Advanced Computer Projects 
Location: A116/A117

Instructors: Mr. Smith
Email: 
smith_greg@salkeiz.k12.or.us
Course Description

In this course students will incorporate software design best practices in developing a project.  Projects can range from creating software applications to engineering and robotics applications.  Students will present their progress throughout the semester and they have the potential of entering their project into competition.  
Student Goals

· Creativity and Innovation: Students demonstrate creative thinking and problem-solving skills to develop a solution for the competition.
· Communication and Collaboration:  Students communicate and work collaboratively to support individual learning and contribute to the learning of others.

· Research and Information Fluency: Students select and apply tools to gather, evaluate, validate, and use information.

· Critical Thinking, Problem Solving and Decision Making: Students conduct research, solve problems, and make informed decisions about the design process.

· Digital Citizenship: Students understand human, cultural, and societal issues related to digital technology and practice legal, ethical, and responsible behavior.

· Technology Operations and Concepts: Students utilize technology concepts and tools to learn.

Grading
· Class activities
· Project Notebook updates (10 points / week)
· Tasks, activities, pictures, reflections for the week.
· Daily Scrum updates: Yesterday, Today, In the way
· Design process
· Brainstorm ideas (10 points)
· Select initial direction (10 points)
· Incorporating Scrum
· Define the challenge (10 points)
· Define ‘Done.’  How to determine if your product is complete (10 points)
· Product Backlog: (10 points)
· Sprint Backlog: (10 points per sprint)
· Sprint Review: (10 points per sprint)
· Sprint Retrospective: (10 points per sprint)
· End of Semester Presentation
Student Expectations
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.  

To be successful in this course:
· Stay focused and productive in the classroom

· Excellent attendance

· Let your projects, daily work, quizzes and tests display your best effort
· Feel free to talk with me about your projects, questions, etc.

Computer Lab Rules
· No food or drink in the lab (except water with a lid that is stored away from the computers)
· No headphones or music except on days selected by teacher
· Absolutely no off-task Internet usage (e-mail, games, chat, etc – anything other than class related)
· Absolutely no off-task Computer usage (ask teacher permission to use equipment for anything other than class assignments)
· Do NOT download any software (games, utilities, music, etc.)
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