SW08
Assignment 3 (part 2)


Assignment: The World of Zuul - with images!
[image: image1.png]Welcome to the World of Zuul!
World of Zuul is a new, incredibly boring adventure game.
Type 'help' if you need help.

You are outside the main entrance of the university.
Exits: west east south

[go east|




Due date: Wednesday, 15 December 2004, 12:00 (noon).

Zuul with GUI

Your task is to add a graphical user interface (GUI) to your version of the Zuul game.

You do not have to submit the first part of this assignment - there will be just one submission of the whole project (part 1 and 2) at the end of this task. (Of course, you can ask your tutor for feedback on the first part in class.)

Requirements

Your implementation must fulfil the following minimum requirements:

· The application runs outside BlueJ.

· It opens its own frame.

· Locations have associated images.

· Locations still have text descriptions.

· The application has a menu. Menu items are at least Quit and About.

Everything else is pretty much up to you.

Especially: the command input method is up to you to decide. You could still have text commands (as in the picture above), or you could use a set of buttons for the commands. You decide.

Optional: challenge tasks

Here are some things you could do if you feel like it:

· Read the game specification (rooms, their exits, items) from a file instead of hard-coding it. This way, the same program can play multiple scenarios.

· Implement a ‘Save’ command that saves the game status. Of course, you need an ‘Open’ command as well then.

6
Submission and Assessment

As before (unchanged):

You have to submit the BlueJ project as a single file (jar or zip format) by email to your tutor on or before the due date. All code must be professionally written (comments and indentation!) and will be assessed for

· correctness

· appropriate use of language constructs

· style (commenting, indentation, etc.)

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

· difficulty (extra marks for difficult extensions)

You also have to submit a report that includes

· the name and a short description of your game

· the description should include at least a user level description (what does the game do?) and a brief implementation description (what are important implementation features?)

· 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 printout of the source of all classes

The report should be five to six pages long.

A perfect implementation of the base tasks would make a good (but not very good) submission (a mark of 10, if this was marked separately). To do better than that you need to implement one or more challenge tasks.

The assignment must be handed to the office before the deadline. Late submissions will not be accepted!
The exam

Your work will be used as the basis for the interview in the exam. You are expected to have written all the code yourself (everything else is plagiarism!) and to be able to explain all of the code you have written in detail.
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