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Caitlin Ross #040750891
Assignment #1: Object Oriented Programming-JAVA [5%]
This assignment relates to the following Course Learning Requirements:
CLR 2: Introduction of Concepts 
Objective of this Assignment:
The objective of this assignment is to briefly understand important features of Object Oriented Programming. Student should be able to understand how the objects and methods are important to the OOP and be able to understand the key features of object-oriented programming such as Polymorphism, Encapsulation, Data Hiding, Inheritance and Message Passing.
Pre-Assignment Instruction:
1. To prepare you for this assignment, read the module 1 content and follow the learning activities.
2. Watch full Video provided with the module 1 to successfully complete this assignment.

Assignment Tasks:
· Complete the following Short Answer, Fill in the Blank and True and False Questions.
· Once you have answered the questions right on this document, please upload it in Brightspace.
Questions:
1. Distinguish between the following terms. Please write your answers for each:
(a) Objects and classes
	Classes are the blueprint to create objects. A class describes the properties and behaviour that an object has.
(b) Data abstraction and data encapsulation
	Data abstraction is the concept of hiding the details that aren’t needed from the user, whereas data encapsulation is the concept of grouping data and behaviour into one entity.
(c) Inheritance and polymorphism
	Inheritance is where a class “inherits” properties or behaviour from a parent class, like how a “Maple” class could inherit properties from a “Tree” class. On the other hand, polymorphism uses inheritance to provide different behaviour for functions and operators based on the data types used.
(d) Dynamic binding and message passing
	Message passing is how objects communicate with each other, where dynamic binding is how the procedure called doesn’t become linked to the actual code until runtime.
2. How are data and methods organized in an object-oriented program?
	Data and methods are grouped into classes using encapsulation.
3. Describe inheritance as applied to OOP.
	Inheritance allows programmers to write reusable code by creating a “child” class that then has the behaviour or properties of a “parent” class. For example, a game could have both “NPC” and “Enemy” child classes inherit from a parent “Character” class that describes how they interact with the environment.
4. What kind of things can become objects in OOP?
	Real-world objects and more abstract concepts or ideas can all be described as classes in OOP, which can then be used to create objects.
5. State whether the following statements are TRUE or FALSE
(a) One of the striking features of object-oriented programming is the division of programs into objects that represent real-world entities.
	TRUE
(b) Inheritance means ability to reuse the data values of one object by other objects.
	TRUE
(c) Wrapping up of different types into a single unit is known as encapsulation.
	TRUE
(d) One problem with OOP is that once a class is created, it can never be changed.
	FALSE
(e) Object-oriented programs are executed much faster than conventional programs.
	FALSE
6. Fill in the blanks to the following questions:
(a) OOP stands for Object-Oriented programming.
(b) A class is a template or blueprint from which objects can be instantiated from.
(c) A method or function is a subroutine defined within a class to implement a behavior.
(d) An object is an instance of class.
(e) Inheritance: When a sub-class inherits the methods and properties of a parent class.
(f) Data Abstraction: “Hiding” properties and methods of a class from the “outside world” by making these private.
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