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Web pages

Coursehome http://www.cs.c mu.e du/˜c burc h/ pgss0 1/
Textbookhome http://www.cs.c mu.e du/˜c burc h/ su rve y/

Schedule of topics

Week 1 1. Introduction,algorithms,pseudocode& flowcharts
2. Programmingoverview, variables,objects
3. Arithmeticexpressions
4. Loops,strings
Weekend: Assignment 0

Week 2 1. If statement
2. Arrays
3. Classmethods
4. Recursion
Weekend: Assignment 1

Week 3 1. Gameplaying
2. Internet,IP
3. TCP, HTTP, SMTP
4. Big-O notation
Weekend: Assignment 2

Week 4 1. Divideandconquer, mergesort,multiplication
2. Dynamicprogramming,Fibonaccis,all-pairspaths,gametrees
3. Topics
4. Conclusion,quiz

Assignments

Writtenportion Programmingportion
0. Supposeyou have a deckof cards,num-

bered1 through52, but one is missing.
Invent, describe,and comparetwo al-
gorithms for determiningwhich card is
missing.

GivenaLogo-likerobotclass,write aprogramthatreadsa
number� from theuseranddraws a circle approximately
of radius� .

1. Draw arecursiontreeillustratinghow the
computerwould executea paint-bucket
algorithmon an image. I give recursive
pseudocodefor the algorithmanda pic-
tureof theimage.

I give rulesgoverningthesimulationof a forestpreserve
containingpanthers,deer, and forage. Write a program
that readsa number� from theuseranddetermineshow
long the preserve lasts if it begins with � deer. Use
this programto determinethebestnumberof initial deer.
(Ambitious studentsinclude agegroupsin their simula-
tion.)

2. Draw andevaluatea gametreefor a par-
ticular tic-tac-toeboard;givesomebig-O
boundsfor threedifferentcodesegments.

Write a Go Fish client implementinga Go Fish strategy.
I provide a library classfor network communication,set
upaGoFishserver, anddescribethecommunicationpro-
tocol. (Ambitious studentsattemptto write the winning
strategy.)


