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¿Cuál es la diferencia entre el Adapter y el Proxy?
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Discutimos los problemas que surgen al usar libreŕıas externas.

Adapter(IList)

Add(Object)

AddRange(ICollection)

BinarySearch(Int32, Int32, Object,
IComparer)

BinarySearch(Object)

BinarySearch(Object, IComparer)

Clear()

Clone()

Contains(Object)

CopyTo(Array)

CopyTo(Array, Int32)

CopyTo(Int32, Array, Int32, Int32)

Equals(Object)

FixedSize(ArrayList)

FixedSize(IList)

GetEnumerator()

GetEnumerator(Int32, Int32)

GetHashCode()

GetRange(Int32, Int32)

GetType()

IndexOf(Object)

IndexOf(Object, Int32)

IndexOf(Object, Int32, Int32)

Insert(Int32, Object)

InsertRange(Int32, ICollection)

LastIndexOf(Object)

LastIndexOf(Object, Int32)

LastIndexOf(Object, Int32, Int32)

MemberwiseClone()

ReadOnly(ArrayList)

ReadOnly(IList)

Remove(Object)

RemoveAt(Int32)

RemoveRange(Int32, Int32)

Repeat(Object, Int32)

Reverse()

Reverse(Int32, Int32)

SetRange(Int32, ICollection)

Sort()

Sort(IComparer)

Sort(Int32, Int32, IComparer)

Synchronized(ArrayList)

Synchronized(IList)

ToArray()

ToArray(Type)

ToString()

TrimToSize()

Por ejemplo ArrayList contiene mucho más de lo que necesitamos.
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Solución fue usar el patrón fachada para crear una interfaz a la medida :)

1 public class Team {

2 private ArrayList _team = new ArrayList ();

3

4 public void AddUnit(Character unit)

5 => _team.Add(unit);

6

7 public Character GetUnit(int id)

8 => (Character)_team[id];

9

10 public void RemoveDeadUnits ()

11 {

12 // ...

13 }

14 }
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