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Comments:

	Good overview of global illumination 

Main approaches detailed – with strengths and weaknesses of each.

Detailed ray casting approach required to implement ambient occlusion

Pharr’s approach – per vertex/triangle? Explained during Q&A - good

RUP detailed – not suitable for this project
SCRUM detailed – pros/cons – not ideal for individual developer

Solo Scrum - Selected – most appropriate for one-man project

Gantt chart produced with various sprints considered. Time allocated for leafrning new technologies – i.e. PS4 / PSSL Shader language 

Backup plan – using PC for initial development in case PS4 dev kit unavailable

Code snippets demonstrating ray cast functionality / intersection / bounding box functions

Comprehensive reference list included
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