Rendering Techniques Handout — Brick and Star Shaders

#i ncl ude "proctext.h"

#def i ne BRI CKW DTH 0. 25

#def i ne BRI CKHEI GHT 0.08

#def i ne MORTARTHI CKNESS 0. 01

#defi ne BMW DTH ( BRI CKW DTH+MORTARTHI CKNESS)
#def i ne BVHEI GHT ( BRI CKHEI GHT+MORTARTHI CKNESS)
#defi ne MAF ( MORTARTHI CKNESS* 0. 5/ BMA DTH)
#defi ne MHF ( MORTARTHI CKNESS* 0. 5/ B(VHEI GHT)
surface

bri ck(

uniformfloat Ka = 1;
uniformfloat Kd = 1;
uniformcolor Cbrick = color (0.5, 0.15, 0.14);
uniformcolor Cnortar = color (0.5, 0.5, 0.5);

)
{
color C;
poi nt Nf;
float ss, tt, sbrick, tbrick, w h;
float scoord = s;
float tcoord = t;
Nf = normalize(faceforward(N, 1));
ss = scoord / BMW DTH;
tt = tcoord / BNMHEI GHT;
if (md(tt*0.5,1) > 0.5)
ss += 0.5; [/* shift alternate rows */
sbrick = floor(ss); /* which brick? */
tbrick = floor(tt); /* which brick? */
ss -= sbrick;
tt -= thbrick;
w = step( MW, ss) - step(l- MAF, ss);
h = step(MHF, tt) - step(l-MHF tt);
& = mx(Cmrtar, Corick, wh);
/* diffuse reflection nodel */
G = Cs;
G =0 *C * (Ka* anbient() + Kd * diffuse(Nf));
}

#i ncl ude "proctext.h"

surface

st ar (
uniformfloat Ka =
uniformfloat Kd =
uni form col or star

1,
1

col or = col or (1.0000,0.5161, 0. 0000):



uni formfloat npoints = 5;
uniformfloat sctr = 0.5;
uniformfloat tctr = 0.5;

)

point Nf = nornmalize(faceforward(N, 1));
color Ct;
float ss, tt, angle, r, a, in_out;
uniformfloat rmin = 0.07, rmax = 0. 2;
uni form float starangle = 2*Pl/npoints;
uni form point p0 = rmax*(cos(0),sin(0),0);
uni formpoint pl = rm n*

(cos(starangl e/ 2), sin(starangle/2),0);
uni formpoint dO = pl - pO;
poi nt di;

ss = s - sctr; tt =t - tctr;

angle = atan(ss, tt) + PI;

r = sqrt(ss*ss + tt*tt);

a = nod(angl e, starangle)/starangle;

if (a>=0.5)

a=1- a
dl = r*(cos(a), sin(a),0) - poO;
in_out = step(0, zconp(do~rdl));
& = mx(Cs, starcolor, in_out);

iffuse ("matte") shadi ng nmodel */

In 1<

/*
O Cs
c G * ¢ * (Ka* anbient() + Kd * diffuse(Nf));



