SU DEPARTMENT OF COMPUTER SCIENCE SYLLABUS

COSC 330 GUI Design, Event-driven Programming and OO Design Patterns

Description:

This course covers three related topics: event-driven programming, graphical user interface (GUI),
and object-oriented (OO) design using design patterns. The event-driven model will be examined
throughout the course. OO design will be introduced through the analysis of design patterns. There
will be several programming projects for this course. Three hours per week.

Prerequisite: COSC 220 with a grade of C or better.

Required books:
There is NO required textbook for this course. The course materials are mainly selected from the following
reference books and online.

Reference books:

113
[ ]

|

Module 1 2.0
Course overview, discussion on advanced object-oriented features such as inheritance

and composition, polymorphism, interface and abstract class in Java

Module 2

Introduction to design patterns: strategy pattern, oluevebopaitetridedaya principals, GUI

3.0

Module 4
Continue to discuss design patterns such as template method pattern, state pattern,
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