
 

Alignment with Content Standards of CSTA 

Lesson Indicator Standard 

Unit 1 Lesson 1 

The Secret of Codey Rocky 

1B-CS-01 
Describe how internal and external parts of computing devices 

function to form a system. 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

Unit 1 Lesson 2 

Press Buttons to Change 

Emotions 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

Unit 1 Lesson 3 

To Be an Animation 

Designer 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-12 

Modify, remix, or incorporate portions of an existing program 

into one's own work, to develop something new or add more 

advanced features. 

Unit 1 Lesson 4 

Identify the Bug 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-15 
Test and debug (identify and fix errors) a program or algorithm 

to ensure it runs as intended. 

Unit 2 Lesson 1 

The Steamed Bread Can't 

Jump 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

Unit 2 Lesson 2 

The Jumping Steamed 

Bread 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-12 

Modify, remix, or incorporate portions of an existing program 

into one's own work, to develop something new or add more 

advanced features. 

1B-IC-20 
Seek diverse perspectives for the purpose of improving 

computational artifacts. 

Unit 3 Lesson 1 

The Racing Game I 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 



 

Lesson Indicator Standard 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

Unit 3 Lesson 2 

The Racing Game II 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

Unit 3 Lesson 3 

Volume Bar 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-13 

Use an iterative process to plan the development of a program 

by including others' perspectives and considering user 

preferences. 

1B-IC-18 

Discuss computing technologies that have changed the world, 

and express how those technologies influence, and are influenced 

by, cultural practices. 

Unit 4 Lesson 1 

Good Morning! Functions 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-12 

Modify, remix, or incorporate portions of an existing program 

into one's own work, to develop something new or add more 

advanced features. 

Unit 4 Lesson 2 

The Tiny Patroller I 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-17 
Describe choices made during program development using code 

comments, presentations, and demonstrations. 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

Unit 4 Lesson 3 

The Tiny Patroller II 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-12 

Modify, remix, or incorporate portions of an existing program 

into one's own work, to develop something new or add more 

advanced features. 

1B-AP-17 
Describe choices made during program development using code 

comments, presentations, and demonstrations. 



 

Lesson Indicator Standard 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

Unit 5 Lesson 1 

The Squirrel's Nuts Box 

1B-AP-09 Create programs that use variables to store and modify data. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-12 

Modify, remix, or incorporate portions of an existing program 

into one's own work, to develop something new or add more 

advanced features. 

1B-AP-17 
Describe choices made during program development using code 

comments, presentations, and demonstrations. 

Unit 5 Lesson 2 

Mathematical Operations 
1B-AP-09 Create programs that use variables to store and modify data. 

Unit 5 Lesson 3 

The Bomb 

1B-AP-09 Create programs that use variables to store and modify data. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

Unit 5 Lesson 4 

Rock-Paper-Scissors 

1B-AP-09 Create programs that use variables to store and modify data. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

1B-NI-04 

Model how information is broken down into smaller pieces, 

transmitted as packets through multiple devices over networks 

and the Internet, and reassembled at the destination. 

Unit 6 Lesson 1 

My Speedway 

1B-AP-10 
Create programs that include sequences, events, loops, and 

conditionals. 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-13 

Use an iterative process to plan the development of a program 

by including others' perspectives and considering user 

preferences. 

1B-CS-01 
Describe how internal and external parts of computing devices 

function to form a system. 

1B-IC-18 

Discuss computing technologies that have changed the world, 

and express how those technologies influence, and are influenced 

by, cultural practices. 



 

Lesson Indicator Standard 

Unit 6 Lesson 2 

Game Control Schemes 

1B-AP-13 

Use an iterative process to plan the development of a program 

by including others' perspectives and considering user 

preferences. 

1B-CS-01 
Describe how internal and external parts of computing devices 

function to form a system. 

1B-IC-19 
Brainstorm ways to improve the accessibility and usability of 

technology products for the diverse needs and wants of users. 

1B-NI-04 

Model how information is broken down into smaller pieces, 

transmitted as packets through multiple devices over networks 

and the Internet, and reassembled at the destination. 

Unit 6 Lesson 3 

Game Mechanics I 

1B-AP-13 

Use an iterative process to plan the development of a program 

by including others' perspectives and considering user 

preferences. 

1B-AP-16 

Take on varying roles, with teacher guidance, when collaborating 

with peers during the design, implementation, and review stages 

of program development. 

1B-IC-18 

Discuss computing technologies that have changed the world, 

and express how those technologies influence, and are influenced 

by, cultural practices. 

1B-IC-19 
Brainstorm ways to improve the accessibility and usability of 

technology products for the diverse needs and wants of users. 

Unit 6 Lesson 4 

Game Mechanics II 

1B-AP-12 

Modify, remix, or incorporate portions of an existing program 

into one's own work, to develop something new or add more 

advanced features. 

1B-AP-13 

Use an iterative process to plan the development of a program 

by including others' perspectives and considering user 

preferences. 

1B-AP-16 

Take on varying roles, with teacher guidance, when collaborating 

with peers during the design, implementation, and review stages 

of program development. 

Unit 6 Lesson 5 

Fast and Furious 

1B-AP-13 

Use an iterative process to plan the development of a program 

by including others' perspectives and considering user 

preferences. 

1B-AP-15 
Test and debug (identify and fix errors) a program or algorithm 

to ensure it runs as intended. 



 

Lesson Indicator Standard 

1B-AP-16 

Take on varying roles, with teacher guidance, when collaborating 

with peers during the design, implementation, and review stages 

of program development. 

1B-IC-19 
Brainstorm ways to improve the accessibility and usability of 

technology products for the diverse needs and wants of users. 

Unit 7 Lesson 1 

Make a Turn 

1B-AP-11 
Decompose (break down) problems into smaller, manageable 

subproblems to facilitate the program development process. 

1B-AP-17 
Describe choices made during program development using code 

comments, presentations, and demonstrations. 

Unit 7 Lesson 2 

Avoid Obstacles 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

1B-CS-03 
Determine potential solutions to solve simple hardware and 

software problems using common troubleshooting strategies. 

1B-IC-20 
Seek diverse perspectives for the purpose of improving 

computational artifacts. 

Unit 7 Lesson 3 

Line-Following Car 

1B-AP-17 
Describe choices made during program development using code 

comments, presentations, and demonstrations. 

1B-CS-02 
Model how computer hardware and software work together as a 

system to accomplish tasks. 

1B-CS-03 
Determine potential solutions to solve simple hardware and 

software problems using common troubleshooting strategies. 
 

 

  


