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Leveling Up
Earn CE certificates
via many of these free
and low-cost webinars,
courses, and seminars.
See edWeb.net, Kent
County ISDs PD Hub, and
ADDitudemag.com for
additional instruction.
•

How to Reach the
Hard to Teach:
Excellent Instruction
for Those Who Need
it Most, Thurs., Jan. 5
Cont. on page 2

Five easy ways to teach coding
to students of all abilities

The thought of teaching coding can be
intimidating, especially to teachers who don’t
feel computer-savvy. Thankfully, there are
many tools and curriculum ideas to help.
This is important, because it is expected that
in 2020 there will be 1.4 million computer
programming jobs in the U.S., but only 0.4
million qualified workers. Society also need
coders from diverse backgrounds, including
James Denby and Robin Ulster,
those with special needs. Teachers are our
presenters of “Now I have to teach most powerful agents in preparing students for
coding? a bginner’s guide”
this future.
Please see Teaching coding on page 7

Promoting daily coding at your school
Everyone who has tried it loves Hour of Code, the annual push to get
coding instruction into schools. But it will take more than coding once a year
to prepare students for the ever-increasing number of computer programming
jobs, which pay well and can transform lives. We already have too few U.S.
workers for the computer programming jobs we have, and by 2020 it is
expected that there will be a U.S.
worker deficit of one million!
In their edWeb.net seminar,
“Beyond the Hour of Code:
Implementation for All” presenters
Bryan L. Miller of Wonder
Workshop and Kiki Prottsman
of Code.org advised integrating
Bryan L. Miller
coding into daily instruction for all.
Kiki Prottsman
One strategy they suggesed is

Please see Daily coding on page 9
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Leveling Up, continued from page 1
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at 4 p.m. EST on edWeb.net.
•

•

Is it Misbehavior or Just DevelopmentallyDelayed Behavior? Assessing Young
Children’s Behavior Through a Developmental
Window, Mon., Jan. 9 at 3 p.m. EST on edWeb.
net.
reThinking Learning Spaces:  21st Century
Design to Support the Four C’s, Wed., Jan. 11,
at 4 p.m. EST on edWeb.net.

•

Teaching Students with Autism about Digital
Citizenship, Mon., Jan. 16 at 4 p.m. on edWeb.
net.

•

Cultivating Empathy: The Best Antidote to
Bullying, Mon., Jan. 16 at 5 p.m. on edWeb.net.

•

Creating the Perfect BLT: Balanced Literacy
and Technology, Thurs., Jan. 17 at 6 p.m. EST
on edWeb.net.

•

Promoting Children’s Mathematical Inquiry
through Play, Wed., Jan. 18 at 3 p.m. EST on
edWeb.net.

•

Navigating the Transition into Adult Services,
Thurs., Jan. 19 at 3 p.m. EST on edWeb.net.

•

STEM PLAY: Integrating Inquiry into Learning
Centers, Mon., Jan. 23 at 3 p.m. EST on edWeb.
net.

•

Music Play: Before You Play Music, You Must
Play WITH Music!, Wed., Jan. 25 at 2 p.m. EST
on edWeb.net.

•

STABLE Accounts: National Savings &
Investment Solutions for People with
Disabilities, Thurs., Jan. 26 at noon EST on
edWeb.net.

•

Could It Be Nonverbal Learning Disorder?,
Thurs., Jan. 26 at 1 p.m. EST on additudemag.
com.

Special Ed Tech, specialedtech.net, is published
monthly from September through May by
the director of Aspiring Games Foundation,
aspiringgames.org.
To subscribe, go to specialedtech.net, scroll
to the subscription box on the bottom of the
page, insert your e-mail address, and click the
“Subscribe” button.
We welcome your questions and article
suggestions. Direct all queries and subscription
issues to editor Becky Palmer-Scott at
SpecialEdTechEditor@gmail.com.

Satisfying IDEA: getting
instructional materials to
students with disabilites
The Individuals with Disabilities Education Act
(IDEA) mandates that states and districts must
provide core instructional materials in accessible
formats (digital, audio, braille, and large print) to
students who require them.
AIM-NIMAS (Accessible Instructional Materials
- National Instructional Materials Accessibility
Standard) hosts a website which makes this easier
for your school to do. The site includes tutorials, links,
presentations, FAQs, policy, procedures, and more.
See mits.cenmi.org/AIMNIMAS.aspx.

Link to page 1
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Coding games for students of all abilities
by Becky Palmer-Scott
Editor, SpecialEdTech.net
The great (and challenging) thing about computers is how quickly things
change and how many new things appear all the time. I recently wrote about
ways to encourage students to pursue coding using game design, only to find
out about a whole bunch more the next month! So here they are. They are for all
ages and abilities.
•

ScratchJr (ages 5-7): A free app. Unlike Scratch, which is only usable on
computers, ScratchJr is for mobile device, Android or iOS. With ScratchJr,
young children and nonreaders can program their own interactive stories
and games. In the process, they learn to solve problems, design projects,
and express themselves creatively on the computer.

•

Kodable (K-5): A browser-based series of puzzles/activities which allows
parents/teachers to set up classrooms and monitor student progress.
Includes lesson content for teachers. Free for basic version, additional
charge for extras.

•

Hopscotch (ages 4 and up): A free iOS app for iPhone and iPad which
teaches core coding concepts. Users can create games, drawings,
mini-websites, patterns, and animations, and share them with others. A
YouTube channel teaches how to make the games.

•

Blockly Games (ages 7 and up): Blockly games is a free browser-based
program by Google. It is a series of games and puzzles designed for
children who have not had prior experience with computer program. By
the end of the games, players are ready to use conventional text-based
languages.

•

Thinking Myself (ages 10 and up): A free browser-based activity
which teaches computational thinking. Discusses patterns, variables/
abstractions, input, output, loops, and
algorithms.
Do you have any favorite tools for teaching
coding? Write us at specialedtecheditor@
gmail.com!

Link to page 1
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Gain lesson ideas
and new skills for free:
Minecraft, robotics, DIY
& much more
by Becky Palmer-Scott
Editor, SpecialEdTech.net
Every once in a while a website pops up which is
just too cool, and I found one today. It is instructables.
com, and it offers a wide variety of video classes on
just about everything.
Right away I noticed a beginner’s class for
Minecraft and another one for Arduino, an electronics/
coding platform which is great for kids. Some of the
classes are a series of video lessons, but there are
also smaller offerings, such as a recipe for ‘quicksand’
made with cornstarch and water.
Classes are in video format and many are free. The
price for full access to all lessons is between about
$2 and $5 per month, depending upon how long your
subscription lasts.

Link to page 1
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Four fun lesson plans to spark
excitement for learning
EDITOR’S NOTE: This article is adapted, with permission, from
specialhomeeducator.com, a website devoted to homeschooling.
By Jenny Wise
jenny@specialhomeeducator.com

1. Utilize Technology to Learn about Other Cultures
The website ePals.com is designed to connect students with classrooms
around the globe. It gives kids first-hand insights into other cultures and
communities. To make the ePal experience even more valuable, choose a
classroom from a country you will study as part of a social studies or foreign
language unit so that kids can gain an even deeper understanding of the area
they will study during the course of the school year.

2. Make Quicksand
There are a variety of hands-on science experiments you can do with your
kids to inspire a love for science that will last throughout the year and beyond,
and making your own quicksand is one that you can do with some common
ingredients and a little bit of time.
Whether you call it quicksand (or “Oobleck”), your concoction is sure to
amaze kids and get them asking questions while they learn about physics and
the properties of solids and liquids. All you need is water, cornstarch, and food
coloring with a large bowl and spoon. If you want it to become an activity kids can
really dig into, consider getting a small child’s pool so the kids can stand on the
Oobleck to test its properties.
Recipe for quicksand (from instructables.com):
• 1 cup water
• 1.5 to 2 cups corn starch
• a few drops of food coloring

Please see Fun lessons on next page

Link to page 1

Special Ed Tech, January 2017

Page 6

Fun lessons, continued from previous page

3. Focus on Real-World Application of Lessons

Make the study of
dogs come alive
by visiting a local
animal shelter and
interviewing a shelter
worker.

Show your kids how their learning connects to the real world. For example,
you may be introducing biology concepts this year and want kids to connect their
science concepts to animals, their pets, or a local shelter. Rather than begin the
lesson about the biology of dogs, begin by asking kids to describe their dogs or
the characteristics of an ideal dog if they don’t have a family pet. Then, compare
those characteristics to those people would look for when they visit an animal
shelter to adopt a dog. Plan a visit to the local shelter and invite a shelter worker
to speak to your kids about the dogs that are available for adoption and the most
common questions people ask when choosing to adopt.
You could extend the learning to mathematics and economics by planning
a fundraising project for the shelter. If kids are planning a lemonade stand or
other project that would involve start-up costs, it is a great time to connect their
learning about percentages, costs, profits, etc. to their project.

4. Start a Reading Competition
Nothing excites kids more than knowing there is a friendly competition with
prizes at stake. Foster a love of reading for pleasure by designing a reading
competition. If you only have one child, you can have them compete against
themselves to boost intrinsic motivation. Or if you have more than one, you can
have your kids compete against one another for more engagement. Either way,
kids will increase the number of books they read if they make a sport out of
reading.
Jenny Wise homeschools her four children, including a child living with
ADHD. When not teaching, she writes for her blog, specialhomeeducator.com.
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Teaching coding, continued from page 1
Two edWeb.net webinars entitled “Beyond the Hour of Code: Implementation
for All” and “Now I have to teach coding? A beginner’s guide” provided many
helpful tips and resources. In the second webinar, presenters James Denby and
Robin Ulster, currriculum and course designers for IdeaDrivenEducation and
Eduro Learning, provided a hand-picked list of excellent resources along with
strategies for teaching coding:

Introduce coding concepts
Explain that coding involves mainly three things: 1) events, 2) sequences,
and 3) loops. An event is something that happens that triggers something else. A
sequence is a series of actions. A loop is a repeated sequence. A good example
of all three would be getting ready for school. The event might be an alarm clock
going off. The sequence of events is the steps involved in getting ready. A loop is
the repeated steps in brushing one’s teeth or buttering toast.

Do unplugged activities

“The Big Event” buttons

Here are some
resources to
introduce coding in
your school.

With unplugged activities, you don’t have to prepare any technology, and you
can engage the entire classroom at once. They especially good for students with
special needs. Here are a few suggestions.
The Big Event: This is a fun group activity where students learn that events
might interrupt regular routines. Download instruction and worksheets here.
Display a picture with three “buttons” on it. Announce that when you “press” the
pink button, the class should say “Woooo!”; when you press the teal button, the
class should say “Yeah!”’ and when you press the purple button, the class should
say “Boom!” Then have the class count aloud or sing a song. Periodically press
one of the buttons to interrupt what the class is doing.
For Loop Fun: In this exercise, students pair up to learn about starting value,
stopping value, loop intervals, and counter values. Students rolll dice (3 per pair)
to move down a number line. Download instruction and worksheets here.
Getting Loopy: This exercise requires space for dancing/moving. Students
watch (or do) a series of dance moves and identify the loop. Download
instructions here.
My Robotic Friends: This is a one-hour group activity adjustable for all
ages. Students convert real-world activities into instructions, and practice coding
instructions with symbols. They learn the need for precision in coding, and
practice debugging code. Download instructions and handouts here.

Introduce online coding exercises and challenges
Denby and Ulster hand-picked great online activities to introduce
programming to students. The exercises introduce HTML, CSS, and block-based
psuedo code, which is a precursor to Javascript. The list also includes lessons
for older students, including high-school age and beyond. To see the list, you will
need to join edWeb.net, which is free and is an excellent teacher resource.

Please see Teaching coding on next page
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Teaching coding, continued from previous page

When learning
programming,
students need to be
given challenges
instead of simply
following written
instructions.

Note that not all programs work on all devices. For example, Hopscotch is
only for iPhone and iPad, and Scratch doesn’t work on mobile devices -- although
ScratchJr, which is not on the list, does.
Denby and Ulster cautioned that it isn’t enough to have the students just
follow the online instructions in the exercises. To really absorb the meaning of
what they are learning, students need to use the knowledge to solve problems.
Teachers can help by presenting students with challenges. For example, to
students who have learned a few lessons in Scratch, present these challenges:
• When the sprite is in the top 25 percent of the sceren, make the sprite say
“I like it up here.”
• When two sprites collide, make one of them say “Excuse me.”
• Make the sprite glide around the edge of the screen using only the Glide
and Turn blocks.
• Make the sprite move in a rectangle using only the Move, Turn, and
Repeat blocks.
Denby and Ulster recommended that teachers move around the classroom
and have students explain what they are doing, and what concept (event,
sequence, or loop). They suggested putting students with special needs with
other students (or each other) to spark collaborative problem solving.

Integrate coding with other subjects
Check out itchcode.com, which offers Scratch video lessons and “coding
across the curriculum” courses on itch.ucodemy.com and hoc.ucodemy.com.
Denby and Ulster also offered their assistance in adapting lessons to include
coding. You can reach them at IdeaDrivenEducation@gmail.com.

Expand your world!
Play with the online exercises and don’t be afraid to make mistakes — it’s
part of the learning process! (Programmers estimate that they spend half their
time searching for and correcting mistakes!)
Follow organizations which promote coding in schools. These include
CSforAll.org, code.org, commonsense.org, IdeaDrivenEducation, CS-First (which
offers free materials for computer clubs), and KidsCanCode.org.
Join communities such as edWeb.net’s Coding & Robotics K-8 and Digital
Learning and Leadership, the CSTA (#CSK8) Google Community, and the
communities surrounding online tools such as Scratch.
Follow Twitter conversations such as #teachcode, #CSK8, #CSforAll, and
#kidscancode.
And for more ideas on teaching coding, check out “Computational Thinking
{and Coding} for Every Student: The Teacher’s Getting Started Guide” available
on Amazon.
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Daily coding, continued from page 1

Coding requires
years of repeated
practice to become
proficient. To serve
our students well,
we must provide
opportunities for this
repeated practice.

integrating coding into other lessons. For example, itch.ucodemy.com and hoc.
ucodemy.com offer cross-curricular coding lessons using Scratch.
To become proficient, students will need not only continual opportunities to
use coding in school, they will also need instruction on coding languages used
in the professional world.
k12cs.org offers a K-12 computer science framework which has wide
support from many organizations and which is already being implemented by
a few states. The framework states the learning objectives for each grade and
advises having cross-curricular activities, but does not specify the curriculum.
So there is a way to go. Getting the buy-in of all stakeholders is a must.
To raise political support for coding in the classroom, Prottsman and Miller
suggested inviting an administrator, school board member, government official,
or public figure such as a DJ into your classroom to watch your students
demonstrate their coding skills.
Another idea is to create an after-school club for coding. CS First, created
by Google, offers free materials for after-school clubs.
During these visits, students could show off games they have created or
robots they have programmed. Robots are especially good for demonstrations
and have the advantage of being tactile, which students love. Many
robotics kits come with classroom lessons. If you pursue robotics, see the
independent review of robotics products, “10 Best Educational Robot Kits” on
RoboticsTrends.com.
If you need funding, Miller said that makewonder.com has set up a Grants
and Funding page to help teachers find money. In addition, teacher and
SpecialEdTech.net contributor Carmen Watts Clayton also gave some tips on
raising funds in her article “Confessions of a special education teacher grantwriter.” You can also involve your local community -- for example, have a fundraiser at a pizza place, where you set up laptops and invite the public to see
what students are doing.
What’s most important is that we continue to promote coding in the
classroom. Coding elevates student thought because it requires critical
thinking, problem solving, collaboration, communication, and creativity. It also
requires years of repeated practice to become proficient. To serve our students
well, we must provide opportunities for this repeated practice.
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