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Architecture Patterns

Database-centric Architecture
Client—Server Architecture
Three-Tier Architecture
Front-End and Back-End
Web Application

Data Flow Architecture
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Module Decomposition

Module | Module 2

Module 3 Module 4

—_— cohesion " o, coupling
CBA3HOCTb cuenneHune



Module Cohesion

CBSI3HOCTb Cohesion Cuna
CBA3HOCT
n
PyHKUMOHaNbHagd Functional 10
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[MpouenypHas Procedural 5
BpemeHHas Temporal 3
Jlornyeckas Logical 1

[lo coBnageHuo Coincidental 0




Module Coupling
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[1o BHELLHUM External coupling 5

CCbINnKam

[Mo obwen obnactm  Common coupling 7

[1o cogepxaHuto Content (Pathological) coupling 9




SDD (Software Design Document)
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Fundamental Patterns

[MaTTepH pgenernposaHua

HeusmeHsiembi 06beKkT

UHTepdeiic

MVC, MVP, MVVM




CryzneHr

PaKyAbBTET

CryzneHr

Aggregation

CryzneHr

class CFaculty Il Knacc ®akynbtet
{
private:
vector<CStudent*> m_Students;
public:

void AddStudent( CStudent* pStud )
{

}

Il neneruposanune aencteua CTyaeHTy
void PrintStudentName( int nStud )

{

m_Students.push_back( pStud );

m_Students[ nStud ]->PrintName();

}
}
void main()
{

CStudent * pStudent = new CStudent("Bob");

{
CFaculty cFaculty;

cFaculty.AddStudent( pStudent );
cFaculty.PrintStudentName( 0 );
} Il ®akynbTeTa yxe HeT, HO CTyaeHT ewwe ecTb

delete pStudent;
}




Composition

class CStadium Il knacc CtaguoH
(o CEeKTOp
private:
vector<CSector> m_Sectors; I
public:
void AddSector( CSector cSector ) CTaAHOH
{
m_Sectors.push_back( cSector ); CLTTLTTD v TTTTTL]]
} = | S

Il penernpoBanue gencteua Cekropy
void PrintSectorinfo( int nSector )

{
}

A EEE

m_Sectors[ nSector ].Printinfo();

void main()

{
CStadium cStadium;

{
CSector cSector;
cStadium.AddSector( cSector );
}
Il CexTopa yxe HeT, Ho y CTaguoHa cBosi Konus
cStadium.PrintSectorinfo( 0 );

}




OOP Basics Once Again

class CAnimal
: private: class CDog : public CAnimal
int nColor; {
protected: public:
int nSize; void Bring() { ... }
public: void Sound)
void Sound( ) {
{ cout << “Bow Wow!!!” << endl;
cout << “Aaarrghh!!!” << endl; }
} }
}
void main()
{
CDog d;
d.Sound(); Il Hanevataet “Bow Wow!!!”
d.CAnimal::Sound(); I moxHo BbI3BaTb poauTensckun Sound() (ecnm oH public); Hanevartaet «Aaarrghh!!!»
CAnimal* a = &d; Il ctratuyeckoe cBsAsbiBaHWe! byaet Bbi3biBaTbCcA MeToa CAnimal
a->Sound(); Il Hanevataet “Aaarrghh!!!”
}




OOP Basics Once Again

class CAnimal
{ private: class CDog : public CAnimal
int nColor; { public:
protected: "l
int nSize: void Bring() { ... }
public: void Sound)
. {
‘{""t“a' void Sound( ) cout << “Bow Wow!!!” << endl;
cout << “Aaarrghh!!!” << end|; } )
}
}
void main()
{
CDog d;
CAnimal a;
CAnimal*m[2] ={ &d, & }; // no3gHee cBa3biBaHue! ByaeT Bbi3biBaTbCA COOTB. BUPTYanbHbIW METOA
m[0]->Sound(); Il Hanevataet “Bow Wow!!!”
m[1]->Sound(); Il Hanevataet “Aaarrghh!!!”
}




OOP Basics Once Again

class CAnimal
{
private:
int nColor;
protected:
int nSize;

public:
virtual void Move( ) =0;

virtual void Sound( )

{

cout << “Aaarrghh!!!” << endl;

}

class IMovable

{
public:
virtual void Move()=0;
virtual void Stop()=0;
}
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