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(Object-Oriented Programming v OOP)
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1. Encapsulation (nwsvasix)

2 . Abstraction (wwss
3 . Inheritance ( msdunan)

4, Polymorphism (msiivaesyuuy)



1.Encapsulation (mssevn)
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public class Television {
private boolean isOn = false;

public void togglePower() {
1IsOn = lisOn;

System.out.printIn("Television is " + (isOn ? "on" :
llof Il));
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2. Abstraction (wasssw)
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public interface Vehicle {
void turnlLeft();
void turnRight();

void accelerate();
void brake();



3. Inheritance (nsdunan)
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public class Car extends Vehicle {

// Car inherits all behaviors from Vehicle and
can add its own specific behaviors.

}

public class Bicycle extends Vehicle {

// Bicycle also inherits from Vehicle but will
have different implementations for some
behaviors.
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4. Polymorphism (msfinezsiiuy)
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Vehicle myCar = new Car();
Vehicle myBike = new Bicycle();
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