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Part 1
[bookmark: _Toc41169910]The Difference Between a Class and an Object
In programming, a class is a template made so that objects can be created from it. It holds properties and variables which can be used as default options when creating these objects, for example; when creating a program for a library, you could have a class called “comic” which could have fields such as “colour” and “left-to-right”, and you could have a class called “novel” which could have fields like “bookmark” or “pictures”. These would also be part of a third class called “book” so that this way the more specific classes can still be changed without changing the entire book class. 	Comment by Author: good	Comment by Author: An introduction to inheritance, would be useful to include this term in the discussion.
Objects can be made out of these classes, for example, there may be comics that are not read from left-to-right but are not coloured, so when this instance is created its specific details can be entered while it is still under the overall “book” class. Same goes for the novel class, there may be an instance of novel needed where it may have a bookmark included, but it may not have any pictures included, therefore it can be assigned its appropriate characteristics in that instance. Classes can be thought of as the records within a table, a table defines the fields and the type of data they contain, and when you add records each record has its individual values. Objects are created from classes and contain their unique values for each attribute.	Comment by Author: The initial discussion was very good. This would have been a really good analogy had you said the class was the tables definition or structure, in that it defines the fields and data types, and the object would be an individual record within the table, where the fields are given actual values.
[bookmark: _Toc41169911]Data Encapsulation
In Object-Oriented Programming the term data encapsulation is a very fundamental concept, it is the idea that brings data and functions together which work with the same data, so as mentioned above a “class”, and protects them. What this does is it only shows the interfaces and hides any internal details, this is known as data hiding or information hiding. Information hiding is performed in order to prevent direct access from unauthorised parties to the classes with hidden values. Getters and Setters are methods which are used to retrieve and edit the values within these objects, the former retrieves an attribute, and the latter method changes it. So, then it's up to the person to decide which methods they want to use, they can make an attribute completely invisible, they could make it read-only, or they can make it so that it is completely readable and changeable. 	Comment by Author: Its not technically invisible if a get method is provided to retrieve it, however it would be directly in-editable by the programmer	Comment by Author: A good description of what this concept is, you could add this allows for enforcement of acceptable attribute values (validation).
[bookmark: _Toc41169912]Interfaces and their impact on the process of developing code. Specifically, their role in the subdivision of code through abstraction
An interface, in Object-Oriented Programming, is something that states the properties on an object and the interaction between components which use that interface. Using the example mentioned earlier above, if there were classes for different types of books, each of the classes would most likely have a “pages” action to determine how many pages a book has. So, when creating a book of any type, how many pages it has can be determined in its class, but each book needs to have the “pages” action, and that is the domain of the interface. The concept of abstraction in coding is important as it allows to avoid repeating the same code multiple times, it takes things such as objects and classes to represent much more complex code hidden underneath. The user is more easily able to create complex code using the abstraction as all the unnecessary details have been hidden from them, this is useful as it means they can focus on their task at hand without having to worry ow exactly the deeper code functions.	Comment by Author: A better concept here would be a BookReader class with a “turnPage” function. If a book is digital, how the page turn is implemented would be different to if the book was physical.  So the internal workings for the turnPage function would differ depending on the type of book being viewed.  Interfaces allow us to state there is a turnPage function within the BookReader class without having to focus on the inner working of the turnpage function.  These can be provided by the individual book classes.
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