
Programming Basics 
Tuesday, 3 March 2015 
1:06 pm 

  
A program is a set of instructions that a computer can understand, and then execute. 
Compiler will translate a programming language/source code into machine code 
  
 Write code (human can read) 
 Compile the code to executable code (computer can read) 
 Run the program 

  
Source code >>> exe                                 > computer 
Source code >>> exe > virtual machine > computer (with Java) 
  
Computer does 4 things? 

1. Compute/process 
2. Input 
3. Output 
4. Store information 

  
Brackets come in pairs, and they section out a block 
End statements in semicolons; 
// Comments should begin with two slashes. The line is ignored by the compiler. 
/* Comments longer than one line start and end like this */ 
Upper/lowercase is important 
A word following a dot belongs to the former word (e.g. system.out) 
  
  

  
  
  

  



Lab01 
Friday, 6 March 2015 
10:10 AM 

   
Using the terminal 
  

  LINUX WINDOWS 

List directories ls dir 

Make new directory mkdir <> mkdir <> 

Present working 
directory 

pwd   

Change directories cd <…> cd <…> 

      

Back to home directory cd ~   

Up one directory cd ..   

      

To compile code javac <file.java>   

To run compiled code java <file>   

To find java version java -version   

  
  
Text editors 
  
Use Gedit on Linux 
altenatively: open terminal, enter 'nano' 
  
  

  



Week 2 reading notes 
Monday, 9 March 2015 
10:06 am 

  
This covers §2.1 to 2.4 of the textbook 
See page 74 of Java textbook for hints on Assignment One 
  
Variables 
 Single quotes (e.g. 'a') enclose a character following the variable 'char' 
 'float' or 'double' are used to store fractions (even if the fraction is 0/x, in the case of 5.0) 
 Typecasting is used to change variable types 

o double numberOfApples = 3.6 
o Int wholeApples = int(numberOfApples) 
o The returned value does not round, i.e. decimal is truncated 

 The same variable can occur on both sides of = 
o count = count + 10 
o This is add 10 to the previous stored variable 'count', and store the new variable as 

'count' 
 Alternative to the above point, assignment operators are used 

o Count += 10 
  

Identifier (naming) rules: 
 Cannot start with digit (0-9) 
 Use UpperCamelCase to identify classes 
 Use lowerCamelCase to identify variables 
 Use ALL_CAPS and underscores to identify/name constant variables 
 $ is used to signal that code has been generated by machine 
 Java does not accept spaces, dots (.), or asterisks (*) 
 Cannot use reserved words (what are some examples? public, static, void, class etc.) 

  
Increment ++ increases value by 1 
Decrement --  decreases value by 1 
 ++n adds 1 to n before calculation 
 n++ adds 1 to n after calculation 
 These cannot be applied to constants 

  
  
  
  
  

  
  
  

  



Variables and expressions 
Monday, 9 March 2015 
1:03 pm 

  
Everything on your computer is stored as zeros and ones (binary), each character fills one bit. 
A byte is eight bits. 
  
A variable is memory space, reserved by a name (identifier) 
There are two types of variables: 

1. Primitive, these use a fixed amount of memory 
2. Objects, memory used for objects can changed over time 

  
When coding 

1. DECLARE 
2. INITIALISE 
3. USE 

  
Declare your data type, followed by the variable name. You can now refer to the reserved memory 
space by its name. 
Give your variable a value by initializing it. If not initialized, the memory space will be filled by a 
default value (which differs between machines). 
  
NOTE! Variables declared within a block (defined by curly braces) can only be used inside that block. 
  
  
  
Concatenation is the linking of two strings (end to end) 
Expressions are a combination of variables and other items which can be evaluated, and will produce 
a value 
We construct expressions using operators 
  
Assignment 
  
= is an assignment operator 
  
Remember that values on the LEFT are assigned values on the RIGHT. 
  
In pseudocode, we write it like this: 
 variable x <-- value y 

  
Operators 
  
remember that = is an assignment operator 
use == to compare two values 
 Do not use this to compare string content 
 equals() is used to visit the area of memory of two string and compare content 

  

shorthand equivalent to 

x += n x = x + n 



x -= n x = x - n 

x *= n x = x * n 

x /= n n = x / n 

  
! is the negation (or the NOT!) symbol 
 !(x == y) and 
 (x != y) is the same 

o But, (!x == y) is DIFFERENT, be careful 
  

&& is for logical AND 
||is for logical OR 
  
  
Truth tables 
  

&& True False 

True T F 

False F F 

  

|| True False 

True T T 

False T F 

  
  

  



Lab02 
Friday, 13 March 2015 
10:11 am 

  

Integers     

Byte 1 byte / 8 bits 2^8 

Short 2 bytes / 16 bit 2^16 

int 4 bytes / 32 bit 2^32 

long 8 bytes / 64 bit 2^64 

Float     

Float 32 bit   

Double 64 bit   

Other     

Char 'a'   

Boolean 0 or 1   

  

Object     

String Set of char   

  
Valid characters in variable names 
 A-Z, a-z, 0-9, _ and $ 
 Cannot start with digit 
 Cannot use any other special character 

Conventions in variable names 
 lowerCamelCase 
 Meaningful name 

  


