Project Title: Snappy: Video Game Project
Company Sponsor: Tietronix

Semester: Spring 2008
Problem Statement:

To detect entertaining level of a causal video game, a game development company recruits many gamers and experts to test the game before the product release. Alternatively, we can use the facial expression of the gamer to detect the entertaining level of the game.
Design a single player video game which is easy to learn and fun to play. The human player interacts with the computer player using simple keystrokes on the keyboard (e.g., arrow keys for navigation), sound and color graphics. The game has an animated character called Snappy representing the human player. Snappy can walk, run, jump, fly, crawl and pick up objects. The game interfaces with a webcam to read the facial expression of the human player. When the game makes the human player smile or laugh, the computer player gains points. Snappy gains points by making good progress and solving interesting challenges during the game. When Snappy beats the computer player by certain points, the game advances to the next level. The video game records the instances when the human player smiles (e.g., picture, screenshot and time-tag) for game replay later.
The Snappy video game has an ESRB rating of Everyone.
Possible Approach:

Use a PC running Windows XP with a built-in or an external webcam. Develop the video game using Microsoft XNA Game Studio 2.0. See:
http://www.microsoft.com/Presspass/press/2007/dec07/12-12XNAGS20PR.mspx
Deliverables:

1. Game Design Document
2. Software Design and Implementation
3. Algorithm

4. Game Prototype

5. Lesson Learnt document

