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1. Define OOAD. 

2. Differentiate between the traditional and object oriented views of software. 

3. Give a brief note on object behavior. 

4. Define class hierarchy. 

5. What do you mean by information hiding? 

6. What are the primary symbols used in Data Flow Diagrams? 

7. Define Use Cases. 

PART-B (16 MARKS)
1. Describe the various Object oriented concepts? 
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1. Who are actors? How they are differing from users? 

2. When to use CRC Cards? 

3. What do you mean by relevant, fuzzy and irrelevant classes? 

4. List out the characteristics of a bad design?

5. Describe UI design rules.

6. What are the two types of coupling?

7. Define OODBMS

PART-B (16 MARKS)

1. Write short notes on axioms and corollaries. 
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1. What is an Object?
2. What is Polymorphism?
3. What is the difference between an object's methods and an object's attribute?
4. Why is encapsulation important?
5. What is the difference between a method and a message?
6. What is an association?
7. What is OOSDLC? Compare with traditional approach
8. What is prototyping? Why is it useful?
9. What is software development process?
10. What is use case modeling?
11. What is object modeling?
12. What is RAD?
13. Why is reusability important and how does OOSD promote reusability ?

14. Why is CBD important?

15. What is a formal class?
