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project

challenges

complex — more than just writing a few functions
short time — work collaboratively
need to organize!

questions:
what is the project goal?
what is success? metrics?

© arjf 2009

Tufts



Tufts
software engineering

“technique is a process of refinement that characterizes
formalized knowledge.” irsosps

not just common sense!

continuous iterative improvements

design (in software context)
“do things intentionally”
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project

consider:
scope
architecture
planning
testing
implementation

how:

answering risk with “design”
game design vs. software design?
architecture, code, etc.

development and testing
documentation
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team responsibilities

typical team work in game development: irsospp.s46-547

prepare development plan

gather technical requirements for game
=> s/w requirements document

design software system that supports the game features
=> s/w design description

construct the software
=> code documentation

prepare and execute test plan
prepare and execute deployment plan

caveats

assumes game design already completed
linear process!!
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Tufts
team organization

who does what?

collaborative teams (concurrent vs. parallel)
fluid membership (?)

communication and documentation are key!

management vs. leadership e

possible distinction:
management = do things right
leadership = do the right thing
again, not just common sense!
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communication pathways

change proposal and control protocols
design documents

requirements document

software architecture

development plan

milestone schedules

top 10 risk list

more: [FS04] pp.557-559
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communication tools

collaborative authorship
GoogleDocs
Wiki

version control systems (code)

CVS
Subversion

integrated tools
sourceforge.net

architectural framework / design language
sai
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software architecture for immersipresence

components

[icse2004]

architectural style connectors

constraints

graphical notation
open-source middleware

mfsm.sourceforge.net

sai 200-) funding: imsc (nsf)
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- ) MFSM'|["modular flow scheduling middleware'- Mozilla Firefox _ X

File Edit View Go
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MFSM || modular flow scheduling middleware

Alexandre R.J. Frangois
hFSh Is an architectural middleware implementing the architectural abstractions defined by the SA| style for design, analysis

and implementation of complex integrated systems invalving distributed asynchronous processing of generic data streams. The
project comprises cross-platform foundation classes, modules, examples and tutorials.

oNEL] || docs || modules || tutarials | links

announcement

The project is currently undergoing a major porting effort: versions above 0.7 (0.8 is currently under development), are as cross
platform as possible, and targeted for the GCC compiler.

‘Yersion 0.7 is the last targeted for M3 Visual C++ (B.0). MF3h version 0.7 is stable, and in regular use in several research
projects. All related material (including documentation, examples and ftutorials) can be downloaded from the F Sk project site
on SourceForge.net. The old MF3M web site, corresponding to MFShA 0.7, is still available online, at:
mfsm.sourceforge.net/hAF 3hvi_0.7

The new MFSkA website reflects the progress in code porting/development and documentation writing for version 0.8, for which
all material is available in the WIFSh project's CVS repository on SourceForge.net.

documents

User Guide
Reference Guice
glossary

FAQ,

modules

Connected Components: labeled components from binary image

Dfg1394Input: DFG FireWire video interface input under Linux (uses Unicap)
Difg13945terenlnput: DF G FireWvire video interface synchronized stereo input under Linux (uses Unicap)
Image: generic image node

Joysticknput: joystick and gamepad input (events)

Luy: RGB/Luv color conversion

Pwelnput Philips webcam input under Linux

PwecStereolnput Philips webcam synchronized stereo input under Linux
RGBChangeDetection: adaptive statistical color model-based segmentation
Scripting: shortcut functions to instantiate and connect application graph elements.
Stencil: paint image solid color inside or outside hinary mask

RiWindows: image display in an %11 window

Yuw: RGBMYuv color conversion

‘ Done



reasons teams fail

methodology shortcuts
worthless methodologies
loss of scope

unrealistic schedule
poor estimations

too much enthusiasm

more: [FS04] p.572
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