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Light-Material Interactions

Light-Material Interactions
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Light Source

Lighting Model

o ME&E (Spot Light Source)
» HYYO Evt YEIE YE N 20| AP HRE Pl W=
49| RIZ=1}Q
on. oo™
w ZRO RIX|, HES YSl= T Wk Helo| 27o| ¥
m OHRF 0=180= 0|3 H&R (Point light source)O| &
w XS E9 (Positional light source)dt At
gl0| HArEO 2 R
20| Fot A2lof E=1H
n WY LR (Directional light source)at FAH
e L

Intensity Intensity

I (P)oc cos" ¢

o Phong Reflection Model

o CHS 370K &-ME 42582 X
u FHZHEAL (Ambient reflection)

= HEEAL (Diffuse reflection)
= HEFAL (Specular reflection)
o ChZ 471K MEHE A8
Source (P)
Viewer (V)
Normal (N) I
Perfect reflector (R)

Angle of Incidence
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Indices of Refraction

Ambient Reflection
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Diffuse Reflection

Diffuse Reflection
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Specular Reflection

Specular Reflection
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Light Attenuation
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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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Phong Shading
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