Software Requirements Specification
This SRS describes the requirements to build a puzzle game and make it available vis the World Wide Web.
1  Introduction to the Document
1.1 Purpose of the Project

The purpose of this project is to build a slide puzzle and make it available on the World Wide Web.  The game will allow the user to choose a puzzle based on the number of squares in the puzzle, the estimated time to complete the puzzle, and the design of the pieces.  Users will also have an option to upload their own picture and the program will divide the picture into pieces, scramble the pieces, and make that puzzle available to be solved.
1.2 Scope of the Project

1.3 Acronyms, Abbreviations, Definitions

CMS: Content Management System: Web authoring tool that allows modifications.
1.4 References

1.5 Outline of Rest of SRS
2  General Description of Product
2.1 Context of Product

2.2 Product Functions

2.3 User Characteristics

2.4 Constraints

2.5 Assumptions and Dependencies
3  Specific Requirements

3.1 External Interface Requirements

3.1.1 User Interfaces

3.1.2 Hardware Interfaces

3.1.3 Software Interfaces

3.1.4 Communications Interfaces

Since this is a class project, much communication will be needed.  We will have to discuss this as a group to assign different tasks to each person.
3.2 Functional Requirements
3.2.1 Administration

3.2.1.1 Administration duties

Administrative duties shall consist of creating and assigning user profiles, web-site maintenance, ensure that designs are accessible to most standard compliant browsers, and that metadata is contained in each page.  Administrator has remote access to system.
3.2.1.2  User Profiles
3.2.1.2.1 Description
User profiles will be divided into three distinct categories, each one defining the rights of its object.  
3.2.1.2.1.1 Level One
Security Admin will be able to use content management system to access publish, edit, and delete functions of the system to manage website and database.
3.2.1.2.1.2 Level Two

System Operator are privileged users who can add content to site but will need prior approval from Security Admin before making modifying, uploading, or deleting site content.

3.2.1.2.1.3 Level Three

General Public encompasses all potential users of the site.

3.2.1.3 Security Admin and System Operators

Any modifications must contain identifiable information

· Name

· Password must be hidden

· Position

· Name of Document

· Description of Document

· Browse for file option, which allows user to search from their own PC to return a list of all relevant documents which match search term, and when user clicks on title the document opens.

Once user log in, their name will be displayed in page header.

· Score Keeper

· Timer

· User Choice

· Picture

· Tutor

· Home Page

General User must enter name and password at login.

· Name

· Password

Metadata will help facilitate audit trail of pages (last modified, by whom).  Version control will be used so that individuals may work safely on a document and recall older version if needed.

· File name

· Title section

3.2.1.3.1  Criticality
Describes how essential this requirement is to the overall system.

3.2.1.4 Technical issues
Ensure that published content works with most standard compliant browsers running on different platforms, including Windows, Mac, and Linux and older browers for example Internet Explorer 5, and Netscape 6.  Be sure that content can be accessible to dial up connections. Enable site content to be indexed by Google and other major search engines.
3.2.1.5 Cost and schedule
Describes the relative or absolute costs associated with this issue. 
3.2.1.6 Risks
Be sure that modifications to site can only be made by authorized individuals. 
3.2.1.7 Dependencies with other requirements
Describes interactions with other requirements.
3.2.2 Score Keeper
3.2.2.1 Description
The score keeper calculates the scores and determines the overall score of the puzzle and places it next to the puzzle. The score will be calculated by this simple formula:
   (# pieces / # moves) * (time limit – actual time)
3.2.2.2 Criticality
The requirement for the score keeper has to be compatible with the picture (input, divide) for the number of pieces and moves along with the timer which includes the time limit and the actual time completing the puzzle.  Also the tutor needs to know the score formula in order to teach the new users how the game is scored.
3.2.2.3 Technical issues
The design has to look presentable and clear for the user to see in detail why they got the score they got and it has to be accurate for there to be a challenge whenever playing the puzzle. 
3.2.2.4 Risks
Risks may include a miscalculated puzzle and confusion for the user which means no users playing the puzzle.  Also if the puzzle isn’t working properly the score wouldn’t have any importance. 
3.2.2.5 Dependencies with other requirements
The score keeper has to be dependent on the picture because without the moves or pieces it cannot calculate a score. It also has to be involved with the user’s choice because the user has to choose how to be scored.  Finally the score keeper has to be involved with the time because the time is compatible with the score.
3.2.3 Timer
3.2.3.1 Description

My interest is in the time clock, it will be essential to know who is he fastest or to tell who took the longest to get through the puzzle.
3.2.3.2 Criticality

It’s needed for the user’s benefits, to keep score to see who’s better; it makes a game much more of a challenge.
3.2.3.3 Technical Issues

It may be a task to write the coding, but really there are no technical issues, on security or anything like that.
3.2.3.4 Risks

3.2.3.5 Dependencies with other requirements

3.2.4 User Choice
3.2.4.1 Description

User will be presented with an option to choose the type of game to play.  User can pick the Picture, Difficulty level and Timer (On/Off).
· Picture Choice

· Pictures From Database
· User selects picture from Menu
· Upload Personal Picture
· User uploads picture from computer to website database. (picture(s) should be saved in a database under users account, so user can select picture without uploading it again).
· Difficulty Level
· Tutorial

· Picture: User will be presented with pictures to choose from menu (only 3 pictures)
· Size of the puzzle: User can choose between 1 (4 blocks), 2 (9 blocks) and 3 (16 blocks)
· Easy Level

· Pictures: Select Pictures for Menu

· Number of Blocks: Select 4 blocks or 9 blocks Puzzle
· Timer: User selects Timer On/Off
· Medium Level

· Pictures: Select Pictures for Menu

· Number of Blocks: Select 9 blocks or 16 blocks Puzzle
· Timer: User selects Timer On/Off

· Hard Level

· Pictures: Select Pictures for Menu

· Number of Blocks: User selects 25 blocks, 36 blocks or N2 (N >=5) blocks Puzzle
· Timer: User selects Timer On
3.2.4.2 Criticality

3.2.4.3 Technical Issues

3.2.4.4 Risks

3.2.4.5 Dependencies with other requirements

3.2.5 Picture Input and Manipulation
3.2.5.1 Description
The picture input and manipulation functions of this program are responsible for the input, division, and movement of the puzzle.  It will also have to report several parameters to other parts of the program, the most important being number of pieces, number of moves, and time.
3.2.5.2 Criticality
The picture division and manipulation is the most critical aspect of this function.  These two aspects drive the score process and provide measurable performance to the user.  The skill level will determine the number of pieces of the division process and will be as follows:
	Skill Level
	# of Pieces

	Beginner
	9

	Intermediate
	16

	Expert
	25


The puzzle will maintain a square aspect ratio.
Manipulation of the puzzle will be a point and click operation either selecting one piece or a complete row or column of pieces.  Moves can only be performed in a horizontal or vertical direction.
3.2.5.3 Technical issues
The largest and most difficult technical issue will be picture input.  There should be included several stock images, which are included below:
	Numbers
	Letters
	Braves Logo

	1 2 3

4 5 6

7 8
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These are not meant to be all inclusive but merely a starting point for the design process.  There will also be an option for the user to input an image of their choosing.  We will have to create either a resizing routine or a crop feature to ensure the image adheres to the square aspect ratio.  A crop function will probably be the most feasible and presentable in the puzzle format.
3.2.5.4 Cost and schedule
Costs should minimal and the project should be finished within the semester schedule.  We may need to inquire as to copyright requirements concerning the braves’ logo.
3.2.5.5 Risks
The primary risk in the image division and manipulation is the puzzle function.  If we are unable to create an engine to support the puzzle then it could cause the whole project to fail.  Image division is equally important and must be done in a way to maintain the aspect ratio and image integrity. 
3.2.5.6 Dependencies with other requirements
This function will receive inputs from the user choices describing difficulty, and image requirements.  Several parameters will be distributed to other parts of the project for display, most notably the scorekeeper
3.2.6 Tutor

3.2.6.1 Description
This function will provide the user with vital information on how to use the program.
3.2.6.2 Criticality
The program will run without this application but, if the user is unfamiliar with the ‘game’ they may be unable to play.  The scoring algorithm may also be indecipherable if it wasn’t given to the user. 
3.2.6.3 Technical issues
This requirement contents depend on the implementation of the Score Keeper and Timer.  If they are implemented differently than specified here, this requirement would have to be changed. 
3.2.6.4 Dependencies with other requirements
This requirement would need to describe how the Score keeper, Timer, and User Choice/Picture function.  If their requirements/implementation change that would need to be reflected in this requirement.  As it stands now the descriptions would go as follows:

· Score Keeper – must explain how the Score is tabulated.  The formula would be :


Score = (difficulty of puzzle) * time / (# of moves required to complete)

· Timer – the timer would be a count down from 5 minutes (300 seconds) therefore the faster you finish the puzzle the higher the score.    Time will begin when you move the 1st piece.

· User Choice/Picture – To begin user would first select a puzzle either by choosing an existing puzzle or by uploading and cropping a picture themselves.  Not only would the user choose the picture that the puzzle would produce upon completion, they would also choose the difficulty level (the # of pieces in the puzzle). 
3.2.6.5 Dependencies with other requirements

3.2.7 Home Page

The purpose is to create a homepage for multiple slide puzzles and allows users to have access to different skill level and time challenges for points.

3.2.7.1 Description

Creating a website homepage with access to the Administration, Picture, and Tutor. [image: image2.png]Slide Puzzle
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While also creating a user homepage with the slide puzzle chosen with the ability to choose pictures, levels, timer, scorekeeper. [image: image3.png]User Homepage
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3.2.7.2 Criticality

Pretty critical because provides a place to access the slide puzzles and functional parts involved with it.
3.2.7.3 Technical Issues

3.2.7.4 Risks

3.2.7.5 Dependencies with other requirements

Depends on the Administration, Score Keeper, Timer, User Choice, Picture, and Tutor.
3.3  Performance Requirements

It is to run smoothly and correctly, is all that’s really expected from performance, form my time clock it is just to keep the time basically.  It isn’t really a difficulty task.

3.4 Design Constraints

3.5 Quality Requirements

3.6 Safety requirements

3.7 Security and Safety Requirements

3.8 Computer Resource Requirements

3.9 Personnel Requirements

3.10 Training Related Requirements

3.11 Logistics Related Requirements

3.12 Other Requirements

4 Notes

4.1 Intended Use

4.2 Definitions Used in this Document

4.3 Abbreviations Used in this Document

4.4 Changes from Previous Issue

5 Appendices
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