
 

Course Syllabus ICS: Introduction to Computer Sciences 

Instructor Mr. Keith Godlewski 

Room Health Science Lab E200 

Phone (864) 847-4121 

Email kgodlewski@andersonctc.org 

Website http://www.andersonctc.org/Page/561 

Extra Help Before and after School Monday-Thursday 

 

Vision 
 

ICS introduces students to coding fundamentals through an approachable, block-based programming language 

where they will have early success in creating usable apps. As students sharpen their computational thinking 

skills, they will transition to programming environments that reinforce coding fundamentals by displaying block 

programming and text based programming side-by-side. Finally, students will learn the power of text-based 

programming as they are introduced to the Python® programming language.  

 

The course engages students in computational thinking practices and collaboration strategies, as well as 

industry-standard tools authentic to how computer science professionals work. Students will learn about 

professional opportunities in computer science and how computing can be an integral part of all careers today.  

 

Course Objective 

 

Collaborate to create mobile apps. Solve problems and create value for others through innovation and 

creativity. Explore how innovations in computing impact and connect our world. With a gentle 

introduction to programming, you will learn how to put your designs into practice. 

 

Recommended Pre/Co-requisites: To be successful in ICS, students should be concurrently enrolled 

in college preparatory mathematics and science. 

                                                                                                                

Course Outline: There is no required textbook for this course. Any necessary materials will be 

supplied by the teacher.   

*This class follows the National Science Education Standards (NSEM) which can be provided upon request. 

Unit Title % 

1 Creative Computing: Building with Blocks 22 

2 Computing and Society: Transitions to Text 25 

3 Web Development: Solving with Syntax 25 

4 Computing with a Purpose 28 



Assessment Task 

 
Evaluation Criteria 

Grade Weights 

 

Major  

Projects 

Notebook- 

Employability-              

Attendance, Attitude, 

Communication, Follows 

Directions, Integrity, Prepared For 

Class, Punctuality, Respectful, 

Safety/Housekeeping, Self-

Management, Initiative 

 

Completion, Accuracy 

 

Rubric Checklist 

 

60% 

Minor 

 

Daily Activities, challenges, quiz 

Completion, Accuracy 40% 

   

   

   

 

Long-Range Learning Goals 

To develop an ability to apply knowledge of mathematics, science, and engineering. 

To increase the ability to design and conduct experiments, as well as to analyze and interpret data. 

To develop  an ability to design a system, component, or process to meet desired needs within realistic constraints such as 

economic, environmental, social, political, ethical, health and safety, manufacturability, and sustainability. 

To develop an ability to function on multi-disciplinary teams.  

To develop an ability to identify, formulate, and solve engineering problems.   

To increase the understanding of professional and ethical responsibility.   

To enhance the ability to communicate effectively.  

To develop an ability to use the techniques, skills, and modern engineering tools necessary for engineering practice.   

To enhance the ability to apply knowledge of mathematics, science, and engineering.  

To develop a recognition of the need for, and an ability to engage in life-long learning.  

Long-Range Developmental Goals 

Demonstrate an understanding of subject content. 

Investigate and engage in meaningful activities, projects, and problems. 

Become independent learners. 

Make their own connections between posed questions and prior learning. 

Use real life technologies and resources. 

Obtain ownership of their learning. 

Exhibit growth in areas often ignored: social and life skills, self-management skills and the ability to learn on 

one’s own. 



Tests Section, Unit, Midterm, and Final exams will be taken. Testing is only one part of the overall 

assessment plan for this course. 

 

Projects: Students will have various major projects which will be completed during this course. Each 

project will have a rubric to guide the student towards the expectations of the teacher. Projects will 

follow ACTC PLTW guidelines for late assignments and make up work or must have prior approval by 

the teacher.  
   

 

Engineering Notebook: Every student is expected to build a notebook of their work, notes, and 

assessments throughout the year. This student engineering notebook will be checked on a quarterly 

basis for completeness. Each student will have their notebook assessed for a Notebook grade each 

quarter.  

 

Quiz:  Quizzes will be administered to assess the students’ progress, weekly. 

 

Homework: Students will be expected to complete various assignments including formal drawings and 

sketches of assigned problems as directed by the teacher.  Students should be able to complete assigned 

class work within the school day.  After school-work time may be available with prior teacher 

arrangement. All assignments are required to show all work. Assessments are based on concepts 

learned and practiced during class, and homework assignments. 

 

Late Policy: Students are expected to complete assignments as per the assigned due date. If an 

assignment is submitted late the student will receive an 11 point penalty for the first day (A or B day) 

and 10 points each successive day the assignment is late.  

          

SUPPLIES 

 The student must provide a black or blue pen every day. Students are provided with a class engineering 

notebook, and an electronic folder. Notebooks may be taken home but students must bring materials to 

class each day. Failure to be prepared will affect Employability grade. 

 

AFTER SCHOOL TUTORING  

Throughout the year I will be available to assist students outside the obligated class time. Students are 

welcome to come to my room before or after school Monday-Thursday. They only need to inform the 

teacher a day before the intended session of tutoring. Email: kgodlewski@andersonctc.org 

 

 

Classroom Rules 

1. Be on time, prepared, and present for class. 

2. Have a good attitude about learning and actively participating in class. 

3. Follow all written and oral directions and safety precautions. 

4. Absolutely no horseplay! 

5. Complete all assignments in a timely fashion. 

6. Be respectful of others and their property. 

7. Get the instructor’s permission before getting/using tools or materials. 

8. Do not download or access inappropriate programs or content on the internet.  

This includes games.  

9.  Refrain from eating in class. Water will be allowed as long as they have a lid. 

i.e. no aluminum drink cans, or open cups. 

mailto:kgodlewski@andersonctc.org


10.  All students will remain in class until all classroom supplies are returned to their              

             designated areas.  

11.  Leave seats in their respective positions.   

12.  Discard any trash from the seat and/or surrounding area, in the proper receptacle. 

13. Follow all other school and district rules. 

14. Return tablets to charging station every day!  

15. Ensure the safety and proper usage of Android tablet on a daily basis. 

 

 

Consequences 

 Warning 
 Loss of break/Cleaning duty 
 Call home to parent/guardian 
 Referral 
 If a student acts in a manner that is totally unacceptable or unsafe, he or she may be 

immediately removed from class with a disciplinary referral. 
 
 
Lab Use 
 
Throughout the year students will have access to, and utilize many pieces of mechanical equipment and computers 
within the PLTW lab. Students will be expected to respect this equipment as per ACTC guidelines stated in the 
student handbook. Safety is an important aspect of this class and will be addressed throughout the year while in the 
lab setting. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
 
 
 
 
 
 
 
 
 
Course Outline : this course outline is a guideline that may be changed at the discretion of the teacher.  
 

 
 
 
 Unit 1: Creative Computing: Building with Blocks  

Unit 1 welcomes new and returning students to the world of computer science and coding 
fundamentals. Students work with MIT App Inventor to create basic apps that rely on the concepts of 
event-driven programming, branching, iteration, variables, and abstraction—the building blocks of 
creating with code. Students are introduced to essential computational thinking practices, such as 
developing abstractions, collaborating around computing, and communicating as they create, test, and 
refine computational artifacts of Android™ apps. 

 

 

Lesson 1.1 Introduction to Computer Science Essentials and Coding Fundamentals  
Mobile computing has changed our world, and many of today’s students have never known a life 

without apps. This lesson gives students the tools they need to create their own apps using MIT App 

Inventor. The goal of this lesson is to introduce students to coding fundamentals through block-based 

programming. Students will develop independent and collaborative strategies that will help them 

communicate around computing as they learn and reinforce the fundamental concepts of coding. With a 

powerful yet approachable tool, students will use their creativity to produce computational artifacts like 

those that are essential to all of us today.  

 

Activity 1.1.1 Block-based Programming: Getting Started with MIT App Inventor  

Activity 1.1.2 Conditionals and Event-driven Programming  

Activity 1.1.3 Operators, Data Types, Logic, and Strings  

Activity 1.1.4 Global Variables and Local Variables  

Activity 1.1.5 Pair Programming: Iteration and Loops  

Project 1.1.6 App Development: Create a Game  

 

Lesson 1.2 Collaborating Around Computing  
This lesson focuses on collaborative strategies that coding professionals use when creating programs 

and applications, while it continues to introduce essential concepts in computer science and coding. 

The lesson also introduces the idea that computer science can be more than just innovation and creative 

expression; it can be powerful in trying to solve many problems in today’s world. Students apply an 

Agile development process and task decomposition to solve a problem that meets the needs of others.  

 

Activity 1.2.1 Problem Solving and Innovation  

Activity 1.2.2 Algorithms  



Activity 1.2.3 Procedural Abstraction: Procedures, Functions, and Methods  

Activity 1.2.4 Lists  

Project 1.2.5 Decomposition: Solve a Problem  

 

Lesson 1.3 Innovation and Computational Problem Solving  
The final lesson of this unit gives students the freedom to select the focus of their development in 

choosing the type of app they would like to collaborate to create. Student groups will apply 

development strategies and user-centered research to create an app that has value to others. Students 

will gain insight on the importance of creativity, persistence, and value of diverse perspectives in an 

iterative development process.  

 

Problem 1.3.1 App Development: Creating Value for Others 

 

 

Unit 2: Computing and Society: Transitions to Text  
Unit 2 continues to reinforce coding fundamentals as students are gradually introduced to text-based 

programming. In this unit, students will explore the impacts of computer science on our society and 

bring coding off the screen and into the physical world. Students will learn how images can be used to 

make decisions in programs and explore real-world applications and innovations that will shape our 

future. 

 

 

Lesson 2.1 Transitions to Text Based Coding  
Block-based programming is a great way to introduce coding fundamentals, but many students want to 

know, “What is happening inside those blocks?” Lesson 2.1 introduces students to the idea of a lower 

level of abstraction in a programming language. Students will develop in an environment that allows 

them to create in blocks, but see that same code in a text-based language.  

 

Activity 2.1.1 Transitioning from Blocks to Text  

Activity 2.1.2 Variables, Strings, Operators, and Conditions  

Activity 2.1.3 Functions and Loops  

Activity 2.1.4 Lists  

Activity 2.1.5 Procedure-oriented Programming  

Activity 2.1.6 Object-Oriented Programming  

Project 2.1.7 Automating Our World  

 

Lesson 2.2 Computing and Careers  
Just as clicks of a button or “swipes” of a screen are used to trigger events in an app, today, images are 

becoming increasingly important as a way to make decisions in programming. In this lesson, students 

will explore image processing and other innovations that are changing our society. Students will also 

begin to investigate the wide range of careers in computer science and how computational thinking is 

an important part of the majority of professions today and in the future.  

 

Activity 2.2.1 Careers in Computer Science  

Activity 2.2.2 Big Data and Image Processing  

Activity 2.2.3 Image Processing Methods  

Activity 2.2.4 Decisions from Images  

Project 2.2.5 Image Processing: Navigation and Collision Avoidance  

 



 

 

Lesson 2.3 Computing in Our World  
Tomorrow’s solutions involve all of us. In the final lesson, student groups will learn how to take 

collaborations to scale to achieve a common goal.  

 

Project 2.3.1 Cooperative Driving and Self-driving Vehicles 

 

 

Unit 3 Web Development: Solving with Syntax  
The goal of Unit 3 is for students to begin to understand and use the flexibility and power of 

programming in a text-based environment. They will learn how client-side and server-side connections 

make the Web work. Students will be introduced to the Python® programming language in the 

collaborative Cloud9 development environment. In this unit, students will continue to build on coding 

fundamentals as they apply the same coding concepts, computational thinking practices, and 

development processes introduced in units 1 and 2. 

 

 

Lesson 3.1 The Power of Text-Based Coding  
In this lesson, students will reinforce previously learned concepts as they are introduced to the power of 

programming in a text-based language. The goal of this lesson is for students to become comfortable 

implementing algorithms using conditionals and loops in Python. Students create a game simulation 

and reinforce what they have learned about functions, arguments, and return values. Students 

generalize from this simulation to learn about model abstraction and the impact that simulation and 

data are having across career fields. Students then apply their Python skills to compete in a rock-paper-

scissors game, developing functions to implement a complex strategy that attempts to detect and react 

to their opponent’s strategy.  

 

Activity 3.1.1 Python Programing on Cloud9  

Activity 3.1.2 Variables and Conditionals  

Activity 3.1.3 Data Types, Lists, and Elements  

Activity 3.1.4 Iteration and Counts  

Activity 3.1.5 Built-in Functions  

Project 3.1.6 PS Rock  

 

Lesson 3.2 Web Languages and the Internet  
In this lesson students will be introduced to the Django web development platform as they explore how 

websites are designed and viewed on the client side, as well as how they connect, manage, and share 

data on the server side. Students will be exposed to common web programming languages as they learn 

to make decisions about how people view and interact with a website and how to protect data that is 

exchanged.  

 

Activity 3.2.1 The Web, Crowds, and Clouds: Explore Task  

Activity 3.2.2 HTML and Basic Web Page Formatting  

Activity 3.2.3 Configuring a Server  

Activity 3.2.4 Setting Up Databases  

Activity 3.2.1 Creating Web Forms and Views  

Project 3.2.5 Web Development: Creating and Connecting a Website  

 



 

 

Lesson 3.3 Creating and Connecting Websites  
This lesson will allow students to collaboratively design, create, and connect a secure website based on 

an interest or need that the student group defines. Student groups will apply development strategies and 

user-centered research to create a website that has value to others and protects sensitive data.  

 

Problem 3.3.1 Web Development: Creating Your Own Website 

 

 

Unit 4 Computing with a Purpose  
The final unit in CS Essentials allows students to apply all that they have learned in a student-defined, 

student-driven development. Whether creating an app, a website, or a physical computing device, 

students will apply computational thinking practices and a strategic development process to create 

computational artifacts that solve problems and create value for others. Students will collaborate the 

way computing professionals do as they pursue solutions to authentic needs. For those students 

continuing on to CSP, this unit provides an excellent model of how to participate in, document, and 

create a performance task for AP CSP. 

 

 

Lesson 4.1 Innovation of Computational Problem Solving  
The goal of this lesson is to allow students the opportunity to apply the collaboration, technical, and 

communication skills that they have developed to solve an authentic problem that is relevant to them.  

 

Problem 4.1.1 Your Development Process: Create Performance Task  

Part a Finding a Development to Pursue  

Part b Presenting Your Development Process  

Part c Prepare, Investigate, and Plan  

Part d Design, Create, and Test  

Part e Evaluation and Reflection 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

Get signed and returned before the end of the 3
rd

 day of class.  

 

I have read the 3 class starter documents and have discussed the contents with my 

son/daughter: 

1) Class syllabus (see http://www.andersonctc.org/Page/561)  

 

2) Parent/student handbook (see andersonctc.org under the students tab) 

 

3) Computer Internet Use Agreement (see andersonctc.org under the students tab) 

 

 

 

 

Student Name 

 

 

 

Student Signature 

 

 

 

Parent/Guardian Name 

 

 

 

Parent/Guardian Signature 

 

 

  

Parent/Guardian Email (please print clearly) 
 
 


