What is the value of each of the following expressions? 
1. (2 points)  10 / 4
A. 2

B. 2.0

C. 2.5

D. true

E. false


2. (2 points)  10 % 3
A. 0


B. 1


C. 2


D. 3


E. 0.3

3. (2 points)  5 < 6
A. 0


B. 1


C. -1


D. true


E. false
4. (2 points)  5 + 6 * 2 + 1
A. 31


B. 32


C. 18


D. 23


E. 17

5. (3 points)  What is the final value of m after this sequence of statements executes?

int m = 4;
A.  6
m = m + 1;
B.  7
int k = m + 1;
C. 10
m = m + k;
D. 11

E.  12
 
6. (3 points)  What is the final value of x after the following statements execute?

   int x = 4;
A.  3
   int y = 3;
B.  4
   if (x > -1  && y < 5) {
C.  5
      x = x + 1;
D.  6
   } 
E.  7
   else {
      if (x < y) {
         x  = y;
      }
   }
   if (x > 10 || y < 10) {
      if (x < 10) {
         x = x + 2;
      }
   }

7. (3 points)  What value is printed by this code when it executes?

int answer = 1;
A.  1
count = 1;
B.  2
while (count <= 2) {
C.  3
   answer = 1 + (answer * 2);
D.  6
   count++;
E.  7
}

System.out.println(answer);
(3 points)  Which is printed by this code when it executes?

int start = 5;
while (start < 53) {
    start = start * 2;
    System.out.print('X');
}













A. Nothing is printed, because it is an infinite loop












B.  XXX












C. XXXX












D.  XXXXX












E.  XXXXXXXXX

8. (10 points)  Below is a portion of a sample LogoMaker solution. Suppose the following line of code has just executed:
 LogoMakerII myLogo = new LogoMakerII();
import ...

public class LogoMakerII {

   /** A window where logos are displayed. */

   private GWindow window;

   /** The current color of the triangle part of the logo. */

   private Color triangleColor;

   /** The current color of the letter part of the logo. */

   private Color letterColor;

   /** The area of the triangle, in pixels. */

   private double area;

   /** The window coordinates of the upper left corner of the triangle. */

   private int ulX, ulY;

   /** The letter to be displayed as part of the logo.  */

   private String letter;

   /** Create a LogoMaker with default values and display.  */

   public LogoMakerII () {

      window = new GWindow("Logo Maker");

      area = 3000.0;                         //specified by the instructions

      letterColor = Color.BLUE;              //specified by the instructions

      triangleColor = Color.YELLOW;          //specified by the instructions

      ulX = 50;                        //an arbitrary location high on the window

      ulY = 20;

      letter = "X";                          //specified by the instructions

      ...   

   }

   ...

} 


Draw a diagram (picture) showing the objects that exist and their relationship. 


(Use the same style used in lecture and the slides for such diagrams.)
10. In this question, you will develop part of a class to model a limited remote control for a television set.  The properties for a TVRemoteControl class include at least the following:
brandName – name of the company

powerSwitch – whether or not the TV is on


channel – current channel 
The valid channels in the area are 2 through 13 and 32 through 68.  Additionally, a TVRemoteControl object is special in that it records how often channel 7 is watched.  

Responsibilities (partial):

  constructor – takes one parameter: brand name;  sets TV off and initializes appropriately    

  toggleSwitch  –  if the TV is on, turns it off;  if the TV is off, turns it on 
  setChannel – takes one parameter, the desired channel;    if the TV is on and the 



desired channel is valid, it sets the current channel to the parameter value;  



otherwise, do nothing
  getChannel7Record – returns how many times channel 7 has been chosen by setChannel

(a). (15 points)   Write the class including all instance variables and implementing all methods given. You don't need to show imports and you don't need to comment, but you must use descriptive identifiers and proper indentation.

(b). (5 points)   Write code (such as you would in DrJava’s interaction window) that instantiates a "Sony" TVRemoteControl object.  Using that object and its methods

– turn the TV on, 

– set the channel to 7, and

– print the number of times channel 7 was chosen.

