Feasibility Study into Preferred Solution

Project Management Team

who will take the role of the client and will help to

Paige Webber who will give me feedback
s of

| will work in a team with two other members of my class

review and test the solution. | will be working with Abel Cable and
on my ideas and act as the client and | will do the same for them. Abel will focus on the technical aspect

the solulivn development and Paige will focus on the creative aspects but we will work together
collaboratively and have review meetings to monitor progress of the project, minimise risks and solve

problems. Together we are the Project Management Team.

Roles and responsibilities
Person responsible - Ethan Nett
Project Manager and programmer is me, Ethan Nett.

Creative Director, test user and client representative is Paige Webber.

Technical Director, test user and client representative is Abel Cable.

Costs
There are no significant financial costs with this project but if it was in real life, we would have to account far

the costs of using electricity and costs of salaries for the staff workin ' i
: , _ g as the project team which
depend on t!'-a amount of time given to the project. There are no costs assuciata]d with the sc:ftwc ::gmd
because 1 will be using free_ resources or software licences which have already been paid for by school
(which might have been paid for in previous projects in real life). The budget for the preferred solution is

estimated here:

Budget
ltem : Cost :
Staff Salary £154.00
Electricity £0.23
Hardware (Acer Aspire E15) £499.00
Java (Intemet download) £0.00
Total EG53.23

Technical considerations
The game will be able (v be played on any laptop or desktop computer which iz reazonably up to datc

(\ista or above) running any Windows, Mac or Linux operating system. A basic graphics and sound card
e.g. Intel HD_I Graphics card and Realtek soundcard or equivalent will be sufficient to run and enjo “:;ar
game meaning that the game is accessible to almost everyone. This game could also be made jau..:'rlrail ble fi
ar."dmld mobile phones via the Google Play Store and generate extra revenue for the client compan ; beeﬂr
client company could use social media to market the developed game further. For example th pr?u:l!d
show updates and game development progress through a Twitter account. Sacial media cnuh::lso be& used
to allow th!a games d;-.reln:npment company to interact with the community of players to provide an afte -
sales service, maintain good relations with customers and to provide a help or troubleshooting 5.‘5.-r-.rim=:r

Legal and ethical considerations
To complete this project legally | will have t
i o make sure that | don't breach Copyri in usi
e han yright law in usin
:?:%;ehsi {g]r S:Etir ;:?:5 Tha?;“ p?jrmlssluln ct:fthe awner. The General Data Protection Regulatinﬁ f‘sn: new
ividuals and controls the way that personal data is held about indivi i
not be a major problem for my gamae proj i o Gt o
project but | might need to make sure that '
names for their wizards which are recogni [ iwi ol
. gnisable. | could do this by giving the pl lear i i
using a pseudonym when they name their wizard at the . soi kot i
\ start of the game. Health and Safety i
impertant to address and vary in seriousness and i i erolect. Formy prok
( risk depending on the industry or project. For i
:Qseur::li‘:b;;sﬁ;: ;22 ::ic:fct M:tnasgement Team and the developer need ta he t;fwar; r.:nfJ heéllh anmdysp;rg;ct.
: nment. So working reasonabls hours, takin i
i) e, s, st ' g care over posture when working for a
. g sure that computer cables are nat left traili itchi ici
o i i railing and switching off electricity
mnsiderat%ns_ g power switches when resources are not in use are obvious bul imporlant




Ethical considerations for project management include being responsible and accountable. Where | am
working in a team, thera might be other members of the team who are relying on my work before they can
do theirs. Delays could have an impact on the availability of team members responsible for particular
stages. For example my test users cannot give feedback from testing until the project development has
been completed. When things go wrong, it is easy to blame other people or other teams but this is
irresponsible and unprofessional and can damage reputations of individuals and companies. In project
management it iz important to remain professional and responsible even whemn working under pressure and
it is important to be sensitive to the needs of others. For example shouting at people when someone
disagrees or hasn't completed work on time is threatening and unprofessional and Is not appropriate
behaviour to use in the workplace.

Sustainability considerations
Sustainability is ensuring that something is long lasting and doesn't cause harm fo the environment. This

project is designed to have a neutral impact on the environment. There is no waste from raw materials used
in the creation of the solution and there is no damage to the environment from the development process,
The environmental impact of the use of electricity has been offset by the company's use of solar panels

which have already been installed on the office building roof. The company also has a sustainable
development policy which states that any working IT equipment will be donated to the Inr.:all community
Silver Surfers group at the end of its useful life. Any IT equipment that cann ot be reused w:_II be recycled so
that the impact on the environment is reduced. Ideally the game will have u pdates which will allow the
game to survive longer, keeping users interested for longer and reducing the cost per hour of game play

making it more economical too.



