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AP 2008: LESSON #1
DRJAVA
Directions: Match each term to its definition by placing the letter in the answer column.
	
	Answer



	A. Data Type
	1. A simple tool for entering program text and interaction space so you can try things out, and create new programs and classes.


	

	B Java

	2 Persons, places, or things that do the action in a situation or are acted upon.
	

	C. Class
	3 The top right part of the window pane where you write your classes; a collection of related data and methods.

	

	D. Files Pane

	4 Math symbols like ‘+’ and ‘-‘ used in Java.  
	

	E. Data
	5. Determines how many bits are used to represent the value and how the bits are interpreted by the computer.  


	

	F. Objects
	6. The bottom part of the window pane where you can literally command the computer to do something. 


	

	G. Interactions Pane

	7. The values we use in computation.  
	

	H. DrJava

	8. The top left window pane that has a list of the open files in DrJava.
	

	I. Operators

	9. The way we get the computer to understand what we mean
	

	J. Definitions Pane

	10. An object-oriented programming language
	


Answers:

1. H/DrJava

2. F/Objects

3. J/Definitions Pane

4. I/Operators

5. A/Data Type

6. G/Interactions Pane

7. E/Data

8. D/Files Pane

9. C/Class

10. B/Java

