
- Software “‘objects” are called “classes.”
- They have data (“variables”) and functions (“methods”)
- The class is like an abstract template. To make use of a class, 
  a specific  instance of the class must be created with a special 
  function called a “constructor” 
- The objects variables and methods are accessed using dot syntax
   which is the object name followed by a dot and variable/method name.
  (example: car.drive(); )
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