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Engine

° v INF TN = —HE— R
0 GLSL shading
0 Multitexture

0 Singletexture



e  GLSL shaders (2.0, vertex and fragments - Python or built-in).
0 Normal map

Parallax map

Specular map

Color map

Detail map

Environment reflect (cube, sphere)

Vertex color

O O O o o o o

Phong shader
0 Dynamic shadow (Soft shadows and Stencil shadows; harmony branch)
o WPREHE: Bullet
0 Culling system: sphere, box, frustum (through Python)
0 Collision system: capsule, box, sphere, cylinder, cone, convex hull, triangle mesh
e H 17 R:WAV, MP3, Ogg
e 7 7 XF x:tga(+alpha), png(+alpha), jpg, VideoTexture support
e 7% X |: Bitmap font and Font objects
o X7 7 AT 17 Navigation mesh with Obstacle Avoidance; Recast and Detour
e 7 =X*—3 3 :Mesh deformation with bones (armatures)
o IyuTUvyubBLS

o TUFTA YT LI (MSAA)
PREL S VEH T EDHAE

o GL particle system (See xEmitter)
e Terrain engine

e GUI (see BGUI)

e LOD (level of detail - via Python).
e Portals (not yet).

e Network (via Python).

e  Multi uv coordinate (via Python).
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Logic, Properties and States
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Logic Bricks
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Properties
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2D Filters

Custom Filter

Invert

Sepia

Gray Scale

Prewitt

Sobel

Laplacian

Erosion

Dilation

Sharpen

Blur

Motion Blur

Remove Filter

Disable Filter

Enable Filter
EDTLIEA—H8TA—ZEVEDFTTT
Pass Number

TANE—EHEIIRES
TAILE—DFHMI DOV TITUT DHRBAZE B,

Motion Blur

(B—>arJ5—)

Motion Blur EF->TEIEDKRIEFET BIIE. UATOIL—LDEHRMNLHETYT, K"2D Filters: Gmae Logic"l% Blender @
DAVRDIZRRENADYIT)YITY,

2D Filters: Motion Blur.
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2D Filters: Game Logic.

T4INEEBHNIZTBIZIE:

B Y EOVO—5FBINT S,

2D Filter 7 ) F1T—A%EBMYT B,
FOyF & ) RhDS Motion Blur&#iRY 5,
Value(E—>3>75—DESEW)
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= W N

TAILAEENIZT HICIE:

—_

WY Earba—5%EMT 5,

2D Filter 7 ) F1T—A%EMY B,

ROy F &9 Y RS Motion Blur&:&iR$ %,
Enable RAVERLTENE—FIZT S,

> W

Python A bO—S5%E>TE—30 I S5—2 BT HIELTEET !
from bge import render

render. enableMotionBlur (0. 85)

| BICIE:

from bge import render

render. disableMotionBlur ()

R

5574991\ —RH 7L OpneGL A7 F 1 LL—13v\vI7EHR—FLTWBRENBHYET (8] Accum ).

Built-In 2D Filters

(fEARAHD 2 RTLITAIE—)

2D Filter7 9 FaT—3TRAZENTEL TN AFTRTRALT —FTIFYERAVTVET , TR TORBI 1L AT HREH
BAA—DEERT BI=DITTTT A =R EHENET Lo T N—FVIT7 N —FEHR—FLTOOIRENHYFE
j_o



2D Filters: Motion Blur.

2D Filters: Sepia.

2D Filters: Sobel.

Blur, Sharpen. Dilation. Erosion. Laplacian, Sobel.
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3. Enable Filter%:&iR$ %,
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Custom Filters

(ARBLTAIVE—)

2D Filters: Custom Filter.

ARBLTAIVAIZE ST, GLSL ZFE->TIFEL 2D TAIIEEEETHENTEFT  ELVAIFABI(ILAERILCTY A, 2D
Filter 7 9F1T—AT Custom Filter & #RTDBELBHYET , TLTCTFAMITAETUI— 4 TAISLEESE 7OF2
I—RIZRIVTBERELET,

FEET DA

uniform sampler2D bgl_RenderedTexture;

void main(void)

{
vecd texcolor = texture2D (bgl_RenderedTexture, gl_TexCoord[0]. st);

float gray = dot (texcolor.rgb, vec3(0.299, 0.587, 0.114));

g|_FragColor = vec4(gray * vec3(0.8, 1.0, 1.2), texcolor.a);
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