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Course Schedule 

1. Wed Sept 03 13-15 Lecture 1   Intro 
2. Fri Sept 05 15-19 Lectures 2-3   Group Formation and brainstorming 
4. Wed Sept 10 13-15  Lecture 4  Proposals 
5. Thu Sept 11 10-12 Lecture 5  Feedback on proposals 
6. Mon Sept 15 8:30-10 Lecture 6  Hello World! Demos 
7. Thu Sept 18 10-12 Lecture 7  Demo Day and ForskarFredag Planning 
8. Wed Sept 24 14-16 Lecture 8  Demo Day!!! 
• Thu Sept 25 16-20 Debaser Invation  Setup 16:00 – 20:00  
• Fri Sept 26 8-18 Debaser Domination ForskarFredag 2014!!! 
9. Mon Sept 29 8-10 Lecture 9  Reflections of ForskarFredag 
10. Wed Oct 8 13-15 Lecture 10  Agile Development  ComiCon 
11. Mon Oct 13 8-10 Lecture 11  Agile Development 2 
12. Wed Oct 15 13-15 Lecture 12  Aglie Development 3 
• Wed Oct 29 16-23 Kista Mässan Invation Setup 16:00 – 23:59 
• Thu Oct 30 -Sun Nov 2, 9-19 Kistamässan Domination COMICON 2014!!! 
13. Tue Nov 4 10-12 Lecture 13  Reflections on ComiCon 
14. Wed Nov 5 10-12 Lecture 14  New groups 
15. Fri Nov 7 15-19 Lectures 15-16  Epson Moverio Workshop 
17. Tue Nov 11 10-12 Lecture 17  Proposals 
18. Tue Nov 18 10-12 Lecture 18  Feedback on proposals. Early hello world dem os 
19. Tue Nov 25 10-12 Lecture 19  Hello world !demos 
20. Tue Dec 2 10-12 Lecture 20  Demo Day!!! 
• Thu Dec 4 15-18 VIC Invation  Prepare Open House 
21. Fri Dec 5 15-19 Open House  AGI14-VIC Open House 
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Demo: Schedule 

1. Pod Racer    14:15 
Context switch 10:35 

2. Space Survival   14:40 
Context switch 11:00 

3. 2Pacs    15:15 
Context switch 11:35 

4. YA3     15:40 
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Mario’s Feedback to Pod Racer 
Your game is exceptional and looking at people play is fantastic. I am 
dying to try it myself. You will receive very valuable feedback from the 
audience. Be mindful. Yet, you already know that you need more 
balancing in your game. Your walls need to push back with subtle 
haptics and with special visual and sound effects. You need a sound 
track and some level of sound effects. We will consider the sound and 
haptics as part of the interaction of your game, but, I, as well as you, 
would like to focus on the graphics. I want to push your graphics as far 
as they can go. I would like to start with motion blurring, de-alising, 
atmospheric effects, and particle systems for dust and fire. That should 
keep you busy. Let's see what else we learn tomorrow. Grade: Pass 
with Honors (5/5). Great work! 
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Mario’s feedback to Space Survival 
I am dying to try it! From what I observed, people are fully immersed in your 
experience. Congratulations! You are well on your way of achieving your goal of full 
embodiment and immersion. I also liked your graphics. I want you to observe people 
closely tomorrow. When are they lost? When do they have it? When do they loose it 
after they had it? Again, you may be very close to perfecting your interaction 
mechanisms. This frees you to explore other interaction modalities and, of course, 
complex graphics. First, I would like to hear the sound of things bumping into the 
character's body and helmet and his/her breathing. Next, I would like to explore the 
complex interactions between asteroids. Then, I would like to see gasses in space. A 
ruptured oxygen tank, for example, would be fantastic. Also, some light scattering in 
the atmosphere on earth below. Those are the kinds of explorations we can have. Be 
mindful of your audience on Friday. Grade: Pass with honors (5/5). Great work! 
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Mario’s Feedback to 2Pacs 
Your game is working well. Congratulations! It is a bit too difficult to begin with. We 
talked about a simple way of dealing with this initial difficulty: remove the holes in the 
ground and put walls so that your pac does not fall out of the space. Your 3rd and 1st 
person perspectives are working really well. Your lighting effects and motion seems 
flawless. I have not observed with great attention the mechanics of the wii motes, but 
overall people seem to get it quickly and it also seems to be a requisite to collaborate. 
Nice. Again, I feel you have set an interaction framework that can be tweaked. You are 
ready to start working on special visual effects. How about complex translucency for 
the ghosts and pellets through particles systems and volume rendering? Also, special 
effects when you hit walls with some vibration, sound, and visual effects? Finally, 
some atmospheric light scattering? Of course, like everyone else, you will receive 
significant and numerous feedback tomorrow. Be open. Grade: Pass with Honors (5/5). 
Great work! 

9/24/2014 AGI14 - L8 18 



9/24/2014 AGI14 - L8 19 



9/24/2014 AGI14 - L8 20 



9/24/2014 AGI14 - L8 21 



9/24/2014 AGI14 - L8 22 



Mario’s Feedback to YA3 
Your concept is elegant and it presents itself as the perfect framework 
to add any element you chose, form the whimsical, to the incredibly 
complex. I believe you have the interaction of creation set on a good 
track. You may want to lock intermediate steps during the growth so 
that performers can create a crooked tree. Also, you need to figure out 
how to navigate the forest of time. Yet, I believe you are close to 
solving both design challenges, leaving you open to explore the myriad 
of graphics possibilities we have talked about: texture mapping, bump 
mapping, mesh morphing, leaves, fruits, pollen, dust, birds, animals, 
grass, atmosphere, sun, seasons, time of day, shadows, and stars. 
Literally, the sky is the limit. Grade: Pass with Honors (5/5). Great 
work! 
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Mario’s Feedbaco to Hello World 
Demos on September 15 

Mario's reflections on the "Hello World!" Demos: This course is a gamble and a risky one at that. It fully depends on 
many factors that are outside my control. Most importantly, it depends on the students who must have skill, 
experience, knowledge, team working abilities, and, above all, time and will to work hard and quickly. In a sense, it is 
upside down, or backwards. The students start by doing stuff without necessarily knowing stuff. They learn by doing, 
even before the theory. It is my intuition that there is no better way of learning deeply than by doing, even if you fail. 
What we must remember is that it is ALL ABOUT THE LEARNING. It is not about the projects or how cool they look or 
are to interact with. That, of course, will benefit you and us in the long run because we will have wonderful demos and 
professional portfolios. The course is about the students taking away all they can of what they care about that we can 
group in the set of concepts and skills that are part of the course. Over the weekend I reflected on what this experience 
may be like to some of you. Perhaps some know what the goal is, hence why you do what you do at this time. Perhaps 
some of you only have a mirage of the goal, thus you may not be clear as to why you are doing your current tasks. For 
these people, it may be a bit like Daniel LaRusso in the original Karate Kid, sanding the floor and painting the fence and 
waxing the car. In this analogy I would humbly take the role of Mr. Miyagi, setting you off towards seemingly mundane 
tasks of calling a function here, adding a variable there, and so on. When, in fact, my hope is that the big picture will 
emerge from those bits and pieces. If you are a little lost, talk to me. I want this to be a great experience for us all. 
Having said all of this, I actually believe the gamble is paying off very handsomely. Today's demos were fantastic. 
Everyone can scream, as would Dr. Frankenstein, "IT'S ALIVE!" Now, we need to beautify and civilize these monsters. 
GOOD WORK EVERYONE! 
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Mario’s Feedback to All 
Mario's reflections on your demos: First, you all have passing with honors (5/5). Congratulations! Now, I 
am not just saying this. Listen. I started teaching long ago. I taught children how to create, organize, and 
exhibit their work 23 years ago. We would hold exhibitions for their parents where the kids showed off 
their work and were extremely proud of it. Now, at KTH, I have been teaching this course for three years 
and two other courses as well. I have had a couple of hundred students like you. They have been 
excellent, outstanding in fact. Yet, in all this time, I have never had an entire group make it look so easy. 
All of you, without exception, have completed the work like it meant little effort to you. (This, of course, 
is probably not true; it is the impression of professionalism that shines through your work). I am 
thoroughly impressed. In my favor, I have improved my coordination skills and I have learned more 
about the Swedish culture as well. Björn has been instrumental in every step and has taught me a great 
deal of things. Together we have learned a lot. Henrik has always been key in making the students' 
projects work, of course. And now Pierre has demonstrated great initiative in helping us every step of 
the way. Congratulations to us all. 
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Thank you! 
 

 

marior@kth.se 

Questions? 
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