Assignment 8
3-Ray Camera
Due Thursday April 6, before class

In a nutshell

Render your 3D scenes with a 3-ray camera
Details

· Constructor: given 3 rays
· Compute local coordinate system

· Compute the camera model (i.e. the coefficients of the linear expressions that define the ray through an image point (u, v))
· Visualize the camera

· Projection of 3D point P
· Transform P to local coordinates

· Compute the image plane coordinates where it projects

· Navigation
· Translations and rotations about local coordinate system

· Render scene with 3-ray camera 
· Use a camera built from 3 rays that are clearly non-concurrent

· Project triangles and rasterize them conventionally
· Use distance to base plane for z buffering

· Make a short video sequence (20s @30Hz) using the 3-ray camera

Extra credit
· Continuous 3-Ray Camera 3%
· Feed forward reflection rendering by defining a 3-ray camera for each reflector triangle 5%
· 4-ray camera 2%
· 6-ray camera 3%
· Anything else that provides a compelling visual experience x%
� If you come to class, you can turn in your assignment in by 7AM next day





