Networking Pokemon Project

Engineering Function Design

Assumptions
· We should keep the original game features as much as possible. 

· The main networking features in WAN environment should be similar or some kind of extension to the original functions in Union Room and Direct Corner.

· This design focus on the function design, game interface is not considered too much in this document.

Abstract

· Create a new floor (3F) in the Pokemon Center as the entry point to all new VNG based features.

· Introduce one new concept Communication Lobby as the hybrid of Union Room and Direct Corner in WAN environment.

· As a guideline for this design, please check “PokemonVNG.jpg”.
Main Design Features

· First of all, we’ll try to create a new floor (3F) in the Pokemon Center as the entry point to all new VNG based features. For the 1F and 2F in P.C., we’ll keep them as the current version or only to do some minimal modification when necessary. With this arrangement, the 1F will be the place for players healing their pokemons, or accessing the PCs in game; 2F will be the Union Room and Direct Corner with linkage via wireless adapter or link cable as before; and 3F will be place with Internet connect ability so the players can play here with others in WAN. The advantage for this design is that the function for every floor is very clear.

· We introduce one new concept as Communication Lobby. Communication Lobby should be the hybrid of Union Room and Direct Corner. That means we’ll integrate all functions in Union Room and Direct Corner into the Communication Lobby in WAN environment.
· The game interface in 3F will be focused on selecting the Communication Lobby to enter. We’ll provide two approaches for choosing the Communication Lobby. One approach is the Communication Lobby List based on search criteria; the other approach is to choose the Communication Lobby(his buddy’s location) from the buddy list. In the first approach, player can set his criteria to search all communication lobbies which fit his requirement and choose one to enter. In the second approach, player can get the information about which Communication Lobby his buddy is in from the Buddy list. 
· The functions in one specific Communication Lobby is shown as below.

· There is one administrator / clerk in the lobby. When player want to publish his trading information, he should talk to the administrator to register the trading info and the trading info should be published on the Trade Board after that. If player want to create a multiplayer battle session (2 VS 2), he should also talk to administrator to create such a session and other players who want to join the battle can read those session info from the Multiplayer Battle Board.
· As mentioned above, Trade Board will be the place to show the trading information. When player is interested in one trade info, he can select it and one request will be sent to the info provider for further peer-to-peer trading. This function is similar to the Trade Board function in Union Room(2F).
· The function for Multiplayer Battle Board(2 VS 2) is to manage all 2 VS 2 game sessions in one Communication Lobby. All new created multiplayer battle session will be listed here, and if there is some place free, other players in lobby can choose to join. When one battle session is end, the item for that battle will be deleted from the board after that.
· In the Communication Lobby, the players are free to contact any other players in the same lobby. The player can choose other players in lobby for chatting, trading or battling. The chat & battle function is similar to the Union Room and trade function is similar to the Direct Corner.

