
I. Classes                  week 10/11 
 

• a class is a specification (think of it as a blueprint or pattern and a set of instructions) of how 
to construct something 

 
• classes will have names to identify objects created from that class 
 
• classes may have private data, i.e. data that is private to that class, often referred to as 

instance variables 
 

• protecting internal data fields within a class from external code access is encapsulation 
 
• this is one of the fundamental principles of OOP 
 
• classes may have method members, i.e. methods that work on the private class data 

 
 

 

 
 
 
 
 
 
 

 



 
 

 
II. Creating and Manipulating Objects             

 
• in general, there are 3 types of non-static methods for creating and manipulating objects 

 
1. constructors 
2. accessors, aka getters 
3. mutators, aka setters 
 

• non-static methods must be instantiated by creating a new object – each method then is a part 
of that specific object 
 

• the process of creating a new object is called construction (see BJ, ch 8.6) 
 
• constructing a new object uses the new operator 

 
• the new operator returns an instance of the object, along with any non-static method members 

 
• to actually use the newly created object, you’ll need to assign it to a variable of type ??? 
 

 

 



• constructors must have the same name and case as the name of the class 
 

• constructors create objects that are ready-to-go (i.e. use) 
 

• constructors with the same name and different parameter lists are said to be overloaded, the 
specific one executed is decided by its signature 

 
• accessor methods usually are named with the word get, and usually return a specific value 

 
• accessor methods should not change values, only return values 

 
• mutator methods usually are named with the word set, and usually set a specific value 

 
• either accessor or mutator can be omitted, i.e. omitting the set accessor creates a read-only 

property and omitting the get accessor creates a write-only property 
 

 
 

 

 
 

 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 
 
 
 
 
 



 
 

 
 
 

 



Example: 
 
public class Counter  
{     
        // private member data 
        private int value; 
         
        // constructor methods, 1 with an arg, 1 without 
        public Counter () { value = 0 ; } 
        public Counter (int initial_value) { value = initial_value; } 
        
        // public mutator method - a setter method 
        public void setCount () { value++;} 
         
        // public accessor method - a getter method 
        public int getValue() { return value; }  
         
   public static void main (String[] args) { 
         
        Counter clicker = new Counter();  // construct clicker object from Counter class 
         
        clicker.setCount(); 
        clicker.setCount(); 
         
        System.out.println("The clickers value is: " + clicker.getValue()); 
         
    } 
} 
 
 
 
 
 
• see inputDialogExample program 
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