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Digital Resources for Students

Your new textbook provides 12-month access to digital resources that may include  

VideoNotes (step-by-step video tutorials on programming concepts), source code, web  

chapters, quizzes, and more. Refer to the preface in the textbook for a detailed list of  

resources.

Follow the instructions below to register for the Companion Website for John Lewis 

and William Loftus’ JavaTM Software Solutions, Ninth Edition, Global Edition.

1.   Go to www.pearsonglobaleditions.com/Lewis

2.   Select your textbook and click Companion Website.

3.    Click Register and follow the on-screen instructions to create a login name  

and password.

Use a coin to scratch off the coating and reveal your access code.  

Do not use a sharp knife or other sharp object as it may damage the code.

Use the login name and password you created during registration to start using the  

online resources that accompany your textbook. 

IMPORTANT
This prepaid subscription does not include access to Pearson MyLab Programming, 

which is available at www.myprogramminglab.com for purchase.

This access code can only be used once. This subscription is valid for 12 months upon  

activation and is not transferable. If the access code has already been revealed, it may no  

longer be valid.

For technical support, go to https://support.pearson.com/getsupport
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