Omar Gudino and Charles Balangon

November 6, 2003

Final Project Proposal

Title:  UCSD 8 Ball Shoot Out!
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Cue up for a shoot at big Joe.
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Objective: 

This will consist of a user interactive game where the user plays a game of pool. The player will be able to aim and shoot the balls with a line pointing at the trajectory of the cue ball. A power will also be available to shoot the cue ball at different speeds.  The Pool Table Game idea will show many of the things that the final project should involve.  For example clipping planes, modeling of the table, balls, cue stick, animation, colors, lighting/shading, and user interaction.  We would also use things maybe like texture mapping for the balls. And the pool lights. Since we haven’t learned it maybe we can get brownie points for having a cool looking project =Þ   Edge detection, or “clipping,” will be used for the bumpers of the table and the position of the animated shot of the player “shooting.” The physics of the balls will have to be included of course.  As we develop the game more ideas may come to mind.  Any input will be beneficial thank you. 

Description of the scene or animation:

The scene can be set anywhere you can see what the jist of the game will entail. User interaction will be using the keyboard and the mouse.  This will be to position the Player and to input the player names. Maybe the clicking and holding a button can move a power bar to make the game a little more challenging for the user.

Anything else?: (sketches, concept drawings, flow diagrams, etc)  

Grading policy:     as long as we get something that looks like a pool table we get an A hehe j/p
Overall procedure:   

Model balls

Model Table
Model Player
Model Cue Stick
Create all Textures
Texture Map all objects
Create Physics for multiple ball collisions (no more than six)
Create Physics for bumpers
create lines for cue ball direction
Create GLUI for selection of power and position and to turn off/add different elements
Create Rules for game


  Another suggestion on next page

Title:  Off Road Vehicle Suspension Articulation





Objective:  To show the suspension movement of a vehicle going though different terrains.


Description of the scene or animation:  

The scene can be user selected being a terrain.   The terrain can be from mud, sand dunes, or boulders and ruts on a hill.  For all terrains, the scene can be drawn at random.  In terms of the hill with boulders, rocks, and ruts, there can be various obstacles of random size and random position.  In terms of sand dunes, there would be random hills of random hill gradients.  The camera can be positioned at various positions.  One would be the rear of the car to show the suspension at work, the focus of our project.  It will include shocks, springs, tires, a chassis, strut bars and everything.  Other views would include a driver/passenger view, a frontal view, and a side view, and (maybe) a suspension view to see how the suspension moves up and down.
Any other features you plan: for example, user interaction


User selects the terrain.  User would also select the speed of the vehicle (for bigger and better jumps!).  User (maybe) would also choose spring and shock settings (see Rancho RS9000X shocks at (www.gorancho.com/Flash_RS9000X.stm)

Grading policy: 

Overall procedure:
Model Parts

Model Individual Terrain Pieces (esp rocks)

Devise shock/rebound equations

Friction equations, boulder height detection, ect

Model ground for each case

Do glui user interface



Feedback:

Option two is better, since there are many people who have suggested a pool table.  This will be more unique, and challenging.  You will also have the opportunity to incorporate some dynamics equations, though that may be the most challenging part of this animation. Perhaps a few viewports, one which shows the parts spinning slowly above the vehicle would be good.  You could click on a part, then change some values in a GLUI window.

