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Lighting
Makes viewed, projected, filled polygon 
meshes look more realistic by approximating 
how light would bounces off their surface



Local Coordinates
x – point on surface
e – eye position
lp – light position
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Local Coordinates
v – view vector: v = (e – x)/||e – x||
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Local Coordinates
v – view vector: v = (e – x)/||e – x||
l – light vector: l = (lp – x)/||lp – x||
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Local Coordinates
v – view vector: v = (e – x)/||e – x||
l – light vector: l = (lp – x)/||lp – x||
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Local Coordinates
v – view vector: v = (e – x)/||e – x||
l – light vector: l = (lp – x)/||lp – x||
n – normal vector
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Local Coordinates
v – view vector: v = (e – x)/||e – x||
l – light vector: l = (lp – x)/||lp – x||
n – normal vector: n = (x1-x0)×(x2-x0)/||(x1-x0)×(x2-x0)||
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Local Coordinates
v – view vector: v = (e – x)/||e – x||
l – light vector: l = (lp – x)/||lp – x||
n – normal vector: n = (x1-x0)×(x2-x0)/||(x1-x0)×(x2-x0)||
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