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The course will introduce Java graphics techniques in two parts. The first
part will focus on the GUI basic components, Java 2D graphics and
multimedia, The second part will focus on the GUI advanced components

and multithreading techniques,
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102/02/18~
102/02/24

Chll GUI Components: Part 1

102/02/25~
102/03/03

Chll GUI Components: Part 1

102/03/04~
102/03/10

Chll GUI Components: Part 1

102/03/11~
102/03/17

Chll GUI Components: Part 1

102/03/18~
102/03/24

Chl2 Graphics and Java 2D

102/03/25~
102/03/31

Chl2 Graphics and Java 2D

102/04/01~
102/04/07

Chl2 Graphics and Java 2D

102/04/08~
102/04/14

Ch21 Multimedia: Applets and Applications

102/04/15~
102/04/21

Ch21 Multimedia: Applets and Applications

10

102/04/22~
102/04/28

AR

11

102/04/29~
102/05/05

Ch22 GUI Components: Part 2

12

102/05/06~
102/05/12

Ch22 GUI Components: Part 2




102/05/13~
13 102/05/19 Ch22 GUI Components: Part 2
102/05/20~
14 102/05/96 Ch22 GUI Components: Part 2
102/05/27~ i )
15 102/06/02 Ch23 Multithreading
102/06/03~ i )
16 102/06/09 Ch23 Multithreading
102/06/10~ . .
17 102/06/16 Ch23 Multithreading
102/06/17~ .
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An introduction to programming and object oriented design, Nino and Hosch
Practical object—oriented design with UML, Priestley
The object of Java, Riley
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