Programming 1
Syllabus and 34-Week Pacing Map
One Day Academy  ·  New Braunfels Capstone Campus (Wednesdays)  ·  Engineering & Technology Division  ·  Instructor: Dr. Robert Jones
	About the dates: ODA publishes its calendar through a web widget that could not be read, so the dates below are a best-estimate 2026-2027 Wednesday calendar (first class Aug 26, 2026, finishing May 12, 2027) using standard Texas breaks: Thanksgiving (Nov 25), winter break (Dec 23 and 30), and spring break (Mar 17). The structure holds regardless. Confirm against ODA's official calendar and shift dates as needed.



Course Overview
Programming 1 is a foundation for software engineering aimed at teens (ages 13 and up, no prerequisites). Students begin with web design in HTML and CSS, then move into frontend applications written in JavaScript. Along the way they use real developer tools: a code editor, browser developer tools, and source control. By the end of the year a student has built a complete browser-based game and can move on to further computer science coursework.
The course is built on the free textbook Foundations for Software Engineering, Book 1: Building Software in a Browser by Jeremy Kelley (Burch Kelley, LLC, 2025), used here under its Creative Commons Attribution-NonCommercial 4.0 license for homeschool and non-commercial educational use. No textbook purchase is required.
The year runs 34 once-weekly Wednesday meetings: 16 in the fall, ending with a static-site project and a midterm exam before winter break, and 18 in the spring, all JavaScript, building to a multi-week Battleship capstone and a final showcase.
Learning Outcomes Mapped to the ODA Description
	ODA course promise
	Where it is met

	Fundamental concepts of software development
	Part 1 (Ch 1-2), then a progressive build across all JS chapters

	Browser-based application development
	Ch 11-13: DOM, single page apps, and the Battleship capstone

	Web design with HTML and CSS first
	Ch 3-6, the entire fall semester

	Move quickly to JavaScript frontends
	Ch 7-13, the entire spring semester

	Tools: text editors, browser debugging, source control
	Week 1 toolchain, debugging in the capstone weeks, and Git woven throughout (see note)

	Grasp of basic methodologies and tooling
	Project Studio (Wk 14-15) and the multi-week capstone (Wk 30-34)

	Prepared for further computer science courses
	Capstone portfolio plus a Wk 34 look ahead to Programming 2


Materials and Tooling
1. A laptop for every class meeting and for homework (Mac or Windows recommended).
1. A modern web browser (Chrome, Edge, or Firefox) for its developer tools.
1. A free code editor. VS Code is the class standard.
1. A free GitHub account for source control and the end-of-year portfolio.
1. The textbook, provided digitally at no cost under the license above.
Campus note: per ODA San Antonio-NE policy, student laptops are used only for class purposes at the teacher's direction, and church WiFi requires permission. Arrange reliable internet (campus WiFi clearance or a hotspot) early, since both the browser work and Git pushes depend on it.
Grading
	Component
	Weight
	Notes

	Weekly assignments and labs
	35%
	Built-in chapter assignments plus the loop, forms, and functions labs

	Midterm exam
	10%
	Written, on the last meeting before winter break (Wk 16)

	Two projects
	30%
	Fall static site (15%) and the Battleship capstone (15%)

	Quizzes and checkpoints
	10%
	Short low-stakes checks at the end of each unit

	Participation and Git hygiene
	15%
	In-class effort, asking questions, and a clean commit history



This split is a starting point. The weekly cadence means most of the grade rewards steady weekly work, which suits a once-a-week co-op class and keeps families informed week to week.
Two Instructor Notes Worth Deciding Early
1. Scope of Chapter 14 (the Errata chapter)
Chapter 14 covers genuinely advanced JavaScript: type coercion, closures, the this keyword, prototypes, higher-order functions, promises and async/await, modules, and error handling. For a first course aimed at beginners, requiring all of it would overload the year. The map treats Chapter 14 as enrichment. It is excellent honors or stretch material for students who finish early, and it makes a strong opening unit for Programming 2.
2. Source control is in the ODA description but not in the book
The course description promises basic source code management, but the textbook has no Git chapter. The map closes that gap by introducing Git in Week 1 and weaving small commit and push checkpoints through the year (tagged [GIT] in the grid). A short standalone Git supplement (account, repo, add, commit, push, and a simple branch) would make this airtight, and is the natural next thing to build.
How to Read the Grid
1. Dates are the estimated Wednesday meeting dates. Adjust to the official ODA calendar; the week-to-content mapping does not change.
1. [TOOL] marks a tooling task (editor, browser tools). [GIT] marks a source-control checkpoint.
1. Amber bands are calendar breaks (Thanksgiving, winter, spring).
1. Highlighted Milestone cells are graded submissions, the midterm, or the capstone.
1. Section references follow the book, with its two internal numbering quirks corrected (Chapter 5 prints two Section 6 headings; Chapter 6 numbering shifts) so nothing is double-counted.
1. The estimated calendar yields exactly 34 teaching Wednesdays with no built-in catch-up week. If you want slack, the Week 34 stretch session is the natural flex day.
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34-Week Pacing Map
	Wk
	Date
	Topic / Reading
	In-Class Focus
	Homework / Deliverable
	Milestone

	FALL SEMESTER  (Wednesdays, Aug 26 to Dec 16, 2026)

	1
	Aug 26
	Orientation & Toolchain (no reading)
	Course intro and expectations. Set up laptop. Install and tour a code editor (VS Code). Browser developer tools walkthrough. Create a GitHub account, first repository, first commit and push.
	[TOOL] Finish installs. [GIT] Push a hello-world repo.
	Environment ready

	2
	Sep 2
	Ch 1 Sec 1-3  (computers, instructions, binary)  + Shannon
	What a computer really is. Hardware vs software. Bits and binary states. Decimal to binary.
	Binary practice set. [GIT] Commit notes.
	

	3
	Sep 9
	Ch 1 Sec 4-6  (bases, hexadecimal, where we see hex)
	Number bases, hex, hex/decimal conversion, real uses (colors, MAC addresses, character codes).
	Assignment: Base Conversion Practice.
	Assignment 1

	4
	Sep 16
	Ch 2 Sec 1-4  (internet, client/server, IP, DNS)  + Vannevar Bush
	How the internet works. Clients and servers. IP addresses and routing. Domain names and DNS.
	Reading. Begin DNS & IP lookup worksheet.
	

	5
	Sep 23
	Ch 2 Sec 5-6  (HTTP, URLs and query parameters)
	The HTTP request/response cycle. Anatomy of a URL and query parameters.
	Assignment: DNS & IP Lookup Worksheet.
	Assignment 2

	6
	Sep 30
	Ch 3 Sec 1-4  (HTML basics, tags, structure, common tags)  + Berners-Lee
	What HTML is. Tags, elements, nesting. The document skeleton. Common tags and their purpose.
	Hand-code a simple page. [GIT] Commit it.
	

	7
	Oct 7
	Ch 3 Sec 5-7  (writing/testing, more practice, links)
	Writing and testing HTML in the browser. More practice. Working with links.
	Assignment: Build a Structured Web Page.
	Assignment 3

	8
	Oct 14
	Ch 4 Sec 1-3  (CSS intro, ways to apply, syntax)  + Margaret Hamilton
	What CSS is and why. Inline, internal, external. Selectors, properties, values.
	Styling snippets practice.
	

	9
	Oct 21
	Ch 4 Sec 4-6  (text/colors, spacing, shortcuts)
	Styling text and color. Margins, padding, spacing (the box model). Shortcuts and grouping.
	Assignment: Style a Web Page.
	Assignment 4

	10
	Oct 28
	Ch 5 Sec 1-4  (flat pages, div, nesting, layout thinking)
	Why flat pages fail. The div element. Wrapping and nesting. Thinking in page sections.
	Sketch a page layout in sections.
	

	11
	Nov 4
	Ch 5 Sec 5-7  (HTML layouts, width/display, CSS Grid)
	Layout patterns. Controlling width and display. Laying out a page with CSS Grid.
	Rebuild a page using Grid. [GIT] Commit.
	

	12
	Nov 11
	Ch 6 Sec 1-5  (forms, inputs, validation, radio/checkbox)
	Why forms matter. The form element. Basic inputs. Input types and validation. Radio and checkboxes.
	Build a small form.
	

	13
	Nov 18
	Ch 6 Sec 6-8  (select/option, file and textarea, full form)
	Dropdowns. File uploads and textareas. Assemble a complete form example.
	Forms lab.
	Forms lab

	Thanksgiving Break  (Nov 25, no class)

	14
	Dec 2
	Fall Project Studio  (Ch 3-6 integration)
	In-class build time. Combine HTML, CSS layout, and a form into a small multi-section styled site. No JavaScript yet.
	[GIT] Push project repo. Continue build.
	

	15
	Dec 9
	Project present + Midterm review
	Finish, polish, and present the static site. Review session for the midterm: Part 1, HTML, CSS, and forms.
	Submit Project 1. Study for midterm.
	Project 1 (Static Site)

	16
	Dec 16
	MIDTERM EXAM
	Written midterm covering Part 1 (computers and the internet), HTML, CSS and layout, and forms. The last meeting before winter break.
	None. Rest over the break.
	Midterm Exam

	Winter Break  (Dec 23 and Dec 30, no class)

	SPRING SEMESTER  (Wednesdays, Jan 6 to May 12, 2027)

	17
	Jan 6
	Ch 7 Sec 1-4  (JavaScript intro, embedding, output, variables)
	What JavaScript is. Embedding JS in a page. Basic output. Variables and data types.
	Variable and output exercises.
	

	18
	Jan 13
	Ch 7 Sec 5-7  (concatenation/templates, math, prompt)
	String concatenation and template literals. Math operators. Getting input with prompt().
	Mini calculator exercise.
	

	19
	Jan 20
	Ch 8 Sec 1-4  (if, else, logical operators, booleans)
	Decisions with if. Expanding with else and else if. Logical operators. Boolean expressions.
	Branching logic practice.
	

	20
	Jan 27
	Ch 8 Sec 5-7  (while, for, nested loops)
	The while loop. The for loop. Nested loops and looping patterns.
	Loop lab.
	Loop lab

	21
	Feb 3
	Ch 9 Sec 1-4  (data structures, arrays, ops, looping arrays)
	Why we need data structures. Arrays. Array operations. Looping through arrays.
	Array drills.
	

	22
	Feb 10
	Ch 9 Sec 5-8  (objects, access/update, looping, nesting)
	Objects. Accessing and updating object data. Looping through objects. Nested data structures.
	Model real data as nested objects.
	

	23
	Feb 17
	Ch 9 Sec 9  (Assignment build)
	Walk through and build the Contact List assignment together, then independent completion.
	Assignment: Simple Contact List.
	Assignment 5

	24
	Feb 24
	Ch 10 Sec 1-3  (functions, declare/call, scope)
	What a function is. Declaring and calling. Scope and variables.
	Refactor earlier code into functions.
	

	25
	Mar 3
	Ch 10 Sec 4-6  (expressions/anonymous, return, practice)
	Function expressions and anonymous functions. Return values and chaining. Hands-on practice.
	Functions lab.
	Functions lab

	26
	Mar 10
	Ch 11 Sec 1-4  (DOM, selecting, changing content/style, events)
	The DOM as what JavaScript sees. Selecting elements. Changing content and style. Responding to events.
	DOM and event drills. [GIT] Commit.
	

	Spring Break  (Mar 17, no class)

	27
	Mar 24
	Ch 11 Sec 5-7  (reading inputs, greeting form, Mad Libs)
	Reading values from form inputs. Build an interactive greeting form. Start the Mad Libs assignment.
	Assignment: Interactive Mad Libs.
	Assignment 6

	28
	Mar 31
	Ch 12 Sec 1-3  (single page apps, state, show/hide/save)
	What a single page app is. The idea of state. Hiding, showing, and saving page data.
	State diagram for a small app.
	

	29
	Apr 7
	Ch 12 Sec 4-6  (navigation, architecture, Notes app)
	In-app navigation. Basic app architecture. Build a basic Notes app together.
	Finish Notes app. [GIT] Push.
	Notes App

	30
	Apr 14
	Ch 13 Sec 1-3  (capstone: plan, app shell, style)
	Capstone begins. Plan the app before the game. Build the HTML app shell. Style the shell and boards.
	[GIT] Create capstone repo. Continue build.
	

	31
	Apr 21
	Ch 13 Sec 4-6  (state object, render vs logic, ship placement)
	Centralized state object. Separate rendering from logic. Utility functions for ship placement.
	Continue capstone build.
	

	32
	Apr 28
	Ch 13 Sec 7-9  (init flow, hit detection, player turn)
	Proper initialization flow. Detect hits without touching the DOM. Handle the player turn via event handlers.
	Continue capstone build. [GIT] Commit.
	

	33
	May 5
	Ch 13 Sec 10-12  (computer turn, win/loss, save/load)
	Add the computer turn. Check win and loss as state rules. Save and load the game.
	Finish capstone. [GIT] Final push with README.
	

	34
	May 12
	Ch 13 Sec 13-14  + Final Showcase
	Review the architecture. Optional stretch goals. Present capstones and GitHub portfolios. Course wrap and a look ahead to Programming 2.
	Portfolio finalized.
	Capstone + Showcase
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