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FINAL GRADE

61/100

Shader Development- By Mateusz Jadasz
GRADEMARK REPORT

GENERAL COMMENTS

Instructor

The similarity score is due to reuse of boiler plate 
framework code and generic  library function 
calls.  No issues here.

Code compiles and executes.

Your code shows textured objects on separate 
cubes - ok. 2  separate effects used, thresholding 
and a colour transform.  Good.

Code framework reuse in evidence and discussed 
in report. ok.

The colour inversion is straightforward - did you 
consider a more complex mapping perhaps, or 
instead, the use of more elaborate kernels and 
convolution for example?

A part of your review section focuses on a review 
of individual texts, etc. Instead you should review 
related work that can inform and guide your 
research and allow you to present to the reader an 
informed review of the state of the art of graphics 
using GPUs.

Essential ideas and concepts, nevertheless 
identified.  Some could be more detailed.  Any 
omissions?
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