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Michael Johns – 84%
Excellent effort made to complete all aspects of this assignment. Four shaders have been written to handle the blinn-phong illumination of the scene, halftone rendering and FSAA implemented. Very good effort.

Zach Port-Lincoln – 40%
Failed to attend demo. An attempt appears to have been made to write three shaders. Student failed to successfully integrate any of these into the main program. Generally a very poor effort has been made to satisfy the brief.

Ethan Randell – 30%
Failed to attend demo. Very limited code submitted. Very poor attempt made to integrate a shader within the graphics application. Very little understanding of core concepts evidenced within code submission.

Andrew Humphreys – 68%
Very good effort made to attempt all aspects of the assignment. Three shaders have been written to handle the illumination and halftone shading elements of the assignment. Final output has some issues that create a type of toon-shading effect. Although this is nice - it is not what was asked for in the assignment. Possibly due to a rounding error and/or failure to clamp colour values between 0-1 within the halftone shader?? Overall, a very good effort made.

Rhiannon Thomas – 51%
Two shaders attempted: Bling-phong illumination and the halftone renderer. The average intensity value shader has not been attempted.
The bottom right hand pixdel intensity value has been used instead of the average intensity values for all pixels within the grid.

George Thomas – 76%
A Blinn-Phong shader has been written to handle the illumination / rendering of the scene. Some minor issues with the specular highlights noted - minor issue.
A second shader has been written to calculate the average intensities, with the resulting value being stored in the bottom right  hand pixel location.
A final shader has successfully been written to handle the halftone shader. - good effort made here.
