Material dependent appearance effects brought out
by natural light environments
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Introduction

 In a previous study, we asked observers to rate real materials for nine material gualities that are commonly used in the literature, and
found that certain material qualities could be brought out by certain canonical lighting modes (Zhang et al., VSS2017).

e The aim of the current study was to validate our predictions of the material dependent light effects for generic lighting environments.

 Three high resolution HDR maps were selected as the most representative lighting environments for the canonical lighting modes.

 Then, four canonical materials were rendered under the selected natural lighting environments using state-of-the-art BRDF models.
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