Iovio IMavemotiuo, Tpfqpa IIAnpo@opukig
I'pa@ikd pe Yroroyrotég

Epyaotipro 3 — YAKG, @OTIONOS KUL POUATIGNOS

310 gpyooTiplo owtd Ba SOVUE TO UOVTELD POTIOUOV OV Voot pilel n OpenGL, kai
OGS VoL AALACOVUE TIG IOIOTITEC TOV VAIKOV TV TPLOLACTATOV LOVIEAMV GTN CKNVI.

dotiopés oty OpenGL

H OpenGL vroompilel éva amiomompévo poviéro tomkon eoticpov (local lighting
model) mov Paociletar omv ovvbeon Eupecov (ambient), didyvtog (diffuse), ko
Kkatevuvouevng avaxkioong (specular) poticuov.

I=mis,+ (n) mg*sg + (r'v)™ me*s

Ouuifovpe OTL T0 My, Mg, Ms ivol ToL XPOUOTO VAIKOD, KOl TO Sa Sd, Ss €lvol Ta
YPDOUATO TOV GLGTUTIKOV TOV QOTOC (0oL TaL SOVUE 0PYOTEPQ).

Kdabe ocuvBetikd 10V HOVTELOD QOTIGHOV UTOPEL VO TAPUUETPOTOmOel Eeymwplotd
UEG® €VOG aeT eviormv ¢ OpenGL.

"Enpeooc ootiopog (ambient light) s,

O £uuecoc EMTICUOG OeV EYEL KATO10L GUYKEKPLUEVT] TomobEaia ko kKaTeLOVVO GTNV
oknNvy. Oepeiton OTL TPOEPYETOL OO TV CLVOAKT] OVAKAQGT TOV POTOC 0 OAEC TIC
EMPAVELEG NG okNVNG. ‘Exel otabepn Eviaon yioo OAN TNV KNV Kol YN CULOTOLELTOL
Y10 VO OMGEL KATO10 POTIGUO GTOL OVTIKELLEVO £0TM Kol av dev QoTifovion amevdeiog
amo o QOTEVY TN .

Auvtog potiondg (diffuse light) s

O Suayvtog POTIOUOG Exel Tomobeosion Ko Katehbvven Kol ovoKAATHL OPOIOHOPPa
oV emedavela (xopic vo. MUIovpyel yYLaAddes, omme Oa. avakiodTay TOVED 6 Eval
101%0). O d1éLTO¢ POTIGUOC eEUPTATAL LOVO QIO TNV YMVIOL TOL TEPTEL TO PO GTNV
EMLPAVELD.
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Diffuse Light Source

Light s scattered evenly

PoTiopdc KatsvBvvopevng avaxiaong (specular light) s

O ddyvtoc eotiopog Katevbuvouevng avakiaong £xel tomobecio Kot Katevbuven
Om®¢ Kol 0 ddyvtog arlhd oe avtifeon HE ALTO OMLOVPYEL EVIOVEC OVOKALGELS
(yoohddeg) omv emoedveia. H avaxioon avm efaptator amd v 0éom Tov
TOPOTN P TH.

Specular Light Source

Light is reflected
sharply and uniformly

Opilovtag éva g atny OpenGL

Eva go¢ opileton oty OpenGL cav «puown» oviotnta, &xel oniadn Oéom,
katevbovvon ko Eviaot. Opiopévoc apbudc ootov vrootnpiloviar amd v OpenGL
Kol qutd e&apTdTon Omd TV KAPTO YPUPIK®Y 0TV omoio, TpExel. Zuvibwg Oa eivar
v amd 8 ko Oa Exovv ovouacio GL_LIGHTO péypt GL_LIGHT{Max_Number}.

Ta eota givar kot owtd pépog tov state machine ¢ OpenGL dniadn omoladnmote
TOPUUETPOTTOIN G TOVG Bol TapaUEivel puEypL vou v airdEovue 1 va KhelGovpe v
EPAPUOYT.

H popon ¢ evioir] mov YproLLOTOLOVUE Y1, VO, DECOVUE L0l TTOPAUETPO GE EVA, YOG
EYeL v popon

gl Li ghtfv( G _LIGHTO, 6vouo_mapopétpou, T LUH_OXPapéTpou);

O 6voua,_mapauétpov kabopilel ol TaPAUETPO TOV POTOG BELOVUE V. aALAEOVE
my GL_DIFFUSE av 0¢hovue va 0&covpe TOo Sdyvto YpdUR TOV QOTOS 1

GL_SPECULAR av 6&hovue vo arrhacovue to ypoua ¢ yvoradog 1 GL_POSITION
av B&hovue va BEcovpe ™V ToTobEGia TOL PMTOC.

SOUQOVO UE TOVC KOVOVEG OVOUOTOAOYIOG 7OV OVUQEPUUE OTO ELCAYMOYIKO
EPYOOTNPLO, 1 EVIOAN QLTN TOipvEL cav Optoua (TN TOPUUETPOV) &va, VLo
(vector) amod aptBpov kivnme vrodioetorng (floating point). ‘Eva didvoopo kpatdet
Té€0oEPELC OPLOpoNC.

Avtiy1o. GL_LIGHTO pmopovue GUGIKA VoL P GLUOTOLCOVIE OTOL0 pmG BEAOVLLE.
o vo 6Ofcovue tO éuueco ootuopd (ambient light) dev  umopovue va
ypnotuomotcovue TV evtoin glLightfv 610t avt) agopd Eva GUYKEKPILEVO POC Ko
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0 EUUECOC QMTIONOC &ival KOOGS yioo O v oknvi| (dev TTpoépyetan ommd KAmolo
GUYKEKPLUEVO PMG dNAdN).

Ondte Y10, voL OECOVUE TOV EUUECO POTIGUO YPTCLUOTOLOVLLE TNV 101K EVIOAN

gl Li ght Model fv(G._LI GHT_MODEL_AMBI ENT, | i ght Anbi ent Col our);

omov lightAmbientColour to didvooua 1oV TEPLEXEL TO YPOUL TOV EUUEGOV PMOTIGUOD
v OAN TV KNV

Eot® 611 0pilovpie T TAPAUETPOVS EVOG PMTOG (OC:

G.fl oat |ight Anbi ent Col our[] { 1.0f, 1.0f, 1.0f, 1.0f };

G.float lightDi ffuseCol our[] { 1.0f, 1.0f, 1.0f, 1.0f };

G.float lightSpecularColour[] ={ 1.0f, 1.0f, 1.0f, 1.0f };
G.float lightPosition[] = { 1.0f, 0.0f, 0.0f, 1.0f };

Tote yio. va opio® TOV OTIGUO GTNV GKNVI L0V UE VAL QOC:

gl Li ght Model fv(GL_LI GHT_MODEL_AMBI ENT, | i ght Anbi ent Col our);
gl Li ghtfv( QA& _LI GHTO, G._DI FFUSE, | i ght Di ff useCol our) ;

gl Li ght fv(G&_LI GHTO, G._SPECULAR, | i ght Specul ar Col our) ;

gl Li ghtfv( G _LIGHTO, G._POSI TION, |ightPosition);

gl Enabl e( GL_LI GHTO) ;

To pwG nou HOAIG SNUIOUPYNOCAME NPENEI VA TO «AVAYOUHE» HE TRV XpRon
T™NG glEnable() npiv TOo XpNOIHONOINCOUHE. MnopoUUE avTioToiXa va TO
oBriooupEe HeE TNV XpRrion TnG glDisable(). Autd pag emiTpénel  va
dnUIoOUPYNOOUHE O00a P®OTA XPEIG(OPAOTE OE MIA OKNVRA KAl HETA va Td
avapoupE Kal va Ta oBRVOUNE Kata BoUuAnon.

To gwg¢ eivar éva mpoyuatikd aviikeipevo yio v OpenGL. Avtd onuaivel 6Tl 0
petooynuotiondc ModeView to emnpedlel pe amotéreopa va pmopel va, petakivnoet
KO VoL TEPLOTPAPEL GOV KAVOVIKO OVTIKELEVO.

Yl oty OpenGL

Eidape mog vo dnuovpyncovue &va omg oty OpenGL, xor maog opifovue Tig
TOPUUETPOVS TOV Sp, Sy S+ TO QOC OUMOC Elval £V HOVO GUOTATIKO TOV LOVIELOL
owTiopov. To g Oo pavel Tpaypatikd to avikeipevo (av Oa eivan pot, yvaiiotepd
K1) e€aptatan amd TO VAIKO TO 07010 E1vall «PTIOYUEVO.

>ty OpenGL pmopodpe va, 0picovpE TG 1010TNTEG EVOC VAIKOD (material) kot 1o mwhg
avtd Bo. GLUTEPLPEPETAL OTOV TECEL MG EMAv® Tov. Opilovue KAOe LAMKO Vo ExEl
K@molo «ypoua» m =(r, g, b, @ yw ovotankd OV EWTOC (EUUEsO, OLaYVTO,
Katevuvouevng avakioonc eontioud). I'a va kabopicovpe 10 TdE o Povel TO VAIKO
KAT® oo Eva oG TOMUTAUGIALOVIE GTOLYELD TPOC GTOLYEIO TOL AVTIGTOLYO YPDLOLTOL.

IMapdderypo £0Tm Eva, QMG pe Eppeco PoTiopd S = (1.0,1.0,1.0,1.0) kot é&va VKO pe
avtiotoyo ypouo Me= (0.5, 0.0, 0.0, 1.0). Tote OV POTIGOVUE TO VAIKO LE QAVTO TO
Q¢ O Eyovpe:
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Do pe S;=(1.0,1.0, 1.0, 1.0).

R=1.0 G=10 B=1.0

Yo pe my= (0.5, 0.0, 0.0, 1.0).

To emw¢ mov HoL avaKAUGTEL A0 TV EMPAVELD LE TO VAIKO antod Oa givon kokkivo (0.5,
0.0, 0.0, 1.0) pog Hovo to KOKKIVO (G UTOPEL VoL OVOKAAGTEL 0TO TO VAIKO QVTO.

Onwg ko pue Eva eog, 1 OpenGL emtpénetl va, 0picovpe T0 VAKO Lo EMQAVELONS
UEG® TNG EVTOANG
gl Materi al f v(GL_FRONT, &évopo_nopopéTpoyu, T LuH_DopauéTEou)

H napauetpog GL_FRONT kafopilel 6Tt 6A0vpE VO OPICOVLE TO VAMKO UOVO Y10, TNV
CUTTPOGTA» TAEVPE, TOV TPLYDOVOL, AN TNV TAELPA OV PAETEL TPOC TNV KAUEPQL.

T €ival HNPooTa Kai TI Niocw NAEUPA EVOG TPIYDVOU;

'‘Eva Tpiywvo oto TPIBIdoTaTo XWPO Eival €va «(puaiko» AVTIKEIUEVO TO OMoio &xel 2
MAEUPEC Kal KATA kavova MpEnel va TIC PWTICOUNE Kal va OpPIiCOUNE UNIKO Kal yid TIC
duo.

Ma va Eexwpiooupe TIC OUO AUTEC MAEUPEG opifoupe TNV ceipd WPE TNV oroia TIG
JIaTPEXOULE. '

vl vl

180° Trsg'morpocpr']

v3 v2 i v2 v3

AG unoBooupe OTI OTO ApXIKO TPIYWVO 0PIfOULE TIC KOPUPEG KE TN CEIpd V1, v2, v3 Kal
opiloupe auTr TNV @opd w¢ deEidaTpodn (clockwise). Av MEPICTPEWOUNE TO TPIYWVO
180° WG NpoG TNV KABETO Kal dOKINACOULE va To DIATPEEOUNE E TNV CEIPA MOU opicape
TIC KOPUPEC Ba napoupe apiotepocTpo®n (counter-clockwise) gopd (dnAadr n NnAsupa
Mou oTo apxIkd «EBAENE» MPOC TA EUAG TWPA «BAEME» MPOG TA MiCW.

Me QuTA TN YVWON HAOPOUME VA €PAPHOCOUNE HEPIKEC BEATIOTOMOINCEIC KATA TNV
aneikovion.

'OTav 7O TPIYWVO €ival PHEPOC EVOC KAEIOTOU POVTEAOU (MIAg opaipac, evoc KUBoU, evog
KUAivOpou) povo n pia Tou mAeupd eivalr navra opatr (n aAAn DdeixXVel OTO £0WTEPIKO
TOU avTIKeIgévou). OnOTE YUNopoURE va eMAEEOUE va «Bawoupe» pdvo Ta deEidoTpopa
Tpiywva. 'Onwg eniong Pnopous va emAEEoUE kKaBOAoOU Ta Tpiywva nou BAEMOUV NPOG
Ta «niow» yiaTi BpiokovTal oTnV NAEUPA TOU AVTIKEIUEVOU MOU dev gival opdaTr) anod Tnv
kauepa. H Texvikr autn Aéyetal culling kai kavel Tnv aneikovion noAU ypnyopoTepn
(HeIvel PEXPI Kal axedov 50% Tov apiBuo TwV TPIYOV®Y Mou NPEMEl VA aneikovioTouv,

>Tnv OpenGL gvepyonoloUpe To culling He 2 EVTOAEG

/| evepyomoinon
gl Enabl e( GL_CULL_FACE) ;
/] opLopéc Tplywvou «aploTepdoTPo@nc» @EopdC WG HIPOCT

gl Front Face( G._CCW ;
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Yrapyovv Ko GAAEG TIUEG Yoo TNV TPMOTN Tapauetpo omw¢ GL_BACK 7
GL_FRONT_AND_BACK mov opifovv o€ mO1EC TAEVPEC VO EPAPUOCOVLE TO VAIKO,
OUMC kAT Kavova, Oa xpnoipomotovpe wovo to GL_FRONT.

Mmnopovpe va BEcovpe T o€ &vay optiud TOPAUETPOV DAIKOV LE TNV EVIOAN QTN
onw¢ GL_AMBIENT, GL_DIFFUSE ko GL_SPECULAR, moOv QVTIGTOLXOUV GTO
YPOUOTA My, Mg, Ms GTO HOVIEAO QOTIGHOV OV ovaeépape. H evioln ommg
QOVEPOVEL KoL TO Gvoua TG dExeton Eva S1avouspa 4 apldumy Kivntig vTodloeTOANG.

YRapyel Ko o, Tapoiioyn e EVIOANG ovTh, N

gl Materiali (G_FRONT , évouo_mopauéTtpou, T LUA_TaPouéTpou );

OV OEXETAL £VOL OKEPALO GOV TN TOPAUETPOV. Mmopel va ypnotpomombei yio.
TOPUUETPOVG VAIKOD 1oV O€yovtal Evav apduo wy m GL_SHININESS mov opilet
OGO yvoloTepN elval 1 EMPAvVEL, Ko Toipvel TIWEG amd 1 uéypr 128.

Av yoo Topddetypo BEAOVUE VO OPIGOVUE EVOL DAIKO Y10 TOL OVTIKEIUEVL HOG TOTE
Kdvouue to &N

G.fl oat nmterial Anbi ent Col our [ { 0.2125f, 0.1275f, 0.054f, 1.0f };

G.fl oat nmaterial D ffuseCol our | { 0.714f, 0.4284f, 0.18144f, 1.0f };

G.fl oat nateri al Specul ar Col our[] { 0.393548f, 0.271906f, 0.166721f, 1.0f};
gl Materi al f v(GL_FRONT, GL_AMBI ENT, mat eri al Ambi ent Col our);

gl Material fv(G._FRONT, G._DI FFUSE, materi al D ffuseCol our);

gl Materi al f v(GL_FRONT, GL_SPECULAR, mat eri al Specul ar Col our);

gl Material i (GL_FRONT, GL_SHI NI NESS, 128) ;

—
o

Opilovtag T0 MG Kol TO VAIKO TOV GVIIKELUEVOL EXOVUE OPIOEL TANPAOC TO HOVIELOD
QOTIGUOD TNG OKNVIC.

Eion ootov ety OpenGL
H OpenGL vroompilel To 3 o sradedopéva 101 OTOV

F Inuawoké @og (point light): é&yert 6éom ko ypoua driia Oyt KotevHuvon.
AxtvoPoirel 10 o¢ e&£loov TPOg OLEC TIG KATEVOVVOELG

» Ilpofoiéag (spot light): &xel 6éon ko ypmdpo kot Kotevbvven. Axtivopforel to
Q¢ €160V LE LOPOT KOVOV TPOG oL Katenbvven (oo Qokog)

» Katevbuvouevo oug (directional light): &xer ypodpo kot katedbovon arid oy
0&om. Oempeiton OTL 1) TNYN TOL PPIOKETAL OMEIPMG HOKPLA KOl OAEG O1 OKTIVEG
QwToC glvon Topdrinies (6mwmg 0 HA0C)

Eva. 9o¢ oty OpenGL eivon eéopiopod onuetaxd. Av 0&hovpe voo 10 KAVOLUE
katevbovouevo (directional) to udvo mov ExovpE Vo KAVOVUE EIvol Vo UNdEVIGOVUE
TNV TEAELTOIA TI TOV SVOCUATOG BECT|G TOV:

G.float lightPosition[] = { 1.0f, 0.0f, 0.0f, 0.0f };
gl Li ghtfv( G _LIGHTO, G._POSI TION, |ightPosition);

Av B&hovpe va Onuovpynoovue Eva Qoc-mpofoifa mpEmEL vo oploovue 2
MOPAUETPOVE, TNV YOvVie TOL KOVOL QOTOG 7oL  Omuovpyel Tt0  mpoPoréong
GL_SPOT_CUTOFF kot v katevbvven GL_SPOT_DIRECTION tov k®vov ¢mTds.

gl Li ght f (GL_LI GHTO, GL_SPOT_CUTCFF, 20. 0f ) ;
gl Li ghtfv( Q& _LI GHTO, G._SPOT_DI RECTI ON, spotDir) ;
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Xpopatiopés ety OpenGL
ATO TV OTLYU] TOL £XOVUE VTOAOYICEL TO YPOUC EQOPUOLOVTAG TO HOVIELOD
QOTIGHOV 0€ KOmolo onueio (1] Kot TEPIGGOTEPH ONUELR), TPETEL VO OKEPTOVUE TTOC
O ¥PNOLOTOMGOVUE GVTO TO XPOUE Y1 VO fdyovpe To Tpiymvo. Avth 1 dladkacio
Aeyetan ypopotiopog (shading).
H OpenGL vroompilel 2 TpOTOVEC YPOUATIGUOD AVTIKEIUEVOD:

1. Ztabepog ypopuatiouoc (Flat shading)

2. Gouraud ypopotiopdg (Gouraud shading)
Y1a0gpoc ypopatiopog (Flat shading)

Me avtn ™V puébodo xpNGIUOTOIOVUE TO HOVIEAD QMTIoUd (N Kamola aiin pEHodo)
Y10 VO VTOAOYIGOVUE vl ypduo. Emerta ypnoiponotobue autd 1o Evo xpouo yio vo,
Bawyovue 620 10 Tpiywvo. Eivor mold ypnyopn HEO0SOG YpmUATIGUOD, aALE deV
TOPAYEL KOAG OMTIKG OOTEAEGUOTA TOPE HOVO OTaV aplOpoc TOV TPLYOVOV GTO
OVTIKELUEVO ElvaL Peydhog.

O otabepoc ypouatiouds evepyomoteitar oty OpenGL pe v gpnon e EVIOM|C
gl ShadeMbdel ( GL_FLAT);

Gouraud ypopnetiepos (Gouraud shading)

Me vt ™V puébodo xpNGLOTOIOVUE TO HOVIEAD QMTIoUO (N Kamola aiin pEHodo)
YIOU VO, DTOAOYICOVUE EVO YPOUX avl Kopuen Tplydvov. Emetta ypnoipuomnolovue
ypouuikn mopsuforry (linear interpolation) ovtdv tov 3 ypoudtov yioo va
VIOAOYICOVUE TO YPOUO GE OMOIOOMNTOTE ONUE0 Tov Tprymvov. H pébodog avty
TOPAYEL KOADTEPOL OTTIKA OMOTEAEGUOTOL OTO TNV TPONYOVUEVT. ATOUTEL Ko oUTh
OUMG CYETIKA UEYAAO APLOUO TPLYDVOV GTO OVTIKELUEVO Y10 VOL KAVEL KOAT] QTEIKOVIOT
Katevuvouevov avtavakidoeny (Specular reflections)

ny

.
-
;..

v
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=\
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O ypopotiopog Gouraud evepyomoteiton oty OpenGL pe v xpron ™¢ evioang
gl ShadeMmbdel ( GL_SMOOTH) ;

Egappoyn povréhov goticpod oty OpenGL

2NV onuepv] €pYOCTNPLOKY Goknotn Od EQUPUOCOVUE TO HOVIEAD QOTICUOV TG
OpenGL a1 évol VAIKO G€ €va, aVTIKELHEVO Y10 VO KATOAAPOVUE KOADTEPH, TOV POLO
TOV TOPOUETPOV TOV QOTICUOD Kol TOV VMKOD OTNV TEMKN EUQAVION TOL
OVTUKELUEVOV.

doptmote to project lab3.dev oto mepipariov avartuéng epappoymv DevCH+.

O khdKog ™¢ epaproyng Ppioketal oto apyeio main.cpp. O KOSk mepLEYEL oydALN
YL OAQL TOL ONUEID, TOV TPOYPALUUOTOC TOV UG EVOLAPEPOVY. KOopUATio, ToV KMotKa,
Kol GAAEC TOPUUETPOTOMGELS OEV WOG OLPOPOTVV GE QUTN TNV GOKNGCN KOl HEVOLV
aoYOAMOOTOL.

H epapuoyn axorovbei 10 yvOOTO GKEAETO OV YPIGULOTOLOVUE GTIS EPYUCTNPLUKEG
ackNoelg e po mpoobnin. Xtnv onuepwvn doknorn 6o xpNGLUOTOIMGOVHE [
oLUVAPTNON Ylo. Vo «OlofACOVUE» TO TANKIPOAOYIO Kol To. CUrsor keys mote va
UETOKIVI|COVE TO LOVTEAO UG AVAA0YOL LE TV E1G0O0 TOV YPNGTY.

H cvvéptnon mov 1o kdvel qutd ivon

voi d speci al KeyPress(int key, int x, int y);

Kot 0 Tpomog wov v opilovue (kévovpe register oto GLUT) givan péom g

gl ut Speci al Func(speci al KeyPr ess) ;

Kaiobpe avti mv cuvaptnon yia va opicovpe v specialKeyPress() péoa amod v
owvaptnon main(). H specialKeyPresy) xokeiton kébe @opd mov matovpe amd o
«e1dka» manktpa, omog CTRL, SHIFT, cursor keys. Av eivon K@moto otd to Cursor
keys arlalovpe T yoVia TEPLGTPOPTC TOV AVTIKELEVOD OVAAOYQL

init()

Y& aUTO TO EPYUOTHPIO KAVOVUE UEPIKEG EMUTAEOV OPYIKOTOMGE OTNV GLVAPTNGON
init() mov &govv va Kavovpue e TO POTIOUO TOL povtélov. Opilovue Tov EUpeco
QOTICUO GTNV GKNVN LE TNV EVIOM

gl Li ght Model fv(GL_LI GHT_MODEL_AMBI ENT, | i ght Anbi ent Col our);

Kot dnuiovpyovpe éva diffuse (d1dynto) emg kot Evo VKO UE TIG EVIOAES

gl Li ghtfv( G _LI GHTO, G._DI FFUSE, | i ght Di ff useCol our) ;
gl Enabl e( GL_LI GHTO) ;

gl Materi al f v( GL_FRONT, GL_AMBI ENT, mat eri al Arrbi ent Col our) ;
gl Material fv(G._FRONT, GL_D FFUSE, materi al D ffuseCol our);

Emiong emiéyovpe otabepd ypopotiopo (flat shading) yia to avrikeipeva pog

gl ShadeMbdel ( GL_FLAT);

renderScene()
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O1 KVPLOTEPES AAAALYEC OLPOPODV TOV POTIGUO TS OKNVIG. [0 VoL OTTTIKOTO1 GOV E TO
QMG TNG OKNVIG Uag, 0o 10 Coypa@icovUE GV oL WKPT KITPIVI GQALPa IOV EXEL TNV
10100 O€0T e TO TPAYUOTIKO POXC.

To mpayuatikd eog¢ to tomobetovue oV BEon lightPos uésw ¢ evioing:
gl Li ghtfv(G&_LI GHTO, G._POSI TI ON, | i ght Pos) ;

Emiong ehéyyovue ov TPEMEL VO, TEPIGTPEYOVUE TO QMG KOL TNV GOALPO TOL TO
avaTopLoTd.:

/| nepictpele To owg yUpw amd Tov Z

gl Rot at ef (Li ght Angle, 0.0f, 0.0f, 1.0f);

[l éxeyEe &v mpémel va add&ioupus TNV yeovio HeEPLOTPOEHC TOU QWIOHC

i f (RotatelLight)

Li ght Angl e += 0. 1;
}

TELOG TEPIGTPEPOVLE TO OVTIKEIUEVO OVAAOYO UE TNV €10060 TOL YPNOTH KOl TO
amewoviovpe oy 006vn

|/ nepictpeles To awTLlKelpevo yUpw amo tov X kat Y av&royx pe Inv
/] vovia mou éxel xaBopiocel o XpRoIng

gl Rotatef (xRot, 1.0f, 0.0f, 0.0f);
gl Rotatef(yRot, 0.0f, 1.0f, 0.0f);

gl Scal ef (0.3,0.3,0.3);
/] emérele 11 Oa lwypoeicouus
if ( MdellD == 1)

/] oypdeloe To poviéro Tou dlLactnuomiolou

render Model (obj ect);

}
el se

Il loypdeioe tnv cepuxipa

gl ut Sol i dSphere(15. 0, 20, 20);
}

IMotoviog 10 mAKTpo ‘M’ emAéyovue av B0 OMEKOVIGOLUE TNV oQaipa 1 &va.
dlaommuonioto. Emiong pe 1o mktpo ‘@’ pmopolue Vo EUPAVICOVUE KOl VO
Kpoyouvue To ocvoTua aEOvVev Tov KOcpov uoac. Me to spacebar umopodue va
KAVOUUE TO QMG VO TEPLOTPEPETOL YUP® OO TO OVTIKELUEVO pag. TELOG e T CUrsor
keys (Berdiia) pumwopoue Vo TEPIOTPEYOLLE TO AVTIKELUEVO LOC.

payporto va dokipdoers

A) Avénote tov aplipd TOV TOAVYOVOV TOV YPNGILOTOLOVVIOL Y10 THV QTEIKOVION
™G oQaipagc.
gl ut Sol i dSpher e(15. 0, 20, 20);

Kavte toug dvo terevtaiovg aptbpovg (100, 100) ko (300, 300). Tt cvpPaivel pe v
TOLOTI T OMEIKOVIONC;
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B) v ocoaipa pe tov apyikd opbud morvydvev dokiudote va arlhaéte To
ypouotcpd oe Gouraud (cuvaptnon init())
gl ShadeMmbdel ( GL_SMOOTH) ;

AOKIUAOTE TTAAL VO AUENCETE TOV OPLOUO TOADYDVAOV TN SOALPIG.

I') AlhGEre T ) uébodo YPOUATIGUOD GE
gl ShadeMbdel ( GL_FLAT);
KoL TV 6aipa 6To apytkd aptopd TOAVYOVOV

gl ut Sol i dSpher e(15. 0, 20, 20);

Taopa tpocHiote KatevBLVOUEV AVAKANGON GTO QMG KOl 6TO VAKO. Avtd Oa yivel
otmv init()

Kéto and mv

gl Li ghtfv( Q& _LI GHTO, G._DI FFUSE, | i ght Di ff useCol our) ;
IMpocHéote (ue copy-paste)

gl Li ght fv( & _LI GHTO, G._SPECULAR, | i ght Specul ar Col our) ;

Kot kédto ano myv
gl Material fv(G._FRONT, GL_DI FFUSE, material Di ffuseCol our);

ITpocHéote (ue copy-paste)

gl Materi al f v(GL._FRONT, GL_SPECULAR, nateri al Specul ar Col our);
gl Materi al i (G._FRONT, G._SHI NI NESS, 128) ;

A) Aoxudote o To fruata A ko B

E) Kavte 10 omg ¢ oknvng katevbovopevo (directional) undeviovtog to televtaio
OTOLXELD TOV SLOVVCUOTOC BEGTC

lightPos[] = { 9.0f, 9.0f, 0.0f, 1.0f };

Z) Kavte 10 9o¢ ™¢ oknvic mpoforca. Emavagépete 1o lightPos oy apykr tov
TN Kot TPOGHESTE TIC €41 EVTIOAES GTO TTPOYPOLLLLOL

Ymv init() xdto omo mv
gl Li ght fv(G&_LI GHTO, G._SPECULAR, | i ght Specul ar Col our) ;

IMpocOéate TV eviorn
gl Li ght f (GL_LI GHTO, GL_SPOT_CUTCFF, 20. 0f ) ;

>mv renderScene() kdtm amd ™mv
gl Li ghtfv(G&_LI GHTO, G._POSI TI ON, | i ght Pos) ;

IMpocOéate TV eviorn
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gl Li ghtfv( G _LI GHTO, G._SPOT_DI RECTI ON, spotDi r) ;

H) Ald&te Ti¢ mopopETpovg tov vikoy (material) doxipualovtog d10popa. VAKE amd
tov mivaka. ( Oo Ofoete TC véeg TipéC oto davvopoto material* Colour[] omv
KOpVON T0L apyeiov main.cpp. Aev o odrhaéete Ta POTO. )

Kwaorag AvayvwaTou 2eAida 10 26/11/2008



