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Anotherwoytovewcompositinie
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◦Ak acting
he applying Are

,

then Ace
,,

. . .

, finallyA,

We can also view them as acting in the order 1T
,

then Ate
,

thenA}, . ._ ,
but acting on • a
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swrtacestNormalvectms-i.EE#-E-H--.::::......rendered as a

specify Voorhees , how they form triangle
and normal vectors at

vertices
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Example Sphere -unit sphere centered at -0 .

How to parameterize the spherical

spherical coordinates
◦
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⑤ ≈ how far North
South

gone
around

◦ pole pole

f- (⑦ g) = <Smo cosy
,
sing , cosoeosce>

"Paramet!rfae".
info, y) = f-(Gy) = <Sino cosy, sing, ecstasy >

-Also a function of ⊖, y .



Unit S = { <×,y,z > , x2 + y
' +22--1 }

Sphere

ie . S= { <xixiz > :✗=o}
h(*4,2)

If Clay, -2 > FL , ice if lay, -4--0,

then in-th-scz.tk normal

vector is Ñ = <✗iyie > .

Now Ñ - expressed in terms of ×,y,z .



Ftfor specifying
a surface & normal,

Guri i surface as a bunch of ex,y,z ) vertex values

and a triangulation - - Surface is approximatedbytriang
Except A 3-D scanners

No mathematical formula for the surface .

M ' Each triangle has a
ñ ,§¥• easy to compute normal.
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the normal ñ at a vertex can be estimated as

ñ=(§ñi)/y§ñiy .
iñi 's er the normals

of the triangles using that
vertex
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and is tangent to the
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Paraboloid
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Take u ,U equal to ×, z
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