
  

Computer Graphics
Assignment Two 



  

Objective

● Input ● Output
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Objective
● 3 Primitive shapes
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● Lighting
● Shadows
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Source Code – The Ray class



  

Source Code – Setting up the Ray

● Project 1 ray per 
pixel

● Demo code 
converts pixel 
from raster space 
to world space

● Demo code 
accounts for 
aspect ratio and 
field of view
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Source Code – Projecting the Ray

● Use “CastRay” as recursive function

● Use “PayLoad” to record current state of the 
ray



  

Source Code – Ray-Object 
intersections

● Extend “Object” class for primitive shapes
– Override “Intersect” function:

– Use to fill in 
“IntersectInfo” 

class

– Find material 
properties for 
the nearest 
object to the 
Ray’s origin



  

Additional Functions

● Refractions
● Intersection of other primitives
● Acceleration structures e.g. Grid, BVHs
● Soft shadows
● Soft reflections
● Depth of Field
● Subsurface scattering


	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12

