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ITAIO6 : Introduction to Software Design Patterns

Description :
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Training Date : 23 n.8. 2565 - 23 n.8. 2565
fee : 2,200 B (saanéislusau Vat 79%)

Days & Duration : 1 Day(s) | 6 Hour(s)
Time : 09:00:00 - 16:00:00

Language : Thai

Instructor :
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Category : Software Architecture and Design Al & Data Technology

Objectives :
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A one-day practical workshop on the concept and implementation of software design patterns, which are general, reusable solutions to commonly
occurring problem within the context of software design. Although a design pattern is not a finished solution that can directly be transformed into
code, it serves as a template for solving a problem in various situations, and is particularly useful for large-scale software. Topics include introduction

to design patterns, creational patterns, structural patterns, and behavioural patterns, and how they are applied into real software development

environment.

Target Group :
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Benefits :

Prerequisites: Programming Skills Iaglanng Object-Oriented Programming Wy Java, C# wazmwfiaglaly Workshop fie Java

Course Outline :
Lesson Plan
Lesson 1 Introduction to Design Patterns (1.5 hours)
1.1. Overview of design patterns
1.2. Basic concept & applications of design patterns
1.3. Simple example: Singleton pattern
Lesson 2 Creational Design Patterns (1.5 hours)
2.1. Overview of creational design patterns
2.2. Using a Builder pattern
2.3. Real-world exercise on using a Builder pattern
Lesson 3 Structural Design Patterns (1.5 hours)
3.1. Overview of structural design patterns
3.2. Using an Adapter pattern
3.3. Real-world exercise on using an Adapter pattern
Lesson 4 Behavioural Design Patterns (1.5 hours)
4.1. Overview of behavioural design patterns
4.2. Using a Template method pattern

4.3. Real-world exercise on using a Template method pattern

Payment Condition :
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Payment can be made by:

1. Cash or Credit Card or Bank Cheque payable to
drhauiainemansuazmaluladunesni or National Science and Technology Development Agency

(a post-dated cheque is not accepted) on the first day of the service or within the last day of the service.
2. Account transfer and send the proof of the payment (the deposit slip) via email tes@swpark.or.th

.
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Saving Account Number: 080-0-00001-0
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Account Name: d18naunwaiuInandansuazmnaluladunavii

o swIAsngIve @veaialy
Saving Account Number: 152-1-32668-1
Account Name: gninsunmiuIngdransuazimaluladuneni

Notes:
B \Vithholding tax (3%) is exempt.
B Should you need to withdraw, you must send the notice of the withdrawal in writing no later than 7 working days before the
commencement date. The cancellation less than 7 days will be subject to a fine of 40% of the fee.

B Software Park Thailand reserves the rights to cancel courses due to unforeseen circumstances.

Contact Person :
For more information, contact our course coordinator on:
Tel: +66-2583-9992 Ext. 81442-81443
Email: tes@swpark.or.th
You are encouraged to use the course schedule as a guide to plan your training. The schedule is accessible at www.swpark.or.th for more

information.
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