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User interface and algorithm are built as a Java Application Current Results

Interface creates XML files to be read by Algorithm | .
* Engine can successfully take unique

input from the user and create a game
e User can designate logical order of
locations
e User can toggle between Time Modes
e Games work on desktop and phone

Algorithm uses XML data to generate the game. The game is
built through HTML and javascript files as a web application.
The Javascript contains all of the logic behind the game, while
the HTML file contains all the visual aspects of the game.




