Maintainability :=

avg(


Changeability,


Analyzability,


Testability,


Stability

)

{

  EXCELLENT
9
10
10,

  GOOD

7
9
8,

  ACCEPTABLE
5
7
6,

  POOR

0
5
4

};

Changeability :=

avg

(


avg(LackOfBridgeDeep(MediumScoring,(0,0,0)), 
    

    LackOfBridgeShallow(MediumScoring,(0,0,0))), 


avg(LackOfStrategyGodLike(SevereScoring,(0,0,0)),                

        LackOfStrategyHierarch(MediumScoring,(0,0,0))),


LackOfState(MediumScoring,(0,0,0)),


LackOfFacade(SevereScoring,(0,0,0)),


GodMethod(MediumScoring,(0,0,0)),


DataClasses(SevereScoring,(0,0,0)),


GodClasses(SevereScoring,(0,0,0)),


ShotgunSurgery(SevereScoring,(0,0,0)),


GodPackage(SevereScoring,(0,0,0)),


ISPViolation(MediumScoring,(0,0,0))

)

{

  EXCELLENT
9
10
10,

  GOOD

7
9
8,

  ACCEPTABLE
5
7
6,

  POOR

0
5
4

},

Analyzability :=

avg

(


LackOfStrategyGodLike(MediumScoring,(0,0,0)),


GodMethod(MediumScoring,(0,0,0)),



DataClasses(MediumScoring,(0,0,0)),


GodClasses(SevereScoring,(0,0,0)),


RefusedBequest(MediumScoring,(0,0,0)),
MisplacedClass(TolerantScoring,(0,0,0)),


GodPackage(SevereScoring,(0,0,0)),


TemporaryField(TolerantScoring,(0,0,0)),


ShotgunSurgeryWeighted(MediumScoring,(0,0,0))

)

{

  EXCELLENT
9
10
10,

  GOOD

7
9
8,

  ACCEPTABLE
5
7
6,

  POOR

0
5
4

},

Testability :=

avg

(


GodMethod(SevereScoring,(0,0,0)),


DataClasses(MediumScoring,(0,0,0)),


GodClasses(SevereScoring,(0,0,0)),


ShotgunSurgery(MediumScoring,(0,0,0)),


LackOfSingleton(MediumScoring,(0,0,0))

)

{

  EXCELLENT
9
10
10,

  GOOD

7
9
8,

  ACCEPTABLE
5
7
6,

  POOR

0
5
4

},

Stability :=

avg

(


LackOfState(MediumScoring,(0,0,0)),


GodMethod(MediumScoring,(0,0,0)),


DataClasses(MediumScoring,(0,0,0)),


GodClasses(SevereScoring,(0,0,0)),


ShotgunSurgeryWeighted(SevereScoring,(0,0,0)),


LackOfSingleton(MediumScoring,(0,0,0))

)

{

  EXCELLENT
9
10
10,

  GOOD

7
9
8,

  ACCEPTABLE
5
7
6,

  POOR

0
5
4

};

########################

# Strategy ScoringRules

#######################

SevereScoring

{

  EXCELLENT
0
0
10,

  VERYGOOD
1
2
9,      

  GOOD

3
4
7,

  ACCEPTABLE
5
6
5,

  POOR

7
+oo
3

},

MediumScoring

{

  EXCELLENT
0
2
10,

  GOOD

3
5
8,

  ACCEPTABLE
6
10
6,

  POOR

11
+oo
3

},

TolerantScoring

{

  EXCELLENT
0
5
10,

  GOOD

6
10
8,

  ACCEPTABLE
11
20
6,

  POOR

21
+oo
4

};

