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Appendix B: Pacing Guide for the AB course
Since the AB course covers two extra chapters time has been taken from various other places to make room for the AB material in the same amount of time.  

(40 Week School Year) – these days/weeks include assessments

	Topic
	Chapter
	Weeks (flexible)

	Computer Systems
	1
	1

	Test – Computer Systems
	1
	.2

	Intro to objects and using them
	2 (2.0 – 2.2)
	.4

	Variables/Data Types and Arithmatic
	2 (2.3 – 2.6, 2.9)
	.8 

	Using Object Variables
	2.7, 2.8, 2.10, 2.11
	.6

	Review/test
	2
	.4

	Boolean Expressions/if Statements
	3.0 – 3.4
	1

	Assessment
	3.0 – 3.4 (decision structures)
	.2

	Looping Structures
	3.5 – 3.9
	1.6 

	Assessment
	3.5 – 3.9 (looping structures)
	.2

	Writing Methods in classes
	4.0 – 4.2
	.8 

	Advanced Methods
	4.3 – 4.5
	.8 

	Bumper Cars/Graphics Methods
	4.6 – 4.8
	.6 

	Assessment
	4
	.2

	Advanced Objects: References, Static Exceptions
	5.0 – 5.1
	.8

	Extention: Designing classes
	5.4
	.2

	Bumper Cars/nested Classes
	5.5, 5.6
	.4 

	GUI and Dialog Boxes
	5.7, 5.8
	.4

	Assessment
	5
	.2

	Intro To Arrays (indexing, objects, simple algorithms)
	6.1, 6.2 (linear search)
	.8

	Searching/Sorting
	6.2, 6.3, 6.4
	.8 

	Enrichment:Hashing
	6.5
	.2

	Assessment
	6.0 – 6.5
	.4

	Enrichment:Two Dimensional Arrays
	6.6
	.6

	Arraylist
	6.7
	.2

	Bumper Cars
	6.8
	.2

	Polygons/buttons
	6.9, 6.10
	.4

	Assessment 
	6
	.2

	Subclasses – reading documentation, looking at a simple subclass
	7.0
	.4 

	Overriding Methods, Hierarchies
	7.1, 7.2
	.4

	Using class members
	7.3
	.4

	Polymorphism/Inheritance
	7.4, 7.5
	.8 

	Bumpercars
	7.6
	.2

	GUIs and Mouse Events
	7.7, 7.8
	.4 

	Assessment
	7
	.2

	Recursive Thinking
	8.0
	.4

	Recursion in Programming
	8.1, 8.2
	.6

	Recursive Sorting
	8.3
	.6

	Bumper Cars
	8.4
	.4

	Graphics
	8.5
	.4 

	Assessment
	8
	.2

	Data Structures (lists, stacks, queues)
	9
	1.8

	Assessment
	9
	.2

	Data Structures II (trees, maps, sets, hash tables)
	10
	1.8

	Assessment
	10
	.2
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