
University of Nebraska at Omaha/Marian High School                [Fall 2020 & Spring 2021] 

CSCI 1200 – Computer Science Principles 
 (Fulfills AP Computer Science Principles 660 Credit at Marian High  School) 

 
Instructor:  Dr. Sharon Genoways      Room:  103 
Phone: 402 571-2618 ext. 6149       Email: sgenow@omahamarian.org 
Available Blocks:  Sem 1: A    Sem 2: E 
Available Hours: 7:15 am each day, earlier time available by appointment 
Homework Location: Canvas 
Required Materials: 

App Inventor 2: Create Your Own Android Apps. David Wolber, Hal Abelson, Ellen Spertus, and 
Liz Looney O'Reilly Media, Inc., 2014 (~$25 new on Amazon or view the Free Pre-publication 
Draft) 
Blown to Bits: Your Life, Liberty, and Happiness After the Digital Explosion. Hal Abelson, Ken 
Ledeen, Harry Lewis. Addison-Wesley, 2010 (Available via Free PDF Download) 

 
Programming Environment: 
MIT App Inventor (ai2.appinventor.mit.edu), a free online software development platform, is used in 
this course to build mobile apps for Android and iOS devices. 
Online Resources: 
The complete curriculum is hosted online and free of charge: course.mobilecsp.org. The course uses 
many freely available resources that are available online to ensure that the course material is current 
and adaptable. Students maintain individual online portfolios of their course work by using Google Sites 
(https://www.google.com/sites/overview.html). Self-check and live coding exercises make use of Quizly 
(https://github.com/ram8647/quizly), a web-based live coding platform for App Inventor. Throughout 
the course, students will also use a number of online articles and videos from sources such as The New 
York Times (www.nytimes.com), Wikipedia (www.wikipedia.org), CS Bits and Bytes 
(http://www.nsf.gov/cise/csbytes/), Logic.ly (www.logic.ly), YouTube (www.youtube.com), and CS 
Unplugged (http://csunplugged.org). 
 
 
Course Description: The Mobile Computer Science Principles course provides an introduction to the 
basic principles of computer science (CS) from the perspective of mobile computing, including 
programming in App Inventor, a graphical programming language for Android mobile devices. The 
lessons and materials used by students incorporate programming while also integrating all other AP CSP 
big ideas: creativity, abstraction, data and information, algorithms, the Internet and global impact. The 
curriculum engages students and supports the development of problem solving skills, honing in on the 
computational thinking practices as indicated in the AP CSP curriculum framework. Students learn to 
create socially useful computational artifacts using App Inventor as well as connect computing and 
learning about abstraction as they develop and analyze their programs. The curriculum also emphasizes 
communication and collaboration in a project-based approach. This course involves a strong writing 
component. Students will maintain a portfolio of their work, which will include several performance 
tasks in the areas of programming and the impact of computing technology.   In addition to the course 
meeting all curricular requirements of the UNO course, this course meets the requirements of the 
Advanced placement exam. 

 

mailto:sgenow@omahamarian.org


Prerequisites (As described by the College Board) 
It is recommended that a student in the AP Computer Science Principles course should have successfully 
completed a first-year high school algebra course with a strong foundation in basic algebraic concepts 
dealing with function notation, such as f(x) = 5 x2 and problem-solving strategies that require multiple 
approaches and collaborative efforts. In addition, students should be able to use a Cartesian (x, y) 
coordinate system to represent points on a plane. It is important that students and their advisers 
understand that any significant computer science course builds upon a foundation of mathematical 
reasoning that should be acquired before attempting such a course. 

 
UNO General Education Student Learning Outcomes (Natural & Physical Sciences) 
This course also fulfills a UNO General Education requirement and is aligned with the following General 
Education Student Learning Outcomes (SLOs). After completing the course, successful students shall be 
able to do the following: 

Successful students shall be able to do the following: 
• demonstrate a broad understanding of the fundamental laws and principles of science and 

interrelationships among science and technology disciplines; 
• demonstrate a broad understanding of various natural and/or physical phenomena that 

surround and influence our lives; 
• describe how scientists approach and solve problems including an understanding of the basic 

components and limitations of the scientific method; and 
• solve problems and draw conclusions based on scientific information and models, using critical 

thinking and qualitative and quantitative analysis of data and concepts in particular to 
distinguish reality from speculation. 

Communication Policy:  Section 3-2 in Student Handbook 
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. 
 
Absence Policy 
The absence policy in the Parent/Student handbook will be used in this classroom. The policy is listed in 
Section 6.2 of the handbook. 
 
Tardy Policy 
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 

Digital Portfolio - 20% 
Unit Quizzes - 10% 

Exams – 20% 
Performance Tasks - 50% 

 
Homework Policy 
Class time will be given for all assignments. The amount of work outside of class will depend on the 
individual student.  



Failing to complete homework on time will result in the student being assigned an iBlock. Please see 
Appendix C for iBlock guidelines during the pandemic. 
 
Academic Integrity 

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

during class activities, laboratories, 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 4.1 
and are reviewed in class with all students. Please review this section of the handbook if you have 
questions. 
    
COVID19 
Due to the ongoing disruptions that COVID19 has brought to schools and families, we will be flexible 
with students if the need arises. However, it is up to the student to communicate these needs to the 
teacher via email.  If a student is learning in a remote environment, it is expected she will be watching 
and participating in class via Zoom.  Please see Addendum C in the parent/student handbook for more 
information about virtual learning expectations. 
 
Teaching Methodology 
The activities and instructional approach to this course will consist of mini-lectures 3-4 days per week, 
collaborative work time, laboratories, small group discussions, 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. 

Outline of Curriculum Units and Projects: 

The units that follow interweave the six AP CS Principles Computational Thinking Practices of Connecting 
Computing, Creating Computational Artifacts, Abstracting, Analyzing Problems and Artifacts, 
Communicating, and Collaborating with the seven CS Principles Big Ideas of Creativity, Abstraction, Data, 
Algorithms, Programming, Internet, and Global Impact. 

 Unit 1 - Getting Started: Preview & Setup 
 Unit 2 - Introduction to Mobile Apps & Pair Programming 
 Unit 3 - Creating Graphics & Images Bit by Bit 



 Unit 4 - Animation, Simulation, & Modeling 
 AP Create: Programming Performance Task #1 (Practice) 
 Exam #1 
 Unit 5 - Algorithms & Procedural Abstraction 
 Unit 6 - Communication Through the Internet 
 Unit 7 - Using and Analyzing Data & Information 
 AP Create: Programming Performance Task #2 
 Unit 8 - AP CS Principles Assessment Prep 
 Exam #2 
Unit 9 - Beyond the AP CSP Exam 

 
Assessments: 
Portfolios 
In this course, students will document their work in a portfolio. That is, they will post answers to reading 
questions, write-ups of hands-on tutorials, written responses to assigned readings, and documentation 
of creative programming projects on their personal portfolio page. Each student will create a portfolio 
using Google Sites. The portfolios will promote collaboration and sharing -- students can learn from each 
other -- and will constitute a full record of what the students have done in the course that they can refer 
back to during and after the course and share with their friends and family. Portfolios will be graded 
periodically throughout the duration of the course. 
Reading and Homework Assignments 
There will be regular reading and/or out-of-class homework assignments. These may include reading a 
chapter from the textbook and/or completing a tutorial or worksheet. Brief, clear, and concise written 
responses to the study questions must be posted on students’ portfolios. 
 
Labs 
This course will be taught in a computer lab. Students will have access to computers and mobile devices 
and any other necessary hardware, both during the class and during free periods. Students can work in 
the lab during their free periods. Internet access will be made available to students throughout the 
course. Some labs are “unplugged”, some include Process Oriented Guided Inquiry Learning (POGIL) 
http://cspogil.org/Home activities, and others are completed in an online development environment. 
Most are completed in MIT App Inventor. 
 
Projects 
There will be two creative programming projects in which students will use lab time to work both 
individually and collaboratively (in pairs) to create a socially useful mobile app that they propose (pitch), 
design, and implement. One of these will be a practice for the College Board’s Create Performance Task. 
The second will be the official College Board Create Performance Task. Twelve (12) hours or 720 
minutes of class time will be provided for completion of the official AP Create Performance Task after 
Unit 7. 
There will also be a written research project that students will work on individually. The research project 
will focus on exploring and investigating a computing innovation that has impacted society. To prepare 
students for this project and the Explore stimulus questions that will be part of the AP CSP Exam, 
students will complete at least three activities as part of the Impacts of CS lessons throughout the 
course. This includes an activity on understanding what a computing innovation is, an activity on 
determining the effects that computing innovations have on society, and an activity on how computing 
innovations analyze data. As part of these activities and the project, students will have the opportunity 
to explore at least three computing innovations including a citizen science app of their choosing. 



 
Oral and Video Presentations 
There will be approximately three (3) oral and/or videotaped presentations of students’ projects during 
the course. 
 
Quizzes and Exams 
There will be periodic quizzes, typically to wrap up the end of each unit, and a midterm exam given 
during the course. There will also be a comprehensive second (final) exam. Quizzes will be hand written 
and/or electronic and exams will be electronic. Students may be asked to set up accounts on AP 
Classroom so that formative assessments may be issued and used to provide feedback at the end of 
each unit or topic. 
 
Self-Check and Live Coding Exercises 
All lessons in this course are accompanied by short, interactive, self-check exercises that consist of 
multiple choice and fill-in questions as well as automatically graded, live-coding, programming exercises 
(https://github.com/ram8647/quizly). These assessments are considered an essential part of the 
learning process. These are hosted online and may be done individually or with the class as a whole. 
Each question or exercise includes detailed feedback and students may repeat the question or exercise 
until it is answered correctly. 
 
AP CS Principles Exam 
Students who complete this course will be prepared to take the AP CS Principles Exam in May. 
 
 

This UNO course has been approved by UNO faculty to be offered for dual credit, and this syllabus 
meets disciplinary outcomes as reflected in UNO’s master syllabus. Students must submit a dual 
credit application and meet all registration, academic, and other institutional requirements 
according to established deadlines in order to receive UNO course credit. Please visit 
dualenroll.unomaha.edu for additional information. 
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