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# You Give o Mouse a Cookie by
Loura Numeroft

The Very Hungry Caterpillor by Fric M-l-[ RIAI.S

Cerle B Deviesstsi
The Napping house by Audrey Wood S e

Choose a picture book to read aloud:
0  Beautitul Oops by Barney Saltzberg
0 Rosie Revere Engineer by Andrea MA-I-[RIAI-S

Beatty
Q  What Do You Do With a Problem? by Q  break It Down - diferentiated

Kobi Yamada

LESSON

) d Cll()ud t B bOC)k Qq‘ to t 2 Class e
PQO [
) . L . -

LESSON

1) Read aloud this book | left to the class:

2) Explain that often times. programmers breck down their code
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PLANNING SHEETS INVITE STUDENTS TO PROGRAM

THEIR OWN THEMED DANCE!

THEME DANCE PARTY

Code a dance for the jungle. paste the animols to show the motions that will be part of the
ance. Practice your dance, and be ready to perform it!

d
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THEME DANCE PARTY
l Code a dance for the pond. paste the animals to show the motions that will be
_ _ dance. Practice your dance, and be ready to perform it!
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Cut 3 animals to include in your dance. Paste them in the blocks
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Cut3 animals to include in your danc

Code a dance for the forest. paste the animals to show the motions that
dance. Practice your dance, and be ready to perform it!

THEME DANCE PARTY
Code a dance for the ocean. Paste the animals to show the motions that will be |
dance. Practice your dance, and be ready to perform it!
®
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PROMPTS THAT INVITE STUDENTS TO WRITE A

PROGRAM FOR THEIR OWN THEMED DANCE.
INCLUDES CODING BLOCKS FOR THEM TO PLAN.
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Code a dance for an UNDERWATER
ADVENTURE. Imagine yourself as real or
mythical sea creatures. Use coding to
choreograph movements that mimic
swimming, floating, or diving.
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Code a dance for an OUTER SPACE

EXPLORATION. Imagine yourself as astrona
or aliens. Use coding commands to depic

zero gravity movements, rocket launches,
cosmic dance moves.
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Code a dance for a JUNGLE SAFARI. Use
to program movements that mimic anim

like lions, monkeys, or elephants. You can
include sound effects or music that

compliments the jungle atmosphere.
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ENGAGE STUDENTS IN PROBLEM - SOLVING,

SEQUENCING, AND DEBUGGING ALL AT ONCE WITH
FUN GAMES!

—"\— DEBUG THE CODE —~—/"~_" —"\— DEBUG THE CODE —~—/"~~ —"\— DEBUG THE CODE —~—/"~_~
Look at the code below to get the robot through the maze. Can you Look at the code below to get the robot through the maze. Can you Look at the code below to get the robot through the maze. Can you
find and fix the errors in the code? find and fix the errors in the code? find and fix the errors in the code?
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STUDENTS TAKE TURNS TO BECOME PROGRAMMERS

OR ROBOTS — WRITING OR FOLLOWING CODE!
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E e Clap, clap, stomp
- e Clap, clap, stomp, snap, snap
] et e Clap, clap, stomp, snap, snap, tap foot, tap foot, tap foot
o e Clap, clap, stomp, snap, snap, tap foot, tap foot, tap foot,
= lap drum
. JUMPSP W R
JUMP' SP\N E=
. HOP, =
. JUMP P, HIGH 2 . s
JUMP,S ’ e a . ABC
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2 STEPS FORWARD, JUMP
2 STEPS FORWARD, JUMP, SPIN
2 STEPS FORWARD, JUMP, SPIN, HOP
2 STEPS FORWARD, JUMP, SPIN, HOP, SHUFFLE
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STUDENTS COMPLETE PATTERNS AND SOLVE
RIDOLES. GREAT FOR PROBLEM SOLVING AND

PATTERN RECOGNITION - IMPORTANT CODING
SKILLS!

N \—— FINISHTHE PATTERN —~_"N_"

OBAOEA®

BABABAS
SEONEON

Cut the shapes. Then paste them to complete the pattern.

then
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STUDENTS PRACTICE DECOMPOSING, OR BREAKING

OOWN PROBLEMS. A NECESSARY CODING SKILL!

N \——REVERSE EINCINEERINC —~/" "

Look at the picture below. Then draw a picture of (or write) how you think it works, or what the inside
looks like to make it work.

/\/\ /-\./—\ P ——
" \——REVERSE ENCINEERIN

Look at the picture below. Then draw a picture of (or write) how you thi
looks like to make it work.
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" \——REVERSE ENCINEERINC —~/"N_"

Look at the picture below. Then draw a picture of (or write) how you think it works, or what the inside
looks like to make it work.

" \——REVERSE ENCINEERING

Look at the picture below. Then draw a picture of how you think it works, or what the ii
make it work.

@{

ANALOG
ALARM CLOCK
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TELEPHONE
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COMPLEITE
YEAR Pk -«

e
7 Year Clets

Kinder

PreK Cradel

6 Year Clets

Being active
Competitive
Likes surprises & treats -
Care about friends

Like sharing & explaining

April - May October - November October - November
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Howdowereada
website?
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yourself, others,and  volume, wake up) P Suggested Titles S,
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Adult
Patience &
Encoaragement

Opportunities Short
to Move Assignments

Scope & Sequence outlined by content, month, & grade Developmental considerations for each grade.

, LIPRARY W

An outline of what to teach PreK - Grade 6 students.
Laid out by content area, month, and grade level.
Developmental Considerations for each grade; includes
app & content suggestions.
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