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Signing into the Tutorial

Every week, you are expected to sign into your practical class.
In order to do this, please enter the following at a command line prompt:

SignIn

Please note that this command is case sensitive.
You will be informed if you have correctly signed into the practical.
Any student that does not do this shall be assumed to be absent from

the practical. You have been warned!
Each week, this command also creates a directory containing various

Java code needed for answering the practical questions.
This week, after signing in, you will find a directory called cis2344.

Within this directory is a bluej package called week2 containing the following
Java classes:

• Question3 - this class is used to answer question 3 of this weeks prac-
tical.

• Question5 - this abstract class is used to answer question 5 of this
weeks practical.

• Question6 - this abstract class is used to answer question 6 of this
weeks practical.

• Question7 - this abstract class is used to answer question 7 of this
weeks practical.

• Question8 - this abstract class is used to answer question 8 of this
weeks practical.

This package can be opened in Bluej via the Project menu.
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Java Revision

Some Java Notes

Please take your time in reading through these notes! Also, do not foget
to look through your week 1 practical notes should you be in need of some
hints regarding Java syntax.

Classes hold Java source code. A class may only contain construc-
tor functions, fields (sometimes called properties or instance variables) and
methods.

Since a classes contents (via an object instance) may be accessed by the
outside world, it is important to place access rights upon the classes con-
tents. The only permissible access rights are: private, public and protected.

Program code (eg. assignments; conditionals; loops; etc) may only be
placed within the bodies of methods and constructor functions.

The static attribute is used to indicate that the field or method may
be executed from the class. Thus, with static things, there is no need to
first create an object instance. In general, we shall avoid using the static
attribute on this course.

Constructor functions are used to create and initialise new object in-
stances. Methods hold the code that makes up your program.

Within the Bluej IDE, there is no need to implement main methods.
Bluej, being an IDE, will create these for you!!

Some Revision Questions

Only answer these questions if you need to (ie. you are having problems
with learning Java)!

1. Write a Java program to print your name, pathway and university to
the screen. You will need to create a new class to answer this question.

2. Write a Java program to print out a table of squares for numbers
between 1 and 30. Ensure your program uses a for loop and the table
consists of two columns: one containing the number whose square is
to be calculated; and one containing its squared value. You will need
to create a new class to answer this question.
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3. The following Java program (look at the class Question3) has a num-
ber of errors. What are they?

class wrong

/∗ Java debugg ing example program !
Date : 2nd February 1999
Cred i t s : based on example by G. Al len

/∗

pu b l i c s t a t i c vo id main( i n t num1 , num2) {
// Ca l cu l a t e and d i s p l a y r e s u l t

answer = num1 + Num2;
System . out . printLn ( answer ) ;

} // end o f method main

} / end o f c l a s s wrong

4. Write a Java program that requests the user to enter the name, age
and sex for 5 people. Ensure your program uses a for loop and stores
this information in an array. Having stored this information (in an
array!), your program should then print it out in reverse order. You
will need to create a new class to answer this question.
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Practical Questions

Questions marked (*) are to be completed in your own time.
For each of the following questions, design and then code both iterative

(ie. no recursion is used, just looping constructs) and recursive solutions (ie.
no looping constructs are used, just recursion):

5. The abstract class Question5 contains a template for a method to
multiply two user specified natural numbers together. In providing an
implementation for this abstract class, ensure your method implemen-
tation only makes use of addition (ie. do not use integer multiplication
or any logarithm packages!).

6. The abstract class Question6 contains a template for a method to
raise one natural number to the power of another natural number.
In providing an implementation for this abstract class, ensure your
method implementation only makes use of addition and multiplication
(ie. do not use exponentiation or any logarithm packages!).

7. The abstract class Question7 contains a template for a method that
returns the sum of all natural numbers below a user specified natural
number. Provide an implementation for this abstract class.

8. (*) The Fibonacci sequence of numbers is generated as follows:

• 1st number = 1

• 2nd number = 1

• 3rd number = 2nd number + 1st number

• 4th number = 3rd number + 2nd number

• 5th number = 4th number + 3rd number

• etc.

In addition, the abstract class Question8 contains a template for a
method that prints out the Fibonacci sequence upto a specified limit.
Provide an implementation for this abstract class.
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