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3.2 Description for Score keeping 
It’s a component that will be calculating a score when the user is playing the game. Then the final score will be displayed to the user and it will be saved into users account.


3.2.1 Processing narrative (PSPEC) for Score keeping
This component will only be active or performing calculations, when the game has started. The calculations will be based on the number of moves the player has made and number of blocks in the puzzle. If a timer is active it will make additional calculations to add points to the final score of the games. Additional points from timer will depend on how quick the puzzle was solved and how many blocks does the puzzle have (the more blocks, the more points).
3.2.2 Score keeping interface description.
The score keeping process will began after the game is started. It will add points to the score board every time the user makes a move in the game (score/move depends on number of blocks in the puzzle). At the end of the game, the total score from the game will be displayed to the user, and timer score will be added to the total score, to make a final score. Then the final score will be displayed on the screen.

3.2.3 Sub-Component n.m processing detail
3.2.3.1 Interface description
The input variables to calculate the score are # of piece and # of moves (# piece/ #moves). The user will be given a score every time user makes a move, Score will depend on how many  pieces the puzzle have. The total score will be displayed after the user completed the puzzle.  If the time was activated, then the total time will be subtracted from actual time it took to complete the puzzle. Then the score from the timer will be added to the final score. 
If the user has account the score will posted under the users account. 

3.2.3.2 Algorithmic model (e.g., PDL)
Inputs: # of blocks, # of moves, timelimit, actualtime.

Output: Subtotal, Totaltime, Final score

Case 1: //9 blocks

Scoremove = 5 
//Score per move

Subtotal =+ score
//Score count during the game

If Clocked then Totaltime = (timelimit – actualtime)

Finalscore = Subtotal*Totaltime.
//Final score after time calculation

Case 2: //14 blocks

Scoremove = 7;
//Score per move incremented by 2 from last. Everything else is the same as Case 1.

Case 3: //25 blocks

Scoremove = 9;
3.2.3.3 Restrictions/limitations
Once the puzzle is completed score counting and timer should stop. If the user doesn’t finish the puzzle in time, then the user will not get extra points from the timer. 

3.2.3.5 Performance issues
The score display should be able to calculate the score every time the user makes a move. 

3.2.3.6 Design constraints                                                               
3.3 Software Interface Description
The software's interface(s) to the outside world are described.
3.3.1 External machine interfaces
Interfaces to other machines (computers or devices) are described.
3.3.2 External system interfaces
Interfaces to other systems, products, or networks are described.
3.3.3 Human interface
An overview of any human interfaces to be designed for the software is presented. See Section 4.0 for additional detail.
4.0 User interface design
A description of the user interface design of the software is presented.
4.1 Description of the user interface
A detailed description of user interface including screen images or prototype is presented.
4.1.1 Screen images
Representation of the interface form the user's point of view.
4.1.2 Objects and actions
All screen objects and actions are identified.
4.2 Interface design rules
Conventions and standards used for designing/implementing the user interface are stated.
4.3 Components available
GUI components available for implementation are noted.
4.4 UIDS description
The user interface development system is described.
5.0 Restrictions, limitations, and constraints
Special design issues which impact the design or implementation of the software are noted here.
6.0 Testing Issues
Test strategy and preliminary test case specification are presented in this section.
 6.1 Classes of tests
The types of tests to be conducted are specified, including as much detail as is possible at this stage. Emphasis here is on black-box and white-box testing.
6.2 Expected software response
The expected results from testing are specified.
6.3 Performance bounds
Special performance requirements are specified.
6.4 Identification of critical components
Those components that are critical and demand particular attention during testing are identified.
7.0 Appendices
Presents information that supplements the design specification.
7.1 Requirements traceability matrix
A matrix that traces stated components and data structures to software requirements is developed.
7.2 Packaging and installation issues
Special considerations for software packaging and installation are presented.
7.3 Design metrics to be used
A description of all design metrics to be used during the design activity is noted here.
7.4 Supplementary information (as required)
 
