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Description: Students will create with technology through computer-based science clubs.  They will join a club based on real-world themes and use enrichment materials that increase their access and exposure to computer science education.
Project outcome: Students will know what computer-science is, learn about coding basics, gain an increase in confidence, instill courage when trying new things, grow perseverance when problem solving and learn about computer science careers and opportunities.
Target student grade level: 
Materials target students in 4th - 8th grades, target and engage a diverse student population.
Time required: 10 hours
CA Content or Common Core State Standards addressed with this project: 

4.0 Technology 
Students know how to use contemporary and emerging technological resources in diverse and changing personal, community, and workplace environments.
5.0 Problem Solving and Critical Thinking 
Students understand how to create alternative solutions by using critical and creative thinking skills, such as logical reasoning, analytical thinking, and problem-solving techniques.
10.0 Technical Knowledge and Skills 
Students understand the essential knowledge and skills common to all pathways in the Information Technology sector
Assessment: Project completion, showcase selector - students showcase their project, participation badges/“badge activity” badges and certificates that students can earn upon completion of levels.
Materials: Strong wifi connection, computers for each student, projector, materials provided free of cost from google for education.
Lesson Plans: 
Lesson Plan: Curriculum Grant
	Lesson Topic
	 DAY 1:High Seas Activity - an introduction to Computer Science

	Lesson Rationale
	Introduce students to the concept of computer science and the programming language of Scratch.

	Standards 
	4.0 Technology 
Students know how to use contemporary and emerging technological resources in diverse and changing personal, community, and workplace environments.


	Evidence
	Activity completion

	Desired Results

	Students animate an ocean wave to create a setting and tell a story that takes place on the high seas.

	Learning/
Teaching
Activities






	Introduction:
What is Computer Science?
Presentation of new information:  
Guide students to appropriate sources by modeling on projector.
Watch instructional videos together.
Complete activities on personal devices.


	Materials Needed
	projector and computer for each student.

	Assignment / Follow-up
	Share projects


	Lesson Topic
	 DAY 2:  Decide on a theme for the club/Complete survey

	Lesson Rationale
	The club must all choose from one of the 7 themes.

	Standards 
	4.0 Technology 
Students know how to use contemporary and emerging technological resources in diverse and changing personal, community, and workplace environments.


	Evidence
	decide on theme/surveys completed

	Desired Results

	ready to begin class on day 3

	Learning/
Teaching
Activities






	Introduction:
Into. 7 different themes
Presentation of new information:  
Watch videos that accompany each theme.
Complete an anonymous vote.
Announce theme.
Complete registration and survey.



	Materials Needed
	projector and computer for each student.
club plans - handouts, worksheets, etc.

	Assignment / Follow-up
	Ready for sign-in on day 3


	Lesson Topic
	 DAY 3:  Themed Activity Begins

	Lesson Rationale
	beginning stages of understanding code and how it is used in the world todat

	Standards 
	4.0 Technology 
Students know how to use contemporary and emerging technological resources in diverse and changing personal, community, and workplace environments.


	Evidence
	progression in lessons/developing own project

	Desired Results

	several videos watched, progress on project

	Learning/
Teaching
Activities






	Introduction:
signing in, 2 browsers open
Presentation of new information:  
Watch video
complete activity
showcase selector - select a student to share project for next class
share with a partner
end of day survey



	Materials Needed
	projector and computer for each student.
club plans - handouts, worksheets, etc.

	Assignment / Follow-up
	share out discussion on projects



















































