A. Nasledujici kéd se nepieloZi. VInovkou vyznacte kde je problém a (pokud
moZzno) jednou vétou napiste proc.

class Stack {
int[] contents = new int[1000];
int offset = 0;

public void push(int number) {
contents[offset++] = number;
}
public int pop() { return contents[--offset]; }
public static int top() {
return contents[offset - 1];
}
public static void f() {
Stack s = new Stack();
s.push(1l);
System.out.println(s.top());



B. Nakreslete objekty v paméti vytvorené volanim metody h, vyznacte obsah jejich
atributi.

class Node {
int contents;
Node next;

public Node(int c) { contents = c¢; next = null; }
public void f(Node n) {
if (n.next == null) n.next = this;

else f(n.next);

}

public void g(Node n) {
Node temp = next;
next = n;
n.next = temp;

}

public static void h() {

Node a = new Node(1l);
Node b = new Node(2);
Node ¢ = new Node(3);
Node d = new Node(4);
Node e = new Node(5);
a.g(b);
a.g(c);
b.f(d);
a.g(e);



C. Zlikvidujte duplicity v nize napsaném kodu, dejte si zaleZet, aby vami napsany kod
byl syntakticky spravné (Sel ptelozit) a rozhrani tfid zlstalo stejné. Tip: pouzijte
dédi¢nost, asi budete muset nékam ptidat dalsi metodu ,,navic*.

class Rectangle {

}

int x, y;
/* dalsi atributy */

public void moveLeft(int distance) {
x —-= distance; repaintYourself();

}

public void moveRight(int distance) {
x += distance; repaintYourself();

}
public void moveUp(int distance) {

y -= distance; repaintYourself();
}

public void moveDown(int distance) {
y += distance; repaintYourself();

}
void repaintYourself() { /* kod */ }

class Triangle {

int x, y;
/* dalsi atributy */

public void moveLeft(int distance) {
x —-= distance; repaint();

}

public void moveRight(int distance) {
X += distance; repaint();

}

public void moveUp(int distance) {
y -= distance; repaint();

}

public void moveDown(int distance) {
y += distance; repaint();

}
void repaint() { /* kod */ }



