Lottery Project
AP Computer Science Workshop

Introduction

You will create a simulation of a lottery game in which individual numbered balls are selected from a hopper and displayed on the screen.

Class Design
We will define three types of objects: 

· Ball: a numbered object

· Hopper: a container to hold multiple Ball objects

· Picker: a person who chooses one Ball at a time from a Hopper

Create a CRC (class-responsibility-collaboration) card for each class, and list the responsibilities of each, along with the collaborations (with another class) that would be necessary to carry out each responsibility.  Each card should look like this example:

	Hopper

	Responsibilities
	Collaborations


Completing the Project

1. In DrJava, open all classes that are in the LotteryProject folder (inside the Exercises and Labs folder).  

2. Complete the methods in the Ball, Hopper, and Picker classes, testing each before proceeding to the next.  

3. You may test the project using either PickTest.java (console output) or RectangleTest.java (graphical output).

