1) What is an Object?
The term object means a combination of data and logic that represents some real world entity. For example, consider a Ashok automobile, it can be represented in a computer program as an object.
2) What is Polymorphism?
Poly means many and morph means form. In the context of object-oriented systems, it means objects that can take on or assume many different forms. Polymorphism means that the same operation may behave differently on different classes. Booch defines polymorphism as the relation ship of objects of many different classes by some common superclass; thus, any of the objects designated by this name is able to respond to some common set of operations in a different way.
3) What is the difference between an object's methods and an object's attribute?
Properties represent the state of an object. Often, we want to refer to the description of these properties rather than how they are represented in a particular programming language.
A method implements the behavior of an object. Basically, a method is a function or procedure that is defined for a class and typically can access the internal state of an object of that class to perform some operation
4) What is inheritance?
Inheritance is the property of object-oriented systems that allows objects to be built from other objects. Inheritance allows explicitly taking advantage of the commonality of objects when constructing new classes. The parent class is also known as the base class or super class.

5) Why is encapsulation important?
Encapsulation means that the user cannot see the inside of an object "capsule", but can use the object by calling the object's methods. This ensures not only that instructions are operating on the proper data but also that no object can operate directly on another object's data. Using this technique, an object's internal format is insulated from other objects.
6) What is the difference between a method and a message?
A message is much more general than a function call. To draw a chart, you would send a draw message to the chart object. Notice that draw is a more general instruction than, say, draw a chart. This is because the draw message can be sent to many other objects, such as a line or circle, and each object could act differently.
The message is the instruction and the method is the implementation
7) Why is polymorphism useful?
Polymorphism allows us to write generic, reusable code more easily, because we can specify general instructions and delegate the implication details to the objects involved. Since no assumption is made about the classes of an object that represents a message, fewer dependencies are needed in the code and, therefore, maintenance is easier.
8) What is an association?
Association represents the relationship between objects and classes. For example, in the statement "a pilot can fly planes", is an association. Association is bi-directional; that means they can be reversed in both directions, perhaps with different connotations. The direction implied by the name is the forward direction; the opposite direction is the reverse direction.
9) What is a formal class?
Formal or abstract classes have no instances but define the common behaviors that can be inherited by more specific classes.

10) What is OOSDLC? Compare with traditional approach
OOSDLC (object oriented software development life cycle) consists of three macro processes namely: 
· Object oriented analysis
· Object oriented design
· Object oriented implementation 

Object oriented systems development includes these activities namely:
(a) Object oriented analysis
(b) Object oriented design
(c) Prototyping
(d) Component based development
(e) Incremental testing 

Comparison with traditional approach: This is advantageous over the traditional approach where change and refinement is highly impossible.

11) What is prototyping? Why is it useful?
Prototype is a version of software product developed in the early stages of product's life cycle for specific and experimental purposes. Prototyping can further define the use cases and it actually makes use case modeling much easier.

Uses: -
Prototyping was used as "quick and dirty" way to test the design, user interface and something to be thrown away when the "industrial strength" version was developed.
12) What is software development process?
It is a process of change, refinement, transformation or addition to the existing product with in the process it is possible to replace one subprocess with a new one as long as a sub process has the same interface as the old one.
13.  What are some of object oriented design process?
•    Design and refine classes
•    Design and refine attributes
•    Design and refine methods
•    Design and refine structures
•    Design and refine association
14. What is use case modeling?
Expressing the high -level processes and interaction with customers in a scenario and analyzing it is referred to as use-case modeling. A use case model represents the users view of the system or user needs.

15. What is object modeling?
Object modeling is a process by which the logical objects in the real world are represented by actual objects in the program. UML class diagram also referred to as object modeling, which is main static analysis diagram.
16.What is RAD?
RAD (Rapid Application Development) is a set of tools and techniques that can be used to build an application faster than typically possible traditional methods. The main objective of RAD is to build a version of an application rapidly to see whether the system does what it is supposed to do (design)
17. Why is CBD important?
CBD helps produce faster product development cycles, increase flexibility and improved customization features. CBD will allow independently developed applications to work together and do so m\some efficiently and with less development effort.
18. Why is reusability important and how does OOSD promote reusability?
Reusability is important because it provides increased reliability, reduced time and cost for development and improved consistency. OOSD promotes reusability by
1.   Information hiding
2.   Conformance to naming standard
3.   Creation and administration of an object repository
4. Establishing targets for a percentage of the objects in the product to be reused.

19. What is object modeling?
Object modeling is a process by which the logical objects in the real world are represented by actual objects in the program. UML class diagram also referred to as object modeling, which is main static analysis diagram.
