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CCCOnline Course Syllabus 

 

COURSE INFORMATION 

COURSE TITLE 

CSC240: Java Programming 

COURSE DESCRIPTION 

Introduces the Java Platform, Standard Edition (Java SE), to develop Graphical User 
Interface (GUI) applications. Language constructs will include loops, conditionals, 
methods, and arrays. The code will incorporate event and exception handling, File 
I/O, and Object-Oriented Programming (OOP) concepts. 

CREDIT HOURS 

3 

SUGGESTED PREREQUISITE KNOWLEDGE 

Prerequisites are determined by the home colleges. It is strongly recommended 
that you have the ability to read, comprehend and write at a college level. 

 

CCCONLINE COURSE POLICIES 
The CCCOnline Course Policies page contains information about the student's role in 
the classroom, grading policies, and rights and responsibilities. 
  

http://www.ccconline.org/ccconline-course-policies/
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COURSE MATERIALS 
Your textbook is available online as an eText. You do not need to purchase any 
additional materials. For specific information on refund policies and 
the optional black and white textbook available for purchase please contact 
the CCCOnline bookstore. 

MINIMUM COMPUTER REQUIREMENTS 

To complete this course, you will need regular access to a computer from which 
you can get to the internet and use email. In order to ensure that your course 
functions properly, you must run the System Check. This is a CRITICAL STEP, and 
taking the time to do it now will eliminate a tremendous amount of frustration for 
you later. To run the System Check, click Tools in the course NavBar and then click 
System Check. 

ADDITIONAL SOFTWARE OR HARDWARE REQUIREMENTS 

COURSE SPECIFIC SOFTWARE AND HARDWARE 

• Java Runtime Environment (JRE) 
• Java Development Kit (JDK) 
• A Java Integrated Programming Environment (IDE) program 

HOW TO OBTAIN THE REQUIRED SOFTWARE FOR THIS COURSE 

In order to complete the Java programming assignments, you will need to 
download and install both the Java Runtime Environment (JRE) and the Java 
Development Kit (JDK) on your computer. There are no costs for any of the 
software. You do not have to download the JRE and the JDK separately. The JDK 
includes the JRE.  

You will download the JRE and JDK from the following website: 
http://www.oracle.com/technetwork/java/javase/downloads/index.html 

Be sure that you select the correct package for your operating system. You will also 
be required to download an Integrated Programming Environment (IDE) that you 
will use in some of your assignments. There are several IDE programs available. 
These are the graphic user interface between you and the code that will make 
programming easier. One hint is to assure the JDK you download is compatible with 
the IDE. For instance, certain JDK versions do not run well on certain Netbeans 
applications. Download, install, and use one of the ones listed below: 

• NetBeans: http://netbeans.org/downloads/ This is a professional full featured 
IDE that is free of charge. There are instructions for this program in your 
book. 

http://www.ccconline.org/bookstore/
http://www.oracle.com/technetwork/java/javase/downloads/index.html
http://netbeans.org/downloads/
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• Eclipse: http://www.eclipse.org/downloads/ This is also a professional full 
featured IDE that is free of charge. There are instructions for this program in 
your book. 

There are many more you can look up such as DrJava, BlueJ, and so forth. Feel free 
to use the one you wish. 

What is the Java JDK? The Java Development Kit (JDK) is a software 
development environment used for developing Java-applications and applets. It 
includes the Java Runtime Environment (JRE), an interpreter/loader (java), a 
compiler (javac), an archiver (jar), a documentation generator (javadoc) and other 
tools needed in Java-development. 

What is a Java IDE? A Java IDE (for Integrated Development Environment) is a 
software application which enables users to more easily write and debug Java 
programs. Many IDEs provide features like syntax highlighting and code 
completion, which help the user to code more easily. 

REQUIRED ETEXT 

MAIN ETEXT 

Liang, D. Y. (2017). Introduction to Java Programming and Data Structures, 
Comprehensive Version (11th ed.). New York, New York: Pearson.  

DIGITAL MATERIALS ACCESS AND SETUP 

This course uses Vital Source which integrates the eText directly into the course 
site. 

• Visit the Vital Source Course Start page for details on first access of the 
materials. 

To make sure your computer is set up correctly to access the eText and other 
digital content, review the Vital Source Technical Support page, also linked in the 
Technical Support Module. 

  

http://www.eclipse.org/downloads/
https://kb.ccconline.org/article.php?id=209
https://kb.ccconline.org/article.php?id=172


CSC240 Syllabus Page 4 
 

COURSE LEARNING OUTCOMES AND MODULE  LEARNING 

OUTCOMES  

STUDENT OUTCOMES 

The outcomes you will demonstrate in this course are as follows: 

A. List the major elements of the Java SE Platform, its history, and its evolution. 
B. Create Java technology graphical user-interface (GUI) applications with the 

latest JDK SE technology. 
C. Write Java code that uses variables, arrays, and conditional and loop 

constructs to dictate program flow in a Java GUI application. 
D. Manipulate primitive numeric and string data using Java operators. 
E. Use casting without losing precision or causing errors. 
F. Create Java classes and use object references. 
G. Access the fields and methods of an object. 
H. Declare, override, and invoke methods in a Java application program. 
I. Access and create static and non-static fields using methods in a Java class. 
J. Encapsulate a class using access modifiers and overloaded constructors. 
K. Demonstrate polymorphism by implementing Java interfaces and abstract 

classes illustrating simple class hierarchy system. 
L. Store and manipulate data using Java Generic Collections. 
M. Implement input/output (I/O) functionality to read from and write to data 

and text files by using streams in data processing programs. 
N. Implement error-handling techniques using exception handling. 
O. Implement event-driven code using inner classes, anonymous inner classes, 

and lambda expressions. 
P. Organize a Java application by incorporating the use of custom packages. 
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The module outcomes that will permit you to demonstrate course learning 
outcomes are: 

   

MODULE 1 

 Module Outcomes Course 
Outcomes 

1 Define computer hardware - CPU, memory, etc. A 

2 Identify programming languages - Machine, Assembly, 
etc. 

A 

3 Explain Java, the World Wide Web, and beyond. A 

4 Memorize programming errors - Syntax, Runtime, etc. A 

5 Practice developing Java programs using IDEs such as 
NetBeans, etc. 

A, C 

6 Write a simple program. A, C 

7 Recall variables, numeric types, constants, etc. C, D 

8 Memorize expressions and operator precedence. C, D 

9 Assess software development process. A 

10 Identify common errors in Java. C, D 

 

MODULE 2 

  Module Outcomes Course 
Outcomes 

1 Define Boolean data type. A, C, D 

2 Explain if statements, nested, etc. A, C, D 

3 Identify common errors and pitfalls. A, C, D 

4 Explain generating random numbers.  A, C, D 

5 Compare logical, switch, conditional operators, etc.  A, C, D 
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6 Practice debugging.  A, C, D 

7 Memorize common mathematical functions applicable 
to Java programming. A, C, D 

8 Identify character data type and operations - Unicode, 
Characters, etc. A, C, D, E 

9 Explain getting string length, concatenating, 
converting, etc. A, C, D 

10 Define conversion between strings and numbers. A, C, D 

 

MODULE 3 

  Module Outcomes Course 
Outcomes 

1 Compare the while loop, do-while, and for loop. A, C, D, M 

2 Select which loop to use in a given situation. A, C, D 

3 Explain nested loops.  A, C, D 

4 Identify methods for minimizing numeric errors.   A, C, D, N 

5 Define "calling a method".  A, D, F, G, 
H, I  

6 Recall void vs. returning methods.  A, D, F, G, 
H, I    

7 Assess passing parameters by values. A, D, F, G, 
H, I, J 

8 Explain modularizing code, overloading methods, and 
scope of variables. 

A, D, F, G, 
H, I, J 

9 Identify method abstraction and stepwise refinement. A, D, F, G, 
H, I, J, K 

10 Demonstrate the reuse of methods, easier 
development, debugging, and testing. 

A, D, F, G, 
H, I, J, K 
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MODULE 4 

  Module Outcomes Course 
Outcomes 

1 Explain array creation, declaring, size, etc. A, C, D, L  

2 Define ForEach Loops.  A, C, D  

3 Write passing and returning information to Methods.   A, F, G, H, I 

4 Identify variable-length argument lists.  A, F, G, H, J  

5 Compare searching with linear, binary, and arrays.   A, C, D, L 

6 Write sorting arrays.   A, C, D, L 

7 Define classes and constructors. A, F, G, H, I, 
J 

8 Explain how to use classes from the Java Library. A, B, F, P 

9 Identify static variables, constants, and methods. A, D, F, G, H, 
I 

10 Demonstrate passing objects to Methods. A, D, F, G, H, 
I 

11 Assess the scope of variables. A, C, D 

12 Identify the THIS reference. A, F 

 
 

MODULE 5 

  Module Outcomes Course 
Outcomes 

1 Compare JavaFX vs. Swing and AWT. A, B, P 

2 Identify panes, groups, UI controls, and shapes. A, B, P 

3 Distinguish common properties and methods for 
nodes.  

A, G, H, I, P  
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4 Assess color and font class.  A, B, P 

5 Use the Image and ImageView classes.  A, B, P 

6 Explain layout, flow, grid panes, etc.  A, B, P 

7 Define HBox and VBox. A, B, P 

8 Compare shapes in JavaFX. A, B, P 

9 Explain events and event sources. A, B, C, D, P 

10 Describe registering handlers and handling events. A, B, C, D, P 

11 Identify Anonymous Inner-Class Handler. A, B, C, D, O 

12 Demonstrate event handling using Lambda 
expressions. 

A, B, C, D, N, 
O 

13 Write mouse and key events. A, B, C, D, P 

14 Write listeners for observable objects. A, B, C, D, P 
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GRADING AND EVALUATION 

METHODS: 

Evaluation includes a combination of discussion participation, assignments and 
quizzes. Rubrics will be provided for assignments and discussions. 
 

GRADING POLICIES: 

Effective time management skills are imperative in an online course. Therefore, you 
are encouraged to mark the module due dates for this class on your personal 
calendar and also refer to the dates posted in the course calendar. Assignments 
may be submitted before the due date and you are encouraged to work ahead 
when possible. The schedule is posted at the start of class. 

SUMMARY OF GRADING 

Assignment Points % 
Discussions (10 @ 20 points each)  200 20%  
Quizzes (5 @ 40 points each)  200 20% 
Programming Assignments (5 @ 90 points each)  450 45% 
Topic Proposal for Term Project (1 @ 50 points)  50 5% 
Term Project (1 @ 100 points)  100 10% 
TOTAL 1000 100% 

Grading Scale 

A = 90 to 100% B = 80 to 89% C = 70 to 79% D = 60 to 69% F = 59% and below 

DISCUSSIONS 

Students are required to participate regularly in current Java topics. This component of the 
course is the online equivalent of class discussions and is an opportunity for you to ask 
questions, participate in discussions, explore Java concepts, and share your ideas and 
conclusions with other students. More than one discussion topic is posted for each module. 
You must make at least three postings (one original post and two peer replies) to the 
discussion by the due dates in the Course Schedule to get all points. 

Your initial post must be made by the due date in the Course Schedule. The reply posts 
must be spread out over the course of the discussion period before 11:59 PM MST on the 
due date, in order to make it a true discussion. These posts need to be responses to other 
students. Responses to your own thread do not count since the idea is to analyze, delve 
into, and learn from the ideas of your peers. You can earn as many as 20 points per 
discussion. The bottom line is that all of your posts cannot be done on the last night only. 
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PROGRAMMING ASSIGNMENTS  

After completing each Module, you are required to complete the programs that are 
assigned. Assignments can be found in the Module's Assignment folder. Submit the required 
files as attachments using the Assignment Submission Folder. 

If you submit your program early and it gets graded, please feel free to fix any errors and 
resubmit it as the due date has not yet passed. This will help get a better grade. 

Each program assignment also requires an accompanying documentation file.  This file 
counts for 10 of the 90 points for each program, so be sure to include it. Take a screen 
capture of your program’s execution and put it in a Word document or PDF. Upload this 
along with your program files to the Assignment Submission Folder. 

Do not place image files directly in the Assignment Submission Folder without first placing 
them in a document. Submit this file with your program into the Assignment Submission 
Folder. 

QUIZZES 

At the end of each module, you will take a Module Quiz, which consists of 20 randomly-
chosen multiple choice questions. You will have 60 minutes to complete each quiz. These 
quizzes are open-book. You are allowed up to 2 attempt(s) and the highest score will count 
towards your final grade. 

LATE WORK POLICY 

You are expected to complete assignments no later than the posted date. Late work is not 
accepted. Rare exceptions include documented medical, forewarned military situations, etc. 
At the instructor’s discretion, late work may be turned in after documentation is accepted. 
Instructors can follow up on alleged documentation. No late work will be accepted after the 
end date of the semester by any means. 

If you have technical problems, it is your responsibility to contact the instructor and Tech 
Support immediately (i.e. not in the last eight hours before the assignment is due). 

Some tips for success: You may need to use the computer lab at your home college's 
campus instead of a home computer. You could use a smart phone or friend’s phone as an 
Internet hot-spot and get the work done. Of course, many go to coffee-shops and even fast 
food places to complete assignments if they have difficulty connecting to the Internet. Be 
sure to stay in contact with the instructor via email or phone. 

 
  

  



CSC240 Syllabus Page 11 
 

GENERAL PROGRAM ASSIGNMENT INFORMATION 
To receive full-credit for a programming assignment, the Steps to Good 
Programming Habits must be followed. Deliverables from each assignment 
should include the following documentation and files.  

ASSIGNMENT DELIVERABLE DOCUMENTATION AND FILES 

1. Program internal documentation. 
1. A block of comments must be present at the top of your file with your 

name, date, and the assignment. 
2. Place comments in your code above blocks of related code to 

summarize what the code is accomplishing. You need to be able to tell 
a future programmer why you are writing that line of code. Do not 
write step 1, step 2, etc. or line 1, line 2, etc. This is not 
documentation. It is what the author uses so he can point you to a 
particular line in the code. 

3. Use end-of-line comments sparingly, only to point out a small detail. 
The majority of your comments should be in blocks above the relevant 
code. 

2. Code the program. 
1. Translate the algorithms into a high-level language (Java). 
2. Enter the code, compile, and run the program. 

3. Test the results. As a general rule: 
1. Include both normal and abnormal input. 
2. Try to cover all paths through your program. 

4. Take screenshots of the program as it runs. In a separate word document, do 
the following and submit with your program files: 

1. Add a screenshot of the compile step of the program. 
2. Add a second screenshot or screenshots (if needed) of the program as 

it runs. 

COMPRESSED FILES 

To combine all your files for submission, begin by compressing your project folder 
into .zip format (use only this format). Why do this? Zipped (compressed) files take 
up less storage space and can be transferred to other computers more quickly than 
uncompressed files. You may not need to do this, depending on the assignment. In 
Windows, you work with zipped files and folders in the same way that you work 
with uncompressed files and folders. Combine several files into a single zipped 
folder to more easily share a group of files. 
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Instructions to Zip and Compress Your Files 
1. Locate the file or folder that you want to zip. 
2. Right-click the file or folder you wish to zip. 
3. Down the list choose Send to, and then select Compressed (zipped) folder. 
4. A new (yellow colored icon) zipped folder with the same name is created in 

the same location. 
5. To rename it you can right-click the folder and choose Rename. Then type 

the new name. 
6. Submit the .zip file to the appropriate class folder. 
7. Note that if selecting multiple files in a row, holding shift will help select. 

Alternately, holding CTRL (control) will help select multiple items in a folder 
that are not listed together.  

HOW TO UNHIDE FILE EXTENSIONS  

This is probably old news to many of you: Seeing the TXT on the end of a notepad 
file or the JAVA on the end of a Netbeans project file is not normal for windows 
default. It tells you what type of file but normally you can’t see the extensions for 
yourself. (You can see the file type, which is ultimately the same thing, but this 
information is often located off to the right side of the screen.) 
 
In order to see the extension myProject.java, you want to "unhide" the file 
extension so it's quicker to know what to upload. This tip may help you in other 
classes too.  
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Instructions for Windows 7  

 
Screenshot taken by CCCOnline 2019 

 
1. Search for "show extensions" in the search box of your Windows operating system.  
 

 

Screenshot taken by CCCOnline 2019 

 
2. Uncheck “Hide extensions for known files”. 
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Instructions for Windows 10 

 
Screenshot taken by CCCOnline 2019 

 
Under the "View" tab, check off "File name extensions" and "Hidden Items." 
 

PROGRAMMING CHALLENGES 
By the end of this class you will be learning Java Swing and more advanced concepts. For 
those of you who care to be challenged, take a look at this project file below. Potentially, 
the JOptionPane statement could be used in many of our course projects, and would provide 
a more robust program. 
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COURSE SCHEDULE 

The Schedule is subject to change as needed. 

This page summarizes all of the graded assignments, quizzes, and reading assignments for 
the course. If you want, you can print it out and post it somewhere handy. 

This course is not self-paced and is not open-exit. All assignments, quizzes, 
discussions, etc., are to be completed by no later than midnight of the due date. 

NOTE: Important CCCOnline semester dates (e.g., drop/withdraw/term end) appear on 
the CCCOnline calendar (link opens in a new window). 

MODULE 1 
Reading/Assignments/Exams Due Dates 
Read Syllabus, D2L course instructions, and any front-page notes  
 from instructor   
Chapters 1 and 2 in the eText (Intro to Java and Elementary programming)  
M1 Exploration  
M1 Discussion 1: Student Introductions  
M1 Assignment: Program Conversion Calculator or Print Table    
M1 Discussion 2: Tech Talk  
M1 Quiz: Chapters 1 and 2   
 

MODULE 2 
Reading/Assignments/Exams Due Dates 
Chapters 3 and 4 in the eText (Selection tools and mathematics)   
M2 Exploration   
M2 Discussion 1: Generating Random Numbers   
M2 Assignment: Program Division Quiz or Loan Calculator   
M2 Discussion 2: Top Down vs. Bottom Up Design    
 

MODULE 3 
Reading/Assignments/Exams Due Dates 
Chapters 5 and 6 in the eText (Loops and Methods)   
M3 Exploration    
M3 Discussion 1: Loops to Implement Input/Output Functionality  
M3 Assignment: Program Inventory Markup or Prime Numbers Method  
M3 Discussion 2: Nested Loops  
Topic Proposal for Term Project  
M3 Quiz: Chapters 5 and 6   
  

http://www.ccconline.org/academic-calendar-dates/
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MODULE 4 
Reading/Assignments/Exams Due Dates 
Chapters 7 and 9 in the eText (Arrays, Classes, and Objects)   
M4 Exploration    
M4 Discussion 1: Object-Oriented Programming vs. Procedural   
M4 Assignment: Program Coffee Sales or Simple Circle Swimming Pool  
M4 Discussion 2: Algorithm Efficiency  
M4 Quiz: Chapters 7 and 9   
 

MODULE 5 
Reading/Assignments/Exams Due Dates 
Chapters 14 and 15 in the eText (JavaFX and Event-Driven Programming)   
M5 Exploration   
M5 Discussion 1: JavaFX, Swing, and AWT  
M5 Assignment: Program JavaFX Random Matrix or Tic-Tac-Toe   
M5 Discussion 2: Term Project Feedback  
Term Project  
M5 Quiz: Chapters 14 and 15   
 

 

 

Last modified 12/18/2019 kms 
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