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TOOLS FOR CREATING REALISTIC VISUALIZATION
OF THREE-DIMENSIONAL OBJECTS IN OPENGL
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ABSTRACT: The article discusses some of the standard tools of the Open Graphics Library
(OpenGL) used to create realistic 3D objects and images. Types of lights and defined light sources are
commented. Some examples of different ways for lighting 3D objects and some of the possibilities of light
reflections are given. Different kind of fog has been considered and recommendations of how to use them are
presented. This paper describes the concept of the Alpha Blending and some cases management Alpha
Blending are discussed.
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C pa3BUTHETO Ha HOBHUTE TEXHOJOTUU KOMITIOTHPHH H300paKeHUS CE€ BIDKIAT MO BECTHUIIHTE,
TENEeBU3UATA, KHHATA, IIPU MEIUIIMHKY U3CcieaBaHus u ap. Jlnec kommioThpHaTa rpaduka pazpadorsa
MOIIHA UHCTPYMEHTH 3a BU3yalM3allys HA JaHHU B IBYMEPHOTO U TPUMEPHOTO MPOCTPAHCTBO, U UPE3
KOMITIOThpHA aHuManuu. [Ipe3 mocienHoTo aeceTwiieTue 3a pa3jinyHU CHelHalu3upaHu o0JacTu ca
pa3paboTeHH TEXHUKH 3a BHU3yalu3alus Ha TPUMEPHU OOEKTH U SBJICHHUS (APXUTEKTYpHH,
METEpOJIOTUYHU, MEIUIIMHCKH, OWOJOTMYHH M T.H.), KBACTO aKIEHTa € BBbPXY PEATUCTHUYHO
n300pa3siBaHe Ha 00eMHU, TOBbPXHUHH, CBETIMHHH OTPAKEHUS U APYTH, BKIIOYUTEIHO U C TUHAMHYEH
BbB BPEMETO KOMIIOHEHT.

[lenara Ha HacTOsIIaTAa CTAaTHSl € Jia Ce pasriiefaT cpeiacTBara, kouto mnpemiara OpenGL 3a
Ch3/IaBaHE Ha PEATUCTUYHHU H300pakeHus Ha Tpumepnu ooektu. OpenGL (Open Graphics Library) [2]
e mpuioxHo-nporpamen uHTepdeiic (APl - Application Programming Interface) 3a u3uepraBane Ha
JABYMEpHH U TpuMepHH rpaduunu n3zodpaxkenus. Pazpadoren ot Silicon Graphics Inc. mpe3 1992 r.
[3], mHec OGubHMOTEeKaTa ce M3MON3Ba KATO MHAYCTPHATIEH CTAHAApT, YIPABISIBaH OT KOHCOPIMyMa
Khronos group [4].

IIpenumctBata Ha OpenGL ca, ye e mHoro miargopmen rpapudeH AP, koiiTo 0OMKHOBEHHO
paboTH MUPEKTHO ¢ rpadUIHUS MPOLECOP, KOETO MPAaBU Bb3MOKHA BH3yaIH3alHiATa B PEATHO BpeMe.
Nznomsea ce mmpoko B CAD cucremu, BHUpTyallHa pealHOCT, Hay4YHA BHM3yalM3allus, Pa3IuYHU
CHMYJIAIIUH U BUICO UTPH.

B cratmsta me Owgar pasriegaHd caMo CTaHAapTHUTE cpeactBa Ha OpenGL  (6e3
JOMBIHATETHUTE OMOIMOTEKH), KOUTO C€ H3MON3BaT 3a MmoaoOpsBane Ha 3D wu3o0pakeHus wu
Ch3laBaHe Ha PEATUCTHYHU €(EeKTH.

OcBeTsiBaHe HA 00EKTH

EnHO OT OCHOBHHUTE HEllla, KOUTO MPAaBU TPUMEPHUTE BH3YyaIU3allHs J1a U3TJICKIa PEATHCTUYHO,
e ocsemiienuero (Lighting) wimu T.Hap. nuHamMuyHa cBeTianHa. Ha ¢wur. 1 u dur. 2 ce Bikaa paznukara
MEXIy TpPUMEpHa CleHa 0e3 OCBeTsBaHE M ChIIaTa CIECHA C BKIIOYCHH CBETIMHH M OTOJSICHK.
OpenGL mnpuema neduHUIMM HAa CBETIMHHU M3TOYHHLM M OIPEICIICHHS Ha OTpPaKEHHATA Ha
CBETJIMHUTE OT MaTepPHAIUTE, OT KOMTO Ca W3TPajJeHH OOCKTUTE, M MPaBH BCHYKH W3YUCICHUS IO
Ch3[IaBaHETO Ha PEATUCTUYHU €(DEKTH.

* Crarusita e yactuuno uHancupana no HUTT Ne PJT 05 334/12.03.2012 or ®HU wa 1Y ,,Enuckon K.IIpecnascku”.
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(=3 Realistic images Realistic images

®ur. 1 Bes ocBersiBane ®ur. 2 BcHYKH CBETJIHHHA H 0TOJACHK

ChIecTByBaT TpH BU/1a CBETIIMHU:

- Ambient - Ta3u cBeTIMHA HIBa OTBCAKBJAC M CE OTpa3siBa HABCIKbBIC. 103U BHI CBETJIMHA CE
MOoJy4aBa, KOraTo CBETJIMHATA OT JaJIeH M3TOYHHUK CE OTpa3d MHOT'OKPAaTHO BBB BCHUYKM oOekTH. T.e.
TOBa € rii00aHaTa CBETIIMHA, KOATO HH MIO3BOJISIBA J]a BUKIaMe ooektute (dur. 3).

- Diffuse - Ta3u cBerinHa WaBa OT ONpe/eseHa MOCOKa M ce OTpassiBa HaBcskbae. [Ipumep 3a
TakKaBa ¢ eJJHa OOMKHOBeHa Jiamna (dur. 4).

- Specular - Ta3u cBeTnMHA KABa OT ONpEENICHA MOCOKA M CE OTpa3siBa B OINPE/CIICHA TOCOKA.
[Tpumep 3a ToBa ¢ OTOISICHKA Ha aajaeH npeamet (¢ur. 6).

3a J1a ce BKJIIOUM OCBETJIEHHUE, TPSOBaA J1a ce U3NBIHAT ABe cThlkU. [IbpBaTa e negunupane Ha
M3TOYHUKA/M3TOYHUIIMTE HA CBETJIMHA, BTOpaTa € ONpEeNsiHE Ha HAaYMHA, M0 KOHTO OOEKTHTE mIe
OTpa3siBar JajeH TUI cBeTinHa. OCBEH TOBA, 3a Jla ce U3IO0JI3Ba JUHAMUYHATA CBETJIMHA, T4 TpsiOBa 1a
Obae BKIoueHa ¢ Qpynkuusara glEnable (GL_LIGHTING) .

float pos[]={1.5,1.,1.0,0.0};
float amb[]={0.3,0.3,0.3,1};

glEnable(GL_LIGHTING);
glLightfv(GL_LIGHTO, GL_POSITION, pos);
glLightfv(GL_LIGHTO, GL_AMBIENT, amb);
glEnable(GL_LIGHTO);
glMaterialfv(GL_FRONT, GL_AMBIENT, amb);
glEnable(GL_COLOR_MATERIAL);

IIporpamen ¢pparMeHT 3a BKIIOYBaHE HA H3TOYHUK C
Ambient cBeT/IMHA ¥ BKJIIOYEH LBAT HA 00€KTHUTE.

®ur. 3 Ambient cBeTIiMHA ¢ UBAT HA 00EKTHTE

OmnpenenstHETO HAa BCEKM CBETIMHEH H3TOYHMK CTaBa C €JHO MM HSAKOJKO OOpBIIEHHUS KbM
¢byHKUuATA:

glLightfv (GLenum light, GLenum pname, const GLfloat *params)

T4 npuema Tpu apryMeHTa:

¢ [IbpBHAT € UMETO Ha CBETIMHHUS M3TOYHHUK, KOETO CE OIpENeNis 4pe3 eaHa OT KOHCTAHTHUTE
GL_LIGHTO, GL_LIGHT1, GL_LIGHTZ2, ... GL_LIGHT6 wim GL_LIGHT?7. B OpenGL moxe
Jla IMa €THOBPEMEHHO JI0 OCEM JICHCTBAIIM CBETJIMHHUA U3TOYHHKA.

¢ BropusTt Moxe 1a € eqHa OT CTOMHOCTHUTE:
e GL_AMBIENT - onpenens Ambient u3npuBaHeTo Ha U3TOUYHUKA,
e GL_DIFFUSE - onpenens Diffuse uzrpuBaneTo Ha H3TOYHHKA;
e GL_SPECURAL - onpenens Specular uirpuBaHeTo Ha M3TOYHHKA;
e GL_POSITION - onpenenst KOOpAWHATATE Ha CBETIUHHUS H3TOYHUK.
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¢ Tperusar apryment e float macuB ot croiiHOCTH, OompenensiIy LBAT Ha cBeTiimHara upe3 RGBA
MoJena.

(=3 Realistic images

float pos[]={1.5,1.,1.0,0.0};
float diff[]={0.6, 0.5,0.5,1};

glEnable(GL_LIGHTING);
glLightfv(GL_LIGHT1, GL_DIFFUSE, diff);
glLightfv(GL_LIGHT1, GL_POSITION, pos);
glMaterialfv(GL_FRONT, GL_DIFFUSE, diff);
glEnable(GL_LIGHT1);
glEnable(GL_COLOR_MATERIAL);

IIporpamen pparmeHT 32 BKIKOYBaHEe HA U3TOYHUK C
Diffuse cBer/iMHA M BK/IIOYEH LBAT HA 00EKTHTE.

®ur. 4 Diffuse cBerJinHA ¢ HBAT HA 00eKTUTE

CBeTJIMHHUAT M3TOYHHK 3arovBa Ja JCHCTBa ¢ n3BUKBaHe Ha (yHkiusaTa glEnable( ), kato 3a
napaMeThp ce Mojajie ChOTBETHATa KOHCTAHTA.

BaxHo yTOuHEHHE €, ue CMH CBETJIMHEH M3TOYHHMK MOJXE Ja M3Tb4YBa MOBEYE OT CIUH BHUJI
cBetuHa. TakbB € MpUMEPHT OT (GUr. 2, B KOWTO M3TOYHHUKBT HM3Ib4YBa eaHOBpeMeHHO Ambient,
Diffuse u Specular ceernuna. OT Apyra ctpaHa pa3iUuHH CBETJIMHHH U3TOYHHUIM MOTAT Ja M3JIbUBaT
€IHOTHITHA CBETJIMHA C pa3audeH nBsT (pur. 5).

_lojxj| 9IEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

glLightfv(GL_LIGHTO, GL_POSITION, pos);
glLightfv(GL_LIGHTO, GL_AMBIENT, amb);
glLightfv(GL_LIGHTO, GL_DIFFUSE, diff);
glEnable(GL_LIGHT1);

glLightfv(GL_LIGHT1, GL_POSITION, posl);
glLightfv(GL_LIGHT1, GL_DIFFUSE, diffl);
glLightfv(GL_LIGHT1, GL_SPECULAR, spec);
glMaterialfv(GL_FRONT, GL_AMBIENT, amb);
glMaterialfv(GL_FRONT, GL_DIFFUSE, diff);
glMaterialfv(GL_FRONT, GL_DIFFUSE, diff1);
glMaterialfv(GL_FRONT, GL_SPECULAR, spec);
glMateriali(GL_FRONT, GL_SHININESS, 51);

IporpamMen ¢parMeHT 3a BKJIKYBAHE HA JABA M3TOYHHMKA C PA3IMYHA
Diffuse cBerimHa.

@ur. 5 JIpa uzrounuka c Diffuse ceeranna

Bropara cThnka mpu OCBETSBAaHETO Ha OOEKTH € ONpeessiHE Ha HavyWHa, MO0 KOWTO T IIIe
OTpa3siBaT JaJieH THUIl CBETJIMHA, OT KOETO 3aBHCHU U KakK LIe M3rjiexjaar Te. ToBa craBa C €lHa OT
Pa3HOBHIHOCTUTE Ha ClieTHaTa (DYHKITHS:

glMaterialfv (GLenum face, GLenum pname, const GLfloat *params)
glMateriali (GLenum face, GLenum pname, GLfloat param)

Ts nmpuema Tpu aprymMeHTa:
¢ IIspBHAT ompeens 3a KOS 4acT OT 00eKTa ce OTHACs ChOTBETHATA aehuHHUIIKAS. MOXe 1a € eHa OT
koHctantute GL_FRONT, GL_BACK unu GL_FRONT_AND_BACK.
¢ BropusT aprymMeHT MOXke Ja € €Ha OT CTOMHOCTHUTE:
e GL_AMBIENT - onpenens HaunHa Ha OTpa3siBaHe Ha CBEeTJIMHA TUll Ambient;
e GL_DIFFUSE - onpesienst HaurHa Ha oTpassiBaHe Ha cBeranna tun Diffuse;
e GL_SPECULAR - onpezens HauMHA Ha OTpa3sBaHe HA CBETIMHA THUI Specular;
e GL_AMBIENT_AND_DIFFUSE - ompenens enHakbB HauWH Ha oTpassBaHe 3a Ambient u
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Diffuse cBetnuna;

e GL_EMISSION - omnpenens wu3ipyBaHaTa OT OOCKTa CBETJIMHA, KOSTO C€ OTpassBa
€IMHCTBEHO Ha I[BeTa Ha 00CKTa M MOXeE JIa CE U3M0JI3Ba 32 Ch3/laBaHEe HAIIpUMEp Ha JIaMIIa.

e GL_SHININESS - ompenmens rojgeMuHaTa Ha HaW-IpKOTO OTPaKEHHUE, NPUYUHEHO OT
ceernuHa Tun Specular. ExuHcTBeHO ¢ Tasu croitHocT ce m3noasBa glMateriali( ), ToraBa
Tpetusi aprymeHT € uuciao or 0 mo 128. Konkoro mo-rojasiMo € TO, TOJKOBAa IO-TOYHO
(OoKyCHpaHO U MO-MAJIKO € CBETIMHHOTO METHO.

¢ Tperusar apryment Ha glMaterialfv( ), e float macuB ot croitHoctu, onpenensim RGB st Ha
CHOTBETHATA CBETJIMHA.

float pos[]={1.5,1.,1.0,0.0};
float spec[]={0.9,0.9,0.8,1};
glEnable(GL_LIGHTING);
glEnable(GL_LIGHT?2);

glLightfv(GL_LIGHT2, GL_SPECULAR, spec);
glLightfv(GL_LIGHT2, GL_POSITION, pos);
glMaterialfv(GL_FRONT, GL_SPECULAR,spec);
glMateriali(GL_FRONT, GL_SHININESS, 64);
glEnable(GL_COLOR_MATERIAL);

IIporpamen ¢parmMeHT 32 BKIIOYBAHE HA U3TOYHUK
cbe Specular cBetJinHa, OTOISICHK M BKJIIOYEH BT,

®@ur. 6 Specular cBetanHa ¢ 0TOJIACHK U UBSAT HA 00eKTHTE

BebimHOCT fanu OOEKTHT IIe M3IVIeKIAa IpanaB, IIAbK WM ITOJUPAH 3aBHCH OT T.Hap.
OTONISICHK, KOMTO ce 3amaBa chc Specular cBeTsnHA, SIPKOCT HA OTPAKEHHUETO M TOJEMHUHA Ha
CBETJIMHHOTO METHO. JIeMOHCTpaIysl 32 3HAUCHUETO Ha TO3HM BUJ XapaKTEPUCTHKH € CPAaBHEHHETO Ha
¢ur. 7 (usama nebunupana Specular ceernmua) m ¢ur. 8 (uma Specular cBemimHa cbe 3amaleHO
CBETJIMHHO TIE€THO).

=2 Realistic images 9 [=] E3| |=2 Realistic images (o] x|

®@ur. 7 Camo Ambient u Diffuse cBeTinna @ur. 8 Diffuse u Specular cBeramna cbe shininess

Axo obektute ca OWIM ¢ mpeaBapuTeNHO Ne(UHUPAH IBAT, TO IPU BKIIOYBAHE HA OCBETJIICHHE
TEXHUAT IBAT HE ce B3ema npeasun (ur. 9), a ce reHepupa HOB MBAT B 3aBUCUMOCT OT CBETJIMHHUTE
W3TOYHHIIA ¥ HAYMHA Ha OTpa3sBaHE Ha CBETJIMHATA. B mpumepure B cTaTHATa MPEIBAPUTEIHUS BT
Ha OOEKTHUTE B3e€Ma YJ4acTHE B Ch3AaBaHETO Ha KpaiHWs IBAT. ToBa cTaBa ¢ M3BHKBaHE HA (PYHKIUITA
glEnable (GL_COLOR MATERIAL) .

Jlpyr HauMH 3a BKIIOYBAHE HA HAYATHUAT [BAT HA 00EKTa MPH BKJIIOYBAHE HA OCBETIICHUE € Upe3
JajgeHaTa To-10iy (GYHKIHs, KOSTO Ompeneis 3a KOW BHIOBE CBETJIMHA J1a C€ B3eMa MPEIBU/T
HaYaTHUAT LBSIT.

glColorMaterial ( GLenum face, GLenum mode)

H’prI/IHT APTYMCHT OIIPCACIIA 3a KOS YacCT OT 00cKTa ce OTHACs CHhOTBETHATA I[e(I)I/IHI/II_[PIH, a
BTOpPHUAT ONPCACIIA CBETJIMHATA, IMIPHU KOATO IIC BJIM3a B CUJIa U IOBCTHT Ha O6€KT3, T.C. MOXKE€ J1a €
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GL_AMBIENT, GL_DIFFUSE, GL_SPECULAR, GL_AMBIENT_AND_DIFFUSE um
GL_EMISSION.

Realistic images

®ur. 9 Camo ocBeTJIeHHE 0€3 IBAT HA 00EKTHTE

IIpenopbku:
1. HpenothIBa CC IBCTHT HA PA3JIMYHUTC BUAOBC CBCTIIMHA Ja € ChCTaBEH OT TPUTC KOMIIOHCHTH Ha
RGB moena T.e. 1a ce OCHOBaBa Ha HAKaKbB HIOAHC HA CUBUS LBSAT.
2. B cayuaii, ye ce uckame OOCKTHT Ja MMa OTOJIACHK, MPEMOPBUYUTEIIHO € HBETHT Ha Specular
CBETJIMHATA JIa € 3HAYNTEIHO MO-CBETHII OT I[BeTa Ha 0OekTa u/min Ambient ceernHara.
3. B ciyuaii, ye ce uckame jaa uma odia Ambient ceetiinba, € 100pe MBETHT U Ja € ThMEH.
4. 3a mocturane Ha 1mo-no0bp pe3yaTar B HAKOU CUTYAIMH € MOo-J00pe J1a ce U3I0JI3Ba CIMH WIIH JIBa
BHUJa CBCTJIMHA.
5. Pa3nuuHu CBETJIMHHU U3TOYHHIIA MOTAT J[a U3)TbYBAT €AHOTUITHA CBETIIMHA C PA3IMUYCH I[BSIT.
6. CBeNIMHHNATE W3TOYHUIIM MOTaT J1a CE ABMKAT.

3aMbrisaBane

OpenGL npenocrass ¢pyukuusata glFog( ), kosaTo Moxe 1a Ch3aaae peaqTrucTHUHA MbIJIa WK J1a
HaIpaBy MO-JAICYHUTE 00eKTH 1O-0ean. DyHKIHATa IMa HIKOJIKO Pa3HOBUIHOCTH, BCSIKA OT KOUTO
uMa ompejeneHo npenHasHaueHue. C IbpBUS BapUaHT ce OMpeness TUMla ,,Mbria”, KOUTO IIe ce
n3non3Ba. Buarst e:

glFogi (GL_FOG_MODE, GLint param)

3a BTOpH apryMEHT MOXE JIa CE U3T0JI3Ba:

¢ GL_LINEAR — 3amaBa cranmapTHa JTuHEiHa MbIJIA, 32 KOSTO CE€ OMpENeNs OTKBJE 3aroyBa U
KbJe o0exkTuTe cTaBat HeBuauMu (ur. 10).

¢ GL_EXP - 3amaBa T.Hap. ekcrioHeHimanna moeria (¢ur. 11a u 116), K0ITO MMa TUIBTHOCT U CE

Pa3MpoCTpaHsIBa HABCAKB/IE, CTAPTHPAUKH OT TOUKATa Ha HAOIFOJaTesl.
¢ GL_EXP2 —nomo6ua na GL_EXP, Ho mo-cuina ot Hest (dur. 12).

Realistic images

float colfog[]={0.5,0.5,0.5,1};
void foggy()
{

glEnable(GL_FOQG);

glFogfv(GL_FOG_COLOR, colfog);

glFogf(GL_FOG_START, 3);

glFogf(GL_FOG_END, 9);

glFogi(GL_FOG_MODE, GL_LINEAR);
}

IIporpamen ¢parmenT, onpeesising JuHeiiHA MbIJIA.

®@ur. 10 Mbraa or Tum GL_LINEAR
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BTOpI/IﬂT BAapHUAHT Ha q)YHKHPIHTa OIIpEACIIsI IBETA HA MbIJjlaTa:

glFogfv (GL_FOG_COLOR, const GLfloat *param )

Tyk Bropu apryment ¢ umero Ha float macuBa, B koiito ce chxpansiBa RGB 1Bera Ha mbriara. 3a
MOCTHTaHE HA PEAIMCTHYHA MbBIVIa BETHT Ha (OoHa TPsAOBa Ja € eIHAKBB C IIBETa Ha MbIJAaTa WIN
MHOTO OJIU3BK.

Realistic images

float colfog[]={0.5,0.5,0.5,1};
void foggy()
{

glFogi(GL_FOG_MODE, GL_EXP);
glFogfv(GL_FOG_COLOR, colfog);
glFogf(GL_FOG_DENSITY, 0.35);
glEnable(GL_FOGQG);

¥

I[Iporpamen ¢pparMenT, onpegensiuy Mbriaa Tum Exp.
®ur. 11a Mbraa or Tun GL_EXP ¢ mbTHOCT 0.35

Jpyr BapuaHT Ha QyHKIUATA 337aBa JOMBIHUTEIIHN XapaKTEPUCTUKH HA MbIJiaTa:
void glFogf (GLenum pname, GLfloat param)

Axo mprnara e tun GL_LINEAR ce ompenensi, oTkbae (Ha KOJKO €AMHHUIIA OT KamepaTa)
3aro4Ba MbIJIATa M CIIE KOJKO SIUHUI OOSKTUTE JIa Ca HAITBJIHO CKPUTH B Hesl.

=3 Realistic images . =3 Realistic images [=1E3

®@ur. 116 Mbraa or tun GL_EXP ¢ mpTHOCT 0.25 @ur. 12 Msraa or Tun GL_EXP2 ¢ mpTHOCT 0.25

3a mepBU apryMeHT Ha pyHknusara ce 3aaaBa choTBeTHO GL_FOG_START mun GL_FOG_END,
a 3a BTOpU apryMEHT Ha (YHKIUSATA ONpe/ieieHaTa YMCI0Ba CTOWHOCT.

Axko ce uznon3sa mbria Tun GL_EXP win GL_EXP2 e nyxHo 1a ce onpenenu MmIbTHOCT Ha
Mbriata. ToraBa mepBu aprymeHT Ha ¢yHkmusta ¢ GL_FOG_DENSITY, a Bropu aprymenT -
croriHoct B unTepBaina ot 0.0 go 1.0.

Mwpriara 3anousa na aeicTsa ¢ craptupane Ha pynkuusara glEnable (GL_FOG) .
IMpenopbku:

1. 3a mocTturaHe Ha peaqMCTUYHA MBIJIA IIBETHT HA (OHA TPsOBa Ja € eqHAKHB WM MHOTO OJU3BK C
I[BETa Ha MBIJIATa, 3aII0TO MbIJIaTa C€ OTpa3siBa CaMoO Ha I[BETa Ha OOCKTHUTE.

2. 3a mocTurane Ha mo-go00Bp pa3ynTar € Jo0pe MPOCTPAHCTBOTO HEMOCPEACTBEHO e/ KamepaTa Ja
ce ocTaBs 0e3 MbIIA.
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HOJIyIIpOSPa‘IHOCT Realistic images

B tpumepnara rpaduka roasimMa gact ot oopute eextu
ca peanu3upaHu OiarofgapeHue Ha moaymnpospad-ocrra (Alpha
Blending). ToBa e TexHOJIOTHs, IPU KOSITO LIBETOBETE HA I10-
0130 CTOSAIIMSA W ITO-JaJIeuHHs OOEKT ce CMEeCBaT, 3a Ja Ce
MOJY4d €IIUH CPEJICH IBST, Ch3/aBall eeKkT Ha Mpo3pavHOCT
Ha npenHus o0ekT. Tyk ce HamecBa 4eTBbpPTATa KOMIIOHEHTA
or RGBA wmojena, KoATO ce W3IMOJ3Ba 32 YCTaHOBSIBAaHE Ha
CTEICH Ha MPO3PavHOCT.

3a J1a ce aKTMBHUpA MOJYIPO3PAYHOCT HE € JOCTAaThYHO CaMo
3aJlaBaHETO HA MOJXOJSI YSTBHPTH apryMEHT BbB (DyHKIHATA
glColor4f( ). Tps6sa ma ce axtuBupa Alpha Blending c
¢yukusata glEnable (GL_BLEND) u Ja c¢ Omnpeaciu
HauyMHa, 10 KOMTO Ce€ CMECBAT LIBETOBETE HAa IPEAHUS U 3aJIHUS
00€KT. ®ur. 13 Dodecahedron ¢ alpha 0.6

dopmynarta, 1o KOSITO Ce U3UUCIIABa Toynpo3padHoctTa B OpenGL e:
( Rs*Sr+Rd*Dr, Gs*Sg+Gd*Dg, Bs*Sb+Bd*Db, As*Sa+Ad*Da ),

kbaeTo RS, GS, Bs u As ca ceotBetHO RGBA cToliHOCTHTE Ha I[BETa HA MPEIHUS 0OCKT, KOUTO Ce
sagasar ¢ glColor4f(), a Rd, Gd, Bd u Ad ca crorBetHO RGBA CTOiHOCTHTE Ha 3aIHUS O0EKT.

Sr, Sg, Sh, Sa, xakro u Dr, Dg, Db, Da ca T.Hap. (hakTopu Ha OJYIPO3PAYHOCT, OT KOUTO 3aBUCH KaK
IIe Ce CMECAT LBETOBETE Ha ABaTa oOekTa. biarogapeHue Ha TIX MOXKE Ja Ce BL3IIPOU3BEIAT, Haii-
pasnuuHu eeKTH Ha MOJyIpo3padHocT. IIbpBaTa MOpeAMIla OT YETHPH apryMeHTa Ce€ OTHAcs 3a
npeHus 00EKT, a BTopaTa 3a 3aJHHsI 00CEKT.

Te3u dakropu ca ckputu B mapameTpuTe Ha PyHKIUATA:

glBlendFunc (GLenum sfactor, GLenum dfactor),

KOSTO TpUeMa JIBa apryMeHTa, OT KOWTO 3aBHCH KaKBH CTOWHOCTH IIle MOJy4arT (akTOpUTe Ha
MOJTYIIPO3PAYHOCT CHOTBETHO 3a MPEIHUS U 3aIHUSI 00eKT. ETO HIKOM OT Bb3MOXHUTE apTyMEHTH:

GL_ZERO - uBersT Ha oO0OCKTa HE c€ B3MMa MpEABUA. 3a CTOHHOCTH Ha (AKTOpPHUTE HaA
MOJIYIPO3PavyHOCT, Ha KOWTO | J1a € OT ABara obekTa ce 3amaBaT ctorHoctute (0, 0, 0, 0), T.e. 00EKTHT
cTaBa HEBUJIMM. Moxe /1a ce U3I0JI3Ba KaKTo 3a MPEJEH, Taka U 3a 3aJ€H 00EKT.

GL_ONE - u3nomsBa ce 1Bera Ha 0OCKTa. 3a CTOWHOCTH Ha (P)aKTOPHUTE Ha IMOIYIPO3PAYHOCT, HA
KOWTO U J1a € OT ABaTa obOekTa ce 3amaBar croiHocture (1, 1, 1, 1), T.e. 00EKTHT cTaBa HEMPO3paAUEH.
CrpIo HsIMa 3HaYEHHUE 32 KO OT JABaTa o0eKTa ce onpeaes pakTop Ha MOTyIMpPO3PAYHOCT.

Realistic images

®wur. 14
GL_DST_COLOR - mBersT Ha 00CKTa ce yMHOXXaBa IO TO3M Ha 3aaHus o0ekT. Moxe ma ce
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M3II0JI3Ba €IMHCTBEHO 3a MPEIHUS 00EKT, T.e. CaMO KaTo MbPBH apryMEHT Ha QyHKIUATA. 3a pakTopu
Ha TIOJIYNPO3pavyHOCT Ha MpeaHus 00ekT ce mpeaasat croitnoctute Rd, Gd, Bd u Ad, t.e. RGBA
1BeTra Ha 3amgHusl 00ekT. PesynraThT e u30nemHsBaHe Ha MO-ONMM3KHS OOEKT, ThH KATO BCHUYKH
croitHocTi B RGBA Monena na OpenGL ca mexay O u 1.

Ha ¢ur. 14 nonynpospauna e Osuiata chepa (koeduuent alpha 0.5), a oOpswineHHETO KBM
¢byukiusra glBlendFunc uma Buaa:

glBlendFunc (GL_DST COLOR,GL_DST ALPHA);

GL_SRC_COLOR - uBersT Ha O0EKTa ce YMHOXKaBa IO TO3M Ha TpeaHusi o0ekT. Moxe na ce
U3I0JI3Ba €IMHCTBEHO 32 3aJHUSI 00CKT, T.e. CAMO KaTO BTOPH apryMeHT Ha (yHKIusATa. 3a GakTopu
Ha TOJIYIIPO3pAavyHOCT Ha 3aHMsI 00eKT ce mpeaasat croiiHoctute RS, GS, Bs u As 1.e. RGBA 1Bera
Ha nipeaHus 00eKT. Pe3ynrarsT e n3bsaeaHsIBane Ha MO-1ajIeYHUsT 0OCKT.

=3 Realistic images : ;l;nj.’{l

@ur. 15
Ha ¢ur. 15 monmympospauna e Osutara chepa (koeduuent alpha 0.5), a oOpblueHHETO KbM
¢dynkiusra glBlendFunc uma Buaa:

glBlendFunc (GL_SRC ALPHA,GL SRC COLOR) ;

GL_ONE_MINUS_DST_COLOR - uBersT Ha obekTa ce ymHoxkaBa ¢ (1, 1, 1, 1) munyc nBeta Ha
3agaust ooekt ( Rd, Gd, Bd, Ad ). Mosxe na ce usnon3Ba camo karo sfactor u peanno ¢akropute 3a
MOJTYTIPO3PAYHOCT HA TIPEIHUSL OOCKT MOJy4YaBaT CTOWHOCTH, KOUTO ¢a OOpaTHO MPOMOPIUOHAIHN HA
I[BETA HA 3aIHUS 00EKT.

GL_ONE_MINUS_SRC_ALPHA - uBerpT Ha 00ckTa ce ymHOkaBa ¢ (1, 1, 1, 1) MuHyc niBera Ha
npeanus ooext ( RS, Gs, Bs, As ). Moxe na ce n3mon3sa camo 3a apryment Ha dfactor. CroTBeTHO
TYK 3a (haKTOpUTE Ha MOJTYMPO3PAYHOCT HA 3aHUSI OOCKT Ce MOoTydaBaT CTOWHOCTH, KOUTO ca 00paTHO
MIPOIOPIIMOHAIIHYU Ha 1IBETA HA TIPETHUS OOEKT.

Realistic images

®@ur. 16
Ha ¢ur. 16 nonynpo3spauna e 6sutata chepa (koedunent alpha 0.5), a o6pwiieHnETO KBM
¢bynknusra glBlendFunc uma Buma:
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glBlendFunc (GL_SRC ALPHA, GL_ SRC_ALPHA);

GL_SRC_ALPHA — uBersT, Ha KOUTO M J1a € OT JgBaTa oOeKkTa (MOXKE Ja ce M3IO0JI3BA, KaKTO 3a
sfactor, taka u 3a dfactor) ce ymHoxaBa ¢ 4eTBbpTaTa CTOMHOCT OT IBETa Ha MPEIHUs 00EKT, T.e. 3a
(bakTOpH Ha MOIYIPO3PAYHOCT 0O0CKTHT mostyuaBa croitHocTutre ( As, As, As, As ).

GL_DST_ALPHA - cpmoTo ¢ U3KII0OYEHHE Ha TOBA, Y€ 33 (DaKTOpU Ha MOJYNPO3PAYHOCT OOEKTHT
nojy4daBa yetBbprara Alpha croiinocT ot 1iBeta Ha 3aauus ooexkt ( Ad, Ad, Ad, Ad).

GL_ONE_MINUS_DST_ALPHA - uBersT Ha 00ekTa ce ymHOXkaBa ¢ (1, 1, 1, 1) MuHyc yeTBbpTaTa
Alpha croiinocT oT 1BeTa Ha 3agHHS OOCKT), T.e. 3a ()aKTOp Ha IMOJYIPO3PAYHOCT CE MOJydyaBat
croitnocture (1, 1, 1, 1) - ( Ad, Ad, Ad, Ad ). Mosxke 1a ce M3moi3Ba KakTo 3a MPEAHUsS, Taka U 3a
3aIHUsT 00CKT.

Realistic images

®@ur. 17
Ha ¢ur. 17 nonynpospauna e 6sutata chepa (koedunent alpha 0.5), a o6pwIiieHneTO KM
¢byukiusra glBlendFunc uma Bua:

glBlendFunc (GL_SRC_ALPHA, GL ONE MINUS SRC ALPHA) ;

GL_ONE_MINUS_SRC_ALPHA - cpimoro kaTo mo-rope ¢ M3KJIIYCHUE Ha TOBA, Y€ CE M3I0JI3Ba
Alpha croitHocT oT 1BeTa Ha mpeAHUs OOCKT, T.e. 3a (HAKTOp Ha MOJYMPO3PAYHOCT CE MpUeMaT
croitrocrute (1, 1, 1, 1) - (As, As, As, As).

BaxHo e ma ce oTOenexu, 4e ako ce M3MoI3Ba NOIYIPO3pavyHOCT TPIOBa MBPBO Ja CE€ U3PUCYBa
3aJ{HUsI 00EKT U cJie]l TOBA TO3U OTHpE.

IMpenopbku:

1. Tpu BrirouBane Ha Alpha Blending tpsioBa na ce 3amaBa () 3a 1Beta Ha BCHUKH OOCKTH, KaTo 3a
IUTBTHUTE 00CKTH cTolHOCTTa HA Alpha e 1, a 3a monynpo3padynuTe 00EKTH € YHCII0 TTO-MaJiko OT 1.

2. Ipu BrmouBane Ha Alpha Blending uBerst Ha (ona obukHOBeHO mMma Alpha croiinoct 1 u
y4yacTBa BbB ()OpMyJiaTa 3a MOJIyIPO3pPaYHOCT KaTO BSAT Ha HAl-TaJIeYHUs OOCKT.

3. Ilpu u3non3BaHe Ha MOJYNMPO3PAYHOCT TPIOBAa MBPBO Jla CE MU3PUCYBAT MMO-JAICYHUTE OOCKTH, a
CIIe]T TOBA MO-OJM3KOCTOSAIINTE, 38 KOUTO € Pa3pelieHa MmoIympo3pauHoCT.

M3raaxxkaane

[Tpu m3o0passiBaHe Ha €KpaHa B KOMIIIOThpHaTa rpaduka, JUHUHTE M KpaullaTa Ha CaMHUTE
00€KTH HE ca ChBCEM TJIAJKHM M TIPH TO0-I00pO BIVICKIaHE HsIMa Kak Jla He ce 3a0enexu HazhOBaHe,
0COOCHO M0 JUaroHaJHHUTE JUHUU. HauynBaHeTo MMa CBOETO OOSICHEHHE - €KPaHBT CE ChCTOHM OT
MUKCEIW, KOWUTO TIPEJCTAaBIsIBaT MUHHATIOPHM KBajapatdera. Ha momomy wnaBa TEeXHOIOTHSTA
Antialiasing, xosTo ce n3passiBa B CJICIHOTO: PH H300pa3sIBAHETO HA JIMHUH CE WU3IOJ3BAT IO-TOJISIM
Opoil MUKCENHN KaTo Pa3IMdHOTO €, Ue 3a KpaHUTE MUKCETHH CIUHUIM CE 3a/1aBa MOJIYIPO3PadyHOCT.
Taka OKOTO HM HE MOXKE Ja pa3rpaHUyM SICHO HAYyIIBAaHETO HA JIMHUATA U KaTo e(eKT ce moiyvyaBa
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riajka JuHus. M3rnaxaaHero Ha Kpauiiata Ha 3albJIHEHH 00CKTH € J10CTa MO-TPYAHO U BMECTO HETro
Ce U3MO0JI3Ba IBJIHOCKPAHHO M3MIIAXKJaHE Ha BCHYKO IO CIIeHATa.
3a u3rnaxaaHe Ha JIMHUUTE € HY)KHO J1a C€ U3IMBIHAT (PyHKIHHTE:

glEnable (GL_LINE SMOOTH) ;
glEnable (GL_BLEND) ;
glBlendFunc (GL_SRC_ALPHA, GL_ONE MINUS SRC ALPHA) ;

HamnpaBeHuTe TyK IEMOHCTpAIMU ca ¢ TOTOBH OOCKTH, 33 KOMTO HOPMAJIHUTE BEKTOPHU ca 100pe
W3YUCIICHH. 332 HECTaHJAPTHU OOEKTH, KOMTO TMOTPEOUTENsI caM IIe MOJEIHpa M Ch3laje, 3a Ja ce
MIOCTHTHE PeaJIMCTHYHA BU3yallM3alusa, TpSOBa Jla ca KOPEKTHO Je(HHUpPAaHH HOPMAJIUTE Ha BCHUKH
9acTH Ha OOEKTUTE, 3aIIOTO CIOXKHUTE OOCKTH C€ CHhCTOSAT OT OTIEIHM Iapyera, KOMTO TpsOBa Ja
O0baat 1o0pe CheTMHEHH.
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