Scribe Notes For December 9, 2009
· Side effect free design(functions) are the most preferable type of design

· I present my game

Bugs:

· Professor talks to the class about bugs. Mentions the story how a probe that landed on mars in the 90’s ended up having a bug and a group of researchers had to fix it from earth in a matter of days.
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- When middle process stops higher process this is called priority inversion

-The solution to this problem is priority maintenance 

***Moral of the story: If you have a bug you’re in good company! However, success is determined by not necessarily the absence of bugs but rather the fixing of them.

-Class was finished off with Justin presenting his Decision Tree program


- Justin will send out the input function from his program to everyone

- Professor suggests that in the program the same code for each row should be used over and over


- Format of the output of the program should look like this:
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