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	REQUIRED BOOK:
Starting Out with Programming Logic and Design 
http://www.pearsonhighered.com/educator/academic/product/0,3110,032147127X,00.html

ISBN-10: 032147127X
ISBN-13: 9780321471277
Publisher: Addison Wesley Higher Education
Copyright: 2008
Format: Paper; 576 pp
Published: 10/01/2007
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	First Recommended Book:

The Game Maker's Apprentice: Game Development for Beginners (Paperback)
Authors: Jacob Habgood, Mark Overmars
Publisher: Apress; Pap/Cdr edition (June 28, 2006) 
Paperback: 336 pages 
Language: English 
ISBN-10: 1590596153 
ISBN-13: 978-1590596159 

Author's website: http://book.gamemaker.nl/frames.htm
Publisher's website: http://www.apress.com/book/view/1590596153
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	Second Recommended Book:

Learning C# 2005, Second Edition  (Subtitle: Get Started with C# 2.0 and .NET Programming)
Publisher: O'Reilly  (www.oreilly.com)
Authors: Jesse Liberty, Brian MacDonald
Second Edition February 2006  
Pages: 552 
ISBN 10: 0-596-10209-7 | ISBN 13:9780596102098
http://www.oreilly.com/catalog/learncsharp2/

	Required Materials
	Access to the GameMaker software 

Access to Microsoft's Visual Studio Express, including the XNA Game Studio Express add-on 

(Both GameMaker, and VisualStudio/XNA can be downloaded for free from the Internet, as detailed on the class website)

	Required Actions
	
You must have an email address that you read at least once a day (once per 24 hour time period).  You need to provide this email address to the instructor, so that the instructor can use it to contact you.  If this email address changes, you are required to immediately inform the instructor.

	Optional Materials
	Removable media(s) for backup of work

	Class Meetings
	Tuesdays and Thursdays, from 1:15 pm until 3:20pm
In room UWB2-105

	Office Hours
	Wednesdays, noon till 3:00pm, or by appointment.

Office hours will be held either in room 230, or else in my office (319).
NOTE THAT THIS IS IN CASCADIA'S BUILDING, NOT UW!!!!!
These office hours may change, based on other commitments to the college.

	Contact Info
	If I’m in my office, feel free to knock.  Otherwise, email is a good way to contact me.

mpanitz@cascadia.edu 

Office: CC1-319               Phone: 352-8211              Mailbox: In Room CC1-154

	Website
	The course website is:

http://www.cascadia.edu/facultyweb/instructors/mpanitz/Courses/2008Sp/CSS290/
The website will contain announcements, assignments, and materials from class.

The URL for the University of Washington, Bothell is: http://www.bothell.washington.edu/

	Accessibility and Disabilities
	If you have a disability and wish to discuss academic accommodations, please contact Rosa Lundborg at Student Affairs (425-352-5307) as soon as possible. I will coordinate with the University to ensure that the appropriate accommodations are made in this class.



	Prior Learning
	There is no pre-requisite courses required for enrollment in this course.

	Learning Outcomes
	Learn Actively - Learning is a personal, interactive process that results in greater expertise and a more comprehensive understanding of the world.

· Develop expertise, broaden perspectives and deepen understanding of the world by seeking information and engaging in meaningful practice.

· Construct meaning from expanding and conflicting information.

· Engage in learning, both individually and with others, through reading, listening, observing and doing.

· Take responsibility for learning.

Think Critically, Creatively and Reflectively - Reason and imagination are fundamental to problem solving and critical examination of ideas.

· Create, integrate and evaluate ideas across a range of contexts, cultures and areas of knowledge.

· Recognize and solve problems using creativity, analysis and intuition.

· Examine one’s attitudes, values and assumptions and consider their consequences.

Communicate with Clarity and Originality – The ability to exchange ideas and information is essential to personal growth, productive work, and societal vitality.

· Organize and articulate ideas for a range of audiences and purposes.

· Use written, spoken and symbolic forms to convey concepts creatively.

· Use technology to gather, process and communicate information.

Interact in Diverse and Complex Environments - Successful negotiation through our increasingly complex, interdependent and global society requires knowledge and awareness of self and others, as well as enhanced interaction skills.

· Build interpersonal skills through knowledge of diverse ideas, values and perspectives.

· Collaborate with others in complicated, dynamic and ambiguous situations.

· Practice civility, empathy, honesty and responsibility.

	Technical Objectives
	The two important lessons we want to learn from this class are: 

 

1.        Refine our critical thinking and problem solving skills in the context of Computer Programming. 

2.        Familiarize ourselves with the design and creation of computer games, primarily from a Computer Science/Programming point of view.
 

In plain English, the above is saying: 

1.        We want to practice solving problems using our knowledge in programming constructs (e.g. conditional-statements, loops, etc.). 

2.        We want to experiment with the creation of small, fun games, primarily from a technical perspective (in contrast to an artist perspective, a business perspective, a sociological perspective, etc, etc).  



	Assessment
	You will be graded as follows:

Homework / Assignments (7) @ 10% each 



Class Activities 

@ 20% (total)

Midterm Exam

5%

Final Exam 


5%

Note that the class will use an absolute grading scheme: If you get 100% of the points possible, you’ll get a 4.0.  If everyone gets 100% of the points possible, everyone will get a 4.0.  Table 1 (see below) shows you how to convert the points you've earned in this class, and your final GPA.


The terms “homework” and “assignment” are interchangeable, and everything that I say here that applies to one, applies to the other.  Exercises are something different – exercises refer to the in-class work that you will do during the ‘lecture’ portion of the class.

Once a homework has been graded, I will return it to you, either electronically or in print.  You may then have the opportunity to revise your work (in whole or in part), and re-submit your work for a re-grade.  The new grade will replace the old grade.  There are a couple of caveats: when you resubmit your work in this way, I reserve the right to not just re-grade the work, but also follow up with verbal questioning of you.  I reserve the right to assign you additional problems, if I feel that your grasp of the concept is shaky.  This will be to your benefit, since the best way to learn how to program is to do it. You have 1 week from the time you get the graded assignment to hand in your revision; you may only hand in one revision per assignment.  This approach to re-grades is sometimes referred to the “mastery approach”.


You may hand in a homework assignment up to one week late, but you will incur a 10% penalty per lecture late.  Thus, if an assignment is due on Tuesday, handing it in any time between Tuesday and Thursday means you'll be able to get as much as 90% of the possible points.  Handing it in by the next Tuesday means you'll be able to get as much as 80% of the possible points.  You won't be allowed to hand it in any later than that Tuesday.

Class time will be used not just for lecture time, but will also for various 

In-class activities that you will be expected to participate in.  Thus, you should consider attendance to be mandatory; roll call will be done at the start of each class.  Further, each class (other than the first class) will begin with a 2 point quiz, on the material that you covered during the prior class.  This quiz will be given at (or near) the start of class time, and is intended as a ‘spot check’ (for both instructor and student) that the prior lesson’s material has been absorbed.  Also, each lecture’s In-Class Exercises will be worth 8 points.  If you do a reasonable job of correctly completing the In Class Exercises, (ICEs) you will get these 8 points, for a maximum of 10 points per class.  The two most important aspects of doing the ICEs are that you are doing a reasonable job for your ability level, and that you are learning the material.  If you are absent from class, you CAN make-up the In-Class Exercises (as they are posted on the course website), but you can NOT make up the 2 point quiz.


No matter how many and  in-class (lecture) activities there are, you will receive no more than 200 total points from the Class Activities category.  


If you notify the instructor at least one week prior to an exam or quiz (or other scheduled event, such as a presentation), it may be possible to take the exam or quiz at a different time than the scheduled date – this different time will be on the same day if possible, or typically on a day prior to the exam otherwise.  No make-ups will be given for exams, presentations, or other such graded events, that were missed without prior notification to the instructor.  In any case, the notification of absence must be given at least 2 days before the exam/quiz/event.


Any disagreements about your grade should be brought to my attention immediately.  


Unless stated otherwise, all work should represent your own original, independent thinking.  Unless stated otherwise, out of class assignments are not meant to be group projects.


It is okay to talk with classmates to clarify conceptual understanding necessary to complete assignments.  However, copying another person’s work in whole or in part, either manually or electronically, it not acceptable; nor is copying and slightly modifying another person’s work acceptable.  In the event copying should occur: all participants in the plagiarism (both the person plagiarizing, and the person whose work was taken) will receive:

1. a 20% penalty on the first offense
2. a grade of zero for the second offense, and 
3. for a third (and final) offense, all parties will be given the option of either withdrawing (if the drop deadline hasn't been passed) or taking a "0.0" for the term.

(Second (and third) offences include offences from prior terms)

Group projects are learning exercises like individual projects: every individual in the group is expected to understand all the material as if each person had done the entire assignment individually.  Therefore, it is fair game to ask any person in a group to explain any aspect of the assignment that the group has done. 


Today’s technology is inherently unstable: AOL might give you a busy signal, your ISP might be down, the public library might not be open, you might be unable to get Microsoft Word to do exactly what you want. While you might have this happen to you, it’s not an excuse for handing in an assignment late. Knowing this, you should include time in your schedule to compensate for possible technological snafus. This will allow you to hand in work on time, even in the fact of unexpected techno-faults.  For assignments that have a hard deadline, no leeway will be given to students who fail to hand in an assignment because of technological problems.

Table 1: Grading Scale:

GPA

Min. Percent Needed

GPA

Min. %

GPA

Min. %

4.0

95

2.9

84

1.8

73

3.9

94

2.8

83

1.7

72

3.8

93

2.7

82

1.6

71

3.7

92

2.6

81

1.5

70

3.6

91

2.5

80

1.4

69

3.5

90

2.4

79

1.3

68

3.4

89

2.3

78

1.2

67

3.3

88

2.2

77

1.1

66

3.2

87

2.1

76

1.0

65

3.1

86

2.0

75

0

< 65

3.0

85

1.9

74



	

	I would like you to electronically submit all assignments.  You should type all assignments & homework answers into the computer (including essay type questions), make sure it runs correctly, and submit the files for any given assignment.   More details will be given in individual assignments.

	Attendance
	You are responsible for what goes on in class whether present or not. You are responsible for making up any work, assignments, quizzes, etc., for missed classes.

Attendance is very important, since the course is structured to require active involvement and participation on the part of the student. Missing a class means missing material that is difficult to make up. Daily attendance records will be kept. 

If you must miss a class, you will have to arrange to get the class notes and any other information from another person. I suggest that once you get to know some people in the class, you exchange phone numbers with one or two, so if you do miss a class you can obtain assignments, quiz information, etc., for the following class. 

	Other Notes
	I reserve the right to modify any and all aspects of the course, at any time, including this syllabus.
· Disorderly, abusive, or bothersome conduct will not be tolerated in the classroom.  Moreover, disorderly or abusive behavior which interferes with the rights of others or which obstructs or disrupts teaching will result in immediate disciplinary action.

· Sexual harassment will not be tolerated at the University Of Washington.  Sexual harassment is engaging in unwelcome sexual advances, requests for sexual favors, or other verbal or physical conduct of a sexual nature, which causes discomfort or humiliation, or interferes with job or school performance.

· Academic Honesty:  The College regards acts of academic dishonesty, including such activities as plagiarism, cheating and/or/violations of integrity in information technology, as very serious offenses.  In the event that cheating, plagiarism or other forms of academic dishonesty are discovered, each incident will be handled as deemed appropriate.  
· Acceptable Use Policy on Information Technology: In general, the same ethical conduct that applies to the use of all college resources and facilities applies to the use of UWB's systems and technology.  These systems may only be used for authorized purposes, using only legal versions of copyrighted software, and with consideration and respect for the conservations of resources and the rights of other users.   For additional information, ask your instructor.
· If you have a disability and wish to discuss academic accommodations, please contact Rosa Lundborg at Student Affairs (425-352-5307) as soon as possible. I will coordinate with the University to ensure that the appropriate accommodations are made in this class.

· Diversity:  UWB affirms a commitment to freedom from discrimination for all members of the College community.  Celebration of diversity and cultural differences is a hallmark of a true learning community.  Pluralism, diversity and equity are therefore at the core of UWB's mission.  Individual difference is affirmed and celebrated in our community of learning. 

· Emergency Procedures:  Emergency procedures are posted in each classroom.  To reach campus security personnel, dial 425-352-5222.  Fire and police may be reached by dialing 9-911.

	Responsibilities
	Instructor
	Student

	
	Show respect for the thoughts, ideas, and contributions of others.
	Show respect for the thoughts, ideas, and contributions of others.

	
	Come to class prepared.
	Come to class prepared.

	
	Create opportunities for active learning.
	Participate in class discussion and in-class activities.

	
	Provide timely and constructive critique of assessments.
	Complete assessments in a timely and professional manner.

	
	Solicit and act on feedback from students.
	Provide constructive feedback to instructor on the classroom-learning environment.


Schedule:

	Topic
	Lect#
	Date
	Reading
	Topics
	Assessments

	Introduction; 

Sequences  

&  

Operators
	1
	Tues,

Apr 1
	PLAD Ch 1

GMA Ch 1, 2
	Course Introduction

Intro to GameMaker (GM)
	Pre-Course Opinion Survey 

Pre-Course Skills Test

	
	2
	Thurs,

Apr 3
	PLAD Ch 1

GMA Ch 1, 2
	GameMaker: More actions,

GM: Controller object pattern
GM: Sequences & Operators

MVC concept
	

	Sequences  

&  

Operators
	3
	Tues,

Apr 8
	PLAD Ch 2
	Intro to coding 'primitives' (Concepts, IDE, finding & fixing errors)
Sequential logic in C#
Using operators provided by a programming language
	 Due: Assignment 1



	
	4
	Thurs,

Apr 10
	PLAD Ch 2
	Sequential logic 

Using operators provided by a programming language
	 

	Conditional 

Logic
	5
	Tues,

Apr 15
	GMA Ch 3, 4
PLAD Ch 4
	Conditional structure 

GM Exercises
	Due: Assignment 2


	
	6
	Thurs,

Apr 17
	GMA Ch 3, 4

PLAD Ch 4
	Conditional structure 

GM Exercises
	

	Conditional 

Logic
	7
	Tues,

Apr 22
	PLAD Ch 4
	Advanced Conditional structure 

C# Exercises
	Due: Assignment 3


	
	8
	Thurs,

Apr 24
	PLAD Ch 4
	Advanced Conditional structure 

C# Exercises
	

	Iteration
	9
	Tues,

Apr 29
	- GM docs -
	Iterative Control structure 

GM Exercises
	

	
	10
	Thurs,

May 1
	PLAD Ch 5
	Iterative Control structure 

C# Exercises
	Due: Assignment 4

	Iteration
	11
	Tues,

May 6
	PLAD Ch 5
	Advanced Control structure 

C# Exercises
	

	
	12
	Thurs,

May 8
	
	< Midterm Exam >
	

	Functions
	13
	Tues,

May 13
	
	<Final Project Work Day>
	

	
	14
	Thurs,

May 15
	PLAD CH 5
	Using Iteration In Games
	Due: Final Project Game Description

	Functions
	15
	Tues,

May 20
	PLAD Ch 8
	Arrays

GM Exercises
	Due: Assignment 5 


	
	16
	Thurs,

May 22
	PLAD Ch 8
	Arrays

C# Exercises
	

	Arrays

	17
	Tues,

May 27
	PLAD Ch 8
	Arrays

C# Exercises
	

	
	18
	Thurs,

May 29
	PLAD Ch 3

PLAD Ch 6
	Functional Decomposition 

C# Exercises – OOP?
	Due: Assignment 6

Due: Final Project: Game, Presentation Slides

	Arrays
	19
	Tues,

Jun 3
	PLAD Ch 3

PLAD Ch 6
	Functional Decomposition 

C# Exercises – OOP?
	A5 revision due

	
	20
	Thurs,

Jun 5
	
	<Final Exam>
	

	
	21
	Tues,

Jun 10
	
	Final Exam Week:
< Game Presentations >
	Due: Final Project 
Post-Course Opinion Survey

Post-Course Skills Test


(Book abbreviations: 

PS = Programming Logic And Design

GMA = The Game Maker's Apprentice

C# = Learn C# 2005)
