
LT. GOVERNOR’S COMPUTING CHALLENGE 

This standards document is aligned with the Computer Science Teacher Association [CSTA] Standards [K-5] 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 CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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. 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. 

▪ 1A-IC-17 Work respectfully and 
responsibly with others online. 
(P2.1) 

▪ 1B-IC-21 Use public domain or creative 
commons media, and refrain from copying or 
using material created by others without 
permission. (P7.3) 

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.  

▪ 1A-IC-17 Work respectfully and 
responsibly with others online. 
(P2.1) 

▪ 1A-CS-01 Select and operate 
appropriate software to perform a 
variety of tasks, and recognize that 
users have different needs and 
preferences for the technology 
they use. (P1.1) 

▪ 1B-IC-20 Seek diverse perspectives for the 
purpose of improving computational artifacts. 
(P1.1) 

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. 

▪ 1A-IC-17 Work respectfully and 
responsibly with others online. 
(P2.1) 
 

1B-AP-16 Take on varying roles, with teacher 
guidance, when collaborating with peers during 
the design, implementation, and review stages of 
program development. (P2.2) 

 

https://csteachers.org/page/standards
https://www.ltgovcc.org/resources


Step 2 & 3: Registering Team & Reviewing Launchpad 

Development Challenge CSTA Level 1A (grades K-
2) 

CSTA Level 1B (grades 3-5) 

Register for the Development Challenge ▪ N/A ▪ N/A 

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

▪ N/A ▪ N/A 

 

Step 4: Identifying a Problem 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

Consider the Challenge theme 
Coding for Good and discuss what 
the theme means 

▪ 1A-IC-16 Compare how people live and work before 
and after the implementation or adoption of new 
computing technology. (P7) 

▪ 1B-IC-18 Discuss computing technologies that 
have changed the world, and express how 
those technologies influence, and are 
influenced by, cultural practices. (P7.1)  

▪ 1B-IC-19 Brainstorm ways to improve the 
accessibility and usability of technology 
products for the diverse needs and wants of 
users. (P1.2) 

Brainstorm a societal problems 
that your team would like to 
address in this challenge  
 
Consider what aspects of these 
problems your team finds 
interesting.  
 
Identify what group(s) of people 
need (s) help with this problem.  
 
Decide what your team wants to 
change in its school, town, state, 
or the world. 

▪ 1A-IC-16 Compare how people live and work before 
and after the implementation or adoption of new 
computing technology. (P7) 

▪ 1B-AP-13 Use an iterative process to plan the 
development of a program by including others' 
perspectives and considering user preferences. 
(P1.1, P5.1) 

 

  



 

Step 5: Brainstorming 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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. 

▪ 1A-IC-16 Compare how people live and 
work before and after the implementation or 
adoption of new computing technology. (P 
7) 

▪ 1A-IC-17 Work respectfully and responsibly 
with others online. (P 2.1) 

▪ 1B-AP-13 Use an iterative process to plan the 
development of a program by including others' 
perspectives and considering user preferences. 
(P1.1, P5.1) 

▪ 1B-IC-19 Brainstorm ways to improve the 
accessibility and usability of technology products 
for the diverse needs and wants of users. (P1.2) 

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

▪ 1A-IC-17 Work respectfully and responsibly 
with others online. (P 2.1) 

▪ 1B-IC-19 Brainstorm ways to improve the 
accessibility and usability of technology products 
for the diverse needs and wants of users. (P 1.2) 

▪ 1B-IC-20 Seek diverse perspectives for the 
purpose of improving computational artifacts. (p1.1) 

 

Step 6: Identifying a Computing Solution 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

Brainstorm computing solutions that could 
help address the problem your group chose. 
Consider the best possible computing 
solution tool to solve this problem. 

▪ 1A-AP-12 Develop plans that describe 
a program’s sequence of events, goals, 
and expected outcomes. (P5.1, 7.2) 

▪ 1A-CS-01 Select and operate 
appropriate software to perform a 
variety of tasks, and recognize that 
users have different needs and 
preferences for the technology they 
use. (P1.1) 

▪ 1A-IC-16 Compare how people live and 
work before and after the 
implementation or adoption of new 
computing technology. (P 7) 

▪ 1B-IC-19 Brainstorm ways to improve the 
accessibility and usability of technology products 
for the diverse needs and wants of users. (P 1.2) 

▪ 1B-IC-20 Seek diverse perspectives for the 
purpose of improving computational artifacts. 
(p1.1) 

 

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

▪ 1A-IC-16 Compare how people live and 
work before and after the 
implementation or adoption of new 
computing technology. (P 7) 

▪ 1A-CS-01 Select and operate 
appropriate software to perform a 

▪ 1B-AP-13 Use an iterative process to plan the 
development of a program by including others' 
perspectives and considering user preferences. 
(P1.1, P5.1) 



variety of tasks, and recognize that 
users have different needs and 
preferences for the technology they 
use. (P1.1) 

▪ 1A-AP-12 Develop plans that describe 
a program’s sequence of events, goals, 
and expected outcomes. (P5.1, 7.2) 

▪ 1B-DA-06 Organize and present collected data 
visually to highlight relationships and support a 
claim. (P7.1) 

Research your solution to broaden and 
enhance your ideas. 

▪ 1A-CS-01 Select and operate 
appropriate software to perform a 
variety of tasks, and recognize that 
users have different needs and 
preferences for the technology they 
use. (P1.1) 

▪ 1B-AP-13 Use an iterative process to plan the 
development of a program by including others' 
perspectives and considering user preferences. 
(P1.1, P5.1) 

▪ 1B-IC-21 Use public domain or creative commons 
media, and refrain from copying or using material 
created by others without permission. (P7.3) 

 

Step 7: Making a Plan 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ 1A-AP-09 Model the way programs store 
and manipulate data by using numbers or 
other symbols to represent information. 
(P4.4) 

▪ 1A-AP-12 Develop plans that describe a 
program’s sequence of events, goals, and 
expected outcomes. (P5.1, 7.2) 
 

▪ 1B-AP-08 Compare and refine multiple 
algorithms for the same task and determine 
which is the most appropriate. (P6.3, 3.3) 

Sketch or mock up the user interface (what 

the computing solution will look like to the 

user). 

▪ 1A-AP-12 Develop plans that describe a 
program’s sequence of events, goals, and 
expected outcomes. (P5.1, 7.2) 

▪ 1B-AP-13 Use an iterative process to plan 
the development of a program by including 
others' perspectives and considering user 
preferences. (P1.1, 5.1) 

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

▪ 1A-AP-09 Model the way programs store 
and manipulate data by using numbers or 
other symbols to represent information. 
(P4.4) 

▪ 1A-AP-11 Decompose (break down) the 
steps needed to solve a problem into a 
precise sequence of instructions. (P3.2) 

▪ 1B-AP-13 Use an iterative process to plan 
the development of a program by including 
others' perspectives and considering user 
preferences. (P1.1, 5.1) 

Create a timeline for carrying out your plan.  ▪ N/A ▪ N/A 

 



STEP 8: Documenting Your Plan 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ 1A-AP-13 Give attribution when 
using the ideas and creations of 
others while developing programs. 
(P7.3) 

▪ 1B-AP-14 Observe intellectual property rights 
and give appropriate attribution when creating 
or remixing programs. (P5.2, 7.3) 

 

STEP 9: Developing the User Interface 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ 1A-AP-12 Develop plans that 
describe a program’s sequence of 
events, goals, and expected 
outcomes. (P5.1, 7.2) 

▪ 1A-IC-16 Compare how people 
live and work before and after the 
implementation or adoption of new 
computing technology. (P7) 

▪ 1B-AP-13 Use an iterative process to 
plan the development of a program by 
including others' perspectives and 
considering user preferences. (P1.1, 
5.1) 

▪ 1B-IC-19 Brainstorm ways to improve 
the accessibility and usability of 
technology products for the diverse 
needs and wants of users. (P1.2) 

 

STEP 10: Coding Your Solution 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ 1A-AP-08 Model daily processes by creating 
and following algorithms (sets of step-by-step 
instructions) to complete tasks.(P4.4) 

▪ 1A-AP-10 Develop programs with sequences 
and simple loops, to express ideas or 
address a problem. (P5.2) 

▪ 1A-AP-11 Decompose (break down) the 
steps needed to solve a problem into a 
precise sequence of instructions. (P3.2) 

▪ 1A-AP-13 Give attribution when using the 
ideas and creations of others while 
developing programs. (P7.3) 

▪ 1B-AP-08 Compare and refine 
multiple algorithms for the same task 
and determine which is the most 
appropriate. (P6.3, 3.3) 

▪ 1B-AP-09 Create programs that use 
variables to store and modify data. 
(P5.2) 

▪ 1B-AP-10 Create programs that 
include sequences, events, loops, 
and conditionals. (P5.2) 

▪ 1B-AP-11 Decompose (break down) 
problems into smaller, manageable 
subproblems to facilitate the program 
development process. (P3.2) 



Troubleshoot your code as problems arise. ▪ 1A-AP-14 Debug (identify and fix) errors in an 
algorithm or program that includes sequences 
and  simple loops.  (P6.2) 

▪ 1B-AP-15 Test and debug (identify 
and fix errors) a program or algorithm 
to ensure it runs as intended. (P6.1, 
6.2) 

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

▪ 1A-AP-14 Debug (identify and fix) errors in an 
algorithm or program that includes sequences 
and simple loops.  (P6.2) 

▪ 1B-AP-15 Test and debug (identify 
and fix errors) a program or algorithm 
to ensure it runs as intended. (P6.1, 
6.2) 

▪ 1B-IC-20 Seek diverse perspectives 
for the purpose of improving 
computational artifacts. (P1.1) 

 

STEP 11: Creating Video | Animation 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ 1A-AP-08 Model daily processes by 
creating and following algorithms 
(sets of step-by-step instructions) to 
complete tasks. (P4.4) 

▪ 1A-AP-15 Using correct terminology, 
describe steps taken and choices 
made during the iterative process of 
program development. (P7.2) 

▪ 1B-AP-17 Describe choices made 
during program development using 
code comments, presentations, and 
demonstrations. (P7.2) 

Keep in mind copyright laws and create original concepts. ▪ 1A-AP-13 Give attribution when 
using the ideas and creations of 
others while developing programs. 
(P7.3) 

▪ 1A-IC-17 Work respectfully and 
responsibly with others online. (P2.1) 

▪ 1B-AP-14 Observe intellectual 
property rights and give appropriate 
attribution when creating or 
remixing programs. (P5.2, 7.3) 

▪ 1B-IC-21 Use public domain or 
creative commons media, and 
refrain from copying or using 
material created by others without 
permission. (P7.3) 

Upload your audio-visual to YouTube or Google Drive. ▪ N/A ▪ N/A  
 

  



 

STEP 12: Branding Your Solution 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ 1A-IC-16 Compare how people live 
and work before and after the 
implementation or adoption of  new 
computing technology. (P7) 

▪ N/A 

Consider the desired goals of the computing solution. ▪ N/A ▪ N/A 

Create visuals that will reach the target audience.  ▪ N/A ▪ N/A 

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

▪ N/A ▪ N/A  

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. 

▪ 1A-AP-13 Give attribution when 
using the ideas and creations of 
others while developing programs. 
(P7.3) 

▪ 1A-IC-17 Work respectfully and 
responsibly with others online. 
(P2.1) 

▪ 1B-IC-21 Use public domain or 
creative commons media, and refrain 
from copying or using material 
created by others without permission. 
(P7.3) 

 

STEP 13: Submitting Your Work & Completing Your Launchpad Profile 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

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

STEP 14: Evaluating the Computing Solution 

Development Challenge CSTA Level 1A (grades K-2) CSTA Level 1B (grades 3-5) 

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

▪ N/A ▪ N/A 

 


