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Foreword

You are probably reading this foreword with one of several things in mind. First, is this the right book
for me, is the material current, and does the text reflect the final API? Second, what should I expect to
learn and where should I start reading a book of this length?

Many of the forewords I have seen will lead you through an amusing anecdote or story and then men-
tion a little about the author, but then fail to leave you any wiser about the answer to those questions. So,
to get straight to the point and to answer the second question first, this is a book that you can start from
page one and read right through to the end. If you haven’t read any of Ivor Horton’s books before, you
are in for a pleasant surprise. Ivor’s style is very accessible, which makes the content easy to follow and
understand. I know, because I have read this book from cover to cover.

This edition of Ivor Horton’s Beginning Java 2, JDK 5 Edition is based on the J2SE 5.0 platform. The J2SE 5.0
release is one of the most significant updates to the Java platform in many years and has been three
years in the making. The release involved 160 experts worldwide, all working through the Java
Community Process and focused on making the platform better for all developers. I have been involved
with the project since day one as the Specification Lead for JSR 176, which defines the contents of J2SE
5.0. As such, I had a great interest in making sure that this book is accurate and matches the final API set.
I've even compiled and run every code example twice, and there are a lot of great examples, as you will
find out.

So what can you expect to learn from this new edition? First, Ivor covers the basic programming blocks
and gets you started with your first Java program. Ivor then introduces the Java language changes step
by step, including the new generic types, the enhanced for loop, enumerated types, and many others.
You will also get to use the new language changes in later chapters and learn some of the other non-
language features, such as XML DOM3 updates. So whether you are a new developer or already have
some Java programming experience, you will gain the skills needed to work with the latest Java release.

In closing, I encourage you to read and enjoy what JDK 5.0 has to offer and find out how easy using J2SE
5.0 really is.

Calvin Austin
J2SE 5.0 Specification Lead
Sun Microsystems
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