1 GSA G2S Protocol Engine

Synopsis: Create an open source engine for the G2S client and host. Add the minimum implementation details necessary to allow the host and client to communicate. Provide stub code for many of the most commonly implemented commands allowing future users the ability to add implementation as requested.

Description

Creating an open source protocol engine should be worthy of a senior project or masters research project. It entails understanding the protocol and using that understanding to create a generic engine that will allow any future implementer the framework to quickly generate their own implementation of a G2S client or host service.

The open source framework could be used by university classes in the future to teach the gaming industry technology and protocols. It could even be used in non-gaming related classes to teach client / server development, networked systems and many other topics. 
Research Material: 

Gaming Standards Association: http://www.gamingstandards.com
G2S Protocol: http://www.gamingstandards.com/index.php?page=standards/free_downloads_standards (note the current released protocol version is 1.0.3)

Open Source JAVA G2S client / host: http://sourceforge.net/projects/openg2s/ 

Contacts: 

Scott Schoenberg, Director of Server Technology

Incredible Technologies

sschoenberg@itcasinogames.com
Chuch Berg

GSA Affiliate Professor of Gaming Technologies, UNLV

Chuck.berg@unlv.com 

2 GSA S2S Protocol Engine

Synopsis: Create an open source engine for the S2S client and host servers. The S2S protocol is intended as a bi-directional protocol where either host can take on the client or host role by virtue of which host originated the message and which host processed the request.
Similar to the open source G2S client and host a minimum implementation should be developed to allow subsequent authors the ability to rapidly develop new implementations of the S2S classes. 
Research Material: Creating an open source protocol engine should be worthy of a senior project or masters research project. It entails understanding the protocol and using that understanding to create a generic engine that will allow any future implementer the framework to quickly generate their own implementation of a S2S client or host service.

The open source framework could be used by university classes in the future to teach the gaming industry technology and protocols. It could even be used in non-gaming related classes to teach client / server development, networked systems and many other topics
Contacts: 
Gaming Standards Association: http://www.gamingstandards.com
S2S Protocol: http://www.gamingstandards.com/index.php?page=standards/free_downloads_standards (note the current released protocol version is soon to be 1.3.0)

3 Server-side gaming

Synopsis: Create a server side gaming experience where the game is played on a server while the gaming device controls the player IO and other peripheral devices. The evolution of gaming is likely bound for completely server side game hosting. The gaming device will then become the equivalent of a dumb terminal.
In order to achieve true server side architecture a method must be defined for allowing the server to interact with the player through the IO devices attached to the game. Some devices are consistent across all games such as note acceptor devices and printer devices however many games have customized button decks and other unique features requiring an extensible method for interacting with the server.
Researching this topic will likely lead to the definition of a new message protocol that will support the server side interaction with a gaming device that simply controls player IO devices. It will be challenging to consider the possible player IO devices and what standard protocol could be used to allow the server to intact with each.
Research Material:
Gaming Standards Association: http://www.gamingstandards.com see the GDS device classes. 
4 Community gaming

Synopsis: Community gaming is another innovation that is currently being pursued by the gaming industry. Many gaming companies in the past few years have developed community gaming titles that are being trailed in casinos. As of yet no company has produced a winning combination of game theme and community experience. At the moment it is a small niche market.
The industry believes this is a winner market but no one has discovered how to duplicate the success of internet community games in the casino environment.

Research Material: 

Bally Technologies, Auction Fever™ released 2005.

International Gaming Technologies, eBay released 2007/8.
5 Real-Time indoor gaming device tracking and positioning system

Abstract: The objective is to create a real-time indoor tracking and positioning system which could be used to track, identify, and determine the spatial location of a gaming device within an indoor gaming environment (casino floor). This system may employ whatever technologies that are deemed to be best suited for this environment like RFID, infrared, Wi-Fi, broadband technology, or *Sonar. A substitute object/device shall be used in place of an actual gaming device.

A minimal user interface shall be created to visually demonstrate the real-time locating data for this automatic indoor tracking and positioning system.
*Sonar technology might be considered for its ability to identify walls or floors which exist in an indoor environment, while RFID is not constrained by rooms, or multiple floors.

6 Real-Time location-based data visualization system
Abstract: The objective is to create a visualization system which enables the display of real-time location based information in a 3D environment. The focus for this project is to create intuitive animated 3D representations of data that are intuitive and enable the user to easily make quick assumptions and decisions based on its visual representation and animation.

The system shall employ the 7 steps of data visualization (acquire, parse, filter, mine, represent, refine, and interact) with a strong emphasis on the interaction layer. The set(s) of data that will be used for this visualization system shall be real-time and geo specific in nature. Some example datasets would be traffic data, cell phone use, etc. The visualization system shall be integrated with either Microsoft Virtual Earth or Google Earth for the 3D display of the real-time geo specific information.
