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» TFrame S X ZFALUTCE 2D -2 mM—2> b=EYERK
« VCL/ LUX.GPU.OpenGL.Viewer.pas )
= VVcl.Controls.TWinControl Z#t& 9 31> h—2%&> ~

e #4939 HWND Z3#FD
e Handle 70O/« ([CLXD HWND ZHS

constructor TGLYiewer.Createl &0wner :TCompanent J;
begin

inherited; »oprocedure TGLY iewer.CreateDQ;
_OnPaint := procedure begin end; ‘ begin DCEE!?E]
. . ~F
Created: @ DG = GetDCQ Handle J; <!
Wi = ' [ . : ! .
ZHEEEFIDDUL?LEITWHTEIngleh'ld} Createl GL_DYNAMIC_DRAYW ) _DF‘E”GL_-IEIIF'F' |vPivelFormat |: _D[_"-_. :| :
end; end;
destructor TGLYiewer.Destroy: ,
begin . _ pprocedure TGLY iewer.DestrovD(C;
Miewer.DisposeOf; | bezin
DestroyDC; @ ReleaselC({ Handle, _DC :';<[DCEI¥§
;. inherited; end;
end;
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= TFrame S XA ZFHLTCE2A D -2 IR—2R> hEVERK
e FMX/ LUX.GPU.OpenGL.Viewer.pas
= 2 R—R> I\(L_‘fﬁd)fdb\*jj T4 > RDZ(EDHD

« TCommonCustomForm 275 XAhS4Ek

" p Jb— MWND : TForm
* FMX.Platform.Win.WindowHandleToPlatform B§%8C HWND ZE\S S
Eprucedure TGLY iewer.CreateWindow; 9 OpentL - %

begin
_Form := TCommonCustomForm.CreateNew( Self ); AﬂjWNDEEEﬁ}

with _Form do

EEginEDrderStbfle 'z TFmxFormBorderStyle.None; Aﬁ’&%f -U-j‘WND
OekMoncoClicl - o uaegllck
HWNDJ&EﬁﬁHEEﬁ e ;
Lol H I WNDDR DA JLIC
_B\/@Wheel ‘= GDI'.'Inuse'.'.' HWNDEE‘ 9:.\-,,"",'{%:&7&“5 ‘ A
HandleNeeded; \/ i v/,._ -—

g;—

WHND := WindowHandleToPlatform{ Handle J.Wnd;

end;

4 “
SetWindowlong( WND, GUWL_STYLE, WS _CHILD or WS CLIPSIBLINGS I; HI'WND%E
Winapi . Windows.SetParent { _WHND, GetRootWHD ) JL— BWNDDFRNESE
Lend;
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= HJWND (& TFrame J>/R—2& > RDEE T TlE/RuN

o EH(C TFrame EEIUAIE(CERTWBICIT
o TFrame H'BB&N/ZH LU TCHE HTTWND (LERE UL

o HARXZZERIN T DICIIUT DAY Y RD override h'wiZE
o TControl.DoAbsoluteChanged [

RHEREEZIDAT—I)\a%K&

« TControl.Resize Scene.GetSceneScale

|
Eprocedure TGLY iewer.FitWindow;
var

F :TRectF;

v h H
TFrame @ﬁ-ﬁiﬂﬁlﬁ&ﬁﬁiﬂﬂ*fZ’iﬂﬁ% ]—ﬁnﬁl = TRectF.Createl LocalTofbsolutel TPointF.Zero ) % Scene.GetSceneScale, Midth, Height J:

_Form.Bounds := R.Round;

Y Y ‘__-7
BIWNDDYB A XA 2% E J/ if Height < Width then Viewer( 0 ] = TSingloM4.ScaleC Heignt / Widtn, 1, 1)
else
if Width < Height then _Wiewer[ 0 ] := TSingleMd.5caled 1, Width / Height, 1 )
else Wiewer[ 0 ] = TSingleMd.Identifw;
end;

o OJFRMNE 4t7z¢ﬁsenfrc7;u¢uT@><yu Rd override h\wWi/B

 TFMxObject.ParentChanged
« TControl.AncestorVisibleChanged
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OpenGLOWIEE.QEBEDEJ IR ZEESR

BEDE YW NMIIRIEGEZ R E
= Winapi.Windows.TPixelFormatDescriptor ¥&A CE R
o EITEFDG P UNMB/R— MU TWBRE(IIRLN

class function TOpenGL.DefaultPFD (TPixelFormatDescriptaor;

DeEIn th Result do HTIVI\Y T 7

A

begin
nSize : izeOf { TPixelFarmatDescriptor J; W
nYersion : :
dwFlags FO_DRAW ToO _WIWDOW or PFD_SUPPORT _OPENGL or PFD_DOUILEBUFFER:
iEiTEléFfE ED_TVPE_HGEQ;
cColorBits ; =] 2
cRedBits ; (C)EEEXRF
cRed&hift :

ciareenBits
cGreenshift
cBlueBits
cBlueihift
chlphabBits
chlphadhift
choocumBits
choocumBedBits
choocumGreenBits
choocumbBlueBits
choocumb lphaBits
clepthBits
citencilBits
chuxBuffers
iLaverType
bReserved
dwlLaverWask
dwdizibleMask
dwlamageMask
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= Winapi.Windows.ChoosePixelFormat B CIR3R

e DCHINZDEHFITIHEAEP FD (CREBIAVVIREEP FD #1&xR
e EITT/)I\AATB®XPFDIFI DTEEENTLS

procedure TOpenGL.YalidatePFD{ const PFD _:TPixelFormatDescriptaor J;
var

I ‘Integer;
begin AP F D
_PFD := PFD _;
iﬁ;PFDa)ID]>I := ChoosePixelFormat( DC, & PFD );
fegert( I > 0, "Hot found the PixelFormat with a clogse setting!® J);

ValidatePFIL T )i — "y phosmse FD2EVETS

end
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OpenGLOHIRAE.@ D CAEI IR & iEH

=Jur==—o

= Winapi.Windows.SetPixelFormat BEE{ CE%E
o« —ERTEIDEZE TSR
« —BD CZRERZEURRICIERT DHE
|

Eﬂrugedure TOpenGL. tpplvPixelFarmat { const DC_:HDC ),
eEIn
hssert( SetPixelFormat{ DC_, PFI, @ PFD ), "SetPixelFarmat() is failed!’ J;

end,; ,__/\\\~
DC ID | P F DDEFT—4HIRDB

= Winapi.Windows.DescribePixelFormat BEE{ CHYS
SREEICPFDDI DOSETFT—FDHZEE

éprugedure TOpenGL.YWalidatePFI{ const PFI_:Integer ); - -

tmmnjFI::PH_; MBSJ Liza PFDDEFT—HIHNIED

D A

hssert{ DescribePixelFormat{ DG, PFI, SizeOf{ TPixelFormatDescriptor J, _PFD 1,
] "Not found the PixelFormat of the index!’® J;
—end,;

@




OpenGLDHIHA{E.® R CDERY

= Winapi.Windows.wglCreateContext BEZ{ 4Rk
= Winapi.Windows.wglDeleteContext BEE{CREE

procedure TOpenGL.CreateR0;

begin —
bpplvPixelFormat { _DC ] :— DCAPFDERE |

, RC iz weglCreateContext( DG );— DCASRCEEM |
end.

procedure TOpenGL.DestrovRC;

begin
] welDeleteContext{ R ); — RCEERE)
end,
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OpenGLOHIHAE.©¥L5EA P I DBNME

= Winapi.OpenGLext 1= N CERNCULDILRA P 1
« TIAILRTHEIMMESTLRL
= Winapi.OpenGLext.InitOpenGLext BEEI C#IHA{L T dmESH D
» wglGetProcAddress B C& A P 1 DREHURNA > 5 ZHS
= wglGetProcAddress B
e OpenGLDA P I WEITRIEEIMARE TRV EEIT TSR0
« DCERCZEBEEIETNSETT

- Lprocedure InitOpenGLext ;
- =mimplementation

- oprocedure InitOpenGLext ;
U | begin

- zlDrawRangeElements = wglGetProchddress( " zlDrawRangzeElements™);
zlTexInagedD = wgzlGetProchddress( 'zl TexInage3D™);
gl TexSubImagedDd = wzlGetProchddress) gl TexSublmnagzedDd’);
ZlCopyTexSubhImnagedDd := wzlGetProchddress( 'zl CopyTexSublmnagzedDd’ ) ;
- zlhctiveTexture = welGetProchddress( zltctiveTexture™);

— glSanpleCoverage := wglGetProchddress (' zlSanpleCoverage’); 21
. el CompressedTexInare3D =z welGetProchddress ('l ConprecsedTexInaze3n ) _




OpenGLOMRE.@Q~®

= LUX.GPU.OpenGL.TOpenGL S5 XA TIiTD
» —ECON S REITZREETDEHDSIZ—D CZHET B
« BUYr > RO%ZED

constructor TOpenGL.Create;

begin
inherited;
Greatellindow; <[@|gguj4>|<-j$;;jz
Createl(;
ValidatePFD{ DefaultPFD :';ﬁ @0 destructor TOpenGL.Destraoy;
o LaRG: begin
reaterls; ﬁ @) if welGetCurrentContext = _RC then EndGL;
BeginGL; DestrovRC;
InitOpenGL; DestrovDC;
EndGL: Destrw'.'.'indnw;ﬁu%blj,()ﬁljﬁﬁ
if wzlGetCurrentContext = 0 then BeginGlL; inherited:
end ; end; ’
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OpenGLOMRE.O~®

s AA DT A — LD RRESNDENCHEHEZBFED
. FMXDEES

procedure TOepnGl_FWX-GreatelIndov; initialization //33300000088883333348

_Farm := TCommonCustomForm.Create( mil J;
WND :z WindowHandleToPlatform( Form.Handle ).Wnd; _UpenGL_ := TOpenGL_¥CL.Create;
InitOpenGlLext ;

end;

procedure TOepnGL_FHXE.DestrovWindow;
begin
_Form.Disposenf;

end;
« VCLDIZES
E;gti:ﬁdure TOpenGL _YCL.CreateWindow, initialization ff$$$$$$$$$$$$$$$$$$$$'
_Form := TCustomForm.CreateNew( nil };
. _ _OpenGL_ = TOepnGL _FMX.Create;
ond: _WND = Form.Handle;

[nitOpenGlLext ;

procedure TOpenGL_YVCL.DestrovWindow:
begin

_Form.Free;
end;
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GLY iewerl.0OnPaint := procedure
begin
glMatrixModei GL PROJECTION J;
glLloadldent ity;
EH:]r'thD': _E: +E: _Es +E: H! F :I;

~ R 4 glMatrixMode! GL _MODELYWIEW J:
N> RDELT glLoadldent ity
glTranslatef{ 0O, 0, -5 );
g|Rotatef { +890, 1, 0, 0 J;
glRotatef{ _tngzle, 0, 1, 0 );

Drawshaper,
end;

(®mbarcadero
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procedure TOpenGL.BezinGL;
begin

37> F@;?ﬁ'ﬂﬁpﬁ/*&? ond: wglMakeGurrent ( _DC, _RC );

procedure TOpenGL.EndGL;

. PN begin _

N EI:EH@ LJEL\D C C‘:. R C%I'EIIEI ond: wglMakeCurrent{ _DG, O );

x
« wglMakeCurrent BE%% BLWND®D CEHT |
procedure TGLHiewer-Eeginﬂenderj"”//"—7
begin .
BeginGlL ; @= Fﬁ@ﬁﬁi‘ﬁ@ﬂ')?]
glGlearGolor{ O, O, O, 0O J;
glGlear{ GL_COLOR _BUFFER _BIT or GL_DEPTH _BUFFER_BIT );

_ Miewer.Use( O{BinP} 7; TGLViewer WD C &
end; Erut_:edure TGLY iewer .BeginGL: IEUWND®DR CZEES
procedure TGLYiewer.EndRender; eein .
begin | | _OpenGL_.EndGL; e

_Miewer.Unuse( DiBinPi J; weglMakeCurrent{ DG, OpenGL_.RC J;
eIF lushs] X REa—aBISET | end;
FrdGl: e T E;gti:ﬁdure TGLY iewer.EndGL; A{TGLViewerﬂ)D C’Eﬂ‘?]
SwapBuffers( DG ) — wglMWakeCurrent { _DC, 0 7;
end; 797)“\‘377&?@] OpenGL .BeginGL; @
end; -
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~

SEEE=-SD
A=) &EZEEUE=E Eat')l«%i)

AL RDET.OnPaint IR b

procedure TGLYiewer.Paint; ———
= A begin _ [fﬁﬁﬂﬁﬁﬁhﬂﬁﬁﬂi
- F M Xd)i;‘w_lfl BeginRender; .
. Palntiy“} PT}E@ with GetPixSiz do glViewport({ 0, 0, Width, Height };
=Pa if dssignedl{ _Camera ) them _Camera.Render;
g 1
V C L d) 7 = ) . if Assigned( _OnPaint ) then _OnPaint; ﬁOnPaint %ﬁ]
® WMPaInt xy\y I\t\\ E@ EndRender;
« WMEraseBkgnd XYV w R end:
%_:,E\I\;;j]'ft Eruc_:edure TGLViewer .WMEraseBkend( var Message_:TWmEraseBkend J;
egin
LA BEREEEEEMIE
GLViewer!.OnPaint := procedure end;
heglnngatriI{HDdEi GL PROJECTION :I; pruc_:edure TGL"J‘IEWEFWHPHIH*.': war HESSHEE_:TWHPHiﬂt :':
EIED?ﬁI%EHEHFE 2, +2, N, _F ) M iahariton:
£ r 0 —Ly td, —L, t2, LI 1 T =]
giMatrixMode( GL_MODELYIEY T; BezinRender; [ﬁﬁ'ﬁﬁ@"’m]
gllLoadldent ity N
glTranslatefi 0, 0, -5 1; giViewport ( 0, O, ClientWidth, ClientHeight ;
g:gg{:tg;% +EE§I|13: g: ?!ja ¥ if fssigned( Camera ) then Camera.Render;
DrawShaper; - - - ot =
end: [BFRLZI?)F] if fssizgned( OnPaint ) them _OnPaint; ﬁOnPaintﬁh]
EndRender;

AXBD— P FLUOEREEL LET, AXBOS/FES. SEECRBLET. end;
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» OpenGL (EIAASHBSRIZE= UM EITIR0N
o MKR(CHAS DTN ZEENSHENTD

B C5'C5'Ci'S; S, S,

A

> X
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— > DIFER. DA S FHE
- iﬂ&(;;ﬁ;ﬁﬁ Eléiii'e]werd.DnF'aint := procedure

glMatrixMode! GL_PROJEGTION J;ﬁ;&%ﬁyuq
- ' SEE— R
[ﬁﬁiﬁ?ﬂ’&ﬂ—h !7ganadIdentit}f; .

glFrustumf -474% N, +4/4% N,
BSR4 “3/4x N. 4374 Ny N, F )5 = mmsieseE |
zlMatrixMode(

BEE—R GL_MODELYIEW J:
= | LoadIdent it
mEREO—K — f
Y AEA
zlTranslatef{ 0, +0.5, 0O ]I,A[ 22l *gib]

glTranslatef{ 0, 0, -3 J;%Zﬁn/\g@]
glRotatef( +30, 1, 0, 0 ); ——) XBICEE |

glRotatef({ _Anzle, 0, 1, O ]';<EX$H1'C‘IE|$E]
DrawEhaper:ﬁﬁ;&ﬁE

end;
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—>DREDAS.

» Al=Z ATV —N\I52 T DDEA

BT

o ¥E2TINC KD TIBERIBE

/,—45LBE~
o M2 TIGES

o TIEVEITHRNMNEFTRVKANTRR
 glOrtho BEZLCT1THI AR

. BRI
o ITEZNMEKLIZY J7)

WAE 7N

e glFrustum BEEXT1T514

227

AMEZT A

marina.sys.wakayama-u.ac.jp/ tokoi/?date=20090829
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AEDTER 1BRER

o K%(C?@ﬁ C ETERA IR ZEZRIR
= &R & =aE UMaElTRn
e Point Cloud )L
¢ Wireframe £5)L
« Polygon Mesh EFJL

mo RS =R

LIN \om\uva




MEDER JARDES Y
JERDEHR CTMAREERND

I AVAT=]
o 3IRITEEHE
o SEHENRT )L A EfEE

e MICEERR I RITNT N
- &
o EARNICTIORAFv TREBEIND
o TURXF 7 BEtR
o BEDFIFTDEUERLED 2 RITER

ANXED—BIXRZEEEOHTH TR LTI . AXEDEFER. BFECIRRLET.




MiEDES BRI

s MEEZEEITDET
FRA 1B R ZERIA
e UJ7)LICHEL<
o VR E FHCEHIRT S
o« 7ZX([CHEL<
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o MMERE(CHIGUL

Specular

The Comprehensive PBR Guide - vol. 1

A light ray traveling from one medium to another, scattering inside the object

Incident Ray
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Surface




- FMXHMR : github.com/LUXOPHIA/OpenGL
- VCLIR: github.com/LUXOPHIA/OpenGL_VCL

README.md

FES (ZZF/5 OpenGL

OpenGL M) {—23 EUWDLANEEEZLTWVWC ZET, FriLb AP AYEMZENE]

-OpenGL @EE EEIBELTOEET.

e OpenGL1.0
OpenGL 1.1
OpenGL 1.5
OpenGL 2.1
OpenGL 3.0

OpenGL

FMX : FireMonkey JL»— /AT —20O 32— E LT OpenGL iEEIRRE 1

ANXED—BIXRZEEEOHTH TR LTI . AXEDEFER. BFECIRRLET.
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Ps :array [ 1..8 ] of TSingle3D
TR (e
e T skl i+l Zi-1 0,
OpenGL 10 (1992) CoXe=T3 Y-l 2041 0, 0 Ridlg Yi-15 Z:41 1,
(oWr=T1s Yoaly 2041 ), O ¥+l Yrels 2341 0 )5
ve tarray E Rl é-ﬁf ggﬁ?hi??l?rF( R:1: G:0; B:O: Azl )
- * = - w oy w oy w oy . ' " Ly Ly . P
o ~ { R:=0; G:1; B:0; &:1 ),  R:1; G:1;: B:0; &:1 7,
glBegin ~ glEnd Bﬁyﬂlfiﬁé FH RS L IRHEIRE Hin 1 R
= {1 | N\ >* 0 G:=1; B:1; axl o), 1 G:1 B:l: &4: :
. Ez‘ﬁd)lﬁllﬁz'ﬂ(i—ﬁrd\5|%§& Fs :array [ 1..6, 1..4 ] of Cardinal
A - = []:5!?!3:3!':8:6!2!4:'!
« glVertex : {{Ui& SIRALIE BN N IR BTN
. glcolor : @ 1 1 1 1 1 1 1 1
 gINormal : JEfR glBezin( GL_QUADS );
e glTexCoord : TR F v FBZ .
J for M= 1 to & do 1EATO%S |

f k= 1 to 4 d
3 _______ ":1' hg;in ° ’ \/
.-"ll ll,-" E := Es[ N, K 1;

Jm————— H with Cs[ E 1 do glColor3f( R, G, B I:
with Ps[ E ] do glVertex3fi( %, ¥, 7 1;

1 ————— _E end;

..-"l ..'"l end ;

B s 2| End;; = —SE(CHiE |
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Pz tarray [ 0..8-1 ] of TSingle3D
= CoXe=13 Yi=13 Zi=1 ), C B4l Yi=1y Z:-1 ),
iR A
e N - -+ . = - e -+ .
EoXo-1 Yr+ls Zol ), O X4l Yidly Zi41 ) )
OpenGL 11 (1997) Gs tarray [ 0..08-1 ]+uf T.'J.Jlrplhalifh:uIn:urFJr ' '
= ( ReO0; G:0; B:O; &1 ), ( R:1y Gi0; B:O: A:1 ),
FR R
o ] | ( R:0; G:ls Bri; Al ), © Rety Gilg Brig Azl 3 );
]’E‘"“@/a_ﬁj . _ e Es :arfa:::r E g.-LE-é,jD-iSE % uE ij:arcli:i?alﬁ Dy 1 1)
o BYEBEORLY 77— (CERIX P EE RS IR R
(o, 2,30, 03, 1,00, (7,868,470, (4,58, 71
f BRI EEME |
¢lEnableC!ientState ( GL_YERTEX_ARRAY ); | BEESUERIME
glEnahleClientState( GL_COLOR_ARRAY  );
-I-% I —,
glVertexPointer{ 3, GL _FLOAT, 0O, &@Ps[ 0 1 J; Aﬁl;ﬁﬂ?]’&iﬁﬁ]
- ST "Gl
glColorPointer ( 4, GL_FLOAT, 0, @Cs[ 0 ] }; — SRS i\T/JUZEE? CHEE

glDrawElenents( GL_TRIANGLES, 3{Foin} % 12{Face}, GL_UNSIGNED_INT, @Es[ 0, 0 1 J;
glDisableClientState( GL_VERTEX_ARRAY );
¢lDisableClientState ( GL_COLOR_ARRAY ); | GECSIZMRME |

(IBERS % Wk ]
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| 5:-€7§2| |§E¥ﬁ§ﬁﬁi|

TGLYerter5<TSingle3D: Create GL _STATIC DRAW J;
TGELYerterS<TalphaColorF>.Createl{ GL _STATIC DRAW J;
TGLE |l emerFace3? Create{ GL _STATIC DRAW J;

OpenGL 1.5 (2003)  Jerter?
“Elemer
= V B O : Verttex Buffer Object

T G P UfINERBECY ) EErX UIRTF I EE
E[ETESEIDPN VAN I i

glEnahleClientState( GL_WERTEX_A V
glEnableClientState( GL_COLOR_AR

. EXAE
| ARSI & besin™ <" }H'/h] L\/—

giVertexPointer( 3, GL_FLOAT, 0, nil ; *UFﬂﬁﬁ]

o
-

4 Unbkind;
WerterP.Imnport{ Ps )i e
MerterC.Import{ Gs ) > with _VerterC do TN & mETE
_Elemer .Import({ Es }; hﬂg”gind_ ~ ]
u E!égmrpuinter( 4, GL_FLOAT, D, nil }; ifljﬁﬂﬁ.ﬁ]
nbind;

E"]f:l El d EE*E
Enlagin_ mher o }“f>|\]
Bind:

zlDrawElements{ GL_TRIANGLES, 3{Foin} % 12{Face}, GL_UNSIGNED_INT, nil };:
Unbkind;
Fii 1]

end ;

glDisableClientState( GL_WERTEX _ARRAY );
2N e OB IEIRE el MV N e JoeT o e e 2| [isableClientState( GL_COLOR_ARRAY )




Eungtructur TGELBuffer< TYPE >.Create{ const Usage :GlLenum J;
eEin

OpenGL15.VBO nhortod Croat;

Align = Inithlign;
Btrid = InmitStrid;

. EEEE/,fE _E;ﬁ(i%lﬁ“_‘\/ glGenBuffers( 1, @_ID J;

« BRI SITNERDIT saze iz Usage_;
d; ’
| VBODOEMIE | en
NS ﬂestructur TGLBuffer<_TYPE_».Destrawv;

procedure TGLEuffer< TYPE >.Bind; eEin
begin glDeleteBuffers( 1, &_ID };

glBindBuffer({ GetKind, _ID J;
end ; y inherited;

end;

procedure TGLEuffer< TYPE >.Unbind;
begin
glBindBuffer( Getkind, O :|;<[vgoa;g;y,4|;]

Erugedure TGLBuffer< TYPE >.Import{ const trrav_:array of _TYPE_  );
egin
_Count = Length( Arrav_ J:

end;

o | EAESIDER
Binds; \ 4

glBufferDatal GetKind, SizeQf( Arrav_ ), @hrrav [ 0 1, _Usage ):

ond: Unkind; w5,

ANXED—EIRIZEEEPOETH TR LTI . AXEDEFHEE




glEnableClientState( GL_VERTEX_ARRAY );
glEnableClientState( GL_COLOR_ARRAY );

with YerterP do

OpenGL 2.1 (2006) POy g

zlVertexPointer({ 3, GL_FLOAT, 0O, mil J;
Unbind;
end;

» JOUSNIILE T 5 — b“;“%iﬁ pith,-tertero do
e SO:>T—-A—-—FAT>T o orpointer ( 4, BLFLOAT, 0, nil );

Unbind;

- BR800 7A U
o P O jDDjAj—j \\‘ < with _Elemer do

i begin
' Bind;
—_—/— 1 1
¢ SOZFTLEHDEITENR | Jith Prosra do
! begin
! Use;
I glDrawElements{ GL TRIAWGLES, 3{Foin} % 1¢
with _Elemer do | i SO
begin | 2nd.

Bind;

IDisableClientState( GL_VERTEX_ARRAY J;
IDisableClientState( GL_COLOR_ARRAY J;

with Progzra do

begin m%wﬁm|
Uze;
PO®DI\1 >R ]7

glDrawElements( GL_TRIANGLES, S{Poin} % 12{Facel, GL_UNSIGNED_INT, nil };

fra (o

Uhuse;
end:

Unbind;




OpenGL 2.1.GLSL with Prozra do

bezi :
Egm.‘lttachl{ _ShaderV J; 4[ v Sd)ﬁﬁ]

fttach({ ShaderF J;
GLSLEE CI T 4%t e | FsoER |
e VS :)\— SV IS T — 9_ end; >0
e [EEBE(CHFEIND IR
¢« FS:JSUOA T 45—

o EO’C}L’E(CU%E(JTL%/(/\D ~ with ShaderF.Source do
begin
Eezinlpdate:

fdd( “H#version 1207 0;

B ’wnld malnE)’ 1

fdd( T’

Add ,gl_Fraanlnr = z| Color:® 7;
with ShaderY.Source do Engﬁgéaté ’

begin end: : r\\

Beginlpdate;
hgd{ Hversion 1207 ) VSDY—A [FS@V—Z]
Sdd( “wvoid maini)® J);
Add( {7
fddi 'zl Position = z| MWodelYiewProjectionMatrix % gl Mertex;® J;
fddi ' gzl FrontColor = gl _Color;’ J;
fddf 170
Endlpdate:

end ;
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OpenGL 3.0 (2008)

= V AO : Vertex Array Object
« VBODOBMN/EIMREBELLHTEIRU CHLTHESE
o HEIDE(CEIDV B OZ/\1A> RIDFRINEITD
= Core Profile AKXV A ODFIHEHWE

with Progra do

bezin :! P OZHBZIE

Use;

Eith Marray do
BEIN s T
Bind: A V AOZBzhE RZAR D] I
zlDrawElements( GL_TRIAWGLES, 3{Poin} % 12{Face}, GL_UNSIGNED _INT, mnil J;

Unbind;
end;

Uhuse;
end;
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OpenGL 3.0.VAO

» YHFRHAITDVBOZEERT D

with Marray do
bezin
Bind;

[ﬁﬁﬁﬂﬁ'ﬁ‘] glEnableClientStatel GL_VERTEX_ARRAY Hé{fiﬁﬂﬂ?“’&ﬁ%ﬂ:]

glEnableClient8tate( GL_COLOR_ARRAY j"{@ﬁﬂ?“’iﬁw]ﬂ:]

with VerterP do
begin

Bind;
! E!Hsrte:{ljninterl{ d, GL_FLOAT, O, nil j;%ﬂfﬂﬁﬁ]
nhind;

end;

with VerterC do
bezin

Bind:;
u E!GSIDrF‘ninter{ 4, GL_FLOAT, 0, nil );{ *“Fﬁﬁﬁ]
hnbilnd.

end;

[ﬁﬁﬁ&g?]\ _EIemer.Bind;%*‘Jmﬁﬁi]

Unbind;

end;
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www.khronos.org/opengl/wiki/History_of_OpenGL

POSt O pe n G L 3 . O R Contents [hide]

2 Summary of version changes
2.1 OpenGL 4.5 (2014)

L] OpenGL 3.0 2.2 OpenGL 4.4 (2013)
o ST TRECETIHVBEEISIIEMEICITDL o e

e wWww.khronos.org/opengl/wiki/Legacy_OpenGL 2.5 OpenGL 4.1 (2010)

2.6 OpenGL 4.0 (2010)

- Open_GL 31 2.7 OEenGL 3.3 (2010)
o FEHERIREEI I N THIBR (FLsRBEEEINLY) LIt K 2.8 OpenGL 3.2 (2009)

2.9 OpenGL 3.1 (2009)

- OpenGL 3.2 2.10 OpenGL 3.0 (2008)
+ BRE—PEEAIEASLSICLT L e e

« Core Profile : 5 > EHDOHIFHFE— R 2.12 OpenGL 2.0 (2004)
« Compatible Profile : LA —FEHEEE— K 213 Cpentil 0.5 (20E)]

2.14 OpenGL 1.4 (2002)
2.15 OpenGL 1.3 (2001)
2.16 OpenGL 1.2.1 (1998)

o OpenGL 4.3 2.17 OpenGL 1.2 (1998)
° :Eg“\/j—d:*%ﬁgb\\(i(i\lﬂj %5 5 2.17.1 Imaging subset (optional)

2.18 OpenGL 1.1 (1997)

o SHSMEI IR CHS ! 2.19 OpenGL 1.0 (1992)

Ny Ny N Ny N
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OpenGL Extensions Viewer

= realtech-vr.com/admin/glview

= OpenGL D) \—
« ZIEAP I DEEXREDIHND
. 7)1/?707‘J NI A — /A
« Windows, macOS, Android, 10S

> HEFARSNDI T TY

=@ Core features

& oy
ene we <> 5
eForce GT 650M O... [ il e n about yt
ave astext Expandall ~  Renderers  OpenGlprofle =~ Database
Op: daz___Repor ki GeForce GTX 770
! 2048 MB
NVIDIA GeForce GT 650M OpenGL Engine e
NVIDIA Corporation =nere
e 560 x
OpenGL version 4.1 NVIDIA-10.14.20 355.10.05.15f03 L
I(R]

OpenGL platform OpenCL 1.2 (Jan 4 2017 22:35:59) (FULL_PROFILE)

Metal platform  Features: 1v1, 1v2

Processor 2.3 GHz Intel(R) Core(TM) i7-36150M CPU @ 2. 30GHz x 8

nv I D IA Features  Ivy Bridge Model 3ah, Family 6h, Stepping Sh, SSE3 SSSE3 SSE4.1 SSE4.2 AVX
®

Video memory 1024 MB
nnnnnnnnn
Memory 5192 MB

Software Mac 0S X 10.12.3 (160D32)

Model ID MacBookProto® B Shader model: v 50,ps50

Submit  Update

ANXED—BIXRZEEEOHTH TR LTI . AXEDEFER. BFECIRRLET.

B 3.0 (100 % - 23/23)
€ 3.1 (100 % - 8/8)
F-© 3.2 (100 % - 10/10)
F-© 3.3 (100 % - 10/10)
-9 4.0 (100 % - 14/14)
B9 4.1 (100 % - 7/7)
F-© 4.2 (100 % - 13/13)
O 4.3 (100 % - 23/23)
9 4.4 (100 % - 10/10)
@ 45 (27 % - 3/11)
EI @ Supported

. ~© GL ARB _derivative control

----- © GL_ARB_texture_barrier

~ ® GL_ARB clip_control

EI ® Unsupported

----- ® Shading language version: 4.50

----- ® GL_ARB_get_texture sub_image

----- ® GL KHR _robustness

----- ® GL ARB conditional _render _inverted

----- ® GL ARB cull distance

----- ® GL_ARB shader _texture image _samples
----- ® GL_ARB_ES3_1_compatibility

----- ® GL_ARB_direct_state_access

1@ ARB 2015 (15 % - 2/13)

1@ ARB 2016 (0 % - 0/1)

GLview
QoenGLES.

(|

H




@ OpenGL

Program

Shader

View
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GLYiewerl.0nPaint = procedure
begin

) IMatrixMode{ GL_PROJECTION J;
E5 DIREER BRI " lLoadldent ity
ngr’r_hD( _E: +E: H: _F :I:
glMatrixMode( GL_MO ¥
, ,— s “ — N glloadIdent ity
» NERDITIIRBIET T N TEZ R AT I
e INTHFITEHETS glRotatef{ _ingle, 0, 1, 0 );

« EEOEBEZREV STHRETS o oo

gl Position = WiewerScal— 24 > ROLE

aZ [ nxSoRrE
2O —> PEiE * _Damera.PrnJA 7

¥ inversel Camera.Pose ﬂlﬁ'txamﬁﬂﬁﬁu
* _bhaper.Pose ﬁmwwggﬁyu
¥ _MerterPos; ﬁjﬁ,ﬁ@@

#1751

» MAERDZRZITHINFERE LU TS T —H (CHRAHAFED
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EAVIREFR.UBO

= UBO : Unoform Buffer Object

« INTDIIT—HFNSIHLBEDELE LTS

¢ :E:fﬂZ/ﬁ;L

1737KEV B O &EREU

\

« TEXETJS7J(C GL_ UNIFORM_BUFFER Zi8%E
s EEDOEEARZS T—HNETZENT]EE

« XN

Uniform Block

N

lavaout (std140) uniform TCameraData

lavout (row major) matd Proj;
lavout (row major) matd Pose;

_Gamera;

ZHOE Lz — B DIHNESHD

e G ]

Binding Point

glGetUniformBlockIndex

\\\V//—__d

glUniformBlockBinding

ANXED—BIXRZEEEOHTH TR LTI . AXEDEFER. BFECIRRLET.

Proj Pose

ESDEER

~N

THvCameralata = record
private
public
Proj :ToingleMd;
FPose :ThingleMd;
end;

glBindBufferBase

glBindBufferBase

DEVELOPER CAMP



----- - LUX.GPL. {]pen[
MYX.Camera.pas

MY X.Matery.pas
MY X.Shaper.pas

1
| |
Al
D
\I
A
\J
\
-
I [y

|'§|_'f| Main.pas
2] Main.fmx
P¥e LUXOPHIA¥: DEMO¥-0OpenG
e A = —

(®mbarcadero
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ES=RALASAT

= 3DDUTAICE
IAZ
« TMyCamera
- ME (BRY)
« TMyMatery

WZIS (H/H:)
. ﬂWyShaggr
= HHIE|(X 31T

GLViewerl.OnPaint
PN anera Use; === DASEEME

Hatery -Uses —— ppgeEmt
end; — T U T e

I3

:= procedure

ANXED—EIRZSEEOETH TR LT T, AXEDEFEL. EFECIRELET.

SU. I35 ABiE

with
begin

end;

_Came

with
begin

end;

with
begin

end;

RTINZENTE
C do N 4
Proj := TSingleMd.ProjPers( -_N/2, +_N/2, - _N/2, + N2, N, _F J;
Pose := TSingleM4.RotateX{ DegToRad({ -45 ) ) -
# TSingleMd.Translate( 0, 0, +2 J; BASD
BTN ZEFNTE
rad-Data = 03 = HASOUBOAAS
SI—AYV-An0—R
_Matery do

=

Y _DATAYEhaderY . zlsl ™ J;
¥ _DATA¥EhaderF.zlsl’ J;

ShaderV.Source.LoadFromFilel . .%.
ShaderF.Source.LoadFramFilel °..%.

Imager.LoadFromFilel *..%..%¥ DATA¥Spherical _1024x1024.png” J;
/\
EhElF'ET' dl] Taz;-\vwn_l\

LoadFormFunc{ BraidedTaorus, 1300, 100 ); <{7|'\Uj/ﬂiﬁﬁ

with 5 do
begin
Pose =

end; Tingled-Tdentifys == MIEDEBYTIERE
Data := E,<{%{*®U BO/\ljJ
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SN ALASATSU. TMyCamera

v IEATHI EEERTY) 2 U B O CTIRIF

THyCameralata = record 4”80*3"54*]
private Eunctiun TMyCamera.GetData THyCameraData;
public 22/=F| egin
Proj :TEingIeI‘.‘Id;%Ewnﬂ] . Result == _Datal 0O ];
: ' : - end;
Ens?se Teinzleld -=={§§§§?I§U]

procedure THyCamera.5etDatal const Data :THMyCameraData );

TM¥Camera = class begin
private _Datal 0 ] := Data_;
protected end;

Data :TGLUnifor<THvCameralata>;

Fliff FarEa

function GetData THvCameraData;

procedure SetDatal const Data :THvCameraData );

pugérilgtructur Greate: G TES procedure THyCamera.lUse;
destructor Destroy; override; ] begzin

RSSO T o« _Data.Use( 1{BinP} 7;

property [Data TMvCameralata read GetData write Sethata;

FEAAE A F

procedure lUse;
ot

end;
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SR ALSAITSYU. TMyMatery

ST -BEEATZTU NRNE
» TORXF VAT DT U NafRET

TMv¥Matery = class

Priratf ]

protecte

(RSO “Shader¥ :TGLShadery;
_ShaderF :TGLShaderF;

[I’fﬁH‘SO _Enzine ETGLEI‘IEIHEE 'U'>7°5—7|'7“§Ial\]
_hample  TGLSample;

I tTGLI 2D _RGBEA; = e
puEITiger nasEret- iTUZ?Vﬂ'jylal*]
constructor Create;
?ﬁﬁ};uﬁ}g{ Destroy; override; Erugedure TH¥Matery.Use;
T oA egin .
oroperty Shader¥ :TGLShaderV read _ShaderV; _Engine.lUse; —i P OFEME |
property ShaderF :TGLShaderF read _ShaderF; .
property Enzine :TGLEnzine read Enzine ; _Sample.Usel D{BinP} J;
property Sample :TGLSample read Sanple ; _Imager.Use( O{BinP} J;
property Imager TGLImagerZD_RGEA read _Imager ; end; O\
FEAAS A F

 Brocedure Use; | FORFvEME
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SR ALASA4I'SV. TMyMatery.Create
(/j_% L Eb{t éﬁgg?}lructur TH}jHatery.Greatei

» 3= B P OfA~

inherited:
* Verters: VB O Shaderd :z Tothadery Oreats;
+ TUWAPITIEVBO®H Saeple i Tabamele  loreate!
+—np “Thazer - TGLInager2D RGBA.Creafo:
UBODKSI(B PREETHEM | "
with _Engine do
ac ader a :
g Imagers 707\?17, th Vert
with Yerters do
hes|
P UBODS ol T ATy h Tk el etk e sfElel]: @Rl
E VWD EAN Cigsin]gE Ly, A 2{BinP}, *TWerterTex’ (Nanei, 2{EleN}, GL_FLOAT{EleT} ):
e Framers : JL —AH with Unifors do
° 'j/r/ I\'j/\j_ (,j'ffd\< Egm.‘ldd( O{BinP}, 'T¥iewerScal ' {Hame} J;
- fdd{ 1{BinP}, :TGameraData:{Name} )E
WDBH,](L—EE{%L/K%EHQOD ,fge(/\ o Add ( 2{BinP}, 'TShaperData’ {Namel );
I/\/g IJ \/03_5:(‘:_:5@-@% ;itr_l Imagers do
Egm.ﬂ.dd( D{BinP}, " _Imager’{Wamel} J; gﬁz:B P
end; @ﬁﬁ
with Framers do
begin
] tdd( 0{BinP}, ' _FramerCol ™ {Nane} J;
end.

end;
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S=XYALASA4ISVU. IMyShaperBase

= TMyShaper ODEET S X
e ZETH|Z U B O CTIR¥F

TI'.'Iz.:SharJe rlata = record <{ U BO*ﬁi’ﬁ{*]

pré?gte
public
Pose :TSingIeI‘.‘Id;ﬁ BEINTH
end; ]
THvShaperBase = class
Pri:atf .
protecte
Data TGLUnifor<TMyShaperDatas;
FAAEE T OE R
function GetD ta TMvShaperData;
E{gcedure netD ata( const Data_ :TWvEShaperData J);
public

constructor Create:
destructor Destrov: override:;

A4S FONRT g
property Data :THMyShaperData read GetData write EetData;%UBo,\@lHﬂJ]

FEEE A F
Erucedure Draw;: wirtual; e T
end;
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SN ALASATSY. TMyShaper
» 21V BOZANE

THvShaper = class( THvShaperBasze ) o
private /{MEVBO]

protected

_PosBuf :TGLVerterS<ToingledD>; s

sork Tl ) — R0

_lexbutr = erters<ToingleZls; — =
TEleBuf :TGLElemerFace3?; FURFvEEVEO |

public —
constructor Create: \[4>TWQZVBO]

destructor Destrov: override;

AL RN T o«
property PosBuf (TGLYerterS<T&ingledD> read PosBuf;

property MNorBuf :TGLYerterS<Thingledl> read MNorBuf;

property TexBuf TGLYerterS<TSingle2D> read TexBuf;

property EleBuf :TGLElemerFace3? read FElebBuf,;

FEAAE A e F F 1]

procedure Draw; override; ———"

procedure LoadFormFunc{ const Func :TConstFunc<TdSingle?D0,TdSingle3D>; const Divi _,Div¥ _:Integer J;

end: [ﬁz/alk\am— K|
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i--| 5] LUX.GPU.OpenGL.Atom.Porter.pas

- [5] LUX.GPU.OpenGL.Atom.Progra.pas
. t[3] LUX.GPU.OpenGL.Atom.Shader.pas
A I =] L UX.GPU.OpenGL.Camera. pas
- _ . ME | LUX.GPU.OpenGL.Matery.pas
- 7*“/7 Aj'f 7 - U A =] L Ux.GPU.OpenGL.pas
SE] LUX.GPU.OpenGL.Scener.pas
BRI E | L Ux.GPU.OpenGL.Shaper.pas
- [Z] MYX.Camera.pas
- [3] MYX.Matery.pas
. .[2] MYX.Shaper.pas
=] Main.pas
25| Main.fmx

(®mbarcadero
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NFEINALATAMISV

» W —EBE TS —BETCED ) —R-XS5A4T5V

» HAA KNI T —H (T
» TGLViewer T HOAS (TS T

e Repaint XV v R(CKDEKBIIRTHE|

HE 3 ?EE"_EJ
:I“Jj]
HTEET ?ll T EET §|J
HE *ZE
HEET ?ll tﬂi'.fﬁi"' T51

[TGLScener]
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