
Introduction to Java SE
The programming language for this course is Java SE (version 5.0).

The first part of the course (chapters 1-9) deals with basics of Java programming and the second part 
(chapters 10-18) introduces students to concepts of object-oriented programming and some features 
released in Java SE version 5.0.

Theory includes comprehensive examples of subject being studied. Chapters 4-8 and 11 have an 
example program at the end of the chapter where students can practice what they have learned 
about Java so far. Chapter 9, on the other hand, focuses completely on designing, implementing and 
testing a tic-tac-toe game.

Introduction to Java SE includes 47 programming exercises and 124 multiple-choice questions. 
Finishing this course takes about 100-160 hours.
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