KT, BEHXR, Z-buffering, FREEF.
B XEENELET 3d-item ZEHEERENFIERS.
z-buffer RSIE,

G <
N\ l n / /
v
[y
shading
point

RE? BIMTEANEE! RIELRY, XERCRESRNSBERNSERE, RAftale, BN
B, (ARAFLER

ERENEENTIE, EMERERERS, PRI RIaENIEERR.

HEEFRFEL T RARIRAEN T IR, B, FEMNEFRE, FRIZERE. (E
NXEE BN ER A BEERIE)

H3R L BERENLET RS EERRNERRELE.
FENAESERMBIR LA !

I
L;=k, (ﬁ) max(0,!-n)

CEEXE 1 M n HEEAUAE, MH cos REHMETE [-1,1] XMXI[aE])
HAXNMATVERNZ B RS, ESMNAELEX,



=L

BARRERY, EREREERERETEE N,

® Measure “near” by dot product of unit vectors

))-\/:\ h = bisector(v,1)
\\\ ///vy (:t:&ﬁ]i) v+l
Y R A vl
\4

L = kg (I/r*) max(0, cos )?
‘ = ks (I/7*) max(0,n - h)?

specularly

reflected
g light specular
g coefficient

XPHAEHAERIER. X p RANERATAZEX M, Zangind, #HHR.

flat shading: WM FEHEE
gouraud shading: XMENMNIRER, SN =AFERNSBNECRETH=TNSMNEGBHIEE,

phong shading: KIBERLEINREL, ENEESEER, MENSMENEN =BT AIERE
BE%, ARMIER,

AIEER, REHRBER T Pixel BUSBMRRL, FHEBEKR. TIEBALUHEER
B (FREMR, FHEEIHEF).

<
o
2 g
23
g

Shading freq.:  Face Vertex Pixel
£ Shading type:  Flat Gouraud Phong



TREBIELAT, AREU=ATERAEEMTE,

Otherwise have to infer vertex
normals from triangle faces

® Simple scheme: average
surrounding face normals

> Ni
N, = &
1> Nill

wig

Visualization of texture coordinates

Z 1 uv IEE
uv MEEBZED [0,1]°2 =8l

13&"'_f:1451”£ 2o
BhE— TR,

insideTri

Eigen: :\

REE—THERER buffer BEAEXRY, BIRFEHEE,



rst::rasterizer::clear(rst::Buffers buff)
t & rst::Buffers::Color) == rst::Buffers::
std::fill(frame buf.begin(), frame buf.end(), Eigen::Vector3f

T & rst::Buffers::Depth) == rst::Buffers::Def

std::fill h_buf. i 5 th_buf.end(), std::numeric_limits<

frame count:

frame cot

frame count: = |

>V EBaann

>::infinity
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