Computer Studies 11/12Ms. Kruger
kruger_c@surreyschools.ca

https://krugerlam.weebly.com

Course Materials: 
· Flashdrive (optional)



Welcome to Computer Studies 11/12!

Computer Studies 11/12 encompasses evolving processes, systems, and tools for creating, storing, retrieving, and modifying information. As students design, share, and adapt knowledge in critical, ethical, purposeful, and innovative ways, they gain perspective on the long-term implications of life in a digital, connected world and develop literacies to responsibly take ownership of such technologies to augment learning and benefit society. The focus is on hands-on designing and making, acquisition and honing of skills, and choosing and applying technologies.  This requires a high degree of student choice.
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	Exceeding Expectations
	Fully Meets Expectations
	Minimally Meets Expectations
	Not Yet Within Expectations

	The student consistently demonstrates exceptional skills and knowledge and achievement is often above expectations.
	The student proficiently demonstrates grade level skills and knowledge.  
	The student is making progress toward meeting the grade level expectations, sometimes showing evidence of meeting the outcome, at other times showing a lack of understanding to apply the concept and/or skill.
	The student is making minimal or no progress toward meeting grade level expectations.  



	Applied Design

	

	EE
	FM
	MM
	NY
	Curricular Competencies

	
	
	
	
	Understanding context

	
	
	
	
	Conduct user-centred research to understand design opportunities and barriers

	
	
	
	
	Defining

	
	
	
	
	Choose a design opportunity and point of view

	
	
	
	
	Identify potential users, intended impact, and possible unintended negative consequences

	
	
	
	
	Make inferences about premises and boundaries that define the design space

	
	
	
	
	Ideating

	
	
	
	
	Take creative risks to identify gaps to explore as design space

	
	
	
	
	Generate ideas to create a range of possibilities and add to others’ ideas in ways that create additional possibilities

	
	
	
	
	Critically analyze how competing social, ethical, and sustainability considerations impact designed solutions to meet global needs for preferred futures

	
	
	
	
	Prioritize ideas for prototyping and designing with users

	
	
	
	
	Prototyping

	
	
	
	
	Identify and use a variety of sources of inspiration and information

	
	
	
	
	Choose an appropriate form, scale, and level of detail for prototyping, and plan procedures for prototyping multiple ideas

	
	
	
	
	Analyze the design for life cycle

	
	
	
	
	Construct prototypes, making changes to tools, materials, and procedures as needed

	
	
	
	
	Record iterations of prototyping

	
	
	
	
	Testing

	
	
	
	
	Identify feedback most needed and possible sources of that feedback

	
	
	
	
	Develop an appropriate test of the prototype

	
	
	
	
	Iterate the prototype or abandon the design idea

	
	
	
	
	Making

	
	
	
	
	Identify appropriate tools, technologies, materials, processes, potential funding sources, and time needed for production, and where/how these could be available

	
	
	
	
	Use project management processes when working individually or collaboratively to coordinate production

	
	
	
	
	Sharing

	
	
	
	
	Share their progress while making to increase feedback, collaboration, and, if applicable, marketing

	
	
	
	
	Decide on how and with whom to share or promote their product, creativity, and, if applicable, intellectual property

	
	
	
	
	Critically evaluate their design thinking and processes, and their ability to work effectively both as individuals and collaboratively in a group, including the ability to implement project management processes

	
	
	
	
	Identify new design issues, including how they or others might build on their concept

	
	
	
	
	

	

	Applied Skills

	

	EE
	FM
	MM
	NY
	Curricular Competencies

	
	
	
	
	Demonstrate an awareness of safety issues for themselves, co-workers, and users in both physical and digital environments

	
	
	
	
	Identify and evaluate their skills and skill levels, in relation to their project or design interests, and develop specific plans to learn or refine their skills over time

	Applied Technologies

	EE
	FM
	MM
	NY
	Curricular Competencies

	
	
	
	
	Explore existing, new, and emerging tools, technologies, and systems and evaluate their suitability for their design interests

	
	
	
	
	Analyze the role and impact of technologies in societal change, and the personal, social, and environmental impacts, including unintended negative consequences, of their choices of technology use

	
	
	
	
	Analyze how cultural beliefs, values, and ethical positions affect the development and use of technologies


Summative Assessment

Designed to measure student achievement at the end of instruction.

Formative Assessment

Monitors student progress during learning.
Evaluation 

A large portion of assessment will be dedicated to descriptive feedback in order to improve skills. Success in this course is dependent on the application 
of this feedback.


Content
Students are expected to know the following: 
· evolution of computer technology, including hardware,
· internal and external components of computer systems, including peripheral devices
· careers in information and communication technology(ICT), including roles and responsibilities of ICTprofessionals
· personalized online portfolios
· soft skills necessary to work effectively within the IT sector
· 2D, 3D, audio, and video digital media editing tools,including paid, freeware, open source, and cloudbased solutions
· tools and techniques for image manipulation
· methods for digital animation
· digital sound and audio data compression
· digital animation techniques
· desktop video production
· technology and wellness in relation to digital communication tools
strategies for developing a digital dossier

Big Ideas


Products can be designed for life cycle.


Personal design interests require the evaluation and refinement of skills.


Tools and technologies can be adapted for specific purposes.
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Big Ideas

- Generalizations & principles
- What students will understand

Concepts

Curricular Competency
Learning Standards

Content Learning
Standards

- Topics
- What students
vill know

- Skill, strategies & process
~ What students
will be able to do





