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Definizione di design pattern?

OWAAE DPAOOAOI AAOAOEAA
over and over again in our environment, and then
describes the core of the solution to that
problem, in such a way that you can use this
solution a million times over, without ever doing

it the samewayOD x EAA O

A -- Christopher Alexander A Pattern Language, 1977



Definizione data da Christopher

Alexander

C. Alexander ha definito | desigratternsstudiando tecniche per
migliorare Il processo di progettazione di edifici e aree urbane
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GoF Design Patterns

Sono 23 design pattern suddivisi in base al loro scopo
Creazionali:

A propongono soluzioni per creare oggetti
Comportamentali:

A propongono soluzioni per gestire il modo in cui vengono
suddivise le responsabilita delle classi e degli oggetti

Strutturali:

A propongono soluzioni per la composizione strutturale di classi e
oggetti



Pattern creazionali: le factories

Factory: a class whose sole job is to easily create and return
Instances of other classes
Creational patterns abstract the object instantiation process.

A They hide how objects are created and help make the overall system
Independent of how its objects are created and composed.

A They make it easier to construct complex objects instead of calling a
constructor, use a method in a "factory"” class to set up the object saves lines
and complexity to quickly construct / initialize objects

examples in Java:

A borders (BorderFactory),

A key strokes (KeyStroke),

A network connections (SocketFactory)



The Problem With “"New”
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Example

A List list = new ArrayList()
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In addition

If you have code that checks a few variables and instantiates a
particular type of class based on the state of those variables, then

the containing class depends on each referenced concrete class
if (condition) {return newArrayLis{); }
else {return newLinkedLis();}

ObviousProblems needs to be recompiled if classes change
A add new classes change this code
A remove existing classe% change this code

This means that this code violates the opelosed and the
Information hiding design principles



una Factory e un Pure Fabrication

In generale un&actorye un Purd-abricationcon

Il 61 AEHAOOEOI

A Confinare la responsabilita di creazioni complesse in
oggetti coesi

A Incapsulare la complessita della logica di creazione



Vedremo 3 tipi di pattern Factories

Simple Factory (detto anche Concrete Factory)
Anon & un pattern GoF
A & una semplificazione molto diffusa di AF

Abstract Factory (AF)

Factory Method (FM)



Cosa sono 1 Pure Fabrication

Problem:
A Not to violate High Cohesion and Low Coupling
Solution:

A Assign a highly cohesive set of responsibilities to an
artificial class that does not represent anything in the
problem domain, in order to support high cohesion,
low coupling, and reuse.




Pure Fabrication: discussion

The design of objects can be roughly partitionedwwm groups
A Those chosen by representational decomposition

A Those chosen by behavioral decomposition

The latter group does not represent anything in the problem
domain, they are simply made up for the convenience of the
designer, thus the name pufabrication.

The classes are designed to group together reldietavior

A pure fabrication object is a kind of functioncentfor
behavioral) object

3 Design patterns, Laura Semini, Universita di Pisa, Dipartimento di Informatica.
1



Simple Factory (aka concrete factory)

Problema

A Chi deve essere responsabile di creare gli oggetti
guando la logica di creazione e complessa e si vuole
separare la logica di creazione dalle altre funzionalita
di un oggetto?

Soluzione

A La delega a un oggettdPureFabricatiojichiamato
Factoryche gestisce la creazione



Simple(st) Factory: structure
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