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OpenGL based software implementation of equal angle inter polation
shading
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Abstract

Equal angle interpolation shading not only has the same visual effect asthat of Phong shading, but also can get more
rendering efficiency than that of Phong shading.In this paper, based on the standard graphics rendering pipeline, hardware
computing of OpenGL rendering pipeline, and equal angle interpolation shading are implemented by using C language.In
thefinal, experiments are presented.Thisimplementation can be referenced in the research and designing of rendering
algorithm.
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