Schedule and Task Assignments

All of us are responsible for testing and debugging, however we are individually responsible for the code sections we have been working on.

Distribution of Responsabilities
Program Manager and Technical Lead: 
Katie

CircleMUD Code/Server Back End: 

Eugene

Cient Intermediary: 



Oliver

Client Front End: 



Ethel

The word "major" refers to game aspects that have a major effect on the client, such as the skill system, item creation framework, and anything that requires a button. Major game design require the creation of a new method in the client or a new UI component. While not exactly trivial, "trivial" game features do not require any modification of the client or UI, but are aspects of the game such as creating new (vital) objects, having animals drop objects occasionally, or changing the player skill system to include cooks. Of course, we will try to be as complete as possible before each deadline, but if an important feature such as the chat box becomes obvious only in week three, it will be added in week three as necessary.

Milestones (as of week one)
A - UI frame complete in client (non-functional)

B - Client connection to CircleMUD via Telnet text passing (two way)

C - Client successful text passing (two way)

D - Major game play features implemented in CircleMUD.

E - Trivial game play features implemented in CircleMUD.

G - Game design overview complete.

H - Game design complete with detail.

I - Game completeness.

This schedule will change with time, along with the game progress. Some scheduling aspects, such as the week and a half of testing and the game extras and prettiness can be reduced or eliminated if the time is needed for more essential game aspects.

Schedule

This week, week of 26th-30th:

All of us: Become familiar with the features, gameplay. and code of CircleMUD.

All of us: Work to create and improve homework/presentation LCA HW2.

Katie: Create first draft of game specs (major categories well defined).

Define architecture specs.

Eugene: Become familiar with CircleMUD C code and capabilities.

Oliver: Become familiar with C# and MSVC client creation. 

Investigate telnet connection.

Ethel: Become familiar with MSVC client creation.

Week One, (May) 3-7:

Katie: Design game features and modifications, major and minor UI-changing. G
Eugene: All major game specs documented by the end of the week. 

Also, half of major game specs implemented.

Oliver: Initial telnet connection functional. B
Ethel: UI shell up. A
Week Two, 10-14:

Katie: Game specs for non-UI changes, work on HW3 (due 13th). H
Eugene: All major game specs implemented by the end of the week. D
Oliver: Client successfully passing text information. C
Ethel: Display of client text functional. C
Week Three, 17-21:

Katie: Assist with other areas, or work on extra features. I
Eugene: All essential non-UI-changing game features complete. Work on extras. E
Oliver: All basic features implemented. Work on extras. I
Ethel: All basic features implemented (including login). Make UI pretty. I
Week Four, 24-28:

All: test, finish up, prepare beta (due 26th). Bug fixing.

Final Week (incomplete- ends on a wednesday), 31-(June) 2nd:

All: complete testing and prepare for final demo.

