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Ray Tracing 

http://www.openrt.de/Gallery/2002_DynamicRayTracing/Images/teas_kitchen1.jpg 



Ray Tracing 

Real-time Ray traced Bugatti Veyron with reflected reflections, adaptive FSAA and realistic shadows. [Source: Nvidia]  







































Refraction 









Total Internal Reflection 

http://en.wikipedia.org/wiki/File:Total_internal_reflection_of_Chelonia_mydas

_.jpg 



Practice Problems 

 

In a backwards ray tracing algorithm that follows rays through a 

single bounce only, the color rendered at a pixel is a sum of what 

components?   Write an equation for computing pixel color and 

label the terms.  Include direct lighting, specular reflection, and 

specular refraction. 

 

Now suppose you follow rays through two bounces (i.e., a ray can 

bounce off two objects in succession).   What new terms are 

added?   What effects can we capture in two bounces that cannot 

be captured in one? 

 

 

 



Read about the algorithm for ray-triangle intersection in 

the Shirley text.  Draw up an example and work it out to 

test your understanding of how to solve for the 

intersection in this manner. 

 

Create a numerical example problem where total 

internal reflection is demonstrated. 
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