CS1401 – Programming Assignment 3
Due: February 22, 2015 by 11:59pm
To be submitted via Piazza in the folder “lab4”

[bookmark: _GoBack]Welcome to Lab 4!

This week, you are going to:
· Improve your knowledge of repeat statements
· Review input/output
· Start getting acquainted with Strings
You will also play with Light-bot, taking the famous Hour Of Code activity!
Have fun!

Ok, let’s get started! Here are the three activities you will be working on.


Activity 1. In this activity, you have to complete the Hour of Code: Light-bot activity. 
Go to: http://lightbot.com/hocflash.html
Turn in the certificate you will obtain when you are done.


Activity 2.  In this activity, you will simulate a little password management situation where: 

Part 2.0. You will start by looking up the Oracle documentation on Strings. 
Turn in: the link to the documentation you found. 
	 
Part 2.1. First, we are going to ask the user to choose a password. 
You will prompt the user to enter a password and store the inputted password as a String. 

Part 2.2. Decide a list of 2 properties the password needs to satisfy. Check if the password provided in 2.1. satisfies your properties. 
If the password does not satisfies the properties then: 
Ask the user to re-enter a password (possibly give hints about the properties that need to be satisfied)
Keep asking until the user enters a valid password
	
Part 2.3. Now we are going to ask the user to enter his / her password (as if to log in).
Prompt the user to enter his or her password. 

Part 2.4. Check if the entered password matches the password the user chose earlier. 

Part 2.5. If the entered password matches the password the user chose, then:
	Display: “Congratulations! You are in!” 
If the entered password does not match the password the user chose, then:
	Tell the user s/he is wrong
Ask again the user 
In case the user is wrong again, ask again
Note: the user only gets three trials, after which, you either display “Congratulations! You are in!” or “ Sorry! You locked your account!”.	

You will have to turn in: 
1. The pseudocode of your passwordManager program – docx file -- 
2. The code of the passwordManager program -- java file – 
3. The trace of your program – docx file -- 
4. Along with the link to the Oracle documentation -- docx file --


Activity 3. In this activity, you will handle two strings and check for how similar they are. To do so, you will do the following: 

Part 3.1. Prompt the user to enter 2 strings. Store them.

Part 3.2. Make a list of 5 properties you want to check in each string. Check the strings for these properties and keep track of how many properties (out of the 5 you decided) they have in common. 
		
Part 3.3. If the 2 strings have no property in common, then: 
	Ask the user if s/he wants to try with another set of strings
Repeat the game if the user is ok with trying again, otherwise, display a nice goodbye message

Part 3.4. If the 2 strings have between 1 and 3 properties in common, then: 
	Ask the user if s/he wants to replace one of the strings to play again
	If the user is fine with that: 
Ask which string s/he wants to replace
		Catch the new input 
Store it in the relevant variable, and 
Play the game again
Otherwise, display a nice goodbye message

Part 3.5. If the 2 strings have 4 or 5 properties in common, then: 
	Display a message telling the user that s/he won
	Ask the user if s/he wants to play again
	If the user is fine with that: 
Repeat the game once
Otherwise, display a nice goodbye message

You will have to turn in:
1. Your pseudocode of stringGame – in the same docx file as previous activities – 
2. Your code of stringGame -- java file lab4.java-- 
3. Along with a trace of your code -- docx file.
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