Brandon Smith

Project Timeline

Week 1

If Week 1 is this week, then I plan to spend the remainder of it picking up BNO again (I haven’t worked on it for a week or so) by cleaning up and making the code more efficient. Primarily this will apply to message boards, as their method of data transfer from server to client is somewhat impractical. This is so in that, the data sent needs to be as marginal as can be while still transferring the necessary data – in this case, whenever a user needs only to receive the latest contents (title and topics) of one message board in the game, the title and topics of all message boards are sent to them. Because so much data is sent at once, sometimes the data sent is either lost during the transfer or takes too long to arrive in the client’s game, and they see an erroneous message board. This is especially the case for people with slower internet connections or who live further away.

If Week 1 is not this week, then I will be working at a mixture of the above and below (mostly Week 2) content in the duration of Week 1.

Week 2

During Week 2, I plan to work on simply getting the interface of an in-game inventory screen to work. This will be the most challenging (offline) part of scripting the inventory, and so may easily take the entire week. If I finish it early or will need to work on it into the following week, I will let you know, however I would probably spend weekend time working on it as well. As for the layout of the interface, I have already drawn myself a design to work with, and will make changes as are necessary. If you would like to see the design I have planned (although it is miniscule) I would gladly show it to you.

Week 3


If the inventory interface is complete by this week, or else when it is complete, I will begin creating, scripting, and testing several different item/data types to be used within the inventory. The first three types of items I will begin to create are:


Link Data – Will allow a player to go to a specific place in the game (varies for each item – will be the place from which they obtained the link data) almost any time they need. The option to do so will be in the inventory.


Friend Data – An item that any player can give to or take from others. Anyone can give out unlimited numbers of their own, and may receive one per other player. Friend data will allow the player to see the online/offline status of any given friend (whose friend data they have) and possibly allow summoning, joining, and personal messaging other friends from the inventory (I forgot to mention that the game also supports personal messaging already). 


Message Data – A simple item that stores a message – sort of like a text file. I plan to allow anyone to create unlimited amounts of new message data, and perhaps to duplicate old message data. Message data will hold the original message of course, as well as the original writer’s name, and the original writer will be able to edit their own messages any time. Message data will be transferable between players, and I have considered allowing any message data to be dropped onto the ground (and picked up again, by anyone) at any point. I am still contemplating how I might pull this off.

Week 4


It is unlikely that I will have fully created each of the above items in one week; therefore most will be worked on during Week 4 as well. I must also begin to integrate online functionality with the inventory, which entails retrieving and storing the inventory of each player when they log off, and also on the occasion that the server shuts down. The server program keeps nothing memorized permanently, and so it must store the inventory data of each player in an external file (such as a text file). This is also how the user account names and passwords are stored as well. This information must be stored server-side (on the same computer that the server is on), because otherwise the external files may be analyzed and altered by users (which, if they knew what they were doing, could result in them altering the contents of their inventory to whatever they wish while they are offline).

Week 5


I plan to spend Week 5 finishing the work of Week 4, and moving on to the transfer of inventory data between users. I am uncertain whether or not I will allow players to send and receive link data, however message data and friend data will both be transferable. If this is done quickly, I will also work on storing the positions of message data (that is lying on the ground) server-side, if I do indeed decide to incorporate the feature of picking up and dropping messages.

Week 6


Finally, Week 6 will be used to finish and polish any remaining work from previous weeks, especially Weeks 4 and 5. There is a good chance that much of the planned work will take me longer than expected to complete, although I might also complete some things more quickly than I expect to. If I find myself with extra time, I may try spending it adding new areas to Battle Network Online for players to explore, and perhaps extra graphical elements.


I apologize if it seems like I have provided excessive details about the work I plan to be doing. I have done so simply so that you may understand what exactly it is that I will be doing, and why it takes me that amount of time to do it. If you would like a more simplified weekly plan – something that you can look at and immediately know what I need to be doing in that week – I can provide that too.

