Normals, Shading wrap up

Dinesh K. Pai

Textbook Chapter 3.6, 14

Today

Announcements

= Assignment 2: please show up only at the times you
signed up for

= Lost and Found: umbrella left at last office hour
Transforming normals

Lighting and Shading, odds and ends
Assignment 3
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Review: Phong Reflection

= Which feature is modelled by the specular
component in the Phong reflection model?

= Which feature is modelled by the diffuse
component?

a) A b) B c) C d) Allofthe e) None of the
above above

Switch to tablet
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Lighting and Shading,
2 odds and egds I P

e
.@hading vsshading

ong reflection/illumination vs. Phong shading
= Global illumination and ambient
= Blinn-Phong reflection and the halfway vector
= Toon shading

Lighting and Shading
odds and ends

= Phong shading vs. Gouraud shading

= Gouraud == per-vertex normals and illumination.
Interpolate vertex colors to fragments

= Phong == Interpolate vertex normals, per-fragment
illumination
= Phong reflection vs. Phong shading
= P. reflection == an approximation of BRDF, into
specular + diffuse + ...
= Global illumination and ambient

= Ambient term is a crude approximation of global
illumination
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