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END OF LESSON





SUBSYSTEM





Defined in a separate diagram.
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SWITCH





Legend:





1    - 	Regular LO from a learning path


2    -	Switch


3,4,5  - 	Possible continuations of a learning path





A point where a user decides about a LO where she will enter a learning path. Learning path is predefined by a teacher. After coming to an end, user is finished with learning.
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BRANCH





Legend:





1    - 	Regular LO from a learning path


2    -	Branch


3,4,5  - 	Possible continuations of a learning path





A point where a user decides about a LO where she will enter a learning path. Learning path is predefined by a teacher. After coming to an end, user is returned back to a branch.


In a special case – one of the possible continuations can be predefined as an “exit”.
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SEQUENCE OF LO’s





Legend:





1,2    -    LO’s through which a learning path goes








LO





Legend:





?     - 	LO contains a question


- 	It is possible to return back to the same page (probably after the wrong answer)


�- It is possible to be sent to another LO depending on the answer





I/O   -	If there is a question – there must be an answer (INPUT) and there is a response to that answer (OUTPUT)





Regular and usual LO, with all the possible elements, not necessarily all of them present at the same time.
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Realistic example


?


(Slides 66-83)





Halstead


Metrics


?


(Slides 46-50)





LOC Metrics


?


(Slides 52-53)





Style Metrics


?


(Slides 55-56)





OO Metrics


?


(Slides 58-60)





Evaluation of techniques


?


(Slides 62-64)





Cyclomatic


complexity








Essential Complexty


?


(Slides 40-42)





Introduction


?


(Slide 25)





CFG of functions


?


(Slides 26-27)





Definition


?


(Slides 28-29)





Example:Euclid algorithm


?


(Slide 27)





Example:Euclid algorithm


?


(Slides 31,32)





Example:Euclid algorithm


?


(Slide 29)





Test Costs


(Slides 30-33)





Unnecessary Complexity


(Slide 39)





Alternative Calculations


(Slide 34)





Evaluation


?


(Slides 43-44)





Alt.Calc.1


(Slide 35)





Alt.Calc.2


(Slide 36)





Alt.Calc.3


(Slide 37)





Alt.Calc.4


(Slide 38)





Some software metrics





Table of Contents





Overview and classification


?


(Slides 22-23)





History


?


(Slide 20 )





History, overview and classification





End of lesson








Motivation


?


(Slides 4-6)





Metrics


definitions


?


(Slide 7)





Experiment 1:


University Montreal


?


(Slides 8-11)





Experiment 2:


8 projects


?


(Slides 12-14)





Experiment 3:


Error statistics





(Slide 15)





Why to measure?


?


(Slides 16-18)





The importance of measuring software
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CIRCLE





Legend:





1    - 	Entrance LO


2    -	“Circle” sign


3,4,5  - 	LO’s connected in a circle


6,7,8  -  Connectors to circled LO’s


9    -      Exit connector (to exit LO)





After entering a “circle”, learning path is going in an arbitrary chosen way. Exit is predefined, single LO.
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TRANSITION





Legend:





1        -        Transition


2,3,4,5,6  -  Connected LO’s through which learning path goes





Entrance is possible into ANY of the LO’s in a sequence, but AFTER the entrance, path goes through ALL of the rest of the LO’s in a sequence.
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