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/] ++++++++++++ -+
funcprot (0);
/] ++++++++++++++HH+H AR

function [x, vy, z]=fSphereData()
u=lLi nspace(-%i /2, Y%i/2, 100);
v=li nspace(0, 2*%i, 100);

x=cos(u) " *cos(v);

y=cos(u)"' *sin(v);

z=sin(u)"' *ones(v);
endf uncti on

B o O ol

/1l defines the color index for each facet, considering dot product
/1 of each direction of the |light (cosang)

function [col]=set SphereCol or(cosang, icol)
c1=-0.03; // -88.3°
c2= 0.03; // +88.3°
c3=1;

col =zeros(cosang) ;

| =fi nd( cosang<=cl);
col (1)=icol (1);
/'l dark zone

| =fi nd(cosang>cl & cosang<c2);
col (I)=icol (1) +round(((cosang(l)-cl1)/(c2-cl))*(icol(2)-icol(1)));
/1 small mddle zone, uses interpolation

| =f i nd(cosang>=c2);

col (1)=icol (2)+round(((cosang(l)-c2)/(c3-c2))*(icol (3)-icol(2)));

/'l yellow zone, uses interpolation
endf uncti on
[l ++++++++++++H -
/1 Defines 63 colors
function [ Cnmap0, Cmapl, Crap2] =set Spher eCol or Map()

c0=0.3*[1,1,1]; // dark grey

cl1=[1,0.85,0.1]; // dark yell ow
c2=[1,1,0.5]; [l Tight yell ow

CmapO=[ 1,1, 1]; // 1 color
p=(0:30)'/30; // 31 val ues

Cmapl=CL_dMult (1-p, cO)+CL dMult(p, cl);
/1l grey .. dark yellow, 31 colors
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Cmap2=CL_dMul t (1-p, cl1)+CL _dMiult(p, c2);
/1 dark yellow .. light yellow, 31 colors
endf uncti on

[l +++++++++++++H R
/] Test

[ x,y, z] =f SphereDat a() ;

[ Crap0, Cmapl, Cmap2] =set Spher eCol or Map( ) ;

tic();

f.visible="off";
f.inmedi ate_draw ng="of f";

f.color nmap=[ Cmap0; Cmapl; Cnap?2] ;
icol =1+[1,31,62]; // Color indices

pl ot 3d2(x,y, z);

e=gce();
f cDat a=e. dat a;

/[l The light comes from +z
/1l d.z is the scalar product of the vector with the direction
/1 of the light => col or

i col =1+[ 1, 31, 62];
spher eCol =set Spher eCol or (fcData. 7, i col ) ;

TL=tlist(["3d" "x" "y" "z" "color"],..
fcData. x,fcData. vy, fcData. z, sphereCol ) ;

e. dat a=TL,
e.color_flag=3; // "interpol ated shading
e.col or_node=-1; // no edges

/1 graphic settings

a=gca();

a.axes visibles["of f","of f","of f"];
. box="of f";

. X_|l abel . t ext
.y_| abel . t ext
.z | abel .text="";
.isovi ew="on";

SR R O]

f.inmedi at e_draw ng="on";
f.visible="on";

dt =( 0. 8-toc())*1000;



0111 sleep(max(dt,1)); // sleeps at nost 0.8 s



