Feilong Development Outline
Goals
The computer adaptation of the board game Feilong should maintain the strengths of the board game where possible while using the computer to speed play where appropriate.  The strengths of the board game are seen as the following:

· Easy to learn, easy to play

· Informative, educational

· Colorful, artistic

· Multiplayer

In the initial release, which is intended as a beginner game and demo to secure a contract with the Chinese, the focus should be on ease of use and production quality.

The initial focus will be one demo release consisting of thirty questions.  All thirty will have audio voice-overs tied to the questions and fifteen will have either videos or photographs linked as well.

Easy to Learn, Easy to Play

The rules of the board game will be adapted directly for Stage 1, using the Beginner game rules and only the Level A questions.   The player will be assisted in learning and playing the game through the following methods:

1. When the game is first launched, the Feilong Logo will appear, followed by a Welcome screen.  This may in the future include an introductional video. 

2. The Welcome screen will ask the player for his or her name and choice of playing piece color.  It will have a link to click to read the rules. 

3. Once the player has entered his or her name and chosen a playing piece, the game will automatically choose one of the eight “tours” for the game they are to play.

4. The game will automatically “roll off” to decide who the first player is.

5. The default view of the game board will show the entire game board on the screen with room for the automatic score sheet on the side.   A top down graphic of the deck of cards will also be shown next to the game board in the default view.  Clicking on this deck will draw a card.  Alternately, players can use the Draw button.

6. Because the game board has to be reduced in size to fit entirely on a computer screen, each square and art section of the game board, including the central map, will “pop out” when the player holds the mouse over it, to make a closer look at the board easy for players who wish.  In the options, the player can choose to increase the game board size, but this will remove the scoresheet and require scrolling around by the player to see the whole board.  The scoresheet is always available as a separate dialog and is dynamically updated with player names and visited locations as the game continues.

7. When a player’s turn comes up, the squares on the board that are part of the current Tour will be highlighted by a red border if the player has not yet visited those squares, allowing them to easily see how much of the Tour is left.

8. When a player’s turn starts, they should click on the deck area to draw a card or click the Draw button.  This will give them their question.  If they answer the question correctly, the game will automatically roll a die for them.  The die result will be displayed as a brief die rolling sound is played.  If they answer incorrectly, their turn ends.

9. After the die roll, the game will then highlight the possible spaces the player is allowed to move to.  Each legal space will be highlighted by a green border.  The player can click on any highlighted space to move his piece there.  If the player lands on a space with another player’s piece, the game should display a message and give them a choice of moving that player’s piece to another space on the game board.  If they click on the same space the piece is currently in, they effectively decline the opportunity.

10.  The game should enforce not allowing the player to move through/to the central China space until they have completed their tour. 

11.  The game should enforce the player order and show the player's name at the start of each player's turn, so that everyone knows who is currently playing.  All players should get to see the questions and answers as well as watch the moves and see the position of all pieces. 

12. The game should understand the effect of the “Roll Again” square and the “Move to space of choice” square and allow those to function as intended.  Note that a player may still only visit one tour destination per turn.

13. When the player is looking at the zoomed out art quadrants, tooltips that correspond to the “legend” for each art quadrant should be available as the mouse moves over each section of art, to help the player learn what each illustration signifies.

14. When the player answers a question incorrectly, after the correct answer appears – the checkbox should show the correct answer as it does now, but a red highlight box should show up around the incorrect answer that the player chose, so that it’s clear to all who see the result what was picked vs. what was correct.

Informative, Educational
The full Level A deck will be included in this first adaptation of Feilong, which constitutes a significant starting education for players on various aspects of China.  The game will support both English and Chinese text, to facilitate learning.  Every area of the game that has text should be in both English and Chinese.
1. Each Question card allows a player to see the correct answer and explanation, whether or not they answered correctly.

2. Each Question and Answer is in both English and Chinese

3. The game squares will have both English and Chinese text, combining both the English and Chinese game boards.

4. The game rules will be available in both English and Chinese

5. The game will support linking videos and/or sound to enhance each Question and Answer beyond what the board game could offer.  In some cases, the video or sound should trigger when the card is displayed.  In other cases, only when the answer is revealed.  For this release, only a few videos and sounds will be included, but the design will support eventually incorporating as many as desired.  It should be possible for the player in the options to specify “No Videos” and “No Sound” if they decided they don’t want this additional content.

Colorful, Artistic

1. The full print quality board game/boxed game art is being used to generate the graphics for the computer game.  Although it is impossible to achieve the same resolution as print while keeping the game easily visible to the player on the computer screen, the “pop out” squares and video and audio additions should make the game as attractive to play as the board game.

2. We are exploring Flash, AVI and WMV as video solutions and Flash, MP3, WMA and AU as audio solutions.   Flash is being explored as it is technically codec-independent and available on the vast majority of Windows systems.  If that solution does not adequately address our needs, WMV/AVI and MP3/WMA are the next likely options.

3. The full art in the rules will also be included, along with the legends for the art quadrants as well as the images taken from the various quadrants and used separately. 

4. The final version of the game application itself will display a red and yellow/gold themed background and interface where possible, to tie it as closely as possible to the visual theme of the board game.

5. There may in the future be improved art for the quadrants.  We will leave the assignment of legend tooltips to late in development to make sure we don’t have to do that twice if improved art becomes available.

6. The font size on the questions should be increased to make the Chinese text clearer.  Alternately, the Chinese text should all be made bold as the current bold Chinese is readable, but the non-bold is not.

Multiplayer

1. Since it is built on the VASSAL engine, the initial version of Feilong will support multiplayer play for 2 to 8 players.   The options for the game will allow the player to choose either Practice, Local or Online play.  The default will be Local play.

2. In the case of local play, where all players are at the same computer, the game will ask on the Welcome screen for the number of players and ask for a name for each player.  It will then use a “hotseat” mode to allow all players to play locally.  The online-related interface should be effectively minimized or disabled during this mode of play.

3. If the player chooses Practice play, the game should allow the player to effectively play a “practice game”, where there are no other players, but the lone player still plays through the game answering questions and completing the tour.

4. In the case of online play, where players are each at separate computers, but connected to the internet, the game will be configured to check a central Feilong server to see if other players are online.  By default, it should automatically assign a player to the first available Feilong game that has room for another player.   If there are no such games, the server should automatically have the player host a new game and wait for others to join in.

5. While waiting for an online game to start, the players can chat with each other and the hosting player can decide when enough players have joined to start the game.  As long as there are at least  two players, a button to start the game should be available.

Considerations for the Future
Provided the first release generates enough interest and business to justify further development, the full Feilong game will be implemented, along with other advanced features.  The initial design should take these features into account, so that implementing them in the future will not be impossible or prohibitively expensive in terms of development time due to earlier design decisions.

1. Add Intermediate Rules and Expert Rules. These should show up as an option on the Welcome  screen.

2. Incorporate Level B and C questions

3. Incorporate many more linked and triggered video and audio files

4. Develop advanced tracking tools for player performance, which would require unique player accounts which are then tracked during Online games.  This would allow an analyst and the player himself to analyze performance by question category, compare performance over time, view accuracy %, etc.  Will require a central database of player performance to be maintained on each Feilong server.  This is intended as an educational solution for classroom settings, where there would be a classroom server as well as client installations, to be used by the instructor to see how students are performing and whether they need more reinforcement in a particular area.  Will also require an administration/analysis front end of some kind for the instructor to setup accounts/logins and view performance data.

5. Develop  a fully customized/skinned interface to increase the presentation of the computer version even further.  Add animations for die rolls, card draws and game piece movement.
