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 Who:   
Kids all ages  

What:  
Learning to write computer codes at an early age 

Why:  
Kids learn technology at an early age, are  engaged, 
enjoy learning, can be self paced, learn at home in 
addition to school  with websites and apps 

Where:  
School, home, after-school-care camp, summer 

When:  
As soon as they are old enough to hold an iPad  

The Hour of Code is a one-hour introduction to computer science, designed to demystify 
code and show that anybody can learn the basics. 

3



 

Enroll your class to participate in this national event! 
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  Course  Outline 

Introduction to coding through code.org 
Set up accounts 

Sequences 
Loops and events  
Conditionals 
Algorithms 
Binary code 
Debugging 
Problem decomposition 
Functions 
Nested loops and conditionals 

    Meaningful collaboration with others 
Problem-solving and perseverance techniques 
Internet safety 

    Societal impacts of computing 
    Digital citizenship 

Internet transmission 

Questions and answers 
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CSTA K-12 Computer Science Standards:  
Mapped to Common Core State Standards 

 

CT.L3B-06 Compare and contrast simple data structures and their uses (e.g., arrays and lists)  

CT.L3B-07 Discuss the interpretation of binary sequences in a variety of forms (e.g., instructions, numbers, text, 
sound, image).  

CT.L3B-08 Use models and simulations to help formulate, refine, and test scientific hypotheses.    

CT.L3B-09 Analyze data and identify patterns through modeling and simulation.  

CT.L2-11 Analyze the degree to which a computer model accurately represents the real world.  

CT.L2-14 Examine connections between elements of mathematics and computer science including binary numbers, 
logic, sets and functions.  

CT.L2-15 Provide examples of interdisciplinary applications of computational thinking.  

CT.L3A-01 Use predefined functions and parameters, classes and methods to divide a complex problem into simpler 
parts.  

CT.L3A-02 Describe a software development process used to solve software problems (e.g., design, coding, testing, 
verification).  

CT.L3A-05 Describe the relationship between binary and hexadecimal representations.  

CL.L2-02 Collaboratively design, develop, publish, and present products (e.g., videos, podcasts, websites) using 
technology resources that demonstrate and communicate curriculum concepts.  

CL.L2-03 Collaborate with peers, experts, and others using collaborative practices such as pair programming, working 
in project teams, and participating in group active learning activities.  

CL.L3B-03 Evaluate programs written by others for readability and usability.  
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• http://studio.code.org/sections/TSVAEW
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• Here is a sample of the way they use  passwords 
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• https://studio.code.org/sections/HECXRY
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YouTube is a great resource for getting through the  
difficult coding puzzles.  
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Dash and Dot 

Dash & Dot by Wonder Workshop 
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https://youtu.be/BqRHXSG7auY
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CodeMonkey (playcodemonkey.com) is an award winning digital curriculum that teaches 
children coding through a fun and engaging on-line game. The most common comment 
from children is “I forgot I was learning, as it was so much fun to play”. 
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Kindergarten Students working with coding. 
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Use the Promethium board for whole group instruction. 
25



Kindergarten students using code.org.
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M-DCPS teachers, media specialists, counselors or assistant principals may request funds to

implement an IMPACT II idea, teaching strategy or project from the Idea EXPO workshops

and/or curriculum ideas profiled annually in the Ideas with IMPACT catalogs from 1990 to the

current year, 2015-16. Most catalogs can be viewed at The Education Fund website at 

www.educationfund.org under the heading, “Publications.”

• Open to all K-12 M-DCPS teachers, counselors, media specialists

• Quick and easy reporting requirements

• Grants range from $150 - $400

• Grant recipients recognized at an Awards Reception 

To apply, you must contact the teacher who developed the idea before submitting your application.

Contact can be made by attending a workshop given by the disseminator, communicating via

email or telephone, by visiting the disseminator in their classroom, or by having the disseminator

visit your classroom.

Project funds are to be spent within the current school year or an extension may be requested.

An expense report with receipts is required by May 2, 2016.

APPLICATION DEADLINE: 
December 11, 2015 

Apply online at www.educationfund.org

For more information, contact:
Edwina Lau, Program Director

305.558.4544, ext. 113

elau@educationfund.org

Apply for an 
IMPACT II Adapter Grant!

CELEBRATING YEARS



I N  S O U T H  F L O R I D A

I N  S O U T H  F L O R I D A

www.community.ford.com

The Education Fund’s IMPACT II program offers 

teachers new ways to engage South Florida students.

Ford salutes your efforts to create a stronger, 

more innovative future for your classroom.

Ford Motor Company Fund and Community Services builds 

communities through volunteerism and partnerships with 

nonprofi t organizations that focus on education, 

preserving America’s heritage, and automotive safety.
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