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3.1 #iMEO
O shape : BN, EXTHREBERHENSZE
O getx() : FRERXXHR
O getY() : FRERyAR
O setPosition(int x, int y) @ RBE
O accept(ShapeVisitor visitor) : {EZifRE
O clone() : FEPEEF
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O Circle : B3I

O Rectangle @ XEMZSEEL
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O Renderer : JBZ23E0O0

O renderCircle(Circle circle) . CERER
O renderRectangle(Rectangle rectangle) TERES
O renderLine(Line line) L ERLRER
O clear() . ERER
O display() @ BRERER
3.2.2 R{FsEi
O SvgRenderer : SVG/EZ2F
O ConsoleRenderer D BRlEXAEREE
O ThirdPartyRendererAdapter T B HEREREHIRE
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O Command : #3<$#EO
O execute() : HITE@S

O undo() D BEmS


af://n24
af://n26
af://n41
af://n49
af://n51
af://n66
af://n74
af://n76

3.3.2 B3|

O AddsShapeCommand : FINEF &<
O RemoveShapeCommand . MiFRER S
O MoveShapeCommand  : EhEF &<

O CommandManager : B EIRER, BIEmSHIIT. BEHNEM
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3.4.1 #ZiMEO

O Shapevisitor : B IARIEREO

O visit(Circle circle) . IARER
O visit(Rectangle rectangle) : IRIA)RER
O visit(Line line) L IRIA)LRER

3.4.2 k|

O IJsonExportVisitor @ JSONZRHiIARIE

O XmlExportVisitor : XMLZHIARIE
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3.5.1 #0003

O ShapeFactory : BT, SIZEKER

O RendererFactory : BT #EO

O createRenderer(int width, int height) ; RIEESREE
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O SvgRendererFactory @ SVGIEZESTL[
O ConsoleRendererFactory @ ITHIQBEZEET]
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O ShapeObserver : EIFNIZREEZO

O onShapeAdded(Shape shape) @ EFZARNINEX]
O onShapeRemoved(Shape shape) . ERHIERE

O onShapeModified(Shape shape) @ EFAEHCER]
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3.6.2 R{FSCHL
O ShapeSubject D WUMRE, SENRER

O ConsolelLogger : IZHIBHEMRE
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O RemoteRenderer : ITIZEZEIEN
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O RemoteRendererImpl : IAZEZLZZLIN
O RemoteRendererProxy : IEFE/EZRAFIE
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O RenderingConfig D BB R
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Command R ESLIMIGRERE AR, IFRENRTHRE.
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ShapeVisitor #EORELEFTHERNMEKEF LB R THMEIRE.
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ShapeObserver # [ RESLI X LIXTER T A KT,
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