Using the GraphicsTemplate provided, write a program to implement Blinns Fake Shadow casting algorithm (1988). Output to the console window all 3D coordinates of the projected shadow – e.g. all vertices used to generate the shadow (red dots) on the ground plane. Allow the user to select one of the following objects to use in the application: Cube, Sphere or Torus.

[bookmark: _GoBack]You are given 30 minutes to download and familiarize yourself with the GraphicsTemplate program and a further 2 hours to implement your shadow casting algorithm.
[image: Two Shadow Rendering Algorithms]
image1.gif




