Design Document – The Grid

Note: the visual layout is presented first to aid the understanding of the concept and implementation of the game. Colour schemes can change.

A grid consisting of 100 counters each set to random values when the game begins. To the left of each row another counter always showing the current total value of that counter:
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Key:

	
	The Variable Grid

	
	The Total Counters

	
	The Target Values


Variable Grid Cells

The grey cells are changeable by the player, each containing a counter with a maximum value of 100 and a minimum value of –100.

Total Value Cells

The two blue cells are the same value, and constantly show the total value for the row, again between –2000 and 2000.

Target Value Cells

The two green cells are the same value set at the start of the level to a random number between –2000 and 2000.

Concept:

A puzzle games based upon a grid of numbers that have their values changed to equal the value of randomly set values. Apart from the random game, an additional feature is to have pre-set values the player must equal, perhaps under timed conditions.

For example, have all of the target values set to –1. This is mathematically challenging for the player to accomplish, and will provide a structure or ‘missions / levels’ to the game.

The puzzle element arises from the problem of having to make each row and column of the grid equal separate values. Therefore, the player must manipulate the values of the grid strategically, breaking each column and row into sub-goals to solve. Included with this is a hi-score element, with which the player can compete against his or her own ability.

Audience:

A game player content with thinking for longer periods over less vivacious game action. Therefore, an older player or mathematical player with a greater patience will likely find the game more appealing. A factor of the game is it increases the players’ intelligence and problem solving abilities with prolonged use (a marketing factor).

Childs Version
A smaller version of the game, with a cut down number of values (say 25; The grid would be 5 cells across and 5 cells down) in a larger size, and using more playful colours can be a free extension to the game. This benefits younger children by making them more able with numbers and problem solving. The values for the counter in this game may be between –10 and 10.

Gameplay:

By clicking with the mouse on these counters, the user adds or subtracts one unit from these counters, thus adjusting the values in the Grid cells. The game is completed when the player makes all of the Grid cells equal the value of the Target cells.

The left and right mouse buttons are all that is required for input by the player. Simple control devices do not add un-needed complicities to the gameplay. The left mouse button ‘adds one’ to the value it is over when it is clicked. The right mouse button ‘subtracts one’ from the value it is over when it is clicked.

Sound

There will be 20 music tracks that play in a random order. A button called ‘Random Track’ will play a random music track when clicked. The music tracks range form classical to more lively melodies to encompass the entire range of the potential audience. In addition, sound effects will be used to enhance the atmosphere. Sounds will be used when clicking the mouse buttons and when you match the target values.

Note: all sound effects and music tracks can be turned off if the player wishes from the menu bar.

Scoring
The users score is dependent on the time it takes for the game to be completed (when all the target values have been equalised). Simply the time in seconds is the score, but the lowest time is the highest score. A separate score system for the pre-set levels will need to be implemented, but it should operate on the same principles i.e. the lowest time is the highest score.

In addition, features such as could be added:

· An interactive tutorial with pre-recorded mouse movements to explain how the game operates can be included in the Childs version, however the concept is simple to grasp after a few minutes of playing.

· Playful animations of animals or characters can run across the screen in Childs version to liven up the game or to indicate success in making a row/column equal a target cell. Note: this can be turned off.

· A screensaver option that loads The Grid allowing you to play the game during 

Statistics that are easy to implement and provide useful information for the player:

· The player’s total amount of playing time (to show how many hours has been spent playing the grid since it was installed).

· The number of clicks required to complete each game

· A website to display mathematical rules about the game (for the maths enthusiast). For example, finding the relationships between the total value of the variable grid and the total value of the target cells and upload scores.

Marketing Notes:

· It can be a useful educational tool

· It is fast to load and can be played whilst you have a spare five minutes.

· It can run on many low specification machines (more testing is needed with the full version to discover recommended specifications)

· IT can increase problem solving techniques and number skills.

· Schools can be given the program (especially the Childs version)

· Being a relatively small file it is downloadable for most people.

· It has little writing, therefore making it practical for global distribution, across many languages.

Additional Features List (Full Version):

· Various colour schemes: grey, yellow, green / blue

· Children’s version of the game

· 20 music tracks to accompany the game

· Changeable sound effects (e.g. change the sound of clicking with the mouse buttons) via an option screen.

· Customise your own target values to create your own games (upgrade version)

· Save and load feature is enabled

· Structured levels to accomplish

· Free updates from our website
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