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Array Stack ADT Implement- Linked-List Array ADT Implem-

ck ADT Performance

Time Push Peek Pop

ation entation |

Complexity template<class T>

template<class T> n k<T>::LinkedStack() : topPtr(nullptr

WOrSt 0(1) 0(1) 0(1) ArrayStack<T>::ArrayStack() : top(-1) N =
k<T>::LinkedStack(const LinkedStack<T>& otherPtr) {
Case template<class T> Node<T>x otherTopPtr = otherPtr — topPtr

bool ArrayStack<T>::isEmpty() const
if (lotherTopPtr

CELUTREODRSEDS this — topPtr = nullptr

} } else
Stack ADT UM this - topPtr = new Node<T>
template<class T> this — topPtr — setItem(otherTopPtr — getItem(

bool ArrayStack<T>::push(const T& newE

Node<T>* newTopPtr = this — topPtr
Stack bool success = false while (otherTopPtr)
if (top < MAX_STACK_SIZE - 1) | otherTopPt: therTopPtr — getNext
T nextItem = otherTopPtr — getItem()
N ! B Node<T>* newNodePtr = new Node<T>(nextItem);
items[top] = newEntry newTopPtr — setNext(newNodePtr
success = true newTopPtr = newTopPtr — getNext

top++;

+isEmpty(): boolean }
+push(newEntry: ItemType): bo( RS SIS

+pop(): boolean
template<class T>

. < >
+peek(): ItemType T AEEHEES 1 LinkedStack<T>: :~LinkedStack(
bool ArrayStack<T>::pop() { while (!isEmpty())
bool success = false pop()
if (!isEmpty }
top--
success = true; template<class T>
bool LinkedStack<T>::isEmpty() const
return !topPtr

newTopPtr — setNext(nullptr

return success

Stack ADT Interface

#ifndef
#define

template<class T>
T ArrayStack<T>::peek() const {

e ) ) R = O ZEC R ens ol Linked-List ADT Implementation

virtual bool push(const T& newEntry) = @ II
#endif

virtual bool pop() = 0;

virtual T peek() const = 0

T>::push(const T6 newItem

Node<T>* newNodePtr Node<T>(newItem, topPtr
topPtr = newNodePtr

newNodePtr = nullptr;

return true

#ifndef __LINKED_STACK_H__ template<cla

#define __LINKED_STACK_H__ bool Lir pop()
bool success = false

4 if (1isEmpty())
_ #include "IStack.h" Node<T>% nodeToDeletePtr = topPtr;
#ifndef __ARRAY_STACK_H__ #include "Node.h" topPtr = topPtr — getNext
#define __ ARRAY_STACK_H__ nodeToDeletePtr — setNext(nullptr
template<class T> delete nodeToDeletePtr
o - 1 class Lin S k : public IStack<T> nodeToDeletePtr = nullptr
#include "IStack.h s success = true
Node<T>* topPtr; return success
constexpr int MAX_STACK_SIZE =
public:
Linkedstack();
template<class T> Linkedstack(const LinkedStack<T>§ otht

class ArrayStack : public IStac virtual ~LinkedStack(); if (isEmpty()
P throw PrecondViolatedExcep!
private:
bool isEmpty() const

i 1
T items[MAX_STACK_SIZE] bool push(const T& newItem); Teturn topPtr - getIten

int top bool pop();
T peek() const

const.

public:
ArrayStack(
bool isEmpty() const #include "LinkedSt.
bool push(const T& newEntry
bool pop()
T peek() const;

#endif
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