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OpenGL: & D Y LN

1. RGBAE—F

R, G, B,A CEIC{EZEIETE
glutInitDisplayMode (GLUT RGB) ;

2. H5—AVTVIRE—F
BFRICHIGT DA TYIRFTUN—%IEE
glutInitDisplayMode (GLUT INDEX) ;



RGBAE—F

void

glColor3{b s 1 £ d ub us ui} (TYPE r, TYPE g, TYPE D)

void
glColor4d{b s 1 £ d ub us ui} (TYPE r, TYPE g, TYPE b,
TYPE a)

b: byte, s: short, i: integer, f: float, d: double
ub: unsigned byte, us: unsigned short, ui: unsigned int

0<= float, double value <=1

a: 7ILWI7iE RONESWLE), TE

SpILE:

ma
| I—
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1. 759bhox—FT104
AAOHCREZE—DRBTHET S A

2. ARL—AROT—F 44
wRoaEMmELTRETAAE

void glShadeModel (GLenum mode)
mode: GL FLAT, GL SMOOTH
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1. IRt (ambient light)
MELGRFAZTERYIRL, ARIZHE TEEVE

2. YLELSE (diffuse light)
FTARTOARITH—IZEELT 5K

3. $B MYt (specular light)
BEAICHLTHEDF RIZHECR ST 5



1. IRt (ambient light)
MELGRFAZTERYIRL, ARIZHE TEEVE
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2. YLELSE (diffuse light) I=1I, cosby
TARTOFRITH—IZ Ag~H L
BELT 55
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w AR
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3. $B MYt (specular light)
BEBRICHLTRHREDARICEIRFTT 5K

JEiIR
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READRMERE

GL LIGHTO, GL LIGHT1, .. , GL LIGHT7
DigdeEd 8 HDRAMNEZS.

void
glLight{if} [v] (GLenum light, GLenum pname,
TYPE param)

B

GLfloat color[] = {1.0£,0.0£,0.0£,1.0£};
glLightfv (GL_LIGHTO , GL_DIFFUSE , color);



glLight*() 5|# pname

INTGA—HZ #HAE B R
GL DIFFUSE (1.0,1.0,1.0,1.0) ¥LEUDRGBAJE

GL_SPECULAR (1.0,1.0,1.0,1.0) $REJDRGBAJE
GL_AMBIENT (0.0,0.0,0.0,1.0) MBIEXDRGBAfE
GL POSITION (0.0,0.0,1.0,0.0) HRHAODLE (x,y,z,w)

AR FREAOKMED w EEELN 0 DFSITERIE
L=D3>T, FITHER
0 TREWGEEITIRILR




RAREBORAZE

AL

glEnable (GL LIGHTING) ;
glEnable (GL LIGHTO) ;

/* glColor* () [CKHBDIEEIIHEES) */

N

glDisable (GL LIGHTING) ;
/* glColor* () ICKHBDIBENER */
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LITHERR DI EEREIC KSR D RME LR,

I]

RICTRDIEE, Il d ICE>TEENBZET 5.

1

TR =
k,+kd+kd*

kc:GL _CONSTANT ATTENUATION
kl:GL LINEAR ATTENUATION
kq:GL QUADRATIC ATTENUATION



MEDOE

MEBAD ek, |ESt, RIEX ISHIHIHMEORE
+

&R

void
glMaterial{if} [v] (GLenum face, GLenum pname,
TYPE param)
1
GLfloat color[] = {1.0£,0.0£,0.0£,1.0£};
glMaterialfv (GL FRONT, GL DIFFUSE, color);



glMaterial*()D 5|2 pname

INTA—E4 HAE EK

GL DIFFUSE (0.8,0.8,0.8,1.0) ¥LiBIXDRGBAJE
GL SPECULAR (0.0,0.0,0.0,1.0) §EEYtDRGBAE
GL_AMBIENT (0.2,0.2,0.2,1.0) IRIEXDORcEAE
GL_SHININESS 0.0 R DEY
GL_EMISSION (0.0,0.0,0.0,1.0) M&IHDRGRASE

0.0 <= GL_SHININESS <= 128.0



HDEBRNIMNLDIETE

void
glNormal3{bsidf} (TYPE nx, TYPE ny,
TYPE nz)

b, s, i DIFEIL, BEDEHFHZE[-1.0,1.0][<H/]
~NJRILER glNormal3{bsidf}v () HFHET 5.
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[ARNW5— = TOTERTOMEL-OEE +

ZTOEATOMEORERETALONS
Ja—\JLEBEN +
BYIZFEL:, TRTORBRISD

RiT,

RARFEZRITLER, HS5—EIX[0,1]1DEE
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)

PhE, $RmEE
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MEMS

JHRHS5— = TOIERTOMEIDOME +
THOERATOHEDRERETASIS
Jgo—\)LBENE +
BETHZEL, TRXTORRMLSD
IRIE, fhel, SEHEX

INSA—A GL _EMISSION [ZE|Y LTSN -RGBIE
glMaterialfv (GL EMISSION, color);



HS0—/\)LIRE I

JERHNS5— = TOIERTOMELIDOME +
THOERATOHEDRERETALGNS
Jgo—NLEBER +
BETHZEL, TRTORRMLSD
IRIE, fhel, SEHEX

SAa—nN)LERIEN &
glLightModelfv (GL LIGHT MODEL AMBIENT, colorO);

HEDORIERE DOIR

glMaterialfv (GL AMBIENT, colorl);
RGBIE, AIRICEEH
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void

rotCube.c®initLights()

initLights (void)

{

GLfloat lightO diffuse[] = {0.9, 0.9, 0.9, 1.0}; /* {LigEks */
GLfloat lightl diffuse[] = {0.5, 0.5, 0.5, 1.0}; /* ¥LiERRES */
GLfloat light specular[] = {0.3, 0.3, 0.3, 1.0}; /* SRERZD */
GLfloat lmodel ambient[] = {0.2, 0.2, 0.2, 1.0}; /* RBEYX */

glLightModelfv (GL LIGHT MODEL AMBIENT, lmodel ambient );

glLightfv ( GL _LIGHTO, GL DIFFUSE, lightO _diffuse );
//glLightfv ( GL LIGHTI1, GL SPECULAR, light specular );

glLightfv ( GL _LIGHT1l, GL DIFFUSE, lightl diffuse );
glLightfv ( GL__ . LIGHT1, GL SPECULAR, light specular );

glLightfv ( GL_LIGHT2, GL DIFFUSE, lightl diffuse );
glLightfv ( GL__ . LIGHT2, GL SPECULAR, light specular );

glEnable ( GL_LIGHTING ) ;
glEnable ( GL_LIGHTO );
glEnable ( GL_LIGHT1 );
glEnable ( GL_LIGHT2 );



rotCube.c® ourDisplay()

void

ourDisplay (void)

{
GLfloat material color[4]={1.0, 0.0, 0.0, 1.0};/*HEERIER 5 */
GLfloat material specular[4]={0.2, 0.2, 0.2, 1.0};/*SREIEA7*/

/* INYTFPDIIT */
glClear (GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT) ;

/* WEXRGDEIE */
glMaterialfv (GL FRONT, GL SPECULAR, material specular);

glLightfv ( GL_LIGHTO, GL POSITION, light position0
glLightfv ( GL_LIGHT1l, GL POSITION, light positionl
glLightfv ( GL_LIGHT1, GL POSITION, light position2

.
4

- N’
~

.
4

/* Lyk */

glMaterialfv (GL FRONT, GL DIFFUSE, material color);
drawFModel ( &fCube ) ;

glFlush() ;
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