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- Computing Technology of Lighting Based on Vertex Shader

SU Yun, CHEN Cao-yu, GUO Shan-liang
(Mathematics and Science College, Shanghai Normal University, Shanghai 200234, China)

Abstract: The réalistic mprmmtatign of lighting effect is one of the key topics in real — time computer graphics. Per— vertex lighting ef-
.+ fect of three types of light (directional light, point light and spot light) supported by Direct3D is realized using Microsoft Visual Studio,

DirectX 9.0 and shader technique. And it is compared with standard graphics pipelining. Discover that the former can realize more flexible

and more realistic lighting effect. .
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