Checkpoint C: 3rd Set of Design 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 Extend Support and Guidance graciously provided by: Scott Hanselman, and Patrick Cauldwell (Who’s help with the knowledge of .NET and web services respectively has made this project possible, not to mention quadrupling my chances at an employment opportunity in these fields.)

1.5 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.”
1.6 Project Development Methodology: Iteratively Driven.
1.7 Project Cycle Point: At this point, I have made the following design decisions for the project’s data structures:

· The puzzle will be a <<char [,,]>>, otherwise known as the <<char[][][]>> data type in C and C++. C# would use the <<char[,,]>>, indicating a third dimension with the extra comma, not to mention that syntactically it just looks cleaner.
· The long collection of parsed sub string possibilities will be the red-black tree, saving extra calls to some sort of binary search method, since the structure already implies this by doing the in-order-tree walk and linearly searching for the element/node you want starting at the root element/node.
· The actual dictionary and base dictionary will both be persisted in the data base as <<varchar>> collection list until need for checking with the possibilities collection. At that time it will be taken from the data base and put into a char[ ] for comparison.
1.8 Design documentation for UI Prototype (Low Fidelity) to a High Fidelity Prototype – As I discussed with you when we went over the last set of analysis and design documents, I have the UI layout ready to go accept for the areas that will display the puzzle and the statistics for the last run of the puzzle. These will both be changed to basic html tables with some kind of a border for simplicity’s sake.

1.9 Sequence and Class Diagrams(1st Pass): In the last design set release, I included the sequence diagram that was missing the object activation bars, that will be released again with the activation bars in this set. This will be further defined in the fourth release / checkpoint E.
1.10 Work Break Down Structure / Schedule: I shall further define the schedule I have laid out in the MS Project document “ThePuzzler – 3DStyle.mpp”.
1.11 High Level Design: I am not at all thrilled with what I came up with for the project’s high level design, and will end up redoing this with notes in the change log and submitted with your approval of course.
1.12 Use Cases: I’ve also noted your comment that the use cases description is lacking an explanation of what the user does to arrive at each use case, and I’ll be adding that with the changes logged into the change log and submitted with your approval of course.

1.13 Top Ten Risks: I shall re-evaluate my situation with the project risks, and provide what I’ve come up with in the “Risk_Management.doc” document.
1.14 Unit Test Plan: I shall include with this set what components will be tested, and with what criteria the components will be scrutinized.

1.15 First Draft, User Documents/Help Files: For this I will look for a flash/active-x visual display of the puzzle as a Rubik’s Cube or other 3d subdivided cube to demo the puzzle if possible, with of course complete credit to the object’s creator noted. I shall also include the glossary of terminology with the help documentation.
2 Later On:

2.1 I would very much like to try drilling down to the component level on one of these components, since they represent the most difficult pieces to finish:

2.1.1 The Database Schema,

2.1.2 The Red-Black Tree Pseudo Code,

2.1.3 The Puzzle Creation Algorithm, or 

2.1.4 The Puzzle Solution Algorithm.
