[bookmark: _xbpprabe16lg]📚 Unit Plan: Exploring Technology, Data, and Coding
Grade Level: 1st Grade (Library Media)
 Timeframe: 6–8 weeks

[bookmark: _wc5rmxwjpasl]Standards Addressed
[bookmark: _rrp4tlv8thfb]Computer Science & Design Thinking (NJSLS 8.1.2)
· 8.1.2.CS.2: Explain how computer technology impacts everyday life.

· 8.1.2.DA.1: Collect and present data using digital tools.

· 8.1.2.DA.3: Identify and describe patterns in data visualizations.

· 8.1.2.DA.4: Make predictions based on data in a chart or graph.

· 8.1.2.AP.3: Create programs with sequences and simple loops.

· 8.1.2.AP.5: Break down a task into a sequence of steps.

· 8.1.2.AP.6: Debug errors in an algorithm or program.

[bookmark: _p2z5sqht73i]Career Readiness & Life Literacies (NJSLS 9.1 & 9.4)
· 9.1.2.CR.1: Recognize resources people need to meet needs and solve problems.

· 9.4.2.CI.1: Demonstrate openness to new ideas and perspectives.

· 9.4.2.DC.1: Explain why keeping information private is important.

· 9.4.2.IML.3: Identify the purpose of a media message.

· 9.4.2.CT.2: Identify and solve simple problems.


[bookmark: _3r23x61a6j1k]Enduring Understandings
· Technology is a tool that helps us learn, communicate, and solve problems.

· Data helps us recognize patterns and make informed predictions.

· Algorithms (step-by-step instructions) guide computers and people to complete tasks.

· Debugging is a way to fix mistakes and improve our work.

· Safe, responsible, and creative technology use prepares us for future learning and problem-solving.


[bookmark: _sodgml39c69e]Essential Questions
1. How does technology affect the way we live, learn, and work?

2. How can collecting and organizing data help us?

3. What do patterns in data tell us?

4. Why do we use algorithms and loops in coding?

5. What can we do if our code or directions don’t work as expected?


[bookmark: _74h11k6zih8o]Unit Description
In this 6–8 week unit, first grade students will explore the ways technology helps people in everyday life, collect and analyze simple data, and apply early coding concepts. Students will learn to create algorithms with sequences and loops, break down complex tasks into smaller steps, and debug simple coding errors. Through read-alouds, graphing, unplugged coding games, and hands-on digital experiences, students will develop foundational digital literacy and problem-solving skills while learning how to be responsible digital citizens.

[bookmark: _p9hl1xddn0wl]Critical Knowledge and Skills
Students will:
· Recognize technology’s role in school and community life.

· Collect and present class data using digital or pictorial tools.

· Describe and interpret patterns in charts or graphs.

· Make predictions based on collected data.

· Create sequences and simple loops in coding activities.

· Break down a task into logical steps.

· Debug a program by identifying and fixing errors.


[bookmark: _y7f1dv8yvh5t]Instructional Strategies
· Interactive Read-Alouds: Books like How to Code a Sandcastle and Hello Ruby to introduce coding and problem-solving concepts.

· Unplugged Coding Games: “Program a Friend,” sequencing cards, or movement-based coding (arrows for directions).

· Data Collection Activities: Class surveys (favorite book, snack, animal); graphing results using pictographs/bar graphs.

· Digital Tools: Use platforms like Scratch Jr., Bee-Bots, or Kodable to practice sequencing and loops.

· Debugging Practice: Teacher introduces “broken” sequences for students to fix together.

· Think-Pair-Share: Students explain their coding steps or predictions to a partner.

· Collaborative Projects: Create a class book or poster showing technology’s impact in school and home.


[bookmark: _2baj5g81ofi]Formative Assessments
· Observation Checklists: Monitor students using coding tools or role-playing algorithms.

· Student Work Samples: Data charts, algorithm drawings, coding screenshots.

· Exit Tickets: “One way technology helps me” or “One pattern I see in our graph.”

· Performance Tasks: Students code Bee-Bots or Scratch Jr. characters to complete a short task.

· Debugging Check: Students fix a short algorithm with a missing or incorrect step.


[bookmark: _k4i9ek4wfkc2]Resources
· Books:

· How to Code a Sandcastle (Josh Funk)

· Hello Ruby: Adventures in Coding (Linda Liukas)

· If You Give a Mouse an iPhone (Ann Droyd)

· Rosie Revere, Engineer (Andrea Beaty)

· Digital Tools: Scratch Jr., Kodable, Epic!, PebbleGo, Google Slides/Docs for presenting data.

· Coding Tools: Bee-Bots, Code-a-Pillar, arrow cards.

· Charts & Templates: Graphing sheets, sequencing templates, debugging checklists.

· Websites: PBS Kids Coding, Common Sense Media (digital citizenship lessons).


[bookmark: _rrt6e2dtvbmn]Interdisciplinary Connections
· Math: Data collection, graphs, patterns, predictions.

· ELA: Sequencing stories, retelling narratives with algorithms, vocabulary development.

· Science: Exploring how technology helps solve problems in science/engineering.

· Social Studies: Comparing community life with and without modern technology.


[bookmark: _kbn650t8dmqi]Modifications & Differentiation
· ESL: Provide visuals, sentence frames, bilingual resources, partner support.

· Special Education (SpEd): Simplify tasks, use tactile manipulatives, provide visual step-by-step guides.

· 504 Plans: Provide flexible pacing, repeat instructions, allow assistive tech.

· Gifted & Talented: Extend coding projects with loops, design original games in Scratch Jr., create multi-step algorithms.

· Intervention: Use smaller groups for reteaching, repeat practice with patterns and sequencing, peer buddy system.



