Lighting

CS418 Computer Graphics
John C. Hart



Vertex Pipeline @ ooy e

C
Model | Model World | Viewing Viewing
Coords | Xform Coords | Xform Coords | Projection
Homogeneous gtll.” Cliopi Clip
Divide 'P 'PRINg Coords.
Coords.
Window A Viewport
: to :
Coordinates : Coordinates
Viewport




Lighting

I
Makes viewed, projected, filled polygon
meshes look more realistic by approximating
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Local Coordinates

I
X — point on surface
e — eye position
Ip — light position
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Local Coordinates

V —View vector: v =(e—-X)/|le-x|




Local Coordinates

E——
V — View vector: v =(e—-Xx)/|le-X|
| — light vector: | = (Ip = x)/||Ip - X||
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Local Coordinates
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V — View vector: v =(e—-Xx)/|le-X|
| — light vector: | = (Ip = x)/||Ip - X||
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Local Coordinates

E——
V — View vector: v =(e—-Xx)/|le-X|
| — light vector: | = (Ip = x)/||Ip - X||

n — normal vector
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Local Coordinates

—
V — View vector: v =(e—-Xx)/|le-X|

| — light vector: | = (Ip = x)/||Ip - X||

n —normal vector: N = (X;-Xg) X< (X5-X)/||(X1-Xg) % (Xo=Xo)||




Local Coordinates
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V — View vector: v =(e—-Xx)/|le-X|

| — light vector: | = (Ip = x)/||Ip - X||

n —normal vector: N = (X;-Xg) X< (X5-X)/||(X1-Xg) % (Xo=Xo)||
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