Name: __________________________

Java OOP
Rect – Adding a New Class  Lab 4

Today you will create a new class named Rect.  The class will draw rectangles.  The reason we cannot name the new class Rectangle will become apparent by the end of the lab. 

1. Click the New Class button and give your class the name Rect.  By convention, all classes should start with a capital letter.  


2. Open the editor for your new class.  Copy the contents of the Square class and paste it into the Rect class.


3. What instance variable(s) should be different than the Square class?

Enter your instance (field) variables above the constructor.



4. Replace each occurrence of Square with Rect. If you choose to Copy and Paste from the Square class, it will be useful to use the Find and Replace option found in the Tools menu in the Rect editor.



5. The only possible concern is how to draw a Rectangle rather than a Square.
Find the draw() method in the Square class.

/*

Draw the square with current specifications on screen.

*/

private void draw()

{

if(isVisible) {

Canvas canvas = Canvas.getCanvas();

canvas.draw(this, color,

new Rectangle(xPosition, yPosition, size, size));

canvas.wait(10);

}

        }

6. Notice that when canvas.draw() is invoked, it makes reference to a Rectangle object.

new Rectangle(xPosition, yPosition, size, size));

If we named our class Rectangle, we would over-ride the java.awt.Rectangle class and lose access to the ability to draw a Rectangle.  Having said all that, you must modify the line so it accepts a width and length instead of using size twice.
5. Change all of the existing code in the constructors, mutator methods and accessor methods to match what is needed for a rectangle instead of a square.

6. Test your code to make sure every method works. Create a new RectanglePicture class that uses the Rect class to draw a picture using Rect objects. 
