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RGB TrRACE(Ray r)
1

Find closest point that r intersects an object.

return radiance from the intersection point



=\

* 1FIANNIIDUNAARRN INATNIGA LHNAIERT

0

* winaubisnacldialis

v/ v/

* 181 ray luwaedaiusmgnninguiamnaniindfian



NANUIUTUATN 1F1RINTDN LA TR AT LN N
intersection test AuAn ¢ AN lsd

r.o + t(r.d)

Juanfinues ray Audngiu

(I~ 1 Qi v dl o v I 9:/ %
FUAALAY ¢ Neangn wardnnidnredsn ¢ e ld



RGB TRrACE(Ray r)
1

(t,0) +— FIND-CLOSEST-INTERSECTION(7)

return radiance from the intersection point



FIND-CLOSEST-INTERSECTION(Ray r)

{

telosest $— OO

foreach object o in the scene {
t < 0.INTERSECT(r)
if £ < fclosest 1

tclosest —t
Oclosest < O

t
t

return (tcjosest, Oclosest)
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class DifiGeom

{

Vector p
Vector n
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DiffGeom GET-DIFFERENTIAL-GEOMETRY (Ray r, float t)
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silan Durand and Culter, Transformation in Ray Tracing. http://ocw.mit.edu
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object color only Diffuse Shading

silaan Durand and Culter, Transformation in Ray Tracing. http://ocw.mit.edu
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Vector GET-OBJECT-SPACE-NORMAL(Ray r, float t)
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Vector Square:: GET-OBJECT-SPACE-NORMAL(Ray r, float ?)

{

return (0,0, 1)
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n = NORMALIZE((p2 — P1) X (P3 — P1))
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Vector Triangle:: GET-OBJECT-SPACE-NORMAL(Ray r, float )

{

return NORMALIZE((p2 — p1) X (p3s — P1))
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Vector Sphere:: GET-OBJECT-SPACE-NORMAL(Ray r, float ?)

{

return .0 + t(r.d)
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mnnmeiaaninly world space (s19)

DiffGeom GET-DIFFERENTIAL-GEOMETRY (Ray r, float t)

{

dg < new DiffGeom()

dg.p < r.0+ t(r.d)

Tobject < M 1. TRANSFORM-RAY(7)

Nobject < GET-OBJECT-SPACE-NORMAL(Tobject, t)
dg.n < 777

return dg
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dg.n < M. TRANSFORM-DIRECTION(Nbiect )
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silan Durand and Culter, Transformation in Ray Tracing. http://ocw.mit.edu
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silan Durand and Culter, Transformation in Ray Tracing. http://ocw.mit.edu
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sian Durand and Culter, Transformation in Ray Tracing. http://ocw.mit.edu
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mnnmeiaaninly world space (s19)

DiffGeom GET-DIFFERENTIAL-GEOMETRY (Ray r, float t)

{

dg < new DiffGeom()

dg.p < r.0+ t(r.d)

Tobject < M 1. TRANSFORM-RAY(7)

Nobject < GET-OBJECT-SPACE-NORMAL(Tobject, t)

dg.n < (M~1)1. TRANSFORM-DIRECTION(Dopject )
return dg



