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Light-Material Interactions
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Light Source Lighting Model
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Specular Reflection
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Light Attenuation

Multiple Light Sources
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Mach Band Effect in Flat Shading

Gouraud Shading

o v}sF W= & ¥} (Mach Band Effect)
w A FZoll A W gto]l iR E o] Fof of 35 il B2 (Band) 7t E 8
o w4l Abole] AAKe] B ooz Foal
= AZo AANAY

o T YRS AR The Ao Aty
o Ade] M 17k
- e MAEE 8T RS WA E S B el 73
w Ao Aoz RE Rl A A Ht
0 ARGL ket g

O o=
o A9 e WA E o} AL e 2 A4 A e 7}
e8] AA8A] 7] ww
Perceived intensi \"‘- \ I / ; //
erceived infensity—_ \ ay
Actual intensity ¥
o onptnytng+n,
[ ns g Fngtny
Gouraud Shading Phong Shading

0 Gouraud shading®l| 4] E.3}¥ (interpolated) color#t 7|4t
o AT B W1 ve) A P, 1 Abel o] ] &
1ol 7hs Bt o2 it

Yi—y

L = -0 L) ==

it Yi—Y,

I I I Yi—Ys

Vs a ab b — — — = 7o
Scan line Ib Il (Il |3) _

Yar Iy 1 3

X, —X
Vs Ipzlb_(lb_la) c °
Xp =Xy

n@@ﬂ&mﬂ@@Q%ﬁwaeafJ

N/ /y

B




Microfacet Model
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