
Information Technology Grade 11   Lesson Notes

Programming 
Lesson

?  Task
1. You run a home business that bakes and 

sells biscuits.  

a. Describe a procedure-oriented way of 
running this business.  

b. Describe an object-oriented way of 
running this business.

 Lesson Notes
Java is what we call an ‘Object-Orientated’ 
programming language.  Previously, software 
development was done in a procedure-oriented 
fashion.  The analysts and programmers 
analysed, designed and wrote their programs by 
focusing on the individual tasks that the program 
had to perform.  Now software is developed 
using object-oriented analysis, design and 
implementation.  The developer focuses on the 
objects, or ‘things’ that the program can use to 
accomplish its goal.  
Classes are like factories for objects ‘classes’.  
When we need an object of a particular kind, we 
just ask the factory to create one. When using 
object-oriented programming, we can use classes 
that other programmers have created.  Java has 
a very large library of classes that we can use.  
When we need a new type of object that is not in 
the library, we write our own class and then use 
that class to create objects.
The objects can take on many different forms.  
They can represent objects in the real world, like 
learners and the teachers at a school.  When we 
write a program with a graphical user interface 
we use objects such as buttons, labels and text 
boxes.  
An object can perform tasks.  We say an object 
has behaviour.  All objects that come from the 
same factory, or class, have the same behaviour.  
When we write a class, we defi ne the behaviour 
that the objects of that class must have by writing 
methods.  A method is a section of code that 
carries out a specifi c task.
We call a method, i.e. ask an object to perform its 
task, in the following way:
<object name> . <method name> (<parameters>)

Besides having behaviour, an object also 
has attributes.  For example, an object that 
represents a learner in our school program would 
have attributes like a name, a date of birth, the 
learner’s grade, the home telephone number, etc.  
Attributes of a button in a graphical user interface 
are, for example, the position of the button in the 
window, the size of the button and the caption of 
the button.

Introduction to Object-Oriented Programming
In this lesson, the difference between procedure-oriented and object-oriented software development is 
explained. We explain how classes, objects, methods, attributes and method calls are related to each 
other by examining the ‘out’ object used in the Greetings program written in the previous lesson

!

 Lesson Outcomes
By the end of the lesson, you should be able to:
•  Explain the difference between procedure-

oriented and object-oriented programming

4




