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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 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize information in 

order to solve problems individually and collaboratively and to create and communicate knowledge. 
Strand A. Technology Operations and Concepts: Students demonstrate a sound understanding of technology concepts, systems, and

operations.
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 

K Understand and use 
technology systems. 

8.1.2.A.1 Identify the basic features of a 
digital device and explain its 
purpose. 

Students will be able to understand and complete 
grade-appropriate content using digital tools via G Suite, 
iPad/Tablet apps, and other online programs. 

Students will be able to navigate a virtual environment (digital 
museums, Google Maps tours, etc.) through grade-specific 
cross-curricular activities. 

Through the use of a spreadsheet program such as Google 
Sheets, students will identify the organizational features and 
patterns of a database (spreadsheet).  

Through entering individual grades (i.e., quizzes/homework), on 
a Google Sheet, students will identify the components of a basic 
database. 

Gingerbread Man STEAM Challenge:  Students will design and 
build a trap for the Gingerbread Man that meets the challenge 
criteria. 

Select and use 
applications 
effectively and 
productively. 

8.1.2.A.2 Create a document using a 
word processing application. 

8.1.2.A.3 Compare the common uses of 
at least two different digital 
applications and identify the 
advantages and disadvantages 
of using each. 

8.1.2.A.4 Demonstrate developmentally 
appropriate navigation skills in 
virtual environments (i.e., 
games, museums). 

8.1.2.A.5 Enter information into a 
spreadsheet and sort the 
information. 

8.1.2.A.6 Identify the structure and 
components of a database. 
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8.1.2.A.7 Enter information into a 
database or spreadsheet and 
filter the information. 

Recycled Materials STEAM Challenge:  Students will bring in 
used reusable materials. Students will design and create 
something new and useful from these materials. 

Produce a Google Doc to plan or reflect upon a STEAM 
challenge. 

Measurements of Understanding 
To show evidence of meeting these CPIs, students may 
complete the following assessment: 
● By the end of the year, students will identify the basic

features of a digital device and explain its purpose.
● By the end of the year, students will create a picture with

text labels using digital tools
● By the end of the year, students will demonstrate

developmentally appropriate navigation skills in virtual
environments (i.e., games, museums).

Pacing Guide: 
approx. 3 days

Resources: 
Apps within G Suite and other age appropriate iPad/Tablet apps 
Gingerbread Man STEAM Challenge Lesson Plan 
Recycled Materials Challenge Lesson Plan 
Design Challenges Book List 

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. 
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https://drive.google.com/open?id=1k9SOUID9zWykF17WBmXMYh8B75kWjAs26eyGvAeJ2Bs
https://drive.google.com/open?id=1v0xfKU5MNpSrLJWKgfDopWpkA0WrZOcBAoS74RSNAd8
https://drive.google.com/open?id=1k9SOUID9zWykF17WBmXMYh8B75kWjAs26eyGvAeJ2Bs
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing


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 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize information in 

order to solve problems individually and collaboratively and to create and communicate knowledge. 
Strand B. Creativity and Innovation: Students demonstrate creative thinking, construct knowledge, and develop innovative products

and process using technology.
Enduring Understandings: 
Digital tools offer opportunities for new experiences and means of outreach and 
collaboration that support creative and innovative approaches to problem solving 
and product development. 

Essential Questions: 
How can I use technology to solve problems and create innovate 
solutions? 
How can technology help people collaborate and communicate 
effectively? 

Grade 
Level 

Content Statement 
Students will: Indicator Indicator Instructional Guidance 

K Apply existing 
knowledge to generate 
new ideas, products, 
or processes. 

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

8.1.2.B.1 Illustrate and communicate 
original ideas and stories using 
multiple digital tools and 
resources. 

Students will utilize a camera tool to create digital media/
content such as collages related to Language Arts, Social 
Studies, Math, and/or Science content to create and/or 
accompany a story (fiction or non-fiction). 

Students will be able to utilize a choice of apps and online 
programs to produce a digital alphabet book or other digital 
story.  Each student will complete a simple slide that will 
include a letter of the alphabet, a word that begins with that 
letter and a picture of that word. Students will use a 
microphone to say their letter and pronounce their word, i.e., 
“A is for apple.” 

Use a variety of digital tools and resources to produce, 
illustrate and publish a digital book. Collaborate with peers 
discussing the roles and responsibilities of adult school 
helpers or community helpers. Include information about each 
person’s responsibilities to the school or community and 
anything that makes the person special. With guidance and 
support from the teacher, images (hand drawn/scanned, 
digital pictures or clip art) can be inserted. 
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Gingerbread Man STEAM Challenge:  Students will design and 
build a trap for the Gingerbread Man that meets the challenge 
criteria. 

Recycled Materials STEAM Challenge:  Students will bring in 
used reusable materials. Students will design and create 
something new and useful from these materials. 

Produce a Google Doc, Google Slides, or Google Drawing to 
plan or reflect upon a STEAM challenge. 

Measurements of Understanding: 
To show evidence of meeting this CPI, students may complete 
the following assessment:
● By the end of the year, students will utilize digital tools to

participate in creative endeavors/projects
creating/communicating original ideas.

● By the end of the year, students will recognize that digital
tools allow for collaboration and communication.

Pacing Guide: 
approx 5 days

Resources: 
● Google Slides or other word processing application
● Pebble Go: Jobs in the Community
● Pixie 4
● My Story Maker (free online storybook creator)

Recycled Materials Challenge Lesson Plan
● Gingerbread Man STEAM Challenge Lesson Plan
● Design Challenges Book List

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. 
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https://drive.google.com/open?id=1k9SOUID9zWykF17WBmXMYh8B75kWjAs26eyGvAeJ2Bs
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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 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize information in 

order to solve problems individually and collaboratively and to create and communicate knowledge. 
Strand C. Communication and Collaboration: Students use digital media and environments to communicate and work collaboratively,

including at a distance, to support individual learning and contribute to the learning of others.
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 Indicator Indicator Instructional Guidance 

K 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 learners 
of other cultures. 

Contribute to project 
teams to produce 
original works or 
solve problems. 

8.1.2.C.1 Engage in a variety of 
developmentally appropriate 
learning activities with 
students in other classes, 
schools, or countries using 
various media formats such as 
online collaborative tools, and 
social media. 

Inspired by a read aloud, students will write and illustrate one 
page to be included in a digital class book which will be shared 
with students in another class or school in the district. 
Take pictures of rock samples from the playground and 
surrounding area. Classify the pictures of the rocks by size, 
shape, etc. to observe the similarities and differences of the 
materials they are made of. Develop a description. Collaborate 
with students in other classes to compare rock classifications. 

Students will participate in appropriate activities connecting 
them safely to students in other parts of the state/country/world 
using online collaborative tools (i.e., Google Hangouts, Skype, 
Google Docs). 

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

● By the end of the year, students will recognize that digital
tools allow for collaboration and communication. 

● By the end of the year, students will engage in a variety of
developmentally appropriate learning activities with
students in other classes, schools, or countries using various
media formats such as online collaborative tools, and social
media.
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Pacing Guide: 
approx 3 days 

Resources: 
● ePals has developed collaborative projects about a

variety of topics for students at different grade levels.
● Skype
● Pixie 4
● Design Challenges Book List

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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https://www.epals.com/
http://nationalzoo.si.edu/Animals/WebCams/
http://nationalzoo.si.edu/Animals/WebCams/
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http://www.skype.com/
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing


Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize information in 

order to solve problems individually and collaboratively and to create and communicate knowledge. 
Strand D. Digital Citizenship: Students understand human, cultural, and societal issues related to technology and practice legal and

ethical behavior.
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 Indicator Indicator Instructional Guidance 

K Advocate and practice 
safe, legal, and 
responsible use of 
information and 
technology. 

8.1.2.D.1 Develop an understanding of 
ownership of print and 
nonprint information. 

With teacher guidance, students will review the Acceptable use 
Policy (AUP) in kindergarten appropriate language and terms. 
Students will discuss the appropriate behaviors when using 
technology. 

Students will discuss and practice the concept of one’s personal 
property and how it should be treated. 

Students will gather print or digital images from available 
resources depicting a person’s emotions. Create a caption 
describing the emotion and why they think the person is feeling 
that way. Identify and include the source and ownership of the 
image used and share. 

Measurement of Understanding
To show evidence of meeting this CPI, students may complete 
the following assessment:  
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● By the end of the year, students will develop an
understanding of ownership of print and nonprint
information.

Pacing Guide: 
approx 3 days 

Resources: 
● Common Sense Media
● Brain Pop, Jr.: Internet Safety
● Design Challenges Book List

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. 
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http://www.commonsensemedia.org/
https://jr.brainpop.com/artsandtechnology/technology/internetsafety/
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Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize information in 

order to solve problems individually and collaboratively and to create and communicate knowledge. 
Strand E. Research and Information Fluency: Students apply digital tools to gather, evaluate, and use information.
Enduring Understandings: 
Information spreads worldwide within seconds due to technological 
advancements and has an immediate impact. The ability to find, evaluate, and 
use accurate information is more important than ever in the technological age. 

Essential Questions: 
How can I use technology to solve problems? 
How does technology help people make decisions? 

Grade 
Level 

Content Statement 
Students will: Indicator Indicator Instructional Guidance 

K Plan strategies to 
guide inquiry. 

Locate, organize, 
analyze, evaluate, 
synthesize, and 
ethically use 
information from a 
variety of sources and 
media. 

Evaluate and select 
information sources 
and digital tools based 
on the appropriateness 
for specific tasks. 

8.1.2.E.1 Use digital tools and online 
resources to explore a problem 
or issue. On the class Google Document, Google Classroom Stream, or 

blog, share ways of dealing with current issues discussed. 

Plan two exit routes from various locations within the school 
using a school map with marked exits. Teacher will “block” one 
exit and students will figure out where the closest exit is. 

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 digital tools and
online resources to explore a problem or issue with the
assistance of the teacher.

● By the end of the year, students will understand that digital
tools assist one in gathering, evaluating, and using
information to make decisions and/or communicate
information.
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Pacing Guide: 
approx 2 dyas 

Resources: 
● School map
● Google Maps
● Google Classroom
● Design Challenges Book List

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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https://maps.google.com/
https://classroom.google.com/u/0/h
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Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize information in 

order to solve problems individually and collaboratively and to create and communicate knowledge. 
Strand F. Critical thinking, problem solving, and decision making: Students use critical thinking skills to plan and conduct research,

manage projects, solve problems, and make informed decisions using appropriate digital tools and resources.
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 

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

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

Collect and analyze 
data to identify 
solutions and/or make 
informed decisions. 

Use multiple 
processes and diverse 
perspectives to 
explore alternative 
solutions. 

8.1.2.F.1 Use geographic mapping tools 
to plan and solve problems. 

Using Google Maps or Google Earth, the class will locate the 
school and other chosen locations. The teacher will 
demonstrate, using yarn as a simple measuring tool, how far it 
is to and from the school and those locations. 
Discuss what happens when you are lost and what tools you 
can use to help you find your way to where you want to go. 
Students will use the GPS found on the iPad or Chromebook 
and demonstrate to the class how to use it to map out routes to 
and from locations. 

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, with support and guidance.

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

Pacing Guide: 
approx 2 days 

Resources: 
● Kid Safe Search Sites Directory
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http://www.google.com/mymaps
https://www.google.com/earth/
http://www.sldirectory.com/libsf/resf/kidsafe.html


● 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
● Additionally, any hand held GPS system may be used.
● Design Challenges Book List

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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Content Area Technology 
Standard 8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, technological design, 
computational thinking and the designed world as they relate to the individual, global society, and the environment. 

Strand A. The Nature of Technology: Creativity and Innovation Technology systems impact every aspect of the world in which we live.
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 

K The characteristics and 
scope of technology. 

8.2.2.A.1 Define products produced as 
a result of technology or of 
nature. 

Students will brainstorm a class list of examples of how technology is 
used in daily life including but not limited to the computer, cell phone, 
television, digital camera, etc. 

Class discussion about how technology tools can meet students’ needs. 

Develop a simple sketch, drawing, or physical model to illustrate how 
the shape of an object helps it function as needed to solve a given 
problem. Have students use Google Drawings or similar app to cover 
8.1.2.B.1. 

Build a Computer STEAM Challenge:  Students will build their own 
paper computer to learn about the components that make up this 
system.  Students will select their components and explain why they 
selected each part. 8.2.2.C.4 

Design a Keyboard STEAM Challenge:  Students will build their own 
paper keyboard.  Students can design a customized keyboard. 
8.1.2.A.2, 8.2.2.C.4 

Gingerbread Man STEAM Challenge:  Students will design and build a 
trap for the Gingerbread Man that meets the challenge criteria. 

8.2.2.A.2 Describe how designed 
products and systems are 
useful at school, home and 
work. 

The core concepts of 
technology. 

8.2.2.A.3 Identify a system and the 
components that work 
together to accomplish its 
purpose. 

8.2.2.A.4 Choose a product to make 
and plan the tools and 
materials needed. 

The relationships among 
technologies and the 
connections between 
technology and other 
fields of study. 

8.2.2.A.5 Collaborate to design a 
solution to a problem 
affecting the community. 
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Measures of Understanding
To show evidence of meeting this CPI, students may complete the 
following assessment:
● By the end of kindergarten, students will be able to describe how

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

Pacing Guide: 
approx 3 days 

Resources: 
● Gingerbread Man STEAM Challenge Lesson Plan
● Build a Computer STEAM Challenge Lesson Plan
● Hello Ruby: Build Your Own Computer
● Design a Keyboard STEAM Challenge
● Hello Ruby: Make a Keyboard
● Brain Pop Jr.: Parts of a Computer
● Pebble Go: Technology
● Design Challenges Book List 

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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https://docs.google.com/a/marlboro.k12.nj.us/document/d/1l0VSCHMG-DUoWR7M75YsPiwejpN-Sthm1vMOJmZCpos/edit?usp=sharing
http://www.helloruby.com/play/12
https://jr.brainpop.com/artsandtechnology/technology/partsofacomputer/
https://www.pebblego.com/
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing


Content Area Technology 
Standard 8.2  Technology Education, Engineering, Design, and Computational Thinking - Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, technological design, 
computational thinking and the designed world as they relate to the individual, global society, and the environment. 

Strand B. Technology and Society:  Knowledge and understanding of human, cultural and societal values are fundamental when designing
technological systems and products in the global society.

Enduring Understandings: 
Knowledge and understanding of human, cultural and societal values are 
fundamental when designing technology systems and products in the global 
society. 
Technology has the ability to impact and improve the lives of individuals and 
societies. 

Essential Questions: 
Why do we use technology tools? 

Grade 
Level 

Content Statement 
Students will be able to 
understand: 

Indicator Indicator Instructional Guidance 

K The cultural, social, economic 
and political effects of 
technology. 

8.2.2.B.1 Identify how technology 
impacts or improves life. 

After a class discussion of technology, students will draw a picture (in 
Google Drawings or similar app 8.1.2.B.1) of how they use a specific 
technology. 

Build a Tower STEAM Challenge:  Students will build a tower using a 
variety of student selected materials.  Challenge can be adapted to 

The effects of technology on 
the environment. 

8.2.2.B.2 Demonstrate how 
reusing a product affects 
the local and global 
environment. 
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https://drive.google.com/open?id=1juKErEtGK-liA8ZiK87jFjJD-cNIVxQZA-bev-TokRI


The role of society in the 
development and use of 
technology. 

8.2.2.B.3 Identify products or 
systems that are designed 
to meet human needs. 

meet certain criteria such as tallest, most visually appealing, and 
strongest. 

Recycled Materials STEAM Challenge:  Students will bring in used 
reusable materials such as tin cans, cereal boxes, paper towel rolls, etc. 
Students will design and create something new and useful from these 
materials.  Students can work collaboratively to create a useful product 
such as a birdhouse, a robot, pencil holder, a mailbox, etc. 

Relate advances in science and technology to environmental concerns, 
and to actions taken to address them. 

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

identify how a specific technology impacted an individual, family,
community, and/or environment.

The influence of technology 
on history. 

8.2.2.B.4 Identify how the ways 
people live and work has 
changed because of 
technology. 

Pacing Guide: 
approx 2 dyas

Resources: 
● Google Sheets
● Google Drawings or similar app
● Build a Tower STEAM Challenge Lesson Plan
● Recycled Materials STEAM Challenge Lesson Plan
● Brain Pop, Jr.: Reduce, Reuse, Recycle
● Design Challenges Book List
● Pebble Go: Reusing and Recycling
● Marlboro Township Recycling

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. 
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https://drive.google.com/open?id=1k9SOUID9zWykF17WBmXMYh8B75kWjAs26eyGvAeJ2Bs
https://sheets.google.com/
https://docs.google.com/drawings/
https://drive.google.com/open?id=1juKErEtGK-liA8ZiK87jFjJD-cNIVxQZA-bev-TokRI
https://drive.google.com/open?id=1k9SOUID9zWykF17WBmXMYh8B75kWjAs26eyGvAeJ2Bs
https://jr.brainpop.com/science/conservation/reducereuserecycle/
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing
https://www.pebblego.com/
http://www.marlboro-nj.gov/dpw_main.html
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Content Area Technology 
Standard 8.2  Technology Education, Engineering, Design, and Computational Thinking – Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, technological design, 
computational thinking and the designed world as they relate to the individual, global society, and the environment. 

Strand C. Design: The design process is a systematic approach to solving problems.
Enduring Understandings: 
The design process is a systematic approach to solving problems. 

Essential Questions: 
How can one develop a solution for a problem using the design process? 
How can one improve a product/process through the reflection/iteration 
process? 
Why is asking questions about the world an important 
characteristic/component of the design process? 

Grade 
Level 

Content Statement 
Students will be able to 
understand: 

Indicator Indicator Instructional Guidance 

K The attributes of design. 8.2.2.C.1 Brainstorm ideas on how 
to solve a problem or 
build a product. 

During a class discussion, teacher will give the class an example of a 
toy in need of repair. Students will brainstorm possible solutions. 

Teacher will make a technology toy (missing a battery, screen 
resolution) unusable. Students can work in pairs to come up with 
possible solutions to the problem. 

Gingerbread Man STEAM Challenge:  Students will design and build a 
trap for the Gingerbread Man that meets the challenge criteria. 

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

● By the end of kindergarten, students will brainstorm and devise a
plan to repair a broken toy or tool using the design process .

8.2.2.C.2 Create a drawing of a 
product or device that 
communicates its 
function to peers and 
discuss. 

8.2.2.C.3 Explain why we need to 
make new products. 

The application of 
engineering design. 

8.2.2.C.4 Identify designed 
products and brainstorm 
how to improve one used 
in the classroom. 

8.2.2.C.5 Describe how the parts 
of a common toy or tool 
interact and work as part 
of a system. 

The role of troubleshooting, 
research and development, 
invention and innovation and 

8.2.2.C.6 Investigate a product that 
has stopped working and 
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https://drive.google.com/open?id=1v0xfKU5MNpSrLJWKgfDopWpkA0WrZOcBAoS74RSNAd8


experimentation in problem 
solving. 

brainstorm ideas to 
correct the problem. 

Pacing Guide: 
approx. 5 days

Resources: 
● Technology tool or toy that is broken or inoperable
● Google Suite
● Pebble Go: Science and Engineering Practices
● Design Challenges Book List

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. 
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https://docs.google.com/
https://www.pebblego.com/
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing


Content Area Technology 
Standard 8.2  Technology Education, Engineering, Design, and Computational Thinking - Programming:  

All students will develop an understanding of the nature and impact of technology, engineering, technological design, 
computational thinking and the designed world as they relate to the individual, global society, and the environment. 

Strand D. Abilities for a Technological World:  The designed world is the product of a design process that provides the means to convert
resources into products and systems.

Enduring Understandings: 
The designed world is the product of a design process that provides the means to 
convert resources into products and systems. 
The design process is a systematic approach to solving problems. 

Essential Questions: 
How can one develop a solution for a problem using the design process? 
How can one improve a product/process through the reflection/iteration 
process? 
Why is asking questions about the world an important 
characteristic/component of the design process? 
How does one communicate/collaborate as a part of team to implement 
the design process? 

Grade 
Level 

Content Statement 
Students will understand 
how to: 

Indicator Indicator Instructional Guidance 

K Apply the design process. 8.2.2.D.1 Collaborate and apply a 
design process to solve a 
simple problem from 
everyday experiences. 

Teacher will read a book with a problem. Before the problem is resolved 
in the book, the students will complete a survey in Google Forms about 
possible solutions. The students will view and discuss the results of the 
survey before finishing the book. 

Gingerbread Man STEAM Challenge:  Students will design and build a 
trap for the Gingerbread Man that meets the challenge criteria. 

Students will participate in a grade-level/age design challenge such as, 
● drawing an animal/object with accurate proportions or
● Camouflage an animal

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

Use and maintain 
technological products and 
systems. 

8.2.2.D.2 Discover how a product 
works by taking it apart, 
sketching how parts fit, 
and putting it back 
together. 

8.2.2.D.3 Identify the strengths and 
weaknesses in a product 
or system.  

8.2.2.D.4 Identify the resources 
needed to create 
technological products or 
systems. 

Assess the impact of products 
and systems. 

8.2.2.D.5 Identify how using a tool 
(such as a bucket or 
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https://drive.google.com/open?id=1v0xfKU5MNpSrLJWKgfDopWpkA0WrZOcBAoS74RSNAd8
https://www.curiositymachine.org/challenges/15/
https://www.curiositymachine.org/challenges/15/
https://www.curiositymachine.org/challenges/43/
https://www.curiositymachine.org/challenges/43/
https://www.curiositymachine.org/challenges/43/


wagon) aids in reducing 
work. 

● By the end of kindergarten, students, as a class, will be able to
collect and post the results of a digital classroom survey about a
problem or issue and use data to suggest solutions.

● By the end of kindergarten, students will have participated in an
individual or collaborative design challenge to apply the design
process.

Pacing Guide: 
approx 5 days

Resources: 
● Curiosity Machine (for design challenges)
● Google Forms
● Gingerbread Man STEAM Challenge Lesson Plan
● Pebble Go: Science and Engineering Practices
● Design Challenges Book List

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. 
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https://www.curiositymachine.org/
https://docs.google.com/forms/u/0/
https://drive.google.com/open?id=1v0xfKU5MNpSrLJWKgfDopWpkA0WrZOcBAoS74RSNAd8
https://www.pebblego.com/
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing


Content Area Technology 
Standard 8.2  Technology Education, Engineering, Design, and Computational Thinking - Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, technological 
design, computational thinking and the designed world as they relate to the individual, global society, and the 
environment. 

Strand E. Computational Thinking: Programming: Computational thinking builds and enhances problem solving, allowing          
students to move beyond using knowledge to creating knowledge.

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 

K Computational thinking and 
computer programming as 
tools used in design and 
engineering. 

8.2.2.E.1 List and demonstrate the 
steps to an everyday 
task. 

Students will be able to list/demonstrate the steps to an everyday task 
such as brushing one’s teeth or getting ready for school in the morning. 

● Introduction to Coding via Happy Maps “unplugged activity”
(page 14).  Students will be able to move a character around a
map, arrange directions to reach a predetermined goal, predict
where a character will end up, given a list of steps.

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

8.2.2.E.2 Demonstrate an 
understanding of how a 
computer takes input 
through a series of 
written commands and 
then interprets and 
displays information as 
output. 

8.2.2.E.3 Create algorithms (sets 
of instructions) using a 
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https://drive.google.com/a/marlboro.k12.nj.us/file/d/0B53X6QXO0DKfRGFJOW5MVDJUOTQ/view?usp=sharing


predefined set of 
commands (e.g., to move 
a student or a character 
through a maze). 

● By the end of kindergarten, students will be able to communicate
with students in the United States or other countries using digital
tools to gather information about a specific topic and share results.

● “Jigsaw” (page 36); students will become familiar with basic
mouse use and the block-based programming interface they will be
using throughout the course. Students will begin by simply
dragging images on screen and then progress to dragging puzzle
pieces into the proper order.

● Students will recognize situations where they can create programs
to complete tasks using a common language, convert movements
into symbolic instructions, and relate algorithms as programs to
teammates.

8.2.2.E.4 Debug an algorithm (i.e., 
correct an error). 

8.2.2.E.5 Use appropriate terms in 
conversation (e.g., basic 
vocabulary words:  input, 
output, the operating 
system, debug, and 
algorithm). 

Pacing Guide
approx 7 days 

Resources 
● Google Docs
● Coding Resources:
● Happy Maps “unplugged activity” (page 14)
● Move it, Move it “unplugged activity (page 23)
● “Jigsaw” (page 36)
● Any programmable device including Blue Bots, Dash and Dot,

etc.
● Kodable
● Design Challenges Book List

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 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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https://drive.google.com/a/marlboro.k12.nj.us/file/d/0B53X6QXO0DKfRGFJOW5MVDJUOTQ/view?usp=sharing
https://docs.google.com/
https://drive.google.com/a/marlboro.k12.nj.us/file/d/0B53X6QXO0DKfRGFJOW5MVDJUOTQ/view?usp=sharing
https://drive.google.com/a/marlboro.k12.nj.us/file/d/0B53X6QXO0DKfRGFJOW5MVDJUOTQ/view?usp=sharing
https://drive.google.com/a/marlboro.k12.nj.us/file/d/0B53X6QXO0DKfRGFJOW5MVDJUOTQ/view?usp=sharing
https://docs.google.com/a/marlboro.k12.nj.us/spreadsheets/d/13y0yzOMpfU4jBZoeWqoL6BPNS7o7zsQ82TeOYGtYReA/edit?usp=sharing
http://www.scratchjr.org/
http://www.scratchjr.org/
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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 kindergarten and grade 1:  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, software, laptops. 

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. 
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https://www.commonsensemedia.org/sites/default/files/uploads/pdfs/iste_standards_grades_k-2-d3.pdf
https://www.commonsense.org/education/scope-and-sequence


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

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. 

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 to a network drive, printing a spreadsheet. 

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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