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class plant
publi€ Modulé message()
Displ y nr'm & plant. 2
gEnd modulé
gnd class
class Tree nds plant
Public Mo message()
Display ng'm & tree."
gnd Modulé
gnd class
Given chese class definitions, what will the following pseudocode display?
Declare plant P
get - New Tree()
call p.message()
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o setAge: The setAd® thod stores a value 11 the age field.
o: The getiar ethod returns e of the nae field
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* Accessors: Design appropriate accessor methods to get the values stored in an
object’s yearModel, make, and speed fields.

* accelerate: The accelerate method should add S to the speed field each
fime 1t 1s called.

* brake: The brake method should subtract 5 from the speed field each time it is
called.

Next, design a program that creates a Car object, and then calls the accelerate

method five times. After each call to the accelerate method, get the current speed

of the car and display it. Then call the brake method five times. After each call to
the brake method, get the current speed of the car and display it.

3. Personal Information Class

Design a class that holds the following personal data: name, address, age, and
phone number. Write appropriate accessor and mutator methods, Also, design a
program that creates three instances of the class. One instance should hold your

mformation, and the other two should hold your friends’ or family members’
information.

4. Employee and ProductionWorker Classes

Design an Employee class that has fields for the following pieces of information:
* Employee name
* Employee number

Next, design a class named ProductionWorker that extends the Employee df’ss'
The ProductionWorker class should have fields to hold the following information:

* Shift number (an integer, such as 1, 2, or 3)
* Hourly pay rate

The workday is divided into two shifts: day and night. The shift field v&"ill'holl:.jftm;
integer value representing the shift that the employee works. The day shift is st

S
and the night shift is shift 2. Design the appropriate accessor and mutator metho
for each class. )
ect of the
h of the
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Once you have designed the classes, design a program that creates an Obl_

ProductionWorker class and prompts the user to enter data for eaco
object’s fields. Store the data in the object and then use the object’s access
ods to retrieve it and display it on the screen.
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Design an Essay class that extends the GradedActivity class P

chapter. The Essay class should determine the grade a Stude‘n;;ei:\
essay. The student’s essay score can be up to 100 and is determun
ing manner:
e Grammar: up to 30 points
e Spelling: up to 20 points
e Correct length: up to 20 points . et e
e Content: up to 30 points wethe use‘:h and “,h-




