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ST. JOHNS RIVER STATE COLLEGE COURSE SYLLABUS 


Intro to Computer Programming
Course Number:
COP 1000
Location:

L0212
Instructor:

Jonathan Blair

Contact Information:
Email: jonathanblair@sjrstate.edu



Phone: (904) 808-7451
Office Hours:

Monday: 
1:00-3:00 

Wednesday:
1:00-3:00 
My office is located in SAC L121, however I am in Palatka on Mondays and Orange Park on Tuesday and Thursday afternoons.

Required Text:
Invent Your Own Computer Games with Python, 3rd edition by Al Sweigart. ISBN 978-0982106013. 
This text is freely available on line and downloadable in PDF format from http://inventwithpython.com. Additional resources are also available from this website.
Description:
CGS 1060 with a grade of “C” or higher

Topics included in this introductory programming course are computer memory, structured programming, algorithm design, problem solving, and pseudo-code, flow-charting techniques, operations, expressions, control flow logic, functions and arrays.
Course Objectives:
Upon successful completion of this course, students should be able to:
• Describe the steps in the program development process, explain structured programming, and introduce algorithms using pseudo-code, flowcharts, or other graphical representations.

• Create simple programs using: structured design techniques, best practices for coding, and efficient testing/debugging techniques

• Understand the concept of data types and declare and use variables of different data types

• Understand and use arithmetic operators and math functions and be able to construct arithmetic equations.

•Understand the use of repetition/looping constructs and be able to implement the three standard repetition structures: counter-controlled, pre-test sentinel, and post-test sentinel.

• Construct programmer-defined modules 

• Create and manipulate strings of data
Academic Integrity:
Students in this class must know, observe, and not compromise the principles of academic integrity. It is not permissible to cheat, to fabricate or falsify information, to submit the same academic work in more than one course without prior permission, to plagiarize, to receive unfair advantage, or to otherwise abuse accepted practices for handling and documenting information. The grade for this course includes the judgment that the student’s work is free from academic dishonesty of any type. Violations or infractions will be reported to the Vice President for Student Affairs and may lead to failure of the course and other sanctions imposed by the College.
Grading Scale:

A – 90% and Above

B – 80% - 89%

C – 70% - 79%

D – 60% - 69%

F – 59% and below

Please note all grades are calculated as integers and will not be rounded up.  A grade of 89.7% will constitute a grade of B

Grading:
Grades will be based on in class assignments and class projects. Overall grades will be based on the following scale:

Exam:


20%

Assignments:

30%

Final Project:

40%

Participation:

10%
All programming exams and assignments will be graded based on the following factors:
	Design
	Algorithm and flowchart are present and efficiently solved the problem.

	Code
	Code is well-written and uses the appropriate programming techniques.

	Documentation
	Documentation fully complies with standards.

	Testing and debugging
	Code is error-free and boundary conditions are handled.


Assignments:
Assignments will be provided periodically to test the student’s understanding of current topics. Each assignment will be due 1 week from the day that it is given.  Assignments will be graded based on the 100 point scale listed above. 

All assignments should be submitted through Blackboard drop box. 
Exam:
The book focuses on using Python to build interactive simulations (yes this means games).  Students will be given an exam after Chapter 9. The exam will consist of multiple choice, fill in the blank and short answer questions.

Project:
The course will culminate in the creation of a fully working game. The project will be determined by discussion at a future date in class. Previous projects include: a slot machine, breakout, pacman and pinball.

Participation:
Participation:
Each week during the semester, every student will be required to make 1 discussion board post under the general discussion section. This post is quite simple, state which part of the topics covered during the week was the most confusing. Students will be scored on a completion/non-completion basis for this part of the course.

Extra Credit:
There are 2 ways to earn extra credit in the course. The first is to respond to another students post in the discussion board and correctly explain the concept they had trouble with. This extra credit is only available for 1 week after the post was made. The second is to complete one of the extra credit projects provided throughout the course.

Getting Help: 
Programming is a hard discipline.  As such it is expected that students will need help with their work as they proceed.  There are several ways to receive help: 

· Post a message on the discussion board.  There is a section in the discussion board for programming questions.  This is the best place to look for answers.  Other students may have already faced your issue and know the answer.  If not, I will answer your questions.  Unless time dictates, I will normally wait a day or 2 to give time for other responses and other students can then use my answer to help them.

· All communication should be done through Blackboard. Therefore, sending a message to me through Blackboard is acceptable. However, note that this is not the best approach for help as I check the forums far more often than Blackboard mail. If there is an emergency that requires immediate response, use the email address listed above.

· Online forums.  Often other programmers have faced your dilemma and can help you with it.  In fact, there is an online discussion board for this specific book as well as resources.  These are all listed in the book. 

In any of the above cases ALWAYS INCLUDE YOUR CODE when asking for help.  It is impossible to provide help without seeing what the person is working with.

Tips for Success:
There are several things you can do to help yourself be successful in this course:

· You will never get anything out of programming if you attempt to only work on it 1 day a week.  It is something you must spend time with to understand and finally enjoy.  At a minimum I recommend 2 days a week you spend some time on the topics in the book.  Try out 
the different code examples they provide and get them to work.  Basically play, it is the best way to learn this material. 

· Use your resources.  The internet is vast and contains a great deal of information.  Use it.  Use your fellow classmates and the discussion board

· Type the code. Copy and paste is useless. Never forget that programming is frustrating.  You will feel stupid at times. Don’t. To this day I still make the simplest mistakes but I know how to find them easier because of the amount of time spent writing code. Typing the code will make your time spent debugging much shorter and your programming much more enjoyable.

· Complete the exercises in the book even if they are not required and expand on those that are. Testing the limits of your knowledge is the only way to determine what you truly understand and what you need more work on.

Absences:
As stated in the student handbook you may receive an instructor warning when you have missed the equivalent of three 50-minute class periods regardless of the reason and may be withdrawn from the course by the instructor after the fourth 50-minute absence. It is the student’s responsibility to withdraw from class. Do not assume that the instructor will withdraw you. Do not stop coming to class without withdrawing officially – protect your GPA. Withdrawal forms are available from the Records Office on the Palatka Campus and from the Administration area of other campuses.  Because this is a hybrid course, student attendance will be determined by the completion of assignments and lab attendance.  This is especially true for the mandatory drop period at the beginning of the semester.
Make-up Policy:
No make-up work is available for non valid reasons.  In cases of valid excuses, the student and the instructor will generate a make-up schedule on a case by case basis. 
Academic Resources: 
It is the goal of SJRCC to provide its students with the best possible learning environment.  To that end the college offers several resources to help with student success.  Student’s who feel that they need assistance with their course are encouraged to speak with the instructor directly.  Many times the instructor can provide the assistance that student’s need.  In those cases where the instructor cannot, he will provide the student with the information so that they may visit someone who can assist them. 

Students with disabilities needing academic accommodations should: 
Register with and provide documentation to the Office for Students with Disabilities (OSD) Bring a letter to the instructor from the OSD indicating you need academic accommodations. This should be done within the first 
week of class. This syllabus and other class materials are available in alternative format upon request.
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