6th Edition, Java Software Solutions


Disclaimer: In what follows, you will find the solutions to the exercises given in the 6th edition of the book. If you happen to be using an earlier edition of the book, you should match each one of the problems presented below to the proper exercise in the book that you have.  So keep in mind that the order in which the  solutions are listed may not agree with the order of the exercises in your book.  
Chapter 3 Exercise Solutions
EX 1.1. Write a statement that prints the number of characters in a String object called overview.

System.out.println (overview.length());

EX 1.2. Write a statement that prints the 8th character of a String object called introduction. 

System.out.println (introduction.charAt(7));

EX 1.3. Write a declaration for a String variable called change and initialize it to the characters stored in another String object called original with all 'e' characters changed to 'j'.

String change = original.replace ('e', 'j');

EX 1.4. What output is produced by the following code fragment?

String m1, m2, m3;
m1 = "Quest for the Holy Grail";

m2 = m1.toLowerCase();

m3 = m1 + " " + m2;

System.out.println (m3.replace('h', 'z'));

The output produced is:

Quest for tze Holy Grail quest for tze zoly grail

The original string is concatenated with a lowercase version of itself, then all lowercase ‘h’ characters are replaced with ‘z’.

EX 1.5. What is the effect of the following import statement?

import java.awt.*;

This statement allows the program in which it is written to access all classes (because of the wildcard *) in the package java.awt without any further reference to the package name.

EX 1.6. Assuming that a Random object has been created called generator, what is the range of the result of each of the following expressions?

a. generator.nextInt(20)

0 to 19, inclusive

b. generator.nextInt(8) + 1

1 to 8, incluslive

c. generator.nextInt(45) + 10

10 to 54, inclusive

d. generator.nextInt(100) – 50

-50 to 49, inclusive

EX 1.7. Write code to declare and instantiate an object of the Random class (call the object reference variable rand). Then write a list of expressions using the nextInt method that generate random numbers in the following specified ranges, including the endpoints. Use the version of the nextInt method that accepts a single integer parameter.

Random rand = new Random();

e. 0 to 10

rand.nextInt(11)

f. 0 to 500

rand.nextInt(501)

g. 1 to 10

rand.nextInt(10) + 1

h. 1 to 500

rand.nextInt(500) + 1

i. 25 to 50

rand.nextInt(26) + 25

j. –10 to 15

rand.nextInt(26) – 10

EX 1.8. Write an assignment statement that computes the square root of the sum of num1 and num2 and assigns the result to num3.

num3 = Math.sqrt(num1 + num2);

EX 1.9. Write a single statement that computes and prints the absolute value of total.

System.out.println (Math.abs(total));

EX 1.10. Write code statements to create a DecimalFormat object that will round a formatted value to 4 decimal places. Then write a statement that uses that object to print the value of result, properly formatted.

DecimalFormat fmt = new DecimalFormat (“0.####”);

System.out.println (fmt.format(result));

EX 1.11. Write code statements that prompt for and read a double value from the user, and then print the result of raising that value to the fourth power. Output the results to 3 decimal places.

Scanner scan = new Scanner (System.in);

DecimalFormat fmt = new DecimalFormat (“0.###”);

System.out.println ("Enter a value: ");

double num = scan.nextDouble();

System.out.println (fmt.format(Math.pow(num, 4)));

EX 1.12. Write a declaration for an enumerated type that represents the days of the week.

enum Days {sunday, monday, tuesday, wednesday, thursday, friday, saturday}

Chapter 3 Programming Projects Solutions

PP3.1 Refer to UsernameGenerator.java in the folder named “chap03ppsolutions”
PP3.2 Refer to SumOfCubes.java in the folder named “chap03ppsolutions”

PP3.3 Refer to PhoneNumbers.java in the folder named “chap03 pp solutions”

PP3.4 Refer to DistanceCalculation.java in the folder named “chap03ppsolutions”

PP3.5 Refer to SphereCalculations.java in the folder named “chap03ppsolutions”

PP3.6 Refer to TriangleArea.java in the folder named “chap03 pp solutions”

PP3.7 Refer to NameOrientation.java in the folder named “chap03 pp solutions”

PP3.8 Refer to ImageOrientation.java in the folder named “chap03 pp solutions”

PP3.9 Refer to LabelDemo2.java in the folder named “chap03 pp solutions”

