EECS 481 Project 1

Guess What?  Guess Who?

Winter 2004
Important Dates

CEOs chosen:




08JA04

Project Assigned:



08JA04
Managers Chosen:



by 13JA04

Teams Chosen:



13JA04  (Career Fair)
Planning Documentation Due:

20JA04
Process Document Due:


22JA04



Alpha Implementation Due:


03FE03  11:59pm
Project Delta Introduced:


approximately 03-04FE04

Final Implementation Due:


06FE04  11:59pm
Final Documentation Due:


12FE04



Project Goals

· Establish organizational structure to accomplish project goals;

· Implement functionally correct board game;

· Develop GUI that has look and feel of original board game;

· Develop consistent interface with opposing team;

· Supply planning documentation including organizational structure, project plan, and requirements;

· Supply final documentation including commented source code, project analysis, and user manual;

· Develop process for version control of software product;

· Develop process for change control of software product;

· Develop naming standard for use on software product implementation;

· Adjust implementation to significant specification change late in product lifecycle;

· Establish website to maintain current status of all of the above.

Deliverables

	Deliverable
	Due Date
	Description

	Planning Document
	20JA04
	Due in hardcopy.  The planning document contains a diagram (with description) showing the organizational structure used to implement the project.  A project plan is included that breaks down the entire implementation (process, product, documentation) by task, shows start and completion dates, and resources assigned.  Finally, the planning document has an itemized list of requirements that the project must meet in order to be judged a success.  Requirements may come from this document, the customer, and the end user.

	Process Document
	22JA04
	Due in hardcopy.  The process document contains a description of the tools, approaches, philosophy employed for version control and change control.  Also included in the process document is the data naming standard that will be used for the alpha and final implementation.

	Alpha Implementation
	03FE04
	Due on CD.  Includes all deliverables above.  Working code and interface matching the original requirements and project specification.

	Final Implementation
	06FE04
	Due on CD. Includes all deliverables above.  Working code and interface matching the modified requirements and project specification.

	Final Document
	12FE04
	Due in hardcopy.  Also due on CD including all deliverables above.  Included is the commented source code for the final implementation of the project.  Also included is a thoughtful project analysis discussing the failures and successes of the project implementation, with particular focus on the process.  Finally, this document must contain a user manual clearly describing how to install and play the game.


Project Roles
Chief Executive Officer (1.1 x pay)
This individual is in charge of all components of the project, including the product, process, (and documentation) teams.  This manager must ensure that the original project description and requirements are satisfied.  The manager is also responsible for ensuring that the implementation strictly adheres to the information given in the planning document.  The manager ensures timely completion of tasks.  The manager is responsible for the overall success of the project.

Product Manager (1.05 x pay)
This manager is responsible for the successful implementation of the product portion of the project.  Specifically, the manager is responsible for the game implementation, interface with the other group, and Graphical User Interface.

Process Manager (1.05 x pay)
This manager is responsible for the successful implementation of the process portion of the project.  Specifically, the manager is responsible for the version control process, change control process, and data naming standard.

Documentation Manager (1.05 x pay)
This manager is responsible for the successful implementation of the documentation portion of the project.  Note that this role might be consolidated into the Product and Process Manager role at the discretion of the CEO.  The manager is responsible for the planning document, process document, final document, and website.

Project Liaison (1 x pay)
This manager is responsible for all communication between the group members and the customer.  This role includes the setting up of meetings between the group member and the customer.  Any questions from the group members will be channeled through this person.

Project Description

The overall objective of the project is to implement the Milton Bradley board game called ‘Guess Who?’.  The implementation should have at least the functionality of the original board game, and possibly additional functionality as your creativity allows.  
The course staff is the customer for the project.  All customer related questions should be between the liaison and course staff.  The end user is a 2/3 grade class in Brighton, Michigan.  Requirements will be gathered from both the customer (course staff) and end user (elementary class), and final demonstrations will be made to both the customer and the elementary class.

Teams are allowed/encouraged to communicate with each other regarding all aspects of the project.  However, please review the policy on collaboration and cheating before doing so.  If in doubt, please ask a member of the course staff.  Source codes from each team will be compared against each other for similarity.

Further specification of the computer implementation follows.

The board game should function only in single card mode.  That is, it is not a requirement to implement challenge mode, where two face cards are drawn.

All games will be played in human-human mode.  That is, it is not necessary to implement any Artificial Intelligence for human-computer mode, or computer-computer mode.  All games will be played between two human players (either on the same team (e.g., red-red) or opposing teams (e.g., red-blue)).  

All questions (attribute queries) will be answered by a human.  It is assumed that the human will always answer the question truthfully.  The player has the choice of either flipping the cards manually, or allowing the software to flip the cards automatically based upon the response to the query.  

The implementation shall have 24 face characters, similar to the board game.  The character attributes are as follows:

· gender = {male, female};

· earrings = Boolean;

· eyeshadow = Boolean;

· hat = Boolean;
· hair dark = Boolean;  //implies brown or black hair

· hair color = {white, brown, red, yellow, black};
· bald = Boolean;

· facial hair = Boolean (dependent upon mustache and beard);

· mustache = Boolean;

· beard = Boolean;

· eye color = {brown, blue};

· glasses = Boolean;

· ears protruding = Boolean;

Combinatoric questions are not allowed nor required in the implementation.  Questions such as:  ‘Is the person wearing a hat?’ are legal.  Questions such as:  ‘Is the person’s eye color blue and hair color red?’ or ‘Is the person wearing a hat and does the person have a mustache?’ are illegal.

The final implementation should not be web-based, but should be separate executables.  It is preferred that a group member will provide hardware for development and demonstration of the team’s source code.  However, course staff can provide two laptop computers: one with Windows XP and one with Windows 2000.  Staff-provided laptops will be available for final demonstrations (if necessary) and occasionally for interim testing throughout the project lifecycle.
Project Perturbations
Pick one perturbation for implementation in the final version.  Both teams must pick the same perturbation.
· Implement challenge mode, whereby a player may pick up to four face characters.  All questions must allow a Boolean response and be in the form “Do any of the characters …?” or “Do all of the characters …?”.

· Implement a mode where a human player can play against a computer.  The computer must have some level of sophistication to its questions.  That is, the questions from the computer player cannot be randomly generated.  Three play modes are possible:  human vs. human, human vs. computer, computer vs. computer.

· In the original specification, there were X faces.  The layout of the faces was Y x Z =  X, where Y and Z are fixed.  Implement a new version where the player chooses Y and Z, such that Y x Z ( X.  If Y x Z < X, then the game chooses a random subset of faces.
· Rather than cartoon characters on the face cards, use digital photography and capture real people.  If possible, use photos of students currently enrolled in the class.  Update attributes to reflect new face characters.

Grading Scheme

(Product + Process) * Contribution ( (X/50 + Y/100) * Z/1.0

Product Points

· Planning document





20 pts
· Organizational structure




5 pts
· Task breakdown





5 pts
· Requirements






10 pts
· from project spec

· from customer

· from end user

· Alpha implementation





25 pts
· Functionality






15 pts

· Compliance to Requirements




5 pts
· Compliance to Project Specification



5 pts
· Customer/End User Evaluation



5 pts
Process Points

· Process document





15 pts
· Version Control process




5 pts
· Change Control process




5 pts
· Data Naming standard





5 pts
· Final implementation





40 pts
· Functionality






30 pts

· Compliance to Perturbations




5 pts
· Process ‘stability’ in context of perturbations

5 pts
· Final document





20 pts
· Commented source code




5 pts
· Project analysis with focus on process


5 pts
· User Manual






10 pts
· Website






10 pts
· Representative of project

· Presentation






15 pts
· Representative of project

· Comprehensive knowledge of product/process

Contribution Points

· List of 10 unique contributions to project submitted by individual

· Evaluation by peer group of size 3-4 submitted and signed by (sub)group

· Evaluation by direct supervisor

· Evaluation by all (subset) of subordinates

· Evaluation by course staff

