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Assignment 1: Factory Method 

This exercise introduces a modifications to the currency converter program (CCP).  

• The CCP program is rebuilt around an interface Converter. 

• The implementatiuon to the Converfter is done in a class ConverterImpl implementing the 

interface Converter. 

• The GUI of the Currency Converter is now in the class CurrencyConverterGui. 

• The Rounding Policies are produced in a Factory. The method create produces a Rounding 

Plociy. The create method is parameterized with a flag (the flag consists of the classname that 

contains the actual Rounding Policy, as we have done in the 3rd assignment of exercise 2), 

indicating which Rounding Policy should be created. The Factory implements an interface 

containing the create method. The create method is also called the factoryMethod. 

• The CurrencyConverter calls the factory method and creates a RoundingPolicy. 

Assignment 2: Factory Method Pattern Description 

The implementation of the factoryMethod with a flag, indicating the RoundingPolicy that is 

desired, is not the originally version that is described in theGamma book. The flag was missing, 

and only a subclass of the factory could decide which subclassed to create. It was hard coded. 

The flag makes that this verson is more flexible. 

Write a Design Pattern Description of this version of the Factory Method having the following 

outline: 

1. Non software specific example 

to illustrate the use of the design pattern 

2. Intent.  

What does the pattern do ?  

What is its rationale ?  



What particular design issue or problem does it address ?  

3. Motivation.  

A scenario that illustrates a design problem and how the class and object structures in the pattern 

solves the problem.  

4. Metapattern. 

A graphical representation of the classes in the pattern. The Hook, Template class, and the 

template and hook method are pointed out. 

5. Applicability. A statement that describes:  

the situations in which the design patterns can be applied  

the situations of poor designs that the pattern can address  

how these situations can be recognized  

6. Structure and Participants 

A graphical representation of the classes in the pattern and the interaction between objects.  

The classes and/or objects participating in the design pattern and their responsibilities.  

7. Consequences. A statement to answer:  

how does the pattern support its objectives ?  

what are the trade-offs and result of using the pattern ?  

what aspect of system structure does it let you vary independently 

8. Related Patterns. A statement that answers:  

what design patterns are closely related to this one ?  

what are the important differences ?  

with which other pattern could this one be used ?  

Assignment 3: Comparison Abstract Factory and Factory Method 

Draw a comparison between this version of the Factory Method and the Abstract Factory. Where 

are the differences, the commonalities ? 



 

 


