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Content Area: Computer Science Grade(s) 6 

Unit Plan Title: Digital Citizenship 

Overview/Rationale 

During this lesson students will explore Digital Citizenship topics that affect their daily lives. They will learn about the 
necessity of properly citing your online sources, the benefits of maintaining a digital media balance, the importance of 
protecting yourself and presenting yourself well online, and how to deal with digital drama. As they are at an age when 
many of them are using the Internet for research purposes as well as creating social media accounts, playing online 
games, and interacting with others online, it is an important time to give them the tools to do these things safely, 
appropriately, and in balance with their other life activities. Students will view lesson slides, watch videos, complete 
handouts, participate in group discussions, and take quizzes on these topics. 

Standard(s) 

● 9.4.8.DC.1: Analyze the resources citations in online materials for proper use. 
● 9.4.8.DC.2: Provide appropriate citation and attribution elements when creating media products (e.g., W.6.8). 
● 9.4.8.DC.3: Describe tradeoffs between allowing information to be public (e.g. within online games) versus 

keeping information private and secure. 
● 9.4.8.DC.4: Explain how information shared digitally is public and can be searched, copied, and potentially seen 

by public audiences. 
● 9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid inappropriate forms of 

self-disclosure. 
● 9.4.8.DC.6: Analyze online information to distinguish whether it is helpful or harmful to reputation. 

Interdisciplinary Standard(s) 

ELA Companion Standards 
● RL.7.1. Cite several pieces of textual evidence and make relevant connections to support analysis of what the 

text says explicitly as well as inferences drawn from the text. 
● NJSLSA.W6. Use technology, including the Internet, to produce and publish writing and to interact and 

collaborate with others. 
● NJSLS.ELA-Literacy.W.6.8 Gather relevant information from multiple print and digital sources; assess the 

credibility of each source; and quote or paraphrase the data and conclusions of others while avoiding plagiarism 
and providing basic bibliographic information for sources. 

● NJSLS.ELA-Literacy.W.6.2 Write informative/explanatory texts to examine a topic and convey ideas, concepts, 
and information through the selection, organization, and analysis of relevant content. 

Essential Question(s) 

1. How and why should we give others credit when using their work? 
2. What are the benefits and dangers of making online information public or private? 
3. How can you protect your digital footprint and online reputation? 
4. Why is it detrimental to spend too much time online? 

Enduring Understandings 

1. Detailed examples exist to illustrate crediting others when incorporating their digital artifacts in one’s own work. 
When using information or images online you should cite your sources in order to give credit to the person who 
created the content. Online information is another person’s intellectual property and therefore using it without 
consent is considered theft of intellectual property. It can be cited by noting the website, title, author, etc. using 
MLA formatting. Fair use is part of the copyright law that states that students may use excerpts of copyrighted 
material under certain circumstances without permission from the owner for educational purposes. Creative 
commons is a nonprofit organization that provides creative works for use without copyright laws. 

2. There are tradeoffs between allowing information to be public and keeping information private and secure. You 
should protect your information online by choosing complicated passwords, making all social networking 
account settings private, not allowing strangers to “follow” or “friend” you on social media, not sharing your 
location with others, not posting personal or inappropriate information or pictures that you wouldn’t want 
everyone to see. 
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Career Readiness 

● 9.4.8.DC.1: Analyze the resources citations in online materials for proper use. 
● 9.4.8.DC.2: Provide appropriate citation and attribution elements when creating media products (e.g., W.6.8). 
● 9.4.8.DC.3: Describe tradeoffs between allowing information to be public (e.g. within online games) versus 

keeping information private and secure. 
● 9.4.8.DC.4: Explain how information shared digitally is public and can be searched, copied, and potentially 

seen by public audiences. 
● 9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid inappropriate forms of 

self-disclosure. 
● 9.4.8.DC.6: Analyze online information to distinguish whether it is helpful or harmful to reputation. 
● 9.4.8.IML.1: Critically curate multiple resources to assess the credibility of sources when searching for 

information. 
● 9.4.8.IML.2: Identify specific examples of distortion, exaggeration, or misrepresentation of information. 
● 9.4.8.IML.9: Distinguish between ethical and unethical uses of information and media (e.g., 1.5.8.CR3b, 

8.2.8.EC.2). 
● 9.4.8.IML.10: Examine the consequences of the uses of media (e.g., RI.8.7). 
● 9.4.8.IML.11: Predict the personal and community impact of online and social media activities. 

Student Learning Targets/Objectives 

● Students will learn how to properly cite their sources and the definition of the terms fair use and creative 
commons. 

● Students will analyze their own online media balance and come up with a plan of how to fix any activities that 
have become unbalanced. 

● Students will learn how to protect their information online and how to share information safely when 
necessary. 

● Students will learn the importance of protecting their digital footprint and online reputation for their 
relationships and their futures 

● Students will learn what to do if they become involved in digital drama. 

Assessments 

● Pre and Formative – The teacher will discuss, show videos, and provide written assignments about the issues 
associated with digital citizenship such as cyberbullying, too much time online, security of personal 
information, social media safety, and ethical use of others’ online materials. 

● Summative – Students will complete written worksheets and graphic organizers as well as take quiz 
assessments at the end of each topic. 

● Other assessment measures – Any student that is unable to complete the worksheets and quizzes will be 
allowed to use a more graphic depiction for their answers through adding images from the Internet. If any 
student finishes early they will be assigned to other groups/students to help them complete the assignment. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Teacher discussion, videos, and one on one assistance. 

3. Digital Footprints are publicly accessible even if only shared with a select group. Appropriate measures such as 
proper interactions can protect online reputations. It is important to present yourself positively online because 
others will see and assess you based on your online presence. A person’s online presence can affect their 
relationships with peers as well as hold them back from future opportunities such as college admissions, 
scholarships, and career opportunities. 

4. Individuals who spend too much time online risk suffering from various health issues such as eye strain, back 
problems, carpal tunnel syndrome, and lack of sleep. It can also negatively affect their relationships with their 
peers and families as well as their hobbies and activities. 
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Activities 
D 

Students will participate in class discussions, watch relevant videos, and analyze their 
own digital media use and online presence. 

Experiences 
D 

The teacher will evaluate and critique the students digital media plan and provide 
feedback. 

Resources 

● Google Classroom 
● Internet 
● TV for projection 

● Commonsense Media online quizzes 
● Slideshow with embedded videos 

Suggested Pacing Guide: 5 x 40 minute class periods 

D- Indicates differentiation at the Lesson Level. 
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Content Area: Computer Science Grade(s) 6 

Unit Plan Title: Introduction to Coding with SCRATCH 

Overview/Rationale 

During this lesson, students will discuss how computer programming and coding affect their everyday lives and 
potential career fields. Students will learn how to create and edit characters, add movement and sounds, insert loops 
and if/then statements, as well as create their own variables using the blockly coding language in SCRATCH. Each 
student will complete several mini lessons to learn the various functions and then design and code their own 
computer game for their classmates to play and provide feedback. 
Students in 6th grade typically have only been exposed to coding in elementary school through Hour of Code 
activities. This lesson in SCRATCH will teach them the next level of coding to include adding loops, if/then statements, 
as well as creating their own variables such as timers and scoreboards. 

Computer Science & Design Thinking NJSLS Standard(s) 

● 8.1.8.AP.2 - Create clearly named variables that represent different data types and perform operations on 
their values. 

● 8.1.8.AP.3 - Design and iteratively develop programs that combine control structure, including nested loops 
and compound conditionals. 

● 8.1.8.AP.4 - Decompose problems and sub-problems into parts to facilitate the design, implementation, and 
review of programs. 

● 8.1.8.AP.5 - Create procedures and parameters to organize code and make it easier to reuse. 
● 8.1.8.AP.6 - Refine a solution that meets users’ needs by incorporating feedback from team members and 

users. 
● 8.1.8.AP.7 - Design programs, incorporating existing code, media, and libraries, and give attribution. 
● 8.1.8.AP.8 - Systematically test and refine programs using a range of test cases and users. 

Interdisciplinary Standard(s) 

ELA Companion Standards 
WHST.6-8.2. Write informative/explanatory texts, including the narration of historical events, scientific procedures/ 
experiments, or technical processes. 
 
WHST.6-8.10. Write routinely over extended time frames (time for research, reflection, metacognition/self correction, and 
revision) and shorter time frames (a single sitting or a day or two) for a range of discipline-specific tasks, purposes, and 
audiences.   
 
RST.6-8.3. Follow precisely a multistep procedure when carrying out experiments, taking measurements, or performing 
technical tasks. 
 
Mathematics 
MP.4 Model with mathematics. (MS-PS1-1), (MS-PS1-5) 

Essential Question(s) 

● How/Why do computer programmers share code? 
● Why do computer programmers worry about making their code “readable?” 
● What are variables in computer programming? 
● What are control structures? 
● What is the purpose of program procedures in coding? 
● Why do computer programmers test their products? 

Enduring Understandings 
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● 9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and industries. 

Career Readiness 

● Individuals design algorithms that are reusable in many situations. 

● Algorithms that are readable are easier to follow, test, and debug. 
● Programmers create variables to store data values or different types and perform appropriate 

operations in their values. 
● Control structures are selected and combined in programs to solve more complex problems. 
● Programs use procedures to organize code and hide implementation details. Procedures can be 

repurposed in new programs. Defining parameters for procedures can generalize behavior and 
increase reusability. 

● Individuals design and test solutions to identify problems taking into consideration the diverse 
needs of the users and the community. 

 

 

● 9.4.8.TL.5: Compare the process and effectiveness of synchronous collaboration and asynchronous 
collaboration. 

Student Learning Targets/Objectives 

● Students will learn the basics of computer programming and coding languages 
● Students will learn how to add sprites and background environments to their games. 
● Students will learn how to add animation to the sprites 
● Students will learn how to add and record sounds to their games. 
● Students will learn about if/then statements in computer programming and add at least one if/then 

statement to their game to make it interactive. 
● Students will learn about variables in code and create and code their own variable (such as a scoreboard 

or timer) for their game. 

● Students will share their projects with their classmates and then act as Beta Testers to provide feedback. 

Assessments 

 
● Pre and Formative – Teacher will discuss the importance of computer programming in our everyday lives. 

The teacher will lead a classroom discussion about different ways that we use devices that are 
programmed in our everyday lives. The class will then discuss some of their favorite computer apps and 
games. 

● Summative – Students will create their own computer game including sprites, an environment, animation, 
sound, if/then statements, and variables. 

● Other assessment measures – Students will share their games with their classmates and then act as Beta 
Testers to provide feedback to their classmates. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Teacher discussion and demonstration; one on one assistance 

Activities 
D 

Create and code a game on the computer. 
Share the game with classmates. 
Beta test classmates games and provide feedback. 

Experiences 
D 

Students will have the real world experience of creating and coding their own games. 
They will also experience providing actionable feedback for their peers as well as 
receiving that feedback and being able to take those suggestions to improve their own 
work. 

Resources 
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● Internet 
● SCRATCH accounts 
● TV for demonstration purposes 
● Google Classroom to post and share games. 
● Teacher created instructional videos posted online for extra help. 

Suggested Pacing Guide: 12 x 40 minute class periods 
 
 

D- Indicates differentiation at the Lesson Level. 
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Content Area: Computer Science Grade(s) 7 

Unit Plan Title: Network Security and Digital Citizenship 

Overview/Rationale 

During this lesson students will explore Digital Citizenship topics that affect their daily lives. This lesson is a follow up 
to the topics covered in 6th Grade. Students will learn about finding media balance, the importance of our digital 
footprint, and how social media can affect our relationships. As they are at an age when many of them are using the 
Internet for research purposes as well as creating social media accounts, playing online games, and interacting with 
others online, it is an important time to give them the tools to do these things safely, appropriately, and in balance 
with their other life activities. Students will view lesson slides, watch videos, complete handouts, participate in group 
discussions, and take quizzes on these topics. 

Computer Science & Design Thinking NJSLS Standard(s) 

• 8.1.8.NI.3: Explain how network security depends on a combination of hardware, software, and 
practices that control access to data and systems.   

• 8.1.8.NI.4: Explain how new security measures have been created in response to key malware 
events. 

• 8.1.8.IC.1: Compare the trade-offs associated with computing technologies that affect individual’s 
everyday activities and career options.   

• 8.1.8.IC.2: Describe issues of bias and accessibility in the design of existing technologies. 

• 8.2.8.EC.1: Explain ethical issues that may arise from the use of new technologies. 

• 8.2.8.ETW.3: Analyze the design of a product that negatively impacts the environment or society 
and develop possible solutions to lessen its impact. 

• 8.2.8.ITH.5: Compare the impacts of a given technology on different societies, noting factors that 
may make a technology appropriate and sustainable in one society but not in another. 

• 8.2.8.ITH.2: Compare how technologies have influenced society over time. 

• 8.2.8.ITH.1: Explain how the development and use of technology influences economic, political, 
social, and cultural issues. 

Interdisciplinary Standard(s) 
ELA Companion Standards: 

• RST.6-8.4. Determine the meaning of symbols, key terms, and other domain-specific words and phrases as they 
are used in a specific scientific or technical context relevant to grades 6-8 texts and topics. 

• RST.6-8.10. By the end of grade 8, read and comprehend science/technical texts in the grades 6-8 text complexity 
band independently and proficiently. 

• NJSLSA.W8. Gather relevant information from multiple print and digital sources, assess the credibility and 
accuracy of each source, and integrate the information while avoiding plagiarism.  

• NJSLSA.W9. Draw evidence from literary or informational texts to support analysis, reflection, and research. 
 
 

Essential Question(s) 

1. What are the benefits and dangers of making online information public or private? 
2. How can you protect your digital footprint and online reputation? 
3. How can we use various digital communities to our benefit? 
4. What is cyberbullying and what should you do it you are or see someone else being cyberbullied? 

Enduring Understandings 
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1. There are tradeoffs between allowing information to be public and keeping information private and secure. You 
should protect your information online by choosing complicated passwords, making all social networking 
accounts settings private, not allowing strangers to “follow” or “friend” you on social media, not sharing your 
location with others, not posting personal or inappropriate information or pictures that you wouldn’t want 
everyone to see. 

2. Digital Footprints are publicly accessible even if shared with a select group. Appropriate measures such as proper 
interactions can protect online reputations. It is important to present yourself positively online because others 
will see and assess you based on your online presence. A person’s online presence can affect their relationships 
with peers as well as hold them back from future opportunities such as college admissions, scholarships, and 
career opportunities. 

3. Digital communities are used by individuals to share information, organize, and engage around issues and topics 
of interest. 

4. Cyber bullying “is the use of the Internet and related technologies to harm other people, in a deliberate, 
repeated, and hostile manner.” If a person is being cyber bullied they should save, take a screenshot, or print out 
the message or post, tell a trusted adult, block the individual or delete your account, notify school 
administration or police if necessary. 

Career Readiness 

● 9.4.8.DC.3: Describe tradeoffs between allowing information to be public (e.g. within online games) versus 
keeping information private and secure. 

● 9.4.8.DC.4: Explain how information shared digitally is public and can be searched, copied, and potentially 
seen by public audiences. 

● 9.4.8.DC.5: Manage digital identity and practice positive online behavior to avoid inappropriate forms of 
self-disclosure. 

● 9.4.8.DC.6: Analyze online information to distinguish whether it is helpful or harmful to reputation. 
● 9.4.8.DC.7: Collaborate with a digital community to create a digital artifact using strategies such as 

crowdsourcing or digital surveys 
● 9.4.8.IML.11: Predict the personal and community impact of online and social media activities. 

Student Learning Targets/Objectives 

● Students will learn how to protect their information online and how to share information safely when 
necessary. 

● Students will learn the importance of protecting their digital footprint and online reputation for their 
relationships and their futures. 

● Students will learn how to safely use digital communities to explore topics of interest. 
● Students will learn what cyberbullying is and what to do if you or someone you know is being cyberbullied. 

Assessments 

● Pre and Formative – The teacher will discuss, show videos, and provide written assignments about the 
issues associated with digital citizenship such as safely creating online accounts, protecting their digital 
footprint and online reputation, digital communities and cyberbullying. 

● Summative – Students will complete written worksheets and graphic organizers as well as take quiz 
assessments at the end of each topic. 

● Other assessment measures – Any students that is unable to complete the worksheets and quizzes will be 
provided 

Teaching and Learning Actions 

Instructional Strategies 
D 

Teacher discussions and demonstration, one on one assistance 

Activities 
D 

Students will view lesson slides, watch videos, complete handouts, participate in group 
discussions, and take quizzes on the topics of Digital Citizenship. 
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Experiences 
D 

Participate 

Resources 

● Google Drive accounts 
● Internet to research digital citizenship 
● Class Digital Citizenship Blog 
● Google Docs Templates 
● Example Newsletter and Overhead Projector 
● Instructions posted online on teacher webpage 

Suggested Time Frame: 6 x 40 minute class periods 

D- Indicates differentiation at the Lesson Level. 
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Content Area: Computer Science Grade(s) 7 

Unit Plan Title: Coding Apps with JavaScript 

Overview/Rationale 

During this lesson, students will discuss how computer programming and coding affect their everyday lives and potential 
career fields. Students will then participate in lessons on code.org which will teach them how to create their own app. 
Students will complete the tasks such as coding images, text, counds, and buttons using JavaScript. After completing the 
lessons they will then create their own functional app which can be played on the computer as well as downloaded to 
their phones. 
During 6th grade our students learn the basics of coding using SCRATCH. They master blockly coding by creating their 
own games with loops, if/then statements, and variables. In 7th grade they take the next step by beginning to learn the 
coding language, JavaScript, while creating their own app with images, text, sounds, and functional buttons. Students 
will be able to code with JavaScript by both using drag and drop blocks of code or by writing their own code using text. 

Computer Science NJSLS Standard(s) 

● 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using flowcharts and/or 
pseudocode. 

● 8.1.8.AP.2: Create clearly named variables that represent different data types and perform operations on 
their values. 

● 8.1.8.AP.3: Design and iteratively develop programs that combine control structures, including next loops and 
compound conditionals. 

● 8.1.8.AP.5: Create procedures with parameters to organize code and make it easier for reuse. 
● 8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from team members and 

users. 
● 8.1.8.AP.7: Design programs, incorporating existing code, media, and libraries, and give attribution. 
● 8.1.8.AP.8: Systematically test and refine programs using a range of test cases and users. 
● 8.1.8.AP.9: Document programs in order to make them easier to follow, test, and debug. 
● 8.1.8.IC.1: Compare the trade-offs associated with computing technologies that affect an individual's 

everyday activities and career options. 
● 8.1.8.IC.2: Describe issues of bias and accessibility in the design of existing technologies. 
● 8.1.8.CS.1: Recommend improvements to computing devices in order to improve the ways users interact with 

devices. 
● 8.1.8.CS.2: Design a system that combines hardware and software components to process data. 
● 8.1.8.CS.3: Justify design decisions and explain potential system trade-offs. 
● 8.1.8.CS.4: Systematically apply troubleshooting strategies to identify and resolve hardware and software 

problems in computing systems. 

Interdisciplinary Standard(s) 
ELA Companion Standards 

• RST.6-8.4. Determine the meaning of symbols, key terms, and other domain-specific words and phrases as they 
are used in a specific scientific or technical context relevant to grades 6-8 texts and topics. 

• RST.6-8.10. By the end of grade 8, read and comprehend science/technical texts in the grades 6-8 text complexity 
band independently and proficiently. 

Mathematics 
• MP.4 Model with mathematics. (MS-PS1-1), (MS-PS1-5) 

Essential Question(s) 
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● How/Why do computer programmers share code? 
● Why do computer programmers worry about making their code “readable?” 
● What are variables in computer programming? 
● What are control structures? 
● What is the purpose of program procedures in coding? 
● Why do computer programmers test their products? 
● What do we use in our daily lives that has been created by a computer programmer and how do these 

devices benefit and detract from our everyday lives? 
● What types of career fields use computer science? 
● How do the issues of bias and accessibility affect existing technologies? 
● What determines a computing systems capability to store and process information? 
● What is the purpose of a Beta tester and best practices for troubleshooting a problem? 
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Enduring Understandings 

● Individuals design algorithms that are reusable in many situations. 

● Algorithms that are readable are easier to follow, test, and debug. 
● Programmers create variables to store data values or different types and perform appropriate operations in 

their values. 
● Control structures are selected and combined in programs to solve more complex problems. 
● Programs use procedures to organize code and hide implementation details. Procedures can be repurposed in 

new programs. Defining parameters for procedures can generalize behavior and increase reusability. 
● Individuals design and test solutions to identify problems taking into consideration the diverse needs of the 

users and the community. 
● We use all types of devices and systems in our daily lives that have been programmed including computers, 

phones, cars, Smart TV’s, etc.. Advancements in computing technology can change individuals’ behaviors. 
Society is faced with trade-offs due to the increasing globalization and automation that computing brings. 

● Many career fields use computer science including general computer programming, app development, game 
design, web design, etc.. 

● Many existing technologies contain biases such as assumed sight, hearing, etc.. Today’s apps and other 
technology are attempting to account for these biases by creating more accessible apps which contain 
functions such as braille, voice to text, text to voice, language translation, ect.. 

● The study of human-computer interaction can improve the design of devices and extend the abilities of 
humans. 

● Software and hardware determine a computing systems capability to store and process information. The 
design or selection of a computing system involves multiple considerations and potential trade-offs. 

● Troubleshooting a problem is more effective when knowledge of the specific device along with a systematic 
process is used to identify the source of the problem. Beta testers are users that test the frist version of a 
product in order to provide feedback to improve the product. 

 

 

Career Readiness 

● 9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and industries. 
● 9.4.8.GCA.1: Model how to navigate cultural differences with sensitivity and respect (e.g., 1.5.8.C1a). 
● 9.4.8.TL.5: Compare the process and effectiveness of synchronous collaboration and asynchronous 

collaboration. 

Student Learning Targets/Objectives 

● Students will create an app using JavaScript. 
● Students will learn the basic principles of JavaScript. 
● Students will learn about the use of coding and computer programming in their everyday lives. 
● Students will learn about the importance of creating readable code to make it easier to follow, test, debug, 

and reuse. 
● Students will learn how to create variables to represent data and perform operations. 
● Students will learn how to design control structures including nested loops and compound conditionals 

(if/then statements). 
● Students will learn how to organize code by decomposing problems and create procedures to make the 

code easier to reuse. 
● Students will learn how to beta test their classmates’ apps to identify problems while taking into 

consideration the diverse needs of others. 
● Students will learn the basic principles of JavaScript and create an app using what they have learned. 
● Students will understand how to create text, images, sounds, and buttons using JavaScript. 
● Students will learn how coding relates to their everyday lives and future careers. 
● Students will learn about human-computer interactions to improve the design of their apps. 
● Students will determine their systems ability to store and process information. 
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● Students will learn about the basic principles of trouble shooting a product. 

Assessments 

● Pre and Formative – Before beginning their apps, students will discuss how coding is used in our world and 
possible career fields they could pursue that incorporate coding. Before they begin their own apps, they 
will complete 15 short lessons in code.org which will teach them how to design and code screens, text, 
images, sounds, and buttons. 

● Summative – Students will create their own apps based on the lessons that they have completed in 
code.org. Their apps will contain text, images, sounds, and functional buttons coded with JavaScripts. 
Each app should have at least 5 screens with connecting buttons. The final assessment will occur when 
students present their apps by sharing them with their classmates. Their classmates will then act as Beta 
Testers and troubleshoot any issues or areas of improvement and provide constructive feedback. 

● Other assessment measures – If the students are unable to create their app as described above, they will 
be instructed to create a modified app based on their abilities. For example, students could create a single 
screen app with only images and sounds. If students complete their app early they will be assigned to 
another student who needs assistance to help them in completing their app. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Teacher discussions and demonstration, one on one assistance, peer assistance 

Activities 
D 

Creating an app with text, images, sounds, and buttons using JavaScript 

Experiences 
D 

Sharing the app that they have coded with their classmates and providing feedback to 
their peers. 

Resources 

● 1:1 student computer 
● Code.org accounts for each student (signed in with Google) 
● Projection device for demonstration purposes 
● Example apps 

Suggested Time Frame: 10 x 40 minute class periods 

 
 

D- Indicates differentiation at the Lesson Level. 
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Content Area: Computer Science Grade(s) 7 

Unit Plan Title: Networking and Security on the Internet 

Overview/Rationale 

In this lesson, students will learn how information is broken down into packets and travels across networks and the 
Internet. They will learn about the importance of protocols in order for information to travel quickly and without errors. 
They will also learn about network security and the best practices that they can implement in order to protect their 
information. Students will also learn about network security and how we can protect our information and systems. They 
will also learn about malware and what security measures we need to protect our information and systems against ever 
changing malware threats. 

Computer Science & Design Thinking Standard(s) 

● 8.1.8.NI.1: Model how information is broken down into smaller pieces, transmitted as addressed packets through 
multiple devices over networks and the Internet, and reassembled at the destination. 

● 8.1.8.NI.2: Model the role of protocols in transmitting data across networks and the Internet and how they 
enable secure and errorless communication. 

● 8.1.8.NI.3: Explain how network security depends on a combination of hardware, software, and practices that 
control access to data and systems. 

● 8.1.8.NI.4: Explain how new security measures have been created in response to key malware events 
● 8.2.8.ED.1: Evaluate the function, value, and aesthetics of a technological product or system, from the perspective 

of the user and the producer.  
● 8.2.8.ED.2: Identify the steps in the design process that could be used to solve a problem. 
● 8.2.8.ED.4: Investigate a malfunctioning system, identify its impact, and explain the step-by-step process used to 

troubleshoot, evaluate, and test options to repair the product in a collaborative team. 
● 8.2.8.ED.5: Explain the need for optimization in a design process. 
 

Interdisciplinary Standard(s) 
ELA Companion Standards 

● NJSLSA.W7. Conduct short as well as more sustained research projects, utilizing an inquiry-based research 
process, based on focused questions, demonstrating understanding of the subject under investigation. 

● NJSLSA.W8. Gather relevant information from multiple print and digital sources, assess the credibility and 
accuracy of each source, and integrate the information while avoiding plagiarism. 

● NJSLSA.W9. Draw evidence from literary or informational texts to support analysis, reflection, and research. 
● W.7.7. Conduct short research projects to answer a question, drawing on several sources and generating 

additional related, focused questions for further research and investigation. 

Essential Question(s) 

● How is information delivered across networks? 

● How is information protected across networks? 

● What is malware and how can we protect against it? 

Enduring Understandings 

● Protocols, packets, and addressing are the key components for reliable delivery of information across networks. 
● The information sent and received across networks can be protected from unauthorized access and 

modification in a variety of ways. Individuals can protect their information by having a strong password, not 
sharing account information, shutting down their computer when it is not in use, not installing unapproved 
software, thinking before opening email attachments, as well as using firewalls and antivirus software. 

● The evolution of malware leads to understanding key security measures and best practices needed to 
proactively address the threat to digital data. Malware is software that is designed to disrupt, damage, or gain 
unauthorized access to a computer system. Malware is constantly changing and evolving leaving users to adopt 
defensive practices to protect their information and systems against these threats. 

 

Career Readiness 
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● 9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and industries. 
● 9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term effects to 

determine the most plausible option (e.g., MS-ETS 1-4, 6.1.8.CivicsDP.1). 

Student Learning Targets/Objectives 

● Students will learn about how information travels over networks. 
● Students will learn how they can protect their information and systems from unauthorized access. 

● Students will learn about the history and evolution of malware and how users must adapt to protect against 
the evolving threats. 

Assessments 

● Pre and Formative – Students will view a video which details how information travels over the Internet 
around the world as packets, the importance of protocols and the basic tenets of network security to protect 
against external threats such as malware. Students will then engage in a discussion about the topics learned 
and play a Kahoot to test their knowledge of what they have learned. 

● Summative – Students will work with a partner to complete an activity where they will research a key 
malware event and the security measures that have been created in response to that event. Students will 
then present their research to the class. 

● Other assessment measures – Students will also be evaluated based on their performance on the class 
Kahoot and discussions. The teacher will give one on one assistance to any students who struggle with this 
activity. Students who are struggling will be paired with a student to assist. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Instructional videos, teacher discussions and demonstration, one on one assistance, peer 
assistance 

 
Activities 

D 

Students will participate in group discussions and Kahoots. With a partner, students will 
research and present information about a key malware event and the security measures 
that have been implemented as a response to that event. 

Experiences 
D 

Participation in group discussions and Kahoots as well as participating with partners to 
create a presentation which they will then present to the class. 

Resources 

● Google Classroom and slides 
● Projection device 

Suggested Time Frame: 6 x 40 minute class periods 

D- Indicates differentiation at the Lesson Level. 
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Content Area: Computer Science Grade(s) 8 

Unit Plan Title: Binary Code and Computational Model Climate Change 

Overview/Rationale 

In this lesson, students will learn how information is broken down into packets using Binary Code and how it travels 
across networks and the Internet. During the lesson, students will learn how to write in Binary Code. They will then write 
a message to their partner and model sending that message over the Internet. Their partner will then decipher the 
message and send a response. 
Next, in groups of two, students will learn how to create a digital survey to collect and analyze data from their 
classmates. They will learn the importance of cleaning their data to remove errors and improve accuracy and will clean 
and analyze the data they have collected from their classmates. The groups will provide a presentation of the results of 
their data collection including charts and graphs. 
Lastly, with their partner, the students will analyze a climate change computational model and determine what they 

believe to be the best plan to solve the climate change problem and why. They will also research and determine what 
they feel are the best ways to use data and technology to respond to the effects of climate change. 

Computer Science & Design Thinking Standard(s) 

● 8.1.8.DA.1: Organize and transform data collected using computational tools to make it usable for a specific 
purpose. 

● 8.1.8.DA.2: Explain the difference between how the computer stores data as bits and how the data is displayed. 
● 8.1.8.DA.3: Identify the appropriate tool to access data based on file format. 
● 8.1.8.DA.4: Transform data to remove errors and improve the accuracy of the data for analysis. 
● 8.1.8.DA.5: Test, analyze, and refine computational models. 
● 8.1.8.DA.6: Analyze climate change computational models and propose refinements. 
● 8.1.8.DC.7: Collaborate within a digital community to create a digital artifact using strategies such as 

crowdsourcing or digital surveys. 
● 8.1.8.DC.8: Explain how communities use data and technology to develop measures to respond to effects of 

climate change (e.g. smart cities). 

Interdisciplinary Standard(s) 
ELA Companion Standards 

● WHST.6-8.7 Conduct short research projects to answer a question (including a self-generated question), drawing 
on several sources and generating additional related, focused questions that allow for multiple avenues of 
exploration. (MS-PS1-6) 

● 7.SP.A.1: Understand that statistics can be used to gain information about a population by examining a sample of 
the population; generalizations about a population from a sample are valid only if the sample is representative of 
that population. Understand that random sampling tends to produce representative samples and support valid 
inferences. 

● 7.SP.A2: Use data from a random sample to draw inferences about a population with an unknown characteristic 
of interest. Generate multiple samples (or simulated samples) of the same size to gauge the variation in 
estimates or predictions. For example, estimate the mean word length in a book by randomly sampling words 
from the book; predict the winner of a school election based on randomly sampled survey data. Gauge how far 
off the estimate or prediction might be. 

● NJSLSA.W7. Conduct short as well as more sustained research projects, utilizing an inquiry-based research 
process, based on focused questions, demonstrating understanding of the subject under investigation. 

● NJSLSA.W8. Gather relevant information from multiple print and digital sources, assess the credibility and 
accuracy of each source, and integrate the information while avoiding plagiarism. 

● NJSLSA.W9. Draw evidence from literary or informational texts to support analysis, reflection, and research. 
● W.7.7. Conduct short research projects to answer a question, drawing on several sources and generating 

additional related, focused questions for further research and investigation. 
Essential Question(s) 
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● How do people collect and transform data? 

● How is the collection and transformation of data influenced by different types of digital devices and the 
intended use of the data? 

● How is data represented in bits using Binary Code and translated by software tools? 
● What is the purpose of cleaning data? 
● How can we use computer models? 
● What are the benefits of digital communities? 
● How can data and technology be used to affect real world problems? 

Enduring Understandings 

● People use digital devices and tools to automate the collection, use, and transformation of data. 
● The manner in which data is collected and transformed is influenced by the type of digital device(s) available 

and the intended use of the data. 
● Data is represented in many formats. Software tools translate the low level representation of bits into a form 

understandable by individuals. Data is organized and accessible based on the application used to store it. 
● The purpose of cleaning data is to remove errors and make it easier for computers to process 
● Computer models can be used to simulate events, examine theories and inferences, or make predictions. 
● Digital technologies and data can be leveraged by communities to address effects of climate change. 
● Digital technology and data can be leveraged by communities to address effects of climate change. 

 

Career Readiness 

● 9.4.8.CI.1: Assess data gathered on varying perspectives on causes of climate change (e.g., cross cultural, 
gender-specific, generational), and determine how the data can best be used to design multiple potential 
solutions (e.g., RI.7.9, 6.SP.B.5, 7.1.NH.IPERS.6, 8.2.8.ETW.4). 

●  9.4.8.CT.1: Evaluate diverse solutions proposed by a variety of individuals, organizations, and/or agencies to a 
local or global problem, such as climate change, and use critical thinking skills to predict which one(s) are likely to 
be effective (e.g., MS-ETS1-2). 

●  9.4.8.CT.2: Develop multiple solutions to a problem and evaluate short- and long-term effects to determine the 
most plausible option (e.g., MS-ETS1-4, 6.1.8.CivicsDP.1). 

● 9.4.8.CT.3: Compare past problem-solving solutions to local, national, or global issues and analyze the 
factors that led to a positive or negative outcome. 

● 9.4.8.IML.8: Apply deliberate and thoughtful search strategies to access high-quality information on 
climate change (e.g., 1.1.8.C1b). 

● 9.4.8.TL.1: Construct a spreadsheet in order to analyze multiple data sets, identify relationships, and 
facilitate data-based decision-making. 

● 9.4.8.TL.2: Gather data and digitally represent information to communicate a real-world problem (e.g., 
MS-ESS3-4, 6.1.8.EconET.1, 6.1.8.CivicsPR.4). 

● 9.4.8.TL.3: Select appropriate tools to organize and present information digitally. 
● 9.4.8.TL.4: Synthesize and publish information about a local or global issue or event (e.g., MSLS4-5, 

6.1.8.CivicsPI.3). 
● 9.4.8.TL.6: Collaborate to develop and publish work that provides perspectives on a real-world problem. 

Student Learning Targets/Objectives 

● Students will learn how individuals can use digital devices to automate the collection, use, and transformation 
of data. 

● Students will learn about the different manners to collect and transform data with digital devices. 
● Students will learn how data is represented and organized with bits using Binary Code. 
● Students will learn about the purpose of cleaning data to remove errors. 
● Students will learn how computer models are used to simulate evans, examine theories and inferences, and 

make predictions. 

Assessments 
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● Pre and Formative – Students will view a video which details how individuals use digital devices to collect and 
transform data, how information is broken down into packets using binary code, how and why data is cleaned 
to remove errors, and how computer models are used to simulate events, examine theories and inferences, 

and make predictions. Students will then engage in a discussion about the topic learned by playing a Kahoot 
to test their knowledge of what they have learned. 

● Summative – In order to learn the basics of writing in binary code, students will first participate in a jamboard 
where they will write their first name using a number substitution cipher. Students will complete an activity 
where they learn how to write a message as a packet of binary code and send that message to a partner who 
will in turn decipher the message. 

● Other assessment measures – With a partner, students will examine The Very Simple Climate Model and 
determine the predictions that can be made based on the data that has been collected about the rising 
temperatures based on carbon emissions and CO2 concentration. The teacher will give one on one assistance 
to any students who struggle with this activity. Students who finish their messages early will be assigned a 
student to assist. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Instructional videos, teacher discussions and demonstration, one on one assistance, peer 
assistance 

 

Activities 
D 

Students will participate in group discussions and Kahoots, learn how to write their name 
in Binary Code, and send a message to their classmates to be deciphered and responded 
to using Binary Code modeling how information is sent across a network. Students will 
also analyze The Very Simple Climate Model with a partner and make predictions. 

Experiences 
D 

Participation in group discussions and Kahoots as well as participating in group work to 
send and decipher messages in Binary Code. 

Resources 

● Google Classroom and slides 

● Projection device 

● Kahoot 

● Jamboard 

● The Very Simple Climate Model - https://scied.ucar.edu/interactive/simple-climate-model 

Suggested Time Frame: 6 x 40 minute class periods 

https://scied.ucar.edu/interactive/simple-climate-model
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Content Area: Computer Science Grade(s) 8 

Unit Plan Title: Computer Programming with Python 

Overview/Rationale 

During this lesson, students will discuss how computer programming and coding affects their everyday lives and 
potential career fields. Students will then participate in lessons about coding using the Python coding language in 
codesters.com. Students will complete the tasks such as creating movement, using the coordinate plans to move sprites, 
creating shapes using the coordinate plane, and creating interaction and loops. At the end of each lesson students are 
prompted to create their own program based on the skills that they have just learned. Students are able to proceed 
through the lessons at their own pace. The students then share their program with their classmates. 

Computer Science NJSLS Standard(s) 

● 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using flowcharts and/or pseudocode. 
● 8.1.8.AP.2: Create clearly named variables that represent different data types and perform operations on their 

values. 
● 8.1.8.AP.3: Design and iteratively develop programs that combine control structures, including next loops and 

compound conditionals. 
● 8.1.8.AP.5: Create procedures with parameters to organize code and make it easier for reuse. 
● 8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from team members and users. 
● 8.1.8.AP.7: Design programs, incorporating existing code, media, and libraries, and give attribution. 
● 8.1.8.AP.8: Systematically test and refine programs using a range of test cases and users. 
● 8.1.8.AP.9: Document programs in order to make them easier to follow, test, and debug. 

Interdisciplinary Standard(s) 
ELA Companion Standards 

● MP.4 Model with mathematics. (MS-PS1-1), (MS-PS1-5) 
● 7.G.A.1: Solve problems involving scale drawings of geometric figures, including computing actual lengths and 

areas from a scale drawing and reproducing a scale drawing at a different scale. 
● 7.G.A.2:. Draw (with technology, with ruler and protractor, as well as freehand) geometric shapes with given 

conditions. Focus on constructing triangles from three measures of angles or sides, noticing when the 
conditions determine a unique triangle, more than one triangle, or no triangle 

Essential Question(s) 

● How/Why do computer programmers share code? 
● Why do computer programmers worry about making their code “readable?” 
● What are variables in computer programming? 
● What are control structures? 
● What is the purpose of program procedures in coding? 
● Why do computer programmers test their products? 
● What do we use in our daily lives that has been created by a computer programmer and how do these 

devices benefit and detract from our everyday lives? 
● What types of career fields use computer science? 

Enduring Understandings 

● Individuals design algorithms that are reusable in many situations. 

● Algorithms that are readable are easier to follow, test, and debug. 
● Programmers create variables to store data values or different types and perform appropriate operations in 

their values. 
● Control structures are selected and combined in programs to solve more complex problems. 
● Programs use procedures to organize code and hide implementation details. Procedures can be repurposed in 

new programs. Defining parameters for procedures can generalize behavior and increase reusability. 
● Individuals design and test solutions to identify problems taking into consideration the diverse needs of the 

users and the community. 
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Career Readiness 

● 9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and industries. 
● 9.4.8.IML.3: Create a digital visualization that effectively communicates a data set using formatting 

techniques such as form, position, size, color, movement, and spatial grouping (e.g., 6.SP.B.4, 
7.SP.B.8b). 

● 9.4.8.IML.4: Ask insightful questions to organize different types of data and create meaningful 
visualizations. 

● 9.4.8.IML.5: Analyze and interpret local or public data sets to summarize and effectively communicate 
the data. 

Student Learning Targets/Objectives 

● Students will learn the basics of coding with Python. 
● Students will learn how to debug a Python script. 
● Students will learn how to create a basic interactive program using Python. 
● Students will learn how to use the coordinate plane to move their sprites using Python. 
● Students will learn how to create shapes using Python. 
● Students will learn how to create interactivity between their sprites using Python. 
● Students will learn how to create loops using Python. 

Assessments 

● Pre and Formative – Before beginning the lessons, the students discuss how coding is used in our world 
and possible career fields they could pursue that incorporate coding. Students will also discuss what the 
Python coding language is, when it was developed, and by whom as well as how it differs from the coding 
languages they have learned about in the past. 

● Summative – Students will complete the lessons in codesters where they will learn how to debug code, 
create interactive programs, use the coordinate plane to move their sprites around the screen, and code 
colors and shapes. At the end of each lesson, students will create their own program meeting the learning 
goals based on what they have learned in that lesson. When they are finished, they will share their 
program with their classmates. Students are able to proceed at their own pace. 

● Other assessment measures – For students who are unable to complete the lessons, the teacher will 
provide one on one assistance and modify expectations as needed. Students who finish the lessons early 
will be used as tutors for those students who need assistance. Students who finish early will also be given 
the opportunity to continue beyond the lessons assigned to the class to more advanced skills. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Teacher discussions and demonstration, one on one assistance 

Activities 
D 

Learning how to code using the Python coding language. 

Experiences 
D 

Coding with Python. 
Sharing their programs with their classmates. 
Helping their classmates who are having difficulty with the lessons. 

Resources 

● 1:1 student computers 
● codesters.com accounts for each student 

● We use all types of devices and systems in our daily lives that have been programmed including computers, 
phones, cars, Smart TV’s, etc.. Advancements in computing technology can change individuals’ behaviors. 
Society is faced with trade-offs due to the increasing globalization and automation that computing brings. 

● Many career fields use computer science including general computer programming, app development, game 
design, web design, etc.. 
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● Projection device 
● Example teacher account to demonstrate 

Suggested Pacing Guide: 12 x 40 minute class periods 

D- Indicates differentiation at the Lesson Level. 
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Content Area: Computer Science Grade(s) 8 

Unit Plan Title: 3D Design, Animation, and Coding 

Overview/Rationale 

During this lesson, students will discuss how Virtual Reality and coded 3D environments have become a part of their 
everyday lives and potential career fields in these areas. Students will then create their own 3D environment in 
cospaces.com where they will create their own animated and coded characters with information and sounds. They will 
also learn how to create and import other 3D objects from sites such as tinkercad.com and thingiverse.com. Students 
will learn how to code their characters to move, play sounds, and interact. Students will share and present their 3D 
environments with their classmates through Google Classroom and will provide feedback to their peers. They will also 
have the opportunity to look at their environments in Virtual Reality using VR goggles. 
8th grade students at Lakeside have been exposed to basic coding through SCRATCH, JavaScript, and Python in grades 
6-8. Students will now learn how to create, animate, and code in a 3D environment. 

Computer Science & Design Thinking Standard(s) 

● 8.1.8.AP.1: Design and illustrate algorithms that solve complex problems using flowcharts and/or pseudocode. 
● 8.1.8.AP.2: Create clearly named variables that represent different data types and perform operations on their 

values. 
● 8.1.8.AP.3: Design and iteratively develop programs that combine control structures, including next loops and 

compound conditionals. 
● 8.1.8.AP.5: Create procedures with parameters to organize code and make it easier for reuse. 
● 8.1.8.AP.6: Refine a solution that meets users’ needs by incorporating feedback from team members and users. 
● 8.1.8.AP.7: Design programs, incorporating existing code, media, and libraries, and give attribution. 
● 8.1.8.AP.8: Systematically test and refine programs using a range of test cases and users. 
● 8.1.8.AP.9: Document programs in order to make them easier to follow, test, and debug. 
● 8.2.8.ED.1: Evaluate the function, value, and aesthetics of a technological product or system, from the 

perspective of the user and the producer.  
● 8.2.8.ED.2: Identify the steps in the design process that could be used to solve a problem. 
● 8.2.8.ED.4: Investigate a malfunctioning system, identify its impact, and explain the step-by-step process used to 

troubleshoot, evaluate, and test options to repair the product in a collaborative team. 
● 8.2.8.ED.5: Explain the need for optimization in a design process. 

 

Interdisciplinary Standard(s) 
ELA Companion Standards 

● MP.4 Model with mathematics. (MS-PS1-1), (MS-PS1-5) 
● 7.G.A.1: Solve problems involving scale drawings of geometric figures, including computing actual lengths and 

areas from a scale drawing and reproducing a scale drawing at a different scale. 
● 7.G.A.2:. Draw (with technology, with ruler and protractor, as well as freehand) geometric shapes with given 

conditions. Focus on constructing triangles from three measures of angles or sides, noticing when the conditions 
determine a unique triangle, more than one triangle, or no triangle 

Essential Question(s) 

● How/Why do computer programmers share code? 
● Why do computer programmers worry about making their code “readable?” 
● What are variables in computer programming? 
● What are control structures? 
● What is the purpose of program procedures in coding? 
● Why do computer programmers test their products? 
● What do we use virtual reality and 3D design in our everyday lives? 
● What types of career fields use 3D design and virtual reality? 

Enduring Understandings 
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● Individuals design algorithms that are reusable in many situations. 

● Algorithms that are readable are easier to follow, test, and debug. 
● Programmers create variables to store data values or different types and perform appropriate operations in 

their values. 
● Control structures are selected and combined in programs to solve more complex problems. 
● Programs use procedures to organize code and hide implementation details. Procedures can be repurposed in 

new programs. Defining parameters for procedures can generalize behavior and increase reusability. 
● Individuals design and test solutions to identify problems taking into consideration the diverse needs of the 

users and the community. 
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Career Readiness 

● 9.4.8.CI.4: Explore the role of creativity and innovation in career pathways and industries. 
● 9.4.8.TL.5: Compare the process and effectiveness of synchronous collaboration and asynchronous 

collaboration. 

Student Learning Targets/Objectives 

● Students will learn about creating, coding, and animating 3D environments. 
● Students will become familiar with designing with a 3D coordinate plane with an X, Y, and Z axis. 
● Students will learn how to animate and code their sprites. 
● Students will learn how to code to make their characters interactive. 
● Students will learn how to import sounds, 3D objects, and images to their 3D space. 

Assessments 

● Pre and Formative – Students will participate in a class discussion about the uses of 3D design and Virtual 
Reality in the world today as well as future career fields that use these skills. 

● Summative – Students will create their own 3D environments. Their environments will include at least 3 
animated background characters and 2 characters which are coded to be interactive. They will also include 
imported images, sounds, and 3D objects. Students will publish their 3D environments on the Google 
Classroom page and will provide constructive feedback to their peers about the functionality of their 3D 
environments. 

● Other assessment measures – For students who are unable to complete the lessons, the teacher will 
provide one on one assistance and modify expectations as needed. Students who finish the lessons early 
will be assigned to help another student who requires assistance or will be given the opportunity to 
examone the coding and animation of 3D environments created by professionals. 

Teaching and Learning Actions 

Instructional Strategies 
D 

Class discussions, teacher demonstration, and one on one assistance 

Activities 
D 

Learning how to design, animate, and code in a 3D environment. 

Experiences 
D 

Coding in a 3D environment. 
Sharing their programs with their classmates. 
Helping their classmates who are having difficulty with the lessons. 

Resources 

● 1:1 student computers 
● cospaces.com account for each student 
● Projection device 
● Example teacher account to demonstrate 

Suggested Pacing Guide: 12 x 40 minute class periods 

D- Indicates differentiation at the Lesson Level. 

● We use 3D design and virtual reality in our daily lives in film, animation, gaming, interior design and 
architecture, etc. 

● We use 3D design in many fields including 3D printing technician, medical industry, graphic designer, 
architectural designer, and video game design. We also use virtual reality in the fields of game design, military 
and law enforcement, education, and entertainment. 
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Differentiation Considerations for All Students 
 

Classroom Instruction: 
 

● All instruction for classified students will be guided by the students’ Individualized Education 

Plan (IEP) or 504 plan. 

● Regular education teachers will be responsible for differentiating instruction for classified 

students based on the instructional modifications listed in the IEP. 

● In the case of General Education - Supported Instruction (GE-SI) Classes, the special 

education teacher will be responsible for support in modifying the curriculum for the students, 

informing the classroom teacher of the modifications, and directing instructional aide(s) to 

provide support accordingly. 

● Grading will be done collaboratively by the regular and special education teachers. 

Modifications: 

● Modifications include but are not limited to: 

Extra time for assignments, modified classwork/homework assignments based on disability, 

preferential seating, study guides, copies of class notes, assistive technology and 

rewording/repeating or clarifying directions. 

In-class Assessments 
 

● All assessments are to be in line with students’ IEPs. In-class support teachers should 

modify tests for classified students. Tests may be given in the regular education classroom 

or completed with the inclusion teacher in another location with additional time. Students 

may be tested separately according to the IEP. 

● Assessment grades may be modified based on a student’s disability and in accordance 

with their IEP. 

Considerations for English Language Learners (ELLs): 
 

CLASSROOM INSTRUCTION: 

● Instruction for ESL students will be guided by their WIDA English Language Proficiency level. 

Teachers should receive this level from the ESL teacher assigned to the building. 

● General education teachers will be responsible for differentiating instruction for ELLs with the 

assistance of the ESL teacher that promotes language, literacy and content learning. 

● Sheltered Instruction Observation Protocol (SIOP) 

http://siop.pearson.com/about-siop/ 

The following 8 components provide all teachers with lesson planning and instructional 

strategies that support language and learning goals for all students. This approach to teaching 

aligns with preparing students with college and career ready skills. 

The SIOP Model components: 
1. Lesson Preparation 

2. Building Background 

3. Comprehensible Input 

4. Strategies 

5. Interaction 

http://siop.pearson.com/about-siop/
http://www.youtube.com/v/o5xK5gP_Tbw?version=3&hl=en_US
http://www.youtube.com/v/mTnHonxao70?version=3&hl=en_US
http://www.youtube.com/v/rhYI3w5I0EA?version=3&hl=en_US
http://www.youtube.com/v/GjOrFN6PEDg?version=3&hl=en_US
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6. Practice and Application 

7. Lesson Delivery 

8. Review and Assessment 

 
● In the case of Content-Based ESL (CBE), the ESL teacher and the general education teacher 

will be responsible for identifying language objectives and additional instructional strategies 

that improve proficiency in English and academic success of ELLs. Instructional strategies and 

the necessary scaffolds to promote student learning will be shared with the general education 

teacher for daily lessons that are aligned to District Curricula, CCSS, and WIDA Standards. 

The general Education teacher and ESL teacher will be co-teachers for a pre-determined 

amount of classroom instruction. 

● Grading will be done collaboratively by the regular and ESL teachers. 

MODIFICATIONS: The following are possible modifications but are not limited to this list. 

 
● Direct instruction, small group or pullout, about the contrasting letter sound correspondences, 

syllabication patterns and morphology in English supported with connections to their native 

language, native language text and/or resources, graphic organizers, visuals, sentence starters/ 

sentence frames, cloze activities, modeling, working with a partner, timeline and phrase wall 

and adapted text (in English) or specific sections of the original text, highlighted/bold-faced 

words within text. 

● Draw pictures instead of writing/speaking. 

● Match drawings with new vocabulary that might correspond. 

● Work in small groups or pairs with their English Only (EOs) peers for authentic content 

language talk and grade level modeling. 

● Write simple sentences instead of complex sentences that demonstrate an understanding of 

academic language particular to specific content. 

● Match simple sentences with new vocabulary that might apply to edit sentences. 

● Have students provide examples/explanations of the main idea in simple sentences. Revisions 

show an attempt to improve Language Control by embedding academic content vocabulary and 

Linguistic Complexity by expanding and varying sentence structures and using correct 

punctuation. 

● Draw pictures instead of writing/speaking about seasonal changes. Match drawings with new 
vocabulary (adjective word wall, content word walls) that might correspond. 

● Provide multiple opportunities for authentic speech acts to practice language skills and develop 

English fluency. 

● Total Physical Response (TPR) to model critical thinking skills like analyze and synthesize. 

● Study Guides 

 
IN CLASS ASSESSMENTS: 

 
● All formative and summative assessments will include modifications that support student’s 

English Proficiency level. ESL teachers will collaborate with regular education teachers to 

provide appropriate differentiation for assessing ELLs. 

 
Considerations for At Risk Students: 

http://www.youtube.com/v/hUrQr4GBg0g?version=3&hl=en_US
http://www.youtube.com/v/GGFTlmJmdmw?version=3&hl=en_US
http://www.youtube.com/v/sXkCZcPGxwE?version=3&hl=en_US
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● At Risk students are identified by the I&RS committee in each school. The committee works to 

understand the reasons behind the student’s low performance level in school and to create 

and implement a plan that is carried out by a variety of staff members in the building. 

● Teachers with At Risk students are notified by the I&RS committee and provided with a copy of 

the plan and a timeframe for assessing the growth of the student. There are academic as well 

as behavioral goals that are listed for the students with recommended strategies unique to 

each individual. 

● Classroom teachers are to follow the plan using instructional strategies that will help the 

student improve his/her performance while applying appropriate behavioral strategies 

consistent with the needs of the student. 

● Teachers will report student progress to the I&RS committee within the specified timeframe for 

the plan. 

 
Classroom instruction: 

 

● Teachers will use differentiated instruction for At Risk students as they do for all students in 

their class. The strategies would be guided by the I&RS plan and be consistent with the 

student’s ability and learning modality. 

Modifications: 
 

● Clarify all assignments and place specific timeframes for completion. Provide students with 

opportunity for one on one time for clarification. 

● Set clear expectations for all assignments, in and outside of class. Keep expectations within 

the framework of the I&RS plan. 

● Use positive reinforcement for all successes. Hold students to defined consequences for not 

completing work. 

● Provide time outside the normal class time for completion of work. Not completing assignments 

is unacceptable, all assignments will be completed. 

 
 

 
In Class Assessments: 

 

● At Risk students should receive any modifications listed in the I&RS plan. If necessary, 

students should be provided with extended time to complete assessments. 

Considerations for Gifted Students: 
 

● Teachers will use differentiated instruction for Gifted Students as they do for all students in 

their class. 

● Assignments and assessments can be planned and implemented with input from the student. 

● Gifted students will be provided with the opportunity to demonstrate their knowledge through a 

variety of platforms. 

● Teachers will have the latitude to provide assignments with the individual student’s ability in 

mind. 


