Bind Issue Tracker, Quality Metrics in a Turn Based Game
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In the following slides there is a series of mappings, in order to bind issue tracker attributes and quality metrics
(QM) and maybe Testcase reports to characteristics of players, objects, and goals in a turn based game.

The initial goal is to retrieve performance metrics of a developer while resolving issues in issue tracker, detecting
bugs in QM, and perfoming tests. When retrieved, these are binded to a players characteristics(strength, life,
experience,etc ...) in a turn based game.

Thus we bind each turn of the game with each Build version of the project and the characteristics of a warrior are
binded as such:

* range of movement no of resolved issues that have been reopened
e life no of bugs per issue

 strength no of bugs in QM

* experience no of succeeded tests in Test suites

The above bindings are performed for each player/developer. For a group of developers/players these are
aggregated and form the characteristics of a team that are leaded by the leader. A group of teams form an army
leaded by a manager, and a group of armies a general. Other characteristics may define a team or an army such
as the no of design patterns used (defines the technological skills) or reaching the deadline (defines the moral)....
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