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BUGHOUSE

Operational Concepts 

Our proposal is to create an online system for playing Bughouse, a four player variant of chess. Two teams of two players play each other with mostly normal chess rules, with the exception that pieces captured by a given person can be used by that person’s partner. Their partner may, instead of moving an existing piece, place the captured piece anywhere on the board. It is a very fast paced and much flashier version of a regular chess game. The goal of our proposal would be to produce a product designed solely for Bughouse play, with a GUI and graphical layout designed first and foremost for team play. This would distinguish our proposal from other online chess services, such as Free Internet Chess Server (FICS) and Internet Chess Club (ICC), where Bughouse functionality is more of an afterthought.  The target audience of our Bughouse project is anyone who enjoys playing online strategy games such as chess.  Players will be able to test their skills against people from all over the world.
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System Requirements  

Once major feature is to provide a chat room where players can meet and create their chess teams.  The chat feature will also be available the game has begun for strategy discussion, the occasional taunt to opposing team, or just general chat.  Bughouse is designed for team play.  It allows 4 friends, or 4 complete strangers to come together and play.  


The game will be run inside a browser to allow players running any operating system to play the game.  Another feature will be a standings or statistics page that will allow players to see how they are doing compared to others.  This feature is important because it allows players to have a visual confirmation of their progress compared with other players.  Player profiles will also be available which include a login name, a personal description, and a rating determined by your play history.

System and Software Architecture 

We are planning to use Java for the majority of our code. We are most familiar with this language and it provides support for both browser based games or stand alone application type games.  We will also use SQL for the database of player profiles and player rankings.  A web server will need to be created in order to host the game page, statistics page, etc.  Some components to the actual game will be the User Interface which includes the game board and pieces, and also the chat room.  The game rules will be another component along with the web server code and database code. 
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Lifecycle Plan  

Assuming that we don’t actually begin working on the proposal until the beginning of next week (hopefully we will start sooner), we have 8 weeks to work on this project. Our major goals would include: completing networking code sufficient to connect 4 clients to either a separate master server, or one of the 4 clients acting as a host, building a database to update and store player profiles and ratings, completing a GUI sufficient for fun and entertaining Bughouse play, and completion of code capable of running the Bughouse game itself. Ideally, with a team of five to seven people, we could split up and work with teams of one to two people on each section, with the goal of having a testable build by the end of the fifth week of coding, leaving three weeks for QA and additional features.
Feasibility Rationale  

With 7 developers available we will have a variety of skills available.  Each section of the code could have 2 people assigned to it.  The people with who have strong skills in a certain area would be working on code related to that area.  Proper planning of the code layout will help make a smooth transition when separate pieces are completed and put together.  


The largest risk is the fact that the project could just be too big to complete in the given time.  There is also the issue of lack of experience with certain areas.  Not all group members have taken the same courses, everyone has a different set of skills.  For example, if we lack any previous networking experience, that part of the project will be very difficult to complete.  One of our assumptions is that with a large group we will have at least 1 group member familiar with each of the areas required for this project. 
