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Content/Big Ideas

Applications of computer coding.

Essential Questions

Why is computer coding applicable?

Concepts 1. Algorithms and programming
2. Impacts of computing
Competencies 1. Complete basic coding functions including: commands, functions, loops,

conditional code, logical operators, algorithms, variables, and types.




Standards/Benchmarks

2-A-2-1: Solicit and integrate peer feedback as appropriate to develop or refine a
program.

2-A-7-2: Compare different algorithms that may be used to solve the same
problem in terms of their speed, clarity, and size (e.., different algorithms solve
the same problem, but one might be faster than the other).

2-A-7-4: Interpret the flow of execution of algorithms and predict their
outcomes.

2-A-5-5: Design, develop, and present computational artifacts such as mobile
applications that address social problems both independently and collaboratively.

2-A-5-6: Develop programs, both independently and collaboratively, that include
sequences with nested loops and multiple branches.

2-A-5-7: Create variables that represent different types of data and manipulate
their values.

2-A-4-8: Define and use procedures that hide the complexity of a task and can be
reused to solve similar tasks.

2-A-3-9: Decompose a problem into parts and create solutions for each part.
2-A-6-10: Use an iterative design process (e.g., define the problem, generate

ideas, build, test, and improve solutions) to solve problems, both independently
and collaboratively.

Activities & Assessments

Swift Playgrounds Learn to Code 1 & 2
Learn to Code Curriculum Book
Journals

Classroom Activities
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Learn to Code 1 &2

Algorithms and Programming
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