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“l don't know, it just seems like a "glorified"
function call to me.”

..and that’s in-fact true!



Overview

Decouples object that invokes the operation
from the one that actually performs it

Commands are first-class objects so they can be
used like any other objects

You can seguence them into macros

Easy to add new commands without changing
existing classes
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Sequence of Operation
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Applications

Used to implement an object oriented version of
callbacks

Specify, queue and execute requests at different
times

Support “Undo” feature

Support logging of changes so they can be
reapplied after a system crash



Step 1: Define Iinterface

« Define “Command” interface with method Execute()
» Define “UndoableCommand” with method Undo()

public abstract class Command

{

public abatract void Execute():
I

public abkstract class UndoableCommand : Command

{
public abatract void Undo():

}



Step 2: Implement concrete class

« Create derived class: BoldCommand
« Encapsulate: a receiver, a method, arguments (if any)

class BoldCommand : UndoableCommarnd

{

Method
to invoke

private Document document;
private atring previousText: _
public BoldCommand (Document doc) FQ(B(:EE'\/Eer
{

this.document = docr

previousText = this.document.Text;

}

public owverride woid Execute() “[)()”
{

document .BoldSelection{) -

}

public override woid Undo() “LJr](j()”
{

document.Text = previousText:

}



Step 3: Manage commands

« Create a command manager for multiple commands

clazs CommandManager

Stack of {

undoable public void ExecuteCommand (Command cmd) undo d
commands ( comman

cnd .. Execute () ;
if {cmd iz UndoableCommand)
{

commandStack.Push (cmd) ;

}

private Stack commandStack = new Stack():

1

113 d O”
public void Undof()

{ command

if {commandStack.Count > 0)

{

UndoableCommand cmd = (UndeoableCommand) commandStack. Pop() ;
cmd.Undo () ;




COMMAND
Encapsulate a function call into an object

aReceiver aClient aCommand aninvoker

StoreCommand{aCommand)
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MEMENTO
Store the internal state of Originator object

aCaretaker anCriginator aMemento
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