
 

 

 

 

Faculty of Engineering and Technology 
Master of Technology (Semester II/ First year) 

In Effect from Academic Year 2023-24 
 

Branch Name: Computer Engineering (Software Engineering) 

Program Code: ET203 

Course Title: Software Architecture and Design Pattern Practical 

Course Code: 2ET2030207P 

Pre-requisite 

Course: 

Fundamentals of Computer Networking and Embedded Systems. 

Course Objectives: After successful completion of the course, student will be able to 

⮚ 1. Understand the architecture, creating it and moving from one to any, different structural patterns. 
2. Analyze the architecture and build the system from the components. 

⮚ Gain knowledge on how to design UML diagrams. 

Teaching and Examination Scheme: 

Credit 

Teaching Scheme 

Hours per week 

Evaluation Scheme (Marks) 

Theory (Marks) Practical (Marks) 
Total 

(Marks) L T P Total 
SEE CCA SEE CCA 

Min. Max. Min. Max. Min. Max. Min. Max. 

1 - - 2 2 – – – – 10 25 10 25 50 

 

Course Contents: 

Unit 

No 
Topics Total Hours 

1  Use case Diagram for Librarian Scenario  04 

2 Using UML design Abstract factory design pattern  02 

3 Using UML design Adapter-class Design pattern  02 

4 
 Using UML design Adapter-object Design pattern  

03 

5 
Using UML design Strategy Design pattern  

02 

6 
A-7E Avionics System: A Case Study in Utilizing Architectural Structures  

01 

7 
The World Wide Web'A Case Study in Interoperability 

03 

8 
Air Traffic Control: A Case Study in Designing for High Availability 

03 

9 
Study report of any two design patterns. 

02 

10 
Study report for any of the MVC based ramewor!s "J2EE” 

02 



 

 

Implementation of a web application for a system )overing 
  
representative paper design of the system using navigation* 
)omponents*interfa)es* its deployment issue with +M, 
 

02 

 

 

 

 

 

 

 

Reference Books: 

1. Frank Bachmann, RegineMeunier, Hans Rohnert “Pattern Oriented Software 

Architecture” –Volume 1, 1996  

2. William J Brown et al., "Anti-Patterns: Refactoring Software, Architectures and Projects 

in Crisis", John Wiley, 1998. 

3. Luke Hohmann , Beyond Software architecture, Addison wesley, 2003. 

4. David M. Dikel, David Kane and James R. Wilson, Software architecture, 1st Edition, 

Prentice Hall,2001  

5. Roger S.Pressman, Software Engineering – A Practitioner’s approach, 8th 

edition(2014), McGraw Hill Education 

6. Erich Gamma, Richard Helm, Ralph Johnson, and John Vlissides : Design Patterns: 

Elements of Reusable Object-Oriented Software, Addison – Wesley, 1994 

7. Wiley - Pattern-Oriented Software Architecture: A System of Patterns, Volume 1 
 

 

Course Outcomes (CLO): 

Course 

Outcomes 
Description 

Bloom’s Taxonomy 

Level 

CO1 

Apply Object Oriented Analysis and Design concepts to solve complex 

problems 

 

Understanding (1) 

Applying (1) 

CO2 
Construct various UML models using the appropriate notation for specific 

problem context. 

Understanding (2) 

Applying (3) 

Creating (6) 

COL3 
Understand the basic concepts to identify state & behaviour of real world 

objects 

Understanding (2) 

Applying (3) 

 

Mapping of CLO with PO and PSO 

Course 

Learning 

Outcomes 

Program Outcomes (POs) Program Specific 

Outcomes(PSOs) 

PO1 PO2 PO3 PO4 PO5 PO6 PO7 PO8 PO9 PO10 PO11 PO12 PSO1 PSO2 PSO3 PSO4 

CLO1 H M M  M            



 

CLO2 H M   M       L     

CLO3 H M M  M            

 

H: High, M: Medium, L: Low 

 


