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Capstone Project 1 – Fall 2008
Sponsored by AtLink Communications Inc. 
These projects are designed to emphasize the innovation use of advanced software technologies and pragmatic application of software engineering best practices. Each project should be undertaken by a software development team of at least four MSCS students.

Building a XNA 3.0 Game (Microsoft’s Gaming Engine) using Custom Content Importers.
Description: This project is to build Custom Content Importers into XNA. The file formats to import will be XML based 3D file formats such as 3DS, VRML, FBX, etc… . 
What is XNA ? - Microsoft® XNA™ is composed of industry-leading software, services, resources, and communities focused on enabling game developers to be successful on Microsoft gaming platforms.
The concept of this project is to import 3D XML based file formats into the Microsoft XNA gaming engine and build a simple game where the model can be traversed using an Avatar. 

Students selecting this project will experience how to build a simple game using XNA and how different Models (Geometry models) built using CAD tools such as AutoCAD can be imported to create the world for the Game. For an example, think about importing an AutoCAD model of a off-shore oil rig and then build a game that will allow the user to fly around this model. At the end of this project you will be able build such a game. 
Requirements:

 Using resources such as http://www.xna.com/ , http://www.ziggyware.com/readarticle.php?article_id=166 , http://msdn.microsoft.com/en-us/library/bb203887(XNAGameStudio.20).aspx  and using Visual C# the students will do the following, 
· Project Requirements

· The team will identify the detail requirements for this project.
· The team will implement custom generic content importers into an XNA game. 
· The team will create Reader and Writer for the imported data.
· The team will use these Readers and Writers to convert data to and from .XNB file format which is a binary format XNA understands.
· Create a separate XNA game project and add the content importer to the projects content pipeline.
·  Create a custom content processor to load the content into the game.
· Create an Avatar to fly around the new model in the game. 
Design/Implementation Constraints:
The project team will design and build the application using the following development tools:

· Microsoft Visual C#
· The system shall use MySQL as the back end Database (if needed)
· Visio UML tool for analysis & design specifications

Project Deliverables:
The project team will provide the following deliverable in three phases:

· Phase 1: Analyze and Prototype
The project team will provide the following:
Software Requirement Specification draft that includes a UML 2.0 use case, analysis and Sequence models.  Prototypes and mock-up of GUI. 
· Phase 2: Design and Build Beta
The project team will provide the following deliverables:
Software Design Specification final that includes a UML 2.0 design model and if necessary a data model.  Beta version of the Custom Content importer.
·  Phase 3: Test and Deliver GA
Product Tests specified using UML 2.0 Sequence Diagrams supporting the Software Requirements Specification.  Final and working version of the Custom Content Importer emended in a XNA game with support for an Avatar fly around for the project and a project report. 
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