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System Design Implementation

We started with Unreal’s C++ Vehicle
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Screenshots

- = IC: \Users\nicog\Downloads\NewSparseProject\sparse-v
%2 ('Key Press: ', '"BTN_SELECT', 1)
Entering Code Mode
To Throttle: 'throttle [©:1]°
To Reverse: 'reverse [©:1]°
To Steer: 'steer [-1:1]
To Engage Handbrake: 'brakeon’
To Disengage Handbrake: 'brakeoff’
To Toggle Cameras: 'toggleFcameras'
2 7o Re-Enter Controller Mode: 'Controller'
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____ FutureWork N Summary

This project is version 1.0 of a Simulation

client rpcserverTaskL et <» SPARSE requires a way to extract the Platform for Autonomous Research and
Q7Hu = o visual data that Unreal Engine is System Evaluation (SPARSE).
S areomemae o Q7Pawn . Q7WheelRear rendering in real time. Possibly with
s O with an RTSP server. The platform provides a realistic driving
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o *¢* Further optimization. develop an autonomous driving system
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with minimal costs and safety concerns.
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