


Ãðàôèêà

Who? Àëåêñàíäð Âàõèòîâ

When? December 12, 2014



Ïëàí ëåêöèè

Ìîäåëè

îñâåùåíèÿ

Òðàññèðîâêà

ëó÷åé

Ãðàôè÷åñêèé

êîíâååð



Ìîäåëü Ëàìáåðòà (di�use shading)

È. Ëàìáåðò (îïóáëèêîâàë

â 1760 ã.)

c = crclmax(0,n · l)

c - ÿðêîñòü ìàòåðèàëà, cl -
èíòåíñèâíîñòü ñâåòà, cr -
êîýôôèöèåíò ðàññåèâàíèÿ

ìàòåðèàëà



Ðàññåÿííûé (ambient) ñâåò

c = cr (ca + clmax(0,n · l))

ca - èíòåíñèâíîñòü ðàññåÿííîãî ñâåòà

Äëÿ öâåòíûõ èçîáðàæåíèé ôîðìóëû âûïîëíÿþòñÿ

ïîêàíàëüíî



Ìîäåëü Ôîíãà (Phong)
(Bui Tuong Phong, 1973)

c = clmax(0, e · r)p

Ïîëíàÿ ìîäåëü îñâåùåíèÿ:

c = cr (ca + clmax(0,n · l)) + clcpmax(0, e · r)p





Òðàññèðîâêà ëó÷åé



Ãðàôè÷åñêèé êîíâååð



Ðàñòåðèçàöèÿ

Ïðè ðàñòåðèçàöèè îòðåçêà

ìû îïðåäåëÿåì, ïî êàêóþ

ñòîðîíó îòðåçêà íàõîäèòñÿ

öåíòðàëüíàÿ òî÷êà êðàÿ

ïèêñåëÿ



Îáðàáîòêà îòäåëüíîãî ãåîìåòðè÷åñêîãî
ïðèìèòèâà

1 Ïîâîðîò (coordinate transform)

2 Vertex shader

3 Îáðåçàíèå ïî ãðàíèöå îòðèñîâûâàåìîãî îáúåìà

(clipping)

4 Ðàñòåðèçàöèÿ

5 Fragment shader

6 Îòðèñîâêà òåêñòóð (texture mapping)



Îáðàç îòðåçêà ïðè ïðîåêòèðîâàíèè

xp + t(xq − xp)

wp + t(wq − wp)
=

xps
wps

+ ts(
xqs
wqs

− xps
wps

)

Ïóñòü t = B
A+B , ts =

b
a+b

Âûáåðåì Awp + Bwq = a+ b, îòêóäà

a = Awp, b = Bwq

ts =
Bwq

Awp + Bwq
.


	 
	 
	 

