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PREFACE

Java Programming, Fifth Edition provides the beginning programmer with a guide to developing applica-
tions using the Java programming language. Java is popular among professional programmers because it
can be used to build visually interesting graphical user interface (GUT) and Web-based applications. Java
also provides an excellent environment for the beginning programmer—a student quickly can build use-
ful programs while learning the basics of structured and object-oriented programming techniques.

This textbook assumes that you have little or no programming experience. This book provides a solid
background in good object-oriented programming techniques and introduces object-oriented terminology
using clear, familiar language. The writing is nontechnical and emphasizes good programming practices.
The examples are business examples; they do not assume a mathematical background beyond high-school
business math. In addition, the examples illustrate only one or two major points; they do not contain so
many features that you become lost following irrelevant and extraneous details. The explanations in this
textbook are written clearly in straightforward sentences so that native and non-native English speakers
alike can master the programming concepts. Complete, working code examples appear frequently in each
chapter; these examples help the student make the transition from the theoretical to the practical. The
code presented in each chapter is also provided on disk, so that students can easily run the programs and
experiment with changes to them.

ORGANIZATION AND COVERAGE

Java Programming, Fifth Edition presents Java programming concepts, enforcing good style, logical
thinking, and the object-oriented paradigm. Objects are covered right from the beginning, earlier than in
many other textbooks. You create your first Java program in Chapter 1. Chapters 2, 3, and 4 increase your
understanding of how data, classes, objects, and methods interact in an object-oriented environment.

Chapters 5 and 6 explore input and repetition structures, which are the backbone of programming logic
and essential to creating useful programs in any language. You learn the special considerations of string
and array manipulation in Chapters 7 and 8.

Chapters 9, 10, and 11 thoroughly cover inheritance (the object-oriented concept that allows you

to develop new objects quickly by adapting the features of existing ones) and exception handling
(the object-oriented approach to handling errors). Both are important concepts in object-oriented
design. Chapter 12 provides information on handling files so you can permanently store and retrieve
program output. Chapter 13 introduces Swing components.

In every chapter, Java Programming, Fifth Edition follows the text explanation with a “You Do It” section
that contains step-by-step exercises to illustrate the concepts just learned, reinforcing the student’s under-
standing and allowing concepts to be better retained. Creating the programs in the step-by-step examples
also provides students with a successful experience in the language; finishing the examples provides them
with models for their own creations.
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PREFACE

The student using Java Programming, Fifth Edition builds applications from the bottom up, rather than
starting with existing objects. This facilitates a deeper understanding of the concepts used in object-
oriented programming, and engenders appreciation for the existing objects students use as their knowl-
edge of the language advances. When students complete this book, they will know how to modify and
create simple Java programs and will have the tools to create more complex examples. They also will
have a fundamental knowledge of object-oriented programming, which will serve them well in advanced
Java courses or in studying other object-oriented languages such as C++, C#, and Visual Basic.

FEATURES

Java Programming, Fifth Edition is a superior textbook because it also includes the following features:

» Objectives: Each chapter begins with a list of objectives so you know the topics that will be present-
ed in the chapter. In addition to providing a quick reference to topics covered, this feature provides a
useful study aid.

Notes: These highlighted tips provide additional information—for example, an alternative method
of performing a procedure, another term for a concept, background information on a technique, or a
common error to avoid.
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Figures: Each chapter contains many figures. Code figures are most frequently 25 lines or less, illus-
trating one concept at a time. Frequently placed screen shots show exactly how program output
appears.

» Callouts in more figures: Callouts have been added to many figures to help students focus on the
points emphasized in the text. Some icons contain the words “Don’t Do It” to emphasize when an
example illustrates a practice not to emulate.

» Color: The code figures in each chapter contain all Java keywords in brown. This helps students

identify keywords more easily, distinguishing them from programmer-selected names.

Files: The Student Disk holds more than 180 files that contain the code presented in the figures in

each chapter. Students can run the code for themselves, view the output, and make changes to the
code to observe the effects.

¥

-

» Two Truths and a Lie: A new quiz reviews each chapter section, with answers provided. This quiz
contains three statements from the preceding section of text—two statements are true and one is
false. Over the years, students have requested answers to problems, but we have hesitated to distrib-
ute them in case instructors want to use problems as assignments or test questions. These true-false
mini-quizzes provide students with immediate feedback as they read, without “giving away”
answers to the existing multiple-choice and programming problem questions.

You Do It: In each chapter, step-by-step exercises help the student create multiple working pro-
grams that emphasize the logic a programmer uses in choosing statements to include. This section
provides a means for students to achieve success on their own—even those in online or distance
learning classes.

)

b

» Don’t Do It: This section at the end of each chapter summarizes common mistakes and pitfalls that
plague new programmers while learning the current topic.
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PREFACE

» Key Terms: Each chapter includes a list of newly introduced vocabulary, shown in the order of appear-
ance in the text. The list of key terms provides a mini-review of the major concepts in the chapter.

» Summaries: Following each chapter is a summary that recaps the programming concepts and tech-
niques covered in the chapter. This feature helps students check their understanding of the main
points in each chapter.

» Review Questions: Each chapter includes 20 multiple-choice questions that serve as a review of
chapter topics.

» Exercises: Each chapter concludes with meaningful programming exercises that provide additional
practice of the skills and concepts learned in the chapter. These exercises vary in difficulty and are
designed to allow exploration of logical programming concepts.

» Game Zone: Each chapter provides one or more exercises in which the student creates interactive
games using the programming techniques learned up to that point; 70 game programs are suggested
in the book. The games are fun to create and play; writing them motivates students to master the
necessary programming techniques. Students might exchange completed game programs with each
other, suggesting improvements and discovering alternate ways to accomplish tasks.

» Tough Questions: Each chapter includes two or more fairly difficult, and often open-ended, questions NEW!
that are typical of what an applicant might encounter in a technical job interview. Some questions involve
coding; others might involve research.

» Up for Discussion: Each chapter concludes with a few thought-provoking questions concerning
programming in general or Java in particular. The questions can be used to start classroom or online
discussions, or to develop and encourage research, writing, and language skills.

» Glossary: This edition includes a glossary that contains definitions for all key terms in the book, NEW!
presented in alphabetical order.

» Appendix on javadoc: This edition includes a new appendix on creating javadoc comments. NEW!
» Other pedagogical improvements: This edition introduces the following pedagogical improvements: NEW!
» The Scanner class is introduced in Chapter 2 to facilitate user keyboard entry in programs.
% Programming examples provide earlier and more consistent use of named constants,
» Clearer distinction between troublesome concepts is provided—for example, argument vs. parameter
and static vs. nonstatic.
» The string chapter focuses on StringBuilder instead of stringBuffer because StringBuilder
is more efficient. However, it is emphasized that the two classes are used in exactly the same way.
» The GUI chapters have been completely rewritten and moved later in the book, which makes it
easier for instructors who want to cover the concepts of inheritance and polymorphism first. Similarly,
applet coverage has been removed from the GUI chapters, which makes it easier for instructors who
want to cover GUI topics first.

» Applets have been moved to the last chapter in the book, reflecting their diminished popularity as
a business tool.

» Quality: Every program example in the book, as well as every exercise and game solution, was
tested by the author and then tested again by a Quality Assurance team using Java Standard
Edition (SE) 6, the most recent version available. (The external version number used by Sun
Microsystems is 6.0; the internal version number is 1.6.0. For more information on the features
of the JDK, visit http;//java.sun.com.)
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PREFACE

» CD-ROM included with book: The CD that comes with this book includes the following items:
» Sun Microsystems Java SE 6, the Java language, compiler, and runtime environment
» The jGRASP integrated development environment for Java
» Code files for all Java program examples contained in the text

TEACHING TOOLS

The following supplemental materials are available when this book is used in a classroom setting. All of
the teaching tools available with this book are provided to the instructor on a single CD.

» Electronic Instructor’s Manual: The Instructor’s Manual that accompanies this textbook includes
additional instructional material to assist in class preparation, including items such as Sample Syllab,
Chapter Outlines, Technical Notes, Lecture Notes, Quick Quizzes, Teaching Tips, Discussion Topics,
and Key Terms.

ExamView®: This textbook is accompanied by ExamView, a powerful testing software package
that allows instructors to create and administer printed, computer (LAN-based), and Internet-
based exams. ExamView includes hundreds of questions that correspond to the topics covered in
this text, enabling students to generate detailed study guides that include page references for further
review. The computer-based and Internet testing components allow students to take exams at their
computers, and they save the instructor time by grading each exam automatically.

PowerPoint Presentations: This book comes with Microsoft PowerPoint slides for each chapter.
These are included as a teaching aid for classroom presentation, to make available to students on the
network for chapter review, or to be printed for classroom distribution. Instructors can add their
own slides for additional topics they introduce to the class.

Solution Files: Solutions to “You Do It” exercises and all end-of-chapter exercises are provided

on the Instructor Resources CD and on the Course Technology Web site at www.course.com. The
solutions are password protected.
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Annotated solutions are provided for the multiple-choice Review Questions. For example, if students
are likely to debate answer choices, or not understand the choice deemed to be the correct one,
a rationale is provided.

Distance Learning: Course Technology is proud to present online test banks in WebCT and
Blackboard to provide the most complete and dynamic learning experience possible. Instructors
are encouraged to make the most of the course, both online and offline. For more information on
how to access the online test bank, contact your local Course Technology sales representative.
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READ THIS BEFORE
YOU BEGIN

The following information will help you as you prepare to use this textbook.

TO THE USER OF THE DATA FILES

To complete the steps and projects in this book, you need data files that have been created specifically for this
book. Your instructor will provide the data files to you. You also can obtain the files electronically from the
Course Technology Web site by connecting to www.course.com and then searching for this book title. Note
that you can use a computer in your school lab or your own computer to complete the exercises in this book.

USING YOUR OWN COMPUTER

To use your own computer to complete the steps and exercises, you need the following:

» Software: Java SE 6, available from http;//java.sun.com. (Although almost all of the examples in this
book will work with earlier versions of Java, this book was created using Java 6.) The book clearly
points out the few cases when an example does not work with earlier versions of Java. You also need
a text editor, such as Notepad. A few exercises ask you to use a browser, such as Internet Explorer.

» Hardware: To install Java on your computer, the Java Web site suggests at least a Pentium ITT
500-MHz system with 512 MB of memory and at least 850 MB of disk space. A Pentium IV 14-GHz
system with 1 GB of memory and 1 GB of disk space is recommended.

» Data Files: You cannot complete all the chapters and projects in this book using your own computer
unless you have the data files. You can get the data files from your instructor, or you can obtain the
data files electronically from the Course Technology Web site by connecting to www.course.com and
then searching for this book title.

The following material is provided on the CD that comes with this book:

» Sun Microsystems Java SE 6, the Java language, compiler, and runtime environment

» Sun Microsystems Java Application Programming Interface (API) Specification, official documenta-
tion for the Java programming language

» The jGRASP integrated development environment for Java
» Code files for all Java program examples contained in the text

VISIT OUR WORLD WIDE WEB SITE

Additional materials designed especially for this book might be available for your course. Periodically
search www.course.com for more details and updates.
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