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Project Charter
Project Name: No Name Story

Expected Completion: December 1,  2022

Budget: Up to $250 (if any)

Project Purpose: A social interactive web-based 

RPG for teens and young adults.

● Socialization and interaction between Players.

● A low-effort game people can play in the 

background.

● A fun place to hang out and kill time with!



Project Charter
Key Participants:

● Andi Doty
○ Lead / Head Programmer

● Trent Smith   
○ Market Research / Organization Lead
○  Additional PHP Programmer

● John Houston   
○ Front-End Design
○ Quality Assurance
○ Playtesting

● Harrison Allen   
○ Programming / Editing
○ Database Design

● Seth Cruz
○ CSS / HTML Programmer
○ Additional Back-End Help



Main Features:

● Collect and trade Items and Companions.

● Companions can be used and interacted with, 

as well as used to participate in Events and 

Activities.

● Player can interact with other Users and 

Non-Playable Characters (NPCs).

● A Forum page to socialize, contact 

Administration, and participate in Events and 

Activities.

Scope Document



High-Level Requirements:

● User accounts with Registration and Login 

capabilities.

● Administrative functions for bug fixing, mediating 

conflict, moderating the Forum, and User 

punishment.

● Inventory system which Users, NPCs, and 

Companions can use.

● Game Log for the Forum and Items, so actions 

can be tracked and referenced by Administration.

Scope Document



Project Schedule



Project Schedule



Companion Use Case Diagram



Forum Use Case Diagram



Item Use Case Diagram



Users Use Case Diagram



Companion Use Case Diagram



Domain Class Diagram
● Users can have companions and items, as 

well as create Threads in Topics and Posts 
in Topics on the Forum.

● They cannot create new Topics, however, 
as they’re predefined categories threads 
can be created in. All posts are a child of a 
thread, and all threads are a child of a 
topic.

● Users can gain Items (itemInstances), 
which rely on the data in the itemData 
table for the information of the base item.

● imageData holds the file paths to all site 
images for Items, Companions, NPCs, and 
more.



Domain Class Diagram Cont.



Activity Diagram: 
New Companion Data

● Admin verifies their login 

information. If invalid, the 

system returns an error.

● Otherwise, the admin enters the 

data for the new companion 

type they’re creating.

● If the needed data types are 

unique (Name, ImageID), the 

system creates a new entry in 

the CompanionData table and 

populates the columns with the 

data.



Activity Diagram: 
New Companion Instance

● A companion instance is different 

from companion data because 

they’re can be multiple instances 

of the same CompanionData entry 

(class v. instance).

● The user enters the needed data 

for the companion instance. The 

system verifies these as valid and 

unique entries (Name).

● If valid, the system creates the 

entry and directs the user to the 

new companions page.



Activity Diagram: 
Move Companion

● System checks if the identifying 

entries are unique (Username 

and Email).

● If either are invalid, return the 

User to the Register page with 

an error message.

● Otherwise, add the new info to 

the UserData table and redirect 

the user to the home page.



Activity Diagram: 
User Register

● System checks if the identifying 

entries are unique (Username 

and Email).

● If either are invalid, return the 

User to the Register page with 

an error message.

● Otherwise, add the new info to 

the UserData table and redirect 

the user to the home page.



Activity Diagram:
User Login

● Validates the User’s Username 

and Password

● If either are invalid, return the 

User to the Login page with an 

error message.

● Otherwise, return the User to 

the Home page.



Activity Diagram: 
User Logout

● System updates the LoginDate 

column in the user entry in the 

UserData table.

● Unsets the UserID session 

variable in the user’s browser.

● Then, the user is redirected to 

the home page of the site.



Activity Diagram: 
User Delete

● System checks if the current user is 

an admin.

● If true, the admin gives confirmation.

● Otherwise, the user must verify their 

login info to delete their own account.

● If the user fails to verify themselves, 

they are directed back to the previous 

page.

● However, if an admin or after 

successfully verifying login info, the 

UserStatus column in the user entry 

of the UserData table is updated



Activity Diagram: 
User Ban

● System checks if the current user 

is an admin.

● If not, returns an error and 

redirects the user to the previous 

page.

● If they are an admin, they provide 

confirmation, and the UserStatus 

column of the user entry in the 

UserData table is updated.

● Then the user is directed back to 

the home page.



General Gameplay Design Sequence 
Register, Login, User Actions



General Gameplay Design Sequence
Delete Item, Select Companion Actions, Delete User



User Registration and Login



Forum Design Sequence



Attaining and Deleting Items



Companion Interactions



User Deletion



User Registration



User Login



Delete User



Forum Post / Edit



Forum Delete



Activity Command



Item Attain



Purchase Item



Sell Item



Item Use / Move 



Item Delete



Home Page



Signup Page



Login Page



Account Page (Private)



User Profile Page (Public)



Inventory Page (Private)



Companion Creation



Quest Page (Dynamic Based on User)



Shop Page (Public)



Forums Home



Forums Topic



Forums Thread



Database



companionData



imageData



itemData



itemInstances



questData



questInstances



topicData



threadData



postData







https://docs.google.com/file/d/1EatBBF0yZhQaRCkDV7hY3Uyaub_noUj-/preview

