Jlekuia 8

NNabopaTtopHa poboTa 8

OcBiTneHHsA

Konbopwu

OcHOBHe OCBITNEHHSs
MaTepianu

KapTu ocBiTneHHsA
CgBitnoBi ponuku

Kinbka BOrHis

Konbopwu

Y nonepeaHix po3ainax MM KOPOTKO BUKOPUCTOBYBanu Ta MaHinynoBanm
KONbOpamMu, arne Hikonu He BU3HA4Yanm ix HanexHum YuHom. TyT Mu o6roBopumo, Lo

TaKe KONbopHu, i TOYHEMO CTBOPHOBATU CLEHY AN ManbyTHIX po3ainiB OCBITNEHHS.

Y peanbHOMYy CBIiTi KONMbOPU MOXYTb MaTu OyAb-siKe BioMe 3HaYE€HHS KONbopy,
NpUYOMy KOXeH 00’eKT mae BnacHum konip(u). Y umcppoBomy CBiTi HaM NOTPiIOHO
3icTaBUTU (HECKiH4YeHHY) pearnbHi Konbopu 3 (obmexeHnmu) uncgpposumu
3Ha4YeHHAMU, TOMY He BCi pearibHi KOJIbOpU MOXHa npeacTaBuTU LU pPoBUM
cnoco6om. Konbopu npeacrasneHi uncgppoBMmM cnocob6om 3a 4ONOMOroro

KOMMNOHeHTIB red, green Tta blue, siki 3a3Bn4am ckopouyroTbca sk RGB.

BukopucToBYOUM Pi3Hi KOMBiHaUil nuwe uux 3 3Ha4YeHb y gianasoHi [0,1], mu

MOXXeMO NnpeacTaBuUTU Manxe Oyab-akun konip. Hanpuknag, wo6 orpumaTm

KopaJsioeul Konip, MM BU3HA4YaEMO KOSMiPHUN BEKTOp SK:


https://learnopengl.com/Lighting/Colors
https://learnopengl.com/Lighting/Basic-Lighting
https://learnopengl.com/Lighting/Materials
https://learnopengl.com/Lighting/Lighting-maps
https://learnopengl.com/Lighting/Light-casters
https://learnopengl.com/Lighting/Multiple-lights

glm::vec3 coral(1.0f, 0.5f, 0.31f);

Konip 06’ekTa, AKMi M1 6a4MMO B peanbHOMY XWUTTi, — Lie He Konip, AKun BiH Mae
Hacnpasgi, a KonipeigobpaxeHiBig 06'ekta. Konbopwu, AKi He NnorNMMHaKTbLCA
(BiaKuparTbLCA) 06’EKTOM, € KONLOPOM, AKUA MU cpMUMaemMo. AK npuknaa, cBitTno
COHLS1 CNPUAMAETLCA AK Gine cBiTNO, fIKe € CYKyNHICTIO 6aratbox pisHUX KOnbopiB
(Ak B moxeTe 6a4nTK Ha 306pakeHHi). AKLWO MU NOCBITUMO LUM Binum cBiTNOM
CUHIO irpaluKy, BOHa norfnuvHe BCi NiaKoNnbopu 6inoro KonbLopy, KpiM CUHLOrO.
OckinbKu irpawika He NOrnNMHae CUHIK YacTUHY, BOHa BiabMBaeTbcA. Lle BigbuTe
CBIT/IO NOTpPanA€ B Halwe OKO, CTBOPIOHOYM BPaXXeHHS, LLO irpalika Mae CUHIN Konip.
Ha HacTynHOMy 306paxeHHi NoOKa3aHo ue Ans irpawku KopanoBoro Konbopy, e

BOHa BifoOpaXxae Kifnbka KonbopiB i3 Pi3HOI iHTEHCUBHICTIO:

Bu 6auute, o Gine coHAYHE CBITNO € CYKYNHICTIO BCiX BUAMMMUX KONbOPIB, i 06’€EKT
nornuHae BenmMKy 4YacTuHy LuxX KonbopiB. BiH Bino6paxae nuiwe Ti Konbopwu, AKi
npeAacTaBnNsAOTb KOmip 06’€KTa, a NOEAHAHHA LUX KONbOPIB € TUM, WO MU

cnpunmaemo (y Lbomy BMNagKy KopanoBun Konip).



TexHi4YHO Le Agewo cknagHiwe, ane My ainaemMo A0 uboro B po3ginax PBR.

Lli npaBuna BigobpaxeHHA KONnbopy 3aCTOCOBYHTLCA 6e3nocepeaHbLO B rpadili.
Konu mu BM3Ha4yaemo pgxepeno cBitna B OpenGL, Mu xo4emMo Hagatu LbomMy
Axepeny cBiTna konip. Y nonepeaHboMy naparpacdci y Hac 6yB 6inun konip, Tomy mm
TaKoOX Hagamo gxxepeny csitna 6inun konip. AKwWo MU NOTIM NOMHOXUMO Konip
A)xepena cBiTna Ha 3Ha4eHHS Konbopy 06’eKTa, oTpuMaHuUK Konip 6yae BiAGUTUM
KONbOpOM 06’eKTa (i, TaKUM YNHOM, MOro KONMbOPOM, SIKUA crpunMmaeTbea). [laBante
3HOBY PO3rfsIHEMO Hally irpalkKy (4boro pa3sy 3 KOparoBUM 3HA4Y€HHAM) i
NoAUBUMOCH, IK MU 06YMCNIUMO T KONip, AKMA CNpUMUMaETbLCA B rpadivyHomy
npocTtopi. Mn oTpMMy€eEMO pe3ynbLTYIOUMA BEKTOP KOSNbOPY, BUKOHYHOUUN

NOKOMIMOHEHTHE MHOXEHHSA MiXK BEKTOpaMu KONnbopiB cBiTna Ta 06’ekra:

glm::vec3 lightColor(1.0f, 1.0f, 1.0f);

glm::vec3 toyColor(1.0f, 0.5f, 0.31f);

glm::vec3 result = lightColor * toyColor;

Mwu 6aunmo, Wo Konip irpalwku rnoasiuHae BenuKy 4YactTuHy Ginoro ceitna, ane
BifoOpaxae Kinlbka 4epBOHUX, 3eNeHUX i CUHiIX 3Ha4YeHb Ha OCHOBI NOro BrnacHe
3Ha4YeHHs Konbopy. Lle yaBneHHs Npo Te, AK KONbopu npauloBaTUMYThb y pearibHOMY
XUTTi. TaKUM YMHOM, MU MOXXEMO BU3HA4YUTU KONip 06’€KTa K KislbKicmb KOXHO20
KOMITOHeHma KoJsibopy, sIKuli eiH sidbueae ei0 O)xepesia ceimna. A WO CTaHeTbCA,

SIKLLO MM BUKOPUCTAEMO 3erieHe CBiTno?

glm::vec3 lightColor(0.0f, 1.0f, 0.0f);

glm::vec3 toyColor(1.0f, 0.5f, 0.31f);



glm::vec3 result = lightColor * toyColor;

Ak mn 6a4mmo, irpalika He Mae 4YepBOHOIO Ta CUHLOTO CBIiTNa ANs NOrNMMHaHHA
Ta/abo BigoOpaxeHHS. Irpallka TakoX NOrfiMHa€e NOoNoOBUHY CBITI0-3eN1eHOro
KONbOpY, ane TakoXx BifabuBae NOMIOBUHY CBiTNO-3e51IeHOro Konbopy. ToAai konip
irpawku, AKMM Mu cnpunmaemo, 6yae TeMHo-3eneHyBaTum. M 6a4mMmo, WO AKLIO MU
BUKOPUCTOBYEMO 3eJieHe CBITIO, NIule KOMMNOHEHTU 3e/IeHOro KONIbOpY MOXYTb
OyTu BiAOGUTI i, TaKUM YNHOM, CNPUNHATI; He CNPUAMAIOTLCA YePBOHUMN i CUHIN
Konbopu. B pesynbraTi KOpanoBun o6'eKT panToBO CTa€E TEeMHO-3eNleHyBaTUM.

HaBanTe cnpobyeMo Lie OAUH NPUKNag i3 TEeMHUM ONIMBKOBO-3€NIEHUM CBIT/IOM:

glm::vec3 lightColor(0.33f, 0.42f, 0.18f);

glm::vec3 toyColor(1.0f, 0.5f, 0.31f);

glm::vec3 result = lightColor * toyColor;

Ak 6a4unTe, MM MOXXEMO OTPUMATMU LiiKaBi KONbOpU Bif 06’€KTiB, BAKOPUCTOBYHOUYM

pPi3Hi Konbopu cBiTna. TBOPYO NiAINTU A0 KONMbOPIB HEBAXKO.

Ane nocutb Npo Konbopwu, AaBanTe NOYHEMO GyayBaTU CLiEHY, Aie MU MOXEMO

eKCnepuMeHTyBaTu.

CueHa OCBIiTNeHHSA

Y HacTynHuX po3ainax Mmym cTBoOproBaTUMEMO LiKaBi BidyaribHi edpekTu, iMmiTyroumn
OCBITIIEHHSA peanibHOro CBITY, LUIMPOKO BUKOPUCTOBYHOUYMN KONbopu. OCKinbKu Tenep

MK OyaeMo BMKOPUCTOBYBATU Axepera CBiTna, MM Xo4eMo BigobpasunTu ix sk



Bi3yanbHi 06’€KTU Ha CLieHi Ta goAaTyu NpUHaNMHi oAuH 06’eKkT Ans imiTauii

OCBITNEeHHSA.

Mepwe, WO HaMm NOTPiOHO, Lie 06’EKT, HA AKMN MOXHA MPONIUTU CBITIO, | MK
BUKOPUCTAEMO CYMHO BifoMNM Ky6-KOHTEeNHep i3 nonepenHix posainis. Ham Takox
3HaAoOUTBLCA CBITNOBUN 06’EKT, LWOO NokKasaTu, Ae 3HaxoAUTLCA AXepeno cBitna B
3D-cueHi. [inA NpocTOTM MM TaKOX NpeaAcTaBMMO AXXeperno cBiTna Kyoom (Mu Bxe

MaeMo faHi BepluvHU, Nnpasaa?).

OTxe, 3anOBHEHHsA 06’ekTa Oychepa BepLUMH, BCTAHOBIEHHA NOKaX4uKiB aTpuoyTiB
BepLUUH i BCe Le Mae 6yTu Ansa Bac yke 3HaloMum, TOMy MU He Byaemo npoBoaUTHU
Bac Yepes Ui Kpoku. FAKLWOo BM BCe e He 3HaETe, WO 3 HUMU BiabyBa€eTbCs, A

NPONOHYI0 BaM NepernsiHyTU nornepeaHi po3ainy Ta, AKLWO MOXITMBO, BUKOHATH

BrnpaBu, nepLl HiX NnpoAoOBXEeHHHA.

OTXe, nepuwe, WO HaM 3HaAOOUTLCHA, Lie BEPLUMHHUN Wengep, Wob HamanBaTu
KOHTenHep. MNo3uLii BepLnH KOHTeMHepa 3anuwarTbCA He3MiIHHMMU (Xo4Ya Lboro
pa3y HamMm He 3HaJoONATLCA KOOPAMHATU TEeKCTYpU), TOMY B KOAi He NOBUHHO ByTuH
HiYoro HoBoro. Mu 6yaemo BUKOPUCTOBYBaTU CKOPOYeHY BepCilo BepLUMHHOIo

lwenaepa 3 OCTaHHIX po3ainis:

#version 330 core
layout (location = 0) in vec3 aPos;

uniform mat4 model;
uniform mat4 projection;


https://learnopengl.com/code_viewer.php?code=getting-started/cube_vertices_pos
https://learnopengl.com/Getting-started/Hello-Triangle

void main()

gl_Position = projection * view * model * vec4(aPos, 1.0);

==

O60B’A3KOBO OHOBITb AaHi BEPLUMH i MOKaXX4YUKU aTpuOyTiB BiANOBiAHO A0 HOBOro
lwenaepa BepLIMH (SKLLO Xo4yeTe, BU MOXeTe 3anuLinT AaHi TEKCTYPU Ta NOKaXKYMKU

aTpmOyTiB aKTUBHUMMU; MM NPOCTO 3apas3 iX He BUKOPUCTOBYEMO).

OcKinbKn My Takox 3upaemocs Bigobpasutm Kyb mgxepena cBitna, MM Xo4emo
ctBopuTn HoBun VAO cneudianbHO anAa axepena ceitna. Mu mornun 6 Bigo6pasutu
Lxeperno cBiTna 3a gonomoror Toro camoro VAO, a NOTiM BUKOHATMU KifnbKa

nepeTBOpPeHb NOJIOXKEHHS CBiTNa Ha maTpuui model, ane B HaCTYNHUX po3Ainax Mmu
[aHi BepLUUH i NOKaXX4nKu aTpubyTiB 06’€KTa-KOHTENHepa 3MiHIOBaTUMYTbCS
OOCUTb 4acTo, i M1 He X04eMo, Wo6 Ui 3MiHM NOLMPIOBANMCA Ha 00’ EKT gxxepena
cBiTna (Hac A6aloTb NnuLle NPO NOJSIOXKEHHA BEPLUUH CBITNOBOro Kyba), Tomy mu'

#39;cTBOpto HoBuK VAO:

unsigned int lightVAO;

glGenVertexArrays(1, &lightVAO);

glBindVertexArray(lightVAO);

IBindBuffer(GL_ARRAY_BUFFER, VBO);



glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(float), (void*)0);

glEnableVertexAttribArray(0);

Koa noBuHeH 6yTu BiAHOCHO npocTuM. Tenep, KONM MU CTBOPUIIU i KOHTEMNHePp, | KyO
AXxepena cBiTna, 3anmwunnocs BA3Ha4YMT OgHy piy, a came hparMeHTHUN Wwengep

AIK ANS KOHTeUHepa, Tak i Ana pxepena cBitna:

#version 330 core
out vec4 FragColor

uniform vec3 objectColor;
uniform vec3 lightColor;

void main()

=3

FragColor = vec4(lightColor * objectColor, 1.0);

dPparMeHTHUN Wengep NpMMMac sk Konip o6’ekra, Tak i CBiTnuM Konip Big eanHOI
3MiHHOI. TYT MM MHOXMMO KOfip CBiTNa Ha Konip (Biabutoro) o6’ekra, ik Mu

oGroBoproBanu Ha novaTKy uiei rmaBu. 3HOBY X Taku, Len wenaep mae 6ytu



NpocTUM ANA po3yMiHHA. [laBanTe BCTaHOBUMO Konip 06'eKkTa Ha KOpanoBUW Konip

OCTaHHbOI ceKLii 3 6inum cBiTnoMm:

lightingShader.use();

lightingShader.setVec3( , 1.0f, 0.5f, 0.31f);

lightingShader.setVec3( , 1.0f, 1.0f, 1.0f);

3anuwaeTbCcA 3ayBaXXUTK, LLO KONTIM MU NOYHEMO OHOBNIOBATU Ui weldepu
oceimsieHHs1 B HAaCTYNHUX po3Ainax, ue TakoX BnruHe Ha Ky6 axxepena cBitna, a ue
He Wo MU xo4yemo. Mu He xouyemo, WOO6 Konip 06’eKkTa mxepena cBiTna BNJMHYB Ha
po3paxyHKWU OCBITIIEHHS, a pajlue TPUMaAEMO pKeperio CBiTNa i3oNboBaHUM Bif,
pewTn. Mu xouyemo, WO6 mxepeno cBiTna Mano NOCTIMHUNA ACKPaBMU KONip, Ha AKUN
He BNJIMBAKOTb iHLWIi 3MiHU KONbOPY (Lile CTBOPIOE BPaXXeHHs, HION Kyb mxepena

CcBiTNna cnpaBai € Axeperiom cBiTna).

LLlo6 pocArtu uboro, HaMm NOTPiIGHO CTBOPUTU APYrMK Habip wenaepis, AKi MU
OyaemMo BMKOpPUCTOBYBaTU AN MantoBaHHA Kyba axepena cBiTna, TakUM YAUHOM
3axuLiaroum Big 6yab-sKMX 3MiH WenaepiB OCBITNEHHA. BeplwMHUM Wwenaep Takum
camMun, SiK i BEpLUMHHUNA Wenaep OCBITNIEHHA, TOMY BU MOXeTe NPOCTO CKoNitoBaTH
BUXiAHUN Koa. PparMeHTHUM Wenaep Kyba axxepena cBitTna rapaHTye, WO Konip

Kyba 3anuwaeTbCcA ACKpaBUM, BU3HA4YaKOuM NOCTiNHUM Ginun Konip Ha namni:

#version 330 core
out vec4 FragColor;



void main()

FragColor = vec4(1.0);

Konu Mu xo4yemo Bigo6pa3utu, Mm xo4emo Bifo6pa3nuTu o6’eKkT-KoHTenHep (ado,
MOXINMBO, 6araTo iHWKX 06’EKTIB) 3a AONOMOrolo Wenaepa OCBITNEHHSA, AKUA MU
LLIOWHO BM3HA4YMIIN, @ KON MU XO4YEeMO HamarnoBaTHu OXeperno cBitna, Mu
BUKOPUCTOBYEMO LUenAepu Axepena cBitna. Y posginax, npucBsa4eHUX OCBITNEHHIO,
MM NOCTYNOBO OHOBJIIOBAaTUMEMO LUEeMAEPU OCBITMIEHHSA, W06 NOCTYNOBO AOCAITU

Oinbw peanicTUYHUX pe3ynbTaTiB.

OcHOBHe Npu3HayYeHHA Kyba gxepena cBiTna — nokasaTu, 3BigKu BUXOAUTb CBIiTNO.
3a3Buyan MM BU3HA4Ya€EMO NOJIOXKEHHA AXepena CBiTNna Aecb Yy CUeHi, ane e npocTo
NOJIOXKEHHS, sike He Ma€ Bi3yanbHOro 3HayeHHs. LLlo6 nokasaTtun, ae HacnpaBai
3HaxXoAUTbLCA AXKepeno CBiTna, MU BidyanisyemMo Kyb y ToMy caMmomy Micui axepena
csiTna. Mu Bi3yanisyemo uewn ky6 3a gonomoroto wenaepa Kyba axepena cBitna,
LWo6 nepekoHaTUCH, WO KyO 3aBXAu 3anuwaeTbca 6inum, He3anexHo Big yMoB

OCBIiTINEeHHSA CLeHM.

OT1xe, AaBalTe Oronocumo rnobanbHy 3MiHHY vec3, sika npeacTaBnsie

po3TalyBaHHA gXepera CBiTna B KOOpAMHATax CBiTOBOro NpocTopy:

glm::vec3 lightPos(1.2f, 1.0f, 2.0f);



Motim Mu nepeBOoAMMO KyO AXxeperna CBiTNa B NOMIOXEHHSA AXepena cBiTna ta

3MEeHLWYEMO MOro MacLuTab nepea BiATBOPEHHSAM:

model = glm::mat4(1.0f);

model = glm::translate(model, lightPos);

model = glm::scale(model, gim::vec3(0.2f));

OTpumaHui Ko Bidyanisauii ans Kyba gxepena cBitna mae Burnsagatyv npmonusHo

Tak:

lightCubeShader.use();
U/ set the model, view and projection matrix uniforms|

// draw the light cube object
glBindVertexArray(lightCubeVAO);
glDrawArrays(GL_TRIANGLES, 0, 36);

BBeneHHA Bcix chparMeHTIiB KoAy Y BiANoBiAHI Micua npu3Beae A0 YMCTOI NporpamMmu
OpenGL, npaBuNbHO HanawTOBaHOI ANl eKCMEPUMEHTIB 3 OCBITNEeHHAM. AKLWo Bce

KOMMIMKETbLCA, Lie Mae BUIrNaaaTy Tak:
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3apas HebaraTo, Ha Lo AUBUTUCS, arne A 06iuslo, WO B HAaCTYNHUX po3dinax crtaHe

e uikaBiwe.

AKLWO y BaC BUHUKITU TPYAHOLLi 3 BU3HAYEHHAM TOro, Aie BCi hparMeHTU Kooy
NOEAHYIOTLCA B NMPOrpami 3aranom, nepeBipTe BUXiAHMW KOA TYT Ta YBaXXHO

NPOMAITLCA Yepe3 Koa/KOMeHTapi.

Tenep, konu MM MaeMo HeabUAKi 3HAHHA NPO KONbLOPU Ta CTBOPUITU OCHOBHY CLIEHY
ANA eKCrNepUMEeHTIB 3 OCBITIIEHHAIM, MU MOXEMO NeperTn [O HACTYNHOro po3ainy,

Ae NOYUNHAETLCA CNpaBXHA Mmaris .


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/1.colors/colors.cpp
https://learnopengl.com/Lighting/Basic-Lighting

OCHOBHe OCBITNneHHA

OcBiTneHHA B peanbHOMY CBiTi € HAA3BUYaWUHO CKNIagHUM i 3aneXuTb Big HagTo
6araTtbox cpakTopiB, AKi MU He MOXXeMO cobi AO3BONUTU po3paxyBaTh Ha OOMeXeHin
obuuncnoBanbHIN NOTYXHOCTI, AKY MmaemMmo. Tomy ocBiTneHHA B OpenGL 6a3yeTbcs
Ha HabNWXXeHHsIX [O peanbHOCTI 3a JOMNOMOror CNPoLEeHNX Mmoaenen, siki HabaraTto
nerwe ob6po6nATK Ta BUIrNA4aTb BigHOCHO cxoxunmu. Lli mogeni ocBitneHHsA
6a3yloTbcA Ha isuui cBiTNa, AK MK Ti po3ymiemo. OaHa 3 TakMx mogenen
Ha3uBaeTbcsaAMopaenb ocBiTneHHA Phong. OcHOBHI byaiBenbHi 6noku moaeni
ocBiTneHHA Phong cknapgaloTbcs 3 3 KOMNOHEHTIB: HABKONMULIHBLOro, ANKY3HOro Ta
A3epKanbHOro ocBiTNeHHA. Hmx4e BU MoxeTe No6avyuTu, AK BUrNAAaoTb L

KOMMNOHEHTU OCBITNEHHA OKPEMO Ta pa3oM:

diffuse specular combined (Phong)

e HaBKONMLWHE OCBITNEHHSA: HABITb KON TEMHO, IK NpPaBUNoO, AeCb Yy CBITi We €
cBiTNO (MicsAub, Aaneke CBITMO), TOMy 00’€KTU MalXe HiKonun He OyBalOTb
noBHicTiO TeMHUMMU. LLLo6 iMiTyBaTH Le, MM BUKOPUCTOBYEMO KOHCTaHTY
HaBKOJIMLUHbLOIO OCBITNEHHSA, fIKa 3aBXAWN Hafa€e 00’€KTy NEeBHOro KOsbopy.

e Po3scisiHe oCBIiTNeHHSA: iMiTye cnpAMOBaHUI BNNUB CBITNOBOro 06’ekTa Ha
06’ekT. Lle HanGinbLw Bi3yanbHO 3Ha4YyLMN KOMMOHEHT MoAeri OCBITNEHHS.
Yum Ginblue yacTUHa npeamMeTa 3BepHeHa A0 mxepena cBiTna, TUM
AAICKpaBilLMM BiH CTae€.

e [IzepkanbHe OCBITNeHHSA: IMITY€E ACKpaBy NNAMY CBiTNa, fAKa 3’ABNSAETLCSA Ha
o6nuckyumx ob’ekrax. [1zepkanbHi Bigbnucku Ginble 3anexarb Big KONbopy

CBiTNa, HiX Big KOoNnbopy 06’eKTa.



LLlo6 cTBOpUTYK Bi3yanbHO LiiKkaBi CLLeHU, MU XO4EeMO NPUHaNMHI imiTyBaTh ui 3

KOMMOHEHTU OCBITNEeHHA. M1 Nno4YHeMO 3 HAUNPOCTILLOro: Ha8KOJTUWHE OCBiMmJIeHHS.

HaBKONMULLHE OCBITNEHHSA

3a3Buuam CBiTNNO BUXOAUTb He Big OOQHOro AXepena cBiTna, a Big 6aratbox gxepen
CBiTNa, po3KknaaHUX HaBKOJIO Hac, HaBiTb SKLWO IX He BUAHO Bigpa3sy. OagHa 3
BNacTMBOCTEN CBiTNa nonsira€ B TOMy, WO BOHO MOXe po3ciloBaTUcCs Ta
BiaOuBaTUCA B 6araTbox HanpsAMKax, AOCsiraroum nnsam, ki He BUAHO
6e3nocepeaHbO; TAKUM YMHOM CBITNO MOXe 8i06usamucsi Ha iHLUMX NOBEPXHSAX i
onocepeakoBaHO BMNMBATU Ha OCBITNIEHHA 06’€KTa. ANropuTmMmu, SKi BpaxoByHTb
Le, Ha3MBalTbLCA rnobanbHe OCBITNIEHHAANTOPUTMMU, ane BOHWU CKNagHi Ta Aopori

ANA pO3paxyHKy.

OCKinbK1U M1 He € BENUMKMMU NMPUXUNbHUKAMM CKNaaHUX | OPOrnx anropuTmie, Mu
NOYHEMO 3 BUKOPUCTAHHSA AyXXe cnpoLlueHoi moaeni rmobanbHOro ocBiTNeHHs, a
CaMeHaBKOJIULLHE OCBITNEeHHA. Ak BUM 6a4unu B nonepeaHbLoOMy po3gini, Mmu
BUKOPUCTOBYEMO HEBESIMKUM NOCTINHUN (CBITNKN) Konip, AKMA MK foAaeMo Ao
KiHL,eBOro KiHL,eBOro Konbopy parMeHTiB 06’€KTa, TaKUM YUHOM CTBOPHOHOUMU
BUINAA, WO po3CisiHe CBITMO 3aBXAM €, HaBiTb KOJIM HEMAE NPAMOro mKepena

cBiTna.

[JoaaTn HaBKONUILHE OCBITNEHHS A0 cueHu ayxe npocto. Mun 6epemo Konip cBiTna,
MHOXWMO MOro Ha HeBEJIMKMM NOCTIMHUN (paKTOp HAaBKOJSIULWHLOrO cepenoBMLLa,
MHOXXWMO MOro Ha Konip 06’eKkTa Ta BAKOPUCTOBYEMO MOIro K Konip oparmeHTa B

weunaepi Kyb6iyHoro o6’ekTa. :

void main()



float ambientStrength = 0.1;

vec3 ambient = ambientStrength * lightColor;

vec3 result = ambient * objectColor;
FragColor = vec4(result, 1.0);

==

AKWwo BM 3apa3 3anycTute nporpamy, BU NOMiTuTe, LLO NEpLUNA eTan OCBITNeHHA
Tenep ycniwHoO 3acTocoBaHO A0 06’ekTa. O6’eKT AOCUTb TEMHUI, ane He NOBHICTIO,
OCKiNIbKM 3aCTOCOBaHO HaBKOJIMLLHE OCBITNEHHSA (3BEpPHiTb yBary, Wo CBIiTNIOBUN Ky0O
He BMJIMBAE, OCKiSIbKU MU BUKOPUCTOBYEMO iHWIUN wenaep). Lle mae Burnsapgatum

NnpMGNnU3HO Tak:
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Po3cissiHe oCBIiTNeHHSA

HaBkonuuwiHe ocBiTNeHHA came no cobi He Aae HauuikaBiluMX pe3ynbTaTiB, ane
po3cisiHe OCBITNEHHS NOYHEe CNPaBATU 3HA4YHUN BidyarbHUN BNIUB Ha 00’€EKT.
Po3scisiHe ocBiTneHHs1 Hapae 06’ekTy GiNbLIOI AICKPABOCTi, YUM BnnXKYe Noro
c¢hparmMeHTM po3TalwloBaHi A0 CBITNOBMX NPOMEHIB Big Axepena cBitna. LLo6 kpawe

3po3ymiTn andpy3He OCBITNEHHSA, NOAUBITLCA HA HACTYNHe 300paXXeHHsA:



NiBopyy 3HaxoguMo axepeno cBiTna, NPOMiHb SKOro CNPAMOBaHUN HA OKpeMUmn
c¢oparMeHT Haworo o06'ekta. Ham NOTPiGHO BUMIpATH, NiQ AKUM KYyTOM CBIiTNOBUMN
NPOMiHb TOPKaETbCA hbparmeHTa. SKLO NPOMiHb CBiTNA NepneHAnKYnsapHUM oo
noBepxHi 06'ekTa, cBiTNO Mae HanbGinbLWu BNNMB. LLLo6 BUMIpATU KYT MiX
CBITNOBUM NMpomMeHeM i hparMeHTOM, M1 BUKOPUCTOBYEMO Te, LLO Ha3MBAETbLCA
aHopMarnbHU BEKTOP, TOOTO BEKTOP, NepneHANKYNsSspHUA A0 NoBepxHi dparmeHTa
(TYT 306paxkeHO XXOBTOK CTPINIKOK0); MU AinaemMo A0 Uboro nisHiwe. Motim KyT Mix

ABOMa BEKTOpaMu MOXXHa Jierko obéyucnuTn 3a JONOMOroro CKansapHoro AOGyTKy.

MoxnuBo, BU nam’sAiTacTe 3 po3Ainy npo neperBopeHHs, Wo YMM MEHLUUN KYT MiXK
ABOMa OAMHUYHUMM BEKTOpaMu, TUM Ginblue CKanApHUMN AOOYTOK HaxXuneHun Ao
3Ha4veHHsA 1. Konu Kyt mixk o6oma BekTopamu aopisHroe 90 rpaayciB, ckansipHUm
[obyTok gopiBHioe 0. Te came cTOoCy€ETbCSA

0
©: Ginbwun
0

€©CTae, TUM MEeHLWWA BNJIUB MA€E MaTH CBIiTNO Ha Konip ¢pparmeHTa.

3ayBaxTe, WO ANS OTPUMAHHA (NULLE) KOCUHYCa KyTa MiXk o6oma BeKkTopamu
MU npauoBaTMMEMO 3 0QUHUYHUMU 8eKmopamu (BeKTopaMu AOBXUHU 1), TOMY

HaM NOTPiOHO NepeKoHaTUCH, WO BCi BeKTOPM HOpMari3oBaHi, iHaKwwe
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CKansApHWM JobyToK NnoBepTaE GinbLue, HiXk MPOCTO KOCUHYC (aUB.

MNepeTBOpPEHHSA).

Taknm YMHOM, OTPUMaAHMKN CKanNsAspHUNA AOOYTOK NOBepTaE cKansip, AKUM MU MOXEMO
BUKOPUCTOBYBAaTU AN OOYMCIEeHHA BNMMBY CBiTna Ha konip pparmeHTa, Wwo
NpU3BOAUTL A0 Pi3HOro OCBITNIEHHA (pparMeHTiB 3aneXHo Bif IXHbOI opieHTauil Ha

cBiTno.
OTXe, WO HaMm NOoTpPibHO ANA po3paxyHKy ANGPY3HOro OCBITNEHHA:

e HopmanbHuM BeKTOp: BEKTOP, NepneHAUKYNAPHUA 40 BEPLUMHN' NOBEPXHI.

e CnpsiMmoBaHWM CBITNIOBMIA NPOMiHb: HANPAMHUIN BEKTOP, SIKUA € BEKTOPOM
Pi3HULI MiX NONOXeHHSM CBiTNa Ta NosfIoXXeHHAM ¢pparmeHTa. LLlo6
o6uyncnuTK uen CBIiTNoOBUMN NPOMiHb, HAM NOTPiIGeH BEKTOp no3uuii cBiTna Ta

BEeKTOp no3uuii hparmeHTa.

HopmanbHi BekTopu

HopmanbHuin BekTOop — Ue (OAMHUYHUW) BEKTOP, NeprneHANKYNSAPHUA 4,0 NOBEPXHi
BepwmnHU. OcKinbKkn BepwinHa cama no cobi He Mae noBepxHi (Le Nuwe oaHa ToYKa B
NpPOCTOpPi), MM OTPUMYEMO HOPMaribHUN BEKTOP, BUKOPUCTOBYHOUYMN MOTO OTOUYHOMi
BEpPLUNHMU, W06 BU3HAYMTU NOBEPXHIO BepLUHU. M MOXXeMO BUKOpUCTaTHU
MarneHbKy XUTpPiCTb, W06 064YMCNUTU BEKTOPU HOpManen Ansa BCix BepwUH Kyba 3a
OOMOMOroro nepexpecHoro fooyTKy, ane ockinbkn 3D-Ky6 He € cknagHow dopmolo,
MM MOXEMO NPOCTO BPYYHY AoAaTH iX A0 AaHUX BepwnH. OHOBNEHNN MacuB AaHUX
BEePLUMH MOXHa 3HanuTH TyT. CnpobynTe yaBUTH, WO HOpMari cnpaBai € BeKTopamuy,

nepneHAnKYNsspHUMM 00 NOBEPXHi KOXHOI NMOWMHMU (Ky6 cKnagaaeTbCcA 3 6 NMOLWMH).

Ockinbkn My gopanun ooaaTkoBi AaHi 40 MacUBY BEPLUUH, HaM Crli OHOBUTHU

BEPLUMHHUW Wenaep Kyba:

#tversion 330 core
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layout (location = 0) in vec3 aPos;

layout (location = 1) in vec3 aNormal;

Tenep, KONV MU AoAanNuU HOpManbHUN BEKTOP A0 KOXHOI 3 BEPLUMH | OHOBUIU
BEPLUMHHUW LWengep, MU TaKOXX NOBUHHI OHOBUTU MOKaXX4YMKMU aTpuOyTIiB BEpPLUMH.
3BepHITb yBary, Wo Kyb mpxepena cBiTna BUKOPUCTOBYE TOM CaMU MacUB BEpPLUUH
ANA AaHUX BepLUUH, ane wenaep flaMmnm He BAKOPUCTOBYE WOWHO AoAaHi
HopMarnbHi BekTopu. Ham He noTpibHO oHOBROBaTU Wenaepn abo KoHddirypauii
aTpubyTiB Namnu, ane M1 NOBMHHI NPUHANUMHI 3MIHUTU NOKaXX4YUKN aTpUOyTiB

BepLUMH, WoO6 Bigobpasntn HOBMM PpO3Mip MacuBY BEPLUUH:

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 6 * sizeof(float), (void*)0);

glEnableVertexAttribArray(0);

Mu xouyemo BUKOPUCTOBYBaTU nuwie nepuli 3 nnaBaro4i Yncna KOXXHOI BEPLUMHU Ta
irHopyBaTn ocTaHHi 3 nnaBaroyi Yncna, Tomy Ham NoTpiGHO NuLIe OHOBUTHU

napamemp stride po 6 po3mipy float, i Mu rotosi.

Lle moxe Burnapatu HeetheKTUBHO 3 BUKOPUCTAHHAM BEPLUMHHUX AAHUX, AKi He
NOBHICTIO BUKOPUCTOBYHOTHLCA NaMNOBUM LUENAEPOM, arne BepLUUHHI AaHi BXe
36epexeHi B nam’aTi GPU 3 06’eKkTa-KOHTEeNHepa, TOMy HaM He NoTpi6HOo
36epiratu HoBi aaHi B NMNam'atb GPU. Lle chakTM4HO poOUTb Moro GinbLu

etheKTUBHUM NOpPiBHAHO 3 BuAineHHAM HoBoro VBO cnedianbHO gna namnu.



Yci po3paxyHKuU OCBITNEeHHA BUKOHYIOTbLCA Yy (hparmMeHTHOMY Luenaepi, TOMy Ham
noTpiOHO nepecnaTu BeKTOpPU HOpManeu i3 BepLUHHOro wengepa Ao parMmeHTHOro

wengepa. flaBante 3pobumo Le:

out vec3 Normal;

void main()

=

gl_Position = projection * view * model * vec4(aPos, 1.0);

Normal = aNormal;

LLlo sanuwwunocs 3pobuTu, Le oronocuTu BignoBiaHy BXiAHY 3MiHHY Y

¢parmeHTHOMY LIEeNAepi:

in vec3 Normal;

Po3paxyHok Aucy3HoOro Konbopy

Tenep y Hac € BEKTOp HopMarni Ans KOXHOI BepLUMHN, ane HamM Bce e NOTPiOHi
BEKTOpP no3uuii cBiTNa Ta BeKTop no3uuii pparmeHTa. OcKinbKu no3uuia ceitna €
OAHI€I0 CTAaTUYHOIO 3MIHHOK, MM MOXEMO OrorloCUTH Ii K YHicpikoBaHy y

¢parmeHTHOMY LIEenaepi:



uniform vec3 lightPos;

A notim oHOBITb YHichopMy B LMKIi Bidyani3auii (6o no3a HUM, OCKifibKM BOHa He

3MiHIETLCA ANA Kaapy). MM BUKOpUCTOBYEMO BeKTOpP 1lightPos, OrONOWEeHUn y

nonepegHbLOMY po3A4ini, AK po3TawyBaHHA Axeperna agudgysHoro ceiTna:

lightingShader.setVec3( , lightPos);

Topi ocTaHHE, WO HaM NOTPiIOHO, Ue chakTUYHEe NonoXeHHA pparmeHTa. Mu
30MpaemMocs BUKOHATU BCi pO3paxyHKU OCBIT/IEHHA Y CBITOBOMY NPOCTOpPi, TOMYy Ham
noTpibHa No3uuisa BepLlnHU, sika CNoYaTKy 3HaXOAUTLCA Y CBiITOBOMY npocTtopi. Mu
MOXEeMO AOCArTU LibOro, NOMHOXMUBLUM aTPUOYT No3uLii BEpLUMHM NULLe Ha MaTPULIO
mMopaeni (a He Ha MaTpuuio Nnepernaay Ta Nnpoekuii), Woob nepeTBOPUTH ii Ha
KOOpAMHaTU CBITOBOro npoctopy. Lle MoxxHa nerko 3po6uTtn y BepLUMHHOMY
wenpepi, ToMmy AaBanTe OroyioCUMMO BUXigHY 3MiHHY Ta 064McnMMO it KoopauHaTh y

CBIiTOBOMY NpoCTOpi:

out vec3 FragPos;
out vec3 Normal;

void main()

=3



gl_Position = projection * view * model * vec4(aPos, 1.0);

FragPos = vec3(model * vec4(aPos, 1.0));

Normal = aNormal;

==

|, HapewTi, foaanTe BiANOBIAHY BXiAHY 3MiHHY A0 ¢hparmMeHTHOro wenaepa:

in vec3 FragPos;

Lis amiHHa in Oyae iHTepnonboBaHa 3 3 BEKTOPiIB CBITOBOI NO3ULii TPMKYTHUKA, LWOOG
ccopmyBaTu BeKTOp FragPos, KUK € nep. -pparMeHT cBiTOBOI no3uuii. Tenep,

KON Bci HeoOXiagHi 3MiHHi BCTaHOBMNEHI, MM MOXXEeMO No4YaTu 064YUCeHHs

OCBITNEeHHS.

Mepue, WO HaM NOTPIOHO OGUUCNNTK, Lie BEKTOP HanpsiMKy MiX [A)xeperiom cBiTna ta
nonoxeHHsAM cpparmeHTa. 3 nonepeaHLOro po3ainy Mu 3HaEMO, WO BEKTOP
HanpPsAMKY CBiT/la € BEKTOPOM Pi3HULi MiXK BEKTOPOM MOJSIOXKEHHA CBiTNa Ta BEeKTOPOM

NonoXxeHHs1 pparmeHTa. Ak BU, MOXNMBO, NaM’ATaETe 3 PO3AiNy NPo nepeTrBopeHHs,

MM MOXXEMO J1erko o64YMcnnTU Lo pisHMLUI0, BigHiMaloum obunaBa BeKToOpu oAuH Bif
oaHoro. Mu TakoX Xxo4eMo nepeKkoHaTUCH, Lo BCi perieBaHTHi BEKTOPU 3aKiHYyOTbLCA
AAK OAUHUYHI BEKTOpPU, TOMY MU HOpMarni3yeMo sik HopMarb, TakK i pe3ynbTyo4uin

BEKTOP HanpsMKy:

vec3 norm = normalize(Normal);

vec3 lightDir = normalize(lightPos - FragPos);
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Mpun po3paxyHKy OCBITNEHHA M1 3a3BUYal He A6AaEMO NpPo BeNIM4YNHY BeKTopa
abo0 iX NonoXeHHA; MM A6aeMOo nuwe NpPo iXHin HaNpPAMOK. OcCKinbkn mu
AbaemMo nuLie Npo X HanNnPAMOK, ManKe BCi 064YUCIIEHHA BUKOHYIOTbLCS 3
OOVHUYHUMUN BEKTOPAMM, OCKINTIbKU Lie CrpoLlye 6inblicTb 064ncneHb (K
cKansaApHuu foobyTok). ToMy, BUKOHYIOUYM OO6YNCNEHHS OCBITNEHHS,
nepeKkoHamTecH, Wo BU 3aBXAMN HOpMari3yeTe BianoBigHI BeKTOpHM, Wo6b
nepeKkoHaTUCH, WO BOHU € (paKTUMHUMM OQUHUYHMMU BeKTopaMu. 3abyTu

HopmanisyBaTM BEKTOpP — nowunpeHa nomMurika.

Hani Ham noTpi6HO 06UncnNUTU Andy3HU BNIUB CBiTNIa HA NOTOYHUIN hparMeHT,
B3SIBLUM CKanspHUN A00YyTOK MiX Hopmomo Ta 1ightDir BekTopu. [oTim oTpumaHe
3Ha4YeHHA MHOXMWUTbLCSA Ha KOnip CBiTNa, Wob oTrpumaTtn ANY3HUN KOMMNOHEHT, y
pe3ynbkraTti Yoro ANdY3HMN KOMMNOHEHT TEMHILLUK, YUM BinNbLINM KYT MiXk oboma

BeKTOpaMu:

float diff = max(dot(norm, lightDir), 0.0);

vec3 diffuse = diff * lightColor;

AKWOo KyT Mk o6oma BekTopamm Ginbwinm 3a 90 rpagyciB, pe3ynbraT CKansipHoro
DOOYTKY PakKTUYHO CTaHe Bif’€MHUM, i MU OTPUMAEMO Bif’€eMHUN ANdY3HUN
KOMMOHEHT. 3 W€l NPU4YNHU MU BUKOPUCTOBYEMO mMaxcPYHKLIis, AKa noBepTae
HanBULWMK 3 060X CBOIX NapamMeTpiB, WOO nepekoHaTUCA, WO ANGY3HUA KOMMOHEHT
(i, oTXXe, KoNbopK) HiKONKU He cTaHe Bia’eMHUM. OCBITNEHHA ANs HeraTUBHUX
KOnbopiB HacnpaBAi He BU3Ha4YeHO, TOMY Kpalle TpMMaTUcA noaani Bia Lboro, siKWo

BU He OOMH i3 TUX €KCLLeHTPUYHUX XYOO0XKHUKIB.



Tenep, Konu y Hac € HaBKOSMMULLHIN i ANPY3HUA KOMMNOHEHTU, MU AoAaEMo obuaBsa
KOMbOPWU OAUH A0 OAHOrOo, a NOTIM MHOXMMO pe3ynbTaT Ha Konip 06’ekTa, Wwob

oTpuMaTU BUXiAHWUM KOSip oTpuMaHoro oparMmeHTa:

vec3 result = (ambient + diffuse) * objectColor;

FragColor = vec4(result, 1.0);

Akwo Bawy nporpamy (i wenaepu) CKOMNiNbOBaHO YyCNiLWHO, BU MOBUHHI No6aynTun

LWOCb Ha 3pPa30K UbOro:
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Bu 6auunTe, Wwo npu po3cisHOMy OCBITeHHI Ky0 3HOBY NOYMHAE BUrNaAaT K

cnpaBXHin Ky6. CnpobyunTe BisyanisyBatn BEeKTOpU HOpMarneun y CBOIM ronosi Ta



nepemicTiTb KaMepy HaBKOMO Ky6a, o6 nobaynTu, Wo YUM BinbLumni KYyT MiX

BEKTOPOM HOpMasii Ta BEKTOPOM HanpsIMKy CBiTfia, TUM TEMHILLUM cTae pparmMeHT.

He copomTecs nopiBHATU CBIiKW BUXiAHUN KOA i3 NOBHMM BUXiAHUM KOAOM TYT, AKLLO

BU 3acCTpsArnu.

OcTaHHSA piy

y nonepeaHbLOMy po34ini Mu nepepanu BeKTop Hopmari 6e3nocepeaHbo Bif
BEepPLUMHHOIO Weunaepa Ao cpparmeHTHoro wenaepa. OaHak yci o64ncrneHHs y
coparmeHTHOMY LWIenaepi BUKOHYIOTLCA Y CBiTOBOMY NPOCTOPI, TOX YN HE BapTO HaMm
TaKoX TpaHccopMyBaTU HOpManbHi BeKTOPU Yy CBITOBi NPOCTOPOBiI KOOpPAUHATU?
3aranom Tak, ane ue He TaK NPOCTO, IK MPOCTO NOMHOXWUTU NOro Ha MoAeNbHY

MaTpuLio.

Mo-nepwe, HoOpManbHi BEKTOPU € NULLE BEKTOPaMU HanpsiMKiB i He NpeAcTaBnATb
NneBHOro NOsoXeHHA B npocTtopi. [o-apyre, HopMmanbHi BEKTOPU HEe MaKOTb
OOHOpPiIAHOI KoopAUHATU (W KOMMOHEHTAa NONoXXeHHA BepwunHu). Lle o3Havae, wo
TpaHCcnAUil He NOBUHHI BNMBaTU Ha HOpManbHi BekTopu. OTXe, AKLWO M1 XO04eMOo
NOMHOXWUTU HOPMaribHi BEKTOPU Ha MOAEeSIbHY MaTpULIO, MM XO4eMO BUAANuTH

YacTUHY TpaHCHALil MmaTpuui, B3ABLUX BEPXHIO NiBy 3X3 MaTpuLio MoaenbHOI
MaTpuui (3BEepHIiTb yBary, WO MU TaKOXX MOXXeMO BCTaHOBUTU W KOMIMOHEHT BEKTOpa

HopMmari Ao 0 Ta NOMHOXWUTU Ha maTpuLio 4x4).

Mo-apyre, AKwWo maTpuusa moaeni 6yae BUKOHyBaTU HEPiBHOMipHUIA macliTab,
BepLUMHUN OyAyTb 3MiHEHi TAKUM YNHOM, LLIO HOPManbHUW BEKTOp GinbLlue He byae
nepneHaUKynNapHMM Ao noBepxHi. Ha HacTynHomMy 306paxeHHi nokasaHoO BNIuB
Takoi MoaenbHOI MaTpuui (3 HepiBHOMipHUM MacluTabyBaHHAM) Ha HOpManbHUN

BEKTOp:
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Scale by
(0.6, 1.4)

KoxxHoro pasy, Konm Mu 3aCTOCOBYEMO HEpPiBHOMipHMI MacluTab (3BepHiTb yBary:
piBHOMipHMIA MacLwiTab 3MiHIOE NULLEe BeNMYNHY HOpMari, a He il HanpsIMOK, AKUN
Jlerko BUNpaBUTU HOpMarisaui€ro), BeKTopu Hopmanen 6inbLwe He nepneHANKYNApHi

0O BiAnNoBigHOI NOBEpPXHi, WO CMOTBOPIE OCBITNEHHS.

XuTpicTb BUNpaBUTHU L0 NOBEeAIHKY NOMnfArae y BUKOPUCTaHHI iHWOI maTpuui moaeni,
cneuianbHO po3pobneHol Ansa HopMmanbHUX BeKTopiB. Lis maTtpuusa
Ha3MBaETbCAHOPMaribHa MaTPULUA | BUKOPUCTOBYE KiNnbKa NiHINHMX anredpaiyHux
onepauin, Wob ycyHyTH edheKkT HenpaBuNbLHOro MaclTabyBaHHA HOpMarbHUX
BeKTOpIB. AKLO BM XO4YeTe 3HaTU, AK OOUMCIIIOETLCSA Lisi MaTpULS, 1 NPOMNOHYIO

HaCTYMHY CTaTTHO.

HopmanbHa maTpmusa BU3HA4YaETLCA SK "TPAaHCNOHYBaHHA 060epHeHOoI BepXHbLOI NiBOi
yacTuHu 3x3 maTtpuui mogeni'. Dy, Lie KOBTOK, i AKLWO BU HacnpaBAi He po3yMmieTe,
IO Le O3Ha4Ya€E, He XBUITIOUTECH; MM Lie He OOroBoproBanu iHBEpPCHi Ta
TpaHCMNOHOBaHi maTpuui. 3ayBaxTe, WO BiNbLiCTb pecypciB BU3Ha4YalOTb
HOpManbHY MaTpULUIO AK NOXiAHY BiA MaTpuvui moaeni-Buay, ane OCKiNbKuU MU
npauremMo y CBiTOBOMYy npocTopi (a He B NnpocTopi nepernsaay), Mu BuBeaemo ii 3

maTpuui mogeni.

Y BeplUMHHOMY Weraepi MU MOXEeMO CTBOPUTU HOpPMaribHY MaTpuULO 3a

OOMOMOrorseopoTHuiziTpancrnonysaTy (PYHKLIOHYE Y BEPLUMHHOMY LWenaepi, AKUn
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npauyroe 3 6yab-AKUM TUNOM MaTpuui. 3ayBaxTe, O MU NEepPeTBOPHEMO MaTPULILO
Ha maTtpuuo 3x3, Wob rapaHTyBaTH, WO BOHa BTpavae CBOI BNacTUBOCTI Nnepeknany

Ta MOXe MHOXWUTUCb Ha BEKTOp Hopmari vec3:

Normal = mat3(transpose(inverse(model))) * aNormal,

IHBepcia MaTpuLb € 4OPOroro onepawicto Ans wenaepis, Tomy, ae ue
MOXXITMBO, HamMaramTecsi YHUKaTu BUKOHAHHSA iHBEPCHUX onepawin, OCKiNnbKu ix
NoTpiOHO BUKOHYBATU Ha KOXHiN BepLUMHI Bawoi cueHu. [nsa uinen HaB4aHHA
ue gobpe, ane ana echeKTUBHOI NporpamMmm BM, MMOBIPHO, 3axo4yeTe 064YMcnuTH
HopManbHy maTtpuuto Ha LM i HagicnaTh ii Ao wenaepiB Yepes yHihopmy

nepea mMantoBaHHSAM (Tak camMo, ik MaTpuua moaeni).

Y po3aini andy3HOro ocBiTNEeHHA OCBITNEHHA OyNo HOpMarnbHUM, OCKINTbKU MU He
pobounu macwtabyBaHHsS 06’€KkTa, TOMYy HacnpaBAi He 6yrno noTpeou

BUKOPUCTOBYBAaTU HOpPMarnbHY MaTpuuio, i MM MO NPOCTO NOMHOXWUTU HOpMari
Ha maTpuuo moaeni . OgHak, AKWO BM BUKOPUCTOBYETE HEPIBHOMIPHMIA MacluTaob,

BaXXJIMBO MOMHOXMWUTU Balli HOPManbHi BeKTOPU Ha HOpPMaribHY MaTpULIO.

[3epkarnibHe OCBITNEHHSA

FKLO BM LWe He BUCHaXeHi BcCima po3MmoBaMu NPO OCBITNEHHA, MM MOXEeMO noyaTtu

3aBepllyBaTu moaenb ocsiTneHHss Phong, aoaaBwuu Big6nucku.

Mopi6Ho Ao andy3Horo ocBiTNEHHSA, A3epKanbHe OCBITNEHHA 6a3yeTbCA Ha BEKTOPI
HanpsAMKY CBiTMa Ta Hopmansax o6’ekTa, ane LbOro pasy BOHO TakKoX 6a3yeTbCcA Ha
HanpsiMKy ornsay, Hanpuknaa. 3 AKoro 60Ky rpaBeLb AUBUTLCA Ha hparMeHT.
[3epKanbHe OCBITNEeHHA 3aCHOBaHe Ha BiAOMBHMX BNacTUBOCTAX NOBEPXOHb. AKLIO

MU po3rnsgacMo NoBEepPXHIO 06’€KTa SIK A3epKarno, A3epKarbHe OCBITNEHHSA €



HauCUNbHIWKUM TaMm, Ae M1 6a4nmo cBiTNo, Bia6uTte Big noBepxHi. Bu moxeTre

no6aynTu ueun echeKktT Ha HaCTYNHOMY 300paXKeHHi:
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Mu o6umncnioemo BEKTOp BiAOGUTTA, BiAOMBalOUM HanNpPsIMOK CBiT/Ia HABKOMO BEKTOpa
Hopmani. MoTiM MM 0GYUCIIOEMO KYTOBY BiACTaHb MiX LiUM BEKTOPOM BiAOGUTTA Ta
HanpsAMKOM ornsay. Ynm GnvK4YmMm KyT MiXK HUMU, TUM CUSbHILLMA BNNUB
A3epKanbHoro cBiTna. OTpMmaHun epekT nonsrae B ToMy, WO MU 6a4nMo TPOXMU

BiAGNUCKy, KON OMBUMOCSH Ha HanpsIMOK CBiTNna, BiAGMTOro noBepxHelo.

BekTop ornsay — ue oaHa AoaaTtkoBa 3MiHHA, Aka HAM NOTPiOHa ANA A3epKanbHOro
OCBITIIEHHSA, IKY M1 MOXEeMO OGYMCNUTU, BAKOPUCTOBYIOYM NO3ULiI0 rNsifaya y

CBiTOBOMY npocTopi Ta no3uuito pparmeHTa. NMotim MM 064YMCNIOEMO iIHTEHCUBHICTb
BiaA3epKaneHHA, MHOXMMO ii Ha Konip cBiTna Ta goAaemMo ue A0 HaBKOSIULWHbLOro Ta

Ancgy3HOro KOMMOHEHTIB.

Mwu BMpiLLMIM BUKOHATU PO3paxyHKU OCBITIIEHHS Y CBITOBOMY NpoCTOpi, ane
GinbLicTb noaen, K NpaBuno, Biaaae nepesary poouTy OCBITNEHHSA Y
npocTtopi BuaMMocrTi. [lepeBaroto NnpocTopy nepernsaay € Te, Wo no3uuia
rnsigava 3aexau (0,0, 0), ToMy BM BXKe OTpMManu nosuuilo rnsagaya
6e3kowTOBHO. OAHaK 1 BBaXKalo po3paxyHOK OCBITNEHHS Y CBiTOBOMY
NpPoOCTOpi OiNbL iHTYITUBHO 3pO3yMinuM AnA Uinen HaB4aHHA. AKLO BM BCe LWe

OaxaeTe po3paxyBaTu OCBITNEHHs1 B NPOCTOPI ornaay, Bam noTpioHO Takox



TpaHccopMmyBaTH BCi BiANoBiAHI BEKTOPMX 3a AONOMOrol MmaTtpuui ornsay (He

3abyabTe TaKoX 3MIHUTU HOPMaribHY MaTpULLIO).

LLlo6 oTpumaTu CBiTOBI NPOCTOPOBI KOOpAUHATHK rMNsifavya, MM NPoOCcTo bepemo
BeKTOpP No3uLii 06’ekTa Kamepu (AKMM, 3BUYanHo, € rnagay). Omke, naBante oogamo

iHWwy cdopmy Ao wengepa chparMeHTIB i nepegamMo BEKTOp No3ulil Kamepu wenaepy:

uniform vec3 viewPos;

lightingShader.setVec3( , camera.Position);

Tenep, KON MU MaEMO BCi HEOOXiAHI 3MiHHi, MU MOXEeMO 06YNCNUTU A3epKaribHY
iHTEHCUBHICTb. CnoYyaTKy My BU3Ha4a€MO 3Ha4Y€HHSA iHTEHCUBHOCTI
BigA3epKaneHHs, Wob HagaTtu BiAONUCKY cepeAHbOro SCKpaBoro Konbopy, Wwob

BOHO He cnpaBnAno HaaTo CUNIbHOro BNJiUBY:

float specularStrength = 0.5;

AKWo MM BCTAaHOBUMO Lie 3Ha4eHHs 1.0f, Mn oTpumaemo cnpaBai AckpaBumn

A3epKanbHUM KOMMOHEHT, AKUW 3aHAATO BENIMKUMWA ANs KopanoBoro Kyba. Y
HAacTyrnHoOMYy po3A4isii MM MOroBOPMMO NPO NpaBusibHe HanawTyBaHHA BCiX LUX
iHTEHCMBHOCTEMN OCBITNIEHHA Ta NPO Te, AK BOHM BNJINBalOTb Ha 06’ekTu. Jani
064YMNCNIDEMO BEKTOP HaNpsiMKy ornsiay Ta BiAnoBiAHUMA BEKTOp BifoOpaKeHHs

B34O0BX HOpPMasibHOI OCi:
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vec3 viewDir = normalize(viewPos - FragPos);

vec3 reflectDir = reflect(-lightDir, norm);

3ayBaxTe, WO MK 3anepevyemo Bektop lightDir. ®yHkuia reflect ouikye, wo
nepLwnn BeKTop Oyae BkalyBaTu Bif Axepena cBiTna A0 NOJNOXeHHA dhparMeHTa,
ane lightDir BekTOp Hapas3i cnpssimoBaHui HaBNaku: Big pparMeHTa Ao oxepena
cBiTna (ue 3anexuTb Big NOPAAKY BiAHIMaHHA paHile, Konu Mu obyMucnoBanu
BekTop lightDir). LLlo6 nepekoHaTucs, WO MM OTPMMYEMO NPaBUITIbHUA BEKTOP
reflect, My 3MiHIOEMO 1Oro HaNpsAAMOK, cnepLuy 3anepe4yroun Bektop lightDir.
Opyruin aprymeHT nepenbayvyae HopManbHUA BEKTOP, TOMy MU Ha4aEMO

HOpMarnisoBaHWn NOrm BEKTOP.

Topi Te, WO 3anNMWIMNOCA 3pooUTH, Le PaKTUYHO OBUNCNINTU A3epKaNbHUN

KOMMNOHEHT. Lle pocaraeTbca 3a Takoro opmynoto:

float spec = pow(max(dot(viewDir, reflectDir), 0.0), 32);

vec3 specular = specularStrength * spec * lightColor;

CnoyaTKy My 064UCNIOEMO CKansApHUM JOOYTOK MiXK HanpsiMKOM ornsgy Ta
HanpAMKOM BifobpaxxeHHs (i nepeKoHaeMOCb, WO BiH He € Big’€MHMUM), a NOTiM

nigHocumo noro go creneHs 32. Lle 32 3Ha4YyeHHA € 6rMCK3HA4YeHHA BUAiINeHHA. Ynm

BULLE 3HAa4YEeHHA ONUCKY 06’eKTa, TUM binblue BiH HaNeXHUM YNHOM BiabuBae
CBiTNO, a He PO3CilE NOro HaBKOJO, i, TAKUM YNHOM, MEHLUUM CTa€ CBiTNO. Hnxue
BU MOXeTe NobGavynuTu 300paxeHHsA, sKe AeMOHCTPYE BisyanbHUN BNJIUB Pi3HUX

3Ha4eHb ONUCKy:



Mu He xouemo, WOO6 A3epKanbHUA KOMMNOHEHT HAATO BiABOsiKaB, TOMy MU
3anumLIaeMo eKCnoHeHTy 32. €EauHe, WO 3anMwunocs 3pooéuTun, e gogaTtu Noro Ao

KoMnoHeHTiB ambient i diffuse i noMHOXUTN 06’eaHaHU pe3ynbTaT Ha Konip

ob’ekTa:

vec3 result = (ambient + diffuse + specular) * objectColor;

FragColor = vec4(result, 1.0);

Tenep Mu po3paxyBanu BCi KOMMNOHEHTU OCBITMEHHSA MoAerni OocBiTNeHHA PoHra.

Buxoasuum 3 Bawoi TOYKM 30py, BU NOBUHHi NO6GA4YUTU LWOCH Ha 3pPa3oK LbOro:



B LearnOpenGL - O b4

Bu moxeTe 3HaNTU NOBHUWN BUXiAHMW KOA NpOrpamMmm TyT.

Ha noyaTky wenaepiB ocBIiTNEHHA PO3POOHUKMU peani3oByBanu Mmoaerb
ocBiTneHHA Phong y BepwumHHOMY Wwengepi. NepeBara CTBOPeHHSA OCBITNEHHSA
y BEepLUIMHHOMY LIenaepi nonsirae B TOMy, WO Lie HabaraTo epeKTUBHiLle,
OCKiNnbKu, ik NpaBuUIio, € HabaraTo MeHLle BEPLUUH NOPIBHAHO 3 (hparmeHTamum,
ToMy (Aopori) 064ncrneHHsA OCBITNEeHHS BUKOHYIOTbLCA piawe. OaHak KiHueBe
3HaYeHHSA KOMbOpPY Yy BEPLUIMHHOMY LUenaepi € KiHLEeBUM KONIbOPOM OCBITIIEHHA
nuue ui€i BepLUMHU, a 3Ha4YeHHS1 KONbOpiB OTOUYYH4YUX (hparMeHTIiB €
pe3ynbLTaTtoM iHTEpPNoNbOBaHUX KONbOPIB OCBITNEHHA. B pe3ynbkrari
OCBITNEHHA Oyno He AyXe peaniCTUYHUM, SKWO He BUKOPUCTOBYBAaTU BEJIUKY

KifIbKiCTb BEpPLUUH:
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Gouraud

Konu mopenb ocBitneHHs Phong peanizoBaHa y BepLIMHHOMY Wwenaepi, BOHa
BUKNukaeTbesllTpuxyBaHHsa MN'ypo3amicTbPOHr 3aTiHeHHA. 3ayBaXxTe, Lo
yepe3s iHTepnonAuUilo OCBITNIEHHA BUIMAAA€E Aewo HenpaBuiibHUM. 3aTiHEeHHS

Phong gae Ginbw nnaBHe OCBITNEHHS.

Ha gaHnm MOMeHT BM NOBUHHI No4yaTn 6a4nMTn, HaCKiNbKK NOTYXHi wenaepu. Marouun
HeBeJIMKY KinbKicTb iHopMauii, uenaepm MOXyTb 00UYNCINTU, SK OCBITIIEHHA
BMJIMBa€E Ha KONMbopU hparMeHTiB YCiX HaWMX 06’eKTiB. Y HACTyrnHMUX po3ainax Mu

rmuoLle po3rnsiHemMo, LWo MU MOXEMO POOUTU 3 MOAENNIO OCBIT/IEHHS.

BMNpaBu

e Ha gaHui MOMEHT aXxeperioMm CBiTNa € HyAHe CTaTUYHE XKepeno CBiTNa, ke
He pyxaeTbcA. CnpobynTte 3 Yacom NepemMicTUTH AXKepeno CBiTra HaBKOMO
CLUEeHU, BAKOPUCTOBYHOUYMN OyAb-sike 3 HUXTpixabocos. CnocTepexeHHA 3a
3MiHOIO OCBITMIEHHSA 3 YacOM fla€ BaM rapHe po3yMiHHSA MoAeni OCBITNIeHHA
®PoHra: pileHHs.

e [lorpauTe 3 pi3HUMM HaBKONULIHIMU, AUDY3HUMU Ta A3epKanbHUMU cunamu
Ta NOAMBITLCSA, IK BOHU BNNIMBaKOTb Ha pe3ynbraT. Takox
noekcnepmMmMmeHTymuTe 3 koedilieHTomM 6nucky. CnpobyuTte 3po3ymitn, Yomy
neBHi 3HAYEeHHA MaloTb NEBHUW BidyanbHUN pe3ynbTar.

e BukoHyunTe 3aTtiHeHHA Phong y npocTopi nepernsay 3amictb CBiTOBOro
NPOCTOPY: pPilLEHHA.

e 3acTtocyBaTtu 3aTiHeHHs N'ypo 3amicTb 3aTiHeHHA PoHra. AKwo B1 3pobunu

BCe NPaBUNbHO, OCBITNIEHHSI MA€ BUIMIAOATU [AeL0 HepiBHUMM (0cOBNMBO
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BiAGnuckun) 3 06’ekToM-Ky6omM. CnpobynTe NOSACHUTU, YOMY Lie BUrNA[AE TaK

OVUBHO: pilleHHS.

MaTepianu

Y peanbHOMy CBITi KOXXeH 06’€KT No-pi3HOMY pearye Ha cBiTno. CtaneBi npegmeTu
yacTo GnMUCKyuili, HiX, Hanpuknaa, rMuWHAHa Ba3a, a AepeB’AHUNA KOHTeNHep He
pearye Ha CBIiTNO Tak camo, ik cTaneBun KoOHTenHep. [lesiki 06’ekTn BigbMBaroThL
CBiTNo 6e3 3Ha4YHOro po3CcitoBaHHSA, WO NPU3BOAUTL A0 HEBENIMKUX A3epKanbHUX
BiAGNUCKIB, a iHWIi CUNBbHO PO3CilOTLCA, HaAarumn BiAGNUCKY GinblKnn paaiyc.
AKWOo MM xo4eMo cumynrBaTH Aekinbka TuniB o6’ektiB y OpenGL, mn maemo

BU3Ha4YUTUMaTepianBnacTUBOCTI, XapaKTepHi AS11 KOXXHOI NOBEPXHi.

Y nonepeaHbLOMy po3a4ini Mu BU3Ha4Yunm o6’eKT i Konip cBiTna, Wob BM3HAYUTKU
Bi3yanbHUW BUXia 06’eKkTa B NO€AHaHHi 3 KOMMOHEHTOM HaBKOMULWIHLOI Ta
A3epKarnbHOI iHTEHCMBHOCTI. ONUCYO4YMN NOBEPXHIO, MU MOXEMO BU3HAYUTU KOMip
MaTepiany Arns KOXXHOro 3 3 KOMMNOHEHTIB OCBITNEHHA: HAaBKONMULLHLOro, ANGY3HOro
Ta A3epKaribHOro ocBiTNneHHs. BkasaBluu kosnip ANs KOXXHOro 3 KOMMNOHEHTIB, MU
MaEMO TOYHUN KOHTPONb HaA KONbOPOM noBepxHi. Tenep AoaanTe KOMMNOHEHT

6nucky Ao umx 3 KonbopiB, i MM OTpUMaAEMO BCi HeOOXiaHI BNacTUBOCTI maTepiany:

#version 330 core
struct Material {
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uniform Material material;

Y wengepi dparmeHTiB Mu cTBOoproemo struct gnsa 36epiraHHa BnacTtuBocTen

MmaTtepiany noBepxHi. M1 Takox MmoxxemMo 36epiratu ix Ak okpemi yHicpikoBaHi
3HaYeHHs, ane AKWo 36epiraTh iX K CTPYKTYpY, Le 6yae GinbL opraHizoBaHo.
CnoyaTKy MM BM3Ha4YaEMO MaKeT CTPYKTYpH, a NOTIM NPOCTO OrofiowyemMo

YHicbikoBaHy 3MiHHY 3 HOBOCTBOPEHOI CTPYKTYPOIO SAK 1T TUN.

Ak 6aunTe, MM BU3HAYaAEMO KOJMiPHUMA BEKTOP OISl KOXKHOro 3 KOMMNOHEHTIB
ocBiTneHHA Phong. Bektop maTepiany ambient BU3Ha4yae, AKMn Konip BiabuBae
NoBEepPXHSA NiA 30BHiWHIM OCBITNEHHAM; 3a3BMYan BiH 36iracTbCs 3 KONbOPOM
NOBEepPXHi. oudpysHMI BEKTOP MaTepiany BU3Ha4vae Kosip noBepxHi nig andysHum
OCBITNeHHAM. PO3CistHMM Konip (K i HABKOSNMULWLHE OCBITIEHHA) BCTAaHOBMIOETLCA Ha
noTpibHUM Konip noBepxHi. BekTop specular maTepiany BCTaHOBIIOE Konip
A3epKanbHoro Bia6nmncky Ha noBepxHi (abo, MoOXXNMBO, HaBiTb BiaGuBae Konip,
XapaKkTepHun AnA noBepxHi). HapewrTi, 6n1xcx BNnnNMBae Ha po3citoBaHHA/paaiyc

A3epKanbHoro BigGnucky.

3a gonomMoror uux 4 KOMNOHEHTIB, AKi BU3HA4YalOTb MaTepian 06’eKkTa, MM MOXeMOo
imiTyBaTK 6araTto matepianiB peanbHOro cBity. Tabnuus, siky MOXXHa 3HaUTU Ha

cauTi devernay.free.fr, nokasye cnucok BnacTMBocTen Mmartepiani., SKi iMiTYOTb
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peanbHi maTtepianu, 3HanaeHi y 30BHilLHbLOMY CBiTi. Ha HacTynHoMy 306paXeHHi

NOKa3aHo, K AefKi 3 UuX peanbHUX MaTepianbHUX LiHHOCTEN CNpPaBnATb Ha HaL

r|-|.
: II
|

Emerald Pearl Bronze Gold

KyO:

-

Cyan Plastic Red Plastic Green Rubber Yellow Rubber

Ak 6aunTe, NnpaBUNbHE BU3HAYEHHA BNAacTMBOCTEN MaTepiany noBepxHi 3MiHIO€
Hawe cnpUUHATTA 00’ekTa. EchekTun 4iTKO NOMITHI, ane ana 6inbw peanicTUYHNX
pe3ynbTaTiB HaM NOTPiOHO GyAe 3aMiHUTKU KyO YMMOCH CKnagHilwuMm. Y po3ainax

3aBaHTaxeHHa mozersii MM o6roBopumo GinbLw cknagHi opmu.

3'acyBaTu npaBuUiibHi NapamMeTpu maTtepiany Ans o6'eKkTa - BaXXKMN NOABUI, AKX
30e6inbworo BUMarae ekcnepuMeHTiB i Benukoro goceigy. Lle He Taka pigkicTb,
KOS HeNMpaBuUiibHO PO3MilLleHMW MaTepian NOBHICTIO PYMHYE BidyaribHY SIKICTb

ob’ekTa.

[aBanTte cnpobyemo peanilyBaTu TaKky CUCTeMy MaTepianiB y wenaepax.
HaknagHi maTtepianu

Mwu cTBOpUNM oQHOPIAHY CTPYKTYpPY MaTepiany y doparmeHTHOMY Lenaepi, Tomy

Aani MM Xxo4emMo 3MiHUTU OOYNCNEHHA OCBITIIeHHSA BigNoBiAHO A0 HOBUX
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BnactmBocten matepiany. Ockinbku Bci 3MiHHI MaTepiany 36epiraroTbCcA y CTPYKTYpI,

MM MOXXEeMO OTpMMaTU A0 HUX AOCTYN i3 YHipOpMU material:

vec3 ambient = lightColor * material.ambient;

]

|/ diffuse
vec3 lightDir = normalize(lightPos - FragPos);
float diff = max(dot(norm, lightDir), 0.0);

vec3 diffuse = lightColor * (diff * material.diffuse);

vec3 viewDir = normalize(viewPos - FragPos);

vec3 reflectDir = reflect(-lightDir, norm);

float spec = pow(max(dot(viewDir, reflectDir), 0.0), material.shininess);

vec3 specular = lightColor * (spec * material.specular);




vec3 result = ambient + diffuse + specular;
FragColor = vec4(result, 1.0);

==

Ak 6aumnTe, Tenep MM OTPUMYEMO AOCTYN A0 BCiX BIaCTUBOCTEN CTPYKTYpPU
Marepiany, Ae BOHM HaM NOTPIOHiI, i Uboro pasy o64ncnOEMO KiHUeBUN BUXiGHNIA
KOsip 3a 4OMNOMOror KonbopiB matepiany. KoxeH i3 matepianbHuUx aTpmbyTiB

06’€eKTa NOMHOXYETbLCA Ha BiANOBIAHI KOMMOHEHTUN OCBITNEHHS.

Mu moxemMo BCTaHOBMTM MaTepian o6’eKkTa B AoaaTKy, BCTaHOBUBLUM BianoBigHi
yHicbopmu. OgHak cTpykTypa B GLSL He € oco6nuBoto B Oyab-AKOMY BifHOLLUEHHI
nia Yac BCTaHOBJEHHSA YHihOpMU; CTPYKTYpa HacnpasAi Ai€ nuwe AK NpocTip iMeH
YHichpikoBaHMX 3MiHHMX. AKLLO MM XO4EMO 3aNOBHUTU CTPYKTYpPY, HaM AoBeAeTbCA

BCTaHOBUTU iHAUBIAYyanbHY hopmy, ane 3 npedikcom Ha3BU CTPYKTYpPMU:

lightingShader.setVec3( , 1.0f, 0.5f, 0.31f);

lightingShader.setVec3( , 1.0f, 0.5f, 0.31f);

lightingShader.setVec3( , 0.5f, 0.5f, 0.5f);

lightingShader.setFloat(

Mwu BCcTaHOBNOEMO HABKOSMULLHIN | ANPY3HUA KOMMNOHEHT KONbOPY, AKUA MU XOTiNun
6 maTu, a ANA A3epKanbHOro KOMNOHeHTa 06’eKkTa BCTAaHOBMHOEMO
cepeaHbO-ACKPaBUM KoNip; MU He Xo4eMo, LWob A3epKanbHa cknagoBa byna HaaTo

cunbHor. Mu Takox 36epiraemo 6nuck 32.



Tenep M1 MoXemo nerko BNaMBaTU Ha MaTepian o6’ekTa 3 nporpamu. 3anyck

nporpamu Aac Woch Ha 3pa3oK LbOoro:
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Xova ue Burnsigace He Tak?

CBiTnoBi BnacTuBoCTi

O6’ekT HaaTo AckpaBul. lpMyuMHa HaaToO ACKpaBoOro o6’eKra nonsira€ B TOMy, LWoO
HaBKOJIULUHI, PO3CifiHi Ta A3epKanbHi KONMbOpPY BiAOMBaOTLCA 3 NOBHOK CUMOIO Bif
OyAb-siIKoro mkepena cBiTna. [ixxepena cBiTna TakoX MaloTb Pi3HY iHTEHCUBHICTb
ONA HaBKONMULWIHBLOro, AMdY3HOro Ta A3epKaribHOro KOMMNOHEHTIB BiANoOBiAHO. Y
nonepeaHLOMY po3A4ini MM BUpillyBanu ue, 3MiHIOHOYN HaBKOSTULLHIO Ta A3epKanbHY
iHTEHCMBHOCTI 3a ONOMOroK 3Ha4eHHA cunu. Mu xo4yemo 3pobuTu WockL nogidHe,
ane uboro pasy, BKasaBLUM BEKTOPU iIHTEHCUBHOCTI AN KOXXHOrO 3 KOMMOHEHTIB

OCBIiTNeHHsA. k61 mMu BisyanisyBanu lightColor fik vec3(1.0), koa Burnapas 6u

TakK:



vec3 ambient = vec3(1.0) * material.ambient;

vec3 diffuse = vec3(1.0) * (diff * material.diffuse);

vec3 specular = vec3(1.0) * (spec * material.specular);

OTXe, KOXXHa MaTepianbHa BNacTUBICTb 06’€KTa NOBEPTAETLCA 3 MOBHOMO
IHTEHCUBHICTIO 4N KOXXHOro KOMMOHeHTa cBiTna. Ha ui vec3(1.0) 3Ha4YeHHs TakoX
MOXXHa BMJIMBaTU OKPEMO OJIS1 KOXKHOIro JpKepena cBiTna, i 3a3BuM4yam ue 1e, Yoro mu
xo4yemo. 3apa3 Ha Konip Ky6a noBHOK Miporo BNSIMBA€ HABKOJIULUHIA KOMMOHEHT
o6’ekta. KOMNOHEHT HaBKONMULUHLOIO cepeaoBULLA HE NOBMHEH cnpaBAi MaTy TakUn
BeJINKUM BNJIMB Ha KiHLEeBUW KONip, TOMYy MU MOXEMO OOMeXUTu Konip
HaBKOJIMLIHbLOrO cepeaoBMLLa, BCTAHOBMBLUU HUXKYE 3HA4YEHHS iIHTEHCUBHOCTI

HaBKOJIULUHbLOIO OCBITINIEHHA:

vec3 ambient = vec3(0.1) * material.ambient;

Takum e YAHOM MU MOXEeMO BMSMBATU Ha ,EI,VI(by3Hy Ta A3epKaJibHY iHTeHCUBHICTb

oxepena csitna. Lle ayxe cxoxe Ha Te, WO MU poOUnNu B ronepeaHLoMy po3aini;

MOXXHa CKa3aTu, WO MU BXXe CTBOPUIU AesiKi BMacTUBOCTI CBiTNa, Wob BnnMBaTu Ha
KOXX€H KOMMOHEHT OCBIiTNEeHHA okpemo. Mu xouemo CTBOpUTU WOCHL NoAidHe Ao

CTPYKTYpU MaTepiany Ansa BnacTtuBocTen ceiTna:

struct Light {
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vec3 diffuse;
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uniform Light light;

[xepeno cBiTna Ma€ pi3HY iIHTEHCUBHICTb ANl HABKOIMIHBLOT'O, pOBCisiHOrO Ta <
/span> cBiTUTbLCA 3 NOBHOK iHTEHCUBHICTIO. 3BEpPHITb yBary, WO MU TaKOX goganu
BEKTOP No3uLii CBiTNa A0 CTPYKTYPU. KOMNOHEHTU. HaBKONMULLHE OCBITNEHHA
3a3BUYan Ma€ HU3bKY iHTEHCUBHICTb, OCKiNlbKU MU He X04eMo, Wwob Konip
HaBKOJIMLIHbLOro cepeaoBMLLia 6yB HaATO AOMiIHYHOUYUM. PO3CiSHUM KOMMOHEHT
OXXepena cBiTna 3asBu4yav HanawToBaHWM Ha TOYHUW KONip, AKMA MU XOTinn 6 martu;
YacTo sACKpaBoO-6inoro konbopy. [13epkanbHUA KOMNOHEHT 3a3BUYaun

nsepxansnivec3(1.0)

AK i y BunagKy 3 yHichopmotro maTtepiany, Ham nNoTpioHO OHOBUTU hparMeHTHUIN

wenaep:

vec3 ambient = light.ambient * material.ambient;

vec3 diffuse = light.diffuse * (diff * material.diffuse);

vec3 specular = light.specular * (spec * material.specular);



MoTiM MM Xxo4eMo BCTaHOBUTU iHTEHCUBHICTb CBiTNa B AoAaTKY:

lightingShader.setVec3( , 0.2f, 0.2f, 0.2f);

lightingShader.setVec3( , 0.5f, 0.5f, 0.5f);

lightingShader.setVec3( , 1.0f, 1.0f, 1.0f);

Tenep, konu My MoaynOBanu BNfMB CBiTNa Ha maTepian o6’eKkTa, MU oTpumanu
Bi3yanbHUW pe3ynbTaT, AKUU AyXKe CXOXWUU Ha pe3ynbTaT nonepeaHbLoro posainy.
OpgHak uboro pasy My oTpMmarniv NOBHUW KOHTPOSb Haf OCBITNEHHSAM i MaTepianom

ob’ekTa:
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3MiHUTK BidyanbHi acnekTu 06’eKTiB 3apa3 BiAHOCHO nerko. [laBante Tpoxm

OXUBUMO cuTyauitro!

Pi3Hi cBiTni KOonbopwu

[oci Mmn BUKOpMCTOBYBanu CBIiT/i KONbOPY NULLE ANA TOro, Wob BapitoBaTn
iHTEHCUBHICTb TX OKpEeMUX KOMMOHEHTIB, BUOMpaloum KonbLopu B Aiana3oHi Big
6inoro fo ciporo Ta YopHOro, He BNNMBaK4YM Ha (PaKTUYHI KONbOpPKU 06’eKTa (NUwe
Ha MOro iHTeHCUBHICTb). OCKiNlbKM MU Tenep MaeMo nerkumn aoctyn Ao
BJIaCTUBOCTEM CBiTMIa, MM MOXEMO 3MiHIOBaTH iX KONIbOPU 3 Yacom, Wob oTpumaTu
cnpaBai uikaBi ecpekTn. OCKiNbKU BCe BXe HanawToBaHo y chparMeHTHOMY Lenaepi,

3MIiHUTU KOSMbOPMU CBITIIA JIErKO Ta oApa3y CTBOPHOBATU AesiKi AMBOBUXHI edeKTu:

AK BU 6aumnTe, iHWIMIA KoNip CBiTNa CUNbLHO BNSIMBAE Ha BUXiA KONbOpy 06’€KTa.
OckinbKu Konip cBiTna 6esnocepeaHbLO BNIMBAE Ha Te, sIKi KONbOPU MOXe
BifgoOpaxatu 06’eKT (AK BM, MOXNUBO, NnaMm’ATaeTe 3 po3ainy KonsLopwu), BiH mae

3Ha4YHWM BNSIUB Ha Bi3yanbHUMX pe3ynbTar.

Mu moxxemMo nerko 3amiHOBaTU KOSMIbOPU CBiTNa 3 4YaCoOM, 3MiHIOKOYN KONbOPU

HaBKOSMULLUHbLOrO CcBiTNa Ta AUdY3Hi KONbLOpPU 3a AONOMOrorrpixiglfwGetTime:

glm::vec3 lightColor;

lightColor.x = sin(glfwGetTime() * 2.0f);
lightColor.y = sin(glfwGetTime() * 0.7f);

lightColor.z = sin(glfwGetTime() * 1.3f);

glm::vec3 diffuseColor = lightColor * glm::vec3(0.5f);

glm::vec3 ambientColor = diffuseColor * glm::vec3(0.2f);


https://learnopengl.com/Lighting/Colors

lightingShader.setVec3( , ambientColor);

lightingShader.setVec3( , diffuseColor);

CnpobynTe noekcnepuMeHTyBaTH 3 AeKiSibkoMa 3Ha4YeHHSAMU OCBITNEHHSA Ta
MaTtepianiB i NOAMBITLCSA, SIK BOHU BNJIMBalOTb Ha BidyanbHWUKU pe3ynkraTt. Bu moxere

3HaUTU BUXiOQHUM KOA NporpamMmm TyT.

BMNpaBu

e Yu MoxeTe BU 3poOUTU TaK, WOO 3MiHa KONbOPY CBiTNa 3MiHIOBana Konip
csiTnoBoro ky6a?

e Yu MmoxeTe BU 3MoaentoBaTh AesKi 06’€KTU peanbHOro CBiTy, BASHa4YMBLUU
IXHi BignoBiAgHiI maTepianu, AK My 6a4nnu Ha No4aTKy LbOro po3ainy?
3ayBaxTe, W0 3Ha4YeHHS HaBKOJNMULWHbLOIO cepepoBuLya TabnuLii He
36iratoTbcs 3i 3HaYeHHAMU Andy3il; BOHU He BpaxoByBasriv iHTEHCUBHICTb
cBiTna. LWo6 npaBunbLHO BCTAHOBUTM iXHi 3Ha4Y€HHA, BaM NOTPiOHO

BCTaHOBUTU BCi iHTEHCUBHOCTI cBiTna Ha vec3(1.0), wo6 oTpumaTtu Ton

CaMui pe3ynbTaT: pilleHHsA 6f1aKUTHOro NNacTUKOBOro KOHTeNnHepa.

KapTu ocBiTneHHs


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/3.1.materials/materials.cpp
http://devernay.free.fr/cours/opengl/materials.html
https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/3.2.materials_exercise1/materials_exercise1.cpp

Y nonepeaHLoMy po3aini Mu o6roBoproBanm MOXJIMBICTb TOrO, LLIO KOXEH 06’ EKT

Ma€ BflaCHUM YHiKanbHUW MaTepian, AKM1M no-pisHoMy pearye Ha cBiTno. Lle yyaoBso
niagxoAnMTb ANs HafaHHA KOXXHOMY O6’€EKTY YHiKanbHOro BUrnaay NopiBHAHO 3
iHWKUMK o6’eKTammn, ane Bce e He Hafa€e BeNIMKOI FTHYYKOCTI WoAo BidyanbHOro

BUBoAy o6’ekTa.

Y nonepeaHbLOMY po34ini MM BU3HA4YUNM MaTepian Ans BCbOro o6'ekra B Winomy.
OpnHak 06’ekTu B peanbHOMY CBiTi 3a3BU4Yan CKNaaaroTbCA He 3 OAHOro martepiany, a
3 KinbKox maTtepianiB. [logymanTe npo aBTOMOGiNb: NOro eKcTep’ep CKNagaeTbcA 3
ONUCKy4O0Il TKAHUHMU, BiH Ma€ BiKHa, AKi YaCTKOBO BifoOpaXkaloTb HaBKOJTULLHE
cepeaoBuLe, NOro LUMHU MalKe BIIMCKYyYi, TOMY Ha HUX HEMaE A3epKanbHUX
BifONUCKIB, i BIH Ma€ HaA3BMYaNHO GNUCKYYi ANCKM (AKLLO BM haKTUYHO fo6pe
noMMB Bawly MawwunHy). ABTOMOGiNb TakoX Mae Andy3Hi Ta HABKOMULLHI KONbOpM,
fAIKi He OHaKOBI ANA BCbOro 06’ekra; aBTOMoOOiINb Bifob6paxae 6araTo pisHux
HaBKONMMULLUHIX/ANcYy3HUX KoNbopiB. 3aranom, TakKum o6’eKT Ma€ pi3Hi BNacTUBOCTI

MaTepiany Ans KOXHOI 3 MOro pi3HUX YaCTUH.

OT1xe, cuctemMun matepianis y nonepeaHbLoOMy po3aini HeAOCTaTHLO ANA BCiX
mMopaenen, KpiMm HaMNPOCTIWNX, TOMY HaM NOTPIOHO PO3WMPUTU CUCTEMY, BBIBLUU
diffuse Ta < /span> kapTu. Lle no3Bonsic Ham BNNuMBaTU Ha Andy3HUM (i
onocepenkoBaHO Ha HABKOJNULUHIA KOMMOHEHT, OCKifibKM BOHU BCE OQHO NOBWUHHI
OyTn ogHaKOBUMM) i A3epKaribHUN KOMMOHEHT 06’eKTa 3 HabaraTo GinbLworo

TOYHICTI0. 3epKasibHIi

Oudpy3Hi KapTH

Te, WO MK X04EMO, LIe SKUMOCb YNHOM BCTaHOBMUTU PO3CisiHi KONbOpPMU 06’eKTa AnA
KOXHOro okpemoro c¢pparmeHTta. Akacb cuctema, e MM MOXEeMO OTPUMATU 3HAYEHHSA

KONMbOPY Ha OCHOBI NOMOXeHHA (pparmeHTa Ha O00’€KTI?

HaneBHo, Bce Le ma€ 3gaTucsa 3HAaMOMUM, | MU BXe AesIKMA YaCc BUKOPUCTOBYEMO
TaKy cuctemy. Lle cxoxe Ha mekcmypu, Aiki M1 [OKNagHO obroBoploBanu B ogHOMY 3

nonepenHix po3Aainu, i Le B OCHOBHOMY came Le: TekcTypa. Mu npocTto


https://learnopengl.com/Lighting/Materials
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BUKOPUCTOBYEMO iHLWY Ha3BY AS1S TOFO CaMOro OCHOBHOIO NMPUHLMUNY:
BUKOPUCTOBYEMO 300paeHHA, 06epHyTe HaBKOJMO 06’€KTa, ike MU MOXXeMO
iHAeKcyBaTu AN YHiKanbHUX 3Ha4YeHb KONbOpPiB Ha hparMeHT. Y oCcBITNEHUX cueHax
e 3a3BMYan HasnmBaeTbCA Andy3Ha KapTa(3a3BMyan Tak iX Ha3MBaKTb
3D-xyaoxHuku ao PBR), ockinbku 306paxxeHHA TEKCTYpuU npeacTaBnsie BCi ANMdY3Hi

KOnbopu o6’ekTa.

LLlo6 npoaeMoHcTpyBaTH AUdY3Hi KAPTU, MU BUKOPUCTAEMO HaBeOeHe HUKYe

306paxeHHs fepeB’AHOro KOHTeMHepa 3i ctaneBMM OOPTUKOM:

BukopuctaHHa gudy3Hoi KapTu B uenaepax TOYHO Tak cCamMo, SK MU NoKasanu B
po3aini npo Tekctypu. OgHak Lboro pasy mu 36epiracmo TekcTypy sik sampler2D

BCepeauHi marepian CTpyKTypa. Mu 3amiHIOEMO paHille BU3HAa4YeHUN vec3 BEKTOp

Andy3HoOro Konbopy AnNdy3HO KapTolo.

Mam’saitanTe, Wo sampler2D € Tak 3BaHUM HENPO3OPMI TUMLIE O3HAYAE, WO MU
He MOXeMO CTBOpPIOBaTU Ui TUNK, a NuLle BU3HA4YaEMO iX AK YHicbopmu. Axkwo
CTPYKTYypa Oyae cTBOpeHa He SIK oaHopiaHUN (AK napameTp dyHKuii), GLSL
MOXXe BMKITMKaTU OUBHI MOMUJIIKU; Te CaMe CTOCYETbLCA OyAb-sKOi CTPYKTYpM,

O MICTUTb TaKi HeNpPo30pi TUNMU.


https://learnopengl.com/img/textures/container2.png
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Mu TakoX BuaanseMo BEKTOP KONbOpPY HaBKONULUHLOrO MaTepiany, OCKifibKU Konip
HaBKOJIMLIHBLOIO cepeaoBULLa BCe OAHO AOpPiBHIOE ANPY3HOMY KONbOpy Tenep,
KOSIU MU KEPYEMO HaBKOJIMLUHIM cepeaoBULLIEM 3a AONOMOroto cBiTna. Tomy Hemae

HeoOXigHOCTI 36epiraTtM NOro okpemo:

struct Material {

sampler2D diffuse;

vec3 specular;

float shininess;

m s

in vec2 TexCoords;

£AKWwo BM TpOXu BNepTi 1 BCe O4HO GaXXaeTe BCTAHOBUTM iHLIi 3HA4YEHHA
KONbOPiB HaBKOJIULWIHbLOIO cepeaoBuila (OKpiM 3HaYeHHA Audysii), BU MoxeTe
3anUWNTU HaBKOSNMULLHI KONbopu vec3, ane ToAi Kofbopyu HaBKOSIULWIHLOIO

cepefoBMLLA BCe OAHO OyAyThb 3anuaoTbCA O4HAKOBMMU AN BCbOro
06'ekTa. LLlo6 oTpMmaTK pi3Hi 3HaYeHHSA cepeAoBuULLA ANl KOXHOro pparmeHTa,
BaM AoBeAeTbCA BUKOPUCTOBYBATH iHLWY TEKCTYpy NnuLle AN 3Ha4YeHb

cepegoBuLia.

3BepHiTb yBary, Lo HaM 3HOBY 3HaA00NATLCA KOOPAMHATU TEKCTYPU Y
dparmeHTHOMY LIenaepi, TOMy MU OrofioCUNU A0AATKOBY BXigHY 3MiHHY. MoTiM Mmu
NpocTo BUGUPAEMO 3 TEKCTYPM, 06 OTpUMaTn 3Ha4YEHHS PO3CIIHOro KONbLopy

c¢parmeHTa:



vec3 diffuse = light.diffuse * diff * vec3(texture(material.diffuse, TexCoords));

Kpim Toro, He 3abyabLTe BCTAaHOBUTU KOMip HAaBKOMULLIHBLOIO MaTtepiany Takum xe, K i

Konip andy3Horo martepiany:

vec3 ambient = light.ambient * vec3(texture(material.diffuse, TexCoords));

| ue Bce, WO NOTPIGHO ANs BUKOopUcTaHHA Anudy3HOI KapTu. Ak 6aunTte, y LUboMy
HeMae Hi4Yoro HOBOro, ane BiH 3abe3neyvye pi3ke NiABULWEHHA AKOCTI 300paXKeHHS.
LLlo6 ue 3anpauroBano, Ham NOTPiGHO OHOBUTU AaHi BEPLUMH 3a AOMNOMOroH
KOOpPAMUHAT TeKCTYpU, NnepeaaTu ix sk aTpubyTu BepLlUMH y (hparMeHTHUN wenaep,

3aBaHTaXUTU TEKCTYpPYy Ta ﬂpVIB,Sl3aTM TEKCTYypy Ao BignoBigHoro 6110Ky TEeKCTYpWu.

OHoBNEHI AaHi NPO BepPLIMHU MOXHa 3HaUTKU Ty T. [laHi Npo BepLIMHKU Tenep
BKINKOYaKOTb NO3ULii BepLUMH, BEKTOPU HOpMaren i KoopanHaTu TeKCTypu Ans
KOXHOI 3 BepLwuH Kyb6a. [laBanTe OHOBMMO BEPLUMHHUM WWenaep, Wwob npunmaTtm
KOOPAWHATU TEKCTYPU SIK aTPMOYT BEpLUMHU Ta NepecunaTun ix y oparmeHTHUM

wenaep:

#version 330 core
layout (location = 0) in vec3 aPos;
layout (location = 1) in vec3 aNormal;

layout (location = 2) in vec2 aTexCoords;


https://learnopengl.com/code_viewer.php?code=lighting/vertex_data_textures

out vec2 TexCoords;

void main()

=3

TexCoords = aTexCoords;

==

O6OB’A3KOBO OHOBITb NOKaX4MKn aTpmbyTiB BepwmnH o6ox VAO, wo6 BignosigaTtu
HOBUM AAaHMM BepLUUH i 3aBaHTaXTe 300paXeHHA KOHTenHepa AK TekcTypy. MNepen
peHAepPUHIoMm Kyb6a Mu Xxo4emMo NMPU3HaAYNTU NOTPiIOHY TEKCTYPHY OQAUHULIO

ofHOpiAHOMY cemnniepy material .diffuse i NPUB’A3aTU KOHTEMHEPHY TEKCTYpPY

0O Ui€l TEeKCTYPHOI OAUHUL:

lightingShader.setint( , 0);

-

glActiveTexture(GL_TEXTUREDO);

glBindTexture(GL_TEXTURE_2D, diffuseMap);



Tenep, BUKOpUCTOBYHOUYM ANGY3HY KapTy, MU 3HOBY OTPUMYEMO BeJIUYE3HUN
npupicT getanemn, i Uboro pasy KOHTeMHep AiINCHO NOYMHAE CAATU (OyKBarnbHO).

Tenep Ball KOHTeﬁHep BUrnsspae I1pI/I6J1VI3HO TakK:
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Bu moxeTe 3HaNTU NOBHUWN BUXiAHMW KOA NpOrpamMmm TyT.

[3epKanbHi KapTu

Bu, MabyTb, noMiTUNWN, WO A3epKanbHe BiAGNUCKYBaHHA BUrnsgae Aello AUBHO,
OCKiJfIbKM 06’ EKT € KOHTEMHEPOM, SIKUI NepeBa)XKHO CKNaAacTbCA 3 AePEeBUHM, a
AepeBUHa He Ma€ Takux Bigobnuckis. Mu moxemo BUNpaBuTU Lie, BCTAaHOBUBLUW Onsi

A3epkanbHoro marepiany o6’ekra 3HayeHHsi vec3(0.0), ane ue o3HayaTume, WO

cTaneBi MeXi KOHTeMHepa TaKoX nepecTtaHyTb BigobpaxaTtu BiAOMUCKKU, a cTanb Mae
BigoOpaxatu g3epkanbHi Bigonucku. Mu xoTtinu 6 KOHTpontoBaTH, siKi YaCTUHN
06’ekTa MaloTb BigobGpaxaTu BiAONMUCKM i3 pi3HOK iIHTEHCUBHICTIO. Lle npobnema,

fika 3By4uTb 3Hanomo. BunapgkoBictb? A aymaro, HE.


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/4.1.lighting_maps_diffuse_map/lighting_maps_diffuse.cpp

Mu Takox MOXXeMO BUMKOPUCTOBYBATU KapTy TEKCTYpuU nuile Ana sBiadbnuckis. Lle
O3Ha4ae, WO HaM NOTPiOHO CTBOPUTU YOPHO-Oiny (abo KONLOPOBY, AKLO XO4eTe)
TEKCTYpY, fika BU3Ha4ya€ iHTEHCUBHICTb BiA0OpaXeHHs KOXHOI YaCcTUHU 06’eKTa.

Mpuknagom ornsagoBoI KAPTU € TaKe 300paXKeHHA:

IHTEHCUBHICTb BiAONUCKY 3aneXuTb Bif ACKPABOCTi KOXXHOIO Nikcesns 3006 paxeHHs.
KoxeH nikcenb A3epKanbHOI KAPTU MOXHa Bigo06pa3nTu K KONbLOPOBUN BEKTOP, A€
YOpPHUI Konip npeacTaBnsie KonipHun BekTop vec3(0.0), a cipuit konipHUin BEKTOp
vec3(0.5), Hanpuknaga. MoTim y coparMeHTHOMY Lienpepi MM BUGMpaemo
BiAnoBiAHe 3Ha4YeHHA KONMbOpPY Ta MHOXWUMO Lie 3Ha4Y€HHA Ha iIHTEHCUBHICTb

BiaA3epkaneHHsa ceiTna. Yum Ginbuwe '6inoro’ nikcenb, TUM BULLUIA pe3ynbTaT

MHOXEHHS i, OTXXe, TUM ACKpaBilLMM CTa€ A3epKaribHUN KOMMOHEHT 06’eKTa.

OcCKinbKn KOHTENHep NepeBaXHO CKNafaeTbCA 3 AepeBUHN, a AepeBo sIK MaTepian
He NOBUHHO MaTU A3epKanbHUX BigbNUCKIB, yCIO AepeB’AHY YaCTUHY PO3CisiHOI
TEeKCTypu Oyro nepeTBOpPEeHO Ha YOPHUN: YOPHI ceKuil He MalTb BiAONUCKIB.
CtaneBun 60paloOp KOHTEUHEPA MAE Pi3HY iIHTEHCUMBHICTb A3epKaribHOro
BifoOpaXkeHHsA, NpMYOMYy cama cTalb BiHOCHO YyTNnMBa A0 A3epKarbHUX

BifONUCKiB, TOAi AK TPILLMHMU — Hi.

TexHiYHO AepeBUHa TaKOX Ma€ A3epKanbHi BigONUCKKU, Xo4a 3i 3HAYHO HUXKUYNM

3Ha4YeHHAM 6nuckKy (6inblue po3ciloBaHHA CBiTNA) i MEHWUM BNIMBOM, ane 3


https://learnopengl.com/img/textures/container2_specular.png

MeTO HaB4YaHHA MU MOXeMO NMPOCTO NPUKNHYTUCA, LLIO AepeBUHaA He pearye

Ha A3epKaribHe CBITIO.

BukopuctoByroum Taki iHCTpyMeHTH, sk Photoshop a6o Gimp, MOXHa BiAHOCHO
nerko TpaHccgopmyBaTu Andy3HUN TEKCTYPU [0 TaKOro A3epKanbHOro 306 paxxeHHs,
fK e, BUpi3aloum AesaKi YaCTUHU, NepeTBOPOIOYM iX HA YOPHO-6ini Ta 36inbLwyo4n

SICKpaBiCTb/KOHTpaCT.

Bubipka A3epKanbHUX KapT

[3epKkanbHa KapTa cxoXxa Ha 6yAb-sIKy iHWY TEeKCTYpY, TOMY KOA CXOXWUM Ha KoA
andpysHoi kapTu. NepekoHanTecs, WO NpaBUIIbHO 3aBaHTaXeHO 300paXeHHA Ta
CTBOPEHO 06’€KT TeKCTypU. OCKiNNbKM MU BUKOPUCTOBYEMO iHLLMK cemMmnrep
TEKCTYpU B TOMYy caMomy pparMeHTHOMY wengepi, Ham NOTPiGHO BUKOPMUCTOBYBaTH
iHWWM GnokK TekCcTypu (AmuB. TekcTypu) ANA A3epKanbHOI KapTu, TOMy AaBauTe

npUB’XXeMO MOro Ao BiAnNoBiAHOro 650Ky TeKCTYpu nepen peHAepPUHIrom:

lightingShader.setint( , 1;

glActiveTexture(GL_TEXTURE1);

glBindTexture(GL_TEXTURE_2D, specularMap);

MoTim OHOBITL BNAacTMBOCTI MaTepiany ¢hparMeHTHOro wengepa, Wwood NpUNHATU

sampler2D sik noro a3epKkanbHU KOMMNOHEHT 3aMicTb vec3:

struct Material {


https://learnopengl.com/Getting-started/Textures

sampler2D diffuse;
sampler2D specular;

=

I, HapewTi, MM XO4YeMO B3ATU BUOIPKY A3epKanbHOI KapTu, Woob oTpumaTun

BiAnNoBiAHY A3epKarnbHY iIHTEHCUBHICTb pparmMeHTa:

vec3 ambient = light.ambient * vec3(texture(material.diffuse, TexCoords));

vec3 diffuse = light.diffuse * diff * vec3(texture(material.diffuse, TexCoords));

vec3 specular = light.specular * spec * vec3(texture(material.specular, TexCoords));

FragColor = vec4(ambient + diffuse + specular, 1.0);

BukopucTtoBylouM A3epKanbHy KapTy, MM MOXEMO BKa3aTu 3 BEJINYE3HOIO KiNbKiCTH
AeTaneu, ki YacTUHM o6’eKkTa MaloTb 6JIUCKY4Yi BNAaCTUBOCTI, i MU HaBiTb MOXXeMO
KOHTpOJsitoBaTU BiANOBIAHY iIHTEHCUBHICTb. Bia3epkanbHi KapTn Aal0Tb Ham

AOoAAaTKOBUU piBEHb KOHTPOMO HaA OCBITIIEHHAM noBepx Andgy3HOI KapTu.

SKWwo BM He xo4yeTe OyTU HAATO MAaCOBUM, BU TaKOX MOXeTe BUKOPUCTaTH
chakTUUHiI KONbOPU B A3epKanbHiN KapTi, WoO6 He nNuwe BCTAaHOBUTHU
iHTEHCUBHICTb A3epKanbHOro BifoopaXeHHs1 KOXXHOro chparmeHTa, ane 1 Konip
A3epKanbHoro Bia6nucky. PeanbHo, ogHak, Konip A3epKanbHOro Bifaonucky B
OCHOBHOMY BU3HaA4Ya€TbLCA CaMUM AXXeperioM CBiTna, TOMy BiH He CTBOPIOE
peanicTnyHi BidyanbHi edpekTn (0Cb YoMy 306paxXeHHs 3a3BMYan YOPHO-6ini:

Hac pbae nuwe nNpo iHTeHCUBHICTb).



Akwo BM 3apas 3anycTuTte nporpamy, BU 3MOXeTe Y4iTKO no6ayunTy, Wo martepian
KOHTEeMHepa Tenep AyXXe Haragye cnpaBXHin AepeB’AHUN KOHTeMHep 3i cTaneBUMMU

pamamu:
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Bu moxeTe 3HaNTU NOBHUWN BUXiAHMW KOA NpOrpamMmm TyT.

3a gonomoror Andy3HUX i A3epKanbHUX KapT MU 4INCHO MOXeMO AofaTtu
BeJInYe3Hy KinbKicTb AeTanen Ao BiAHOCHO NpocTuX o6’ekTiB. M1 HaBiTb MOXeMO
Aopatu 6inbwe aetanen Ao 06’€KTiB, BAKOPUCTOBYHOUM iHLUi TEKCTYPHI KapTu,
HanpuknagHopManbHi KapTu/kapTu penbedyTta/abokapTu BigobpaxeHHs, ane ue Te,
IO MM 3anULIMMO ANA HacTynHUX po3ainis. NokaxiTb CBiM KOHTEMHeEp YCiM CBOIM
APY3aM i poauHi Ta 6yabTe 3a40BOSEeHI TUM paKTOM, WO OAHOro AHSA Hal

KOHTEMHEpP MOXe CTaTM Lie Kpawmm, HiX BiH €!

BMNpaBu


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/4.2.lighting_maps_specular_map/lighting_maps_specular.cpp

e [loekcnepMMeHTYyNTe 3 HABKONMULLHIM, ANY3HUM i A3epKarlbHUM BeKTopamMum
Axepena cBitTna Ta NnogMBITLCA, IK BOHU BNNIMBalOTb Ha BisyanbHUN BUXiA
KOHTeWHepa.

e CnpobGyuTe iHBepTYyBaTH 3HAa4YEHHS KONbOPIB A3epKarbHOI KapTu y
¢parmeHTHOMY Wenaepi, Wob AepeBUHa Bigobpaxana A3epKanbHi
BifONMCKKN, a cTaneBi MexXi — Hi (3ayBaxTe, WO Yepe3 TPilMHUN B cTaneBin
pamui Mexi Bce e MarTb BiAGNNCKN, XO4a 3 MEHLLOK iHTEHCUBHICTHO):
pilUeHHSA.

e CnpobGyunTte cTBOPUTU A3epKarbHy KapTy 3 AUY3HOI TEKCTYpU, sika
BUKOPUCTOBYE (haKkTUYHiI KONbOPU 3aMiCTb YOPHO-6inoro, i no6auure, wWo
pesynbTaTt BUrnsigac He HaaTo peanictTuyHMM. Bu MoxeTe ckopucTtaTucs L€k

KOJIbOPOBOK A3epPKaJiIbHO KAapToo, AKWO BN HEe MOXeTe CTBOPUTU (1]

CaMOCTINHO: pe3ynLTar .

e Takox aopauTe Te, WO BOHU Ha3MBaKOTb ankapTa BUKUAIB, IKa € TEKCTYpPOIO,
fika 30epirae 3Ha4YeHHs eMicii ANA KoXXHOro cpparmMeHTa. 3Ha4YeHHS
BUMPOMIiHIOBaHHSA — Lie KONMbOPMU, AAKi 06’€KT MOXe eurnpoMiHro8amu Tak, Hiou
BiH caM MiCTUTb [Kepero CBiTna; TakuM YAHOM O6’EKT MOXe CBITUTUCA
He3anexHo Big yYMOB OCBiTNeHHsA. KapTn BUNpoMiHIOBaHHS — Le 4acTo Te, Wo
BM GaunTe, Konu o6’eKTU B rpi CBITATLCA (Hanpuknapg, o4vi pobora abo

CBIiTNOBi CMYru Ha KOHTenHepi). [loaanTe HaBeAeHY HMXKYe TeKCTypy (Bia

creativesam) sik kKapTy BUNPOMiHIOBaHHA A0 KOHTeUHepa, Haye fitepu

BUMNPOMIHIOKOTb CBITNO: PilLleHHSA ; pe3ynbLrar.

CBiTnoBi ponuku
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Yce oCBIiTNEHHS, AKe MU BUKOPUCTOBYBanu AocCi, HaAXoauno BiA oAHOro axepena,
TOOTO ofHi€l TOUKM B npocTopi. Lle nae xopowi pe3ynbraTu, ane B peanbHOMY CBITi
MM MaeMO KirfibKa TUMNIB CBiTNa, KOXeH 3 AKUX gie no-pisHomy. [Ixepeno cBiTna, fike
8UINPOMIHIOE CBITNO Ha NpeaAMeTU, HA3NBAETbLCA NErkun ponuk. Y ubomy posaini mu
06roBopMMO Kinbka pi3HUX TUMNIB KoOnilWaTok cBiTna. HaByaHHA MoaentoBaTH Pi3Hi
h)xepena cBiTna — ue e oauH iHCTPYMEHT y BalwoMy Habopi iHCTpyMeHTiB ans

noganbLUOro 3d6arayeHHs BaLoro cepenoBuLla.

CnoyaTKy Mn o6roBopMmo cnpsiMoBaHe CBiTNO, NOTiM TOUYKOBE CBITIO, siKe €
NPOAOBXEHHAM TOro, Lo MU Manu paHilwle, i HapewTi MM OGroBOPMMO NMPOXKEKTOPU.
Y HacTtynHomy po3aini Mu 06’eaHaEMO AeKinbKa 3 LuX pi3HUX TMNIB CBiTNa B OA4HY

CLeHYy.

CnpsamoBaHe CBIiTNnoO

Konu pxepeno cBiTna 3HaxoauTbCA Aarneko, CBITMOBI MPOMEHiI, WO BUXoaATb BiA
AXxepena cBitna, mamxe napanenbHi oguH ogHomy. Cxoxe, Wo BCi NpOMeHi cBiTna
WAYTb 3 OAHOro HaNpsAMKY, He3anexHo Bif Toro, Ae 3HaxoAuTbcA 06’ekT i/abo
rnaaad. Konu pxepeno ceitna MoaentoeETLCA K HeCKIHYeHHO faneko, ue
Ha3uBaETbCA CNpsMOBaHe CBIT/IOOCKINbKM BCi MOro CBITNOBI NPOMeHi MalTb

OAHAKOBUI HaNpPsAMOK; Lie He 3aneXuTb Bif po3TallyBaHHA Q)Xepena cBiTna.

MpekpacHUM NpuKNagomMm cNpAMOBaHOIo A)Xepena CBiT/ia € COHUe, ike MU 3HaEMO.
CoHLe He HeCKiHYeHHO Aaneko BiA Hac, ane BOHO HaCTiNbKX Aaneko, Wo M1 MOXeMo
CMpUMAMaTH MOro K HECKIHYEHHO Aaneke B po3paxyHKax ocBiTneHHsA. lNoTim yci
CBITNOBI NPOMEHI Bif COHUA MOAESNIOITLCA SIK NaparnesnbHi CBITNIOBI NPOMEHi, IK MU

6a4YMMO Ha HacTyNHOMY 300paxeHHi:


https://learnopengl.com/Lighting/Multiple-lights

OckinbKkn Bci NpoMeHi cBiTna napanenbHi, He Ma€ 3Ha4Y€HHS, K KOXXeH 06’eKT
NoB’sAA3aHNM i3 NONOXEHHAM AXepersia CBiTNna, OCKiNbKU HanpAMOK cBiTna
3aNMIAETLCA HE3MIHHMM AJ151 KOXKHOro 06’ekTa B cueHi. OCKinbK1 BEKTOP HanpsaMKy
CBiTNa 3anuwaeTbCcA HeE3MiIHHMM, 06UYNCNEHHS OCBITNEHHA byayTb NoAiGHUMK ans

KOXXHOro o6’cKra CLeHM.

Mu moxxeMo 3mopentoBaTH Take CnNpsiMOBaHe CBiTNO, BU3HAaYMBLUM BEKTOP HanpsiMKy
cBiTna 3amicTb BekTopa no3suuii. Po3paxyHku wengepiB 34e06inbworo sanuwarTbCcA
He3MiHHUMMU, 32 BUHATKOM TOrO, L0 LbOro pasy Mu 6esnocepeaHboO

BMKOPUCTOBYEMO BEKTOP HanpsiMky CBiTNa 3aMiCTb 064YMCIIeHHA 1ightDir BeKTOp

i3 BUKOPUCTaAHHSAM BeKTOpa position cBiTna:

struct Light {



vec3 diffuse;
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void main()

=3

vec3 lightDir = normalize(-light.direction);

3ayBaxTe, WO CNoOYaTKy MU 3anepeyyemo BekTop light.direction. Po3paxyHku
OCBITNEHHSA, AKi MM BUKOPUCTOBYBasin AOCi, OYiKyHOTb, LLO HanNnpsMoOK cBiTna byae
HanpsiMKOM Bif, (hparmeHTa fo Axepena cBitna, ane noau 3a3Bnyav BBaXalTb 3a
Kpalle BKasyBaTU CrpsIMOBaHe CBITNO siK rnob6anbHUM HanpsaMoK, WO BKa3ye Bif
oxepena cBitna. ToMy MM NOBUHHI 3anepeynTy rnobanbHUN BEKTOP HaNnpsaAMKy
cBiTNna, Woo6 3MiHUTU NOro HaNPAMOK; Tenep Le HanpsMHUU BEKTOp, WO BKa3y€e Ha
oxepeno cBitna. Kpim Toro, 060B’A3K0OBO HOpMani3ynte BEKTOP, OCKiNlbKU

HepPOo3yMHO BBaXatu, Wo BXigHUN BeKTOp € OANHUYHUM BEKTOPOM.

OTpuMmaHun BekTop 1lightDir NOTIM BUKOPUCTOBYETLCS, AK i paHile, y ANPY3HUX i

A3epKanbHUX 064YNCIIeHHSAX.

LLlo6 4iTKO NpoAeMOHCTPYyBaTH, O CNpsAMOBaHe CBiT/I0 OA4HAaKOBO BMN/IMBAE Ha
KiflbKa 00’€KTiB, MM NOBEpPTAaEMOCSH A0 CLEHN KOHTEMHEPHOI BEeYipKu 3 KiHUA po3ainy

Cucrtemu koopamHat. Ha BUnagoK, SKwo B1 nponycTunmn BeYvipky, Mm BusHauunm 10

Pi3HUX NO3ULLIA KOHTEMHEPIB Ta 3reHepyBanu pi3Hi MaTpuui moaenen Ans KOXXHOro



https://learnopengl.com/Getting-started/Coordinate-Systems
https://learnopengl.com/code_viewer.php?code=lighting/light_casters_container_positions

KOHTeNHepa, Aie KOXKHa MaTpuusa Mmoaenen mictuna BianoBigHY NoKanbHy A0

CBIiTOBOI NepeTBOPEHHS:

for(unsigned inti = 0; i< 10; i++)

glm::mat4 model = glm::mat4(1.0f);

model = glm::translate(model, cubePositionsli]);

float angle = 20.0f * i;

model = glm::rotate(model, gim::radians(angle), glm::vec3(1.0f, 0.3f, 0.5f));

lightingShader.setMat4( , model);

giDrawArrays(GL_TRIANGLES, 0, 36);

==

Kpim Toro, He 3abyabTe (hakTUYHO BKa3aTU HanpsMOK Axeperna cBiTna (3BepHiTb
yBary, Wo M1 BU3HAYaAEMO HaNPAMOK SIK HANPAMOK Bif A)Kepena cBiTna; BU MOXeTe

LWBUAKO NO6aYnTH, WO HAaNPSAMOK CBiTNa BKa3y€ BHU3):

lightingShader.setVec3( , -0.2f, -1.0f, -0.3f);




Mu pesikuit Yac nepefaeMo BEKTOpU No3uLil Ta HaNPsIMKy cBiTna sik vec3s, ane
AesKi noam, ik NnpaBuIo, BBaXaloTb 3a Kpalye 36epiratv BCi BeKTOpM,
BU3HauyeHi sik vec4. Nia yac BU3HaYeHHA BEKTOPIB No3uLii ik vec4 BaXxnuBo
BCTaHOBMUTU ANSA KOMMNOHEHTa W 3Ha4YeHHSA 1.0, wob TpaHcnAuia Ta npoekuii
3aCTOCOBYBAaNu1cA HaneXxHum YmHoMm. OgHak, BU3Ha4Yatoum BEKTOP HanpsiMKy K
vec4, M He xo4yemo, Wob nepeknaan manum edekT (OCKiNbKMU BOHU
npeacTaBnsAOTb JULWEe HanNpPsMKU, HiYoro 6inbLlue), ToMy My BU3HaA4YaEMO <

KOMMNOHEHT i=7> byae . w0 .0

Toai BekTOpX HanpsAMKiB MOXHa nNpeacTaBuTu Tak: vec4 (-0.2f, -1.0f,
-0.3f, 0.0f). Lle Takox Moxe (pyHKLiOHYBaTu sik NpocTa nepeBipka T1MniB
cBiTna: BU MOXeTe nepeBipuUTHU, YN AOPIBHIOE KOMMNOHEHT W 1.0, Wwob
no6aymTy, WO Tenep y Hac € CBITNO' S BEKTOP NO3uLii, i AKLWO W fopiBHIOE 0.0,

MW MAaEeMO BEKTOP HamnpsiMKy CBiTna; TOMy CKOPUrynTe o64McCneHHA Ha OCHOBI

LbOro:

if(lightVector.w == 0.0

htVector.w == 1.0

LikaBun cakt: HacnpaBai ue Te, Ak ctapun OpenGL (3 ¢hikcoBaHoO
hpyHKLiOHanNbLHICTIO) BU3HA4YaB, Y1 € [)Kepeno CBiTMa CNPAMOBaHMUM 4un

No3uUiMHUM OXXeperioM CBiTNa, i peryntoBaB MOro OoCBIT/IEHHA Ha OCHOBI LIbOro.



SAKWo BM 3apa3 CKOMNINKETE Nporpamy Ta nponeTuTe Yepes CUeHy, BUSBUTLCH, LLIO
€ [QXXeperno CBiTNa, CX0Xe Ha COoHUe, sike NPOoJfiuBa€ CBIiTNO Ha BCi 06’ekTn. Bu
6auuTe, Wo BCi ANKY3HI Ta A3epKaribHi KOMNOHEHTU pearyrTb TakK, Hiou aecb y Hebi

€ pXepeno ceitna? Lle Burnagatume npuonusHo Tak:

B LearnOpenGl - 0 b4

Bu MoxeTe 3HaUTU NOBHMI BUXiAHUW KO4 Nporpamm TyT.

TOYKOBI CBITUNBHUKM

CnpsiMmoBaHe CBIiTNO 4yAOBO NiAXoAUTbL ANs rNobdanbHOro cBiTNa, sike OCBITIIHOE BCHO
CLeHy, ane 3a3Bu4Yan HaM TaKOX MOTPiOHO KiNibKaTOYKOBI CBITUNILHUKUPO3KUAAHI No
cueHi. ToykoBe CBITNO — Le Axepeno cBiTna 3 3agaHUM NONOXeHHAM AecCb Y CBiTi,
fIKe OCBITNIOE B YCiX HanpsiMKax, Aie CBITNOBi MPOMeHi TbMAHIIOTb Ha BiACTaHi.
MoaymanTe Npo Nnamnoyku Ta CMOJSIOCKUMU AK NPO KoniwaTka, siKi A4iloTb IK TOYKOBe

cBiTno.


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/5.1.light_casters_directional/light_casters_directional.cpp
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Y nonepeaHix po3ainax mu npauroBanu 3i CNpoLWeHNM TOYKOBUM CBIiTNoM. Y Hac

Oyrno mxeperno cBiTna B 3aaaHin No3uLii, ike po3Cilo€ CBITNO B yCiX HanpsiMKax Bifa
uiel 3agaHoi no3uuii ceitna. OgHak axeperno cBiTna, Aske MM BU3HAYUIU,
MoZAerntoBano CBITNOBI NPOMEHI, fKi HIKONIU He 3HUKanu, Wo CTBOPHOBANoO BPaXeHHS,
Lo MKeperio CcBiTna Haa3BuYanHo notyxHe. Y 6inbwocTti 3D-goaatkiB Mu xo4emo
iMmiTyBaTM paXepeno cBiTNna, sike OCBIT/IIOE NULLe obnacTb Nobnu3y gxepena cBiTna,

a He BCIO CLIEHY.

Axkwo Bn gopacte 10 KOHTeMHepPIB [0 CLEHU OCBITNEHHSA 3 nonepeaHix po3ainis, BM

NOMITUTE, L0 BECb KOHTEUHEP No3aay OCBITNIOETLCSA 3 TIEH X IHTEHCUBHICTIO, WO U

KOHTEeMHep nepen CBITSIOM; NMOKMU WO HEMAE NOriKU, ika 3MeHLWY€E CBITNO Ha BiACTaHi.
Mu xouemo, W06 KOHTEeMHep 33aay OyB nULe TPOXM OCBITIIEHUN NOPIBHAHO 3

KOHTeMHepamu, po3TalloBaHMMMU NOONK3yY AXXepena cBiTna.

3aTtyxaHHS

3a3Buyan Ha3nBaKTb 3MEHLEHHs1 iIHTEHCUBHOCTI CBiT/1a Ha BiACTaHi, IKy NpoXoAuTb
CBITNOBUMN NPOMiHb3aTyxaHHA. OaHUM i3 cnoco6iB 3MEHLWNTHN iIHTEHCUBHICTb CBiTNa
Ha BiACTaHi € NPOCTO BUKOPUCTAHHA NiHINHOIo pPiBHAHHSA. Take PiBHAHHSA JiHIMHO
3MeHLWwyBano 6 iIHTEHCMBHICTb CBiTNa Ha BiACTaHi, TAKUM YMHOM rapaHTyruu, WO

00’eKTU Ha BiacTaHi MeHW AckpaBi. OgHak Taka niHinHa PyHKUia Mae TeHAeHUito



BUrNsagaTy Tpoxu panbmnBoro. Y peanbHOMY CBIiTi CBITNO, AK NpaBuUno, 4OCUTb
siCKpaBe, AIKLO CTOSITU NOpPYY, arne AACKpaBiCTb AXeperia cBiTna WBUAKO
3MEeHLWYETbLCA Ha BiACTaHi; peluTa iHTEHCMBHOCTI CBiTNa NoTiM NOBifIbHO
3MEHLWYETbCA 3 BiACTaHHIO. TaKUM YMHOM, HaM NOTPIOHe iHwWe pPIBHAHHA AnNA

3MeHLUeHHS IHTeHCUBHOCTI cBiTna.

Ha wacTa, aeski po3yMHi noam BXe 3po3yminm ue ans Hac. HactynHa coopmyna
obuuncnioe 3Ha4YeHHs1 ocnabneHHA Ha OCHOBI BiAcTaHi pparmeHTa Ao AXepena

CBiTNa, Ike MU Ni3Hille MHOXXUMO Ha BEKTOp iHTeHCUBHOCTI cBiTna:

(1)
(1) & & =1.0Ke+Kn*++K&*€2

TYT



©ABnNsAe cobolo BiAcTaHb Big ¢pparmeHTa Ao Axepena ceitna. MNoTim, WwWo6
06YMCNUTU 3HAYEHHA 3aTyXaHHA, MU BU3Ha4YaeMo 3 (HacCTporoBaHi) yMOBM:
anocTiHUUTEpPMiH

K

B
KB, aniHinHnuTepmiH
K

n

Kni akBagpaTU4HMUTEPMIH

K

K.

e [locTiHMK 4yneH 3a3Bu4amn 36epiracTbCsa Ha piBHiI 1.0, AKUA B OCHOBHOMY
icCHye ana Toro, Wob6 nepekoHaTUCs, WO 3HAMEHHUK HiKONX He CTaE MeHLMUM
3a 1, OCKinbKM B iHWWOMY BUNagKy Le nigBULLUTb iHTEHCUBHICTb 3 NEBHUMMU

BiAiCTaHSAMMU, WO He € TUM e(PEKTOM, AKOro MU LLUYKaEMO.

e JliHINHU YNeH MHOXUTbLCA Ha 3Ha4YeHHS BiACTaHi, SKe 3MeHLIye
iHTEHCMBHICTb NiHINHUM YMHOM.

e KBaapaTU4HWUIN YfleH MHOXUTLCS Ha KBaApaHT BiAcCTaHi Ta BCTaAaHOBIIOE
KBagpaTuiHe 3MeHLUeHHS iIHTEHCMBHOCTI AnA axepena ceitna. KeagpatuuHun
yrieH 6yae MeHLU 3HaYyLW UM NOPIiBHAHO 3 JiHIMHUM, KONKU BiACTaHb HEBENUKa,

ane crtae Habarato 6inbLKuM i3 30iNbLWeHHAM BiAcTaHi.

3aBOsku KBagpaTUYHOMY UYJieHY CBIiT/1I0 3MEHLYBaTUMETbLCA NepeBaXXHO NiHIMHUM
cnoco6oMm, OKM BiACTaHb He CTaHe AOCTaTHbLO BEJNIMKOH0, WOoO6 KBaapaTUYHUN YNeH
nepeBULLMB NiHINHWUKA, | TOAI IHTEHCUMBHICTb CBiTNa 3MeHWyBaTUMeTbLCA HabaraTo
weuawe. OTpumMaHnn eheKkT nonsArae B TOMy, WO CBIiT/IO AOCUTb iHTEHCUBHE Ha
ONU3bKIiN BiaCTaHi, ane WBUAKO BTpavyae CBOK ACKPaBICTb Ha BiACTaHi, MOKN
BpeLwTi-pewT He BTPaTUTb CBOIO AACKPaABICTb Yy 6inbLl noBinbHOMy Temni. HactynHun

rpachik nokasye eheKkT Takoro ocnabneHHs Ha BiacTaHi 100:
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MoxHa no6auunTy, WO CBITNO Ma€ HanBULLY iIHTEHCUBHICTb, KONKU BiACTaHb
HeBeJlnKa, ane fK TifibK1 BiACTaHb 30iNblYyETLCA, NOro iIHTEHCUBHICTb 3HA4YHO

3MEHLWYETbLCA U NOBINbHO focsrae 0 iHTeHCMBHOCTI NPUONKU3HO Ha BiacTaHi 100. Lle

camMe Te, HOro Mm xo4emo.

BuGip npaBunbHMUX 3Ha4Ye€Hb

Ane npu AKMX 3HaA4YE€HHAX MU BCTAaHOBMNOEMO Ui 3 AoaaHKU? BcTaHOBNEHHA
npaBuUSIbHMX 3Ha4eHb 3aNeXuTb Big 6aratbox pakTopiB: HABKONMULUHLOIO
cepenoBuMLLa, BiAcTaHi, AKy NOTPiGHO oxonuTK CBITNIOM, TUNy CBiTNa Towo. Y
OinblocTi BUNagkiB Lie NpocTo NMTaHHA [OCBIAY Ta NOMIPHOI KiNbKOCTi
HanawTyBaHb. Y HaBeAeHin Hux4e Tabnuui nokasaHo AeAkKi 3HaYeHHSA, AKi L
TEePMiHM MOXYTb NMPUAHATY ANA iMmiTauii peanictTu4yHoro (CBoro poay) mxepena
CBiTNa, sike OXOnJIle NeBHUN paaiyc (BiacTaHb). Y nepLiomy CTOBIMLi BKa3aHO
BifiCTaHb, SIKy Nofosiae CBiTNO 3a 3afaaHMX TepMiHiB. Lli 3Ha4YeHHs € xopownmm
BiANpaBHMMM TOYKaMuM ANA GiNbLIOCTI CBITUNBHUKIB, NMO6’A3HO HapgaHux Ogre3D's

wiki:

Bigctan MMocTtinim JliHinnn KBagpatu4iHm

%) %) %)

b n n n



http://www.ogre3d.org/tikiwiki/tiki-index.php?page=-Point+Light+Attenuation
http://www.ogre3d.org/tikiwiki/tiki-index.php?page=-Point+Light+Attenuation
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Ak 6aunTe, NOCTINHUNA TepMiH

K

KB 36epiraeTbcsa 1.0 B ycix Bunagkax. JIliHinHun TepmiH

K

n

KnsasBu4yan gocutb manun, Woo6 nokKpuTh OinbLlli BiacTaHi Ta KBaapaTUYHUN YneH

K

q
K€ HaBiTb MeHWuUN. CnpobynTte TPOXMU NoeKkcrnepMmMeHTyBaTH 3 LUMU 3HAYEHHSAMMU,

o6 no6aunTuK iX BNAUB Ha Bawy peani3auito. Y HawomMy cepeaoBuLli BiacTaHi 32

Ao 100 3a3Bnyam goctaTHbLO ANSA OiNbLIOCTI CBiITUNBLHUKIB.

Peani3auia ocnadbneHHsA

LLlo6 3acTocyBaTu 3aTyxaHHS, HaM 3HaAoONATLCA 3 AOAATKOBI 3HAYEHHSA Y
¢dparmeHTHOMY WIenAepi: a came NOCTINHUN, NiIHIMHMK | KBagpPaTUYHUMN YNEHU
piBHAHHA. Hankpalue ix 36epiratm BceiTnoCTpPyKTypa , AKy MM BU3HAYUNM paHile.

3ayBaxTe, WO HaM NOTPiOHO 3HOBY 064YMCNUTU 1ightDir 3a JOMNOMOrOK position,

OCKiNIbKM Lie TOYKOBE CBITNO (K MM pobunu B nonepeaHbLOMY po3aini), a He

cnpsimoBaHe CBIiTNO.

struct Light {



vec3 diffuse;

vec3 specular;

float constant;

float linear;

float quadratic;

5% |

MoTiMm MM BCTaHOBNOEMO TEePMiHU B HaLi Nporpami: M1 xo4emo, Wob cBiTNno
NoOKpMBarno BiacTaHb 50, ToMmy Mu 6yaemMo BUKOPMCTOBYBaATH BigNOBiAHI NOCTiNHI,

NiHiMHI Ta KBaApaTU4Hi TepMiHM 3 Tabnuui:

lightingShader.setFloat(

lightingShader.setFloat( , 0.09f);

lightingShader.setFloat(

Peanisauis 3aTyxaHHA y dpparMeHTHOMY wienaepi € BiGHOCHO NPOCTOK: MU NPOCTO
o64YnCneEMO 3Ha4YeHHA 3aTyXaHHA Ha OCHOBI PIBHAHHA Ta MHOXWMO MOro Ha

HaBKOJINLLUHIN, ANPY3HUN | A3epKaNTbHUA KOMMOHEHTM.

Ham notpibHa BiacTaHb [oO AXepena cBiTNa, WOO6 piBHAHHA npauroBano.

ﬂpurap,aﬁTe, AIK MOXKHa o6umncnutun AOBXWUHY BeKTOpa? Mu moxemo oTpuMaTu



BiACTaHb, 00YMCNUBLUKN BEKTOP pi3HULI MiXK coparMeHTOM i mxepenom cBiTna Ta
B3fIBLUU AOBXWUHY Liboro Bektopa. Mu moxemo BukopuctosyBaTtu BoyaoBaHUN

GLSL norxmuacyHKLiA AN Wiel MeTu:

float distance = length(light.position - FragPos);

float attenuation = 1.0 / (light.constant + light.linear * distance +

light.quadratic * (distance * distance));

MoTiMm MK BKNOYaEMO Lie 3Ha4YeHHA ocnabneHHsA B PO3PaxXyHKHU OCBITNEHHSA LWIAXOM

MHOXEHHSA 3Ha4YeHHA ocnabneHHs Ha HaBKONULLHI, AucYy3Hi Ta A3epKanbHi KONbLOpPW.

Mwu mornu 6 3anUWNTM KOMMNOHEHT HaBKONMULWIHbLOIO cepeaoBMLLAa OKpeMo, o6
HaBKOJIMLLHE OCBITNEHHA He 3MEeHLUYyBasrocs 3 BiACTaHHIO, ane sKLWo
BUKOPUCTOBYBaTH GinbLie Hix 1 axxepeno cBiTna, yci KOMNOHEHTH
HaBKOJIMLLUHbLOIO cepenoBMLLA NOYHYTb HakonNuyyBaTUCA. Y LLbOMY BUNagKy Mu
XO4YeMO TaKOX NOCnabuTn HaBKONULIHE OCBITNEHHS. [pocTo norpanTe 3 TUM,

IO HaWKpalle NigxoauTb ANA BalOro cepenoBuLua.

ambient *= attenuation;

diffuse *= attenuation;

specular *= attenuation;

AKwo Bu 3anycTtuTe nporpamy, BU oTpuMaeTe WOChb Ha KWTAaNT UboOro:
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Bu 6aumTe, Wo 3apa3 CBITATLCA NULWe nepeaHi KOHTEMHEPU, a HANONMXKYMI
KOHTEeMHep CBITUTbCA HansAcKpaBiwe. KOHTenHepu B 3aAHiN YacTUHI B3ararni He
OCBITINEeHi, OCKiNbKM BOHW HAATO Aarneko Bia mxepena cBiTna. Bu moxeTte 3Hanutu

BUXigAHUM KOf Nporpamu TyT.

Taknm 4MHOM, TOYKOBE CBITNO — Lie AKepesio CBiTNna 3 HaCTPOKBaHUM
po3TawyBaHHAM i ocnabneHHAM, AKi 3aCTOCOBYHOTLCS [0 PO3PaxyHKiB OCBITNEHHS.

LLle oavH BUA cBiTNa ANa Haworo CBITNIOTEXHIYHOro apceHany.

lMpoxeKkTop

OcTaHHin TUN cBiTNa, AKMA MU 30MpPaeMocs 0O6roBOPUTH, Lie anpPOoXKEeKTOop.
MpoxekTop — Ue AXepeno cBiTNa, po3TawoBaHe AeCb Y HABKONULLUHLOMY
cepenoBuLLi, SKe 3aMiCTb TOro, WOO6 CTPINATU CBITNOBMMU NPOMEHAMMU B YCiX
HanpsiMKax, CNpPSAMOBYE iX nuiwe B NeBHOMY HanpsaMKy. Y pe3ynbraTi OCBIiTNOKOTLCA

nuwe o6’eKTN B NeBHOMY paiyci Big HanpsAAMKY NpoXeKTopa, a Bce iHwe


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/5.2.light_casters_point/light_casters_point.cpp

3anULIAETbCS TEMHUM. XOPOLUMM NPUKAaAOM NPOoXeKTopa MoXe 6yTU ByNUYHUNA

nixrap abo nixrapuk.

LlenTp yBaru B OpenGL npeacraBneHMi No3uLi€l0 y CBITOBOMY NPOCTOPI,
HanpsIMKOM i aBigpi3aTUKYT, WO BU3HaYae pagiyc npoxekropa. [lna KoXHoro
¢parmeHTa Mun 064YUCNIOEMO, YN 3HAXOAUTBLCA PparMeHT MiXK HanpsAAMKamMu Biapi3y
npoxekropa (To6To B MOro KOHyCi), i AKLWO TaK, MU OCBITNIOEMO hparMeHT
BignoBiaHo. HacTynHe 306paXxeHHA Aa€ BaM YABIIEHHSA NMPO Te, AK Nnpayloe

NpPOXeKTop:

—-
=
1®\

SpotDir

e LightDir: BekTOp, WO BKa3sye Big hparmeHTa Ao gxepena cBitna.
e SpotDir: HanpAMOK, Kyan cnpAMOBaHUI NPOXEKTOP.

e Phi

e ¢

® @: KyT 3pi3y, AKMA BU3HA4a€ pagiyc npoxekropa. Bce nosa uum KyTom He
OCBITITIOETLCS NPOXEKTOPOM.

e Theta
0
€©: KYT MiX BeKTOPOM LightDir Ta SpotDir BEKTOp.

)

QSHa‘IEHH'iI Mae 6yTVI MEeHLUUM 3a

()

®OyTH B LEHTpi yBaru.



OTXe, WO HaM NOTPibHO 3pobuUTK, LiIe 06UYMCNIUTU cCKansapHUI AO00YTOK (NnoBepTae
KOCUHYC KyTa MiXK ABOMA OAMHUYHUMU BEKTOPaMM) MiXK BeKTOPOM LightDir Ta <
BEKTOp /span> i NOpiBHANUTE MOro 3 KyTOM OOpi3aHHsA SpotDir

¢

©. Tenep, konu Bn (Ha4eb6TO) po3yMmieTe, O TaKe NMPOXKEKTOP, MU 36MpaeMocH

CTBOpPUTU Moro y bopmi nixtapuka.

NixTapuk

NixTapuk — Ue NpoXeKTop, po3TalloBaHUN y NO3ULil rnsaaYa Ta 3a3Bmyan
cnpsiMoOBaHUM NPSAAMO nepen coboro 3 TOYKKU 30py rpaBud. Mo cyTi, nixTapuk — ue
3BUYAUHUWN NPOXEKTOP, arie UOro NorioXKeHHA Ta HanpsMOK NOCTiIMHO OHOBJIHOKOTLCA

3anexHo BiA nNo3uuii Ta opieHTauil rpaBus.

OT1xe, 3Ha4YeHHSA, sAKi HaM 3Hapo6NATLCA ANa oparMeHTHOro wenaepa, ue BeKTop
no3uuii Npoxektopa (AnA o64YMCneHHs BeKTopa HanpsAMKyY ¢pparMeHTa 4o cBiTna),
BEKTOP HanpsiMKy NMpoXxekTopa i KyT 3pi3y. Mu moxxemo 36epiratu Ui 3Ha4eHHs

BCBiTnoCTPYKTYypa:

E.

Hani Mn nepepaemo BiANoBiAHI 3Ha4YeHHA Wwenaepy:



lightingShader.setVec3( , camera.Position);

lightingShader.setVec3( , camera.Front);

lightingShader.setFloat( , glm::cos(glm::radians(12.5f)));

Ak 6a4unTe, MM He BCTAaHOBJTHOEMO KYT ANA FPAHUYHOrO 3Ha4YeHHSA, a 064YUCNEMO
3Ha4YeHHA KOCMHYCa Ha OCHOBI KyTa Ta nepegaemMo pe3ynbraT KOCUHYyca
¢parmeHTHOMY Wwenaepy. NMpnyunHoo LLOro € Te, Wo y chparmMeHTHOMY Wwenaepi Mmu
obuyncnremMo ckanspHum fobyTok Mixk Bektopamu LightDir ta SpotDir, a
cKansipHum o6y ToK NoBepTae 3HaYeHHA KOCMHYCa a He KYT; i MM He MOXXeMOo
6e3nocepeaHbLO NOPIBHATU KYT i3 3Ha4eHHAM KocuHyca. LLlob oTtpumaTtu KyT y
lwewnaepi, HaMm NOTPiIOHO 06YMCNINTM apPKKOCUHYC pe3ynbTaTy CKansipHoro gooyTky,
Lo € fgoporok onepadieto. Tomy, WOO TPOXuU 3a0WaANUTU NPOAYKTUBHICTb, MU
3aspanerigb o64MCNIOEMO 3Ha4YEHHSA KOCMHYCa AaHOoro KyTa 3pi3y Ta nepeaaemo Leu
pe3ynbtat pparmeHTHOMY Wwenaepy. Ockinbku obmuaBa KyTu Tenep npeacraBrieHi Ak
KOCUHYCU, MU MOXeMo 6e3nocepeaHbO NOPiBHIOBATM MiXK HUMK 6e3 fopornx

onepauin.

Tenep, WO 3anMWKNoOcA 3pooduTK, Lie OGUMCNIUTU TeTa
0

€©i NOpiBHANTE MOro 3 Mexero

¢

QSHa‘-IeHHFI, wo6b BU3HAYUTH, 4N nepe6yBaeM0 Mun B LI,eHTpi yBaru 4m no3a HUM:

float theta = dot(lightDir, normalize(-light.direction));



if(theta > light.cutOff)

‘l

color = vec4(light.ambient * vec3(texture(material.diffuse, TexCoords)), 1.0);

CnoyaTtky Mu 064YUCIIIOEMO CKansApHUM AOOYTOK MiXK BeKTOPpOM lightDir Ta
06’eAHaHUM HanpsiMkoM BEKTOP (3anepeyvyeHo, TOMY WO MU XO4eMo, o6 BeKTopu

BKa3syBanu Ha axeperno cBiTna, a He Bia). O60B’A3KkOBO HOpManisyuTe BCi BiaNoBiAHi

BEeKTOPMW.

Bam moxe 6yTu LikaBO, YOMY Ha WMTKY CTOITb 3HAK > 3aMiCTb 3HaKa <. Yu He
Mae€ Tera OyTU MEHLUUM 3a rpaHU4YHe 3Ha4YeHHS CBiTNa, Wob 6yTn BCcepeaAunHi
npoxekropa? Lle npaBunbHO, ane He 3abyBanTe, WO 3HAYE€HHA KYTIiB
npeAcTaBneHo sk 3Ha4YeHHA KOCUHYCa, a KyT rpagycis npeacraBreHo K
3Ha4YeHHS KOCUHYCca , TOAI AK KyT rpaayciB npeacTaBfieHo K 3Ha4YeHHS

KOCUHYycCa , Ik BU MoXeTe 6aunTtu TyT: if01.0900.0



i Lirapli of v = cos 3
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Tenep Bu 6auunTe, WO YNM OGnNnkKYe 3Ha4EeHHA KOCUHYca A0 1.0, TUM MeHLun
noro KyT. Tenep 3po3yMino, Yomy theta mae 6yTu GinbLWMM 3a rpaHNYHe
3Ha4YeHHA. [paHNYHe 3HaYeHHSA Hapa3i BCTaHOBJIEHO Ha KOCUHYCi 12.5, akun
AopiBHIOE 0.976, TOMY KOCUHYC TeTal.976< 3Ha4YeHHSs i=7> Mixki 1.0

npusBeae A0 Toro, wWwo ¢gparmeHT 6yae ocBiTNEHO Tak, HiOu BcepeauHi

npoXekTopa.

3anyck nporpamMmu Nnpu3BOAUTb A0 NPOXEKTOpPa, AKUMA OCBITMIOE NuLwie Ti oparMeHTH,
AKi 3HaxoAATbLCA 6e3nocepeaHbLO BCepeauHi KOHyca npoxekropa. Lle Burnapatume

npnGnn3Ho Tak:
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Bu moxeTe 3HaNTU NOBHUWN BUXiIAHMUW KOO TYT.

Xoua BiH Bce Le BUrnsaagae Tpoxu cpanbwmMBuM, ronoOBHUM YUHOM TOMY, LLO
NPOXEKTOP Mae XOPCTKi Kpai. Ycioau, ae hparMeHT focsrac Kparo KOHyca
NpoXeKTopa, BiH MNOBHICTIO BAMUKAETLCA, @ He 3 rapHUM NJIaBHUM 3racaHHAM.

PeanicTnyHuMi npoXekTop NOCTYNOBO 3MeHLYBaB 6M CBITNO HaBKOSIO CBOIX KpaiB.

mapki/m'aki kpai

LLlo6 ctBOpUTU edheKT NpoxKeKTopa 3 rMagKuMm KpassMu, MM Xo4eMo imiTyBaTu
NPOXEKTOP, AKMA MAEBHYTPILLHIAiI aH30BHILWHIMKOHYC. M1 MOXXemMoO BCTaHOBUTHU
BHYTPILLHIN KOHYC SIK KOHYC, BA3Ha4Ye€HUN Yy nonepeaHbLOMY pPO3A4ini, ane HaMm Takox
noTpiGeH 30BHILLHIN KOHYC, IKWA NOCTYNOBO NPUrNyLUY€E CBITNO Bif BHYTPiLUHLOro

0O KpaiB 30BHIiLLHLOro KOHyca.

LLlo6 cTBOpUTK 30BHILLHIA KOHYC, M1 NPOCTO BU3HA4YaEMO iHLIE 3HAYEeHHSA KOCUHYCa,

sike NPeACTaBNsE KYT MiXk BEKTOPOM HanpsiMKy NpoXeKTopa Ta BEKTOPOM


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/5.3.light_casters_spot/light_casters_spot.cpp

30BHIWHbLOro KOHyca (AopiBHIOE Moro paaiycy). Toai, AKWo ¢pparMeHT 3HaXoAUTbLCS

Mi>K BHYTPIiLLHIM i 30BHiLLHIM KOHYCOM, BiH NOBUHEH OGYMUCNUTU 3HAYEHHSA

iHTeHCcMBHOCTI MixX 0.0 i 1.0. Akwo ¢pparmeHT 3HaxoAUTLCA BCepeauHi

BHYTPILWHbLOro KOHyca, Moro iHTeHCUBHICTb AOpiBHIOE 1.0 i 0.0, AKwo cdparmeHT

3HaXOAUTbLCA NO3a 30BHILUHIM KOHYCOM.

Mu MmoxxeMo po3paxyBaTu Take 3HaY€HHS 3a JOMOMOIroK HaCTYNHOro PiBHAHHSA:

TYTe{encunoH) - Ug PI3HMUA KOCHHYCIE M BHYTRIWHIMK {E) | 30BHILHIA KOHYC () {6 = & — =), OTpUMaEHWFAST
TOO ZHAYEHHA AORIBHKOE IHTEHCHEBHOCTI NPCHEKTORA B NOTOYHOMY hparteHTi,

TRoxK BEHKD YABWTK, AK LA Oopkyna Hacnpaeal npaue, Tory JaBadTe Cnpobyema i 3 KiNBKOMa 2pazkanim
2HaYeHE:

Tpoxu BaxXko ysiBUTU, K LA bopmyna HacnpaBai npaure, ToMmy AaBanTe cnpobyemo

1l 3 KinbKOMa 3pa3KkamMu 3Ha4YeHb:



g @[BHyTpimHe ¢B Y(30BHIiLUHE B
rpagycax BigciyeHHA} rpagycax BiaciyeHHAs} rpagycax
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Ak B 6aunTe, MM B OCHOBHOMY iHTEPMOSTIOEMO 30BHILLHIN KOCUHYC i BHYTPILLHIN
KOCUHYC Ha OCHOBI

e

©3Ha4veHHA. SKLWO BX Bce e He po3yMieTe, WO HacnpaBai BigbyBaeTbcs, He
XBUIIONTECS, BU MOXETE NPOCTO NPUAHATU POPMYIY SIK HanexHe Ta NOBepHYTUCS

croaM, Konu cTaHeTe HabaraTo cTapwMMM Ta MyAapiLLMMN.

Tenep MM MaeMo 3Ha4eHHA IHTEHCUBHOCTI, fiKe € a60 BiA’€MHUM, KONK nosa
NPOXEKTOpPOM, abo BMLKUM 3a 1.0, KOnNu BcepeaAnHi BHYTPILLHbLOrO KOHYcCa, i AeCb
nocepenvHi HABKONO KpaiB. AKLWO MU NpaBUNbHO 0OMEXMMO 3Ha4YeHHSA, HaM GinbLue
He noTpibeH if-else y hparmeHTHOMY WIengepi, i MM MOXEMO NPOCTO NOMHOXUTKU

CBiTNOBI KOMMNOHEHTU Ha obuucrieHe 3Ha4YeHHSA IHTEHCUBHOCTI:



float theta = dot(lightDir, normalize(-light.direction));

float epsilon = light.cutOff - light.outerCutOff;

float intensity = clamp((theta - light.outerCutOff) / epsilon, 0.0, 1.0);

diffuse *= intensity;
specular *= intensity;

3BepHITb yBary, Wo M1 BUKOPUCTOBYEMOBaTuckadPyHKLIiA Wo3aTuckadi moro
nepLwnim aprymMeHT Mixk 3Ha4yeHHsAMMK 0.0 Tta 1. 0. Lle rapaHTye, L0 3Ha4YEeHHA

iIHTEHCUMBHOCTiI He BUNAYTb 3a MeXi AianasoHy [0, 1].

lNMepekoHanTecs, WO BM Aofanum 3Ha4YeHHs outerCutOff A0 ceiTno struct i
BCTaHOBITb NOro ogHopiAHe 3Ha4YeHHs B nporpami. [1nAa HacTynHoro 306 paxxeHHs

BUKOPUCTAHO BHYTPILIHIN KyT o6pi3aHHA 12.5 Ta 30BHiWHIN KyT obpi3aHHA 17.5:
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Aaaa, ue HabaraTo kpaiue. lMorpanTe 3 BHYTPIilUHIM i 30BHilLUHiIM KyTamMu 3pi3y Ta
CnpooynTe CTBOPUTU NMPOXKEKTOP, AKX Kpalue BignoBigae Bawmum notpedam. Bu

MOXeTe 3HaNuTU BUXiOAHMU KOoA nNporpamMu TyT.

Takun TN namnu 3 NiXTapMKoM/NpoXXeKTOPOM igeanbHO NigXoAUTb ANA irop Xaxis, i
B NOE€AHAHHI 3 CNPSAMOBaHMM i TOYKOBUM CBIiTNIOM HaBKOJIULLHE cepeaoBuLLe AiNCHO

noyHe ocBiTNOBaTUCH.

BMNpaBu

e CnpobGynTe noekcnepMmMmeHTyBaTH 3 yciMma pi3HUMU TUNAMKM CBiTNa Ta IXHIMK
¢parmeHTHUMU Wenaepamu. CnpobyunTte iHBepTyBaTU AesKi BeKTopu Ta/abo

BUKOpUCTaTKU < 3amicTb >. CnpobynTe NOSACHMUTU Pi3Hi BidyanbHi pe3ynbraTu.


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/5.4.light_casters_spot_soft/light_casters_spot_soft.cpp

Kinbka BOrHiB

Y nonepepHix po3ginax Mu gisHanuca 6arato HOBoro npo oceiTneHHA B OpenGL.
Mwu pisHanuca npo 3aTiHeHHss Phong, maTepianun, KapT ocBITNEHHA Ta Pi3Hi TUNKN
CBITUNbHUKIB. Y LibOMy po3aini Mu 36upaemocs o6’eaHaTn BCi OTpUMaHi paHiwle
3HaHHSA, CTBOPUBLUU NOBHICTIO OCBITNEHY CLeHY 3 6 akTUBHUMMU QpKepernamMmu cBiTna.
Mu 36upaemocs imiTyBaTh CBITINO, CXOXe Ha COHLe, AK CNpPsiMOBaHe axepeno

CcBiTNa, 4 TOYKOBI CBiTNa, pO3CifiHi NO BCiN CUEHi, i MM TaKkOX [oAaMO fiXTapuK.

LLlo6 BukopucToByBaTH OinbLue OAHOro gXxepena cBitna B CLeHi, MU Xo4eMo
iHKancynoBaTu po3paxyHKku ocBiTneHHA B GLSLdyHkuii. MpuynHa yboro nonsrae B
TOMY, LLO KOA WBUAKO CTa€ HEMPUEMHUM, KOSIU MU BUKOHYEMO OOYUCTIEHHS
OCBITNEHHSA 3 KiflbkOMa TUNamm cBiTMna, KOXXeH 3 SIKUX NoTpebdye pi3HUX 06YMCIEHb.

AKOU Mun 3pobunu BCi Lii po3paxyHKU BocHorHumNUWeE (PyHKUINA, Koa WBUAKO CTae

BaXXKO 3pO3yMiTMU.

PyHKuUii B GLSL cxoxi Ha C-cbyHKUil. Y Hac € Ha3Ba hyHKLUil, TUN NOBEPHEHHS, | HaMm
NOTPiGHO OroNoOCUTU NPOTOTUN Y BEPXHiN YacTUHI channy Koay, AKWO (PyHKLIA Wwe He
Oyna oronolieHa nepea oCHOBHOW (pyHKUieo. My cTBOpUMO pi3Hi PyHKLIT Ans

KOXXHOIo TUMY CBiTNa: cnpsiMOBaHe CBIiTI1I0, TOYKOBE CBIiTNO Ta NPOXEKTOPMU.

Mpwv BUKOPUCTaHHI KiNbKOX A)XXepen CBiTna B CUeHi niaxia 3a3Bnyav Takum: Mu
MaeMO EAUHUM KONIPHUW BEKTOP, AKUMA NpeacTaBnsa€ BUXiAHUM Konip cpparmeHTa.
[na KoXHOro cBiTNa BHECOK CBiTNna y dparMeHT AoAaETbCA A0 LUbOro BUXigHOro
BeKTOpa KonbopiB. TakKMM YMHOM, KOXXHE MKepesio CBiTNna B CLUEeHi po3paxoByBaTUmMe
CBin iHAMBIQyanbHUX BNJIMB | BHOCUTMME MOTO B KiHLeBUA BUXIOQHWUI Konip.

3aranbHa CTPYKTYypa Burndgatume I'IpVI6.I1VI3HO TakK:



out vec4 FragColor;

void main()

=3

vec3 output = vec3(0.0);

output += someFunctionToCalculateDirectionalLight();

for(inti = 0; i < nr_of_point_lights; i++)

output += someFunctionToCalculatePointLight();

output += someFunctionToCalculateSpotLight();

FragColor = vec4(output, 1.0);

==

PaKkTUYHUKN Ko, MMOBIPHO, BiApPIi3HATMMETbLCA 3arnexXxHo Big peanisauii, ane
3arafnibHa CTPYKTypa 3anvaeTbCcA He3MiHHOK. My BU3Ha4YaeMoO Kinbka PyHKLiN, AKi
o6GuYMCnoTL BNNMB Ha AXepeso CBiTNna Ta A40AalTb MOro pe3ynbTy4vun Konip ao

BUXiAHOro KONbOPOBOro BekTopa. AKWwo, Hanpuknaa, ABa AXxepersa cBiTna



3HaxoAATbLCA 6nMU3bKO Ao pparmMeHTa, iIXHiN CniNnbHUM BHECOK Npu3Beae Ao 6inbLu
SAAICKpaBoOro ocBiTNeHHs oparmeHTa NOPIiBHAHO 3 (hpparMeHTOM, OCBITNIEHUM OOHUM

AXxepernowm caiTna.

HanpaBneHe cBiTno

Mwu xouemo BU3HaunTH PyHKLiO y hparMeHTHOMY LWengepi, ika ob4uncroe Bnnme
CNpPSAMOBAHOrO CBiTNa Ha BigNoBigHMIK hbparmMeHT: (PyHKLiI0, AKa NPUUMAE KiNnbKa

napameTpiB i NoBepTae po3paxoBaHUN CNPAMOBAHUN KOSip OCBITNIEHHS.

CnoyaTKy HamMm noTpiGHO BCTAHOBUTU HEOOXiAHI 3MiHHI, AKi HAM MiHiManbHO NOTPIOHi
OnA cnpsiMoBaHoro mxepena cBitna. Mu moxemo 36epiratv 3MiHHI B CTPYKTYpi nig

Ha3BowDirLight i BU3HAYTE NOro ik ogHOPIAHUN. 3MiHHI CTPYKTYPU NOBUHHI OyTH

3HaWoMi 3 nonepeaHLOro po3giny:

struct DirLight {

vec3 diffuse;

S~

uniform DirLight dirLight;

MotiMm Mn moxemo nepepatu ¢popmy dirLight (pyHKUIT 3 TaKUM NPOTOTUINOM:


https://learnopengl.com/Lighting/Light-casters

vec3 CalcDirLight(DirLight light, vec3 normal, vec3 viewDir);

Mopi6Ho ao C i C++, KONM MU XOYEeMO BUKNUKATU (PpyHKLiO (Y LLbOMY BUNAOKY

BcepeauHiocuoumitPyHKLUiA) PyHKUiA mae OyTn BU3HaYeHa aecb nepen

HoMepoM psigka aboHeHTa. Y uboMy BUNagKy Mu 6 Bigganu nepeBary

BU3Ha4YaTu PpyHKUiT HNKYEOCHOBHMIITOMY LIS BUMOra He BUKOHYETbLCA. TOMy MU

oronowyemo npototTunu pyHKUil Aecb BUleocrHosHmipyHKLINA, K i B C.

Bu 6auunTte, wo ¢yHKUia BUMarae aDirLightstruct i ABa iHWi BeKkTOpU, HeOOXiAHI

ONA 1oro oéymncrneHHs. AKwo BU yCnilWHO NPOMLUNKM NonepeaHin po3ain, To BMicT

uiel PyHKLUiT He NOBUMHEH BUKNUKATU NOAUBY:

vec3 CalcDirLight(DirLight light, vec3 normal, vec3 viewDir)

vec3 lightDir = normalize(-light.direction);

float diff = max(dot(normal, lightDir), 0.0);

vec3 reflectDir = reflect(-lightDir, normal);

float spec = pow(max(dot(viewDir, reflectDir), 0.0), material.shininess);

vec3 ambient = light.ambient * vec3(texture(material.diffuse, TexCoords));



vec3 diffuse = light.diffuse * diff * vec3(texture(material.diffuse, TexCoords));

vec3 specular = light.specular * spec * vec3(texture(material.specular, TexCoords));

return (ambient + diffuse + specular);

==

Mwu cdakTUuHO ckoniroBanu Kop i3 nonepeaHbLOro po3Ainy Ta BUKOPUCTAsIU BEKTOPMU,
nopaHi Ak aprymMmeHTu cyHKLUii, WwWob6 o6YncnuTn BeKTOp BKNagy CnpsiMOBaHOro
cBiTna. OTpuMaHi HaBKONULLHI, ANY3HI Ta A3epKarnbHi BHECKU NOTIM NOBepTalOTbLCA

AAK OOUH KONipHUWN BEKTOP.

ToyKkoBe CBiTNno

MopibHo A0 cnpsiMOBaHOro CBiTNa, MU TaKOX XO4eMO BU3HA4YUTU PYHKLiIO, AKa
o64Ymncnoe BHECOK TOYKOBOIO CBiTNa y AaHMKU (bparMeHT, BKIKOYaryim 1oro
3aTtyxaHHs. NMoaibHo o cnpAMOBaHOro cBiTNa, MM XO4eMO BU3HAYUTU CTPYKTYPY,

fika BKa3ye€ BCi 3MiHHi, HEOOXiAHI ANs TOYKOBOro cBiTna:

struct PointLight {

float constant;
float quadratic;



vec3 diffuse;

vec3 specular;

=

#define NR_POINT_LIGHTS 4

uniform PointLight pointLights[NR_POINT_LIGHTS];

Ak 6aunTe, MM BUKOpUCTANU AUpeKTUBy npenpouecopa B GLSL, wo6 Bu3HaumTn
KiNIbKiCTb TOYKOBMX MKepen CBiTNna, AKi MM XO4eMO MaTUu B Hawin cueHi. MoTtim mu

BUKOPUCTOBYEMO LIO KOHCTaHTY NR_POINT LIGHTS AN CTBOPEHHSA MacuBy
PointLightcTpykTypu. MacuBu B GLSL cxoxi Ha macuBu C i MOXyTb OyTu

CTBOpPEHi 3a AOMNOMOroro ABOX KBaApaTHUX AYXOK. 3apas3 y Hac

4PointLightCprKTyle AnA 3anoBHeHHA AaHUMMW.

MpotoTun pyHKLii TOYKOBOro CBiTNa Takun:

vec3 CalcPointLight(PointLight light, vec3 normal, vec3 fragPos, vec3 viewDir);

PyHKLiA npMrUMae BCi HEOOXiAHI AaHi IK CBOI apryMeHTU Ta noBepTae vec3, AKUn
npeAacTaBnsie BHECOK KOSMMbOPY, AKUN Lie KOHKPeTHe TOYKOBEe CBIiTNO Ma€ Ha
c¢pparmeHTi. 3HOBY X TaKW, iHTeNneKTyanbHe KONitoBaHHSA Ta BCTaBNIeHHA NPU3BOAUTb

Ao Takol pyHKUil:

vec3 CalcPointLight(PointLight light, vec3 normal, vec3 fragPos, vec3 viewDir)




vec3 lightDir = normalize(light.position - fragPos);

float diff = max(dot(normal, lightDir), 0.0);

vec3 reflectDir = reflect(-lightDir, normal);

float spec = pow(max(dot(viewDir, reflectDir), 0.0), material.shininess);

float distance = length(light.position - fragPos);
float attenuation = 1.0 / (light.constant + light.linear * distance +

light.quadratic * (distance * distance));

vec3 ambient = light.ambient * vec3(texture(material.diffuse, TexCoords));

vec3 diffuse = light.diffuse * diff * vec3(texture(material.diffuse, TexCoords));

vec3 specular = light.specular * spec * vec3(texture(material.specular, TexCoords));

ambient *= attenuation;

diffuse *= attenuation;
specular *= attenuation;

return (ambient + diffuse + specular);

==



AGcTparyBaHHs Wiel pyHKUii B nogioHin ¢yHKUIT Mae Ty nepeBary, WO MU MOXeMO
rierko o64McnNnTK OoCBITINEHHA ANA KiflbKOX TOYKOBUX CBIiTUNBbHUKIB 0e3

HeoOXxigHoCTi Ay6ntoBaTh KoA. BocrosuuitMM NPOCTO CTBOPHOEMO LIUKI1, AKUN
NOBTOPHOE MAaCUB TOYKOBOIO CBiTNa, AKUMA BUKNUKAECalcPointLightAnA KOXHOro

TOYKOBOIO CBiTNna.

3ibpaBLwK BCe pa3om

Tenep, Konu M1 BU3Ha4YMNM PyHKLiO ANA cnpAMoBaHOro ceitna ta ¢yHkuUio ans

TOYKOBOIO CBiTNa, MM MOXeMO 06’eaAHaTH iX yocrosHuI(PYHKLISA.

=3

vec3 norm = normalize(Normal);

vec3 viewDir = normalize(viewPos - FragPos);

vec3 result = CalcDirLight(dirLight, norm, viewDir);

for(inti = 0; i < NR_POINT_LIGHTS; i++)

result += CalcPointLight(pointLights|i], norm, FragPos, viewDir);



FragColor = vec4(result, 1.0);

==

KoxeH Tun cBiTna goaae cBin BHECOK y BUXiAHWUN KOMip, AOKN He Oyae o6pobneHo
BCi Axepena cBitna. OTpumaHuin Kosnip MiCTUTb KOMipHUMA BNAMB YCiX gXepen cBitna
B cueHi pa3omM. Mu 3anuwaemMoCalcSpotLightdyHKULiOHyBaTU K BnpaBa Ansa

yuTaya.

Y ubomy nigxoai € 6arato NOBTOPOBAHUX 06YUCTIEHb, PO3NOAINeHuxX 3a
yHKUisMM TUNY cBiTNa (Hanpuknaa, o64nCcNeHHA BeKTopa BifoopaXeHHs,
Andy3HUX i A3epKanbHNX eNeMeHTIB, a TaKoX BUOipKa TeKCTyp maTtepiany),

TOMY TYT € Micue Ana onTumisauil.

BcTtaHoBneHHA yHicbopM Ana CTPYKTYpU CNPAMOBAHOIO CBiT/1Ia He MOBUHHO OyTHU
HaATO HE3HAMOMMUM, ane BaM MoXe OyTu LiikaBO, Ik BCTaHOBUTHU YHicikoBaHi
3Ha4YeHHA TOYKOBUX BOrHIB, OCKiNIbKKU YHipopMa TOYKOBOro CBiT/fa HacnpaBai €

MacuBOMPointLightcTpykTypu. Lle He Te, Npo WO MU paHille roBopunu.

Ha wacta ansa Hac, ue He HaaTo cknagHo. BctaHoBNeHHA YHipikoBaHUX 3HAYEHb
MacuBY CTPYKTYP npauto€ Tak CamMo, Ik BCTaHOBJIEHHA YHichikoBaHUX 3Ha4YeHb
OKpeMOoi CTPYKTYpU, Xo4a LibOro pasy M1 TakoXX MaeMO BM3HAYMTMU BiaNoOBiAHUN

iHAEeKC nig Yac 3anuTy po3TallyBaHHSA YHichopmu:

lightingShader.setFloat(



TyT Mun iHgekcyemo nepwmnPointLight struct y MacuBi pointLights Ta
BHYTPILUHLO OTPMMYyBaTH po3TallyBaHHA UOro xoucrauTul.0< 3MiHHa i=4>, AKin MK

BCTaHOBWUIIN .

He 3abyBanmo, L0 HaM TaKoX NOTPiIOHO BU3HAUYUTUN BEKTOP NO3ULLiI ANA KOXKHOro 3
4-X TOYKOBUX OXKepen cBiTna, ToMy gaBanTe TPOXU PO3NOAINMMO iX No cueHi. Mu

BM3HA4YMMO iHWIKMWA macuB glm: :vec3, AKMMA MiCTUTb TOYKOBI CBITUNIbHUKN' NO3ULii:

glm::vec3 pointLightPositions]] = {

glm::vec3( 0.7, 0.2f, 2.0f),

glm::vec3( 2.3f, -3.3f, -4.0f),

glm::vec3(-4.0f, 2.0f, -12.0f),

glm::vec3( 0.0f, 0.0f, -3.0f)

MNMotim iHAaekcyemo BianoBiaHiPointLight struct 3 MacuBy pointLights Ta
BCTAHOBITb MOro nosuino aTPUOYT AK OA4HY 3 NO3MULIN, SKi MU LLOWHO BU3HAYNUIN.

Takox He 3abyabTe HamantoBaTu 4 cBITNOBI Kyou 3amicTb 1. [pocTo cTBOPITHL iHWY

MaTpuULUIO MoAaeri ANA KOXKHOro CBIiTNIOBOro 06’ekra, ik MM poounun 3 KOHTEMHepaMum.

AKWO BU TaKoXX BUKOPUCTOBYETE NiXTapuK, pe3ynkTaT ycix 06’eAHaHNX BOrHIiB

BUrnsgaTnmMme I1pVI6]1VI3HO TakK:



B LearnOpenGL - 0 *

Ak Bu 6aunTe, 30a€ThCA, WO AecCb Ha Hebi € Akacb hopma rmobanbHOro ceiTna
(Hanpuknan, coHue), y Hac € 4 BOrHi, po3kuaaHi No BCiN CUeHi, i nixTapuk BUAHO 3

TOYKU 30pPYy rpaBus. Burnspae gpocutb dKypaTHoO, 44 He Tak?

Bu MoxeTe 3HaUTU NOBHMIW BUXiAHUM KOA KiHLEBOI NporpamMm TyT.

Ha 306paxeHHi noka3aHo BCi mxeperna cBiT/ia, BCTaHOBJEHI 3a YMOBYaHHAM, SIKi MU
BMKOPMCTOBYBAanu B nonepeaHix posainax, ane siKWo BM NOrpaeTe 3 uMMu
3Ha4YeHHAMUN, BU MOXeTe OTpMMaTh AOCUTL LiKaBi pe3ynbtaTtu. XyA0XKHUKK Ta
Au3anHepwu piBHIB 3a3BUYal HanNawToOBYOTb YCi Li 3MiHHI OCBITNEHHS Y BENMMKOMY
penakTopi, Wob nepekoHaTUCS, LLO OCBITNEHHA BiANOBiAAa€ HABKONULWIHLOMY
cepepoBuly. BukopuctoByroum Halle NnpocTe cepeaoBuLLe, BU BXKe MoOXeTe
CTBOpPIOBAaTU AOCUTL LiKaBi BidyanbHi epekTu, NpoCcTO HanawToBYHO4YM CBIiTNO'

aTpubyTu:


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/6.multiple_lights/multiple_lights.cpp

factory

horror

Mwu TakoX 3MiHMNK YiTKMM Konip, WoO Kpawle BigobpaxaTtun ocBiTneHHA. Bu 6auuTre,
LLIO NPOCTO perynio4mn Aesiki napaMmeTpu OCBITNIEHHSA, BU MOXeTe CTBOPUTU 30BCiM

iHWY aTmocdepy.

Tenep Bu MaeTe gocutb Aobpe po3ymiTu ocBiTneHHs B OpenGL. 3 HasBHUMU
3HaHHAMM MM BXXe MOXEeMO CTBOPHOBATH LiKaBi Ta BisyanbHO 6arati cepegoBuila n
aTmoccepu. Cnpobynte norpatu 3 pisHUMU LiHHOCTAMM, WOO CTBOPUTU BNacHy

aTmocdepy.

BrpaBsu

e Yu moxeTe BM (Ha4e6TO) BiATBOPMTU pPi3Hi aTMOCccepmn OCTaHHLOro

300paxeHHsA, HanawTyBaBLUM 3HA4YEeHHA aTpUOyTiB cBiTNa? pileHHs.


https://learnopengl.com/code_viewer_gh.php?code=src/2.lighting/6.multiple_lights_exercise1/multiple_lights_exercise1.cpp

ornan,

Bitaemo 3 ycnixom! {1 He BneBHeHUN, Y1 BM NOMITUNK, ane NPOTArom ycix posainis
Npo OCBITNIEHHA MU He Ai3Hanucsa Hivoro HoBoro npo cam OpenGL, OKpiM Kinbkox
He3Ha4YHUX eNleMeHTIB, AK-OT AO0CTYMN A0 oAHOPIAHUX MacuBIB. Yci po3ainu npo
OCBITIIEHHA A0Ci CTOCYBanucsa MaHinynioBaHHA wWenaepamMm 3a JOMNOMOror TeXHIK i
PiBHAHb AN JOCArHEHHS peaniCTUYHUX pe3ynbTaTiB OCBITNEHHS. Lle we pa3
OEeMOHCTpPY€E Bam cuny wenaepis. LLlenaepu Hap3BuYanHoO rHyuKi, i BU Ha BnacHi oui
nepeKkoHanucs, LWo 3a AoNoMOoror nuuwe Kinbkox 3D-BeKkTopiB i AeAKMX

HaCTPOBaHMX 3MIHHUX MW 3MOINIM CTBOPUTU AUBOBMXHY rpadiky!

Kinbka ocTaHHiX po3ainiB BU gisHanucsa npo Konbopu, Mmoaesnb OCBIiTNeHHA PoHra
(axa BKkNro4Yae HaBKONULLHE, Aucy3He Ta A3epKanbHe OCBITNEHHA), MaTepianu
06’eKTiB, BMaCTUBOCTI CBiTNa, AAKi MOXXHa HanawTyBaTu, Andy3Hi Ta A3epKanbHi
KapTu, pi3Hi TMNX cBiTNa Ta Te, Ik 06’eAHaTHN BCi 3HaHHA B OA4Ha NOBHICTIO OCBIiTNEHa
cueHa. O60B’AA3KOBO NOEKCNEPUMEHTYUTE 3 PiSHUMU AXXeperiaMu CBiTNa, KoNbopamum
MaTtepianis, BNacTUBOCTAMM CBiTNna Ta cnpobynTe CTBOPUTU BracHe cepefoBULLe 3a

[OMNOMOror TPOXU TBOPYOCTi.

Y HacTynHuX po3ainax Mm AogamMo A0 Haloi CLeHU Binblu NPOCYHYTi reOMeTpPUYHI
cirypm, ki ayxe nobpe BUrNagaTtuMyTb Y MOAENsiX OCBITNEHHS, AKi MU

o6roBoploBanu.

Mmocapin

e Color vector: BekTop, Wo Bigobpaxae GinbLWicTb KONbLOPIB peanbLHOro
CBIiTy 3a AONOMOror KOMGiHaLil YepBOHOroO, 3e5IEeHOro Ta CUHLOro
KOMMNOHeHTIB (ckopo4yeHo RGB). Konip 06’ekTa — ue BiaGUTIi KOMNOHEHTH
KONbOpYy, AKi 06’€KT He NOrfuHyB.

e Phong lighting model: mogenb ona HaGnWXxeHHA OCBITNEHHS pearibHOro

CBITY LWNSIXOM 064YMCNEeHHA HABKONMULUHBLOIO, AN(Y3HOro Ta A3epKanbHOro

KOMIMOHEHTIB.



Ambient lighting: HaGnuxeHHs rMo6anbHOro OCBITNEHHS LUISIXOM
HaAlaHHS KOXXHOMY O0’EKTY HEBEJIMKOI ICKPaBOCTi, W06 06’eKTn He Bynu
MOBHICTIO TEMHUMM, SKLO BOHWN He OCBITNEHI NpsamMo.

Diffuse shading: ocBiTneHHs, fike cTae CUNbHIWKXUM, YUM Binblue
BeplumHa/cpparMeHT BUPIBHAHO A0 mXepena cBiTna. BukopucroBye
HOpMaribHi BEKTOPU Al 00YNCNEHHSA KYTiB.

Normal vector: ogMHWYHMI BeKTOP, NepneHANKYIISIPHUA A0 NOBEpPXHi.
Normal matrix: matpuus 3x3, Aska € maTpuuero mogeni (a6o mogenb-BuA)
6e3 nepeknany. BiH Takox moaucgikoBaHMM TaKUM YUHOM (3BOPOTHE
TPaHCNOHYBaHHs), WO 306epirac BeKTOpU HopMmarsen y npaBuiibHOMY HanpsiMKy
nig Yac 3actocyBaHHSI HePiBHOMIPHOro macltabyBaHHSA. IHaKwe HopMarnbHi
BEKTOPU CMOTBOPIOKOTLCA NPU BUKOPUCTaHHI HepiBHOMIpHOro
MacLuTabyBaHHS.

Specular lighting: BcTaHOBNIOE BigA3epkaneHHs, Wo 6nvx4ye rnagay
OVUBUTbCA Ha BiaoOpaXXeHHs oXeperna cBiTna Ha noBepxHi. Ha ocHoBi
HanpsiMKy rnaga4da, HanpsIMKy CBiTNa Ta 3Ha4eHHA G5IMCKY, iKe BCTaHOBIOE
CTYyNiHb PO3CitOBaHHA BiAOIUCKY.

Phong shading: mogenb ocBiTneHHsA Phong, 3acTtocoBaHa y coparMeHTHOMY
weungepi.

Gouraud shading: mogenb ocBiTneHHs Phong, 3acTtocoBaHa y BepLUMHHOMY
wenpepi. CTBOpLOE NOMITHI apTecdakTn Npu BUKOPUCTaHHI HeBEJNUKOI
KifIbKOCTi BepLuuH. MNiaBuwye eheKTUBHICTL NpU BTpaTi AKOCTI 30py.

GLSL struct: C-nogibHa cTpyKTypa, AKa Ai€ AK KOHTeUHep ANns 3MiHHUX
wengepa. 3e6inbLOro BUKOPUCTOBYETLCA ANSA OpraHisauii Bxoay, Buxoay Ta
yHichopmu.

Material: HaBkonuwHIN, gndy3HUN | A3epKanbHUA KOMip, AKUK Bigobpaxkae
06’eKT. BOHM BCTaHOBNIOKOTbL KONbOPU 06’€KTa.

Light (properties): HaBkonuwHA, AUcy3Ha Ta A3epKarbHa IHTEHCUBHICTb

cBiTna. BoHn MOXyTb NnpunMaTn 0yab-AKi 3HaYeHHA KONbOpy Ta BU3HaYaTH,



AKUM KONbOPOM/iIHTEHCUBHICTIO CBITUTb AXKepeno CBiTa A KOXXHOro
KOHKpeTHoro komrnoHeHta Phong.

Diffuse map: 306paxxeHHA TeKCTypwU, ike BCTaHOBNOE AUdy3HUIA Konip ana
KOXXHOro doparmeHTa.

Specular map: kapTa TeKCTypu, ika BCTAHOBIIOE iHTEHCUBHICTb/Konip
A3epKanbHOro BigobpaxeHHA Ans KoxHoro ¢pparmeHTa. [lo3Bonsie
CTBOpPIOBAaTU BiAGNNCKM N1LLe Ha NeBHUX AinsiHKax o6’eKTa.

Directional light: gpxepeno cBiTna, ske Mae nuwe HanpAMokK. BiH
3MoaenboOBaHUM Tak, WO BiH 3HAX0AUTLCA HAa HeCKiHYeHHIN BiacTaHi, Lo
npu3BoAUTb A0 TOro, WO BCi MOro CBIiTNOBI NPOMEHi 34alTbCA
napanenbHUMM, a BEKTOP NOro HanpsAMKY, TaKUM YUHOM, 3aNIULLAETbLCA
He3MiHHUM Ha BCiW CLeHi.

Point light: gxepeno cBitna B cueHi 3i CBITNIOM, fike 3HMKA€E Ha BiACTaHi.
Attenuation: npouec 3MeHLIEHHA IHTEHCMBHOCTI CBiTNa Ha BiACTaHi,
BUKOPUCTOBYETLCA B TOYKOBMUX i NpOXeKTopax.

Spotlight: pxepeno cBiTna, BU3Ha4eHe KOHYCOM B O4HOMY KOHKPETHOMY
HanpsiMKy.

Flashlight: npoxekTop, po3TalwioBaHWUI 3 TOYKU 30py rnsapada.

GLSL uniform array: macuB piBHOMipHMX 3Ha4eHb. [pauoloTb Tak camo,

Ak C-macuB, 3a BUHATKOM TOro, WO IX HE MOXXHa AUHAMIYHO po3noAinaATu.






