		Fall 2011
SYLLABUS

CODE:		COMP 126		               TITLE:       Computer Logic and Design

DIVISION:   Business and Computer Science  DEPARTMENT:      Computer Science

COURSE DESCRIPTION:    This course provides the student with an introduction to computer systems. The topics include computer architecture and data representations, computer programming logic and coding, operating systems, application software and Web design concepts.

PREREQUISITES:  MATH 021 or passing score in algebra on Basic Skills Test or instructor approval and matriculation in the Computer Science Program

COREQUISITES:  

CREDITS:    3 		             LECTURE CREDITS:    	3		LAB CREDITS:

LAB HOURS:    
  


REQUIRED MATERIALS:   

TEXTBOOKS: 

1. Simple Program Design, A Step-by-Step Approach, Lesley Anne Robertson, 
     Course Technology, 2006. ISBN 1-4239-0132-0
2. JavaScript Programming for the Absolute Beginner, Andy Harris, 
     Prima Publishing, 2001. ISBN 0-7615-3410-5

STORAGE:
A portable secondary storage media (i.e., floppy, memory stick, zip disk)

SOFTWARE:
In order to successfully complete this course you must have access to a browser such as Internet Explorer or Netscape. The Brookdale Computer Science lab on campus has this software installed for your use. 

ADDITIONAL TIME REQUIREMENTS:    

The student should expect to spend at least 2 hours of time outside class for each hour in class. The Brookdale Computer Science lab is available for your use.

INTENDED COURSE LEARNING OUTCOMES/COURSE GOALS:    

A successful Comp 126 student will be able to design, code and implement small programs using pseudocode and JavaScript. A successful Comp 126 student will design solutions using decisions, loops, arrays and modules. The student will comprehend the benefit of testing and obtain an understanding of objects. (Core Competencies: Critical Thinking, Technological Literacy, Mathematical/Scientific Reasoning).

GRADING STANDARD:  

 The levels of achievement in this course are based upon grades received on 3 exams, attendance and the acceptable completion of lab assignments. To be considered acceptable, a lab must be free of all syntax and logic errors and must meet all of the requirements outlined by the problem statement. The final grade is determined as follows.

Grade					Requirements

   A				Test average 94 or above and
				Successfully complete Labs 1 to 13

   A-				Test average 90 or above and
				Successfully complete Labs 1 to 13

   B+				Test average 87 or above and
				Successfully complete Labs 1 to 12

   B				Test average 84 or above and
				Successfully complete Labs 1 to 12

   B-				Test average 80 or above and
				Successfully complete Labs 1 to 12

  C+				Test average 75 or above and
				Successfully complete Labs 1 to 10

   C				Test average 70 or above and
				Successfully complete Labs 1 to 10

   D				Test average 60 through 69 and
				Successfully complete Labs 1 to 10

   F				Test average below 60 or
				Did not successfully Labs 1 to 10


DEPARTMENT POLICIES:

Testing:  Students will be allowed to take each test only one time. There are no retests.  If a student has a valid excused absence on the day of the test, the test may be taken in the Testing Center with the permission of the instructor. The exam must be taken within 10 days and will be graded for full credit. Saturdays and Sundays count as days when calculating the 10 day limit. If not taken within the 10 days, a grade of zero will be assigned to the test. A valid Brookdale ID is required to take the test at the testing center. Only one in class test may be missed. Any other test taken in the testing center will receive a maximum grade of 70.

Late assignments: Labs are to be submitted on a timely basis. The instructor will assign due dates. No more than 50 percent of the total labs may be submitted during the last two weeks of the semester. 

Incomplete: The course instructor may grant a grade of incomplete in cases of documented hardship or extenuating circumstances. The student must have completed a significant portion of the course work to qualify. The student must obtain a signed Incomplete Application form from the instructor on or before the last class meeting date. If the required work is not completed within 21 days after the semester, excluding official College breaks, the grade of INC is changed to an F.

Attendance:  Attendance is required every week.  More than three unexcused absences will result in a failing grade.
 
Addendums: Individual Instructors may add additional requirements to this syllabus in written form (such as assignment due dates, cover sheets, class behavior, etc.).

Independent study: This option is available for students who think they may satisfy the course requirements without the benefit of the classroom experience. All course requirements apply with the exception of attendance. The student may begin a course of independent study after attending class for the first 4 meetings and signing an Independent Study Contract with the instructor. Granting independent study is at the complete discretion of the instructor, and may also be revoked at anytime by the instructor.


ACADEMIC VIOLATION:  The instructor of the course has the authority to give a course grade of F if the student submits the work of another person in a manner that represents the work as one’s own, or knowingly permits one’s work to be submitted by another person without the instructor’s authorization. All computer work must be on your own portable storage device.	



COLLEGE POLICIES:
For information regarding:
· Brookdale’s Academic Integrity Code
· Student Conduct Code
· Student Grade Appeal Process

Please refer to the STUDENT HANDBOOK AND BCC CATALOG.


NOTIFICATION FOR STUDENTS WITH DISABILITIES:

Brookdale Community College offers reasonable accommodations and/or services to persons with disabilities.  Students with disabilities who wish to self-identify, must contact the Disabilities Services Office at 732-224-2730 or 732-842-4211 (TTY), provide appropriate documentation of the disability, and request specific accommodations or services.  If a student qualifies, reasonable accommodations and/or services, which are appropriate for the college level and are recommended in the documentation, can be approved.

ADDITIONAL SUPPORT/LABS:  

The Brookdale Computer Science lab is open Mon-Sat. 
Hours are posted outside the door and on the Computer Science Department web site (http://www2.brookdale.cc.nj.us/cos). 


OUTLINE:	This course is comprised of 10 units:

	Unit
	Title

	1
	System and program development

	2
	Program design and pseudocode

	3
	Selection control structures 

	4
	Repetition control structures
Test 1

	5
	For and while loops in JavaScript

	6
	Sequence, selection and repetition

	7
	Array processing
Test 2

	8
	Modularization

	9
	Functions and objects in JavaScript

	10
	Detailed object-oriented design
Test 3




Each unit is comprised of objectives, specifically:
UNIT OBJECTIVE:  Tells you what you will be able to do after successfully completing the unit.
LEARNING OBJECTIVE:  Indicates the details of each unit.
RECOMMENDED LEARNING EXPERIENCE:  Indicates by what means the unit will be completed. These include class meetings, text assignments, and lab/programming assignments.
METHOD OF EVALUATION:  Tells you the tools you should use for self-evaluation as well as those which will enable your instructor to evaluate your progress.
ESTIMATED TIME TO ACHIEVE:  Indicates the approximate time needed to complete unit objective.



INTENDED UNIT OUTCOME (UNIT OBJECTIVES):
	
Unit 1: System and Program development

Unit Objective: The student will be introduced to how computer systems and programs are designed, developed and implemented.

Method of Evaluation: 
1. Completion of test 1 after Unit 4.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Define a system.
2. Identify the different steps in building a computer system and program.
3. List the different roles of individuals in a project life cycle.
4. List the different careers available in computer science.
5. Understand the need for pseudocode.

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapters 1 and 2 (Robertson)
3. Complete lab 1
	     

Unit 2: Program design and pseudocode

Unit Objective: The student will design progam logic.

Method of Evaluation: 
1. Completion of labs 1 and 2.
2. Completion of test 1 after Unit 4.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Understand algorithms and pseudocode.
2. Define and use basic control structures.
3. Understand how to write pseudocode.
4. Develop simple algorithms.
5. See the similarity between story boarding and programming.

Recommended Learning Experiences:
1. Attend class meetings
2. Read textbook Chapter 2 and Chapter 3
3. Complete labs 1 and 2
4. Attend lab demonstration of Alice

Unit 3: Selection control structures

Unit Objective: The student will be introduced to decision-making within an algorithm and the language JavaScript.

Method of Evaluation: 
1. Completion of lab 3.
2. Completion of test 1 after Unit 4.

Estimated Time to Achieve: 2 Weeks

Learning Objectives:
The student will:
1. Use simple, multiple and nested selection statements in algorithms.
2. Use case construct in pseudocode.
3. Learn and apply some syntax of HTML and JavaScript.
4. Define and use variables in JavaScript.
5. Use JavaScript to implement decision-making algorithms.
6. Use JavaScript to get data from a user and perform basic operations on the data.

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 4 (Robertson)
3. Read Chapter 1 and 2 (Harris)
4. Attend lab demonstration on creating and using JavaScript
5. Complete lab 3

––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––

Unit 4: Repetition control structures

Unit Objective: The student will develop algorithms for various repetition constructs.

Method of Evaluation: 
1. Completion of lab 4.
2. Completion of test 1 after Unit 4.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Apply pseudocode for the WHILE construct
2. Apply pseudocode for Counted repetition

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 5 (Robertson)
3. Complete lab 4


Unit 5: For and while loops in JavaScript

Unit Objective: The student will learn how to make programs repeat themselves in JavaScript.

Method of Evaluation: 
1. Completion of lab 5 and lab 11.
2. Completion of test 2 after Unit 7.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Use for loops to repeat a sequence of instructions a given number of times
2. Create while loops to repeat a sequence of instructions
3. Learn techniques to prevent endless loops
4. Learn and apply short hand operators such as +=, ++ and -- 

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 3 (Harris)
3. Complete lab 5 and lab 11
––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––

Unit 6: Sequence, selection and repetition

Unit Objective: The student will apply sequence, selection and repetition constructs in an algorithm.

Method of Evaluation: 
1. Completion of lab 6.
2. Completion of test 2 after Unit 7.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Determine when to use a programming construct (i.e. decision/selection, repetition/iteration, sequence)
2. Apply the appropriate construct 
3. Develop escape processing in a structured format

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 6 (Robertson)
3. Complete lab 6


Unit 7: Array processing

Unit Objective: The student will learn to develop algorithms for common operations on arrays.

Method of Evaluation: 
1. Completion of lab 7 and lab 12.
2. Completion of test 2 after Unit 7.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Create an array
2. Initialize an array
3. Search an array
4. Display an array
5. Use paired arrays

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 7 (Robertson)
3. Complete lab 7 and lab 12

––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––

Unit 8: Modularization

Unit Objective: The student will learn how to divide a problem into subtasks.

Method of Evaluation: 
1. Completion of lab 8.
2. Completion of test 3 after Unit 10.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Explain the benefits of a modular design.
2. Develop a modular design.
3. Provide communication between modules.
4. Use parameters in program design.

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapters 8 and 9 (Robertson)
3. Complete lab 8



Unit 9: Functions and objects in JavaScript

Unit Objective: To learn how to code functions and use objects in JavaScript.

Method of Evaluation: 
1. Completion of lab 9.
2. Completion of test 3 after Unit 10.

Estimated Time to Achieve: 1 Week

Learning Objectives:
The student will:
1. Describe the basic characteristics of an object.
2. Use objects in JavaScript.
3. Use events in JavaScript.
4. Learn how to write functions in JavaScript.

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 4 (Harris)
3. Complete lab 9

––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––––
	
Unit 10: Detailed object-oriented design

	Unit Objective: The student will learn about object-oriented design.

Method of Evaluation: 
1. Completion of lab 10 and lab 13.
2. Completion of test 3 after Unit 10.

Estimated Time to Achieve: 2 Weeks

Learning Objectives:
The student will:
1. Define objects, classes, and attributes.
2. Understand information hiding.
3. Define and use encapsulation and constructors.
4. Solve problems using objects in JavaScript.

Recommended Learning Experiences:
1. Attend class meetings
2. Read Chapter 11 (Robertson) 
3. Complete lab 10 and lab 13

COMP 126 – LAB ASSIGNMENTS

LAB 1

Using the programming tool Alice, create a series of animations that use sequential constructs and looping constructs. Use the ice skater or any other animation character that comes with Alice. The ice skater in the tutorial has a number of methods built in which the other characters do not (such as spin, jump, skate backwards, …) so it maybe easiest do use her. Have the animated character perform a number of tasks and be creative. The animation should run for at least 20 seconds. Save the project you created on either a thumb drive or zip drive (the project will not fit on a floppy drive). You will need to either run the animation for the instructor or send the animation project via email to your instructor in order to get credit for this lab.

LAB 4

Using the programming tool Alice, select a character to jump up and down a number of times. Use the world level function to prompt the user for the number of times to jump up and down. Increase the amount to jump by .5 meters each time through the loop. Experiment with different methods of the character by placing the method in the loop. What happens if the character moves forward or turns within the loop? What is the difference between Do together and Do in order? Can you get your character to move in a circle? Save the project you created on either a thumb drive or zip drive (the project will not fit on a floppy drive). You will need to either run the animation for the instructor or send the animation project via email to your instructor in order to get credit for this lab.


 LAB 9

Using HTML and JavaScript, design and code a program which prompts a user for the year they were born, calculates the user’s age and displays the user’s age. If the user’s age is over 40 then set the background color of the web page to red. The solution must use the JavaScript Date object and use programmer created functions for calculating the user’s age.



COMP 126 – COMPUTER LOGIC AND DESIGN

Put Name, Section and Lab No. On ALL WORK

UNIT-NAME                                    LAB                   PAGE

2-Program design and pseudocode	1	See page 11 of syllabus
		 
2-Program design and pseudocode	2	Pg. 33 #2 (Robertson)
				or
		Pg. 33 #4 (Robertson)

3-Selection control structures	3	Implement Lab 2 using 	
                                                                                       JavaScript
		
4-Repetition control structures	4	See page 11 of syllabus
		
5-Loops in JavaScript	5	Pg. 70 #2 (Robertson)
		implement using JavaScript
		
	11	Pg. 62 #1,2,3,4 (Harris)
		implement using JavaScript
	
6-Sequence, selection and repetition	6	Pg. 86 #7 (Robertson)

	
7-Array processing	7	Pg. 106 #7 (Robertson)
	
	12	Pg. 105 #3 (Robertson)
		implement using JavaScript

8-Modularization
Read Chapters 8 and 10	8	Pg. 186 #2 (Robertson)

9-Functions and objects in JavaScript	9	See page 11 of syllabus

10-Detailed object-oriented design	10	Pg. 213 #7 (Robertson)

	13	Pg. 212 #1 (Robertson)
		implement using JavaScript
		(must use objects)

	  



1

