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YEAH	
  Hours	
  Schedule	
  
Topic	
   Date	
   Time	
   Loca-on	
  

Assignment	
  3	
   Today!	
   Now!	
   Here!	
  

Assignment	
  4	
   TBD	
   TBD	
   TBD	
  

Midterm	
   10/29	
  (Wed)	
   7-­‐9PM	
   MemAud	
  

Assignment	
  5	
   11/4	
  (Tues)	
   6-­‐7PM	
   BraunAud	
  

Assignment	
  6	
   11/13	
  (Thurs)	
   6-­‐7PM	
   HewleQ	
  200	
  

Assignment	
  7	
   11/21	
  (Fri)	
   4:15-­‐5:05PM	
   HewleQ	
  200	
  

Final	
  Exam	
   12/10	
  (Wed)	
   12:15-­‐3:15PM	
   TBD	
  



Methods	
  and	
  
Parameters	
  



METHOD	
  

PARAMETERS!	
  

RETURN	
  
VALUE	
  Both	
  Op-onal!	
  



addTwoNumbers(5, 7);	

int x = 5;	
int y = 7;	
addTwoNumbers(x, y);	

int x = 5;	
int y = 7;	
// need to store return value	
// somewhere!	
int sum = addTwoNumbers(x, y);	
println(“The sum is “ + sum + “.”);	



public void run() {	
	println(“This program adds 2 	
	 	 	 	 	numbers”);	
	int n1 = readInt(“Enter n1: ”);	
	int n2 = readInt(“Enter n2: ”);	

	
	int total = addTwoNums(n1, n2);	
	println(“The total is “ + total + “.”);	

}	
	
	
	private int addTwoNums(int num1, int num2) {	
		
	int sum = num1 + num2;	
	return sum;	

}	
	
  

5	
  
7	
  

12	
  

7	
  5	
  



public void run() {	
	int x = 2;	
	addTwo(x);	
	println(x); // 4? Nope!	

}	
	
private void addTwo(int num) {	
	num += 2;	

}	
	
	
	



public void run() {	
	GRect rect = new GRect(250,250);	
	rect.setColor(Color.RED);	
	makeBlue(rect);	
	add(rect); // Blue? YES!	

}	
	
private void makeBlue(Grect rect) {	
	rect.setColor(Color.BLUE);	

}	
	
	
	



Variable	
  Scope	
  
•  Variables	
  live	
  within	
  the	
  block	
  in	
  which	
  

they’re	
  declared	
  
	
  



Variable	
  Scope	
  Cont.	
  



Instance	
  Variables	
  
private int x;	
	
public void run() {	
	x = 2;	
	addTwo();	
	println(x); // 4? YES!	

}	
	
private void addTwo() {	
	x += 2;	

}	
// Not as easy to see information flow!	
// Easier to see with parameters	
	
	
	







Assignment	
  3!	
  



Assignment	
  3:	
  Breakout	
  

•  Due	
  Wednesday	
  Oct.	
  22	
  at	
  3:15PM	
  

•  One	
  big	
  assignment	
  

•  Use	
  the	
  milestones!	
  





Milestone	
  1:	
  Bricks	
  



Milestone	
  2:	
  Paddle	
  



Mouse	
  Movement	
  



Milestone	
  3:	
  Ball	
  



Anima]on	
  

milliseconds	
  



Useful code snippets (see handout):	
*3 separate code snippets	
	
// instance variable (outside of any method)	
private RandomGenerator rgen = RandomGenerator.getInstance();	
	
// initial x speed and direction	
vx = rgen.nextDouble(1.0, 3.0);	
if (rgen.nextBoolean(0.5)) vx = -vx;	
	
waitForClick(); // stops program until mouse is clicked	



Milestone	
  4:	
  Collisions	
  

private GObject getCollidingObject() {	
	. . .	
	// should return NULL if ball not colliding with anything	

}	
	
	
GObject collider = getCollidingObject();	





Tes]ng	
  
•  Change	
  constants!	
  	
  Program	
  should	
  s]ll	
  work	
  
•  Auto-­‐play	
  –	
  whenever	
  you	
  move	
  the	
  ball,	
  
move	
  the	
  paddle	
  as	
  well!	
  	
  Ignore	
  mouse	
  
events	
  

•  Mega-­‐paddle	
  
•  “S]cky	
  paddle”	
  





Instance	
  Variables	
  Note	
  
• Only	
  use	
  instance	
  variables	
  if	
  you	
  
absolutely	
  have	
  to.	
  	
  Examples:	
  
– Ball?	
  Yes,	
  probably	
  
– Bricks?	
  No	
  
– Paddle?	
  Yes,	
  definitely	
  



Final	
  Tips	
  
•  Follow	
  the	
  specifica]ons	
  carefully	
  
•  Extensions!	
  
•  Comment!	
  
•  Go	
  to	
  the	
  LaIR	
  if	
  you	
  get	
  stuck	
  
•  Incorporate	
  IG	
  feedback!	
  

•  Have	
  fun!	
  


