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Philosophy Statement 
 
The philosophy of the Evesham Township School District is to integrate technology in all aspects of 
the school curriculum. We believe technology should be utilized as a tool to facilitate students’ 
development of skills and strategies necessary for risk-taking, problem-solving, critical thinking and 
managing resources. As digital learners, our students will engage in authentic activities that facilitate 
exploration, interaction, and global communication in an effort to prepare them for success beyond 
the classroom. Enabled with digital and civic citizenship skills, students are equipped to be 
responsible members of today's diverse global society. 
 
Teaching in the 21st century requires a new mindset that embraces a critical shift in the traditional 
roles of educators and learners. Students and teachers must become creators, sharers and 
evaluators of information and ideas, not simply users of technology. Technology is the key to thinking 
and knowing about the world; as an extension of our brains, it represents a new way of negotiating 
the challenges of variability, uncertainty, complexity and ambiguity (Prensky, 2013). Readiness in this 
century demands that students actively engage in critical thinking, communication, collaboration, and 
creativity. Technology empowers students with real-world data, tools, experts and global outreach to 
actively engage in solving meaningful problems in all areas of their lives (NJDOE, 2014).  
 
Teachers will serve as learning catalysts, orchestrating and facilitating participatory learning 
experiences, teaching through technology as opposed to simply with technology. This will enable the 
students to become the focal point of the classroom, as they become explorers and designers. 
Learners will evaluate the veracity of information, reason logically, come to evidence-based 
decisions, create relevant new knowledge, and apply this learning to authentic situations or to 
generate potential solutions (Blair, 2012; Scherer, 2011).  
 
Effective use of technology can stimulate students’ intellectual development and enable learners to 
create, revise, and reconstruct what they know about the world. Tools and applications should 
provide greater opportunities for interacting with rich-content, real-world data, and complex 
procedures that foster higher-order thinking. In order to prepare students for the challenges of our 
ever-changing society, the learning community must be adaptive and responsive to emerging 
technologies.  
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Goals for Students: 
 

In an effort to achieve the benefits and characteristics of members of a technology enriched society, 
we have established the following goals for our students: 
 Explore, evaluate, and accomplish real world tasks independently and collaboratively;  
 Use a variety of digital tools and technologies to extend understanding, investigate new 

information and assimilate knowledge in various contexts including problem solving; 
 Critically examine tools and applications to promote computational thinking and effective 

communication 
 Regulate the impact of their digital footprint 
 Demonstrate responsible behaviors in the use of technological resources; and 
 Express individual creativity. 
 
 

Goals for Teachers: 
 

Strategies and concepts presented by teachers will need to apply constructivist theory and give equal 
attention to process and product in the development of digital literacy behaviors. Toward that end, 
teachers will: 
 Design authentic learning tasks that empower students to construct their knowledge; 
 Model effective strategies for enriching student understanding; 
 Facilitate opportunities for students to use prior knowledge and life experiences to make 

connections and generalize learning in an effort to solve problems; 
 Challenge students to locate, examine, analyze, and critique information and data to make 

informed decisions 
 Reflectively and formatively assess student learning to inform and adapt instruction; 
 Participate in on-going professional development to enhance knowledge of content and strategies 

for effective instruction. 
 
Our vision is to develop a community of learners who value technology and use it in their everyday 
lives for pleasure, purpose and enrichment, both for themselves and for the world around them. 
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Program Description 
 

Elementary (K-5) 
 
The instructional program is designed to facilitate student learning and to encourage the integration 
and application of technology both in and out of the classroom. Starting in preschool, students are 
introduced to technology through informal instruction from their classroom teachers and through 
experiences in learning centers. Students in grades kindergarten through five receive formal 
instruction in a computer lab on a weekly basis from a certified teacher with technology expertise. 
Students participate in authentic activities that are designed to foster higher order thinking that 
encourages exploration, managing information, complex decision making and creating innovative 
solutions. Lab instruction focuses on computational thinking and utilizing technology for 
communication and collaboration.  
 
Elementary school computer labs are equipped with an interactive white board and enough devices 
for 1:1 access, including Chromebooks, iPads, or desktop computers. Additionally, students utilize 
other peripheral devices such as digital cameras, microphones, scanners, and webcams. Assistive 
technology is available to accommodate the needs of all learners and is selected on an individualized 
basis.  
 
Within each elementary school, technology is integrated across all settings and content areas on a 
daily basis. Many classrooms are equipped with an ActivBoard that is utilized to enhance instruction 
and make learning more interactive. In addition, each class has a minimum of five devices: iPads in 
the primary grades and Chromebooks in the upper elementary grades. Each school also has access 
to a class set of iPads or Chromebooks in order to provide 1:1 opportunities as needed. All schools 
are equipped with networked and wireless Internet access and printing capabilities. With respect to 
infrastructure, Evesham Township School District is configured through a secured domain that 
provides all users with accounts through Google Apps for Education. 
 

Middle (6-8) 
 
The instructional program builds upon the foundation set in elementary school to enhance student 
learning and to continue to encourage the integration and application of digital tools in the classroom 
and beyond. All students in grades six through eight receive formal instruction in a computer lab on a 
weekly basis from a certified teacher with technology expertise. Students participate in authentic 
activities that are designed to foster higher order thinking that encourages exploration, managing 
information, complex decision making and creating innovative solutions. Technology lab instruction 
expands on computational thinking and the utilization of technology in various contexts to facilitate 
problem solving and apply the tenets of the design process. In addition to cycle courses, students in 
grades seven and eight have the opportunity to participate in electives that support advanced 
technologies. 
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Middle school computer labs are equipped with an interactive white board and desktop computers. 
Additionally, students utilize other peripheral devices such as digital cameras, microphones, 
scanners, and webcams. Assistive technology is available to accommodate the needs of all learners 
and is selected on an individualized basis.  
 
Within each middle school, technology is integrated across all settings and content areas on a daily 
basis. Many classrooms are equipped with an ActivBoard that is utilized to enhance instruction and 
make learning more interactive. Each student is provided a district issued Chromebook annually to 
utilize throughout the school day. All schools are equipped with networked and wireless Internet 
access and printing capabilities. With respect to infrastructure, Evesham Township School District is 
configured through a secured domain that provides all users with accounts through Google Apps for 
Education. 
 
 

Modifications for Special Populations 
 
As all students are individuals it will be necessary to differentiate instruction daily to meet the needs 
of every learner.  In all cases, teachers should be consistently gathering and utilizing formative 
assessment data to drive instruction.  At times this will necessitate additional whole group lessons, 
flexible, small group instruction, individual conferring, and tiered assignments. 
 
Students who are at risk for failure or are English Language learners should be seen in small groups 
as much as possible in order to ensure additional opportunities for differentiation, modeling, and 
guided practice prior to independent practice with concepts or skills.  In addition, teachers may 
request observations from building specialists (ex. reading specialists, math coaches, etc.) or 
curriculum supervisors regarding feedback and/or recommendations for individuals.  Teachers will 
utilize the I&RS process for students who are not identified for Special Education and who are not 
making sufficient progress in any subject area. 
 
In certain cases, additional modifications are necessary to meet the needs of all students.  Students 
who are identified through the Special Education process or the Tier III Gifted and Talented process 
will have additional individualized plans that may include adjusted materials or accommodations in 
order to access the curriculum and meet the standards.  In these cases, teachers will consult IEPs or 
Tier III action plans for specific guidelines regarding instruction and materials. 
 
Teachers with Special Education students who are not making sufficient progress shall request an 
observation with the Learning Consultant and Curriculum Supervisor in order to design individualized 
recommendations regarding additional instructional strategies, specialized programs or placement 
recommendations. 
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NEW JERSEY CORE CURRICULUM CONTENT STANDARDS 

 
 
 
 
Standard 8.1 Educational Technology:  All students will use digital tools to access, 
manage, evaluate, and synthesize information in order to solve problems individually 
and collaborate and to create and communicate knowledge. 
 
 
Standard 8.2 Technology Education, Engineering, Design, and Computational  
Thinking - Programming:  All students will develop an understanding of the nature and 
impact of technology, engineering, technological design, computational thinking and 
the designed world as they relate to the individual, global society, and the environment. 
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2014 New Jersey Core Curriculum Content Standards - Technology 
Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and synthesize 

information in order to solve problems individually and collaborate and to create and communicate 
knowledge. 

Strand A. Technology Operations and Concepts: Students demonstrate a sound understanding of technology concepts, 
systems and operations. 

Grade 
Level 
Bands 

Content Statement 
Students will: 

Indicator P K 1 2 Resources 

8.1.P.A.1 Use an input device to select an 
item and navigate the screen 

I I/D D C iPads 
Interdisciplinary Units 

Understand and use 
technology systems. 

8.1.P.A.2 Navigate the basic functions of a 
browser. 

I I/D D C iPads 

8.1.P.A.3 Use digital devices to create 
stories with pictures, numbers, 
letters and words. 

I I/D D C iPads 
BrainPop 
Language Arts Curriculum  

8.1.P.A.4 Use basic technology terms in 
the proper context in 
conversation with peers and 
teachers (e.g., camera, tablet, 
Internet, mouse, keyboard, and 
printer). 

I I/D D C District Technology Terms 
Brain Pop 

P 

Select and use 
applications effectively 
and productively. 

8.1.P.A.5 Demonstrate the ability to access 
and use resources on a 
computing device. 

I I/D D C iPads 
All Content Areas 

K-2 Understand and use 
technology systems. 

8.1.2.A.1 Identify the basic features of a 
digital device and explain its 
purpose. 

 I D C United Streaming 
Brain Pop- “Parts of a 
Computer” 
ABCya.com Keyboarding 
Bees and Honey 
Train Tracker Mouse Practice 
All Content Areas 
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8.1.2.A.2 Create a document using a word 
processing application. 

  I D/C Google Docs 
Interdisciplinary STEM Units 

8.1.2.A.3 Compare the common uses of at 
least two different digital 
applications and identify the 
advantages and disadvantages 
of using each. 

  I D Digital Tools Unit 
Global Collaboration Project 
All Content Areas 

8.1.2.A.4 Demonstrate developmentally 
appropriate navigation skills in 
virtual environments (i.e. games, 
museums). 

 I I/D D Various Educational Websites 
GBL Unit 
Google Maps Unit 
All Content Areas 

8.1.2.A.5 Enter information into a 
spreadsheet and sort the 
information 

  I I/D Spreadsheet Application  
Spreadsheets Unit 
MyPlate.org 
Healthy Habits Project 
Global Collaboration Project 

8.1.2.A.6 Identify the structure and 
components of a database 

  I I/D Spreadsheet Application 
Healthy Habits Project 
MyPlate.org 
Spreadsheets Unit 

Select and use 
applications effectively 
and productively. 

8.1.2.A.7 Enter information into a database 
or spreadsheet and filter the 
information 

   I/D Spreadsheet Application 
Healthy Habits Project 
MyPlate.org 
Spreadsheets Unit 

 
 
Strand B. Creativity and Innovation: Students demonstrate creative thinking, construct knowledge and develop innovative 

products and process using technology. 
Grade 
Level 
Bands 

Content Statement 
Students will: 

Indicator P K 1 2 Resources 

P Apply existing 
knowledge to generate 
new ideas, products, 
or processes. 
 

8.1.P.B.1 Create a story about a picture 
taken by the student on a digital 
camera or mobile device. 

I I/D D C iPad Camera Tool 
Language Arts Curriculum 
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K-2 Create original works 
as a means of 
personal or group 
expression. 

8.1.2.B.1 Illustrate and communicate 
original ideas and stories using 
multiple digital tools and 
resources. 

 I I/D D/C Google Drawing 
Digital Tools Unit 
All Content Areas 

 
 
Strand C. Communication and Collaboration: Students use digital media and environments to communicate and work 

collaboratively, including at a distance, to support individual learning and contribute to the learning of others. 
Grade 
Level 
Bands 

Content Statement Indicator P K 1 2 Resources 

P 8.1.P.C.1 Collaborate with peers by 
participating in interactive digital 
games or activities. 

I I/D D C ABCya 
All Content Areas 

K-2 

Interact, collaborate, 
and publish with 
peers, experts, or 
others by employing a 
variety of digital 
environments and 
media. 
 
Communicate 
information and ideas 
to multiple audiences 
using a variety of 
media and formats. 
 
Develop cultural 
understanding and 
global awareness by 
engaging with learners 
of other cultures. 
 
Contribute to project 
teams to produce 
original works or solve 
problems. 

8.1.2.C.1 Engage in a variety of 
developmentally appropriate 
learning activities with students in 
other classes, schools, or countries 
using various media formats such 
as online collaborative tools, and 
social media. 

  I D GBL Unit 
Arcademics 
Skype 
Google Hangouts 
Facetime 
Twiducate 
Edmodo 
Coding.org 
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Strand D. Digital Citizenship: Students understand human, cultural, and societal issues related to technology and practice 

legal and ethical behavior. 
Grade 
Level 
Bands 

Content Statement 
Students will: 

Indicator P K 1 2 Resources 

K-2 Advocate and practice 
safe, legal, and 
responsible use of 
information and 
technology. 

8.1.2.D.1 Develop an understanding of 
ownership of print and nonprint 
information. 

  I/D D Brain Pop Jr. 
Common Sense Media 
USA-SOS.org 
Cybersafety Unit 
All Content Areas 

 
 
Strand E: Research and Information Fluency: Students apply digital tools to gather, evaluate, and use information. 
Grade 
Level 
Bands 

Content Statement 
Students will: 

Indicator P K 1 2 Resources 

P Plan strategies to 
guide inquiry. 

8.1.P.E.1 Use the Internet to explore and 
investigate questions with a 
teacher’s support. 

I I/D D C iPad 
Interactive White Board 
All Content Areas 

K-2 Plan strategies to 
guide inquiry 
Locate, organize, 
analyze, evaluate, 
synthesize, and 
ethically use 
information from a 
variety of sources and 
media. 
Evaluate and select 
information sources 
and digital tools based 
on the 
appropriateness for 
specific tasks. 

8.1.2.E.1 Use digital tools and online 
resources to explore a problem or 
issue. 

  I/D D/C Cybersafety Unit 
Interdisciplinary STEM Unit 
Keeping Your Community 
Clean Unit 
All Content Areas 

 



 

I:     Introductory Behavior        D:    Developing Behavior        C:    Consistent Behavior        M:    Maintenance Behavior 
13 

 
Strand F: Critical thinking, problem solving, and decision making: Students use critical thinking skills to plan and 

conduct research, manage projects, solve problems, and make informed decisions using appropriate digital tools 
and resources. 

Grade 
Level 
Bands 

Content Statement 
Students will: 

Indicator P K 1 2 Resources 

K-2 Identify and define 
authentic problems 
and significant 
questions for 
investigation. 
Plan and manage 
activities to develop a 
solution or complete a 
project. 
 
Collect and analyze 
data to identify 
solutions and/or make 
informed decisions. 
Use multiple 
processes and diverse 
perspectives to 
explore alternative 
solutions. 

8.1.2.F.1 Use geographic mapping tools to 
plan and solve problems 

  I D Google Maps Unit 
Global Collaboration Unit 
Social Science Curriculum 
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Content Area Technology 
Standard 8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, 
technological design, computational thinking and the designed world as they relate to the individual, 
global society, and the environment. 

Strand A. The Nature of Technology: Creativity and Innovation Technology systems impact every aspect of the 
world in which we live. 

Content Statement 
Students will be able to 
understand: 

Indicator K 1 2 Resources 

The characteristics and scope 
of technology. 
 

8.2.2.A.1 Define products produced as a 
result of technology or of nature. 

I D C STEM Connections Unit 

 
 

8.2.2.A.2 Describe how designed products 
and systems are useful at school, 
home and work. 

 I D STEM Connections Unit 
Science Curriculum 

The core concepts of 
technology. 

8.2.2.A.3 Identify a system and the 
components that work together to 
accomplish its purpose. 

 I/D D Science Curriculum 
Google applications 
STEM Connections Unit 

 
 

8.2.2.A.4 Choose a product to make and 
plan the tools and materials 
needed. 

  I/D STEM Connections Unit 

The relationships among 
technologies and the 
connections between 
technology and other fields of 
study. 

8.2.2.A.5 Collaborate to design a solution to 
a problem affecting the 
community. 
 

  I/D STEM Connections Unit 
Coding Unit 
Social Science Curriculum 
Healthy Habits Project 
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Content Area Technology 
Strand B. Technology and Society:  Knowledge and understanding of human, cultural and society values are 

fundamental when designing technology systems and products in the global society.  
Content Statement 
Students will be able to 
understand: 

Indicator K 1 2 Resources 

The cultural, social, economic 
and political effects of 
technology. 

8.2.2.B.1 Identify how technology impacts 
or improves life. 

I I/D C BrainPop 
Videos 
Healthy Habits Project 
STEM Connections Unit 
Making Sounds Project 

The effects of technology on the 
environment. 

8.2.2.B.2 Demonstrate how reusing a 
product affects the local and 
global environment  

 I D Keeping Your Community 
Clean 
Science Curriculum 

The role of society in the 
development and use of 
technology. 

8.2.2.B.3 Identify products or systems that 
are designed to meet human 
needs. 

 I I/D Social Science Curriculum 
STEM Connections Unit 
Healthy Habits Project 

The influence of technology on 
history. 

8.2.2.B.4 Identify how the ways people live 
and work has changed because 
of technology. 

I D C STEM Connections Unit 
If I Ruled the World Project 
Healthy Habits Project 

 
 
Content Area Technology 
Strand C. Design: The design process is a systematic approach to solving problems. 
Content Statement 
Students will be able to 
understand: 

Indicator K 1 2 Resources 

8.2.2.C.1 Brainstorm ideas on how to solve 
a problem or build a product. 

I I/D D Code.org 
STEM Connections Unit 
All Content Areas 

The attributes of design. 

8.2.2.C.2 Create a drawing of a product or 
device that communicates its 
function to peers and discuss. 

I I/D D Code.org 
Google Drawing 
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8.2.2.C.3 Explain why we need to make 
new products. 

I I/D D Code.org 
Google Drawing 
STEM Connections Unit 

8.2.2.C.4 Identify designed products and 
brainstorm how to improve one 
used in the classroom. 

I I/D D Code.org 
Google Drawing 
Science Curriculum 

The application of engineering 
design. 

8.2.2.C.5 Describe how the parts of a 
common toy or tool interact and 
work as part of a system. 

 I D Science Curriculum 
STEM Connections – Twisted 
Wave 
 

The role of troubleshooting, 
research and development, 
invention and innovation and 
experimentation in problem 
solving. 

8.2.2.C.6 Investigate a product that has 
stopped working and brainstorm 
ideas to correct the problem. 

 I D Science Curriculum 
Coding Unit 
 

 
 
Content Area Technology 
Strand D. Abilities for a Technological World:  The designed world is the product of a design process that provides 

the means to convert resources into products and systems.  
Content Statement 
Students will understand how 
to: 
 

Indicator K 1 2 Resources 

Apply the design process. 8.2.2.D.1 Collaborate and apply a design 
process to solve a simple problem 
from everyday experiences. 
 

 I D Science Curriculum 
GBL Unit 

8.2.2.D.2 Discover how a product works by 
taking it apart, sketching how 
parts fit, and putting it back 
together. 

 I D Science Curriculum 
STEM Connections – Twisted 
Wave 
 

Use and maintain technological 
products and systems. 
 

8.2.2.D.3 Identify the strengths and 
weaknesses in a product or 
system.  

 I D Science Curriculum 
STEM Connections – Twisted 
Wave 
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8.2.2.D.4 Identify the resources needed to 
create technological products or 
systems. 

 I D Science Curriculum 
STEM Connections – Twisted 
Wave 

Assess the impact of products 
and systems. 

8.2.2.D.5 Identify how using a tool (such as 
a bucket or wagon) aids in 
reducing work. 

 I D Science Curriculum 
STEM Connections – Twisted 
Wave 

 
 
Content Area Technology 
Strand E. Computational Thinking: Programming: Computational thinking builds and enhances problem solving, 

allowing students to move beyond using knowledge to creating knowledge. 
Content Statement 
Students will be able to 
understand: 

Indicator K 1 2 Resources 

8.2.2.E.1 List and demonstrate the steps to 
an everyday task. 

I D C Code.org 
Coding Units 

8.2.2.E.2 Demonstrate an understanding of 
how a computer takes input 
through a series of written 
commands and then interprets 
and displays information as 
output. 

I D C Code.org 
Coding Units 

8.2.2.E.3 Create algorithms (a sets of 
instructions) using a pre-defined 
set of commands (e.g., to move a 
student or a character through a 
maze). 

I D C Code.org 
Coding Units 
GBL Units 

8.2.2.E.4 Debug an algorithm (i.e., correct 
an error). 

I D C Code.org 
Coding Units 
GBL Units 

Computational thinking and 
computer programming as tools 
used in design and engineering. 

8.2.2.E.5 Use appropriate terms in 
conversation (e.g., basic 
vocabulary words:  input, output, 
the operating system, debug, and 
algorithm). 

I D C Code.org 
Coding Units 
GBL Units 
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2014 New Jersey Core Curriculum Content Standards - Technology 
Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and 

synthesize information in order to solve problems individually and collaborate and to create and 
communicate knowledge. 

Strand A. Technology Operations and Concepts: Students demonstrate a sound understanding of technology 
concepts, systems and operations. 

Content Statement 
Students will: 

Indicator 3 4 5 Resources 

Understand and use technology 
systems. 

8.1.5.A.1 Select and use the 
appropriate digital tools and 
resources to accomplish a 
variety of tasks including 
solving problems.  

I D C GBL Units 
Coding Units 
Roller Coaster Project 
Budget Project 
Toy Timeline Project 
STEM Connections Unit 
All Content Areas 

8.1.5.A.2 Format a document using a 
word processing application 
to enhance text and include 
graphics, symbols and/ or 
pictures. 

D C M Google Docs 
Google Slides 
Toy Timeline Project 
Roller Coaster Project 
STEM Connections Unit 
All Content Areas 

8.1.5.A.3 Use a graphic organizer to 
organize information about 
problem or issue. 

I/D D M Bubbl.us 
MindMup 
Mindmeister 
Animoto 
Career Project 
All Content Areas 

8.1.5.A.4 Graph data using a 
spreadsheet, analyze and 
produce a report that 
explains the analysis of the 
data. 

I/D D/C C Google Sheets 
Toy Timeline Project 
Budget Project 
Roller Coaster Project 
Math Curriculum Extension 

Select and use applications 
effectively and productively. 
 

8.1.5.A.5 Create and use a database 
to answer basic questions. 

 I D STEM Connections Unit 
Budget Project 
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Roller Coaster Project 
Toy Timeline Project 

8.1.5.A.6 Export data from a 
database into a 
spreadsheet; analyze and 
produce a report that 
explains the analysis of the 
data. 

  I/D STEM Connections – Old vs New 
Project 
Budget Project 
 

 
 
Strand B. Creativity and Innovation: Students demonstrate creative thinking, construct knowledge and develop 

innovative products and process using technology. 
Content Statement 
Students will: 
 

Indicator 3 4 5 Resources 

Apply existing knowledge to 
generate new ideas, products, 
or processes. 
 
Create original works as a 
means of personal or group 
expression. 

8.1.5.B.1 Collaborate to produce a 
digital story about a 
significant local event or 
issue based on first-person 
interviews. 

I/D D/C C/M Google Slides 
RAA/Literacy Connections Units 
Digital Story Apps 
Grade-based Projects 
Animoto 
PowToon App 
Language Arts Curriculum 
Social Studies Curriculum 
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Strand C. Communication and Collaboration: Students use digital media and environments to communicate and 

work collaboratively, including at a distance, to support individual learning and contribute to the learning of 
others. 

Content Statement 
 

Indicator 3 4 5 Resources 

Interact, collaborate, and 
publish with peers, experts, or 
others by employing a variety of 
digital environments and media. 
 
Communicate information and 
ideas to multiple audiences 
using a variety of media and 
formats. 
 
Develop cultural understanding 
and global awareness by 
engaging with learners of other 
cultures. 
 
Contribute to project teams to 
produce original works or solve 
problems. 

8.1.5.C.1 Engage in online 
discussions with learners of 
other cultures to investigate 
a worldwide issue from 
multiple perspectives and 
sources, evaluate findings 
and present possible 
solutions, using digital tools 
and online resources for all 
steps. 
 

I D D/C Skype 
Google Hangouts 
Blogs 
STEM Connections Units 
GBL Units 
Social Studies Curriculum 

 
 
Strand D. Digital Citizenship: Students understand human, cultural, and societal issues related to technology and 

practice legal and ethical behavior. 
Content Statement 
Students will: 

Indicator 3 4 5 Resources 

Advocate and practice safe, 
legal, and responsible use of 
information and technology. 

8.1.5.D.1 Understand the need for 
and use of copyrights. 

I/D D/C C/M RAA/Literacy Connections Units 
Google Research Tools 
EasyBib Add on 
All Content Areas 
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8.1.5.D.2 Analyze the resource 
citations in online materials 
for proper use 

 I D Common Sense Media 
Brainpop 
Google Research Tools 
CyberBee 
United Streaming 
EasyBib Add on 
All Content Areas 

Demonstrate personal 
responsibility for lifelong 
learning. 

8.1.5.D.3 Demonstrate an 
understanding of the need 
to practice cyber safety, 
cyber security, and cyber 
ethics when using 
technologies and social 
media. 

D C M USA-SOS.org 
Cyberpigs 
Brainpop 
Digital Passport 
Cybersafety Units 
STEM Connections Unit 
Roller Coaster Project 
Budget Project 
All Content Areas 

Exhibit leadership for digital 
citizenship. 

8.1.5.D.4 Understand digital 
citizenship and demonstrate 
an understanding of the 
personal consequences of 
inappropriate use of 
technology and social 
media.  

D/C C C/M Common Sense Media 
BrainPop 
STEM Connections Unit  
Roller Coaster Project 
Student Handbook 
Acceptable Use Policy 
All Content Areas 
Budget Project 
 

 
 
Strand E: Research and Information Fluency: Students apply digital tools to gather, evaluate, and use information. 
Content Statement 
Students will: 

Indicator 3 4 5 Resources 

Plan strategies to guide inquiry. 
 
Locate, organize, analyze, 
evaluate, synthesize, and 
ethically use information from a 
variety of sources and media. 
 

8.1.5.E.1 Use digital tools to research 
and evaluate the accuracy 
of, relevance to, and 
appropriateness of using 
print and non-print 
electronic information 
sources to complete a 

I D C Digital Passport (Shark Search) 
STEM Connections Units 
Budget Project 
Roller Coaster Project 
All Content Areas 
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Evaluate and select information 
sources and digital tools based 
on the appropriateness for 
specific tasks. 

variety of tasks. 

 
Strand F: Critical thinking, problem solving, and decision making: Students use critical thinking skills to plan and 

conduct research, manage projects, solve problems, and make informed decisions using appropriate digital 
tools and resources. 

Content Statement 
Students will: 
 

Indicator 3 4 5 Resources 

Identify and define authentic 
problems and significant 
questions for investigation. 
Plan and manage activities to 
develop a solution or complete 
a project. 
Collect and analyze data to 
identify solutions and/or make 
informed decisions. 
Use multiple processes and 
diverse perspectives to explore 
alternative solutions 

8.1.5.F.1 Apply digital tools to collect, 
organize, and analyze data 
that support a scientific 
finding. 

I/D D C Google Sheets, Forms 
Survey Tools 
RCDB.com 
STEM Connections Unit 
Roller Coaster Project 
Science Curriculum 
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Content Area Technology 
Standard 8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, 
technological design, computational thinking and the designed world as they relate to the individual, 
global society, and the environment. 

Strand A. The Nature of Technology: Creativity and Innovation Technology systems impact every aspect of the 
world in which we live. 

Content Statement 
Students will be able to 
understand: 

Indicator 3 4 5 Resources 

8.2.5.A.1 Compare and contrast how 
products made in nature 
differ from products that are 
human made in how they 
are produced and used. 

D D/C C/M Science Curriculum 
STEM Connections Unit 
Google Applications 

The characteristics and scope 
of technology. 

8.2.5.A.2 Investigate and present 
factors that influence the 
development and function 
of a product and a system. 

D D/C C/M Science Curriculum 
Google Applications 
STEM Connections – Old vs New 
Project 

8.2.5.A.3 Investigate and present 
factors that influence the 
development and function 
of products and systems, 
e.g., resources, criteria and 
constraints. 

D D/C C/M Science Curriculum 
Google Applications 
STEM Connections – Old vs New 
Project 

The core concepts of 
technology. 

8.2.5.A.4 Compare and contrast how 
technologies have changed 
over time due to human 
needs and economic, 
political and/or cultural 
influences. 

I D/C C/M Timeline Project 
Spreadsheets 
STEM Connections – Old vs New 
Project 
Toy Timeline Project 

The relationships among 
technologies and the 
connections between 
technology and other fields of 
study. 

8.2.5.A.5 Identify how improvement in 
the understanding of 
materials science impacts 
technologies. 
 

I D C Science Curriculum 
STEM Connections – Old vs New 
Project 
Financial Literacy Unit 
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Content Area Technology 
Strand B. Technology and Society:  Knowledge and understanding of human, cultural and society values are 

fundamental when designing technology systems and products in the global society. 
Content Statement 
Students will be able to 
understand: 

Indicator 3 4 5 Resources 

The cultural, social, economic 
and political effects of 
technology.  
 

8.2.5.B.1  Examine ethical 
considerations in the 
development and 
production of a product 
through its life cycle. 

 I D/C Science Curriculum 
Social Studies Curriculum 
STEM Connections – Old vs New 
Project 
Toy Timeline Project 

8.2.5.B.2 Examine systems used for 
recycling and recommend 
simplification of the systems 
and share with product 
developers. 

 I D/C Science Curriculum 
STEM Connections Unit 
Social Studies Curriculum 
 

The effects of technology on the 
environment. 
 

8.2.5.B.3 Investigate ways that 
various technologies are 
being developed and used 
to reduce improper use of 
resources. 

 I D/C Science Curriculum 
Social Studies Curriculum 
STEM Connection – Ocean 
Pollution unit 

8.2.5.B.4 Research technologies that 
have changed due to 
society’s changing needs 
and wants. 

 I D/C Social Studies Curriculum 
STEM Connections – Old vs New 
Project 
Toy Timeline Project 

The role of society in the 
development and use of 
technology. 

8.2.5.B.5 Explain the purpose of 
intellectual property law. 

I D/C C Common Sense Media 
Cyberpigs 

The influence of technology on 
history. 

8.2.5.B.6 Compare and discuss how 
technologies have 
influenced history in the 
past century. 

I D C Interdisciplinary Connection: 
Science & Social Studies 
Financial Literacy Unit 
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Content Area Technology 
Strand C. Design: The design process is a systematic approach to solving problems. 
Content Statement 
Students will be able to 
understand: 

Indicator 3 4 5 Resources 

8.2.5.C.1 Collaborate with peers to 
illustrate components of a 
designed system. 

I D C Science Curriculum 
5th Grade Enrichment 

8.2.5.C.2 Explain how specifications 
and limitations can be used 
to direct a product’s 
development. 

I D C Toy Timeline Project 
Science Curriculum 
5th Grade Enrichment 

The attributes of design.  

8.2.5.C.3 Research how design 
modifications have lead to 
new products. 

I D C Toy Timeline Project 
Science Curriculum 
5th Grade Enrichment 

8.2.5.C.4 Collaborate and brainstorm 
with peers to solve a 
problem evaluating all 
solutions to provide the best 
results with supporting 
sketches or models. 

I D C Science Curriculum 
5th Grade Enrichment 

The application of engineering 
design. 
 

8.2.5.C.5 Explain the functions of a 
system and subsystems. 

I D C Science Curriculum 
 

8.2.5.C.6 Examine a malfunctioning 
tool and identify the process 
to troubleshoot and present 
options to repair the tool.  

I D C Science Curriculum 
 

The role of troubleshooting, 
research and development, 
invention and innovation and 
experimentation in problem 
solving. 8.2.5.C.7 Work with peers to redesign 

an existing product for a 
different purpose. 

I D C Science Curriculum 
5th Grade Enrichment 
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Content Area Technology 
Strand D. Abilities for a Technological World:  The designed world is the product of a design process that provides 

the means to convert resources into products and systems.  
Content Statement 
Students will understand how 
to: 
 

Indicator 3 4 5 Resources 

8.2.5.D.1 Identify and collect 
information about a problem 
that can be solved by 
technology, generate ideas 
to solve the problem, and 
identify constraints and 
trade-offs to be considered. 

I/D D/C C Science Curriculum 
Coding Units 
GBL Units 
 

Apply the design process. 

8.2.5.D.2 Evaluate and test 
alternative solutions to a 
problem using the 
constraints and trade-offs 
identified in the design 
process to evaluate 
potential solutions. 

I/D D/C C Science Curriculum 
Coding Units 
GBL Units 

8.2.5.D.3 Follow step by step 
directions to assemble a 
product or solve a problem. 

I/D C C/M Science Curriculum 

8.2.5.D.4 Explain why human-
designed systems, 
products, and environments 
need to be constantly 
monitored, maintained, and 
improved.  

I D C Toy Timeline Project 
Science Curriculum 
Language Arts Curriculum 
Social Studies Curriculum 

Use and maintain technological 
products and systems. 
 

8.2.5.D.5 Describe how resources 
such as material, energy, 
information, time, tools, 
people and capital are used 
in products or systems. 

 I D Science Curriculum 
Social Studies Curriculum 
Language Arts Curriculum 
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8.2.5.D.6 Explain the positive and 
negative effect of products 
and systems on humans, 
other species and the 
environment, and when the 
product or system should 
be used. 

I D C Science Curriculum 
Social Studies Curriculum 
STEM Connections – 
Weather/Natural Disasters  

Assess the impact of products 
and systems. 
 

8.2.5.D.7 Explain the impact that 
resources such as energy 
and materials used in a 
process to produce 
products or system have on 
the environment.  

I D C Science Curriculum 
Social Studies Curriculum 
STEM Connections – Ocean 
Pollution  

 
 
Content Area Technology 
Strand E. Computational Thinking: Programming: Computational thinking builds and enhances problem solving, 

allowing students to move beyond using knowledge to creating knowledge. 
Content Statement 
Students will be able to 
understand: 

Indicator Indicator 3 4 5 Resources 

8.2.5.E.1 Identify how computer 
programming impacts our 
everyday lives. 

D D/C C Code.org 
Tynker 
Coding Units 

8.2.5.E.2 Demonstrate an 
understanding of how a 
computer takes input of 
data, processes and stores 
the data through a series of 
commands, and outputs 
information. 

D C C/M Code.org 
Tynker 
Coding Units 

Computational thinking and 
computer programming as tools 
used in design and engineering. 

8.2.5.E.3 Using a simple, visual 
programming language, 
create a program using 
loops, events and 
procedures to generate 
specific output. 

D D/C C Code.org 
Tynker 
Coding Units 
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8.2.5.E.4 Use appropriate terms in 
conversation (e.g., 
algorithm, program, debug, 
loop, events, procedures, 
memory, storage, 
processing, software, 
coding, procedure, and 
data). 
 

D C D/M Code.org 
Tynker 
Coding Units 

 



 

30 

 
 
 
 
 
 
 
 
 

 
TECHNOLOGY 

PROFICIENCIES AND ELABORATIONS 
2014 NEW JERSEY CORE CURRICULUM CONTENT 

STANDARDS – TECHNOLOGY 
 

GRADE SIX  ●  GRADE SEVEN ●  GRADE EIGHT 
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2014 New Jersey Core Curriculum Content Standards - Technology 
Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and 

synthesize information in order to solve problems individually and collaborate and to create and 
communicate knowledge. 

Strand A. Technology Operations and Concepts: Students demonstrate a sound understanding of 
technology concepts, systems and operations. 

Content Statement 
Students will: 

Indicator 6 7 8 Resources 

Understand and use 
technology systems. 

8.1.8.A.1 Demonstrate knowledge of a 
real world problem using digital 
tools. 
 

D/C C M www.21things4students.net 
www.commonsensemedia.com 
Advertising Elective 
PLTW Units 
Web Design 
All Content Areas 

8.1.8.A.2 Create a document (e.g. 
newsletter, reports, 
personalized learning plan, 
business letters or flyers) using 
one or more digital applications 
to be critiqued by professionals 
for usability. 

D D/C M 6-Favorite Family Recipe Flyer 
7-Movie Ad Review 
8-Mail Merge, Teen Tribune 
Newsletter 
Advertising Elective 

8.1.8.A.3 Use and/or develop a simulation 
that provides an environment to 
solve a real world problem or 
theory. 

I D D/C Coding 
Science Curriculum  
PLTW Unit(s) 
Web Design 
Math Curriculum 

8.1.8.A.4 Graph and calculate data within 
a spreadsheet and present a 
summary of the results 

 I/D D 7-My Day 
8-Connect to Math Statistics 
Web Design 
Math & Science Curriculum 

Select and use 
applications effectively 
and productively. 

8.1.8.A.5 Create a database query, sort 
and create a report and 
describe the process, and 
explain the report results.  

I D C 8-Mystery Database, Teacher 
Database, Obvibase 
 

http://www.21things4students.net/�
http://www.commonsensemedia.com/�
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Content Area Technology 
Content Statement 
Students will: 

Indicator 6 7 8 Resources 

Apply existing knowledge 
to generate new ideas, 
products, or processes. 
 
Create original works as a 
means of personal or 
group expression. 

8.1.8.B.1 Synthesize and publish 
information about a local or 
global issue or event (ex. 
telecollaborative project, blog, 
school web). 

I/D D/C C EPals 
Edmodo 
Classroom Applications: Service 
Learning Project (PSAs, Science 
Experiments, Persuasive Writing, 
Web Design) 
Digital Photography 
Web Design 

 
 
Content Area Technology 
Strand C. Communication and Collaboration: Students use digital media and environments to communicate 

and work collaboratively, including at a distance, to support individual learning and contribute to the 
learning of others. 

Content Statement 
Students will: 

Indicator 6 7 8 Resources 

Interact, collaborate, and 
publish with peers, 
experts, or others by 
employing a variety of 
digital environments and 
media. 
 
Communicate information 
and ideas to multiple 
audiences using a variety 
of media and formats. 
 
Develop cultural 
understanding and global 
awareness by engaging 
with learners of other 
cultures. 

8.1.8.C.1 Collaborate to develop and 
publish work that provides 
perspectives on a global 
problem for discussions with 
learners from other countries.  

D D C Google Hangouts/Skype 
Edmodo 
Blogs 
Classroom Applications: Service 
Learning Project  
Web Design 
Social Studies Curriculum 
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Contribute to project 
teams to produce original 
works or solve problems. 
 
 
Content Area Technology 
Standard 8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, and 

synthesize information in order to solve problems individually and collaborate and to create and 
communicate knowledge. 

Strand D. Digital Citizenship: Students understand human, cultural, and societal issues related to technology and 
practice legal and ethical behavior. 

Content Statement 
Students will: 

Indicator 6 7 8 Resources 

Advocate and practice 
safe, legal, and 
responsible use of 
information and 
technology. 

8.1.8.D.1 Understand and model 
appropriate online behaviors 
related to cyber safety, cyber 
bullying, cyber security, and 
cyber ethics including 
appropriate use of social media. 

D D/C M www.USA-SOS.org 
www.dogonews.com 
www.tweentribune.com 
www.21things4students.net 
Acceptable Use Policy/Code of 
Conduct 
Scratch Elective 
Digital Photography 
Advertising Elective 
Web Design 
All Content Areas 

Demonstrate personal 
responsibility for lifelong 
learning. 

8.1.8.D.2 Demonstrate the application of 
appropriate citations to digital 
content. 

D C M EasyBib Add-on 
Google Drive Research Tool  
Interdisciplinary Connection 
(Science, Literacy) 
Advertising Elective 
Web Design 
All Content Areas 

http://www.usa-sos.org/�
http://www.dogonews.com/�
http://www.tweentribune.com/�
http://www.21things4students.net/�
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8.1.8.D.3 Demonstrate an understanding 
of fair use and Creative 
Commons to intellectual 
property. 

D C M www.cyberbee.com  
www.creativecommons.org  
www.21things4students.net (Be 
Legal & Fair) 
Advertising Elective 
Web Design 
All Content Areas 

8.1.8.D.4 Assess the credibility and 
accuracy of digital content.  
 

D C M www.novemberlearning.com 
library/media curriculum 
Web Design 
All Content Areas 

Exhibit leadership for 
digital citizenship. 

8.1.8.D.5 Understand appropriate uses 
for social media and the 
negative consequences of 
misuse  

I D C 21things4students.net (Social 
Networking) 
Digital Photography 
All Content Areas 

 
 
Content Area Technology 
Strand E: Research and Information Fluency: Students apply digital tools to gather, evaluate, and use information. 
Content Statement 
Students will: 

Indicator Indicator 6 7 8 Resources 

Plan strategies to guide 
inquiry. 
 
Locate, organize, 
analyze, evaluate, 
synthesize, and ethically 
use information from a 
variety of sources and 
media. 
 
Evaluate and select 
information sources and 
digital tools based on the 
appropriateness for 
specific tasks. 
 

8.1.8.E.1 Effectively use a variety of 
search tools and filters in 
professional public databases to 
find information to solve a real 
world problem. 
 

I/D D/C C/M Interdisciplinary connections: ADT 
Web Design Elective 
Digital Photography  
Advertising Elective 
Web Design 
All Content Areas 

http://www.cyberbee.com/�
http://www.creativecommons.org/�
http://www.21things4students.net/�
http://www.novemberlearning.com/�
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Process data and report 
results. 
 
 
Content Area Technology 
Strand F: Critical thinking, problem solving, and decision making: Students use critical thinking skills to plan and 

conduct research, manage projects, solve problems, and make informed decisions using appropriate digital 
tools and resources. 

Content Statement 
Students will: 
 

Indicator 6 7 8 Resources 

Identify and define 
authentic problems and 
significant questions for 
investigation. 
 
Plan and manage 
activities to develop a 
solution or complete a 
project. 
 
Collect and analyze data 
to identify solutions 
and/or make informed 
decisions. 
 
Use multiple processes 
and diverse perspectives 
to explore alternative 
solutions. 

8.1.8.F.1 Explore a local issue, by using 
digital tools to collect and 
analyze data to identify a 
solution and make an informed 
decision.  

I/D D/C C Google Forms & Spreadsheet 
Classroom Application: Service 
Learning Project (PSA),  
Social Studies Tolerance Unit 
Web Design 
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Content Area Technology 
Standard 8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 

All students will develop an understanding of the nature and impact of technology, engineering, 
technological design, computational thinking and the designed world as they relate to the individual, 
global society, and the environment. 

Strand A. The Nature of Technology: Creativity and Innovation: Technology systems impact every aspect of the 
world in which we live. 

Content Statement 
Students will be able to 
understand: 

Indicator 6 7 8 Resources 

The characteristics and 
scope of technology. 

8.2.8.A.1 Research a product that was 
designed for a specific demand 
and identify how the product 
has changed to meet new 
demands (i.e. telephone for 
communication - smart phone 
for mobility needs). 

 X X ADT/PLTW 
Game Design 

8.2.8.A.2 Examine a system, consider 
how each part relates to other 
parts, and discuss a part to 
redesign to improve the system. 

X X X All ADT Units/Science 
Game Design  

The core concepts of 
technology. 

8.2.8.A.3 Investigate a malfunction in any 
part of a system and identify its 
impacts. 

X X X ADT/Science  

8.2.8.A.4 Redesign an existing product 
that impacts the environment to 
lessen its impact(s) on the 
environment. 

 X X ADT/PLTW- Green Architecture, 
Consumerism 

The relationships among 
technologies and the 
connections between 
technology and other 
fields of study. 8.2.8.A.5 Describe how resources such 

as material, energy, information, 
time, tools, people, and capital 
contribute to a technological 
product or system. 

 X X Social Studies 
PLTW Units 
Virtual Worlds Elective 
Game Design  
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Content Area Technology 
Strand B. Technology and Society:  Knowledge and understanding of human, cultural and society values are 

fundamental when designing technology systems and products in the global society. 
Content Statement 
Students will be able to 
understand: 

Indicator 6 7 8 Resources 

8.2.8.B.1 Evaluate the history and impact 
of sustainability on the 
development of a designed 
product or system over time and 
present results to peers. 

X X X Webdesign Elective 
PLTW Units 
Science 
Social Studies 
iPublish 
Web Design 

The cultural, social, 
economic and political 
effects of technology. 
 

8.2.8.B.2 Identify the desired and 
undesired consequences from 
the use of a product or system. 

X X X PLTW- Energy & the Environment 
Science 
Social Studies 

8.2.8.B.3 Research and analyze the 
ethical issues of a product or 
system on the environment and 
report findings for review by 
peers and /or experts. 

 X X Webdesign Elective 
iPublish 
PLTW Units 
Energy & the Environment 
Science  
Web Design 

The effects of technology 
on the environment. 

8.2.8.B.4 Research examples of how 
humans can devise 
technologies to reduce the 
negative consequences of other 
technologies and present your 
findings. 

X X X Science  
PLTW Units 
Web Design  

The role of society in the 
development and use of 
technology. 

8.2.8.B.5 Identify new technologies 
resulting from the demands, 
values, and interests of 
individuals, businesses, 
industries and societies.  

X X X Social Studies 
Game Design  
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8.2.8.B.6 Compare and contrast the 
different types of intellectual 
property including copyrights, 
patents and trademarks.  

X X X ADT (Design, Robotics) 
Technology Curriculum- copyright 

The influence of 
technology on history. 

8.2.8.B.7 Analyze the historical impact of 
waste and demonstrate how a 
product is upcycled, reused or 
remanufactured into a new 
product. 

 X X ADT/PLTW 

 
 
Content Area Technology 
Strand C. Design: The design process is a systematic approach to solving problems. 
Content Statement 
Students will be able to 
understand: 

Indicator 6 7 8 Resources 

8.2.8.C.1 Explain how different 
teams/groups can contribute to 
the overall design of a product. 
 

X X X All ADT Units 
Virtual Worlds 
Game Design  

8.2.8.C.2 Explain the need for 
optimization in a design 
process.  
 

X X X All ADT Units, Advertising Elective, 
Game Design Elective, Virtual 
Worlds 

The attributes of design. 

8.2.8.C.3 Evaluate the function, value, 
and aesthetics of a 
technological product or 
system, from the perspective of 
the user and the producer. 

X X X Advertising Elective, Webdesign 
Elective, Game Design Elective, 
Robotics, PLTW, Virtual Worlds 

8.2.8.C.4 Identify the steps in the design 
process that would be used to 
solve a designated problem. 

X X X Science, ADT Units, Game Design 
Elective, WebDesign Elective, 
Virtual Worlds 

The application of 
engineering design. 
 

8.2.8.C.5 Explain the interdependence of 
a subsystem that operates as 
part of a system  

X X X Science 
All ADT Units 
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Create a technical sketch of a 
product with materials and 
measurements labeled. 

X X X ALL ADT Units, PLTW 

8.2.8.C.6 Collaborate to examine a 
malfunctioning system and 
identify the step-by-step 
process used to troubleshoot, 
evaluate and test options to 
repair the product, presenting 
the better solution. 

X X X All ADT Units, PLTW, Science 

8.2.8.C.7 Collaborate with peers and 
experts in the field to research 
and develop a product using the 
design process, data analysis 
and trends, and maintain a 
design log with annotated 
sketches to record the 
developmental cycle  

X X X All ADT Units, PLTW, Science 

The role of 
troubleshooting, research 
and development, 
invention and innovation 
and experimentation in 
problem solving. 

8.2.8.C.8 Develop a proposal for a 
chosen solution that include 
models (physical, graphical or 
mathematical) to communicate 
the solution to peers.  

X X X All ADT Units 
WebDesign, Game Design 
iPublish 
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INTERDISCIPLINARY CONNECTIONS 

Interdisciplinary learning develops real-world, multi-faceted knowledge.  Integration identifies logical 
connections between and among the content and learning experiences in all areas of the 
curriculum.  Integrating and connecting various content areas improves learning outcomes and 
provides more authentic and relevant experiences for students.  Interdisciplinary connections both 
enrich and extend learning.  In Evesham, interdisciplinary connections are studies that cross the 
boundaries of two or more district disciplines such as mathematics and art or literature and science.  
By purposefully looking for “essential concepts” and “big ideas,” we purposefully design deliberate 
integration of the various content areas wherever appropriate. This includes, but is not limited to 
examining how curriculum themes, project-based learning, understanding by design, essential 
questions, inquiry approaches, curriculum mapping, and the standards merge, while always keeping 
student best interests at the heart of this work.  The following areas are integrated into all areas of the 
instructional program:    

Reading: 
 
Key Ideas and Details: 
CCSS.ELA-LITERACY.CCRA.R.1 
Read closely to determine what the text says explicitly and to make logical inferences from it; cite 
specific textual evidence when writing or speaking to support conclusions drawn from the text. 
CCSS.ELA-LITERACY.CCRA.R.2 
Determine central ideas or themes of a text and analyze their development; summarize the key 
supporting details and ideas. 
CCSS.ELA-LITERACY.CCRA.R.3 
Analyze how and why individuals, events, or ideas develop and interact over the course of a text. 
 
Craft and Structure: 
CCSS.ELA-LITERACY.CCRA.R.4 
Interpret words and phrases as they are used in a text, including determining technical, connotative, 
and figurative meanings, and analyze how specific word choices shape meaning or tone. 
CCSS.ELA-LITERACY.CCRA.R.5 
Analyze the structure of texts, including how specific sentences, paragraphs, and larger portions of 
the text (e.g., a section, chapter, scene, or stanza) relate to each other and the whole. 
CCSS.ELA-LITERACY.CCRA.R.6 
Assess how point of view or purpose shapes the content and style of a text. 
 
Integration of Knowledge and Ideas: 
CCSS.ELA-LITERACY.CCRA.R.7 
Integrate and evaluate content presented in diverse media and formats, including visually and 
quantitatively, as well as in words.1 
CCSS.ELA-LITERACY.CCRA.R.8 
Delineate and evaluate the argument and specific claims in a text, including the validity of the 
reasoning as well as the relevance and sufficiency of the evidence. 
CCSS.ELA-LITERACY.CCRA.R.9 
Analyze how two or more texts address similar themes or topics in order to build knowledge or to 
compare the approaches the authors take. 
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Range of Reading and Level of Text Complexity: 
CCSS.ELA-LITERACY.CCRA.R.10 
Read and comprehend complex literary and informational texts independently and proficiently. 
CCSS.ELA-LITERACY.RL.2.7 
Use information gained from the illustrations and words in a print or digital text to demonstrate 
understanding of its characters, setting, or plot. 
CCSS.ELA-LITERACY.RL.5.7 
Analyze how visual and multimedia elements contribute to the meaning, tone, or beauty of a text 
(e.g., graphic novel, multimedia presentation of fiction, folktale, myth, poem). 
CCSS.ELA-LITERACY.RL.6.7 
Compare and contrast the experience of reading a story, drama, or poem to listening to or viewing an 
audio, video, or live version of the text, including contrasting what they "see" and "hear" when reading 
the text to what they perceive when they listen or watch. 
CCSS.ELA-LITERACY.RL.7.7 
Compare and contrast a written story, drama, or poem to its audio, filmed, staged, or multimedia 
version, analyzing the effects of techniques unique to each medium (e.g., lighting, sound, color, or 
camera focus and angles in a film). 
 
Writing: 
 
Text Types and Purposes1: 
CCSS.ELA-LITERACY.CCRA.W.1 
Write arguments to support claims in an analysis of substantive topics or texts using valid reasoning 
and relevant and sufficient evidence. 
CCSS.ELA-LITERACY.CCRA.W.2 
Write informative/explanatory texts to examine and convey complex ideas and information clearly and 
accurately through the effective selection, organization, and analysis of content. 
 
Production and Distribution of Writing: 
CCSS.ELA-LITERACY.CCRA.W.4 
Produce clear and coherent writing in which the development, organization, and style are appropriate 
to task, purpose, and audience. 
CCSS.ELA-LITERACY.CCRA.W.6 
Use technology, including the Internet, to produce and publish writing and to interact and collaborate 
with others. 
 
Research to Build and Present Knowledge: 
CCSS.ELA-LITERACY.CCRA.W.7 
Conduct short as well as more sustained research projects based on focused questions, 
demonstrating understanding of the subject under investigation. 
CCSS.ELA-LITERACY.CCRA.W.8 
Gather relevant information from multiple print and digital sources, assess the credibility and accuracy 
of each source, and integrate the information while avoiding plagiarism. 
CCSS.ELA-LITERACY.CCRA.W.9 
Draw evidence from literary or informational texts to support analysis, reflection, and research. 
CCSS.ELA-LITERACY.W.K.6 
With guidance and support from adults, explore a variety of digital tools to produce and publish 
writing, including in collaboration with peers. 
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CCSS.ELA-LITERACY.W.K.7 
Participate in shared research and writing projects (e.g., explore a number of books by a favorite 
author and express opinions about them). 
CCSS.ELA-LITERACY.W.1.6 
With guidance and support from adults, use a variety of digital tools to produce and publish writing, 
including in collaboration with peers. 
CCSS.ELA-LITERACY.W.1.7 
Participate in shared research and writing projects (e.g., explore a number of "how-to" books on a 
given topic and use them to write a sequence of instructions). 
CCSS.ELA-LITERACY.W.2.6 
With guidance and support from adults, use a variety of digital tools to produce and publish writing, 
including in collaboration with peers. 
CCSS.ELA-LITERACY.W.2.7 
Participate in shared research and writing projects (e.g., read a number of books on a single topic to 
produce a report; record science observations). 
CCSS.ELA-LITERACY.W.3.6 
With guidance and support from adults, use technology to produce and publish writing (using 
keyboarding skills) as well as to interact and collaborate with others. 
CCSS.ELA-LITERACY.W.3.7 
Conduct short research projects that build knowledge about a topic. 
CCSS.ELA-LITERACY.W.3.8 
Recall information from experiences or gather information from print and digital sources; take brief 
notes on sources and sort evidence into provided categories. 
CCSS.ELA-LITERACY.W.4.2.A 
Introduce a topic clearly and group related information in paragraphs and sections; include formatting 
(e.g., headings), illustrations, and multimedia when useful to aiding comprehension. 
CCSS.ELA-LITERACY.W.4.6 
With some guidance and support from adults, use technology, including the Internet, to produce and 
publish writing as well as to interact and collaborate with others; demonstrate sufficient command of 
keyboarding skills to type a minimum of one page in a single sitting. 
CCSS.ELA-LITERACY.W.4.7 
Conduct short research projects that build knowledge through investigation of different aspects of a 
topic. 
CCSS.ELA-LITERACY.W.4.8 
Recall relevant information from experiences or gather relevant information from print and digital 
sources; take notes and categorize information, and provide a list of sources. 
CCSS.ELA-LITERACY.W.5.6 
With some guidance and support from adults, use technology, including the Internet, to produce and 
publish writing as well as to interact and collaborate with others; demonstrate sufficient command of 
keyboarding skills to type a minimum of two pages in a single sitting. 
CCSS.ELA-LITERACY.W.5.7 
Conduct short research projects that use several sources to build knowledge through investigation of 
different aspects of a topic. 
CCSS.ELA-LITERACY.W.5.8 
Recall relevant information from experiences or gather relevant information from print and digital 
sources; summarize or paraphrase information in notes and finished work, and provide a list of 
sources. 
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CCSS.ELA-LITERACY.W.6.2.A 
Introduce a topic; organize ideas, concepts, and information, using strategies such as definition, 
classification, comparison/contrast, and cause/effect; include formatting (e.g., headings), graphics 
(e.g., charts, tables), and multimedia when useful to aiding comprehension. 
CCSS.ELA-LITERACY.W.6.6 
Use technology, including the Internet, to produce and publish writing as well as to interact and 
collaborate with others; demonstrate sufficient command of keyboarding skills to type a minimum of 
three pages in a single sitting. 
CCSS.ELA-LITERACY.W.6.7 
Conduct short research projects to answer a question, drawing on several sources and refocusing the 
inquiry when appropriate. 
CCSS.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. 
CCSS.ELA-LITERACY.W.7.6 
Use technology, including the Internet, to produce and publish writing and link to and cite sources as 
well as to interact and collaborate with others, including linking to and citing sources. 
CCSS.ELA-LITERACY.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. 
CCSS.ELA-LITERACY.W.7.8 
Gather relevant information from multiple print and digital sources, using search terms effectively; 
assess the credibility and accuracy of each source; and quote or paraphrase the data and 
conclusions of others while avoiding plagiarism and following a standard format for citation. 
CCSS.ELA-LITERACY.W.8.6 
Use technology, including the Internet, to produce and publish writing and present the relationships 
between information and ideas efficiently as well as to interact and collaborate with others. 
CCSS.ELA-LITERACY.W.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. 
CCSS.ELA-LITERACY.W.8.8 
Gather relevant information from multiple print and digital sources, using search terms effectively; 
assess the credibility and accuracy of each source; and quote or paraphrase the data and 
conclusions of others while avoiding plagiarism and following a standard format for citation. 
 
Speaking and Listening: 
 
Comprehension and Collaboration: 
CCSS.ELA-LITERACY.CCRA.SL.1 
Prepare for and participate effectively in a range of conversations and collaborations with diverse 
partners, building on others' ideas and expressing their own clearly and persuasively. 
CCSS.ELA-LITERACY.CCRA.SL.2 
Integrate and evaluate information presented in diverse media and formats, including visually, 
quantitatively, and orally. 
CCSS.ELA-LITERACY.CCRA.SL.3 
Evaluate a speaker's point of view, reasoning, and use of evidence and rhetoric. 
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Presentation of Knowledge and Ideas: 
CCSS.ELA-LITERACY.CCRA.SL.4 
Present information, findings, and supporting evidence such that listeners can follow the line of 
reasoning and the organization, development, and style are appropriate to task, purpose, and 
audience. 
CCSS.ELA-LITERACY.CCRA.SL.5 
Make strategic use of digital media and visual displays of data to express information and enhance 
understanding of presentations. 
CCSS.ELA-LITERACY.CCRA.SL.6 
Adapt speech to a variety of contexts and communicative tasks, demonstrating command of formal 
English when indicated or appropriate. 
 
Conventions of Standard English: 
CCSS.ELA-LITERACY.CCRA.L.1 
Demonstrate command of the conventions of standard English grammar and usage when writing or 
speaking. 
CCSS.ELA-LITERACY.CCRA.L.2 
Demonstrate command of the conventions of standard English capitalization, punctuation, and 
spelling when writing. 
 
Knowledge of Language: 
CCSS.ELA-LITERACY.CCRA.L.3 
Apply knowledge of language to understand how language functions in different contexts, to make 
effective choices for meaning or style, and to comprehend more fully when reading or listening. 
 
Vocabulary Acquisition and Use: 
CCSS.ELA-LITERACY.CCRA.L.4 
Determine or clarify the meaning of unknown and multiple-meaning words and phrases by using 
context clues, analyzing meaningful word parts, and consulting general and specialized reference 
materials, as appropriate. 
CCSS.ELA-LITERACY.CCRA.L.6 
Acquire and use accurately a range of general academic and domain-specific words and phrases 
sufficient for reading, writing, speaking, and listening at the college and career readiness level; 
demonstrate independence in gathering vocabulary knowledge when encountering an unknown term 
important to comprehension or expression. 
CCSS.ELA-LITERACY.SL.1.2 
Ask and answer questions about key details in a text read aloud or information presented orally or 
through other media. 
CCSS.ELA-LITERACY.SL.2.2 
Recount or describe key ideas or details from a text read aloud or information presented orally or 
through other media.  
CCSS.ELA-LITERACY.SL.2.5 
Create audio recordings of stories or poems; add drawings or other visual displays to stories or 
recounts of experiences when appropriate to clarify ideas, thoughts, and feelings. 
CCSS.ELA-LITERACY.SL.3.2 
Determine the main ideas and supporting details of a text read aloud or information presented in 
diverse media and formats, including visually, quantitatively, and orally. 

http://www.corestandards.org/ELA-Literacy/CCRA/L/3/�
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CCSS.ELA-LITERACY.SL.3.5 
Create engaging audio recordings of stories or poems that demonstrate fluid reading at an 
understandable pace; add visual displays when appropriate to emphasize or enhance certain facts or 
details. 
CCSS.ELA-LITERACY.SL.4.2 
Paraphrase portions of a text read aloud or information presented in diverse media and formats, 
including visually, quantitatively, and orally. 
CCSS.ELA-LITERACY.SL.4.5 
Add audio recordings and visual displays to presentations when appropriate to enhance the 
development of main ideas or themes. 
CCSS.ELA-LITERACY.SL.5.2 
Summarize a written text read aloud or information presented in diverse media and formats, including 
visually, quantitatively, and orally. 
CCSS.ELA-LITERACY.SL.5.5 
Include multimedia components (e.g., graphics, sound) and visual displays in presentations when 
appropriate to enhance the development of main ideas or themes. 
CCSS.ELA-LITERACY.SL.6.2 
Interpret information presented in diverse media and formats (e.g., visually, quantitatively, orally) and 
explain how it contributes to a topic, text, or issue under study. 
CCSS.ELA-LITERACY.SL.6.5 
Include multimedia components (e.g., graphics, images, music, sound) and visual displays in 
presentations to clarify information. 
CCSS.ELA-LITERACY.SL.7.2 
Analyze the main ideas and supporting details presented in diverse media and formats (e.g., visually, 
quantitatively, orally) and explain how the ideas clarify a topic, text, or issue under study 
CCSS.ELA-LITERACY.SL.7.5 
Include multimedia components and visual displays in presentations to clarify claims and findings and 
emphasize salient points. 
CCSS.ELA-LITERACY.SL.8.2 
Analyze the purpose of information presented in diverse media and formats (e.g., visually, 
quantitatively, orally) and evaluate the motives (e.g., social, commercial, political) behind its 
presentation. 
CCSS.ELA-LITERACY.SL.8.5 
Integrate multimedia and visual displays into presentations to clarify information, strengthen claims 
and evidence, and add interest. 
 
Mathematics: 
 
CCSS.MATH.PRACTICE.MP1 Make sense of problems and persevere in solving them. 
CCSS.MATH.PRACTICE.MP2 Reason abstractly and quantitatively. 
CCSS.MATH.PRACTICE.MP3 Construct viable arguments and critique the reasoning of others. 
CCSS.MATH.PRACTICE.MP5 Use appropriate tools strategically. 
CCSS.MATH.PRACTICE.MP6 Attend to precision. 
CCSS.MATH.PRACTICE.MP7 Look for and make use of structure. 
CCSS.MATH.PRACTICE.MP8 Look for and express regularity in repeated reasoning. 
 
CCSS.MATH.CONTENT.1.MD.C.4 
Organize, represent, and interpret data with up to three categories; ask and answer questions about 
the total number of data points, how many in each category, and how many more or less are in one 
category than in another. 



 

47 

CCSS.MATH.CONTENT.2.MD.D.10 
Draw a picture graph and a bar graph (with single-unit scale) to represent a data set with up to four 
categories. Solve simple put-together, take-apart, and compare problems1using information 
presented in a bar graph. 
CCSS.MATH.CONTENT.4.OA.C.5 
Generate a number or shape pattern that follows a given rule. Identify apparent features of the 
pattern that were not explicit in the rule itself. 
CCSS.MATH.CONTENT.4.NBT.A.1 
Recognize that in a multi-digit whole number, a digit in one place represents ten times what it 
represents in the place to its right. For example, recognize that 700 ÷ 70 = 10 by applying concepts of 
place value and division. 
CCSS.MATH.CONTENT.4.NBT.A.2 
Read and write multi-digit whole numbers using base-ten numerals, number names, and expanded 
form. Compare two multi-digit numbers based on meanings of the digits in each place, using >, =, and 
< symbols to record the results of comparisons. 
CCSS.MATH.CONTENT.4.NBT.A.3 
Use place value understanding to round multi-digit whole numbers to any place. 
CCSS.MATH.CONTENT.4.NF.A.1 
Explain why a fraction a/b is equivalent to a fraction (n × a)/(n × b) by using visual fraction models, 
with attention to how the number and size of the parts differ even though the two fractions themselves 
are the same size. Use this principle to recognize and generate equivalent fractions. 
CCSS.MATH.CONTENT.4.NF.A.2 
Compare two fractions with different numerators and different denominators, e.g., by creating 
common denominators or numerators, or by comparing to a benchmark fraction such as 1/2. 
Recognize that comparisons are valid only when the two fractions refer to the same whole. Record 
the results of comparisons with symbols >, =, or <, and justify the conclusions, e.g., by using a visual 
fraction model. 
CCSS.MATH.CONTENT.5.OA.A.1 
Use parentheses, brackets, or braces in numerical expressions, and evaluate expressions with these 
symbols. 
CCSS.MATH.CONTENT.5.OA.A.2 
Write simple expressions that record calculations with numbers, and interpret numerical expressions 
without evaluating them.  
CCSS.MATH.CONTENT.5.NF.B.6 
Solve real world problems involving multiplication of fractions and mixed numbers, e.g., by using 
visual fraction models or equations to represent the problem. 
CCSS.MATH.CONTENT.5.NF.B.7 
Apply and extend previous understandings of division to divide unit fractions by whole numbers and 
whole numbers by unit fractions. 
CCSS.MATH.CONTENT.6.RP.A.1 
Understand the concept of a ratio and use ratio language to describe a ratio relationship between two 
quantities.  
CCSS.MATH.CONTENT.6.RP.A.2 
Understand the concept of a unit rate a/b associated with a ratio a:b with b ≠ 0, and use rate 
language in the context of a ratio relationship.  
CCSS.MATH.CONTENT.6.RP.A.3 
Use ratio and rate reasoning to solve real-world and mathematical problems, e.g., by reasoning about 
tables of equivalent ratios, tape diagrams, double number line diagrams, or equations. 
CCSS.MATH.CONTENT.6.NS.C.5 
Understand that positive and negative numbers are used together to describe quantities having 
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opposite directions or values (e.g., temperature above/below zero, elevation above/below sea level, 
credits/debits, positive/negative electric charge); use positive and negative numbers to represent 
quantities in real-world contexts, explaining the meaning of 0 in each situation. 
CCSS.MATH.CONTENT.6.NS.C.6 
Understand a rational number as a point on the number line. Extend number line diagrams and 
coordinate axes familiar from previous grades to represent points on the line and in the plane with 
negative number coordinates. 
CCSS.MATH.CONTENT.6.EE.A.2 
Write, read, and evaluate expressions in which letters stand for numbers. 
CCSS.MATH.CONTENT.6.EE.B.5 
Understand solving an equation or inequality as a process of answering a question: which values 
from a specified set, if any, make the equation or inequality true? Use substitution to determine 
whether a given number in a specified set makes an equation or inequality true. 
CCSS.MATH.CONTENT.6.EE.B.6 
Use variables to represent numbers and write expressions when solving a real-world or mathematical 
problem; understand that a variable can represent an unknown number, or, depending on the 
purpose at hand, any number in a specified set. 
CCSS.MATH.CONTENT.6.EE.B.7 
Solve real-world and mathematical problems by writing and solving equations of the 
form x + p = q and px = q for cases in which p, q and x are all nonnegative rational numbers. 
CCSS.MATH.CONTENT.6.EE.B.8 
Write an inequality of the form x > c or x < c to represent a constraint or condition in a real-world or 
mathematical problem. Recognize that inequalities of the form x > c or x < c have infinitely many 
solutions; represent solutions of such inequalities on number line diagrams. 
CCSS.MATH.CONTENT.6.EE.C.9 
Use variables to represent two quantities in a real-world problem that change in relationship to one 
another; write an equation to express one quantity, thought of as the dependent variable, in terms of 
the other quantity, thought of as the independent variable. Analyze the relationship between the 
dependent and independent variables using graphs and tables, and relate these to the equation. For 
example, in a problem involving motion at constant speed, list and graph ordered pairs of distances 
and times, and write the equation d = 65t to represent the relationship between distance and time. 
CCSS.MATH.CONTENT.6.SP.B.4 
Display numerical data in plots on a number line, including dot plots, histograms, and box plots. 
CCSS.MATH.CONTENT.6.SP.B.5 
Summarize numerical data sets in relation to their context,  
CCSS.MATH.CONTENT.7.RP.A.2 
Recognize and represent proportional relationships between quantities. 
CCSS.MATH.CONTENT.7.RP.A.2.A 
Decide whether two quantities are in a proportional relationship, e.g., by testing for equivalent ratios 
in a table or graphing on a coordinate plane and observing whether the graph is a straight line 
through the origin. 
CCSS.MATH.CONTENT.7.RP.A.3 
Use proportional relationships to solve multistep ratio and percent problems. Examples: simple 
interest, tax, markups and markdowns, gratuities and commissions, fees, percent increase and 
decrease, percent error.  
CCSS.MATH.CONTENT.7.RP.A.3 
Use proportional relationships to solve multistep ratio and percent problems. Examples: simple 
interest, tax, markups and markdowns, gratuities and commissions, fees, percent increase and 
decrease, percent error. 
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CCSS.MATH.CONTENT.7.NS.A.3 
Solve real-world and mathematical problems involving the four operations with rational numbers. 
CCSS.MATH.CONTENT.7.EE.B.3 
Solve multi-step real-life and mathematical problems posed with positive and negative rational 
numbers in any form (whole numbers, fractions, and decimals), using tools strategically. Apply 
properties of operations to calculate with numbers in any form; convert between forms as appropriate; 
and assess the reasonableness of answers using mental computation and estimation strategies.  
CCSS.MATH.CONTENT.7.EE.B.4 
Use variables to represent quantities in a real-world or mathematical problem, and construct simple 
equations and inequalities to solve problems by reasoning about the quantities. 
CCSS.MATH.CONTENT.7.SP.A.2 
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.  
CCSS.MATH.CONTENT.7.SP.C.6 
Approximate the probability of a chance event by collecting data on the chance process that produces 
it and observing its long-run relative frequency, and predict the approximate relative frequency given 
the probability.  
CCSS.MATH.CONTENT.8.EE.A.4 
Perform operations with numbers expressed in scientific notation, including problems where both 
decimal and scientific notation are used. Use scientific notation and choose units of appropriate size 
for measurements of very large or very small quantities (e.g., use millimeters per year for seafloor 
spreading). Interpret scientific notation that has been generated by technology 
CCSS.MATH.CONTENT.8.EE.B.5 
Graph proportional relationships, interpreting the unit rate as the slope of the graph. Compare two 
different proportional relationships represented in different ways. For example, compare a distance-
time graph to a distance-time equation to determine which of two moving objects has greater speed. 
CCSS.MATH.CONTENT.8.EE.C.7 
Solve linear equations in one variable. 
CCSS.MATH.CONTENT.8.EE.C.8 
Analyze and solve pairs of simultaneous linear equations. 
CCSS.MATH.CONTENT.8.F.B.4 
Construct a function to model a linear relationship between two quantities. Determine the rate of 
change  and initial value of the function from a description of a relationship or from two (x, y) values, 
including reading these from a table or from a graph. Interpret the rate of change and initial value of a 
linear function in terms of the situation it models, and in terms of its graph or a table of values. 
CCSS.MATH.CONTENT.8.SP.A.1 
Construct and interpret scatter plots for bivariate measurement data to investigate patterns of 
association between two quantities. Describe patterns such as clustering, outliers, positive or 
negative association, linear association, and nonlinear association. 
CCSS.MATH.CONTENT.8.SP.A.4 
Understand that patterns of association can also be seen in bivariate categorical data by displaying 
frequencies and relative frequencies in a two-way table. Construct and interpret a two-way table 
summarizing data on two categorical variables collected from the same subjects. Use relative 
frequencies calculated for rows or columns to describe possible association between the two 
variables.   
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Science and Engineering Practices (NGSS): 
 

1. Asking questions and defining problems 
2. Developing and using models 
3. Planning and carrying out investigations  
4. Analyzing and interpreting data 
5. Using mathematics and computational thinking 
6. Constructing explanations and designing solutions 
7. Engaging in argument from evidence 
8. Obtaining, evaluating and communicating evidence  

 
K-2 ETS1-1. Ask questions, make observations, and gather information about a situation people want 
to change to define a simple problem that can be solved through the development of a new or 
improved object or tool. 
K-2-ETS1-3. Analyze data from tests of two objects designed to solve the same problem to compare 
the strengths and weaknesses of how each performs. 
3-5-ETS1-1. Define a simple design problem reflecting a need or a want that includes specified 
criteria for success and constraints on materials, time, or cost. 
3-5-ETS1-2. Generate and compare multiple possible solutions to a problem based on how well each 
is likely to meet the criteria and constraints of the problem. 
3-5-ETS1-3. Plan and carry out fair tests in which variables are controlled and failure points are 
considered to identify aspects of a model or prototype that can be improved. 
MS-ETS1-1. Define the criteria and constraints of a design problem with sufficient precision to ensure 
a successful solution, taking into account relevant scientific principles and potential impacts on people 
and the natural environment that may limit possible solutions. 
MS-ETS1-2.  Evaluate competing design solutions using a systematic process to determine how well 
they meet the criteria and constraints of the problem. 
MS-ETS1-3. Analyze data from tests to determine similarities and differences among several design 
solutions to identify the best characteristics of each that can be combined into a new solution to better 
meet the criteria for success. 
MS-ETS1-4. Develop a model to generate data for iterative testing and modification of a proposed 
object, tool, or process such that an optimal design can be achieved. 
 
Social Studies: 
 
6.1 U.S. History: America in the World: All students will acquire the knowledge and skills to think 
analytically about how past and present interactions of people, cultures, and the environment shape 
the American heritage. Such knowledge and skills enable students to make informed decisions that 
reflect fundamental rights and core democratic values as productive citizens in local, national, and 
global communities. 
 
6.2 World History/Global Studies: All students will acquire the knowledge and skills to think 
analytically and systematically about how past interactions of people, cultures, and the environment 
affect issues across time and cultures. Such knowledge and skills enable students to make informed 
decisions as socially and ethically responsible 
 
6.3 Active Citizenship in the 21st Century: All students will acquire the skills needed to be active, 
informed citizens who value diversity and promote cultural understanding by working collaboratively 
to address the challenges that are inherent in living in an interconnected world. 
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INSTRUCTIONAL SCOPE AND SEQUENCE 
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Grade:  Kindergarten 
 

September October November December January 
 

Introduction/ 
Getting to Know You 

 
Introduction to Google 

 
Game Based Learning 

(GBL) Unit 

 
GBL, continued 

 
Digital Tools Unit 

Basic features, effective 
use of devices/lab, 
navigating/device 

features/resources 

Word processing 
applications & typing, 

log in to Google 
accounts 

Virtual Environments 
 

Suggestions:  
Starfall  

Room Recess 
Math Chimp 
Fun Brain 
PBS Kids 

Mr. Nussbaum 

Virtual Environments , 
navigate browser 
functions, terms, 
collaborate on 

interactive games 

Digital Storytelling - 
create a story about 

picture taken, illustrate 
and communicate using 

multiple digital tools  
 

Suggestions: 
Poster with WordArt 

PowToon 

February March April May June 
 

Coding Unit 
 

Interdisciplinary 
Connections: Literacy  

 
Interdisciplinary 

Connections: 
STEM 

 
Interdisciplinary 

Connections: 
Life Science 

 
Interdisciplinary 

Connections:  
Math 

Computational Thinking 
 

Suggestions: 
Code.org 

Coding Apps such as 
ScratchJr 
Kodable 
Tynker 

Read Across America 
(RAA) 

 
Suggestions: 

www.seussville.com  
Eric Carle 
Jan Brett 

Kevin Henkes 
Robert Munsch 
Jack Pretlutsky 
Shel Silverstien 
Judy Schachner 

Tech vs. nature, impacts 
on life and work due to 

new technologies 

Suggestions: 
Chicks/Butterflies 

Plants 

Suggestions: 
www.thinkfinity.com – 
under the shell, shape 

cutter, etc. 
 

www.pbskids.org- 
talking calculator 

 

http://www.knewton.com/gamification-education/�
http://www.knewton.com/gamification-education/�
http://www.starfall.com/�
http://www.roomrecess.com/�
http://www.mathchimp.com/�
http://www.funbrain.com/kidscenter.html�
http://pbskids.org/games/�
http://mrnussbaum.com/�
http://www.seussville.com/�
http://www.thinkfinity.com/�
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Grade:  1 
 

September October November December January 
 

Introduction/ 
Getting to Know You 

 
Cybersafety Unit 

 
Game Based Learning 

(GBL) Unit 

 
GBL, continued 

 
Global Collaboration 

Unit 

Basic features & effective 
use of devices/lab  

 
Intro Google Drive,  
navigating/terms/ 

features/resources 

C.A.R.E.S Project 
 

Digital citizenship/ 
ownership 

 

Virtual Environments  
 

Suggestions:   
Starfall  

Room Recess 
Math Chimp 
Fun Brain 
PBS Kids 

Mr. Nussbaum 

Virtual Environments  
 

Navigate browser 
functions, terms, 

collaborate on interactive 
games 

Survey using Skype/ 
Google Hangouts 

 
Spreadsheets/database 

February March April May June 
 

Coding Unit 
 

Google Maps Unit 
 

Interdisciplinary 
Connections: 

STEM 

 
STEM Connections, 

continued  

 
STEM Connections, 

continued 

Computational Thinking 
 

Suggestions: 
Code.org 

Coding Apps such as 
ScratchJr 
Kodable 
Tynker 

 

Geographic mapping to 
solve problems/ virtual 

tours & field trips 
 

Suggestions: 
BrainPOP, Jr. 
Google Earth 

 

Making Sound Lesson 
(Twisted Wave) 

Tech vs nature, designed 
products/systems, 
designed solutions, 
products that meet 

human needs i.e. hearing 
aids, microphones, etc. 

Classroom Connection 

 

http://www.knewton.com/gamification-education/�
http://www.knewton.com/gamification-education/�
http://www.starfall.com/�
http://www.roomrecess.com/�
http://www.mathchimp.com/�
http://www.funbrain.com/kidscenter.html�
http://pbskids.org/games/�
http://mrnussbaum.com/�
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Grade:  2 

 
September October November December January 

 
Introduction/ 

Getting to Know You 

 
Cybersafety Unit 

 
Game Based Learning 

(GBL) Unit 

 
GBL, continued 

 
Spreadsheets Unit 

Effective use of 
devices/lab,  

re-intro Google Drive,  
navigating/terms/ 

features/resources 

Digital citizenship/ 
ownership 

 
Suggestion: 

Common Sense Media 

Virtual Environments  
 

Suggestions:   
Starfall  

Room Recess 
Math Chimp 
Fun Brain 

Sheppard Software 
Mr. Nussbaum 

 

Virtual Environments  
 

Navigate browser 
functions, terms, 

collaborate on interactive 
games 

Healthy Habits Project 
 
Spreadsheets/database 

February March April May June 
 

Coding Unit 
 

Google Maps Unit 
 

Interdisciplinary 
Connections: 

STEM 

 
STEM Connections, 

continued 

 
STEM Connections, 

continued 

Computational Thinking 
 

Suggestions: 
Code.org 

Coding Apps such as 
ScratchJr 
Kodable 
Tynker 

 

Mapping 
 

Geographic mapping to 
solve problems/virtual 

tours & field trips 

Keeping Your 
Community Clean 

Project 
and/or 

If I Ruled the World 
Project 

 

Suggestions: 
Focus on conservation 
and/or what would your 
world look like to protect 

Tech vs nature, designed 
products/systems, 
designed solutions, 
products that meet 

human needs 

 

http://www.knewton.com/gamification-education/�
http://www.knewton.com/gamification-education/�
http://www.starfall.com/�
http://www.roomrecess.com/�
http://www.mathchimp.com/�
http://www.funbrain.com/kidscenter.html�
http://www.sheppardsoftware.com/�
http://mrnussbaum.com/�
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Grade:  3 

 
September October November December January 

 
Introduction/ 

Getting to Know You 

 
Cybersafety Unit 

 
Game Based Learning 

(GBL) Unit 

 
GBL, continued 

 
Spreadsheet Unit 

Effective use of 
devices/lab,  
AUP/GAFE, 

navigating/terms/ 
features/resources 

Super Digital Citizen  
 

Copyrights, cyber: 
safety/security/ethics, 

digital citizenship, 
personal consequences 

Virtual Environments  
 

Suggestions: 
Starfall  

Room Recess 
Math Chimp 
Fun Brain 

Sheppard Software 
Mr. Nussbaum 

Virtual Environments  
 

Navigate browser 
functions, terms, 

collaborate on interactive 
games 

Toy Timeline Project 
 

Graphic organizer, 
spreadsheets/ 

database, technologies 
change over time 

February March April May June 
 

Coding Unit 
 

Interdisciplinary 
Connections: Literacy 

 
Interdisciplinary 

Connections: 
STEM 

 
STEM Connections, 

continued 

 
STEM Connections, 

continued 

Computational Thinking 
 

Suggestions: 
Code.org 

Coding Apps such as 
ScratchJr 
Kodable 
Tynker 

Read Across America 
(RAA) 

 
Collaborate to produce 

digital story on local 
event 

 

Weather/Natural 
Disasters Project 

 
Online discussions 
investigating with 

multiple perspectives 
evaluate findings, collect, 

organize analyze data 
that support a scientific 

finding 

Tech vs nature, designed 
products/systems, 
designed solutions, 
products that meet 

human needs & societies 
wants and needs 

Classroom Connection 

 

http://www.knewton.com/gamification-education/�
http://www.knewton.com/gamification-education/�
https://www.commonsensemedia.org/educators/lesson/super-digital-citizen-3-5�
http://www.starfall.com/�
http://www.roomrecess.com/�
http://www.mathchimp.com/�
http://www.funbrain.com/kidscenter.html�
http://www.sheppardsoftware.com/�
http://mrnussbaum.com/�
http://www.readwritethink.org/files/resources/interactives/timeline_2/�
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Grade:  4 
 

September October November December January 
 

Introduction/ 
Getting to Know You 

 
Cybersafety Unit 

 
Game Based Learning 

(GBL) Unit 

 
GBL, continued 

 
Spreadsheet Unit 

Effective use of 
devices/lab,  
AUP/GAFE 

navigating/terms/ 
features/resources 

Digital/Web Literacy Virtual Environments  
 

Suggestions:   
Portal II 
Kahoot 

Room Recess 
Math Chimp 
Fun Brain 
SmartKit 

Sheppard Software 
Mr. Nussbaum 

Virtual Environments  
 

Navigate browser 
functions, terms, 

collaborate on interactive 
games 

Roller Coaster Project 
 
Database, spreadsheet 

February March April May June 
 

Coding Unit 
 

Interdisciplinary 
Connections: Literacy 

 
Interdisciplinary 

Connections: 
STEM 

 
STEM Connections, 

continued 

 
Financial Literacy Unit 

Computational Thinking 
 

Suggestions: 
Code.org 

Coding Apps such as 
Scratch 
Kodable 
Tynker 

 

Read Across America 
(RAA) 

 
Digital Story 

Collaboration project on 
problem/issue 

 
Suggestions: 

Current events, 
usage of digital devices, 

school lunch, 
recycling, extending the 

school day 

Old vs. New Project 
 
 

Graphic organizer, 
spreadsheets/ 

database, technologies 
change over time history 
of technology/devices & 
how changed over time 

Tech vs. nature, 
designed 

products/systems, 
designed solutions, 
products that meet 

human needs & societies 
wants and needs 

 

Career Project 
 
 

21st Century = Financial 
Literacy (graphic 

organizer) 
 

 

http://www.knewton.com/gamification-education/�
http://www.knewton.com/gamification-education/�
http://www.teachwithportals.com/�
https://getkahoot.com/�
http://www.roomrecess.com/�
http://www.mathchimp.com/�
http://www.funbrain.com/kidscenter.html�
http://www.smart-kit.com/�
http://www.sheppardsoftware.com/�
http://mrnussbaum.com/�
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Grade:  5 

 
September October November December January 

 
Introduction/ 

Getting to Know You 

 
Cybersafety Unit 

 
Financial Literacy Unit  

 
Financial Literacy Unit, 

continued 

 
Game Based Learning 

(GBL) Unit 

Effective use of 
devices/lab, 
AUP/GAFE, 

navigating/terms/ 
features/resources 

 
Suggestions:  

Collaborative summer 
slide presentation 

Digital/Web Literacy Budgeting Spreadsheet 
Project 

 
 

Export data from a 
database into 

spreadsheet & analyze, 
create database, graph 

data 

 Virtual Environments  
 

Suggestions:   
Portal II  
Kahoot 

Room Recess 
Fun Brain 
SmartKit 

Sheppard Software 
Mr. Nussbaum 

February March April May June 
 

Coding Unit 
 

Interdisciplinary 
Connections: Literacy 

 
Interdisciplinary 

Connections: 
STEM 

 
STEM Connection, 

continued 

 
Digital Imaging Unit 

Computational Thinking 
 

Suggestions: 
Code.org 

Coding Apps such as 
Scratch 
Kodable 
Tynker 

 

Read Across America 
(RAA) 

 
Digital Story 

Collaboration Project on 
problem/issue 

 
Suggestions: 

Current events, 
usage of digital devices, 

school lunch 
recycling, extending the 

school day 

Ocean Pollution Project 
 

Online discussions, 
investigating multiple 

perspectives, evaluate 
findings, collect, organize 

and analyze data that 
support a scientific 

finding 

Tech vs nature, designed 
products/systems, 
designed solutions, 
products that meet 

human needs & society 
wants and needs 

 

EOY Video Project 

 

http://www.knewton.com/gamification-education/�
http://www.knewton.com/gamification-education/�
http://www.teachwithportals.com/�
https://getkahoot.com/�
http://www.roomrecess.com/�
http://www.funbrain.com/kidscenter.html�
http://www.smart-kit.com/�
http://www.sheppardsoftware.com/�
http://mrnussbaum.com/�
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Middle School Scope and Sequence 
 

 6th 
 

7th 8th 

Digital Applications  Format text, 
headers/footers, import 
graphics,  margins, tool 
bar 
Sample Project:  
Favorite Family Recipe 

Advanced formatting 
(e.g. text-wrapping, 
layering, altering 
images); merge 
documents; insert/format 
tables, hyperlinks, 
distinguish between 
layouts, citations 
Sample Project:  Movie 
Review 

Advanced layouts (e.g. 
pamphlet, brochure, 
webpage); consider 
aligning with content 
area project such as 
social studies PSAs; 
audience and 
perspective. 

Spreadsheet Enter data into a 
template; introduce 
graphing, incorporating 
formulas and 
calculations. 
 
Sample Projects: 
Entering Grades; 
Sport Statistics 

Utilize a spreadsheet to 
perform calculations, 
generate & format charts 
and graphs for analysis 
 
Sample Project:  
Nutritional Information 
from Fast Food 
Restaurants 

Create spreadsheet 
incorporating advanced 
formulas and 
calculations; generate & 
format charts and 
graphs 
 
Electronic Mail Merge 
(Sheets add-on) 
 
Sample Project: 
Personal Budget 

Database (Obvibase 
Chrome App) 

Introduce database, 
query information on 
existing database to 
conduct research 

Data entry into an 
existing database; query 
information and run 
reports on an existing 
database 

Create a database, 
generate forms, enter 
data, queries and 
reports; explain results 
 
Sample Project:  Survey 
Webpage; Query & 
Format Data Report 

Computational 
Thinking (Computer 
Programming) 

 Codecademy:  
-Animate Your  
Name 
-About You 
-Sun, Earth, and 
Code 

 Codecademy: 
-HTML & CSS 

 Project Lead The 
Way (PLTW) 
Modules 

 Scratch 

 Codecademy: 
-Language Skills 

 Project Lead The 
Way (PLTW) 
Modules 

 Scratch 
Digital Citizenship  Cyberbullying 

 Social Media 
 Citations/source 

evaluation  
 On-line 

collaboration 
 Content area 

connections 

 Cyberbullying 
 Social Media 
 Citations/source 

evaluation  
 On-line 

collaboration 
 Content area 

connections 

 Cyberbullying 
 Social Media 
 Citations/source 

evaluation  
 On-line 

collaboration 
 Content area 

connections 
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7TH AND 8TH GRADE ELECTIVES 

 
 
 
 
Advertising Utilizing Digital Tools............................................................................................ 60 
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Digital Photography................................................................................................................... 62 
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Introduction to Computer Programming I (PLTW) .................................................................. 64 
 
Introduction to Computer Programming II (PLTW) ................................................................. 65 
 
Scratch: Computer Programming ............................................................................................ 66 
 
Stop Motion ................................................................................................................................ 67 
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Electives offered in each school may vary by quintile in order to accommodate student interest and 
staffing resources. Elective courses will be designed to meet the interests and needs of particular 
cohorts of students. 
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Advertising Utilizing Digital Tools 
Course Description: 
 
This elective marries advertising theory with digital technology.  Students will learn how to manipulate 
digital media to promote a product, service, or an idea.  In the process they will also learn how to 
become savvy consumers.  The process will begin with students learning the fundamentals of 
advertising, by developing an understanding of marketing techniques used to sell goods/ideas to 
consumers.  Focus areas include target audience, selling techniques, hidden messages, and 
stereotypes.  Once the students have a fundamental understanding of advertising strategies, they will 
design and create their own print advertisement for a product of their choice.  In doing so, they will 
learn the various factors which affect the quality of a photo, and use image-editing applications to 
create the ad.  The final project will be the design and creation of a commercial.  The students will 
work in collaborative teams with roles such as actors, camera person, director, etc.  The students will 
design and develop commercials incorporating marketing techniques studied then use digital editing 
to include credits and effects.   

 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.A.1 Demonstrate knowledge of a real world problem using digital tools. 
 8.1.8.A.2 Create a document (e.g. newsletter, reports, personalized learning plan, 

business letters or flyers) using one or more digital applications to be critiqued by 
professionals for usability.  

 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 
cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 8.1.8.D.2 Demonstrate the application of appropriate citations to digital content. 
 8.1.8.D.3 Demonstrate an understanding of fair use and Creative Commons to intellectual 

property. 
 8.1.8.E.1 Effectively use a variety of search tools and filters in professional public 

databases to find information to solve a real world problem. 
 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.A.1 Research a product that was designed for a specific demand and identify how 
the product has changed to meet new demands (i.e. telephone for 
communication - smart phone for mobility needs). 

 
9.1 21st-Personal Financial Literacy: All students will develop skills and strategies that promote 
personal and financial responsibility related to financial planning, savings, investment, and charitable 
giving in the global economy. 

 9.1.8.E.1 Explain what it means to be a responsible consumer and the factors to consider 
when making consumer decisions. 

 9.1.8.E.3 Compare and contrast product facts versus advertising claims. 
 9.1.8.E.8 Recognize the techniques and effects of deceptive advertising. 
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Building Virtual Worlds 
Course Description: 
 
This elective is designed to afford students with varying talents, backgrounds, and perspectives an 
opportunity to use their technological skills to design and to explore virtual worlds in a safe 
environment.  Students use 3D modeling software, painting software, and sound editing software to 
construct virtual reality worlds.  In addition, they will utilize on-line resources to experience virtual 
worlds and begin the development of simulation based games and activities.  Avatars are used to 
protect student identities and facilitate collaboration within and outside of the classroom.   
 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.A.3 Use and/or develop a simulation that provides an environment to solve a real 
world problem or theory. 

 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 
cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 8.1.8.D.3 Demonstrate an understanding of fair use and Creative Commons to intellectual 
property. 

 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.A.5 Describe how resources such as material, energy, information, time, tools, 
people, and capital contribute to a technological product or system. 

 8.2.8.C.1 Explain how different teams/groups can contribute to the overall design of a 
product. 

 8.2.8.C.2 Explain the need for optimization in a design process.  
 8.2.8.C.3 Evaluate the function, value, and aesthetics of a technological product or system, 

from the perspective of the user and the producer. 
 8.2.8.C.4 Identify the steps in the design process that would be used to solve a designated 

problem. 
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Digital Photography 
Course Description: 
 
In this elective, students explore the digital aspects of photography from a technical standpoint.  
Topics discussed include resolution, digital and optical zoom, and factors which affect the quality of a 
photo.  In addition, students learn about camera features and care.  Students will practice taking 
photos in a variety of settings, both inside and outside of the classroom.  Basic composition 
techniques of photography are stressed.  Students will learn the common types of files used to save 
digital images and the advantages and disadvantages of each. Other facets of digital photography are 
also covered including digitization of non-digital materials, 3-D objects, panoramic photography, and 
digital editing using applications such as Pixlr and Quiver to enhance and change photos.  Finally, 
students explore the professional world of photography from the obvious role of a photographer to the 
use of photos as tools by web designers, presenters, and the like.  As a culminating project, students 
will create a digital photo story or virtual field trip to share with their peers.   
 
Proficiencies Addressed: 
 
Technology:  8.1 Educational Technology: All students will use digital tools to access, 
manage, evaluate, and synthesize information in order to solve problems individually and 
collaborate and to create and communicate knowledge. 

 8.1.8.A.1 Demonstrate knowledge of a real world problem using digital tools (removed 
reference to accomplish a variety of tasks). 

 8.1.8.B.1 Synthesize and publish information about a local or global issue or event (ex. 
telecollaborative project, blog, school web). 

 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 
cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 8.1.8.D.5 Understand appropriate uses for social media and the negative consequences of 
misuse. 

 8.1.8.E.1 Effectively use a variety of search tools and filters in professional public 
databases to find information to solve a real world problem. 

 
Visual and Performing Arts:  Standard 1.3 Performance: All students will synthesize those 
skills, media, methods, and technologies appropriate to creating, performing, and/or 
presenting works of art in dance, music, theatre, and visual art. 

 1.3.8.D.6 Synthesize the physical properties, processes, and techniques for visual 
communication in multiple art media (including digital media) and apply this 
knowledge to the creation of original artworks.   
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Game Design 
Course Description: 
 
In this course, students will take their love of comics and video games to the next level by using 
various platforms to design their own electronic games. Students will create a simple but complete 
version of the Frogger game while learning the 3-D Agentsheets software application, affording them 
the opportunity to apply the design process to identify objects and interactions. Students will 
experience the basics of computational thinking including object interaction, stacking objects, creating 
object instances, rule based programming (algorithmic thinking) and message sending. On Gamestar 
Mechanic©, students will test their skill at repairing “broken” games using drag and drop tools and 
sharing them in Game Alley once they are complete.  
 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 
cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.A.1 Research a product that was designed for a specific demand and identify how 
the product has changed to meet new demands (i.e. telephone for 
communication - smart phone for mobility needs). 

 8.2.8.A.2 Examine a system, consider how each part relates to other parts, and discuss a 
part to redesign to improve the system. 

 8.2.8.A.5 Describe how resources such as material, energy, information, time, tools, 
people, and capital contribute to a technological product or system. 

 8.2.8.B.5 Identify new technologies resulting from the demands, values, and interests of 
individuals, businesses, industries and societies. 

 8.2.8.C.1 Explain how different teams/groups can contribute to the overall design of a 
product. 

 8.2.8.C.2 Explain the need for optimization in a design process.  
 8.2.8.C.3 Evaluate the function, value, and aesthetics of a technological product or system, 

from the perspective of the user and the producer. 
 8.2.8.C.4 Identify the steps in the design process that would be used to solve a designated 

problem. 
 8.2.8.E.1 Identify ways computers are used that have had an impact across the range of 

human activity and within different careers where they are used. 
 8.2.8.E.2 Demonstrate an understanding of the relationship between hardware and 

software. 
 8.2.8.E.3 Develop an algorithm to solve an assigned problem using a specified set of 

commands and use peer review to critique the solution. 
 8.2.8.E.4 Use appropriate terms in conversation (e.g., programming, language, data, RAM, 

ROM, Boolean logic terms). 
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Introduction to Computer Programming I (PLTW) 
Course Description: 
 
Studies show that by 2018, 1.4 million job openings will be available for computer specialists. In this 
course, students discover the principles of this fast-growing field by focusing on creativity and an 
iterative design process as they create their own basic apps using MIT App Inventor. 
 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.A.1 Demonstrate knowledge of a real world problem using digital tools. 
 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.B.5 Identify new technologies resulting from the demands, values, and interests of 
individuals, businesses, industries and societies. 

 8.2.8.C.1 Explain how different teams/groups can contribute to the overall design of a 
product. 

 8.2.8.C.2 Explain the need for optimization in a design process. 
 8.2.8.C.3 Evaluate the function, value, and aesthetics of a technological product or system, 

from the perspective of the user and the producer. 
 8.2.8.C.4 Identify the steps in the design process that would be used to solve a designated 

problem. 
 8.2.8.E.1 Identify ways computers are used that have had an impact across the range of 

human activity and within different careers where they are used. 
 8.2.8.E.3 Develop an algorithm to solve an assigned problem using a specified set of 

commands and use peer review to critique the solution. 
 8.2.8.E.4 Use appropriate terms in conversation (e.g., programming, language, data, RAM, 

ROM, Boolean logic terms). 
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Introduction to Computer Programming II (PLTW) 
Course Description: 
 
Students continue to explore the fundamentals of the stimulating career path of computer science. 
They venture into text programming through Python and, in the final problem, develop an app to 
crowdsource and analyze data on a topic of their interest. 
 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.A.1 Demonstrate knowledge of a real world problem using digital tools. 
 8.1.8.A.3 Use and/or develop a simulation that provides an environment to solve a real 

world problem or theory. 
 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.B.5 Identify new technologies resulting from the demands, values, and interests of 
individuals, businesses, industries and societies. 

 8.2.8.C.1 Explain how different teams/groups can contribute to the overall design of a 
product. 

 8.2.8.C.2 Explain the need for optimization in a design process. 
 8.2.8.C.3 Evaluate the function, value, and aesthetics of a technological product or system, 

from the perspective of the user and the producer. 
 8.2.8.C.4 Identify the steps in the design process that would be used to solve a designated 

problem. 
 8.2.8.E.1 Identify ways computers are used that have had an impact across the range of 

human activity and within different careers where they are used. 
 8.2.8.E.3 Develop an algorithm to solve an assigned problem using a specified set of 

commands and use peer review to critique the solution. 
 8.2.8.E.4 Use appropriate terms in conversation (e.g., programming, language, data, RAM, 

ROM, Boolean logic terms). 
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Scratch: Computer Programming 
Course Description: 
 
In this course, students enter the world of computer science by learning how to create animations, 
computer games, and interactive projects. Using Scratch, a graphical programming language 
developed at MIT, students learn fundamental programming concepts such as variables, loops, 
conditional statements, and event handling. As they teach a mischievous cat to dance, explore a 
maze, or play games, students learn how to use math and computer code to think creatively. The 
course will show students how to make and import objects, create audio recordings, and use them to 
develop interactive projects that can be shared with others in a safe, on-line community. When 
students learn to code in Scratch, they learn important strategies for solving problems, designing 
projects, and communicating ideas. Scratch helps students learn to think creatively, reason 
systematically, and work collaboratively — essential skills for life in the 21st century. Coding 
experience today has the potential to open a myriad of potential professional opportunities for 
tomorrow! 
 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 
cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.E.1 Identify ways computers are used that have had an impact across the range of 
human activity and within different careers where they are used. 

 8.2.8.E.2 Demonstrate an understanding of the relationship between hardware and 
software. 

 8.2.8.E.3 Develop an algorithm to solve an assigned problem using a specified set of 
commands and use peer review to critique the solution. 

 8.2.8.E.4 Use appropriate terms in conversation (e.g., programming, language, data, RAM, 
ROM, Boolean logic terms). 
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Stop Motion Animation 
Course Description: 
 
The Stop Motion Animation elective explores digital story telling through the stop motion animation art 
form. Stop Motion Animation is a technique where a fixed object appears to move on its own when 
the object is moved in small increments between individually photographed frames creating the 
illusion of movement when played as a continuous frame.  
 
A variety of stop motion, frame by frame capturing, will be explored including clay animation, pixilation 
and cut out animation providing students an opportunity to “tell a story” through video.  The digital 
stories will become more complex as the students incorporate more techniques and technologies 
such as backgrounds, sound, and editing.  
 
Proficiencies Addressed: 
 
8.1 Educational Technology: All students will use digital tools to access, manage, evaluate, 
and synthesize information in order to solve problems individually and collaborate and to 
create and communicate knowledge. 

 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 
cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 
8.2 Technology Education, Engineering, Design, and Computational Thinking - Programming: 
All students will develop an understanding of the nature and impact of technology, 
engineering, technological design, computational thinking and the designed world as they 
relate to the individual, global society, and the environment. 

 8.2.8.C.1 Explain how different teams/groups can contribute to the overall design of a 
product. 

 8.2.8.C.2 Explain the need for optimization in a design process. 
 8.2.8.E.1 Identify ways computers are used that have had an impact across the range of 

human activity and within different careers where they are used. 
 8.2.8.E.2 Demonstrate an understanding of the relationship between hardware and 

software. 
 8.2.8.E.3 Develop an algorithm to solve an assigned problem using a specified set of 

commands and use peer review to critique the solution. 
 8.2.8.E.4 Use appropriate terms in conversation (e.g., programming, language, data, RAM, 

ROM, Boolean logic terms). 
 
 



 

68 

Webpage Design 
Course Description: 
 
The focus of this elective is the design and maintenance of quality, interactive websites.  Students 
expand upon their knowledge of HTML (Hyper Text Markup Language) and CCSI, the basic building 
tool behind all websites.  From there, they will use various resources to construct a website that 
affords them an opportunity to express their opinion on a self- selected topic, synthesize research, 
and collaborate with both students and experts in the field. This course will include opportunities for 
students to develop code and complete activities using programming languages, such as JavaScript 
and Python. As a culminating project, students will design a product that solves a problem or presents 
information electronically using the appropriate technology tools. 
 
Proficiencies Addressed: 
 
Technology:  Standard 8.1 Educational Technology: 8.1 Educational Technology: All students 
will use digital tools to access, manage, evaluate, and synthesize information in order to solve 
problems individually and collaborate and to create and communicate knowledge. 

 8.1.8.A.1 Demonstrate knowledge of a real world problem using digital tools. 
 8.1.8.A.3 Use and/or develop a simulation that provides an environment to solve a real 

world problem or theory. 
 8.1.8.A.4 Graph and calculate data within a spreadsheet and present a summary of the 

results 
 8.1.8.B.1 Synthesize and publish information about a local or global issue or event (ex. 

telecollaborative project, blog, school web).  
 8.1.8.C.1 Collaborate to develop and publish work that provides perspectives on a global 

problem for discussions with learners from other countries. 
 8.1.8.D.1 Understand and model appropriate online behaviors related to cyber safety, 

cyber bullying, cyber security, and cyber ethics including appropriate use of 
social media. 

 8.1.8.D.2 Demonstrate the application of appropriate citations to digital content. 
 8.1.8.D.3 Demonstrate an understanding of fair use and Creative Commons to intellectual 

property. 
 8.1.8.D.4 Assess the credibility and accuracy of digital content.  
 8.1.8.E.1 Effectively use a variety of search tools and filters in professional public 

databases to find information to solve a real world problem. 
 8.1.8.F.1 Explore a local issue, by using digital tools to collect and analyze data to identify 

a solution and make an informed decision.  
 

Technology:  Standard 8.2 Technology Education, Engineering, Design, and Computational 
Thinking - Programming: All students will develop an understanding of the nature and impact 
of technology, engineering, technological design, computational thinking and the designed 
world as they relate to the individual, global society, and the environment. 

 8.2.8.B.1 Evaluate the history and impact of sustainability on the development of a 
designed product or system over time and present results to peers. 

 8.2.8.B.3 Research and analyze the ethical issues of a product or system on the 
environment and report findings for review by peers and /or experts. 

 8.2.8.B.4 Research examples of how humans can devise technologies to reduce the 
negative consequences of other technologies and present your findings. 
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 8.2.8.C.3 Evaluate the function, value, and aesthetics of a technological product or system, 
from the perspective of the user and the producer. 

 8.2.8.C.4 Identify the steps in the design process that would be used to solve a designated 
problem. 

 8.2.8.C.8 Develop a proposal for a chosen solution that include models (physical, graphical 
or mathematical) to communicate the solution to peers. 

 8.2.8.D.4 Research and publish the steps for using and maintaining a product or system 
and incorporate diagrams or images throughout to enhance user comprehension. 

 8.2.8.E.1 Identify ways computers are used that have had an impact across the range of 
human activity and within different careers where they are used. 

 8.2.8.E.2 Demonstrate an understanding of the relationship between hardware and 
software. 

 8.2.8.E.3 Develop an algorithm to solve an assigned problem using a specified set of 
commands and use peer review to critique the solution. 

 8.2.8.E.4 Use appropriate terms in conversation (e.g., programming, language, data, RAM, 
ROM, Boolean logic terms). 

 
9.1 21st-Personal Financial Literacy: All students will develop skills and strategies that 
promote personal and financial responsibility related to financial planning, savings, 
investment, and charitable giving in the global economy. 

 9.1.8.E.1 Explain what it means to be a responsible consumer and the factors to consider 
when making consumer decisions. 

 9.1.8.E.2 Identify personal information that should not be disclosed to others and the 
possible consequences of doing or not doing so. 

 9.1.8.E.3 Compare and contrast product facts versus advertising claims. 
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21st CENTURY LIFE AND CAREER SKILLS 

In today's global economy, students need to be lifelong learners who have the knowledge and skills to 
adapt to an evolving workplace and world. To address these demands, Standard 9, 21st Century Life 
and Careers, establishes clear guidelines for what students need to know and be able to do in order 
to be successful in their future careers and to achieve financial independence. 

In Evesham, 21st century life and career skills focus on enabling student to make informed decisions 
that will prepare them to engage as active citizens in a dynamic global society and to successfully 
meet the challenges and opportunities of the 21st century global workplace.  Therefore, these life and 
career skills are integrated across the K-8 curriculum in various subject areas, where appropriate.  It 
is our goal to build a solid foundation for the high school that foster a population that: 

● Continually self-reflects and seeks to improve the essential life and career practices that lead 
to success. 

● Uses effective communication and collaboration skills and resources to interact with a global 
society. 

● Is financially literate and financially responsible at home and in the broader community. 

● Is knowledgeable about careers and can plan, execute, and alter career goals in response to 
changing societal and economic conditions. 

● Seeks to attain skill and content mastery to achieve success in a chosen career path. 

The following chart further elaborates on Standard 9 and identifies areas across the curriculum where 
these concepts and skills are integrated into instruction.   

● Career Ready Practices 
These practices outline the skills that all individuals need to have to truly be adaptable, 
reflective, and proactive in life and careers. These are researched practices that are essential 
to career readiness. 

● 9.1 Personal Financial Literacy 
This standard outlines the important fiscal knowledge, habits, and skills that must be mastered 
in order for students to make informed decisions about personal finance. Financial literacy is 
an integral component of a student's college and career readiness, enabling students to 
achieve fulfilling, financially-secure, and successful careers. 

● 9.2 Career Awareness, Exploration, and Preparation 
This standard outlines the importance of being knowledgeable about one's interests and 
talents, and being well informed about postsecondary and career options, career planning, and 
career requirements. 

 
 

http://www.state.nj.us/education/cccs/2014/career/CareerReadyPractices.pdf�
http://www.state.nj.us/education/cccs/2014/career/91.pdf�
http://www.state.nj.us/education/cccs/2014/career/92.pdf�
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2014 New Jersey Core Curriculum Content Standards – 21st-Century Life and Careers 

*CPIs to reach by grade 4 
 
Standard 9.1 Personal Financial Literacy: All students will develop skills and strategies that promote personal and financial 

responsibility related to financial planning, savings, investment, and charitable giving in the global economy. 
 
Strand A. Income and Careers 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Educational achievement, career 
choice, and entrepreneurial skills all 
play a role in achieving a desired 
lifestyle. 

9.1.4.A.1 Explain the difference between a career 
and a job, and identify various jobs in the 
community and the related earnings. 

3rd Grade Communities Unit  
 
Technology Curriculum- Financial 
Literacy Unit, Careers Project (Grade 4) 

Income often comes from different 
sources, including alternative sources. 

9.1.4.A.2 Identify potential sources of income. Technology Curriculum- Financial 
Literacy Unit, Careers Project (Grade 4) 

Income affects spending decisions and 
lifestyle. 

9.1.4.A.3 Explain how income affects spending and 
take‐home pay. 

4th Grade Zoom 

 
 
Strand B. Money Management 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Money management involves setting 
financial goals. 

9.1.4.B.1 Differentiate between financial wants and 
needs. 

3rd Grade Communities Unit 

 9.1.4.B.2 Identify age-appropriate financial goals. Math Curriculum 

Money management is reliant on 
developing and maintaining personal 
budgets. 

9.1.4.B.3 Explain what a budget is and why it is 
important. 

4th Grade Zoom 

 9.1.4.B.4 Identify common household expense 
categories and sources of income. 

4th Grade Zoom, 4th Grade Financial 
Literacy Unit (Math) 

Money management requires 
understanding of cash flow systems 
and business practices. 

9.1.4.B.5 Identify ways to earn and save. 4th Grade Financial Literacy Unit (Math) 
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Strand C. Credit and Debt Management 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Credit management includes making 
informed choices about sources of 
credit and requires an understanding 
of the cost of credit. 

9.1.4.C.1 Explain why people borrow money and 
the relationship between credit and debt. 

4th Grade Financial Literacy Unit (Math) 

 9.1.4.C.2 Identify common sources of credit (e.g., 
banks, credit card companies) and types 
of credit (e.g., loans, credit cards, 
mortgages). 

4th Grade Financial Literacy Unit (Math) 

 9.1.4.C.3 Compare and contrast credit cards and 
debit cards and the advantages and 
disadvantages of using each. 

4th Grade Financial Literacy Unit (Math) 

 9.1.4.C.4 Determine the relationships among 
income, expenses, and interest. 

4th Grade Financial Literacy Unit (Math); 
4th Grade Zoom  

Credit worthiness is dependent on 
making informed credit decisions and 
managing debt responsibly. 

9.1.4.C.5 Determine personal responsibility related 
to borrowing and lending. 

4th Grade Financial Literacy Unit (Math) 

 9.1.4.C.6 Summarize ways to avoid credit 
problems. 

4th Grade Financial Literacy Unit (Math) 

 
 
Strand D. Planning, Saving, and Investing 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Information about investment options 
assists with financial planning. 

9.1.4.D.1 Determine various ways to save. 4th Grade Financial Literacy Unit (Math) 

 9.1.4.D.2 Explain what it means to “invest.” Stock Market Game (SMG) 

 9.1.4.D.3 Distinguish between saving and investing. Stock Market Game (SMG) 
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Strand E. Becoming a Critical Consumer 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
The ability to prioritize wants and 
needs assists in making informed 
investments, purchases, and 
decisions. 

9.1.4.E.1 Determine factors that influence 
consumer decisions related to money. 

4th Grade Zoom 

 9.1.4.E.2 Apply comparison shopping skills to 
purchasing decisions. 

4th Grade Zoom 
Math Curriculum 
Technology Curriculum 

 
 
Strand F. Civic Financial Responsibility 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
The potential for building and using 
personal wealth includes 
responsibility to the broader 
community and an understanding of 
the legal rights and responsibilities of 
being a good citizen. 

9.1.4.F.1 Demonstrate an understanding of 
individual financial obligations and 
community financial obligations. 

3rd Grade Communities Unit 
4th Grade United We Stand 

Philanthropic, charitable, and 
entrepreneurial organizations play 
distinctly different but vitally 
important roles in supporting the 
interests of local and global 
communities. 

9.1.4.F.2 Explain the roles of philanthropy, 
volunteer service, and charitable 
contributions, and analyze their impact 
on community development and quality 
of living. 

3rd Grade Communities Unit 
4th Grade Patchwork of Cultures 

 
Strand G. Insuring and Protecting 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
 9.1.4.G.1 Describe how valuable items might be 

damaged or lost and ways to protect 
them. 

4th Grade Zoom 
Math Literacy Connections 
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Standard 9.2 Career Awareness, Exploration, and Preparation: . 
 
Strand A. Career Awareness 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Career awareness includes an 
understanding of the world of work and 
the knowledge and skills needed for 
traditional and nontraditional jobs and 
careers. 

9.2.4.A.1 Identify reasons why people work, 
different types of work, and how work can 
help a person achieve personal and 
professional goals. 

Technology Curriculum- Financial 
Literacy Unit, Careers Project (Grade 4) 

 9.2.4.A.2 Identify various life roles and civic and 
work-related activities in the school, 
home, and community. 

Technology Curriculum- Financial 
Literacy Unit, Careers Project (Grade 4) 

 9.2.4.A.3 Investigate both traditional and 
nontraditional careers and relate 
information to personal likes and dislikes.

Technology Curriculum- Financial 
Literacy Unit, Careers Project (Grade 4) 

 9.2.4.A.4 Explain why knowledge and skills 
acquired in the elementary grades lay the 
foundation for future academic and career 
success. 

Technology Curriculum- Financial 
Literacy Unit, Careers Project (Grade 4) 

 
 
Strand B. Career Exploration 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Only applies above grade 4    

 
 
Strand C. Career Preparation 

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Only applies above grade 4    
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Standard 9.3 Career & Technical Education (CTE):  
 
 
Strand  

Content Statement CPI# Cumulative Progress Indicator (CPI) Resources 
Only applies above grade 8    
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2014 New Jersey Core Curriculum Content Standards – 21st-Century Life and Careers 

*CPIs to reach by grade 8 
 
Standard 9.1 21st-Personal Financial Literacy: All students will develop skills and strategies that promote personal and financial 

responsibility related to financial planning, savings, investment, and charitable giving in the global economy. 
 
Strand A. Income and Careers 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.1.8.A.1 Explain the meaning and purposes of 
taxes and tax deductions and why 
fees for various benefits (e.g., medical 
benefits) are taken out of pay. 

X X Math Curriculum 
5th Grade Power and Responsibility 
Tax Lesson (sales tax, property tax, 
income tax) 

 9.1.8.A.2 Relate how career choices, education 
choices, skills, entrepreneurship, and 
economic conditions affect income. 

X X X 6th Grade Soc. St. A Study of 
Authority 
7th Grade Soc. St. A Study of 
Tolerance 
 
FACS- Company, Interior Design, 
Culinary Creations 
 
ADT- Company, Manufacturing, 
Factory 
 
Technology Curriculum- My Life 
Project 

 9.1.8.A.3 Differentiate among ways that workers 
can improve earning power through 
the acquisition of new knowledge and 
skills. 

X 6th Grade Soc. St. A Study of 
Authority 
Technology Curriculum 

 9.1.8.A.4 Relate earning power to quality of life 
across cultures. 

X 6th Grade Soc. St. A Study of Change  
6th Grade Soc. St. A Study of 
Authority 
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 9.1.8.A.5 Relate how the demand for certain 
skills determines an individual’s 
earning power. 

X 6th Grade Soc. St. A Study of Change 
6th Soc. St. Grade A Study of 
Authority 

 9.1.8.A.6 Explain how income affects spending 
decisions. 

X X X 6th Grade Soc. St. A Study of 
Authority 
 
FACS- Company, Fashion, Culinary, 
Design on a Dime 
 
ADT- Company, Factory 

 9.1.8.A.7 Explain the purpose of the payroll 
deduction process, taxable income, 
and employee benefits. 

X X FACS- Company 
 
ADT- Company 

 
 
Strand B. Money Management 

Content Statement CPI# Cumulative Progress Indicator 
(CPI) 

5 6 7 8 Resources 

 9.1.8.B.1 Distinguish among cash, check, credit 
card, and debit card. 

X X X FACS- Company, Design on a Dime 
 
ADT- Company 
Math Curriculum 

 9.1.8.B.2 Construct a simple personal savings 
and spending plan based on various 
sources of income. 

X X FACS- Company, Design on a Dime 
 
ADT- Company 
Math Curriculum 

 9.1.8.B.3 Justify the concept of “paying yourself 
first” as a financial savings strategy. 

X  Math (Grade 6)- Biz Kids- #304- 
Where’s My Allowance 
PMS- Lesson 12- Saving & Investing 
Math Curriculum 

 9.1.8.B.4 Relate the concept of deferred 
gratification to [investment,] meeting 
financial goals, and building wealth. 

X X FACS- Company 
 
Algebra I- Performance Task 
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 9.1.8.B.5 Explain the effect of the economy on 
personal income, individual and family 
security, and consumer decisions. 

X X FACS Curriculum- Company, Design 
on a Dime 
ADT- Design, Company, Factory, 
Manufacturing 

 9.1.8.B.6 Evaluate the relationship of cultural 
traditions and historical influences on 
financial practice. 

X X X 6th Grade Soc. St. A Study of Change 
6th Grade Soc. St. A Study of 
Authority 
7th Grade 5 Themes of Geography/7 
Elements of Culture 
8th Grade A History of U.S. 

 9.1.8.B.7 Construct a budget to save for long-
term, short-term, and charitable goals.

X X FACS- Company & Design Electives 

 9.1.8.B.8 Develop a system for keeping and 
using financial records. 

X X FACS- Company & Design Electives 
 
Math Curriculum- Credits/Debits 

 9.1.8.B.9 Determine the most appropriate use 
of various financial products and 
services (e.g., ATM, debit cards, 
credit cards, check books). 

X FACS- Company & Design Electives 

 9.1.8.B.10 Justify safeguarding personal 
information when using credit cards, 
banking electronically, or filing forms. 

X X X X Technology Curriculum- Internet 
Safety 
 
FACS- Company & Design Electives 

 9.1.8.B.11 Evaluate the appropriate financial 
institutions to assist with meeting 
various personal financial needs and 
goals. 

X FACS- Company & Design Electives 

 
 
Strand C. Credit and Debt Management 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.1.8.C.1 Compare and contrast credit cards 
and debit cards and the advantages 
and disadvantages of using each. 

X  Math (Grade 7): Biz Kids: #402- The 
Good, the Bad, the Ugly 
PMS Banking Services 
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 9.1.8.C.2 Compare and contrast the financial 
products and services offered by 
different types of financial institutions.

X  Math (Grade 6): Biz Kids: #204- 
Financial Institutions- All the Same? 
PMS Banking Services 

 9.1.8.C.3 Compare and contrast debt and credit 
management strategies. 

X  Math (Grade 7): Biz Kids: #402- The 
Good, the Bad, the Ugly 
PMS Banking Services 

 9.1.8.C.4 Demonstrate an understanding of the 
terminology associated with different 
types of credit (e.g., credit cards, 
installment loans, mortgages) and 
compare the interest rates associated 
with each. 

X Math (Grade 8): Biz Kids: #109 
PMS Banking Services- Buying a 
Home, Mortgages 
BrainPop- Financial Literacy 

 9.1.8.C.5 Calculate the cost of borrowing 
various amounts of money using 
different types of credit (e.g., credit 
cards, installment loans, mortgages). 

X Math (Grade 8): Biz Kids: #115- 
Using Credit 
EconEdLink- Calculating Simple 
Interest 
PMS- Credit 

 9.1.8.C.6 Determine ways to leverage debt 
beneficially. 

X Math (Grade 8): Biz Kids: #123- 
Income & Expenses 

 9.1.8.C.7 Determine potential consequences of 
using “easy access” credit (e.g., using 
a line of credit vs. obtaining a loan for 
a specific purpose). 

X  Math (Grade 7): Biz Kids: #402- 
Debt- Good, Bad, Ugly 

 9.1.8.C.8 Explain the purpose of a credit score 
and credit record, and summarize 
borrowers’ credit report rights. 

X Math (Grade 8): PMS Lesson 7- 
Credit 
Biz Kids: #115- Using Your Credit 

 9.1.8.C.9 Summarize the causes and 
consequences of personal 
bankruptcy. 

X Math (Grade 8): Biz Kids: #109, 

 9.1.8.C.10 Determine when there is a need to 
seek credit counseling and 
appropriate times to utilize it. 

X Math (Grade 8): Biz Kids: #213 
Learning from Failure 
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Strand D. Planning, Saving, and Investing 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.1.8.D.1 Determine how saving contributes to 
financial well-being. 

X Math (Grade 6)- BrainPop- Budget 
Math Forum (Drexel Univ)- #1720 
Susita 
wolframalpha.com- Money & Finance 

 9.1.8.D.2 Differentiate among various savings 
tools and how to use them most 
effectively. 

X X Math (Grade 5)- Math in Focus- 
Chapter 10  
Math (Grade 6): Biz Kids: #118- 
Saving & Investing for Your Future  
BrainPop- Budget Activity 

 9.1.8.D.3 Differentiate among various 
investment options. 

X X X Grade 5- Math in Focus Chapter 10 
(interest, investment funds) 
Stock Market Game/Club 
Math (Grade 6): Biz Kids: #121- 
Bulls, Bears and Financial Markets 
Brain Pop- Stocks, Shares 
WolframAlpha- Money & Finance 
Algebra I Performance Task 

 9.1.8.D.4 Distinguish between income and 
investment growth. 

X X X X Math- (Grade 5)- Math in Focus- 
Chapter 10 
Stock Market Game/Club 
FACS- Company 

 9.1.8.D.5 Explain the economic principle of 
supply and demand. 

X X X X FACS- Company 
 
ADT- Design, Company, 
Manufacturing 
 
Stock Market Game/Club 
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Strand E. Becoming a Critical Consumer 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.1.8.E.1 Explain what it means to be a 
responsible consumer and the factors 
to consider when making consumer 
decisions. 

X X X X FACS Electives 
 
ADT- Tools, Company 
 
Technology Curriculum- budget 
spreadsheet; digital collaboration, 
Advertising Elective 

 9.1.8.E.2 Identify personal information that 
should not be disclosed to others and 
the possible consequences of doing 
or not doing so. 

X X X X Technology Curriculum 

 9.1.8.E.3 Compare and contrast product facts 
versus advertising claims. 

X X X FACS- Nutrition, Company 
 
ADT- Company 
Technology Curriculum- budget 
spreadsheet; Advertising elective, 
Web Design 

 9.1.8.E.4 Prioritize personal wants and needs 
when making purchases. 

X X X X FACS Electives 
 
ADT- Tools, Company 
 
Technology Curriculum- budget 
spreadsheet 

 9.1.8.E.5 Analyze interest rates and fees 
associated with financial services, 
credit cards, debit cards, and gift 
cards. 

X X FACS- Company 
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 9.1.8.E.6 Compare the value of goods or 
services from different sellers when 
purchasing large quantities and small 
quantities. 

X X X FACS & ADT Electives 
 
ADT- Manufacturing, Company, 
Factory 
 
Technologies- budget spreadsheet 

 9.1.8.E.7 Evaluate how fraudulent activities 
impact consumers, and justify the 
creation of consumer protection laws.

X Math (Grade 7)- Math in Focus: 
Chapter 3, Section 1  
Biz Kids- #407- Scamaramma 
PMS- Consumer Awareness 
 

 9.1.8.E.8 Recognize the techniques and effects 
of deceptive advertising. 

X X X X FACS- Nutrition, Company 
 
ADT- Company 
 
Technology Curriculum 

 
 
Strand F. Civic Financial Responsibility 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.1.8.F.1 Explain how the economic system of 
production and consumption may be a 
means to achieve significant societal 
goals. 

X X FACS- Learning through Serving 
 
ADT Electives 

 9.1.8.F.2 Examine the implications of legal and 
ethical behaviors when making 
financial decisions. 

X FACS- Learning through Serving 

 9.1.8.F.3 Relate the impact of business, 
government, and consumer fiscal 
responsibility to the economy and to 
personal finance. 

X FACS- Learning through Serving 
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Strand G. Civic Financial Responsibility 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.1.8.G.1 Explain why it is important to develop 
plans for protecting current and future 
personal assets against loss. 

X FACS- Company 

 9.1.8.G.2 Determine criteria for deciding the 
amount of insurance protection 
needed. 

X FACS- Company 

 9.1.8.G.3 Analyze the need for and value of 
different types of insurance and the 
impact of deductibles. 

X FACS- Company 

 9.1.8.G.4 Evaluate the need for different types 
of extended warranties. 

X Math (Grade 7)- Biz Kids: #207- The 
World is a Risky Place 

 
 
Standard 9.2 Career Awareness, Exploration, and Preparation:  
 
 
Strand A. Career Awareness 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

n/a after grade 4    

 
 
Strand B. Career Exploration 

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

 9.2.8.B.1 Research careers within the 16 
Career Clusters® and determine 
attributes of career success. 

X X FACS & ADT Electives 
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 9.2.8.B.2 Develop a Personalized Student 
Learning Plan with the assistance of 
an adult mentor that includes 
information about career areas of 
interest, goals and an educational 
plan. 

X X FACS Electives 
 
ADT- Manufacturing 

 9.2.8.B.3 Evaluate communication, 
collaboration, and leadership skills 
that can be developed through school, 
home, work, and extracurricular 
activities for use in a career. 

X 8th Grade Civics and Service Unit: 
Leadership: Lead, Follow or Get Out 
of the Way! 
 
FACS- Learning through Serving 

 9.2.8.B.4 Evaluate how traditional and 
nontraditional careers have evolved 
regionally, nationally, and globally. 

X X X X FACS Electives 
 
ADT Electives 
Technology  Curriculum 

 9.2.8.B.5 Analyze labor market trends using 
state and federal labor market 
information and other resources 
available online. 

X Technology  Curriculum- “Life Plan 
Project” 

 9.2.8.B.6 Demonstrate understanding of the 
necessary preparation and legal 
requirements to enter the workforce. 

X FACS  
 
Technology  Curriculum- “Life Plan 
Project” 

 9.2.8.B.7 Evaluate the impact of online activities 
and social media on employer 
decisions. 

X X Guidance Curriculum 
 
Technology  Curriculum  
 
Career Day 
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Standard 9.3 Career & Technical Education (CTE):  
 
 
Strand    

Content Statement CPI# 
Cumulative Progress Indicator 

(CPI) 
5 6 7 8 Resources 

Only applies above grade 8    
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APPENDIX B: 
ISTE STANDARDS FOR TEACHERS 
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APPENDIX C: 
RESOURCE ARTICLES 

 
 

 Technology Integration for the New 21st Century Learner 
 

 Our Brains Extended 
 

 ISTE 2014 Annual Report and Essential Conditions Summary 
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