CS116B Spring 2007 Project 3
Due Mon 5/7/07 11:59pm

Demo on Tue 5/8/07 and Thu 5/10/07
Implement a ray-tracer.
Your ray-tracer should generate an image with at least 256 x 256 pixels.

You must have at least one sphere and one triangle in the scene.

Implement at least simple Phong lighting (the ambient, diffuse, specular model).
Objects in the scene must cast shadows correctly.

Possible extra credit features (each feature worth one point):

(1) Reflection, 

(2) Refraction, 
(3) Anti-aliasing, 
(4) Curved objects, 

(5) Metallic lighting models, 

(6) Texture-mapping, and

(7) Complex scene with more than 10 objects and 512 x 512 pixels
Submission
Submit your source code and one or more sample images in a zip file. Name the file “CS116B_YourName_P3.zip”, for example “CS116B_SoonTeeTeoh_P3.zip”.
Grading

This project is worth 15 percent of the total class grade.

The points are awarded as follows (1 point corresponds to 1 percentage of total class grade)

Triangle shown on correct pixels
4
Sphere shown on correct pixels
4
Lighting correct


3
Shadow correct


3
Demo



1
Extra credit:


3
________________________________________________

Total



18 (15 + 3 extra credit)
