Figure V.10: An environment map mapped into a sphere projection. This is
the kind of environment map supported by OpenGL. See color plate C.7.

The scene is the same as is shown in figure V.11. Note that the front wall
has the most fidelity, and the back wall the least. For this reason, spherical
environment maps are best used when the view direction is close to the direction
used to create the environment map.



