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 Recap

1. The object is a real-world entity (in generic) that has

a. state and behaviour

b. class and object

c. values and references

d. all of the above

2. The instance of a class called ----------------------------------------------

3. Define a class diagram for object Circle with its data fields (state) and associated

constructors and methods (behaviour).



 Class diagram to Java program

1. Create a class name called Student

2. Define data fields with their data type

3. Define methods with their functionalities/actions

4. Create another class called mainProgram to execute Student class

5. As you know already, we need main method to run instance of classes/java code



Here, s1 is an  object /instance of a class, which 

can use and Student’s data fields and methods 

that are public as copy (instance). 


