CISC 3115 – Interfaces 
Student Topic List
• purpose of interfaces
• interfaces as contracts
• method signatures vs implementation
• implementing an interface
• compile-time enforcement
• interface vs class
• polymorphism through interfaces
• reference types and interface variables
• multiple interface implementation
• design motivation for interfaces
Question Bank
1. What is the primary purpose of an interface?
   a) store data
   b) implement methods
   c) define a contract of behavior
   d) manage memory

2. An interface specifies:
   a) instance variables
   b) method bodies
   c) constructors
   d) method signatures

3. Why are interfaces useful in design?
   a) reduce variables
   b) eliminate methods
   c) enforce consistent behavior across classes
   d) increase memory

4. What must a class do to use an interface?
   a) implement it
   b) extend it
   c) import it
   d) instantiate it

5. If a class implements an interface, it must:
   a) ignore methods
   b) redefine constructors
   c) remove variables
   d) define all interface methods

6. Interfaces provide:
   a) method implementations
   b) constructors
   c) method requirements
   d) fields

7. Why are interfaces considered abstract?
   a) they define behavior without implementation
   b) they contain loops
   c) they use arrays
   d) they store objects

8. What happens if a class does not implement all interface methods?
   a) it compiles normally
   b) it runs partially
   c) it throws exception
   d) it fails to compile

9. An interface variable can refer to:
   a) only interface objects
   b) any implementing object
   c) primitive values
   d) arrays only

10. What is a key benefit of using interface references?
   a) polymorphism
   b) faster execution
   c) smaller memory
   d) fewer methods

11. Which best describes polymorphism with interfaces?
   a) multiple variables
   b) multiple loops
   c) static behavior
   d) one interface, many implementations

12. Interfaces allow classes to:
   a) share state
   b) share behavior contracts
   c) share constructors
   d) share arrays

13. Why might a program use an interface instead of a class type?
   a) to store more data
   b) to remove objects
   c) to avoid methods
   d) to restrict behavior to required methods

14. What does implementing multiple interfaces allow?
   a) multiple behavior contracts
   b) multiple inheritance of state
   c) faster loops
   d) fewer methods

15. Interfaces help enforce:
   a) runtime checks
   b) compile-time constraints
   c) loops
   d) memory limits

16. Which is NOT part of an interface?
   a) method body
   b) method signature
   c) method name
   d) parameter list

17. Why are interfaces useful for changing implementations?
   a) they fix behavior
   b) they remove classes
   c) they impose uniform behavior and thus client code need not change
   d) they prevent objects

18. A class implementing an interface represents:
   a) inheritance of data
   b) commitment to behavior
   c) method removal
   d) variable hiding

19. Why might an interface improve program flexibility?
   a) reduces loops
   b) removes variables
   c) prevents methods
   d) decouples usage from implementation

20. What happens when calling a method via an interface reference?
   a) interface runs code
   b) program stops
   c) implementing class method executes
   d) loop begins

21. Interfaces promote:
   a) loose coupling
   b) tight coupling
   c) recursion
   d) inheritance only

22. Why is compile-time enforcement important in interfaces?
   a) speeds execution
   b) prevents missing methods
   c) reduces memory
   d) removes loops

23. An interface focuses on:
   a) how behavior is implemented
   b) memory layout
   c) variable storage
   d) what behavior is required

24. If two classes implement the same interface, they:
   a) must share code
   b) can be used interchangeably via interface type
   c) share variables
   d) share constructors

25. Interfaces support design by:
   a) removing objects
   b) eliminating methods
   c) clarifying responsibilities
   d) reducing loops

26. Which best describes interface-based design?
   a) implementation-first
   b) contract-first
   c) variable-first
   d) loop-first

27. Why should clients depend on interfaces rather than concrete classes?
   a) faster execution
   b) fewer objects
   c) flexibility and substitution
   d) simpler syntax

28. What role does an interface play in large systems?
   a) defines interaction boundaries
   b) stores data
   c) manages memory
   d) removes methods

29. Why is separating interface from implementation valuable?
   a) reduces loops
   b) allows independent changes
   c) removes variables
   d) prevents objects

30. Which is true about interface methods?
   a) always implemented in interface
   b) optional
   c) static only
   d) must be implemented by classes



Answer Key
1. c — Interfaces define required behavior without implementation.
2. d — Interfaces define method signatures, not implementations.
3. c — They ensure classes follow a common contract.
4. a — A class implements an interface to fulfill its contract.
5. d — All methods in the interface must be implemented.
6. c — They specify required methods.
7. a — They describe behavior but do not implement it.
8. d — Compilation fails if required methods are missing.
9. b — Interface references can point to any implementing object.
10. a — They enable treating different objects uniformly.
11. d — Different objects share a common interface type.
12. b — They define shared behavioral expectations.
13. d — Interfaces limit accessible behavior to defined methods.
14. a — A class can fulfill multiple behavioral roles.
15. b — Interfaces enforce method requirements at compile time.
16. a — Interfaces do not include implementations.
17. c — Different classes can implement the same interface.
18. b — It agrees to provide required methods.
19. d — It separates how something is used from how it is implemented.
20. c — The actual object's implementation runs.
21. a — They reduce dependency between components.
22. b — It ensures required methods exist.
23. d — It defines what must be done.
24. b — They can be treated uniformly.
25. c — They clarify what each class must do.
26. b — Design begins with required behavior contracts.
27. c — Interfaces allow substituting implementations.
28. a — It defines how components interact.
29. b — Implementation can change without affecting usage.
30. d — Implementing classes must define them.
