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“Boxed” text panels


Never changes

 Primary (colored) buttons

Both begin as red


When selected, they glow green


Both buttons cannot be selected at once

Cancel Button


Takes the player back one screen (to 1st menu screen)

System Diagnostic Readout


(Players may never enter information in this window)


Panel begins as blank except for:



“Scroll arrows,” lines, and title are always visible


Solid green “scroll arrow” indicates “in use”  (clicked, or keyboard up/down)


Text scrolls up from below



All errors are reported in this screen

If at any time a player does not respond for 15 seconds when prompted to enter information, the SDR will “scroll up” the command again.

Information/options readout

(Players may only enter information in this window)


Panel begins as blank except for:



“Scroll arrows,” lines, and title are always visible


Solid green “scroll arrow” indicates “in use”  (clicked, or keyboard up/down)


Text scrolls up from below

Choices that are selected by the player are represented here

Load a Saved Server (when selected)

In the Information Readout (I/OR)

All previously saved servers will “scroll up” (in two columns if necessary – more servers will scroll off-screen.  They can be retrieved by using the scroll arrows)


Servers will be sorted according to most recently used


A “mouse-over” will invert the text of a server name


(Using the arrow keys would be an alternate method of selecting the text)

In the System Diagnostic Readout (SDR)


The text “Please select a server_” will display.  The “_” will blink


Errors (such as:  “Could not connect to server”) will display in the SDR

Join Button behavior

If a connection to a valid server can be made, the server screen will be loaded & displayed 1 second after the join button “animation” is displayed)

The Join button will “indent” when one of three things happens:



Player double-clicks on a server in the I/OR



Player single-clicks on a server in the I/OR and



Then clicks the Join button




Then presses the enter key

Input Server IP Address

In the Information Readout (I/OR)


“Remote CPU:”  Appears in input area of the I/OR


Players are expected to type the server’s IP (or domain name) after the colon and press “enter” (or they may type in the info and then click the “Join” button) 


Once “enter” is pressed (or the “Join” button clicked), the “Join” button will indent and the game will attempt to make a G&B connection to the remote server.


In the System Diagnostic Readout


“Please input a server’s IP address or domain name_” will appear in the SDR.



The “_” will blink


For each attempt at a connection, “Connecting…” will appear in the SDR



The “…” will continue to increment “……..” (until a connection timeout occurs)


Any “Connection Timeout” errors will be displayed (scrolled up) in this window




Examples:




Could not connect to machine




Connection to machine refused




Connected to machine, but user not running G&B




Connected to machine, user running G&B, but server not yet set up


If a valid connection is established:

“Connected!” will scroll up in the SDR and
The “Join” button will indent for 1 second before the Serve a Network Game screen is loaded & displayed

Scan Previous Servers (future addition)

