CS-2

Assignment 2.2

Extending the GMenu Class

Purpose:

To extend the General Menu Generator Class, providing additional features.

Learning Objectives:

Inheritance and polymorphism are the other two cornerstones of the Object-Oriented approach.  In this exercise you will learn how to extend an existing class to provide a feature that the original developers didn’t think of.  You will learn how to overload a method to provide this new functionality.  The new class will inherit all of the capabilities of the parent class.  But it will extend those capabilities – and do a few things a little bit differently

Problem:

The Programming manager is thrilled with the General Menu Generator class that has been developed.  But it isn’t classy enough for her.  She wants menus that are optionally contained within some kind of box structure or frame.  She wants the frame to be modifiable by the application developer, that is, it should use characters determined by the developer.  In the true spirit of OOL, the manager does not want to touch the code for GMenu.  Rather, your job is to extend GMenu to include this new functionality.

Requirements:

GMenu is to be extended to include a frame-drawing capability which can be controlled by the application programmer.  

Modify ComputeStats4.java so that the new class is instantiated and used to produce the menu.  Your modifications will be minimal, but should include instantiation of the BoxedGMenu object using the parameterized constructor.  You should also create a BoxChars object to pass some non-default characters for making a frame.

Name of the new class: BoxedGMenu.java

Name of wrapper class for characters to be used in creating a frame: BoxChars.java

Name of the test program: ComputeStats5.java

Algorithm:

The algorithm for creating a frame around an area of the screen involves two for loops.  You are to determine how these for loops work.  Remember, you are printing the corner and horizontal characters across the top and bottom, and the vertical characters down each side.  The math is left to you to determine.

Resources:

All previous resources plus the source code for ComputeStats4.java.

Turn-in:

On a floppy disk, turn in your source code for ComputeStats5.java, BoxedGMenu.java, BoxChars.java and a data file called TESTSET.DAT

