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Mobile Pal Life Cycle Objectives
Operational Concepts 


Mobile Pal is a Virtual Buddy, which will “live” on your handheld device. Mobile Pal will bear much resemblance to toys from the past such as Gigapets and Tamagotchis, but Mobile Pals will be stronger, faster and cooler than these forerunners. 


Gigapets and Tamagotchis were, for the most part, single user toys. This means that each person who had a toy usually interacted strictly with his or her own Gigapets. There was little to no interaction with other Gigapets.


Digimon was introduced as a toy, similar to the other two mentioned above, however with this new version came the ability to link two Digimon together and fight them to the death. This was an attractive feature, but was only useful if you knew another person who had Digimon. Strengthening a character for a battle that was not going to happen would be pretty much useless.


All three of the previous toys mentions had their weaknesses and Mobile Pal will take the original concept of users having a digital pet with them at all times, but improve on the idea significantly. The strength of Mobile Pal is to create a world community of users, so interaction with other users no longer depended on physical proximity. Now users across the world would be able to play the game as well, much like an online role playing game. The users benefit to this community will drive competition for being the best in their local area. Community will also motivate learning and interaction with other Mobile Pals to increase a Mobile Pals value. 


Targeted users of this project will be young people from the ages of 9-24. The majority of the audience will be on the younger side of this range. The older end of this range will most likely include people who had tamagotchis when they were younger, but have now since graduated to more sophisticate games, such as role playing games or real time strategies. When designing this product one of the scenarios envisioned was:


Little Billy just finished his youth league soccer practice and waiting for his mom to pick him up. While other kids spend time on the bleachers twiddling their thumbs Billy spends his time teaching math and spelling to his Mobile Pal, thus increasing his Pals value. By the time his mother arrives to pick him he has taught his Pal the multiplication tables up to 100. Now that his Mobile Pal has learned multiplication he can pass the multiplication exam and Billy can go to bed satisfied that he has done something useful for his Mobile Pal.

System Requirements


The Features of Mobile Pal will include the features of the original versions by using a point-based system saved on the server:

· Eating

· Sleeping

· Playing

· Cleaning

· Training

· Discipline

As well as improving these features Mobile Pal will also add many new features. 

A few of these features will include:

· Academic learning, which includes spelling mathematics and geography. These tests will be administered through interactions between the servlet and the handheld device as well as interactions with other pets.

· Group interactivity. This will increase happiness and knowledge as long as another Mobile Pal from the activity has more knowledge of the subject.

· Multi-Player game play. Games provided by a 3rd party midelt/servlet combination could be used by our application to create another enjoyable aspect to the game.

· Mobile Pal is mobile, so if phones are lost/stolen/broken, your mobile will still be there for you to continue with once you get a new phone.

System and software architecture 


The system architecture will be very simple. The handheld device will speak to the servlet. The servlet will the interpret the request according to it’s profile. The servlet will then call upon a specific module to complete the request. These modules can then update and query the database used to save profiles. Information and updates are then sent back to the phone. 



The goal is to develop for any device supporting J2ME, which should not be difficult since the midlet will be simple. The server side system requirements will include support for Java servlets and an SQL database.

Data Transfer Diagram
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Lifecycle plan 


In a perfect world support would be provided by the company that would purchase our product from us. Unfortunately, the support will most likely come from the students working on the project. Database support could come from the local database expert. Bug support will come from the development team currently working on the project and any older development personnel if they are willing, cse grads looking for jobs, for example. Ideas for new features can be submitted by any of the users and the actual implementation task would be given to the current developers, which will hopefully be someone at a large company who gave us millions of dollars for our project.

Feasibility Rationale 


This project is entirely feasible. The interaction between the handheld device and server is simple. At this point there are no issues with real time events, so we will not have to worry about issues involving real time animation. The largest constraint for this project will most likely be time. Time will be a constraint because algorithms sophisticated enough to make the game interesting may take quite a bit of time to develop.
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