


1. Classes and Instances
2. The Methods
3. The Constructors 
4. Static Elements
5. Initialization sections
6. Package
7. Inheritance and Polymorphism
8. Abstract classes and Interfaces
9. String processing
10. Wrapper classes for primitive types
11. Exceptions and Assertions
12. Nested classes
13. Enums
14. Generics
15. Collections
16. Method overload resolution
17. Multithreads
18. Core Java classes
19. Object Oriented Design
20. Functional Programming
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[ClassModifiers] class ClassIdentifier [<TypeParameters>] 
[extends SuperClass] [implements Interfaces]



BlueJ

BlueJ was developed to support the learning and teaching of object-oriented programming. 
The main screen graphically shows the class structure of an application under development 
(in a UML-like diagram), and objects can be interactively created and tested. 



BlueJ - Point on the plane - 1

See BJPoint1
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At top-level (at class, interface, enum level):

At members of class level:

default ≡ package-private
nested classes may be private and default too

See classmembersvisibility



Local variables and method parameters can’t be defined using access modifiers
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See objcreation



Encapsulation 2/3

• Encapsulation is one of the four fundamentals of 
the Object-Oriented Programming: Abstraction, 
Encapsulation, Inheritance and Polymorphism.

• Encapsulation in Java is a mechanism of wrapping
the data (variables) and code acting on the data 
(methods) together as a single unit.

• Encapsulation is used to hide the values or state  
of a structured data object inside a class, preventing 
unauthorized parties direct access to them.

objcreation - Encapsulate fields












