Class Study

In Java, classes are used to represent objects.  Objects can be anything the programmer desires to represent.  It could be a ball, a car, a basket, or a class full of basket-weavers.



What is this object: A rocket car



What it has: 2 doors, a steering wheel, gear shifter, radio



Things it can do:  steer, open up, change gears, listen to radio

We have a car and we know what it has and what it can do, but how can this turn into code?  Let’s flesh it out a little further.  What kinds of things are we keeping track of?



Things it can do:  steer, open up, change gears, listen to radio



Things to keep track of:

· steering direction

· are the doors open or closed

· what gear is it

· is the radio on

At this point we have what this object is, what it can do, and what the object will keep track of.  Let’s try turning this into code.

IT’S IN CODE!!!1111ONE

If only we could feed all those words into the computer and out pops what we need, but no.  Let’s start talking gibberish.  We know (hopefully) about variables and what kinds there are (int, char, double, String, etc), but now let’s do something with them.

To keep track of the states the different parts of the car are in, we’ll make some specialized variables to hold them.  Let’s identify what kinds of things these variables are going to hold first:




Things to keep track of:

· steering direction:  could be “left”/”right”, ‘l’/’r’, ‘1’/’0’, etc (open ended)

· are the doors open or closed: same as steering

· what gear is it: a number

· is the radio on: true or false

The variable types we should chooses depend on what kind of input you want from the user.  For the steering and door variables, we’ll use strings (ie. “left” or “open”), since the user will be inputting these values when controlling the car.  The gear number will be an int value, since it is a regular whole number, while the radio variable will be of type Boolean since it is only holding true or false states.

Let’s turn this into code:




Variable code:

· String direction;

· String doors;

· int gear;

· boolean radioPower;

Let’s see what we have so far.  We are creating a car class, which keeps track of  the steering direction, if the doors are open or closed, the gear it is in, and if the radio is on or off.  Since we’ve created the variables we’re going to keep track of, let’s start digging deeper into the code.
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Recalling the class structure, we remember that a class needs:

· Data declarations

· Method Declarations

And one that’s optional but still very important:

· Constructor

To start any class out, we need to tell the computer that what we’re writing is in fact a class.  To do that, you need to write the header:




class Car{


                      

















































































Let’s insert the data declarations (the variables we’re going to use):




String directions;




String doors;




int gear;




boolean radioPower;

And we’ll close the block with a bracket to finish this very minimal class:




}

(See the whole code listing for this at L1)

This tells the computer it’s  a class!





What we’re calling this class.





We’re starting out a new block of code.





We’re going to play with these more later.








