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‘ PeaAansbm B KOMIIOTHbpPHATA IpadpuKa




Peaancrrnaam n3oopakeHU

[MoBbpxHOCTUTE U 0beKTUTE TPAOBa Aa ce BU3yann3upaT B

“ectectBeHUTe” MM LBeTOBE

d uBeTtoBeTe, KOUTO HUe buxme BUAE/IM aKO HAUCTNHA
HabnogaBame cueHaTa

HabntogaBaHuTe LBETOBE 3aBUCAT OT

0 reomeTpuyHaTta popma M pa3nonoxKeHue Ha obeKTurte

aJ U3TOYHUUUTE Ha CBETJ/IMHA B CUEeHaTa

0 XapaKTePUCTUKUTE Ha maTepuana Ha NOBBPXHOCTUTE N ObeKTUTE

B3aVIMO,£I,el7ICTBVIETO Ha CBET/IMHATa C Te3N NOBBPXHOCTU

0 oTparkeHue, abcopbupaHe, NponycKaHe

HyXeH e moaen Ha OCBeTeHOoCT

o Ilumination, Reflection, Shading



OcBeTeHOCT

AKO He ce n3nosa3Ba MOAEeN Ha OCBETEHOCT 0beKTUTe
He u3rnexaaT TPUMepHM




OcBeTeHOCT

= AKO He ce U3Mnoa3Ba Moaen Ha OCBETEHOCT obeKTuTe
He u3rnexaaT TPUMepHM




OcBeTeHOCT




OcBeTeHOCT

= Bapuauuute B HabntogaBaHUTe 0OEKTN 3aBUCAT OT
B3aMMOJENCTBMETO Ha OOEeKTUTe CbC CBET/IMHATa




CBeTAMHA

CBeT/IHATaA e efieKTPoMarHuTHo (EM) nanvysaHe

0 eNeKTPOMArHUTHa eHeprus npeHacaHa 4Ypes3 GOTOHU —
4acTULM N BBAHM

AYaNHOCT Bb/IHA-4AaCTNLUA B KBAHTOBATA MEXaHWNKA
0 ONTMKaTa e Hay4yHa o6nacT oT pusmKarta, KoOSTo ce
3aHMMaBa C M3y4yaBaHe Ha CBET/IMHATA

BbaHUTe ce AePpuHUpPaAT Ype3 AbAKMHE U aMNIUTYAA
Ha BbJ/IHATa

doToHUTe ca yacTuum 6e3 maca, Hocutenm Ha EM
eHeprus



(CBOMCTBA HA CBETAMHA

CKOPOCT Ha CBET/IMHATa BbB BaKyym
o ¢=299 792 458 m/s

eHeprma Ha $OTOHa

o E=h.f

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

4eCToTa Ha BbJ/IHATA

a f



‘ BEAekTpOMAarHUTEH CHEKTHP

-« Increasing energy
Increasing wavelength >
0.0001 nm 0.01 nm 10nm 1000 nm 0.01 cm 1 cm I m 100 m
L 1 1 ] 1 1
Gamma rays X-rays Ulira- Infrared Radio waves
violet
Radar TV FM AM
Visible light

400 nm 500 nm 600 nm 700 nm

= CBeT/IMHa — BUAMMA 4YacCT Ha CNeKTbpa
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OcBeTeHOCT

3a cb3aaBaHe Ha PeaanuCTUYHO n3rnexkaawm (mnu
N10PY NONY-PEANTUCTUYHU) cLEeHU TpAOBa KOPEKTHO
/1a ce MoAie/Inpa OCBETABAHETO Ha CLUEHaTa

0 Aa ce reHepupa nsobpaxeHue
C onpeaeneH reomeTpuyeH moaen
npu onpeaeneHo ocBeTABaHe
OT onpejeneHa no3uumua Ha HabawaeHne

{

OcHoBeH BbMNPOC
d KdK N KOJIKO CBETJ/INHA Ce OTPa3ABa OT 0beKTa KbM

HabAatopaTena
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OcBeTeHOCT

= lMpoctn obeKTH

METan

ANENeKTPUK
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OcBeTeHOCT

= JlobaBsAHE Ha MUKPO-TeOMEeTPUS
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MoaAeA Ha OCBETEHOCT

Rendering equation %&x(\ >
-\\ \

X

0 dopmynmnpaHo ot Jim Kajiya npe3 1986

0 c8eMsIUHHA eHepaus om moYKa i 00 MOYKQA j e pasHa HA
ceemsauUHaAMa u3nv4yeHa om i KbM j M/10C UHMe2pupaHomo
ompaxceHue S (30 8CUYKU MOYKU OM 8CUYKU MOBBPXHOCMU)
Om MoYKa k KbM | KbM j yYMHOM(EHO CbC ceemsauHama om k
KbM i, HOMOs1eHO € 2eoMmempuyeH paKkmop 3a omcaabsaHe
Ha UHMeH3umema
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MoaAeA Ha OCBETEHOCT

LOl— J)=G(1 < ]) Le(i > j)+j f(k—>1— J)L(k > 1)dk

2 L(1— J) —KonnuectsoTo cBET/IMHA ABMMKELLA Ce MO TbY OT TOYKA | KbM
TOYKa |

0 Le — Ko/nmMuyecTBOTO CBET/IMHA M3NbYEHA OT NOBBPXHOCTTA (luminance)

o f(k—>1— ) —BRDF (Bidirectional Reflectance Distribution Function) Ha
MOBbPXHOCTTa

Oonncea KakBoO KOJINYECTBO OT CBET/IMHATA NOoMaaadlla BbpXy MNOBBbPXHOCTTA B
TOYKa i OT NOCOKa Ha To4Ka k ce OTpa3ABa OT NOBBPXHOCTTA B NOCOKA HAa TOYKaA J

0 G(i <> ]) — reomeTpuyeH YaeH, KOMTO OTYMTA 3aKPUBAHE, PA3CTOAHME U
BIrb/ MEXAY NOBbPXHOCTUTE
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MoaAeA Ha OCBETEHOCT

BRDF (Bidirectional Reflectance Distribution Function)

CnbHUEeTOo e 3a, CnbHUETO e cpeLty
HabnopaTens HabnopaTens

(back scattering) (forward scattering)
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MoaAeA Ha OCBETEHOCT

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

0 moaenun 6e3 PM3nNYHM OCHOBU, HO pe3yaTaTuTe narnexxaat
nobpe (“hacks”)
Phong, Blinn-Phong
0 C/IOXKHU GPU3MYHO 0OOCHOBAHU MOAENU
Torrance-Sparrow, Cook-Torrance, Oren-Nayer
Koun moagen Aa ce m3nosiaBa 3aBUCU MHOTIO OT
rpadpuUYHOTO NPUIOKEHUE

0 0OMKHOBEHO ce NpaBu KOMNPOMUC MeXAY

npou3300umeﬂHocm U MOYHOCM
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MoaAeA Ha OCBETEHOCT

[1oKa3aHo He cbllecTByBa peleHne Ha obWwoTo
peHaMpaLlo ypaBHeHMe

0 BbMPEKM, Ye TAaKOBA Ce TbPCU Ype3 CMMyAaLnm 1 apyru
CpeACcTBa OTKAKTO CBETHLT cbllecTByBa ©

Llenta Ha $OTO-pPEANNCTUYHOTO BU3YaNN3UPAHE € Aa ce
Hamepu anpoKCMMaLMA Ha YPABHEHMETO, KOATO Aa
"n3nvxe” oKoTo

d 3a WwacCtne 4oeelwKoTO 3peHne 1eCcHo ce noagaasa Ha UI1HO3UN
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MoaAeA Ha OCBETEHOCT

= CoblwecTtByBaT be3KkpaeH bpon AbAKMHU HA BbIHUTE,
PA3NPOCTPAHABALLU €/IeKTPOMArHUTHA eHeprusa

d OorpaHn4aBame pasrnexgaHmnAata cu 40 Tpn OCHOBHW LUBATA

= YyepBeH, 3eJieH, CUH 0.9

470
460778

0.0 6+
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X

Lleemoeso npocmpaHcmeo CIE 1931 -



LIBeToBU pocTpancTBa

d MaTeMaTUHECKU Mo den 3a npeacraBaHe

Ha UBETOBETE Ype3 LBETOBM KOMMOHEHTH
(napameTpwm)
OOUKHOBEHO 3 NN 4 KOMMNOHEHTHU

OCHOBHW KOMMOHEHTU Ha LBETOBOTO NMPOCTPAHCTBO

a yeemoese
yepBeH-3eneH-cuH: RGB nam RGBA
O A-—npo3payvyHocT
UMaH-MmareHTa-*Kbvnt: CMY nam CMYK
0 K—yepeH
Q napamempu
OTTEHbK-HACUTEHOCT-NUHTEH3UTET: HSI
OTTEHBK-HAaCUTEHOCT-CTOMHOCT: HSV




‘ PedaexkTnBHA CBETANHA

= LiBeToBeTe, KOMTO YOBEK Bb3NpUeEMa CbC 3pUTENHATA
CU CUCTEMA, Ce onpeaenaT oT OTpa3eHaTta oT
obeKTUTe ceeT/ZIMHaTa

0 CBEeT/IMHA Ce U3/b4YBa KbM 3e/1eH 06€eKT
0 ODOEeKTbT nornbla eHeprnAaTa B nosey4eTo Ab/1KMHN Ha BbJ/IHATA

d 3e/1eéHaTa CBET/IMHA Ce O0Tpa3dBa OT obeKTa
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MoaAeA Ha OCBETEHOCT

OKONHUAT cBAT € HenpeKbCHAT

d orpaHn4aBame ce C AMCKPETU3NPAHA BEPCUA

BU3Yyann3npaT ce NUKCcenmn

N34ymcnasa ce ocBETEHOCTTA Ha 0b1acTu oT
NMOBBPXHOCTU B pPpealHNA CBAT, KOUTO CE npeo6pa3yBaT
B AdHHW 3ad MUKCETU
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EaemenT o1 IIOBBPXHOCT

[ToBeyeTo MOBBPXHOCTU Ca HelpeKbvCHAOmuU Kpueu
0 Manku obnacty oT NOBbPXHOCTUTE MOraT Aa ce
aNPOKCUMUPAT C YaCTU OT MAH2eHMU PasHUHU
NOBBPXHOCTTA MOXe Aa Ce pa3aenm
Ha KpaeH 6pon MHOTO MasikKm 4acTu
4acTUTE Ca CbLLLO KPUBMU

HO aKO Ca AOCTAaTb4HO MaJIKU

MmoraT Aia ca mMHoro 61130 go

PAaBHUHHM 0bnacTu
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Eaemenr ot IIOBBbPXHOCT

HopmannTte Ha NOBBbPXHOCTUTE CHLLO Ca
HenpeKbCcHaTO BapupaLlm

0 BCAKA TaHTeHTHa paBHMHa AedunHupa enemeHT (obnacT) ot
NOBBPXHOCTTA

d BCAKA TaHFr€HTHA PaBHMHA NMa HOPMaAJid

Hanpumep cpepaTta moxKe aa ce pasgenm N

Ha TPUBIBAHULM, KaTO C BCEKM Bb3en
ce acoumupa Hopmasa KbM chepata
MaJikaTa 061acT OKO/10 Bb3esia e
e/1eMEeHT OT NOBBbPXHOCTTA, KONTO

ce M3Mnon3Ba 3a M3YUCAABaHE Ha OCBETEHOCT
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OcBeTeHOCT

0 M34YMCNABaHEe Ha OCBETEHOCT Ha 6a3aTa Ha MHTEH3UTET U
ABbNAXKUHA Ha Bb/IHATA 33 AaJeHa TOYKa TaKa KaKTo ce BUXKAA
OT NO3MLUKMATa Ha HabaoaeHme

CIDYHKLI,MFI Ha reomMmeTpuATa Ha cueHaTta: moagesn, N3STOHHUUWM Ha
CBET/INHa, NO3NLUNA Ha Ha6ﬂ}0,£1,eHVle, XapPaKTePUCTUKUN Ha MaTEPUAJIA

Q OﬂpEdQﬂﬂHemO HaQ oceemeHocmma 3a eCAKA mo4yka om cueHama e
usyucsiumersiHo C/ZIOXHO 3amoead ce uHmeprnoaupa

0 onpejenaHe Ha UBeTa Ha TOYKU Ype3 uHmepnoaupaHe
MeXJy TOYKUTE C N3BeCTHa OCBETeHOCT

0OMKHOBEHO U3UYNC/IEHUNATA CE MPaBAT 3a BbpPXOBE HA TPUDBIBJIHULUN
UIn NOJINTOHN B MpeKa

M3N0/3Ba ce 3a rpaduyYHN NPUIOKEHUS B peasiHo Bpeme (Hanp. urpm)
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MoaAeA Ha OCBETEHOCT

s OceemsesaHe Ha 06s1acm om NoevLpPXHOCM

O onpeaens ce pesyataT 3a MoAe/1a Ha OCBETEHOCT B Ta3M 061aCT TaKa KaKTo ce
BMXJa OT No3nLMATa Ha HabogeHue

m [n06asaHU moOdenu

0 B 0OOLWOTO ypaBHEHUE 33 pacTepusmnpaHe ce oTynTa rnobanHa nupopmauma

| Haﬁ-peaﬂMCTMqHMTe mogenun Ha oCBETEHOCT N3MON3BAT rnobanHu AdaHHHA

m JIoKasHuU moodenu

0 CblLo BOAAT A0 NpaBAonoAobHM pe3yaTaTtv, HO Ha MHOTO NMO-HMUCKa LieHa

26



MoaAeA Ha OCBETEHOCT

d U3MN0s138Ba CaMO ANPEKTHA I/IHd)OpMaLI,MFI 3d OCBETABAHETO

0 npeacTtaBaABa anpPoKCcMmMmaums
Ha rnobasiHaTa oCBETEHOCT

0 OBMKHOBEHO B Moaena ce
M3MNON3Ba Y/1€EH 33
obKkpuvicasawjama ceemsnuHa
3a Aa ce 3a4aae MMHUMaNHO
OoCBeTABAaHe Ha 0beKkTuTe
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MoaAeA Ha OCBETEHOCT

0 CMMY/AMPA BAUAHMUETO Ha APYruTe 06eKTU N eIeMEeHTU B
CLeHaTa BbpXy CBETAMHATa A40CTUrala A0 eIeMeHT OT
fafeHa NoBbPXHOCT
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MoaAeA Ha OCBETEHOCT

CeemnuHU U CeHKU
0 NO-rosisMa 4acT OT CBeT/IMHaTa CTuralla Ao obekT nasa
IEI,I/IpeKTHO OT N3TOYHNUN N31bYBaALLUN CBET/IMHA

d MNOHAKOra CBeT/InHAaTa OT CBEeT/IMHEH U3TOYHUK Ce 6I'IOKVIpa

OT ApYyru obeKkTu
obeKTbT Nnonaaa B “cAHKA” OT TO3U M3TOYHUK Ha CBET/IMHA

Ompa3seHo oceemsasaHe mexcoy obekmume

a CBeT/IMHAaTa OT U3ToOHHULUUTE Cce '
OTpa3dBa OT obeKTuTe B cueHdaTa
npeau Aa AoCTUrHe Ao
NOBBbPXHOCTTA Ha AaaeH obeKT




MoaAeA Ha OCBETEHOCT

m J/IoKasHuU mooenu

d CBET/IMHA CaMoO OT AUPEKTHU U3TOUHHULUN

= npedumcmeda
0 cueHaTa moxke 6bp30 aa 6bae BU3yannsnpaHa
= Hedocmamvuyu

0 3aryba Ha peasn3bm — INNCBAT UHTEPECHMU
CBET/INHHM ePeKTN NOpaan UTHOPUpPAHE Ha
BMAHUETO Ha ApyruTe o6eKTN B OCBETABAHETO
Ha AaAeHa NOBBbPXHOCT

m [n06asHU moOenu

0 obxsBawaT uAanata MHbopmaLuma 3a

OoCBeTeHOCTTa

= npeoumcmeda
U CeHKW, OTPpa3eHO ocBeTABaHeE meXay O6eKTVITe,
npeyynsBaHe, NONYNpo3payYHm obekTn, epeKktn oT
Bb34yX, BOAA, Mbrna
= Hedocmamvyu
0 6aBHO BM3yanusunpaHe 30




VlsumcAgaBade HA MOAEA HA OCBETEHOCT

m PeHOepupaHe Ha Noau20HU
0 Shading

0 M“n3vncnAaBaHe Ha oCBeTeHOCTTa B HAKOJ/IKO TOYKU U UHTEPNOJZINPaHE BbB
BCNYKU OCTaHA/IN NMUKCEJIN 3a NOJ1Iy4YaBaHE Ha Kpal';IHOTO M306pa)'KEHI/1€

m Cumynayusa Ha 0suxeHUemo Ha ceemauHama
o Lighting

0 M34YUCNABAHE Ha OCBETEHOCTTA B A0CTAaTbYHO TOYKM 33 NOJlyYaBaHe Ha
KpalHOTO M306parkeHne 6e3 aa ce MHTepnoanpa
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V3suncagaBanme HA MOAEA HA OCBETEHOCT

m PeHOepupaHe HA NOAU20HU ‘
O WM3MoAa3Ba Ce B NPUNOKEHUA U3NCKBALLMU
N34YNCNEHMSA B peasHo Bpeme (urpm)
O u3nbaHABa ce oT GPU
O MNO-N0WOo KavyecTBo

m Cumynayusa Ha 0suxceHuemo Ha

ceemauHama

O M3MN0/3Ba Ce 33 BUCOKOKayecTBeHO ¢oTOo
peasIuCTUYHO BU3YyaIU3npaHe

O  HAKOW MMNIeMeHTauumn paboTaTt B peanHo
Bpeme Ha GPU, HO NO-CNOXHM moaenu Ha
OCBETEHOCT U3UCKBAT n3nvaHeHne ot CPU

O BM3Ya/IN3aLMUA C HAN-BUCOKO KAaYeCcTBO MOXe
a3 OTHEME AHU




MoaAeA Ha OCBETEHOCT

YacT oT cBeT/AIMHAaTa AOCTUTHaNa A0 obeKTa ce
OTpa3fBa U ce BPbLLa 0bpaTHO KbM HabnogaTens

0 OTparkeHmeTo e abcopbupaHe n 6bp30 U3nbyBaHE HA GOTOHMU
0 MNOCOKaTa Ha OTpas3siBaHe 3aBUCKU OT MaTepmana

d MOCOKATAd Ha OTpPa3€HaTa CBeT/INHA 3aBNCU OT MNOCOKATA HA
NagallaTa CBET/IMHA

(Bidirectional Reflectance Distribution Function)

0 PYHKUMA 33 USMepBaHe Ha ABYNOCOYHO Pa3NpPoOCTPaHeHMe Ha
OTPaXKEeHUETo

OTPa3fBa 3aBMCMMOCTTA MeXKAY BXOAHN CTOMHOCTU 33
0 uHMeH3umem, Ob/AMCUHA HO 8bAHAMA W b2bs HA NAOdHe Ha CBET/IMHATA
BbpXy 0b6eKTa n

0 Bbebs1 HO BEKMOP HaO Ha6m00eHue, UHMeH3umem v ObAXUHA HA
8bsIHOMA HA OTPAd3eHaTa CBET/IMHA
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VI3Toummiim Ha CBEeTAMTHA

= JlBa OCHOBHU BMAA

o O6Kpvyasawu ceemsauHHU usmovyHuyu (ambient)

= HeHaco4yeHU, AnPy3HU, GOHOBA CBET/INHA
0 npuemart ce 3a KOHCTaHTa B CLLeHaTa

0 rpybo anpoKCMMMPAT MHOTOKPaTHO OTpa3eHaTa
CBET/INHA

0 “rnobanHo” oTpassBaHe
o To4ykoeu ceemauHHuU usmo4vHuyu (spotlight)
= anpPOKCMMMPAT ce Ypes cepmua OT TOYKOBU U3TOYHULIM

= HAco4YeHu
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‘ TOYKOB M3TOYHUK HA CBETAMHA

m Point light source
0 HaU-NPOCTUAT moaen

Ha N3TOYHUK HA CBETJ/IMHA

= 33aaBaT ce

Q no3uyuAa Ha UsmoYHukKa

0 ysam Ha ceemauHama (RGB ctonHocTH)

= CBeT/IMHATa ce pPa3npocTPaHABA BbB BCUYKU MOCOKMU
= [MoneseH moaen Npu Maaku U3TOYHULM Ha CBET/IMHA

35



TOYKOB U3TOYHUK HA CBETAMHA

HamansaeaHe Ha paduanHua uHmMeH3umem

a C ABNXKeHUNeTO Ha CBeT/IMHATa OT UBTOYHUKA MHTEH3UTETA 7
HaMaJ1AB4d

Ha pasctoaHue d; OT U3TOYHUKA Ha CBET/INHA
MHTEH3UTeTa oTcnabsa c KoedUUMNEeHT % 2

I
0 He ce nosy4yasaT gobpu pe3ynTtatu ¢ To3n KoebuumneHT

d U3Mnos13Ba ce Apyr nogxo 3a Hama/idiBaHeE Ha MHTEH3UTETA
Ha CBET/IMHATA
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TOYKOB U3TOYHUK HA CBETAMHA

HamansaeaHe Ha paduanHua uHmMeH3umem

d Mn3noJjqi3Ba ce MHBepCHAa KBaA4paTn4Ha d)yHI-(LI,l/IFI Nno
oTHOWEeHNne Ha MHTEeH3UTETA

1
fradatten(dl ) —

a, +a,d +a,d,’

KbOETO C BapupaHe Ha KoebuumneHTuTe a,, a, u a, ce
NPOMeEHSA pe3y/iTaTa 3a NOCTUTaHe Ha KesaH edekT
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EGSKpaﬁHo OTAAAEYUYEH U3TOUYHUK

OTaaneyeH M3TOYHUK Ha CBET/IMHA MOXKe Aa bbae
MoJennpaH KaTo TOYKOB U3TOYHUK

0 Hanpumep ChbHUETO

B TakbB cayvyam 61 man MHOro manbK ePeKT ako ce
M3MN0/13Ba HAMa/IIBaHEe HA pPaAMa/IHUA UHTEH3UTET

38



Hacouen n3toyumk Ha CBETAMHA

m Spotlight

= 3a Aa ce npeobpa3yBa TOYKOBUA U3TOYHUK B HACOUEH Ce
nobassa eeKMop Ha NOCOKA n 21080 o2paHu4veHue 6,

Viight
(Light Direction
Vector)

Light

Source
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Hacouen m3TOYHUK HA CBETAMHA

Vight — €AMHMYEH BEKTOP B NOCOKaTa Ha CBET/IMHATA

Vobj — e AIMHNYEH BEKTOP B MOCOKA OT M3TOYHMKA Ha
CBeT/IMHa KbM 0beKTa

CKanlapHOTO NpousBeaeHMe Ha iBaTa BEKTOPA

onpeaena bro/lia Mexay TAxX

o
7
e

ya
To Object .~
Vertex ///

o)

Cone Axis
o Vector

AKO O e B BrnoBoTO orpaHmn4yeHue
Ha CBEeT/IMHAaT4a, TO obeKTbT €

ocseTeH OT HaCo4eHUA U3TOHHUNK

Light
Source
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Hacouyen u3Toyamk Ha CBETAWMHA

HamansaeaHe Ha v2nosua UHMeH3uUmem

OcBeH HamanABaHeTO Ha UHTEH3UTeTa C OTAa/ie4aBaHe
OT U3TOYHUKA, MHTEH3UNTETDLT HAMaA/IABA N BIr/Z10BO

dJ WM3MoJi3Ba Ce (I)yHKLI,MFI B 3aBUCUMOCT OT blb/la

fangatten(¢) =C0s" ¢ (< <0

KbAEeTO 3a EKCNOHEHTATA HA oTcnabBaHeTo d| Ce 3a4aBa

NO/IOXKUTENIHA CTOMHOCT U bIbA () Ce M3mepBa OT abuucaTta Ha
KOHYCa
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‘ Edextn npu ocseraBane

= CBeT/MHaTa OoTpa3eHa OT NOBBbPXHOCT 3aBUCK OT
mMmaTepuana Ha NOBBbPXHOCTTA

Q AbCKasume mamepuasau ompasaeam 4acT OT
nagallata CBeT/IMHa

m reflection

Q mamosume mamepuasau abcopbupam yacTt ot
najallaTa CBET/IMHA

m absorption

Q [po3pavyHUMe rno8vpxHocmu rMpPonycKkam 4act oT
najallaTa CBEeT/IMHA

m transmission
] YacCT OT CBeT/IMHATAa npemMmumnHaBa npe3 matepunasia
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Any3HO OoTpassBaHe

[TOBBbPXHOCTUTE, KOUTO Ca HEPABHU U rpanasu
OTpa3ABaT CBET/INHATa BbB BCUUYKM MOCOKMU

Q (diffuse reflection)
HaNnpPMMep XapTua, AbpBO

\\ /7

TbW KaTo CBET/IMHATA Cce OTpa3AdBa e4HAaKBO BbB BCUYKU NMOCOKMU,

TO NOBBPXHOCTTA M3rNeXxaa eHaKBO OT BCUYKMU MO3ULMKM HA
HabnoaeHme

o “view independent”
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OraeAaAHO OTpa3fABAHE

= 33 HAKOW NOBBPXHOCTU OCBEH ANDY3HOTO
OTpa3fBaHe e XapaKTepPHO KOHLUEHTPUpPaHe Ha
OTpa3eHaTa CBeT/IMHa B onpeaesieHa ocBeTeHa TOYKa
AN CBETNO NEeTHO

a ozsedanHo ompa3saeaHe (specular reflection)

NS fé/

A
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‘ OOKpPBKABAITIA CBETANTHA

» [MOBBPXHOCT, KOATO HE € U3N0XKEHA HA AMNPEKTHA
CBET/INHA MOXe Aa bbae ocBeTeHa OT OTPa3eHa
CBET/IMHA OT Apyru 6113KM o0beKTn

0 0bKpwvIMcasawa ceemsauHa
(ambient light)

Q\ N
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‘ [ Ipumep

= ObuaTa oTpa3eHa CBET/IMHA OT AaJeHa NOBBbPXHOCT €
CYMaTa Ha BCUYKN ANPEKTHU M3TOYHULM HA CBET/IMHA U
0bKpbrKaBallaTa CBET/IMHA

ornefanHa

Andy3Ha

0bKpbrKaBalla
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[ Iprmep

O6Kp-b)KaBaLLIIa . .
. . .

Andy3Ha

KpanHO
n3obpaxe-
Hue
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(OCHOBEH MOAEA HA OCBETEHOCT

= ba3oB moaen Ha OCBETEHOCT
0 [aBa CPaBHUTENHO A0bpu pe3ynTaTu
O M3MNO0A3Ba Ce B NOBEYETO rpadUyHM CUCTEMU

= KOMMoHeHTM Ha moaena
0 O6kpvyucasawa ceemauHa (Ambient light)
a Adudgy3zHo ompaszasaHe (Diffuse reflection)
o OznedanHo ompassasaHe (Specular reflection)

O I'Ipme:v\a ce, ye CBeT/INHAaTa € MOHOXPOMHA
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Moaea Ha OTpa3ABAHE

naeasnHo ornieganHo oTpasaBaHe (mogen Ha Fresnel)

AndysHo orneaanHo oTpasfaBaHe

JTambepToBO AMPY3HO OTpa3fABaHe
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‘ OOKpPBKABAITIA CBETANTHA

= 3a da ce BKAOYM B modena doHoBaTa OOKpbKaBalla
CBEeT/IMHA ce 3a4aBa 060 HUBO HO oceemeHocm 3a
cueHaTa

0 anpoKkcummpa ce obuwomo ougpy3Ho ompasasaHe oT
PA3/INYHMN NOBBPXHOCTU B CLUEHATA

d O3HJd4aBa Ce C Ia
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‘ Andysao orpassaBaHe

= [lonycka ce, Ye NOBbPXHOCTUTE OTpa3sBaT NajallaTa
CBET/INHA C elHaKbB UHTEH3UTET BbB BCUUYKU MOCOKM

0 udeasnHu ougy3HU ompaxcamesnHu No8vpPXHocMu
nnn Jlambepmoesu ompaxcamesHU No8bpPXHOCMuU

(ideal diffuse reflectors unu Lambertian reflectors)

= Hanpumep CTEHUTE OKO0 Hac
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Any3HO OoTpassBaHe

KoeguyueHm Ha ougpy3Ho ompassasaHe

U1

d 3a4aBad 3a BCAKA NOBBbPXHOCT

0 03Havasa ce c K

0 onpeaens KakBa 4yacT oT Najallata BbpXy NOBbPXHOCTTa CBET/IMHA
ce pasceiBa KaTo AndY3HO OTpasABaHe

CToliHocTTa Ha ke mexxay 0.0 1 1.0
o npuk,=0.0

MaTOBa NOBBPXHOCT, KOATO NOrNblla NOYTU UANATa CBET/IMHA
o npuk,=1.0

NbCKaBa NOBBPXHOCT, KOATO OTPaA3ABa NOYTU UANATa CBET/IMHA
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Any3HO OoTpassBaHe

Audghy3Ho ompasasaHe u 06KkpvIcasawa ceemauHa

0 3a onpeaenaHe Ha POHOBOTO OOKPbrKABALLO OCBETABAHE MOXKE
[la ce AonycHe, Ye BCsAKa NMOBBbPXHOCT € HaMb/IHO OCBETEHA OT

06KpbKaBaLLATa CBET/IMHA Ha cueHaTa [,

YyacTme Ha 0bKpbKaBallaTa cBeT/IMHA B AUPY3HOTO
OTpa3fBaHe

Iambdiff — kd Ia

Cama 3a cebe cn doHOBaTa 0OO6KpbKaBalla CBET/IMHA He €
MHTEepecHa KaTo BM3yaneH epeKT, 3aToBa ce N3Mnoa3BaT U
APYTr1 U3TOYHULIM Ha CBET/IMHA B CLieHaTa
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‘ Andysao orpassaBaHe

= KoraTto NMOBBPXHOCT Ce OCBETU OT NU3TOYHHUK HA
CBET/INHA, KONNYHECTBOTO NOoMNaAdalla CBET/INHA
3dBUCU OT opueHmayusama Ha noevpxHocmma
cnpAMoO NOCOKATa HAa MU3TOYHUKaA Ha CBET/INHA

—
- ————
e — —
_— —
- —

o

#

54



Any3HO OoTpassBaHe

babna Ha nadawjama ceemauHa &

d broAbT Mmexay NoCoOKaTa Ha UABallaTta CBET/IMHA U
HOPMA/Z1aTa HA NMOBBPXHOCTTA

KbM U3TOYHUMKA N
Ha cBeT/IMHA |,

~ N

55



Andy3HO oTpaszfiBaHEe

KonnyectBoTo nonajalla BbpXxy NOBbPXHOCTTA
CBET/IMHA e

I =1, cosé

| incident

[Indy3HOTO OTpassBaHEe MOKe [la ce Mode/Inpa KaTo

Il,diff — kd Il,incident

=k,l,coséd
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Andy3HO oTpaszfiBaHEe

N — HOpMasia KbM NOBBPXHOCTTA

L — eanHmn4yeH BEKTOP MO NOCOKA Ha N3TOYHUKA HA

CBET/INHA
KbM M3TOYHMKA

Ha cBeTIMHA 1.
N -L =cosé \"’J

~ BN

N

| kI, (N-L) akoN-L>0
i — <
dif 0 ako N -L <0
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Any3HO OoTpassBaHe

KombuHupaHe Ha dugpy3Homo ompasseaHe,
obKpvMHcasawama u OupeKmHo naoawjama
ceemsauHa
0 OBMKHOBEHO Cce M3MN0A3BaT ABa OTAENHU KoeduLUMeHTa 3a
ANdy3HO oTpas3AaBaHe
k33 OBbKpbKaBalaTa CBETINHA

kd 3d ANPEKTHO NadallaTa CBET/INHA

k1. +k,,(N-L) akoN-L>0
kI, akoN-L <0

Idiff
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OrAeAaAHO OTpa3sABaAHE

babs1 Ha 0271€00/H0 OoMpa3saedaHe

0 WHTEH3UTEeTHbT Ha OTPa3eHaTa CBET/IMHA 3aBMCK OT NMOCOKaTa Ha
HabnogeHue

0 pe3yAnTaT OT NOoYTU NbJHOTO OTPa3siBaHe Ha Najallata CBeT/INHA B
KOHLUEHTPUpPaH pPerMoH OKO/10 brba Ha or/ieJanHo oTpassaBaHe

0 CBeT/10 NeTHO, KOeTo Cce Bnxad
BbpPXY TbCKaBa U INMadKa
NOBBPXHOCT

0 BrbAbLT Ha OrneaasiHoO oTpassABaHe
e paBeH Ha brb/ia Ha NajalwlaTa
CBET/INHA
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OrAeAaAHO OTpa3sABaAHE

UodeanHo o2nedano

d OTpa3AdABa CaMO B NOCOKATA Ha

orneganHo oTpasABaHe
MaKCMMasiHa cTonmHocT Ha BRDF B Ta3u nocoka

[pyrn o6beKTn maT orneganHo oTpaKeHme B onpeaenen
KpaeH o6xBaT OT No3nLMK Ha HabaoaeHne okono BekTop R

L N R L N R

MaakKa N 1bCKaBa MNOBBPXHOCT rpy6a U rparnasa nmoBbpPXHOCT
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OrAeAaAHO OTpa3sABaAHE

Mooden Ha ®oHe 3a 02n1e0asnHo ompasseaHe

dJ emMmnumpmnyeH moaen 3a U3HnciadaBaHe Ha obxBaTa Ha orneganHo
OTpa3ABaHe

0 cb3aaaeH npes 1973 ot Phong Bui Tuong

MHTEH3UNTETbLT Ha Oorz1eaa/iHoO

L N R OTpa3sABaHe e NPonopLUNOHaNeH
Ha brbjla MeXKAy BEKTOPaA Ha
010 b Vv HabntogeHne V n BeKTopa Ha

/ \ornep,anHo oTpa3AaBaHe R
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OraeAaAHO OTpa3sgBaHE

Mooen Ha PoHe2 3a 02n1edasnHO ompasseaHe

d ornegaziHoTo OTpa3AdBaHeE € NPonopumnoOHaIHO Ha
n
COS ™ ¢
brBABT P ce nameHa mexay 0° n 90°,

npu KoeTto cos¢@ Bapupa ot 1.0 go 0.0

onpeaena ce ot TMNa Ha NOBBPXHOCTTA, KOATO Ce
BM3yanm3npa

3a rNajKu U TbCKaBM NOBBbPXHOCTU CTOMHOCTTA € roNsma
(>100)

3a rpybu v rpanaBu NOBBbPXHOCTM CTOMHOCTTA e 6am3Kka o 1
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OraeAaAHO OTpa3fABAHE

3aBNCUMOCT mexay cteneHTa Ha ornena/iHo otTpa3ABaHe
n. " brnoBuA ob6xBaT Ha ornegasiHo oTpa3AdBaHe

S R E oo Lg B 1L N1 11

0 10° 20° 30° 40°45° 9()”(75 0 10° 20° 30° 40°45° 90° 0 10° 20° 30° 40°45°
cos'® ¢
1
0.8
0.6
0.4
0.2
1 I I | 1 L & - | | 1| L ¢
0 10° 20° 30° 40°45° 90° 0 10° 20° 30° 40°45° 90°
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OraeAaAHO OTpa3fABAHE

33 HAKOU MmaTtepmnaan KoanyecrtsoTo orneanaiHo
OTpa3ABaHe 3aBUCU CNJTHO OT blb/ld Ha NadadllaTa CBET/IMHA

3aKoH Ha ompa3sasaHemo Ha Fresnel
0 OMucBa NOBeJEeHMEeTO Ha Or/1eJanHoToO OTpa3fABaHe
o http://hyperphysics.phy-astr.gsu.edu/hbase/phyopt/freseq.html

B KomntoTbpHaTa rpadnKa o6MKHOBEHO ePEeKTHT Ha
orneaanHo oTpassiBaHe ce anpPOKCMMUPA C KOHCTAHTEH

KoedULMEHT Ha ornefanHo oTpassaBaHe K,
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OrAeAaAHO OTpa3sABaAHE

UHmMeH3umem Ha o2nedasaHo ompasssaHe

=k I, cos™ ¢

|,spec

NMpntoea V:-R=C0S¢@

CnepoBaTtesiHO

k.1, (V-R)™ ako V-R>0uN-L>0
P | 0.0 akoV -R<0 wm N-L<O
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| Ippmepn

ﬁ

more diffuse

more specular sp

Diffusestrength = 0.5

&mbientstrength = 015
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‘ | lpumepn

= [ndy3Ho oTpa3AaBaHe
0 edeKT Ha MaToBa NOBBPXHOCT

= [undysHo + ornepanHo
OTpa3fBaHe
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Any3HO T OTAEAAAHO OTpPa3sABAHE

KombuHupaHe Ha Odughy3HO u 02n1e0asnHo ompasfaeaHe
npu U3MOYHUK Ha ceemsauHad

| =1 + |

spec

=k I +k, I, (N-L)+k.I (V-R)"
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Any3HO 1 OTAEAAAHO OTPA3ABAHE

KombuHupaHe Ha Odughy3HO u 02n1e0asnHo ompasfaeaHe
npu U3MoYHuUyuU Ha ceemnauHa

0 B CUEHaTa MOKe Aa MMa NPOnU3BOJIEH BPON N3TOYHULMU
Ha CBET/IMHA

0 onpeaena ce cymapHo andys3Ho U orneaanHo
OTpa3ABaHe OT BCUUYKU U3TOYHULM Ha CBET/INHA

n
| =1, i +Z[Il,diff T Il,spec]
-1

=K, I, +Zn: Il[kd(N ' L)+ks(v ' R)ns]
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OOI1IT MOAEA HA OCBETEHOCT

OTynTaHe B MoAae/ila Ha OCBETEHOCT HA

n
| = Iambdiff +Z[fl,radattenfl,angatten(lI,diff T Il,spec)]

=1

KbAETO fragatten Y Tangatten €3 PYHKLMMTE, OTUMTALLM
CbOTBETHO PaAMaIHOTO M bI/IOBOTO HaManfABaHe Ha

MHTEH3UNTETA

70



BRDF

BRDF moaennpa otpasasaHeTo Korato
CBEeT/INHATaA AUPEKTHO CTUra ao
NOBBPXHOCTTA

O606wweHn BRDF

0 oTymTaT $PaKTa, Ye CBeTIMHATA MOXKe Ja ce
oTpa3nBa/abcopbupa Npu ABUMKEHME npes
HAKaKBa cpeaa nnam obekT (Hanp. mbraa, Boaa)

BSSRDF (Bidirectional Scattering Surface
Reflectance Distribution Function)

0 AgeduHUpPAT ce AOMb/IHUTENIHU Y/IeHOBe 3a A3 ce
oT4YyeTe npeyynBaHeTo U U3NBYBAHETO OT
MOBbPXHOCTUTE

3a HAKOW MmaTepuanm ypes cneunPuyHu
YCTPOICTBa ce onpeaenAat Tabanum ¢ AaHHU 33
BRDF
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BSSRDF

HAKOM NOBBPXHOCTM MOraT Aa OTpPa3saBaT CBET/IMHATA
BbTPELWHO Npeamn T8 Aa ce oTpa3m obpaTHO

a

KOX4d, BOCbK, KOCa, MTAKO U APYTn TEYHOCTU

Tes3n B38MMO,£I,€I;’ICTBMH ceé OTYUTAT C NO-CNO0KHU MOodenu

Light
Interacting
with Skin
' R\
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RGDB 1iBeToBe

3a uBeTHO npeacTtasaHe B RGB uBeToBO NPOCTPAHCTBO 33
BCEKM OT MHTEH3UTEeTUTE Ce 3a[aBa TPU eleMeHTeH
BEKTOP

d 3a BCEKU UBTOYHUK Ha CBET/INHA

J :(IIR’ G IIB)

BcrMuyKkM napameTpu ce 3aAaBaT No Nogo6eH HauMH KaTo
BEKTOpPU

ka — (kaR’ kaG’ kaB) kd — (de’ de’ kdB)
ks — (ksR’ ksG’ ksB)
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RGDB 1iBeToBe

BcAKa KOMNOHEHTa Ha UBeTa Ha NOBBPXHOCTTA Ce
U3HNCNABAa C OTAENNEH U3PA3

0 Hanpumep

IIR,diff — deIIR(N ' L)
IIG,diff — deIIG(N -L)
IIB,diff — kdBIIB(N ' L)
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Moaea 3a shading

0 onpeaensiHe Ha UBEeTa Ha TOYKM
Yypes MHTepnosMpaHe Mmexay

TOYKNUTE C U3BECTHA OCBETEHOCT

Mooenu 3a shading

0 naocbk moaen (flat)

0 mopaen Ha lNypo (Gouraud)
0 moaen Ha ®oHr (Phong)
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Moaea 3a shading

0 HaM-NPOCTUAT MEeTOoA 3a peHaepupaHe Ha NOJIMTOHU
0 aeduHMpa ce HOpmana 3a BCEKU NOJIUTOH (He BbB Bb3nTe)

o Lighting
n3umcnasa ce BRDF B LeHTbpa Ha BCeKU
NOJINTOH C U3NON3BaHe Ha HOpPManaTa

0 Shading
N3Mon3Ba Ce n3ymcseHaTa CTOMHOCT 33
BCAKAa Apyra T04Ka OT TO3u NMNOJINroH

o lMpedumcmea
MHOro 6bp30

0 Hedocmamuvyu
MoOXe aa bbae HepeaAUCTUYHO
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Moaea 3a shading

m [1nocvok (flat)

d 3a npeogonaBaHe Ha HeAO0CTaTbKa HA NJIOCKUA Mmoden ce |£I,066\BFIT HOBWU
NnoJINTOH

d HO TaKa NU3YUNC/IEHUATA Ce yBE/INY4aBaT N peHOEPUPAHETO CTaB4d 6aBHO
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Moaea 3a shading

m Mooden Ha lypo
0 npepnoXxeH ot Henri Gouraud npe3 1970

= pabotun B YHMBepcuTeTa Ha HOTa ¢ Ivan Sutherland n David Evans

0 Hapwuya ce oule intensity-interpolation surface rendering

0 AeduHMpa ce HOpMmana BbB BCEKU Bb3EN

o Lighting
m un3ymcnasa ce BRDF BbB BCeKM Bb3en
C U3MN0/13BaHe Ha CbOTBETHATa HOpPMaa

0 Shading

= LUBEeTa Ha Bcsika gpyra sampling Touka B NO/IMTOHA Ce MHTepPNoaMpa
JIMTHEMNHO Ype3 Bb3/IUTE C U3YNC/IEHA OCBETEHOCT
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Moaea 3a shading

m Mooden Ha lypo
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Moaea 3a shading

O ocpeaAHeH eagHNYEH HOPMaAJiIeH BEKTOP BbB Bb3en V

_ N, +N,+N;+N,
\"

IN, + N, + N, +N,

N

0 B obwma cnyyam

>N
i=1

N — |

S
=1
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Moaea 3a shading

m Mooden Ha lypo

0 OCBETeHOCTTa Ce MHTEePnoMpa NMHENHO NO BCAKA
CKaHMpaLLa JIMHUA

yA
3 —_— —_
o YaYoy  VimVay
y1_y2 yl_yz
1
CKaHuMpalla TMHUA i -
. | Ys Vo Yoo¥s
ys_yz y3_y2
Xe — X X.—X
| =—L1,+ 22—
2 i Xe — X, X — X,
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‘ Moaea 3a shading

m Mooden Ha lypo




Moaea 3a shading

m Mooden Ha lypo

d MOXe Aa Ceé U3MOoJ13Bd ECIJEKTVIBHa UTEepPaTnNBHA
MMmniaemeHTaunAa

0 06MKHOBEHO ce npuaara KaTo 4acT OT eTana Ha onpegensHe
Ha BUAMMM MOBBPXHUHMU
0 HepocTaTbum

® Bb3MOXKHO € NosliydaBaHe Ha aHOMa/1IMn OT BUa Mach bands

m He Mmodennpa yaaydyHo ornena/ziHo otTpa3ABaHeE

mozen Ha lypo mozaen Ha PoHr Mach bands 83



Moaea 3a shading

0 No-TodeH moAen 3a shading ype3 nHTepnosimpaHe ot
mogena Ha ['ypo

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

d U3MNoaA3Ba MHTEPMNOJ/IUPAHE HE Ha CTOMHOCTUTE Ha
ocBeTeHOCTTa, d Ha BEKTOPUTE HAa HOPMaJnNTe
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Moaea 3a shading

0 AedUHMpPa ce HOpMana BbB BCEKM Bb3en

o Lighting
n3ymcnasa ce BRDF 3a Bceku Bb3en

C U3MN0J13BaHE Ha HOPMaAJZiaTa My

0 Shading
3a BCAIKa Apyra sampling To4Ka OT TO3U
NMNOMNUTOH Ce MHTEPNOAUNPAT HOPMaIUTE

BbB BCUYKU Bb3/IM Ha MOJIUTOHA U Ce
n3non3sa BRDF 3a onpeaenaHe Ha

LBE€Ta Ha TOYKATa
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Moaea 3a shading

m Moodesn Ha DoH2

N3

N4= Yo Y N1+y1_Y4 N2
Yi— Y, Yi— Y,

N5— Ys =Y, N3—|—y3_y5 N2
Y=Y, Y=Y,
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Moaea 3a shading

0 MHOro no-6aseH oT moaena Ve point
Ha lNypo \T /
0 HAMa npobaem c / real surface
orflefanHo OTparkeHme S \
: \ ggi)};%?cli‘lr?llation
0 MOXKe Aa ce UMNAeMEeHTMpa Gouraud
NTepPaTUBHO
L, <« |  Highlight missed
0 0OMKHOBEHO ce npunara \« by Gouraud shading
I
KaTo YacT OT eTana Ha : 3
Phong

onpeaendaHe Ha smanMmu
MOBBPXHUHU
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Moaea 3a shading — 0e3 shading




Moaea 3a shading — mAocbK MoaeA
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Moaea 3a shading

6e3 shading NNOCHK MoAaen
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oAeA 3a shading — moaea Ha ['ypo
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‘ Moaea 3a shading

NJ1I0OCbK moaen moaen Ha [ypo
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oAeA 32 shading — moaea Ha PoHT
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Moaea 3a shading

mogen Ha lypo moaen Ha PoHr

94



CHequ)HqHH TEeXHUKU

N3uncnasaHeTo Ha rnobanHaTa 0CBETEHOCT Ha
NafeHa CueHa Ha NPaKTUKa € MHOTO CI0XKHO U
N3YNCANTENHO UHTEH3UBHO

C'bU.I,ECTByBaT MHOTIO aJiICN0PUTMHU 3a N3YNCNIABaAHE UNTA
dMPOKCMMUNPAHE HA rnobanHaTa oCcBETEHOCT

0 Anroputmu, paboTeliy B peanHo Bpeme
OOKpbrKaBaLLo 3aKpMBaAHE
ocBeTABaHe 6a3npaHo Ha M3obpaxKeHua

0 Anroputmu, He paboTellm B peasiHo Bpeme
Metropolis light transport, photon mapping,
radiosity, point based color bleeding
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‘ Photon Mapping

Bioshock 2, Mental Ray Renderer

KOJINYEeCTBOTO
CBET/INHA B TOYKa ce
onpeaena 4ypes
N3nbyBaHe Ha
NaKeTn eHeprusa
(poTOHM) OT BCEKMU
M3TOYHMK Ha
CBET/INHA B CLEHATA
n npebpoasaHe
KONIKO OT $OTOHUTE
Ca OKOJ10 TOYKATA




Point-Based Color Bleeding

Han-Hanpep ce
reHepupa “obnak”
33 ANPEKTHO
OCBeTABaHEe Ha
TOYKaTa, 06/1aKbT ce
M3MNon3Ba 3a
anpoKCMMMUPAHE Ha
AndysHaTa
CBET/INHA OTpa3eHa
OT ApYyrn obekTn c
OTYMTaHE Ha
OTpa*KkeHune oT
NPYTrnTe TOYKK B
obnaka

RASRCONN Vi L 3L AP LTINS

Up!, Renderman Renderer



‘ Image Based Lighting

n3obpaxeHune ce
BMU3Yya/siM3Mpa BbPXY
Kyb nnum cepa c
M3MoN3BaHe Ha
CBOWMCTBATA Ha
cBeT/IMHaTa 3a
CbOTBETHOTO TAJIO —
TaKa ce onpeaens
rnobanHaTta
OCBETEHOCT Npu

peHaepunpaHe Ha
CueHaTa

Shiny Aliens, Sunflow Renderer 98



Ocserenoct B OpenGL

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

0 33 BCEKM 8b3es1 B MoAena Ha obeKTa ce onpeaens useTa Ha
6a3aTta Ha maTepunana Ha NOBBbPXHOCTTA Ha 0beKTa U
N3TOYHULUTE HA CBET/INHA

= Pakmopu 3a onpedensaHe Ha 0oceemeHocm
0 XapakmepucmuKu Ha U3moYyHuyume Ha ceemnuHa
0 XapakmepucmuKu Ha mamepuasau Hd NoebpxHocmma
o XapakmepucmuKu Ha modesia Ha oceemeHocm
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Ocserenoct B OpenGL

3a onpeaendaHe Ha uBetTa Ha Bb3eJ1 CE U3MoJsi3BaT
U3vnciaeHnm usetosm KOMMNOHEHTU

0 Ambient: ocBeTEHOCT Ha 06eKTa OT BCUYKU UHOMNPEKTHMU
M3TOYHUUM Ha CBET/INHA B CL,EHATa

0 Diffuse: oCHOBHMAT UBAT Ha 0OEKTa NPU HA/IMYHOTO
OCBEeTABaHe

TpsabBa Aa MMa U3TOYHUK HA CBET/IMHA HAaCOBEH KbM 0bOeKTa 3a Aa
nma AndysHa KOMMNOHEHTA

0 Specular: KomnNoHeHTa 3a OrneanAHo OocBeTABaHe Ha 0beKTa

0 Emission: KOMNOHEHTa, KOATO ce 40b6aBA ako 06eKTbT U3NbYBA
CBeT/IMHA

Hanpumep baecteHe (glow)
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Matepuasu B OpenGL

XapaKTepucTUKNTE Ha maTepmnana onunceaT LBeTa u
NMOBbPXHOCTHMUTE CBOMCTBA Ha MaTepmana Ha obeKTa

dJ MaTOB, /IbCKaB, U T.H.

JednHnpaHe Ha CBOMCTBA 3a NOBbPXHOCTTA HA NPUMUTUB
glMaterialfv (face, property, value);

GL DIFFUSE OCHOBEH LBAT

GL SPECULAR LLBAT HA orneaasiHoO OoTpa*KeHue
GL AMBIENT LUBAT NPU UHONPEKTHO OCBETABAHE
GL EMISSION LUBAT Ha U3byBaHe (61ACHK)

GL SHININESS MaAKoCT Ha NOBBbPXHOCTTA
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Matepuasu B OpenGL

XapaKTepmUCTUKM Ha maTtepuana B OpenGL
o GL DIFFUSE

OCHOBEH UBAT Ha obekTa
o GL SPECULAR

LUBAT Ha Or/ie4asiHoO OTpa3aBaHe Ha 0beKTa
o GL AMBIENT

LUBAT Ha obekKkTa npu UHONMPEKTHO OCBEeTABAHE
o GL EMISSION

LBAT HA U31bYBaHe Ha obeKTa (“cBeTynka”)
0 GL SHININESS

KOHUEHTPUMPaHE Ha orneaaaiHo oTpaxKeHUe 34 obeKTta

CTOMHOCTTA Bapupa
0 ot 0 (mHoro rpyba NnoBbPXHOCT — HAMA OrNeAasHO OTParKeHue)
0 [0 128 (MHOro nbckaBa NOBBPXHOCT)
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Matepuasu B OpenGL

XapaKTepuUCTnKM Ha matepuana B OpenGL ce 3aa4aBaT KaKTo 3a
, TAKa U1 33 CTeHa Ha 0beKT cnopep Bb3nuTte
Ha moJeia Ha obeKTa

XapaKTepucTUKNTE Ha maTepuana ce 3a4aBaT 3a npegHa 1 3agHa

CTeHa nootaenHo
0 GL FRONT

33 npeaHa cTeHa
o GL BACK

33 33/1Ha CTeHa
o GL FRONT AND BACK

3a npegHa U 3agHa CteHa eaHOBpPEMEHHO

1UO0



Hopmaan B OpenGL

Hopmana 3a ocseteHocT B OpenGL onpeaens Kak ob6eKkT oTpas3fsa
cBeT/nHa B 6/1M30CT A0 Bb3en

0 glNormal* ()

0 glNormal3f(x, y, Zz)

3d1dBad TEKYLWaA HOPMaJZia, KOATO Ce€ U3MOJ13Ba 3a U3HUNC/IABAHE HA
ocBeTeHOCT 3a BCUYKUM Bb3J/IM AOKATO HE Ce 3aaade HOBA HOPMaAJia

Hopmanute 3a ocBETEHOCT TpﬂﬁBa Aa Ca HOPpMann3snpaHu Ao
eOUHUYHa Ab/IKUHA 3a KOPEKTHO onpeaenaHe Ha oCBeTeHOCTTA
0 glScale* ()

3dCAra HOpma/sJim 1 Bb3/11, C KOETO MOXKe Aa Cce NMpoMeHn Ab/1IKNHATA Ha
HOPMaJia, TakKa 4e cnen MaLLI,a6I/IpaHeTO Beye Aa He € HOPMaJ/IU3NPaHa



Hopmaan B OpenGL

ABTOMATUYHO HOpManunsmnpaHe Ha Hopmanute B OpenGL
0 glEnable (GL NORMALIZE)
0 glEnable (GL RESCALE NORMAL)

cneunaneH pexxmm 3a pa3BHOMEPHO Mau.l,a6v|paHe Ha HOpMaJinTe
0 GL NORMALIZE

HOPMa/IN3npat ce BCU4YKN HOpPpMmain, HO Ce€ U3ANCKBA N3HUNC/IABAHE HA
KBa4paTeH KOPEH, KOETO HAMaZ1ABaA NPON3BOANUTE/IHOCTTA

CnnanH nosbpxHUHUTE 1 NURBS B OpenGL ocurypasat
aBTOMATUYHO reHepupaHe Ha HOpPMa/in 3a Bb3/IUTe 33
n34ymcnABaHe Ha OCBETEHOCTTA
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VI3TOYHMITT HA CBETATHA B OpenGL

[NooabpKaT ce NoOHe 0CeM U3TOYHMKA Ha cBeT/InHA B OpenGL

o GL_LIGHTO go GL_LIGHTn
d 3a BCeKU N3TOYHUK Ce 3aaBaT Ce NapaMeTpUTe Ha oCBeTABaAHE

XapaKTepmUCTUKMN Ha U3TOYHULUUTE Ha cBeTnHa B OpenGL, konto
MOraT Aia 6baaT NPOMEHAHM OT Noapa3bupalwmnTe ce CTOMHOCTU

Q
NO3BONABAT PA3/IN4HUA BSaMMOAEIZCTBMﬂ C PA3INYHUN XaPaAKTEPUCTUNKH
Ha MaTepnasia Ha NOBBPXHOCTUTE

Q
ynpasaasat Nno3nNUunATa U Tnrna Ha U3ITOYHNKA Ha CBET/IMHA

Q

ynpaeaaBa eCcteCtBeHaTa TeHAeHUUA 3a HaMa/1IABaHE Ha MHTEH3UNTETA
Ha CBET/IMHATA C yBe€/IHaBaHeE Ha Pa3CTOAHUNETO A0 U3TOYHUKA
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N3rounniu Ha ceetanHa B OpenGL

[1Ba TMna ceeTAInHHU n3toudHnum B OpenGL
0 TOYKOBM U3TOYHMUMU
(Point)
0 Haco4yeHun nstoyHmnum
(Directional)

Tvna Ha CBET/IMHHUA N3TOYHUK CE€ KOHTPOAMPA OT NAapaMeTbp

Ww=0 BeskpaitHo oTaaNEUEH USTOUHNK HACO4EH MO (x y 2)

w=0 JIoKaneH U3TOYHMK NO3ULLMOHUPAH B(%v 4 %v)
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N3rounniu Ha ceetanHa B OpenGL

3a,£|,aBaHe Ha NnNapameTpmte Ha CBeT/INMHEH U3TOYHUK
o glLightfv(light, property, value);
0 Ilightonpenens 3a KO U3TOYHUK Ca 3a4a4EeHMUTE NapameTpu

0 property onpeaena uBAT, NO3MUMA U TUN, HaMaNsiBaHe Ha
NHTEH3UTETA

BceKku ceeT/iMHeH n3ToudHUK B OpenGL ce KOHTpOMpa
nooTAe/IHO

d 3a4dBaHe€ Ha CBeT/IMHEH U3TOYHWMK C KOHKPETEH HOMEP
glEnable (GL LIGHTN) ;

0 3aflaBaHe [a/iM OCBETEHOCTTa LUE ce U3M0I3Ba NPU onpeaensHe Ha
LBETOBETE Ha NPUMUTUBUTE
glEnable (GL LIGHTING) ;

d TaKa OCBETeHOCTTa MOXe Aa Ce pa3pellaBa nau 3a6paHﬂBa 6e3 4a ce
NPOMEHAT BCUYKN OTAENTHN KOMIMNOHEHTU
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Ocserenoct B OpenGL

OcBeTeHOCTTA ce onpeaena csaed TpaHchopmaumaTa
ModelView

1-':,II'I3
» » projection » " » viewport
V M matrix clip matrix @
K

Vigs My /

shading is
applied here

0o MNo3BonABa poTauuA Ha CBETAIMHHUA U3TOYHMK 3a€4HO CbC
cLueHaTa

Bb3/IMTE U HOPMANHUTE BEKTOPU ce TpaHchopmMmMpaT B
KoopAnHaTHaTa cMCTeEMaA Ha KamepaTa
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Ocserenoct B OpenGL

Modelview maTpuuata NpomMeHa No3nUMATa Ha USTOYHULUTE HA
CBET/INHA

d MOrat Aa ce nojaydat pasqinyHu edDEI-(TI/I B 3aBUCMMOCT OT TOBa Koed ce
3d4aBa No3nNUunATa Ha CBETIMHHUA N3TOYHUK

Tpu KOOPANHATHU CUCTEMMU, B KOUTO MOXKe Aa bbae 3aaa4eHa
I'IO3MLI,MH/I'IOCOKa Had U3TOYHUK HA CBET/INMHA

0 KOoOopOuHamu Ha Kamepama

O €8emoB8HU KOOpOUHamu

0 KoopouHamu Ha moodena Ha obekma

3a ynpasaeHune v onpeaenaHe Ha No3mumsaTa Ha CBET/IMHHMUA
U3TOYHMK MOraT [ia Ce M3MN0/3BaT push 1 pop Ha maTpuLm B
MaTPUYHU CTEK



Ocserenoct B OpenGL

KoopouHamu Ha kamepama
0 onpeaenAT ce ¢ egnHUYHA maTtpuua B ModelView

0 aKo ce 3aAaje no3numa/nocoKa Ha CBET/IMHEH U3TOYHUK, TOM OCTaBa
dUKCcUpaH 3a paBHMHATa Ha U30bpaXkeHneTo

HEe3aBMCMMO KaK ce TpaHchopmmnpaTt obeKkTuTe, orneganHoTo OCBeTABaHe
OCTaBa €/1HO M CbLLO CNPAMO NO3ULUATA Ha HabaoaeHne

CeemosHU KoopouHamu

O Camo BM3yaaum3umpaulata TpaHchopmaums e B matpmuata ModelView

0 no3uumuATa/nocokaTta Ha CBET/IMHEH M3TOYHUK e PUKCUpaHa 3a cueHaTa
dHa/10MTMYHO HAa Y/IMYHaA J1aMIla Ha CcTbnb

KoopoduHamu Ha modena Ha obekma

0 BCAKA KOMBMHaUMA Ha BU3yanmsmpalia u1 mogenunpalim TpaHcopmauymm B
maTpuuata ModelView

0 NO3B0JIABA NPOU3BOJIHO (M aHUMUPAHO) MO3ULIMOHUPAHE Ha CBET/IMHHUA
N3TOYHUK C M3MON3BAHE HA MoAenpaLLu TpaHchopmaumm



Ocserenoct B OpenGL

3a,£|,aBaHe Ha U3TOYHUK Ha CBET/IMHA

d MaAKCUMYM 8 CBET/IMHHU U3TOYHMKA
GL_LIGHTO, GL LIGHT1, .., GL LIGHTY

0 XapPaKTepUCTUKU
no3unuyms
doHoBa, Andy3Ha N orneganHa KOMMNOHEHTH
HamansABaHe Ha MHTEH3MTETA
NOKaNHa UNK oTAaneyeHa no3numa Ha HabaraeHune
OCBeTABaHE Ha NpeaHn M 3a4HUN CTEHM
rnobanHa ¢oHOBa CBET/IMHA
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Ocserenoct B OpenGL

[lo3numna

O Haco4eH uam no3mumoHeH U3TOYHUK
npumep 3a CTPYKTypaTa Light Info MHUUMANN3UPAHA C eUHCTBEH U3TOYHUK
Ha 6Ana cBeT/IMHA
// 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},
b7
const int MAX LIGHTS = (sizeof (linfo) / sizeof (linfo([0]));
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Ocserenoct B OpenGL

Nunumanmnsauma B OpenGL c Lightinfo
glLighth(GL_LIGHTO + num, GL SPECULAR, dim) ;
glLightfv (GL LIGHTO + num, GL POSITION, linfo[num].xyz);
glLightfv (GL LIGHTO + num, GL DIFFUSE, linfo[num] .rgb);

3agaBaHe Ha U34YnUCNeHUAa C N3nosi3BaHe Ha OCBETEHOCT
glEnable (GL LIGHTING) ;

0 33 AafeHn N3ToMHUUMU
glEnable (GL LIGHTO + num);

3a,£|,aBaHe Ha XdpPaKTeEPUCTUKN HA MaTePUaAlla
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);
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Ocserenoct B OpenGL — npumep

#include <stdlib.h>
#include <GL/glut.h>

/* Initialize z-buffer, projection matrix,

* Do not specify a material property here. */

void init (void)

{
GLfloat ambient[] = { 0.0, 0.0, 0.0, 1.0 };
GLfloat diffuse[] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat specular([] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat position[] = { 0.0, 3.0, 2.0, 0.0 };
GLfloat lmodel ambient[] = { 0.4, 0.4, 0.4,
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);

light source,

and lighting model.

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~ 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~ 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~
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Ocserenoct B OpenGL — npumep

/~k

*

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~ 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~ 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

/~k

*

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~ 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~
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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~ 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 () ;

122



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 vy)

{

switch (key) {
case 27:

exit (0);
break;

12D



‘ 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 0;
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KPAU

CnepBalla Tema:
BusyannsnpaHe c aaAropntom C

TpacnpaHe Ha Nbumn



