Can't We All Just Get Along
Working as a team on programming projects

By Imortis Inglorian

	I think at one time or another, we will all want to work on a team project.  It seems like a good idea at first, but when you get there you quickly find that it's not as easy as you thought it would be.  Well, guess what!  I have a handful of tips and trick to help you not kill your partners!  And if you do kill them I may write another article on how to hide the body/evidence from the local law enforcement.  Let's hope that I don't have to write that one, okay?

Getting Started

	When starting any programming project it's always a good idea to have a plan before you start programming.  This is more true on a group project, and here is why:

	"I want to do this, so I'll just go ahead and do it.  I'll tell [insert partner's name here] later.  He/she'll be so happy!

	Yeah, right.  This almost never works.  Nine times out of ten, this will completely ruin the things that the partner had in mind or they just won't like it.  Everyone gets mad; no one wants to give up his or her idea.  Having a good plan before you get started makes this much less of a problem.
	An extension of this is to make the planning process as democratic as possible.  Get the members of your team to agree on the plan, and you can almost entirely remove this problem.  I want to stress the word almost.  You can never completely get rid of this problem, but you can come close.

Dividing Up the Work Load

	I will be the first to tell you that I suck at graphics programming.  If you are in the same boat, you know it.  So should your team mates.  Everyone is good at something, but no one is good at everything.  If you suck at [X], then let your team mates know.  There is a good chance that someone else does not suck at [x] but instead they suck at [y] which is exactly what you are good at.  Okay, so maybe it won't always be that easy, but I think you get the point.  By splitting up the jobs based on a "who is best qualified" basis, things will get done a whole lot smoother and faster.

To the Bat-Complier, Robin!

	This might seem like a "no duh" comment, but you also have to decide what you are going to program in.  Partner A might like C++, Partner B might like Pascal, and Partner C might like COBOL (heaven forbid).  You all have to decide what language you plan to use for the project.
	Once that is decided, you can all start programming to your heart's content, but keep in mind that other people will be trying to work with your code.  Do your best to make it readable to others.  How many times have you looked at a piece of source code on the net that looks like this?

x = x+12
y = y-12
x2 = x
y2 = y
print x+x2+y+y2
'etc...

This looks horrible.  You can tell what it's supposed to do, kinda...  But you have no idea what x, x2, y, and y2 are for.  In this small example, it's not so bad, but on a big project, you will need to document your code a bit better.  The best way is to use a variable naming convention that makes its purpose and type known.  Like so:

intFirstXCoord

We can dissect this variable name to see its purpose.   int means that the variable is an Integer.  FirstXCoord tells you the purpose of the variable.  It is the first x coordinate.  This kind of documentation is highly effective, but can be a pain in the butt.  You should also use lots of comment lines to make sure that the over all intent of the program is easy to see as well.  

It's Not Whether You Win or Loose, It's How You Play the Game

	Regardless of whether or not your project is a success, have fun with it and learn new things.  That's the whole point of a group project, right?  Don't let it become work, because work is an oppressive construct made by the MAN to keep us down.  You should avoid "jobs" at all cost, so try not to let your team project become one.  If you stop having fun, you loose the will to write good solid code and instead just want to "get it done".  If your project doesn't work, well then modify it.  Try to find a way to salvage the work that you have done already.  If you can make something of it, then it was not a failure.

Yeah...  I should go now...

	Well, I guess this is it...  *sniffle*  You guys are growing up so fast...  You need to go out on your own and use what I have taught you...  *sniffle*  Go on!  Get outta here!  Don't you understand!  I don't want you any more!  Go!  *sniffle, sniffle*  

