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Infinite area light
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Infinite area light

InfiniteAreaLight(Transform &light2world,Spectrum &L,
Int ns, string &texmap) : Light(light2world, ns) {

radianceMap = NULL;
iIT (texmap 1= """) {
int w, h;
Spectrum *texels = Readlmage(texmap, &w, &h);
iIT (texels) radianceMap =
new MIPMap<Spectrum>(w, h, texels);
delete[] texels;
+
Lbase = L;
}
Spectrum Power(const Scene *scene) const {
Point wldC; TFfloat wldR;
scene->WorldBound() -.BoundingSphere(&wldC, &wldR);
return Lbase * radiranceMap->Lookup(.5Ff, .5Ff, .5T)
*M PI * widR * wldR;



Infinite area light

Spectrum Le(const RayDifferential &r) {
Vector w = r.d; for those rays which miss the scene
Spectrum L = Lbase;
1T (radianceMap = NULL) {
Vector wh = Normalize(WorldToLight(w));
float s = SphericalPhi(wh) * INV_TWOPI;
float t = SphericalTheta(wh) * INV_PI;
L *= radianceMap->Lookup(s, t);

+

return L;

}





