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OpenGL: & M HEY KLY

1. RGBAE—F
R, G,B,A CLIZ{EZIEE
glutInitDisplayMode (GLUT RGB) ;

2. NF— AV TYIRE—F
BFRICHIGTIAVTYIRAFTVIN—ZIRTE
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: ZPIWIJ7PE GONESNE), TEHRNLE]
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1. 7959k x—F10Y
AAOHCHRZE—DRETHET S HE

2. ARL—ARYx—TFT 40
BHOEZERLTHEET 5%

void glShadeModel (GLenum mode)
mode: GL FLAT, GL SMOOTH
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1. R1E S (ambient light)
LGRS RFAZHRYIBL, ARZHETEGLE

2. YLELIE (diffuse light)
FTARTOERIZHY—ICHEHEL TS

3. $8 Mt (specular light)
HBBRICHLTHEDARICHR ST S



1. R1E S (ambient light)
LGRS RFAZHRYIBL, ARZHETEGLE
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3. $8 Mt (specular light)
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GL LIGHTO, GL LIGHT1, .. , GL LIGHT7
DiEded 8 EDRBBANEZS.

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

INTA—E4 HAE ERrK

GL DIFFUSE (1.0,1.0,1.0,1.0) ¥LEfJEDRGBAE
GL_SPECULAR (1.0,1.0,1.0,1.0) $EEYDORGBA{E

GL AMBIENT (0.0,0.0,0.0,1.0) IR ODRGBAfE

GL POSITION (0.0,0.0,1.0,0.0) MBHODAIE (x,y,z,w)

AR BEAOMED w EEEN 0 OFEITHERIE
L=h>T, FETHE
0 TLHEWMESIXRANLIR
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glEnable (GL LIGHTING)
glEnable (GL LIGHTO) ;

°
14

/* glColor* () IZkBBED:

M

HIE [LFERN */

glDisable (GL LIGHTING) ;

/* glColor* () IZ&kBBED:

HIEDBE */
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LITRARDR T EREICLSEEDFRITEL.

I]

RAFDBZE, Bl d ICE>THEELNBET S.

1

IR PR AN =
k,+kd+kd*

kc:GL CONSTANT ATTENUATION
kl:GL LINEAR ATTENUATION
kqg:GL QUADRATIC ATTENUATION
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B ek, |mEye, RIEX ISHITIMEDRHE
+

LS St

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*()) 5| pname

INTFA—5 4 HAIE ERR

GL DIFFUSE (0.8,0.8,0.8,1.0) HiElDRGBAE
GL_SPECULAR (0.0,0.0,0.0,1.0) $RME¥*DRGBAJE
GL_AMBIENT (0.2,0.2,0.2,1.0) RIEXDORcRAE
GL_SHININESS 0.0 iR D
GL_EMISSION (0.0,0.0,0.0,1.0) IS ¥ DRGBAJE

0.0 <= GL SHININESS <= 128.0
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void
glNormal3{bsidf} (TYPE nx, TYPE ny,
TYPE nz)

b,s,i DBEIE, HEDEHEHZ[-1.0,1.0][ZHFE/]
NIKJUER glNormal3{bsidf}v () YFET 5.
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[ERN5— = TOTERTOHELISOBE +
ZTHDERTOHNEORERMETHALOHIDS
Jgo—nNILEBER +
BEZHELR:, T RTORRELLD
IRIE, #hdk, SRmEX*

BAHEZERTLER, H5—EX[0,11D&EHAICHIFTVT
(RGBAE—F)




MEMS

BERHIS— = TOTERTOMEISOBE +
THOERTOMEDORIERFETHEOND
Jo—nNI)LRIENX +
BYIHEL:, $XTORRMOD
RIZ, #LER, @RME%

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



H0—/NJLIRIEB Y

[ERN5— = TOTERTOHELISOBE +
ZTHDERTOHMEDORERMETHASHIS
Jgo—nNIILEBER +
BEZHELR:, T RTORRERLLD
IRIE, #hdk, SRmEX*

ga—nN)LGREN L
glLightModelfv (GL LIGHT MODEL AMBIENT, color0);

HEORERE OF

glMaterialfv (GL AMBIENT, colorl);
RGBIE, AlRIZEHEH
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rotCube.c®initLights()

void
initLights (void)

{

GLfloat 1lightO diffuse[] = {0.9, 0.9, 0.9, 1.0}; /* ¥:8URLS */
GLfloat lightl diffuse[] = {0.5, 0.5, 0.5, 1.0}; /* {LEBIES */
GLfloat light specular[] = {0.3, 0.3, 0.3, 1.0}; /* SE@EAH */
GLfloat lmodel ambient[] = {0.2, 0.2, 0.2, 1.0}; /* FREARX */

glLightModelfv (GL LIGHT MODEL AMBIENT, lmodel ambient );

glLightfv ( GL LIGHTO, GL DIFFUSE, 1lightO_diffuse );
//glLightfv ( GL LIGHTl GL SPECULAR, light specular );

glLightfv ( GL_LIGHT1, 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};/*HEERIERLS */
GLfloat material specular[4]={0.2, 0.2, 0.2, 1.0};/*§EEXBS*/

/* INYITPDI)T */
glClear (GL_COLOR BUFFER BIT | GL_DEPTH BUFFER BIT);

/* SREXRG DI */
glMaterialfv (GL FRONT, GL SPECULAR, material specular);
glLightfv ( GL LIGHTO, GL POSITION, light position0O );
glLightfv ( GL_LIGHT1, GL POSITION, light positionl
glLightfv ( GL LIGHT1, GL POSITION, light position2

- N’
~

Ne

/* Lk */

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

glFlush() ;
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