The following Introduction is a template for the fast & easy series. Please review and comment on this template. When this template is finalized, authors may use it as a guide for creating the Introductions to their fast & easy books.

Submitted by Melba Hopper

***Convert:
-- to em dash
[el] to ellipsis

Author: In the following section (under the title, "Introduction"), please provide one to two paragraphs in which you welcome the reader to the book and give a general overview of the topic and purpose of the book.

[CT]Introduction

Welcome!  This book is an introduction to java programming for the Internet.  Programming by its very nature is usually not considered fast or easy to learn, but it is my hope that this book will give you a relatively gentle introduction to computer programming with the java language.  

You will look at a large number of functioning programs ‘under the hood’, and see how they work.  The emphasis is not simply on looking at finished code.  You will spend some time looking at how a program is transformed from an idea into a functioning applet.  You will also learn how to think about developing programs.  If you learn the programs I wrote, that is good, but the real goal is for you to be able to write your own programs.  My goal is this: By the end of this book, you can write a program that I have never imagined.  

Author: In the next section, please briefly identify the intended audience for this book and tell why this book is for that particular audience.

[1]What This Book Is About

This program is about a specific subset of java programming.  You will mainly be concerned with a type of program called ‘Applets’ which are embedded in web pages.

You will write programs which cover a wide variety of topics and programming skills.  You will learn how to create components, how to set up screen layouts, how to respond to user events, and many other things.  You write multimedia applications, a simple database, an arcade game, and much more.

Author: In the next section, please briefly identify the intended audience for this book and tell why this book is for that particular audience.

[1]Who Should Read This Book?

This book is intended for people who are interested in computing and the internet.  You should be reasonably comfortable with HTML web page development.  You do not need to have programming experience, but if you do, you will see that your previous language experience will probably help you get up to speed in java just a little more quickly.  

Author: In the following section, please tell the readers what they need to successfully complete the exercises, to use the software/hardware that the book describes, and to use software provided on the CD that is essential to the book. A short introductory paragraph and a bulleted list might be most appropriate.

[1]What You Need to Begin

One of the great things about java is the many ways you can get started.  There are a number of editors and integrated development environments available to assist you in your java experience, but I have found that some of the best java tools cost nothing.  Here are the things you will want to have:

***Begin Bulleted List

*The Java Development Kit (JDK) software.  This environment provides all the tools needed to write and debug java programs.  A Windows version is provided on the CD.  If you are using another operating system, visit www.javasoft.com to download the version of JDK for your system.

· A computer that can handle JDK1.2 -- any reasonably modern Windows, Mac, unix, or Linux computer will do.

· A good text editor.  You can use notepad or some other basic text editor, or you can use a more specialized editor.  There is a free editor written in Java included on the CD-ROM

· Programs to handle graphics and sound.  Java has support for multimedia elements.  You will probably want to have a good editor for graphics and for sound files.  Some of my personal favorites are (you guessed it) supplied on the CD.

***End Bulleted Listing

In addition to hardware and software, you will need a certain amount of sweat equity to succeed.  You will not be able to learn java by reading a book.  The only way you can learn programming is to write programs.  This book will guide you through the process of writing many different kinds of programs.  You will probably need to experiment with the programs, change them around, and write your own programs before you will really be comfortable with the concepts.

Author: In the following section, please provide an overview of topics covered in each part of the book and in each appendix (if the book has appendixes). Again, a short introductory paragraph and a bulleted list might be most appropriate (see example below). Note that if the book has a CD, the What's on the CD appendix is the last appendix. The Glossary is placed after the appendixes.
[1]How This Book Is Organized

***Begin bulleted list

*
Part I: "Basic Tools." This part looks at the critical building blocks of java web programming.  You will learn what applets are, the basics principles of object-oriented programming, how to set up layouts on the screen, and how to respond to simple user input.

*
Part II: “Data in Java.” This part examines how Java deals with information.  You will start by looking at how text works, then you will look at the other basic data types.  You will finish this section by building your own object type from the ground up.

*
Part III: “Components and Events” This part looks at the other types of components supported by Java.  As you learn each type of component, you will learn how to respond to user interactions with that kid of component.  You’ll start with the Item components, then move to scroll bars, dealing with mouse and keyboard events, then finish with chapters on frames and dialogs.

*
Part IV: “Java and Multimedia”  This part focuses on how java can be used as a multimedia development environment.  You will start by exploring threads (an important tool in animation) and then look at how Java works with sound, graphics, and animation.

*
Part V: “Tying it together” This section puts together the skills you have learned and takes you in new directions.  You will build an arcade game and a flexible database that does not require a fancy data connection.  In the last chapter, you will look at some of the other interesting you can do with Java, including standalone applications, the Swing component library, and JDBC database connectivity.

*
Appendix A: "What's on the CD."

*
Glossary:

Author: The following section needs to include all margin icons used in the book. It might also explain the use of items such as sidebars, use of italic and bold type, and use of monospace font. Below are descriptions indicating how these elements are generally used. Again, a short introductory paragraph and a bulleted list might be most appropriate.

[1]Conventions Used in This Book

***Begin bulleted list

***Insert Caution icon

*
Cautions generally tell you how to avoid problems.

***Insert Note icon

*
Notes provide additional helpful or interesting information.

I didn’t use this, but perhaps I should have.  -Andy

***Insert On the CD icon

*
On the CD icons spotlight the software and files that are included on the CD-ROM at the back of this book.

***Insert Tip icon

*
Tips often suggest techniques and shortcuts to make your life easier.

***End bulleted list

Author: You may want to end with a level 1 section that gives your contact information and that wishes the readers well as they read the book.

I would love to invite reader comment, but I don’t think my university account is appropriate for this.  Does Prima Tech have a server?  Will the book have a home page?  Could I use these for reader contact?

