
 

Objects, Methods and Functions 

Simplified  
 

When programming games, a language model that’s universally used is object-oriented programming 

because it organizes the game around objects and data instead of actions and logic. 

In this activity, you will fill in all the object-oriented data around the object below.  

Class:    Object:   

Definition or blueprint used to create a 

particular type of object 

 AKA “Instance of a Class” 

 

 

  

Properties:   

 

 

 

 

 

  

Various characteristics of an object   

 

 

  

Method:   

 

 

 Function:  

 

Actions that an object can perform   Units of code that perform a task 
 
 

 

What are some examples of multiple objects (instances) using the same class?   

  

  

 


