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1. Overview
The purpose of the Product Demonstration Flight Plan is to define what functionality is planned, what functionality will be demonstrated in the current development cycle, and how success will be evaluated.
This document serves three roles:
1. A planning artifact, showing how the full product scope is distributed across development cycles
2. A demonstration guide outlining how the current cycle’s functionality will be presented through realistic user flows
3. An evaluation aid, defining acceptance criteria used by the mentor and client to assess completeness and correctness
The Flight Plan is prepared by the team, reviewed and approved by the mentor, and used during the live demonstration for evaluation and feedback.
2. Product Scope and Development Cycles Overview
This section presents the full set of user stories or use cases for the product and how they are distributed across the three development cycles. The intent is to make clear:
· What functionality exists in the overall product, corresponding to your full prioritized list of functional requirements
· What is included in each development cycle
· How incremental delivery builds toward the final system





2.1. Backlog Overview by Development Cycle
Alpha Demo I – Current Cycle
	ID
	User Story / Use Case
	Acceptance Criteria (Summary)

	US-1
	As a product owner who wants an iterative product, the codebase MUST be able to be taken up by the next team.
	Well-written and documented code.

	US-2
	As a new player, I want a cohesive, singular experience to see all the game has to offer
	Full game flow in single-player mode (No phone handoff or networking yet).

	US-3
	As a product owner, I want the product to build to multiple OSs to reach as many customers. 
	Product builds for Apple / Android for all developers.

	US-4
	As a non-Flagstaff player, I want to see locations from around me, not just from Flagstaff.
	When loading a New mission, locations are populated from around the user via either database.

	US-5
	As a directionally challenged player, I need a map to play.
	User location X and target location Y are displayed on a map.

	US-6
	As a new player, I want an introduction to the game and exercises that are user-friendly.
	Tutorials are linked to the game, and you  get shown the YouTube video when looking for a friendly introduction to the game

	US-7
	As a new player, I want the UI to make sense, so that I don't need to spend extra mental processing understanding them.
	3 UI pieces are overhauled. Pleasing buttons like an arrow are included with descriptions of what they will lead to. 



Alpha Demo II - Planned Scope
	ID
	User Story / Use Case
	Acceptance Criteria (Summary)

	US-9
	As a player, I want location updates
	Map updates when the user moves

	US-10
	As a new player, I want better tutorials 
	60% of tutorials implemented

	US-11
	As a user, I want a cleaner UI to where no images are overlapping and no image stretching and it is consistent from page to page smoothness 
	17/25 of UI screens are consistent with the size of the logo, no overlapping words

	US-12
	As a user, I want clear navigation options on every page so that I can easily move forward in the application.
	There will be a message on each page explaining what to do so the user doesn’t get stuck. 

	US-13
	As an exploratory player, I want to be able to add points to the database
	Create a tutorial scene explaining how to add points. Here

	US-14
	As an Art/History Buff, I want more Art / History Points around downtown Flagstaff
	Add 50% of these points (50% of those are 18 POIs)

	US-15
	As a product owner I want to be shielded from legal liability
	Have app gated behind the liability waiver provided by client





Acceptance Demo - Planned Scope
	ID
	User Story / Use Case
	Acceptance Criteria (Summary)

	US-17
	As a player, I want full navigation between locations
	Routes are shown between waypoints

	US-18
	As a new player, I want all tutorials complete
	100% of tutorials are included

	US-19
	As a user, I want a polished UI 
	All screens are consistent and finalized

	US-20
	As a product owner, I want the system ready for delivery 
	End-to-end functionality works reliably



3. Demonstration Walkthrough
For each user story or use case included in the current cycle, provide a demonstration walkthrough guided by acceptance criteria. The demo should follow a realistic user flow and show the functionality working end-to-end.

_____________________________
Use Case / User Story: UC-9 – Location Updates
User Role: A player of the game
Goal: Allow the player’s position on the map to update dynamically as they move

Demonstration flow:
1. The player opens the Missions and Madness app.. 
2. The player clicks the “Play Now” button.
3. The player selects New Area of Operations.
4. The app retrieves the player’s GPS location from the device.
5. The map loads and displays the player's current position.
6. The player moves a short distance (walking or simulated movement).
7. The map updates to show the player’s new location.
Acceptance Criteria (What Success Looks Like)
The demonstration is considered successful if:
1. The player’s location is displayed correctly on the map when the mission begins.

2. The location marker moves or refreshes when the player changes position.

3. The map refreshes without crashing or freezing.

Evaluation and Comments (for mentors only):
· Convincingly demonstrated the functionality: 


· Other evaluative comments/notes


_____________________________

Use Case / User Story: UC-10 – Better Tutorials
User Role: A new player
Goal: Provides clearer tutorials so that new players can understand how to start and play the game

Demonstration flow:
8. The player opens the Missions and Madness app.
9. The player clicks the “Learn to Play” or tutorial button.
10. The tutorial page opens and explains the game mechanics.
11. The player views instructional content (such as text explanations or video links).
12. The player follows the instructions to return to the main menu.
13. The player starts a mission using the information learned from the tutorial.
Acceptance Criteria (What Success Looks Like)
The demonstration is considered successful if:
1. The tutorial section is accessible from the main menu.
2. At least 60% of the tutorials are implemented and functional.
3. The tutorial clearly explains how to start a mission and navigate the game.
4. The player can return to gameplay after viewing the tutorial

Evaluation and Comments (for mentors only):
· Convincingly demonstrated the functionality: C



· Other evaluative comments/notes

_____________________________
Use Case / User Story: UC-11 – UI Tutorial
User Role: The program’s next maintainers
Goal: Make our code well commented and easy to understand to best help the project’s next maintainers.

Demonstration flow:
14. The player opens up the Missions and Madness app. 
15. Player clicks on the “Play Now” Button
16. The player looks at the scene of all the buttons, color, and sizes to see consistency.
17. The player clicks through the app looking at each scene and the consistency.
18. The player finishes the round and sees consistency throughout the app.
Acceptance Criteria (What Success Looks Like)
	The demonstration is considered successful if:
1. The scenes all have the new colors, buttons, and consistency throughout the main flow. No text is covering other text.
Evaluation and Comments (for mentors only):
· Convincingly demonstrated the functionality




· Other evaluative comments/notes


_____________________________
Use Case / User Story: UC-12 – Helpful Text Tutorial
User Role: The program’s next maintainers
Goal: Make our code well commented and easy to understand to best help the project’s next maintainers.

Demonstration flow:
19. The player opens up the Missions and Madness app. 
20. Player clicks on the “Play Now” Button
21. The player looks at the page and the button helps them know where they are going or text tells them what is happening.
22. Player goes through the app without getting stuck
23. The player finishes a round without confusion. 
Acceptance Criteria (What Success Looks Like)
	The demonstration is considered successful if:
2. The Player doesn’t get stuck on any pages and isn’t confused. 
Evaluation and Comments (for mentors only):
· Convincingly demonstrated the functionality




· Other evaluative comments/notes


_____________________________
Use Case / User Story: UC-13 –Adding POIs Tutorial
User Role: The program’s next maintainers
Goal: Make our code well commented and easy to understand to best help the project’s next maintainers.

Demonstration flow:
24. The player opens up the Missions and Madness app. 
25. Player clicks on the “Learn To Play” Button
26. Play clicks on the “How To Add POIS.”
27. The tutorial video can be watched
Acceptance Criteria (What Success Looks Like)
	The demonstration is considered successful if:
3. The Video can be navigated to and played.
Evaluation and Comments (for mentors only):
· Convincingly demonstrated the functionality




· Other evaluative comments/notes


_____________________________
Use Case / User Story: UC-14 – Adding POIs
User Role: A Player of the game
Goal: To play through the game from start to finish in our single-player mode with all our changes in tow.

Demonstration flow:
28. The user starts on the home screen and clicks “Play Now.”
29. User clicks on “New Area of Operations”
30. The user clicks somewhere for POIs and clicks “Next.”
31. Users make a team.
32. User looks at the New POIs loaded in through the “Objective” page by click on the dice several times
Acceptance Criteria (What Success Looks Like)
	The demonstration is considered successful if:
4. The New POIs can be seen in-game
5. Hunter can show in his documents that half of the new POIs (Originally there were 35, so 18) have been added.
Evaluation and Comments (for mentors/clients only):
· Convincingly demonstrated the functionality




· Other evaluative comments/notes

_____________________________
Use Case / User Story: UC-15 – As a product owner I want to be shielded from legal liability
User Role: A Player of the game
Goal: To play through the game from start to finish in our single-player mode with all our changes in tow.

Demonstration flow:
1. The user opens the app
2. If this is a fresh install they will be presented with a waiver and unable to proceed until agreeing
3. Upon reopening of the app they will not be greeted with the waiver
Acceptance Criteria (What Success Looks Like)
	The demonstration is considered successful if:
1. The user is presented with the waiver once and once it is agreed to they will not be presented with it again
Evaluation and Comments (for mentors/clients only):
· Convincingly demonstrated the functionality




· Other evaluative comments/notes

_____________________________



4. Out-of-Scope or Deferred Functionality
List any user stories or use cases planned in the approved flight plan for this cycle, but not demonstrated, along with their planned future cycle. This helps set clear expectations and avoids confusion during the demo.

Nothing is Out-of-Scope for the current cycle
Alpha Demo II – Current Cycle
	ID
	Reason Not Demonstrated
	Planned Cycle

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	



5. Known Limitations and Planned Follow-Up
Document any known limitations (if any), partial implementations, or issues observed during development or demonstration. Where possible, indicate planned mitigation or timing for resolution.

· Limitation / Issue: Last year's code is complex
· Impact: Some large files from last year are hard to read through, making understanding and improving the game more difficult.
· Planned Resolution (if known): We need to set aside extra time to read through and clean up those files

6. Approval
This Flight Plan has been reviewed and approved for use in the Alpha Demonstration.
Mentor Approval: [can be digitally signed]
Date: [can be digitally signed]
