Guideline for 477 prototyping implementation (15 points)
Description
For this assignment you are supposed to implement the HazMat system prototype based on your architecture and design, completed during the previous two parts of the assignment. You are NOT required to implement all the requirements. You can make up your own decision to choose a SUBSET of the capability modules in the OCD/SSRD document for your implementation, for example, the combination of
· Read a map;
Plan a path;
Follow the path.

or 
· Given a path, follow it;
Along the path, detect obstacles.

You may also select other combinations.  However, you should check with the TA prior to pursuing one of them. 
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The ** referenced ** grading criteria are suggested as below: 
	Number of modules correctly implemented
	credit

	1
	5

	2
	9

	3
	12

	4
	15

	5
	16 (1 extra credit)

	6
	17 (2 extra credits)

	7
	 18 (3 extra credits)


Note that your implementation should conform to your design. If you have designed more or less than what you want to implement, please revise your design. Also please carefully document your design decisions by analyzing the architectural alternatives and tradeoffs in your design documentation.
Programming environment
You will do your programming on nunki.usc.edu and the version of the player stage software is 1.3.1. We have already installed the Player Stage system on nunki for the class to share, so no individual installation is necessary. 
The following guidelines help you to get started with an example code:
· Login into your Nunki account with the name and password of aludra.
· Modify your .login file by appending the following lines to it:


[image: image2]
· Log out and login again.
· Create your working directory, say “testdev”.

· FTP the example files into directory “testdev”
· Make

· Then you should be able to run this test program which can drive the robot straight forward.
[Note:] Your system should be able to work with X-Windows, if it’s a PC or be physically logged into a Sun computer. 

· To activate Stage, type:

To activate your Player robot code please type:
./robot

With our sample code, you should see a robot moving straight in the world.

Deliverables
For this assignment, you are required to turn in the following via email to the TA:
· Your (possibly revised) system design document
· A win-zipped or tar.gz file containing all of your system including Makefiles, and your design document(s). 
· A readme.txt file including step-by-step instructions on how to compile and run your system, and the description explaining the system features. The readme.txt file should also be included in the zip file mentioned above.

Since you have already been graded on the merits of your design in your previous team assignments, there will be no partial credit for solutions that do not compile, or do compile but do not run properly. There will be partial credit for solutions that correctly implement a subset of the required functionality, as outlined above.
Deadline
This assignment is due on May 9th, 2003.
if (-e ~csci477/playerstage.setup) then


        source ~csci477/playerstage.setup


endif








stage ~csci477/stage-1.3/world/everything.world & or


stage ~csci477/stage-1.3/world/puck.world & or


stage path_to_your_world_file/file_name  //if you want to use your own world file.











