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University of Connecticut, School of Engineering 

Computer Science and Engineering 

371 Fairfield Way, Unit 4155 

Storrs, CT 06269-4155 

Telephone: (860) 486-3719 

Facsimile: (860) 486-4817 

Web: http://www.cse.uconn.edu/ 
  



 

CSE Senior Design Course 
 

 

CSE4939W/CSE4940 Year Long Sequence 

http://www.engr.uconn.edu/~steve/Cse4939W/cse4939W.html 
 

 

CSE4939W/CSE4940 Computer Science and Engineering Design Project I 
and II is the new year long sequence for all CSE and CS majors that 
began in the Fall of 2012.  In CSE4939W, student teams of 4-6 members 
will spend ten weeks related to non-programming aspects of the two 
semester project, to define all of the requirements necessary to 
prototype the project over the remaining four weeks of the first 
semester and continued into the second semester with CSE4940. The 
intent is by the end of the first semester that all of the preparatory work 
has been completed and that the team is ready to go for the second 
semester with an emphasis on maintaining the design, delivering five 
prototypes, conducting testing of all types, and resulting in a system 
that is at least at the alpha level of completion.  The project requires 
students to learn new technologies, e.g., iOS, Android, SensaTouch, and 
Titanium SDKs for mobile platforms (phones and tablets), and gaming 
platforms such as Cocos2D, Unity 3D, HAXE, and STEM/Valve. 

 
 

A special thanks to our sponsors: 

R.C. Thornton, President of Focosos, LLC 

and Louis Herman of UConn UITS. 



Team A: 

After – A 2D Survival Adventure Video 

  

After.. is a 2D top-down survival adventure video game in an open world realized as a mobile 
application for all iOS devices. The player’s objective is to try to survive as long as possible in a 
dynamic reactive environment with the ability to explore, find supplies, grow food, build 
shelters and fight hostiles. This application will aim to provide the player with a malleable, 
dynamic and responsive world that they can explore and shape to their whim while also 
providing an interesting narrative and traditional adventure game play experience.  The better 
a player is, the more efficiently they will use the resources around them, be able to explore and 
be more inclined to risk death to find resources. After.. is a game of survival, resource 
gathering, and exploring. After.. has been written using the Cocos2D library for iOS devices. This 
library was chosen because of its compatibility with the tile map standard TMX. The TMX file 
type has existing map editors and tile sheet support so it is an ideal candidate for this 
application. After.. is intended to be played by the large casual gamer user base already existing 
for the iOS community with a day and night gameplay mechanic that allows for discrete 
sessions of gameplay that can be picked up and played on the go. 

 
 

  

Pictured from left to right: Michael Szahaj, Chris Magrane, 
James Richard, William Birtwell, and Jordan Piscitelli. 



 



  
  
  
  

  

 

 

 

  

Team B: 

Wings: Aerial Dog-Fighting Simulator 

Wings is a video game, a flight and dog-fighting simulator, with 
the main client running on a personal computer. The major 
distinguishing feature will be that the primary means of control 
over a player’s airplane is their smartphone by utilizing the 
various movement and positional sensors within the phone. The 
game will have three distinctive programs: the PC client, the 
smartphone client, and the server client communicating with 
both. Provided that their smartphone has a gyroscopic sensor 
and a touchscreen, the player will control their airplane’s yaw, 
roll, and pitch by angling their phone in the appropriate 
direction. Unity 3D was chosen as the game engine since it can 
be deployed to Windows and Mac OS X and programmed 
UnityScript (a custom Unity language), C#, and Boo. 

Pictured from left to right: David Furnes, Ranran Zhou, 
Eugene Kovalev, Kevin Johnson, and James Blair. 

 



 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Team C: 

Mobile APP: HuskyWalk Tour 

Sponsor: Louis Herman of UConn UITS 

 

 

 

 

 

 

 

 

 

      

 

The HuskyWalk application has been designed and implemented to be added 
on to the current my UConnapp which will allow the user to get to know the 
UConn campus. HuskyWalk is primarily available on the user’s mobile devices, 
tablets, and smartphones. HuskyWalk allows the user to take a tour around 
campus by choosing either a preset tour, a user made tour, or a custom tour. 
If the user chooses to make a custom tour, the tour can later be uploaded into 
user made tours which will allow other users to access that tour. After 
choosing a tour, the application will generate a route for the user to take 
using Google Maps. GPS has been used to allow information (images, text, 
and multimedia) from the library database to be available on the mobile 
device; QR codes can be used on buildings and signs to pinpoint location as 
well. Sencha Touch is the platform being used to create an HTML5 application 
that can be run on various devices, mainly iOS and Android. 

 

 

Pictured from left to right: Steven Wong, Robert Teeling, 
Anthony Intino, Stanley Wong, and Brian Light. 



 

 

  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

                     

 

Team D: 

Rooms – A Multiplayer Real-time Game 
 

ROOMS is a 2D, top-down, massively multiplayer (MMO) online game 
that can be played in the web-browser (Google Chrome) as well as on 
iPhone and Android mobile devices. Depending on whether the game 
is run on a personal computer or a mobile phone, the interfaces and 
controls vary. Smartphone controls are implemented through the 
touch screen and there is only access to the core game and account 
creation. In the browser version of ROOMS, the in-game controls are 
mouse-based and users have access to all features of the website, 
including the editor and account management. ROOMS consists of an 
infinite number of levels with doors and filled with other content- 
items, monsters, containers or other players. A player may interact 
with the content of the room and then exit through one of the doors. 
The interactions include: using and collecting items, fighting monsters 
and player-player interaction. 

Pictured from left to right: Mevludin Guster, Nikolaj Volgushev, 
and Ashley Calder. Nhat-Tan Duong (not pictured). 



  



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Team E: 

Focosos Collab Research Tool 

Sponsor: R.C. Thornton of Focosos, LLC 

 

Focosos is a proof of concept website designed to help individuals 
writing and collaborating on a research paper. From beginning to search 
for sources to citing them when the paper is complete, Focosos is 
designed to help guide the user through every step of the process. The 
site is intended for both students and professionals who struggle with 
the process of developing a well-organized research paper. Projects can 
be created with team members and contain documents that can be 
annotated by users as part of a process of collaboratively working 
towards a common goal.  The main user interface has a navigation bar 
with: a Project Dashboard, a Project Planner, aSource Management, 
Documents, and Collaboration Board screens. Annotations can be added 
to PDF documents and collected and organized to generate a report.  
The front-end web-based interface uses HTML, CSS, and Javascript; 
overall, Focosos utilizes a LAMP architecture (Linux operating system, 
the Apache Server, MySQL, and PHP). 

  

Pictured from left to right: 
R.C. Thornton, Paul Gutierrez, Jiali Gao, Greg Frank, and Garrett Bajorin. 



  



 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

Team F:  

UConn-Ocalypse Multiplayer 2D Adventure Game 

 
The UConn-Ocalypse video game will be based off of UConn for 
entertainment after an unknown apocalyptic event occurs and will be 
available for use on personal computers and possibly tablet PC’s as 
well.  Players will navigate an accurate map of UConn Storrs which will 
be recognizable to UConn students and allow people interested in 
UConn to learn the layout of the campus. A real-time battle system 
allows users to fight with a variety of enemies based on the 
apocalyptic UConn environment. There are individual instances of the 
game running simultaneously at different difficulty levels with small 
groups of online users to accommodate a variety of player skill levels. 
The multiple difficulty levels will allow users to enjoy playing the 
game at a difficulty that will still provide a challenge to even the 
skilled players of the game, while simultaneously providing replay 
value to people who have previously completed and enjoyed the 
game. Game leaders will be able to kick players and control difficulty. 
The game is browser based utilizing HTML5 and Javascript on the 
client side and MySQL to store player data and keep track of access 
control. 
  

Pictured from left to right: Kevin Sheehan, Steve Bujak, Ethan Levine, 
Kamau Peters, Kraig Dandan, and Igor Parsadanov. 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Team G: 

Mobile Medication Management Application 
 

The Personal Health Assistant (PHA) Mobile Medical Management 
Application is a mobile application for both iOS and Android devices that 
allows the individual users to manage different aspects of their health, 
with a focus on managing medications. The goal of the project was to 
expand PHA to include data about disease management including 
diabetes, obesity, asthma, and chronic heart failure.  This data can include 
diet, exercise, blood sugar levels, BP, pulse, etc. The data entry capability 
by patients will be augmented with the ability to deliver advance warning 
to healthcare providers of potential threats in patient health by using 
advanced algorithms to detect potential health threats for the four 
diseases, and to automatically notify providers via decision support 
algorithms for analyzing data associated with diseases. The application is 
also capable of helping patients to manage their medication intake and 
alert the patient to take certain medication.  PHA has been coded with the 
Titanium framework that allows one code base to generate apps in iOS, 
Andriod, Web-based, etc.  PHA interacts with a MySQL database and the 
Microsoft HealthVault Personal Health Record.  

Pictured from left to right: Che-Cheng Chu, Matthew Swircenski, Linh 
Nhan, Jose Ronquillo Rodriguez, Brittany DePoi, and Wei Cheng Lin. 



 

 

 

 

 

 

 

 

 


