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KINDERGARTEN

ALGORITHMS & DESIGN

Algorithmic Problem Solving

EK-ALG-PS-01 Carry out algorithms in daily activities. o**

Machine Learning

Recognize attributes of objects to notice patterns and make

EK-ALG-ML-02 >
decisions.

Impacts of Algorithms & Design

EK-ALG-IM-03 Describe how people create algorithms to solve problems. g

PROGRAMMING

Program Development

Create a sequence of commands to solve a problem or 053
L]

EK-PRO-PD-04 )
express an idea.
Variables & Data Storage

Identify everyday gestures and symbols that represent *%

EK-PRO-VD-05 . - ;
information people use to make choices.

Reading & Documenting

EK-PRO-RD-06 Describe how a sequence of commands completes a task. o ¥

Testing & Refining

Identify a step in a sequence of commands that does not work o1

EK-PRO-TR-07
as expected.

DATA & ANALYSIS
Data Collection & Preparation

EK-DAT-DC-08 Use collected data to help answer questions. . °
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Data Investigation
EK-DAT-DI-09 !nvestlgate’a question tha.t can be answered by collecting data R .
in students’ everyday environments.
Impacts of Data Science
EK-DAT-IM-10 Invgspgatg how data cgn help a person make informed .
decisions in everyday life.
SYSTEMS & SECURITY
Hardware & Software
EK-SYS-HW-11 Examine the L.lse of tools to accomplish a task or solve a . . . . . . R . R
problem for different users.
Security
EK-SYS-SE-12 Differentiate between public and private information. .
Impacts of Computing Systems
EK-SYS-IM-13 Idennfy.responsmle behavior when using computing systems ot
and digital tools.
COMPUTING & SOCIETY
History of Computing
EK-SOC-HI-14 Identify comput.lng technologies used in daily life that have .
changed over time.
Humans & Computing
EK-SOC-HU-15 Explain tha.1t people design and develop computing R
technologies.
Career Exploration
EK-SOC-CE-16 Identify how people use digital devices at home, at school, . . . . . R .

and at work.
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FIRST GRADE

ALGORITHMS & DESIGN

Algorithmic Problem Solving

Decompose a problem or task into individual parts to develop *%

E1-ALG-PS-01 ;
an algorithm.
Machine Learning

E1-ALG-ML-02 Recognlze that Al s;{s.tems are technologies that use patterns
in data to make decisions or generate new things.
Impacts of Algorithms & Design

Explain how a change to an algorithm leads to a different *%

E1-ALG-IM-03
outcome.

PROGRAMMING

Program Development

Create code from an algorithm that includes sequence to *x

E1-PRO-PD-04 .
solve a problem or express an idea.
Variables & Data Storage

E1-PRO-VD-05 !dentlfy term§ that refer to data values that change over time
in everyday life.
Reading & Documenting

Explain the function of code that includes an event and *k
sequence.

E1-PRO-RD-06

Testing & Refining

E1-PRO-TR-07 Debug a program that includes a sequence of commands. o**
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DATA & ANALYSIS
Data Collection & Preparation
Use multiple methods to collect both numeric and non- R .

E1-DAT-DC-08 X .
numeric data to help answer questions.

Data Investigation

Compare a question that can be answered through a data
E1-DAT-DI-09 investigation and a question that can be answered through .
other means.

Impacts of Data Science

Examine a variety of data questions that address the needs of

E1-DAT-IM-10 .
a person or community.
SYSTEMS & SECURITY

Hardware & Software

Describe the purpose of basic hardware components of a

E1-SYS-HW-11 . . . . . .
computing system, using accurate terminology.

Security

E1-SYS-SE-12 Describe how to keep devices and online accounts safe from

unauthorized access.
Impacts of Computing Systems

E1-SYS-IM-13 Describe an |nf:llyldual s role in responsibly using computing R . . .
systems and digital tools.

COMPUTING & SOCIETY

History of Computing

Compare how an everyday activity changed after a specific

E1-SOC-HI-14 computing technology was introduced.
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Humans & Computing

Differentiate between activities that humans do well and

E-SOC-HUAS — iivities that computing technologies do well.
Career Exploration

E1-SOC-CE-16 Describe hoyv computing |s. used by people at home, at . . . . . .
school, and in the community.

SECOND GRADE

ALGORITHMS & DESIGN

Algorithms & Design

Create an algorithm that includes sequence, events, and *x

E2-ALG-PS-01 ) ) )
iteration to solve a problem or express an idea.

Machine Learning
E2-ALG-ML-02 Examine how data is used to train a machine learning model.

Impacts of Algorithms & Design

Describe how an algorithm might impact peers in varied

E2-ALG-IM-03 R R
situations.

PROGRAMMING

Program Development

Create code from an algorithm that includes sequence, *%
L]

E2-PRO-PD-04 events, and iteration to solve a problem or express an idea.

Variables & Data Storage

Label different representations of information with a name and o

E2-PROVD-05 |\ cther its value is constant or changes.

Reading & Documenting

E2-PRO-RD-06 Explain the steps taken to create a program. o**
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Testing & Refining
E2-PRO-TR-07 !Debu.g a program that includes sequence, events, and S
iteration.
DATA & ANALYSIS
Data Collection & Preparation
Compare numeric and non-numeric types of data in terms of
E2-DAT-DC-08 how they are collected and what information they provide. ° *
Data Investigation
E2-DAT-DI-09 Develop a question that can be answered with data. .
Impacts of Data Science
Distinguish between data collection approaches, including
E2-DAT-IM-10 those that may lead to inaccurate or biased data.
SYSTEMS & SECURITY
Hardware & Software
Explain how the basic hardware components of a computing
E2-SYS-HW-11 system work together to perform input and output (I/O) .
operations.
Security
E2-SYS-SE-12 Explain how online actions have real-world consequences. . .

Impacts of Computing Systems

Describe the benefits and harms that arise from an individual’s

E2-SYS-IM-13 use of computing systems and digital tools.
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COMPUTING & SOCIETY

History of Computing

Analyze the ways that people from different cultures,
E2-SOC-HI-14 backgrounds, and time periods have designed computing °
technologies to help them solve problems and express ideas.

Humans & Computing

Investigate situations where humans have created computing

E2-SOC-HU15 technologies to solve problems.

Career Exploration

Investigate how personal interests connect to computing in

E2-SOC-CE-16 different industries and careers.

* Standard aligned using offline assignments
** CodeMonkey Curriculum sold separately for current customers



