BRONX COMMUNITY COLLEGE
of the City of New York
DEPARTMENT OF MATHEMATICS AND COMPUTER SCIENCE

SYLLABUS: CSI 31 Introduction to Computer Programming I				3 credits, 4 hours
PREREQUISITES:  CSI 30 and ENG 02 and RDL 02 if required
COREQUISITE: MTH 31 

TEXT: Python Programming: An Introduction to Computer Science,  third edition, by John Zelle, Franklin, Beedle & Associates, 2016. ISBN 9781590282755

Goals of the course:
CSI 31 introduces students to programming design and implementation. In this course students will learn basic programming style and techniques in keeping with modern programming philosophy.
Objectives: By the end of this course the successful student will be able to:
1. Identify the basic design of a computer system;
2. Describe some of the topics and techniques of computer science;
3. Design an algorithm to solve a given problem using the top-down design approach;
4. Translate that algorithm into a computer program;
5. Demonstrate understanding of the concept of data type;
6. Write functions to solve problems, and understand the notion of procedural abstraction;
7. Understand and use the three basic programming structures: sequential execution, decision structures, and repetition 	(loops);
8. Use files for input and output,
9. Use objects, including the objects of a graphics library, and
10. Use strings and lists to manipulate data.
Students will complete 8 to 10 programming projects selected from the list of suggested programming exercises or comparable projects developed by the instructor.
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