
Strand & TA TEKS What Does IT Look Like? Suggested Applications

(1) Creativity and Innovation

The student uses 
creative thinking and 
innovative processes to 
construct knowledge 
and develop digital 
products. The student is 
expected to:

(A) apply prior 
knowledge to develop 
new ideas, products, and 
processes;

(B) create original 
products using a variety 
of resources;

(C) explore virtual 
environments, 
simulations, models, and 
programming languages 
to enhance learning;

(D) create and execute 
steps to accomplish a 
task; and

(E) evaluate and modify

Students create digital products. Through guided activities, they 
develop/discuss steps in a task, and they evaluate and modify those steps as 
necessary to accomplish a task. This strand is about thinking creatively and 
exploring processes to create products – not about particular products. 
Students need opportunities to work with different software and devices to 
develop their knowledge base and experience for expectations in later grades.

Digital Products: A digital product can be anything created electronically. There 
is no specific requirement for what must be created. Students might use Wixie, 
Kidspiration, Google Docs or Slides, Adobe Spark, ChatterPix Kids app or 
another tool to create a product. Students can show what they know about any 
topic by creating documents whether teacher directed or student choice.

Programming Languages: There are many different coding or programming 
languages. Coding is creating commands (or a set of steps) which 
communicate to the computer how to complete a particular function or action. 
At the beginning level, coding is as simple as telling the computer or device 
how to make a figure move in a particular pattern. Coding devices include 
Beebots and Dot & Dash. Use Code.org for young students to learn how to 
problem solve steps to the desired solution. Sounds harder than it is! Students 
LOVE it! Code.org shows you how step by step. Very easy.

Simulations / Models: Something that is made to look and behave like 
something in real life for the purposes of training or learning. Students might 
explore any virtual math manipulatives, such as Glencoe Online Manipulatives. 
Use as a guided lesson or let students work independently. 

Virtual Environments: A computer generated environment where students 
interact with each other through cameras (such as Zoom and web cam 
equipment - ask the Campus IT) or a computer generated representation of an 
environment where students interact as characters such as Minecraft.

Technology Applications TEKS Lesson Ideas
Technology Application TEKS are divided by grade level bands and strands. The What Does IT Look Like column in the table below provides an 
interpretation of what the strand intends and also includes helpful definitions. The Suggested Applications column gives supported software and 
applications that work well for the TEKS indicated.

Grades K-2

Beebot

Dot &Dash

http://www.glencoe.com/sites/common_assets/mathematics/ebook_assets/vmf/VMF-Interface.html


Strand & TA TEKS What Does IT Look Like? Suggested 
Applications

(2)    Communication and Collaboration
The student 
collaborates and 
communicates both 
locally and globally 
using digital tools and 
resources to reinforce 
and promote learning. 
The student is expected 
to:

(A) use communication 
tools that allow for 
anytime, anywhere 
access to interact, 
collaborate, or publish 
with peers locally and 
globally;

(B) participate in digital
environments to develop 
cultural understanding by 
interacting with learners of 
multiple cultures;

(C) format digital 
information, including 
font attributes, color, white 
space, graphics, and 
animation, for a defined 
audience and 
communication medium; 
and

(D) select, store, and 
deliver products using a 
variety of media, formats, 
devices, and virtual 
environments.

The essence of this K-2 strand is for students to use technology to interact or work together on 
the same document or project whether in the same room at the same time or from different 
locations. Students should begin to see technology as a tool that allows us to work together no 
matter where we are.

Collaboration/Communication tools such as Wixie, Google Apps, Twitter, Zoom and many others 
allow students to communicate and collaborate both locally and globally and might be used to 
develop digital environments in which students can interact with others to develop cultural 
awareness and understanding. Teachers may utilize a class Twitter account to tweet about the 
learning for the day or to ask for information on a topic or to participate in a group project. Use a 
Google Classroom to encourage students to post comments about a current topic. And, Zoom 
video conference connections will expand the classroom walls and enable work time on projects 
with a class at another location or connect with an expert to expand knowledge. Guided or class 
projects will be supportive for K-2 students and can often address these TEKS. Guiding and 
sharing the responsibilities of communicating digitally will prepare students for the next level.

Devices: Desktop computer, iPad, Chromebook, etc.

Font Attributes: Bold, Italic, Underlined, size, color, and font selection

Formatting of digital information (font, color, space, graphics, animation) selection and storage of 
media, and selection of devices happens every time a digital product is created. With guidance, 
students should be able to find, open, and save projects and/or store online; as well as, present 
(deliver) them to others. Ongoing think alouds, reminders, discussion, and tips about best 
practices and appropriate choices for the task will be productive. Examples of best practices:

● Use 1 font style in a project. Select a font that is easily read. Fancy fonts are not 
appropriate for titles only. Use appropriate font sizes for titles and text.

● Limit text in a presentation slideshow.
● Color choice is important. Bright yellow on bright green may not be visible, etc.
● Less is more! Too many images, clipart, or word art will distract from the content of the 

message.

Media: photos, clipart, music, audio, video, text

Virtual or Digital Environments: A computer generated environment where students interact with 
each other either visually -  through cameras (such as Zoom and web cam equipment) or 
electronically - through typing messages or even a computer generated representation of an 
environment where students interact as characters such as Minecraft.
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(3)  Research and Information Fluency

The student acquires 
and evaluates digital 
content. The student is 
expected to:

(A) use search 
strategies to access 
information to guide 
inquiry;

(B) use research skills to 
build a knowledge base 
regarding a topic, task, or 
assignment; and

(C) evaluate the 
usefulness of acquired 
digital content.

Lifelong learners ultimately need to develop expert skills in the research and 
information fluency strand.

Students should eventually do more than just type a word in Google to search 
for information. But, sophisticated searching skills begin at this level. Help 
students learn to choose powerful keywords for searching. Think aloud daily to 
demonstrate how you are searching for resources.

At the K-2 level, students are expected to learn about a topic and begin to 
evaluate the usefulness of information. Begin pointing out the features of the 
search results page such as link title, snippet, bolded words, and website url. 
Think aloud daily to point out which parts of the search results you are looking 
at to help you decide which link to use. Students should begin to learn to collect 
and evaluate digital information to build their knowledge base. Although our 
school district has a strong internet filter, students can still search some terms 
that are inappropriate. Teaching proper usage is always appropriate and 
necessary; but, utilizing a kid-friendly search site may also be helpful. Don’t 
forget about other resources provided by our district that are completely safe 
when searching, such as: PebbleGo, Britannica, and Discovery Ed.

During the research process, students can use Wixie, Kidspiration, or Google 
Apps templates to collect their information.

Digital Content – anything available in digital or electronic form. Everything on 
the internet is digital content.

https://search.kidzsearch.com/
https://search.kidzsearch.com


Strand & TA TEKS What Does IT Look Like? Suggested Applications

(4)  Critical Thinking, Problem Solving, and Decision Making

The student applies 
critical-thinking skills to 
solve problems, guide 
research, and evaluate 
projects using digital 
tools and resources. 
The student is expected 
to:

(A) identify what is 
known and unknown and 
what needs to be known 
regarding a problem and 
explain the steps to solve 
the problem;

(B) evaluate the 
appropriateness of a 
digital tool to achieve the 
desired product;

(C) evaluate products 
prior to final submission; 
and

(D) collect, analyze, and 
represent data using 
tools such as word 
processing, spreadsheets, 
graphic organizers, 
charts, multimedia, 
simulations, models, and 
programming languages.

The critical thinking, problem solving, and decision making strand is about 
students understanding the problems they are trying to solve and all of the 
component parts. This is a key component of 21st century skills. Eventually, 
students are expected to make decisions about what tools can best be used to 
solve the problems they are exploring. When they are presenting products and 
the results of their research, students are expected to learn pick the appropriate 
digital tools.

Each time you are displaying an application on the screen, ask students if they 
can tell what it is. Students should begin to recognize if what they are seeing is 
the internet vs Wixie vs Kidspiration vs Adobe Spark and so on. Ultimately, they 
should begin to know that if the assignment is to write sentences about a topic, 
then Wixie, Kidspiration or Google Docs would be a better choice than BeeBots 
or ChatterPix Kids or the internet, etc.

Students should be using many digital resources throughout the learning 
process. The end goal is for students to have choices about how to show what 
they know. 

Simulations / Models: Something that is made to look and behave like 
something in real life for the purposes of training or learning. Students might 
explore any virtual math manipulatives, such as Glencoe Online Manipulatives. 
Use as a guided lesson or let students work independently. . 

Programming Languages: There are many different coding or programming 
languages. Coding is creating commands (or a set of steps) which 
communicate to the computer how to complete a particular function or action. 
At the beginning level, coding is as simple as telling the computer or device 
how to make a figure move in a particular pattern. Coding devices include 
Beebots and Dot & Dash. Use Code.org for young students to learn how to 
problem solve steps to the desired solution. Sounds harder than it is! Students 
LOVE it! Code.org shows you how step by step. Very easy.

Tools to collect, analyze, and represent data – software like The Graph Club 
and online resources such as Google Docs or Sheets will help students report 
on the data/information with which they are working. In this grade range, 
teachers should think aloud and use guided activities to help students gain an 
understanding of what these tools can do.

Beebot

Dot &Dash

http://www.glencoe.com/sites/common_assets/mathematics/ebook_assets/vmf/VMF-Interface.html
https://code.org/
https://code.org/
https://code.org/
http://www.glencoe.com/sites/common_assets/mathematics/ebook_assets/vmf/VMF-Interface.html
https://www.tynker.com/school/
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(5) Digital Citizenship

The student practices 
safe, responsible, legal, 
and ethical behavior 
while using digital tools 
and resources. The 
student is expected to:

(A) adhere to acceptable 
use policies reflecting 
appropriate behavior in a 
digital environment;

(B) comply with 
acceptable digital safety 
rules, fair use guidelines, 
and copyright laws; and

(C) practice the 
responsible use of digital 
information regarding 
intellectual property, 
including software, text, 
images, audio, and video.

This most important strand should be infused throughout the curriculum to 
develop strong digital citizens.

Students are expected to follow district responsible use guidelines, 
appropriately use digital content created by others (copyright), and not 
steal/pirate the digital content of others. They should demonstrate safe and 
ethical behavior online and understand the impact of negative online behaviors.

Think aloud daily about common internet safety practices while displaying 
internet pages on screen. Discuss ads, pop-ups, requests for personal 
information, and resisting temptation to click on side links which will send 
students off the intended page. 

Talk about the importance of giving credit to others if using their images, text, or 
music. Relate it to real world classroom problems of students who might copy 
another’s work. 

If displaying a web page, using a class Twitter account, blogs, and/or Google 
Classroom activities, look for opportunities to reinforce responsible behavior on 
the internet. This strand can be addressed nearly as often as the computer is 
used in the classroom, giving students the opportunity to routinely hear about 
and practice good digital citizenship.

Sharing your good common sense with your students along with information 
from the Humble ISD Digital Citizenship page, Common Sense Media, 
NetSmartz, or Google’s Be Internet Awesome will put your students on the right 
path to lifelong strong digital citizenship.

Be Internet 
Awesome 
Curriculum

From Google

Digital Citizenship @

https://www.humbleisd.net/Page/26663
https://www.commonsense.org/education/digital-citizenship
https://www.netsmartz.org/Home
https://beinternetawesome.withgoogle.com/en_us
https://www.netsmartz.org/Home
https://www.commonsense.org/education/digital-citizenship
https://beinternetawesome.withgoogle.com/en_us
https://beinternetawesome.withgoogle.com/en_us
https://beinternetawesome.withgoogle.com/en_us
https://beinternetawesome.withgoogle.com/en_us
https://beinternetawesome.withgoogle.com/en_us
https://www.humbleisd.net/Page/26663
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(6) Technology Operations and Concepts

The student demonstrates knowledge 
and appropriate use of technology 
systems, concepts, and operations. The 
student is expected to:

(A) use appropriate terminology regarding 
basic hardware, software applications, 
programs, networking, virtual environments, 
and emerging technologies;

(B) use appropriate digital tools and 
resources for storage, access, file 
management, collaboration, and designing 
solutions to problems;

(C) perform basic software
application functions, including opening an 
application and creating, modifying, printing, 
and saving files;

(D) use a variety of input, output, and 
storage devices;

(E) use proper keyboarding techniques 
such as ergonomically correct hand and 
body positions appropriate for 
Kindergarten-Grade 2 learning;

(F) demonstrate keyboarding techniques 
for operating the alphabetic, numeric, 
punctuation, and symbol keys appropriate 
for Kindergarten-Grade 2 learning; and

(G) use the help feature online  and in 
applications.

The technology operations and concepts strand is about using 
technology devices, digital tools, online resources, and software 
packages. Using appropriate software, tools, terminology, and practices 
like keyboarding and file management will demonstrate mastery of these 
indicators. Much of what is expected of students in this strand happens 
any time a student uses a device or application. Don’t miss the valuable 
opportunities to think aloud and talk about what you are doing and why 
any time you are displaying something on the presenting computer.

Students should be accessing online resources through My Humble and 
learning to save and locate their documents with help from their teacher. 
They should be able to find the menu bar in any program, know how to 
close a window with the ”x”, use the back arrow, and minimize or restore 
a window to full size. They should know how and when to print a 
document from any software.

Keyboarding is an important skill that, when mastered, effectively 
increases student productivity and time on computer. As keyboarding 
skills increase, instead of searching for the m key, computer time is more 
productive. Keyboarding activities are an excellent use of computers in 
the classroom for stations or for early finishers. Utilize the district 
SuperSites keyboarding links or create a free class account in Typing 
Club. Think aloud and demonstrate often about the appropriate finger 
placement for home row keys. Students needs direct instruction to 
keyboard effectively. This begins in kindergarten. To improve familiarity 
with the placement of keys, consider providing paper keyboards for 
students to “type” their name, practice login credentials, alphabet and 
even sight words.

File Management - Good naming standards for file names (short and 
descriptive), appropriate file structures utilizing folders, and deleting 
unneeded files are examples of file management.

Help feature – is available in any software menu bar. Demonstrate how 
this feature can help when encountering trouble. 

On Humble ISD 
SuperSites

Printable Paper Keyboard

https://s.typingclub.com/schools.html
http://www.humbleisd.net/supersites
http://www.humbleisd.net/supersites
https://www.humbleisd.net/supersites
https://www.humbleisd.net/supersites
https://my.humbleisd.net/idp/AuthnEngine#/authn
http://teachnet.com/lessonplans/technology/paper-practice-keyboard/

