Chapter 9 Shading

9.1 Image Irradiance

Polar coordinate system

(9’97(15)

9.1.1 Hlumination

* Point light source
* Uniform light source

9.1.2 Reflectance

BRDF: Bidirectional reflectance distribution function

* Lambertian Reflectance

BRDF for Lambertian: 6, ¢,0.,,0,)= %

Lambert cosine law:
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* Specular Reflectance
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BRDF for a specular surface: f6,$,0,,¢,)= Sin6 coso ,
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* Combination of Lambertian and Specular reflectance
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9.2 Surface orientation

9.3 The Reflectance Map



