Overview-
Fifth and Sixth Grade students are reading Hidden Figures as part of their ELA curriculum. To go along with this, I will have students design a basic robot with Lego Mindstorms.  They will then be given an object (in this case an ottoman) to represent the moon and a starting position (in this case a bookshelf).  They must successfully program their robot to go to the "moon", circle it twice, and return to "Earth."  They will have two days to work on programming and identify issues with the robot. They will then be allowed to redesign their robot and attempt to orbit the moon again.

Measurable Objectives-
Students can successfully use NXT programming to program their robot.
Students can identify issues with robot design and attempt to modify the robot to address them.

Standards-
8.CS.D.01 Recommend improvements to the design of computing devices based on an analysis of how a variety of users interact with the device. [Practice 3.3 Recognizing and Defining Computational Problems] 
8.CS.HS.01 Design and refine a project that combines hardware and software components to collect and exchange data. [Practice5.1 Creating Computational Artifacts] 
8.CS.T.01 Systematically identify, resolve, and document increasingly complex software and hardware problems with computing devices and their components. [Practice 6.2 Testing and Refining Computational Artifacts] 
8.DA.IM.01 Refine computational models based on generated data. [Practice 4.4 Developing and Using Abstractions] [Practice 5.3 Creating Computational Artifacts] 
8.AP.C.01 Using grade appropriate content and complexity, design and iteratively develop programs that combine control structures, including nested loops and compound conditionals. [Practice 5.1 & 5.2 Creating Computational Artifacts] 
8.AP.M.01 Using grade appropriate content and complexity, decompose problems and sub-problems into parts to facilitate the design, implementation, and review of programs. [Practice 3.2 Recognizing and Defining Computational Problems] 
8.AP.PD.01-Using grade appropriate content and complexity, seek and incorporate feedback from team members and users to refine a solution to a problem. [Practice 1.1 Fostering an Inclusive Computing Culture] [Practice 2.3 Collaborating Around Computing] 



