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7 Z A (binary search)2 £ 3+ 47 AHintersection test) & 9H2 8 7Av HE Hol 1L A =T [1]. 22 €2 9 (caustics
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2LuSS FH YD TP ANAL P A BP R ot e =S Y3 RS, T A
g44e 09 antxgor Jeldth (2 1,3). 3, 7|29 949 25} &4 (alpha blending)& o] 2 3td =3l 232
HloIPE AAY Bolx v, B4 219 9177} ARG A B8 AT H|2 8 P2 B35 o) Y B
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