THK3 with Touch Interface
This document outlines how to port THK3 to the Storm and more in general to devices with touch and accelerometer interfaces.

Production art, when completed, can be found attached to this Jira task:

http://jira/browse/THK3-1525 
Sound ON-OFF Screen

1. The screen should be presented to the player with no icon highlighted:
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2. As the player touches one of the icons, it will become highlighted:
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3. If the player selects the ON icon, an audio cue should be played (beep, chime, etc.) 

4. The screen will be showed for 0.5s with the selected icon highlighted, then fade away.
New Graphics Needed: None
Menus

Layout
Landscape View

We should use a scrolling button box

[image: image5.png]



[image: image6.png]NICE HAND!

ARE YOU FEELING LUCKY?

DG vou HAVE THE ACE?





Note the white scroll bar on the right side that allows the player to slide the buttons up and down as needed.

If we display only 3 buttons at a time, on the Storm, we will have 225 pixels to work with, very similar to the 210 in the portrait view. We can use the same set of graphics for both views, saving time.
New Graphics :
· Button: lightbutton.png (cuts for buttons: 0-13, 13-72,72-90)

· Button hightlight: lightbuttonSelect.png

· Menu Background: menuback.png (3x3 squares, 48x48 each)

· Scroll bar: scroll.png  (cuts, if you want to tile to make longer: 0-8, 8-40, 40-51)

· Behind scroll bar: scrollback.png (cuts: 0-15, 15-36, 36-51)

Implementation Notes

· Both in the landscape and portrait, the frame with the buttons should slide up from the bottom once the beginning game animation is completed, or 0.5s after the splash screen has appeared.

· For the Instinct (image to the right), the splash screen with the title should be shown for 1s before the buttons come up. The buttons will come up immediately if the player touches the screen before the 1s is up.

· The scrolling of the buttons should be discrete, one button at the time, so that there is never only a portion of the button visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the buttons will lock into the closer position in which no portions of the button are shown.

· To activate a menu option:

· When the player touches a button, the button needs to be switched to its highlighted state. 

· If the device has a click state (Storm), upon detaching the finger from the screen, the button will to its unselected state, and the application will remain in the same screen. To activate the option, the player has to click on the button.

· If the device doesn’t have a click state (e.g. iPhone), upon detaching the finger, the option will be activated after 0.2s. The frame with the buttons will slide off to the bottom and the application will proceed to the next page.

· If a user touches a button and drags their finger off the button without releasing their finger from the screen, the button will revert to it’s unselected state

· If a user touches the screen in a location that is not active as a hotspot (e.g. button) and drags their finger over top of a hotspot (like a button), the hotspot will become highlighted

· In any case, if the user removes their finger from the screen while on a button/hotspot, that button/hotspot will be activated. If they remove their finger from the screen when not on any button/hotspot, there will be no action taken

Options

Options that requires toggling on and off, can be handled simply putting the check mark already in THK3 in the new resized button.
Volume

The player will be able to change the volume control by dragging his finger horizontally across the screen, or simply tapping the rectangle of the desired level. The rectangles will be colored accordingly to indicate the level of volume. Note the OK button added to allow the player to continue once he has completed the selection.
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Graphics:

· Menu Background: menuback.png (3x3 squares, 48x48 each)

· Dark area inside menu: insidetileDark.png (3x3 squares, 16x16 each)

· Button: lightbutton.png

· Button highlighted: lightbuttonSelect.png
Choose Card Back

The choose card back screen will be presented as in the normal game. The player will be able to scroll between the backs dragging his finger horizontally across the screen. The player selects the new back by clicking it, a delay of 0.5s will be introduced to allow the application to highlight the new back and the player to see it before going back to the Option screen.
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Graphics:

· menuback.png (3x3 squares, 48x48 each)

· insidetileDark.png (3x3 squares, 16x16 each)
Choose Avatar
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The choose avatar option will work in the exact same way as the choose card described above.
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Graphics:

· menuback.png (3x3 squares, 48x48 each)

· insidetileDark.png (3x3 squares, 16x16 each)
Chat Macro (online menu options)
To edit a chat macro, simply touch the bubble around it. The bubbles need to be made bigger to accommodate for the touch requirements. A scrolling bar needs to be implemented, as described in the menu layout above, to allow the player to scroll between all the macros.
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Graphics:
· Chat Macro BG: Ingamemenuback.png (same cuts as menuback.png)
· Scrolls: ingamescrollback.png, ingamescroll.png (same cuts as other scrolls)

· Buttons:  blackbutton.png and blackbuttonSelect.png (same cuts as other buttons)
Implementation Notes

· Both in the landscape and portrait, the frame with the macros should slide up from the bottom once the Chat Macro option has been touched.

· The scrolling of the macro bubbles should be discrete, one at the time, so that there is never only a portion of the button visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the bubbles will lock into the closer position in which no portions of the bubble are shown.

· To choose a bubble:

· When the player touches a bubble, the button needs to be switched to its highlighted state. 

· If the device has a click state (Storm), upon detaching the finger from the screen, the button will to its unselected state, and the application will remain in the same screen. To activate the option, the player has to click on the button.

· If the device doesn’t have a click state (e.g. Instinct), upon detaching the finger, the bubble will be activated after 0.2s. The frame with the bubbles will slide off to the bottom and the application will proceed to the next page.

· If a user touches a bubble and drags their finger off the bubble without releasing their finger from the screen, the bubble will revert to it’s unselected state

· If a user touches the screen in a location that is not active as a hotspot (e.g. bubble) and drags their finger over top of a hotspot (like a button), the hotspot will become highlighted

· In any case, if the user removes their finger from the screen while on a bubble/hotspot, that bubble/hotspot will be activated. If they remove their finger from the screen when not on any bubble/hotspot, there will be no action taken

Join online Table

To join an online table, simply touch the bubble around its info. The bubbles need to be made bigger to accommodate for the touch requirements.

A scrolling bar needs to be implemented, as described in the menu layout above, to allow the player to scroll between all the macros.
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Graphics: 

· Menu Background: menuback.png (3x3 squares, 48x48 each)

· Scroll bar: scroll.png  (cuts, if you want to tile to make longer: 0-8, 8-40, 40-51)

· Behind scroll bar: scrollback.png (cuts: 0-15, 15-36, 36-51)

· Dark area inside menu: insidetileDark.png (3x3 squares, 16x16 each)

Implementation Notes

· Both in the landscape and portrait, the frame with the macros should slide up from the bottom once the Chat Macro option has been touched.

· The scrolling of the macro bubbles should be discrete, one at the time, so that there is never only a portion of the button visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the bubbles will lock into the closer position in which no portions of the bubble are shown.

· To choose a bubble:

· When the player touches a bubble, the button needs to be switched to its highlighted state. 

· If the device has a click state (Storm), upon detaching the finger from the screen, the button will go to its unselected state, and the application will remain in the same screen. To activate the option, the player has to click on the button.

· If the device doesn’t have a click state (e.g. Instinct), upon detaching the finger, the bubble will be activated after 0.2s. The frame with the bubbles will slide off to the bottom and the application will proceed to the next page.

· If a user touches a bubble and drags their finger off the bubble without releasing their finger from the screen, the bubble will revert to it’s unselected state

· If a user touches the screen in a location that is not active as a hotspot (e.g. bubble) and drags their finger over top of a hotspot (like a button), the hotspot will become highlighted

· In any case, if the user removes their finger from the screen while on a bubble/hotspot, that bubble/hotspot will be activated. If they remove their finger from the screen when not on any bubble/hotspot, there will be no action taken

Input fields (online sign in, create table, etc.)
Every time the player has to interact with a text field, upon touching it, the default keyboard for the device will appear. Also, a text field will appear above it, with a label that clarifies what the player is entering. 

The decision of not having proprietary keyboards in every touch game allows us to save on graphic resources. The artists won’t have to create a keyboard that looks consistent with the game. 

Also, having the letters in a proprietary text field will save the developer the time to rearrange the interface to make sure the keyboard doesn’t appear on top of the text field to be filled.

Implementation Notes

· The letters typed by the player will appear at first only in this new text field. Once the player has finished, and the keyboard disappears, the text will be transferred in the text field in the game.

About/Help Screens

These screens just need a scrolling bar on the side, to facilitate the touch navigation for the player. 
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Implementation Notes

· The frame with the text should slide up from the bottom as soon as the frame with the buttons has disappeared to the bottom.

· The scrolling of the text should be continuous.
· To go back to the main menu, the player can just use the ESC button. For devices that don’t have the ESC button, the frame can be made slightly shorter and a Back button can be implemented.
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Graphics: 

· Menu background: menuback.png (3x3 squares, 48x48 each)

· menu interior: insidetileLight.png (16x16 squares)

· lightbutton.png

· lightbuttonSelect.png

High Score Rankings

The lines in the High Score Rankings will be widened a bit to allow the players to select any one of them with their fingers. Scroll bars will be added to the side.
The player will touch once to expand the player’s line to view the score, and another one to go to the player’s profile page, discussed below. 

For the Storm, the player will touch to expand the button, and click to go to the Player’s profile.

[image: image19.png]



[image: image20.png]



Implementation Notes

· Both in the landscape and portrait, the frame with the ranking lines should slide up from the bottom once the desired ranking bubble has been touched in the previous screen.

· There will always be an expanded bubble (akin to a selected state for a button). The player will swipe up and down to change the expanded bubble. 

· Upon showing this screen, the top bubble is expanded. Swiping down, the next bubble will be expanded and so on, all the way to the last visible one. After that, the one off screen will appear and the scrolling bar will move accordingly.

· The scrolling of the line bubbles should be discrete, one at the time, so that there is never only a portion of the button visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the bubbles will lock into the closer position in which no portions of the bubble are shown.

· To view a profile:

· For devices without a click state (e.g. Instinct), when the player touches a non-expanded bubble, the bubble needs to be switched to its exp state. After a delay of 0.5s (or the time it takes to get it from the server, whatever is longer) from the moment the player detach the finger from the button, the profile page will be shown. Any other expanded bubble will collapse back to the version without the portrait or score.
· If the device has a click state (Storm), to view the player’s profile, the player has to click on the button. Just touching the bubble will expand it, and collapse the bubble that was expanded before.
· In a device without click state, if a user touches a bubble and drags their finger off the bubble without releasing their finger from the screen, the bubble will stay expanded, but the profile won’t be shown.
· If a user touches the screen in a location that is not active as a hotspot (e.g. bubble) and drags their finger over top of a hotspot (like a button), the hotspot will become highlighted.
· In any case, if the user removes their finger from the screen while on a bubble/hotspot, that bubble/hotspot will be activated. If they remove their finger from the screen when not on any bubble/hotspot, there will be no action taken
Award Page

The award page will be simply reskinned in the style of every other list.
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Implementation Notes

· Both in the landscape and portrait, the frame with the awards should slide up from the bottom once the My Awards bubble has been touched in the previous screen.

· There will always be a selected bubble. The player will swipe up and down to change the selected bubble. The text scrolling at the bottom, will always be the one relative to the selected bubble.

· Upon showing this screen, the top bubble is selected. Swiping down, the next bubble will be selected and so on, all the way to the last visible one. After that, the one off screen will appear and the scrolling bar will move accordingly.

· The scrolling of the line bubbles should be discrete, one at the time, so that there is never only a portion of the button visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the bubbles will lock into the closer position in which no portions of the bubble are shown.

· To select a bubble:

· When the player touches a non-selected bubble (click or touch for devices with a click state), the bubble needs to be switched to its selected state and the text in the ticker changed accordingly. Any other selected bubble will go back to the unselected version.

· If a user touches the screen in a location that is not active as a hotspot (e.g. bubble) and drags their finger over top of a hotspot (like a button), the hotspot will become highlighted.
· In any case, if the user removes their finger from the screen while on a bubble/hotspot, that bubble/hotspot will be activated. If they remove their finger from the screen when not on any bubble/hotspot, there will be no action taken
Profile Screen
Elements in the profile screens will be rearranged to show as many achievements possible at the same time.
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List Implementation Notes

· The frame with the profile details should slide up from the bottom once the player’s profile bubble has been touched in the previous screen.

· There will always be a selected bubble. The player will swipe up and down to change the selected bubble. The text scrolling at the bottom, will always be the one relative to the selected bubble.

· Upon showing this screen, the top bubble is selected. Swiping down, the next bubble will be selected and so on, all the way to the last visible one. After that, the one off screen will appear and the scrolling bar will move accordingly.

· The scrolling of the line bubbles should be discrete, one at the time, so that there is never only a portion of the button visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the bubbles will lock into the closer position in which no portions of the bubble are shown.

· To select a bubble:

· When the player touches a non-selected bubble (click or touch for devices with a click state), the bubble needs to be switched to its selected state and the text in the ticker changed accordingly. Any other selected bubble will go back to the unselected version.

· If a user touches the screen in a location that is not active as a hotspot (e.g. bubble) and drags their finger over top of a hotspot (like a button), the hotspot will become highlighted.
· In any case, if the user removes their finger from the screen while on a bubble/hotspot, that bubble/hotspot will be activated. If they remove their finger from the screen when not on any bubble/hotspot, there will be no action taken
In Game Screens

Layout
The layout of the game won’t change for the touch interface. The only difference is in the betting interface. In its closed state, it will show two buttons: “Play” and “Chat”.
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Implementation Notes

· The “Chat” button will be present only in Online Games.

· Upon touching the “Play” buttons, the “Chat” button will slide off screen to the right and all the betting options will be shown, scrolling up like in the present game. 
· The label on the button will change from “Play” to “Cancel”
· The player will choose what he wants to do by touching a button. 
· When the action is complete, or the player has pressed “Cancel”, the buttons will slide back down, the “Chat” button will slide back in and the label of the lower button will change back to “Play”.

Graphics:

· Table button tab menus, and area around button: Ingametabback.png (16x16 squares, 3x3)
· Buttons on table: Blackbutton.png and blackbuttonSelect.png (same cuts as other buttons)
· Insight will use blackbutton-insight.png and blackbuttonSelect.png on the table buttons.  

· Tab menu separations: ingamenuline.png

· Tab menu item highlight: use center area of blackbuttonSelect.png

Raise
In order to speed things up in the gameplay, it is recommended that, instead of showing the keyboard for the player to choose the amount to bet, a sliding widget should be created. 
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Implementation Notes
· Upon choosing the Raise option, the Slide Bar window will slide in from the right.

· The player will slide it left or right to choose the money and then press the OK button once he is done. The minimum value should be $1, or the minimum bet if it’s higher.
· Upon pressing OK, the bar will slide off to the left, the bet will be executed and the buttons will slide back down, the “Chat” button will slide back in and the label of the lower button will change back to “Play”.
· Upon pressing Cancel, the bar will slide off to the left.

Graphics:

· Raise window background: ingamemenuback.png

· Amount area: insidetileBlack.png

· Buttons: blackbutton.png, blackbuttonSelect.png

· Raise rule lines: raisemarks.png
· Raise slider: raisescroll.png and raisescrollback.png (same cuts as ingamescrollback.png, but horizontal)

Chat Menu
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The online game requires a chat menu as well. It should be implemented as a separate slider, on top of the betting one. Note that they would both need to be enlarged to satisfy the touching requirements.
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Implementation Notes

· Touching the chat button, the chat menu is expanded. Note that the play button will still be active. The player can touch it to close the chat menu and open the play menu. 
· Once opened, the text in the main button will change to “Cancel” and the player can use this option to go back to the normal screen without doing anything.
· The option “Tell” won’t be in the chat menu, for players with avatars that have different expressions, see below for the way avatar expressions are handled.
Pot Indicators

The pot indicators will simply be moved to accommodate for the new buttons.
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Note that for the Instinct, to leave enough room to show the chips, only a maximum of two pot amounts will be shown before the scrollbar appears (as described below). The frame around the pots will be resized depending on the number of pots.
In the rare cases the pots exceed three in numbers, a sliding bar will be added, and the player will be able to scroll up and down.
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Implementation Notes

· The frame with the pots should slide in from the left (for the Storm) or from the bottom (instinct) once a pot is formed on the table.

· When more than three (for the Storm) or two (for the Instinct) pot lines are necessary, and the scrollbar appears, by default the latest pot should always be shown (the scrolling bar will always be at the bottom). As new pots appears, the pot lines should automatically scroll towards the top to accommodate it.
· The scrolling of the lines in the frame should be discrete, one at the time, so that there is never only a portion of pot numbers visible in the frame. Alternatively, it could be continuous but once the player raise his finger from the screen, the lines will lock into the closer position in which no portions of the lines are shown.

· If the user removes their finger from the screen while on a bubble/hotspot, that bubble/hotspot will be activated. If they remove their finger from the screen when not on any bubble/hotspot, there will be no action taken
Avatar Expressions

If the player has an avatar with different expressions (tells) his portrait will be circled by a special frame. Upon touching his avatar, all the expressions will slide above it (in the Storm) or to the right (in the Instinct). The player can touch the one he wants his avatar to change into.
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Implementation Notes

· The portraits should slide up quickly, in no more than 0.5s.
· The player won’t be able to change the expression until all the faces are completely shown.
