Computer Graphics & Modelling

Tutorial – Light & Shading

1. Calculate the reflected light intensity at the viewer using Phong’s specular reflection model if he is looking at point P(0, 0, 0). The surface has reflectance of (0.8, 0.7, 0.0) for red, green and blue. Its shininess coefficient n is 1. The light is white in color.
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2. Given a two-dimensional triangle with vertices A, B and C as shown in the following diagram. Vertex A is set with blue color (0, 0, 1), vertex B with Green (0, 1, 0), and vertex C with red (1, 0, 0). Determine the color of point D on the triangle, using Gouraud Shading. 
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3. What is Specular Reflection in Phong Reflection Model? 
4. What is constant shading and its disadvantage? 
5. What is Gouraud Shading algorithm? 
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