RESPONSIBILITY DRIVEN DESIGN (RDD)

(Object Design: Roles, Responsibilities, and Collaborations, 
Rebecca Wirfs-Brock and Alan McKean, Addison Wesley, 2003)
ROLES AND RESPONSIBILITIES:

Role: A role is a set of related responsibilities.
Just as an actor plays a part in a play, an object takes on a character in an application by assuming responsibilities that define a meaningful role.

Typical  role-stereotypes  include:
(i.e., What role does the object play?)

Information Holder:
knows and provides information

Structurer:


maintains relationships between objects and 

information about those relationships


Service provider:

performs work, & in general, offers computing services
Coordinator:

reacts to events by delegating tasks to others

Controller:


makes decisions and closely directs other’s actions

Interfacer:


transforms information and requests between distinct 

parts of our system

Two different objects can play the same role and satisfy the same responsibilities, but 

have a different implementation.
Objects that play the same role can be interchanged.
For example, there are several providers that can deliver letters and packages: DHL, FedEx, UPS, USPO, & Airborne.  They all have the same purpose, but not the same way of carrying out their business.  You chose from among them according to the requirements you have for delivery.  (One day, book rate, flammable?)  You pick the mail carriers that meet your requirements.
It is useful to think about an object, asking, “What role does it play?”  This helps us concentrate on what it should be and what it should do.

Object roles refer to an exterior view of what general service is offered by the object.

Object responsibilities refer to a more detailed interior view of the service offered.

Note, that the “interior” view does not specify the details of an implementation.


Indeed, different implementations of these responsibilities are possible.

What are responsibilities?

Responsibilities are general statements about software objects that include:
1. the actions an object performs,

2. the knowledge an object maintains, and

3. major decisions an object makes that affect other objects.

How to optimally distribute individual responsibilities between objects is often the most difficult problem in object design.

COLLABORATION:
An application implements a system of responsibilities.  

Responsibilities are assigned to roles.  
Roles collaborate to carry out their responsibilities.

To collaborate is to work together, especially, in a joint intellectual effort.

We start design of an application by inventing objects, assigning responsibilities to them for knowing information and for doing the applications work.  Collectively, these objects work together to fulfill the larger responsibilities of the application.
One object calls on, or collaborates with, another because it needs something.  Both parties are involved.  One needs help, the other provides a service.  Designing collaborations forces us to consider objects as cooperating partners and not as isolated individuals.  

Design is an iterative and incremental process of envisioning objects and their responsibilities and inventing flexible collaborations within small neighborhoods.
OBJECTS AND THEIR RESPONSIBILITIES
PROVIDE THE COMMON CORE FOR THE RDD PROCESS.
A DESIGN/(ANALYSIS) MODEL
ARRANGES RESPONSIBILITIES AMONG OBJECTS.
RESPONSIBILITY DRIVEN DESIGN
(Summary)

If a client sends a message to an object, then that object is responsible for every aspect of carrying out the request of the client.  The client does not know, and is not permitted to know, how the request will be carried out.  Once the request has been carried out, control returns to the client.  At this point, all the client knows is that the request has been carried out;  it has no idea how this was achieved.

This is the kernel of the idea of “responsibility driven design.”  Form a users point of view (and a maintainers point of view) client objects ONLY know that a request can be carried out but NOTHING about how!

This basic requirement that the only public knowledge of objects is what service they can perform, can be used to “refine” the set of (Analysis) classes and to Design their attributes and methods.  Thinking of software products as a balanced community of such objects can provide especially valuable insight into the Analysis task.
OBJECT-ORIENTED SOFTWARE IS A COMMUNITY OF OBJECTS.  IN THIS COMMUNITY, EACH CITIZEN PROVIDES INFORMATION AND COMPUTING SERVICES TO A SELECT GROUP OF ITS NEIGHBORS.  THE DESIGN OF WELL FORMED PATTERNS OF COLLABORATION LIES AT THE HEART OF ANY OBJECT DESIGN.
CHARACTERISTICS OF GOOD OBJECTS.
As we conceive our design, we must constantly consider each objects value to its immediate neighborhood.  


Does it provide a useful service?


Is it easy to talk to?


Is it a pest, because it is constantly asking for help?


Are its effects the desired ones?


Does it stick to its purpose?

Are its responsibilities clearly stated?


Do its responsibilities match its role?

Is it of value to other objects in its neighborhood?


The fewer demands an object makes, the easier it is to use.


The more it can take on, the more useful it is.


An object can be more intelligent if it does something with what it knows.  The 

smarter it gets, the fewer details a client must know to use its services.  Making 

objects smarter has the net effect of raising the IQ of the whole neighborhood.

TESTING A COLLABORATION MODEL

(CRC Cards)

You can quickly find errors and omissions in your collaboration model by simulating the messaging between objects.  Start by asking, what gets things rolling.  When an event starts the simulation, what object should be informed of the event?  What responsibility do you ask it to fulfill?  Who will it collaborate with to fulfill this responsibility? Follow a chain of collaborations from beginning to end.  Explore alternatives for how objects might work together.

A popular means for conducting such simulations is using CRC cards. (pgs 354 & 355)

One card (3x5 file card) is created for each class showing first the class name, followed by a list of its responsibilities, followed by a list of its collaborations.  Team members gather in a “design review” format to verbally trace alternative execution scenarios.

The exercise has consistently proven its value by highlighting missing or incorrect attributes and/or methods and by providing information needed to refine the design.

Your goal is to develop a collaboration model in which object roles are clear and simple, responsibilities fit with roles, and the number of objects seen by any one object are few and well chosen.  After establishing that a beginning set of collaborations work correctly, you can always simplify, expand, compress, and/or make things more consistent.
