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How to Use This Document

The Purpose of this Document

Coeur d’Alene School District Board policy 2100 states, “a written, sequential curriculum
shall be developed for each course and subject area in order to ensure an equitable
education for the District’s students. It shall also address content and program area
performance standards and District education goals, and shall be constructed to include
such parts of education as content, skills, and thinking.” Further, Board policy states,
“Instructional personnel are required to teach the District’s curriculum. In the
implementation of the curricula, teachers shall utilize appropriate instructional
methodologies and materials necessary to meet a wide variety of student needs.”
Additionally, the curriculum will be regularly evaluated for efficiency, effectiveness, and
equity.

The purpose of this curriculum document is to provide guidance for teachers and
administrators for delivering high-quality learning for the District’s students.  It is a living
document that will change over time in response to trends in student learning, as
demonstrated through varied assessments, and new understandings in course content.
Changes made to the document will follow a cycle of design and reflection as explained in
the Curriculum Management Plan.

The District relies on the work of Grant Wiggins and Jay McTighe in defining curriculum as
“the specific blueprint for learning that is derived from desired results, as defined by
content and performance standards” (2008).  A resource or textbook is not a curriculum.
Rather, curriculum should specify the experiences, instruction, assignments, and
assessments students will need to achieve the desired results. Desired results can be
defined as what students should be able to know, do, and understand as a result of their
learning. In addition, curriculum should serve to both focus on what is essential in student
learning and to connect learning within and across content, grade levels and schools.
Curriculum should be standards-based, and provide a clear, valid and measurable set of
standards and objectives aligned to local, state and national curriculum standards.

Philosophy of Curriculum

In the Coeur d’Alene School District, curriculum design teams strive to design a
curriculum that is authentic, purposeful, equitable, clear, focused on student
empowerment, and part of an ongoing cycle of improvement.
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Curriculum must be focused on student empowerment.
Curriculum should provide a roadmap for teachers to build learning experiences

that lead to student empowerment. As George Couros writes in the Innovator’s
Mindset, “Engagement is more about what you can do for your students.
Empowerment is about helping students to figure out what they can do for
themselves.” Curriculum and curricular resources should provide teachers the tools
they need to design learning experiences that empower students to pursue their
futures.

To achieve this goal, curriculum should be undergirded by the “PEAK” principles
described by Ted Dintersmith in What School Could Be. PEAK principles address
designing for student empowerment through the thoughtful considerations of purpose,
essentials, agency and knowledge. These are described below:

“Purpose--students attack challenges they know to be important, that make
their world better.
Essentials--students acquire the skill sets and mind-sets needed in an
increasingly innovative world.
Agency--students own their learning, becoming self-directed, intrinsically
motivated adults.
Knowledge--What students learn is deep and retained, enabling them to
create, to make, and to teach others” (Dintersmith, 2018, p. xvi).

Curriculum design must be informed by these principles, understanding that “content
covered is not content retained” (Dintersmith, 2018, p. 63). Therefore, curriculum
designers must write curriculum using a feasible number of standards and objectives
that guide the teacher in focusing instruction on the essential knowledge and skills
students need to master. Focused curriculum affords students the time to dive into
deep learning rather than skim surface content.

Curriculum must be authentic.
Curriculum must be grounded in current research in the field of study and

steeped in the practices of cognitive apprenticeship. Curriculum must demand students
think as mathematicians, observe and hypothesize as scientists, write as authors, read
as researchers, and create as artists and engineers. Dintersmith writes, “It’s important
to distinguish between teaching someone a subject and helping them learn to think
like an expert in the field” (2018, p. 70). Relevant, rich, and rigorous curriculum
apprentices students in authentic practices.

Further, curriculum design must focus on developing authentic application of the
District’s Portrait of a Graduate and 21st Century skills: creativity and innovation,
critical thinking and problem solving, communication, collaboration, character and

Page 4 File Name (Please See Curriculum Management Doc for Naming Protocol)



content knowledge. To do so, the District promotes the Partnership for 21st Century
Learning’s six guiding recommendations for 21st Century Curricula:

1. Develop Curricula for Understanding: Ensure that curricula are designed
to produce deep understanding and authentic application of 21st Century
skills. This by definition will enable the development of 21st Century
skills; curricula should include models for appropriate learning activities
that accomplish 21st Century skills outcomes.

2. Unpack the Standards to Articulate Essential Concepts and Skills: Use
curricula to articulate the essential understandings and 21st Century
skills contained within the standards. Ensure all curricula materials
(curriculum guides, model units) clearly identify the big ideas and 21st
Century skills as the goals for learning.

3. Build Widespread Consensus Around the Big Ideas and Essential
Questions: Involve educators and stakeholders at all levels to ensure the
big ideas, essential questions and enduring understandings— particularly
those that emphasize 21st Century skills—are supported and
understood.

4. Use Curriculum-Embedded, Performance-Based Assessments: Design
and implement curriculum-embedded, performance-based assessments
that are integrated and aligned with the state accountability system.

5. Commit to Continuous Improvement in 21st Century Curriculum Design
Processes: Commit to an ongoing process of reflecting upon and revising
curricula with the purpose of improving the teaching and learning of 21st
Century skills over time.

6. Collaborate: Educators should initiate meaningful partnerships with key
stakeholders, content developers and curriculum providers to ensure a
wide range of instructional products are designed to produce 21st
Century skills outcomes (Hanover, 2017).

While pieces of these guiding recommendations are considered in more detail through
other District documents, including the Instructional Framework, the Assessment Plan,
the Equity Framework, and the Professional Development Plan, it is important to note
these guiding recommendations, as embodied in these various documents, work in
coordination with and alignment with one another.

Curriculum must be purposeful.
To apply these guiding recommendations, the District uses the work of Jay

McTigh and Grant Wiggins in Understanding by Design, who advocate for creating
curriculum beginning with the end (or desired results) in mind. Designing curriculum
with the end in mind ensures curriculum is purposeful and avoids two problems that
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can plague ineffective curricular practices: the first is using a textbook as the curriculum
rather than a resource; the second is assuming engaging activities without a clear
purpose lead to deep learning. In the first scenario, deep learning is often sacrificed to
coverage of content. In the second scenario, there is often excitement and fun without
any intentional learning attached. By beginning with the end in mind and planning
backward, curriculum designers are better able to align deep and engaging instruction
with purpose and intention.

Curriculum must be equitable.
Curriculum must be designed to provide equitable outcomes for all students.

This requires maintaining high expectations and rigor for all while also providing the
flexibility to meet individual student needs. To maintain this balance, the District has
identified those curriculum components that are tightly held, or non-negotiable across
the district, and those curriculum components that are loosely held, or decided upon at
the building or classroom level. These are discussed in more detail below.

In addition to balancing high expectations with the flexibility to meet individual
student needs, designing for equity requires horizontal coordination and vertical
alignment. Horizontal coordination occurs when student learning and outcomes in one
course mirror student learning and outcomes in that same course across a school or
district. For example, a student taking Integrated Math 1 from a specific teacher at Lake
City High School would be expected to have the same learning and outcomes as a
student taking Integrated Math 1 from a different teacher at Coeur d’Alene High
School. When curriculum is horizontally coordinated, students should receive the same
outcomes regardless of teacher or school (Hanover 2015).

Attending to vertical alignment also helps address issues of equity by
eliminating gaps or redundancies in student learning across grade levels or courses
and by allowing students to access future learning experiences. Curriculum is vertically
aligned when learning in one lesson, course, or grade level prepares students for the
next lesson, course, or grade level. Curriculum must be purposefully sequenced to
enable students to advance in fields of study. When curriculum is vertically aligned,
students are prepared to tackle progressive courses and grade levels (Hanover 2015).

In addition to vertical alignment, it is important to address alignment of
curriculum, instruction, and assessment. Using Fenwick English’s “doctrine of no
surprises”, students should not be held accountable on assessments for knowledge
and skills they have not been taught (2002, p. 55). Taken a step further, curriculum
should be aligned to state standards in order to allow students to perform well on
state assessments and achievement tests. Research supports this. “Numerous studies
confirm that students receiving a curriculum aligned with achievement  tests and state
standards outperform their counterparts who do not receive the same level  of
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instruction” (Hanover 2013). For students to perform well on multiple measures of
achievement, curriculum alignment to instruction and assessment is vital.

Equitable curriculum must also be regularly revised based on analysis of student
performance data broken down by subgroups. When student performance data
demonstrate students within different demographics are not performing as well as
their peers, it is important to review the curriculum to ensure it is reinforcing equitable
practices for all students.

Curriculum must be clear
Mike Schmoker wrote, “clarity precedes competence” (2004, p. 85). In order for
teachers to be able to competently use the curriculum, the curriculum itself must be
clear. Therefore, curriculum should--at a minimum--be user friendly, and by Board
Procedure 2100 P, it must contain the following components:

● State and national standards.
● Connections within the curriculum to the District’s Portrait of a Graduate.
● Objectives that specify what, when and how the actual standard is performed,

and the amount of time to be spent learning.
● Assessment evidence that states the skills, knowledge, and concepts to be

assessed as well as the alignment between objectives and district and/or state
performance assessments.

● Specific, documented prerequisites or descriptions of discrete skills or concepts
required prior to the learning.

● A delineation of primary instructional resources to be used, supplementary
materials or instructional resources to be used, and a statement of the “match”
between the basic text or instructional resources and the curriculum objectives.

● Specific examples for approaching key concepts or skills in the classroom.
● Opportunities for differentiation, re-teaching, and extensions.

Additional components recommended for inclusion in the course pacing guide are:
● Philosophical principles underlying the course content.
● Enduring understanding or big ideas present in the learning.
● Essential questions that will provoke thinking, understanding, and transfer of

learning.
● Opportunities for student self-assessment and reflection.
● Explanations of common misconceptions in student learning.
● A pacing calendar and course overview.
● Explanations of alignment to learning in future courses.
● Tips for success in managing potential student struggling points as well as

classroom management tips for the learning experiences.
● Evidence-based best practices for technology integration.
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● Academic vocabulary
● Embedded thinking strategies that promote metacognition, as described by

Keene and Zimmerman in Mosaic of Thought (1997).

Curriculum development must be ongoing.
Curriculum documents should be living documents that receive regular attention

and revision based on student data and performance. Again, the District borrows
heavily from the principles of backward design described by McTighe and Wiggins in
Understanding by Design (2008).

Stage 1—Identify Desired Results and Objectives: In this stage, curriculum
designers specify what students should be able to know, understand and do as
a result of the learning. Desired results should be worthy of student time and
effort. Desired results should be rigorous, be enduring, and be transferable.
They should focus on the most essential skills and content, and be aligned to
state standards. Desired results can be rewritten as user-friendly objectives,
which should be specific in terms of content, context, and cognitive type. In this
stage, designers also consider vertical alignment and spiraling. Key questions at
this stage include: How will students be able to transfer their learning?  What
enduring understandings are desired? What essential questions will be
explored in-depth and provide focus for all learning? How do the PEAK
principles live in the desired results? How do the desired results embody or lead
to student empowerment? How is the District’s Portrait of a Graduate and 21st
Century learning reflected in the desired results?

Stage 2—Determine Assessment Evidence: In this stage, curriculum designers
work within the assessment framework to develop assessments that provide
acceptable evidence of the desired results identified in stage 1. It is critical to
pay attention to alignment between desired results and assessment in this
stage. Key questions for curriculum designers to consider include: How will
educators know if students have achieved the desired results? What is
acceptable evidence of student understanding and their ability to use (transfer)
their learning in new situations? How will student performance be evaluated in
fair and consistent ways? How can assessments be made more authentic? How
do experts in the field demonstrate their mastery? How do the assessments
promote PEAK principles?

Stage 3—Chunk Learning into Units and Sequence Learning: In this stage,
curriculum designers consider how to best chunk and sequence learning to
allow for deep learning experiences that promote 21st Century skills and
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concepts. Key questions for curriculum designers to consider include: How will
we support learners as they come to understand important ideas and
processes? How will we plan for student agency and for students to transfer
their learning? What knowledge and skills will students need to perform
effectively to achieve desired results? What suggested activities, sequence, and
resources will best help teachers in planning their instruction? What types of
experiences provide for equitable, authentic learning? What activities do experts
in the field engage in to learn? What current research should inform teacher
practice?

Stage 4--Finalize the curriculum in user-friendly guides and communicate
with appropriate stakeholders: In this stage, curriculum designers strive for
clear communication to all stakeholders through the finalization of the
curriculum through user-friendly guides, Board approval of the curriculum, and
professional development for teachers in the use of the curriculum. Key
questions for curriculum designers at this stage include: How clear are the
expectations for the use of the curriculum? Would inexperienced as well as
experienced teachers find the curriculum guides helpful? Have all stakeholders
been included in the dissemination of the documents? What training in the use
of curriculum or resources would be most helpful?

Stage 4--Analyze and revise curriculum based on student performance data.
In this stage, curriculum designers use multiple measures of performance,
including quantitative and qualitative data, to determine the effectiveness of the
curriculum. Based on this analysis, curriculum designers revise the curriculum
for coherence and effectiveness. Key questions for designers in this stage to
consider include: What story is the data telling us about how our students
performed in this course? What subgroups or populations performed higher or
lower in this course in comparison to their peers? Where does the data suggest
there are gaps in learning? Where did students perform particularly well? In
what ways did students become more empowered to pursue their futures as a
result of this curriculum? Based on this information, how can designers
strengthen the curriculum?

Through the thoughtful design of curriculum that is authentic, purposeful, equitable,
clear, ongoing, and focused on student empowerment, the Coeur d’Alene School
District aligns with its mission to provide each student powerful learning in every
subject, at every age, and in every learning environment and to ensure that each

Page 9 File Name (Please See Curriculum Management Doc for Naming Protocol)



student achieves at high levels, regardless of individual differences, gender, ethnicity,
language, ability, socio-economic status, or experiences of trauma.

Tightly and Loosely Held Curriculum Components

As explained in Board Procedure 2100P, to successfully manage the necessary tension
between upholding standards for students while maintaining the flexibility to reach each
student’s unique needs, it is important to identify which curriculum components will be
tightly held, or non-negotiable decisions made at the District level, and which curriculum
components will be loosely held, or managed at the classroom or building level. Those
components that are tightly held, or non-negotiable, require Board approval to revise and
amend. Those components that are loosely held, or school-based components, do not
require Board approval to revise. The following chart clarifies these components:

Locus of
Control

Curriculum Component Explanation

System-Wide
Decisions,
Tightly Held
and Non-
Negotiable

Vision, Mission, and
Goals

Core beliefs

Standards National and state standards, priority
standards, outcomes, student expectations,
and objectives.

Instructional Model Student-Centered, equitable, engaging
instruction that employs concepts of purpose,
essential skills, agency and knowledge.

Aligned Primary
Resources

Textbooks and district resources.

Curriculum Guides Year-at-a-glance and semester scope of
curriculum,  unit targets and success criteria,
assessments, and progress monitoring tools
(some formative).

Formal Assessment National and state assessment,
criterion-referenced assessments, summative,
diagnostic and benchmark assessments.

School-Based
Decisions,
Loosely Held
and Flexible

Lesson Planning Daily and weekly lesson plans developed from
curriculum guides, which can integrate
relevant and timely topics and events.
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Teachers should have the autonomy, flexibility
and responsibility to meet student needs.

Instructional Delivery Instructional strategies and innovative
approaches that fit within the instructional
model.

Aligned Supplementary
Resources

Supplemental resources and materials that
enhance the coherence of the total curriculum
without supplanting the major instructional
resources.

Response to Student
Needs

Differentiation, collaborative grouping,
programming, enrichment, remediation,
monitoring and feedback.

Instructional Evaluation Additional formative assessments to inform
instructional decisions.

Document Organization:

This document is organized from a broader overview with the Year-at-a-Glance and
moves toward more specific information about the units within the course. Appendices
are provided to add clarity and examples to aid both teachers and administrators in
implementing the curriculum.
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Creative Coding: Curriculum Overview

Mission Statement

Creative coding provides students with the skills needed to design and develop high
quality computer applications, preparing students for a career in computer programming
and web development.

Program Purpose and Goals

In Creative coding students will develop computer design skills to solve problems both
independently and collaboratively. They are introduced to Computer Science as a way
of thinking, relevant and applicable to a wide range of contexts. Through a
problem-based curriculum, students explore the breadth of experiences and
challenges that constitute Computer Science. Students learn by doing, constructing
their understanding in collaboration with their peers. Each project is designed to be
accessible at many levels, to accommodate students with prior experience, and
students are encouraged to seek out the level that is appropriate for them. Work
created in this course will be deeply rooted in the design thinking process, and will
cover specific programming languages from block-based to text-based. The focus will
be on learning concepts that can apply not only to computer science, but to all aspects
of the students ’growth as a learner and beyond. The goal of this course is to introduce
students to the breadth of Computer Science. Topics covered include algorithms,
syntax, code programming, web design, and computer graphics. Developmentally
appropriate tools will be used to generate skills in  block coding, and visual design
allowing students to access and develop the core concepts and skills of Computer
Science. Projects in this course emphasize the creativity inherent in Computer Science.
Students then move from a block-based to a text-based programming language
(Python or Javascript) and projects throughout the curriculum become more
programming-dependent. Students are introduced to concepts like recursion and
object-oriented programming. They continue to develop autonomy and are encouraged
to seek out both the challenges and the support that will generate a meaningful
learning experience. When students complete this program they will have marketable
employment skills that can be used in the future.
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Program Characteristics

Teacher Dispositions and Student Outcomes

Include as many of the teacher dispositions and student outcomes as would be
helpful for teachers teaching this course and delete the boxes that are not applicable.
The teacher dispositions on the left should lead to the student outcomes on the right.

Teacher Dispositions: The teacher should
be planning the step by step skills required
in order for students to create and develop
their own apps/programs/games. The
teacher will also make the connection
between the coding skills they have
learned and how they can be applied to a
future career.  Teachers will need to foster
a collaborative environment as students
will be working together in order to
problem solve and provide solutions in
order to write successful code.

Student Outcomes (What would be the
observable evidence of what the teacher has
planned, designed, or implemented  in terms
of student skills, behaviors, products, etc.?)
Students should be able to identify and
explain the key concepts of a variety of
coding methods and be able to work both
independently and collaboratively to
problem solve and develop solutions.
Students will show the skills and knowledge
acquired by creating and developing
apps/programs/games throughout the
course.

Teachers will need to rely on their ability
to foster a creative and collaborative
environment for students to successfully
engage in course content.

Students will be engaged in the code
writing process and problem solving
independently and in teams in order for
apps/programs/games to successfully
operate.  Students will be sharing amongst
their peers solutions to coding problems
and the step by step processes in
developing that code.

This course will both focus on project
based learning and stem.

Students will be able to create products
that display various forms of skills in
technology.

The skills developed throughout this
course will be applicable to future
employment opportunities in
coding/programing career fields.

Students will be developing
apps/programs/games that will be
marketable skills for future educational and
career oppurtunities.
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Teachers should encourage students to
take risks and be creative.  This will help
in developing the necessary skills when
coding that requires a large amount of
problem solving and critical thinking
skills. Creativity will provide the students
with ownership in their products and a
collaborative working environment.

How would an observer determine that
students were empowered with and
engaged in specific roles and
responsibilities during this course?

Students will work collaboratively in the
coding process from designing the coding to
game testing the product.  Students will
rely on each other for feedback in order to
develop a successful app/program/game in a
team environment.

Teachers will provide the opportunity for
students to explore different career
options related to coding and have
creative design on products developed
throughout the course.

Students will be challenged to develop
coding products that go beyond the basic
skills learned throughout the course.
Students will develop algorithms in order to
produce a unique product of their own.

Teachers will need to rely on online
resources for the basic terms and
concepts coding. The teacher will also
use various coding softwares for students
to develop products showing learning.

Students will use the environment to
engage with the basic concepts and
terminology displayed throughout the
classroom.  Both student work, products,
and helpful algorithms will be present
throughout the classroom to assist in the
learning process and allow collaboration
amongst the class.

Teachers will highlight the importance
for students to problem solve and ask
questions both independently and
collaboratively.  Teachers will require
student feedback on how this relates to
the bigger picture and asking questions
in order to gain understanding/relevance.

Students will be problem solving coding
errors and developing their own solutions
both collaboratively and independently.
Students will be able to use a variety of
coding methods in order to produce a
successful coding product.

The essential questions will be at the
core of the skills students will be
developing when learning how to code.
Learning targets and objects will be
communicated with students both
verbally and physically on assignments,
assessments and projects.

Students will be expressing their
knowledge and growth through the
completion of different assignments and
projects that align with the essential
questions.  Students will be recording
throughout the course their overall growth
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and skill achievements in their coding
journal as they complete different tasks.

Teachers will provide an opportunity
during the coding process by completing
different prompts focused on claims,
evidence and reasoning in their coding
journals and also on self-reflection
questionnaires after the completion of
each unit.

Students will be using multiple sources in
order to problem solve coding errors and
work collaboratively to discuss the best
solutions. Students will evaluate peer
coding products and provide feedback or
suggestions on how to improve the product.

Teachers will provide scaffolding models
to understand the basic concepts and
skills while coding, and have students
develop a concept map to assist in the
learning of key language.

Students will provide evidence of
understanding academic language through
the completion of unit concept maps, and
also using key language while designing a
coding product.

Formative assessment data will be used
to modify, re-teach and differentiate
instruction based on the key concepts
and skills needed for each unit. Teachers
will provide both independent and
collaborative learning opportunities for
students to evaluate their own learning
and that of others.

Students will be presented with different
learning tools and methods in order to write
various levels of code. Students will have
opportunities to work both independently
and collaboratively to support individual
learning objectives.

Teacher will provide a pre-assessment
covering the key terms and concepts
from the unit in order to gauge student
understanding.  Teachers use formative
assessments throughout the unit to
gather evidence of student
understanding and a student
self-reflection at the conclusion of each
unit providing student voice.

Students will be completing a personal
coding journal throughout each unit that
will provide opportunities for students to
assess their own learning, struggles, and
growth.

Teachers will ensure mastery learning
through the completion of the unit
assessment/project that will highlight the
necessary skilled need to move onto the
next unit.  Teachers should assume if a
student successfully completes the unit

Students will display their understanding
and remembering of key concepts and skills
when producing their unit project
(app/program/game).  Unit project will
encapsulate all the skills highlighted and
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project that they have captured the key
skills in order to move on to the next unit,
but not assume all students are able to
write the same complexity of coding.

assessed throughout the unit and will be
used in future learning.

Environment

This section explains in narrative form some of the best practices for creating a positive
environment for this learning to occur in. Questions worthy of consideration include:

The classroom environment will be structured to maximize student learning by grouping
computer technology fostering collaborative learning.  Student computers will face the
classroom projector screen in order to learn,  observe and present the necessary skills to
produce creative products in class.  Students will work independently and collaboratively
on problem solving tasks, and will co-create artifacts that provide evidence of student
learning.  Students will have creative choice when designing computer applications that
incorporate the necessary standards and skills to meet course objectives.  Students will
need access to computers in order to develop and design computer applications, and have
access to online resources and programs to create classroom products. Student work will
publish student work both digitally online and through classroom presentations
(partners/whole class) using the classroom project. Student work will be printed and
posted in the classroom so they are able to celebrate and share their creative designs.
Methods and tools on how to code will be posted throughout the classroom for students to
access along with the common terminology used in the field of coding. Learning tools will
be presented both digitally resources and printed copies for diverse learning types to
access.
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Semester-at-a-Glance

Year-at-a-Glance

Course/Subjec
t

Creative
Coding/Technology

Code Course Code

Prerequisite
Courses (if
applicable)

No Prerequisite for
this course.

Grade Level 7,8

Days of
Instruction

Unit Concept, Theme,
or Big Idea

Assessments Notes

10 days Career opportunities,
career types, 21st
century skills, and
education
requirements.
Employability skills
and personal
strengths.

Students will prepare
a report covering the
career pathway in
Coding/Interactive
Media Design. The
report should include
an assessment of
personal strengths for
success in this
particular field.

10 days Digital citizenship,
Cyber security, internet
safety, and digital
footprint.

Formative
assessments on key
terms and concepts
outlined in the unit
concepts and themes.

15 day Algorithms and
Problem Solving,
Debugging, and how
technology has
solved/created
problems. Java and
Python scripting.

Students will
demonstrate their
programming
knowledge by
successful completion
of multiple, game/app
projects. Students will
also be able to
converse in
terminology
appropriate to the
coding of game and
interactive media
design.

Page 18 File Name (Please See Curriculum Management Doc for Naming Protocol)



15 days Coding using loops,
nested loops, nested
structures,while Loops.
Networks and the
internet: Encrypting
Information. Data and
analysis, and the roles
of hardware and
software.

Students will
demonstrate their
programming
knowledge by
successful completion
of multiple,
game/app/web design
projects. Students will
also be able to
converse in
terminology
appropriate to the
coding of games/apps
and interactive media.

17 days Variables, variables
with strings. networks
and the internet.
Conditionals and
comparators. If/Else
conditionals. If/then
conditionals. Java and
Python scripting.
Internet coding
language HTML.

Students will
demonstrate their
programming
knowledge by
successful completion
of multiple,
game/app/web design
projects. Students will
also be able to
converse in
terminology
appropriate to the
coding of games/apps
and interactive media.

17 days Functions, writing
functions, design
thinking process, data
and analysis, creating
and playtesting
competitive
games/apps.

Students will
demonstrate their
programming
knowledge by
successful completion
of multiple,
game/app/web design
projects. Students will
also be able to
converse in
terminology
appropriate to the
coding of games/apps
and interactive media.
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Scope and Sequence

Grade Level:            Course or Content Area:

Priority Objectives Supporting Objectives

UNIT 1
Careers in
Coding

Identify and explain the key
descriptors of a career in coding.
Understand and explain what skills
in coding are applicable in the 21st
century.
Be able to develop goals and
definitive plans for a programming
career, including your selection of
the ideal career path, courses, and
coding school.

Module 1:
State why it is important to spend time on
career exploration.
Identify educational milestones needed to
pursue a career in programming/coding.

Researching a particular career field in
Coding/Interactive Media Design and building
a career plan.

UNIT 2
Digital
Citizenship

Advocate and practice safe, legal,
and responsible use of information
and technology.
Exhibit a positive attitude toward
using technology that supports
collaboration, learning, and
productivity.
Demonstrate personal responsibility
for lifelong digital learning.

Module 1:
Identify strategies for protecting their privacy,
including opting out of specific features and
analysing app or website privacy policies.
Understanding copyright and fair use.

UNIT 3
Algorithms
and
Problem
Solving

Understand and use basic
vocabulary: algorithm, argument,
code, method, program, sequence,
syntax, string.Use correct syntax
when writing code.Use proper
sequencing when writing code.Use
arguments to input information into
a method.

Module 1:
Use strings to input text data.Use comments to
document code.

Module 2:
Develop programs with sequences and simple
loops, to express ideas or address a problem.
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UNIT 4
Loops and
Networking

Understand and use key terms:
evaluate, expression, loop, while
loop, while True loop
Write a program that includes an
infinite loop.
Decompose a problem into smaller
pieces and identify which pieces
should be repeated.

Module 1:
Develop programs with sequences and simple
loops, to express ideas or address a problem.

Module 2:
Problem solving using collaborative coding.

UNIT 5
Variables
and
internet
Coding

Understand and use key terms:
variable, value, data
Create and clearly name a variable
to store data.
Read and understand a nested
conditional
Constructing if-else conditional in a
program
Use a variable as an argument in a
method.
Use internet coding language
HTML to redesign and create
websites.

Module 1:
Create clearly named variables that represent
different data types and perform operations on
their values.
Create programs that use variables to store and
modify data.

Module 2:
Redesign and create websites using HTML.

UNIT 6
Function
and Design

Construct a function definition.
Identify functions.
Implement functions into program
code.
Design personalized visual
components in a program.

Module 1:
Create programs using functions to repeat and
simplify code.

Module 2:
Create and integrate a personalized  character
into an app/program/game and playtesting.
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Unit Plans
Unit 1: Careers in Coding

Concept, Theme or Big Idea: This unit explores career opportunities, career types, 21st
century skills, and education requirements in coding/interactive gaming. It will also
highlight employability skills and personal strengths.

Enduring Understandings: Understanding what skills and personal attributes are necessary when pursuing a career in
Coding/Interactive Media Design, and how those skills can be applied to future careers.

Essential Questions:
What type of skills/attributes are needed for a career in Coding/Interactive Media Design.
How might you use coding in your future career?
How is coding used within our daily lives?

Pre-Assessment: Students will complete a careers in coding survey assessing knowledge of job types, skills, and aptitudes required.

Priority Objectives:
Students must master the common terminology used in the career
of Coding/Interactive Media Design.
Identify skills required for a career in coding/Interactive Media
Design.

Unit Assessment / Performance Task:
Students will prepare a report covering a selected career pathway in
Coding / Interactive Media Design. The report should include an
assessment of personal strengths for success in this particular field.

Standards Tie-In:
Essential Standards:
6-8.IC.02 Explore how computer science fosters innovation and enhances other careers and disciplines.
(Grades 6-8)
6-8.IC.08 Summarize current events and changes resulting from computing and their effects on
education, the workplace, and society. (Grades 6-8)

Supporting Standards:
6-8.IC.09 Predict positive and negative social impacts of existing or student created content and
computational artifacts (e.g. economic, entertainment, education, or political). (Grades 6-8)

Key Concepts: This unit will focus on the importance of knowing coding languages, collaboration (teamwork), communication skills, and
abstract thinking. It will require students to think introspectively on their own strengths and weaknesses and create a career plan.

Teacher Notes: This unit will focus on the real world application of coding in our daily lives and career opportunities in the future.  This
unit will explore what academic and personal attributes are needed in the field of coding/Interactive Media Design, and allow students to reflect
on their own strengths and weaknesses.  Students will be expected to make connections between what skills are developed in the field of
Coding/Interactive Media Design and how those impact society.

Anchor Activity: Students will be investigating the career opportunities in the field of Coding/Interactive Media Design and what skills
are needed to pursue a career they would be interested in following.  Students will develop a personal academic plan in order to meet the
requirements of entering a particular field in Coding/Interactive Media Design. Through this  experience students will explore common
terminology and practices in Coding/Interactive Media Design career fields.

Link to District’s Portrait of a Graduate: This unit will focus on critical thinking as students will need to assess their personal
strengths related to a career in Coding/Interactive Media Design.  Students will also address some of the core content knowledge of coding and
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will be choosing and creating a career plan for a selected profession in Coding/Interactive Media Design.

Time Suggestion: Time needed is roughly 2 week or 60 minute class periods.

Module 1: Careers in Coding

Concept, Theme or Big Idea: This unit explores career opportunities, career types, 21st century skills, and education requirements in
coding/interactive gaming. It will also highlight employability skills and personal strengths.

10 days

Key Module Information: This module will focus on exploring different career fields and opportunities related to Coding/Interactive
Media Design.  Students will explore the skills and attributes necessary to pursue a specific profession and develop a career plan. Students
will become familiar with the based terminology used in Coding/Interactive Media Design career fields.

Portrait of a Graduate: This unit will focus on critical thinking as students will need to assess their personal strengths related to a
career in Coding/Interactive Media Design.  Students will also address some of the core content knowledge of coding and will be choosing
and creating a career plan for a selected profession in Coding/Interactive Media Design.

Prerequisite skills, schema or background: Students will need basic computer web searching skills in order to explore a variety of
careers in Coding/Interactive Media Design. This module does not require any prerequisite skills or background in Coding/Interactive Media
Design to successfully complete this module.

Alignment to future learning: This module will prepare students for the core terminology used throughout the core, and provide the
skills necessary to code.

Priority Objective(s): Students must master
the common terminology used in the career of
Coding/Interactive Media Design.
Identify skills required for a career in
coding/Interactive Media Design.

Assessment or Evidence of Student Learning:
Students will prepare a report covering a selected career pathway in Coding /
Interactive Media Design. The report should include an assessment of personal
strengths for success in this particular field.

Supporting Objective(s):
Predict positive and negative social impacts of
existing or student created content and
computational artifacts (e.g. economic,
entertainment, education, or political). (Grades 6-8)

Academic and Content Vocabulary: Coding, Media Design
n, Interactive Media, Programming,  Program Developer, Software, Hardware, Algorithms, Coding language, User interface, Variables.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessments

#
days

Learning Experience  Title

Students will first take a survey exploring their personal interests in
technology, and what skills and attributes  related to a career in this
field. Students must master the common terminology used in the
career of Coding/Interactive Media Design.
Research and identify  skills required for a career in
coding/Interactive Media Design, and what requirements must be
complete to pursue a particular career field. Students will be
required to reflect on their current skills and ability and evaluate
areas of growth and strength in relation to what is required for a
career in Coding/Interactive Media Design. Technology will be used
through this unit to research and explore careers in technology and
the link between what they currently know and will need to know in
order to pursue a future career in Coding or Interactive Media

https://www.thinkful.com/bl
og/coding-career-path/

https://learn.org/articles/Inter
active_Media_Specialist_Car
eer_and_Salary_FAQs.html

https://www.bu.edu/com/file
s/2016/11/How-to-Write-a-
Career-Plan.pdf

Students will prepare a
report covering a selected
career pathway in Coding /
Interactive Media Design.
particular field. Students
will self-assess current
skills and abilities in
relation to a selected
career path in
Coding/Interactive Media
Design.

10
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Design.

Sample Module Assessment: Students will use their acquired knowledge to create a career plan that applies to a job in coding.
Students will be assessed in this project based on their understanding of the requirements needed for a particular career in coding and their
ability to formulate a career plan (education, skills, and attributes) when pursuing this path.

Unit 2: Digital Citizenship

Concept, Theme or Big Idea: This unit will focus on the important elements of digital
citizenship, cyber security, internet safety, and digital footprint.

Enduring Understandings: Students will understand the importance of  participating safely, critically, effectively, and responsibly in
the world of digital technologies and its impact on society.

Essential Questions:
What characteristics make for a good digital citizen?
What rights do digital creators have?
How can we use technology and teamwork to help local and global communities?
How do students protect their technology in a digital society?

Pre-Assessment: Students will complete a pre assessment survey highlighting all the essential questions that will be covered
throughout the lesson.  Students will be presented with a variety of  scenarios exploring key elements of digital citizenship.

Priority Objectives:
Identify digital media, technologies, and communities.
Evaluate appropriate technology use.
Understand the rights and responsibilities of a digital citizen.
Participate respectfully and responsibly in an online community.

Unit Assessment / Performance Task:
Students will complete a formative assessment that highlights the
essential questions and objectives highlighted throughout the unit.
Students will need to effectively identify key terminology and use critical
thinking skills  when presented with real-life scenarios in the digital
world.

Standards Tie-In:
Essential Standards:
6-8.IC.04 Explore how the Internet impacts global communication and collaboration.
6-8.IC.03 Describe ethical issues that relate to computers and networks (e.g. equity of access, security,
privacy, ownership and information sharing, copyright, licensing).
6-8.IC.01 Explore security risks associated with using weak passwords, lack of encryption and/or insecure
transactions.

Supporting Standards:
6-8.IC.09 Predict positive and negative social impacts of existing or student created content and
computational artifacts (e.g. economic, entertainment, education, or political).
6-8.IC.08 Summarize current events and changes resulting from computing and their effects on
education, the workplace, and society.
6-8.IC.07 Understand and explain the elements of federal, state, and local regulations that relate to digital citizenship (e.g. COPPA, CIPA, state
laws, district policies). (Grades 6-8)

Key Concepts: This unit focuses on the importance of participating safely, critically, effectively, and responsibly in the world of digital
technologies and its impact on society. Students will use critical thinking skills to evaluate the impact the digital world has on society and what
ways we can protect individual property and security.
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Teacher Notes: The key focus is providing the necessary tools and critical thinking skills to be a positive digital citizen.  The information
learned and assessed  in this unit can be adapted and applied to all courses that use technology.

Anchor Activity: Students will use concepts maps to apply the key terminology and skills to a practical use in their everyday lives.
Critical thinking and being able to assess particular scenarios throughout the unit.

Link to District’s Portrait of a Graduate: This unit will focus on both communication and critical thinking throughout the unit.
Students will be pre assessed on key terminology and real life scenarios focused on digital citizenship and reassessed at the end of the unit to
measure growth and understanding.

Time Suggestion: Suggested time is 2 weeks; 60 minute periods.

Module 1: Digital Citizenship

Concept, Theme or Big Idea: This unit will focus on the important elements of digital citizenship, cyber security, internet safety, and dig
footprint.

10
days

Key Module Information: This module will explore and provide the essential skills and core knowledge when using technology and
creating digital property.

Portrait of a Graduate: This module focuses mostly on communication through digital technology, and incorporates the critical thinking
skills necessary to become a positive digital citizen.

Prerequisite skills, schema or background: No prerequisites are required for this unit, but most student will have some exposure
to the concepts of digital citizenship through the uses of school technology,

Alignment to future learning: This unit will build future knowledge on some of the basic terminology in Coding/Interactive Media
Design, and the importance of digital property rights.

Priority Objective(s):
Identify digital media, technologies, and
communities.
Understand the rights and responsibilities of a
digital citizen.

Assessment or Evidence of Student Learning:
Students will complete a formative assessment that highlights the essential questions
and objectives highlighted throughout the unit.  Students will need to effectively
identify key terminology and use critical thinking skills  when presented with real-life
scenarios in the digital world.

Supporting Objective(s):
Evaluate appropriate technology use
Participate respectfully and responsibly in an online
community..

Academic and Content Vocabulary:
acceptable use policy, digital communication, digital citizenship, digital footprint
online property rights, fair use,credible source, digital media, online search, cybersecurity, online privacy, ecommerce.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessments

#
days

Learning Experience:

Students will first take a pre assessment  on common digital

www.commonsense.org
www.smartsocial.com
www.fosi.org

Formative assessment
will consist of key terms,
concepts, and critical

10
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citizenship terminology and responses to real life scenarios when
using technology.   Students will complete assignments focused on
the key terms and concepts highlighted in the pre-assessment and
use critical thinking skills individually and collaboratively to work
through real life scenarios in the digital work.  Students will be
required to complete a research project on the importance of digital
security and intellectual property rights. Students will then take a
post assessment which focuses on the key terms, concepts, and real
life application of digital citizenship covered throughout the unit.

www.code.org thinking application of
real life digital citizenship
scenarios.  The topics
covered will require
students to self assess
their own uses of
technology and how best
to be a positive digital
citizen.

Sample Module Assessment: Students will use acquired knowledge and critical thinking skills about digital citizenship to better
understand the digital world.  Students will be assessed based on their understanding of their digital footprint, data security and their ability
to assess and solve real life scenarios faced in the digital world.

Unit 3: Algorithm and Problem Solving

Concept, Theme or Big Idea: This unit will focus algorithms and problem solving, debugging,
and how technology helps to solve problems. Introduction to basics of Java and Python
scripting language.

Enduring Understandings: This unit is designed to introduce the basic programming concepts, such as algorithms, syntax, loops, and
variables.Students find that sequencing is critical to coding because when a computer runs a program, it executes every command in the order it
is given, from start to finish. Students are also introduced to commenting code, a common practice used by programmers to document and
communicate about their work.

Essential Questions:
How to correct syntax when writing code?
How  to use proper sequencing when writing code?
How to use arguments to input information into a method?

Pre-Assessment: Pre-assessment will highlight the core vocabulary used in basic programming code, and students think critically by
assessing their current knowledge of coding,

Priority Objectives:
Use correct syntax when writing code.
Use proper sequencing when writing code.
Use arguments to input information into a method.

Unit Assessment / Performance Task:
Students will be assessed on core terminology and concepts related to
algorithms, syntax, and sequencing along with individually designing a
coding product (app/program) that incorporates the priority objectives
and skills covered throughout the unit.

Standards Tie-In:
Essential Standards:
6-8.AP.02
Compare different algorithms that may be used to solve the same problem by time and space
efficiency. (Grades 6-8)
6-8.DA.04
Encode and decode information using encryption/decryption schemes. (e.g. Morse code,
Unicode, binary, symbols, student-created codes, simple ciphers). (Grades 6-8)
6-8.CS.04
Apply troubleshooting strategies for solving hardware and software problems (e.g.
recognizing, describing, reproducing, isolating, fixing and retesting). (Grades 6-8)
6-8.AP.04
Apply an iterative design process (define the problem, generate ideas, build, test, and improve
solutions) in problem solving, both individually and collaboratively. (Grades 6-8)

Supporting Standards:

Page 26 File Name (Please See Curriculum Management Doc for Naming Protocol)

http://www.code.org


6-8.IC.09
Predict positive and negative social impacts of existing or student created content and
computational artifacts (e.g. economic, entertainment, education, or political). (Grades 6-8)

Key Concepts: Students will establish skills to correct syntax when writing code, using proper sequencing when writing code, and how to
use arguments when inputting information into a method. Students will work independently and collaborative methods to problem solve and
critically think when writing various algorithms.

Teacher Notes: Students will be taught to understand and use basic coding vocabulary including algorithm, argument, code, method,
program, sequence, syntax, and strings. Students will be able to develop programs with sequences and basic syntax in order to express ideas
and address a problem.

Anchor Activity: Students at the beginning of this unit will be building a concept map of the key terminology and skills that will be used
throughout the unit.  Students will use the concept map as a reference when completing assignments and coding their unit app/program/game
(unit assessment).

Link to District’s Portrait of a Graduate: This unit will mainly focus on content knowledge in order to develop the key
vocabulary and basic methods used when coding programs.  These basic skills will be the foundation for future computer science classes and
when pursuing a career in coding/Interactive Digital Design.

Time Suggestion: Suggested time is 3 week with 60 minute periods.

Module 1: Strings to input text data and document code. 7 days

Key Module Information: This module will introduce and develop the foundational skills for coding. Students will find that sequencing
is critical to coding as a computer runs a program, and then it executes these commands from start to finish.

Portrait of a Graduate: This unit will mainly focus on content knowledge in order to develop the key vocabulary and basic methods
used when coding programs.  These basic skills will be the foundation for future computer science classes and when pursuing a career in
coding/Interactive Digital Design.

Prerequisite skills, schema or background: Students having prior experience with basic computer functions like typing and
locating file types will be beneficial for this unit.

Alignment to future learning: This module will develop the foundation for understanding basic coding terminology in order to write
coding algorithms.

Priority Objective(s):
Use correct syntax when writing code.
Use proper sequencing when writing code.

Assessment or Evidence of Student Learning:
Students will be developing a program/app that uses the key coding functions
highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary: algorithm,
argument, code, method, program, sequence,
syntax, strings.

Academic and Content Vocabulary:
algorithm, code, argument, debugging, and methods.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessment

# days
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Learning Experience:
This module will focus on developing the basic understanding of
key terminology and skills in order to write code.  Students will
work independently and collaboratively when learning the
terminology and practical application when writing code.  Students
will be using interactive software that will guide building their skills
in basic arguments, methods and sequences.  Partner coding will be
a common practice as students work through problems when
correcting coding errors in a program.  Students will be expected to
keep a coding journal as they complete different levels of code
writing and reflect on their struggles and successes as they develop
their own program. Students will use critical thinking skills to debug
and test programs in order for it to become operational. These skills
will connect with those explored during Unit 1 and the type of
knowledge needed for a career in coding.

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

Formative assessment
will consist of students
being able to
accurately define key
terminology from the
unit and produce a
working program.
Students will
self-reflect on their
academic
understanding and
growth in their
personal coding
journal.

7 days

Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the
world.  Students will be assessed in this project based on their understanding of algorithms and their ability to sequence code.

Module 2: Develop programs/apps with sequences and basic syntax to address a problem. 8 days

Key Module Information: This module will introduce and develop the foundational skills for coding. Students will find that sequencing
and loops are critical to coding as a computer runs a program, and then it executes these commands from start to finish.

Portrait of a Graduate: This unit will mainly focus on content knowledge in order to develop the key vocabulary and basic methods used
when coding programs.  These basic skills will be the foundation for future computer science classes and when pursuing a career in
coding/Interactive Digital Design.

Prerequisite skills, schema or background: Prerequisite for this module is successfully completing Unit 3 module 1.

Alignment to future learning: This module will build upon the skills developed and assessed in Unit 3 module 1.

Priority Objective(s):
Use arguments to input information into a method.
Use strings to input text data.
Use simple loops.

Assessment or Evidence of Student Learning:
Students will be developing a program/app that uses the key coding functions
highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary: algorithm,
argument, code, method, program, sequence,
syntax, strings.

Academic and Content Vocabulary:
programming, sequence, syntax, strings.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessments

# days

Learning Experience: This module will focus on developing
the basic understanding of key terminology and skills in order to
write code.  Students will work independently and collaboratively
when learning the terminology and practical application when
writing code.  Students will be using interactive software that will
guide building their skills in basic arguments, methods and
sequences.  Partner coding will be a common practice as students

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

Formative assessment
will consist of students
being able to accurately
define key terminology
from the unit and
produce a working
program/app.  Students

8 days
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work through problems when correcting coding errors in a program.
Students will be expected to keep a coding journal as they complete
different levels of code writing and reflect on their struggles and
successes as they develop their own program. Students will use
critical thinking skills to debug and test programs in order for it to
become operational. These skills will connect with those developed
and assessed from Unit 3 module 1.

will self-reflect on their
academic understanding
and growth in their
personal coding journal.

Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the world.
Students will be assessed in this project based on their understanding of coding functions and their ability to sequence code.

Unit 4: Loops and Networking

Concept, Theme or Big Idea: This unit highlights arithmetic with variables. loops, nested
loops, nested structures, and while Loops. Explores encrypting Information, data and
analysis, and the roles of hardware and software.

Enduring Understandings: This unit is designed to build looping skills when coding and the basic principles of networking. Students
find that loops are critical to coding because when a computer runs a program, it executes every command in the order it is given, and loops
allow the coder to repeat actions when programming. Students will also explore many networking principles and their importance including
encrypting information, data analysis and the differences between hardware and software.

Essential Questions:
How to write a program that includes different forms of coding loops.
How to simplify a problem into smaller pieces and identify which pieces should be repeated.
How to solve a coding problem using loops.

Pre-Assessment: Pre-assessment will highlight the core vocabulary used in basic programming code, and students thinking critically by
assessing their current knowledge of coding loops and networks.,

Priority Objectives:
Use different forms of loops when coding.
Problem solved to simplify coding algorithms using loops.
Differentiate between hardware and software related to data
networking.

Unit Assessment / Performance Task:
Students will be assessed on core terminology and concepts related to
variables, loops, and networking along with individually designing a
coding product (app/program) that incorporates the priority objectives
and skills covered throughout the unit.

Standards Tie-In:
Essential Standards:
6-8.AP.02 Compare different algorithms that may be used to solve the same problem by time and space efficiency. (Grades 6-8)
6-8.AP.07 Decompose a problem into subproblems and demonstrate how the parts can be synthesized to create a solution. (Grades 6-8)
6-8.CS.04 Apply troubleshooting strategies for solving hardware and software problems (e.g. recognizing, describing, reproducing, isolating,
fixing and retesting). (Grades 6-8)
6-8.CS.05 Compare and contrast the capabilities of different hardware and software in computer systems (e.g. processors, display types, input
devices, communication, and storage capabilities). (Grades 6-8)
Supporting Standards:
6-8.IC.03 Describe ethical issues that relate to computers and networks (e.g. equity of access, security, privacy, ownership and information
sharing, copyright, licensing). (Grades 6-8)
6-8.DA.02 Defend the selection of the data, collection, and analysis needed to answer a question. (Grades 6-8)

Key Concepts: Students will establish skills in using different variables when writing code, using various loops to make code more
efficient, and how networks function.  Students will work independently and collaborative methods to problem solve and critically think when
writing code based algorithms, and the role of network data encryption and storage.

Teacher Notes: Students will be taught different forms of variable use when coding and how to simplify their coding by using various
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forms of loops. Students will be able to develop programs with sequences through embedding loops in order to express ideas and address a
problem.

Anchor Activity: Students at the beginning of this unit will be building a concept map of the key terminology and skills that will be used
throughout the unit.  Students will use the concept map as a reference when completing assignments and coding their unit app/program/game
(unit assessment).

Link to District’s Portrait of a Graduate: This unit will focus on content knowledge in order to develop the key vocabulary and
methods used when using variables, loops and networks when coding programs.  These basic skills will be the foundation for future computer
science classes and when pursuing a career in coding/Interactive Digital Design.

Time Suggestion: Suggested time is 3 weeks 60 minute periods.

Module 1: Develop programs/apps with sequences and loops, to express ideas or address a problem. 8 days

Key Module Information: This module will introduce and develop the use of loops when coding. Students will find that sequencing
loops are critical to coding as a computer runs a program, and methods of simplifying coding algorithms.

Portrait of a Graduate: This unit will focus on content knowledge in order to develop the key vocabulary and methods used when using
variables, loops and networks when coding programs.  These basic skills will be the foundation for future computer science classes and when
pursuing a career in coding/Interactive Digital Design.

Prerequisite skills, schema or background: Successful completion of the Unit 3 modules 1 and 2.

Alignment to future learning: This module will build upon the skills needed to complete the Unit 4 module 2 assessment.

Priority Objective(s):
Use different forms of loops when coding.
Problem solved to simplify coding algorithms using
loops.

Assessment or Evidence of Student Learning:
Students will be developing a program/app that uses the key coding functions
highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary:
algorithm,loops, variables, and sequences.

Academic and Content Vocabulary: variables, evaluate, expression, loop, while loop, while True loop

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessment
s

# days

Learning Experience: This module will focus on coding loops
and networking skills in order to write code.  Students will work
independently and collaboratively when learning the terminology
and practical application when writing code.  Students will be using
interactive software that will guide building their skills in basic
loops, variables and sequences.  Partner coding will be a common
practice as students work through problems when correcting coding
errors in a program.  Students will be expected to keep a coding
journal as they complete different levels of code writing and reflect
on their struggles and successes as they develop their own
program. Students will use critical thinking skills to debug and test
programs in order for it to become operational. These skills will
connect with those developed and assessed from Unit 3 module 2.

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

Formative assessment
will consist of students
being able to
accurately define key
terminology from the
unit and produce a
working program/app.
Students will
self-reflect on their
academic
understanding and
growth in their
personal coding
journal

8 days
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Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the
world.  Students will be assessed in this project based on their understanding of coding loops and their ability to sequence code.

Module 2: Problem solving using collaborative coding. 7 days

Key Module Information: This module will focus on developing collaborative problem solving skills when simplifying code and assessing
network differences between hardware and software. Students will find that sequencing loops are critical to coding as a computer runs a
program, simplifying code, and how networks use data.

Portrait of a Graduate: This unit will focus on collaboration in order to  problem solve when using variables, loops and networks when
coding programs.  These basic skills will be the foundation for future computer science classes and when pursuing a career in coding/Interactive
Digital Design.

Prerequisite skills, schema or background: Successful completion of the Unit 4 modules 1.

Alignment to future learning: This module will develop and assess skills needed for Unit 5.

Priority Objective(s):
Problem solved to simplify coding algorithms using
loops.
Differentiate between hardware and software
related to networking.

Assessment or Evidence of Student Learning:
Students will be developing a program/app that uses the key coding functions
highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary:
algorithm,loops, variables, hardware, software,
data, and encryption.

Academic and Content Vocabulary: algorithm, loops, variables, network, hardware, software, data, and encryption.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessments

# days

Learning Experience: This module will focus on coding loops
and networking skills in order to write code.  Students will work
independently and collaboratively when learning the terminology
and practical application when writing code.  Students will be using
interactive software that will guide building their skills and
functional understanding of networks. Partner coding will be a
common practice as students work through problems when
correcting coding errors in a program.  Students will be expected to
keep a coding journal as they complete different levels of code
writing and reflect on their struggles and successes as they develop
their own program. Students will use critical thinking skills to debug
and test programs in order for it to become operational. These skills
will connect with those developed and assessed from Unit 4
module 1.

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

Formative assessment
will consist of students
being able to accurately
define key terminology
from the unit and
produce a working
program/app.  Students
will self-reflect on their
academic understanding
and growth in their
personal coding journal

7 days

Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the world.
Students will be assessed in this project based on their understanding of coding loops using networks and their ability to simplify code.
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Unit 5: Variables and internet coding

Concept, Theme or Big Idea: This unit focuses on storing variables using Java and Python
scripting, and internet coding (HTML).

Enduring Understandings: This unit is designed to develop the uses of a variety of coding variables when creating apps or internet
coding . Students find that loops are critical to coding because when a computer runs a program, it executes every command in the order it is
given, and variables allow the coder to store data when programming. Students will also develop skills  to code using HTML internet language.

Essential Questions:
How to write a program that includes different forms of coding variables.
How to store data using variables when coding.
How to write HTML internet coding.

Pre-Assessment: Pre-assessment will highlight the core vocabulary used when programming variables in code, and students think
critically by  assessing their current knowledge of coding,

Priority Objectives:
Create and clearly name a variable to store data.
Use a variable as an argument in a method.
Analyze the setup of a webpage.
Use HTML basic language.
Create a website using HTML code.

Unit Assessment / Performance Task:
Students will be assessed on core terminology and concepts related to
variables, and HTML internet coding language along with individually
designing a coding product (app/program) that incorporates the priority
objectives and skills covered throughout the unit.

Standards Tie-In:
Essential Standards:
6-8.AP.05 Create, analyze, and modify control structures to create programming solutions. (Grades 6-8)
6-8.DA.04 Encode and decode information using encryption/decryption schemes. (e.g. Morse code, Unicode, binary, symbols, student-created
codes, simple ciphers). (Grades 6-8)
6-8.IC.05 Design, develop, and present computational artifacts that have a positive social impact (e.g. web pages, mobile applications,
animations). (Grades 6-8)

Supporting Standards:
6-8.AP.06 Predict the outcome of an algorithm and then step through it to verify your predictions. (Grades 6-8)
6-8.IC.06 Redesign user interfaces to be more inclusive, accessible, and minimizing the impact of the designer's inherent bias. (e.g. web pages,
mobile applications, animations). (Grades 6-8)

Key Concepts: Students will establish skills in using different variables when writing code, using various store data  to make code more
efficient, and how to write internet code using HTML.  Students will work independently and collaborative methods to problem solve and
critically think when writing code based algorithms, and redesigning internet code.

Teacher Notes: Students will be taught different forms of variable use when coding and how to store data when coding programs/apps.
Students will be able to write and redesign websites using HTML coding language.

Anchor Activity: Students at the beginning of this unit will be building a concept map of the key terminology and skills that will be used
throughout the unit.  Students will use the concept map as a reference when completing assignments and coding  their unit app/program/game
(unit assessment).

Link to District’s Portrait of a Graduate: This unit will focus on collaboration in order to develop the key vocabulary and
methods used when using variables, and networks when coding programs.  These basic skills will be the foundation for future computer science
classes and when pursuing a career in coding/Interactive Digital Design.

Time Suggestion: Suggested time 3 ½ week 60 minute periods.
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Module 1: Creating Variables. Variables  that represent different data types and perform operations on their values. Create
programs that use variables to store and modify data.

8 days

Key Module Information: This module will introduce and develop the use of variables when coding. Students will find that variables
are critical to coding as a computer runs a program, and methods of storing data for coding efficiency.

Portrait of a Graduate: This unit will focus on content knowledge in order to develop the key vocabulary and methods used when
using a variety of variables when coding.  These skills will be the foundation for future computer science classes and when pursuing a career
in coding/Interactive Digital Design.

Prerequisite skills, schema or background: Successful completion of Unit 4 module 1 and 2.

Alignment to future learning: This module will develop skills necessary for successfully completing modules in Unit 6.

Priority Objective(s):
Create and clearly name a variable to store data.
Use a variable as an argument in a method.

Assessment or Evidence of Student Learning:
Students will be developing a program/app that uses the key coding functions
highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary: variables,
value, and data.

Academic and Content Vocabulary: variables, value, and data, sequences, debug algorithm.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessment
s

# days

Learning Experience: This module will focus on coding
variables and storing data when writing code.  Students will work
independently and collaboratively when learning the terminology
and practical application when writing code.  Students will be using
interactive software that will guide building their skills in basic
variables and sequences.  Partner coding will be a common practice
as students work through problems when correcting coding errors
in a program.  Students will be expected to keep a coding journal as
they complete different levels of code writing and reflect on their
struggles and successes as they develop their own program.
Students will use critical thinking skills to debug and test programs
in order for it to become operational. These skills will connect with
those developed and assessed from Unit 4 module 2.

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

Formative assessment
will consist of students
being able to
accurately define key
terminology from the
unit and produce a
working program/app.
Students will
self-reflect on their
academic
understanding and
growth in their
personal coding
journal

8 days

Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the
world.  Students will be assessed in this project based on their understanding of coding variables and their ability to sequence code.

Module 2: Internet coding. Redesign and create websites using HTML. 9 days

Key Module Information: This module will focus on developing skills when redesigning and cheating websites using HTML code.
Students will both redesign and create websites using basic HTML internet coding language to evaluate and share online information.

Portrait of a Graduate: This unit will focus on creativity in order to redesign and create when coding websites.  These basic skills will be
the foundation for future computer science classes and when pursuing a career in coding/Interactive Digital Design.
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Prerequisite skills, schema or background: Successful completion of code writing skills from Unit modules 3 and 4.

Alignment to future learning: This module will provide necessary coding skills to complete Unit 6 modules.

Priority Objective(s):
Analyze the setup of a webpage.
Use HTML basic language.
Create a website using HTML code.

Assessment or Evidence of Student Learning:
Students will be re-designing and creating a website that uses the key coding functions
highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary: markup
language, programming language, HTML, Opening
tag, Closing tag, Empty tag, element, attribute.

Academic and Content Vocabulary: Markup language, programming language, HTML, Opening tag, Closing tag, Empty tag, element,
attribute.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessments

# days

Learning Experience: This module will focus on internet
coding using HTML.  Students will work independently and
collaboratively when learning the terminology and practical
application when writing code.  Students will be using interactive
software that will guide building their skills in internet coding.
Partner coding will be a common practice as students work through
problems when correcting coding errors in a website.  Students will
be expected to keep a coding journal as they complete different
levels of code writing and reflect on their struggles and successes
as they develop their own website. Students will use critical
thinking skills to debug and test programs in order for it to become
operational. These skills will connect with those developed and
assessed in previous units 3-5.

www.code.org
www.khanacademy.com
www.codecombat.com
Google sites

Formative assessment
will consist of students
being able to accurately
define key terminology
from the unit and
produce a working
website.  Students will
self-reflect on their
academic understanding
and growth in their
personal coding journal

Sample Module Assessment: Students will use their coding skills to create a website that solves a problem in the world.  Students will
be assessed in this project based on their understanding of coding in HTML and their ability to sequence code.

Unit 6: Function and Design

Concept, Theme or Big Idea: This unit addresses functions, writing functions, design thinking
process, data and analysis, creating and playtesting competitive games/apps.

Enduring Understandings: This unit is designed to develop the uses of a variety of coding functions when creating apps or games .
Students find that functions  are critical to coding because when a computer runs a program, it executes every command in the order it is given,
and allows more efficient coding of apps and games. Students will also develop skills  to create a playtest for their own games.

Essential Questions:
How to Identify functions?
How to construct a function definition?
How to call a function?
How to test and debug a program (app/game)?

Pre-Assessment: Pre-assessment will highlight the core vocabulary used when programming functions in code, and students think
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critically by assessing their current knowledge of coding in order to develop their own app or game.

Priority Objectives:
Identify different types of functions.
Construct a function definition.
Call a function.
Test and debug a program (playtest)

Unit Assessment / Performance Task:
Students will be assessed on core terminology and concepts related to
functions, and the ability to create and playtest an individually designed
product (app/game) that incorporates the priority objectives and skills
covered throughout the course.

Standards Tie-In:
Essential Standards:
6-8.DA.04 Encode and decode information using encryption/decryption schemes. (e.g. Morse code, Unicode, binary, symbols, student-created
codes, simple ciphers). (Grades 6-8)
6-8.IC.05 Design, develop, and present computational artifacts that have a positive social impact (e.g. web pages, mobile applications,
animations). (Grades 6-8)
6-8.AP.05 Create, analyze, and modify control structures to create programming solutions. (Grades 6-8)
6-8.AP.09 Use debugging and testing to improve program quality. (Grades 6-8)
Supporting Standards:
6-8.AP.01 Solicit, evaluate, and integrate peer feedback as appropriate to develop or refine a product.
6-8.AP.04 Apply an iterative design process (define the problem, generate ideas, build, test, and improve solutions) in problem solving, both
individually and collaboratively. (Grades 6-8)

Key Concepts: Students will establish skills in using different functions when writing code, and using various coding skills to develop their
own app/game.  Students will work independently and collaborative methods to problem solve and critically think when writing code and
playtesting (debugging and testing)  their app/game.

Teacher Notes: Students will be taught different forms of function use when coding and how to create and design their own app/games.
Students will be able to individually and collaboratively playtest various apps/games.

Anchor Activity: Students at the beginning of this unit will be building a concept map of the key terminology and skills that will be used
throughout the unit.  Students will use the concept map as a reference when completing assignments and building their unit app/program/game
(unit assessment).

Link to District’s Portrait of a Graduate: This unit will focus on critical thinking  in order to develop the key vocabulary and
methods used when using functions, and playtesting app/program/game..  These basic skills will be the foundation for future computer science
classes and when pursuing a career in coding/Interactive Digital Design.

Time Suggestion: Suggested time is 3 ½ weeks 60 minute periods.

Module 1: Creating and using functions to repeat and simplify code when developing an app/program/game. 7 days

Key Module Information: This module will introduce and develop the use of functions when coding. Students will find that functions
are critical to coding as a computer runs a program, and methods of simplifying code to increase efficiency.

Portrait of a Graduate: This unit will focus on critical thinking  in order to develop the key vocabulary and methods used when using
functions, when designing an app/program/game..  These basic skills will be the foundation for future computer science classes and when
pursuing a career in coding/Interactive Digital Design.

Prerequisite skills, schema or background: Successful completion of modules in units 3-5.

Alignment to future learning: This module will be used to create the app/program/game required for  module 6-2.

Priority Objective(s):
Identify different types of functions.

Assessment or Evidence of Student Learning:
Students will be developing a program/app that uses the key coding functions
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Construct a function definition.
Call a function.

highlighted in this unit.  Students' ability to use and write functional code will evaluate
overall student learning.

Supporting Objective(s):
Understand and use basic vocabulary: functions,
syntax, and loops.

Academic and Content Vocabulary: functions, syntax, and loops,

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessment
s

# days

Learning Experience  Title: This module will focus on coding
functions and improving efficiency when writing code.  Students will
work independently and collaboratively when learning the
terminology and practical application when writing code.  Students
will be using interactive software that will guide building their skills
in basic variables and sequences.  Partner coding will be a common
practice as students work through problems when correcting coding
errors in a program.  Students will be expected to keep a coding
journal as they complete different levels of code writing and reflect
on their struggles and successes as they develop their own
program. Students will use critical thinking skills to debug and test
programs in order for it to become operational. These skills will
connect with those developed and assessed in Unit 4 module 1 and
Unit 5 module 1.

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

Formative assessment
will consist of students
being able to
accurately define key
terminology from the
unit and produce a
working program/app.
Students will
self-reflect on their
academic
understanding and
growth in their
personal coding
journal

7 days

Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the
world.  Students will be assessed in this project based on their understanding of coding functions and their ability to sequence code.

Instructional Modules: An instructional module should be created for each module within the unit. Templates for three modules are provided. If the
curriculum writer needs more, they can be added. Modules may also be deleted if fewer are needed.

Module 2: Designing and playtesting your own app/program/game. Culmination of all skills developed throughout the course. 10 days

Key Module Information: This module is a culmination of all coding skills learned throughout the course.  Students will be using those
skills to design and playtest their own app/program/game.  Students will also be required to collaborate, playtest, and give feedback on fellow
classmate’s apps/programs/games.

Portrait of a Graduate: This module will focus on both creativity and collaboration as students will be designing and creating their own
app/program/game along with playtesting and giving feedback on fellow classmates apps/programs/games. These skills will be the foundation
for future computer science classes and when pursuing a career in coding/Interactive Digital Design.

Prerequisite skills, schema or background: This module will address all coding skills covered throughout the class (Unit 1-6).

Alignment to future learning: The skills acquired throughout the course will be used in future computer science classes.

Priority Objective(s):
Design and create an original app/program/game
Test and debug a program (playtest)

Assessment or Evidence of Student Learning:
Students will be assessed on their ability to create an original app/program/agame and
playtest such designed products (app/game).

Supporting Objective(s):
Incorporate all key vocabulary used throughout the
course including but not limited to: algorithm,
argument,sequence, syntax, strings, loops,
variables, and functions.
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Academic and Content Vocabulary: algorithm, argument, sequence, syntax, strings, loops, variables, and functions, debug, playtest.

Suggested sequence of learning experiences within
this module:

Materials/ Resources
Recommended

Formative &
Self-Assessments

# days

Learning Experience  Title: This module will focus on all
culminating skills developed throughout the course.  Students will
work independently when designing and creating an original
app/program/game along collaboratively playtesting and giving
feedback to fellow classmates. Partner coding will be a common
practice as students work through problems when correcting coding
errors while developing their original app/program/game.  Students
will be expected to keep a coding journal as they complete different
levels of code writing and reflect on their struggles and successes
as they develop their own program. Students will use critical
thinking skills to debug and test programs in order for it to become
operational. These skills will connect with those developed and
assessed throughout the course.

www.code.org
www.khanacademy.com
www.construt.net
www.codecombat.com
www.stemfuse.com

This will be a
summative assessment
consisting of all key
terminology and
concepts from the
course in order to
produce a working
app/program/game.
Students will
self-reflect on their
academic understanding
and growth throughout
the course in their
personal coding journal.

10 days.

Sample Module Assessment: Students will use their coding skills to create an program/application that solves a problem in the world.
Students will be assessed in this project based on all skills developed throughout the course and ability to create an original app/program/game.

Appendices
Add as many of these as might be helpful. Some of these might not be developed until year 2
revisions of the curriculum.

Appendix A (Specific to this Course)
Sample Model Lessons

Menu of Strategies

Professional Resources / Aids

Idaho State Standards referenced:
6-8.IC.02 Explore how computer science fosters innovation and enhances other careers and disciplines.
(Grades 6-8)
6-8.IC.08 Summarize current events and changes resulting from computing and their effects on
education, the workplace, and society. (Grades 6-8)
6-8.IC.04 Explore how the Internet impacts global communication and collaboration.
6-8.IC.03 Describe ethical issues that relate to computers and networks (e.g. equity of access, security,
privacy, ownership and information sharing, copyright, licensing).
6-8.IC.01 Explore security risks associated with using weak passwords, lack of encryption and/or insecure
transactions.
6-8.AP.02Compare different algorithms that may be used to solve the same problem by time and space
efficiency. (Grades 6-8)
6-8.DA.04 Encode and decode information using encryption/decryption schemes. (e.g. Morse code,
Unicode, binary, symbols, student-created codes, simple ciphers). (Grades 6-8)
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6-8.CS.04Apply troubleshooting strategies for solving hardware and software problems (e.g.
recognizing, describing, reproducing, isolating, fixing and retesting). (Grades 6-8)
6-8.AP.04Apply an iterative design process (define the problem, generate ideas, build, test, and improve
solutions) in problem solving, both individually and collaboratively. (Grades 6-8)
6-8.AP.02 Compare different algorithms that may be used to solve the same problem by time and space efficiency. (Grades 6-8)
6-8.AP.07 Decompose a problem into subproblems and demonstrate how the parts can be synthesized to create a solution.
(Grades 6-8)
6-8.CS.04 Apply troubleshooting strategies for solving hardware and software problems (e.g. recognizing, describing, reproducing,
isolating, fixing and retesting). (Grades 6-8)
6-8.CS.05 Compare and contrast the capabilities of different hardware and software in computer systems (e.g. processors, display
types, input devices, communication, and storage capabilities). (Grades 6-8)
6-8.AP.05 Create, analyze, and modify control structures to create programming solutions. (Grades 6-8)
6-8.DA.04 Encode and decode information using encryption/decryption schemes. (e.g. Morse code, Unicode, binary, symbols,
student-created codes, simple ciphers). (Grades 6-8)
6-8.IC.05 Design, develop, and present computational artifacts that have a positive social impact (e.g. web pages, mobile
applications, animations). (Grades 6-8)

Resources referenced:
Idaho Content Standards Computer Science
https://www.sde.idaho.gov/academic/shared/computer-science/ICS-Computer-Science-Standards.pdf
Code.org
www.code.org
Common Sense
www.commonsense.org
Smart Social
www.smartsocial.com
Family Online Safety Institute
www.fosi.org
Construct
www.construct.net
CodeCombat
www.codecombat.com
Stem Fuse
www.stemfuse.com

Samples of Student Work / Exemplars

Assessment Instruments / Rubrics (Must be included)

Appendix B (District Appendices Applicable to All Courses)
Portrait of a Graduate

District Instructional Model

Assessment Framework

Glossary
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GLOSSARY

Anchor Activity: A lesson or activity that stretches across a unit of instruction. The purpose of
this lesson is to help ground students in the course of study and could also be used to launch
into inquiry, to track growth or learning over time, and to excite student curiosity and wonder.
Examples could be hatching chicks in a unit about life cycles or a concept map created in
response to an essential question.

Assessment: Measures of student performance against specific goals and criteria.
Formative: Ongoing assessment used to monitor performance, provide feedback to
teachers and students, and allow for adjustments to improve learning (McTighe &
Willis, 2019, pg. 162).
Performance Tasks or Authentic Assessments: An assessment that requires students
to apply their learning and develop a product or performance (McTighe & Willis, 2019,
pg. 167).
Summative Assessments: An assessment that evaluates the degree to which students
have achieved the targeted learning goals (McTighe & Willis, 2019, pg. 170).

Big Idea: A transferable idea--concept, principle, theme, or process--that should serve as the
focal point of curricula (McTighe & Willis, 2019, pg. 158).

Cognitive Depth: The level of rigor or complexity of thinking required to master an objective.
The Coeur d’Alene School District relies on the work of Dr. Norman Webb and Webb’s Depth
of Knowledge to determine cognitive depth. When appropriate, cognitive depth might also be
described using Karin Hess’s matrix, which combines the Depth of Knowledge with Bloom’s
Taxonomy.

Content Alignment: The match between the curriculum content and the assessment content
(English, 2001, pg. 104).

Context Alignment: The match between the format of the instructional materials and the
format of the assessment (English, 2001, pg. 104).

Essential Question: “A question that lies at the heart of a subject or curriculum (as opposed to
being either trivial or leading), and promotes inquiry and uncoverage of a subject.” They should
be open-ended and could be overarching or unit-specific. (Wiggins 2005). Additionally,
essential questions should be thought provoking and intellectually engaging, often sparking
discussion and debate. Essential questions should call for higher-order thinking, such as
analysis, inference, evaluation, or prediction, and cannot be effectively answered by recall
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alone. Effective essential questions spark additional inquiry, require support and justification,
and can be revisited over time.

Enduring Understanding: “The specific inferences, based on big ideas, that have lasting value
beyond the classroom...designers are encouraged to write them as full-sentence statements.”
They answer, “What do we want students to understand and be able to use several years from
now?” (Wiggins 2005).

Key Concept/ Big Idea: “The core concepts, principles, theories, and processes that should
serve as the focal point of curricula, instruction, and assessment.” They should be important,
enduring, transferable beyond the scope of a unit, and serve as the building material of
understanding. They go beyond discrete facts or skills and offer linchpin ideas. They hold
discrete or fragmented knowledge together. (Wiggins 2005).

Module: The major “chunks” or conceptual pieces of learning within a unit. Modules are
typically 5-10 days in length and suggest the types of learning experiences within the unit.

PEAK: described by Ted Dintersmith in What Schools Could Be. PEAK principles address
designing for student empowerment through the thoughtful considerations of purpose,
essentials, agency and knowledge. “Purpose--students attack challenges they know to be
important, that make their world better. Essentials--students acquire the skill sets and
mind-sets needed in an increasingly innovative world. Agency--students own their learning,
becoming self-directed, intrinsically motivated adults. Knowledge--What students learn is
deep and retained, enabling them to create, to make, and to teach others” (Dintersmith, 2018,
p. xvi).

Portrait of a Graduate: Students who graduate from high school with a balance of knowledge,
skills and dispositions are more likely to be successful in their future endeavors, whether those
involve college, the workforce, military service, family, volunteer work or community
involvement. The Coeur d’Alene Public School Portrait of a Graduate represents what this
community wants its high school graduates to be equipped with as they prepare to take the
next steps in life. Six components have been identified in Coeur d’Alene Public School’s Portrait
of a Graduate: communication, collaboration, creativity, critical thinking, content knowledge,
and character. Curriculum should be developed to intentionally embed and identify where
course supports the development of these traits.

Prerequisite Course: Course or courses that are required to be completed by the student
before the student is allowed to take the current course.

Prerequisite Skills: The skills, schema, and/or background knowledge students need before
they can be successful in learning new skills or content. Identifying prerequisite skills, schema
or background helps the teacher provide remediation and differentiation. This also helps
teachers identify the overall continuum of learning and spiraling of content.
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Priority Objective: Based on the work of Curriculum Management Solutions, Inc., objectives
combine a cluster of standards that provide focus for the unit. Objectives are the backbone of
the curriculum and must translate the standards language into specific and measurable
descriptions of what concepts, skills, knowledge, vocabulary, etc. students must master and
what mastery looks like. Objectives should specify content, context, and cognitive depth.

Scope: The entirety of the content, concepts, and skills within the curriculum. The scope
clarifies both what is in the curriculum and what is not in the curriculum.

Sequence: The intentional order or progression of the content, concepts, and skills.

Standards: Benchmarks that identify the level of skill or depth of content knowledge that
comprise learning expectations for a particular course, discipline, or grade level. The Coeur
d’Alene School District curriculum is informed by local, state, and national standards, and
whenever possible, courses must align to Idaho Content Standards.

By law, the Coeur d’Alene School District curriculum uses all of the Idaho Content Standards
for a course within its curriculum. To make these standards clearer and more usable for
teachers and administrators, however, the curriculum divides standards into essential
standards and supporting standards. Essential standards are rewritten into priority
objectives.

● Essential Standards: Those standards that are essential to the learning in the
course. They can be identified using the following three criteria: leverage (do
these standards support learning in other courses?), endurance (will these
standards be important in continued learning?), and rigor (do these standards
require deep learning and thinking?).

● Supporting Standards: Those standards that support larger learning, but are
missing one or more of the three criteria (leverage, endurance, and rigor) used to
identify essential standards.

Unit: “A coherent chunk of work in courses or strands” (Wiggins 2005). Units should be
feasible (have a reasonable number of objectives), provide accountability by describing what is
assessed and how it is assessed, and offer clarity and support. Units should have themes or
organizing concepts (a big idea with essential questions), and identify concepts that unify
thinking and connect to other disciplines and prior knowledge.

Vocabulary
Academic and domain-specific words are the words that experts use in their fields to make
communication precise and powerful. These academic terms are far less likely to be
encountered by students through wide reading and thus need to be taught through direct
vocabulary instruction. (Silver, 2012, pg. 66).
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Academic: General academic words, sometimes called Tier 2 words, are words that are
commonly used in academic or professional writing but rarely used in speech or
informal settings.
Content: Domain-specific words, sometimes called Tier 3 words, are specific to a
discipline or field of study.
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