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using System;
using System.Collections.Generic; Hanpasaenna

namespace MazeCommon

{

Morth

public enum Direction { North, South, East, West };

public abstract class MapSite {

public abstract void Enter(); West East
public object Clone ()

{ return this.MemberwiseClone(); }

}

South
public class Room: MapSite {

private MapSite[] sides = new MapSitel[4];
public Room(int no)

{ RoomNumber = no; }
public MapSite GetSide (Direction d)

{ return sides|[ (int)d]; }
public void SetSide(Direction d, MapSite m)
{ sides[(int)d] = m; }

public override void Enter ()

{1}
public int RoomNumber {get; set; }
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public class Wall : MapSite {
public override void Enter ()
{1

bi

public class Door : MapSite {
private Room rl, r2;
private bool isOpened = true;

public Door (Room rl = null, Room r2 = null)
{ this.rl = rl; this.r2 = r2; }
public void Initialize(Room rl = null, Room r2 = null)

{ this.rl = rl; this.r2 = r2; }
public override void Enter ()
{1
public Room OtherSideFrom(Room r) {
if (r == rl)
return r2;
else return rl;

}

public class Maze {
private List<Room> rlist = new List<Room> () ;
public void AddRoom (Room r)
{ rlist.Add(r); }
public Room RoomNo (int n) {
if (n > rlist.Count)
return null;
return rlist[n-1];

} NabupuHT
} Wall Wall
public class MazeGame {
public Maze CreateMaze ()
{ Wall Door Wall
Maze aMaze = new Maze ()
Room rl = new Room(1l);
Room r2 = new Room(2);
Door d = new Door(rl,r2);
Wall Wall

aMaze.AddRoom (rl) ;
aMaze.AddRoom (r2) ;

r2.SetSide
r2.SetSide
r2.SetSide

Direction.East, new Wall
Direction.South, new Wall
Direction.West, d);

())
())
Direction.North, new Wall());
())
())

rl.SetSide (Direction.North, new Wall());
rl.SetSide (Direction.East, d):;
rl.SetSide (Direction.South, new Wall ;
rl.SetSide(Direction.West, new Wall ;
r2.SetSide (

(

(

(

return aMaze;

class ProgramBase {
static void Main () {
var game = new MazeGame () ;
Maze m = game.CreateMaze () ;
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using System;
using System.Collections.Generic;
using MazeCommon;

namespace MazeGameAbstractFactory
{
public class MazeFactory {
public virtual Maze MakeMaze ()
{ return new Maze(); }
public virtual Wall MakeWall ()
{ return new Wall(); }
public virtual Room MakeRoom (int n)
{ return new Room(n); }
public virtual Door MakeDoor (Room rl, Room r2)
{ return new Door(rl,r2); }

}s

public class MazeGame {
public Maze CreateMaze (MazeFactory f)
{
Maze aMaze = f.MakeMaze();
Room rl = f.MakeRoom (1) ;
Room r2 = f.MakeRoom(2) ;
Door d = f.MakeDoor(rl,r2);

aMaze.AddRoom (rl) ;
aMaze.AddRoom (r2) ;

rl.SetSide
rl.SetSide

(Direction.North, f.MakeWall()):
(Direction.East, d);

rl.SetSide (Direction.South, f.MakeWall());
rl.SetSide(Direction.West, f.MakeWall()):;
r2.SetSide (Direction.North, f.MakeWall()):;
r2.SetSide (Direction.East, f.MakeWall())
r2.SetSide (Direction.South, f.MakeWall ()

(

r2.SetSide (Direction.West, d);

)7

return aMaze;

}
public class BombedWall: Wall { }

public class RoomWithABomb: Room {
public RoomWithABomb (int n): base (n)
{1}

public class BombedMazeFactory : MazeFactory {
public override Room MakeRoom (int n)
{ return new RoomWithABomb (n); }
public override Wall MakeWall ()
{ return new BombedWall(); }
}i

public class ProgramAbstractFactory {

static void Main () {
Console.WritelLine ("AbstractFactory");
MazeGame game = new MazeGame () ;

BombedMazeFactory f = new BombedMazeFactory();
game.CreateMaze (f) ;



