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OCOBJINBOCTI CTBOPEHHS INEAIEPHUX ITPOT'PAM
JIJISA PEAJI3AIIL OCBITJIEHHS

AHoTanig. Y poOoTi po3MIsSAaloThCS TEOPEeTHYHI 3acad Ta TMPAKTH4YHI acleKTH peajizamii Momeni
ocBiTiieHHsT @oHra. 3amponoOHOBAaHO MiJX1A [0 peaii3alii MoJenl OCBITIEHHS Ha 0a3l rpagiqHoro
npuknagHoro iHTepdericy WebGL. [IpoananizoBano 0cobauMBOCTI peanizalii JaHOT MOZIeIl OCBITJIEHHS Ta
3aIpOIIOHOBAHO BIAMOBIHI MIEHEPHI TPOrPaMHU.

KJIFOYOBI CJIOBA: monenb ocBiTIICHHS, (PparMeHTHUH TIeiaep, BEPIIMHHM e Iep.

Abstract. The paper examines the theoretical foundations and practical aspects of the implementation of
the Fong lighting model. An approach to the implementation of the Fong lighting model based on the
WebGL graphical application interface is proposed. The peculiarities of the implementation of this
lighting model were analyzed from the point of view of the load on the hardware of the information
system.

KEY WORDS: fragment shader, vertex shader, lighting model.

Beryn. PosnoBciomkeHoo mpobremor0 y cdepi KOMIT'IOTEpHOI rpadikd TPAAHMIIIHHO BBAKAETHCS
pearmizanisi ocBiTieHHs. Ha maHWii MOMEHT iCHye MHOXXMHA MOJEJeH OCBITJICHHS, KOXKHA 3 SKHX Mae
BJIACHI TepeBaru Ta Hemoiikd. [IpoTe BaKIMBOIO HAYKOBOIO 33/1aU€l0 BUAAETHCS CUCTEMAaTH3yBaTh Ta
y3araJbHUTH TEOPETHYHI 3acaayd peami3ailii OCBITICHHS, a TaKOX JOCTIAUTH METOAM peai3arii
KOHKpPETHOI MOJIeNI1 OCBITIEHHS Ha 6a3i rpadiuyHoro npukiagHoro intepdeiicy WebGL.

OcHoBHa 4actuHa. [Ipouecu MonenroBaHHS

OCBITJICHHS 0a3yroThCs Ha 3aKOHax

FGOMeTpI/I‘IHO.l. OIITHUKHK, TaKHX K 3aKOHH

3QJIOMJICHHS, BIJJOUTTS, MPSMOIHIHHOCTI TOIIO.
Eneprist cBiTia, mo nagae Ha IMOBEPXHIO Bif

JDKepena  CBiTIa, Moxe OyTH  YacTKOBO
MOTNIMHYTa, BigOWTa abo TMpoIylleHa dYepes
MIOBEPXHIO. KinbkicTb eHeprii, 110

MOIIMHAETHCS, BIIOMBAETHCS 1 MPOIYCKAETHCS
3ale)KUTh B JOBKHUHHA A CBITIIOBOI XBHIIL.
O0’eKkT MOXKHA MOOAYMTH TUIBKU TOZI, KOJH BiH
BiOMBae abo mpomyckae CBiTIO. BmactuBocTti
KOJip
3anexarb Bl (OpPMHU 1 HaIPIMKY

BiZOMTOrO CBiTIA, $KI BHU3HAYAIOTH
MOBEPXHI,

JUKepena CBITIIA, Bl OplEHTAlll] TOBEPXHI1, HA AKY

majga€e CBITIIO Ta BiJ BIACTUBOCTEW camol
noBepxHi. lleir QakT BpaxoByeTbcs B PI3HHX
Monensax ocBiTiaeHHs. JlilicHa Teopis CBITIA €
JOCUTh  CKJAaJHOI 3  TEOpPeTHYHOI  Ta
OOUHCITIOBATIBHOI TOYOK 30py, TOMY OYIyHOThCS
crpoleHi Monesi ocBiTieHHs [1].

Mogens @onra ananoriyHa a0 wmogeni [ypo,
ajie, Ha BIIMIHY BiJl HbOTO, TYT IHTEPIOIIOIOTHCA
HE 3HAYCHHS IHTEHCHUBHOCTI BiJOMTOTO CBITJIA, a
3HAUEHHsI BEKTOpa 30BHIIIHBOI HopMaii. TooOTo,
Mojienb DoHra MmoJsTae B MoOyI0BI T KOXKHOTO
MiKCeNsh BEKTOpa, IO BiAIirpae posb HOpMami i
[Iell BEKTOP BUKOPHCTOBYETHCS IS OOYMCIICHHS
IHTEHCUBHOCTEW KOMIIOHEHT B1OMTOTO CBITJIa B
KOKHIM TOYIIl 3TiAHO 3 BHOPAHOIO MOJEILIIO
ocBiTiieHHs. ToMmy 3adapOoByBaHHS Ha OCHOBI

58



moneimi  Donra OuIbIIE

004YMCIIEHbD,

BHUMarae 3Ha4YHO

OCKUIbKH  1HTEPIIONIOIOTHECS  TPH
BEKTOPHUX KOMIIOHEHTH, IPOTE OJCPKYHOThCS
OinbIn peanbHi rpadiuni 300paxenHs [1].

Peamizamist ocsiTnenHs Ha 60a3t API WebGL

nependayae  HaANMMCaHHSA  BEpPIIMHHUX — Ta
¢parmenTHuX meinepiB. Hikdue HaBeneHo
JTICTUHT BEPLIMHHOTO meriaepa

WebGL-niporpamu, y sikiif peanizoBaHO MOJETH

OCBITJICHHS.

void main() {

gl Position = uProjectionMatrix * uModelViewMatrix *
vec4(aVertexPosition, 1.0);

vColor = aVertexColor;

vNormal = normalize(vec3(uNormalMatrix *
vec4(aNormal, 0.0)));

vViewDirection = normalize(-vec3(uModel ViewMatrix *
vecd(aVertexPosition, 1.0)));

}

Huxue 3aIIPpOIIOHOBAHO JIICTHHT q)pal"MeHTHOl"O
mieiiepa uist peatizaiii MoJieli OCBITICHHS.

void main() {

vec3 ambient = uAmbientColor * vColor;

vec3 lightDirection = normalize(uLightPosition -

gl FragCoord.xyz);

vec3 normal = normalize(vNormal);

vec3 diffuse = uDiffuseColor * vColor * uLightColor;
vec3 reflectionDirection = reflect(-lightDirection, normal);
vec3 viewDirection = normalize(vViewDirection);

float specularFactor = pow(max(dot(reflectionDirection,

viewDirection), 0.0), uShininess);

vec3 specular = uSpecularColor * specularFactor *
uLightColor;

vec3 finalColor = ambient + diffuse + specular ;

gl FragColor = vec4(finalColor, 1.0);

b

OCKiNbKM TOBEpXHS Ma€ MEPeAHI0O Ta 3aHIO
rpaHi, KOKHa CTOpOHa Ma€ CBOIO HOpMalib.
Hampuknan, noBepxHs, NepHneHAUKYISApHA 0
oci Z, Ma€ TICPCAHIO ITOBCPXHIO, AKa 3BEPHCHA 10
HampsIMKy oci  z, 1

IIO3UTHUBHOI'O 3aJHIO

MOBEPXHIO, SKa 3BEpPHEHA JI0 HETaTWBHOTO
HaNpAMKY oci z. Ix Hopmani gopisHIowTH (0, 0,
1)1(0, 0, 1) BinmoBigHO.

Y 3D-rpadimi 1mi aBI TpaHi PO3PI3HAIOTHCS
MOPSIZIKOM, Yy SIKOMY BKa3aHl BEPIIMHH I 4Yac
penaepunry mnoBepxHi. Komu BimOyBaeTbcs
PEHAEPUHT 13 3a3HAUYEHHSM BEpPIIHH, MEperHs
rpaHb — II€ Ta, BEPIIMHU SKOi PO3TAIllOBaHi 3a
TOIWHHUKOBOIO ~ CTPUIKOI, SIKIIO JTUBUTHUCS

B3JI0BX HOpMaJli rpasi [2].

BucnoBku. Y po6oti Oyn0 cHCTEMaTH30BaHO TEOPETHYHI OCHOBH IIOJ0 peai3allii OCBITIICHHS TIPH

CTBOpEHHI TpadiyHUX CIeH. byio 3amporoHoBaHO MiIXOIM /10 HANMCAHHS IMICHAEPHUX Mporpam s
peamizamii Mojenl OCBITJIICHHS, a TaKOX HaBEACHO TMPHUKIIAJ TaKUX IIeiaepiB. B sakocTi mepcrnekTus
MOAANBIINX HAYKOBUX JIOCHIDKEHb MOXKE OyTH 3alpOTIOHOBAHO CTBOPEHHS MOPIBHSUIBHOTO aHAII3y
peamizaii moaeni ocBiTiieHHs DoHra Ha 0a3i pi3HUX rpadiyHUX MPOrpaMHKX iHTEPEHCiB.
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