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Preface

The preface contains an introduction to the document. It is optional and can be deleted if desired.

Introduction

The Development Plan describes the solution development process used for the project. This plan compliments the functional specifications that provide the technical details of what will be built. This plan provides consistent guidelines and processes to the teams creating the solution.

Justification

Documenting a development process indicates that the team has discussed and concluded on a consistent structure and direction to be used during the development process. This documentation allows developers to be productively focused on creating the solution. Development guidelines and standards promote meaningful communication among the team(s), as they will reference a common approach and processes. It also facilitates reuse among different groups and minimizes the dependency upon one individual or group.

Team Role Primary

Development; The Development Role manages the process of creating the development plan. The focus of the Development Role during this process is to consider how key aspects of the development process should be undertaken. This may include incorporating existing standards and protocols (coding standards, architecture references, etc.) that are required by participating organizations. It may also include establishing trade-off priorities and budget restrictions.

Team Role Secondary

Program Management provides input to the overall delivery strategy, key design goals, and trade-off approach. As Program Management is responsible for managing the overall solution design, it must verify that the development plan can meet the goals and requirements of the entire solution and that key development goals and processes are captured and prioritized appropriately. Test needs to understand the development approach and how they will work with the development team. Test will need details on the daily build process and the order in which components will be built in order to develop a viable test plan.
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1. Introduction 

This section should provide an overview of the entire document. No text is necessary between the heading above and the heading below unless otherwise desired. 

1.1 Development Plan Summary

Provide an overall summary of the contents of this document.

Some project participants may need to know only the plan’s highlights, and summarizing creates that user view. It also enables the full reader to know the essence of the document before they examine the details.

1.2 Development Plan Objectives

The Development Objectives section defines the primary drivers that were used to create the development approach and the key objectives of that approach.  

Identifying the drivers and development objectives signals to the customer that the team has carefully considered the situation and created an appropriate development approach.

1.3 Definitions, Acronyms, and Abbreviations

Provide definitions or references to all the definitions of the special terms, acronyms and abbreviations used within this document.

	Term
	Description

	Log On
	Make the barbeque hotter

	Log Off
	The barbeque is too hot

	Monitor
	Keeping an eye on the barbeque

	Download
	Get the firewood off the truck

	Hard drive
	Trip back home without any cold beer

	Keyboard
	Where you hang the truck and bike keys

	Window
	What you shut when it's cold

	Byte
	What mosquitoes do

	Bit
	What mosquitoes did

	Mega Byte
	What mosquitoes at the lake do

	Chip
	A bar snack

	Micro Chip
	What's left in the bag after you have eaten the chips

	Dot Matrix
	Old Joe Matrix's wife

	Laptop
	Where the cat sleeps

	Mouse
	What eats the grain in the shed

	Mainframe
	What holds the shed up

	Web
	What spiders make

	Web Site
	The shed or under the verandah

	Cursor
	The old bloke who swears a lot

	Search Engine
	What you do when the truck won't go

	Yahoo
	What you say when the truck does go

	Mail Server
	The bloke at the pub that brings out the lunch

	Internet
	Complicated fish net repair method

	Netscape
	When fish maneuvers out of reach of net

	Online
	When you get the laundry hung out

	Off Line
	When the pegs don't hold the washing up


1.4 References

List all the documents and other materials referenced in this document. This section is like the bibliography in a published book. 

2. Delivery Strategy

The Delivery Strategy section describes the overall approach to delivering the solution. Potential approaches could be a staged delivery, “depth-first,” “breadth-first,” “features then performance,” etc.

Considering and concluding on delivery options demonstrates that the team has assessed the business and technology environments and matched those with an appropriate delivery strategy.

Product Management contributes to the overall delivery strategy since it must align with customer expectations. Program Management provides direction for the overall delivery strategy based on the content of the vision/scope document. Development provides input to the overall delivery strategy based on the content of the functional specifications documents.

Test uses the overall delivery strategy to structure their test plan.

2.1 Key Design Goals

The Key Design Goals section identifies the key design goals and their priority. Examples of design goals include:

· Design for operability

· Design for security

· Design to ensure sufficient customer return on investment

· Design for accessibility

Identifying and prioritizing design goals ensures that the team has carefully considered the business requirements and converted those into a framework that provides context for the overall development strategy.

2.2 Tradeoff Approach

The Tradeoff Approach section defines the approach that will be taken for making design and implementation trade-off decisions (e.g. trade features for schedule, trade features for performance, etc.).

The content of this section sets the guidance for making trade-offs throughout the project. These trade-offs should be established up front with the customer and then be reassessed throughout the life of the project.

3. Development Environment

The Development Environment section describes the environment used to design, develop, build, test the solution, and how it will be managed. The description of the environment infrastructure may be included in the Deployment plan instead. The complete test environment should be included in the Test plan.
A plan for creating the development environment will ensure that it will be put in place before development begins. A plan for managing the project and the environment ensures that it is stable and supports the project management, design, development, build and test processes.

Release Management is responsible for ensuring that the development environment aligns with the existing and planned infrastructure. In situations where release provides specific input into the development plan, then traceability of this input must be mapped back to the deployment plan. Product Management will verify that the project management and design environments meet the needs for their tools. Development will verify that the development and build environment meets the needs for their tools. Test will verify that the environment meets the needs for their tools.
The working model for the team development and build environment is illustrated in Figure 5.1.
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Figure 5.1: Development Environment

The roles and responsibilities of the key servers and workstations illustrated in the development environment in Figure 5.1 above are defined in the following sections.

3.1 Project Management Workstations

All workstations will be configured in a similar way. This includes the installation and configuration of Visual Studio 2005 Team Architect Edition using Enterprise Templates.

3.2 Design Workstations

All workstations will be configured in a similar way. This includes the installation and configuration of Visual Studio 2005 Team Architect Edition using Enterprise Templates.

3.3 Developer Workstations

All workstations will be configured in a similar way. This includes the installation and configuration of Visual Studio 2005 Team Developer Edition using Enterprise Templates.

3.4 Test Workstations

All workstations will be configured in a similar way. This includes the installation and configuration of Visual Studio 2005 Team Test Edition using Enterprise Templates.

3.5 Team Foundation Server
The Team Foundation Server is a central server that provides insight into the software development lifecycle with integrated version control, reporting, work item tracking, process guidance and automated builds. These features are integrated with Visual Studio 2005 installed on project management, design, development and test workstations so that individuals can work naturally while Team Foundation Server collates their work with the rest of the team.
3.6 Build Server

The Build Server runs an automated build script that compiles and builds the entire solution. The build script is a critical element of the project and facilitates the generation of successive versions of the system in a repeatable, automated and consistent fashion. The output assemblies generated by the build process are maintained in folders on this server, and in Microsoft Team Foundation Server.
3.7 Web Server

The primary function of the Web server is to host ASPX web pages and XML Web services that are under development. While the development teams responsible for Web pages and Web services develop them on their local workstations using local instances of Microsoft Internet Information Server (IIS), the central Web server allows the services to be published for other developers or development teams to reference from client projects.

3.8 Application Server

The primary function of the application services server is to host business workflows, components and entities that are under development. While the development teams responsible for business workflows, components and entities develop them on their local workstations, the central application server allows the assemblies to be published for other developers or development teams to reference from client projects.
3.9 Database Server

This server hosts instances of Microsoft SQL Server and provides a central location to which developers connect to databases whose schemas match the current system database design. In some scenarios, local SQL Server databases on development workstations are needed to perform isolated unit testing. Thus local servers allow testers to govern the current set of test data, and when manipulated, the data does not impact other team members.

4. Guidelines and Standards

The Guidelines and Standards section lists and provides references to all standards and guidelines to be used by the project. Add additional sub-sections as needed for the project.

Establishing guidelines and standards before development work begins ensures that all development team members are made aware of the expectations placed upon them.

4.1 Naming

The Naming section lists and provides references to the naming conventions used for the project.

4.2 Coding

The Coding section lists and provides references to the coding conventions used for the project.

5. Versioning and Source Control

The Versioning and Source Control section describes how versioning and source control will occur. This should include identification of the specific tool that will be used and how developers are expected to use it.

Establishing these processes before development work begins ensures that all development team members are made aware of the expectations placed upon them.

6. Daily Build Process

The Daily Build Process section describes the incremental and iterative approach for developing code as well as for “builds” of hardware and software components. It also describes how the daily build process will be implemented.

The daily build process ensures the stability of the total solution, through the use of ample test data, before it is released into production. Frequent builds provide validation that all of the code is compatible and allows the various sub-teams to continue their development and testing iterations.

Development drives the daily build process. This should be based on well-defined, documented processes in conjunction with versioning and source control.

Test needs to understand the daily build process and specifically how they will receive updated builds. This information will be incorporated into the Test plan. Release Management provides input to the daily build process since they are responsible for the infrastructure that makes the builds possible.

The build team will run a daily build schedule. This forms the heartbeat of the project, and provides an obvious sign of the project’s health.

Daily builds fall into three categories:

· Milestone Build - this is a target build for a significant level of functionality, used as a project milestone.  These builds are named.

· Feature Build - an interim “mini milestone” build.

· Heartbeat Build - a normal, daily build.

The build cycle extends over a two week period, culminating in a Milestone Build.  The Milestone Build will take place on the Thursday of week 2.  Feature Builds take place on the Wednesday of week 1, and the Tuesday of week 2.  Heartbeat Builds take place on all of the remaining days.

	
	Mon
	Tue
	Wed
	Thu
	Fri

	Week 1
	Heartbeat
	Heartbeat
	Feature
	Heartbeat
	Heartbeat

	Week 2
	Heartbeat
	Feature
	Heartbeat
	Milestone
	Heartbeat


7. Roadmap

The Roadmap section describes the order in which the solution components will be delivered

	Component
	Description
	Critical Dates
	Team (owner)

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


8. Components

The Components section provides a high-level description of the set of solution components and how they will be developed.

This section provides the work breakdown structure for the development process. It ensures that all development team members are clear on their role and responsibilities, the methods to be used for their tasks, and how the tasks results will be assessed for quality.

8.1 Component Descriptions

The Component Descriptions section describes all key components in the solution, including their purpose, history, and references to their specifications.

8.2 Component Teams

The Component Teams section identifies who will be responsible for developing each component.

8.3 Component Design

The Component Design section provides an outline of the design process for each component.

8.4 Component Acquisition and Development

The Component Acquisition and Development section identifies any components that are to be acquired, identifies their sources, and shows how they fit into the solution. It also describes the processes and the procedures used to integrate acquired and built solution components together.

8.5 Component Quality

The Component Quality section describes the quality assurance practices for ensuring that all components meet quality expectations. It includes a description of the following processes:

· Design Review

· Code Review

· Component Testing

9. Configuration and Development Management Tools

The Configuration and Development Management Tools section identifies all the development tools the team will employ over the project’s lifespan. This should include tools for all phases and dimensions of the project (development, testing, documentation, support, operations, deployment, etc.)

All team members should consistently apply the development tools. Selecting the tools during the planning phase ensures this consistency. The following is a sample tool table:

	Component
	Client
	Web Server
	Application Server
	Data Server

	Project Management
	Microsoft Project 2007, Visual Studio 2005 Team Foundation Server
	Microsoft Project 2007, Visual Studio 2005 Team Foundation Server
	Microsoft Project 2003, Visual Studio 2005 Team Foundation Server
	Microsoft Project 2003, Visual Studio 2005 Team Foundation Server

	Design
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Architects
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Architects
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Architects
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Architects

	Presentation Layer
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Developers, Adobe Photoshop
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Developers, Adobe Photoshop
	Not applicable
	Not applicable

	Business Layer
	Not applicable
	Not applicable
	Visual Studio 2005 Team Edition for Developers
	Not applicable

	Data Layer
	Not applicable
	Not applicable
	Visual Studio 2005 Team Edition for Developers
	Visual Studio 2005 Team Edition for Developers

	Operational Management
	Visual Studio 2005 Team Edition for Developers
	Visual Studio 2005 Team Edition for Developers
	Visual Studio 2005 Team Edition for Developers
	Not applicable

	Deployment
	Sysprep
	MSBuild, ClickOnce
	MSBuild, ClickOnce
	Erwin

	Testing
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Testers
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Testers, Visual Studio 2005 Team Test Load Agent
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Testers, Visual Studio 2005 Team Test Load Agent
	Microsoft Office 2007, Visual Studio 2005 Team Edition for Testers, Visual Studio 2005 Team Test Load Agent

	Version Control
	Visual Studio 2005 Team Foundation Server
	Visual Studio 2005 Team Foundation Server
	Visual Studio 2005 Team Foundation Server
	Visual Studio 2005 Team Foundation Server


9.1 Microsoft Visual Studio 2005 Team System
Microsoft Visual Studio .Team System 2005 is a comprehensive tool for rapidly designing, developing, testing, building and deploying Microsoft .NET–connected applications for Microsoft Windows, smart devices and the Web.
The team will make use of Visual Studio 2005 Team Suite, which provides integrated and extensible software lifecycle management tools. The bundle includes Visual Studio Team Architect Edition, Visual Studio Team Developer Edition, and Visual Studio Team Test Edition.
9.2 Microsoft Visual Studio 2005 Team Foundation Server
Team collaboration server for ensuring efficient team communication. Team Foundation Server is an extensible team collaboration server that enables all members of the extended IT team to manage and track project progress and health. Users that access Team Foundation Server require a client access license (CAL). These are included with Visual Studio Team Editions (Team System, Project Manager, Architect, Developer and Tester), and can also be purchased separately.
9.3 Microsoft SQL Server 2005

Microsoft SQL Server offers a high-performance, scalable and reliable enterprise data management solution. SQL Server 2005 exceeds dependability requirements and provides innovative capabilities that increase employee effectiveness, integrate heterogeneous IT ecosystems, and maximize capital and operating budgets.
9.4 Microsoft Baseline Security Advisor (MBSA)

This tool detects a large number of common security issues, such as blank passwords and missing security patches. MBSA identifies causes of issues and recommends steps for fixing them.

It is available as a free download from http://www.microsoft.com/technet/security/tools/mbsahome.mspx. MBSA requires Windows 2000, Windows 2003 or Windows XP with Internet Explorer 5.01 or later.
9.5 URLScan

This application runs in conjunction with IIS and will filter requests to IIS that are

· Extremely long

· Requesting an unusual action

· Encoded by using an alternate character set

· Include character sequences rarely seen in legitimate requests

It is available as a free download from http://www.microsoft.com/technet/security/tools/urlscan.mspx.
9.6 Ethereal

Ethereal is a packet-sniffing tool that can intercept and display the contents of packets off the network and analyze them.

The Ethereal source code is freely available under a certified Open Source license.

Ethereal can be downloaded at http://ethereal.ntop.org/download.html.
9.7 Adobe Photoshop

Adobe Photoshop is a sophisticated image editing and painting tool which included brushes that simulate natural media. Adobe Photoshop includes the following features, amongst others:

· Industry-standard pen tool for precision drawing  

· Pattern Maker to generate background textures automatically  

· Layer effects for instant — and editable — effects  

· Layer styles to apply multiple effects instantly  

· More than 95 special effects filters  

· Liquify tools and Turbulence brush to distort images with precision  

9.8 Tool n

9.8.1 Description

The Description section provides a description of Tool n and its application.

9.8.2 Team

The Team section identifies who will be utilizing the tool.

9.8.3 Risk Management

The Risk Management section identifies the risks associated with this tool and any necessary plans to reduce or mitigate the risks.

10. Reuse

The Reuse section describes the overall approach for reusing solution components.

11. Design Patterns

The Design Patterns section identifies the design patterns (templates) the team will use for this project and it identifies their sources. The team may acquire design patterns from both external and internal sources and they may create new design patterns.

This section identifies the design patterns (templates) the team will use for this project and it identifies their sources.

11.1 Web Presentation Patterns

The Web Presentation patterns cluster describes design and implementation patterns related to constructing dynamic Web applications. Depending on the size and the complexity of the application, different design tradeoffs have to be made. The Web Presentation cluster offers a number of pattern alternatives that illustrate the varied types of applications and their resulting tradeoffs.

11.1.1 Model-View-Controller

Model-View-Controller describes how to modularize the user interface functionality of a Web application so that individual parts can be easily modified.

See also:

· Model-View-Controller on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesMVC.asp
· Implementing Model-View-Controller in ASP.NET: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpMVCinASP.asp
· [Burbeck92] Burbeck, Steve. "Application Programming in Smalltalk-80: How to use Model-View-Controller (MVC)."University of Illinois in Urbana-Champaign (UIUC) Smalltalk Archive. Available at: http://st-www.cs.uiuc.edu/users/smarch/st-docs/mvc.html
11.1.2 Page Controller

The Page Controller Pattern describes how to best structure the controller for moderately complex Web applications so that reuse and flexibility can be achieved while avoiding code duplication.

See also:

· Page Controller on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesPageController.asp
· Implementing Page Controller in ASP.NET: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpPageController.asp
11.1.3 Front Controller

The Front Controller pattern describes how to structure the controller for very complex Web applications so that reuse and flexibility can be achieved while avoiding code duplication.

See also:

· Front Controller on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesFrontController.asp
· Implementing Front Controller in ASP.NET using HHTPHandler: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpFrontControllerInASP.asp
11.1.4 Intercepting Filter

The Intercepting Filter pattern describes how to implement common pre- and post-processing steps around Web page requests.

See also:

· Intercepting Filter on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesInterceptingFilter.asp
· Implementing Intercepting Filter in ASP.NET Using HTTP Module: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpInterceptingFilterInASP.asp
11.1.5 Page Cache

The Page Cache pattern describes how to improve the response time of dynamically generated Web pages that are requested frequently but consume a large amount of system resources to construct.

See also:

· Page Cache on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesPageCache.asp
· Implementing Page Cache in ASP.NET Using Absolute Expiration: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpPageCacheInASP.asp
11.1.6 Observer

The Observer pattern describes how an object notifies other objects of state changes without being dependent on their classes.
See also:

· Observer on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesObserver.asp
· Implementing Observer in .NET: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpObserverInNET.asp
11.2 Deployment Patterns

The patterns in the Deployment cluster help reduce the tension between application development and system infrastructure teams by offering guidance on how to optimally structure your applications and technical infrastructure to efficiently fulfill your solution requirements. The patterns discuss such topics as organizing your application into logical layers, refining layers to provide and consume services, organizing hardware into physical tiers, and allocating processes to processors with a deployment plan.

11.2.1 Layered Application

The Layered Application pattern describes how to structure an application to support such operational requirements as maintainability, reusability, scalability, robustness, and security.
See also:

· Layered Application on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ArcLayeredApplication.asp
11.2.2 Three-Layered Services Application
The Three-Layered Services Application pattern describes how to layer a service-oriented application and then determine the components in each layer.

See also:

· Three-Layered Services Application on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ArcThreeLayeredSvcsApp.asp
11.2.3 Tiered Distribution

The Tiered Distribution pattern describes how to structure servers and distribute functionality across them to efficiently meet the operational requirements of the solution.

See also:

· Tiered Distribution on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ArcTieredDistribution.asp
11.2.4 Three-Tiered Distribution

The Three-Tiered Distribution pattern describes how many tiers the solution should have, and what should be in each tier.
See also:

· Three-Tiered Distribution on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ArcThreeTieredDistribution.asp
11.2.5 Deployment Plan

The Deployment Plan pattern describes how to determine which tier each component should be deployed to.

See also:

· Deployment Plan on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ArcDeploymentPlan.asp
11.3 Distributed Systems Patterns

This patterns cluster introduces concepts relevant to both the Distributed Systems and Service patterns clusters, including the distinction between interface-based and service-based collaboration and the concept of near versus far links. Distributed Systems patterns, as defined here, focus on instance-based collaboration and near links. 

11.3.1 Broker

The Broker pattern describes how to structure a distributed system so that application developers don't have to concern themselves with the details of remote communication.
See also:

· Broker on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ArcDeploymentPlan.asp
· Implementing Broker with .NET Remoting Using Server-Activated Objects: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpBrokerServer.asp
· Implementing Broker with .NET Remoting Using Client-Activated Objects: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpBrokerClient.asp
11.3.2 Data Transfer Object

The Data Transfer Object pattern described how to preserve the simple semantics of a procedure call interface without being subject to the latency issues inherent in remote communication.

See also:

· Data Transfer Object on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesDTO.asp
· Implementing Data Transfer Object in .NET with a DataSet: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpDTODataSet.asp
· Implementing Data Transfer Object in .NET with a Typed DataSet: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpDTOtypedDataSet.asp
11.3.3 Singleton

The Singleton pattern describes how to make an instance of an object globally available and guarantee that only one instance of the class is created.

Note: The definition of singleton used here is intentionally narrower than in Design Patterns: Elements of Reusable Object-Oriented Software [Gamma95].
See also:

· Singleton on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesSingleton.asp
· Implementing Singleton in C#: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpSingletonInCsharp.asp
11.4 Services Patterns

The Services patterns cluster briefly revisits collaboration concepts introduced in the previous chapter before presenting patterns that focus on collaboration between applications and external services. In contrast with Distributed Systems, Services patterns are primarily concerned with systems connected by far links using service-based collaboration. 

11.4.1 Service Interface

The Service Interface pattern describes how to make pieces of an application's functionality available to other applications, while ensuring that the interface mechanics are decoupled from the application logic.

See also:

· Service Interfaces on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesServiceInterface.asp
· Implementing Service Interface in .NET: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpServiceInterfaceInNETwASP.asp
11.4.2 Service Gateway

The Service Gateway pattern describes how to decouple the details of fulfilling contract responsibilities defined by a service from the rest of an application.

See also:

· Service Gateway on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesServiceGateway.asp
· Implementing Service Gateway in .NET: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/ImpServiceGatewayInNET.asp
11.5 Performance and Reliability Patterns

Enterprise solutions must reliably meet the needs of an unpredictable number of users, and often must operate 24 hours a day, seven days a week. Although there are many ways to increase performance and improve reliability, this patterns cluster focuses how to combine multiple systems that serve any number of applications or users for greater scalability and improved availability. 

11.5.1 Server Clustering

The Server Clustering pattern describes how to provide an infrastructure for an application that meets specific operational requirements such as availability and scalability.

See also:

· Server Clustering on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesServerClustering.asp
11.5.2 Load-Balanced Cluster

The Load-Balanced Cluster pattern describes how to design a scalable infrastructure tier that accounts for changes in load while maintaining an acceptable level of performance.

See also:

· Load-Balanced Cluster on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesLoadBalancedCluster.asp
11.5.3 Failover Cluster

The Failover Cluster pattern describes how to design a highly available infrastructure tier that protects against loss of service due to the failure of a single server or the software that it hosts.

See also:

· Failover Cluster on MSDN: http://msdn.microsoft.com/architecture/patterns/default.aspx?pull=/library/en-us/dnpatterns/html/DesFailoverCluster.asp
12. Development Team Training

The Development Team Training section identifies the training necessary for the development team to ensure members will be successful developing the solution.

Planning for any necessary training early in the project will ensure that sufficient time and resources are budgeted. This planning will also identify project tasks (training) that must occur before development work begins.

13. Development Team Support

The Development Team Support section identifies the various types of support the development team will require, the sources of that support, the amount of support of each type they will require, and the estimated schedule for support.

The early identification of support requirements will ensure that they are in place before development work begins.
14. Index

The index is optional according to the IEEE standard. If the document is made available in electronic form, readers can search for terms electronically.  

15. Appendices

Include supporting detail that would be too distracting to include in the main body of the document.
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