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Objectives of the Course:–
· Understand fundamentals of programming such as variables, conditional and iterative execution, methods.
· Understand fundamentals of object-oriented programming in Java like abstraction, encapsulation, inheritance, polymorphism, defining classes, invoking methods, using class libraries.
· Students will be able to use the Java SDK environment to create, debug and run simple Java programs.
· Students will be aware of the important topics and principles of software development.

· Students have the ability to write a computer program to solve specified problems.

Opportunities for Employment:- 
· Java is global free and open source platform. It is widely used in development in industry in various platforms like Web-development, Enterprise applications, Embedded Development.
· There is no denial to the fact that Java is the most important thing happened to IT industry across the globe and there are lots of job opportunities in Java.
Teaching and Examination Scheme:
	Sr.No.
	Name of Topic
	Teaching Scheme
Weekly Load 
	Examination Scheme
	Total Marks

	
	
	Theory Period 
	Practical Period 
	Theory Marks 
	Hours 
	Practical Marks 
	Hours
	Term work Marks   
	

	1
	Theory
	03
	
	50
	2
	
	
	
	50

	2
	Practical
	
	07
	
	
	150
	3
	50
	200

	
	Total
	
	
	
	
	
	
	
	250


Note: 1 Period = 60 minutes 
	Sr.No.
	Chapter/Topic
	Theory Marks

	1. 
	Introduction of JAVA 

· Introduction of JAVA & History of JAVA
· Compare with OOP and Pure OOP(JAVA)

· Advantages of JAVA 

· Application of JAVA

· Basic structure of JAVA Program

· Simple java programs with Input/output Operator
	02


	2. 
	Data types, Variables, Array, Operators

· Data Types

· Variables

· Arrays & its Types

· Identifiers & Literals 

· Declarations of constants & variables 

· Type Conversion and Casting 

· Different types of Operator
	05

	3. 
	Decision Control Statement

· Selection Statement (if, if...else, switch)

· Loops (while, do-while, for)

· Jump statements (break, continue, return & exit
	04

	4. 
	Introduction of Classes 

· Class fundamentals 

· Declaring objects

· Assigning object reference variables

· The this keyword

· Garbage collection

· The finalize method

· Wrapper class
	04


	5. 
	Methods & Constructor
· Methods Overloading 

· Using object as parameters

· Returning objects

· Recursion

· Static and Final keyword

· Nested and inner classes

· Command line arguments

· Types Of Constructor
· Default constructors

· Parameterized constructors

· Copy constructors

· Passing object as a parameter

· constructor overloading 
	06


	6. 
	Inheritance

· Inheritance basics

· Super keyword

· Creating multilevel hierarchy

· Method overriding

· Using abstract classes

· Using final with inheritance 
	06



	7. 
	Package & Interfaces

· Packages (Defining package, CLASS PATH)

· Access protection

· Importing packages

· Interfaces
	04

	8. 
	String

·  The string constructors

· String length

· Special string operation

· Different types of string Operations
· Using valueOf( )
· String buffer.

· Give the overview of Vector Class
	05

	9. 
	Exception 

· Exception – Handling fundamentals

· Exception types

· Using try and catch

· Un caught exceptions

· Multiple catch clauses

· Nested try statements

· Throw, throws, finally

· Creating your own exception sub classes
	04

	10. 
	Multithreaded Programming

· The Java thread model
· The main thread
· Creating a thread
· Creating multiple threads.
· Using alive( ) & join( )
· Thread priorities
· Synchronization
· Inter thread communication
· Suspending, resuming, stopping threads
	04

	11. 
	Introduction To Applet , Awt And Event handling

· Life Cycle Of Applet 

· Graphics In Applet 

· Displaying Image In Applet 

· Animation In Applet 

· Eventhandling In Applet 

· Japplet Class 

· Painting In Applet

· Awt Controls

· Event Handling 

· Event Classes And Listener Interfaces

· Adapter Classes
	06


	Sr.No.
	Chapter/Topic
	Practical Marks

	12. 
	Introduction of JAVA 

· Write a program to print your name & Address. 
· Write a program to perform addition, subtraction , multiplication & division.
· Write a program to print 

Hello,

How Are You?
	06



	13. 
	Data types, Variables, Array, Operators

· Write a different programs for each of the following task using array.
· Find average of ten float numbers.

· Copy one array to another array.

· Find max & min from given nos.
	15

	14. 
	Decision Control Statement

· Write a program to generate first 15 numbers in Fibonacci series.

· Write a program in Java to reverse the digits of a number using while loop 

· Write a program in Java to generate first n prime numbers. 

· Write a program in Java to find second maximum of n numbers without using arrays
	12

	15. 
	Introduction of Classes 

· Write programs in Java to use Wrapper class of each primitive data types.

· Write an application for converting Dollars into Rupees.(accept Dollars from command line argument and take 1 Dollar = 49.50 Rupees.)
	12



	16. 
	Methods & Constructor

· Write an application that display the value of 2 raised to the power 12 using method.
· Write a program that counts total no. of characters in all of  its command line arguments

· Write a program to reverse the int number.
	18



	17. 
	Inheritance

· Write an application that demonstrates a class inheritance hierarchy. 
· Create a class to find out whether the given year is leap year or not. (Use inheritance for this program)

· Write an application that illustrates how to access a hidden variable. 
	18



	18. 
	Package & Interfaces

· Write a program that illustrates interface inheritance. 

· Write a program that demonstrates the instanceof operator.

· Write an application that illustrates method overriding.

· Describe abstract class with example.
	12

	19. 
	String

·  Create a StringBuffer object and illustrate how to append and insert characters. 
· Write a program to read a line of text from the console. Find the position of the first and last occurrence of the string “the ”.Copy all the characters enclosed between the two positions to another string and print it out.
	15

	20. 
	Exception 

· Write a program using try-catch blocks. Use arithmetic exception.
· Write an application that generates custom exception if first argument from  command line argument is 0 or negative.

· Write a program to prepare marksheet of SSC. Use appropriate exception.
	12

	21. 
	Multithreaded Programming

· Write a program that executes two threads displaying different strings at different time interval.
· Write a program that executes two threads to display odd & even numbers. 
· Write a program to print “string1 string2 string3”  through a synchronized  displaystring() method by using String array.

· Write a program in java that creates a child thread by implementing runnable interface and then apply sleep() method to both main thread and child thread.
	12

	22. 
	Introduction To Applet , Awt And Event handling

· Write an applet that draws a circle. (radius =100)

· Draw ten red circles in a vertical column in the center of the applet.

· Write an applet that shows a solid (filled) moving Rectangle.

· Write an applet that shows a bouncing ball that bounces from left to right across left.

· Write a applet that use FlowLayout , BorderLayout , GridLayout in arranging some components.

· Write an applet to show mouse position.
· Write five event driven programs using applet or frame. Use controls like textbox,label,button,checkbox,etc.
	18
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