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‘ PeaAn3bM B KOMITIOTBPHATA ITpadUKa




Peaancrrmanm m3oopaxeHU

[ToBbpxHOCTUTE U 0beKTUTe TpsAbBa Aa ce BM3yaIM3npaT B
“ectectBeHnTe” nm uBeToBE

0 LBETOBeTe, KOUTO HMe buxme BUAEIN aKO HAUCTUHA
HabntoaaBame cueHaTa

HabnopasaHUTe LBeTOBE 3aBUCAT OT

0 reomeTpuyHata popma M pa3nosioKeHne Ha obekTuTe

0 WM3TOYHULMUTE Ha CBET/IMHA B CLEHaTa

0 XapaKTepPUCTUKUTE Ha maTepurasia Ha NOBbPXHOCTUTE U 0BEeKTUTe

B3aMMOAENCTBNETO HA CBET/IMHATA C T€3M MOBBPXHOCTU
O oTpaxeHue, abcopbupaHe, nponycKkaHe

HyXeH e moaen Ha OCBEeTEeHOCT
o Illumination, Reflection, Shading



OcBeTe"HoCT

AKO He ce U3non3Ba MoAel Ha OCBETEHOCT 0beKTuTe
He U3rnexaaT TPUMeEpPHM




OcBeTe"HoCT

= AKO He ce 13no0/13Ba MOAeN Ha OCBETEHOCT obeKTuTe
He U3rnexaaT TPUMeEpPHM




OcBeTe"HoCT




OcBeTe"HoCT

= Bapuauuute B HabnogaBaHUTe 06E€KTU 3aBUCAT OT
B3aMMOAENCTBMETO HA 0OeKTUTe CbC CBET/INHATA

O\




CBeTAMHA

CseTnMHaTa e enekTpomardntHo (EM) nsnbusaHe

0 eNeKTpoMarHMTHa eHeprus npeHacsaHa 4ypes3 GOTOHU —
4YacTULM N BbAHU
AYaNHOCT BbJ/IHA-4aCTNUA B KBAHTOBATA MEXAdHWNKA

0 ONTUKaTa e Hay4yHa obnacT oT PM3MKaTa, KOATO ce
3aHMMaBa C M3y4yaBaHe Ha CBET/INHATA

BbaHuTe ce gePpuHMpaT ype3 Ab/KMHA U aMnanTyaa
Ha BbJ/IHaTa

doToHUTE ca YacTuum 6e3 maca, Hocutenn Ha EM
eHeprus



CBOUCTBA HA CBETAMHA

CKOPOCT Ha CBET/INHATA BbB BAKYYyM
o €=299 792458 m/s

eHeprma Ha GOTOHA

a E=h.f

KOHCTaHTa Ha [1n1aHK
0 h=6.6262%*103%Js
ObNXKUMHA HA Bb/IHATA
a A=c/f

4ecToTa Ha Bb/IHATaA

a f



‘ EAeKTp()MarHHTeH CIIEKTH]

- Increasing energy
Increasing wavelength >
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| l l | | |
Gamma rays Xrays Ulira- Infrared Radio waves
violet
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Visible light

400 nm 500 nm &S00 nm 00 nm

= CBeT/IMHA — BUAMMA YacCT Ha CNeKTbpPa
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OcBeTe"HoCT

3a cb3JaBaHe Ha pPeasncTUYHO narnexaawm (mnu
NOPU NONY-PeanUCTUYHUN) cLeHU TpabBa KOPEKTHO
1a ce MoJenmpa OCBeTABAaHETO Ha cLeHaTa

0 Ja ce reHepupa nsobpaskeHue
c onpeaeneH reometTpmnyeH moaen
npu onpegeneHo ocBetTABaHe
OoT onpeaeneHa nosnunma Ha H36I'II-O,£I,€HVI€

OcHoBeH BBbNpOoC
O KdK 1N KOJIKO CBEeT/INHa Ce OTPa3ABa OT obeKTa KbM

HabAatopaTena
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OcBeTe"HoCT

= [lpocTtn obeKTH

MeTan

AVNEeNeKTPUK
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OcBeTe"HoCT

= [lobaBAHE Ha MUKPO-reoMeTpus
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MoaAeA Ha OCBETEHOCT

Rendering equation K\/\ o

N\

0 dopmynmnpaHo ot Jim Kajiya npe3 1986 AN

0 C8EMJIUHHA eHepausa om MoYKa | 00 MOYKa j e pasHa HA
ceemsauHaMa Uu3Av4YeHa om i KbM J nAKC UHMe2pupaHomo
ompaxceHue S (3a 8CUYKU MOYKU OM 8CUYKU MOBBPXHOCMU)
Om MoYKa kK KbM | KbM j YMHOMXEHO CbC caemsauHama om k
KbM i, HAMQAs1IeHO ¢ 2eomempu4eH pakmop 3a omcnabsaHe
Ha UHMeH3umema
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MoaAeA Ha OCBETEHOCT

Li— )=G(i < j) Le(iej)+jf(keiej)L(kei)dk

0 L(I— j) —KonnyecTBOTO CBET/IMHA ABMMKELLA CE MO /IbY OT TOYKA | KbM
TOYKA |

0 L. —KO/NMYECTBOTO CBET/IMHA U3/bYEeHa OT noBbpxHocTTa (luminance)

o f(k—i— j) —BRDF (Bidirectional Reflectance Distribution Function) Ha
MOBBPXHOCTTA
OMNnUCBa KakBO KOJIMYECTBO OT CBET/IMHATA Nonajalla BbpXy MNOBBbPXHOCTTA B
TOYKa | OT NOCOKa Ha TouKa k ce oTpasABa OT MOBbLPXHOCTTA B MOCOKA Ha TOYKa j

0 G(i <> j) — reomeTpuyeH 4nieH, KOMTO OTYUTA 3aKPUBAHE, Pa3CTOAHNE U
Brba MeXAy NOBbPXHOCTUTE
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MoaAeA HAa OCBETEHOCT

BRDF (Bidirectional Reflectance Distribution Function)

CnbvHueTo e 3a4 CnbHueTo e cpewy
HabnopgaTens HabnopgaTens

(back scattering) (forward scattering)
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MoaAeA Ha OCBETEHOCT

CbLlecTByBaT Pa3/IMYHO C/IOXKHU U PA3/IMYHO TOYHU
MO/JIENIN Ha OCBETEHOCT

o MmoAaenu be3 ¢M3Vl‘-IHVI OCHOBM, HO pe3yaTatnTe narnexaart
nobpe (“hacks”)
Phong, Blinn-Phong
02 CNOXKHU GPU3MYHO 0OOCHOBAHU MOAENU
Torrance-Sparrow, Cook-Torrance, Oren-Nayer
Kou moaen Aa ce n3nosiasd 3aBUCU MHOTIO OT
rpadnU4YHOTO NPUIOKEHUE

0 OBMKHOBEHO Cce NPaBU KOMMPOMUC MeXKAY
rpou3800UMesIHOCM N MOYHOCM
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MoaAeA Ha OCBETEHOCT

J10Ka3aHO He cbllecTByBa pelleHne Ha 0bLwoTo
peHaMpaLlLo ypaBHEeHUE

0 BBNPEKU, Ye TAKOBA Ce TbPCU YPe3 CMMYNALUN U APYTU
CpeACcTBa OTKAKTO CBETHT cbllecTByBa ©

Llenta Ha $OTO-peaIMCTUYHOTO BU3YaIM3UPAHE € Aa ce
Hamepu anpoKCcMMaLUmA Ha YPaBHEHNETO, KOATO Aa
"n3nve” oKoTo

O 3a wacCtne 4oBewKkKoTO 3peHne n1eCcHo ce noagaasa Ha UI1HO3UN
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MoaAeA Ha OCBETEHOCT

= CoblwecTtByBaT be3KkpaeH bpon Ab/IKUHU HA BbJIHUTE,
PA3MNPOCTPAHABALLMN €/IEKTPOMArHUTHA eHeprus

O orpaHn4yaBame pasrnexgaHmnAata Cu 40 Tpn OCHOBHW LU BATA

= YyepBeH, 3e/1eH, CUH

X

Lleemoso npocmpaHcmeo CIE 1931 -



LIBeToBH TIpOCTpaHCTBA

O MaTeéMaTUYECKU MOodeN 3a npeacraBaHe
Ha UBETOBETE Ype3 UBETOBU KOMIMNOHEHTHU

(mnapameTtpwn)
0BbMKHOBEHO 3 nAn 4 KOMNOHEHTU

OCHOBHW KOMMOHEHTU Ha LBETOBOTO MNMPOCTPAHCTBO

a ysemose

yepBeH-3eneH-cuH: RGB nan RGBA
O A—npo3payHocCT

UMaH-mareHTa-*KbAat: CMY nan CMYK
O K—yvepeH
Q napamempu
OTTEeHbK-HAaCUTEHOCT-UHTeH3uTeT: HSI
OTTEHBK-HACUTEHOCT-CTOMHOCT: HSV




‘ Pe(i)AeKTHBHa CBETAMHA

= LiBeToBeETE, KOMTO YOBEK Bb3MNPMEMA CbC 3pUTENHATA
CM CUCTEMA, Ce ONpeaenaT oT oTpa3eHarta oT
obeKTUTe cBeTAIMHATa

0 CBEeT/INHA Ce NU31b4YBa KbM 3e/1eH 0beKT
0 06eKTbT nornbvlwa eHeprnAaTa B noseyv4etTo Ab/1IXKMHN HA BbJ/IHATA
O 3e/1eéHaTa CBET/INHA Ce O0TpPa3AdABa OT obekTa
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MoaAeA Ha OCBETEHOCT

OKONTHUAT CBAT e Hen PEKBCHAT

O orpaHnM4aBame ce C ANCKPETU3NPAHA BEPCUA

BU3YaA/IN3UNPAT Ce NMUKCeNun

M3uncnasBa ce ocBeTeHOCTTa Ha 0baacTu ot
MOBBPXHOCTU B peanHuA CBAT, KOUTO ce npeobpasysaT
B J@HHW 33 NUKCeNu
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EaemenT ot IIOBBPXHOCT

[ToBe4yeTo NOBBbPXHOCTU Ca HENMpeKbCHamu Kpusu
2 MaJIKn 06nacTu OT NOBBPXHOCTUTE MOraT Aa ce
anpPOKCMMMPAT C YaCTN OT MaH2eHmMu pasHUHU
NMOBBPXHOCTTA MOXE Aa ce pa3aenu
Ha KpaeH 6pon MHOTro Masikm 4acTu
4acTUTE Ca CbLUO KPUBM
HO QKO Ca AOCTaTbYHO Ma/Ku
MmoraT aa ca MmHoro 61130 oo

PaBHUHHM 0b1aCcTU
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EaemenT ot IIOBBPXHOCT

HopN\an UTE HAa MOBBPXHOCTUTE CHbLLO Ca
HeNnpeKbCHATO BAPUpaLlUun

0 BCAKA TAQHreHTHa paBHWHA AedunHUpa enemeHT (obnacT) ot
NOBBPXHOCTTA

O BCAKA TAHT€HTHA PaBHWMHA UMa HOPMaAJla
N

Hanpumep chepata MoXKe Aa ce pasgenm
Ha TPUBIBJIHULN, KaTO C BCEKW Bb3eN
ce acounmpa Hopmana Kbm chepata
Ma/ikaTa 06.1acT OKO0 Bb3esia e
e/lIeMeHT OT NOBbPXHOCTTa, KOMTO

Ce U3M0/13Ba 33 U34YMC/IABAHE HAa OCBETEHOCT
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OcBeTe"HoCT

0 M34YMCNsAABaHE Ha OCBETEHOCT Ha 6a3aTa Ha MHTEH3UTET U
ObXKMHA Ha BbJIHATA 3a JaeHa TOYKa Taka KAaKTo ce BUXKAa
OT NO3nUMATa Ha HabatogeHune

d)yHKLI,VIFI Had reoMmeTpmnAaTa Ha CueHaTa: moades, U3STOHHNUUN Ha
CBET/IMHA, NO3NUNA Ha Ha6I'II'O,£I,EHl/Ie, XadPaKTEPUCTUKU Ha MaTeEPUNaAlla

Q OﬂdeEﬂﬂHemO HaQ oceemeHoCcmma 34a 8CAKA Mo4YKa om cueHama e
usyucsiumersiHo C/ZIOXHO 3amoea ce uHmeprnosaupa

O onpegendHe Ha uBeTa Ha TOYKU Ype3 uHmeprnosaupaHe
mexay TOHKnTe C N3BECTHA OCBETEHOCT

O0OMKHOBEHO U34YMCNEHUATA CE MPaBAT 3a BbPXOBE HA TPUBIB/IHULUA
UJIN NOJIUMTOHN B MpeKa

M3N0N3Ba ce 3a rpaduUHN NPUIONKEHUS B peasiHO Bpeme (Hanp. urpu)
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MoaAeA HAa OCBETEHOCT

m OceemssaHe Ha 0b6aacm om NO8vLPXHOCM

0 onpejens ce pesyaTaTt 3a MOJeNa Ha OCBETEHOCT B Ta3u 06.1acT Taka KaKTo ce
BMM /A OT No3uumATa Ha HabaogeHue

m [nobanHu modenu

0 B 06LWOTO ypaBHEeHMeE 3a pacTepusmpaHe ce otunTa rnobanHa nHpopmaums

u Haﬁ-peaﬂMCTMHHMTe Mmogenn Ha oCBeTeHOCT N3nosi3sat rnob6anHu AdaHHUA

m JloKasHuU moodenu

g CbWwo BOAAT A0 I'IpaBLI,OI'IOLI,O6HM pe3yaTtatu, HO Ha MHOIo No-HMNCKa LUueHa
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MoaAeA HAa OCBETEHOCT

O U3MnoJsi3Ba CaMO ANPEKTHA VIHd)OpMaLI,VlFI 3d OCBETABAHETO

0 npeacTaBsABa anpoOKCUMMaLUA
Ha rnobanHaTa ocBeTEHOCT

0 0obMKHOBEHO B moaena ce
M3MNON3Ba Y1€eH 3a
obKpvHcasawama ceemsauHa
3a Aa ce 3agaae MMHUMaHO
ocBeTABaHe Ha obeKTuTe
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MoaAeA HAa OCBETEHOCT

a0 CUMY/INPa BANAHUETO Ha Apyrute obeKkTu n enemeHTU B
cLeHaTa BbpXy CBET/IMHATa AOCTUralla A0 e/IeMeHT OT
fazeHa NoBbPXHOCT
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MoaAeA HAa OCBETEHOCT

CeemauHU U CeHKU
O MO-FroNAMa 4YacT OT CBET/IMHATa CTUralla 4o obeKkT nasa
,EI,VIpeKTHO OoT U3TOYHNUUN N3N1DBYBALLUN CBET/IMHA

d MOHAKOra CBeT/IMHATa OT cBeT/IMHEH U3TOYHUK Ce 6I'IOKVIpa

OT APYrn obeKkTu
00eKTbT Nnonaaa B “cAHKA” OT TO3U M3TOYHMK HA CBET/INHA

Ompa3eHo oceemssaHe mexcoy obekmume

O CBEeT/IMHATa OT U3TOYHULUTE ce "
OTpa3AdBa OT obeKTuTe B cueHaTa
npeau Aa AOCTUTHe Ao
NOBbPXHOCTTA Ha AaAeH O0beKT

“Luxo Jr.”, Pixar



MoaAeA HAa OCBETEHOCT

m JIoKanHuU mooenu

O CBET/IMHA CamoO OT ANPEKTHU U3TOUHHULUMN

= npedumcmeda
O cueHaTa moke 6bp30 aa 6bae BU3yannsnpaHa
= Hedocmamuvyu
O 3aryba Ha peasM3bm — INNCBAT UHTEPECHU
CBET/INHHM edeKTN Nopaan UTHOPMpPaHeE Ha

BMAHMETO Ha Apyrute ob6eKTN B OCBETABAHETO
Ha JaJeHa NOBbPXHOCT

m [n06aaHU moOdenu

0 obxsawarT uanata MHbopmaums 3a

ocBeTeHOCTTa

= npedumcmeda
U CeHKW, OTpa3eHOo ocBeTABaHeE mexXAay O6EKTMTe,
npeyvynBaHe, NOAYyNpo3pavyHn 06eKkTn, epeKktn ot
Bb3A4yX, BOAA, Mbrna
= Hedocmamuvyu
0 6aBHO BM3yanmsupaHe 30




Vl3umcAsgaBage HA MOAEA HA OCBETEHOCT

m PeHOepupaHe HA NOAU20HU
0 Shading

a MH34YncndaBaHe Ha oCBETEHOCTTA B HAKOJ/IKO TOYKU N UHTEPNOJZINPAHE BbB
BCNYKUN OCTaHA/IN NMUKCEJIN 3a MNMOJ1Iy4YaBaHE Ha Kpal‘;IHOTO M306pa)KEHMe

m Cumynayusa Ha 0suxceHUemo Ha ceemauHama
o Lighting

0 M34YMC/IABAHE HAa OCBETEHOCTTA B JOCTAaTbYHO TOYKM 33 NOJlyYaBaHe Ha
KpalHOTO n3obparkeHue 6e3 aa ce MHTepnoaupa

31



Vl3umcAsgaBage HA MOAEA HA OCBETEHOCT

\
m PeHOepupaHe HA NOAU20HU ‘
O M3MNON3Ba Ce B MPUAOXKEHUSA N3UCKBALLU |
N34YMCNEHUA B peasHo Bpeme (nrpu)
O wu3nbaHABa ce ot GPU
O MO-/I0WO0 KAYyecTBo

m Cumynayusa Ha 0suxceHUemo Ha

ceemnanuHama

O M3M0A3Ba Ce 32 BUCOKOKavyecTBeHo $oTo
peasncTU4YHO BM3yan3npaHe

O  HAKOW MmnnemeHTauum paboTaT B peanHo
Bpeme Ha GPU, HO NO-CNOXHU moaenun Ha
OCBETEHOCT U3MNCKBAT n3nvsHeHue ot CPU

O BM3Yyann3auma C HaN-BMCOKO KAaYyeCcTBO MOXKe
Aa OTHeme AHn




MoaAeA HAa OCBETEHOCT

YacT oT cBeT/IMHaTa AocTurHana ao obekra ce
OTpa3sBa 1 ce Bpblla 06paTHO KbM HabnogaTens

Q

Q

Q

oTparkeHmeTto e abcopbupaHe n 6bP30 M3bYBaHE HAa GOTOHM
NOCOKAaTa Ha OTPa3ABaHe 3aBUCKM OT MaTepmana

MOCOKAdTA Ha OTPa3€HaTa CBeT/INHA 3aBNCU OT NOCOKATA HA
MNadallaTa CBET/IMHA

(Bidirectional Reflectance Distribution Function)

dYHKUMA 338 UI3MepBaHe Ha ABYNOCOYHO Pa3npocTpaHeHme Ha
OTPaXKEeHUETO

OTpa3ABa 3aBUCMMOCTTA MeXAay BXOAHWU CTOMHOCTHU 33
0 UHMeH3umem, ObAXUHA HA 8b/IHAMA U b2bs1 HA NAOJHEe Ha CBET/IMHATA
BbpXy 0beKTa u

O ®bebsa Ha 8eKMop Ha HabawdeHue, UHMeH3uUmem v ObAXUHA HA
8b/IHOMA HA OTPa3eHaTa CBET/IMHA



Vl3TOuHMITN HA CBETAUHA

= JlBa OCHOBHU BMAA
o0 O6kKpvyasawu ceemsauHHU usmovyHuyu (ambient)

= HeHaco4yeHu, nndy3HU, poHOBa CBET/INHA
0 npuemar ce 3a KOHCTaHTa B CLLeHaTa

0 rpybo anpoKCMMMPAT MHOTOKPATHO OTpa3eHaTa
CBET/INHA

0 “rnobanHo” oTpassBaHe
o0 Toykoeu ceemauHHu usmoyHuyu (spotlight)
= dNMpoKCMMMnpaT ce 4pe3 cepmna oT TOHKOBU N3TOYHHULN

= HAco4YeHUu
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‘ TOYKOB M3TOYHUK HA CBETAMHA

m Point light source
2 HaU-NPOCTUAT Mmoaen

Ha N3TOYHUK HaA CBETJ/IMHA

= 3ajaBarT ce

Q no3uyuAda Ha usmo4YHukKa

0 ysam Ha ceemauHama (RGB ctomnHocTH)

= CBeT/MHaTa ce pa3npoCcTPaHABa BbB BCUUYKU MOCOKM
= [loneseH moaen NP Manku U3TOYHULM HA CBET/IMHA
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TOYKOB M3TOUYHUK HA CBETAWHA

HamansaeaHe Ha paduanHusa UHmMeH3umem

a C ABNXKEHUNETO Ha CBET/IMHATA OT NU3TOYHUKA UHTEH3UNTETA 7
HaMa/1AB4d

Ha pa3scToaHue d, OT U3TOYHMKA Ha CBET/IMHA
MHTEeH3MTEeTa oTcnabBa c KoePULUMNEHT %12

[
0 He ce noJsyyYyaBaT Ao0bpu pe3ynTaTh € To3U KoedbUuumeHT

O U3MnoJsi3Ba ce Apyr noagxoa 3a HamMma/ZiABaHeE Ha NHTEH3UTETA
Ha CBEeT/IMHATA
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TOYKOB M3TOUYHUK HA CBETAWHA

HamansaeaHe Ha paduanHusa UHmMeH3umem

0 M3MN0N3Ba Ce MHBEPCHA KBaapaTUiHa GYHKLUMA NO
OTHOLLEHWE Ha MHTEeH3UTETa

1

f radatten (dl ) — 2
a,+ad, +a,d,

KbAETO C BapupaHe Ha KoepuuneHtTnTe a,, a, U a, ce
NPOMeHA pe3y/iTaTa 3a NOCTUraHe Ha KesaH ebekT
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Ee3KpaﬁHo OTAAAEYEH M3TOYHUK

OTpaneyeH U3TOYHUK Ha CBET/IMHA MOXe aa bbae
MoJeNnpaH KaTo TOYKOB U3TOUYHUK

0 Hanpumep CnhbHUETO

B TaKbB cAyyam 6u man MHOro MmanbK edpeKT ako ce
M3N0a13Ba HaManABaHe Ha PagnanHNA UHTEH3UTET
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Hacouen n3toyamk Ha CBETAMHA

m Spotlight

= 3a ga ce npeobpasyBa TOYKOBUA U3TOYHUK B HACOYEH Ce
nobaBA 6eKMop Ha NOCoKa v v2s1080 o2paHu4eHue b,

Viight
(Light Direction
Vector)

Light
Source
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Hacouen n3toyamk Ha CBETAMHA

Vi

Vobj— eMHUYEH BEKTOP B MOCOKA OT M3TOYHMKA HA

CBeT/IMHA KbM 0beKTa

ight — eaAnHN4YeH BEKTOP B NMNOCOKATA HA CBET/IMHATA

BeKTOpHOTO nponsseaeHue Ha ABaTa BEKTOpPaA

onpeaend bro/ia mexxay 1ax N

e
e

Ve
To Object .~
Vertex ///

Vbj"/l

o

=COoS«&

i g ht Cone Axis
o Vector

AKO O e B br10BOTO OrpaHuyeHune
Ha CBeT/IMHATa, TO OOeKTbT e

ocsBeTeH OT Haco4eHNA N3TOYHUK

Light
Source
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Hacouen n3toyamk Ha CBETAMHA

HamanaeaHe HaO b2noeua UHMeH3uUmem

OcBeH HamanABaHETO Ha MHTEH3uTeTa C oTAd/iedaBaHe
OT N3TOYHUNKA, MHTEH3UTETDBT HAMaAJ1IABa U BbI/10BO

d WM3MN0Ji13Ba Ce d)yHKLI,VIFI B 3aBNCUMOCT OT blbJ/lad

fangaren (@) =COS" @ (" <p< @

KbAEeTo 33 eKCNOoHeHTaTa Ha oTcnabsaHeTo a, ce 3a4aBa
NONOXKUTE/IHA CTOMHOCT M BIBbA @ Ce M3mepBa oT abuucaTa Ha
KOHyCa
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‘ Edextn npu ocseTaBane

= CBeT/IHaTa OTpa3eHa OT MOBbPXHOCT 3aBUCK OT
mMmaTepuasia Ha NOBbPXHOCTTA

d AbCKaeume mamepuanu ompasdaedam 4acTt OT NnagallaTta
CBET/INHA

= reflection

O mamoesume mamepuaau abcopbupam 4acT oT NnagawlaTa
CBET/INHA

= absorption

Q MApPo3pavyHUMe rnoe8wvpPxXHocmu fMpPonycKkam 4acT oT
nagallata CBET/IMHA

m transmission

U YacCT OT CBET/IMHATa NPpeMnUHaBa Nnpe3 matepmaiaa
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Andy3HO OTpasfiBaHE

[TOBbPXHOCTUTE, KOUTO Ca HEPABHU U rpanasu

OTpPa3ABaT CBET/INHATA BbB BCUYKU MOCOKMU

0 (diffuse reflection)
Harnpmmep XapTtmna, 4bpBo

A

ML/

TbM KaTO CcBETAMHATA Ce 0TPa3ABa eJHAaKBO BbB BCUYKM MOCOKMN,
TO NMOBBPXHOCTTA U3rNeXaa egHaKBO OT BCUYKM NO3ULMK HA
HabnoaeHmne

o “view independent”
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OrAeAaAHO OTpa3fABaAHE

= 33 HAKOM NOBBPXHOCTU OCBEH ANPY3HOTO
OTpa3ABaHe e XapaKTepPHO KOHLUEHTPUPaHe Ha
OTpa3eHaTa CBET/INHA B onpeaesieHa OCBETEeHa TOYKa
NN CBET/I0 NMETHO

Q0 oznedasHo ompassasaHe (specular reflection)

NS fé/

A
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‘ OOKpBKABAIIIA CBETANTHA

= [TOBbPXHOCT, KOATO HE € N3/10XKEHA Ha ANPEKTHA
CBET/IMHA MOXe Aa bbae ocBeTeHa OT OTPA3eHa
CBET/INHA OT Apyru 61n3Kn obekTun
0 0bKpvyIcasaw,a ceemnauHa

(ambient light)

fi\ N
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‘ [ Ipumep

= ObuwaTa oTpa3eHa cBeT/IMHA OT JaJeHa NOBbPXHOCT €
CYMaTa Ha BCUYKU ANPEKTHU N3TOYHULUM HA CBET/IMHA U
obKpbKaBallaTa CBETANHA

ornefnanHa

Andy3Ha

0bKpbrKkaBalla
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[ Ipumep

o . .
ornepanHa RPANHO
n3obpaxe-
Hue

47

Andy3Ha




(OCHOBEH MOAEA HA OCBETEHOCT

= ba3oB moagen Ha OCBETEHOCT
0 JaBa CPaBHUTENIHO A0b6pU pe3yaTaTu
02 M3MNO0A3Ba Ce B NOBEYETO rpadpUyHM CUCTEMU

= KOMNOHEeHTUN Ha moaena
0 Ob6kpwvxcasawa ceemauHa (Ambient light)
a AudgpyzHo ompassasaHe (Diffuse reflection)
0 OznedanHo ompassasaHe (Specular reflection)

[ anEMa ce, 4ye CBET/INHATa € MOHOXPOMHaA
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MoaeA Ha OTpa3sABaHE

naeanHo ornenanHo otpassasaHe (mogen Ha Fresnel)

|£I,I/I(I)y3HO ornegasiHo oTpa3ABaHe

JlambepToBO ANdY3HO OTpassABaHe
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‘ OOKpBKABAIIIA CBETANTHA

= 3a [a ce BKAO4YU B moena ¢oHoBaTa OOKpbKaBalla
CBET/IMHA ce 3a4aBa 060 HUBO HO 0ceemeHocm 3a
cueHarTa

0 anpoKcMmupa ce obwomo oughy3zHo ompaszaeaHe OT
PA3/INYHMN NOBBPXHOCTU B CLEHATA

d O3HJd4adBa Ce C Ia
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‘ Andy3HO OTpasspaHe

= Jlonycka ce, 4e NOBbPXHOCTUTE OTpa3ABaT NajallaTa
CBET/INHA C e1HaKbB MHTEH3UTET BbB BCUYKU NMOCOKMU

Q udeasiHU OUugy3HU ompaxcamesnHu noesvpxHocMu
nnun Jlambepmosu ompaxcamesnHu no8vbpXHOCMU

(ideal diffuse reflectors nnn Lambertian reflectors)

= Hanpumep CTeHUTE OKO0 Hac
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Andy3HO OTpasfiBaHE

KoeguyueHm Ha ougy3Ho ompa3sasaHe

U1

O 3a4aBa 3ad BCAKA NOBBPXHOCT

0 03HayaBa ce C kd

0 onpeaens KakBa 4acT OT Najallata Bbpxy NOBbPXHOCTTA CBET/IMHA
ce pa3cenBa KaTo AMPy3HO OTpa3faBaHe

CroitHocTTa Ha K, e mexay 0.0 n 1.0
o npuk,=0.0

MaTOBaA NOBBPXHOCT, KOATO NOrNbllia NOYTU UANATa CBET/IMHA
o0 npuk,=1.0

NbCKaBa NMOBBbPXHOCT, KOATO OTPA3ABa NOYTU LUAIaTa CBET/IMHA

52



Andy3HO OTpasfiBaHE

Judghy3Ho ompasasaHe u 0bKpvycasawia ceemsauHa

0 3a onpeaensHe Ha POHOBOTO OOKPBIKABALLO OCBETABAHE MOXKE
[la ce JoNyCcHe, Ye BCSIKa MOBbPXHOCT € HaMb/IHO OCBETEHA OT

obKpbKaBallaTa CBET/IMHA Ha cueHaTa [

YyacTme Ha 0bKpbrKaBalliata CBeT/IMHa B ANDY3HOTO
OTpa3ABaHe

Iambdiﬁ =k,1,

Cama 3a cebe cn poHOBaTa OOKpbKaBalla CBET/INHA HE €
NHTEpPECHA KaTo BM3yasieH edeKT, 3aTOBa Ce U3M0/13BaT U
APYIr1 U3TOYHULM HA CBET/ZIMHA B CUEHaTa
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‘ Andy3HO OTpasspaHe

= KoraTto NOBBPXHOCT Ce OCBETU OT NU3TOYHUK HaA
CBET/INHA, KOTNYECTBOTO MNMOoMadadlla CBeT/InHA
3dBUCU OT opueHmayuama Ha noevpxHocmma
cnpAmMo NOCOKATAa Ha U3TOYHUKA Ha CBETJ/IMHA

-
_— e
e — >
— > —
— —

e

ﬁ
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Andy3HO OTpasfiBaHE

beva Ha nadawyama ceemauHa 0

d brAbT Mexay NOCOKAaTa Ha NAaBallaTa CBEeT/IMHA U
HOPMA/Z1aTad Ha NOBBPXHOCTTA

KbM M3TOYHUKA N
Ha CcBeT/IMHa |,

~ N
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Andy3HO OTpasfiBaHE

KonnyectsoTo nonagalla BbpXy NOBbPXHOCTTA
CBET/IMHA e

I =1,cosb

[,incident

[ndy3HOTO OTpasABaHEe MOKe [a ce Mode/Inpa KaTo

— k I [,incident

=k, I, cos@

ldzﬁ
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Andy3HO OTpasfiBaHE

N — HOpmana KbM NOBBHPXHOCTTA

L- eanHn4yeH BeKTOop no NnoCoKa Ha U3TOHYHHUKa HA

CBET/INHA
KbM M3TOYHUMKA

Ha CBeT/IMHAa L
N-L=cos@ 0

e N

N

k,I,(N-L) akoN-L>0
Ildi]ff:<
’ 0 ako N - L. <0
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Andy3HO OTpasfiBaHE

KombuHupaHe Ha dughy3Homo ompasaeaHe,
o0bKpvMHCasawiama u oupeKkmHo nafawama
ceemnauHa

0 0BbMKHOBEHO Ce M3N0oN3BaT ABa OTAENHU KoePULMEHTA 33
Andy3HO OTpas3ABaHe

k, 3a 0bKpbrKaBallaTa CBET/INHA

k,3a AMPEKTHO NajalaTa CBeT/INHA

k1 +k,I(N-L) akoN-L>0
kI, ako N-L<0
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OrAeAaAHO OTpa3ABAHE

bebs Ha 0271€00/1HO OMpa3s8aHe

0 WMHTEH3UTEeTHT Ha OTpa3eHaTa CBeT/IMHA 3aBMUCK OT MOCOKaTa Ha
HabntoaeHmne

O pe3yAnTaT OT NOYTU MNbJAHOTO OTPa3fABaHe Ha NajallaTa CBeT/IMHa B
KOHLUEHTPUPaH PerMoH OKOJ10 brb/la Ha Or/ieganHo oTpassBaHe

O CBET/I0 NeTHO, KOeTOo ce BUXKAa
BbPXY /TbCKaBa U rnagKa
MOBbPXHOCT

0 Brb/bT Ha OrNefanHo oTpassABaHe
e paBeH Ha brb/a Ha najallaTa
CBET/INHA
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‘ OrAeAaAHO OTpa3ABAHE

m UOeanHO o2nedano

O OTpPa3dBa CaMoO B NOCOKATA HA

ornegasHo OoTpa3dBaHe

® MaKCMManHa ctomHocT Ha BRDF B Ta3u nocoka
[ |£I,pyrl/| 0b6eKTn nmat orneagasiHoO oTpa*keHue B onpeaesieH
KpaeH o6xBaT OT No3nLUMKM Ha HabaoaeHne okoso BekTop R

L N R L N R

rnagka h 1bCkaBa NOBBPXHOCT rpy6a U rpanasa noBbpxXHOCT —
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OrAeAaAHO OTPA3ABAHE

Mooen Ha PoHe 3a 02nedanHO ompassaeaHe

0 eMnuMpuYeH moaen 3a nuncnasaHe Ha ob6xsaTta Ha ornegaaHo
oTpas3fBaHe

a0 cb3gageH npes3 1973 ot Phong Bui Tuong

UMHTEH3UNTETDBLT Ha Oorjiea/iHoO

L N R OTpas3naBaHe e NPonopLUNOHa/IEH
Ha brbaa MeX4y BEKTOpa Ha
016 & vV HabntoaeHue V 1 BeKTOpa Ha

/ \OFHE,EI,aﬂHO oTpa3AasaHe R
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OrAeAaAHO OTPA3ABAHE

Mooen Ha PoHe 3a o2nedanHO ompasfaeaHe

d ornefaanHoOTo OTpada3AdABadaHe € NponopunoHaIHO HA
cos™ @
BruABT P ce nameHa mexay 0°um 90°,
npu Koeto cos@eapupa ot 1.0 o 0.0

onpegens ce oT TUNa Ha NOBbPXHOCTTA, KOATO ce
BM3yann3mnpa

33 rNaJKN U NbCKABU NOBBPXHOCTM CTOMHOCTTA € ro/IAMa
(>100)

3a rpyobu 1 rpanaBu NOBbPXHOCTM CTOMHOCTTA € 6/1m3Ka go 1
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OrAeAaAHO OTpa3fABaAHE

3aBUCUMOCT mexay crterneHTa Ha orneaa/ZiHo oTpa3ABaHeE
n, N vrnosBnA obxBaT Ha ornenasiHo OTpa3ABaHeE

cos® ¢ cos®
1 1
0.8 0.8
0.6 0.6
0.4 0.4
0.2 0.2
s I I I [ | @ I l I I L ¢ I I [
0 10° 20° 30° 40°45° 90° 0 10° 20° 30° 40°45° 90° 0 10° 20° 30° 40°45°
cos? b
1
0.8
0.6
0.4
0.2
l l [ 1 L & I | L1 L ¢

0 10° 20° 30° 40°45° 90° 0 10° 20° 30° 40°45° 90°



OrAeAaAHO OTpa3fABaAHE

3a HAKOU MaTepnain KoOanM4ecTtBoTo orineaasiHo
OoTpa3ABaHeE 3aBUCU CUJTHO OT blbJ/id Ha NadalldTa CBET/IMHA

3aKoH Ha ompa3aeaHemo Ha Fresnel
0 OMWCBa NOBeAeHMEeTO Ha ornedanHoTo oTpas3faBaHe
o http://hyperphysics.phy-astr.gsu.edu/hbase/phyopt/freseq.html

B KomntoTbpHaTa rpadurKa 0OMKHOBEHO ePEeKTbT Ha
orneaanHo oTpassiBaHe ce anpPOKCMMMPA C KOHCTAHTEH

KoeULMEHT Ha ornepanHo oTpasasaHe K,
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OrAeAaAHO OTPA3ABAHE

NHmeH3umem Ha o2nedanHo ompas3saeaHe

=k I, cos™ ¢

l ,spec

NMpntoBa V- -R=cos¢

CneposaTtesiHO

Kk I(V-R)" ako V-R>OuN-L>0
<
hapec 0.0 akoV-R<0 v N-LZ0
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| Ipmmepn

—

more diffuse

more specular s

Diffusestrength = 0.5

Ambientstrength = 015
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‘ | Ipmmepn

= [ndy3Ho oTpassaBaHe

Q ECI)EKT Had MaTOBa NMNOBBbPXHOCT

= [Ondy3Ho + ornepanHo
OTpasAaBaHe
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Any3HO 1 OTAEAAAHO OTpa3sABaHEe

KombuHupaHe Ha Ougpy3HO u 02n1e0anHo ompa3saeaHe
npu U3MOYHUK HO ceemsauHa

[=1_ +1

diff spec

=k I, +k,[,(N-L)+k 1, (V-R)"
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Any3HO 1 OTAEAAAHO OTpa3sABaHEe

KombuHupaHe Ha Ougpy3HO U 021e0asnHO ompa3saeaHe
npu U3MoOYHUYU Ha ceemauHa

0 B CLUEeHaTa MOoKe Aa Mma Npon3sosieH 6por N3ToOYHULM
Ha CBeT/NHa

0 onpepens ce cymapHo andy3HO U orneaanHo
OoTpa3sBaHe OT BCUYKM U3TOUYHULM Ha CBET/IMHA

n
I = Iambdiﬁ T Z [Il,diﬁ T Il,spec]
I=1

=k I + anl, [kd (N-L)+k (V- R)”S]
[=1
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OOIIT MOAEA HA OCBETEHOCT

OT4ynTaHe B MoAdeEe/la Ha OCBETEHOCT HA

n
=1 ambdiff T Z []Cl ,radattenf; ,angatten (I L, diff +1 [,spec )]

=1
KbAETO [, iamren Wangaten €@ PYHKLMUTE, OTUMTALLY
CbOTBETHO PaZMaNHOTO U BINOBOTO HamaABaHe Ha
MHTEH3UTeTa
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BRDF

BRDF mopgenunpa otpa3aBaHeTo KoraTto
CBeT/IMHATa AUPEKTHO CTUra A0
NOBBbPXHOCTTA

O606weHn BRDF

0 OoTYMTaT PaKTa, Ye CBET/INHATA MOXKe Aa Ce
oTpa3naBa/abcopbupa Npu ABUXKEHME npes
HAKaKBa cpeaa nnm obekT (Hanp. mbraa, Boaa)

BSSRDF (Bidirectional Scattering Surface
Reflectance Distribution Function)

Q ,EI,E(I)VIHVIpaT ce AoNb/IHUTE/THUN YneHOoBe 34 A4 Ce
oTyeTe NnpevynBaHETO U N3/1TBYBAHETO OT
NOBBPXHOCTUTE

3a HAKOW maTepuanu ypes cneundmyHm

YCTPpOMCTBa ce onpeaenaT Tabanum ¢ AaHHU 33
BRDF
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BSSRDF

HsAKon NOBBbPXHOCTM MOraT Aa OTPa3ABaT CBET/IMHATA
BbTPELLUHO Npeau T a ce oTpasun obpaTHo

Q

KOa, BOCbK, KOCa, M/ISIKO U AAPYTrY TEYHOCTHU

Te3un B33VlN\O,£I,€ﬁCTBVlFI ce OTYUNTAT C NO-CNOXKHUN MOoAENU

Light
Interacting
with Skin
° N

Skin

Flesh
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RGDB 1BeToBe

3a uBeTHO npeacTaBsHe B RGB UBeTOBO NPOCTPAHCTBO 33
BCEKM OT MHTEH3UTETUTE Cce 3aJaBa TPU efleMeHTeH
BEKTOP

O 3a BCEKU U3TOYHUK HA CBET/IMHA

Il — (IIR’IIG’IIB)

BcMYKKM napameTpum ce 3aaaBaT No noaobeH Ha4YuH KaTo
BEKTOPMU

k, = (kaR’kaG’kaB) k, = (de’de’kdB)
ks — (ksR’ksG’ksB)
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RGDB 1BeToBe

BCcAKa KOMNOHEHTa Ha uBeTa Ha NMNOBBPXHOCTTA Ce
U3HNCNABA C OTAENNEH U3PA3

0 Hanpumep

IlR,diﬁ =kl g (N -L)
IlG,diﬁ =kyo1,;(N-L)
IlB,diﬁ =kl g (N -L)
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Moaen 3a shading

0 onpeaenAHe Ha UBEeTa Ha TOUYKM
Yypes3 UHTEPNOINPAHE MEXKAY
TOYKMTE C NU3BECTHA OCBETEHOCT

Moodenu 3a shading

o nnocbk moaen (flat)

2 mopaen Ha lNypo (Gouraud)
o mopaen Ha Ponr (Phong)
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Moaen 3a shading

0 HaM-NPOCTUAT MEeTo/, 3a peHaepMpaHe Ha NOSIUTOHU
0 aedpuHMpa ce Hopmana 3a BCEKU NOAUTOH (He BbB Bb3nTe)

o Lighting
nsumncnasa ce BRDF B ueHTbpa Ha BCEKMU
NO/INTOH C N3N0JI3BaHEe Ha HOpMaaaTa

o Shading
M3N0A3Ba Ce U3ymcaeHaTa CTOMHOCT 3a
BCAKa ApYyra TO4Ka OT TO3U NMNOJIUTOH

a lMpedumcmea
MHOro 6bp30

o Hedocmamuvyu
MOXe AOa 6'b,£l,e HEPEATUCTUHHO
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Moaen 3a shading

m [1aocvoK (flat)

d 3a npeoagonaBaHe Ha HEAOCTATbKA HA NJIOCKNA MOoden ce |£I,O6aBFIT HOBU
NOANTOH

0 HO Taka U34YMC/IeHUATa ce yBeNM4aBaT U PeHaepupaHeTo cTaBa 6aBHO
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Moaen 3a shading

m Mooen Ha lypo

Q

npeanoxeH ot Henri Gouraud npe3 1970

= paboTtn B YHMBepcuTteTa Ha KOTa c Ivan Sutherland n David Evans

Hapwu4a ce oule intensity-interpolation surface rendering

nedrHMpa ce Hopmasia BbB BCEKU Bb3EN

Lighting
m wum34mcnasa ce BRDF BbB BCeKU Bb3en
C M3N0/J13BaHe HAa CbOTBETHAaTa HOpMana

Shading

m UBEeTa Ha BcAKa apyra sampling Toyka B noAMroHa ce MHTepPNoanpa
JIMHENHO Ype3 Bb3/INTe C N34McaeHa OCBETEHOCT
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Moaen 3a shading

m Mooen Ha lypo




Moaen 3a shading

o ocpeagHeH eagnHN4eH HOpMaJZieH BEKTOP BbB Bb3€/1 v
_ N,+N,+N,+N,
" |N,+N,+N;+N,

0 B obwwma cnyyam

N =

=1

=1
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Moaen 3a shading

m Mooden Ha lNypo

O OoCBeTeEHOCTTa Ce UHTepnoanpa JIMHEMHO NO BCSAKA
CKaHUpPalla TMHNA

3 —_ —_—
14:)’4 )’211_|_y1 )’412

1=V, 1= Y,

CKaHUpaLLa NNHMUA y5 — y2

= I3+y3_y51
Y3 =Y, Yi— Y,

5 2

X.—X
5
2 X — X, X — X,

X, =X,

I

81



‘ Moaen 3a shading

m Mooen Ha lypo




Moaen 3a shading

m Mooen Ha lypo

O MOXe AOa Cce N3IM0J13Ba Ed)EKTMBHa UTEPaTUBHA
nMnmMmniaemeHTaumA

0 0BbMKHOBEHO ce NpUuaara Kato 4acCt OT €Tdlla Ha onpeaenaHe
Ha BUOAUMUN NOBBPXHNHA

0 HepocTaTbum

¥ Bb3MOXHO € NoJ/iydaBaHe Ha aHOMaJIMN OT BN a4 Mach bands

= HEe Mmodenpa yaaydyHo ornenaiHo otTpa3dBaHe

mogaen Ha lNypo mozen Ha PoHr Mach bands 83



Moaen 3a shading

0 No-TodyeH moaen 3a shading upes nHTepnoanpaHe oT
moAena Ha ['ypo

0 npeanoxeH ot Phong Bui Tuong
0 Hapwuya ce ouwe normal-vector interpolation rendering

O U3MNoaA3Ba UHTEPNOJINPaHE He HA CTOMHOCTUTE Ha
oCcBeTeHOCTTa, 4 Ha BEKTOPUTE HA HOPMAJTUTE
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Moaen 3a shading

Q ,u,echHmpa ceé HOPMaAJia BbB BCEKU Bb3eJl

o Lighting
n3umcnasa ce BRDF 3a Bceku Bb3en
C M3N0JI3BaHEe HA HOpMasiaTa My

0 Shading
3a BCAKa apyra sampling Touka oT 1031
NOJINFOH Ce UHTepPnoaAnpaT HOpManmTe
BbB BCMYKU Bb3/IM HA NOJIMTOHA U ce

nsnonssa BRDF 3a onpegenAaHe Ha

LBeTa Ha TOYKATAa
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Moaea 3a shading

m Mooesn Ha PoHe2
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Moaen 3a shading

0 MHOro no-6aBeH OoT moaena >K _ Vigwpoint
N
Ha ['ypo — c _
yp N \T/;‘N
0 HAMa npobsiem ¢ P e NP
-2 I, N
ornefasiHo oTparkeHue -~ \N
: \ gfo)ll:)};'%?(lilr?llation
0 MOXKe Aa ce MMNAEMEHTUPA Couraud
MTEPaTUBHO
I, S u— Highlight missed
0 OBUKHOBEHO ce npunara by Gouraud shading
I
KaTo 4acT OT eTana Ha : N
Phong

onpeaensaHe Ha BUAMMMU
NOBBPXHUHMU

87



Moaea 3a shading — 0e3 shading

88



Moaea 3a shading — maocek MmoaeA

89



Moaen 3a shading

6e3 shading NI0CbK MoAen
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Moaea 3a shading — moaea Ha ['ypo
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‘ Moaen 3a shading

NNOCHK moAaen mogen Ha l'ypo
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Moaea 3a shading — Mmoaea Ha PoHT
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‘ Moaen 3a shading

mogaen Ha ['ypo moaen Ha ®oHr
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CHGHH(quHH TeXHUKU

N3uncnasaHeTo Ha rnobasiHaTa OCBETEHOCT Ha
fafleHa cueHa Ha MPaKTUKa € MHOTO C/IOXHO U
N3UNCIUTENHO UHTEH3UBHO

C'bLLI,ECTByBaT MHOTO aJINPUTMH 3a N34ncnaBaHe Nan
dNPOKCNMUPaAHE HA rnobanHaTa ocBEeTEHOCT
o Anroputmu, paboTelim B peasiHo Bpeme
O0H6KpbKABALLO 3aKPMBAHE
ocseTABaHe H6a3npaHo Ha n3obpaxkeHus
2 Anroputmu, He paboTellm B peasHo Bpeme
Metropolis light transport, photon mapping,
radiosity, point based color bleeding
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Photon Mapping

Bioshock 2, Mental Ray Renderer

KOJINYECTBOTO
CBET/INHA B TOYKA Ce
onpeaena ypes
N3nbYBaHe Ha
nakeTn eHeprua
(poTOHM) OT BCEKMU
N3TOYHUK Ha
CBET/INHA B CL,eHaTa
n npebpoasaHe
KOJIKO OT POTOHMUTE

Ca OKOJ10 TOYKAaTa
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‘ Point-Based Color Bleeding

Up!, Renderman Renderer

Han-Hanpep ce
reHepupa “obnak”
33 ANPEKTHO
OCBETABAHEe Ha
TOoyKaTa, 0bnaKbT ce
N3non3Ba 3a

anpoKCUMUpPAHE Ha
LV TONEERE!
CBET/IMHA OTpa3eHa
OT ApYyrn 0b6eKkTn c

OTYMTAHE Ha
OTpa*keHue oT
ApYrnTe TOYKU B
obnaka
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‘ Image Based Lighting

n3obpaxkeHue ce
BM3ya/in3mpa Bbpxy
Ky6 nnm cepa c
N3MNoN3BaHE Ha
CBOWMCTBATA Ha
CBET/INHATA 33
CbOTBETHOTO TAJIO —
TaKa ce onpeaens
rnobanHara
OCBETEeHOCT npu

peHaepupaHe Ha
cueHaTa

Shiny Aliens, Sunflow Renderer 98



Ocserenoct B OpenGL

= OcBeteHocTtTa B OpenGL ce 6a3npa Ha moaen Ha
ocBeTeHOCT Ha POHTr

O 3a BCEKU ébz2es1 B MOoAe 1a Ha obekTa ce onpeaena uBeta Ha
6a3aTa Ha MmatTepmnaszia Ha NOBBbPXHOCTTA HA obeKTa u
U3TOHHUNLUUNTE Ha CBET/INUHA

L] dJaKmopu 3a onpedemee H4d oceemeHocm
o XapakKmepucmuKu HO Uusmo4yHuUyume Ha ceemsauHad
o XapakmepucmuKu HO mamepuanu Hd NoebpxHocmma
o XapakmepucmuKu Ha modesa Ha oceemeHocm

99
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Ocserenoct B OpenGL

3a onpeaendaHe Ha uBetTa Ha Bb3eJ1 Ce U3M0J13BaT
U3vnciaeHm usetosm KOMMNOHEHTU

o Ambient: ocBeTeHOCT Ha 06eKTa OT BCUYKMN UHAMNPEKTHM
N3TOYHULM Ha CBET/INHA B CLEHATA

0 Diffuse: o0CHOBHMAT UBAT Ha 0BEKTa NPU HAJIMYHOTO
OCBeTABaHE

TpabBa Aa MMa U3TOYHUK Ha CBET/IMHA HAacOBEH KbM 0b6eKTa 3a Aa
nma andy3Ha KOMMNOHEHTA

Q SPECUIGI’I KOMIMNOHEHTA 34a orneana/siHo ocBetTABadHE Ha obekKTa

a Emission: KOMNOHEHTA, KOATO ce nob6aBA aKo 0O6eKTbT U3/1b4YBa
CBET/IMHA

Hanpumep baecteHe (glow)
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Martepuaau B OpenGL

XapaKTepUCTUKMUTE Ha MaTepmana onmceaT LUBeTa u
NOBBPXHOCTHUTE CBOMCTBA Ha MaTepmana Ha obeKTa

O MaTOB, NbCKaB, U T.H.

NledbnHnpaHe Ha CBOICTBA 3a MOBbPXHOCTTA Ha MPUMUTUB

glMaterialfv (face,

property, value);

GL_DIFFUSE

OCHOBCH LBAT

GL_SPECULAR

LBST HA OTJIEJAITHO OTPAKEHUE

GL_AMBIENT

OBAT IIPU HTHAUPCKTHO OCBCTABAHC

GL_EMISSION

IBST HA U3JIbUBaHe (OISICHK)

GL_SHININESS

I'1aAKOCT Ha ITIOBbPXHOCTTA
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Martepuaau B OpenGL

XapaKTepucTnkn Ha matepuana B OpenGL

Q

GL_DIFFUSE

OCHOBEH UBAT Ha 0beKTa
GL_SPECULAR

LBAT Ha OrneaanHo oTpasAaBaHe Ha obeKTa
GL_AMBIENT

LBAT Ha 06eKTa NP MHANPEKTHO OCBETABAHE
GL_EMISSION

LBAT HA U31bYBaHe Ha obeKTa (“cBeTynka”)
GL_SHININESS

KOHUEHTPMpPaHe Ha Or/iedaiHO OTParkeHme 3a 06eKTa

CTOWMHOCTTa Bapupa
0 ot 0 (mHoro rpyba noBbpPXHOCT — HAMA Or/ie4a/IHO OTPaXKeHue)
0 [0 128 (MHOro nbckaBa NOBBPXHOCT)
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Martepuaau B OpenGL

XapaKTepUCTUKN Ha maTepuasa B OpenGL ce 3aaaBaT KaKTo 3a
, TAKa 1 33 CTeHa Ha 0beKT cnopen Bb3uTte
Ha moaesia Ha 0beKTa

XapaKTepVICTVIKVITe Ha MaTe€PUaJia Ce 3aaBaT 34 NnpegHa U 3ajHa

CT€Ha NooTAE/NTHO
O GL_FRONT

3a npeaHa CTeHa
o GL_BACK

3d 3a4Ha CTeéHa
o GL_FRONT_AND_BACK

3a npegHa n 3agHa CteHa ea4HOBPEMEHHO

1V0



Hopmaan B OpenGL

Hopmana 3a ocBeteHocT B OpenGL onpeaena Kak o6eKT oTpa3naBa
CBET/IMHA B 6130CT A0 Bb3en

0 glNormal* ()

o glNormal3f(x, vy, Zz)

3d1aBd TEKYLWa HOPMaJZia, KOATO Ce€ U3rosJjidsa 3a N34YNCAABaAHE Ha
OCBETEHOCT 3a BCNYKU Bb3J/IM AOKATO HE Ce 3a4ade HOBa HOPMaAJia

HopN\anMTe 3a OCBeTeHOCT TpﬂﬁBa Aa Ca HOPpMa/Z1m3npaHu o
eoOUHUYHa Ab/1KNHA 3a KOPEKTHO onpeaenAHe Ha OCBETEHOCTTA
o glScale* ()

3dCAra HOpmaJint h Bb3J/1I1, C KOETO MOXKe Aa Ce NMPpoOMeHUN Ab/IKNHATA Ha
HOPMa/la, TaKa Ye cnen Mau.|,a6mpaHeTo Beye a HeE € HOPMaJZIu3npaHa



Hopmaan B OpenGL

ABTOMATUYHO HOpManunsmnpaHe Ha Hopmanute B OpenGL
0 glEnable (GL_NORMALIZE)
0 glEnable (GL_RESCALE_NORMAL)

cneunaneH pexxmm 3a pa3BHOMEPHO Mau.|,a6l/|paHe Ha HOpMaauTe
o GL_NORMALIZE

HOPMaAnN3nNpatT ce BCU4YKN HOpMaAJin, HO Cce U3NCKBA U3HUNC/TABAHE HA
KBa4paTeH KOPEH, KOETO HAaMa/Z1ABa NPOnU3BOAUTENNHOCTTA

CnnavH noBbpxHUHUTE N NURBS B OpenGL ocurypssar
aBTOMAaTUYHO reHepupaHe Ha HOPMaan 3a Bb3InUTe 33
N34NCNABAHE HA OCBETEeHOCTTa
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W3rounuru Ha ceetanHa B OpenGL

[MooabpXKaT ce NOHe ocem U3TOYHMKA Ha ceeT/iMHa B OpenGL
0 GL_LIGHTO go GL_LIGHTn
40 3d BCEKU U3TOYHUK Ce 3aaBdT CE NapaMeTPpUTE Ha OCBETABAHE

XapaKTEepPUCTUKN Ha U3TOYHULUUTE Ha cBeTInHa B OpenGL, Konto
mMmoraT ga 6baaT NpoMeHAHU OT Nnoapa3dbupalLmTe ce CTOMHOCTH

Q
No3BONABAT PA3/IMHHU B33VIMO,£I,€VICTBVIH C PAa3/IM4HUN XapPaKTEPUNCTUKUA
Ha MaTepunasia Ha MNOBbLPXHOCTUTE

Q
ynpagaasat Nno3nNUUATA U TUMNAa HA U3TOYHMKA HA CBETJ/IMHA

Q

yrnpaeaidasa ecteCtBeHaTa TeHAEHUNUA 3a HaMa/1IABaHE Ha MHTEH3UNTETA
Ha CBET/IMHATA C YyBE€/IN4YaBadHE Ha PA3CTOAHUNETO A0 USTOYHUKA
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W3rounuru Ha ceetanHa B OpenGL

[1Ba TMna cBeTAnHHU n3touHuum B OpenGL
0 TOYKOBMU NM3TOYHNLUA

(Point)
o Haco4yeHu U3TOYHUNLUUA

(Directional)

Tunna Ha cBET/IMHHMA U3TOYHUK Cce KOHTPOJZIMPa OT NapaMeTbp w

w=0 Be3KpaiiHO oTAaneyeH U3TOYHUK HacoyeH no(x y z)

w#0 JloKaneH U3TOYHMK MO3ULIMOHUPAH B(%v A %V)
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W3rounuru Ha ceetanHa B OpenGL

3a,£|,aBaHe Ha NapameTpumnte Ha CBeT/IMHEH U3TOYHUK
O glLightfv(light, property, value);
O lightonpepensa 3a KOM U3TOYHUK Ca 3adaeHNTe napameTpu

4 property onpeapena ysAaTt, nosnumAa M TMN, HaMaJiaiBaHe Ha
MHTEH3UTETA

BceKkun ceeT/inHeH n3To4dHUK B OpenGL ce KOHTpoOAMpa
NoOTAENHO

0 3a4ddBaHe Ha CBeT/IMHEH U3TOYHWMK C KOHKPETEH HOMEP
glEnable (GL_LIGHTn) ;
0 3a4dBaHe Aa/in OCBETEHOCTTA LWe Ce U3MO0J13Ba MNpun onpegendHe Ha
LBETOBETE HAa NPUMUTUBUTE
glEnable (GL_LIGHTING) ;

0 TaKa OCBETEeHOCTTa MOXe Aa ce paspellaBa Unum 3abpaHsasa be3 aa ce
MPOMEHAT BCUYKM OTAENHU KOMMNOHEHTHU

)
ERV o]



Ocserenoct B OpenGL

OcBeTeHOCTTa ce onpeaens caeod TpaHchopmaLumuaTa

ModelView

Vi, m,

Vi, Oy

M

» projection
matrix
Fd

clip

viewport
matrix

~{_|

/

shading is
applied here

0 [lo3BosAaBa poTaumA Ha CBET/IMHHUA U3TOYHUK 3ae4HO CbC

cueHara

Bb3/INTE U HOPMANHUTE BEKTOPWU ce TpaHCcHOopMMpPaT B

KOOPAUHATHATA CUCTEMA HA KaMEPAaTa
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Ocserenoct B OpenGL

Modelview maTpuuaTta npomMeHa No3numMATa Ha U3TOYHULIUTE HA
CBET/INHA

0 MOraT Aa ce nojiydat pas3/inyHun ed)eKTVI B 3aBUCMMOCT OT TOBa Koed ce
3d44dB8a NoO3NUnATa Ha CBET/IMHHUA USTOYHHUK

Tpn KOOPAMHATHU CUCTEMU, B KOUTO MOXKe Aa bbae 3agaaeHa
I'IO3VILI,VIH/I'IOCOKa Ha U3TOYHUK HaA CBET/INMHA

O KOOopOuHamu Ha Kamepama

O €8emoBHU KOOpOUHamu

0 KoopouHamu Ha mooesna Ha obekma

3a ynpaBaeHue n onpeaensaHe Ha NO3MUMATa HA CBETIMHHUA
N3TOYHUK MOTaT A3 ce U3MN0A3BaT push n pop Ha maTpuuUK B
MATPUYHU CTEK



Ocserenoct B OpenGL

KoopduHamu Ha kamepama
0 onpeaenAaT ce ¢ eaAnHUYHA maTtpuua B ModelView

0 aKo ce 3agage no3muma/NocoKa Ha CBET/IMHEH U3TOYHUK, TOM OCTaBa
dMKCUpPaH 3a paBHMHATA Ha U300OparKEHNETO

He3aBUCUMO KaK ce TpaHchopmmnpaTt 0beKTuTe, orneganHoOTo OCBeTABaHe
OCTaBa e4HO U CbLLO CNPAMO NO3ULUATA Ha HabaoaeHne

CeemoeHU KoopOuUHamu

O Camo BM3yaau3upauwarta TpaHchopmaums e B maTtpmuata ModelView

a I'IO3MLI,VIFITa/I'IOCOKaTa Ha CBeT/IMHEH U3TOYHUK e (I)MKCMpaHa 3a CUeHaTa
dHAa/1I0TMYHO Ha Y/IMYHA 1aMlNa Ha CTbnb

KoopouHamu Ha modena Ha obekma

0 BCAKA KOMDOMHALMA Ha BU3yanmM3Mpalla u MmogennpalLm TpaHcpopmaumm B
maTpuuata ModelView

0 no3BoOAsABa NPOU3BOAHO (M aHUMMPAHO) NO3NLMOHUPAHE HA CBET/IMHHUA
M3TOYHUK C M3MONA3BaHE Ha MOAeNMpaLLu TpaHchopmaLumm



Ocserenoct B OpenGL

3a,£|,aBaHe Ha U3TOYHUK Ha CBETJ/INHA

O MaKCMMYM 8 CBET/IMHHU U3TOYHUKA
GL_LIGHTO, GL_LIGHT1, .., GL_LIGHTY7

0 XapaKTepUCTUKMU
nosnums
doHoBa, Andy3Ha N orneaanHa KOMNOHEHTU
HamManABaHE HAa UHTEH3UTEeTa
JIOKA/IHA UK OTAQNe4YeHa No3numa Ha HabaoaeHue
OCBETABAHE Ha NPeaHU U 3aJHU CTEHMU
rnobanHa ¢oHOBaA CBET/IMHA
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Ocserenoct B OpenGL

[Mo3nuyna

a Haco4eH nan nosmunoHeH U3TOYHUK
npumep 3a CTPYKTypaTa Light Info MHUUMANM3NPAHA C €UHCTBEH N3TOUYHUK
Ha 6ana ceeTinHa
// Lighting
static int numActivelights;
typedef struct _LightInfo {
GLfloat xyz[4];
GLfloat *rgb;
int enable;
} LightInfo;

// Light information
LightInfo linfo[] = {
{{ 0.0£, 0.0f, 2.0f, 0.0f}, white},
bi
const int MAX LIGHTS = (sizeof(linfo) / sizeof(linfo[0]));

113



Ocserenoct B OpenGL

Nunumannsauma B OpenGL c Lightinfo
glLightfv (GL_LIGHTO + num, GL_SPECULAR, dim);
glLightfv (GL_LIGHTO 4+ num, GL_POSITION, linfo[num].xyz);
glLightfv (GL_LIGHTO 4+ num, GL_DIFFUSE, linfo[num] .rgb);

Bap,aBaHe Ha NU34HNCaeHNA C N3MNMoJ13BaHe HAd OCBEeTEeHOCT
glEnable (GL_LIGHTING) ;

0 33 AageHn N3TOYHMUMU
glEnable (GL_LIGHTO + num);

3a,u,aBaHe Ha XaPaKTeEPUCTUKUN HA MaTepPUnalia
glMaterialfv (GL_FRONT, GL_AMBIENT, matAmb) ;
glMaterialfv (GL_FRONT, GL_DIFFUSE, matDiff);
glMaterialfv (GL_FRONT, GL_SPECULAR, matSpec);
glMaterialfv (GL_FRONT, GL_EMISSION, matEmission);
glMaterialf (GL_FRONT, GL_SHININESS, 100.0);

A



Ocserenoct B OpenGL — npumep

#include <stdlib.h>
#include <GL/glut.h>
/* Initialize z-buffer, projection matrix, light source, and lighting model.
* Do not specify a material property here. */
void init (void)
{
GLfloat ambient |

]
GLfloat diffusel[] = .0, .0, .0, 1.
GLfloat specular[] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat position[] = { 0.0, 3.0, 2.0, O. }s
GLfloat 1model_ambient|[] = { 0.4, 0.4, 0.4, 1.0 };
GLfloat local_view[] = { 0.0 };
glClearColor (0.0, 0.1, 0.1, 0.0);

glEnable (GL_DEPTH_TEST) ;
glShadeModel (GL_SMOOTH) ;

glLightfv (GL_LIGHTO, GL_AMBIENT, ambient);

glLightfv (GL_LIGHTO, GL_DIFFUSE, diffuse);
glLightfv(GL_LIGHTO, GL_POSITION, position);
glLightModelfv (GL_LIGHT_MODEL_AMBIENT, lmodel_ambient);
glLightModelfv (GL_LIGHT_MODEL_LOCAL_VIEWER, local_view);

glEnable (GL_LIGHTING);
glEnable (GL_LIGHTO) ;
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Ocserenoct B OpenGL — npumep

/* Draw twelve spheres in 3 rows with 4 columns.

* The spheres in the first row have materials with no ambient reflection.

* The second row has materials with significant ambient reflection.

* The third row has materials with colored ambient reflection.

* The first column has materials with blue, diffuse reflection only.

* The second column has blue diffuse reflection, as well as specular

* reflection with a low shininess exponent.

* The third column has blue diffuse reflection, as well as specular

* reflection with a high shininess exponent (a more concentrated highlight).
*

The fourth column has materials which also include an emissive component */

void display (void)
{

GLfloat no_mat[] = { 0.0, 0.0, 0.0, 1.0 };

GLfloat mat_ambient|[] = { 0.7, 0.7, 0.7, 1.0 };
GLfloat mat_ambient_color[] = { 0.8, 0.8, 0.2, 1.0 };
GLfloat mat_diffuse[] = { 0.1, 0.5, 0.8, 1.0 };
GLfloat mat_specular([] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat no_shininess[] = { 0.0 };

GLfloat low_shininess[] = { 5.0 };

GLfloat high_shininess[] = { 100.0 };

GLfloat mat_emission|[] = {0.3, 0.2, 0.2, 0.0};

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
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Ocserenoct B OpenGL — npumep

/* draw sphere in first row, first column

* diffuse reflection only; no ambient or specular */
glPushMatrix () ;
glTranslatef (-3.75, 3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, no_mat);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, no_mat);
glMaterialfv (GL_FRONT, GL_SHININESS, no_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~~~

/* draw sphere in first row, second column

* diffuse and specular reflection; low shininess; no ambient */
glPushMatrix () ;
glTranslatef (-1.25, 3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, no_mat);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv (GL_FRONT, GL_SHININESS, low_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~ o~ o~
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Ocserenoct B OpenGL — npumep

/* draw sphere in first row, third column

* diffuse and specular reflection; high shininess; no ambient */
glPushMatrix () ;
glTranslatef (1.25, 3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, no_mat);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv (GL_FRONT, GL_SHININESS, high_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~~~

/* draw sphere in first row, fourth column

* diffuse reflection; emission; no ambient or specular reflection */
glPushMatrix () ;
glTranslatef (3.75, 3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, no_mat);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, no_mat);
glMaterialfv (GL_FRONT, GL_SHININESS, no_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, mat_emission);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~ o~ o~



Ocserenoct B OpenGL — npumep

/* draw sphere in second row, first column

* ambient and diffuse reflection; no specular */
glPushMatrix () ;
glTranslatef (-3.75, 0.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, no_mat);
glMaterialfv (GL_FRONT, GL_SHININESS, no_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~~~

/* draw sphere in second row, second column

* ambient, diffuse and specular reflection; low shininess */
glPushMatrix () ;
glTranslatef (-1.25, 0.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv (GL_FRONT, GL_SHININESS, low_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~ o~ o~
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Ocserenoct B OpenGL — npumep

/* draw sphere in second row, third column

* ambient, diffuse and specular reflection; high shininess */
glPushMatrix () ;
glTranslatef (1.25, 0.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv (GL_FRONT, GL_SHININESS, high_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~~~

/* draw sphere in second row, fourth column

* ambient and diffuse reflection; emission; no specular */
glPushMatrix () ;
glTranslatef (3.75, 0.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, no_mat);
glMaterialfv (GL_FRONT, GL_SHININESS, no_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, mat_emission);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~ o~ o~
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Ocserenoct B OpenGL — npumep

/* draw sphere in third row, first column

* colored ambient and diffuse reflection; no specular */
glPushMatrix () ;
glTranslatef (-3.75, -3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient_color);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, no_mat);
glMaterialfv (GL_FRONT, GL_SHININESS, no_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~~~

/* draw sphere in third row, second column

*  colored ambient, diffuse and specular reflection; low shininess */
glPushMatrix () ;
glTranslatef (-1.25, -3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient_color);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv (GL_FRONT, GL_SHININESS, low_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~ o~ o~

AN N



Ocserenoct B OpenGL — npumep

/* draw sphere in third row, third column

* colored ambient, diffuse and specular reflection; high shininess */
glPushMatrix () ;
glTranslatef (1.25, -3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient_color);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv (GL_FRONT, GL_SHININESS, high_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, no_mat);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~~~

/* draw sphere in third row, fourth column

* colored ambient and diffuse reflection; emission; no specular */
glPushMatrix () ;
glTranslatef (3.75, -3.0, 0.0);
glMaterialfv (GL_FRONT, GL_AMBIENT, mat_ambient_color);
glMaterialfv (GL_FRONT, GL_DIFFUSE, mat_diffuse);
glMaterialfv (GL_FRONT, GL_SPECULAR, no_mat);
glMaterialfv (GL_FRONT, GL_SHININESS, no_shininess);
glMaterialfv (GL_FRONT, GL_EMISSION, mat_emission);
glutSolidSphere (1.0, 16, 16);
glPopMatrix();

o~ o~ o~ o~

glFlush{();



Ocserenoct B OpenGL — npumep

void reshape(int w, int h)

{

glViewport (0, 0, w, h);
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity();
if (w <= (h * 2))
glOrtho (-6.0, 6.0, -3.0*((GLfloat)h*2)/(GLfloat)w,
3.0 ((GLfloat)h*2)/(GLfloat)w, -10.0, 10.0);
else
glOrtho (-6.0* (GLfloat)w/ ((GLfloat)h*2),
6.0* (GLfloat)w/((GLfloat)h*2), -3.0, 3.0, -10.0, 10.0);
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();

void keyboard(unsigned char key, int x, int y)

{

switch (key) {
case 27:

exit (0);
break;

]
10



‘ Ocserenoct B OpenGL — npumep

int main(int argc, char** argv)

{
glutInit (&argc, argv);
glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH) ;
glutInitWindowSize (600, 450);
glutCreateWindow (argv[0]);
init () ;
glutReshapeFunc (reshape) ;
glutDisplayFunc(display) ;
glutKeyboardFunc (keyboard);
glutMainLoop() ;
return O;
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KPAU

CnepBaula Tema:
BusyanunsnpaHe ¢ anroputom C

TpacMpaHe Ha Nbun



