Checkpoint B: 2nd Design Set of Documents
1 Project Info

1.1 Name: The Puzzler – 3D Style

1.2 Project Lead: Matthew Klump

1.3 Project Sponsor: Jay Bockelman

1.4 Project Goal: “To write a web-based application that will create, solve, display, and compare performances to expected timings of a 3D hidden word puzzle generator/solver by the middle of June, 2005.”
1.5 Project Development Methodology: Iteratively Driven.
1.6 Project Cycle Point: At this point, I am drafting plans for the under lying data structure(s), design documentation for UI Prototype (Low Fidelity), Sequence and Class Diagrams(1st Pass), Work Break Down Structure, and High Level Design.
1.7 The title of the last introduction document was inadvertently done incorrectly, the title should have been “Checkpoint A: 1st Design Set of Documents.” My apologies 
1.8 On the “4 Steps to Clarity” about the UI Prototype Low Fidelity:
· The goal of creating this GUI Prototype will be to communicate to you and establish what you may feel is an appropriate user interface to accomplish the goals we’ve set forth in the main Project Goal.
· To do this, I can GUIBOT to create the prototype that we roughly estimated on the white board while in class that one Saturday, or I could go with a tool for prototyping that I’m already familiar with to accomplish the goal of communicating and establishing a likely prototype we can go with. The tool I currently have the most experience for creating a GUI to be run in .NET is the UI editor that comes with VS.NET 2003 and also the UI editor that comes with Dreamweaver MX with built in support for ASP.NET files and scripts. For our purposes, I feel that the combination of these two tools should be more than adequate. If you’d like, we could look at the same UI with the tool of your choice, just to see how they compare. Just email me ( matthew@klump-pdx.com with any questions.
· As I’m reviewing the visual notes we took at the first design session, I noticed that our controls for the user interface were fairly rudimentary: One table control of some kind, two list boxes, and one drop down list box. For the beta release of this software, this should be enough to accomplish all the initial requirements we’ve listed in the Requirements.xls document. In a latter release, we may take away one of the list boxes in favor of an “item selectable” list box for accomplishing the stretch goal of being able to select a word that matched, and then having it circled in the puzzle.
· When the prototype is finished, I will submit with it a supporting document of the underlying purpose of each of the controls, and you may then get back to me to say how it struck you. If I’m not all together busy Friday Night, I might be able to have this for you Saturday morning (11/06/2004) by email.
2 Next Steps to move on:
2.1 If everything actually got done for the last set of design documents listed in the first set of designs documents introduction, then I’d move onto:
2.2 The sequence and class (CRC) diagrams,

2.3 The work break down structure,

2.4 The UI Prototype, of which I detailed the explanation of in bullet 1.8,

2.5 and completion of the high-level flow of control design object diagram.
