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1ST PILLAR

ALGORITHMIC
THINKING






Coloreando 1

At eoch mamant, paint red every bot
that touches a red boll on Asn’ 3 Table

At coch moment, point red every bol
that souches o red ball on Asn’s table

At each moment, paint red every bell
that touches @ red ball an Arn" s table
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At gach moment, paint red every ball
that teuches a red ball on Tom' s table
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At coch moment, paint red every ball
that reuches a red ball on Tom™s table

Coloreando 2
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At goch mement, pant red every ball
that touches ¢ red ball on Tom" s table
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At each moment, pant red every bell
that touches @ red ball on Yom's table

At eoch moment, pant red every ball
™hat touches a red ball on Tom s table
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AT eoch mament, paint red every dal
that touches @ red Solf on Tan's toble



2ND PILLAR

OMPUTATIONAL
MODELING


















DENSITY

MASKS

MOBILITY




3KRD PILLAR

MACHINE
LEARNING
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High School Curriculum
<

ALGORITHMIC THINKING




TYPE OF KNOWLEDGE
OF EXPERTS?

ARE RPEGISTERED
PREVIOUS SOLUTIONS?




COMPUTATIONAL THINKING

IS FUN




