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oriented programming, and database applications.

This course will start with a brief historical perspective of the evolution of programming techniques up to visual
studio.NET. The topics covered include the concepts of events and methods, standard programming statements

and controls, procedures and functions, timers, creating objects at run time, multiple forms, menus, object
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Charles Petzold, 2016. Creating Mobile Apps with Xamarin.Forms,
Deitel and Deitel, 2016. Visual C# How to Program (6th Edition).

oot sl alagiza
é_vu cd}d\ ‘U‘J"d\)
()ai\.\“ )\A cJ\M\g\

Main Reference:

Other References:

* https://github.com/NuGet/Home

* Charles Petzold, 2016. Creating Mobile Apps with Xamarin.Forms, Microsoft Press.
« https://developer.xamarin.com/guides/xamarin-forms/getting-started/

* Deitel and Deitel, 2016. Visual C# How to Program (6th Edition).
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CK]1 | Use the different elements of a visual programming language as building K2
blocks to develop correct, coherent programs.
CcK] | Program using the fundamental software development process, including K2
design, coding, documentation, testing, and debugging.
cK] | Analyze problems, develop conceptual designs that solve those problems, and K2
transform those designs to Visual Programs with C#.
ilylgall
CcS] | Analyze a problem. sS4
cs? | Determine the steps needed to solve a problem. sS4
cs3 | Create a method to solve a problem. sS4
CS4 | Explain and use the basic and advanced O.O concepts. S5
cs5 | Transform UML models into O.O programs. S5
CSe | Describe and use the core concepts and constructs of visual programming. s6
cs7 | Transform user interface designs into code using visual programming languages. s6
clylagy)
cc1 | Apply logical problem-solving skills to devise a program C3
cco | Develop applications using the Object-Oriented programming (O.0) paradigm C3
cc3 | Employ visual programming environments to develop good quality user interfaces C4
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Ref 3. Lecture and Practicing in Introduction to visual Studio
Chapter 1 2015.
the Lab - The Xamarin framework. 1
- The IDE main window
- Mastering the environment
Ref 3. Lecture and Practicing in 3Introduction to C#, classes,
Chapter 2 object, data type 2.3
the Lab
Ref 3. Lecture and Practicing in C# Inheritance, Interface and
Chapter 3 access modifiers 4
the Lab
Ref 3. Lecture and Practicing in | ©# Collections, List, Dictionary
Chapter 6 9 and Observable collection 5
the Lab
Ref 1. Lecture and Practicing in GUI App and learning Design
Chapter 1 issues 6
the Lab
Midterm Exam 7
Ref 1. Lecture and Practicing in GUI APP and Event handler
Chapter 1 8
the Lab
Ref 1. Lecture and Practicing in | C* Delegates
Chapter 1 9,10
the Lab
Ref 1. Lecture and Practicing in Task Class, Async and await
Chapter 1 keywords 11
the Lab
Ref 1. Lecture and Practicing in Strings and Characters, Files
Chapter 1 and Streams 12,13
the Lab
Ref 1. Lecture and Practicing in | Database, and LINQ
Chapter 1 14,15
the Lab
Final Exam 16
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