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CSpathshala Syllabus & Implementation plan for grades 1-8

CSpathshala national curriculum committee comprising computer scientists from top academic
institutes as well as IT industry experts have explored various curricula framework and
recommendations and have developed a computing curriculum suitable for K-12. The guidelines as
well as the curriculum details are presented in the CSpathshala Curriculum document.

The principles of computational thinking viz. decomposition, pattern recognition and generalization,
algorithms and programming are explained in CSpathshala curriculum through the following themes:

e Systematic listing, counting and ® Discrete Mathematical Modelling

reasoning ® Following and Devising Algorithms
® |terative patterns and processes ® Programming
e Information processing (Data) e Digital Literacy

CSpathshala presents a well thought out syllabus for grades 1-8. CSpathshala has created 25 lesson
for each grade. Each lesson has teaching aids in the form of a slide deck for the teacher to be used
in the classroom, a lesson plan for the teacher that serves as a script for the slide deck and a
worksheet for the students. These are provided at no cost to the teachers under the CC BY 4.0
license.

CSpathshala has also created a structured three-year implementation plan with the recommended
order of lessons to be taught grade-wise. A lesson may be taught over one or more periods.
Programming and Digital Literacy lessons can be interspersed with the other lessons.

To enable simultaneous implementation across multiple grades, certain concepts need to be taught
as prerequisites to the higher grades before topics from the appropriate grade can be taught. This
would mean that some topics in a grade could be introduced in the following years. The
prerequisite topics will reduce every year and from the beginning of 4th year the complete syllabus
can be implemented. The list of prerequisite topics might also be useful to teachers for training
students joining the school midway.

Key:
- If you are teaching a subset of the curriculum, we recommend that you teach this lesson

P - Prerequisite lesson from earlier grade. The prerequisite lesson is to be taught only if the
students have not learnt it in the previous grades. From the 4th year of implementation, there will
be no more prerequisite or P lessons.

V- Lesson to be taught in a given year

* - If standard 7 and standard 8 students have no prior exposure to programming, we suggest
teaching Scratch for the first 2 years and introduce Python from third year in standard 7 and
standard 8. The prescribed 8th standard Python syllabus will be applicable from year 4.
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Download: Standard | Lessons.zip
. o Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1 Systematic Counting
< Counting: Reason, Order. Count shapes, Colors, Students 01-LCR-01 v Vv V
< Counting: Different ways to count 01-LCR-02 v VvV
«» Puzzle: Counting squares 01-PS-33 Vv VvV
1.2 Iterative patterns & processes
Patterns: Days of week, Seasons, Months in year, TV v v VY
< serial timing 01-IPP-01
Patterns: Guess the next shape 01-IPP-02 Vv VvV
1.3 Data
Understanding objects and their attributes: Shape, Size, v vV
Colour,... 01-IP-01
1.4  Algorithms & Programming
+«» Simple instructions 01-DA-01 Vv VvV
Performing simple instructions 01-DA-02 VvV VvV
¢ Puzzle: Searching small words 01-PS-29 v VvV
«» Help Flurb reach destination using directions 01-PS-11 Vv Vv
Instructions to move from one point to another in v vV
% classroom 01-PS-12
Spelling Bee: Word search 01-PS-13 Vv VvV
% Getting Loopy: Introduction to loops 01-PS-14 v VvV
1.5 Discrete Modeling
Maps: Navigation 01-DM-02 v V
Introduction to Maps 01-bmM-01 vV VvV
Partll  Digital Literacy
Parts of a computer: Input output devices 01-DL-01 v VvV V
Parts of a computer: Keyboard 01-DL-03 VvV VvV V
Familiarity with Computers: Paint 01-DL-05 VvV V
Familiarity with Computers: Gcompris - Maze activities 01-DL-07 Vv VvV
Familiarity with Computers: Gcompris - Memory v v Y
activities 01-DL-08
Familiarity with Computers: Gcompris - Color activities  01-DL-09 VvV VvV
Familiarity with Computers: Gcompris - Misc activities 01-DL-10 v VvV
Introduction to Devices 01-DL-16 v VvV
Introduction to Networks - | 01-DL-17 Vv VvV
Introduction to Networks - II 01-DL-18 Vv VvV V
g DY
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https://drive.google.com/open?id=13HdJX-tMAk_zfRQ_sGMqQNFgJEA_-Daa
https://drive.google.com/open?id=1k8hf_7hqKR6C9Lm5CsiAkbnLIyNHi-ai
https://drive.google.com/open?id=1FZ_0bWNUAX_nbTAMgKWAOkhs7EVXRVQa
https://drive.google.com/open?id=1VW-jXZADHyqeTjl1IFFybP_s_VlXfRq9
https://drive.google.com/open?id=13qGbvNLwsOZDw6727ZxvJhIo4BvPxmm_
https://drive.google.com/open?id=1LomRAlLiyHxOfW2gLqpVjx5g4jZMVjT9
https://drive.google.com/open?id=1LinPRAutgHtdJ6X1nnjSp1hWfrwDSzdd
https://drive.google.com/open?id=1AkrVxbuYH75gf_eLwvSAn8jzbd7AX8Um
https://drive.google.com/open?id=1vetnQUnHEi2yU3U85GkuaLpOzOA3xCej
https://drive.google.com/open?id=1_cHlgyd9K9gDmYtI-wtqRMlNb2ZIYwLp
https://drive.google.com/open?id=1FzClakMaRZ-nmDUyAu5KR7ywhb41KxTs
https://drive.google.com/open?id=1aAVG36fRvvdefqJf_LZrl1DBGughpdN7
https://drive.google.com/open?id=1Xf3GVTkiudfzurHLazD-iWwSTUpBoE5B
https://drive.google.com/open?id=1kpIuSOYx5LlbI5k4SdgNBxQ5DU0XdmMU
https://drive.google.com/open?id=1ivHGi0WOq7imurAurmQFTlj-FVLM_ovZ
https://drive.google.com/open?id=1skqx7u47soBAnLPwKFwCRjFgs-Vprb0I
https://drive.google.com/open?id=1xblfNkqCi9DlrkZzb7cWvh7j5ecGQxa_
https://drive.google.com/open?id=1EIMOywJ9tZgsz6Kw8Lr2XPavuxsfLomq
https://drive.google.com/open?id=17bX3EOWFGWcEQk6u_7ulITRxDIkob2bp
https://drive.google.com/open?id=1oGK4kF5nhjRzjGP_op6QaXYWDCS0XPjR
https://drive.google.com/open?id=1KCJhbddff-7V_9USWY8D5RHVfYwHfOCl
https://drive.google.com/open?id=1nrlZM-UwaOvoUYHSTUt7APim1uKTgxyS
https://drive.google.com/open?id=1vNmn7lwp5EAzbbpoZhuAG7AVgzT62tm6
https://drive.google.com/open?id=1yW5otL37QWb0ppPzUkyVlyLKUTfvCPGM
https://drive.google.com/open?id=13RthCBhuyJJCnA8F-z1ZSk1fDdycRIu9
https://drive.google.com/open?id=170Cqw1fTA90kOU6s769kSEo-2eqNUYH9
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Download: Standard |l _Lessons.zip (https://goo.gl/io4kYW)

. s Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1 Systematic Counting
Counting: Groups of objects 02-LCR-01 v Vv
¢ Puzzle: Joining dots - Thinking ahead 01-PS-24 v v
1.2 Iterative patterns & processes
% Making Rangoli: Basic shapes 02-lpP-01 v VvV YV
% Making Rangoli: Joining shapes 02-IpP-02 v vV VY
13 Data
Classifying objects: Shape, Size, Colour,... 02-1p-01 VvV Vv Y
Representing information: Defining a code 02-ps-17 v VYV
1.4 Discrete Modeling
P Maps: Navigation 01-DM-02 Vv
Draw school map 02-DM-02 vV VvV
1.5 Algorithms & Programming
P Help Flurb reach destination using directions 01-PS-11
Stepwise Thinking 02-PS-07 v v
¢ Introduction to Algorithms 01-ALG-01 v VvV
Algorithms & Loops 01-ALG-02 v VvV
Programs: What are programs? 02-Ps-11 Vv Vv VY
Program: Examples of programs 02-pS-12 v VvV
< Program: Sequence of steps 02-Ps-14 Vv VvV
< Program: Loops: Repeating a sequence of steps 02-PS-16 Vv Vv
% Puzzle: Tic-Tac-Toe 01-Ps-06 Vv V V
Part I Computational Thinking - Advanced
2.1 Systematic Counting
Missing Numbers 02-LCR-02 v V
¢ Puzzle: Fit numbers in grid, Missing numbers pyramid 02-PS-30 Vv VvV
% Puzzle: More examples on missing numbers 02-P$-31 Vv V
Part llI Digital Literacy
Parts of a computer: Input output devices 02-DL-01 VvV VvV V
Parts of a computer: Keyboard 02-DL-03 Vv VvV V
File System Usage 02-DL-05 VvV VvV
Using Paint 02-DL-06 v VvV V
Communication & Reliability 02-DL-18 VvV VvV
Introduction to Networking-I 02-DL-19 Vv VvV V
Introduction to Networking-I| 02-DL-20 VvV VvV
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https://goo.gl/io4kYW
https://drive.google.com/open?id=1EDdpkIIeE8DK8HZbzc_Mh_tKxV0fqR-0
https://drive.google.com/open?id=1TrUGjBpiMBWLCUfal457XXttwtQa8APf
https://drive.google.com/open?id=1hdsizS44Ohs1ZTUDH0avJSxXlUtrzmCZ
https://drive.google.com/open?id=1F7w2S8Jgjhyeou3NLdkIHo6PsHPTN8AH
https://drive.google.com/open?id=1RoA_p-nQ6TVLydYZQaYpWC2BrD_KUbLD
https://drive.google.com/open?id=1TZZASFjBzIvSoPxJEFZzZUMoeSMBy4ad
https://drive.google.com/open?id=1ivHGi0WOq7imurAurmQFTlj-FVLM_ovZ
https://drive.google.com/open?id=1zyY_waIyKYw4ie4gGl6sHfR-qrit6HJc
https://drive.google.com/open?id=1FzClakMaRZ-nmDUyAu5KR7ywhb41KxTs
https://drive.google.com/open?id=1aRYztIIkMms0CFIq2OXpEU5s1ujr_Ed7
https://drive.google.com/open?id=1UccAKW_Ic2aRAiKja-EwnQqgUvDrwBLZ
https://drive.google.com/open?id=1I8ie2-slLEuXDL9R67ex6apE9sXHsbjr
https://drive.google.com/open?id=1Ju-ENtH2BdVZhUDVznocSg_dffm5UauB
https://drive.google.com/open?id=1m2z0pS48OEW3PDoGz3SFh9LR1wdt90pi
https://drive.google.com/open?id=11woHvR-BX7yj0uNQctPfIll0elu-oxt1
https://drive.google.com/open?id=1HQMRx6pHiYvcOS81aNwvNj5-A-5LBmBn
https://drive.google.com/open?id=18lGXuHRzbHZQvGDDmb2yQ4tGC04D2qeI
https://drive.google.com/open?id=1pTXEP4GiTWyfMHX6dLSic79iTcwy_mqw
https://drive.google.com/open?id=1DqEHnzs5KcLuesem-DFhRtHVxcuJR-vv
https://drive.google.com/open?id=1r3zjP7g2sVdFBtLI_jB5fDtqZoMeSYTX
https://drive.google.com/open?id=1rGsjUQR8AsFGGUmFXUjZG98BIhC-Zo-b
https://drive.google.com/open?id=1yPK2doUfol27yZu6jh3CL7jLRCuDhUZn
https://drive.google.com/open?id=1V-d4QmBOwyDiLsY9NNT9SlatQruNg_Ud
https://drive.google.com/open?id=17ftOdOB-LjrVaFbax7_6b0iTZg10U7OY
https://drive.google.com/open?id=1kxbA2MB624ASHBDHsBHc6xuL1aZr5-D6
https://drive.google.com/open?id=1OSCL4TdCl8MNoN4b5pxbUyf6E9EcSj3q
https://drive.google.com/open?id=1YyLJMZN3cNmj-zItbpIbmulkUSrWfbp6
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Standard Il
Download: Standard _lll_Lessons.zip (https://goo.gl/ZbrG2B)
. s Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1 Iterative patterns & processes
Patterns in words 03-IPP-02 Vv VvV V
1.2 Data
% Arranging & Analysing information 03-1P-01 v v Y
Storing Information 03-1P-02 v v VY
Arranging Information: Tables 02-1P-02 v vV
1.3 Discrete Modeling
P Draw school map 02-DM-02
Maps: Understanding scale 03-DM-01 VvV VvV V
Puzzle: 3 Cups 03-DM-02 v VY
1.4 Algorithms & Programming
% Finding Patterns: Word Grid 02-PS-15 v vV
Solving simple problems: Better ways of doing tasks 02-DA-02 v v VY
< Decomposition: Splitting into smaller task 03-DA-01 V VvV V
% Decomposition: Tower of Hanoi 03-DA-02 Vv V
Basic Algorithms 03-ALG-09 VvV V V
P Program: Loops: Repeating a sequence of steps 02-PS-16 v
Loops: Drawing patterns in a loop 03-ALG-10 VvV VvV V
P Representing information: Defining a code 02-PS-17 v
Program: Representing Info as Code 03-ALG-12 v Y
Program: Representing Info as Code - Alphabets 03-ALG-13 v Vv
Part i Computational Thinking - Advanced
2.1 Systematic Counting
Puzzle: Fit numbers in grid, Missing numbers pyramid  02-PS-30 v
Puzzle: More examples on missing numbers 02-PS-31 v
< Counting: Combinations 03-LCR-01 v Y
2.2 Algorithms
¢ Basic Conditionals: Using AND 03-ALG-08 VvV VvV V
% Basic Conditionals: Using OR 03-ALG-08b v VvV
2.2 Programming: Using Scratch
03-P-19, 03-
P-20,03-P- V N v
Familiarity with software 21
Demonstration of programs with simple instructions 03-PRG-01- YERVERY,
Explore preloaded projects 05
g DY
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https://goo.gl/ZbrG2B
https://drive.google.com/open?id=1mqElRhqaN_lsLVYOmwclBpc5b3E5UBM2
https://drive.google.com/open?id=1xsJjz9UFjEU01N13MhL0V4j3w8HniNLC
https://drive.google.com/open?id=1ZRBMM7q8RcF13yXjBLNGWS75ZtfbioI6
https://drive.google.com/open?id=1DTp550SVSdj84fz1xdHUp7DLDx0gZ3yh
https://drive.google.com/open?id=1zyY_waIyKYw4ie4gGl6sHfR-qrit6HJc
https://drive.google.com/open?id=18oLEpK5l4n1zBh9oxkLPm-PO4rfnt2He
https://drive.google.com/open?id=16Fn6PyZkI0yrVo869NJDMNqtazAZiue_
https://drive.google.com/open?id=1ZVo7uCRl9Bdehh3dnZt1IJ1yKNkQ487s
https://drive.google.com/open?id=1b59Gdqa2Rd5SKNq1E_dsn_SgY2-4BiUh
https://drive.google.com/open?id=1pphC0-Tjjwmeq_7WjU4nhLbUeXf-_JCj
https://drive.google.com/open?id=1WnUM5dcyWlhRBGjtENCS6qYpj_6IVYku
https://drive.google.com/open?id=1dAGIECWcQbTdTO96W_Q1numttUWr1FgP
https://drive.google.com/open?id=1HQMRx6pHiYvcOS81aNwvNj5-A-5LBmBn
https://drive.google.com/open?id=1qx6pMQ1XPy2YadyZN4aMYlU87LkyZHT9
https://drive.google.com/open?id=1TZZASFjBzIvSoPxJEFZzZUMoeSMBy4ad
https://drive.google.com/open?id=1MGy8C2qKbbgcW86Pkw8XWwNxH-1qtZc3
https://drive.google.com/open?id=1mmyj_iYb_fW2vUKiijq6hmerTNpucbiV
https://drive.google.com/open?id=1DqEHnzs5KcLuesem-DFhRtHVxcuJR-vv
https://drive.google.com/open?id=1r3zjP7g2sVdFBtLI_jB5fDtqZoMeSYTX
https://drive.google.com/open?id=1oKU0m6R-_zBhXlLK5kxykl0oe_jAPVh5
https://drive.google.com/open?id=1Pa0hDv9Tb-nHQXU5g8N1Gfjuz7XK7Lsi
https://drive.google.com/open?id=1RvBIWPhk8VtrsVom0gTmZl3KHYnd7YJD
https://drive.google.com/open?id=1cR90pAgQw8GD_DrPBg3faFDIfQG9-mz0
https://drive.google.com/open?id=1jiUnRD3cAzdpM5IfmzzjIxb2LwILdw9K
https://drive.google.com/open?id=1jiUnRD3cAzdpM5IfmzzjIxb2LwILdw9K
https://drive.google.com/open?id=1f-S0V2zCG26YcvoktosnjIkIQ-765pqf
https://drive.google.com/open?id=1f-S0V2zCG26YcvoktosnjIkIQ-765pqf
https://drive.google.com/open?id=1c9xVX5FWW8P9_9eghDoxxPBAQDLVhFgO
https://drive.google.com/open?id=1c9xVX5FWW8P9_9eghDoxxPBAQDLVhFgO
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Standard IV
Download: Standard IV _Lessons.zip (https://goo.gl/SX72j)
. o Lesson
Partl Computational Thinking Y2 Y3
Code
1.1 Systematic Counting
P Counting: Combinations 03-LCR-01 VvV
< Counting: Combinations with conditions 03-lCR-02 Vv V
% Solving Sudoku -4 x 4 04-LCR-01 V N v
% Solving Sudoku - 4 x 4 - More Examples 04-lCR-02 Vv V
¢ Puzzle: Arithmagon 02-PS-32 v Y
1.2 Iterative patterns & processes
P Patterns in words 03-IPP-02 V
< Patterns in numbers 03-IpP-01 Vv VvV V
¢ Patterns in shapes 04-IPP-01 v VY
13 Data
P Arranging Information: Tables 02-IP-02 v
«» Data Compression 04-1P-01 v Y
< Representing Information & Introduction to Codes 04-1P-02 v vV
1.4 Algorithms
P Decomposition: Tower of Hanoi 03-DA-02 v
Following instructions: Robot game 04-DA-01 VvV VvV V
Devising & Following instructions: Robot game 04-DA-02 VvV VvV V
% Algorithms: Help Aambot pick mangoes 04-AlG-01 v V V
Introduction to Sorting: Playing cards 04-ALG-02 Vv VvV V
% Debugging programs 03-ALG-16 v VvV
1.5 Programming: Using Scratch
Recap
Animate stationary farm animals using costume and
loop: Dog, Sheep, Butterfly, ... W v vV
Bring together the above farm animals into a single _
program with background
Part I Computational Thinking - Advanced
2.1 Iterative patterns & processes
Complex patterns: Symmetry 04-PS-08 v Y
2.2 Algorithms
Basic Conditionals: Using AND/OR 03-ALG-18 Vv VvV V
2.3 Programming: Using Scratch
Stories: Using simple animation learnt earlier 04-PRG-07- VARV,
Introduce movement 10
g DY
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https://goo.gl/SX7f2j
https://drive.google.com/open?id=1oKU0m6R-_zBhXlLK5kxykl0oe_jAPVh5
https://drive.google.com/open?id=19BUvd-Qt0yvM1l7BSgwkOi7mdkj-o3oD
https://drive.google.com/open?id=1Qa0W8Y9CLX_OyLHf9aJW1pd_k-R27PRo
https://drive.google.com/open?id=1gJhOPJRviScplmtRhmpePWH5BmxMLj4i
https://drive.google.com/open?id=17YUSQk7b03yR3GIWVmCoRggoBCJCk723
https://drive.google.com/open?id=1mqElRhqaN_lsLVYOmwclBpc5b3E5UBM2
https://drive.google.com/open?id=1Mhda34YUuJU7SQLxbSR9jhj92Iz6Dj_V
https://drive.google.com/open?id=1--M6li5wf3IOUbvjeJzUA6rGM3m5ZCNp
https://drive.google.com/open?id=1DTp550SVSdj84fz1xdHUp7DLDx0gZ3yh
https://drive.google.com/open?id=1cHvaa6XPRE-VoYeSs7fyIcUl7jqXsFMQ
https://drive.google.com/open?id=1Dziu2WuWmyYLwUUbqBH0EAPjvBM3BZwP
https://drive.google.com/open?id=1WnUM5dcyWlhRBGjtENCS6qYpj_6IVYku
https://drive.google.com/open?id=1sM8dkiRb0t6XJMypCw1tZr5wsZvCmC0B
https://drive.google.com/open?id=1Sn1Q6seus6BhH-Z8xw6mIb5HkusPeTex
https://drive.google.com/open?id=1wkhK18ZjByfJD-O6DNzaWQQRMoEg1E3m
https://drive.google.com/open?id=1omxvxiU6f1p32tY6XVKim039T1qLtAb5
https://drive.google.com/open?id=1tczF9u1Y7UB0sxJ5hyjrrgzvflx2UnNr
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=1FG-ylrQ0JpTDpCs_FjccuIesVSKqHFYb
https://drive.google.com/open?id=1t8VGazEXfLT66cHL7iGq0hFgFDIWSlpl
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
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Computing Machinery
Standard V

Download: Standard_V_Lessons.zip (https://goo.gl/lyKEZQy)

. o Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1 Systematic Counting
P Counting: Combinations with conditions 03-LCR-02 V
Counting combinations: Making brick towers with v vV
+« conditions 05-LCR-01
P Solving Sudoku -4 x 4 04-LCR-01 V
% Solving Sudoku -6x6 02-PS-33 VvV VvV V
Solving Sudoku -6x6 02-PS-34 Vv VvV V
1.2 Data
Rearranging Information: arranging data in some order  05-IP-01 v v Y
Binary Numbers 04-P-10 v vV
Binary Numbers: Decimal to Binary 05-P-02 v Vv
Binary Numbers: Binary to Decimal 05-P-03 v VY
1.3 Discrete Modeling
Relations: How are things related 04-DM-01 v VY
¢ Paths: Find shortest path for Dhuma in his village 04-DM-02 v VvV V
Graphs & Trees 05-DM-01 v VY
Puzzle: 4 Friends with lamp crossing bridge 05-DM-02 v Vv
1.4  Algorithms
Devising & Following instructions: Robot game 04-DA-02 V
Basic Conditionals: Using AND/OR 03-ALG-18 V
Algorithms: Help Aambot pick mangoes 04-ALG-01 V
Introduction to Searching: Numbers 04-ALG-04 v VvV V
1.5 Programming: Using Scratch
04-PRG-01- v
P Simple Animation using single object 10
05-PRG-01- v Y.
Animation with motion ( Fish tank) 03
Part I Computational Thinking - Advanced
2.1 Systematic Counting
+ Counting combinations 05-LCR-02 v VvV V
2.2 Iterative patterns & processes
% Patterns: Symmetry 05-IPP-01 Vv VvV V
2.3 Data
Summarizing information 05-IP-02 VvV VvV V
2.4 Programming: Using Scratch
Stories: Using simple animation learnt earlier v Vv
05-PRG-04-
Simple games: Maze games ( if touching sides, start 10

again); catching egg/ single fruit falling in a bowl; paddle
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https://goo.gl/yKEZQy
https://drive.google.com/open?id=19BUvd-Qt0yvM1l7BSgwkOi7mdkj-o3oD
https://drive.google.com/open?id=1HfmVYPGrF9E5kNyG2raht_yyqKqh5IOI
https://drive.google.com/open?id=1Qa0W8Y9CLX_OyLHf9aJW1pd_k-R27PRo
https://drive.google.com/open?id=1Y1i897EnPKGcswDklolvqXqTqMB7r6_R
https://drive.google.com/open?id=17ygqgGdwtX9u9lODH8cnOQLuyeLdJHhn
https://drive.google.com/open?id=1X1FjtDhitSxUu3Z_yr1KopQk2hLdr1mC
https://drive.google.com/open?id=1S1k0ve1j0wobc-TxpDX0_D-CAFzj9LXy
https://drive.google.com/open?id=1eo-kVQy3GciQ4iNngkjwoeHoleeSRvhl
https://drive.google.com/open?id=1B8ioGvtcnAvtPoUfnppJAckQmo2CHglD
https://drive.google.com/open?id=17Oe7kGxXfu_Yr3MMJYaFzi1XLk1p9WlR
https://drive.google.com/open?id=1SRtoKXB_Qnxn6iyMrm4_j3-TAR-wBPIe
https://drive.google.com/open?id=1xBPnEHK9zDO84WJP1Jmf_c727Lsq1wB8
https://drive.google.com/open?id=1n4CksisxK_ptzP1IgjUl9OPRpjoDXzR5
https://drive.google.com/open?id=1Sn1Q6seus6BhH-Z8xw6mIb5HkusPeTex
https://drive.google.com/open?id=1t8VGazEXfLT66cHL7iGq0hFgFDIWSlpl
https://drive.google.com/open?id=1wkhK18ZjByfJD-O6DNzaWQQRMoEg1E3m
https://drive.google.com/open?id=14D2RGC2vBKDVzs4kFzCos6zPSgpM5v1M
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=1s-OC5D9vzlwkHgr1eCFqOKzoQ0ngDnMi
https://drive.google.com/open?id=1VWiIGwI3ujZyxAYUYVVa-Fc3QQP3UDMh
https://drive.google.com/open?id=1Zb3nQ-nFZAFqDdsrbSc4DxsoiHKPPaNd
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE

P
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and ball
Standard Vi
Download: Standard VI Lessons.zip (https://goo.gl/Puon9w)
. < L Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1  Systematic Counting
04-LCR-01, v
02-PS-33,
Solving Sudoku - 4 x 4, 6x6 02-PS-34
Counting combinations 05-LCR-01 V
Counting combinations 05-LCR-02 V
1.2 Data
Morse code 06-1PP-01 v
Morse code: Examples 06-1PP-02 v
¢ Parity bits: Magic game 06-P-03 Vv VvV V
Binary Numbers: Decimal to Binary 05-P-02 v VY
Binary Numbers: Binary to Decimal 05-P-03 v v
Binary Numbers 04-P-11 v
Binay Numbers: secret messages 04-P-12 v
1.3  Discrete Modeling
P Relations: How are things related 04-DM-01 vV V
P Paths: Find shortest path for Dhuma in his village 04-DM-02 VvV
P Graphs & Trees 05-DM-01 v
P Puzzle: 4 Friends with lamp crossing bridge 05-DM-02 v
1.3 Algorithms
P Introduction to Searching: Numbers 04-ALG-04 V
% Flowcharts: Introduction 06-DA01 VvV V V
Flowcharts: More examples 06-DA-02 Vv V V
Algorithm to Convert Hour,Minute, Seconds 06-ALG-02 vV Vv V
Flowchart & Simulation of above algorithm 06-ALG-03 vV VvV V
% Search: find smallest number 06-ALG-04 v v
Flowchart & Simulation of above algorithm 06-ALG-05 v v
Computational Thinking: Principles 04-PS-06 v V V
1.4  Programming: Projects (Scratch)
Animate stationary farm animals using costume and v
loop: Dog, Sheep, Butterfly, Multiple animals on a farm,
simple animation/stories, Animation with motion ( Fish 04-PRG-01-
tank) 10, 05-
P PRG-01-03
Simple games: Maze games ( if touching sides, start 05-PRG-04-v V
P again); catching egg/ single fruit falling in a bowl; 10
g DY
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https://goo.gl/Puon9w
https://drive.google.com/open?id=1Qa0W8Y9CLX_OyLHf9aJW1pd_k-R27PRo
https://drive.google.com/open?id=1Y1i897EnPKGcswDklolvqXqTqMB7r6_R
https://drive.google.com/open?id=17ygqgGdwtX9u9lODH8cnOQLuyeLdJHhn
https://drive.google.com/open?id=1HfmVYPGrF9E5kNyG2raht_yyqKqh5IOI
https://drive.google.com/open?id=1s-OC5D9vzlwkHgr1eCFqOKzoQ0ngDnMi
https://drive.google.com/open?id=12MAawQSVqC0SDJ_kIdOOc9NmcgZWti_4
https://drive.google.com/open?id=1Su_cQD_oeeDp7WRodrVaoPuFAvWrKcih
https://drive.google.com/open?id=1F2aBiglajf4UCrBrvY8VSMgYAPLVddeC
https://drive.google.com/open?id=1eo-kVQy3GciQ4iNngkjwoeHoleeSRvhl
https://drive.google.com/open?id=1B8ioGvtcnAvtPoUfnppJAckQmo2CHglD
https://drive.google.com/open?id=1MFoynLP54UCDcbyfNqcPQlgs6G-BVO0k
https://drive.google.com/open?id=1ZuGrsYcPQS2VfayaZvDALWNXcPM69a71
https://drive.google.com/open?id=17Oe7kGxXfu_Yr3MMJYaFzi1XLk1p9WlR
https://drive.google.com/open?id=1SRtoKXB_Qnxn6iyMrm4_j3-TAR-wBPIe
https://drive.google.com/open?id=1xBPnEHK9zDO84WJP1Jmf_c727Lsq1wB8
https://drive.google.com/open?id=1n4CksisxK_ptzP1IgjUl9OPRpjoDXzR5
https://drive.google.com/open?id=14D2RGC2vBKDVzs4kFzCos6zPSgpM5v1M
https://drive.google.com/open?id=1ni5xFkpZb-BEOzgDoanBgIwm7aqPaZLI
https://drive.google.com/open?id=12mqJym5-8qq-5il8E5O_EM4VsJTU0TyF
https://drive.google.com/open?id=1k0gCYQXuRwB8c40vER33Wb8CIzD4xAw_
https://drive.google.com/open?id=1ZaZ8axWE2eajORsevqJqf5Dqjh6P3OH3
https://drive.google.com/open?id=1r1imezcLRSGpjR1R4_k8tP_9HY2v8yqi
https://drive.google.com/open?id=1ca_n4j8OzV4gWzWO2IjPKxV7rYLmhZib
https://drive.google.com/open?id=1ZdzjY_1AFiNCjmSjfbPk-QVMi4WxOVXp
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
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paddle and ball

Simple games: To the above games add moving 06-PRG- v
objects/dragons in fixed path (left-right / up-down), 01-10

Paddle ball => bricks game. Points for different bricks,

multiple eggs / fruits falling in bowl. count # eggs/fruit,

Add background music, change speed, add lives, levels

Partli Computational Thinking - Advanced

2.1 Iterative patterns & processes

< Simple patterns in Mathematics 05-IPP-02 v V
2.2 Data
Information processing: Sorting 06-1P-01 v
Digital Representation: Encoding & Decoding 04-PS-14 v
Digital Representation: Audio, Video 04-PS-15 v

> -.” )
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https://drive.google.com/open?id=1lJq4OmKk_eyLALUcBZKxrw3y4YMD8UAO
https://drive.google.com/open?id=1lJq4OmKk_eyLALUcBZKxrw3y4YMD8UAO
https://drive.google.com/open?id=1F9nbeYY_COHwBBuw9-N9JSkWY78QKCXZ
https://drive.google.com/open?id=1JZQzEB6_DIPBEako5Z9OiTP3bCd8skgj
https://drive.google.com/open?id=1oLvfjPLWU3grMRBcUERmW70LSDUieBrX
https://drive.google.com/open?id=1uqqgrDXoDEiDjXcG24hNc9o2KKqpNC5a

A\ Association for A .
Computing Machinery ac m) India

Standard. VIl

Download: Standard VIl Lessons.zip

. o Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1 Systematic Counting
04-LCR-01, Vv
02-PS-33,
P Solving Sudoku - 4 x 4, 6x6 02-PS-34
+ Solving Sudoku -9 x9 06-LCR-02 v v
% Solving Sudoku -9 x9 06-LCR-03 v
Counting combinations 05-LCR-01 V
Counting combinations 05-LCR-02 V
Permutations and Combinations 06-LCR-01 v Vv
1.2 Iterative patterns & processes
P Simple patterns in Mathematics 05-IPP-02 VvV
¢ Iterative processes: Examples 07-IPP-01 v VY
13 Data
Compression o7-p-01 Vv VvV V
P Information processing: Sorting 06-IP-01 VvV V
Sorting & Derangement 07-1P-02 v v Y
1.4 Discrete Modeling
P Relations: How are things related 04-DM-01 VvV
P Paths: Find shortest path for Dhuma in his village 04-DM-02 VvV
P Graphs & Trees 05-DM-01 Vv V
P Puzzle: 4 Friends with lamp crossing bridge 05-DM-02 Vv V
< Spanning trees 07-DM-01 v
«» Spanning trees: Road networks 07-DM-02 v
1.5 Algorithms
P Computational Thinking: Principles 04-PS-06 VvV
P Flowcharts: Introduction 06-DA-01 V
P Search: find smallest number 06-ALG-04 vV V
P Flowchart & Simulation of above algorithm 06-ALG-05 VvV V
+ Introduction to selection sort 06-ALG-06 v Vv
% Flowchart & Simulation for selection sort 06-ALG-07 v v
+ Binary Search 07-ALG-05 v Vv
+ Flowchart for above lesson & Simulation 07-ALG-06 v Vv
Part I Computational Thinking - Advanced
2.1 Algorithms
Optimization strategies - | 07-DA-01 v v
Optimization strategies - Il 07-DA-01-b v Vv
Optimization strategies - llI 07-DA-02 v

2.2 Programming: Using Scratch*

> -.” )
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https://drive.google.com/open?id=1B_JhNCFnFKIxyE4lwKko61_A2kkiqhjh
https://drive.google.com/open?id=1Qa0W8Y9CLX_OyLHf9aJW1pd_k-R27PRo
https://drive.google.com/open?id=1Y1i897EnPKGcswDklolvqXqTqMB7r6_R
https://drive.google.com/open?id=17ygqgGdwtX9u9lODH8cnOQLuyeLdJHhn
https://drive.google.com/open?id=15-iEeFXWY31zwJD0Qcu_3wEfI-zddRYC
https://drive.google.com/open?id=1t3uKVB2w2EarKhEfFmEqUwOUjHahCGvu
https://drive.google.com/open?id=1HfmVYPGrF9E5kNyG2raht_yyqKqh5IOI
https://drive.google.com/open?id=1s-OC5D9vzlwkHgr1eCFqOKzoQ0ngDnMi
https://drive.google.com/open?id=1H4kdM1Ix0uAkkHzNJ7k62GQvk30FStmY
https://drive.google.com/open?id=1F9nbeYY_COHwBBuw9-N9JSkWY78QKCXZ
https://drive.google.com/open?id=1BXoZnKBSDtGz7FmmLnIl_Q5ZTlmiYaCc
https://drive.google.com/open?id=1iGqS8OiwpD-e1xj7XubGTxKZpp76gY4N
https://drive.google.com/open?id=1JZQzEB6_DIPBEako5Z9OiTP3bCd8skgj
https://drive.google.com/open?id=1jXI9lwirR4dHSjndA8fSX7hrPwGf-2Hp
https://drive.google.com/open?id=17Oe7kGxXfu_Yr3MMJYaFzi1XLk1p9WlR
https://drive.google.com/open?id=1SRtoKXB_Qnxn6iyMrm4_j3-TAR-wBPIe
https://drive.google.com/open?id=1xBPnEHK9zDO84WJP1Jmf_c727Lsq1wB8
https://drive.google.com/open?id=1n4CksisxK_ptzP1IgjUl9OPRpjoDXzR5
https://drive.google.com/open?id=1gvzRsm00SXLJ-fvLsfcZew74rWsWnQDI
https://drive.google.com/open?id=1ej5NyeELCfo60DDk-toj9HfbmpCCfNFE
https://drive.google.com/open?id=1ZdzjY_1AFiNCjmSjfbPk-QVMi4WxOVXp
https://drive.google.com/open?id=1ni5xFkpZb-BEOzgDoanBgIwm7aqPaZLI
https://drive.google.com/open?id=1r1imezcLRSGpjR1R4_k8tP_9HY2v8yqi
https://drive.google.com/open?id=1ca_n4j8OzV4gWzWO2IjPKxV7rYLmhZib
https://drive.google.com/open?id=1Kqt-V1AX9_KsbpWnGLtrnRBnyak4QqqB
https://drive.google.com/open?id=1PRie8hDn5JgrDcWcN1LLLT5bnnL-1au8
https://drive.google.com/open?id=1eTYgnwP818J05Rzw-pD8bruoi98_5OME
https://drive.google.com/open?id=1RxrpdsBnCWeq0BtDUXGFuv9FZfLEdt-N
https://drive.google.com/open?id=1hT-jt03p8-zt2MGCvRD5MkT6osQXDOBp
https://drive.google.com/open?id=1YJuBvmFDRkOyWfTQ8Si1mqY6ZSRADARr
https://drive.google.com/open?id=1f1DHAR16I7MVIkmZ48DoDtS32b6-ossp
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Animate stationary farm animals using costume and

loop: Dog, Sheep, Butterfly, Multiple animals on a farm,

simple animation/stories, Animation with motion ( Fish

tank)

Simple games: Maze games ( if touching sides, start 04-PRG-01-
again); catching egg/ single fruit falling in a bowl; paddle 10, 05-PRG-
and ball 01-10
Simple games: To the above games add moving

objects/dragons in fixed path (left-right / up-down),

Paddle ball => bricks game. Points for different bricks,

multiple eggs / fruits falling in bowl. count # eggs/fruit, Add 06-PRG-01-

background music, change speed, add lives, levels 10
Programming: Using Python*

Introduce Python

Simple to medium complexity algorithms. Examples: 07-PRG-01-

print first 100 natural numbers, multiply n numbers, 10
finding max, second largest, palindrome,
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https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
https://drive.google.com/open?id=1lJq4OmKk_eyLALUcBZKxrw3y4YMD8UAO
https://drive.google.com/open?id=1lJq4OmKk_eyLALUcBZKxrw3y4YMD8UAO
https://drive.google.com/open?id=1sxjhSdyHgj_sjvz4ygmST71BuI0aX8GK
https://drive.google.com/open?id=1sxjhSdyHgj_sjvz4ygmST71BuI0aX8GK
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Standard VIII

Download: Standard VIII Lessons.zip

. o Lesson
Partl Computational Thinking Y1l Y2 Y3
Code
1.1 Systematic Counting
04-LCR-01, Vv
02-PS-33,
Solving Sudoku - 4x4, 6x6 02-PS-34
Solving Sudoku -9x9 06-LCR-02 Vv
Solving Sudoku -9x9 06-LCR-03 v
1.2 Data
P Compression 07-IP-01 VvV
% Modulo arithmetic 08-1P-01-A v Vv
¢ Cryptography: Caesar cipher 08-1P-01-B v Vv
1.3 Discrete Modeling
Relations: How are things related 04-DM-01 VvV
Paths: Find shortest path for Dhuma in his village 04-DM-02 VvV
Graphs & Trees 05-DM-01 VvV
¢ Graph coloring 08-DM-01 v Vv
1.4  Algorithms
P Computational Thinking: Principles 04-PS-06 VvV
P Flowcharts: Introduction 06-DA-01 V
P Search: find smallest number 06-ALG-04 V
P Flowchart & Simulation of above algorithm 06-ALG-05 Vv
P Introduction to selection sort 06-ALG-06 v VvV V
P Flowchart & Simulation for selection sort 06-ALG-07 vV V
P Binary Search 07-ALG-05 v v
P Flowchart for above lesson & Simulation 07-ALG-06 v v
Algorithm to compute LCM & GCD 07-ALG-07
Flowchart for above lesson & Simulation 07-ALG-08
Bubble sort 08-ALG-01
Number is a perfect Square and square root of perfect
square algo 08-ALG-05
Flowchart for above lesson & Simulation 08-ALG-06
BestFit Algorithm 08-ALG-07
Part I Computational Thinking - Advanced
2.1 Systematic Counting
Counting combinations 05-LCR-02 V
Permutations and Combinations* 06-LCR-01 VvV V
Permutations and Combinations 07-LCR-01 v
2.2 Iterative patterns & processes
P Simple patterns in Mathematics 05-IPP-02 V

> -.” )
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https://drive.google.com/open?id=1TS1gK55IYB1h403PhUPPTAXsTphDhX9t
https://drive.google.com/open?id=1Qa0W8Y9CLX_OyLHf9aJW1pd_k-R27PRo
https://drive.google.com/open?id=1Y1i897EnPKGcswDklolvqXqTqMB7r6_R
https://drive.google.com/open?id=17ygqgGdwtX9u9lODH8cnOQLuyeLdJHhn
https://drive.google.com/open?id=15-iEeFXWY31zwJD0Qcu_3wEfI-zddRYC
https://drive.google.com/open?id=1t3uKVB2w2EarKhEfFmEqUwOUjHahCGvu
https://drive.google.com/open?id=1iGqS8OiwpD-e1xj7XubGTxKZpp76gY4N
https://drive.google.com/open?id=1-z32zDEgch9eW4WMim7aZwN7v51ScGHF
https://drive.google.com/open?id=1BXw30fb3jtR_YhtRmQ1eSKoG7kX7O3AW
https://drive.google.com/open?id=17Oe7kGxXfu_Yr3MMJYaFzi1XLk1p9WlR
https://drive.google.com/open?id=1SRtoKXB_Qnxn6iyMrm4_j3-TAR-wBPIe
https://drive.google.com/open?id=1xBPnEHK9zDO84WJP1Jmf_c727Lsq1wB8
https://drive.google.com/open?id=1czbD4hjnXn7H1wAhZYsRCNrUbKeKwm6L
https://drive.google.com/open?id=1ZdzjY_1AFiNCjmSjfbPk-QVMi4WxOVXp
https://drive.google.com/open?id=1ni5xFkpZb-BEOzgDoanBgIwm7aqPaZLI
https://drive.google.com/open?id=1r1imezcLRSGpjR1R4_k8tP_9HY2v8yqi
https://drive.google.com/open?id=1ca_n4j8OzV4gWzWO2IjPKxV7rYLmhZib
https://drive.google.com/open?id=1Kqt-V1AX9_KsbpWnGLtrnRBnyak4QqqB
https://drive.google.com/open?id=1PRie8hDn5JgrDcWcN1LLLT5bnnL-1au8
https://drive.google.com/open?id=1eTYgnwP818J05Rzw-pD8bruoi98_5OME
https://drive.google.com/open?id=1RxrpdsBnCWeq0BtDUXGFuv9FZfLEdt-N
https://drive.google.com/open?id=1XAJ5i6TfsjIznmhAkaPfUNC7RovRZqQO
https://drive.google.com/open?id=1lBakKDHPO1PnEwUbMWroQIKRhgE7zR2D
https://drive.google.com/open?id=14eqSpLR3rY8qyIkwfeqlXbn8Oi3UTViQ
https://drive.google.com/open?id=1iCUrAcgpGY859M7PqJRJaWvfB856RxhG
https://drive.google.com/open?id=1Jvxh2RUxLj0_TVh76nB05LiYVzuzAPRl
https://drive.google.com/open?id=1YJn9SE0AkE0pvx2ippYLKXa8idW1qWUm
https://drive.google.com/open?id=1s-OC5D9vzlwkHgr1eCFqOKzoQ0ngDnMi
https://drive.google.com/open?id=1H4kdM1Ix0uAkkHzNJ7k62GQvk30FStmY
https://drive.google.com/open?id=1N7PH8R80YbDQ5_P1k_6dskgoiovVRUnj
https://drive.google.com/open?id=1F9nbeYY_COHwBBuw9-N9JSkWY78QKCXZ

P

g ey acm) india
Modeling system and improving initerations 08-IPP-01 v Y
Using models of systems for tasks like prediction 08-IPP-02 v v
Regular Expressions 07-1PP-02 v
2.3 Discrete Modeling
Spanning trees 07-DM-01 v Y
Spanning trees: Road networks 07-DM-02 v Y
Puzzle: 4 Friends with lamp crossing bridge 05-DM-02
5 Room problem 08-DM-02 v
2.4 Algorithms
Optimization strategies - | 07-DA-01 v Y
Optimization strategies - Il 07-DA-01-b v Y
Optimization strategies - IlI 07-DA-02 v
Optimization Strategies 08-DA-01
2.5 Programming: Using Scratch*
Animate stationary farm animals using costume and
loop: Dog, Sheep, Butterfly, Multiple animals on a farm,
simple animation/stories, Animation with motion ( Fish
tank)
Simple games: Maze games ( if touching sides, start 04-PRG-01-
again); catching egg/ single fruit falling in a bowl; paddle 10, 05-PRG-
P and ball 01-10
Simple games: To the above games add moving v
objects/dragons in fixed path (left-right / up-down),
Paddle ball => bricks game. Points for different bricks,
multiple eggs / fruits falling in bowl. count # eggs/fruit, Add 06-PRG-01-
P background music, change speed, add lives, levels 10
1.5 Programming: Using Python*
P Introduce Python v
Simple to medium complexity algorithms. Examples: 07-PRG-01- v
print first 100 natural numbers, multiply n numbers, 10
P finding max, second largest, palindrome,
Examples:print pattern, lcd & gcm, reverse 08-PRG-
number.Compute GST, compute min number of notes 01-10
from multiple denominations for given amount, sum of
squares of first n natural numbers ...
g DY
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https://drive.google.com/open?id=13moRSF5VmBjK9YVzsxxZR3WoAIqtJJjG
https://drive.google.com/open?id=1ak6b9-xCGTrsFh9oJCRHUqD-iTbrSuIv
https://drive.google.com/open?id=1reyzqxEzVWODlWKXQ8PDtOsTlID2KKwN
https://drive.google.com/open?id=1gvzRsm00SXLJ-fvLsfcZew74rWsWnQDI
https://drive.google.com/open?id=1ej5NyeELCfo60DDk-toj9HfbmpCCfNFE
https://drive.google.com/open?id=1n4CksisxK_ptzP1IgjUl9OPRpjoDXzR5
https://drive.google.com/open?id=1zrIJnzO19jN_rG4ShudRFQZorpxb9uc5
https://drive.google.com/open?id=1hT-jt03p8-zt2MGCvRD5MkT6osQXDOBp
https://drive.google.com/open?id=1YJuBvmFDRkOyWfTQ8Si1mqY6ZSRADARr
https://drive.google.com/open?id=1f1DHAR16I7MVIkmZ48DoDtS32b6-ossp
https://drive.google.com/open?id=12RTOw6lvckN7TAg6mH0DXiW29MtHkMQF
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=10IbC5kNisKn7YMC3QuYq3maYFAPq7uRJ
https://drive.google.com/open?id=17Cis4zn9r10U-uAexNwEJxut1VLWpduE
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