Computer Programming 12A and B
This course is intended to allow students to become skilled problem solvers and critical thinkers.  Students will learn to apply the principles of effective programming to analyse and solve problems.  They will become critical and principled creators of solutions in information technology.  Successful course participants will become members of a collaborative culture.  Course work will require them to become skilled readers and writers of documentation associated with programming.
This course will consist of four modules.  Computer Programming 12 A consists of Modules 1 and 2 while Computer Programming 12 B consists of Modules 3 and 4. The modules and the outcomes for each module are listed below.

Computer Programming 12 Unifying Concepts

Module 1: 
Students will be expected to understand and apply the basic skills and processes of problem solving using computer programming.

Module 2: 
Students will be expected to identify problems, select effective strategies, and plan solutions.

Module 3: 
Students will be expected to apply programming techniques to develop solutions to a range of problems.

Module 4: 
Students will be expected to work collaboratively to define and solve a realistic problem by creating a solution.

Specific Curriculum Outcomes

Module 1: Problem Solving in Computer Programming

students will be expected to

·  demonstrate an understanding of the role of number systems in data storage

·  apply mathematical concepts, including Boolean logic, operators

·  define a problem in explicit terms using object-orientated analysis

·  identify and outline strategies to solve a range of problems

·  apply a range of problem solving skills

·  demonstrate an understanding of ethical, moral, and legal issues in information technology

·  investigate a range of related career opportunities

Module 2: Fundamentals of Programming

students will be expected to

·  demonstrate an understanding of the syntax and features of a programming language

·  identify and frame problems 

·  demonstrate an understanding of how data structures are used to solve problems

·  use appropriate methods and terms to develop a plan to solve a problem

·  apply and plan to solve a problem using a programming language

·  demonstrate an understanding of the effectiveness of other people’s programs and documentation

Module 3: Applied Problem Solving

students will be expected to

·  work individually and collaboratively to develop program tools, components, and strategies to create solutions

·  create a user interface using effective design principles

·  apply input/output operations

·  apply data manipulation techniques

·  apply data formatting principles

·  apply error handling techniques/validation

Module 4: Project Development

students will be expected to

·  analyse a problem

·  develop a project plan, including definition, scope, roles, resources, steps, and deadlines, for a solution

·  demonstrate the collaborative skills and behaviours required to work with others

·  identify information needs, and locate and evaluate, and select resources

·  build and deploy a solution

·  create documentation associated with the project

·  test and refine the solution

·  present the solution

·  reflect on the solution, the process, and their own learning

·  explore various educational and career paths in information technology fields
Course Expectations

This course is intended to be a hands-on course.  Different groups of students maybe working on a variety of different activities on any given day in the class.  One group may be working on writing computer code, another group may be planning a solution to a program, while one individual writes program documentation, and another is testing a solution for errors.  Due to the collaborative culture, the software required for some of the work and the number of daily assignments; daily attendance is essential.  
I have the following expectations in this class:

Arrival and Dismissal:

Arrival: In the lab it is important to the individual and the group to have everyone arrive on time. Most days the class will begin with a brief teacher-led discussion or lesson. Arriving late is a significant disruption.  A student that arrives after the second will be considered late. 
Dismissal: The teacher dismisses the class. Students are expected to tidy and organize the lab prior to leaving. Students will be expected to remain in the class until all to the entire clean up is complete. Time will be allocated each class for clean up.

Health and Comfort:

Washroom: Students are expected to use the washroom during school breaks (10 minutes between classes, 50 minute lunch, before and after school) and should not ask during class time unless it is an extreme emergency. 

Not feeling well in class: Students who are not feeling well enough in the normal class activities will be given permission to go to the Main Office where arrangement can be made for the student to go home. It is not to the student’s advantage to remain in school if they are ill.

Food and beverages: Food or beverages are not welcome in class with the exception of water in a re-sealable container. During hot and humid weather students are encouraged to bring water to class.

Cell phones: The use of cell phones or similar electronic communications devices is not permitted at Prince Andrew (see student handbook).  Cell phones are to be powered off and not visible during class.

Evaluation
	Computer Programming 12 A

Category

Value

Tests 

20%

Daily Class Work

20%

Assignments

30%

Project

20%
Portfolio

10%
Computer Ethics Presentation/Debate
10%
Total

100%


	Computer Programming 12 B

Category

Value

Tests 

20%

Daily Class Work

20%

Assignments

20%

Final Programming Project

30%
Portfolio

10%
Total

100%
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