Handout:  terms & concepts and program walkthrough

1) Terms & Concepts

These are some of the terms and concepts you should know or learn.  Some will be obvious, others will be confusing for a while.  The more you can learn and identify, the easier  programming will be...especially when Mr. Meinzen talks about them.

variable





assignment
method





void
object






Type of variable (int, double, String, Class)
primitive





application versus applet

dot notation (qualified name)


public versus private
comment (single line & multi-line)


scope
variable declaration




literal
boolean





object instantiation
Constructor method 
declaration


Constructor call
method declaration




method call

header of method



method return Type




body of method



method return variable

parameter(s) of method



2) Program Walkthrough  (based upon printout of PetRockApplet.java)
After Mr. Meinzen demonstrates the program walkthrough, answer the following questions:

1. Which line does the computer start on after hitting the “Hammer3” button?

2. Name all the methods in the class.
3. Name all the variables and their Types.

4. What is the difference between starting with a capital letter and lower-case letter (i.e. when should you start with a capital letter and when should you start with a lower case letter?)
5. What is the difference between a Class and an object?

6. Which line(s) have the following:


a. a declaration for a Button


b. an instantiation for a Button


c. puts a Button on the screen


d. listens for clicks on a Button


e. find 3 lines that have a literal being assigned to a variable

f. find a line where a variable is declared inside a method

g. which two lines have a matching method return type and return variable


h. which lines have a matching method declaration and method call 

i. find a line that uses a qualified name
