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I. Operational Concepts
Currently there are many different Fantasy Leagues available online.  We would like to build a system that will be different from others because it will not be aimed at only single users, but also for league administrators.  It will be a flexible system that will provide someone with only a personal computer to set up their own league.  This will let average users create a league exactly the way that they want to and play with friends.  With the user in complete control of his/her own league they will get more involved and get more enjoyment out of playing it.  
The leagues will be made interesting by the number of different ways that team managers (users) earn money.  The system will be designed such that it will be extremely flexible in letting the administrators change league rules.  League administrators will be able to create new leagues and add new sports with ease.  This allows for the same league to play every sport and not have to sign up for multiple leagues.  
II. System Requirements

The purpose of the Fantasy Sports Leagues is to create an interface and database that can be easily modified to reflect changes in league rules.  Categories that are specific to a given sport can be added when they are needed; the following features will be a part of the default Fantasy Sports Leagues: (and of course you can modify them)

· Team revenue (factors)

· Attendance at games

· Selling players

· Players

· When the league is created, there will be a draft where each team takes turns selecting players from the player pool

· Will have contracts, which can’t be terminated unless the player “approves”
· For a player to approve he must get paid at least as much as he is currently getting paid
· When a player’s contract expires, he will either stop playing or he will play for the team with the highest bidder

· Other features

· Team managers (users) have the option of trading players with other teams

· Have a choice to recruit players who are currently in the minor league

· For leagues that do not fill to maximum capacity, or for managers who stop playing, there will be an AI that will complete the season.
With all these features added to the new style of play, we will need a database than can withhold all of these components.  The user inputs will be off of the main website in a similar fashion to the appearance of the current fantasy sports leagues. The new interface will be in this similar style because most users will already be accustomed to the older interface.  

The information within the database has to be secured for the protection of our customers.  The database is the heart of this project and will need to be secure and efficient because it holds all the necessary information to make this project a success in the sporting industry.  

The administrators interface will have many features and will need to be very user-friendly because of the complexity of the playing platform.  We will need to provide detailed descriptions on all the different features that the admin can use to create the league that is right for them.  

III. System and Software Architecture

This system needs to have a stable architecture that will hold a server-client application. The database server will be used for storing data and a web service (TCP/IP) will be needed to access the database. Finally two client applications (one for the user and another for admin) that can communicate with the web service (TCP/IP) that provides the link between client and server.  
The following diagram captures the essence of the structure that this system will withhold:
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The web service would be using a TCP/IP connection because of the connection-oriented service that is provided.  It will provide correct and secure information without the information being lost.  The client would be running an http service that will make it easy for them to access the information through our main website.  

With this system architecture we will integrate all the necessary components of the Admin based connection to the server and the User based connection to the server.  Both connections will be similar, except for the accessibility to the server.  This is all based on password protected logins on the server.  
IV. Life Cycle Plan

The main focus of this system is for the sports fanatics out there in the world who enjoy a realistic way to feel like the General Manager of a sports organization.  Most current fantasy sports leagues fail to issue the financial portion of sports clubs.  This new system will allow the teams to prosper if they bring in larger revenue during the season.  Also this new league will be updated with real-time changes in the league as far as players and injuries go and will also include up-to-date rule changes.  Along with salary caps and other league restrictions the league will reward successful teams with more money.  While bringing in more profit, the General Manager, will be able to purchase more beneficial players for their clubs.  With all these features in mind, it brings forward a new level of realistic fantasy sports leagues to come.  This will appeal to the millions of sports fans that want to be involved with their favorite sports during the season.  

The project will be taken on by a group of 4-8 members within the next 1.5 months.  After the initial database is developed, it should have a universal application to all different types of sports.  So therefore, a group with their main focus will be on the database structure itself as it will have to be efficient.  A smaller portion of the group will have to be focused on the server-client application.  Then finally a portion of the group will have to be responsible for the up-to-date inputs that will need to be updated daily to keep the user’s interaction to the software regular.  

The timeline for this project would be a short development of a couple of months and then a daily up-keep on the system.  Other than that this system will run for as long as there are no new updates/rule changes to the sports themselves or a technological advance in bringing a more realistic sporting atmosphere into the realm of fantasy sports.  As far as a project development timeline goes, the first 3-4 weeks will consist of getting the database up and running to the specifications that are required for this system.  The next week or two would consist of the client-server application, and finally the administrative application of up-keep on the server.  Once complete, as mentioned above, the only updates that will be needed at the daily updates of scores and other information, no new software development is necessary unless additional features are requested.  We will not release our system until the testing is complete with the beta version on users among our corporation, a beta version will not be released to the public and the only software that will be used will be the final version that has been well tested and error-free. 

V. Feasibility rationale

This project is feasible because of the technology that is presented to us from other servers who run the current fantasy sports platform.  This is an assumption that the new system will be able to run a similar architecture to the ones in use today.  A risk for this project is that since the whole playing platform may differ the database structure will be incompatible to the new platform.  With the current internet the way it is, this type of system should have no problem being integrated into the world-wide-web.  Another assumption that is being made is that the entertainment value of sports will hold or increase from its current values.  This risk is very minimal because these sports have withheld their entertainment values for decades if not centuries.   Although the new system runs certain risks, they are all minimal due to compatibility and the stability of the sporting culture in the world.  

