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JIlenu 6 KraccuuecKom peiimpeiicunze oe

e B knaccuyeckom RT
MCTOYHUKN CBETa —
TOYeYHble, MO3ITOMY MpPU
MOOEeNUPOBaHNN TEHU
nosiy4yarTcs pe3kue

e OTO CMOTPUTCH OYEHb
HeeCTeCTBEHHO




Moldearuposarue MaeKUx menei

e YTOOBLI NPUONN3NTLCA K
peanbHON KapTUHE BMECTO
OQHOro TOYEeYHOoro
MCTOYHMKA pa3meLlatoT
HECKOJIbKO MEHEE SAPKMNX
MCTOYHNKOB Ha HEKOTOPOM
paccTosiHUM Apyr oT Apyra




Pearusauus KAACca NAOWAOHbIX 43+

ucmounuxpe céema (AreaLight) :

public class AreaLight

{

[I[Konn4yecTBO NCTOYHUKOB no X
public int numLightsX = 10;

[I[Konn4yecTBO NCTOYHUKOB nNo Y
public int numLightsY = 10;

//[Paamep no X
public float sizeX = 1.0f;

/[Pasamep no Y
public float sizeY = 1.0f;

/ILIBeT ncToyHMKa cBeTa.
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= Methods
W Arealight (+ 2 overloads)
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public Vector3D Color = new Vector3D(1.0f, 1.0f, 1.0f);

/[MonoxeHne NCTOYHUKA cBeTa (NeBbl HMKHUA yron).
public Vector3D Position = new Vector3D(0.0f, 0.0f, 5.0f);



Pearusauus KAACca NAOWAOHbIX HE

ucmounuxpe céema (AreaLight) :

//IMaccuB UCTOYHUKOB CBeTa
public Light[,] sources = new Light[10, 10];

//SKkBUBanNeHTHbIX UCTOYHUK CBeTa

public Light mainLight = new Light(
new Vector3D(0.5f, 0.5f, 5.0f),
new Vector3D(1.0f, 1.0f, 1.0f));

//OpueHTaunsa UCTOYHMKA B MUPOBOM NpocTpaHcTBe (yrnbl Aunepa)
protected Vector3D Orientation = Vector3D.Zero;

/IMaTpuua BpallueHus.
protected Matrix3D rotation = Matrix3D.ldentity;



Moodugpuxauus ocHo6H020 arzopumma | ssse
peumpeiicuraa

e [1Ns KaXkgom TOYKN
cuMTaeM «KOIPPUUNEHT
3aTEMHEHUS», a 3aTEM C
NOMOLLIbIO HETO
BblYMCIIAEM BKNaa
NoKanbHOro OCBELLUEHNA B
LBET MOBEPXHOCTMH,
cyuTad naowaaHou
NCTOYHUK SKBUBAIEHTHbLIM
rMaBHOMY UCTOYHUKY
(mainLight).




BoamoXKHble MOOUPUKAUUU

e B ganbHenwem MOXHO
0obaBnTb NoaOepPXKKY
orpaHn4YnBaoLLnX
nosepxHocTen (bounding
volumes), 4To ynyywmnT
NPOn3BOAUTESTBHOCTD.




CILACHBO!!!




