Notenda og rekstrar handbok:
Saga kerfid

Til ad fa adgang ad saga kerfinu parf ad hafa samband vié David James Thue,
adstodaproéfessor vid Haskolann vid Reykjavik.

Til pess ad leikirnir virkni parf 8 Saga kerfinu ad halda.
Ef notandi faer adgang ad okkar grein af Saga kerfinu parf hann ad importa projectinu
sem Maven project, beeta 6llum libraryum vid sem eru i lib méppunni og keyra Web

main skranna upp.

Haegt er ad nalgast skjolun um APlinn sem vid honnudum a pessari sléd:
https://github.com/StrawberryLover/SAGA-DOC/blob/master/README.md

Texta leikur

Til ad saekja leikinn parf ad nota git. Leidbeiningar til pess eru hér:
https://confluence.atlassian.com/display/BITBUCKET/Clone+a+repository
Og slédin a leikinn okkar a bitbucket er hér:
https://bitbucket.org/Strawberryl over/textbased

Fyrir windows parf linux terminal. Vid maelum med pessu forriti:
https://qgit-scm.herokuapp.com/downloads

pad parf ad hafa prju forrit uppsett a tolvunni til ad keyra leikinn:
nodejs - https://nodejs.org/download/
npm - https://docs.npmjs.com/cli/install
bower - http://bower.io/

Pvi naest skal keyra pessar skipanir i réttri rod
npm install
bower install
grunt

Eftir ad grunt hefur keyrst skal opna vafra a http://localhost:8091



https://github.com/StrawberryLover/SAGA-DOC/blob/master/README.md
https://confluence.atlassian.com/display/BITBUCKET/Clone+a+repository
https://bitbucket.org/StrawberryLover/textbased
https://git-scm.herokuapp.com/downloads
https://nodejs.org/download/
https://docs.npmjs.com/cli/install
http://bower.io/
http://localhost:8091/

Unity prividdar leikur

Til ad spila leikinn er n6g ad keyra Hunted.exe skranna.

Til ad skoda kdédann og halda afram préun a leiknum parf ad clonea leikinn af okkar
grein:
https://bitbucket.org/StrawberrylLover/hunted

Framvinduskyrsla 1:
Framvinda verkefnisins

Pessar fyrstu vikur verkefnisins hafa ad mestu farid i skyrslugerd og fundi. Mikid af tima
okkar hefur fari i pad ad komast ad pvi hvernig Saga kerfid virkar og brainstorming um
hvernig vid getum hannad samskipta protokolinn. Einnig hofum vid komist ad moérgum
hlutum sem vid hefdum matt vera ad gera betur og pad mun allt sjast i neestu
framvinduskyrlu.

Retrospective

bad sem for vel:

Vikulegir fundir med 6llum peim sem eru ad vinna ad SAGA verkefninu byrjudu. betta er
mjog mikilvaegt fyrir okkur vegna pess ad verkefnid er flokid, pannig ad vita hvad hinir
eru ad vinna ad kemur sér mjog vel.

Vié fengum adgengi ad vinnuadstdédunni okkar, par erum vid stutt fra 6llum peim sem
eru ad vinna ad verkefninu eins og Kara og David Thue. Ad geta leitad til peirra pegar
vid skiljum ekki einhvad er metanlegt.

bad sem hefdi geta farid betur:

| byrjun gatum vid ekkert fundad med project ownerinum okkar David Thue vegna pess
ad hann var i Kanada. En hann kom i viku tvo, pa gatum vid farid ad vinna ad
verkefninu.

Vid heféum geta byrjad adeins fyrr ad vinna. En pad hefdi pa adallega verid skyrslugerd
par sem vid hofdum ekki adgengi ad David Thue til ad byrja me®.


https://bitbucket.org/StrawberryLover/hunted

Vid hefdum att ad vinna betur i vinnuadferdum, eins og hvernig eetti ad scrumma og svo
framvegis. Gera skyrari krofulista og notenda sogur fra byrjun. Vié skradum til deemis
ekki almennilega i fyrstu tveimur vikunum i hvad timinn okkar for. i hvada
sogur/krofur/tasks, pannig vid erum ekki med nogu goda hugmynd um hvad vid gerdum
i pessum sprett.

Hvad laeréum vio:
Vid lzerdum pad er mjog mikid undir okkur komid ad verkefnid verdi flott. Pad er alveg
undir okkur komid ad gera skyran krofulista og notenda ségur.

Vid laerdum einnig ad sumt kemur bara med timanum, vid gerum okkar besta i fyrstu
vikunum en geréum svo okkur grein fyrir pvi ad sumt maetti gera betur. Pannig pa forum
vid bara i ad laga pad. Vid munum ad sjalfségdu halda pvi afram, ef vid sjaum ad
einhvad geti faridé betur. bad sem vid setlum ad gera betra i naesta sprett er ad gera
skyra notenda sdgur og gera pad mjog skyrt hvad a ad klarast i naesta spretti.

Burndown

Petta var ad mestu leiti rannsdknar og undirbunings sprettur pannig vidé hofum ekki
nakveema tolu yfir timan sem var eytt i hverja sogu fyrir sig. Mest af tima okkar for i
skyrslugerd, rannsoknir og fundi med Kara Halldorssyni og David Thue. Svo var
verklagid okkar ekki alveg komid a hreint, vid saum galla i pvi og héfum verid ad laga
bad i seinasta spretti. | naesta spretti munum vid vera med allt scrumm tengt.

Timaskraning

Olafur vann 75 tima fram ad pessum fundi og Jakob vann 68 tima. Asteedan fyrir
bessum timamun er adallega sa ad Olafur er i feerri afdngum en Jakob.

Fyrir meiri upplysingar sja lifandi skjal fyrir timaskraningu.

Framvinduskyrsla 2:

Framvinda verkefnisins

Vinna ad text-based leiknum er buin. Orfair hnokrar eftir sem verdur 6rugglega buid
ad strauja Ut fyrir stodufundinn. Vid hofum purft ad vinna meira i Saga kerfinu en


https://docs.google.com/spreadsheets/d/1gQVW0ep_5cwlXaSdKQxm95pD9kS_YlrT3UsEuIpS_9g/edit?usp=sharing

okkur hefdi langad. Eins og kerfid var pa hefdum vid ekki getad notad pad, vid
burftum ad laga database race condition vandraedi og Utfaera almennilegt thread
pooling fyrir allt verkefnid. bPad tafdi okkur toluvert, hefdum abyggilega getad klarad
text-based leikinn viku fyrr ef vid heféum ekki lent i pessu.

Strax eftir stodufundinn forum vid ad setja upp Unity vinnu umherfid okkar og
stuttu eftir pad byrjum vid ad hanna leikinn. Vid purfum ad Utbla okkar eigin sogu
outline fyrir hann til ad gera hann ahugaverdan.

Protocol/Text based sprettur.
Pridji sprettur.

Retrospective

bad sem foér vel:

Eftir mikid af fundum med David Thue og Kara héfum vid fengid mun betri syn a hvernig
protocolinn a ad vera. Vié erum ad miklu leit bunir ad klara honnunina a protocolnum
sjalfum, vid purfum bara ad lata hringrasina fra sagakerfinu ad external télvuleik virka.
Vinna ad text-based leiknum er lika komin vel a veg og vid sjaum fram & ad klara
protocolinn og text-based leikinn i neesta spretti, geetum jafnvel nad ad byrja a unity
leiknum okkar.

bad sem hefdi geta farid betur:

Vid attum erfitt med ad skipta a milli okkar verkum. Vegna pess ad vid vorum ekki
komnir med almennilega hugmynd um pad hvernig protocollinn atti ad vera var mjog
Oljost hvad pad veeri sem madur eetti ad fara i naest. Notendaségurnar okkar voru lika
eiginlega einum of opnar.

Hvad laeréum vio:

Vid laerdum ad i naesta sprett purfum vid ad hafa meira focused notendasogur. Vid
purfum lika ad na ad skipta verkefninu pannig ad audvelt sé ad skipta & milli okkar
forritunarverkum.



Fjordi sprettur.

Retrospective

bad sem foér vel:

| pessum spretti tokst okkur ad komast vel & lei® med leikinn. Vié komum alveg é6trilega
miklu i verk midad vid ad Jakob hafi verid mikid i 6drum afongum lika. Verkefna
skiptingin tokst mjog vel i pessum sprett, arangri okkar er mest pvi ad pakka.

bad sem hefdi geta farid betur:

Vid hefédum geta gefid live skjolunum okkar meiri athygli. Pad er eins og pau foru i
annad saetid a medan vid brunudum nidur leikinn. Allt pad sem vid vorum ad gera var
svo einbeitt og litil tdsk ad pad atti ekki alltaf vid ad uthluta peim sérstok tosk.

Vid lentum |ka i vegg vegna pess ad Saga systemid var eiginlega ekki tilbuid til
notkunar. Vid purftum ad laga margt i saga systeminu svo vid geetum notad pad. En pad
tokst ad lokum en tafdi okkur téluvert.

Hvad laeréum vio:

Vid leerdum pad ad pad er margt sem getur farid urskeidis og ad pad er dalitid erfitt ad
gera rad fyrir pvi. Vid laerdum lika ad pad getur komid enn meira upp a pegar madur er
ad vinna i kerfi sem madur gerdi ekki sjalfur.

Burndown og scrum

Svipad eins og i seinasta sprett pa saum vid ekki mikid gildi i pvi ad gera burndown
chart. | seinasta sprett t6ludum vid ad asteedan fyrir pvi vaeri st ad sa sprettur er
rannsoknar og undirbunings sprettur. Hlutirnir hafa ekki mikid breyst, vid byrjudum a
leiknum og klarudum hann en pad var erfitt ad halda utan um tima sem fér i hvert task,
vid saum fram a ad pad veeri meiri vinna i ad halda utan um ségupunkta og svoleidis en
vid myndum greaeda. Pegar vid byrjum a 3D based leiknum myndum vid lika purfa ad
endurhugsa alla punktana upp a nytt. Burndown chart myndi engan vegin hjalpa okkur i
pbessu verkefni.



Pegar vid byrjum a 3D based leiknum breytist lika allt, nytt vinnu umhverfi og
workflow, pad vaeri of mikid fyrir okkur tvo ad halda utan um ségupunkta.

Timaskraning

Olafur vann 190 tima fram ad pessum fundi og Jakob vann 176 tima. Asteedan fyrir
bessum timamun er afturresa ad Olafur er i feerri &fdngum en Jakob.

Fyrir meiri upplysingar sja lifandi skjal fyrir timaskraningu.

Framvinduskyrsla 3:

Framvinda verkefnisins

Eftir stodufund tvo tok vid undirbuningur a prividdar leiknum. Vid tokum pa akvordun
ad proa leikinn i Unity sem er fri og mjog oflug leikjavél. UndirbUningurinn folst i pvi
ad horfa a kennslumyndbond, laera ad byggja model og ad fikta sig afram.

Pegar byrjar ad nalgast profin gatum vid litid sinnt verkefninu vegna lokaverkefna i
odrum afongum, stuttu eftir pad tok préfa undirbuningur vid og loksins lokaprof.

Eftir ad vid klarudum lokaproéfin okkar byrjadi proun ad leiknum ad fullu. Vid skiptum
verkum & milli okkar pannig ad Jakob faeri ad vinna ad pvi ad byggja upp umhverfid
sem leikurinn & sér stad i og ad Olafur faeri ad vinna ad koma samskiptum & milli Saga
kerfisins og Unity leikjavélarinnar i gang.

Eins og adur hefur komid fram pa er Saga kerfid i stodugri proun. A stoédufundi tvo
vorum ad nota somu utgafu af kerfinu og pegar vinna hofst i byrjun annar. Sidan pa
hafa komid nyrri Utgafur af Saga kerfinu, vid tokum hins vegar pa akvoréun ad halda
afram ad notast vid fyrstu Utgafuna. Nyju Utgafurnar af Saga kerfinu eru taeknilega
flottar en myndu hafa litil ahrif & loka afurd okkar og myndi auka vinnu sem tengist
ekki leikjunum.

Retrospectives

Sjotti sprettur


https://docs.google.com/spreadsheets/d/1gQVW0ep_5cwlXaSdKQxm95pD9kS_YlrT3UsEuIpS_9g/edit?usp=sharing

bad sem for vel:

Undirbunings vinna a prividdar leiknum tékst vel. Vid tékum akvordun um hvernig hogun
leiksins aetti ad vera og gerdum forgangsrédunar lista um pad sem skipti okkur mestu
mali i leiknum.

bad sem hefdi geta farid betur:
Vid heféum alltaf geta undirbuid okkur betur, en pad er erfitt ad sja svoleidis fyrir.

Hvad laeréum vio:
A ekki vi®, vid erum ad byrja & nyjum hlut af verkefninu.

Sjoundi sprettur
Pessi sprettur for i lokaverkefna skil i 6drum aféngum og préfundirbuning.

Attundi sprettur

bad sem for vel:
Vinna a prividdar leiknum fér glimrandi vel af stad. Jakob setti upp frabzert umhverfi fyrir
leikinn okkar og Olafur byrjadi ad vinna ad pvi ad koma tengingu vid Saga kerfid.

bPad sem hefdi geta farid betur:

pad var ekki til almennilegt Socket io library fyrir Unity pannig ad vid purftum ad plastra
saman gamla énothaefa utgafu til ad fa samskiptin til ad virka. Vié gatum ekki séd petta
fyrir en vid hefdum geta byrjad fyrr a pessu.

Hvad laeréum vio:
Vid laerdum ad pad er gott ad byrja ad taekla stéru vandamalin & undan 6llu, pad er
aldrei ad vita hvenaer allt getur farid urskeidis.

Burndown og scrum

Af sOmu astaedu og i seinustu framvinduskyrslu geréum vid ekki burndown toflur og
héldum ekki utan um sdgupunkta.



Timaskraning

Olafur vann 324 tima fram ad pessum fundi og Jakob vann 318 tima.



The project owner is David James Thue

Team members are Jakob bPérdarson and Olafur Konradsson

On a scale to 1 to 5, 1 being very unlikely/not serious and 5 being very likely/very serious

Issue

Chance

Damage

Risk Power

Response

Preventive mitigation

The SAGA project is complicated. We could
misunderstand some core functionality and
need to refactor our code drastically.

The learning curve for Unity is longer than
anticipated.

Team members become sick

Courses taking up to much time from one or
more team member

Team member missing work, sickness,
personal stuff etc.

Lack of knowing what exactly to do for each
week ( Lack of a focusing point ).

Misuse of Scrum methodology.

Computers break down

Not getting a weekly meeting with our
instructor

Lack of communication with the project owner

Issues with running the given code. Missing
libraries, different Java version etc.

One or more team member not keeping to the
agreed upon work plan.

Learning curve for python development is
higher than anticipated and is slowing down
development
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Emergency meeting with Kari and /
or David to mitigate damage and
start working instantly on refactoring.

We simply need to read more of the
documentation / watch tutorials. We
could ask our friend Unnar for help,
he is knowledgable in unity

Tell the sick team member to take
good care of himself and drink lots
of water

Skip sleeping for one night to catch
up in the projects

Keep up communication via
facebook and skype if work
continues at home.

It will be easy to talk to the project
owner to get an idea of what to do

Talk to someone that is experienced
with scrum / our instructor and get a
rundown on how we should continue

Get replacement parts or a
substitute machine as soon as
possible. Keep all code and
resources needed for the project in
the cloud.

We can simply email him with
relevant questions

Keep up communication via emails

Get assistance from project owner
and other people working on the
project

Talk to the other team member. We
will be facing each other in our work
space so it should not be hard.

Stop development for a time and
take extra time in learning python
and its basics.

Regular meetings and feedback
with David and Kari to make sure
we are on the right track and
don't misunderstand anything.

Consume more vitamin C and
vitamin D

Talk with the team member to
assess how much time future
course projects will take much
time

Plan well and make focused
sprints with good user stories

Research scrum well in advance

Use linux

Take time to research python and
how to make complicated
software in it. RISK MITIGATED
16/2/2015 We decided to use
javascript/angular instead



Misunderstanding with the project manager
regarding the behavior of the protocol

Issues with setting up or getting the code
repository

Not getting a access to a workspace

Meet with the project owner

Get assistance from project owner.

Talk to our instructor and ask him to
get it sorted

Be in constant communication
with the project manager, he is
working close to us so it should
not be a problem RISK
MITIGATED 22/2/2015 we
believe we have enough
knowledge of the system for this
not to be a problem anymore

RISK MITIGATED,; Date:
15/2/2015

RISK MITIGATED; Date:
5/2/2015



Color codes
Meetings
Documentation

Development

January

Jakob
Total hours

414

Olafur
Total hours

411

Meeting with instructor. Work starts on risk
assesment and timeplans.

Writting the desing documents
Last touches on the first hand-in

Setup Java enviroment, SAGA and Intelij in
new Linux (Ubuntu 14.04) enviroment.

Meeting with David about setting up the
protocol.

Sick

Sick

Sick, set up repositories

Important
dues

Verkskipulag and first draft of
Verkaaetlun

Work needs to start on the
communication protocol
Team member Oli is down
with the sickness

Team member Oli is still down
with the sickness

Practice for the presentation
on tuesday

Weekly 60

Meeting with instructor. Work starts on
23| 6 risk assesment and timeplans. 6
Work on the work practice document
24| 7 and live documents 5
25 Finishing touches on the first hand-in
Week 2 total| 19 16
26 2 Finishing work on the first hand-in 0
Last minute adjustments before
271 2 handing in 4
Setting up development environment in
28 2 Linux 1
29 1 Meeting with Kari 0
Setting up Project and Java
30 3 environment 0
31 0 | came down with the flu 1
Month total| 29 22
February
1
Week 3 total| 15
2| 4
3 6
| was sick and | was teaching. It was
4] 0 horrible
Meetings with SAGA team, instructor
5| 6 and David 6
6 0 10
71 5 Documentation day
8] 8 Documentation day
Week 4 total| 29 41
9] 5 Documentation day 7
10 3 | got fucking migraine fucking fuck 2
1 4 Preparations for fyrsti stédufundur 4
Stodufundur and lots of design of the
12 7 protocol 7
13 0 Free day 3
14 0 Hangover day 5
15 5 &)
Week 5 total | 24

Check out the existing system

We pratictesed and did our first prestion.
After dinner | whent and basic network
communication between the textbased game
and the SAGA project with websockets.

Meeting and documentation

Finished setting up the dependency manager
(' maven ). Use maven to setup java socket-io
package and create the basic APl end points
for the SAGA system

Documentation day
Documentation day

User storys / burn down / backlog /
framvinduskyrsla

Finnished framvinduskyrslu

Preparations for fyrsti stédufundur

Practice for the presentation
on tuesday

1. Verkaeetlun

2. Ahzettugreining
3. Framvinduyfirlit
Skil & afurdum skv.
verkaaetlun

Fyrsti stodufundur
einhverntima vika 4-5

Team starts tracking issues

End of first sprint

Skil & framvinduskyrslu

Fyrsti stodufundur

estimated

hours:
Estimated: l 301 Actual: ‘ 35|
Estimated:l 601 Actual: ‘ 61 |
Estimated:| 120 Actual[ " 131]
Estimated:] 180 Actual:[ 188

Togo: -11

Togo: -8



18
19
20
21
22
Week 6 total

23
24
25

26
27
28

Month total

Mars

1
Week 7 total

N o o b w

8

Week 8 total
9

10

11

12

13

14

15

Week 9 total

16
17
18
19
20
21
22
Week 10 total
23
24
25
26
27
28
29

First we had a meeting with Kari. Next |
decided to better specify the textbased
game with mockups and user stories.
Lastly | went to brainstorming about
the interpretation of the saga state.

Developing the text based game

Developing the text based game

Work on the bio modal and reading in
json from config file

More work on the bio modal
Designed the gameplay of the game.

FINISHED THE BIO MODAL!

Kerfisstj'ornunarverkefni 'i dag
Did a bit of prettying up

Undirbaningur fyrir stédufund,
skyrslugerd og glaerugerd

Gleerugerd

8 4 2
0

0

4 | 05| 05
0

5 1 4
8 8

25 [135| 65
6 6

5 5

2 1 1
5 4

3 3

2 2
106 225 65
5 5

28

0

1 1

1

2 1

0

3 3

5 5

122 | 10| o
7 7

4 4

0

6 5

3 3

3 3
1 1
24 | 19 | 4
6 6
3 3
5 5
2

0

0

0

16 | o | 14
0

2

4 4

0

0

0

0

Worked from home designing the text based
game interface

Developing the textbase game with the
protocol

Developing the textbase game with the protocol

8 4

3 3

6 6

6 6

4 2

0

0

27 | 21

6 6

4 4

3 3

5] 4

3 3

0

127
4
2
4
5
5
3
5
2
4
4

5 5

3

5] 5

2

0

0

0

15

0

7 7

0

0

0

0

0

Estimated:|  240]  Actual:] " 240]
Estimated: I 3001 Actual: ‘ 289|
Estimated:|  360| Actual: 42
Estimated: [ 420‘ Actual: 392
Estimated:|  480| Actual 49

Togo: 0



Week 11 total
30
31

AW N

5

Week 12 total
6

7

8

9

10

11

12

Week 13 total
13

14

15

16

17

18

19

Week 14 total
20

21

22

23

24

25

26

Week 15 total
27

28

29

30

1

2

3

Week 16 total
4

® N o

9
10
Week 17 total
11
12
13
14
15
16
17

6 4
4 4
2 1
0
0
0
0
0
6 5
0
0
0
1
0
0
0
1 0
0
0
0
0
0
2 2
3 3
5 5
3 3
3 3
5 5
3 3
4 4
6 6
6 6
30 | 30
9 9
9 9
8 8
8 8
2 2
6 6
6 6
48 | 48
8 8
8 8
8 8
8 8
4 4
1 1
3 3
40 | 40
8 8
7 7
12 | 12
12 | 12
12 | 12
12 | 12
3 3

sprettur 6end

Skil & ritgerd og GRAFF og KERF

Prof i KERF

sprettur 7 end

Sprettslok

Sprettslok

sprettur 8

Sprettslok

Sprettslok

sprettur 9

7

5 5

1

0

0

0

0

0

6

0

0

0

1

0

0

0

1

0

0

0

0

0

4 4

4 4

8

4 4

4 4

4 4

4 4

5 5

5 5

3 3
8
8
8
8
q
6
6
8
8
8
8
4
4
4
8
7
12

12 | 12

12 | 12

12 | 12

3 3

Estimated: [

540‘ Actual: 48
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