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Abstract: Equal angle interpolation shading not only has the same visual effect as that of Phong shading,but also can get more
rendering efficiency than that of Phong shading.In this paper,based on the standard graphics rendering pipeline,hardware
computing of OpenGL rendering pipeline,and equal angle interpolation shading are implemented by using C language.In the
final , experiments are presented.This implementation can be referenced in the research and designing of rendering algorithm.

Key words: OpenGL;equal angle interpolation;shading

S A AEANA B AL 22 AL Phong A B AL B2 69 A0 AR, Mo BL LA 4% Phong PB4 22 & Heeig e R K TARER BB L%
B, CiEZ ST OpenGL & 42 & # 69 A+ H 300 FIAT A C 52 ST S AGANAR AL L h T RBRER, ZFFH R
I 08 fe Fik AR R A FIRAERF

KA : OpenGL; 5 78 454N ; A AL 2

DOI:10.3778/j.issn.1002-8331.2008.23.027 (4 *5:1002-8331(2008)23-0086-02  SChkARifA%: A W5y I8 : TP391.41

1 5% TS A S B 2 g4

S ST NI b FET 1989 2E M Kuijk I Blake 32 H LIRY, (TR AB SHI RN 2T
H T H 5 Phong Shading A HHIRIFHEERLR , HHATE YR (3)EH (2) 28 g Aab , B — B MEL i
RS Z B T A R (4) TSR A EE i0;

E AR SEBSE Fdi R M A FR A0 i R, T SRR T AT (54— HEBEASRIGIR 5
AL b T e e RS 2 BT L o . AR SR A (6) HEE Atk MR A AR, THE B IR MR e o 5
C &5 M OpenGL By 77 AR SLBLEEA bR ifE I IE YL B IE | [A) (7) DA, TR ZRE A B RO B N o 5
BF, M C B & SR SIS Mk MHE B (8 MNBHLH

S5 R DI L B SR S B AR P 1) & 2 [B) ) R B2 1
F)EAEAD ) ARG IRYEAR R RO R ADEIR RS 2 HYAE
RN LRGN <8 OpenGL i i B A HARRE , - H Aok 52 A4 REL R 1Y)
Tl 1Pz, 105 OA Rl &E OB SYLERB AB WK1 25 AR T i A AR ARG , AR5 th RSl iE 4 A T
BLHIAN 0, 5T REBAB A AL R OC R T RARRE A GE

B MR 160 B, A 06 R 1 IRREAN AR BE TSI B OC 1) VR ARSI RN R (1) BB AR i
HAFR, S, KU PSS SRR T AR | B T A 0t

FEFERILIL AR 45 (2) FbRifE C 905 SR 2 FARGS . Ho,
B — 2R B AR, SR T — IR N B, 25— A e i) i
BT R B S5 AL AR

3 BrERA
R e R S A AR BB BRI AR AR

L& H b E TR PRI R FAREE 42 (Science & Technology Funds of China Academy of Engineering Physics under Grant No.20060653 o
TER WA 5k (1971-), 55, & 1, 8, EEFS 7 1) - S SEAUETEF A BEARE Y kS AR TR AL AR B SR g 2 e b X 7 FH
RS H191:2007-10-18  f&I0l H19J:2007-12-06



K 43T OpenGL % f 4 #) W B 40 32 0 201 5L 3L

2008,44(23) 87

ARk, BET SE RGBT A AR IGE R SRIGTEMNG R
R EE AR A I B AT MR AR
31 EPATEMIE

HHEREIE N S P FZ, BRSCE B
B, R — R AP 5 SRAERR R A (X, Yo, Zu, 1), M348 TR 3],
ARSI FEIEFG A -

2N R+L
R-L R-L 0
2N T+B
M= O 7B T8 0 (1)
_F+N_  -2FN
0 0 F-N  F-N
0 0 -1 0

Horp PN o AR CE R B P 1H B AL BR s T B 437l | #EY
AR, R (L il e BT T A AL bR . IBAEE R
AR AR IR ER MA -

2N Ril 2NXv , (R+L)Zv
R-L R-L v, || L RL

2N T+B ONYv | (T+B)Zv
Lt o o i oS
P BN 2V |7 L(N)ze | 2FN

N =N |1 F-N  F-N
0 0 -1 0 7
H c RIGIT PR,

void perspectiveProjection (double*matrix , double *point ){
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int 1=0;
double temp[4]={ 0,0,0,1};
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temp|O]=matrix[0]*point[O]+matrix[4]*point[ 1]+
matrix[8*point|2|+matrix[12]*point[3];
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