Functional Overview: a short description of your project, including who your intended users are.

My project will be an online, multiplayer economy-based game. The game will simulate goods, prices and regional variance to create a world that players can explore, with the goal of making money. The game will not be real-time and will largely be text-based. A server-side script will act as the game’s environment— it will generate random events that will affect players and the economy.



Design Overview: this should include pictures of your low-fidelity prototype. You can scan these in or use a high-quality phone camera. Let me know if you require assistance to get these scanned.


Look at the folder “lofiDesigns”


Design Testing Results: list who tested your design (at least two people), and at least three things you changed in your design as a result of feedback from testers.

Tester 1: Will MacCormack 
Tester 2: Victor Xia

Changes to design: Titles on pages, replaced “days” with “turns,” Changed wording from “Sign Up” to “Don’t have an account?”

Prioritization of Features: List all major features of your website, and separate your features into two groups: “definitely will implement” and “will implement if I have time”. 



Definite Implementation:
	Goods and their respective prices
	Variability in good prices based on type, place of origin and events
	Events that affect goods, places or players. This will require some sort of script that constantly runs and creates events.
	Player-Player interaction, Player-Good interaction (These will be handled like events)
	An update system that is lightweight but also keeps players synced.
	

Will implement:
	Shares: a mechanic that will allow players to profit from other players buying goods and create a sense of ownership/competition.
	Trends: Expand beyond single events and make changes like “long-lasting floods,” for a more realistic world
	Notification API: Use a notification API to nag players about events when they aren’t in game.
	



Database Design: What tables do you expect to be in your database? What columns will those tables have? 

Player:
	Username: Text
	Money: Int
	Goods:
		X: Text
		Y: Text
		Etc.
	Place-id: Int (id)

Event:
	Description: Text
	Good-place-id: Int
	Price-Change: Int
	Type: Enum – Player, Place, Good
	Sender: Int (player id or id=0 for environment)

Good-Place:
	Place-id: Int
	Good: Enum
[bookmark: _GoBack]	Price: Int
		
Place: 
	Place-id: Int
	Place-name: Text


Proposed implementation schedule: List dates, and what features will be completed by those dates. Work backwards from when your code is due. Implementation schedule should list at least one milestone per week, if not more.

11/2: An understanding of how to make an efficient refresh system; if none exists, have a backup plan, like only refreshing when the player takes an action.

11/9: Player-Good interaction complete. Players can buy and sell goods; simple script that changes prices based on supply-demand. 

11/16: Environment events completed with a script that sends out random updates. 

11/21: Player-Player interactions complete. 


11/27: Everything in definite completion category is done and fleshed out. Pre-testing and CSS have been added.

12/6: Some of the things in the “will implement later” section are complete but are also well tested.

Potential Showstoppers and Open Questions:   List any problems you think could come up in your project. Also list any outstanding questions or concerns.

No good way to have a refresh/turn based system.
I have a computer that can be used for the constant running of the event script, am I allowed to use it for this project? Is there a better solution for creating a game’s world environment?
