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1 INTRODUCTION

A Practical Guide to SysML
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2 THREE DOMAIN AREAS
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2.1 Area 1: Systems Engineering

2.2 Area 2: Engineering Analysis

2.3 Area 3: Video Game Platform
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2.4 Interface 1: Systems Engineering Tools – Engineering Analysis Tools

2.5 Interface 2: Engineering Analysis Tools – Video Game Platforms

2.6 Interface 3: Systems Engineering Tools – Video Game Platforms

3 INITIAL PROOF-OF-CONCEPT PROTOTYPES

3.1 Single Instantiation Framework
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3.2 Networked Framework Instantiation

3.3 Further work
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4 CONCLUSION
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