Java After Hours 10 Projects Youll Never Do At Work

As one of the most popular software languages for building Web applications, Java is
often the first programming language developers learn.Completely revised and packed
with updates for new versions of Java, the Java Programming 24-Hour Trainer, Second
Edition self-paced book + video package provides everything beginners need to get
started programming Java with no prior programming experience needed. As with the
first edition, Java Programming 24-Hour Trainer features easy-to-follow lessons,
reinforced by step-by-step instructions, screencasts, and supplemental exercises, all of
which allow readers of all learning styles to master Java programming quickly and
painlessly. The more than 10 hours of popular Java programming screencasts from the
first edition are completely updated and revised to be more watchable than ever. This
edition includes updates for Java SE 8 and Java EE 7 but continues to be useful
whatever recent version of Java you choose to learn with. Lessons include: Object-
Oriented Programming with Java Class Methods and Constructors Java Syntax: Bits
and Pieces Packages, Interfaces, and Encapsulation Programming with Abstract
Classes and Interfaces Error handling GUI Basics with Swing Event Handling in Swing
GUI GUI Basics with JavaFX - NEW! Developing a game with JavaFX - NEW!
Collections Generics Lambda Expressions - NEW! Working with Streams Java
Serialization Network Programming Basics Streaming API - NEW! Introduction to Multi-
Threading More on Concurrency Working with Databases Using JDBC Rendering
Table Data to GUI Annotations and Reflection Remote Method Invocation Java EE 7
Overview - NEW! Programming with Servlets JavaServer Pages Web Applications with
WebSockets - NEW! Java Messaging Service Java Naming and Directory Interface
Enterprise JavaBeans Java Persistence APl RESTful Web Services With JAX-RS
Introduction to Spring MVC Framework Introduction to Spring Security - NEW! Build
Automation with Gradle - NEW! Java Technical Interviews strong style="color:
Offers an updated tutorial for beginners explaining how to use Java to create desktop
and Web programs, applications, and web services, including setting up the
programming environment, building user interfaces, and writing Android apps.
"This book presents research on the most recent technological developments in all
fields of knowledge or disciplines of computer games development, including planning,
design, development, marketing, business management, users and
behavior"--Provided by publisher.
The projects in this book abide by two concepits first, to help engineer the best software
product that follows all phases of Software Development Life Cycle, including analysis,
software design, testing and implementation, and second, to efficiently use the features,
tools and technologies provided by the platform for the project.Beginning with simple
projects, using Servlets and JSPs, to industry-level enterprise applications
implementing Enterprise JavaBeans and frameworks, like Struts this book provides a
clear picture to its readers about how various components are created and configured
with the implementation of J2EE based architecture, along with the module design and
full code details of every single component created and used. All this as the book zips
through the material and does not blather on or repeat points made earlier. No doubt,
every aspect is worth the price of the entire book.
In just 24 sessions of one hour or less, learn how to build powerful apps for the world’s
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most popular mobile platform: Android. Using this book’s straightforward, step-by-step
approach, you’'ll build complete Android 5 apps from the ground up with Android
Studio. As you do, you’ll master key skills for designing, developing, and publishing
meaningful apps of your own. Extensively updated for Android 5’'s newest capabilities,
every lesson builds on what you've already learned, giving you a rock-solid foundation
for real-world success! Highlights of this new Fourth Edition include Extensive new
coverage: Android 5 (Lollipop), Android Studio, and Material Design; plus Android M
early preview A laser focus on modern Android essentials, including activities, intents,
resources, and background processing New Android 5 features for Android TV and
Android Wear Complete Android Studio projects in nearly every chapter Learn how to...
Use the powerful new Android Studio development environment Build layouts that
automatically display properly on any device Craft more dynamic, intuitive apps with
Google’s new material design language Display the right information at the right time
with ListViews and adapters Make apps more responsive with background processes
Add sophisticated navigation with action toolbars and slide-out menus Integrate images
and media into your apps Save data for your app and create public files that can be
used by anyone Access the cloud to download and parse JSON data Use SQLite and
content providers to create responsive, data-driven apps Create, update, and cancel
notifications Start developing Android Wearable and TV apps Use Google Play
Services to add location, mapping, and more Package and publish apps to Google Play
and other markets
"Now, in just 24 lessons of one hour or less, you can learn how to leverage MongoDB's
immense power. Each short, easy lesson builds on all that's come before, teaching
NoSQL concepts and MongoDB techniques from the ground up."--
Learn how to build scalable, resilient, and effective applications in Java that suit your
software requirements. Key Features Explore advanced technologies that Java 11
delivers such as web programming and parallel computing Discover modern
programming paradigms such as microservices, cloud computing and enterprise
structures Build highly responsive applications with this practical introduction to
Reactive programming Book Description Java is one of the most commonly used
software languages by programmers and developers. In this book, you'll learn the new
features of Java 11 quickly and experience a simple and powerful approach to software
development. You'll see how to use the Java runtime tools, understand the Java
environment, and create a simple namesorting Java application. Further on, you'll learn
about advanced technologies that Java delivers, such as web programming and parallel
computing, and will develop a mastermind game. Moving on, we provide more simple
examples, to build a foundation before diving into some complex data structure
problems that will solidify your Java 11 skills. With a special focus on the features of
new projects: Project Valhalla, Project Panama, Project Amber, and Project Loom, this
book will help you get employed as a top-notch Java developer. By the end of the book,
you'll have a firm foundation to continue your journey toward becoming a professional
Java developer. What you will learn Compile, package, and run a program using a build
management tool Get to know the principles of test-driven development Separate the
wiring of multiple modules from application logic Use Java annotations for configuration
Master the scripting API built into the Java language Understand static versus dynamic
implementation of code Who this book is for This book is for anyone who wants to learn
Page 2/12



the Java programming language. No programming experience required. If you have
prior experience, it will help you through the book more easily.

Provides instructions for ten projects using Java, including developing image
tools, constructing a chat room, creating an Internet intercom, and developing a
weather forecaster.

Foreword 2005 marks t he 10th birthday of Java technology. Starting out as just a
programming language, Java technology has exploded into a ubiquitous
technology platform that today touches the lives of people everywhere. The 10th
birthday celebration book tells the story of how Java technology came to
influence technologists, then businesses, then consumers, and now has become
the predominate software on the planet. In the early 1990s, a small group of us
from Sun Microsystems were given the opportunity to spend all of our time
thinking of what "the next big thing in technology" would be. What we created
was a hardware-independent software platform unlike any other. We thought it
was pretty cool, and so did our developer friends. But at that time, | don't think
that any of us really had any idea of what we had done, not to mention how it
would change the world. | certainly know I didn't. Of course, it wouldn't have
happened if it wasn't for the Java developer community. Developers are the ones
who made the technology a success over the years. Their ingenuity, creativity,
and millions of hours of contributed help has made the platform what it is today.
We're lucky to have millions of developers constantly driving it forward into the
future. Every day | hear about new and cool uses for Java technology. I'm
gratified, and still constantly amazed. James Gosling "Father of Java" ©
Copyright Pearson Education. All rights reserved.

??The ten-volume set LNCS 12949 — 12958 constitutes the proceedings of the
21st International Conference on Computational Science and Its Applications,
ICCSA 2021, which was held in Cagliari, Italy, during September 13 — 16, 2021.
The event was organized in a hybrid mode due to the Covid-19 pandemic.The
466 full and 18 short papers presented in these books were carefully reviewed
and selected from 1588 submissions. Part VIl of the set includes the proceedings
of the following workshops: ??International Workshop on Geomatics for Resource
Monitoring and Management (GRMM 2021); International Workshop on
Geomatics in Agriculture and Forestry: new advances and perspectives (Geo-for-
Agr 2021); 12th International Symposium on Software Quality (SQ 2021);10th
International Workshop on Collective, Massive and Evolutionary Systems
(IWCES 2021); International Workshop on Land Use monitoring for Sustainability
(LUMS 2021); International Workshop on Machine Learning for Space and Earth
Observation Data (MALSEOD 2021); International Workshop on Building multi-
dimensional models for assessing complex environmental systems (MES 2021);
International Workshop on Ecosystem Services: nature's contribution to people in
practice. Assessment frameworks, models, mapping, andimplications (NC2P
2021).

Product verifiable, defensible, and achievable software estimates Based on data
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collected by the International Software Benchmarking Standards Group (ISBSG),
Practical Software Project Estimation explains how to accurately forecast the
size, cost, and schedule of software projects. Get expert advice on generating
accurate estimates, minimizing risks, and planning and managing projects.
Valuable appendixes provide estimation equations, delivery rate tables, and the
ISBSG Repository demographics. Verify project objectives and requirements
Determine, validate, and refine software functional size Produce indicative
estimates using regression equations Predict effect and duration through
comparison and analogy Build estimation frameworks Perform benchmarks using
the ISBSG Repository Compare IFPUG, COSMIC, and FiISMA sizing methods
Peter Hill is the chief executive officer and a director of the ISBSG. He has been
in the information services industry for more than 40 years and has compiled and
edited five books for the ISBSG.

Sams Teach Yourself Java in 24 Hours, Seventh Edition Covers Java 8 and
Android Development In just 24 lessons of one hour or less, you can learn the
fundamentals of Java programming. In this book's straightforward, step-by-step
approach, each lesson builds on everything that's come before, helping readers
learn Java's core features and techniques from the ground up. Friendly,
accessible, and conversational, this book offers a practical grounding in the
language, without ever becoming overwhelming or intimidating. Full-color figures
and clear instructions visually show you how to program with Java. Popular
author Rogers Cadenhead helps you master the skills and technology you need
to create desktop and web programs, web services, and even an Android app in
Java. Learn how to... Set up your Java programming environment Write your first
working program in just minutes Control program decisions and behavior Store
and work with information Build straightforward user interfaces Create interactive
web programs Use threading to build more responsive programs Read and write
files and XML data Master best practices for object-oriented programming Create
flexible, interoperable web services with JAX-WS Use Java to create an Android
app Expand your skills with closures, the powerful new capability introduced in
Java 8 Contents at a Glance PART I Getting Started 1 Becoming a Programmer
2 Writing Your First Program 3 Vacationing in Java 4 Understanding How Java
Programs Work PART II: Learning the Basics of Programming 5 Storing and
Changing Information in a Program 6 Using Strings to Communicate 7 Using
Conditional Tests to Make Decisions 8 Repeating an Action with Loops PART llII:
Working with Information in New Ways 9 Storing Information with Arrays 10
Creating Your First Object 11 Describing What Your Object Is Like 12 Making the
Most of Existing Objects PART IV: Programming a Graphical User Interface 13
Building a Simple User Interface 14 Laying Out a User Interface 15 Responding
to User Input 16 Building a Complex User Interface PART V: Moving into
Advanced Topics 17 Storing Objects in Data Structures 18 Handling Errors in a
Program 19 Creating a Threaded Program 20 Using Inner Classes and Closures
21 Reading and Writing Files 22 Creating Web Services with JAX-WS 23
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Creating Java2D Graphics 24 Writing Android Apps Appendixes A Using the
NetBeans Integrated Development Environment B Where to Go from Here: Java
Resources C This Book’s Website D Setting Up an Android Development
Environment

NoSQL database usage is growing at a stunning 50% per year, as organizations
discover NoSQL's potential to address even the most challenging Big Data and
real-time database problems. Every NoSQL database is different, but one is the
most popular by far: MongoDB. Now, in just 24 lessons of one hour or less, you
can learn how to leverage MongoDB's immense power. Each short, easy lesson
builds on all that's come before, teaching NoSQL concepts and MongoDB
techniques from the ground up. Sams Teach Yourself NoSQL with MongoDB in
24 Hours covers all this, and much more: Learning how NoSQL is different, when
to use it, and when to use traditional RDBMSes instead Designing and
implementing MongoDB databases of diverse types and sizes Storing and
interacting with data via Java, PHP, Python, and Node.js/Mongoose Choosing
the right NoSQL distribution model for your application Installing and configuring
MongoDB Designing MongoDB data models, including collections, indexes, and
GridFS Balancing consistency, performance, and durability Leveraging the
immense power of Map-Reduce Administering, monitoring, securing, backing up,
and repairing MongoDB databases Mastering advanced techniques such as
sharding and replication Optimizing performance

Computer programming with Java is easier than it looks. In just 24 lessons of one
hour or less, you can learn to write computer programs in Java. Using a
straightforward, step-by-step approach, popular author Rogers Cadenhead helps
you master the skills and technology you need to create desktop and web
programs, web services, an Android app, and even Minecraft mods in Java. Each
lesson builds on what you’ve already learned, giving you a rock-solid foundation
for real-world success. Full-color figures and clear step-by-step instructions
visually show you how to program with Java. Quizzes and Exercises at the end of
each chapter help you test your knowledge. Notes, Tips, and Cautions provide
related information, advice, and warnings. Learn how to... « Set up your Java
programming environment ¢ Write your first working program in just minutes ¢
Control program decisions and behavior ¢ Store and work with information

Build straightforward user interfaces ¢ Create interactive web programs ¢ Use
threading to build more responsive programs « Read and write files and XML
data « Master best practices for object-oriented programming ¢ Use Java 9's

new HTTP client « Use Java to create an Android app ¢ Expand your skills with
closures ¢ Create Minecraft mods with Java Contents at a Glance Part | Getting
Started 1 Becoming a Programmer 2 Writing Your First Program 3 Vacationing in
Java 4 Understanding How Java Programs Work Part Il Learning the Basics of
Programming 5 Storing and Changing Information in a Program 6 Using Strings
to Communicate 7 Using Conditional Tests to Make Decisions 8 Repeating an

Action with Loops Part 1ll Working with Information in New Ways 9 Storing
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Information with Arrays 10 Creating Your First Object 11 Describing What Your
Object is Like 12 Making the Most of Existing Objects Part IV Moving into
Advanced Topics 13 Storing Objects in Data Structures 14 Handling Errors in a
Program 15 Creating a Threaded Program 16 Using Inner Classes and Closures
Part V Programming a Graphical User Interface 17 Building a Simple User
Interface in Swing 18 Laying Out a User Interface 19 Responding to User Input
Part VI Writing Internet Applications 20 Reading and Writing Files 21 Using Java
9's New HTTP Client 22 Creating Java2D Graphics 23 Creating Minecraft Mods
with Java 24 Writing Android Apps Appendixes A Using the NetBeans Integrated
Development Environment B Where to Go from Here Java Resources C This

Book's Web Site D Fixing a Problem with the Android Studio Emulator
Offers an updated tutorial for beginners explaining how to use Java to create desktop and Web
programs, applications, and web services.
Starter Kit Includes C++ compiler and IDE for Windows, Mac & Linux In just 24 lessons of one
hour or less, you can learn the basics of programming with C++—one of the most popular and
powerful programming languages ever created. Using a straightforward, step-by-step
approach, this fast and friendly tutorial teaches you everything you need to know, from
installing and using a compiler, to debugging the programs you’ve created, to what's coming
in C++0x, the next version of C++. Each lesson builds on what you've already learned, giving
you a solid understanding of the basics of C++ programming concepts and techniques. Step-
by-step instructions carefully walk you through the most common C++ programming tasks
Quizzes and Exercises at the end of each chapter help you test yourself to make sure you're
ready to go on Starter Kit software provides everything you need to create and compile C++
programs on any platform—Windows, Mac or Linux Learn how to... Install and use a C++
compiler for Windows, Mac OS X or Linux Build object-oriented programs in C++ Master core
C++ concepts such as functions, classes, arrays, and pointers Add rich functionality with linked
lists and templates Debug your programs for flawless code Learn exception and error-handling
techniques Discover what's new in C++0x, the next version of C++ Jesse Liberty is the author
of numerous books on software development, including best selling titles on C++ and .NET. He
is the president of Liberty Associates, Inc. where he provides custom programming, consulting,
and training. Rogers Cadenhead is a web application developer who has written many books
on Internet-related topics, including Teach Yourself Java in 24 Hours. He maintains this book’s
official website at http://cplusplus.cadenhead.org. CD-ROM Includes C++ compiler Visual
development environment for Windows, Mac and Linux Source code for the book’s examples
Register your book at informit.com/register for convenient access to updates and corrections
as they become available.
Think of all the things you could do in 24 hours. Go sightseeing. Read a book. Learn PHP.
Sams Teach Yourself PHP in 24 Hours is a unigue learning tool that is divided into 24 one-
hour lessons over five sections. Starting with the basics, you will discover the fundamentals of
PHP and how to apply that knowledge to create dynamic websites with forms, cookies and
authentication functions. You will also find out how to access databases, as well as how to
integrate system components, e-mail, LDAP, network sockets and more. A support website
includes access to source code, PHP updates, errata and links to other relevant websites.
Sams Teach Yourself PHP in 24 Hours is a quick and easy way to learn how to create
interactive websites for your end user.
Offers software developers step-by-step instructions on how to create and distribute their first
marketable, professional Android application.
Methods of IT Project Management (Third Edition) is built around the latest version of the
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Project Management Body of Knowledge (PMBOK) and covers best practices unique to the IT
field. It is designed for use in graduate, advanced undergraduate, and professional IT project
management courses to prepare students for success in the IT field, and to prepare them to
pass the Project Management Professional (PMP) certification exam given by the Project
Management Institute (PMI), the world's leading certification in the field of project
management. Unlike other project management texts, Methods of IT Project Management
follows the IT project life cycle, from overview and initiation to execution, control, and closing.
An enterprise-scale IT project (macro-case study) runs through the entire text. Each section
presents mini-cases based on the larger case and focuses on new concepts presented in each
section. Readers gain practical knowledge of IT project management workflows, at scale, while
building technical knowledge and skills required to pass the PMP. Mini-case studies encourage
deep retention, prompt rich in-class discussion, and challenge more advanced students and
professionals alike. Unique skills covered can be put directly into practice. An appendix
presents practice study questions and advice on preparing for and passing the PMP exam.
The revised third edition includes expanded coverage of agile system development
methodologies, leadership and negotiation skills, and process maturity models.

Provides information about the new lightweight software development methodology.

While other books only touch on the subject, this book is designed to provide in-depth
guidance so that the reader can become a java master. There are lots of examples as this
book guides the reader from a beginner to advanced level. The reader will learn: Chapter 1:
Java Basics Chapter 2: Java Data Structures and Algorithms Chapter 3: Java Web
Development Chapter 4: Java GUI Programming Chapter 5: Object-Oriented Programming
Chapter 6: Java Interview Questions

"Have you always wanted to learn computer programming but are afraid it'll be too difficult for
you? Or perhaps you know other programming languages but are interested in learning the
Python language fast? This book is for you"--Page 4 of cover.

In just 24 sessions of one hour or less, Sams Teach Yourself Xcode 4 in 24 Hours will help you
achieve breakthrough productivity with Apple’s new Xcode 4.3+ development environment for
OS X and i0OS devices. Every lesson introduces new concepts and builds on what you've
already learned, giving you a rock-solid foundation for real-world success! Step-by-step
instructions carefully walk you through the most common Xcode 4 development tasks. Quizzes
and Exercises at the end of each chapter help you test your knowledge. By the Way notes
present interesting information related to the discussion. Did You Know? tips offer advice or
show you easier ways to perform tasks. Watch Out! cautions alert you to possible problems
and give you advice on how to avoid them. Printed in full color—figures and code appear as
they do in Xcode 4.3+ Master the MVC design pattern at the heart of iOS and OS X
development Use Xcode project templates to get a head start on advanced application
features Efficiently use the Xcode Code Editor and get fast, contextually-aware answers with
the built-in help system Use iOS Storyboards to visually describe an application’s workflow
Get started with Core Data to simplify data management and data-driven user interfaces Use
frameworks and libraries to package functionality and promote time-saving code reuse Use Git
and Subversion source control for managing distributed projects Prepare Unit tests and use
the Xcode debugger to keep your projects error free Package your apps for the App Store Use
the command-line Xcode tools for scripting and build automation

&> In just 24 sessions of one hour or less, learn how to build powerful applications for the
world’s first complete, open, and free mobile platform: Android. Using this book’s
straightforward, step-by-step approach, you'll build a fully-featured Android application from
the ground up and master the skills you need to design, develop, test, and publish powerful
applications. Each lesson builds on what you've already learned, giving you a rock-solid

foundation for real-world success! Step-by-step instructions carefully walk you through the
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most common Android development tasks. Quizzes and Exercises at the end of each chapter
help you test your knowledge. By the Way notes present interesting information related to the
discussion. Did You Know? tips offer advice or show you easier ways to perform tasks. Watch
Out! cautions alert you to possible problems and give you advice on how to avoid them. Learn
how to... Develop Android applications quickly and successfully with Java Master Google’s
Android SDK and development tools Leverage the Eclipse programming environment to
develop Android projects Understand the Android application lifecycle Build effective, user-
friendly user interfaces Retrieve, store, and work with application data Develop powerful
network applications Add popular social features and location-based services to your
applications Take advantage of Android device hardware like the camera Internationalize, test,
and publish your Android applications

In just 24 lessons of one hour or less, you can learn how to create Java applications with the
free NetBeans visual editing tools. ¢, Using a straightforward, step-by-step approach, popular
author Rogers Cadenhead helps you master the skills and technology you need to create
desktop and web programs, web services, and even a browser game in Java. Each lesson
builds on what you've already learned, giving you a solid understanding of the basic concepts
and terminology. Full-color figures and clear step-by-step instructions visually show you how to
program with Java. Quizzes and Exercises at the end of each chapter help you test your
knowledge. Notes, Tips, and Cautions provide related information, advice, and warnings. Learn
how to... Set up your Java programming environment Write your first working program in just
minutes Control program decisions and behavior Store and work with information Build
straightforward user interfaces Create interactive web programs Use threading to build more
responsive programs Build a browser-based game from start to finish Read and write files and
XML data Master best practices for object-oriented programming Create flexible, interoperable
web services with JAX-WS Integrate graphics into your applications

Sams Teach Yourself Java in 24 Hours, Sixth Edition Covering Java 7 and Android
Development In just 24 lessons of one hour or less, you can learn how to create Java
applications. Using a straightforward, step-by-step approach, popular author Rogers
Cadenhead helps you master the skills and technology you need to create desktop and web
programs, web services, and even an Android app in Java. Full-color figures and clear step-by-
step instructions visually show you how to program with Java. Quizzes and Exercises at the
end of each chapter help you test your knowledge. Notes, Tips, and Cautions provide related
information, advice, and warnings. Learn how to... Set up your Java programming environment
Write your first working program in just minutes Control program decisions and behavior Store
and work with information Build straightforward user interfaces Create interactive web
programs Use threading to build more responsive programs Read and write files and XML data
Master best practices for object-oriented programming Create flexible, interoperable web
services with JAX-WS Use Java to create an Android app PART I. Getting Started HOUR 1:
Becoming a Programmer HOUR 2: Writing Your First Program HOUR 3: Vacationing in Java
HOUR 4: Understanding How Java Programs Work PART II: Learning the Basics of
Programming HOUR 5: Storing and Changing Information in a Program HOUR 6: Using
Strings to Communicate HOUR 7: Using Conditional Tests to Make Decisions HOUR 8:
Repeating an Action with Loops PART III: Working with Information in New Ways HOUR 9:
Storing Information with Arrays HOUR 10: Creating Your First Object HOUR 11: Describing
What Your Object Is Like HOUR 12: Making the Most of Existing Objects PART IV:
Programming a Graphical User Interface HOUR 13: Building a Simple User Interface HOUR
14: Laying Out a User Interface HOUR 15: Responding to User Input HOUR 16: Building a
Complex User Interface PART V: Moving into Advanced Topics HOUR 17: Creating Interactive
Web Programs HOUR 18: Handling Errors in a Program HOUR 19: Creating a Threaded

Program HOUR 20: Reading and Writing Files PART VI: Writing Internet Applications HOUR
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21: Reading and Writing XML Data HOUR 22: Creating Web Services with JAX-WS HOUR 23:
Creating Java2D Graphics HOUR 24: Writing Android Apps PART VII: Appendixes APPENDIX
A: Using the NetBeans Integrated Development Environment APPENDIX B: Where to Go from
Here: Java Resources APPENDIX C: This Book’s Website APPENDIX D: Setting Up an
Android Development Environment

Welcome Future Coder! Are You Ready To Learn And Start Programming With Java In 2
Hours? Java is a cross-platform, high-level language that was developed by Sun Microsystems
under the leadership of James Gosling. The first version of this language was released in 1995
in the form of Java 1.0 [J2SE]. Since then, Java has come a long way and we are presently
working on Java 8. Besides this, several versions of Java like J2ME (Java for mobile
applications) and J2EE (Java for enterprise applications) have also released. Java was
released as open source software under GNU GPL by Sun in 2006. The process of this
transformation was completed in 2007. This book is a beginner's course on Java
fundamentals. Therefore, it has been created keeping in mind that the reader has little to know
background knowledge about Java. However, a little background of programming languages
shall be helpful for better understanding. Through this course, we hope to instill the basics of
programming in the reader from the perspective and with special focus on Java. Here Is A
Preview Of What You'll Learn... Getting Started With Java Writing Your First Java Program
Data Types Variables Operators Objects And Classes Decision Making Much, much more!
Download your copy today

Written with the non-mathematician in mind, QUANTITATIVE METHODS FOR BUSINESS,
13E by award-winning authors Anderson, Sweeney, Williams, Camm, Cochran, Fry, and
Ohlmann equips your students with a strong conceptual understanding of the critical role that
guantitative methods play in today's decision-making process. This applications-oriented text
clearly introduces current quantitative methods, how they work, and how savvy decision
makers can most effectively apply and interpret data. A strong managerial orientation
motivates learning by weaving relevant, real-world examples throughout. The authors' hallmark
Problem-Scenario Approach helps readers understand and apply mathematical concepts and
techniques. The 13th Edition includes a more holistic description of how variable activity times
affect the probability of a project meeting a deadline. In addition, numerous all-new Q.M. in
Action vignettes, homework problems, and end-of-chapter cases are included. Important
Notice: Media content referenced within the product description or the product text may not be
available in the ebook version.

In just 24 sessions of one hour or less, Sams Teach Yourself Android Game Programming in
24 Hours will help you master mobile game development for Android 4. Using a
straightforward, step-by-step approach, you'll gain hands-on expertise with the entire process:
from getting access to the hardware via the Android SDK to finishing a complete example
game. You'll learn to use the Android SDK and open source software to design and build fast,
highly playable games for the newest Android smartphones and tablets. Every lesson builds on
what you've already learned, giving you a rock-solid foundation for real-world success! Step-
by-step instructions carefully walk you through the most common Android game programming
tasks. Quizzes and exercises at the end of each chapter help you test your knowledge. By the
Way notes present interesting information related to the discussion. Did You Know? tips offer
advice or show you easier ways to perform tasks. Watch Out! cautions alert you to possible
problems and give you advice on how to avoid them. Jonathan Harbour is a writer and
instructor whose love for computers and video games dates back to the Commodore PET and
Atari 2600 era. He has a Master’s in Information Systems Management. His portfolio site at
http://www.jharbour.com includes a discussion forum. He also authored Sams Teach Yourself
Windows Phone 7 Game Programming in 24 Hours. His love of science fiction led to the

remake of a beloved classic video game with some friends, resulting in Starflight—The Lost
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Colony (http://www.starflightgame.com). Learn how to... Install and configure the free
development tools, including the Android 4 SDK, Java Development Kit, and Eclipse (or
NetBeans) Use the Android graphics system to bring your game characters to life Load and
manage bitmaps, and use double buffering for better performance Incorporate timing and
animation with threaded game loops Tap into the touch screen for user input Learn to use
Android sensors such as the accelerometer, gyroscope, compass, light detector, and
thermometer Integrate audio into your games using the media player Build your own game
engine library to simplify gameplay code in your projects Animate games with sprites using
atlas images and fast matrix transforms Employ object-oriented programming techniques using
inheritance and data hiding Create an advanced animation system to add interesting behaviors
to game objects Detect collisions and simulate realistic movement with trigonometry
Experiment with an evolving engine coding technique that more naturally reflects how games
are written

Do You Want To Start Programming Quickly? Are You Tired of Your Java Code Turning Out
Wrong? Want to Become A Programming Master?If you have always wanted to know how to
program, then this book is your ideal solution!The book, "Java: Java For Beginners Guide To
Learn Java And Java Programming" , contains proven steps and strategies on how to learn
basic programming in Java, including lesson summaries for easy reference and lessons at the
end of each chapter to help you compound your new knowledge. Java is a simple language,
object-oriented and incredibly easy to learn, provided you put your mind to it. Once you have
learned the fundamental concepts and how to write the code, you will soon be programming
like a pro!This book aims to teach you the basics of Java language in the simplest way
possible. Unlike other resources, this book will not feed you with too many technicalities that
might confuse you along the way. Each discussion was written in simple words. All exercises in
this book were carefully chosen to be simple cases in order to make your Java practice
easier.By reading this book you will gain an understanding of the basic concepts of Java
Programming including: Conditional Statements Statements - Looping and Iteration Arrays
Functions and Methods Classes and Objects Solutions to Exercises and Many More... This
book brings you a concise, straight to the point, easy to follow code examples so you can
begin coding in 24 hours or less. Invest in yourself, learn the Java basics, practice Java
programming and you will be a programmer in no time. Begin your journey TODAY, No Prior
Programming Experience Is Required!Don't wait! Download "Java: Java For Beginners Guide
To Learn Java And Java Programming” Today and Get Started With Your New Programming
Career!!

Offers an updated tutorial for beginners explaining how to use Java to incorporate games,
animation, and special effects into Web pages.

Bringing together a group of international scholars, Directors of Urban Change in Asia
examines who the 'directors’ for urban change are in an eclectic mix of Asian cities. The books
discusses how, in the majority of cases, urban change has come about primarily as the result
of visionary leaders, on national, regional and local levels. It also makes clear that the less
successful cities have tended to lack such leaders.

New Book by Best-Selling Author Jamie Chan. Learn Java Programming Fast with a unique
Hands-On Project. Book 4 of the Learn Coding Fast Series. Have you always wanted to learn
computer programming but are afraid it'll be too difficult for you? Or perhaps you know other
programming languages but are interested in learning the Java language fast? This book is for
you. You no longer have to waste your time and money trying to learn Java from boring books
that are 600 pages long, expensive online courses or complicated Java tutorials that just leave
you more confused and frustrated. What this book offers... Java for Beginners Complex
concepts are broken down into simple steps to ensure that you can easily master the Java

language even if you have never coded before. Carefully Chosen Java Examples Examples
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are carefully chosen to illustrate all concepts. In addition, the output for all examples are
provided immediately so you do not have to wait till you have access to your computer to test
the examples. Careful selection of topics (Covers Java 8) Topics are carefully selected to give
you a broad exposure to Java, while not overwhelming you with information overload. These
topics include object-oriented programming concepts, error handling techniques, file handling
techniques and more. In addition, new features in Java (such as lambda expressions and
default methods etc) are also covered so that you are always up to date with the latest
advancement in the Java language. Learn The Java Programming Language Fast Concepts
are presented in a "to-the-point” style to cater to the busy individual. You no longer have to
endure boring and lengthy Java textbooks that simply puts you to sleep. With this book, you
can learn Java fast and start coding immediately. How is this book different... The best way to
learn Java is by doing. This book includes a unique project at the end of the book that requires
the application of all the concepts taught previously. Working through the project will not only
give you an immense sense of achievement, it'll also help you retain the knowledge and
master the language. Are you ready to dip your toes into the exciting world of Java coding?
This book is for you. Click the "Add to Cart" button and download it now. What you'll learn:
Introduction to Java - What is Java? - What software do you need to code Java programs? -
How to install and run JDK and Netbeans? Data types and Operators - What are the eight
primitive types in Java? - What are arrays and lists? - How to format Java strings - What is a
primitive type vs reference type? - What are the common Java operators? Object Oriented
Programming - What is object oriented programming? - How to write your own classes - What
are fields, methods and constructors? - What is encapsulation, inheritance and polymorphism?
- What is an abstract class and interface? Controlling the Flow of a Program - What are
condition statements? - How to use control flow statements in Java - How to handle errors and
exceptions - How to throw your own exception and Others... - How to accept user inputs and
display outputs - What is a generic? - What are lambda expressions and functional interface? -
How to work with external files ...and so much more.... Finally, you'll be guided through a
hands-on project that requires the application of all the topics covered. Click the BUY button at
the top of this page now to start learning Java. Learn it fast and learn it well.

This book will help you learn the basics of Java programming in an easy way. This Edition is a
comprehensive guide for beginners to learn the most popular programming languages
worldwide. It will familiarize you with various JAVA coding concepts like decisions, loops,
arrays, methods, variables, lambda expressions, etc. As well as a brief introduction to various
framework it supports like Java SE8, Java Swing, Java Oracle, Java Eclipse, etc. The book
explains thoroughly on how to encounter the programming challenges and how to align
different code together to make it work. The book also links to additional resources, guidance,
and tutorials for further reference. Each chapter in the book comprised of several “items”
presented in the form of a short, standalone essay for Java Web Development. It provides
specific insight into Java platform subtleties, like Java Virtual Machines, servlets, applets,
JavaBeans, etc. It also involves comprehensive libraries and tools that can help you in
developing your own programs. The detailed descriptions and explanations for each item
illuminate what to do, what not to do, and why. Getting proficient in these areas will help you to
become an expert in Java programming. After reading this book, you will have mid-level skills
and a basic understanding of Java programing. The new edition has been updated to align with
Java 8, and includes new options for the latest tools and techniques. Bear in mind that reading
this book is just the beginning of your journey towards learning Java Table of Contents
Introduction: Chapter 1: Introduction 1. What is Java Platform ? 2. Working of Java Virtual
Machine(JVM) & its Architecture 3. How to install Java JDK 8 and Java 8 download 4. Creating
Your First Java Program Chapter 2: OOPS 1. Easily understand concept of Object Oriented

Programming(OOP's) 2. What is Abstraction in OOPS ? 3. Learn Java Encapsulation in 10
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Minutes 4. Java Inheritance & Polymorphism Chapter 3 Data Type 1. Java Variables and Data
Types 2. Objects and Classes in Java 3. Java Array 4. Java String Tutorial 5. How to Split a
String in Java 6. How to convert a Java String to Integer? 7. Working with HashMap in Java 8.
How to use Java Arraylist Chapter 4 Must Know Stuff! 1. Java "THIS" Keyword 2. Java
Command Line Arguments Chapter 5 Java Inheritance 1. Java Abstract Class and Methods 2.
Concept of Inheritance Java and Java Polymorphism Chapter 6 Memory 1. Java Stack and
Heap 2. Java Static Methods and Variables 3. How "Garbage Collection” Works in Java?
Chapter 7 Conditional Loops 1. How to Loop/Iterate an array in Java 2. Java Switch Case
Tutorial Chapter 8 Exception Handling 1. Java Exception Handling 2. Guide to Java Exception
Hierarchy 3. Create User Defined Exception in Java 4. How to use "throws" keyword in Java
Exception Chapter 9 Math 1. Java Math Class Tutorial 2. Chapter 10 Important Stuff 3.
Multithreading in Java 4. How to use Date in Java 5. How to use Java Timer and Example
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