Louie Green		CS 249
Homework 5		October 24, 2016
1. [bookmark: _GoBack]Draw the UML diagram for the class defined in Programming Exercise 10.11 at the end of Chapter 10. Enforce encapsulation! 
2. Design the following two classes for a top-down 2D game (similar to the NetHack example from before).
3. Given the Player and Weapon classes (also look at Programming Requirement 2), what do you think most accurately represents the relationship between Player and Weapon?
a. Association


4. [image: C:\Users\Louie\AppData\Local\Microsoft\Windows\INetCache\Content.Word\Q4.bmp]Given your answer, draw the UML diagram that shows the relationship between these classes. Use a simplified form of the UML class diagram that just includes the name. Also, be sure to include the correct numbers on either end of the line! 
5. Which of the following is NOT part of a class contract?
a. Private methods and fields
6. An Abstract Data Type (ADT) is 1) a collection of data and 2) operations that work on that data
a. True
7. Given the code below, what is this an example of?
a. Autoboxing
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Circle2D

- x : double

-y :double

- radius : double

- area : double

- perimeter : double

+ Circle2D()

+ Circle2D(userX : double, userY : double, userRadius : double)
+ getX() : double

+ getY() : double

+ getRadius() : double

+ getArea() : double

+ getPerimeter() : double

+ contains(double, double) : boolean

+ contains(Circle2D) : boolean

+ overlaps(Circle2D) : boolean

- computeArea() : void

- computePerimeter() : void

- computeDistance(userX : double, userY : double) : double
- computeDistance(userCircle : Circle2D) : double
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Player

- playerPos: int[]
- health: int
- weapon: Weapon

+ Player(desiredPos: int[])

+ Player(desiredX: int, desiredY: int)
+ getPlayerPos(): int[]

+ getHealth(): int

+ getWeapon(): Weapon

+ getWeaponName(): Stnng

+ incrementPlayerX():
+ incrementPlayerY():
+ setPlayerPos(desiredPos: int[]): void

+ setPlayerHealth(desiredHealth: int): void
+ setWeapon(newWeapon: Weapon): void

To..n

Weapon

- name : String
- damage : int

+ Weapon(weaponName : String, weaponDamage : int)
+ getDamage() : int

+ getWeaponName(userWeapon : Weapon) : String

+ setName(newName : String)

+ setDamage (newDamage : int)

- getName() : String
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