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The goal of this project was to create a retro arcade style gaming application. This project was part of the Professional Practice in Software Development module. A team of five developers worked on this retro arcade style gaming application project. We had to use software development principles and project planning techniques. We also had to work as a team and communicate well. The main goal was to create a software package with four arcade games connected through a central menu system.
The retro arcade style gaming application project was done using Java and Java Swing. We followed a software development process. This process included planning, design, development, testing and evaluation. We used GitHub for version control and Microsoft Teams for communication and project management. Each team member worked on a part of the retro arcade style gaming application. We made sure to communicate so that all parts could be integrated into a product.
This report looks at the completed retro arcade style gaming application project. It reviews the project objectives, assesses the strengths and weaknesses of the solution, evaluates the development approach and reflects on the knowledge and skills gained during the retro arcade style gaming application project. It also identifies areas where improvements could be made in software development projects.
[bookmark: _Toc231057736]Outline of the Assignment
The assignment required us to create a retro arcade gaming application with least four playable games. The retro arcade gaming application project was meant to show our competence in software design, programming, testing, project management and teamwork. The final retro arcade gaming application had to provide a user experience. It had to allow players to easily navigate between games using a central menu system.
The team had five members. Four members developed games while one member developed the menu system. This structure ensured that all team members contributed equally to the project. It also allowed development work to be done at the time.
The main goals of the retro arcade style gaming application project were:
· Develop four arcade games for the retro arcade style project.
· Create a menu system that links all games together for the application.
· Ensure design and user experience throughout the application.
· Show communication for the project.
· Produce a functional software solution for the application.
· Complete all development activities within the project deadline for the project.
· Apply software development industry standard tools for the application.
The project objectives were successfully achieved. The team produced a retro arcade application with multiple playable games integrated through a central menu system. The project was completed on time. All planned deliverables were produced. Testing confirmed that the software worked as intended and met the requirements outlined in the project brief.
The final retro arcade style gaming application included a graphical menu system, multiple playable games, scoring systems, timers, leaderboards and executable deployment functionality. The project showed skills in planning, communication and collaboration.
Changes to Team Structure
During the retro arcade style gaming application project one team member left both the project and college due to personal issues. This reduced the development team from five members to four members during the development process.
The departure of a team member created additional challenges for the project because outstanding tasks and responsibilities had to be redistributed among the remaining team members. The workload originally assigned to that team member was shared across the rest of the team to ensure that all project objectives and deliverables could still be completed within the planned timescale.
Although this increased the workload for the remaining team members, the team adapted successfully by maintaining communication, supporting each other and taking on additional responsibilities where required. This allowed the application to continue progressing and ensured that the final software was completed successfully despite the reduction in team size.
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[bookmark: _Toc231057738]Strengths
The project had strengths. One of the strengths was the level of collaboration achieved throughout development of the retro arcade style gaming application project. We communicated using Microsoft Teams and GitHub. This allowed tasks to be distributed effectively while maintaining progress. Frequent meetings helped identify issues early. Ensured that all team members remained informed about project developments.
The application has a user interface. We agreed on shared design standards during the planning stage. This resulted in an application that appeared professional and cohesive. The use of backgrounds, neon colour schemes and arcade-inspired graphics created the gaming atmosphere we wanted to achieve for the retro arcade style gaming application project.
The gaming application was developed using an object-oriented structure. Each game was developed independently before being integrated into the software package. This approach improved maintainability. Allowed team members to focus on their assigned tasks. It also reduced development conflicts.
The modular structure made debugging easier. Problems could be resolved without affecting components of the retro arcade style gaming application.
The retro arcade style gaming application project successfully integrated developed games into a single software package. The menu system provided users with navigation between games while maintaining an experience throughout the application.
The final product operated as an arcade system and met all requirements specified in the assignment brief.
The application had testing. The testing was done throughout development to ensure the software functioned correctly. This process improved application stability. Ensured that gameplay systems menu navigation and scoring systems functioned as expected.
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The project also had some weaknesses. One of the challenges was integrating developed software components. Different coding styles and implementation methods occasionally caused compatibility issues during the integration phase.
The application was completed alongside coursework commitments. This created pressure on development time. While all objectives were achieved, some additional features and enhancements could not be implemented due to time limitations.
The application did not have some features that were discussed during planning. Examples include more levels, complex gameplay mechanics and enhanced visual effects. These features would have improved the user experience but were not essential to meeting the assignment requirements.
The application had some bugs during development. These included collision detection problems, score reset issues and button alignment errors. Although these bugs were fixed before submission resolving them required development and testing time.
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The development approach used throughout the project was highly effective. It contributed significantly to the completion of the application. We followed a software development lifecycle. This provided a framework that helped organise activities and maintain progress throughout the project.
The planning stage allowed us to define objectives assign responsibilities and identify risks before development began. Producing project plans, schedules and risk assessments helped establish expectations. It ensured that all team members understood their roles and responsibilities.
The decision to divide development responsibilities between team members was effective. By assigning each developer responsibility for a game or component work could progress simultaneously across areas of the project. This improved development and allowed development to be completed within the timeframe.
GitHub played a role in the effectiveness of the retro arcade style gaming application project. Version control allowed us to collaborate safely while tracking changes and maintaining repositories. GitHub project boards also helped monitor progress and manage development tasks.
Microsoft Teams supported communication throughout development. It enabled the team to discuss issues share updates. Make decisions efficiently. Regular meetings helped ensure that everyone remained focused on project objectives and deadlines.
Testing was another aspect of the development approach. Individual games were tested before integration, and further testing was completed after integration. This helped reduce the likelihood of software failures and improved software quality.
Despite the success of the chosen approach there are areas where improvements could be made. Earlier integration testing would help identify compatibility issues. Detailed milestone reviews could improve project tracking and progress monitoring. Allocating time for testing and optimisation would further improve software quality.
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The project provided opportunities to develop both professional skills.
One of the areas of development was Java programming. We improved our understanding of object-oriented programming concepts. We also gained experience using Java Swing to create graphical user interfaces and interactive software applications.
The application improved our understanding of software development methodologies and project management processes. Following a software development lifecycle provided experience in planning, designing, developing, testing and evaluating software solutions. This experience has improved our ability to approach projects in an organised and professional manner.
Our teamwork and communication skills improved significantly throughout development. Working within a four-person development team required collaboration, discussion and problem-solving. We developed our ability to communicate ideas clearly provide feedback and contribute effectively towards shared project goals.
The retro arcade style gaming application project also improved our use of GitHub for version control. We gained experience using repositories commits, branches and project boards. This improved our understanding of software development workflows and collaborative coding practices.
The testing and debugging stages enhanced our problem-solving abilities. Identifying software bugs analysing causes and implementing solutions improved our thinking and attention to detail. These skills are essential within software development and will be highly beneficial in future projects.
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If the project was to be repeated several improvements could be made. Extensive planning for integration would reduce compatibility issues later in development. Additional testing sessions throughout development would improve software quality. Reduce debugging effort. Advanced gameplay mechanics, enhanced graphics and additional features could also improve the user experience.
We would also improve time management by introducing milestone reviews and frequent progress monitoring. This would help ensure that all planned features are completed while providing time for testing and optimisation.
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In conclusion the retro arcade style gaming application project successfully achieved its objectives. It resulted in the development of a functional retro arcade application containing multiple integrated games. The project was completed within the timescale and met the requirements outlined in the assignment brief.
We worked well together on the project. We were good at talking to each other planning things out and making software. Using Java Swing, GitHub and Microsoft Teams helped us work together and follow a plan for making software.
We had some problems when we were putting everything together testing it and managing our time, but we were able to fix these problems by talking to each other making a plan and figuring out what to do. The retro arcade style gaming application project was a way to learn how to work with others to make software. It also helped us learn skills and how to be professionals, which will be helpful when we work on projects or have jobs, in the software development industry.
The retro arcade style gaming application project was a success. We did what we were supposed to do. We showed that we can make software work together and manage a project. The project was a priceless and valuable experience. It showed us what we are capable of with the help of using Java Swing, GitHub and Microsoft Teams to make it happen. The project was a success, It showed that we have the software development, teamwork and project management skills.
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