the stale patiern

Pefining the State interfaces and classes

First let’s create an interface for State, which all our states implement:

Heve's the inkerfate for all states. The m:e%%zeéﬁ map ::%évezi*{:%y
1o atkions that could happen Lo the Gumball Maching (These ave
Ehe same methods 35 n the previows zode).
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Then take each state in our design State
and encapsulate it in a class that insertQuarter)
implements the State interface. i
dispense()
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SoldQuiState NoQuarterState

chates we nee 4, we lodk SoldState HasQuarterState
L cevious Lode. insertQuarter() insertQuarter() insertQuarter() insertQuarter()
at owr ejectQuarter() ejectQuarter() ejectQuarter() gjectQuarter()
furnCrank() turnCrank() turnCrank() tunCrank()
dispense(} dispense() dispense(} dispense()
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.. and we map eath state
divectly to a elass.

public class GumballMachine {

final static int SOLD OUT = 0; )
final static int NO QUARTER = 1;
final static int HAS QUARTER = 2;
final static int SOLD = 3;

Dot ‘gc‘@*gzﬁ, we need 2 new “ivmer 5%3;& too
that implements the shate wmherface. We'll tome
back Lo this afber we veimplement the Liest
vevsion ob the Gumball Mathine.

int state = SOLD OUT;
int count = 0;
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\ WinnerState
insertQuarter()
ejectQuarter()
turnCrank()
dispense()

vou are here + 399




