EEP’s TaxE Software Engineering Project (Appendix D, Software Engineering Project
(SEPR) Group Open Assessment)
Final Prototype

The final prototype was created on RealTimeBoard: RealTimeBoard, “RealTimeBoard”. Internet:
https://realtimeboard.com/app/ . [December 8th, 2014].

These were shown to the clientele to be approved:

1. Player Name Screen

Player Name Screen

Please enter a user name!
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User first enters name, hits enter and progresses to Main Menu.


https://www.google.com/url?q=https%3A%2F%2Frealtimeboard.com%2Fapp%2F&sa=D&sntz=1&usg=AFQjCNGt6yscollF78mZy67BYAEG2S24dQ

2. Main Menu

Main Menu

User has four options: Start Game, How to Play, Credits and Quit. Taken to respective screens unless quit is
pressed, which will exit the game.



3. Credits

Credits
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List of people involved in game.



4. How to Pla

How to Play
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Description of how to play the game.



5. Connect

N a
Filter Games
t by Creator

e E +  Sort by Game Name
Game 2 Player Difficulty
Game 3 Player Difficulty
Game 4 Player Difficulty
Game 5 Player Difficulty
Game 6 Player Difficulty
Game 7 Player Difficulty [
Game 8 Player Difficulty *‘{
Game 9 Player | Difficulty [
Game 10 Player Difficulty

User enters here through start game button on Main Menu. User can join a server from the list, create their own or
load a game previously saved. Filter option to order the server list in an appropriate style.



6. Load Game

Filtar Garmes

Load Game

o e Filter Games W
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Game 2 Player Difficulty

Game 3 Flayer Difficulty

Game 4 Player Difficulty

Game 5 Flayer Difficulty

Game & Player Difficulty

Game 7 Player Difficulty I

Game# Player Difficulty

Game 9 Flayer Difficulty

Game 10 Flayer Difficulty §

User enters here from load game. Can host a previously saved game by choosing a saved game from their list.



7. Create Game

Create Game

nter Name
=

User taken here when they click on “Host game” button on Connect screen. May choose appropriate difficulty and
create a name for the game.



8. Host Wait Screen

Please wait for another player to join!

Host waits for another user to join their game.



9. Loading/Connecting

Loading/Connecting

Load screen before entering the game.



10. Mission Screen

Mission Screen

Y Current Mission

Regions | Objactives

Info:

This menu can also
show information
when the player
clicks on something.
For example the
other players icon or
informationn for the
region or a train
station ar a power up
ar anything else.

' appanert

Main user interface in the game. Menu is triggered when “Menu” button is clicked.

How to Play
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11. Start of Opponent’s Turn

Start of Opponent's Turn
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Prompt summary of opponent’s last turn.



12. During Opponent’s Turn

During Opponent’s Turn
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when the player
clicks on something.
For example the
other players icon or
informationn for the
region or a train
station or a power up
ar anything else.

® opponert
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13. Market

During Opponent’s Turn
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Market Interface to buy resources to use on gameboard.
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14. Summary of Your Turn

Stopped when
"Summery of previous
mission"”

and
"Description of new
mission”

are opened

End of Opponent's Turn
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AQe: Stone Age
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Other Player
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Summery of the Player's Previous Turn

SUCCESS!
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15. New Goal Assigned

After Summery of Previous Turn
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16. Victory

Winner Screen

16



17. Defeat

Loser Screen
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EEP’s TaxE Software Engineering Project (Appendix E, Software Engineering Project

(SEPR) Group Open Assessment)

Game Screen Hierarchy

GameView extends
JFrame

a container for all the
components in the GUI

Custom JFrame which is ||

GameMenuPanel

all the menu panels as
well as the map
graphics.

JPanel which contains ||

InfoDlalog

Dialog which is
supposed to be shown
after and end turn or
begin turn. Shows
information to the player
aboutwhat happened in
the turn. Mot

|implemented.

TopPanel extends
JPanel

Custom JPanel which
contains the menu
appearing at the top of
the Screen.

The game screen hierarchy indicates the panels which are shown on the main game user interface. An explanation

LeftPanel extends
JPanel

Custom JPanel which
contains the menu
appearing at the left side
ofthe Screen.

RightPanel extends
JPanel

BottomPanel extends
JPanel

MapLabel

Custom JPanel which
contains the menu
appearing at right side o
the Screen.

Custom JPanel which
contains the menu
appearing atthe bottom
of the Screen.

All graphics including
the map are drawn on
this JLabel

MenuButton

Button which launches
an InGameMenu
JDialog. This feature is
notimplemented in the
current version

MarketButton

[JButton which will show ||

a Market JDialog. This
feature is not
implemented.

is contained in each box.

TrainSlot exxtends
JButton

InventorySiot exxtends
JButton

Customm JButtom which ||
serves as a slot for
powerups and traps.

Customm JButtom which ||

serves as a slot for trains
which a player owns.
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EEP’s TaxE Software Engineering Project (Appendix F, Software Engineering Project

(SEPR) Group Open Assessment)

1-TurnCount 2 —End Turn Button

[

Main Map GUI Annotated

3 —Instruction
l!u Player

4 - Spendable
Resource: Gold

5- Spendable
Resource: Metal

oxnd /

fy
o[

hafd

10- Pla\'erA 0 (0 goals)
Score

12 = Map

13 —Rail

Network

14~

Junction

8- Age
sdf
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15 -Train

17 -
City/Station

19 -Inventory
containing

Usable
Resources

l’MEGum-Ptthgu: sfgsdf (Slave)

T
Spacify the Stations/Junctions of your journay and dick OK to start,
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6 —Regions

Regi Objectiv
ol Jec es"'? - Objectives

21 - Usable Inventory
Resource

22 - Empty Inventory
Resource Slot

EEE i '|

23 - Deployable Trains

24 - Store

11 -Goal
Details
Details
Goal: Travel fram = e
Sofia Station to Rome
Fiumicino
Coal: Travel from
Madrid Atocha Station
to Paris Centrale
Goal: Travel from
Sefia Station to Berlin
Hauptbahnhof 16 - Train
Journey
It's your turn 18
PLEASE /PI B
ayer
PLAY s ¥
Turn
Indicator
20 -Menu
button
Menu

This is the main map GUI which has been annotated to provide a reference point for the Components and GUI
Report. Another version of the annotated map is available in the User Manual.
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EEP’s TaxE Software Engineering Project (Appendix G, Software Engineering Project
(SEPR) Group Open Assessment)

Used Images

All used image files are contained within the resource folder of the taxe-game.

The map was obtained from Wikipedia [1] for educational purposes.

The other images were taken from an open source (creative commons) website Freepik [2] and Pixabay [3].
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