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Introduction

In PHP, a class is simply a set of program statements which perform a specific task. A typical class
definition contains both variables and functions, and serves as the template from which to spawn
specific instances of that class.

These specific instances of a class are referred to as objects. Every object has certain characteristics,
or properties, and certain pre-defined functions, or methods. These properties and methods of the
object correspond directly with the variables and functions within the class definition.

Once a class has been defined, PHP allows you to spawn as many instances of the class as you like.
Each of these instances is a completely independent object, with its own properties and methods, and
can therefore be manipulated independently of other objects. This comes in handy in situations where
you need to spawn more than one instance of an object - for example, two simultaneous database
links for two simultaneous queries, or two shopping carts.

Classes also help you keep your code modular - you can define a class in a separate file, and include
that file only in the scripts where you plan to use the class - and simplify code changes, since you

only need to edit a single file to add new functionality to all your spawned objects.

Sample Exercise (Class)

To understand this better, pick an animal, any animal. For example, we can take bear. every bear has
certain characteristics - age, weight, sex - which are equivalent to object properties. And every bear
can perform certain activities - eat, sleep, walk, run, mate - all of which are equivalent to object
methods.

Let's take it a little further. Since all bears share certain characteristics, it is possible to conceive of a
template Bear (), which defines the basic characteristics and abilities of every bear on the planet.
Once this Bear () ("class") is used to create a new Sbear ("object"), the individual characteristics
of the newly-created Bear can be manipulated independently of other Bears that may be created from
the template.

Now, if you sat down to code this class in PHP 5, it would probably look something like this:
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