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Vision Statement

Executive Summary


The proposed project by Team pLANer will be a LAN (Local Area Network) party management system composed of a server and client written in Python for a cross-platform release. The server and client together will be a tool named “pLANer” and will allow LAN party administrators to schedule tournaments (and the LAN party itself).  Scheduling a tournament will consist of specifying meta-data for each generated tournament bracket, allowing the system to build and handle a wide variety of events. Necessary data includes when it will take place, the expected time it will take per match, how many players per team, how many teams total, the game it will be played in, and a description which can include tournament rules and other information. Optional data could consist of images or links for the specific event, additional rules like double or round robin elimination.  The different tournaments will be stored in a database on RGA’s (RPI Gaming Alliance) servers for development purposes, but release users can host their server elsewhere.  The server will also maintain a list of registered players so that they can log in and sign up for LAN parties and tournaments remotely, before the LAN party starts.  Players will have a client-side application which connects to the server to display necessary information about the LAN party.  The client will allow a player to register for a LAN party and its hosted tournaments.  Additionally, the client will be able to view tournament brackets for tournaments that are in progress and provide support for players reporting who won or lost games.  When a player is signed up for a tournament, the server will notify them via texting, email and/or desktop notification a set time before their next match starts.  

Features and Risks

Features

· Username/Password login system

· Secure password authentication

· Encrypted database of all usernames and passwords

· LAN Party scheduling

· Tournament creation for users assigned as admin

· Listing of all available tournaments

· handle tournament and match time conflicts

· Tournament scheduling within a given LAN Party

· Store Game and rule description

· Store team sizes

· Store Number of teams

· Keep track of when and where the tournament is

· Keep track of how the tournament will take place (Storing server IP’s, ports, etc..)

· Allow users to sign up

· Don’t allow scheduling conflicts without admin approval

· Keep track of signed up users and when their games are

· Tournament bracket generator

· Interface on the bracket for reporting winners and losers

· Both players must enter the same results

· Automatic notification to users some amount of time before their next game starts

· Text

· Email

· Desktop notification

· Show users Upcoming LAN parties when logged in

· Display tournaments and description when a LAN party is selected

Major Risks

· Too specialized?

· One major risk is the fact that pLANer may be too specialized. Why would someone download an application just for LAN party scheduling? A generic scheduling program might better suit their needs.

· Not enough information for scheduling conflicts?

· Another major roadblock is that scheduling tournament match times may be very difficult. Match times are often unpredictable because tournament matches could run longer than expected.

Business Case


The RPI Gaming Alliance (RGA) was the original inspiration for making pLANer.  Despite this fact, the final product will be developed in a way that applies to any type of LAN party organization, not just RGA. Therefore the target audience for this software is gaming clubs in general.  The core of the project will always stay as a robust and easy system to build and progress through tournament brackets of varying styles and rule sets.


The pLANer software will have two main types of users: LAN party administrators and gamers.  Administrators will primarily use the software to schedule the LAN party events.  Current LAN party administrators have to manually keep track of where a player in a tournament is supposed to be and when his or her next games start.  Complex cases also arise when a player is scheduled for overlapping tournaments and is supposed to be playing two games at once.  It was very hard in the past for these administrators to determine where a player was and what to do in these types of situations.  The pLANer software will greatly reduce the time and complexity currently required for them to determine which players should be where, what the current status of a particular tournament is, and also help them know when a player is available for their next match if they are signed up for overlapping times.  It will also help administrators know how many people are coming to their next LAN party ahead of time so they can plan prizes and equipment setup accordingly.  The pLANer project will also benefit the gamers who attend the LAN parties, even when they do not have to schedule them.  They will be very interested in seeing what tournaments their friends have signed up for and what LAN parties they are attending.  It will also tell them ahead of time what tournaments will be available and whether they will get a slot.  Additionally gamers will be able to form teams ahead of time, which is always an issue for games requiring large teams.

No software for specifically scheduling LAN parties currently exists.  The closest competition is generic scheduling software such as a program called Organizer 2
.  This software implements planning in a classic sense, recording events on a calendar.  However, a specialized approach should thrive for LAN parties in particular because it does not just need to store data, users need to be able to manipulate and view it in special ways.  For example, tournament brackets are very useful for viewing the state of a tournament and for reporting winners of matches.  Users will also be notified when their matches are about to start, which is almost impossible in our competitors software.

Stakeholders


The primary stakeholder for the project is the RPI Gaming Alliance.  Specifically, Brendan Ashby is the main stakeholder because he is the president of RGA.  The project idea was suggested by this group and it will be the first customer.  Team pLANer is also a stakeholder as their grades in Software Documentation and Design depends on the outcome of this project. John Sturman and Anita Kuchera are supervising the project and thus are stakeholders as well.  Lastly, Will Macaluso and Benno Lee are stakeholders as the teaching assistants for the project.

Personas

Carly Logafa

Carly is a 21 year old from Salem Oregon. She often finds herself playing TF2 into the late into the night and into the morning of the next day. Competitive play is where Carly shines, and her kill-death ratio is more important that her GPA. Carly attends the University of Oregon, and is the head of their regional gaming association. She is also planning to graduate in a few years with a degree in Art History. She is very passionate about art of all kinds.  She makes models in 3D model editors, draws cartoons, and even likes to paint with acrylic.  Most weekends, Carly finds herself organizing and running gaming events for all her friends and peers.

Carly’s 5 goals for pLANer:

1. Carly manages many LAN parties, and finds it very difficult to keep track of which ones are coming up, or have already happened.  pLANer provides Easier management of her LAN parties.

2. Since Carly is planning LAN parties, she needs to know how to set up the matches in order for it to work out nicely with one final match.  With pLANer’s built in bracket generator, this task is trivial. Other generators exist, but none that are integrated into a full fledged planning application.

3. Carly needs to know who’s going to all of these LAN parties.  It’s an easy enough job on the surface, but when players drop in and out of the tournament on a whim, it becomes increasingly difficult.  pLANer provides automatic signup and scheduling of event tournaments.

4. Carly likes to remind everyone that’s signed up for a LAN party if the date is approaching or if something about it has changed.  Now she can automatically send reminders to all attendees, and easily alert attendees to tournament specifics and changes.

5. Carly has a very open attitude and likes to have the biggest and most inclusive LAN parties around.  As such she allows external participants from neighboring universities to join.  pLANer has a built in system to allow for such a phenomenon.  
Andrew Weston

Andrew Weston is a 18 year old from Londonderry New Hampshire.  He now attends the University of New Hampshire (UNH) majoring in Philosophy as a freshman.  He has always loved games but has never played competitively.  He also got a scholarship playing football as a wide receiver.  However, after the first couple weeks of practice, Andrew was moved down to being a backup and then quit the team.  Finding a lot more free time, Andrew now plays a lot of PC games.  His favorite game is Starcraft 2 and he has become quite proficient at it using the online match maker built into the game.  Andrew was very excited to discover that UNH has a gaming club that holds occasional LAN parties throughout the semester, which sometimes hold Starcraft 2 tournaments.  
Andrew’s goals for pLANer:

1. Andrew will be able to check for upcoming LAN parties, their dates, and what games will be played at each one.  He can also register for the tournaments at these parties ahead of time to reserve his slot.

2. If Andrew is registered for multiple tournaments at overlapping times, pLANer will help keep track of them for him, instead of having to ask the administrator for help.

3. Andrew can check what games his friends are going to be playing at upcoming LAN parties and which LAN parties they’re going to attend.

4. Andrew can see his current status in a given tournament in a bracket format and easily discern who he will be playing next.  He can also look at the status of tournaments that he is not registered for.

5. Andrew is very forgetful, and doesn’t know if he’ll always remember when the tournaments are scheduled.  With pLANer, he’ll never miss another tournament.  He’ll see all the upcoming events in an easy to read way, and he will also receive automatic reminders of any imminent matches.  

User Scenarios

Scenario #1 -- Carly Logafa

Carly interacts with her computer using a mouse and keyboard and gets feedback through her speakers and her monitor.  She is interested in scheduling an upcoming LAN party that will have tournaments in Team Fortress 2, Warcraft 3, and others.  Carly launches pLANer by double clicking the icon on her desktop.  A screen appears showing the pLANer logo, a username and password field, a login button, and a register button.  Carly enters her username in the field, presses tab to advance to the password field, enters her password, which is hidden by asterisks, and presses the enter key to log in.  A window pops up informing Carly that she is attempting to log in and the server is validating her username and password.  After validation, the main window of the application appears.  This window shows Carly a list of her past LAN parties and a list of upcoming LAN parties sorted in chronological order.  On the right, there is a panel showing Carly a list of other people with pLANer accounts that are logged in.  Carly clicks “New LAN Party” and observes a new window appear with a form.  Carly enters the name of the LAN party, where it will be, and a description of it.  She then clicks on the small calendar icon next to the “When” entry and a calendar appears.  She clicks October 21st, 8pm and the calendar disappears with “10/21/2011, 8pm” left in a textbox.  Carly then clicks “Add Tournament.”  A window appears for entering information about the tournament.  She enters “Team Fortress 2” in the name field, “10pm” for the time, “5” for the team size, “Brand new ZBoard for each member” in the prizes field, and “Snipers only” in the rules and description field.  She presses “Ok” to add the tournament.  She then adds the other tournaments in a similar manner.  Having added all the information necessary about the LAN party, Carly clicks “Finish.” The new LAN party window disappears and the newly created party now appears in the upcoming LAN party list.

Scenario #2 -- Andrew Weston

Andrew, having discovered UNH’s gaming club, wants to get involved.  He goes to their website to find out how to sign up.  The website says to download a program called “pLANer” and to use it to register for the club.  Andrew downloads pLANer and runs it.  A login screen is presented with the UNH gaming club’s logo, a username field, a password field, a login button, and a register button.  He presses the Register button as instructed and is presented with a form that asks for his desired username, password, password confirmation, email, and phone number.  Andrew fills out all the required information and clicks “Register.”  He is returned to the login screen with a note saying he will receive a confirmation email to verify the email is valid.  He receives an email confirming his registration and clicks a confirmation link that was provided.  Andrew then returns to the login screen and enters the username and password he registered and pressed “Login.”  A window pops up informing Andrew that he is attempting to log in and the server is validating his username and password.  After validation, the main window of the application appears.  This window shows Andrew a list of past LAN parties and a list of upcoming LAN parties sorted in chronological order.  On the right, there is a panel showing Andrew a list of other people with pLANer accounts that are logged in.  Excited, Andrew double clicks on one of the upcoming LAN party entries.  The window transitions to a display of just the details of that LAN party.  It shows a list of the tournaments taking place and general information about the party.  On the right, the list of users logged in is now a list of users attending this LAN party.  One of the tournaments listed is for Starcraft 2, and “Slots: 5/16” is displayed at the bottom of the listing.  Andrew sees a “Signup!” button, but it is grayed out.  Putting his mouse over it reveals a tooltip saying he must register for the LAN party before he can sign up for its tournaments.  At the bottom of the screen he sees a “Register for this LAN party!” button and clicks it.  His username is added to the list at the right and the “Signup!” button is enabled.  He then clicks the “Signup!” button and notices it now displays “Slots: 6/16.”  Andrew takes note of the time of the tournament and the date of the LAN party and then closes pLANer by pressing the “X” in the top right of the screen.

Schedule

Iterations span roughly 2 weeks, with the first listed iteration specifically running from the third to the 16th of October. We are following the advice of the TAs and are following a “Wide and Shallow” iteration method for our feature development. Progress is primarily mapped to front end development and back end development. Initially pLANer is abstaining from focusing on a specific feature’s styling or layout. As a group we are rapidly implementing overall feature list before tweaking individual elements.

	Iteration 1: (October 3rd to 16th)

	A rapid GUI implementation, with basic login and register functionality.

	The front end needs methods to send client user name hashes for a secure login handshake.

	Basic GUI object created to display login screen, no advanced styling at first.

	For back end, a simple way to send receive login hashes and new user information

	Iteration 2: (October 17th to 30th)

	Implement initial core bracket management mechanic.

	Provide a front end layout for currently running events, center on a method to enter contestant data and get back basic brackets.

	Display GUI elements based off user roles (admin, user, etc..)

	Needs to tell server what brackets already exists and their status. Implement method to receive new event data, and add to currently running event table.

	Iteration 3: (October 31st to November 13th)

	Admin can schedule LAN party

	Users can view and register for scheduled LAN parties.

	Admin can add and edit tournaments with all information.

	Iteration 4: (November 14th to 27th)

	Send users notifications for when their games are going to start via texting, email and a desktop notification.

	Full tournament bracket viewing and updating.


Contributions

Every member of the team contributed equally to the Inception Deliverable and worked on all aspects of it to an extent.  However, each member “owned” specific portions of the report, which were then edited by other members in a collaborative effort.  The specific assignments of each member are detailed below.

Brendan Ashby worked on the iteration schedule primarily.  There were actually two versions of the schedule. At first, Brendan was outlining too much on how things would be accomplished, but through group member input the iteration layout was formatted to the current iteration schedule to follow along closely to the example inception given on the class website. He also worked primarily with Alex Hunt whenever Alex needed help on something he was writing. He was also the primary author of Carly’s use case.

Michael Casper worked on the personas and user scenarios.  He also worked on the project schedule, which later needed to be revised into iterations.  He also contributed to business cases.    

Alex Hunt worked on the Executive Summary, business case, features, risks, and stakeholders for the vision statement.  He also worked on the user personas and scenarios with other members of the team.

Jon Skurka: I primarily worked on the Features and Risks. I also contributed to the business case and user scenarios sections.
Status

What did we do this week?

· Finished Inception

· Developed a project schedule

· Further discussed backend implementation

· Wrote some more code

What are the impediments or risks?

· Deadlines

What are our plans for next week?

· Discuss Elaboration Deliverable

· Improve project schedule

· Work on GUI

· Work on secure SSL Handshake for client connections

· Get basic database communication working

· Continue to write code

Team pLANer
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