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AkSHAYA AW COLLEGE OF ENGINEERING AND TECHNOL OGY 

Kinathuksdavu, 
Coimbatoro . 6A 109 

CENTRAL LIBRARY 

DEPARTMENT WISE CONSOLIDATED TEXT AND REFERRENCE BOOK 

As on07.10.2020 

Text Ref 

SI.No Book Total Book Dept 
Civil Engineering 
Computer Science And Engineering 
Electrical And Electronics Engineering 

2739 475 3214 

2283 421 2704 

319 2442 2123 
3763 

119 

3 

577 4340 4 Electronics And Communi.Engineering 

12 
739 
117 

131 
5371 
1336 
1370 

Management 
4632 Mechanical Engineering 

Mechatronics Engineering 
Science&Humanities 

6 

1219 
1254 116 8 

Grand Total 18132 2776 20908 

PRÍNGRtt LIBRARAN 
Pn 

Dr. J.JAYA, M. Tech., Ph.D. 
PRINCIPAL 

Akshaya College of Engineering and Technology 
Kinathukadavu, Coimbatore-642 109 
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CBNTRAL LIBRARY

DIGITAL LIBRARY DETAILS

OPAC
Available (users can search with keywords like title, author,
publisher, or combination of author &title etc.)

Intranet access to OPAC
All students and faculty members can access OPAC from their
place, Laboratories and Hostel.

Electronic Resource Management
package for e-journals

DELNET,DELNET IESTC( 1 378 Journals)

CD & DVD 1423

Library Website Availabie
http://www.acetcbe.edu. i n llibrary I #v erticalTab 1

In house/ remote access to e-publications Available 0\ I 92.l68.1 .249, \192.168.1.250 - NPTEL Videos)

Library automation Available (Modernlib library software)

Total nurnber of computers for public
access

l5 computers

Total number of printers I

Total number of Photocopying machine I

lnternet bandwidth/ speed 54 Mbps speed

Content Management System for e-
learnins

NPTEL(329 Video Courses,342 Web Courses) , DELNET

Participation in Resource Sharing
Networks/Consortia

DELNET (lnter Library Loan)

oEA-
LIBRARIAN

wlf-
FhD

Akshavr Cellese ef [nlinetring and Technolog'

xi n, tn rx a i FtrS.t$lf,$Jr.'* - 6 4 2 1 oe

Ilr. J. JAYA,
PRI NC
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&Ge-t-ffiffi il *F ffi ffi S;$\8ilf;$t$Nffi &fdE3 X'fl*MSfi ffi $-$fiY
Kinathukadavu, Coimbatore - 642 149.

CENTRAL LIBRARY

TEI e-JOURNALS LIST

1. Journal of The Institution of Engineers (India): Series A
(Civil, Architectural, Environmental and Agricultural Engineering)

2. Journal of The Institution of Engineers (India): Series B

(Electrical, Electronics & Telecommunication and Computer Engineering)

3. Journal of The Institution of Engineers (lndia): Series C

(Mechanical, Production, Aerospace and Marine Engineering)

4. Journal of The Institution of Engineers (India): Series D
(Metallurgical & Materials and Mining Engineering)

5. Journal of The Institution of Engineers (lndia): Series E

(Chemical and Textile Engineering)

fdsa!il:m{

$r #dd% :

, "#/
vla$r:;fffi,N

;- . " 'L{E

oE>
LIBRARIAN

*-w";,t;ffiffiffiffi

Pho
PRINCIPAL

*Ilillg:llsu,ii;jiii*inia 
nd Tech n orosv

Kinathukadavu. Cormtair,. ;;;;;;
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Itr rtment 0f Maffiageffient Studies

igr-seqo rziaes,i +e1-e88434s603

ill

l..rri

ii r

I:l
lt:s
Fa:::a
lii::' i

&{::::

Y,::=

i::,jlii

i nf o @ btechgurg,rsrl.&Pli!bqd h blidseeglraL!!-a

i
i

TO

The PrinciPal,
Akshaya College of engineering & Technology]
Bagavathipalayam Road, Kinathukadavu,
Coimbatore- 642 109.

TNVOTCE l!o. NFTET lfilfi4lfiL?

Date: 3'd MaY 2010

,-. --r ,1 r"iii-"fi r\iY

sr.No.r:-t?iil-____=--dltot'l!i.-,_----|_-i
i r. i Onu-ti** fee for NPTEL Video Courses(three Hard Disks) | SO,OOO/'

Payment Made through electronlc transfer {NEFT) frrm the
account : 132802000000928
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CENTRAL LIBRARY

NPTEL VIDEO COURSES FOR CIVIL ENGINEERING

TITLESl.No.
1

2. Desi gn of Rei nforced .on"t"tg Elgt'lgl
J.

4.

Design of Steel Structures
Frroine.erino Geolosv

Engineering Mechanics & Solids5.

6. Environmental Air Pol luting

7. Fluid Mechanics

Foundation Engineeringil
Introduction to TransPorlation Engineering

8.

9

10.

lt Modern Surveying Techr-riqr-res

Prestressed Concrete Structures

Soil Mechanics

Strength of Materials

t2.

13.

14.

15. Structural Analysis

t5. Surveying

11. Transpofiatiou Engineering II

18. Water and wastewater Engineering

19. Water Resources Engineertng
.)A Advanced Structural AnalYsis

21 Finite elernent analysis

22. Ground improvement techniques

^L). Probability Methods in Civil Engineering

24. Stochastic HydrologY

25. Stochastic Structural DYnamics

26. Urban transportation Planning
21. Water Resources Systems Modeling Techniques ar4 4rylylts
28. Watershed Managemetlt

29. Adv. Hydraulics

30. Adv.Foundation Engineering

31 Advanced Hydrology
't,L. Advanced Structural Analysis

JJ. Concrete Engineering & Technology

34. Concrete Technology

35. Finite Elernent Alralysrs

36. Ceosynthetics Engineering

37. Geotechnical EartlrqLrake Engineering

38. Geotechnical Measuretnents & Explorations

39. Ground Improvemettt Techniques
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40. Numerical Methods In Civil Engineering

4l Probability Methods in Civil Engineering

42. SoilDynamics StochasticHydro]ggy

43. Stochastic Structural DYnamics

44. Urban Transportation Planning

45. Water Resources SYstems

46. Watershed Management
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NPTEL VIDEO COURSES FOR COMPUTER SCIENCE ENGINEERING
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SI.No. TITLE
Artifi cial Intelligence

2" Artificial IntelIigence1

_r.

i
Compr"rter Architecture

Computer Craplrics

5. Computer Networks

6. Computer Organization

1. Data Communications

nutu Strr.trr.i *a alg*itt n.,, 
.------

Database Management Systerns

Discrete Mathematical Structures

Internet Technologies

Irrtrodr:ction To Compr-rter Graph ics

Programrn ing Lan guages

Soft*u.. gngin

Syrt.,r Anulyrit

Compiler Design

8.

9.

10.

II
12.

13.

14.

15.

16.

17.

18.

t9.

2A.

21. Computational Geornetryr

c.yptog.upnyan@
Graph Theory

High Performance CornpLrting

Lo*Po*..vlti@
RealTime Systems

Theory of Automata, Formal Languages and Computation

22.

23.
1Aaa.

25.

26.

21.

28. Biometrics

Cornbinators

Con-,prtutiorrl G**"try ---.
Computer Al gorithms-l I

Cryptography & Networh security

29.

30.

31

32,
1a
JJ.

34. uesrgn venlrcatron & l'est of Digital VLSI Circuits

Graph Theory

Uigh P"rfor*un"
Low power VLSI CircLrits & Systems

Xrm".i"ul Optiiii
Parallel AIg

35.

36.

31.

38.

39.

40. rerlormat]ce Evalution Of Computer Systems il1., 1

41 Real Tirne Svstems

r neory of Automata,l'orrnal Languages nr. J"rg.I
tl
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CENTRAL LIBRARY

NPTEL VIDEO COURSES FOR BLECTRONICS AND COMMUNICATION
ENGINEETTING

O?"rL-._
LIBRARIAN

t "'-\
! f, -!

':ch Ph 0flr' r'*tY$;i[ll r L

Sl"No. TITLE

'iJlt,

I Adaptive Signals Processing

2. Broadband Networks

J. Commun cal on Engineering

4. D gital Circu ts & Systems

5. D gital Comrnunication

6. D i gital Cornputer Organizatiotr

7. Digital image processing

8. Digital Signal Processing

9. Digital Systems Design

0 D gital VLSI System Design

D gital Voice & Picture Communicatiotl

2 Electronics & Communication Engineering
1
J Electronics For Analog signal Process ng

4 Electronics For Analog sigtral Process ng-II

5 High Speed Devices & Cirouits

6 lnformation Theory & Coding

1 MEMS & Microsystems

B Neural Networks & Applications

9 Probability & Random Variables

20. Signals & Systerns

21 Solid State Dev ces

22. Transmission Lines & E.M Waves

23. VLSI Design

24. Wireless Communicatiot-t

25. Adv. Digital Signal Processing - Multirate and wavelets

26. Advanced Optical Commun catror.t

21. CircLrits for Analog System Design

28. Error Correcting Codes

29. Adv.3G,4G Wireless rnobile Communicatiot-t

30. Adv.Digital Signal Processing

3l Adv.Optical Communication

JZ. CircLrits for Analog System desigrr

,J, Error Correcting Codes
ivr' 1

34. Pattern Recognition ,-){l rr
/" ( a ! l,

35. Patterrt Recogrt '-.:"J V \ t4tion & Applicatiort

P x I '- .,'i""i.,nd 
rtthnologv

Akshrva {nllegt o{ t'ngint

^li;; ;;;; al"p1dr!'4g'ru r'l'' 
6a2 1 ce
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Kinattrukadavu. Coimbatore - 642 L(rg-

CENTRAL LIBRARY

NPTEL VIDEO COURSES FOR ELECTRICAL AND ELECTRONICS EIIGINEERING

Sl.No. TITLE
1 Analog ICs, Basic Electrical Technologies

2. Choas,Fractals & Dynarnical Systems
a
-)- Circuit Theory, Control Engineeering

4. Digital lntegrated Circuits

5. Digital Signal Processing

6. Dynamics of Physical Systerns

7. Electromagnetic Field for EEE Students

8. Embedded Systerns

9. Enengy Resources & Technology

10. Estimation of Signal and systems

l1 Ilumination Engineering & Electric Utility Services

12. ndustria Automation & Control

t3. ndustria Instrumentation

14. ntelligent Systems & Control

5. Networks & Systems

6. Networks Signals & Systems

7. Power Electronics

B. Power Systern Analysis

9. Power Systern Operation & Control

20. Power Systems

2l Power Systems Dynamics

22. Advanced Control Systerns

zJ. An Introduction to Electronics Systems Packaging

24. Power System Dynamics and Control

Advanced Control Systems

Hign Vottug. OCTro**irri*
Po*"rSyrt"ffi
Switched Mode power Conversion

25.

26.

27.

28.

o,?t_-
LIBRARIAN
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CENTRAL LIBRARY

NPTEL VIDEO COURSES FOR MECHANICAL ENGINEERING

Sl.No. TITLE
Advanced Finite Element Analysis

2. Advanced Materials & Process

3. Advanced Operations Research

4. Advanced SOM

5. Applied Thermodynarr-rics for Marine Systems

6. Basic Thermodynamics
1 Computational Methods in Design & Manufacturing

8. Computer Aided Design

9. Design of Machine Elerrents-l

0. Dyuarnics of Machines

I Engineering Mechanics

2. Finite Elernent Method

J. Fundamentals of Environmental Pollution & Control
lAl+. Fundamentals of Operations Researclr

15. Heat & Mass Transfer

t6. Industrial Engineering

17. Kinematics of Machines

18. Manufacturing Process-l l
19. Manufacturing Process

20. Materials Science

2t Meclianical Measurernents & Metrology

22. Mechanical Vibrations

/.). Performance of Marine Vehicles At Sea

24. Principles of Mechanical Measurements

25. Project & Production Management

26. Refrigeration & Air-cond ition ing

27. Robotics

28. Strength & Vibration of Marine Structures

29. Strength of Materials

30. Biomicroelectro mechanical svstems

3r Computational Fluid Dyramics
J /_. Conduction And Radiation

33. Convective Heat and Mass Transfer

34. Cryogenic Engineering

35. Design and Optimization of Energy systems

36. Engineering Fracture Mechanics

37. Ergonornics for beginners Industrial design perspective

Page 12 of 58
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Dr.JrM
. PRINCIPAL

,ttshal-r Ce llegr or t, nsin e trin B and Technelogr

Xinathux'atlavu U'lmDalore - 642 1 09

PRINCIPAL

Experimental Stress AnalYsis

Fuels RefractorY and Furnaces

Materials and balance in Metallurgical Processes

Non-ferrous Extractive Metallurgy

ftlyti"t of Mut".iult, Ro"k"t PtoP

St""t Uut ing,Tribology,Vibtation of Str'"t
Advanced Manufacturin g Processes

ter Aided Engi.Desi

Convective HMT
ic Engineering

Design & OPtimization of
ErT gineering Fracture Mechanics

Experimental Stress AnalYsis

Fluid Mechanics

Nonlinear Vibration
Processing of Non Metal

Rocket ProPr"rlsion

Theory & Practice of ,otolPy!u*i!!
Vibration of Structures, Welding Engineering
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NPTELvIDEoCOURSESFoRMECHATRoNICSENGINEERING

Sieel Making,Tribology,Vibration of Structures
Advanced Manufacturing Processes

na*t ."0 pinite Element Analysis
Advanced Materials & Process

Adrr.*AOPeratiotls Researcl-t

Advanced SOM

"d 
nr.*-dy,*mics for Marine Systems

Basic ThelrttodYltattt ics

C*-rt'ti",*l M"thods in Design & Manuf-acturin
Computer Aided Desi

D.t,t," 
"a 

Machine Eletttertts-l
Dynamics of Machines

Engineering M"{I,.!
Finite Element Method
ffirtal Pollution & Control
F*rd"."rt"ls of Operations Research

Heat & Mass Trattsler
Industrial Engiueerin
I(inematics of Macltines
Manufacturin g Process-ll
Manufacturing ProcessS

Materials Science

trrt..truni.ut Measuretnellts & Metrology
Mechanical Vibrations
P.rfor,ru*" of Marine Vehicles At Sea

prir,.ipl.t oI Mechanical Measttrettletlls
Project & Production Managemeft
Refri geration & A'l 99ldit,gljg

Stt",-rgtll & Vibtutign of Mu,i" St'utt
echanical sYstemsBior-r-ricroelec

Computational Flu id DYnam ics

Conduction And Radiation
C",r"*ti"" Heat and Mass Transfer

ic Engineerin
Design and imization of EnergY sYstems

En gi neeri n g Fractl{e V199.!an ics

Erg.**tm for beginners Industrial desi

imental Stress AnalYsis
Fuels RefractorY and Furtlaces
Mrt"ti"l-",d EnergY balan"" in @
Non-ferrous Extractive Metallurgy
ptrvti.J of Materials,Rocket Propu lsiou,

Computer Aided Engi.Desi
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NPTEL VIDEO COURSES FOR SCIENCE AND HUMANITIES

Sl.No TITLE

,M'T

IFA
ni'rt'

1 Mathemat cs-i

2. Mathema cs-l I
')
J. Mathematics-liI

4. Numerical methods & Cornputation

5. Numerical Methods & Prograrning

6. Advanced Matrix Theory altd Linear Algebra for Engineers

1. Convex Optimization

8. Elementary Numerical Analysis

9. Functional Arralysis

10. Linear programming and Extensions

11 Measure and Integration

12. Probability and Statistics

i3. Advance Analytical Course

4. Contemporary Issues in Philosophy of Mind & Cognition

5. Game Theorv and Economrcs

6 A Basic Course in Real Analysis
1 Advanced Engineering Mathematics

8. Advanced Matrix Theory

9. Appl ied Multivariate Analysis

20. Calculus of variations & Integral Equatiotts

2l Complex Analysis,Convex Optimi zation

22. Elementry Numerical Analysis

ZJ. ,.Foundations of Optimizatior-r,

'24: r"Functional Analysis
'' 25. 'Linear Programming & Extensions

26. Measure & Integration,

21. Optimization, Probabi I ity & Statistics

28. Stastical Inference, Stochastic Processes

29. Engineering Physics-iI
30. Physics,Oscil lations & Waves

3l Quantum Physics

32. Quantum Mechanics and Applications

33. Select,Special Topics in Classical Mechanics

34. Classical Field Tlreorl

35. EIectromagnetic Theory

36. Electronics,Nuclear Ph1 sics

37. Plasma Physics,Quanturn Electronics

38. Quantum Mechanics & Applications

39. Selected Topics in Matltetratical physics

40. Sem iconducter Optoelectronics "t.

41 Special Tlieory of Relativity , ^r)rr
42. SpecialTopics in ClassicalMechanics rrr' u 

trRlN(
I r CollrEr of Inco,

LIBRARIAN_-=".=-
Atshafa(OllrE'rJ'l 
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Participative Learning

EXHIBIT NO. : 2.3.1 – B.1
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Typewritten text
(Sample from CSE  Dept.)
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Subject Code /Name: CS8651/ Internet Programming  

Class: III B.E. CSE 

Faculty Name: Ms.P.Sowkarthiga, AP/CSE 
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Participative Learning

EXHIBIT NO. : 2.3.1 – B.2
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Typewritten text
b). SEMINAR 

nrajkumar84@gmail.com
Typewritten text
(Sample from CSE  Dept.)
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Participative Learning

EXHIBIT NO. : 2.3.1 – B.3
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Typewritten text
c). WORKSHOP 
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Typewritten text
(Sample from CSE  Dept.)
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Participative Learning

EXHIBIT NO. : 2.3.1 – B.4
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Typewritten text
d). Group Discussion  
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Typewritten text
(Sample from CSE  Dept.)
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Participative Learning

EXHIBIT NO. : 2.3.1 – B.5
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d). CONTENT BEYOND SYLLABUS  
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Typewritten text
(Sample from CSE  Dept.)
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SAMPLE CONTENT BEYOND SYLLABUS 

Page 46 of 58



Digital rights management

Digital rights management (DRM) tools or technological protection

measures (TPM) are a set of access control technologies for restricting the use of proprietary

hardware and copyrighted works. DRM technologies try to control the use, modification, and

distribution of copyrighted works (such as software and multimedia content), as well as systems

within devices that enforce these policies.

The use of digital rights management is not universally accepted. Proponents of DRM argue that

it is necessary to prevent intellectual property from being copied freely, just as physical locks are

needed to prevent personal property from being stolen,[1] that it can help the copyright holder

maintain artistic control,[4] and that it can ensure continued revenue streams.[5] Those opposed to

DRM contend there is no evidence that DRM helps prevent copyright infringement, arguing

instead that it serves only to inconvenience legitimate customers, and that DRM helps big

business stifle innovation and competition. Furthermore, works can become permanently

inaccessible if the DRM scheme changes or if the service is discontinued. DRM can also restrict

users from exercising their legal rights under the copyright law, such as backing up copies of

CDs or DVDs (instead having to buy another copy, if it can still be purchased), lending materials

out through a library, accessing works in the public domain, or using copyrighted materials for

research and education under the fair use doctrine.

Worldwide, many laws have been created which criminalize the circumvention of DRM,

communication about such circumvention, and the creation and distribution of tools used for

such circumvention. Such laws are part of the United States' Digital Millennium Copyright

Act,and the European Union's Information Society Directive, (the French DADVSI is an

example of a member state of the European Union ("EU") implementing the directive)

Technologies

Verifications[edit]

Product keys[edit]

One of the oldest and least complicated DRM protection methods for computer and Nintendo

Entertainment System games was when the game would pause and prompt the player to look up

a certain page in a booklet or manual that came with the game; if the player lacked access to such

material, they would not be able to continue the game. A product key, a typically

alphanumerical serial number used to represent a license to a particular piece of software, served

a similar function. During the installation process or launch for the software, the user is asked to

SAMPLE FOR CONTENT BEYOND SYLLABUS STUDY MATERIAL  
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input the key; if the key correctly corresponds to a valid license (typically via internal

algorithms), the key is accepted, then the user who bought the game can continue. In modern

practice, product keys are typically combined with other DRM practices (such as online

"activation"), as the software could be cracked to run without a product key, or "keygen"

programs could be developed to generate keys that would be accepted.

Limited install activations

Some DRM systems limit the number of installations a user can activate on different computers

by requiring authentication with an online server. Most games with this restriction allow three or

five installs, although some allow an installation to be 'recovered' when the game is uninstalled.

This not only limits users who have more than three or five computers in their homes, but can

also prove to be a problem if the user has to unexpectedly perform certain tasks like upgrading

operating systems or reformatting the computer's storage device.

In mid-2008, the Windows version of Mass Effect marked the start of a wave of titles primarily

making use of SecuROM for DRM and requiring authentication with a server. The use of the

DRM scheme in 2008's Spore backfired and there were protests, resulting in a considerable

number of users seeking an unlicensed version instead. This backlash against the three-activation

limit was a significant factor in Spore becoming the most pirated game in 2008,

with TorrentFreak compiling a "top 10" list with Spore topping the list.[25][26] However,

Tweakguides concluded that the presence of intrusive DRM does not appear to increase video

game piracy, noting that other games on the list such as Call of Duty 4 and Assassin's Creed use

DRM which has no install limits or online activation. Additionally, other video games that do

use intrusive DRM such as BioShock, Crysis Warhead, and Mass Effect, do not appear on the

list.

Persistent online authentication

Many mainstream publishers continued to rely on online DRM throughout the later half of 2008

and early 2009, including Electronic Arts, Ubisoft, Valve, and Atari, The Sims 3 being a notable

exception in the case of Electronic Arts.Ubisoft broke with the tendency to use online DRM in

late 2008, with the release of Prince of Persia as an experiment to "see how truthful people

really are" regarding the claim that DRM was inciting people to use illegal copies.Although

Ubisoft has not commented on the results of the "experiment", Tweakguides noted that

two torrents on Mininova had over 23,000 people downloading the game within 24 hours of its

release.
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Ubisoft formally announced a return to online authentication on 9 February 2010, through

its Uplay online game platform, starting with Silent Hunter 5, The Settlers 7, and Assassin's

Creed II.Silent Hunter 5 was first reported to have been compromised within 24 hours of

release,but users of the cracked version soon found out that only early parts of the game were

playable.The Uplay system works by having the installed game on the local PCs incomplete and

then continuously downloading parts of the game-code from Ubisoft's servers as the game

progresses. It was more than a month after the PC release in the first week of April that software

was released that could bypass Ubisoft's DRM in Assassin's Creed II. The software did this by

emulating a Ubisoft server for the game. Later that month, a real crack was released that was

able to remove the connection requirement altogether.

In early March 2010, the Uplay servers suffered a period of inaccessibility due to a large-

scale DDoS attack, causing around 5% of game owners to become locked out of playing their

game. The company later credited owners of the affected games with a free download, and there

has been no further downtime.

Other developers, such as Blizzard Entertainment are also shifting to a strategy where most of

the game logic is on the "side" or taken care of by the servers of the game maker. Blizzard uses

this strategy for its game Diablo III and Electronic Arts used this same strategy with their reboot

of SimCity, the necessity of which has been questioned.

Encryption

An early example of a DRM system is the Content Scrambling System (CSS) employed by

the DVD Forum on film DVDs circa 1996. CSS uses an encryption algorithm to encrypt content

on the DVD disc. Manufacturers of DVD players must license this technology and implement it

in their devices so that they can decrypt the encrypted content to play it. The CSS license

agreement includes restrictions on how the DVD content is played, including what outputs are

permitted and how such permitted outputs are made available. This keeps the encryption intact as

the video material is played out to a TV.

In 1999, Jon Lech Johansen released an application called DeCSS, which allowed a CSS-

encrypted DVD to play on a computer running the Linux operating system, at a time when no

licensed DVD player application for Linux had yet been created. The legality of DeCSS is

questionable: one of the authors has been the subject of a lawsuit, and reproduction of the keys

themselves is subject to restrictions as illegal numbers.
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Encryption can ensure that other restriction measures cannot be bypassed by modifying the

software, so sophisticated DRM systems rely on encryption to be fully effective. More modern

examples include ADEPT, FairPlay, Advanced Access Content System.

Copying Restriction

Further restrictions can be applied to electronic books and documents, in order to prevent

copying, printing, forwarding, and saving backups. This is common for both e-publishers and

enterprise Information Rights Management. It typically integrates with content

management system software but corporations such as Samsung Electronics also develop their

own custom DRM systems.

While some commentators believe DRM makes e-book publishing complex, it has been used by

organizations such as the British Library in its secure electronic delivery service to permit

worldwide access to substantial numbers of rare documents which, for legal reasons, were

previously only available to authorized individuals actually visiting the Library's document

centre at Boston Spa in England.

There are four main e-book DRM schemes in common use today, one each from Adobe,

Amazon, Apple, and the Marlin Trust Management Organization (MTMO).

 Adobe's DRM is applied to EPUBs and PDFs, and can be read by several third-party e-book

readers, as well as Adobe Digital Editions (ADE) software. Barnes & Noble uses a DRM

technology provided by Adobe, applied to EPUBs and the older PDB (Palm OS) format e-

books.

 Amazon's DRM is an adaption of the original Mobipocket encryption and is applied to

Amazon's .azw4, KF8, and Mobipocket format e-books. Topaz format e-books have their

own encryption system.

 Apple's FairPlay DRM is applied to EPUBs and can currently only be read by

Apple's iBooks app on iOS devices and Mac OS computers.

 The Marlin DRM was developed and is maintained in an open industry group known as the

Marlin Developer Community (MDC) and is licensed by MTMO. (Marlin was founded by

five companies, Intertrust, Panasonic, Philips, Samsung, and Sony.) The Kno online textbook

publisher uses Marlin to protect e-books it sells in the EPUB format. These books can be

read on the Kno App for iOS and Android.
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Java Applet Basics

Let’s understand first how many Package does GUI support:

1. AWT(Abstract Window Toolkit)

2. Swing

Throwback of making GUI application:

Java was launched on 23-Jan-1996(JDK 1.0) and at that time it only supported CUI(Character

User Interface) application. But in 1996 VB(Visual Basic) of Microsoft was preferred for GUI

programming. So the Java developers in hurry(i.e within 7 days) have given the support for GUI

from Operating System(OS). Now, the components like button,etc. were platform-dependent(i.e

in each platform there will be different size, shape button). But they did the intersection of such

components from all platforms and gave a small library which contains these intersections and it

is available in AWT(Abstract Window Toolkit) technology but it doesn’t have advanced features

like dialogue box, etc.

What is Applet?

An applet is a Java program that can be embedded into a web page. It runs inside the web

browser and works at client side. An applet is embedded in an HTML page using the APPLET or

OBJECT tag and hosted on a web server.

Applets are used to make the web site more dynamic and entertaining.

Important points :

1. All applets are sub-classes (either directly or indirectly) of java.applet.Applet class.

2. Applets are not stand-alone programs. Instead, they run within either a web browser or an

applet viewer. JDK provides a standard applet viewer tool called applet viewer.

3. In general, execution of an applet does not begin at main() method.

4. Output of an applet window is not performed by System.out.println(). Rather it is handled

with various AWT methods, such as drawString().
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Life cycle of an applet :

It is important to understand the order in which the various methods shown in the above image

are called. When an applet begins, the following methods are called, in this sequence:

1. init( )

2. start( )

3. paint( )

When an applet is terminated, the following sequence of method calls takes place:

1. stop( )

2. destroy( )

Let’s look more closely at these methods.

1. init( ) : The init( ) method is the first method to be called. This is where you should

initialize variables. This method is called only once during the run time of your applet.

2. start( ) : The start( ) method is called after init( ). It is also called to restart an applet after

it has been stopped. Note that init( ) is called once i.e. when the first time an applet is

loaded whereas start( ) is called each time an applet’s HTML document is displayed

onscreen. So, if a user leaves a web page and comes back, the applet resumes execution

at start( ).

3. paint( ) : The paint( ) method is called each time an AWT-based applet’s output must be

redrawn. This situation can occur for several reasons. For example, the window in which

the applet is running may be overwritten by another window and then uncovered. Or the

applet window may be minimized and then restored.

paint( ) is also called when the applet begins execution. Whatever the cause, whenever the

applet must redraw its output, paint( ) is called.
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The paint( ) method has one parameter of type Graphics. This parameter will contain the

graphics context, which describes the graphics environment in which the applet is running.

This context is used whenever output to the applet is required.

Note: This is the only method among all the method mention above, which is parametrised.

It’s prototype is

public void paint(Graphics g)

where g is an object reference of class Graphic.

Example:

import java.applet.Applet;

import java.awt.Graphics;

// HelloWorld class extends Applet

public class HelloWorld extends Applet

{

// Overriding paint() method

@Override

public void paint(Graphics g)

{

g.drawString("Hello World", 20, 20);

}

}
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Servlet Filter

A filter is an object that is invoked at the preprocessing and postprocessing of a request.

It is mainly used to perform filtering tasks such as conversion, logging, compression, encryption

and decryption, input validation etc.

The servlet filter is pluggable, i.e. its entry is defined in the web.xml file, if we remove the

entry of filter from the web.xml file, filter will be removed automatically and we don't need to

change the servlet.

So maintenance cost will be less.

Usage of Filter

o recording all incoming requests

o logs the IP addresses of the computers from which the requests originate

o conversion

o data compression

o encryption and decryption

o input validation etc.

Advantage of Filter

1. Filter is pluggable.

2. One filter don't have dependency onto another resource.

3. Less Maintenance

Filter API

Like servlet filter have its own API. The javax.servlet package contains the three interfaces of

Filter API.

1. Filter

2. FilterChain

3. FilterConfig

1) Filter interface

For creating any filter, you must implement the Filter interface. Filter interface provides the life

cycle methods for a filter.

Method Description

public void init(FilterConfigconfig) init() method is invoked only

once. It is used to initialize the

filter.
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public void

doFilter(HttpServletRequestrequest,HttpServletResponse

response, FilterChain chain)

doFilter() method is invoked

every time when user request to

any resource, to which the filter

is mapped.It is used to perform

filtering tasks.

public void destroy() This is invoked only once when

filter is taken out of the service.

2) FilterChain interface

The object of FilterChain is responsible to invoke the next filter or resource in the chain.This

object is passed in the doFilter method of Filter interface.TheFilterChain interface contains only

one method:

1. public void doFilter(HttpServletRequest request, HttpServletResponse response): it

passes the control to the next filter or resource.

How to define Filter

We can define filter same as servlet. Let's see the elements of filter and filter-mapping.

<web-app>

<filter>

<filter-name>...</filter-name>

<filter-class>...</filter-class>

</filter>

<filter-mapping>

<filter-name>...</filter-name>

<url-pattern>...</url-pattern>

</filter-mapping>

</web-app>

MyFilter.java
import java.io.IOException;
import java.io.PrintWriter;
import javax.servlet.*;
public class MyFilter implements Filter{
public void init(FilterConfig arg0) throws ServletException {}
public void doFilter(ServletRequest req, ServletResponse resp,

FilterChain chain) throws IOException, ServletException {
PrintWriter out=resp.getWriter();
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out.print("filter is invoked before");
chain.doFilter(req, resp);//sends request to next resource

out.print("filter is invoked after");
}
public void destroy() {}

}

HelloServlet.java
import java.io.IOException;
import java.io.PrintWriter;
import javax.servlet.ServletException;
import javax.servlet.http.*;
public class HelloServlet extends HttpServlet {

public void doGet(HttpServletRequest request, HttpServletResponse response)
throws ServletException, IOException {

response.setContentType("text/html");
PrintWriter out = response.getWriter();
out.print("<br>welcome to servlet<br>");

}
}

web.xml

<web-app>
<servlet>
<servlet-name>s1</servlet-name>
<servlet-class>HelloServlet</servlet-class>
</servlet>
<servlet-mapping>
<servlet-name>s1</servlet-name>
<url-pattern>/servlet1</url-pattern>
</servlet-mapping>
<filter>
<filter-name>f1</filter-name>
<filter-class>MyFilter</filter-class>
</filter>
<filter-mapping>
<filter-name>f1</filter-name>
<url-pattern>/servlet1</url-pattern>
</filter-mapping>
</web-app>
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Experiential Learning

EXHIBIT NO. : 2.3.1 – C
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