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About Wonder Workshop



https://www.makewonder.com/about/
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A complete platform that is kid
approved, teacher
recommended.

Qur tailored solutions propel the fun forward with personable
robots and free software, designed specifically for kids ages
6+, Explore a growing library of in-app puzzles, standards-
based lesson plans, and annual robaotics challenges. And
discover the professional learning opportunities that
encourage a meaningful shift towards establishing a
foundation for 21st-century learning



Some introductory videos
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Overview

1. Why CODING & computer science in everything
we do?

2. Wonder Workshop Product Introduction Videos

3. Dash and Dot Music Video ( Programmed)

4. Wonder Leaque robotics clubs



https://youtu.be/QvyTEx1wyOY
https://youtu.be/9K2vv48iwHk
https://youtu.be/wuPqAZYDy9I
https://youtu.be/MjXBriJQlf8
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Our vision is to I ns p' re mventors of all ages
by giving them tools to ' mag | ne '-.‘.‘ ’l
and |nVe nt the future. é




Inventor: Mary Anderson

wodjiudojep Ipald 0joud

Noticed a Problem Designed a Solution

People kept stopping the car to Mary invented the windshield
scrape ice or wipe rain off the wiper, which can be controlled
windshield. from inside the car.




How can robots solve problems?
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1. UNDERSTAND

Who is your audience? Spend time interviewing
and researching your audience to understand

p their needs and interests

o

6. TEST p

2. DEFINE
Test your prototype. Define the problem you want to solve
or the message you want to share.

Get feedback frorm users
to improve your design.

What have others done to try to solve
that problem or share a similar message?

“ .
2 This process helps you design, plan, and build your project s
- while thinking about the needs of your audience or user. v
5. BUILD 3. IDEATE
Build a prototype of your design
that represents your ideas.

Brainstorm solutions and ideas.
Think outside the box!
4. PLAN
Select a few ideas and develop designs

Decide what materials you'll need.

To access our coding lesson plans & additional resources, visit
education.makewonder.com/curriculum




Computing Process

Perception Action

Computation



Robots







Education Solution




Curriculum

Wonder Workshop’'s comprehensive
curricular resources enable teachers to help
students practice 21st-century skills with
Dash, Dot, and Cue robots.
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Curriculum for Primary and Secondary workshop
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Learn to Code Curriculum

Applied Robotics Curriculum

School Years

Primary (Grades K-5)

Secondary (Grades 6-8)

Robot(s) Dash & Dot Cue
App(s) Blockly and Wonder Cue
Platforms i0S, Android i0S, Android, Chromebook, Windows 10

Students learn

Fundamental coding concepts with Dash
& Dot

Coding to robotics applied to design thinking
projects with Cue

Designed to
align to

CSTA, ISTE, NGSS, Common Core

CSTA, ISTE, NGSS, Common Core




Learn to Code Curriculum
Designed for Primary (Grades K-5)

Robots Available for purchase
Online
Lessons 24 lessons

6 modules

50 minutes each

6 project-based assessments
Guide for Available
Teachers
Software Free apps for iOS and Android
Independent | Available for purchase
Practice Learn to Code Challenge Cards (72)
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Seqguences

Loops

Events
Block-based coding

Sensors
Conditionals
Functions
Variables



Applied Robotics Curriculum
Designed for Primary (Grades 6-8)

Robots

Online
Lessons

Guide for
Teachers

Software
Student

Project
Notebooks

Available for purchase

30 lessons
3 modules
50-60 minutes each

Available

Free apps for iOS, Android, Windows 10,
Chromebooks

Available for purchase

Sequences
Loops
Events
Conditionals

Functions
Variables
Booleans
Arrays

Sensors

Data

State Machines
JavaScript
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Professional Development

Wonder Workshop’'s Teach Wonder

courses help educators build TEAC ﬂ__Jl "

foundational knowledge of how coding 0 oI\
and robotics can fit into everyday W(’ ®% ED -
teaching through theory, practice, and
access to our global educator
community.




Professional Development Courses

Introduction to
Coding and Robotics
with Dash & Dot

12 hour course

For Primary Educators
Available for purchase
Delivered via online LMS
Certificate for completion

Modules

The evolution of edtech
Personalized pedagogy
Pathways to Computer Science
Making room for the 4 C’s
Transforming daily instruction
Robot basics 101: Dash

Introduction to
Coding and Robotics
with Cue

12 hour course

For Secondary Educators
Available for purchase
Delivered via online LMS
Certificate for completion

Modules

The ever-changing edtech landscape
Constructing student autonomy
Computer Science conundrum
Robots all around us

An interdisciplinary approach

Robot Basics 101: Cue

TEACH. w'onder
W(l;OD‘:,R WOrKsnop

Wonder Workshop Robot &
Software Training

Coming Soon

Radoes AR Arasrd Us Uncrvering Cum
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Robotics Competition

The Wonder League Robotics
Competition is a free virtual robotics
competition for ages 6—14.

In 2017-2018, 40,000+ students in </WLRC>
teams from 60+ countries compete to
solve story-based missions using
their creative coding, design,
engineering, and robotics skills.




Robotics Competition

Three age brackets
o 6-8 (Dash & Dot)
o 9-11 (Dash & Dot)
o 12-14 (Cue)
Team Size
o 1-5 students
o One adult coach
Registration, content, and submission free online
Five missions plus an invitational mission

Grand Prize: $5000 STEM Grant

Registration open October 11, 2018

</WLRC> w'onder

workshop




CURRICULUM



Scope & Sequence ] Level A Level B Level C Level D Level E Level F

Scope & Sequence

The Learn to Code Curriculum is organized into six coding levels and covers six fundamental coding concepts:
sequencing, loops, events, conditionals, functions, and variables. For students who are new to Dash and Dot,

we recommend beginning with Level A.

Each coding level is alighed to a recommended grade as a guide, but we also suggest that you
consider your students’ coding experience when determining where to start.

Concept Level A Level B Level C Level D Level E Level F

Recommended grade level

Sequencing ] ® ®

Loops ] [ ] ] a ]

Events ® ° L]

Conditionals . ] a
Functions °

Variables
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1. Sequences:

Complex Parameters

9

4. Events:
Event Handlers, Part 2

O

2. Unplugged:

Event Handlers

L(ON

5. Loops:

Multiple Loops

9

3. Events:

Event Handlers, Part 1

&

6. Assessment:

Designing Solutions for the Classroom
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1. Loops: 2. Conditionals: 3. Unplugged:

Repeat Until Loops If/Else Functions

&

4. Functions: 5. Functions: 6. Assessment:
Part1 Part 2 Designing Solutions for the School




Scope & Sequence Level A Level B Level C Level D Level E | Level F |

Level F

In level F, students learn about variables. They also practice using more advanced conditionals in their code.
Recommended grades: 5-6.

1. Conditionals: 2. Unplugged: 3. Variables:
Nested Conditionals Variables Single Variables
4. Variables: 5. Variables: 6. Assessment:

Complex Variables Multiple Variables Designing Solutions for the World
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Loops: Repeat Forever
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Description

Level A, Lesson 5: Students will review their previous
programming with sequencing and explore using loops with
the Repeat Forever block. They will use Blockly preset
programs and Challenge Cards to practice their new skills.

Subcs

Group Size- Target Grades: Time Reguired

1 - 3 students K-1 50 minutes

Objectives

Students will:

o Understand what problems are best solved with loops.

o Use loops to revise code and complete coding challenges in an
iterative process.



What You'll Need

Robots & Accessories

Dash

Other Supplies

* 1 tablet per group

* projector or interactive display with mirroring capability
* pencils

* {optional) Challenge Cards. A23, A24, A25

* {optional} 1 Dot robot per group

* {optional) 1 dry erase marker per group

* {optional) access to Twitter and Instagram

Before the Lesson

Review
Direct Instruction
Guided Practice

Independent
Practice

Wrap Up

Educational
Standards

PRIOR EXPERIENCE

It is recommended that students complete:

s Level Al Lezzon 1-4

+ [Optional] Level A Challenge Cards: A11-26

You can purchase our Learn to Code Challenge Card sets and Curriculum Guide here:

https://store.makewonder.com/#/education

PREPARATION

= Fully charge the tablets and robots.

+ [nstall the Wonder Workshop Blockly app on each tablet.
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Coding

Science

Math

ELA

Social Studies

Arts |
L Tt e 4

&

An Introduction to Robotics with
Kodable

Coding, ELA

@ by Kodable
Grade K-2

Forces of Attraction
Science, ELA

A by Wonder Workshop
|

Dash Robot Life Cycles STEAM

Project
Coding, Science
by Julie Goo

A Series of Unfortunate Events
Coding, Science, ELA

A by Wonder Workshop
A

Dash's World Adventure
Ceding, Math, ELA. Social Studies

9 by Terri Eichholz
srade3-5

Dashing Off at Different Speeds
Coding, Math

n by Michelle Eckstein

Cross-Curricular Lesson Library

Coordinate Moves with Dash
Coding, Math

0 by Michelle Eckstein
- Grade 4-5

A Slice of Number Line Pie
Coding, Math

A by Wonder Workshop
\ .
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Events & Sensors

Functions

Conditionats




Unit 1 Unit 2 Unit 3

Theme Creative Writing Game Design Innovation
Recommended Grade 6th Grade 7th Grade 8th Grade
Language Arts

Reading . . .

Writing . . .

Speaking & Listening . . .
Math . . .

Geometry . .

Ratios & Proportions . .

Algebra . .

Statistics & Probability




Getting Started with Cue

Lesson 8: Building and
Testing

Lesson 1: Introduction to
Cue

Lesson 5: Sensors and
Computing Systems

Lesson 9: Share and
Refine

Lesson 2: Introduction to
Code with Wonder

Lesson 6: Loops

Lesson 10: Present and
Reflect

Lesson 3: Design Thinking

Lesson 7: Ideation and
Planning




Getting Started with Unit 3 Lesson 2: Pick a Path

Lesson 4: Changing Arrays Lesson 7: Build and Test

Lesson 10: Presentation
and Reflection




Typical session

e Introduction
o Q&A
e Video: If by BG, Repeat loops, if else
e Presentation
e Connection with real life
situations
e Challenge cards — administer
problem
i I
-

Class room Set up

Group discussions - =
Planning worksheets

Coding & executing: repeatioop =&
variables
In-app puzzles
Reflection Worksheets

Digital journal



online content/ww video/Hour of Code - Bill Gates explains If statements - YouTube.mp4
online content/ww video/collector-repeat-loops.mp4
online content/ww video/2e-HoC-saloni-ifelse.mp4
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Station #1 - Solve a challenge card
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Station #2 - Program a musical
performance
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Station #3 - Program a robot drawing
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Station #4 - Play Dash Basketball
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Station #6 - Spell with Dash







Robots + Coding + Teaching + Contests

e Helps Students develop & apply coding skills through hands-on experience

e Coding is a new type of literacy required for careers of tomorrow

e Through coding, students learn to see the world through computational
thinking

e They learn to decompose problems, recognize patterns and understand
abstract concepts
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Somashekhar N. S,
VP, Market Development & Channel Partnership, Asia Pacific.
+65 96287801.
soma@makewonder.com.

o @WonderWorkshop n facebook.com/TeachWonder @ @WonderWorksh@ pinterest.com/Te



e www.corestandards.org
e Www.nextgenscience.orq



http://www.corestandards.org/
http://www.nextgenscience.org/

