ITKO - Programming




Project: The World of Zuul with network communication
Due date: The project must be handed in at the latest on Friday, 17 December 2004, 12:00noon.

1
The Task

The task is to extend your Zuul adventure game, adding more interesting functionality and network connectivity.

Expected extensions fall in three groups:

· Supporting flexible scenarios by using files

· Using a central high score server over a network

· Adding more challenging functionality

2
Files: storing scenarios in a file

Game scenarios should be stored in text files, instead of being hard-coded into the program. You program should read a file that describes the layout of locations and location of items. Users can choose different scenarios by name.

You have to design a format for these files.

3
Networking: adding a high score server

You have to develop a separate program: a high score server for your game. The game becomes a client for this server. The server can potentially run on a different machine, and multiple clients can connect to the server.

The server supports two bits of functionality: 

1. it can store a score of a player’s game; and

2. it can provide a current list of ten highest scores.

Communication between client and server is done via sockets.

When the game finishes, it displays the player’s score and the high score table.

3
Challenge functionality

The game must have characters that move around between locations. The player can meet these characters, and the characters may help the player (give a hint for the game, or supply needed items).

The game has a transporter room or a transportation device.

The game must have locked doors than can only be opened with a matching key.

The game must (obviously) have a point scoring system.

4
Optional extensions

Each group is free to extend the game beyond these specifications. There are many possibilities. Interesting may be

· supporting multiple players (locally)

· saving the state of a game, so that players can continue the same game later

· supporting multiple players over a network

· ...

6
Submission

The project must be handed in at the latest on Friday, 17 December 2004, 12:00noon. Two copies must be submitted. A submission consists of


· a report

· print-out of your software

· executable software sent to your lecturer, submitted as a single file (jar or zip format) by email

All code must be professionally written (comments and indentation!) and will be checked for

· correctness

· appropriate use of language constructs

· style (commenting, indentation, etc.)

· design (consideration given to cohesion, coupling, maintainability)

· functionality

The style must conform to the published code style guide.

The report must include

· the name and a description of your game

· a simple user manual (description for a user about how to use your program)

· an implementation description (design of your program)

· a description of special features of your game

· comments on code quality: what consideration was given to issues such as coupling, cohesion, responsibility-driven design, maintainability, etc, during your design/implementation?

· known bugs or problems (Note: for a bug in your code that you document yourself, you may not lose many marks – maybe none, if it is in a challenge task. For bugs that we find that you did not document you will probably lose marks.)

· a reflective statement about your own learning: what are the most important things you have learned from this project

The report should be between 10 and 20 pages long.
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