Download Free Invent To Learn Making Tinkering And Engineering In The
Classroom Sylvia Libow Martinez

Invent To Learn Making Tinkering And Engineering In The
Classroom Sylvia Libow Martinez
Now in hardcover, this practical guide has become known worldwide as the "bible
of the classroom maker movement." It provides K-12 educators with the how,
why, and cool stuff that supports every classroom becoming a makerspace
where kids and teachers learn together through direct experience with an
assortment of high and low-tech materials.
This comprehensive introduction will help elementary educators integrate
engineering into their classroom, school, or district in age-appropriate, inclusive,
and engaging ways. Building on the work of a Museum of Science team that has
spent 15 years developing elementary engineering curricula, this book outlines
how engineering can be integrated into a broader STEM curriculum, details its
pedagogical benefits to students, and includes classroom examples to help
educators tailor instruction to engage diverse students. Featuring vignettes, case
studies, videos, research results, and assessments, this resource will help
readers visualize high-quality elementary engineering and understand the
theoretical principles in context. Book Features: Frameworks to help teachers
create curricula and structure activities.A focus on engaging the diversity of
learners in today’s classrooms.Experiences from the nation’s leading
elementary education curriculum that has reached 13.3 million children and
165,000 educators. “Wondering how to infuse engineering into your teaching and
curriculum? Here’s the book for you!” —From the Foreword by Richard A.
Duschl, Penn State University “Schools or districts looking to introduce
engineering in ways that enhance science and mathematics learning can use the
inclusive teaching strategies in this book.” —Linda Curtis-Bey, executive director
of STEM, NYC Department of Education “Dr. Cunningham lays out an innovative
and achievable vision for elementary school engineering that engages all
students.” —Heidi Carlone, The University of North Carolina at Greensboro
What do Whoopi Goldberg, Phillip Seymour Hoffman, Rosie Perez, and Phylicia
Rashad have in common? A transformative encounter with the arts during their
school years. Whether attending a play for the first time, playing in the school
orchestra, painting a mural under the direction of an art teacher, or writing a
poem, these famous performers each credit an experience with the arts at school
with helping them discover their inner humanity and putting them on the road to
fully realized creative lives. In The Muses Go to School, autobiographical pieces
with well-known artists and performers are paired with interpretive essays by
distinguished educators to produce a powerful case for positioning the arts at the
center of primary and secondary school curriculums. Spanning a range of genres
from acting and music to literary and visual arts, these smart and entertaining
voices make surprising connections between the arts and the development of
intellect, imagination, spirit, emotional intelligence, self-esteem, and selfdiscipline of young people. With support from a star-studded cast, editors Herbert
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Kohl and Tom Oppenheim present a memorable critique of the growing national
trend to eliminate the arts in public education. Going well beyond the traditional
rationales, The Muses Go to School shows that creative arts, as a means of
academic and personal development, are a critical element of any education. It is
essential reading for teachers, parents, and anyone who really cares about
education.
New York Times Bestseller Rosie may seem quiet during the day, but at night
she’s a brilliant inventor of gizmos and gadgets who dreams of becoming a great
engineer. When her great-great-aunt Rose (Rosie the Riveter) comes for a visit
and mentions her one unfinished goal—to fly—Rosie sets to work building a
contraption to make her aunt’s dream come true. But when her contraption
doesn’t fly but rather hovers for a moment and then crashes, Rosie deems the
invention a failure. On the contrary, Aunt Rose insists that Rosie’s contraption
was a raging success: you can only truly fail, she explains, if you quit. From the
powerhouse author-illustrator team of Iggy Peck, Architect comes Rosie Revere,
Engineer, another charming, witty picture book about believing in yourself and
pursuing your passion. Ada Twist, Scientist, the companion picture book
featuring the next kid from Iggy Peck's class, is available in September
2016.!--?xml:namespace prefix = o ns = "urn:schemas-microsoftcom:office:office" /-- Praise for Rosie Revere, Engineer"Comically detailed mixedmedia illustrations that keep the mood light and emphasize Rosie’s creativity at
every turn."—Publishers Weekly "The detritus of Rosie’s collections is fascinating,
from broken dolls and stuffed animals to nails, tools, pencils, old lamps and
possibly an erector set. And cheddar-cheese spray." —Kirkus Reviews "This
celebration of creativity and perseverance is told through rhyming text, which
gives momentum and steady pacing to a story, consistent with the celebration of
its heroine, Rosie. She’s an imaginative thinker who hides her light under a
bushel (well, really, the bed) after being laughed at for one of her inventions."
—Booklist Award 2013 Parents' Choice Award - GOLD 2014 Amelia Bloomer
Project List ReadBoston's Best Read Aloud Book
Makeology introduces the emerging landscape of the Maker Movement and its
connection to interest-driven learning. While the movement is fueled in part by
new tools, technologies, and online communities available to today’s makers, its
simultaneous emphasis on engaging the world through design and sharing with
others harkens back to early educational predecessors including Froebel, Dewey,
Montessori, and Papert. Makers as Learners (Volume 2) highlights leading
researchers and practitioners as they discuss and share current perspectives on
the Maker movement and research on educational outcomes in makerspaces.
Each chapter closes with a set of practical takeaways for educators, researchers,
and parents.
A framework for leading change Education is evolving rapidly. To sustain change,
school communities need broad support for shifts in teaching and learning that
promise better outcomes for learners. This requires collaborative inquiry and hard
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conversations involving everyone with a stake in student success. Designed to
promote and provoke conversations inside and outside schools, All Together
Now will inspire educators and fellow stakeholders to embark on the challenging
work ahead. Readers will find a clear, four-part framework that will help them
navigate the journey by understanding • Why they should build common
understanding about change • How to move from vision to reality • The What-ifs
of trouble shooting strategies • The power of The Future Story to move forward
with optimism
The traditional system of education requires students to hold their questions and
compliantly stick to the scheduled curriculum. But our job as educators is to
provide new and better opportunities for our students. It's time to recognize that
compliance doesn't foster innovation, encourage critical thinking, or inspire
creativity--and those are the skills our students need to succeed.
"3D printing will be bigger than the Web." Chris Anderson, former editor-in-chief
of Wired magazine This book is an essential guide for educators interested in
bringing the amazing world of 3D printing to their classrooms. Learn about the
technology, exciting powerful new design software, and even advice for
purchasing your first 3D printer. The real power of the book comes from a variety
of teacher-tested step-by-step classroom projects. Eighteen fun and challenging
projects explore science, technology, engineering, and mathematics, along with
forays into the visual arts and design. The Invent To Learn Guide to 3D Printing
in the Classroom is written in an engaging style by authors with decades of
educational technology experience.
Design, Make, Play: Growing the Next Generation of STEM Innovators is a resource for
practitioners, policymakers, researchers and program developers that illuminates
creative, cutting edge ways to inspire and motivate young people about science and
technology learning. The book is aligned with the National Research Council’s new
Framework for Science Education, which includes an explicit focus on engineering and
design content, as well as integration across disciplines. Extensive case studies explore
real world examples of innovative programs that take place in a variety of settings,
including schools, museums, community centers, and virtual spaces. Design, Make,
and Play are presented as learning methodologies that have the power to rekindle
children’s intrinsic motivation and innate curiosity about STEM (science, technology,
engineering, and mathematics) fields. A digital companion app showcases rich
multimedia that brings the stories and successes of each program—and the students
who learn there—to life.
A new and expanded edition of one of the decade's most influential education books. In
this practical guide, Sylvia Martinez and Gary Stager provide K-12 educators with the
how, why, and cool stuff that supports making in the classroom, library, makerspace, or
anywhere learners learn.
"Join the learning revolution sweeping the globe! 3D printers, robotics, programming,
wearable computing, and Arduino capture the imaginations of today's student. When
exciting new technologies combine with hands-on traditions, your classroom becomes a
makerspace where learning soars. The time is now to place invention and creativity
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ahead of worksheets and testing. Using technology to make, repair, or customize the
things we need democratizes engineering, design, and computer science. Fortunately
for educators, this maker movement overlaps with the natural inclinations of children
and the power of learning by doing. Making, tinkering, and engineering are how people
learn and work in the 21st Century. This book explores how you can join the exciting
maker movement and turn any K-12 classroom into a center of innovation." -- Back
cover.
Creating the Coding Generation in Primary Schools sets out the what, why and how of
coding. Written by industry innovators and experts, it shows how you can bring the
world of coding to your primary school practice. It is packed with a range of inspirational
ideas for the cross-curricular teaching of coding, from demystifying algebra in maths, to
teaching music, to designing digital storytelling, as well as an insight into the global
movement of free coding clubs for young people such as CoderDojo and Girls Learning
Code. Key topics explored include: what we mean by ‘coding’ understanding and
teaching computational thinking building pupils’ passion for and confidence with
technologies artificial intelligence systems how gender impacts on coding STEM
learning and Computer Science using Minecraft to improve pupil engagement fun
projects using a Raspberry Pi. Designed to be read from cover to cover or dipped into
for ideas and advice, Creating the Coding Generation in Primary Schools offers all
teachers a deeper knowledge and understanding of coding that will help them support
and inspire the coding generation. It is cool to code!
The Invent to Learn Guide to Making in the K-3 Classroom: Why, How, and Wow! is a
practical guide for primary school educators who want to inspire their students to
embrace a tinkering mindset so they can invent fantastic contraptions. Veteran teacher
Alice Baggett shares her expertise in how to create hands-on learning experiences for
young inventors so students experience the thrilling process of making-complete with
epic fails and spectacular discoveries. In this full color book loaded with photos, Alice
provides ideas, resources, and practical advice about learning space design, plus
gathering materials and doing more with less. STEM curriculum objectives and
connections combine with inventive open-ended challenges for grades K-3 with
programming, electronics, and 3D design. The rapid changes in technology coupled
with Alice's desire to help her young students create and not just consume led her to
incorporate as many building challenges within the curriculum as possible. Before long,
she had a closet full of motors, LEDs, pom-poms, and googly eyes. Her students
consistently wow with their wacky inventions and technological fluency. This book is
aimed at educators of primary school students who want to teach STEM and other
subjects in a hands-on, minds-on way that engages and delights. The maker movement
is sweeping through schools and the nation, and this book is an essential guidebook for
joining in the fun!
In this book, Cynthia Solomon takes a welcome look at the possibilities and issues of
learning with and about computers in schools or in any other learning environment.
New Kinds of Smart presents the most important of these changes to practising
teachers and educators, and invites them to think about their implications for school.
This is an account of how a principal combines the rational and emotional components
of leadership to lead the transformation of a school. Most attempts at reform come from
the outside, with people wishing to impose a curriculum and benchmarks; this book
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assumes that schools can transform themselves, but only when those involved in
schools (especially principals) develop self-respect and achieve self-actualization. The
author believes, and has demonstrated in his colleges, that a sensitive, thoughtful,
proactive leadership might yet deliver the quality outcomes that the community desires
from schooling.
Making Science: Reimagining STEM Education in Middle School and Beyond is a guide
to help educators use new technology and a designer mindset to create personalized
learning experiences that engage students in the wonder of science. This is an
inclusive STEM curriculum that empowers students to become informed citizens and
global problem-solvers.
A cofounder of the popular makerspace TechShop discusses the growing maker
movement, describing how ordinary individuals are using previously unavailable tools
and technologies to create innovative products and successful businesses.
As the market leader in literacy education, Literacy for the 21st Century: A Balanced
Approach, continues to evolve in providing the most contemporary and practical
approaches for literacy instruction. This carefully organized and thoroughly applied text
is written to ensure that readers understand the current theories behind and the critical
components of instruction for teaching reading and writing as complementary in the
development of literacy. Readers are treated to a philosophical approach that not only
balances the why, what, and how of teaching literacy but also offers practical pedagogyteaching strategies and instructional procedures-that foster thoughtful teacher
preparation and ensures alignment to the literacy goals teachers are responsible to
teach. New text features model practices that support diverse populations, instruction
driven by sound classroom assessment, and new literacy strategies that will help
teachers transform literacy learning with digital devices.Integrating the best of what we
know about teaching reading and writing, and implementing the ideas that will lead us
into the future of education, the Sixth Edition of this popular introductory text provides
the balance teachers need to be successful in the classroom.
Creating powerful learning environments Anyone can create a makerspace. This is the
guide to creating a GREAT makerspace. Written by makerspace pioneer Laura
Fleming, The Kickstart Guide to Making GREAT Makerspaces is filled with step-bystep, practical ideas that demystify the process of planning and creating a makerspace.
Its workbook style ensures that by the time educators are done reading, they have a
ready-to-implement plan, personalized for their classroom, school, or district. Readers
will find A wealth of examples of great makerspaces in action Activities and strategies
for inspiring making across the curriculum Plenty of room and guidance for
brainstorming and developing a personalized plan
Organized into an easy-to-follow, month-by-month plan for implementation, this book
provides field-tested and research-based knowledge that will serve educators as they
create and maintain a meaningful Makerspace. Although science, technology,
engineering, arts, and math have made huge gains in the past decade, STEAM jobs
are not being filled at the rate they are being created or needed. Makerspaces in
School promotes innovative thinking in students that fills this need. Through
Makerspaces, project-based learning provides opportunities for credible, legitimate, and
authentic growth and development. This book will allow any educator to walk away with
a plan to create a Makerspace in his or her classroom or a school- or districtwide model
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that works for many. Makerspaces are very fluid places—each is unique in its own way!
2020 Teachers' Choice Award for Professional Development Winner
The Agency by Design guide to implementing maker-centered teaching and learning
Maker-Centered Learning provides both a theoretical framework and practical
resources for the educators, curriculum developers, librarians, administrators, and
parents navigating this burgeoning field. Written by the expert team from the Agency by
Design initiative at Harvard's Project Zero, this book Identifies a set of educational
practices and ideas that define maker-centered learning, and introduces the focal
concepts of maker empowerment and sensitivity to design. Shares cutting edge
research that provides evidence of the benefits of maker-centered learning for students
and education as a whole. Presents a clear Project Zero-based framework for makercentered teaching and learning Includes valuable educator resources that can be
applied in a variety of design and maker-centered learning environments Describes
unique thinking routines that foster the primary maker capacities of looking closely,
exploring complexity, and finding opportunity. A surge of voices from government,
industry, and education have argued that, in order to equip the next generation for life
and work in the decades ahead, it is vital to support maker-centered learning in various
educational environments. Maker-Centered Learning provides insight into what that
means, and offers tools and knowledge that can be applied anywhere that learning
takes place.
In this revolutionary book, a renowned computer scientist explains the importance of
teaching children the basics of computing and how it can prepare them to succeed in
the ever-evolving tech world. Computers have completely changed the way we teach
children. We have Mindstorms to thank for that. In this book, pioneering computer
scientist Seymour Papert uses the invention of LOGO, the first child-friendly
programming language, to make the case for the value of teaching children with
computers. Papert argues that children are more than capable of mastering computers,
and that teaching computational processes like de-bugging in the classroom can
change the way we learn everything else. He also shows that schools saturated with
technology can actually improve socialization and interaction among students and
between students and teachers. Technology changes every day, but the basic ways
that computers can help us learn remain. For thousands of teachers and parents who
have sought creative ways to help children learn with computers, Mindstorms is their
bible.
A practical approach to operating a makerspace safely and efficiently.
The Art of Digital Fabrication makes the case for designing and making art with digital
fabrication technology and provides the resources for bringing that work to life. Contains over
twenty-five beautiful makerspace tested STEAM projects, a material and process inventory for
digital fabrication, and hardware and software guides.
During the past few years, groups like the President's Council of Advisors on Science and
Technology, Center for Education have been placing great emphasis on the significance of
STEM (science, technology, engineering, and math) education. In brief, the US is seen as
falling behind the rest of the world in science and technology education. In response, the
curricula have been revised in many educational institutions and school districts across the
country. It is clear that for STEM to be successful, other community organizations, most
particularly libraries, need to be closely involved in the process. Library staff realize the
importance of getting involved in STEM education, but many have difficulty finding
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comprehensive information that will help them plan and successfully implement STEM
direction in their organization. This book is designed to meet that need. It is timely and
relevant. How to STEM: Science, Technology, Engineering, and Math Education in Libraries is
by and for libraries who are involved in contributing efforts into advancing these subjects. It is
organized in 9 parts including funding, grant writing, community partnerships, outreach,
research, and examples of specific programming activities. Authors are drawn from the
professional staffs of educational institutions, libraries, and non-profit organizations such as
science museums. The book contains eight parts, each emphasizing a different aspect of how
to succeed with STEM. Part 1 emphasizes how hands-on activities that are both fun and
educational can be used to further STEM awareness. Parts 2 and 3 contain chapters on the
uniting of STEM with Information Literacy. Innovative collection development ideas are
discussed in Part 4 and Part 5 focuses on research and publishing. Outreach is the theme of
Part 6 and the programs described in these chapters offer an array of ways to connect with
students of all ages. The final section of How to STEM: Science, Technology, Engineering, and
Math Education in Libraries addresses the funding of these programs. Librarians of all types
will be pleased to discover easy-to-implement suggestions for collaborative efforts, many rich
and diverse programming ideas, strategies for improving reference services and library
instruction to speakers of English as a second language, marketing and promotional tips
designed to welcome multicultural patrons into the library, and much more.
The perfect kids activity book for every parent looking for ways to help their children learn
about the incredible world around us. In a time when children are too often coddled, 50
Dangerous Things (You Should Let Your Children Do) reminds readers that climbing trees is
good for the soul, and that a pocket knife is not a weapon. Full of exciting ways children can
explore the world around them, this book explains how to “Play with Fire” and “Taste
Electricity” while learning about safety. With easy-to-follow instructions, it includes: • Activities,
like walking a tightrope • Skills, like throwing a spear • Projects, like melting glass •
Experiences, like sleeping in the wild As it guides you through these childlike challenges and
more, 50 Dangerous Things (You Should Let Your Children Do) will inspire the whole
household to embrace a little danger.
Makerspaces: Your questions answered here! Get the nuts and bolts on imagining, planning,
creating, and managing a cutting-edge Makerspace for your school community. Nationally
recognized expert Laura Fleming provides all the answers in this breakthrough guide. From
inception through implementation, you’ll find invaluable guidance for creating a vibrant
Makerspace on any budget. Practical strategies and anecdotal examples help you: Create an
action plan for your own personalized Makerspace Align activities to standards Showcase
student creations Use this must-have guide to painlessly build a robust, unique learning
environment that puts learning back in the hands of your students!
Features an assortment of insanely clever classroom-tested "maker" projects for learners of all
ages.
Explore STEM concepts through making and tinkering!
Making is a dynamic and hands-on learning experience that directly connects with longestablished theories of how learning occurs. Although it hasn't been a focus of traditional
education or had a prominent place in the classroom, teachers find it an accessible, exciting
option for their students. The maker movement brings together diverse communities dedicated
to creating things through hands-on projects. Makers represent a growing community of
builders and creators—engineers, scientists, artists, DIYers, and hobbyists of all ages, interests,
and skill levels—who engage in experimentation and cooperation. Transferring this innovative,
collaborative, and creative mindset to the classroom is the goal of maker education. A
makerspace isn't about the latest tools and equipment. Rather, it's about the learning
experiences and opportunities provided to students. Maker education spaces can be as large
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as a school workshop with high-tech tools (e.g., 3D printers and laser cutters) or as small and
low-tech as the corner of a classroom with bins of craft supplies. Ultimately, it's about the
mindset—not the "stuff." In Learning in the Making, Jackie Gerstein helps you plan, execute,
facilitate, and reflect on maker experiences so both you and your students understand how the
knowledge, skills, and attitudes of maker education transfer to real-world settings. She also
shows how to seamlessly integrate these activities into your curriculum with intention and a
clearly defined purpose.
The Language of School design is a seminal work because it defines a new graphic vocabulary
that synthesizes learning research with best practice in school planning and design. But it is
more than a book about ideas. It is also a practical tool and a must-have resource for all school
stakeholders involved in planning, designing and constructing new and renovated schools and
evaluating the educational adequacy of existing school facilities.
An invaluable how-to text that details the workshop model, addresses the design challenges,
and explains the best avenues for curriculum-based learning in the school library makerspace.
• Explores crowdsourced research methods that lead to authentic participatory learning •
Ensures that student-led workshops and design challenges result in tremendous success •
Supplies practical tips that can be applied by beginner maker-librarians and provides curricula
suggestions for advanced maker-librarians • Explains how to incorporate design thinking,
empathy building, and problem solving with design challenges that spur student creativity
The Art of Tinkering is a collection of exhibits, artwork, and projects that celebrate a whole new
way to learn, in which people create their own knowledge through making and doing, working
with readily available materials, getting their hands dirty, collaborating with others, problemsolving in the most fun sense of the word, and, yes, oftentimes failing and bouncing back from
getting stuck. Each artist featured in The Art of Tinkering goes through this process, and
lovingly shares the backstory behind their own work so that readers can feel invited to join in
on the whimsy. Whether it’s sharing their favorite tools (who knew toenail clippers could be so
handy?) or offering a glimpse of their workspaces (you’d be amazed how many electronics
tools you can pack into one pantry!), the stories, lessons, and tips in The Art of Tinkering offer
a fascinating portrait of today’s maker scene.
Meaningful Making 2 is a second volume of projects and strategies from the Columbia
University FabLearn Fellows. This diverse group of leading K-12 educators teach in Fab Labs,
makerspaces, classrooms, libraries, community centers, and museums--all with the goal of
making learning more meaningful for every child. A learning revolution is in the making around
the world. Enthusiastic educators are using the new tools and technology of the maker
movement to give children authentic learning experiences beyond textbooks and tests. The
FabLearn Fellows work at the forefront of this movement in all corners of the globe. In this
book, the FabLearn Fellows share all new inspirational lesson ideas, strategies, and
recommended projects across a broad range of age levels. Illustrated with color photos of real
student work, the Fellows take you on a tour of the future of learning, where children make
sense of the world by making things that matter to them and their communities. To read this
book is to rediscover learning as it could be and should be--a joyous, mindful exploration of the
world, where the ultimate discovery is the potential of every child.
Programming in the Primary Grades demystifies teaching core content through programming.
Without becoming a step by step guide, the text helps teachers visualize and implement
learning activities that build on the engagement and excitement students’ experience when
they are programming. While the focus of the book is programming, it isn’t about the
technology. Dr. Patterson helps teachers visualize and plan engaging and empowering lessons
that use programming as a way for students to share their developing understanding of a
subject. Whether you have no tech or a full one to one program, Programming in the Primary
Grades will get you programming with your kids in no time.
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Makeology introduces the emerging landscape of the Maker Movement and its connection to
interest-driven learning. While the movement is fueled in part by new tools, technologies, and
online communities available to today’s makers, its simultaneous emphasis on engaging the
world through design and sharing with others harkens back to early educational predecessors
including Froebel, Dewey, Montessori, and Papert. Makerspaces as Learning Environments
(Volume 1) focuses on making in a variety of educational ecosystems, spanning nursery
schools, K-12 environments, higher education, museums, and after-school spaces. Each
chapter closes with a set of practical takeaways for educators, researchers, and parents.
Updated and streamlined for easier use, TECHNOLOGY INTEGRATION FOR MEANINGFUL
CLASSROOM USE: A STANDARDS-BASED APPROACH, Second Edition, equips readers
with the knowledge, creative and critical thinking skills, and confidence needed to become selfdirected learners who can successfully navigate the constantly changing environment of
technology integration in the classroom. Using the principles of self-directed learning as its
foundation, the book aims to help readers learn to evaluate and reflect on professional practice
to make informed decisions regarding the use of technology in support of student learning. The
first educational technology book organized around the 2008 National Educational Technology
Standards for Teachers (NETS-T) developed by the International Society for Technology in
Education (ISTE), this standards-based approach provides the framework for developing,
modeling, and teaching the skills and knowledge necessary for integrating technology in
authentic teaching and learning. An end-of-book supplement provides examples of technology
integration in practice within specific content areas, guided by the national standards that apply
to each content domain. Available with InfoTrac Student Collections
http://gocengage.com/infotrac. Important Notice: Media content referenced within the product
description or the product text may not be available in the ebook version.
Coding teaches our students the essence of logical thinking and problem solving while also
preparing them for a world in which computing is becoming increasingly pervasive. While
there's excitement and enthusiasm about programming becoming an intrinsic part of K-12
curricula the world over, there's also growing anxiety about preparing teachers to teach
effectively at all grade levels.This book strives to be an essential, enduring, practical guide for
every K-12 teacher anywhere who is either teaching or planning to teach computer science
and programming at any grade level. To this end, readers will discover:? An A-to-Z
organization that affords comprehensive insight into teaching introductory programming.? 26
chapters that cover foundational concepts, practices and well-researched pedagogies related
to teaching introductory programming as an integral part of K-12 computer science.
Cumulatively these chapters address the two salient building blocks of effective teaching of
introductory programming-what content to teach (concepts and practices) and how to teach
(pedagogy).? Concrete ideas and rich grade-appropriate examples inspired by practice and
research for classroom use.? Perspectives and experiences shared by educators and scholars
who are actively practicing and/or examiningthe teaching of computer science and
programming in K-12 classrooms.
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