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Beispiel: Nehmen wir an:

Bird Wir mussen das
eat() Verhalten um die
produceEgg() Methoden "fly"

abstrakte Methoden{ whistle() und "swim
show() erweitern.

snma

Duck Sparrow Ostrich Penguin
whistle(){} whistle(){...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}
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Abstrakte Klassen und Interfaces als
Strukturierungsmittel

1. LOosung Bird
eat()
Die Klasse Bird zu produceEgg()
erweitern. whistle() Schlecht!
show() Wir missen die
abstrakte Methoden{ f'yf) Methoden uberall
SWELOA A implementieren.
rpman e .
|
Duck Sparrow Ostrich Penguin
whistle(){} whistle(){...} whistle(){...} whistle()<{...}
show(){...} show(){...} show(){...} show(){...}
flyO{} fly(){> fly(){> fly(){>

swim(){} swim(){>} swim(){>} swim(){>}
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2. LOsung

Die Klasse Bird zu

erweitern.

konkrete Methoden {

Bird

eat(){.. .}

whistle()
show()

flyOQ{...}>
swim(){...}

produceEgg(){. . .}

S

Probleme:

Pinguine und StrauBe
kdnnen nicht fliegen.

StraufBBe kdnnen
nicht schwimmen.
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Duck Sparrow Ostrich Penguin
whistle(){} whistle(){...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}

fly(O){} fly(){}
swim(){>} Schlecht!
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3. Losung Wir definieren
zwei interfaces
Bird
] <<interface>>
<<interface>> eat()
FlyCapable SwimCapable produceEgg()
AN
L 4O A whistle()
: show()
ZP JAYAN ﬁ;
r
Duck Sparrow Penguin Penguin
whistle(){} whistle(){...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}
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3. LOosung Wir definieren
zwei Interfaces

Probleme:

Wir mussen in

Bird alle Klassen, die
<<interface>> <<interface>> eat() die Interfaces
FlyCapable SwimCapable produceEgg() implementieren
PN A A whistle() alle Methoden
i ] show() programmieren.
R
S
Duck Sparrow Ostrich Penguin
whistle(){} whistle(){...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}
fly(){...} fly(){...}
swim(){...} swim(){...}
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4. Losung - Wir trennen alles was sich in dem Verhalten stiandig dndert.

- Wir definieren zwei Interfaces mit verschiedene
Implementierungsklassen

<<interface>>

FlyAlgorithm

.l A D‘
N n t‘
0 .
Q » *

0 . -
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0 . s
0 u -

o n -

<<interface>>

FlyWithWings FlyWithAirplane CanNotFly SwimAlgorithm
fly(< flyO< flyO< 1 A P
} > } : '
SwimWithFeet Diver CanNotSwim
swim(){ swim(){ swim(){
by } by
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4. Losung

Bird
public void fly(){ FlyAlgorithm flyAlgorithm
fIyAIgorithm.fIy();é SwimAlgorithm swimAlgorithm
3 [ eat0
produceEgg()
‘ whistle()
pub"cDuck(){ ........................................................................ ' s“ show()
i flyAlgorithm=new FlyWithWings(); L | fiyO
swimAlgorithm=new SwimWithFeet(); swim()

} T

-------------------------------------------------------------------------------------------------------------------

: [

DuCk Sparrow Ostrich Penguin
Duck()<{ i -+ Sparrow(){...} Ostrich(){...} Penguin(){...}
whistle(){} whistle()<{...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}
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4. Losung

................................................................ Bird
public void fly(){ FlyAlgorithm flyAlgorithm
flyAlgorithm.fly(); SwimAligorithm swimAligorithm
) eat()
.................................................................. ‘. broduceEga()

LR e O P e C L e LU CL P CCU R CCPRECURECCPEECURECLPRE .n.- whistle()

: public Ostrich(){ R

: 3| show()

flyAlgorithm=new CanNotFly(); E"‘ﬂ 0

i swimAlgorithm=new CanNotSwim(); : y-

:| swim()

1 NN

| :

Duck Sparrow Ostrich Penguin
Duck(){...} Sparrow(){...} 6strich(){...} Penguin(){...}
whistle(){} whistle(){...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}
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5. LOosung

Bird
Saic i setFAorhm( Fyalgoriom f2 1 || FWAgorithm fiyAlgorithm
flyAlgorithm = fa; SwimAlgorithm swimAlgorithm
Ly | eat()
..................................................................................................................... produceEgg()
whistle()
i flyAlgorithm=new FlyWithWings(); setFlyAlgorithm()
swimAlgorithm=new SwimWithFeet(); setSwimAlgorithm()
: L
Di‘.t,gk Sparrow Ostrich Penguin
Duck(){i.} Sparrow(){...} Ostrich(){...} Penguin(){...}
whistle(){} whistle(){...} whistle(){...} whistle(){...}
show(){...} show(){...} show(){...} show(){...}
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5. Losung

Strategie-Pattern

<<interface>>
FlyAlgorithm

A D Bird
& "\ | FlyAlgorithm flyAlgorithm

o SwimAlgorithm swimAlgorithm
FlyWithWings

eat()
fiyO{-- | FiywithAirplane , produceEgg()
fly(){...} CanNotFly whistle()
flyQ){...} show()
setFlyAlgorithm()
setSwimAlgorithm()
<<interface>> PaN

ﬁ\

SwimAlgorithm

QA
Q .
Q .
* .
* .
.

*

: Duck Sparrow Ostrich Penguin
SwimWit:\Feet : ) 3 Duck(){...} Sparrow(){...} Ostrich(){...} Penguin(){...}
swimO<{...} - % whistle(){} whistle(){...} whistle(){...} whistle(){...}
iver
owimO{ CanNotSwim show(){...} show(){...} show(){...} show(){...}

swim(){...}
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