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Sposob ako sa veci vyrabaju sa
vyrazne zmenil
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Mass Customisation

Mass customisation is the
large-scale production of
goods tailored to individual
customers needs
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Fuji vs. Kodak

g
Fuji 1987 Fuji Kodak 1994

* Quicksnap — » 1988 => 3 millidny * Won the market
single-use camera e 1994 => 43 milénov share back by 70%
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Platform
A platform is any base of technologies on which other technologies
or processes are built

Mass Customisation and platform-based development

Allows to reuse a common base of technology and at the same time
bring out products in close accordance with customers wishes.

Software Product Line Engineering




Software Product Line Engineering

Software product line engineering Is a paradigm to
develop software application (software-intensive
systems and software products) using platforms and
mass customisation



Aké casti OS vasho telefoOnu umoznuju
mass customisation v ramci platfromy?




Znizenie nakladov na vyvo|

Ked’ sa znovu pouzivaju komponenty v roznych d’alSich
systémoch, znizuju sa vydavky

Znovu pouzitelnost’ musi byt’ planovana dopredu a je
potrebné vynalozit’ Usilie pre vznik platformy
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Domain engineering

Domain engineering is the process of software product
line engineering in which the commonality and the variability
of the product line are defined and realised.
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Fig. 2-1:  The software product line engineering framework



Application Engineering

Application engineering is the process of software
product line engineering in which the applications of the
product line are built by reusing domain artefacts and
exploiting the product line variability.
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Zlepsovanie kvality

Artefakty v ramci platformy su testované a kontrolované vo
viacerych produktoch

Vyssia Sanca odhalenia chyb a problemov



Znizenie Time to Market

Pre single-product development je Time to Market relativhe
konstantny

Pre SPL je Time to Market zo za€iatku, ano, vyssi — najprv
musia byt’ vyvinuté spolo¢né artefakty. Po tomto sa Time to
Market vyrazne znizi.
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Fig. 1-3:  Time to market with and without product line engineering



Znizenie usilia na

, Evollcia a vyvoj
spravu

Vyhody pre zakaznikov

Zlepsenie odhadu

Komplexita nakladov




Variantnost’ softveru



Vyvoj aplikacii vyuzivajuc Platform znamena proaktivne
planovat’ pre znovu pouzitelnost’,

Vyvoj aplikacii ktoré pouzivaju Mass customisation znamena
pouzit’ concept manazovanej variantnosti



Co sa menij?
Variability Subject

A variability subject is a variable item of the real
world or a variable property of such an item

Preco sa to meni?

Ako sato meni?
Variability Object

A variability object is a particular instance of a
variability subject.




Variation Point

A variation point is a representation of a variability
subject within domain artefacts enriched by contextual
Information.



Variant

A variant is a representation of a variability object
within domain artefacts



Software product line
Context

Realny svet

Subjekt Variability Subject Variation Point

Colour Colour of a car

Objekt Variability Object Variant

red, green, blue... red, blue




Napr.

Variability Subject
Colour

Payment Method

ldentification Mechanism

Variability Object
Red, green, blue,

Card, cash, check, bitcoin

Keypad, tag, fingerprint
scanner, face scanner



Variability in space

Variantnost’' moze mat’ rozne podoby
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Variantnost’ z pohladu zakaznika

External Variability Internal Variability
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Variation Point Variant Variability Dependencies
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Use Case Diagram

Variability Diagram
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