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Couch Network
There are currently many types of Internet sites for social connections.  However, none are geared toward keeping in contact with friends and acquaintances when planning a trip.  Couch Network will provide services for registered users to find old friends, meet new friends through current friends, and find free places to sleep.
Suppose that Friday night, you’re going to a party on Queen Anne hill and want a place to crash afterward.  You can log onto Couch Network, do a quick search and discover that your friend Joanie lives on Queen Anne hill.  You call her up and see if she’ll let you stay on her couch.  The next day, you decide China is the place to be. You borrow Joanie’s computer (you haven’t gone home yet) and log onto Couch Network.  You find out that your best friend from high school (with whom you’ve completely lost touch) lives in Beijing!  You definitely want to get coffee with him, but you’re hoping he’ll lend you a couch as well.  You use the site’s messaging function to drop him a note.  Then you go get yourself some coffee with your old guitar teacher who sent you a message saying she was in town for the weekend and wanted to hang out.
As a user, once you log in, you can search for friends.  Your profile will include people listed as “couch friends” and “coffee friends”.  Coffee friends are always good to see when in town, but you might not feel comfortable asking to stay at their houses.  You can also join and create groups to keep track of acquaintances (e.g. the kids from your high school math team or your frat brothers).  Searching can be done by a specific location (e.g. Queen Anne hill), a general region (e.g. China or Asia), or you can search for specific friends and plan a vacation around free places to stay.  The server will also tell you if any of your couch friends have couch friends in the area.  They might be fun to have coffee with.  Of course, you have complete control over who you contact, and who can contact you.
The concept of social networking sites is very popular these days.  We believe highly mobile people (such as college students and recent graduates) will have a need for such a site to prevent losing touch with the other highly mobile people in their lives.  Built on existing technology, Couch Network will offer new services to the Internet community.
A simplified version of this site will be straightforward to create.  The extra functionality that will make the site interesting can be added in stages.  This will allow the development team to assess how to implement different features each step of the way.  The additional features will be key to enticing people to continue to use the site, so a well-defined timeline is essential.
In the preliminary stages, Couch Network will need a web interface that allows user profiles, friends lists, basic location searching, trust levels, email notification, site-based messaging and people searching.  Additional features to plan for are clickable maps, advanced location searching, club and community groups, feed-back mechanisms, different language versions and any additional desirable features of which we become aware.  At each step, members of the development team will be devoting a portion of their time to market research to make sure our features meet the users’ needs.
The program will require a database backend, web server and interface, and server-side functionality.  The server will be the most complex portion of the project because the user interacts with Couch Network via the web rather than client software.  Currently, we plan to use SQL (e.g MS SQL Server or mySQL) with PHP for the server side functionality. However, the skills of the project members might cause this plan to change. The entire code base will be built from scratch.

The program will be Internet oriented for a variety of reasons.  Any sort of client-side software would cause unnecessary difficulties as we revise and refine the program.  Also, our demographic is very used to web-based social networks and would more likely start and continue using Couch Network.
As a service rather than a client program with distinct release versions, we can assure that the Couch Network team is the only group that needs to be concerned about development and maintenance. This should simplify things for the other group of stakeholders, the users.
Though we have specific milestones for various stages of the website, starting with basic functionality and growing as we add support for additional features, this development process will not interrupt user experience. Later features, and changes to current features, will in part be dictated by user feedback, to ensure their voice as stakeholders.
The team will be divided into different roles as we create, develop, and maintain the site. These roles will have overlap, and will be fluid as our requirements change during different parts of the development timeline.

Lead: The one with a good overall picture of the project, with the understanding needed to coordinate the rest of the development team and ensure good communication between different members. Also responsible for adjusting the timeline and project requirements as needed. 

Database Team: Responsible for setting up and maintaining the database aspect. Critical at the beginning of the project, but after setup only maintenance and small changes will be needed, so this team will be able to also add their skills to server integration and testing in later weeks. 

Server Team: Will likely begin with roughly four members of the development team. Planning will be crucial for this team, as they will need to create the server interactions and web server that are the foundation of Couch Network in a way that will function for preliminary releases, but will be flexible enough to expand as we add features later on. Communication with the interface team and the database team will be crucial. At points some members of the server team will work closely with members of these other teams to ensure smooth integration.  
Interface Team: In charge of creating the web interface. Preferably will include members with graphic design backgrounds. Will also be most important in the initial creation stages, and will only need to make small updates as the site evolves. Will likely also become testers as their interface workload lightens.
Market Research Team: In charge of gathering and interpreting user feedback. Will keep the project accountable to the users, in terms of making sure the site has the functionality people want. Responsible for finding the needs of non-college aged, non-computer scientists, to ensure that these demographics have some form of representation. Will also devote time to site testing, with both technical and user testing.
This kind of technology is used for social networking sites. Social networking has been done, so the technology and market is proven. Location based services have also been done, so this technology is also proven. The combination of the two is the novel element. Because of the evolutionary nature of the project, it can be re-evaluated at milestones to re-assess the best method of implementing features, as well as whether additional features should be added. We are sure we can produce a shippable product within the time-frame, and have ready additional features to add as it becomes clear whether the timeline will allow it.

