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1. cviCenie
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Dokumentacia k Standard. kniznici

* online
— https://docs.oracle.com/en/java/javase/25/

— https://docs.oracle.com/en/java/javase/25/docs/api/i
ndex.html

* VO vyvojovom prostredi

— nad metotu, triedu, premennu
* nadist mySou — zobrazi sa okno

* ak su stiahnuté zdrojaky, tak CTRL+click_mysSou —
zobrazia s zdrojaky aj s dokumentaciou



https://docs.oracle.com/en/java/javase/25/
https://docs.oracle.com/en/java/javase/25/docs/api/index.html
https://docs.oracle.com/en/java/javase/25/docs/api/index.html
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Nazov premennej




Datovy typ uvadzat explicitne

var users = getUsers();

var address = getAddress();
var height = 1.2;

var count = 100L;



Datovy typ uvadzat explicitne

var users = getUsers();

var address = getAddress();
var height = 1.2;

var count = 100}



Datovy typ uvadzat explicitne

String[] users = getUsers();
String address = getAddress();
double height = 1.2;

long count = 100L;




Datovy typ uvadzat explicitne

String[] users = getUsers();
String address = getAddress();
double height = 1.2;

long count = 100L;

c# (target-typed new)

Student peter = new (“Peter”)



final (premenna)

final int RAZ_NASTAVITELNA_A = 10;
// RAZ_NASTAVITELNA_A = 20; CHYBA

final int RAZ_NASTAVITELNA_B;

RAZ_NASTAVITELNA_B = 10;
// RAZ_NASTAVITELNA_B = 20; CHYBA

KluCove slovo final ma aj iné pouzitie



Text block

* vzdy pouziva \n, bez ohladu na platformu



Polia

definicia

pristup k prvkom
length

trieda Arrays



Porovnavanie

e equals()
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Pretazenie funkci
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For each




break, continue, label

* break — ukonci opakovanie cyklu

e continue — preskocCi zvysok iteracie a ide na
dalSie opakovanie

* label — oznacCenie cyklu
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switch

* prikaz
* vyraz



Argumenty main-u, konfiguracia IDE




Debugovanie, rekurzia

medzery hviezdicCky
4 0000 * 1 = 1*2-1
3 OOO*** 3 =2*2-1
2 OO** %k * 5 = 3*2_1
1 O******* 7 — 4*2_1
G *k ki ki *k*%k*% 9 — 5*2_1



assert

* Pouzitie

~ pre chyby, ktoré by nemali nikdy nastat

~ neoSetrovat vstup od pouzivatela a podobne
* Nastavenie

~ treba zapnut pretoze bol pridany neskor a predtym slovo
assert nebolo kltucovym slovom

— -enableassertions alebo -ea

- hﬁtpsl://se—education.org/guides/tutorials/intellijUsefuISettings
.ntm


https://se-education.org/guides/tutorials/intellijUsefulSettings.html
https://se-education.org/guides/tutorials/intellijUsefulSettings.html
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