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Project Outline
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During the summer holidays | spent a month in Malawi on expedition with Team Chal-

Figure 1.0

Not wanting to change the project to something entirely different, | decidec
try and make an electronic version of one of the more simple mancala gar
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ago. Unsure of the rules, | refreshed my memory by finding a PC software
sion, pictured in figure 1.1.

A description of the objectives and rules of Bao, along with all the ideas I
come up with, is included in appendix A. Included in the main documentat

only that which is relevant to the game of Bantumathich | am going to make

an electronic version of.
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lenge. While out there | became aware of a popular African board game. The game com-
mon in the areas we visited is known as Bao, but | was later to discover that it is one type
of a family of games known collectively as mancala. Figure 1.0 is a picture of the Bao board
| purchased at Chitimba beach camp on Lake Malawi.

| had decided that | would make an electronic version of Bao several months before the
time came to start work on module SCT5, and had already thought quite a bit about how it
would work. In doing so | realised that no matter how much | optimised the design, it
would still be very complicated to develop and produce, so much so that | decided it not
worth the risk, given the time constraints.
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Figure 1.1




Initialisation Time Plan
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Nov 2007 Dec 2007 Jan 2008 Feb 2008 Mar 2008 Apr 2008

ID Task Name Start Finish Duration

411 11/11|18/11|25/11| 2112 | 9/12 |16/12|23/12(30/12| 6/ | 23/1 | 201 | 27/1 | 32 | 1072 | 17/2 | 2472 | 213 | 93 [ 16/3 | 23/3 | 30/3 | 614
1 | Christmas Holidays 15/12/2007 06/01/2008 23d ]
2 | Spring Half Term 09/02/2008 17/02/2008 9d ]
3 | Easter Holidays 20/03/2008 06/04/2008 18d ]
4 | Introductory documentation 01/11/2007 01/11/2007 1d |
5 [ Explanation of idea 02/11/2007 03/11/2007 2d B
6 | Analysis of idea 03/11/2007 04/11/2007 2d [ ]
7 | Task Analysis 07/11/2007 09/11/2007 3d [ |
8 | Research 01/11/2007 01/12/2007 31d I
9 | Specification 09/11/2007 09/11/2007 1d |
10 | Development time plan 10/11/2007 10/11/2007 1d |
11 | Development 11/11/2007 27/01/2008 78d |
12 | Production time plan 28/01/2008 28/01/2008 1d |
13 | Production 29/01/2008 12/03/2008 44d ]
14 | Completion of documentation 13/03/2008 19/03/2008 7d [ ]

Figure 2.0 Initialisation time plan




Research Existing Products
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Figure 3.0 Playing Bao

The Mancala games available fall into two categories:
x  Software games
x  Wooden board games

The software games are typically free downloads for PCs, though
there are also versions for embedded devices such as some older
Nokia mobile phones. A phone | once had, the Nokia 5510 had a

mancala game known as Bantumi built into it.

The wooden board games are not easily available in Europe and
are most easily found in Africa. The Bao board | purchased was
1400 Kwacha (approximately $10/£5).

The available boards vary significantly in size and type. There are
many different versions of the rules and therefore different

boards to accommodate this. Different sizes are available depend-
ing on where the board will be used.

See figure 3.0 for an example of this; the big board being played
on belonged to the beach resort we were staying at and therefore
didn't need to be portable, whereas the board | bought is aimed at
tourists and so was smaller to make it easier to bring back.

It is my hope that the board | produce will be smaller still than the
portable board | bought.



