Term 1 Lesson 18 

1. Draw a class diagram for class TParcel with 
· three private variables fH, fL and fB, to store  the length, breadth and height of a parcel
· a parameterised constructor Constructor Create(pL,pB,pH: Integer);
· an auxiliary function getVolume : integer; to calculate the volume of the Parcel and 
· a function toString : string; to display the Height, Length and breadth as well as the volume of the Parcel in one line.
· an accessor function getLength : integer; to make the longest measurement of the parcel available to another unit
· a mutator procedure setSize(pL,pB,pH: Integer);
· [bookmark: _GoBack]and a destructor Destroy; to release the resources.
2. Create the class in a new unit
· Save the new unit with the prefix cls (in this case clsParcel) in the same folder as the main unit and project.   
· Under the word Interface , 
· Add uses sysutils so that you will be able to use strtoint, floattostr() etc
· Add the word " type" 
· With your cursor after the word "type", use ctrl j and choose class declaration with Create/Destroy overrides
· Use the prefix f and add attributes under private. 
· Under public in the interface add all methods:
· Constructor Create(pL,pB,pH: Integer);
· function getLength : integer;
· procedure setSize(pL,pB,pH: Integer);
· function getVolume : integer;
· function toString : string;
· destructor Destroy;
· Create structures for methods using ctrl-shift-C 
· Code subprograms
3. Instantiate  an object 
· Make a new application and save the project and unit in the same folder as the class
· Add the Name of the unit (clsParcel for the TParcel class), to the Uses section in the application
· Define a variable MyParcel of your class type under private in the application
· Design the user interface - add input and output components 
· In the event handler of the button:
· Declare variables and assign input to the variables
· Create (instantiate) the object using the constructor: 
MyParcel := TParcel.create(b,h,l)
· Call the tostring method.  
· In the form FormClose event, free the object:  myParcel.free;

