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VICTOYHUKKM CcBeTa: nepBnYHbIE N BTOPUWYHbIE

* [lBe KaTeropum: \ i
* CBeToMCnycKarwme NCTOYHUKN = Light ™=
nepBUYHbIE NCTOYHUKN Source 7

¢ cBeToTpaxKarwwmne UCTOHYHNKN =

Reflecting
BTOPUYHbIE UCTOYHUNKN

Surface

\

* [oBepxHOCTb, HE OcBellaemas
NepBUYHbIM UCTOYHUKOM CBETA, BCE PaBHO
MoXeT bbITb Bnammal
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Tnnbl ocBelleHnA

 Ambient light: okpyXatowee ectectBeHHOe OCBelleHME, PAaCcCeAHHbIN CBET
e Directional light: HanpaBneHHbIN CBET, HAaNpUMep, CONHEYHbIN CBET

* Point light: ToueuHbIl cBET, HANpPUMep, CBET Namnbl

* [poXxeKTtop

HanpaeneHHbIA .
cBeT / ToYeyHbld CBET

A\
/-
S
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ToYyeyHbI UCTOYHUK

BbIKNHOYE€HO y6bIBaHVIe MHTEHCUBHOCTHU BKJIIOYEHO y6b|Ba|-|y|e MHTeHCUBHOCTU
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[TpOoXKeKTOop

BbIK/TFOYEHO y6bIBaHl/Ie MHTEHCUBHOCTU BKAKOYEHO y6bIBaHMG MHTeHCUBHOCTU
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HeCcKoNbKO MCTOYHMKOB CBETa
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Pa3sHoe KonnyectBo rnobasbHOro OHOBOrO CBETA




Moaenu 3aTeHeHna (shading model)

Mopaenb 3aTeHeHunA npeacraBaqaer Ol'lpe,EI,eerHHbIﬁ ™nN MHTEpnonauunn, I'IO3BOJ'IF|I-OLLI,el‘/JI NONIY4YUTb
KOHe4YHOe 3Ha4YeHne LUBeTa ob6beKTa B 3aBUCMMOCTHU OT ocBelleHnA.

[Mnockoe 3aKpawmBaHue (no Jlambepty) — BbiuncneHue ueta ana npumutmea (flat shading)
3akpawmBaHuMe no ypo — BbluncaeHMe Ha BepLUMHAX C nocaeayowen nHtepnonsumen (vertex shading)

3akpawmBaHue no PoHry — BbluncneHme LBeTa No Moaenn OCBELEHUA ANA Kaxkaoro nukcens (per-pixel shading)

Lambert Gouraud

Phong
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[eHepauma LUBeTa NUKCena:
HY}KHa MHTEPNoONALMA, AN LBETA, NN HOPMaNewn

3aKkpacka PoHra
(nonucenbHoe)

— Pacuer Hopmanen B
BEPLLMHAX

— JIMHelHaa uHTepnonauma
HOpManen No TPeyronbHWKyY

— Pac4er userta no popmyne
®oHra (Mnn gpyroin)

3aKkpacka [ypo

[HDEED LWKH HHE‘)I I = LpkofcosB) I, = Lgki(cos@)® Iy = Lak.(cos@"

— Pacuer LLBETA B BEPLWKWMHAaX

— JIMHEelHaA MHTepnonALMA
uBeTa

5074 HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka
MAGNUS
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2024

3aTteHeHue no JlambepTy n no N'ypo (Gourad Shading) 1971

HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka
MAGNUS
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Bonpoc

* MpeacTaBbTe cebe — Bbl MUMeeTe 60/bLLION NOJIUIOH, OCBELLEHHbIN eAUHCTBEHHbBIM UCTOYHUKOM
CBETA, PACMO/IOKEHHbIM B LlEHTPE NOJINrOHa.

* OcBeLlEeHHOCTb, CO3aBaemMas UICTOYHUKOM CBETa B BEPLUMHAX NOJIMTOHA, byaeT o4eHb Manol
BBMAY 3HAYUTE/IbHOM YAAaNEHHOCTM OT UCTOYHMKA CBETA.

* Y710 Mbl yBUANM?

HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka
MAGNUS
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[Toobaembl 3aKkpacku ['ypo
1

MOXHO NPOoNycTUTb 6NKNK

=1
AS 4
[==1

Pe3yanaT 3aBUCUT OT HAlMpaBAEHNA UHTEPNONAUNUN pr

® )}
demsaHeHko AM. ._ .. .._. _.-.-,..9,H.f.,.,.,...._ e 13
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PeweHne npobaemsbl 3akpacku 'ypo: nogpasbreHme NnoamMroHos

YBenn4ymeaeT C/I0XKHOCTb reomMeTpun

=

HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka

2024 MAGNUS
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MeToa ToHMpOoBaHMA [ypo

Cdoepa, ToHnpoBaHHada no 'ypo  OHa e, HO CO 3Ha4YUTENbHO
(Manoe Kosim4ecTBO rpaHen) BonbLUMM KONTMYECTBOM FpaHen.

HemaneHko A.M. OOY KomnbtoTepHas rpaduka

2024 MAGNRUS
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3akpacka l'ypo (Gouraud) — 3aKkpacka ®oHra (Phong) —
3epKa/ibHOe (specular) oTparkeHue 3epKa/ibHOe OTparKeHue

HemaneHko A.M. OOY KomnbtoTepHas rpaduka
MAGNhUS




Moaenun ocsewweHus (lighting model)

Mopaenb ocselleHUAa onpeaenAaeT cnocob B3aVIN\O,£IIEI7|CTBI/Iﬂ MaTepnanoB U ceBeTa AN1A4 NoayvyeHnA
CI)MHaJ'IbHOI'O 3Ha4eHNA UuBeTa obbekKra.

* JlambepT
e @OoHr
*  BAWHH

* TyH-wenaep
 OpeH-Hanap
* MuHaepT

* KyK-ToppaHc



Pur3nyecknm cmbicn moaenn PoHra

Ambient Diffuse Specvular = Phong Reflection

N
+ + =
\

@®0HOB3A COCTaBNAWAA PacceaHHasa COCTaBNAWWaA 3epKanbHas COCTaBNAKWaA CyMM3pHOe oceelleHue

B mogenu otparkeHmna ®oHra
OTPaA*KEHHbIN CBET
npeacTaBaAeH Kak cymma
¢doHoBoro, audpodysHoro u
3€PKaZIbHOrO OTPAXKEHUMN.

B BEpWMHHOM Wengepe Mbl
HaXoA4AMM 3Ty CYMMY U 3aTeM
nepegaem nepemeHHyr BO
dbparmeHTHbIW Wengep ans
OKOHYaTe/IbHOMN YCTAaHOBKM
useTta pparmeHTa (B cnyyae
Mmoaenu 3ateHeHus ypo).




Moaenb ®oHra

J= : —(k,L, -cos@+kL_-cos” a)+k,L,
k,+kd+k,d-

Y4eT ocnabneHusa

=
Py
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Kakne AaHHble HYXKHO nepenasaTh?

2024 HemaneHko A.M. O®Y KomnbtoTepHas rpadpmka MAGnUS
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MaTepuansbl

ANnA NCTOYHMKa cBeTa
uAmbientLightColor;

uDiffuselightColor;
uSpecularLightColor;

Ona matepuanoB 06beKTOB
AmbientLightColor;

DiffuseLightColor;
SpecularLightColor;

2024

eV
D
O @
LY
VY
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Hopmanu

n = (mi-m0) * (m2-m0)

Ncnonb3oBaHue bubnnoteku glMatrix 8 WebGL obneryaert pacyeTbl, Tak Kak Tam eCTb BCTPOEHHanA
dyHKUMA vec3.cross(vectorl, vector2, normal);

rae normal - 3To BEKTOp HOpMann, NOAYyYaloLWMNCA B pe3yabTaTe NPon3BeaeHna BeKTopos vectorl m
vector2.

Mepen ucnonb3oBaHMEM BEKTOP HOPMaaM Hago HOPMaAM30BaTb, TO €CTb NPUBECTU K €AUHUYHOMY
Buay. ns storo B A3blike wenaepoB WebGL onpegeneHa cneunanbHaa ¢yHKLUMA normalize.



BbluncneHne Hopmanen B BepLIMHax

-—_-'—'hl

Hopmanu B BepLIMHAaX BbIYUCAOTCS
ycpegHeHneM HopmManen CMeXHbIX rpaHeu

HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka

2024 MAGNUS
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[N KOPPEKTHOM 3aKPACKM Ha CTbIKax MOBEPXHOCTU
HEODBXOANMO «KJTOHMPOBAHME» BEPLUMNH

h E F
* B BepwuHe D HYXHO nmeTb ABEe HOPMaANWU:
* OaHa HopMasb 414 TaAKOWN 3aKPacKu Q .
H6OKOBOM NOBEPXHOCTU -
» [lpyraa Hopmasb ANA 3aKPacKm TopLa . :
c B
* Ha ocTpbix pebpax Hopmanu aybnampyrorcs . .
3
Sharp edge
D1 A1
iz 1 Bl

HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka
MAGNUS
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Ha cTopoHe javascript

B cTaHAapTHOM Kofe TpebyeTcsa TONbKO NnepeaaTb pPAd XapaKTEPUCTUK 0ObEKTOB B LLENAEPDI
(pononHUTEenbHO K BbiBOAY 6e3 ocBeLleHnA)

* MaTpuuy Hopmanem
* Hopmanu BepLUUnHbI
* [lapameTpbl NICTOYHNKOB OCBELLLEHMNA

* LlBeTa ocBelweHmnA



HacTpoiKa LBeToB OCBeLLeHMs

function setupLights() {
//no3unuma ncTouHMKa ceeTa
gl.uniform3fv(shaderProgram.uniformLightPosition, [0.0, 10.0, 5.0]);
//cocTBaBnawoLWwMe LBeTa
gl.uniform3fv(shaderProgram.uniformAmbientLightColor, [0.1, 0.1, 0.1]);
gl.uniform3fv(shaderProgram.uniformDiffuseLightColor, [0.7, 0.7, 0.7]);
gl.uniform3fv(shaderProgram.uniformSpecularLightColor, [1.0, 1.0, 1.0]);



[lobaBmnaacb maTpuLLa HoOpMmaneu

var mvMatrix = mat4.create(); // maTpuua Bnaga moaenm
var pMatrix = mat4.create(); // maTpuua npoekumnm
var nMatrix = mat3.create(); // maTtpuua Hopmanen

function setupWebGL() {
gl.clearColor(0.0, 0.0, 0.0, 1.0);
gl.clear(gl.COLOR_BUFFER_BIT || gl. DEPTH_BUFFER_BIT);

gl.viewport(0, O, gl.viewportWidth, gl.viewportHeight);

mat4.perspective(pMatrix, 1.04, gl.viewportWidth / gl.viewportHeight, 0.1, 100.0);
mat4.identity(mvMatrix);

mat4.translate(mvMatrix,mvMatrix, [0, O, zTranslation]);
mat4.rotateX(mvMatrix,mvMatrix, xAngle);

mat4.rotateY(mvMatrix,mvMatrix, yAngle);

mat3.normalFromMat4(nMatrix, mvMatrix);



[peobpazoBaHMe HOpMaewn

A
< e, 0=(n,M-(B—A))=(MT.n",B—A)
0=(nM(C—-A))=(MT-n,C—A)
A<,
MT.nt=n
n'=M")1n
B
mat3.normalFromMat4(nMatrix, mvMatrix);
sy
(n,B—A)=0 (n,M-(B—A))=0
(n,C'—A)=0 (n',M-(C—=A))=0
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BeplwnHHbIN Wenaep

attribute vec3 aVertexPosition;
attribute vec3 aVertexNormal;
//attribute vec2 aVertexTextureCoords;

uniform mat4 uMVMatrix;
uniform mat4 uPMatrix;
uniform mat3 uNMatrix;

uniform vec3 uLightPosition;
uniform vec3 uAmbientLightColor;
uniform vec3 uDiffuselightColor;
uniform vec3 uSpecularlLightColor;

//out vec2 vTextureCoords;
out vec3 vLightWeighting;

out lowp vec4 vColor;

const float shininess = 16.0;



[locnenoBaTeNbHOCTb AENCTBUM

BHayane HeobxoaMmo moandULMPOBaTb KOOPANHATLI BEPLUUHBLI U €€ HOPMaJib, YTOObI NPaBUIbHO
NPOBECTU BbIYUCNEHUNA MO HAaXOXKAEHWUIO OTPAXKEeHUA CBeTa, MOCKOJIbKY Ha BXOAe B LLenaep u
BEepLUMHA, U HOPMaJb MOKa HE YYUTbIBALOT Npeobpa3oBaHMA C MaTpULLaMN — BpaLLEHUS,
nepemeLlleHns n T.4.:

void main() {
// ycTaHOBKa no3numu HabaogaTens cueHbl
vec4 vertexPositionEye4 = uMVMatrix * vec4(aVertexPosition, 1.0);
vec3 vertexPositionEye3 = vertexPositionEye4.xyz / vertexPositionEye4.w;

// nonyyaem BeKTOp HanpaBaeHUA CBETa
vec3 lightDirection = normalize(uLightPosition - vertexPositionEye3);

// nonyyaem Hopmanb
vec3 normal = normalize(uNMatrix * aVertexNormal);



®oHosoe n Andpdy3Hoe OTparkeHme CBeTa

doHoBoe oTpaxeHme (ambient light): | = Ka*la,
roe Ka — uBetoBble napameTpbl maTepuana, a la —3to uset GOHOBOro
cseTa.

OndodysHoe oTpaxkeHue (diffuse light): | = Kd *Id *max(cos 6, 0)

Kd — andPpy3Hbin matepman mn ld — uBeTt ocBeLleHUS.

max(cos 0, 0) — yunTbiBaeT HanpaBAEHWE /ly4a, HAaNPaB/JIEHHOrO Ha
NOBEPXHOCTb.

0 — yron mexxay Hopmasibto NOBEPXHOCTU M BEKTOPOM HaMpPaBAEHUA /yya
cBerTa.

//cKanapHoe npounsseaeHne BEKTOPOB HOPMa/n U HanpaBs/ieHUA cBeTa
float diffuselLightDot = max(dot(normal, lightDirection), 0.0);

Nuddby3aHoe oTpameHWe cBeTa

WMcTouHWK CcBeTa OTpamaembli CBET

Hopmanes N

yron 8
ceeTa L

[NoeepxHoCTb



3epKanbHoe oTpaXeHWe CBeTa

3ep+<an bHOE OTPaxeHne CBETA T
Hopmane
3epKkanbHoe oTpaxkeHue (specular light): I = Ks * Is max(cos 6, 0)2 " /ﬁ\
Ks — maTepwuan, a Is — UBET 3epPKasibHOIro OTPAXKEHMUS - e
ceeTa L v AaTtenb

0 — yron mexkay BeKTOpoM, HanpaB/iEHHbIM OT TOYKM K HabatogaTento,
N BEKTOPOM OTPar*Kaemoro ayya
a — YKas3bIBaeT Ha cTeneHb 61ecka maTtepunana

[NoeepxHoCTb

BeKTop nyya oTparkeHua R: R=2(L * N)*N-L
OpAHaKo A3blIK WeNAepoB UMeET BCTPOEHHYI0 dyHKumMio reflect, KoTopasa no3sBonAeT HaUTN BEKTOP
OTPaXEHHOrO /ly4a NO HOPMa/IN U HanpaB/IEHUIO NAAAOLWErO CBETA.

// nonyyaem BEKTOpP OTPaxKeHHOro iy4a U HOPMaIN3yem ero
vec3 reflectionVector = normalize(reflect(-lightDirection, normal));

// ycTaHOBKa BeKTOpa Kamepbl
vec3 viewVectorEye = -normalize(vertexPositionEye3);

float specularLightDot = max(dot(reflectionVector, viewVectorEye), 0.0);

float specularLightParam = pow(specularLightDot, shininess);



BeplwnHHbIN Wenaep

N B KOHUE Mbl COOMpaem BCe CBETOBbIE 3HAYEHUA M NOJIyYyaem obulee 3HaYeHUe OTPAXKEHHOIO CBETA,
KOTOpoe 3aTem nepegaem Bo ¢pparmeHTHbIN Wengep.

// oTparKeHHbIN cBeT paBeH cymme poHOBOro, AMPpdy3HOro 1 3epKasibHOro OTParKeHU CBeTa
vLightWeighting = uAmbientLightColor + uDiffuseLightColor * diffuseLightDot + uSpecularLightColor *
specularLightParam;

// vnn
vLightWeighting = uAmbientMaterialColor * uAmbientLightColor +

uDiffuseMaterialColor * uDiffuselLightColor * diffuselLightDot +
uSpecularMaterialColor * uSpecularLightColor * specularLightParam;

// Finally transform the geometry
gl_Position = uPMatrix * uMVMatrix * vec4(aVertexPosition, 1.0);
//vTextureCoords = aVertexTextureCoords;

}



PparMeHTHbIN Wengep

precision mediump float;

//in vec2 vTextureCoords;

in vec3 vLightWeighting;
//uniform sampler2D uSampler;
in lowp vec4 vColor;

void main() {
//vec4 texelColor = texture2D(uSampler, vTextureCoords);
//gl_FragColor = vec4(vLightWeighting.rgb * texelColor.rgb, texelColor.a);
gl _FragColor = vec4(vLightWeighting.rgb * vColor.rgb, vColor.a);

}



B utore Kak-To Tak))

2024
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OcBeleHne JlambepTa

Mogaenb Jllambepta HamHoro npouwe moaenn PoHra, Tak Kak Y4UTbIBAET TO/IbKO OAHY COCTAaBAAOLLYIO -
andody3Hoe oTparKeHume.

2024 HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS 36



Moaenb banHHa-PoHra

* 3710 YHUIUKaUUA moaenn ®oHra, NPUHLUMNUANAbHOMN Pa3HULbI MeXAY ABYMSA STUMU MOAENAMMU HET.

Lo = Li(kq(s,n) + ks(r,v)*)

Lo = Li(kq(s,n) + ks(h,n)"t)

_ (v+s)
h_T

LSS

[laHHaA annpoKcMmaums No3BOAAET B PsAAe c/lyvae ynpoCTUTb BbIYMCIEHUA.
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[TpumeHeHne moaenmn ocselleHmsa banHHa-PoHra BMecTo
moaenn ®oHra HeENPUHLUMUANBHO U3MEHAET pe3yabTaT

CneBa — pe3ynbTat NpUMeHeHns moaenun banHHa-dPoHra,
nocepeauHe — pesynbtat NnpumeHeHuns mogenm OoHra,
cnpasa — mogenb BanHHa-POoHra ¢ MeHblLen, Yem y IeBOro U306parKeHus, CTeMNEHbIO.

2024 HemaneHko A.M. O®Y KomnbtoTepHas rpadpmka MAGnUS 38



Moaenn ®oHra n banHHa

2024 HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS
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Can-wenaepHasa nam TyH-wenaepHaa Moaesb

3Ta moaenb AaeT n3obpaxKeHme, UMUTUPYIOLLEE PUCOBAHME BPYYHYIO. Icnonb3oBaHWe 3TOM moaenum
MOXHO BCTPETUTb B TaKNX My/IbTOUNbMAX Kak HYenosek-nayk, dytypama n gpyrumx.

Npea wenaepa AO0BO/IbHO NPOCTan: Mbl bepem 3a ocHOBY moaenb JlambepTa, a 3aTem BBOAUM pe3Kkume
nepexoabl B OCBELEHNN OT NOpOra K nopory.

Hanpumep, npu 3HayeHmnax koapduumeHta lambepTa ot 0.5 o 0.95 uBet ymHOKaeTca Ha
KoadppnumneHT 0.7 — Taknm obpasom mbl ybmpaem nnaBHoe CrnarkMBaHMe B OCBELLEHUN.
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Moaenb lambepTta — Moaenb OpeH-Hanapa

LAMBERT OREN NAYAR

— UBET WepLaBblX HOBerHOCTeVl — ANnAa nognoBepxHOCTHOINO OTPaAXKEHUA.
Mopaenb nmeert NnapamMmeTp 414 KOHTPOAA WepwaBOCT MOBEPXHOCTN. OH onpeaendaeT, CKO/IbKO CBETA

OTPa3unTCA Ha3a4 B HAaNpPaBAEHUM UCTOYHUKA CBETA, YTO ABNAETCA XapaKTepuctukon "wepwason
(3anbl/IeHHOM) NOBEPXHOCTM.

Yem 6onee wepLuaBas NOBEPXHOCTb, TEM MEHEE OTYETINBbIM ABAsieTCA ANdPY3HOE OTParKeHMe.
LLlepwaBasn NOBEPXHOCTb PacCceMBaeT CBET BO BCEX HanpaBAeHUAX, HO abCcoNtOTHO HepaBHOMEPHO.

Mostomy OpeH-Haliap — 3To ynpolleHHoe npeacTaBAeHUe peasibHOCTH.

2024 [emaHeHko A.M. FO®Y KomnbioTepHas rpadpuka MAGnUS 41



Moaenb OpeH-Hawnapa

Image gy >1"N

Pinhole

Surface

LLlepwaBOCTb HE 3HAYUT peasnbHO LWepLWaBbIr (Kak HaXga4yHaa bymara, K npumepy), peyb
CKOpee MAET O MaNOCEHBKMX BbICTYNMax (MMKPOCTPYKTYPE) Ha NOBEPXHOCTU

HemsaHeHnko A.M. KOPY KomnbloTepHasi rpadmka

MAGNnUS 42



Moaenb OpeH-Hanapa

LLlepwiaBoi cYMTAETCA NOBEPXHOCTb KOXM N BapxaTa
N3-33 HA/IMYMA OYEHb MENKUX AeTanen, Takux KakK
NMopbl KOXKK M BOJIOKHa bapxaTa.

K npumepy, NOBEPXHOCTb NNACTUKa HE TaKas
lepLaBas, a pe3mHa, KaMeHb, pXaB4nHa
3HauuTeNbHO rpybee (WepLluaBee) KOXKU UIn
bapxara.

HemaneHko A.M. OOY KomnbtoTepHas rpaduka

2024 MAGNRUS
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Moagenb MunHaepTa

MN3HayanbHO Mmoaenb co3gaBanachb Ana MoaenmpoBaHua JIyHbl (NO3TOMY MHOMAA MOXKHO BCTPETUTD
Ha3BaHWE «IYHHbIN Wernaep»), HO TaKXKe NoAXOAMUT ANA APYTrnX NOBEPXHOCTEN, MUMEIOLLLINX
KOPNYCKYIAPHYIO Nan rybyaTyto NOBEPXHOCTb.

2024 HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS
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2024

Moaenb Kyka-ToppaHca (Cook-Torrance)

* Mogenb Ans 3epKanbHbIX 6MKOB HA MOBEPXHOCTAX C MUKPOTrPaHAMMU.

MeTannnyecknm 3asl,

OemaHeHko A.M. IO®Y KomnbtoTepHaa rpapuka MAGnUS
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AHM3O0TPONHbLIE MOAENU

2024

3

dHM30TPONMNHOE M30TPONHOE
OTPpaXeHHne OTPdXEHMNE

HemaneHko A.M. O®Y KomnbloTepHas rpadpuka MAGnUS
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Ward-anisotropic (nan npocto Ward — aHM30TpOnHbIe
CBETOBbIE DANKN)

J

WARD

2024 OemaHeHko A.M. IO®Y KomnbtoTepHaa rpapuka MAGnUS
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