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1 Introduction
For this assignment a “company” required a system to control its electronics manufacturing business.  It was required that this system cover all aspects of running a business from ordering parts and producing components to receiving customer orders and storing account information.
[bookmark: _GoBack]2 Terms and Diagrams
2.0 Terminology
Use Case
A “Use Case Diagram” is a diagram that shows the relationship of different “Actors” with a program, the actors can only access specific functions that then use information that is either inherited or extended from the previous function in order to complete an action the actor has initiated.  
Class Diagram
A “Class Diagram” is a diagram that provides detailed information about the relationship of each class in the program to each other.  This includes any methods or variables initiated by their associated classes (parents and associates). 
Object
An object is an instance of a class that operates as part of another function in order to keep similar information in one place kind of like a struct, in the same way an array of structs can exist to keep similar data in the same location an array of objects can also be created.
Inheritance
When a subclass (or “child”) is created using the constructor of its “parent” the child inherits specific methods and variables from its parents.  These can be used by an object of the “child” class when called by main.  When the “parent” class is deconstructed the children of that class are also deconstructed.
Aggregation
Aggregation is similar to Inheritance in that a main class controls the fate of its subclasses with one main difference, the subclass is created as its own object therefore when one part of an aggregated class “family” is deconstructed, the other classes are not.
Overloading
A function can be overloaded by giving the same function multiple definitions with the constraint of having different types (i.e int float and string).  When an overloaded function is called the most appropriate type is chosen by default and used as the function.  


Overriding
An overidden class has a base and derived class with the same name and arguments and the member function of the derived class is used instead of the base class which gets ignored.
Singleton Pattern
A class following the “Singleton Pattern” can only ever be created statically one time by its self.  This static object can be used by other methods to read data but cannot in and of itself be changed.  This can be used when a large number of variables need declaring in order to be used by the rest of the code without needing global variables, as they can be unstable and inefficient.




















2.1 Class UML









2.2 Use Case UML
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3 The Program
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StockList *instance = @; //declare static object to make a singleton pattern

Elvoid StockList
{

setCap()

cap = "100000

}
Elvoid StockList::setRes()
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Elvoid Stocklist::setAluFoi()
{

aluFoi = "40000000";

setAluox()

Blvoid StockList::setTor()
{

tor = "100000";

¥

//each method |sets the variables of the singleton to a specific value that can be called by other functions
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void changePrice(int whatComp, float price);//edit the price of a component and write to file
void changeStock(StockList *instance, string cap, string res, string die, string ind, string tran
//~ restock and print to file

float buyComponent(int whatComp, int amount);//customer can purchase a component
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Elvoid changeStock(StockList *instance, string cap, string res, string die, string ind, string trans, string tinOx, string ceRod, string
{
instance)
instance = new StockList;
fstream stock;
int x, y =@, a=0, b =0, vary[58];
string text, hunt, var[58], a;
stock.open("StockList.txt", stock.in);
B if (stock.is_open())

{
2] while (getline(stock, text))
{
var[b] = text;//create an array and put each line in each part of the array
b++;//go to next array location
}

stock.close();
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#pragma once
#include "User.h"
Elclass Customer : public User //customer is set up using users constructor as it's a child class of User

{

public:
bool getInvoice();
Customer() : User() {};|
~Customer();
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