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Project Functional Specification

Purpose: To create a game in which you must complete certain tasks to get your report card. 

Core Objectives

· Create at least 3 Mini-Games

· Schedule to follow

· Storyline of some sort

· 2D Map

Little Things

· Graphical representation of teachers

· Character Identity

· Map 

Mini Game Priority

1. Anagrams - Donaldson

2. RPS - Stein

3. Teleporter - Miller

4. Tetris - Rogers

5. Sudoku - Walstein

6. Running - Heidler

7. No-ID - Piper

Requirements:

· Java

· OpenGl (if reach targeted project)

Main Menu:

    Start Button

    Picture of school

Opening Splash:

   Mr. Heidler tells you to visit each of your teachers to get your grades and explains the basics of the game (tells you to look at your schedule card to see which teachers have yet to be visited). 

Games:

   Anagrams: You are presented with a scrambled word. Your task is to figure out what the word is. Individual spaces will appear, and the user must type a letter into each space. Pressing enter will cause the word to be checked and the time spent is recorded. The user must unscramble 10 words. 

     RPS – The user is asked to choose rock, paper or scissors.  Then, they will see it played out in front of them (the computer vs user).  Then they will be told whether they win or not.  They need to win 2/3 or keep going until they have won 2/3 times.

Teleporter: The user is in a map and can climb from class to class.

up and down places.  Their goal is to go to the teleporting rocks (will either be the penguin or the frog), and click on it.  If it is the correct portal, the will move on to a different part of the map.  Else, they are returned back to the beginning to try again.

Phases of Project:

Stage 1: Schedule Card (at least 3 classes). You can click on a class and it immediately transfers you into a mini game.  There are no explanations (storyline) except the initial “you will be graded on your game skills.”  You are basically just playing 3 games: Anagrams, RPS, Teleporter.

Stage 2 (Minimum): Report Card is on a JMenu Bar. There is a storyline. Heidler tells you to go get your grades from your teacher.  So you click on a class, and a graphical representations of a teacher appears.  You have a conversation with him/her and they tell you the rules, etc. There will be at least 4 mini-games (aka 4 grades for the user to get).

Stage 3: 2-D Map in which you can walk to the teachers instead of clicking on the JMenu.  So you go from room to room (there will now be an order) and each teacher will tell you what to do.

Stage 4: Incorporate more mini games and expanding the storyline. This includes character identity. We will now include various teachers’ quirks as part of how to get the highest score.

Stage 5 (Goal): We go 3D.   The user walks now (3D) 

User Interface:

By Minimal Stage:



Goal:


Report Card			SCORE: ###











GAME LOADS HERE





Rawr! Beat me!





next class








