CSC 476 – Initial oral game report assignments (may vary depending on announcements)

	Date
	Student
	topic

	4/8
	Alan Palmer
	texture-synthesis/acquisition

	4/13
	Marc Malabanan
	normal mapping

	4/13
	Dat Phan
	Billboard explosions

	4/13
	Neal Terrell
	Game physics (topic of your choice please specify)

	4/15
	Sean Graham
	Shadows (projection)

	4/15
	Kris Yano
	Vertex buffers

	4/20
	Bryan Austin
	Shadows (volumes)

	4/20
	Omar Megdadi
	Lighting (any effect of your choice please specify)

	4/27
	Chris Leighton
	environment maps (cube or other)

	4/27
	Dustin Anderson
	bump mapping

	4/29
	Mike Gilbert
	Nice water

	4/49
	Mike Patterson
	mip-mapping

	5/4
	Shane Lile
	fire

	5/4
	Nick Burns
	Cloth simulation

	5/6
	Michael Jew
	Particle systems

	5/6
	Stephanie Fontecha
	Plants/Trees (please specify)

	5/6
	Mike Stone
	Terrain (geomipmapping)

	5/11
	Ka-shing Chan
	Terrain (satellite or other data)

	5/11
	Stephen Brown
	Crowd behavior/flocking

	5/11
	Daniel Nutting
	Snow/rain

	5/13
	Mike Porterfield
	Vertex & Pixel  shaders

	5/13
	Bernie Nowel
	Destruction (please specify)

	5/13
	Jonathan Deklotz
	Parallax Mapping

	5/20
	Socrates Georgiou
	Destruction (please specify)

	5/20
	Ben Cervantes
	Transparency effects (types of blending and their uses)

	5/20
	Pete Lawrence
	Lens flare

	5/25
	Sean Pinto
	3d spatial Sound

	5/25
	Steve Lindberg
	Direct X vs. OpenGL

	5/28
	Christopher Johnson
	Game AI (history)

	5/28
	Jason Rickwald
	Hierarchical AI in games

	6/1
	Eric Kwong
	Cel shading

	6/1
	Gerardo Perez
	Game development pipeline

	6/1
	Brandon McHargue
	2D image effects (morphing etc., please specify)

	6/3
	Michael Fouquette
	Story

	6/3
	Jason Schachter
	AI design strategy

	6/3
	Dan Fake
	Facial animation


