
This project illustrates the material and rendering properties for
a raytraced gemstone. 

Open the Diamond.prj file in Animator 5.0

Go to  the Material Info window for the Diamond. Go to the
Transparency tab. The object is almost completely transparent,
the Refraction index has been set to 2.2 (the value for a carbon
diamond) and the Use Raytrace checkbox is on.

Go to the Reflectivity tab. The diamond is set to be 80% reflective.
This insures that rays that enter the diamond will bounce around
inside and the the diamond will reflect the world around it. Note
also the Use Raytrace checkbox is turned on for reflectivity.

Go to the Luminance/Glow tab. The glow mode is set to Glare
and the glow color is white. The amount slider is set to 1.0. 
Remember that the amount slider really acts like a threshold
setting when the mode is Glare. Glare causes glow to be added
only to regions whose intensity is at or above the threshold. In
our case, we want to add some extra white highlight to the 
hottest reflection and specular highlights.

The Diamond has been added to a set. The glow parameters
are set in the world object for this set.

The Diamond2.prj file has nearly indentical settings. The intensity
of the lights were lowered and the Glare threshold was also
lowered. You decide which you like better.
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