Assignment #1 – Fishtank VR
CIS4930/6930 (Section 5694/3947) – Design and Creation of Virtual Environments

Part A & B Due: October 4th, 2005 (Tuesday – 5 PM)
Part C Due: October 18th, 2005 (Tuesday – 5 PM)
Build a VE, render it in stereo, and control the viewpoint using non keyboard/mouse/joystick 
(15 percent of total grade)
Step A. Building a VE (15 points)

The first step is to create several models with a modeling package (any one you want).  The department has licenses for commercial grade modeling packages: 3D Studio Max and Maya.  These require a substantial amount of learning and expertise to use efficiently – give yourself EXTRA time.

The overall quality will be factored into the overall grade.  Your objects must involve a variety of different features and objects being used, including different shapes, textures.  In your report, explicitly state what specialized tools/objects you used in creating your models.  
Graduate student additional requirement: The VE should include basic physics.

Questions on whether what you’ve done is sufficient?  Please show me (in person/email attachment/etc.)

Step B. Rendering the Models in a rendering engine in stereo.  (35 points)
You can write your own engine, use a commercial one, or use the class provided engine. We have available SVE (Simple Virtual Environment), created at Georgia Tech.  SVE reads in .obj files.  If you are using 3D Studio Max, I know you need to use a package called Deep Exploration (the department has licenses) to convert the files into .obj format.  .obj files are pretty common, and I suggest using that.
Take your models created in step A and render the scene in stereo (red/blue glasses will be provided, you can use any stereo method).  You must be able let the user adjust the, and calibrate for their, inter-pupilary distance (IPD).  

For this stage, you can incorporate models you’ve found on the web, but you must EXPLICITLY denote which models YOU’VE CREATED and which models YOU’VE DOWNLOADED.
Graduate student additional requirement: Implement an additional rendering mode, such as self-shadowing, cartoon rendering, pen-sketch, lens warping, etc.
Step C. Control the viewpoint by tracking the user’s head (35 points)
Head tracking should include 2 DOF.  This can be done using OpenCV and its incorporated headtracker, ARToolKit, class provided color marker tracking (if there is demand).
Graduate student additional requirement:  The head tracking should include 3 DOF.  
The last 10 percent is based on the addition of features you find interesting.  Adding more ‘cool stuff’ will increase your grade.  The more you add, the better your grade.  

Suggested additions:


Dynamic lighting


Multiple animated objects


Digital character


Audio


Dynamic textures


Bump mapping, advanced shading

Deformable objects


Graphics User Interface


Advanced Interaction


Make a game

Each of the above sections will be graded: 75% completeness, 25% quality.

Turn in  (5 points):
Write a report (no longer than 1 page) detailing the scene you created, and how to run your program.   (2 points)

Create a webpage for your project (3 points).

Turn in your executable and a .zip of your code via weblink (I’ll download it and save it).

Show your resulting program to Wang and myself on the due date 

LATE POLICY:

For every day that Part A+B is late, you will lose 10 points for that section

For every day that Part C is late, you will lose 10 points for that section
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