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Reading Specifications
The easiest way to find out about a project that you are just starting to use is to read
its specifications, a method-by-method description of how to use it.

What do I need to know about a class in order to use it?
. 1 What does this class do?
. 2 How do I create an object of this class?
. 3 What do I need to know to subclass this class?
So, for example, in Turtles I needed to know that a Turtle is a creature at some position on the canvas, facing some direction,
with methods to move forward or change its direction. Creating it didn't have any hidden pitfalls - it had a standard constructor
with no parameters, new Turtle(). When extending it, it was useful to know that overriding move(double distance)
would also change the behavior of move().

What do I need to know about a method in order to use it?
. 1 What types of values must I give as parameters, and what will those parameters be used for?
. 2 What type of thing does it return, and where did it get that value from?
. 3 In what other ways does this method affect the object?
So, for example, in Turtles I needed to know that move() can take a double parameter telling the distance to move, and
that the affect the method will have is to move the turtle forward and possibly draw a line. I needed to know that isPenUp()
would return a boolean value saying if the turtle is drawing as it moves.

. 1 The most commonly used constructor of GameObject looks like this:

public GameObject(double x,
                  double y,
                  String spriteName)
      Construct a GameObject at the given location. It will be unmoving, with a radius of 20, on team 0
(that is, not colliding with anything).
Parameters:
      x - x coordinate of center of object
      y - y coordinate of center of object
      spriteName - name of sprite to use

Which of the following are not legal ways to use this constructor? Why?

Turtle bob = new GameObject(0, 200, "ship");

GameObject asteroid = new GameObject("asteroid", 50., 50.);

new GameObject(400, 0, "laser")

. 2 There are also other ways to access or change the position of a GameObject:
public double getX()
      Return the x coordinate of this GameObject.

public void setX(double x)
      Move this GameObject to a new x coordinate.
Parameters:
      x - new x coordinate to move to

Both of these method also exist for y as well.



Suppose that I have a GameObject in a variable g. Write me some code that will...

a) Find the sum of g's x and y coordinates, and store it in a variable sum.

b) Create a "laser" GameObject at the same location as g.

c) Move g upward by 20 pixels.

d) Subtract 200 from g's y coordinate if it is bigger than 200.

e) Write me a method that I could give to g to make it move 10 to the right every time I hit the right
arrow key. (The name of the key is just "Right")
Remember, in class today we learned that if you want to react when a key is pressed, all you have to
do is write a void method called key___Pressed() or key___Released(), filling in the
blank with the name of the key.

. 3 Suppose you were reading the Asteroid class in someone else's game. Asteroid extends
GameObject. You find a method that looks like this:

public void collision(GameObject other) {
   if(other instanceof Laser) {
      new GameObject(getX(), getY(), "explosion");
      die();
   } else {
      bounce(other, 1, 1);
   }

Try to explain what this method is doing. It uses some things we haven't seen yet, but you should be
able to guess what it all means anyway.


