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Problem Statement

"Current Wargaming training
resources for cadets enrolled in an
Air Force Reserve Officer Training

Corps programs are expensive,
physical, and overly complicated."

Users

Air Force Reserve Officer Training
Corps. (AFROTC) cadets and
instructors.

AFROTC cadets and instructors
are required to learn/instruct
Wargaming as per AFROTC
Objective 10:
“Understand how the Air Force
employs warfighting assets”






Non-Functional

Ul

Intuitive and Informative
User Interface.

Accessibility

Server shall be deployed
constantly on ISU
network, only offline for
maintenance/reset.

Ease of Use

Requires minimal

previous knowledge.

Responsive

Server responds on
average less than 3
seconds.

Multi-User/Game

Supports multiple users,
which each user having
multiple games.

Security

Sensitive user info. is
not transmitted as
plaintext.



Functional

Spring Boot

Server is deployed as a
Java Spring Boot
application.

Data Persistence

All user information and
game states saved
remotely.

Downloadable Client

User-side software shall
be downloadable in
executable form.

Security

Users must log in and be
authenticated viaHTTP.

Interface

Keyboard & mouse
playable game, ISU
internet connection
required.






Design Visuals (MVC / Layered Design)
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Load single game Tutorial game Join game

Create game

Load updated state
after backend math

Submit move
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not old board state

Refresh Game over?




Backend
Modules
Overview

HTTP
Request/Responses

Ty

Creatz Game

Join Game

Retrieve Game

I

Make Move

1

Cortroller

\

/

N

User

Validity C hecker

l

Y

Defaultfsset
Generator

l

Game Type
Delineator

l

Defaultfsset
Authority

l

Movement Limiter

l

D

MariaDB

Temporary Storage

Missile Calculator

r

Y

Dogfight Calculator

Y

Bomb Calculator

¥

Obs cure Temporany
Movem ent Module

Tile Calculator

Y

Crash Calculator

¥

Win C aleulator

Database




Game Board and Logic

Hexagonal grid with coordinates

Dynamic grid cell storage for assets

Pop up menus for easy viewing

Point and click movement

Asset range circles and movement limiting

Display of all assets

Compilation of all asset coordinates for transmission
Refresh feature on returned HTTP requests
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Implemented thus Far

Secure login/user authentication

Database Creation

User-to-user HTTP communication

(Game creation, joining

Game move submission, turn iterations, combat calculations
Game board updates and combat results animations
Base creation

Game key tiles/objectives

Game log

Player asset controls (Movement, Equipment)
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Pending Issues /
Concerns
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