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De ce Clean Code?
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Programator = Scriitor
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ACoOnd citim cod creierul nostru | O:

compilator

AConform studiilor oan

simultan doar 7 elemente (x2) in memorie

A Rubber Duck Programming (Debugging)



Ceinseamn Clean Code

ACodul trebuie sa fie uror de cit]

ACodul trebuie sa fie uror de “n”e

def search
@per_page =50
if @query = search_query
@foo = FooBar full_text_search(@query,
page => params[:pagel],
.order => "created_at DESC",

‘per_page => @per_page)

ACodultrebuiest fi e

$super-dark-beige: #383229;
Sdark-beige: #534a3d;

N o $Smedium-dark-beige: #847968;

m O d Ifl Ca.t $Smedium-beige: #ada290;

Smedium-light-beige: #e6ede1;
Slight-beige: #f6f5f2;
Ssuper-light-beige: #f&f&fs;
Smedium-light-grey: #c4bfbe;

é d e C I_ t r e O r I C $Slight-grey: #d5d5d5;

Ssuper-”ght"‘grey
N #@ded
ed;

http://www.codeoclock.com/2015/03/03/clean -up/



Avantaje

A optimal Responsiveness A
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Principii

ADRY
AKISS
AYAGNI

ASOLID




ADond Repeat Yourself

A Aplicabil oride cateo r i  QobpyfRaste b

une i buct 7 de <cod i
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AKeep It Simple and Stupid

AOri de c©te ori

de toate

I HAVE NO IDEA.




AYou Ai nGohna Need It

ANu scriem metode ce nu sunt necesare

Ve
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A Oarecum derivat din KISS



A Single responsibility (SRP)

A Open-closed (OCP)

A Liskov substitution (LSP)
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A Dependency inversion



Sngle ResponsabilityPrinciple
AO cl ast trebuie st aibt “"ntotde

singurt responsabi |

Aln caz contrar orice schimbare de

speci fica”i 1 va duc

rescrierea intregului cod



Open-Close Principle

ACl asel e trebuie st f1 e deschi se

pentru extensii

ADar toturrclosed npenseu( m




Liskov Substitution Principle

AObi ectele pot fi “nlocuite oric
ale cl asel or deri vate *° ' _~ - a
afecteze func”ionalit

Acnt ©l nitt i sub Wenu a

Contractéd



Interface Segregation Principle

AMai multe interfe”e specializab
preferat uneili singure e
ANu risctm astfel ca p fi
unu i cli ent st modi fic con

A Obiectele nu trebuie obligate saimplementeze

metode care nu sunt utile



<<|nterface>>
Vehicul

startMotor()
accelereaza()
franeaza()
aprindePozitii()
aprindeFaza Scurta()
semnalizeazaDreapta()
semnalizeazaStangal()
schimbaViteza(int)
pornesteRadio()
opresteRadio()
cresteVolum()
scadeVolum()
schimbaPostRadio()
playCD()

nextCD()

prevCD()

stopCD()

pauseCD()

ejectCD()

VS

Interface Segregation Principle

<<Interface>=>
ControlVehicul

startMotor()
accelereaza()
franeaza()
schimbaViteza(int)

<<Interface>>
ControlLumini

aprindePozitii()
aprindeFaza Scurta()
semnalizeazaDreapta()
semnalizeazaStanga()

<<Interface>>
ControlRadio

pornesteRadio()
opresteRadio()
cresteVolum()
scadeVolum()

schimbaPostRadio()

<<Interface>>
ControlCD

—
playCD()
nextCD()
prevCD()
stopCD()
pauseCD()
ejectCD()




DependencylnversionPrinciple

AO clast trebuie st depindt de abstracti :z
de obiecte concrete

A O aplicabilitate a acestui principiu este Dependency

Injection ce per mite cupl area s | C I
clien”i =

Program to interfaces, not implementations

Depend on abstractions. Do not depend on concrete
classes



ave’ | despre co

public static int Calculeaza() {
int x = 5;
ArrayList 1 = new ArrayList();
1.add(x);
int yv = 10;
1.add(y);
l.add(13);
int m = 0;
for (Object k : 1) {
m+= (int)k;
}

return m;



cConven’l

A UpperCamelCase
AlowerCamelCase

A System Hungarian Notation

A Apps Hungarian Notation



Conven’”1 I-Clase nume

AAten”i e | a denumirile al ese

A Numele prost alese sunt un magnet pentru
programatori i | ener |

ACompusedintrun substantiv
prefi xe 11 sufixe 1 n

ANu trebui e Swdle Respondabitity
Principle



Conven' 1l I-Maode nume

A Trebuie st descri e c¢cl| ar ce f ac

A Unde denumirile prost alesenu pot fi evitate (sunt
generate automat de mediu) e indicat cain interiorul

| or st fi e doar apel ur.i d

ADad denumirea unei metode

asauo, aori o) cel mai prol

A Nu abr den met



Conven” 1l I-Vadabillen u me

ANu e indicat ca variabilele de ti|
st con"i1nt cod din alte |1 mbaje (¢

AVariabilelebooleane trebui e st su‘s";h Zé:, r

|l a care se poat e rispunclﬁ °ev+
boolean isTerminated= false,

ACandexi sttt variabile complementare,

trebuil e st fi1 e siIimetrice



Regqgulil de scriere a codul

protected String nume; protected String prenume;protected int varsta;

Declararea unel variabile

i - public class Persocana {
pe f|ecare I|n|e- protected String nume;

protected String prenume;
protected int varsta;




Regqgulil de scriere a codul

Blocurile de cod incep cu

{fr1 se té&r mint

public double getMedie() {
return medie;
¥

Chiardac t avem O

Ssingurt 1T nstruc”™l une.



Regqgulil de scriere a codul

Bl ocuril e cu 1 nstruc”™1 uni
sunt marcate I prin

Identare.



