Programming in Java

Basic Programming Beans

For each numbered problem, students should identify the following:

a) the class (program name)

b) the nouns (specify the field variables & types)

c) for each noun, specify the “get” & “set” methods (accessor & mutator methods)

Example:

1. I want a program that creates a Cake that has a certain amount of sugar and with a specified size (height) as well as a description for the cake and whether it is a chocolate cake or not.

a) class:   Cake

b) nouns:   sugar, milk, height, description, chocolateCake


variables & types:  





int 
  sugar;





double  height;





String  description;





boolean chocolateCake;
c) methods:

public int getSugar()


public void setSugar(int s) 


{
return sugar;
}

{
sugar = s;
}

public double getHeight()

public void setHeight(double h) 


{ 
return height;
}

{
height = h;
}


public String getDescription()
public void setDescription(String s)


{
return description;
}
{
description = s;
}


public boolean getChocolateCake()
public void setChocolateCake(boolean  c)


{
return chocolateCake;
}
{
chocolateCake = c;
}

2. I want a program that creates a Tree that has a number of branches, leaves and a height as well as whether it is coniferous or not.
3. I want a program that creates an Animal that has a size, a number of legs, name and whether it is a mammal or not.

4. I want a program that creates a SuperHero that has a power level, an IQ, a description of abilities, and whether it wears armor or not.

5. I want a program that creates a Flower that  has a number of petals, a Color, a height and whether it can be grown in a mountain or not.

6. I want a program that creates a mythological creature that has a size, holds 2 objects described by the above 5 (i.e. holds a flower & cake), a description and a name.

