JIOJATOK A

['padiunmii marepin arectaiiiHoi podoTH
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MIiHICTEPCTBO OCBITH 1 HAYKH YKpaiHu
XapKiBchKHH HALIOHAIGHHIT YHIBEPCHTET PaIlOeIeKTPOHIKH
DakynmETeT KOMITIOTEPHOI IHKeHepil Ta YIIPaBTiHHT
Kageapa EOM

MonenroBanHa peibedy B cHcTeMax BidyaJizamii

IJIS1 ABlaiHHMX TPEeHaXKepiB

BukoHaB:

CtyneHt rpynu KCMwm-19-1
Octanenko T.O.

HaykoBHIl KepiBHHK:

MogcecsH . C.

MeTta Ta 1OCTaHOBKA 3aBIaHHS

MerTa: OiIBHINECHHA pealliCTAYHOCTI 300pakKeHHS B CHCTEMax Bi3yaJizallii, 3 BHKOPHCTAHHAM
(iHITHEX (YHKIT Ta Ha OCHOBI MET0/Ia 3BOPOTHHOIO TPACyBaHHSL.

IocTaHoBKa 3aBIAHHNA:
= JlocmimxeHHs MeTOTiB 06poOKH 306paskeHs B cHCTeMax Bizyauizaitii,

= Jlocmixenns popMyBaHHS penbedy 3 BHKOPHCTAHHAM (piHITHUX (YHKIIIH, Ha OCHOBI MeTO/Ia
3BOPOTHBOIO TPacyBaHH.

* Po3pobutn Mo/ienb Ha OCHOBI TOCTIKEHIX METOJTIB.



Monenb reoMeTpU4HOi 00POOKH 300paKCHHS Ha
IUIOIIMHI JJ1s1 paCTPOBUX CUCTEM Bizyanizallii

PucyHok 1 - Cuctema koopauHaT

CnocTtepiray MeTo oM 3BOPOTHbLOTO
TpacyBaHHA

PucyHok 2 - Cnocrepirau
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PiHiTHI PYHKLLT

h; =h(x,,z,) h,=h(x_,z +1) hy;=h(x,+1z,) h, =h(x, +Lz_ +1)

YD) =)+ B f()A- FED+ QA= F NS (2)+h0- F G DA- F(Z,)).

BNIOK cxema anropuTtmy nporpamm

Sapamrakemmi
PNG-sapremmas

naxoTren
s mceel
a expaxi




BinobpaxeHHs penbedy 3
BUKOPUCTAHHAM QIHITHUX QYHKLLIN

PucyHok 3 - Kapta Bucot PucyHok 4 - Mopgenb penbedy
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HNedopmaLi GiHITHMX PYHKLiA Y 3a4a4ax CMHTEe3y 300paxKeHHsA
ANA cucTem Bisyanisauii

BapiaHT 1 BapiaHT 2
N i+l 34l L o N (o1 T -~ i 2 iy g2 2, 52 (g2 T
Hxz)= T Ty, flx-0-£e- D=F) T Fe,)) Fx2)= Y Yy =) P- =)V ([FeE,)]
i=i-lj-2-1 e, 2,
}i=|_x+%J 2=\_7_+12J Xp=X-%,2 =22, Xp,Zpc[-1,1) xo=|x] zo=|z] ma=x-xg Za=ZZ X.2, €[01)
Fo=(fe+d ') f¢-1) - BexTop, Fo=(r'e) fue-n) - Bektop,
Viaz1 ¥iaz  Yiaza
Vi=| iz Vi Ve | T MATPMUA {(z:(y“- Yozt ] - Matpuus.
¥aaz1 Yiaz  Yiaza Vastz Vrodzs
2 2
1 1
1 2 3 4 5 6 7 8 3 10 T 2 3 4 5 6 7 8 9 10
Pucynok 5 — Bapiant 1 PucyHok 6 — BapianT 2




BigobpaxeHHA penbedy 3 BUKOPUCTAHHAM
MmeToaa AedopMYBaAHHA PIHITHUX QYHKLLIM

PucyHok 7 - BigobpaskeHHa penbedy 3 BUKOpUCTaHHAM AedpopmoBaHux GiHITHUX GyHKUA

Mopaenb penbedy Ha OCHOBI MeTO1a 3BOPOTHLOTO TPACyBaHHA Ta 3a
A0NOMOTOH QIHITHUX PYHKLLIN
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BucHoBKH

B xopi BUKOHaHHA aTecTauilHoi Byna nobyaosaHa mogens penbedy B cucTemax Bisyanisauii.
JocnigeHo Wo ANA CUHTesy 306paxeHb B peanbHomy vaci fobpe onpauboBaHWA MeToh NPAMOro
TpacyBaHHA. [lOKNaAHO PO3MAHYTMIA METOZ, 3BOPOTHOMO TPacyBaHHA LWO [JO3BOJAAE CUHTE3YBaTH
300paeHHA 3 BUCOKOK peanictuuHicTio. [ocnigkeHo penbed B cucTemax Bisyanisauii AnA asiauinHux
TPeHaXepiB OPIEHTOBaHWX Ha METOJ 3BOPOTHOMO TPacyBaHHA Ta 3a A0NOMOrol GiHITHUX GYKHLINA.
Mogenb nokasana Lo HeMaEe 371amMiB Ha CTMKaxX CYMIMKHMX NoBepxoHb, Nobyaosa He BMMarae nonepeaHix
obuuncneHsb, y basi gaHux 36epiraeTbca miHiMym iHpopmaL,ii, Lo f03BONAE KOMNAKTHO 3bepiraty i WBKMAKO
06pobnAaTH BENWKI NPOCTOPU 3€MHOT NOBEPXHI.



JIOJIATOK B

[Ipuknaau poboTu mporpamu

b.1 I'opu Ha Moaeni punbedy

b.2 Husuna Ha mopeni penbedy
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JIOIATOK B

Kon nporpamuoro 3abe3nedeHHs

#include <stdio.h>
#include <stdlib.h>
#include <string.h>
#include <stdint.h>
#include <math.h>
#include <time.h>

#include <signal.h> //CwurhHajn, dYTOOH BHXOINTH

OJIOKMpPyEeT €TI0
#include <string>
#include <SDL2/SDL.h>
#include <GL/glew.h>
#include <GL/gl.h>
#include <png.h>
typedef uint8 t u8;
typedef int8 t s8;
typedef uintlé t ulé6;
typedef intlé6 t sl6;
typedef uint32 t u32;
typedef int32 t s32;
typedef uint64 t u64;
typedef int64 t s64;
typedef struct {
float x;
float y;
float z;
} vec3 t; //TpPEXMEpPHENT BEKTOP

typedef struct {

float v[l6];
/*

*0 4 8 12
*1 5 9 13
* 2 6 10 14
* 3 7 11 15
*/

} mat4 t; //maTpuua 4x4

mat4 t IdentityMatrix = {

{1,0,0,0, 0,1,0,0, 0,0,1,0, 0,0,0,1},
}s //eIuHNYHA A MaTpMLa

vec3 t zerovec = {0};

1o

Ctrl+C,

//HekoTopLHe MaTeMaTUUeCKMe OMNepPaTOopH IJid BEKTOPOB U MaTPMUIL.

//Ecny TyT MaTpuua 4x4 yMHOXaeTCs Ha TPEXMEPHHI BEKTODP,

TO BTO

MHauye

YTO BEKTOP pPacUMpsaeTcsd OO UYETHPEXMEPHOIT'O M IIOCJIeOHMM B2JieMeHT paBeH 1.0

vec3 t operator+(const vec3 t v0,const vec3 t vl)

vec3_t out = v0;
out.x += vl.x;
out.y += vl.y;
out.z += vl.z;
return out;

}

vec3 t operator-(const vec3 t v0,const vec3 t vl)

vec3 t out = v0;
out.x -= vl.x;
out.y -= vl.y;

{

{
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SDL2

o3Hauaer,



out.z vl.z;
return out;

}

vec3 t operator*(const vec3 t v,float n) {

vec3 t out = v;

out.x *= n;
out.y *= n;
out.z *= n;

return out;

}

vec3 t operator* (const mat4 t mat,const

vec3 t out {0};

out.x = in.x*mat.v[0] + in.y*mat.
out.y = in.x*mat.v[1] + in.y*mat.
out.z = in.x*mat.v[2] + in.y*mat.

return out;

}
vec3 t operator-(const vec3 t in)
vec3 t out {0}

out.x = -in.x;
out.y = -in.y;
out.z = -in.z;

return out;

}

vec3 t in) {

v[4] + in.z*mat.v[8] + 1l*mat.v[12
v[5] + in.z*mat.v[9] + 1*mat.v[1l3
v[(6] + in.z*mat.v[10] + 1l*mat.v[1l

{

float dot(const vec3 t v0,const vec3 t vl) {

return

}
float length(const vec3 t v) {

return sqgrt (dot(v,v));

}

(vO0.x*vl.x + vO.y*vl.y + vO0.z*v1l.z);

vec3 t cross(const vec3 t v0,const vec3 t vl) {

vec3 t ret;

ret.x = v0.y*vl.z - v0.z*vl.y;
ret.y = v0.z*vl.x - v0.x*vl.z;
ret.z = v0.x*vl.y - v0.y*vl.x;

return ret;
}

vec3 t normalize (const vec3 t v)

float 1 = length(v);
vec3 t ret;

ret.x = v.x/1;

ret.y = v.y/1;

ret.z = v.z/1;

return ret;

}
float clamp(float

if (x < min) {
return min;

}

else 1f (x > max) {

return max;

}

return x;

}

{

x,float min, float max) {

mat4 t operator* (const mat4 t mO,const mat4 t ml) {

mat4 t ret = {0};

s32 w = 4;
s32 h = 4;
s32 den = 4;
for (s32 y = 0; y < h; y++) {
for (832 x = 0; x < w; x++) {
for (s32 i = 0; 1 < den; i++) {

ret.v[iy*w + x]

+= mO0.v[i*w + x]*ml.v[y*w + 1];

]
]
4

’

]

’



}

return ret;
}
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//dyHKUUY OJs Npeobpasz’oBaHMui TpaHCOOPMALMOHHONM MaTPULIEL

mat4 t TranslateMatrix(mat4 t dest,float x,float y,float z)

mat4 t tr = IdentityMatrix;

tr.vT12] = X;
tr.v[13] = vy;
tr.v[14] = z;

return tr*dest;

}

mat4 t RotateMatrixX (mat4 t dest,float angle) {
mat4d t rt = IdentityMatrix;

rt.v[5] = cos(angle);
rt.v[6] = sin(angle);
rt.v[9] = -sin(angle);
rt.v[10] = cos(angle);

return rt*dest;

}

mat4 t RotateMatrixY (mat4 t dest,float angle) {
mat4 t rt = IdentityMatrix;

rt.v[0] = cos(angle);
rt.v[2] = -sin(angle);
rt.v[8] = sin(angle);
rt.v[10] = cos(angle);

return rt*dest;

}

mat4 t RotateMatrixZ (mat4 t dest,float angle) {
mat4d t rt = IdentityMatrix;

rt.v[0] = cos(angle);
rt.v[1l] = sin(angle);
rt.v[4] = -sin(angle);
rt.v[5] = cos(angle);

return rt*dest;

}
mat4 t ScaleMatrix(mat4 t dest,float x,float y,float z)

mat4 t sc = IdentityMatrix;

sc.vTO] = X;
sc.v[5] = vy;
sc.v[10] = z;

return sc*dest;

}

/177

float DegToRad(float angle) { // Tpanmycel B pamavaHb
return angle/360.0* (2*M _PI);

}

typedef struct {

s32 w,h;

float* heights; //Maccue BHCOT pasMepoM w*h.
} HeightMap t; //Twn KapTh BEICOT

void dummyerrorO () { //xomnbex mna libpng
return;

}

void dummyerrorl (struct png struct def * a, const char

nnsa libpng

return;

}

void dummyerror?2(struct png struct def * a, const char *b)
nnsa libpng

return;

}
u8* pngbytes;

{

{

{

{
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//xonnbex

/ /konnbex
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s32 pngsize;
s32 pngseek;
void readpngfn (png structp png,png bytep buf,png size t num) { //xomnbex
nns libpng
if (pngseek + num < pngsize) {
memcpy (buf, épngbytes |[pngseek], num) ;
pngseek += num;
}
else {
memcpy (buf, &pngbytes [pngseek],pngsize - pngseek);
pngseek = pngsize - 1;
}

}
//®yHKUMA 3arpys3ku height map 3 PNG-KapTUHKM

HeightMap t LoadHeightMap (std::string path) {

s32 size;

u8* data;

FILE* f;

f = fopen(path.c_str(),»rb»);

if (£ == NULL) {
printf («File %s does not exist\n»,path);
exit (1),

}

fseek(f,0,SEEK END) ;

size = ftell (f);

fseek(f,0,SEEK SET);

data (u8*)malloc (size);
fread(data,size, 1, f);
fclose (f);

u32 width;

u32 height;

png bytep* row pointers;
pngbytes = data;

pngsize = size;
pngseek = 0;
png structp png =

png create read struct (PNG LIBPNG VER STRING, (void*)dummyerror0, (void
(*) (png_struct def *, const char *))dummyerrorl, (void (*) (png struct def ~*,
const char *))dummyerror2); //Cumrarp maHHble PNG CTPYKTYPH.
png set read fn(png,NULL,readpngfn);
png infop info = png create info struct (png);
png read info (png,info);
width = png get image width (png,info); //HonmyumTes mmpuny usobpaxeHMs
height = png get image height (png,info); //IosyuuTb BEICOTY M300paxXeHUS
u8 color type = png get color type(png,info);
u8 bit depth = png get bit depth(png, info);
//TyT wuOyT pasHoOOpasHEle BH3OBE libpng, koTOpHe HaCcTpOAT €To IJid
nonyuyeHmsa RGBA-3HaueHuUA.
if (bit depth == 16) {
png set strip 16(png);
}
if (color type == PNG COLOR TYPE PALETTE) {
png_set palette to rgb(png);
}
if (color type == PNG_COLOR TYPE GRAY && bit depth < 8) ({
png _set expand gray 1 2 4 to 8(png);
}
if (png_get valid(png,info, PNG_INFO tRNS)) {
png set tRNS to alpha(png);
}
if (color type == PNG_COLOR_TYPE RGB [ ] color type ==
PNG COLOR_TYPE GRAY || color type == PNG COLOR TYPE PALETTE) ({
png set filler (png, OxFF,PNG FILLER AFTER);

}



if (color type == PNG_COLOR_TYPE GRAY [ color type
PNG_COLOR_TYPE GRAY ALPHA) ({
png_set gray to rgb(png);
}
png read update info(png, info);
row_pointers = (png bytep*)malloc(sizeof (png bytep) *height);
for (int y = 0; y < height; y++) {

row _pointers[y] = (png byte*)malloc(png get rowbytes (png,info));

}
png read image (png,row _pointers);
png destroy read struct (&png, &info,NULL) ;
png = NULL;
info = NULL;
HeightMap t out;
out.w = width;
out.h = height;
out.heights = (float*)malloc(sizeof (float)*out.w*out.h);
for (u32 y = 0; y < height; y++) {
for (u32 x = 0; x < width; x++) {
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out.heights[y*out.w + x] = row pointers[y][x*4 + 0]/255.0;

//BHadenn R nuxcesnsa

}

}

for (int y = 0; y < height; y++) {
free (row_pointers[yl);

}

free (row_pointers);

free(data);

return out;

}

SDL Window* window; //okHO

s32 WindowWidth = 1200; // n ero pasMeptl

s32 WindowHeight = 800;

matd4 t camera = IdentityMatrix; //maTpuia xamepel
GLuint mainprogram; // lleinmep-mnporpaMMa OIEeHTJa
HeightMap t hm; //OcHOBHas kapTa BEICOT

GLuint hm tex; //Opengl-TekcTypa IJs KapTh BHECOT
void draw () {

glLoadIdentity () ;

glClear (GL_DEPTH BUFFER BIT | GL COLOR BUFFER BIT); //O4ucTUTE LBeT

Oybep ryOMHE
glClearColor(0.0,0.0,0.0,1.0);
glBindTexture (GL TEXTURE 2D,hm tex);

mat4 t camera notrans = camera; //camera notrans mcCHOJB3yeTCH
BBEIUMCJIEHMS HANpaBJIEHUS BEKTOPOB PEUTPEeMVCHMHIa B QparMeHTHOM leMnepe

camera notrans.v[12] = 0;

camera notrans.v[13] = 0;

camera notrans.v[14] = O;

GLfloat cam pos[3] = {camera.v[l2],camera.v[13],camera.v[14]};

GLuint cam = glGetUniformLocation (mainprogram,»camera») ;

GLuint camnt = glGetUniformLocation (mainprogram,»camera notrans») ;

GLuint camp = glGetUniformLocation (mainprogram,»camera pos») ;

GLuint heighttex = glGetUniformLocation (mainprogram,»HeightMap») ;

GLuint heighttex w
glGetUniformLocation (mainprogram, »HeightMapWidth») ;

GLuint heighttex h
glGetUniformLocation (mainprogram, »HeightMapHeight») ;

glUseProgram(mainprogram) ;

glUniformMatrix4fv (cam,1,0,camera.v); //TyT nepenadércd MaTpulla KaMephl

nu

IJIA

glUniformMatrix4fv (camnt, 1,0, camera notrans.v); //TyT nepenaércs

MaTpulla KaMephl C OUMIIEeHHHM 3SHAadYeHMeM TpaHcHadauumy (rnepeMemenus) . HyxHO

oBpa30BaHMs HaNpaBJIeHMS BEKTOPOB B llelmepe.

HJIA
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glUniform3f (camp,cam pos[0],cam pos[l],cam pos[2]); //TyT nepenaércs
o3mMUMAa KaMepel. HyXHa IIJI9 aBTOMATUUECKOM HACTPOMKM paspelleHus B melnmepe.

glUniformli (heighttex, GL TEXTUREO) ;

glUniformli (heighttex w,hm.w);

glUniformli (heighttex h,hm.h);

)
GLfloat vertex[8] = {-(float)WindowWidth/2, - (float)WindowHeight/2,
(float)WindowWidth/2, - (float)WindowHeight/2,
(float)WindowWidth/2, (float)WindowHeight/2,
- (float)WindowWidth/2, (float)WindowHeight/2};

//pUcoBaThL NPSIMOYTOJIbLHMK BO BECb SKpPaH, MHAUE OIEHIJI HMUYEeTrO He HapucyerT
glvertexPointer (2,GL_FLOAT, 0, vertex) ;
glDrawArrays (GL_QUADS,0,4);
glUseProgram(0) ;
}
void handler sigint(s32 sig) { //Bmxom nmo SIGINT curuany (Ctrl+C)
exit (0);
}
s32 oldmouse x;
s32 oldmouse y;
float angle pitch;
float angle yaw;
vec3 t pos;
vec3 t modelpos;
float modelr = 40.0;

u8 disable = 1; //yBpaTb KypCcOp ¥ BHMTMU U3 pexuMa nojéra (mis flymode =
0)

u8 flymode = 1; //Ucnomnevsyercs Tosibko flymode = 1.

float mousesens = 40.0; //4yBCTBUTEJBLHOCTEL MBI

#define FLYMODEl KOEF 4.5

void upr() |

SDL_PumpEvents (); //OBHoBuT: SDL COOHTHUA.

s32 mouse_x,mouse_y;

s32 mousebuttons = SDL GetMouseState (&mouse x, &mouse y); //Tlony4YnuTs
COCTOSIHME MBI

mouse y = WindowHeight - mouse y - 1; //TNlpeobpaszoBaThL BHAUYEHUE

KOOpIOMHAaTHE MBIIIM IOJI4d Y, yTOOR OHO HAUMHAJMUCL HEe CBepXy OKHa, a CHusy.
s32 KeymapLen;

const Uint8* keymap = SDL GetKeyboardState (&KeymapLen) ; //Y3HaTh
cocTogHMe kJaBum SDL-OKHa.

if (flymode == 0) { //Honét B pexume WASD+SPACE+F wu ymnpaBJjieHME KamMepoit
MEBIIIBIO .

if (disable) {
s32 mouse center x = mouse x - WindowWidth/2;
s32 mouse center y mouse_ y - WindowHeight/2;

angle yaw -= (float)mouse center x/(50.001 - mousesens);
angle pitch += (float)mouse center y/(50.001 - mousesens);
}
if (disable) {
SDL_WarpMouseInWindow (window, WindowWidth/2,WindowHeight/2) ;
SDL_ShowCursor (SDL_DISABLE) ;
}
else {
SDL_ShowCursor (SDL_ENABLE) ;
}
}
else {
s32 xval = mouse x - oldmouse x; //TYyT BEUMCISETCS KOJI-BO
MPOMIOEHHEX KYyPCOPOM MMKCEeJIe C IpoIioro Kamapa.
s32 yval = mouse_ y - oldmouse_ y; ////

if (mousebuttons & (1 << 0)) { //Ecmm Haxara JIKM, TO WM3MEHUTH
3HauyeHMe yIJjla IJid Ppacuéra KaMepH.
angle yaw —= (float)xval/ (50.001 -

mousesens) *FLYMODE1 KOEF;
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angle pitch += (float)yval/ (50.001 -
mousesens) *FLYMODE1 KOEF;
}

else if (mousebuttons & (1 << 1)) { //Eciau HaxaTa CpenHas KHOIMKAa
MBI, TO M3MeHMUTb modelr, ABJIALIMUNCA PacCTOSHMEM OT TOUKM modelpos IO KaMeEpPH .
modelr -= yval;
}
else 1f (mousebuttons & (1 << 2)) { //Ecam HaxaTra IIKM, TO
VBMEHUTH I[IOJIOXKEHME KaMEePH.
vec3 t in =
vec3 t{xval/ (sqgrt (modelr)),yval/ (sqrt (modelr)),0}; //TyT BEIUMCJIAETCH, KaK

majexo IepeMecTuTh €& B SBaBUCHMMOCTM OT HbeHemHero modelr. 3TO HYXHO, UTOOH
CKOPOCTEL NPpUOIUBUTENILHO COOTBETCTBOBAJIa MacumTaby.

mat4 t mat = IdentityMatrix;
mat = RotateMatrixX (mat,DegToRad(angle pitch));
mat = RotateMatrixY (mat, DegToRad (angle yaw));

in = mat*in; //BexTop comepxammii 3HAYEHMS  M3MEHEHUS
MOJIOXEHVS MHIM TPAHCOOPMUPYETCHS MATPULEA B COOTBETCTBUU C YTJIOBHM [IOJIOKEHUEM
KaMEpPH .

in = in* (pow (modelr,0.7)/10.0); //TyT 3HadYeHue emé
yMeHbmaeTrcsa. 10.0 — nopocTo koeddUIMEeHT UyBCTBUTEIJIBLHOCTHU.
modelpos.x —-= in.x;
modelpos.y —-= in.y;
modelpos.z —-= in.z;
}
if (modelr < 0.0) { //Ha crnyualt, eciM I[IOJb30BATEJb NPUOIN3UIICI

CIMIIKOM OJM3KO, He JaTb modelr CcTaTb OTPULTATEJIbHBIM.
modelr = 10;

}
float yawrad = angle yaw/ (180.0/M PI);

if (keymap[SDL SCANCODE ESCAPE]) { //Bmuitm no Esc
exit (0);
}
if (keymap [SDL_SCANCODE_T]) { //0nsa flymode = 0 U3MEHUTE :
B3aMMOIEMCTBOBATE C MEIILD MM HET.
disable = !disable;

}

//Ynpaeneuue nna flymode = 0

#define SPEED 5.0

if (keymap[SDL SCANCODE SPACE]) {
pos.y += SPEED;

if (keymap[SDL_ SCANCODE F]) {
pos.y —-= SPEED;

if (keymap[SDL SCANCODE W]) {
pos.x -= SPEED*sin (yawrad) ;
pos.z —-= SPEED*cos (yawrad) ;

if (keymap[SDL SCANCODE S]) {
pos.x += SPEED*sin (yawrad) ;
pos.z += SPEED*cos (yawrad) ;

if (keymap[SDL SCANCODE D]) {
pos.x += SPEED*cos (yawrad) ;
pos.z -= SPEED*sin (yawrad) ;
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if (keymap[SDL SCANCODE A]) {
pos.x —-= SPEED*cos (yawrad) ;
pos.z += SPEED*sin (yawrad) ;
}
camera = IdentityMatrix;
if (flymode == 0) { //lpeobpazoBaHue MaTpulel xamepdl mjs flymode = 0
camera = RotateMatrixX (camera,DegToRad (angle pitch));
camera = RotateMatrixY (camera,DegToRad (angle yaw));
camera = TranslateMatrix (camera,pos.X,po0sS.y,po0s.z);

}

else if (flymode == 1) { //lpeoBpaszoBaHue MmaTpulu kaMepw mig flymode

camera = TranslateMatrix (camera,(0,0,modelr);

camera RotateMatrixX (camera, DegToRad (angle pitch));

camera = RotateMatrixY (camera,DegToRad (angle yaw));

camera =
TranslateMatrix (camera,modelpos.x,modelpos.y,modelpos.z);

}

oldmouse x = mouse_ Xx;
oldmouse_ y = mouse_y;
}
void InitGL(); //Ob6mwaeieume InitGL
int window_event handler (void* data,SDL Event* event) { //®yHKIMUSA
BBEIBEIBaeTCa SDL2, dYuTOOE 0OpaboTaTh HEKOTOPEE COOBTUSI
if (event->type == SDL WINDOWEVENT) {
if (event->window.event == SDL WINDOWEVENT CLOSE) { //Ecim OKHO
OOJIKHO OBITH BaKPHTO, TO BEMUTHU.
exit (0);
}
else if (event->window.event == SDL_WINDOWEVENT RESIZED) {

//TlepeHnLaIn3upPOBaThL OMNEHTJI, KOTAa OKHO PeCcam3HyTO

SDL_GetWindowSize (window, &WindowWidth, &éWindowHeight) ;

InitGL () ;
}
}
else if (event->type == SDL MOUSEWHEEL) { //U3menure modelr pmna flymode
= 1 0OpM IOPOKPYTKE KOJECUKOM MEIIIN
modelr -= event->wheel.y*sqrt (modelr);

}

return 0;

}

void PrintShaderError (GLuint shader,GLuint program) {
char* msg;
s32 InfologLength;

if (program != 0) { //Y3HaTh KOJI-BO OaiT myis BeiBOma OpenGL-owmbKM.
glGetProgramiv (program, GL INFO LOG LENGTH, &InfoLogLength) ;

}

else {
glGetShaderiv (shader,GL INFO LOG LENGTH, &InfoLogLength) ;

}

msg = (char*)calloc(l,InfoLogLength + 1); //BHIOEIUTE  [HaMAThL  IIO]

coobueHue

if (program != 0) { //lonyuuThs coobumeHue
glGetProgramInfolog (program, InfoLogLength,NULL, msqg) ;

}

else {

glGetShaderInfolog (shader, InfolLogLength, NULL, msqg) ;
}

printf («shader error:\n»);



71

printf («%$s\n»,msg); //HameuaTaTb ero

free (msg); //0cBoBOOMTE MaMATbL OT HEIO

bi

float scale = 0.125;

void InitGL () {

glViewport (0,0, WindowWidth, WindowHeight); //BbomnopT BO BEeCb 3KpaH

glMatrixMode(GL_PROJECTION);

glLoadIdentity (),

glOrtho (0.0,WindowWidth, 0.0, WindowHeight,-1000000.0,1000000.0) ;
//Onenry OyOeT WMCHOJIb30BATHL OPTOTOHAJIBHYID MNPOeKUMIO IJIS OTPUCOBKM OIHOTO
IPSAMOYTOJILHUKA .

glEnable (GL_TEXTURE 2D);

glActiveTexture (GL TEXTUREO) ;

GLint success;

FILE* £f;

char* data; //YkaszaTesb g OAHHBEIX, CUMTAHHEX C Qania.

s32 size; //llepemeHHasa IJjs pasMepa STUX IaHHEHX.

if (mainprogram != 0) { //Inga perHMUMATIUIALNNA
glDeleteProgram(mainprogram) ;

}

mainprogram = glCreateProgram() ;

f = fopen(«v.glsl»,»rb»); //OTkpuTb Gans BEepUMHHOTO wWeMkmepa

fseek (£f,0,SEEK _END); //lepepecTu Kypcop B KkoHel Odalina

size = ftell(f); //Y3HaTb paszmMep Odalija (HBHeENHee [IOJIOXEHME Kypcopa)

fseek (f,SEEK_SET,0); //lepeBecTu Kypcop oOpaTHO

data = (char*)malloc(size); //BeOmeJauTb NaMATb IJIS IOaHHBIX

memset (data, 0, size);

fread(data,size,1,f);

fclose (f);

GLuint vertex shader = glCreateShader (GL VERTEX SHADER); //CosmaTsb
BEPUMHHEI MeNaep

glShaderSource (vertex shader, 1, (const GLchar **) &data, &size) ;
//3arpy3uThs KOI B HETO

glCompileShader (vertex shader); //CxoMOmMiMpoBaThb BEPHMHHEN Weinep

glGetShaderiv (vertex shader,GL _COMPILE STATUS, &success) ; //ToNyunTs
ommbKy, €CJiM eCThb.

if (success != GL_TRUE) ({

PrintShaderError (vertex shader,0);

}

glAttachShader (mainprogram, vertex shader); //0oBaBuTh mennep K
nporpamMmMe mainprogram

glLinkProgram (mainprogram); //CIMHKOBaTL WENOEPHYW0 IPOTPaMMy

glGetProgramiv (mainprogram, GL LINK STATUS, &success) ; //Y3HaTh cTaTyc
JIMHKOBKU .

if (success != GL_TRUE) ({

PrintShaderError (0,mainprogram) ;
}
free (data);
f = fopen(«fhm.glsl»,»rb»); //OrTkpere OGan o¢parMeHTHOTO melmepa u
aHaJIOTMUYHO BHIIEONMCAHHOMY IIOJIYUMTh €TI0 pasMep M IaHHBE.
fseek(f,0,SEEK END) ;

size = ftell(f);

fseek (£, SEEK_SET,0) ;

char* fdata = (char*)malloc(size + 1); //Ho TyT cCuMTaTh B I[EPEeMEHHYK
fdata

memset (fdata,0,size + 1);

fread(fdata,size,1,f);

fclose (f);

size += 200; //IobaBuTe K pasMepy HECKOJbKO 0aMiT, Tak Kak Oymer
npomsBeneHo dopmaTMpoBaHMeE uepes snprintf

data = (char*)malloc (size);

memset (data, 0,size);
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snprintf (data, size, fdata, (float)WindowWidth, (float)WindowHeight, (float)
scale); //dopmaTupoBahHue. B mermepe ecTb TekcT %f, KOTOpPHIM 3aMeHSeTCd Ha
3HAUEHMS pasMepoB OKHa. JTO HYXHO IJisd pelTpelcuHTa.

//printf («%$s\n», fdata) ;

//printf («%$s\n»,data) ;

free(fdata);

size = strlen((char*)data);

GLuint frag shader = glCreateShader (GL FRAGMENT SHADER) ; //Co3maTs
bparMeHTHEM WeNnep

glShaderSource (frag _shader,1, (const GLchar **) gdata, &size);

//AHaAJIOTUYHO 3aI'Py3UTh KON M CKOMIUIMPOBATEL €TI0

glCompileShader (frag shader);

glGetShaderiv (frag shader,GL COMPILE STATUS, &success);

if (success != GL_TRUE) {

PrintShaderError (frag shader,0);

}

glAttachShader (mainprogram, frag shader);

glBindAttribLocation (mainprogram, 0, »in Position»); //Yxazars, dTo
rnepeMeHHasd BEPUWMHHOTO lelrmepa in Position mMeeT HyJneBOM HOMEp.

glLinkProgram (mainprogram) ;

glGetProgramiv (mainprogram, GL LINK STATUS, &success);

if (success != GL TRUE) ({

PrintShaderError (0,mainprogram) ;

}

free(data);

}

std::string filename = «a.png»;

int main(int argc,char* argv[]) {

signal (SIGINT, ¢handler sigint); / /TlpoBpOCUTH 0bpaboTKy SIGINT Ha
handler sigint

for (s32 1 = 1; 1 < argc; i++) {

if (!strcmp(argv[i], (char*)»--scale»)) {
if (i + 1 < argce) {
i++;
float sc = atof(argvl[il]);
if (sc > 0.0) {
scale = sc;
}
else {
printf («Invalid scale: $f\n»,sc);
exit (1) ;
}
}
}
else {
filename = argv[i];
}
}
if (SDL Init (SDL INIT EVERYTHING) != 0) { //VManumammsuporBaThb wWeumep. B

cnydyae ommbOKM, HarnedaTb 00 3TOM M BHUMTHU.
printf («SDL_Init failed: %$s\n», SDL GetError());
return 1;
}
/ /VHnumanuszanumusa SDL-oOKHa .
SDL DisplayMode dispmode;
SDL_GetCurrentDisplayMode (0, &dispmode) ;
window =
SDL_CreateWindow (««, 200,200, WindowWidth, WindowHeight, SDL WINDOW RESIZABLE |
SDL7WINDOW70PENGL);
SDL_AddEventWatch (window event handler,window); //JoBaBnTh byHKLMIO
window event handler nna oOpa®OTKM COOETUM
//Co3maTs M MHULUMAJIM3UPOBATL KOHTEKCT OIEeHIJIa
SDL_GLContext glcontext = SDL GL CreateContext (window) ;
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SDL_GL_SetAttribute (SDL_GL_CONTEXT PROFILE MASK,SDL_GL_CONTEXT PROFILE

CORE) ;
SDL_GL_SetAttribute(SDL_GL_CONTEXT_MAJOR_VERSION,3);
SDL_GL SetAttribute (SDL_GL CONTEXT MINOR VERSION,2) ;
SDL_GL SetAttribute (SDL_GL DOUBLEBUFFER, 1) ;
GLenum error = glewInit();//Muuuranusmuporars GLEW, B ciayuae oummbKHU
HamneyaTs 0O 2TOM M BHMUTHU.
if (error != GLEW OK) ({
printf («glewInit failed: %s\n»,glewGetErrorString (error));
return 1;
}
SDL GL SetSwapInterval(l);
hm = LoadHeightMap (filename) ;
InitGL(); //VMHMUMAIM3UPOBATL OIEHIJI M MeNIepH .
glGenTextures (1, &hm tex);
glBindTexture (GL TEXTURE 2D,hm tex);
ngexParameteri(GL_TEXTURE_ZD,GL_TEXTURE_MAG_FILTER,GL_NEAREST);
ngexParameteri(GL_TEXTURE_ZD,GL_TEXTURE_MIN_FILTER,GL_NEAREST);
glTexImage2D (GL_TEXTURE 2D,0,1,hm.w,hm.h,0,GL RED,GL FLOAT,hm.heights);
angle pitch = -30; //locTaBuTh M3HAYaJIBHEN yToJ KaMmeprl B -30 Ipamycos.
struct timespec timel, time?2; //CTPYKTYPH s M3MEepEeHUs
IPOMIOEHHOTO BPEMEHMU.
glEnableClientState(GL_VERTEX_ARRAY); / /BKJIOUNTEL GL_ VERTEX ARRAY OJid
pucoBku uepes glVertexPointer m glDrawArrays
while (1) {
clock gettime (CLOCK MONOTONIC, &timel) ; / /TIonyunTs Bpemsa o
PUCOBKMU
draw () ;
SDL_GL SwapWindow (window); //CBanHyTs KaOp B OKHeE.
upr (); //Yupasiehnue
clock gettime (CLOCK_MONOTONIC, &time2) ; / /TloJIyYnThL BpeMa nocJje
PUCOBKMU
u64 usec = time2.tv _sec*1000000 + time2.tv _nsec/1000 -

timel.tv _sec*1000000 - timel.tv _nsec/1000;
printf («FPS: %f\n»,1000000.0/usec); //BeBeCcTr HLHemHMU’ FPS
}

uniform mat4 camera;

uniform mat4 camera notrans;
uniform vec3 camera pos;

uniform int HeightMapWidth;

uniform int HeightMapHeight;
uniform sampler2D HeightMap;

out vec4 FragColor; //BeIXOOHONM LBET
#define WIDTH %f //llupwmHa OKHa
#define HEIGHT %f //BoicoTa OKHa
#define SCALE S%f

#define FOV 1.309 //Yrom oB30pa B pammuHax

vec3 objposs[l] = {vec3(0.0,0.0,0.0)1};
vec3 colors[l] = {vec3(1.0,1.0,1.0)}; //lBeTa OBBEKTOB
vec3 lightposs[l] = {vec3(0.0,100.0,0.0)}; //HojoxeHue MCTOUHMKA CBETA.

struct CastRet t { //CrpykTypa HaHHHX O [eCedYeHMe JIyda.
bool casted; //IIpor30ujio nM NepeceueHue

vec3 normal; //HopMasb NOBEPXHOCTU, I'Ie NPOM3OIIIO IepecedeHMre
vec3 intersect; //lo3uuus TOUKMU IepecCeueHUs

}i

#define M PI 3.1415926535897932384626433832795

float finit cos(float t) { //PmuHmTHas QyxHUMA.

return (cos(M PI*t) + 1.0)/2.0*int(t < 1.0);

}

float finit cos deform(float t) { //IJedopmmpoBaHHas OMHMTHas QYHKLMA
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return 2.0/3.0*finit cos(t*2.0/3.0);
}

float HeightByCoord(float x,float z) { //HolyumTb BHICOTY [0 KOOPOMHATAM
float h = 0;

int sx = int(x + 0.5);
int sz = int(z + 0.5);
for (int ii = -1; ii <= 1; 1ii++) {
for (int jj = -1; 33 <= 1; Ji++) A
int 1 = sx + 1ii;
int 3 = sz + j3j;
float tuth =

texture (HeightMap, vec2 (float (i) /HeightMapWidth, float (j) /HeightMapHeight)) .r*2
55.0*SCALE;
h += tuth*finit cos deform(x - 1i)*finit cos deform(z - 3J);

}

return h;

}

#define NORMAL EPSILON 0.004

vec3 NormalByCoord(float x,float z) { //lomyumTb HOPMAaJb IO KOOPIMHATAM.
TyT MCHOoOJb3yeTcsa NPUOIMXEHHOE 3HaAUYEeHMe rpalMeHTa [OyTEM BHE3OBa OGyHKUUMU
HeightByCoord c npofaejyeHueM miy OTHATMeM NORMAL EPSILON

float hx = HeightByCoord(x + NORMAL EPSILON,z) - HeightByCoord(x -
NORMAL EPSILON, z) ;
float hz = HeightByCoord(x,z + NORMAL EPSILON) - HeightByCoord(x,z -

NORMAL EPSILON) ;

return normalize (vec3 (hx,NORMAL EPSILON/2,hz)); //y-Basa KOMITOHEHTAa
BEKTOpPa MOXHO BHOpPAaTh Ha IJla3, BJMAET Ha «BEHICOTY» MCTOYHMKA OCBEIEHMS.

}

#define DT 0.2

#define MAXT PLUS 100.0

#define MAX ITERATIONS 2000

CastRet t TraceObjects(vec3 pos,vec3 dir) { //Tpaccupoeka OOBEKTOB.

CastRet t maincast; //OcHoBHas mepeMeHHas IJd COXPaHEHMUs Pe3yJbTaTOB

nepeceyeHus.
maincast.casted = false;
float maxt = camera pos.y + HeightMapWidth + HeightMapHeight +
MAXT PLUS; //MakcuMaJibHOE PAaCCTOSHME IJid TOUKM, [epeMemanmerica 10 Jiydy
float dt = DT; //BejuumHa, Ha KOTOpyl OyIeT NepeMelaTbCsa Touka Jiyda B

KaXIoM MTepaluun
if (camera pos.y > 80.0) {
dt *= pow (camera pos.y,0.5);
}
else if (camera pos.y > 300.0) {
dt *= pow (camera pos.y,0.3);
}
if (maxt/dt > MAX ITERATIONS) { //3ammTa OT NEeperpy3Ku.
maxt = maxt/(maxt/dt)* (MAX ITERATIONS - 10);
}
for (float t = 0; t < maxt; t += dt) {
vec3 nowpos = pos + dir*t;

if ((dir.y < 0.0 && nowpos.y < =-dt) || (dir.y > 0.0 && nowpos.y >
255.0*SCALE)) { //Ecau Jjyd ONyCTUJICS HMXE KaAPTH BHCOT WMJIM BHIIE €& MaKCUMaJIbHO
BO3BMOXHOT'O SBHAUEHMHA, TO BHMTU M3 LUKJIA
break;

}
float h = HeightByCoord (nowpos.x,nowpos.z) ;
if (nowpos.y < h && (nowpos.x >= 0.0 && nowpos.x < HeightMapWidth
&& nowpos.z >= 0.0 && nowpos.z < HeightMapHeight)) { //Eciu Jsyuy nomamaeT Ha
KapTy BEICOT M TOUKa HUXE HBEIHEUHEN BBEICOTEI, TO BHIITU U3 LIMKJIa C 3allMCbI IOAaHHBEIX
O IepeceueHun
maincast.intersect = nowpos;
maincast.casted = true;
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maincast.normal = NormalByCoord (nowpos.X,nNOwpos.z) ;
break;

return maincast;
}
#fdefine MINCOLOR 0.1 //MuHuMajbHOE 3HadyeHMUe LBeTa, UYTOOH OOBEeKTH He
MOTJIM OBITH COBCEM UYEPHBEIMM U OBUIM BUIOHB OaXe B TEHU.
vec3 RaytraceObjects (vec3 pos,vec3 dir) { //TpaccupoBka OOBBEKTOB, TeHEM
Y MOJIydeHMEe UTOTOBOTO RGB-3HaueHUd lLIBeTa IJIS [IMKCEJS.
vec3 color = vec3(0.0,0.0,0.0);
CastRet t maincast = TraceObjects (pos,dir);
if (maincast.casted) { //Eciau mnOpou=30umUio MNepeceueHue, SHAUNT JaJjibHeMNmasd
obpaboTka
float yval = (maincast.intersect.y/ (255.0*SCALE))*2.0;
color = vec3 (clamp (yval,0.0,1.0),0.25,clamp (2.0 -
yval,0.0,1.0))/1.2; //llBeT BapbuUpyeTCsa OT CHUHEIO K KPACHOMY, B 3aBMMUCOTM OT
3HAUYEeHMT BHICOTH. Hesurcsda Ha 1.2, UTOOHB HEe CJMIIKOM SpPKO OBUIO.
color = color*0.7 +
color*0.3*dot (maincast.normal,vec3(1.0,1.0,1.0)); //Tyr tTompxko 0.3 uactu
LIBeTa INOONa&TCs BaTeHEeHUS.
}
return color;

}

void main() { //BTa OGYyHKUMSA BHESBHBAETCH OIEHIJIOM [JIS KaxOor'o MNIMKCeJsd
OKHa.

//TloNlyyeHusa SHAYEeHUM [NOJIOKEHMUS MNMKCEeJId OKHAa.

float x = gl FragCoord.x;

float y = gl FragCoord.y;

vec3 pos = (camera*vecd4(0.0,0.0,0.0,1.0)) .xyz; //Iosuuma jayua

vec3 dir = (camera notrans*normalize (vec4d ((x -
WIDTH/Z)/WIDTH*tan(FOV/Z)*WIDTH/HEIGHT,(y - HEIGHT/2) /HEIGHT*tan (FOV/2), -
1.0,1.0))) .xyz; //HanpaBjieHue Jyda

FragColor = vec4 (RaytraceObjects (pos,dir),1.0); //TlONyYnTs  UTOTOBEI

uBeT IJid IIUMKCeJld

}

//NpocTo mennep, UYTOOH [IOJIOXKEHUS BEPTEKCOB OCTAaJIMCh TEMM X&, UTO U eCTh.
in vec3 in Position;
void main (void) {

gl Position = mat4(1.0)*vec4 (in Position,1.0);

}



