5th PERIOD: COMPUTER SYSTEMS RESEARCH

 What is due 2nd Quarter, Week 11, Jan. 22-24 END OF QUARTER

1. 2nd quarter version of your portfolio.  

- Research paper for 2nd quarter: LaTeX/pdf, Title/YourName/Date, Abstract, Introduction, Background, Development sections for 2nd quarter (what you've done), Preliminary results, Bibliography (5+ references

- Digital Poster for 2nd quarter.  Pdf, 18” x 24” format, Title, Meaningful section titles, Abstract, Introduction/Background, Development summary so far, Results so far, Visuals – Screenshots, structure diagrams, graphs, ...

- Oral presentation + ppt slides for 2nd quarter: Title, Overview of 2nd quarter progress: Introduction/Background, Development summary so far, Results so far

- Code writeup, API, summaries of code written and developed for 2nd quarter

2. Literature Review 2, for second quarter

3. Summary of new code and text and images for 2nd quarter

4. Logs 19: Jan 22-24 


Describe your planning this week

Copy of new code you've written, modified/debugged

Testing of your code

Explanation of this written/modified/debugged/tested code, purpose/goal

· Background reading or research you have done for your project.

5th Period Project titles:

1. Keith Ainsworth, Crowd Dynamics with Swarm Intelligence and Particle Swarm Optimization. NEEDS 1st quarter paper. 

2. Gregory Gates, Elementary Education in a Technology Age. 

3. Phillip Graves, Computational Linguistics. NEEDS 1st quarter paper, poster, presentation, code/API. 

4. Nathan Harmata, Development of a Generic Font Optical Character Recognition (OCR).

5. Ryan Honig, Using Genetic Algorithms to Optimize the Traveling Salesman Problem. 

6. Richard Hooper,  Three Dimensional Collision Detection for N Solids Using OpenGL. 

7. Matt Lee, Prisoner's Dilemma with N Participants and Optional Cooperation 

8. Haitao Mao, Pathfinding Algorithms in Mutating Graphs.
9. Andrew Menke, A New Sugarscape Model.

10. Liban Mohamed, Logic Based Computation using Conway's Game of Life. 

11. Justin Warfield, Procedural Generation in a 3D Computer Graphics Game.

12. Jacob Welsh, Interactive 3D Geometry in OpenGL. NEEDS paper

13. Felix Zhang, Development of a German-English Translator.

