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FIGURE 1.1
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FIGURE 1.2 Running a Program
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FIGURE 1.2 Compiling and Running a Java Program
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LISTING 1.1 A Sample Java Program

import java.util.Scanner; =« —— — £ Scanngr‘ clase ﬁ*?m the
package (lbrary) java.util

public class FirstProgram <— L

{
public static void main(String[] args)
{
System.out.printin("Hello out there."); < Sendsoutputtoscreen
System.out.printin("I will add two numbers for you.");
System.out.println("Enter two whole numbers on a line:™);

. Saya that nl and n2 are variables
int nl, n2; —-——
' ' that hold Integers (whole numbers)

-« ———— Readles the program
Scanner keyboard = new Scanner(System.in); for keyboard Input

nl = keyboard.nextInt(); =_

Kead whal be
n2 = keyboard.nextInt(); -

from the keyboard

System.out.println("The sum of those two numbers is");
System.out.println(nl + n2);

Sample Screen Output

Hello out there.
I will add two numbers for you.
Enter two whole numbers on a line:

12 30
The sum of those two numbers is
42
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FIGURE 1.4 An Inheritance Hierarchy
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FIGURE 1.5 The Documentation for the Class Scanner
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LISTING 1.2 Drawing a Happy Face

import javax.swing.JApplet;
import java.awt.Graphics;
public class HappyFace extends JApplet

{
public void paint(Graphics canvas)
{
canvas.drawOval (100, 50, 200, 200);
canvas.filloval (155, 100, 10, 20);
canvas.fillOoval (230, 100, 10, 20);
canvas.drawArc(150, 160, 100, 50, 180, 180);
}
}

Applet Output

- Applet Viewer: HappyFace.class|_ [C1[X|
Applet

Applet started
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FIGURE 1.6 Screen Coordinate System

(0,0)

p Positive x direction

S0 pixels

Y
®

-
—

A

o —— e — —

100 pixels 00, 50)

Positive y direction

JAVA: An Introduction to Problem Solving & Programming, 7t Ed. By Walter Savitch
ISBN 0133862119 © 2015 Pearson Education, Inc., Upper Saddle River, NJ. All Rights Reserved



FIGURE 1.7 The Oval Drawn by canvas.drawOval(100,
50, 90, 50)
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FIGURE 1.8 Specifying an Arc

(a)

(b)

canvas.drawArc(x, y, width, height, 0, 90);
(X, ¥)—_

g

-
Sweep through 90 dcgrf:ﬂﬁ\
Height
Start at
0 degrees
- Width -

canvas.drawArc(x, y, width, height, 0, -90);

Start at
0 degrees

Sweep through -90 degrees /

il—"

JAVA: An Introduction to Problem Solving & Programming, 71 Ed. By Walter Savitch
ISBN 0133862119 © 2015 Pearson Education, Inc., Upper Saddle River, NJ. All Rights Reserved



(c) canvas.drawArc(x, y, width, height, 0, 360);

—\ Start at
C’ , 0 degrees
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(d) canvas.drawArc(x, y, width, height, 180, 180);
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