import java.awt.*;

public class HelloSheep {


public static void main (String [ ] args) {



System.out.println





("Baa!");


}

}
---

Exercise 1: Consider this

 public static void main (String [] args) 

     {

      for (int i = 0; i < args.length; i++)

 for (int j = 0 t; i < i+1; j++)

 
System.out.println (args[j]);

                   }

what is output from input “I” “am” “woolly”

class BankAccount {

private int accountBalance  0;

   public void deposit (int amount) {

 
accountBalance = accountBalance + amount;

    }

public void deposit (int amount) {

 
accountBalance = accountBalance + amount;

    }

   }  

   }

------

my account = new BankAccount

yourAccount = my account

What does this mean?  What happens if we then update myaccount?

public class BallWorld extends jFrame {


public static void main (String [ ] args)


{



BallWorld world = new BallWorld (Color.red);



world.show ();


}


private static final int FrameWidth = 600;


private static final int FrameHeight = 400;


private Ball aBall;


private int counter = 0;


private BallWorld (Color ballColor) {



// constructor for new ball world




// resize our frame



setSize (FrameWidth, FrameHeight);



setTitle ("Ball World");




// initialize object data field



aBall = new Ball (10, 15, 5);



aBall.setColor (ballColor);



aBall.setMotion (3.0, 6.0);


}


public void paint (Graphics g) {




// first, draw the ball



aBall.paint (g);




// then move it slightly



aBall.move();



if ((aBall.x() < 0) || (aBall.x() > FrameWidth))




aBall.setMotion (-aBall.xMotion(), aBall.yMotion());< 2000) repaint();



else System.exit(0);



if ((aBall.y() < 0) || (aBall.y() > FrameHeight))




aBall.setMotion (aBall.xMotion(), -aBall.yMotion());





// finally, redraw the frame



counter = counter + 1;



if (counter 


}

import java.awt.*;

public class Ball {


protected Rectangle location;


protected double dx;


protected double dy;


protected Color color;


public Ball (int x, int y, int r)


{



location = new Rectangle(x-r, y-r, 2*r, 2*r);



dx = 0;



dy = 0;



color = Color.blue;


}



// functions that set attributes


public void setColor (Color newColor)





{ color = newColor;
}


public void setMotion (double ndx, double ndy)





{ dx = ndx; dy = ndy; }



// functions that access attributes of ball


public int radius () { return location.width / 2; }


public int x () { return location.x + radius(); }


public int y ()
{ return location.y + radius(); }


public double xMotion ()





{ return dx; }


public double yMotion ()





{ return dy; }


public Rectangle region () { return location; }



// functions that change attributes of ball


public void moveTo (int x, int y) { location.setLocation(x, y); }


public void move ()
{ location.translate ((int) dx, (int) dy); }


public void paint (Graphics g)


{



g.setColor (color);



g.fillOval (location.x, location.y, location.width, location.height);


}

}

import java.awt.*;

import java.awt.event.*;

public class MultiBallWorld extends Frame {


public static void main (String [ ] args)


{



MultiBallWorld world = new MultiBallWorld (Color.red);



world.show ();


}


private static final int FrameWidth = 600;


private static final int FrameHeight = 400;


private Ball [ ] ballArray;


private static final int BallArraySize = 6;


private int counter = 0;


private MultiBallWorld (Color ballColor) {



// constructor for new ball world




// resize our frame



setSize (FrameWidth, FrameHeight);



setTitle ("Ball World");




// initialize object data field



ballArray = new Ball [ BallArraySize ];



for (int i = 0; i < BallArraySize; i++) {




ballArray[i] = new Ball(10, 15, 5);




ballArray[i].setColor (ballColor);




ballArray[i].setMotion (3.0+i, 6.0-i);




}


}

public void paint (Graphics g) {



for (int i = 0; i < BallArraySize; i++) {




ballArray[i].paint (g);





// then move it slightly




ballArray[i].move();




if ((ballArray[i].x() < 0) || (ballArray[i].x() > FrameWidth))





ballArray[i].setMotion (-ballArray[i].xMotion(), ballArray[i].yMotion());




if ((ballArray[i].y() < 0) || (ballArray[i].y() > FrameHeight))





ballArray[i].setMotion (ballArray[i].xMotion(), -ballArray[i].yMotion());




}





// finally, redraw the frame



counter = counter + 1;



if (counter < 2000) repaint();



else System.exit(0);


}

}

}

