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class Event


{


public:


	bool operator >(const Event &e)


	{


		return time < e.time;


	}





	bool operator <(const Event &e)


	{


		return time > e.time;


	}





	Event(double _time)


	{


		time = _time;


	}


	virtual void action() = 0;


};








class ProcessSuit: public Event


{


public:


	ProcessSuit(double time):Event(time){}


	


void Event::action()


{


SimulatorSingleton *sim = SimulatorSingleton::instance();





ProcessCoat *processCoat = new ProcessCoat(getTime() + timeServiceCoat);





sim->add_event(processPants);


}





static SuitProcessor *_instance;





static SuitProcessor* instance();





SuitProcessor* SuitProcessor::_instance =0;





SuitProcessor* SuitProcessor::instance() {


	if(!_instance)


	{


		_instance=new SuitProcessor();


	}


	return _instance;


}





GeneralSimulatorSubject – subject


AbstractStatisticsObserver – observer


StatisticsSimulatorObserver – changemanager






































class SimulatorSingleton:virtual public GeneralSimulatorSubject


notifyStep();





class AbstractStatisticsObserver


{


public:


	virtual void updateStep() = 0;


	virtual void reset() = 0;


	virtual void updateSimulation() = 0;


	virtual void updateMultipleSimulations() = 0;


};








class GeneralSimulatorSubject


{


public:


	void attachStatisticsObserver(AbstractStatisticsObserver *observer);


	void detachStatisticsObserver(AbstractStatisticsObserver *observer);


	void notifyStep();


	void notifySimulation();


	void notifyMultipleSimulations();


protected:


	vector<AbstractStatisticsObserver* > observersVector;


};





void GeneralSimulatorSubject::notifyStep()


{


	observer->updateStep();


}


(...)





class StatisticsSimulatorObserver:virtual public AbstractStatisticsObserver,virtual public AbstractSimulationResultDTOFactory


{


public:


	static StatisticsSimulatorObserver* instance();


	void setSimulator(AbstractSimulator* _simulator);


	void AbstractStatisticsObserver::updateStep();


	void AbstractStatisticsObserver::updateSimulation();


	void AbstractStatisticsObserver::updateMultipleSimulations();


	void AbstractStatisticsObserver::reset();


}





theObservers->push_back(observer);


theObservers->remove(observer);


list<AbstractUIObserver*> observers = *theObservers;


while(observers.size() >0){


AbstractUIObserver* element = observers.front();


element->setSimulationResultDTO(getSimulationResult());


		element->updateMultipleSimulations();


		observers.pop_front();


	}





AbstractUIObserver – observer


SimulationControllerFacade – subjsct


SimulationController – changemanager





class SimulationController : public SimulationControllerFacade


{


public:


	void startSimulation(bool continuous, int numberOfSimulations);


	void setSimulator(AbstractSimulator *simulator);


	bool stepSimulation();


(...)


}





class SimulationControllerFacade


{


public:


	virtual void executeAction(AbstractAction* action) = 0;


	void attachUIObserver(AbstractUIObserver* observer);


	void detachUIObserver(AbstractUIObserver* observer);


	void notifyStep();


(...)


}





class AbstractUIObserver


{


public:


	virtual void updateStep() = 0;


	virtual void updateSimulation() = 0;


	virtual void updateMultipleSimulations() = 0;


};





class ClientFacade: virtual public AbstractUIObserver


class ClientConsole : public ClientFacade








class ActionFactory


{


public:


	static AbstractAction* createStartSimulatorAction(bool continuous, double avgTimeOfArrivals, double simulationTime, int numberOfSimulations);


	static AbstractAction* createStepSimulatorAction(int stepInterval);


	static AbstractAction* createStopSimulatorAction();


};





[1] namespace DoFactory.GangOfFour.Iterator.RealWorld�{��  // MainApp test application ��  class MainApp�  {�    static void Main()�    {�      // Build a collection �      Collection collection = new Collection();�      collection[0] = new Item("Item 0");�      collection[1] = new Item("Item 1");�      collection[2] = new Item("Item 2");�      collection[3] = new Item("Item 3");�      collection[4] = new Item("Item 4");�      collection[5] = new Item("Item 5");�      collection[6] = new Item("Item 6");�      collection[7] = new Item("Item 7");�      collection[8] = new Item("Item 8");��      // Create iterator �      Iterator iterator = new Iterator(collection);��      // Skip every other item �      iterator.Step = 2;��      Console.WriteLine("Iterating over collection:");��      for(Item item = iterator.First(); �        !iterator.IsDone; item = iterator.Next())�      {�        Console.WriteLine(item.Name);�      }��      // Wait for user �      Console.Read();�    }�  }





[3] // Properties �    public int Step�    {�      get{ return step; }�      set{ step = value; }�    }��    public Item CurrentItem�    {�      get�      {�        return collection[current] as Item;�      }�    }��    public bool IsDone�    {�      get�      {�        return current >= collection.Count ? true : false;�      }�    }�  }�}








[2] class Item�  {�    string name;��    // Constructor �    public Item(string name)�    {�      this.name = name;�    }��    // Property �    public string Name�    {�      get{ return name; }�    }�  }��  // "Aggregate" ��  interface IAbstractCollection�  {�    Iterator CreateIterator();�  }��  // "ConcreteAggregate" ��  class Collection : IAbstractCollection�  {�    private ArrayList items = new ArrayList();��    public Iterator CreateIterator()�    {�      return new Iterator(this);�    }��    // Property �    public int Count�    {�      get{ return items.Count; }�    }�    �    // Indexer �    public object this[int index]�    {�      get{ return items[index]; }�      set{ items.Add(value); }�    }�  }��  // "Iterator" ��  interface IAbstractIterator�  {�    Item First();�    Item Next();�    bool IsDone{ get; }�    Item CurrentItem{ get; }�  }��  // "ConcreteIterator" ��  class Iterator : IAbstractIterator�  {�    private Collection collection;�    private int current = 0;�    private int step = 1;��    // Constructor �    public Iterator(Collection collection)�    {�      this.collection = collection;�    }��    public Item First()�    {�      current = 0;�      return collection[current] as Item;�    }��    public Item Next()�    {�      current += step;�      if (!IsDone)�        return collection[current] as Item;�      else�        return null;�    }�  �








