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1. YBon

OBaj MOKYMEHT TpejCTaBJba YIMYTCTBO 3a ymorpedy codrBepckor amara SeeGL Hajmpe cy
OTMCAHU EJIEMEHTH KOPUCHHYKOT WHTepdejca mporpaMa. 3aTUM Cy OIMCaHW MPUMEpPH YIoTpede
mporpama kpo3 4 BexxOe koje AeMOHCTpupajy moryhHoctu oBor anara. IIpBa BexxkbGa nemoHCTpupa
cacTaBJbamkhe JEHOCTABHOT TPOTrpaMa, HEroBO HM3BpIIABAKE U JT0OMjam€ pesyiaTara LpTama CIEHE.
pyra BexOa JEeMOHCTHpa aHAJIM3y Mporpama, OJHOCHO MOTYhHOCTH W3BpIIaBama IMporpama u
nperieaa crama KoOHauHOr ayroMara. Tpeha BexOa geMoHcTpupa MOTyhHOCTH emuTOBama mporpama.
YetBpTa BexkOa IEeMOHCTpHpa HHTEpaKTHBHE MoryhHoCcTH nipuKka3a meme EPCwmonena.



-2. Kopucanuku uatepdejc agara

VY 0BOM 071€JbKY OIMCAaHU Cy TIPO30PH aIIMKalMje ca MOryhuM akijama y \buMa, INIaBHU MEHH

u nasieta ajnara (exr. toolbar). Ceu npo3opwu, cem mposopa ca OpenGLnporpamom, umajy MmoryhHOCT
na Oyay HE3aBHCHHU MPO30PH WM YKIOIUBEHH y TaBHH mpo3op, yeuapeanu (eur. docked y3 merory
uBHIy (rope, 1eBo, AecHO win aoje). [paduuxu narepdejc anara SeeGlupukasyje ciaenche mposope:

[Ipo3op ca Hapendama akryesnHor OpenGLnporpama.

ITpo3op ca npukazom EPCmemom (“EPC Window') koja Mmonenupa Tok oOpajie mojaraka oBe
oubnmorexke.

ITpo3op ca nmuctom arpudyta 3a nperien (“Watch Window).

[Ipo3op ca yBenennum npomensbuBama (“Variables Window}, koje ce mory aapecuparu y
MO3MBHMA HapeI0H y aKTyeITHOM MPOrpamy.

IIpo3op ca pesyararom nprama cieHe (“Rendering Window)'.

I-2.1. UHTepakumja ca npo3opom ca Hapeabama aktyenHor OpenGL nporpama

VY mposopy ce mpukadyjy Hapenbe OpenGL mporpama. [ToceOHO je cTpenuiioM oO3HadeHa

Hapenba Koja je Ha pely 3a M3BpLICHE, a CeJeKTOBaHa je Hapealda Ha KOjy ce OJHOCH akiuja
enuToBama. Ha cumu 1 je mpukasaH oBaj mpo30p.

1 glClearColor( 0, 1, 0, 1 );

= glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
3 glBegin{ GL_TRIANGLES );

4 glVertexdfv( a );

5 glVertexdrv( b );

6 glVertex4iv( c );

7 glEnd( );

8 glFinish( );

Cnuka 1 —I{eHTpanHu mpo3op anara Koju MpUKa3yje aKTyeTHH MPOTPaM.
Ak1uje Koje cy Moryhe HaJi OBUM TIPO30POM Cy 00jalllmheHe Y HACTaBKY:

O6enexaBame HapenOe win peruoHa. Hapenda nim peruoH ce o0enekaBa JEBUM KJIMKOM MHIIIA
Ha TEKCT Hapende miau peruona. OOenexeHa Hapenda WM PETHOH MpeEACTaB/ba pePepeHTHY
no3uiyjy 3a cneaehe akmuje: nomaBame Hapende, n3banuBame Hapende, M3MeHa Hapenoe,
pYy4HO THCame Hapende, IoMepame Hapeade y cMepy Ha rope/jmose, mocraBibame/yKIambame
MO3UIIH]€ 3ayCTaBJbaba.

ObenexxaBame CeKBeHIlE HapenOu uiau peruona. IIpBo ce obenexxu Hapenda peruoHa Koja
Mpe/cTaB/ba MOYETAaK WM KPaj CEKBEHIIE Koja ce ke obenekutu. CekBeHIa ce odenexana
TaKO ITO ce Apxu npuThcHyT Tactep “mudt” (enr. shiff) u nepum kamkom mwuma omabdepe
Hapen0a Koja MpeAcTaBba IPYTH Kpaj CEKBEHIIE y OJHOCY Ha MpBY OOENEKeHy Hapenly Hiu
peruon. Ha miargopmu LinuX yodena je rpemika y Qt uMrieMeHTanuju rpaguake KOMIIOHEHTE
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Koje ce MaHudecTyje pasHHM IMpolieMuMa TPWIMKOM o0elieKaBalba CEKBEHIIE Hapeaou
kopuctehu Ttactep “mudt”. 3aro je m omoryhena anrepHaTHBa ca TactepoMm “pasMak’ (eHT.
spacg. Ha Windows mutatdopmu je moryhe u ca jeqHHM M ca JIPYTHM TacTEpPOM OOCTICKHUTH
cekBeHIy HapenOu. ObOenexeHa CeKBEHIIa C€ KOPUCTH MPUIIMKOM CTBapama permona. Permonu
MOTY OUTH YTHEXKCHH.

W3BpmiaBame Hapeadu 10 HapeaHe Taduke 3aycTaBibamba. OBy akiujy je Moryhe moKpeHyTH u3

IIaBHOT MeHHMja Tpeko craske “Debug->Continue™ kmmkom Ha nyrme () y manets anara.
VKONMKO KOHaYyHM ayToMar OMOIMOTeKe HHje aKTHBaH, OBa aKIMja caMO AaKTHBHPAa KOHAYHU
ayToMar ¥ MMO3MLIHOHMPA MOKa3uBa4 Tekyhe Hapen0Oe Ha mpBy Hapealy. Y CynpoTHOM H3BpIIaBa
penoM Hapende MoueBIln O Hapeade Ha Kojy yka3yje Tekyhu mokasuBad 10 Hapende o3HaueHe
TaYKOM 3ayCTaBJbarba. YKOJIHMKO HeMa Hapea0e O3HaueHe TAaYKOM 3ayCTaBlbarba IMPOTpaM ce
U3BpIIIaBa JI0 Kpaja.

W3BpmaBame Hapenne Hapende. OBy akimjy je Moryhe mokpeHyTH U3 IJIaBHOT MEHHja MPEKO

craske “Debug->Next’u kmkom Ha ayrme () y manetu anara. YKOIMKO KOHAYHM ayTOMAaT
OMOMMOTeKEe HUje aKTHBaH, OBa aKIMja CaMO aKTHBHPA KOHAYHU ayTOMaT W MO3HIMOHHUPA
nokasuBay Tekyhe HapenOe Ha mpBy HapeaOy. Y CyNpOTHOM H3BpIlIaBa Hapenly Ha KOjy yKasyje
nokaszuBau Tekyhe Hapenoe.

W3BpmaBame 10 Hapeabe 3a mprame crene (gIFinish wim glFlush). OBy akmujy je moryhe

MOKPEHYTH U3 MIABHOT MeHHja npeko craske “Debug->Next Flush kmmkom ma xyrme () y
HaJieTH ajara. YKOJIMKO KOHAYHM ayToMaT OMOIMOTeKEe HUje aKTHBaH, OBa akKiMja caMmo
aKTHBHpA KOHAYHU ayTOMaT W MO3HMIMOHUpA IMOKa3uBad Tekyhe HapenOe Ha mpBy Hapenoy. Y
CYIPOTHOM H3BpIlIaBa peaoM Hapea0e MOYeBIIH O/ Hapeade Ha KOjy yKasyje Tekyhu mokasuBay
no wapenoe glFinish wim glFlush. Ykomuko nema napente glFinish wiu glFlush nporpam ce
U3BpIIaBa 70 Kpaja mporpama.

[TocraBibame no3uiyje 3aycraBibama nporpama. OBy akiyjy je Moryhe mokpeHyTu KJIMKOM Ha

IyrMe (Q) U3 TajieTe ajara, U3 IIIaBHOT MEHHMja npeko MeHu craBke ‘Debug->Breakpoint”
WJTH JICBMM KJIMKOM Ha JIEBH JI€O CajpiKaja Impo30pa ca mporpamoM (Jieo cuBe 00je KOju CapiKH
OpojeBe MHMja). Y CBa TPH Cilydaja, MOKPETamhe aKIHje WU ITOCTaBJba MO3HIH]Y 3ayCTaBJbamba
WIN yKIawkba MO3UIMjy 3aycTaBjbama ca onrosapajyhe napenbe. Ilosumuja ce mocraBiba
YKOJIMKO HapeAOW MpEeTXOAHO HUje Omia [0JebeHa TMO3WIMja 3aycTaBibama. [losuiuja ce
yKJIama YKOJIMKO je HapeaOH NMPpeTX0JHO Oua 10/esbeHa MO3UIIH]ja 3ayCTaB/barba.

3aycTaBibame pajja KOHa4HOr ayromarta. OBy akuujy je Moryhe MOKpeHyTH KJIMKOM Ha TyrMe

| .
(™) w3 manere amara, WM W3 TJIABHOI MCHHja Npeko MeHH crtaBke ‘Debug->Reset”.
[TokperameM oOBe akiMje peceTyje ce KOHAYHU ayTOMar.

Jlonasame HoBe Hapenbe. OBy akuujy je Moryhe HokpeHyTH KIukoM Ha ayrme () u3 manerte
anara, kinukoM Ha craBky “Calls->Insert Call’u3 rmaBHOr MeHHja, ¥ KJIMKOM Ha HCTOUMEHY
CTaBKY M3 MEHH]ja OTBOPEHOT JICCHUM KJIMKOM Ha HEKy HapenOy y mporpamy. [lokperame akiuje
OTBapa HOBHU JIMjaJsior, NpHKa3aH Ha ciuuu 2. HoBa Hapenba ce cMmerta Ha MO3UIHjy u3Mely
obenexxeHe HapenOe 1 Hapeaoe Koja clie HaKOH o0esiekeHe Hapenoe.



.
EZ Select Call Dialog | 2 [t
Funchon: glClearColor - &'A Add \-'ariablel

alClearColor

Parameter name: Gldampfred GlLdampfgreen GLdampfblue Gldampf alpha

Parameter type: |Cnnstant v“Cnnstant v“Constant v“lCu::nstarlt v]

Parameter value: 1 0

Ok

Ciuka 2 —Tujasor 3a nedunucame Hapenoe (mosusa ¢pyakuuje OpenGLonbarorexke)

9. UM3zbanuBame Hapende. OBy akijy je Moryhe MOKpeHYTH KIMKOM Ha JIyrMe (e) U3 Tajnere
anara, kaukoM Ha ctaBky “Calls->Remove Call'u3 raBHOr MeHHja, ¥ KJIMKOM Ha UCTOUMEHY
CTaBKy U3 MEHHja OTBOPEHOT JIECHUM KJIMKOM Ha HEKy Hapen0y y nmporpamy. Ilokperame akuuje
yKJ1ama HapeaOy Koja je obenexxena. ObenesxeHa Hapezn0a nocraje cieneha Hapenbda.

10.U3mena Hapenbe. OBy akiujy je Moryhe MOKpeHYTH KJIIMKOM Ha JyrMe (('3) U3 TMajeTe anara,
kKoM Ha craBky “Calls->Modify Call” u3 rmaBHOr MeHHja U KJIMKOM Ha HCTOMMEHY CTaBKY U3
MEHH]ja OTBOPEHOT JIECHUM KJIMKOM Ha HEKy Hapenly y mporpamy. [lokperame akiuje oTBapa
UCTH aujasior (ciiuka 2) Kao U NPHIIMKOM JI0/laBarka Mo3KBa ca TUM Jia ¢y Hapea0a U BPEAHOCTH
napamerapa y3eTH of o0enexxeHe Hapende. YKOIMKO KOPHCHHUK MPHUXBATH U3MEHE, N3MEHEHa
HapenOa he 3ameHuTH 00enexkeHy Hapeaoy.

11.Pyyno nucame Hapenoe. OBy akiujy je Moryhe mOKpeHyTH KJIMKOM Ha JyrMe £ ) u3 manere
anara, knukoM Ha craBky “Calls->Write Call” u3 rmaBHor MeHuja, ¥ KJIMKOM Ha UCTOMMEHY
CTaBKy M3 MEHH]ja OTBOPEHOT JICCHUM KJIMKOM Ha HEKy HapenOy y mporpamy. [lokperame akiuje
oTBapa JMjajor y kome je moryhe py4dro (mpeko tacrarype) yHeTH HOBY HapenOy. Ona he Outn
ymeTHyTa m3Mmel)y oOenexxeHe HapenOe M Hapende Koja cienu HaKoH oOeyexeHe Hapenoe.
KopuchHuky je o0e30eheHo ayrokomruieTHpame UMeHa HapenOu. Ha ciwmm 3 je mpukaszaH
JIMjaJIoT TJie KOPHCHUK PYYHO YHOCH TIO3HB MPEKO TacTaType.

B Write Call Dialog

Write call code manually:
_glh'|
glWVertexdf li
glVertexdfy | Cencel |

| glViewport

Cnuka 3 —JIgjasnor riae KOpUCHUK PYYHO YHOCH IMO3HB.
12.Tlomepame Hapende y cMmepy Ha rope. OBy akiujy je Moryhe MOKpEHYTH KJIMKOM Ha JyrMe

("*) w3 manere amara, kiukoM Ha crtaBky ‘Calls->Move Call Up” u3 rmaBHor Menuja, u
KJIMKOM Ha MCTOMMEHY CTaBKy W3 MEHHja OTBOPEHOT JECHUM KJIMKOM Ha HEKy Hapealy y
nporpamy. [lokperame axiuje 3amemyje MecTa 00eneXeHO] Hapeadbu W Hapendu Koja joj
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MPETXO0H. YKOJIUKO je o0enexxeHa Hape0a rmpBa y nmporpamy, oBa akiiyja je onemoryhena.
13.Tlomepame Hapende y cmepy Ha jgosie. OBy akiujy je Moryhe MOKpEeHYTH KIMKOM Ha Jyrme

(™) u3 manere anara, kimukom Ha craBky “Calls->Move Call Down”us maBHor menuja u
KIMKOM Ha MCTOMMEHY CTaBKy M3 MEHHja OTBOPEHOI JECHUM KJIMKOM Ha HEKy Hapenly y
nporpamy. [Tokperame akiuje 3amemyje MecTa 00eJIeKeHO] HapeIOr 1 HapeIOH Koja joj CIIeIN.
VYkonuko je obenexena Hape0a nocieama y Iporpamy, oBa akiyja je oneMoryhesa.

14. ®opmupame perrvoHa on cekBeHile HapenOu. OBy akivjy je Moryhe MOKpEeHYTH KIWKOM Ha

JyrMe (i[) U3 majieTe anara u KiukoMm Ha ctaBky “‘Calls->Region”us rmaBHor menuja. OBa
akuyja je omoryheHa camo ako je KOPHCHUK O0elIe)KHO HEKy CeKBeHIly HapenOu. Ilokperame
OBE aKIMje OTBapa JAMjajor y koMe je Moryhe yHeTH Ha3uB perroHa. [1omro KOpUCHUK yHece
HAa3WB PErvoHa, 0OeJekeHa CEKBEeHIa HapeaOu he ce cakpuTu U ymecto mwe Ouhe mpukazaH
CaMo Ha3WB PETHOHA.

15. Pachopmupame pernoHa y cekBeHIly Hapeaou. OBy akiujy je Moryhe mOKpeHyTH KJIMKOM Ha

IyrMe (E) U3 majieTe ajara u KiukoMm Ha craBky “Calls->Unregion”us rmasuor menuja. Opa
akuuja je omoryhena camo ako je obenexxeH peruoH. [lokpeTame OBe akiyje yKiIama peruoH U
Bpaha HapenOe Koje je pernoH 00yXBaTao y OpUTHHAIHY CEKBEHITY.

-2.2. UuTepakumja ca npo3opom 3a npukas EPC wewme

[Ipo3op mpuka3zyje memy Toka oOpane momataka oubmuoreke OpenGL Kopuctu ce rpaduuka
Hotanmja EPC Event-driven Process Chainingjoranuja je netasbHO mprka3aHa y TekcTy pana. Ha
cmiy 4 je mpHKasaH Mpo30p ca JAeJoM IeMe Koju je mox koHtposiom Hapendu glStencilOp u

glStencilFunc.
Disa’:lled l Di

Check stencil tast Enabled Check depth tast
2.8 2.8
P ~ A
1 1 1
L

Cruka 4 -po3op 3a nprka3 EPCrieme - geo meme xoju je moa koHTposiom Hapenou glStencilOpu glStencilFunc.
Ak1uje koje cy Moryhe HaJi OBUM IIPO30POM Cy 00jallImheHe y HaCTaBKY:

1. VBehaBame mpukaza meme (eHr. zoom . OBy akmujy je mMoryhe MOKPEHYTH POTHPameM
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toukrha (Tpeher “myrmera”) MuIina yHampenm, KIHKOM Ha cTaBKy “Zoom In” u3 Mmenwja
OTBOPEHOT JIECHUM KJIMKOM Ha HEHCKOpHIIheH MpOoCTOp Ha MIEMU WJIM MPUTHUCKOM Ha TacTep
“+”. TlokpeTame oBe akiuje yBehapa nmpukas meme.

2. YMmamuBame npukasa meme (eHr. Zoom out OBy akiujy je mMoryhe MOKpEHYTH POTHpameM
toukrha (tpeher “myrmera’) Mmuma yHasaja, KIMKOM Ha cTaBky “Zoom Out” w3 meHwja
OTBOPEHOT JIECHUM KJIMKOM Ha HEMCKOPHUIITheH MpOoCTOp Ha IIEMH WJIM MIPUTUCKOM Ha Tactep “-
", Ilokperame OBe aKiMje yMamyje MprKa3 meme.

3. Tlpwuka3 nene meme. OBy akiyjy je Moryhe mokpeHyTH KJIMKoM Ha ctaBky “View All” u3 menuja
OTBOPEHOI JIECHUM KJIMKOM Ha HeuckopuirtheH npocrop Ha memu. [lokperame oBe akiuje
yMam | [IPHUKa3 HIeMe TOJHUKO JIa Ce CBaKH €JIEMEHT BUM Ha ITPHUKa3y LIeMe.

4. doxycupame MpuKasa IeMe Ha Hapealy Koja je mocleama ui3BpuieHa. OBy akuujy je moryhe
HOKPEHYTH KIMKOM Ha cTaBKy ‘View Source” m3 MeHHja OTBOPEHOT JECHUM KIMKOM Ha
HeuckopHiTheH IMpocTop Ha IIeMH. YKOJIMKO HHUj€ M3BpIICHA HUjelHa Hapenda ol MOCIeImber
aKTHBMpama KOHAYHOI ayToMara, oBa akuuja je oHemoryhena. Ilokperame oBe akiuje
¢dokycupa mpuka3 meMe Ha eJeMeHT jaorahaja Koju mpeacTaBiba Hapeady Koja je Moclieima
[103BaHa.

5. JlomaBame Hapende y mporpaM. OBy akiujy je Moryhe MOKpeHYTH KJIMKOM Ha cTaBky “Insert
<naredba>"u3 MeHHja OTBOPEHOI JECHHUM KJIMKOM Ha ejeMeHT jgoraljaja KOju IpeacTaBiba
Hapen0y KOjy KOPHCHHK JKeJIH jJa jofa y mporpam. Ilapamerap <naredba>e nasuB HapembOe
KOja MOXX€ MMaTu M TIpelePUHHCAHy BPEAHOCT MapaMmerapa. YKOJIHMKO IMOCTOjU Hapemda ca
npeaeUHICAaHUM BpPEJHOCTUMA MapaMeTapa, IMOKpeTame OBe akiuje nonahe Hapenly y
nporpam. Y CYINpOTHOM, TOKpETame OBE akije OTBopuhe AMjanor WIACHTUYaH OHOME 3a
JI0/IaBamk-e¢ HOBE Hapenoe.

6. Ilpernen arpubyra koHauHOTr ayroMara. OBy akiujy je Moryhe MOKpeHYTH KJIMKOM Ha €JICMEHT
nH(MOpPMAIIMOHOT 00jeKTa KOju TMpEeACTaB/ba CKYIl CPOAHMX aTpuOyTa KOHAYHOT ayTomara.
[TokperameM OBe akiMje OTBapa C€ HOBU JHjajor ca TabeIoM CpPOJHUX aTpuOyTa KOHAUYHOT
aytomara. Y nonojesbky ['2.2.1je objarimeHa HHTepaKiiija ca OBUM JIHjajloroM.

-2.2.1. UuTepakumja ca gujanorom cpoaHuUX aTtpudbyTta KOHa4yHOr aytomara

[Tpumep nujanora ca arpuOyTuMa KOHAYHOT ayTOMara, OTBOPEH MPeKo akiuje 6 u3 onespka ['2.2
IPUKa3aH je Ha CIIMLH S.



El Clear values |M1 _
Name Value Size Type Create call Add to watch View stack T
1 GL_COLOR_CLEAR VALUE 0001 4 Glfloat™ Create call Add to watch View stack I
2 GL_DEPTH_CLEAR_VALUE 1 1 Gldouble® Create call Add to watch View stack : f_
3 GL.STENCIL_CLEAR VALUE 0O 1 GLint* Create call Add to watch View stack
4 GLINDEX_CLEAR_VALUE 0 1 Glfloat® Create call Add to watch View stack
/giClearStencil’, /giClearDepth " AqiciearColor . /alc]

Cruka 5 —Tujanor cpomuux arpudyra (GL_COLOR_CLEAR_VALUE, GL_DEPTH_CLEAR_VALUE,
GL_STENCIL_CLEAR_VALUE, GL_INDEX_CLEAR_VALUE)xonauHor ayromara, 100H1jeH JICBUM KIIUKOM MHIIIA HA
enement “Clear values'tia EPCuiemu

Ak1uje Koje cy Moryhe Ha/i OBUM JHjaioroM 00jalimkeHe Cy Y HaCTaBKY.

1. JHonmaBame Hapende y mporpam. OBy akiuje je moryhe mokpenytu kiukoMm Ha ayrme “Create
Call”. TTokpeTame oBe akiHje OTBapa JUjalor 3a J0JaBamke HOBE Hapea0e y mporpam Mmpu 4emy
je y aujanory Beh onmabpana Hapendba koja je 3aayKeHa 3a KOHTpOJIY aTpuOyTa 3a Kora je
wmkHyTo nyrme “Create Call”.

2. JonaBame arpulyTa y mpo3op 3a mperies arpudyta. OBy akiuje je Moryhe mokpeHyTH KIMKOM
Ha ayrme “Add to watch”. AtpuOyr 3a kora ce kinukHe ayrme “Add to watch” ce momaje y
MpO30p 3a Imperyen aTpuodyTa.

3. Tlpernen creka arpubyra. OBy akmmjy je Mmoryhe mokpeHyTH KinkoMm Ha ayrme “View Stack”.
[Tokperame oBe akiyje oTBapa AMjasior riae je Moryhe nperienari cTek arpulyTa.

-2.3. UuTepakumja ca npo3opom 3a npernen atpmoyrta

[Ipo3op 3a mpernien arpudyTa MpHUKa3aH je Ha CIUIH 6.



Watch Window F X

Mame Walue Size Type
% GL_COLOR_CLE.. 0001 4 GLfloat*
3 GL_DEPTH_CLE.. 1 1 Gldouble*

Cnuka 6 —IIpo3op 3a npemiex arpudyra (GL_COLOR_CLEAR_VALUE, GL_DEPTH_CLEAR_VALUE jounauuor
ayTomara

Axkumje koje cy Moryhe Hai OBUM MPO30pOM 00jalllibeHe Cy Y HACTaBKY:

1. JlonaBamwe arpuOyta y mpo3op. OBy akiujy je Moryhe MOKpeHyTH KIMKOM Ha JyrMe (@ ) u3
najeTe ajara, KIMKkoM Ha crtaBky “Watch->Add Watch” w3 rmaBHOr MeHwja, WIH IyIUTHM
KJIMKOM Ha HEMCKOpHUIIheH MpOoCcTop OBOT Mpo3opa. [lokperame oBe akiiyje oTBapa Jujasior Tae
je moryhe nzabpatu aTpulyT KOju KeJIu Ja ce nmocMarpa. Jujanor Hynu KOpUCHUKY MOTYhHOCT
ayTOKOMIUIETHPamka YKOJIMKO KOPUCHUK JKEJIM PYy4YHO Ja yHece uMe atpulyrta. OBaj nujajor je
MPUKa3aH Ha CIUIH 7.

"I Select Watch Dialog =)
Select state attribute to watch:
GL_ALPEEWETS -
[ oK I Cancel |

Crnuka 7 —lujanor 3a u36op arpudyTa Koju xenu fa ce mocMarpa. Omabpan je arpudyt “GL_ALPHA_BIAS"

2. Vknamwame atpubyra u3 nposopa. OBy akiujy je Moryhe MokpeHyTH KIMKOM Ha Tyrme (m )
KOje ce Hajla3W Iope] Ha3uBa aTpuOyTa WM KIMKOM Ha ctaBky ‘Delete” u3 menuja orBopeHor
JICCHUM KJIMKOM Ha aTpuOyT KOjU KOPHCHHK K€M Ja ce ykioHu. [lokperame oBe akiuje
yKJIama aTpuldyT U3 OBOT MPO30pa.

I-2.4. Onepauuje Hag 4aTOTEKOM

1. Kpeupame HoBOTr mporpama. OBy akiijy je Moryhe MoKpeHyTH KIIHKOM Ha JyrMme ( J) W
KJIMKOM Ha cTaBKy “Project->New"u3 rmaBHor Menuja. [lokperamem oBe akiiyje Kperpa ce
HOBH Tporpam. [IpeTXoaHO ce KOPUCHUK YIHTA Ja JIH XKEJW J1a cCauyBa TPEHYTHH MPOrpaM y
JATOTELIH.

-
2. OrtBapame nporpama u3 aaroreke - OBy akiujy je Moryhe HOKpeHyTH KJIMKOM Ha ayrme ( Z )
WK KJIMKOM Ha cTaBky “Project->Open’us rmaBHor menuja. [lokpetameM OBe akilije oTBapa
ce JIMjaJior 3a yUuTaBame IMporpama u3 JaToTeke.

(T
3. CuHumame nporpama y aatoteky - OBy akiujy je Moryhe mokpeHyTH KIMKOM Ha TyrMe (LI )
WM KJIMKOM Ha cTaBKy “Project->Save’his rasnor menuja. [lokpeTamem oBe akiuje oTBapa ce
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JIMjaJioT 32 CHUMAakbe Mporpama y JaToTeKy.

-2.5. NMpo3sop 3a npukas u aepuHUCaHe NPOMEHILUBUX

Ha cnunm 8 je nmpukaszan usriies nmpo3opa 3a npukas U 1epUHUCAHE TPOMEHIbUBHX.

User Defined Variables Window

Mame Value Size Type
= -10-11 4 GlLfloat™
P b 01-11 4 GlLfloat*
Pl c 10-11 4 GlLfloat™

Cnuka 8 —Ilpukas mpo3opa 3a JeduHKcame NPoMeHIbHBUX. [leduHrcane cy npoMerssuse “a”, “b” u “c”.

Ak1uje koje cy Moryhe HaJi OBUM IIPO30pPOM 00jallIlbeHe Cy Y HACTaBKY:

1. Jlepunucame mpoMensbuBe. OBy akmujy je mMoryhe mokpeHyTH Kmukom Ha myrme (“°) u3
nayieTe ajgara, KJIMKOM Ha craBky “Variables->Add Variable'ws rmaBror MeHuja, WM TyIUAM
KIMKOM Ha HEHCKOpHUIINEeH MpoCTOp OBOT Tpo3opa. [lokpeTame OBe akiiyje oTBapa JIUjasior Iie
je moryhe uzabpatu aTpuOyT KOjH KeJu Ja ce nocmarpa. Jujanor Hyau KOpUCHUKY MOTyhHOCT
ayTOKOMILIETUPAha YKOJIMKO KOPHCHHK XKEJIH Py4YHO Ja yHece uMme arpubyra. OBaj qujajor je
IpUKa3aH Ha cauny 9.

E7 select Variable Dialog |i|-g—hJ

Mame: a
Type: |GLﬂoat* - |
Value: -10-11

oK | cancel

Cnuka 9 —M3mien mujanora 3a qe(pUHNUCAHE MTPOMEHIBUBE.

2. Ykinamame npomeHsbrBe. OBy akiujy je Moryhe MOKpEeHYTH KJIMKOM Ha JyrMe (|K) Koje ce
HaJla3d TOpe]] Ha3WBa MPOMEHJbHBE MM KIMKOM Ha craBky “Delete” w3 menuja oTtBOpeHor
JICCHUM KIIMKOM Ha TPOMEHJBHBY KOjy KOPHCHHUK eI 1na YKJIoHHU. [lokperame oBe akimje
yKJIaba TPOMEHJbUBY. YKOJHKO j€ NMPOMEHJbMBA ajJpecupaHa, anar Hehe O3BONUTH Ja ce
IPOMEHJbHBA YKIIOHHU.
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-2.6. MeHn n nanete anarta

VY tabenu 1 nate cy cTaBke MeHH]a, lbUMa oJroBapajyhe nyrme u3 majere ajara v akiigja Koja

UM je JI0/ieJbeHa.

Ta6ena 1 —CraBke MeHHja, oxroBapajyhe gyrme u3 majgera ajara U akifja Koja UM je T0AeJbeHa.

CraBka MeHHja

Hdyrme Onmnuc akuuje

Axmuja

Project->New ] Kpeupame HOBOT mporpama onesbak ['-2.4, aknumja 1
Project->Open 2 OrtBapame nporpama us JaToTeke onesbak ['-2.4, akimja 2
Project->Save 7]  Cummame nporpama y IaToTeKy onesbak ['-2.4, axkumja 3
M3BpiaBame Hape10U 10 HApeaHe Tauke :
Debug->Continue - P P peit onesbak [-2.1,akmmja 3

3ayCTaBJbamba

Debug->Next

Debug->Next Flush

W3BpinaBame HapeHe Hapeaoe

W3BpiaBame 10 Hapeaode 3a pTame CleHe

onespak [-2.1,akuuja 4

onespak [-2.1,aknmja 5

Debug->Breakpoint

[TocraBibame Mo3uIyje 3aycTaBbarba
nporpaMa

onespak ['-2.1,akmmja 6

3ay0TaBJ'baH>e pada KOHa4YHOI' ayTOMAara

onespak [-2.1,akumja 7

Debug->Reset =

Calls->Insert Call wJ JlonaBame HOBE Hapea0e onewak I'-2.1,akmmja 8
Calls->Remove Call ; N3banuBame Hapeaoe Opnempak I'-2.1, akiuja 9
Calls->Modify Call @ W3mena Hapenoe onevak ['-2.1,akmmja 10
Calls->Write Call p 4 PyuHo nmcame Hapeaoe onespak ['-2.1,akmmja 11
Calls->Move Up ; [Tomepame Hapenle y cMepy Ha rope oxespak I'-2.1,akuuja 12
Calls->Move Down | % [Tomepame Hapeade y cMepy Ha J10J1e onepak ['-2.1,akmmja 13

Calls->Region

dopmupame peruoHa o1 CeKBeHIIe Hapeaou

onespak [-2.1,aknmja 14

Calls->Unregion

Pachopmupame pernona y CeKBeHILy
Hapenou

onespak [-2.1,akmuja 15

Watch->Add Watch

JonaBame arpudyTa 3a mnperiesn

oxespak I'-2.3,akmumja 1

Variables->Add
Variable

Jedunncame MpoMeHIbHBE

Onemak I'-2.5,aknuja 1
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-3. Mpumepu ynotpebe nporpama

Y oBOM JienTy TIOKyMEHTa ONMCaHU Cy IIPUMEpHU yroTpede mporpaMa, Kpo3 YeTHPH BexOe.
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-3.1. Bexx6a 1 - CactaBrbamwe jegHoctaBHor OpenGL nporpama

3a pa3nuKy O] KOHBEHIIMOHAIHOT Mucama u3BopHOT koma OpenGL mporpama, SeeGLuyau
QITEPHATUBHU TPUCTYI CacTaBJbakby IMporpama. ¥ HACTaBKy TEKCTa j€ JaTO YMYTCTBO Kako KOpak Mo
Kopak cactaBuTH ynotpedsprBrn OpenGLnporpam, u3BpmUTH Ta U T0OUTH pe3yaTar HpTama CICHE.
Koparmu nemMoHcTpHpajy pa3HE HAYMHE cacTaBlbama Mporpama. Y HacTaBKy C€ KOPHCTHU MOJpa3yMeBaHa
KOoH(HUTYypalmja mpo3opa 1 najiera auara.

1. VYkonmuko KOPHUCHUK HHUj€ cUTypaH Ja Beh HHje WM3MEHHMO MOoJpa3yMeBaHy KOH(PUTYpaIHjy
npo30pa W majera anara, nmpernopy4dyje ce ma oopume SeeG. | ayout naroreky u3 domnnepa
rae ce arumkanyja Hanasu. [locne Opucama pecTapToBaTH alUTHKALIH]Y.

2. KiukHyTH Ha JyrMme 3a J0/1aBambe¢ HOBOT IMO3HMBA Y MPOTpam ("_3) u otBopuhie ce aujanor 3a
cacrapibame mo3uBa OpenGLluapenoe.

3. Opnaoparu glClearColoru nmonecutu Bpennoctu mapamerapa Ha 1, 0, 1, 1 Cmuka 10). Anar
HY/IM ayTOMAaTCKO KOMIUIETHpame nmeHa Hapenoe. Kimkaytu gyrme “OK” u HOBHM mo3uB he ce
JIO/IaTH y TIPOTPaM.

E7 Select Call Dialog R

Function: glClearColor - | A Add \-'ariable|
glClearColor
Parameter name: Gldampfred  Gldampfgreen GLdampfblue GLdampf alpha

Parameter type: |Constant x> | |Constant x> | |Constant - | |Constant -

Parameter value: 1 0 1 1

Ok

Cnuka 10 —Cacrasipamse nosusa glClearColor(1,0,1,1)

4. Jlujanor 3a cactaBibame HapeaOu je moryhe mooutu u mpeko menmja Calls->InsertCalla u
JICCHAM KIJIMKOM Ha mpo3op ca OpenGLmoporpamom, na uzdbopom craske InsertCall.Jlonatu na
jenau on oBa 1iBa Ha4nHa MO3UB

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT)O0parutu naxmy Kako
ayiaT 103B0OJbaBa CaMo MCITPaBHE MMEHOBAaHE KOHCTAHTE 3a Hapesoe koje ux ouekyjy (Ciuka 11).

R —
Function: alClear - 4 Add \-'ariable]

glClear

Parameter name: GLbitfield mask

Parameter type: Constant - ]

[¥] GL_COLOR_BUFFER_BIT
[#] GL_DEPTH_BUFFER_BIT

[] GL_ACCUM_BUFFER_BIT
[ ] GL_STENCIL_BUFFER_BIT

QK | | Cancel

Parameter value:

Cnuka 11 —Cacrasisame nosusa glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT)
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5. Ha uctu naunn noxaru HapenOy glBegin(GL_TRIANGLES).O0parutu naxmy aa ce Hapeaoda
nofaje mociie onabpaHe HapenOe, OMHOCHO Hapeabe oOojeHe y 1aBo. Pemocnen HapenOu ce

jEHOCTaBHO MOKE M3MEHHMTH IyrMajauMa 3a HoMepame mosuBa rope (- ), OJHOCHO J0ie
()

6. Cana ce ouekyje cnenuduimpame TeMeHa Tpoyria. Moryhe je kopuctutu glVertex4fuapenoy u
YHOCUTH BpPEIHOCTH TEMEHa HIEHTHYHO Kao INTO je y IPEeTXOAHMM Kopaiuma ypabeHo.
Mebhytum, na Oum ce objacHMO HauuH ynoTpeOe NPOMEHJBMBHX KopucTuhe ce Hapenda
glVertex4fv. Onabpatu wHapenOy glVertex4fv u amar he OTBOpHUTH IHjajor-yrmo3opeme na
KOPUCHUK HHje Ie(HMHUCA0 IPOMEHJbUBY OUYEKHBAHOT THIIA U oueKkuBaHe BennunHe (Cruka 12).

E7 select Call Dialog 7| &

E Warning: Mo variables of expected type and size are defined! 28

l Some parameter of OpenGL function glVertexdfv must be of type=GLfloat™ and of
b swe=d.
There is no variable that matches that type and size yet.

If you want to use variable as parameter you may create one by clicking "Add"
button. Otherwise click "Cancel” button.

[ add || cancet |

i
Cruka 12 —M3mien aujanora yno3opema ja TPeHyTHO He TOCTOjU HUjeIHa MPOMEHIbHBA BeTMYUHE 4, THITA MMOKa3uBava Ha
GLfloat

7. Kmukaytn Ha nyrme “Add” Ha aujanory u3 mpeTxoJHe Tadyke W OoTBopuhe ce aujayor 3a
neuHuCcambe MPOMEHIbUBE.

8. Ha pmjanory 3a neduHucame MPOMEHJBUBE YHETH UME MPOMEHJbMBE “@”, THUIl MPOMEHJbUBE:
“Glfloat*” u Bpemnnoct mocraButu Ha “-1 0 -1 1” kao mto je npukazano Ha ciuim 13. SeeGL
KOPUCTH KapakTep “pasMak’ Kao pa3lBOjHUK eneMeHaTa y BekTopy. Kmuknytu “OK”.

[ select Call Dialog ? |
Function: (" = * @ =™ '} Add Variable
E Select Variable Dialog l 2 &I
glvVertexafy
Parameter name: Mame: a

Parameter type: Type: GLfloat™ Z

Value: -10-11

| oK Cancel |
A

Parameter value:

—

Cnuka 13 —/lepunucame npoMeH/buBe ca HazuBoM “a”, tuna “GLfloat*” u ca spexnomhy “-1 0 -1 1”

9. KopucHuK je caja MOHOBO Ha JWjajory 3a oJa0up IMO3MBa MPHU YeMy je MpoMeHJbuBa “a” Beh
obenerxena 3a aapecupame. Kimmknyrtn “OK” na 6u ce nmosus glVertex4fv(a)momao y mporpam.

10.lomatn mnpoMeHJpUBY je Moryhe Ha BuIIe HauMHa. J[ymiuMm KJIMKOM Ha TIpo30op ca
MpOMEHJbMBaMa OTBapa Jujajor 3a AeduHUCAkE NPOMEHJbUBUX. Jlyrme 3a aepuHUCame

npomensbuBe (), kao m MeHMm craBka Variables->Add Variablerakohe orsapajy oBaj
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nujanor. Jlonaru npomensbuse (“b”, “GLfloat*”,“0 1 -1 1”) u (“c”, “GLfloat*”,“1 0 -1 1”").
11.lonaru jour aBa no3uBa 3a crieruduiupame apyra asa remena: glVertex4dfv(b)u glVertex4fv(c)
12.3arum nonaru Hapenoe: glEnd()u glFinish().

13.KnukHyTH Ha JyrMe 3a M3BpIIaBamke Hapeade 10 omadpaHe MO3UIIHje (f"-') u nokpenyhe ce
koHauyHM ayrtomar. IlokasuBau Texyhe Hapenbe mporpama he OMTH NMO3UIMOHMPAH Ha HPBY
HapenOy, mro he OWTHM O3HAUEHO TUIABOM CTPEJIHMIIOM Koja yKa3yje Ha Hapealy Koja Tpeba
cieneha a ce u3BpIIN.

14 KnukHyTH jOII jeIHOM Ha HMKOHUILYy 32 W3BpIIABakE IMporpaMa 10 oaadpaHe IMO3uIdje U
u3Bpirhe ce mporpam 110 Kpaja, anu he 0CTaBUTH KOHAYHHU ayTOMAaT y aKTUBHOM cTamy. [lomto
je wm3Bpmen mo3uB Hapenoe glFinish cuena Gemor Tpoyrnma (wim camMo HEroBor nena) ce
WCIpTaja Ha 3eJeH0j mo3aauHu. Pesynrar 6u Tpebano aa Oyae cauyaH kao Ha ciuiu 14.

Variables  Windows  Toals  Help

Project  Debug  Calls W

I‘r A28 ceaDe 00/ 4% K @® @
~ 1glClearColor( 0,1, 0,1); Rendering Window

Il 2glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
3 glBegin( GL_TRIANGLES );

il 4 glVertexdfv( a );

5 glVertex4fv( b );

5 glVertexafv( c );

7 glEnd( );

:AglFinish( );

Mame Value Size Type

. 4K -10-11 4 GLfloat*

He 01-11 4 GLfloat™

-, Sl 10-11 4 GLfloat*

User Defined Variables Window ‘ Watch Window

Cnuka 14 —U3srnen rpaduukor natepdejca Ha Kpajy Bexxoe 1
15.KnukayT Ha AyrMe 3a CHHMame IMporpama ( ) u otBOopuhe ce aMjajor 3a CHUMAame Yy
naroteky. JlogenuTi uMe JaToTelH U KIMKHYTH Ha TyTMe 32 CHUMAbe.

16.3arBoputH porpam Menu ctaBkoM Project->Closeumn kiukom Ha “X” WKOHUILY.

-3.2. Bex6a 2 — AHanu3a nporpama

Y 0B0j BexOM Cy JCMOHCTPHPAHM pPa3HM HAYMHHM W3BpIIABamka MPOrpaMa W OYHUTABAE
BPEIHOCTH aTpuOyTa KOHAUHOT ayTOMaTa Ha O3HAUYCHO] MO3WIMjH W3Mel)y aBe Hapemde mporpama.
[TokpeHyTH amMKaIKjy ca IMoapa3yMeBaHOM KOH(HUTYPaIHjoM IIpo30pa U MajeTa ajnarta.

2 .
1. KnukHyTH Ha AyrMme 3a y4WTaBame Iporpama (\)) u oTBoprhe ce Iujasor 3a y4yuTaBame M3
naroteke. M3abparu cauyBaHu mporpam u3 Bexxoe 1.
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2. KimkHyTH Ha IyrMme 3a jojaBame aTpulyra 3a nocmarpame (“* ) u orBopuhe ce jemHocraBan
JMjaJior 3a ogabupame aTpulyTa 3a MOCMaTpamke

3. Uzabparu arpubyr GL_CLEAR_COLOR_VALUEwu xnuknaytu ayrme “OK”. Jlomatu atpuOyt
3a mocMarpame je jom moryhe kopuctehm menu craBky Watch->Add Watchumu nymimm
KJIMKOM MHIIIA Ha MPO30p ca aTpuOyTUMa 3a HoCMaTpame.

4. Knuktaté Ha JyrMe 3a U3BpIIaBame HapemHe HapenOe () cBe JOK ce He H3BPIIM TIO3HB
glClearColor(0,1,0,1) 1 moka3uBau cieacher mo3uBa He Oyae IMMOKa3MBaO0 Ha IO3UB
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT)O0parutu naxmy Ha
mpo3op arpubyra 3a ToCcMarpake€é M YOUMTH Ja je  BpeAaHocT  arpulyra
GL_CLEAR_COLOR_VALUEaxypupana. Bunetu ciauky 15.

[ 7] seeGl v0456 =B =

T8 eeem 000 74 X @ .0 |

= Rendering Window Eg__
1 glClearColor( 0,1, 0,1 );

I vAgiClear( GL_COLOR_BUFFER BIT
3 glBegin( GL_TRIANGLES );

Ul 4 glVertex4fv( a );

5 glvertexafv( b );

6 glVertex4dfv( c );

7 glEnd( );

8 glFinish( );

GL_DEPTH_BUFFER_BIT );

Watch Window g x
Name Value Size Type

$8 GL_COLOR_CLEAR_VALUE 0101 4 Glfloat™

I. = [ Qi

i b _d

Ciuka 15 —Usepiuen nosus Hapende glClearCololje axxypupao Bpennoct arpubyra GL_CLEAR_COLOR_VALU E

5. HacraBuTH ca KIMKTameM Ha JyTMe 3a U3BpIIaBamkE jeHEe Hapea0e CBe JIOK ce He yhe y pexxum
3a 3a/laBarba TEMEHA MPUMHTHBA, IITO CE MOCTHXKE MO3UBOM Hapende glBegin. Youutn na je
nopen BpenHoctu arpubyra GL_CLEAR_COLOR_VALUE Ha3naueHO Ja je BpPEAHOCT
cumynupana. BpenHoct je Mopana Outu cumynupana, jep oubnmoreka OpenGLue no3BospaBa
JIOXBaTamke BPEJHOCTU aTpuOyTa 3a BpeMe 3a/1aBarba TeMEHA IPUMHUTHBA.

6. IMocraBuTH MO3MIHK]y 3aycTaBbarba ucnpes mo3usa glFinish() Ha jexan ox aBa HauMHA: JIEBUM
KJIMKOM MHIIIA JIeBO o1 Ha3uBa mo3uBa gIFinish() win obenexaBameM TOT MO3MBA M KJIMKOM Ha

JyrMe 3a J10JjaBame/M30auBame MO3UIHje 3ayCTaBIhbabha (0 ).

7. KnukHyTH Ha JyrMe 3a HW3BpIIaBame 70 onadpaHe TMO3WIMje 3aycTaBjbamha M MporpaM he
U3BPIIUTH CBE MO3MBE JIO MO3MIMjE 3aycTaBibamba. [lomTo je mo3mBom Hapende QIENd()

3aBPIIICHO 3a/1aBame TeMeHa PUMHUTHBaMa cazma BPEIHOCT arpubyra
GL_CLEAR_COLOR_VALUE Buiie Huje cuMymupaHa.

8. KimkHyTH joll jeHOM Ha WMKOHHMIlY 3a W3BpIIaBame 10 OjadpaHe TMO3WIMje 3ayCTaBJbarba.
OtBopuhe ce aujanor aa je U3BPIICH MOCIEAKBH MMO3UB Mporpama, anu jga SeeGLue peceryje
KOHAYHU ayToMaT Kako Ou omoryhno KOpPHCHHMKY YBHUI y aTpuOyTe W TOCJIe H3BPIIECHOT
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nocseamber mo3usa. Jlujasgor 3arBoputi Kimkom Ha ayrme “OK”.

L]
9. HCKJ’by‘{I/ITI/I KOHaYHH ayTOMAT KJIMKOM Ha MKOHHIY 3a 3ayCTaBJbatb¢ KOHAYHOI ayTOMATa ( )
Konaunn ayroMar Ou ce HUCKJbYYHO aKO ou ce nporpam IoKpeHyoO M3 IMOYCTKA.

-3.3. Bexxba 3 — EautoBawe OpenGL nporpama

VY 0B0j BexOM cy o0jamnimeHe pa3He MOTYhHOCTH eIMTOBamka MporpaMa ca HarJaackoM Ha CBe
noMohH Koje ajiaT mpy»a KOPHCHUKY MPUIMKOM eIUTOBama. 11 oBa BeskOa KOPUCTH UCTH MPOrpaM Kao
U BexxOa 2, 0JIHOCHO OHaj KpeupaH BexxOoMm 1.

1. Jlymnum kiaukoM Ha moJbe “Value” mpomensbuse “C” oOenexuhie ce TeKCT KOju capKu
BPEIHOCT OBE MPOMEHJBbUBE. YHETH HOBY BpenHOCT mpomensbrBe “-1 0 -1 17

2. Ooenexwurtu mo3us Hapenoe gIBegin(GL_TRIANGLES)u KITMKHYTH Ha UKOHHILY 32 U3MCHY

no3uBa ( ® ). OTBOpHhE Ce UCTH IUjasior Kao M MPUIMKOM JI0J1aBamba MO31Ba ca THM J1a CY OBJIe
Hapen0a ¥ BpeTHOCTH MapaMeTpa Beh mojenieHy Ha mo3uB Koju Ou Tpebao /1a ce M3MEHH.
N3menntn Bpeanoct GL_TRIANGLES saspennomhy GL_QUADS.

3. Monaru HOBY npomensbuBy (“d”, “GLfloat*”,*-1 1 -1 17)

4. Ob6enexutu no3us gl\Vertex4fv(a)u kIMKHYTH Ha TyrMe 3a Py4YHO MHCAkE MO3UBA (i)
OtBopuhe ce mujasor ca Beh yHetnm tekcroM “glVertex4fv(a)”. I3MeHUTH TEKCT 103HMBa TaKO
Ia agpecupa npomeHsbuBy “d” ymecro npomenseuse “a”’. Kmukayru gyrme “OK”. Tume je
nonat Hou no3uB glVertex4fv(d)onmax ucmon nosusa glVertex4fv(a).lakie, pyuHo nucame
MI03MBa CE MOXE KOPHCTHTH Kao Komupame mo3uBa (y3 MOryhHOCT M3MEHE TeKCTa M031Ba
Konupane Hapeaoe). [IpriuKkoM pyqHOT MHCamkba MO3UBA aJaT Hy/IU ayTOMATCKO KOMILICTHPAE
Ha3WBa Hapea0e MTOo ce MOXKe BUACTH Ha ciaunm 16.

B Write Call Dialeg

Write call code manually:

_gl'u'|
glVertexdf
alVertedfv | Concdl |
{ glViewport
|

Crnnka 16 —AyToMaTcko KOMIUICTHPAmkhe Ha3uBa HapeIOu NMPUIUKOM PYYHOT IHCamka M03HBa

5. VYkonmko ce cajia H3BPILIU IPOrpaM pe3ynrTaT clieHe Ou O1o mpaBoOyraoHHK Oese 0oje Ha 3eJIeHO]
033 1HU.

-3.4. Bexx6a 4 — UHTepakTuBHe MoryhHocTu Hag npukasom EPC weme

Y 0B0j BexxOM cy oOjamnimene pazne moryhHoctu Haj npukazom EPCmieme Toka oOpaze
nojaraka ope Oudanoreke. M oBa Bex0a KOPUCTH UCTH MPOTpaM Kao U BekOe 2 ¥ 3, OIHOCHO OHAj
Kpeupas BesxOom 1.

1. KiukHyTH JeCHMM KJIMKOM Ha Heuckopuiihem mpocrop npukaza EPCrieme u kiIMKHYTH Ha
craBky “View All”. Tlpuka3zahe ce nenokymnau npukas meme (ciuka 17).
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Cnuka 17 —IlenokymnHu nmpuka3s meme

HCHpOGaTI/I Kako paau YBehaBaI-BC U CMamkbHUBaAKLC IIPUKa3a KOpI/ICTehI/I Toukuh Ha MUy WA
TaCTepe l£+” I/I l.l._".

VY nosbe 3a peTpaxkuBambe (I0Jbe IeCHO o nasieTe anara) ynetu Bpearoct glClearColor.
IIpuka3 he ce mo3unmonupaT Tako aa je 06e30ehen nperien enemMenrta norahaja oBe Hapenoe.
JlecHUM KJIMKOM Ha Taj €JIEMEHT OTBOpHhe ce MEHU Ha KOME je MOTPEOHO KIMKHYTH Ha CTaBKY
“Insert glClearColor” OtBopuhie ce aujanor 3a qomaBame Hapeabe. M3abparu Bpeanoctu (0, 1,
0, 1)u xukuayTH “OK”.

KnukayTH n1eBuM ayrMeToM MuIlia Ha eJeMeHT HHGOpMAIMOHOT 00jeKTa U OTBOpHuhe ce
JIMjaJioT ca CPOHUM aTprOyTHUMa npukasaH Ha ciaumu 18. O0paTuT nmaxmy Ha aKypUPaHy
BpenHoct arpudyra GL_COLOR_CLEAR_VALUE.

B Clear values

MName Value  Size Type Create call Add to watch View stack
1 GL_COLOR_CLEAR_VALUE 0101 4 GLfloat™ Create call Add to watch View stack
2 GL_DEPTH_CLEAR_VALUE 1 1 Gldouble” Create call Add to watch View stack
3 GL_STEMCIL_CLEAR_VALUE 0O 1 GLint* Create call Add to watch Wiew stack
4 GL_IMNDEX_CLEAR_VALUE i] 1 GLfloat™ Create call Add to watch Wiew stack

Cnuka 18 —/Tujasor ca cpoanumM arpubyTiuMa goaebenum enementy “Clear values”

Knukayrtu Ha muak “Create Call’arpubyra GL_DEPTH_COLOR_VALUE1 otBopuhe ce
JIjaJior 3a JoJaBamke Hapea0e ca TUM IITO je Beh ogadpana Hapen6a koja MoauduKyje oBaj
arpuOyT. Kimukuytu “OK" u tume ce y nporpam jgoaaje Hapenda glClearDepth(1).

W3epmuTtu Hapeady glClearColorOo6parutu naxmy Ha nmpuka3 EPCrieme koju 6u Tpebao aa
JIMYM Ha MpHKa3 ca ciauke 19.
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Cnuxka 19 —Usrnen npukaz EPCieme HakoH usBpiiene Hapenoe glClearColor.

7. KiMKHYTH J€CHHUM JyTMETOM MHIlla Ha HeuckopuitheH npoctop npukasa EPCrieme n
ucnpobaru craBky “Dim Inactive” omaocuo “Undim Inactive”.
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