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/] +++++++++++ AR
funcprot (0);

/] ++++++++++++++HH+H AR
] +++++++++++H

function [x, y, z]=fSphereData()
u=li nspace(-%i /2, %i/2, 100);
v=linspace(0, 2*%pi, 100);
x=cos(u)"' *cos(v);
y=cos(u)"' *sin(v);
z=sin(u)"' *ones(v);

endf uncti on

/] +++++++++++H+t

/1l defines the color for each facet, considering dot product
[/l of each direction the the Iight (cosang)

function [col]=set Col or(cosang, icol)

cl=-0.03;
c2=0.03;
c3=1;

col =zeros(cosang) ;

| =f i nd( cosang<=c1);
col (1)=icol (1);

| =fi nd(cosang>cl & cosang<c2);
col (1)=icol (1)+round(((cosang(l)-cl)/(c2-cl))*(icol (2)-icol(1)));
/1 small mddle zone
| =f i nd(cosang>=c2);
col (1)=icol (2)+round(((cosang(l)-c2)/(c3-c2))*(icol (3)-icol(2)));
/'l yell ow zone

endf uncti on

B o O o

/1 Test

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

f
f. S|ble:“off",

f. nnediate_dramﬁng=“off“,
clf

£(f);
pl ot 3d2(x,y, z);

e=gce();
f cDat a=e. dat a;
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[l The light comes from +z
/1 d.z is the scalar product of the vector with the direction
/1 of the light => col or

icol=1+[1,31,62];
spher eCol =set Col or (fcData. z,icol);

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

e. dat a=TL;
e.color _flag=2; // 'flat' shading
e.col or_node=-1; // no edges

[l graphic settings

a=gca();
a.axes_visible=s["of f","of f","of f"];
. box="of f";

. X_| abel . text
.y_l abel .t ext
.Z_| abel . text
. i sovi ew="on";

LoD

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

dt =(0. 8-t oc())*1000;
sl eep(max(dt,1)); // sleeps at nost 0.8 s



