Savitch/Absolute Java 2nd Edition Errata

Problem 3.02: This is missing a "<=" symbol between 0 and x in the Note at the end. 

Problem 4.01: For consistency with naming conventions, "PrintSong" should be "printSong" in the next-to-last sentence.

Problem 5.01: As with 4.01, "JustSold" should be "justSold"

Problem 5.03: This is missing a "<=" symbol between 0 and x in the Note at the end. 

Problem 12.01: The "+setTitle(in newTitle String)" and "+printDescription()" lines should both end with ":void". (See the resize, move, and erase lines in Display 12.1 for an example.) There are also minor typos in these lines, a capital I in setTItle and a misplaced parenthesis in printDescriptio(n). The ":void" is also missing from several of the other diagrams in the problems in this chapter. Finally, to match the examples in the chapter, the parameters should not be labeled "in", and the type should precede the parameter name, so instead of:

+setTitle(in newTitle String) : void

it would be:

+ setTitle(String newTitle) : void

Problem 12.03: There should only be one arrow, pointing toward Payment, and the arrow removed for Cash.  The bottom left "CreditCard"

should read "Check" and the arrow should be hollow, not solid.  It might seem like a hollow vs. solid arrow is no big deal but it means different things in UML!

Problem 13.03: The comment above getEnumeration() should say "... return an instance of a class that implements..." instead of "... return a class that implements...".

Problem 14.05: The class names in this are mis-capitalized: "strings" should be "Strings" and "integers" should be "Integers". 

Also the last sentence should say "To generate a random number x, where 0 <= x <= 1, use x = Math.random(); ." (random() may return 0 but cannot return 1.0. As printed, the book has this backwards).  This is missing a "<=" symbol between 0 and x in the last sentence. 

Problem 15.02: "The class should have a method to add a new most significant digit to the existing number..." 

Problem 16.03: This is missing a "<=" symbol between 0 and x in the Note at the end. 

Problem 16.06: The table is missing numbers in the first column of the last three rows. These should be "125", "15", and "1". The relevant 

information is in the second column, so this isn't a huge omission.  Add "125", "15", and "1" back in to the leftmost column.

Problem 17.02: The problem text in the book specifies that feedback to the user should be done with a JOptionPane (which is just a standard popup window). The text in the Word doc specifies that feedback should be done in a JLabel (an uneditable text block) embedded in the window 

itself. This edition of Absolute Java does not introduce the student to 

JOptionPane, so I used the JLabel-based problem text from the Word doc.

Here is the updated version of the problem: 

Design and code a Swing GUI for a two-player tic-tac-toe (noughts and

crosses) game on a 3 by 3 game board.  The JFrame should use a BorderLayout with a JLabel in the NORTH region to display messages (e.g. who won the game), and a JPanel in the CENTER region to display the game board.  For the game board in the JPanel, use a GridLayout manager with a 3 by 3 layout of JButton's in each cell to display the game board.  The button labels should initially be blank.  When a player clicks on an empty button an appropriate "X"or "O" should be placed in the label field of the button.  If there is a winner (three in a row) then the program should display the winner in the JLabel located at the top of the window.  If all nine cells have been filled without a winner the program should indicate that there was a tie.

Page 1018: Item 4 in the TIP has a typo: It should say 

"The init method is ..." instead of "The int method is ...".

