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Memento Design Pattern

* Originator

— object that needs storing (potentially large)
 Memento

- object that stores (minimal required for undo)
» Caretaker

— object that knows when to store



Graphical Example




UML Class Diagram
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UML Sequence Diagram
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Consequences

+ Preserves encapsulati

+ Simplifies Originator
- Expensive

- Interfaces

- Caretaker cost




Example Memento
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Example Memento cont
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