These archives contain tar files, with three implementations

of shadow volumes based on BSP trees. 

The programs must be run in an X11 environment.

Unfortunately there is no documentation!

As a user it is quite easy to work out how to use the code by following

the main*.c examples.

Generally, the philosophy is that corresponding to every type of 

concept (eg, a 3D view) there is an object (View) with a set of functions

contained in a file (view.c). Nearly all data structures are defined in

view.h and face.h.

The first bsptree.tar contains a basic "brute force" approach to finding

shadows.

The second svbsptree.tar contains an implementation of the Shadow Volume

BSP approach.

The third tbsptree.tar contains an implementation of Shadow volumes

using space subdivision (tiling).

You are welcome to use this code as you like with the following provisos:

The author (M. Slater) bears no responsibility for how it is used, and

does not offer any guarantees of correctness.

It must not be used for commercial purposes, commercial gain, or for 

military purposes.

If it is used in any research any publications relating to that research

should site these programs, and ideally the paper that followed from

them.
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This README must accompany all subsequent distributions of the code.

Mel Slater, 4th May, 1995.

