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Flat Shading

- 0oooo
— 000000000000 Phong lighting eq. U 0O 0

— OpenGLODOOOOOO3000amb, diff, spec0000O0000O
ooood

Gouraud Shading

— 00000000 Phong Lighting eq. O 0 O
- 0o00ogooRrRGBOOOOOOODO

Normal OOOOOOOO

— 000000 Height plot (x,y,f(x,y)) O normal vector
— 000000 Normal Averaging
— 000000000 Normal avaraging

Texture Mapping

e Transpacency and Blending

—d =coxs+cg*xd

— ¢s,¢q: blending factors (0 <¢; <1, 0<¢g<1)
— s: source (0<s<1)

— d: destination (0<d<1)
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nO000000000000 blending nO00000000000000O0O
0000000 0000000000000 0000000 sg=do/csO
0000000 blendingO oo

dg = cs%* 38,
di = cs*8;+cgxdi—q (fOI‘i>1),
ooooao
n
d, = cs ch_] * S
=0
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