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ÁȰ%ÁÃÈ ÐÁÔÔÅÒÎ ÄÅÓÃÒÉÂÅÓ Á ÐÒÏÂÌÅÍ ×ÈÉÃÈ ÏÃÃÕÒÓ 
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 same way Ô×ÉÃÅȱ

Á-- Christopher Alexander A Pattern Language, 1977



Á C. Alexander ha definito i design patternsstudiando tecniche per 
migliorare il processo di progettazione di edifici e aree urbane

Á Ognipattern è unaregolain tre parti, cheesprimeunarelazionetra
ÁUn contesto

ÁUn problema

ÁUna soluzione

Á$%&ȡ Ȱunasoluzionea un problemain un contestoȱ

Á I pattern possonoessereapplicatia diverse aree, compresolo 
svilupposoftware
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ÁSono 23 design pattern suddivisi in base al loro scopo
ÁCreazionali:

Ápropongono soluzioni per creare oggetti

ÁComportamentali:

Ápropongono soluzioni per gestire il modo in cui vengono 
suddivise le responsabilità delle classi e degli oggetti

ÁStrutturali:

Ápropongono soluzioni per la composizione strutturale di classi e 
oggetti



Á Factory: a class whose sole job is to easily create and return 
instances of other classes

Á Creational patterns abstract the object instantiation process. 
ÁThey hide how objects are created and help make the overall system 

independent of how its objects are created and composed.

ÁThey 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

Á examples in Java: 
Á borders (BorderFactory), 

Á key strokes (KeyStroke), 

Á network connections (SocketFactory)



Á%ÁÃÈ ÔÉÍÅ ×Å ÉÎÖÏËÅ ÔÈÅ ȰÎÅ×ȱ ÃÏÍÍÁÎÄ ÔÏ 
ÃÒÅÁÔÅ Á ÎÅ× ÏÂÊÅÃÔȟ ×Å ÖÉÏÌÁÔÅ ÔÈÅ Ȱ#ÏÄÅ ÔÏ ÁÎ 
)ÎÔÅÒÆÁÃÅȱ ÄÅÓÉÇÎ ÐÒÉÎÃÉÐÌÅ
ÁExample

ÁList list = new ArrayList()

Á%ÖÅÎ ÔÈÏÕÇÈ ÏÕÒ ÖÁÒÉÁÂÌÅȭÓ ÔÙÐÅ ÉÓ ÓÅÔ ÔÏ ÁÎ 
ȰÉÎÔÅÒÆÁÃÅȱȟ ÉÎ ÔÈÉÓ ÃÁÓÅ ȰList ȱȟ ÔÈÅ ÃÌÁÓÓ ÔÈÁÔ 
ÃÏÎÔÁÉÎÓ ÔÈÉÓ ÓÔÁÔÅÍÅÎÔ ÄÅÐÅÎÄÓ ÏÎ ȰArrayListȱ



Á 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
ǐif (condition) { return new ArrayList(); }              

else { return new LinkedList();}

Á ObviousProblems: needs to be recompiled if classes change 

Á add new classes Ą change this code

Á remove existing classes Ą change this code

Á This means that this code violates the open-closed and the 
information hiding design principles



ÁIn generale una Factoryè un Pure Fabricationcon 
ÌȭÏÂÉÅÔÔÉÖÏ di:

ÁConfinare la responsabilità di creazioni complesse in 
oggetti coesi

ÁIncapsulare la complessità della logica di creazione 



ÁSimple  Factory (detto anche Concrete Factory)

Ánon è un pattern GoF

Áè una semplificazione molto diffusa di AF

ÁAbstract Factory (AF)

ÁFactory Method (FM)



ÁProblem:

ÁNot to violate High Cohesion and Low Coupling

ÁSolution:

ÁAssign 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. 



Á The design of objects can be roughly partitioned to two groups
ÁThose chosen by representational decomposition

ÁThose chosen by behavioral decomposition

Á 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 pure fabrication.

Á The classes are designed to group together related behavior
Á A pure fabrication object is a kind of functioncentric (or 

behavioral) object
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ÁProblema

ÁChi deve essere responsabile di creare gli oggetti 
quando la logica di creazione è complessa e si vuole 
separare la logica di creazione dalle altre funzionalità 
di un oggetto?

ÁSoluzione

ÁLa delega a un oggetto (Pure Fabrication) chiamato 
Factoryche gestisce la creazione






