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“Everybody should learn to program a computer, because it teaches you how to think.” - Steve Jobs
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[bookmark: _heading=h.5rwg5b5vp5nc]             About the Units
	The 8th grade materials will challenge the imagination and attention to detail for your students. We wanted the teacher to have the ability to customize this curriculum to the students you are serving. They are presented in groups of 3 or 6 or 9 weeks so you can build the best curriculum for your students. 

In Data and Society, your students will learn the importance of how data is used to problem solve. The final project for Unit 5 will ask students to gather their own data and use it to create an automated solution to a specific problem. This will usually take 6 weeks to complete, but can be extended to cover the entire 9 weeks with the extra resources. 

In Physical Computing- Circuit Playground students will connect the knowledge that they have from 6th, 7th, and 8th grade curriculums to code a physical circuit- the circuit playground. This will take 3 weeks to complete, but can be extended to cover 6 weeks. 

In the Artificial Intelligence unit students will learn the innovations, history, and implications of Artificial Intelligence.  Students will investigate how to use language models and  create an app using data.   
 
**Please Note: The curriculum for unit 5 used the 2022 - 2023 version of Computer Science Discoveries from Code.org. Unit 7 uses the 2024-2025 version of Artificial Intelligence and Machine Learning. Students should have also completed the permission forms and surveys before beginning these units.*





**Our curriculum begins with Unit 5 Lesson 9: Problem Solving with Data, intentionally designed to immediately immerse students in a hands-on data project that sparks engagement and curiosity. By starting with this lesson, students are encouraged to form and present their own data-supported opinions early in the course. From there, we guide them through the foundational steps of retrieving, sorting, and cross-tabulating data, ultimately leading to the development of data-driven decisions and functional algorithms. This approach builds both excitement and a clear understanding of the full data analysis process from the start.









Data and Society
[bookmark: _heading=h.g3f4yzeoe6c2]Lesson 1: Problem Solving with Data 
(2-3 days recommended)

WV Standards:	T.6-8.11 	T.6-8.12	T.6-8.16	CS.6-8.1	CS.6-8.9	CS.DCS.7	CS.DCS.8	CSTA Standards:	2-DA-08


Lesson Description:
In this lesson, students apply the problem-solving process they learned earlier in the course to address a real-world data problem. Working in teams, they research their county and decide if they should build a library, pet shelter, or fire department, then use their findings to build a persuasive argument for their choice. Finally, they reflect on how each step of the problem-solving process helped guide their work with [image: Code.org Brand Usage]data. 
Resources:	
Slideshow	Activity Guide	Standards	Lesson Plan	Data Presentation Rubric	


Data and Society
[bookmark: _heading=h.qqllbd4x6h31]Lesson 2:  Structuring Data  
(1 day recommended)

WV Standards:	T.6-8.9	T.6-8.10	T.6-8.11	T.6-8.16	T.6-8.17	CS.6-8.8	CS.6-8.9	CS.6-8.15	CS.6-8.16	CS.DCS.8	CS.DCS.10	CSTA Standards:	2-DA-08


Lesson Description:
This lesson demonstrates that raw data must be interpreted in some way to help people use it to make decisions. Students engage in both visualization and cleaning of data, and they see how data can be misinterpreted if it is not cleaned properly. 
[image: Code.org Brand Usage]
Resources	
Slideshow	Activity Guide	Lesson Plan	Standards		


Data and Society
[bookmark: _heading=h.1amw787hvnic]Lesson 3:  Interpreting Data  
(1 day recommended)

WV Standards:	T.6-8.11	T.6-8.12	T.6-8.16	T.6-8.17	CS.6-8.9	CS.6-8.15	CS.DCS.8	CSTA Standards:	NA


Lesson Description:
In this lesson, students learn how to find relationships between variables using cross tabulation in the responses to different survey questions. Determining how answer choices relate to each other will allow them to make predictions about users based on previous responses. 

Resources	
Slideshow	Activity Guide	Lesson Plan	Standards		


[image: Code.org Brand Usage]

Data and Society
[bookmark: _heading=h.v8mjtsvf3xri]Lesson 4:  Making Decisions with Data
(2 days recommended)

WV Standards:	CS.6‐8.7	CS.6‐8.9	CS.DCS.18	CS.DCS.19	CSTA Standards:	2-DA-08


Lesson Description:
In this lesson, students practice making data-driven decisions using scenarios that are relatable to middle schoolers. Working in groups, they discuss how to interpret and use the data provided to make informed choices. Some questions may not have a clear right answer, encouraging students to consider whether more data is needed. The lesson wraps up with a class discussion on how people can interpret the same data differently, and how additional data might lead to different conclusions.

Resources	
Slideshow	Activity Guide	Lesson Plan	Data Resource	Standards	


[image: Code.org Brand Usage]

Data and Society
[bookmark: _heading=h.2pdokxevh1la]Lesson 5:  Automating Data Decisions
 (2 days recommended)

WV Standards:	T.6-8.11	T.6-8.12	T.6-8.16	T.6-8.17	CS.6-8.10	CS.6-8.11	CS.6-8.12	CS.6-8.15	CS.DCS.1	CS.DCS.3	CS.DCS.8	CSTA Standards:	2-AP-10	2-DA-08	2-IC-22


Lesson Description:
In this lesson, students learn how to find relationships between variables using cross tabulation in the responses to different survey questions. Determining how answer choices relate to each other will allow them to make predictions about users based on previous responses. 
[image: Code.org Brand Usage]
Resources	
Slideshow	Activity Guide	Lesson Plan	Standards		

Data and Society
[bookmark: _heading=h.lv9ghm8xfol]Lesson 6: Problem Solving with Big Data
 (2 days recommended)

WV Standards:	T.6-8.11	T.6-8.16	CS.6-8.9	CS.6-8.10	CS.6-8.11	CS.6-8.15	CS.DCS.4	CS.DCS.6	CS.DCS.10	CSTA Standards:	2-IC-20	2-IC-23


Lesson Description:
In this lesson, students explore how large datasets are collected and utilized by organizations to address complex problems. They learn about the challenges and opportunities associated with big data, including data collection methods, analysis techniques, and the ethical considerations involved in handling extensive information.
[image: Code.org Brand Usage]
Resources		
Slideshow	Activity Guide	Lesson Plan	Standard	Video 1	Video 2	Video 3	


Data and Society
[bookmark: _heading=h.58wpq1ns71iw]Lesson 7-9: Final Project Part I-III
(1 day recommended)

WV Standards:	T.6-8.2	T.6-8.10	T.6-8.11	T.6-8.15	T.6-8.18	CS.6-8.1	CS.6-8.7	CS.6-8.8	CS.6-8.9	CS.6-8.10	CS.6-8.12	CS.6-8.15	CS.DCS.16	CS.DCS.17	CS.DCS.19	CS.DCS.20	CS.DCS.23	CS.DCS.28	CSTA Standards:	2-AP-10	2-AP-15	2-AP-18	2-DA-08	2-IC-23


Lesson 7 Description:
To conclude this unit, students design a recommendation engine based on data that they collect and analyze from their classmates. After looking at an example of a recommendation app, students follow a project guide to complete this multi-day activity. 
[image: Code.org Brand Usage]

Lesson 8 Description:
To conclude this unit, students design a recommendation engine based on data that they collect and analyze from their classmates. After looking at an example of a recommendation app, students follow a project guide to complete this multi-day activity.

Lesson 9 Description:
To conclude this unit, students design a recommendation engine based on data that they collect and analyze from their classmates. After looking at an example of a recommendation app, students follow a project guide to complete this multi-day activity.

Lesson 7 Resources	Lesson 8 Resources	Lesson 9 Resources	
Slideshow	Activity Guide	Lesson Plan	Standards	Slideshow	Activity Guide		Slideshow	Student Checklist	Student Rubric	Peer Review	


*Note: You can use this as an opportunity to use Google Forms to build their surveys which will not only help them organize their information but also allows them to present their survey in a fun and creative way. 
[image: Code.org Brand Usage]

Data & Society Extensions
[bookmark: _heading=h.g3bzqfr44dcw]Optional 1: Representation Matters 
(3 days recommended)   
[bookmark: _heading=h.mgbv59wwufca] 
WV Standards:	T.6-8.11	T.6-8.12	T.6-8.16	CS.6-8.1	CS.6-8.9	CSTA Standards:	2-DA-07


Lesson Description:
Students explore how the way data is presented can influence understanding and decision-making. Working in small groups, each student receives a different format of data about meals—such as a picture, menu description, nutrition label, or recipe—and must make a recommendation based on that limited view. Through group discussion and comparison, students discover that different representations highlight different aspects of the same information, leading to varying conclusions. This unplugged activity builds critical thinking skills and introduces the concept that data representation plays a major role in how [image: Code.org Brand Usage]we interpret and use information.

Resources
Standards	Lesson Plan	Slideshow	Resource Page	Activity Guide


Data & Society Extensions
[bookmark: _heading=h.xxm3rec06lkc]Optional 2: Patterns and Representations 
(3 days recommended)  
[bookmark: _heading=h.x0i0bsw4zzjj] 
WV Standards:	T.6-8.12	T.6-8.15	T.6-8.18	CS.6-8.1	CS.6-8.10	CS.6-8.14	CSTA Standards:	2-DA-07


Lesson Description:
Students dive into designing their own systems for encoding information by using a stack of cards (or images of cards) to represent letters. Working collaboratively, they craft encoding schemes—deciding how many cards each letter uses, what delimiters separate letters, or whether patterns like fixed-length codes are needed—then test their systems by exchanging messages with peers. 

Resources
Standards	Lesson Plan	Slideshow	Activity Guide	Resource Page


[image: Code.org Brand Usage]

Data & Society Extensions
[bookmark: _heading=h.dc9s97vqmdm] Optional 3: ASCII and Binary Representation
(3 days recommended)  
       
WV Standards:	T.6-8.12	T.6-8.18	T.6-8.20	CS.6-8.1	CS.6-8.7	CSTA Standards:	2-DA-07


Lesson Description:
Students build on their understanding of binary by learning how computers use standardized codes—such as ASCII—to represent text. They begin by converting letters to binary and vice versa, practicing encoding hidden messages and decoding peer messages. Through hands-on practice with bit sequences and reference charts, learners uncover how text is stored and interpreted at the machine level, solidifying the connection between binary data and human-readable information.
Resources
Standards	Lesson Plan	Slideshow	Activity Guide	Resource Page	


[image: Code.org Brand Usage]

Data & Society Extensions
[bookmark: _heading=h.797vsll25caa] Optional 4:  Representing Images(3 days recommended)  
[bookmark: _heading=h.1th0ozs10css] 
WV Standards:	T.6-8.13	T.6-8.14	T.6-8.19	T.6-8.20	CS.6-8.1	CS.6-8.8	CSTA Standards:	2-DA-07


Lesson Description:
Students explore how digital images are built from grids of pixels and understand how abstraction shapes the visual information we perceive. Through hands-on challenges in App Lab, they manipulate black-and-white pixel grids to create patterns and pictures, experimenting with resolution and color intensity—discovering that increasing pixel count improves detail, while simplicity (like binary black-and-white) limits expressiveness. 
	Resources
Standards	Lesson Plan


[image: Code.org Brand Usage]

Data & Society Extensions
[bookmark: _heading=h.jzrmoi5mtemv]  Optional 5: Combining Representations
(3 days recommended)  
[bookmark: _heading=h.4o4np8airedj] 
WV Standards:	T.6-8.13	T.6-8.14	T.6-8.18	T.6-8.20	CS.6-8.6	CS.6-8.7	CSTA Standards:	2-DA-07


Lesson Description:
Students tackle the challenge of decoding complex information by using multiple binary formats—ASCII characters, numeric values, and images—together. The lesson guides them to analyze a combined dataset (like a pet record), identify different segments encoded as text, numbers, or pictures, and apply the appropriate decoding method for each segment.

Resources
Standards	Lesson Plan	


[image: Code.org Brand Usage]

Data & Society Extensions
[bookmark: _heading=h.2q2u5j1wamfg]  Optional 6: Keeping Data Secret  
(3 days recommended)  
        
WV Standards:	T.6-8.8	T.6-8.5	CS.6-8.1	CS.6-8.4	CS.6-8.5	CS.6-8.7	CSTA Standards:	2-NI-05	2-NI-06


Lesson Description:
Students dive into basic encryption and decryption techniques by encoding their own secret messages, then swapping and decoding classmates’ messages. Beginning with simple substitution ciphers or punch-card-style encoding, they learn how to systematically hide information and why a key is essential for decryption. This unplugged activity helps them grasp privacy principles and the importance of secure data transmission: encrypted data isn’t human-readable until the correct key is applied, highlighting how information can be protected or compromised depending on who has the key.
[image: Code.org Brand Usage]
Resources	
Standards	Lesson Plan	Slide Show	Activity Guide-Medical Records	Activity Guide-Secret Messages

[image: Code.org Brand Usage]Physical Computing:
Creating Apps with Circuit Playground
[bookmark: _heading=h.x0xifm7jl30m]Lesson 10: Intro to App Lab
(2 days recommended)

WV Standards:	CS 6‑8.1	CS 6‑8.2	CS 6‑8.4	CS 6‑8.11	CS 6‑8.12	CSTA Standards:	2-AP-12


Lesson Description:
In this lesson students are introduced to App Lab. Students will learn how to design pages in an app, how to connect buttons, add images and sounds and then allow them to demonstrate their creativity in building their own app.

Resources	
Lesson Plan	Standards		




Creating Apps with Circuit Playground
[bookmark: _heading=h.w6bu2wr2i6xh]Lesson 11: The Circuit Playground
(2 days recommended)


WV Standards:	CS 6‑8.2	CS 6‑8.4	CS 6‑8.11	CS 6‑8.12	CSTA Standards:	2-AP-13	2-CS-02	2-CS-03


Lesson Description:
In this lesson, students are introduced to programming the Circuit Playground microcontroller. They learn to write basic programs that interact with the device's built-in features, such as buttons, LEDs, and sensors, laying the foundation for physical computing projects.

Resources
Lesson Plan	Slideshow	Standards	Video


[image: Code.org Brand Usage]

Creating Apps with Circuit Playground
[bookmark: _heading=h.es6kq0b2ymch]Lesson 12: Updating Screen Elements
 (2 days recommended)

WV Standards:	CS 6‑8.1	CS 6‑8.11	CS 6‑8.12	CSTA Standards:	2-AP-13	2-AP-19


Lesson Description:
In this lesson, students are introduced to programming the app properties without using design mode. They learn to change elements using the setText and setProperty blocks. They will also learn how to use the onEvent block. 

Resources
Lesson Plan	Slideshow	Standards


[image: Code.org Brand Usage]

Creating Apps with Circuit Playground
[bookmark: _heading=h.c9wb8lw67yen]Lesson 13: Board Events
(2 days recommended)


WV Standards:	CS 6‑8.1	CS 6‑8.11	CS 6‑8.12		CSTA Standards:	2-AP-13	2-AP-17	2-AP-19	2-CS-01	2-CS-02	2-CS-03


Lesson Description:
In this lesson, students delve into event-driven programming by creating applications that respond to user interactions. They learn to design and implement event handlers, enabling their apps to react dynamically to inputs such as button clicks or sensor changes on the Circuit Playground.

Resources
Lesson Plan	Slideshow	Standards	

*Important Note: It is recommended that at this time you set class norms for using the circuit playground and sound blocks. This can be a difficult area because of all the sounds in the room. It might be best to do those skill builder lessons one at a time as a group to maintain [image: Code.org Brand Usage]pacing and limit issues with sounds. 

Creating Apps with Circuit Playground
[bookmark: _heading=h.outhlv91vv48]Lesson 14: Variables and If Statements
(2 days recommended)

WV Standards:	CS 6‑8.10	CS 6‑8.11	CS 6‑8.12		CSTA Standards:	2-AP-11	2-AP-13	2-AP-19	2-CS-02	2-CS-03


Lesson Description:
In this lesson, students are re-introduced to variables, the counter pattern, and if-statements. They learn to use these concepts to create programs that respond dynamically to different inputs and conditions. ​
 
Resources
Lesson Plan	Slideshow	Standards




[image: Code.org Brand Usage]

Creating Apps with Circuit Playground
[bookmark: _heading=h.xjk3t4o8w1sj]Lesson 15: Mini-Project: Field Collector App
(3 days recommended)

WV Standards:	CS 6‑8.2	CS 6‑8.10	CS 6‑8.11	CS 6‑8.12	CS 6‑8.13	CSTA Standards:	2-AP-11	2-AP-13	2-AP-19	2-CS-02	2-CS-03


Lesson Description:
In this mini-project, students use the Circuit Playground to collect data and App Lab to analyze it, simulating real-world fieldwork like citizen science or survey apps where they collect data on a device and can return and view and analyze their data. They’ll program the device using variables and events to gather data, then apply if-statements to make decisions or recommendations based on their findings. ​

Resources
Lesson Plan	Standards	Slideshow	Activity Guide



*We chose to modify this lesson to create a more meaningful connection for students in West Virginia by focusing on topics that are relevant to their environment and experiences. While the original Code.org lesson presented a more generic approach, we tailored the content to highlight animal populations and hunting within West Virginia, allowing students to engage [image: Code.org Brand Usage]more deeply with the material through familiar and locally significant examples.

          
[image: ]
In the unit below on AI and Machine Learning, several additional lessons—developed by the SUCCESS team—have been integrated into the original Code.org curriculum. We recognized that students in southern West Virginia often benefit from a more gradual introduction to the concept of artificial intelligence. Without this foundation, they can easily become confused or frustrated, especially when the material feels disconnected from their everyday experiences. To address this, we designed introductory lessons that highlight real-world applications of AI in ways that are relevant and engaging. Our goal is to spark curiosity and help students build a meaningful connection to the subject from the start.

AI & Machine Learning
[bookmark: _heading=h.cu75vpow6jqt]Lesson 16: Innovations in AI
(1 day recommended)

WV Standards:	CS.8.1.1 	CS.8.2.2	CSTA Standards:	2-IC-20

Lesson Description:
In this lesson students will begin to consider the question “What is A.I.?” Students will have the opportunity to explore different examples of A.I. provided by the instructor.

Resources
Lesson Plan	Standards	YoutTube Video-Lesson Opening	Activity Guide	Additional Resources	




[image: ]

AI & Machine Learning
[bookmark: _heading=h.7iz1g2b2i4t8]Lesson 17: The History of AI
(1 day recommended)


WV Standards:	CS.6--8.14 	CS.6--8.15	CSTA Standards:	


Lesson Description: 
In this lesson students will be able to identify key milestones in the development of artificial intelligence and explain how historical events and technological advancements influenced AI.

Resources
Lesson Plan	Standards	Activity Guide	Additional Resources



[image: ]

AI & Machine Learning
[bookmark: _heading=h.4rwn1t8xxl93]Lesson 18: Independent Webquest Project
       (2 days recommended)


WV Standards:	CS.6--8.14 	CS.6--8.15	CSTA Standards:	


Lesson Description: 
In this lesson students will be able to identify at least five industries where AI is used, explain how AI impacts daily life through specific examples, and evaluate an AI-powered tool or game by testing it firsthand. 

Resources
Lesson Plan	Standards	


[image: ]

AI & Machine Learning
[bookmark: _heading=h.2f6rfb4klfm8]Lesson 19: A.I and Video Games
(2 days recommended)

WV Standards:	CS.6--8.14 	CS.6--8.15	CSTA Standards:	


Lesson Description: 
In this lesson students will learn about how A.I. is implemented in video game design, and how it results in either a negative or enjoyable gaming experience. 

Resources
Lesson Plan	Standards	Additional Resources	Crowd Party






[image: ]

AI & Machine Learning
[bookmark: _heading=h.1scs6lgcluol]Lesson 20: A.I and Filmmaking
       (1 day recommended)

WV Standards:	CS.6--8.14 	CS.6--8.15		CSTA Standards:	


Lesson Description: 
In this lesson students will explore AI tools used in scriptwriting, animation, and special effects.

Resources
Lesson Plan	Standards	

	






[image: ]

AI & Machine Learning
[bookmark: _heading=h.fa2y7cbyzyo7]Lesson 21: Intro to Language Models: Infinite Craft
       (2 days recommended)
 
WV Standards:	CS.DCS.9	CS.DCS.10	CS.DCS.11	CSTA Standards:	


Lesson Description: 
In this lesson, students will be able to define a “language model” in simple terms and explain how it generates ideas and experience how an LLM-driven game (Infinite Craft) [image: ]uses predictions to create content.

Resources
Lesson Plan	Standards	Infinite Craft	Infinite Craft Flyer	Infinite Craft Article			




AI & Machine Learning
[bookmark: _heading=h.ih7xolvon2gj]Lesson 22: Understanding Generative A.I.
       (2 days recommended)

WV Standards:	CS.DCS.9	CS.DCS.10	CS.DCS.11	CSTA Standards:	


Lesson Description: 
In this lesson, students will be able to define generative AI and test creative tools.

Resources
Lesson Plan	Standards	Additional Resources



	





[image: Code.org Brand Usage]

AI & Machine Learning
[bookmark: _heading=h.rbrmg0bt61w1]Lesson 23: Ethical Use of A.I.
       (2 days recommended)

WV Standards:	CS.6-8.16	CSTA Standards:	


Lesson Description: 
In this lesson, students will be able to define and differentiate between key AI ethics concepts (bias, privacy, accountability, and transparency). Students will also explore societal trade-offs and long-term consequences of unregulated AI use.

Resources
Lesson Plan	Standards	Additional Resources









[image: ]


AI & Machine Learning
[bookmark: _heading=h.k7p0dw3nbgyx]Lesson 24: Introduction to Machine Learning
       (2 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	


Lesson Description: 
In this lesson students are introduced to a form of artificial intelligence called machine learning and how they can use the Problem Solving Process to help train a robot to solve problems. They participate in three machine learning activities where a robot - A.I. Bot - is learning how to detect patterns in fish.

Resources
Lesson Plan	Standards	Slide Show	Video	Activity Guide





[bookmark: _heading=h.bpa84ssk9ntv]
[bookmark: _heading=h.zbten392vn89][image: Code.org Brand Usage]
AI & Machine Learning
[bookmark: _heading=h.yw8ywr38701j]Lesson 25: Natural Language Processing
       (2 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	


Lesson Description: 
In this lesson, students will be able to define Natural Language Processing (NLP) and explain how it enables computers to understand human language, explore real-world NLP applications (e.g., chatbots, translation, voice assistants), and experiment with NLP tools to analyze text and identify patterns. 

Resources
Lesson Plan	Standards	





[bookmark: _heading=h.3g5oz1m1mbg6]
[image: ]

AI & Machine Learning
[bookmark: _heading=h.ajcbpc112so4]Lesson 26: Intro to A.I. Lab
       (2 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	


Lesson Description: 
In this lesson students will dive into the AI Lab tool for the first time, where they select features to train a model that predicts a given label. They start by exploring AI Lab and training a model to recognize shapes. Then they pretend they have been hired by several restaurants who would like to make recommendations to new customers based on survey data they’re collected, go through each dataset, and use data visualization tools to identify features with high relationships in the data.
Resources
Lesson Plan	Standards	Slideshow	Training a Model	Video	

[image: Code.org Brand Usage]

AI & Machine Learning
[bookmark: _heading=h.45zbqy8sekib]Lesson 27: Importing Models in App Lab
       (2 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	


Lesson Description: 
In this lesson students are introduced to importing their models into App Lab and linking their model to their screens. They help create a book recommendation app and learn how to add a welcome screen and events to their code. This lesson assumes students are already familiar with App Lab - for classrooms that have not seen App Lab before, consider extending this lesson and including additional videos or activities that are recommended in the lesson plan.

Resources	Videos
Lesson Plan	Standards	Additional Resources		Intro to Design Mode	Events in App Lab

[image: Code.org Brand Usage]


AI & Machine Learning
[bookmark: _heading=h.a9rdp6zdcfdi]Lesson 28: Model Cards
       (2 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	2-IC-21	3A-IC-25

 
Lesson Description: 
In this lesson, students will investigate a model for bias and be introduced to a Model Card, which is a way of representing important information about a trained model that could help uncover bias. They will be investigating a Medical Priority app, which helps a hospital decide how soon to view patients based on their symptoms. As students go through the activity, they realize that the app is biased based on personal information and examine how this could happen.

Resources	Videos
Lesson Plan	Standards	Slideshow	Activity Guide		Training Data and Bias

[image: Code.org Brand Usage]

AI & Machine Learning
[bookmark: _heading=h.dguqvgo6hn90]Lesson 29: Saving Models in A.I. Lab
       (1 day recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	2-AP-19	3A-DA-12	3B-DA-05


Lesson Description: 
Students complete the full process of training and saving a model, then importing into App Lab. For the first time, students are able to choose the label they would like to predict and spend time deciding the features they will use to help predict their label of choice. Students also create a model card for their models in order to save them and import it into App Lab.

Resources	Videos
Lesson Plan	Standards	Slideshow	Activity Guide		Model Cards in AI

[image: Code.org Brand Usage]

AI & Machine Learning
[bookmark: _heading=h.zh15b3gk2fcp]Lesson 30: Model Cards in App Lab
       (2 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	2-AP-11	2-AP-12	2-AP-13	2-AP-19


Lesson Description: 
In this lesson, students practice importing their models into App Lab, this time including models that have numerical data and using model cards to help improve the user experience of filling out their form. They will then learn how to view the model card within App Lab and use this to add more descriptive elements to an app. Next, they focus on improving the user experience by adding informational text to help guide users through completing the form and adding a style to their app to improve the [image: Code.org Brand Usage]user experience.

Resources	Videos
Lesson Plan	Slideshow	Printable Model Cards	If Statements



AI & Machine Learning
[bookmark: _heading=h.ytt84oyrwi31]Lesson 31: Make a Machine-Learning App
       (3 days recommended)

WV Standards:	CS.DCS.35	CS.DCS.36	CSTA Standards:	3A-DA-12	3B-DA-05


Lesson Description: 
In this one or two day project, students apply their skills from the unit so far and create a machine learning app using real-world data. Students are provided with several real-world datasets from a variety of contexts, and they choose which dataset they would like to investigate. They train and save their model, then make a simple App Lab app that uses the model. This mini-project is an opportunity to assess how well students can use features to create accurate machine learning models, and how well they can create apps that use machine learning.

Resources
Lesson Plan	Standards	Slideshow	Activity Guide

[image: Code.org Brand Usage]


AI & Machine Learning
[bookmark: _heading=h.cghcmut1rk6c]Lesson 32: Fixing West Virginia
       (3 days recommended)

WV Standards:	CS.S.3	CSTA Standards:	NA


Lesson Description: 
Students will create an app that will discuss the problems that West Virginia residents face.  They will research what the problem is as well as what could be done to fix the problem.  
Resources
Standards	Activity Guide	
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Code.org- Questions of the day and Lesson Descriptions
(n.d.). Code.org. https://code.org/
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