INVISIMALL




THINK THIS LOOKS FUN, BUT CAN'T FIND ONE IN CAMBRIDGE!



WORRY MO MORE, THANKS T0 INVISIMALL, THE VIRTUAL MAZE EXPERIENCE
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STRETCH GOALS

e Game timer and fastest-times stored in RAM

e User options at beginning of game

o New Game, How to Play, View recent times

e Audio component to game play

e Auto-calibration of physical play spaces
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CHALLENGES

e CoM calculations with the dual labkit
communications

e Timing for retrieving ZBT memory data

e Integrating all the visual components for
VGA display

o Center of mass, alpha-blending overlay, maze map
e Communicating over RF reliably to provide

haptic feedback



THANK YOU!




MAP DISPLAY

e Outputs 1024x728 VGA Display using computer monitor

e Integrate all graphic components of system
o Maze map and grid

o Right and left hand CoMs (displayed as dots within the maze)

o Flashing alpha-blended color transparencies displaying different game

states (i.e. warning, game lost, game won)



THINGS T0 ADD TO PRESENTATION

Big picture of game, physical location and limitations at
beginning, game setup

Design choices -> Why gloves? Why 5 x 8?7 etc
At the end: stretch modules -> high scores
Project challenges, and constraints

This presentation is pportunity to present your design
proposed implementation, and to elicit feedback



