3rd Meeting for Quarterly Training (05/25/2000)
Task Assigned: One Hour Presentation (including questions) on the Quarterly Training, tentatively set at Saturday morning (6/3/2000)

Question: How to improve the infrastructure and environment for developers to enhance productivity

Proposed: Standardize and simplify software development cycle.  The presentation will illustrate the resources we can and we’d like to gather for technical developers.  We will design a user case to walk through the utilization of the web site and integration into actual web development work.  The site won’t be completed before the training.  We only want to present and demonstrate our concept.  This site should be a dynamically updated and maintained all the time.

Implementation: Intranet web site for engineering. (There is one on Weasel, but it is far from practical and useful for developers yet.)  More powerful and convenient tools and systems to use, more technical support and training to provide, much clear and better procedures to follow, …

Time Frame: 5/19-6/1 

Items to Address: 

1. Progress and Goals

2. Resources identified and gathered so far.

3. Finalize the outline and format for presentation

4. Individual commitments

CONTENT OF WEBSITE FOR SOFTWARE ENGINEERING AT WEBVISION

Revised by JW 05/23/2000

1 INTRODUCTION

This site is intended to familiarize new Software Engineers with the Webvision as well as provide a set of procedures, guidelines, and standards that will help ensure that the Webvision will deliver an important product in a competitive market.  New and old Software Engineers should be familiar with the content that is this central repository site for the Engineering Department.   

1.1 THE COMPANY


1.1.1 History (Some in Weasel, need to be updated and revised)

1.1.2 VISION AND GOALS (Some in Weasel, need to be updated and revised)

WebVision is positioned to be the ultimate Symbol of the next generation of Information and Integration companies. We believe that our "Next Generation Internet" strategy offers our customers the most successful and "riskless" transition to the Digital Economy. We also believe that the amount of information traveling over the Internet and Private Networks will keep on increasing and the number of users will continue to grow at an astounding rate. The Internet is a "Global" phenomenon. This means our reach is also global in terms of scale. Never before in history has such an opportunity emerged where companies can become global in such a short time. What is more important is that the quality and types of information are getting more and more rich in visual content. If you do basic math here, you will see that there is going to be a huge demand for companies that can offer delivery of information at "Fiber-Optic Speeds" and can also manage the quality of that information. This can only be done by deploying "Quality Service Stations" by offering "Service Points of Presence or ("SPOPS") with full quality control facilities. Our Internet Data Centers are just that. They are Service Points of Presence for the Next Generation Internet and Digital Economy. We want to eventually have Data Centers in every City of any Significance on this earth and connect these Data Center with "Fiber-Optics”. Not with Coax Cable, Twisted Pair Cable, Ethernet Cable or other "Low Speed" cables but with High Speed Fiber-Optics Cables. In this way we can offer our customers Fast Internet Access, Real-Time replication and Exchange of all types of Content, Real-time global broadcasting of Videos, Conferences, Instructional Lectures, Movies, Animation, Virtual Realism and what we had only dreamed off just a few years age. 
WebVision has the E-Commerce Technology, the Skill Sets and the Management to deliver on this promise.  
The goals are to associate WebVision to the Next Generation Internet. Not the "Slow-speed" Internet that folks know but to the "Light-Speed" Internet and Commerce Infrastructures of Tomorrow. WebVision should be known as the company that can Build Business Infrastructures that are geared towards the future. These Infrastructures will rely upon Fiber, High-Speed Host Systems, High-Performance Transaction Systems that can scale globally, "Forever-Alive” Systems that are guaranteed to never miss a beat, never get tired and therefore never turn down a customer. 

Of course, in order to deploy such an Infrastructure, one needs to have the proper "Deployment" Environment" with Power, Environmental Systems, Fire Suppression, Backup and Contingency, Monitoring Tools, Replication, Security and Firewalls, etc.. In other words, our Data Centers are an ideal spot for deploying these Systems. 
The last but most important piece, i.e. Manage is relevant to both Build and Deploy. The Management of a Build Plan (Project management) is essential to a on-time/on-budget delivered System. In addition, once deployed, the System and Applications have to be managed at several levels. In fact the Management Systems should allow to drill down as deep and manage at a very granular level if necessary. WebVision has Systems that can allow the customer to choose the level of management that they desire. Our response to customers is not to deny them of information but to enable them with as much information as they need about their customers, traffic patterns, response time, security, etc. (from An Interview with CEO)
WebVision - We Turn Web Sites into Business Strategies. 

1.1.3 Geographical Locations of Offices and Clients (Some in Weasel, need to be updated)

1.2 THE ORGANIZATION


1.2.1 Organization Chart

1.2.2
Useful Miscellaneous Information


1.2.2.1 Supplies 

1.2.2.2 Lunch


1.2.2.3 Office Machines

1.2.2.4 …

1.3
THE PRODUCTS AND ON-GOING PROJECTS


2
SW ENGINEERING ENVIRONMENT FOR DEVELOPER


2.1 STANDARD WORKSTATION CONFIGURATION

Purpose: For a new developer to the Webvison, this section is designed to help understanding the work environment and accelerating into full productivity stage.

Checklist for most important software, procedures, and guidelines. Details are provided in the rest of the chapter.


2.2 TOOLS


2.2.1 Graphics (Paint Shop Pro, VISIO, Photo Shop)

2.2.2 HTML (Homesite)

2.2.3 JSP (JDK, JSWDK)

2.2.4 IDE (SW under evaluation…, Jbuilder3.5? Visual Age?)

2.2.5 Database (Power Design)

2.2.6 Office (Word, Spreadsheet, Presentation, etc.)

2.2.7 UML Design (VISIO, Rational Rose Modeler)

2.2.8 Project Management (under evaluation)

2.2.9 Common Utilities (WinZip, Acrobat Reader, WS_FTP, Secure CRT, etc.)…


2.3 Database (DB2, Oracle)

2.4 WEB and APPLICATION SERVERS (APACHE, WEBSPHERE, WEBLOGIC, JRUN)
2.5 NETWORK

2.6 ENGINEERING TEST CONFIGURATION

3 SW ENGINEERING PROCESS


Process is a very important part of any organization.  Without clearly defined processes, many avoidable problems can creep their way into a project, making it difficult to manage, causing unnecessary frustration, and consuming valuable resources (time and money).  These problems can significantly impact revenue, harm the company, and anger shareholders.

Some people will argue that process hinders development and the creative nature of a business making it difficult to compete in a competitive market place (especially where Internet and technology is concerned).  This may be true where organizations put more emphasis on the process then the product.  Although a company with very little process can become an industry leader overnight through the heroic efforts of their individual employees, maintaining that lead is very different.  Successfully managing growth and changing requirements requires managing a process rather then relying on the uncoordinated heroic efforts of individuals.

Too much process (where a company is stuck in quagmire of paperwork, approvals waiting for meetings, and consensus) will hurt a company by increasing the time to market of a product.  Too little process may affect the consistent quality of a product and consume valuable resources.  A good process will be lean enough to allow a company to make decisions quickly, yet maintain overall quality and order, and be responsive to change. The development of complex and distributed software systems is no exception to the need for process.

3.1 TRAINING 

3.2 Process Flow of Software development (Some in PR008, needs to be more specific for developers)
3.3 REQUIREMENTS MANAGEMENT (SW under evaluation… DOORS?)

3.4 SCHEDULING AND PROJECT TRACKING (SW under evaluation… WIP?)

3.5 DESIGN & CODING STANDARDS (R&D? based on Javasoft spec.)

3.6 DOCUMENTATION (Javadoc or other traditional documentation tool? Some in intranet, but not specific for engineering group)

3.7 VERSION CONTROL (SW under evaluation… CVS out? )


3.8 QA/QC
(SW under evaluation and process in development, ?Mercury Interactive: Win Runner, Load Runner, Win Director?)

3.8.1 Testing

3.8.2 Staging

3.8.3 Test Scenario Design and Test Program

3.8.4 Bug Tracking (SW under evaluation…)

3.9 CHANGE CONTROL (Once we are under coding development, we need a system to approve and keep track of what work/changes/enhancements will be made to the code…)
3.10 BUILD & DELIVERY


3.11 HELP DESK AND INTERACTION WITH CUSTOMERS

3.12 Updating, SUPPORT and Maintenance

4
PRODUCT ARCHITECTURE

4.1 Overall ARCHITECTURE
4.2 WEB SERVER


4.3 DATABASE SERVER

4.4 APPLICATION SERVER

4.5 PRESENTATION TIER

APPENDICES

APPENDIX A. USEFUL INTERNET/INTRANET LINKS FOR DEVELOPERS

APPENDIX B. TECHNICAL FAQ AND NEWS GROUP FOR DEVELOPERS

APPENDIX C. USEFUL ARTICLES, E-BOOKS AND DOCUMENTATION

APPENDIX D. DIRECTORY AND MAPS (Some in Weasel and intranet, need to be revised) 

APPENDIX E. Software Development Cycle
APPENDIX E. Software Development Cycle

I. Planning


I.a. Scope and Required Spec. (Assumptions/Risks/Limitations)

· Scalability (very important and essential characteristics of A Website) 

· Design daily traffic 

· Platforms: Unix/Linux/Windows/Mac/….  

· Hardware/Software/Database/Networking architecture


I.b. Use Cases (to test code)


I.c. Prototype (for benchmark comparison as well as idea verification)


I.e. Resources Management

II. Building


II.a. OOA (Object-Oriented Analysis)--What to do 


II.b. UI (User Interface)

II.c. OOD (Object-Oriented Design)--How to do Internal structure and logic of software 


II.d. Coding and Debugging


II.e. Documentation
III. QA and Testing 

IV. Deployment, Tuning, and Revision

V. Updating and Maintenance

