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CmewumnBaHue

» UTOo Takoe anbda

» PakTOpPbI BANAHUA NCTOYHMKA (source) u
nony4yatens (destination)
> YKa3blBaeM (paKTopbl

- KOMbUHUpPOBAHNE 3HAYEHUN
(C.S.+ C4D.),C =R,G,B, A
> OrpaHnymBaHue guanasoHom [0, 1]
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KoadhdbnumeHTbl cMellnBaHus

void glBlendFunc(
GLenum srcfactor,
GLenum destfactor

);
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GL ZERO 0 0
GL_ONE 1 1
GL_SRC_COLOR

GL_ONE_MINUS_SRC_COLOR

GL_DST COLOR

GL_ONE_MINUS_DST COLOR

GL_SRC_ALPHA

GL_ONE_MINUS_SRC_ALPHA

GL DST ALPHA

GL_ONE_MINUS_DST ALPHA

GL_CONSTANT COLOR

GL_ONE_MINUS_CONSTANT COLO
R

GL CONSTANT_ ALPHA

GL ONE MINUS CONSTANT ALPH
A

L 'S E 1




GL*CONSTANT™

glBlendColor(
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BknroyeHUs cMmellnBaHus

glEnable (GL_BLEND);
glDisable (GL_BLEND); /*
* S: GL_ONE,
*D: GL_ZERO
%/
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Ob0begnHeHUe NMKcenoB Ha OCHOBE
BblpaXXeHUn
void glBlendEquation (GLenum mode);

GL _FUNC_ADD
GL_FUNC_SUBTRACT

GL _FUNC_REVERSE SUBTRACT
GL_MIN

GL MAX




TpexmepHoe cMmellnBaHue

bydhdep rmybuHbl B peXXume «TonbKO AN YTEHUS»
glDepthMask();

GL_FALSE - Tonbko ang 4yreHus

GL_TRUE - HopmManbHbIN pexnm
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CrnaxxuBaHue

void glHint (
GLenum target,
GLenum hint /%
* GL_FASTER
* GL_NICEST
* GL_LDONT_CARE

e



3HauyeHmue target IIpumenenue

GL_POINT SMOOTH HINT
GL_LINE_SMOOTH HINT
GL POLYGON SMOOTH_HINT

GL FOG HINT

GL_PERSPECTIVE CORRECTION HIN

T

GL GENERATE MIPMAP HINT

GL TEXTURE COMPRESSION HINT

praBJ'ICHI/Ie Ka4C€CTBOM CIJIaKUBaHU
TOYCK, HI/IHI/Iﬁ, ITIOJIMTOHOB

YKaSI)IBaeT, BBIITOJIHATH JIN BBIYUCIICHU S
ITPU HAJIOKCHUHW TyMadHa I10 ITUKCCJIaM
HJIX 110 BCpIIMHaAM

KadecTBO MHTEPIIOIAIIUM KOOPAUHAT
IIPYU BBIYMCJICHUH IIBETOB Y HAJIOKCHMS
TEKCTYP

KaueTcBo u nmponu3BOIUTENBHOCTD
aBTroMarn4eckou renepanuu MIPMAP-
TEKCTYP

KauecTBo 1 nMponu3BOIUTENBHOCTD
CaTBhIX TEKCTYPHBIX U300paKeHUM



[Mpumep crnaxmnBaHuUs B pexXume
RGBA

1 glEnable ()
- GL_POINT_SMOOTH
> GL_LINE_SMOOTH
> GL_LPOLYGON_SMOOTH

1 glEnable (GL_BLEND)

1 glBlendFunc (GL_SRC_ALPHA,)
> GL_LONE_MINUS_SRC_ALPHA
- GL_ONE
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TymaH

glEnable (GL_FOQG);




YpaBHeHus1 TyMmaHa

i f= e—(density*Z)’ (GL_EXP)
f = e~(ensity:2)? (g1 EXP2)
end — z
f = ,(GL_LINEAR)

~ end — start
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TymaH B pexxume RGBA

void glFog{i,f}[v](GLenum pname,
/*GL_FOG_MODE
* GL_FOG_DENSITY
* GL_LFOG_START
* GL_FOG_END
* GL_LFOG_COLOR
*/

TYPE [*]param);
C=fC+A—-f)C
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KoopouHaTbl TymaHa

glFog (GL_FOG_COORDINATE_SOURCE,
GL_FOG_COORDINATE);

void glFogCoord{f,d}[v] (TYPE [*]2);

//z>0
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[TapamMeTpbl TOUYKN

void glPointParameterf[v](

GLenum pname,

/* GL_POINT_DISTANCE_ATTENUATION,
* GL_POINT_SIZE_MIN,
* GL_POINT_SIZE_MAX */

Glfloat [*]param);
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YpaBHEeHUE TOYKWN

1

. - - 1
derivedSize = clamp (szze * Ja+ b rd+cx dz)

glEnable (GL_POINT_SMOOTH);

Enable (GL_BLEND);

glBlendFunc (GL_SRC_ALPHA,
GL_ONE_MINUS_SRC_ALPHA);
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