Pucyem TOp




YpaBHeHWe 0CBELLEHHOCTI N0 POHTy

] ®oHoBOE ocBelleHne He MMeeT NCTOYHUKA U 3aBUCUT TOJIbKO OT CLEHbI

2 Mpwn andhdy3HOM 0CBELLIEHNM CBET OT UCTOYHMKA PABHOMEPHO
paccenBaeTCs BO BCEX HAMPaBIIEHMSIX.

) Mpu 3epkanbHOM OCBELLEHUN CBET OT UCTOYHWKA OTPaXaeTcs OT
MOBEXHOCT.B OAHOM HanpaBNeHUN. 3epkanbHasi OCBELLEHHOCTb
[ONOMHUTENBHO 3aBUCUT OT MONOXeHNs HabnoaaTens..



Moaenu bnuHHa n Lnuka

] BbluncneHne otpaxeHHOro BekTopa — Tpygoemkas onepauunst (brvHH)
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] Bo3BeeHwe B cTeneHb Takke paboTaeT He o4eHb ObIcTpo... (LUnuk)



YpaBHeHue ocselleHHocT OpenGL

Spotl.— KOS PULMEHT HanpaBNeHHOCTU
attl. — KO3 MPULIMEHT 3aTyXaHuUs
a- (POHOBOE ocBellieHne

al.,Sl.,dl.— CBOWCTBA i-F0 MCTOYHMKA OCBELLEHUS
e ,a ,s ,d ,h -cBoiicTBa matepuana
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YcTtaHoBKa napameTtpoB ocBeweHnsa B OpenGL

] 3agaem napameTpbl MaTepuana:

void glMaterialfv (GLenum face,GLenum param,GLfloat *wvalue);
face = {GL_ FRONT|GL_BACK}
param = {GL_AMBIENT |GL DIFFUSE|GL EMISSIVE|GL SPECULAR}
value = float[4] // RGBA

void glMaterialf (GLenum face,GL SHININESS,GLfloat value) ;

] 3agaem LBeT (hOHOBOrO OCBELLEHNS:

void glLightModelfv (GLenum param,GLfloat *wvalue) ;
param = LIGHT MODEL AMBIENT
value = float[4] // RGBA

)] 3agaem LBET UCTOYHMKA OCBELLEHUS:

void glLightfv (GLenum light,GLenum param,GLfloat *value) ;
face = {GL LIGHTO|GL LIGHT1]..}
param = {GL AMBIENT|GL DIFFUSE |GL SPECULAR}
value = float[4] // RGBA



YcTaHOBKa napameTpoB ocBelleHunsa. HacTb 2.

) 3agaem nonoxeHue NCTOYHMKA OCBELLIEHNS:

void glLightfv(GLenum light, GL POSITION,GLfloat *value);
face = {GL LIGHTO|GL LIGHT1]|..}
value = float[4] // x,y,z,w

KoopanHaTbl MCTOYHMKA OCBELLIEHNS NPeobpasyoTcs TEKYLLEN MATPULIEN
MOZIENBHOro Npeobpa3soBaHusi!

] Bkntoyaem pacyeTt 0CBeLLEHHOCTH

void glEnable (GLenum type); type = GL_ LIGHTING;

] BkntoyaeM Tpebyemble NCTOYHMKN OCBELLIEHNS]
void glEnable (GLenum type); type = GL LIGHTO;

1 Bkntoyaem Tpe6ye|v|b|e WCTOYHWUKW OCBELLEHNA
void glShadeModel (GLenum type) ;

type = GL _FLAT; - mjIocCKasi BakKkpacKa I'pPaHMu
type = GL SMOOTH - sakpacka no I'ypo



MHTepnonauuma LuBeta

 Bblumcnute uset (RGB) B
KaXXZoW BepLUUHE.

* BblyncnuTb LBET B TouKkax P1
nP2:
s =[[P1-BJ|/]|A-B|
C(P1) = s(C(A)) - (1-s)(C(B))
* Bblyncnute UBeT B T. P:
s=||P-P2||/||P1-P2|
C(P) = s(C(P1))-(1-s)(C(P2))




HepocTtaTtku 3akpacku no ['ypo

Gouraud Result




MHTepnonauma Hopmanu

* Bblumcnute Hopmanu (RGB) B
KaXa0W BepLLUHE.

* BblYMCNNUTL HOPMarb B TOYKAX
P1unP2:
s=||P1-B||/||A-B]

N(P1) = s(N(A)) + (1-s)(N(B))

* BblymcnuTb Hopmanb B T. P:
s=||P-P2||/||P1-P2|
N(P) = s(t(P1))-(1-s)(N(P2))

* BblumcnuTb LBeT B Touke P.




PacTepu3aLus

VY,

] MHTepnonauus KoopanHaThl Z

) WHTepnonauus LBeTa BAOMb MPUMKTMBA - 3aKpacka no ypo



OwwnOKM NUHENHOW NHTEePNONALMA

) OcBeLleHHOCTb 3aBUCUT OT crocoba
pa3bneHns Ha NPUMUTHBDI
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] [None Hopmanew nydile 3agaeaThb B BUAE TEKCTYPbI!
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