Computer Science A: AP Java Programming

Class Syllabus
COURSE DESCRIPTION:

The major emphasis of this course is to teach the students object-oriented
development and coding. At the same time the students will be given an overall
understanding of the entire software development process.

At all times the student will be challenged to look at what they are doing from the
customer perspective. A software solution only has worth if it solves the
customer’s challenge. Therefore selection of objects, classes, methods,
algorithms, etc. have to make sense not only in the fact that the code works, but
issues such as:

Testing

Reuse

Maintenance

Budget

Efficiency

Error Handling

Intuitiveness of the Customer Interface
Programmer skill set

and other issues are discussed and debated. One of the biggest challenges young
programmers have is that they have not been taught the overall “big picture” of
software development. It is not just coding their one little piece, but it is solving
the customer’s challenge. This course will show them how the modern object-
oriented language, Java, can be used to solve the real-life challenges happening
in the business world today.

COMPUTER FACILITIES:

The computer lab is our classroom. Students will have access to a computer at all
times during the course. Students will also have the ability to work during lunch
and after school.

TEXTS:

College Board. AP GridWorld Case Study. New York College Entrance Examination
Board, 2006.

Lambert and Osborne. Fundamentals of Java: Comprehensive, Second Edition,
Boston, MA: Thomson Course Technology 2003.
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Teaching Strategies
With every new topic, I provide the students with a customer challenge. They must

describe how they would solve the customer’s challenge in words. This provides

students who have never been on a computer a less intimidating introduction into




the world of coding. For students who like to start coding before they know how their
solution would work, it forces them to slow down and truly explain what they are
doing.

I believe in giving examples to the students, so they can get “their feet wet” on
some code that works to help alleviate any initial frustration with trying something
new. Students who are a little more advanced are able to tweak the examples, while
I can spend extra time working with the students who are new to coding. Also, I
encourage students who are a little further along to assist their peers in the class.
Many times students learn from their peers quicker than they learn from the teacher.

I also separate students into different “business organizations” where they compete
against other “businesses” in the class to win the “customer contract.” Bonuses are
provided for the winning organization. This promotes collaboration, leadership, in-
class learning, and competition.



