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PART – A (2 MARKS)
1. Define OOAD. 

Object oriented methods enable us to create sets of objects that work together synergistically to produce software that better module their problem domains than similar systems produced by traditional techniques. The system created using object oriented methods are easier to adapt changing requirements, easier to maintain, more robust, promote greater design
2. Differentiate between the traditional and object oriented views of software.
Traditional Approach:

The software development using this approach requires different styles and methodologies for each step of the process. So moving from one phase to another requires more complex transition.

Object-oriented approach:

We use the same language to talk about analysis, design, programming and database design. It returns the level of complexity and reboundary, which makes clearer and robust system development 

3. Give a brief note on object behavior. 

The objects behaviour is described in methods or procedures. A method is a function or procedures that is defined in a class and typically can access to perform some operation. Behaviour denotes the collection of methods that abstractly describes what an object is capable of doing. The object which operates on the method is called receiver

4. Define class hierarchy. 

An object-oriented system organizes classes into a subclass super class hierarchy. The properties and behaviours are used as the basis for making distinctions between classes are at the top and more specific are at the bottom of the class hierarchy. The family car is the subclass of car. A subclass inherits all the properties and methods defined in its super class.
5. What do you mean by information hiding?
 Information hiding is the principle of concealing the internal data and procedures of an object. In C++ , encapsulation protection mechanism with private, public and protected members.

In per-class protection:

Class methods can access any objects of that class and not just the receiver.

In per-object protection:

Methods can access only the receiver.

An important factor in achieving encapsulation is the design at different classes of objects that operate using a common protocol. This means that many objects will respond to the message using operations tailored to its class. A car engine is an example of encapsulation. Although engines may differ in implementation, the interface between the driver and car is through a common protocol.
6. What are the primary symbols used in Data Flow Diagrams? 

Data flow diagrams use four primary symbols:


 Process:

The process is any function being performed. ( ex: verify password or pin in the ATM)


 Data flow:

The data flow shows the direction of data element movement.


 Data store:

The data store is a location where data is stored. (ex: account in ATM)


 External entity:

The external entity is a source or destination of a data element. ( ex: ATM card reader)

7. Define Use Cases. 

Use cases are scenarios for understanding system requirements.


 A use case is an interaction between users and a system.


 The use-case model captures the goal of the user and the responsibility of the system to its users

PART-B (16 MARKS)

8. Describe the various Object oriented concepts? 

Object – combination of data and logic that represents a real world entity.

• In an OOS everything is an object.

• Instance of a class.

• Class – used to distinguish objects from others.

• Object properties – represent the state of an Object.

• Behavior – the collection of methods that abstractly the object is capable of

doing.

• Messages – Non-specific function calls.

• Encapsulation or Information Hiding – principle of concealing the internal data

and procedures of an object.

• Class Hierarchy – organizing classes into sub class – super class hierarchy.

• Inheritance – property that allows the objects to be built from other objects.

 Dynamic Inheritance

 Multiple Inheritance

• Polymorphism – the same operation may behave differently on different classes.

• Association – relationship between objects and classes.

• Aggregation - collection of objects or an attribute which can be an object itself.

