() #)

!II
%

#$9%1"8"
&
S+ -




™# 1 18 %3$& " ()&%
™# 1 1$ %$&"' (O




’ = UCSD









= UCSD



Georg-Simon Ohm University of Applied Sciences

= UCSD






2 H

Skyboax

el Seen by
Reflected BgleTnt =i oe

Camera
Fay




322# &

http://download.nvidia.com/downloads/nZone/demos/nvidia/Bubble.zip

v = UCSD




)

. 4?77
> (X,¥,2

11

(X,y:2

samplerCube

= UCSD



12



1)#

?

glBindTexture(GL_TEXTURE_CUBE_MAP, ...);
glTeximage2D(GL_TEXTURE_CUBE_MAP_POSITIVE X,...);
glTeximage2D(GL _TEXTURE_CUBE_MAP_NEGATIVE X,...);
glTeximage2D(GL_TEXTURE_CUBE_MAP_POSITIVE_Y,...);

glEnable(GL_TEXTURE_CUBE_MAP);
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Source: http://antongerdelan.net/opengl/cubemaps.html
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#version 400

in vec3 vp; /I positions from mesh

in vec3 vn; // normals from mesh

uniform mat4 P, V, M; /I proj, view, model matrices
out vec3 pos_eye;

out vec3 n_eye;

void main()

{
pos_eye =vec3(V* M * vec4(vp, 1.0));
n_eye =vec3(V* M *vec4(vn, 0.0));
gl_Position =P *V *M * vec4(vp, 1.0);

}



#version 400

in vec3 pos_eye;

in vec3 n_eye,

uniform  samplerCube cube_texture;

uniform mat4 V; // view matrix

out vec4 frag_colour;

void main()

{

/I reflect ray around normal from eye to surface
vec3 incident_eye = normalize(pos_eye);

vec3 normal = normalize(n_eye);
vec3 reflected = reflect (incident_eye, normal);
/I convert from eye to world space

reflected = vec3(inverse(V) * vec4(reflected, 0.0));

frag_colour = texture (cube_texture, reflected);
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Image source: http://http.developer.nvidia.com/GPUGems2/gpugems2_chapter10.html




