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Glossy reflection (Ch 13.4.4)




Motion Blur (Ch 13.4.5




lexturing

* Map 2D images on 3D surfaces

 Mapping process is different for each surface and
iInvolves mapping the ray-object hit point to a pixel
in the 2D image.
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Texturing Cylinder

cylinder(r, a, t) = (x,y,z) = (r*sin(a), t, r*cos(a))



Texturing Sphere

sphere(r, a, b) = (x,y,2) =
(r*cos(a)*cos(b), rcos(b), r*sin(a)*sin(b))






Raytracing Iriangle Meshes

e Ray trace each triangle individually.
« Store per vertex normals for each triangle.
* Interpolate normals to get a normal at intersection.

- Will need to implement loading of OBJ or PLY files




Depth of fielo




PN hole camera

o l T worla
Vituw ' ane.
" %’ P ,'\W pomt
Elqne ceater v:
Omgwx) ; WOI‘IO\
\ A pomi
”P'mlﬂo’C. ’L)
rojechon O‘E h(lt OP%/C
“— l‘;o::)ld porywit aper /e a/
T —




1Thin lens camera
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1Thin lens camera
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Simulate Depth of Field
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Simulate Depth of Field
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Simulate Depth of Field

 Compute the point P where centre ray hits the focal
plane

e Use P and the sample point on the lens to
compute the direction of the primary ray so that this
ray also goes through P

* Ray trace the primary ray into the scene
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Figure 10.6. Four center rays go through different sample points on a pixel.
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