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Proposed Name of Game: _____________________________ Name: __________________________________ 
        Period: _________ 
 
Game.java Proposal Due: Friday, March 29, 2019 
 
I. OVERVIEW OF THE GAME 
This is your final Java project for the year. It will be a demonstration of everything you have learned. You must write a 
complete program that is: 

1. Original - It should show creativity and originality. 
2. Educational - It must present high school level educational problems which are solvable and relevant. 
3. Fully functional - All the components of the game must function as specified in this document. 

Read the grading rubric on the last page, then fill out all of the following sections. You must also fill out and sign page 
3 agreeing not to break copyright laws. Staple to this document any drawing(s). 
 
A. Goal of the Game:  
Describe what educational goal is to be achieved by playing the game. (Example: The goal is to prepare the player for 
an 11th grade chemistry final.  “This will teach (some subject)” is NOT specific!) 
 
 
 
 
 
 
 
B. Playing the Game:  
Describe how the game is played, in its simplest form. (Example: The player will attempt to catch 20 falling balls with a 
paddle. The player scores points for each ball caught. When the player misses a ball, a chemistry question will appear 
and the player must answer within a specified time. The player gets points for a correct answer and loses points with 
a wrong answer or running out of time.) 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
C. End of Play:  
Describe how the game ends and what determines a win. (Example: The game ends when the 20 balls have fallen 
and the final score is displayed. The player tries to improve his/her score each game.) 
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II. PARTS OF THE GAME 
 
A. Layout 
All games must have at least three panels and utilize at least three layout managers: a CardLayout, null layout, and 
either BorderLayout, FlowLayout, or GridLayout.  This means to use more than just the default manager.  Show that 
you know it.  The three required panels are: 
 
• The Start Panel with the name of the game and navigations to the other panels. 
• The Instructions Panel with concise directions on how the game will be played, often with images of the game as a 

guide. 
• The Game Panel(s) with the game to be played. 
 
On a separate sheet of paper, draw a “screen shot” of your panels.  Your drawing should be detailed and clearly 
labeled showing what layout(s) you are using, and where the components will be placed (e.g. buttons, menus, etc.). 
 
 
B. Components 
Components like JButtons,JTextFields, JMenus, JSliders, etc. (not JPanels) help with user settings, navigate pages, 
and control the play of the game. Name the components that will be used in your game (six different components are 
required for best score). 
 
 
 
 
 
 
 
 
 
 
C. File I/O and Images 
Your game must read and write to text files and display at least one image. Text files can be used to store questions, 
high scores, user settings, or other player information. List what will be in those files and the images you will load. 
 
 
 
 
 
 
 
 
 
 
 
 
D. Events 
Your game must use at least four different event listeners. You may use the same listener several times, but each 
must perform a different function. For example, you may use three ActionListeners, one for a JButton, one for a 
JTextField, and one for a Timer. List the listeners you plan to use in your game and the action they will perform. 
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IV. ACKNOWLEDGEMENTS 
 
This section is only to be filled out if your game contains features from copyrighted games. 
 
Original Author of Game: ___________________________________ Year of Publication: _______________ 
 
Manufacturer: ______________________________________ 
 
How your game is different from its original design:  
 
 
 
 
 
 
 
 
 
 
 
 
 
V. SIGNATURE 
 
Sign and date the following statement: 
 
I promise this final programming project is MY own original work written during these five weeks demonstrating all of 
the skills in the project rubric. Any code, data, or images that I copy from another source will be cited in my program 
with the author’s name and the source location. Any copied code without acknowledgement, including any code from 
a previous game that you have worked on, will be considered cheating and will be handled as outlined on the green 
sheet.   
 
 
 
 
Signed ___________________________________________ Date ___________________
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Game Project Rubric 
 

	 Exemplary	 Accomplished	 Developing	 Beginning	

A. Code Design 
(indentation,	large	

blocks	broken	up	into	
methods	and/or	

classes,	uber-complex	
one-liners	broken	up)	

The game code is easy to 
read, very neat, efficiently 
structured, and important 
methods and variables 
have descriptive names.	

The game code is 
readable, neat, 
structured, and most 
important methods and 
variables have 
descriptive names.	

The game code is 
mostly readable, 
somewhat neat, 
structure is passable, 
and very few important 
methods and variables 
have descriptive names.	

The game code is not 
easily decipherable, 
the structure is 
inefficient, and the 
most important 
methods and variables 
do not have 
descriptive names.	

B. Comments	 Comments are embedded 
in the code, they are 
comprehensive, 
descriptive, and give the 
reader full understanding 
of the programmer’s intent.	

Comments are 
embedded in the code, 
they cover important 
elements, describe 
those elements well, 
and give the reader a 
general understanding 
of the programmer’s 
intent.	

Very few comments are 
embedded in the code, 
they cover very few 
elements, descriptions 
are terse, and the reader 
cannot understand some 
portions of the 
programmer’s intent.	

Little or no comments 
embedded in the code.	

C. Components	 Game uses at least six 
different components from 
the Swing library, all 
essential for playing the 
game.	

Game uses at least four 
different Swing 
components, all 
essential for playing the 
game.	

Game uses at least 
three different Swing 
components, all 
essential for playing the 
game.	

Game uses less than 
three different 
components.	

D. Event 
Listeners	

Game has at least four 
different Event Listeners 
and all work seamlessly in 
the game.	

Game has at least three 
different Event Listeners 
and all work well in the 
game.	

Game has at least two 
different Event Listeners 
that work well in the 
game.	

Game has only one 
Event Listener.	

E. File I/O, 
Images	

Game reads and writes 
text files, and loads at 
least one graphic image.	

Game reads or writes 
text files, and loads at 
least one graphic 
image.	

Game reads a text file, 
writes a text file, or loads 
at least one graphic 
image.	

Game does not read 
nor write to files.	

F. Layout	 Game has a separate start 
panel, instructions panel, 
and game panel. Layout 
managers include card, 
null, and either border, 
grid, or flow.	

Game has an instruction 
panel and a game 
panel. Three different 
types of layout 
managers are used.	

Game has one panel 
and at least two different 
types of layout 
managers.	

Game has one panel 
and one layout 
manager.	

G. Ease of use	 Game operation is clearly 
laid out and intuitive for 
anyone to play.	

Game play is mostly 
intuitive, but requires 
some prompting from 
the author.	

Game is somewhat 
intuitive, but requires 
much prompting by the 
author.	

Some or all of the 
game is difficult to 
understand or play.	

H. Presentation 
- may be 
modified	

Student presents the game 
clearly, confidently, and 
accurately on all portions 
of the code and its 
operation. 	

Student presents the 
game in an 
understandable way, 
with slight hesitations, 
and mostly accurate on 
all portions of the code 
and its operation.	

Student presents the 
game in a slightly 
confused way, with 
noticeable hesitations, 
and occasionally 
accurate on portions of 
the code and its 
operation.	

Student’s presentation 
is not comprehensible, 
many hesitations, and 
not accurate with the 
code and its operation.	

 


