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Intuitively: cross-sectional area of  
the “beam” intersecting an element 
of surface area is smaller for greater  
angles with the normal. 
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Ispecular = ksIlight (cosφ)
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Viewing angle – reflected angle 



varying l 

varying nshiny 

v 

€ 

Ispecular = ksIlight (v•r)ns



2/)( with );()()( /1 vlhxnhx +=⋅⋅⋅= in
r

sout IkI

α α 





02

1)( I
cbrar

Iin ⋅
++

=x



Light Position 
Not Important 

Viewer Position 
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