Assignment 2
Projective texture mapping and applications
Due Thursday February 2nd, before class

In a nutshell

Implement projective texture mapping and then use it to simulate a moving projector and to cast shadows.

Details

1. Moving projector

· Use the 3D scene from your previous assignment

· A reference image is defined by its view (planar pinhole camera), and by a framebuffer with R, G, B, and Z channels

· Create a reference image by rendering the scene from a reference view
· The projector is modeled with a planar pinhole camera

· Light your scene with a diffuse light source ignoring the surface colors, as if the scene were made of chalk

· Fix the desired view to a view different than the reference view, and let the user control the position of the reflector

· For every position of the reflector; render the scene by grabbing color from the reflector image; use bilinear interpolation
· Use the z values in the reference image to stop the projector light at the first surface encountered

· The projector should start from the view aligned with the geometry (the reference view) and a reset button should allow the user to return to that view

2. Shadow mapping

· Define a point light source and compute the z-buffer of the scene as seen from the light source

· For every scene point sampled, consult the shadow map to decide whether it should be lit or not

Extra credit
· Soft shadows x%

· Multiple reference images with best sampling rate selection 2%
· Nice scenes (rich in color and geometry) 1%
· Animated scenes 1%

· Make video that shows off your scene 1%
· Anything else that makes a compelling visual experience x%
� If you come to class, you can turn your assignment in by Friday 7AM





