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public abstract class Weapon{
public virturl int Damage(){
int total = O;
if(redDiamond!=null)

total += redDiamond.Damage(); 7/ N E AT B0 3
if(blueDiamond!=null)

total += blueDiamond.Damage(); 7/ B IR A B
if(greenDiamond!=null)

total += greenDiamond.Damage(); /B INER A

return total;
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public class Sword: Weapon{

public override ind Damage(){

return base.Damage + 15;  // 15 E&IAG%
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Weapon sword = new Sword(); /7 sl
sword = new RedDiamond(sword); /7 SR LA
sword = new BlueDiamond(sword); /7 SN A
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using System;
using System.Collections.Generic;
using System.Text;

namespace Decorator {

// € X Weapon 3
public abstract class Weapon {

protected string description; /7 RESHFIR (R

public virtual string GetDescription() {

return description;

}
public abstract int Damage(); /7 RERHI
}
/7 EXS)
public class Sword : Weapon {
public Sword() {
description = "One-Hand light Sword™;
}
public override int Damage() {
return 15;
}
}
/7 EXCERFESE
public abstract class Diamond : Weapon {
protected Weapon weapon; 17/ GAEXT ARSI H
}
/7 EEFA
public class BlueDiamond : Diamond {
private int iceDamage = 2; /7 EEAESM

public BlueDiamond(Weapon weapon) {

this.weapon = weapon; /7 AE51H



public string lceEffect(){

return '"\nAddtional Effect: Frozen !";

public override int Damage() {

return weapon.Damage() + iceDamage; /7 Btk

public override string GetDescription() {

return weapon.GetDescription() + lceEffect(); // MNFRIBACR

}
}
1/ EXAFEA
public class RedDiamond : Diamond {
private int fireDamage = 3; 1/ EEAEIME
public RedDiamond(Weapon weapon) {
this.weapon = weapon; /7 AE51H
}
public string FireEffect() {
return '"\nAddtional Effect: Fire !';
}
public override int Damage() {
return weapon.Damage() + FireDamage; // Hulihnk
}
public override string GetDescription() {
return weapon.GetDescription() + FireEffect(); // MMNFKIBACR
}
}

class Program {
static void Main(string[] args) {
Weapon sword = new Sword(); /7 Gl
/7 TR (Bl i
Console._WritelLine(sword.GetDescription() + '\nDamage:" +
sword.Damage());

Console_WriteLine();

sword = new BlueDiamond(sword);// 480INn—8 %0

Console.WriteLine(sword.GetDescription() + "“\nDamage:* + word.Damage());



Console_WriteLine();

sword = new RedDiamond(sword); // 4844 %4
Console_WriteLine(sword.GetDescription() + "\nDamage:" +
sword.Damage());

Console_WriteLine();
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One-Hand light Sword
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One-Hand light Sword
Addtional Effect: Frozen !
Damage:17

One-Hand light Sword
Addtional Effect: Frozen !
Addtional Effect: Fire !
Damage:20

S

e

A, BATEIL—ANE IR iEas G5 B8 s A AR AT 8) 61, WHe T
Decorator i1 1 SEILIEFE

WATE S T 2 R 45 a4y, DUMEEA RSN I (0555 I seRRs 2k
B ROR o ARJE PR 1A kAR 2 B B 1)l RPN SR DA S R el i s il Ak 1 28 1)y U AT
No BEJEBAIEMEZ A (Composition) YUy sOKAk R, SGEEPH M. e ALY, I
TN B0 5 A BE A I AL, A E B SN BJn, BATER] Decorator BT b i vk
TR

A B R SCHRE R4 U R A Oy !



	物品锻造 与Decorator模式 
	引言 
	使用继承来扩展 
	使用复合来扩展 
	为对象添加状态和行为 
	Decorator 设计模式 
	代码实现与测试 
	总结 


