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Digital Differential Analyzer DDA a8l ldaliil) Maal) dsajyles 2.1

.«"_11:1".'\\3;}[\ c‘ﬁ d)d\ k._lLuA ‘;c RPN ] da}bij\ eu)lzda:\mz\iy.b ed;_\u.a"' X
(x2, ¥2) 5 (X1, y1) ok aal o (a5

dy=y2—y1 ¢ dx =x2 -x1 d)ﬂ\u_mm_l
step = max(|dx|, [dy]) Slshall ae Cuai =2

y_inc = dy /step ¢ x_inc = dx [ step : jsme J< A B3L3 cani =3

def DDA(x1, y1, x2, y2):

# LY A Gl s
dx =x2 -x1

dy=y2-yl

# 5% Sl e 2l el ghdll sae s
steps = max(abs(dx), abs(dy))

# o saall e 5 ghad (S 853l 3l s

X_inc = dx / steps
y_inc = dy / steps
x,y=xl,yl

# JSs S an i ddls
for in range (steps + 1):

# JuSl) s 1 A
plot(round(x), round(y))
X += X_inC

y +=y inc

il Alguss Al LSt 502 Gans 8 Ay lgleny Lan cdailall ALl i daa) )l o3
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e ) A <l lad

dx =[xI -x0] , dy = |yl - yO0|
:(decision parameter) )il JsY) jusiall Cawsi D

p =2dy - dx
(x0, y0) (¥ sl (4l 3
X1 sl Xo (e x S 4

(X, y) all Akt s 53

(p<0) sty

(x+], y) b Al Al ) s

p=p+2dy &=
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(p>=0) oS3 Ll

(x+1, y+1) (o adul) adadill o

p=p+2(dy - dx) &=

b ¢ Jan) o1 oY) Bl (e aall o) 8 (sae Jiai P dad ol 2 P DAl ) 384
P 3l e 2y adnl) mbyll laddl ) i) JuS) de lsal

da guu yal) Adadll
0,0
1, 1)
@1
(3,2
4,2
5,3
(6,3)

wd&

e

(6 3) ) (0 ¢0) 3o b amsy 2 53 Ll a i)

dy=3 ¢« dx=6
p0=2dy-dx=2x3-6=0

M Jsaalls rm s 5 LS Tamg 5 Talal) B ot

(il =) p Adsal) ) Al (Jbﬁ\dﬁ)p y X 3 ghadl)
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p=—6+23)=0 p<0=y miY -6 35 5
— — — 3 6 6
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1Ol dsly Sl JUal) danl a1

import matplotlib.pyplot as plt
import numpy as np

bresenham (x0, yo0, x1, yl):
points = []

dx = abs(x1 - x0)
dy = abs(yl - y0)

sx =1 if x0 < x1 else -1
sy =1 if y0 < yl1 else -1
p=2*%*dy - dx
X, Y = X0, yo
while x I= x1 + sx:
points.append((x, y))
X += SX
if p >= @:
y += 5y
p += 2 * (dy - dx)
else:
p += 2 * dy
return points

x0, yo, x1, yl =0, 0, 6, 3
points = bresenham (x0, y@, x1, yl)

x_line = np.linspace(x0, x1, 100)
y_line (yl - y0)/(x1 - x0) * (x_line - x@) + y@

plt.figure(figsize=(6,3))

plt.plot(x_line, y line, 'r--', label="Real Line')

plt.scatter([p[@] for p in points], [p[1] for p in points],
color="blue', s=80, label='Bresenham Proints")

plt.grid(True)

plt.axis('equal')

plt.title("Bresenham Line")

plt.xlabel("X-axis")

plt.ylabel("Y-axis")

plt.legend()

plt.show()
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ach BA;\J alags wles P&

X2+ y? =12 gl dolas
Bohad (S 8 dansy alns 53 Jusll dannl Hlal lly axsid

Laay leal) wlshaa

Lugl .1

(r <0) adaall (o fan @
d=1-r: @y il e
¢Ejj=$dsg§cj\)5'ﬂ\.2
() E JuSd) ,las:d < 0 cul< 1Y @
d=d+2x+3 il Juws o
() igiall) SE Jull jlids:d > 0 culS 1y o
d=d+2(x-y)+5 Zaill Jai ©

y=y-1o

X=X+1 e
Jilall .3

ralilaie Lol 8wyt cduguna (X, Y) Aoty <1 @
(5 ¥) (%Y), (% 7Y)s (7% 7Y) o
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4
3
3

Ll (a9 Lkl paea g 508 0K gV ol ST a8 (5K laie

(= 5) Aukd Jbe
(X,y) 4dlaal) Jaldil) d waadl Al sla¥l Byal  d y x bshdll
(0.5),(0,-5), (5,0), (-5,0) -4 Al - 4 50 0
(1,5), (-1,5), (1,-5), (-1,-5), -4+2x1+3=1 okaal d<0 -4 5 1 1
(5,1), (-5,1), (5,-1), (-5,-1) E
(2,5), (-2,5), (2,-5), (-2,-5), 1+2%(2-5)+5=0 ksl d>0 1 |52 2
(5,2), (-5,2), (5,-2), (-5,-2) SE
(3,4), (-3,4), (3,-4), (-3,-4), 0+2x(3-4)+5=3 sl d>0 0 403 3
(4.3), (-4.3), (4,-3), (-4.-3) SE
(4.,3), (-4,3), (4,-3), (-4,-3), 3 +2x(4-3)+5=10 PR d>0 3 3 4 4
(3.4), (-3,4), (3,-4), (-3,-4) SE
(5.2), (-5,2), (5,-2), (-5,-2), 10 +2x(5-2)+5=21 Sl d>0 10 2055
(2,9), (-2,5), (2,-5), (-2,-5) SE

Midpoint Circle Algorithm\Center: (0, 0), Radius: 5

» & » & @» e Circle Points
ol . s ® Center
3
] 4 *
i " 5 S
# L ]
> 0 . @ '
& L ]
-3 . b
& L]
—d . *
e ] L e .
-6 -4 -2 0 2 4 ©
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import matplotlib.pyplot as plt

midpoint circle(xc, yc, r):
points = []

P
1-r

plot _symmetric_points(x, y):
points.extend([

(xc + x, yc +vy), (xc
(xc + x, yc - y), (xc
(xc +y, yc x), (xc
(xc +y, yc x), (xc
1)

plot_symmetric_points(x, y)

while x < y:
if d < e:

d+=2 * x + 3
X += 1
else:
d+=2 * (x -y) +5
X +=1
y -=1
plot_symmetric_points(x, y)
unique_points = sorted(set(points))
return unique_points
center_x, center_y = 0, 0
radius = 15
circle_points = midpoint circle(center_x, center_y, radius)

x_coords, y coords = zip(*circle points)

plt.figure(figsize=(8, 8))




plt.scatter(x_coords, y coords, color='blue', s=20, label='Circle Points')
plt.plot(center_x, center_y, 'ro', markersize=8, label='Center')
plt.title(f'Midpoint Circle Algorithm\Center: ({center_x}, {center_y}) «Radius:

radius}')
plt.xlabel('X")
plt.ylabel('Y")
plt.grid(True, alpha=0.3)
plt.axis('equal')
plt.legend()

plt.show()

Scanline Fill Algorithm Clalaal) ¢ ciliay s -4

Gloguy & lalaall sl Ay jlsal) o3 aaiid (Lashill mue edall) Scanline Fill 4u))sa
cdinall Cilga pe adalinll Jalis auaas AV ol Und JSAI ase 588 e adiad caguslal)
cebiadll Cilga pe adalil) Tl anans o) () AoV (e 881 Jagdadl) e e dua) )il adia
bl Lol e 20 el Al
Laay)lal) wlshaa
had) Cilga ala) 1
. (Edge Table — ET) cilsall Joan (& aliaall Calga paen (335 @
(Active Edge Table — AET) dbaiill Calsall Joan olis) .2
Aol mod) bas e abalims A Calgal) o (gging @
easall didee .3
(Y oS AkE dad ) (Y saal) A el a0
:Ceaajai.hfu °
AET ) Laall 138 xie fas 3l Cilgal) dila) o
AET (5o Lol 138 die ¢35 3 Gilsall 411) ©
X @llaa) s AET b Gilsall i ©
ablil) Ll 131 (e LK) &3 ©
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Aoyl A [ gmalal) il e [ ety Ay (5

4G LAY 2ana) aliadl) Lt sl
A(2,1), B(6,1), C(8,5), D(6,8), E(2,8), F(4,5)
ymin dad cien Laclas Calgal) (fiyi ¢ BT caloall Joan el 1] s9ladl)

Edge from — to ymin ymax X @ ymin inv_slope (dx/dy)
BC (6,1)—(8,5) 1 5 6 +0.5

FA (2,1)—(45) 1 5 2 +0.5
CD (8,5 —(6,8) 5 8 8 —0.6666667
EF (4,5—(2,8) 5 8 4 —0.6666667

C.AM;\.:AAQ dsc_atkliﬂ\.blfu Gl 22 5}&\
Cross X = x @ ymin + inv_slope X (y_scan — ymin) :4Jtl) 28all (389 adalial) Jalds s
spbalal) balas (s y scan = 1.5 gl b die

FAx=2+05x(1.5- 1)=2.25
BCx=6+0.5%(1.5- 1)=6.25

665 4 3 : ol Blis

Scanline Fill Result

8 y bsslaa cMusy e X bl y scan  y
S

7 3,4,5,6 225, 15 1
6.25

6 3,4,5,6 275, 25 2
6.75

5 4,5,6,7 3.25, 35 3
> 7.25

4 4,5,6,7 3.75, 45 4
7.75

= 4,5,6,7 3.67, 55 5
7.67

=] 3,4,5,6,7 3.0,7.0 65 6

N 3,4,5,6 233, 75 7
6.33
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import math
import matplotlib.pyplot as plt

scanline_fill(polygon):

ys = [p[1] for p in polygon]
y_min = math.floor(min(ys))
y_max = math.ceil(max(ys))

filled pixels = []

for y in range(y_min, y_max):
y_scan =y + 0.5

X_intersections = []
n = len(polygon)
for i in range(n):
x1, y1l = polygon[i]
x2, y2 = polygon[(i + 1) % n]

if yl == y2:
continue

y_min_edge = min(yl, y2)
y_max_edge = max(yl, y2)
if (y_scan >= y min_edge) (y_scan < y max_edge):

t = (y_scan - y1) / (y2 - yl1)

x int = x1 + t * (x2 - x1)
X_intersections.append(x_int)

if X_intersections:
continue

X_intersections.sort()




for i in range(®, len(x_intersections), 2):
x_left = x_intersections[i]

if i+1 >= len(x_intersections):
break
x_right = x_intersections[i+1]

x_start = math.ceil(x_left)
x_end = math.floor(x_right)

for x in range(x_start, x_end + 1):
filled_pixels.append((x, y))
return filled pixels
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e Aagayll SEISH Joaed e ) Lpasad) libead) (e el A8US o gusl ) CDLgatll el
Aagilly caaad) (adgall Cus
«Rotation  )ysilly «Scaling  jueaill/ &l (Translation g da3y) <Olsaill sla Jads
.Shearing .« Llals
Al s calal) Sl eloadll B Lot o clgalaal yuas (JIKEY) clipanl clilaad) o3 aadind
AS i) a gVl cpranaill galy clall fia il
5ol llenl) ot s ) ¢ Jasatl) il shoas dualig cdpdadd) byl e DLl s3a adiel
cbaailly laay 2ES byl gl o 5K pa cBligaill 038 mpd (A gasiian caudll 138
Adhie il b Osatl o3 adai 4 o sl Alaal) ABY) (s aa clgs Adaiyal)
dland) culipatl)

Dael€l) o laadall clian s ) v

LJE&Y1 Jaasl Adobe lllustrator Jie @ asaall) galy v

Ak GlSa oLiY 1 Al agusll v

Ay e)aY) aasil : CAD v
Gbaadl)

Sl vie LSl elhadl ) (sa5 8 Aailad) clleal) s b)) S ®

Lolea L 22S0 dake Gllee Ll (adlly olyeall @ o1 @

AslY) sale) 8 cdagatll gadat (s Al callay : Jud) e Al Jga Jugadl) @

Lol cdlgal) ¢ gl

Translation da}y) -1

AalY) s Xy AR A0 5 cdens o dana it s AT ) adse G 0SS it o Aaly)
:gtﬁls X', Y'a

X' =X+ tx

y=y+lty
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YoX uy};d\‘ssz\.;b‘g\ J\ﬁAMtYJtX dus
rdzalsad)
def Translate(x, y, tx, ty):
# a5 il dal 3y laie Zil)
X new =Xx + tx
y new =y +ty
return X _new, y new

Aba¥) cldlaay) A AshY) a8 G Gua (bl o dileal) oda
(8, 6) & saaall Akl (6 ty=4 dx=5 (3 2) il cwl 13 relly Jti

Scaling suaillf jusill -2
oSl Dlelas (b LAY i o cdgag sl ll dafige 5t (90 AN aas i uil)

-

:4.5.341\
X' =X * sx
y =y*sy

Y 35X Ousaall G 5uSall COlelas Lo SY 58X Cus
(4, 1.5) & suoall ddaill & sy=0.5 ¢ sX=2 5 (2 3) ddaill cul< 1) el Jla

rdza lsad)

def Scale(x, y, sx, sy):
# Sl CMlre b clBlaaY) G ja
X_new =X * sx
y_new =y * sy
return X new, y new
Lokl ¢ SX < 1K Mg canall alaja ¢ sx > [ 1)

(pmn IS8 ) 55510 Jagan Mie) ISl ogdy 38 Laa ¢ uilatia pe s Gaany ¢ SX # SYOK 1)
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Rotation ;51 -3
JMie 2aa3l B DBl hasind 2 ¢ (0,0) JeaY) Bale imnge Ak Jon GSH dng s Ol
Oyl
:diauall
X' = x * cos(B) -y * sin(B)
y' =X *sin(9) +y * cos(0)
Obsll dashy 2 0 Cus
1Az lsad)
def Rotate(x, y, theta):
# Adagill il AN ) gall alasiin

X_new = x * cos(theta) - y * sin(theta)
y _new =Xx * sin(theta) +y * cos(theta)
return X new, y new
Aailal) g5l lasse asdll (5385 Qi 131 el 22l<a OS5 SiN Aiial) lilaal)

(0 1) Lujz.a c_s‘“ a.\.mal\ a2l u\s 0= 90° u_)_gﬂ\ 4.{9)3 (1 cO) daail) cnlK \J\ I dtu

Shearing (il -4

.m)ﬁaﬁu‘sdmﬁmcwb\;ﬂbuﬁ&\%ﬂ\

:dauall

X'=Xx+shx *y

y'=y+shy *x

o=l Malas La shy gshx cus
1dza)lgad)

def Shear(x, y, shx, shy):
# o AY) alilaay) e sl il il dils)
X new =X +shx *y
y new =y + shy * x
return X new, y new
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(2, 2) & sxaall ddaail) gl shy=0 « shx=0.5 5 (1 « 2) ddaail) cul< 1) 1t
A8y aADlalee A oSl W ol 1Y) gt g e 0gdn ) i) (525

digra 4l Jga sl -5
rdza lsadl
def RotateAroundPoint(x, y, cx, cy, theta):
# (cX, cy) ) A Jua¥) ) ddaill Jas
X _temp =X - X
y_temp =y -cy
# o)Al Gk
Xx_new = Xx_temp * cos(theta) - y temp * sin(theta) + cx
y new =Xx_temp * sin(theta) +y temp * cos(theta) + cy
return X new, y new
Lohsall Cahal (aiaal (CX, CY) damayall ddatill 283 (pe B Cany

Ak e Y bl asend (Sar oS gyt Y ¢ T saaly dladil s cDLigal (e Ay A e
PRVE | -6
daglices J dalY) arari ~1-6

A S 735 (x2,y2) ¢ (x1,y1) o (e () 580 aivsall ¢ 4dass 4al 3Y Translate aall Lleadin)
EURIRFIRIFCRE

def TranslateLine(x1, y1, x2, y2, tx, ty):
# Al i aladialy Y0 ddadil) s )

x1 new, yl new = Translate(x1, y1, tx, ty)
# Al s alaasinls Al sl da) )

x2 new, y2 new = Translate(x2, y2, tx, ty)
# il

return X1 _new, yl new, x2 new, y2 new
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Translate alasiul a8l 8 dai JS i ¢ points Llall (e 4ails = aliadll

points: [(x1,y1), (x2,y2), ...],  tx, ty: &by} lssa

def TranslatePolygon(points, tx, ty):
# saaad) sl o jail de 18 4.0
translated points = []
# aliaall 8 ddass JS e dals
for x, y in points:
# A1) i 223ty A Adadil) da )
X_new, y new = Translate(x, y, tX, ty)

# 33) Y) sanaad) Adasil) Aal)
translated_points.append((x_new, y_new))
return translated points
Polygon alas J jsail) [ sl aresl —3-6
points: [(x1,y1), (x2,y2), ...] L&l e dailE = alizdl)
(0,0) Joadl dpusilly SX, SY D alaally L3l b Akt IS jrai [ S
Byl ol BySAl Llal) (he Saan A3l aa s

def ScalePolygon(points, sx, sy):
scaled points[] =

29
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for x, y in points:
X_new, y_new = Scale(X, y, sX, sy)
scaled points.append((Xx new, y new))
return scaled points
aiose Zal Y Al

Translate(x, y, tx, ty):
"""Translate point (x, y) by (tx, ty).
return x + tx, y + ty

TranslatelLine(x1, yl, x2, y2, tx, ty):
Translate line segment."""

x1n, yln = Translate(x1, y1, tx, ty)
x2n, y2n = Translate(x2, y2, tx, ty)
return x1n, yln, x2n, y2n

yl
\
ty

xin, yln, x2n, y2n = Translateline(x1, yl1, x2, y2, tx, ty)

np.array([x1, x2, x1n, x2n])
np.array([yl, y2, yln, y2n])

margin = 0.4
x_min, x _max = all x.min(), all x.max()
y min, y max = all y.min(), all y.max()

30



X_range = max(x_max - x_min, 1)
y_range = max(y_max - y min, 1)

x_lim [x_min - x_range * margin, x_max + x_range * margin]
y_lim [y_min - y range * margin, y_max + y_range * margin]

Before Translation After Translation

5.5 4 =@~ Original 5.5 =@~ Translated

5.0 q 5.0

Start: (2, 3)
End: (4,5)

4.5 4.5 )
Start: (3.0, 2.5

End: (5.0,4.5

Translation: Ax=1, A

4.0 4 4.0

)
)
y=-0.5

351 35

3.0 q 3.0

2.54 25

2.04 2.0

Rotate(x, y, theta_deg):
Rotate point (x, y) by theta deg degrees (counter-clockwise) around (0,0).
Returns (x_new, y new).

theta = radians(theta_deg)

X _new = X * cos(theta) - y * sin(theta)
y new = x * sin(theta) + y * cos(theta)
return x_new, y_new

RotateTriangle(points, theta deg):
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Rotate a triangle given as list of tuples: [(x1,yl), (x2,y2), (x3,y3)]
Returns new list of rotated points.
rotated = []
for x, y in points:
X_new, y new = Rotate(x, y, theta_deg)
rotated.append((x_new, y new))
return rotated

triangle = [
(1.0, 1.0),
(3.0, 1.0),
(2.0, 3.0)

theta_deg

rotated_triangle = RotateTriangle(triangle, theta_deg)

close_polygon(pts):

X, y = zip(*pts)
return list(x) + [x[0]], list(y) + [y[@]]

orig x, orig y = close polygon(triangle)
rot_x, rot.y close_polygon(rotated_triangle)

all x = np.array(orig_x + rot_x)
all y = np.array(orig y + rot_y)

margin = 0.4
x_min, x_max = all x.min(), all x.max()
y min, y max = all y.min(), all y.max()




X_range = max(x_max - x_min, 1)

y_range = max(y_max - y min, 1)

x_lim [x_min - x_range * margin, x_max + x_range * margin]
y_lim [y_min - y range * margin, y_max + y_range * margin]

4.0 q

3.5 1

3.0 q

2.51

2.04

0.5 4

Before Rotation After 45° Rotation

=@= Original 4.0 =-@- Rotated

3.5 1

3.0

25
b
2.0
Vertices: 15
A(1,1), B(3,1), C(2,3)
& & 10

0.5 Vertices (approx):

" " T T T T A(0.00, 1.41) T " r
=% 2 L 2 2 =1 B(1.41, 2.83) t 2 3
X C(-0.71, 3.54) X

import matplotlib.pyplot as plt
import numpy as np

Scale(x, y, sx, sy):
nmn IIM ).J.%S.j" mn
return x * sx, y * sy

ScaleCircle(cx, cy, r, sx, sy):

1 ) Bl pam

cx_new, cy new = Scale(cx, cy, sX,
rnew =r * ((sx + sy) / 2)

return cx_new, cy_new, r_new
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SX, sy = 2.0, 1.5

CX_new, cy hew, r_new = ScaleCircle(cx, cy, r, sx, sy)

theta = np.linspace(@, 2*np.pi, 200)

x_orig = cx + r * np.cos(theta)
y orig = cy + r * np.sin(theta)

cX_new + r_new * np.cos(theta)
cy_new + r_new * np.sin(theta)

all x = np.concatenate([x_orig, x_new])
all y = np.concatenate([y_orig, y new])

x_min, x_max = all x.min(), all_x.max()
y_min, y max = all y.min(), all_y.max()
margin_x (x_max - x_min) * 0.1

margin_y = (y_max - y_min) * 0.1

x_lim [x_min - margin_x, x_max + margin_x]
y lim [y_min - margin_y, y max + margin_y]
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Before Scale
Center: (2, 3), Radius = 2

After Scale (sx=2.0, sy=1.5)
Center: (4.0, 4.5), Radius = 3.50

A ——

o

(

—— Orginal Circle

| —— After Scale

| .
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sl Gl 8 dals el legas 5SY) a5 (Polygonal Modeling) cleliadl dsiai .

Ll V) aaly S8 dagedag Aise A cdang¥ly Cilsally il e Wasliy adiass AS)asall agunylly
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dagl ) ) | upmaladl bl s [ Adadanl) 4g) ((’;"\6))
i) ¢cllanad) Rhin0 e dpmlyll whaoy) i NURBS
Sl cciluaddd) ZBrush 8l cailldsie  Sculpting
i) ol Houdini il lsall daie;  Procedural

Glalaal) dadas -1

dpvis JIKET o Claliadlly Polygons cilabiaal aladiuly sla) 4835 alual) ol dilee

Faces 4a4 5 Edges ilss o Vertices _uss) e sole (sSh dataise

(XY, Z aslian)) sla) D elimab b Lajh ddak g Gl : Vertices Gl

zAsalll JShg 390a 22a7 A ¢l O daay aiine a3 1 Edges alsal)

(o anll siag ¢ ST gl il AU dayy wie < () GBlaal) mhavall a5 1 Faces osal
Ll z3sail 8 Llad ol

L) AN e B IS Ly dliaia cdngY) (e degana 52 1 Polygon aliad)

gamny Abaiall Cilabinall (o 3l JolSH sl 8 1 Mesh 3l

Tetrahedron .-Cube or hexahedrnn; Cictahedron . Dodecahedron . lcosahedron
V=4, E=6, F=4 V=8, E=12, =6 : V=6, E=12, =8 : V=12, E=30, /=20 | V=20, E=30, /=12
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# Initialize
z_buffer = [[INFINITY for x in range(width)] for y in range(height)]
color_buffer = [[BACKGROUND for x in range(width)] for y in range(height)]

# Render all triangles

for triangle in scene.triangles:
# Find triangle's screen bounds
x_min = floor(min(triangle.vertices.x))
X_max = ceil(max(triangle.vertices.x))
y_min = floor(min(triangle.vertices.y))
y_max = ceil(max(triangle.vertices.y))

# Scan through bounding box
for y in range(y_min, y_max + 1):
for x in range(x_min, x_max + 1):
if inside_triangle(x, y, triangle):
# Compute depth (z-value)
z = compute_depth(x, y, triangle)

# Depth test
if z < z_buffer[y][x]:
z_buffer[y][x] = z
color_buffer[y][x] = shade_pixel(x, y, triangle, z)

# Output final image
output_image(color_buffer)
o SU Cald 35 ey 1l e A slpes 35S Cpanaly dgdia Wl IS 13 2 e Jlia
s 1205 58I claily CanSall sglal (5050w 5SU U8 CanSall ausy old Z-Buffer 1) alasaul s,

el dadyy o dape cdanll 4 ddaww @ Z-Buffer dwlss 4 s W
z\ésw\esﬁy‘sc@:\ﬁ@')s‘ﬂcu;ﬂ}c&basmduﬂ\umﬁu‘)jﬁﬁc‘)\)ﬂ\\.@a}pwuiyg\

LY 2Bl el maly ¢ gl Glall sdalenll gl
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def ray_trace(ray, depth):

if depth > MAX_DEPTH:
return BACKGROUND_COLOR

# Find closest intersection
hit_info = find_closest_intersection(ray)

if not hit_info.hit:
return BACKGROUND_ COLOR
# Initialize color
color = BLACK
# Direct illumination (shadows)
for light in scene.lights:
shadow_ray = create_shadow_ray(hit_info.point, light.position)

if not is_in_shadow(shadow_ray):
# Add light contribution
color += calculate_lighting(hit_info, light, ray)
# Reflections
if hit_info.material.is_reflective:
reflection_ray = calculate_reflection_ray(ray, hit_info)
reflection_color = ray_trace(reflection_ray, depth + 1)
color += hit_info.material.reflectivity * reflection_color
# Refractions
if hit_info.material.is_transparent:
refraction_ray = calculate_refraction_ray(ray, hit_info)
refraction_color = ray_trace(refraction_ray, depth + 1)
color += hit_info.material.transparency * refraction_color

return color
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:(CNNS) Zaddal) dsanll Sl .1

SuperResolutionCNN:
upscale(self, low_res_image):

features = extract_features(low_res_image)
details = predict_missing details(features)
high_res = reconstruct_image(features, details)
return high_res

:(Transformers) ci¥sadll .2

TextToImageAl:
generate_from_text(self, prompt):

tokens = tokenize(prompt)

latent = transformer_encode(tokens)
image = transformer_decode(latent)
return image

:(GANS) dasuadl) ISl .3

GAN_Renderer:
__init_ (self):
self.generator = NeuralNetwork()
self.discriminator = NeuralNetwork()
render(self, scene description):

fake image = self.generator(scene_description)

is_real = self.discriminator(fake_image)
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GameRendererWithAI:
render_frame(self, game_state):

low_res_frame = traditional_render(game_state, resolution="540p")

ai_enhanced frame = ai_upscale(low_res_ frame, target="4K")

if enable_ray_tracing:

predicted reflections = ai predict reflections(game_state)
ai_enhanced frame = add_reflections(ai_enhanced frame,
predicted _reflections)
return ai_enhanced_frame
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