CSE 791 – Design Patterns, Section #1, #2
Summer 2002
010 Link

3:00-5:00, 6:00-8:00

	Pattern
	Name
	Name
	Date

	Introduction
	Jim Fawcett
	
	21 May

	Abstract Factory
	       “
	
	23 May

	Assign Presentations
	       “
	
	23 May

	Builder
	
	
	28 May

	Factory Method
	
	
	28 May

	Prototype
	
	
	30 June

	Singleton
	
	
	30 June

	Adapter
	
	
	04 June

	Bridge
	Jim Fawcett
	
	04 June

	Composite
	
	
	06 June

	Decorator
	
	
	06 June

	Facade
	
	
	11 June

	Flyweight
	
	
	11 June

	Proxy
	
	
	13 June

	Chain of Responsibility
	
	
	13 June

	Command
	Jim Fawcett
	
	18 June

	Interpreter
	
	
	18 June

	Iterator
	
	
	20 June

	Mediator
	
	
	20 June

	Memento
	Jim Fawcett
	
	25 June

	Observer
	
	
	25 June

	State
	
	
	27 June

	Strategy
	
	
	27 June

	Template Method
	
	
	01 July

	Visitor
	Jim Fawcett
	
	01 July


	Pattern
	Name
	Name
	Date

	Role Object
	
	PLOP 4, Chap 2
	2 July

	Extension Object
	
	PLOP 3, Chap 6
	2 July

	Acyclic Visitor
	
	PLOP 3, Chap 7
	9 July

	Basic Relationship Patterns
	
	PLOP 4, Chap 6
	9 July

	Abstract Session
	
	PLOP 4, Chap 7
	11 July

	Enabling Applic’n Security
	
	PLOP 4, Chap 9
	11 July

	Input and Output Patt’n Lang
	
	PLOP 4, Chap 23
	16 July

	Customer Interaction
	
	PLOP 4, Chap 26
	16 July

	Capable, Productive, Satisf.
	
	PLOP 4, Chap 27
	18 July

	SCRUM
	
	PLOP 4, Chap 28
	18 July

	Big Ball of Mud
	
	PLOP 4, Chap 29
	23 July

	Pluggable Factory
	
	C++ Report
	23 July

	
	
	
	25 July

	Pattern Review
	Jim Fawcett
	No Code
	25 July


CSE791 – Design Patterns

Syllabus

This is a seminar-style course.  It is concerned with building a catalogue of “Design Patterns” which serve as guides for sophisticated development of Object Oriented Designs.  A Design Pattern is an architecture, which has been used successfully in the past, for solving some classic, interesting design problem.  It is also a formalism for describing that architecture with a standard presentation format, understood by most sophisticated developers.

What we cover:

The course covers the complete catalogue of 23 Design Patterns in the well-known book of that name.  We will add about a dozen more patterns from one or more of the Pattern Languages of Programming conferences.  For each class, pairs of students are assigned a pattern (two patterns per class) and they present the pattern with power point slides and a small amount of code.  Following the presentation the students and instructor lead a class discussion of the pattern.

This is a follow-on course to CSE687 – Object Oriented Design.  You will have a much more sophisticated view of OOD after taking this course.  I think you will find the presentations enjoyable, illuminating, and useful in your future professional work.

Resources:

In the first two classes, I will discuss the Design Pattern philosophy and syntax, and present the first of the patterns as an example for you to follow.  We will also discuss how to make presentations – things you should always do, and things you should never do in a technical presentation.

As each presentation is concluded, the slides and code will be put on the class directory for reference by other presenters.

ECSHOME/HANDOUTS/Fawcett/DesignPatt

The class text: “Design Patterns” by Eric Gamma, et. al., is very easy to read, interesting, and has many useful in-sights and discussions.

Required background:

CSE687 – Object Oriented Design is a prerequisite.  Before taking this class you must be comfortable with the entire range of the C++ programming language and familiar with the main OOD principles and strategies.

Jim Fawcett, 22 June 2001


