31. Ray Tracing-4: Witted Ray Tracing
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Figure 7: how do we find the color of objects seen

find the colar of objects seen through a glass ball?
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Figure 8: Whitted algorithm is recursive.
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Figure 9: a tree of rays.
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To accurately render a two-dimensional image of a
three-dimensional scene, global illumination information

that affects the intensity of each pixel of the image Y 80 X é up

must be known at the time the intensity is calculated.

In a simplified form, this information is stored in a tree o h! o \Vi A)(,.. i / ’.‘l{o
of “rays” extending from the viewer to the first surface ? (1 wu 1

encountered and from there to other surfaces and to
the light sources. A visible surface algorithm creates
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