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Project Ideas

1. www.gamasutra.com

2. developer.nvidia.com/gpugems
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http://www.csc.kth.se/~chpeters/ESAL/



Embodied Social Agents
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Crowds
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Crowds
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Procedural Generation

2017 Email: chpeters@kth.se http://www.csc.kth.se/~chpeters/projects.html

• Generate building faces (Müller et al. 2007), street regions (Vanegas et al. 2012) 
and cities (Parish & Müller 2001) according to sets of rules

• Primarily concerned with the automatic generation of building, street and city 
geometry

• Challenging to enable easy user control and to create a mix of styles

Parish & Müller 2001Vanegas et al. 2012
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Simulation and Rendering of Crowds

2017 Email: chpeters@kth.se http://www.csc.kth.se/~chpeters/projects.html

• Enable large crowds of characters to walk together at high densities and to be 
rendered in real-time

• Simulation: Hybrid flow simulation and steering model (Narain et al. 2009) 
• Imposter rendering: Complex 3D meshes are rendered from different camera 

angles as 2D sprites (Dobbyn et al. 2005)

Narain et al. 2009 Dobbyn et al. 2005
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Perception of Characters and Crowds

2017 Email: chpeters@kth.se http://www.csc.kth.se/~chpeters/projects.html

• How do people perceive different rendering styles for virtual characters 
(McDonnell et al. 2012) and at what point can we no longer identify clones in a 
crowd (McDonnell et al. 2008)?

• The above involve designing/doing user studies with participants 
• Rendering styles: What impact do they have on our impressions of character 

emotions, behaviour and uncanniness?
• Clones: Only need to use the minimum amount of geometry necessary to represent 

a plausible crowd

McDonnell et al. 2012 McDonnell et al. 2008
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Controlling Animated Characters

2017 Email: chpeters@kth.se http://www.csc.kth.se/~chpeters/projects.html

• From controlling the gaze movements of humanoid characters (Andrist et al. 2012) 
to creating behaviour and cognitive models of control that can drive them (Funge et 
al. 1999).

• Physical, behavioural and cognitive control: cognitive control as the apex of the 
computer graphics modelling hierarchy

Funge et al. 1999Andrist et al. 2012
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Project Steps

1) Form groups (where desired)
2) Initial specification (+submit)
3) Feedback and iterate
4) Start blog
5) Implementation
6) Submission

Continue to work on your specification 
between steps 2 & 3

• Prototypes, feasibility
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Forming a Group?

Recommend max. group size of 2
Your choice
Post a message on KTH Social or go to 

lab session to find project partner
Recommendation: 
Do the above as soon as possible!
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Specification Contents

1. Grade you are aiming for
2. Some background to the area/problem
3. Implementation specifics (as many as possible)

Technologies, problem, constraints/delimitations
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Technologies (top-down)
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4K Screen, HTC Vive, Oculus Rift, Tabletops, Kinects, 3D Printer …



Specification Contents

1. Grade you are aiming for
2. Some background to the area/problem
3. Implementation specifics (as many as possible)

Technologies, problem, constraints/delimitations

4. What final system will look like/do 
(include sketches if you like)

5. References (2-3)
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Specification Contents

6. Potential risks/challenges 
And how they might be avoided/minimized

7. Idea for a perceptual study
How could perception and interaction relate to your 
project? One paragraph.

8. Link to blog containing first blog entry
Hint: your specification and a representative image can be 
your first blog entry
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Specification Submission

Submit through Canvas
• Only one group member needs to 
submit on behalf of the group

• Must communicate feedback/results to 
others

• Clearly label group members (names, 
email addresses) on specification

• Deadline: as soon as possible!

Example (detailed) specification…
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The blog
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Implementation Phase

Critical phase in the project
Things will go wrong

Your specification will likely change
Your whole project idea may change

Attend the lab sessions in order to:
Do group work together
Get feedback and guidance

You will need to be proactive and ask
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Project Submission

Final Deadline:
Friday 25th May 23:59 Stockholm

Submitted to Canvas as an archive (.zip)

Contents: 
1. Report
2. All implementation source and asset files
3. Project specification
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Project Report Contents

1) Group member names, IDs and emails 
addresses

2) Link to your blog
3) Grade you are aiming for in the project
4) Implementation background and description
5) Screenshots
6) For grade ‘A’: description of related perceptual 

study
7) Description of what each group member did
8) References

Formatting: ideally Latex (esp. grade ‘A’)
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Project Report Example
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Example User Study

Exjobb on subdivision surfaces
Please try (and complete!) it:
https://goo.gl/forms/lkxBwx2sWa5ofjKa2
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Example Final Demo



Assessment

• Exam (replaced by project)

• Project
Individual or group project (1-3 members) 
on a topic related to computer graphics and 
interaction
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Grading

• To pass:
– Labs are P/F
– Must do all the labs and a small project

• Labs: Lab 1 + one of the lab tracks
• Example small project: extend the labs 

(the lab tasks contain suggestions)
• Grade D

• To excel:
– More substantial projects lead to higher 

grades
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Important!

• Please let us know if you need your 
official grades by a certain date!

• Include a message in the Canvas 
submission when you make it

• Also include a message at the start of 
your report

2018



Coming Up Next

Guest Presentations:

Karl Arvidsson
KTH Master student
EA DICE
Topic: Real-time deformation simulation

Petter Lundahl
KTH Master student
ESAL
Topic: Anomalies in crowd simulation
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