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class Scene
Contains scene data & params
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classCamera

Controls pixel -> ray mapping

class Light
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Derived camera 1
classes: Pinhole, 1

thin lens (others?) |

class Object
Defines/holds scene geometry
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Contains color, pos, type of light
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I Derived classes like: 1
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1 class Background :
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Determines color of missed rays ]
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Derived classes,

j Point, spherical, quadl like constant, linear 1
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class Material
Base class for material types

Contains references to)

Inherits from base cIas;

Could contain referenc&to

LambertianMaterial
Class for basic ray traced
diffuse material type

class Group class Primitive
Container for multiple objects Base for single primitve objects
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! Derived classes, mainly : -, ¢, A
acceleration structures like: : ’ / I \\
' BVH, Grid, KDTree h .7 !/ .
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class Sphere class Triangle | class InfinitePlane
A basic sphere A basic triangle il A basicinfinite plane
|
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I Other primitives, perhaps 1
I cylinder, torus, disk,ora 1
I textured triangle ]
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ConstantColorMaterial | ¢ ;
Class for a constant color V4
Legend applied uniformly on obj. Vi
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! I Other materials, e.g., the
‘ 1 Ward or Ashikmin BRDFs,
AR 1 pathtracing-specific, etc.
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“ \\ RefractiveMaterial
Class for dielectric (perfect
“ refractors) materials.

ReflectiveMaterial
Class for perfectly reflective
metal-like materials
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