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Parr I: The Java Student Survival Guide

1 AN Approach To The Art Of ProgrAMMING

InTroducrion
The Difficulties You Will Excounter Learning Java
Reouired Skills

The Planers Will Come Into Alignmenr.

How This Chaprer Will Help You
Project MANAGEMENT
Three Sofware Development Roles
Analyst

Archirecr.
ProGrRAMMER

A ProjecrApproach Smaregy

You Have Been Handed A Project — Now Whar?

Siraregy Areas of Concern

Think Abstractly.

The StrareGy In A Nurshell
Applicability To The Real World
The Art of ProGgrAMMING
Don'r Starr Ar The Compurer
Inspiration Strikes Ar The Weirdest Time
Oun Your Own Compurer

You Either Have Time and No Money, or Money and No Time

The Family Compurer Is Nor Going To Cur It!

SvovovvovwwewPd s xaxarxax I VMGARARNND

Ser The Mood 1
Locarion, Location, Location 10
Concepr Of The Flow 10
The Smges of Flow 10
Be Extreme n
The Programming Cycle n
The Programming Cycle Summarized 2
A Helpful Trick: Stubbing 12
Fix The First Compiler Error First 2
Managing Project Complexity 12
Conceprual Complexity 2
Managing Conceprual Complexity z
Physical Complexity 173
The Relationship Between Physical and Conceprual Complexity 4
Managing Physical Complexity 4
Maximize Cokhesion — Minimize Coupling 1
Java Source File StrucTure 14
SampleClass In Acrion 1
General Rules For Creating Java Source Files 16
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Summary 22
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Main Application Execution Siage 29
Avromaring The Java Project Creation Process 0
InNTeGraTEd Development ENVIRONMENTS 30
TextPad™ — J2SDK Combination 30
Sun’s NerBeans 70
Borland® JBuilder® 70
Eclipse® 70
CreaTing Java Projects Using MicrosoFr® Windows® 2000/XP 31
Sun’s Java 2 Standard Edition Sofrware Development Kir (J2SDK) 31

Siep I: Download and Install the J2SDK 31

Sieps 2 & 3: Seming Microsofr Windows Environment Variables 7l

Another Helpful Hint: Display Files Suffixes And Full Path Naves %6

Sieps 4 & 5: Select A Texr Editor And Create The Source Files 36

Siep 6: Compiling The Source Files 38

Siep 7: Execuring The Main Application Class 38

Borland’s JBuilder 39
Sieps To Crearing Java Projecrs In JBuilder 39

Quick Review 45
Creating Java Projects Using Linox 45
A Brief Note On The Many Flavors Of Linux 46
Obnining and Installing Sun’s J2SDK For Linux 46

Selecring Av Installation Location 47

Serting The PATH Environmient Variable (bash shell) 48
Serting The CLASSPATH Environment Variable (bash) 49
Creating, Compiling, And Running Java ProGrams 49
Creating Java Source Files 49
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The Project-Approach Strategy Summarized 60
Development Cycle 61
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Problem Domain Smraregy Area 64
Language Features StrateGy Area 66
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Development Cycle First hreration 69
Plan (Firsr Irerarion) 69
Code (First heration) 70
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Interate/Test (First heration) 70
Development Cycle Second heration 70
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Interate/Test (Second heration) 72
Development Cycle Third Ireration 72
Plan (Third heration) 72
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Tesr (Third heration) 75
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Development Cycle Fourth hreration 7%
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Implementing Stare Transition Diagrams. 76
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Code (Fourtl heration) 77
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