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public void UseWeapon(){
WeaponBehavior .UseWeapon();
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public Barbarian(){
WeaponBehavior = new UseAxe();
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public void ChangeWeapon(lWeaponable newWeapon){
WeaponBehavior = newWeapon;
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using System;
using System.Collections.Generic;

using System.Text;
namespace Strategy {
#region E3 UseWeapon() 174

/7 ESUER Easikn
public interface IWeaponable {
void UseWeapon();
}
/7 5 8 K
public class UseSword : IWeaponable {
public void UseWeapon() {
Console_WriteLine(*"Action: Sword Armed. There is a sharp sword in my hands

now.");

VAU Il ES
public class UseAxe : IWeaponable {
public void UseWeapon() {
Console._WriteLine(*"Action: Axe Armed. There is a heavy axe in my hands

now.");

/7 AREfE AR
public class UseNothing : IWeaponable {



public void UseWeapon() {

Console._WriteLine(*Speak: I can®"t use any weapon.'‘);

#endregion

#region & XAk

/7 FEIEE
public abstract class Character {

protected IWeaponable WeaponBehavior; // e R SR UseWeapon
Jii%o

/7 R, TR DR T i
public void UseWeapon() {

WeaponBehavior .UseWeapon();

/7 s it Bl A
public void ChangeWeapon(lWeaponable newWeapon){
Console._WriteLine(*"Haha, 1°ve got a new equip-');

WeaponBehavior = newWeapon;

public void WalkQ {

Console_WriteLine(I*m start to walk ...");

public void Stop() {
Console_WriteLine("I1*m stopped.');

public abstract void Displaylnfo(); /7 BoRftfE R

/7 E BN
public class Barbarian : Character {

public Barbarian() {
/7 Wagkk 822K 1) WeaponBehavior 4%
WeaponBehavior = new UseAxe(); // B& A%



public override void DisplayInfo() {

Console._WriteLine("Display: 1"m a Barbarian from northeast.™);

/7 E X ERT
public class Paladin : Character {

public Paladin() {

WeaponBehavior = new UseSword();

public override void DisplayInfo() {

Console_WriteLine(*'Display: 1"m a paladin ready to sacrifice.™);

/7 5ESGEN
public class Wizard : Character {

public Wizard() {

WeaponBehavior = new UseNothing();

public override void DisplayInfo() {

Console_WriteLine("Display: 1"m a Wizard using powerful magic.");

}

#endregion

/7 WP
class Program {
static void Main(string[] args) {
Character barbarian = new Barbarian(); // ZRINEH FE&E A%
barbarian.Displaylnfo();
barbarian.Walk();
barbarian.Stop();

barbarian.UseWeapon();

barbarian.ChangeWeapon(new UseSword()) ; /7 I{EHAT LML S
barbarian.UseWeapon();
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barbarian.UseWeapon();
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