A Simulation Based
on Markov Models

Overview

ABOUT MJ's
THRILLER

Overview
Producer
Theory
Production
Execution
Post Mortem

Reference

“And though you fight to
stay alive, your body
starts to shiver. For no
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the evil of the thriller.” [10] ' ( - /!
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Activity 0-hour

3D modeling/designing
Animating
Graphics Programming

Logic Programming
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Gantt Chart for MJT production
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for (int i = 0; i<46;i++){
for (int j = 0; j<45;j++){ Sa psl psz D
markov[i][j] = (int)floorf((rand())%l00);
} An example of how a Markov matrix allows
} you to go From a state To another.
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“It's close to midnight,
and something evil’'s
lurking in the dark.”
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Creating a keyframe for the physical
model of a skeleton.
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Attempting to map a 2-dimensional
image of the moon to a sphere.

The creation of the cemetery scene in
3ds Max 8.



The skeleton (colored) responsible for
the animations of the exterior skeleton

(gray).

The animation graph, or moves in
statespace, representing possible
transitions of each dance.
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<entity nane="Dancer 1" hi dden="fal se"
fil enane="ASkel et on. nesh" Cast Shadows="yes"
Recei veShadows="yes" >
<position x="-125" y="0" z="-30" />
<rotation x="0" y="0" z="-0" w="-1" />
<scale x="1" y="1" z="1" />
</entity>

/ <G 3

OSMscene oScene; //lnitializations
oScene.initialise("staticEnvironnent. OSM');
actor X = nmSceneMyr - >get Entity(" Dancer X")

mAni NSt at eAct or X = act or X- >get Ani nati onState("#");
mAni nt at eAct or X- >set Enabl ed(true);
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float randx = 150*cosf(rand()); srand(time(NULL));
float randz = 150*cosf(rand()); srand(time(NULL));
act or - >get Par ent SceneNode() -
>t ransl at e(Vect or 3(randx, 0, randz));
act or - >get Par ent SceneNode() -
>rotate(Vector3::UNIT_Y, Qgre: : Radi an(randx));
act or - >get Par ent SceneNode() - >t ransl at e( Vect or 3(0, -
1*act or - >get Par ent SceneNode() - >get Posi tion().y,0));

A skeleton popping up at a different
location from where he “died” and
beginning a new dance.

“You start to freeze as
horror looks you right
between the eyes, you're
paralyzed.”




%

Execution
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Move camera forward 8 + /A 3
Strafe camera left JB B 3 ) J?
Move camera back B 4 % )

4 A
Strafe camera right

if (rand()9%00 <
Fly upward mar kov[ Qgre: : StringConverter: : parsel nt (mAni nSt at e-

>get Ani mat i onNane()) -
Fly downward 1] [ Qgre:: StringConverter:: parsel nt (mAni nSt at e-

. o >get Ani mati onNane())-1]) {mAninState = actor-

Show diagnostic info (fps) >get Ani mati onState(Qgre: : StringConverter::toString(((O

gre::StringConverter:: parselnt(mnintt at e-

Look around >get Ani mati onName())) %46) +1)); }
Save screen-
shot to main folder (PNG) 0 # 3
Quit application ) 3 ! 9.

“You know its thriller,
thriller night. You're
fighting for your life
inside a killer, thriller
tonight.”




Post Mortem
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0 $ &) An example of a problem: two skeletons

who are “stuck” in their “die” state.
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3 ) 3) An example of the good case: two
skeletons, one of which continues to
# 4 dance whereas the other dies (and is

transparent, or “disintegrating”).
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