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Lecturer’s Information

Name Shirin Primkulova

University Westminster International University in Tashkent

Course Name Visual Programming Prerequisite Course |no
Course Date 2023-01-16 ~ 2023-04-16 Course Language english
Keyword Visual scripting, Unity, Bolt, Applnventor, Blocky code

This module introduces the basic principles of algorithmic,
problem-solving, and programming techniques in different subject
Course domains through visual programming language and corresponding
Description development environment. There will be two main development
environments: Unity (Visual Scripting) and MIT Applnventor.

(100 ~200 words)

1. Address problems in a structured way and decompose them to smaller
tasks;

Course Goals 2. Design algorithms to solve problems and draw flow-charts for particular
and Objectives solutions:

VTl A 3. Differentiate between motion, events, controls, sensors, operators,

100 words) variables and use them in their projects;

4. Reuse and share the code;

(The format: Title, Author/Editor, Publisher, Year of Publication)

1. Brennan K., Balch C., Chung M. (2014). Creative computing. Harvard Graduate School of
Education

Textbook 2. Hirako San. (2019). Scratch 3: The Practical Guide to Create Games Using Block Programming
3. Marji M. (2014). Learn to Program with Scratch: A Visual Introduction to Programming with
Games, Art, Science, and Math. No Starch Press

flowgorithm.org
developers.google.com/blockly
References unity.com/features/unity-visual-scripting
appinventor.mit.edu

No requirements. Just get registered on Unity and MIT appinventor websites and get your IDs.
Course Assessment:
. Coursework - 60%
Requirements In-class test - 40%
and Grades Formative assessment:
3 quizzes.




Weekly Schedule

Week Main Topics Keywords
Introduction to Module. Algorithms and sequence Algorithms. Flowcharts.
1
Flowcharts. Pseudocode Pseudocode
5 Introduction to Unity DE. Game objects and materials. Unity Visual Scripting
Basic concepts (Bolt)
e Types and variables. Scope. Graphs, Machines and Transform
Macros
4 Control elements. If, select, loops, switch
5 Ul elements Buttons, text, input,
slider, toggle
6 Instantiating objects Spawn
- Adding Audio. Clip, Source, Listener Audio
g State graphs Transitions
9 Into MIT app inventor. Ul elements. Layot MIT app inventor
10 Media elements and charts media and charts
i Programming sensors Sensors
1 Storages, connectivity. Databases. Protocols
13
14
15

16
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