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[1]Norman Bier, Marsha Lovett, and Robert Seacord. 2011. An online learning approach to information systems
security education. In Proceedings of the 15th Colloquium for Information Systems Security Education. 2
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How common are heroes?

¢ RQ2

How does team size affect the prevalence of hero

projects?

 RQ3

Are hero projects associated with better software quality?
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Sanity check | Discarded project count
Enterprise | Public
No. of Commits > 20 68 96
No. of Issues > 10 60 89
Personal purpose (# programmers > 8) 47 67
SW development only 9 51
Duration > 50 weeks 12 46
No. of Releases > 0 136 4
Collaboration (# Pull requests > 0) 35 54
Projects left after filtering 171 661

* Public 1,108 Enterprise 538

e Public 661

!

Enterprise 171
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small 8~15
mediam 15~30
Large >30
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Total number of issues closed

Irle = Total number of issues created
B. B, = Total number of Bug tagged issues closed
r=t Total number of Bug tagged issues created
E E = Total number of Enhancement tagged issues closed
T Total number of Enhancement tagged issues created
IR, = Maedian time taken to resolve issues
BR; = Median time taken to resolve Bug tagged issues
ER; = Median time taken to resolve Enhanced tagged issues



RQ1 How common are heroes?

o 77(78)%DPublic(Enterprise)h‘HeroProject
« 7OV U NEREBEAOEBNIRE

Distribution of Hero and Non-Hero
B Public I Enterprise

600

510
450
E
S 300
(&
151
150
. 38
0
Hero Non-Hero

Figure 1: Distribution of Hero and Non Hero projects in Public and Enterprise projects. Note that these hero projects are very
common.
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RQ2 How does team size affect the prevalence of hero projects?
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RQ3 Are hero projects associated with better software quality?

 RQ3a Does having a hero programmer improves the
number of issues,bugs and enhancements being

resolved?

 RQ3b Does having a hero programmer improves the

time to resolve issues, bugs and enhancements?
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RQ3a the ratio of issues/bugs/enhancements successfully closed
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Figure 4: Public projects: Hero and Non-hero values of I, _I;, E,_B; and E,_E, (which is the ratio of issue, bug, enhancement
reports being closed over the total issue, bug, enhancement reports created, respectively). Of these distributions, only the
enhancement rates are different between hero and non-hero projects.
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Figure 5: Enterprise projects: Hero and Non-hero values of I, _I;, B, _B; and E,_E,; (which is the ratio o ue, bug, enhancement
reports being closed over the total issue, bug, enhancement reports created, respectively). As before, only the enhancement
rates are different between hero and non-hero projects.



RQ3b the time required to close those issues.
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Figure 6: Public projects: Hero and Non-hero values of /R;, BR; and ER; (which is the median time taken to resolve issue, bugs,
enhancement reports respectively). Y-axis shown is in hours.
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Figure 7: Enterprise projects: Hero and Non-hero values of IRs, BR; and ER; (which is the median time taken to resolve issue,
bugs, enhancement reports respectively). Y-axis shown is in hours.
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