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Introduction
In this assignment, we will use Object-Oriented Programming (OOP) in C++ to create a Library Management System. This system will help organize library activities and make it easy for both staff and users. The key features to focus on are:

1. Catalogue Management: Keeping track of books and other items using codes like ISBN.
2. User Management: Managing information about library members and their borrowing records.
3. Circulation Management: Helping with the borrowing and returning of books.
4. Search Functionality: Allowing users to find books by title, author, or subject.
5. Notification System: Sending reminders about due and overdue books.
6. Reporting: Providing reports for library staff about books and user activities.

This project is a great way to learn how C++ and OOP can be used to manage real-world systems like 
· Inventory Management systems.
· Hospital management systems.
· Flight booking systems.
· E-commerce websites.
And as previously stated in this assignment Library Management Systems.
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[bookmark: _Toc155742252]Importance of Object-oriented programming
OOP, or Object-Oriented Programming, is a method that organizes a program around its objects. It relies on concepts like Class, Object, Polymorphism, Abstraction, Encapsulation, and Inheritance to combine data and the functions that work on them. Many programming languages use OOP, including Objective C, Perl, Java, Python, C++, and others [1]
In this assignment, we focus on the significance of Object-Oriented Programming in C++.
Object-Oriented Programming (OOP) is essential in C++ for simplifying complex software projects. It organizes code into manageable classes, making it clearer and easier to maintain. OOP features like inheritance let you create new classes from existing ones, which saves time. Polymorphism allows functions to be used in varied situations, streamlining the code. Encapsulation protects data, enhancing program security. In summary, OOP in C++ leads to more effective, scalable, and robust software, ideal for complex applications.
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The Library Management System is an application created to efficiently run the management of library resources and services. It acts as a unified platform for managing different library activities, mainly concentrating on:
· Catalogue management, allowing librarians to keep track of books.
· User management, which manages the accounts of the staff and visitors.
· Circulation management, which will help with borrowing and returning books and other details.
· Search functionally, which allows users to be able to search for the book.
· Reservation system allows users to reserve books.


The targeted users for the library management system will be librarians and the general public, whether they be students, researchers, children or just someone who loves to read.
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· Database management system, which will store and manage all library data.
· Scalability, ensuring the management for increasing number of users and items.
· User friendly, ensuring the ease of the navigation for the users.
· Performance constrains, optimise for fast search and transactions.


By meeting these requirements, the library management system will be able to provide an efficient experience for all users. Modernising the typical library operations.
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In the library management system, several classes were used which were:
· Book
· User
· Library
· item
Using OOP principles these classes model the real world entities making for a realistic representation.
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The class book models itself on a physical book and uses attributes such as. ‘title’, ‘author’, ’ISBN’ and ‘available’.
Attributes store information like the title of the book, the authors name, the unique identifier of the book and whether the book is available for borrowing or not.
The behaviour methods of the book class include ‘getTitle()’,’ getAuthor()’,’getISBN() ‘and ‘isAvailable()’ which correspond to the action such as retrieving the books title.
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The user class represents a real person who uses the library. Which is important for managing user-specific information and interactions.
Attributes in user include ‘userID’, ‘name’, ‘borrowedBooks’ and ‘lateFees’. Which would represent the user’s identification number, name and list of books borrowed and any late fees.
The behaviour methods of the user class include ‘borrowBook()’,’returnBook()’ as well as ‘calculateFees()’. Which is enable the user to borrow, return and calculate any fees they may owe.
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The library class holds the whole library system. Which is a larger class that includes managing all users, books, and transitions.
The attributes the library might use are ‘bookList’ and ‘users’ which represent all the books and registered users.
The behaviour methods of the library are ‘addBook()’,’removeBook()’,’registerUser()’, and ‘displayAvaliableBooks()’. Which represent the actions of adding/removing books, registering a new user and displaying books which are available for borrowing.
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The item class can represent any item in the library whether it’s a book, dvd, journal, or report.
The attributes that can be used in item class could include ‘title’, ‘itemID’, and ‘status’ which would show the items title, ID and whether its available or not.
The behaviour methods in the item class could include ’getTitle()’, ‘getStatus()’, and ‘setStatus()’ which would provide the functions for getting the title of the item as well checking and setting the status.
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Inheritance allows for the extension and reuse of existing classes while keeping them unchanged, creating a hierarchical relationship among them. [2]
In the Library Management System, inheritance is a key Object-Oriented Programming concept that's used to establish relationships between classes, thereby promoting code reuse and reducing redundancy. Here’s how inheritance is utilized in the system:
The Item class is a basic class for various library items including books, journals, DVDs, and more, holding common attributes and actions shared among them.
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Base Class (Item):
Function: Forms the basis for different library items.
Common Features: Includes details like title, itemID, and status (available or borrowed).
Basic Actions: Has functions like getTitle(), getItemID(), and checkAvailability().
Subclasses (Book, Journal, DVD):
Relation to Base Class: They extend the Item class.
Unique Features: Each adds its own details. For example, Book has author and ISBN, Journal has issueNumber and editor, and DVD includes duration and genre.
Special Actions: These classes have additional functions relevant to their type, such as getAuthor() for Book or getDuration() for DVD.
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Base Class (User):
Role: Serves as a standard library user.
Basic Details: Has information like userID, name, and borrowedItems.
General Actions: Includes functions like borrowItem() and returnItem(), suitable for all users.
Subclasses (Librarian, Member):
Link to Base Class: They are based on the User class.
Special Features and Functions: For example, Librarian can have actions like catalogItem() and manageUser(), whereas Member might have reserveItem().
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In C++, encapsulation means putting related data and functions into one class. This keeps the data safe and is also called data or information hiding. [3]
In the Library Management System, using Object-Oriented Programming (OOP), we apply data hiding and encapsulation to keep data secure and provide a clear interface. This is done by setting class attributes as private and using public methods, such as getters and setters.
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Polymorphism
In object-oriented programming, polymorphism enables objects from various classes to be handled as if they belong to a shared superclass.
Polymorphism in the Library Management system is important for creating an extensible and maintainable system to be able to handle different types of entities such as, item and users.
Polymorphism was also used in the Library Management system to handle different types of items such as ‘book,’journal’,’report’ as well users like ‘member’ and ‘librarian’.
In ‘user’ polymorphism is primarily demonstrated through the inheritance from the Item class and the implementation of the displayDetails() method. The User class inherits from the Item class. This lets User access methods and properties from Item and also enables polymorphism.
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Class diagram
Item (Abstract Class):
· Represents a general library item.
· Attributes: Title, Item ID, Availability status.
· Key Method: displayDetails() (pure virtual).
· Inherited by Book, Journal, DVD.
Book:
· Represents a book in the library.
· Inherits from Item.
· Additional Attributes: Author, ISBN.
Journal:
· Represents a journal.
· Inherits from Item.
· Additional Attributes: Volume, Issue.
DVD:
· Represents a DVD.
· Inherits from Item.
· Additional Attributes: Duration, Genre.
User (Abstract Class):
· General representation of a library user.
· Attributes: User ID, Name.
· Inherited by Member, Librarian.
Member:
· Represents a library member.
· Inherits from User.
· Additional Attributes: List of Borrowed Books.
Librarian:
· Represents a librarian.
· Inherits from User.
· Additional Attributes: Employee ID.
Library:
· Central class managing library operations.
· Attributes: Lists of Books (Items), Users.
· Methods: Add/Remove Books, Register Users, etc.


This UML diagram and its accompanying descriptions offer a clear view of the system's layout, highlighting how inheritance is used and how various classes are related. Every class contains data and actions relevant to its function in the system, following object-oriented design principles.
Design patterns
Singleton pattern
Pattern use:
The Singleton pattern is used to ensure that there is just one Library class instance in the entire application. This unique instance becomes the central point for managing all activities related to the library, like managing books and users.
Implementation:
The library class is structured to ensure that it can be instantiated only once. Any subsequent attempts to create a new instance will result in returning a reference to the existing instance.
Benefits:
· Consistency: Guarantees that every component of the system interacts with a singular library instance, preserving uniformity throughout all operations.
· Resource Management: Concentrates the control of resources (such as books and users) in one central location, streamlining interactions and data handling.
· Controlled Access: Offers a regulated entry point to access the library's resources and functionalities.
Factory method 
Pattern use:
The Factory Method pattern allows the creation of various item types (such as Book, Journal, DVD) without needing to specify the precise class of the resulting object.
Implementation
A factory class or method, like ItemFactory, includes a createItem method that generates and returns objects of distinct classes derived from Item, determined by input parameters or type specifications.
Benefits:
· Enhanced Flexibility: Enhances system flexibility by separating object creation from their utilization, enabling the addition of new item types without necessitating modifications to existing code.
· Scalability: Simplifies the process of introducing new types of items to the library as the system grows.
· Code Reusability: Minimizes code redundancy by consolidating object creation logic within a single location.


//Rationale for Design Choices
Discuss the reasoning behind key design decisions, such as the choice of data structures, class design, separation of concerns, etc.
Explain how these decisions align with the application's objectives.
Conclusion
Summarize the key points of the report.
Reflect on how the application meets the needs of a library management system.//
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#pragna once
Ei#include <iostream>
#include <string>
#include "Item.h"

Eiclass Book : public Item {

/1 Constructor
Book(); // Default constructor
Book(const std::stringd title, const std

tringd author, const std::stringd ISBN, bool available);
1/ Other member function declarations

std::string getTitle() const;

void setTitle(const std::stringd newTitle);

bool getAvailability() const;
void setAvailability(bool newAvailability);

void DisplayBookDetails() const;
Void displayDetails() const override;

// validation for IsBN
static bool isvalidISBN(const std

tringd isbn);
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Eiclass Ttem {
private:
std::string name; // Private member





image4.png
// Getters and setters
::string Book: :getTitle() const {
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:string Book
return author;
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Juoid Book: :setAuthor(const std

::stringd newAuthor) {
! author = newAuthor;
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