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Definitions
1. A package is a group of related classes.  The java.awt package has classes that are used for user interface and graphics.  The full name of a class is packageName.ClassName an example of this is java.awt.Color.
2. An import statement allows you to use just the class name when referring to a class in a package.  You can import just one class using: import java.awt.Color; or import all classes in the package using: import java.awt.*;
3. A constant is a named value that can't change.  Constants are usually public and static (defined on the class).  Java defines constants for common colors like: Color.RED, Color.BLUE, Color.YELLOW.  Constants should be all uppercase letters with an underscore between words: Integer.MAX_VALUE.

4. A fully qualified filename has a path and a base file name.  An example is "f:/mediasources/beach.jpg".  The path is "f:/mediasources/" and the base file name is "beach.jpg".  The ".jpg" is called the extension and it indicates the type of data in the file.
5. A class method (static method) can be called on the class: ClassName.methodName().  An example of this is FileChooser.pickAFile();
6. Immutable means can't be changed.  String objects are immutable.  A method that you call on a String object that changes the string returns a new String object, it doesn't change the original String object.

7. An interface is a special kind of class that can only have constants and abstract methods.  Some examples are Comparable, List, and Paint.  A variable can use an interface name as the type.  
8. A constructor is called whenever a new object is created.  It is used to initialize the values of the fields (data).  An example of this is new Turtle(earth).  
9. A pixel is a picture element.  It is one dot in a picture or in a computer monitor display.
10. A child class/subclass/derived class inherits object data and methods from the parent class.  An example of this is Turtle inheriting the forward method from SimpleTurtle. Another example is Graphics2D inheriting from Graphics.  

11. A parent class/superclass/base class is the class that object data and methods are inherited from.  An example is that SimpleTurtle is the class that Turtle inherits from.
12. Casting changes the type of a variable.  An example of this was casting the Graphics object into a Graphics2D object. 

13. The declared type is the type that the variable that refers to the object is declared to be.   The type of an object can be the declared type, or any subclass of the declared type.  The class String inherits from the class Object so you can declare: Object o = new String("hi");  The declared type of o is Object.
14. The actual type of an object is the class that created it.  The actual type of o is String.
15.  A function is a named block of code that returns a value.  An example of an Alice function is the numberOfRevolutions function that you created to calculate the number of revolutions you needed for a realistic roll of a ball.  In Java methods can return a value or not.
16. A condition is something that can be true or false.  A conditional executes a statement or block of statements if a condition (Boolean expression) is true.  A Boolean expression is one that evaluates to true or false (like x <= 3).
17. A complex conditional is more than one Boolean expression joined with "And" (&&) or "Or" (||).  If two Boolean expressions are joined by an "And" then the complex conditional will only be true when both of the expressions are true.  If two Boolean expressions are joined by an "Or" then the complex conditional will be true when either of the Boolean expressions are true.
18. A counted for loop is a loop that repeats for some specified number of times.  The example below will cause the bunny to hop 8 times.
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19. An infinite loop is one that never ends.
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20. A nested loop is when one loop is inside of another.
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21. A while loop continues executing as long as the Boolean expression is true.
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22. A list is an ordered collection.  In Alice you can create a list of objects and loop through all of the elements of the list at the same time or one at a time.
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23. Random numbers are often used in simulations and games.

24. Comments  are used to help explain your statements, fields, methods, and classes.   In Java you can use "/**" to start a JavaDoc comment and "*/" to end it.  You can use "//" to comment out from there to the end of the line.  You can use "/*" to start a multi-line comment and "*/" to end it.
25. The top left corner of a picture is (0,0) and the x values increase from left to right.  The y values increase from top to bottom.  Pictures know their width and height and you can get the width using getWidth() and the height using getHeight(). 
