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Introduction

The requirements detailed in this document were mainly elicited from the brief written by the
customer.

We have refined all the requirements into two separate categories: user requirements - what
the user wants to be able to do within the system/game and system requirements - what and
how the system will deliver user requirements.

Each requirement is also separated into one of three types: a functional requirement - an
action the system must perform in order to perform a useful function; a non-functional
requirement - qualities or behaviours of the system that are often critical to system
performance; or a constraint requirement - global issues that affect the system and its
requirements.

Some additional requirements and designs were added following the meeting with the
customer. This includes the introduction of a demo mode. Inspired by some classic arcade
games, in which if the game is idle for an extended period of time, a pre-recorded gameplay
video will be displayed to give any potential players an idea of how the game would be
played.

Another design choice that was changed involves accessibility. Taking into consideration
those who may be colour blind, we have decided that instead of colours, the chefs should
alternatively be differentiated with the shape of their hats, making the game more accessible
for those who need it.

In keeping with standard conventions, a collision system will be established so the player
characters will not be able to phrase through each other and will instead ‘collide’ and be
made to walk past each other. Also in line with standard conventions, a simple control
scheme will be established so the game will be playable even for those who aren’t familiar
with video games.



User Requirements

pre-recorded demo when the
user is inactive for a given time

be inactive

UR_WIN The game must be won when If the level is made too Shall
the user has finished serving difficult it could be
all the customers impossible to win
UR_LOSS The game is lost when all Shall
reputation points are lost
UR_PLAYABLE The game should be playable The game will run Shall
and enjoyable for the cohort, smoothly and as
customer and The University of | intended
York Communications Office
UR_MONEY The game should allow the The user may not know | Shall
user to make money on the about the mechanic
completion of an order based
on the speed of completion
UR_CHEF All chefs should be unique The chefs are easily Shall
through the shape of their hat. | differentiated from each
other
UR_RECIPE All recipes should be unique Shall
UR_KITCHEN_UNIT | The kitchen units should have | The user may not know | Shall
different functions. E.g how to use the unit.
chopping board or frying pan.
UR_TIME The game should be fast The game could become | Shall
paced and the time to complete | too easy and not be fun
an order should not be too long | to play
UR_CONVENTION | The game should follow The conventions could May
S standard conventions be followed blindly and
be counter productive
UR_COLLISION The game should not allow the | Excessive collisions may | May
chefs to phrase through each lead to frustration
other
UR_INACTIVITY The game should play a Assumes the user may Shall

FR_FINISH

System Requirements - Functional

The system must
recognise when all of

UR_WIN
UR_LOSS




the customers have
been served

FR_MOVEMENT

The user must be able
to move the chef

UR_PLAYABLE

FR_CONTROLS

The controls decided
should be accessible
and easily understood
even by people who
aren’t familiar with

Some standard
control conventions
may not be
applicable to our
game

UR_PLAYABLE
UR_CONVENTIONS

videogames

FR_SWITCH The system must UR_PLAYABLE
allow the user to
switch chefs

FR_INTERACT The system must let UR_KITCHEN_UNIT

the user interact with
the kitchen

UR_PLAYABLE

FR_SWITCH_INFORM
_USER

The system will notify
the user when they
have changed chef

The user may miss
the notification

UR_PLAYABLE
UR_CONVENTIONS

FR_RP_LOSS_INFOR
M_USER

The system will notify
the user when they
have lost a reputation
point

The user may miss
the notification

UR_PLAYABLE
UR_CONVENTIONS

FR_RECIPE

The system will show
the user what recipe
they are currently
making

The instructions may
not be clear enough

UR_RECIPE
UR_PLAYABLE
UR_CONVENTIONS

FR_CONTINUE_ACTI

The system will allow

The user may not

UR_PLAYABLE

ON the non-controlled know about this UR_CHEF
chef to continue their | feature
previous action. Eg,
continue chopping
vegetables
FR_DEMO The system will play a | Assumes there may | UR_INACTIVITY
previously recorded not always be a user
gameplay that serves | playing the game
are the tutorial if left
inactive for a given
amount of time
FR_MONEY The system will allow | The user may not UR_MONEY
the user to earn understand the UR_CONVENTIONS
money based on the mechanic UR_PLAYABLE
speed of order
completion
FR_COLLISION The system will not UR_COLLISION

allow the chefs to
phrase through each
other

UR_PLAYABLE




System Requirements - Non Functional

NFR_RESPONSIV [ The system UR_PLAYABLE The response | Assuming the
E should time should be | input is valid
respond <1 second
quickly to user after input
input from the
mouse and
keyboard
NFR_GAME_LENG | The recipes UR_TIME Each recipe Assuming the
TH should be should take x player is active in
cooked in a amount of time | that time
reasonable to make
timeframe
NFR_ACCESSIBLE | There should | UR_PLAYABLE Features
be the UR_CONVENTIONS | should be
possibility to added in < 1
add month after the
accessibility game is made
features in the
future
NFR_AVAILABLE The game UR_PLAYABLE Uptime: 99% We have the
should run during game coding ability to
and not crash time make this happen

Constraint Requirements

CR_PROJECT_FINANCE Financial constraints - we don’t want to be spending any
money on any tools or otherwise.

CR_PROJECT _LEGAL Legally we cannot use any tools, libraries etc without proper
use (for example crediting libraries that require it, or free-use
like LibGDX).

CR_DESIGN_PURPOSE The purpose of the game is to be displayed and played on an

open-day monitor, we should gather requirements and design
the game for its purpose.

CR_DESIGN_TECHNOLOGY The game should be able to run on most if not all machines
and we should prioritise minimising input delay / lag and
minimising glitches / bugs.

CR_TIME The game (due to its purpose) needs to be easily accessible
and also relatively fast-paced, it should be easy to pick up and
should only be 5-6 minutes long.




