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CS149 – Even More Objects



Previously	we	explored	how	classes	define	attributes	and	methods.	Static	
variables	and	meth- ods apply	to	the	whole	class,	whereas	non-static	variables	
and	methods	apply	to	specific	objects.	



• 1.	Identify	one	static	variable	from	
the	Circle	class.	
– a)	What	is	the	name	and	purpose	

of	the	variable?
– b)	What	is	the	scope	of	the	

variable?
– c)	What	is	one	example	of	

somewhere	it	cannot	be	used?
• 2.	Identify	one	instance	variable	

from	the	Circle	class.	
– a)	What	is	the	name	and	purpose	

of	the	variable?
– b)	What	is	the	scope	of	the	

variable?
– c)	What	is	one	example	of	

somewhere	it	cannot	be	used?



• Predict	the	
output	of	the	
SwapDriver
program.	
Why	are	the	
results	different	
when	swapping	
integers	and	
swapping	Circle	
objects?	



Classes	generally	include	 the	following	 kinds	of	methods:	
•	constructor	methods	 that	initialize	new	objects	
•	accessormethods	 (getters)	that	return	attributes	
•	mutatormethods	 (setters)	that	modify	attributes	
•	object	methods	such	as	equals	and	toString



• Identify	the	constructors	for	the	Color	class.	
What	is	the	difference	between	them?	What	
arguments	do	they	take?	What	do	these	methods	
return?	

• 8.	Identify	an	accessor method	in	the	Point	class.	
– a)	Which	instance	variable	does	it	get?
– b)	What	arguments	does	the	method	take?	
– c)	What	does	the	method	return?	

• 9.	IdentifyamutatormethodinthePointclass.	
– a)	Which	instance	variable	does	it	set?
– b)	What	arguments	does	the	method	take?	
– c)	What	does	the	method	return?	



10.	List	two	or	more	attributes	that	would	be	necessary	for	this	
CreditCard class.	For	each	attribute,	indicate	what	data	type	would	
be	most	appropriate.	
a)	
b)	
11.	When	constructing	 (or	updating)	 a	CreditCard object,	what
values	would	you	need	to	check?	What	are	the	valid	ranges	of	
values	for	each	attribute?	
a)	
b)	
12.	List	two	accessor methods	would	be	appropriate	for	the	CreditCard class.	Include	argu-
ments and	return	values,	using	the	same	format	as	a	UML	diagram.	
a)	
b)	
13.	List	two	mutator methods	would	be	appropriate	for	the	CreditCard class.	Include	argu-
ments and	return	values,	using	the	same	format	as	a	UML	diagram.	
a)	
b)	
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