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Hearts Experimental Remote Transportable System

Life Cycle Objectives review #1

This document elaborates on the objectives, risks, costs, and feasibility of creating a multiplayer, cellular phone-based card game by presenting a Life Cycle Objectives(LCO) review of the current plan. The LCO review has been broken into the following five parts: Operational Concepts, System Requirements, System and software architecture, Lifecycle plan, and Feasibility Rationale. 

Operational Concepts – What is it?

HERTS is a multiplayer version of the classic card game Hearts that everyone knows and loves. It does not provide AI support so you must have four players to play.  This midlet and servlet program will allow four people to connect their phones to the server and let them play the game Hearts with each other. The players will be able to see what cards they have and any cards that have been played by looking at the display on their phone.  They can select which card they want to play by using the arrow keys. The game will keep score for each successive round so that you can determine whom the overall winner is after a certain point total is reached. The specific rules for our implementation Hearts will be detailed at a later date.

System Requirements – What does it do for us?

HERTS allows the user to play a game of hearts with three other people. It will not make you rich and it will not make you more attractive, but it will provide you with a fun game to play with your friends or to play with strangers any time you feel like it.  It will also provide a multiplayer entertainment option that is missing from many cell phones today.

System and Software Architecture – How?

This program will be broken up into several modules so that they can be easily implemented. The two main groups of modules are the servlet modules and the client modules. In every game, there will be one servlet application running and four client applications running. A common TCP/IP messaging interface will send updates between the clients and the server.

The following diagram illustrates the broad layout of this architecture.






The midlet would basically be a dummy application containing:

· A GUI that displays the player’s hand and the currently played cards.

· A selection method for picking a card to play.

· Messaging methods for playing a card and login/exit.

· NO real game logic.

The servlet would contain the remainder of the program:

· The game logic and a master deck of all 52 cards and their current states.

· TCP/IP connections for each player connected to the server.

· Messaging methods for updating the clients.

· Scores for each player and other information.

LifeCycle Plan – Who wants it? Who’ll support it?

Who wants it?

Technological development in personal computing is largely driven by two industries: Commerce and Entertainment.  The entertainment industry is broad and powerful because it has an established user base and is diverse with many outlets for expansion. People who are comfortable with cellular phones have also probably been exposed to and are comfortable with some form of electronic entertainment.  Thus, our product aims to please the following targets:

· Any child, teen, or adult that likes to play games and is interested in multiplayer gaming experiences. (In our case, Hearts)

The category of people who know how to play Hearts is very big, due to MS’s inclusion in Win98 and later, and many of these people would like to actually play hearts against their friends or other human beings rather than against MS’s AI.

Who’ll support it?

HERTS needs a server to run on, so a server administrator would be needed to upkeep the HERTS server. If enough people started playing HERTS, multiple servers would be needed, located perhaps in different regions of the world so message delays would be kept at a minimum.  Upgrades to the HERTZ servlet can be easily accomplished on the server side, but if an upgrade require the Midlet to change, there must be some way to notify users about the necessary upgrade and to provide users a way to obtain the new midlet.

Feasibility Rationale – Is this really true?

Yes, this is really possible for the following reasons:

· None of the cell phones we observed had a four-player game available, meaning that our game will be unique and desirable.

· HERTS does not parse or rip out any data from external web sites or services, as many phone applications do, meaning that changes to external factors will not cause our program to cease functioning.

· HERTS’ midlet application is easily programmable and mostly just follows GUI update messages sent from the server.

· HERTS’ server application can be built separately from the midlet application as long as a messaging interface is rigorously specified.

· The server’s game logic module can be implemented separately from the actual TCP/IP interface as long as the functions for the messaging protocol are accurately specified. The Java libraries for establishing TCP/IP connections will be used to quickly implement the messaging modules.

HERTS does have risks associated with its development:

· The display size of current cells phones limits the complexity of displayable information.

· With the rapid development of cell phone technologies, we may find that our HERTS game quickly becomes obsolete due to rival development teams with more time and resources than we have available.

· It may be that demand for our game is not as high as we anticipate and that no one will want to play it or that people would prefer playing Hearts with a regular deck of cards to HERTS.  This would mean that the development time and human resources used would be wasted.

With sufficient forethought, this game could be created and tested within a two-week period. First a messaging interface must be created, and then with four to six engineers these three components can be divided up, implemented, and tested within a small amount of time available, barring any major unforeseen problems.

Conclusions

HERTS allows people to play the fun card game Hearts with their friends. It provides entertainment and interaction for cell-phone users wherever they are, and may become an addictive and highly marketable application for getting more people to buy cell phones. The application can be modularized into several modules, most notably the client, server, and messaging components. Only a server admin is needed to keep the system running once the product reaches the market and the idea is feasible, practical, and maybe even possible within a two-week development cycle.  We believe that this project is a good first step into multi-user cell phone environments and that the lessons learned could be useful in future endeavors.  We recommend proceeding with this project.
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