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	Grade Level
	6-8

	Duration
	One 50-minute class period

	CS Standards Addressed
	


Introduction
In this lesson, students will explore algorithms: what they are, what makes them effective, how to describe them, and their prevalence in and impact on our lives. Students will first learn about what an algorithm is using a video from Code.org and a class discussion, then discuss how effective algorithms are clear, specific, accurate, and efficient. Students will discuss and describe examples of algorithms they encounter regularly, and then see how they can be represented using flowcharts. Students will practice describing algorithms for simple games by creating a flowchart, and end with a recap and class discussion on “the algorithm” that they interact with regularly. This lesson package includes:
· A lesson plan with remarks to the educator
· Presentation slides with speaker notes

Lesson Agenda
	Time
	Activity
	Notes

	10 mins
	Presentation: Introduction to Algorithms
	The educator will lead a class discussion on algorithms, one of the key elements of computational thinking, providing examples of algorithms seen frequently in daily life and the importance of clear, specific instructions.

	5 mins
	Activity: Algorithms in Daily Life
	Students will engage in a round robin activity to describe the steps of an algorithm that they encountered so far today.

	5 mins
	Presentation: Visually Representing Algorithms
	The educator will introduce the idea of representing algorithms using flowcharts with real-world examples (CPR and checking for signs of a stroke).

	10 mins
	Presentation: Simple Games as Algorithms
	Then, the educator will explore the idea that games can be represented as algorithms. As a class, students will think through the algorithm for simple guessing games and how the rules of the game change the way it’s played.

	15 mins
	Activity: Game Algorithm Flowcharts
	At their tables, students will work together to create a flowchart that describes the algorithms for other simple games. Afterwards, each table will share their flowchart to the class and see if they can guess the game.

	5 mins
	Presentation: Concept Recap
	The educator will recap the ideas discussed throughout the class to students and ask the class to explain different ideas.

	5 mins
	Discussion: “The Algorithm”
	The educator will facilitate a student-led discussion about “the algorithm,” what it means, and how they suspect it works using discussion questions.
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