
Tvorba informačných systémov 10
“Poctivosť v malých veciach nie je malá vec.”
“Boh spočíva v detailoch.”
Robert C. Martin – Clean Code

http://www.chrisshayan.com/my/index.php?
view=category&id=48%3Aclean-
code&option=com_content&Itemid=65

http://www.java2s.com/Open-Source/Java-Document/Wiki-
Engine/fitnesse/fitnesse/html/HtmlUtil.java.htm

http://www.viddler.com/explore/oredev/videos/15/
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Metrika
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Test-Driven Development (TDD)
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Clean Code
Kód nezanikne
Zlý kód = koniec softvérovej firmy skôr či neskôr
Závislosť produktivity na čase
Rekonštrukcia na zelenej lúke
Za zlý kód je vždy na vine jeho autor
Jedinou možnosťou ako stihnúť termín – jedinou možnosťou 
ako postupovať rýchlo – je neustále udržovať kód tak čistý, 
ako je to možné
Ako ho tvoriť?
Umenie: „písanie čistého kódu vyžaduje disciplinované 
používanie mnohých drobných techník, používaných s 
pomocou poctivo získaného zmyslu pre čistotu“
Čistý kód je výsledkom veľkej starostlivosti o detaily
Skautské pravidlo: Zanechajte tábor čistejší, ako ste ho našli.
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Bjarne Stroustrup (C++)

„Chcem, aby môj kód bol elegantný a účinný. 
Logika by mala byť priamočiara, aby sa chyby 
nemali kde skrývať, s minimálnymi 
závislosťami, aby údržba bola jednoduchá, 
kompletné ošetrenie chýb v súlade s jasne 
formulovanou stratégiou a s výkonom blízkym 
optimu, aby ľudia neboli v pokušení zavádzať 
do kódu neporiadok pomocou svojvoľných 
optimalizácií. Čistý kód plní svoju funkciu 
dobre.“
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Grady Booch (OOP)

„Čistý kód je jednoduchý a priamočiary. Čistý 
kód sa číta ako dobre napísaná próza. Čistý 
kód nikdy nezatemňuje zámer návrhára, ale 
je plný jasných a presvedčivých abstrakcií a 
priamych tokov riadenia.“
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Dave Thomas (Eclipse)
„Čistý kód je čitateľný a môže ho vylepšovať aj iný 
vývojár ako jeho pôvodný autor. Má jednotkové a 
akceptačné testy. Používa zmysluplné názvy. 
Umožňuje radšej jeden spôsob vykonania úlohy, 
ako viacero. Obsahuje minimálny počet závislostí, 
ktoré sú jasne definované. Používa API 
zrozumiteľne a v minimálnej miere. Kód by mal 
byť kultivovaný (s dokumentačnými komentármi), 
pretože všetky potrebné informácie sa nedajú 
vyjadriť len v samotnom kóde.“
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Michael Feathers (autor)
„Mohol by som vymenovať všetky dobré vlastnosti, 
ktoré som si u čistého kódu všimol, ale jedna z nich 
je zastrešujúca a vedie ku všetkým ostatným. Čistý 
kód vyzerá vždy tak, ako keby ho písal niekto 
poriadny a starostlivý. Neexistuje nič samozrejmého, 
čo môžete urobiť, aby ste ho zlepšili. O všetkých 
týchto záležitostiach už autor kódu premýšľal a ak sa 
pokúsite uvažovať o nejakých vylepšeniach, dovedie 
vás to naspäť tam, kde práve ste. Oceňujete kód, 
ktorý vám niekto zanechal – niekto, kto bol v tomto 
odbore veľmi poriadny a skláňate sa pred ním.“

8



Ron Jeffries (Extreme Programming)
„V súčasnej dobe začínam a v podstate končím s Beckovými 
pravidlami pre jednoduchý kód V poradí podľa dôležitosti, 
jednoduchý kód:

Prejde všetkými testami
Neobsahuje žiadne opakovanie kódu
Vyjadruje všetky myšlienky návrhu, ktoré sú v systéme
Minimalizuje počet entít, ako sú triedy, metódy, funkcie a 
podobne

Z nich sa najviac sústredím na opakovanie kódu. Ak sa niečo 
neustále opakuje, je to známka, že máme v hlave myšlienku, ktorá v 
kóde nie je vyjadrená. Pokúsim sa zistiť, čo to je a potom sa túto 
myšlienku pokúsim vyjadriť jasnejšie.
Schopnosť vyjadriť sa v sebe zahŕňa zmysluplné názvy. Tie môžem 
meniť dovtedy, kým nie som spokojný. Moderné kódovacie nástroje,
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Ron Jeffries (2)
...ako Eclipse sa dá premenovávať jednoducho, takže zmeny 
neprinášajú ťažkosti. Schopnosť vyjadriť sa v sebe nezhŕňa iba 
názvy. Sledujem tiež, či objekt alebo metóda robí viac ako jednu 
vec. Ak je to objekt, bude pravdepodobne nutné rozdeliť ho na dva 
alebo viac objektov. Ak je to metóda, vždy ju budem refaktorovať 
pomocou extrakcie metódy a výsledkom bude jediná metóda u 
ktorej bude jasnejšie, čo robí a niekoľko podradených metód 
vysvetľujúcich ako sa to robí. 
Zdvojovanie a schopnosť vyjadriť sa pre mňa znamenajú dlhú cestu 
k tomu, čo považujem za čistý kód. Zlepšovanie nečistého kódu 
týmito dvoma prostriedkami môže znamenať veľké zlepšenie. Je tu 
ale ešte jedna vec, ktorú si uvedomujem a je ju ťažké vysvetliť.
Po rokoch práce v tomto odbore sa mi zdá, že všetky programy sa 
skladajú z veľm podobných prvkov. Napríklad „nájdi položky v 
kolekcii“. Či máme databázu so záznamami zamestancov, 
hashovaciu mapu kľúčov a hodnôt alebo pole nejakých položiek,10



Ron Jeffries (3)
...obvykle požadujeme nejakú konkrétnu položku z tejto kolekcie. Keď   
k tomu dôjde, obvykle zabalím túto konkrétnu implementáciu do 
abstraktnejšej metódy alebo triedy. To mi poskytuje rad zaujímavých 
výhod.
Túto funkcionalitu môžem implementovať niečím jednoduchým, napr. 
hashovou mapou, ale pretože sú takto všetky odkazy na prehľadávanie 
riešené pomocou mojej drobnej abstrakcie, môžem zmeniť 
implementáciu, kedykoľvek je to potrebné. Môžem postupovať rýchlo 
vpred a zároveň zachovať schopnosť meniť kód v budúcnosti.
Naviac, abstrakcia kolekcie často upúta pozornosť na to, čo sa 
„skutočne“ deje a nemusím pristupovať k implementácii ľubovoľnej 
funkčnosti kolekcie, keď všetko, čo skutočne potrebujem je zopár 
celkom j ednoduchých spôsobov ako nájsť to, čo potrebujem.
Obmedzenie opakovania kódu, vyskoká vypovedacia schopnosť a skoré 
vytváranie jednoduchých abstrakcií. To pre mňa znamená čistý kód.
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Ward Cunningham 
(wiki, návrhové vzory, Smalltalk...)

„To, že pracujete s čistým kódom, 
spoznáte podľa toho, že každá 
procedúra, cez ktorú prechádzate sa 
ukáže byť tým, čo ste do značnej miery 
predpokladali. Kód môžete označiť za 
nádherný, keď to vyzerá tak, ako keby 
bol použitý programovací jazyk pre 
daný problém stvorený.“
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Emacs: typický záznam kódovania...
Bob otvára modul
Roluje textom smerom dole, aby našiel funkciu, ktorú potrebuje zmeniť
Zastavuje sa a zvažuje alternatívy
Hm, roluje na začiatok modulu, aby si overil inicializáciu premennej
Roluje naspäť a začína písať
To, čo napísal, maže!
Píše to znova
Znovu to maže
Píše polovicu niečoho iného, ale potom to znovu zmaže
Premiestňuje sa dolu na inú funkciu, ktorá volá funkciu, ktorú práve edituje, aby sa 
pozrel na jej meno
Roluje opäť naspäť a vkladá ten istý kód, ktorý práve zmazal
Robí si prestávku
Znovu ten kód maže
Aktivuje iné okno a díva sa na podtriedu. Je táto funkcia prekrytá?
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Pointa príbehu...
Pomer času stráveného čítaním k času 
stráveného písaním je viac ako 10:1. Neustále 
čítame starý kód ako súčasť úsilia pri písaní 
nového kódu.

Kód, ktorý sa ľahšie číta sa tiež ľahšie píše.

Ak chcete postupovať rýchlo, byť hotoví v 
krátkom čase, ak chcete písať kód jednoducho, 
píšte ho tak, aby sa dal ľahko čítať.
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Zmysluplné názvy – vysvetľujúce význam

int d;  // elapsed time in days    -- BAD

int elapsedTimeInDays;             // GOOD
int daysSinceCreation;
int daysSinceModification;
int fileAgeInDays;

Public List<int[]> getThem() {
  List<int[] list1 = new ArrayList<int[]>();
  for (int[] x : theList)
  if (x[0] == 4)
  list1.add(x);
  return list1;
}

• Aký druh položiek obsahuje theList?
• Aký je význam nultého indexu položky v theList?
• Aký je význam hodnoty 4?
• Ako možno využiť vrátený zoznam?
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Zmysluplné mená – vysvetľujúce význam
Public List<int[]> getFlaggedCells() {
  List<int[]> flaggedCells = new ArrayList<int[]>();
  for (int[] cell : gameBoard)
  if (cell[STATUS_VALUE] == FLAGGED)
    flaggedCells.add(cell);
  return flaggedCells;
}

Public List<int[]> getFlaggedCells() {
  List<Cell> flaggedCells = new ArrayList<Cell>();
  for (Cell cell : gameBoard)
  if (cell.isFlagged())
    flaggedCells.add(cell);
  return flaggedCells;
}
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Zmysluplné názvy – dezinformácie
hp, aix, sco
accountList vs. accountGroup/bunchOfAccounts/accounts
XYZControllerForEfficientHandlingOfStrings vs. 

XYZControllerForEfficientStorageOfSTrings
Nekonzistentnosť názvov = dezinformácia
Pozor na písmená „O“ a „l“

public static void copyChars(char a1[], char a2[]) {
  for (int i = 0; i < a1.length; i++) {
    a2[i] = a1[i];
  }
}
// better: source, destination instead of a1, a2

Product, ProductData, ProductInfo

Šum: variable, table, NameString vs. Name, Customer vs. CustomerObject
getActiveAccount()
getActiveAccounts()
getActiveAccountInfo()
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Zmysluplné názvy – vysloviteľné, vyhľadateľné

genymdhms

class DtaRcrd102 { class Customer {
  private Date genymdhms;   private Date generationTimestamp;
  private Date modymdhms;   private Date modificationTimestamp;
  private final String pszqunt = “102”;   private final String recordId = “102”;
} }

Pomenovanie konštánt (7 vs. MAX_CLASSES_PER_STUDENT)
Dĺžka mena by mala zodpovedať dĺžke použitého kódu.
Jednopísmenové premenné len ako lokálne v krátkych metódach
Nekódovať premenné (maďarská notácia, PhoneNumber phoneString, členské premenné m_*), 

Public class Part {      public class Part {
  private String m_dsc; //Textovy popis     String description;
  void setName(String name) {        void setDescription(String description) {
    m_dsc = name;                             this.description = description;
  }                                         }
}                                         }
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Zmysluplné názvy – triedy, metódy

Triedy: podstatné mená a ich spojenia: Customer, WikiPage, Account nemali by 
obsahovať slová ako Manager, Processor, Data, Info a slovesá.

Metódy: slovesá alebo slovesné frázy: postPayment, deletePage, save, používať 
get, set, is podľa štandardu pre komponenty javabeans

Konštruktory: lepšie použiť statickú factory s explicitne popísaným typom ako 
pridať ďalší konštruktor, napr:

      Complex fulcrumPoint = Complex.FromRealNumber(23.0);
    namiesto
      Complex fulcrumPoint = new Complex(23.0);
    (možno implementovať cez privátne konštruktory)
Použiť jedno slovo pre jeden pojem (fetch vs. retrieve vs. get)
Nepoužívať slovné hračky
Mená z domény riešenia (technické) konzistentne vyvážené s menami z domény 

problému
Pridať súvislosti (addrFirstName, addrLastName, addrState), ale nepreháňať to 

s kontextom (Gas station DeLuxe application – všetky premenné GSD)
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Clean Code III
Functions

Object Mentor, Inc.

Copyright  2008  by Object Mentor, Inc
All Rights Reserved

objectmentor.com

Robert C. Martin
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The First Line of Organization

In the early days of programming 
we composed our systems of routines and 
subroutines.
in Fortran it was programs, subprograms, and 
functions. 

Nowadays only the function survives. 
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A “Long” function in FitNesse

Not only is it long, but it’s got 
duplicated code, 
lots of odd strings, 
many strange and inobvious data types and 
APIs. 

See how much sense you can make of it in 
the next three minutes…
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A “Long” function in FitNesse 1
 public static String testableHtml(
    PageData pageData,
    boolean includeSuiteSetup
  ) throws Exception {
    WikiPage wikiPage = pageData.getWikiPage();
    StringBuffer buffer = new StringBuffer();
    if (pageData.hasAttribute("Test")) {
      if (includeSuiteSetup) {
        WikiPage suiteSetup =
          PageCrawlerImpl.getInheritedPage(
                  SuiteResponder.SUITE_SETUP_NAME, wikiPage
          );
        if (suiteSetup != null) {
          WikiPagePath pagePath =
            suiteSetup.getPageCrawler().getFullPath(suiteSetup);
          String pagePathName = PathParser.render(pagePath);
          buffer.append("!include -setup .")
                .append(pagePathName)
                .append("\n");
        }
      }
      WikiPage setup = 
        PageCrawlerImpl.getInheritedPage("SetUp", wikiPage);
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A “Long” function in FitNesse 2
        WikiPagePath setupPath =
          wikiPage.getPageCrawler().getFullPath(setup);
        String setupPathName = PathParser.render(setupPath);
        buffer.append("!include -setup .")
              .append(setupPathName)
              .append("\n");
      }
    }
    buffer.append(pageData.getContent());
    if (pageData.hasAttribute("Test")) {
      WikiPage teardown = 
        PageCrawlerImpl.getInheritedPage("TearDown", wikiPage);
      if (teardown != null) {
        WikiPagePath tearDownPath =
          wikiPage.getPageCrawler().getFullPath(teardown);
        String tearDownPathName = PathParser.render(tearDownPath);
        buffer.append("\n")
              .append("!include -teardown .")
              .append(tearDownPathName)
              .append("\n");
      }
      if (includeSuiteSetup) {
        WikiPage suiteTeardown =
          PageCrawlerImpl.getInheritedPage(
                  SuiteResponder.SUITE_TEARDOWN_NAME,
                  wikiPage
          );

      if (setup != null) {
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A “Long” function in FitNesse 3

          WikiPagePath pagePath =
            suiteTeardown.getPageCrawler().getFullPath(suiteTeardown);
          String pagePathName = PathParser.render(pagePath);
          buffer.append("!include -teardown .")
                .append(pagePathName)
                .append("\n");
        }
      }
    }
    pageData.setContent(buffer.toString());
    return pageData.getHtml();
  }

        if (suiteTeardown != null) {
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How did you do?
Do you understand the function after three minutes 
of study?
 Probably not. 

There’s too much going on in there, 
at too many different levels of abstraction. 
There are strange strings
odd function calls
doubly nested if statements controlled by flags.

Ick!
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Nothing up my sleve…

With just a few simple 
method extractions, 
some renaming, 
and a little restructuring,

 I was able to capture the intent of the 
function.
See if you can understand the result in the 
next 3 minutes?
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Refactored Function
 public static String renderPageWithSetupsAndTeardowns(
    PageData pageData, boolean isSuite
  ) throws Exception {
    boolean isTestPage = pageData.hasAttribute("Test");
    if (isTestPage) {
      WikiPage testPage = pageData.getWikiPage();
      StringBuffer newPageContent = new StringBuffer();
      includeSetupPages(testPage, newPageContent, isSuite);
      newPageContent.append(pageData.getContent());
      includeTeardownPages(testPage, newPageContent, isSuite);
      pageData.setContent(newPageContent.toString());
    }

    return pageData.getHtml();
  }
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You probably don’t understand it all. 

Still you probably understand that it: 
includes setup and teardown pages into a test 
page, 
renders that page into HTML. 
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What’s more…
You also probably realize:

That this function belongs to some kind of web-based 
testing framework. 

Divining that information from the refactored 
function is pretty easy, 

but it’s pretty well obscured by the initial code.
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So what is the magic?
What is it that makes the refactored function easy to 
read and understand? 

How can we make a function communicate it’s 
intent? 

What attributes can we give our functions that will 
allow a casual reader to intuit the kind of program 
they live inside?



Small!

The First Rule of Functions.



33

The rules of functions:

The first rule:
They should be small.

The second rule:
They should be smaller than that.
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A Screenful?
In the ‘80s we used to say that a function should be 
no bigger than a screenful. 

Of course VT100 screens were 24 lines by 80 
columns, 
and our editors used 4 lines for administrative 
purposes. 

Nowadays with a cranked down font and a nice big 
monitor

 you can fit 150 characters on a line, and a 100 lines 
or more on a screen. Lines should not be 150 
characters long. 
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Smaller Than a Screenful

Functions should not be 100 lines long. 
Functions should hardly ever be 20 lines 
long. 
Indeed, the refactored function was too long.

It should have been:

   public static String renderPageWithSetupsAndTeardowns(
    PageData pageData, boolean isSuite) throws Exception {
    if (isTestPage(pageData))
      includeSetupAndTeardownPages(pageData, isSuite);
    return pageData.getHtml();
  }
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Blocks
Smallness implies that blocks within:

if statements, 
else statements, 
while statements, 
and etc., 

should be one line long. 
Probably that line should be a function call. 

Not only does this keep the function small; 
but it also adds documentary value
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Indenting

Smallness also implies: 
functions should not be large enough to hold 
nested structures. 
Therefore the indent level of a function should 
not be greater than one or two. 

This, of course, makes the functions easier to 
read and understand.



Do One Thing
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Functions should do one thing. 

They should do it well. 
They should do it only.
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Doing More Than One Thing
The original code does lots more than one thing. 

It’s creating buffers, 
fetching pages, 
searching for inherited pages, 
rendering paths, 
appending arcane strings, 
and generating HTML, 
among other things. 

The re-refactored code is doing one simple thing. 
including setups and teardowns into test pages. 
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Or is it?

It’s easy to make the case that it’s doing 3 
things: 

Determine whether the page is a test page. 
If so, include setups and teardowns. 
Render the page in HTML.

So which is it? 
Is the function doing one thing, 
or three things?
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All At Same Level…
The steps are one level of abstraction below the 
name of the function. 
A brief TO paragraph:

TO RenderPageWithSetupsAndTeardowns we:
check to see if the page is a test page 
and if so we include the setups and teardowns. 
In either case we render the page in HTML.

If a function’s steps are one level below the stated 
name of the function, 

then the function is doing one thing. 
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The reason we write functions is to:

Decompose a larger concept 
(i.e. the name of the function) 

into a set of steps at the next level of 
abstraction.
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Doing One Thing!
It should be very clear that 

The original code contains steps at many different 
levels of abstraction. 
So it is clearly doing more than one thing. 

Even the first refactoring has two levels of 
abstraction,

 as proved by our ability to shrink it down. 
But it would be very hard to meaninfully shrink the 
final. 

We could extract the if statment into a function named 
includeSetupsAndTeardownsIfTestPage, 
but that simply restates the code without changing the 
level of abstraction.
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Doing One Thing!

You can tell that a function is doing more 
than “one thing” 

if you can extract a function from it 
with a name that is not merely a restatement 
of its implementation.
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Reading code from top to bottom.
We want the code to read like a top-down narrative. 
We want every function to be followed by those at 
the next level of abstraction, 

We can read the program, descending one level of 
abstraction at a time. 

We want to read the program as if it were a set of 
TO paragraphs, 

each of which describes the current level of 
abstraction 
and references subsequent TO paragraphs at the 
next level down. 



47

To Paragraphs:
To include the setups and teardowns we

include setups, 
then include the test page content, 
then include the teardowns.

To include the setups we 
include the suite setup if this is a suite, 
then include the regular setup.

To include the suite setup we 
search the parent hiearchy for the “SuiteSetUp” page 
add an !include with the path of that page.

To search the parent...
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That’s how you do ONE THING.



Use descriptive names.
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Example
I changed the name of our example function 

from testableHtml
To renderPageWithSetupsAndTeardowns. 

This is a far better name.

I also gave the private methods a descriptive name 
such as isTestable
includeSetupAndTeardownPages. 

It is hard to overestimate the value of good names. 
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Remember Ward’s principle: 

“You know you are working on clean code 
when each routine turns out to be pretty 
much what you expected.” 
Half the battle to achieving that principle is 

choosing good names 
for small functions 
that do one thing. 
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The Naming Heuristic

The smaller and more focussed a function is, 
the easier it is to choose a descriptive name. 

Conversely, if you can’t choose a descriptive 
name

Your function is probably too big
And does more than ONE THING.
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Long Names
Don’t be afraid to make a name long. 
A long descriptive name is better than 

a short enigmatic name. 
a long descriptive comment. 

Use a naming convention that allows multiple words 
to be easily read in the function names

Like Camel Case or Underscores.
IncludeSetUpAndTearDown
Include_setup_and_teardown

Make use of those multiple words to give the 
function a name that says what it does.
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It Takes Time
Don’t be afraid to spend time choosing a name. 
Indeed, you should try several different names 

and read the code with each in place. 
Modern IDEs like Eclipse or IntelliJ make it trivial to 
change names. 
Use one of those IDEs and experiment with different 
names until you find one that is as descriptive as 
you can make it. 
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Names and Design

Choosing descriptive names will clarify the 
design of the module in your mind, 

and help you to improve it. 
Hunting for a good name often results in a 
favorable restructuring of the code. 
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Consistent Names
Use the same phrases, nouns, and verbs in the 
function names you choose for your modules. 

Consider, for example, the names
includeSetupAndTeardownPages, 
includeSetupPages, 
includeSuiteSetupPage, 
includeSetupPage. 

The similarity of those names allows the sequence to 
tell a story. 
Indeed, if I showed you just the sequence above, 
you’d ask yourself: 

“What happened to includeTeardownPages, 
includeSuiteTeardownPage, and includeTeardownPage?” 
How’s that for being “...pretty much what you expected.”



No more than three arguments.
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How many arguments?
he ideal number of arguments for a function is zero 
(niladic). 
Next comes one (monadic),
Followed closely by two (dyadic). 
Three arguments (triadic) should be avoided where 
possible. 
More than three (polyadic) requires very special 
justification,

 and then shouldn’t be used anyway.
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Arguments are hard. 
They take a lot of conceptual power. 
That’s why I got rid of almost all of them from the 
example. 
Consider, for example, the StringBuffer in the 
example. 

We could have passed it around as an argument 
rather than making it an instance variable; 
but then our readers would have had to interpret it 
each time they saw it. 
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Arguments are hard.
When you are reading the story told by the module, 

includeSetupPage() is easier to understand than 
includeSetupPageInto(newPageContent). 

The argument is at a different level of abstraction 
than the function name, 

and forces you to know a detail (i.e. StringBuffer) that 
isn’t particularly important at that point. 
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Output arguments 

Harder to understand than input arguments. 
We are used to the idea of information going 
in to the function through arguments 

and out through the return value. 
We don’t usually expect information to be 
going out through the arguments. 

So output arguments often cause us to do a 
double-take. 
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Common Monadic Forms
There are two common reasons to pass a single 
argument into a function. 

You may be asking a question about that argument 
as in: boolean fileExists(“MyFile”). 
Or you may be operating on that argument, 

transforming it into something else and returning it. 
For example: InputStream fileOpen(“MyFile”) transforms a 
String into an InputStream return value. 

These two uses are what readers expect when they 
see a function. 

You should choose names that make the distinction 
clear. 
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Flag Arguments

Passing a boolean into a function is a truly 
terrible practice. 
It immediatly complicates the signature of the 
method, 

loudly proclaiming that this function does 
more than one thing. 
It does one thing if the flag is true, and 
another if the flag is false! 



64

Dyadic Functions

A function with two arguments is harder to 
understand than a monadic function. 

writeField(name) is easier to understand than 
writeField(outputStream, name). 

the first glides past the eye. easily depositing its 
meaning. 
The second requires a short pause until we learn 
to ignore the first parameter. 

We should never ignore any part of the code. 
The parts we ignore are where the bugs will hide.
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Triads
Functions that take three arguments are significantly 
harder to understand than dyads. 

The issues of ordering, pausing, and ignoring are 
more than doubled. 

Consider the common overload of assertEquals that 
takes three arguments: 

assertEquals(message, expected, actual). 
How many times have you read the message and 
thought it was the expected? 
I have stumbled and paused over that particular triad 
many times. 
In fact, every time I see it I do a double-take and then 
learn to ignore the message.



No side-effects.
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Side-effects are lies. 
Your function promises to do one thing, 

but it also does other, hidden, things. 
to the variables of it’s own class. 
to the parameters passed into the function, 
to system globals.

They are devious and damaging mistruths 
that result in 

strange temporal couplings 
and order dependencies. 
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Side Effects

Consider the seemingly innocuous function 
that uses a standard algorithm to match a 
userName to a password. It returns true if they 
match, and false if anything goes wrong. 
But it also has a side-effect. 

Can you spot it?
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Side Effects

public class UserValidator {  private 
Cryptographer cryptographer;
  public boolean checkPassword(String 
userName, String password) {    User user = 
UserGateway.findByName(userName);    if (user != 
User.NULL) {      String codedPhrase = 
user.getPhraseEncodedByPassword();      String 
phrase = cryptographer.decrypt(codedPhrase, 
password);      if ("Valid Password".equals(phrase)) 
{        Session.initialize();        return true;      }    }    
return false;  }}
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Side Effects
The side-effect is 

the call to Session.initialize(),
 of course. 

The checkPassword function, by its name, says that 
it checks the password. 

The name does not imply that it initializes the session. 
So a caller who believes what the name of the 
function says, runs the risk of erasing the existing 
session data when they decide to check the validity of 
the user.
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Temporal Couplings
The side-effect creates a temporal coupling. 

checkPassword can only be called at certain times 
(i.e. when it is safe to initialize the session). 

If it is called out of order, 
session data may be inadvertently lost. 

Temporal couplings are confusing, 
especially when hidden as a side effect. 

If you must have a temporal coupling, 
you should make it clear in the name of the function. 
In this case we might rename the function 
checkPasswordAndInitializeSession, 

though that certainly violates “Do One Thing”.



Command Query Separation



73

Asking vs. Telling

Functions should either 
do something, 
or answer something, 
but not both. 

Either your function should 
change the state of an object, 
or it should return some information about 
that object. 

Doing both often leads to confusion.
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Example

Consider, for example, the following function:

It sets the value of a named attribute
returns true if it is successful
false if no such attribute exists. 
public boolean set(String attribute, String 

value);
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Example
This leads to odd statements like this:

What does that mean? 
Is it asking whether the “username” attribute was 

previously set to “unclebob”? 
successfully set to “unclebob”? 

It’s hard to infer the meaning from the call because 
it’s not clear whether the word “set” is a verb or an 
adjective. 

if (set("username", "unclebob"))...
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Example
The author intended set to be a verb, 

but in the context of the if statement it feels like an 
adjective. 
So the statement reads as: 

“If the username attribute was previously set to unclebob”
and not as: 

“set the username attribute to unclebob and if that worked 
then...”. 

We could try to resolve this by renaming the set 
function to setAndCheckIfExists, 

but that doesn’t much help the readability of the if statement. 
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Example

The real solution is to separate the command 
from the query 

so that the ambiguity cannot occurr.

setAttribute("username", "unclebob");
...

}

if (attributeExists("username")) {



Prefer exceptions to returning 
error codes.
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Returning errror codes 
A subtle violation of command query separation. 
It promotes commands being used as expressions 
in the predicates of if statements. 

  if (deletePage(page) == E_OK)

This leads to deeply nested structures. 
The caller must deal with the error immediatly.
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Returning Error Codes
if (deletePage(page) == E_OK) {
  if (registry.deleteReference(page.name) == E_OK) {
    if (configKeys.deleteKey(page.name.makeKey()) == E_OK){
      logger.log("page deleted");
    } else {
      logger.log("configKey not deleted");
    }
  } else {
    logger.log("deleteReference from registry failed");
  }
} else {
  logger.log("delete failed");
  return E_ERROR;
}
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Using Exceptions

If you use exceptions then t
the error processing code can be separated 
from the happy-path code, 
and can be simplified:

try {
  deletePage(page);
  registry.deleteReference(page.name);
  configKeys.deleteKey(page.name.makeKey());
} 
catch (Exception e) {
  logger.log(e.getMessage());
}
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Extract try/catch blocks.

Try/catch blocks are ugly in their own right.
 They confuse the structure of the code 
and mix error processing with normal 
processing. 

So it is better to extract the bodies of the try 
and catch blocks out into functions of their 
own.
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Extract try/catch blocks
  public void delete(Page page) {
     try {
       deletePageAndAllReferences(page);
     }
     catch (Exception e) {
       logError(e);
     }
   }

    deletePage(page);
    registry.deleteReference(page.name);
    configKeys.deleteKey(page.name.makeKey());
  }

  private void logError(Exception e) {
    logger.log(e.getMessage());
  }

  private void deletePageAndAllReferences(Page 
page) throws Exception {
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Error handling is one thing.

A function that handles errors should do 
nothing else. 
This implies that the keyword try should be 
the very first word in the function; 
and that there should be nothing after the 
catch/finally blocks.
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Structured Programming
Dijkstra said:

every function, 
and every block within a function, 
should have one entry and one exit. 

Following these rules means 
there should only be one return statement in a 
function, 
no break or continue statements in a loop, 
and never, ever, any goto statements. 
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Structured Programming Eclipsed
While we are sympathetic to the goals and 
disciplines of structured programming, 

those rules serve little benefit when functions are very 
small. 
It is only in larger functions that such rules provide 
significant benefit. 

So in small functions the occasional:
multiple return, 
break, 
or continue statement 

does no harm, 
and can sometimes even be more expressive than the single 
entry, single exit rule. 

But goto should still be avoided.



Conclusion
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Domain Specific Languages

Every system is built from a domain specific 
language

 designed by the programmers to describe 
that system. 
Functions are the verbs of that language,
classes are the nouns. 

The art of programming is, and has always 
been, the art of language design.
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Programs as Stories
Master programmers think of systems as stories to 
be told 

rather than programs to be written. 
They use the facilities of their chosen programming 
language 

to construct a much richer and more expressive DSL 
that they use to tell that story. 
Part of that DSL is the hierarchy of functions that 
describe all the actions that take place within that 
system. 
In an artful act of recursion, those actions are written 
to use the very DSL they define to tell their own small 
part of the story. 
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The “Clean Code” project.

Articles:
The “Args” article.
The “Clean Code” book.
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