Philip Li
Final Project Design


My project is a making a multiplayer game on a grid. There are two teams: the attacking team starts in the starting zone. The goal of the attacking team to capture the flag in the flag zone and transfer it over to the starting zone. The goal of the defensive team is to defend their flag. 

The twist of the game is that players on both teams have limited sight and speed. This rule prompts teams to choose their positions carefully. The intended users are people who want to play a collaborative and challenging elementary game based on psychology and calculations. 

Thomas Yim tested my design. After testing the design, I decided to add “join” buttons and “create” buttons for players on page 2. Furthermore, I decided to add a victory page at the end and a “play again” button for people to play the game again. Finn tested my program, and he told me to make changes to my map (including the room-terrain and slower terrain).

Prioritization of Features 
Necessary

· Making the room-list page (page 2)
· Making the player-list in a given room (page 3)
· Map of the game
· Different Terrains,
· Structure
· Making a game 1v1
· Sql table of all locations, game numbers, player IDs, player types, player statuses (live, #of special used)
· Making the website key sensitive – different keys type different moves
· Title-page
· Making sure different people don’t type same username, and no two people have same usernames at a given time
· Choose-character page 
· Play again page
· Elementary CSS
Will implement if I have time 
· Make the game multiplayer
· Add better CSS 
· Trophy image

Database Table

1. Table for usernames in play: columns – Id, players name
2. Table of rooms: columns – room number, creatorID, creator, 
3. Table for players in each room (details in the necessary bullet point, one table per room): columns – playerID, playername, player ranking (rank by order of people joining the room)
4. (maybe) store a table for different maps
Implementation schedule

Week 1 (by 11/10): Finish map drawing, create map skeleton on website (using css), mySql tables for each player (session variable), html for all pages, 

Week 2 (by 11/17):  Implement Turn-based system, arrow key functions using jscript, collisions, win-lose conditions, flag control

Week 3(11/24): Complete CSS, Add Multiplayer option, Chatbox

Week 4 (11/31): Add Multiplayer option, Test site, debug, anti-lag
Week 5 (12/7): Presentation, Debug, Testing

Showstoppers/Open Questions

1. How to make the game fun?
2. How to make the game strategic?
3. How will the arrow keys be used for the user?

[bookmark: _GoBack]Problems
1. Lag
2. CSS looks ugly
3. Multiplayer players colliding








Change week dates, and multiplayer thing, Database table (columns)














Functional Overview: a short description of your project, including who your intended users are.
· Design Overview: this should include pictures of your low-fidelity prototype. You can scan these in or use  a high-quality phone camera. Let me know if you require assistance to get these scanned.
· Design Testing Results: list who tested your design (at least two people), and at least three things you changed in your design as a result of feedback from testers.
· Prioritization of Features: List all major features of your website, and separate your features into two groups: “definitely will implement” and “will implement if I have time”. 
· Database Design: What tables do you expect to be in your database? What columns will those tables have? 
· Proposed implementation schedule: List dates, and what features will be completed by those dates. Work backwards from when your code is due. Implementation schedule should list at least one milestone per week, if not more.
· Potential Showstoppers and Open Questions:   List any problems you think could come up in your project. Also list any outstanding questions or concerns.

This design document should be well thought-out, but it’s not too difficult once you’re done with your low fidelity prototyping. 
Goals:
To gain experience in writing a clear design document as a communication tool. 
Important: 
· Your website should be easy to use, particularly after doing your participatory design phase. This should look and feel like a “real” website. 
· In the spirit of creating a “real” website, your design will not be approved if it is too simple. For example, if it doesn’t involve a database, it won’t be approved. If it’s a “minimalist design and therefore doesn’t use any CSS”, it won’t be approved.
· When figuring out your implementation schedule, be sure to leave time for things everyone forgets:
· CSS takes a long time to look good
· You’ll need to fix things after you test with users
Write up and Turn in
To turn in your design document, create a new folder on the server under your name (so, in addition to your PHP, mysql, etc folders) called ‘finaldesign’. Upload your design document to this folder.

