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Onddhy3Hoe u 3epK anbHoe
oTpaXXeHue




Onddy3Hoe oTpaxeHue

] IHTEHCMBHOCTb OCBELLEHNSI PAaCCUUTLIBAETCS OTAENBHO A5 KaXO0M
komnoHeHT R, G u B.




3epKanbHoOe oTpaXeHue

) 3epkanbHoe OTpaxeHue paccunTbiBaeTcsl o 3akoHy PoHra

Phong’s Rule

I, = Lyk(cos @) I = Ipks(cos@)"




YpaBHeHune ocBeLLeHHOCT!

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

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

) Mpu 3epkanbHOM OCBELLEHUM CBET OT MCTOYHWKA OTPaXaeTcs OT
MOBEXHOCT.B OAHOM HanpaBNeHUN. 3epkanbHasi OCBELLEHHOCTb
[ONOMHUTENBHO 3aBUCUT OT MONOXeHNst HabnoaaTens.



Pucyem TOp




YpaBHeHue ocselleHHocT OpenGL
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Spotl.— KO3 PMLMEHT HaNpaBlNeHHOCTH

attl. — KO3 MPULIMEHT 3aTyXaHuUs
a- (POHOBOE ocBellieHne

al.,Sl.,dl.— CBOWCTBA i-F0 MCTOYHMKA OCBELLEHUS
e ,a ,s ,d ,h -cBoiicTBa matepuana
m m m m m



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



Pactepusauus

Vi

] MHTepnonauus KoopanHaThl Z

2

1 MIHTepnonauua ueeta BOonb NpUMUTKBA - 3akpacka no ['ypo

) WHTEepnonsums LBeTa BAOb NPUMUTIBA - 3aKpacka no PoHry



QoHr 1 'ypo - owmbKn MHTEepnoNSALUA

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



TeKkcTypupoBaHue
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“NepcnekTBHOE" TEKCTYpUPOBaHWE:




TekctypupoBaHue B OpenGL

) Co3pgaem TEKCTYPY - NPSIMOYTOMbHbIN MaCCyB C LiIBETAMM MUKCESIOB.
BbicoTa 1 LMpWHa AOIMKHbI ObITb CTENEHAM JBOVKMN.

RGB,, |[RGB,, |.. |RGB_
RGB,, [RGB, |.. |RGB_
RGB,, |[RGB,, |.. |RGB_

) Monyyaem HOMEP TEKCTYPHOro 00bEKTA

GLuint texture;
glGenTextures (1, &texture) ;

1 AKTUBM3NPYEM TEKCTYPHbIA OOBHEKT
glBindTexture (texture) ;



TekctypupoBaHue B OpenGL: yacTb 2
] 3arpyxaem TekcTypy

glPixelStorei (GL_UNPACK ALIGNMENT,1) ;
glTexImage2D (GL TEXTURE 2D,

0, // Mip-level
GL_RGB, // ®opMaT TekCTypPH
tex width, tex height,
0, // llMpuHa I'PaHUIE
GL_RGB, // ®opMaT MCXOOHBIX OAHHHBIX
GL_UNSIGNED BYTE, // Tun naHHBIX
tex bits); // WcxonpHile naHHEIE

) YcTaHaBnMBaeM pexuMbl TEKCTYPUPOBAHMS

glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE WRAP S, GL REPEAT);
glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE WRAP T, GL REPEAT);
glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE MAG FILTER, GL LINEAR);
glTexParameteri (GL TEXTURE 2D,
GL_TEXTURE MIN FILTER, GL LINEAR);



TekctypupoBaHue B OpenGL: yacTb 3

] Paspeluaem TeKkCTypupoBaHus

glEnable (GL _TEXTURE 2D) ;

) 3apgaem TEKCTYpHbIE KOOPAUHATBI

glTexCoord2d (u,v) ;

] BO3MOXHO, NOTpebyeTcst BKMIOYUTH PEXUM NEPCMNEKTUBHOMO
TEKCTYPUPOBAHMS

glHint (GL_PERSPECTIVE CORRECTION HINT,GL NICEST) ;

] Bo3sBpallaeM HoMep TEKCTYPHOro obbekTa B CNMCOK CBOOOAHbBIX

glDeleteTextures (1, &texture) ;



