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AGI15 Calendar: link 
• Mon 31 aug 15:00-17:00 Lecture 1 – Introduction 
• Tue 1 sep 13:00-17:00 Lecture 2-3: Forming Groups and Brainstorming 
• Mon 7 sep 15:00-17:00 Lecture 4: Proposals 
• Thu 10 sep 10:00-12:00 Lecture 5: Discussion based on Proposals 
• Mon 14 sep 15:00-17:00 Lecture 6: Hello World Demos 
• Thu 17 sep 10:00-12:00 Lecture 7: Discussion based on the Hello World Demos 
• Tue 22 sep 10:00-12:00 Lecture 8: Preparing ForskarFredag 2015 
• Fri 25 sep 8:00-16:00  ForskarFredag 
• Mon 28 sep 15:00-17:00 Lecture 9: Reflecting on ForskarFredag 
• Mon 5 oct 15:00-17:00 Lecture 10: Agile Development 1 towards Comic Con - Gamex 2015 
• Mon 12 oct 15:00-17:00 Lecture 11: Agile Development 2 towards Comic Con - Gamex 2015 
• Fri 30 oct 9:00 – Sun 1 Nov 16:00 Comic Con Gamex 
• Mon 2 nov 15:00-17:00 Lecture 12: Reflecting on Comic Con Gamex 
• Tue 3 nov 13:00-17:00 Lecture 13-14: Forming new groups and brainstorming project 2 
• Tue 10 nov 10:00-12:00 Lecture 15: Proposals Project 2 
• Tue 17 nov 10:00-12:00 Lecture 16: Hello World Demos for Project 2 
• Tue 24 nov 10:00-12:00 Lecture 17: Agile Development 1 for Open House 
• Tue 1 dec 10:00-12:00 Lecture 18: Agile Development 2 for Open House 
• Fri 4 dec 15:00-19:00  VIC AGI15 Open House 
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Agenda 
1. Hopscotch demos 
2. Deliverable Oct 23 
3. Results from Assignment 2 
4. Logos and Posters 
5. Next phase development (quickly fix interaction problems and focus on advancing the 

graphics) 
1. Special Effects 

1. Particle Systems 

2. Rendering quality 
1. Un-Aliasing 
2. Shadows 
3. Reflections 
4. Refractions 

6. Focus on your own goals 
1. Make feature that is: 

1. Non critical 
2. Independent 
3. Focused on your learning goal 
4. Easily integrated 

7. FB questions 
8. Next Lecture 
9. Schedule individual group meeting 
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Hopscotch 

2015/10/05 AGI15 - L10 4 

https://www.gethopscotch.com/


Is this AGI? 
• Why? 

– Flexibility 
– Freedom of creation 
– Interaction can be gesture- and sound-based, but not experimental enough to 

have to deal with noise (like you do in your projects) 

• Why not? 
– Fixed (limited to certain controls and graphics) 
– No cool shaders 
– Plugins? 
– Limited ability to mathematically model simulations of light interacting with 

complex objects (this is the core of modern advanced computer graphics). 
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Remember: Deliverable Oct 23 
• Webpage with: 

– Description 
• Goal and motivation of the project 
• Explanation and Justification of the graphics and interaction 

technologies used and developed 
• Challenges 
• Obstacles 
• Related work 
• Lessons learned 

– Look at AGI14 web pages 
– Photos 
– "Making of" documentary (2 minutes) 
– Demo Reel (30 seconds) 
– Optional PR material (logo, trailer, flyers, posters, catalog) 
– User testimonials (what did people say) 
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https://www.kth.se/social/course/DH2413/page/agi14-vic-kth-open-house/


Remember 
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For example… particle systems 
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Particle Systems 

• Original Paper 

– Particle Systems A Technique for Modeling a Class 
of Fuzzy Objects 

– ACM SIGGRAPH 1983 

– William Reeves 

– Let’s read the paper 
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http://www.lri.fr/~mbl/ENS/IG2/devoir2/files/docs/fuzzyParticles.pdf
http://www.lri.fr/~mbl/ENS/IG2/devoir2/files/docs/fuzzyParticles.pdf
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Demo 
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http://www.youtube.com/watch?v=Qe9qSLYK5q4


Paper’s Abstract 
• Model fuzzy objects 

– Fire 
– Clouds 
– Water 

• Particles = primitives of a volume 
• Shape  of volume is non-deterministic (stochastic) 
• In time: 

– Generated 
– Move 
– Change 
– Die 
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Model (Algorithm) 

1. Generate new particles 

2. For all particles 

1. Assign individual attributes 

2. If too old, kill 

3. Else, transform = f(dynamics) 

3. Render image of living particles 
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Exercise 

• Simple Particle System 
– Link 

• Understand Code 

• Modify to 
1. Simplify to one particle 

with simple trajectory 

2. Add physics like wind 
and gravity 
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http://processing.org/learning/topics/simpleparticlesystem.html
http://processing.org/examples/simpleparticlesystem.html


Example of particle systems 2015 
video 
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https://www.youtube.com/watch?v=6naNA2sle98
http://dl.acm.org.focus.lib.kth.se/citation.cfm?doid=2809654.2766983


Task 
1. Next phase development (quickly fix interaction problems and focus on advancing the 

graphics) 
1. Special Effects 

1. Particle Systems 
2. Mathematically model simulations of light interacting with complex objects … 

2. Rendering quality 
1. Un-Aliasing 
2. Shadows 
3. Reflections 
4. Refractions 

2. Focus on your own goals 
1. Make feature that is: 

1. Non-critical 
2. Independent 
3. Focused on your learning goal 
4. Easily integrated 
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FB questions 
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What to deliver? 
• Freedom to fail 
• Show work 

– Research 
– Paper reading and understanding 
– Development 
– Integration 

• Write a short individual report (?) 
– At most 

• 1000 words 
• 3 references 
• 3 figures 
• 1 video-figure 

• If working, working code 
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Ahead of you 

• Phase 1 – fix interaction issues and work on 
core graphics together 

• Phase 2 – research and propose a feature that 
works independently from the rest of the 
project and implement a simple version of it. 
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Example work plans from AGI14 
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• The following are plans made between 
ForskarFredag and Comic Con… 



2Pacs 

2015/10/05 AGI15 - L10 20 



YA3 

2015/10/05 AGI15 - L10 21 



Pod Racer 
• Focus on the graphics 

– Fire 
– Electricity 
– Dust 
– Pseudo-realism 
– Advanced effects 
– Avatar with arms controlling the pod 
– Visualization of engine thrust 
– Map? 
– Virtual arrows? 

• Sound 
– Location? 
– Special effects 
– Sound track 

• Expert: Roberto Bresin 

– You may justify spending time on good sound by calling it 
”advanced interaction” but I will not force you to do it. 

• Change track 
• In-game tutorial 
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Space Survival 
• Controls 

– Hard 
– Confusing 
– Vertical thrusters 

• In-game tutorial 
• Self-localization 

– Map? 
– Virtual Arrows? 
– On avatar’s body?! 

• Space dust – speed and direction 
• Look at 3D movie creation – layering 
• Sound in helmet 

– Sonification 
– Early warning 
– Communication with ground control, mission command, or space craft 
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Next week 
• Planning Comic Con Gamex (45 minutes) 

– Logistics 
– Schedules 
– Space 
– Furniture 
– Posters 

• Presenting updates on projects (45 minutes) 
– Group Goals 
– Individual Goals 
– Schedule 

• Set up individual meeting with me 
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marior@kth.se 

Thank you! 
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