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Computing Systems

Devices, Hardware & Software

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

K-2.CS.01 1. Perception ° ° .

Troubleshooting

Explain the functions of common
K-2.CS.02 hardware and software components
of computing systems.

Networks & the Internet

Cybersecurity

Explain what a password is, as well as its
purpose.

K-2.NI1.01

Data & Analysis

Inference & Models

With guidance, draw conclusions, make 2. Representation
predictions, and interpret data based on & Reasoning
picture graphs or patterns with or without a
computing device

K-2.DA.01
3. Learning

Algorithms & Programming

Algorithms

Model daily processes by creating and
following algorithms (sets of step-by-step
instructions) to complete tasks (with or
without devices).

K-2.AP.01 3. Learning .
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Variables, Control, Modularity

Use problem-solving steps to break down
K-2.AP.02 a problem into smaller parts to identify 3. Learning .
patterns and possible solutions.

Program Development

Use the appropriate terms to explain the 2. Representation
K-2.AP.03 process of.finding and correcting mistakes & Reasoning .
in an algorithm or program (ex. sequences, .
looping, bugs, debugging, variables). 5. Societal Impact
Describe how computer systems can be 3. Learning
K-2.AP.04 ; - -
designed to interact with humans. 4. Natural Interaction

Impacts of Computing

Culture
K-2.1C.01 Pescrlbe past, present, and ppssnble future 5. Societal Impact R
impacts of technology on society.
Culture, Social Interactions, Safety & Regulation
Identify and explain how technologies
K-2.1C.02 are used in daily life, school, and the 5. Societal Impact ° . . . ° ° ° °
workforce.
Safety & Regulation
Describe the concept of a digital footprint
K-2.1C.03 and how to create online connections to 5. Societal Impact .

maintain safety and balance with offline
relationships.

* CodeMonkey sold separately for current customers



