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Current Progress:
Currently, the AI system is not working to the level of completeness we require. The pre-fabricated tutorial has been completed, but no AI has been successfully ported over to a custom environment. As it stands, the AI bots are recognized, but the environment is not configured correctly. This will be solved in the up-coming weeks.

Our strongest progress, which can be seen with the accompanying slide, has been made with the modeling. The models we have completed are dining room chairs & tables, we have segway and elevators, which will be the vehicles for the system, and we’ll be using Virtools provided character models, as constructing our own is outside of the time-frame we have.
Projected Tasks:
The following is the list of planned tasks to be completed, in listed order, in order to complete our current project goals (see Revisions)
· Model Cheel’s main street.

· Get User Cam fully working.

· Get Physics Working.

· Get AI People Working.

· Get Segway Working.

· Model Parent’s Lounge. 

· Model Cheel’s Food Court.

· Modeling Doors, Windows, and Furniture
Easier Than Planned:

The only aspect of the project that has turned out to be easier than initially expected is the modeling of the tables, chairs and other environmental components of Cheel. On initial attempts, importing 3D Studio Max created models seems to be easier than previously though, the objects are being imported together and with minimal effort, they are interacting and scaling correctly.
Encountered Difficulties:
In terms of doing modeling, which has been mostly an easy task, has been modeling the physical and mechanical properties of the segway. The problem we are having is mostly a detailed and cosmetic one, which will not affect the overall completeness of the project, but is still a desired affect. Linking the handle bars and the wheels’ axel was difficult, and making the system move realistically has also been a challenge. Another issue with importing custom objects is getting lighting to work in a sensible fashion has proven to be quite difficult as well.
Creating a working environment for the AI pack to operate in has also been a most annoying difficulty. Even using the AI pack tutorial CMOs, it has proven more complicated than initially planned to recreate an AI acceptable world. There seems to be a large amount of unmentioned things within the AI documentation, which we hope to weed out shortly and construct an FAQ. We have not tried a fresh attempt in a while, but the tentative plan is to create a small test world to implement the AI, and use what we learn from there and repeat it in the Cheel model.

Solved Problems:

One of the problems which is mostly irritating is that when importing objects from 3D Studio Max into Virtools, the objects incredibly large, so scaling them down is required on each import. The issue with complex models and resizing is the large number of component objects, however, we solved this problem, we linked all the subcomponents in the hierarchy to a primary component, so that resizing the primary would also resize the subcomponents, forcing that they would resize together.
Project Goal Revisions:

The overall revision to the project goals is to have a less grandiose objective. Originally we were going to attempt to model all of Cheel, but with due to time constraints, the current object is to construct  Main Street, the Parents lounge & food areas and have that all linked together by the main hallway of the first floor. No other floors or the arena are projected at this time, although an attempt will be made on the arena, time permitting.  W hope to over-come these problems and have the stated final deliverable on time.
