GROUP4: PROGRAMMING4LYFE Game

INSTALLATION:

1) a browswer that supports flash player 8.0 and later.

2) access to the internet.

LIMITATIONS:

1) We designed to exclude real time updates of game competitor's progress bar on the user's screen to see how fast they compare to their rivals in the same set of tasks. Adding the multiplayer functionality is unimplemented because it is not practical given the time constraint and the UI will not have significant changes. Moreover, to incorporate real time updates between two competitors, our networked multiplayer mode would involve networking protocol knowledge that would bring a lot of new problems and has little to do with User Interface Design. It appears to us that it is more crucial to make the game work for single user at this point.

2) In "What Goes Here?" game we don't produce every single possible output for incorrect answers because the number of outputs grows exponentially O(2n) (if there are only 2 choices per "blank") with the number of "blanks" per piece of presented code. And it becomes even more complex as the number of selections per "blank" increases. So, that's why it is infeasible to store all the possible outputs. There is another way to go by actually running code on JVM underneath of our interface, but with the time constraint we have it will be impossible to implement. It will be difficult inform the user about an infinite loop which could potentially crash our app if left unattended for a long time.

3) Some of the sound effects will not be implemented due to time constraints.

4) In the Datris game, the "RESTART" button does not function properly after the player wins the game. At this stage we thought that it wasn't important enough to spend time on making it functional (not many users would want to replay a game after winning it).

5) Animated tutorial is missing because it is too time consuming to make.

6) Progress bar is missing (no time for little things...)

7) When the user is about to interrupt his/her game by exiting or going back to main menu, there is no confirmation. So, accidental clicks on some button can ruin a game.

8) The Settings option on the Main Menu is not implemented at this point because it is not part of the basic blueprint of the game. As the game increases in complexity, more advanced features might be added as part of the "Settings" section.
