JavaScript
Course Syllabus

Jackson County High School

606-287-7155

Grade Level: 10-12                                                                    Course Length: Semester Or 1 year
Instructor:  LaDonna Woods                                                      Planning: 
Email: LaDonna.Woods@jackson.kyschools.us
                      Twitter: @LaDonnaWoods15
Description of Course

Provides students with an overview of the JavaScript scripting language.  Includes coding, testing, and debugging JavaScript programs; using variables, operators, and data types; creating dynamic apps, controlling the behavior of forms, buttons, and text elements; and using control structures, pattern matching, objects and application scripts.
Resources
· Websites 

· Code.org

· Learnstreet.com

· Codecademy.com

· X-code.com

· MIT App Inventor

· Edmodo.com

· JSBin.com
· Udemy.com
· Software

· Alice3
Grades & Assignments

All assignments will be uploaded using the student’s blackboard account and all assignments will be available on their blackboard accounts.  Each unit will consist of a reading assignment quiz, multiple choice and short answer assignments, students written java programs, and unit exam.   Although it is not necessary to take notes as you read it is highly suggested to assist you. Many times the quiz may be open notes.  Taking notes is always a good strategy especially for college courses as professors often do not give notes as a high school teacher would. 
  9 Weeks                                               Final Grade
60%  Exams                    
         20%  1st Nine Weeks Grade 

40% Formative Assessment              20%  2nd Nine Weeks Grade 

                                                         20%  3rd Nine Weeks  Grade

                                                               20%  4th Nine Weeks Grade 

                                                               20% Final  Exam                                 
Grading Scale:      A(100-92)      B (91-81)     C (80-70)      D (69-60)     F(59-below)
Class Expectation:

Students are expected to be prepared for class and do the best of their ability in class.  Students should show respect to the teacher and their peers.  Homework is assigned daily and will be checked in some fashion the following day.  If there are any circumstances that may keep work from being turned in on time please discuss these with me.  It is necessary if you are having trouble that you do not wait for a progress report or a test day before you come to ask for help.  Seek help as soon as you have a misunderstanding.  If you are absent you will be expected to get the make-up notes and work from me, a classmate, or from the edmodo.com.  You will be required to turn in any missed assignments within one week of an absence.
All other policies covered in the school handbook will be enforced in this classroom.

Tentative Course Outline 
Unit 1:  Introduction to Computer Science

I can…

· Determine the difference between programming, computer science and computational thinking.

· Learn to be responsible computer user

· Learn the four steps of computational thinking

· Use teamwork to solve complex problems

· Understand the difficulty of translating real problems into programs

· Practice creating algorithms that describe real world directions

· Think about creating more “efficient” solutions to problems

· Learn to think about solving a problem many different ways

· Learn to find patterns in processes

· Evaluate logical statements to determine which branch of a program to follow

· See the practicality of passing variables as parameters

· Combine writing and abstraction to test their own creativity

· Practice imagining expected outcomes

· Learn about the complexity of sending messages over the internet

· Translate web addresses into IP addresses

Unit 2:  Animation
Project Two Minute Animation ( Writing: 2.c, 3.d & 3.e,   Practical Living/Career Studies: 1.b, 3.d, 3.a, 4.b, & 4.d, Arts & Humanities: 2.b, 2.c, 3.a, 3.e, 4.c & 4.d)
I can…

· Identify scene components

· Code a simple programming instructions

· Understand the value of testing and debugging

· Use procedures to move objects 

· Correlate storyboard statements with program execution tasks

· Add a control statement to the Code editor

· Use random numbers to randomize motion

· Describe inheritance and how traits are passed from superclasses to subclasses

· Define and create multiple control statements to control animation timing

· Use functions to control movement based on a return value

· Use the IF control structure to effect execution of instructions

· Use the WHILE control structure to create a conditional loop for repetitive behavior

· Create & Interpret an expression to perform a math operation

Unit 3:  Variables and Operators

I can…

· Declare and initialize a variable

· Perform mathematical computations

· Define the flow of control through a program with comparison operators

Unit 4:  Strings

I can… 

· Declare and initialize a string

· Explore and apply different functions/methods for strings

· toUpperCase ()

· toLowerCase()

· substring (start, end)

· charAt(index)

· index Of (value)

· length()

Unit 5:  Functions/Methods

I can…

· Divide complicated methods/functions into simpler, supported methods/functions

· Describe relationships between objects

· Compare global variables to local variables

· Explore passing variables and object references as parameters.  

Unit 6:  Control Structures

I can…

· Learn to use if statements.  

· Define expressions that let us make complex decisions

· Learn to use else statements

· Learn to use nested if statements

Unit 7:  Loops

I can…

· Learn to use For and While loops

· Trace programs, method/functions and small sections of code.

Unit 8:  Arrays

I can…

· Define and use arrays

· Explore how arrays and array elements are passed as parameters.

· Explore and searching and sorting with arrays

Unit 9: X-code

I can…

· Use storyboards 

· Change the view of controllers

· Add more tabs

· Add movement

· Change the layout

· Add a button

· Add backgrounds

· Test apps

Unit 10:  MIT App Inventor

I can…

· Explore App Inventor Environment 

· Explore timing & animation

· Explore SMS texting, GPS, and Test to Voice

· Explore data sharing

Unit 11:  Creating an APP
Project Publishing an App ( Writing: 2.c, 3.d & 3.e,   Practical Living/Career Studies: 1.b, 3.d, 3.a, 4.b, & 4.d, Arts & Humanities: 2.b, 2.c, 3.a, 3.e, 4.c & 4.d)
I can…

· Develop an App

· Publish an App


Note to Parents

Students may get extra help by scheduling a time before or after school with me.  Parents will be responsible for picking the students up at the specified time.

If your child has done something wonderful, made improvements or is having problems in class, I would like to contact you.  Please provide the following information.

Student Name:  ____________________________________________

Contact Name:  ____________________________________________

Daytime Phone:  ____________________________________________

Evening Phone:  _____________________________________________

If you would like to be put on the distribution list for this class, please give your email address.  I will send notifications of upcoming assessments, project due date, and when I update Infinite Campus via email and Twitter.

Email:  ____________________________________________________
Follow me on Twitter:  @LaDonnaWoods15
I will use email as the basic form of communication with you.

Thank you,

LaDonna Woods

