
 

 

 

 

 

COURSE TITLE:   Computer Mathematics  

 

PREREQUISITE:  Algebra II 

 

DESCRIPTION: This course is an elective beyond the Algebra II level and is designed to introduce the student to 

the use of interpreted and compiled programming languages.  In Computer Mathematics students 

are introduced to the JAVA programming language and the concept of Object Oriented 

Programming. This course is designed to be a compliment to previous mathematics subjects. 

 

 The students will learn to use graphics interfaces, write Web browser applets and create their own 

games using the principles of OOP (Object Oriented Programming) using user defined objects, 

encapsulation of data, libraries and shared objects. 

 

MAIN TOPICS: Apply a program development cycle to practical problems in consumer mathematics, algebra and 

geometry. This will include defining the problem, planning a solution, carrying out the plan, 

debugging the program, and providing program documentation. 

 

 Identify the major hardware and software components of a computer system, their relationship to 

one another and the roles of each within the system.  

 

 Recognize the ethical and social implications of computer use and examine the scope of JAVA, its 

initial development to its relationship to the Internet. 

 

 Use a compiled programming language to demonstrate programming techniques. 

 

Demonstrate the use of classes, constructors and methods and as integral parts of OOP 

programming and make extensive use of graphical user interfaces – windows, buttons, scrollbars 

etc.  

 

Use the graphics system commands supplied in the Java JDK  and accessed from within the 

programs to a generate Graphical User Interface (gui) that include images, buttons, textfields and 

labels. 

 

Recognize the difference between assignment statements, branching statements and iterative 

statements and know how and when they are used. 

 

Combine sequence, selection, repletion and graphics classes together to solve a substantial 

problem.  

 

 Learn and utilize several interfaces in communicating with the computer program. Learn to 

translate the raw input data into usable native types and display the output data in a clear and 

appropriate manor. 

 

 Learn to write and call methods that create and return objects. 

 

 Use data structures such as arrays and strings to tract and sort complex applications. 

 

 Develop a major program that incorporates all aspects of the programming process to solve a 

problem in algebra, geometry, consumer mathematics or physical science. 

 

CREDIT INFO: This course provides one of the elective credits required for a Standard or Advanced Studies 

Diploma. 

 

Standards for 
Mathematical Practice 

 
1. Make sense of problems 

and persevere in solving 

them. 

2. Reason abstractly and 

quantitatively. 

3. Construct viable 

arguments and critique 

the reasoning of others. 

4. Model with mathematics. 

5. Use appropriate tools 

strategically. 

6. Attend to precision. 

7. Look for and make use of 

structure. 

 


