scene 1
#render canera: canera_t
#obj list: |list<object3d t>
#light list: list<light t> |1 BTr ee
#filert list: list<filter _t>
#col orBuffer: cBuffer t
#ZBuffer: fBuffer t
#ABuf fer: fBuffer t
#BTr ee: boundTr ee t Objectlterator t
+render (out:colorQutput t,sanples:int=1): void _ -
+raytrace(fromvector3d t,ray:vector3d t): color _t ngifghtpoggﬂlg$fééhbde -
+i sShadowed( p: vector3d t,|:vector3d t): bool 4rt oz matrixAxd t —
1 +operator ++(): void
’]_ +operator !(): bool
+operator *(): object3d t *
boundTree t 7
#root: boundTreeNode t * |- bt r ee
1
r oot
‘.
light |ist obj |ist boundTreeNode t bound t
#l eft: boundTreeNode t * #a. vector3d t
#right: boundTreeNode t * #b: vector3d_t
#parent: boundTreeNode t * #c. vector3d_t
#bound: bound t #d: vector3d t
#obj ect: object3d t * #e: vector3d t
#h: vector3d t #f. vector3d t
+cross(rtoz: matrix4x4_t): bool #g: vector3d_t
+cross(rtoz: matri x4x4_t, di st: doubl e): bool #h: vector3d_t
+1 sLeaf (): bool +cross(rtoz: matri x4x4 t): bool
il +cross(rtoz: matri x4x4 t, di st: doubl e): bool
1
’r1 bound ?
| object3d_t |
. #shader: shader _t * = nul| Ir ob) ect
light_t #radi osity: bool = true shader t
+i |l um nat e(s: scene_t, sp:surfacePoint _t,eye:vector3d t): color _t ﬁgﬁgagaf'ﬁgb|bgolrﬁeture = shader +f r onmlLi ght (sp: surfacePoi nt _t, ene: energy t, eye:vector3d t): color t
+position(): vector3d t ; — : : +f romWor | d( sp: surfacePoi nt _t, scene: scene t,eye:vector3d t): color _t
Z& +transform(matri x: matrix4x4_t): void Z&
+shoot (rtoz: matri x4x4 t,ztor: matri x4x4 t): bool
+get Bound(): bound t Z&
arealLight_t pointLight t _
#poi nts: vector<vector3d_t> #from vector3d_t genericShader_t
#from vector 3d_t #t o: vector 3d_t #scol or: color t
#direction: vector3d t #cast _shadows: bool meshObject t sphere t #ks: color t
zggkﬁrflggior_t ﬁggrgrflgg}or t #vertices: vector<vector3d_t> * = null +c: vector3d t #thard: Tl oat
#rax noi se: fl oat ' = #normal s: vector<vector3d_t> * = nul | +radi us: doubl e #”‘”R; float
#sanpl es: i nt #triangl es: vector<triangle_t>* = null +R2: doubl e #maxT: 1] oat
: #f acesuv: float * = null ﬁgﬁgik-cggfgrtt
+aut oSnoot h(angl e: fl oat): void dedif: float
il #1 OR. fl oat
#nods:. vector<nodul ator _t>
triangl es +addNbduIator(nnd:n?fulator_t): voi d
photonLight t
Znoh — nods
photons: int
#pow. fl oat
#color: col or t ’
#rom vector3d t trian@le t ’*
+a: vector3d t * = modulator_t
+b: vector3d_t * #col or: fl oat
+c. vector3d_t * #specul ar: fl oat
+na: vector 3d_t * #hard: fl oat
tnb: vectordd t * #transmi si on: fl oat
+nc: vector3d_t #refl ection: fl oat
tuv: float * = null #si zex: fl oat
#normal : vect or3d_t #si zey: fl oat
+get Surface(h:vector3d t,d:float): surfacePoint t #si zez: fl oat
#node: 1 nt
#tex: texture t *
+nodul ate(C.color t & S:color t & H color t & sp:surfacePoint t): void
+nodul ate(T:color t & R color_t & sp:surfacePoint t): void
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t ex
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texture t

+get Col or (sp: surfacePoint _t): color _t
+get Fl oat (sp: surfacePoint _t): float

textureCheck t

texturedpeg t

#1 mage: cBuffer t
#fi1 |l enane: char *




