Advanced Programming: ASSIGNMENTS
Unit: Graphics 
Reading
Textbook Chapter 1, pages 38-40
Textbook Chapter 2, pages 97-104

Textbook Chapter 3, pages 161-167


Textbook Chapter 5, pages 274-283

Textbook Chapter 6, pages 338-349


Textbook Chapter 7, pages 402-415
Projects 
1.   
Graphics Project 1
2.  
Graphics Project 2
3.  
Graphics Project 3
Objectives
1. Understand how a coordinate system is used to identify locations within a two dimensional space.

2. Recognize how the Java programming language can be used to make web pages and programs more interactive for users.

3. Become aware of event-driven programming in an applet using listener objects and event handlers.
4. Use Java commands to draw lines & shapes, change colors, fill in areas, and print text.
5. Use Java to create applets.
6. Use conditionals and loops to draw graphics.
7. Create GUI elements on an applet.
8. Maintain a curious mindset when encountering new Java code examples.

Unit Length 5 days
