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®PabpuyHbIin MeTona (Factory Method)

- 3TO NaTTepH, KOTOpPbIK onpegender WHTepdenc Aangd
co3gaHug 00ObEKTOB HEKOTOPOro Kracca, HO
HenocpeacTBEHHOE peLleHne 0 TOM, OOBLEKT KaKoro Knacca
co3gaBaTtb NPOUCXOAUT B NoKriaccax.

Koraa Hago npumMmeHATbL naTTepH

v Korjga 3apaHee HEeU3BECTHO, OOBLEKTbl KaKuUX TUIMOB
HeobxoaMMo co3gaBaTb

v Korga cuctema gormkHa OblTb HeE3aBMCMMOW OT MpoLiecca
CO3[aHNSA HOBbIX OOBEKTOB U pacCLUMPAEMON: B HEE MOXHO
Nerko BBOAUTb HOBbIE KIlacCbhl, OObEKTbl KOTOPbLIX cUcTEMA
OOSMKHAa co3gaBarTb.

v Korga co3aaHue HOBbIX  OOBLEKTOB HeobxoaMmMo
aenernpoBaTb U3 BA30BOro Kriacca Knaccam HacreaHMKam



UML — gnarpamma nattepHa «Factory Method»
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dopmanbHoe onpeaeneHne natrepHa Ha sisbike C#

abstract class Product {}
class ConcreteProductA : Product {}
class ConcreteProductB : Product {}

abstract class Creator

{
public abstract Product FactoryMethod();

)

class ConcreteCreatorA : Creator

{
public override Product FactoryMethod()

{ return new ConcreteProductA(); }
}

class ConcreteCreatorB : Creator

{
public override Product FactoryMethod()

{ return new ConcreteProductB(); }
}



NMpumep:

class Program
{
static void Main(string[] args)
{
Developer dev = new
PanelDeveloper("OOO KupnniCtpon");
House house2 = dev.Create();
dev = new WoodDeveloper("HacTHbIn
3acTpounwmk");
House house = dev.Create();
Console.ReadLine();

}
}

// abCTpaKTHLIN KIlacc CTPON-KOMMaHUK
abstract class Developer
{
public string Name { get; set; }
public Developer (string n) { Name =n; }
// dabpuyHbIn meToA
abstract public House Create();
}
// CTpOUT NaHenbHbIE AoMa
class PanelDeveloper : Developer
{
public PanelDeveloper(string n) : base(n){ }
public override House Create()
{ return new PanelHouse();}

}

// CTpoUT AepeBsiHHbIE AOMa
class WoodDeveloper : Developer

{
public WoodDeveloper(string n) : base(n){ }

public override House Create()
{ return new WoodHouse(); }

}

abstract class House{ }

class PanelHouse : House

{

public PanelHouse()

{ Console.WriteLine("lNaHenbHbIM AOM NOCTPOeEH"); }

}

class WoodHouse : House

{
public WoodHouse()

{ Console.WriteLine("[epeBsHHbIN 4OM NOCTPOEH"); }

}



AobcTpakTHaa padbpuka (Abstract Factory)

npegocTaBnaer UHTepdenc aOnsgd cos3gaHnss CEeMEUCTB
B3aMMOCBA3aHHbIX 00ObEKTOB C onpeaeneHHbIMun
nHtepdencamm 6e3 ykasaHus KOHKPETHbIX TUMOB AAHHbLIX

OOBbEKTOB.

Koraa Hago npumMeHATbL naTTepH

v Koroa cuctema He OofmkHa 3aBUCeTh OT cnocoba co3gaHus v

KOMMOHOBKN HOBbIX OObEKTOB

v Koropa co3gaBaemble 00ObeKTbl AOMKHbI MCMONb30BaTbCA

BMECTE U ABJIMAKTCA B3aMMOCBA3aHHbIMHA



UML — anarpamma nattepHa «Abstract Factory»
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dopmanbHOe onpeaerieHne naTtrepHa Ha sA3blke C#

abstract class AbstractFactory
{
public abstract AbstractProductA CreateProductA();
public abstract AbstractProductB CreateProductB();
}

class ConcreteFactoryl: AbstractFactory

{
public override AbstractProductA CreateProductA() { return new ProductAl();
public override AbstractProductB CreateProductB() { return new ProductB1();

}

class ConcreteFactory2: AbstractFactory
{
public override AbstractProductA CreateProductA() { return new ProductA2();
public override AbstractProductB CreateProductB() { return new ProductB2();
}
abstract class AbstractProductA {}
abstract class AbstractProductB {}
class ProductAl: AbstractProductA {}
class ProductB1: AbstractProductB {}
class ProductA2: AbstractProductA {}
class ProductB2: AbstractProductB {}
class Client
{
private AbstractProductA abstractProductA;
private AbstractProductB abstractProductB;
public Client(AbstractFactory factory)
{ abstractProductB = factory.CreateProductB(); abstractProductA = factory.CreateProductA(); }
public void Run() {}

}
}

}
}



Npumep:

class Program
{
static void Main(string[] args)
{
Hero elf = new Hero(new ElfFactory());
elf.Hit(); elf.Run();
Hero voin = new Hero(new VoinFactory());
voin.Hit(); voin.Run();

}
}

abstract class Weapon//abCTpaKkTHbIN Knacc — opy»ue
{ public abstract void Hit(); }
abstract class Movement// abCTpakTHbIN KNacc ABMKEHNE
{ public abstract void Move(); }
class Arbalet : Weapon // knacc apbanet
{
public override void Hit()
{ Console.WriteLine("CTpensiem n3 apbanera"); }

}

class Sword : Weapon// knacc meu
{
public override void Hit()
{ Console.WriteLine("bbem mevom"); }

}

class FlyMovement : Movement// ABWXKeHME noneTa
{

public override void Move()

{ Console.WriteLine("JleTum"); }
}
class RunMovement : Movement// oBuxeHune — ber
{

public override void Move()

{ Console.WriteLine("Bbexum"); }

}

abstract class HeroFactory// knacc abctpakTHom habpukm
{
public abstract Movement CreateMovement();
public abstract Weapon CreateWeapon();
}
// ©abpuka cosgaHus neTawero repos ¢ apbanetom
class ElfFactory : HeroFactory
{
public override Movement CreateMovementy()
{ return new FlyMovement(); }
public override Weapon CreateWeapon()
{ return new Arbalet(); }
}
/] ©abpuka cosgaHus bGeryLiero repos ¢ MeYOM
class VoinFactory : HeroFactory
{
public override Movement CreateMovementy()
{ return new RunMovement(); }
public override Weapon CreateWeapon()
{ return new Sword(); }
}
class Hero // KnneHT - cam cyneprepou
{
private Weapon weapon;
private Movement movement;
public Hero(HeroFactory factory)
{
weapon = factory.CreateWeapon();
movement = factory.CreateMovement();
}
public void Run() { movement.Move();}
public void Hit() { weapon.Hit(); }



OaunHouyka (Singleton)

npegocTtaBnaeTr UHTepdenc aOnsa cos3gaHnss CeMEUCTB
B3aNMOCBSI3aHHbIX 0ObEKTOB C onpeneneHHbIMun
nHtepdencamm 6e3 ykaszaHus KOHKPETHbIX TUMOB AAaHHbLIX

OOBbEKTOB.

Koraa Hago npumMmeHATb NnaTTepH

v Koroa cuctema He OommkHa 3aBUCETh OT cnocoba co3gaHus u

KOMMOHOBKN HOBbIX OObEKTOB

v Koroa co3pgaBaemble 0ObekTbl OOSMKHbI MCMNOSb30BaTbCA

BMECTE U ABJIMAKTCA B3aMMOCBA3aHHbIMHA



