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1The Bullder Pattern

Divide the construction of multi-part
objects in different steps, so that
different implementations of these
steps can construct different
representations of object



Buillder - Structure
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Builder - A Car Builder

Car Engine
«enumeration»
* We want to construct different ————— " " 7| STANDARD_ENGINE
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types of cars. +setInterior(Interior) SMALL ENGINE
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* |n this example, cars have an
engine and an interior. >
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Builder - A Car Builder
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+buildEngine()
+buildinterior()
+getCar() : Car

«method» {

builder.buildCar () ;

builder.buildEngine () ;
builder.buildInterior () ;

}

«method» {

}

return builder.getCar();

Car

+setEngine(Engine)
+setinterior(Interior)




Two Possible Car Builders

class CheapCarBuilder extends CarBuilder {
void buildEngine() {
car.setkEngine(Engine.SMALL_ENGINE);
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void buildInterior() {
car.setlnterior(Interior.PLASTIC_INTERIOR);
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class LuxuryCarBuilder extends CarBuilder {

void buildEngine() {
car.setEngine(Engine.SPORT_ENGINE);

¥

voild buildInterior() {
car.setlnterior(Interior.WOODEN_INTERIOR);

¥
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Takeaway

* Use Abstract Factory for creating objects depending on
finite numbers of tactors you know in advance.

* Use Builder for creating complex objects depending on
unbound number of factors that are decided at runtime.



