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	ASSIGNMENT / COURSEWORK SPECIFICATION



	Programme:
	BEng Computer Systems and Electronics 

	Module/Unit:
	Object oriented programming 

	Assignment No:
	1
	Lecturer:
	RK Palmer
	Internal Verifier:
	G Thomas 



	Assignment Title:
	Development of an e-Commerce System



	Hand Out Date:
	
	Return Date:
	Part 1 – 30/3/12
Part 2 – 11/5/12 
	Contribution to Overall 
Module/Unit Assessment (%):
	Pt 1– 25%
Pt 2 – 25%



	Penalties for late submission:  Up to one week late, maximum grade of Pass.  Over one week late, Fail.




	Outcomes being Assessed (from Module/Unit Syllabus):

	Number
	Description

	1.

2.

	Understand and use the features of an object-oriented, high-level language. 
Apply an appropriate object oriented modelling language to analyse a system and design an appropriate solution.




	Common Skills (Key Skills):
	Tick if present
	Tick if assessed
(HND/C only – normally only one)

	1.	Managing and Developing Self
	X
	

	2.	Working with and Relating to Others
	
	

	3.	Communicating 
	X
	

	4.	Managing Tasks
	X
	

	5.	Applying Numeracy
	X
	

	6.	Applying Technology
	X
	

	7.	Applying Design and Creativity
	X
	







	 Problem

	A system is required to allow a customer to purchase a book on-line. The system will record and monitor the progress of transactions for an on-line bookstore, up to the delivery of the book. 
The process of making an on-line purchase begins when a customer submits a request to the bookstore containing the following information 
	
· selected book
· name
· address
· credit/debit card details

This information is handled by a number of other computer systems and company staff.
The stock database is checked to ensure the availability of the selected book. A customer database is updated either by adding the details of a new customer, or modifying the records of an existing customer. A credit checking agency is employed to check the credit/debit card details. Finally, a link is available to the delivery company which enables the parcel to be tracked to the customer’s door. Company staff can monitor the transaction and update its status in the database.

Initially, a simulation is required of the shopping basket functionality of this e-Commerce enabled web site. Using C++ you are required to write a program to simulate the workings of a shopping basket. A list of available books, together with the corresponding price, should be read from a file and displayed for the user. The user can then select the books they wish to buy from this list and specify the quantity of any individual item required. The shopping basket should keep a working total of the cost of the items selected. An option to display the contents of the shopping basket should be available.
Where a customer adds the same item twice, the quantity of the item should be increased rather than displaying a duplicate item. The customer should also be able to remove an item from the basket, or reduce the quantity of a particular item. If the quantity is reduced to zero, the item should be removed from the basket. The customer should not be allowed to reduce the quantity of any item to a negative value. An option should also be included to empty the basket. 

	
There may be additional information that you feel that you require to understand and analyse the system. You may ask the lecturer specific questions regarding the problem. Alternatively, you can make assumptions as to what the system does and how it works, and record these in the final solution.





	Requirements

	
Part 1 - Your program to simulate the behaviour of the shopping basket should be implemented with an object-oriented approach using the C++ language. 

Part 2 - Using an object-oriented approach, analyse the requirements of the complete bookstore outlined above and produce a specification and initial design to satisfy them. The UML visual modelling language should be used to document the proposed system. 
The results of the analysis should be presented using a range of suitable UML diagrams, e.g. use case diagram, class diagram, sequence diagram etc. 

Any assumptions made should be documented. 







	Assessment

	
Part 1 - Your implementation should consist of a fully annotated program. The program will be marked using the following criteria: 

     (a) Use of classes 
     (b) The readability of the code, e.g. variable names, comments 
     (c) The appropriate use of a range of standard programming structures 
     (d) The user-friendliness of the program 
     (e) To what degree the specification has been met 

Allocation of marks : 	                                  
	Program
	70%

	Program annotation
	10%

	Program output
	10%


                                                                 
 Part 2 - The specification/design will be marked using the following criteria: 

     (a) correct use of UML diagrams           10%
     (b) appropriate range of diagrams          10% 
     (c) completeness of solution                   30%
     (d) clarity of solution                              15%
     (e) quality of specification / design        25%

You are also required to maintain a weekly blog of your activities on this assignment using Moodle, including, for example, progress made and problems encountered. This blog will contribute 10% of the marks of this assignment.

Questions may be asked during the lecture periods, or e-mailed to me at kevin.palmer@smu.ac.uk 
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