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Learning objectives: This week

Object oriented programming
Objects and classes

At the conclusion of this lecutre, students will be able to know the basics of
object-oriented programming (OOP) concepts and how OOP organizes
software design around data instead of functions and logic.



What is Object oriented programming (OOP)?
Developing a programming model that can be reused / developing a

reusable software
Example:

Let us create a programming model for student

student i1s an object/entity or a real-world object.

What attributes are associated or connected with student?

What functionalities are required to compute grade and more?

Student
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/Attributes Functionalities
1d @ getStudentInfo()
name __ ) computeGrade (s)
score m printStudentInfo()
grade

Now we have a
programming model for
student, which can be
used for n number of
students.
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/Attributes Functionalities\
1d @ getStudentInfo()
name __ ) computeGrade (s)
score r qu w printStudentInfo()
grade
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In OOP, these real-world objects are represented as Class .
The instance of those classes are called object.

The attributes of the class called state/data that defined as variables.
The functionalities of the class called behavior/action that defined as methods.

Here student Id, name... are state of the class
getstudentInfo(), computeGrade().... are behaviour of the class.

@ @ @ Studentl, student2,..... are instances of
class or object. Each object(student entity)
(qum has its own instance of data (reusability).

student 1 student 2 student3 ....
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Attributes Functionalities
1d @ getStudentInfo()
name —_— )| computeGrade (s)
score ( D|Q w printStudentInfo()
grade
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A unified modelling language(UML) which is a graphical notation that used to depict
how a real-world object is represented as class in OOP paradigm. The UML diagram

for student class 1s:

1d =¢112345
name = Abcde

<4— (lass name

1d: String . <4 Data/state/properties
name: String

score: double
grade: int

Student(): Student <4 (Constructor
Student(newld: String): Student

getStudentInfo(): void
computeGrade (s): int = methods
printStudentInfo(): void

1d = ¢12348 1d = c14343
name = Xysa name = Pizsdf



