


Memento pattern

Meaning :
remember, be mindful, A hint, suggestion,

token, or memorial, to awaken memory, that
which reminds or recalls to memory or

a souvenir.
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Like a locket , that one man give to one girl
for remind to the happy time between them.
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e “Originator” has a state

e “Caretaker” can make a snapshot of the state
of the Originator



Categorize the items below

The locket

You&Me at the restaurant

The pictures of You&Me | |You| |Me

Camera| Video Camera

Video tape Wedding

Honeymoon trip

Letters

Wedding ceremony

Originator

State | |CareTaker| | Memento




istittion Memento of Dalentine

State | Status or properties that occurred

Honeymoon trip || Wedding ceremony

Originator

CareTaker

Memento

You&Me in the restaurant

capture the state or has the state inside
Camera || Video Camera

Who keep the memories
Me || You

The memorial or remind able thing
Letters | | Video tape Wedding

The locket | | The pictures of You&Me







* Memento design for give object’s ability to
remember state itself

e asnapshot of (some portion of) an object's
state must be saved so that it can be restored
to that state later
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* Implementing application that can restore
orevious states

e Redo and Undo function in various application
e Game character that’s poisioned!
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* They have shared same word in definition!
(state)

* |nvolve in view-tier maintenance

 Make the object (application) rely on a set of
defined data
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Memento

Object maintain owning
state itself

Involve in data
representation, not
behavior

a snapshot of (some portion
of) an object's state must be
saved so that it can be
restored to that state later,
and

State

Swap behavior following
defined state

Involve in behavior, not data
representation

An object's behavior
depends on its state, and it
must change its behavior at
run-time depending on that
state.



HWomento at all!

e Maintain state itself

* Most used in redo and undo ability for
application



