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PURPOSE AND GOALS
The Technology Curriculum was developed and created in order for today’s students to compete in tomorrow’s world.
Students need to create, communicate, collaborate, apply critical thinking, problem solving and decision making skills as
they become good digital citizens. To accomplish this, we developed an integrated curriculum across all subject areas
while providing a flexible learning environment. We must endeavor to improve and add to the resources as technology in
education advances.

Technology in the 21st Century
Technology is uniquely positioned to transform learning, to foster critical thinking, creativity, and innovation, and to prepare
students to thrive in the global economy. As engaged digital learners, students are able to acquire and apply content
knowledge and skills through active exploration, interaction, and collaboration with others across the globe, challenging
them to design the future as envisioned in the statements that follow:

Mission: Technology enables students to solve real world problems, enhance life, and extend human capability as they
meet the challenges of a dynamic global society.

Goals: The systematic integration of technology across the curriculum and in the teaching and learning process fosters a
population that leverages 21st century resources to:

Goal 1: Apply information-literacy skills to access, manage, and communicate information using a range of emerging
technological tools.
Goal 2: Think critically and creatively to solve problems, synthesize and create new knowledge, and make informed
decisions that affect individuals, the world community, and the environment.
Goal 3: Gain enhanced understanding of global interdependencies as well as multiple cultural perspectives, differing
points of view, and diverse values.
Goal 4: Employ a systemic approach to understand the design process, the designed world, and the interrelationship and
impact of technologies.
Goal 5: Model digital citizenship.

THE SPECIAL EDUCATION PROGRAM USES THE FOLLOWING CURRICULUM WITH APPROPRIATE
MODIFICATION BEING MADE TO ADDRESS THE NEEDS OF THE INDIVIDUAL STUDENTS.
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Content Area Technology

Standard 8.1 Computer Science
8.2 Design Thinking

Strands Computing Systems
Data & Analysis
Engineering Design
Effects of Technology on the Natural World

Enduring Understandings:
Digital tools/technologies may have multiple purposes used in creating,
communicating, problem solving, and entertaining, among others.
Manipulating, navigating, and effectively using digital tools/technology
is a developed proficiency that requires practice.
Technology is used both personally and professionally to research,
analyze, communicate, create, and store information.

Essential Questions:
What are digital tools?
Why are digital tools (computers/apps/programs/etc.) used
by people?
What can one do with digital tools?

Grade
Level

Content
Statement
Students will:

Indicator Indicator Instructional Guidance

2 Understand and
use technology
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.

Use a teacher-created a game-based digital learning platform
such as Kahoot, Quizalize, Quizizz, Quizlet Live, etc. to
identify the basic components of a digital device.

Produce story sentences about a visiting author or other subject.

Goldilocks (Build a Chair) STEAM Challenge: Students
will build a chair with recyclable materials that supports a
stuffed animal. Students will record and analyze data in a
spreadsheet.

Toy Car STEAM Challenge: Using teacher supplied design
challenge materials, students will “design and build a toy
car” that will roll and meets the criteria. Produce a Google
Doc or Google Slides to plan or reflect upon a STEAM
challenge.

Blooming Flower STEAM Challenge: Students will use
a variety of materials to design, build, and craft a

Select and use
applications
effectively and
productively.

8.1.2.DA
.2

Store, copy, search, retrieve,
modify, and delete data using
a computing device.

8.1.2.DA
.1

Collect and present data,
including climate change
data, in various visual
formats.
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blooming flower, which will demonstrate how a system
and its components work together to accomplish a
purpose.

8.1.2.CS.
2

Explain the functions of
common software and
hardware components of
computing systems.

8.2.2.ED.
3

Select and use appropriate tools
and materials to build a product
using the design process.

8.2.2.ED.
2

Collaborate to solve a simple
problem, or to illustrate how to
build a product using the design
process.
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8.2.2.ET
W.4

Explain how the disposal of or
reusing a product affects the
local and global environment.

Go Green Recycling STEAM Challenge: Students will create
a recycling campaign or novel product which encourages
students  to recycle more.

Participate in a virtual field trip that includes photos,
videos,  text, and/or Internet resources as a class. (Teacher
can choose  the topic to coincide with current curricular
topics).

Measurements of Understanding
To show evidence of meeting this CPI, students may
complete  the following assessment:

● By the end of the year, students will be able to compare
the common uses of at least two different digital
applications. Students will be able to identify the
advantages and disadvantages of each of the digital
applications.

● By the end of the year, students will be able to
demonstrate developmentally appropriate navigation
skills in virtual environments such as museums, games,
or Google Maps/ Expeditions.

● By the end of the year, students will be able to enter
multiple components of information into a Google
Suite App.
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Apply existing
knowledge to
generate new
ideas, products,
or
processes.

Create original
works as a means
of
personal or group
expression.

8.1.2.NI.
1

Model and describe how
individuals use computers to
connect to other individuals,
places, information, and ideas
through a network.
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Pacing Guide:
5-7 Weeks

Interdisciplinary Standards:

NJSLS:
ELA:
NJSLSA.R7. Integrate and evaluate content presented in diverse media and
formats, including visually and quantitatively, as well as in words.

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.

Science:
K-ESS3-3 Communicate solutions that will reduce the impact of climate
change and humans on the land, water, air, and/or other living things in the
local environment.

Life Literacies:

9.4.2.CI.1: Demonstrate openness to new ideas
and perspectives. 9.4.2.CI.2: Demonstrate
originality and inventiveness in work.

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).
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 (e.g., SL.2.5.).

Resources:
● Goldilocks STEAM Challenge Lesson Plan
● Toy Car STEAM Challenge Lesson Plan
● Blooming Flower STEAM Challenge Lesson Plan ●
Go Green Recycling STEAM Challenge Lesson Plan
● Design Challenges Book List
● Typing Club
● Dance Mat Typing
● Big Brown Bear typing
● Keyboarding Zoo
● Keyboarding apps for the tablet
● Google Document or other word processing
application ● Google Sheets or other spreadsheet
application ● Create a Graph
● Google Slides or other presentation
application ● Google Forms
● Kahoot (requires teacher registration)

○ Teacher link
○ Student link

● MindMup (story map can be done independently or
individually)

● Follett Destiny
● Pebble Go
● Tumblebook Library
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Connection to ISTE Standards for Students:
ISTE Standard 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.
ISTE Standard 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.

ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 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.
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Content Area Technology

Standard 8.1 Computer Science
8.2 Design Thinking

Strand Networks and the Internet
Effects of Technology and the Natural World

Enduring Understandings:
A person’s ability to communicate and collaborate both locally and globally
is enhanced by the use of digital tools/technology.

Essential Questions:
How can technology help people collaborate and
communicate effectively?
How does technology help people communicate globally?

Grade
Level

Content
Statement
Students will:

Indicator Indicator Instructional Guidance

2 Interact,
collaborate, and
publish with
peers, experts, or
others by
employing a
variety of digital
environments and
media.

Communicate
information and
ideas to multiple
audiences using a
variety of
media and formats.

Develop cultural
understanding
and global
awareness by
engaging with

8.1.2.NI.
1

8.2.2.ET
W.1

Model and describe how
individuals use computers
to connect to other
individuals, places,
information, and ideas
through a network.

Classify products as
resulting from nature or
produced as a result of
technology.

Collaborate with another district class sharing information
about an author, a book, a design challenge, etc. The partner
class will ask relevant questions.

Create book review digital stories or presentations and share
on  the school website, or teacher page.

Produce a document, presentation, or digital story about
one’s  personal heritage using facts and information which
will be  shared with classmates, families, and/or others.

Collect samples of leaves from the playground and
surrounding  area. Classify the leaves by size, shape, colors,
etc. to observe  the similarities and differences. Develop a
description.  Collaborate with students in other classes to
compare leaf  classifications.

Measurements of Understanding
To show evidence of meeting this CPI, students may
complete  the following assessment:
● By the end of the year, students will engage in a variety

of developmentally appropriate learning activities with
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learners of other
cultures.

Contribute to
project teams to
produce

students in other classes, schools, or countries using
various

original works or
solve problems.

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

media formats such as online collaborative tools.

● By the end of the year, students will collaborate
with classmates to develop a solution to a real-world

problem/issue and present their solution using a digital
tool (i.e., Google Slides).

Pacing Guide:
5 weeks

Interdisciplinary Standards:

ELA:
NJSLSA.R7. Integrate and evaluate content presented in diverse media and
formats, including visually and quantitatively, as well as in words.

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.

Life Literacies:
9.4.2.CI.1: Demonstrate
openness to new ideas and
perspectives.
9.4.2.CI.2: Demonstrate
originality and
inventiveness in work.

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

Resources:
● Google Document or other word processing
application ● Google Slides or other presentation
application ● Flipgrid
● PowToon, Prezi
● Skype
● Google Hangout
● Bucket Buddies Project

The Center for Innovation in Engineering and Science
Education (CIESE) has designed interdisciplinary
projects that utilize real time data for teachers and
students
worldwide.

● Global SchoolNet: The Internet’s oldest (1995) and
largest clearinghouse for teacher-conducted global
learning projects.

● ePals
ePals has collaborative projects about a variety of topics
for students at different grade levels.

● Field Trip Zoom
● Discover Education
● Google Expeditions with VR Devices
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9.4.2.CT.3: Use a variety of types of thinking to solve problems (e.g., inductive,
deductive).
9.4.2.TL.6: Illustrate and communicate ideas and stories using multiple digital
tools (e.g., SL.2.5.).
9.4.2.TL.7: Describe the benefits of collaborating with others to complete digital
tasks or develop digital artifacts (e.g., W.2.6., 8.2.2.ED.2).

Connection to ISTE Standards for Students:
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 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.

ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 7 - Global Communicator - 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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Content Area Technology

Standard 8.1 Computer Science & 9.4 Life Literacies and Key Skills

Strand 8.1 Networks and the Internet
9.4 Digital Citizenship

Enduring Understandings:
Students must practice digital citizenship which includes taking responsibility
for their online activities and understanding the impacts of their actions.

Essential Questions:
What is personal property and content created by an
individual and how is it protected?

Grade
Level

Content
Statement
Students will:

Indicator Indicator Instructional Guidance

2 Connecting
devices to a
network or the
Internet provides
great benefits,
but care must be
taken to use
authentication
measures, such
as strong
passwords, to
protect devices
and information
from
unauthorized
access.

Digital artifacts
can be owned by
individuals or

8.1.2.NI.
3

8.1.2.NI.
4

9.4.2.DC
.1

9.4.2.DC
.2

Create a password that
secures access to a device.
Explain why it is important
to create unique passwords
that are not shared with
others.

Explain why access to
devices needs to be secured.

Explain differences between
ownership and sharing of
information.

Explain the importance of
respecting the digital content
of others.

Demonstrate knowledge of online safety by completing
the  online quiz at the end of the BrainPop, Jr. video
entitled,  “Internet Safety.” Discuss copyright.

Demonstrate issues related to safe, healthy, and acceptable use
of digital devices (including, but not limited to: online safety,
privacy, amount of screen time daily, safe searching, and
digital  etiquette). Produce a multimedia presentation in pairs
or small  groups identifying the need for appropriate use of
digital devices  while in/out of school or using the school’s
Google account and  the consequences of inappropriate use.

● Discuss plagiarism. Students will understand the need to
reword facts and cite them. Given scenarios, students will
determine if they are plagiarized or not.
● Students will utilize “advanced” Google Search tools

to search for content based on copyright rules.
Recognize legal and ethical behaviors when using

information by citing sources while viewing a web
site.
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organizations
9.4.2.DC
.3

9.4.2.DC
.4

Explain how to be safe
online and follow safe
practices when using the
internet (e.g., 8.1.2.NI.3,
8.1.2.NI.4).

Compare information that
should be kept private to
information that might be
made public.

Measurement of Understanding
To show evidence of meeting this CPI, students may
complete the following assessment:
● By the end of the year, students will develop an

understanding of ownership of print and
nonprint
information.

Pacing Guide
5 weeks

Interdisciplinary Standards:

ELA:
NJSLSA.R7. Integrate and evaluate content presented in diverse media and
formats, including visually and quantitatively, as well as in words.

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.

Resources:
● Google Document or other word processing
application ● Google Slides or other presentation
application ● Flipgrid
● PowToon, Prezi
● Google: Be Internet Awesome
● Upstart Activity Guide: Citizenship in a Digital
World ● Brain Pop, Jr. Internet Safety
● Kids Health: What is Plagiarism?
● Common Sense Media: Digital Literacy and

Digital Citizenship Printable Curriculum
● National Geographic Kids
● EasyBib
● eBooks accessible through Destiny or

TumbleBook Library

Connection to ISTE Standards for Students:
ISTE Standard 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.

Content Area Technology
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Standard 8.1 Computer Science

Strand Computing Systems
Impacts of Computing
Algorithms and Programming

Enduring Understandings:
Each of us can have a global impact in today’s world, so filtering information
and applying critical thinking to solve problems and make decisions is a
foundational skill.

Essential Questions:
How do digital tools help people make decisions?
How do digital tools/technology help manage projects?

Grade
Level

Content
Statement
Students will:

Indicator Indicator Instructional Guidance

2 Identify and
define authentic
problems and
significant
questions for
investigation.

Plan and manage
activities to
develop a solution
or complete a
project.

Individuals develop
and follow
directions as part of
daily life. A
sequence of steps
can be expressed as
an algorithm that a
computer can
process.

Real world

8.1.2.CS.
1

8.1.2.CS.
2

8.1.2.IC.
1

8.1.2.AP.
1

8.1.2.AP.

Select and operate computing
devices that perform a variety
of tasks accurately and quickly
based on user needs and
preferences.

Explain the functions of
common software and
hardware components of
computing systems.

Compare how individuals live
and work before and after the
implementation of new
computing technology.

Model daily processes by
creating and following
algorithms to complete tasks.

Model the way programs

Using Google Maps, the students will locate their school
and other chosen locations. Identify key buildings (i.e.,
police station, firehouse, hospital, library, etc.) and their
locations in relation to the school using Google’s mapping
tools.

Devise an alternate route from the school to a child’s house or
other location given a scenario such as current road
construction which caused a major street in the community to
be closed.

Plan two different routes of travel for a summer vacation.
Students will utilize Google Maps to compare/contrast
different driving routes and/or public transportation
methods to a vacation U.S. destination of choice.
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information can be
stored and
manipulated in
programs as data
(e.g., numbers,
words, colors,
images).

Complex tasks
can be broken
down into
simpler
instructions,
some of which
can be broken
down even
further.

People work
together to
develop
programs for a
purpose, such as
expressing ideas
or addressing
problems. The
development of
a program
involves
identifying a
sequence of
events, goals,
and expected
outcomes, and
addressing
errors (when
necessary).

2

8.1.2.AP.
4

8.1.2.AP.
5

8.1.2.AP.
6

store and manipulate data by
using numbers or other
symbols to represent
information.

Break down a task into a
sequence of steps.

Describe a program’s
sequence of events, goals, and
expected outcomes.

Debug errors in an algorithm
or program that includes
sequences and simple loops.

Utilize problem solving skills to solve spatial and logic
puzzles using a coding application.

Measurements of Understanding
To show evidence of meeting this CPI, students may
complete any of the following assessments:
● By the end of the year, students will use geographic

mapping tools to plan and solve problems such as
routing and calculating distance using the digital tools.

● By the end of the year, students will utilize
technology/digital tools to conduct research,
create/manage projects, solve problems, and make
decisions.
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20

Pacing Guide:
approx 5 weeks

Interdisciplinary Standards

Life Literacies
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 (e.g.,
2.MD.D.10).

Resources:
● Google Maps

Note: When using Google maps, select My Maps
and select ‘Browse from the Directory’ and search
for the Distance Measurement tool

● Google Earth
● New Jersey Traffic Information
● Bee Bots, ProBots, Ozobots, Spheros
● How I Learned Geography by Uri Shulevitz
● Mapping Penny by Loreen Leedy
● A World of Wonders: Geographic Wonders in Verse and

Rhyme by J. Patrick Lewis

Connection to ISTE Standards for Students:
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 7 - Global Communicator - Students use digital tools to broaden their perspectives and enrich their learning by collaborating
with others and working effectively in teams locally and globally.

16



Content Area Technology

Standard 8.2 Design Thinking

Strand Engineering Design

Enduring Understandings:
Digital tools/technologies are often products/systems that are designed to help
people solve problems, create, communicate, and/or increase efficiency.
Technology systems impact every aspect of the world in which we live.

Essential Questions:
Why do we use technology tools?
How does technology impact our world and the ways in
which we live and communicate?

Grade
Level

Content Statement
Students will be able
to understand:

Indicator Indicator Instructional Guidance

2 Engineering design
is a creative process
for meeting human
needs or wants that
can result in
multiple solutions.

8.2.2.ED.
1

Communicate the function of a
product or device. Pulley System STEAM Design Challenge: Students will

work collaboratively to design and build a pulley system.
Students will describe how this system can be useful at
school, home, or work as well as to solve problems affecting
their community.

Measures of Understanding
To show evidence of meeting this CPI, students may
complete the following assessment:
● By the end of second grade, students will be able to

describe how technology products, systems, and
resources are useful at school, home, and work.

8.2.2.ED.
2

Collaborate to solve a simple
problem, or to illustrate how to
build a product using the design
process.

Limitations
(constraints) must
be considered
when engineering
designs.

8.2.2.ED.
3

Select and use appropriate tools
and materials to build a product
using the design process.

8.2.2.ED.
4

Identify constraints and their
role in the engineering design
process.
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The relationships
among technologies
and the connections
between technology
and other fields of
study.

8.2.2.IT
H.5

Design a solution to a problem
affecting the community in a
collaborative team and explain
the intended impact of the
solution.

Pacing Guide:
5 weeks

Resources:

Life Literacies
9.4.2.CI.1: Demonstrate
openness to new ideas
and perspectives.
9.4.2.CI.2: Demonstrate
originality and
inventiveness in work.

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).

● Pulley System STEAM Challenge Lesson Plan ● Go Green
Recycling STEAM Challenge Lesson Plan
● Pebble Go: Pulleys

Connection to ISTE Standards for Students:
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 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.
ISTE Standard 7 - Global Communicator - 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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Technology

Standard 8.1 Computer Science

Strand Algorithms and Programming

Enduring Understandings:
Computational thinking builds and enhances problem solving, allowing students to
move beyond using knowledge to creating knowledge.
Computational thinking (coding/computer programming and the logic involved)
is a digital tool in which all of today’s Internet technology is based on.

Essential Questions:
How can one develop a solution for a problem using the
design process and computational thinking (computer
programming/coding and logic)?

Grade
Level

Content Statement
Students will be able
to understand:

Indicator Indicator Instructional Guidance

2 Individuals develop and
follow directions as part
of daily life. A sequence
of steps can be
expressed as an
algorithm that a
computer can process.

Real world information
can be stored and
manipulated in programs
as data (e.g., numbers,
words, colors, images).

Computers follow
precise sequences of
steps that automate
tasks.

8.1.2.AP.
1

Model daily processes by
creating and following
algorithms to complete tasks.

Students will discuss the types of items that are
programmed (ex. apps, programs that operate a series of
commands, remote control cars).

Students will learn how to create a set of commands using
the design process. The students will map out their design
on graph paper and then program the device/app to their
design.

Students will learn how to troubleshoot errors and
make corrections to their algorithm as needed.

Suggested Coding Activities:
● Students will relate the concept of algorithms back to

everyday real-life activities by planting an actual
seed. The goal here is to start building the skills to
translate real-world situations to online scenarios and
vice versa. (Real-Life Algorithms: Plant a Seed, page
42)

● Students will help their bees to collect nectar from
flowers and create honey in honeycombs. This builds

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.
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Complex tasks can be
broken down into
simpler instructions,
some of which can be
broken down even
further.

People work together to
develop programs for a
purpose, such as
expressing ideas or
addressing problems.

The development of a
program involves
identifying a sequence
of events, goals, and
expected outcomes, and
addressing errors (when
necessary).

on the Maze levels by adding action blocks to the
movement blocks students are already familiar with.
(Bee:
Sequence, page 47).

8.1.2.AP.
5

8.1.2.AP.
6

Describe a program’s
sequence of events, goals, and
expected outcomes.

Debug errors in an algorithm
or program that includes
sequences and simple loops.

34
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● Students will create a program to complete an image
using sequential steps. (Artist: Sequence, page 49) ●
Students will outline steps to complete a structural
engineering challenge, predict and discuss potential

issues, build a structure based on a collaborative plan,
and revise the plan until they meet the demands of the

challenge. (Building a Foundation, page 51).
● Students will repeat commands, and recognize that

actions in a program are called events (The Big
Event, page 72)

Measures of Understanding
To show evidence of meeting this CPI, students may
complete the following assessment:
● By the end of second grade, students will be able to

create an algorithm with at least 12 sequential
steps, program a device through a maze,
troubleshoot and correct errors.

Pacing Guide:
10 weeks (one cycle)

Interdisciplinary Standards:
Life Literacies
9.4.2.CI.1: Demonstrate
openness to new ideas
and perspectives.
9.4.2.CI.2: Demonstrate
originality and
inventiveness in work.

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).

Resources:
● Any programmable device including Blue Bots,

Dash and Dot, etc.
● Coding Resources found in Code.org: Course 1: ○

Real-Life Algorithms: Plant a Seed, page 42
○ Bee: Sequence, page 47
○ Artist: Sequence, page 49
○ Building a Foundation, page 51
○ The Big Event, page 72
○ Going Places Online, page 89

● Scratch Jr.
● Kodable

Connection to ISTE Standards for Students:
ISTE Standard 3 - Knowledge Constructor - Students critically curate a variety of resources using digital tools to construct knowledge, produce
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creative artifacts and make meaningful learning experiences for themselves and others.

ISTE Standard 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.
ISTE Standard 5 - Computational Thinking - Students develop and employ strategies for understanding and solving problems in ways that leverage
the power of technological methods to develop and test solutions.
ISTE Standard 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.
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Additional Resources

Common Sense Education Digital Literacy and Citizenship ISTE Alignment and Curriculum resource for K-2 -
https://www.commonsensemedia.org/sites/default/files/uploads/pdfs/iste_standards_grades_k-2-d3.pdf

Common Sense Education Instructional Resources - https://www.commonsense.org/education/scope-and-sequence

Glossary

Basic technology terms for Grade 2: For example, digital camera, battery, screen, computer, Internet, mouse, keyboard, and printer.

Controversial issue: For example, global warming, scarcity of water, alternative energy sources, election campaigns.

Current and emerging technology resources: For example, hand-helds, GPS, online communities using wikis, blogs, vlogs, and/or
Nings.

Data-collection technology: For example, probes, handheld devices, and geographic mapping systems. Developmentally

appropriate: Students’ developmental levels prescribe the learning environment and activities that are used.

Digital tools for kindergarten through grade 2: For example, computers, digital cameras, applications, Chromebooks, Nexus
tablets, and iPads.

Digital tools for grades three through 8: For example, computers, digital cameras, flip/video cam, probing devices, software, cell
phones, GPS, online communities, VOIP, and virtual conferences.

Electronic authoring tools: Software that facilitates online book development (e.g., multimedia electronic book). 37

Mapping tools: For example, Google earth, Yahoo maps, and Google maps.

Media-rich: Multiple forms of digital applications in one product (e.g., graphic design, word processing, and spreadsheet).

Multimedia presentation: For example, movie, podcast, vlog.
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Online discussion: Online discussion is a relatively new form of communication, facilitated usually by computer networks. For
example, Oracle, i-Earn, blogs, wikis.

Online learning community: An online learning community is a common place on the Internet that addresses the learning needs of
its members through proactive and collaborative partnerships. Through social networking and computer-mediated communication,
people work as a community to achieve a shared learning objective. For example, i-Earn, Ning, blogs, wikis, Second Life.

Operations and related applications: For example, saving a word processing file if using a Microsoft product, compared to
“Automatic Saving” with Google Drive, and downloading a PDF and saving to Google Drive.

Reverse engineer: To isolate the components of a completed system.

Shared hosted services: Refers to a web hosting service where many websites reside on one web server connected to the Internet. For
example, podcasts, videos, or vlogs.

Technologies: Medical, agricultural, and related biotechnologies, energy and power technologies, information and communications
technologies, transportation technologies, manufacturing technologies, and construction technologies.

Virtual environments: For example, games, simulations, websites, blogs.

Web-based publication: includes the digital publication of e-books, EPUBs, and electronic articles, and the development of digital
libraries and catalogues. For example, web pages, wikis, blogs, ezines.
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Appendix

Classroom Procedures for Chromebooks
Keyboarding Plan

PHILOSOPHY -
1. “Keyboarding instruction is most effective when spread out over several years and designed to build on the student’s prior knowledge.” (Robinson, 1992) 2.
“Once skills are taught, it is important to use them, reinforce them and refine them.” (Adams, 1984; Wronkovich, 1998). 3. "Touch typing is an example of
cognitive automaticity, the ability to do things without conscious attention or awareness. Automaticity takes a burden off our working memory, allowing us more
space for higher-order thinking." (Trubek, 2011)

OVERALL GOALS - To ensure that all students are prepared for online assessments and receive the proper keyboard training. To develop students’ typing skills
in the early grades and provide follow up instruction throughout the grade levels.

OVERALL OBJECTIVES -
The objective of keyboarding instruction will be focusing on technique and accuracy, with technique being first priority. As these skills are mastered, speed will
develop simultaneously.

DOMAIN SPECIFIC VOCABULARY -
● Enter
● Shift
● Caps lock on traditional keyboards, and the Chrome “Search” button on Chromebooks
● Escape
● Backspace
● Tab
● Home Row
● top row
● The number row and/or numeric keypad if using traditional keyboards
● Keystroke shortcut
● Touch typing

PROPOSED BENCHMARKS FOR MASTERY -
Grade 1 - The student will be able to type two sentences.
Grade 2 - 10 wpm, students will be able to type four sentences.
Grade 3 - 20 wpm, students will be able to type two short paragraphs in a sitting
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Grade 4 - 25 wpm, students will be able to type one page in a single sitting
Grade 5 - 30 wpm, students will be able to type two pages in a single sitting
Grade 6 - 35 wpm
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Grade 7 - 40 wpm
Grade 8 - 45 wpm

ASSESSMENTS - Beginning in grade three, speed and accuracy will be tested twice yearly. Student progress should be based on individual needs from baseline
data.

KEYBOARDING - GRADES 1 & 2 (Primary Grades)

GOALS: The goals of primary grades keyboarding plan is to introduce mouse skills, keyboarding, key placement, hand placement, posture and development of the
two-handed typing position with fingers typing different keys. It is recommended that student receive 25 min/week in grade 1 and 35 min/week in grade 2 during
Media Literacy classes.

OBJECTIVES: The objectives of the primary grade keyboarding plan include the use of proper terminology, launching keyboarding apps and play simple
keyboarding games.

BENCHMARKS:
Grade 1 - The student will be able to type two sentences.
Grade 2 - 10 wpm, students will be able to type four sentences with proper grammar to produce and publish writing, including collaboration with peers.

APPS/SOFTWARE:
Online purchased program - Typing Club, all students will have a user name and password, accessible from home
iPad/Android - Clever Keyboard App, Learning, Practice and Play,Chromebook - ABCYA typing (Keyboarding Zoo)
http://www.abcya.com/keyboarding_practice.htm
Big Brown Bear typing http://www.bigbrownbear.co.uk/keyboard/
Google documents
ABCYA typing (Keyboarding Zoo) http://www.abcya.com/kindergarten_computers.htm

GRADE 1 PROFICIENCIES GRADE 2 PROFICIENCIES

Correct posture--legs in front, body in front, elbows at sides Find period, escape, tab,

Keep feet flat on the floor, sit straight, body centered,
hands on home row

Find Shift key and Caps lock key
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Find period key Understand difference between backspace, delete

Find Shift key and Caps lock key Understand purpose of cursor in typing

Difference between backspace, delete Use thumb to key space bar

Escape, spacebar Rest fingers on home row keys

Use thumb to key space bar Use both hands on keyboard, on their own sides

Rest fingers on home row keys Practice platform dependent keyboard shortcuts to copy,
cut, paste, print, save

Rest pointers on f and j Use software and apps for keyboarding

Use both hands on keyboard, on their own sides

Use apps for keyboarding

Key in student’s name

Key in two full sentences

27


