 

Formation Stage I: Progress Report 

Task #1: Formation of the scenario: 

· Please describe your scenario of the 3D game and how it can meet the following two requirements. 
1. Requirement 1 (Dynamics in the environment): You should have two or more bouncing balls in the virtual environment to interact with the user in some way(s). For example, one of the bouncing ball may represent a bomb, and a bomb hitting the user may mean end of game. Maybe the user can fire a bullet (as another ball) may destroy or deflect the trajectories of the bouncing balls. Maybe the user represented as a flat object can move around to hit the bouncing balls to deflect the trajectories of the bouncing balls and to direct them to hit some target. Or maybe the user on a spacecraft represented as a bouncing ball can press the keys to fire up its engine in a burst in certain ways to change the direction and the speed of movement to capture the bouncing balls for credit, and so forth.
2. Requirement 2 (Rewarding mechanism in the environment): Your virtual environment should have a mechanism for rewarding or encouraging the user for exploring the environment. For example, capturing a bouncing ball may end in certain credit points, firing the engine for a burst may consume some points, and successfully docking the ship at some point may lead to a promotion to the next level of game, and so forth.

Task #2: Implementation of a prototype: 

· Amount of time spent for the implementation of the prototype:
· User Interface and Commands: 
Please describe the details of how the user can interact with the virtual world through the keyboard and the mouse. 
· User feedback: Find someone to play with your program and write a paragraph of their comments on their experiences at least a classmate, a friend or family. 
· Reference: Provide a complete list of all code segments adapted from examples or code in the public domain and acknowledge all the people involved in the coding, debugging, and testing of your program. 
· Permission for accessing the executable: Write down some statements about whether you permit the department to post your executable as a demo example or a link to your own site to get to your executable for future prospective students or students in the computer graphics class. 
· Self-evaluation of the prototype you have implemented so far: 
Very succinctly describe (i) to what extent your prototype has implemented the game scenario in Task #1, (ii) what features in the scenario are still missing in the prototype, and (iii) provide a list of known bugs or flaws (if any) in your prototype. 

Give yourself points based on the following 0-6 grading scale: ______  Points. 

0. Nothing done. 

1. Source code is completed but the code fails to compile successfully. 

2. Source code can compile and do something required, but has serious bugs or miss a couple of key features. 

3. Source code can compile and do most of the features required, but has many minor bugs or miss a key required feature. 

4. Source code can compile and do all the features required, nearly fully functional, only 1 or 2 very minor bugs. 

5. Source code can compile and do all the features required, fully functional, no bugs. 

6. In addition to the points received according to the rubrics above, get one more point if 
a. a peer reviewer has played with your prototype to provide feedback, and 
b. the source code is well indented and commented to make it visually very readable. 

