1. Classes vs. Objects
2. properties

3. behaviors 

4. { }

5. expression

6. public class ClassName {         vs.        public  ClassName( )

7. public

8. int, double

9. properties - variables

10. String

11. new - instantiation
12. Unix

13. cd

14. ls

15. javac

16. .java

17. .class

18. public static void main( String args [ ] ) {

19. public class ClassName extends Applet {
20. .   







   .    
21. import  - import javax.swing.*;
22. methods

23. public double methodName( int A, double B ) {

24. void

25. method definition
26. method call:   double x = object.methodName( 2, 5.0 );
27. behaviors - methods

28. constructor
29. parameter

30. argument

31. return type

32. name vs. declaration

33. access modifier - public instance variables

34. access modifier - private instance variables

35. accessor

36. mutator

37. public methods

38. private methods

39. overload   new JFrame();      new JFrame(“title”);
40. Composition



JFrame myWindow = new JFrame( );


private Random predictor;




predictor = new Random( );
41. Association




public void setNewLeader (  Fish   _myFish ) {

42. Dependency




public static void main( String args [ ] ) {





new Viewer( );




}

43. UML - properties, methods, relationships
44. boolean
45. “state”

46. interface
47. implementation

48. supertype

49. subtype
50. interface polymorphism

private IGeometry calc;  // supertype  - declared type
userInput = JOptionPane.showInputDialog("1-sphere  2-cube  3-pyramid  4-Quit");

x = Integer.parseInt( userInput );

if (x == 1) {

  calc = new Sphere();

// subtype - actual type
  }

else if (x == 2)  {

  calc = new Cube();

// subtype

  }

else if (x == 3) {

  calc = new Pyramid();
// subtype
  }

else {

 System.exit(0);

}
"A subtype may be substituted for a supertype anywhere".
51. Realization

52. extends

53. inheritance

54. Generalization

55. overriding
56. access modifier - domain

57. private methods
58. =

59. = =  boolean expression - evaluation




if ( c = = 4 )  is this statement true or false?

60. >    >=

61. <    <=

62. !=

63. if   -   flow of control
64. else

65. else if

66. for
 ( x=100;  x>0; x=x-1)
67. while

68. do… while

69. nested loops

70. JOptionPane.showInputDialog

71. JOptionPane.showConfirmDialog

72. JOptionPane.showMessageDialog
73. Integer.parseInt( string );

74. Double.parseDouble( string );

75. JFrame

76. JButton

77. Color

78. JColorChooser.showDialog

79. ( 0, 0 )

80. paint ( Graphics g )

81. g.fillRect( x, y, w, h );

82. Timer

83. ActionListener

84. public actionPerformed( ActionEvent a )
85. a.getSource( );

86. MouseListener 
87. try

88. catch( Exception e )
89. System.out.println( e.getMessage( ) ); // what user typed

90. System.out.println( e.toString( ) ); // error message

91. e.printStackTrace( );

92. Math.


.pow( x, y )
      
93. System


.exit( 0 )   .out.println( )
94. String x;


x.equals( “compareItToThis” );   x.toLowerCase( );


if (x.equals(“this” ) || x.equals(“that”))
95. Array

96. [ ] [ ] - multidimensional Arrays - nested loops
97. databases - fields / records / tables

98. ArrayList - objects on an ArrayList

99. .add

100. .get - casting   

101. < generics > - limiting an ArrayList to one type

102. Collections.sort ( ArrayList )
103. Composite
104. Model-View-Controller

105. Strategy

106. Holder
