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Using the information gathered about the requirements and the domain, the development team proceeds to the next phase: design and analysis of the solution. 
Define Language

When the requirements information has been gathered and the development team are prepared to go into the analysis and design phase, the final decision to be made is the decision of mode of implementation of the language.

The choices for the activity
Define How the Language is to be Implemented
Are as follows:
· Library

· Framework

· Compiler

· Interpreter

Define Architecture
Formally Define Architectural Decisions by Analyzing the Requirements Specifications & Domain Model
A series of decisions about the nature of the solution are made in this activity, which will dictate the design of the solution.
Key Resulting Artifact: Software Architecture Document? (Maybe Language Architecture Document)
Analyze Behavior

Analyze the Interactions Between the Actors and the Processes
This is similar to the activity in the requirements phase, but here it is done with more focus on framing these in terms of the methods and objects that can be used in the solution.
Create Use-Case and Sequence Diagrams
Diagrams are created based on the knowledge of the domain and the analysis of the interactions.
Key Resulting Artifacts: Use-Case and Sequence Diagrams

Design Components
Design the Components that the Language Will Consist Of
The developers make design decisions about the breakdown of the solution into components.

Create Class and Package Hierarchies
The components are further classified into hierarchies to allow for ease of modular development and testing.
Key Resulting Artifacts: Class Diagram, Package Diagram, Component Diagram
Design Adapters
Design the Adapters for Data Manipulation and Access Needs Outside of the Language
This is the design step in which the developers create the adapter classes through which the solution will interact with external resources.
Design User Interface
Decide How the User Will Develop the Applications Using the Language

In this activity the decisions about the extent of the interaction and control of the user with the language are made. Using the information about the nature of the solution and the target user, the developers make decisions about the design and the complexity of the interface.
Design Visual UI

Design the Visual Components of the Interface to the Language
The prototype of the interface that users will use to interact with the language is designed.
Key Resulting Artifact: GUI Prototype
Define Language Syntax

Define the Grammar and Syntax of the Language
The actual structure of the language is defined. This is the set of rules that will be used by the tools used to implement the language.
Key Resulting Artifact: Language Definition
Design Interpreter/Compiler

Design the Interpreter or Compiler that Will Be Used for the Language
Based on the decisions of the interface to be used for the language, the tool that will be used to interact with the language is selected and a design for the tool is created.

Key Resulting Artifact: Interpreter/Compiler Specification and Design
	Where does this belong in RUP?

	· The artifacts presented here are designed to replace the artifacts in the Analysis & Design Discipline in RUP

· The replacement should occur when the artifact “Define Candidate Architecture” in Analysis & Design produces DSL as candidate architecture, so that on the next iteration of each discipline, the development team is using a design and development process that is focused on DSLs.

· The system of artifacts that is presented here should replace the RUP Analysis & Design Discipline in its entirety


