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1. GPU-Based Raytracer
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- uSpheres|[i]

ray.pos - uSpheres|[i]
oc)

b = dot(ray.dir,

c = dot (oc,

vec3 oc
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-b - sqgrt(h);

(t .0) t = -b + sqgrt(h);

(t > 0.0 && t < hit.t) {

hit.t = t;

hit.position = vecd (ray.pos + t * ray.dir, 1.0);

hit.normal = normalize (hit.position.xyz - uSpheres[i].center.xyz);
hit.mtl = uSpheres[i] .mtl;

foundHit = 8
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vec3 1Dir = ulLPos.xyz - position.xyz;
1Dist = length (1Dir);
1Dir = normalize (1Dir) ;

shadowed
Ray shadowRay;
shadowRay.dir 1Dir;

shadowRay.pos position.xyz + 0.0001f * normal;

HitInfo shadowHit;

(IntersectRay (shadowHit, shadowRay)) {
(shadowHit.t < 1Dist) {
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3) RayTracer
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hit.mtl.k s;

Ray currentRay = ray;
HitInfo currentHit = hit;

bounce=0; bounce<uBouncelLimit; bounce++ )

(k s.r + k s.g + k s.b <=10.0)

Ray r;

r.dir = reflect (currentRay.dir, currentHit.normal) ;
r.pos currentHit.position.xyz + 0.001 * currentHit.normal;

HitInfo h;

( IntersectRay( h, r ) )
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