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FOREWORD

The AS/400, and the RPG programmers (you!) who have made it the most successful
business system in the world, face the biggest change ever to occur in their intertwined
histories.

As former AS/400 General Manager Bill Zeitler has said, IBM is “betting the ranch” on
Java.

IBM has irrevocably linked the future success of the AS/400 to Java because

= Java offers a way to add the graphical interface so urgently needed for AS/400
applications.

= Java provides the core technology for IBM’s attempts to sell the AS/400 as an
e-business server.

= Java is the only viable answer IBM has to the Microsoft Visual Basic juggernaut.
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FOREWORD

If you haven’t already gotten the word, here it is: IBM is making the AS/400 a
best-of-breed Java server, and is no longer basing the AS/400’s future on RPG alone.

Considering IBM’s bet on Java, the industry-wide rise of the Web, and Microsoft’s push
to capture the traditional business market, an RPG programmer has three choices:

1. Learn Java now.
2. Abandon the AS/400 for Windows and learn Visual Basic.

3. Become one of the last living RPG programmers doing maintenance on legacy
applications.

If yours is the first choice, reading this book is one of the first steps you should take. Get
yourself a copy of IBM’s VisualAge for Java or Inprise’s JBuilder, prop this book up on
your desk, and follow two of the best guides you’ll find to lead you into the exciting
world of Java programming. You’ll never turn back.

Phil Coulthard and George Farr have spent years immersed in IBM’s RPG development,
working with AS/400 programmers. They’re also key developers in IBM’s Java platform
and tools. They have the perfect combination of skills and experience to explain the prac-
tical use of Java for AS/400 development. Now, they’ve delivered a unique book that
presents Java and object-oriented programming in terms familiar to RPG programmers.
No RPG programmer who wants to become proficient in Java should be without this es-
sential resource.

—Paul Conte, Paul Conte Educational Services
Consultant, Author, Editor,
Java Advocate, WebSphere Advocate
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