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	Design patterns have become a staple of object-oriented design and programming by providing elegant, easy-to-reuse, and maintainable solutions to commonly encountered programming challenges. However, many busy Java programmers have yet to learn about design patterns and incorporate this powerful technology into their work.


	Java™ Design Patterns is exactly the tutorial resource you need. Accessible and clearly written, it helps you understand the nature and purpose of design patterns. It also serves as a practical guide to using design patterns to create sophisticated, robust Java programs.


	This book presents the 23 patterns cataloged in the flagship book Design Patterns by Gamma, Helm, Johnson, and Vlissides. In Java™ Design Patterns, each of these patterns is illustrated by at least one complete visual Java program. This practical approach makes design pattern concepts more concrete and easier to grasp, brings Java programmers up to speed quickly, and enables you to take practical advantage of the power of design patterns.


	Key features include:

	
		Introductory overviews of design patterns, the Java Foundation Classes (JFC), and the Unified Modeling Language (UML)
	
		Screen shots of each of the programs
	
		UML diagrams illustrating interactions between the classes, along with the original JVISION diagram files
	
		An explanation of the Java Foundation Classes that illustrates numerous design patterns
	
		Case studies demonstrating the usefulness of design patterns in solving Java programming problems
	
		A CD containing all of the examples in the book, so you can run, edit, and modify the complete working programs



	After reading this tutorial, you will be comfortable with the basics of design patterns and will be able to start using them effectively in your day-to-day Java programming work.


	About the Author




	James W. Cooper is a research staff member in the Advanced Information Retrieval and Analysis Department at the IBM Thomas J. Watson Research Center. He is also a columnist for Java Pro magazine and a reviewer for Visual Basic Programmer's Journal.  He has published 14 books, which include Principles of Object-Oriented Programming Using Java 1.1 (Ventana) and The Visual Basic Programmer's Guide to Java (Ventana).
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AdvancED ActionScript 3.0 Animation (Friends of Ed Adobe Learning Library)Apress, 2008

	This book is a compilation of advanced ActionScript 3.0 animation techniques for any user creating games, user interaction, or motion control with ActionScript. It's an anthology of topics that follow from the author's earlier book, Foundation ActionScript 3.0 Animation: Making Things Move, and things that became possible in...
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Linux Desk Reference (2nd Edition)Prentice Hall, 2001
I hope you get a lot of use out of this book. Since I first got started with Unix in 1986, I've spent a ton of cash buying reference books. I've always been a bibliophile, and computer books have the advantage of being tax deductible, so I've amassed quite a collection. It always annoys me when I get home and...
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3D Game Engine Design: A Practical Approach to Real-Time Computer GraphicsCRC Press, 2006

	The first edition of 3D Game Engine Design was an international bestseller that sold over 17,000 copies and became an industry standard. In the six years since that book was published, graphics hardware has evolved enormously. Hardware can now be directly controlled through techniques such as shader programming, which...
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An Introduction To Black Holes, Information And The String Theory Revolution: The Holographic UniverseWorld Scientific Publishing, 2004
.,." This well-planned, stimulating and sometimes provocative book can be enthusiastically recommended.?    

       Over the last decade the physics of black holes has been revolutionized by developments that grew out of Jacob Bekenstein s realization that black holes have entropy. Stephen Hawking raised profound issues concerning...
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.NET and XMLO'Reilly, 2003
.NET & XML provides an in-depth, concentrated tutorial for intermediate to advanced-level developers.  Additionally, it includes a complete reference to the XML-related namespaces within the .NET Framework. XML is an extremely flexible technology, and Microsoft has implemented most of the tools programmers need...
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How to Cheat in Adobe Flash CS4: The art of design and animationFocal Press, 2009
Need to solve problems quickly to develop creative projects to time and to budget? Want to hone your Flash skills so you can concentrate on your animation? ThenHow to Cheat in Flash is for you! Chris Georgenes shows how to work from the problem to the solution - from the viewpoint of an animator who has been commissioned...





	





©2021 LearnIT (support@pdfchm.net) - Privacy Policy
