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Russian Roulette

// Possibly terminate every light path
If( nintersections > 2)

{

float g = 0.5f;

If( RandomFloat() > q )
break;

irradiance /= q;
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Direct Lighting

directlllumination (x) light source

estimateRadiance =0; Wyi
/

for all shadow rays -
{ /
generate point y on light source ,'

estimateRadiance += Le(y, yx) *
Reflectance * G( x,y) *V( x,y) / pdf (y);

}
extimateRadiance = estimateRadiance /
#shadowRays ;

return( estimateRadiance )
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