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Qutline

« Specifying light sources
« Material properties

« Transparency

« Texture mapping



Light sources

« Supported light types: ambient, point,
spot, directional

« Upto 8 ditferent lights can be specitied

« Parameters to be defined for each
source

Ambient intensity (r,g,b.,a)

Diffuse intensity (r,g.,b,a)

Specular color (r,g,b,a)

Position (X,y,z,w)

Spotlights: spot direction, exponent & cutoff
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