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(ideal hours) optional optional

size
User story estimate
id task id task description (0,5-2h)  size actual location in code  notes

0 0 Create the base classes from CRC cards




(ideal hours) optional optional

size
User story estimate

id task id task description (0,5-2h)  size actual location in code  notes
1 1 Class Player with attributes

2 Basic setters and getters
2 1 Basic Game class

2 Basic constants and operations
3 1 Extended getters and setters for class Player




(ideal hours) optional optional
size
User story estimate
id task id task description (0,5-2h)  size actual location in code  notes
4 1 Method to compute the turns
2 Additional methods to Player and Cell classes
5 1 Create the Dice class
6 1 Methods for moving the player through cells
14 1 Go cell, method event() for some cells




(ideal hours) optional optional

size
User story estimate

id task id task description (0,5-2h)  size actual location in code  notes
7 1 Attributes and methods for LandCells

2 Methods for buying lands, vector in Player
8 1 Methods regarding monopoly of a Player
9 1 Methods for loosing/gaining money

2 Methods and attributes to know the owner of a Land
10 1 Prepare a way to compute rents with monopoly of the color

11 Store the rents when 1,2,3,4 house(s) are present

N =

Get the rent in presene of houses

24 1 Preparing Free Parking Cell




(ideal hours) optional optional

size
User story estimate
id task id task description (0,5-2h)  size actual location in code  notes
13 1 All the methods for building a house
25 1 Railroads Classes

26 1 Factories Classes




(ideal hours) optional optional
size
User story estimate
id task id task description (0,5-2h)  size actual location in code  notes
17 1 Prepare the Card class
18 2 player goes to jail
19 3 player may exit from jail
20 4 player looses money
21 5 player receives money
22 6 player moves




(ideal hours) optional optional
size
User story estimate
id task id task description (0,5-2h)  size actual location in code  notes
23 1 Taxes Cell, methods
/ 1 events for Cells
/ 1 event messages for Cells
/ 1 html messages for Cells




(ideal hours)

optional optional
size
User story estimate
id task id task description (0,5-2h)  size actual location in code  notes
12 1 Bring a Player in bankrupt, deleting him from Game |
2 Everything to be done with Lands/Railroads/Factories held by dead player
15 1 Event in Goto Jail Cell
16 2 Escaping from Jail




