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Hey Folks! Just like all of our Dev Diaries, long overdue! 

This particular Dev Diary is the result of a community poll. I told the 

community that we were hesitant to make a Dev Diary about our cur-

rent status in preparation for Devcycle 3 as it was a long process that 

we had partially covered before. However, I decided there were some 

things of relevance we could cover, especially our new roadmap, but 

potentially the overall product may end up being a bit dull. 

So we put it to a poll, and the pro-Dev Diary team won. The final total 

for our poll for this diary ended up being 188 for and 59 against. 

In the end, I decided we would talk a little bit about the requirements 

process and share some important news at the end that if you’re not 

in our Discord or watching our streams, you may have missed… 

But let’s get to requirements. Joethepro is our main requirements per-

son and the one who knows the most about them. I asked him to ex-

plain what requirements are: 

“Requirements track and document the status of all the project’s soft-

ware functionality. When developed, they directly feed into tests for 

that functionality so we can prove the game works as intended. With-

out them, we’d be assessing the project state by eye and gut feel.” 
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Essentially, requirements are the backbone of our development pro-

cess and facilitate the surprisingly (or unsurprisingly) difficult task of 

scaling the codebase of a project with a large team of volunteers that 

drop in and out of working on it. 

“The main benefit is traceability, which means linking test outcomes 

and development to requirements so we can track the progress across 

all stages of development. The most powerful feature is then being 

able to test and quickly find where the software is implemented in the 

codebase.” 

 

 

 

 

 

 

“As the codebase expands to 10,000s and then 100,000s of lines of 

code, this makes it easier to track down where problems are. In the 

long term, when tracking networking issues, it will be invaluable to di-

agnose and fix bugs.” 
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This is especially important because of our team’s commitment to 

two main things (which Joe touches on there): modability and multi-

player stability, two objectives that are often at odds with each other. 

To reconcile these issues, we use our requirement model.  

“A secondary benefit is that by documenting the requirements, we 

partly design the game up front. It gives us a pause for thought on 

how the game logically fits together. In the absence of a structure, 

we’re building the foundations, beams, and girders that the code will 

fit into.” 

“It’s a powerful documentation system that allows a user to quickly 

see what is and isn’t done for the game. Furthermore, it’s also change-

able and extendable, so if requirements need to change or we want to 

add requirements, we can make those changes while understanding 

all the knock-on impacts around it.” 
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Requirements are the most thorough form of documentation we can 

make, and we consider that documentation part of our end product. 

Other than requirements, however, we have two major updates that 

have yet to be put into a Dev Diary. One being that we now have a 

proper roadmap to show you! Remember, this is a work in progress 

indefinitely, and expect it to get longer, not shorter…  

(A note on optimization, specifically multithreading. Our multithread-

ing implementation is an ongoing task and isn’t limited to the optimi-

zation stage; it’s simply the stage where we’ll be finalising many of 

those aspects.) 

Another piece of exciting news, however, that you may have heard is 

that in return for changing our name to “OpenVic”, we have the go-

ahead from Paradox to go ahead with our idea! Paradox was extremely 

gracious with this, actually, and our conversations were constructive 

and all around quite positive. 

So yeah! Here’s to OpenVic, and I hope to see you in the next one! 
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