Team structure, schedules, test assignments, and risk assessment

The team structure for OpEnSpAcE is roughly based on the business-team model where each member has equal status as well as equal share to contribute to the project. With only four people in a team, instead of having a technical lead, all the members will be responsible for over-seeing the project and keeping each other updated. Four members will be divided into two groups to implement the four core components:

1. Server/Network Team – David, Mikiko

2. 
Client Team – Jung, Calvin

The tasks for the server/network team are divided into two parts as the name suggests – server and network. David will be implementing the server and his responsibilities are to make sure the server is able to handle multiple user connections, run simultaneous games on multiple threads, be able to communicate (listening and sending commands) with clients, and keep track of individual game states and scores. The network part will be handled by Mikiko and she is to make sure the clients have constant connection with the server and keep in sync with other clients as well, and messages are correctly routed without errors between the server and the clients. 

The client team will be developing the graphical user interface and the client side of the application. The tasks for the GUI component are to create a user friendly interface that has four components – log-in screen, wait room showing lists of available rooms to enter, illustrator’s interface during game play, and assistants’ interface. Jung will be responsible for this job and Calvin will develop the game play components such as synching brush effects and chatting between clients, switching between illustrator and assistant mode, and switching between game browsing mode and game playing mode.

The division of the groups is only temporary and once the high priority features are completed, all four members will pool together to integrate and produce the lower priority features such extra brush effects, avatars, and database system.


Since the given timeframe is relatively short, time management is crucial to the success of the project. We will use the Staged Delivery practice in which software is developed in stages with the most important capabilities being developed first. We will develop the most high priority features (server/networking and GUI) in week 1 and 2 and integrate them. In week 3, refinement of the already establish features will take place as well as adding of lower priority features. There will be a release to a limited group of testers and feedback will be gathered. In week 4, features will again be refined according to the feedback gathered from the first beta release and more features will be added. In the final week, feature lock and final heavy testing will take place. It should be noted that there will be a constant testing throughout the entire process.

To be able to successfully complete the project, there are few risks that must be addressed and mitigated. They are as follows:

1. Custom Server/Client architecture is too difficult to implement in the timeframe given. However, current tests of the built in Java libraries have lessened our worries over this risk.

2. Many graphical effects provided in game may be too difficult to implement. 

3. Feedback may indicate issues with core components of OpEnSpAcE game play, but we will not have time to go back and redesign them. 

The first issue has already been mitigated through a simple server-client interaction demo that David put together. In this demo, the server accepts incoming connection from a client, transmits data (a command to change the display color of the client’s demo window) to the client, and the client accepts it (and changes its display color). This demo coded entirely in java shows that the server-client architecture is relatively simpler than expected. For the second risk, we will start out with the simplest graphic effects – a pen and a brush – and add different effects as the time progresses. Whether or not we can implement fancy effects still requires more research for a better assessment. Even if the fancy effects cannot be implemented, the simple brush effects already in place will be sufficient enough to enjoy the game. The third risk cannot be assessed until about week 3 in our initial schedule when we actually have the first test release out. This may be a bit too late in the schedule to redesign the core components. Since it will be hard to mitigate this risk when it does comes up, we need to try our best to prevent it from happening through series of heavy testing before the actual release takes place. The test should make sure at least the core components work without any issues.
