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Lighting Model
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Light-Material Interactions
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Light-Material Interactions
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Light Source
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Light Source
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Light Source

Lighting Model
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Angle of Reflection
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dices of Refraction
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Perfect light transmission

Ambient Reflection
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Diffuse Reflection
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Specular Reflection

Specular Reflection
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Direct Illumination Model
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Light Attenuation

Multiple Light Sources
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Flat Shading
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Mach Band Effect in Flat Shading
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Gouraud Shading
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Gouraud Shading
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Phong Shading
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Microfacet Model

Flat, Gouraud, and Phong Shading
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Microfacet Model

o Flat, Phong, Blinn, Cook-Torrance Shading
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