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OpenGL: & M HXY) # L

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

2. AF— AV TYIIRE—F
BRIZHIET BRIV TVIRTUIN—ZHETE
glutInitDisplayMode (GLUT INDEX) ;



RGBAE—F

void

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

void
glColor4{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: ZII7E BONESWNIE), IEFHNE)
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1. 7259bhox—T4245
THROECHEEZE—DRETHET 5%

2. RL—Rx—F 44
BwBHoaZERLTRET S AL

void glShadeModel (GLenum mode)
mode: GL FLAT, GL SMOOTH
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1. IRIZ5E (ambient light)
MELGS RS ZERYIEL, FRIZHE TEENE

2. YLhELIE (diffuse light)
TARTOARIZH—ITEELT S

3. $RE Y% (specular light)
RBICHLTHED ARITRIR ST 55



1. IRIZ5E (ambient light)
MELGS RS ZERYIEL, FRIZHE TEENE
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2. HEBI (diffuse light) I=TI, cosb
FTRTDARITH—IZ Ag4RH L
HELT B
JEIR
W H 18
01
AFART FIL I=1, cosb,
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3. $RE Y% (specular light)
RBICHLTHED ARITRIR ST 55
JLiR
w B SR kL
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I=I,cos" 0,



READ LR

GL LIGHTO, GL LIGHT1, .. , GL LIGHT7
Digdet 8 EDMAMNEZS.

void
glLight{if} [v] (GLenum light, GLenum pname,
TYPE param)
Bl
GLfloat color[] = {1.0£,0.0£,0.0£,1.0£};
glLightfv(GL LIGHTO, GL DIFFUSE, color);



glLight*()D 5| pname

INGA—5 4 AHAIE =Rk

GL DIFFUSE (1.0,1.0,1.0,1.0) ¥LhEIJtDRGBAJE
GL_SPECULAR (1.0,1.0,1.0,1.0) $XEEYORGBA(E

GL AMBIENT (0.0,0.0,0.0,1.0) IR} DRcRAfE

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

AE: RBAOGMED w EEED 0 OIFEILERR
LE=D3>T, FITHER
0 THEWEEIIRILR




RAREOFAZE

AL

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

/* glColor* () ICKDHEDIEELHESD */

e

glDisable (GL LIGHTING) ;
/* glColor* () ICKHBDIEMNER */
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kc:GL CONSTANT ATTENUATION
kl:GL LINEAR ATTENUATION
kq:GL_QUADRATIC ATTENUATION
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B sk, |ESt, RIEX ISHIHIHMEORFE
+
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void
glMaterial{if} [v] (GLenum face, GLenum pname,

TYPE param)

31
GLfloat color[] = {1.0£,0.0£,0.0£,1.0£};
glMaterialfv (GL FRONT, GL DIFFUSE, color);



glMaterial*()® 5| pname

INTA—E4 FIHAE ErK

GL DIFFUSE (0.8,0.8,0.8,1.0) ¥iB{XDRGBAJE
GL_SPECULAR (0.0,0.0,0.0,1.0) $XMEYDRGBAfE
GL_AMBIENT (0.2,0.2,0.2,1.0) IRiEJODRGBA(E
GL_SHININESS 0.0 i DE R
GL_EMISSION (0.0,0.0,0.0,1.0) &t DRGBAJE

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

b,s, i DFEIX, RIEDEHEZE[-1.0,1.0]1ZH/
ARYMIVER glNormal3{bsidf}v () LEET 3.
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Sa—/N)LEIEYE +
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MEMS

JHRHS— = TOTHERTOMEMDOHE +
TOTHERTOHBEORERFETIASND
Jo—nN)LERER +
BUITEEL:, TRTORRERIHLOD
IRIE, ¥emk, &M

INSA—4 GL _EMISSION [ZE|YHTShi-RGRIE
glMaterialfv (GL EMISSION, color);



H0O—/N LRI

BRAS— = TOTERATOMEIOME +
ZTHOERTOHEORERHETALOND
Jo—/\VEBEN +
WETREL:, TRTOIRRIMD
IRIZ, ¥EER, €Rm¢

SAa—/\)LEBIESE &
glLightModelfv (GL LIGHT MODEL AMBIENT, colorO) ;

HEDRIERE DR

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

rotCube.c@initLights()

initLights (void)

{

GLfloat 1lightO_diffuse[]
GLfloat lightl diffuse[]
GLfloat light specular[]
GLfloat 1lmodel ambient[]

= {0.9, 0.9, 0.9, 1.0}; /* By */
= {0.5, 0.5, 0.5, 1.0}; /* ¥es#hpk%y */
= {0.3, 0.3, 0.3, 1.0}; /* SEEES */
= {0.2, 0.2, 0.2, 1.0}; /* FEABEY} */

glLightModelfv (GL LIGHT MODEL AMBIENT, lmodel ambient );

glLightfv ( GL_LIGHTO, GL DIFFUSE, lightO_diffuse );
//glLightfv ( GL LIGHTI1, GL SPECULAR, light specular );

glLightfv
glLightfv

glLightfv
glLightfv

glEnable
glEnable
glEnable
glEnable

( GL_LIGHT1l, GL DIFFUSE, lightl diffuse );
( GL_ . LIGHT1, GL SPECULAR, light specular );

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

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



rotCube.c@) ourDisplay()

void

ourDisplay (void)

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

[* INVTFDI)T */
glClear (GL_COLOR_BUFFER BIT | GL DEPTH BUFFER BIT);

/* SREEHTDEIE */
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

N

/* Lyk */

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

glFlush() ;
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