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Computer Science & AI In Prek-2nd
Plugged and Unplugged Activities

By: Kim Bachmann, Jahair Ortiz, Alicia Somers, & Ashley DiMatteo



Prepare our future students

http://www.youtube.com/watch?v=8V8EjEzIpkg


Educators will…
  

● Understand key early CS concepts 
(sequencing, patterns, logic, 
problem-solving)

● Experience unplugged activities as 
learners

● Practice facilitating activities for 
young children

● Connect activities to early learning 
standards (play-based, 
social-emotional, literacy)





Why Computer Science?
Early Engagement
Encourage PreK-2 students to learn 
computer science and get them 
excited about coding.

Equity & Access
Promote equity in computer 
science education across all 
student demographics.

Community Celebration
Celebrate the contributions of 
students, teachers, and partners to 
the field.

Academic Excellence
Meet State Standards while preparing 
students for a tech-driven future.



Computer Science Concepts in Preschool

💡 Tip: These early experiences build foundational thinking skills that support future learning 
in computer science and beyond!



Empowering Young Minds Through CS-Start in Prek

● Interactive "Plugged" 
activities for early exposure

● Hands-on "Unplugged" logic 
puzzles

● New tools for your teacher 
toolbox

● Integrating computational 
thinking into daily routines



What do you see in Kindergarten for CS?



What do you see in 1st grade CS?



Exploring AI Foundations

Pattern Recognition
Identifying repeats and sequences in 
everyday shapes and colors.

Problem Decomposition
Breaking down complex tasks into 
small, manageable steps for kids.

Algorithmic Thinking
Creating simple rules for a robot to 
follow a path or solve a puzzle.



AI in the Classroom- Overview
Engaging with AI
● Explore AI perception and senses

● Learn how machines find patterns 
in data

● Discuss societal impacts on daily 
life

● Hands-on unplugged AI activities 
for PreK-2



AI in the Classroom-Lesson 1

🤖 1. “I Am a Robot” Game
Goal: Understand how AI follows instructions

● One child is the “robot,” others give simple 
directions (walk, clap, turn).

● Teacher emphasizes: “Robots/AI follow 
instructions step-by-step!”

● Make it silly—wrong directions = funny 
results.

This material is based upon work supported by the 
National Science Foundation under Award No. 
2607763.  



AI in the Classroom- Lesson 2
🔍 
2. Smart Sorting (Like AI!)
Goal: Introduce how AI sorts and 
categorizes
● Give kids mixed objects like colors, 

shapes, or animals.
● Ask them to sort them by color, 

size, or type.
● Explain: “AI learns by sorting and 

grouping things!”

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom- Lesson 3
🎙 3. Voice Helper Pretend Play
Goal: Connect to real-life AI (like 
voice assistants)

● Kids pretend to be “smart 
helpers” (like Alexa/Siri).

● Others ask questions: “What’s 
the weather?” “Play music!”

● Encourage polite speaking and 
listening.

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom- Lesson 4
🧩
 4. Pattern Detective
Goal: Build pattern recognition (core 
AI skill)
•Use blocks, beads, or drawings to 
make patterns (ABAB, AABB).
•Kids guess what comes next.
•Explain: “AI looks for patterns just like 
you!”

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom - Lesson 5
🖼 

Picture Guessing Game
Goal: Visual recognition
● Show part of a picture 

(covered or zoomed in).
● Kids guess what it is.
● Explain: “AI looks at pictures 

and tries to figure them out!”

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom - Lesson 6
🤖 If/Then Coding Game
Goal: Early logic skills
● Teacher says: “IF I clap, THEN 

you jump.”
● Add more rules (IF red card → 

sit, IF blue → spin).
● Explain: “This is how 

computers and AI make 
decisions!”

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom - Lesson 7
📖 Story Builder Bot
Goal: Language + creativity
● Start a story: “Once upon a 

time, a robot went to 
school…”

● Each child adds one 
sentence.

● Talk about how AI helps 
create stories too.
This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom - Lesson 8
🎲 Learning Machine Game
Goal: Show how AI “learns” from 
examples
● Show pictures of animals (cat, 

dog, bird).
● Ask kids to guess categories.
● Add a new one—see if they can 

classify it.
● Explain: “AI learns from 

examples just like you!”

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



AI in the Classroom - Lesson 9
🕺 Robot Dance Freeze
Goal: Listening + control
● Play music—kids dance like robots.
● When music stops, they freeze.
● Add commands: “Slow robot,” “Fast 

robot.”

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  



 Activities for Kindergarten and 1st 
● CodeAI Formerly Code.org - curriculum guide

FREE to join

Built for you Curriculum Guides, Plans, and Answers

                       Unplugged and Courses

http://code.org
http://code.org
https://studio.code.org/catalog?grade=grade_1&grade=kindergarten






 Kindergarten and 1st
● Seesaw - https://app.seesaw.me/

Free and Paid Versions

Explore Community Library  - Done for you

Hundred of Activities to Choose

https://app.seesaw.me/




SEESAW AI 



AI in the Classroom - Summary Tips
💡 Core Principles
Goal: Making AI accessible
● Use simple language: "AI = smart 

computer helper"
● Keep it playful and hands-on
● Connect to real life (phones, 

tablets, games)
● Focus on thinking skills—not 

technical terms

This material is based upon work supported by the National Science Foundation under Award 
No. 2607763.  



Grants:
● NJEA: Frederick L. Hipp Grant
https://www.njea.org/hipp-foundation
● PTA/Community Opportunities
● Local Hubs
● Alpha Delta Kappa Member
● Civil Air Patrol - 
● https://www.gocivilairpatrol.com/

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  

https://www.njea.org/hipp-foundation
https://www.gocivilairpatrol.com/


This material is based upon work supported by the National Science Foundation under Award 
No. 2607763.  



This material is based upon work supported by the National Science Foundation under Award 
No. 2607763.  



CSTA- New 2026 Standards
Explore the New Guidelines
The Computer Science Teachers 
Association (CSTA) has updated its 
standards for 2026. Access the official 
interactive portal to browse, search, 
and implement these new computer 
science education benchmarks in your 
PreK-12 curriculum.

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  


Official CSTA Portal
Launch Interactive Tool

csteachers.org/teacherstandards/
interactive



CSTA- Standards
Prek- 3rd

Explore the New Guidelines
The Computer Science Teachers 

Association (CSTA) has updated its 
standards for 2026. Access the official 
interactive portal to browse, search, 
and implement these new computer 

science education benchmarks in 
your PreK-12 curriculum.

This material is based upon work supported by the National Science Foundation under Award No. 2607763.  

PreK/K

Grade 1

Grade 2

If you are including Grade 3+ you 
can find those standards at the 

bottom of this webpage

https://csteachers.org/wp-content/uploads/2026/07/PKK-Foundational-Standards.pdf
https://csteachers.org/wp-content/uploads/2026/07/Grade-1-Foundational-Standards.pdf
https://csteachers.org/wp-content/uploads/2026/07/Grade-2-Foundational-Standards.pdf
https://csteachers.org/pk12standards/resources/


Please complete the survey
after each session and complete one at the 

end of the day for Stipend~
There will be one at the end of the week~

● Click feedback on sched now or you will receive an email

Thank you for choosing CS in your classrooms! 



Thank You!
Thank you for your time and participation. We 
appreciate your dedication to advancing 
Computer Science and AI in the classroom.
For further resources and collaborations, please 
reach out to us and visit CSTA-NJ to attend 
chapter meeting that are held every month 
during the school year. They offer a great deal 
of resources all year long!

This material is based upon work supported by the National Science Foundation under Award No. 2607763.

https://newjersey.csteachers.org/cstanewjersey/cstanj-home

https://newjersey.csteachers.org/cstanewjersey/cstanj-home
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