AP Computer Science Principles • Big Idea 1: Creative Development	Guided Notes • 1.3 Day 1
GUIDED NOTES • LESSON 1.3 • DAY 1 OF 2
Nobody Great Codes First
Name: __________________________   Period: ______   Date: __________
Today’s objectives
1. Describe how a development process works — its four phases — and tell iterative from incremental (LO CRD-2.E)
1. Explain how a program and its interface are designed: investigation, requirements, specification (LO CRD-2.F)
Bell ringer
Your club is running a bake-sale stand at Friday's game, and you're in charge. List the first six things you would do — in order — between right now and the moment the stand opens.
Now go back and label each step with your own one-word tag for what KIND of step it is: finding-out? planning? building? checking? Keep the list — we'll use it all period.
01. How Programs Get Built
	Term
	Definition

	Development process
	

	Iterative development
	

	Incremental development
	


Two Styles, Four Phases
1. Not every team plans everything up front — the CED also allows a process that is                               .
1. After investigating and reflecting, the remaining three phases are                               .
1. The phases are commonly used, not a mandatory one-way sequence — real processes                               .
Iterative vs. Incremental — Loops vs. Pieces
Iterative
Incremental
1. What sends an iterative team back to an earlier phase?                               
1. The incremental safety rule: never add a piece to the whole until                               .
1. Memory hook: iterative =                               ; incremental =                               .
	AP tip
AP TIP: Iterative = LOOPS (revise, revisit earlier phases). Incremental = PIECES (verify each part before adding it). A process can be both at once.


	Watch out — “Iterating Means You Failed”
Myth: Going back to an earlier phase means the team messed up — a good developer designs it right the first time and never has to revise.
Explain why this is wrong: 




Stop and think
1. A team builds a chat app one feature at a time — messages first, verified working, then emojis, then photos, each verified before it joins the app. Iterative, incremental, or both? Defend your label with the CED definition.


1. After user testing, a team leaves the code alone but returns to the design phase to rework two screens. Which term describes this — and why is revisiting a phase NOT evidence of failure?


1. A programmer facing a brand-new kind of problem starts experimenting with no fixed plan. Which kind of development process is this, and is it legitimate?


Answer in complete sentences. Then check yourself with the matching CFUs on the Topic 1.3 page.
02. Design: From Investigation to Blueprint
	Term
	Definition

	Investigation
	

	Program requirements
	

	Program specification
	


The Design Pipeline
1. Design starts with investigation because you cannot list what a program must do until                               .
1. Investigation looks outward at                               .
1. Specification vs. design phase: one                               , the other                                — in that order.
How You Investigate vs. What Design Produces
Investigation methods
Design-phase activities
1. Beyond surveys and user testing, the CED's other two investigation methods are                               .
1. Watching users in their real environment without your product is                               ; watching them try your product is                               .
1. The design-phase activity students most often forget: developing a                               .
	AP tip
AP TIP: 'Watching users in their normal routine' = direct observation. 'Watching users try your product' = user testing. Exam items hinge on that difference.


Sort the Activities into Phases
A student team builds a flashcard app. Name the development-process phase for each activity in their week.
Complete the empty cells as we work the examples.
	Team activity
	What the team is really doing
	Phase

	Survey the 9th grade about what a study app should do
	Collecting data from future users to determine requirements
	

	Sketch every screen on paper and storyboard the flow between them
	Outlining how to accomplish the specification
	

	Build a rough version where only the login screen actually works
	Creating an early working model to try the idea out
	

	Give the rough version to five students and note where they get stuck
	Checking the program against user needs; gathering feedback
	

	After the feedback, return to the paper sketches and rework two screens
	Revisiting an earlier phase based on feedback — the iterative move
	


Stop and think
1. A team wants to build an app for the school library but has never spoken to the librarian. Choose TWO investigation methods for them, and say what each would reveal that the other wouldn't.


1. In one sentence each: what do the requirements describe, and what does the specification do to those requirements?


1. A teammate says the design phase is 'just drawing what the app looks like.' List three OTHER design-phase activities from the CED that prove them wrong.


Answer in complete sentences. Then check yourself with the matching CFUs on the Topic 1.3 page.
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