CHAPTER 11 : Requirements Modeling: Behavior, Patterns, and Web/Mobile

BEHAVIORAL MODELING :

It depends on how the program responds to external stimuli.
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The state of each class AND The state of the system(state-state transition-event-action)
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Passive state: The current state of all object attributes.
Active state: is the current state of the object itself.

RECUIREMENT MODELING:

Refers to the event, the procedure, and how the system moves from one state to another.

Patterns: are a mechanism for capturing domain knowledge in a way that allows it to be
reapplied when a new problem is encountered_

The models for the web app:

Content model: Functional model 3
Interaction models Configuration models

NEGOTATION MODELING :

The following questions should be considered:
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