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[bookmark: _Toc41082666]Difference between a Class and an Object

Of the two, the class is the highest in the order, essentially Class > Object. 
In object-oriented programming, a class is basically the blueprint which will aid in the creation and define the purpose of any objects. The ‘Class’ keyword is used to cerate the objects, the nature of said object will also be defined by the class.
There are different key types of objects with their own use-cases, for example, there is a type of object known as an ‘instance’, this is a specific object that is created under a specific class.
Basically, to conclude, a class has a name and is used to define attribute names and types, while an object is created from a class and contains unique values for each attribute. Classes operate similar to databases, consisting of a larger entity housing many smaller ones.	Comment by Author: Good!	Comment by Author: Kind of- the class represents the design of the table; what data type each field may take and any specific validation rules that should be applied to said field
The code for a class would look something like this:
public class ExampleCl { 
	//Fields, properties and methods would go here like so
	private string NameOfString
	private int NameOfInt
}

The declaration order looks like this:
Access modifier (public) class and then class name (ExampleCl) 
Now, to add objects into the class, it would look as follows:	Comment by Author: To create objects from a class
Example objectName = new ExampleCl();
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Data Encapsulation refers to the process of enclosing one or many items within a single package, this is commonly used in object-oriented programming to prevent access to implementation details.	Comment by Author: Good introduction!
Encapsulation is implemented through the use of access modifiers, like you would see in a Class, for example. These modifiers define the scope and visibility of a class members, the following modifiers are all those that are supported by C#:
· Private
· Public
· Protected
· Internal
· Protected Internal 
Private allows a class to hide its variables and functions from other functions and objects, only functions within the same class can access private attributes.
Public allows a class to expose its variables and functions to other functions and objects, even allowing access from outside the specified class.
Protected allows a child class or a class defined within a class to access the member variables and functions of the parent class it was created under; this can be used when considering inheritance.
Internal allows a class to expose its variables and functions to other functions and objects within the current class or method, meaning it can be accessed from any class or method defined within the application in which the member is defined.
Protected Internal allows a class to hide its variables and functions from other class objects and functions, an exception to this is if there is a child class within the same application, this can also aid in implementing inheritance.	Comment by Author: You have explained very well what it is and how to implement it, but should expand this and explain WHY this is useful in Object Orientated Programming
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The term “Interface” refers to a structure, or syntax within programming that allows the computer to enforce certain properties onto a class, object, function or method. Essentially, this refers to the process of ensuring a certain function does a specific thing, enforcing its role.
If for example, there is a car class, a motorbike class and a van class, each of these three would have an action that refers to starting an engine, like : startEngine(), each vehicle MUST have this feature, otherwise, the vehicle just will not work, will not fulfil its purpose.	Comment by Author: This section requires further detail.  The startEngine() method is likely to vary depending on the type of vehicle that it is being applied to.  By using interfaces, the parameters this may use can be defined in the interface, but the functionality, which will be different for each vehicle class, can be defined in each individual class, and this allows the relevant implementation to be used for the specific type of vehicle to be started 
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