
Reflective Report 
 
To start off our project we both got together and sorted through the workflow, designating tasks 
between each other, as well as planning the order in which to tackle the brief. We first designed 
our UML diagram to ensure we knew how our program would fit together. This took some time, 
as we went through several iterations, deciding on how best to create the program. We both had 
to revisit this area and learn more about it. 
 
After this we focused on developing our program, making use of our UML diagram to help guide 
our design. After creating the initial classes and integrating some design patterns, we started to 
create the GUI’s. After some initial fumbling, we went back to a planning stage to make sure we 
could set out the GUI’s in the most logical and well-presented way possible for the project. We 
decided we definitely wanted to split up the program into at least a few GUI’s as this would allow 
easier accessibility to the program and keep everything simple for the users. We would also be 
able to show more relevant information to the user’s dependent upon which GUI they were on at 
the time. 
 
Our design consisted of the lists of vehicles and staff on the main GUI, with deleting, assigning 
and un-assigning functions kept with it. We also wanted some vital information about the 
selected vehicle or/and staff member on this GUI to be shown to the user. We then created 
separate GUI’s for the adding and editing of staff members and vehicles (four extra GUI’s, five 
in total). This design allowed for a clearer interpretation of information, while keeping 
functionality very close to the top level GUI. From the top level GUI every other GUI is one click 
away, meaning that the user shouldn’t be able to get lost within the program, while still being 
able to find out the relevant information they need. 
 
Next we made sure our program functioned the way it should using the GUI’s to track expected 
outcomes from the different button interactions available. After some testing of this we changed 
a few things around to try and limit some user error, but we were not able to fully remove all 
user error. During this change we had to develop some of our classes a little better, making 
another constructor for each of the Short and Long term classes and adding some extra 
variables to the classes to keep information about people/vehicles assigned to each other. This 
meant we added variables to ShortTermVehicle like staffAssigned, where the person who has 
the car at the moment would be stored. This would allow the program to function as intended, 
as the program records all of this information, allowing for actions to be taken if needed. The 
staff member would also have the car model attached to his profile in the application as well. 
 
This change allowed our assignment function to develop and work properly allowing us to easily 
un-assign vehicles from staff (and vice versa). We also included a feature to the lists in the top 
level GUI which would select both vehicle and staff member that you had unassigned from each 
other. This feature can be useful in a few ways, allowing the user to realise exactly what they 



have done, realise any mistake and also quickly access/edit other information about the two 
objects that were just unassigned from each other. 
 
Another change that took place involved changing the availability of new or existing cars to 
ensure that the status and condition interact with this to create a logical set of data for each 
object. This involved changing the availability data and status data to be dependent on the 
condition data. If the user input data showing that the car was dirty, then the status would 
change to Cleaning and the availability to false. While this doesn’t abide to good programming 
concepts, this was the quickest way around this problem with a limited amount of time left. In 
future projects we would ensure to focus more time into program development, especially when 
treading unknown ground. 
We also had to change another variable, this time in only the staff side of the classes. We had a 
Long variable to hold details about the mobile numbers of staff, as an int can’t hold 11 digits. For 
some reason during testing, we couldn’t get the long mobile number to work at all, when using 
Long.parseLong(). The number just wouldn’t work when certain numbers were in the mobile 
number, but this would also change on the session (first session was 8 and 9’s, then 3 and 4’s), 
we had no idea how to fix this very odd issue, so we took it out. 
 
After this change took place we felt happy enough with the code, and with the deadline 
approaching, we quickly moved on to our separate paths. I started on the Junit testing, while my 
partner started on the commenting of the code. As the commenting was going to take a lot of 
time (and tedious effort), I volunteered to do the evaluation, which also left time for proofreading 
from him. As my partner finished his tasks before me, he volunteered to do the presentation, I 
was then able to generate the JavaDocs for the program, as my partner had finished the 
commenting. 
 
Although we feel there is a lot more to be done to this program, by introducing other design 
patterns, we feel we have made a good attempt for our first professional approach to program 
development (using design patterns). We managed to implement the Observer pattern, 
Decorator pattern as well as the Command pattern. We implemented the Observer pattern so 
that the program could observe changes and notify any subscribed objects. We implemented 
the Decorator pattern so that we could change the get(Vehicle/Person)Type() to change 
between short and long states for the different classes (shortTerm class objects being set to 
SHORTTERM). We implemented the Command pattern so that each object would have all the 
information needed (encapsulated within the object) to later perform actions on, whether that be 
changing information, or assigning staff and vehicles to each other. 
 
 


