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PEAJIIBAIIISI IPOTPAMHOI BIBJIIOTEKH JJ1s1 HIEMJEPHOI'O
OPENGL-PEHJIEPY B MEJKAX PO3POBKH BUMIPIOBAJIBHOI
CUCTEMHA
ILnecuenon C.10., Konau K./I.

Hauyionanvnuii mexuiunuii ynieepcumem
«XapkiecvKuil nonimexHiuHuil incmumymy, M. Xapxie

Po3pob6neno mporpamuy miatdopMmy s peainizaiii 3aco0iB Bizyauizallii Ta
BUMIPIOBaHHS, OpPIEHTOBAHY HAa BHKOHAaHHS peHuepiHry Ha 0a3i OpenGL 4.4 [1].
[Inatdpopma Bkitouae B cebe HacTynHi enemeHTH: 1) Knac menemkepa OpenGL Ha
0a3i GLFW [2] ta GLAD [3], sxuii BigmoBijae 3a iHIimiamizaiiro O10110TeYHHUX
GyHKIIM Ta CTBOPEHHSI KOHTEKCTY penzepy; 2) Kiac MeHemkepa peHAepIHTY TEKCTY
Ha Oa3l FreeType [4], skui 3a0e3neuye MOXJIUBICTh BHBOAY TEKCTY B
OPTOTOHAJIIBHOMY TIpOCTOpl 3 BHKOpUcTaHHAM 1mpudTiB TrueType; 3) Kiac
MEHEe/DKepa  IIeiaepiB, 3acHOBaHMW Ha  peamzamii  [5], 1O  Jg03BOJISIE
BUKOPUCTOBYBAaTH HE3KOMIIIJILOBAHI IIEHIEpPH y BHUIJISIAI TEKCTOBUX (paitnmiB; 4)
bibnmioTexka TUMOBUX MPUMITHBIB PEHAEPIHTY, TAKUX SK MPSIMOKYTHHUK, KOJO, JIiHis,
JamMaHa JIiHis, eJIIC TOIIO.

Po3pobnena  CyKymHICTh  1HCTPYMEHTIB (..
JIO3BOJISIE PEaTi3yBaTh CUCTEMY BI3yamisamlii IUId [kt erie
BUMIPIOBAJIBLHOI CUCTEMH, 3acHOBaHOi Ha OpenGL 1809
pennepi. [lonepenni peanizaiii Takoi cucteMu [6] 1209
cnupanuch Ha Windows GDI peHpepinr, mio 609
ICTOTHO 3HWXXYBAQJIO IIBUJKICTh BiJIMOJHOBKH, [EG —z‘m”;;aoa 800 2400
OCOOJMBO TIpU HASBHOCTI 3HAYHOI KUIBKOCTI e
€JIEeMEHTIB. BHKOHAHO CIIpoOIlleHEe TeCTyBaHHS 1764
010y110TeKH TpH BigoOpa)keHH1 MPOCTOoro rpadiky 239.1
(puc. 1). TlpupicT MWBUAKOCTI BIAMOJIBLOBKH B

3aJICKHOCTI Bia OOJIafHAHHS MOXE JOCSTaTh Pucynok 1 — IIporpamuuii 3aci6 B
1000%. PEXKUMI BUKOHAHHS

BucHoBku: po3po0JeHO  IpOrpamHy
0107110TEKy, fKa J03BOJIAE€ I1CTOTHO NIABULIUTH HPOIYKTUBHICTh PEHAEPIHTY Y
BUMIPIOBATFHOMY ITPOTPaAMHOMY 3ac00i.
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