
<<abstract>>
 ElectricalDevice

 - voltage:int
- isInsulated: boolean

+ getVoltage: int
+ setVoltage: void

<< Handheld >>
+ isSynced: boolean

Television Computer CowboyFinder
+Television: String type - memoryGB: double -isCowboy: boolean

+getMemory: double +isACowboy:boolean

Desktop Laptop Phone MyPod
+Desktop: int cost, int make, int ram - batteryLife: int - carrier: String

+ getBatteryLife: int + getCarrier: String

Notes:

AP Computer Science
Project Proposal

Unified Modeling Language (UML Diagram)

1. "-" implies "private" (usually data members, but a class can have private helper methods)
2. "+" implies "public"
3. All arrows point UP to superclasses
4. All class names are capitalized and are bold
5. The << >> around "Handheld" denotes that it is an "interface"
6. Note the constructors in the "Television" and  "Computer" classes

Make sure subclasses 
pass the "is-a" test Make sure that 

classes that 
implement an 
interface pass the 
"must do this" test

The "Big 3" (Subclass justification) 
Subclass(es) must:
1. have a unique private instance variable and/or,
2. have a unique private/public method and/or,
3. Override one or more methods defined in its superclass


