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Operational Concepts


Busta’Sandwich is a food oriented puzzle game in which players must strive to create sandwiches of varying ingredients.  Different sandwiches create different scores, and a player can construct “combinations” worth additional points.
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Players have a central area filled with random sandwich ingredients.  The player may reorganize these ingredients by swapping two adjacent ingredients.  When the proper ingredients for a sandwich are lined up at the bottom of this main area, the player can construct a sandwich of that type.

System Requirements


The objective of the creation Busta’Sandwich is twofold.  The first revolves around the acquisition of experience in the developing team.  Game development inherently requires a variety of abilities.  These abilities include: graphical displays through both the creation of a user interface and game graphics, networking allowing for multiple players, modeling through the creation of in-game objects, and controlling the interaction of these components with user input.  This plethora of required skills allows the developing team to work on areas in which they are interested.  In addition, this level of collaboration gives the team experience in combining their own abilities with that of other developers.


In order to accomplish this goal of incorporating varying abilities and interests, Busta’Sandwich consists of the following components:

1. An Engine used to control interaction between components and the player

2. A Networking Subsystem to connect remote players

3. A Graphics Subsystem to provide a user interface as well as in-game graphics

4. A Collection of Models providing attributes to in-game objects


 The second objective is to create a product that is memorable.  Applications that are designed to be entertaining leave a lasting impression on their users.  Creators of a successful entertainment application share in this enthusiasm.  While programs written to address usability can assist us in accomplishing tasks they are often single tracked or overly specific in handling a single task.  By attempting a simple, puzzle type game we hope to create a product that is both enjoyable to play today and in the future.

System and Software Architecture

As alluded to earlier, Busta’Sandwich can be divided into 4 categories as defined loosely below:
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1. Core/Engine

The engine is the focal point of Busta’Sandwich.  It provides the interoperability between the models, graphics, and networking.  Models are loaded and given a graphical representation in the user interface.  Interactions and connections between models are sent to the Network Subsystem to be delivered to all players of the game.

The engine also defines the operations of the game environment.  This also includes interactions between models within the environment such as movement and combination of ingredients.


Finally, the engine polls the user for controls inputted to the game.  This determines the actions 
the user can perform in making various sandwich types.

2. Networking Subsystem

The network subsystem is responsible for the connections and synchronization of the players in the game.  It provides a number of methods to the engine which provides the network subsystem the data necessary to send an update to each player.

Busta’Sandwich is ideally created for two-players.  A simple client/server approach will be implemented.  Either of the two players may create a server session to which a second player may connect to.

Due to the relatively low amount of network overhead required to synchronize players in Busta’Sandwich, the client/server approach will be implemented using the TCP protocol.  This ensures delivery of the updates to both players which is of higher concern than real time updating.

3. Graphics Subsystem

The graphics component of Busta’Sandwich contains two subsections, user interface and in-game graphics.  The user interface provides the window and menus that make up the setup of the game.  This gives the user an application interface and the opportunity to make client-side changes such as look or control settings.

The in-game graphics of Busta’Sandwich consists of an interface and an application of the interface.  The interface is a collection of provided methods to the game engine and models.  These methods stand above the graphics application.  The graphics application is the implementation of the graphics interface.  This will depend on the graphics used.  On the simplest level, Swing would drive the game graphics.  On a more complex level, OpenGL or DirectX could be the implementation used.  The separation of the graphics interface and application creates a level of abstraction.  Busta’Sandwich can then be developed using various graphics implementations (OpenGL, DirectX, etc) without having to change other components.  This abstraction also separates the graphics from the model or engine of Busta’Sandwich allowing for easier delegation of tasks.

4. Model Collection

The model portion of Busta’Sandwich determines the types of ingredients used in the creation of various sandwich types.  The available ingredients are determined in the creation of models as well as the different types of sandwiches.

Game balance is also determined by the models of Busta’Sandwich.  Each sandwich type contributes to a higher player score.  In the case of multiplayer mode, the creation of different sandwiches determines the winner of each round.  For each sandwich type created, a balance point system must be defined for its model.

Life Cycle Plan


Busta’Sandwich is designed for “casual gamers” who enjoy games such as Dr. Mario, Dr. Robotnik’s Mean Bean Machine, or similar puzzle games.  By creating a puzzle type game, it is our hope to appeal to a larger base of customers, those who normally game and those who do not.


At this time Busta’Sandwich is not intended to have wide support after its initial release.  However, pending interest levels of its players, it may be released as an open source project.

Feasibility Rationale


Busta’Sandwich is intended to be a simple game with large room for improvement.  At its lowest level it employs a standard Model-View-Controller approach to object-oriented programming.  

This simplifies the delegation of tasks to the developing team.  The rules and controls of Busta’Sandwich are also  limited, which makes implementation easier.


What makes Busta’Sandwich difficult to develop is the necessity for fun, even gameplay.  While the premise of the game is simple, it often requires additional graphics and/or sound to interest the player.  While a standard set of graphics and sounds may be used to initially build a working version, this may not satisfy all players.


The ability to develop an attractive interface is considered a necessary ability for a Busta’Sandwich development team.  However, given a team of 6 developers this is not  an overambitious endeavor.  2 of the 6 developers may create the graphics portion of the game.  With a 7-8 week development period, a measure of ‘advanced’ graphics can be created.


Other parts of Busta’Sandwich can be developed by the remaining 4 developers.  2 developers may work on the graphics of the game.  Another developer could design the models for ingredients and gameplay, and a final developer could implement the network connection between players.


With an architecture designed to delegate tasks, a team of 6 developers in a 7-8 week time frame could feasibly implement Busta’Sandwich.
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