Alpha Blending

Alpha Channel

O Alpha Channel Model
m Porter & Duff’s “Compositing Digital Images”, SIGGRAPH'84
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Blending OpenGL Blending
o ZH < H%AJ At Z A o) As e 0 glBlendFunc()¢H<=oll A 220]= S dlld &2
0 okt 2elg - 2 o) A ErEA e g = R=AL*RI+(1-A*R2
O Ehﬂ}x%o] %111:1 2 B G=A1*Gl+(1-A1)*G2

= R=A1*R1+(1-Al)*R2
s G=A1*Gl+(1-Al)*G2
= B=A1*B1+(1-Al)*B2

// alpha =0.25

R =0.25*R1 + 0.75*R2
G =0.25*G1 + 0.75*G2
B =0.25*B1 + 0.75*B2

= B=A1*Bl+(1-Al)*B2

// alpha = 0.25
glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA);




OpenGL Blending

o =39 243}
= glEnable(GL_BLEND)
o =99 g A4
m glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA)
0 (0,199 9] otk 57}
= glColor4f(1, 0, 0, 0.5); // transparency 50% red
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Smooth-shaded Alpha
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Time-Varying Alpha
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Chroma Keying Other Blending Functions

o F3t) Y e T2 Mo A Wol ALg o ARkAQl LAY g
o AzEnt7] o vAlel o=, 7|4 2~ EH 9 TV ¥4 = R = SourceFactor * R_ + DestinationFactor * R,
HFS=of| A A A] 71 N E] (live actor)g] o|n| x| 9} 12 A 2] m G = SourceFactor * G, + DestinationFactor * G4

M AR AN S E S 9) 8 B = SourceFactor * B, + DestinationFactor * B4
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= Destination color (Ry, Gy, By)©= Zdl W o )&= A
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Other Blending Functions Blending & Drawing Order

Factor name Computed Factor o 2dge dA 18| 1A} st EA ) o] Ao 28 A
GL_ZERO 0 =AY 19 18]+ A4 (drawing order) 7t 5 8.5
GL_ONE 1 w £ 3 9] source color(@ A 18] 314} ah= E-A| o] Ao}
GL_SRC_ALPHA A, destination color (] 7] 12 7 Z & ] 3 o] )2 =83
GL_ONE_MINUS_SRC_ALPHA 1-A, o whok Bl B9} BEwE 2= o] 1] At
GL_DST_ALPHA Ay Sobd, EF AR A 1Y o B AS 1E A
GL_ONE_MINUS_DST_ALPHA 1-A, = Depth-buffering®] 2 Ao AP5| == &
GL_CONSTANT_ALPHA A,
GL_ONE_MINUS_CONSTANT_ALPHA  |1-A, | B

GL_SRC_COLOR R, G, B) 2o

GL_ONE_MINUS_SRC_COLOR (1-R,1-G,1-B) iz 2 12 2

GL_DST_COLOR (Ry, Gy By)

GL_ONE_MINUS_DST_COLOR (1-Ry, 1-Gy 1-By)

GL_CONSTANT_COLOR R, G, B)

GL_ONE_MINUS_CONSTANT_COLOR 1-R,1-G,1-B,)




Blending & Drawing Order

Backface Culling
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4] (back-to-front order)= 138 A
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(occlusion)< 7] 9134 depth maskE Y] &7 8}
= glDepthMask(GL_FALSE)E ‘53t 2l o]H # £ read-only &= &=
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glDisable(GL_CULL_FACE) glEnable(GL_CULL_FACE)
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Front face
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1"Back face

Filtering

Filtering

o BA9e A4 gue] 42 GePehis wrte] AgE -
51&
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/] A FEE oEA &
glBlendFunc(GL_ZERO, GL_SRC_ALPHA)
glColor4£(1.0, 1.0, 1.0, 0.5)

/] AA AW Bepd o vk
glBlendFunc(GL_ZERO, GL_SRC_COLOR);
glColor4f(1.0, 0.0, 0.5, 1.0);

// A dH ] S 1A (inverted color) &= Ul
glBlendFunc(GL_ONE_MINUS_DST_COLOR, GL ZERO)
glColor4f(1.0, 1.0, 1.0, 1.0)




Multipass Rendering

Fog

1_4

o2& BAT e RES AHg S ofe) W A Yok o
u W (lightmap) &3S 98] EA4= 444 o
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// first pass - YHF B2 X 5 A}-8-5fo] A o= 1]
glBindTexture(GL_TEXTURE_2D, textureID1);
glBegin(GL_QUADS); ... glEnd();

// second pass - EtO| EYY gl 9} ¥ HAaxE ENG S
glDepthFunc(GL_LEQUAL); // accept co-planar fragments
glEnable(GL_BLEND);

glBlendFunc(GL_ONE, GL_ONE);
glBindTexture(GL_TEXTURE_2D, texturelD2);
glBegin(GL_QUADS); ... glEnd();

glDepthFunc(GL_LESS);

glDisable(GL_BLEND);
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finalColor = FogFactor * fragmentColor + (1 - FogFactor) *
fogColor

o 32 A == (fog factor)

= Exponential

o ™
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= Gaussian
= Linear (depth cueing)

Attenuation

Distance

OpenGL Fog Mode

OpenGL Fog
0 OpenGLol| A A% & 7= A7 M3} G (fragment) ©] A o]
A= A9, %“M e Ao 9} gZ et

GLfloat fcolor[4] = {1.0, 1.0, 1.0, 1.0}:
glEnable(GL_FOG);
glFogi(GL_FOG_MODE, GL_LINEAR);
glFogf(GL_FOG_START, 5.0);
glFogf(GL_FOG_END, 40.0);
glFogtv(GL_FOG, fcolor);

o A5 A< (fog factor)

= Linear
glFogi(GL_FOG_MODE, GL_LINEAR);
GL_FOG_START, GL_FOG_END

= Exponential

= Gaussian
glFogi(GL_FOG_MODE, GL_EXP);
glFogi(GL_FOG_MODE, GL_EXP2);
GL_FOG_DENSITY

GLfloat fcolor[4] = {1.0, 1.0, 1.0, 1.0}:
glEnable(GL_FOG);
glFogi(GL_FOG_MODE, GL_EXP);
glFogf(GL_FOG_DENSITY, 0.5);
glFogfv(GL_FOG, fcolor);




