Final Project Initial Design – Ethan Clark – Battle Star Galactica

1. User Interface Window
· One main ship on the bottom of the window, which is user, controlled to move left and right.
· Multiple other ships on the top of the screen that the user shoots at. Those ships move slightly left and right. Probably about 10 to 15 ships.
· Four buttons under the main ship to start, stop, resume, and restart the game.
· Current score and high score labels underneath the buttons to keep track of the player’s scores.
· Calls the drawing ships class and the animation class/method (haven’t decided yet if it will be a class or method).
· Method to stop the animation loop when the window is closed (if animation is a method in the driver class).
Start
Stop
Resume
Restart
Current Score
High Score

2. Space Ship Drawing Class
· Draw the main space ship at the bottom of the canvas with specific dimensions and colors.
· Draw the other space ships on the canvas with specific dimensions and colors different than the main ship.
· Is called from the driver/game program.




3. Space Ship Animation Class
· Move the main space ship left and right depending on arrows clicked.
· Instance Variables include: x speed, x position, y position.
· If it reaches either of the edges, have the space ship appear on the opposite side.
· (Hopefully) User use space bar to shoot laser shots to destroy the other ships.
· Other space ships are only going to move left and right a few pixels.
· Instance Variables: position x, position y, x speed.
· Random lines that come from the other ships that act as laser shots.

4. Key Necessities for Battle Star Galactica game.
- Bind the left and right arrows to move the main ship.
- The buttons start, stop, resume, or restart the game/animation process.
- Bind the space bar to shoot lasers at the other ships.
	- Construct a small line segment that travels up the screen (changes y position) when the user clicks the space bar.
	- Determine if the line segment touches/hits the other ships.
- Update score after a ship has been destroyed. Check if the current score is higher than the high score and update that if necessary.

Implementation Plan
1. Have a very rough (meaning maybe working, maybe not) program by Monday, December 1.
2. [bookmark: _GoBack]Have the program working and running properly by December 8.
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