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Introduction 
•  This multi-year grant project focuses on hands-on app 

creation as a way to encourage STEM involvement 
among young learners from diverse backgrounds. 

•  The iSchool at Illinois partners with schools and 
libraries across the country to develop a curriculum for 
children aged 8-12. 

•  Through this project, children develop their own apps 
and share them with others, highlighting their 
achievements and learning about others’ as well. 

 
Aim 
As a result of this project: 
1.  Librarians in public and school libraries will have tools 

to teach children computational literacy through app 
design. 

2.  Young people will be empowered to represent 
themselves in apps and use technology to solve 
problems. 

3.  Peers will work collaboratively to mentor each other 
and share their creations. 

Process 
October 2015-September 2018 
 
Year one: 
•  Software selection, confer regularly with partner 
•  Pilot curriculum at Champaign School District 
•  Pilot curriculum at Douglass Branch Library 
•  Finalize curriculum 
 
Year two: 
•  Technology troubleshooting 
•  Workshops to train on-site leaders 
•  Implement revised curriculum in school and public 

libraries 
 
Year three: 
•  Meet with partner sites 
•  Train librarians at new sites 
•  Implement curriculum at new sites 
•  Evaluate school and public library programs 
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Here one 
participant 
codes her idea 
for an interactive 
game: Jumpy 
Horses. 
 
Kids use video 
tutorials, 
collaborative 
work, and 
unplugged 
exercises to 
practice coding 
fundamentals. 

At our first public library site, many participants 
came to Kids Create Apps sessions three days a 
week for six weeks. Others dropped in occasionally. 

At our first school library site, kids signed up for 
Tech Time programming and attended once a week 
for six weeks.  
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