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Abstract

Motivation

ZE—RIENZE LSS, BIIEMRSRELEE.

The Goal of the project

AEEEFFAFZ MR X EEZ RARESCIEER. WESA. BRUNETBBRBHRIRE.
Involved CG techniques

RENE. S0, MRER, IERRE. [EIRS. R, PRFE.

Motivation

EEEREERN—FHZE, HNERITEFR—RFAFFEISEFRRELR. R, XH
FTARFRZITHENER AR, TRENEEEEHTEN PR ENER ZIRTRES R
BoEFNZRSHITEESH, FEEMENE.

The Goal of the project

H

U
. STRRXT YR X FE SR NATEEE,

. e O X R E RV,
- SERRT PR X E 22 IRAYSEESCI,
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2.8
1. BEFBERNIERARE,
2. STRS AR RRFNRR SRIESR.
3. 5eRkZ B HERBINBE =AM AEIVRSAAISTIL.

(F: BNARHTENREERRHTERER, BRBTRERXEN_LHNMEERTS, BSHE=
HEEREIE (LT  TRBNEET SERFRNEZEEE, FREIEErINEsRFFE
PO X AOREEY, FEEER EARarE, TERNIMNBETNEERK AT INFRX)

The Scope of the project

1. RX—BRO RN TR,

2. MM RERZR, RYEINIZREITERSIER,

3. AEAINBRICFFIRSAT YR TSI, RSLM=EINE AL,

4. RN _EBRIRESE LRBEFIITA (B ERNARBINERNBEIEINFEFIITA) .
5. WTERERBERMKE, UEXRRERELR.

6. FEEERKRS[ZEL.
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Related CG techniques

1. SERNEMARREE, MNSERaEBEXIEA
1. #EiE:

1. EyThYd (primitive)

2. PEAEEE (Midpoint rasterizer)
2. NINBaE:

1. EERRRET,

2. M4BRET (Bump-mapping) .
3. 568

RGBEIEBAEEL,
2. S NIEEY:

1. HiPEHELEH (Half-edge data structure)
AR

=ERRREESHE (3D matrix transformation)
4. BEANRYTIN :

1. IEIRES

44

(orthographic projection) .
2. B

(perspective projection)
5. B!

1. Blinn-Phongt&8Y,
2. PhongZkmE4:# (Phong surface rendering)
3. BE§/BRsT (Shadow Mapping)

1. iR ENLE] (depth map) .
2. PBs4®% (shadow bias) .
3. IEEAIB& (front face culling) .

4. PCF (percentage-closer filtering) .
4. T EFIB]:

REM (depth test) : REEFEE (depth buffer method, z-buffer method)
5. GammaftRIE (Gamma Correction) |,
6. FUHELA (anti-aliasing) .

Project contents

1. SER T I FRK FEE I R AR,

2. TMT N EEHHEATBHNNE=ARRBEREET, JUEENSRERE.
3. SEIL T PR X E R A RAUER
E 4450 T
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4 [%] TJU3DModel
P =m 3|H
b @ ARG

y |

:

camera.n
mesh.h
model.h
shader:h

stb_image.h
vl RS

p glad.c

b *+ main.cop
4 ] mEE
2fs.glsl
2vs.glsl
skybox.fs
skybox.vs
SMDFS.glsl
SMDVS.glsl
SMFS.glsl
SMVS.glsl
SunFS.glsl
SunVS.glsl

v v v Y YV o4
EFNEFREFNEPNER)

A

DO EOH

Implementation

TB XIS hRITIU3DModel.chm, B2 doxygen+graphvizZERRY, WSR3, . REL
TERRITARAXERE.

AWM EZS AT =AE:

9.1 BIRSME

9.1.1 [RETRIRTELY

FEIRIHIRES, RERNEFAFEERENEEZREHITEER, BRETIHHXKETEERK, &
EIRNAVERE. StEEREREABS SINE R TR, YRR (NEBEENEESRRET.
8. 9. 10SHERIEARIIER.

BEERERRA, MEREH—TERHEE, (BERHIAEL RS ERE BT A RIS
—. 5, [RERIERIA3Ds MAXEATIREEX, (BEEEE AREEAIERR Y cEREEN

REIEREHEMRY, FTUR(IEZEENSERBlenderfISHEETEERHE AN, BREHT
BlenderfiHMRECEM TIFEEARBRFRENFIA LSRR,
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R, BAVERBIFEIPAIZINARER S FRRZFAIRET, REETSketchUpFa, XIE
FAF R KA EEXIEH TR, SketchUpFETNEEEREZ THIFE LF, RENZ NS
ERT, ZTEUGFEELERE, FEEGHNNEENE. BEFEETaR, BMRERTER
SEmKIFRNES, IEEARE T ' T SketchUpIEF AR NS HRKF B FEtiIE
B, FAEERStFOFMRI S ERBARE THEREN, Bk B KR =Rt
SMERE, XRFFAF IR X AMREIX AR T T 21,

9.1.2 {RBIRYEIE

BAFAEFT SRR X ST T BEMSES, neEreEERIE- =S KFEEEN P O-Ftk- ik
POFIIESRIXES, ERREMIISRAEESERNE T FEERMNE3. FZRIENZ5ER

TEIRAAERLERY FEYNE RS B A2 IR K AT S84 A EA
9.1.3 {RBIRYSURIRE

EXSERAINBRIANE TEEZ 5, BB RNSEENSERHEEHT TH—PAM. SERIERER
MFRIREERE T SketchUpRISEREM FELIR S L SCEM g ERISGESM . BRZIMIEMIISR
(g, SESF) JLUMNRBERSNEXEM. &E, SMEESREC(INIRME, T4
BB eiEaE—I,



af://n649
af://n470

RERINEERER (—)

ERIEENER (2)
9.1.4 IRBIAISIE ML =i

EEENRAVEE, BANNERMEEHTH—2H, BRREiARSRE S50 EH—PRS,
FRFANIER AR, ERTERESEERK, "E—AMaIES MIREREEH, SEiF—
oM RSO EERR, BB THIGNZ-FightinghUiEREE. ETREIARERES,
X—EBORIRFREIRBERRTRI.

R (EFREATIGE)
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RERFEMH =T (RRIXRAEHRH)

BRERHHELEEIN (RIIEERTT)

BRI (RIbEER)



9.1.5 {HEIAISH
BREREFAISketchUpBHTHEEIG . FISHIEEIHEEIESMEEMITRR. SIRMLIT. 508
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REFER (Z)
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9.2 {RBEISAESXESR
9.2.1 {RBISA

EOpenGLIFITEERE—MERHREAERNES, RIBETESRETIHR, HTEH
SEEMPIEER G hepRRAEE, MBS TEFRER T A— GBS, BER—LM
SMIRASISIX R T S AR R IR A O BEH O penGLIRBISLIRAYESE, KRS AZEOpenGLAJHER
FER. BAMERMRESNERAssSImpRE, CREFHEIFAIFETob SRS, Z/aFk(iInlse
B MAssimpRIEHRE P IREREA TR AIEE T .

ERASSImpSA—MEERIRT R, BEESGEMREEINEH—Scenedh, ELERSNEERIFRE
EE, AssimpRIEIREEE I TE:
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mRootNode
mMeshes[]

mMaterials[]

Contains index to a material
in Scene.mMaterialsf]

Caontains index -
to a mesh in m\Vertices[]

Scene.mieshes(] o ——
mTextureCoords(]

mFaces|]

GetTexture(type)

mindices[]
mMaterialindex

mChildren{]
mieshes[]

reference |earnopengl.com

m&EMIRoot node (RTR) AIBEFPR (FIHENTA—F) . BE2E—FRIEMZENS
fimMeshes# B iETZAIMIREURIZS], Scene FAIMMeshes# BiE1F 7 EIEAIMeshii5:,
TRFHIMMeshesEERFINRRIHE P RIEEENZSI,

— MMeshWRAGE AT ERFAEBNFIBEXEIE, GRS, ZRE. S08%FR. |
(Face)FI¥iARRITA R,

— MeshB8ETENE. FaceKERMEMIRITERE T(Primitive) (ZAF. A, =) . —
EEE 7T HRETHNRANERS . BFRAMZRSIZDFHN, FRA— RSB REREIEEER
.
®E, —MMeshtb@ &7 — M Materialfig, BEET —LREEHLEIBREWIANMRE,
ELmR R NSERNE (Ebinig RS FEmyentE) .

R IR E M2 WIRINEEISceneXdS A, BHTI RERBXINAIMeshxdg, FHALEEGA
MeshXISRISRER &R, 5 |ILANREMERX.


https://learnopengl-cn.github.io/03%20Model%20Loading/01%20Assimp/

void loadModel(string const& path)
{

Assimp::Importer importer;
const aiScene* scene = importer.ReadFile(path, aiProcess_Triangulate | aiProcess_GenSmoothNormals |
aiProcess_FlipUVs | aiProcess_CalcTangentSpace);

if (!scene || scene->mFlags & AI_SCENE_FLAGS_INCOMPLETE || !scene->mRootNode)
{

cout << "ERROR::ASSIMP:: " << importer.GetErrorString() << endl;

return;

}
directory = path.substr(0, path.find_last_of('/"'));

processNode(scene->mRootNode, scene);

}
void processNode(aiNode* node, const aiScene* scene)

{

for (unsigned int i1 = 0; i1 < node->mNumMeshes; i++)
{
aiMesh* mesh = scene->mMeshes[node->mMeshes[1]];

meshes.push_back(processMesh(mesh, scene));

}

for (unsigned int i1 = 0; 1 < node->mNumChildren; i++)
{
processNode(node->mChildren[i], scene);

}

R —RHERMNEEIER, ERENRTERCH, FELEFERNEY, tiEEdI-ELE
EHEXNFERERRNME:

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

glEnableVertexAttribArray(1);
glVertexAttribPointer(1l, 3, GL_FLOAT, GL_FALSE, sizeof(Vertex), (void*)offsetof(Vertex, Normal));

glEnableVertexAttribArray(2);
glVertexAttribPointer(2, 2, GL_FLOAT, GL_FALSE, sizeof(Vertex), (void*)offsetof(Vertex, TexCoords));

glEnableVertexAttribArray(3);
glVertexAttribPointer(3, 3, GL_FLOAT, GL_FALSE, sizeof(Vertex), (void*)offsetof(Vertex, Tangent));

glEnableVertexAttribArray(4);
glVertexAttribPointer(4, 3, GL_FLOAT, GL_FALSE, sizeof(Vertex), (void*)offsetof(Vertex, Bitangent));

FTRINEOpenGLALHIHER,, FIIFEAMeshEENRE—1REL, DrawRzl, EAERS,
RAERAsktchup SRR TIZASLRITENSE, R ) EshaderhEETYIRENRT
NREIEE, BT ERER, NMERTLUATREHTEIGISGSE:

1 glBindvertexArray(VAO) ;
2 glbrawElements (GL_TRIANGLES, indices.size(), GL_UNSIGNED_INT, 0);
3  glBindvertexArray(0);

Eltt, FNHMALAEOpenGLALTHIHFABLEREMEERAPEIIFIRE, EEIENE, &
OpenGL, ATIEAMNNWEFEEREL, —RESKAREUNL, MYTERARENEENS, H
EEERH PRI AIRERERTELL, BESAHOpenGLE, ERITHIED AIRESS [REZ-Fighting, M
MSHNEIS, BEMRX—I#R, BAESHRMREHTHEN, BEATEREENZRERTFESL
VREIAN, BRI AR B = INRIISR.



EE—REGSIENE, NERERFTEE, MNEINBISERERRIER stb_image.h , RANE
AL ERFERGESEN, NPNIHFIFREE, EREERNFEISRE EFETY (B

ETMR) | BRIEZHh, XNENSCERNIISIT RS HR—ERBFVHTEBRNER, EEXLER
BIeE TIFS AT,

9.2.2 XTFR
ATUBNEEFBLERETE, HIFBLBEMEELGE— M HA , XMEFRERTE.

EOpenGLH, FAVERMZIAAWERTS, BERR, LHABERE— M E T 61 2DEENN
B, 5/ 2D808EEMN TSI —NE: —MESERRIAR. (RAIREREFIR, XE— M IAREHT
LFER? AT AEIBekSIEEHEI—KEIEF , MAREZEFERNRIMAISEENR? L HAMEE—
MNEEBRENEYE, eUiBI— NS REERETERSI/FRE. BZERI1E— M IX1BIBRAISI5K,
FREENESAMVTENFD. FR—MBEENARBEERM IS RILE _ERE— NSOGB ESGRRX
=

Hl.ﬂl.ﬂl.ql.!-.q-.q-.q-.q-.q-.q-f

N

——————— — —

/
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reference learnopengl.com

HATTLAERA RIS — I RER, BEXENHEI, BEX NS RGBS EEE
DgAe:d

1 unsigned int loadCubemap(std::vector<std::string> faces)

2 | {

3 unsigned int texturelD;

4 glGenTextures(1l, &texturelD);

5 g1BindTexture (GL_TEXTURE_CUBE_MAP, texturelD);

6

7 int width, height, nrComponents;

8 for (unsigned int i = 0; i < faces.size(Q); i++)

g {

10 unsigned char* data = stbi_load(faces[i].c_str(), &width, &height,
&nrcComponents, 0);

11 if (data)

12 {

13 glTexImage2D (GL_TEXTURE_CUBE_MAP_POSITIVE_X + i, 0, GL_RGB,

width, height, 0, GL_RGB, GL_UNSIGNED_BYTE, data);
14 stbi_image_free(data);


https://learnopengl-cn.github.io/04%20Advanced%20OpenGL/06%20Cubemaps
af://n493

15 }

16 else

17 {

18 std::cout << "Cubemap texture failed to load at path: " <<
faces[i] << std::endl;

19 stbi_image_free(data);

20 }

21 }

22 glTexParameteri (GL_TEXTURE_CUBE_MAP, GL_TEXTURE_MIN_FILTER, GL_LINEAR);

23 glTexParameteri (GL_TEXTURE_CUBE_MAP, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

24 glTexParameteri (GL_TEXTURE_CUBE_MAP, GL_TEXTURE_WRAP_S,
GL_CLAMP_TO_EDGE) ;

25 glTexParameteri (GL_TEXTURE_CUBE_MAP, GL_TEXTURE_WRAP_T,
GL_CLAMP_TO_EDGE) ;

26 glTexParameteri (GL_TEXTURE_CUBE_MAP, GL_TEXTURE_WRAP_R,
GL_CLAMP_TO_EDGE) ;

27 return texturelD;

28  }

REBNARZ—MISAME, XEHRE T EREHE—MIIIR LR, SEMIA—E, F11F
EVAO, VBOM—EHHIRKXIEHITAS, BTEEIS3DIIS ARSI RS E AT LAE RIS RRIN &
TERSERARRREE. BITTARLTIRRO, 0, 08, ERNE—MIENERENRRERKNSREE.
XN EEEERRBCISE EREMENSCREMRERN. EREAMXT, HIIRFERMUNEDE
MAFSERAR T

LEXRTEN, FEIENE, HOIBFEMXMEMUNHA P, RFKITEARAR, FEXRTZEN
HERFAX MR VR EFEN, REEARATLME, EREENEERFIREE2 RN SEERE
BREL, BEMNEOARIGL_LESSEUAGL_LEQUAL, IXIFREENHSE ERTRRT1.0 (BIRELITRR
THRIZMR) |, XEFREENSKERAHERCRNERET . ERIMUEINT:

1 glbepthFunc(GL_LEQUAL) ;
// change depth function so depth test passes when values are equal
to depth buffer's content
3 skyboxShader.use();
view = glm::mat4(gim::mat3(camera.GetviewMatrix())); // remove
translation from the view matrix

N

5 skyboxShader.setMat4("view", view);

6 skyboxShader.setMat4("projection"”, projection);

7 // skybox cube

8 glBindvertexArray (skyboxVAO) ;

9 glActiveTexture(GL_TEXTUREOQ) ;
10 g1BindTexture(GL_TEXTURE_CUBE_MAP, cubemapTexture);
11 glDrawArrays (GL_TRIANGLES, 0, 36);
12 glBindvertexArray(0);
13 glDepthFunc(GL_LESS);

e, REZHRERIT:



9.3 j&2

9.3.1 fB%2
9.3.1.1 BASZMSE

BATREEAR, AEEERERE, AIEFEFTE FUBIIRBREWE (depth map) HSLHL

HATBI ERYAIENERTIRRESR, ITREE BNREME) FRISCEF. XHF, F(ITTLRSER
BENERMINRERREERTRE. &8, REEREETMCRIENE TRANE—TNRERT,
BRTEELT.

Z DISTAMCE STORED IMN _"é\"_
TEXTURE (DEPTH MAFP) 5 4

TO LIGHT'S COORDINATE SPACE

C depthi(C) = 0.4

P depth(T(F}) = 0.9

fECH RSB ERAMUISELRAI T :


af://n505
af://n506
af://n507

O 00 N O U1 A W N R

N =
w N RO

// render depth map

glviewport(0, O, SHADOW_WIDTH, SHADOW_HEIGHT);
gl1BindFramebuffer (GL_FRAMEBUFFER, depthMapFBO);
glClear (GL_DEPTH_BUFFER_BIT);
configureshaderAndMmatrices();

Renderscene();

g1BindFramebuffer (GL_FRAMEBUFFER, 0);

// render the scene with depth map
glviewport(0, O, SCR_WIDTH, SCR_HEIGHT);
glclear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
configureshaderAndmatrices();
gl1BindTexture(GL_TEXTURE_2D, depthMap);
Renderscene();

XIRzRYshaderfyglsHLABENT :

10
11
12
13
14
15
16
17
18
19
20
21
22

23
24
25
26
27
28

29
30
31
32
33

float ShadowCalculation(vec4 fragPosLightSpace)

{

// perform perspective divide

vec3 projCoords = fragPosLightSpace.xyz / fragPosLightSpace.w;
// transform to [0,1] range

projCoords = projcCoords * 0.5 + 0.5;

// get closest depth value from Tight's perspective (using [0,1] range

fragPosLight as coords)

float closestDepth = texture(shadowMap, projCoords.xy).r;
// get depth of current fragment from Tight's perspective
float currentDepth = projcCoords.z;
// calculate bias (based on depth map resolution and slope)
vec3 normal = normalize(fs_in.Normal);
vec3 TightDir = normalize(lightPos - fs_in.FragpPos);
float bias = max(0.05 * (1.0 - dot(normal, 1lightDir)), 0.005);
// PCF
float shadow = 0.0;
vec2 texelSize = 1.0 / textureSize(shadowMmap, 0);
for (int x = -1; x <= 1; ++x)
{

for (inty = -1; y <= 1; ++y)

{

float pcfDepth = texture(shadowMap, projCoords.xy + vec2(x, y) *

texelSize).r;

shadow += currentDepth - bias > pcfDepth ? 1.0 : 0.0;

h
shadow /= 9.0;

// keep the shadow at 0.0 when outside the far_plane region of the

Tight's frustum.

if (projcoords.z > 1.0)
shadow = 0.0;

return shadow;

BRI RIEE—EXIRRRAIN, BT



9.3.1.2 fAF{mIE

PR MEIREI TR, ERIRITRY, SN RERAENREVERIE—MEFRE. TEE MK
ARFEVE— M RIRPSERGER. TJLUEE, STRRMNE—NREERE. SYl— 1 aEHRE
EHREHE, REMEBEA—TBEER. STRBRENE—IMRIRIGRESCREGSEPRE, BrIEE
HLE, BRERE T, ERROGIANBEETER. L, BERBRBANERTA, BEAE, |
IEESRERA—RERE, BIFER/KE(Shadow Acne),

HAUFERT—NUBEARTE (shadow bias) BURISERRLLE, FHIIXGREMEIN—MREE, X
FEHASEERANEREZ Y, ~=2B0T:

BRrIglsHURSSCIan T :

// calculate bias (based on depth map resolution and slope)
vec3 normal = normalize(fs_in.Normal);

vec3 TightDir = normalize(lightPos - fs_in.FragPos);

float bias = max(0.05 * (1.0 - dot(normal, 1lightDir)), 0.005);
shadow += currentDepth - bias > pcfDepth ? 1.0 : 0.0;

Ui A W N R

9.3.1.3 IFEZIEE

LB RBEIT KRS, SJLARREHE HRS ARSI ENRR, AT R4 T BiF (Peter
Panning). FEATRTLAERIEEZIER (front face culling) #RARXEBDHIPeter panningidi@, EAFKIR
EEREGENREE, NTFLAMARLICEElINEmAR S mEpiZaE,


af://n516
af://n523

WITHOUT CULLING WITH FRONT-FACE CULLING
fEFFopeng| B-RIRENADAISCIN, BB :

1 glcullFace(GL_FRONT);
2 Renderscene();
3 glcullFace(GL_BACK);

9.3.1.4 PCF

MAERIAS, JLURIENOHEREIMTE, BAREMESEENOHER, SNRERMET— M
BER, XHSERSTRERNREMERNRE—NREERE, SiEENER—MES, USEHE

JV—J\:lo
fRRTIZZ—IUPCE (percentage-closer filtering) . BEFRORWREMENSIRFE, §—RK

HERSERAIREBAR, BRRIERIREESAEIRT . FrEBNERKFIIEESE TR, BN
glsHRIBaT:

1 // PCF

2 float shadow = 0.0;

3  vec2 texelSize = 1.0 / textureSize(shadowMap, 0);

4 for (int x = -1; x <= 1; ++Xx)

5114

6 for (inty =-1; y <= 1; ++y)

7 {

8 float pcfDepth = texture(shadowMap, projCoords.xy + vec2(x, y) *

texelSize).r;

9 shadow += currentbDepth - bias > pcfbepth ? 1.0 : 0.0;
10 }
11 3

12  shadow /= 9.0;

Pl il =B S 2o C S NS i o
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9.3.2 Blinn-Phongt&8!

Blinn-Phongt&RY2)im BlinnXIPhong sz 53 &E R M AR,
Blinn-Phong RETHEELFR 7 - © KB T Phong RETEEIFE, 7 - h.
hENREMLREEZ ANEERTEE, TLIREUTARITE:

>
I
US>
+ |+
el

<l

BENN_EFBEZBlinn-Phongt& B Mgl CABEN T :
void main

vec3 color = texture(diffuseTexture, fs_in.TexCoords
vec3 normal = normalize(fs_in.Normal

vec3 TlightColor = vec3(0.5

//vec3 lightcolor = vec3(0.3);

// ambient

vec3 ambient = 0.3 * color

// diffuse

vec3 lightDir = normalize(lightPos - fs_in.FragPos
float diff = max(dot(lightDir, normal 0.0

vec3 diffuse = diff * lightcolor

// specular

vec3 viewDir = normalize(viewPos - fs_in.FragPos
vec3 reflectbir = reflect(-TightDir, normal

float spec = 0.0

vec3 halfwayDir = normalize(TlightDir + viewDir
spec = pow(max(dot(normal, halfwayDir), 0.0), 64.0
vec3 specular = spec * TightColor

// calculate shadow

//float shadow = 0.0;

rgb

float shadow = ShadowCalculation(fs_in.FragPosLightSpace
vec3 Tighting = (ambient + (1.0 - shadow) * (diffuse + specular

color

FragColor = vec4(lighting, 1.0


af://n534

26 | }

9.3.3 GammafEiE

GammathlRERE, EMERESHTEECHGammald, BAERE, B— 1o BRHHEE =
BENGammaxE, HIREGammaE R LEHASET1, LAIABBIEMXR, YT IERETEE
T8 (CRT) , BMGamma@E 2.2,

— M HEESRERHSERNXRENT:

1 -
-
.-#"""f_.-"-
P -
8{ gamma Lz
correction e
1 .-'/
22|

o 2 4 6 8 1

L EMEAH, BAFAEEIEENSE, TEERRZTGammatRIEAIE S :

1 TJU3DModel

RNTEHHESEILEE, GammatkiE(Gamma Correction)YBEEEEHZEEE H _ ENFIRES
GammafJEIE],

BAWERT opengl BHITTIE, REAGammatkiE, BERRZAIT:

1 glenable(GL_FRAMEBUFFER_SRGB) ;


af://n541

FEIEHIRER A T ER7R:

==: &)

\
""lllls‘lﬁi} I

a

|

f -

9.3.4 @i
SEEEAN—ERE, FENRTLIRIRCISEES, B

2

BNRRS AR FERZERERIES(Multisample Anti-aliasing, MSAA), EA 1EBFFEEIZRHEFIRY4
DNFFRIER(Subsample)skRE, FERXEFRIFEARAEGERNEEE, NMAZHESNEN,
W FEFf7R:

-l
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BRRISCINEA IR T openg BHAIMSAA, ERMAZIIT

1 glfwwindowHint(GLFW_SAMPLES, 4);
2 // BIEEO. gE LR
3 glEnable(GL_MULTISAMPLE);

FEREARAIZERN B

9.3.5 FEMNX SEREE PR
BT SCRr PR R S T2 T

1 1
Fdepth = i neair
m " near

SHTETENSREERNXE:

near=l, far=50

049
038
0,7 -

Depthvalue
[T — T — I — )
R TR O -
1 /| | /| 1

o

10
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EMak, Sil"EZ24FEM, BEERIEA, REENBEEERE, FEENREBBEIEER
REMEAIFANB NMERIE. ERMEMNEAIFA N EIRRIEIRF, Sr-EsFRaEg. XN
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