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1  INTRODUCTION 
This is the Software Project Management Plan (SPMP) for Project Wakati, sponsored 
by Code4Sac. 
 
This project is being undertaken by the Team Wakati development team. The team 
is comprised of undergraduate students majoring in Computer Science at California 
State University, Sacramento (CSUS). The team members are enrolled in a two-
semester senior project course required of all undergraduate majors. Successful 
delivery of the desired software product will fulfill the senior project requirement for 
the student team members. 
 
PROJECT SPONSOR 
Organization: Code4Sac 
Primary contact: Hailey Pate, Brigade Co-Captain 
Primary contact email: hpate@codeforamerica.com 
 
TEAM WAKATI DEVELOPMENT TEAM 
 

Name Email Phone 

Adrian Chambers adr510909@gmail.com (707) 430-3775 

Anthony 
Cristiano 

cristiano@csus.edu (925) 321-7648 

James Doan jhdoan@gmail.com (949) 690-4212 

Daniel Green danielgreen@csus.edu (209) 402-3658 

Jesse Rosato jesse.rosato@gmail.com (916) 541-5386 

Table 1: Team Wakati Members 
 

1.1 Purpose. This document establishes roles, responsibilities, processes and 
schedules for managing the software development process, in addition to 
outlining the tools, methods, and procedures to be used.  
 

1.2 Scope. This document contains a plan for the successful execution of the goals 
outlined in the Project Charter, which goals are to be further defined in the 
Software Requirements Specification (SRS) document.  
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1.3 Definitions, Acronyms, and Abbreviations. The following are 
explanation of uncommon or domain-specific terms. 
 
• Application Programming Interface (API): Implemented declarations of how 

a software component interacts with other software components.  A 
common example of an API is a web service that provides data via a 
collection of resource addresses. This project will use APIs for preexisting 
tools to increase efficiency and avoid “reinventing the wheel”. 

• Architectural Design: High-level design of structures within a software 
system. Architectural design includes the set of structures composing the 
system, how they interact, and their properties. 

• Baseline: A minimal or starting point estimate, used in comparison.  
• Cascading Style Sheets (CSS): A styling language used to change the look 

and feel of a document written in a markup language.  
• Change request: A formal request to alter a pre-established aspect of the 

project (especially project requirements). 
• Component Design: A high-level design technique involving individual 

components of a system. A component is a set of related functions or 
actions that encapsulate one element of the system. 

• Database Design: The design of the data store to be used in the system. 
Involves mapping the various entities, their attributes, and how they are 
associated with other entities.  

• Decision Traceability Matrix (DTM): A document describing key decisions 
made during the life of a project, along with references to relevant 
documents, allowing decisions to be traced to their source. 

• Deliverable: Any documentation or software produced that will be given to 
the client for review and use. 

• Graphic User Interface (GUI): A category of interfaces that allows a user to 
visually interact with software (usually via mouse or touch screen), as 
opposed to traditional text-based interfaces. 

• Hypertext Markup Language (HTML): The standard markup language for 
documents on the web. HTML forms the building blocks for the content of 
a webpage.  

• Interface Design: The process of designing the methods for two (or more) 
modules or components to interact with each other.  

• Iteration:  A cycle of phases.  Iteration is used in this project to refer to the 
process of repeating design, implementation and testing phases in order to 
continually refine the project. 
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• JavaScript: A programming language typically tied into a client’s web 
browser. JavaScript is typically used to make rendered pages more 
interactive.  

• PHP: Hypertext Preprocessor (PHP): A scripting language commonly used 
to dynamically produce HTML to be served to a web browser.  In this 
project, it will also be used to retrieve, interpret, validate and process user-
submitted data.  

• Quality Assurance: A set of methods for monitoring the software 
development process to ensure quality deliverables.  

• Research and Development (R&D): A combination of research, which is the 
“systematic study directed toward fuller knowledge or understanding of 
the fundamental aspects of phenomena and of observable facts [1]”, and 
development, which is the application of research to find solutions for 
relevant problems. 

• Serial Life Cycle:  A process for developing software where each phase in 
the life cycle is given a set amount of time and follows linearly into the next 
phase.  Requirements gathering and elicitation will be completed using the 
Serial Life Cycle. 

• Slack: A project collaboration tool that helps Team Wakati to keep track of: 
important documents, tasks that need to be completed, notes that were 
taken during Sponsor/Team meetings, etc. 

• Slippage: The result of unforeseen delays in a project, causing baseline 
start or end dates to be postponed. 

• Software Design Specification (SDS): Specifics regarding the 
implementation of the project. Outlines various design decisions, including: 
Architectural, Interface, Database, and Component Design. 

• Software Requirements Specification (SRS): Complete description of 
behavior and requirements of system. May include use cases, wireframes, 
and a listing of functional and non-functional requirements. 

• System Test Specification (STS): Used to describe the team’s plan for 
testing the software, and for specifying test cases and test procedures 
necessary to demonstrate that the software satisfies the requirements 
specified in the SRS. 

• Universal Modeling Language (UML): A collection of tools for abstractly 
modeling software systems [2].  

• Use case: An algorithmic description of a user’s interactions with a system. 
• User Manual (UM): A deliverable written for the client, this document 

includes the recommended and basic use of system, as well as figures 
representative of use cases. 
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• Testing: The process of finding, avoiding, and detecting defects in the 
project. 

• Work Breakdown Structure (WBS): A method of decomposing work to be 
done into measurable and manageable units.  Team Wakati uses a rolling 
two-week WBS, wherein the next two weeks of work are broken down and 
assigned each week. 
 

1.4 References. 
 

[1] “Definitions of Research and Development”, [online], 
http://www.nsf.gov/statistics/randdef/fedgov.cfm, National Science 
Foundation, Arlington, VA. 
 

[2]  “Introduction To OMG's  Unified Modeling Language”, [online], 
http://www.omg.org/gettingstarted/what_is_uml.htm, Object 
Management Group, 2014. 

 
[3] Chambers, A., Cristiano, A., Doan, J., Green, D., and Rosato, J., “Project 

Charter”, Team Wakati, Sacramento, CA, Mar. 13, 2014. 
 

[4] “A Human Services Taxonomy”, [online], http://openeligibility.org, Aunt 
Bertha, Austin, TX. 

 
[5] Ball, E., Creswell,T., Hansen, A., Vang, G., Youkhaneh, B., “Software 

Project Management Plan”, Team K2, Sacramento, CA, Dec. 12, 2014. 
 

1.5 Overview of Contents of Document. The following is a brief description 
of the sections remaining in this document: 
 

2 Project Overview. The project overview describes the end result of 
the project as currently defined, as well as the process for evaluating 
and improving the SPMP during the course of the project. 
 

3 Project Organization. Project Organization details the architecture of 
the project, including: the process model, organizational structure, 
interfaces, and project responsibilities. 

 
4 Project Management and Control. With any project, plans must be 

managed, maintained, and assessed. Outlined in this section are the 
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various methods, objectives, assumptions, and risks that this project is 
based upon. 

 
5 Technical Process. The technical process model describes the 

methods that the team will use in representing the technical details of 
the project. In addition, the technical process outlines how the team will 
record and publish technical details during project development, as well 
as the version control process that will be used. 

 
6 Activities and Schedule. The Activities and Schedule section details 

all phases and their associated tasks. The section also details the costs 
associated with each phase and the resources that Team Wakati will 
require to complete the project. 

 
7 Approvals. Signatures here indicate that Team Wakati, the project 

sponsor, and the project advisor understand, and agree to, the terms, 
conditions, and commitments contained in this SPMP. 
 

2  PROJECT OVERVIEW 
The project overview describes the end result of the project as currently defined, as 
well as the process for evaluating and improving the SPMP during the course of the 
project. 
 
2.1 Project Summary. The goal of this project is to produce a web application 

that allows the general public to access information about available public 
services more easily and efficiently than is currently possible. In pursuit of that 
goal, the team will work in coordination with the sponsor organization to 
continually verify the project’s progress and direction.  To that end, the team 
will prepare and deliver several documents for sponsor approval (Table 5) that 
describe the functionality and design of the software.  The sponsor will also 
receive all code included in the finished project. 
 

2.2 Evolution of the SPMP. As the sponsor and team investigate the problem 
domain, new information may come to light that requires changing the 
processes or timelines established in this document.  To ensure that such 
changes can be quickly and easily incorporated, the sponsor and team will set 
aside a time at each weekly meeting to review the project management process 
and discuss necessary changes.  If changes are made, this document (and any 
other relevant documents) will be revised and a new version will be distributed 
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to the sponsor and the team. 
 

3  PROJECT ORGANIZATION 
Project Organization details the architecture of the project, including: process 
model, organizational structure, interfaces, and project responsibilities. 
 
3.1 Process Model.  The project will begin with serial processes to focus on the 

gathering and elicitation of requirements.  After requirements are gathered and 
well defined, the team will enter an iterative cycle during design and 
implementation.  This process is to ensure all functionality will be correctly 
implemented and thoroughly tested. 

 
Figure 1. Process Model 
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3.2 Organizational Structure and Interfaces. Introduces the members of 
Team Wakati and their roles and responsibilities. 
 

Name Role & Responsibil it ies 

Jesse Rosato 
Team Lead – Act as main point of contact for the 
sponsor, assign duties to the rest of the team, and 
ensure assignments are finished on time. 

Adrian 
Chambers 

Testing Lead – Document issues, determine testing 
methodologies and responsibilities, and manage 
testing schedules. 

Anthony 
Cristiano 

Secretary – Take the minutes for team, sponsor, and 
advisor meetings, keep track of all paperwork, and 
manage documentation. 

Daniel Green 
Quality Assurance Specialist – Manage the look-and-
feel of the project, and ensure that the project’s GUI 
adheres to design standards. 

James Doan 

Research and Development Specialist - Research 
software and tools that may help to make the team 
more efficient, and learn about the languages the team 
will be using. 

Meiliu Lu 
Project Advisor – Oversee the work the team produces 
and deal with any inquires they may have. 

Hailey Pate 

Sponsor – Aid the team by providing information, 
feedback, and clarifications regarding features, 
functions, and any other concerns pertaining to the 
project. 

Code4Sac 
Sponsor Organization – Provide nontechnical aid to the 
team in planning and designing the project. 

Table 2: Organizational Structure 
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3.3 Project Responsibil it ies. Describes each phase of the project and the 
member of the team who is in charge. 
 

Project Phase Description Phase Lead 

System 
Concept 
Development 
Phase 

 
Establish the vision 
and scope of the 
project. 
 

Jesse - As primary contact for the 
sponsor, Jesse will have a greater 
understanding of what the 
sponsor wants. 

Planning Phase 

Develop a plan to 
manage the project, 
gather the 
requirements, and 
document the plan. 

Jesse, James – James’ role as 
R&D specialist and Jesse’s 
contact with the sponsor, will give 
the team a greater idea of the 
costs, time, and resources 
needed for the project. 

Requirements 
Analysis Phase 

Analyze user needs 
and developer 
requirement 
specifications. 

Anthony – As Document Lead, 
Anthony will have a better 
understanding of how to break 
down the requirements into 
smaller parts. 

Design Phase 

Transform 
requirements into 
software design 
documentation. 

Jesse, Daniel – Daniel will work 
with Jesse to lead the team in 
creating a design that addresses 
all requirements while still having 
a quality look-and-feel.  

Development 
Phase 

Develop and define 
the system test plan 
and preparing use 
case procedures. 

Adrian – As Testing Lead, Adrian 
will be in charge of documenting 
the procedures the team will take 
in making sure the system is 
usable. 

Integration 
and Testing 

Demonstrate that 
developed system 
conforms to 
requirements 
specified in System 
Requirements 
Specification. 

Daniel, Adrian – Adrian will work 
with Daniel in making sure that all 
parts of the System come 
together and are thoroughly 
tested. 
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Project Phase Description Phase Lead 

Documentation 
Develop User’s 
Manual. 

Anthony – Anthony will lead in 
development of the User Manual, 
and ensure that the manual 
covers all use cases. 

Table 3: Project Responsibil it ies 
 

4  PROJECT MANAGEMENT AND CONTROL 
With any project, plans must be managed, maintained, and assessed. Outlined in 
this section are the various objectives, assumptions, and risks related to Project 
Wakati. 
   
4.1 Project Management Objectives and Priorities. Team Wakati’s vision for 

this project (as described in the Project Charter [3]) is to replicate the ease-of-
use associated with domain-specific private sector search applications (Yelp, 
Fandango, etc.) in a public services search application.  The key to this ease-of-
use is masking and abstracting complex functionality with a simple interface.  
This apparent simplicity can be a trap for development teams; one that Team 
Wakati will avoid through regular meetings with stakeholders, and careful 
documentation processes. 
 
Team Meetings. The team will meet twice weekly, once on Fridays (3:30pm – 
5:30pm) and once on Saturdays (12:00pm – 3:00pm).  The Friday meeting will 
focus on planning and strategy, while the Saturday meeting will provide an 
opportunity for the team to work collaboratively on the project.  The team lead 
will prepare an agenda for each Friday meeting, and a member of the team will 
take meeting minutes.  Any key decisions made in these meetings (or any other 
meeting) will be recorded in the project’s DTM.  The team will conduct and 
record technical reviews of deliverable documents at this meeting. 
 
At each Friday meeting, the team will create a 2-week WBS after assessing the 
previous WBS.  The team will assess any slippage that has occurred and, in case 
of slippage, will update the project’s baseline schedule. All assignments will be 
recorded in the minutes as “New Assignments”, and will appear as “Last 
Week’s Assignments” on the next Friday’s meeting agenda.  The work to be 
done at Saturday meetings will be determined during the Friday meeting.  No 
agenda or minutes will be prepared for Saturday meetings, as they should 
result in tangible artifacts evidencing work completed. 
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Sponsor Meetings. The team will meet with the sponsor at least once a week 
on Wednesdays (6:30pm – 8:30pm).  Any necessary additional meetings will be 
scheduled at that time. The team lead will prepare an agenda for that meeting 
based on the outcomes of the previous Friday’s team meeting.  One member 
of the team will record the minutes of each sponsor meeting, and the team lead 
will use those minutes to prepare a report for the sponsor.  The team will 
submit faculty advisor approved deliverables to the sponsor, and receive 
change requests from the sponsor, at this meeting. 
 
Faculty Advisor Meetings. Every Thursday, the team will meet briefly with 
their faculty advisor (6:55 – 7:15).  The team lead will prepare an agenda for this 
meeting.  The team will give a brief oral report of their progress over the last 
week, and solicit advisement on upcoming work. The team will submit any 
documents requiring the faculty advisor’s approval at these meetings. 
 
Project Log. The team will collect certain management documents in a 
project log that will serve as a paper trail for the activities of the team over the 
life of the project.  The project log is meant to aid the team in evaluating their 
progress, tracking key decisions, and meeting scheduled deadlines.  The 
Project Log will include the following eight categories: 
 
1 Team Meeting Agendas and Minutes 

 
2 Sponsor Meeting Agendas, Minutes and Reports 

 
3 Faculty Advisor Meeting Agendas and Minutes 

 
4 Project Baseline Schedules 

 
5 Technical Review Reports 

 
6 Baseline Schedules and Updates 

 
7 Change Requests 

 
8 Decision Traceability Matrix 
 

4.2 Assumptions, Dependencies, and Constraints. This section describes 
the assumptions, dependencies, and constraints that this project is based upon. 
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These assumptions are derived from the Project Charter [3]. 
 
• This project will be web-based. 

 
• Time constraints include the length of the semester and any preexisting team 

member or sponsor commitments. 
 

• Technical constraints include, but are not limited to: minimal support for 
legacy browsers, and scalability of deployment. 

 
• Client is aware of time constraints and will regularly dedicate time on a weekly 

basis for collaboration and requirements elicitation throughout the process. 
 

• The system will allow for future expansion to cover additional geographic 
areas beyond Sacramento.  

 
4.3 Risk Management. The goal of risk management is to identify and mitigate 

potential sources of expense or delay.  Some risks are common to every project 
phase, and some risks are closely associated with a particular project phase. 
Risks for this project have been classified accordingly: 
 
Common Risks 
 
1 Team Member Unavailabil ity. During the course of a project, it is 

almost certain that some members of the team will be unavailable for certain 
project activities due to illness or emergency. 
Probability: High 
Impact: Low 
Prevention: Team members should alert the team lead at the first 
opportunity regarding potential absences, and coordinate with other 
members of the team to cover their responsibilities for the duration of the 
absence. 
Correction: Excessive (or unannounced) unavailability will trigger a team 
discussion. Continued unavailability will trigger discussion with faculty 
advisors and potential removal from the team. 
 

2 Sponsor Unavailabil ity. The project sponsor has a large number of 
responsibilities and will not always be available. 
Probability: High 
Impact: Medium 
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Prevention: Sponsor meetings are on a standing schedule, at a time 
decided by the sponsor to ensure maximum availability.  Communication 
channels are available for the sponsor to notify the team of potential 
unavailability.  The team will never assume sponsor availability without 
confirmation. 
Correction: If circumstances dictate that the sponsor is unavailable to a 
degree that will negatively impact the project, the team asks that the 
sponsor appoint a replacement sponsor representative. 
 

3 Miscommunication. The volume of communication regarding this project 
almost guarantees that miscommunications will occur. 
Probability: High 
Impact: Medium 
Prevention: The primary method of avoiding miscommunication is to 
document and verify verbal communications.  For this project, the 
documentation and verification process will consist of meeting agendas, 
minutes and reports that will be shared with the sponsor within 48 hours of 
any meeting. Key decisions will be documented in the DTM. To avoid 
internal miscommunication, weekly team meetings will include time for 
informal socializing to help build relationships between team members, and 
provide a forum for airing grievances or concerns. 
Correction: If miscommunications are occurring regularly, the sponsor and 
team will reassess the documentation and verification process. 
 

4 Changes to Project Scope. Changes to project scope are a common 
request, but can derail project timelines. 
Probability: High 
Impact: High 
Prevention: The Project Charter and this document define processes for 
handling change requests in a responsible manner. 
Correction: The defined processes for change requests specify deadlines 
for such changes.  Those deadlines will be honored to mitigate the risk of 
disruptive scope change. 
 

5 Missed Deadlines. As students, Team Wakati face a number of external 
responsibilities that could detrimentally affect their ability to complete tasks 
on time. 
Probability: Medium 
Impact: High 
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Prevention: During weekly apportioning of responsibilities, team members 
are expected to anticipate their non-project-related time commitments and 
accept only work they can reasonably expect to accomplish by the given 
deadline. 
Correction: Multiple failures to meet deadlines will trigger a team 
discussion.  Continued failures will trigger discussion with faculty advisors 
and potential removal from the team. 
 

6 Mismanagement.  As students, the team is learning what project 
management requires, and mistakes will be made. 
Probability: High 
Impact: High 
Prevention: Project leads are expected to elicit feedback from team 
members regarding their performance, and attend class sessions and make 
appropriate inferences regarding management from the information 
provided. 
Correction: Project leads may be unseated by a majority vote within the 
team. 

 
Requirements Elicitation & Analysis Risks 
 
7 Forgotten Stakeholders. Project Wakati is intended to help a wide 

range of people with a diverse set of needs.  It can be easy to omit relevant 
stakeholders when eliciting requirements. 
Probability: High 
Impact: Medium 
Prevention: To help the team understand the diversity of the project’s 
intended users, users will be categorized according to need.  The team will 
research standards for defining public service needs (like Open Eligibility [4]) 
in order to make those groupings comprehensive. 
Correction: Incorporating the needs of omitted stakeholder groups after 
the requirements elicitation and analysis phase will qualify as a change of 
scope, and must be addressed via the change request process. 
 

8 Misunderstanding of Problem Domain. There are many questions to 
be answered about how and why people search for public services on the 
web. 
Probability: Low 
Impact: High 
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Prevention: The team plans to conduct extensive research on this topic, 
including interviewing relevant stakeholders.  The team will also use sponsor 
meetings and discussions to verify conceptions of the problem domain. 
Correction: While work is in progress, the sponsor is expected to correct 
team misunderstandings when such misunderstandings are presented.  If 
submitted work contains such misunderstandings, the sponsor is 
encouraged to submit a change request. 

 
Software Design Risks 
 
9 Incorrect Design. Design is the foundation of implementation, and errors 

in design can create a cascade of defects. 
Prevention: Design documents must be approved by the sponsor, and by 
the faculty advisor.  Design documents will first face internal review within 
Team Wakati, where documents must be approved by their creator, and at 
least one other team member.  
Correction: Errors in design will be corrected via revisions to design 
documents.  Under no circumstances will design errors be fixed in 
implementation without design documents being revised to reflect 
corrections. 

 
Software Implementation Risks 
 

10 Lack of Experience with Relevant Technologies. Team Wakati’s 
members have varying degrees of experience with the various technologies 
to be used in this project. 
Probability: High 
Impact: High 
Prevention: Work will be assigned according to experience with the 
relevant technology.  Team members are encouraged to ask questions when 
faced with something they don’t understand.  Team members with 
experience are expected to assist less experienced members.  Team 
members are expected to independently research technologies during the 
summer break. 
Correction: If a team member is repeatedly unable to meet deadlines due 
to lack of experience, the team will reassess the division of responsibilities. 
 

11 Inconsistency with Design. The time pressures of the implementation 
phase often encourage shortcuts that deviate from the software design.  
Probability: Medium 
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Impact: Medium 
Prevention: This risk is greatly mitigated by a successful design phase. The 
team will keep design resources in view during implementation to attempt 
to stay focused on the design. 
Correction: If the team struggles to stay consistent to the design during 
implementation, the team will discuss updating the design to more 
accurately model a feasible implementation. 
 

12 Incomplete Data Sources. The data source for the Project Wakati web 
application is under development by the sponsor organization. 
Probability: Low 
Impact: Low 
Prevention: Team Wakati has already offered some assistance in the 
design of the data source application.  The probability of this risk is low 
because a volunteer from the sponsor organization has already 
implemented the basic functionality. 
Correction: If the data source application is not completed before Project 
Wakati is due for sponsor approval, the team will create sample data sources 
to test and demonstrate the application. 

 
Software Testing Risks 
 

13 Non-Representative Tests. Writing tests to ensure that software works 
as expected is one of the most difficult challenges of the Quality Assurance 
process.   
Probability: High 
Impact: Low 
Prevention: Team Wakati will review current literature on testing processes 
and methods.  Non-automated functional testing will also be conducted. 
Correction: During development, new tests will be written to cover any 
uncovered defects detected in non-automated testing. 

 
Software Delivery Risks 
 

14 Incompatible Server Architecture. The finished web application will be 
dependent on a server environment chosen by the sponsor and owned and 
maintained by a third-party. Such environments vary in their support for web 
application programming languages and language versions. 
Probability: Low 
Impact: Low 
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Prevention: The User Manual deliverable will contain information 
regarding server requirements. 
Correction: Deployment of the software to a public server is the 
responsibility of the sponsor.  
 

4.4 Change Management. This section breaks down the process the team will 
use to manage changes to the project. 
 
A change request must be submitted each time the client needs a change that 
will impact the project schedule. A change being defined as: any new 
requirement or change to an existing requirement. A change request will be 
sent to Team Wakati through either email or the Slack project collaboration 
tool. Team Wakati will acknowledge the request, assess the feasibility of the 
change, and discuss the priority of the change with the sponsor.  
 
If the team decides to not implement the change, the sponsor will be notified, 
and the team and sponsor will sign the change request, indicating both parties’ 
agreement that no change is to be made. If the team does decide to 
implement the change, documents that reference updated requirements will be 
modified to reflect the change, and both parties will sign the change request, 
indicating their agreement to the change.  
 
Each change request will be documented internally in the project’s DTM. This 
document will detail the team decision regarding the request, and the date the 
team reached this decision. 
 

4.5 Schedule Control. This section explains the process for how the team will 
approach scheduling. 
 
A number of factors can change when the requirements of a project are 
completed.  Therefore the schedule is an estimate of when requirements will be 
finished.  Overall the project involves a serial life cycle to establish project 
requirements and then evolves into iterations during the later design, 
implementation, and testing phases. All iterations will be approximately 2 
weeks each, depending on the involvement of the task. Iterations will be broken 
down into subtasks to be divided among team members.  The team as a whole 
will evaluate the required time for specific tasks, and the team leader will 
decide a due date based on the team's estimate.  Estimates will become more 
concrete as the project moves forward. 
 



Team Wakati | Software Project Management Plan 18 

4.6 Issue Resolution. This section explains how issues between the sponsor and 
the team will be resolved. 
 
Issues between the team and the sponsor will arise as the project evolves.  
Most issues that arise can be handled through informal discussion either in 
person or through electronic messaging.  For more complex or conflicting 
issues, the team will document the issue for further review.  Documentation will 
be done through the Issue Report form found in Appendix A [5].  When a 
solution is found, the solution will be added to the original issue document.  
Should such issues arise, the team will do whatever is necessary, within reason, 
to find a mutually satisfactory resolution. 
 

5  TECHNICAL PROCESS 
The technical process model describes the methods that the team will use in 
representing the technical details of the project. In addition, the technical process 
outlines how the team will record and publish technical details during project 
development, as well as the version control process that will be used. 

 
5.1 Methods, Tools, and Techniques. The Methods, Tools, and Techniques 

section aims to outline specific plans, methods, or tools to be used during the 
course of this project. 
 
• Diagrams. Team Wakati will use standard UML diagrams to represent 

data, relationships, and requirements. Specific models and the 
requirements phase in which they are used can be found below. 
 

Phase Description Model/Diagram 

Elicitation The sponsor and development team 
will meet to identify the main ‘actors’ 
of the system and how they interact 
with the system.  

Use Cases 

Specification Those developing the system will 
analyze the various ‘entities’ involved 
in creating the system and how they 
interact with each other. 

Entity-
Relationship 
Diagram 
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Phase Description Model/Diagram 

Specification These diagrams will be used to outline 
the requirements of the system. 
Wireframes are to be developed by 
the team as a whole, and approved by 
the sponsor. 

Wireframes 

Table 4: Models & Diagrams 
 

• Programming Languages & Tools. Team Wakati will utilize various 
programming languages and tools. With the web-based nature of this 
project, Team Wakati will be using HTML, CSS, JavaScript, PHP and other 
tools, to be determined as they become necessary. Team Wakati will be 
using various pre-established web tools, including the Google Maps API, 
among others, as necessary.  
 

5.2 Software Documentation. Description of Team Wakati’s documentation 
plan. 
 
• First Draft: during this first draft, the assigned Team Member will outline 

major sections and subsections.  Questions raised during this phase will be 
addressed in team meetings. Any unanswered questions will be asked at 
faculty meetings.  
 

• Second Draft: The rough draft will be expanded upon and made more 
specific. All raised questions will be resolved. This draft is to be shown to 
the faculty advisor to receive initial feedback. 
 

• Third Draft: The document is submitted to the faculty advisor for 
feedback. After the faculty advisor makes revisions, Team Wakati will 
address concerns and make necessary corrections. 
 

• Final Copy: This iteration of the document will have all revisions and 
changes. This document will then be sent to the various stakeholders 
outlined in this document, who will sign-off in agreement.  
 

• Additional Changes: Changes after the final copy has been signed off 
must be approved by the development team and follow the change 
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process outlined in Section 4.4 of this document. 
 

5.3 Documents. The table below outlines the various documents associated with 
this project, a brief description, and the baseline delivery date. 
 

Document Description Delivery Date 

Project Charter 

A concise statement of core 
goals, values and intentions. 
Includes team policies on issues 
of requirements change, work 
schedule, and quality. 

March 3, 2014 

Software Project 
Management 
Plan 

A formal document used as a 
guide for execution and control 
of project. Includes a list of 
team rules, hours of activity, a 
list of project issues and a work 
breakdown structure (WBS). 

March 31, 2014 

Software 
Requirements 
Specification 

Complete description of 
behavior and requirements of 
system. May include use cases, 
wireframes, and a listing of 
functional/non-functional 
requirements. 

May 12, 2014 

Software Design 
Specification 

Contains designs for 
implementation of the project. 
Outlines various design 
decisions Team Wakati has 
made, including: Architectural, 
Interface, Database, and 
Component Design. 

October 12, 2014 
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Document Description Delivery Date 

System Test 
Specification 

Used to describe the team’s 
plan for testing the software, 
and for specifying test cases 
and test procedures necessary 
to demonstrate that the 
software satisfies the 
requirements specified in the 
SRS document. 

November 1, 2014 

System Test 
Report 

Results of testing activities 
identified and specified in 
System Test Specification 

November 11, 2014 

User Manual 

Written for the client, this 
document includes the 
recommended and basic use of 
system, as well as figures 
representative of use cases. 

December 11, 2014 

Table 5: Documents 
 

6  ACTIVITIES AND SCHEDULE 
The Activities and Schedule section details all phases and their associated tasks. 
Also details the costs associated with each phase and the resources that Team 
Wakati will require to complete the project. 
6.1 Activities and Tasks. This section will be updated periodically as the 

development team progresses through the software development process. This 
section will initially include the WBS for the SRS document. Subsequent WBS 
will be prepared and distributed internally.  

 

Task Task Designee 
Baseline 
Duration 

Baseline 
Start 

Baseline 
Finish 

Introduction  Adrian Chambers 3 Weeks 3/21/14 4/11/14	  

Purpose  James Doan   3 Weeks  3/21/14  4/11/14 

Scope  Adrian Chambers   3 Weeks  3/21/14 4/11/14 

Definitions Daniel Green   3 Weeks  3/21/14 4/11/14 

References  All  6 Weeks  3/21/14 4/24/14 
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Task Task Designee 
Baseline 
Duration 

Baseline 
Start 

Baseline 
Finish 

Overview of 
Documents 

Anthony Cristiano   3 Weeks  3/21/14 4/11/14	  

General 
Descriptions 

Anthony Cristiano 3 Weeks 3/21/14 4/11/14	  

Product 
Perspective 

Jesse Rosato 4 Weeks 3/28/14 4/24/14	  

Use Case Models All 3 Weeks 3/21/14 4/11/14	  

Interaction Design 
Specifications 

All 4 Weeks 3/28/14 4/24/14	  

User 
Characteristics 

All 3 Weeks 3/21/14 4/11/14	  

Assumptions and 
Dependencies 

Daniel Green 3 Weeks 3/21/14 4/11/14	  

Specific 
Requirements 

Daniel Green 3 Weeks 3/21/14 4/11/14 

Use Case 
Specifications 

Anthony Cristiano 
and Jesse Rosato 

4 Weeks 3/28/14 4/24/14 

Performance 
Requirements 

James Doan 4 Weeks 3/28/14 4/24/14 

Design Constraints Adrian Chambers 4 Weeks 3/28/14 4/24/14 

Quality Attributes  All 4 Weeks 3/28/14 4/24/14 

Reliabil ity Daniel Green 4 Weeks 3/28/14 4/24/14 

Maintainability Anthony Cristiano 4 Weeks 3/28/14 4/24/14 

Program Quality 
Attributes 

James Doan 4 Weeks 3/28/14 4/24/14 

Security Adrian Chambers 4 Weeks 3/28/14 4/24/14 

Transferability Jesse Rosato 4 Weeks 3/28/14 4/24/14 

Operational Jesse Rosato 4 Weeks 3/28/14 4/24/14 
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Task Task Designee 
Baseline 
Duration 

Baseline 
Start 

Baseline 
Finish 

Quality 

Operations Adrian Chambers 4 Weeks 3/28/14 4/24/14 

Site Adaptations James Doan 4 Weeks 3/28/14 4/24/14 

Approvals James Doan 3 Weeks 3/21/14 4/11/14 

Table 6: Tasks & Activities Associated with SRS 
 
 
 
6.2 Schedule. Contains a list of phases, deliverables, and the estimated date of 

completion.  
 

Phase of Work Deliverable Est. Date 

System Concept Phase Project Charter 3/3/14 

Planning Phase SPMP 4/16/14 

Requirements Elicitation and 
Analysis 

SRS 5/7/14 

Software Design SDS 10/12/14 

Software Testing STS 11/11/14 

Software Delivery UM and Code 12/11/14 

Table 7: Schedule 
 

6.3 Resource Requirements. This section estimates the amount of hours that 
Team Wakati will need to complete the different phases of the project, as well 
as their associated costs. It also details the different resources that Team Wakati 
will need to complete the project. 

 

Labor Est. Hours Cost* 

Project Charter 62 $3,100 

Project Management Plan 77 $3,850 
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Labor Est. Hours Cost* 

Software Requirements 
Specification 

210 $10,500 

Software Design Specification 159 $7,950 

Implementation 270 $13,500 

System Test Specification 45 $2,250 

System Test Report 23 $1,150 

User Manual 45 $2,250 

Software Maintenance Manual 8 $400 

Total 899 $44,950 

*Costs are calculated assuming a billing rate of $50 per hour. 

Table 8: Estimated Costs 
 

Note: The above estimates are for learning purposes only. As a 
Senior Project Team, Team Wakati wil l  NOT be bil l ing the Sponsor. 

 
Team Wakati will bear any additional costs related to completing the project 
(e.g. printing and office supplies). Team Wakati will not be responsible for costs 
associated with deploying or hosting the application. 
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7  APPROVALS 
 

Name Signature Date 

Adrian Chambers   

Anthony Cristiano   

Daniel Green   

James Doan   

Jesse Rosato   

Hailey Pate (Sponsor)   

Meiliu Lu (Advisor)   
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APPENDIX A 

 
Team Wakati Senior Project Issue Report  
 
Issue reported by: Sponsor / Faculty Advisor / Other: ___________________________ 
 
 
Full description of issue: __________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

 

Description of resolution: __________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

______________________________________________________________________ 

 
 
 
The undersigned agrees that Team Wakati has satisfactorily resolved the issue: 
 
Name (Print): ____________________________________ Date: ________________ 
 
Signature: _____________________________________________________________ 


