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@ objekty danej triedy zdielaji rovnakd Struktaru a spravanie
(vnitorné premenné a metédy)

@ dedenie (inheritance) - podtrieda (subclass) zdedi struktaru a
spravanie po svojom predkovi a

@ polymorfizmus - podtrieda méze modifikovat urcité spravanie
zdedené po predkovi



Rozsirenie existujicej triedy

@ mame nejaki triedu a chceme ju modifikovat pomocou
niekolkych zmien alebo chceme nieco pridat

public class subclass-name extends existing-class-name

{

// Changes and additions




Modifikatory pristupu (access modifiers)

@ public - pristupné z [ubovolného miesta programu, aj mimo
triedy
@ private - pristupné len v ramci triedy

@ protected - pristupné len v ramci triedy alebo jej podtriedy



Dedenie a hierarchia tried

class A

lclassB | [classC | ’classD |

classE

@ B, C a D - podtriedy (potomci) triedy A
@ A - nadtrieda (predok) tried B, C a D
@ E - potomok triedy D Cize aj potomok triedy A



Priklad - Vehicles

Vehicle

Car | ’ Truck | [Molorcyc]e

class Vehicle {
int registrationNumber;
Person owner;
void transferOwnership(Person newQOwner) {

}




class Car extends Vehicle {
int numberOfDoors;

class Truck extends Vehicle {
int numberOfAxles;

class Motorcycle extends Vehicle {
boolean hasSidecar;




Car myCar = new Car(); ]

@ pristup k vlastnym premennym objektu
e myCar.numberOfDoors
@ pristup k premennym predka

o myCar.registrationNumber
o myCar.owner
e myCar.transferOwnership()



@ Car alebo Truck alebo Motorcycle si automaticky aj objekty
typu Vehicle:
Vehicle myVehicle = myCar;
ale aj
Vehicle myVehicle

new Car();

premennd, ktord mdze drzat referenciu na objekt triedy A méze tiez
drzat referenciu na objekt [ubovolnej podtriedy triedy A




Vehicle myVehicle = new Car();

@ objekt, na ktory ukazuje myVehicle si paméta, Ze je Car a nie
len Vehicle

@ mozeme otestovat, &i objekt patri k danej triede:
if (myVehicle instanceof Car)

@ ale nemézme napisat

Car—= myVehicle;

e myVehicle méze ukazovat nielen na Car aj na iné podtriedy

Vehicle

@ ale ak vieme, ze myVehicle ukazuje na Car, mdzme napisat:
myCar = (Car)myVehicle;

@ alebo aj

((Car)myVehicle) .number0fDoors



Polymorfizmus

15 55 OO

Rectangles Ovals RoundRects

o triedy Rectangle, Oval a RoundRect si podtriedami triedy
Shape



class Shape {
Color color;
void setColor(Color newColor) {
color = newColor;
redraw();
}
void redraw() {
77
}
}

@ problém: ako implementovat redraw() tak, aby sme vykreslili
spravny tvar?

@ riesenie: polymorfizmus



@ mdzme poziadat objekt, aby sa prekreslil sam:

class Rectangle extends Shape {
void redraw() {
// commands for drawing a rectangle

}
class Oval extends Shape {
void redraw() {
// commands for drawing an oval

+
class RoundRect extends Shape {
void redraw() {
// commands for drawing a rounded rectangle




@ ak je premenna oneShape typu Shape, méze ukazovat na
objekt typu Rectangle alebo Oval alebo RoundRect

@ chceme dosiahnut aby oneShape.redraw() zavolal metédu
redraw() podla typu objektu, na ktory oneShape ukazuje

o ale redraw() musi byt nejak definovana v Shape

abstraktna trieda

public abstract class Shape {
Color color;
void setColor(Color newColor) {
color = newColor;
redraw();

}

abstract void redraw();

}




