Requirements Definition

Chapter 5 

What are requirements? 

When do requirements analysis occur during the SDLC

Types of requirements

What is a Requirements Definition Report? What does it entail?

Ways of determining requirements

Challenges with getting and managing requirements; what are possible solutions? 

How do you choose the requirements gathering technique? Four criteria.

Use Cases
Chapter 6

Definition of use case

Types of used cases

Creation of use cases

Knowing how to decompose a use case when it becomes too complex 

Symbols used in creating used case

Chapter 7 
Structural Modeling
Types of Classes:

Relationships

CRC Cards

Class Diagrams

Object Diagram

Creating Class Diagrams
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Behavioral Modeling 

Sequence Diagrams
Elements of a sequence diagram

Two types of Messages

Building Sequence Diagrams

Communication diagrams

Elements of Communication diagrams

Communication diagram.

Building Communication Diagrams

Useful technique for identifying potential collaborations

CRUD Analysis

Behavioral State Machines

States, Events, Transitions, Actions, and Activities

Elements of State Machines   

Steps in Building State Machines

Human Computer Interaction Layer
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Three fundamental Parts of the Human Computer Interaction Layer 

Principles of user interface design

Layout

Content Awareness

Aesthetics

User Experience

Consistency

Minimize User Effort

5 Step Interface Design Process

Use Scenario Development

Interface structure Design

Interface Design standards 

Interface Template
Interface Metaphor
Interface Objects

Interface Actions

Interface Icons

Interface Design Prototyping

Storyboard
HTML 

Language prototype
4 types of Interface Evaluation

Types of Navigation Controls

Messages

Principles of Input Design

Types of Inputs

Input Validation

Output Design

Types of output

Physical Architecture Layer Design
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Elements of the Physical Architecture Layer

Three Primary Hardware Components

Server Based Architectures

Client Based 

Client Server

Benefits of client server

Limitations of client server

Client Server Tiers

Distributed Object Computing DOC

Selecting a Physical Architecture

Infrastructure Design

Non Functional Requirements

Four Types of Non Functional Requirements
Construction 

Chapter 14 

Construction is the development of all parts of the system
Managing Programming

Assign modules or related classes to specific programmers

Coordinate activities 

Manage schedule 

Design tests


Unit test (classes)


Integration test 


System test 


User acceptance test

Testing and O-O

Two primary test strategies
Black box

White box 

See fig 14-4 for types of tests

Developing Documentation
Types of documentation include

Installations and Operations
Chapter 15

The installation of a new system suggests change and requires change management.

Change is a three step process

Conversion strategy

Conversion has three Dimensions

In selecting a conversion strategy you should consider three factors

Change Management

It involves three key roles

Resistance to Change

Revising Management policies

Motivating Adoption

Two ways of motivating Adoption 

There are three types of adapters

Enabling Adoption


What training should you provide to the users

How to deliver the training

Factors to consider

Post Implementation Activities
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