
2017/2018, 4th quarter 

INFOGR: Graphics 

Rasterization - RETAKE 
 
Author: Jacco Bikker 
 

 
The assignment: 

The purpose of this assignment is to demonstrate your skills in rasterization in a small amount 
of time. For this assignment you must work alone. Follow the instructions carefully. 

 

Overview 

Your assignment is to build a particle effect, based on the P3 template from the website. The 
scene must remain unaltered, i.e. there is a teapot and a plane spinning in front of the camera. 
From here, add the following: 

1. A camera that can be translated using ASDW and rotated using the cursor keys. The 
translation must be correct for the current camera orientation, e.g. when the camera is 
looking along the x-axis, moving left and right translates along the z-axis. 

2. The particle effect. Create a spawn point above the teapot, and make it spawn a new 
particle every frame. The particle starts with an upward velocity, but attracted by gravity, 
it soon starts falling down. At the height of the floor plane, it bounces once. When it 
reaches that height again, the particle gets respawned. This youtube demonstrates the 
intended effect reasonably well: https://www.youtube.com/watch?v=6PkjU9LaDTQ . 

 

Grading 

You score a 6.0 for this assignment if the program meets at least the following requirements: 

▪ The program is based on the original P3 template, and the particle effect is implemented 
using OpenGL via OpenTK. 

▪ The camera works as described in the overview. 
▪ The particle effect consists of at least 128 opaque particles, which bounce once at the 

height of the floor plane. Any other collisions may be ignored. 

 

Extra points 

You can score additional points by implementing additional features. 

▪ For one extra point, replace the particles with translucent particles for which depth 
ordering is irrelevant. Things like magically glowing flakes will work. 

▪ For an additional extra point, replace the particles with translucent particles for which 
order does matter, for example smoke. Make sure the particles appear on the screen in 
the correct z-order. 

▪ For one extra point, spawn a very large number of particles, let’s say 64k+. Adjust the 
effect so that it doesn’t fill the entire screen with one solid color. 

https://www.youtube.com/watch?v=6PkjU9LaDTQ


▪ For two extra points, replace 8 particles with light sources that illuminate the teapots 
and the floor. 

 

Deliverables  

A ZIP-file, containing: 

1. The contents of your (cleaned) solution directory 

2. A read-me (in the .txt file format) 

 

The contents of the solution directory should contain: 

(a) Your solution file (.sln) 

(b)  All your source code 

(c)  All your project and content files 

 

The readme file should contain: 

(a) A statement about what bonus assignments you have implemented (if any) 
and related information that is needed to grade them, including detailed 
information on your implementation. 

    (c)    A list of materials you used to implement the rasterizer. If you borrowed 
             code or ideas, make sure you provide a full and accurate overview of this. 

 

Mode of submission 

Send your submission to bikker.j@gmail.com before Thursday July 12, 23:59. It will be 
graded on July 13, which is the last day of the retake week. Note: no extended 
deadlines! 

 

That’s all, have fun, make something beautiful. 
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