Name: ___________________________________________________________________________


Exploring Classes and Objects

Objectives – At the end of this class students will:

· Be able to articulate what an overloaded method is and when it is used

· Explain the purpose of a constructor and be able to create one 

· Use two objects in a method, the calling object and the passed object

· Explain the use of “this” in conjunction with objects.

Given the code for the BankAccount class in Gaddis, Chapter 6.4 (Puzzle) 6.6(Watermelon), answer the following questions:

1. How many deposit methods does this class have? ___________________________

2. How are they different? How are they the same?

3. deposit() is an overloaded method. How would you describe in your own words what an overloaded method is?

4. Discuss Do we need to make an overloaded method in this case if we wanted to deposit a whole number of dollars? Why or why not?

5. this is a keyword that refers to a calling object. For example, in the Car class from lab, you referred to the speed of the car and the make and model of the car. You could have said, this.make or this.model to indicate that you were referring to the attribute for that particular object. this lets you differentiate between the calling object and a passed object (like the crash method may have used). 
6. Write an equals method that will compare a bank account to another account. Two accounts are the same if their balances are the same. You should use this when you are referring to the calling object’s attributes and the name of the object for the passed object’s attributes. Your method header will look like this:

public boolean equals(BankAccount other)

{

}

7. In Gaddis, answer the following checkpoint questions, 

Watermelon (6.21 – 6.24, page 385)

Discuss Does a class even need a constructor method? Why or why not? 

8. Look at the Rectangle UML diagram on page 346 (Watermelon) or 327 (Puzzle).

UML diagrams provide a way of more graphically illustrating a class’s design. In this diagram, what are the attributes of the Rectangle class and what is their visibility? 

9. How would you declare the variable, box, that is a Rectangle object? 

10. How would you instantiate the box? Note: we want box to be a 4.5 wide and 3.5 long.

11. Write the method header for the getLength() method. 

12. Write the method header for the setWidth() method. 

13. Given the Car class described in yesterday’s lab, write a UML diagram to describe it. 

