
























Learning Objectives 
3D modeling 

• Skeleton animation 
• Texturing 
• Modeling 
• Exporting into Ogre compatible format (integration with Ogre) 

 
AI 

• Intelligent agents 
• Perform decisions based on environment info 
• Attractive and Repulsive forces 
• Genetic algorithms for population generation 
• Character motion 
• Flocking algorithms 

  
 
Ogre Libraries 

• Terrain generation 
o Grass 
o Height maps 

• Camera 
• Environment effects 

o Animated skybox 
o Weather 

 
Main References 
Makino Kohji and Matsuo Yoshiki. Control of shape and internal movement of a 
homogeneous autonomous mobile robot herd employing simple virtual interactive forces. 
In SICE 2003 Annual Conference, volume 3, pages 2912–2915, 2003. 
 
Jyh-Ming Lien, O.B. Bayazit, R.T. Sowell, S. Rodriguez, and N.M Amato. Shepherding 
behaviors. In Robotics and Automation, 2004. Proceedings. ICRA ’04. 2004 IEEE 
International Conference, volume 4, pages 4159–4164, 2004. 
 
Craig W. Reynolds. Flocks, herds and schools: A distributed behavioral model. In 
SIGGRAPH ’87: Proceedings of the 14th annual conference on Computer graphics and 
interactive techniques, pages 25–34, New York, NY, USA, 1987. ACM Press. 
 


	777InterimReport.pdf
	Learning Objectives.pdf

