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Podmienky hodnotenia

* Semester 40 bodov

— 7 zadani (domacich uloh)
* zarOzne pocty bodov, najprv jednoduchsie, neskor zlozitejSie
* na vypracovanie priblizne tyzden
* 20 bodov
~— pisomky
* 2 pisomky
* 20 bodov

* Skuska 60 bodov

~ Podmienkou UcCasti na skusku je ziskat cez semester
aspon 20 bodov



Webova stranka

* ku predmetu

— https://uim.fel.stuba.sk/predmet/b-oop/
* ku cviceniam

- https://useobjects.net/oop/


https://uim.fei.stuba.sk/predmet/b-oop/
https://useobjects.net/oop/

Java

e Verzia 25

- najnovsia LTS ( Long-Term-Support) verzia
* NovSie verzie maju kratSiu dobu podpory
e TUto verziu pouzite aj pri rieSeni zadani!

Release GA Date Premier Support Until Extended Support Until
25 (LTS) September 2025 September 2030**** September 2033****

26 (non-LTS)*** March 2026 September 2026 Not Available

27 (non-LTS)*** September 2026 March 2027 Not Available

https://www.oracle.com/java/technologies/java-se-support-roadmap.html
https://en.wikipedia.org/wiki/Java_version_history


https://www.oracle.com/java/technologies/java-se-support-roadmap.html
https://en.wikipedia.org/wiki/Java_version_history

UcCIvo

« Uvod, Java

* Objektovo orientované programovanie

 Navrhoveé vzory



Ako zvladnut velké prOJekty

e rozdelenim na mensie casti

 minimalizovat’ vzajomné previazanie
jednotlivych Casti (idealne kazdu cast riesit
nezavysle na inej casti)

 maximalizovat’ sudrznost’ kazdej Casti
systemu (vzdy sa zaoberat prave jednou
castou systemu)



Vzajomna previazanost (coupling)

* Previazanost je urcena mnozstvom vazieb
medzi softverovymi entitami. Treba ju
minimalizovat. Minimalizacia mnozstva vaziab
medzi entitami znizuje vzajomnu zavislost.
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Sudrznost' casti (cohesion)

* To Co spolu suvisi, je vhodné implementovat prave v
jedne] softvérovej entite. Nie je vhodné implementovat
niekolko veci naraz. Suvislost vyjadruje dodrzanie tejto
zasady.

* Sudrznost je vhodné maximalizovat. Ak uloha je
zlozitejSia, treba jednotlive podulohy rozdelit jednotlivym

Uloha A Uloha B Uloha €

2. Edst dlohy D . .
/ﬁ - Uloha D Uloha E




Softvérova entita

funkcia / metdda
trieda

balik
komponent, modul, . . .



Zavislost softvérovych entit

e zmena niektore] Casti entity, sposoby potrebu
nieco zmenit aj v inej entite
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Uloha — poduloha - podpoduloha

uloha A.1
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uloha D
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uloha G




Priklad

» ukazka v zdrojakoch
- createlList(...)

* funkcia ma robit cell funkcionalitu

- appendAndPrintAndGetLength(...)
 zvlast funkica pre kazdu funkcionalitu

- append(...)

* podfunkcionalita moze byt v dalSej funkcii



Grafické vyvojove prostredia

* IntelliJ IDEA
- https://www.jetbrains.com/idea/
— staCi community edition (download - na web-stranke nizsie)

* Netbeans
— https://netbeans.apache.org
* Eclipse

- https://www.eclipse.org/downloads/packages/release/2023-12/r/
eclipse-ide-java-developers


https://www.jetbrains.com/idea/
https://netbeans.apache.org/
https://www.eclipse.org/downloads/packages/release/2023-12/r/eclipse-ide-java-developers
https://www.eclipse.org/downloads/packages/release/2023-12/r/eclipse-ide-java-developers

* IntelliJ IDEA

* navod v inom pdf
- bude sa priebezne aktualizovat



Java - projekt

* v projekte moze byt viacero main-ov
e spusta sa vybrany main



std out (aj formatovany), err, in

System.out.printin()
System.err.printin()
1O.printin()
|O.readin()
System.out.format()

System.out.printf()



Intellij Idea — live templates

* v inom pdf



Primitivne vs referencne typy

Premenné v Jave maju definované datovy typy

Rozdelenie
— primitivne datové typy

- referencné datove typy
* pozor na kopirovanie a porovnavanie referencnych typov!



Primitivne typy

int pocet = 10;

double vyska = 1.5;

char pismeno ="p’;

char pismeno2 ="\u3072'; // o
boolean b = true;



Primitivne typy

Primitivne Ciselné typy su
* byte — 8 bitovy, <-128, 127> ‘znamienkove.
CelecCiselné typy pouzivaju

* short — 16 bitov, <-32 768, 32 767> doplnkovy kod
* int — 32 bitov, <-23, 2%1-1>

* long — 64 bitov, <-2%, 2%-1>

* float — 32 bitov, plavajuca desatinna Ciarka, IEEE 754

* double — 64 bitov, plavajuca desacCinna Ciarka, IEEE 754

* char — 16 bitov, Unicode
— unicode moze pouzivat rozne druhy kddovania

* boolean = {true, false},
— pamaéatova velkost nie je presne definovana
https://docs.oracle.com/iavase/tutorial/iava/nutsandbolts/datatvpes.htm



https://docs.oracle.com/javase/tutorial/java/nutsandbolts/datatypes.html
https://docs.oracle.com/javase/tutorial/java/nutsandbolts/datatypes.html
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Primitivne vs referencne typy

. dizka
int dlzka = 10; 10
3 n 3 n teXt H A H |’
String text = "programovanie", » “programovanie"”, kddovanie, atd. [«
zlta
Color zlta = new Color (255, 255, 0); » red: 255, green: 255, blue: 0, atd.

https://www.csfieldguide.org.nz/en/interactives/rgb-mixer/

pole

int [] pole = {10, 20, 30}; 10 20 30

Y

. pole2
String [] pole2 = {"aa", text, "bb"}; >»

"aa", kédovanie, atd. "bb", kédovanie, atd.



https://www.csfieldguide.org.nz/en/interactives/rgb-mixer/
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Literaly

int a = 1;
long b = 1L;
int ¢ = 1_000_000;

boolean podmienkal
boolean podmienka2

true,
false;

. char pismeno = 'a';
int d = OxFF; // 15*16 + 15*1 = 255 P !

System.out.println(d); Strlng textl = "abcd";

int e = 0b1100;, // 8 + 4 + 0 + 0 = 12 -
! String text2 = null;
System.out.println(e); J ’ linka: Escape Sequences

String text3 = "jeden\ndva\n"; // \n \t \b

float f = 1.2f; // f alebo F - .
double g = 1.2d;: // d alebo D System.out.println(text3);
double h = 1.234e2; :

double i = 1.234e2d; // String.class

float Jj = 1.234e2f,

System.out.printin(h);


https://docs.oracle.com/javase/tutorial/java/data/characters.html
https://docs.oracle.com/javase/tutorial/java/data/characters.html

Defaultné hodnoty

* nastavené v niektorych pripadoch

Data Type Default Value (for fields)
byte 0

short 0

int 0

long oL

float 0.0f

double 0.0d

char "\uo000'

String (or any object) |null

boolean false

https://docs.oracle.com/javase/tutorial/java/nutsandbolts/datatypes.html


https://docs.oracle.com/javase/tutorial/java/nutsandbolts/datatypes.html

Pouzivanie objektov a tried

e String, StringBuilder
* Math
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