Remington High School

Computer Programming Class

Unit Timeline and Outcomes

Mr. Hesseltine

Course Objectives

Upon the completion of the Computer Programming course, the student will have the ability to create programs using various software.  The student will gain a strong working vocabulary and working knowledge of flowcharts, programming languages, and how the programs function.
Note:  It is recommended that students in this course have a thumb drive  (nerd stick) and will also be allowed to use their own recording /storage devices (phones, iPads)  with teacher approval.

Units:
•
Programming with BASIC:  3 Weeks


Upon the completion of this unit the students will be capable of performing basic 

programming functions with BASIC.  Problem solving, planning, cause and effect, and 

other cognitive skills with be further developed in this unit.  When finished, the students 

will be able to write programs without teacher intervention.


The student will learn the following operations in this unit:



•  learn BASIC terminology



•  learn and implement variables



•  learn and implement formulas



•  learn various types of code language



•  create, and update code



•  sequential importance of code



•  planning, writing, and running various codes to meet needs of users

•
Programming Languages and Their History of Development:  1 Week

Upon the completion of this unit the students will have a basic knowledge of the 


history of various programming languages and their development. Students will use the 

Internet to research an assigned programming language, explore its history of 


development, and then present this information to the class as an informational 


gathering project. 



The student will gain knowledge and experience:



•  learning basic Internet and computer terminology



•  using a variety of search engines



•  locating and extracting various information



•  researching various programming languages



•  exposure to various cultures and regions



•  communicating through various electronic mediums



•  compare and contrast various programming languages



•  researching skills as well as verbal reporting skills

•
Flow Charts:  1 Week

Upon the completion of this unit the students will be capable of creating, editing, and 

formatting flow charts.  The student will be able to use a flow chart to show progress in 

the programs that they write.


The students will learn the following operations in this unit:



•  learn flow chart terminology



•  define flow chart symbols



•  implement flow chart symbols



•  write a functional program through the use of a flow chart

•
Programming with Hypertext Markup Language:  18 Weeks


Upon the completion of this unit the students will be capable of assembling basic 

HTML scripts for the purpose of creating web pages.  Problem solving, planning, 

sequencing strategies, and other cognitive skills will be developed throughout this unit.  

When finished with this unit, the student should be capable of creating a web page using 

HTML with no teacher intervention.


The student will learn the following operations in this unit:



•  learn HTML terminology



•  tags



•  HREF and link tags



•  creating hotlists and jump pages



•  attribution creation



•  formatting tags



•  table and column use



•  backgrounds and graphics



•  text box area



•  radio buttons
•
Programming with JavaScript:  6 Weeks

Upon the completion of this unit the students will be capable of performing basic 

programming functions with the JavaScript language.  Problem solving, planning, cause 

and effect, and other cognitive skills will be developed.  When finished, students will be 

able to write programs without teacher intervention.


The student will learn the following operations in this unit:



•  JavaScript statements and scripts



•  JavaScript operators



•  labels



•  variables



•  panels and frames



•  applets



•  pull down windows and buttons
•
Programming with Game Maker/Stencylworks:
7 Weeks

Upon the completion of this unit the students will be capable of planning, organizing, 
and creating basic video games using this programming software.  Problem solving, 
troubleshooting, and other cognitive skills will be developed within this unit.  When 
finished, students will be able to create simple games that will operate without errors.


The student will learn the following operations in this unit:



•
use of sprites within the gaming code



•
experience in object oriented programming



•
elements that consist of any popular game



•
develop and maintain code to use in multiple gaming platforms
•
Other Life Saving Stuff to Know

Note:  Undoubtedly there will be lapses where all will not be well with the computer 

world.  On those occasions the student will be given the opportunity to go over material 

for other classes.  It will be up to the student to use this time to their best advantage.  

Daily points will be awarded based on the students use of time management on 


these days.


Points for this course will consist of daily work, quizzes, and tests.  In addition, 


students will have the opportunity to earn 10 points for each day that they are in class.  

The students will maintain those points provided that they are on time and doing what 

is expected of them at all times.  Students not doing what is expected of them will have 

points deducted accordingly.

If you have any questions I may be reached at Remington High School from 8:00 AM - 

3:30 PM.  The phone number is 799-2123.  


My e-mail is tjhesseltine@usd206.org


Thanks!


Mr. Hesseltine
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