
LT. GOVERNOR’S COMPUTING CHALLENGE 

This standards document is aligned with the American Association of School Librarians [AASL] Standards  and 

arranged to match the individual steps outlined in the How To Guide for the Development Challenge. To view the 

associated How To Guide, please visit the Resources page on Lt. Governor’s Computing Challenge website. 

Step 1: Selecting a Challenge 

Development Challenge AASL STANDARD 

During this process, students will have age-appropriate 
opportunities to have a say in their learning goal and make 
choices on how to meet them. They will also recognize and 
evaluate the steps they need to take to meet their learning 
goals in order to improve their learning outcomes.  

▪ I.A.1 Formulating questions about a personal interest or a curricular topic. 
▪ I.B.2 Devising and implementing a plan to fill knowledge gaps. 
▪ III.A.1 Learners identify collaborative opportunities by: Demonstrating their 

desire to broaden and deepen understandings.   

The process of determining which challenge they want to 
enter may require the use of multiple sources (for example, 
digital, online, print, etc.), using library databases and 
catalogs, using advanced tools and criteria for online 
searches, CRAAP test, using online bookmarking tools, 
using online note-taking tools. 

▪ IV.A.2 Identifying possible sources of information. 
▪ IV.A.3 Making critical choices about information sources to use. 
▪ V.A.1 Reading widely and deeply in multiple formats and write and create for a 

variety of purposes. 
▪ V1.A.3 Evaluating information for accuracy, validity, social and cultural context, 

and appropriateness for need. 

Students can organize a team of up to 5 students who are 
from a variety of backgrounds and cultures. During this 
process, they should choose digital tools to connect them 
and help them learn. These tools may include video 
conferencing, chats, virtual field trips, multiplayer online 
games, email, and social media, to connect with their 
teammates. Students will learn how to respectfully reach out 
and work with others from different cultures to meet their 
team's specific learning objectives. 

▪ I.C.1 Interacting with content presented by others. 
▪ II.B.1 Interacting with learners who reflect a range of perspectives. 
▪ III.A.2 Developing new understandings through engagement in a learning 

group. 
▪ III.A.3 Deciding to solve problems informed by group interaction. 
▪ III.B.2 Establishing connections with other learners to build on their own prior 

knowledge and create new knowledge. 

While determining which challenge to enter, students may 
use applications which facilitate teamwork and collaboration 
with their peers (for example knowledge sharing tools, 
videoconferencing, digital project spaces/sites, chats, and 
collaborative schedulers. These tools should help them 
engage in conversations and debate through the lens of 
different cultural, geographic, demographic and personal 
perspectives, such as online debates, discussion forums, 
tele mentoring and personal learning networks. 

▪ III.B.1 Using a variety of communication tools and resources. 
▪ III.D.1 Actively contributing to group discussions. 
▪ III.D.2 Recognizing learning as a social responsibility.   

 

  

https://standards.aasl.org/wp-content/uploads/2017/11/AASL-Standards-Framework-for-Learners-pamphlet.pdf
https://www.ltgovcc.org/resources


 

Step 2 & 3: Registering Team & Reviewing Launchpad 

Development Challenge AASL STANDARD 

Register for the Development Challenge ▪ N/A 

Review Launchpad interface and view submission “how to” 
videos available in Launchpad.  

▪ N/A 

 

Step 4: Identifying a Problem 

Development Challenge AASL STANDARD 

Consider the Challenge theme “Coding for Good.” ▪ III.C.2 Involving diverse perspectives in their own inquiry processes. 
▪ III.D.1 Actively contributing to group discussions. 
▪ V.C.1 Expressing curiosity about a topic of personal interest or curricular 

relevance. 

Discuss what the theme means. ▪ I.3.D Enacting new understanding through real-world connections. 
▪ II.D.2 Demonstrating interest in other perspectives during learning activities. 
▪ III.D.1 Actively contributing to group discussions. 

Brainstorm a societal problems that your team would like to 
address in this challenge 

▪ II.A.3 Describing their understanding of cultural relevancy and placement within 
the global learning community." 

▪ II.C.1 Engaging in informed conversation and active debate. 
▪ II.D.1 Seeking interactions with a range of learners. 
▪ II.D.2 Demonstrating interest in other perspectives during learning activities. 
▪ III.D.1 Actively contributing to group discussions. 

Consider what aspects of these problems your team finds 
interesting. 

▪ III.A.3 Deciding to solve problems informed by group interaction. 
▪ III.B.2 Establishing connections with other learners to build on their own prior 

knowledge and create new knowledge. 

Identify what group(s) of people need(s) help with this 
problem. 

▪ IV.A.1 Determining the need to gather information. 
▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 

Decide what your team wants to change in its school, town, 
state, or the world. 

▪ III.C.1 Soliciting and responding to feedback from others. 
▪ III.D. 2 Recognizing learning as a social responsibility  
▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 

 

  



 

Step 5: Brainstorming 

Development Challenge AASL STANDARD 

Use brainstorming sessions to identify a societal problem 
your team wants to address in this challenge and to identify 
a computing solution to solve this problem. 

▪ II.A.3 Describing their understanding of cultural relevancy and placement within 
the global learning community. 

▪ II.C.1 Engaging in informed conversation and active debate. 
▪ II.D.1 Seeking interactions with a range of learners. 
▪ II.D.2 Demonstrating interest in other perspectives during learning activities. 
▪ III.D.1 Actively contributing to group discussions. 
▪ V.C.1 Expressing curiosity about a topic of personal interest or curricular 

relevance. 

View resources to understand the power and the process of 
brainstorming. 

▪ I.D. 2 Engaging in sustained inquiry. 
▪ IV.A 2 Identifying possible sources of information. 
▪ IV.B.1 Seeking a variety of sources. 
▪ IV.B. 2 Collecting information representing diverse perspectives 

 

Step 6: Identifying a Computing Solution 

Development Challenge AASL STANDARD 

With a problem clearly identified, consider the best possible 
computing solution tool to solve this problem. 

▪ II.C.1 Engaging in informed conversation and active debate. 
▪ III.D.1 Actively contributing to group discussions. 
▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 
▪ V.C.3 Collaboratively identifying innovative solutions to a challenge or problem. 

Brainstorm what features or functions will help solve the 
problem. Consider user interaction and user experience. 

▪ II.C.1 Engaging in informed conversation and active debate. 
▪ III.A.3 Deciding to solve problems informed by group interaction. 
▪ III.D.1 Actively contributing to group discussions. 
▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 
▪ V.C.3 Collaboratively identifying innovative solutions to a challenge or problem. 

Research your solution to broaden and enhance your ideas. ▪ I.D.1 Continually seeking knowledge. 
▪ IV.A.2 Identifying possible sources of information. 
▪ IV.A.3 Making critical choices about information sources to use. 
▪ IV.B.1 Seeking a variety of sources. 
▪ IV.B.3 Systematically questioning and assessing the validity and accuracy of 

information. 
▪ V1.A.3 Evaluating information for accuracy, validity, social and cultural context, 

and appropriateness for need. 
 

  



 

Step 7: Making a Plan 

Development Challenge AASL STANDARD 

Determine the best method for planning out your computing 
solution. [storyboard, flowchart, wireframe] 

▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 

Sketch or mock up the user interface (what the computing 

solution will look like to the user). 

▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 

Further develop your plan to include how the computing 
solution will work or function. 

▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 
▪ V.D.1 Iteratively responding to challenges 

Create a timeline for carrying out your plan. This can be in 
any form that you find most helpful. 

▪ I.B.2 Devising and implementing a plan to fill knowledge gaps. 
▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 

 

STEP 8: Documenting Your Plan 

Development Challenge AASL STANDARD 

Create a document to list any websites, images or sounds 
you use from the Internet. You need to give credit to the 
source/creator. 

▪ IV.A.3 Making critical choices about information sources to use. 
▪ IV.A.2 Understanding the ethical use of information, technology, and media. 
▪ IV.B.2 Acknowledging authorship and demonstrating respect for the intellectual 

property of others. 
▪ V1.A.3 Evaluating information for accuracy, validity, social and cultural context, 

and appropriateness for need. 
▪ V1.C.1 Sharing information resources in accordance with modification, reuse, 

and remix policies. 
▪ V1.D.2 Reflecting on the process of ethical generation of knowledge. 

 

STEP 9: Developing the User Interface 

Development Challenge AASL STANDARD 

When developing the user interface, keep the following 
basic rules in mind:  
▪ Keep the UI simple. 
▪ Create consistent-looking elements (all buttons should 

look the same, text should match, etc…) 
▪ Choose colors carefully ensuring that elements and text 

are easy to see. 
Determine location of elements. Consider where the 
user may expect particular elements to be located. 

▪ The interface should be easy to use without instructions. 

▪ III.A.3 Deciding to solve problems informed by group interaction. 
▪ III.D.1 Actively contributing to group discussions. 
▪ V.C.3 Collaboratively identifying innovative solutions to a challenge or problem. 
▪ V.B.1. Problem solving through cycles of design, implementation, and 

reflection. 

 



STEP 10: Coding Your Solution 

Development Challenge AASL STANDARD 

Use any programming language, block-based or text-based 
to code your solution. 

▪ V.B.1. Problem solving through cycles of design,  
implementation, and reflection. 

▪ V.B.2 Persisting through self-directed pursuits by tinkering and making 

Troubleshoot your code as problems arise. ▪ III.B.2 Establishing connections with other learners to build on their own prior 
knowledge and create new knowledge 

Constantly test and evaluate the functionality of your code 
and make changes and improvements based on these tests. 

▪ V.B.1. Problem solving through cycles of design, implementation, and 
reflection. 

 

STEP 11: Creating Video | Animation 

Development Challenge AASL STANDARD 

Research tools to create an audio-visual explanation of your 
project. 

▪ IV.A.3 Making critical choices about information sources to use. 
▪ IV.B.1 Seeking a variety of sources. 
▪ III.A.3 Deciding to solve problems informed by group interaction. 
▪ III.D.1 Actively contributing to group discussions. 

Create an outline for your audio-visual project. ▪ II.B.1 Interacting with learners who reflect a range of perspectives. 
▪ II.C.2 Contributing to discussions in which multiple viewpoints on a topic are 

expressed. 
▪ II.D 2 Demonstrating interest in other perspectives during learning activities 

Keep in mind copyright laws and create original concepts. ▪ I.B.3 Generating products that illustrate learning. 
▪ III.B.1 Using a variety of communication tools and resources. 
▪ IV.A.2 Understanding the ethical use of information, technology, and media. 
▪ IV.B.2 Acknowledging authorship and demonstrating respect for the intellectual 

property of others. 
▪ IV.C.2 Disseminating new knowledge through means appropriate for the 

intended audience. 
▪ V1.D.2 Reflecting on the process of ethical generation of knowledge. 

Upload your audio-visual to YouTube or Google Drive. ▪ 1.C.4. Sharing products with an authentic audience. 

 

  



 

STEP 12: Branding Your Solution 

Development Challenge AASL STANDARD 

Define your target audience (the primary group of people 
you think will use your computing solution). 

▪ 1.C.4. Sharing products with an authentic audience. 

Consider the desired goals of the computing solution. ▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 

Create visuals that will reach the target audience.  ▪ V.B.1 Problem solving through cycles of design, implementation, and reflection. 
▪ V.C.3 Collaboratively identifying innovative solutions to a challenge or problem. 

Design a logo or mascot that is representative of the 
concept and color scheme. Simple designs are best. 

▪ V.C.3 Collaboratively identifying innovative solutions to a challenge or problem. 

Keep in mind copyright laws and be sure to create original 
concepts. If you use images from the Internet, they should 
be Creative Commons images so you know the images are 
approved for sharing. 

▪ IV. A. 2 Understanding the ethical use of information, technology, and media. 
▪ IV.B.2 Acknowledging authorship and demonstrating respect for the intellectual 

property of others. 
▪ V1.C.1 Sharing information resources in accordance with modification, reuse, 

and remix policies. 
▪ V1.D.2 Reflecting on the process of ethical generation of knowledge. 

 

STEP 13: Submitting Your Work & Completing Your Launchpad Profile 

Development Challenge AASL STANDARD 

All work will be submitted on Launchpad. ▪ N/A 

Review the video and written instructions as needed. ▪ N/A 

 

STEP 14: Evaluating the Computing Solution 

Development Challenge AASL STANDARD 

Review the scoring criteria to learn more about how your 
computing solution will be evaluated. 

▪ N/A 

 


