Milestones and Issues (Updated August 1st)
Week 1:


Server:

x Integration of the proposed string packet format should be finished by the end of this week. 
x Integrating the commands sent by the client GUI component currently written needs to be done by end of this week. However, see note about client.

Client:

x ISSUE (resolved): Client currently draws to screen using a list. This is highly inefficient and does not work well with how the server handles information transfer. This code currently needs to be rewritten and optimized for internet transfer. Currently uncertain as to when it will be resolved, but expected within the next few days.

General Tasks:

x Need to decide by end of week how game states will be handled. Currently, server has a bare-bones skeleton GameState definition.


x Bugzilla databse needs to be set up (COMPLETE, team, please see the 

email I sent out for connection information)

x CVS repository needs to be set up to be accessible via attu for us all.

Week 2:


Server: 

- Gamestate module handling the maintenance of a server’s handling of multiple games and their states should be finished by Wednesday. (Delayed, pushed to early week 3)

General Tasks:

x All four members will regroup to focus on ensuring that connectivity is finally working, and we can get the black pen drawing on the screen and showing up on all the connected clients at once.
Prototype should be workable enough to get some initial user interface feedback by end of this week.
Week 3:

- Need to finish gameState class to maintain game timers, scores, and current topic tracking.

- Random topic generator.


- Round timer.

- Score keeping.
- Chat box functionality. Current box is a placeholder, and does not submit messages to other clients.
x gameRoom needs to maintain user information related to users in a game, in addition to handling message relay. (complete, though message handling may require future refinement)
x UI improvments for illustrator, assistant, and waiting room mode to produce final UI.

- ISSUE: May need to cut brush effects idea due to lack of time and delays in schedule.

- Server needs to be able to detect timed out users and remove them from the game list.

- Preliminary public release and feedback from users must be taken into account. (pushed to late in the week, due to random topic selection and chat box functionality not being implemented yet)
Week 4 (final week):

- By Wednesday, feature lock will occur, so any milestones yet accomplished should be abandoned unless they have been labeled a CORE FEATURE.

- All four members will now focus on testing the current product with the expectation that what is in front of us is what will likely ship.

