OODS Tutorial 3

© 1999/2000 Michael Golm Universität Erlangen Nürnberg, Institut für Informatik 4

Homework Assignment #2: Drawing Editor 2 0 points

Duringthis assignment you willimprovethe DrawingEditoryou programmed in the previous assignment. Copy all filesof assignment #1 in the assignment2 directory.Youcan also use the example solution that is available in/proj/i4oods/pub/assignment1.

a) Change the DrawingEditor so that itcan be started eitheras an applet oras an application. b) The DrawingEditor should nowbe able to drawnot onlycirclesbut also rectangles, triangles, etc. For this purpose the DrawingEditor no longer copes withCircle objects but witha base class Shape. Allobjects that the DrawingEditor is able to manage must be subclasses of Shape. The Shape class must providea draw(Graphics g) method that is invokedbythe DrawingEditorwhenthe shape must be drawn.The draw() method should be abstract inthe Shape class. Totest the DrawingEditor, you should writethe Shape class, modify theCircle class, and write a new Rect class that draws a rectangle.

c) Nowthe user should get an opportunityto modifyan existingdrawing.The class name ofthe shape and the (x,y)positionis givenon the command lineas separate parameters. Aninvocation of the DrawingEditor could be as follows:

java DrawingEditor Circle 20 30 Rect 15 50 Circle 150 60

The named class must be a subclass of Shape. The drawingeditor creates an instance of this class and adds itto the shapes array. Itthen invokes the move() method to move the shape to the positionthat is given on the command line. Each shape should have a default dimension that is greater than 0. You must think about the following questions: • Howcan you create a class object froma class name? Howcan you create an instance ofthe class from the class object?

• What kind of constructor is needed if instances are created in this specific way?