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A. Understanding How Java Programs Work 

1. How applications work 

2. Organizing an application 

3. Sending arguments to an application 

4. How applets work 

5. The required parts of an applet 

6. Sending parameters to an applet 

B. Storing and Changing Information in a Program 

1. Creating variables 

2. The different types of variables 

3. Storing values into variables 

4. Using variables in mathematical expressions 

5. Putting one variable's value into another variable 

6. Increasing and decreasing a variable's value 

C. Using Strings to Communicate 

1. Using strings to store text 

2. Displaying strings in a program 

3. Including special characters in a string 

4. Pasting two strings together 

5. Including variables in a string 

6. Some uses for strings 

7. Comparing two strings 

8. Determining the length of a string 

9. Changing a string to uppercase or lowercase 

D. Using Conditional Tests to Make Decisions 

1. Testing to see whether conditions are met 

2. Using the if statement for basic conditional tests 

3. Using other statements in conjunction with if 

4. Testing whether one value is greater than or less than another 

5. Testing whether two values are equal or unequal 

6. Using else statements as the opposite of if statements 

7. Chaining several conditional tests together 

8. Using the switch statement for complicated conditional tests 

9. Creating complicated tests with the ternary operator 

E. Repeating an Action with Loops 

1. Using the for loop 

2. Using the do loop 

3. Using the do-while loop 

4. Exiting a loop prematurely 

5. Naming a loop 

F. Storing Information with Array 

1. Creating an array 

2. The dimension of an array 

3. Giving a value to an array element 

4. Changing the information in an array 

5. Making multidimensional arrays 

G. Creating an Object in Java
1. Objects 

2. How attributes describe an object 

3. What determines how objects behave 

4. Combining objects 

5. Inheriting from other objects 

6. Creating an object 

H. Inheriting Methods from Other Classes 

1. Superclasses and subclasses 

2. An inheritance hierarchy 

3. Overriding methods 

4. Creating a subclass 

5. Positioning behavior 

I. Learning How Applets Work 

1. Setting up an applet 

2. Displaying information in an applet 

3. Stopping and starting an applet 

J. Creating a Threaded Applet 

1. Using an interface with a program 

2. Creating threads 

3. Starting and stopping threads 

4. Pausing a thread 

5. Loading a Web page from an applet program 

6. Catching errors 

7. Displaying an applet with other Web page elements 

K. Sending Parameters to Applets 

1. Sending parameters to Java applets 

2. Receiving parameters in an applet program 

3. Checking for nonexistent parameters 

4. Converting parameters from one type to another 

5. Writing a program that uses parameters 

L. Using Fonts and Color in Applets 

1. Setting a font's style and size 

2. Choosing a font 

3. Displaying colors in applets 

4. Using the color constants 

5. Setting up the background color 

6. Using RGB values to choose colors 

7. Using HSB values to choose colors 

8. Creating special text effects using colors 

M. Working with Graphics 

1. The drawing methods of the Graphics class 

2. Drawing lines 

3. Drawing rectangles, rounded rectangles, and 3-D rectangles 

4. Drawing polygons 

5. Drawing ovals 

6. Drawing with different colors 

7. Drawing filled and unfilled shapes 

N. Creating Animation 

1. Using Image objects to hold image files 

2. Putting a series of images into an array 

3. Cycling through an image array to produce animation 

4. Using the update() method to reduce flickering problems 

5. Using the drawImage() command 

6. Drawing to an off-screen workspace 

7. Why double-buffering improves animation results 

8. Establishing rules for the movement of an image 

O. Building a Simple User Interface 

1. Using user interface components such as buttons 

2. Putting components on-screen 

3. Putting components onto other components 

4. Using layout managers to organize an interface 

5. Organizing components into a grid 

6. Using labels, text fields, and other components 

7. Testing an interface 

P. Responding to User Events
1. Making your programs aware of events 

2. Setting up a component so it can cause events 

3. Components that can be ignored 

4. Where events end up in a program 

5. Storing information in the interface 

6. Using numeric variables with text fields 

Q. Writing an Application for the Web 

1. Using the init() method in an applet 

2. Using the paint() method to display things 

3. Using constants in a program 

4. Putting a button on an applet 

5. Responding to button clicks 
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