The Big Picture

; With subroutines, we have started thinking about program
Objects and Classes organization.

Objects are the next step in organizing program and

building modules —

e we can visually group statements that together perform a

S — task by putting blank lines before and after

e we can group statements that together perform a single
whole task into a subroutine, then treat that subroutine
like a black box

* we can group subroutines and variables that together
have a single whole purpose into an object, and treat that
object like a bigger black box

in doing this, we define new types
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Classes and Objects — Concepts Using Objects

« classes in Java typically have one of two purposes
(so far) as holders for static subroutines, possibly including Three steps —
main A g
(new) as templates for constructing objects « declare a variable to hold a reference to the object

« create the object itself (using a constructor)

" GlelRes Bl EhEs G e ks  use the object by invoking methods on it

A class is to an object like

Find out how to use the constructor and what methods are
P ablueprint is to a building buit using that blueprint available using the APl documentation for the class.

a building built using a blueprint is to the blueprint
one building is to another
one blueprint is to another

a blueprint is to a copy of the same blueprint

CPSC 124: Introduction to Programming + Spring 2024 3 CPSC 124: Introduction to Programming + Spring 2024



The variable declaration

Cat corwen;

means that

O anew object of type Cat is created, and the box named corwen is initialized to hold a reference to this object

O anew object of type Cat is created, and the box named corwen is initialized to hold this object
i% the box named corwen can hold a reference to an object of type Cat, but no object is created

O the box named corwen can hold an object of type Cat, but no object is created
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Reading APIs

Constructor Summary

Constructor and Description

Create  hand that i iy empty.

Constructor Summary Method Summary
odifer and Type ethod and Dsseripton
vosd addcard(card )
Adda card o L B
Creates a Joker with 1 25 the associate vlue.
vosd cleart)
Card(int thevalue, in thesuit) Remove sl cer romthe hand,leavin t ety
(Greates a cad with  specified st and vale.
cara getcard(int position)
Gets the card i spcilied position i e b
Method Summary ot gercardcount()
Returns the numberof cad i th hane
e e Remove  card rom the B, prent
ant getsutt() vosa resovecard(in position)
Hotarustho o ths car. Remove the cound n  specificd posiion from e hand,
pemw——— vosd sortsysuit)
Rewms SO Constructor| sorted by value
i getiatue) vosd sorteyvatuel)
s s v |
Retums a String
tang. s tostring() "
Java-Tang.sering ostring Constructs a regular 52-card poker deck.
Returus a string o >
1. the retum vt Deck(boolean includedokers)
Constrcts a poker deck of plaing cards, the ususal 52 cards and contain two Jokers in adtion,for  totalof 54 cards.
Method Summary
i T T
Modifir and Type Mathod and Description
it cardsteft()
s cards are dealt from the deck, the number of cards left decreases.
card deatcard()
oves the next card from the deck and retum it
bootean hasJokers()
Test whether the deck contains Jokers.
void shutfle()
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