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Computer-Based SPOT Board Game



D4: User interface design

1  Brief introduction

2  Changes to the previous document 

3  User Interface Overview

4 Structure and Navigation

4.1 Overall structure and navigation of the system

>Remove this later>The overview sections should describe the whole UI, it's underlying

design, important ideas, etc.  Then you use diagrams to show the

interface's structure, and you need to describe each bit.  Like having

a class diagram and then a brief description of what each class is

responsible for.

When the application is started, the user will be presented with the main menu interface that will provide a centralised launching platform for the three separate sub applications. The user will select the desired sub application from the interface, which will be launched, and the main menu interface will be hidden from view. The three sub applications are playing a new game, reviewing a logged game (either textual or real-time) or editing an existing board.  Whenever a sub task is finished, the user will be returned to the main menu interface. It is envisioned that the user will mainly be using only one sub application for the duration of the program. For example, after having started the application and having played a game, the user will close the application without using either the editing or reviewing sub applications.

At the start of each of the sub applications, the users will be required to configure them according to the requirements of the situation. For example, when starting a new game, a network connection will usually be created and a board selected.  As setting up a game requires several events to be performed in a particular sequence, a dedicated interface called "Game Setup" will be used to guide the user through the process. Editing and reviewing setup will follow an approach that should be comfortable to users of Microsoft Windows. When initally started, the interfaces will be mainly blank. To load the appropriate file in most situations, the user should go to the file menu and select open. A file browser, much like that from Windows, will be used to browse through folders and select the desired file.  When the file browser is started, it will be in the default directory for the application, to aid file easy file retrieval. Similar options will be provided to perform deletion and creation of new boards.

A major aim in constructing the interface will be to make the navigation as simple as possible. It should be possible to start a new game quickly, using short cuts if possible, and to spend most of the time using the application constructively. The play game interface should not hinder the progress of the games unless absolutely required. This includes the use of unnecessary pop up boxes, parts of the interface causing distractions from the actual game, and difficulties in using the interface making the moving of pieces difficult or unnatural.  Where popup windows have been used it is important that no audible prompt be made.  The core two tier architecture of the overall interface reduces the number of possible paths a user can take, and hence reduces the cognitive load.

4.2  System Navigation

4.3 Responsibilities of each main place in the design:

4.3.1 The Main Menu Interface

We aim to keep the initial interface simple and uncluttered.  Hence it only contains:

· The goat logo, which relates the system back to the SPOT project.  

· Four buttons, corresponding to the 4 types of functionality the system can be divided into.  These buttons are:

· Play Game

· Replay Round

· Textual Review

· Edit Board   

The functionality of this interface is fairly straightforward: the user presses the button corresponding to the sub application they wish to enter, and accordingly, the relevant application should be launched.  The main menu interface will then be hidden from view until returned to later.

4.3.2 The Game Setup Interface

This is the screen that is displayed after the user clicks the "Play Game" button. Through this interface the user sets up the network communications (if available), game record details (Game ID and Round ID), selects the type of player and selects the board they wish to play on.  If a network connection is established then the host automatically sets up the client's game configuration and the options that are set by the host are blanked out on the client.  

4.3.3 Network Connection Setup Interface

This is the interface that pops-up when the user selects the "Network Connection Setup " button from the "Game Setup Interface".  Through this the user attempts to establish a connection with another machine.  The user chooses to be either a host or a client.  If they choose to be the client they must also enter the IP address of the host they want to connect to.  To assume the role of the host machine the user does not have to perform any special action, each machine will implicity start a host connection, thereby allowing a client connection to be formed to either machine.  Each machine will display its own IP address in the window if possible.  Status will be given on the state of the connection between the two machines while this window is visible. The message will contain information such as: 

· Disconnected

· Connecting to IP 216.115.102.77

· Waiting for Connection

· Connection Failure, unable to find host

· Connected as Host/Client

· Unable to detect the network.

In the event that a connection cannot be formed, the user can press the Abort button and use the system without the connection.

4.3.4 The Driver/Slider Game Play Interface

These interfaces are where the main game play takes place. Users can move pieces around the board, manipulate the clock and choose to stop the round (and consequently the game) at any point.  

These interfaces are essentially the same however the driver screen has 

· end positions marked

· an undo button which is always functional

The slider board has

· bonus/hazard squares marked

· an undo button which is only able to be activated if there is no network connection. 

In games where the network connection has been setup, a check will be performed after each undo that will only allow moves to be made if both users have performed the same number of undos.

4.3.5 Replay Round Interface

Through this interface, the user is able to replay game rounds that have been logged. During a replay, both the slider and driver boards are displayed on one screen, and moves are replayed according to how they were sequenced in the actual game round. While being similar in look to the Driver/Slider Game Play Interface, the user is not able to move pieces on the board, as the games are replayed solely by the system. Users are however able to select which game they want replayed via a drop-down menu similar to the "File" menu in Windows.  They can stop/start or pause/resume the replay at any point. The system will be responsible for drawing up the correct boards for the game to be replayed. 

4.3.6 Textual Review Interface

Through this interface, the user is able to scroll through the textual log that the program recorded during game play.  It will be possible to select blocks of text to be cut and pasted  to other applications.  Like the Replay interface, it will be possible to switch between different logs using the file menu.

5  Look and feel of the system:

Graphical Elements

· We aim to make the look and feel of our system match that of Microsoft Windows, as this is what the client is currently using and is familiar with. By this, we mean that a corresponding action in our system and Windows would provide common functionality.

· The same colour scheme will be used for each interface to introduce homogeneity through the system.

· The goat logo will only be displayed on the main interface. This is to prevent cluttering the application interfaces with unnecessary information.  

Interactive Elements: General

· We aimed to have as few dialogue boxes as possible, as they generally tend to frustrate users.  However, pop-up verification boxes will be used to prevent users incorrectly using the system or doing potentially damaging actions (for example exiting games without logging results). Pop-up confirmation boxes are also used to notify the users of actions such as result logging and board deletion.

· The system will not provide "help" functions as players interact closely with the referee who will explain how to use the system.

Interactive Elements: Contol

· Most control will be provided by buttons and radio buttons. We aim to provide buttons for all actions which are done frequently, with other actions initiated via the tool bar.  For example, "Start clock" is something that needs to be done quickly and easily so that the referee can coordinate the game play with the audio recording.  

· The control panel (i.e. the buttons and fields) on all the interfaces that are not transitional will be situated on the right hand side of the screen. This is because most people are right handed and it will be easier to for them to navigate from that side. By keeping the buttons in the same place on each interface we prevent annoying and confusing the users.  

· All buttons will be activated using a single mouse click.  

· Minimise, resize and close buttons will be provided in a tool bar in the right hand corner of every window. These buttons are provided to manipulate the interface. They are the same ones used in Microsoft Windows systems so the user will already be familiar with their functionality. 

· Every interface (apart from the main menu) has a "Main Menu" button that allows the user to return to the main menu page. There are certain situations in which the "Main Menu" button will be deactivated e.g. in the middle of a game: in this case, the user would have to press the "stop round" button before being able to use the "Main Menu" button.

Interactive Elements: User input

· In some situations users will need to enter data using field boxes (for example when entering the IP address of the host they want to communicate with).  Where possible, default values will be provided in case the user forgets to enter a value.  

· When the user needs to make a selection from a predefined list, a file browser will be provided. Depending on the situation, this browser will either be launched by clicking on a button on an interface, or by selecting "Open" from a "File" drop-down menu. This is to prevent users from entering invalid data.  

· During game play, pieces are moved about the board using "drag and drop".  The user clicks on the piece they want to move. Then they drag the mouse in the direction they want it to move.  When they release the mouse, the piece moves as far as possible in the direction they selected (the pieces can only move vertically or horizontally). 

6  Detailed Design

6.1 Sample graphical layouts for the system

The five most important graphical layout of our system are depicted below. 

6.1.1 The Main Menu

PICTURE OF MAIN MENU GOES HERE

6.1.2 The Game Set-Up Interface

PICTURE OF GAME SET UP INTERFACE GOES HERE

6.1.3
  The Network Connection Setup Window

PICTURE OF SLIDER/DRIVER INTERFACE GOES HERE

6.1.4
  The Slider/Driver Game Play Interface

PICTURE OF SLIDER/DRIVER INTERFACE GOES HERE

6.1.5
  Replay Interface

PICTURE OF REPLAY INTERFACE GOES HERE

6.2  Enactment of Concrete Use Cases:

This section describes how the flow of control from a user point of view for the top five use cases which are:


1 Move Piece

 
2 Start Game

 
3 Start Round


4 End Round

 
5 End Game

We will describe the flow for the use cases in the order which they would be enacted in a typical session with the system. 

6.2.1 Start Game:

Concrete use case: "The user wishes to start a new game".

User
System

Launches the program



Displays the Main Menu Interface, which displays 4 buttons on the right hand side, which are "Play Game", "Replay Round", "Textual Review" and "Edit board" respectively. 

Single-clicks on the Play Game button



Displays the Game Set Up interface

6.2.2  Start Round

Concrete use case: "The user wishes to start a round".

User
System

Click "Network Connection Setup" button.



Launch a "Network Connection Set Up" window which contains radio buttons for selecting either the host or client role, a field for the IP address if the client role is selected and a "Connect" button. 

Wait for another user on a client machine to select the "client" radio button, enter the IP address of this machine into his/her respective "Network Connection Set Up" window and hit "Connect".

Both "Network Connection Set Up" windows disappear and only the Game Set Up interfaces remain.

The "Network Connection Set Up" buttons on the Game Set Up interfaces are replaced with the following text: "Network connection established."

Enter the identifier of the game into the text field labelled by "Game ID".



Record this information internally. Update client machine connected to this machine so that the text field labelled by "Game ID" in it's Game Set Up window is populated with the value entered by the (host) user.

Enter the identifier of the round into the text field labelled by "Round ID".



Record this information internally. Update client machine so that the text field labelled by "Round ID" in it's  Game Set Up window is populated with the value entered by the (host) user.

Select the "driver" radio button.



Update client machine so that its Game Set Up window has the "slider" radio button selected. 

Click "Browse" button, located next to the text field labelled by "Select Board".



Bring up a file browser window listing game boards by name.

Click on the name of a game board.



Close the file browser window. 

Update the  text field labelled by "Select Board" to contain the name of the selected board. Record this information internally.

Update client machine so that it's "Select Board" text field is populated with the name of the board selected by the (host) user.

Click the "Start Round" button.



Change the interface to the Driver Play Game interface.

Update client machine so that it's Game Set Up interface is changed to the Slider Play Game interface.

6.2.3  Move Piece

Concrete use case: "The user wishes to move the triangle piece to the far left of the board"

User
System

Single clicks on the grid square containing the triangle piece. 



Records this information internally.

Drags the mouse from the triangle piece to the left side of the board and releases.



Moves the triangle piece as far to the left as possible before hitting the side of the board. 

6.2.4  End Round 

Concrete use case: "The user wishes to manually end the round and log the results as the game has reached a stalemate situation."

User
System

Single clicks on the "Stop Round" button



Stops the clock and ends game play. Displays a dialogue box asking the user: "Would you like to log the results of your game".  The box also contains two buttons "Yes"/"No".

Single clicks on the "Yes" button



Logs the results and displays a confirmation box, as follows: "Your results have successfully been logged!".  The box also contains a button "OK".

Single clicks on the "OK" button



Displays the Game Set Up interface.  All the fields of the interface have the values in them from the previous game.  Unless the user is the client (in the case that a network connection is available), all these fields are activated to be modifiable.  

6.2.5   End Game

Concrete use case: "The user wishes to end the game".

This use case follows the End Round use case, hence System is displaying the Game Set Up Interface. 

User
System

Single clicks on the "Home" button.



Changes interface to be the Main Menu interface.

Changes to previous documents

STUFF GOES HERE

EXTRA STUFF TO STICK IN SOMEWHERE....

In this case, only the Driver can initiate an undo move which undoes the last move on both screens. When there is no network connection, both the slider and the driver need to coordinate undo moves to their respective boards . Whilst having a temporarily functional button may cause confusion to the user, we decided to do this to allow the system to work with or without network configurations. Furthermore, the button is greyed out rather than not being present at all, to aid consistency of the look and feel.

· Add host and client to the glossary!

· Update risks, glossary, design blah blah etc.

· Changes to previous documents

