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Unit Overview
Disney Coasters is a 3d roller coaster design software which students will use to create their own roller 
coaster.  Students will have to work with real-world constraints such as gravity, friction, kinetic and potential 
energy, and space limitations.  In addition, students will be required to learn about end-user constraints such as 
passenger comfort, enjoyment, and design aesthetic.  While working in the program, students will also learn 
fundamental principles of 3d design programs.

Standards

CS.3-5.8.1.5.CS.3 Identify potential solutions for simple hardware and software problems using common 
troubleshooting strategies. 

CS.3-5.8.1.5.IC.1 Identify computing technologies that have impacted how individuals live and work and 
describe the factors that influenced the changes. 

CS.3-5.8.2.5.ED.2 Collaborate with peers to collect information, brainstorm to solve a problem, and evaluate 
all possible solutions to provide the best results with supporting sketches or models. 

CS.3-5.8.2.5.ED.4 Explain factors that influence the development and function of products and systems (e.g., 
resources, criteria, desired features, constraints). 

CS.3-5.8.2.5.ED.5 Describe how specifications and limitations impact the engineering design process. 

CS.3-5.8.2.5.ED.6 Evaluate and test alternative solutions to a problem using the constraints and trade-offs 
identified in the design process. 

CS.3-5.8.2.5.ETW.3 Explain why human-designed systems, products, and environments need to be constantly 
monitored, maintained, and improved. 

CS.3-5.8.2.5.ITH.2 Evaluate how well a new tool has met its intended purpose and identify any shortcomings 
it might have. 

Materials
• Laptops

Assessment
Formative Assessment

• Teacher Observation
• Checks for Understanding



• Exit Tickets

Summative Assessment 

• Performance Tasks & Projects

Accommodations & Modifications
Special Education

• Follow IEP Plan which may contain some of the following examples…
• In class/pull out support with special ed teacher or assistant
• Preferred seating
• Directions repeated/clarified
• Extended time for completing tasks
• Vocabulary support
• Limit number of tasks

504

• In class/pull out support with special ed teacher or assistant
• Preferred seating
• Directions repeated/clarified
• Extended time for completing tasks
• Vocabulary support
• Limit number of tasks

ELL

• Translation device/dictionary
• Preferred seating
• Directions repeated/clarified
• Extended time for completing tasks
• Vocabulary support
• Limit number of tasks

At-risk of Failure

• Preferred seating
• Directions repeated/clarified
• Extended time for completing tasks
• Vocabulary support
• Limit number of tasks

Gifted & Talented

• Independent projects
• Online games
• Extension activities



Interdisciplinary Connections

Constructing explanations and designing solutions in 3–5 builds on K–2 experiences and 
progresses to the use of evidence in constructing explanations that specify variables that 
describe and predict phenomena and in designing multiple solutions to design problems. 

SCI.4.PS3.A Definitions of Energy 

Planning and Carrying Out Investigations 

SCI.4.ETS1.A Defining Engineering Problems 

Developing and Using Models 

Modeling in 3–5 builds on K–2 experiences and progresses to building and revising simple 
models and using models to represent events and design solutions. 

Career Readiness, Life Literacies & Key Skills

TECH.9.4.2.TL.1 Identify the basic features of a digital tool and explain the purpose of the tool (e.g., 
8.2.2.ED.1). 

TECH.9.4.2.TL.6 Illustrate and communicate ideas and stories using multiple digital tools (e.g., SL.2.5.). 

TECH.9.4.5.CT.3 Describe how digital tools and technology may be used to solve problems. 

TECH.9.4.5.CT.4 Apply critical thinking and problem-solving strategies to different types of problems such 
as personal, academic, community and global (e.g., 6.1.5.CivicsCM.3). 


