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Computer Literacy, K - 8 
Course Description:  

The K – 8 Computer Literacy Education program gives students an opportunity to construct, transform and 

interpret data through technology. The purpose of technology instruction and tech applications is to offer 

students both choice and flexibility when deciding which tools (digital or otherwise) will best help to 

validate and/or solve real world problems. As Computer Literacy Educators, we are committed to providing 

sequenced instruction over time to prepare our students for a world where productivity is measured 

through increased use of technology applications. Developing strong digital citizenship skills in accordance 

with problem solving skills enables students to think critically and systematically about leveraging 

technology to solve local and global issues. Authentic learning experiences that enable students to apply 

content knowledge, integrate concepts across disciplines, develop computational thinking skills, acquire 

and incorporate varied perspectives, and communicate with diverse audiences about the use and effects of 

computing prepares our students for college and careers. 

 

Scope and Sequence 
 
Timeline Concepts 

Marking Period 1 K – 8 Unit 1:  Digital Citizenship (4 class periods) 
K – 8 Unit 2:  Technology Literacy (4 class periods) 
K – 8 Unit 3:  Critical Thinking & Problem Solving (10 class periods) 
K – 8 Unit 4:  Creativity & Innovation (10 class periods) 
K – 8 Unit 5:  Information & Media Literacy (8 class periods) 

 Marking Period 2 K – 8 Unit 6:  Digital Citizenship (4 class periods) 
K – 8 Unit 7:  Technology Literacy (4 class periods) 
K – 8 Unit 8:  Critical Thinking & Problem Solving (10 class periods) 
K – 8 Unit 9:  Creativity & Innovation (10 class periods) 
K – 8 Unit 10:  Information & Media Literacy (8 class periods) 

 

Table of Contents 
 
Topic Page 

NJSLS for Career Readiness, Life Literacies and Key Skills and 
Career Ready Practices 

 
6 

Integrated Accommodations and Modifications  
6 – 8  

NJSLS for Computer Science and Design Thinking 7-8 

Interdisciplinary Connections 9 

ISTE Standards for Students 10 

Grades K – 2 Units/Lessons 13-82 

Grades 3 – 5 Units/Lessons 83-152 

Grades 6 – 8 Units/Lessons 153-264 
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21st Century Skills 
NJSLS for Career Readiness, Life Literacies and Key Skills 

An education in career readiness, life literacies, and key skills fosters a population that: continually self-reflects and 

seeks to improve the essential life and career practices that lead to success; uses effective communication and 

collaboration skills and resources to interact with a global society; possesses financial literacy and responsibility at 

home and in the broader community; plans, executes, and alters career goals in response to changing societal and 

economic conditions; and seeks to attain skill and content mastery to achieve success in a chosen career path. 

By the end of Grade 2,  

9.4   Life Literacies and Key Skills  

Creativity and Innovation 

9.4.2.CI.1: Demonstrate openness to new ideas and perspectives 

9.4.2.CI.2: Demonstrate originality and inventiveness in work 

Critical Thinking and Problem Solving 

9.4.2. CT.1: Gather information about an issue, such as climate change, and collaboratively brainstorm ways to solve 

the problem 

9.4.2. CT.2: Identify possible approaches and resources to execute a plan 

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., inductive, deductive) 

Digital Citizenship 

9.4.2.DC.1: Explain differences between ownership and sharing of information 

9.4.2.DC.2: Explain the importance of respecting digital content of others 

9.4.2.DC.3: Explain how to be safe online and follow safe practices when using the internet  

9.4.2.DC.4: Compare information that should be kept private to information that might be made public 

9.4.2.DC.5: Explain what a digital footprint is and how it is created 

9.4.2.DC.6: Identify respectful and responsible ways to communicate in digital environments 

9.4.2.DC.7: Describe actions peers can take to positively impact climate change 

Global and Cultural Awareness 

9.4.2.GCA:1: Articulate the role of culture in everyday life by describing one’s own culture and comparing it to the 

cultures of other individuals 

Information and Media Literacy 

9.4.2.IML.1: Identify a simple search term to find information in a search engine or digital resource 

9.4.2.IML.2: Represent data in a visual format to tell a story about the data 

9.4.2.IML.3: Use a variety of sources including multimedia sources to find information about topics such as climate 

change, with guidance and support from adults 

9.4.2.IML.4: Compare and contrast the way information is shared in a variety of contexts (e.g., social, academic, 

athletic) 

Technology Literacy 

9.4.2.TL.1: Identify the basic features of a digital tool and explain the purpose of the tool (e.g., 8.2.2.ED.1).  

9.4.2.TL.2: Create a document using a word processing application 

9.4.2.TL.3: Enter information into a spreadsheet and sort the information 

9.4.2.TL.4: Navigate a virtual space to build context and describe the visual content 

9.4.2.TL.5: Describe the difference between real and virtual experiences 

9.4.2.TL.6: Illustrate and communicate ideas and stories using multiple digital tools 

9.4.2.TL.7: Describe the benefits of collaborating with others to complete digital tasks or develop digital artifacts 
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Career Ready Practices 
• Act as a responsible and contributing community members and employee 

• Attend to financial well-being 

• Consider the environmental, social and economic impacts of decisions 

• Demonstrate creativity and innovation 

• Utilize critical thinking to make sense of problems and persevere in solving them 

• Model integrity, ethical leadership and effective management 

• Plan education and career paths aligned to personal goals 

• Use technology to enhance productivity increase collaboration and communicate effectively 

• Work productively in teams while using cultural/global competence 

 

Integrated Accommodations and Modifications 

Special Education/504 English Language Learners 

Follow IEP –Individualized Education Program  
Text-to-Speech assistive tools Speech-to-text assistive 
tools 
 Multi-Sensory Approach Repeat Instructions Review 
Directions Have Student Restate Information  
Visual Reinforcements Visual Reminders Preferential 
Seating  
Check Work in Progress  
Provide Student with Immediate Feedback  
Avoid placing student under pressure of time or 
completion 
 Repeat Directions Quietly 
 Have the student repeat and explain directions 
Support Auditory Presentations with Visuals  
(ex. Project model of assignment on overhead ) 
Posted Assignments online and in the Google 
classroom  
Clean Work Area  
Highlight Key Words 
Use Manipulatives Prior Notice of Test  
Test Scheduling: Adding time as needed, providing 
frequent breaks  
Test Study Guides Modified assessments  
Extra Response Time  
Extra Time Tests  
Provide Models Extra Drill/Practice Monitor 
Assignments Test Setting: Administer tests in small 

Text-to-Speech assistive tools Speech-to-text 
assistive tools 
 Multi-Sensory Approach Repeat Instructions Review 
Directions Have Student Restate Information  
Visual Reinforcements Visual Reminders Preferential 
Seating  
Check Work in Progress  
Provide Student with Immediate Feedback  
Avoid placing student under pressure of time or 
completion 
 Repeat Directions Quietly 
 Have the student repeat and explain directions 
Support Auditory Presentations with Visuals  
(ex. Project model of assignment on overhead) 
Posted Assignments online and in the Google 
classroom  
Clean Work Area  
Highlight Key Words 
Use Manipulatives Prior Notice of Test  
Test Scheduling: Adding time as needed, providing 
frequent breaks Test Study Guides Modified 
assessments  
Extra Response Time  
Extra Time Tests Provide Models Extra Drill/Practice 
Monitor Assignments Test Setting: Administer tests 
in small group and/or in a separate room Oral 
Testing Recognize and Give Credit for Oral 
Participation Post Routines online and in classroom 
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group and/or in a separate room Oral Testing 
Recognize and Give Credit for Oral Participation  
Post Routines online and in classroom 
Positive Reinforcement Mindfulness Activities 

 Positive Reinforcement Mindfulness Activities 
 

 

Gifted and Talented Students at Risk of Failure 

Encourage students to explore concepts in depth and 

encourage independent studies or investigations.  

Use thematic instruction to connect learning across 

the curriculum.  

Encourage creative expression and thinking by 

allowing students to choose how to approach a 

problem or assignment.  

Expand students’ time to research topics of interest 

Invite students to explore different points of view on 

a topic of study and compare the two.  

Provide learning centers where students are in charge 

of their learning. 

 Brainstorm with gifted children on what types of 

projects they would like to explore to extend what 

they’re learning in the classroom. Determine where 

students’ interests lie and capitalize on their 

inquisitiveness. 

 Refrain from having them complete more work in the 

same manner. 

 Employ differentiated curriculum to keep interest 

high. 

 Avoid drill and practice activities. 

 Ask students’ higher level questions that require 

students to look into causes, experiences, and facts to 

draw a conclusion or make connections to other areas 

of learning. 

 Encourage students to make transformations- use a 

common task or item in a different way. Allow for 

choice. 

Text-to-Speech assistive tools; Speech-to-text 

assistive tools ; Multi-Sensory Approach Repeat 

Instructions; Review Directions;  Have Student 

Restate Information;  Visual Reinforcements ; Visual 

Reminders ; Preferential Seating ; Check Work in 

Progress ; Provide Student with Immediate 

Feedback;  Avoid placing student under pressure of 

time or completion ; Repeat Directions Quietly;  

Have the student repeat and explain directions;  

Support Auditory Presentations with Visuals (ex. 

Project model of assignment on overhead) ; Post 

Assignments online and in Google Classroom;  

Provide Extra Assignment Time;  Modified 

Homework;  Clean Work Area;  Highlight Key Words; 

Concrete Examples; Private Work Space;  Use 

Manipulatives;  Prior Notice of Test;  Test 

Scheduling: Adding time as needed, providing 

frequent breaks; Test Study Guides; Modified 

assessments; Extra Response Time; Extra Time Tests 

Provide Models; Extra Drill/Practice Monitor 

Assignments Test Setting: Administer tests in small 

group and/or in a separate room Oral Testing 

Recognize and Give Credit for Oral Participation; Post 

Routines online and in Google classroom;  Positive 

Reinforcement;  Mindfulness Activities 
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NJSLS Computer Science and Design Thinking 
Computer science and design thinking education prepares students to succeed in today's knowledge-based economy 

by providing equitable and expanded access to high-quality, standards-based computer science and technological 

design education. 

By the end of Grade 2,  

8.1 Computer Science 

Computing Systems 

8.1.2.CS.1: Select and operate computing devices that perform a variety of tasks accurately and quickly based on 

user needs and preferences. 

8.1.2.CS.2: Explain the functions of common software and hardware components of computing systems. 

8.1.2.CS.3: Describe basic hardware and software problems using accurate terminology. 

Networks and the Internet 

8.1.2.NI.1: Model and describe how individuals use computers to connect to other individuals, places, information, 

and ideas through a network 

8.1.2.NI.2: Describe how the Internet enables individuals to connect with others worldwide 

8.1.2.NI.3: Create a password that secures access to a device. Explain why it is important to create unique passwords 

that are not shared with others 

8.1.2.NI.4: Explain why access to devices need to be secured 

Impacts of Computing  

8.1.2.IC.1: Compare how individuals live and work before and after the implementation of new computing 

technology 

Data & Analysis 

8.1.2.DA.1: Collect and present data, including climate change data, in various visual formats 

8.1.2.DA.2: Store, copy, search, retrieve, modify, and delete data using a computing device 

8.1.2.DA.3: Identify and describe patterns in data visualizations 

8.1.2.DA.4: Make predictions based on data using charts or graphs 

Algorithms & Programming 

8.1.2.AP.1: Model daily processes by creating and following algorithms to complete tasks 

8.1.2.AP.2: Model the way programs store and manipulate data by using numbers or other symbols to represent 

information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences and simple loops 
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Interdisciplinary Connections 
 

NJSLSA.R7. Integrate and evaluate content presented in diverse media and formats, including visually and 

quantitatively, as well as in words. 

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing and to interact and collaborate 

with others. 

NJSLSA.W7. Conduct short as well as more sustained research projects, utilizing an inquiry-based research process, 

based on focused questions, demonstrating understanding of the subject under investigation. NJSLSA.W8. Gather 

relevant information from multiple print and digital sources, assess the credibility and accuracy of each source, and 

integrate the information while avoiding plagiarism. 

NJSLSA.SL5. Make strategic use of digital media and visual displays of data to express information and enhance 

understanding of presentations. 

SL.2.5. Use multimedia; add drawings or other visual displays to stories or recounts of experiences when appropriate 

to clarify ideas, thoughts, and feelings. 

ETS1.B: Developing Possible Solutions  Designs can be conveyed through sketches, drawings, or physical models. 

These representations are useful in communicating ideas for a problem’s solutions to other people 

6.1.2.Geo.GI.2: Use technology to understand the culture and physical characteristics of regions 

6.1.2.HistoryCC.1: Use multiple sources to create a chronological sequence of events that describes how and why 

your community has changed over time 

6.3.2.GeoGI.2: Collect data and consider sources from multiple perspectives to become informed about an 

environmental issue and identify possible solutions 

 

 

ISTE Standards for Students 
Today’ students must be prepared to thrive in a constantly evolving technological landscape.  The ISTE 

standards for students are designed to empower student voice and ensure that learning is a student-driven 

process. 

1.1 Empowered Learner:  Students leverage technology to take an active role in choosing, achieving, and 

demonstrating competency in their learning goals, informed by the learning sciences 

1.2 Digital Citizen:  Students recognize the rights, responsibilities, and opportunities of living, learning and working in 

an interconnected digital world, and they act and model in ways that are safe, legal and ethical 

1.3 Knowledge Constructor:  Students critically curate a variety of resources using digital tools to construct 

knowledge, produce creative artifacts and make meaningful learning experiences for themselves and others 

1.4 Innovative Designer:  Students use a variety of technologies within a design process to identify and solve 

problems by creating new, useful or imaginative solutions 

1.5 Computational Thinker:  Students develop and employ strategies for understanding and solving problems in ways 

that leverage the power of technological methods to develop and test solutions 

1.6 Creative Communicator:  Students communicate clearly and express themselves creatively for a variety of 

purposes using the platforms, tools, styles, formats and digital media appropriate to their goals 

1.7 Global Collaborator:  Students use digital tools to broaden their perspectives and enrich their learning by 

collaborating with others and working effectively in teams locally and globally 
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Marking Period 1 Keyboarding Grade(s) K-2 

Unit Plan Title: Keyboard Proficiency and Touch-Typing Skills 

Unit Overview 

The Keyboard Proficiency and Touch-Typing Skills unit is designed to help students in grades K-2 develop 

essential keyboarding skills, improve typing speed, and enhance accuracy. Throughout this ongoing unit, 

students will focus on building foundational keyboarding skills, eliminating hesitation, and increasing 

proficiency. While building essential typing skills, students will also be empowered to enhance their digital 

literacy and foster good digital citizenship.  

Essential Question(s) 

• How can touch typing games help us type faster and better, making learning more enjoyable? 

• How can we learn to type without looking at the keyboard? 

• How can we improve our typing speed and memory? 

• How can we track our progress and become better typists? 

Enduring Understandings 

By engaging in fun and interactive touch-typing activities, students will develop the foundational skills to 

type efficiently and accurately, improving their ability to interact with digital tools and express themselves 

confidently in early academic tasks 

Assessments 

Formative Assessment:   Accuracy assessments, typing challenges/sprints 
Digitial Assessment Tools: Typing Tests 

Lesson and Learning Goal/Pacing 

Ongoing Lessons throughout the year 
 
Tech Readiness: 
Students will begin by learning about computer competencies, focusing on high-click and drag-and-drop 
skills. They will identify areas of competence while developing their problem-solving abilities and hand-eye 
coordination. Students will practice click-and-drag movements and work on improving their speed and 
accuracy. 

• Identify parts of a computer  

• Determine what makes a computer run 

• Click and drag using a mouse/trackpad 
Learn the Keys: 
In this stage, students will build a foundational understanding of touch-typing techniques, learning the 
basics of finger placement and the home row keys. They will face challenges, adapt to personalized lessons, 
and progress through increasingly challenging exercises. The focus will be on typing accurately and 
efficiently. 

• Type using correct finger placement 

• Type all letter keys 

• Type words and simple sentences 

• Use the space bar and enter key 
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Ongoing Lesson 
throughout the year 

 Punctuation and Advanced Keys: 
Students will gain an understanding of capitalization, punctuation, numbers, 
and advanced symbols through practical application and skill-building 
exercises. They will use capital letters and additional symbols, practice 
punctuation keys, type numbers, and engage in applied practice for 
punctuation and advanced keys. 

• Use shift key for capitalization and access additional symbols 

• Type all basic punctuation keys 

• Type all numbers 

• Contextually practice punctuation keys 
  
Cross-Curricular Typing: 
In this phase, students will apply their typing skills in various subjects, including 
reading, science, social studies, and math. They will improve their typing speed 
and accuracy while handling different topics and contexts. 

• Type cross curricular vocabulary 

• Develop rhyming skills 

• Recognize and type high-frequency words  
Digital Citizenship and Communication: 
Students will become informed and responsible digital citizens. They will 
practice using email, composing messages with appropriate grammar, and 
understanding online etiquette. They will also make informed and safe choices 
in various online situations. 

• Practice kind and appropriate online comments 

• Identify and practice strong passwords. 

 Ongoing Lessons throughout the school year 

NJSLS 8.1.8.CS.1: Recommend improvements to computing devices in order to 
improve the ways users interact with the devices.  

9.4.8.TL.3: Select appropriate tools to organize and present information 
digitally.  

1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and 
troubleshoot current technologies and are able to transfer their knowledge to 
explore emerging technologies. 

Teacher Materials  Typing.com, Scope and Sequence, Teacher Guide,  

 

 

 

 

 

 

https://www.typing.com/teacher/dashboard
https://www.typing.com/teacher/resources/learn-to-type/scope-sequence-the-typing-com-guide-to-classroom-standards.pdf
https://www.typing.com/teacher/resources/learn-to-type/typing-com-teacher-guide.pdf
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Marking Period 1 Digital Citizenship Grade(s) K - 2 

Unit Plan Title: Digital Citizenship 

Unit Overview 

Students go beyond screen time to explore the impact their digital lives can have on their wellbeing and 

relationships while learning to balance media in their everyday lives 

Essential Question(s) 

K - How do we find a happy balance between our online and offline activities? ; How do you say goodbye 
to technology when you don’t want to? How do you go places safely online?  
How can we be safe, responsible, and respectful online? 
1 – How can we be safe, responsible, and respectful online? ; Why is it important to listen to your feelings 
when using technology; How do you stay safe when visiting a website or app? 
2 – How can we be good digital citizens? ; Why is it important that we have device-free moments in our 
lives? ; What kinds of information should I keep to myself when I use the internet? 
 
 

Enduring Understandings 

To support students in developing an internal sense of "media balance," lessons prompt students to 
reflect on the different feelings and emotions that arise when they engage in activities that involve 
digital media (streaming TV shows, playing online games, etc.)  

 

Assessments 

Formative: Student Handout Responses 

Summative:  Lesson quizzes / Cyberbullying Project  

Lesson and Learning Goal/Pacing 

Lesson 1 
K-  Media Balance is Important  (CIPPA) 

 

1 –.Pause & Think Online (CIPPA) 

 

2 – We, the Digital Citizens (CIPPA) 

*All lessons are 1 day. 

 
Lesson 2 

K -  Safety in My Online Neighborhood (CIPPA) 

 

1 - Internet Traffic Light (CIPPA) 

 

2 - Digital Trails (CIPPA) 

*All lessons are 1 day. 

Lesson 3 
K - Pause for People 

 

1 - How Technology Makes You Feel 

*All lessons are 1 day. 

https://www.commonsense.org/education/digital-citizenship/lesson/media-balance-is-important
https://www.commonsense.org/education/digital-citizenship/lesson/pause-think-online
https://www.commonsense.org/education/digital-citizenship/lesson/we-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/safety-in-my-online-neighborhood
https://www.commonsense.org/education/digital-citizenship/lesson/internet-traffic-light
https://www.commonsense.org/education/digital-citizenship/lesson/digital-trails
https://www.commonsense.org/education/digital-citizenship/lesson/pause-for-people
https://www.commonsense.org/education/digital-citizenship/lesson/how-technology-makes-you-feel
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2 - Device-Free Moments 

*All lessons are 1 day. 

Lesson 4 
K – Meet Arms of the Digital Citizens! 

 

1 - Meet Arms of the Digital Citizens! 

 

2 - Meet Arms of the Digital Citizens! 

*All lessons are 1 day. 

 Lesson 1: K - 2 

NJSLS K - 9.4.2.DC.3: Explain how to be safe online and follow safe practices when 

using the internet 

1 - 9.4.2.DC.6: Identify respectful and responsible ways to communicate in 

digital environments 

2 - 9.4.2.DC.5: Explain what a digital footprint is and how it is created 

 

Learning Objective K - Media Balance is Important  (CiPPA)  

I can identify when and why to take breaks from device time. Consider 

the feelings of people around them, even when engaged in fun online 

activities. 

1st Grade - Pause & Think Online (CIPPA) 

I can understand the importance of being safe, responsible, and 

respectful online. Learn the "Pause & Think Online" song to remember 

basic digital citizenship concepts. 

2nd Grade - We, the Digital Citizens (CIPPA) 

I can understand that being a good digital citizen means being safe and 

responsible online. Take a pledge to be a good digital citizen. 

 

Teacher/Student Materials K: Lesson plan, Student Handout, Lesson Slides, Video, Song : Balance is 

Important, Song Lyrics Poster 

1: Lesson Plan ,Lesson Slides , Student Handout , Coloring Book , Song , Poster: 

Song Lyrics , Poster: The Digital Citizens 

https://www.commonsense.org/education/digital-citizenship/lesson/device-free-moments
https://www.commonsense.org/education/digital-citizenship/lesson/meet-arms-of-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/meet-arms-of-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/meet-arms-of-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/media-balance-is-important
https://www.commonsense.org/education/digital-citizenship/lesson/pause-think-online
https://www.commonsense.org/education/digital-citizenship/lesson/we-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/media-balance-is-important
https://docs.google.com/document/d/1oAUyQSDXNBkvap8z_QnFexXqHrobdjAn-9I_4PKzWio/edit?pli=1
https://drive.google.com/open?id=16DaFe3fSVSYZk_bOXID9qHumv0X5gi_Hvq8BU-8Wv3Q
https://www.commonsense.org/education/videos/media-balance-is-important
https://www.commonsense.org/sites/default/files/wav/2019-08/media-balance-is-important-original.wav
https://www.commonsense.org/sites/default/files/wav/2019-08/media-balance-is-important-original.wav
https://www.commonsense.org/sites/default/files/pdf/2019-08/grade-k-media-balance-is-important-song-poster.pdf
https://www.commonsense.org/education/digital-citizenship/lesson/pause-think-online
https://drive.google.com/open?id=1_gJvbAvEsU_1KDaqGj4r3xj19Mi54R45SalJhmzbqBM
https://drive.google.com/open?id=1iHvVe44YggBMBQO4aDF3otjrxwjJYP6ozur2LoZk9GA
https://www.commonsense.org/sites/default/files/pdf/2019-08/the-digital-citizens-coloring-book_0.pdf
https://www.commonsense.org/sites/default/files/wav/2019-07/pause-think-online-original.wav
https://www.commonsense.org/sites/default/files/pdf/2019-08/grade-1-pause-think-online-song-poster_0.pdf
https://www.commonsense.org/sites/default/files/pdf/2019-08/grade-1-pause-think-online-song-poster_0.pdf
https://www.commonsense.org/sites/default/files/pdf/2019-11/digital-citizens-character-posters.pdf
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2: Lesson Plan ,Lesson Slides ,Video , Student Handout , Coloring Book , Song , 

Poster  - Song Lyrics , Poster:The Digital Citizens 

***All materials are available in English and Spanish via links*** 

 

Additional Resources K: Extra Resources for Teacher , Family Activity , Family Engagement 

1: Family Activity ,SEL Conversation Starter 

2: Family Activity , Family Engagement Resources 

 

 

 

 Lesson 2:  Grades K – 2 

NJSLS K - 9.4.2.DC.3: Explain how to be safe online and follow safe practices when 

using the internet 

1 - 9.4.2.DC.3: Explain how to be safe online and follow safe practices when 

using the internet 

2 - 9.4.2.DC.5: Explain what a digital footprint is and how it is created 

 

Learning Objective K – I can discover that the internet can be used to visit faraway places 

and learn new things. Compare how staying safe online is like staying 

safe in the real world. Explain rules for traveling safely on the internet. 

 

1 - I can understand that being safe online is like staying safe in real life. 

Learn to identify websites and apps that are "just right" and "not right" 

for them. Know how to get help from an adult if they are unsure about a 

website. 

 

2 – I can learn that the information they share online leaves a digital 

footprint or "trail".  Explore what information is OK to be shared online 

 

https://www.commonsense.org/education/digital-citizenship/lesson/we-the-digital-citizens
https://drive.google.com/open?id=1dkYO_hvkLNAsb4hEVEBK7UVufRpRdJmwF1CxoWuDn0c
https://video.commonsensemedia.org/education/FV_WeAreTheDigCitizens_FINAL.mp4
https://drive.google.com/open?id=1TByfRZQzRnQ8MeA9E9rUWBxyU9oJZSxYsEblEPsXrDc
https://www.commonsense.org/sites/default/files/pdf/2019-08/the-digital-citizens-coloring-book_0.pdf
https://www.commonsense.org/sites/default/files/wav/2019-07/we-the-digital-citizens-original.wav
https://www.commonsense.org/sites/default/files/pdf/2019-08/grade-2-we-the-digital-citizens-song-poster.pdf
https://www.commonsense.org/sites/default/files/pdf/2019-11/digital-citizens-character-posters.pdf
https://www.commonsense.org/education/news-media-literacy-resource-center
https://docs.google.com/presentation/d/17Tq9wgw2F9sMkE2Z2a2zkriLK0zp1qDsSkv5YTB7Ldg/edit#slide=id.g5dd14444e9_0_0
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1VMGK_30rrMq4tD-VI6j5Z0RoPAolT_lydAaP03VoEHM
https://docs.google.com/document/d/1PHh6dMTcn528VsIfrO2wjt_8jeN6TGdcyclEPHNBn-E/edit
https://drive.google.com/open?id=1tsYWY76Y9BJpl_mHcxb0-BiLIHL2PrGBt3GqeeBNAD8
https://www.commonsense.org/education/toolkit/family-engagement-resources
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Teacher Materials Grade K – Safety In My Online Neighborhood: Lesson Plan , Student Handout , 

Lesson Slides , Video , Poem Poster 

1st Grade  -Internet Traffic Light Lesson Plan , Lesson Slides , Video , Student 

Handout , Poem Poster 

2nd  Grade - Digital Trails: Lesson Plan , Lesson Slides , Video , Student Handout 

- Digital Trail Squares ,Student Handout - Digital Tracks 

 

Additional Resources K: Family Activity , Family Tips , SEL Conversation Starter 

1: Family Activity , Family Tips , Family Engagement Resources 

2: Family Activity , Family Tips ,Family Engagement Resources 

 

 Lesson 3:  K – 2 

NJSLS K - 9.4.2.DC.6: Identify respectful and responsible ways to communicate in 

digital environments 

1 - 9.4.2.DC.4: Compare information that should be kept private to information 

that might be made public 

2 - 9.4.2.DC.6: Identify respectful and responsible ways to communicate in 

digital environments 

 

Learning Objective K – I can learn why it is important to be aware and respectful of people 

while using devices. Learn the Pause, Breathe, Finish Up routine as a self-

regulation strategy for transitioning from technology to face-to-face 

interactions. 

 

1 – I can recognize the various kinds of feelings they can have when 

using technology. Know what to do when they don't have a good feeling 

when using technology. 

 

2 – I can recognize how digital devices can be distracting. Identify how 

they feel when others are distracted by their devices. 

https://www.commonsense.org/education/digital-citizenship/lesson/safety-in-my-online-neighborhood
https://docs.google.com/document/d/1o95Q7OD2oF5e-lWxj31kKopfhQVYWDUmw6uDdm1RIIU/edit
https://docs.google.com/presentation/d/1n5Mn1QxL5AKyNFOqFUv3hKAQELYL0_m06E_zqBHHm_s/edit#slide=id.g5e01800515_1_0
https://video.commonsensemedia.org/digitalcitizenship/My_Online_Neighborhood_2020Update_Site.mp4
https://docs.google.com/document/d/10SHj9Xh4JJPwJJrjzJ48mpLhm3PM8orzJbWCTHY6VUo/edit
https://www.commonsense.org/education/digital-citizenship/lesson/internet-traffic-light
https://drive.google.com/open?id=1VQ7n3upOe_Zuyq2TqCF7yUR2pBXu9jHRl1WB6f38k30
https://video.commonsensemedia.org/education/InternetTrafficLight_WM_added.mp4
https://drive.google.com/open?id=1ihmdMJtImStcSjb2IH0fkUh22pihzsH5f8MyHQyIOkA
https://drive.google.com/open?id=1ihmdMJtImStcSjb2IH0fkUh22pihzsH5f8MyHQyIOkA
https://drive.google.com/open?id=1S7ivFoivNEBIzQ2XKM0n7VE_j8i5IatsOSGcYOQm7pQ
https://www.commonsense.org/education/digital-citizenship/lesson/digital-trails
https://docs.google.com/presentation/d/1_B4nAow9dBaFJFq7tcR0tsib1DjA-9rpNuxJg2fqIl8/edit?usp=sharing
https://s3.amazonaws.com/video.commonsensemedia.org/education/Follow_the_Digital_Trail_Update2019.mp4
https://docs.google.com/document/d/12-DS01Uh1THBFxYTDRd1taUL2800UDR38p1d-2oVM3A/edit?usp=sharing
https://docs.google.com/document/d/12-DS01Uh1THBFxYTDRd1taUL2800UDR38p1d-2oVM3A/edit?usp=sharing
https://docs.google.com/document/d/1oBcIMZ0bnmDXjGwgBaZwXdqhjBjiHdZHmVTr3pyzu3o/edit?usp=sharing
https://drive.google.com/open?id=17Tq9wgw2F9sMkE2Z2a2zkriLK0zp1qDsSkv5YTB7Ldg
https://www.commonsense.org/education/family-tips/k-5-privacy-and-security
https://docs.google.com/document/d/1ayHykw7n-zdwR7MdZkY8f8MJHoulEURlB2MXa87XbC0/edit
https://drive.google.com/open?id=1VMGK_30rrMq4tD-VI6j5Z0RoPAolT_lydAaP03VoEHM
https://www.commonsense.org/education/family-tips/k-5-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1tsYWY76Y9BJpl_mHcxb0-BiLIHL2PrGBt3GqeeBNAD8
https://www.commonsense.org/education/family-tips/k-5-digital-footprint-and-identity
https://www.commonsense.org/education/toolkit/family-engagement-resources
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Identify ideal device-free moments for themselves and others. 

Teacher/Student Materials K – Pause for People: Lesson Plan , Video , Student Handout , Poem Poster 

1 - How Technology Makes You Feel:  Lesson Plan , Lesson Slides , Video , 

Student Handout , Emojis Handout , Poem Poster 

2 - Device-Free Moments: Lesson Plan , Lesson Slides , Student Handout - 

Family Device-Free Rules , Student Handout - Pause & Think Moment 

 

Additional Resources K - Family Activity , Family Tips , SEL Conversation Starter 

1 - Family Activity , Family Tips , SEL Conversation Starter 

2 - Family Tips 

 

 Lesson 4:  K – 2 Meet Arms of the Digital Citizens! 

NJSLS 9.4.2.DC.3: Explain how to be safe online and follow safe practices when using 

the internet 

9.4.2.DC.6: Identify respectful and responsible ways to communicate in digital 

environments 

 

Learning Objective K – 2: I can understand what media balance means. Reflect on how they 

balance their time with technology 

 

Teacher/Student Materials K – 2: Lesson Plan , Lesson Slides , Video , Student Handout 

Additional Resources K-2: Family Tips 

 

 

 

 

 

https://www.commonsense.org/education/digital-citizenship/lesson/pause-for-people
https://s3.amazonaws.com/video.commonsensemedia.org/education/K1_Pause_For_People.mp4
https://drive.google.com/open?id=1KAN_qqgXFHZMKisF18yeyz3w40pHgKE_tLriOA6EZss
https://drive.google.com/open?id=19vzo6ArGGV64EN8l6H7d5M1qWn6DA7oBoC7mC-ac6gw
https://www.commonsense.org/education/digital-citizenship/lesson/how-technology-makes-you-feel
https://drive.google.com/open?id=130StpqOmGBkw7TrAo_UzvY1SdvcoVY_GISNGBb4_WDU
https://s3.amazonaws.com/video.commonsensemedia.org/education/1-1_How_Technology_Makes_You_Feel.mp4
https://drive.google.com/open?id=1VZH6ErMUzLE0GXUm2HMc6qL6M-5HtE44MbTtchBvVeY
https://drive.google.com/open?id=11F8e31UlIxMLHCX9CCgqYL0GCluPVv4zofKa1GxM36U
https://drive.google.com/open?id=1bbTPofS3WpvUn822dkeTYXR79w7oTAODIVQtanm0-Gw
https://www.commonsense.org/education/digital-citizenship/lesson/device-free-moments
https://drive.google.com/open?id=1Uflf3mbj3Pfk-o2Ttfiq5LIHFeRso1jTrEIlHv9DkbY
https://drive.google.com/open?id=1LvUB_SgvTKBqrHupAMs2hu3z_uPCwrLw4pFgIW0Kx2M
https://drive.google.com/open?id=1LvUB_SgvTKBqrHupAMs2hu3z_uPCwrLw4pFgIW0Kx2M
https://drive.google.com/open?id=1wQD2r0HgZL8zytg2Au4NMl5BnMJA4f-UMCbU8ZaHH2U
https://drive.google.com/open?id=17Tq9wgw2F9sMkE2Z2a2zkriLK0zp1qDsSkv5YTB7Ldg
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://docs.google.com/document/d/1f5KjdXQABgXlCoJA90SRmH2qAinz_iFpieYEFDT_Xso/edit
https://drive.google.com/open?id=1VMGK_30rrMq4tD-VI6j5Z0RoPAolT_lydAaP03VoEHM
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://docs.google.com/document/d/1kUAVxumh2J0ETbd_t72xilbCzrs8zVsrRCKwxSaGJGc/edit
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://www.commonsense.org/education/digital-citizenship/lesson/meet-arms-of-the-digital-citizens
https://docs.google.com/presentation/d/1sYEm7Z53Wt2ErJi_35FO4tp3iP1CofGMu3c975BBpiE/edit?usp=sharing
https://video.commonsensemedia.org/education/MeetDCCharacters_2022_Arms_FINAL_site.mp4
https://docs.google.com/document/d/1khdK1MGuPEXPfUkXaiz3kE0RXebuPyI8vhGq_1uUFOQ/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
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Marking Period 1 Technology Literacy Grade(s) K - 2 

Unit Plan Title: Technology Literacy 

Unit Overview 

This unit introduces students to the idea of computers and computing by posing questions such as 

“what is a computer?” and “how do computers work? Students learn about the various parts of a 

computer and their functions (hardware, software).  

The second part of the unit allows students to explore how computers work by identifying 

important aspects of computing such as algorithms and programming.    

The final part of the unit allows students to apply their new skills to a culminating project.  

Teachers can choose to utilize an online project through the Scratch Jr. platform or an unplugged 

project that can be integrated into a content area 

 

 

 

Essential Question(s) 

How are computers integrated into the real world?   

How do computers help us? How does a computer work?  

What makes a device a computer? What are inputs?  

What is an example of an input on a phone?  

How do you tell the character in a game what to do?  

What are inputs and outputs?  

How do computers remember information? 

 

This unit supports the standard of breaking problems into component parts to facilitate problem-solving. 

Students demonstrate understanding through a variety of projects. 

 

Assessments 

Formative: Build Knowledge & Lesson Quiz 

Summative:  Project Choice incorporating Hispanic Heritage Month 

 

Lesson and Learning Goal/Pacing 

Lesson 1 
K   - 2: - Why do we use computers? (1 day) 

 
Lesson 2 

K – 2: How do computers work? Inputs (1 day) 

 

Lesson 3 
K - 2: How do computers work? Inputs and Outputs (1 day) 
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Lesson 4 
K – 2: How do computers work? Word Processing and Storage (1 day) 

 

 Lesson 1:  K – 2  

Why do we use computers? 

NJSLS 8.1.2.NI.1: Model and describe how individuals use computers to connect to 

other individuals, places, information, and ideas through a network 

8.1.2.NI.2: Describe how the Internet enables individuals to connect with 

others worldwide 

8.1.2.IC.1: Compare how individuals live and work before and after the 

implementation of new computing technology 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems. 

8.1.2.CS.3: Describe basic hardware and software problems using accurate 

terminology. 

 

 

Learning Objective I can: 

• Identify different ways people use computers. 

• Identify why computers are important in our everyday lives.  

• Explain how computers have changed over time. 

 

Teacher/Student Materials Lesson Plan ; teaching slides ;  matching game (digital) ; How do computers 

help us? (digital or printable) ; ;matching worksheet 

Additional Resources pointer games ; Translated slides ; information resource 

 

 Lesson 2:  K – 2 

How do computers work? (Inputs) 

NJSLS 8.1.2.NI.1: Model and describe how individuals use computers to connect to 

other individuals, places, information, and ideas through a network 

8.1.2.NI.2: Describe how the Internet enables individuals to connect with 

others worldwide 

https://docs.google.com/document/d/1YpMGfgVk1wJ-xvVhJpLx-c0DEIcIHHp-GQRV9UkvmTU/edit
https://docs.google.com/presentation/d/156qu0mycHFLBogCyaIz1tu1Qd5SmO0pk7Km2cqsu8JM/edit#slide=id.p1
https://docs.google.com/presentation/d/1kd1Y8NCRbq4gvlPcjXi6lMxKTHUTec2247ZUKXNqZPs/edit
https://docs.google.com/document/d/1Zyie5jArgBexVJwGu27mQP43iljNPkANyiZO2CGgcDk/edit?usp=sharing
https://docs.google.com/document/d/1Zyie5jArgBexVJwGu27mQP43iljNPkANyiZO2CGgcDk/edit?usp=sharing
https://drive.google.com/file/d/1lwGYYyiM7Nw-urfuJC9v8-tN48mQLKEC/view?usp=sharing
https://www.google.com/search?rlz=1C1ONGR_enUS1008US1008&cs=1&q=Mouse+Practice&stick=H4sIAAAAAAAAAE2SvW_TQBjG7UiNHIeixFGFlKkKDCiLc-f4IyxBQCWQiKhoNgYr_rhz7Ltzaht_ZOQvqBj4AzoxsLIwMLCRAQkGhBgQqsTA1JUBqaRRbHrb795773neR6-w0xNlKg-wZ9iOA9s0fB67-zaZ28E-nlE3XvG7MpYBwEbuQ-yQFX_lfVn0lrqnBLlRMlGYouWKV7INC51Ful6yYxaJo1JY9avagFGPlUwXGhwxRkpeKBlDvp6XfAySRYqGlbnIzDTbB2nJsaqqQy1Rr-gbA-pV-liLgoAAs2Qf676fDv5zgYBtGpUeoTAICsS2w49SLVjgLRRD0wDHW0gVjCxa2chhZi4Sa1vMEKD2csU3LwEoRsZYUjmimY-gE5WMElNHugFKtgzNGmK9uDpRNDCrxPwcppEPqkRJXOQpxlUirNAij4zWEwmX6tCAaOvKypAJ4Bl_xjdbv__86HS_8S_ffPzKf-bF1uMwjF1SPHXJLHGdaSjdEOsHLJknhbTbbYqNzVe6jZfSgdg8cpNpOAmdOSokTRqKjYlLLTeKnyDppijeDwlx7WQeMmmv2xHbsl1dyJtFu1O7Xes9gw_ffXn1qX6vza3P4ejobrffb4v1ByGdzVn70a0L8_Tv-bjfEYXpLA9ZSIu21OK47xfnY4PrNRrrrp_x21_jPndS41-8f_2hLgh8i4M1gVty1053rk82C34YzdbStntS5_8B0kp-NwIDAAA&sa=X&ved=2ahUKEwi4wuLo8ZqAAxVkNlkFHWOGBCAQpeMCegUIABDOAg&biw=1920&bih=929&dpr=1&safe=active&ssui=on#vhid=Ga-POuBy5FGTtM&vssid=l
https://docs.google.com/presentation/u/0/d/1BOZSGuIwdifPIiphRFVQLG0cvzMKZyzO/edit?fromCopy=true
https://www.coolkidfacts.com/computer-facts/


 

Page 18 of 248 

 Computer Literacy K-8 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems. 

8.1.2.CS.3: Describe basic hardware and software problems using accurate 

terminology. 

 

 

Learning Objective I can: 

• use a variety of media to understand the meaning of a computer 

• begin to identify how a computer works  

• identify and define new vocabulary terms 

 

Teacher/Materials Lesson Plan ; Slide Deck ; What is a computer (website)  ;  

Handouts: 

Is this a computer? digital worksheet (simple draggable activity) 

Is this a computer? printable 

Lesson 2 exit ticket can be used for in-person instruction or for students 

who can type their own answers 

Find the Technology reference sheet to be used only if the game is 

assigned 

Additional Resources mouse click practice: video ; pointer games 

Games  

Find the Technology game via ABCya 

Scrapyard Challenge (students collect items that contain computers) 

What are Computers for Kids | Intro to Computers | Programming for 

Kids 

Read these facts: coolkidfacts.com/computer-facts with students 

 

 Lesson 3:  K – 2 

How does a computer work? Inputs and Outputs  

NJSLS 8.1.2.NI.1: Model and describe how individuals use computers to connect to 

other individuals, places, information, and ideas through a network 

8.1.2.NI.2: Describe how the Internet enables individuals to connect with 

others worldwide 

https://docs.google.com/document/d/1-8-wD1XBzCmNbWHNOZoUkvx_jCdGo1KyrLwpx_2ar_o/edit
https://docs.google.com/presentation/d/1y8pUE01gGQx-8T0nWc2ETFP9YJ5o42ECloDNWnUWKww/edit?usp=sharing
https://www.bbc.co.uk/bitesize/topics/zvsc7ty/articles/zc4x6sg
https://docs.google.com/presentation/d/1RG4qXTfX8K6GjS1xMb5ZDyKFKURrMxt_830h3KRs9IY/edit?usp=sharing
https://drive.google.com/file/d/1J-qqU3XCHOV1oQAl3IlNYThUpwPJh5mf/view?usp=sharing
https://docs.google.com/document/d/19GWmgVrDtfInIj3VdtDnwnq7IBQfWI87T3ULpKJ3kak/edit?usp=sharing
https://docs.google.com/document/d/1mzL1s5aX_eLo1CleWbZCvk93ofmBv_Eyb-ZNMkD8LHU/edit?usp=sharing
https://www.minimouse.us/
https://www.youtube.com/watch?v=TgZZTuwB7cw
https://www.google.com/search?rlz=1C1ONGR_enUS1008US1008&cs=1&q=Mouse+Practice&stick=H4sIAAAAAAAAAE2SvW_TQBjG7UiNHIeixFGFlKkKDCiLc-f4IyxBQCWQiKhoNgYr_rhz7Ltzaht_ZOQvqBj4AzoxsLIwMLCRAQkGhBgQqsTA1JUBqaRRbHrb795773neR6-w0xNlKg-wZ9iOA9s0fB67-zaZ28E-nlE3XvG7MpYBwEbuQ-yQFX_lfVn0lrqnBLlRMlGYouWKV7INC51Ful6yYxaJo1JY9avagFGPlUwXGhwxRkpeKBlDvp6XfAySRYqGlbnIzDTbB2nJsaqqQy1Rr-gbA-pV-liLgoAAs2Qf676fDv5zgYBtGpUeoTAICsS2w49SLVjgLRRD0wDHW0gVjCxa2chhZi4Sa1vMEKD2csU3LwEoRsZYUjmimY-gE5WMElNHugFKtgzNGmK9uDpRNDCrxPwcppEPqkRJXOQpxlUirNAij4zWEwmX6tCAaOvKypAJ4Bl_xjdbv__86HS_8S_ffPzKf-bF1uMwjF1SPHXJLHGdaSjdEOsHLJknhbTbbYqNzVe6jZfSgdg8cpNpOAmdOSokTRqKjYlLLTeKnyDppijeDwlx7WQeMmmv2xHbsl1dyJtFu1O7Xes9gw_ffXn1qX6vza3P4ejobrffb4v1ByGdzVn70a0L8_Tv-bjfEYXpLA9ZSIu21OK47xfnY4PrNRrrrp_x21_jPndS41-8f_2hLgh8i4M1gVty1053rk82C34YzdbStntS5_8B0kp-NwIDAAA&sa=X&ved=2ahUKEwi4wuLo8ZqAAxVkNlkFHWOGBCAQpeMCegUIABDOAg&biw=1920&bih=929&dpr=1&safe=active&ssui=on#vhid=Ga-POuBy5FGTtM&vssid=l
https://www.abcya.com/games/find_the_tech
https://toybox-assets.files.bbci.co.uk/activities/legacy-bitesize-games/recycling/computers/index.html#sa-link_location=blocks&intlink_from_url=https%3A%2F%2Fwww.bbc.co.uk%2Fbitesize%2Ftopics%2Fzvsc7ty%2Farticles%2Fzc4x6sg&intlink_ts=1597083370981-sa
https://safeyoutube.net/w/bJcT
https://safeyoutube.net/w/bJcT
https://www.coolkidfacts.com/computer-facts/
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8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems. 

8.1.2.CS.3: Describe basic hardware and software problems using accurate 

terminology. 

 

Learning Objective I can: 

• students will discuss how we interact with computers 

• look at different inputs and outputs and their role when using a 

computer 

Teacher/Student Materials Lesson Plan ; Slide deck ; translated slide deck 

 

Video(s): 

• Parts of a Computer  

• What are pixels? (OPTIONAL extension activity) 

 

 

Game(s):  

• Wordwall-digital input/output sort To be used after the mini-

lesson, can also be completed independently if students can 

access the website, and/or can be used as an alternative to the 

mini-lesson. 

 

 

Handouts: 

Input and Output Sorting-digital 

Input or Output-printable 

Additional Resources K – 2: Family Activities ; Parts of a computer ; classroom activities , Find the 

Technology 

 Lesson 4:  K – 2 

How do computers work? – Processing & Storage 

NJSLS 8.1.2.NI.1: Model and describe how individuals use computers to connect to 

other individuals, places, information, and ideas through a network 

8.1.2.NI.2: Describe how the Internet enables individuals to connect with 

others worldwide 

https://docs.google.com/document/d/1TDSSbbpQP48Klht7ped4cDVEbES51t0KpUcK5bM1-ew/edit
https://docs.google.com/presentation/d/1529FHVCE87sX48HDlJiFFeKaPt-FSrr884tyH1h0kK0/edit?usp=sharing
https://docs.google.com/presentation/d/1gjI9LCTePMxZ1FNZmlTxOrJWN5urjZ5y/edit?usp=drive_link&ouid=104640936995877711590&rtpof=true&sd=true
https://jr.brainpop.com/artsandtechnology/technology/partsofacomputer/
https://video.link/w/nWG6b
https://wordwall.net/resource/2912931
https://docs.google.com/presentation/d/16dP8NKpL9yXn4sviDCet2LVbEACQPpFhxzApW4Im3BY/edit?usp=sharing
https://drive.google.com/file/d/1X5S0PyxYStj8FfQWGfskCgg0fIYG_nNe/view?usp=sharing
https://educators.brainpop.com/lesson-plan/family-and-homeschool-activities-parts-of-a-computer/?bp-jr-topic=parts-of-a-computer
https://jr.brainpop.com/artsandtechnology/technology/partsofacomputer/
https://educators.brainpop.com/lesson-plan/parts-of-a-computer-activities-for-kids/?bp-jr-topic=parts-of-a-computer
https://www.abcya.com/games/find_the_tech
https://www.abcya.com/games/find_the_tech
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8.1.2. AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems. 

8.1.2.CS.3: Describe basic hardware and software problems using accurate 

terminology. 

 

Learning Objective I can: 

• Review how a computer works 

• Understand inputs and outputs 

• Understand how a computer processes information 

 

Teacher/Student Materials Lesson Plan 

Additional Resources Slide deck 

 

Videos 

• How do computers work? 

• Let’s See if You Remember the Parts of a Computer 

 

Game(s): 

• Computer Parts Matching Game 

 

Handout(s) Available: 

• How does a computer work? Printable 

• How does a computer work? Digital fill in the blank 

• Computer Parts Definition Match  

Lesson 3 exit ticket 

 

 

 

 

https://docs.google.com/document/d/1cC2_0jUfKGo944eKcmf5GH4cqw3x0bgOGi_4SxSQJTY/edit
https://docs.google.com/presentation/d/1b8omyr32-aZIZy-G_cgcD_nlzDqFkQfl1KruFqJ8qxA/edit?usp=sharing
https://video.link/w/fbH6b
https://safeyoutube.net/w/dc2O
https://matchthememory.com/computermatch
https://drive.google.com/file/d/1dMaB4VBaeg-srtfPwyElDxvGuZfabS-4/view?usp=sharing
https://docs.google.com/presentation/d/1wBCdXneznB8X_809gQwHCkpXlzOcJ5mBZTuveFeyfEg/edit?usp=sharing
https://docs.google.com/presentation/d/1BEP9Q_0FQdqgiYhdkj4Ldjr3Kbfk-_xsobznYGlIRrw/edit?usp=sharing
https://docs.google.com/document/d/1L81ifVC9LwTjD0PLw6yCaCO35LuxyGTxnwt5vtMgYtY/edit?usp=sharing
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Marking Period 1 Critical Thinking & Problem Solving Grade(s) K - 2 

Unit Plan Title: Critical Thinking & Problem Solving 

Unit Overview 

K - Students will learn to program using commands like loops and events. The lessons featured in 

this course also teach students to meaningfully collaborate with others, investigate different 

problem-solving techniques, persist in the face of challenging tasks, and learn about internet safety. 

1 - Students learn more sophisticated unplugged activities and work through a greater variety of 

puzzles. Students will learn the basics of programming, collaboration techniques, investigation and 

critical thinking skills, persistence in the face of difficulty, and internet safety. 

2 - Students will create programs with sequencing, loops, and events. They will investigate 
problem-solving techniques and develop strategies for building positive communities both online 
and offline. By the end of the course, students will create interactive games that they can share. 

Essential Question(s) 

How is one considered safe in a new area? 

 

Enduring Understandings 

There are three rules for staying safe online that all students should know. 

Assessments 

Formative: journal entries, draw it out, exit tickets 

Summative:  Coding Project, code.org lesson quiz 

Lesson and Learning Goal/Pacing 

Lesson 1 
K –1: Learn to Drag & Drop  

2 – Move It, Move It 

*All lessons are 1 day. 

 
Lesson 2 

K – 1: Happy Maps 
2: Sequencing with Angry Birds  
*All lessons are 1 day. 

Lesson 3 
K – 1: Sequencing with Scratch 

2: Programming with Angry Birds 

*All lessons are 1 day. 

Lesson 4 
K – 1: Programming with Scratch 

2: - Programming with Harvester 

*All lessons are 1 day. 

 Lesson 1: 

 K – 1: Learn to Drag & Drop 

2: Move It, Move It 
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NJSLS K – 1: 8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems. ; 8.1.2.CS.3: Describe basic hardware and 

software problems using accurate terminology.  ; 8.1.2.AP.4: Break down a 

task into a sequence of steps 

2: 8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks ; 8.1.2.AP.4: Break down a task into a sequence of steps ; 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

Learning Objective K – 1: Recognize what is expected when students transition into the computer 
lab.; Use appropriate terminology when referring to a computer mouse, 
trackpad, or touchscreen. 
2: Define a list of steps (algorithm) to get a friend from their starting position 

to their goal ; Identify and fix errors in the execution of an algorithm ; 

Translate a list of steps into a series of physical actions 

Teacher/Student Materials K – 1: Lesson Plan  

2: Lesson Plan 

Additional Resources K – 1 : 20/20/20 rule ; Getting Started - Creating a class section ; Wiggles Go 

Noodle 

2: Move It, Move It Teacher Video ; Feeling Faces ;  Map Activity ; worksheet 

 Lesson 2: 

  K – 1 Happy Maps 

2: Sequencing with Angry Birds 

NJSLS K – 1: 8.1.2.AP.1: Model daily processes by creating and following algorithms 

to complete tasks 

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

https://studio.code.org/s/coursea-2023/lessons/2
https://studio.code.org/s/courseb-2023/lessons/2
http://www.anthro.com/blog/2013/10/how-to-prevent-eye-strain-with-the-20-20-20-rule#.WOU39BLyu35
https://www.youtube.com/watch?v=4Wugxc80fNU
https://app.gonoodle.com/channels/brainercise-with-mr-catman/shoulder-rock-n-roll
https://app.gonoodle.com/channels/brainercise-with-mr-catman/shoulder-rock-n-roll
http://youtu.be/aV4rqNUG-Jw?list=PL2DhNKNdmOtqBgWyF5kmy2oPh0U-Zfv2G
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit
https://docs.google.com/document/d/1xavPzpNq1GO7zzOzreES0Kl8FPcbjILFzfmORUqttcg/edit
https://docs.google.com/document/d/1eOrX6kpPKLzUD3GpvGy9XxupnMZJrtaeh2bfe0zOz64/edit


 

Page 23 of 248 

 Computer Literacy K-8 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

2: 8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks;  

8.1.2.AP.4: Break down a task into a sequence of steps;  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

Learning Objective K – 1: I can decode and run a program created by someone else; Identify and 

address bugs or errors in sequenced instructions; Translate an algorithm into a 

program 

2: I can experiment with standard block-based programming actions such as: 

clicking, drag and drop, etc.; Model proper computer lab behaviors 

 

Teacher/Student Materials K – 1: Lesson Plan 

2: Lesson Plan 

Additional Resources K – 1: Happy Maps video ; Happy Map Game Pieces ; Happy Map Cards ; 

Feeling Faces 

2:20/ 20/ 20 rule ; How to make a class section  ; Drag & Drop Practice ; Feeling 

Faces ; Map Activity ; Pair Programming Video ; Unplugged Blockly Blocks ; Go 

Noodle Video  : CS Fundamentals: Implementation and Planning Guide 

 

 Lesson 3: 

  K – 1: Sequencing with Scratch  

2: Programming with Angry Birds 

 

NJSLS K – 1: 8.1.2.AP.3: Create programs with sequences and simple loops to 

accomplish tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

https://studio.code.org/s/coursea-2023/lessons/3
https://studio.code.org/s/courseb-2023/lessons/3
https://youtu.be/hrnhiKAQ1_k
https://docs.google.com/document/d/19dHJCfmQNs3meKN3sTL91qsfmHYjZCYfbFq91J4fj3k/edit
https://docs.google.com/document/d/15uNhf_dISlr0ZT5j3sBu-z3I7v_v5Av9H5jsdLXhE8c/edit
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/view
http://www.anthro.com/blog/2013/10/how-to-prevent-eye-strain-with-the-20-20-20-rule#.WOU39BLyu35
https://youtu.be/4Wugxc80fNU
https://studio.code.org/s/jigsaw
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/document/d/1xavPzpNq1GO7zzOzreES0Kl8FPcbjILFzfmORUqttcg/edit
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://app.gonoodle.com/channels/brainercise-with-mr-catman/shoulder-rock-n-roll
https://app.gonoodle.com/channels/brainercise-with-mr-catman/shoulder-rock-n-roll
https://docs.google.com/document/d/1I04szlSMuDlFLH_pidEC-huk_-t6ig09pBSyMv1Z3pw/preview
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8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

2: 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information; 8.1.2.AP.4: Break down a 

task into a sequence of steps 

 

Learning Objective K – 1: I can experiment with standard block-based programming actions such 

as: clicking, drag and drop, etc.; Model proper computer lab behaviors 

2: I can build a computer program from a set of written instructions.; Construct 

a program by reorganizing sequential movements.; Translate movements into 

a series of commands. 

 

Teacher/Student Materials K – 1: Lesson Plan 

2: Lesson Plan 

Additional Resources 

 

 

 

 

 

K – 1: 20/20/20 rule ;  Wiggles Go Noodle ;  Pair Programming Student Video ; 

Unplugged Blockly Blocks 

2: Compass Rose ; Feeling Faces; Happy Map Game Pieces ; Move It, Move It 

Map Activity ; Pair Programming Student Video ; Unplugged Blockly Blocks 

 Lesson 4:  

 K – 1: Programming with Scratch 

2: - Programming with Harvester 

 

NJSLS K – 1: K – 1: 8.1.2. AP.2: Model the way programs store and manipulate data 

by using numbers or other symbols to represent information  

https://studio.code.org/s/coursea-2023/lessons/4
https://studio.code.org/s/courseb-2023/lessons/4
http://www.anthro.com/blog/2013/10/how-to-prevent-eye-strain-with-the-20-20-20-rule#.WOU39BLyu35
https://app.gonoodle.com/channels/brainercise-with-mr-catman/shoulder-rock-n-roll
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://docs.google.com/document/d/1ah3Alc68karxsADBVpCQkzlFAmqO6aTO9QUpZiIQ7BE/edit
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit
https://docs.google.com/document/d/19dHJCfmQNs3meKN3sTL91qsfmHYjZCYfbFq91J4fj3k/edit
https://docs.google.com/document/d/1xavPzpNq1GO7zzOzreES0Kl8FPcbjILFzfmORUqttcg/edit
https://docs.google.com/document/d/1xavPzpNq1GO7zzOzreES0Kl8FPcbjILFzfmORUqttcg/edit
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
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8.1.2. AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2. AP.4: Break down a task into a sequence of steps 

2: 8.1.2. AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information  

8.1.2. AP.4: Break down a task into a sequence of steps 

 

Learning Objective K – 1:  I can build a computer program from a set of written instructions 

• Choose appropriate debugging practices when solving problems 
• Construct a program by reorganizing sequential movements 

2: I can identify and locate bugs in a program.; Translate movements into a 

series of commands. 

 

Teacher / Student 

Materials 

K – 1: Lesson Plan 

2: Lesson Plan 

Additional Resources K – 1:  Debugging Video ; Feeling Faces ;  Pair Programming  

2: Feeling Faces ; Stevie and the Big Project  ; Unspotted Bugs   

 

 

 

 

 

 

 

 

 

 

 

 

https://studio.code.org/s/coursea-2023/lessons/5
https://studio.code.org/s/courseb-2022/lessons/5
https://videos.code.org/csf/debugging-k1-blocks.mp4
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://drive.google.com/file/d/0B-uvt08wYSQqTUFzaGxKSk45QkU/view
https://youtu.be/rah3DYlp5nQ
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 Lesson 5:  K – 1: Programming with Rey and BB-8 

2: Getting Loopy 

NJSLS K – 1: 8.1.2.AP.1: Model daily processes by creating and following algorithms 

to complete tasks 

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

2: 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

 

Learning Objective K – 1: I can recognize problems or "bugs" in a program and develop a plan to 

resolve the issues.; Sequence commands in a logical order. 

2: I can convert a series of multiple actions into a single loop.; Repeat actions 

initiated by the instructor.   Translate a picture program into a real-world 

dance. 

 

 

Teacher/Student Materials K – 1: Lesson Plan 

https://studio.code.org/s/coursea-2023/lessons/6
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2: Lesson Plan 

Additional Resources K – 1: Feeling Faces ;  Pair Programming ; 

2: For the teachers 

• Getting Loopy - Assessment Answer Key  

For the students 

• Getting Loopy - Unplugged Video (Download) 
• Getting Loopy - Worksheet  
• Getting Loopy - Assessment  

 

 Lesson 6:   

K – 1: Happy Loops 

2: Loops with Harvester 

NJSLS K – 1: 8.1.2.AP.1: Model daily processes by creating and following algorithms 

to complete tasks 

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

2: 8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks 

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

https://studio.code.org/s/courseb-2022/lessons/6
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/document/d/15YLSUX5TT6P9nRKW4tA0f9weEe0Qs4wV5Ylu08wzXFs/edit
https://youtu.be/JoKTqHCni0M
http://videos.code.org/2014/C1-getting-loopy.mp4
https://docs.google.com/document/d/1SwYDo6fwkEZRRGogPozWBXCLLncddDS5dLNFgRDe6VQ/edit
https://docs.google.com/document/d/1MG-vF7zU-abEPZ60bVcK4RhwZ4vfuknBfUkm-4tvoX8/edit
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8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

 

Learning Objective K – 1: I can construct a program using structures that repeat areas of code ; 

Improve existing code by finding areas of repetition and moving them into 

looping structures 

2: I can break down a long sequence of instructions into the smallest 

repeatable sequence possible. 

• Create a program for a given task which loops a sequence of 
commands. 

• Employ a combination of sequential and looped commands to reach 
the end of a maze. 

• Identify the benefits of using a loop structure instead of manual 
repetition 

Teacher/ Student 

Materials 

K – 1: Lesson Plan  

2: Lesson Plan 

Additional Resources K – 1: Feeling Faces ; Happy Map Cards ; Happy Map Game Pieces ; Happy Map 

Game Pieces Bonus Pack ; Pair-Programming Video ; Unplugged Blockly Blocks 

2: For the teachers 

• CS Fundamentals Main Activity Tips - Lesson Recommendations  

For the students 

• Feeling Faces Emotion Image - Resource  
• Unplugged Blockly Blocks (Grades K-1) - Manipulatives 

 

 Lesson 7:   

K – 1: Loops with Scrat 

2: Loops with Laurel 

NJSLS K – 1: 8.1.2.AP.2: Model the way programs store and manipulate data by 

using numbers or other symbols to represent information 

https://studio.code.org/s/coursea-2023/lessons/8
https://studio.code.org/s/courseb-2022/lessons/7
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/document/d/15uNhf_dISlr0ZT5j3sBu-z3I7v_v5Av9H5jsdLXhE8c/edit
https://docs.google.com/document/d/19dHJCfmQNs3meKN3sTL91qsfmHYjZCYfbFq91J4fj3k/edit
https://docs.google.com/document/d/14qEVzSR7pr0slqkRn2WM8XxVyeDhdmfhtsmTrERCTNs/edit
https://docs.google.com/document/d/14qEVzSR7pr0slqkRn2WM8XxVyeDhdmfhtsmTrERCTNs/edit
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
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8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

2: 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

 

Learning Objective K – 1: I can construct a program using structures that repeat areas of code; 

Improve existing code by finding areas of repetition and moving them into 

looping structures 

2: I can break down a long sequence of instructions into the smallest 

repeatable sequence possible. 

Identify the benefits of using a loop structure instead of manual repetition. 

 

 

Teacher/ Student 

Materials 

K – 1: Lesson Plan 

2: Lesson Plan 

https://studio.code.org/s/coursea-2023/lessons/8
https://studio.code.org/s/courseb-2022/lessons/8
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Additional Resources K – 1: Feeling Faces ; Happy Map Cards ; Happy Map Game Pieces ; Happy Map 

Game Pieces Bonus Pack ; Pair-Programming Video ; Unplugged Blockly Blocks 

; Reflection Journals 

2: CS Fundamentals Main Activity Tips - Lesson Recommendations  

Feeling Faces Emotion Image - Resource 

 

 Lesson 8: 

  K – 1: Loops with Laurel 

2: Drawing Gardens with Loops 

 

NJSLS K – 1: 8.1.2.AP.2: Model the way programs store and manipulate data by 

using numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

2: 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

 

https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/document/d/15uNhf_dISlr0ZT5j3sBu-z3I7v_v5Av9H5jsdLXhE8c/edit
https://docs.google.com/document/d/19dHJCfmQNs3meKN3sTL91qsfmHYjZCYfbFq91J4fj3k/edit
https://docs.google.com/document/d/14qEVzSR7pr0slqkRn2WM8XxVyeDhdmfhtsmTrERCTNs/edit
https://docs.google.com/document/d/14qEVzSR7pr0slqkRn2WM8XxVyeDhdmfhtsmTrERCTNs/edit
https://www.youtube.com/watch?v=vgkahOzFH2Q
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit


 

Page 31 of 248 

 Computer Literacy K-8 

 

Learning Objective K – 1: I can break down a long sequence of instructions into the smallest 

repeatable sequence possible. Identify the benefits of using a loop structure 

instead of manual repetition 

2: I can count the number of times an action should be repeated and represent 

it as a loop. 

• Create a program that draws complex shapes by repeating simple 
sequences. 

• Decompose a shape into its largest repeatable sequence. 

 

Teacher/ Student 

Materials 

K- 1: Lesson Plan 

2: Lesson Plan 

Additional Resources K – 1: CSF Lesson Recommendations ; Feeling Faces ;     Unplugged Blockly 

Blocks 

2: CS Fundamentals Main Activity Tips - Lesson Recommendations  

• Pause and Think Online - Video 
• Feeling Faces Emotion Image - Resource 

 

 Lesson 9: 

  K – 1: Ocean Scene with Loops 

2: The Right App 

NJSLS K – 1:  8.1.2.AP.2: Model the way programs store and manipulate data by 

using numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

https://studio.code.org/s/coursea-2023/lessons/9
https://studio.code.org/s/courseb-2022/lessons/9
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://www.youtube.com/watch?v=rgbZAWnOWOo
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/edit
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Learning Objective K – 1: I can count the number of times an action should be repeated and 

represent it as a loop. 

• Create a program that draws complex shapes by repeating simple 
sequences. 

• Decompose a shape into its largest repeatable sequence. 
 
2: I can apply empathy and creativity to design technology for others. 

• List several different examples of smartphone apps. 
• Recommend technology to others based on their unique needs. 

 

Teacher/ Student 

Materials 

K – 1: Lesson Plan  

2: Lesson Plan 

Additional Resources K – 1:CSF  Lesson Recommendations ; Pause & Think Online Video ; Feeling 

Faces 

2: The Right App Scenarios - Slide Deck 

 

 

 

 

 Lesson 10: 

 K – 2: The Big Event Jr. 

 

NJSLS K – 2: 8.1.2.AP.2: Model the way programs store and manipulate data by 

using numbers or other symbols to represent information; 8.1.2.AP.4: Break 

down a task into a sequence of steps 

 

 

Learning Objective K – 2: I can practice differentiating pre-defined actions and event-driven ones. 

• Recognize the actions of the teacher as signals to initiate commands. 
• Repeat commands given by an instructor. 

 

https://studio.code.org/s/coursea-2023/lessons/10
https://studio.code.org/s/courseb-2022/lessons/10
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://www.youtube.com/watch?v=rgbZAWnOWOo
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/presentation/d/1WzO71WwSTbn2XhkWjG3tvD7vnQbsCSb58rhSBpurQjw/edit#slide=id.g45fb8e6318_0_0
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Teacher/ Student 

Materials 

K – 2:Lesson Plan 

 

Additional Resources K – 2: For the teachers 

• The Big Event - Assessment Answer Key  

For the students 

• Feeling Faces - Emotion Images  
• The Big Event (Download) 
• The Big Event - Assessment  

• The Big Event (Courses A, B) - Controller Image 

 

 Lesson 11:  

 K - 1: Mini-Project: On the Move with Play Lab 

2 – Mini-Project: A Royal Battle with Events 

NJSLS K – 1: 8.1.2. AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information; 8.1.2.AP.4: Break down a 

task into a sequence of steps 

2: 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information; 8.1.2.AP.4: Break down a 

task into a sequence of steps 

Learning Objective K – 1: I can create an animated, interactive story using sequence and event-

handlers. 

• Identify actions that correlate to input events. 
• Share a creative artifact with other students. 

 

2: I can create an animated, interactive story using sequences and event-
handlers. 

• Identify actions that correlate to input events. 
• Share a creative artifact with other students. 

 

Teacher/ Student 

Materials 

K – 1: Lesson Plan 

2: Lesson Plan 

https://studio.code.org/s/coursea-2023/lessons/11
https://docs.google.com/document/d/1VU2rC918ZY6DM2hunN6FsiDUW6Q1vEqyiJAPWQ6aoX8/edit
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://www.youtube.com/watch?v=XoApWo-IrI4
https://s3.amazonaws.com/videos.code.org/csf/the-big-event.mp4
https://docs.google.com/document/d/1lzVlB8JzpMLLGVumwVL8ybsBX42eFCSSucrZ19-N9Tw/edit
https://docs.google.com/document/d/1A9yAObCTJwHsIKtaBZY8KaGwgbxbfolpbIpeJfZRgvs/edit
https://studio.code.org/s/coursea-2023/lessons/12
https://studio.code.org/s/courseb-2022/lessons/12
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Additional Resources K – 1: CS Fundamentals Main Activity Tips ; CSF Lesson Recommendations ; 

Pause & Think Online Video ; Feeling Faces ; The Big Event (Courses A, B) 

Controller Image;    Unplugged Blockly Blocks 

2: For the teachers 

• CS Fundamentals Main Activity Tips - Lesson Recommendations  
• Pause and Think Online - Video 

For the students 

• The Big Event (Courses A, B) - Controller Image  
• Unplugged Blockly Blocks (Grades K-1) - Manipulatives 

 

 Lesson 12:  

K-1: End of Course Project 

2: End of Course Project 

NJSLS K – 1: 8.1.2.AP.3: Create programs with sequences and simple loops to 

accomplish tasks 

9.4.2. CT.2: Identify possible approaches and resources to execute a plan 

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., 

inductive, deductive) 

 

2: 8.1.2.AP.3: Create programs with sequences and simple loops to 

accomplish tasks 

9.4.2. CT.2: Identify possible approaches and resources to execute a plan 

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., 

inductive, deductive) 

 

Learning Objective K – 1: I can apply computer science concepts in an open-ended project. 

• Overcome obstacles such as time constraints or bugs. 

2: I can apply computer science concepts in an open-ended project. 

• Overcome obstacles such as time constraints or bugs. 

 

https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://www.youtube.com/watch?v=rgbZAWnOWOo
https://docs.google.com/document/d/1qdt7Y-wVkqFas_TkNO4iITz2K-LEmEVWDWLM50NNAOs/
https://docs.google.com/document/d/1A9yAObCTJwHsIKtaBZY8KaGwgbxbfolpbIpeJfZRgvs/edit
https://docs.google.com/document/d/1A9yAObCTJwHsIKtaBZY8KaGwgbxbfolpbIpeJfZRgvs/edit
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
https://docs.google.com/document/d/1N3aiitOxz_cut1AQn90g1nYJouKT5dC_4m1M0KFNzP8/edit?usp=sharing
https://www.youtube.com/watch?v=rgbZAWnOWOo
https://docs.google.com/document/d/1A9yAObCTJwHsIKtaBZY8KaGwgbxbfolpbIpeJfZRgvs/edit
https://docs.google.com/presentation/d/1PoSQZUCUj6yw6g1yZImaHu5Gn4Gdok0iDmrrmXInavQ/edit
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Teacher/ Student 

Materials 

K – 1: Lesson Plan 

2: Lesson Plan 

Additional Resources K – 1:Artist Project Planning Guide 

2: For the teachers 

• Play Lab Project Planning Guide - Answer Key  

For the students 

• Play Lab Project Planning Guide - Handout 

 

 Lesson 13:  

K-1: End of Course Project 

2: End of Course Project 

 

NJSLS K – 1: 8.1.2.AP.3: Create programs with sequences and simple loops to 

accomplish tasks 

9.4.2. CT.1: Gather information about an issue, such as climate change, and 

collaboratively brainstorm ways to solve the problem 

9.4.2. CT.2: Identify possible approaches and resources to execute a plan 

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., 

inductive, deductive) 

2: 8.1.2.AP.3: Create programs with sequences and simple loops to 

accomplish tasks 

9.4.2. CT.2: Identify possible approaches and resources to execute a plan 

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., 

inductive, deductive) 

 

Learning Objective K – 1: I can apply computer science concepts in an open-ended project. 

• Overcome obstacles such as time constraints or bugs. 

2: I can apply computer science concepts in an open-ended project. 

• Overcome obstacles such as time constraints or bugs. 

 

https://studio.code.org/s/coursea-2023/lessons/13
https://studio.code.org/s/courseb-2022/lessons/13
https://docs.google.com/document/d/13AiHjPrDE3DFnwH3qKnty6M3PbHsZcd-0YoZz4ZmC3E/template/preview
https://docs.google.com/document/d/1CK-fZ7le7tv6mIR9hZ8MHmaSSkI2uFfyH3W_DFfew2c/template/preview
https://docs.google.com/document/d/1XiBMkmdQtaCYcaQsGnoY32tGimfiGgBEwenuAadEqT8/template/preview
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Teacher/ Student 

Materials 

K – 1: Lesson Plan ;  

2: Lesson Plan 

Additional Resources K – 1: Artist Project Planning Guide 

2: For the teachers 

• Play Lab Project Planning Guide - Answer Key  

For the students 

• Play Lab Project Planning Guide - Handout 

 

 

  

https://studio.code.org/s/coursea-2023/lessons/13
https://studio.code.org/s/courseb-2022/lessons/13
https://docs.google.com/document/d/13AiHjPrDE3DFnwH3qKnty6M3PbHsZcd-0YoZz4ZmC3E/template/preview
https://docs.google.com/document/d/1CK-fZ7le7tv6mIR9hZ8MHmaSSkI2uFfyH3W_DFfew2c/template/preview
https://docs.google.com/document/d/1XiBMkmdQtaCYcaQsGnoY32tGimfiGgBEwenuAadEqT8/template/preview
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Marking Period 1 Creativity & Innovation Grade(s) K - 2 

Unit Plan Title: Creativity & Innovation 

Unit Overview 

Students will learn the basics of programming with simple code and debugging skills by building programs 

and fixing errors.  They will be able to apply the concepts and skills they learned to program a bot to 

complete a challenge 

Essential Question(s) 

What is hardware?  

What is Evo and how is Evo identified in programming?  

Can you find and label Evo's gears, battery, and wheels?  

Can you find Evo's speaker?  

Can you find the motherboard and the BLE antenna on the motherboard?  

What do you think a motherboard does?   

How can we change the speed of a robot?   

Why would we want to alter speed?  

Enduring Understandings 

Students gain experience with basic coding, loops and debugging.  Their problem-solving skills will sharpen 

as they trouble shoot and design programs that they test with their bots. 

Assessments 

Formative: Journal writing, handouts, drawings, write with a partner  

Summative: project, lesson quizzes, tests 

Lesson and Learning Goal/Pacing 

Lesson 1 
K – 2: Introduction to Ozobot: Get to Know Evo 

*All lessons are 1 day. 

 
Lesson 2 

K - 2: Introduction to Color Codes 01: Basic Training 
*All lessons are 1 day. 

Lesson 3 
K – 2: Introduction to Color Codes 02: Speed 

*All lessons are 1 day. 

Lesson 4 
K – 2: Introduction to Color Codes 03: Special Moves and Win 

*All lessons are 1 day. 

 Lesson 1:  K – 2: Introduction to Ozobot: Get to Know Evo 

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems. 
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8.1.2.CS.3: Describe basic hardware and software problems using accurate 

terminology. 

 

Learning Objective I can identify and label the hardware components of Ozobot Evo. 

Teacher / Student 

Materials 

Lesson Plan ; Activity Sheets  

Additional Resources video ; solution ; Direct Instruction Summary  

 

 Lesson 2:   K - 2: Introduction to Color Codes 01: Basic Training 

 

NJSLS 8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

Learning Objective I can demonstrate turning Ozobot on/off 

I can demonstrate calibrating Ozobot. 

I can program Ozobot by drawing lines and Color Codes.  

I can define what a Color Code is and explain how it is used. 

Teacher/ Student 

Materials 

Lesson Plan ; Activity Sheets 

Additional Resources Video ; Solution ; Direct Instruction Summary 

 Lesson 3:  K – 2  

Introduction to Color Codes 02: Speed 

NJSLS 8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

https://stg-files.ozobot.com/lessons/null/introductiontoozobotgettoknowevo.HWhe2fDTQi6PDnK7hT3axwSF.pdf
https://stg-files.ozobot.com/lessons/null/introductiontoozobotgettoknowevo-student.94Oqy2zaQ8ifAJXCEmnAJQSE.pdf
https://classroom.ozobot.com/lessons/lnHsHKD0kXTgueqAiT7Pg7jQT3/public
https://stg-files.ozobot.com/lessons/null/solution-ozobot-get-to-know-evo.PGT2c8FdR7KcaZi6bXFH8wDL.pdf
https://stg-files.ozobot.com/lessons/null/Instruction-Summary-Intro-to-Ozobot-Get-to-Know-Evo.XbtCESujRQ6oXalNxCuVggyw.pdf
https://stg-files.ozobot.com/lessons/0ce11dcf-b4d0-454b-acba-e548aea028d9/introductiontocolorcodes01basictraining.P0r0HfKJR3iGtq1fC1cKVQn4.pdf
https://stg-files.ozobot.com/lessons/0ce11dcf-b4d0-454b-acba-e548aea028d9/introductiontocolorcodes01basictraining-student.geFUEIvHTSa9hFtqQ1jYPQmB.pdf
https://classroom.ozobot.com/lessons/lnq1oGHjt9QgqluYp0AUlIWAyU/public
https://stg-files.ozobot.com/lessons/0ce11dcf-b4d0-454b-acba-e548aea028d9/solution-ozobot-grades-2-12-intro-to-color-codes-01-basic-training.79EEHS65SKkXk0D8TohC0gyx.pdf
https://stg-files.ozobot.com/lessons/0ce11dcf-b4d0-454b-acba-e548aea028d9/Instruction-Summary-Intro-to-CC-01-Basic-Training.YWT4RRvkT4qjtNsfk6DJ7whY.pdf
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8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

Learning Objective I can draw Color Codes to program their bot to move at different speeds.  

I can observe how their bot changes speed after it follows a Color Code.  

I can connect the input of a sequence of color with the output of a speed. 

Teacher/Student Materials Lesson Plan ; Activity Sheets 

Additional Resources video ; solution ; Direct Instruction Summary 

 Lesson 4:   

K – 2:  Introduction to Color Codes 03: Special Moves and Win 

 

NJSLS 8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

 

Learning Objective I can draw Color Codes to program their bot to move in different ways.  

I can observe how their bot changes the way it moves after it follows a Color 

Code.  

I can connect the input of a sequence of color with the output of a special 

move. 

Teacher / Student 

Materials 

Lesson Plans ; Activity Sheets 

Additional Resources video ; solution ; Direct Instruction Summary 

https://classroom.ozobot.com/lessons/lnZNbeaif6Q4Sjk81t61qsRw9e
https://stg-files.ozobot.com/lessons/1e026e7c-96a9-43db-bd0c-a750dc98af4d/introductiontocolorcodes02speed-student.tsYME0bMRxymIJj9Vkklag0N.pdf
https://classroom.ozobot.com/lessons/lnZNbeaif6Q4Sjk81t61qsRw9e/public
https://stg-files.ozobot.com/lessons/1e026e7c-96a9-43db-bd0c-a750dc98af4d/solution-ozobot-grades-2-12-intro-to-color-codes-02-speed.WKuqF8yRTPdTnMEY0CbbugCu.pdf
https://stg-files.ozobot.com/lessons/1e026e7c-96a9-43db-bd0c-a750dc98af4d/Instruction-Summary-Intro-to-CC-02-Speed.CmfNIfsfSbKinwtd04YuoAbz.pdf
https://stg-files.ozobot.com/lessons/b562abec-134c-4cb4-a0d0-68d7583089ff/introductiontocolorcodes03specialmovesandwin.LVWkVd5SQmuWh7TNaGPrVAN5.pdf
https://stg-files.ozobot.com/lessons/b562abec-134c-4cb4-a0d0-68d7583089ff/introductiontocolorcodes03specialmovesandwin-student.3mNePBSyQVmTcyqyjFELTwZJ.pdf
https://classroom.ozobot.com/lessons/ln1axNXxHhStSww1on3JmEggK3/public
https://stg-files.ozobot.com/lessons/b562abec-134c-4cb4-a0d0-68d7583089ff/solution-ozobot-grades-2-12-intro-to-color-codes-03-special-moves-and-win.f3NqKhOMSBK3qoDk1s6uVAHz.pdf
https://stg-files.ozobot.com/lessons/b562abec-134c-4cb4-a0d0-68d7583089ff/Instruction-Summary-Intro-to-CC-03-Special-Moves-and-Win.Puo8MwTuToWTuvRvjo0uywYO.pdf
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 Lesson 5: 

 K –2   

Introduction to Color Codes 04: Direction 

 

NJSLS 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

 

Learning Objective I can program my Ozobot to turn a specifc direction at an intersection. 

I can program my Ozobot to u-turn at a line end or in the middle of a line. 

I can be able to identify the direction their Ozobot is traveling in relationship to 

the code they use to turn a certain direction at an intersection. 

Teacher / Student 

Materials 

Lesson Plan ; Activity Sheet 

Additional Resources video ; solution ; direct instruction summary 

 Lesson 6:  k – 2 Introduction to Color Codes 05: Skills Check 1 (Grades K-2) 

 

 

NJSLS 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

 

Learning Objective I can read a sentence to determine the direction their bot should travel on a 

pathway and the action their bot should demonstrate. 

I can draw Color Codes to program their bot to move in a specific direction.  

https://stg-files.ozobot.com/lessons/db422ea0-b5e0-435a-8295-da15aabf3360/introductiontocolorcodes04direction.84Tb2ZBgSmeEsCr2DYdsGgs5.pdf
https://stg-files.ozobot.com/lessons/db422ea0-b5e0-435a-8295-da15aabf3360/introductiontocolorcodes04direction-student.C7xXWncxTnyeSx4b69WngA69.pdf
https://classroom.ozobot.com/lessons/lnvoqSQhVWQf2rDqaBxMeJzg62/public
https://stg-files.ozobot.com/lessons/db422ea0-b5e0-435a-8295-da15aabf3360/solution-ozobot-grades-2-12-intro-to-color-codes-04-direction.RyaAUlRhQgWldJ43MUZNQgNt.pdf
https://stg-files.ozobot.com/lessons/db422ea0-b5e0-435a-8295-da15aabf3360/Instruction-Summary-Intro-to-CC-04-Direction.QIUIJMRuRvOSuLk4cDZW3QS8.pdf
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I can draw Color Codes to program their bot to move at a set speed or to 

perform a special move. 

Teacher / Student 

Materials 

Lesson Plan ; Activity Sheet 

Additional Resources video ; solution ; Direct Instruction Summary 

 

 Lesson 7:  K – 2 Introduction to Color Codes 06: Timers 

 

NJSLS 8.1.2.AP.5: Describe a program’s sequence of events, goals, and 

expected outcomes 

 

 

Learning Objective I can draw Color Codes to program their bot to run for 30 seconds and then 

stop.  

I can draw Color Codes to program their bot to stop for 3 second intervals.  

I can observe how speed and time are related when programming their bot to 

complete a task. 

Teacher / Student 

Materials 

Lesson Plan ; Activity Sheet 

Additional Resources video ; solution ; Direct Instruction Summary  

 Lesson 8:  K- 2 Introduction to Color Codes 07: Line Switch 

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

 

https://stg-files.ozobot.com/lessons/245bacea-96bf-442e-8aad-f5b320d97dd8/introductiontocolorcodes05skillscheck1gradesk2.Ii2c1dIDSreTp0gbrdWFTANq.pdf
https://stg-files.ozobot.com/lessons/245bacea-96bf-442e-8aad-f5b320d97dd8/introductiontocolorcodes05skillscheck1gradesk2-student.VqE8fu78QwOwBsfTc24MCQht.pdf
https://classroom.ozobot.com/lessons/lnt5RmShnoQnCo6RjZFSGiVAlc/public
https://stg-files.ozobot.com/lessons/245bacea-96bf-442e-8aad-f5b320d97dd8/solution-ozobot-K-2-grades-intro-to-color-codes-05-skills-check.aNgRkRLqQDejEj9H7DbVPAdp.pdf
https://stg-files.ozobot.com/lessons/245bacea-96bf-442e-8aad-f5b320d97dd8/Instruction-Summary-Intro-to-CC-05-Skills-Check-1-Gr-K-2-Google-Docs.OKb7aaqcRVu33pbv6iYuiQzQ.pdf
https://stg-files.ozobot.com/lessons/297b9458-04ce-48f7-8907-3039f857c42a/introductiontocolorcodes06timers.jegve5EPTGKvy98enGDuZwzu.pdf
https://stg-files.ozobot.com/lessons/297b9458-04ce-48f7-8907-3039f857c42a/introductiontocolorcodes06timers-student.lLmuSkpQRsakg7Nelb66vAXg.pdf
https://classroom.ozobot.com/lessons/lnT3Wts94xTtqokHA8jdAGgAAE/public
https://stg-files.ozobot.com/lessons/297b9458-04ce-48f7-8907-3039f857c42a/solution-ozobot-grades-2-12-intro-to-color-codes-06-timers.tp0Ba0ryQcOA598XNxl5FwNx.pdf
https://stg-files.ozobot.com/lessons/297b9458-04ce-48f7-8907-3039f857c42a/Instruction-Summary-Intro-to-CC-06-Timers-Google-Docs.mOtojGhLSACB4OVwemizXA8p.pdf
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Learning Objective I can draw Color Codes to program their bot to turn left at a line end and move 

until it senses another line.  

I can draw Color Codes to program their bot to move straight at a line end and 

move until senses another line. 

I can draw Color Codes to program their bot to turn right at a line end and 

move until it senses another line. 

Teacher / Student 

Materials 

Lesson Plan ; Activity Sheets 

Additional Resources video ; line switch blank template ; solution ; Direct Instruction Summary 

 

 Lesson 9:  K – 2 Introduction to Color Codes 09: Skills Check 2 

 

NJSLS 8.1.2.AP.3: Create programs with sequences and simple loops to 

accomplish tasks 

 

Learning Objective I can draw Color Codes to program their bot to run following a 30-second 

timer.  

I can draw Color Codes to program their bot to switch lines to move onto a set 

path.  

I can collect data to track the activity completed by their bot in 30 seconds. 

Teacher / Student 

Materials 

Lesson Plan ; Activity Sheet 

Additional Resources video ; solution ; Direct Instruction Summary 

 Lesson 10:   

K- 1 Introduction to Ozobot Blockly 01: Basic Training   

2: Landform Adventure Race 

https://stg-files.ozobot.com/lessons/97906da2-e281-4017-ba74-361a95e65803/introductiontocolorcodes07lineswitch.eEed1z1hRAqwCasH6bmETwM9.pdf
https://stg-files.ozobot.com/lessons/97906da2-e281-4017-ba74-361a95e65803/introductiontocolorcodes07lineswitch-student.kfqZIcVST06hjqipqU24agtN.pdf
https://classroom.ozobot.com/lessons/lnVwy8qAVyS9GFRPK2vLucUwbV/public
https://stg-files.ozobot.com/lessons/97906da2-e281-4017-ba74-361a95e65803/ozobot-grades-2-12-intro-to-color-codes-07-line-switch-blank-template.Qaxkf1hYRCR4zIkMy2nmngXZ.pdf
https://stg-files.ozobot.com/lessons/97906da2-e281-4017-ba74-361a95e65803/solution-ozobot-grades-2-12-intro-to-color-codes-07-line-switch.1bUqxGBqTD6whU96C3UTmQYG.pdf
https://stg-files.ozobot.com/lessons/97906da2-e281-4017-ba74-361a95e65803/solution-ozobot-grades-2-12-intro-to-color-codes-07-line-switch.1bUqxGBqTD6whU96C3UTmQYG.pdf
https://stg-files.ozobot.com/lessons/7edb9ba2-591d-4f92-9378-0d6d28309cf3/introductiontocolorcodes09skillscheck2gradesk2.CyLlZRqJTZKnw1ODtxHVlwEE.pdf
https://stg-files.ozobot.com/lessons/7edb9ba2-591d-4f92-9378-0d6d28309cf3/introductiontocolorcodes09skillscheck2gradesk2-student.enhOkF8gS2iWwDeAGLgAGAfH.pdf
https://watch.cloudflarestream.com/bbc1c8d1e992b0e48875c532088b450b
https://stg-files.ozobot.com/lessons/7edb9ba2-591d-4f92-9378-0d6d28309cf3/solution-ozobot-K-2-grades-intro-to-color-codes-09-skills-check.nMAKbVGrTB6MBnZtujfXKwz5.pdf
https://stg-files.ozobot.com/lessons/7edb9ba2-591d-4f92-9378-0d6d28309cf3/Instruction-Summary-Intro-to-CC-09-Skills-Check-2-Gr-K-2.rcxi2mOJSIeTzXJfdpLwfARB.pdf
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NJSLS 8.1.2.CS.1: 

K – 1  Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 8.1.2.AP.3: 

Create programs with sequences and simple loops to accomplish tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

 

2: 9.4.2. CT.1: Gather information about an issue, such as climate change, and 

collaboratively brainstorm ways to solve the problem 

9.4.2. CT.2: Identify possible approaches and resources to execute a plan.  

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

Learning Objective K - 1:  

I can build programs in Ozobot Blockly using blocks from the categories of 

Movement, Light Effects, Wait, and Sounds.  

I can navigate through and select a level in Ozobot Blockly.  

I can identify the delete, duplicate, undo, and redo icons in Ozobot Blockly. 

2: 

I can use context clues to identify different landforms.  

I can cut and paste pictures of landforms to show a set sequence. 

I can use Color Codes to program the Ozobot to complete the race in less than 

30 seconds. 

Teacher / Student 

Materials 

K –1: Lesson Plan ; Activity Sheets ;  Blockly Editor 

2: Lesson Plan ; Activity Sheets 

Additional Resources K – 1: video ; Direct Instruction Summary ; Solution 

2: video ; solution ;  

 

https://stg-files.ozobot.com/lessons/482fe12c-c877-4177-b122-bc23fcc4c6d9/introductiontoozobotblockly01basictraininggradesk1.TLJEzUO0SNicexOcrYdywQZ6.pdf
https://stg-files.ozobot.com/lessons/482fe12c-c877-4177-b122-bc23fcc4c6d9/introductiontoozobotblockly01basictraininggradesk1-student.409GC2QiTXOT6n4nju8jkAPn.pdf
https://ozoblockly.com/editor
https://stg-files.ozobot.com/lessons/dc44f57f-10fa-4be0-a1a2-b17d84b56cea/landformadventurerace.AzvXpMv1Q3eULHrqkR0a0AiL.pdf
https://stg-files.ozobot.com/lessons/dc44f57f-10fa-4be0-a1a2-b17d84b56cea/landformadventurerace-student.cE70axZGS8KiQrA6qip2XgBQ.pdf
https://watch.cloudflarestream.com/1e5b8e0f2d46bcd751513ec6a6635c62
https://stg-fles.ozobot.com/lessons/482fe12c-c877-4177-b122-bc23fcc4c6d9/Basic-Training-Student-Instructions.w0NyLRd8QemRLzZdXpy9mwIO.pdf
https://stg-files.ozobot.com/lessons/7edb9ba2-591d-4f92-9378-0d6d28309cf3/solution-ozobot-K-2-grades-intro-to-color-codes-09-skills-check.nMAKbVGrTB6MBnZtujfXKwz5.pdf
https://youtu.be/HkcECZR2fco
https://stg-files.ozobot.com/lessons/dc44f57f-10fa-4be0-a1a2-b17d84b56cea/Solution-ozobot-2gr-steam-landform-adventure-race.iTR1NYDDTHiGMQvqw218wgwG.pdf
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Marking Period 1 Information and Media Literacy Grade(s) K - 2 

Unit Plan Title: Information and Media Literacy 

Unit Overview 

Students will gain knowledge of taking care of their devices, school devices and how to get around Google 

Suite. 

Essential Question(s) 

Why is it important to take care of our devices?   

Why do we log in and out?  

How do we protect our passwords on school devices?   

What is a google doc?   How do you create a doc?   

What kinds of things can you put on a doc?  

Enduring Understandings 

Students will learn creation tools in Google Suite, how to protect their passwords on school devices, and 

how to care for them.  

Assessments 

Formative: journal entries, exit tickets, drawings,  

Summative:  docs created, lesson quiz/ test, Google Doc Project  

Lesson and Learning Goal/Pacing 

Lesson 1 
Google – log in/ out  (1 day) 

Taking care of your device and information 

 
Lesson 2 

   

Lesson 2:  Getting around Google Classroom (1 day) 

-how to join a class, assignments, grades 

Lesson 3 
Lesson 3:  K- 2 (2 days) 

Google Docs – how to create a doc, change fonts, colors, sizes of text and 

share doc in Google Classroom 

 

Lesson 4 
Lesson 4:  Google Doc – formatting (1 day) 

 

 Lesson 1:  K – 2  

Google – log in/ out  

Taking care of your device and information 
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NJSLS 8.1.2.NI.3: Create a password that secures access to a device. Explain why it 

is important to create unique passwords that are not shared with others  

8.1.2.NI.4: Explain why access to devices need to be secured  

 

 

Learning Objective I can explain how to care for my device and how to log in and out of google. 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup  

Additional Resources taking care of your devices 

 Lesson 2:  Getting around Google Classroom  

-how to join a class, assignments, grades 

NJSLS 8.1.2.NI.3: Create a password that secures access to a device. Explain why it 

is important to create unique passwords that are not shared with others  

8.1.2.NI.4: Explain why access to devices need to be secured 

 

Learning Objective I can demonstrate how to join a google class, find assignments, and turn in 

assignments to receive a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup; video 

Additional Resources -once students have joined a classroom, assign ongoing keyboarding lessons; 

model how to complete lessons and turn in for a grade in Google Classroom 

 Lesson 3:  K- 2 

Google Docs – how to create a doc, change fonts, colors, sizes of text and 

turn in doc in Google Classroom 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can demonstrate how to create a doc from google classroom, how to write 

on doc, change fonts, colors, and sizes of text and turn in doc for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

https://youtu.be/iZbvKhEhmkg
https://www.youtube.com/watch?v=u4ipjMYMYik&list=PLGSmqAFzqiEkbWdHMRf7uMbKCjfW9kHc9&index=3&pp=iAQB
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Additional Resources Google Doc Video 

 Lesson 4:  Google Doc – formatting 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can demonstrate how to format a doc and table using Google Docs 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

Additional Resources Formatting video 

 

 Lesson 5:  Google Doc 

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can demonstrate how to insert images into a Google Doc 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Inserting Images 

 

 Lesson 6:  Google Slides  

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can demonstrate how to create a slide presentation 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

https://www.youtube.com/watch?v=478TDzL1b3E
https://www.youtube.com/watch?v=jvV5SS6rP4o
https://www.youtube.com/watch?v=rd4Um5Ceywk
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Additional Resources Google Slides Video 

 

 Lesson 7:  Google Slides – Adding Style  

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

Learning Objective I can demonstrate how to add their own style to a google slide presentation  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Style 

 

 Lesson 8:  Project Teacher Choice  

 

NJSLS 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

Learning Objective I can create a doc or google slide presentation All About Me.  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Animation  

 
 
 
 
 

https://www.youtube.com/watch?v=lfpneIqnXTE
https://www.youtube.com/watch?v=E4Gl5Cq2siA
https://www.youtube.com/watch?v=eyQk-UF8f_s
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Marking Period 2 Digital Citizenship Grade(s) K - 2 

Unit Plan Title: Digital Citizenship 

Unit Overview 

Students go beyond screen time to explore the impact their digital lives can have on their wellbeing and 

relationships while learning to balance media in their everyday lives. 

Essential Question(s) 

How do you stay safe online? 

What footprints are you leaving online?  

How are we all part of an online community? 

How can you give credit for other people's work? 

Enduring Understandings 

K – 1: In each introductory digital citizenship lesson, students meet, one of the six Digital Citizen characters!  

Guts explores what it means to be safe on the internet, sharing three simple rules for doing so. 

Feet explores the meaning of digital footprints and why it's important to watch where we "step," being 

careful about what we share. 

Heart explains the importance of being kind, and shares ways to show kindness to others, both online and 

in person 

Legs shares why it's important to stand up for the people we care about, explaining how we can do that 

online and in person. 

2: We are all connected on the internet! By learning the Rings of Responsibility, students explore how the 

internet connects us to people in our community and throughout the world. Help your students think 

critically about the different ways they connect with others, both in person and online. The internet is filled 

with all kinds of interesting people, but sometimes, some of them can be mean to each other. With this role 

play, help your students understand why it's often easier to be mean online than in person, and how to deal 

with online meanness when they see it. With so much information at our fingertips, students learn what it 

means to "give credit" when using content they find online. Taking on the role of a detective, students learn 

why it's important to give credit and the right ways to do it when they use words, images, or ideas that 

belong to others. 

Assessments 

Formative:  journal entries, exit tickets, drawings 

Summative:  lesson quizzes, test 

Lesson and Learning Goal/Pacing 

Lesson 1 
K – 1: Meet Guts of the Digital Citizens (1 day) 

2: That’ s Private (1 day) 

 
Lesson 2 

K – 1: Meet Feet of the Digital Citizens! (1 day) 
2: Who Is in Your Online Community?  (1 day) 

 



 

Page 49 of 248 

 Computer Literacy K-8 

Lesson 3 
K – 1: Meet Heart of the Digital Citizens (1 day) 

2: Putting A Stop to Online Meanness (1 day) 

Lesson 4 
K – 1: Meet Legs of the Digital Citizens! (1 day) 

2: Let’s Give Credit  (1 day) 

 Lesson 1:  K – 1: Meet Guts of the Digital Citizens 

2: That’s Private 

NJSLS K- 1: 9.4.2.DC.3: Explain how to be safe online and follow safe practices when 

using the internet  

9.4.2.DC.4: Compare information that should be kept private to information 

that might be made public 

2: 9.4.2.DC.3: Explain how to be safe online and follow safe practices when 

using the internet  

9.4.2.DC.4: Compare information that should be kept private to information 

that might be made public 

 

Learning Objective K- 1: I can understand what being safe on the internet means. Reflect on ways 

to keep their passwords and information safe. 

2: I can recognize the kind of information that is private. 

• Understand that they should never give out private information online. 

Teacher/Student Materials K – 1: Lesson Plan ; Lesson Slides ; Video ; Handout ( Select a resource, then 

open in English or Spanish.) 

2:Lesson Plan ; Lesson Slides ; Handout ; Handout - teacher version  

Additional Resources K – 1: Family Tips 

2: Family Activity ; Famly Tips ; Family Engagement 

 Lesson 2:   

K-1: Meet Feet of the Digital Citizens! 

2: Who Is In Your Online Community? 

 

NJSLS K – 1: 9.4.2.DC.3: Explain how to be safe online and follow safe practices 

when using the internet  

9.4.2.DC.4: Compare information that should be kept private to information 

that might be made public 

9.4.2.DC.5: Explain what a digital footprint is and how it is created 

https://www.commonsense.org/education/digital-citizenship/lesson/meet-guts-of-the-digital-citizens
https://docs.google.com/presentation/d/1CzyOwkVjThywqEhAWyxTWG7lmaPFww93aEvTg4ZdCv8/edit?usp=sharing
https://video.commonsensemedia.org/education/MeetDCCharacters_2022_Guts_FINAL_site.mp4
https://docs.google.com/document/d/1P51Ps06_jwqs63Z0za_Q2N_rSmkqC3Cem256kYguL3M/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/lesson/thats-private
https://drive.google.com/open?id=13I7A_0WgnDI9LkkpvrIdIPDyz2GFp2sMif9h5c6sYLw
https://drive.google.com/open?id=1KuyLZ49aKEc9u6CtIHrnGfc3Vp0ZbO9CtkcIMPO7Aas
https://drive.google.com/open?id=1gVqigWMZwyjvMiL_FZA-8Sfsx7FE1hWvwgY-TikQ4B4
https://www.commonsense.org/education/family-tips/k-5-privacy-and-security
https://drive.google.com/open?id=1tsYWY76Y9BJpl_mHcxb0-BiLIHL2PrGBt3GqeeBNAD8
https://www.commonsense.org/education/family-tips/k-5-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
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2: 8.1.2.NI.1: Model and describe how individuals use computers to connect 

to other individuals, places, information, and ideas through a network 

8.1.2.NI.2: Describe how the Internet enables individuals to connect with 

others worldwide  

9.4.2.DC.6: Identify respectful and responsible ways to communicate in digital 

environments 

Learning Objective K – 1: I can understand what a digital footprint is. 

• Reflect on what and who they share with online. 

2: I can compare and contrast how they are connected to different people and 

places, in person and on the internet 

• Demonstrate an understanding of how people can connect on the 

internet 

 

Teacher Materials K – 1:Lesson Plan ; Video ; Lesson Slides ; Handout ( Select a resource, then 

open in English or Spanish.)  

2: Lesson Plan ; Lesson Slides ; Handout 

Additional Resources K – 1: Famly Tips  

2: Family Activity ; Family Tips ; Family Engagement Resources 

 Lesson 3:   

K – 1: Meet Heart of the Digital Citizens 

2: Putting a Stop to Online Meanness 

NJSLS K – 1: 8.1.2.IC.1: Compare how individuals live and work before and after the 

implementation of new computing 

9.4.2.DC.6: Identify respectful and responsible ways to communicate in digital 

environments 

2:  8.1.2.IC.1: Compare how individuals live and work before and after the 

implementation of new computing 

9.4.2.DC.6: Identify respectful and responsible ways to communicate in digital 

environments 

Learning Objective K –1: I can understand what it means to be respectful and kind to others. 

• Reflect on how they can be kind online. 

https://www.commonsense.org/education/digital-citizenship/lesson/meet-feet-of-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/meet-feet-of-the-digital-citizens
https://docs.google.com/presentation/d/1I5YT9ge0QHM8VWLOFHigQPVhTjLlTE2eUPvGYL64ATQ/edit?usp=sharing
https://docs.google.com/document/d/1gO1tFpLHjBUn5uK5NYK3iSycDOgX72RTnOjWeUvYH_g/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/lesson/who-is-in-your-online-community
https://drive.google.com/open?id=1GBC-UeYVujgdP2Yd2DU0cGD6j9dl_YXK-otEJ-GAaTw
https://drive.google.com/open?id=12ejcwQMWQ5OkKlkQHupiInmDeOyJjqgpkVIw4-1PpJg
https://www.commonsense.org/education/family-tips/k-5-digital-footprint-and-identity
https://drive.google.com/open?id=1tsYWY76Y9BJpl_mHcxb0-BiLIHL2PrGBt3GqeeBNAD8
https://www.commonsense.org/education/spanish/family-tips/k-5-relationships-and-communication
https://www.commonsense.org/education/toolkit/family-engagement-resources


 

Page 51 of 248 

 Computer Literacy K-8 

2 – I can understand what online meanness can look like and how it can make 

people feel 

• Identify ways to respond to mean words online, using S-T-O-P 

Teacher/Student Materials K – 1: Lesson Plan ; Video ; Lesson Slides ; Handout (Select a resource, then 

open in English or Spanish.) 

2: Lesson Plan ; Lesson Slides ; Handout 

Additional Resources K – 1: Family Tips 

2: Family Activity ; Family Tips ; SEL Conversation Starter 

 Lesson 4:   

K – 1: Meet Legs of the Digital Citizens! 

2: Let’s Give Credit 

NJSLS K – 1: 9.4.2.DC.2: Explain the importance of respecting digital content of 

others 

9.4.2.DC.3: Explain how to be safe online and follow safe practices when using 

the internet 

 9.4.2.DC.6: Identify respectful and responsible ways to communicate in 

digital environments 

2: 9.4.2.DC.1: Explain differences between ownership and sharing of 

information 

9.4.2.DC.2: Explain the importance of respecting digital content of others 

Learning Objective K – 1: I can understand what it means to be an upstander. 

• Reflect on ways to make others feel welcome. 

2: I can explain how giving credit is a sign of respect for people's work 

• Learn how to give credit in their schoolwork for content they use from 

the internet 

Teacher/Student Materials K – 1: Lesson Plan ; Video ; Lesson Slides ; Handout 

2: Lesson Plan ; Lesson Slides ; Handout ; Teacher Handout 

(Select a resource, then open in English or Spanish.) 

Additional Resources K – 1: Family Tips 

2: Family Activity ; Family Tips ; Family Engagement Resources 

https://www.commonsense.org/education/digital-citizenship/lesson/meet-heart-of-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/meet-heart-of-the-digital-citizens
https://docs.google.com/presentation/d/18ovot4lNcA3sT_PkJ7ThxalvsOxi-GX5iO2qc4PnTLs/edit?usp=sharing
https://docs.google.com/document/d/1-YkEVSikxfYLbchesMxBDvajxeDVnPHAeV0T_9p_CtM/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/lesson/putting-a-stop-to-online-meanness
https://drive.google.com/open?id=1bLzHBP-_S6ogzyh602rOlGemBAm3LnxE3SL3WQ4RqbA
https://docs.google.com/document/d/1AYjoAUE52loA1wHzec66p1IHYJYD_jd0S9ls6NPqve8/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-relationships-and-communication
https://drive.google.com/open?id=1tsYWY76Y9BJpl_mHcxb0-BiLIHL2PrGBt3GqeeBNAD8
https://www.commonsense.org/education/spanish/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://docs.google.com/document/d/1J6jZWRYaJQEdMP6NVn6-iHC1cI5TiVFGBP4YHZS_jng/edit
https://www.commonsense.org/education/digital-citizenship/lesson/meet-legs-of-the-digital-citizens
https://www.commonsense.org/education/digital-citizenship/lesson/meet-legs-of-the-digital-citizens
https://docs.google.com/presentation/d/13RTNizlfqBsayFUrhI5ta5Uzk00OcparAlB4DvM6yM0/edit?usp=sharing
https://docs.google.com/document/d/16CIKlG4kS7Lud9f-AlW-8_E7n3Mwao0m84U8UrdZcz8/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/lesson/lets-give-credit
https://drive.google.com/open?id=1YEjUMzULslYC6qvOZsGrkC-8iZPTWEXT4FHQz_g_xJU
https://drive.google.com/open?id=1CfwaundI-m7tfNrh9cUztNqD-jveae4qbIB-bwwy7RM
https://drive.google.com/open?id=19GvBmYqnSfjxSVKrNoXcQZmrZeaSVjVTJu73UnJs0JI
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://drive.google.com/open?id=1tsYWY76Y9BJpl_mHcxb0-BiLIHL2PrGBt3GqeeBNAD8
https://www.commonsense.org/education/spanish/family-tips/k-5-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
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Marking Period 2 Technology Literacy Grade(s) K - 2 

Unit Plan Title: Technology Literacy  

Unit Overview 

In this unit, students will deepen their understanding of computers. For students to understand their 

interaction with computers, they need to be able to identify the difference between hardware and 

software. Students will also learn about different software/applications. 

Essential Question(s) 

What is hardware? What is software?  How do we use them?  

What role does software and hardware play when using a computer? 

Enduring Understandings 

In this unit, students will deepen their understanding of computers. For students to understand their 

interaction with computers, they need to be able to identify the difference between hardware and 

software. Students will also learn about different software/applications. 

Assessments 

Formative: journal entries, exit tickets, drawings  

Summative:  tests and quizzes  

Lesson and Learning Goal/Pacing 

Lesson 1 
Hardware and Software (1 day) 

 

 
Lesson 2 Introduction of computer hardware – keyboard and mouse (1 day) 

Lesson 3 
Keyboarding Strategy (2 days) 

 

Lesson 4 
Home Row (2 days) 

 Lesson 1:  

K-2: Hardware and Software 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences.  

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems.  

 

Learning Objective I can identify the difference between hardware and software. 

Teacher/Student Materials Lesson Plan 

https://docs.google.com/document/d/1dc4Mgav_aCK6EiG4pdhHHoFbnsk97RjWjOAxRXO_1vI/edit
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Additional Resources Slide deck 

 

Video Hardware Software Anywhere Everywhere 

 

Games Parts of a Computer  

Handout(s) Available: 

Hardware/Software Sorting digital worksheet 

Hardware/Software Search worksheet 

Exit ticket -  

Computer Science Journal 

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.  

CS Journal for students, make a copy for each student. 

 Lesson 2:  Introduction of computer hardware – keyboard and mouse 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences.  

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems.  

 

Learning Objective I can demonstrate my understanding of keyboard structure and mouse 

functions 

Teacher/Student Materials video 

Additional Resources worksheet 

 Lesson 3:  Keyboarding Strategy  

***Please note that keyboarding skills will be ongoing throughout all grades 

and marking cycles.  Homework may be assigned in typingclub.com or other 

teacher chosen keyboarding site**** 

https://docs.google.com/presentation/d/1ZaroeYU0QmGzOWURUaUMB0gPDZtmjYJHFc5Lc9ZiGC4/edit?usp=sharing
https://video.link/w/jjH6b
https://jr.brainpop.com/artsandtechnology/technology/partsofacomputer/
https://docs.google.com/presentation/d/1kfmJx3CBb45IaKBYAjQe7yUNYY3En1QW2GNcfboENOw/edit?usp=sharing
https://docs.google.com/document/d/1hxpER5NG8AsylQNeN2PnSkK5_k-giwVlU-q_X_kPBmo/edit?usp=sharing
https://docs.google.com/document/d/1F62oSNi0nMsy6H1nQRoTkcPWebZzVkIWzKIdfQBbTv4/edit?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
https://youtu.be/_R6M0vBxLac
file:///C:/Users/get21_9wekbp5/Downloads/KeyboardandMouseWorksheet-1.pdf
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NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences.  

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems.  

Learning Objective I can practice keyboarding strategy and familiarize themselves with keyboard 

and mouse  

Teacher/Student Materials teacher video ;  typing.com 

Additional Resources  

 Lesson 4:  Home Row  

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences.  

8.1.2.CS.2: Explain the functions of common software and hardware 

components of computing systems.  

Learning Objective I can practice keyboarding using the home row technique 

Teacher/Student Materials typing.com 

Additional Resources home row video 

 

 

 

 

 

 

 

 

 

 

https://youtu.be/mh3vgyKCGPg
https://www.typing.com/student/lessons
https://www.typing.com/student/lessons
https://www.youtube.com/watch?v=C1MRVbAytMI
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Marking Period 2 Critical Thinking & Problem Solving Grade(s) K - 2 

Unit Plan Title: Critical Thinking & Problem Solving 

Unit Overview 

K - Students will learn to program using commands like loops and events. The lessons featured in this course 

also teach students to meaningfully collaborate with others, investigate different problem-solving 

techniques, persist in the face of challenging tasks, and learn about internet safety. 

1 - Students learn more sophisticated unplugged activities and work through a greater variety of puzzles. 

Students will learn the basics of programming, collaboration techniques, investigation and critical thinking 

skills, persistence in the face of difficulty, and internet safety. 

2 - Students will create programs with sequencing, loops, and events. They will investigate problem-solving 
techniques and develop strategies for building positive communities both online and offline. By the end of 
the course, students will create interactive games that they can share. 

Essential Question(s) 

How do computers use algorithms?  

What does the computer programmer do?  

Enduring Understandings 

Students will learn what an algorithm is and the importance of having directions in a specific order. 

Students will make the connection between algorithms and coding. Computer code is a set of rules or 

instructions. Students will learn about the role of a computer programmer. 

Assessments 

Formative and summative (performance-based) 

Lesson and Learning Goal/Pacing 

Lesson 1 
K – 2 How do computers use algorithms? (1 day) 

 
Lesson 2 

K – 2: Coding  (1 day) 

 

Lesson 3 
K - 2 What is a computer Programmer? (1 day) 

Lesson 4 – 10  
K – 2: Project on Famous Programmers (1 day) 

 Lesson 1 

K – 2 How do computers use algorithms? 

 

NJSLS 8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks 

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 
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Learning Objective I can 

• identify what an algorithm is 

• Identify the importance of sequence 

Teacher/Student Materials Lesson Plan  

Additional Resources Slide deck 

Video(s) 

• What is an algorithm? 

• PBSKids Programming Oonabot  

Handout(s) 

• Fix this Algorithm digital worksheet  

• Lesson 5 - Hello Ruby Map Algorithms [mild version] - for in person 

learning, print one for each student (easy version) 

• Lesson 5 - Hello Ruby Map Algorithms [spicy version] - for in person 

learning, print one for each student (challenge) 

Computer Science Journal 

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.  

CS Journal for students, make a copy for each student. 

 Lesson 2:  

K – 2: Coding 

NJSLS 8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

Learning Objective I can: 

• Experiment with the commands of a programming language 

• Identify the importance of sequence 

https://docs.google.com/document/d/1v-TyQqocPJc53IhorQJt38JcPyNlnI59Vm0gNOTVKAI/edit
https://docs.google.com/presentation/d/1j54EThFW79r-TO61uwfcpwsRKDIJUsKTSKS5WOkSs1w/edit?usp=sharing
https://vimeo.com/104926723
https://pbskids.org/video/odd-squad/3003243887
https://docs.google.com/presentation/d/1x8An7PEmP85a8i3YROC19PLcS2wH912jqCdZN-meRb0/edit?usp=sharing
https://docs.google.com/document/d/1kB6rBdyn08rhog_8prh_jSV_C8XJQllSdiqHZsueUqA/edit?usp=sharing
https://docs.google.com/document/d/1hAnGZwpxgVMVDQ0wXGlsSIj4BjmoEa5Eda5gFELzzyI/edit?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
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• Identify that code is a set of rules or instructions 

Teacher/ Student 

Materials 

Lesson Plan 

Additional Resources Slide deck 

 

 

Video(s) 

• What is Computer Coding? 

 

Game(s) 

• Lightbot - students program a robot to light up tiles, web and app 

versions available. Students should stick to level 1 only.   

• Does Not Compute - students identify items that can be programmed. 

 

 

Handout(s) 

Code the Dog! printable 

Code the Dog! digital worksheet - make a copy for each student, if possible. If 

not, complete as a class 

 

 Lesson 3:   

K – 2 What is a computer programmer? 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

https://docs.google.com/document/d/1Uurr39aHLFV0A2IGierKzzTo4hVDFKq1Km_f6bn5FQw/edit
https://docs.google.com/presentation/d/1VI-2HuiRL-Sn7eCpBdyQKFTxo_EPdOFR6xkrsyZOcew/edit?usp=sharing
https://video.link/w/MoH6b
https://video.link/w/MoH6b
https://lightbot.com/flash.html
https://toybox-assets.files.bbci.co.uk/activities/legacy-bitesize-games/recycling/programs/index.html#sa-link_location=blocks&intlink_from_url=https%3A%2F%2Fwww.bbc.co.uk%2Fbitesize%2Ftopics%2Fz3tbwmn%2Farticles%2Fzykx6sg&intlink_ts=1597946331587-sa
https://drive.google.com/file/d/1OdIaedgSUnt4EfIQxSzJFqPPNSmdM1Om/view?usp=sharing
https://docs.google.com/presentation/d/1hZk2ku8I-T4A9jonBCLPMkBVllmTokcFMHE6mH94PwQ/edit?usp=sharing
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Learning Objective I can: 

• understand the role of a computer programmer 

• Strengthen their understanding of computer science 

 

Teacher/ Student 

Materials 

Lesson Plan 

Additional Resources Slide deck 

Videos 

• OPTIONAL Extension - Ada Lovelace, Poet of Science: The First 

Computer Programmer by Diane Stanley 

• OPTIONAL Extension - A Computer Called Katherine by Suzanne Slade 

• The World’s Youngest Computer Programmer (for Fun At Home 

activity) 

Handouts: 

• BittBot Digital Worksheet - make a copy for each student (if using 

Google Classroom assignments or complete as a class) 

• BittBot packet - for in person learning, print a copy for each student 

Computer Science Journal 

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.  

CS Journal for students, make a copy for each student.. 

 Lesson 4:  K – 2: Project on Famous Programmers. 

 

NJSLS NJSLSA.W6. Use technology, including the Internet, to produce and publish 

writing and to interact and collaborate with others. 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

 

Learning Objective I can research famous programmers and take notes on note catcher 

https://docs.google.com/document/d/1hrYow5Uhti4LEpHEc-DDcrE5o-5UowXBU_MWZjmDYYQ/edit
https://docs.google.com/presentation/d/1axddtfXFofoG3HFpnRgWQJei4tdpsbDk3TYsnnN3uR4/edit?usp=sharing
https://video.link/w/sHb7b
https://video.link/w/sHb7b
https://drive.google.com/file/d/1967wVsq4PHPwJCk_2bGoPMfDnIvA4RBs/view?usp=sharing
https://video.link/w/xOb7b
https://docs.google.com/presentation/d/1w_NSZZ4yJM29REamx1wz7XKzkLlYnVBq-3cCIYTsHcE/edit?usp=sharing
https://drive.google.com/file/d/1vO-NxN1NT_ZD4A5sVKT9ZAdzNmqAC83u/view?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
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Teacher / Student 

Materials 

Student devices, Google Classroom, Note Catcher  

Additional Resources N/A 

 Lesson 5 : K – 2: Project on Famous Programmers. 

Select Famous Programmer 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can select a famous programmer to research  

Teacher/ Student  

Materials 

Student devices, Google Classroom, Slideshow  

 

Additional Resources N/A 

 Lesson 6:  Create Project  

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can create slide show presentation on famous programmer they selected.  

Teacher/ Student  

Materials 

Student devices, Google Classroom,  Slideshow 
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Additional Resources N/A 

 Lesson 7:  Edit Project 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences 

Learning Objective I can choose information to present and edit projects  

Teacher/ Student  

Materials 

Student devices, Google Classroom,  Slideshow 

 

Additional Resources edit your work video 

 Lesson 8:  Revise Project 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences 

Learning Objective I can revise my project with peers to showcase my work. 

Teacher/ Student  

Materials 

 

Student devices, Google Classroom,  Slideshow 

Additional Resources Adding style video 

 

https://youtu.be/izENvJJY6Hg
https://youtu.be/E4Gl5Cq2siA
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 Lesson 9:  Publish Project 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences 

Learning Objective I can publish a slide presentation on a Famous Programmer 

Teacher/ Student  

Materials 

 

Student devices, Google Classroom,  Slideshow 

 

Additional Resources video 

 Lesson 10:  Celebration/ Peer Feedback 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences 

Learning Objective I can explain my project to my classmates, receive and offer feedback and 

participate in class celebration of our learning.  

Teacher/ Student  

Materials 

 

Student devices, Google Classroom,  Slideshow 

 

Additional Resources peer feedback video 

https://youtu.be/eyQk-UF8f_s
https://youtu.be/eyQk-UF8f_s
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Marking Period 2 Creativity & Innovation Grade(s) K - 2 

Unit Plan Title: Creativity & Innovation 

Unit Overview 

Students will learn the basics of programming with simple code and debugging skills by building programs 

and fixing errors.  They will be able to apply the concepts and skills they learned to program a bot to 

complete a challenge. 

Essential Question(s) 

How do we use loops to shorten our code? How has technology changed the way we live and work? What is 

segregation and how did it affect people in the early days of computers? If you could build a robot what would 

it do? 

How might you use robots when you get older? 

How do robots always know what to do?  

How do you create a program for a robot? 

Enduring Understandings 

Students will be introduced to the concept of loops and their importance when writing code.  Students will 

get to create their own loops in the form of making a dance routine for their classmates. Students will learn 

about bugs and debugging. They will first recognize bugs they have encountered while using technology. 

Students will be introduced to the concept of decomposition. Students will identify how computers 

decompose tasks and problems and break them into smaller parts. Students will review the concept of 

coding. Students will identify how technology has changed the way we do things. Students will also identify 

how segregation impacted the development of technology in the United States. Students will reflect on 

segregation in their own life and the lives of their family. 

Assessments 

Formative:  Do-Now, Exit Tickets 

Summative:  Famous African American in Computer Science Infographic Project 

Lesson and Learning Goal/Pacing 

Lesson 1 
K – 2: Loops (1 day) 

 
Lesson 2 K – 2: Bugs and Debugging (1 day) 

Lesson 3 
K – 2: Thinking Like a Computer (1 day) 

Lesson 4 
K – 2: Computer Decoder (1 day) 

 Lesson 1:  K – 2: Loops 

 

NJSLS 8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks 
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8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

Learning Objective I can  

• identify repeatable patterns in code 

• create an algorithm using loops to make commands repeat 

Teacher /Student 

Materials 

Lesson Plan  

Additional Resources Slide deck 

 

Video(s) 

• Move and Freeze Dance Video 

• Optional-Boom Chicka Boom 

 

Handout(s) 

Find the loops-printable 

FInd the loops-digital activity 

Dancing and Loops-digital activity 

Lightbot game -students can continue to play this game and practice coding. 

Computer Science Journal 

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.  

CS Journal for students, make a copy for each student. 

 

https://docs.google.com/document/d/1OrpOzbxm_6aHVXwXYtNwB_1lI2bT7-JqvfiEXJQzPIc/edit#heading=h.9ren1jh1mwnu
https://docs.google.com/presentation/d/1BLCxENBwhPN4qFnhAS2Rlzm4T3B3HWfp00xwTI1UJ90/edit?usp=sharing
https://drive.google.com/file/d/18763Pgvstn_ZXz0WaXUQkMniIrypFzTD/view?usp=sharing
https://video.link/w/ETb7b
https://drive.google.com/file/d/172ex9ZfAdh3-FUM0DlqnabZ3L2gCSqma/view?usp=sharing
https://docs.google.com/presentation/d/1837WnUqDjV_EJP4T0atGVM7U2HdSo3wst_YqNm_sQQo/edit?usp=sharing
https://docs.google.com/presentation/d/14tF9-9hFymV9gVVZJ1IQz3Ooo4RDykJDqwyPO2-ZAkc/edit?usp=sharing
https://lightbot.com/flash.html
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing


 

Page 64 of 248 

 Computer Literacy K-8 

 Lesson 2:  K – 2: Bugs and Debugging 

 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

 

Learning Objective I can: 

• Define bug and debugging 

• Be able to find bugs and debug code 

Teacher / Student 

Materials 

Lesson Plan 

Additional Resources Slide deck 

 

 

Video(s):  

• What is a computer bug? 

• Debugging: You Can Fix It (musical story video) 

 

 

 

Handout(s): 

Where’s My Cupcake? -digital version 

Where’s My Cupcake? Printable 

Where’s My Cupcake? (blank)  

 

 

https://docs.google.com/document/d/1B7hB7UFZX1Bw7zz8uKkZ-WZtL89VjQBH-DPKaOCfpmo/edit
https://docs.google.com/presentation/d/18r5Lk5kLwJZ-AKN6Cs6T6PNZNjnrK-tGSnwZOUBJj9w/edit?usp=sharing
https://video.link/w/Wbc7b
https://video.link/w/Ffc7b
https://safeyoutube.net/w/8lwV
https://docs.google.com/presentation/d/1X9B3zKIP86jBfGp9wah0mZrEwCtxERltGId4tBV1q8k/edit?usp=sharing
https://docs.google.com/document/d/1_CgJe44hhu9qFrYOY149KAGsJSYsPMyWGx0k5j4VTVQ/edit?usp=sharing
https://docs.google.com/document/d/1n91vLUkqK2I7BD8Cj9Y3nOVVGqulBJPmNacIv4hfNEM/edit?usp=sharing
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Computer Science Journal 

• Exploring Computer Science from A to Z, make a copy for each student, 

if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. 

For in person learning, print and copy for each student.  

• CS Journal for students, make a copy for each student, if possible. If 

not, create a class copy and record student responses while projecting 

to the class.  For in person learning, print and copy for each student.  

 

 

Alternate Resources 

Use this digital read aloud as an alternative or in addition to the video in the 

lesson - Unspotted Bugs by Kiki Prottsman. 

 Lesson 3:  K – 2 Thinking Like a Computer 

NJSLS 8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks 

8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

8.1.2.AP.6: Debug errors in an algorithm or program that includes sequences 

and simple loops 

Learning Objective Students will 

• Identify decomposition and how it is useful in problem solving 

• Practice decomposing problems and tasks 

 

Teacher / Student 

Materials 

Lesson Plan 

Additional Resources Video(s):  

• Think Like a Computer (Safe Video link) 

https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
https://docs.google.com/presentation/d/1uMfC3565I6cUAhTwpA0vQRF1mLsM-2J_mXz6yAHVMsc/edit?usp=sharing
https://docs.google.com/document/d/1dbpASstUx0C4QKpLHXIZztyBOBdw6rgI6Qj1Yk9J6KU/edit
https://video.link/w/dmJAb
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Think Like a Computer (Youtube link) 

 

Game(s): 

Parking Game puzzle 

 

Computer Science Journal 

• Exploring Computer Science from A to Z, make a copy for each student, 

if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. 

For in person learning, print and copy for each student.  

• CS Journal for students, make a copy for each student, if possible. If 

not, create a class copy and record student responses while projecting 

to the class.  For in person learning, print and copy for each student.  

 

 

Alternate Resources: 

BrainpopJr Computational Thinking video and activities 

 

 

 Lesson 4:  K – 2 : Computer Decoder 

NJSLS 8.1.2.AP.4: Break down a task into a sequence of steps 

8.1.2.IC.1: Compare how individuals live and work before and after the 

implementation of new computing technology 

 

Learning Objective • Identify and analyze how computing technology has changed the way 

people live and work. 

• Review the concepts of coding 

• Identify how segregation existed in the past and still exists in the 

present 

Teacher/ Student 

Materials 

Lesson Plan 

https://youtu.be/xngWoocXYCo
https://www.transum.org/Maths/Investigation/CarPark/
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
https://jr.brainpop.com/artsandtechnology/technology/computationalthinking/
https://docs.google.com/document/d/1WIXQdGHG0aX0rJiBuQeSstVWssMBEouBPU4USnPzvXE/edit
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Additional Resources Slide Deck 

 

 

Optional Materials 

Computer Decoder: Dorothy Vaughan, Computer Scientist read aloud on 

Youtube 

Digital Version on SORA: 

https://soraapp.com/library/nycschools/search/query-

dorothy%20vaughan/titles/310229/4959478 

 

 

7 Black Pioneers in Computer Science Infographic 

 

 

 

Handout(s)/Digital/Activities Available 

• Vocabulary Matching  

• Beginning Sound Decoder Puzzles (TpT activity) 

• Math Decoding 

 

  

 Lesson 5:  K –1 Introduction to Ozobot Blockly 02: Sequences 

2: Introduction to Ozobot Blockly 02: Sequences (Grades 2 – 5)) 

 

NJSLS 

8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks  

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information  

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

https://docs.google.com/presentation/d/1lQlQTXVnSZ62R6tmrwgGivxcT9FBOnODDsVUK8bU5Hg/edit?usp=sharing
https://www.youtube.com/watch?v=nJ3gyKvglq4
https://soraapp.com/library/nycschools/search/query-dorothy%20vaughan/titles/310229/4959478
https://soraapp.com/library/nycschools/search/query-dorothy%20vaughan/titles/310229/4959478
https://newrelic.com/blog/nerd-life/black-history-month-computer-science-infographic
https://docs.google.com/document/d/1ZqYtS16RdLIBJxAuA7axoCdK81pubdPFTCnz44loMg4/edit?usp=sharing
https://drive.google.com/file/d/12Okz3t3EHURnSDUt62N_O6YsteURID_h/view?usp=sharing
https://docs.google.com/document/d/1uKnTIlyxo7YsmRtJ0dS1-Cj_O04MpK_d2bucZBIH71c/edit?usp=sharing
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8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes  

9.4.2. CT.2: Identify possible approaches and resources to execute a plan  

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., inductive, 

deductive)  

 

 

Learning Objective K - 1 I can recognize a sequence of actions in a short story. 2 I can organize 

code blocks into a sequence. 3 I can recognize the sequence in the behavior of 

the bot. 

2: 1 I can be able to define a sequence as it applies to computer science. 2 I 

can be able to organize code blocks into a sequence. 3 I can be able to 

recognize the sequence in the behavior of the bot. 4 I can be able to create 

their own sequence of code to solve a challenge. 

Teacher / Student 

Materials 

K – 1: Lesson Plan ; video; student instructions ; activity sheets 

2: Lesson Plan ; Solution ; Video ; Instruction Summary 

Additional Resources K – 1: teacher tips 

2: Activity Sheets 

 

 Lesson 6:  

K – 1: Introduction to Ozobot Blockly 03: Loops 

2: Introduction to Ozobot Blockly 03: Loops (Grades 2-5) 

NJSLS 

8.1.2.AP.1: Model daily processes by creating and following algorithms to 

complete tasks  

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information  

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

https://stg-files.ozobot.com/lessons/9aaf2e65-dd44-4b88-b683-269573d90ff5/introductiontoozobotblockly02sequencesgradesk1.GEAXmPeLR0KuweDbh2mm2QN2.pdf
https://watch.cloudflarestream.com/825c12edb8af0b6c30f93b36e4222051
https://stg-files.ozobot.com/lessons/9aaf2e65-dd44-4b88-b683-269573d90ff5/Sequences-Student-Instructions.N0HKOGfiQpSeewfNd07F9Q1J.pdf
https://stg-files.ozobot.com/lessons/9aaf2e65-dd44-4b88-b683-269573d90ff5/introductiontoozobotblockly02sequencesgradesk1-student.0qh2oaPvTMeif9b1rBkIFAC8.pdf
https://stg-files.ozobot.com/lessons/f2dc064c-3f67-46f6-a4e6-4b9aeadc9520/introductiontoozobotblockly02sequencesgrades25.NhTIH4zcREGrZf2juoTe1AMc.pdf
https://stg-files.ozobot.com/lessons/f2dc064c-3f67-46f6-a4e6-4b9aeadc9520/solution-ozobot-grades-2-5-intro-to-ozobot-blockly-02-sequences.igVu1xrPQjGfKR13QjmFpQtx.pdf
https://watch.cloudflarestream.com/c0229b74fea1b545323ab9ef2ebaa2fa
https://stg-files.ozobot.com/lessons/f2dc064c-3f67-46f6-a4e6-4b9aeadc9520/Instruction-Summary-Intro-to-OB-02-Sequences-Gr-2-5.2eBqOP4aTWClY9o3dSmRqAjL.pdf
https://ozoblockly.com/editor
https://stg-files.ozobot.com/lessons/f2dc064c-3f67-46f6-a4e6-4b9aeadc9520/introductiontoozobotblockly02sequencesgrades25-student.5Pi1ZWUcROSsoK0WkGqoMw4h.pdf
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8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes  

9.4.2. CT.2: Identify possible approaches and resources to execute a plan  

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., inductive, 

deductive) 

 

 

Learning Objective 

Lesson 6 K – 1: Introduction to Ozobot Blockly 03: Loops 

2:  I can be able to define a loop as it applies to computer science. 2 I can build 

a block-based code using loops to program their bot to move in different 

patterns. 3 I can be able to explain how a loop block changes a sequence of 

code. 

I can: 

K - 1 I can be able to define a loop as it applies to computer science. 2 I can 

build a block-based code using loops to program their bot to repeat a simple 

sequence. 3 I can explain how a loop block changes a sequence of code 

2:  

NJSLS 8.1.2.AP.1: Model daily processes by creating and following algorithms 

to complete tasks  

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information  

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes  

9.4.2. CT.2: Identify possible approaches and resources to execute a plan  

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., inductive, 

deductive) 

Teacher / Student 

Materials 

K – 1: Lesson Plan;  Editor ; Student Instructions ; video ; Activity Sheets 

2: Lesson Plan ; Solution ; Instruction Summary ; Video ;Editor ;Activity Sheets  

Additional Resources N/A 

https://stg-files.ozobot.com/lessons/eabc1ded-9924-498f-9695-4d02beab7ca5/introductiontoozobotblockly03loopsgradesk1.Ksc8v623SOKQ711crB7GmgeV.pdf
https://ozoblockly.com/editor
https://stg-files.ozobot.com/lessons/eabc1ded-9924-498f-9695-4d02beab7ca5/Loops-Student-Instructions.OAO3btGYTgyit2GlKxyUMQAe.pdf
https://watch.cloudflarestream.com/863ce7f11c670f6f823bc1dc2b0f991c
https://stg-files.ozobot.com/lessons/eabc1ded-9924-498f-9695-4d02beab7ca5/introductiontoozobotblockly03loopsgradesk1-student.MxjyvjGNTVaDKS8caF1U7gUZ.pdf
https://stg-files.ozobot.com/lessons/31ade76e-2863-46f9-8244-55e6a6d369fb/introductiontoozobotblockly03loopsgrades25.aKdxZlC5Tj2aRlK6N56qoQuN.pdf
https://stg-files.ozobot.com/lessons/31ade76e-2863-46f9-8244-55e6a6d369fb/solution-ozobot-2-5-gr-intro-to-ozoblockly-03-loops.Hb9bwBfRTDyhLm4jrNpZ2wnW.pdf
https://stg-files.ozobot.com/lessons/31ade76e-2863-46f9-8244-55e6a6d369fb/Instruction-Summary-Intro-to-OB-03-Loops-Gr-2-5.OAinh8ggQr66A5xtrr2opA46.pdf
https://stg-files.ozobot.com/lessons/31ade76e-2863-46f9-8244-55e6a6d369fb/Instruction-Summary-Intro-to-OB-03-Loops-Gr-2-5.OAinh8ggQr66A5xtrr2opA46.pdf
https://ozoblockly.com/editor
https://stg-files.ozobot.com/lessons/31ade76e-2863-46f9-8244-55e6a6d369fb/introductiontoozobotblockly03loopsgrades25-student.lEnrBBUKTFyJnS6Rpg1RHgOJ.pdf
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 Lesson 7: Introduction to Ozobot Blockly 04: Forever Loops (Grades K-1) 

2: Introduction to Ozobot Blockly 04: Debugging (Grades 2-5) 

 

NJSLS  8.1.2.AP.1: Model daily processes by creating and following algorithms 

to complete tasks  

8.1.2.AP.2: Model the way programs store and manipulate data by using 

numbers or other symbols to represent information  

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes  

9.4.2. CT.2: Identify possible approaches and resources to execute a plan  

9.4.2. CT.3: Use a variety of types of thinking to solve problems (e.g., inductive, 

deductive) 

 

 

Learning Objective K – 1: 1.  I can build a block-based code using forever loops to program their 

bot to repeat a simple sequence. 2 I can explain how a forever loop block 

changes a sequence of code. 3 I can be able to define a forever loop as it 

applies to computer science. 

2: 1 I can be able to define debugging. 2 I can be able to examine a block-

based code and the behavior of the bot to find a bug in a program. 3 I can be 

able to edit a block-based code and test the program to fix the bug. 

 

Teacher / Student 

Materials 

K –1 : Lesson Plan ; Forever Loops Teacher Page1 ; Forever Loops Teacher Page 

2 Activity Sheets  

2:Lesson Plan ; Solution ; Instruction Summary ; Video ; Activity Sheets 

 

https://stg-files.ozobot.com/lessons/99a5998f-526a-4a2c-a836-2001cf59fede/introductiontoozobotblockly04foreverloopsgradesk1.b5lrnWhKQkapD76BcLwD3QL9.pdf
https://stg-files.ozobot.com/lessons/99a5998f-526a-4a2c-a836-2001cf59fede/Forever-Loops-Teacher-page-1.dpT5YqYrTMK7SS07uq0Gbgwd.pdf
https://stg-files.ozobot.com/lessons/99a5998f-526a-4a2c-a836-2001cf59fede/Forever-Loops-Teacher-page-2.8LEaxb2QSsGM6r85Pb9hXgVW.pdf
https://stg-files.ozobot.com/lessons/99a5998f-526a-4a2c-a836-2001cf59fede/Forever-Loops-Teacher-page-2.8LEaxb2QSsGM6r85Pb9hXgVW.pdf
https://stg-files.ozobot.com/lessons/99a5998f-526a-4a2c-a836-2001cf59fede/introductiontoozobotblockly04foreverloopsgradesk1-student.Ukgc1BIBSX2T9zDD14zdxgzh.pdf
https://stg-files.ozobot.com/lessons/6e31d9cc-1407-48c6-bbbe-53d7b69dfa39/introductiontoozobotblockly04debugginggrades25.MRjTIdWGQu61ALwMEf7MLgxJ.pdf
https://stg-files.ozobot.com/lessons/6e31d9cc-1407-48c6-bbbe-53d7b69dfa39/solution-ozobot-grades-2-5-intro-to-ozobot-blockly-04-debugging.R5J31KyURCmjDDFAEL3aNwJa.pdf
https://stg-files.ozobot.com/lessons/6e31d9cc-1407-48c6-bbbe-53d7b69dfa39/Instruction-Summary-Intro-to-OB-04-Debugging-Gr-2-5.Nnwkznh6RUWtBzzb8CiYTQug.pdf
https://watch.cloudflarestream.com/11dee733ed9fd47334893a6d75c8926f
https://stg-files.ozobot.com/lessons/6e31d9cc-1407-48c6-bbbe-53d7b69dfa39/introductiontoozobotblockly04debugginggrades25-student.eBvax6uFRFGIkRs4hw25XApS.pdf
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Additional Resources K – 1: Blockly Editor 

2: Blockly Editor 

 Lesson 8:  K – 2 Have You Ever Seen A Robot? 

 

NJSLS 

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes  

 

 

Learning Objective I can interpret the components, patterns, and characteristics of a concrete 

computing problem or idea. 

I can explain how the components and characteristics of a tangible computing 

problem or idea are identified 

Teacher / Student 

Materials 

Lesson Plan ; Slideshow ; Worksheet ; Examples ;  

Additional Resources Make a Robot ; Make a Robot 

 Lesson 9:  K – 2 Robots’ Adventure 

 

NJSLS  

8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

 

https://ozoblockly.com/editor
https://ozoblockly.com/editor
https://docs.google.com/document/d/1RBktCMp9OtpPVge8vI0nF1z8l_oJUUj2M8P9lrpSnVA/edit
https://docs.google.com/presentation/d/1rvCBhCiIPDSrdlBIGDg59cjFhU3ETYYVhliEbdt_JLA/edit#slide=id.g2cae87cd19_1_10
https://drive.google.com/file/d/1FKL-S0NMU_foUFjHQaWiQnLcmlD7Ur2Z/view
https://docs.google.com/presentation/d/1m56DK2elNuHwYpmRls0R1rcQtV1d5vImoIbnWLnKeOA/edit?usp=drive_link
http://www.abcya.com/make_a_robot.htm
http://www.abcya.com/make_a_robot.htm
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Learning Objective I can: 

• Identify how a problem or idea can be broken down into components 

and imagine how they can build on one or more of those components.   

• Plan, create/use, & test a set of instructions that completes a concrete 

task. 

• Create a tangible or digital program with the commands and rules of a 

programming language. 

Teacher / Student 

Materials 

Lesson Plan Slides Robot Grid ; Directional Cards ; Mr. & Mrs. Robot ; Video 

Additional Resources Make a Robot 

 Lesson 10:  My Robotic Friend 

 

NJSLS 

 8.1.2.AP.3: Create programs with sequences and simple loops to accomplish 

tasks  

8.1.2.AP.4: Break down a task into a sequence of steps  

8.1.2.AP.5: Describe a program’s sequence of events, goals, and expected 

outcomes 

 

 

Learning Objective I can:  

Learn to convert real-world activities into instructions 

Gain practice coding instructions with symbols 

Gain understanding of the need for precision in coding 

Gain practice debugging malfunctioning code 

Teacher / Student 

Materials 

Lesson Plan ; Grid ; Directional Cards ; Slides ; Turn Cards 

Additional Resources N/A 

https://docs.google.com/document/d/1ogH9LN5meRvG2OLURryvOJFnUYJVmyW0iqCpV0gXpas/edit
https://docs.google.com/presentation/d/1PHK6vX4Ht2BYCd6haHD5SqJK3YJ5jWyXTQzUBgDboZc/edit?usp=drive_link
https://drive.google.com/open?id=1R8rZ2GwhzUCEDAmio-Xo6OaJaHRcCnUD
https://drive.google.com/open?id=1bf1jOShybq74bRFgXdLxudP8Ut1oCmDb
https://drive.google.com/open?id=1PHK6vX4Ht2BYCd6haHD5SqJK3YJ5jWyXTQzUBgDboZc
https://www.brainpop.com/math/dataanalysis/computerprogramming/
http://www.abcya.com/make_a_robot.htm
https://drive.google.com/drive/folders/1RkhC2NfP0mVZK2kYFmA-lnQfJdBNZtsc
https://docs.google.com/document/d/1kwp0YTT2xHJs0mVXGMRyUqi5LUqU9vp8YO1y3c8FuxQ/edit?usp=drive_link
https://drive.google.com/file/d/1G9uVBVoLnAa-y617G5O3O025sWKcOC37/view?usp=drive_link
https://docs.google.com/presentation/d/1jYdrwWe_N59e2NAs9PXT3ZD0j-4UZf_tOnlSZM6BlW0/edit?usp=drive_link
https://drive.google.com/file/d/1cWU09tAEK_te6Cbn9BvPgiyJIerD3Qt6/view?usp=drive_link
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Marking Period 2 Information and Media Literacy Grade(s) K - 2 

Unit Plan Title: Information and Media Literacy 

Unit Overview 

Students will gain knowledge of taking care of their devices, school devices and how to get around Google 

Suite. 

Essential Question(s) 

Why is it important to take care of our devices?   

How do we protect our passwords on school devices?   

Enduring Understandings 

Students will learn creation tools in Google Suite, how to protect their passwords on school devices, and 

how to care for their devices.   

Assessments 

Formative: journal entries, exit tickets, drawings,  

Summative:  docs created, lesson quiz/ test, Google Doc Project  

 

 Lesson 1:  K – 2 (1 day) 

Google – log in/ out  

Taking care of your device and information 

NJSLS 8.1.2.NI.3: Create a password that secures access to a device. Explain why it 

is important to create unique passwords that are not shared with others  

8.1.2.NI.4: Explain why access to devices need to be secured  

 

 

Learning Objective I can learn how to care for device and how to log in and out of google. 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup  

Additional Resources taking care of your devices 

 Lesson 2:  Getting around Google Classroom (2 days) 

-how to join a class, assignments, grades 

NJSLS 8.1.2.NI.3: Create a password that secures access to a device. Explain why it 

is important to create unique passwords that are not shared with others  

8.1.2.NI.4: Explain why access to devices need to be secured 

https://youtu.be/iZbvKhEhmkg
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Learning Objective I can discover how to join a google class, find assignments and turn in 

assignments for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup; video 

Additional Resources -once students have joined a classroom, assign ongoing keyboarding lessons; 

model how to complete lessons and turn in for a grade in Google Classroom 

 Lesson 3:  K- 2 (3 days) 

Google Docs – how to create a doc, change fonts, colors, sizes of text and 

turn in doc in Google Classroom 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can experience how to create a doc from google classroom, how to write on 

doc, change fonts, colors, and sizes of text and turn in doc for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

 

Additional Resources Google Doc Video 

 Lesson 4:  Google Doc – formatting (2 days) 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

Learning Objective I can experience how to format a doc and table using Google Docs 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

 

Additional Resources Formatting video 

 

https://www.youtube.com/watch?v=u4ipjMYMYik&list=PLGSmqAFzqiEkbWdHMRf7uMbKCjfW9kHc9&index=3&pp=iAQB
https://www.youtube.com/watch?v=478TDzL1b3E
https://www.youtube.com/watch?v=jvV5SS6rP4o
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 Lesson 5:  Google Doc 

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

 

Learning Objective I can discover how to insert images into a Google Doc 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Inserting Images 

 

 Lesson 6:  Google Slides  

 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

 

Learning Objective I can learn how to create a slide presentation 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides Video 

 

 Lesson 7:  Google Slides – Adding Style  

 

https://www.youtube.com/watch?v=rd4Um5Ceywk
https://www.youtube.com/watch?v=lfpneIqnXTE
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NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

Learning Objective I can explore how to add their own style to a google slide presentation  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Style 

 

 Lesson 8:  Project Teacher Choice based on Black History 

NJSLS 8.1.2.CS.1: Select and operate computing devices that perform a variety 

of tasks accurately and quickly based on user needs and preferences. 

 

Learning Objective I can create a doc or google slide presentation on Black History  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Animation  

 

 

 

 

 

 

 

 

https://www.youtube.com/watch?v=E4Gl5Cq2siA
https://www.youtube.com/watch?v=eyQk-UF8f_s
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Grades 3 – 5 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

Page 78 of 248 

 Computer Literacy K-8 

Marking Period 1` Keyboarding Grade(s) 3-5 

Unit Plan Title: Keyboard Proficiency and Touch-Typing Skills 

Unit Overview 

The Keyboard Proficiency and Touch-Typing Skills unit is designed to help students in grades 3-5 develop essential 

keyboarding skills, improve typing speed, and enhance accuracy. Throughout this ongoing unit, students will focus on 

building foundational keyboarding skills, eliminating hesitation, and increasing proficiency. While building essential 

typing skills, students will also be empowered to enhance their digital literacy and foster good digital citizenship.  

Essential Question(s) 

• How does touch typing improve our efficiency in school and everyday tasks? 

• What are the effective touch-typing methods for seamless typing? 

• How does consistent practice boost our typing speed? 

• What strategies and tools can we use to monitor progress and enhance typing skills? 

Enduring Understandings 

Through deliberate practice and the mastery of touch-typing techniques, students will build fluency and accuracy in 

their typing, enabling them to navigate digital environments with ease, communicate effectively, and increase their 

productivity in a wide range of academic and real-world applications. 

Assessments 

Formative Assessment:   Ongoing monitoring of lessons 

 

Digitial Assessment Tools: Typing Tests 

Lesson and Learning Goal/Pacing 

Ongoing Lesson 
throughout the year 

Tech Readiness: 

Students will begin by learning about computer competencies, focusing on high-click 
and drag-and-drop skills. They will identify areas of competence while developing 
their problem-solving abilities and hand-eye coordination. Students will practice click-
and-drag movements and work on improving their speed and accuracy. 

• Identify parts of a computer  

• Determine what makes a computer run 

• Click and drag using a mouse/trackpad 

Learn the Keys: 

In this stage, students will build a foundational understanding of touch-typing 
techniques, learning the basics of finger placement and the home row keys. They will 
face challenges, adapt to personalized lessons, and progress through increasingly 
challenging exercises. The focus will be on typing accurately and efficiently. 

• Type using correct finger placement 

• Type all letter and basic punctuation keys 

• Type words and sentences 

• Use the enter key 

  

Punctuation and Advanced Keys: 

Students will gain an understanding of capitalization, punctuation, numbers, and 
advanced symbols through practical application and skill-building exercises. They will 
use capital letters and additional symbols, practice punctuation keys, type numbers, 
and engage in applied practice for punctuation and advanced keys. 
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• Use shift key for capitalization and access additional symbols 

• Type all punctuation keys 

• Type all numbers 

• Contextually practice punctuation and advanced keys 

  

Cross-Curricular Typing: 

In this phase, students will apply their typing skills in various subjects, including 
reading, science, social studies, and math. They will improve their typing speed and 
accuracy while handling different topics and contexts. 

• Type cross curricular paragraphs 

• Identify synonyms 

• Acquire vocabulary related to literature 

• Identify and use pronouns correctly in sentences 

  

Digital Citizenship and Communication: 

Students will become informed and responsible digital citizens. They will practice 
using email, composing messages with appropriate grammar, and understanding 
online etiquette. They will also make informed and safe choices in various online 
situations. 

• Practice digital citizenship skills in real life scenario activities 

• Identify the components of a safe password 

• Practice typing internet search keywords 

 

 Ongoing Lessons throughout the school year 

NJSLS 8.1.8.CS.1: Recommend improvements to computing devices in order to improve the 
ways users interact with the devices.  

9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  

1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 

Teacher Materials  Typing.com, Scope and Sequence, Teacher Guide,  

 
 
 
 
 
 
 
 
 
 
 

 

https://www.typing.com/teacher/dashboard
https://www.typing.com/teacher/resources/learn-to-type/scope-sequence-the-typing-com-guide-to-classroom-standards.pdf
https://www.typing.com/teacher/resources/learn-to-type/typing-com-teacher-guide.pdf
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Marking Period 1 Digital Citizenship Grade(s) 3 - 5 

Unit Plan Title: Digital Citizenship 

Unit Overview 

In this unit, students will explore digital citizenship and responsible online behavior. They will learn to handle mean or 

hurtful language, promote positive online communities, and take accountability for their digital footprints. Students 

will also discuss online safety, cyberbullying prevention, and how to maintain secure and meaningful online 

friendships. Throughout the unit, they will develop essential skills to navigate the digital world with empathy, respect, 

and awareness. 

Essential Question(s) 

3rd  

What should you do when someone uses mean or hurtful language on the internet?  

How do digital citizens take responsibility for themselves, their communities, and their world? 

How does what I post online affect my identity? 

What makes a strong online community? 

4th  

How can I be positive and have fun while playing online games, and help others do the same? 

How does our online activity affect the digital footprints of ourselves and others? 

What information about you is OK to share online? 

How can we be upstanders when we see cyberbullying? 

5th  

What is cyberbullying and what can you do to stop it? 

What is clickbait and how can you avoid it? 

How do gender stereotypes shape our experiences online? 

How do you keep online friendships safe? 

 

Enduring Understandings 

3rd  

Digital citizenship means being kind, respectful, and responsible online, and our actions have consequences that 

affect ourselves and others. 

4th  

Online communities thrive when individuals actively contribute positively, uphold values of empathy, and respect 

each other's digital footprints. 

5th  

Understanding the impact of cyberbullying and gender stereotypes empowers us to stand up for others, create a safe 

online environment, and make informed decisions about our digital identity and information sharing. 

 

 

Assessments 

Formative: Activity Sheets, Discussions  

 

Summative:  Quizzes 

Lesson and Learning Goal/Pacing 
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Lesson 1 
3 – The Power of Words (CIPPA) 

4 – Keeping Games Fun and Friendly (CIPPA) 

5 – Is It Cyberbullying? (CIPPA) 

*All lessons are 1 day. 

 
Lesson 2 3 – Your Rings of Responsibility (CIPPA) 

4 – Our Online Tracks (CIPPA) 

5 – You Won’t Believe This!  (CIPPA) 

*All lessons are 1 day. 

Lesson 3 
3 - This Is Me 

4 - Private and Personal Information 

5 - Beyond Gender Stereotypes 

*All lessons are 1 day. 

Lesson 4 
3 - Our Digital Citizenship Pledge 

4 - Be a Super Digital Citizen 

5 - Digital Friendships 

*All lessons are 1 day. 

 Lesson 1 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

Learning Objective 3rd – The Power of Words (CIPPA)  

• Understand that it's important to think about the words we use, because 
everyone interprets things differently. 

https://www.commonsense.org/education/digital-citizenship/lesson/the-power-of-words
https://www.commonsense.org/education/digital-citizenship/lesson/keeping-games-fun-and-friendly
https://www.commonsense.org/education/digital-citizenship/lesson/is-it-cyberbullying
https://www.commonsense.org/education/digital-citizenship/lesson/your-rings-of-responsibility
https://www.commonsense.org/education/digital-citizenship/lesson/our-online-tracks
https://www.commonsense.org/education/digital-citizenship/lesson/you-wont-believe-this
https://www.commonsense.org/education/digital-citizenship/lesson/this-is-me
https://www.commonsense.org/education/digital-citizenship/lesson/private-and-personal-information
https://www.commonsense.org/education/digital-citizenship/lesson/beyond-gender-stereotypes
https://www.commonsense.org/education/digital-citizenship/lesson/our-digital-citizenship-pledge
https://www.commonsense.org/education/digital-citizenship/lesson/be-a-super-digital-citizen
https://www.commonsense.org/education/digital-citizenship/lesson/digital-friendships
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• Identify ways to respond to mean words online, using S-T-O-P. 

• Decide what kinds of statements are OK to say online and which are not. 
 
4th – Keeping Games Fun and Friendly (CIPPA)  

• Define "social interaction" and give an example. 

• Describe the positives and negatives of social interaction in online games. 

• Create an online video game cover that includes guidelines for positive social 
interaction. 

 
5th – Is It Cyberbullying? (CIPPA) 

• Recognize similarities and differences between in-person bullying, 
cyberbullying, and being mean. 

• Empathize with the targets of cyberbullying. 

• Identify strategies for dealing with cyberbullying and ways they can be an 
upstander for those being bullied. 

 

Teacher/Student Materials 3rd - A long string or rope · Paper, Lesson Slides, The Power of Words, Words 
Can Hurt: Handout- Teacher Version, Lesson Quiz 

4th - Lesson Slides, Keeping Games Fun and Friendly, Video Observation Form: 

Handout- Teacher Version, Video Game Cover Project: Handout, Lesson Quiz 

5th - Lesson Slides, What's Cyberbullying?, Sondra's Story: Handout, Teacher 

Version 

 

Additional Resources 3rd - Family Activity, Family Tips, SEL Conversation Starter 

4th - Grades 3-5 - Family Activity - Relationships & Communication, Family Tips, SEL 

Conversation Starter 

5th - Family Activity,,  Family Tips, Family Engagement Resources 

3-5th - Digital Passport - six interactive games address key issues kids face in 

today's digital world. 

 Lesson 2 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

https://docs.google.com/presentation/d/1JYt53X3UVBl2QALJaw1DhJH1PA_6kdjaMrTDudGQcp8/edit?usp=sharing
https://video.commonsensemedia.org/digitalcitizenship/Power_of_Words_Update_Site.mp4
https://docs.google.com/document/d/1o0pfO0hCkBuRU426cvSVR58G2V18AVtC3znOp-PUVjU/edit?usp=sharing
https://docs.google.com/document/d/110laTyRWZ1-cSZe96213ybTZxCiyp4mp1vWVXKMRPjY/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/the-power-of-words-lesson-quiz
https://docs.google.com/presentation/d/1S7kzK081i7ylcJUqpkZ9YGjvcyu_of2j_pc8Qt5qTPg/edit?usp=sharing
https://video.commonsensemedia.org/education/DigCit2_KeepingGamesFun_Friendly_SITE_FIXED.mp4
https://docs.google.com/document/d/1jRg8ddJ9mwx3HqahjOeGdANnj65M8-yFdIVzaXHkE0A/edit?usp=sharing
https://docs.google.com/document/d/1pAraPy_kvvPLrIGx3SrE4t0HViKl6EYhV_5i-GPMwlo/edit?usp=sharing
https://docs.google.com/document/d/1YTY8dg4G1YLLQYExUQligcRX7HsNOWq-d1S_WKm1TYI/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/keeping-games-fun-and-friendly-lesson-quiz
https://docs.google.com/presentation/d/1E3OnO_xxxRcXNYFLwlIZw8gr-AFCfotb2NcbBa2ScU0/edit?usp=sharing
https://video.commonsensemedia.org/education/5.5_BullyingCyberbullying_SITE.mp4
https://docs.google.com/document/d/1Xsgl8kzTDETzxOOUjdSNXY-mYfwbTyNETWcs2bPjC74/edit?usp=sharing
https://docs.google.com/document/d/1P_vw5uRNQ-Cph4xRTMAlHSKoxMraghUcYdcEWGIK7RQ/edit?usp=sharing
https://docs.google.com/document/d/1P_vw5uRNQ-Cph4xRTMAlHSKoxMraghUcYdcEWGIK7RQ/edit?usp=sharing
https://docs.google.com/presentation/d/1QXn58bg3G4ptPeEpG2nuzF7CmOgXYq8HBbfUWGxRv98/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://docs.google.com/document/d/1hCe6tzKuS9AZsPjkypAXpMtSJfOzSS8OskXPxdP9isM/edit
https://docs.google.com/presentation/d/1JCtmMfyBZI-erk0okvW7qNLoxRPzCN6SgqI0dhAEIXk/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-relationships-and-communication
https://docs.google.com/document/d/1gAwlhh4BwD2ONOu9xIxmfCwf7-EXOLAv9obSRm4dlvc/edit
https://docs.google.com/document/d/1gAwlhh4BwD2ONOu9xIxmfCwf7-EXOLAv9obSRm4dlvc/edit
https://docs.google.com/presentation/d/1QXn58bg3G4ptPeEpG2nuzF7CmOgXYq8HBbfUWGxRv98/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/digital-passport?page_manager_page_variant_weight=0&overridden_route_name=entity.node.canonical&base_route_name=entity.node.canonical&page_manager_page=node_view&page_manager_page_variant=node_view-panels_variant-8
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9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

Learning Objective 3rd – Your Rings of Responsibility (CIPPA)  

• Examine both in-person and online responsibilities. 

• Describe the Rings of Responsibility as a way to think about how our behavior 
affects ourselves and others. 

• Identify examples of online responsibilities to others. 
  
4th – Our Online Tracks (CIPPA)  

• Define the term "digital footprint" and identify the online activities that 
contribute to it. 

• Identify ways they are -- and are not -- in control of their digital footprint. 

• Understand what responsibilities they have for the digital footprints of 
themselves and others. 

  
5th – You Won’t Believe This!  (CIPPA) 

• Define "the curiosity gap." 

• Explain how clickbait uses the curiosity gap to get your attention. 

• Use strategies for avoiding clickbait. 
 

Teacher Materials 3rd  

Bowl of water and a coin · Masking tape (for marking rings on your classroom floor) · 

Crayons, colored pencils, or markers 

Lesson Slides, Rings of Responsibility, My Rings of Responsibility: Handout - Teacher 

Version, Lesson Quiz 

4th - Lesson Slides, Feet's Footprint: Handout - Teacher Version, Lesson Quiz 

5th - Lesson Slides, Avoiding Clickbait: Handout - Teacher Version, What's "The 

Curiosity Gap?": Handout - Teacher Version, Lesson Quiz 

 

Additional Resources 3rd - Grades 3-5 - Family Activity - Media Balance & Well-Being, Family Tips, SEL 

Conversation Starter 

https://docs.google.com/presentation/d/1_76GJAiIJidd-h9aO4lY-0ctwhQK4nTs749SO6gah1I/edit?usp=sharing
https://video.commonsensemedia.org/education/3.1_RingsofResponsibility.mp4
https://docs.google.com/document/d/1VmwpD08vZzSFugK69XdZ2G8ot8bNnIZBUDh4SUW_0mA/edit?usp=sharing
https://docs.google.com/document/d/1unPUNLS0uLagyhpvZR0ztI9qFCMRsIN8nwNxHOIYeJQ/edit?usp=sharing
https://docs.google.com/document/d/1unPUNLS0uLagyhpvZR0ztI9qFCMRsIN8nwNxHOIYeJQ/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/your-rings-of-responsibility-lesson-quiz
https://docs.google.com/presentation/d/1OyVDz-mOofTqtQDb1oxqVSRpf2GcuFKw4vjs592cRUc/edit?usp=sharing
https://docs.google.com/document/d/1qJh93saaKCkwnO-Tyguc96Q1NOI2PmvxklOEtCudJlc/edit?usp=sharing
https://docs.google.com/document/d/1JW4xj-Jk50SVEXJi-QYMBFTa6Frv1_XXUCzB0R60zI0/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/our-online-tracks-lesson-quiz
https://docs.google.com/presentation/d/1j46ShWBgUUG62_q3fEdHsstqx7dE2qcLWORNpd5vEIk/edit?usp=sharing
https://docs.google.com/document/d/17mLaZxPQDjaCTo4GVUZgiKcdVCnCi1CZ_sw79MHHn6M/edit?usp=sharing
https://docs.google.com/document/d/1z-pERGJBv71d2l2awUH6wrFCVdBfsIcxjVoFkk8vlYo/edit?usp=sharing
https://docs.google.com/document/d/1yi8IWZ2SHYT-3MesW1olbkB-p2WJSF-Mydm7ssDz9QA/edit?usp=sharing
https://docs.google.com/document/d/1vdgtqqEVEVnOU5UY6X1x2B8x0YeWILNb3Yi-Hd-nHSg/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/you-wont-believe-this-lesson-quiz
https://docs.google.com/presentation/d/159Ly4QWfekuO5ogeLVouMWIo5oxmxB2QCP9X00rjkRE/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://docs.google.com/document/d/1OHi7GrKQ3oWZ7nIC12V6jnYsyLyzvkslJdWGYzk-WDk/edit
https://docs.google.com/document/d/1OHi7GrKQ3oWZ7nIC12V6jnYsyLyzvkslJdWGYzk-WDk/edit
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4th - Grades 3-4 - Family Activity - Digital Footprint & Identity, Family Tips,  Family 

Engagement Resources 

5th - Family Activity, Family Tips, Family Engagement Resources 

3-5th - Digital Passport - six interactive games address key issues kids face in today's 

digital world. 

 

 Lesson 3 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

Learning Objective 3rd - This Is Me  

• Consider how posting selfies or other images will lead others to make 
assumptions about them. 

• Reflect on the most important parts of their unique identity. 

• Identify ways they can post online to best reflect who they are. 
 
4th - Private and Personal Information  

• Identify the reasons why people share information about themselves online. 

• Explain the difference between private and personal information. 

• Explain why it is risky to share private information online. 
 
5th - Beyond Gender Stereotypes 

• Define "gender stereotype" and describe how they can be present online. 

• Describe how gender stereotypes can lead to unfairness or bias. 

• Create an avatar and a poem that show how gender stereotypes impact who 
they are. 

https://docs.google.com/presentation/d/1jqE5CLfzAjXdLY-6c26Ri15XNeidRAFU1jt47TmJ6GQ/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-digital-footprint-and-identity
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1J05BBp_lgFf2I883yFv1WXziAqI7PDsCcoB06fa2L3g/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/digital-passport?page_manager_page_variant_weight=0&overridden_route_name=entity.node.canonical&base_route_name=entity.node.canonical&page_manager_page=node_view&page_manager_page_variant=node_view-panels_variant-8
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Teacher/Student Materials 3rd -  

Colored pencils, crayons, or markers · Paper 

Lesson Slides, Introducing ... Me!: Handout - How I See You: Handout, Lesson Quiz 

4th - Lesson Slides, Stereotype Avatar: Handout, "Just Because" Poem: Handout, 

Teacher Version, Lesson Quiz 

5th - Lesson Slides, Private and Personal Information, Exit Ticket: Handout - Lesson 

Quiz 

Additional Resources 3rd - Grades 3-4 - Family Activity - Digital Footprint & Identity, Family Tips, Family 

Engagement Resources 

4th - Family Activity, Family Tips, Family Engagement Resources 

5th - Family Activity, Family Tips, Family Engagement Resources 

3-5th - Digital Passport - six interactive games address key issues kids face in today's 

digital world. 

 

 Lesson 4 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

Learning Objective 3rd - Our Digital Citizenship Pledge  

https://docs.google.com/presentation/d/15FytSG7SxdDg2zOZBXFUNDSzP3PsIvHO9642xbAXpmg/edit?usp=sharing
https://docs.google.com/document/d/1Pms22mZ3fIEC8mS0gO1H5brV2j-oIXhfG2r_7vQNSYI/edit?usp=sharing
https://docs.google.com/document/d/1RYWCyuVU_VRyPpLFF_1kFQ4NMv2XHx8qa-iDUyuhHkM/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/this-is-me-lesson-quiz
https://docs.google.com/presentation/d/1iiQ1S452xTTHd0bSYNWCvmWUUb4-o40pp9jav2vR2F8/edit?usp=sharing
https://docs.google.com/document/d/1YplqXQ9i0T1ahKBGQq_wyB7o4UVXardCnZ4teSiu6BY/edit?usp=sharing
https://docs.google.com/document/d/1D28CmuSVGYcylFVgaX-cuEr8gnOo67EbF_S2zThGHGY/edit?usp=sharing
https://docs.google.com/document/d/1qtCv099loEqW4QShwwuC2KDcuq8qh5NjPBxYrCJ58Sw/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/beyond-gender-stereotypes-lesson-quiz
https://docs.google.com/presentation/d/187YICyRUoaLLnPML3SG2iGEQbwmDioaI_5NIxTSqRlI/edit?usp=sharing
https://video.commonsensemedia.org/education/DigCit2_PersonalPrivateInfo_SITE_FIXED.mp4
https://docs.google.com/document/d/1ALBdxTNV22hSkw7dmNWNRIfBgL88zQa9lBxWpyCD7Gg/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/private-and-personal-information-lesson-quiz
https://www.commonsense.org/education/digital-citizenship/quiz/private-and-personal-information-lesson-quiz
https://docs.google.com/presentation/d/1jqE5CLfzAjXdLY-6c26Ri15XNeidRAFU1jt47TmJ6GQ/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-digital-footprint-and-identity
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1Mi7KN3WDV_6snpzfHeoVtczIqvKU_-cT4vCbrXWRvaA/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-digital-footprint-and-identity
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1bmLPp3Fi7GVDbE5Fjv7hVjGMusNfSCiIWjfFuyEcXzA/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/digital-passport?page_manager_page_variant_weight=0&overridden_route_name=entity.node.canonical&base_route_name=entity.node.canonical&page_manager_page=node_view&page_manager_page_variant=node_view-panels_variant-8
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• Define what a community is, both in person and online. 

• Explain how having norms helps people in a community achieve their goals. 

• Create and pledge to adhere to shared norms for being in an online 

community. 

4th - Be a Super Digital Citizen  

• Reflect on the characteristics that make someone an upstanding digital 

citizen. 

• Recognize what cyberbullying is. 

• Show ways to be an upstander by creating a digital citizenship superhero 

comic strip. 

5th - Digital Friendships 

• Compare and contrast different kinds of online-only friendships. 

• Describe the benefits and risks of online-only friendships. 

• Describe how to respond to an online-only friend if the friend asks something 

that makes them uncomfortable. 

 

Teacher/Student Materials 3rd - Lesson Slides, Group Pledge - Handout, Online Community Norms: Handout, 

Teacher Version, Lesson Quiz, Digital Citizenship Pledge 

4th - Colored pencils or markers, Lesson Slides, Video: Super Digital Citizen, Digital 

Citizen Superhero: Handout - What Would A Super Digital Citizen Do?: Handout - 

Teacher Version, Lesson Quiz 

5th - Lesson Slides, Finish the Story: Handout - Heart's Online Friendships: Handout, 

Teacher Version, Lesson Quiz 

 

Additional Resources 3rd - Grades 3-5 - Family Activity - Relationships & Communication, Family Tips, Family 

Engagement Resources 

4th - Family Activity, Family Tips, SEL Conversation Starter 

5th - Grades 3-5 - Family Activity - Relationships & Communication, Family Tips, Family 

Engagement Resources 

3-5th - Digital Passport - six interactive games address key issues kids face in today's 

digital world. 

 

https://docs.google.com/presentation/d/1x8GDV5K2OEPzcTGQOiWLHLOcFk-cFM73fogZ-ly32UQ/edit?usp=sharing
https://docs.google.com/document/d/1bYPyHyHzxK723sRVHo9SDYUgLo-Sv-6eHqCtDeFMsvs/edit?usp=sharing
https://docs.google.com/document/d/1-BH7qYyuRpgbyBH7bbbL0rbXPOWfb8FMGfseSjiuYzU/edit?usp=sharing
https://docs.google.com/document/d/1i3T1jvyev06MNoEnlR_1Orh6cejTQmN4w9bjEqSOjK8/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/our-digital-citizenship-pledge-lesson-quiz
https://www.commonsense.org/sites/default/files/pdf/2021-03/grade-3-our-digital-citizenship-pledge-classroom-poster.pdf
https://docs.google.com/presentation/d/1T3fI_KawqiuHsZsFf2hDjh1d1AKsZULLH8993ya89rM/edit?usp=sharing
https://video.commonsensemedia.org/education/Super_Digital_Citizen_Site.mp4
https://docs.google.com/document/d/1xgzQaxEcj19Ui8Jr3J7gVA7zDjS7X0c0fqsOqQOBO9E/edit?usp=sharing
https://docs.google.com/document/d/1sjYGvVRhqcsyYHpas9zRzZX7PnoMC4XwLglRbYZIhlc/edit?usp=sharing
https://docs.google.com/document/d/1ZDYejgEigt7-mpVJBNsd69jeOg_DiJ-kx2hcA23wpx4/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/be-a-super-digital-citizen-lesson-quiz
https://docs.google.com/presentation/d/18pNbeZzhlLCzKS02PkJUaAfD_6yjHOV8PlvqqqA-cFw/edit?usp=sharing
https://docs.google.com/document/d/1_rfgu-puYCY4Y92wtpbjFnfAcOiqfKw-rVD_1qTivRw/edit?usp=sharing
https://docs.google.com/document/d/1Zzaq_3M9uuHBdseM_NjtvYAYsceVbm0MbdK_BHaZRJo/edit?usp=sharing
https://docs.google.com/document/d/1nxUVF-Jy9f-z7_K6EWuR0DYOHxPa5dFJxwMfiF7Pl0U/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/digital-friendships-lesson-quiz
https://docs.google.com/presentation/d/1JCtmMfyBZI-erk0okvW7qNLoxRPzCN6SgqI0dhAEIXk/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-relationships-and-communication
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1QXn58bg3G4ptPeEpG2nuzF7CmOgXYq8HBbfUWGxRv98/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://docs.google.com/document/d/1TLXoYY9vW2oBI2nPl4QwvzR1fNv-b_ePXTcz5vX6KaA/edit
https://docs.google.com/presentation/d/1JCtmMfyBZI-erk0okvW7qNLoxRPzCN6SgqI0dhAEIXk/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-relationships-and-communication
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/digital-passport?page_manager_page_variant_weight=0&overridden_route_name=entity.node.canonical&base_route_name=entity.node.canonical&page_manager_page=node_view&page_manager_page_variant=node_view-panels_variant-8
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Marking Period 1 Technology Literacy Grade(s) 3 – 5  

Unit Plan Title: Technology Literacy 

Unit Overview 

This unit explores the technical challenges and questions that arise from the need to represent digital information in computers. Learn 

how complex information like numbers, text, images, and sound are represented in text, how compression works, and the broader 

social impacts of digitizing the world's information 

Essential Question(s) 

What are your own strategies and insights about how to learn best? 
What is your definition of information? 

How is counting in this circle/square system similar to how we count in our regular lives? How is it different? 

 

Enduring Understandings 

Computer Science allows us to solve problems relevant to our lives with technological innovations.  

Technologies in computer science helps us to represent complex information in a more user-friendly and 

understandable manner. 

Assessments 

Formative: Pre– and post-course survey responses  

Summative: The unit project asks students to consider and debate issues that arise in modern society due to the 

digitizing of information. Students will analyze an article that addresses the intersection of digitizing information and 

current events. They will evaluate what data is being digitized and evaluate the benefits and harms caused by making 

this information digital. Students will also complete an end-of-unit assessment aligned with CS Principles framework 

objectives covered in this unit. 

Lesson and Learning Goal/Pacing 

Lesson 1 
Welcome to CSP (1 day) 

 
Lesson 2 Representing Information (1 day) 

Lesson 3 
Circle Square Patterns (1 day) 

Lesson 4 
Binary Numbers (1 day) 

 Lesson 1: Grades 3 – 5: Welcome to CSP 

 

NJSLS • 8.1.5.IC.1: Identify computing technologies that have impacted how 

individuals live and work and describe the factors that influenced the changes. 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1). 

Learning Objective • Communicate with classmates about computing innovations in their 

lives. 
• Describe positive and negative effects of computing innovations. 
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Teacher/Student Materials Lesson Plan;  video ; How to video ; personal innovations activity guide ; 

Personal innovations rubric; slides 

Additional Resources Lesson Resources 

 Lesson 2:  

Grades 3 – 5: Representing Information 

 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.DA.1: Collect, organize, and display data in order to highlight 

relationships or support a claim 8.1.5.DA.5: Propose cause and effect 

relationships, predict outcomes, or communicate ideas using data. 

 

Learning Objective • Explain how the same piece of information can be represented in a 
variety of different ways. 

• Use a device to represent different pieces of information 
• Use patterns to represent information 

Teacher/Student Materials Lesson Plan ; Slides ; Journal Sample 

Additional Resources N/A 

 Lesson 3:  Circle Square Patterns 

NJSLS 8.1.5.DA.1: Collect, organize, and display data in order to highlight 

relationships or support a claim. 

• 8.1.5.DA.3: Organize and present collected data visually to communicate 

insights gained from different views of the data. • 8.1.5.DA.4: Organize and 

present climate change data visually to highlight relationships or support a 

claim 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1). 

 

Learning Objective • Explain the challenges of creating a clear set of rules for ordering 
patterns 

https://studio.code.org/s/csp1-2023/lessons/1
https://youtu.be/QvyTEx1wyOY
https://support.code.org/hc/en-us/articles/4405629586957-New-how-to-walkthrough-videos-for-teachers-
https://docs.google.com/document/d/1rUAaOVwSMBDYLoXKGhL5lxZix-Hgw51mzDvcgiF8RuE/view
https://docs.google.com/document/d/1v3BHA47QuQu9USBcrQvALigzlNNtQzaojlDQuZ57LZA/view
https://docs.google.com/presentation/d/1Cn0Vi7QhOzM_Jqdcs6qdKYBPvJdz_xk0q32iwDI9su0/
https://studio.code.org/s/csp1-2023/lessons/1/student
https://studio.code.org/s/csp1-2023/lessons/2
https://docs.google.com/presentation/d/1-JGoj8qbFV72uJKtt53Uhq26pFo__10tT2_iRWWHrRc/
https://docs.google.com/presentation/d/17jJG9aGnvUsS_HClqDoAW7LkPS51PIsv2Q1npTlsbwM/edit?usp=sharing


 

Page 89 of 248 

 Computer Literacy K-8 

• Follow a set of rules for ordering sets of patterns 

Teacher/Student Materials Lesson Plan ; Lesson Slides ;  

Additional Resources Circle Square Patterns; shape cutouts 

 Lesson 4:  Binary Numbers 

NJSLS • 8.1.5.DA.3: Organize and present collected data visually to communicate 

insights gained from different views of the data.  

9.4.5.IML.2: Create a visual representation to organize information about a 

problem or issue (e.g., 4.MD.B.4, 8.1.5.DA.3).  

• 9.4.5.IML.3: Represent the same data in multiple visual formats in order to 

tell a story about the data 

Learning Objective • Explain how the position of each binary digit determines its place value 
and numeric value 

• Represent binary numbers using combinations of decimal (base 10) 
digits 0-9 

• Represent decimal numbers using combinations of binary (base 2) 
digits 0 and 1 

 

Teacher/Student Materials Lesson Plan ; slides ; flippy do exemplar 

Additional Resources how to make a flippy do (teacher resource) ;  

 

 

 

 

 

 

 

 

 

 

https://studio.code.org/s/csp1-2023/lessons/3
https://docs.google.com/presentation/d/1qRXtZdZDn4tmLqaQ6eK8BmaVKKWmibihy2WTozCLJeM/
https://docs.google.com/document/d/17GrZRYeVRMKwo9vbW-xVT1-Ccu0U2n88Thr-kMqu4s4/edit
https://docs.google.com/document/d/1l19mBWEkYLt-cIZbahv8JrrbRQFnwQQajmeq-r5InsU/edit
https://studio.code.org/s/csp1-2023/lessons/4
https://docs.google.com/presentation/d/1kQX-HWJjvoapWuFaCuy16t4c6G728wSCWRKRBiGlkzM/
https://docs.google.com/document/d/1ZFg2LvFTLOJ5VFL0IxIEydKaLLz59g7gwhNLiFPz2gE/edit?usp=sharing
https://docs.google.com/document/d/1ecO5-Vg8eQVVvpjIUX8P0dAVX2Mi1-QW7zfIMFWeqgY/edit?usp=sharing
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Marking Period 1 Critical Thinking & Problem Solving Grade(s) 3 - 5 

Unit Plan Title: Critical Thinking & Problem Solving 

Unit Overview Students will create programs with sequencing, loops, and events. They will investigate problem-

solving techniques and develop strategies for building positive communities both online and offline. By the end of the 

course, students will create interactive games that they can share.  Students will create a research project on a famous 

programmer.  

Essential Question(s) 

What is a computer programmer? 
How do you think your training data influenced the results that A.I. produced? 
What can help us to work together and solve problems as a team? 

What are some common steps we can use to solve many different types of problems? 

Enduring Understandings 

Programs can be broken down into smaller parts to facilitate their design, implementation, and review. 

Programs can also be created by incorporating smaller portions of programs that already exist. 

Individuals develop programs using an iterative process involving design, implementation, testing, and 

review. 

Assessments 

Formative:   Student responses, journal entries, drawings, exit tickets 

Summative:  Test and Quizzes 

 

Lesson and Learning Goal/Pacing 

Lesson 1 
On/Off Controllers (1 day) 

 
Lesson 2 

Catch the Cat (1 day) 

Lesson 3 
What is a computer programmer? (1 day) 

AI for Oceans  (1 day) 

Lesson 4 
Project on Famous Programmers (1 day) 

 Lesson 1 Grades 3-4 On/Off Controllers  

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate.  

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals. 

Learning Objective I can learn how to program Ozobot and how to use different on-off controllers. 

Teacher/Student Materials Lesson Plan 

https://storage.googleapis.com/ozobot-lesson-library/on-off-controllers/on-off-controllers.pdf
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Additional Resources N/A 

 Lesson 2: Grades 3-4: Catch the Cat 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate.  

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals. 

Learning Objective I can  draw a line, that Ozobot follows to catch Scratch cat.  Ozobot should 

catch the cat! 

Teacher/Student Materials Lesson Plan 

Additional Resources N/A 

 Lesson 3:  3-4 What is a computer programmer? 

5 : AI for Oceans  

NJSLS  9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

 9.4.5.IML.2: Create a visual representation to organize information about a problem 

or issue 

9.4.5.DC.8: Propose ways local and global communities can engage digitally to 

participate in and promote climate action 

• 9.4.5.CT.1: Identify and gather relevant data that will aid in the problem-solving 

process (e.g., 2.1.5.EH.4, 4-ESS3-1, 6.3.5.CivicsPD.2). • 9.4.5.CT.2: Identify a problem 

and list the types of individuals and resources (e.g., school, community agencies, 

governmental, online) that can aid in solving the problem  

• 9.4.5.CI.1: Use appropriate communication technologies to collaborate with 

individuals with diverse perspectives about a local and/or global climate change issue 

and deliberate about possible solutions (e.g., W.4.6, 3.MD.B.3,7.1.NM.IPERS.6). • 

9.4.5.CI.2: Investigate a persistent local or global issue, such as climate change, and 

collaborate with individuals with diverse perspectives to improve upon current 

https://stg-files.ozobot.com/lessons/lnygXfpFh2SkC6uqwbui6nIA8u/catchthecat.rSs7v4eGT5Gft8WxLkP6cQzk.pdf
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actions designed to address the issue • 8.1.8.IC.2: Describe issues of bias and 

accessibility in the design of existing technologies. 

Learning Objective 3 and 4: Students will  

• understand the role of a computer programmer  

• Strengthen their understanding of computer science 

5: Discuss the role artificial intelligence plays in their lives. 

• Reason about how human bias plays a role in machine learning. 

• Train and test a machine learning model. 

 

Teacher Materials 3 and 4: Lesson Plan 

5: Lesson Plan 

Student Materials 3 and 4: Slide deck  

Videos  

• OPTIONAL Extension - Ada Lovelace, Poet of Science: The First 

Computer Programmer by Diane Stanley  

• OPTIONAL Extension - A Computer Called Katherine by Suzanne Slade  

The World’s Youngest Computer Programmer (for Fun At Home activity) 

Additional Resources handouts:  

• BittBot Digital Worksheet - make a copy for each student (if using 

Google Classroom assignments or complete as a class)  

• BittBot packet - for in person learning, print a copy for each student  

Computer Science Journal  

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.   

CS Journal for students, make a copy for each student..  

 

 

Slide deck  

Videos  

• OPTIONAL Extension - Ada Lovelace, Poet of Science: The First 

Computer Programmer by Diane Stanley  

• OPTIONAL Extension - A Computer Called Katherine by Suzanne Slade  

• The World’s Youngest Computer Programmer (for Fun At Home 

activity)  

https://docs.google.com/document/d/1hrYow5Uhti4LEpHEc-DDcrE5o-5UowXBU_MWZjmDYYQ/edit
https://studio.code.org/s/oceans/lessons/1
https://docs.google.com/presentation/d/1axddtfXFofoG3HFpnRgWQJei4tdpsbDk3TYsnnN3uR4/edit?usp=sharing
https://video.link/w/sHb7b
https://video.link/w/sHb7b
https://drive.google.com/file/d/1967wVsq4PHPwJCk_2bGoPMfDnIvA4RBs/view?usp=sharing
https://video.link/w/xOb7b
https://docs.google.com/presentation/d/1w_NSZZ4yJM29REamx1wz7XKzkLlYnVBq-3cCIYTsHcE/edit?usp=sharing
https://drive.google.com/file/d/1vO-NxN1NT_ZD4A5sVKT9ZAdzNmqAC83u/view?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
https://docs.google.com/presentation/d/1axddtfXFofoG3HFpnRgWQJei4tdpsbDk3TYsnnN3uR4/edit?usp=sharing
https://video.link/w/sHb7b
https://video.link/w/sHb7b
https://drive.google.com/file/d/1967wVsq4PHPwJCk_2bGoPMfDnIvA4RBs/view?usp=sharing
https://video.link/w/xOb7b
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Handouts:  

• BittBot Digital Worksheet - make a copy for each student (if using 

Google Classroom assignments or complete as a class)  

• BittBot packet - for in person learning, print a copy for each student  

Computer Science Journal  

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.   

CS Journal for students, make a copy for  student.. 

5: AI Impact on Society Video ; AI Machine Learning Video ; AI Training Data & 

Bias 

 Lesson 4: 3-4: Project on Famous Programmers. 

Gr. 5: Intro to Problem Solving 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing and 

to interact and collaborate with others 

8.1.8.CS.4: Systematically apply troubleshooting strategies to identify and 

resolve hardware and software problems in computing systems 

9.4.5.CI.1: Use appropriate communication technologies to collaborate with individuals 

with diverse perspectives about a local and/or global climate change issue and 

deliberate about possible solutions 

Learning Objective Grades 3 & 4:  Research famous programmers and take notes on note catcher 

Gr. 5: Communicate and collaborate with classmates in order to solve a problem 

• Identify different strategies used to solve a problem 

• Iteratively improve a solution to a problem 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan; Lesson Slides ;  

Student Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Aluminum boats curr. guide 

https://docs.google.com/presentation/d/1w_NSZZ4yJM29REamx1wz7XKzkLlYnVBq-3cCIYTsHcE/edit?usp=sharing
https://drive.google.com/file/d/1vO-NxN1NT_ZD4A5sVKT9ZAdzNmqAC83u/view?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
https://youtu.be/ng4c1g3COfs
https://www.youtube.com/watch?v=OeU5m6vRyCk
https://youtu.be/x2mRoFNm22g
https://youtu.be/x2mRoFNm22g
https://studio.code.org/s/csd1-2022/lessons/1
https://docs.google.com/presentation/d/1zpwDZmqxT8pW9ZxUBfQ3rZhWvjANQPbrz4XE18reP-8/template/preview
https://docs.google.com/document/d/1dY3N0DvsPLoPRgWOXcSwRKGxZGaiP2HI84QaalQcE7s/
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Additional Resources GR. 5: how to video 

 Lesson 5: 3-4: Project on Famous Programmers.  

Select Famous Programmer 

Grade 5: The Problem-Solving Process 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.AP.1: Compare and refine multiple algorithms for the same task and determine 

which is the most appropriate. 8.1.5.AP.4: Break down problems into smaller, 

manageable sub-problems to facilitate program development 

 

Learning Objective Grades 3 & 4: Select a famous programmer to research   

Grade 5: Given a problem, identify individual actions that would fall within each step of the 

problem-solving process 

• Identify useful strategies within each step of the problem-solving process 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

 

Grade 5: Lesson Plan ; Slides 

Student Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: video ; activity guide 

Additional Resources N/A 

 Lesson 6:  3-4: Create Project 

Grade 5: Exploring Problem Solving 

NJSLS • 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions\ 

https://support.code.org/hc/en-us/articles/4405629586957-New-how-to-walkthrough-videos-for-teachers-
https://studio.code.org/s/csd1-2022/lessons/2
https://docs.google.com/presentation/d/1vCSb1Q5LCJsoDf9xg2hI7rwKvVot0yX6oEAhT2UQHKY/template/preview
https://youtu.be/z7RaFPT3DTE
https://docs.google.com/document/d/1KczAoklRXU1MemCJaah68E9-YtM4Qny00uZJE5f_Ly0/view
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NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.AP.1: Compare and refine multiple algorithms for the same task and determine 

which is the most appropriate. 8.1.5.AP.4: Break down problems into smaller, 

manageable sub-problems to facilitate program development 

Learning Objective Grades 3-4: SW create slide show presentation on famous programmer they 

selected. 

Grade 5: Apply the problem-solving process to approach a variety of problems 

• Assess how well-defined a problem is and use strategies to define the problem more 

precisely 

 

Teacher Materials Grades 3-4:Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan 

Student Materials Grades 3-4: Student devices, Google Classroom,  Slideshow 

Grade 5: Slides ;  

Additional Resources Activity Guide 

 Lesson 7:  

 Grades 3-4 Edit Project 

Grade 5: What is a computer? 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.CS.1: Model how computing devices connect to other components to form a 

system.  

8.1.5.CS.2: Model how computer software and hardware work together as a system 

to accomplish tasks. 

https://studio.code.org/s/csd1-2022/lessons/3
https://docs.google.com/presentation/d/1_-cc28V0UGo-lNB9yJRPvGlHwdMSnYpcoi9lwJVkHEc/template/preview
https://docs.google.com/document/d/1HUE7g2tqk-_3wiOU4cEFfE4CoOQ5kMzZQc-BTXdco5E/edit
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Learning Objective Grades 3 & 4: Choose research information to present on famous programmer 

and edit projects 

Grade 5: Choose problems that can be solved with computing and justify those choices. 

• Identify a computer as a machine that works with information 

• Reason about whether particular objects are or are not computers 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ; Lesson Slides 

Student Materials Grade 3 & 4: Student devices, Google Classroom, Slideshow 

Grade 5: video 

Additional Resources Grade 3 & 4: edit your work video 

Grade 5: activity guide 

 Lesson 8:  Grades 3-4 : Revise Project 

Grade 5: Input and Output 

NJSLS  9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.CS.1: Model how computing devices connect to other components to form a 

system.  

8.1.5.CS.2: Model how computer software and hardware work together as a system 

to accomplish tasks  

9.4.5. CT.1: Identify and gather relevant data that will aid in the problem-solving 

process 

Learning Objective Grades 3 & 4: Revise projects with peers to showcase their work 

Grade 5: Explain the role that input, and output take when computers are used to solve 

information problems. 

• Select the inputs and outputs used to perform common computing tasks 

https://studio.code.org/s/csd1-2022/lessons/4
https://docs.google.com/presentation/d/1v8ErjlG4MLpdwJ-paeJ1PJlUMY3nXL8RfoBK_DczJ-M/template/preview
https://youtu.be/rRSD128KWIM
https://youtu.be/izENvJJY6Hg
https://docs.google.com/document/d/1I0Pw3qKhtT0TdbPME3EKsi-L7ufgpxB3JBT59uxgp4w
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Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ; slides 

Student Materials Grade 3 & 4: Student devices, Google Classroom,  Slideshow 

Grade 5: Activity Guide 

Additional Resources Grades 3 & 4: Adding style video 

Grade 5: Input & Output Exemplar 

 Lesson 9:  Grades 3-4: Publish Project 

Grade 5: Processing 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.CS.1: Model how computing devices connect to other components to form a 

system.  

8.1.5.CS.2: Model how computer software and hardware work together as a system 

to accomplish tasks  

8.1.5. AP.4: Break down problems into smaller, manageable sub-problems to facilitate 

program development.  

8.1.5.AP.5: Modify, remix, or incorporate pieces of existing programs into one’s own 

work to add additional features or create a new program. 

Learning Objective Grades 3 & 4: Publish slide presentations on Famous Programmer 

Grade 5: Define processing as the work done (possibly by a computer) to turn an input into an 

output 

• Determine which types of processing are appropriate for a particular computing problem. 

• Identify several common types of processing used in computing. 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

https://studio.code.org/s/csd1-2022/lessons/5
https://docs.google.com/presentation/d/10ew9kAUGnO0gMSr6sW5sFLB0bYfjdwQgiX-cJyzPQ9w/template/preview
https://docs.google.com/document/d/1Wf9oUuRi5iNb2cVrn1F8kbDDys0CcAcN-m4ZLpXohmY
https://youtu.be/E4Gl5Cq2siA
https://docs.google.com/document/d/1y6JJOsmZh0zwXpP4qCQoPFhQiLXGi4NJnnQoLnHAkPc/edit?usp=sharing
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Grade 5: Lesson Plan ;  Lesson Slides 

Student Materials Grades 3 & 4: Student devices, Google Classroom,  Slideshow 

Grade 5:Exemplar 

Additional Resources Grades 3 & 4: video 

Grade 5: Activity Guide 

 Lesson 10: Grades 3-4 : Celebration/ Peer Feedback 

Grade 5: Storage 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.DA.3: Organize and present collected data visually to communicate insights 

gained from different views of the data 

8.1.5.IC.1: Identify computing technologies that have impacted how individuals live 

and work and describe the factors that influenced the changes.  

8.1.5.IC.2: Identify possible ways to improve the accessibility and usability of 

computing technologies to address the diverse needs and wants of users. 

Learning Objective Grades 3 & 4: Explain their projects to classmates, receive and offer feedback 

and participate in class celebration of the learning 

Grade 5: Determine which information in a computing problem should be stored for later use. 

• Identify guidelines regarding what information should and should not be stored as part of 

the computing process. 

• Use the input-output-storage-processing model to describe a computing process. 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ; apps with storage guide 

Student Materials Grades 3 & 4: Student devices, Google Classroom,  Slideshow 

Grade 5: activity guide 

https://studio.code.org/s/csd1-2022/lessons/6
https://docs.google.com/presentation/d/16-FcZlbn-DXr_BcDncQwUJvwAy24mT4JOuxTQAHzDOE/template/preview
https://docs.google.com/document/d/1S3OZcT2RUzp6WTnd1M74xQ6axbZF6qAXzYgAnn2sHJk/edit?usp=sharing
https://youtu.be/eyQk-UF8f_s
https://docs.google.com/document/d/1X_F-Sr4pj_E4jM0eGqE9crfrY2bNEozJqPw765QQ4Jw/view
https://studio.code.org/s/csd1-2022/lessons/7
https://docs.google.com/presentation/d/1YX99Zyb1-Mwgl9TiY5P2DEx9Wb4_xffJUDu05VxTh_I/template/preview
https://docs.google.com/document/d/17X6xpUxRugcGDMRzplSRPU3d18VviQ4v7uOj2E3s99s/edit
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Additional Resources Grades 3 & 4: peer feedback video 

Grade 5: video 

 

 

 

  

https://youtu.be/eyQk-UF8f_s
https://www.youtube.com/watch?v=92TaQRBwPSs
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Marking Period 1 Creativity & Innovation Grade(s) 3 - 5 

Unit Plan Title: Creativity & Innovation 

Unit Overview 

In this unit students will use the Ozobot color code system to learn and explore fundamental computer programming 

concepts. Students learn about programming commands, sequence, debugging, loops, and conditionals through 

creating and troubleshooting Ozobot paths. They will also experience collaborative software development by working 

in teams. The unit ends with a design challenge where students apply their understanding of algorithms.  

Essential Question(s) 

• How do the physical components of the Ozobot Evo work together to follow the instructions given by different 

color codes? 

• How can we use different sequences of color codes to control the speed, direction, and special moves of the 

Ozobot? 

• How can breaking down a complex task into smaller parts (decomposition) help us in programming the Ozobot 

to complete a challenge? 

• How can we plan and predict the sequence of events, goals, and expected outcomes when programming our 

Ozobot? 

 

Enduring Understandings 

Computer programming is a powerful tool for controlling and interacting with technology.  
Complex tasks can be broken down into smaller, manageable steps - a process called decomposition. 
Careful planning, precision, and creativity can make coding not only possible, but also fun and exciting. 

 

Assessments 

Formative and Summative:  Performance based in all lessons 

Lesson and Learning Goal/Pacing 

Lesson 1 
 

3-5 Introduction to Ozobot: Get to Know Evo 

*All lessons are 2 days. 

 
Lesson 2 

   
3-5 Introduction to Color Codes 01: Basic Training 
*All lessons are 2 days. 

Lesson 3 
3-5 Introduction to Color Codes 02: Speed 

*All lessons are 2 days. 

Lesson 4 
3-5 Introduction to Color Codes 03: Special Moves & Win/Exit 

*All lessons are 2 days. 

Lesson 5  3-5 Introduction to Color Codes 04: Direction 

*All lessons are 2 days. 

Lesson 6 3-5 Introduction to Color Codes 05: Skills Check 1 (Grades 3-5) 

*All lessons are 2 days. 

https://classroom.ozobot.com/lessons/lnHsHKD0kXTgueqAiT7Pg7jQT3
https://classroom.ozobot.com/lessons/lnq1oGHjt9QgqluYp0AUlIWAyU
https://classroom.ozobot.com/lessons/lnZNbeaif6Q4Sjk81t61qsRw9e
https://classroom.ozobot.com/lessons/ln1axNXxHhStSww1on3JmEggK3
https://classroom.ozobot.com/lessons/lnvoqSQhVWQf2rDqaBxMeJzg62
https://classroom.ozobot.com/lessons/lnoSMuZ0DtQPKhEoNCysjr2woX
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Lesson 7 3-5 Introduction to Color Codes 06: Timers 

*All lessons are 2 days. 

Lesson 8 3-5 Introduction to Color Codes 07: Line Switch 

*All lessons are 2 days. 

Lesson 9 3-5 Introduction to Color Codes 08: Counters 

*All lessons are 2 days. 

Lesson 10 3-5 Introduction to Color Codes 09: Skills Check 2 

*All lessons are 2 days. 

 Lesson 1 

NJSLS 8.1.5.CS.2: Model how computer software and hardware work together as a 

system to accomplish tasks. 

Learning Objective Identify and name the hardware components of Ozobot Evo 

Teacher Materials Lesson Plan  

Student Materials Copy the link below and share with students via your LMS or preferred method. 

Tip: make sure students’ bots are charged and updated! 

Student Link  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

 Lesson 2 

NJSLS 9.4.5.TL.1: Compare the common uses of at least two different digital tools and 

identify the advantages and disadvantages of using each. 

8.1.5.CS.2: Model how computer software and hardware work together as a 

system to accomplish tasks. 

Learning Objective Learn the basics of Ozobot's line-following capabilities. 

Teacher Materials Lesson Plan  

https://classroom.ozobot.com/lessons/lnT3Wts94xTtqokHA8jdAGgAAE
https://classroom.ozobot.com/lessons/lnVwy8qAVyS9GFRPK2vLucUwbV
https://classroom.ozobot.com/lessons/lnnQG7seYIQI6u0xNfM8ZcRQ2y
https://classroom.ozobot.com/lessons/lnGuwhBgwsTYeN0gANpLWJHwWu
https://classroom.ozobot.com/lessons/lnHsHKD0kXTgueqAiT7Pg7jQT3
https://classroom.ozobot.com/lessons/lnHsHKD0kXTgueqAiT7Pg7jQT3/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnq1oGHjt9QgqluYp0AUlIWAyU
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Student Materials Copy the link below and share with students via your LMS or preferred method. 

Tip: make sure students’ bots are charged and updated! 

Student Link 

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 3 

NJSLS 8.1.5.CS.2: Model how computer software and hardware work together as a system to 

accomplish tasks. 

Learning Objective Learn the various speed Color Codes to program their bot to move at different speeds. 

Teacher Materials Lesson Plan  

Student Materials Copy the link below and share with students via your LMS or preferred method. 

Tip: make sure students’ bots are charged and updated! 

Student Link 

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 4 

NJSLS 8.1.5.CS.2: Model how computer software and hardware work together as a system to 

accomplish tasks. 

Learning Objective Learn how to program their bot to perform special moves with Color Codes. 

Teacher Materials https://classroom.ozobot.com/lessons/ln1axNXxHhStSww1on3JmEggK3  

Student Materials Copy the link below and share with students via your LMS or preferred method. 

Tip: make sure students’ bots are charged and updated! 

Student Link 

https://classroom.ozobot.com/lessons/lnq1oGHjt9QgqluYp0AUlIWAyU/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnZNbeaif6Q4Sjk81t61qsRw9e
https://classroom.ozobot.com/lessons/lnZNbeaif6Q4Sjk81t61qsRw9e/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/ln1axNXxHhStSww1on3JmEggK3
https://classroom.ozobot.com/lessons/ln1axNXxHhStSww1on3JmEggK3/public
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Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 5 

NJSLS 8.1.5.CS.2: Model how computer software and hardware work together as a system to 

accomplish tasks. 

Learning Objective Learn the directional Color Codes to program their bot to move in a specific direction. 

Teacher Materials Lesson Plan  

Student Materials Copy the link below and share with students via your LMS or preferred method. 
Tip: make sure students’ bots are charged and updated! 

Student Link 

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 6 

NJSLS 9.4.5.TL.5: Collaborate digitally to produce an artifact. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and conditionals. 

8.1.5.AP.6: Develop programs using an iterative process, implement the program 

design, and test the program to ensure it works as intended. 

Learning Objective Apply the concepts and skills learned in previous lessons to program their bot to 

complete a challenge. 

Teacher Materials Lesson Plan  

Student Materials Copy the link below and share with students via your LMS or preferred method. 
Tip: make sure students’ bots are charged and updated! 

Student Link 

https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnvoqSQhVWQf2rDqaBxMeJzg62
https://classroom.ozobot.com/lessons/lnvoqSQhVWQf2rDqaBxMeJzg62/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnoSMuZ0DtQPKhEoNCysjr2woX
https://classroom.ozobot.com/lessons/lnoSMuZ0DtQPKhEoNCysjr2woX/public
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Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 7 

NJSLS 8.1.5.AP.3: Create programs that include sequences, events, loops, and conditionals. 

Learning Objective Learn how to use timer Color Codes to complete a challenge. 

Teacher Materials https://classroom.ozobot.com/lessons/lnT3Wts94xTtqokHA8jdAGgAAE? 

Student Materials Student Link  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 8 

NJSLS 8.1.5.CS.2: Model how computer software and hardware work together as a system to 

accomplish tasks. 

Learning Objective Demonstrate how to use line switch Color Codes to complete a challenge. 

Teacher Materials Lesson Plan  

Student Materials Student Link  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 9 

NJSLS 8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to facilitate 

program development. 

Learning Objective Demonstrate how to use the Counters Color Codes to complete a challenge. 

https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnT3Wts94xTtqokHA8jdAGgAAE/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnVwy8qAVyS9GFRPK2vLucUwbV
https://classroom.ozobot.com/lessons/lnVwy8qAVyS9GFRPK2vLucUwbV/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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Teacher Materials Lesson Plan  

Student Materials Student Link  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 10 

NJSLS 9.4.5.TL.5: Collaborate digitally to produce an artifact. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and conditionals. 

8.1.5.AP.6: Develop programs using an iterative process, implement the program 

design, and test the program to ensure it works as intended. 

Learning Objective Apply the concepts and skills they learned in all lessons to program their bot to 

complete a challenge.   

Teacher Materials Lesson Plan  

Student Materials Student Link  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 

 

 

 

 

 

 

https://classroom.ozobot.com/lessons/lnnQG7seYIQI6u0xNfM8ZcRQ2y
https://classroom.ozobot.com/lessons/lnnQG7seYIQI6u0xNfM8ZcRQ2y/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lnGuwhBgwsTYeN0gANpLWJHwWu
https://classroom.ozobot.com/lessons/lnGuwhBgwsTYeN0gANpLWJHwWu/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons


 

Page 106 of 248 

 Computer Literacy K-8 

Marking Period 1 Information and Media Literacy Grade(s) 3-5  

Unit Plan Title: Information and Media Literacy 

Unit Overview 

Students will gain knowledge of taking care of their devices and how to get around Google Suite 

Essential Question(s) 

Why is it important to take care of our devices?   

Why do we log in and out ?   

How do we protect our passwords on school devices?   

What is a google doc?    

How do you create a doc and apply varying formatting techniques?  

 

Enduring Understandings 

Google Suite has a number of useful tools to create original content for publication including documents, 

spreadsheets, and slide presentations.  

Using and protecting my individual passwords on school devices is important to keep me safe. 

Learning proper device care is important to ensuring my device is ready and accessible for my learning at all 

times.  

 

Assessments 

Formative: journal entries, exit tickets, drawings,  

Summative:  docs created, lesson quiz/ test, Google Doc Project  

Lesson and Learning Goal/Pacing 

Lesson 1 
Google – log in/ out (1 day) 

Taking care of your device and information 

 
Lesson 2 

   

Getting around Google Classroom (1 day) 

-how to join a class, assignments, grades 

Lesson 3 
Google Docs – how to create a doc, change fonts, colors, sizes of text and 

share doc in Google Classroom (2 days) 

 

Lesson 4 
Google Doc – formatting (2 days) 

 

Lesson 5 Google Doc – inserting images (2 days) 
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Lesson 6 Google Slides (2 days) 

Lesson 7 Google Slides – adding style (2 days) 

Lesson 8 Google Project – teacher choice (2 days) 

 Lesson 1:   

Google – log in/ out  

Taking care of your device and information 

NJSLS 8.1.5.NI.3: Create a password that secures access to a device. Explain why it is 

important to create unique passwords that are not shared with others  

8.1.5.NI.4: Explain why access to devices need to be secured  

 

 

Learning Objective Demonstrate how to care for device and how to log in and out of google. 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup  

Additional Resources taking care of your devices 

 Lesson 2:  Getting around Google Classroom  

-how to join a class, assignments, grades 

NJSLS 8.1.5.NI.3: Create a password that secures access to a device. Explain why it is 

important to create unique passwords that are not shared with others  

8.1.5.NI.4: Explain why access to devices need to be secured 

 

Learning Objective Demonstrate how to join a google class, find assignments and turn in 

assignments for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup ; video 

Additional Resources -once students have joined a classroom, assign ongoing keyboarding lessons; 

model how to complete lessons and turn in for a grade in Google Classroom 

 Lesson 3:   

https://youtu.be/iZbvKhEhmkg
https://www.youtube.com/watch?v=u4ipjMYMYik&list=PLGSmqAFzqiEkbWdHMRf7uMbKCjfW9kHc9&index=3&pp=iAQB
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Google Docs – how to create a doc, change fonts, colors, sizes of text and 

turn in doc in Google Classroom 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

Learning Objective Experience how to create a doc from google classroom, how to write on doc, 

change fonts, colors, and sizes of text and turn in doc for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

 

Additional Resources Google Doc Video 

 Lesson 4:  Google Doc – formatting 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

Learning Objective Experience how to format a doc and table using Google Docs 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

 

Additional Resources Formatting video 

 

 Lesson 5:  Google Doc – Insert Images 

NJSLS NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

 

 

Learning Objective Discover how to insert images into a Google Doc 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

https://www.youtube.com/watch?v=478TDzL1b3E
https://www.youtube.com/watch?v=jvV5SS6rP4o
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Additional Resources Inserting Images 

 

 Lesson 6:  Google Slides 

NJSLS • 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

 

 

Learning Objective Learn how to create a slide presentation 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides Video 

 

 Lesson 7:  Google Slides – Adding Style 

NJSLS • 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

 

Learning Objective Explore how to add their own style to a google slide presentation  

https://www.youtube.com/watch?v=rd4Um5Ceywk
https://www.youtube.com/watch?v=lfpneIqnXTE
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Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Style 

 

 Lesson 8:  Project Teacher Choice 

NJSLS 

 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of 

tasks accurately and quickly based on user needs and preferences. 

• 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions 

 

Learning Objective Create a doc or google slide presentation All About Me.  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Animation  

 

 

 

 

 

 

 

 

 

https://www.youtube.com/watch?v=E4Gl5Cq2siA
https://www.youtube.com/watch?v=eyQk-UF8f_s
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Marking Period 2 Digital Citizenship Grade(s) 3 - 5 

Unit Plan Title: Digital Citizenship 

Unit Overview 

In this unit, "Digital Citizenship and Media Literacy," students will explore the fascinating world of digital citizenship 

and media literacy, gaining essential skills to navigate the digital age responsibly. Each grade level will focus on 

specific key topics and essential questions to deepen their understanding and critical thinking abilities. Throughout 

the unit, students will engage in discussions, activities, and projects that encourage thoughtful consideration of digital 

ethics, effective communication, and responsible digital citizenship. By the end of the unit, they will be well-equipped 

to navigate the digital world with confidence and awareness. 

Essential Question(s) 

3rd  
How can a strong password help protect your privacy? 
Why do people alter digital photos and videos? 
Why is it important to respect artists' decisions about sharing their work and treat them fairly? 
Why is it important to think about how other people might understand a message differently from us? How do 
pictures and words together show different things, and why should we be careful about what we share online or on 
clothes? What does "context" and "representation" mean? 
 
4th  
What makes a healthy media choice? 
What rights and responsibilities do you have as a creator? 
Why is copyright important for protecting creative work and supporting artists, and how does it impact creativity and 
fair use? 
How do pictures and words work together to create meaning, and why is it important to think about the captions 
when looking at pictures? Why should we be careful about what we post online and consider who posted something 
and why? 
 
5th  
What does media balance mean for me? 
What are the important parts of an online news article? 
How does respecting creative work, understanding copyright, Creative Commons, and fair use contribute to fostering 
creativity and responsible sharing of artistic content in the digital age? 
How can we tell if a news or information source is trying to trick us, and why is it important to check if a source is 
reliable before sharing what they say? 

Enduring Understandings 

3rd - Strong passwords protect our privacy online, and altering digital photos and videos can change their meaning or 
deceive others. Respecting artists' decisions about sharing their work and treating them fairly shows appreciation for 
their creativity and effort. Considering different perspectives helps us understand the power of combining pictures 
and words, and being cautious about what we share online promotes responsible media usage. 
 
4th - A healthy media choice means selecting content that is informative, respectful, and suitable for our age. As 
creators, we have the right to protect our work and the responsibility to respect others' creations and give proper 
credit. Copyright is important for protecting creative work, supporting artists, and promoting new ideas while 
considering fair use for educational and creative purposes. 
 
5th - Media balance means having a healthy mix of different media while being mindful of our time spent on them. An 
online news article's important parts include the headline, source, date, evidence, and different perspectives. 
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Respecting creative work, understanding copyright, Creative Commons, and fair use promotes responsible sharing 
and supports artists, while checking the reliability of news sources helps us avoid being deceived. 

 

Assessments 

Formative: Discussions, hands on activities, and projects 

Summative:  Quizzes  

Lesson and Learning Goal/Pacing 

Lesson 1 
3rd -  Password Power-Up 

4th -  My Media Choices 

5th -  Finding My Media Balance 

 

 
Lesson 2 

3rd -  Is Seeing Believing? 
4th -  A Creator's Rights and Responsibilities 
5th -  Reading News Online 
 

Lesson 3 
3rd - Sharing Fairly 

4th - Digital Sharing Ethics 

5th - Copyright in the Real World (pt.1) 

 

Lesson 4 
3rd – Interland - Mindful Mountain – Share with Care 

4th - Interland - Kind Kingdom - It’s Cool to be Kind 

5th - Interland - Reality River - Don’t fall for Fake 

 

 Lesson 1 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

https://www.commonsense.org/education/digital-citizenship/lesson/password-power-up
https://www.commonsense.org/education/digital-citizenship/lesson/my-media-choices
https://www.commonsense.org/education/digital-citizenship/lesson/finding-my-media-balance
https://www.commonsense.org/education/digital-citizenship/lesson/is-seeing-believing
https://www.commonsense.org/education/digital-citizenship/lesson/a-creators-rights-and-responsibilities
https://www.commonsense.org/education/digital-citizenship/lesson/reading-news-online
https://copyrightandcreativity.org/wp-content/uploads/2019/07/Grade-3-Lesson-Sharing-Fairly-2019-07-12.pdf
https://copyrightandcreativity.org/wp-content/uploads/2019/07/Grade-4-Lesson-Digital-Sharing-Ethics-2019-07-12pdf.pdf
https://copyrightandcreativity.org/wp-content/uploads/2019/07/Grade-5-Lesson-Copyright-in-the-Real-World-Music-and-Movies-2019-07-12.pdf
https://beinternetawesome.withgoogle.com/en_us/interland
https://beinternetawesome.withgoogle.com/en_us/interland
https://beinternetawesome.withgoogle.com/en_us/interland
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9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

 

Learning Objective 3rd - Password Power-Up  

• Define the term "password" and describe a password's purpose.  

• Understand why a strong password is important.  

• Practice creating a memorable and strong password.  

 

4th - My Media Choices  

•  Learn the "What? When? How Much?" framework for describing their 
media choices. 

• Use this framework and their emotional responses to evaluate how 
healthy different types of media choices are. 

• Begin to develop their own definition of a healthy media balance. 

 

5th - Finding My Media Balance 

• Reflect on how balanced they are in their daily lives. 

• Consider what "media balance" means, and how it applies to them. 

• Create a personalized plan for healthy and balanced media use. 

 

Teacher/Student Materials 3rd - Finding My Media Balance Lesson Slides, My Media Balance,  

My Perfect Day: Handout, My Media Plan: Handout, Lesson Quiz 

 

4th - My Media Choices Lesson Slides, My Media Balance, Reflecting on My Media: 

Handout, My Media Choices Tracker: Handout, Lesson Quiz 

 

5th - Finding My Media Balance Lesson Slides, My Media Balance, My Perfect Day: 

Handout, My Media Plan: Handout, Lesson Quiz 

 

 

Additional Resources 3rd - Grades 3-5 - Family Activity - Media Balance & Well-Being, Family Tips, Family 

Engagement Resources 

 

4th - Grades 3-5 - Family Activity - Media Balance & Well-Being, Family Tips, SEL 

Conversation Starter 

https://docs.google.com/presentation/d/17MXRoJpSiDmfeD7huYU5VCf42Us6tHssSmwc4zXjWJQ/edit?usp=sharing
https://video.commonsensemedia.org/education/DigCit2_MyMediaBalance.mp4
https://docs.google.com/document/d/1Y_nUa5Os9Wzm7zQ0XWFMnDgR_B2uAKumiKL3KZVxT5U/edit?usp=sharing
https://docs.google.com/document/d/1NDKabMSmlO8ox-aHveThbBP0ZN3REaheAGkRKhD4q5U/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/finding-my-media-balance-lesson-quiz
https://docs.google.com/presentation/d/1L8qgJ0PkO1lis9JiVwNfoiC20yzJfz9OqZw5MNBrGV4/edit?usp=sharing
https://video.commonsensemedia.org/education/DigCit2_MyMediaBalance.mp4
https://docs.google.com/document/d/1VinmJKngpKSCpRN7HtMloqz_esXFpGD_qZXwX56UBjU/edit?usp=sharing
https://docs.google.com/document/d/1v9MtxRcrp3DxgvTIPctF5K_OjE4BQECIa0orOb9hn9c/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/my-media-choices-lesson-quiz
https://docs.google.com/presentation/d/17MXRoJpSiDmfeD7huYU5VCf42Us6tHssSmwc4zXjWJQ/edit?usp=sharing
https://video.commonsensemedia.org/education/DigCit2_MyMediaBalance.mp4
https://docs.google.com/document/d/1Y_nUa5Os9Wzm7zQ0XWFMnDgR_B2uAKumiKL3KZVxT5U/edit?usp=sharing
https://docs.google.com/document/d/1NDKabMSmlO8ox-aHveThbBP0ZN3REaheAGkRKhD4q5U/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/finding-my-media-balance-lesson-quiz
https://docs.google.com/presentation/d/159Ly4QWfekuO5ogeLVouMWIo5oxmxB2QCP9X00rjkRE/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/159Ly4QWfekuO5ogeLVouMWIo5oxmxB2QCP9X00rjkRE/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://docs.google.com/document/d/1V0PWhWpxD-5pzHhAf4kfukHGyKQ1BgXh_GP00rog4O0/edit
https://docs.google.com/document/d/1V0PWhWpxD-5pzHhAf4kfukHGyKQ1BgXh_GP00rog4O0/edit
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5th - Grades 3-5 - Family Activity - Media Balance & Well-Being, Family Tips, Family 

Engagement Resources 

 

 

 Lesson 2 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

 

Learning Objective 3rd - Is Seeing Believing?  

•  Recognize that photos and videos can be altered digitally. 

• Identify different reasons why someone might alter a photo or video. 

• Analyze altered photos and videos to try to determine why. 

4th - A Creator's Rights and Responsibilities  

• Define "copyright" and explain how it applies to creative work. 

• Describe their rights and responsibilities as creators. 

• Apply copyright principles to real-life scenarios. 

 

https://docs.google.com/presentation/d/159Ly4QWfekuO5ogeLVouMWIo5oxmxB2QCP9X00rjkRE/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-media-balance-and-well-being
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
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5th - Reading News Online 

• Understand the purposes of different parts of an online news 

page. 

• Identify the parts and structure of an online news article. 

• Learn about things to watch out for when reading online news 

pages, such as sponsored content and advertisements. 

 

Teacher Materials 3rd- Lesson Slides, Photo Fake Example 1: Handout -Teacher Version, Photo Fake 

Example 2: Handout - Teacher Version, Photo Fake Example 3: Handout - Teacher 

Version, Photo Fake Example 4: Handout - Teacher Version, Lesson Quiz 

4th - A Creator's Rights and Responsibilities - Lesson Slides, What's Copyright?: 

Handout - Teacher Version, Lesson Quiz 

5th - Lesson Slides, Reading News Online, Label A News Page:,Handout, Mix & Match 

Cards: Handout, Lesson Quiz 

 

Additional Resources 3rd- Grades 3-5 - Family Activity - News & Media Literacy, Family Tips, Family 

Engagement Resources 

4th - Grades 3-5 - Family Activity - News & Media Literacy, Family Tips, Family 

Engagement Resources 

5th - Grades 3-5 - Family Activity - News & Media Literacy, Family Tips, Family 

Engagement Resources 

 

 Lesson 3 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

https://docs.google.com/presentation/d/1xvEEDBK4SudROYOftwDk3sSZY3L5EJPQqAwtm2btkpQ/edit?usp=sharing
https://docs.google.com/document/d/1seUlJr9MndTErA7mdhVl2uzqifGjH26nYe6n6tmz8_w/edit?usp=sharing
https://docs.google.com/document/d/1RGDoWviyH7F-eTiFUsgqphXHKHgFj-4zHFqL0RMmsLE/edit?usp=sharing
https://docs.google.com/document/d/1ZbXUA-MqC_SlG6UULzcaW83i1MuseUaok8QBsY7D8lI/edit?usp=sharing
https://docs.google.com/document/d/1ScKoXIni2C1ksPuVdTeuWXXsTgbNiMQQTo8gqhyZwaw/edit?usp=sharing
https://docs.google.com/document/d/1Jn6w6YNC3OcnW1eLzF8PRY7C5vi7Tl-f2odWR5qpRGE/edit?usp=sharing
https://docs.google.com/document/d/1b8SQ1Ru06hE18v-OHwOTHqJUK5K1hHYu57IR6ViFM8o/edit?usp=sharing
https://docs.google.com/document/d/1b8SQ1Ru06hE18v-OHwOTHqJUK5K1hHYu57IR6ViFM8o/edit?usp=sharing
https://docs.google.com/document/d/1G6Hv-9urYi3IQtU9q13kR31rPP00MVQvgU0W3MoLtYE/edit?usp=sharing
https://docs.google.com/document/d/1tHXSynYflETvq75V-KpLhV771NCIZbWBJjVdY2I4BOM/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/is-seeing-believing-lesson-quiz
https://docs.google.com/presentation/d/1N4NjoInrRFQrPMPUYJ5YaRDF4fIfGdSGNh6GMzzalMo/edit?usp=sharing
https://docs.google.com/document/d/193-eFzHhG1xMPe-PBMWIdAzVRhi-b0HyFwVZ7iFQ5G0/edit?usp=sharing
https://docs.google.com/document/d/1obaBIxLScePSpq6MwDrPQDK1m0DGuz45uDou_k-tdPE/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/a-creators-rights-and-responsibilities-lesson-quiz
https://docs.google.com/presentation/d/12yVAh8g6gr_R-r1dFXtcKv2NzK19Wf7udtCfzVOz_sQ/edit?usp=sharing
https://video.commonsensemedia.org/education/5.6_ReadingNews_Online_SITE.mp4
https://docs.google.com/document/d/1M-ZI7qkN2ti9v25axULwMIMqD7t5_NYz-vjCnPA-zFk/edit?usp=sharing
https://docs.google.com/document/d/19GJ04ER5oRFMy1eMQhqfwJPp5N59lRZKI8__yN8S2X8/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/reading-news-online-lesson-quiz
https://docs.google.com/presentation/d/1yldihO3NSv3h1FGoQ0Sjrh1RVlKiY7cSjWnHOnR0ye4/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1yldihO3NSv3h1FGoQ0Sjrh1RVlKiY7cSjWnHOnR0ye4/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1yldihO3NSv3h1FGoQ0Sjrh1RVlKiY7cSjWnHOnR0ye4/edit?usp=sharing
https://www.commonsense.org/education/family-tips/k-5-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/education/toolkit/family-engagement-resources
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9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

 

Learning Objective 3rd - Sharing Fairly 

• Gain an understanding of the basic principles of copyright and fair use. 

 

4th - Digital Sharing Ethics 

• Explain the purpose of copyright. 

• Demonstrate an understanding of the importance of respecting others' 
creative work 

• Identify the concept of fair use, recognizing how it allows legal re-use and 
sharing of copyrighted works in ways that promote creativity and benefit 
society. 

 

5th - Copyright in the Real World (pt.1) 

• Understand and respect the value of others' online creative work for a more 
innovative environment. 

• Understand copyright's purpose in protecting creators and promoting 
creativity. 

• Recognize Creative Commons licenses and ethical content sharing. 

 

Teacher/Student Materials 3rd - Sharing Fairly 

4th - Digital Sharing Ethics 

5th - Copyright in the Real World (pt.1) 

Additional Resources Copyright for Eduators 

Copyright and Creativity Elementary Curriculum 

Copyright Infographic 1  

Copyright Infographic 2 

Educator Expierience 

 Lesson 4 

NJSLS 9.4.5.DC.1: Explain the need for and use of copyrights.  

https://drive.google.com/drive/folders/1qvYEjrzZXsOAVHNQd2pUmeY_2kI30s77?usp=drive_link
https://drive.google.com/drive/folders/1ajaSimvFnO5n8VTaPaZ5vza7cKdD4KxS?usp=drive_link
https://drive.google.com/drive/folders/1MZR92nE30YPa9qFAHwySFLjj8kUsWG62?usp=drive_link
https://copyrightandcreativity.org/elementary-school/
https://copyrightandcreativity.org/wp-content/uploads/2019/07/INFOGRAPHIC-Free-Speech-Copyright-Fairuse-2019-07-01b.pdf
https://copyrightandcreativity.org/wp-content/uploads/2019/07/INFOGRAPHIC-10-Things-You-Should-Know-about-Copyright-2019-07-12.pdf
https://youtu.be/9MxV5qE6h9U
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9.4.5.DC.2: Provide attribution according to intellectual property rights 

guidelines using public domain or creative commons media.  

9.4.5.DC.3: Distinguish between digital images that can be reused freely and 

those that have copyright restrictions 

9.4.5.DC.4: Model safe, legal, and ethical behavior when using online or offline 

technology (e.g., 8.1.5.NI.2) 

9.4.5.DC.5: Identify the characteristics of a positive and negative online 

identity and the lasting implications of online activity 

9.4.5.DC.6: Compare and contrast how digital tools have changed social 

interactions (e.g., 8.1.5.IC.1).  

9.4.5.DC.7: Explain how posting and commenting in social spaces can have 

positive or negative consequences. 

 

Learning Objective 3rd – Interland - Mindful Mountain – Share with Care 

• Navigate the interactive game by making intentional decisions about what 
information to share and with whom in the mountainous town center of 
Interland 

• Understand the importance of responsible online behavior and privacy in a 
fast-paced digital environment. 

4th - Interland - Kind Kingdom - It’s Cool to be Kind 

• Exercise critical thinking skills while playing the interactive game by discerning 
between fact and fiction in the river of Interland, avoiding the traps set by the 
phisher, and making informed decisions to safely navigate the rapids. 

5th - Interland - Reality River - Don’t fall for Fake 

• Engage in the interactive game by understanding the impact of vibes and 
attitudes in the virtual town, actively countering negativity by blocking and 
reporting aggressors, and promoting a positive environment by spreading 
kindness and restoring peace to the online community. 

Teacher/Student Materials Curriculum English 

Curriculum Spanish 

Media Literacy Packet 

Additional Resources Digital Safety Resources 

 

 

https://beinternetawesome.withgoogle.com/en_us/interland
https://beinternetawesome.withgoogle.com/en_us/interland
https://beinternetawesome.withgoogle.com/en_us/interland
https://storage.googleapis.com/gweb-interland.appspot.com/en-us/hub/pdfs/2021/BIA_Curriculum_June-2021_EN_PDF-Version.pdf
https://storage.googleapis.com/gweb-interland.appspot.com/es-419-all/hub/pdfs/Google_SeGenialEnInternet_ElPlanDeEstudios.pdf
https://storage.googleapis.com/gweb-interland.appspot.com/en-us/hub/pdfs/2021/BIA_Curriculum_Media%20Literacy_June-2021.pdf
https://beinternetawesome.withgoogle.com/en_us/educators
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Marking Period 2 Technology Literacy Grade(s) 3 – 5  

Unit Plan Title: Technology Literacy 

Unit Overview 

This unit reveals how the Internet was designed to connect billions of devices and people to one another. Learn how the different 

protocols of the Internet work and actually build them yourself using the Internet Simulator. Then consider the impacts the Internet has 

had, both good and bad, on modern life. 

Essential Question(s) 

How do people share data in the real world? 
How do they determine what to share and with whom? 

How has the use of the internet positively and negatively affected our lives? 

Enduring Understandings 

There are different features or "layers" of the Internet at work when in use. 

Using the Internet allows us to access information to assist in solving problems. 

The inventors of the Internet designed this tool to assist us with designing and testing solutions to real world problems using readily 

accessible information. 

Assessments 

Formative: lesson survey; journal responses; quizzes and performance based assessments 

Summative:    Unit project asks students to design a policy position for an imaginary political candidate related to an "Internet 

Dilemma." Students must analyze news stories about their topic to identify impacted groups, explain those groups' interests, explain 

technical background about the dilemma, and then recommend a policy solution that the candidate should advocate for.  

Lesson and Learning Goal/Pacing 

Lesson 1 
3rd - Keyboarding 

4th – Keyboarding  

5th – Keyboarding 

 

Grades 3-5: Welcome to the Internet  

 

 
Lesson 2    

Grades 3-5: Building a Network 

Lesson 3 
Grades 3 – 5: The Need for Addressing  

Lesson 4 
Grades 3 – 5: Routers and Redundancy 

 Lesson 1:  Welcome to the Internet 

 

NJSLS 8.1.5.NI.1: Develop models that successfully transmit and receive information 

using both wired and wireless methods. 

https://www.typing.com/teacher/curriculum
https://www.typing.com/teacher/curriculum
https://www.typing.com/teacher/curriculum
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Learning Objective 3-5th 

• Identify parts of a computer while developing essential mouse and 

trackpad skills 

• Build foundation for correct typing technique by learning letter and 

basic punctuation keys utilizing all 10 fingers. 

• Gain an understanding of capitalization, punctuation, number keys, and 

advanced symbols through contextualized practice and skill building. 

Lesson Plan ;  

Teacher/Student Materials Scope and Sequence, Typing.com, Color the Keyboard Activity Sheet 

Additional Resources Teacher Guide 

 
 

Lesson 2:  Building a Network 

NJSLS 8.1.5.NI.1: Develop models that successfully transmit and receive information 

using both wired and wireless methods.  

8.1.5.NI.2: Describe physical and digital security measures for protecting 

sensitive personal information. 

8.1.5.DA.1: Collect, organize, and display data in order to highlight 

relationships or support a claim  

• 9.4.5.TL.4: Compare and contrast artifacts produced individually to those 

developed collaboratively (e.g., 1.5.5.CR3a). • 9.4.5.TL.5: Collaborate digitally 

to produce an artifact 

Learning Objective • Explain how computing devices can be connected to form a network 

• Identify the path(s) connecting two devices in a simulated network 

 

Teacher/Student Materials Lesson Plan ; Lesson Slides 

Additional Resources N/A 

 Lesson 3:  The Need for Addressing  

NJSLS 8.1.5.NI.1: Develop models that successfully transmit and receive information 

using both wired and wireless methods. 

https://studio.code.org/s/csp2-2023/lessons/1
https://www.typing.com/dist/site_typing/images/resources/typingcom-scope-and-sequence.pdf
https://www.typing.com/teacher/dashboard
https://www.typing.com/teacher/resources/typing-lessons-and-activities/color-the-keyboard-typing-activity.pdf
https://www.typing.com/teacher/resources/learn-to-type/typing-com-teacher-guide.pdf
https://studio.code.org/s/csp2-2023/lessons/2
https://docs.google.com/presentation/d/1kxB2sHjJvwG0tyYUz2I2-aeL5FUfXFNDsAd--ALT9cY/template/preview
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8.1.5.DA.1: Collect, organize, and display data in order to highlight 

relationships or support a claim. 

• 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity (e.g., 

8.2.5.ED.2, 1.5.5.CR1a). • 9.4.5.CI.4: Research the development process of a 

product and identify the role of failure as a part of the creative process (e.g., 

W.4.7, 8.2.5.ED.6). 

Learning Objective • Describe the way the Internet Protocol helps uniquely identify one another on the 

Internet 

• Explain the need for open and shared protocols for communicating on the Internet 

 

Teacher/Student Materials Lesson Plan ; Slides ; video ; Activity Guide 

Additional Resources N/A 

 Lesson 4:  Routers and Redundancy 

NJSLS 8.1.5.CS.1: Model how computing devices connect to other components to 

form a system. 

8.1.5.CS.2: Model how computer software and hardware work together as a 

system to accomplish tasks. 

8.1.5.NI.1: Develop models that successfully transmit and receive information 

using both wired and wireless methods. 

Learning Objective • Describe how the redundant nature of networks can lead to dynamic, fault tolerant routes 

• Explain how data is routed through the Internet 

 

Teacher/Student Materials Lesson Plan ; slides ; teachers guide ; Activity Guide 

Additional Resources N/A 

 

 

 

 

https://studio.code.org/s/csp2-2023/lessons/3
https://docs.google.com/presentation/d/1wjYGFjh5BfWDRmrdPlabPvx9ctfaxjVxWptfa0khpUo/template/preview
https://youtu.be/5o8CwafCxnU
https://docs.google.com/document/d/1JbZgvlloovjaV5UfewWj-E1-S5zmwgiv-r8_5cASoPY/edit?usp=sharing
https://studio.code.org/s/csp2-2023/lessons/4
https://docs.google.com/presentation/d/1Jg8fCWRrk-7XE5ZV0OrOZiWtxu3YzQ_FZGhWW-uqVEM/template/preview
https://docs.google.com/document/d/1-ClLNZfyIyXIw9gJU3wyGaxi6WZdx5ihAEdRzs0QyAQ/view
https://docs.google.com/document/d/1-ClLNZfyIyXIw9gJU3wyGaxi6WZdx5ihAEdRzs0QyAQ/view
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Marking Period 2 Critical Thinking & Problem Solving Grade(s) 3 - 5 

Unit Plan Title: Critical Thinking & Problem Solving 

Unit Overview Students will create programs with sequencing, loops, and events. They will investigate problem-

solving techniques and develop strategies for building positive communities both online and offline. By the end of the 

course, students will create interactive games that they can share.  Students will create a research project on a famous 

programmer.  

 

*If you have the same students for Marking Period 2 as you did for Marking Period one, you may choose to select 

lessons from The Code.org problem solving unit code.org prob solving unit to meet the needs of your students  

Essential Question(s) 

What is a computer programmer? 

How do you think your training data influenced the results that A.I. produced? 
What can help us to work together and solve problems as a team? 

What are some common steps we can use to solve many different types of problems? 

Enduring Understandings 

Programs can be broken down into smaller parts to facilitate their design, implementation, and review.  

Programs can also be created by incorporating smaller portions of programs that already exist. 

Individuals develop programs using an iterative process involving design, implementation, testing, and review. 
Learn how AI and machine learning can be used to address world problems. 

Assessments 

Formative: Formative:  student responses, journal entries, drawings, exit tickets 

Summative:  test and quizzes 

 

Lesson and Learning Goal/Pacing 

Lesson 1 
On/Off Controllers (1 day) 

 
Lesson 2 

Catch the Cat  (1 day) 

Lesson 3 
3-4 What is a computer programmer?  (1 day) 

5: AI for Oceans (1 day) 

Lesson 4 
Project on Famous Programmers (1 day) 

 Lesson 1   

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate.  

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals. 

Learning Objective Learn how to program Ozobot the line following. How to use different on-off controllers. 

Teacher/Student Materials Lesson Plan 

https://studio.code.org/s/csd1-2022?section_id=4325543
https://storage.googleapis.com/ozobot-lesson-library/on-off-controllers/on-off-controllers.pdf
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Additional Resources N/A 

 Lesson 2 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate.  

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals. 

Learning Objective Draw a line of code that Ozobot follows to catch Scratch cat.  Ozobot should 

catch the cat! 

Teacher Materials Lesson Plan 

Student Materials Ozobot, Paper 

Additional Resources N/A 

 Lesson 3:  3-4 What is a computer programmer? 

5 : AI for Oceans  

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

NJSLSA.W6. Use technology, including the Internet, to produce and publish 

writing and to interact and collaborate with others 

9.4.5.IML.2: Create a visual representation to organize information about a 

problem or issue 

9.4.5.DC.8: Propose ways local and global communities can engage digitally to 

participate in and promote climate action 

• 9.4.5.CT.1: Identify and gather relevant data that will aid in the problem-

solving process (e.g., 2.1.5.EH.4, 4-ESS3-1, 6.3.5.CivicsPD.2). • 9.4.5.CT.2: 

Identify a problem and list the types of individuals and resources (e.g., school, 

community agencies, governmental, online) that can aid in solving the 

problem  

• 9.4.5.CI.1: Use appropriate communication technologies to collaborate with 

individuals with diverse perspectives about a local and/or global climate 

change issue and deliberate about possible solutions (e.g., W.4.6, 

https://stg-files.ozobot.com/lessons/lnygXfpFh2SkC6uqwbui6nIA8u/catchthecat.rSs7v4eGT5Gft8WxLkP6cQzk.pdf
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3.MD.B.3,7.1.NM.IPERS.6). • 9.4.5.CI.2: Investigate a persistent local or global 

issue, such as climate change, and collaborate with individuals with diverse 

perspectives to improve upon current actions designed to address the issue • 

8.1.8.IC.2: Describe issues of bias and accessibility in the design of existing 

technologies. 

 

 

Learning Objective 3 and 4 : Students will  

• understand the role of a computer programmer  

• Strengthen their understanding of computer science 

5: Discuss the role artificial intelligence plays in their lives. 

• Reason about how human bias plays a role in machine learning. 
• Train and test a machine learning model. 

 

Teacher Materials 3 and 4: Lesson Plan 

5: Lesson Plan 

Student Materials 3 and 4: Slide deck  

Videos  

• OPTIONAL Extension - Ada Lovelace, Poet of Science: The First 

Computer Programmer by Diane Stanley  

• OPTIONAL Extension - A Computer Called Katherine by Suzanne Slade  

The World’s Youngest Computer Programmer (for Fun At Home activity) 

Additional Resources Handouts:  

• BittBot Digital Worksheet - make a copy for each student (if using 

Google Classroom assignments or complete as a class)  

• BittBot packet - for in person learning, print a copy for each student  

Computer Science Journal  

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.   

CS Journal for students, make a copy for each student..  

 

 

https://docs.google.com/document/d/1hrYow5Uhti4LEpHEc-DDcrE5o-5UowXBU_MWZjmDYYQ/edit
https://studio.code.org/s/oceans/lessons/1
https://docs.google.com/presentation/d/1axddtfXFofoG3HFpnRgWQJei4tdpsbDk3TYsnnN3uR4/edit?usp=sharing
https://video.link/w/sHb7b
https://video.link/w/sHb7b
https://drive.google.com/file/d/1967wVsq4PHPwJCk_2bGoPMfDnIvA4RBs/view?usp=sharing
https://video.link/w/xOb7b
https://docs.google.com/presentation/d/1w_NSZZ4yJM29REamx1wz7XKzkLlYnVBq-3cCIYTsHcE/edit?usp=sharing
https://drive.google.com/file/d/1vO-NxN1NT_ZD4A5sVKT9ZAdzNmqAC83u/view?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
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Slide deck  

Videos  

• OPTIONAL Extension - Ada Lovelace, Poet of Science: The First 

Computer Programmer by Diane Stanley  

• OPTIONAL Extension - A Computer Called Katherine by Suzanne Slade  

• The World’s Youngest Computer Programmer (for Fun At Home 

activity)  

Handouts:  

• BittBot Digital Worksheet - make a copy for each student (if using 

Google Classroom assignments or complete as a class)  

• BittBot packet - for in person learning, print a copy for each student  

Computer Science Journal  

Optional - Exploring Computer Science from A to Z, make a copy for each 

student, if possible. If not, create a class copy and record student responses 

while projecting to the class. This can be used to add new vocabulary. For in 

person learning, print and copy for each student.   

CS Journal for students, make a copy for  student.. 

5: AI Impact on Society Video ; AI Machine Learning Video ; AI Training Data & 

Bias 

 Lesson 4 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing and 

to interact and collaborate with others 

8.1.8.CS.4: Systematically apply troubleshooting strategies to identify and 

resolve hardware and software problems in computing systems 

9.4.5.CI.1: Use appropriate communication technologies to collaborate with individuals 

with diverse perspectives about a local and/or global climate change issue and 

deliberate about possible solutions 

Learning Objective Research famous programmers and take notes on note catcher 

Communicate and collaborate with classmates in order to solve a problem 

• Identify different strategies used to solve a problem 
• Iteratively improve a solution to a problem 

 

https://docs.google.com/presentation/d/1axddtfXFofoG3HFpnRgWQJei4tdpsbDk3TYsnnN3uR4/edit?usp=sharing
https://video.link/w/sHb7b
https://video.link/w/sHb7b
https://drive.google.com/file/d/1967wVsq4PHPwJCk_2bGoPMfDnIvA4RBs/view?usp=sharing
https://video.link/w/xOb7b
https://docs.google.com/presentation/d/1w_NSZZ4yJM29REamx1wz7XKzkLlYnVBq-3cCIYTsHcE/edit?usp=sharing
https://drive.google.com/file/d/1vO-NxN1NT_ZD4A5sVKT9ZAdzNmqAC83u/view?usp=sharing
https://docs.google.com/presentation/d/12TsXyDbUQGvHkLL__rtI3pFJoetBEQWBbL1t7bY78vk/edit?usp=sharing
https://docs.google.com/presentation/d/1ACKtEdF4P-pU5u62yLWao0VYDyKWu5c82AN0vvks2DI/edit?usp=sharing
https://youtu.be/ng4c1g3COfs
https://www.youtube.com/watch?v=OeU5m6vRyCk
https://youtu.be/x2mRoFNm22g
https://youtu.be/x2mRoFNm22g
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Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan; Lesson Slides ;  

Student Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Aluminum boats curr. guide 

Additional Resources GR. 5: how to video 

 Lesson 5 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.AP.1: Compare and refine multiple algorithms for the same task and determine 

which is the most appropriate. 8.1.5.AP.4: Break down problems into smaller, 

manageable sub-problems to facilitate program development 

 

Learning Objective Select a famous programmer to research  

Given a problem, identify individual actions that would fall within each step of the problem-solving 

process 

• Identify useful strategies within each step of the problem-solving process 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

 

Grade 5: Lesson Plan ; Slides 

Student Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: video ; activity guide 

Additional Resources  

  

 

Lesson 6 

https://studio.code.org/s/csd1-2022/lessons/1
https://docs.google.com/presentation/d/1zpwDZmqxT8pW9ZxUBfQ3rZhWvjANQPbrz4XE18reP-8/template/preview
https://docs.google.com/document/d/1dY3N0DvsPLoPRgWOXcSwRKGxZGaiP2HI84QaalQcE7s/
https://support.code.org/hc/en-us/articles/4405629586957-New-how-to-walkthrough-videos-for-teachers-
https://studio.code.org/s/csd1-2022/lessons/2
https://docs.google.com/presentation/d/1vCSb1Q5LCJsoDf9xg2hI7rwKvVot0yX6oEAhT2UQHKY/template/preview
https://youtu.be/z7RaFPT3DTE
https://docs.google.com/document/d/1KczAoklRXU1MemCJaah68E9-YtM4Qny00uZJE5f_Ly0/view
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NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions\ 

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.AP.1: Compare and refine multiple algorithms for the same task and determine 

which is the most appropriate. 8.1.5.AP.4: Break down problems into smaller, 

manageable sub-problems to facilitate program development 

Learning Objective Grades 3-4: Create slide show presentation on famous programmer they 

selected. 

Grade 5: Apply the problem-solving process to approach a variety of problems 

• Assess how well-defined a problem is and use strategies to define the problem more 

precisely 

 

Teacher Materials Grades 3-4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan 

Student Materials Grades 3-4: Student devices, Google Classroom, Slideshow 

Grade 5: Slides ;  

Additional Resources Activity Guide 

 Lesson 7:  

 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.CS.1: Model how computing devices connect to other components to form a 

system.  

https://studio.code.org/s/csd1-2022/lessons/3
https://docs.google.com/presentation/d/1_-cc28V0UGo-lNB9yJRPvGlHwdMSnYpcoi9lwJVkHEc/template/preview
https://docs.google.com/document/d/1HUE7g2tqk-_3wiOU4cEFfE4CoOQ5kMzZQc-BTXdco5E/edit
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8.1.5.CS.2: Model how computer software and hardware work together as a system 

to accomplish tasks. 

Learning Objective Choose information to present and edit projects 

Choose problems that can be solved with computing and justify those choices. 

• Identify a computer as a machine that works with information 

• Reason about whether particular objects are or are not computers 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ; Lesson Slides 

Student Materials Grade 3 & 4: Student devices, Google Classroom, Slideshow 

Grade 5: video 

Additional Resources Grade 3 & 4: edit your work video 

Grade 5: activity guide 

 Lesson 8 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, contexts, 

disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish writing 

and to interact and collaborate with others 

8.1.5.CS.1: Model how computing devices connect to other components to form a 

system. 8.1.5.CS.2: Model how computer software and hardware work together as a 

system to accomplish tasks 9.4.5.CT.1: Identify and gather relevant data that will aid 

in the problem-solving process 

Learning Objective Revise projects with peers to showcase their work 

Explain the role that input and output take when computers are used to solve information 

problems. 

• Select the inputs and outputs used to perform common computing tasks 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ; slides 

https://studio.code.org/s/csd1-2022/lessons/4
https://docs.google.com/presentation/d/1v8ErjlG4MLpdwJ-paeJ1PJlUMY3nXL8RfoBK_DczJ-M/template/preview
https://youtu.be/rRSD128KWIM
https://youtu.be/izENvJJY6Hg
https://docs.google.com/document/d/1I0Pw3qKhtT0TdbPME3EKsi-L7ufgpxB3JBT59uxgp4w
https://studio.code.org/s/csd1-2022/lessons/5
https://docs.google.com/presentation/d/10ew9kAUGnO0gMSr6sW5sFLB0bYfjdwQgiX-cJyzPQ9w/template/preview
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Student Materials Grade 3 & 4: Student devices, Google Classroom,  Slideshow 

Grade 5: Activity Guide 

Additional Resources Grades 3 & 4: Adding style video 

Grade 5: Input & Output Exemplar 

 Lesson 9 

NJSLS Grades 3 & 4: 9.4.5.CI.3: Participate in a brainstorming session with individuals 

with diverse perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, 

contexts, disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish 

writing and to interact and collaborate with others 

Grade 5: 8.1.5.CS.1: Model how computing devices connect to other 

components to form a system. 8.1.5.CS.2: Model how computer software and 

hardware work together as a system to accomplish tasks • 8.1.5.AP.4: Break 

down problems into smaller, manageable sub-problems to facilitate program 

development.  

• 8.1.5.AP.5: Modify, remix, or incorporate pieces of existing programs into 

one’s own work to add additional features or create a new program. 

Learning Objective Publish slide presentations on Famous Programmer 

Define processing as the work done (possibly by a computer) to turn an input 

into an output 

• Determine which types of processing are appropriate for a particular 
computing problem. 

• Identify several common types of processing used in computing. 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ;  Lesson Slides 

Student Materials Grades 3 & 4: Student devices, Google Classroom,  Slideshow 

Grade 5:Exemplar 

https://docs.google.com/document/d/1Wf9oUuRi5iNb2cVrn1F8kbDDys0CcAcN-m4ZLpXohmY
https://youtu.be/E4Gl5Cq2siA
https://docs.google.com/document/d/1y6JJOsmZh0zwXpP4qCQoPFhQiLXGi4NJnnQoLnHAkPc/edit?usp=sharing
https://studio.code.org/s/csd1-2022/lessons/6
https://docs.google.com/presentation/d/16-FcZlbn-DXr_BcDncQwUJvwAy24mT4JOuxTQAHzDOE/template/preview
https://docs.google.com/document/d/1S3OZcT2RUzp6WTnd1M74xQ6axbZF6qAXzYgAnn2sHJk/edit?usp=sharing
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Additional Resources Grades 3 & 4: video 

Grade 5: Activity Guide 

 Lesson 10 

NJSLS 9.4.5.CI.3: Participate in a brainstorming session with individuals with diverse 

perspectives to expand one’s thinking about a topic of curiosity  

9.4.5.IML.6: Use appropriate sources of information from diverse sources, 

contexts, disciplines, and cultures to answer questions  

NJSLSA.W6. Use technology, including the Internet, to produce and publish 

writing and to interact and collaborate with others 

8.1.5.DA.3: Organize and present collected data visually to communicate 

insights gained from different views of the data 

• 8.1.5.IC.1: Identify computing technologies that have impacted how 

individuals live and work and describe the factors that influenced the changes. 

• 8.1.5.IC.2: Identify possible ways to improve the accessibility and usability of 

computing technologies to address the diverse needs and wants of users. 

Learning Objective Explain their projects to classmates, receive and offer feedback and participate 

in class celebration of the learning 

Determine which information in a computing problem should be stored for 

later use. 

• Identify guidelines regarding what information should and should not 
be stored as part of the computing process. 

• Use the input-output-storage-processing model to describe a 
computing process. 

 

Teacher Materials Grades 3 & 4: Student devices, Google Classroom, Note Catcher 

Grade 5: Lesson Plan ; apps with storage guide 

Student Materials Grades 3 & 4: Student devices, Google Classroom,  Slideshow 

Grade 5: activity guide 

Additional Resources Grades 3 & 4: peer feedback video 

Grade 5: video 

https://youtu.be/eyQk-UF8f_s
https://docs.google.com/document/d/1X_F-Sr4pj_E4jM0eGqE9crfrY2bNEozJqPw765QQ4Jw/view
https://studio.code.org/s/csd1-2022/lessons/7
https://docs.google.com/presentation/d/1YX99Zyb1-Mwgl9TiY5P2DEx9Wb4_xffJUDu05VxTh_I/template/preview
https://docs.google.com/document/d/17X6xpUxRugcGDMRzplSRPU3d18VviQ4v7uOj2E3s99s/edit
https://youtu.be/eyQk-UF8f_s
https://www.youtube.com/watch?v=92TaQRBwPSs
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Marking Period 2 Creativity & Innovation Grade(s) 3 – 5  

Unit Plan Title: Creativity & Innovation 

Unit Overview 

In this integrative unit, students will explore computer programming, through math, science, English Language Arts, 

and STEAM using the Ozobot Evo. They'll learn to control the Ozobot's movements using color codes, integrating 

math and science concepts. Through hands-on challenges and collaborative problem-solving, gaining a deeper 

understanding of how coding concepts can be applied across content areas interact with and control technology 

through real world challenges. 

 

Essential Question(s) 

 

• How can we use color codes to control the Ozobot's movements and how does this relate to math 

and science concepts like speed, direction, and time? 

• How can we break down a complex task into smaller steps when programming the Ozobot and why 

is this important in math and coding? 

• How do different subjects like coding, math, science, and language arts work together when we're 

working with the Ozobot? 

Enduring Understandings 

Coding involves providing a set of instructions for a technology tool to perform a task(s).  

Breaking down big tasks into smaller steps makes complex challenges more manageable.  

Assessments 

Formative: Student activity sheets, discussions, observations 

Summative:  Quizzes, Handouts 

Lesson and Learning Goal/Pacing 

Lesson 1 
 

3 -  Prefix Puzzle 

4 - Energy Road Trip  

5 - A Year in Constellations 

*All lessons are 2 days. 

 
Lesson 2 

   
3 -  Rounding Fun 

4 - Ozobot's Trip with Prepositions 
5 - Triangle's Story 
*All lessons are 2 days. 

Lesson 3 
3- Mix It Up Multiplication 

4 - ID the Structure 

5 - Number Randomizer 

*All lessons are 2 days. 

Lesson 4 
3- Life Cycles with Ozobot 

https://classroom.ozobot.com/lessons/lno8OEijACSzeLpHBIg97hRw7N
https://classroom.ozobot.com/lessons/ln6eOjfzeOQCiExB6oxDOQuQkF
https://classroom.ozobot.com/lessons/lnjjVhxVVuRjCtnmoXc1vCOQrl
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK
https://classroom.ozobot.com/lessons/lnKNzBl9SlT2u69WzKH9IINQgD
https://classroom.ozobot.com/lessons/lntOGZPDhLSouVcy2ObxjlnAXz
https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa
https://classroom.ozobot.com/lessons/lnViT8WeWhTr6mE7lMQr0V7wN5
https://classroom.ozobot.com/lessons/lnoCS0XFsFQPKpmvzZVguZ5Qf1
https://classroom.ozobot.com/lessons/lnCSSUAymgRJCVp5mS1NtzAALG
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4 - All About Symmetry 

5 - What's the Speed? 

*All lessons are 2 days. 

Lesson 5 
3- Trait Match-Up 

4 - What's the Word Relay 

5 - Synonyms in Action 

*All lessons are 2 days. 

Lesson 6 
3- Ozobot Plays with Verbs and Adverbs 

4 - Ozobot's Day of Similes 

5 - Ordered Pairs with Ozobot 

*All lessons are 2 days. 

Lesson 7 
3 - How to Make a Sandwich 

4 - Division Race 

5 - Energy Food Chain 

*All lessons are 2 days. 

Lesson 8 
3 - Mix It Up Multiplication 

4 - Patterns and Waves Part 1 

5 - Prepositions by Chance 

*All lessons are 2 days. 

Lesson 9 
3 - Rounding Fun 

4 - Patterns and Waves Part 2 

5 - Maze of Operations 

*All lessons are 2 days. 

Lesson 10 
3 - Multiplication Fact Race 

4 -  Patterns and Waves Part 3 

5 - Conjunctions By Chance 

*All lessons are 2 days. 

 

https://classroom.ozobot.com/lessons/lnOponaMfjS5GkLy2YjkRtLwnH
https://classroom.ozobot.com/lessons/ln4M0bo9vRTzagEPuqUX6WAgxp
https://classroom.ozobot.com/lessons/lnWcj2555rS3iKl5xnC9wPdgwW
https://classroom.ozobot.com/lessons/lnwwFg3HzPQ7imYNZw6gvhyg1R
https://classroom.ozobot.com/lessons/lnK24cP4F0QNu7jcycJX4ofwli
https://classroom.ozobot.com/lessons/lntzJeUH7PSnaDJ2fY7O0WAAMe
https://classroom.ozobot.com/lessons/ln92exgBodSAuhydtc4uKesQrF
https://classroom.ozobot.com/lessons/ln1Oaof7vWSNmpfDfVhFX7QwxQ
https://classroom.ozobot.com/lessons/ln2hBE9kSKQGubKNPO6ekf4AGR
https://classroom.ozobot.com/lessons/lnBexYfJaKTdao1tG3YDZP3wik
https://classroom.ozobot.com/lessons/lnx0SPsc4dRMiMcEyd1PECrg1K
https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa
https://classroom.ozobot.com/lessons/lnU7YjrrxLQN6RhbWzry1vdA2A
https://classroom.ozobot.com/lessons/lnZbqT8el9TLeHCOVjimjIQght
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK
https://classroom.ozobot.com/lessons/lnBai6ivu7QDi5rO0mcFWqOQnU
https://classroom.ozobot.com/lessons/ln898zQjBLRSaMeUkKxNSHKwdh
https://classroom.ozobot.com/lessons/lnzlmj4RimRuiO0n29kEgPYgt6
https://classroom.ozobot.com/lessons/lnhju743EdTCWCNyH1SPekvAO8
https://classroom.ozobot.com/lessons/lnXtVfxIXcQJOxwI7Rt4rNSQsv
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 Lesson 1 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

3 - RF.5.3. Know and apply grade-level phonics and word analysis skills in 

decoding and encoding words. 

4- 5-PS3-1 Energy 

5 - 5-ESS1 Earth's Place in the Universe 

Learning Objective 3 - Students will use Color Codes to program their bot to move to definitions of 

words with prefixes. Students will use the definitions to identify the correct 

form of the words including the prefix and the root word. 

4 - Students will use lines and Color Codes to program their bot to mimic a car 

to demonstrate potential energy and changes in kinetic energy. 

5 - In this lesson, students will draw a model of a constellation by plotting the 

points of the stars, connecting the stars with markers and incorporating at 

least three Color Codes in their constellation drawing for their Ozobot to 

follow. 

 

 

 

Teacher Materials 3 - https://classroom.ozobot.com/lessons/lno8OEijACSzeLpHBIg97hRw7N  

4 - https://classroom.ozobot.com/lessons/ln6eOjfzeOQCiExB6oxDOQuQkF  

5 - https://classroom.ozobot.com/lessons/lnjjVhxVVuRjCtnmoXc1vCOQrl  

https://classroom.ozobot.com/lessons/lno8OEijACSzeLpHBIg97hRw7N
https://classroom.ozobot.com/lessons/ln6eOjfzeOQCiExB6oxDOQuQkF
https://classroom.ozobot.com/lessons/lnjjVhxVVuRjCtnmoXc1vCOQrl
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Student Materials 3 - 

https://classroom.ozobot.com/lessons/lno8OEijACSzeLpHBIg97hRw7N/public  

4 - 

https://classroom.ozobot.com/lessons/ln6eOjfzeOQCiExB6oxDOQuQkF/public  

5 - 

https://classroom.ozobot.com/lessons/lnjjVhxVVuRjCtnmoXc1vCOQrl/public  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

 Lesson 2 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

3 - 5.NBT.A.4 - Use place value understanding to round decimals to any place. 

4- L.5.1.A - Explain the function of conjunctions, prepositions, and interjections 

in general and their function in particular sentences. 

5 - .G.B.3 - Understand that attributes belonging to a category of two-

dimensional figures also belong to all subcategories of that category. 

Learning Objective 3 - Students will use a number line to round whole numbers to the nearest 10 

or 100. Students will use Color Codes to program Ozobot to move to the 

correct rounded number. 

4 - In this lesson, students will complete a story about their Ozobot taking a 

trip using prepositional phrases. Students will then add Color Codes and 

drawings onto a map to show the prepositions in their story. 

https://classroom.ozobot.com/lessons/lno8OEijACSzeLpHBIg97hRw7N/public
https://classroom.ozobot.com/lessons/ln6eOjfzeOQCiExB6oxDOQuQkF/public
https://classroom.ozobot.com/lessons/lnjjVhxVVuRjCtnmoXc1vCOQrl/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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5 - Students will write a story to tell about the transformation of an equilateral 

triangle to an isosceles triangle and then to a scalene triangle. 

Teacher Materials 3 -  Rounding Fun 

4 - Ozobot's Trip with Prepositions 

5 - Triangle's Story 

Student Materials 3- 

https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK/publi

c  

4- 

https://classroom.ozobot.com/lessons/lnKNzBl9SlT2u69WzKH9IINQgD/public  

5- 

https://classroom.ozobot.com/lessons/lntOGZPDhLSouVcy2ObxjlnAXz/public  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

 Lesson 3 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

Learning Objective 3- Students will program their Ozobot to randomly select numbers to make 

multiplication problems, find the products, and apply the commutative 

property. 

4- Students will identify the structure of short passages of text as chronology, 

comparison, cause/effect or problem/solution, then add the correct Color 

Code to the Activity Sheet to get Ozobot to the correct structure. 

https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK
https://classroom.ozobot.com/lessons/lnKNzBl9SlT2u69WzKH9IINQgD
https://classroom.ozobot.com/lessons/lntOGZPDhLSouVcy2ObxjlnAXz
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK/public
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK/public
https://classroom.ozobot.com/lessons/lnKNzBl9SlT2u69WzKH9IINQgD/public
https://classroom.ozobot.com/lessons/lntOGZPDhLSouVcy2ObxjlnAXz/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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5- Students will create a number randomizer, build a decimal number, and 

write the decimal number made using standard form, word form, and 

expanded form. 

Teacher Materials 3- Mix It Up Multiplication 

4 - ID the Structure 

5 - Number Randomizer 

 

Student Materials 3- 

https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa/publi

c  

4- 

https://classroom.ozobot.com/lessons/lnViT8WeWhTr6mE7lMQr0V7wN5/pub

lic  

5- 

https://classroom.ozobot.com/lessons/lnoCS0XFsFQPKpmvzZVguZ5Qf1/public  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

 Lesson 4 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa
https://classroom.ozobot.com/lessons/lnViT8WeWhTr6mE7lMQr0V7wN5
https://classroom.ozobot.com/lessons/lnoCS0XFsFQPKpmvzZVguZ5Qf1
https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa/public
https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa/public
https://classroom.ozobot.com/lessons/lnViT8WeWhTr6mE7lMQr0V7wN5/public
https://classroom.ozobot.com/lessons/lnViT8WeWhTr6mE7lMQr0V7wN5/public
https://classroom.ozobot.com/lessons/lnoCS0XFsFQPKpmvzZVguZ5Qf1/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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Learning Objective 3 - Students will create interactive diagrams to show the life cycles of two 

different organisms. Students will compare and contrast the two different life 

cycles. 

4- Students use the information their bot gives them to draw lines of 

symmetry. 

5- Students will follow the scientific method to determine the speed of their 

bot when it is programmed by different Color Codes. 

 

Teacher Materials 3- Life Cycles with Ozobot 

4 - All About Symmetry 

5 - What's the Speed? 

 

Student Materials 3 - 

https://classroom.ozobot.com/lessons/lnCSSUAymgRJCVp5mS1NtzAALG/publi

c  

4- 

https://classroom.ozobot.com/lessons/lnOponaMfjS5GkLy2YjkRtLwnH/public  

5- 

https://classroom.ozobot.com/lessons/ln4M0bo9vRTzagEPuqUX6WAgxp/publi

c  

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

 Lesson 5 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

https://classroom.ozobot.com/lessons/lnCSSUAymgRJCVp5mS1NtzAALG
https://classroom.ozobot.com/lessons/lnOponaMfjS5GkLy2YjkRtLwnH
https://classroom.ozobot.com/lessons/ln4M0bo9vRTzagEPuqUX6WAgxp
https://classroom.ozobot.com/lessons/lnCSSUAymgRJCVp5mS1NtzAALG/public
https://classroom.ozobot.com/lessons/lnCSSUAymgRJCVp5mS1NtzAALG/public
https://classroom.ozobot.com/lessons/lnOponaMfjS5GkLy2YjkRtLwnH/public
https://classroom.ozobot.com/lessons/ln4M0bo9vRTzagEPuqUX6WAgxp/public
https://classroom.ozobot.com/lessons/ln4M0bo9vRTzagEPuqUX6WAgxp/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

Learning Objective 3 - Students explore how certain traits are inherited in animals by 

programming their Ozobot to randomly choose a trait from a pair of parents. 

Then students put the chosen inherited traits from the parents together to 

draw an example of the offspring. 

4 - Students will use Color Code to complete a homophone randomizer. 

Students will program their bot to randomly choose a homophone. Students 

will use the homophone their bot chooses to write a sentence showing the 

correct meaning of the word. 

5 - In this lesson, students will read sentences and use context clues to 

determine the meaning of a word. Students will then find a synonym and 

program their Ozobot to demonstrate the meaning of the words using Color 

Codes. 

Teacher Materials 3- Trait Match-Up 

4 - What's the Word Relay 

5 - Synonyms in Action 

Student Materials 3 - 

https://classroom.ozobot.com/lessons/lnWcj2555rS3iKl5xnC9wPdgwW/public  

4 - 

https://classroom.ozobot.com/lessons/lnwwFg3HzPQ7imYNZw6gvhyg1R/publi

c  

5 - https://classroom.ozobot.com/lessons/lnK24cP4F0QNu7jcycJX4ofwli/public  

https://classroom.ozobot.com/lessons/lnWcj2555rS3iKl5xnC9wPdgwW
https://classroom.ozobot.com/lessons/lnwwFg3HzPQ7imYNZw6gvhyg1R
https://classroom.ozobot.com/lessons/lnK24cP4F0QNu7jcycJX4ofwli
https://classroom.ozobot.com/lessons/lnWcj2555rS3iKl5xnC9wPdgwW/public
https://classroom.ozobot.com/lessons/lnwwFg3HzPQ7imYNZw6gvhyg1R/public
https://classroom.ozobot.com/lessons/lnwwFg3HzPQ7imYNZw6gvhyg1R/public
https://classroom.ozobot.com/lessons/lnK24cP4F0QNu7jcycJX4ofwli/public
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Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

  

 Lesson 6 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

Learning Objective 3 - Students will complete sentences in a silly story to demonstrate the 

function of verbs and adverbs. Students will use Color Codes to program their 

bot to show the relationship between the verbs and the adverbs in their 

sentences. 

4 - Students complete commonly used similes to tell about Ozobot's day and 

use Color Codes to program their bot to demonstrate the similes. 

5 - In this lesson, students will write two different ordered pairs, plot the 

coordinates, and use sequences of lines and colors to program Ozobot to the 

coordinate. 

 

Teacher Materials 3- Ozobot Plays with Verbs and Adverbs 

https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/lntzJeUH7PSnaDJ2fY7O0WAAMe
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4 - Ozobot's Day of Similes 

5 - Ordered Pairs with Ozobot 

Student Materials 3 - 

https://classroom.ozobot.com/lessons/lntzJeUH7PSnaDJ2fY7O0WAAMe/publi

c  

4 - 

https://classroom.ozobot.com/lessons/ln92exgBodSAuhydtc4uKesQrF/public  

5 - 

https://classroom.ozobot.com/lessons/ln1Oaof7vWSNmpfDfVhFX7QwxQ/publ

ic  

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom 

Lesson Library 

 

 Lesson 7  

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

Learning Objective 3 - Students will describe in detail how to make their favorite sandwich (real or 

imagined). 

https://classroom.ozobot.com/lessons/ln92exgBodSAuhydtc4uKesQrF
https://classroom.ozobot.com/lessons/ln1Oaof7vWSNmpfDfVhFX7QwxQ
https://classroom.ozobot.com/lessons/lntzJeUH7PSnaDJ2fY7O0WAAMe/public
https://classroom.ozobot.com/lessons/lntzJeUH7PSnaDJ2fY7O0WAAMe/public
https://classroom.ozobot.com/lessons/ln92exgBodSAuhydtc4uKesQrF/public
https://classroom.ozobot.com/lessons/ln1Oaof7vWSNmpfDfVhFX7QwxQ/public
https://classroom.ozobot.com/lessons/ln1Oaof7vWSNmpfDfVhFX7QwxQ/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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4 - Students will do long division problems with one-digit divisors, while racing 

Ozobot to the finish. Students can choose the speed they want the Ozobot to 

go. 

5 - Students create a model of a food chain and program their bot to 

demonstrate how energy moves through the chain. 

 

Teacher Materials 3 - How to Make a Sandwich 

4 - Division Race 

5 - Energy Food Chain 

Student Materials 3 - 

https://classroom.ozobot.com/lessons/ln2hBE9kSKQGubKNPO6ekf4A

GR/public  

4 - 

https://classroom.ozobot.com/lessons/lnBexYfJaKTdao1tG3YDZP3wik/

public  

5 - 

https://classroom.ozobot.com/lessons/lnx0SPsc4dRMiMcEyd1PECrg1K

/public  

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 8 

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

https://classroom.ozobot.com/lessons/ln2hBE9kSKQGubKNPO6ekf4AGR
https://classroom.ozobot.com/lessons/lnBexYfJaKTdao1tG3YDZP3wik
https://classroom.ozobot.com/lessons/lnx0SPsc4dRMiMcEyd1PECrg1K
https://classroom.ozobot.com/lessons/ln2hBE9kSKQGubKNPO6ekf4AGR/public
https://classroom.ozobot.com/lessons/ln2hBE9kSKQGubKNPO6ekf4AGR/public
https://classroom.ozobot.com/lessons/lnBexYfJaKTdao1tG3YDZP3wik/public
https://classroom.ozobot.com/lessons/lnBexYfJaKTdao1tG3YDZP3wik/public
https://classroom.ozobot.com/lessons/lnx0SPsc4dRMiMcEyd1PECrg1K/public
https://classroom.ozobot.com/lessons/lnx0SPsc4dRMiMcEyd1PECrg1K/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

Learning Objective 3 - Students will program their Ozobot to randomly select numbers to make 

multiplication problems, find the products, and apply the commutative 

property. 

4 - In part one of this three lesson series, students will identify patterns in print 

and in Color Codes. Then students will create their own patterns. 

5 - Students will use an Ozobot to randomly choose words on the Prepositions 

by Chance Map and identify the word as a preposition, noun or adjective. The 

students will then write a sentence using the word. 

 

Teacher Materials 3 - Mix It Up Multiplication 

4 - Patterns and Waves Part 1 

5 - Prepositions by Chance 

 

Student Materials 3 - 

https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pws

a/public  

4 - 

https://classroom.ozobot.com/lessons/lnU7YjrrxLQN6RhbWzry1vdA2A

/public  

https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa
https://classroom.ozobot.com/lessons/lnU7YjrrxLQN6RhbWzry1vdA2A
https://classroom.ozobot.com/lessons/lnZbqT8el9TLeHCOVjimjIQght
https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa/public
https://classroom.ozobot.com/lessons/lnb5vBAb5LQ4mmubvQj8Z5pwsa/public
https://classroom.ozobot.com/lessons/lnU7YjrrxLQN6RhbWzry1vdA2A/public
https://classroom.ozobot.com/lessons/lnU7YjrrxLQN6RhbWzry1vdA2A/public
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5 - 

https://classroom.ozobot.com/lessons/lnZbqT8el9TLeHCOVjimjIQght/p

ublic  

 

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 9  

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

Learning Objective 3- Students will use a number line to round whole numbers to the nearest 

10 or 100. Students will use Color Codes to program Ozobot to move to 

the correct rounded number. 

4 - Students will identify parts of a transverse wave. Students will also 

draw waves with varying amplitude, wavelength and frequency. 

5- Students will practice using the order of operations to solve equations 

and decode missing Color Codes to complete a maze for their Ozobot to 

move through. 

Teacher Materials 3 - Rounding Fun 

https://classroom.ozobot.com/lessons/lnZbqT8el9TLeHCOVjimjIQght/public
https://classroom.ozobot.com/lessons/lnZbqT8el9TLeHCOVjimjIQght/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK


 

Page 143 of 248 

 Computer Literacy K-8 

4 - Patterns and Waves Part 2 

5 - Maze of Operations 

 

Student Materials 3- 

https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwP

K/public  

4 - 

https://classroom.ozobot.com/lessons/lnBai6ivu7QDi5rO0mcFWqOQn

U/public  

5 - 

https://classroom.ozobot.com/lessons/ln898zQjBLRSaMeUkKxNSHKwd

h/public  

Additional Resources Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 Lesson 10  

NJSLS 8.1.5.AP.1: Compare and refine multiple algorithms for the same task and 

determine which is the most appropriate. 

8.1.5.AP.3: Create programs that include sequences, events, loops, and 

conditionals.   

8.1.5.AP.4: Break down problems into smaller, manageable sub-problems to 

facilitate program development. 

8.1.5.AP.6: Develop programs using an iterative process, implement the 

program design, and test the program to ensure it works as intended. 

 

Learning Objective 3 - Students will use Ozobot Blockly to program their bot to randomly choose 

two numbers. Then, students will check their fact fluency by racing their bot to 

https://classroom.ozobot.com/lessons/lnBai6ivu7QDi5rO0mcFWqOQnU
https://classroom.ozobot.com/lessons/ln898zQjBLRSaMeUkKxNSHKwdh
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK/public
https://classroom.ozobot.com/lessons/ln5SVGQT63QxKJiwhgSkUPBwPK/public
https://classroom.ozobot.com/lessons/lnBai6ivu7QDi5rO0mcFWqOQnU/public
https://classroom.ozobot.com/lessons/lnBai6ivu7QDi5rO0mcFWqOQnU/public
https://classroom.ozobot.com/lessons/ln898zQjBLRSaMeUkKxNSHKwdh/public
https://classroom.ozobot.com/lessons/ln898zQjBLRSaMeUkKxNSHKwdh/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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find the product of the two numbers before Ozobot tells them two different 

numbers to multiply. 

4- Students will create models of light waves that allow people and Ozobots to 

see color. They will then create a pathway including colored lines and Color 

Code patterns to show how light waves can transfer information. 

5- Students will use an Ozobot to randomly choose words on the Conjunctions 

by Chance Map and identify the word as a preposition, noun, or adjective. 

Then students will write a sentence using the word. 

Teacher Materials 3 - Multiplication Fact Race 

4 -  Patterns and Waves Part 3 

5 - Conjunctions By Chance 

 

Student Materials 3 - 

https://classroom.ozobot.com/lessons/lnzlmj4RimRuiO0n29kEgPYgt6/p

ublic  

4 - 

https://classroom.ozobot.com/lessons/lnhju743EdTCWCNyH1SPekvAO

8/public  

5-  

https://classroom.ozobot.com/lessons/lnXtVfxIXcQJOxwI7Rt4rNSQsv/

public  

 Ozobot Teacher Basic Training,  Ozobot Pacing  Guides, The Ozobot Classroom Lesson 

Library 

 

 
 
 
 

https://classroom.ozobot.com/lessons/lnzlmj4RimRuiO0n29kEgPYgt6
https://classroom.ozobot.com/lessons/lnhju743EdTCWCNyH1SPekvAO8
https://classroom.ozobot.com/lessons/lnXtVfxIXcQJOxwI7Rt4rNSQsv
https://classroom.ozobot.com/lessons/lnzlmj4RimRuiO0n29kEgPYgt6/public
https://classroom.ozobot.com/lessons/lnzlmj4RimRuiO0n29kEgPYgt6/public
https://classroom.ozobot.com/lessons/lnhju743EdTCWCNyH1SPekvAO8/public
https://classroom.ozobot.com/lessons/lnhju743EdTCWCNyH1SPekvAO8/public
https://classroom.ozobot.com/lessons/lnXtVfxIXcQJOxwI7Rt4rNSQsv/public
https://classroom.ozobot.com/lessons/lnXtVfxIXcQJOxwI7Rt4rNSQsv/public
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
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Marking Period 2 Information and Media Literacy Grade(s) 3-5 

Unit Plan Title: Information and Media Literacy 

Unit Overview 

Students will gain knowledge of taking care of their devices, school devices and how to get around Google Suite.  If 

students have had this in marking period one, teacher may choose to incorporate a more relevant project in its place  

Essential Question(s) 

Why is it important to take care of our devices?   

Why do we need to log in and out of our devices?   

How do we protect our passwords on school devices?   

What is a google doc and how do you create one?   

Enduring Understandings 

There are a number of useful content creation tools available in Google Suite. 

Learning how to protect my assigned passwords and proper care of my Chromebook is important to 

safeguard my access to learning platforms/tools. 

 

Assessments 

Formative: journal entries, exit tickets, drawings,  

Summative:  docs created, lesson quiz/ test, Google Doc Project  

Lesson and Learning Goal/Pacing 

Lesson 1 
Google – log in/ out (1 day) 

Taking care of your device and information 

 
Lesson 2 

   

Getting around Google Classroom  (1 day) 

-how to join a class, assignments, grades 

Lesson 3 
  

Google Docs – how to create a doc, change fonts, colors, sizes of text and 

share doc in Google Classroom (2 days) 

 

Lesson 4 
Google Doc – formatting (2 days) 

 

 Lesson 1 

NJSLS 8.1.5.NI.3: Create a password that secures access to a device. Explain why it 

is important to create unique passwords that are not shared with others  

8.1.5.NI.4: Explain why access to devices need to be secured  
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Learning Objective Learn how to care for device and how to log in and out of google. 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup  

Additional Resources taking care of your devices 

 Lesson 2 

NJSLS 8.1.5.NI.3: Create a password that secures access to a device. Explain why it is 

important to create unique passwords that are not shared with others  

8.1.5.NI.4: Explain why access to devices need to be secured 

 

Learning Objective Discover how to join a google class, find assignments, and turn in 

assignments for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup ; video 

Additional Resources -once students have joined a classroom, assign ongoing keyboarding lessons; 

model how to complete lessons and turn in for a grade in Google Classroom 

 Lesson 3 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

Learning Objective Experience how to create a doc from google classroom, how to write on doc, 

change fonts, colors, and sizes of text and turn in doc for a grade 

Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

 

Additional Resources Google Doc Video 

 Lesson 4 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

Learning Objective Experience how to format a doc and table using Google Docs 

https://youtu.be/iZbvKhEhmkg
https://www.youtube.com/watch?v=u4ipjMYMYik&list=PLGSmqAFzqiEkbWdHMRf7uMbKCjfW9kHc9&index=3&pp=iAQB
https://www.youtube.com/watch?v=478TDzL1b3E
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Teacher/Student Materials Student or school device, google account information, Google classroom 

setup 

 

Additional Resources Formatting video 

 

 Lesson 5 

NJSLS 8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

 

Learning Objective Discover how to insert images into a Google Doc 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

Additional Resources Inserting Images 

 

 Lesson 6 

NJSLS  8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

Learning Objective Learn how to create a slide presentation 

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

Additional Resources Google Slides Video 

 

 Lesson 7 

NJSLS  8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

https://www.youtube.com/watch?v=jvV5SS6rP4o
https://www.youtube.com/watch?v=rd4Um5Ceywk
https://www.youtube.com/watch?v=lfpneIqnXTE
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Learning Objective Explore how to add their own style to a google slide presentation  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

 

Additional Resources Google Slides - Adding Style 

 

 Lesson 8 

NJSLS 

 

8.1.5.CS.1: Select and operate computing devices that perform a variety of tasks 

accurately and quickly based on user needs and preferences. 

Learning Objective Create a doc or google slide presentation All About Me.  

Teacher / Student 

Materials 

Student or school device, google account information, Google classroom setup 

Additional Resources Google Slides - Adding Animation  

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://www.youtube.com/watch?v=E4Gl5Cq2siA
https://www.youtube.com/watch?v=eyQk-UF8f_s
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Grades 6 - 8 
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Marking Period 1 Digital Citizenship Grade(s) 6 – 8  

Unit Plan Title: Digital Citizenship (Common Sense Media Curriculum Overview) 

Unit Overview 

The "Responsible Digital Citizenship" unit focuses on developing students' understanding of responsible online 

behavior, digital footprints, and ethical use of technology. Students will explore various topics such as online 

communication, privacy protection, media balance, cyberbullying, and the impact of digital footprints on personal 

and professional lives. Through engaging discussions, interactive activities, and real-world case studies, students will 

develop the necessary skills and knowledge to navigate the digital landscape responsibly and safely. 

Essential Question(s) 

6th Grade  

How can you de-escalate digital drama, so it doesn't go too far? 

How do you chat safely with people you meet online? 

What are the benefits and drawbacks of presenting yourself in different ways online? 

How do we balance digital media use in our lives? 

7th Grade 

How can you respond when cyberbullying occurs? 

How might our digital footprints shape our future? 

What is your strategy for finding media balance? 

How does social media affect our relationships? 

8th Grade 

How should you respond to online hate speech? 

How should you respond to online hate speech? 

How can you protect your privacy when you're online? 

What are the risks and potential consequences of sexting? 

 

Enduring Understandings 

Digital footprints are publicly accessible, even when shared selectively. Protecting online reputations requires proper 

interactions. There are tradeoffs between public and private information, and cultural awareness is crucial for positive 

interactions. Ethical use of information and media is essential. 

 

Assessments 

Formative: See Student/Teacher - Materials Handouts/Teacher Version, Class discussions and participation 

Written reflections and journaling 

 

Summative:  See Student/Teacher Materials - Lesson Quiz, Culminating project: Digital Citizenship Action Plan 

 

Digital Assessment Tools: Nearpod, Peardeck, Kahoot, Quizizz, Blooket, Edpuzzle, Google Forms 

Lesson and Learning Goal/Pacing 

Lesson 1 
6th Gr - Digital Drama Unplugged (CIPPA) 
 

7th Gr - Upstanders and Allies: Taking Action Against Cyberbullying (CIPPA) 

*All lessons are 2 days. 

https://www.commonsense.org/system/files/pdf/2022-08/digital-citizenship-curriculum-overview-2020-0.pdf
https://nearpod.com/
https://www.peardeck.com/
https://kahoot.com/
https://quizizz.com/?lng=en
https://www.blooket.com/
https://edpuzzle.com/
https://docs.google.com/forms/u/0/?tgif=d
https://www.commonsense.org/education/digital-citizenship/lesson/digital-drama-unplugged
https://www.commonsense.org/education/digital-citizenship/lesson/upstanders-and-allies-taking-action-against-cyberbullying
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8th Gr - Responding to Online Hate Speech (CIPPA) 

*All lessons are 2 days. 

 

 
Lesson 2 6th Gr - Chatting Safely Online (CIPPA) 

 

7th Gr - The Power of Digitial Footprints (CIPPA) 

 
8th Gr - Social Media and Digital Footprints: Our Responsibilities (CIPPA) 

*All lessons are 2 days. 
 

Lesson 3 
6th Gr - Who Are You Online? 

 
7th Gr – My Media Use: A Personal Challenge 

 

8th Gr – Being Aware of What You Share Online 

*All lessons are 2 days. 

 

Lesson 4 
6th Gr - Finding Balance in a Digital World 

 
7th Gr - My Social Media Life 

 

8th Gr - Sexting and Relationships 

*All lessons are 2 days. 

 

 Lesson 1 

NJSLS 6th  
9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid 
inappropriate forms of self-disclosure. 
ISTE: 1.2.b: Students engage in positive, safe, legal and ethical behavior when using 
technology, including social interactions online or when using networked devices. 
 
7th  
9.4.8.DC.6: Analyze online information to distinguish whether it is helpful or harmful 
to reputation. 
ISTE 1.2.b: Students engage in positive, safe, legal and ethical behavior when using 
technology, including social interactions online or when using networked devices. 
8.1.8.D.3: Demonstrate an understanding of the need for the protection of personal 
information and passwords. 
 
8th  
9.4.8.DC.4: Explain how information shared digitally is public and can be searched, 
copied, and potentially seen by public audiences. 
ISTE 1.2.b: Students engage in positive, safe, legal and ethical behavior when using 
technology, including social interactions online or when using networked devices. 

https://www.commonsense.org/education/digital-citizenship/lesson/responding-to-online-hate-speech
https://www.commonsense.org/education/digital-citizenship/lesson/chatting-safely-online
https://www.commonsense.org/education/digital-citizenship/lesson/the-power-of-digital-footprints
https://www.commonsense.org/education/digital-citizenship/lesson/social-media-and-digital-footprints-our-responsibilities
https://www.commonsense.org/education/digital-citizenship/lesson/who-are-you-online
https://www.commonsense.org/education/digital-citizenship/lesson/my-media-use-a-personal-challenge
https://www.commonsense.org/education/digital-citizenship/lesson/being-aware-of-what-you-share
https://www.commonsense.org/education/digital-citizenship/lesson/finding-balance-in-a-digital-world
https://www.commonsense.org/education/digital-citizenship/lesson/my-social-media-life
https://www.commonsense.org/education/digital-citizenship/lesson/sexting-and-relationships
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ISTE 1.6.c: Students communicate complex ideas clearly and effectively by creating or 
using a variety of digital objects such as visualizations, models or simulations. 
 

Learning Objective 6th Gr - Digital Drama Unplugged (CIPPA) 

Reflect on how easily drama can escalate online. Identify de-escalation strategies 

when dealing with digital drama. Reflect on how digital drama can affect not only 

oneself but also those around us. 

 

7th Gr - Upstanders and Allies: Taking Action Against Cyberbullying (CIPPA) 

Consider the different perspectives of those involved in a cyberbullying incident. 

Identify ways to be an upstander or ally to someone being bullied. Problem-solve 

potential challenges to responding to cyberbullying. 

 

8th Gr - Responding to Online Hate Speech (CIPPA)  

Examine and respond to a piece of artwork about the power of technology. Analyze 

an online hate speech dilemma using the Feelings & Options steps. Identify specific 

actions to positively affect a situation involving hate speech. 

 

Teacher/Student Materials 6th Gr - Lesson Slides, Video: Teen Voices: Dealing with Digital Drama, Taking the Lead: 

Handout - Teacher Version, Lesson Quiz 

 

7th Gr - Lesson Slides, Kevin and José: Handout - Teacher Version, Mia Handout, 

Lesson Quiz 

 

8th Gr - Lesson Slides, Hurtful Meme Dilemma: Handout - Teacher Version, Fake 

Account Dilemma: Handout - Teacher Version, Lesson Quiz 

Additional Resources 6th Gr - Family Activity, Family Tips, SEL Conversation Starter 

7th Gr - Family Activity, Family Tips, Family Engagement Resources 

8th Gr - Family Activity, Family Tips, Family Engagement Resources 

Extension and Supplemental Resources 6-8th Grade 

Common Sense Digital Connections - Digitial Citizenship Video Series  

Common Sense Digital Compass - Digitial Citizenship Interactive Game 

https://www.commonsense.org/education/digital-citizenship/lesson/digital-drama-unplugged
https://www.commonsense.org/education/digital-citizenship/lesson/upstanders-and-allies-taking-action-against-cyberbullying
https://www.commonsense.org/education/digital-citizenship/lesson/responding-to-online-hate-speech
https://drive.google.com/open?id=1miA_njy28freuzoz49FiMjFQkHV3v76MqDUjYVb0ejE
https://video.commonsensemedia.org/education/6.5_Digital_Drama_Unplugged_SITE.mp4
https://drive.google.com/open?id=1AudqsMga65T1ZMHGu9ODhiVHWwLGbslNcA1rvdKXnvk
https://drive.google.com/open?id=1NkxldcjOnyF0FQ1k0iOe0kHZAH56bQM3_YskpLhE-uw
https://www.commonsense.org/education/digital-citizenship/quiz/digital-drama-unplugged-lesson-quiz
https://drive.google.com/open?id=1EkwVOza4V0l3pzyLdSnSwlHFzKrXfwCzrQtAdWIQtJw
https://drive.google.com/open?id=1zLsV4wmQX93h559W5ZRDWeRkGHTgXqReepSqtY5eVNA
https://drive.google.com/open?id=1w1o-eNCWXDXGJ8cQY5rsvt-E43JVtY8P7f7ZidKb3eI
https://drive.google.com/open?id=1xrFm2DM3o06jsaN6drU11ABk8a-jdbvNmg7YtQLv114
https://www.commonsense.org/education/digital-citizenship/quiz/upstanders-and-allies-taking-action-against-cyberbullying-lesson-quiz
https://docs.google.com/presentation/d/1uIdXU40HU-MB-LzGucU6wZLy5nbNT-j---iBhbCHvqU/edit?usp=sharing
https://docs.google.com/document/d/1w_lsGvXGr57Pit121zM76PicpMne_9LI2Pmsgq3SEGc/edit?usp=sharing
https://docs.google.com/document/d/1kcRKtBHEfppa_NvvqQXn83Czz0Cl4sofYPy8nMOsNYw/edit?usp=sharing
https://docs.google.com/document/d/1wh-Bbc5uwILIpVf_moMn-Ub5RCA4GLtks4GiIfVXfrE/edit?usp=sharing
https://docs.google.com/document/d/19pvzyvvKJ0FlP9EbVwT3VlW5YG2bY_G8NPJYBfrb0OM/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/responding-to-online-hate-speech-lesson-quiz
https://drive.google.com/open?id=14-6deXF8qN8e_ev2SORPDK4FXcMdno5t3cEH0l6cmzU
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://docs.google.com/document/d/1_0biNVfI4XF_nzhWxT9bHoUuN49PX6g4RlrqDQd2zyI/edit
https://drive.google.com/open?id=14-6deXF8qN8e_ev2SORPDK4FXcMdno5t3cEH0l6cmzU
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=14-6deXF8qN8e_ev2SORPDK4FXcMdno5t3cEH0l6cmzU
https://www.commonsense.org/education/family-tips/k-12-cyberbullying-digital-drama-and-hate-speech
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/sites/default/files/pdf/2022-08/document-digital-connections-video-series-educator-guide-cse-0.pdf
https://www.commonsense.org/system/files?file=pdf/2022-03/2020-digitalcompass-educatorguide-final-release-1.pdf
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Social Media Test Drive - Digitial Citizenship Social Media Simulation 

 Lesson 2 

NJSLS 6th 

9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid 

inappropriate forms of self-disclosure. 

9.4.8.DC.6: Analyze online information to distinguish whether it is helpful or harmful 

to reputation. 

1.2.a: Students cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

1.2.d: Students manage their personal data to maintain digital privacy and security 

and are aware of data-collection technology used to track their navigation online. 

7th  

9.4.8.DC.4: Explain how information shared digitally is public and can be searched, 

copied, and potentially seen by public audiences. 

9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid 

inappropriate forms of self-disclosure. 

1.2.a: Students cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

1.2.d: Students manage their personal data to maintain digital privacy and security 

and are aware of data-collection technology used to track their navigation online. 

8th  

9.4.8.DC.4: Students will explain how information shared digitally is public and can be 

searched, copied, and potentially seen by public audiences. 

9.4.8.DC.5: Students will manage their digital identity and practice positive online 

behavior to avoid inappropriate forms of self-disclosure. 

1.2.a: Students will cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

1.2.d: Students will manage their personal data to maintain digital privacy and 

security and are aware of data-collection technology used to track their navigation 

online. 

Learning Objective 6th Gr - Chatting Safely Online (CIPPA) 

https://socialmediatestdrive.org/testdriveguide.pdf
https://www.commonsense.org/education/digital-citizenship/lesson/chatting-safely-online
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Analyze how well they know the people they interact with online. Reflect on what 

information is safe to share with different types of online friends. Learn to recognize 

red flag feelings and use the Feelings & Options thinking routine to respond to them. 

 

7th Gr - The Power of Digitial Footprints (CIPPA) 

Identify reasons for using social media and the challenges that often come along with 

it. Reflect on the responsibilities they have that are related to digital footprints -- both 

their own and others' -- when they're using social media. Identify ways to make the 

most of social media while still caring for the digital footprints of themselves and 

others. 

 

8th Gr - Social Media and Digital Footprints: Our Responsibilities (CIPPA) 

Identify reasons for using social media and the challenges that often come along with 

it. Reflect on the responsibilities they have that are related to digital footprints -- both 

their own and others' -- when they're using social media. Identify ways to make the 

most of social media while still caring for the digital footprints of themselves and 

others. 

 

Teacher Materials 6th Gr - Lesson Slides, Video: Teen Voices: Who You're Talking to Online, Risky Chat 

Dilemma: Handout Teacher Version, Lesson Quiz 

 

7th Gr - Lesson Slides, Video: What's in Your Digital Footprint?, Truth Be Told: Handout 

- Teacher Version, Lesson Quiz 

 

8th Gr - Lesson Slides, Video: Teen Voices: Oversharing and Your Digital Footprint, 

Lesson Quiz 

 

Additional Resources 6th Gr - Family Activity, Family Tips, SEL Conversation Starter 

 

7th Gr - Family Activity, Family Tips, SEL Conversation Starter 

 

8th Gr - Family Activity, Family Tips, SEL Conversation Starter 

https://www.commonsense.org/education/digital-citizenship/lesson/the-power-of-digital-footprints
https://www.commonsense.org/education/digital-citizenship/lesson/social-media-and-digital-footprints-our-responsibilities
https://docs.google.com/presentation/d/1-v7Gh5Samz0bFQ0H6sz0K3SpT2d3HrBD19gXkJB7SJo/edit?usp=sharing
https://video.commonsensemedia.org/education/6.4_Safe_Online_Talk_SITE.mp4
https://docs.google.com/document/d/1N3lE3yy0d7atwiPaUbq37LNxiHU9tNohhtdF4FGBV3Y/edit?usp=sharing
https://docs.google.com/document/d/1pBGDuSKfnXx6rhigJEmvG5nWEh18UcBGW0s1zc1awD8/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/chatting-safely-online-lesson-quiz
https://docs.google.com/presentation/d/1MhHqXmkKKFjK4D6uss7RaEXi9SOQZsb4_dGxOaFj-Uo/edit?usp=sharing
https://video.commonsensemedia.org/education/Digital_Footprint_Animation_2017.mp4
https://docs.google.com/document/d/1K05aaJcLWeW7UAkhKDpMvKugwnkRmZi0M_10z7LJsfU/edit?usp=sharing
https://docs.google.com/document/d/1N-N9Lon96awv5_jXhUDDRm5z2A6KqMJwzOvPobIPTnI/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/the-power-of-digital-footprints-lesson-quiz
https://docs.google.com/presentation/d/11lMnKOpimfjdDGB5F7QmO6mHfnx_2EzhSX78dqDiJIs/edit
https://video.commonsensemedia.org/education/8.3_Oops_I_Broadcast_it_SITE.mp4
https://www.commonsense.org/education/digital-citizenship/quiz/social-media-and-digital-footprints-our-responsibilities-lesson-quiz
https://drive.google.com/open?id=1pSvIk4Bn0Dz-q2q8PuRc9cGFAsuLh8K-AYyxf-l2KEI
https://www.commonsense.org/education/family-tips/6-12-relationships-and-communication
https://docs.google.com/document/d/1vTNBpIvH7hFYi6c8ImNfmeWXDXuiS7D5e3T6r5_PF1Q/edit
https://drive.google.com/open?id=1sj-HlUS7ybkgCUUjW1T1b01qlQYk82Kk8YnECuP-eOc
https://www.commonsense.org/education/family-tips/6-12-digital-footprint-and-identity
https://docs.google.com/document/d/1OebX-h0_4S0_8RenRIRGjyplGdRQzbYqssIq-pNg3_E/edit
https://drive.google.com/open?id=1sj-HlUS7ybkgCUUjW1T1b01qlQYk82Kk8YnECuP-eOc
https://www.commonsense.org/education/family-tips/6-12-digital-footprint-and-identity
https://docs.google.com/document/d/1OebX-h0_4S0_8RenRIRGjyplGdRQzbYqssIq-pNg3_E/edit
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Extension and Supplemental Resources 6-8th Grade 

Common Sense Digital Connections - Video Series  

Common Sense Digital Compass - Interactive Game 

Social Media Test Drive - Social Media Simulation 

 Lesson 3 

NJSLS 6th  

9.4.8.DC.4: Students will explain how information shared digitally is public and can be 

searched, copied, and potentially seen by public audiences. 

9.4.8.DC.5: Students will manage their digital identity and practice positive online 

behavior to avoid inappropriate forms of self-disclosure.  

1.2.a: Students will cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

1.2.d: Students will manage their personal data to maintain digital privacy and 

security and are aware of data-collection technology used to track their navigation 

online. 

7th  

9.4.8.DC.5: Students will manage digital identity and practice positive online behavior 

to avoid inappropriate forms of self-disclosure.  

1.1.a: Students will articulate and set personal learning goals, develop strategies 

leveraging technology to achieve them and reflect on the learning process itself to 

improve learning outcomes. 

8th  

9.4.8.DC.3: Students will describe tradeoffs between allowing information to be public 

(e.g., within online games) versus keeping information private and secure.  

1.2.d: Students will manage their personal data to maintain digital privacy and 

security and are aware of data-collection technology used to track their navigation 

online. 

Learning Objective 6th Gr - Who Are You Online? 

https://www.commonsense.org/sites/default/files/pdf/2022-08/document-digital-connections-video-series-educator-guide-cse-0.pdf
https://www.commonsense.org/system/files?file=pdf/2022-03/2020-digitalcompass-educatorguide-final-release-1.pdf
https://socialmediatestdrive.org/testdriveguide.pdf
https://www.commonsense.org/education/digital-citizenship/lesson/who-are-you-online
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Reflect on reasons why people might create fake social media accounts. Identify the 

possible results of posting from a fake social media account. Debate the benefits and 

drawbacks of posting from multiple accounts. 

 

7th Gr - My Media Use: A Personal Challenge 

Make an inventory of their media choices and how those choices make them feel. 

Brainstorm personal strategies for balancing media use. Create personal guidelines for 

promoting healthy media balance. 

 

8th Gr – Being Aware of What You Share Online 

Reflect on the concept of privacy, including what they feel comfortable sharing and 

with which people. Analyze different ways that advertisers collect information about 

users to send them targeted ads. Identify strategies for protecting their privacy, 

including opting out of specific features and analyzing app or website privacy policies. 

 

Teacher/Student Materials 6th Gr - Lesson Slides, Video: Teen Voices: Presenting Yourself Online The Finsta 

Debate: Handout, Lesson Quiz 

 

7th Gr - Lesson Slides, My Media Choices Inventory: Handout - Teacher Version, My 

Media-Balance Strategy: Handout Teacher Version, Lesson Quiz 

 

8th Gr - Lesson Slides, Ad Detective: Handout - Teacher Version, Lesson Quiz 

 

Additional Resources 6th Gr -  Family Activity, Family Tips, Family Engagement Resources 

 

7th Gr - Family Activity, Family Tips, Family Engagement Resources 

 

8th Gr - Family Activity, Family Tips, Family Engagement Resources 

 

Extension and Supplemental Resources 6-8th Grade 

Common Sense Digital Connections - Video Series  

Common Sense Digital Compass – Interactive Game 

https://www.commonsense.org/education/digital-citizenship/lesson/my-media-use-a-personal-challenge
https://www.commonsense.org/education/digital-citizenship/lesson/being-aware-of-what-you-share
https://drive.google.com/open?id=1fzMkEr7FCtBLM2tVWWvZ6zmspUz_d7GTURuotUDmAwM
https://video.commonsensemedia.org/education/Which_Me_2021_UPDATE_SITE.mp4
https://drive.google.com/open?id=1i37XG36B02LZhmax0dt9NIlipuQ97tx2Oe5w07we6iM
https://www.commonsense.org/education/digital-citizenship/quiz/who-are-you-online-lesson-quiz
https://drive.google.com/open?id=1Bh9-B_peBqwhhWDjkt3ZZtVcu_-0xesbSPDLF9Kabyo
https://drive.google.com/open?id=1kWrSrkdRH5uFjZeGuGGKu5GRHRLd28PvvBcqLvrYV7U
https://drive.google.com/open?id=14lPhclhmvIRqJ3h_-xZJwGu_j4YfLRbZWMzh-PkN-3I
https://drive.google.com/open?id=1xdkLeRi5D9typxAambh6KaWro8n9kNaTaGtlVvXTECM
https://drive.google.com/open?id=1qO87RLpaJdDJsydAPtX7fBDcf0qKOHo5MIK4dAwIclE
https://www.commonsense.org/education/digital-citizenship/quiz/my-media-use-a-personal-challenge-lesson-quiz
https://drive.google.com/open?id=1F2LJS9jljcQgD7R_IRg0o47XqHwZShqShFd6sNTqz3U
https://drive.google.com/open?id=1niRPvhpXODYytZjNgqzO4KlqZ9jCP-Xdo5SP8ZDTlfA
https://drive.google.com/open?id=1BowKsEGlvt4S85pVJ4jNGkoBvaW2swo_rUNmpTrECE8
https://www.commonsense.org/education/digital-citizenship/quiz/being-aware-of-what-you-share-lesson-quiz
https://drive.google.com/open?id=1sj-HlUS7ybkgCUUjW1T1b01qlQYk82Kk8YnECuP-eOc
https://www.commonsense.org/education/family-tips/6-12-digital-footprint-and-identity
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1moJRD4r9umukn7MwZ847tTMRRYYt7Uu2ym1lAw1zHoI
https://www.commonsense.org/education/family-tips/6-12-media-balance-and-well-being
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1IbLnMNfX4tPHQq_14D6I2tdE9tI5apVqtZSRL4rnhGc
https://www.commonsense.org/education/family-tips/6-12-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/sites/default/files/pdf/2022-08/document-digital-connections-video-series-educator-guide-cse-0.pdf
https://www.commonsense.org/system/files?file=pdf/2022-03/2020-digitalcompass-educatorguide-final-release-1.pdf
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Social Media Test Drive – Social Media Simulation 

 Lesson 4 

NJSLS 6th  

9.4.8.DC.5: Students will manage digital identity and practice positive online behavior 

to avoid inappropriate forms of self-disclosure.  

1.1.a: Students will articulate and set personal learning goals, develop strategies 

leveraging technology to achieve them and reflect on the learning process itself to 

improve learning outcomes. 

7th  

9.4.8.DC.4: Students will explain how information shared digitally is public and can be 

searched, copied, and potentially seen by public audiences. 

9.4.8.DC.5: Students will manage digital identity and practice positive online behavior 

to avoid inappropriate forms of self-disclosure.  

1.2.a: Students will cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

1.2.b: Students will engage in positive, safe, legal and ethical behavior when using 

technology, including social interactions online or when using networked devices. 

8th  

9.4.8.DC.5: Students will manage digital identity and practice positive online behavior 

to avoid inappropriate forms of self-disclosure.  

1.2.a: Students will cultivate and manage their digital identity and reputation and are 

aware of the permanence of their actions in the digital world. 

1.2.b: Students will engage in positive, safe, legal and ethical behavior when using 

technology, including social interactions online or when using networked devices. 

Learning Objective 6th Gr - Finding Balance in a Digital World 

Reflect on their common online and offline activities. Identify ways to "unplug" to 

maintain balance between online and offline activities. Use the Digital Habits Checkup 

routine to create a personal challenge to achieve more media balance. 

 

7th Gr - My Social Media Life 

Identify the role of social media in their lives. Reflect on the positive and negative 

effects social media use has on their relationships. Recognize "red flag feelings" when 

https://socialmediatestdrive.org/testdriveguide.pdf
https://www.commonsense.org/education/digital-citizenship/lesson/finding-balance-in-a-digital-world
https://www.commonsense.org/education/digital-citizenship/lesson/my-social-media-life
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using social media and use the Feelings & Options thinking routine to consider ways 

to handle them. 

 

8th Gr - Sexting and Relationships 

Compare the risks and benefits of self-disclosure in relationships. Identify the risks 

and potential consequences of sexting. Use the Feelings & Options thinking routine to 

consider how to respond in situations where sexting could occur. 

 

Teacher/Student Materials 6th Gr - Lesson Plan, Lesson Slides, Video: Digital Life 101, Balancing Act: Handout - 

Teacher Version, Lesson Quiz 

 

7th Gr - Lesson Slides, Video: Teen Voices: Friendships and Social Media, Noticing Red 

Flag Feelings: Handout - Teacher Version, Lesson Quiz 

 

8th Gr - Lesson Slides, Video: Teen Voices: Sexting, Relationships, and Risks, Late Night 

Texting: Handout - Teacher Version, Lesson Quiz 

 

Additional Resources 6th Gr - Family Activity, Family Tips, SEL Conversation Starter 

7th Gr - Family Activity, Family Tips, SEL Conversation Starter 

8th Gr - Family Activity, Family Tips, Family Engagement Resources 

 

Extension and Supplemental Resources 6-8th Grade 

Common Sense Digital Connections - Video Series  

Common Sense Digital Compass - Interactive Game 

Social Media Test Drive - Social Media Simulation 

 

 

 

 

 

https://www.commonsense.org/education/digital-citizenship/lesson/sexting-and-relationships
https://www.commonsense.org/education/digital-citizenship/lesson/finding-balance-in-a-digital-world
https://docs.google.com/presentation/d/1Mdg-6H3rWL1iy1p30TUM5IRsXh2w77WCNARHQY47tBo/edit?usp=sharing
https://video.commonsensemedia.org/education/digital_life_101_animation_2017.mp4
https://docs.google.com/document/d/1006cxT4azznpTYyMP-WiPJk-LY2chBjoMSSg-Q_oTq8/edit?usp=sharing
https://docs.google.com/document/d/1XE2W96Jl9rg7gGAhZHWsIUxtppE2zZbzA3lROp0834c/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/finding-balance-in-a-digital-world-lesson-quiz
https://docs.google.com/presentation/d/1Tq38F88kVDwP9zUDQro_Xyxou0YrnEyELILShwX1tc8/edit?usp=sharing
https://video.commonsensemedia.org/education/7.4_Friends_FOMO_SITE.mp4
https://docs.google.com/document/d/1GK7-HqNJSzvEdZ6PiSe-W3IbgDGe9vFREpWFeRAAZy8/edit?usp=sharing
https://docs.google.com/document/d/1Ks3p9X2G0JS2xBy20JzPYn9HQZZbMxmI3P-VSjcNQac/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/my-social-media-life-lesson-quiz
https://docs.google.com/presentation/d/1fwriI_Nn1h3PINwPsbKB7fZCQl_g0D2pu-Hp2aN4TB8/edit?usp=sharing
https://video.commonsensemedia.org/education/8.4_Overexposed_Sexting_SITE.mp4
https://docs.google.com/document/d/18rw1KouTBF_ldH_5RHHEJbdXENzJC8EPMLz-MjU7mkA/edit?usp=sharing
https://docs.google.com/document/d/12fSPHNdp5cybyYHckB9ZxiCYBz3fKjkGDl0-FEzZHa4/edit?usp=sharing
https://www.commonsense.org/education/digital-citizenship/quiz/sexting-and-relationships-lesson-quiz
https://drive.google.com/open?id=1moJRD4r9umukn7MwZ847tTMRRYYt7Uu2ym1lAw1zHoI
https://www.commonsense.org/education/family-tips/6-12-media-balance-and-well-being
https://docs.google.com/document/d/1JfyNABSxRutyzlzvG8zTQ1HPyJz4JluZlXGdFv97ssw/edit
https://drive.google.com/open?id=1pSvIk4Bn0Dz-q2q8PuRc9cGFAsuLh8K-AYyxf-l2KEI
https://www.commonsense.org/education/family-tips/6-12-relationships-and-communication
https://docs.google.com/document/d/1lyFJwKKRmAKxTR7pcMjfZ9PEcP6YJjungyNccJstZbE/edit
https://drive.google.com/open?id=1pSvIk4Bn0Dz-q2q8PuRc9cGFAsuLh8K-AYyxf-l2KEI
https://www.commonsense.org/education/family-tips/6-12-relationships-and-communication
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/sites/default/files/pdf/2022-08/document-digital-connections-video-series-educator-guide-cse-0.pdf
https://www.commonsense.org/system/files?file=pdf/2022-03/2020-digitalcompass-educatorguide-final-release-1.pdf
https://socialmediatestdrive.org/testdriveguide.pdf
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Marking Period 1` Keyboarding Grade(s) 6 - 8 

Unit Plan Title: Keyboard Proficiency and Touch Typing Skills 

Unit Overview 

The Keyboard Proficiency and Touch Typing Skills unit is designed to help students in grades 6-8 develop essential 

keyboarding skills, improve typing speed, and enhance accuracy. Throughout this ongoing unit, students will focus on 

building foundational keyboarding skills, eliminating hesitation, and increasing proficiency. While building essential 

typing skills, students will also be empowered to enhance their digital literacy and foster good digital citizenship.  

Essential Question(s) 

How can learning touch typing techniques improve our typing speed and accuracy, and why are these skills valuable 

for middle school students in various academic and professional tasks? 

What are the different touch-typing methods and finger placement techniques, and how can we apply them to type 

efficiently without looking at the keyboard? 

How can regular practice and engaging typing exercises help us develop muscle memory and increase our words-per-

minute (WPM) typing speed over time? 

What strategies and resources can we use to track our progress and continuously improve our touch-typing skills 

throughout the unit? 

Enduring Understandings 

Through deliberate practice and application of touch-typing techniques, one can develop the ability to type efficiently 

and accurately without looking at the keyboard. 

In this digital era, keyboarding skills in accuracy and speed enhances one’s productivity, communication, and 

engagement in learning. 

Assessments 

Formative Assessment:   Ongoing monitoring of lessons 

 

Digitial Assessment Tools: Typing Tests 

Lesson and Learning Goal/Pacing 

Ongoing Lesson 
throughout the year 

Tech Readiness: 

Students will begin by learning about computer competencies, focusing on high-click 
and drag-and-drop skills. They will identify areas of competence while developing 
their problem-solving abilities and hand-eye coordination. Students will practice click-
and-drag movements and work on improving their speed and accuracy. 

• Identify parts of a computer  

• Determine what makes a computer run 

• Click and drag using a mouse/trackpad 

Learn the Keys: 

In this stage, students will build a foundational understanding of touch-typing 
techniques, learning the basics of finger placement and the home row keys. They will 
face challenges, adapt to personalized lessons, and progress through increasingly 
challenging exercises. The focus will be on typing accurately and efficiently. 

• Type using correct finger placement 

• Type all letter and basic punctuation keys 

• Type words and sentences 

• Use the enter key 
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Punctuation and Advanced Keys: 

Students will gain an understanding of capitalization, punctuation, numbers, and 
advanced symbols through practical application and skill-building exercises. They will 
use capital letters and additional symbols, practice punctuation keys, type numbers, 
and engage in applied practice for punctuation and advanced keys. 

• Use shift key for capitalization and access additional symbols 

• Type all punctuation keys 

• Type all numbers 

• Contextually practice punctuation and advanced keys 

  

Cross-Curricular Typing: 

In this phase, students will apply their typing skills in various subjects, including 
reading, science, social studies, and math. They will improve their typing speed and 
accuracy while handling different topics and contexts. 

• Type cross curricular paragraphs 

• Identify central ideas and supporting details in informational text 

• Recoognize a variety of literary genres 

• Identify and use pronouns and transition words correctly 

• Apply context clues to decode unknown words 

  

Digital Citizenship and Communication: 

Students will become informed and responsible digital citizens. They will practice 
using email, composing messages with appropriate grammar, and understanding 
online etiquette. They will also make informed and safe choices in various online 
situations. 

• Practice digital citizenship skills in real life scenario activities 

• Identify the components of a safe password 

• Type correctly formatted emails 

 

 Ongoing Lessons throughout the school year 

NJSLS 8.1.8.CS.1: Recommend improvements to computing devices in order to improve the 
ways users interact with the devices.  

9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  

1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 

Teacher Materials  Typing.com, Scope and Sequence, Teacher Guide,  

 

 

 

https://www.typing.com/teacher/dashboard
https://www.typing.com/teacher/resources/learn-to-type/scope-sequence-the-typing-com-guide-to-classroom-standards.pdf
https://www.typing.com/teacher/resources/learn-to-type/typing-com-teacher-guide.pdf
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Marking Period 1` Technology Literacy Grade(s) 6 - 8 

Unit Plan Title: Technology Literacy 

Unit Overview 

Problem Solving and Computing is a highly interactive and collaborative introduction to the field of computer science. 

In this integrative unit from Code.org students will practice using a problem-solving process to address a series of 

puzzles, challenges, and real-world scenarios. Students will then learn how computing is used in the problem-solving 

process. 

 

Essential Question(s) 

What helps us work together as a team to solve problems effectively? 

How do we apply common problem-solving steps to various types of problems? 

How do computers use input, output, and different processing methods to solve problems, and why is storage 

essential in this process? 

Enduring Understandings 

Effective problem-solving and teamwork are essential for addressing various challenges successfully.  

By understanding common problem-solving steps and applying them flexibly to different situations, individuals and 

teams can work collaboratively to find innovative solutions.  

Computers play a crucial role in problem-solving processes. 

 

Assessments 

Formative Assessment: Observe student participation in discussions and assess their understanding of concepts, 

lesson quizzes, reflective journals 

Summative Assessment: Evaluate student-created work based on accuracy, clarity, and insight gained.   

 

Digitial Assessment Tools: Nearpod, Peardeck, Kahoot, Quizizz, Blooket, Edpuzzle, FlipGrid, Kami, Google Forms 

Lesson and Learning Goal/Pacing 

Lesson 1 
6-8 Intro to Problem Solving 

This lesson is a fun introduction to the open-ended, collaborative, and creative 
problem-solving students will be using over the rest of this unit and course. All grade 
levels should understand the problem-solving process and why it’s important. 
Alternate versions are available under additional resources. 

 

 
Lesson 2 

6-8 The Problem-Solving Process 

This lesson introduces the formal problem-solving process that students will use over 
the course of the year, Define - Prepare - Try - Reflect. 
 

Lesson 3 
6-8 Exploring the Problem-Solving Process (Optional 90min lesson for a deeper dive) 

In this lesson, students apply the problem-solving process to three different problems 
in order to better understand the value of each step. Alternate versions are available 
under additional resources. 

 

Lesson 4 
6–8 What is a computer? 

https://studio.code.org/courses/focus-on-hardware-2023
https://nearpod.com/
https://www.peardeck.com/
https://kahoot.com/
https://quizizz.com/?lng=en
https://www.blooket.com/
https://edpuzzle.com/
https://info.flip.com/en-us.html
https://www.kamiapp.com/
https://docs.google.com/forms/u/0/?tgif=d
https://studio.code.org/s/focus-on-hardware1-2023/lessons/1
https://studio.code.org/s/focus-on-hardware1-2023/lessons/2
https://studio.code.org/s/focus-on-hardware1-2023/lessons/3
https://studio.code.org/s/focus-on-hardware1-2023/lessons/4
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This lesson builds on the problem-solving theme of the earlier lessons and focuses on 
the specifics of how computing is used in problem-solving, starting with developing a 
preliminary definition of a computer. 

 

Need more? Extend this topic with CodeHS World of Computing Unit (5 weeks/25 
hours) 

Students dive into the history of computing, learn about the various parts that make 
up modern computers, and explore the impact computing has had on today's world. 

 

 Lesson 1 

NJSLS 8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from 

team members and users. 

8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 

users.  

9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, 

organizations, and/or agencies to a local or global problem, such as climate change, 

and use critical thinking skills to predict which one(s) are likely to be effective. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 

effects to determine the most plausible option. 

ISTE Standards: 

1.7 Global Collaborator: Students use digital tools to broaden their perspectives and 

enrich their learning by collaborating with others and working effectively in teams 

locally and globally. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.4 Innovative Designer: Students use a variety of technologies within a design 

process to identify and solve problems by creating new, useful or imaginative 

solutions. 

Learning Objective • Communicate and collaborate with classmates in order to solve a problem 

• Identify different strategies used to solve a problem 

• Iteratively improve a solution to a problem 

Teacher/Student 

Materials 

Intro to Problem Solving Lesson Plan 

For the teachers 

• Code.org How-to Videos 

https://codehs.com/course/2343/explore/module/3443/lesson/206991?lang=en
https://studio.code.org/s/focus-on-hardware1-2023/lessons/1
https://support.code.org/hc/en-us/articles/4405629586957-New-how-to-walkthrough-videos-for-teachers-
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• Intro to Problem Solving - Slides  

For the students 

• Aluminum Boats - Activity Guide 
 

Additional Resources Alternate versions of this lesson are also available. 

• Newspaper Table 

• Spaghetti Bridge 

• Paper Tower 

Getting Started with Code.org   

 Lesson 2 

NJSLS 8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from 

team members and users.  

9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, 

organizations, and/or agencies to a local or global problem, such as climate change, 

and use critical thinking skills to predict which one(s) are likely to be effective. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 

effects to determine the most plausible option.  

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.4 Innovative Designer: Students use a variety of technologies within a design 

process to identify and solve problems by creating new, useful or imaginative 

solutions. 

Learning Objective • Given a problem, identify individual actions that would fall within each step of 

the problem-solving process 

• Identify useful strategies within each step of the problem-solving process 

Teacher/Student 

Materials 

The Problem-Solving Process Lesson Plan  

For the teachers 

• Problem Solving Process 

• The Problem Solving Process - Slides  

For the students 

• Problem Solving Process - Video (Download) 

• The Problem Solving Process - Activity Guide  

https://docs.google.com/presentation/d/1TuN5qOfjgSxNjZccb6o4sUZbfaXGOSDeUolDojrJ0pM/template/preview
https://docs.google.com/document/d/1dY3N0DvsPLoPRgWOXcSwRKGxZGaiP2HI84QaalQcE7s/
https://studio.code.org/s/focus-on-hardware1-2023/lessons/9
https://studio.code.org/s/focus-on-hardware1-2023/lessons/10
https://studio.code.org/s/focus-on-hardware1-2023/lessons/11
https://www.youtube.com/playlist?list=PLzdnOPI1iJNdX7P76yGw7YUM4Csm1ZZmM
https://studio.code.org/s/focus-on-hardware1-2023/lessons/2
https://drive.google.com/file/d/0B2UNlnU_5Vg4aC1DVGdWU19hZkE/view?usp=sharing&resourcekey=0-1I3oX1C8Q_P1YAV15vJfOw
https://docs.google.com/presentation/d/1ISxsRTRVG9D0BYkfRHYHWFHiP_HNYIvlzfkCULvxYnA/template/preview
https://youtu.be/z7RaFPT3DTE
https://videos.code.org/levelbuilder/problemsolvingprocess-mp4.mp4
https://docs.google.com/document/d/1KczAoklRXU1MemCJaah68E9-YtM4Qny00uZJE5f_Ly0/view
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Additional Resources Alternate versions of this lesson are also available. 

• Animal Theme 

• Games Theme 

Getting Started with Code.org   

 Lesson 3  

NJSLS 8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from 

team members and users. 

8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 

users.  

9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, 

organizations, and/or agencies to a local or global problem, such as climate change, 

and use critical thinking skills to predict which one(s) are likely to be effective. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 

effects to determine the most plausible option.  

1.7 Global Collaborator: Students use digital tools to broaden their perspectives and 

enrich their learning by collaborating with others and working effectively in teams 

locally and globally. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.4 Innovative Designer: Students use a variety of technologies within a design 

process to identify and solve problems by creating new, useful or imaginative 

solutions. 

Learning Objective • Apply the problem-solving process to approach a variety of problems 

• Assess how well-defined a problem is and use strategies to define the problem 

more precisely 

Teacher/Student 

Materials 

Exploring the Problem-Solving Process Lesson Plan 

For the teachers 

• Exploring Problem Solving - Slides  

For the students 

• Solving Problems - Activity Guide  

https://studio.code.org/s/focus-on-hardware1-2023/lessons/12
https://studio.code.org/s/focus-on-hardware1-2023/lessons/13
https://www.youtube.com/playlist?list=PLzdnOPI1iJNdX7P76yGw7YUM4Csm1ZZmM
https://studio.code.org/s/focus-on-hardware1-2023/lessons/3
https://docs.google.com/presentation/d/1qEiI3VfO04CKhzpucsXmcrTLcV3wHYCyvwsOdiSoI5k/template/preview
https://docs.google.com/document/d/1HUE7g2tqk-_3wiOU4cEFfE4CoOQ5kMzZQc-BTXdco5E/edit
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Additional Resources Getting Started with Code.org   

 Lesson 4 

NJSLS 8.1.8.CS.1: Recommend improvements to computing devices in order to 

improve the ways users interact with the devices. 

8.1.8.CS.2: Design a system that combines hardware and software components 

to process data. 

8.1.8.CS.3: Justify design decisions and explain potential system trade-offs. 

9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, 

organizations, and/or agencies to a local or global problem, such as climate 

change, and use critical thinking skills to predict which one(s) are likely to be 

effective. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

1.1 Empowered Learner: Students leverage technology to take an active role in 

choosing, achieving and demonstrating competency in their learning goals, 

informed by the learning sciences. 

1.2 Digital Citizen: Students recognize the rights, responsibilities and 

opportunities of living, learning and working in an interconnected digital 

world, and they act and model in ways that are safe, legal and ethical. 

Learning Objective • Choose problems that can be solved with computing and justify those choices. 

• Identify a computer as a machine that works with information 

• Reason about whether particular objects are or are not computers. 

Teacher/Student 

Materials 

What is a Computer Lesson Plan 

For the teachers 

• What is a Computer - Slides  

For the students 

• What is a Computer - Video (Download) 

• What is a Computer (Version A) - Activity Guide  

• What is a Computer (Version B) - Activity Guide  

https://www.youtube.com/playlist?list=PLzdnOPI1iJNdX7P76yGw7YUM4Csm1ZZmM
https://studio.code.org/s/focus-on-hardware1-2023/lessons/4
https://docs.google.com/presentation/d/1qc6_t0IdvXD_jSZ84gXvNA7LvLCr94WHKC6SKPtq2po/template/preview
https://youtu.be/rRSD128KWIM
https://videos.code.org/levelbuilder/whatisacomputer-mp4.mp4
https://docs.google.com/document/d/1I0Pw3qKhtT0TdbPME3EKsi-L7ufgpxB3JBT59uxgp4w
https://docs.google.com/document/d/1z4LfopE0NCEdiQo2BhYDXGm39Z7Wgr-SZjN1nw2U00Q/
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Additional Resources Getting Started with Code.org 

Need more? Extend this topic with CodeHS World of Computing Unit (5 weeks/25 
hours) 

Students dive into the history of computing, learn about the various parts that make 
up modern computers, and explore the impact computing has had on today's world. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://codehs.com/course/2343/explore/module/3443/lesson/206991?lang=en
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Marking Period 1 Critical Thinking & Problem Solving Grade(s) 6 – 8  

Unit Plan Title: Critical Thinking & Problem Solving  

6th Intro to Programming with Karel the Dog (Ace) 

7th CodeHS Computer Science Explorations 1 

8th CodeHS Computer Science Explorations 2  

Unit Overview 

6th - The CodeHS Introduction to Programming with Karel the Dog course teaches students the basics of programming 

by giving commands to a computer just like you give commands to a dog. Karel is a dog that lives in a grid world and 

can be instructed to move around and pick up and put down tennis balls. Students will learn JavaScript commands, 

functions, and control structures by solving puzzles and writing creative programs for Karel to follow. 

 

7th - The Computer Science Explorations 1 course is an introductory course for early middle school students. It is great 

for students who are completely new to coding or for students who are continuing their coding journey. The modules 

in this course are stand-alone modules, and they can be taught in any order. The only exception is that students need 

to have completed Karel Adventures 1 before starting Karel Adventures 2. 

 
CodeHS takes a modular approach to middle school curriculum, where each module contains about 10 hours of content and introduces 

students to a specific topic within the field of computer science. In this unit students will focus on Module 1 & 2. 
 

8th - The Computer Science Explorations 2 course is an introductory course for upper middle school students. It is 

great for students who are completely new to coding or for students who are continuing their coding journey. The 

five modules in this course are stand-alone modules, and they can be taught in any order.  

  
CodeHS takes a modular approach to middle school curriculum, where each module contains about 10 hours of content and introduces 

students to a specific topic within the field of computer science. In this unit students will focus on Module 1. 

Essential Question(s) 

• How can we figure out which solutions work best for a problem and why some solutions work better than 

others? 

• How can we make our step-by-step plans (algorithms) easy to understand, use again, and fix if something 

goes wrong? 

• How can using things like variables, control structures, and procedures make our programs do more and be 

used again in different situations? 

• How can we make sure our programs work well for all different types of people, and what ways can we test to 

make sure they really do? 

 

Enduring Understandings 

• Multiple solutions often exist to solve a problem. An essential aspect of problem solving is being able 

to self-reflect on why possible solutions for solving problems were or were not successful. 

• Individuals design algorithms that are reusable in many situations.  

• Algorithms that are readable are easier to follow, test, and debug.  

• Programmers create variables to store data values of different types and perform appropriate 

operations on their values.   

https://codehs.com/course/719/explore?lang=en
https://codehs.com/course/20787/explore?lang=en
https://codehs.com/course/csexplorations2/overview
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• Individuals design and test solutions to identify problems taking into consideration the diverse needs 

of the users and the community. 

Assessments 

Formative: Course activities 

Summative:  Course Evaluations, Quizzes 

Lesson and Learning Goal/Pacing 

 

Lesson 1 

6th Gr – Unit 1 - Introduction to Programming - 1.1 Introduction to Programming with 

Karel 

 

7th Gr - 1.1 Karel's Coding Environment 

 

8th Gr - 1.1 Introduction to Karel 

*All lessons are 2 days. 
 

 
Lesson 2 6th Gr -  1.2 More Basic Karel 

 

7th Gr - 1.2 Karel Error Messages 

 
8th Gr - 1.2 Karel's World 

*All lessons are 2 days. 
 

Lesson 3 
6th Gr - 1.3 Karel Can't Turn Right 

 

7th Gr - 1.3 The Rabbit Chase 

 

8th Gr - 1.3 Functions 

*All lessons are 2 days. 
 

Lesson 4 
6th Gr - 1.4 What is a Computer? 
 

7th Gr - 1.4 Lost in Space 

 

8th Gr - 1.4 Multiple Functions 

*All lessons are 2 days. 
 

Lesson 5 6th Gr – Unit 2 – Functions - 2.1 Functions in Karel 
 

7th Gr - 1.5 Karel Adventures 1: Evaluation 

 

8th Gr - 1.5 For Loops 

*All lessons are 2 days. 
 

https://codehs.com/course/719/explore/module/1384/lesson/215951?lang=en
https://codehs.com/course/719/explore/module/1384/lesson/215951?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/8700524?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790201?lang=en
https://codehs.com/course/719/explore/module/1384/lesson/215958?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/8779105?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790270?lang=en
https://codehs.com/course/719/explore/module/1384/lesson/215965?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/8125414?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790207?lang=en
https://codehs.com/course/719/explore/module/1384/lesson/215945?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/8125428?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790272?lang=en
https://codehs.com/course/719/explore/module/1385/lesson/215972?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/9271019?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790273?lang=en
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Lesson 6 6th Gr -2.2 More Practice with Functions 

 
7th Gr - Module 2 Karel’s Adventure 2 - 1.1 Quest for the Rosetta Stone 
 

8th Gr - 1.6 Conditional Statements 

*All lessons are 2 days. 

 

Lesson 7 6th Gr - 2.3 The Start Function 
 
7th Gr - 1.2 A Day at the Park 
 

8th Gr - 1.7 If/Else Statements 

*All lessons are 2 days. 
 

Lesson 8 6th Gr - 2.4 Top Down Design and Decomposition in Karel 
 
7th Gr - 1.3 Karel Adventures 2: Evaluation 
 

8th Gr - 1.8 While Loops 

*All lessons are 2 days. 
 

Lesson 9 
6th Gr – Unit 3 - Super Karel and For Loops - 3.1 Commenting Your Code 

 

7th Gr – Unit 1: Introduction to Generating Art with Code - 1.1 Memes Memes 

Memes (2 day lesson) 

 

8th Gr - 1.9 Karel Challenges 

*All lessons are 2 days. 
 

Lesson 10 6th Gr - 3.2 Super Karel 

(This course can be continued all the way through if needed If Statements, While 

Loops, Control Structures, Karel Challenges, Final Project) 

 

7th Gr – Unit 1: Introduction to Generating Art with Code - 1.1 Memes Memes 

Memes (Cont’d) 

 

8th Gr - 1.10 Exploring Code with Karel Quiz 

*All lessons are 2 days. 
 

Additional Lessons Google’s CS First Hour of Code Lessons - Supplement Lessons for Hour of Code 

Code.org’s Accelerated Intro to Computer Science - This 20-hour course covers the 

core computer science and programming concepts  

https://codehs.com/course/719/explore/module/1385/lesson/215978?lang=en
https://codehs.com/course/20787/explore/module/27819/lesson/8920677?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790274?lang=en
https://codehs.com/course/719/explore/module/1385/lesson/215982?lang=en
https://codehs.com/course/20787/explore/module/27819/lesson/9522694?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790275?lang=en
https://codehs.com/course/719/explore/module/1385/lesson/215988?lang=en
https://codehs.com/course/20787/explore/module/27819/lesson/9545205?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790276?lang=en
https://codehs.com/course/719/explore/module/1386/lesson/215995?lang=en
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/9133848?lang=en
https://codehs.com/course/719/explore/module/1386/lesson/216001?lang=en
https://codehs.com/course/719/explore/module/1387?lang=en
https://codehs.com/course/719/explore/module/1388?lang=en
https://codehs.com/course/719/explore/module/1388?lang=en
https://codehs.com/course/719/explore/module/1389?lang=en
https://codehs.com/course/719/explore/module/1390?lang=en
https://codehs.com/course/719/explore/module/1391?lang=en
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/9133849?lang=en
https://codehs.com/uploads/eaf7ea966a78dde3adc4120c598ee485
https://studio.code.org/s/express-2023
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Code.org’s Express Course - Students learn to create computer programs, develop 

problem-solving skills, and work through fun challenges! 

 Lesson 1 

NJSLS 6th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.2: Create clearly named variables that represent different data types and 
perform operations on their values. 
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals.  
9.4.8.CT.1: Use critical thinking to make informed decisions and solve problems. 
9.4.8.CT.2: Understand and use the technological design process to solve problems.  
1.1 Empowered Learner:  
5.1 Computational Thinker:  
7th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.2: Create clearly named variables that represent different data types and 
perform operations on their values. 
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs.  
9.4.8.CT.1: Use critical thinking to make informed decisions and solve problems. 
9.4.8.CT.2: Understand and use the technological design process to solve problems.  
1.1 Empowered Learner:  
5.1 Computational Thinker:  
8th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.2: Create clearly named variables that represent different data types and 
perform operations on their values. 
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 
users. 
8.1.8.AP.9: Document programs in order to make them easier to follow, test, and 
debug.  
9.4.8.CT.1: Use critical thinking to make informed decisions and solve problems. 
9.4.8.CT.2: Understand and use the technological design process to solve problems.  
1.1 Empowered Learner: Students leverage technology to take an active role in 
choosing, achieving, and demonstrating competency in their learning goals, informed 
by the learning sciences. 
5.1 Computational Thinker:  
5.3 Computational Thinker:  

Learning Objective 6th  
1.1 Introduction to Programming With Karel 

Objective: Students will be able to: 

• Introduce students to Karel and explain the commands she can be given. 
 

https://studio.code.org/s/express
https://codehs.com/course/719/explore/module/1384/lesson/215951?lang=en
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7th  
1.1 Karel's Coding Environment 

Objective: Students will be able to: 

• Define syntax and why it is important in text coding 

• Use the Karel commands to write a simple Karel program 
 
8th  
1.1 Introduction to Karel 
Objective: Students will be able to: 

• Identify basic syntax used in JavaScript and Karel programs 

• Use basic commands to train or program Karel the dog 

• Debug basic code by identifying common syntax errors 
 

Teacher/Student 

Materials 

6th – Course Syllabus, Introduction to Programming  

7th – Course Syllabus, Karel Adventures 1  

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 2 

NJSLS 6th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode.  
8.1.8.AP.2: Create clearly named variables that represent different data types 
and perform operations on their values.  
8.1.8.AP.3: Design and iteratively develop programs that combine control 
structures, including nested loops and compound conditionals.   
9.4.8.CT.1: Use critical thinking to make informed decisions and solve 
problems.  
9.4.8.CT.2: Understand and use the technological design process to solve 
problems.   
1.1 Empowered Learner: Students leverage technology to take an active role in 
choosing, achieving, and demonstrating competency in their learning goals, 
informed by the learning sciences.  
5.1 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of 
technological methods to develop and test solutions. 
7th  
8.1.8.AP.8: Systematically test and refine programs using a range of test cases 
and users. 
8.1.8.AP.9: Document programs in order to make them easier to follow, test, 
and debug. 

https://codehs.com/course/20787/explore/module/27401/lesson/8700524?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790201?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1384
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27401?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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8.1.8.CS.4: Systematically apply troubleshooting strategies to identify and 
resolve hardware and software problems in computing systems.  
9.4.8.CT.1: Use critical thinking to make informed decisions and solve 
problems. 
9.4.8.CT.2: Understand and use the technological design process to solve 
problems.  
5.1 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of 
technological methods to develop and test solutions. 
5.3 Computational Thinker:  
8th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.2: Create clearly named variables that represent different data types 
and perform operations on their values. 
8.1.8.AP.3: Design and iteratively develop programs that combine control 
structures, including nested loops and compound conditionals. 
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 
design, implementation, and review of programs.  
9.4.8.CT.1: Use critical thinking to make informed decisions and solve 
problems. 
9.4.8.CT.2: Understand and use the technological design process to solve 
problems.  
1.1 Empowered Learner: Students leverage technology to take an active role in 
choosing, achieving, and demonstrating competency in their learning goals, 
informed by the learning sciences. 
5.1 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of 
technological methods to develop and test solutions. 
 
 

Learning Objective 6th 
1.2 More Basic Karel 
Objective: Students will be able to: 

• To introduce students to Karel’s world and more of the commands that we 
can teach Karel 

7th  

1.2 Karel Error Messages 

Objective: Students will be able to: 

• Define what a bug is in programming 

• Describe the steps to debug a program 

• Use error messages to find and fix bugs in their programs 

 

8th  
1.2 Karel's World 
Objective: Students will be able to… 

https://codehs.com/course/719/explore/module/1384/lesson/215958?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/8779105?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790270?lang=en
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• Identify the direction that Karel is facing 

• Predict what direction Karel will be facing after executing a series of 
commands 

• Create basic programs to solve situations or problems in Karel’s world 
 

Teacher Materials 6th – Course Syllabus, Introduction to Programming  

7th – Course Syllabus, Karel Adventures 1  

8th – Course Syllabus, Exploring Code with Karel 

 
 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 3 

NJSLS 6th  
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse.  
9.4.8.CT.1: Use critical thinking to make informed decisions and solve problems. 
9.4.8.CT.2: Understand and use the technological design process to solve problems.  
1.1 Empowered Learner:  
5.1 Computational Thinker:  
 
7th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 
users. 
8.1.8.CS.4: Systematically apply troubleshooting strategies to identify and resolve 
hardware and software problems in computing systems.  
9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, 
organizations, and/or agencies to a local or global problem, such as climate change, 
and use critical thinking skills to predict which one(s) are likely to be effective. 
9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, identify 
relationships, and facilitate data-based decision-making.  
1.1 Empowered Learner:  
1.5 Computational Thinker:  
8th  
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.2: Create clearly named variables that represent different data types and 
perform operations on their values. 
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals.  
9.4.8.TL.3: Select appropriate tools to organize and present information digitally. 

http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1384
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27401?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, identify 
relationships, and facilitate data-based decision-making.  
1.5 Computational Thinker:  
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 

Learning Objective 6th  
1.3 Karel Can't Turn Right 
Objective: Students will be able to: 

• Use Karel and commands to introduce students to functions. 
 

7th  

1.3 The Rabbit Chase 

Objective: Students will be able to: 

• Write a sequence of commands to accomplish a specified task 

• Use Karel commands using the proper syntax 

• Use debugging strategies to find and fix errors in their programs 

 

8th  
1.3 Functions 
Objective: Students will be able to: 

• Define a function, and successfully implement functions in their code. 

• Create functions to teach Karel new commands 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Introduction to Programming  

7th – Course Syllabus, Karel Adventures 1  

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 4 

NJSLS 6th  
8.1.8.IC.1: Compare the trade-offs associated with computing technologies that affect 
individuals’ everyday activities and career options. 
8.1.8.IC.2: Describe issues of bias and accessibility in the design of existing 
technologies.  
9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 
industries. 
9.4.8.TL.4: Synthesize and publish information about a local or global issue or event.  
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 

https://codehs.com/course/719/explore/module/1384/lesson/215965?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/8125414?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790207?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1384
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27401?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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current technologies and are able to transfer their knowledge to explore emerging 
technologies. 
1.7 Global Collaborator: Students use digital tools to connect with learners from a 
variety of backgrounds and cultures, engaging with them in ways that broaden mutual 
understanding and learning. 
7th  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from 
team members and users.  
9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, 
organizations, and/or agencies to a local or global problem, such as climate change, 
and use critical thinking skills to predict which one(s) are likely to be effective. 
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and algorithmic 
thinking in exploring and finding solutions. Students understand how automation 
works and use algorithmic thinking to develop a sequence of steps to create and test 
automated solutions. 
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 
8th  
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 
users.  
9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 
effects to determine the most plausible option. 
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and algorithmic 
thinking in exploring and finding solutions. Students understand how automation 
works and use algorithmic thinking to develop a sequence of steps to create and test 
automated solutions. 
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 
1.6 Creative Communicator: Students communicate complex ideas clearly and 
effectively by creating or using a variety of digital objects such as visualizations, 
models or simulations. 

Learning Objective 6th  
1.4 What is a Computer? 
Objective: Students will be able to: 

• Discuss the question “What is a Computer?” with their peers 

https://codehs.com/course/719/explore/module/1384/lesson/215945?lang=en
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• Identify important historical events in the development of modern 
computers 

• Describe the role computers play in their lives 
7th  
1.4 Lost in Space 
Objective: Students will be able to: 

• Use if statements to run code if a specific condition is true 

• Use if/else statements to run code if a specific condition is either true or false 

• Use a while loop in their program to repeat code as long as a condition is true 

• Create programs that use multiple control structures 

• Decide which control structures to use to solve a complex problem 
 
8th  
1.4 Multiple Functions 
Objective: Students will be able to: 

• Explain the difference between defining and calling a function 

• Utilize functions to write higher level Karel programs 

• Break a large problem down into smaller, simpler problems 

• Create clear and readable comments in their code that help the reader 
understand the code 

Teacher/Student 

Materials 

6th – Course Syllabus, Introduction to Programming  

7th – Course Syllabus, Karel Adventures 1  

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 5 

NJSLS 6th  
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse.  
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and algorithmic 
thinking in exploring and finding solutions. Students understand how automation 
works and use algorithmic thinking to develop a sequence of steps to create and test 
automated solutions. 
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 
7th  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse.  

https://codehs.com/course/20787/explore/module/27401/lesson/8125428?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790272?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1384
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27401?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 
effects to determine the most plausible option. 
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and algorithmic 
thinking in exploring and finding solutions. Students understand how automation 
works and use algorithmic thinking to develop a sequence of steps to create and test 
automated solutions. 
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 
8th  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse.  
9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 
effects to determine the most plausible option. 
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and algorithmic 
thinking in exploring and finding solutions. Students understand how automation 
works and use algorithmic thinking to develop a sequence of steps to create and test 
automated solutions. 
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and troubleshoot 
current technologies and are able to transfer their knowledge to explore emerging 
technologies. 
 

Learning Objective 6th  

2.1 Functions in Karel 

Objective: Students will be able to: 

• Understand what functions are for and how using them improves programs. 

7th 

1.5 Karel Adventures 1: Evaluation 

Objective: Students will be able to: 

• Use if statements and while loops correctly in a program 

• Use a sequence of commands to complete a specific task 

• Determine when to use a specific control structure (if statement or while loop 

8th  
1.5 For Loops 
Objective: Students will be able to: 

• Create for loops to repeat code a fixed number of times 

• Explain when a for loop should be a used 

https://codehs.com/course/719/explore/module/1385/lesson/215972?lang=en
https://codehs.com/course/20787/explore/module/27401/lesson/9271019?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790273?lang=en
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• Utilize for loops to write programs that would be difficult / impossible without 
loops 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Functions 

7th – Course Syllabus, Karel Adventures 1  

8th – Course Syllabus, Exploring Code with Karel 

 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 6 

NJSLS 6th  
8.1.8.AP.5: Create procedures with parameters to organize code and make it 
easier to reuse. 
8.1.8.AP.8: Systematically test and refine programs using a range of test cases 
and users.  
9.4.8.TL.3: Select appropriate tools to organize and present information 
digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and 
algorithmic thinking in exploring and finding solutions. Students understand 
how automation works and use algorithmic thinking to develop a sequence of 
steps to create and test automated solutions. 
1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and 
troubleshoot current technologies and are able to transfer their knowledge to 
explore emerging technologies. 
7th  
8.1.8.AP.3: Design and iteratively develop programs that combine control 
structures, including nested loops and compound conditionals. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it 
easier to reuse.  
9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 
long-term effects to determine the most plausible option. 
9.4.8.TL.3: Select appropriate tools to organize and present information 
digitally.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and 
algorithmic thinking in exploring and finding solutions. Students understand 
how automation works and use algorithmic thinking to develop a sequence of 
steps to create and test automated solutions. 

http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1385?lang=en
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27401?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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1.1 Empowered Learner: Students understand the fundamental concepts of 
technology operations, demonstrate the ability to choose, use and 
troubleshoot current technologies and are able to transfer their knowledge to 
explore emerging technologies. 
8th  
8.1.8.AP.3: Design and iteratively develop programs that combine control 
structures, including nested loops and compound conditionals.  
9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 
long-term effects to determine the most plausible option.  
1.5 Computational Thinker: Students formulate problem definitions suited for 
technology-assisted methods such as data analysis, abstract models and 
algorithmic thinking in exploring and finding solutions. Students understand 
how automation works and use algorithmic thinking to develop a sequence of 
steps to create and test automated solutions. 

Learning Objective 6th 

2.2 More Practice with Functions 
Objective: Students will be able to: 

• Create their own functions 

• Utilize functions to create higher order programs that go beyond the basic 
toolbox of Karel commands 

• Debug programs that use functions incorrectly 
7th  
Module 2 - Course Syllabus 

Karel Adventures 2 - Students build on their learning from Karel Adventures 1 to learn 

about functions and program planning as they follow Karel the Dog on two fun-filled 

adventures. 

 

1.1 Quest for the Rosetta Stone 
Objective: Students will be able to: 

• Use if/else and if/else if/else statements to run code if a specific condition is 
either true or false 

• Use a nested if statement to check if multiple conditions are true 

• Use a while loop to repeat code as long as a condition is true 

• Use a for loop to repeat code a specific number of times 

• Create programs that use multiple control structures 

• Decide which control structures to use to solve a complex problem 
 
8th  
1.6 Conditional Statements 
Objective: Students will be able to: 

• Use conditions to gather information about Karel’s world (is the front clear, is 
Karel facing north, etc) 

• Create if statements that only execute code if a certain condition is true 
 

Teacher/Student 

Materials 

6th – Course Syllabus, Functions 

7th -  Course Syllabus, Karel Adventures 2 

8th – Course Syllabus, Exploring Code with Karel 

https://codehs.com/course/719/explore/module/1385/lesson/215978?lang=en
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27819?lang=en
https://codehs.com/course/20787/explore/module/27819/lesson/8920677?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790274?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1385?lang=en
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27819?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
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Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 7 

NJSLS 6th  
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 
users.  
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker:  
1.1 Empowered Learner:  
7th  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 
users.  
9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 
effects to determine the most plausible option. 
9.4.8.TL.3: Select appropriate tools to organize and present information digitally.  
1.5 Computational Thinker:  
1.1 Empowered Learner:  
8th  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals.  
9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 
effects to determine the most plausible option.  
1.5 Computational Thinker:  

Learning Objective 6th  
2.3 The Start Function 
Objective: Students will be able to: 

• Students gain a deeper understanding of functions.  

• Students can explain the importance of writing readable code, and can 
analyze and compare the readability of different programs.  

• Students can use the start function to make their programs more readable. 
7th  
1.2 A Day at the Park 
Objective: Students will be able to: 

• Use program control statements to write efficient programs 

• Define and call functions 

• Utilize top-down decomposition to break problems into smaller, more 
manageable parts 

• Write programs that are clear and easy to follow 

• Use custom colors to create a scene in Karel 
8th  

https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
https://codehs.com/course/719/explore/module/1385/lesson/215982?lang=en
https://codehs.com/course/20787/explore/module/27819/lesson/9522694?lang=en
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1.7 If/Else Statements 
Objective: Students will be able to: 

• Explain the purpose of an If/Else statement 

• Create If/Else statements to solve new types of problems 

• Identify when it is appropriate to use an If/Else statement 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Functions 

7th -  Course Syllabus, Karel Adventures 2 

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 8 

NJSLS 6th  

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 

reuse.  

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term 

effects to determine the most plausible option.  

1.5 Computational Thinker:  

7th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 

reuse. 

8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 

users. 

https://codehs.com/course/20792/explore/module/27610/lesson/8790275?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1385?lang=en
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27819?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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8.1.8.AP.9: Document programs in order to make them easier to follow, test, and 

debug. 

1.5 Computational Thinker:  

8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode.  

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals.  

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs.  

8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 

users.  

Learning Objective 6th   
2.4 Top Down Design and Decomposition in Karel 
Objective: Students will be able to: 

• Break a large problem down into smaller pieces 

• Write methods to solve each smaller problem 

• Solve a complicated problem using Top-Down Design 

• Identify good and poor decomposition 
7th  

1.3 Karel Adventures 2: Evaluation 
Objective: Students will be able to: 

• Prove their knowledge of basic coding concepts with Karel through a short 
activity and multiple-choice quiz 

 
8th  
1.8 While Loops 
Objective: Students will be able to:  

• Explain the purpose of a while loop 

• Create while loops to repeat code while a condition is true 

• Utilize while loops to solve new types of problems 

• Test their solutions on different Karel worlds 
 

Teacher/Student 

Materials 

6th – Course Syllabus, Functions 

7th -  Course Syllabus, Karel Adventures 2 

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

https://codehs.com/course/719/explore/module/1385/lesson/215988?lang=en
https://codehs.com/course/20787/explore/module/27819/lesson/9545205?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/8790276?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1385?lang=en
https://codehs.com/csexplorations1/guide
https://codehs.com/course/20787/explore/module/27819?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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 Lesson 9 

NJSLS 6th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.9: Document programs in order to make them easier to follow, test, and 
debug. 
1.5 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of technological 
methods to develop and test solutions. 
1.6 Creative Communicator Students communicate clearly and express themselves 
creatively for a variety of purposes using the platforms, tools, styles, formats and 
digital media appropriate to their goals. 
7th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.2: Create clearly named variables that represent different data types and 
perform operations on their values. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
1.5 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of technological 
methods to develop and test solutions. 
1.6 Creative Communicator Students communicate clearly and express themselves 
creatively for a variety of purposes using the platforms, tools, styles, formats and 
digital media appropriate to their goals. 
1.4 Innovative DesignerStudents use a variety of technologies within a design process 
to identify and solve problems by creating new, useful or imaginative solutions. 
8th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.9: Document programs in order to make them easier to follow, test, and 
debug. 
1.4 Innovative Designer Students use a variety of technologies within a design process 
to identify and solve problems by creating new, useful or imaginative solutions. 
1.5 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of technological 
methods to develop and test solutions. 

Learning Objective 6th 

3.1 Commenting Your Code 
Objective: Students will be able to:  

• Explain the preconditions and postconditions of a function 

https://codehs.com/course/719/explore/module/1386/lesson/215995?lang=en
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• Create clear and readable comments in their code that help the reader 
understand the code 

• Explain the purpose of comments 
 

7th  
1.1 Memes Memes Memes  
Objective: Students will be able to: 

• Use JavaScript block coding to create their own meme using images and 

changing parameters. 

8th  
1.9 Karel Challenges 
Objective: Students will be able to: 

• Define a problem in their own words and plan out a solution to the problem 

• Break a large problem down into smaller pieces and solve each of the pieces, 
then use these solutions as building blocks to solve the larger problem 

• Utilize the proper control structures to create general solutions that solve 
multiple Karel worlds 

• Write clear and readable code using control structures, functions, 
decomposition, and comments 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Super Karel and For Loops 

7th - Course Syllabus, 1.1 Memes Memes Memes 

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 10 

NJSLS 6th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
8.1.8.AP.7: Design programs, incorporating existing code, media, and libraries, and 
give attribution. 
1.4 Innovative Designer Students use a variety of technologies within a design process 
to identify and solve problems by creating new, useful or imaginative solutions. 
1.5 Computational Thinker: Students develop and employ strategies for 
understanding and solving problems in ways that leverage the power of technological 
methods to develop and test solutions. 
7th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode. 

https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/9133848?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1386?lang=en
https://codehs.com/syllabus/4280
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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8.1.8.AP.2: Create clearly named variables that represent different data types and 
perform operations on their values. 
8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 
reuse. 
1.4 Innovative Designer Students use a variety of technologies within a design process 
to identify and solve problems by creating new, useful or imaginative solutions. 
1.6 Creative Communicator Students communicate clearly and express themselves 
creatively for a variety of purposes using the platforms, tools, styles, formats and 
digital media appropriate to their goals. 

Learning Objective 6th  

3.2 Super Karel 
Objective: Students will be able to:  

• Write programs that use SuperKarel instead of Karel 

• Utilize the new toolbox of commands that SuperKarel provides over Karel 

• Read documentation to understand how to use a library (SuperKarel is an 
example of this) 

 

7th 
1.1 Memes Memes Memes  
Objective: Students will be able to: 

• Use JavaScript block coding to create their own meme using images and 

changing parameters. 

8th   
1.10 Exploring Code with Karel Quiz 
Objective: Students will be able to: 

• Prove their knowledge of basic coding concepts with Karel through a multiple-
choice quiz 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Sper Karel and For Loops 

7th -  Course Syllabus, 1.1 Memes Memes Memes 

8th – Course Syllabus, Exploring Code with Karel 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

  

https://codehs.com/course/719/explore/module/1386/lesson/216001?lang=en
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/course/20792/explore/module/27610/lesson/9133849?lang=en
http://codehs.com/syllabus/719
https://codehs.com/course/719/explore/module/1386?lang=en
https://codehs.com/syllabus/4280
https://codehs.com/course/4280/explore/module/5905/lesson/966403?lang=en
https://codehs.com/csexplorations2/guide
https://codehs.com/course/20792/explore/module/27610?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account


 

Page 186 of 248 

 Computer Literacy K-8 

Marking Period 1 Creativity & Innovation Grade(s) 6 - 8 

Unit Plan Title: Creativity & Innovation  

Unit Overview 

6-7  

In this unit, students will explore Ozoblockly, a block-based coding language for Ozobot robots. Through hands-on 

activities and challenges, they will develop programming concepts like sequencing, loops, and conditional statements, 

allowing Ozobot to perform repetitive tasks and make decisions based on conditions. Students will also learn about 

variables, sensors, and output mechanisms to create dynamic and interactive coding experiences. By the end of the 

unit, they will gain essential computational thinking and problem-solving skills, igniting a passion for computer science 

and technology while fostering teamwork and creativity. 

 

8th  

In Google's CS First curriculum, students will explore the world of computer science, engaging in fundamental 

programming concepts such as sequencing, loops, conditionals, and events. Through interactive and creative projects, 

they will learn how to design and develop animated stories, interactive games, music and sound compositions, and 

captivating animations using Scratch programming platform. The curriculum will also emphasize responsible digital 

citizenship and ethical considerations while fostering collaborative problem-solving skills and a deeper understanding 

of the potential of technology to inspire creativity and innovation. 

 

 

Essential Question(s) 

6th  

How can we use Ozoblockly to code Ozobot robots and solve real-world challenges with creative thinking? 

What are the key coding concepts like sequencing, loops, and conditionals that control Ozobots' actions? 

How do we use problem-solving to make Ozobot programs work just the way we want? 

In what fun and interesting ways can Ozobots teach us about science, math, and engineering? 

7-8th  

How can we use coding creatively and solve real-world problems? 

What coding concepts will we use in Scratch to create interactive projects? 

How can problem-solving skills enhance our ability to design and develop animated stories? 

In what fun and exciting ways can we apply computer science to express our creativity and explore new ideas? 

 

Enduring Understandings 

Coding unlocks creative problem-solving abilities that can be used to enrich the design and development of 
animated stories 

Understanding coding concepts, like sequencing, loops, and conditionals, allows one to create innovative 
and interactive projects.  
Computer science is a medium to express creativity and explore new ideas while inspiring a lifelong passion 
for innovative thinking and creative applications. 
  

Assessments 

Formative: In-class coding exercises, Peer code reviews, Quizzes and short assessments, Observation and feedback 

Summative:  Project presentations, Unit assessments, Coding portfolio, Reflective essays 
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Lesson and Learning Goal/Pacing 

Lesson 1 
6-7th - Introduction to Ozobot Blockly 01:Basic Training  

 

8th - Welcome to CS First  

Welcome to CS First is a short unit designed to introduce your students to the basics 
of programming with Scratch for CS First in four different lessons. After completing 
this unit, students will have seen all the essential elements of the Scratch 
programming environment necessary to be successful with future CS First lessons or 
other Scratch curriculum.   

 

Lesson 1:  

Take a Walk - Help a character go for a relaxing stroll using code. (Sequencing)  

 

(If students are familiar with Scratch and the fundamentals of coding Sequencing, 

Events, Loops, & Conditionals Move on to Lesson 10 MultiDay Units or Continue 

to Lesson 5 for Single lessons) 

*All lessons are 2 days. 

 

 
Lesson 2 

6-7th  - Introduction to Ozobot Blockly 02: Sequences   

 

8th - Interactive Scene - Build an interactive scene with characters that respond to 
events. (Events)  

*All lessons are 2 days. 

Lesson 3 
6-7th  - Introduction to Ozobot Blockly 03: Loops 

 

8th - Animated Card - Code a fun card with animations that you can send to your 
friends and family. (Loops) 

*All lessons are 2 days. 

 

Lesson 4 
6-7th  - Introduction to Ozobot Blockly 04: Conditionals 

 

8th - Meet the Neighbors - Say "hello" to all the neighbors while giving a tour of the 
neighborhood. (Conditionals) 

 

*All lessons are 2 days. 

Lesson 5 6-7th - Introduction to Ozobot Blockly 05: Skills Check 1 

 

8th - Characterization   

*All lessons are 2 days. 

 

Lesson 6 6-7th - Introduction to Ozobot Blockly 06: Line Navigation 

 

https://classroom.ozobot.com/lessons/lnJqEMMaSwTmiGMf2CHjRW6gWM
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.8wgg51po1xhr
https://classroom.ozobot.com/lessons/lnRZPEYL9tQGW0fB9zUsoPgAQE
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.8ffdvp43gzt1
https://classroom.ozobot.com/lessons/lnqUCbmYRbTA6AM7OCFIULNgwe
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.16hj6jwqjg96
https://classroom.ozobot.com/lessons/lnt7zgOunUTVRamBy6WrjlFgzl
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.4d4ph2dcqw7h
https://classroom.ozobot.com/lessons/lnXFp6AHlUQHiC9AmQ1YOVGwHF
https://csfirst.withgoogle.com/c/cs-first/en/characterization/overview.html
https://classroom.ozobot.com/lessons/ln6HXcAgvSR4aQZjKAQwRY8wkD
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8th - Interactive Presentation   

*All lessons are 2 days. 

Lesson 7 

 

6-7th  - Introduction to Ozobot Blockly 07: Debugging 
8th - Dialogue  

*All lessons are 2 days. 

Lesson 8 6-7th - Introduction to Ozobot Blockly 08: Skills Check 2 

 
7-8th - Narration   

*All lessons are 2 days. 

Lesson 9 6-7th - The Ozobot Classroom Lesson Library 

8th - Figurative Language   

*All lessons are 2 days. 

 Lesson 1 

NJSLS 6-7th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

8.1.8.AP.5: Create procedures with parameters to organize code and make it easier to 

reuse. 

8.1.8.AP.8: Systematically test and refine programs using a range of test cases and 

users. 

1.4 Innovative Designer Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful or imaginative solutions.  

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

https://csfirst.withgoogle.com/c/cs-first/en/interactive-presentation/overview.html
https://classroom.ozobot.com/lessons/ln8p0BpMoeQyjtNtXpkf9OewUl
https://csfirst.withgoogle.com/c/cs-first/en/dialogue/overview.html
https://classroom.ozobot.com/lessons/lncvhLWoW6RQyqbd0TUomP6QYf
https://csfirst.withgoogle.com/c/cs-first/en/narration/overview.html
https://classroom.ozobot.com/lessons
https://csfirst.withgoogle.com/c/cs-first/en/figurative-language/overview.html
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8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.4 Innovative Designer Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful or imaginative solutions.  

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

 

Learning Objective 6-7th - Introduction to Ozobot Blockly 01:Basic Training 

• Build programs in Ozobot Blockly using blocks from the categories: Loops, 
Sounds, Timing, Movement, and Light Effects.  

• Run their block-based code on any Bluetooth®-enabled Ozobot (e.g. Evo).  

• Navigate through and select a level in Ozobot Blockly.  

• Use the delete, duplicate, undo, and redo icons in Ozobot Blockly. 

 

8th - Welcome to CS First  

Take a Walk  

• Connect and rearrange blocks of code  

• Place instructions in a logical sequence 

 

Teacher Materials  

6-7th - Introduction to Ozobot Blockly 01:Basic Training 

  
8th - Welcome to CS First Lesson Plan, Take a Walk Activity Guide  

 

Additional Resources 6-7th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides, The Ozobot 

Classroom Lesson Library 

 

8th - CS First Getting Started Guide, Scratch Vocabulary slides    

 Lesson 2 

NJSLS 6-8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

https://classroom.ozobot.com/lessons/lnJqEMMaSwTmiGMf2CHjRW6gWM
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.8wgg51po1xhr
https://classroom.ozobot.com/lessons/lnJqEMMaSwTmiGMf2CHjRW6gWM
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/1xIgsYKP2vQ7E5qb3QtFtFO6jmOeF6ynrsXqaGmeGAZ8/edit
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
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8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.4 Innovative Designer Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful or imaginative solutions.  

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

Learning Objective 6-7th  - Introduction to Ozobot Blockly 02: Sequences 

• Define a sequence as it applies to computer science.  

• Organize code blocks into a sequence.  

• Recognize the sequence in the behavior of the bot.  

• Create their own sequence of code to solve a challenge. 
 
8th - Interactive Scene   

• Build an interactive scene with characters that respond to events.  
• Organize code across multiple sprites. 

 

Teacher Materials 6-7th - Introduction to Ozobot Blockly 02: Sequences 

8th - Welcome to CS First Lesson Plan , Interactive Scene Activity Guide    

 

Additional Resources 6-7th  - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides, 

The Ozobot Classroom Lesson Library 

 
8th - CS First Getting Started Guide, Scratch Vocabulary slides, ezgif -Split Gif images,   

 

 Lesson 3 

NJSLS  6-8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode.  

  

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

 

Learning Objective 6-7th - Introduction to Ozobot Blockly 03: Loops 

• Define a loop as it applies to computer science.  

https://classroom.ozobot.com/lessons/lnRZPEYL9tQGW0fB9zUsoPgAQE
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.8ffdvp43gzt1
https://classroom.ozobot.com/lessons/lnRZPEYL9tQGW0fB9zUsoPgAQE
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/1mIWh_Un1cjKcmBjrHu8AJVz_jHqrN_G0KdFYxKEBxrY/edit
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://ezgif.com/split
https://classroom.ozobot.com/lessons/lnqUCbmYRbTA6AM7OCFIULNgwe
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• Build a block-based code using loops to program their bot to complete 

specific actions.  

• Explain how a loop block changes a sequence of code. 

 

7–8th - Animated Card  

• Use Loops to code a fun card with animations that you can send to your 

friends and family. Use loops to repeat code.  

• Change the way a sprite looks with code 

 

Teacher Materials 6-7th  - Introduction to Ozobot Blockly 03: Loops 

 

8th - Welcome to CS First Lesson Plan , Animated Card Activity Guide,   

 

Additional Resources 6-7th  - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

8th - CS First Getting Started Guide, Scratch Vocabulary slides, ezgif -Split Gif images,   

  

 

 Lesson 4 

NJSLS 6-8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode.  

  

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

 

Learning Objective 6-7th  - Introduction to Ozobot Blockly 04: Conditionals 

• Define a conditional as it applies to computer science.  

• Build a block-based code using conditionals to program their bot to respond 

differently to motion inputs.  

• Demonstrate conditionals in action with their bot. 

 

8th -  Meet the Neighbors  

• Say "hello" to all the neighbors while giving a tour of the neighborhood.  

https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.16hj6jwqjg96
https://classroom.ozobot.com/lessons/lnqUCbmYRbTA6AM7OCFIULNgwe
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://ezgif.com/split
https://classroom.ozobot.com/lessons/lnt7zgOunUTVRamBy6WrjlFgzl
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit#heading=h.4d4ph2dcqw7h
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• Use conditionals to make sprites react to each other.  

• Nest conditionals inside loops. 

  

  

Teacher Materials 6th - Introduction to Ozobot Blockly 04: Conditionals, Ozoblockly, 

7- 8th - Welcome to CS First Lesson Plan, Meet the Neighbors Activity Guide  

  

Additional Resources 6-7th  - Ozobot Teacher Basic Training,  Ozobot Pacing Guides 

The Ozobot Classroom Lesson Library 

 

8th  

CS First Getting Started Guide, Scratch Vocabulary slides 

 

 Lesson 5 

NJSLS 6-8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode.  

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.4 Innovative Designer Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful or imaginative solutions. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.6 Creative Communicator Students communicate clearly and express themselves 

creatively for a variety of purposes using the platforms, tools, styles, formats and 

digital media appropriate to their goals. 

Learning Objective 6-7th  - Introduction to Ozobot Blockly 05: Skills Check 1 

• Create a maze with obstacles for their bot to complete by following a set 

sequence.  

• Program their bot with OzoBlockly to successfully get through the maze using 

sequences, loops, and conditionals.  

• Identify the different sequences, loops, and conditionals in their maze and in 

their program. 

 

8th - Characterization    

• Use event blocks (like “when flag clicked”) to trigger a series of code. 

• Sequence at least 3 “say” blocks to start their story (by selecting a character). 

https://classroom.ozobot.com/lessons/lnt7zgOunUTVRamBy6WrjlFgzl
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/1KoZv_X0Saxb4aW9jZ1ayid-Zwpm-WMrfek3h-eYcXes/edit
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://classroom.ozobot.com/lessons/lnXFp6AHlUQHiC9AmQ1YOVGwHF
https://csfirst.withgoogle.com/c/cs-first/en/characterization/overview.html
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• Use motion blocks (like “glide to X Y“) to personalize their story. 

• Use wait blocks to construct a dialogue between two sprites. 

  

Teacher Materials 6th- Introduction to Ozobot Blockly 05: Skills Check 1, Ozoblockly, 

 

7- 8th – Welcome to CS First Lesson Plan ,  Characterization    

  

Additional Resources 6-7th  - Ozobot Teacher Basic Training,  Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

8th – CS First Getting Started Guide, Scratch Vocabulary slides,   

 Lesson 6 

NJSLS 6-8th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode.  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
1.4 Innovative Designer Students use a variety of technologies within a design process 
to identify and solve problems by creating new, useful or imaginative solutions. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.6 Creative Communicator Students communicate clearly and express themselves 
creatively for a variety of purposes using the platforms, tools, styles, formats and 
digital media appropriate to their goals. 

 

Learning Objective 6-7th  - Introduction to Ozobot Blockly 06: Line Navigation 

• Construct a program using the blocks in the Line Navigation category.  

• Identify the requirements and limitations of the blocks in the Line Navigation 
category. 

 

8th - Interactive Presentation    

• Create an interactive presentation in Scratch for CS First that includes text, 

images, and animation. Use event blocks (like “when this sprite clicked”) to 

trigger a series of code.  

• Sequence at least 3 “say” blocks to introduce their topic (by selecting a 

narrator sprite). 

  

https://classroom.ozobot.com/lessons/lnXFp6AHlUQHiC9AmQ1YOVGwHF
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/15d_Zfk0Ly6XrNHFxhl_7IhK4f9xolOl-Icy8Ic18w5c/edit
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://classroom.ozobot.com/lessons/ln6HXcAgvSR4aQZjKAQwRY8wkD
https://csfirst.withgoogle.com/c/cs-first/en/interactive-presentation/overview.html
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Teacher Materials 6-7th - Introduction to Ozobot Blockly 06: Line Navigation, Ozoblockly 

 

8th – Welcome to CS First Lesson Plan,  Interactive Presentation Lesson Plan    

  

Additional Resources 6-7th  - Ozobot Teacher Basic Training,  Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

8th – CS First Getting Started Guide, Scratch Vocabulary slides,   

CS First Shot Out Poster, Stickers, Printing Instructions, Certificates, Contingency Plan  

 

 Lesson 7 

NJSLS 6-8th  
8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 
flowcharts and/or pseudocode.  
8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 
including nested loops and compound conditionals. 
8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 
implementation, and review of programs. 
1.4 Innovative Designer Students use a variety of technologies within a design process 
to identify and solve problems by creating new, useful or imaginative solutions. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.6 Creative Communicator Students communicate clearly and express themselves 
creatively for a variety of purposes using the platforms, tools, styles, formats and 
digital media appropriate to their goals. 

 

Learning Objective 6-7th  -Introduction to Ozobot Blockly 07: Debugging 

• Define debugging and explain why it is important. 

• Examine a block-based code and the behavior of their bot to find a bug in a 
program.  

• Edit a block-based code and test the program to fix the bug. 
 
8th - Dialogue  

• Use looks blocks (like “say”) and wait blocks to construct a dialogue between 
two characters (sprites).  

• Use sound blocks (like “play sound until done”) to trigger a series of code. Add 
events blocks (like “broadcast”)  to sequence the story. Use looks blocks (like 
“switch costume to“ and “switch backdrop to”) to personalize their story. 

Teacher Materials 6th- -Introduction to Ozobot Blockly 07: Debugging, Ozoblockly 

 

8th – Welcome to CS First Lesson Plan, Dialogue   

https://classroom.ozobot.com/lessons/ln6HXcAgvSR4aQZjKAQwRY8wkD
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://docs.google.com/document/d/1QsQcATsPa2kbvIbndf60PrVF5r6sLBFWEoEiYGrOLG8/edit
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://www.gstatic.com/edu/csfirst/materials/en-shoutout.pdf
https://www.gstatic.com/edu/csfirst/materials/en-stickers.pdf
https://labelsbythesheet.com/collections/standard-white-uncoated-round/products/1-1-2-diameter-round-white-label-sheet-30-up?variant=6828310167598
https://www.gstatic.com/edu/csfirst/materials/en-certificate.pdf
https://www.gstatic.com/edu/csfirst/materials/storytelling-en-contingency.pdf
https://classroom.ozobot.com/lessons/ln8p0BpMoeQyjtNtXpkf9OewUl
https://csfirst.withgoogle.com/c/cs-first/en/dialogue/overview.html
https://classroom.ozobot.com/lessons/ln8p0BpMoeQyjtNtXpkf9OewUl
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://csfirst.withgoogle.com/c/cs-first/en/dialogue/overview.html
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Additional Resources 6-7th  - Ozobot Teacher Basic Training,  Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

8th – CS First Getting Started Guide, Scratch Vocabulary slides,   

CS First Shot Out Poster, Stickers, Printing Instructions, Certificates, 

Contingency Plan 

 

 Lesson 8 

NJSLS 6-8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode.  

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.4 Innovative Designer Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful or imaginative solutions. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.6 Creative Communicator Students communicate clearly and express themselves 

creatively for a variety of purposes using the platforms, tools, styles, formats and 

digital media appropriate to their goals. 

 

Learning Objective 6-7th  -Introduction to Ozobot Blockly 08: Skills Check 2 

• Use lines and colors to create a pathway with the sequential steps in their bot 
wash.  

• Program their bot to demonstrate different actions and effects when 
responding to colors and intersections at each step in the bot wash.  

• Identify the different sequences, loops, and conditionals on their pathway and 
in their program. 

 
8th - Narration    

• Sequence “say” blocks to tell a story in the first-person or third person. 

• Use event blocks (like “when flag clicked”) to trigger a series of code. 

• Use wait blocks to construct a dialogue between two sprites or think blocks to 

describe a new sprite. 

• Use motion blocks (like “glide to X Y“), sound effects, and animation to 

personalize their story. 

https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://www.gstatic.com/edu/csfirst/materials/en-shoutout.pdf
https://www.gstatic.com/edu/csfirst/materials/en-stickers.pdf
https://labelsbythesheet.com/collections/standard-white-uncoated-round/products/1-1-2-diameter-round-white-label-sheet-30-up?variant=6828310167598
https://www.gstatic.com/edu/csfirst/materials/en-certificate.pdf
https://www.gstatic.com/edu/csfirst/materials/storytelling-en-contingency.pdf
https://classroom.ozobot.com/lessons/lncvhLWoW6RQyqbd0TUomP6QYf
https://csfirst.withgoogle.com/c/cs-first/en/narration/overview.html
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Teacher Materials 6-7th - -Introduction to Ozobot Blockly 08: Skills Check 2 

7th - 8th – Welcome to CS First Lesson Plan, Narration  

Additional Resources 6-7th  - Ozobot Teacher Basic Training,  Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

8th – CS First Getting Started Guide, Scratch Vocabulary slides,   

CS First Shot Out Poster, Stickers, Printing Instructions, Certificates, Contingency Plan 

 

 Lesson 9 

NJSLS 6-8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode.  

8.1.8.AP.3: Design and iteratively develop programs that combine control structures, 

including nested loops and compound conditionals. 

1.4 Innovative Designer Students use a variety of technologies within a design process 

to identify and solve problems by creating new, useful or imaginative solutions. 

1.5 Computational Thinker: Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of technological 

methods to develop and test solutions. 

1.6 Creative Communicator Students communicate clearly and express themselves 

creatively for a variety of purposes using the platforms, tools, styles, formats and 

digital media appropriate to their goals. 

 

Learning Objective 6-7th - The Ozobot Classroom Lesson Library 

Select a lesson appropriate for student/teacher skill level - Objective may vary 
 

8th - - Figurative Language   

• Add figurative language using  “say”  blocks to show the literal and figurative 

meaning of the text. 

• Use motion blocks (like “glide to X Y“), to move their character around the 

stage and “show” what their figurative language seems to mean versus what 

it really means. 

• Add new object sprites and backdrops to help “show” the meaning of a 

snippet of figurative language. 

• Use event blocks (like “broadcast”) to trigger a series of code. 

Teacher Materials 6-7th - The Ozobot Classroom Lesson Library 

 

https://classroom.ozobot.com/lessons/lncvhLWoW6RQyqbd0TUomP6QYf
https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://csfirst.withgoogle.com/c/cs-first/en/narration/overview.html
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://www.gstatic.com/edu/csfirst/materials/en-shoutout.pdf
https://www.gstatic.com/edu/csfirst/materials/en-stickers.pdf
https://labelsbythesheet.com/collections/standard-white-uncoated-round/products/1-1-2-diameter-round-white-label-sheet-30-up?variant=6828310167598
https://www.gstatic.com/edu/csfirst/materials/en-certificate.pdf
https://www.gstatic.com/edu/csfirst/materials/storytelling-en-contingency.pdf
https://classroom.ozobot.com/lessons
https://csfirst.withgoogle.com/c/cs-first/en/figurative-language/overview.html
https://classroom.ozobot.com/lessons
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8th – Welcome to CS First Lesson Plan, Figurative Language 

Additional Resources 6-7th  - Ozobot Teacher Basic Training, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

8th – CS First Getting Started Guide, Scratch Vocabulary slides,   

CS First Shot Out Poster, Stickers, Printing Instructions, Certificates, Contingency Plan 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://docs.google.com/document/d/1XIi63rt4JSzHJi8aChvHmwih1rY2wYAbVhEIfl_FIHo/edit
https://csfirst.withgoogle.com/c/cs-first/en/figurative-language/overview.html
https://classroom.ozobot.com/help/educator-training
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://www.gstatic.com/edu/csfirst/materials/en-shoutout.pdf
https://www.gstatic.com/edu/csfirst/materials/en-stickers.pdf
https://labelsbythesheet.com/collections/standard-white-uncoated-round/products/1-1-2-diameter-round-white-label-sheet-30-up?variant=6828310167598
https://www.gstatic.com/edu/csfirst/materials/en-certificate.pdf
https://www.gstatic.com/edu/csfirst/materials/storytelling-en-contingency.pdf
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Marking Period 1 Information and Media Literacy Grade(s) 6 - 8 

Unit Plan Title: Information and Media Literacy 

Unit Overview 

6-8th Google’s Applied Digital Skills Curriculum 

In this unit, students will dive into Google's Applied Digital Skills, where they will gain essential digital literacy and 

technology skills to confidently navigate the digital world. The curriculum covers a wide array of topics, including 

online safety, responsible digital citizenship, productivity tools, collaborative work, and effective communication. 

Through interactive projects, students will develop problem-solving abilities and become responsible digital citizens, 

equipped with the skills needed to succeed in the digital era and beyond. 

 

Note: Various lessons can be used to cover learning standards from this strand. Options are provided as a guide, however, choose 

lessons from the curriculum that are appropriate for student skill/interests. Lesson 4 provides multi-unit lessons that are project 

based and will take students multiple class sessions to complete.  

Essential Question(s) 

 

6-8th  

How can digital tools help us analyze and make data-based decisions?  

How can we use digital tools to communicate real-world problems effectively? 

What digital tools and productivity techniques can we use to manage tasks, stay organized, and work collaboratively 

with others effectively? 

How can we utilize technology to communicate clearly and professionally through email and online collaboration 

platforms? 

What are the benefits of data analysis and visualization, and how can we present information effectively using digital 

tools and spreadsheets? 

How can we leverage AI-powered digital tools and strategies while exploring the digital world? 

 

Enduring Understandings 

 

Some digital tools are appropriate for gathering, organizing, analyzing, and presenting information, while other types 

of digital tools are appropriate for creating text, visualizations, models, and communicating with others.  

 

Digital tools allow for remote collaboration and rapid sharing of ideas unrestricted by geographic location or time. 

 

Assessments 

Formative Assessment: Digital Tool Exploration, In-class Activities and Discussions, Project Milestones 

Summative Assessment: Digital Literacy Portfolio, Project Presentations, Reflection and Self-Assessment 

   

Digitial Assessment Tools: , Nearpod, Peardeck, Edpuzzle,  Kahoot, Quizziz, Blooket 

Lesson and Learning Goal/Pacing 

Lesson 1 
6th Gr - Exploring Digital Tools for Information Management 

7th Gr - Exploring Digital Tools for Content Creation and Collaboration 

https://applieddigitalskills.withgoogle.com/s/en/home
https://nearpod.com/
https://www.peardeck.com/
https://edpuzzle.com/
https://kahoot.com/
https://quizizz.com/?lng=en
https://www.blooket.com/
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8th Gr – Exploring Digital Tools for Data Analysis and Data Visualization 

 

*All lessons are 2 days. 

 

 
Lesson 2 

6th Gr - Creating Texts and Visualizations with Digital Tools 
7th Gr - Digital Storytelling and Multimedia Presentations 
8th Gr - Multimedia Content Creation and Presentation 

*All lessons are 2 days. 
 

Lesson 3 
6th Gr - Introduction to Digital Models and Simulations 

7th Gr - Introduction to Coding and Computational Thinking 

8th Gr - Advanced Coding and Programming Concepts 

*All lessons are 2 days. 

 

Lesson 4 
6th Gr - Remote Collaboration and Idea Sharing with Digital Tools 

7th Gr - Remote Collaboration and Online Communication 

8th Gr - Technology Integration and Project-Based Learning 

*All lessons are 2 days. 

 

 Lesson 1 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Exploring Digital Tools for Information Management 

Students will identify different digital tools for gathering information (e.g., search 

engines, online databases). Students will practice organizing information using digital 

tools (e.g., spreadsheets, mind mapping tools). Students will create a presentation 

using appropriate digital tools to communicate their findings. 

7th Gr - Exploring Digital Tools for Content Creation and Collaboration 
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Students will explore various digital tools for conducting research and gathering 

information (e.g., search engines, databases). Students will practice organizing and 

analyzing information using digital tools such as spreadsheets and mind mapping 

software. Students will evaluate the reliability and credibility of digital sources for 

their research. 

8th Gr - Data Analysis and Data Visualization 

Students will explore advanced digital tools for data analysis (e.g., spreadsheet 

software, data visualization platforms). Students will practice analyzing 

complex datasets and drawing meaningful insights from them. Students will 

create visually appealing data visualizations to communicate their findings 

effectively. 

 

Teacher/Student Materials 6th Gr – Google's Applied Digital Skills Lessons: Create a Guide to an Area. Research 

and Develop a Topic, Explore a Topic: Equal Access to Technology,  

7th Gr - Google's Applied Digital Skills Lessons: Research and Develop a Topic, 

Explore a Topic: Equal Access to Technology, Organize Group Projects in Google 

Sheets, Understanding and Evaluating Online Searches 

 

8th Gr - Google's Applied Digital Skills Lessons: Try a Career in Digital Marketing & E-

commerce, Understand Your Digital Footprint 

Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team 

Research Databases: Brittanica, Google Scholar, JSTOR, EBSCO 

 Lesson 2 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/guide-to-an-area/materials.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/research-and-develop-a-topic/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/research-and-develop-a-topic/overview.html
https://docs.google.com/document/d/1QP2Vm2IJ0rzZ0B6_L5lHPolpcuTCe92B3C5Yzl0Zo7o/edit#heading=h.yan4zf724evw
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/research-and-develop-a-topic/overview.html
https://docs.google.com/document/d/1QP2Vm2IJ0rzZ0B6_L5lHPolpcuTCe92B3C5Yzl0Zo7o/edit#heading=h.yan4zf724evw
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/organize-group-projects-in-google-sheets/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/organize-group-projects-in-google-sheets/overview.html
https://www.learningforjustice.org/classroom-resources/tolerance-lessons/understanding-and-evaluating-online-searches
https://applieddigitalskills.withgoogle.com/c/college-and-continuing-education/en/try-a-career-in-digital-marketing-and-e-commerce/overview.html
https://applieddigitalskills.withgoogle.com/c/college-and-continuing-education/en/try-a-career-in-digital-marketing-and-e-commerce/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/understand-your-digital-footprint/overview.html
https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
https://www.britannica.com/
https://scholar.google.com/
https://www.jstor.org/
https://www.ebsco.com/products/research-databases/free-databases
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9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Creating Texts and Visualizations with Digital Tools 
Students will explore different digital tools for creating text (e.g., word processors, 
collaborative writing platforms). Students will use digital tools to create visualizations 
(e.g., infographics, charts) to represent data and information effectively. Students will 
understand how to combine text and visuals to convey information clearly. 
 
7th Gr - Digital Storytelling and Multimedia Presentations 
Students will explore digital tools for creating engaging written content and 
incorporating multimedia elements (e.g., images, videos) into their presentations. 
Students will practice using storytelling techniques to effectively communicate their 
ideas in a multimedia format. Students will create a digital storytelling project that 
combines text and multimedia elements. 
 
8th Gr - Multimedia Content Creation and Presentation 

Students will explore advanced multimedia content creation tools (e.g., video editing 
software, graphic design tools). Students will create multimedia presentations that 
combine text, visuals, and multimedia elements (e.g., videos, animations). Students 
will develop effective presentation skills and strategies for engaging an audience. 

 

Teacher/Student Materials 6th Gr – Google's Applied Digital Skills: Create a Photo Journal in Google Docs, Write 

an If-Then Adventure Story, Build a Logo to Express Who You Are, Show Appreciation 

with Google Slides, Make a Promotional Flyer 

 

7th Gr - Google's Applied Digital Skills Lessons: Create a Photo Journal in Google Docs, 

Write an If-Then Adventure Story, Build a Logo to Express Who You Are, Show 

Appreciation with Google Slides, Make a Promotional Flyer Write a story using Emojis, 

 

8th Gr - Google's Applied Digital Skills Lessons: Create a Photo Journal in Google Docs, 

Write an If-Then Adventure Story, Build a Logo to Express Who You Are, Show 

Appreciation with Google Slides, Make a Promotional Flyer Write a story using Emojis, 

 

https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-a-photo-journal-in-google-docs/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/build-a-logo-to-express-who-you-are/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/make-a-promotional-flyer/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-a-photo-journal-in-google-docs/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/build-a-logo-to-express-who-you-are/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/make-a-promotional-flyer/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/write-a-story-using-emojis/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-a-photo-journal-in-google-docs/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/build-a-logo-to-express-who-you-are/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/make-a-promotional-flyer/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/write-a-story-using-emojis/overview.html
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Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team 

 

 Lesson 3 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Introduction to Digital Models and Simulations 

Students will understand the concept of digital models and simulations. Students will 

explore digital tools for creating simple models and simulations. Students will create a 

basic digital model or simulation related to a real-life scenario. 

 

7th Gr - Introduction to Coding and Computational Thinking 

Students will understand the basics of coding and computational thinking. Students 

will explore coding platforms and tools suitable for their skill level. Students will apply 

computational thinking strategies to solve problems and create simple programs. 

 

8th Gr - Advanced Coding and Programming Concepts 

Students will learn advanced programming concepts (e.g., loops, conditionals, 

functions). Students will explore advanced coding languages or development 

environments (e.g., Python, JavaScript). Students will apply advanced coding concepts 

to solve complex problems and create more sophisticated programs. 

https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
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Teacher/Student Materials  6th -  Discover AI in Daily Life, Introduction to Machine Learning 

7th - Program a Progress Bar, Create a Guide to an Area 

8th - Code a Joke-Telling Talkbot, Create an Editing Tool with Programming,  

 

Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team 

 

 Lesson 4 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Remote Collaboration and Idea Sharing with Digital Tools 

Students will explore digital tools that enable remote collaboration (e.g., video 

conferencing, project management tools). Students will engage in a collaborative 

project using digital tools to work with peers in real-time. Students will experience the 

benefits of rapid idea sharing and feedback through digital collaboration. 

 

7th Gr - Remote Collaboration and Online Communication 

Students will explore digital tools that facilitate collaboration and communication 

(e.g., video conferencing, collaborative platforms). Students will engage in a 

https://docs.google.com/document/d/1QS2xfM7TVvdYThZ3m-tUV-ZvL7eMLINtG8eVNEMxjYg/edit?usp=sharing&resourcekey=0-mQLfQ9HuFVNa14VmlUXhLA
https://docs.google.com/document/d/185z5BBy5u8B5nIKq0_aZcNuA4ajMzn8ZeNJSV19JLLs/edit?usp=sharing&resourcekey=0-_GaWMGnjs0d4AG7hUjRgWw
https://docs.google.com/document/d/1teBVgQskV95huK2hPctU2eR1Y2urT7bKv5cV_GBBxvc/edit?usp=sharing
https://docs.google.com/document/d/1b0bU-oR1R2LbLoknJF7ng8Fipz46gWOgXlBppRhfK38/edit?usp=sharing&resourcekey=0-GxPzKSOVKKSgGeZMt5ao6Q
https://docs.google.com/document/d/14VlDFtsL5dn2RnG21r8GlTbUJ7fiNoI7_XYMlofH_ow/view
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-an-editing-tool-with-programming/overview.html
https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
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collaborative project using digital tools to work with peers in real-time. Students will 

practice effective online communication and collaboration skills. 

 

8th Gr - Technology Integration and Project-Based Learning 

Students will explore project-based learning and how technology can enhance project 
outcomes. Students will plan and execute a technology-integrated project that 
incorporates various digital tools. Students will reflect on their project experience and 
the impact of technology integration on their learning process. 

 

Teacher/Student Materials 6th - Google's Applied Digital Skills: Organize Group Projects in Google Sheets,  

Organize a Club with Google Sheets,  Create a Collaborative Study Guide  

Welcome New Students with a Presentation, Create a Guessing Game 

7th - Google's Applied Digital Skills: Organize Group Projects in Google Sheets,  

Organize a Club with Google Sheets,  Create a Collaborative Study Guide  

Welcome New Students with a Presentation, Avoid Online Scams,  

8th - Google's Applied Digital Skills: Introduction to Machine Learning,  Write an 

If-Then Adventure Story, Create a Guide to an Area, Research and Develop a 

Topic, Plan and Promote an Event, Build Healthy Digital Habits, Create an 

Editing Tool with Programming, Explore a Topic: Celebrate Black History 

Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team  

 

 

 

 

 
 
 

https://docs.google.com/document/d/1yIDh63_cnOWyKIxZSdj_7VxbicILgmBC0SH8Av9XZ4Y/edit?resourcekey=0-14R6DChvBlMqHkNEsyazFg
https://docs.google.com/document/d/1wUTHfzKf6VqvCVDAfKA0-ta9GV52USL94s0V22n3Yjk/edit?resourcekey=0-b78zMc42lBEcex_-qECxRA
https://docs.google.com/document/d/1mDh5O3Nz4vkxJ2NuLMYys9252Mgs7C_ZdVKgPfuMhDs/edit
https://docs.google.com/document/d/1_R4kQkvMX5if0Q8e6LFYh7m57Q2dsLCSrYpx-EHIasY/edit?resourcekey=0-atNecifvTmQNb6wxgBu5CQ
https://docs.google.com/document/d/13zi6mPrq_wAzWDcsetNIQS5R__t6k60L5OPR4v5RKGM/edit
https://docs.google.com/document/d/1yIDh63_cnOWyKIxZSdj_7VxbicILgmBC0SH8Av9XZ4Y/edit?resourcekey=0-14R6DChvBlMqHkNEsyazFg
https://docs.google.com/document/d/1wUTHfzKf6VqvCVDAfKA0-ta9GV52USL94s0V22n3Yjk/edit?resourcekey=0-b78zMc42lBEcex_-qECxRA
https://docs.google.com/document/d/1mDh5O3Nz4vkxJ2NuLMYys9252Mgs7C_ZdVKgPfuMhDs/edit
https://docs.google.com/document/d/1_R4kQkvMX5if0Q8e6LFYh7m57Q2dsLCSrYpx-EHIasY/edit?resourcekey=0-atNecifvTmQNb6wxgBu5CQ
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/avoid-online-scams/materials.html
https://docs.google.com/document/d/185z5BBy5u8B5nIKq0_aZcNuA4ajMzn8ZeNJSV19JLLs/edit?usp=sharing&resourcekey=0-_GaWMGnjs0d4AG7hUjRgWw
https://docs.google.com/document/d/1Phs6CoRI8wyVJD0MCIHwzsrKLYGbgTohehLamqeL0Uo/edit?usp=sharing&resourcekey=0-P3YtWCm3svhbgyDweLnUiw
https://docs.google.com/document/d/1Phs6CoRI8wyVJD0MCIHwzsrKLYGbgTohehLamqeL0Uo/edit?usp=sharing&resourcekey=0-P3YtWCm3svhbgyDweLnUiw
https://docs.google.com/document/d/1b0bU-oR1R2LbLoknJF7ng8Fipz46gWOgXlBppRhfK38/edit?usp=sharing&resourcekey=0-GxPzKSOVKKSgGeZMt5ao6Q
https://docs.google.com/document/d/1JHoOAEYwNQ9gQBOKfoi2S1Wll5ukQL_0S1Ysxj7KT88/edit?usp=sharing&resourcekey=0-DFTNHHgx-7jRHU25QtJdEQ
https://docs.google.com/document/d/1JHoOAEYwNQ9gQBOKfoi2S1Wll5ukQL_0S1Ysxj7KT88/edit?usp=sharing&resourcekey=0-DFTNHHgx-7jRHU25QtJdEQ
https://docs.google.com/document/d/1_bLTJCJI_LxkNdHJb5T1r8WW9KKh00paH6Cg8qL9sdg/edit?resourcekey=0-52r8X3-wIDsoOoJBZvUhtg
https://docs.google.com/document/d/1z_u_Tsq2znPrkllsRprKsdEyzVnCqxbOqovDnIXNGIQ/edit?resourcekey=0-A3hfykjpWG0SLH7JZtSJ2Q
https://docs.google.com/document/d/1YxZJznmNLHgafvHPyAm2dOAQBoPFEZiaANvE_OiULCs/edit?usp=sharing&resourcekey=0-CMyZuhXXmiizu7YHtMaK2Q
https://docs.google.com/document/d/1YxZJznmNLHgafvHPyAm2dOAQBoPFEZiaANvE_OiULCs/edit?usp=sharing&resourcekey=0-CMyZuhXXmiizu7YHtMaK2Q
https://docs.google.com/document/d/11T7vyoT2Hn64UzrShblpOMrVrAv0L_8Khc3FSm-Cs1M/edit?usp=sharing
https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
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Marking Period 2 Digital Citizenship Grade(s) 6 – 8  

Unit Plan Title: Digital Citizenship 

Unit Overview 

6th   

In this unit, students will explore various aspects of digital citizenship and online safety. They will learn about 

protecting themselves from online threats, identifying credible information on the internet, understanding ethical 

roles as content creators and consumers, and practicing responsible online behavior while addressing cyberbullying 

effectively. 

  

7th  

In this unit, students will focus on data privacy and responsible digital engagement. They will explore data collection 

by companies, understand rights related to fair use, learn about promoting good digital citizenship, and examine the 

impact of social media on behavior. 

  

8th  

In this unit, 8th-grade students will enhance their digital literacy skills. They will learn about safeguarding online 

privacy, critically reacting to breaking news, promoting ethical online media/content sharing, and designing 

community-focused challenges with a balanced understanding of their pros and cons. 

Essential Question(s) 

6th  

How can you protect yourself from phishing? 
How can I find credible information on the internet? 
How can I identify and understand my roles as ethical creators and consumers online. 
How can students practice responsible online use and combat cyberbullying effectively? 

7th 

How do companies collect and use data about you? 
What rights to fair use do you have as a creator? 
How can I promote good digital citizenship by accessing and creating online media/content legally and ethically? 

How do social media platforms affect my behavior? 
8th 
How can you protect your privacy when you're online? 
How should I react to breaking news? 
How can I promote good digital citizenship through legal and ethical online media/content sharing? 
How can I design a community focused TikTok Challenge while understanding its pros and cons? 
 
 

Enduring Understandings 

 Essential digital literacy skills are necessary to protect from phishing, finding credible online information, 

understanding ethical roles as creators and consumers, and combating cyberbullying responsibly, fostering 

positive digital citizenship, safety, and integrity online. 

 

Exploring data collection by companies, fair use rights for content creators, the promotion of good digital 

citizenship, and the influence of social media helps us to develop appropriate online behavior.  
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Developing a deeper understanding of data privacy, copyright laws, ethical online behavior, and the impact 

of social media, empowers one to make responsible decisions in their digital interactions and contributions 

to the online community. 

Assessments 

Formative: Lesson Handouts, Discussions 

Summative:  Lesson Quizzes 

Lesson and Learning Goal/Pacing 

Lesson 1 
6th - Don't Feed the Phish 

7th - Big, Big Data 

8th - Being Aware of What You Share 

*All lessons are 2 days. 

 

 
Lesson 2 

   
6th - Finding Credible News 

7th - The Four Factors of Fair Use 

8th - This Just In! 

*All lessons are 2 days. 

 

Lesson 3 
6th -Creativity in the Online World — Our Roles as Creators and Consumers 

7th - Acquiring Content Legally and Ethically 

8th - Sharing Content — How Much is OK? 

*All lessons are 2 days. 

 

Lesson 4 
6th - Social Media Behaviors and Cyber Bullying 

7th – Tik Tok 

8th – Tik Tok Challenges 

*All lessons are 2 days. 

 

 Lesson 1 

NJSLS 9.4.8.DC.3: Describe tradeoffs between allowing information to be public (e.g., 

within online games) versus keeping information private and secure. 

9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid 

inappropriate forms of self-disclosure. 

 

Learning Objective 6th - Don't Feed the Phish 

Compare and contrast identity theft with other kinds of theft. Describe different ways 

that identity theft can occur online.  Use message clues to identify examples of 

phishing. 

7th - Big, Big Data 

https://www.commonsense.org/education/digital-citizenship/lesson/dont-feed-the-phish
https://www.commonsense.org/education/digital-citizenship/lesson/big-big-data
https://www.commonsense.org/education/digital-citizenship/lesson/being-aware-of-what-you-share
https://www.commonsense.org/education/digital-citizenship/lesson/finding-credible-news
https://www.commonsense.org/education/digital-citizenship/lesson/the-four-factors-of-fair-use
https://www.commonsense.org/education/digital-citizenship/lesson/this-just-in
https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-1-Our-Roles-as-Creators-and-Consumers-2022-04-19a.pdf
https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-2-Acquiring-Content-Legally-and-Ethically-2022-04-19a.pdf
https://copyrightandcreativity.org/middle-school/lesson-3/
https://nearpod.com/t/technology-and-computer-science/8th/social-media-behaviors-and-cyber-bullying-L76923926
https://nearpod.com/t/technology-and-computer-science/9th/dcl-s2l13-tiktok-612-L107528692
https://nearpod.com/t/technology-and-computer-science/8th/tiktok-challenge-L107730786
https://www.commonsense.org/education/digital-citizenship/lesson/dont-feed-the-phish
https://www.commonsense.org/education/digital-citizenship/lesson/big-big-data
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Explain why information about them and their behaviors is valuable to companies. 

Analyze how certain types of data are used by companies. Learn three strategies to 

limit individual data collection by companies. 

8th - Being Aware of What You Share 

Reflect on the concept of privacy, including what they feel comfortable sharing and 

not sharing with which people. Analyze different ways that advertisers collect 

information about users to send them targeted ads. Identify strategies for protecting 

their privacy, including opting out of specific features and analyzing app or website 

privacy policies. 

Teacher/Student Materials 6th -Lesson Slides, Trick Questions! Practice Quiz (Google Form): Handout, Trick 
Questions! Practice Quiz (Printable): Handout, How to Catch A Phish: Handout 
Teacher Version, Lesson Quiz 

7th - Lesson Slides, ThreadMeister: Handout, Lesson Quiz 

8th - Lesson Slides, Ad Detective: Handout Teacher Version, Lesson Quiz 

 

Additional Resources 6th - Family Activity, Family Tips, Family Engagement Resources 

7th - Family Activity, Family Tips, Family Engagement Resources 

8th -  Family Activity, Family Tips, Family Engagement Resources 

Extension and Supplemental Resources 6-8th Grade 

Common Sense Digital Connections - Video Series  

Common Sense Digital Compass - Interactive Game 

Social Media Test Drive - Social Media Simulation 

 

 Lesson 2 

NJSLS 9.4.8.IML.1: Critically curate multiple resources to assess the credibility of sources 

when searching for information. • 9.4.8.IML.2: 

9.4.8.IML.6: Identify subtle and overt messages based on the method of 

communication. 

9.4.8.IML.9: Distinguish between ethical and unethical uses of information and media 

(e.g., 1.5.8.CR3b, 8.2.8.EC.2). 

9.4.8.IML.15: Explain ways that individuals may experience the same media message 

differently. 

Learning Objective 6th - Finding Credible News 

https://www.commonsense.org/education/digital-citizenship/lesson/being-aware-of-what-you-share
https://drive.google.com/open?id=1JPN3GciSuq_ddP67CD6wbnBZB00IXxr5R-5TVU7YvXI
https://docs.google.com/forms/d/1RyzSWiJIZ2lIuC9PG7mEMYfD4VnlhapzsOxx4WOm1eA/copy
https://drive.google.com/open?id=1F7T4Xrh3onWCgNLd8fm9xg4kjpasNL5d2yoyU0xuOaU
https://drive.google.com/open?id=1yZlDV-IqykiQEr3K1Bmo5JjTHJ5UDwVfyxxSozWkXHY
https://drive.google.com/open?id=1aZNV_41wTeSbE2CjV87d6qFqOdw2M07hNxWk13O_J8c
https://www.commonsense.org/education/digital-citizenship/quiz/dont-feed-the-phish-lesson-quiz
https://drive.google.com/open?id=1n1wFylYjW0SeyQxymyYMa9IxtGeS9x_xac9ZNm8EDjQ
https://drive.google.com/open?id=1YMdlR6lpdJhW_ignbZlrqXczP0Yz2wIBNTUD4LrZlNI
https://www.commonsense.org/education/digital-citizenship/quiz/big-big-data-lesson-quiz
https://drive.google.com/open?id=1F2LJS9jljcQgD7R_IRg0o47XqHwZShqShFd6sNTqz3U
https://drive.google.com/open?id=1niRPvhpXODYytZjNgqzO4KlqZ9jCP-Xdo5SP8ZDTlfA
https://drive.google.com/open?id=1BowKsEGlvt4S85pVJ4jNGkoBvaW2swo_rUNmpTrECE8
https://www.commonsense.org/education/digital-citizenship/quiz/being-aware-of-what-you-share-lesson-quiz
https://drive.google.com/open?id=1IbLnMNfX4tPHQq_14D6I2tdE9tI5apVqtZSRL4rnhGc
https://www.commonsense.org/education/family-tips/6-12-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1IbLnMNfX4tPHQq_14D6I2tdE9tI5apVqtZSRL4rnhGc
https://www.commonsense.org/education/family-tips/6-12-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1IbLnMNfX4tPHQq_14D6I2tdE9tI5apVqtZSRL4rnhGc
https://www.commonsense.org/education/family-tips/6-12-privacy-and-security
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/sites/default/files/pdf/2022-08/document-digital-connections-video-series-educator-guide-cse-0.pdf
https://www.commonsense.org/system/files?file=pdf/2022-03/2020-digitalcompass-educatorguide-final-release-1.pdf
https://socialmediatestdrive.org/testdriveguide.pdf
https://www.commonsense.org/education/digital-citizenship/lesson/finding-credible-news
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Learn reasons that people put false or misleading information on the internet. Learn 
criteria for differentiating fake news from credible news. Practice evaluating the 
credibility of information they find on the internet. 

7th - The Four Factors of Fair Use 

Define the terms "copyright," "public domain," and "fair use." Identify the purpose of 
the Four Factors of Fair Use. Apply fair use to real-world examples, making a case for 
or against. 

8th- This Just In! 

Define breaking news and understand why individuals and news outlets want to be 
first to report a story. Analyze breaking news alerts to identify clues of false or 
incomplete information. Reflect on the consequences of reacting right away to 
breaking news alerts. 

 

Teacher Materials 6th – Lesson Slides, News or Fake News? Handout Teacher Version, Example #3 Article: 

Handout, Lesson Quiz 

7th - Lesson Slides, Video: Creativity, Copyright and Fair Use, Fair and Square: Handout 

Teacher Version, Lesson Quiz 

8th – Lesson Slides, Canceled Concert? Handout Teacher Version, Breaking News! 

Handout Teacher Version, Lesson Quiz 

 

Additional Resources 6th –  Family Activity, Family Tips, Family Engagement Resources 

7th - Family Activity, Family Tips, Family Engagement Resources 

8th - Family Activity, Family Tips, Family Engagement Resources 

Extension and Supplemental Resources 6-8th Grade 

Common Sense Digital Connections - Video Series  

Common Sense Digital Compass - Interactive Game 

Social Media Test Drive - Social Media Simulation 

 Lesson 3 

NJSLS 9.4.8.DC.3: Describe tradeoffs between allowing information to be public (e.g., within 

online games) versus keeping information private and secure. 

9.4.8.DC.6: Analyze online information to distinguish whether it is helpful or harmful 

to reputation. 

9.4.8.IML.1: Critically curate multiple resources to assess the credibility of sources 

when searching for information. • 9.4.8.IML.2: 

https://www.commonsense.org/education/digital-citizenship/lesson/the-four-factors-of-fair-use
https://www.commonsense.org/education/digital-citizenship/lesson/this-just-in
https://docs.google.com/presentation/d/1H2DHdiYKffRAOV66ASXmzrfu_t-BMUt-eHpVk3m4bkM/edit
https://docs.google.com/document/d/1Bbif83S-jqagpYP9Z0oM5ZgVZ-Djl-NXPP5o2NOj7bQ/edit
https://docs.google.com/document/d/1QngWM_OPdCRYpK2rUhziFpIq-7qBRE8lDp3wJhfCQvA/edit
https://docs.google.com/document/d/1FIP51vD2ugWcsQUgK7xfd21Hh3I3S9_Xk9UPJW-ZFfU/edit
https://www.commonsense.org/education/digital-citizenship/quiz/finding-credible-news-lesson-quiz
https://drive.google.com/open?id=1jgtgIMX8wryWHoQQp4-9N4MfTndHJEX29C-fVDUhh7Q
https://video.commonsensemedia.org/digitalcitizenship/Copyright_and_Fair_Use_Update_Site.mp4
https://drive.google.com/open?id=1ng9I6pA1TzCg1F7nhGK4vxalljqlwRU9NOux50aX874
https://drive.google.com/open?id=1lhKmr8PoQb_M-4o__q8DupRHlFD0s9Spcfx_uBJ6Eh4
https://www.commonsense.org/education/digital-citizenship/quiz/the-four-factors-of-fair-use-lesson-quiz
https://docs.google.com/presentation/d/1pTi5feX1GMhNTIvqwYMtdw6NM-NluXlCDUkpktZlZJk/edit#slide=id.p1
https://docs.google.com/document/d/19JjHmnrQXwAdq5qgeif5ZeEq-wEPfruit-tmSLZKc8I/edit
https://docs.google.com/document/d/1VnT1kycjMWrwLGR8aCuzpJpFYpG4codX7sqokzeuuaY/edit
https://drive.google.com/open?id=1vv2jat0pUWy2zoriD3ewAU-Rf2EF7teNCjhkleJKRP0
https://docs.google.com/document/d/1UGwn33ppcVm7XXg0dnK1ZqLe_hqcu8cXCBCQ2e-3PzM/edit
https://www.commonsense.org/education/digital-citizenship/quiz/this-just-in-lesson-quiz
https://drive.google.com/open?id=1vj_H9D7LxFWMLbI3iI3q58ImBCyudhmbQrO5xBURiH8
https://www.commonsense.org/education/family-tips/6-12-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://docs.google.com/presentation/d/1WVWL6fEuMM6VyyNMmFqy-UjsoPnVeshwG0wy1CZ-GRk/edit?usp=sharing
https://www.commonsense.org/education/family-tips/6-12-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://drive.google.com/open?id=1vj_H9D7LxFWMLbI3iI3q58ImBCyudhmbQrO5xBURiH8
https://www.commonsense.org/education/family-tips/6-12-news-and-media-literacy
https://www.commonsense.org/education/toolkit/family-engagement-resources
https://www.commonsense.org/sites/default/files/pdf/2022-08/document-digital-connections-video-series-educator-guide-cse-0.pdf
https://www.commonsense.org/system/files?file=pdf/2022-03/2020-digitalcompass-educatorguide-final-release-1.pdf
https://socialmediatestdrive.org/testdriveguide.pdf
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9.4.8.IML.9: Distinguish between ethical and unethical uses of information and media 

(e.g., 1.5.8.CR3b, 8.2.8.EC.2). 

9.4.8.IML.13: Identify the impact of the creator on the content, production, and 

delivery of information (e.g., 8.2.8.ED.1). 

Learning Objective 6th - Creativity in the Online World — Our Roles as Creators and Consumers 

Students will identify and understand their roles as ethical creators and 

consumers online. 

7th - Acquiring Content Legally and Ethically 

Students will identify and understand how to get media/content online in legal 

and ethical ways that promote good digital citizenship. 

8th- Sharing Content — How Much is OK? 

Students will identify and understand ethical strategies for sharing online content 

with others. 

Teacher/Student Materials 6th – Lesson Plan, Lesson Slides  

7th - Lesson Plan, Lesson Slides 

8th – Lesson Plan, Lesson Slides 

Additional Resources 6th –  All Lesson Resources 

7th - All Lesson Resources 

8th - All Lesson Resources 

Students as Creators: Exploring Copyright 

Libguides 

 Lesson 4 

NJSLS 9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid 
inappropriate forms of self-disclosure. 
9.4.8.DC.3: Describe tradeoffs between allowing information to be public (e.g., within 
online games) versus keeping information private and secure. 
9.4.8.IML.13: Identify the impact of the creator on the content, production, and 
delivery of information (e.g., 8.2.8.ED.1). 
9.4.8.IML.14: Analyze the role of media in delivering cultural, political, and other 
societal messages. 
9.4.8.IML.15: Explain ways that individuals may experience the same media message 
differently. 

Learning Objective 6th- Social Media Behaviors and Cyber Bullying 

https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-1-Our-Roles-as-Creators-and-Consumers-2022-04-19a.pdf
https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-2-Acquiring-Content-Legally-and-Ethically-2022-04-19a.pdf
https://copyrightandcreativity.org/middle-school/lesson-3/
https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-1-Our-Roles-as-Creators-and-Consumers-2022-04-19a.pdf
https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5https://docs.google.com/presentation/d/13fhmEB-tWujZWrG3IihOW_KUH8NgCeSLfEMFiVK9w1w/edit#slide=id.g54f2d4a9bd_2_5
https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-2-Acquiring-Content-Legally-and-Ethically-2022-04-19a.pdf
https://docs.google.com/presentation/d/18J3zofVhlxEQjtA2V8OSRIEU5ptDVxe9dxjVT4ZzVXY/edit
https://copyrightandcreativity.org/wp-content/uploads/2022/04/MS-Lesson-3-Sharing-Content%E2%80%94How-Much-is-OK-2022-04-20a.pdf
https://docs.google.com/presentation/d/1JHxEXUu39i6gPuxR64nkRmuDAHvn4lHNxddG_1ci-hQ/edit
https://drive.google.com/open?id=1ht_hg6yG3HDT5excyMFsQRGqBRmOXn_g
https://drive.google.com/open?id=1QklEoju2l0hut0Ijo9l98eT517NB938y
https://drive.google.com/open?id=1BUFAS_YZVJP2Her1_OOfJlJAbRXle7_y
https://www.readwritethink.org/classroom-resources/lesson-plans/students-creators-exploring-copyright
https://nic.libguides.com/copyrightforstudents
https://nearpod.com/t/technology-and-computer-science/8th/social-media-behaviors-and-cyber-bullying-L76923926
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Students will learn the importance of responsible use of online platforms, and how to 
spot and stop cyberbullying. 

7th – Tik Tok 

Students will explain how TikTok’s platform works, how TikTok generates revenue, 
and what demographics it targets. Students will evaluate the possible ethical 
implications of TikTok’s features and reflect on their own use of TikTok moving 
forward. 

8th – Tik Tok Challenges 
Students will learn about TikTok and the challenges that some TikTok users participate 
in. Students will discuss the pros and cons of TikTok challenges. Students will design a 
Tik Tok Challenge they would like to see in their community. 

Teacher/Student Materials The lessons in this section are from the Nearpod Library and 21st Century Program. 
Make sure you’re signed up to access these lessons and activities. 
Nearpod 

Additional Resources Netsmartz videos and activities to help teach students to be safer online 

NearPod | Digital Citizenship & Literacy Curriculum 

Interland is an adventure-packed online game that makes learning about 

digital safety and citizenship interactive and fun 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://nearpod.com/t/technology-and-computer-science/9th/dcl-s2l13-tiktok-612-L107528692
https://nearpod.com/t/technology-and-computer-science/8th/tiktok-challenge-L107730786
https://nearpod.com/21-century
https://nearpod.com/
https://www.missingkids.org/netsmartz
https://digcitcommit.org/resources#:~:text=NearPod%20%7C%20Digital%20Citizenship%20%26%20Literacy%20Curriculum
https://beinternetawesome.withgoogle.com/en_us/educators
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Marking Period 2 Technology Literacy Grade(s) 6 - 8 

Unit Plan Title: Technology Literacy 

Unit Overview 

In this unit from Code.org, students will continue to explore problem solving while diving into the fascinating world of 

computer systems and their essential components. They will explore the fundamental concepts of how computers 

use input and output to gather and deliver information for effective problem-solving. Students will investigate the 

various methods and techniques used by computers to process information efficiently. while understanding the 

importance of storage in the computing process. Throughout the unit, students will be introduced to the IOSP (Input-

Output-Storage-Processing) model, which will guide them in designing problem-solving apps that address real-world 

challenges. 

 

Essential Question(s) 

How does the use of input and output enable computers to acquire and provide information for problem-solving? 

How can computers process information using different methods and techniques? 

How does storage play a crucial role in the computing process? 

How does the IOSP model aid in designing problem-solving apps that address real-world challenges? 

 

Enduring Understandings 

Computers utilize input and output to acquire and provide essential information required for problem-solving.  

There are diverse methods through which computers process information efficiently.  

Storage plays a vital role in the computing process, contributing significantly to its overall functionality.  

The IOSP model provides valuable guidance in designing problem-solving apps that effectively tackle real-world 

challenges. 

Assessments 

Formative Assessment: Observe student participation in discussions and assess their understanding of concepts, 

lesson quizzes, reflective journal, activity sheets 

  

Summative Assessment: Evaluate student-created work based on accuracy, clarity, and insight gained.   

 

Digitial Assessment Tools: Nearpod, Peardeck, Kahoot, Quizizz, Blooket, Edpuzzle, FlipGrid, Kami, Google Forms 

Lesson and Learning Goal/Pacing 

Lesson 1 
6-8 Input and Output 

In this lesson, students consider how computers get and give information to the user 
through inputs and outputs. 

*All lessons are 2 days. 

 

 
Lesson 2 

6-8 Processing 

This lesson introduces the concept of processing within computational problem-
solving. 

*All lessons are 2 days. 
 

https://studio.code.org/s/focus-on-hardware1-2023?viewAs=Instructor
https://nearpod.com/
https://www.peardeck.com/
https://kahoot.com/
https://quizizz.com/?lng=en
https://www.blooket.com/
https://edpuzzle.com/
https://info.flip.com/en-us.html
https://www.kamiapp.com/
https://docs.google.com/forms/u/0/?tgif=d
https://studio.code.org/s/focus-on-hardware1-2023/lessons/5
https://studio.code.org/s/focus-on-hardware1-2023/lessons/6
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Lesson 3 
6-8 Storage 

This lesson introduces the final component of the unit's model of computing: storage. 

*All lessons are 2 days. 

 

Lesson 4 
6–8 Project-Propose an App 

This project combines the two major themes of the problem-solving process and the 
input/output/store/process model of a computer, to have students identify real-world 
problems and find ways to use technology to help solve them. 

 

*All lessons are 2 days. 

Additional Lessons Need more? Extend this topic with 

CodeHS World of Computing Unit (5 weeks/25 hours) 

Students dive into the history of computing, learn about the various parts that make 
up modern computers, and explore the impact computing has had on today's world. 

 

CodeHS The Internet Unit (5 weeks/25 hours) 

Students explore the structure and design of the internet, and how this design affects 
the reliability of network communication, the security of data, and personal privacy. 

 
 

 Lesson 1 

NJSLS 8.1.8.CS.1: Recommend improvements to computing devices in order to improve the 

ways users interact with the devices. 

8.1.8.CS.2: Design a system that combines hardware and software components to 

process data.   

8.1.8.CS.3: Justify design decisions and explain potential system trade-offs. 

8.1.8.CS.4: Systematically apply troubleshooting strategies to identify and resolve 

hardware and software problems in computing systems. 

Learning Objective • Explain the role that input and output take when computers are used to solve 

information problems. 

• Select the inputs and outputs used to perform common computing tasks 

Teacher/Student Materials Input and Output Lesson Plan  

 

For the teachers 

• Input and Output - Slides Make a Copy 

For the students 

• Input and Output - Activity Guide Make a Copy 
 

https://studio.code.org/s/focus-on-hardware1-2023/lessons/7
https://studio.code.org/s/focus-on-hardware1-2023/lessons/8
https://codehs.com/course/2343/explore/module/3443
https://codehs.com/course/2308/explore/module/3375
https://studio.code.org/s/focus-on-hardware1-2023/lessons/5
https://docs.google.com/presentation/d/1uoMxf--EQrDqG_bmoqYWn6KraKCmWy9gC1LFOlz4OO8/template/preview
https://docs.google.com/document/d/1Wf9oUuRi5iNb2cVrn1F8kbDDys0CcAcN-m4ZLpXohmY
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Additional Resources Getting Started with Code.org   

 Lesson 2 

NJSLS 8.1.8.CS.2: Design a system that combines hardware and software components to 

process data. 

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

Learning Objective • Define processing as the work done (possibly by a computer) to turn an input 

into an output 

• Determine which types of processing are appropriate for a particular 

computing problem. 

• Identify several common types of processing used in computing. 

Teacher/Student Materials Processing Lesson Plan 

 

For the teachers 

• Apps with Processing - Slides Make a Copy 

For the students 

• Apps with Processing - Activity Guide Make a Copy 

 

Additional Resources Getting Started with Code.org   

 Lesson 3  

NJSLS 8.1.8.CS.2: Design a system that combines hardware and software components to 

process data. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

Learning Objective • Determine which information in a computing problem should be stored for 

later use. 

• Identify guidelines regarding what information should and should not be 

stored as part of the computing process. 

• Use the input-output-storage-processing model to describe a computing 

process. 

Teacher/Student Materials Storage 

For the teachers 

• Apps with Storage - Slides Make a Copy 

For the students 

• Apps with Storage - Activity Guide Make a Copy 

• What Do Computers Do - Video (Download) 

https://www.youtube.com/playlist?list=PLzdnOPI1iJNdX7P76yGw7YUM4Csm1ZZmM
https://studio.code.org/s/focus-on-hardware1-2023/lessons/6
https://docs.google.com/presentation/d/1DS3DtZOeqkkFPx25ujdJ_LB68Wxj_yNBWUquVAo1Tis/template/preview
https://docs.google.com/document/d/1X_F-Sr4pj_E4jM0eGqE9crfrY2bNEozJqPw765QQ4Jw/view
https://www.youtube.com/playlist?list=PLzdnOPI1iJNdX7P76yGw7YUM4Csm1ZZmM
https://studio.code.org/s/focus-on-hardware1-2023/lessons/7
https://docs.google.com/presentation/d/1bXivMZwN5wWZxnmlaSO2M81twsZf_JgXBWWdrSccghE/template/preview
https://docs.google.com/document/d/17X6xpUxRugcGDMRzplSRPU3d18VviQ4v7uOj2E3s99s/edit
https://www.youtube.com/watch?v=92TaQRBwPSs
https://videos.code.org/levelbuilder/csdwhat-docomputersdo-mp4.mp4
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Additional Resources Getting Started with Code.org   

 Lesson 4 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

Learning Objective • Design an app that inputs, outputs, stores, and processes information in order 

to solve a problem 

• Identify and define a problem that could be solved using computing 

• Provide and incorporate targeted peer feedback to improve a computing 

artifact 

Teacher/Student Materials Project-Propose an App 

This project combines the two major themes of the problem-solving process and the 
input/output/store/process model of a computer, to have students identify real-world 
problems and find ways to use technology to help solve them. 

For the teachers 

• Project - Propose an App - Slides Make a Copy 

For the students 

• Apps and Problem Solving - Activity Guide Make a Copy 

• Apps and Problem Solving - Peer Review Make a Copy 

• Apps and Problem Solving - Rubric Make a Copy 

• Apps and Problem Solving - Student Checklist - Resource Make a Copy 

• Computer Science Practices - Reflection Make a Copy 

 

Additional Resources Getting Started with Code.org 

 

 

 

 

https://www.youtube.com/playlist?list=PLzdnOPI1iJNdX7P76yGw7YUM4Csm1ZZmM
https://studio.code.org/s/focus-on-hardware1-2023/lessons/8
https://docs.google.com/presentation/d/1dFjAAwty7BeGHTDB7X8VXyCmMJ9Fh5mEs_JNZwlf9XM/template/preview
https://docs.google.com/document/d/1Oza12wkU_FWawNSeXBae_v6knPNdO8Ph5EPeYBSvy3k/edit
https://docs.google.com/document/d/1pJbXBKzppBtWwjo3bBXD8fE_QfI4yt2gQQD1hou1_Gg/
https://docs.google.com/document/d/1lkmNph6eIP1ERFbn7PTbUagWaVnPOiFGgESMKuECTuE/edit
https://docs.google.com/document/d/1KVhC59py0Myrqx2hJcFX9wEST48u_kxZ8CCAzZSwJe0/edit
https://docs.google.com/document/d/1Ccf-WMH2qFDhycKaKSILRrZUe42lWESyRqMgdTymCPw/edit
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Marking Period 2 Critical Thinking & Problem Solving Grade(s) 6 – 8  

Unit Plan Title: Critical Thinking & Problem Solving  

6th Coding Explorations -Sports 
7th Coding Exploration - Generating Art 
8th Coding Explorations - Music 

Unit Overview 

6th - Coding + Sports introduces students to the basics of coding through sports! In this block-coding environment, 

students develop their own sports video games and simulations using code. Throughout the module, students build 

different sports visualizations and multi-level games that can be played with friends. 

 

7th - Coding + Art introduces students to the basics of coding through art! In this block-coding environment, students 

explore the digital art medium by building coding programs that create collages, imitate techniques of famous artists 

like Jackson Pollock and Andy Warhol, and tell stories through a sequence of multimedia scenes. 

 

8th - Coding + Music introduces students to the basics of coding through music! In this block-coding environment, 

students investigate how code can be used to create and enhance music by building programs that generate beat 

patterns, chord progressions, and musical sequences with visualizations. 

Essential Question(s) 

6th  

How can coding principles be applied to simulate real-world sports scenarios? 

In what ways can computational thinking enhance our understanding and enjoyment of sports? 

How does the development of a sports video game incorporate elements of problem-solving and creativity? 

 

7th  

How can we use coding as a medium for artistic expression? 

How can algorithms replicate traditional artistic styles? 

How does the integration of technology and art lead to new forms of storytelling? 

 

8th  

How can coding be used to create and manipulate musical elements? 

How does understanding algorithms enhance our ability to compose and appreciate music? 

What role does technology play in the evolution and visualization of music? 

 

Enduring Understandings 

Multiple solutions often exist to solve a problem. An essential aspect of problem solving is being able to 

self-reflect on why possible solutions for solving problems were or were not successful. 

Algorithms that are readable are easier to follow, test, and debug.  

Programmers create variables to store data values of different types and perform appropriate operations on 

their values.  

Programs use procedures to organize code and hide implementation details.  

Individuals design and test solutions to identify problems taking into consideration the diverse needs of the 

users and the community. 

https://codehs.com/course/5194/explore/module/7162?lang=en
https://codehs.com/course/5194/explore/module/7161?lang=en
https://codehs.com/course/5194/explore/module/7160?lang=en
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Assessments 

Formative: Course activities 

Summative:  Course Evaluations, Quizzes 

Lesson and Learning Goal/Pacing 

 

Lesson 1 

6th Gr - 1.1 Sports Research 

7th Gr - 1.1 Memes Memes Memes 

 

8th Gr - 1.1 Making Beats with Code 

*All lessons are 2 days. 
 

 
Lesson 2 6th Gr -  1.2 Game Events 

7th Gr - 1.2 Filtered Collage 

 
8th Gr - 1.2 Visualizing Music 

*All lessons are 2 days. 
 

Lesson 3 
6th Gr - 1.3 Sound Effects 

7th Gr - 1.3 Famous Artists 

8th Gr - 1.3 Simple Song Maker 

*All lessons are 2 days. 
 

Lesson 4 6th Gr - 1.3 Sound Effects 

7th Gr - 1.4 Face Filters 

8th Gr - 1.4 Custom Song Builder 

*All lessons are 2 days. 
 

Lesson 5 
6th Gr – 1.5 Air Horn App 

7th Gr - 1.5 Paintbrush 

8th Gr - 1.5 Chord Builder 

*All lessons are 2 days. 
 

https://codehs.com/course/5194/explore/module/7162/lesson/970230?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966403?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963159?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970231?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966389?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963188?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970234?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966393?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963208?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970234?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/969854?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963209?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970236?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966394?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963212?lang=en
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Lesson 6 
6th Gr - 1.6 Event Handlers 

7th Gr - 1.6 Turtle Patterns 

8th Gr - 1.6 Loops in Music 

*All lessons are 2 days. 
 

Lesson 7 
6th Gr -1.7 Putting Game 

7th Gr -1.7GIF Generator 

8th Gr -1.7 Building Songs with Beats 

*All lessons are 2 days. 
 

Lesson 8 
6th Gr - 1.8 Level Up! 

7th Gr - 1.8 GIFs With Background Music 

8th Gr - 1.8 Visualizing a Song 

*All lessons are 2 days. 
 

Lesson 9 6th Gr – 1.9 Final Touches 

7th Gr – 1.9 Art Stories 

8th Gr - 1.9 Final Project 

*All lessons are 2 days. 
 

Lesson 10 
6th Gr - 1.10 Make a Game! 

7th Gr – 1.10 Final Masterpiece 

8th Gr - 1.9 Final Project (Cont’d) 

*All lessons are 2 days. 
 

Additional Resources Google’s CS First Hour of Code Lessons - Supplement Lessons for Hour of Code 

Code.org’s Accelerated Intro to Computer Science - This 20-hour course covers the 

core computer science and programming concepts  

Code.org’s Express Course - Students learn to create computer programs, develop 

problem-solving skills, and work through fun challenges! 

https://codehs.com/course/5194/explore/module/7162/lesson/970237?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966397?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963213?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970238?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966399?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963214?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970239?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966400?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963215?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970240?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966401?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963216?lang=en
https://codehs.com/course/5194/explore/module/7162/lesson/970241?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966720?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963216?lang=en
https://codehs.com/uploads/eaf7ea966a78dde3adc4120c598ee485
https://studio.code.org/s/express-2023
https://studio.code.org/s/express
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 Lesson 1 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th  
1.1 Sports Research 
Objective: Students will be able to: 

• Use JavaScript block coding to create a customized make-a-shot game by 
changing parameters for background images, ball objects, goals, and paddle 
types. 

7th  
1.1 Memes Memes Memes 
Objective: Students will be able to: 

• Use JavaScript block coding to create their own meme using images and 
changing parameters. 

 
8th  
1.1 Making Beats with Code 
Objective: Students will be able to: 

• Use JavaScript block coding to create their own beat with music visualization 
by creating an array of beats on which to play sounds through the use of 
parameters. 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 2 

https://codehs.com/course/5194/explore/module/7162/lesson/970230?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966403?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963159?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th 
1.2 Game Events  
Objective: Students will be able to: 

• Create a custom make-a-shot type game by adding events and event handlers 

from the JavaScript code blocks. 
 
7th  
1.2 Filtered Collage  
Objective: Students will be able to:  

• Use JavaScript block coding to create a collage of multiple images, using a 

coordinate system to place images and parameters to alter their appearance. 
8th  
1.2 Visualizing Music  
Objective: Students will be able to: 

• Create a custom music visualization by changing the song, color, and shape 

parameters in visualization code blocks. 
 

Teacher Materials 6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 
 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 3 

NJSLS 6th –8th  

https://codehs.com/course/5194/explore/module/7162/lesson/970231?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966389?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963188?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account


 

Page 220 of 248 

 Computer Literacy K-8 

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th  
1.3 Sound Effects  
Objective: Students will be able to: 

• Create a custom sports game by adding sound effect parameters from the 
JavaScript code blocks. 

7th  
1.3 Famous Artists  
Objective: Students will be able to:  

• Use JavaScript block coding to create digital art that emulates well-known 
artists, using a coordinate system to place images and parameters to alter 
their appearance. 

8th  
1.3 Simple Song Maker  
Objective: Students will be able to:  

• Use blocks to create a song consisting of a single measure by choosing which 
notes to use as the parameters to their beat's blocks. 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 4 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

https://codehs.com/course/5194/explore/module/7162/lesson/970234?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966393?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963208?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th  
1.4 Make a Shot!  
Objective: Students will be able to: 

• Create a custom sports game by adding instructions and bringing in 
everything they have learned so far (events, event handlers, images, sound 
effects) from the JavaScript code blocks. 

 
7th  
1.4 Face Filters  
Objective: Students will be able to: 

• Explain how face filters detect and map facial features to correctly place 
filters. 
 

8th  
1.4 Custom Song Builder  
Objective: Students will be able to:  

• Use blocks to create a song consisting of a single measure by mixing different 
notes together and modifying the accompanying visualization’s colors. 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 5 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

https://codehs.com/course/5194/explore/module/7162/lesson/970235?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/969854?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963209?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

Learning Objective 6th  
1.5 Air Horn App  
Objective: Students will be able to:  

 Create a custom air horn app by modifying parameters (e.g., background 
image, horn image, sound effect, voiceover sounds) from the JavaScript code 
blocks. 

 
7th 
1.5 Paintbrush  
Objective: Students will be able to: 

• Set event handlers to develop their own interactive paint program. 
 
8th  
1.5 Chord Builder  
Objective: Students will be able to:  

• Use JavaScript block coding to create a song by choosing the chord 
parameters to create common chord progressions. 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 6:  XXXX 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

https://codehs.com/course/5194/explore/module/7162/lesson/970236?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966394?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963212?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th 

1.6 Event Handlers  
Objective: Students will be able to:  

• Create a mini-golf game by adding event handlers and modifying parameters 
(e.g., background image, ball image) from the JavaScript code blocks. 
Specifically, their first main task is to define the events that will let someone 
hit the ball, cause it to bounce off the walls, and get it in the hole. 

 
7th  
1.6 Turtle Patterns  
Objective: Students will be able to:  

• Use block coding with Tracy the Turtle to create fractal spirals with various 
backgrounds, colors and shapes. 

 
8th  
1.6 Loops in Music  
Objective: Students will be able to:  

• Use JavaScript block coding and for loops to repeat chord progressions in their 
songs. 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 7 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

https://codehs.com/course/5194/explore/module/7162/lesson/970237?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966397?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963213?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th  
1.7 Putting Game  
Objective: Students will be able to:  

• Create a mini-golf game by adding their own obstacles and corresponding 
events from the JavaScript code blocks. 

 
7th  
1.7 GIF Generator  
Objective: Students will be able to:  

• Use block coding to create a gif composed of multiple images with additional 
annotations, such as text.  

 
8th  

1.7 Building Songs with Beats  
Objective: Students will be able to:  

• Use JavaScript block coding to create a full-length song using beats, chords, 
chord progressions, and for loops. 

 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 8 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

https://codehs.com/course/5194/explore/module/7162/lesson/970238?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966399?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963214?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th   
1.8 Level Up!  
Objective: Students will be able to:  

• create a mini-golf game by adding multiple holes from the JavaScript code 
blocks.  

 
7th  

1.8 GIFs With Background Music  
Objective: Students will be able to:  

• Use block coding to create a gif composed of multiple images with additional 
annotations, such as text.  

 
8th  
1.8 Visualizing a Song  
Objective: Students will be able to:  

• Create a visualization for their own composition using block beats, chords, 
chord progressions, and loops.  

 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 Lesson 9 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

https://codehs.com/course/5194/explore/module/7162/lesson/970239?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966400?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963215?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th 

1.9 Final Touches  
Objective: Students will be able to:  

• Create a mini-golf game by adding an instructions page from the JavaScript 
code blocks. 

 
7th  
1.9 Art Stories  
Objective: Students will be able to:  

• Use block coding to create a multi-image story, complete with music and 
narration.  

 
8th  
1.9 Final Project  
Objective: Students will be able to:  

• Create a visualization for their own composition using block beats, chords, 
chord progressions, and loops.  

 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 Lesson 10 

NJSLS 6th –8th  

8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.2: Create clearly named variables that represent different data types and 

perform operations on their values. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the design, 

implementation, and review of programs. 

https://codehs.com/course/5194/explore/module/7162/lesson/970240?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966401?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963216?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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1.5 Computational Thinker Students develop and employ strategies for 

understanding and solving problems in ways that leverage the power of 

technological methods to develop and test solutions. 

 

Learning Objective 6th  

1.10 Make a Game!  

Objective: Students will be able to:  

• Complete creating a mini-golf game by using the JavaScript code blocks.  

 

7th 
1.10 Final Masterpiece  

Objective: Students will be able to:  

• Use block coding to create a multi-image story using images with image filters, 

complete with music and narration.  

 

8th   
1.9 Final Project  
Objective: Students will be able to:  

• Create a visualization for their own composition using block beats, chords, 
chord progressions, and loops. 

 

 

Teacher/Student 

Materials 

6th – Course Syllabus, Coding Explorations -Sports 

7th – Course Syllabus, Coding Exploration - Generating Art 

8th – Course Syllabus, Coding Explorations - Music 

 

Additional Resources Getting Started with CodeHS 

Setting Up Your Teacher Account 

 

 

  

https://codehs.com/course/5194/explore/module/7162/lesson/970241?lang=en
https://codehs.com/course/5194/explore/module/7161/lesson/966720?lang=en
https://codehs.com/course/5194/explore/module/7160/lesson/963216?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7162?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7161?lang=en
http://codehs.com/syllabus/5194
https://codehs.com/course/5194/explore/module/7160?lang=en
https://help.codehs.com/en/collections/2874728-getting-started-with-codehs
https://help.codehs.com/en/collections/2874740-setting-up-your-teacher-account
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Marking Period 2 Creativity & Innovation Grade(s) 6 - 8 

Unit Plan Title: Creativity & Innovation  

Unit Overview 

6th   

In this hands-on and engaging unit, students will continue their journey through Ozobot Ozoblockly, an innovative 

educational platform that integrates coding and robotics. Through interactive activities, students will develop 

essential computational thinking skills, learning to program Ozobot robots using block-based coding. They will explore 

programming elements such as sequences, loops, and conditional statements, and gradually advance to more 

complex problem-solving challenges. Collaborative projects will encourage creativity, teamwork, and critical thinking 

as students invent solutions to real-world problems. 

 

7-8th  

Throughout the Google CS First - Multiday Units Curriculum, students will engage in hands-on activities, projects, and 

challenges, allowing them to apply the learned concepts practically. Students will dive into various computer science 

concepts, enhancing their computational thinking and problem-solving abilities. Each unit focuses on a specific area of 

application and fosters creativity, while reinforcing coding fundamentals. By the end of the curriculum, students will 

have a solid foundation in computer science principles and be equipped with coding skills that can be applied to 

various creative and real-world applications. 

 

Essential Question(s) 

6th  

How can Ozoblockly be used to program Ozobot robots, and what coding concepts are involved in controlling their 

movements? 

How can logical reasoning and problem-solving skills be applied to troubleshoot and refine Ozobot programs for 

desired outcomes? 

In what ways can Ozobots be used as tools to demonstrate scientific, mathematical, and engineering concepts? 

How does creativity play a role in designing unique Ozobot behaviors and interactive experiences? 

 

7-8th  

Unit 1: Creative Storytelling 

How can coding and computational thinking enhance storytelling and creativity in multimedia projects? 

What are the key components and strategies involved in designing and developing interactive stories using Scratch? 

How does programming through loops, conditionals, and events contribute to creating dynamic and engaging 

narratives? 

 

Unit 2: Game Design 

What techniques and tools can be employed to ensure responsible game design and fair user experiences? 

How do variables, user input, and collision detection contribute to designing interactive and challenging games in 

Scratch? 

How can students leverage game logic and conditional statements to create win/lose conditions and implement rules 

in their games? 

 

Unit 3: Music and Sound 
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What creative possibilities does Scratch offer for composing music and sound effects, and how can timing and 

synchronization enhance animations? 

How can broadcasting messages between sprites be used to coordinate sound effects and interactions in Scratch 

projects? 

 

Unit 4: Art and Animation 

What are the fundamental principles of animation, and how can coding be used to bring artistic ideas to life in 

Scratch? 

How can sprite movement, costumes, and cloning be utilized to create visually dynamic and engaging animations? 

 

Unit 5: Social Media 

What are the responsibilities and ethical considerations associated with using social media and digital communication 

in a connected world? 

How can students use Scratch projects to promote positive online interactions, prevent cyberbullying, and be 

responsible digital citizens? 

Enduring Understandings 

Computational thinking is a foundational skill that empowers one to creatively solve problems, design 
interactive experiences, and explore the world of computer science through coding.  
Computational concepts, programming fundamentals, and responsible digital citizenship equips one with 
the essential skills to thrive in a technology-driven society and contribute meaningfully to the digital world. 

Assessments 

Formative: In-class coding exercises, Peer code reviews, Quizzes and short assessments, Observation and feedback 

Summative:  Project presentations, Unit assessments, Coding portfolio, Reflective essays 

 

Lesson and Learning Goal/Pacing 

Lesson 1 

 

7-8th  

Lessons 1-8 

6th - Ozobot Makes Music Part 1 

 
 

 

7-8th  

The following activities are CS first multi-day units - Teach coding with units that 

include eight lessons aligned with student passions. You can allow students to choose 

a unit that aligns to their skill level and/or passion.  

 

*All lessons are 2 days. 
 

Beginner   

Storytelling - Students use code to tell fun and interactive stories. Storytelling 

emphasizes creativity by encouraging students to tell a unique story each day.  

Music and Sound - Students play musical notes, create a music video, and build an 

interactive music display.  

  

 

https://csfirst.withgoogle.com/c/cs-first/en/storytelling/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/music-and-sound/overview.html


 

Page 230 of 248 

 Computer Literacy K-8 

Intermediate  

Friends - Students work in pairs, tell the story of how their friendship started, and 

imagine a company together.  

Fashion & Design - Students build fashion-themed programs including a fashion walk, 

a stylist tool, and a pattern maker.  

Art - Students create animations, interactive artwork, photograph filters, and other 

exciting, artistic projects using code.  

  

Advanced   

Sports - Students use computer science to simulate extreme sports, make their own 

commercial, and create commentary for a sporting event.  

Game Design - Students learn basic video game coding concepts by making different 
types of games, including racing, platform, and launching. 

 
Lesson 2 

6th - Ozobot Makes Music Part 2 
 

7-8th  

Beginner   

Storytelling - Students use code to tell fun and interactive stories. Storytelling 
emphasizes creativity by encouraging students to tell a unique story each day. 

 

*All lessons are 2 days. 

 

Lesson 3 
6th - Ozobot Makes Music Part 2 

 

7-8th  

Beginner   

Music and Sound - Students play musical notes, create a music video, and build an 
interactive music display. 

 

*All lessons are 2 days. 

 

Lesson 4 
6th - Ozobot Blockly Challenge: ShapeTracer 1 

 

7-8th  
Intermediate  

Friends - Students work in pairs, tell the story of how their friendship started, and 

imagine a company together.  

 

*All lessons are 2 days. 

 

Lesson 5 6th - Ozobot Blockly Challenge: ShapeTracer 1 Cont’d 

7-8th  

https://csfirst.withgoogle.com/c/cs-first/en/friends/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/fashion-and-design/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/art/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/sports/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/game-design/overview.html
https://classroom.ozobot.com/lessons/ln8MDvFEr1SeiMKzRRUwKLbAqC
https://csfirst.withgoogle.com/c/cs-first/en/storytelling/overview.html
https://classroom.ozobot.com/lessons/ln8MDvFEr1SeiMKzRRUwKLbAqC
https://csfirst.withgoogle.com/c/cs-first/en/music-and-sound/overview.html
https://classroom.ozobot.com/lessons/lnhLwIIA5TRGmOBeKVajQezwVZ
https://csfirst.withgoogle.com/c/cs-first/en/friends/overview.html
https://classroom.ozobot.com/lessons/lnhLwIIA5TRGmOBeKVajQezwVZ
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Intermediate  

Fashion & Design - Students build fashion-themed programs including a fashion walk, 

a stylist tool, and a pattern maker.  

 

*All lessons are 2 days. 

 

Lesson 6 6th -  Ozobot Blockly Challenge: ShapeTracer 2 

7-8th  

Intermediate   

Art - Students create animations, interactive artwork, photograph filters, and other 

exciting, artistic projects using code. 

*All lessons are 2 days. 

 

Lesson 7 

 

6th -  Ozobot Blockly Challenge: ShapeTracer 2 Cont’d  

7-8th  

Advanced   

Sports - Students use computer science to simulate extreme sports, make their own 

commercial, and create commentary for a sporting event.  

*All lessons are 2 days. 

 

Lesson 8 6th - Ozobot Blockly Challenge: OzoTown 

7-8th  

Game Design - Students learn basic video game coding concepts by making different 
types of games, including racing, platform, and launching. 

*All lessons are 2 days. 

 

Additional Lessons  

The Ozobot Classroom Lesson Library 

Google’s CS First Hour of Code Lessons - Supplement Lessons for Hour of Code 

 Lesson 1 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

https://csfirst.withgoogle.com/c/cs-first/en/fashion-and-design/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/art/overview.html
https://csfirst.withgoogle.com/c/cs-first/en/sports/overview.html
https://classroom.ozobot.com/lessons/lntMTjZjp4TKmFTSR2hCnp1wff
https://csfirst.withgoogle.com/c/cs-first/en/game-design/overview.html
https://classroom.ozobot.com/lessons
https://codehs.com/uploads/eaf7ea966a78dde3adc4120c598ee485


 

Page 232 of 248 

 Computer Literacy K-8 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

 

Learning Objective 6th - Ozobot Makes Music Part 1 

 

 

• I can solidify their understanding of conditionals.  

• I can use conditionals to program Ozobot to play music. 

7-8th  

Move on to Unit/Lesson of choice  

 

Teacher Materials 6th - Ozobot Makes Music Part 1 

  
 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides, The Ozobot 

Classroom Lesson Library 

 

7-8th - CS First Getting Started Guide, Scratch Vocabulary slides    

 Lesson 2 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
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8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

Learning Objective 6th - Ozobot Makes Music Part 2 

• I can program Ozobot to play a full song.  

• I can show understanding of conditionals. 

 
7-8th Beginner   

Storytelling - Students use code to tell fun and interactive stories. Storytelling 
emphasizes creativity by encouraging students to tell a unique story each day. 

 

• Utilize computational thinking concepts to design and code animated stories 
in Scratch, incorporating characters, dialogues, and events. 

• Demonstrate proficiency in using loops and conditionals to create dynamic 
and interactive narratives within their animated stories. 

• Showcase creativity and imagination by integrating custom graphics, 
animations, and sound effects into their storytelling projects. 

• Collaborate with peers to provide constructive feedback and iterate on their 
creative storytelling projects, fostering a culture of collaboration and growth. 

 

Teacher Materials 6th - Ozobot Makes Music Part 2 
 

7-8th - Storytelling Lesson Plan, Solutions Sheet 

 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides, 

The Ozobot Classroom Lesson Library 

 
7- 8th - CS First Getting Started Guide, Scratch Vocabulary slides,  

https://classroom.ozobot.com/lessons/ln8MDvFEr1SeiMKzRRUwKLbAqC
https://csfirst.withgoogle.com/c/cs-first/en/storytelling/overview.html
https://classroom.ozobot.com/lessons/ln8MDvFEr1SeiMKzRRUwKLbAqC
https://docs.google.com/document/d/1hOOexzFPMcoPGYteWDWvzVHXvIn2q_qxjTlsdZStqC8/edit?usp=sharing
https://docs.google.com/document/d/1MkMBeYxwj5nu3GK4ud0HIBy5kJRTLAhx7GLGQ_Crkrc/edit?usp=sharing
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
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 Lesson 3 

NJSLS  8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

 

Learning Objective 6th - Ozobot Makes Music Part 2 

• I can program Ozobot to play a full song.  

• I can show understanding of conditionals. 
 

7-8th  

Beginner   

Music and Sound - Students play musical notes, create a music video, and build an 
interactive music display. 

 

• Compose and integrate original music and sound effects using Scratch, 
enhancing the audio experience in their animations and interactive projects. 

• Demonstrate an understanding of timing and synchronization to align sound 

elements with visual animations effectively. 

• Utilize broadcasting techniques to coordinate sound effects and interactions 

between sprites, enhancing interactivity in their projects. 

• Experiment with various sound editing tools and techniques to create unique 

and immersive audio experiences, showcasing their creativity and technical 

skills. 

https://classroom.ozobot.com/lessons/ln8MDvFEr1SeiMKzRRUwKLbAqC
https://csfirst.withgoogle.com/c/cs-first/en/music-and-sound/overview.html
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Teacher Materials 6th - Ozobot Makes Music Part 2 
 

7-8th - Music and Sound Lesson Plan, Solutions Sheet 

 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

7– 8th - CS First Getting Started Guide, Scratch Vocabulary slides,   

 

 Lesson 4 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

 

Learning Objective 6th - Ozobot Blockly Challenge: ShapeTracer 1 

• I can write and run accurate code sequences for 10 levels of 
ShapeTracer 1. 

7-8th  
Intermediate  

Friends - Students work in pairs, tell the story of how their friendship started, and 

imagine a company together. 

https://classroom.ozobot.com/lessons/ln8MDvFEr1SeiMKzRRUwKLbAqC
https://docs.google.com/document/d/1dUjj-DGwzNN6X8lMUMFfvZzxIeIk7DwlbbeMy4e_RSo/edit?usp=sharing
https://docs.google.com/document/d/1KSKvrFC1tkwW1PPZhgbH8NhWCYhQcjdTLVjvGWQ-fq4/edit?usp=sharing
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://classroom.ozobot.com/lessons/lnhLwIIA5TRGmOBeKVajQezwVZ
https://csfirst.withgoogle.com/c/cs-first/en/friends/overview.html
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• Utilize computational thinking concepts to design and code animated stories 
in Scratch, incorporating characters, dialogues, and events. 

• Demonstrate proficiency in using loops and conditionals to create dynamic 
and interactive narratives within their animated stories. 

• Showcase creativity and imagination by integrating custom graphics, 
animations, and sound effects into their storytelling projects. 

• Collaborate with peers to provide constructive feedback and iterate on their 
creative storytelling projects, fostering a culture of collaboration and growth. 

 

Teacher Materials 6th - Ozobot Blockly Challenge: ShapeTracer 1, Shape Tracer 1 

 
 

7-8th - Friends Lesson Plan, Solutions Sheet 

 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

7– 8th - CS First Getting Started Guide, Scratch Vocabulary slides,   

 

 Lesson 5 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

https://classroom.ozobot.com/lessons/lnhLwIIA5TRGmOBeKVajQezwVZ
https://games.ozoblockly.com/shapetracer-basic
https://docs.google.com/document/d/1thcYRYmqqGlWnFAdqiHyBUQvZD129nxvcfqzE3p2-0Q/edit?usp=sharing
https://docs.google.com/document/d/1Inn6ov0cfXYaFw93xW_6A7sjPKEDBO3qoLvNOvwSXBM/edit?usp=sharing
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
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9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

 

Learning Objective 6th - Ozobot Blockly Challenge: ShapeTracer 1 

• I can write and run accurate code sequences for 10 levels of 
ShapeTracer 1. 

 

7-8th  
Intermediate  
Fashion & Design - Students build fashion-themed programs including a fashion walk, 

a stylist tool, and a pattern maker. 

• Apply animation principles to design and animate creative projects in Scratch, 
demonstrating proficiency in sprite movement, costumes, and effects. 

• Experiment with cloning and iterative animations to create dynamic and 

visually engaging projects. 

• Utilize coding to implement interactive elements within their animations, 

encouraging user engagement and participation. 

• Showcase their artistic expression and storytelling ability through visually 

appealing and interactive projects, emphasizing the connection between art 

and technology. 

 

Teacher Materials 6th - Ozobot Blockly Challenge: ShapeTracer 1, Shape Tracer 1 

 
 

7-8th - Fashion and Design Lesson Plan, Solutions Sheet 

 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

7– 8th - CS First Getting Started Guide, Scratch Vocabulary slides,   

 

 Lesson 6 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

https://classroom.ozobot.com/lessons/lnhLwIIA5TRGmOBeKVajQezwVZ
https://csfirst.withgoogle.com/c/cs-first/en/fashion-and-design/overview.html
https://classroom.ozobot.com/lessons/lnhLwIIA5TRGmOBeKVajQezwVZ
https://games.ozoblockly.com/shapetracer-basic
https://docs.google.com/document/d/1xGwjf5alDcbqHtOUQAJV3JBXm_7fRFH1h3bydGVOCNg/edit?usp=sharing
https://docs.google.com/document/d/1PDyXpfxPfSlN4yfXPrnIRix3_NE19BVUqkPOqn20H7Y/edit?usp=sharing
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
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8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

 

Learning Objective 6th -  Ozobot Blockly Challenge: ShapeTracer 2 

• Students will build and run accurate code sequences for 10 levels of 

ShapeTracer 2. 

7-8th  

Intermediate   

Art - Students create animations, interactive artwork, photograph filters, and other 

exciting, artistic projects using code. 

• Apply animation principles to design and animate creative projects in Scratch, 

demonstrating proficiency in sprite movement, costumes, and effects. 

• Experiment with cloning and iterative animations to create dynamic and 

visually engaging projects. 

• Utilize coding to implement interactive elements within their animations, 

encouraging user engagement and participation. 

• Showcase their artistic expression and storytelling ability through visually 

appealing and interactive projects, emphasizing the connection between art 

and technology. 

 

Teacher Materials 6th -  Ozobot Blockly Challenge: ShapeTracer 2, Shape Tracer 2 

 
7-8th - Art Lesson Plan, Solutions Sheet 

 

https://csfirst.withgoogle.com/c/cs-first/en/art/overview.html
https://games.ozoblockly.com/shapetracer-advanced
https://docs.google.com/document/d/1zkUnFUlPanbWUNsqaMkNlHpKkwM4jo7yPuWYXWK7U-k/edit?usp=sharing
https://docs.google.com/document/d/1wpgw6T0NzlvKfOTvKKNd51Llke-JPrRMCUoza2UpHBo/edit?usp=sharing
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Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

7– 8th - CS First Getting Started Guide, Scratch Vocabulary slides,  

 Lesson 7 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

 

Learning Objective 6th -  Ozobot Blockly Challenge: ShapeTracer 2 

• Students will build and run accurate code sequences for 10 levels of 

ShapeTracer 2. 

7-8th  

Advanced   

Sports - Students use computer science to simulate extreme sports, make their own 

commercial, and create commentary for a sporting event. 

 

• Apply coding skills to design and develop interactive games in Scratch, 

incorporating user input, sprite movement, and game mechanics. 

https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
https://csfirst.withgoogle.com/c/cs-first/en/sports/overview.html
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• Utilize variables and conditional logic to implement scoring systems, win/lose 

conditions, and dynamic gameplay elements within their games. 

• Demonstrate critical thinking by playtesting and refining their games, 

identifying areas for improvement, and implementing creative solutions. 

• Engage in peer playtesting and feedback sessions to assess and enhance the 

playability and enjoyment of each other's games, fostering a sense of 

community and mutual support. 

 

Teacher Materials 6th -  Ozobot Blockly Challenge: ShapeTracer 2, Shape Tracer 2 

 
7-8th - Sports Lesson Plan, Solutions Sheet 

 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

7– 8th - CS First Getting Started Guide, Scratch Vocabulary slides,   

 

 Lesson 8 

NJSLS 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using 

flowcharts and/or pseudocode. 

8.1.8.AP.3: Design and iteratively develop programs that combine control 

structures, including nested loops and compound conditionals. 

8.1.8.AP.4: Decompose problems and sub-problems into parts to facilitate the 

design, implementation, and review of programs. 

8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating 

feedback from team members and users. 

9.4.8.CI.2: Repurpose an existing resource in an innovative way. 

9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and 

industries. 

9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and 

long-term effects to determine the most plausible option. 

9.4.8.IML.12: Use relevant tools to produce, publish, and deliver information 

supported with evidence for an authentic audience. 

https://games.ozoblockly.com/shapetracer-advanced
https://docs.google.com/document/d/184C6cFgbe3itW-PphBVmNHzds2ZMcgjznCO87-QzURY/edit?usp=sharing
https://docs.google.com/document/d/1ljARA7dpzxu6jI3VJcklRK45i8iu06Ld-y_YPEv7_lA/edit?usp=sharing
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p
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Learning Objective 6th - Ozobot Blockly Challenge: OzoTown 

• Students will build and run accurate code sequences for 10 levels of 
OzoTown. 

7-8th  

Advanced 

Game Design - Students learn basic video game coding concepts by making different 
types of games, including racing, platform, and launching. 
 

• Apply coding skills to design and develop interactive games in Scratch, 

incorporating user input, sprite movement, and game mechanics. 

• Utilize variables and conditional logic to implement scoring systems, win/lose 

conditions, and dynamic gameplay elements within their games. 

• Demonstrate critical thinking by playtesting and refining their games, 

identifying areas for improvement, and implementing creative solutions. 

• Engage in peer playtesting and feedback sessions to assess and enhance the 

playability and enjoyment of each other's games, fostering a sense of 

community and mutual support. 

 

Teacher Materials 6th - Ozobot Blockly Challenge: OzoTown, Ozotown 

 
7-8th - Game Design Lesson Plan, Solutions Sheet 

 

Additional Resources 6th - Ozobot Teacher Basic Training, Ozoblockly, Ozobot Pacing  Guides 

The Ozobot Classroom Lesson Library 

 

7– 8th - CS First Getting Started Guide, Scratch Vocabulary slides,   

 

 

 

 

 

 

 

https://classroom.ozobot.com/lessons/lntMTjZjp4TKmFTSR2hCnp1wff
https://csfirst.withgoogle.com/c/cs-first/en/game-design/overview.html
https://classroom.ozobot.com/lessons/lntMTjZjp4TKmFTSR2hCnp1wff
https://games.ozoblockly.com/ozotown-basic
https://docs.google.com/document/d/1E-HM7icTNI294ypvF5NQVzAKfn9BYCFoBsb-bZL-zFI/edit?usp=sharing
https://docs.google.com/document/d/13FztDSTpjEFe6HW8KwaJfakNPmkGPPnjiYK35ohCcfo/edit?usp=sharing
https://classroom.ozobot.com/help/educator-training
https://ozoblockly.com/editor?lang=en&robot=evo&mode=2
https://classroom.ozobot.com/help/pacing-guides
https://classroom.ozobot.com/lessons
https://docs.google.com/document/d/1LHJnxZBPxJXhrWPvnwy5N00T7D59MvVFSpnwyVNlp-o/edit#heading=h.l0iign3ltatq
https://docs.google.com/presentation/d/1kUuU_53-hgmLcEtscLui81IcHRjlMrbMz3fZsH_gxGY/edit?resourcekey=0-UGkEkJx-04N4aMwEGspvGQ#slide=id.p


 

Page 242 of 248 

 Computer Literacy K-8 

 

Marking Period 2 Information and Media Literacy Grade(s) 6 - 8 

Unit Plan Title: Information and Media Literacy 

Unit Overview 

6-8th Google’s Applied Digital Skills Curriculum 

In this unit, students will dive into Google's Applied Digital Skills, where they will gain essential digital literacy and 

technology skills to confidently navigate the digital world. The curriculum covers a wide array of topics, including 

online safety, responsible digital citizenship, productivity tools, collaborative work, and effective communication. 

Through interactive projects, students will develop problem-solving abilities and become responsible digital citizens, 

equipped with the skills needed to succeed in the digital era and beyond. 

 

Note: Various lessons can be used to cover learning standards from this strand. Options are provided as a guide, however, choose 

lessons from the curriculum that are appropriate for student skill/interests. Lesson 4 provides multi-unit lessons that are project 

based and will take students multiple class sessions to complete.  

Essential Question(s) 

 

6-8th  

How can digital tools help us analyze and make data-based decisions?  

How can we use digital tools to communicate real-world problems effectively? 

What digital tools and productivity techniques can we use to manage tasks, stay organized, and work collaboratively 

with others effectively? 

How can we utilize technology to communicate clearly and professionally through email and online collaboration 

platforms? 

What are the benefits of data analysis and visualization, and how can we present information effectively using digital 

tools and spreadsheets? 

How can we leverage AI-powered digital tools and strategies while exploring the digital world? 

 

Enduring Understandings 

 

Some digital tools are appropriate for gathering, organizing, analyzing, and presenting information, while other types 

of digital tools are appropriate for creating text, visualizations, models, and communicating with others.  

 

Digital tools allow for remote collaboration and rapid sharing of ideas unrestricted by geographic location or time. 

 

Assessments 

Formative Assessment: Digital Tool Exploration, In-class Activities and Discussions, Project Milestones 

Summative Assessment: Digital Literacy Portfolio, Project Presentations, Reflection and Self-Assessment 

   

Digitial Assessment Tools: , Nearpod, Peardeck, Edpuzzle,  Kahoot, Quizziz, Blooket 

Lesson and Learning Goal/Pacing 

Lesson 1 
6th Gr - Exploring Digital Tools for Information Management 

https://applieddigitalskills.withgoogle.com/s/en/home
https://nearpod.com/
https://www.peardeck.com/
https://edpuzzle.com/
https://kahoot.com/
https://quizizz.com/?lng=en
https://www.blooket.com/
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7th Gr - Exploring Digital Tools for Content Creation and Collaboration 

8th Gr – Exploring Digital Tools for Data Analysis and Data Visualization 

 

*All lessons are 2 days. 

 

 
Lesson 2 

6th Gr - Creating Texts and Visualizations with Digital Tools 
7th Gr - Digital Storytelling and Multimedia Presentations 
8th Gr - Multimedia Content Creation and Presentation 

*All lessons are 2 days. 
 

Lesson 3 
6th Gr - Introduction to Digital Models and Simulations 

7th Gr - Introduction to Coding and Computational Thinking 

8th Gr - Advanced Coding and Programming Concepts 

*All lessons are 2 days. 

 

Lesson 4 
6th Gr - Remote Collaboration and Idea Sharing with Digital Tools 

7th Gr - Remote Collaboration and Online Communication 

8th Gr - Technology Integration and Project-Based Learning 

*All lessons are 2 days. 

 

 Lesson 1 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Exploring Digital Tools for Information Management 

Students will identify different digital tools for gathering information (e.g., search 

engines, online databases). Students will practice organizing information using digital 

tools (e.g., spreadsheets, mind mapping tools). Students will create a presentation 

using appropriate digital tools to communicate their findings. 
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7th Gr - Exploring Digital Tools for Content Creation and Collaboration 

Students will explore various digital tools for conducting research and gathering 

information (e.g., search engines, databases). Students will practice organizing and 

analyzing information using digital tools such as spreadsheets and mind mapping 

software. Students will evaluate the reliability and credibility of digital sources for 

their research. 

8th Gr - Data Analysis and Data Visualization 

Students will explore advanced digital tools for data analysis (e.g., spreadsheet 

software, data visualization platforms). Students will practice analyzing 

complex datasets and drawing meaningful insights from them. Students will 

create visually appealing data visualizations to communicate their findings 

effectively. 

 

Teacher/Student Materials 6th Gr – Google's Applied Digital Skills Lessons: Create a Guide to an Area. Research 

and Develop a Topic, Explore a Topic: Equal Access to Technology,  

7th Gr - Google's Applied Digital Skills Lessons: Research and Develop a Topic, 

Explore a Topic: Equal Access to Technology, Organize Group Projects in Google 

Sheets, Understanding and Evaluating Online Searches 

 

8th Gr - Google's Applied Digital Skills Lessons: Try a Career in Digital Marketing & E-

commerce, Understand Your Digital Footprint 

Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team 

Research Databases: Brittanica, Google Scholar, JSTOR, EBSCO 

 Lesson 2 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/guide-to-an-area/materials.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/research-and-develop-a-topic/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/research-and-develop-a-topic/overview.html
https://docs.google.com/document/d/1QP2Vm2IJ0rzZ0B6_L5lHPolpcuTCe92B3C5Yzl0Zo7o/edit#heading=h.yan4zf724evw
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/research-and-develop-a-topic/overview.html
https://docs.google.com/document/d/1QP2Vm2IJ0rzZ0B6_L5lHPolpcuTCe92B3C5Yzl0Zo7o/edit#heading=h.yan4zf724evw
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/organize-group-projects-in-google-sheets/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/organize-group-projects-in-google-sheets/overview.html
https://www.learningforjustice.org/classroom-resources/tolerance-lessons/understanding-and-evaluating-online-searches
https://applieddigitalskills.withgoogle.com/c/college-and-continuing-education/en/try-a-career-in-digital-marketing-and-e-commerce/overview.html
https://applieddigitalskills.withgoogle.com/c/college-and-continuing-education/en/try-a-career-in-digital-marketing-and-e-commerce/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/understand-your-digital-footprint/overview.html
https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
https://www.britannica.com/
https://scholar.google.com/
https://www.jstor.org/
https://www.ebsco.com/products/research-databases/free-databases
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9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Creating Texts and Visualizations with Digital Tools 
Students will explore different digital tools for creating text (e.g., word processors, 
collaborative writing platforms). Students will use digital tools to create visualizations 
(e.g., infographics, charts) to represent data and information effectively. Students will 
understand how to combine text and visuals to convey information clearly. 
 
7th Gr - Digital Storytelling and Multimedia Presentations 
Students will explore digital tools for creating engaging written content and 
incorporating multimedia elements (e.g., images, videos) into their presentations. 
Students will practice using storytelling techniques to effectively communicate their 
ideas in a multimedia format. Students will create a digital storytelling project that 
combines text and multimedia elements. 
 
8th Gr - Multimedia Content Creation and Presentation 

Students will explore advanced multimedia content creation tools (e.g., video editing 
software, graphic design tools). Students will create multimedia presentations that 
combine text, visuals, and multimedia elements (e.g., videos, animations). Students 
will develop effective presentation skills and strategies for engaging an audience. 

 

Teacher/Student Materials 6th Gr – Google's Applied Digital Skills: Create a Photo Journal in Google Docs, Write 

an If-Then Adventure Story, Build a Logo to Express Who You Are, Show Appreciation 

with Google Slides, Make a Promotional Flyer 

 

7th Gr - Google's Applied Digital Skills Lessons: Create a Photo Journal in Google Docs, 

Write an If-Then Adventure Story, Build a Logo to Express Who You Are, Show 

Appreciation with Google Slides, Make a Promotional Flyer Write a story using Emojis, 

 

8th Gr - Google's Applied Digital Skills Lessons: Create a Photo Journal in Google Docs, 

Write an If-Then Adventure Story, Build a Logo to Express Who You Are, Show 

Appreciation with Google Slides, Make a Promotional Flyer Write a story using Emojis, 

 

https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-a-photo-journal-in-google-docs/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/build-a-logo-to-express-who-you-are/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/make-a-promotional-flyer/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-a-photo-journal-in-google-docs/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/build-a-logo-to-express-who-you-are/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/make-a-promotional-flyer/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/write-a-story-using-emojis/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-a-photo-journal-in-google-docs/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/if-then-adventure-stories/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/build-a-logo-to-express-who-you-are/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/show-appreciation-with-google-slides/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/make-a-promotional-flyer/overview.html
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/write-a-story-using-emojis/overview.html
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Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team 

 

 Lesson 3 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Introduction to Digital Models and Simulations 

Students will understand the concept of digital models and simulations. Students will 

explore digital tools for creating simple models and simulations. Students will create a 

basic digital model or simulation related to a real-life scenario. 

 

7th Gr - Introduction to Coding and Computational Thinking 

Students will understand the basics of coding and computational thinking. Students 

will explore coding platforms and tools suitable for their skill level. Students will apply 

computational thinking strategies to solve problems and create simple programs. 

 

8th Gr - Advanced Coding and Programming Concepts 

Students will learn advanced programming concepts (e.g., loops, conditionals, 

functions). Students will explore advanced coding languages or development 

environments (e.g., Python, JavaScript). Students will apply advanced coding concepts 

to solve complex problems and create more sophisticated programs. 

 

https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
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Teacher/Student Materials  6th -  Discover AI in Daily Life, Introduction to Machine Learning 

7th - Program a Progress Bar, Create a Guide to an Area 

8th - Code a Joke-Telling Talkbot, Create an Editing Tool with Programming,  

 

Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team 

 

 Lesson 4 

NJSLS 8.1.6.A.1 - Use digital tools to gather, organize, and present information. 

9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, 

identify relationships, and facilitate data-based decision-making.  

9.4.8.TL.2: Gather data and digitally represent information to communicate a 

real-world problem (e.g., MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

9.4.8.TL.3: Select appropriate tools to organize and present information 

digitally.  

9.4.8.TL.4: Synthesize and publish information about a local or global issue or 

event (e.g., MSLS4-5, 6.1.8.CivicsPI.3). 

 

Learning Objective 6th Gr - Remote Collaboration and Idea Sharing with Digital Tools 

Students will explore digital tools that enable remote collaboration (e.g., video 

conferencing, project management tools). Students will engage in a collaborative 

project using digital tools to work with peers in real-time. Students will experience the 

benefits of rapid idea sharing and feedback through digital collaboration. 

 

 

7th Gr - Remote Collaboration and Online Communication 

https://docs.google.com/document/d/1QS2xfM7TVvdYThZ3m-tUV-ZvL7eMLINtG8eVNEMxjYg/edit?usp=sharing&resourcekey=0-mQLfQ9HuFVNa14VmlUXhLA
https://docs.google.com/document/d/185z5BBy5u8B5nIKq0_aZcNuA4ajMzn8ZeNJSV19JLLs/edit?usp=sharing&resourcekey=0-_GaWMGnjs0d4AG7hUjRgWw
https://docs.google.com/document/d/1teBVgQskV95huK2hPctU2eR1Y2urT7bKv5cV_GBBxvc/edit?usp=sharing
https://docs.google.com/document/d/1b0bU-oR1R2LbLoknJF7ng8Fipz46gWOgXlBppRhfK38/edit?usp=sharing&resourcekey=0-GxPzKSOVKKSgGeZMt5ao6Q
https://docs.google.com/document/d/14VlDFtsL5dn2RnG21r8GlTbUJ7fiNoI7_XYMlofH_ow/view
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/create-an-editing-tool-with-programming/overview.html
https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
https://docs.google.com/spreadsheets/u/0/?tgif=c
https://docs.google.com/document/u/0/?tgif=c
https://docs.google.com/presentation/u/0/?tgif=d
https://docs.google.com/drawings/d/1epuzbz6OgoO6eCZ3fNIHhbwEFxorwQ_80E_lbQ_ng5o/edit
https://www.canva.com/
https://www.adobe.com/express/
https://nearpod.com/
https://padlet.com/
https://www.peardeck.com/
https://jamboard.google.com/
https://www.canva.com/design/DAFpf9xLX8k/3_BLT1JjMPAAD1b_nV5_fw/edit
https://www.whiteboard.team/
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Students will explore digital tools that facilitate collaboration and communication 

(e.g., video conferencing, collaborative platforms). Students will engage in a 

collaborative project using digital tools to work with peers in real-time. Students will 

practice effective online communication and collaboration skills. 

 

8th Gr - Technology Integration and Project-Based Learning 

Students will explore project-based learning and how technology can enhance project 
outcomes. Students will plan and execute a technology-integrated project that 
incorporates various digital tools. Students will reflect on their project experience and 
the impact of technology integration on their learning process. 

 

Teacher/Student Materials 6th - Google's Applied Digital Skills: Organize Group Projects in Google Sheets,  

Organize a Club with Google Sheets,  Create a Collaborative Study Guide  

Welcome New Students with a Presentation, Create a Guessing Game 

7th - Google's Applied Digital Skills: Organize Group Projects in Google Sheets,  

Organize a Club with Google Sheets,  Create a Collaborative Study Guide  

Welcome New Students with a Presentation, Avoid Online Scams,  

8th - Google's Applied Digital Skills: Introduction to Machine Learning,  Write an If-

Then Adventure Story, Create a Guide to an Area, Research and Develop a 

Topic, Plan and Promote an Event, Build Healthy Digital Habits, Create an 

Editing Tool with Programming, Explore a Topic: Celebrate Black History 

 

Additional Resources Google’s Applied Digital Skills Curriculum 

Mind Mapping Tools: Coggle, Mind Meister, Mural  

Digital Tools: Google Sheets, Google Docs, Google Slides, Google Drawings 

Canva, Adobe Express 

Collaborative Tools: Nearpod, Padlet, Peardeck, Jamboard, 

Canva Whiteboard, Whiteboard Team  

 

 
 
 
 
 
 
 

https://docs.google.com/document/d/1yIDh63_cnOWyKIxZSdj_7VxbicILgmBC0SH8Av9XZ4Y/edit?resourcekey=0-14R6DChvBlMqHkNEsyazFg
https://docs.google.com/document/d/1wUTHfzKf6VqvCVDAfKA0-ta9GV52USL94s0V22n3Yjk/edit?resourcekey=0-b78zMc42lBEcex_-qECxRA
https://docs.google.com/document/d/1mDh5O3Nz4vkxJ2NuLMYys9252Mgs7C_ZdVKgPfuMhDs/edit
https://docs.google.com/document/d/1_R4kQkvMX5if0Q8e6LFYh7m57Q2dsLCSrYpx-EHIasY/edit?resourcekey=0-atNecifvTmQNb6wxgBu5CQ
https://docs.google.com/document/d/13zi6mPrq_wAzWDcsetNIQS5R__t6k60L5OPR4v5RKGM/edit
https://docs.google.com/document/d/1yIDh63_cnOWyKIxZSdj_7VxbicILgmBC0SH8Av9XZ4Y/edit?resourcekey=0-14R6DChvBlMqHkNEsyazFg
https://docs.google.com/document/d/1wUTHfzKf6VqvCVDAfKA0-ta9GV52USL94s0V22n3Yjk/edit?resourcekey=0-b78zMc42lBEcex_-qECxRA
https://docs.google.com/document/d/1mDh5O3Nz4vkxJ2NuLMYys9252Mgs7C_ZdVKgPfuMhDs/edit
https://docs.google.com/document/d/1_R4kQkvMX5if0Q8e6LFYh7m57Q2dsLCSrYpx-EHIasY/edit?resourcekey=0-atNecifvTmQNb6wxgBu5CQ
https://applieddigitalskills.withgoogle.com/c/middle-and-high-school/en/avoid-online-scams/materials.html
https://docs.google.com/document/d/185z5BBy5u8B5nIKq0_aZcNuA4ajMzn8ZeNJSV19JLLs/edit?usp=sharing&resourcekey=0-_GaWMGnjs0d4AG7hUjRgWw
https://docs.google.com/document/d/1Phs6CoRI8wyVJD0MCIHwzsrKLYGbgTohehLamqeL0Uo/edit?usp=sharing&resourcekey=0-P3YtWCm3svhbgyDweLnUiw
https://docs.google.com/document/d/1Phs6CoRI8wyVJD0MCIHwzsrKLYGbgTohehLamqeL0Uo/edit?usp=sharing&resourcekey=0-P3YtWCm3svhbgyDweLnUiw
https://docs.google.com/document/d/1b0bU-oR1R2LbLoknJF7ng8Fipz46gWOgXlBppRhfK38/edit?usp=sharing&resourcekey=0-GxPzKSOVKKSgGeZMt5ao6Q
https://docs.google.com/document/d/1JHoOAEYwNQ9gQBOKfoi2S1Wll5ukQL_0S1Ysxj7KT88/edit?usp=sharing&resourcekey=0-DFTNHHgx-7jRHU25QtJdEQ
https://docs.google.com/document/d/1JHoOAEYwNQ9gQBOKfoi2S1Wll5ukQL_0S1Ysxj7KT88/edit?usp=sharing&resourcekey=0-DFTNHHgx-7jRHU25QtJdEQ
https://docs.google.com/document/d/1_bLTJCJI_LxkNdHJb5T1r8WW9KKh00paH6Cg8qL9sdg/edit?resourcekey=0-52r8X3-wIDsoOoJBZvUhtg
https://docs.google.com/document/d/1z_u_Tsq2znPrkllsRprKsdEyzVnCqxbOqovDnIXNGIQ/edit?resourcekey=0-A3hfykjpWG0SLH7JZtSJ2Q
https://docs.google.com/document/d/1YxZJznmNLHgafvHPyAm2dOAQBoPFEZiaANvE_OiULCs/edit?usp=sharing&resourcekey=0-CMyZuhXXmiizu7YHtMaK2Q
https://docs.google.com/document/d/1YxZJznmNLHgafvHPyAm2dOAQBoPFEZiaANvE_OiULCs/edit?usp=sharing&resourcekey=0-CMyZuhXXmiizu7YHtMaK2Q
https://docs.google.com/document/d/11T7vyoT2Hn64UzrShblpOMrVrAv0L_8Khc3FSm-Cs1M/edit?usp=sharing
https://applieddigitalskills.withgoogle.com/c/en/curriculum.html?sort=popularity&audience=4
https://coggle.it/
https://www.mindmeister.com/
https://www.mindmeister.com/
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