Foundations of Computer Science 
Fourth Quarter ProjectPRIVATE 

In groups of two, design and write a Java program.  You may modify previous programs, but you must write several Java classes on your own.  You must demonstrate that you can use Java concepts including classes, objects, modularization, loops, decisions, counters, arrays, strings, and text files (for example, save a list of previous winners and their high scores).  The program must be GUI driven, should be user-friendly, and should handle user input errors gracefully. You must demonstrate teamwork, planning, design, and documentation.     
Most people choose to program a game.  Most computer games fall into only a few categories:   

· pure graphics, like Pong:   Space Invaders, Helicopter, Ski, Tron, Pac-Man, Asteroids, Paint 

· panels with strings and .jpg, like Nim:   Hangman, Snakes & Ladders 
· rows and columns, like Tic-Tac-Toe:   Connect-4, Concentration, Minesweeper, Othello, Checkers, Chess
· grid of images over a matrix of integers, like Battleship:  Pokemon, adventure games, SuperMario, Frogger, Tron, Pac-Man, Gems, Bejeweled, Tetris
non-game projects:  iPod playlist, Facebook friends list,  a statistics package
Recall some of our useful techniques:

myBuffer Graphics:  Pinball: Unit 2, Lab11.   Don't use Graphics g!
Mouse & Keyboard Input:  Get the Prize: Unit 2, Lab 16 and Lab 17.  Extension:  Pong
Put an image on a label:  Luck of the Roll: Unit 3, Lab06.  Nim: Unit 3, Lab11.
Graphics Panel in a Display with Buttons:  Mixing Graphics and GUIs: Unit 3, Lab17.
Array of buttons, a Display, and a Scoreboard:  Guess the Number: Unit 4, Lab11.
Grid of buttons over a matrix of integers:  Battleship:  Unit 4, Lab14.
Reading, Overwriting, and Saving Files:  Stu's Used Car Lot:  Unit 5, Lab07.
Group Responsibilities
1.  Decide on a task and outline the solution.  
2.  Allocate responsibilities for certain classes and/or methods to each group member.

3.  Check on group members' progress.  Help in algorithm development, coding, debugging, and the paperwork.
Individual Responsibilities
1.  Write, test, and debug all classes and methods assigned to you.

2.  Adhere to all deadlines.

3.  Keep a copy of the group program on your own disk or account, so work may continue if someone is absent or has disk problems.

 Final ProjectPRIVATE 

Foundations of Computer Science, Summer 2015 
Names: _________________________________

Descriptive Title of Project: ______________________________

	Due date
	Deliverables
	Points
	

	July 30
	Title of project, list of group members, description of what the project will do.  Talk it over with the teacher.

	5
	

	July 30
	Planning: what programming problems do you need to solve?
Describe how the user plays the game.

Drawing(s) of GUI screen shots—what will the user see?
Name each class.  Describe what each class will do.

State who in the group will do what.  


	15
	

	July 30
	Design each class:  decide on its private data, decide on its constructors, write all instance method headers including arguments.  Draw a UML diagram for the project showing is-a and has-a relationships.


	15
	

	July 31, Aug 3 & 4
	3 full days to write code, minus time for Sample and a Multiple Choice Exam. 

	
	

	Aug 5
	Run the program.  The teacher will look for evidence of:
	55
	

	
	      appropriate GUIs with panels, labels, buttons, listeners 
	
	

	
	      reads text files, uses try/catch
	
	

	
	      saves text file(s) 
	
	

	
	      uses several .jpg images
	
	

	
	      uses an abstract class or interface
	
	

	
	      modular organization--classes and methods
	
	

	
	      appropriate algorithms--program works
	
	

	
	      appropriate declarations and/or data structures
	
	

	
	   
	
	

	
	Penalty for completion after Aug 5

	-10
	

	Aug 6
(the last day)
	Hand in a written, individual project report (not to be shared with your group), including remarks on:

    The effectiveness of your planning process.

What worked in the program and what didn't.

Your contribution to the project.

How well you functioned as a group member.  

What you learned from this project:  feelings and concepts.
	10
	

	
	Total:
	100
	


