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Design Considerations
Integrating a Campaign Design feature into Stooge requires adding a new button “Campaign Design” to the main Stooge menu.  This could be a menu item included in the puzzle Design Room, but this would be more confusing to the user.  This is because it would entail opening more windows, some of which interact together and some of which do not.  Secondly, creating a puzzle is more of a sub-step of designing a campaign, therefore, it is more logical to allow calling Design Puzzle from Campaign Design Room then the other way around.  Therefore, these should be implemented separately.  Consideration of an inter-relationship, if any, should be deferred until later.

A campaign design in progress file extension should be created so that these designs may be saved and edited later.  This needs to be different from the finalized campaign extension for two reasons.  First, some checks should be done on a campaign before it is saved for use under the .cmp file extension.  These checks will make sure that the user completed everything, and double check that the puzzles are valid.  Second, once a designer finalizes a campaign, she will not want it to be editable by other users.  To do this we need a separate design and final campaign file extension.  This is because, if we only use one extension for both campaign designs in progress and finalized campaigns, then there will be no distinction between them and thus they will be editable.

Overview of how Designing a Campaign should work

1. Placing Puzzles in the Campaign Room:

The Campaign room allows you put together a series of puzzles in any order you wish.  The order is changeable.  Puzzles may be added, deleted and moved.  These features are performed using your mouse, and are explained in the Mouse Directed Functionality section.

2. Messages:

A campaign introduction such as a story line may be added to your campaign.  Messages for when the player finishes a puzzle and finishes the entire campaign may also be added.  These features are performed via the Edit-Message window and are invoked through the Message pull down menu.

3. Other Features:

While you are designing your campaign, you may save the design in progress and open previously saved designs in progress.  When you are finished with your campaign, you will need to “Finalize” it in order for a user to be able to play it.

4. Design Strategy
When you choose to design a campaign, you will choose from puzzles that already exist. Keep these things in mind; the campaign must be solvable, it is a good idea to sequence the puzzles from easiest to hardest because placing the easiest puzzles first entices the player to keep playing and builds his or her confidence and a campaign should be of a length, which is challenging, but attainable in completing it.
5. Windows:


Designing a campaign will include three related windows:


Campaign Design Room – Menus and puzzles in campaign.

Puzzle Library - List of the puzzles that can be added to a campaign.


Edit Message (Introduction / Continue / Congratulations) - To add messages to the campaign.

A diagram of the three windows is shown below.

An explanation of the windows is also shown below.

6. Menus

The Campaign Design window includes three menus:


Campaign


Edit


Help

A diagram of the menus is shown below.

An explanation of the windows is also shown below.

7. Step by step instructions:

Follow the step by step instructions below, to design a campaign.
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Diagram of Menus
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Diagram of Campaign Design Room
























Step-by-Step instructions:

1. Click the “Campaign Design” button from the main STOOGE menu.
This button starts up the Campaign Design Window.

2. Drag and drop puzzles that you want in your campaign from the puzzle library window into the campaign design room window.
This functionality is explained in the mouse directed functionality section.

3. Add Introduction, Continue, and Congratulations messages to your campaign.
A campaign introduction such as a story line may be added to your campaign.  Messages for when the player finishes a puzzle and finishes the entire campaign may also be added.  These features are performed via the Edit-Message window and are invoked through the Message pull down menu.

4. Select “finalize” from the campaign menu to save your completed campaign. 
This feature finishes the process.  Now the user may play your campaign.

Windows:
Designing a campaign will include three related windows:

Campaign Design Room

This is the main window for designing a campaign.  It shows the list of puzzles that the designer has added to the campaign so far.  They are displayed in the order in which they will be played.

Puzzle Library


This window displays a list of the existing (finalized) puzzles that can be added to a campaign.


The puzzles can be displayed in order by name, designer name, level of difficulty (future), and best time.

Edit – Message – Introduction / Continue / Congratulations

This window allows the designer to add a message for the introduction of the campaign, a motivational message when continuing to the next puzzle and a congratulatory message that will be displayed when the user finishes the campaign.

Menu Items:

The following menus and menu items are in the Campaign Design Room:

Campaign Menu

The Campaign pull down menu contains items for interacting with a campaign and exiting the Campaign Design Room.  The following items are in the Campaign pull down menu.

New


Creates a new blank campaign.

Open


Opens an existing campaign design in progress.

Save


Saves the existing campaign design in progress so that you can continue designing later.

Save_As


Saves the existing campaign design in progress under a different name.

Test             >   (Sub Menu)

Test Campaign


Runs (allows designer to play) the campaign that you have open in the campaign design room.

Test Selected Puzzle



Runs the puzzle in your current campaign design that you have selected.



To do this, click on the puzzle in your campaign design that you want to run.



Then select “Test – Test Selected Puzzle” from the Campaign Menu.

Finalize


Finalizes and saves the campaign you have open in the campaign room.

This does some checks on the campaign to make sure that you have done everything you need to do.  

It then prompts you to name the campaign and saves it (as .cmp file).

The campaign is now ready for a user to play.

Exit 


Exits the campaign design room.

Edit Menu

The Edit pull down menu provides special campaign editing features.  The following items are in the Edit pull down menu.

Undo

Un-does your last change.  This feature allows you to undo all changes to the Campaign Room until either the campaign room is empty or it contains the most recently opened campaign.  

Redo

Re-does your last un-done change.  However, if the last thing you did was a legitimate change as opposed to just hitting the undo button, then there is nothing to redo.

Message     >   (Sub Menu)

These three commands open up the Edit – Message window that allows you to add a message to your campaign.

Introduction



Allows you to add an introductory message to your campaign.  



This message will be displayed when the campaign begins.

Continue



Allows you to add a continue message to your campaign.  

This message will be displayed after the player finishes one puzzle and is asked if she wants to go on to the next puzzle.

Congratulations



Allows you to add a congratulatory message to your campaign.  



This message will be displayed when the player finishes the last puzzle in the campaign.

Help Menu

The Help pull down menu provides informational features.  The following items are in the Help pull down menu.

Contents


Displays this help window.

About


This feature provides historical information about the STOOGE system.

Mouse Directed Functionality:

Add a puzzle:

To add a puzzle to the campaign, drag it from the Puzzle Library window to the Campaign Design Room window.   As you are dragging the puzzle, a line will appear in the location where the puzzle will be inserted if dropped.  For example, if your mouse arrow is in between two puzzles, a line will appear between the two puzzles.  If you drop the puzzle at that time, it will be inserted in that location.  The other puzzles in the list will be shifted down.  The puzzle may also be dropped at the beginning or end of the campaign puzzle list.  

Move a puzzle:

To move a puzzle to a different position, drag it from its present position and drop it where you want it.  If you drop it after the end of the puzzle list, it will be inserted there and the other puzzles will be shifted up to fill in the empty location where that puzzle was.

Similarly, if you move a puzzle up or down, the other puzzles will be shifted up or down to fill in the empty location where that puzzle was.

Remove Puzzle:

Right click on a puzzle in the campaign design to remove it. 
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Introduction





      Type an introductory message and click OK.





Welcome to the yellow brick road.


You have to find your way through the land of OZ to the wizard’s castle.





      OK
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