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Introduction to Kodi

* Free and open-source multimedia player.

e Originally developed for the Xbox (2001), initial
release in 2003.

e Later ported to most popular platforms.

e Disassociated from Xbox in 2014.




Introduction to our Project

 Document Kodi's conceptual architecture abstractly

* 5 Primary Topics

1)
2)
3)
4)
5)
6)

Overview of Top Level Concrete Subsystems
Derivation Process

Describing the Use Cases and Sequence Diagrams
Reflection Analysis — Player Core Subsystem
Reflection Analysis — High Level Architecture
Conclusions



Overview of Top Level Concrete Subsystems
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D e rlvatl on P FroOCess X Utilized Understand, a tool for viewing

repositories.

Started with our original conceptual
architecture as a starting point.

(L

Mapped files to components, creating
new components or altering names as
necessary.

Oy

Dug through code to generate new
sequence diagrams, and for reflection
analysis.

g



= Movies N

TV shows

Music Your library is currently empty. In order to populate it with your personal media, enter

"Files" section, add a media source and configure it. After the source has been added and

Music videos indexed you will be able to browse your library.

TV Enter files section Remove this main menu item
Radio
Games

Add-ons

e User selecting and

USG Case 1 playing a video

e 11:26 AM
VIDEO_TS
l ' B1_t00.mkv 5.53 GB
y ¥/ C1_t01.mkv 283.6 MB
) C2_t02.mkv 3223 MB
C3_t03.mkv 364.9 MB
C4_[04.m‘$/ 258.0 MB
C5_t05.mkv 305.8 MB
C6_t06.mkv 280.4 MB
C7_t07.mkv 397.3 MB
D1_t08.mkv
D2_t09.mkv 336.5 MB

D3_t10.mkv 219.4 MB

<} Options 03:49 | [MPEG-2 | [[asosp | [ (1331 | [powsy | [ 20 |




Use Case 1 Sequence Diagram
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e User selects an addon from the available list, installs it, and
then uses it to play a song from a remote server
Use Case 2 play a song




Sequence Diagrams for Use Case 2
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tion Analysis of High Level Architecture
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* Kodiis a highly interconnected system,

LESS ons I_e arn ed many dependencies.

e Large-scale software will almost never be

dln d CO N Cl USIO N implemented in the exact way it was

conceptually designed.

* Repository was much larger than
anticipated, working as a group to
distribute work was important.

* Kodi is a very large software, likely that
there are some misunderstands of the
architecture we didn't catch.

* Lots of dependencies are difficult to figure
out with only conceptual architecture, due
to intricacies in the code.

e Kodi is a very versatile and well-designed
software, it recycles a lot of code and is
efficient.
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