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https:// commons.wikimedia.org/w/ index.php?curid=8004317

Welcome!
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Who we are:

Alexandra PapoutsakiWilliam Devanny

BiniyamAsnake
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Aden Siebel

Jack Chen Henry Jacobs

Xander Koo Mui Tanprasert



Who are you?

ÅName

ÅCollege

ÅYear

ÅSign up sheet for the 
first two lectures



Why take CS62?

ÅLǘΩǎ ǊŜǉǳƛǊŜŘ ǘƻ ƳŀƧƻǊκƳƛƴƻǊ ƛƴ /ƻƳǇǳǘŜǊ {ŎƛŜƴŎŜ

You will learn:

ÅHow to implement algorithms and data structures in Java. 

ÅHow to design large programs (in object-oriented style) so that it is easy 
to modify them and maintain them. 

ÅHow to analyze the complexity of alternative implementations of 
problems.

ÅIt can help you with interview questions
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Sample Problems

ÅFind the shortest path from Claremont to Chicago on the 

interstate system (and do it efficiently).
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Google maps



Sample Problems

ÅSchedule final exams so there are no conflicts.
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my.pomona.edu



Sample Problems

ÅDesign and implement a scientific calculator.
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web2.0calc



Your responsibilities

ÅSkim reading in advance of lecture.

ÅAfter lectures, review notes and study examples carefully 

until you understand them.

ÅCome to lab prepared.

Å5ƻƴΩǘ ǊŜƳŀƛƴ ŎƻƴŦǳǎŜŘΦ CŀŎǳƭǘȅ ŀƴŘ ¢!ǎ ŀǊŜ ƘŜǊŜ ǘƻ ƘŜƭǇΦ

ÅFollow academic integrity guidelines
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Projects

ÅWednesday lab work:

ÅLearn tools and prepare work for weekly projects.

ÅLab attendance is mandatory! Optional lab today!!!

ÅWeekly projects are separate

ÅPrograms generally are due on Tuesday at 11:59 pm.

ÅSee late policy on syllabus. σϷpenalty per day late.

ÅWeekly quizzes

ÅEvery Friday on the last week of material.

ÅNo quiz this Friday!
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Text

ÅJava Structures, χedition, by Duane Bailey

Åavailable online for free

ÅHard copies in lab (in the departmental library)

Åhttp:// www.cs.williams.edu/~bailey/JavaStructures/Book.html

ÅVarious online resources that will be linked in website
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Slides

ÅWill generally be available the morning of class

Åwith code, where applicable

ÅDesigned for class presentation, not for complete notes

ÅWill need to take notes (perhaps on slides?)

ÅNo laptops or other electronics open in class

ÅIf you have an accommodation for this, come see me
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Prerequisites

ÅOfficially, CS 52 or 54 at Pomona. 

ÅKnowledge of Java equivalent to CS 51 at Pomona or the AP Test 

with 4 or 5.

Ånot CS 5 from HMC or CS 30 from Pomona!

ÅWe assume you are comfortable with recursion, multi-

dimensional arrays, Strings etc. in a language.

ÅCome see me if you have any questions.
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Heavy Workload

ÅStudents spend average of 8+ hours outside of class.

ÅΧōǳǘ ƴƻǘ άweederέ

ÅMust learn both practical (programming) skills and more 

theoretical analysis skills

ÅLearn about tools to become a better programmer

Å.Ŝ ǊŜŀŘȅ ǘƻ ŀƴǎǿŜǊ άƛƴǘŜǊǾƛŜǿ ǉǳŜǎǘƛƻƴǎέ
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Grading Policy

ÅWe drop the the quiz with the lowest grade
ÅKeep this option for realemergencies and unpredictable events
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WeeklyProgramming Projects 35%

Exams: Total: 50%

Midterms: 15% each

FinalExam: 20%

In-labexercises 7%

Quizzes 8%

Total: 100%



Communication channels

ÅPiazza
ÅI will send an invitation to your email after class

ÅAnonymous posts that can be seen by your classmates:
Very useful for questions that everyone might have

ÅtǊŜŦŜǊǊŜŘ ƻǾŜǊ ŜƳŀƛƭΦ ¢ƘŜ ǿƘƻƭŜ ǎǘŀŦŦ ǿƛƭƭ ōŜ ƳƻƴƛǘƻǊƛƴƎ ƛǘ ǎƻ ȅƻǳΩǊŜ ƳƻǊŜ 
likely to get a quick response

ÅGithub
ÅWill be used for submitting assignments

ÅInstructions will be posted on piazza

ÅUsing Githubdoes not mean you can make your assignments publicly 
available
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Index Cards

ÅWrite down the questions you have as you go

ÅQuestion answered? Strikethrough

ÅI will collect the feedback at the end of class and will provide 
answers on piazza or at the beginning of next class
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Office Hours/Mentor Sessions

ÅDevanny: TBA (Edmunds 230)

ÅPapoutsaki: TBA (Edmunds 222)

ÅMentor sessions starting next week (Edmunds 2nd floor labs):
ÅSu 3-5pm
ÅM 6-9
ÅTu 7-10
ÅW 8-9
ÅTh 7-9 

ÅAny changes will be announced on Piazza
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See online syllabus for other important information!

http://www.cs.pomona.edu/classes/cs062
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http://www.cs.pomona.edu/classes/cs062


Object-Oriented Design

ÅObjects are building blocks of a Java program.

ÅObjects have fields and methods.

ÅPrograms are collections of interacting objects.

ÅObjects cooperate to compute solutions or complete tasks.

ÅObjects communicate via sending messages.
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The ticketing system in a movie theatre

21http:// www.trover.com/d/MHOV-laemles-claremont-5-theatres-claremont-california



Objects

ÅObjects can model objects from world:

ÅPhysical things

Åe.g., car, student, card, deck of cards

ÅConcepts

Åe.g., meeting, date 

ÅProcesses

Åe.g., sorting, simulations

22



More objects

ÅObjects have:

ÅStates or Properties, e.g., color, model, manufacturer

ÅBehaviors or Capabilities, e.g., drive, stop, admit passenger

ÅObjects are responsible for knowing how to perform actions.

Å/ƻƳƳŀƴŘǎΥ ŎƘŀƴƎŜ ƻōƧŜŎǘΩǎ ǇǊƻǇŜǊǘƛŜǎΣ όŜΦƎΦΣ ǎŜǘ ǎǇŜŜŘύ

ÅvǳŜǊƛŜǎΥ ǊŜǎǇƻƴŘ ōŀǎŜŘ ƻƴ ƻōƧŜŎǘΩǎ ǇǊƻǇŜǊǘƛŜǎ όŜΦƎΦΣ Ƙƻǿ ŦŀǎǘΚύ

ÅData encapsulation
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Even more objects

ÅtǊƻǇŜǊǘƛŜǎ ǘȅǇƛŎŀƭƭȅ ƛƳǇƭŜƳŜƴǘŜŘ ŀǎ άŦƛŜƭŘǎέ ƻǊ άƛƴǎǘŀƴŎŜ ǾŀǊƛŀōƭŜǎέ

ÅAffect how objects reacts to messages

ÅCan be:

ÅAttributes, e.g., color

ÅComponents, e.g., door

ÅAssociations, e.g., driver

Å/ŀǇŀōƛƭƛǘƛŜǎ ŀǎ άƳŜǘƘƻŘǎέ

ÅInvoked by sending messages
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Java Primer
Types, Classes, Objects

25Some slides based on Goodrich and Tamassia, 2014



Java

ÅJava applications are compiled to byte-code

ÅCan run on any Java Virtual Machine (JVM)

ÅArchitecture independent

ÅSource code is saved in a file with .java suffix

ÅByte-code is stored in a file named with .class suffix by the compiler
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An Example: Universe.java
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An Example: Universe.java



Components of a Java program

ÅExecutable statements are placed in methods

ÅThe static method named main is the first method to be executed

ÅA program block is defined within curly brackets (i.e. {})
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Identifier

ÅThe name of a class, method, or variable in Java

ÅCan be any string of characters as long as it begins with a letter and 
consists of letters.
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Primitive Data Types

Åchar, int, byte, short, long , double, float, boolean

ÅUse a small amount of memory to represent a single item of data

ÅAll data of same primitive data type use the same amount of 

memory

ÅCannot be used to instantiate type variables, that is no new

ÅIŀǾŜ ŎƻǊǊŜǎǇƻƴŘƛƴƎ ƻōƧŜŎǘ άǿǊŀǇǇŜǊέ ǘȅǇŜǎΥ

ÅInteger, Double, Float, Boolean, etc.
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Primitive Data Types
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