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Design Patterns
• In software engineering, a design pattern is a general repeatable 

solution to a commonly occurring problem in software design. A 
design pattern is not a finished design that can be transformed 
directly into code. 

• It is a description or template for how to solve a problem that can be 
used in many different situations. 

• Object-oriented design patterns typically show relationships and 
interactions between classes or objects, without specifying the final 
application classes or objects that are involved. 
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Composite Pattern
• In computer science, the composite pattern is a structural design pattern. 

• Composite allows a group of objects to be treated in the same way as a single 
instance of an object. 

• The intent of Composite is to "compose objects into tree structures to represent part-
whole hierarchies. Composite lets clients treat individual objects and compositions 
uniformly."
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Trees & Graphs
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Linear Pattern
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