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Game Description Report

The game I will be creating is called Memory Madness. It is a simple puzzle game that has the following rules:

1. Watch and remember the order of the shapes (shape order)
2. Repeat that exact same order when asked (user shape sequence)
3. Perform this task on all 5 levels

The game will be created using Windows 32, Windows CE, and Windows 5.0 APIs. It will also feature code from the Graphical Device Interface (GDI). The two platforms that Memory Madness will be developed for are:

· Windows XP/2000 (referred to as PC)
· Windows 5.0 Mobile (referred to as Mobile)
The specifics of the game are as follows:

· There will be 5 levels of difficulty
· For each increase in difficulty the amount of shapes and/or the time each shape is displayed will be adjusted

· There will be 6 GUI buttons available to the user:

· Triangle

· Only available after the user witnessed the shape order, selecting this button chooses and displays this shape for the user shape sequence

· Square

· Only available after the user witnessed the shape order, selecting this button chooses and displays this shape for the user shape sequence

· Circle

· Only available after the user witnessed the shape order, selecting this button chooses and displays this shape for the user shape sequence

· Start

· Start the game and display the random memory sequence

· About

· Display credits and copyright

· Exit

· Successfully exit the game

· After a correct user shape sequence occurs, a message indicating a win will be provided

· After an incorrect user shape sequence occurs, a message indicating a lose will be provided

· The game will include a NULL driver, which will be made accessible to the main coding file. The NULL driver will be derived into an appropriate driver for each platform.

· The game code will be abstracted from the platform specific code, and presented in the most generic format possible

Both platforms have some considerations that must be taken into account. The user interfaces that are provided must be constructed using different resource files and include files. This will be very manageable since we have a null driver in place with appropriate virtual functions:

· Output 
· send a message from the abstract game to the derived platform specific instance of the NULL driver

· Input 
· send a message from the derived platform specific instance of the NULL driver (most likely generated by the user interface) to the abstract game
Having this NULL driver with these virtual functions in place will greatly aide us in our abilities to handle message passing from the abstract game to the platform-specific code. All that needs to be modified is the platform specific code, located in the WindowsDriver.cpp or the MobileDriver.cpp files and the resource files and manager need to be recreated using the appropriate resource creator made available through Microsoft Visual Studio 2005. 
Technical tool kits that are required to create cross-platform code for the Windows Mobile 5.0 Operating Systems are:
· Microsoft Visual Studio 2005 (professional or standard edition)

· Microsoft Windows Mobile 5.0 SDK

· Microsoft Device Emulator and mobile phone images

· ActiveSync 4.1 software for Mobile phones

These have all be downloaded and installed correctly; the documentation will be made available upon request. 

Memory Madness will be a simple game that will allows for focus upon cross-platform development techniques such as abstraction, modularization, encapsulation, and the use of a NULL driver. All of these techniques provide the means to create a cross-platform game, and are similar to what would be utilized in a real-life game studio. 
Planning Document
The creation of this game for both platforms will occur over a period of four weeks. I have broken down the most relevant tasks based on this time constraint:

· Week One
· Research and installation of appropriate tool kit software needed for cross-platform development (as referenced earlier)

· Creation of game design document, and game design planning documents

· Software development diagrams and selection of software development techniques

· Week Two

· Begin implementation of game design document and other game design planning documents

· Utilization of software development diagrams and software development techniques

· NULL Driver development

· Abstraction of game

· Creation of separate encapsulated modules

· Begin development on PC version of game

· Resource manager utilization and resource creation

· Virtual Key Code implementation and platform-specific message notification handling

· Week Three

· Completion of NULL driver and abstract version of game

· NULL driver is complete and PC driver is derived

· Game operates independent of interface and relies upon NULL driver virtual functions

· Completion of PC platform version of Memory Madness

· Testing, and maintenance

· Begin development on Mobile version of game

· Resource manager utilization and resource creation

· Virtual Key Code implementation and platform-specific message notification handling

· Week Four

· Completion of Mobile driver
· Appropriate derived NULL driver is available
· Completion of Mobile platform version of Memory Madness

· Testing, and maintenance

· Routine maintenance and testing of both platforms

· Release version deployment of Mobile and PC version

· Mobile release will be introduced to my PDA

· PC version will be made available upon request
If there should be any setbacks that occur, appropriate measures will be taken to advance to the next stage. The last week should serve as a buffer and be utilized accordingly. 
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