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Extended Abstract





With its inherent use of original and pre-sourced media components as fundamental building blocks and a focus on screen-oriented authoring, multimedia systems development does not lend itself easily to the ‘traditional’ software processes commonly used in other domains.  For example, data-oriented methods used in commercial transaction-based systems development are not easily ported to multimedia projects.  Similarly, the algorithm-centred focus of scientific systems development is also inappropriate for multimedia systems.





In terms of the current project, we are concerned with the implications of this ‘non-standard’ methodology in terms of software development effort measurement (and subsequent estimation).  Almost all current effort assessment and early prediction methods assume the existence of data-centred products (e.g. data flow diagrams, data models, screen and report layouts) and/or a ‘traditional’ development process (incorporating analysis, design, coding and so on).  Multimedia systems development clearly incorporates little of these aspects.  A more appropriate assessment and estimation method is therefore suggested here.  The method adopts software products more relevant to multimedia
