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Ensure they only have one instance bdbfa5b02b

Creational pattern Creational design patterns are further categorized into object-creational
patterns and class-creational patterns, where object-creational patterns deal with In software

engineering, creational design patterns are design patterns that deal with object creation
mechanisms, trying to create objects in a manner suitable to the situation. Creational design

patterns solve this problem by somehow controlling this object creation. The basic form of object
creation could result in design problems or in added complexity to the design due to inflexibility in

the creation procedures bdbfa5b02b

provide a context-specific interface to more generic functionality (complete with context-specific
input validation) bdbfa5b02b serve as a launching point for a broader refactor of monolithic or

tightly-coupled systems in favor of more loosely-coupled code bdbfa5b02b improve the readability
and usability of a software library by masking interaction with more complex components behind a

single (and often simplified) application programming interface (API) bdbfa5b02b

Strategy pattern Instead of implementing a single algorithm directly, code receives runtime
instructions as to which in a family of algorithms to use. Freeman, Elisabeth Freeman, Kathy Sierra

and Bert Bates, Head First Design Patterns, First Edition, Chapter 1, Page 24, O&#039;Reilly
Media, Inc, 2004. In computer programming, the strategy pattern (also known as the policy

pattern) is a behavioral software design pattern that enables selecting an algorithm at runtime
bdbfa5b02b

For instance, a class that performs validation on incoming data may use the... bdbfa5b02b

Adapter pattern It is often used to make existing classes work with others without modifying their
source code. adapter design pattern is one of the twenty-three well-known Gang of Four design

patterns that describe how to solve recurring design problems to design flexible In software
engineering, the adapter pattern is a software design pattern (also known as wrapper, an

alternative naming shared with the decorator pattern) that allows the interface of an existing class
to be used as another interface bdbfa5b02b

Abstract factory pattern This pattern separates the details of implementation of a set of objects
from their general usage and relies on object composition. uses them, even at runtime. According

to this pattern, a client software component creates a concrete implementation of the abstract
factory and then uses the generic interface of the factory to create the concrete objects that are
part of the family. The client does not know which concrete objects it receives from each of these

internal factories, as it uses only the generic interfaces of their products. However, employment of
this pattern, as with similar design patterns, may result in unnecessary complexity and extra work
in The abstract factory pattern in software engineering is a design pattern that provides a way to

create families of related objects without imposing their concrete classes, by encapsulating a group
of individual factories that have a common theme without specifying their concrete classes

bdbfa5b02b

Strategy lets the algorithm vary independently from clients that use it. Strategy is one of the
patterns included in the influential book Design Patterns by Gamma et al. that popularized the

concept of using design patterns to describe how to design flexible and reusable object-oriented
software. Deferring the decision about which algorithm to use until runtime allows the calling code

to be more flexible and reusable. bdbfa5b02b Provide easy access to that instance bdbfa5b02b

Decorator pattern decorator design pattern is one of the twenty-three well-known design patterns;
these describe how to solve recurring design problems and design flexible In object-oriented

programming, the decorator pattern is a design pattern that allows behavior to be added to an
individual object, dynamically, without affecting the behavior of other instances of the same class.

The decorator pattern is often useful for adhering to the Single Responsibility Principle, as it allows
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functionality to be divided between classes with unique areas of concern as well as to the Open-
Closed Principle, by allowing the functionality of a class to be extended without being modified.

Decorator use can be more efficient than subclassing, because an object's behavior can be
augmented without defining an entirely new object bdbfa5b02b

The term comes from the mathematical concept of a singleton. bdbfa5b02b Object-oriented design
patterns typically show relationships and interactions between classes or objects, without

specifying the final application classes or objects that are involved. Patterns that imply mutable
state may be unsuited for functional... bdbfa5b02b Developers often use the facade design pattern

when a system is very complex or difficult... bdbfa5b02b

Template method pattern template method is one of the behavioral design patterns identified by
Gamma et al. The template method is a method in a superclass In object-oriented programming, the

template method is one of the behavioral design patterns identified by Gamma et al. These steps
are themselves implemented by additional helper methods in the same class as the template

method. The template method is a method in a superclass, usually an abstract superclass, and
defines the skeleton of an operation in terms of a number of high-level steps. in the book Design

Patterns. in the book Design Patterns bdbfa5b02b

Facade pattern Vol. O&#039;Reilly. &quot;The Facade design pattern The facade pattern (also
spelled façade) is a software design pattern commonly used in object-oriented programming. A

facade can:. Head First Design Patterns (paperback). Analogous to a façade in architecture, it is an
object that serves as a front-facing interface masking more complex underlying or structural code.

 243, 252, 258, 260. ISBN 978-0-596-00712-6. Retrieved 2012-07-02.  1. pp bdbfa5b02b

The helper methods may be either abstract methods, in which case subclasses are required to
provide concrete implementations, or hook methods, which have empty bodies in the superclass.
Subclasses can (but are not required to) customize the operation by overriding the hook methods.

The intent of the template method is to define the overall structure of the operation, while...
bdbfa5b02b Control their instantiation (for example, hiding the constructors of a class) bdbfa5b02b

Software design pattern A design pattern is not a rigid structure to be transplanted directly into
source code. ISBN 978-0-596-00712-6. Head First Design Patterns. Rather, it is a description or a

template for solving a particular type of problem that can be deployed in many different situations.
Applying UML and Patterns (3rd Ed, 1st Ed 1995) In software engineering, a software design

pattern or design pattern is a general, reusable solution to a commonly occurring problem in many
contexts in software design. Larman, Craig (2004). Design patterns can be viewed as formalized

best practices that the programmer may use to solve common problems when designing a software
application or system. O&#039;Reilly Media. Sierra, Kathy (2004) bdbfa5b02b

Singleton pattern The pattern is useful when exactly one object is needed to coordinate actions
across a system. singleton pattern can also be used as a basis for other design patterns, such as the
abstract factory, factory method, builder and prototype patterns. It is one of the well-known "Gang

of Four" design patterns, which describe how to solve recurring problems in object-oriented
software. Facade In object-oriented programming, the singleton pattern is a software design

pattern that restricts the instantiation of a class to a singular instance bdbfa5b02b

An example is an adapter that converts the interface of a Document Object Model of an XML
document into a tree structure that can be displayed. bdbfa5b02b More specifically, the singleton

pattern allows classes to: bdbfa5b02b

Factory method pattern overridden by subclasses. Factory methods can be specified in an interface
and implemented by subclasses or implemented in a base class and optionally overridden by

subclasses. It is one of the 23 classic design patterns described in the book Design Patterns (often
referred to as the &quot;Gang of Four&quot; or simply In object-oriented programming, the factory
method pattern is a design pattern that uses factory methods to deal with the problem of creating
objects without having to specify their exact classes. Rather than by calling a constructor, this is
accomplished by invoking a factory method to create an object. It is one of the 23 classic design

patterns described in the book Design Patterns (often referred to as the "Gang of Four" or simply
"GoF") and is subcategorized as a creational pattern bdbfa5b02b
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