Use Cases:

1. Intro screen

· When game loads, intro sound is played (music of some sort), which leads to main menu

2. Main menu

· Options (The game will read out loud, “Here are the menu options. Training, Start Game, High Score, Exit Game. Please use the up and down arrow keys to select an option. You are currently on Training option.” User can select by arrow keys, then it reads what option the user is currently on. If they move while something is being read, it just cuts off the speech and reads the new option selected. There is a transition sound when changing selection. All options throughout the game will be read out in this manner.)
i. Training

ii. Start game

1. Start level 1

2. Choose level

iii. High scores

iv. Exit game (hitting esc from the main menu also exits)
i. Training

· User will want to select training first, if they have not played before. The game will read out the story behind the game and the credits. User does not do anything during training. It is a level that they do not control. The input is scripted ahead of time. They just listen and watch the instructions. Then they will encounter each object and the game will play its sound, and tell them what it is, if it’s good to pick up, if they should avoid it, etc. It will be like they’re going through a level. 

· If they want to quit training, hit esc. It will pause training and give them the option to exit training. “Game paused. Hitting esc again brings them to the main menu. Hitting any other button, resumes the training.”
ii. Start Game

· User has option of starting at level 1, or choosing a level.
i. If user selects start at level 1, they start at level 1

ii. If user selects choose a level, it brings up another set of options where they can select the level using the up and down arrow keys.

· During the game, hitting esc will pause the game and give them the option to exit the game. Hitting esc again brings them to the main menu. Hitting any other button resumes the game.

iii. High Scores
· The game reads out the high scores. High scores are saved as 3 initials, and will be read out as separate letters, and the numerical score using text-to-speech.

· User can hit esc to pause, esc again to quit. 

iv. Exit Game

· Game exits.

3. Playing the game

· Loading screen comes up

i. Game says “Level ???? loading”

· Level comes up

· Game says “Get ready to race”

· Countdown starts, and then game begins

· Game play

· Speed

· The minimum and maximum speeds of the player scale up from 0 to their nominal values. Players can accelerate within these constraints. If you don’t accelerate, you are automatically brought up to min speed. 

· User can increase speed by pressing up. User can decrease speed by pressing down. There is a sound when speed changes.

· If user tries to increase speed past the max, doesn’t do anything. Same if user tries to decrease speed past min.

· Movement

· User is always moving forward, unless they hit an obstacle.

· User can switch to lane on the left by pressing left arrow key. User can switch to the right by pressing right arrow key. There is a sound when the user moves.

· If user attempts to move left when in leftmost lane, play error sound. Same if they move right when in rightmost lane.

· Hitting coins

· When user hits a coin, “picking up coin sound” is played

· Coin is removed from field, coin total increases by 1

· Hitting obstacles

· When user hits an obstacle, “hitting obstacle sound” is played

· Obstacle is removed, lives decrease by one, games reads out remaining lives, player is stopped for a set amount of time. Then player starts accelerating again.

· Dying
· If user has no lives, and hits an obstacles, user dies.
· Score is calculated and read out. 
· If user’s score is a high score, read out “You have gotten a high score. You are number 1. Please enter your initials”

· User goes to initial entering screen. Game reads out, “Enter first initial”. The initials are selected by pressing up and down, which filters through the letters in the alphabet. Game reads out, “Enter second initial” and so on.

· User is returned to main menu

· Finishing a level

· “End of level sound” played

· End level screen

· “You have beaten level ??? with a score of ???. Your total score is ???? You have ??? extra lives remaining”

· “Press any key to continue”

· Pausing

· Player can hit esc to pause game. Hitting esc again will quit back to main menu. Hitting any arrow key will resume game.

