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A brief overview of the Game and the contents of the game. This will describe the classes, variables, constructors and methods, as well as the current progress of the game and future development of the game.	Game Design Document
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[bookmark: _Toc185387008]Intro
This is the Design document for the scenario The Food Chain. This group was a four partner joint project between Russell Sweet, Nick Tello, Matt Torrisit, and Meagan Bennoit. This scenario is a game about the wild, where the objective is to eat the next animal in the food chain until you are the top dog of the bunch. You must slowly progress through the ranks, every time eating the next animal in the food chain until you are the polar bear, while dodging other creature of the food chain that want to eat you. The controls are just simply moving around the world with the arrow keys, only eating the animal next in the food chain.  
[bookmark: _Toc185387009]Class List
Here is the Class list, in order from the weakest animal to the most dangerous animal. 
The actual classes consist of:
· World
· myBackYard
· Actor
· Animal
· Scoreboard
· Counter
· player
· enemy
· target

The in game list of animals to eat from weakest to largest and most dangerous is:
1. bigAnt
2. fly
3. spider
4. bee
5. frog
6. lizard
7. snake
8. bigSnake
9. alligator
10. hippo
11. polarBear
*The butterfly class is edible by everyone. 
[bookmark: _Toc185387010]Class Diagram
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[bookmark: _Toc185387011]Class Description
[bookmark: _Toc185387012]Player
[bookmark: _Toc185387013]Overview
The player class is the class that you control with the keyboard. You move around the world, and eat the target class to advance to the next level.
[bookmark: _Toc185387014]Fields
static double playerSpeed: this field doubles the players speed so that the player has a chance to catch the target. 
[bookmark: _Toc185387015]Constructors
There are none
[bookmark: _Toc185387016]Methods
The methods are:
eatTarget()- this allows the player to eat the target, and advanced to the next level
checkInput()- This allows for the Player to me moved with the arrow keys.
Act()- This allows the scenario to call the methods when the scenario is ran. 
[bookmark: _Toc185387017]Enemy
[bookmark: _Toc185387018]Overview
The enemy class is the class that is trying to eat the player class and end the game. This class is controlled by random movements by the computer.
[bookmark: _Toc185387019]Fields
Static double enemyspeed : this is a variable that allows the programmer to change the variable speed of each “animal” in the game.
[bookmark: _Toc185387020]Constructors
There are none
[bookmark: _Toc185387021]Methods
There are just two:
eatPlayer()- This is a method that lets the enemy class see the player class and eat the class, then end the game if this happens.
Act()- this class calls all of the methods in it when the scenarios is ran. 

[bookmark: _Toc185387022]Target
[bookmark: _Toc185387023]Overview
The target class is the goal of the player. As the player, you must eat the target class so that you can progress through the levels. 
[bookmark: _Toc185387024]Fields
Static double targetSpeed: this a field that allows the programmers to change the speed of the target based on the level number. 
[bookmark: _Toc185387025]Constructors
There are none
[bookmark: _Toc185387026]Methods
There is only act, which calls two methods:
turnRandom()-Makes the target turn at random intervals
move(targetSpeed)- this allows the target to move at the speed that is in place by the field targetSpeed. 
[bookmark: _Toc185387027]Animal
[bookmark: _Toc185387028]Overview
[bookmark: _Toc185387029]Fields
There are none
[bookmark: _Toc185387030]Constructors
There are none
[bookmark: _Toc185387031]Methods
There are a lot of methods in this class:
Turn(int angle)- This turns a given number of degrees to the right.
Move(double animalSpeed)- this sets the variable for the speed of each animal as the game progresses. Level 2 enemy is slower than level 5 enemy, thus making the game harder. 
turnRandom()- This allows the Class to turn randomly.
atWorldEdge()- This lets the animal know if it is close to the edge of the world or not.
canSee(Class clss)- Tests if this animal overlaps with another object of given class
eat(Class clss)- Removes an object of the given class if there is one at the location this animal is at.
Person()- Sets the image as the little person
bigAnt()- Sets the image as the big ant
fly()-Sets the image as the fly
spider()- Sets the image as the spider
bee()- Sets the image as the bee
frog()-sets the image as the frog
lizard()-sets the image as the lizard
snake()-sets the image as the snake
bigSnake()- Sets the image as the Big Snake
aligator()-Sets the image as the alligator(the class is miss spelled on purpose to make it easier for the prgrammers)
polarBear()-Sets the image as the polar bear
[bookmark: _Toc185387032]MyBackYard
[bookmark: _Toc185387033]Overview
This class is the world, and governs how the world works with the classes above and below. 
[bookmark: _Toc185387034]Fields
Private int level: this is used to change a level, so basically this is a counter. 
[bookmark: _Toc185387035]Constructors
They are in myBackYard. They include:
Super(560, 560, 1)-constructs the world
This.level=0: This sets the level number to 0
Player = new player(): This creates a new player class
Target = new Target(): This creates a new Target class
Enemy1,2,3 = new Enemy(): this creates three new enemy classes.
Startgame()- This starts the game
changeLevel()- this is used in order to change the level
changeSpeed()- This is used in order to change the speed for each level to up the difficulty up.
player.setLocation(400,400)- This sets the new player in the location of 400,400
target.setLocation(300,300)-This sets the new target in the location of 300,300
enemy1.setLocation(20,20)-This sets the new Enemy1 to the location of 20,20
enemy2.setLocation(40,30)-This sets the location of the new enemy 2 to 40,30
enemy3.setLocation(40,40)- this sets the location of enemy 3 to the location of 40,40
[bookmark: _Toc185387036]Methods
startGame()- This starts the game off at level 1
changeLevel()- This allows for the game to progress through levels every time you eat the target. 
changeSpeed()-this sets the speed of the different classes to the set amount for each different level
startLevel()- This starts the level with preset coordinates for each class.
getLevel()- This tells us which level the game is currently on
increaseLevel()- This increases the level every time you eat the target of that level. 
[bookmark: _Toc185387037]Scoreboard
[bookmark: _Toc185387038]Overview
This class isn’t yet developed, along with the Counter class, so there isn’t anything in the classes except a shell. 
[bookmark: _Toc185387039]Fields
[bookmark: _Toc185387040]Constructors
[bookmark: _Toc185387041]Methods
[bookmark: _Toc185387042]Counter
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[bookmark: _Toc185387047]Animations and sounds
We currently don’t have any animations or sound, but our plan is to add sounds for actions like eating another animal, the start of the game, your death, and the end of the game if you win. We are trying to get levels to work, and if they do work, a sound for the changing of levels would be nice. 

[bookmark: _Toc185387048]Trouble Shooting
For troubleshooting, there is a lot that doesn’t work right now, there are two programmers that don’t communicate much, and it is hard to get the code to work within 10 min of the class starting. But as of right now, levels don’t work, and most of the time you are eaten by the weakest animal, but that is going to change fairly soon with a couple of quick fixes. 

[bookmark: _Toc185387049]Future Upgrades
For future upgrades, we plan on adding possible animations, but that would take too long to either find new animals or animate the existing ones. Another future upgrade would to be use better visuals, or improve possible turning speed. 
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