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Methods Review
We've learned a lot in this section. The big idea is that by splitting up our code into
methods, we give ourself reliable, reusable blocks that can be assembled to make a
more complex program. It is much easier to think about a method and what it does that to try to remember
what code is needed to do the same.

We've also learned that a method can have parameters, variables that hold some information passed to the
method when it is called, and that a method can be private or public depending on whether you want
objects of other classes to know that that method exists.

Finally, we've learned the difference between local variables (of which parameters are a special type) and
instance variables. An instance variable is accessible to any method in a class, and every object of that
class (that is, every instance, hence the name) has its own copy of that variable. You can access the instance
variable of another member of your class as [object].[variable], and if you need to distinguish an
instance variable from a local variable, you can access the instance variable as this.[variable].

. 1 When Achilles is told to xeno() an object rabbit, he finds the difference dx between his x and
the rabbit's x, then adds half of dx to his x.

Four variables were mentioned above. For each, state whether it is an instance variable, a
parameter, or a local variable. Then, say what block it belongs to (for example, Achilles.xeno()).

. 2 Assume that you have these methods:

first(int a, int b)  // returns a
second(int a, int b) // returns b
max(int a, int b)    // returns a or b, whichever is bigger
min(int a, int b)    // returns a or b, whichever is smaller

Find the value of each of the following:

first(second(1, 2), first(3, 4))

first(min(4, second(1, 8)), max(2, 3))

min(5, min(1, min(8, min(6, 2))))

min(first(first(5, 3), second(5, 3)), 3)

. 3 If all the lines above were evaluated once b the computer, how many times would 3 have been
assigned to first()'s parameter b?



draw()

In the space below, write a method draw() for Artist that
will draw the sketch shown to the right. You may also write
helper methods to use with it. You may assume that the other
Artist methods, such as square(double), already exist.
The goal, of course, is to write as little code as possible. If you can do this in 20
or fewer lines, counting method declarations and the }'s at the end of methods,
you're really thinking like a professional programmer. Anything less than 30 is
quite good. If it takes you more than 50 lines, try to rethink what you identified as
helper methods. For comparison, this would require approximately 150 lines of
"spaghetti code".


