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1. Schedule

Wednesday, April 21st – Assign responsibilities to group members; develop suitable inspection checklists; develop three implementation questions

Friday, April 23rd – 2:00 – 4:00 PM – Private inspection of source code

Saturday, April 24th – 2:00 – 5:00 PM – Phase I of inspection; rework

Sunday, April 25th – 2:00 – 5:00 PM – Phase II of inspection; rework

Sunday, April 25th – 6:00 – 9:00 PM – Phase III of inspection

Sunday, April 25th – 9:00 – 11:00 PM – Final Rework

2. Responsibilities

2.1. Rob

Private inspection



Phase I inspector



Phase III head inspector

Write inspection document

2.2. Robert 


Private inspection



Phase III inspector

Develop implementation questions



Answer implementation questions

2.3. Jonathan

Private inspection



Phase II inspector



Phase III inspector

Develop implementation questions

3. Inspection Checklists


3.1. Phase I Inspection Checklist

· Standard header comment for header files

· Standard header comment for CPP files

· Standard comments for functions for CPP files

· Standard comments for obscure code

· No magic numbers in any code

· Identifiers for constants are consistent and meaningful

· Identifiers for variables are consistent and meaningful

· Consistently indented

3.2. Phase II Inspection Checklist

· Standard debugging practice

· Member functions private unless part of interface

· All variables initialized before use

· Error checking for files

· No public data in classes

· Correct bounds on loops

· Correct relational operators

· Correct use of data hiding

· Good use of inheritance

· Good use of polymorphism

· Correct use of dynamic storage

· Classes have constructors

· Classes have copy constructors

· Classes have destructors

3.3. Phase III Inspection Checklist

· Correct use of communications protocol

· Verify looping structure

· Switch blocks cover all possible cases

· Verify mathematical calculations for all combinations of positive, zero, and negative inputs

· Null pointers not dereferenced

· Memory deallocated as needed

4. Effort Expended

4.1. Rob 



Private inspection


2 hours



Phase I inspector


3 hours




Phase III head inspector

3 hours

Write inspection document

2 hours

4.2. Robert


Private inspection


2 hours




Phase III inspector


3 hours

Develop implementation questions
1 hour



Answer implementation questions
1 hour

4.3. Jonathan 


Private inspection


2 hours




Phase II inspector


3 hours



Phase III inspector


3 hours

Develop implementation questions
1 hour

5. Implementation Questions and Answers

5.1. 1st Q & A

Q: What is the reason for including the GetNextMessage() member function in the CommLink class, and how does it differ from the Recv() member function in the same class?

A: The GetNextMessage() member function removes and returns the next message from the message queue.  On the other hand, the Recv() member function receives messages over the SOCKET data member and inserts them at the back of the message queue.

5.2. 2nd Q & A

Q: Why is the GetAutonomous() member function from the RobotMoveControl class called in the GetNextCommand() member function in the ControlSystem class?

A: The GetAutonomous() member function returns a boolean value (TRUE when moving robot manually, and FALSE when moving robot autonomously).  Consequently, the first call to GetAutonomous() in the GetNextCommand() sets the move command header to autonomous ("01") if GetAutonomous() returns true; otherwise, GetNextCommand() sets the move command header to manual ("00").

5.3. 3rd Q & A

Q: Why is the second for loop in the SonarDisplay class constructor bound by NUM_COLORS?

A: NUM_COLORS equals the number of displayable colors in the sonar display.  Under current settings, we allow an array of 255 colors.  Moreover, with each iteration of the loop, the constructor assigns the red, green, and blue values of the color in the spectrum subset.

6. Result of the Reworking

Effort used in inspection and corrections: 

26 man hours

Approximate number of statements added:

15

Approximate number of statements changed:

65

7. Seal of Approval

7.1. Post-Phase I

7.1.1. Author’s Approval

I, Robert Shields, hereby affirm that I have successfully undertaken the rework for post-Phase I.

______________________________

7.1.2. Inspector’s Approvals

I, Robert Iracane, hereby affirm that I have thoroughly overviewed and approved the rework for post-Phase I.

______________________________

7.2. Post-Phase II

7.2.1. Author’s Approval

I, Robert Shields, hereby affirm that I have successfully undertaken the rework for post-Phase I.

______________________________

7.2.2. Inspector’s Approvals

I, Jonathan Buster, hereby affirm that I have thoroughly overviewed and approved the rework for post-Phase I.

______________________________

7.3. Post-Phase III

7.3.1. Author’s Approval

I, Robert Shields, hereby affirm that I have successfully undertaken the rework for post-Phase I.

______________________________

7.3.2. Inspectors’ Approvals

We, CompuGlobalHyperMegaNet, hereby affirm that we have thoroughly overviewed and approved the rework for post-Phase I.

______________________________

______________________________

______________________________
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