Tutorial
Week 4

Semester 1, 2004
School of Information Technology and Electrical Ergpring
The University of Queensland

Goals:

To explore an innovative way of learning aboutgbé&ware process.
Strategy:

Play the Problems and Programmers card game.
Preparation:

Prior to the tutorial, read the attached instrudifor the card game (Problems and
Programmers developed by Alex Baker at the Universityadifornia, Irvine). This
preparation is important since playing the game wkiéttne full tutorial. The game’s
objective is to illustrate the following concepts:

Failing to dedicate an appropriate amount of timédcumentation early in the project
leads to problems later on.

If coding is rushed, the project will often take leng
The sooner bugs are found, the less negative impacitdyave on the project.
Code inspections will reduce cycle time by allowingtfee early detection of bugs.

Skilled programmers may still cause problems if they aesponsible or do not follow
proper software engineering practices.

Adding more programmers to a late project often makeseit.

Templates for printing a deck of cards for the ganeeaanilable from the course web site, if
you want to print a set of cards for your own use.ifiohl information about the game is
available atvww.problemsandprogrammers.com

Procedure:
1. Form teams of two. These do not need to be from the aasignment team.
2. Find another team of two to play against, preferédoign another assignment team.
3. Get a deck of cards from the tutor if none of the fdayers already has one.
Required Outcome:

All participants should have experience with the Rnois and Programmers card game.
Students are encouraged to play additional gamesrtduggher familiarity with various
aspects of the game. The game will be the basis of assig2maad will be a discussion
topic in the final individual assignment.



