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modeling by Frank Tzeng
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modeling by Gurmukh Bhasin
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modeling by Maria Panfilova
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modeling by Alexander Beim
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Diffuse & Specular

◙ᴦṃ & ᴦṃ
ҡẈ ὶᴦṃ￼ ֫ ѭ ᴦṃӿεSpecularζι‎◊҈Ἶђ ￼ɒPluuruɓι ӿ￼

ι Ẃṏῗ♂ӿ￼ ιᴱῶⱢṃᶈ ṞіἑҺᾡᴪ εḫ ῗ Ṟ ᾠ҃⸗ḧ└ ￼ӿζ

ҽԄֹⱶӌԓ ι ἱṃι   ᾠε ᴪѭ♬ ζιἆ ԓ ᾫṃι Ҏᾫṃӿῳ

Һ Ὰ ᵻҡẈ ἱṃ֧‎ιẊ ᾋӵ ἆ ἍὪὨֹι ѭ◙ᴦṃӿεDiffuseζ ◙ᴦṃ

ӿ ⱶ ᾠẊᾫṃᵅιҺἄѭјᵃ└ ￼ӿι Ѽṏ ҄҃ⱶӌ ι⅝ḅⱶӌ ᾠ҃ Ҩ

ᶹ￼ӿι ⱶӌṏῗ ￼



Diffuse & Specular

◙ᴦṃ & ᴦṃ

modeling by Michael Nowak
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Ẹӿ Ѧ ῎ⱶӌῊιּ҈יḾ ￼јẈᾯιӔệӿ

ἱṃẊ≡ῶẈ ᴧּוι֧א◙ἱṃιἮẽ ӿḒ֫ᾫא֧

♯ᾫῗ ὶⱢ῎ιӿ ҡӿ◊ᴧṃ֧‎ᵅιӾ ₭ἆᶺ

₭ Specular ᴦ ἱṃӐּזιԜἮṃֹ•ѦDiffuse іι

ῳᵅҨDiffuse￼ẻẪ ẹ ℅ ѧ￼Specular ѭ

ɒ♯ᾫἮṃⱶӌ ɓ ιDiffuse ѭɒ♯ᾫὶᾠⱶӌɓ
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Fresnel

ṉᴦṃ
ӿ ҡӿּשҟ ҽ ֹӿḸҟ ￼Ὴӧιᶈ ḧ￼ ẙїҺᴧּוԅᴦṃ ԇẪѭsinC=n1/n2

ԎѧѣѦnָ֫ѭѣ ҟ ￼ἱṃꞌι ẙCѭԅᴦṃ￼Ѫּף ẙ

ἍҨḾ҈  ‎ ιẸҨ ṃ ḻῊιӿ◌ⱶӌὶ ɒ ɓ￼ᶊΆιҺẻἄḢ ￼ ι

ת іιҨ⸗ḧ￼ ẙ ḻⱶӌῊιүӍ ӿ◌￼ⱶ ᴵҨἄѭḢ



lambert phong blinn





Physically Based Rendering

PBR

PBRῗ ᵙ …Ἡ ιּ҈ז῭ ￼ὼ ӿḅӍљⱶӌ Ҋט PBR￼Ҹמ￼Ά│ ᵙ

│ᶢ҈ ￼ ԇẪιԁ ֳӐ ￼꞊ỳ PBRᶈүӍӿⱢעᶫ ֧⃰א ￼ ‛ι

ѭјᵃ￼  Ḳιώӗ ￼ṪӐ╙
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