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Engineering provides a unique learning environment where students build creative
confidence to inspire others, take risks, and persevere through iteration and failure.
Students engage in real-world engineering processes, use of real engineering tools, and
strive to solve real problems.
Engineering expands student development toward invention and entrepreneurism by
exploring mechanical and electrical systems through fabrication and assemblies. Students
utilize 3D modeling tools, learn relevant programming languages, and work through
projects using
Agile and Design Thinking.

Engineering I: Mindsets (S1) or (S2)

One semester, one credit, open to all grade levels.

Engineers today are creating the lifesaving, world-altering marvels that will make for a safer, more connected, equitable,
and even more awe-inspiring tomorrow. This is the introductory course in the BSM Engineering Program. Students
develop an engineer’s perspective of effective problem solving and engineering design while exploring fundamental
mechanical engineering concepts. Through iterative processes, students learn about experimentation, optimization, and
performance.

Engineering I: Experimentation (S1) or (S2)

One semester, one credit, open to all grade levels.

Prerequisite: Engineering Mindsets
Engineering Experimentation expands student development toward invention and entrepreneurism by exploring
mechanical and electrical systems through invention, reverse engineering, and optimization. Students engage in real-world
engineering processes, use real engineering tools, and strive to solve real problems.

Engineering II: Introduction to Design and Fabrication (S1 or S2)
Prerequisite: Engineering Experimentation
One semester, one credit, open to all grade levels.
This course can be taken sequentially with a semester of Fine Arts: Product Design
Almost every professional product offered in the market today began with prototypes, basic Designs, and fabrication
before they were the well-tuned products we trust and use with our everyday lives. This class will help students develop
skills in the entire iterate design process from brainstorming, prototyping, CAD design, to product development. Unique
challenges and projects will allow students to develop these skills while also working to compete with their classmates to
accomplish these challenges and goals.

Engineering II: Advanced Design and Fabrication (S1) or (S2)
Prerequisite: Introduction to Design and Fabrication

One semester, one credit, open to all grade levels.

Taking the skills they've learned from the Introduction class; students will expand on what they've learned to create more
complex mechanical systems as well as develop more professional models and products.
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Engineering III - RoboCup (S1) or (S2)

One or two semester, one credit, open to all grade

levels.
Prerequisite: The Possibilities of Programming/Engineering-Advanced Design and Fabrications.
Once you've mastered some practical engineering skills, you can join our RoboCup Team. The RoboCupRescue League is an
international league of teams with one objective: Develop and demonstrate advanced robotic capabilities for emergency
responders using annual competitions to evaluate, and teaching camps to disseminate, best-in-class robotic solutions.

Engineering III - Invention (S1) or (S2)

One or two semester, one credit, open to all grade levels.

Prerequisite: The Possibilities of Programming /Engineering-Advanced Design and Fabrications.
Our Invention Team works to create technological solutions to real-world problems of their own choosing. Students rely on
inquiry and hands-on problem solving as they integrate lessons from science, technology, engineering, and math (STEM) to
develop invention prototypes. Interactive, self-directed learning coupled with STEM curricula are essential for experiencing
invention. Students learn to work in teams, while collaborating with intended users of their inventions. They partner with
organizations in their communities to enrich their experiences. Most of all, students learn to move forward through challenges
and celebrate "Eureka!" moments.

Engineering IV: Scrum Certification (S1) or (S2)

One semester, one credit, open to all grade levels.

Agile practices are being rapidly adopted in project and product management across many industries, and the Scrum
master is an important leadership role in agile development. The Certified ScrumMaster (CSM) certification is a
professional level certification aimed at providing professionals with an awareness of the methodologies and values of
Scrum, including team performance, accountability, and iterative progress. This certification is beneficial for people in
product delivery who use the Scrum framework or those responsible for optimizing Scrum, including Scrum masters and
their teams.

Engineering IV: Agile Project Management (S1) or (S2)
One semester, one credit, open to all grade levels.
If you’re experienced using Agile approaches, have good collaboration skills, eagerly embrace complexity, and thrive on
rapid response times, then your talents are in demand. In this class, students act as SCRUM masters popularly known as
the “servant leaders”. They are coaches, motivators and leaders of an Agile team. A good Scrum Master helps to establish
a high-performing team dynamic, a continuous flow, and an exponential improvement in processes. They are required to
play a pivotal role and are responsible for the progressive development of a Scrum team.

Engineering IV: Internships (S1) or (S2)

One semester, one credit, open to all grade levels.

Teacher approval required.
Various opportunities to intern in the engineering field. Must have updated portfolio and teacher approval.
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Computer Science
Computer Science Projects focus on coding and technology projects, such as computer
simulation, programming languages, microcontrollers (e.g., Raspberry Pi, Arduino), scientific
applications, and web development. Additionally, students may create interactive art, virtual
reality or video games, and computer graphics.

Orientations and Language of Computer Principles (YR)
Two semesters, two credits, open to all grade levels.
Orientations and Languages explores different programming orientations - object oriented, functional, and list structured
-by tackling scripting challenges in different programming languages. Students will gain an understanding of the strengths
and limitations of different kinds of languages, and in what kinds of real-world circumstances each orientation will be
useful. This course covers the same material as AP Computer Science; HOWEVER, students are not required to sit for the
advanced placement exam in May.

Engineering II: The Possibilities of Programming (S1) or (S2)
One semester, one credit open to all grade levels.
What can you do with code? The Possibilities of Programming will introduce many applications of programming, showing
students what can be accomplished with code and teaching the basics of programming along the way. We will cover simple
game design, websites, robotics, networking, and data analysis.

Engineering II: Advanced Programming (S1) or (S2)
Prerequisite: The Possibilities of Programming

One semester, one credit open to all grade levels.

Want to shape the future and build the 21st century skills sought by companies like Apple, Google, Facebook, NASA, and
Tesla? Advanced programming gives students an introduction to an area in which professionals use code to create
meaningful, valuable products. Several areas will be introduced -- video game design, numerical simulation, web
application development, robotics and automation, and artificial intelligence -- and students will choose an area on which
to focus. Students will become better programmers, will learn more about professional tools, and will gain authentic
experience completing and releasing a product.

AP Computer Science
AP Computer Principles (YR)

Two semesters, two credits, open to all grade levels.

Students learn to design and evaluate solutions and to apply computer science to solve problems through the development of
algorithms and programs. They incorporate abstraction into programs and use data to discover new knowledge. Students also
explain how computing innovations and computing systems, including the internetwork, explore their potential impacts, and
contribute to a computing culture that is collaborative and ethical. This is an introductory college-level computing course that
introduces students to the breadth of the field of computer science.

AP Computer Science A (YR)

Two semesters, two credits, open to all grade levels.
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Orientations and Languages explores different programming orientations -- object oriented, functional, and list structured -by tackling scripting challenges in different programming languages. Students will gain an understanding of the strengths
and limitations of different kinds of languages, and in what kinds of real-world circumstances each orientation will be useful.

Freshman
Enrollment in a yearlong English course is required. Placement is based on test
scores and teacher recommendation.
English 9 (YR)

Two semesters, two credits, open to freshmen.

The goals of English 9 are to help students grow in appreciation of literature, develop critical thinking skills, express
themselves in an articulate manner both orally and in writing, and to effect a better command of the English language.
Writing skills, with a review of the fundamentals of grammar, are stressed with emphasis on paragraph structure and the
five-paragraph essay format. Plays, essays, and novels are read, studied, and analyzed. A vocabulary program is also
part of the curriculum. Students must complete a required summer reading assignment.

Honors English 9 (YR)

Two semesters, two credits, open to freshmen.

Because this is a reading and writing intensive course, it is recommended that students have earned an “A” in their
previous English classes and possess strong literacy skills.
This course is for students who possess superior language arts skills and have the desire to learn at an intense and
accelerated pace. Students will examine the principal literary genres in a varied selection of approximately 15 texts,
ranging from Greek drama to contemporary novels. The focus of the class will be critical analysis of the literature
through discussion and writing. A vocabulary program is also included in the curriculum. Students must complete a
required summer reading assignment.

Sophomore
Enrollment in a yearlong English 10 course is required. In addition, these elective
options (listed under “Senior”) are available to sophomores:
Creative Writing
Mythology
Debate
Shakespeare
Journalistic Writing
English 10 (YR)

Two semesters, two credits, open to sophomores.

The English 10 reading program explores a variety of literary genres, the study of which will develop and advance
those critical and interpretive reading skills introduced in English 9. The first semester focuses on literature covering
novels and plays. The composition portion of this course reviews paragraph development and multi- paragraph essays,
including an emphasis on research skills. Included in the second semester is a research unit, students will also gain
experience in organizing and delivering formal and informal speeches. A vocabulary program is also part of the
curriculum. Students must complete a required summer reading assignment.

Honors English 10 (YR)

Two semesters, two credits, open to sophomores.
Prerequisite: Satisfactory completion of English 9 with an “A” both semesters or Honors English 9.
This course is intended for students who demonstrate superior language arts skills and have the desire to learn at an
accelerated pace. Students read approximately 10 classic and contemporary novels and plays from Greek, European, and
American literature, and selected works of poetry. Writing instruction focuses on composing multi-paragraph essays,

