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The objective of Algorithm is learning advanced techniques and
methodologies to design a software or system. Learners can apply different
algorithmic methods to their programming techniques and solve the physical
problems, The course contents include the introduction to some famous

methodologies and their applications, the relationship between data structure
and methods, time and spcace complexities,
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5 123;22;;? Graph Algorithms (—)

6 123;22;;? Graph Algorithms (=)

7 123;3%? Graph Algorithms (=)

8 123;21;?? Design Methods of Algorithm

9 123;212? Recall Divide and Conquer
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11 123;2;%? Dynamic Programming (—)
12 123;2?;2? Dynamic Programming (=)
13 123;2?;?? Greedy Method (—)
14 123;2?;;? Greedy Method (=)
15 123;2?;;? Comparison among different design methods
16 123;22;2? NP and NP Completeness
17 123;22;?? Huffman Coding
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Introduction to Algorithms Thomas H. Cormen The MIT Press Third
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Algorithms Sanjoy Dasgupta et al. McGRAW HILL International Edition
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