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[bookmark: _slph2yrfhjdv]Summary
Any images used from other games are purely for market research purposes only.
[bookmark: _9krs9s9bqkxd]Delete Me When Linked in Design Summary
[bookmark: _al7lx4vu4hks]Contacts
· Designer(s): Jordan Gruenert
· UI/UX: 
· UI Dev: 
· Engineer(s): 
· Liveops(s):
· Pod Lead:
[bookmark: _1juzkwihaov0]Overview
Short bullet points about the feature allowing people to just read this part and largely understand the feature.  Don’t go deep on points, that's what the rest of the document is for.
· Adding improvements to the flow the player goes through when upgrading nodes for research.
· Adding in a “Waiting Queue” for players to be able to set a list of nodes to be upgraded once the current research queues being used are finished.
· Give players the ability to upgrade as many levels with a node at once.
· An additional quick use button being added into the initial page when entering the academy building.
· Adding in a 3rd Research Queue (2nd one being added currently in progress).
[bookmark: _h4bs2gvtd45d]Objectives
What is this feature trying to accomplish? Is it targeting metrics? What would be considered success?
· To improve the UX and just overall flow for a player when in the academy building and upgrade research so that players don’t have to be consumed by that system instead of being able to do multiple game loops within the game, not being locked into one.
[bookmark: _pz0hw6ss5rcr]Relationship to Existing Systems
This section is intended to give engineering some features to look into and identify if there’s overlap in code that can be used or considered
· These improvements interact directly with the these areas of the game:
· Research Tree
· Academy Building

[bookmark: _3il21tj6rziz]Relationship to Systems Under Development
This section is intended to explicitly identify and call out overlap with other systems that are being developed in parallel 
· Adding in a 2nd Research Queue for players

[bookmark: _ot93dhcpcud5]Terminology
Identify any player facing terminology or themes that can be expressed or ideated upon here. 
· Internal Name: Research 
· Player Facing Ideas:
·  Research

[bookmark: _8d7hcvmtj6ta]Mocks
Designer or UIUX Artist to link mocks

[bookmark: _8ybt9nb95iz7]Feature Details
This is the primary section of the spec.  Here you will fill out all the important details that all stakeholders need to know. Including how to get to this feature, important details, edge cases, ui flow and functionality etc.

1. Waiting Queue - a player could essentially slot “x” number of nodes in a sequential list that would progressively initiate the next Research Node after the current one finishes.
· So for example if a player was upgrading the Node “Combat Training I” that would be the node that would get slotted into the current research queue and would immediately start the timer for upgrading that node.  But if the player wanted to spend less time in the Academy they would select a button called waiting that would either replace the start timer button when a node has already been started and they are in the pop up or a 3rd button would be available to tap on.
· After tapping this button it would bring a pop up that would be a list that could hold “x” number of nodes that are waiting to be started after the current node that is upgrading finishes.
· Players would still be able to do instant upgrades using gold
· If there are 10 nodes on the waiting queue, the player could reorganize the list to be in the order they desire and have the nodes they desire to be upgraded first even after selecting them to be added to the list
· The way to do this would be to have an edit option in the waiting queue pop up and once tapped this would allow players to shuffle around the nodes they have in the waiting queue.
· The waiting queue would have the selected nodes in sequential order 1, 2, 3, 4 etc. starting with the node that is in the 1 slot as the node that starts first after the current node finishes upgrading.  
· This is also something that could potentially be monetized by selling “5 additional waiting queue slots” for $ 4.99 for example.  Or players could unlock more through other verticals in the game like VIP or other pay in features.
· This would require UI, Eng and Designer efforts in order to implement, but I think that it would provide a means by which players are not spending as much time in the academy managing upgrading the nodes and applying the speed ups to timers.
· There are edges cases that would need to be accounted for with this addition:
· How does the behavior work for upgrading the same node to a higher level
· How does the behavior work for multiple research queues
· If you have multiple research queues and the nodes that are currently upgrading finish at the same time
· Instant upgrading a node with gold that is already on the waiting queue, does it get removed for the waiting queue and the list resort based on the removal of that node
· Waiting queue would need to fail if player doesn’t have enough RSS

[bookmark: _d19pmilh6cu0]Implementation Details
[bookmark: _36hfe07crcjj]Push Notifications
Identify any push notifications that need to be created for this feature.
· Upon all research nodes being upgraded and no longer having any nodes in the waiting queue the player would receive a push notification.
· Once the last research node in the waiting queue transitions to the research queue.
· If the waiting queue fails because the player doesn’t have the RSS anymore to upgrade the research nodes.
[bookmark: _nn6kc0wy1n7g]Tutorial
Identify any tutorials that need to be created for the feature. 
· Not a necessity, but could have a small tutorial on the waiting queue flow and functionality
[bookmark: _295kgr5nrofq]Mail
Identify if there is a need to send players a mail. 
· For the Waiting Queue a player should receive mail indicating that their waiting queue failed and which research nodes did not get upgraded due to not having enough RSS.
[bookmark: _em8tyhjg48j]Blog
Identify if there is a need for a blog.
· Yes, we would want to make it clear to players the updates/improvements that are coming to the research flow, so we would want to map out the changes to players so that it is clear to them.
[bookmark: _5yap14gysaov] BI Events
Is there any data we should ensure is being tracked associated with the feature?
· N/A
[bookmark: _ysfkfgrq097a]Edge Cases
Engineering & Design to point out any edge cases to be aware of
· How does the behavior work for upgrading the same node to a higher level
· How does the behavior work for multiple research queues (at least 2, potentially 3 research queues)
· The expected behavior would be that the next research node in the waiting queue goes to the next available research queue.
· In the circumstance where 2 research nodes finish upgrading at the same time the next research node would get prioritized to the original research queue first, then the second queue currently being working on, and if there is a third research queue that gets released in addition to the first 2, then that 1 would be the lowest priority and filled last
· If you have multiple research queues and the nodes that are currently upgrading finish at the same time
· Nothing should happen here other than the research nodes are now both upgraded upon returning to the academy and looking at the research trees and the next research nodes that are in the waiting queue (if there are any) get slotted the open research queues
· Instant upgrading a node with gold that is already on the waiting queue
· Should get removed for the waiting queue and the list re-sort based on the removal of that node or nodes
· Waiting queue would need to fail if player doesn’t have enough RSS
· This would occur if the player ends up using or losing RSS while the research nodes are upgrading and the waiting queue has a backfill of research nodes that need to be upgraded
· The RSS for a research node should not be taken from the player until the research node transitions from waiting queue to research queue.
[bookmark: _yzr424iswnz7]Art Assets
Summarize the art that is needed for the feature and if there is any on-going support needed for future content releases.
· N/A
[bookmark: _dazib15is54u]Art Requirements
· N/A
[bookmark: _qv18dcjotehn]Audio
Summarize the audio needed for this feature.  This section is often filled out by the Audio Engineer but if design has any objectives here please indicate explicitly.
· N/A
[bookmark: _21vx98rmnjl]Design Data
Document what sheets need to be created, what sheets need new columns, if an existing column needs additional functionality, etc.
· Design Handoff Sheet
· 
[bookmark: _vp8kza4mozwq]Event Quest Hooks
Enumerate the quest hooks needed for any events or quest systems in the game. Identify any on-going support needed in future content releases.
· Could have an event hook for filling up the waiting queue and clearing all the research nodes within the waiting queue.
[bookmark: _5lllosrg1sz0]Go-Tos
Call out any go-to functionality required by this feature. If there is on-going support required, indicate it here as well.
· N/A
[bookmark: _syd3ntp5txij]Chat
Call out any chat functionality required by this feature. 
· N/A

[bookmark: _4rxi7thqmzic]Feature Gates
Identify any feature gates needed and what is expected when on/off.
· 
[bookmark: _7fxjx8zy60d]Release Planning
Identify a release plan with discipline leads and pod leads in terms of roll out plan for feature and/or content - will this feature go to all realms immediately or a subset. Are there any cross season management considerations etc.
· Game Rollout Sequence
· VAMP First then FFANE
· Release Plan
[bookmark: _y023a7kzb9zy]Live Ops + Loop & Lifecycle Management
Functionality and expectations of live ops interacting with this feature should be indicated here including any impact or requirements on the Loop and LIfecycle Management Tools.
· N/A
[bookmark: _u0ltnzln62q6]Debug Commands & Presets
Internal debug commands to help test the feature or avoid costly blocking of testing other features. If presets need to be applied to new users and realms as well, we should indicate that here.
If any are added, please update here.
· 
[bookmark: _o5bg3s34j7qo]Admin & CS Tooling
Does the feature require any general Admin or CS specific  tooling support? CS Team members should indicate requested functionality and visibility here.
· N/A
[bookmark: _3slhnek7y2gs]Performance
Call out any portion of the spec where performance would be a concern like scrolling lists or worst case scenarios.
· Feature Callouts

· Client Performance (UI & User Experience)
· Server Performance (Benchmarking)
[bookmark: _ipuql2mz3rmx]Benching
Engineering to identify if there are areas within the feature that require benching
· N/A
