CSC 3220 – Applications Programming
SYLLABUS – Autumn 2007
CATALOG DESCRIPTION and TIME SCHEDULE
Prerequisite: CSC 2430. An implementation-oriented look at software development techniques used to create interactive applications, focusing on the use of object-oriented libraries to create user interfaces. Topics include event-driven programming, human-computer interaction (HCI), graphical user interfaces (GUI), database interfaces, and tools for interface prototyping.
	Scheduled Meeting Times

	Time
	Days
	Where
	Date Range
	Schedule Type

	10:30 am - 11:50 am
	TR
	OMH 244
	Sep 24 - Dec 04, 2007
	Lecture

	10:30 am - 12:30 pm
	R
	OMH 244
	Dec 06, 2007 
	Final Exam


INSTRUCTOR INFORMATION
Elaine Weltz
eweltz@spu.edu
OMH 241
(206) 281-3639
Office Hours:
Monday, Wednesday, Friday ( 11:00 am – 12:00 noon


Tuesday, Thursday ( 2:00 – 3:00 pm



Other times by appointment

The best way to reach me between office hours or to arrange

a non-office-hour appointment is by email.

REQUIRED TEXT

Starting Out with Visual Basic 2005 by Tony Gaddis and Kip Irvine (3rd Edition, © 2007).  Scott/Jones, Inc., publisher, ISBN 0-321-39399-6.  Used AU 2006.
While I understand that it is a heavy object, you are expected to bring your text to every class session.  If you are unable to complete an in-class assignment or quiz because you do not have your text with you, that is not the instructor’s problem.

SOFTWARE

This course will make use of Visual Basic .NET 2005, a component of Visual Studio .NET 2005.  Students will be able to complete programming assignments in the OMH Open Lab or at home.  Information on purchase of Visual Studio .NET 2005 (for $20) can be found at http://www.spu.edu/cishelpdesk/software/license/.  Note that VB 2003 and 2005 DO differ; you MUST have 2005 on your personal machine to be “in sync” with campus labs.  Most assignments will be submitted for grading electronically using Blackboard.  Exact details will be given in class.
COURSE OBJECTIVES

Successful students will be able to demonstrate the following knowledge and skills:
1)
Programming Fundamentals – Event-driven programming  
· Explain the difference between event-driven and command-line programming.

· Design, code, test and debug event-driven programs that respond to user events.
· Develop code that responds to exception conditions raised during execution.
2)
Human-Computer Interaction (HCI)
· Discuss the reasons for human-centered software development.
· Develop a conceptual vocabulary for analyzing human interaction with software, for example, affordance, conceptual model, feedback.

· Discuss the pros and cons of development with paper and software prototypes.

3)
Building a Graphical User Interface (GUI)

· Identify several fundamental principles for effective GUI design.

· Use a GUI toolkit (VB.NET) to create a simple application that supports a GUI.

· Illustrate the effect of fundamental design principles on the structure of a GUI.

· Summarize common interaction styles.

· Design, prototype and evaluate a simple 2D GUI.

4)
Use a graphics API and RGB color in user interface development
5)
Software Engineering

· Continue developing expertise in object-oriented software program design and implementation.
· Application Programming Interfaces (APIs)

· Explain the value of APIs in software development.

· Use class browsers and related tools during the development of applications using APIs.

· Design, implement, test and debug programs that use an API package.

6)
Database Access

· Explain the characteristics that distinguish the database approach from the traditional approach of programming with data files.

· Describe the components of a database system and give examples of their use.

· Define the fundamental terminology used in the relational data model.

· Use a query language (SQL) to elicit information from a database.

SCHOOL CLOSURE INFORMATION

· Please note the dates of the Thanksgiving Holiday.  This is the only planned class cancellation for the quarter.

· This class will meet when there is snow on the ground unless the University is officially closed.  To find out if the University is closed, call the Snow Closure Hot Line at (206) 281-2800.  Check your email for assignment due-date or quiz changes due to closure.
GRADING

Grades will be based on performance in two areas:


Programming (Labs and Homework) – 
75%

 Quizzes (6 of them) –


25% 
The grading scale is basically:


90% +
A, A-


80 - 89%
B+, B, B-


70 - 79%
C+, C, C-


60 - 69%
D


Below 60%
E

QUIZ POLICIES

Quizzes will be given every other Thursday and during the Final Exam time.  Mark these dates on your calendar:
October 4


October 18


November 1


November 15


November 29


December 6 (Final Exam block)

No make-up quizzes will be given unless PRIOR arrangements are made, and then only for reasons of serious illness or emergency.  Policies for rescheduling final exams are set by the university and are stated in the printed Time Schedule and the University web site. There will be no exception to this policy.

ASSIGNMENT POLICIES

Programming assignments will typically be assigned at the beginning of each week (Tuesday), due the following Tuesday.  A due date and time will be included with the assignment statement, specifying when the cutoff for for-credit submission is.  Since Blackboard will be used for assignment submission, each assignment’s date and time of submission will be tracable. 

One learns to program by programming.   Class time will be primarily used to discuss and demonstrate GUI programming, HCI issues, and ways in which developing VB apps differs from creating console applications using C++.   Sometimes there will be in-class programming activities as well.  Students will then complete one or more programming assignments each week in order to apply these concepts using Visual Basic.  The following procedures apply to all assignments (unless specifically directed otherwise):

· Except for in-class assignments due at the end of the period, assignments are due at the beginning of class on the due date. Assignments being turned in during class time should be placed under the instructor’s door. DO NOT place any assignments in the instructor’s mailbox (unless you don’t mind if someone copies your work behind your back!).

· Assignments not turned in when they are due are considered late.  Late assignments will not be accepted or graded. A “0” score will be recorded for the assignment.

· Each student will be allowed one exception to the late-assignment policy during this course.  If you contact your instructor and request it, you may turn in one assignment late within one week of the original due date. However, at the end of the quarter, all assigned work (including the last homework assignment) must be received before the start of the final exam.
· Unless an assignment is specifically designated as a team effort (and some in-class labs might be), all work is to be done on an individual basis.  At the same time, it is understood that learning from your peers is valid and you are encouraged to talk among yourselves about programming in general and current assignments in particular.  Keep in mind, however, that each individual student must do the work in order to learn.  Hence, the following guidelines are established:

· Feel free to discuss any and all programming assignments but do not allow other students to copy your code.  Do not give any student an electronic copy of any program you write for this class.

· Gaining the ability to properly analyze common programming errors is an important experience.  Do not deprive a fellow student of his/her opportunity to practice problem solving: control the urge to show them what to do by writing the code for them.

· If you’ve given the assignment a fair effort and still need help, see the instructor.

· If there is any evidence that a program or other written assignment was copied from another student, neither student may receive any credit for it (or each may be allowed ½ credit for their "shared" effort).  
· Protect yourself: Handle throw-away program listings carefully.
COURSE SCHEDULE

PowerPoint-generated class notes will be available on a weekly basis via Blackboard.  You can either choose to view them online or print them out.  The instructor may lecture from these notes, may use them as an outline for class demonstrations, or ask you to use them as reference for in-class programming labs.  Sample VB solutions will also be given throughout the quarter.  These samples will NOT be available electronically, but will be handed out in class.  There may also from time-to-time be additional class handouts.  If you must be absent from class, it is your responsibility to have someone else from the class pick up copies of all handouts for you. 

Each week’s electronic notes will begin with a description of the topics to be covered that week, relevant text references and suggested practice questions for quiz study.  The course will basically cover Chapters 1 – 10 and 12 of the Gaddis/Irvine text, pretty much in that order.  Specifics will be found within these notes.

Department of Computing Sciences – Goals and Learning Objectives

The Department of Computing Sciences has identified several goals for students enrolled our programs.  Each of the courses in our curriculum are designed to help students achieve specific learning objectives that will help them progress towards these goals.  The highlighted departmental learning objectives are particularly relevant to your studies in CSC 3220:

Goal 1:
Help students develop problem-solving skills, especially those required to analyze, design and implement solutions involving the use of a computer.


Objective 1:
Successful students will acquire the up-to-date technical knowledge and develop the skills needed for a successful start to careers in the computing industry.


Objective 2:
Successful students will be able to develop solutions to problems that are new to them, and implement these solutions efficiently.


Objective 3:
Successful students will be able to implement solutions utilizing different computer platforms and programming languages.


Objective 4:
Successful students will develop the skills needed to work in small groups on medium to large scale projects.


Objective 5:
Successful students will develop the ability to write technical documents that include specification, design, and implementation of major projects.


Objective 6:
Successful students will be able to effectively disseminate information and results using both oral and written communication.

Goal 2:
Provide a background in modern computing systems and the theoretical aspects of computer science.


Objective 1:
Successful students will acquire the computer science knowledge required for graduate studies.


Objective 2:
Successful students will understand the architecture, organization and programming of modern computing systems.


Objective 3:
Successful students will understand the mathematical foundations of computer science, algorithm efficiency and computational complexity.

Goal 3:
Challenge students to consider the ethical and social impacts of technology, enabling them to take responsible action informed by a Christian world view.


Objective 1:
Successful students will be aware of ethical and social issues related to technology and recognize their impact. 



Objective 2:
Successful students will be able to evaluate potential ethical dilemmas and apply decision-making techniques to resolve them.

Goal 4:
Prepare students for continued learning in a rapidly changing discipline.


Objective 1:
Successful students will be aware of the rapid rate of change of technology and methodologies in computer science.


Objective 2:
Successful students will be familiar with ways to gain knowledge and understanding of new developments in computer science and technology.


Objective 3:
Successful students will be aware of alternatives for continuing education in computer science.
