
Detailed Design of Solution 
 
Input 
 

Input  
 

Data Type Normal 
Range etc. 

Example 

Pokemon Name String N/A Pikachu 

Game Text String N/A Battle started between Orareo 

and zgjoj! 

 

Go! Hydreigon! 
 

zgjoj sent out Hippowdon! 
[The opposing Hippowdon's 

Sand Stream] 

A sandstorm kicked up! 

 

Advice Note String N/A “Keep Necrozma Dawn-Mane Alive 
and switch it into opponent’s 
Xerneas” 

Name of Note String N/A “Frosmoth Sweep 1” 

Important Pokemon String N/A “Ferrothorn, Dragapult” 

Threats String N/A “Excadrill, Cinderace” 

Opponent predict Note String N/A “They will use a substitute, then set 
up” 

Moves String N/A “Thunder” 

Item String N/A “Life Orb” 

Ability String N/A “Lightning Rod” 

Your Pokemon String N/A “Hydreigon” 

 
 
 
 
 
 
 



Output 
 

Advice String N/A “Hit the opponent with a special attack 
move” 

Predict String N/A “The opponent will probably attack it” 

Important Pokemon String N/A “Ferrothorn, Dragapult” 

Threats String N/A “Excadrill, Cinderace” 

Opponent predict Note String N/A “They will use a substitute, then set up” 

Advice Note String  N/A “Hit it hard with a special attack move” 

Opponent’s Pokemon Base Stats Integer 1 - 4 100 

Pokemon Weakness String N/A “Ghost, Dark” 

Advice String N/A “Hit the opponent with a special attack 
move” 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Original Prototype                                          Prototype Interview Picture 

 



Interview Audio and Transcript 

 
 
Audio link of the initial interview: https://chirb.it/44DzOK 
 
Audio link of the prototype interview: https://chirb.it/PK6Bp5 
 
Proposed Changes 

- Have a feature to record and view the battle replay 
- Have a feature to analyze the opponent’s Pokemon 

 
 
 
 
 
 
 

https://chirb.it/44DzOK
https://chirb.it/PK6Bp5


Final Prototype 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



First Panel: Move Advisor 
- Deleted damage calculator panel  
- Replaced type chart with weakness text fields 

 
Second Panel: Notes 

- Included threat Pokemons 
- Can view/save notes 

 
Third Pane: Set Teams 

- Added team saving and searching feature 
 
Flowchart of Move Advisor Algorithm 

 
 
 
 
 
 
 



UML Diagram of the MainGUI 
 
 
The program have a lot of stuff in its GUI. 
 
 
 
 
 
 
 
 

 
 
 
 
 
 



UML Diagram 

 
 
 
 



Development Plan 
 
#1 - Input Pokemon and Moves into Classes (2 - 3 days) 
 

● Create a Pokemon and Move class 
● Give Pokemon class all the attributes necessary 
● Give Move class attribute of type and base damage 
● Insert all the 890 and more Pokemon as an array into the class 
● Use a method to fills the array made in main class with the instances of Pokemon 
● Do the same thing to 822 moves 

 
#2 - Code the Algorithms (1 week) 

● Code move advisor algorithm  
● Create an enemy move predict algorithm  

 
#3 - Create a Class and Methods to Store Data in Memory (1 week) 

● Create a class for methods that store data from Notes and Record panel 
○ Notes 

■ Moveset 
■ Items 
■ Notes 

○ Teams 
■ Pokemon 
■ Moveset 
■ Item 
■ Ability 

 
#4 - Create Methods for GUI (2 weeks) 

● Use the algorithms and the store data methods to make methods connected to 
the main GUI 

 
 

 
 
 
 
 
 



Test Plan 
 
Move Advisor Tab: 
 
Things done on this tab: 

● Internal Functioning 
○ Calculate and predict the 

opponent’s set 
○ Calculate Weakness 
○ Process data and give 

advice/predict 
○ Record data 

 
 
 
 
 
 
 

Test Type Nature of Test Example 

Advice and predicts are as 
expected from the 
algorithm 

See whether the 
advice/predict are according 
to the algorithm 

 

Test with simple data Check whether the program 
runs 

Use inputs of correct 
formats 

Test with inappropriate 
data 

Check program does not run Wrong pokemon 
name/move 

Test record function Rerun the program with a 
recorded set and check 
whether it predicts using 
recorded data 

 

 
 
 
 
 
 



Notes 
 
Things done on this tab: 

● Inputs and Outputs 
○ Pokemons 
○ Written notes 

Test Type Nature of Test Example 

Test record with 
simple data 

Check whether 
the program 
record notes 

Use inputs of correct 
formats 

Test with 
inappropriate 
data 

Check program 
does not run 

Did not insert advice 
note 

Test view 
record and 
searches 

Check whether 
saved notes can 
be searched and 
viewed 

Search “Clefable” 

 
 
 
 

Set Team Page 
Things done on this tab: 

● Inputs and Outputs 
○ Pokemon Teams 
○ Pokemon Sets 

Test Type Nature of Test Example 

Test record with 
simple data 

Check whether 
the program 
record notes 

Use inputs of correct 
formats 

Test with 
inappropriate 
data 

Check program 
does not run 

Enter nonexistence 
move 

Test view team 
and searches 

Check whether 
saved notes can 
be searched and 
viewed 

Search 
“HyperOffensive1” 
If search not found, 
display error text 

 
Word Count: 252 



 
 
 
 
 
 
 
 
 
 
 


