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Introduction
The purpose of this proposal is to gain approval for proceeding with the project for SYSC4907. The proposed group for the project consists of Dustin Littau and Eduardo Araujo and the project being proposed is titled Cell Phone Sudoku. 




Cell phones have become a popular means of communication and consequently increasing functionalities have been added to them.  Text messaging and games have become more popular and as a result, have led to the idea of creating a Sudoku game for a cell phone. This technology will allow for cell phone users to not only pass time by embarking in a game but also expand their knowledge through problem solving.  





The following body will outline the project objective, provide background information and give a brief description of what is being proposed. Also included are a schedule summarizing major milestones and a list of resources needed for the project. 
Project Objective

The objective of this project is to design a cell phone based application of Sudoku using engineering design principles and practice. 
Background Information on Sudoku

Sudoku is a mind testing game which is quickly gaining in popularity. The game involves a 9x9 grid in which the numbers 1-9 are used to fill in the grid. A few brief rules are used to challenge the player of the game. The first rule states that each number, 1-9, can only appear in a column once. The second rule states that each number, 1-9, can only appear in a row once. Finally there are smaller 3x3 grids within the larger grid and the third rule states that each number, 1-9, can only appear in the smaller 3x3 grid once.  Using these three basic rules and a grid which has a few numbers given as a starting point, the player must proceed to fill in the rest of the 9x9 grid making sure to adhere to the three rules. 

Proposal

The proposed project idea is a cell phone based application of Sudoku. In order to accomplish this a few factors must be taken into account.  Cell phone memory is limited in some cases and as a result memory constraint is an important design factor. As well, cell phone games are not normally played for a long period of time due to the environment in which cell phones are often used. To account for these factors the cell phone application will provide the user the option of grid size. The user will have the option of a traditional 9x9 grid for longer games or the option of a 4x4 grid. In the case of the smaller 4x4 grid only the numbers 1-4, will be used while maintaining the rules of traditional Sudoku. Using a smaller grid will do a few things. It will allow for the game to fit nicely on a smaller viewing screen. Also it will decrease puzzle solving time and eliminate the need to have a save feature for puzzles as some cell phones do not have memory capabilities to allow for saving. The option of a 9x9 grid will give the player more of a challenge. A save feature will be implemented so users can return to where they left off.

In order to accomplish the task at hand, a few steps must be taken. An algorithm which will produce random puzzles meeting the rule requirements must be developed. Once an algorithm is developed then the design stage can begin. The game will be coded in a Java environment on the computer and tested throughout the implementation process. While coding and testing on the computer the idea of memory constraint will be emphasized. Once a working prototype is achieved then the code will be transferred to the cell phone. Again testing will occur and minor modifications will be made.  

Schedule 

	Time Period
	

Milestone

	September 30, 2007
	Settling on major design issues

· Development environment?

· Cell phone model? 

	November 1, 2007
	Completed design phase and produced UML documentation

	December 3, 2007
	“Alpha” prototype – Bare backbones of application 

	February 20, 2008
	“Beta” prototype – Application with some basic functionality

	March 20, 2008
	Final product – Full GUI and full functionality


Resources
In order to complete the project, a few items will be required. These items include lab space with computers which can be used for designing and coding. The computers will need to have a Java based development environment. 
Conclusion

Using engineering design principles and practice a cell phone application of Sudoku will be created. The design will be flexible allowing users to choose an appropriate grid size based on time constraints and desired challenge. As well the design will pay close attention to memory usage and try to keep it to a minimum.  Following the schedule outlined above, two prototype versions will be created with the final version to be completed by March 20, 2008. 
