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1. Which research area(s) is a match for the project(s) you are interested in? 

My project is associated most strongly with the computer graphics

research area. 

2. Within the above research area(s), locate a project(s) that is similar to your interest. 

· Title of the project(s): 

“Real-Time Reflection Mapping with Parallax”

· Abstract of this project (describe in several sentences the focus and goal of the project(s)). 

The goal of the project is to achieve real-time reflection mapping with parallax effects without decreasing frame rate via direct interaction with the graphics hardware. The project uses 4D light fields to replace the commonly used 2D environment maps. The idea is to compress and store light fields in the texture memory of the graphics hardware for optimal speed.

· What is the analysis being done, how is the project analyzed for success? 

Several reflection algorithms are evaluated in the following areas: possible reflection types (distant, near, touching, self), texture storage requirements, GPU computational complexity (on vertex and pixel levels), environment geometry requirements, and preprocessing costs for dynamic reflectors and dynamic environment geometry. The project's success is measured based on speed and appropriateness for current graphics hardware.

· What are the results and conclusions? What are areas for continued research? (if this can be determined) 

The results were positive, in that the algorithm can be considered a notable improvement over earlier methods. The parallax effects contribute to the increase in photorealism, and the speed of the algorithm is better than that of other improvements to environment mapping, albeit at the cost of a larger memory requirement and more preprocessing time.

· Link to this project(s) and to the paper (if a link exists to the paper): 

http://groups.csail.mit.edu/graphics/pubs/i3d05_realtime_reflection.pdf
http://people.csail.mit.edu/jingyiyu/I3D.html

3. What software (computer languages) was used in this project you've found (if this information is available. 

POVRay was used for preprocessing, DirectX9 and HLSL were used for rendering. The simulation used an ATI Radeon 9700 Pro GPU with 128MB of RAM. The programming language is not specified.

4. What software (computer language(s)) do you expect to use in your own project. 

I expect to use C++ for the majority of the code, perhaps with some sections done in assembly. I will use OpenGL for rendering. I may use Blender for the creation of models.

