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The Deliverables:

PowerPoint outlining techniques used:

· “GAT450-FINAL.ppt”

Final Water Demo (executable and final version of source code):

· “WaterDemo_FinalVersion_shaders2.zip”
· The shader code for the final version of water is in “Water2.fx” inside the Resources directory

· Other shader files of interest: “SkyDome.fx”, “Terrain.fx”, “WaterTiger.fx”

· Scene management (setting up render-to-textures, rendering the scene, etc.) is in “Scene.cs”

Alternate version of Final Water Demo (executable only):

· WaterDemo_AltVersion_shaders2.zip”

Earlier version of Water Demo, running on version 1 shader (executable only):
· “WaterDemo_EarlyVersion_shaders1.zip”

Max Shader Studio Project (executable, test resources, and source code):
· “MaxShaderStudio.zip”

· Test resources are located in the “Assets” directory

Notes on Running the Applications:

Camera controls use the Mouse (Hold L- and R- buttons) and W/A/S/D keys.  These are the only controls in the water demos.  

In the Shader Studio, multiple objects can be loaded, as well as multiple effect files.  Effect files can be assigned to different objects using menus and the GUI.  Hopefully, the GUI should be straight-forward and self-explanatory.  When making changes to the effect files, they must be re-compiled before the changes will take place (re-compiled inside the app).  Errors during compilation will be output to the Output window in the bottom left window pane.
