Singleton  – Ensure a class only has one instance, and provide a global point of access to it.
Applicability

· There must be exactly one instance of a class, and it must be accessible to clients from a well-known access point

· A static object will not suffice because a static object will be created at the time the class loads and thus gives you an opportunity to supply an data before it instantiates

Consequences

· The Singleton is the only class that can create an instance of itself because you cannot create one without the static method provided

· You don’t need to pass a reference to all objects needing this Singleton

· The Singleton may present threading problems, depending up on the implementation

· Controlled access to sole instance because the Singleton class encapsulates 

· More flexible than class operations, especially for stateful objects

Known Use

The Singleton pattern is applicable to many design problems an object-oriented software designer may face.  When connecting to a database using Java’s framework, a very costly event is maintaining a database connection that can be shared by an entire application.  Furthermore, only one connection can and should be maintained at a time.  By implementing the connection with a Singleton pattern, a designer not only improves efficiency, but also has a global controlled access point to the database connection. 

A History List preserves the natural ordering of events.  Therefore using a Singleton pattern (stateful) to record events for the entire application enables a designer to benefit by undoing operations and identifying when an event occurred relative to others.  History Lists are commonly used in menu-driven GUI applications.             

Sometimes it is necessary, and it is often sufficient, to create a single instance of a given class. This has advantages in memory management, and for Java, in garbage collection. Moreover, restricting the number of instances may be necessary or desirable for technological or business reasons.

