
 

 
 

 
 
F. Anisotropy means that the BRDF depends on rotating around the normal (absolute azimuth). 
Since swapping incident and outgoing directions is a different operation, we can’t conclude that 
an anisotropic BRDF will definitively give us different values.  
 

 
T. By Snell’s law, total internal reflection occurs only when light goes from a higher‑index 
medium to a lower‑index one, in which case a critical angle θc = arcsin⁡(n2/n1) exists such that for 
θ1 > θc no refraction occurs and all light is reflected 
 

 
T, more concentrated about surface normal, more facets mirror light aligned with normal, which 
results in a shinier highlight.  
 

 
F, Isotropic BRDF’s are 3D because value depends only on azimuth difference. Anisotropic 
materials don’t have rotational symmetry so they are still 4D like general BRDF’s 
 



 

 
 

 
 
F, see explanation for 2e) 


