How to use the keyboardInput class in projects. 

Look at the file Keyboard.Java in the folder keyboardinput on the CD that came with your text. The beginning of the file is shown below.

	/**

Java I/O Package

Created by Erik Shuttleworth

--------------------------------------------------------------------------------

This collection of classes allow for the input of chars, strings, integers,

and doubles from the command line.

--------------------------------------------------------------------------------

**/

/**Declare the package these classes are a part of:**/

package keyboardInput;

/**import the needed java packages**/

import java.io.*;

/**

Declare the Keyboard class. This class allows for the input of chars,

strings, integers, and doubles from the command line

**/

public class Keyboard

{/**begin class**/


	


 The first part of  the file is the name of a package keyboardInput.  This means you will will have to create a project called keyboardInput.  Then create a new class called Keyboard. Note that the package contains a class called Keyboard.

Close the project.  You should have a directory structure that looks like this inside the keyboardinput project folder:
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Look inside the keyboardinput folder.  You should see the following
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Replace this file with the one on your CD.  (Use My Computer and copy the file from the CD over this one).

Now compile the file.  Look inside the classes folder.  You should see the following structure:
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Look inside keyboardinput.  You should see
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Both of these folders contain important information.  Hopefully you will only have to do this once.  You should be able to use this information in other projects as we will see next.  

Create a new project.  Give it the name readkeyboard.  Now create a new class called ReadKeyboard.  Make the java file look like the following:

	package readkeyboard;

import keyboardInput.* ;

public class ReadKeyboard

{

  public static void main()

  {

    Keyboard in = new Keyboard() ;

  }// End main

}//End Class ReadKeyboard


 (this is the naming convention we will use for classes – capitalize the first letter of each word that make ups the name).  If you compile this you will probably get the follow sort of  error messages
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Go to the classes folder.  Open the subfolder called keyboardinput.  Copy the folders
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into the subfolder for readinput.  That is open the following subfolder and copy them to it.
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No try to compile (“make”) the project. It should compile without error.  Now add some code so it will do something.

	package readkeyboard;

import keyboardInput.* ;

public class ReadKeyboard

{

  public static void main(String args[])

  {

    String input ;

    Keyboard in = new Keyboard() ;  //create new keyboard

    //Declare purpose of program to user

    System.out.println("This program demonstrates how a user can input" +

                       " data from the keyboard" );

    System.out.print("Enter input ===>");  //

    input = in.readString() ;

    System.out.println(input) ;

  }// End main

}//End class ReadKeyboard


Which produces this output

	This program demonstrates how a user can input data from the keyboard

Enter input ===>Hello World

Hello World


