
App Development 654 
 

Instructor:  Mrs. Sharon Genoways 

Room:  104 

Phone: 402 571-2618 ext 6149 

Email: sgenow@omahamarian.org 

Available Blocks:  Sem 1: D and H Sem 2: B and D 

Available Hours: 7:15 am each day, earlier time available by appointment 

Homework Location: Ebackpack 

Required Materials: charged iPad, inquisitive mind 

 

Communication Policy 

In keeping with the tradition of developing confident, independent, thinking leaders, students who have a 

question or concern about their class or grade should first talk to the teacher. If they are unable to reach a 

consensus, the student should then involve her guidance counselor, who will assist in her self-advocacy. If an 

issue remains unresolved, the teacher, parent(s) and student will meet. If consensus is not achieved once the 

aforementioned communication steps have been taken, the parent(s) should contact the Principal. 

 

iPad Policy 

The student iPad should be fully charged at the start of the school day. The volume of the iPad must be muted 

unless otherwise requested by the teacher and earbuds must be used when listening to personalized audio. 

Notifications must be turned off for non-school apps and all non-school apps should be closed during class. 

The iPad should be closed when not being used for class. Students should secure permission before taking a 

photo, video, or audio recording of someone, including your teachers. Unless permission is given, ipads, apple 

watches and other devices must be removed before testing. 

 

Absence Policy 

The absence policy in the Parent/Student handbook will be used in this classroom. The policy is listed in 

Section 6.3 of the handbook. 

 

Tardies 

When class time is missed, important information and discussions are also missed. Students must make every 

effort to be on time to class. 

 

Grading Policy 

The semester grade will be made up of all points accumulated throughout the semester.  Points will be acquired 

through daily work, programing projects, completing online portfolio and quizzes 

Assignments need to be turned in on time to receive credit and be eligible for resubmission. Failing to 

complete homework on time will result in the student attending the mandatory afterschool iBlock on that 

same day to make up the assignment. 

 

• iBlock will meet every day, Monday through Friday, for 35 minutes after school. If the student is 

assigned, attendance is mandatory. Unexcused absences will result in disciplinary action as does any 

unexcused absence from class.  

• Teachers will use their discretion in cases where there is a legitimate reason for missing a homework 

assignment. 

• Missing a ride, athletic practice, or work responsibilities are not excuses to be absent from an after 

school study hall. The student should consider this ahead of time and face the consequences. 

• A student on work study must attend the study hall and make up their work study after the study hall 

period.  

• A student must do school work and remain for the full period. If the student has finished the missing 

assignment, during an earlier study hall, she must work on something else. 

 

A final comprehensive program will be due at the end of the semester.   
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Class attendance, participation and effort will be evaluated before a final point total is assigned.  Grades will 

then be given based on what percentage of the total points you have earned and will be determined using the 

grading scale of Marian High School. 

 

Academic Integrity 

In general collaboration is highly encouraged in this course. Students are expected to work together 

during class activities and projects. Even homework can be a positive collaborative experience with all 

participants walking away with a better understanding of the material. This does not occur when one 

student simply copies another student’s work or does another student’s work for her. These behaviors 

constitute cheating. Quizzes and tests are intended to assess each student’s individual skills and 

conceptual understanding. Unless specifically authorized by the instructor, collaborating is not allowed 

on quizzes and tests, and any attempt to do so will be considered cheating.  

 
In addition to plagiarism, there is a reuse of products issue that relates to academic integrity. Whenever 

a student desires to recycle a product or assignment from a previous course and wishes to use it to fulfill 

a new assignment in a different course, there are at least these two conditions that must apply: First, the 

student must be forthcoming about the reuse and seek advance approval from one or more instructors. 

Second, as a general rule, the product cannot be simply reused but must be extended significantly 

beyond its original form, and the nature of that extension must be fully communicated to and approved 

by the instructor(s). 

 
The Consequences for violating the Academic Integrity policy are outlined in the handbook, Section 4.2.    

 

Teaching Methodology 

The activities and instructional approach to this course will consist of mini lectures interspersed with 

programming activities, small group discussions, student projects and the use of appropriate video and 

computer media as the instructor sees fit. 

The emphasis on class instruction will be of active involvement in the learning process by class members.  

Participation is required by all. 

 

Course Objectives  

 Upon completion of this course the student will: 

  

1. Understand basic principles of thinking and solving problems with computers and computation.  

2. Be able to specify procedures for solving problems and the concepts and practice of designing and 

implementing algorithms.  

3. Recognize, analyze, and correctly use the basic elements of computer programs, such as statements, 

variables, events, conditionals, loops, timers, and arrays.  

4. Grasp and utilize the fundamental concepts of computer science including data types, control structures, 

operators, functions, and libraries.  

5. Have a working knowledge of computer system design and the practice of software engineering, software 

tools, debugging, and documentation.  

6. Be able to design, plan, prototype, implement, test, and document a reasonably complicated software (and 

hardware) project.  
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