Description of the files in the project

Raytracer.h : contains the declaration of the raytracer class,which is the main work horse of the raytracer.its constructor is used to initialize various values like background color,camera position,focous point,up vector etc.If u want to change the camera position or the background color you can do so here.
Raytracer.cpp: Contains the implementation of the functions declared in the raytracer class.
> void set_up() : This function initializes the objects and lights in the scene.If u want to change the position of the objects and lights in the scene,you can do it here.
> void viewing() : This gets called after setup(),it calculates the various screen coordinates values,including the size of  each pixel on screen,and the coordinates of the first ray passing through the top left most pixel in the defined screen.This will be later used to generate the rest of the rays into the scene.
> color get_intersection(int source) :This function does the job of calculating whether the ray intersects with any of the objects in the scene.If so returns the color of the object at the point of intersection.Otherwise it returns the background color.This function is called for each ray.
> void shade(xyz *hit_point,xyz *ray,xyz *normal,surface *surf,color *color1,int object_hit,color* spec_color) :This function calculates the color of the object at the intersection point,this function is called from within the get_intersection() function.
Objects.h : contains the declaration of an abstract base class named 'object'.This class cannot be used as it is.The 'object' class has to be inherited by other classes like the 'sphere' class that actually implement the functions for calculating  the intersection point and and the suface normal .New primitives can be added all the time just by implementing the virtual functions defined in the 'object' abstract base class.This feature of c++ makes it very easy to add new primitive types without altering the basic raytracer code.
Objects.cpp : contains the actual implementation of the functions and classes declared in object.h
Lights.h : very similar to objects.h in structure.Contains a 'light ' abstract base class,that can be overriden to implement different types of lights that can be used in the scene.
Lights.cpp : contains the actual implementation of the classes and functions declared in lights.h,contains implementation for area lights and point lights.
Datastructures.h : contains the declaration of the 'xyz' class that is used to store the vector and point type data. It also contains the declaration of the color class thatstores the color information.
Datasturcutess.cpp : contains the implementation of the classes declared in datastructure.h
Texture.h : contains the declaration of texture class that contains all the texture related functions.
 Texture.cpp : contains the implementation for reading a TGA texture image and it also implements a bilinear filter.

 

