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[bookmark: _Toc505635092][bookmark: _Toc505635191][bookmark: _Toc505635290][bookmark: _Toc505635395][bookmark: _Toc505635599][bookmark: _Toc505638418]Executive Summary
The goal of this project is to develop android platform game which will have a 2d game play with 3d animation. The project combined four core components. Learning android game development, utilizing unity (game/graphics engine), creating user control methods. The game will be developed as a universal application, meaning that it was compatible with all Android devices. The goal of this project is to develop a game for the android platform.
A detailed set of requirements and specifications was set out at the beginning of the project. One example of a requirement was that the game was to be developed in a 2D orthogonal style. All of the specified requirements were fulfilled upon the completion of the project. Writing a full set of specifications early on helped greatly in prioritizing features to implement and manage the time spent on each section of the project.All of these elements were combined to create an overall game, “battle arena ball showdown”. The objective of the game is to be a dog fight between two players with a ball, they have to protect their territory by using shields, and balls would be fired by one to another causing the damage to opponents. The stadiums will be provided to players with their own selection.This game is going to be a 2D coop-multiplayer game as well as 1 vs computer so people can enjoy it in whichever way they like. Moreover, the game is action-based game and its main aim to destroy the 5-6 or more than 6 power shields that are behind your opponent using a ball in order to win the game. There will be a 2  round  match. Both the players will have the shield or weapon with which they will hit the ball in the opponent’s area in order to destroy their territory power shield, and try to damage the opponents as much as they can. There is no limitation of age. Because of its minimal interface and play style there is a very small learning curve in the game and there is no such thing in the game that will be difficult to understand by the user no matter the age.
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Chapter 1: Introduction
The main objective of this game is to entertain the people and is going to be an android platform game and audience of every age is able to play the game. There is no limitation of age. Because of its minimal interface and play style there is a very small learning curve in the game and there is no such thing in the game that will be difficult to understand by the user no matter the age. This game is going to be a 3D coop-multiplayer game as well as 1 vs computer so people can enjoy it in whichever way they like. Moreover, the game is action-based game and its main aim to destroy the 5-6 or more than 6 power shields that are behind your opponent using a ball in order to win the game. There will be a 3 to 5 minute time limit of every level match. Both the players will have the shield or weapon with which they will hit the ball in the opponent’s area in order to destroy their territory power shield, and try to damage the opponents as much as they can. They would select characters by their choice, stadiums will also be selected by users or they have to unlock stadiums and characters as they would increase their levels. There will also be the special moves of both the players and will also have a boost to save their power shields. It would be fast paced game with minimal effort to learn the interface.

1.1. [bookmark: _Toc505635096][bookmark: _Toc505635195][bookmark: _Toc505635294][bookmark: _Toc505635399][bookmark: _Toc505635605][bookmark: _Toc505638424]Background
There are many action games in market now days. Video games are becoming an increasing part of everyday life thanks to the birth of the smart phone; Casual gaming has become one of the fastest growing genres of video games in recent years, particularly on handheld devices.
A casual game is a video game aimed at a wide demographic. These are typically simple games with intuitive and addictive gameplay. Casual games do not require a large amount of time to be dedicated to them, unlike the classic style of hardcore games. Hardcore games traditionally have complex story and gameplay mechanics which take time to master. Hardcore games often make use of complicated, high-end graphics that require a high-specification device to run them effectively and they are therefore expensive to purchase. In contrast, casual games are usually much more favorably priced in order to reach a greater audience. Casual games are also spreading into the traditionally hardcore console market nine of the top thirty games sold in 2010 were casual games.
Casual games are the most heavily downloaded genre of game on android devices. The most popular and well known casual game on the android platform is Angry Birds, which recently reached a monumental milestone of 500 million downloads .


1.2. [bookmark: _Toc505635097][bookmark: _Toc505635196][bookmark: _Toc505635295][bookmark: _Toc505635400][bookmark: _Toc505635606][bookmark: _Toc505638425]Motivations and Challenges
More than 60 percent population of Pakistan consist of youngsters and majority of them have access to mobile phone so targeting them with the model we describe above is not difficult so we decided to make Game. The main challenge is to fit our game in to the Play store, For that reason we have study the unity tool and try to learn the trends of Android mobile game market.
Next task was making such game which attracts customers and business. So we set the game story according to market trend.
The 2d animations consist of digital images which portray cartoonish characters which looks unrealistic.
1. Game play of today games is complex and need time to understand the gameplay and to get us to learn the interface.
2. Long going mission which really hunt the thirst to play the game and to get entertained.
3. One side of view is only displayed of characters.
4. Multiplayer options are very rare in 2d games.
5. People don’t have time to understand the concepts of hardcore games such as "pubg".
6. No characters emotions are displayed on their face. 
7. Mind puzzle games which is headache for most of peoples plus no sign of relief instead it puts more pressure on mind.



1.3. [bookmark: _Toc505635098][bookmark: _Toc505635197][bookmark: _Toc505635296][bookmark: _Toc505635401][bookmark: _Toc505635607][bookmark: _Toc505638426]Goals and Objectives
The main objective of this game is to entertain the people. This type of game is currently not available in the market and we are hoping to give people something new that is not yet been seen in the world of entertainment. This is going to be an android platform game and audience of every age is able to play the game. There is no limitation of age whatsoever. Because of its minimal interface and play style there is a very small learning curve in the game and there is no such thing in the game that will be difficult to understand by the user no matter the age. Now-a-days ,3d games are consuming sufficient memory Battle Arena ball showdown would be in 3d and will consume less memory.







1.4. [bookmark: _Toc505635100][bookmark: _Toc505635199][bookmark: _Toc505635298][bookmark: _Toc505635403][bookmark: _Toc505635609][bookmark: _Toc505638428]Gap Analysis
Since our major concern is to make the game which will attract all age group members so we decided to bring simplicity and excitement in our game. Right now, we have decided to make game according to market standards in future we will bring innovation and more business in our game. Our concern is to make the game fast and efficient so we decided to make it 2d using 3d models we try to do this by choosing right tools and techniques.



1.5. [bookmark: _Toc505635101][bookmark: _Toc505635200][bookmark: _Toc505635299][bookmark: _Toc505635404][bookmark: _Toc505635610][bookmark: _Toc505638429]Proposed Solution
1. 3d Animations will be provided which consists of vector images, which will portray real-life characters and look realistic.
2. Game play would be easy and consumers will not take time to understand the interface.
3. Levels would not be long as hardcore games as it would be timed about 3 to 5 minutes.
4. People will have thirst to play game without getting exhausted.
5. Multiplayer options will be added in our game.
6. More than 30 animations is added.



1.6. [bookmark: _Toc505635102][bookmark: _Toc505635201][bookmark: _Toc505635300][bookmark: _Toc505635405][bookmark: _Toc505635611][bookmark: _Toc505638430]Project Plan
Following are some milestone
· Planning
· Game design 
· Game environment
· Programming
· Testing
· Deployment and Fixing error 









1.6.1. [bookmark: _Toc505635103][bookmark: _Toc505635202][bookmark: _Toc505635301][bookmark: _Toc505635406][bookmark: _Toc505635612][bookmark: _Toc505638431]Work Breakdown Structure
1. Planning
· Compatible versions of Android
· Orientation of Android screen
· Development tool of game design
· Programming language
2. Reports / Documentation
· Final Documentation Introduction
· Requirements Analysis
· System Design
· Implementation
· Testing & Performance Evaluation
· Conclusion & Outlook
· End User Documentation
3. System
· Development Environment
· Unity Engine 2017
· Mixamo
· Presentation Layer
· User Interface
· Business Logic Layer
· C Sharp Programming Language



















1.6.2. [bookmark: _Toc505635104][bookmark: _Toc505635203][bookmark: _Toc505635302][bookmark: _Toc505635407][bookmark: _Toc505635613][bookmark: _Toc505638432]Roles & Responsibility Matrix
The purpose of roles & responsibility matrix is to identify who will do what.

	WBS #
	WBS Deliverable
	Activity #
	Activity to Complete the Deliverable
	Duration
(# of Days)
	Responsible Team Member(s) & Role(s)

	1
	Planning
	1
	 About project
	82 days
	Najm-ul-hassan

	2
	UI Designing
	2
	Game Environment
	49 days
	Samir zaheer

	3
	Design SDK App
	3
	Game unity
	14 days
	Samir Zaheer

	4
	Development phase
	4
	Game Environment
	62 days
	Najm-ul-hassan

	5
	Testing Phase
	5
	Game Environment Game script
	25 days
	Awaisasif

	6
	Deployment Phase
	6
	Game unity
	91 days
	Najm-ul-hassan Awaisasif
Samir

	7
	Documentation
	7
	Programming
	341 days
	Samir Zaheer 




























1.6.3. [bookmark: _Toc505635105][bookmark: _Toc505635204][bookmark: _Toc505635303][bookmark: _Toc505635408][bookmark: _Toc505635614][bookmark: _Toc505638433]  Gantt Chart
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[bookmark: _Toc505635107][bookmark: _Toc505635206][bookmark: _Toc505635305][bookmark: _Toc505635410][bookmark: _Toc505635616][bookmark: _Toc505638435]
Chapter 2
[bookmark: _Toc505635108][bookmark: _Toc505635207][bookmark: _Toc505635306][bookmark: _Toc505635411][bookmark: _Toc505635617][bookmark: _Toc505638436]Software Requirement Specifications







Chapter 2: Software Requirement Specifications

2. [bookmark: _Toc505635109][bookmark: _Toc505635208][bookmark: _Toc505635307][bookmark: _Toc505635412][bookmark: _Toc505635618][bookmark: _Toc505636641][bookmark: _Toc505636744][bookmark: _Toc505636847][bookmark: _Toc505636951][bookmark: _Toc505637055][bookmark: _Toc505638039][bookmark: _Toc505638127][bookmark: _Toc505638215][bookmark: _Toc505638437][bookmark: _Toc439994665][bookmark: _Toc441230972]
[bookmark: _Toc505635110][bookmark: _Toc505635209][bookmark: _Toc505635308][bookmark: _Toc505635413][bookmark: _Toc505635619][bookmark: _Toc505638438]2.1.Introduction
The purpose of this documentation is to explain the software specification and requirement of game " Battle Arena: Ball Showdown "

2.1.1. [bookmark: _Toc439994667][bookmark: _Toc441230973][bookmark: _Toc505635111][bookmark: _Toc505635210][bookmark: _Toc505635309][bookmark: _Toc505635414][bookmark: _Toc505635620][bookmark: _Toc505638439]Purpose
[bookmark: _Toc439994668][bookmark: _Toc441230974]The purpose of the chapter is to map the needs of our game “Battle Arena: Ball Showdown”. Upon approval of this document will serve as the agreement for the development and requirements of our system. In other phase this documentation will help in modeling and implementation of the project, it will also help in the validation of our project.

2.1.2. [bookmark: _Toc505635112][bookmark: _Toc505635211][bookmark: _Toc505635310][bookmark: _Toc505635415][bookmark: _Toc505635621][bookmark: _Toc505638440]Document Conventions
[bookmark: _Toc439994669][bookmark: _Toc441230975]This document follows Calibri format and the font size is 12. Bold-faced text has been used to emphasize sections and main headings of our project and all text is justified in the documentation.

2.1.3. [bookmark: _Toc505635113][bookmark: _Toc505635212][bookmark: _Toc505635311][bookmark: _Toc505635416][bookmark: _Toc505635622][bookmark: _Toc505638441]Intended Audience and Reading Suggestions
[bookmark: _Toc439994670][bookmark: _Toc441230976]This documentation is created for the approval of the Final year project of Information Technology . The main focus is the approval panel of the Final year project and the Supervisor of project (Professer Gohar Mumtaz).This documentation will help us as a team for assessing risks, model used for development and features of the product.


2.1.4. [bookmark: _Toc505635114][bookmark: _Toc505635213][bookmark: _Toc505635312][bookmark: _Toc505635417][bookmark: _Toc505635623][bookmark: _Toc505638442][bookmark: _Toc439994672][bookmark: _Toc441230977]Product Scope
1. Good script::
     The game covers the fighting script like taken which is played for more than 20 years while we added some functionality of defensive and offensive at the same time and players defending their respective territory.
2. Destroying object features::
      Destroying feature allow us to destroy opponent territories object which is protected by opponent with the shield.



3. Stadium category selection::
              This allow the user to choose the Stadium how is being done and play by the user/games.
4. Appearance /lifestyle and fashion::
               This will allows the user to change the character daily or even from to time.
5. AI features::
              This Feature will Control the Movement of the Opponent Player in single player option.
6. Speed:: 
        The Winning and losing of game Depends upon the Speedy movement of the Players.To gain Advantage over their opponent players have to be fast.

7. Shot Timing::
         The timing of the shot helps the player to attack the other player with more power      giving your opponent a hard time to reflect the ball.

8. Positioning::
        The positioning of character should be good  in order to defend or attack. The selection of  position is all where you got a good chance to both defend and attack even if you are not a hardcore player.

9. Power Shot::
             Player has an option to use the power shot which will speed up the ball that would be 
          disadvantage at the opponent side. If the power shot hits early or late it will have less 
           impact on opponent.
[bookmark: _Toc439994673][bookmark: _Toc441230978]
2.2. [bookmark: _Toc505635116][bookmark: _Toc505635215][bookmark: _Toc505635314][bookmark: _Toc505635419][bookmark: _Toc505635625][bookmark: _Toc505638444]Overall Description
2.2.1. [bookmark: _Toc439994674][bookmark: _Toc441230979][bookmark: _Toc505635117][bookmark: _Toc505635216][bookmark: _Toc505635315][bookmark: _Toc505635420][bookmark: _Toc505635626][bookmark: _Toc505638445]Product Perspective
[bookmark: _Toc439994675][bookmark: _Toc441230980]The game does not include a story line it is a action game. The game is simple so user doesn’t have to worry about its learning, there is no limitation for playing, a person can play at any time and for many times he wants. The game play is very simple, player would not feel difficult to play battle arena ball showdown second time.

2.2.2. [bookmark: _Toc505635118][bookmark: _Toc505635217][bookmark: _Toc505635316][bookmark: _Toc505635421][bookmark: _Toc505635627][bookmark: _Toc505638446]Product Functions
[bookmark: _Toc439994676][bookmark: _Toc441230981] In this game we will divide the sections into the following categories. These sections are the most important part of the game.
1. Single Player: In this mode we will have the single player option where you will play against the AI player.


2. Multiplayer: In This mode we will have the 2-player mode on the single device.

3. Character Selection: on screen there would be option to lock and unlock given characteristics. There will be there characteristics through which you will select one
4. Stage/Ball Selection: In Stage/Ball selection player will have to select stage and ball.
5. Tutorial: at this phase we will have the game tutorial that will help you to learn about the game.
6. Settings: This will have settings about sounds like SFX sounds, game music.


2.2.3. [bookmark: _Toc505635119][bookmark: _Toc505635218][bookmark: _Toc505635317][bookmark: _Toc505635422][bookmark: _Toc505635628][bookmark: _Toc505638447]User Classes and Characteristics
[bookmark: _Toc439994677][bookmark: _Toc441230982]We have kept the scheme of the game easy and simple and the game play is also which is not unfamiliar. It consists of simple design in which age would not matter while playing game, the user experience is what matters for us. quality of game is up to top.There would be single and double player mode and double player mode will be on same device for example like luddo star.
· Speed:: 
The Winning and losing of game Depends upon the Speedy movement of the Players.To gain Advantage over their opponent players have to be fast
· Shot Timing::
The timing of the shot helps the player to attack the other player with more power  giving your opponent a hard time to reflect the ball.
· Positioning::
The positioning of character should be good  in order to defend or attack. The selection of  position is all where you got a good chance to both defend and attack even if you are not a hardcore player.
· Power Shot::
 Player has an option to use the power shot which will speed up the ball that would be disadvantage at the opponent side. If the power shot hits early or late it will have less impact on opponent.


2.2.4. [bookmark: _Toc505635120][bookmark: _Toc505635219][bookmark: _Toc505635318][bookmark: _Toc505635423][bookmark: _Toc505635629][bookmark: _Toc505638448]Operating Environment
[bookmark: _Toc439994678][bookmark: _Toc441230983]The game will be on android mobile only and it will support android 4.3 (KitKat) and above until android 8.1 (Oreo).The android 9.0 (Pie) will not support and it  will be included later. The android device must support minimum 5 finger multi-touch support in order to need to play multiplayer as the game will support only single device multiplayer initially.

2.2.5. [bookmark: _Toc505635121][bookmark: _Toc505635220][bookmark: _Toc505635319][bookmark: _Toc505635424][bookmark: _Toc505635630][bookmark: _Toc505638449]Design and Implementation Constraints
[bookmark: _Toc439994679][bookmark: _Toc441230984]The major constraints in design department for the development team will be to design stadiums in such a way that people don’t get bored of the stadium after playing it 2 to 3 times but to keep people attached to the stadiums. Moreover, the unlock able items should be so much great that people play in the game in desire to unlock the items such as new characters, stages and the balls.       For the consumers the main problem will be that firstly your device should be using an android operating system and secondly the device should not be.
3. 
Outdated as it must have at least android 4.3 and the device should support multi touch at least up to 5 fingers in order if you want to play game local multiplayer that will be two players on a single device only.

3.1.1. [bookmark: _Toc505635122][bookmark: _Toc505635221][bookmark: _Toc505635320][bookmark: _Toc505635425][bookmark: _Toc505635631][bookmark: _Toc505638450]User Documentation
[bookmark: _Toc439994680][bookmark: _Toc441230985]In this game we would provide a tutorial separately, which would provide how to use games characteristics and this would be very handy to learn the controls and the mechanics of the games so that the user never get confused.

3.1.2. [bookmark: _Toc505635123][bookmark: _Toc505635222][bookmark: _Toc505635321][bookmark: _Toc505635426][bookmark: _Toc505635632][bookmark: _Toc505638451]Assumptions and Dependencies
The Game has two modes Single Player and doula player. Single Player mode has no problem but the problem that exists in multiplayer mode is that the user must convince another user to play and the both users must be on a single device to play the game.

Mobile phone not according to requirements and performance:

If the mobile device is not according to our requirement it will slow down the speed of Game or if mobile phone does not have the right version of the Android it will also affect the compatibility of the game.


3.2. [bookmark: _Toc439994682][bookmark: _Toc441230986][bookmark: _Toc505635124][bookmark: _Toc505635223][bookmark: _Toc505635322][bookmark: _Toc505635427][bookmark: _Toc505635633][bookmark: _Toc505638452]External Interface Requirements
[bookmark: _Toc441230987]
3.2.1. [bookmark: _Toc505635125][bookmark: _Toc505635224][bookmark: _Toc505635323][bookmark: _Toc505635428][bookmark: _Toc505635634][bookmark: _Toc505638453]User Interfaces
[bookmark: _Toc439994684][bookmark: _Toc441230988]The Interface of this game will consist of mutual sections:
The title screen will consist the game modes, Tutorial section and Settings sections.
The game modes will have sub section in which user will have to select the character to play with. After the character selection the next section will be stage and ball type after the selection of all these things the match will start.
1. The Tutorial section will include the help related to the controls and gameplay mechanic.



3.2.2. [bookmark: _Toc505635126][bookmark: _Toc505635225][bookmark: _Toc505635324][bookmark: _Toc505635429][bookmark: _Toc505635635][bookmark: _Toc505638454]Hardware Interfaces
The hardware interface includes the Android mobile phone on which user will play the game. For the mobile phone it must have at least 1 GB ram. The device must allow a minimum of up to 5 finger multi touch support in order for the user to play the game in multiplayer mode otherwise the game will not function properly and the user will experience lag in controlling the game characters.

3.2.3. [bookmark: _Toc439994685][bookmark: _Toc441230989][bookmark: _Toc505635127][bookmark: _Toc505635226][bookmark: _Toc505635325][bookmark: _Toc505635430][bookmark: _Toc505635636][bookmark: _Toc505638455]Software Interfaces
[bookmark: _Toc439994686][bookmark: _Toc441230990]The only devices that will be compatible with this game are the ones that will be using android operating system from version android 4.3(Kit Kat) to android 8.1(Oreo). This game will only be released for the android operating systems.

3.2.4. [bookmark: _Toc505635128][bookmark: _Toc505635227][bookmark: _Toc505635326][bookmark: _Toc505635431][bookmark: _Toc505635637][bookmark: _Toc505638456]Communications Interfaces
[bookmark: _Toc439994687][bookmark: _Toc441230991]As our game will be on the play store so following are our communication means.
Feedback:
As we described that our game will be on the play store so user can give us feedback/ suggestion through play store and we will also give feedback option in our game so they can give feedback to us or improvements needed to be done in game.






2.4.1. [bookmark: _Toc505635129][bookmark: _Toc505635228][bookmark: _Toc505635327][bookmark: _Toc505635432][bookmark: _Toc505635638][bookmark: _Toc505638457]System Features
[bookmark: _Toc439994688][bookmark: _Toc441230992]Following are some important features and requirements of system.

2.4.1.1. Single Player Mode:
     
     Different mode in the Games 

2.4.1.2. Description and Priority:

This game mode has the highest priority. This mode will allow user to play the game against computer AI opponent and after defeating the opponent you will get reward points that will enable user to unlock new stages, characters, super powers and new ball styles.
Open the game

· You will go to the character selection screen. Select your desired character from there.
· After that you will need to select the stage and also the ball design

· The match will start

2.4.1.3. Functional Requirements:

1. REQ-SF1-1:Character must be selected each time

2. REQ-SF1-2:The stage and the ball design selection must be done by choice or can also be selected randomly
2.4.1.4. Stimulus and Response Sequences:

1. User must play the game to earn the game currency and XP level

2. Characters can be unlocked on the character selection menu

3. The items like new ball design and stages can also be unlocked from the item’s selection menu




2.4.2. [bookmark: _Toc505635130][bookmark: _Toc505635229][bookmark: _Toc505635328][bookmark: _Toc505635433][bookmark: _Toc505635639][bookmark: _Toc505638458]System Feature 1
[bookmark: _Toc505635131][bookmark: _Toc505635230][bookmark: _Toc505635329][bookmark: _Toc505635434][bookmark: _Toc505635640][bookmark: _Toc505638459]Different levels in the game with Time challenge 

2.4.2.1. Description and Priority
[bookmark: _Toc505635132][bookmark: _Toc505635231][bookmark: _Toc505635330][bookmark: _Toc505635435][bookmark: _Toc505635641][bookmark: _Toc505638460]There will be 3 different levels in game each with different level of difficulty and scenes. Each level will contain new set of objectives and save the home with shield.Ouraim is that protects the wall and wins. It is most important feature to engage the user in the game. The user has to save the house in the specific time so it will increase the interest if user in our product.


2.4.2.2. Stimulus/Response Sequences
1. [bookmark: _Toc505635133][bookmark: _Toc505635232][bookmark: _Toc505635331][bookmark: _Toc505635436][bookmark: _Toc505635642][bookmark: _Toc505638461]User must play the game to earn the game currency and XP level

2. Characters can be unlocked on the character selection menu

3. The items like new ball design and stages can also be unlocked from the item’s selection menu
2.4.2.3. Functional Requirements
[bookmark: _Toc439994689][bookmark: _Toc441230993]               REQ-SF2-1: User can play any level
               REQ-SF2-2: User can pause and save game
              REQ-SF2-3: Game must have the protector as game character

2.4.3. [bookmark: _Toc505635138][bookmark: _Toc505635237][bookmark: _Toc505635336][bookmark: _Toc505635441][bookmark: _Toc505635647][bookmark: _Toc505638466]System Feature 3 (and so on)
[bookmark: _Toc441230994][bookmark: _Toc439994690]User save game at any instance he wants......
2.5. [bookmark: _Toc505635139][bookmark: _Toc505635238][bookmark: _Toc505635337][bookmark: _Toc505635442][bookmark: _Toc505635648][bookmark: _Toc505638467]Other Nonfunctional Requirements
2.5.1. [bookmark: _Toc441230995][bookmark: _Toc505635140][bookmark: _Toc505635239][bookmark: _Toc505635338][bookmark: _Toc505635443][bookmark: _Toc505635649][bookmark: _Toc505638468]Performance Requirements
[bookmark: _Toc439994691][bookmark: _Toc441230996]As we are in 2020 so the minimum ram in Mobile now a days is 1 GB so performance will be not a issue for new mobiles but as game is developed by keeping in mind the middle class so some users are still using old version of mobiles. So we decided to make 2d game  with 3d models in this way we can consume less hardware resources of mobiles ultimately it will increase performance of our game. Game will tolerate small human errors to increase the productivity of our game.


2.5.2. [bookmark: _Toc505635141][bookmark: _Toc505635240][bookmark: _Toc505635339][bookmark: _Toc505635444][bookmark: _Toc505635650][bookmark: _Toc505638469]Safety Requirements

[bookmark: _Toc439994692][bookmark: _Toc441230997]The game will not do any damage to personal belongings of the user. Game should not be played during driving and if someone has eyes issue he should contact doctor before playing game and or take break after some time to relax eye and mind.

2.5.3. [bookmark: _Toc505635142][bookmark: _Toc505635241][bookmark: _Toc505635340][bookmark: _Toc505635445][bookmark: _Toc505635651][bookmark: _Toc505638470]Security Requirements

[bookmark: _Toc439994693][bookmark: _Toc441230998]The game will not require any of your email address or any other details. You only have to use the name of your choice in order to save the stats for that particular user. So, the security flaws regarding your privacy and safety is not a threat at all.

2.5.4. [bookmark: _Toc505635143][bookmark: _Toc505635242][bookmark: _Toc505635341][bookmark: _Toc505635446][bookmark: _Toc505635652][bookmark: _Toc505638471]Software Quality Attributes

[bookmark: _Toc534961586][bookmark: _Toc439994694][bookmark: _Toc441230999]Considering the system and the usage of mobiles now a days some of the qualities of the game are as follows:


Availability:

This game will be available for every android user.

Adaptability:

This game is made keeping in mind every age group from a child to an adult so the adaption of the game will not be difficult for anyone and it has no such graphics and scenes that will be bothering to some people.

Usability:

The mechanics of game are easy and tutorial is also given for the people so that they can learn the mechanics of the game easily and be a good player in no time




Maintainability:

The game has no server-side functions so it will have no server-side issues while if any of the bugs cause issues in the game we will try to solve the issue as quickly as possible.


2.5.5. [bookmark: _Toc505635144][bookmark: _Toc505635243][bookmark: _Toc505635342][bookmark: _Toc505635447][bookmark: _Toc505635653][bookmark: _Toc505638472]Business Rules
[bookmark: _Toc439994695][bookmark: _Toc441231000]This game has no limitations whatsoever and everyone who has access to android phones can play the game and it has no functionality that has access to some people only. It is free to play and free in game supplies.

































[bookmark: _Toc505635146][bookmark: _Toc505635245][bookmark: _Toc505635344][bookmark: _Toc505635449][bookmark: _Toc505635655][bookmark: _Toc505638474]


Chapter 3
[bookmark: _Toc505635147][bookmark: _Toc505635246][bookmark: _Toc505635345][bookmark: _Toc505635450][bookmark: _Toc505635656][bookmark: _Toc505638475]Use Case Analysis
























Chapter 3: System Analysis
This chapter provides an understanding for analysis of functions and their interactions with other functions of the game, using Use Case Models. In this chapter we will know the basic flow of our application and who are the user of game.



3.1. [bookmark: _Toc505635148][bookmark: _Toc505635247][bookmark: _Toc505635346][bookmark: _Toc505635451][bookmark: _Toc505635657][bookmark: _Toc505638476]Use Case Model
[image: C:\Users\BLACK PRINCE\Desktop\fyp finnals-20190721T185148Z-001\diagrams and their files\usecase.jpg]









3.2. [bookmark: _Toc505635149][bookmark: _Toc505635248][bookmark: _Toc505635347][bookmark: _Toc505635452][bookmark: _Toc505635658][bookmark: _Toc505638477]Fully Dressed Use Cases
3.2.1.  Fully Dressed Use Case for Player selection
	Title
	Player mode selection

	Primary Actors
	Player

	Stake Holders
	Developer, Players

	Pre-conditions
	The Player must possess Android Phone.
The Player must have Apk file in device.
The player must install the game after it is downloaded.

	Post-conditions
	· The game has been started by Player.


	Status
	Under Development

	Owner
	Samir Zaheer,Najm-ul-hassan,Awais Asif

	Basic Flow
	1. The Application has been opened by the Player.
2.  The Game Screenappears.
3.  Form appears.















3.2.2.   Fully Dressed Use Case for Character

	Title
	Character Selection

	Primary Actors
	Player

	Stake Holders
	Developer, Game Players

	Pre-conditions
	1. The Player must select the character

	Post-conditions
	The screen appears to Player which includes different options which include.
1) Player can click on select character
2) Player can click on confirm button

	Status
	Under Development

	Owner
	Samir Zaheer,Najm-ul-hassan,Awais Asif



3.2.3.     Fully Dressed Use Case for Player Options 

	Title
	Options

	Primary Actors
	Player one and player two

	Stake Holders
	Developer, Game Players

	Pre-conditions
	1. The Player must have select player
2. The player must login in to the Game. 
3. The player must click the confirm button to start the game 

	Post-conditions
	· No Post condition because there is only message to display.

	Status
	Under Development

	Owner
	Samir Zaheer,Najm-ul-hassan,Awais Asif

	Basic Flow
	1. The Player must have to play the game 







3.2.4.  Fully Dressed Use Case for Player Score

	Title
	Player Score 

	Primary Actors
	Player

	Stake Holders
	Developer, Game Players

	Pre-conditions
	1. The player must play the game.
2. The player must Enter into the Game. 

	Post-conditions
	· No Post condition because there is only player score to display.

	Status
	Under Development

	Owner
	Samir Zaheer,Najm-ul-hassan,Awais Asif







[bookmark: _Toc505635150][bookmark: _Toc505635249][bookmark: _Toc505635348][bookmark: _Toc505635453][bookmark: _Toc505635659][bookmark: _Toc505638478]


Chapter 4
[bookmark: _Toc505635151][bookmark: _Toc505635250][bookmark: _Toc505635349][bookmark: _Toc505635454][bookmark: _Toc505635660][bookmark: _Toc505638479]System Design







Chapter 4: System Design
This chapter defines architecture, relationship, interface of the game to satisfy the needs of user. This chapter emphasize on the game logic and modeling. Following diagrams are used to emphasize the system design



4.1. [bookmark: _Toc505635152][bookmark: _Toc505635251][bookmark: _Toc505635350][bookmark: _Toc505635455][bookmark: _Toc505635661][bookmark: _Toc505638480]Architecture Diagram
[image: C:\Users\BLACK PRINCE\Desktop\ar.PNG]




4.2. [bookmark: _Toc505635153][bookmark: _Toc505635252][bookmark: _Toc505635351][bookmark: _Toc505635456][bookmark: _Toc505635662][bookmark: _Toc505638481]Domain Model



[image: C:\Users\BLACK PRINCE\Desktop\Blank UML.jpeg]





4.3. [bookmark: _Toc505635154][bookmark: _Toc505635253][bookmark: _Toc505635352][bookmark: _Toc505635457][bookmark: _Toc505635663][bookmark: _Toc505638482]Entity Relationship Diagram with data dictionary



[image: C:\Users\BLACK PRINCE\Desktop\ER Diagram.jpeg]




4.4. [bookmark: _Toc505635155][bookmark: _Toc505635254][bookmark: _Toc505635353][bookmark: _Toc505635458][bookmark: _Toc505635664][bookmark: _Toc505638483]Class Diagram




[image: C:\Users\BLACK PRINCE\Desktop\cl.jpeg]










4.5. [bookmark: _Toc505635156][bookmark: _Toc505635255][bookmark: _Toc505635354][bookmark: _Toc505635459][bookmark: _Toc505635665][bookmark: _Toc505638484]Sequence / Collaboration Diagram
[image: C:\Users\BLACK PRINCE\Desktop\fyp finnals-20190721T185148Z-001\diagrams and their files\sequence diagram.jpg]









4.6. [bookmark: _Toc505635157][bookmark: _Toc505635256][bookmark: _Toc505635355][bookmark: _Toc505635460][bookmark: _Toc505635666][bookmark: _Toc505638485]Operation contracts
The Operations Contracts are explained in a detailed manner in Chapter#3 (Fully Dressed Uses Cases). The Pre-Conditions are the same for every operation of Battle Arena: Ball Showdown, however the Post-Conditions vary to the operations. Following are the operation contracts for the major operations of the game:



4.7. [bookmark: _Toc505635158][bookmark: _Toc505635257][bookmark: _Toc505635356][bookmark: _Toc505635461][bookmark: _Toc505635667][bookmark: _Toc505638486]Activity Diagram
[image: C:\Users\BLACK PRINCE\Desktop\fyp finnals-20190721T185148Z-001\diagrams and their files\activity diagram.jpg]

4.8. [bookmark: _Toc505635159][bookmark: _Toc505635258][bookmark: _Toc505635357][bookmark: _Toc505635462][bookmark: _Toc505635668][bookmark: _Toc505638487]State Transition Diagram
[image: C:\Users\BLACK PRINCE\Desktop\state.PNG]







4.9. [bookmark: _Toc505635160][bookmark: _Toc505635259][bookmark: _Toc505635358][bookmark: _Toc505635463][bookmark: _Toc505635669][bookmark: _Toc505638488]Component Diagram
4. [image: C:\Users\BLACK PRINCE\Desktop\Capture.PNG]



[bookmark: _Toc505635163][bookmark: _Toc505635262][bookmark: _Toc505635361][bookmark: _Toc505635466][bookmark: _Toc505635672][bookmark: _Toc505638491]

Chapter 5
[bookmark: _Toc505635164][bookmark: _Toc505635263][bookmark: _Toc505635362][bookmark: _Toc505635467][bookmark: _Toc505635673][bookmark: _Toc505638492]Implementation








Chapter 5: Implementation
For the implementation of game logic to final product we will use unity engine with visual studio. Our project implementation consists of four phases main flow of software, tool we will use for development, environment consist of building etc and language we will use to implement the logic of the game.



5.1. [bookmark: _Toc505635165][bookmark: _Toc505635264][bookmark: _Toc505635363][bookmark: _Toc505635468][bookmark: _Toc505635674][bookmark: _Toc505638493]Important Flow Control/Pseudo codes
Pseudo helps to understand flow of the game following is pseudo code of our game.
	
START

1.The game is being opened by the Player and 
Main menu  Game Play starts:

2.The Game Menu options appears.


2.1IF the Player clicks single player.
2.3ELSE the Player clicks Double player.
2.4ELSE the Player clicks setting.
2.4ELSE the Player clicks how to play.
      That will appear the complete guides 


      2.4IF the Player clicks setting.
Then volume controller will be appare 



   2.1.single player of game is being displayed to the player.

4.The characters Selection screen appears that 1st Player s



4.1 IF Player select the characters we can lock and unlock
4.2 ELSE IF Player select the characters that is unlocked, then game Initiates.


5.The Game Initiates the game play and Player begins to play.

6.Player plays the game with Screen /Button.


7.Player completes the Level.

8.1 IF Player fails the level, ROUND LOST Message appears.
8.2 ELSE IF Player wins the then round won and we can select another ground easily.



9.Player Pauses the game. 
9.1 IF player clicks the Pause button, and then clicks the Resume button then game initiates.
9.2 ELSE IF player clicks the Pause button, and then click the Menu button, then game initiates from game menu

10.Player Home the game.


10.1IF Player click “Yes”, game Exits.



END




5.2. [bookmark: _Toc505635166][bookmark: _Toc505635265][bookmark: _Toc505635364][bookmark: _Toc505635469][bookmark: _Toc505635675][bookmark: _Toc505638494]Components, Libraries, Web Services and stubs
Following are the fundamental new level  in Unity that will make us able to create Game play for this game
5.2.1 Components
Components are basic ground unit for the development of game it will helps developer to perform different task when attached to the objects.
Following are the components we will use to build game.
· Animator
· Canvas
· Sprite
· Rigid Body
· Prefab
5.2.2 Game Objects
 Any object in our game is a Game Object: characters (shield ball), sound, special effects, etc.

5.2.3 Variables
We can change the properties of components by writing code or by the inspector window on the screen of unity. 

5.2.4 Scenes
Everything in the game "Play to eat" is in the scene. A scene, for example, is a level in a game, though we can have multiple levels in one scene file by just moving the player/camera to different points in the scene.
There are following scenes...
-Game Menu Scene
-single player 
-double player
-how to play 
-setting







5.2.5 C# Scripts
C# is the language of the unity .For the implementation of logic in the game we will use C# sharp as the language and the tools for using is visual studio.

5.3. [bookmark: _Toc505635167][bookmark: _Toc505635266][bookmark: _Toc505635365][bookmark: _Toc505635470][bookmark: _Toc505635676][bookmark: _Toc505638495]Deployment Environment
For deployment of the game we will need laptop, tools and devices where we have to deploy the game. For deployment of game on android mobile device we need game resources and permission from device.
[image: ]

5.4. [bookmark: _Toc505635168][bookmark: _Toc505635267][bookmark: _Toc505635366][bookmark: _Toc505635471][bookmark: _Toc505635677][bookmark: _Toc505638496]Tools and Techniques
Unity is an ultimate game development platform having capability to generate the games for Android devices, iOS devices and Windows phones.
· First, for the development of game:
-a Windows 7 laptop is required
- with Unity installed in it
- with Visual Studio installed in it
-with Adobe Photoshop installed in it (game designing)
· After the development of the game, for making the game to be able to run on Android devices (Building game for android phones and tabs):
-An android phone with latest version of Android OS installed.



5.5. [bookmark: _Toc505635169][bookmark: _Toc505635268][bookmark: _Toc505635367][bookmark: _Toc505635472][bookmark: _Toc505635678][bookmark: _Toc505638497]Best Practices / Coding Standards
As we are using c# language for the development of game and visual studio for the coding, Following are some standard we will keep in mind while developing game.
[bookmark: _Toc534961610]Avoiding overloading of code
For keep development easy and understand able we will make the helper class of the file if the code exceed250 lines. If the lines of exceed in the method more the 30 than again we will consider to refactoring the code. 
[bookmark: _Toc523009468][bookmark: _Toc534961611]Comments
 Good, readable code will require very few comments and that is what we will do. It will help to understand the function of code reader; sometime developer wants to make changes in the product it will become easy for the developer to make changes.
[bookmark: _Toc523009469][bookmark: _Toc534961612]Exception Handling
We will never do a "catch exception and do nothing." If we happen to hide an exception, we will never know if the exception happened or not. So, in the case of exceptions, we will give a friendly message to the user, but log the actual error with all possible details about the error, including the time it occurred, the method and class name, etc. We will only catch the specific exception, not generic exceptions.

5.6. [bookmark: _Toc505635170][bookmark: _Toc505635269][bookmark: _Toc505635368][bookmark: _Toc505635473][bookmark: _Toc505635679][bookmark: _Toc505638498]Version Control
As soon as our application become famous, we will launch update our app according to user requirements/need for to improve the performance of the application and also launch beta version for testing our application and getting feedback from the user for better check bugs and fix them and again launching the final versions.













[bookmark: _Toc505635171][bookmark: _Toc505635270][bookmark: _Toc505635369][bookmark: _Toc505635474][bookmark: _Toc505635680][bookmark: _Toc505637972]Chapter 6
[bookmark: _Toc505635172][bookmark: _Toc505635271][bookmark: _Toc505635370][bookmark: _Toc505635475][bookmark: _Toc505635681][bookmark: _Toc505637973]Testing and Evaluation









Chapter 6: Testing and Evaluation
6.1. [bookmark: _Toc505635173][bookmark: _Toc505635272][bookmark: _Toc505635371][bookmark: _Toc505635476][bookmark: _Toc505635682][bookmark: _Toc505637974]Use Case Testing
PLAYER SELECTION
	Main Success Scenario
	Steps
	Description

	A:PLAYER


	1
	A: SELECT PLAYER

	
	2
	S: single player

	
	3
	S: Double player

	
	2a
	Slected player
S: selected player one

	
	2b
	Confirplayer
S: Display  player after selected



Character selection
	Main Success Scenario
	Steps
	Description

	A:Actor
S:System


Extension
	1
	A: choose the character

	
	2
	A: character one 

	
	3
	A: character two

	
	3
	S: character three 

	
	2a
	Selectionofcharacter 
S: Display  that character  

	
	2b
	Confirm 
S: Display after the confirm the selection 

	
	
	













6.2. [bookmark: _Toc505635174][bookmark: _Toc505635273][bookmark: _Toc505635372][bookmark: _Toc505635477][bookmark: _Toc505635683][bookmark: _Toc505637975]Equivalence partitioning
After Selecting the Single Player, the Selection of Character is necessary and this is considered the Valid. The selection of the Ball and selection of the Stadium is necessary and this is considered the Valid. The selection of the stadium after selecting single Player is considered invalid.

6.3. [bookmark: _Toc505635175][bookmark: _Toc505635274][bookmark: _Toc505635373][bookmark: _Toc505635478][bookmark: _Toc505635684][bookmark: _Toc505637976]Boundary value analysis
· Player one  testing
We need to execute 2 Test Cases

Test case 1: AI opponent computer is working

Test case 2: game play is working

Note: 2nd  test case is considered for negative testing 


We need to execute 5 Test Cases.

Test case1: Consider the shield is working
Test case 2: Consider the speed booster is giving acceleration to player
Test case 3: Consider the power shot is giving the speed to ball
Test case 4: Consider the objects are being destroyed
Test case 5: Consider the Ai computer is working  

Note: 1st and 5th Test Cases are considered for Negative Testing

· Multiplayer testing 
So in this case we execute max 2 test cases:

Test case1: game play is working correctly.
Test case2: controls are working correctly.

Note: 1st Test Case is considered for Negative Testing





6.4. [bookmark: _Toc505635176][bookmark: _Toc505635275][bookmark: _Toc505635374][bookmark: _Toc505635479][bookmark: _Toc505635685][bookmark: _Toc505637977]Data flow testing
Data flow Test case 1: AI opponent computer is working
Data flow  Test case 2: game play is working


Note: 2nd  test case is considered for negative testing 


We need to execute 5 Data flow Test Cases.

Data flow  Test case1: Consider the shield is working
Data flow Test case 2: Consider the speed booster is giving acceleration to player
Data flow Test case 3: Consider the power shot is giving the speed to ball
Data flow Test case 4: Consider the objects are being destroyed
Data flow Test case 5: Consider the Ai computer is working  
Data flow Test case1: game play is working correctly.
Data flow Test case2: controls are working correctly.

Note: 1st Test Case is considered for Negative Testing



6.5. [bookmark: _Toc505635177][bookmark: _Toc505635276][bookmark: _Toc505635375][bookmark: _Toc505635480][bookmark: _Toc505635686][bookmark: _Toc505637978]Unit testing
	Unit testing of Battle Arena Ball Showdown Units

	Software unit Name
	Testing Method
	Test Result

	UI Testing
	combinatorial , clean room, functionality ,compatibility, tree testing , regression
	Pass

	Player one gameplay
	 combinatorial , clean room, functionality ,compatibility, tree testing , regression 
	Pass

	Player two gameplay
	 combinatorial , clean room, functionality ,compatibility, tree testing , regression
	Pass

	Animation 
	combinatorial , clean room, functionality ,compatibility, tree testing , regression
	Pass

	Controls
	combinatorial , clean room, functionality ,compatibility, tree testing , regression
	Pass




6.6. [bookmark: _Toc505635178][bookmark: _Toc505635277][bookmark: _Toc505635376][bookmark: _Toc505635481][bookmark: _Toc505635687][bookmark: _Toc505637979]Integration testing
	Integration Testing of  Battle Arena Ball Showdown  Units

	Software unit Name
	Test with Unit
	Testing Method
	Test Result

	UI Testing
	Battle Arena Ball Showdown Interface and relevant feature 
	Manual  Testing 
	Pass

	Player one game play
	Battle Arena Ball Showdown Interface and relevant feature
	Manual  Testing 
	Pass

	Player two game play
	Battle Arena Ball Showdown Interface and relevant feature
	Manual  Testing 
	Pass

	Animation
	Battle Arena Ball Showdown Interface and relevant feature
	Manual  Testing 
	Pass

	Controls
	Battle Arena Ball Showdown Interface and relevant feature
	Manual  Testing 
	Pass





6.7. [bookmark: _Toc505635179][bookmark: _Toc505635278][bookmark: _Toc505635377][bookmark: _Toc505635482][bookmark: _Toc505635688][bookmark: _Toc505637980]Performance testing
In this phase we test the different stages and these stages are consists 
Single Player: In this mode we will have the single player option where you will play against the AI player.
Multiplayer: In This mode we will have the 2-player mode on the single device.

Character Selection: on screen there would be option to lock and unlock given characteristics. There will be there characteristics through which you will select one
Stage/Ball Selection: In Stage/Ball selection player will have to select stage and ball.
Tutorial: at this phase we will have the game tutorial that will help you to learn about the game.




Settings: This will have settings about sounds like SFX sounds, game music.


3.2.5. User Classes and Characteristics
We have kept the scheme of the game easy and simple and the game play is also which is not unfamiliar. It consists of simple design in which age would not matter while playing game, the user experience is what matters for us. quality of game is up to top.There would be single and double player mode and double player mode will be on same device for example like luddo star.
· Speed:: 
The Winning and losing of game Depends upon the Speedy movement of the Players.To gain Advantage over their opponent players have to be fast
· Shot Timing::
The timing of the shot helps the player to attack the other player with more power  giving your opponent a hard time to reflect the ball.
· Positioning::
The positioning of character should be good  in order to defend or attack. The selection of  position is all where you got a good chance to both defend and attack even if you are not a hardcore player.



· Power Shot::
 Player has an option to use the power shot which will speed up the ball that would be disadvantage at the opponent side. If the power shot hits early or late it will have less impact on opponent.
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We also verified our game our project and after that we will never face these kind of problems
1. Errors
2. Handling
3. Deadslocks 
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Chapter 7: Summary, Conclusion & Future Enhancements

7.1. [bookmark: _Toc505635183][bookmark: _Toc505635282][bookmark: _Toc505635381][bookmark: _Toc505635486][bookmark: _Toc505635692][bookmark: _Toc505637984]Project Summary
The goal of this project is to develop android platform game which will have a 2d gameplay with 3d animation. The project combined four core components. Learning android game development, utilizing unity (game/graphics engine), creating user control methods. The game will be developed as a universal application, meaning that it was compatible with all Android devices. The goal of this project is to develop a game for the android platform.A detailed set of requirements and specifications was set out at the beginning of the project. One example of a requirement was that the game was to be developed in a 2D orthogonal style. All of the specified requirements were fulfilled upon the completion of the project. Writing a full set of specifications early on helped greatly in prioritizing features to implement and manage the time spent on each section of the project. All of these elements were combined to create an overall game, “battle arena ball showdown”. The objective of the game is to be a dog fight between two players with a ball, they have to protect their territory by using shields, and balls would be fired by one to another causing the damage to opponents. The stadiums will be provided to players with their own selection.

7.2. [bookmark: _Toc505635184][bookmark: _Toc505635283][bookmark: _Toc505635382][bookmark: _Toc505635487][bookmark: _Toc505635693][bookmark: _Toc505637985]Achievements and Improvements
[bookmark: _Toc505635185][bookmark: _Toc505635284][bookmark: _Toc505635383][bookmark: _Toc505635488][bookmark: _Toc505635694][bookmark: _Toc505637986]Here we have achieved 2d game play with 3d animation with a simple game play in which is provided some of the modern techniques for example speed booster and power shot, it will carry most of audience which are addicted to casual games with a modern touch and we have targeted a niche ones, hopefully it would please the user entertainment expectation. Improvement which are suggested by our user and developers would be considered first, multiplayer option will be on server in future, more stadiums will be given to play, more ball and more exceptional animations would be added, excited and modern features would be added, xp will be given in future as per user requirement, User interface would be made more appealing.


7.3. Critical Review
In order to enlarge the specifications and requirements for the improvements to be brought by the next version of the Battle Arena Ball showdown mobile game.we realized that there is no platform that is providing the Efficient and simple game that consume the less hardware resources.

7.4. [bookmark: _Toc505635186][bookmark: _Toc505635285][bookmark: _Toc505635384][bookmark: _Toc505635489][bookmark: _Toc505635695][bookmark: _Toc505637987]Lessons Learnt
As the student of bachelor in information technology this was an uphill task for us to develop a game and we have to learn the unity engine to an extreme extent so that we can give reasonable project to our final year project milestone. We have learn animations, how to develop them and use them then further coding was difficult because we were fond of networking but with determination we have leaned this. With this project we have learned the market trend we are now very much familiars with these trends that would further help us is our professional life.

7.5. [bookmark: _Toc505635187][bookmark: _Toc505635286][bookmark: _Toc505635385][bookmark: _Toc505635490][bookmark: _Toc505635696][bookmark: _Toc505637988]Future Enhancements/Recommendations
Improvement which are suggested by our user and developers would be considered first, multiplayer option will be on server in future, more stadiums will be given to play, more ball and more exceptional animations would be added, excited and modern features would be added, xp will be given in future as per user requirement, User interface would be made more appealing, we also want to launch this game in ios as well and many more options will be given in games which will benefit and entertain users.
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[bookmark: _Toc505637990]Appendix: User Manual
In this phase we will guide you complete about how to install and game play of game.
We also provide how to play button to guide you 
Just as a user manual and that will teach you about game and their function
 

Appendix A: Player 

The major sections of the game are divided into the following categories. These sections are the most important part of the game.


A.1. First Player
· This mode will have the single player option where you will play against the AI player
· The player can select the Stadium after the selection of the ball
· The user can continue the gameplay as player 1 he cannot edit gameplay name as he want.


A.1.1. Character Selection
  This scene will consist of both locked and unlocked characters and player will select the desired character from the unlocked characters.







A.1.1.1. Stage/Ball Selection
· In Stage/Ball selection player will have to select stage and ball.
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