Useful equations

Phong Shading Model
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Raytracing Model
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pixel phong r= reflect t* transmit

Reflection Angle
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Transmission Angle
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Note that Total Internal Reflection occurs when the square root is imaginary .
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Cross Product (implemented as ‘vector.cross(othervector)’ in vecmath.h)
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Finding two perpindicular vectors both perpindicular to a given input vector
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Rectangular to Polar
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