SENIOR DESIGN I
Interactive Game for Child: P09003

Date: 9/26/08

Time: 6:00 PM – 7:00 PM

Location: CEDA Lab, Engineering Building
	Present
	Excused

	Babin, Nick

Yang, Christopher

Surender, Ketan

Malina, Alana

Muszynski, Jesse


	Modzelewski, Robert
Pinto, Neil

Tan, Pei Hong

Claude Jerome

David Carmichael


Next General Meeting:

Date: Monday, 9/29/08

Time: 9 PM
Location: Design Center in Engineering Building
· Google Docs Created for EEs

· Action Item

· Input

· Buttons

· Start/Pause

· Triggers

· Rest of Minutes Taken by Neil. 

· Two trigger buttons

· can be used for rapid action

· differentiates system from others on the market

· Four button d-pad

· Risk of not enough space on microcontroller for buttons

· Option of LCD brightness control depends on the specific LCD chosen

· Need a pause button

· Two action buttons should suffice

· Displays

· 5.8” widescreen LCD vs. 3.5” LCD

· 5.8” screen takes more than twice the power than the 3.5”


· Talk to customer about battery life (Where did the 4 hour specification actually come from?)

· Parents’ vs Dr’s opinions to define specs

· Customer review of current status

· Refine weight spec. Possibly test Luke for what weight he can comfortably hold.

· Create a weight budget 

· Computer programs, Alias and SolidWorks, can be used for design

· Use a 3-d laser to scan geometry

· Specs can be elaborated by discipline (EE,ME,ID)

· Game cartridge can be 3-d printed

· Control buttons can be salvaged from Xbox controller. Second gen prototype can use 3-d printed buttons.

