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1.
Indicate whether each of the following is true or false.
a.
An If statement can only have one ElseIf and Else statement associated with it.

FALSE

b.
It is possible to have an ElseIf statement without associating it with an If statement.

FALSE

c.
It is possible to have an If and ElseIf statement without an Else statement being associated with it.

TRUE

2.
Which of the following is not an operator to link conditions in a compound conditional expression?

a. And
b. Maybe
c. Not
d. Or

b. Maybe

3.
Describe in your own words what would happen to an expression that had the Not operator applied to it twice, as in Not ( Not ( Expression) ).

The expression evaluates to the same value as if both Not operators were removed.

4.
What is the advantage of using a nested conditional statement instead of a compound conditional statement?

A nested conditional will be more efficient because it will not have to evaluate the same condition more than once.

5.
When using a Select Case statement, which of the following statements would be used to signify the case to execute when none of the other cases are chosen?

a. Case Else
b. Else
c. Else Case
d. Just In Case

a. Case Else
6.
Which of the following expressions evaluate to True?

a.
(2 >= 3)
FALSE

b.
(-5 > -4) Or (1 <= 3)
TRUE

c.
("BOB" <> "bob") And (3 >= 2)
FALSE

d.
(1 < 1) Or (1 <> 1)
FALSE

e.
(1 < 1) Or (2 <> 2)
FALSE

f.
(4.3 <= 4.33) And (0 <= -1)
FALSE

7.
What is the value in txtOutput after the following code is executed if strExampleValue is set to:

a.
"XOX"

b.
"XXX"

c.
"OOX"

Private Sub btnOutput_Click(…
    Dim strExampleValue As String

    strExampleValue = "XOX" 'or the other values

    If (strExampleValue = "XXX") Then

        txtOutput.Text = "Choice 1"

    ElseIf (strExampleValue = "OOO") Then

        txtOutput.Text = "Choice 2"

    ElseIf (strExampleValue = "OXO") Then

        txtOutput.Text = "Choice 3"

    Else

        txtOutput.Text = "Choice 4"

    End If

End Sub

a. Choice 4

b. Choice 1

c. Choice 4

8.
What is the value in txtOutput after the following code is executed if strExampleValue is set to:

a.
"XxX"

b.
"OOO"

c.
"OXO"

d.
"xox"

Private Sub btnOutput_Click(…
    Dim strExampleValue As String

    strExampleValue = "XOX" 'or the other values

    If (strExampleValue = "XXX") And (strExampleValue = "xxx") Then

        txtOutput.Text = "Choice 1"

    ElseIf (strExampleValue = "OOO") And (strExampleValue = "ooo") Then

        txtOutput.Text = "Choice 2"

    ElseIf (strExampleValue = "XOX") And (strExampleValue = "xox") Then

        txtOutput.Text = "Choice 3"

    Else

        txtOutput.Text = "Choice 4"

    End If

End Sub

a. Choice 4

b. Choice 4

c. Choice 4

d. Choice 4

9.
What is the value in txtOutput after the following code is executed executed if strExampleValue is set to:

a.
"XxX"

b.
"OOO"

c.
"OXO"

d.
"xox"

Private Sub btnOutput_Click(…
    Dim strExampleValue As String

    strExampleValue = "XOX" 'or the other values

    If (strExampleValue = "XXX") Or (strExampleValue = "xxx") Then

        txtOutput.Text = "Choice 1"

    ElseIf (strExampleValue = "OOO") Or (strExampleValue = "ooo") Then

        txtOutput.Text = "Choice 2"

    ElseIf (strExampleValue = "XOX") Or (strExampleValue = "xox") Then

        txtOutput.Text = "Choice 3"

    Else

        txtOutput.Text = "Choice 4"

    End If

End Sub
a. Choice 4

b. Choice 2

c. Choice 4

d. Choice 3

10.
What is the value in txtOutput after the following code is executed if strExampleValue is set to:

a.
"XxX"

b.
"OOO"

c.
"OXO"

d.
"xox"

Private Sub btnOutput_Click(…
    Dim strExampleValue As String

    strExampleValue = "XOX" 'or the other values

    If Not (strExampleValue = "XXX") And (strExampleValue = "xxx") Then

        txtOutput.Text = "Choice 1"

    ElseIf (strExampleValue = "OOO") And Not (strExampleValue = "ooo") Then

        txtOutput.Text = "Choice 2"

    ElseIf (strExampleValue = "XOX") And Not (strExampleValue = "xox") Then

        txtOutput.Text = "Choice 3"

    Else

        txtOutput.Text = "Choice 4"

    End If

End Sub

a. Choice 4

b. Choice 2

c. Choice 4

d. Choice 4

11.
What is the value in txtOutput after the following code is executed if intExampleValue =?

a. 10

b. 5

c. 20

d. 100

e. 200

Private Sub btnOutput_Click(…
    Dim intExampleValue As Integer

         intExampleValue = 10 'or the other values

    Select Case intExampleValue

        Case Is < 100

            txtOutput.Text = "Less Than 100"

        Case 10

            txtOutput.Text = "Equals 10"

        Case Else

            txtOutput.Text = "Other"

    End Select

End Sub

a. Less Than 100

b. Less Than 100

c. Less Than 100

d. Other

e. Other

12.
What is the value in txtOutput after the following code is executed if strExample = ?

a. President

b. PRESIDENT

c. Vice Pres

d. Vice President

Private Sub btnOutput_Click(…
    Dim strExampleValue As String

    strExampleValue = "President"

    Select Case strExampleValue

        Case "PRESIDENT"

            txtOutput.Text = "George Bush"

        Case "VICE PRESIDENT"

            txtOutput.Text = "Dick Cheney"

        Case Else

            txtOutput.Text = "Other"

    End Select

End Sub

a. Other

b. George Bush

c. Other

d. Other

13.
Write an application that accepts two grades and outputs the larger of the two grades. If both grades are the same, output the word "EQUAL". The grades should be entered in two text boxes and output in a label.

See Directory

14.
Write an application that converts English units to metric units. The application should accept a value from the user to convert and units to convert from. Each value should be stored in its own text box. When the user clicks on a button, it should output the converted value in a label.

1 inch = 2.54 centimeters

1 gallon = 3.785 liters

1 mile = 1.609 kilometers

1 pound = .4536 kilograms

Make sure that your application only accepts valid choices to convert.

For example, with the user enterers 20 in the first text box and miles in the second text box, the output in the label should be 31.18

See Directory

15.
Write an application that accepts a single-digit integer and outputs the word that represents that number. The input should be in a text box and the output should be in a label. If a number other than a single digit is entered, the program should output "Error in Input".

For example, if the digit 5 is entered, the word "Five" should be placed in the label.

See Directory

16.
Write an application that simulates a bank account for a single person. The application should initialize the bank account to a 0 balance. The balance of the bank account should be displayed in a label control. Develop the application so that it can accept deposits and withdrawals. Deposits and withdrawals should use two text boxes, one for the amount and the other to indicate whether or not it’s a deposit or a withdrawal. It should not allow withdrawals that will lower the balance below 0. If such a withdrawal is attempted, a warning message should be displayed.

See Directory

17.
Add data validation to the case study in this chapter so that the application does not process a person’s pay who has a negative value entered for hours worked.

See Directory

18.
Write a Hangman application. It should play Hangman, a game where one player picks a word and another player guesses the word by picking a letter at a time. If the letter exists in the word, then the letter is displayed in its proper place. If the letter is not found in the word, then the player is one step closer to losing. Each time a letter is not found, the next image in the sequence shown in Figure 4.51 is displayed. If the last figure is displayed, then the player has lost the game.

In order to implement this with what you know so far, you need to set some limitations. The word to guess will need to be coded directly into the application for simplicity’s sake. It should be set using constants. You also will need to limit the size of the word, let’s say 10 characters. To draw the Hangman, you will need to create a series of graphic files. As each incorrect guess is made, the next graphic file is displayed. As each correct guess is made, display it in the proper place.

The graphics should look like those shown in Figure 4.51.
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Figure 4.51

See Directory

19.
Write an application to simulate a vending machine. The vending machine should be preloaded with different types of candy and a quantity for each. Each candy needs a price and a code. The code would be a combination of a letter and number. For simplicity, just allow the letters to be an A, B, C, D, or E.

The vending machine must have a mechanism to accept money. You can use a text box and a button to accept it, but you then would need to validate that each value is a valid denomination of currency. A better way is to create a button each for a nickel, dime, quarter, and dollar. As each button is clicked, add the appropriate amount to the total. Also, create a Change Return button to return the money entered to the user.

Create a series of buttons to allow the entry of a digit from 1 to 3 and a letter from A to E so that the user can select a candy to purchase. Since each purchase is signified by a combination of a letter and a number, as the buttons are clicked, display the choice being made.

Finally, add a button to make the purchase. It should validate that you have entered enough money to make the purchase, that you have selected a valid choice for a candy, and that candy still has a quantity greater than 0. The last step is to indicate how much money is returned as change.

See Directory

