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Lecture	
  6	
  

  Focus	
  on	
  Design	
  
  Design	
  as	
  a	
  process	
  
  Some	
  methods	
  
▪  Interviewing	
  
▪  Personas	
  
▪  Affinity	
  Diagramming	
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Research	
  

• The	
  users	
  and	
  the	
  
domain	
  

Modeling	
  

• The	
  users	
  and	
  the	
  
context	
  

Requirements	
  

• Definition	
  of	
  user,	
  
business	
  and	
  
technical	
  needs	
  

Framework	
  

• Definition	
  of	
  design	
  
structure	
  and	
  flow	
  

Refinement	
  

• Refine	
  behaviors,	
  
form	
  and	
  content	
  

Support	
  

• Support	
  
development	
  needs	
  

 What	
  is	
  a	
  pattern?	
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 What	
  is	
  a	
  pattern?	
  

  How	
  is	
  it	
  expressed?	
  
 Words,	
  steps,	
  picture	
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Iterator	
  
	
  
Motivation	
  

One	
  of	
  the	
  most	
  common	
  data	
  structures	
  in	
  software	
  development	
  is	
  what	
  is	
  generic	
  called	
  a	
  collection.	
  A	
  collection	
  is	
  just	
  
a	
  grouping	
  of	
  some	
  objects.	
  They	
  can	
  have	
  the	
  same	
  type	
  or	
  they	
  can	
  be	
  all	
  cast	
  to	
  a	
  base	
  type	
  like	
  object.	
  A	
  collection	
  can	
  be	
  a	
  
list,	
  an	
  array,	
  a	
  tree	
  and	
  the	
  examples	
  can	
  continue.	
  	
  

But	
  what	
  is	
  more	
  important	
  is	
  that	
  a	
  collection	
  should	
  provide	
  a	
  way	
  to	
  access	
  its	
  elements	
  without	
  exposing	
  its	
  internal	
  
structure.	
  We	
  should	
  have	
  a	
  mechanism	
  to	
  traverse	
  in	
  the	
  same	
  way	
  a	
  list	
  or	
  an	
  array.	
  It	
  doesn't	
  matter	
  how	
  they	
  are	
  internally	
  
represented.	
  	
  

The	
  idea	
  of	
  the	
  iterator	
  pattern	
  is	
  to	
  take	
  the	
  responsibility	
  of	
  accessing	
  and	
  passing	
  trough	
  the	
  objects	
  of	
  the	
  collection	
  
and	
  put	
  it	
  in	
  the	
  iterator	
  object.	
  The	
  iterator	
  object	
  will	
  maintain	
  the	
  state	
  of	
  the	
  iteration,	
  keeping	
  track	
  of	
  the	
  current	
  item	
  and	
  
having	
  a	
  way	
  of	
  identifying	
  what	
  elements	
  are	
  next	
  to	
  be	
  iterated.	
  

	
  

Intent	
  
Provide	
  a	
  way	
  to	
  access	
  the	
  elements	
  of	
  an	
  aggregate	
  object	
  sequentially	
  without	
  exposing	
  its	
  underlying	
  representation.	
  	
  
The	
  abstraction	
  provided	
  by	
  the	
  iterator	
  pattern	
  allows	
  you	
  to	
  modify	
  the	
  collection	
  implementation	
  without	
  making	
  any	
  

changes	
  outside	
  of	
  collection.	
  It	
  enables	
  you	
  to	
  create	
  a	
  general	
  purpose	
  GUI	
  component	
  that	
  will	
  be	
  able	
  to	
  iterate	
  through	
  any	
  
collection	
  of	
  the	
  application.	
  

  Develop	
  a	
  “pattern”	
  that	
  solves	
  the	
  problem	
  of	
  
“navigating	
  information”	
  

  Pair	
  off	
  

  With	
  your	
  partner	
  
  Brainstorm,	
  discuss	
  
  Write	
  or	
  sketch	
  

  Take	
  30	
  minutes	
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  Briefly	
  explain	
  your	
  pattern?	
  

  What	
  problem	
  does	
  it	
  solve?	
  
  Every	
  aspect	
  of	
  navigation	
  or	
  only	
  some?	
  
  How/why	
  does	
  this	
  pattern	
  work?	
  
  What	
  are	
  the	
  pieces	
  of	
  this	
  pattern?	
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  Principle	
  
  Guidelines	
  for	
  good	
  design	
  

  Pattern	
  
  Generalizable	
  solutions	
  to	
  common	
  design	
  
problems	
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  Operate	
  at	
  different	
  levels	
  
  Design	
  Values	
  
▪  Overarching	
  principles	
  for	
  design	
  

  Conceptual	
  Principles	
  
▪  Define	
  what	
  the	
  product	
  is	
  

  Behavioral	
  Principles	
  
▪  Define	
  how	
  the	
  product	
  behaves	
  

  Interface-­‐level	
  Principles	
  
▪  Define	
  the	
  information	
  and	
  interaction	
  control	
  presentation	
  

  The	
  term	
  coined	
  by	
  Christopher	
  Alexander	
  
  “The	
  Timeless	
  Way	
  of	
  Building”	
  

  Architecture	
  

  Software	
  Development	
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  A	
  pattern	
  language	
  
  Vocabulary	
  
  Syntax	
  
  Grammar	
  

  Patterns	
  fit	
  a	
  specific	
  context	
  
  Characterization	
  of	
  the	
  problem	
  to	
  be	
  solved	
  

  Rationale	
  
  How	
  and	
  why	
  they	
  work	
  


