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A design pattern is a description of a pattern observed in the design of software. 

Design patterns facilitate design by capturing design concepts and providing a way to 

easily communicate them. Design concepts are captured by associating a pattern in a 

design with a description and name for the pattern observed, then sharing the pattern 

through literature with the community that uses design patterns. Easy communication of 

design patterns is due to the agreed upon name and description of a design pattern by the 

community. Using design patterns promotes the reuse principle. Reuse and easy 

communication in the design process contributes to better software engineering. 

The presentation will define a design pattern, give a rationale for using design 

patterns in software engineering, describe some of the most common design patterns and 

show how these design patterns are used in the object oriented design phase. The patterns 

to be presented have not yet been decided. The order the patterns will be presented in will 

be from the most to least intuitive. The intuitive elements of the UML will be used to aid 

in describing patterns and show how patterns are used in the design phase.  Using only 

the most basic and intuitive elements of UML will allow peers who have not taken Object 

Oriented Design and Programming to follow the presentation. At least one concrete 

example of a pattern implementation will be demonstrated in the Java programming 

language. If it is necessary or time permits a brief history of design patterns including the 

key contributors in the field will be provided.  

As the main goal of my presentation, I would hope to influence my peers to learn 

more about design patterns and use them in the organizations they will work in.  
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