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Development of a controlling system of landing lighting
based on OpenGL

ZHU Sheng-yuan, YANG Dong-mei,ZHU Qi-dan
(School of Automation, Harbin Engineering University, Harbin 150001, China)

Abstract: A developing method was presented for an interface controlling system of landing lighting based on

OpenGL. The design and realization of light simulation were introduced in detail , including how to deal with

the model, illumination and texture etc. The system has its important value for users.
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e U5 o8 B0 void glLight ( Glenum light |,
Glenum pname , TYPE param), glLight & 37 light
&L light RE L GL_LIGHT ¥ 5%
BER, AP E N GL_LIGHTO, Bp % F )% 37
0, R4 & € AL H B IRIE D B A RS OE
B EFX5E8)5 , i glEnable( GL_LIGHTO ) T Hi%
IR,

Glfloat light0 _ambient [4] = {0. 5f, 0. 5f, 0. 5f,
1.0f} ;

Glfloat

light0_diffuse[4] = {1.0f,1.0f,1.0f,1.0f} ; Gl-
float

lightO_specular[4] = {1.0f,1.0f,1.0f,1.0f} ;
Glfloat lightO _ position [4 ] = | 100. Of, 0. Of,
1000. Of,0. Of} ;

glLightfv ( GL _ LIGHTO, GL _ DIFFUSE, light0 _ dif-
fuse) ;
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Glfloatlmodel0_ambient[ | = {0.4,0.4,0. 4,
1.0 | .
glLightModelfv ( GL _ LIGHT _ MODEL _ AMBI-
ENT, Imodel0_ambient) ;
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void CMyView ; ; AddRedMaterial ( )

{

Glfloat no_mat[ ] = { 0.0, 0.0, 0.0, 1.0 };
Glfloat mat_Red_shininess| | = {3.0} ;

Glfloat mat_Red _diffuse[ ] = {0. 2f, 0. 2f, 0. 2f,
1.0} ; Glfloat mat_emission_Red[ ] = { 1. 0f,0. Of,
0.0,0.0};

glMaterialfv( GL_FRONT, GL_DIFFUSE, mat_Red_
diffuse) ;

glMaterialfv( GL_FRONT, GL _EMISSION, mat_ e-

mission_Red ) ;
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BOOL CMyView: ; LoadSkylmageData( )
f
HBITMAP hBmp = ( HBITMAP ).. Loadlmage
(NULL," sky. bmp" , IMAGE _BITMAP, 0,0, LR
LOADFROMFILE | LR_CREATEDIBSECTION) ;
BITMAP BM_SKY ; . : GetObject ( hBmp , sizeof ( BM_
SKY) ,&BM_SKY) ;
long 1Size = BM _SKY. bmWidth * BM _SKY. bm-
Height ;
m_ISkyWidth = BM_SKY. bmWidth;
m_ISkyHeight = BM_SKY. bmHeight ;
BYTE * pBM = (BYTE * ) BM_SKY. bmBits;
m_bpSky = new BYTE[ 1Size 4] ;
for(long i = 0;i <m_ISkyHeight; i + +)

return TRUE ;
l
void CMyView : ; SetSkyTexture( )
f
glPixelStorei ( GL_UNPACK_ALIGNMENT, 1) ;
glTexParameteri( GL_TEXTURE_2D,GL_TEXTURE
_MAG_FILTER,GL_LINEAR) ;
glTexImage2D( GL_TEXTURE _2D, 0,4, m _I1Sky-
Width ,m_ISkyHeight,0, GL_BGRA _EXT, GL_UN-
SIGNED_BYTE ,m_bpSky) ;
l
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