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Player Setup Window

Permanent graphical items:  

“Player Setup Window” text, Category columns (player, ping, etc), “Save this Server”  “Upload Map” and “Load a Saved Game” buttons.

The first player to connect would obviously be the server (and in the top line).  They will see their text information in white until they select a color.  Thus, a player would never see this window completely blank.

Player:

The first player to start this screen will be placed in the top-most slot.

At first, only the IP address will be displayed.

Players left-clicking on their own names will be prompted to change their name.  (A blinking cursor will appear at the beginning on the line.  Names typed in will “push” the IP address to the right)

Maximum name length will be 12 characters (any ASCII.)

Players right-clicking on ANY player’s name will toggle between displaying their IP and their domain name.  (The player’s name will always be there)

Names may be identical.  (Colors and IP will help differentiate them for players.)

A player’s ready light will NOT be activated until they select a name.

​Connection Speed:

A players’ connection speed, represented by their ping time, will always be displayed in this window for as long as they’re connected.

The ping will update at reasonable intervals (1 sec?  5 sec?)

[Play testing may reveal that certain ping times are unacceptable for network play]

Unacceptable ping times will blink.

Color:

The “color box” starts as solid white for all players.

Players select their color by clicking in the box, getting a pop-up menu (grid of colors) and selecting one.

Colors already selected by other players are grayed out and unselectable.

Player’s text in this window will be changed to the color they select.

A player’s ready light will NOT be activated until they select a non-white color.

Team:

I don’t know how I want to handle this yet.  For now, create the column, but leave out functionality.

Status:

Starts out as blank (black)

If a player is uploading sounds (taunts), maps, or saved games, the Status area will show progressive downloads.

“Map” “Game” or “Sounds” will be displayed within a green-boarded box.

A progress bar, green, will overlay the box as the download progresses.

Once all files are uploaded/downloaded, the status column will return to black

A player’s ready light will NOT be activated until all necessary files are uploaded/downloaded.

Ready:
All players’ ready status lights will start out as red.

Only when a player has everything accomplished will their ready light turn green.

The game cannot be started until everyone’s ready light is green

A green ready light can go back to red if necessary (i.e., if another player joins and uploads sounds – everyone’s light would go back to red until they’d downloaded the sounds)

Save This Server

Any player clicking this button will be prompted to save the IP location of this server

IP/Domain will be automatically recorded, but the player will be allowed to submit a name for the server (i.e., “Karl” or “Karl’s laptop” or whatever)

(Saved Servers will be accessed later on the “Join a Network Game Screen.”)

Upload Map
(If the server player clicks on this button, the map will be distributed to all other players)

Any other player clicking on this button will be able to upload a previously saved map to the server’s uploaded maps directory.

When a player click on the “Upload Map” button, the Game Options window will change to the Select a Map window

The “Game Options” and “Launch Game” text will scroll out of the window (right-to-left) while “Select a Map” and “Upload Map to Server” will follow it in.

The main “window” of the Game Options window will simply blank out (to black)

The main window will now reflect a representation of the player’s hard drive (default directory is in the G&B SavedMaps folder)

Players can use arrow keys or mouse to select a map

Inverse text will represent a selection

Players may double-click or highlight-and-press-enter or highlight-and-click-uploadmaptoserver to select a map (see “Join” button example on Join a Network Game Screen)

Players may do the same with the cancel button to abort uploading a map

Scroll Bars needed?  Arrow Keys sufficient?

With a map selected (or aborted), the Game Options screen will reappear in reverse fashion

Map will then be upload to the server (player’s) directory only

(Server player may then import that map for distribution to all other players – see below)

Load a Saved Server

When a player click on the “Load a Saved Game” button, the Game Options window will change to the Load Saved Game window

The “Game Options” and “Launch Game” text will scroll out of the window (right-to-left) while “Load Saved Game” and “Upload Game to Server” will follow it in.

The main “window” of the Game Options window will simply blank out (to black)

The main window will now reflect a representation of the player’s hard drive (default directory is in the G&B SavedGames folder)

Players can use arrow keys or mouse to select a map

Inverse text will represent a selection

Players may double-click or highlight-and-press-enter or highlight-and-click-uploadmaptoserver to select a map (see “Join” button example on Join a Network Game Screen)

Players may do the same with the cancel button to abort uploading a map

Scroll Bars needed?  Arrow Keys sufficient?

With a map selected (or aborted), the Game Options screen will reappear in reverse fashion

How will setting up a previously saved game work?  Do the same players have to play?  Can a different player substitute in?  What happens if 3 people try to play a game that 5 were playing in?  5 in 3?  Can this be implemented easily with the current interface (please God?)
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