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Week # Ch # Lesson Activities and Plans Outside Supplies and Materials

0.5 0 Ice Breaker and Procedures

1 1

Unit 1: Introduction to Applied
Engineering - What is Engineering, Engage Questions and Powerpoint

code.org,

1 1 Program Overview- tour of sites to use this year and expectations

1 1 Overview of Engineering Notebook Process and how it will be done online

1 2 Engineering Career Overview with Powerpoint and matching activitiy

2 3 CTSO Overview - Skills USA, BEST Robotics, VEX Robotics, TCEA

2 3

Lesson 1: Intro to Problem Solving - Question of the Day: What can help us to work 
together and solve problems as a team?

The class works in groups to design aluminum foil boats that will support as many 
pennies as possible. At the end of the lesson, groups reflect on their experiences 
with the activity and make connections to the types of problem solving they will be 
doing for the rest of the course.

2 3
Complete Aluminum Boat Activity guide in google notebook. Take the Pre-Course 
Survey

2 3

Lesson 2: The Problem Solving Process - Video and 
Activity Guide - The Problem Solving Process
This lesson introduces the formal problem solving process that the class will use 
over the course of the year

2 3

Lesson 3: Exploring Problem Solving - In this lesson, the class applies the problem 
solving process to three different problems: a word search, a seating arrangement 
for a birthday party, and planning a trip. The problems grow increasingly complex 
and poorly defined to highlight how the problem solving process is particularly 
helpful when tackling these types of problems.



3 3

Lesson 4: What is a Computer-  students develop a preliminary definition of a 
computer. To begin the lesson, the class will brainstorm possible definitions for a 
computer and place the results of this brainstorm on the board

3 3

Lesson 5: Input/Output In this lesson, the class considers how computers get and 
give information to the user through inputs and outputs. After first considering 

what information they would need to solve a "thinking problem”, the class identifies 
the inputs and outputs to that process. Afterwards, they explore a series of apps 

and determine the inputs and outputs for each one.

3 3

 Lesson 6: Processing - This lesson introduces four types of processing that the class 
will use throughout the course. Through a series of apps, the class explores how 
processing is used to turn input into output. In the end, the class brainstorms more 
types of app processing that would be useful.

3 3

Lesson 7: Storage - This lesson covers the last part of the chapter's model of 
computing: storage. The class interacts with several different apps, determining 
which information should be stored for later and why. The input-output-storage-
processing model of computing is then presented in full, and the class reflects on 
how various apps use each of the components, and how the model impacts 
whether or not something should be considered a computer.

3 3 Lesson 8: Project - Propose an App - To conclude the study of the problem solving 
process and the input/output/store/process model of a computer, the class 
proposes apps designed to solve real world problems. This project is completed 
across multiple days and culminates in a poster presentation where students 
highlight the features of their apps. The project is designed to be completed in 
pairs, though it can be completed individually.

4 3

4 3

4 4

Defining a Problem and Brainstorming , Powerpoint and Lesson 9: Intro to Problem 
Solving - Newspaper Table, student work to define the problem and brainstorm 
ideas but will not construct

4 4

Lesson 12: Exploring Problem Solving - Animal Theme - In this lesson students apply 
the problem solving process to three different problems in order to better 
understand the value of each step. They will solve tangrams, choose a pet for 
several people, and plan a pet adoption event. The problems grow increasingly 
complex and poorly defined to highlight how the problem solving process is 
particularly helpful when tackling these types of problems. The lesson concludes 
with students reflecting on their experience with the problem solving process. They 
will justify the inclusion of each step and will brainstorm questions or strategies that 
can help them better define open-ended problems, as this is often the most critical 
step.



4 4

Lesson 12: Exploring Problem Solving - Animal Theme - In this lesson students apply 
the problem solving process to three different problems in order to better 
understand the value of each step. They will solve tangrams, choose a pet for 
several people, and plan a pet adoption event. The problems grow increasingly 
complex and poorly defined to highlight how the problem solving process is 
particularly helpful when tackling these types of problems. The lesson concludes 
with students reflecting on their experience with the problem solving process. They 
will justify the inclusion of each step and will brainstorm questions or strategies that 
can help them better define open-ended problems, as this is often the most critical 
step.

5 5 Researching Designs and Sketching, Powerpoint overview

5 5 Introduce Sketch-up Using Solid Prof Baseline Test, Intro to Sketchup

https://www.sketchup.com/plans-
and-pricing/sketchup-free

5 5
Creating 2D & 3D Geometry -In this exercise, you will practice creating 2D 
geometry, and use inferences and dimensions to
control the elements that make up the final shapes. 5 5

5 2

Practice Exercise – Laser Cut Symbols Creating 2D & 3D Geometry, SketchUp 
Essentials -This exercise you will practice working with circles and arcs, and

take advantage of inferencing to define geometry based on the
location of other objects. 6 2

6 2

6 2 Practice Exercise – Floor Plan - Create a 2D floor plan for a home, and extrude the 
3D Walls
dimensional floor.

6 2

6 2


