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Lewis and Loftus


Chapter 4 Exercise Solutions
4.1 Write a method called randomInRange that accepts two integer parameters representing a range. The method should return a random integer in the specified range (inclusive). Return zero if the first parameter is greater than the second.

4.2 Write a method called randomColor that creates and returns a Color object that represents a  random color. Recall that a Color object can be defined by three integer values between 0 and 255 representing the contributions of red, green, and blue (its RGB value).

4.3 Draw a UML class diagram that shows the relationships among the classes used in the PushCounter program.

4.4 Draw a UML class diagram that shows the relationships among the classes used in the Fahrenheit program.


















































































