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I=1+kI +kl,

a raytrace(Vector3D ray, int level, Color *I)
{Color Ilocal, Is, It; Int Is_inter;Vector3D vl, vr, p, Normal;
Inter scene(ray, scene, &Is_inter, &p, &Normal, &vl, &vr, face);
If (Is_inter) {
Calculate Local I(&Ilocal, face, p, Normal);
If (Level<plvl) {
a_raytrace(vl, int level+1, &Is);
a_raytrace(vr, int level+1, &lt);
*I=Ilocalt+face->ks*Is + face->kt*It;

b

else
*I=Ilocal;
)
Else
*I = Background;
h
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Vi fer using Pov-Ray



Credits: Mike Mlller using
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Image generated using Pov-Ray (Mike Miller)
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