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Learning Goals

The purpose of this course is to provide an introduction to the world of computer science.  We will use the programming environment called Alice because it will allow you to author on-screen movies and games.  This approach makes abstract concepts more concrete for the beginner.

Three abilities you will gain this semester (from p. xi of the text) 
1. Algorithmic thinking and expression:  the ability to read and write in a formal language

2. Abstraction:  the ability to generalize and to decompose problems logically

3. Appreciation of elegance:  an understanding that although there are many ways to solve a problem, some are inherently better than others.

Learning objectives:  A student in this course will learn
1.  Process of writing a computer program in four steps:

1) requirements specification, which we will call scenario or problem statement


2) design, which we will achieve with a storyboard


3) implementation, or writing the coding


4) testing, comparing with design

2. Terminology of object oriented programming: objects, methods, and inheritance.
3. Elements of algorithm design: functions, control structures, if/else, loops, recursion

4. Elements of interactive programming: event handling

5. Basic data structures: lists, arrays

Learning Activities


We will have in-class interactive lectures and labs, homework, projects, tests, and a final.  Because this is the first time I am teaching this course, I am not sure as to what the pace of the course should be.  As such, I will be building the specific schedule of the course dynamically.  I expect to cover the text sequentially and have time left for a major final project.  Our text is Learning to Program with Alice, by Wanda P. Dann, Stephen Cooper, and Randy Pausch.  

Learning Assessment

Course requirements

1.  Active participation and attendance at all class meetings   

2.  Completion of all homework assignments

3.  Presentation and submission of projects

4.  Demonstration of learning on tests and final
Policies
· All homework assignments and projects are due at the beginning of the class period on the due date.

· You may not leave class early.  If you finish your lab work early, you may work on your homework, read ahead, or experiment with additional features of the Alice environment.
· At no time during the class period are you allowed to use email, play non-Alice games, surf non-Alice web-sites, or use your cell phone.  Your cell phone must be turned OFF rather than silent.

· You may be called on at any time to give a presentation of your solution to a problem.

Evaluation

I will calculate your course grade as follows:


10% attendance and participation


20% homework


20% projects


50% tests and final

Extensive absences  If you miss more than two classes, your 10% for attendance and participation will be reduced significantly.  In addition, for each class you miss after the second miss, your final course grade will be lowered by one step (for example, an A- will be lowered to a B+).  So don’t miss class!

Late work  Assigned work must be completed before the beginning of the class on the due date.  Late work will be accepted for one week.  Late work will be penalized 50% of the score.  After one week late, work will not be accepted.
