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Introduction to Computer Programming
Syllabus

         Instructor: Greg Smith

 Email: smith_greg@salkeiz.k12.or.us
            Location: Room D116
A. Course Description 

This is a one semester course intended to introduce students to computer programming.  Students will use linear, looping and decision structures in solving a variety of problems in class.  Students will also be exploring these concepts using different languages including Game Maker and Scratch.  Both of these programming environments are free and students are encouraged to download them and experiment at home. 

B. METHOD OF INSTRUCTION 

Most of the assignments will be completed in the classroom.  The instruction format will include lecture, individual and team projects, tests and quizzes.  With a majority of the work being completed in class, attendance is extremely important.  If you need to schedule appointments please do so outside of class time.  

C. COURSE OBJECTIVES 

1.  Gain an appreciation for computer programming and computer science.

2.  Be able to read and understand a program.

3.  Be able to modify and improve and existing program.

4.  Be able to take an idea and create a program to accomplish the idea.

5.  Grow student interest in computer science.

D. COURSE TOPICS/UNITS 

1.  Programming in Scratch
2.  Programming in Game Maker (Version 7.0)
3.  Beginning programming in Pascal (If time)

4.  Beginning programming in Java (If time)
5.   Beginning programming in RobotC (If time)
E. TEXTBOOK(S) AND REQUIRED TOOLS OR SUPPLIES 

1.  Will be provided by the instructor

2. Game Maker and Scratch downloads.  Not required for class.

  Game Maker Download (http://www.yoyogames.com/gamemaker/try)

  Scratch download (http://scratch.mit.edu/)

3. Computer Facilities

The class is taught in a 30+ station networked computer lab. This room is used for lectures and student lab time. This lab is open before and after school for student use.

F. GRADING PLAN 
1. Students will be graded on the following

a. Warm ups – 5 pts

b. Programming Assignments – 10 points

c. Projects – 20 – 100 points

d. Quizzes – 25 Points

e. Tests – 100 points

2. The grades will be given as follows

a. ‘A’  90%+

b. ‘B’   80 – 89%

c. ‘C’  70 – 79%

d. ‘D’  60 – 69%

e. ‘F’  Below 60%   

G. Student Expectations

1.
Behavior/Discipline Plan:  

Students are expected to be safe, responsible and respectful.  Students not following these expectations may expect:  verbal warnings, removal from class pending conference, parent contact, or referral to administration.  

2.
To be successful in this course:
a. Stay focused and productive in the classroom

b. Excellent attendance

c. Let your projects, daily work, quizzes and tests display your best effort

d. Feel free to talk with me about your projects, questions, etc.

3.
Computer Lab Rules

a. No food or drink in the lab (except water with a lid that is stored away from the computers)
b. No headphones or music except on days selected by teacher
c. Absolutely no off-task Internet usage (e-mail, games, chat, etc – anything other than class related)
d. Absolutely no off-task Computer usage (ask teacher permission to use equipment for anything other than class assignments
e. Do NOT download any software (games, utilities, music, etc.)
f. Do NOT use any “chat” software (AOL Instant Messenger, etc.)
g. No CELL PHONE use in class
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Step I: Assessments to Determine Level and Rate of Learning

The following assessments will be used to determine level and monitor rate:
1. Students will be evaluated by the programs written in class and how they extend ideas covered in class.
2. Students will be interviewed on their previous experience with this content.

Step II: Differentiated Instructional Strategies

 FORMCHECKBOX 
  Independent Study/Project – Designed to allow a student to proceed independently and at his/her own rate.

 FORMCHECKBOX 
  Assignment Modification – The regular assignment may be modified to meet the needs of the student.
 FORMCHECKBOX 
  Cluster/Small Grouping – Grouping students with similar needs, interests, and/or abilities in the same classroom.

 FORMCHECKBOX 
  Enrichment – Activities that add or go beyond the existing curriculum.

 FORMCHECKBOX 
  Contracting – Student pursues an area of special interest.

 FORMCHECKBOX 
  Multiple Intelligences – Incorporation of strategies into instruction that allow students to use areas of strength.

 FORMCHECKBOX 
  Learning Styles – Different approaches or ways of thinking, i.e., auditory, tactile kinesthetic, and visual.
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