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1  Levelized high-level component diagram
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2  Description of components

GUI: This class serves as the graphical display for the sheet music, buttons, and menus.  It also handles what the input interpreter would, gathering user input via keyboard or mouse, since many graphics packages have such functionality built in them.  The GUI sheet music is the visual representation of the Music State.  The GUI needs to be a bit smart.  It has to know to connect the different notes of a chord.  However, this shouldn’t be too difficult.

GUI interface functions (I might be missing some, but you get the idea):

getLastUserInput(): returns the type of user call ( i.e. quit, save, load, place note, etc.)

getCoordinate(): returns the last coordinate of note, rest, or decoration.

getFileName(): returns name of file.

getSongInfo(): returns song info as strings.

getSongSpecs(): returns songs specs.

promptForSongInfo(): pops up window requesting song info

promptForSongSpecs(): pops up window requesting song specs

getType(): returns type linked to coordinate.

update(Music State): gives the GUI the legal coordinates and types of sheet music

MIDI Playback: Although the original design calls for this to take a Music State and play it, I think it would be better if Logic told the midi player exactly what to do.  In other words, I don’t think that the MIDI Playback should have any knowledge of the Music State to reduce dependencies.  This, however, will increase the size and complexity of the Logic class.  The class should be just a wrapper for a midi player with calls, so that the person writing Logic won’t have to worry about what B flat sounds like.  

MIDI Playback interface:


playNote(key): plays singular note.


playChord(keys): plays chord


upVolume(): for crescendo


downVolume(): for descrescendo

Logic: Handles the main logic section of the program.  After user asks to place note, decoration, or rest the logic must validate in memory.  For instance, is it a tie there must be a matching notes on either side of the tie.  Plays a file out to the midi player, handling such things as beat, repeats, and tempo.  Passes all valid user input changes to the Music State and tells the GUI to update.  

Logic interface:

None of the classes should talk to Logic.  

Parser: Saves to a Music State and loads files from a Music State.

Parser interface:


save(Music State): saves the all of the Music State information


load(): loads file, returns if the file loading was successful


getData(): returns Music State

Music State:  Holds all current information of the music composition.  

Music State interface:


getNotes(): returns notes 


addNote(place, key): add note to storage.


alterSongSpecs():



alterSongInfo():


alterTempo():


getTempo():


(and so forth.  It’s just a file to save and access such information)

3  External dependencies

Some sort of midi player and graphics package, Qt perhaps, will be used.  

4  Task Breakdown

Programming jobs:


1. GUI

a. sheet music display

b. buttons, menus 

2. Logic

3. Music State

4. Parser

5. Midi Playback

Other jobs:

1. Internal Documentation: Design and implementation details to be used by other group members and in case of future program versions.

2. External Documentation: User manual.

5  Group organization

Since the class is not evenly divisible by ten, Amadeus might be the best project for the smaller group (six to eight).  However, since we only have three weeks to code, everyone will have to take some role in coding, which is not an optimal situation.  There will be a definite hierarchy of decision making, though, to ease problems.  The roles I foresee are:

Head programmer:  Is responsible for changes in design decisions.  Makes sure everyone 

is on schedule and reviews implementation design of meta-components.  Delegates jobs if programmers are in need of assistance in completing their assigned components.  Should focus on coding important classes like the those in Logic.  Approves of any coding of functionality above and beyond base specs.  

Programmers (3): Responsible for GUI class and all other tasks head programmer feels

secure in delegating.  The GUI sheet music will be difficult and one programmer’s job should solely consist of this.

Tester (1/2): Builds scaffolding and test cases for programmers.  Keeps log of bugs and 

      updates list when bugs are fixed.  Ensures that programmers are adhering to

      written functionality and interface; perceived mistakes are checked with head       

      programmer.  Works early with GUI programmer to ensure ease of use.

Librarian/Miscellaneous jobs: Keeps track of documentation.  Handles administrative 

things like scheduling meetings.  Works on presentation

material if any.

6  Schedule

This is on the assumption that the group will have three weeks to work.  All design, including the intricacies of the component interfaces, should be set.

Week One:

All components coding is begun, as is scaffolding for testing functionality.  Most of the GUI should be finished during the first week, although graphics may be rough.  Testers and GUI programmer should work together to make sure that the GUI is easy to read and use.  Update internal documentation regularly.

Week Two:

Finish coding functionality during the first half of the week.  Improve GUI graphics.  User manuals should be written now that the GUI is set.  During the second half of the week there should be two coding freezes: days or portions of days when code cannot be altered, only tested.  Should be spent on full component testing and fixing the bugs that crop up.

Week Three:

This week is dedicated to the integration of components, which should already work perfectly on their own.  Continue to improve GUI graphics.  The user manual should be edited and proofed.  Finish documentation and work on presentation material.

7  Assumptions made of specifications document

The specifications document does not say if the user can write chords.  I’m guessing that they can and I planned for such.  Also, I don’t think that midi players can play slurs and do ties, so the midi player will ignore these.  

I’m unsure as to whether we should be passing around the Music State or if just an agreed upon map or deque.  The Music State would be clearer than passing around a deque, but at the same time it adds a level of dependency and any changes to the Music State would end up altering a lot of different classes.  
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