COP 2210

Laboratory 2:   Using an Existing Class
Partner 1 Name and Section:
______________________________________________________


Partner 2 Name and Section:
______________________________________________________

Objectives: 

· To understand how to create objects via the new operator, passing “construction parameters” to the class constructor
· To understand how to access the instance variables of an object by calling the accessor (i.e., “get”) methods of the class
· To understand how to modify the instance variables of an object by calling the mutator (i.e., “set”) methods of the class
· To practice calling methods that return a value, and those that do not
Begin by downloading Circle.java and CircleTest.java from the class web page and storing them in your src folder,

Feel free to examine the code of the Circle class but don’t worry if you don’t understand it -  you will soon enough!  M A K E   N O   C H A N G E S  to the Circle class during this lab.  It is not necessary, and - in the real world - when you use an existing class you don’t have access to the code
Meanwhile, here’s all you need to know to use the Circle class:

· When you create a Circle object, you must pass three “construction parameters” which are the x and y coordinates of the center and the radius (see CircleTest.java)

· There are accessor methods to return the values of the x, y, and radius instance variables (see CircleTest.java)

· There is a mutator method called move that moves a Circle object.  It takes two parameters, which are the new values for the x and y instance variables
· There is a mutator method called setRadius that resizes a Circle object.  It takes one parameter, which is the new value for the radius instance variable
1:
Open the file CircleTest.java, which uses the Circle class.  Compile and execute, so that you understand what the program does.
Check: ___

2:
In the main method of the CircleTest class, add statements to create a second Circle object, with x, y, and radius values of your own choosing, pointed to by a second object variable with a name of your choosing.

 
Now add statements to print the data for your new circle, as was done for the original circle.

DO NOT MODIFY OR ERASE THE STATEMENTS THAT CREATE THE ORIGINAL CIRCLE AND PRINT ITS DATA!  ADD NEW STATEMENTS.

Check:____
3:
Add statements to move your new circle to a specified location of your own choosing, and to print out the new location.
Check: ___

4:
Add statements to reset the radius of the original circle to some value chosen by you, and to print the new radius. 

Check:____
5:
Add statements to compute and print the area of one of the circles.  The area of a circle is pi times the square of the radius.  

For pi, use the defined constant Math.PI
To square the radius, multiply it by itself
Check:____

6:
Add statements to move the center of the original circle to the same point as your new circle, and to print the new location.
· The statement that moves your circle must work no matter what the current location of the other circle is!  It cannot depend on the fact that you know where that circle is located.  I.e., use no literals in the method call.  Instead, have the new circle tell you what it’s x and y values are, store them in variables, and use the variables in the method call that moves the original circle  
Check:____

7:
Add statements to resize one of the circles so that its radius is exactly 3 times its previous length.  To make sure this is working, print out the original radius and the new radius.
Check:____
