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function Backward_RayTracing(scene)



{

foreach(pixel in image)

{

ray = Calculate_Ray(pixel);

closestObject = null;

minDist = “Some Large Value”;
foreach(object in scene)

{

if(ray->Intersects(object) && object->distance <
minDist)

{

minDist = object->distance;
point_of_intersect = ray->Get_Intersection();
closestObject = object;

}

}

if(closestObject != null)

{

foreach(light in scene)

{

Shade_Pixel(point_of _intersect, light,
closestObject);

}

}

}

Save_Render("output.jpg");

}
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I ntersect ( Ray &ray, *di st) =0;

{

Col or 3 col or;
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Sphere: I ntersect( Ray &ray, *di st)

——

Vector3f rsVec = center - ray.origin;
rsLength = rsVec. dot (rsVec);

intersectDi stA = rsVec.dot(ray.direction);

(intersectDistA < 0 )



intersectDistB = (radius * radius) - rsLength +(intersectDi stA *

(intersecthDi stB < 0)

(dist !'= NULL)
*dist = intersectDistA - ( )sqgrt(intersectDistB);
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Ray does not pass /
through the radius.

& Ray intersects sphere.
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Col or3 RayTracer:: Trace(Ray &ray, vector<Shape*> &obj Li st)

cl osest Di st 1000000;
cl osest bj ;

yobj Li st.size(); i++)

== NULL)




(objList[i]->Intersect(ray, &dist)

(dist < closestDist)

cl osestDi st = dist;
cl osest bj

(closestn) !=
objList[c

def aul t Col or;
}
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RayTr acer: : Render (vect or <Shape*> &obj Li st)

(primaryBuffer == NULL)

3

Ray pri maryRay;
i ndex = 0;

primaryRay.origin = Vector3f(0, 0, -600);

y = 0; y < height; y++)

primaryRay. direction = Vector3f(x - (
) (hei ght >> 1), depth);

pri maryRay. di rection. normalize();

primaryBuffer[index++] = Trace(primaryRay, objList);
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