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User should be able to reset the platform to restart the pawn to its default position

Name: Nicolas Gonzalez

Team Member(s): Nicolas Gonzalez , Emmanuel Perez
Project: SPARSE

Product Owner(s): Miguel Alonso Jr

Mentor(s):

Instructor: Masoud Sadjadi

Description

SPRS-23 - User should be able to reset the platform to restart the pawn to its default position DONE

As a User | should be able to reset the platform to restart the pawn to its default position

Acceptance Criteria

Have a function to reset the pawn its default position through RPC

L]
® Stop RPC server and rpc thread

® Restart Game, RPC server and rpc thread
® Reconnect from client to rpc server

Use Case

® Name: Can restart simulation

® Actor: Al developer

® Preconditions: Unreal compiles and runs
[ ]

Description <Flow of events>: User can execute a command to reset the simulation.

Use Case Diagram
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https://sp-jira.cis.fiu.edu:8453/display/~ngonz154
https://sp-jira.cis.fiu.edu:8453/display/~ngonz154
https://sp-jira.cis.fiu.edu:8453/display/~epere328
https://sp-jira.cis.fiu.edu:8453/display/~malonsoj
https://sp-jira.cis.fiu.edu:8453/display/~sadjadi
https://sp-jira.cis.fiu.edu:8443/browse/SPRS-23

Sequence Diagram

SPRS-20

client.py rpeservertask Q7Pawn Unreal Engine
I [ [ I
| | starts game | |
| T I 1
|
= Game |oads
(T e i ]
| beginRPCServer()
| < initRPCserver()
| [~ RPCClient(P, F Pcﬁr)_(cEne_m)_>
| client.call(testAdd)
| binded function add()) o
| & Q7Pawn::addTest()
| E print add
i | | ends game | J—
| T
| - — — — — beginDestroy()
endRPCServer()
| | finish destroying pawn
| | | game closes
| |

Class Diagram




Q7Pawn

rpcServerTask +SpringArm: USpringArmComponent®
N n +Camera: UCameraComponent®
client *numl’hteads II'It3? +IntemalCameraBase: USceneComponent*
+client: RPCClient i +carPir: AQTPawn +intemnalCamera: UCameraComponent®
+events: GamePadEvent 1 +rpcServer Task(int32 |AmParameter, AMyTestPawn® carPir) +LeftFrontCamera: UMountedCamera®
~rpcServer Task() +LeftFrontCameraBase: USceneComponent*
+GetStatld() +RightFrontCamera: UMountedCamera*
+DoWork() +RightFrontC Base: USceneComp o
+initRP Cearver() +CenterFrontCamera: UMountedDepthCamera®
+CenterFrontCameraBase: USceneComponent®

+inCarSpeed: UTextRenderCompaonent*
+HInCarGear: UTextRenderCompanent®
+SpeedDisplayString: FText
+GearDisplayString: FText
+GearDisplayColor: FColor
+GearDisplayReverseColor: FColor
+binCarCameraActive; bool

|| HirontCamerasToggle: bool
+hinReverseGear: bool
+IntemalCamerarigin: F\ector
+LeftFrontCameraOrigin: Factor

J +RightFrontCameraOrnigin: FViector
+CenterFrontCameraOnigin: FVector
+LooklUpBinding: FName
+LookRightBinding: FName
+blsLowFnction: boal

+AQTPawn()
+SetupPlayerinputComponent{UlnputComponent® InputCompanent)
+Tick{float Delta)
+BeginPlay()
+BeginDestroy()
+MoveForward(float Val)
+SetupInCarHUD{)
+UpdatePhysicsMatenal()
+MoveRight(float Val)
+OnHandbrakePressed()
+0nHandbrakeReleasad()
+0OnToggleCameraf)
+FrontCameraToggle()
+0nResetVR()
+EnablelncarView{const bool bState, const bool bForce = false)
+UpdateHUDStrings()
+GetSpringArm()
+GetCameral)
+GatlntemalCamera()
+GetinCarSpeed()
+GetinCarGear()
+GetLeftCamera()
+GetRightCameral()
+GetCenterCamera()
+beginRPCServer()
+endRPCServer()

Unit Test

® Test case ID: SPRS-23-A

® Description/Summary of Test: When running client.call(‘'reset’) the game will reset and restart RPCserver/ thread and the client will
reconnect automatically

Pre-condition: Unreal Game compile and runs

Expected Results: The game will reset and restart RPCserver and the client will reconnect.

Actual Result: Game reset and restart RPCserver and the client reconnected.

Status (Fail/Pass): PASS

Visual User Guide

<like one or two screenshots of the feature. For the hardware project, a photo of device is required>
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