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[3J& 1] Multi Layered Color Shading Technique
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Layer Feature Equation
i Bright color area U =15-u
2 Mid bright color area u = 1-ux0.6
3 Mid bright color area u' = 1-u*0.65
4 Dark color area u' = 1-ux0.7
5 Darkest color area u = 1-u*0.85
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[2® 2] Four Layered color shading: a. one layer, b.
two layers, ¢. 3 layers, d. 4 layers (color1 (0.9, 0.9,
0.08), color2 (0.5, 0.7, 0.0117), color3 (0.5, 0.1,
0.92), color4 (0.094, 0.1, 0.3098), Lighting Vector
(0.287, 0.576, 0.7653))

3.2 Texture
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pixel Color (x,y,z) Transparency(w)
1713 03 0

14-"15 0.95 0.2

16™17 0.9 04
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[HE 2] 2D Texture information
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[0@ 3] Perceived brightness of different colors with
the same amplitude (intensity)
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[2& 5] Phong Shading, Cartoon Shading, Multi—
Layered Shading, Multi-Layered Shading (X & €2 &)
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