensl, u3oOpakaromiel cToy, Ha
KOTOPOM JIeKaT pa3iuyHble (PPYKTHI U OBOIIH, & TAKXKE CTOUT CTaKaH C HAITUTKOM.

1. Toukoit Bxoda B mpuiokeHue siBisgercs (aiin MainActivity.java. On co3maér
rJIaBHOE OKHO U ycTaHaBiuBaeT OpenGL-noBepXHOCTH JiJi1 OTPUCOBKU 3D-CLICHBI.
3nech 3arpyxaerca HatuBHas OuOmmoreka opengl kurs modeld, xotopas
COIEpKUT BCIO JIOTUKY penaepuHra Ha C++. B merome onCreate co3maércs
s3emMiuisip  MySurface, kotopelii  sABisercs — HacTpauBaemoir  OpenGL-
MOBEPXHOCTHIO, U YCTAHABIIMBAETCS KaK KOHTEHTHOE MPEJCTABICHNUE aKTUBHOCTH.
DTOT KJacC yNpaBiseT )KU3HEHHBIM UKIIOM NpuiiokeHud u 3amyckaeT OpenGL ES

PEHACPUHT.
package com.example.opengl_kurs_model;
import androidx.appcompat.app.AppCompatActivity;
import android.os.Bundle;



public class MainActivity extends AppCompatActivity {

}

static {
System.loadLibrary("opengl_kurs_modeld™); // 3arpy3ka HaTHuBHOM OHOIHOTEKH
}

@Override

protected void onCreate(Bundle savedInstanceState) {
super.onCreate(savedInstanceState);
MySurface surface = new MySurface(this); // Coznanne mosepxuoctn OpenGL
setContentView(surface); // Y craHOBKa kak OCHOBHOTO UHTEpdeiica

}

2. ®aiin MySurface.java nactpauBaetr OpenGL ES 2.0 B Android u cBsi3eiBaeT Java-

yacTh ¢ HaTUBHBIM kojoM uepe3 JNI. 3xech ykaswiBaercs Bepcus OpenGL (2.0),
co3facTcs MoJIb30BaTeNbCKU peHaepep MyRenderer, a Takke ycTaHaBIMBaeTCs
pexum noctosHHoro penaepuara (RENDERMODE CONTINUOUSLY). 3to
MO3BOJISIET MPUJIOKEHUIO OOHOBIISITH CLIEHY Ha KaKJOM KaJpe, cOo3/laBasi MIaBHYIO

aHUMAIIMIO KaMepbl BOKPYT OOBEKTOB.
package com.example.opengl_kurs_model;
import android.content.Context;

import android.opengl.GLSurfaceView;

public class MySurface extends GLSurfaceView {
private MyRenderer renderer;

public MySurface(Context c) {
super(c);
setEGL ContextClientVersion(2); // Ycranoska Bepcuu OpenGL ES
renderer = new MyRenderer(c);
setRenderer(renderer); // TIlpusszka penaepepa
setRenderMode(GLSurfaceView.RENDERMODE_CONTINUOQUSLY); // PermepuHr Ha KaX oM
Kajape

}
¥

daiin  MyRenderer.java comepxxut kiaacc MyRenderer, kotopwlii peainzyeT
untepdeiic GLSurfaceView.Renderer u orBeyaeT 3a NOArOTOBKY TEKCTYP U BBI30OB
HaTuBHBIX ¢yHKIUA. Merton onSurfaceCreated BbI3bIBa€T HATUBHBIA KOJ JIJIS
co3manus meiaepa. B onSurfaceChanged 3arpyskaroTcsi TEKCTyphl M3 pecypcoB
(R.drawable.*) u xonupyroTcst Mmoaenu .obj u3 assets Bo BpeMeHHbIE (ailyibl, YTOOBI
ux MOxHO Obu10 mepegath B C++. Meron onDrawkrame ouunmmaer skpaH u
BBI3BIBACT OTPUCOBKY BCEX MOJIEIICH, TPUMEHSSI COOTBETCTBYIOIIHNE TEKCTYPHI.

package com.example.opengl_kurs_model;
import android.content.Context;

import android.graphics.Bitmap;

import android.graphics.BitmapFactory;
import android.opengl. GLES20;

import android.opengl.GLUtils;

import android.util.Log;

import java.io.File;
import java.io.FileOutputStream;
import java.io.InputStream;



import javax.microedition.khronos.egl. EGLConfig;
import javax.microedition.khronos.opengles.GL10;

public class MyRenderer implements GLSurfaceView.Renderer {

// KOHTEKCT MPHUIIOKEHUS 7Sl TOCTyTa K pecypcam
private Context context;

/I JeckpuIitop mporpaMMBl 1ieiiaepa (He UCIIONb3YeTCsl HAPSIMYI0, HO MOXKET OBITH TIOJIe3€H B Oy IyIem)
private int program_Handle;

// Ob1IEe KOJIMYEeCTBO OOBEKTOB Ha CIICHE
private int countObject = 6;

/I MaccuB unenTudukatopos Tekctyp OpenGL
private int[] textureName = new int[countObject];

/I'ID pecypcos tekctyp B Android (R.drawable.*), cooTBeTcTBYyOMIMX KakI0My OOBEKTY
private int[] resourcelD = {

R.drawable.watermelon,

R.drawable.apple,

R.drawable.bannana,

R.drawable.orange,

R.drawable.kitchen_table

R.drawable.coffee

}

// mena daiinos 3D-moneneii popmara .0bj
private String[] objName = {
"SMK_JIOKQAO2_Watermelon_2.91.0bj",
"Apple.obj", "Banana.obj",
"Orange.obj", "Kitchen_Table_.obj",
"MugL1.0bj"

}

// MaccuB myTeii K JIOKaJbHO CKOITUPOBaHHBIM .0Dj daitnam
private String[] objPath = new String[countObject];

public MyRenderer(Context ¢) {
this.context = c; // CoxpaHsieM KOHTEKCT TS JaabHENIIIEr0 HCITOIB30BAHUS

}

@Override

public void onSurfaceCreated(GL10 gl, EGLConfig eglConfig) {
// BpI3pIBaeM HaTHBHYIO (DYHKIHIO, KOTOpas CO3MAET U KOMIMIUPYET IeHIephI
String str = LoadLibJNIWrapper.on_surface_created();
Log.i("TagShaderError", str); // JlJorupyem BO3MOXKHbIE OLIHOKH IIeiiepa

}

@Override
public void onSurfaceChanged(GL10 gl, int width, int height) {
// LIUKJI co3maHusi TEKCTYp I BCEX OOBEKTOB
for (inti = 0; i < countObject; ++i) {
// TeHepaliist HOBOTO TEKCTYPHOr0 00BbEKTa
int[] names = new int[1];
GLES20.glGenTextures(1, names, 0);
this.textureName[i] = names[0]; / CoxpaHsieM ero JeCKpPUIITOP



// TlpusszpiBaeM Tekctypy k Tuny GL_TEXTURE_2D
GLES20.gIBindTexture(GLES20.GL_TEXTURE_2D, textureName[i]);

// 'YcTaHaBnrBaeM mapamMeTpsl QUIBTPAIIIH TEKCTYPHI

GLES20.glTexParameteri(GLES20.GL_TEXTURE_2D, GLES20.GL_TEXTURE_MIN_FILTER,
GLES20.GL_LINEAR_MIPMAP_LINEAR);

GLES20.glTexParameteri(GLES20.GL_TEXTURE_2D, GLES20.GL_TEXTURE_MAG_FILTER,
GLES20.GL_LINEAR);

// TloBTOp TEKCTYpHI O OCsiM S ¥ T (TOPU30HTANb U BEPTHKAJID)

GLES20.glTexParameteri(GLES20.GL_TEXTURE_2D, GLES20.GL_TEXTURE_WRAP_S,
GLES20.GL_REPEAT);

GLES20.glTexParameteri(GLES20.GL_TEXTURE_2D, GLES20.GL_TEXTURE_WRAP_T,
GLES20.GL_REPEAT);

// 3arpyska Bitmap u3 pecypca
Bitmap bitmap = BitmapFactory.decodeResource(this.context.getResources(), this.resourcelD[i]);

// Tlepemaya Texctypsl B OpenGL
GLUtils.teximage2D(GLES20.GL_TEXTURE_2D, 0, bitmap, 0);

// OcBOOOXKIAaeM MaMSTh TOCIIE 3arpy3Ku
bitmap.recycle();

// Co3maém mipmap-ypoBHH TS YITyUIICHUS KA4eCTBA TEKCTYPUPOBAHUSI
GLES20.glGenerateMipmap(GLES20.GL_TEXTURE_2D);

}

// TlonroTtaBnuBaeM BpeMeHHbIC (ailiibl 11 XpaneHus .0bj moxeneit
for (inti = 0; i < countObject; ++i) {
File file = new File(context.getCacheDir() + "/" + objName[i]);
if (Mfile.exists()) try {
// OTKpBIBaEM MOJIENb U3 assets
InputStream is = context.getAssets().open(objName[i]);

// UntaeM conepxumoe daitia B 0ydep
int size = is.available();

byte[] buffer = new byte[size];
is.read(buffer);

is.close();

// 3anuceiBaeM Oydep BO BpeMeHHBIH (aiin
FileOutputStream fos = new FileOutputStream(file);
fos.write(buffer);
fos.close();

} catch (Exception e) {
// Eciiu ipom3onuia ommbdka — BeIKuABIBaeM RuntimeException
throw new RuntimeException(e);

¥

/I CoxpaHsieM IyTh K CO3aHHOMY (aity

objPath[i] = file.getPath();

// Tlepenaém B C++ mmpuHy, BEICOTY DKpaHa 1 IyTH K .0bj datinam
String str = LoadLibJNIWrapper.on_surface_changed(width, height, objPath);



// Jlorupyem pe3yibTar BeimoiaHeHns On_surface changed
Log.i("TagError", str);

@Override
public void onDrawFrame(GL10 gl) {
// 'Y cTaHaBIMBaeM IBET OYMCTKHU dKpaHa (YepHBIN)

GLES20.gIClearColor(0.0f, 0.0f, 0.0f, 0.0f);

// OumniiaemM BETOBOI U TITyOHHHBII Oy(epbl epel HOBBIM KaJpoM
GLES20.gIClear(GLES20.GL_COLOR_BUFFER_BIT | GLES20.GL_DEPTH_BUFFER_BIT);

// LIMKJT OTPUCOBKU KaxI0T0 OOBEKTA CIICHBI
for (inti = 0; i < countObject; ++i) {
// AKTHBHpYeM HY>KHBIA TEKCTYPHBIH OJI0K

if (i==0){
GLES20.glActiveTexture(GLES20.GL_TEXTUREQ);

}else {
GLES20.glActiveTexture(GLES20.GL_TEXTUREOQ + i);

}

// TlpuBsi3pIBaeM paHee 3arpy>KeHHYIO TEKCTYpPY K TeKyIeMy OJOKy
GLES20.gIBindTexture(GLES20.GL_TEXTURE_2D, this.textureName[i]);

// BeI3pIBa€M HaTUBHYIO (DYHKIIUIO IJIT OTPUCOBKH TEKYIIETO 00BEKTa
LoadLibJNIWrapper.on_draw_frame(i);
}

}
}
4. ®aiin  LoadLibJNIWrapper.java conmepxkut kimacc LoadLibJNIWrapper ¢

HAaTUBHBIMH METOJaMH, KOTOpBIE IO3BOJISAIOT Java B3ammojeilictBoBath ¢ C++
kogom vepe3 JNI.  3mecr oOBsBIsOTCS  Meroabl  On_surface_created,
on_surface_changed, on_draw_frame, kotopsie Bei3biBatoTcs u3 MyRenderer. Onu
ycnoiib3yrorcs 1 naunnanuszaiuu OpenGL ES, nepenaum gaHHBIX O MOAENSAX U

BBITIOJTHCHUS PEHACPHUHTIA.
package com.example.opengl_kurs_model;

public class LoadLibJNIWrapper {
static {
System.loadL.ibrary("opengl_kurs_modeld");

}

public static native String on_surface_created(); // Harusnslii MeTo/ co3nanust meiaepa

public static native String on_surface_changed(int width, int height, String[] paths); // Hactpoiika
CIICHBI

public static native void on_draw_frame(int index); // Pennepunr kaapa
¥

5. Toukoli BXOoJa B HATHBHBIA Koj sBisercs daitn native-lib.cpp, comeprkarmmit
peanmmzaruto JNI-dbynkmumii, depe3 kortopeie Java BwbBaeT C++. DyHKINMH
Java_com_example_opengl 1kurs 1model LoadLibJNIWrapper on_1surface lcr
eated u npyrue ucnoap3yrorest uis cBsizu Java U C++. DT QyHKIMM BBI3BIBAIOT

cooTBeTcTBYIOMmME GyHkuu u3 model loading.h/.cpp.
#include <jni.h>
#include <string>



#include "model_loading.h"

extern "C" JNIEXPORT jstring JNICALL
Java_com_example_opengl_1kurs_1model_MainActivity_stringFromJNI(
JNIEnv* env, jobject /* this */) {
std::string hello = "Hello from C++";
return env->NewStringUTF(hello.c_str());

}

extern "C" JNIEXPORT jstring JNICALL
Java_com_example_opengl_1kurs_1model_LoadLibJNIWrapper_on_1surface_1created(
JNIEnv* env, jclass clazz) {
std::string str = on_surface_created(); // Bei30oB HaTHBHO# (QDYHKIIMK CO37aHuUs MIeiaepa
return env->NewStringUTF(str.c_str());

}

std::vector<const char*> nativeMas;

extern "C" JNIEXPORT jstring JNICALL
Java_com_example_opengl_1kurs_1model_LoadLibJNIWrapper_on_1surface_lchanged(
JNIEnv* env, jclass clazz, jint width, jint height, jobjectArray paths) {
jint count = env->GetArrayLength(paths);
for (inti =0; i < count; ++i) {
auto elem = (jstring)env->GetObjectArrayElement(paths, i);
const char* str = env->GetStringUTFChars(elem, nullptr);
nativeMas.push_back(str); // Coxpanenue myTteii k .0bj dhaitmam
¥
std::string str = on_surface_changed(width, height, nativeMas); // nutnanusanms CrieHs!
return env->NewStringUTF(str.c_str());

}

extern "C" JNIEXPORT void JNICALL
Java_com_example_opengl _1kurs_1model LoadLibJNIWrapper_on_ldraw_1frame(
JNIEnv* env, jclass clazz, jint index) {
on_draw_frame(index); // Penaepunr kampa

}

. B ¢aiine model_loading.h o0bsiBnstoTcs rinodanbHble NMEpeMEHHbIE, CTPYKTYPhI U
dbynkuuu, ucrnonaszyembie B model loading.cpp. Onpenensiercs meiaep, MaTpuia
MPOCKIIMU, BEKTOp Mojaened u T. A. Takxke OOBABISAIOTCS BHEIIHHE (QYHKIIMH
on_surface created, on surface changed u on draw frame, KoTOpbI€ BBI3BIBAIOTCS

n3 Java.

#pragma once

#include <GLES2/gl2.h>

#include <GLES2/gl2ext.h>

#include <GLES2/gl2platform.h>
#include <android/asset_manager.h>
#include <android/asset_manager_jni.h>
#include "Model.h"

std::string on_surface_created();
std::string on_surface_changed(int width, int height, std::vector<const char*> path);
void on_draw_frame(int index);

. @aitm model_loading.cpp coxmepxut TIaBHbIC (QYHKIHHA YIPaBICHHS CIICHOM:
CO3JIaHKe IIeHIepa, NHUIMATU3AIKs MaTPHUI] TIpeoOpa3oBaHus, 3arpy3ka Mojeneit
UM aHUMaIlMs KaMepbl. 3JIeCh ONpeneNéH CTATHYECKUM KOJ| BEPIIMHHOTO |



dbparmenTHoro mieWaepa. Takxke BeMHUCIAIOTCS MaTpuilbl MVP, 3amatorcs
HayaJlbHbIE TO3UIMU M Maciitabel Mozenei. B on draw frame peanusyercs

JIBMDKCHHE KaMephI 110 OKPY>KHOCTU BOKPYT CLICHBI.
#include "model_loading.h"
static const char vertex_shader[] =
"precision mediump float;"
"uniform mat4 u_mvpMatrix;"
"attribute vec3 a_Position;"
"attribute vec2 a_TextureCoordinates;"
"varying vec2 v_TextureCoordinates;"
"void main(){"
"v_TextureCoordinates = a_TextureCoordinates;"
"gl_Position = u_mvpMatrix * vec4(a_Position, 1.0);"

"}

static const char fragment_shader[] =
"precision mediump float;"
"uniform sampler2D u_TextureUnit;"
"varying vec2 v_TextureCoordinates;"
"void main(){"
"gl_FragColor = texture2D(u_TextureUnit, v_TextureCoordinates);"

"}

Shader mainShader;

int masN;

std::vector<Model> modelMas;
std::vector<glm::mat4> arrayMatrixModel;
glm::mat4 mainProjection;

double angle = 0;

std::string on_surface_created() {
glEnable(GL_DEPTH_TEST); // Bkmtouenune tecta riryOHHBI
Shader shader(vertex_shader, fragment_shader);
mainShader = shader;
mainShader.createProgram(); // Kommusitus teiinepa
return mainShader.strError;

}

std::string on_surface_changed(int width, int height, std::vector<const char*> path) {
std::string strSum;
glm::mat4 view, model;

std::vector<float> objPos = {
-0.2,-0.23, -0.15, // Apby3
-0.35, -0.12, 0.2, // sI6noko
0.3,-0.2, 0.0, // banan
0.0,-0.12, 0.2, /| Anenscun
0.0, -1.5, 0.0, // Cton
0.6, -0.23, 0.1 // Yamxa

j

mainProjection = glm::perspective(glm::radians((float)45.0f), (float)width / (float)height, (float)0.1f,
(float)100.0f); // [lepcriekTHBHAS POCKITHS

view = glm::mat4(1.0f);
view = glm::translate(view, glm::vec3(0.0f, 0.0f, -3.0f)); // ITo3uuus kameps



masN = (int)path.size();
for (inti=0, iPos = 0; i <masN; ++i) {
std::string pStr = path.at(i);
std::string subStr = pStr.substr(pStr.rfind(/") + 1);
strSum += subStr;
strSum +="\n";

model = glm::mat4(1.0f);
model = glm::translate(model, gim::vec3(objPos.at(iPos), objPos.at(iPos + 1), objPos.at(iPos + 2)));
if (subStr == "SMK_JIOKQAO2_Watermelon_2.91.0bj" || subStr == "Kitchen_Table_.obj") {
model = glm::scale(model, gim::vec3(1.5f, 1.5f, 1.5f));
} else if (subStr == "Apple.obj" || subStr == "Banana.obj" || subStr == "Orange.obj") {
if (subStr == "Banana.obj") {
model = glm::rotate(model, glm::radians(-90.0f), gim::vec3(1.0f, 0.0f, 0.0f));

}
model = gim::scale(model, gim::vec3(0.003f, 0.003f, 0.003f));
} else if (subStr == "MugL1.0bj") {
model = gim::rotate(model, glm::radians(-90.0f), glm::vec3(1.0f, 0.0f, 0.0f));
model = glm::scale(model, gim::vec3(0.05f, 0.05f, 0.05f));
}else {
model = glm::scale(model, gim::vec3(0.1f, 0.1f, 0.1f));
¥
arrayMatrixModel.push_back(model);
glm::mat4 mvpMatrix = mainProjection * view * model;
Model modell(path.at(i), mvpMatrix, width, height, mainShader);
modelMas.push_back(modell);
iPos += 3;
}

return strSum;

}

void on_draw_frame(int index) {
glm::mat4 view = glm::mat4(1.0f);
float radius = 4.0f;

auto camX = (float)(sin(angle) * radius);
auto camZ = (float)(cos(angle) * radius);
view = glm::lookAt(glm::vec3(camX, 2.0f, camZ),
glm::vec3(0.0f, 0.0f, 0.0f),
glm::vec3(0.0f, 1.0f, 0.0f)); // Kamepa BpaiaeTcst BOKPYT CLICHBI

glm::mat4 mvpMatrix = mainProjection * view * arrayMatrixModel.at(index);
modelMas.at(index).setMVP(mvpMatrix);
modelMas.at(index).Draw(mainShader, index);

if (angle>=2*M_PI) {
angle = 0;
} else if (index == masN - 1) {
angle += 0.01; // OGHOBIIEHHE YTIIa TOBOPOTA KAMEPHI

}r

8. O0bsaBnenue kinacca Model, koTopsiit ipeacTaBiser 3D-Moenb CoaepKUTCS B
daiine Model.h. necs onpenenensr MeToIbI 3arpy3KH MOJIEINH, €€ OTPUCOBKH,
yctanoBkH Matpuiibl MVP. Takke oOBSBISIOTCS MPUBATHBIE MOJIS: BEKTOP MEILEH,
TUPEKTOPHSI MOJIEIH, 3arpyKeHHbIe TeKcTyphl 1 MaTpuiia MVP. Metoz loadModel
UCIIOJIB3yeT Assimp JJisi mapcuHra .obj daiina.



#pragma once

// TloakitoyaeM cTaHAapTHBIC OUOJINOTEKH

#include <vector>  // It XxpaHeHuUs1 MelIel 1 TEKCTYp

#include <string>  // JIns paboTBI ¢ MyTIMH U UIMEHAMU

#include <assimp/Importer.hpp> // Assimp: mist 3arpy3ku Mojeneit u3 .obj daitnon

#include <assimp/scene.h> // Cuena — comep>kut BCIo HHGOPMAIIHIO O MOJEITH TIOCIE 3arpy3KH
#include <assimp/postprocess.h> // [loctoOpaboTka (HampuMep, TPHAHT YIS )

#include <stb_image.h> /I 1 3arpy3Kd TEKCTYP U3 N300paKeHUH
#include <android/log.h>  // JToruposanme na Android guepez __ android_log_print
#include <sstream> /I Anst popMupoBanus cooOmeHn 00 ommnoKax

// TlogkimrogaeM COOCTBEHHBIE 3aT0JIOBOYHBIC (DaitiTbl
#include "Mesh.h" // Knacc Mesh — MuHMManbHas eJMHALIA OTPHCOBKU

/I Kimacc Model mpencrasinsieT co00it TpEXMEPHYIO MOJIENb, COCTOSIIITYIO M3 OJHOTO FITH HECKOIBKUX
MEIIEH.
// OH ucnonp3yet OnoIMoTeKy Assimp s 3arpy3Kku Mojenel u3 .obj ¢aiiios.
class Model {
public:
// KOHCTPYKTOP 1O YMOJTYAHHIO

Model() {}

// OCHOBHOHM KOHCTPYKTOP
// TlpuaUMaeT myTh K .0bj daiiny, matpuity MVP, pazmepsl 5KpaHa U CCBUIKY Ha IIeinep
Model(const char* path, glm::mat4 mvpMatrix, int width, int height, Shader& shader) {
this->mvpMatrix = mvpMatrix; // Coxpansiem marpuiry MVP
loadModel(path, shader); // BbI3bIBaEM METO]T 3arpy3KU MOJICIIN

}

// Meton Draw BBI3BIBaET OTPHCOBKY BCEX MeENICH MOAEIH
void Draw(Shader& shader, int textureUnit);

/I ObHOBNsIeT MaTpuiy MVP i Beeit mogenu
void setMVP(glm::mat4 modelVViewProjectionMatrix);

std::string strError = "Correct work!"; // XpanuT nndopmanuro 06 ommokax 3arpy3Ku MOJEIN

private:
glm::mat4 mvpMatrix; // MaTpunia MoJieNTu-BUIa-TIPOSKITUN
std::vector<Mesh> meshes;  // BekTop meliieit — OCHOBHBIX 4acTei MOJICITH
std::string directory; /! IupexTopus, TAe HAXOAUTCS MOJIEb (1)1 TIOUCKA TEKCTYP)
std::vector<Texture> textures_loaded; // Vike 3arpy>keHHBIE TEKCTYPbI, YTOOBI HE 3arpy>KaTh
IyOIMKaTHI

// 3arpy>aeTt Mozenb U3 .obj (aitia u pa3OuBaeT e€ Ha MeIIn
void loadModel(const std::string& path, Shader& shader);

// PekypcHBHO 00pabaThIBaeT y3Jibl MOJCIIN. ASSIMpP UCIOJb3YET APEBOBUIHYIO CTPYKTYDY.
void processNode(aiNode* node, const aiScene* scene, Shader& shader);

// ObpabaThIBaeT OJIMH MEIIl MOJICIIH: U3BJIEKAET BEPIIUHBI, WH/ICKCHI, TEKCTYPHBIE KOOPIUHATHI
Mesh processMesh(aiMesh* mesh, const aiScene* scene, Shader& shader);

b

9. Peanmmsamus kimacca Model naxomurcs B daiine Model.cpp. 3aech mpoucxomut
3arpy3ka mojenu depe3 Assimp, o0paboTka y3J0B W MeIIeH, TPUMECHEHHE
KOOPJAMHAT BEPIIUH U TEKCTYp. Metoa processMesh n3BieKaeT JaHHbIE BEPIIHH H



TEeKCTypHbIX KoopauHuHat. Meroa loadModel oTkpeiBaeT .obj daiin u HaunHaAeT

00pabOoTKYy CIICHBI.
#include "Model.h"
// MeTon 3arpyskaet Mojielb u3 .obj daiiia u 06pabarsiBaet e€ ¢ momoribo ASSimp
void Model::loadModel(const std::string& path, Shader& shader) {
/I Coznaem umnoptep Assimp
Assimp::Importer importer;
// 3arpyxaem monenb. Dnaru:
I aiProcess_Triangulate — mpeBpaiiiaeM Bce MOIUTOHBI B TPEYTOBHUKH
/ aiProcess_GenSmoothNormals — renepupyem riaaKue HOpMaiH JjIsi OCBEICHUS
/I aiProcess_FlipUVs — nmepeBopaunBaeM TEKCTYPHbBIC KOOPAMHATHI IO Y (4TOOBI MPABUIIBHO
oToOpaskanach TEKCTypa)
/ aiProcess_CalcTangentSpace — BbIYHCIIsieM TAHTEHTHOE IIPOCTPAHCTBO (I HOPMAIbHBIX KapT
npyrux 3¢ QexToB)
const aiScene* scene = importer.ReadFile(path, aiProcess_Triangulate |
aiProcess_GenSmoothNormals |
aiProcess_FlipUVs |
aiProcess_CalcTangentSpace);

// Ecnin MoJienb He 3arpy3uiiach — BBIBOJMM OLIMOKY U coxpaHnsieM e€ B strError
if (Iscene) {
std::cout << "ERROR::ASSIMP::" << importer.GetErrorString() << std::endl;
this->strError = "ERROR::ASSIMP::";
this->strError += importer.GetErrorString();
return;
¥
/I CoxpaHsieM JUPEKTOPUIO MOJEIIH, YTOOBI MOXKHO OBLIIO HAXOJUTH CBS3aHHBIE (aiiyibl, HATIPUMED,
TekcTypsl (.mtl)
this->directory = path.substr(0, path.find_last_of(/");

I/ O6pabaTpiBaeM KOPHEBOM y3€J CLIEHBI PEKYPCHBHO
processNode(scene->mRootNode, scene, shader);
¥
// PexypcuBHas 00paboTKa y3710B ClieHbl. KaXkIIbIii y3es MOKET CoAepKaTh HECKOILKO MeIIeH.
void Model::processNode(aiNode* node, const aiScene* scene, Shader& shader) {
I/ Tlepebupaem Bce MeIH TEKYILETO y3ia
for (unsigned int i = 0; i < node->mNumMeshes; ++i) {
// Tlommygaem caM MeII U3 CIEHBI TI0 UHACKCY
aiMesh* mesh = scene->mMeshes[node->mMeshes[i]];

// ObpabaTpiBacM Mell U 100aBisieM ero B BeKTop meshes
this->meshes.push_back(processMesh(mesh, scene, shader));

}

// PekypcuBHO 00pabaTbIBaeM JIOUEPHUE Y3IIbI (€CIIM OHU €CTh)
for (unsigned int i = 0; i < node->mNumChildren; ++i) {
processNode(node->mChildren[i], scene, shader);
}
¥

// ObpaboTKa 0JJHOTO MeIIIa: U3BJIEKAEM BEPIIUHBI H WHIIEKCHI

Mesh Model::processMesh(aiMesh* mesh, const aiScene* scene, Shader& shader) {
std::vector<Vertex> vertices;
std::vector<unsigned int> indices;

// I3Bnekaem naHHBIE O BEpPIIMHAX
for (unsigned int i = 0; i < mesh->mNumVertices; ++i) {
Vertex vertex;



glm::vec3 vector;

I/ KoopnuHaThl BepLInH
vector.x = mesh->mVertices[i].x;
vector.y = mesh->mVertices[i].y;
vector.z = mesh->mVertices|[i].z;
vertex.Position = vector;

Il TexcTypHbBIE KOOPAUHATHI
if (mesh->mTextureCoords[0]) { // ecin noctymnHbI
glm::vec2 vec;
vec.x = mesh->mTextureCoords[0][i].X;
vec.y = mesh->mTextureCoords[0][i].y;
vertex.TexCoordinates = vec;
Yelse {
// Ecnu TeKCTYpHBIX KOOPUHAT HET — CTaBUM HYJICBBIE 3HAUCHUS
vertex. TexCoordinates = gim::vec2(0.0f, 0.0f);

}

/I [ToGaBmsieM BepIIMHY B BEKTOP
vertices.push_back(vertex);

}

/] I3BI1eKaeM MHIEKCHI TIOJIMTOHOB
for (unsigned int i = 0; i < mesh->mNumFaces; ++i) {
aiFace face = mesh->mFaces[i];

// Kaxkiast rpaHb COCTOUT M3 HECKOJIBKUX BEPIINH — OOBIYHO 3TO TPEYTOJBHUK
for (unsigned int j = 0; j < face.mNumindices; ++j) {
indices.push_back(face.mindices[j]); // JTobaBisieM WHIEKCHI B CITHCOK
¥
}

// Bo3BpaliiaeM co3aHHBIN Melll, IepeiaBasi eMy BEPIIMHBI, HHIEKCH 1 MaTpuiy MVP
return Mesh(vertices, indices, shader, this->mvpMatrix);

// Meton ooHOBsieT MaTpuity MVP s Bcelt monenu
void Model::setMVP(glm::mat4 modelViewProjectionMatrix) {

this->mvpMatrix = modelViewProjectionMatrix;

// OOHOBIIsIEM MaTpuny y Kaxjaoro Meuia, 4TOOBI OH TOXKE HUCIOJIH30BaI HOBYIO MaTpuly
int meshLength = this->meshes.size();
for (inti =0; i < meshLength; ++i) {
this->meshes.at(i).setMVP(this->mvpMatrix);
¥

// MCTO}_'[ Draw PUCYCT BCIO MO/JICJIb, BBI3bIBAs Draw JJIA KaXXa0ro Memia

void Model::Draw(Shader& shader, int textureUnit) {
for (unsigned int i = 0; i < this->meshes.size(); ++i) {
meshes[i].Draw(shader, textureUnit); // OtpucoBka kaxa0ro mema



10.B ¢atine Mesh.h naxogurcs onpenenenne cTpyktyp Vertex u Texture, a Takxke
kiacca Mesh. Mesh conepxxut VBO, EBO, atpu0yThI mieiiepa 1 METOIbI IS
OTpUCOBKHU. Takxke 371ech 00BABIAIOTCA MeTOIbI setM VP u Draw.

#pragma once

/l Tlopkimouaem 6ubmuoreky GLM mist paboTsl ¢ Mmatematukoit 3D-rpaduxu

#include <glm/vec3.hpp> I/ glm::vec3 — TpéxmepHbIe BEKTOPHI (VIS TIO3UIIHIA BEPIIIMH)
#include <glm/vec2.hpp> Il glm::vec2 — nByxmMepHbIe BEKTOPHI (1151 TSKCTYPHBIX KOOPIMHAT)
#include <glm/glm.hpp> // OcuoBHble pynkmn GLM

#include <glm/gtc/matrix_transform.hpp> // ®yukiuu npeodpaszoBanus marpuil (rotate, translate, scale)
#include <glm/gtc/type ptr.hpp> // Ans nepenaun MaTpull B LIeHephl 4epe3 yKa3aTeib

// Cranmaptabie Onommotexku C++ st XpaHSHHS TaHHbBIX
#include <vector> /] std::vector — myst XpaHeHHs BEPIIUH 1 HHIECKCOB
#include <string> /1 std::string — st paGOTHI C MyTSAMH M THIIAMH TEKCTYP

// bubmmoreka OpenGL ES 2.0 mist pabots ¢ rpadukoii Ha Android
#include <GLES2/gl2.h>

#include <GLES2/gl2ext.h>

#include <GLES2/gl2platform.h>

// 3aronoBounsiii daiin Shader.h — no3Bonsier ucnonk3oBath meiaepsl B Mesh
#include "Shader.h"

// CtpykTypa Vertex onuchIBacT OHY BEPIIMHY MOJEIH:
/I - Position: KOOpJMHATBI TOYKU B IPOCTPAHCTBE
/I - TexCoordinates: TekctypHbie kKoopauHathl (UV) 11 HATOKSHUS N300pasKeHHs
struct Vertex {
glm::vec3 Position; // Tlo3unust BEpIIMHBI
glm::vec2 TexCoordinates; // Tekctypubie koopauHatsl (U u V)

k

// Ctpyktypa Texture coep uT HHOOPMALIUIO O TEKCTYpE:

Il - id — yHukanbHbIi naeHTHGHUKaTOp TeKeTyphl B OpenGL

/I - type — Tun TexcTypsl (Hanpumep, 1uddy3Has WM HopMalbHas KapTa)

/I - path — nyTh K TekcType, 4TOOBI HE 3arpy’KaTh OJAMHAKOBBIC TEKCTYPhI ABAXKIbI
struct Texture {

unsigned int id; Il YuukanbHbiii HOMep TekcTypsl B OpenGL
std::string type; Il Tun texctypsl (Hanpumep, map_Kd — nuddysnas)
std::string path; /I TlyTh K (haiimy TeKCTYpHI

k

// Knacc Mesh npeacrasisieT MUHUMaJIBHYIO €IMHHILY MOJEIH.
/I OH collepHT AaHHBIE O BEPILIMHAX, HHAEKcaX U ymeeT cedst orpucoBars B OpenGL ES 2.0.
class Mesh {
public:
// BexTop BepILIMH U MHAEKCOB — OCHOBHBIE JaHHBIE JJIsl pEHACPUHTa
std::vector<Vertex> vertices;
std::vector<unsigned int> indices;

// KOHCTpYKTOp MPUHUMAET BEPILUHbI, MHAEKCHI, IIeiIep 1 HauanbHyt0 MaTpuiy MVP
Mesh(std::vector<Vertex> vertices, std::vector<unsigned int> indices, Shader& shader, glm::mat4
mvpMatrix);

// MeTton Draw oTpHCOBBIBaET MEIII C HCIIOJIb30BaHUEM TEKYIIIETO IIeHIepa U TEKCTYPHOTO OJ10Ka
void Draw(Shader& shader, int textureUnit);



I/ O6uosmser matpuiy MVP y mera
void setMVP(glm::mat4 modelViewProjectionMatrix);

private:
Il Decxpurnropsr OpenGL o6beKTOB:
GLuint VBO; /I Vertex Buffer Object — xpaHuT BepIIMHEL
GLuint EBO; // Element Buffer Object — xpaHuT HHICKCHI
GLuint programlID; // ID nmporpaMMsl meiinepa

// Texyinas MaTpuIia MOACITU-BHIA-TIPOCKITHH
glm::mat4 mvpMatrix;

// Jlokanum aTpuOyTOB B IICHIEpE:

GLint posAttribute; /I ATpnOyT NO3ULIUH BEPILIHEI

GLint posTexAttribute; // ATpuOyT TEeKCTYpHBIX KOOPAUHAT

GLint mvpUniform; // Uniform-niepemennast a7t Matpuitsl MVP

/ Meton setupMesh() cozmaér u 3anonasier VBO u EBO nanHBIME BepIFH 1 HHIEKCOB
void setupMesh();

}

11.B daiine Mesh.cpp naxoautcs peanu3saius kinacca Mesh. 31ech mporCcXouT
uHUIManu3anus 0ydepoB BEPIIUH U UHIEKCOB, HACTPOHKa aTpuOyTOB HIeiaepa U
otpucoBka mojenu. Meroa setupMesh nnnnnanuszupyer VBO u EBO, a Draw

BBITIOJIHACT OTPHUCOBKY MOJACJIN C HUCITIOJIb30BAHHUCM TCKYILICTO meﬁmepa U MaTpHUllbl

MVP.

#include "Mesh.h"

/! KonctpykTrop Mesh

// TlpuHAMaeT:

/I - BepimHbI MOEH (Vertices)

Il - nanexcwl ast coeuHenus BepiuH (indices)

/I - weiinep u HavanabpHytO Matpuity MVP

Mesh::Mesh(std::vector<Vertex> vertices, std::vector<unsigned int> indices, Shader& shader, gim::mat4

mvpMatrix) {
// Tlony4aeM JIECKpUIITOp MPOTpaMMBbl IIei Iepa, YTOObI HACTPOUTH aTpUOYTHI U uniform-nepeMeHHbIe
GLuint programHandler = shader.getProgram();

// CoxpaHsieM JJaHHbIC BEPIITHUH U UHICKCOB JIOKAIBHO
this->vertices = vertices;
this->indices = indices;

Il Coxpansiem Tekyuryto matpuity MVP
this->mvpMatrix = mvpMatrix;

I/ Tlony4aem nokaruu atpudyToB u UNiform-mepemMenHoit B meiinepe

this->posAttribute = glGetAttribLocation(programHandler, "a_Position");
this->posTexAttribute = glGetAttribLocation(programHandler, "a_TextureCoordinates");
this->mvpUniform = glGetUniformLocation(programHandler, "u_mvpMatrix");

// BeissiBaem setupMesh(), uto6s1 mogrorosuts VBO u EBO niist pennepunra

setupMesh();
}

// Meton setupMesh co3na€r u 3anonusietr 0ydeps! BepumH 1 naaekcos (VBO u EBO)
void Mesh::setupMesh() {



// T'enepupyem 00beKThI 0y(hepoB
glGenBuffers(1, &this->VBO);
glGenBuffers(1, &this->EBO);

// IlpuBsizpiBaeM VBO kak MaccuB BEPIIWH U 3arpy’kaeM TyJa TaHHBIS
glBindBuffer(GL_ARRAY_BUFFER, this->VBO);
glBufferData(GL_ARRAY_BUFFER,

static_cast<int>(vertices.size() * sizeof(Vertex)),

&vertices[0],

GL_STATIC DRAW); // Jlanubie He OyayT MEHSATHCS

// TlpuBsizeiBaeM EBO kak MacCHB WHACKCOB M IepeaaéM JTaHHbBIE
glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, this->EBO);
glBufferData(GL_ELEMENT_ARRAY_BUFFER,
static_cast<int>(indices.size() * sizeof(unsigned int)),
&indices[0],
GL_STATIC_DRAW);

/I OTBs3pIBaeM OyQephl Imociie HaCTPOUKH — ATO XOPOIask MPaKTHKa
glBindBuffer(GL_ARRAY_BUFFER, 0);
glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, 0);

I/l O6HoBIsIET MaTpuily MVP y mera
// ctionp3yeTes Mpu JBMKEHUN KaMepbl HITH 00beKTa
void Mesh::setMVP(glm::mat4 modelViewProjectionMatrix) {

this->mvpMatrix = modelViewProjectionMatrix;

// OcHOBHO# METO/I OTPUCOBKH Melia
void Mesh::Draw(Shader& shader, int textureUnit) {

/I AKTHBHpYEM TporpamMMmy Ienaepa
shader.useProgram();

// Tlepenaém HOMED TEKCTYpHOTO OJI0Ka B yHU(pOpMY sampler2D B mreiinepe
glUniformli(glGetUniformLocation(shader.getProgram(), "u_TextureUnit"), textureUnit);

// Tlepenaém matpuity MVP B mieiinep
glUniformMatrix4fv(this->mvpUniform, 1, false, gim::value_ptr(this->mvpMatrix));

I/ TIpusi3piBaeM Oydepbl BEPIIHH 1 UHICKCOB
glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, this->EBO);
glBindBuffer(GL_ARRAY_BUFFER, this->VBO);

// BkimtoyaeM aTpuOyThl BEPIIUH U TEKCTYPHBIX KOOPIUHUHAT
glEnableVertexAttribArray(this->posAttribute);
glVertexAttribPointer(this->posAttribute,

GL_FLOAT,

GL_FALSE,

sizeof(Vertex),

nullptr); // Cmemenue 0 a1 mo3uiwn

glEnableVertexAttribArray(this->posTexAttribute);
glVertexAttribPointer(this->posTexAttribute,

2,

GL_FLOAT,



GL_FALSE,
sizeof(Vertex),
(void*)(sizeof(float)*3)); // Cmemenwue 3 float'a — mocie Position

/I Pucyem monensb uepe3 naaekcsl: ucnoinpdyeM GL TRIANGLES u EBO
glDrawElements(GL_TRIANGLES,
static_cast<int>(this->indices.size()),
GL_UNSIGNED_INT,
nullptr);

// Tlocne OTPUCOBKH OTBsI3bIBaeM Oy(epbl
gIBindBuffer(GL_ARRAY_BUFFER, 0);
glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, 0);

}

12.B ¢aiine Shader.h oobsBnsieTcst kiacc Shader, KOTOpBIH OTBEYAET 32 KOMITUIISIIIAIO
BEPIIMHHOTO U (hParMEeHTHOTO LIS IEpa, a TAKKE XPAHUT JECKPUIITOP MPOTPAMMBI

nieiepa u omuooK.

#pragma once
// Tlopkimouaem 6ubmmorexy OpenGL ES 2.0
#include <GLES2/gl2.h>
/I Crannaprabie OubnmuoTeku C++ i paboThI CO CTPOKAMH U TIOTOKaMHU
#include <iostream>
#include <sstream> // Jlist bopMupoBanust COOOICHHUI 00 omrOKax
#include <string> // Jlist XxpaHeHUs MICHACPHBIX CTPOK U OMIHOOK
// Knacc Shader otBeuaer 3a co3aHue U UCTOJIb30BaHKeE porpamm teinepos B OpenGL ES 2.0.
// Uletinepbl — 3TO HEOOIBIIHE MTPOTPaMMBI, BeITIONHsIeMbIe Ha GPU:
/I - BeplInHHBIN HIeHACP: BEIYUCIIACT MO3UIIMN BEPIIHH
/[ - ®parMeHTHBIH TIEHAEp: OMPENENIET BET KaKIOTO MHKCEIS
class Shader {
public:

// KOHCTPYKTOp MO YMOJTYaHHIO

Shader();

// OCHOBHOHM KOHCTPYKTOp: MPUHUMAET KOJI BEPIIMHHOTO U ()parMEHTHOTO HIelaepa
Shader(const std::string& vertexStr, const std::string& fragmentStr);

// Co3maéT 1 KOMITWIINPYET NporpaMmy Iienaepa
void createProgram();

/| AXTHBHpYET IporpaMMy Hielaepa rnepes peHIepHHIOM 00beKTa
void useProgram() const;

// BosBpariaet aeckpuntop nporpammbl (GLUINt) mi1st qansHEHIero Hemoab30BaHus
unsigned int getProgram() const;

// CooO111eHre 0 COCTOSTHUY 1Ieiiiepa (YCIEHO WK HET)
std::string strError = "Shader is work!";

private:
// CTpOKH ¢ UCXOTHBIM KOAOM IIEHIepoB
std::string vertexProg, fragmentProg;

/I JleCKpHUITOPHI MEHASPOB U MPOrPAMMBI
unsigned int vertexID, fragmentID, program_Handle;



// TIpoBepsieT, YCIEIIHO JIM CKOMITHJIUPOBAJICS IISHIep WK IIporpaMmma
void checkCompileError(GLuint shader, const std::string& type);
o
13. B (paiine Shader.cpp comepxkutcsi peanusanus kiacca Shader. 3mech coszmarorcs
nieiiiepbl, KOMOWIMPYIOTCS, MPOBEPSIIOTCA Ha OMMOKM W OOBEAUHSIOTCS B
nporpammy. Takke peann3oBaHbl METOJAbl AKTHUBAIMU MPOTPaMMBbl M TOJYyYECHHUS

JIECKPUNITOPA TIPOTrPAMMBI.
#include "Shader.h"
// KOHCTPYKTOp 10 YMOJTYaHHUIO — CO3aéT MyCTON IIeHep
Shader::Shader() {}
// OcHOBHOM KOHCTPYKTOP — MPUHUMAET KOJ] BEPIIMHHOTO U (hparMEeHTHOTO IIeiaepa
Shader::Shader(const std::string& vertexStr, const std::string& fragmentStr) {

// TIpeobpazyem cTpoku ¢ KoaoMm mieiinepoB B C-ctpoku anst OpenGL

const char* vShaderCode = vertexStr.c_str();

const char* fShaderCode = fragmentStr.c_str();

// Co3maeM BepIIMHHEIN MIeHIep 1 3arpy’kaeM B HETO CXOIHBIN KO

this->vertexID = glCreateShader(GL_VERTEX_SHADER);
glShaderSource(this->vertexID, 1, &vShaderCode, nullptr);
glCompileShader(this->vertexID); // Komnunupyem BepIIHHHbIH 1Ieiiaep
checkCompileError(this->vertexID, "VERTEX"); // TIpoBepsieM OIIHOKH KOMITUJISIIHNA

/I Cozmaem QparMeHTHBIN HISHIEp U 3arPy’KaeM B HEro UCXOMHBIA KO
this->fragmentID = glCreateShader(GL_FRAGMENT_SHADER);
glShaderSource(this->fragmentID, 1, &fShaderCode, nullptr);
glCompileShader(this->fragmentID); // Komnunupyem ¢pparMeHTHbII 1meiinep
checkCompileError(this->fragmentID, "FRAGMENT"); // TIpoBepsieM OIIMOKH KOMITHIISIIAH
this->program_ Handle = 0; // Uaunuanu3upyeM AeCKPUIITOP MPOrpaMMbl kak 0
¥
// Meron checkCompileError npoBepsieT, ycnemHo 1 npoiuia KOMIWISIUA Hieldaepa nin JIMHKOBKA
MPOTrPAMMBI
void Shader::checkCompileError(GLuint shader, const std::string& type) {
GLint state;
GLchar infoLog[1024];
std::stringstream strs;

if (type = "PROGRAM") {

Il Ecnu ipoBepsieM 1meiizaep

glGetShaderiv(shader, GL_COMPILE_STATUS, &state);

if (Istate) {
// Ecnu omm0OKa KOMIMISIIAY — TOJIY4aeM TEKCT OMINOKH
glGetShaderInfoLog(shader, 1024, nullptr, infoLog);
strs << "ERROR::SHADER_COMPILATION_ERROR of type:" << type << "\n" << infoLog;
this->strError = strs.str(); // Coxpansiem coo0ieHue 00 omuoke

¥
}else {

Il Ecnn ipoBepsieM mporpaMmy

glGetProgramiv(shader, GL_LINK_STATUS, &state);

if (Istate) {
// Ecnu ommOKa TMHKOBKH — MOJIY4aeM TEKCT OIINOKH
glGetPrograminfoLog(shader, 1024, nullptr, infoLog);
/I NobasisieM nHGOPMAIHIO K CTPOKE OIIMOKH
this->strError += "ERROR::PROGRAM_LINK_ERROR:";
this->strError += infoLog;



}

// Meton createProgram codupaet mporpaMmy U3 paHee CO3IaHHBIX HICHIepOB
void Shader::createProgram() {
this->program_Handle = glCreateProgram(); // Co3naem 00BbeKT pOrpaMMsI

I TIpukpersieM CKOMITHIAPOBAHHBIE IIEHIEPHI K IPOTPaMMeE
glAttachShader(this->program_Handle, this->vertexID);
glAttachShader(this->program_Handle, this->fragmentID);

I/ JluakyeM meiaepsl B eIMHYIO IPOrpaMMy
glLinkProgram(this->program_Handle);

// TIpoBepsieM Ha OIIUOKK JTMHKOBKH
checkCompileError(this->program_Handle, "PROGRAM");

// Tlocme TMHKOBKH MIEHIephl OOJBbIIe He HYKHBI — yAaJsieM HX
glDeleteShader(this->vertexID);
glDeleteShader(this->fragmentID);

}

// AKTUBHpYET TEKYIYIO MICHAECPHYIO MPOrpamMMy Iepe; OTPHUCOBKOM
void Shader::useProgram() const {
glUseProgram(this->program_Handle);

// Bo3Bpariaer 1eCKpUITOp MPOrpaMMBI JUTS UCTIONB30BAHMSI B JPYTHUX YaCTIX KO
unsigned int Shader::getProgram() const {
return this->program_Handle;

}

14.®aiin  CMakeLists.txt nHacTpamBaer cOopky mnpoekta B CMake. 3aech
MOJKJTIOYAIOTCs cTopoHHUEe OubmmoTteku (Assimp, GLM, stb_image), yka3siBatoTcs
OyTH K UCXOJIHMKAM, a TaKXe OMNpeaenseTcs, Kakue OuOImoTeku OyayT

UCIIOJIb30BaThCs Tpu cOopke. Takxke ykaspiBaeTcs, uTo ucnonn3dyercs OpenGL ES

2.0.
cmake_minimum_required(VERSION 3.18.1)
project("opengl_kurs_model")

add_subdirectory(glm)
add_subdirectory(${CMAKE_SOURCE_DIR}/Assimp)
include_directories(${CMAKE_SOURCE_DIR}/Assimp/include)

set(ASSIMP_LIB assimp)

add_library(opengl_kurs_model SHARED
native-lib.cpp
Mesh.cpp
Shader.cpp
Model.cpp
stb_image.cpp
model_loading.cpp)

find_library(log-lib log)
find_path(GLES2_DIR GLES2/gl2.h HINTS ${ANDROID_NDK})
find_library(GL20 libGLESv2.s0 HINTS ${GLES2_DIR}/../lib)



target_link_libraries(opengl_kurs_model ${log-lib} ${GL20} gim ${ASSIMP_LIB})

TpeOoBanus Kk or4yery

Pe3ynbTathl BHIOIHEHHOW KypCOBON paOOTHI OJKHBI OBITH 0OOPMIICHBI B (popMaTe

TekcToBoro peaakropa Word, pazmepom mpudta 14 mynkroB. OTueT JOJKEH
COJIepXKaTh:

TUTYJIBHBIN JIUCT.

Conepxxkanue. B coaepkaHue BKIIOYAIOT HOMEpa M HAaWMMEHOBAHMS pa3/ieyioB U
MOAPA3/EIOB C YKa3aHHUEM HOMEPOB CcTpaHull. B conepkaHue Takke BKIIOYAIOT BCE
MPUJIOKEHUS, BOIIEAIINE B JAHHBIN JOKYMEHT, C YKa3aHUEM HOMEpPa CTPAHUIIBI.
Brenenue. O0630p mpeaMeTHOM 0O0JacTU MO 3aJaHHOM TeMe, a TaKXKe OINHCAHHE
Cpellbl pa3pabOTKX U UHCTPYMEHTOB B 00111eM 00beMe 1 cTpanuiia.

TekcT 3a1aHusi, COOTBETCTBYIOIINM BaiieMy BapuaHry.

Peammsanns npoekra. CreHapuu B3aUMOIEHCTBHS IOJB30BATENS CO CIIECHOW;
OMMCAHUE SJIEMEHTOB CIEHbl U UX T'€OMETPHUM; HACTPOMKA OCBEUIECHUS M KaMEpBHL;
MCIIOJIb30BaHUE MIEHIEPOB U YIPABJIEHUS TIOTOKOM PEHJECPUHTA.

PesynpTaTel. OnricaHre UCHOIb3YEMbIX METOJI0B, CKPUHIIOTHI PAaOOThI MPUIIOKEHUS,
JIEMOHCTPUPYIOLE peann3oBaHHbI (yHKIMOHAT. CchUIKa HAa HMCXOJHBIE KOJIbI
MPUIIOKECHUSL.

3axmouenue. Crenatb BBIBOABI O TMPOJICIAHHOW paboTe, OmucaTh BO3HUKIIKE
POOJIEMBI B MPOIIECCE BHIMOTHEHUS PAOOTHI U IMTyTH UX PEIICHHUS.

[Tpunoxenue. Kox nmporpaMmel ¢ KOMMEHTapUsIMU.

CnucoK HCHOJIb3yeMbIX HMCTOYHHUKOB. llepednciinTh HUCHOIb3yeMble HCTOUYHHKU
JIUTEPaTYPHI.

OTueT 0 KypcoBoO# paboTe JOKEH COOTBETCTBOBATH IJIAHY 33aJJaHUS M COACPKATh HE
MeHee 20 cTpaHuIl MOSICHSIIOIET0 TeKCTa (He CUunuTasi UICXOHOTO KOJIa MMPOTpaMMm),
MOJTOTOBJIEHHOTO B (popmaTe TeKcToBOTO penakropa Word, pazmepom mpudra 14
nyHKTOB. Ko mporpaMMebl 10KeH ObITh IPENICTABIICH B pa3/iesie OTYeTa IIPUIIOKEHUE
1» u 1OMKEeH cofiepkaTh KOMMEHTAPUHU.
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CHHCOK T0MOJTHUTEIbHBIX HCTOYHUKOB
baskosckuii FO. M., Urnatenko A. B., ®ponos A. U. I paguueckas bubiuomexa
OpenGL : yuebro-MeToanueckoe nmocodue. — Mocksa : M3naTenbckuit otnen

daxynerera BMuK MI'Y, 2003. — 132 ¢. — ISBN 5-89407-153-4.
(https://disk.yandex.ru/i/JQez-Sm-0QI183q)

OdunmansHas nokymentarus: Android NDK.
https://developer.android.com/ndk?spm=a2ty 001.29997173.0.0.56d0c921u8Sxy8
JNI (Java Native Interface) — noxymenranus Oracle:
https://docs.oracle.com/javase/8/docs/technotes/quides/jni/?spm=a2ty 001.29997173
.0.0.56d0c921u8Sxy8

PykoBojicTBO 1o ucnosbp3oBanuio Assimp: https://sourceforge.net/projects/assimp/
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