
CS 4204 Computer Graphics 



Objectives 



Why we need shading 



Shading 



Scattering  



Rendering Equation 



Global Effects 

translucent surface 

shadow 

multiple reflection 



Local vs Global Rendering 



Light-Material Interaction 



Light Sources 



Simple Light Sources 



Surface Types 

smooth surface rough surface 





Local Illumination physics 



What are we trying to model ? 



Surface 





Proof of Lambert’s cosine law 
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Modeling Specular Reflections 
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Computing R 

s s 



The effect of the exponent n 











Phong Model 



Adding up the Components 



Lights and materials 



Special cases 


