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Java Fundamentals
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Getting Started with Greenfoot
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Objectives

This lesson covers the following objectives:

Download and install Greenfoot

Describe the components of the Greenfoot interactive
development environment

Create an instance of a class

Describe classes and subclasses

Recognize Java syntax used to correctly create a subclass
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Launch Greenfoot

* To launch Greenfoot:
Double-click the Greenfoot icon on your desktop.
Select the Greenfoot program from your list of computer programs.
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Getting Started with Greenfoot

http://www.greenfoot.org/ is a great resource for Greenfoot. Here you will find lots of examples with most
having the full source code. You will also find lots of discussions and you can post your own questions.

You can also download Greenfoot here.

At the time of writing the current version of Greenfoot is 2.4.2. The practice exercises and project expect
version 2.4.0 to be installed.

Remembefor Greenfoot to work you must havastalled the Java Development Kit (JDK)



Greenfoot Textbook Scenarios

* To become familiar with Greenfoot, download and run the
scenarios created by the authors of the Greenfoot textbook.

A scenario is a game or simulation implemented in Greenfoot.
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The scenarios start out slowly then begin to show some really good techniques to create great looking
interactive games.



Steps to Download the Greenfoot Textbook
Scenarios

* Go to the Greenfoot textbook webpage:

— http://www.greenfoot.org/book

Click the Book Scenarios link.

Save the zip file to a folder on your computer.

Extract the zip files to a folder on your computer.

Name this folder "Greenfoot Scenarios".

If your computer does not have zip file extraction software,
download free, open source software at 7zip.com.
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If you have not seen Greenfoot Java before then even the basic scenarios may seem quite complicated.
What you will soon find out is that you can develop interactive programs very quickly in Greenfoot, even if
you have never done programming before.




Steps to Open a Scenario in Greenfoot

* From the Scenario menu, select Open.

* From the Greenfoot scenarios folder you created on your
computer, select the leaves-and-wombats scenario from the
chapter01 folder.

* The scenario will open in a new window.
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Getting Started with Greenfoot

The Greenfoot Developmenvironment does not have many controls or options. Rather than being
restrictive, it helps the initial learning process.



Execution Controls

* Execution controls to run a scenario include:
— Act: Runs all actions in the scenario once.

— Run/pause: Runs all actions in the scenario repeatedly until Pause is
clicked.

— Reset: Pauses the scenario or resets the scenario back to its starting
position.

— Speed: Runs actions faster or slower.
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The Act method is useful whemu are testing your program as it allows you to have all of your actors

perform their code only once. The speed can also help slow down your world so that you can better see
what is happening.



Inherited Characteristics

* In nature, a bee inherits some characteristics that are
common to all bees: six legs and two wings.

* The bee may also inherit the characteristics of its breed that
gives it a specific color, shape and size.

* |In Greenfoot, a class, such as the Bee class, defines the
characteristics of all bee objects that act in the scenario, such
as how they look and ways they can act.

A class contains the specifications that define the appearance and
movement of an object. The class provides instructions to Greenfoot
for how to create and display instances when they are added to your
scenario.
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In Javat is common practice when declaring a class to start it with a capital letter. This leads to more
readable code where other users can deduce you are referring to a class when the word starts with a
capital letter. So above we say Bee class rather than bee class.




Classes in Greenfoot

* The class tells your scenario how its objects should look and
act when the scenario is run.

* When you add a class to your scenario, it appears in the class
hierarchy (to the right of the world).

* You can add as many instances of the class as you wish to the
ScenariO. World classes
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Noticethat the Bee has grey lines through it. This means that it has not yet compiled. Successful
compilation removes all grey diagonal lines from all actor classes. Also notice that the naming conventior
for Classes in Java means that the first letter should be capitalized. This is a convention, not a rule and a:
such it will not be reported as an error.



Youwill learn throughout this course that the idea of superclasses and subclasses is a very important
concept in Object Orientated Programming (OOP).



