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L(x,y) = (ye − ys)(x − xs) − (y − ys)(xe − xs) = 0
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L(x,y) = (ye − ys)(x − xs) − (y − ys)(xe − xs) = 0
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L(x,y) = −(ye − ys)(x − xs) + (y − ys)(xe − xs) = 0
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remember: normals used in  
diffuse and specular terms 

discontinuity in normal’s rate of  
change harder to detect 
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edge: mix of c1, c2 

edge: mix of c1, c3 
interior: mix of c1, c2, c3 
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x =αx1 + βx2 + γx3  with
α = A1 /A
β = A2 /A
γ = A3 /A
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A1 =
1
2
(x2 − x1) × (x − x1)
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r1 = Ax1 + By1 + C
r2 = Ax2 + By2 + C
r3 = Ax3 + By3 + C


