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1. What was your assigned role on your team?

I was assigned to be the GUI Designer with the secondary task of toolsmith.

2. What was your single greatest technical accomplishment or contribution to the team project? What concrete evidence have your produced of your contribution? Be specific.



My greatest technical task was the overall creation of the GUI for the program. Jay assisted with the CreateGameWindow character selection menus, but all of the remaining GUI code was written and designed by me. This was a major accomplishment for the team and me as none of us has experience with Swing in any depth. In the final release there are 16 GUI classes that represent a major part of our overall code. Much of this was created with a GUI Builder but when logic had to be added I still had to understand it and manage the integration with the lower level system. For not being planned into our original 205 design I don't think the GUI could have gone much better with our lack of experience.

3. Discuss other major contributions to the project. Be specific; don't generalize about how you assisted here or helped there. If you contributed to a shared task, make it clear who helped and who was the major contributor (or person primarily responsible).



During stage 1 I assisted both Mike and Ryan in creating the movement system in Board, Location and Space as I had designed those classes during 205 and had experience in how the methods were to function together. Along  with the early GUI this was my major time expenditure during the first stage. I also designed all of the images for the game, minus the board image itself that I helped Shawn create in Illustrator, and the Location images which Ryan created using the Photoshop template I made for the evidence cards. 

4. Explain how you contributed to the group on the non-technical side. You might consider issues such as communication, cooperation, participation, reliable, quality of work, leadership. Did you conduct meetings, lead phases, solve personnel problems, coordinate tasks, allow the team to meet at your apartment, bake cookies, etc? Describe how your group was better because you were a member.


For many of the meetings early on I brought cookies to the meetings to try and keep the team positive during the stress of beginning implementation. As Designer of the GUI I coordinated the integration of the GUI with the rest of the system and kept people updated on its status. Since I was often with other members of the group to work  on small problems (Jay and I came into 206 with the broadest knowledge of the design) I severed as a communications gateway to Shawn, Mike and Jay during much of the quarter as I am sure Ryan will mention. I was generally referred to as Shawn's Cell phone. I also was normally one of the first people to arrive and last to leave at all meetings, which was more of a hold over from my time as manager during 205. I think as a whole our ability to work as a team and enjoy group meetings is an asset each member of the team brings to the group.

5. From your status report data, determine the average hours you worked per week and compare it to the planned hours per week. Show all calculations.  From your team defect tracking system, determine the total defects you reported and the total you resolved


According to my data for the first 9 weeks of the quarter:

       8.50 + 6.00  + 7.75 + 24.50 + 19.00 + 3.00 + 5.25 + 9.75 + 18.5 / 9 = 11.36111 hrs

And it was expected that I would work 12 hours a week, so I came in close to the budgeted time.  You will notice 2 weeks together that are much below average, I explain those later on in my mistakes section. 

Element tool has 19 fixed bugs, 2 closed bugs done by me, and 7 bugs I reported, which all have been fixed either by me or other members of the team.
6. Reflecting on our mistakes is a good way to learn from our experience.  Describe any significant mistakes that you made as an individual, and describe what you learned from those mistakes.


My one major mistake of the quarter was a side-effect of my personal issues during mid-February which basically resulted in my living in the UU/Jay's House/My truck for 2 weeks. During this time I was dealing with leases and finding a new place to live. As such, I did not devoted the needed time to the project during a crucial time, as can be seen by the time-log. Since I was confident that I could still finish everything, I did not ask for help doing my classes as others were busy, and since I had never been late before Ryan assumed the work was getting done. This was sadly not the case, and I had a lot of GUI work to do in a short time during weeks 8 and 9. Luckily I was able to get everything done in less time that we has predicted, but by not keeping a proper level of visibility I put the project at risk. Had those 2 weeks been spent on the project, I am confident our GUI would have been more appealing in appearance and more streamlined in code, and for that I am sorry to the team who had faith in me. I did add my transient lifestyle to the risks list though!

7. What major mistakes did your team make on the project, and what did you learn from the experience?  Don't limit yourself to simple technical errors; you can also discuss procedural mistakes, team management and coordination, group dynamics, or any other relevant issue.  


Overall the team did very well this quarter. As a group we have really grown since the first few weeks of 205. With that said we still have problems with no one person being the strong leader. We often would make decisions in meeting but there would be no official decree sent out saying this is what is truth and all else is lies. This caused confusion or neglect of issues. For example, once an item was passed in change control, there was no one to really enforce that the change was made, a problem which I ran into as GUI designer since many of my requested changes did not seem important to the lower level class coders.  The lack of leadership is not really a fault of Shawn, I had the same issue in 205, it is more a problem with the group as we all have strong ideas and like to discuss things, but no one wants to enforce their views on the others, generally. The change control issues also were perhaps a side effect of Shawn being totally removed from the coding aspect of the project. 


Another issue the team had was over-specialization in the developers. Whenever a GUI question would come up, I would HAVE to be there or confusion would ensue. Jay was in the same boat with networking, as our detailed design from 205 did not deal with many facets of the actual code we had to create. This made whole portions of the program the domain of one person, and would put extreme stress on a few people during key times, such as the last week when Ryan had nothing to code and no way to really help as the time for me to teach him how to work with the GUI was so large it didn't seem worth the decrease in my coding load to hand off classes to him. This is probably an issue any company would have with departments or teams handling different portions of the program.

8. If you had to select from this class just one concept, technique, skill, etc, that had the most impact on you as a professional, what would it be and why? If possible, provide tangible evidence of how your behavior or attitudes have changed as a result.


There are 2 things I would put here, the first being status reporting for visibility, and the second being design planning. As I think the second is more 205, I will talk about status reporting. 


If you recall my biggest weakness in 205 was keeping a time log and doing individual reporting. This is one area where I have improved greatly over the last quarter, though I am far from perfect. Being able to gauge where each member is on their piece of the project is key to managing the team in an organized manner and reducing risks to the scheduling. I found this to be true during my trouble in the middle of Stage 2, and throughout the quarter as a whole. In any future projects, even my own personal ones, I will begin reporting on what I do each day and taking a rough time to get a better idea of my productivity and so if there is a break in development can know where to resume work. 

9. Based on the evidence you cited above, give yourself a final letter grade (on an A-F scale, plus/minus allowed) for your contribution to the PROJECT (not the course).  Evaluate yourself, not your team. Assign a SINGLE grade, not a range. You need to judge yourself clearly, objectively, and accurately. Your assessment must be based on accomplishments, not effort. Explain your evaluation of yourself (perhaps referring to evidence above).
I think I deserve an A- because I was much more successful in being organized and following process than I was during 205, and managed to create one of the larger parts of the program without previous experience in working with Java's GUI API. There are a few design issues with the current GUI, but for being unplanned in the design it had to ride on top of, I believe our integration went rather smoothly, with no outstanding critical or major defect relating to the visual aspect of the game. In the end I am proud of our program and my contribution to it.
