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Preface

This section provides a general description of this document’s purpose and the material that the document is going to cover.

External Design Specification

The overall intent of this section is to convey a user-oriented view of the product’s design.  The section is divided into several areas.  Note that internal data flow diagrams and internal interfaces are not detailed here, rather they appear below  in the Detailed Design Specification
1.1 User Interface

This section includes items such as graphical user interface, COM interfaces, and application programmer’s interfaces.  It would be appropriate to show GUI designs, IDL specifications, or class designs in this section.

1.1.1 Graphical User Interface


This section describes the GUI. It would be appropriate to show GUI designs (i.e. screen layouts) here.

1.1.2 Common Object Model 

This section describes the common object model in general terms.

1.1.3 IDL


This section provides the details on the COM interfaces supported. Inclusion of an IDL file is normal here.

Object Design


This section describes object designs and their relationships. An object diagram(s) with a detailed explanation(s) are common here.

Class Design


This section describes class designs and their relationships. A class diagram(s) with a detailed explanation(s) are common here.

Data Flow


This section shows a data flow diagram for the product’s external interfaces.  In general, this should probably be a high-level, user-oriented diagram.  Detailed data flow diagrams of the product’s internal architecture design should be included in the Design Data Flow section below.

Logical Data Store

This section describes any configuration, input, output, or run-time data stores that the product uses.  The details of the data store should not be included at this level.  Those details should be placed in the Data Stores section below.

2 Architectural Design Specification

The overall intent of this section is to convey the product’s internal architecture and design.  Large products often contain a set of objects that interact to solve complex task.  The design of those objects or sub-somponents should be detailed here.

2.1 Software Requirements


This section describes the software tools to be used, i.e. compiler, IDE, libraries.

2.2 Design Considerations

This section describes the considerations that must addresses during and by the design. It is common to reference other documentation in this section.

2.3 Design Behaviors

This section provides the author an opportunity to convey any behavior diagrams that aid in understanding the product.  The author may choose to include pointers to the project workspace and a note that the class browser can be used to understand the inheritance relationships.

2.4 Design States

This section provides the author an opportunity to convey any object or class static diagrams that aid in understanding the product.  The author may choose to include pointers to the project workspace and a note that the class browser can be used to understand the inheritance relationships.

2.5 Design Data Flow

This section shows detailed data flow diagrams for the product’s internal architecture and design.  This includes the data flow between internal objects in the product.  Items such as threads, queues, data sinks, data stores, network transactions, and hardware interactions should be included at this level.   For small products, this section can often be omitted.  

2.6 Logical Data Structures

This section describes any interesting data structures that the product uses in its design.  Typically, since we are all object-oriented gurus, most of the data structures will actually be classes.  This section should describe the classes, their roles, and their responsibilities.  Note that you need not describe the details of any Microsoft classes (e.g. MFC, ATL, STL) that are used in the product.

2.7 Database Tables

This section describes the database tables that the product uses in its design.

Detailed Design Specification

The overall intent of this section is to convey all of the details of your design.  This section is one step above the code.  That is, after completing this material, you should be able to hack out the code in about an hour (.

2.8 
Module Specification

This provides a pointer to the project workspace.  The Developer Studio class and file browsers allow simple navigation through the project classes and files.

2.9 
Data Stores

This section details all of the Logical Data Stores described previously.  The details such as registry entries, database engine, database schemas, file layouts, or use of SRAM should be included here.

2.9.1 Registry

This section describes the use of registry.

2.10 
Physical Data Structures

This section details any data or packet structures that are essential to the product’s design.  You need not include all internal data structures – the major ones will suffice.

2.10.1 Threads

This section describes the threads used.

2.10.2 States

This section describes the states used.

2.10.3 Collections

This section describes the collections used.

Procedure Pseudo-Code

This section describes the details of how the product works.  Use interaction diagrams to express this. Supplement with other prefer pictorial representations such as pseudo-code, flow charts, or object diagrams.  The main idea is to convey, in detail, how all of the pieces in the product function together.

Test Procedure

This section details the plans for testing the product.  A general textual description and a pointer to the test project workspace should be included here.

2.10.4 Use-case Requirements

This section details the plans for testing the interface functionality..

2.10.5 System Integration

This section details the plans for testing the system integration.

2.10.6 Design Functionality

This section details the plans for testing the designed functionality..

2.10.7 Database Integration

This section details the plans for testing the database integration.

2.10.8 Performance & Robustness

This section details the plans for testing the performance and robustness.

Cross Reference Index


This section contains a list of any related documents.  These can be documents, books, customer documents, newspaper cartoons, or whatever. Hyperlink pointers to online documents should be used.

Glossary of Terms


This section contains a description of any terms of acronyms that may aid the reader in understanding this document.

	Term
	Definition

	
	

	
	

	
	

	
	

	
	


Revision History


This section lists the history (authors, revisions, dates, etc.) of the document.

	Revision
	Author
	Date
	Changes Made
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