Mini Game Overview and High Level Spec
Each Game has the following objects/features in addition to the actual game logic, graphics and UI
OwnerID – the bbid of the owner
Last time played by owner
UserID – the bbID of the user
UserType – the type of user playing (visitor/subscriber, visitor/free etc)
PrizePoints – get the amount of Prize points the user has.
Level – the level the player is at

Challenges
· These are like our current  trophy challenges powered by BB. An example is “Play fishdom  and Fishco for 30 minutes each and get a blue fish”. 

When the player completes that challenge they see the notification overlay to tell them that they’ve won. They see the money they earned and the fish unlocked. There is a link to their aquarium where they can go and buy the fish or just check out their tank. The player is awarded prize points, not the item. The amount of prize points awarded is the value of the item. The item is unlocked at this time as well.

For example if you won a black pearl, then you get a notification telling you that you unlocked the black pearl and won 2,000 prize points. It then gives you the option to purchase the pearl with your prize points.
//insert pic here

· Internal Challenges
These challenges are related to Aquarium game play. An example of this is “Grow 10 plants to full size and unlock the Clown Fish.” The logic for these challenges will be set by the internal logic of the game module

· Chain Challenges. (MB)
These are challenges that require other challenges to be completed first. Example “Complete ChallengeA and ChallengeB to unlock this challenge to earn the Treasure chest.”

Fan/Visitor Challenges (MB)
These are challenges that others must complete for you. For example a challenge could be “Earn a giant goldfish after 100 people feed your fish”. There would be a counter on the owner and visitor screen. When this counter is activated the owner gets the prize.
Challenge Objects
· Challenge order (is this the first challenge, second etc)
· challengeType(owner-internal, owner-external, guest)
· Unlocked (true/false)
· isChainChallenge (true/false)
· an array containing the challenge IDs that need to be unlocked in order to unlock this challenge (optional. Only for chain challenges)
· Challenge title
· Challenge graphic (the thumbnail to be shown in the message area
· Notifier_info
· This is the link to the notifier swf that gets launched if the user clicks on the “I want it” button for a locked challenge. It tells them how to complete the challenge etc.
· Notifier_congrats
· This is the link to the notifier swf that gets launched once the user completes a challenge.
· prizeID
This is the ID of the item that gets unlocked when the challenge is completed
· if a challenge is external (ie players need to go and play other games) then we need to launch this through bb
· If a challenge is internal (ie grow 3 blue fish) then we need to tell the game and unlock that logic.

Game Hooks
All games will have the following hooks
· Getting a special rating on your item or lounge from others will give you a special effect/item

· Effects or items that can be used once per day, encouraging users to come back

· Degradation and maintenance requirements (game logic not platform)

· Ability to track score w bb leaderboards

· Achievements – like steam. In game achievements for accomplishing things (TFT2)
· Virtual Goods to Purchase (in game, possibly bb)
· Lounge ratings and game ratings
· Fan feed
Help
· All mini games will have a tutorial. This can be activated via the help button.
Close
· All mini games will have a close button.

Saving Progress
· All mini games will write to the db when a status has changed. The user will not need to actively call a save.
Mini Game Lounge Item
All mini games will have virtual lounge items associated with them. Each item is associated with a specific instance of that game. This is one of the main ways the user can launch the mini game.
This lounge item will visually change depending on what level the owner is. These are usually animated items with various states. They will also show degradation if the player needs to perform maintenance on them. For example if the user hasn’t gone to their aquarium for awhile the virtual lounge item will show green algae in the tank and possibly dead fish.
