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[bookmark: _weifvvdgbffc]OVERVIEW
Activity Overview:  This lesson will introduce the students to Computer Science and its applications in the Language Arts Classroom. Students will be introduced to the field of computer science and virtual reality, then adapt their current reading material to this knowledge by taking virtual tours of the various settings of the novel. The students will tour Geneva and Ingolstadt to orient themselves to the two main settings and understand their place in the world. 
Target Grade Level: 10
Target Subject: Computer Science, Reading/Language Arts
Notes for Educators: Depending on various school districts, students may or may not need in-depth introduction to Computer Science. The lesson can be modified to fit the experience of the students and the expectations of the state standards. 
Materials: 
Promethean Board, Chrome Books
[bookmark: _d2fw5rsmv77z]

[bookmark: _kax31dhamnni]PRE-TEST
What is Computer Science? How does it apply to and benefit our world? What careers can we pursue through these interests? 
Students will answer these questions in a group setting.
[bookmark: _hnu5urn30848]OBJECTIVES
Students will be able to define the field of Computer Science and explain the benefits of this field. 

Students will be able to use a virtual reality program to visit the settings of the novel, Frankenstein. 
[bookmark: _oe30vb2u1nc3]CATCH/HOOK
What Is Computer Science??? #shorts
[bookmark: _s6ofppswzhxg]ACTIVITY INSTRUCTIONS
Students will begin with the assignment: NewsELA “Growing push to expose more students to computer science”.
Next, students will watch & take notes on: “Early Computing Crash Course”:
https://www.youtube.com/watch?v=O5nskjZ_GoI

[bookmark: _qrkin4nnchoe]Supplemental Activity
[bookmark: _ecahz1606moo]Students will explore the world of Frankenstein using a Virtual Reality Program designed by Milana Wolf of the University of Wyoming staff. The students will watch as their own personal avatar guides them through Geneva and Ingolstadt. 



REVIEW
Students will take part in a class discussion of what they have learned and how they can use it in their daily lives and futures.
Students will write a paragraph summarizing this to be turned in.
[bookmark: _yk4ccfcd268z]POST-TEST
Instead of a standard test, students will use exit cards to answer the following questions:
How comfortable am I with the topic of Computer Science?
What else would I like to know about this important topic?
[bookmark: _q3efxs8bivt2]STANDARDS	
[bookmark: _rt2a8ki7mc9j]CROSS-DISCIPLINARY
Mississippi Standards for English/Language Arts
ELA/Reading Informational Text
CCR.ELA-Literacy.RI.9-10.1
Cite strong and thorough textual evidence to support analysis of what the text says explicitly as well as inferences drawn from the text.

CCR.ELA-Literacy.RI.9-10.2
Determine a central idea of a text and analyze its development over the course of the text, including how it emerges and is shaped and refined by specific details; provide an objective summary of the text.
[bookmark: _vumkhldvp6s3]COMPUTER SCIENCE 
[bookmark: _5ro61xc4pnl5]Mississippi Standards for Computer Science
DA.3A.4 Create and evaluate computational models that represent real-world systems. [INFERENCE & MODELS] (P4.4)
Computational models make predictions about processes or phenomena based on selected data and features. The amount, quality, and diversity of data and the features chosen can affect the quality of a model and ability to understand a system. Predictions or inferences are tested to validate models.
DA.3A.4a Students should create computational models that simulate real-world
systems (e.g., ecosystems, epidemics, spread of disease).
DA.3A.4b Students should analyze and evaluate the ability of models and simulations to
formulate, refine, and test a hypothesis.
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