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TextFileReader

fileNO

open()

read()
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fileReader.open (“ C:¥tmp¥TestFilel.txt”);
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public abstract class Node {

private String name;

protected Node(String name) {

}

public String getName() {

}

public void setName(String name) {

}

this.name = name;

return this.name;

this.name = name;
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