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Design Principle 5:
Increase Reusabllity where possible

* Design for Reusability (in other contexts)
* Goal 1s to increase reusability;
* Actively reuse the work of others.

—(think ‘application layer’ and "domain layer’)
* Generalize your design as much as possible
—Layers, packages, subsystems help greatly!
—5Some address the GUI; some general business domain; others:
application specifics.
—Design your system to contain hooks

- Essentially this means to design your system where some things are
provided, but can be modified. Others must be added. ..

« Simplify your design as much as possible
— Divide and conquer; low coupling: high cohesion...

/ Separation of ‘concerns’ (subsystems, packages) etc.
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Design Principle 6:
Reuse existing designs and code where possible

* Design with Reuse is Complementary to Design for
Reusability

* Actively reusing designs or code allows you to take
advantage of the investment you or others have made
in reusable components
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