
14 – raytracing (2)
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Computing Plane Intersection: Implicit Line and 
Plane Equations
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What about these other rays?
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Illumination of a point

L = #!$! + #"&# + #"&# + ∑$%&%' (!$& [ #( * + && + #" ,& + - )! ]
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Diffraction and Reflection

Copyright 2021 Blair MacIntyre ((CC BY-NC-SA 4.0))



Copyright 2021 Blair MacIntyre ((CC BY-NC-SA 4.0))



Copyright 2021 Blair MacIntyre ((CC BY-NC-SA 4.0))https://www.theverge.com/2013/6/21/4446606/how-pixar-changed-the-way-light-works-for-monsters-university

https://www.theverge.com/2013/6/21/4446606/how-pixar-changed-the-way-light-works-for-monsters-university


Copyright 2021 Blair MacIntyre ((CC BY-NC-SA 4.0))



Copyright 2021 Blair MacIntyre ((CC BY-NC-SA 4.0))


