Week 2
Write a scrolling text message with your first and last name, basing your work on the example from Chapter 4 of your textbook. Your text message should start invisibly at the left side of the screen and continue to the right side. Once it reaches the right side, it should wrap around to the left again and continue. Add some code to control the speed of the text so it doesn’t move too quickly. Feel free to experiment with text moving diagonally, bouncing, etc. Submit a compressed folder that includes the project code and program along with the project files.
Week 4
Create a triangle strip array with four vertices that creates a pyramid. The pyramid should have one vertex as the top and the other three vertices creating the base. Shade the pyramid using texture mapping.

In order for your pyramid to appear correctly, your vertices need to be in the right order. DirectX uses "backface culling," where the "winding order" of each triangle alternates. For example, the first one will be drawn clockwise, the 2nd counterclockwise, etc. You can turn off backface culling with the call:

pd3dDevice->SetRenderState(D3DRS_CULLMODE, D3DCULL_NONE);

Otherwise, make sure your four vertices are in this order:
  1
3  2
  4 

This way, the first triangle will be clockwise (1-2-3), and the 2nd counterclockwise (3-4-1).  Study the sample code from Chapter 3 to help you solve this problem.

Submit a compressed folder that includes the project code and program along with the project files.
Week 5
Take the Chapter 7 Lighting demo, and modify the lighting parameters in the Lighting.fx file.

The code at the bottom of Lighting.fx is the function PS_Main(), which is the Pixel Shader, (as opposed to VS_Main which is the vertex shader and called first). Near the bottom is code that sets the color of each pixel (in hardware) based on the ambientColor, lightColor, diffuseTerm and specularColor.

For your assignment, in Lighting.fx Shader program, adjust the light position (lightPos value), specularTerm (currently set to 0.0), lightColor and other variables to make the 3 objects appear to be like Gold.

Note in the calculation of specularTerm, the number '25' is an exponent on the reflection of light to your eye, sort of like seeing a bright spot on the hood of a car on a sunny day. The bigger that number, the sharper the shiny spot. It's actually an exponent on a decimal number less than 1, so the bigger the specularTerm, the smaller the shininess number. So, play with that one too.
· 
Your Project 1 assignment will be due in weeks 8 and 9. It is suggested you begin reading the overview on the Project 1 tab under Projects this week, if you have not already done so.

Furthermore, it is suggested you begin collecting artwork for your project at this point. You will need an example of a planet in .obj mesh format, as well as two spaceship .obj meshes. If you are unable to find a planet mesh, you may substitute a primitive sphere and color it.
Week 6
In preparation for the final project, look on the web and find an appropriate object in the ‘.obj’ file format.  Read the object in and display it.  Rotate the object slowly on the y axis.  One of the best sites for free 3D models is turbosquid.com.  You may find that the selection of ‘.obj’ files is limited.  However, you can use a model in another format such as 3ds Max and convert it to a ‘.obj’ file.  Your best option for converting file types is a program such as the open source Blender 3D, available from blender3d.org.

Review the matrix transformation code from Chapter 6 of your text as a starting point for your mesh rotation.  Excellent tutorials on all sorts of DirectX operations are available at: http://www.toymaker.info.

NOTE: The .obj models are a long list of vertices, vertex normals, vertex texture coordinates and the faces which connect the vertices, normals and texture coordinates to form each polygon. Verify that the .obj files you found have multiple lines starting with 'v', which are the vertices, 'vn', which are the vertex normals, 'vt' which are vertex textures, and 'f', which are the faces (combining three vertices, vertex normals and vertex texture coordinates separated by forward slashes '/' to form each polygon).   The .obj file may not work if any of the long lists of 'v' (vertices), 'vt' (vertexure textures), 'vn' (vertex normals) and 'f' (faces) are missing.  In addition, the faces needs to be sets of 3, not 4.  3 vertices would form a triangle, but 4 or more sets of values would form a quad, which not all 3d graphics software reads.
· 
This week, you will create the 3D window and appropriate DirectX environment for your 3D demonstration. Place the planet model at the middle of the screen when you have managed to create the environment. For a full description of Part1 of your project, read Project1 under Projects. Your 3D demonstration will be due in week 8. As you work on your 3D model over the next few weeks, be sure to contact your instructor with any problems/questions you may have. Nothing will be due this week.
Week 7
Using the DirectInput code from Chapter 5, modify last week’s assignment to control your .obj file with the keyboard. Use the up and down arrow keys to control the speed of rotation. Use the left and right arrow keys to move your object horizontally. Submit a compressed folder that includes the project code and program along with the project files.
· 
This week, you will create the 3D window and appropriate DirectX environment for your 3D demonstration. Place the planet model at the middle of the screen when you have managed to create the environment. For a full description of Part 1 of your project, read Project 1 under Projects. Your 3D demonstration will be due next week. As you continue working on your 3D model, be sure to contact your instructor with any problems/questions you may have. Part 1 of this project is due next week. 
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