20102 A

H36E F4H it & Ml I #
\Vol.36 No.4 Computer Engineering February 2010
s FAMRSZITHEA - TEHE: 1000—3428(2010)04—0279—02  ICARKRIAEG: A thEHHEE: TP391.41
Opengl 3D
( 344000)
Opengl 3D Blinn
3D Opengl
Blinn

Research on 3D Modeling of Fruits Based on Opengl
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Abstract This paper researches on the 3D model of fruits and achieves real-time dynamic emulation based on Opengl development environment.
It depends on the a typical geometric texture algorithm called the Blinn algorithm to design the different mathematical model and achieve the statical
model and dynamical emulation in the different growth stage of the fruits. Result shows that the modeling algorithm is efficient and has good effect.
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) R 26.0mm Ki:ky:ks  1:1:0.9

dist(u,v)  (R/100)x(cos(3.5xu-0.3)+sin(7.5%u-0.3)+
sin(3.5%v-0.3)+(R/200)xsin(15xv)xcos(15%u))
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(R/150)x(pow(0.3,v)+pow(0.3,v))-(R/10)xsin(u/2)*fabs(cos(v)x
pow(0.3, fabs(u-m))) ( Opengl
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1.6:1.2:1 dist(u,v) -(R/10)xpow(0.3,u)
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