Chowman Durga Puja Quiz & Win – Product Requirements
Prepared by Prithvish · 23 Sep 2026

1. Overview
A mobile web quiz that guests waiting for dine-in at Chowman outlets reach by scanning a QR code. They play 10 timed questions and unlock an offer tied to their score, redeemable in the Chowman App.
· Problem: Durga Puja waiting times are long, and guests get bored or irritated before they are seated.
· Goal: Keep waiting guests engaged, capture verified guest leads (name + mobile), and drive Chowman App downloads through offer redemption.
· Platform: Mobile-first responsive web app (no install needed). Must work on low-end Android phones and Safari on iPhone.
· Entry point: One common QR code, the same at every outlet. No outlet-level tracking.
Scope summary

	Item
	Value

	Question bank
	30 questions, 4 options each (1 correct, 3 wrong)

	Questions per guest
	10, randomly picked from the 30

	Timer per question
	45 seconds

	Score range
	0 to 10

	Offers
	10, mapped to score

	Verification
	Mobile OTP

	Redemption
	Chowman App (via smartlink)

	Campaign period
	1 Oct 2026 to Diwali (8 Nov 2026, till 11:59 PM)

	SMS / OTP provider
	Bluewaves (DLT templates approved before launch)



2. User flow
The guest goes from QR scan to offer in six screens, with no login other than OTP.
1. Guest scans the QR code and lands on the quiz page.
2. Guest enters name and 10-digit mobile number, then taps Get OTP.
3. Guest enters the OTP. On success, the quiz starts. If this mobile number has already played, the guest skips the game and sees their last screen.
4. Guest answers 10 questions, one at a time, each with a 45-second timer.
5. After question 10, a loading animation shows “Evaluating your answers”.

6. The score screen shows marks out of 10 and an Unlock Offer button.
7. Tapping Unlock Offer reveals the offer, its tagline, T&C, and the Download Chowman App link. The offer is also sent by SMS.
Flow summary: Scan QR → Name + mobile → OTP → Q1…Q10 (45s each; submit or timeout → instant correct/wrong feedback → auto-advance) → “Evaluating your answers” → Score X/10 + Unlock Offer → Offer + tagline + T&C + Download Chowman App (+ SMS).

3. Screen-by-screen requirements
3.1 Landing / registration
· Chowman logo, Durga Puja themed banner, one-line intro (e.g. “Play while you wait and win an offer”).
· Fields: Full name (required, 2–50 characters, letters and spaces) and Mobile number (required, 10 digits, Indian numbers starting 6–9, +91 fixed prefix).
· Checkbox: consent to receive offers/communication from Chowman, with a link to Privacy Policy.
· Get OTP button, disabled until both fields are valid.
3.2 OTP verification
· 6-digit OTP input (auto-read on Android where supported).
· Shows the masked number and an Edit number link.
· Resend OTP enabled after a 30-second countdown.
· Error messages for wrong OTP and expired OTP.
· On success, go straight to Question 1 (or to the last screen if the number has already played).
3.3 Question screen (×10)
· Progress indicator: “Question 3 of 10”.
· Countdown timer from 45 seconds, shown as a number and a shrinking bar/ring; turns red in the last 10 seconds.
· Question text and 4 option buttons (single select).
· Submit Answer button, enabled only once an option is selected.
· After submit: timer stops, options lock, the selected option turns green (correct) or red (wrong). If wrong, the correct option is also highlighted green with a “Correct answer: …” label.
· Feedback stays for about 2 seconds, then auto-advances to the next question (no Next button).
· If the timer reaches 0 with no submit: the question counts as wrong, the correct answer is shown briefly, then it moves to the next question.
· A selected-but-not-submitted option at timeout counts as unanswered (wrong).
3.4 Evaluating screen
· Shown after the last question is submitted or times out.
· Branded loading animation with the text “Evaluating your answers”.
· Lasts 2–3 seconds while the server finalises the score.

3.5 Score screen
· Large display: “You scored X/10” with a short message by band (e.g. 0–3 “Good try!”, 4–7 “Well played!”, 8–10 “Champion!”).
· Unlock Offer button.
3.6 Offer screen
· Offer title (e.g. “Flat 20% off on your next order”).
· Tagline below the offer.
· Terms & Conditions (expandable or listed below).
· The offer’s coupon code (one common code per offer) with a Copy button.
· On unlock, the offer (title, coupon code, app smartlink) is also sent to the guest by SMS via Bluewaves.
· Text: “Download Chowman App to redeem the offer”, where “Download Chowman App” is hyperlinked to the app smartlink. The smartlink opens the Play Store or App Store based on the device.
· Optional: “Share with friends” button.

4. Quiz logic
All answer checking, timing and scoring happen on the server; the browser never receives the correct answer before the guest submits.
· Randomisation: When a quiz session starts, the server picks 10 unique questions at random from the active pool of 30 and stores the order on the session. Option order is also shuffled per guest.
· Serving: Questions are sent one at a time. The payload holds question text and option IDs/text only — no correct-answer flag.
· Timer: The server records when each question was served. A submit arriving more than 45 seconds later (plus about 3 seconds grace for network lag) is treated as a timeout. The on-screen timer is display only.
· Submit response: The server returns is_correct and correct_option_id, and the UI shows the feedback.
· Timeout: When the timer ends, the client calls the timeout endpoint (or the next-question call marks it). The question scores 0 and the correct answer is returned for display.
· Scoring: 1 mark per correct answer, 0 for wrong or unanswered. No negative marking. Final score = 0 to 10.
· No going back: A question cannot be revisited or re-answered.
· Page refresh / app switch: The session resumes at the current question. The timer keeps running from the original serve time, so a refresh does not reset it.
· One attempt: One attempt per mobile number for the whole campaign. If the same number is entered again, the guest skips the game and sees their last screen (score screen, or offer screen if unlocked). The game is never shown again.

5. Offer mapping
The offer number equals the score: a guest scoring 2 gets Offer 2, a guest scoring 8 gets Offer 8, and so on up to Offer 10. A score of 0 gets Offer 1.

	Score
	Offer shown

	0
	Offer 1

	1
	Offer 1

	2
	Offer 2

	3
	Offer 3

	4
	Offer 4

	5
	Offer 5

	6
	Offer 6

	7
	Offer 7

	8
	Offer 8

	9
	Offer 9

	10
	Offer 10


· Each offer carries: title, tagline, Terms & Conditions, and one common coupon code (e.g. every guest scoring 8 gets the same Offer 8 code).
· The offer is locked to the guest’s mobile number once unlocked, and is shown again if the same number returns.
· The offer is also sent to the guest by SMS on unlock.
· Offers are expected to get better with higher scores; the same offers apply at every outlet and are set from the Chowman dashboard.

6. Admin backend
A password-protected admin panel lets the Chowman team manage questions and offers and see results without developer help.
Question bank
· Add, edit, deactivate questions (30 active at launch; the system should allow more).
· Each question: text, 4 options, 1 correct option marked, active/inactive toggle.
· Validation: exactly 4 options and exactly 1 correct.
· Bulk upload via CSV/Excel (question, option A–D, correct option).
Offers
· 10 offer slots, one per score (1–10), common to all outlets.
· Each offer: title, tagline, T&C (rich text or bullet list), coupon code (one per offer), validity dates, active toggle.
Campaign settings

· Campaign start/end date and time; outside these, the page shows “Campaign has ended”.
· Questions per quiz (default 10), timer (default 45s), attempts allowed per number (default 1).
· App smartlink URL.
Reports
· Participants list: name, mobile, date/time, score, offer won, coupon code.
· Dashboard: scans, OTP sent, OTP verified, quizzes completed, offers unlocked — by day.
· Export to CSV/Excel.
· Role-based access: Admin (full) and Viewer (reports only).

7. Data model
Five core tables cover the campaign; field names are suggestions.

	Table
	Key fields

	questions
	id, text, option_a, option_b, option_c, option_d, correct_option, active, created_at

	offers
	id, score_slot (1–10), title, tagline, terms, coupon_code, valid_from, valid_to, active

	guests
	id, name, mobile (unique), consent, verified_at, created_at

	quiz_sessions
	id, guest_id, question_order (10 IDs), current_index, score, status (in_progress / completed / abandoned), started_at, completed_at, offer_id, coupon_code, offer_unlocked_at, offer_sms_sent_at

	session_answers
	id, session_id, question_id, served_at, selected_option (nullable), is_correct, answered_at, timed_out


OTP records can live in a short-lived cache (e.g. Redis) with mobile, hashed OTP, expiry, attempt count.
8.2 Edge cases
· Number already played: Skip the game and show the last screen the guest reached (score or offer screen).
· Quiz left midway: Resume from the current question on return; questions whose time ran out while away count as wrong.
· Poor network: Retry submits automatically; show a “Reconnecting…” state instead of losing the answer.
· Double tap on Submit: Only the first submit counts (idempotent per question).
· Campaign ended / offer expired: Show a friendly closed message.
· OTP not received: Resend after 30s; limit 3 sends per number per hour.
8.3 Security
· OTP: 6 digits, valid 5 minutes, max 5 wrong attempts, then a 15-minute lock.
· Rate limit OTP sends by mobile and by IP to prevent SMS abuse.
· Correct answers never sent to the browser before submit.

· Timer and scoring enforced server-side.
· Session token (JWT or similar) required on all quiz and offer APIs.
· HTTPS only; admin panel behind login with strong passwords.
· Store only name and mobile; show consent text and a privacy policy link, in line with India’s DPDP Act.

9. Non-functional requirements, analytics and decisions
Non-functional
· Page load under 3 seconds on 4G; total page weight under 1 MB.
· Handle peak Puja traffic across all outlets at once (plan for several hundred concurrent players).
· OTP and offer SMS sent via Bluewaves; both templates need DLT approval before launch. OTP delivered within 10 seconds.
· Supported browsers: Chrome (Android), Safari (iOS), Samsung Internet — last 2 versions.
· Chowman brand colours and fonts; Durga Puja visual theme.
· English UI
Analytics events
· qr_scanned, otp_sent, otp_verified, quiz_started, question_answered, question_timeout, quiz_completed, offer_unlocked, offer_sms_sent, app_link_clicked.
· Add UTM parameters to the smartlink
(e.g. utm_source=qr_quiz&utm_campaign=durga_puja_2026) to track app installs.

Confirmed decisions

	Topic
	Decision

	Score 0
	Gets Offer 1

	Attempts
	One per mobile number; a repeat number sees its last screen, never the game again

	After answer feedback
	Auto-advance, no Next button

	Coupon codes
	One common code per offer

	Campaign start
	1 October 2026

	Campaign end
	Diwali, 8 November 2026 (end of day)

	SMS / OTP provider
	Bluewaves; OTP and offer SMS templates DLT-approved by Chowman before launch

	Offer by SMS
	Yes, sent on unlock

	Questions, offers, taglines, T&C
	Shared later by Prithvish and entered from the backend


Pending from Chowman
· Content: 30 questions (with options and correct answer) and 10 offers (title, tagline, T&C, coupon code). The admin panel must be ready to accept these before launch.
