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ABSTRACT

In this project, a three Dimensional Virtual Environmental has been created. We have
constructed a 3D Virtual Computer Engineering Department using XNA Game Studio and a
conventional drawing tool, that is MAYA.

Within the virtual department, there are animated character represented students of the
department. The character can navigate into the virtual department through computer keyboards.
They can interact with any virtual objects into virtual in the same way the real students did in the
real world. The virtual world responds information at the pre-defined places accordingly, for
instance, at a virtual classroom, the system shows current information such as, subject and
lecturer currently teaching at that classroorh.

In addition, the system supports multi — user processing. Characters can perform
interaction information with each other, for example, chat or exchanging media data. The
constructed virtual department provides user with convenience by navigating and interacting
through keyboard instead of performing in the way that happened in the real world. With colorful

animated 3D graphic provided, the user plays with the system pleasantly.
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Microsoft® Windows Vista™ Business

Microsoft® Windows® XP Professional (SP2 or higher)
Red Hat® Enterprise Linux® 4.0 WS (U5)
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XNA Game Studio 2.0

Z
Microsoft DirectX Runtime 9.0c sU‘MVL‘]J

Microsoft .NET Framework 2.0 Service Pack 1
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3.7 Database

msmﬁ 3.1 @194 Database Character

Username | Password

Position | Direction

PrevRoom | CurrRoom | NextRoom

Sex

15197 3.2 519aLIPYAVIA151 Character

A 3 PN a =
¥oWan FUAVOYA AIDTUY
< 9
Username Varchar[20] Ny Usemame"lli)\‘if{jfl%
=] @ 1
Password Varchar[20] IAUTUENIUYD féﬂ“lgf]
.. C:' o 1 v
Position Varchar[1024] INVAULHRUIVDININSAT
2 A I a @
Direction Varchar[1024] HUNANIIVDININEAT
2 o ' ' =0
PrevRoom Varchar[10] HUSNIIT 09nDUNINT
=4 o ] )
CurrRoom Varchar[10] mumtmmﬁ’mﬂﬂguu
o o (] { s
NextRoom Varchar[10] AUS N UIRINL LT 199 1
o o
Sex Varchar[5] OLNAUDINIALAT

@15197 3.3 11519 Database Study

Subject 1d | Subject

Teacher

Day | Time_Start

Time end | Class
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Subject_Id Varchar[10] WNUTNE ID UDIIHT
o 8 a
Subject Varchar{50] NUTIFIN
I A <y
Teacher Varchar{50] NUIYFODINTOHTDU
o o s ~
Day Varchar{[10] OUIUNUNTIIIUNTTOU
=3 A =
Time_Start Varchar[5] AUNAINTUNTITIUNTTOU
[~ =1
Time_end Varchar[5] HNUN[INDUIUNTLTIUNTTOU
o ¥ = a dy
Class Varchar[10] NUFDHOINSEoUNTHOUIB I
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4.2 WHantuuazdsmslalaalufantuly XNA

~

' e % v A TY A o & A 1 Aa =]
LoadContent ’muu%zaﬂﬁﬂﬂ%am‘mu%ha%%mw&m Iﬂﬂﬂ"ﬁﬂﬂ@gﬂﬁﬁﬁ?uuﬂﬂglﬂu

U4

] £
o o

Mdanin Inaanimnaies asil
- Twaadlazas uas A1
3D MAX =X
MAYA =.fbx
E [ ]
UnloadContent 211192191 13aun517n# Inaau191n LoadContent e laidaanms ¥
v = g’/ LY BV =} A
wioleau Tusunsy Taelinaausa Tusauazdrdosmsaumenmunsomy Taadn 118
- Destructor
4 a 7] v A A @ a = v
Update ﬁ%uu%zgmsm“lma@mam ﬁluﬁ')ui‘lkﬂ'ﬁ]ﬂ@@ﬂ’]iiﬁiﬂﬁlmiuﬁi@Lﬂlwlﬁ']ﬁi'l\‘l
3 [ o 1 i’, Sld' & dy
‘Uu@WLﬂW@a@ﬂﬂﬂgﬁlﬁﬁfJuuull'J‘Vlﬁ\‘l‘]mu
- Keyboard
KeyboardState keyState = Keyboard.GetState();
keyState.IsKeyDown(Keys.A)
keyState.IsKeyUp(Keys.A)
A A
= IAADUN
Model Position += Vector3.Transform(Velocity , Rotation )
1 ;’ o 1 ~ Y o @ o A A u/ ° 1
DPraw ﬁaumﬂumu‘ﬂ%mmu’nﬂgﬂTﬂﬂ%zmﬁmmam’sm LUBDUNTTDONIANAULN U
o o o 1 g’l
10 Update Llé"ﬁﬂﬂ%u'lﬂ']WﬂJ”l'ﬂﬂalu@'lLlﬁu\iuu‘]
foreach (ModelMesh meshR in room.Meshes)
{
foreach (BasicEffect effectR in meshR.Effects)
1
effectR.EnableDefaultLighting();
effectR.World = roomWorld;
effectR.View = view;

effectR.Projection = projection;

meshR.Draw();
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XNA Game Studio

n.1. aelUsunsy Visual C#2005 Express Edition SP1

2005 Express Edition installation wizard.
= 2005 Express iz a simple; lightweighta rated devslopment

snment designed. for C= programmers interested in-boilding Windows Ferms,

libraries, and conscle-based applications, Thizivizard will guide you through
the installation process. If this-product requires any preréquisites that are net
currently ingtalied on this computer; you will be able to install those preraquisites
as well,

Help Improve Setup
You can submit ancnymaous information about your Wisual Studic sstup
experiences to Micresoft. To participate, check the bex below.

Tves, gend information about my setup experiehces to Microsoft Corporation,

iiag

i Formere. information, dlick Sats Oy

Cancel

51 n.1 myaalisunau Visual C #2005 Express Editions SP1

2 ¥
AL Next tWohiunoude 11
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the terms of the License ' Agreementtocontinue,

{End User License Agreement
iBe sure to carefully read and understand ail of the rights and restrictions
idescribed in the EULA. You will be asked to review. and sither accept or not
iaceept the terms of the EULAL This produdt will not setup on your computer
nless-and-until 'yvou accept the térms of the BULA. For your fUture reference,
cu may print the text'of the EULA from the eula.txt file of this preduct. You
nay also receive a copy of this: EULA by contacting the Micrgsoft subsidiary
srving your country, or by writing te @ Microsoft Sales Information
enter/Cne Microsoft Way/Redmond, W& 929852-6353.

T'have read; understood, and agreed onthe terms of the End-User License
Agrezment and so signify by clicking "I accept-the termsicf the License Agreesment”
and proceeding'tc use the product:

I.accept the terms of the License Agreement

Pext >

31 n.2 m3asli)sunsu Visual C #2005 Express Editions SP1 619

Y 1 . . < 3 4
Hdongoq1 accept the terms in the License Agreement GI’]SJQ‘]JLLE%I’Jﬂﬂﬂ Next ﬁﬂvl‘l_lﬁi’tlﬂc]

.2. 249115851 Microsoft DirectX SDK

Welcome to the InstaliShisld wizavd for

3 : Microsoft® DirectX® SDK {March 2008)
Mierosoft®

D l rectx The IngtaliShield B Wizard vall allow vou to modife, repair, or

remove Microsoft&: DirectX & 50K fvarch 2008} To continue,
Software Developiment Kit dlick Mext,

4 Hext>. . i

5U7 n.3 maaalilsunsy Microsoft DirectX SDK

: b4
natjy Next iNovhaunouso 11



License Aqreement

Please read the following license agreement carefully, which also includes a
license agreenient For pre-release SDK comporents.

%MICROSOFI' SOFTWARE LICENSE TERMS
'MICROSOFT DIRECTX SOFTWARE
DEVELOPMENT KIT (SDK)

These license terms are an agreement between Microsoft Corporation (or
ibased on where you live, one of its affiliates) and you. Please read them.
They apply to the software named abave, which includes the media on which
aronreraived it iFany - Tha terma-alen annlie tn anv Mirrnanft

351 accepk the terms:in the license-agreement

{">Tdo not accept the teris in the license agreement

I <Back || Mext> || cancel ]

517 0.4 n15a91s5un 33 Microsoft DirectX SDK 619
1 P 3 .
identes I accept the terms in the license agreement mugﬂm’hﬂﬂﬂ Next Gl’eJUlﬂﬁEJEJ@]

n.3. 2911511n5Y Microsoft XNA Game Studio 2.0

Welcome: to the Microsoft XNA
Game Studio 2.0 Setup Wizard

Please close any instances of ¥isual
Studio 2005 and C# Express before
continuing. Otherwise you may be asked
ko reboot.

The Setup Wizard will install Microsoft XN& Game
Studio 2,0 on your computer, Click Next to
continue or Cancel to exit the Setup Wizard.

[ Next j | Cancel |

519 0.5 M15a3lsunsu Microsoft XNA Game Studio 2.0

U

AT Next #o 1T e
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XNA Game Studio 3N5ufin5030U

a 13 o @ I o
1.1, Walisunsy vs2005 uu udrvhmsdoniade lurenanduauilu Release 1427013

aou Iwldsunsumenaz IR 1A Ing exe iionozii 1USwns 099U

9.2, Copy 1WdluTWamns \binx86\Release tniiazti1 1S ulunsoshagii sy

4.3, Tvian 115unsu WindowsInstaller 3.1 1hanaslunioanasanisszsulasunsy

Use this wizard to install the following software update:

Windows Installer 3.1
(KB893803)

| Before you install this update, we recommend that you:

- Back up your system
- Close all open programs

this update. To continue, click Next.

You might need to restart your computer after you complete

Nest>

Cancel %

5171 4.2 msasldsunsn WindowsInstaller 3.1



79

2 ¥
ARy Next tioshaunouso i

License Agreement

Please read the followinglicense agreement. T.o continue with setup,
you-must accept the agreement,

SUPPLEMENTAL END USER LICENSE AGREEMENT FOR
MICROSOFT SOFTWARE ("Supplemental ELILA")

IMPORTANT: READ CAREFULLY - The Microsoft operating
system components accompanying this Supplemental ELILA,;
including:any "“online’’ or electronic documentation {05
Compcnents''] are subject to:the terms .and conditions.of the
agreement under, which you have licensed the applicable
Microsoft operating system product described below (each an % |

7 1 Do Not Agree % | Agree Print % i
i

L <-Back. ! Nest > ; Cancel

51U 4.3 n15a3lil5un31 WindowsInstaller 3.1 A®

K]

o v 3
1\den I Agree udannaLju Next 1150y

v.4. TranlUsnsy Microsoft NET Framework 2.0Service Pack 1 111189 luiasoahideans

az5uTalsunsy

Welcome to Setup

Framework

Be sure-to carsfully read and understand all the rights and restrictions described in the
license terms.. You must accept the license terms before yau cariinstall the software.
:MICRDSDFI’ SOFTWARE SUPPLEMENTAL LICENSE TERMS
MICROSOFT .NET FRAMEWORK 2.0

zMicroscnft Corporation (or-based on where you live, one of its affiliates)

ae

Press the Page Down key: to see more text, 1 Print E

=31 have read and ACCEPT the terms of the Licerise Agreement
£731 DO NOTACCEPT the terms:of the License Agreement

1.-15énd information-ahout my setup experiences to Microsoft Corporation:
Details regarding the data collsition tolicy

[ Install > H Cancel ]
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4.5. Tnan151n5Y DirectX End-User Runtimes 113184 luaSo9ndoanisezSulusunsy

Welcome tosetup for DirectX

The DirectX setup wizard guides you thiough installation of
DirectX Runtime Components. Please read the following
license agreement. Press the PAGE DDWN key to see the rest

of the agreement. You must accept the agresment to continue
the setup.

:MICROSOFT SOFTWARE LICENSE TERMS
‘MICROSOFT DIRECTX END USER RUNTIME

i These license teims are an agreement between Microsoft
: Corporation {or based on where you live, one of its

| affiliates) end you. Please read them. They apply to the
‘software named above, which includes the media on

iwhich you received it; if any. The terms also apply to any
‘Microsoft

*updates,

{%) I'accept the agresment

€| don't accepl the agreement

Nest> i[ Cancel }

517 4.5 msaslusunsn DirectX End-User Runtimes

o 1 4
11300 T Agree the agreement LANAL Next 11508
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Talsunsu

Welcome to the Microsoft XNA
Framework Redistributable 2.0 Setup
Wizard

Please close any instances of Yisual Studio 2085
and C# Express befare continuing. Dtherwise you
may be asked to reboot.

The Setup Wizard will install Microsoft XMA Framework
Redistributable 2.0 on your computer. Click Mext to continue
ot Cancel to exit the Setup Wizard,

[ mext - | . Cancel - |

i‘ﬂ‘ﬁ U.6 msadlisunsn XNA Framework Redistributable 2.0

Y

i) F4
AR Next [Novhaunouse 1)

End-User License Agreement

Please read the Following license agreement carefully

MICROSOFT SOFTWARE LICENSE TERMS &
MICROSOFT XNA FRAMEWORK 2.0

These license terms are an agreement between Micrasoft Corparation
{or based on where you live, one of its affiliates) and you. Please read
them. They apply to the software named above, which includes the
media on which you received it, if any. The terms also apply to any
Microsoft

{¥11 accept the terins inthe License Agreement

[ Back ]{ Next | l Canicel I

51 2.7 m3aslsunsu XNA Framework Redistributable 2.0 fig
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Hdonyes 1 accept the terms in the License Agreement Q143 uaInna Next

Ready toinstall Microsoft XNA Framework Redistributable 2

Click Install to begin the installation.: Click Caricel to exit the wizard.

Any previous versions will be automatically uninstalled,

[ Back H Tnstall | [ Cancel }

51/ 2.8 Mm3aalilsunsu XNA Framework Redistributable 2.0 #i®
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