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Scope

This document is the comprehensive plan for the IMD Senior Project “Emo-Capsule”. It reviews the main objectives and lists deliverables, tasks, and schedule for this project. Detailed information on system requirements are also provided in the Requirements document (1-2).
The content includes confidential information and may not be disclosed to any party not previously authorized by the proponents of this report. No part of this document may be reproduced, transmitted, transcribed, stored in a retrieval system, or translated into any language, in any form or by any means, electronic or mechanical, for any purpose, without the express written permission of the authors. The contents of this document are not to be relied on for speculation. This document and all of its contents is not rendered final and as such, is subjected to be modified and changed by the project team without prior consent or notice.
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1.0 Introduction

1.1 Description

Through the use of an interactive art interface, the Emo-Capsule aims to track and react to the varying social and emotional moods of individuals in a local and global community by interpreting the collective mood and emotions to create an ever changing display representative of this collective global input..

The project involves a large-scale environment that participants can walk through. On the screens/walls, 'mood words' will be projected at varying sizes, moving and dynamically growing and decaying as well as applicable mood sounds/music based on user input:
1. Direct user input of words (using text messaging/mobile devices and computer consoles within the installation and via the website)

2. Through facial expression (using image processing/analysis)
3. Through body movement (using accelerometers or Wii-style interface)

All of the words will be displayed in the environment; however the dominant mood (that collectively receiving the most input) will determine and alter the visual and audio that creates the environment. In this way, all users will be able to influence the environment, but with a limited control spectrum. The mood will be most heavily influenced by the majority (collective) mood.
1.2 Features
The following types of user input will be investigated further as to their suitability for inclusion in the installation: 

· Text: Users will be able to directly enter mood words in order to influence the installation. They may be entered: 

· Within the Installation: Users can enter mood words through computer consoles setup within the installation itself. 

· From the Web: Globally, visitors will be able to influence the installation by submitting mood words through the project website. 

· Through SMS: Globally, users will be able text mood words to the system via blackberries, cell phones, and other mobile devices.

· We hope to make our installation global and thus capable of accepting multi-lingual input from all over the world.

· Image: Within the installation itself, users will be able to input a facial expression (via web cam most likely). The image of the face will be converted into text as a mood word. This will be done using facial recognition.
· Sound: Within the installation itself, users will be able to input sound expression (via microphone). The captured sound will be converted into text as a mood word.

· Motion Sensor: Within the installation itself, users will be able to input expressive movement (via accelerometer device or controller). The captured movement will be converted into text as a mood word.
1.3 Stakeholders

School of Information Technology, Carleton University

Dr. Anthony Whitehead
Eric Chan, Hannah Johnston, Alicia Landry, and Jordan Shaw
2.0 Requirements 
1. Installation
1.1.    Environment
1.1.1. Dominant Mood

1.1.1.1.    Lighting Colour

1.1.1.2.    Ambient Music
1.2.    Interactive Elements (subject to change)
1.2.1. SMS Text Input

1.2.2. Image Input – via Webcam

1.2.3. Motion Input

1.2.4. Sound/Voice Input

1.2.5. Direct Text Input – via Console or the Website

2. Database
3. Website
3.1.    Global Input
3.2.    Documentation Video, Images, and Information

4. Documentation
4.1.    Posted on the Web for Global Audience
4.2.    Sketchbooks, Code, and Documentation for Review Panel
3.0 Deliverables
1. Project Plan

2. Requirements Document

3. Test Plan

4. Design Specification

5. Implementation Notes

6. User Manual
7. Style Guide
8. User Study Analysis

9. Executables and Data

10. Source Code
11. Team Wiki
12. Individual Sketchbooks

13. Video and Photographic Documentation
4.0 Tasks, Schedule, and Milestones
4.1 Project Phases

	Phase
	Ends

	Preparation and Planning 
	End of April

	Research, Prototyping, and Reporting
	Early September

	Designing, Implementing, and Presenting
	Mid December

	Production and Submission
	Late March


4.2 Major Milestones

	Milestone
	Date

	1st Project Status Report
	Mid September

	Book Presentation
	Late September

	Kosmic
	Mid October

	2nd Project Status Report
	Early December

	Pre-Fair Presentation
	Mid-to-Late December

	National Engineering Week
	Early March

	Project Fair
	Late March

	Final Report 
	Early April


4.3 Work Breakdown Structure
1. Research
Gathering Information on Comparable Interactive Art Installations
Initial Reading
Component Feasibility and Initial Test-Stage Prototypes
Image Processing

Sound Processing

Text/SMS Processing

Motion Processing

Sound Processing

Text Output
Compilation of Failed and Successful Attempts

Support for Possible Inclusion or Rejection from Final Installation
2. Requirements Analysis

System Structure

Gathering User Requirements
Artist Input

3. Design

Project Scope
Design Specification Document
Style Guide
Database

Website

Wireframe Mock-ups

Environment Design and Layout
4. Implementation

Hardware Procurement

Environment Construction
Software Development

Database

Website

   Development

   Stylesheets
   Integration with Database

Image Processing

Sound Processing

Text/SMS Processing

Motion Processing

Text Output to Multiple Screens
5. Testing
Working Prototypes
Small-Scale Website Release

Event Mock-Ups
Contact for Permission and Arrangements

Kosmic

   Setup, Supervision, and Take-Down

   Gather User Feedback

   Documentation and Photo/Video Release

National Engineering Week

   Setup, Supervision, and Take-Down
   Gather User Feedback

   Documentation and Photo/Video Release
6. Refinement and Release
Global Website Release
Exhibition Setup
Sketchbook Presentation

Environment

Video and Photographic Documentation
5.0 Resources and Team Responsibilities
5.1 Hardware Resources
· Web cam 

· Microphone
· Accelerometers/Wii remote
· Projectors (multiple)

· Projection screens (multiple)

· Main computer 

· Computer console ‘stations’ within the installation 

5.2 Software Resources
· Image processing software (C/C++, Processing, Java)
· Interaction of hardware components  (C/C++, Processing)
· Text input/ SMS (Java, PHP)
· Backend database management (PHP, MySQL, MS Access)

· Website (PHP, HTML, JavaScript, JSP, Ajax, Flash Player 8)

5.3 Team Structure

Our project is heavily programming based and as such, all team members will be required to take on a significant programming role.
Collectively our team will:
· Design the overall appearance and construction of the installation

· Establish appropriate conversions for mood words, sounds, and colours.

Specific Team Member Responsibilities:
· Eric will be primarily responsible for the use of image input for the installation.

· Alicia will be responsible for the use of sound input for the installation.

· Hannah will be responsible for the use of motion input for the installation.

· Hannah and Eric will be responsible for the output display of mood words.

· Jordan will be responsible for the backend and website components of the installation.

· Alicia and Jordan will be responsible for the use of text input (SMS, website, etc).

· Hannah and Alicia will lead project organization documentation.
Other

· We will require a significant number of user testers.
· Feedback will be collected through onsite demos where suggestions/comment sheets can be placed. 

· On the website feedback/contact information will be available throughout the projects development.
6.0 Risk Analysis
	Potential Risk
	Probability
	Criticality
	Risk Exposure
	Action

	
	
	
	
	

	Campus Safety deems the installation a safety risk / hazard
	Low
	High
	Medium
	Meet with campus safety to get permission for any installation outside of Information Technology and within Carleton University

	Not feasible to include one or more of input types
	High
	Low
	Medium
	Alter or remove component, provided remaining components are sufficient to effectively demonstrate the project concept.
Develop system using modular approach such that the removal of one component will not affect the system. No component should depend on another component.

	Team is unable to procure necessary hardware for free from the University
	Medium
	High
	High
	Beg, borrow, and buy equipment from other sources
Find places that offer hardware / equipment rental outside of the University

	Unable to achieve multiple screen installation
	Medium
	High
	Medium
	Ensure that the dimension of one screen is big enough to achieve more or less the visual impact that we are proposing.



	Unable to complete desired scope of project
	Low
	High
	High
	With proper communication, documentation, scheduling and work ethic this will not happen. This is a risk with pre-emptive action.

	The scale of our project will not fit in the location we have to display our final product  
	Medium
	Medium
	Medium
	Quick rescaling of our project through the measurements of the display space. Pre-emptively we measure the display space before construction of environment.

	SMS text messaging is unable to be completed due to satellite complications.
	Low
	High
	High
	Will have to work with our other formats of emotional input.

	Access to sufficient high powered projectors are not available
	Medium
	High
	High
	Will have to work with the available projectors, no matter what the number.


7.0 Inter-Group Communication Procedure
7.1 Meetings
Throughout the summer, the team will conduct its meetings via internet conference as we are spread out across the country. Throughout the fall and winter terms, we will conduct meetings at the school.

7.1.1 Meeting Frequency

· Bi-weekly in the summer

· Weekly in fall term

· Several times a week in winter

7.2 Email

In addition to regularly, scheduled meetings, team members will keep in touch via messaging and email in order to share important and timelier information outside of meeting times.

7.3 Logs

All team members will keep digital logs (wiki) that other team members will have access to in order to have a better idea of progress being made as well as challenges we are facing. This will also help keep team members on track and overcome challenges as a group.
7.4 Sketchbooks
As our project has a heavy artistic component, each team member will keep a separate sketchbook in order to help record the development process. These books will also serve as a communication tool both within the team and with outsiders.
8.0 Change Control Policy
· All significant changes to documentation will be recorded on the first page of the document itself.

· Each subsequent draft will perform changes in MS Word’s “Track Changes” mode, so that changes are highlighted and may easily be accepted or rejected.

· All document changes will be reviewed and changes may be rejected with a consensus.
· All versions of document revisions will follow the appropriate naming convention (See Quality Control Policy).
· Any an all changes made to the project scope or deliverables must be approved by all team members. 

· The projects possible changes can be made to the appearance of the project as our groups’ research psychological interpretations of particular emotions and how to appropriately convey them through visual display.
9.0 Quality Control Policy
9.1 Document Headers
All documentation will include a standard document header (front page) including: 

1. team and project title (you may or may not have a name for your team) 
2. document title 
3. document number 
4. author 
5. revision history 
6. sign-off section 
7. other common document objects you find necessary 
9.2 Document Numbering
Document numbers use a 4-part numbering scheme a.b.c.d where:
1. a is group number (see the attached file) 
2. b is project number (for SP use 1) 
3. c is category (1 for main docs; 2 for reviews, test results and things like that; 3 for meeting notes; etc) 
4. d is doc number within category. 
9.3 Document Style Guide
Style Guide
1. Each document will follow the formatting of our previous documents. Every section will be documented in a Table of Contents followed by proper section and subsection breakdown.

2. Proper citation and bibliography will be used in the documentation of open source code, ideas, quotes and reference books. 

3. Our submitted documentation will be written and formatted with what would be consistent for a formal business project report.
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