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Overview

Astropolis is a Windows game application to be targeted specifically towards autistic children.  Astropolis is a 3d space colony simulator, where users will be tasked with creating and managing a fully functional space colony.  They will have tasks such as building structures, managing resources, and researching new technologies.  The user will also be able to play in many different mini-games, which will be designed to evaluate and possibly treat autistic patients.  These mini-games vary from space shooters to a stealth action game.  Playing these mini-games will aid you're colony in certain ways, such as providing extra resources.  Because of the nature of autistic children, these mini-games will be event driven, attempting to give as much control to the user as possible.  These events are logged in the database so that researchers can view the data in relation to autism.  

    Our responsibility in this on-going project is to refactor a level editor for the Starjack Mini-game, and to create an entirely new mini-game.  The level editor that we are going to be refactoring was originally created to help design new levels to be played with the Starjack Mini-game.  It is a separate executable that exports XML files to be read by the main program to build the levels.  In its current form, the level editor client is very simplistic and not very user friendly.  It is a great pain to use and feels very sluggish.  Our job will be to refactor it so that it has high usability while maintaining its simplicity.  

    The new mini-game we are going to design will be the largest part of our development responsibilities.  We will be creating this mini-game from the ground up to be used with the Astropolis game.  There are many considerations that we will have to account for when coming up for ideas for the mini-game.  Our sponsor has given us a few guidelines to work with, including the possible use of tasks which ask the user to recognize faces or distinguish conversation from background noise.  He asked this of us because many autistic children have difficulties with these areas, and hopefully this mini-game can be used to help them overcome these issues.  Human Computer Interface is another issue we will be dealing with in this mini-game, and is especially important for it to be of high quality.  Thankfully our sponsor has provided us with many resources that will show us proper ways to properly handle the tendencies of autistic children. 

Goals and Scope
· Goals 
· Refactor the existing Level Editor for Starjack Mini-Game
· Fix Critical Defects 
· Improve HCI
· Add dragging interface 

· Add more graphical Icons
· Improve interface for text input

· Deliver a New Mini-Game for Facial Expression Recognition Tests
· Mini-game will be fully functional 

· Integrated into the Main Game
· Have a means of adding new faces to the game easily

· We are not responsible for creating Art assets
  

· Remove Defects from Existing Astropolis Game
· Critical Defects will be fixed when encountered
· Defects with the user interface will be addressed as time allows
Deliverables
July 30 : Level Editor 

August 4: Presentation

Risk Management
· Problems encountered while working with an existing code base. 

· We will be implementing a mini-game that is part of a larger project that is already developed.  Many of the developers are not available for the duration of our project, so we must make sure there is an appropriate amount of knowledge transferred to us.  There is documentation available for the existing project, so that will aid in our understanding as well.

· We are not experts in Autism interface design 

· We are developing a mini-game for people who have Autism and therefore we must verify that our game's interface is appropriate for our audience.  No one on our team is an domain expert in Autism, so we must rely on feedback from Autistic users and our sponsor.  The iterative releases of our mini-game will help us to constantly gain feedback on game features so that adjustments can be made.  We are also researching Autistic game design elements through various readings.

· Poorly defined requirements 

· For the level editor, We do not know who specifically is going to be using it, and what their needs are.  Currently, our sponsor has said that the requirements for this project are "up to us".  We will try to develop requirements that we feel will be best, and will also try to meet with potential users of the product.  This will be done to minimize the amount of requirements that are missing or poorly gathered.  

· Small Team 

· Our team size is at the minimum for what our process allows for.  This will end up putting a lot of extra work onto the individuals of the team.  We are trying to keep the scope of the project relatively small to help prevent this. 

· Distance from Stakeholder 

· Use of Skype to allow voice and Audio contact allowing us to be able to create "in person" meetings. This also allows us to be able to quickly access if our stakeholder is online we have also gotten his Cellular number to facilitate quick contact.

· Meetings done over video conference  

· Using skype there are issues with the software and the service. We are using my laptop so far which can be a liability but as the other group members have cameras and skype is an easy install. There is also the issue of Internet access but as RIT is well connected and we have been hosting the conferences in the team rooms I am confident that we should be able to rely on RIT's infrastructure.

Scheduling and Estimates

The Extreme Programming process we are using is designed so that programming schedules are not laid out in advance.  Instead, an iteration planning meeting will be held at the beginning of each iteration in order to decide what is going into a specific iteration.  This will also allow us to easily adapt to changing requirements.  Iterations will be 2 weeks long.
Measurements & Metrics
Individual time and effort will be tracked for each member of the team and for the team as a whole.  These numbers will be collected weekly and will allow us to see if our plan estimates are accurate.  If we realize that we are all working 15-20 hours a week and we are not meeting estimates than we will need to either scale down the scope or adjust the schedule appropriately.
            Project Velocity is a measurement that is associated with the process we are using, XP.  Project velocity measurements will involve comparing the estimated time to complete tasks versus the actual time to complete tasks during an iteration.  These measurements can be charted in order to gain perspective on the accuracy of our estimations and help us plan for the next iteration.
            The requirements for this project are not clearly defined and therefore we will want to track the volatility of the requirements to ensure that we adjust time estimations and schedules when we have a lot of changes.
Technical Process

· Process

· Extreme Programming (XP) 

· The requirements we have are not well defined so having an iterative release cycle will allow us to constantly gain feedback from stakeholders.  This will allow us to make necessary changes to features before it’s too late.

· The paired programming aspects of XP will allow our small team of 3 people to work well together.  We are all relatively new to C# and XNA so paired programming may help to eliminate some mistakes we may have encountered alone.
· Tools and Required Software

· Windows XP/Vista 

· XNA 2.0 

· Microsoft Visual C# Express 2005 

· Subversion 

