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Brief problem statement 

A game is needed to help first and second grade children learn basic math.  The program will also keep track of the children’s’ progress as they learn.  The game is also meant to be entertaining for the children so that they want to play.
System requirements
This software is to run on donated hardware, Windows XP running on PCs.  The target platform should have the Java 1.4.2 runtimes version installed and the Macromedia Flash plug in version 6.0.  There should be a network printer available to the computer for printing.  System must have a display screen capable of showing 800 x 600.resolution.  Must have 128 megs of RAM.  System should have speakers capable of playing sound.
Users profile

1st and 2nd grade students will be the primary users.  They can use the mouse and basic keyboard functions.  Also they can open programs, identify icons and turn the computer on.

Teachers will be the secondary users and can turn on the computer and programs and set up options with dialog boxes and check boxes.
Feature requirements (user stories)

	No.
	User story
	Which release

	1. 
	Player is presented with login screen, enters username and password and logs in, authenticated against a database file containing user information (format to be specified).
	R1

	2. 
	Player is then presented with introductory screen including background story to the game and instructions for playing.
	R3

	3. 
	Player can see main map screen.
	R1

	4. 
	Player can see their character and move around in cardinal directions over entire screen.
	R1

	5. 
	Player is unable to move into occupied squares (collision detection is observed.)
	R2

	6. 
	Enemies are generated onto the map and are visible to player.
	R1

	7. 
	Player can encounter/confront enemies and a math problem is generated based on details specified by teacher administration utility.
	R2

	8. 
	Player solves math problem and enters their answer.  Answer is tested for correctness.
	R2

	9. 
	Player is rewarded for correct answer or prompted for another question for incorrect answers.
	R3

	10. 
	Once all enemies on one screen have been successfully engaged, player is allowed to move onto next screen and, upon defeating a red enemy, is awarded a piece of their engine to advance the story.
	R2

	11. 
	Player reaches final screen to an encounter that will allow them to successfully complete the storyline.
	R2

	12. 
	Player can finish the game by completing all screens and is presented with winning screen that somehow reflects their degree of success/progress and are presented with the option to play again.
	R3

	13. 
	From main screen, player is able to view their player profile or stats in a screen, including information such as a running total of correctly solved problems, number of games completed.
	R3

	14. 
	From end-of-game screen, player is able to print out a certificate of completion with all of their player statistics.
	R3

	15. 
	Teacher logs into the system using the same application from the student game program and is authenticated with their username and password.
	R1

	16. 
	Teacher can view all statistics (number and type correct/incorrect, percentages, etc.) for all students in a spreadsheet layout.
	R1

	17. 
	Teacher can print out the spreadsheet that contains all student statistics.
	R3

	18. 
	Teacher can get more specific information on a certain student from the main spreadsheet screen.
	R1

	19. 
	Teacher can print out student-specific certificates/progress reports.
	R3

	20. 
	Teacher can specify types of problems to focus on or, alternatively, specific problems that students will encounter in-game.
	R1

	21. 
	Administrator can log in and change information about teachers and their class schedule.
	R3

	22. 
	Teacher can log in and only see statistics concerning their class, but see overall statistics for the school.
	R3

	23. 
	Users can see a tutorial explaining how to play the game.
	R3

	24. 
	Students can quit the game by hitting the quit button on the bottom of the screen.  Students are then taken to the main screen if they want to login again.
	R3

	25. 
	Students can toggle the sound on and off during the game.
	R3
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