
 Saturday Enrichment Program 
Course Syllabus  

 
Session: Spring 2013 

Instructor name: TJ Leone 
E-mail address: tj@tjleone.com 

 
Course Title: Computer Gaming Academy II (Grades 5-6) 
 
Course Description: 

a. Students take computer programming skills to the next level, creating an original 
videogame to share with friends. Young programmers explore and implement the 
Java graphic application, Greenfoot. They create original characters and effects 
while embracing the challenge of game development. This class provides an 
opportunity to build upon the digital media skills introduced in Computer Gaming 
Academy I and covers essential cumulative elements of a game. 

b. This course provides further lessons in core Java concepts while providing 
additional opportunities for open-ended projects. 

Essential Questions:   
1) What makes some computer games better than others? 

2) What is a class? What is an object? How are classes and objects used to 
write program in Java? 

3) How do we use instance variables store information in Java objects and 
classes? What kind of information can we store? 

4) How do we use methods to assign behaviors to objects and classes in Java? 

5) How do we debug a Java program? 

 
Outcomes:  Upon successful completion of this course, students will: 

a. Modify and extend a version of an old game using new skills and tools. 
b. Participate in peer review and collaborative game design. 
c. Use a systematic approach to design and problem-solving. 
d. Read, understand and reuse code written by others. 
e. Understand inheritance and its use. 
f. Reference online documentation of system and Greenfoot libraries in order to 

make better use of those libraries. 
 



Resources and Materials: 
a. School supplies to be brought to class each week  

Students may wish to bring a notebook and something to write with. 
b. Books 

Kolling, Michael. Introduction to Java Programming with Greenfoot. ISBN 
9780136037538. (optional).  

c. Websites 
http://www.greenfoot.org/doc This link includes helpful Java tutorials. The Joy of 
Code (JoC) videos are accessed from this page. 
http://tjleone.com/computer-gaming-academy-2.htm. This is the class web page, 
which include information on learning objectives and class activities. 

d. Other Media 
Greenfoot IDE and sample scenarios from http://www.greenfoot.org/home.  

e. Materials  
Students are encouraged to bring a portable flash (aka USB) drive to carry their 
projects between home and class.  

 
Instructor Biography:  
TJ Leone has taught over twenty math and computer science courses at CTD since 
2002. He currently tutors K-14 students in math and computer science. He has also 
worked as a teacher at Chiaravalle Montessori School and an educational software 
developer at Northwestern University. He has a BA in Math, an MS in Computer 
Science from the City College of New York and an M.Ed. in Montessori Elementary 
Education from Loyola College in Maryland, as well as graduate work in Computer 
Science and Learning Sciences at Northwestern. He holds a Montessori teacher 
certification from the Association Montessori Internationale and is a Sun certified Java 
programmer. 
 
Schedule:  
 

Date(s) Topic(s) Activities Assignments and 
Assessment 

Instructional 
Strategies 

Session 1 
Pre-Assessment (and 
assessment 
throughout the course) 
will be done through 
observation of 
students during 
individual work periods 
and discussions. 

Class 
structure, field, 
constructor, 
method, 
default 
constructor, 
changing 
images, 
mouse input, 
class methods 
vs. instance 
methods 

Bouncy ball project JoC videos 17-19 Strategies will be 
selected in support 
of open-ended 
activities that allow 
students to work at 
their own pace 
according to their 
own interests. 



Date(s) Topic(s) Activities Assignments and 
Assessment 

Instructional 
Strategies 

Session 2  Image 
manipulation, 
random 
numbers, 
methods, 
refactoring, 
style, 
cohesion, 
debugging, 
if/else 

Bouncy ball project 
continued. Image 
manipulation and 
refactoring 

JoC videos 20-23 At least one of the 
strategies listed 
below will be 
employed on a 
given day. 

Session 3 Visual effects, 
animation, 
syntax errors, 
runtime errors, 
stack trace, 
exception, text 
display, score 
counting 

Breakout JoC videos 24-26 Group discussion, 
stand up and share 
and roam the 
room. 

Session 4 Object 
interaction, 
object 
references, 
score 
counting, 
constructors, 
fields, casting, 
time delay, 
variables 

Breakout continued. 
Object interaction. 
Timers. 

JoC videos 27-29 Pairs check (paired 
programming) 

Session 5 Loop, while 
loop, nested 
loop, random 
number, 
collision 
detection, if 
statement 

Breakout continued. 
Loops. 

JoC videos 30-33 Reciprocal 
teaching 

Session 6 
The Expo! will feature 
hands-on stations at 
which parents can play 
games their children 
have created. 

User testing, 
demos. 

Programmer’s 
Showcase.  

Open discussion 
forum, review and 
presentations. 

Reflections, Think-
Pair-Share, 
Verbalizing 

 
CTD Statement on Third-Party Web Sites 
Instructors are required to thoroughly review any third-party web sites they intend to use in their courses for 
inappropriate content. However, because web content continuously changes, CTD disclaims any responsibility for 
any of the content contained on third-party web sites used in course materials. If you become aware of anything that 
may be inappropriate, please notify CTD staff immediately. 


