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Interactive Java™

Java™ was officially launched in November 1995. Since then things have
developed very rapidly. Today, most regard Java™ more as a platform than
a programming language. Java™ is currently the leading programming lan-
guage in the field of object oriented programming and is used world-wide.

The language has been influenced by several other languages. According to
James Gosling, Java™ is object oriented like Smalltalk, numerical like For-
tran, a system language like C/C++ and distributed like no other previous
language. As regards syntax, the language has most similarities with C++.

“ Open Training have really succeeded in the art of explaining the
programming language Java™ and making it comprehensible. With
Interactive Java™, learning times are reduced dramatically whilst
maintaining the level of knowledge.”

Mikael Westerlind, Regional Manager at Meridium

Ten hours of theory and exercises for beginners and
pros.

Interactive Java™ gives you a comprehensive run-through of the program-
ming language Java™. The author, Hans-Erik Eriksson has written both
books (“Programutveckling med Java™, Studentlitteratur 97) and instruc-
tor-led courses on the subject.

Interactive Java™ teaches you the basics of the programming language
as well as more advanced areas such as Streams, Threads and JDBC.
After completing the course, you will have a command of the language
and its most important features. You will, for example, be able to write
applications and applets.

The sections of the course that deal with the basics provide you with a
platform on which to stand when you start working with the more ad-
vanced sections. The course is geared towards both beginners and ex-
perienced programmers.

™ Java is a registered trademark of Sun Microsystems Inc.
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Ten sections to be taken in any order

Test and syllabus

You test your knowledge and we will provide you with a personal syllabus. The syllabus
will help you decide the order in which to do the sections. If you already know a lot
about Java™ and just want a refresher course, then this section is invaluable. It will
help you to identify and fill in any gaps in your knowledge.

The exam
When you have passed the exam, you will receive a personal diploma and a grade.
The grade also includes the number of stars that you have collected during the course.

Introduction to Java™

In this section, you will be given an introduction to the course, a brief history, a descrip-
tion of the development environment and explanations of basic concepts. The section
also includes directions regarding how to navigate through the course.

Basic elements of Java™

The basic elements in Java™ are described in this section. You will, for example, learn
what a variable is and how it is used, which operators are available and how to manage
control structure.

Object orientation and Java™
Classes are basic elements of Java™ and other object-oriented languages. You will
learn how to create your own classes, variables and methods in this section.

User interface and Java™
This section deals with creating graphic user interfaces using
JFC/Swing. Event management is also described, as are compo- r ; — \
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JDBC, Servlets and JSP

You will learn how to send and retrieve data using Java™ in this section. It also de-
scribes what JDBC is and why it is so good, as well as what a servlet looks like and
what it can be used for.

Game — Squash dem bugs

The challenge here is to answer a number of questions and collect as many points as
possible by carrying out specific tasks. The more correct answers you get, the more
time you get to play the game.

™ Java is a registered trademark of Sun Microsystems Inc.
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