TeopeTuyeckue
OCHOBbDI
TPEXMEePHOM

rpacomku

Teopunsa NOCTPOEHMS TPEXMEPHbIX M30DPAXKEHMIM U
PEHAEPUHTQ.




3D Graphics

TpexmepHas rpacduka (3D Graphics) — B13yaAbHOE
OTODPAXKEHME TRPEXMEPHOM CLLEHDBI MAM OOBLEKTA. AAS
NPEACTABAEHUI TOEXMEPHOM TPAJOUKM HO ABYMEPHOM
YCTPOMCTBE (AUCIMAEE) MPUMEHAIOT PEHAEPUHT.




rendering

0 PeHAepuHr (rendering) — npoLecc CO3AAQHMS
PEAAUCTUYHBIX M30DPAXKEHUM HO SKPAHE,
MCMOAb3YIOLLLIMM MATEMATUYECKME MOAEAU U
ADOPMYAbI AAT AODABAEHMS LIBETA, TEHM U T. A.

# ' Blitz Runtime Window | o2 G|




TpexmepHaAs MOAEAD




N3 3D B 2D

0 AA9 OTOBOPOAXKEHUA TDEXMEPHOM MOAEAM HA
ABYXMEPHOM IKPOHE MOHUTOPA TPEDYETCH
MNPOUM3BECTM CMNELMAAbHBIE MATEMATUHECKME
NPeoBPA30BAHUNA TDEXMEPHbBIX KOOPAMHAT BCEX
TOYEK B ABYXMEPHbIE.




Kamepao

IIpoexuua (2D) A
wA‘
QObrexr (3D)
barogaTens Enuxuasrpanuna
(«xcamep an) EHTHMOCTH Bugumaa obnacte HanpHaAa rpaHuLa

BHOHMOCTH



AJOPOUMHHbIE

NpeodbpPA30BAHMY

0 pun cMmeHe No3mumMm HODAIOAATEAS
TpebyeTCs MNPOoM3BECTU NPEOOPA30BAHMS
KOOPAMHAT, CBI3OHHbIE C MOBOPOTOM
OObEKTA, €r0 MACLLUTADUPOBAHNEM U
Y4ETOM NEPCMNEKTMBSI.

0 Takme npeobpa30BAHMA HO3bIBAKTCH
acbPHHHBIMU NPEOoOPA30BAHUAMMU




[Tommep Npeobpa3oBAHMS

0 /AdodomrHHbBIE MPEODPA30BAHMSA NMOUMEHAOTCH

NPW NOBOPOTE M TPAHCAOOPMALMKM OOBbEKTA
(MacLuTabmpoBaHME, CKOC).

0 AONYyCTUM, 4YTO MPU MOBOPOTE OPAMHATHLI TOYEK
(Y-KOOPAMHATBI) HE MEHAOTCA. 3HAYMUT, MOBOPOT
MNPOUCXOAMT OTHOCUTEABHO OCUK Y.



OcBeLleHune

0 MoAEAb HOYMHAET BbITAJAETb TREXMEPHOM
TOABKO MOCAE MOAEAMPOBAHMA OCBELLLEHMS,
QA 3TO HAMPIMYIKO CBA3AHO C MOAOXKEHMEM
MAOCKOCTEM (MOAUTOHOB) MOAEAM, TOYHEE, C
HAMPABAEHUEM NEPMNEHAMNKYAIPOB K
MAOCKOCTAM — HOPMOAEMN.

0 CreneHb OCBELLEHHOCTM TOYKM 3ABMUCUT OT
YIAQ MOAEHUSA Ay4eM CBETA. HeM MeEHbLLIE
YITOA MEXAY HOPMOABIO M AYHOM CBETA, TEM
OOAbLLE OCBELLLEHHOCTb TOYKM MOBEPXHOCTH.




OPMOAM

[0 ECAM B39Tb POBHYIO MOBEPXHOCTb, TO
HOPMAOAM B KODKAOU €€ ToYKE DYAYT
OAMHOKOBbIMM N OCBELLLEHHOCTb TAKXE
OyAET OAMHAKOBOM.

0 A eCAM NOBEPXHOCTb HEPOBHAY, TO
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MoAeAb OCBELLLEHHOCTU
PoOHIra

[l BKAQA B 3TO 3HAYEHME OT KAXAOTO
MCTOYHMKQ CBETA 30BUCUT OT PACCTOAHMUS
MEXKAY MCTOYHMKOM CBETA M TOYKOM HA
MNOBEPXHOCTM.

OHOBas COCTaBNAlOLLad PacceaHHasa cocTaBnsowas 3epKanbHas COCTaBNAOWASA CyMMapHoe OCBEeLleHue



MoAEAb OCBELLLEHHOCTU
PoOHIa

no lighting ambient

ambient + diffuse ambient + diffuse +specular




MoaAaeAb POHIA-bAMHHAO

. Y o

diffuse diffuse
no specular specular
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diffuse diffuse
no specular specular
bump mapped bump mapped




AOAbHeEMLLEE PA3BUTHE

0 B AOQABHEUNLLIEM, MCCAEAOBATEAMU
MPUMAYMbIBOAM UHbIE CNOCODBI
BbIMMCAEHMA DTOM COCTABASIOLLLEM, BOoAeEe
cAOXHble (Blinn, Cook-Torrance, Ward),
YYUTBIBAIOLLLIME PACNPEAEAEHMNE SHEPTUM
CBETA, €70 NMOTAOLLLEHME MATEPUAAOMM

texture specular



Nroa cBeta U TEHU

0 C ueAblo pacyeTa TEHEU U MOAYTEHEM
(AMJOADY3HbIX TEHEM) MOUMEHIIOTCS PA3ZAMYHbBIE
AATOPUTMBbI — RaAy fracing (TPACCHMPOBKA AyYEM),

Radiosity (M3Ay4enHme).

PUCYHKE MPEACTAOBAEHbI PE3YABTATHI
POCYETA TEHEM N AMADAOY3IHOM 3ACBETKM MPM
nomoLum Radiosity.







KHO B 3d

roAOBQ
) O61beKThl TeAo
AeUucTeus c oo6beKTamm
OKOH4YdHUe HOIM

CTpykTypa
NPOrpaMMbl



Graphics3D 640,480,16,1

Yctanasnueaet 3D [padmyecknn cnocob.

CuHTtakc Takon: Graphics3D wupuHa, BbicoTa, rnyodnHa uBeTa,
peXum

LLinpuHa, BbiCOTa — pa3mep co3aaBaeMoro sKkpaHa

[MyOuHa — rnybunHa uBeta — 16, 24 nnn 32 6uta Ha NUKcerb.
PEeXXmm:

0 — OKOHHbIM BO BpeEMS PA3PADOTKM (ECAM BO3MOXXHO),
MOAHOSKPAHHbIM B .exe doopmare;

1 -NOAHO3KPAHHbIM

2 —OKOHHbIM

3 —OKOHHbIMN, C BO3MOXHOCTbIO M3MEHEHUA PAIMEPOB OKHA.




SetBuffer BackBuffer() — yctaHosuTb MoOTOK, OYydbep.

cam=CreateCamera() — aT0 camasi ocHoBHada komaHga B 3D
nporpammax. Ecnu He ByaeTt gaxe opgHom kamepbl To 3D
nporpamma pabortaTb He BydeT, KaMmepa-3To TOXE caMoe, YTO U
HalLW rnasa, Yepes Hee€ Mbl BUAuUM okpyxatowmn 3D mup.

Lit=CreateLight() — 310 komMaHOa co3gaeT NCTOYHUK CBETA.
MOXXHO M3MEHATL TUM CBETA, B CKOBKM BNMCLIBAEM crieaytoLlme
3Ha4YeHns:

1:HanpaBneHHbIN
2:TOuYKa
3: NATHO




cub=CreateCube() — 310 Mbl co3gaem 3D 00bLEKT KyO.

[eomeTpuyeckme obbeKTbl:
CreateSphere () - cdoepa

CreateCylinder () - uMAMHAD

reateCone() — KOHYC

PositionEntity cub,0,0,5 — 510 KOMOHAQ MOMELLLOET ODLEKT B
nosuumm 1 B 3D mecre.
ScaleEntity cub,1,0.3,1 — M3meHseT pasmep obbekTa

RotateEntity cub,0,40,0 — BpaLuaetr oObekT TaK, YTOObI 3TO ObIAO
NP AOCOAIOTHOM OPMEHTALMM.




TurnEntity cub,0.6,0.2,0.3 — BpallueHune
TurnEntity entity,pitch#, yaw#, roll#, [,global]

Tpitch# - X yron n akBMBarieHTHa HaKIoOHY Briepen / Hasaga.
Yaw# - Y yron n aKBMBasieHTEH BpalLleHMo Haneso / BNpaso.
Roll# - Z yron 1 akBMBaneHTeH HakIIoHY Haneso / Bnpaso.
UpdateWorld ()— UpdateWorld [anim_speed#]
anim_speed# (Heobsa3aTernbHbIN) — CKOPOCTb ANs

MYJETUNSIMKALMN.
YcTtaHoBneH no ymonyaxHuio B 1.



Until KeyHit(1) — Mexay atnumn gByms KomaHgamm
BbyaoeTt nponcxoamTb OCHOBHOM LMK Urpsl. [Npu
HaxxaTum KHonkn ESC HaumMHaeT yntaTb crieayowyro
KoMaHAay.



End — 3aBeLLaeT nporpammy

Co3aaemM LWabAoH

\/




UHTepdenc nporpammei.

Tak BbirmagnT okHo Blitz3d:

101250 ontitiod aag

Be (& Bogem Meb

DB EIr O R auN

Help <untitled> |

qu types | labels

CuHee TeKkCToBOE More SBMSETCA OCHOBHbIM —
B HEM MULLYT NporpamMmMHbIN KoA,.




KHOMNKM naHenn NMHCTPYMEHTOB:

] - (New) — cosgaHve HoBoro npoekTa

& - (Open) — oTkpbITHE cyLLecTBYOLWEro NpoeKkTa

H - (Save) — coxpaHeHune npoekTa

@ - (Close) — 3aKkpbITe TeKyLLero npoekTa

& - (Cut) — BbipesaTb B 6ydep obMeHa

€ - (Copy) — konuposaThb B 6ycdhep obmeHa

B - (Paste) - BcTaBuTH

£ - (Find) — HaWTV TekcT

& - (Run) — 3anyck npoekTa

& - (Home) — nepeiTn Ha cTpaHMLLY MOMOLLM |

& - (Back) — BepHYTbCSsl Ha NpeabiayLLYo CTPaHWLy B OKHE MOMOLLMX
= - (Forward) — BepHYTbCS Ha crieqyoLLyo CTpaHWLy B OKHE MOMOLLN

[nsa 3akpbITUA\OTKPLITUSA NaHENN MHCTPYMeHToB: MeHto Edit -> ShowToolbars nnu
Shift + Esc




3anyckK U oTnagka nporpamMmmbi:

[na 3anycka nporpamMmmbl Haxxmute FS nnm

.8

[na 3anycka npeablaylien nporpaMmmbel Haxkmute F6
[nsa npoepkn ownMBoK Haxxmute F7
[na co3gaHnsa .exe dpanna HaxmuTte: MeHto Program -> Create Executable

[na BKNOYEHNA\OTKMIOYEHUS OTNA40YHOIO OKHa: MeHto Program -> Debug
Enabled

B npaBoi YacTu okHa HaxoauTCs NaHemnb C TPEMS BKIagKaMu:
Funcs — otoGpaxaeT Bce hyHKLMM, KOTOPbIE UCMONb3YTCH B NPOEKTE.

Types — oTobpakaeT BCe TUMbl, KOTOPbIE UCMOMb3YTCSA B NPOEKTE.
Label — oTtobpakaet Bce METKM.



Graphics3D 640,480,16,2

SetBuffer BackBuffer()
cam=CreateCamera() — —
lit=CreateL.ight() ESENX RS KNS ENIEeY
Graphics3D 640,480,16,2
SetBuffer BackBuffer()
cam=CreateCamera()
.................................... ||t=Create|_|ght()
Repeat
UpdateWorld
.................................... RenderWorld
Flip
UpdateWorId Until KeyHit(1)
RenderWorld o
Flip |

Until KeyHit(1)

End




Hapucyem KYb

Graphics3D 800,600,32,2
SetBuffer BackBuffer()
camera=CreateCamera()

Positi hEntity camera,0,2,-9

light=CreateLight{s

ub=CreateCube()

RotateEntity light,45,90,45

While Not KeyHit(1)=1
RenderWorld()

0 SNRCE X

Kamepa

NMo3uumsa

KaMepbl
cBeT

Ctasum Ky6

MoBopoT

Kyo6a
NMoka He HaXaTa

ESC
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MNocTasum cdpepy.

% Blitz3D - <untitled>

File Edit Program Help

OFH@ B L # & — e

Help ] Aawuk semns.bb <untitled> l

Graphics3D 8068,600,32,3
SetBuffer BackBuffer()
camera=CreateCaneral)
PositionEntity camera,8,2,-9
light=CreatelLight()

sph=CreateSphere(32)

RotateEntity light,45,90,45

While Not KeyHit(1)=1
RenderMWorld()

Flip()
Wend
End




Graphics3D 800,600,32,2
SetBuffer BackBuffer()
camera=CreateCamera()
PositionEntity camera,0,2,-9
light=CreateLight()

cub=CreateCube()

h=CreateSphere(32)

ScaleEntity sph,1,1,1 Pasmep ob6bekTa

ScaleEntity cub,1,1,1

EntityAlpha cub,0.5

RotateEntity cub,45,45,45 Mpo3pa4yHOCTDb
ob6beKTa

RotateEntity light, 90,45,45

While Not KeyHit(1)=1
RenderWorld()

Flip()
Wend




AOMA:
MocTaBUTb LUAMHAP HA KYO.

cnonbayewm:

CreateCylinder () - uunuHap

CreateCube() - ky0

PositionEntity cub,0,0,5 — Ota komaHOa nomewaeT 0ObLEKT B
no3numn n B 3D MmecTe.

ScaleEntity cub,1,0.3,1 — I13meHsieT pasmep obbekTa




flocTaBnm obbvegraphics3D 640,480,16,1
' SetBuffer BackBuffer()
cam=CreateCamera()
lit=CreateLight()
cub=CreateCube() e
PositionEntity cub,0,0,5 oo -“f "

Graphics3D 640,480,162

ScaleEntity Ccu b,1 ,0_3,1 SetBuffer BackBuffer()

cam=CreateCamera()

RotateEntity cub,0,40,0 [
Re pe at cub=CreateCube()

PositionEntity cub,0,0,5

Tu rn E ntity Ccu b, . 6, . 2 o0 3 PositionEntity cub,0,0,5
TurnEntity lit,5,5,0 ks

RotateEntity cub,0,40,0

UpdateWorld

TurnEntity cub,.6,.2,.3
Re n d e rwo rI d TurnEntity lit,5,5,0
Flip

Until KeyHit(1)

Until KeyHit(1)

End




NMpakTuyeckas paboTa.

1 .N3MeHUTb MAPAMETPSI
cBeTa.

2.N3MeHUTb pA3MeEP
OObEKTQ.

3.NlepemecTmtb OObEKT
BBEPX

4 lepemecTtmtb OObEKT
BMPABO.

5.N3MeHMTb CKOPOCTb
BOALLLEHMS.

Aoma: 1. YCTAHOBUTb NpOrpammy
2. Co3aaTtb cchepy U LUAUHAP.




Aoma: 1. YCTAHOBUTb NpOorpammy
2. Co3AQTb NOAYNPO3PAYHYIO cchepy U
BHYTPU LLUAUHAP.




