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void changeSize(int newDiameter)

sonne.changeSize( [ 100) v l )

. Abbrechen
Circle Circle
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Neue Klasse... =

—> — ( Circle ) ( Triangle

— - I

Re-run

i
[
|
|
|
| |
| BlueJ: Methodenaufruf i
L= |

Change the color. Valid colors are "red", "yellow", "blue", "green",
"magenta" and "black".
void changeColor(String newColor)

sonne.changeColor( [ "Yellow" v l )

p
sonne: mond:
Circle Circle

Abbrechen
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Neue Klasse... —

—> = ( Circle ] ( Triangle

][
Ubersetzen { J {

Re-run

F——————————

Change the color. Valid colors are "red", "yellow", "blue", "g

"magenta" and "black".
void changeColor(String newColor)
sonne.changeColor( | "yellow" .

Abbrechen ﬁ
\_ \
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\
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