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A. INTRODUCTION

The District issued a Request for Proposals (RFP) with the goal of assembling a "bench" of vendors
to provide schools with STEM/STEAM enrichment and supplemental programs for grades UTK — 12.

Multiple firms were selected to provide an array of services in their areas of expertise. The services
fall within the following categories:

Category | - STEM/STEAM Enrichment (after school, winter, spring, and summer breaks, virtual
and/or in-person)

Category Il — STEM/STEAM Supplemental Instruction (during and after the instructional day,
winter, spring, and summer breaks, virtual and/or in-person)

B. ACCESSING THE CONTRACTS

Principals, Administrators and other responsible staff should review the selection of approved
vendors to obtain information on programs, scheduling, and pricing. Pricing should be within the
guidelines contained within this directory.

Ariba Purchase Requisitions (PR) must reference the Vendor Number and Contract Number listed
in this Directory.

The product category for this contract is 96102 — Professional Services. This product category must
be used when creating the PR in order for the PO to reference the Contract.

Please direct questions or requests for assistance with this process to the Buyer assigned to your
region.

Step-by-Step Instructions

1. Contact a vendor that offers the services of interest to you. Obtain a quote, scope of work,
and a timeline (or delivery schedule). If the services will occur over multiple weeks or months,
include an invoice as well.

2. Create a Purchase Requisition using product category 96102. Reference the Vendor Number
and Contract Number listed in this Directory. Be sure to attach the quote, scope of work and
timeline.

3. Once the vendor confirms they have received the PO, they may begin providing services.



C. LIST OF PROVIDERS FOR STEM/STEAM ENRICHMENT AND SUPPLEMENTAL PROGRAMS

Contract

Firm Name Number Vendor Number | Category Contact Email
9 Dots Community Learning C7691 1000008195 1 alexis.cabrera@9dots.org
Center
MApple iPad & Android C7693 1000001937 1 appleipadtutoring@gmail.com
Tablet Tutoring!!!
BrainStorm Studios, LLC C7696 1000022796 1,2 dj@brainstormedu.com
(dba BrainStorm STEM
Education
CF Fitness Inc C7697 1000026035 1 James@thecffitness.com
CodeCampus LLC C7698 1000021380 2 raj@codecampus.com
Computerwisekids Inc. C7700 1000006262 2 perin@computerwisekids.com
Creating Creators LLC C7701 1000014653 1 jessica@creatingcreators.net
Daniel Ferguson dba Los C7702 1000011944 2 dferguson.film@gmail.com
Angeles Legacy Project
Dottie Rose Consulting LLC | C7703 1000022421 2 jodi@thedotconsulting.co
dba The Dot. Consulting
Forward Education C7704 1000028371 1 jhedges@forwardedu.com
Grand Vision Foundation C7705 1000009771 1 liz@grandvision.org
Impossible Science LLC C7706 1000028060 1 benzakheim@gmail.com
Impossible Science LLC C7706 1000028060 1 benzakheim@gmail.com
(Alternate Proposal)
Kodely LLC Cr707 1000029194 1.2 sri@kodely.io
Lunch Bunch Co C7709 1000025375 1 bianca@lunch-bunch.com
Mastery Coding C7710 1000019050 2 gjoe@masterycoding.com
Northwestern University C7711 1000017341 1 bryan.brayboy@northwestern.edu
DBA FUSE
Oceanographic Teaching C11183 1000010559 1 grace@roundhouseaquarium.org
Stations, Inc. (LA Stem
Collective)
Parker-Anderson C7712 1000009666 1 josh@parker-anderson.org; LA@parker-
Enrichment anderson.org;
Prisms of Reality Inc. C7713 1000020920 2 anurupa@prismsvr.com;

zach@prismsvr.com

Rocketology LLC C7715 1000013630 1 nick@professoregghead.com
Science of Sport C7716 1000030660 1 daren@sciencesport.org
Study Smart Tutors Inc. C7718 1000006862 1,2 JackF@StudySmartTutors.com



mailto:gjoe@masterycoding.com
mailto:anurupa@prismsvr.com
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The Letter K Corporation C7720 1000029368 1 kay@tinkertherobot.com

dba Tinker the Robot

Tutor Me Education (TME) C7722 1000021796 1,2 Daniel@TutorMeEducation.com
Woodcraft Rangers Cc7723 1000005603 1,2 | lbrocks@woodcraftrangers.org;

adiaz@woodcraftrangers.org

Category Legend:

1. STEM/STEAM Enrichment; 2. STEM/STEAM Supplemental Instruction
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D. OVERALL STATEMENT OF WORK

1.0 SCOPE

This Statement of Work (SOW) defines the Los Angeles Unified School District's (LAUSD)
requirements for standards-based STEM/STEAM enrichment and supplemental program(s).

The support provided under this contract will include a system for monitoring growth and impact
on student learning, utilizing from student working formative assessments, and summative
assessments. Students should demonstrate an increase of 5% in NGSS Standards based on
a Pre and Post assessment developed by the vendor.

STEM/STEAM enrichment and supplemental programs as outlined below. Eligible proposers
may submit a proposal for one or more categories. See Proposal Requirements for instructions.

e Category | - STEM/STEAM Enrichment (after school, virtual and/or in-person)
e Category Il - STEM/STEAM Supplemental Instruction (during and after the
instructional day, winter, spring, and summer breaks, virtual and/or in-person)

2.0 STATEMENT OF WORK
A. All enrichment and supplemental programs shall be developed with the following information

in mind:
i

Vi.

Vii.

viii.

UNIVERSAL DESIGN: Enrichment activities and/or supplemental instruction should
be designed so that they function as intended for as many students as possible.
ACCESSIBILITY: Enrichment activities and/or supplemental instruction are
presented with additional information or in alternative ways, in order to meet the
specific needs of some students.

SENSITIVITY: Content contained in the enrichment activities and/or supplemental
instruction should not be distracting or upsetting for some students.

CULTURAL AND LINGUISTIC RESPONSIVENESS: Enrichment activities and/or
supplemental instruction must consider the cultural and linguistic diversity of the
students in Los Angeles and should contain culturally and linguistically responsive
items.

DEVICE AGNOSTIC: Enrichment activities and/or supplemental instruction should
work with various systems without requiring any particular adaptations.

NEXT GENERATION SCIENCE STANDARDS (NGSS): Science and engineering
set the context for STEM/STEAM education. Enrichment activities and/or
supplemental materials shall align to the NGSS standards.

COMMON CORE ELA AND MATH STANDARDS: ELA and math are the tools to
access and develop innovative STEM/STEAM solutions to real world problems.
Enrichment activities and/or supplemental instruction should incorporate these
tools.

INTERNATIONAL SOCIETY FOR TECHNOLOGY IN EDUCATION (ISTE): ISTE
Standards provide a framework for learning in-depth, digital age skills and attributes
with learning that is amplified through technology. Enrichment activities and/or
supplemental instruction shall align to ISTE standards.

B. Proposers who submit a proposal for an online platform or utilizing educational software must
receive an approved LAUSD Unified Digital Instructional Procurement Plan (UDIPP) prior to
contract execution. Proposer will not be authorized to provide any services unless the

proposer's LAUSD UDIPP application has been approved, therefore Proposers are advised
to begin the UDIPP process as soon as possible. The latest version of LAUSD UDIPP
requirements must be met along with updated requirements released. The proposer shall



monitor UDIPP approval expiration and complete renewal applications in a timely manner.

Determination as to whether a proposer meets those minimum qualifications will be based
on their responses to the Unified Digital Instructional Procurement Plan Questionnaire, which
can be found at https://udipp.lausd.net.

C. DELIVERY AND INTERACTION

Proposals for supplemental instruction and enrichment should identify interactive
lessons/activities, interactive videos and gamification. Features such as drag and drop,
recording, inputting responses, etc. should be developmentally appropriate for age and grade
of students, as well as content areas being supported. Interactive teacher tools will allow
teachers to create assignments, modify pre-made lessons/activities, and create new
lessons/activities as applicable. The platform should include Artificial Intelligence (Al)
features.

"Open generative Al" refers to Al technologies that are open-source, publicly accessible, or
available under open licenses, and can create new content such as text, images, audio, or
other data based on input data and parameters.

"Closed generative Al” refers to proprietary Al technologies that are owned, controlled, and
restricted by the Contractor, and are not publicly accessible or available under open licenses,
which can create new content such as text, images, audio, or other data based on input data
and parameters.

Contractor shall provide affirmative written notice to the District prior to the initial use of any
open or closed generative Al technologies in the course of providing services under this
Agreement. Such notice shall include, but not be limited to, a detailed description of the
specific Al technologies to be used, whether they are open or closed, the scope and nature
of their application, and any potential impacts or changes to the services provided.

The District reserves the right to review and approve the use of such technologies, and
Contractor shall not proceed with the use of generative Al until written approval is obtained
from the District. Failure to comply with this notice requirement may result in termination of
this Agreement and other remedies as provided herein.

For supplemental instruction, the platform should provide teachers with the ability to include
formative assessment in lessons, such as quizzes, polls, etc. as well as provide the ability to
monitor assessment completion and results in real time. The platform should provide grade
sync capabilities to automatically score and sync with the District's Learning Management
System (LMS), currently Schoology, but subject to change. The platform should provide
teachers with insights on using the formative assessment and dynamic media features to
inform instructional next steps and student outcomes. Within the platform interactive, lessons
can be teacher-led and educators should also be able to assign them for students to complete
independently as needed.

The STEM/STEAM enrichment and supplemental instruction programs should clearly
address the integration of at least one of following subject matters:

a. Aerospace

b. Arts

c. Atrtificial Intelligence (Al)

d. Astronomy


https://udipp.lausd.net/

Augmented Reality (AR)
Biology

Chemistry

Climate Change/Literacy
Computer Science

Earth and space science
Engineering
Entrepreneurship with Emphasis on STEM/STEAM related topics
Environmental Education
E-Sports

Local Ecosystems
Marine Science
Mathematics

Multimedia

Physics

Robotics

Science-Art Integration
STEAM Camps

. Virtual Reality (VR)

S<CTPNQTOS3ITATITIQTO

Eligible proposers may submit a proposal for one or more of the above categories.

CATEGORY | - STEM/STEAM ENRICHMENT

A. Proposer may serve as a contractor for another organization or individually and will provide
grade-level appropriate standards-based STEM/STEAM Enrichment program(s), featuring:

synchronous live-streaming of educators

active and integrated hands-on experiences

provide materials needed for activities

engineering design process

interactive simulations

virtual “field trips”

opportunities for students to problem-solve in a real-world context
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B. The proposer must provide programs that are standards based, age and grade level
appropriate, and inquiry driven. Students should have an opportunity to think, explore,
process, and solve problems. Programs asking student to merely recite remember
information will not be approved. The proposer will provide a sample lesson (supplemental
instruction) or activity (enrichment) in the proposal for District review.

C. Structure of Enrichment Program-In Person

a. Held on campus in a designated classroom, Monday through Friday for one hour after
school or as winter, spring, and/or summer enrichment program. While the program
is scheduled for 3:30 p.m. to 4:30 p.m., adjustments may be made upon the release
of the final schedule of the winter, spring and summer program.

b. Program duration is up to 10 weeks, depending on grade level.

c. Grade spans UTK-2, 3-5, 6-8, and 9-12. Enrichment activities should be
developmentally appropriate for age and grade of students.

d. Maximum enrichment program size will be up to and no more than 35 students.

e. If teacher involvement is required to support the facilitation of the virtual enrichment
program, the proposer will provide professional development on the program and



teacher involvement at no additional cost to the District.

D. Structure of Enrichment Program-Virtual

a.

Held via a District-approved video conferencing tool, Monday through Thursday for
one hour after school or as winter, spring, and/or summer enrichment program. While
the program is scheduled for 3:30 p.m. to 4:30 p.m., adjustments may be made upon
the release of the final schedule of the winter, spring and summer program.
Program duration is up to 10 weeks, depending on grade level.

Grade spans K-2, 3-5, 6-8, and 9-12. Enrichment activities and program features
should be developmentally appropriate for age and grade of students.

i.  Forstudents in grades 9-12, the sessions may provide a speaker at least once
per the duration of the course who supports the teacher-led class in the
appropriate content class.

ii. Maximum enrichment program size will be up to and no more than 30

students.

. If teacher involvement is required to support the facilitation of the virtual enrichment

program, the proposer will provide professional development on the program and
teacher involvement at no additional cost to the District.

All enrichment activities will be hosted on the District’s Learning Management System
with a variety of reporting structures to analyze, aligned with all LAUSD security
protocols. If the proposer plans to host enrichment activities on a separate platform,
the platform must receive LAUSD UDIPP approval prior to contract execution.

CATEGORY Il - STEM/STEAM SUPPLEMENTAL INSTRUCTION

A. Proposer may serve as a contractor for another organization or individually and will provide
grade-level appropriate standards-based STEM/STEAM supplemental instruction, featuring:
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alignment with course content standards

active and integrated hands-on experiences

provide materials needed for lessons and activities

engineering design process

interactive simulations

virtual “field trips”

opportunities for students to problem-solve in a real-world context

B. The proposer must provide age and grade level appropriate supplemental instruction that is
inquiry driven. Students should have an opportunity to think, explore, process, and solve
problems. Supplemental instruction asking students to merely recite or remember information
will not be approved. The proposer will provide a sample lesson and activity in the proposal
for District review.

C. Ifteacherinvolvement is required to support the facilitation of the virtual enrichment program,
the proposer will provide professional development on the program and teacher involvement
at no additional cost to the District.

D. Supplemental instruction shall not substitute for nor replace the District curriculum.
Supplemental instruction may be provided for:

a.
b.

C.

Complete coverage of a subject or subjects included in a given course

Meeting the various learning ability levels for pupils in a given age group or grade
level

Meeting the diverse educational needs of pupils with language disabilities in a given



age group or grade level

d. Meeting the diversity education needs of pupils reflective of a condition or cultural
pluralism

e. Touse current and relevant technology that further engages interactive learning in the
classroom and beyond.

E. The proposer shall use District's Learning Management System for student access to the
lessons and tasks. All lessons and tasks will be hosted on the same platform, with a variety
of reporting structures to analyze and inform instruction, aligned with all security protocols. If
materials for the program are housed in a different platform, the platform must receive LAUSD
UDIPP approval prior to contract execution.

FEATURES ACROSS ALL CATEGORIES

A. Vendor Certification of Criminal Background and Tuberculosis Clearance

a. The proposer will provide evidence that it has completed criminal background check
requirements of California Education Code section 45125.1 and 45125.2 and has
determined that none of its employees that may come into contact with LAUSD
students have been convicted of a violent felony listed in Penal Code Section 667.5(c)
or a serious felony listed in Penal Code Section 1192.7(c). Proposer will also certify
that it requests and receives subsequent arrest notifications for all such employees
from the California Department of Justice to ensure ongoing safety of students. See
Exhibit A — District Terms and Conditions, Section 24 — Fingerprinting.

b. The proposer will provide evidence that it has required and verified that all employees
who may have frequent or prolonged contact with students have undergone a risk
assessment and/or been examined and determined to be free of active tuberculosis
as required in Ed. Code section 49406. VENDOR requires all new employees to
provide VENDOR with a certificate of tuberculosis clearance dated within the 60 days
prior to initial employment. VENDOR maintains current TB clearances for all such
employees. See Exhibit A — District Terms and Conditions, Section 25 — Tuberculosis
Clearance.

B. Data Collection: If a proposer is collecting student data, the proposer must obtain an
approved Data Use Agreement (Exhibit F). Analysis of any data shall be shared with the
STEM/STEAM Coordinators. The Date Use Agreement must be approved prior to the award
of contract.

C. Teacher/Administrator Professional Development Support: If teacher involvement is required
to support the facilitation of the virtual enrichment program, the proposer will provide
professional development on the program and teacher involvement at no additional cost to
the District. The professional development support shall include:

a. Teachers and administrators shall be provided with on-line training which will provide
an overview of the lesson and tasks, platform navigation, data reports, and leveraging
instructional support resources. Also provide relevant alignments to standards and
adopted curricula.

b. Online professional development videos and webinars shall be made available for
teachers that address the basic operations of the platform, lessons, tasks, and
leveraging instructional support resources.

c. Proposer shall provide recordings of the online professional development sessions.

d. Proposer shall provide both formative and summative assessments to support



students' learning and growth in the content standards being addressed, that can be
added to the LMS platform. In addition, the proposer shall provide data analysis
protocols to support student learning based on both assessment and observation
data.

e. Online resources for families and students that describe the lessons, task, and
platform available in English and Spanish

f. Proposer shall work with the District to customize professional development sessions
to ensure they address needs of teachers, administrators, students and families as
well as ensure effective implementation of the enrichment program

g. Proposer shall provide technical support for teacher-led activities.

D. Evaluation of the supplemental instruction and/or enrichment programs:

a. Firm will collect pre and post survey responses, review relevant learning
assessments, and summarize outcomes with a data-driven quarterly report to (name
of sponsor). The report will clearly convey measurable impact and contain
recommended next steps or modifications for continuous quality improvement.

b. Firm will develop and use learning assessment such as pre and post surveys to collect
participant response data informing knowledge and skills gained during activities.
Firm must submit and receive approval of any assessments and/or surveys from the
District's Committee for External Research Review office (CERR), prior to
implementation. Submit proposals to cerr@lausd.onmicrosoft.com.

c. Firm shall prepare monthly and annual impact reports with usage and achievement
data by school, region and district. The reports shall be submitted to the District and
reviewed during regular implementation meetings.

3.0 TECHNICAL SUPPORT

Contractor shall provide a help desk or customer support for LAUSD schools and staff Monday
through Friday from 8:00 am to 5:00 pm Pacific Standard Time. The help desk or customer support
shall offer a phone number, online chat, or chat rooms for support.


mailto:cerr@lausd.onmicrosoft.com

E. SUMMARY OF SERVICES AND PRICES



9 Dots Community Learning Center

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS

KEY PROGRAM ELEMENTS OF THE GET CODING PROGRAM

1. _Curriculum: The Get Coding curriculum is aligned with Next Generation Science Standards
(NGSS), Common Core State Standards (CCSS), and the California Computer Science Standards
(CA CS). It provides a cohesive K-6 computer science pathway that introduces students to coding
concepts, starting with unplugged activities in kindergarten and progressing to JavaScript by 5th
grade. Each course consists of 30 lessons, culminating in student projects that enhance
metacognitive skills, computational thinking, and problem-solving abilities. These lessons are
teacher-friendly, easy to implement, and

accessible via our UDIPP-approved learning platform, which is integrated with Schoology for
seamless classroom use.

2. _Professional Development Services: 9 Dots offers robust Professional Development (PD)
services designed to equip teachers with the tools they need to effectively integrate computer
science into their classrooms. Teachers participate in a comprehensive Summer Conference,
ongoing 1:1 coaching, and receive up to 30 hours of in-class support from 9 Dots Computer
Science (CS) Education Fellows during the first year. This model ensures that educators feel
confident and competent in teaching computer science, regardless of prior experience. Of the 460
teachers currently supported, 65% have completed their training and now independently deliver
high-quality coding instruction to their students.

3. _Online Teaching Platform: The Get Coding curriculum is delivered through our UDIPP-
approved Online Teaching Platform, which integrates with Schoology to track real-time student
progress. This platform allows students and teachers to easily access daily activities while
providing valuable insights into student proficiency and motivation. Teachers can use this data to
tailor instruction and interventions to meet individual student needs, ensuring academic growth.
Additionally, the platform provides an administrator view that enables school leaders to track the
program's alignment with school goals and standards throughout the year.

4. Student Engagement and Parent Events: 9 Dots fosters a strong sense of community
involvement through events that engage both students and families. These include Parent Coding
Nights, Hour of Code activities, and end-of-year showcases, where students present their coding
projects. These events enhance family participation and inspire students to explore computer
science as a career path, raising awareness about the importance of early exposure to coding
skills.

These four key components form the foundation of 9 Dots' Get Coding program, ensuring that
students receive high-quality, standards-aligned computer science education while fostering
strong teacher support and community engagement. Building on this framework, the following
section details how the program addresses the specific requirements of the Statement of Work,
focusing on accessibility, interactivity, and integration with STEM/STEAM disciplines to meet
the diverse needs of LAUSD students.

RFP NO.: 2000003345 Page 19 of 42 Contract No. C7691
9 Dots Community Learning Center
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UNIVERSAL DESIGN

9 Dots’ Get Coding program is designed using Universal Design for Learning (UDL) principles
to ensure accessibility for all students. Our curriculum provides multiple means of engagement,
representation, and expression to meet the diverse needs of learners. For example, coding
challenges can be completed at varying levels of complexity, allowing students to advance at
their own pace while ensuring that those needing more support can receive it. The curriculum
also includes differentiated activities, where students can demonstrate learning through coding
projects, peer collaboration, or written reflections, ensuring equitable participation and
achievement for all.

Additionally, the program includes scaffolded instructions and built-in hints for students who
may require additional support, while more advanced learners are given opportunities to tackle
more complex coding projects. This flexibility helps ensure that the program is effective for
students at all skill levels.

ACCESSIBILITY

Recognizing the varied needs of students, 9 Dots makes accessibility a central focus in the design
and delivery of Get Coding. Our online platform is compatible with screen readers, and offers
closed captioning for all video content. Instructional materials are available in both English and
Spanish, ensuring bilingual learners can fully participate.

Students can access activities asynchronously or synchronously, providing flexibility for those
with limited access to technology or other scheduling challenges. This approach allows all
students to engage with the curriculum, regardless of their individual learning needs.

SENSITIVITY

To ensure that all content within Get Coding is suitable and engaging for LAUSD’s diverse
student population, we take great care in selecting coding challenges and projects that are age-
appropriate and non-distracting. Our projects are designed to focus on positive, real-world issues
such as environmental sustainability, digital citizenship, and community improvement. This
minimizes the risk of including content that could be upsetting for some students.

We also regularly seek feedback from teachers and school administrators to ensure that the
content remains appropriate and respectful of students' cultural and personal sensitivities. Our
team reviews all instructional materials quarterly to ensure continued alignment with LAUSD’s
standards for inclusive and non-disruptive content.

CULTURAL AND LINGUISTIC RESPONSIVENESS

The Get Coding curriculum is culturally and linguistically responsive, designed to reflect the rich
diversity of the LAUSD student population. In collaboration with diverse educators, the
curriculum incorporates projects that are relevant to students' cultural and community
experiences. For instance, coding projects may include ideating apps or games that address local
issues, creating pixel art reflective of students' cultural heritage, or designing a local business.

Teachers may utilize our resources to provide bilingual instruction in both English and Spanish,

RFP NO.: 2000003345 Page 20 of 42 Contract No. C7691
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ensuring that students from non-English speaking households can fully participate and benefit
from the program. Our coding examples and lessons include diverse role models, showcasing
individuals from underrepresented backgrounds in tech, which encourages students to see
themselves reflected in the industry.

DEVICE AGNOSTIC

9 Dots' Get Coding platform is fully device agnostic, functioning seamlessly across different
operating systems and hardware types, such as Chromebooks, tablets, and desktops. This ensures
that students can access coding lessons regardless of their available devices, both at school and at
home. The platform is also optimized for varying internet bandwidth speeds, allowing it to
function efficiently even in households with limited connectivity. This feature is essential for
equitable access, ensuring that students in low-income areas can still fully participate in virtual
or hybrid learning environments.

The platform is also fully integrated with LAUSD’s Learning Management System, Schoology,
meaning that students and teachers can easily log in, track progress, and submit assignments
without needing specialized software or adaptations.

NEXT GENERATION SCIENCE STANDARDS (NGSS)

Our Get Coding program is designed to align with the Next Generation Science Standards
(NGSS), helping students apply coding and computational thinking within a scientific context.
These activities develop critical thinking and problem-solving skills while reinforcing core
science concepts.

Our curriculum fosters inquiry-based learning, where students engage in hands-on coding projects
that mirror the scientific method. By following the engineering design process, students iterate on
their coding solutions, reflecting on their successes and areas for improvement, much like real-
world engineers and scientists.

CORE ELA AND MATH STANDARDS

Get Coding integrates Common Core ELA and Math Standards to enhance students' problem-
solving abilities and understanding of computational thinking. Through coding, students apply
mathematical concepts such as logic, algebraic thinking, and pattern recognition to create
algorithms and solve coding challenges.

The program also incorporates ELA standards by having students document their coding
processes, write reflective summaries of their projects, and present their final projects to peers,
encouraging the development of solid communication and analytical skills. These cross-curricular
activities help students see the relevance of coding beyond computer science, reinforcing its
application in other subject areas and in real-world contexts.

INTERNATIONAL SOCIETY FOR TECHNOLOGY IN EDUCATION (ISTE) STANDARDS

9 Dots ensures that the Get Coding program is aligned with ISTE Standards, promoting digital
citizenship, computational thinking, and creative problem-solving. Through our curriculum,
students develop the critical digital-age skills needed to succeed in today’s technology-driven
world. They learn to be empowered learners, global collaborators, and innovative designers,

RFP NO.: 2000003345 Page 21 of 42 Contract No. C7691
9 Dots Community Learning Center



Docusign Envelope ID: CCE43922-46A0-4F57-991B-E86C0DB8D48F

which positions them to thrive in both academic and professional environments.

For teachers, 9 Dots offers professional development that enables them to integrate technology
into their classrooms more effectively. The platform also provides tools that allow teachers to
customize lessons and monitor student progress, helping them foster a tech-savvy learning
environment that meets ISTE standards.

DELIVERY AND INTERACTION

Interactive Elements and Gamification: Get Coding engages students through interactive lessons
and activities integrating gamification elements. Younger students might engage with point-and-
click coding exercises, while older students advance to more complex text-based coding. These
activities are designed to be developmentally appropriate for each grade level, ensuring that
students are challenged but not overwhelmed.

Interactive features such as simulations, coding puzzles, and real-time feedback help maintain
high levels of student engagement. For example, students might participate in a virtual coding
challenge where they collaboratively solve a digital puzzle, encouraging both teamwork and
critical thinking. These hands-on, inquiry-based activities help students apply coding to real-
world problems, fostering deeper learning.

Teacher Tools: Our goal is for LAUSD teachers with little to no CS background to be self-
sufficient and empowered computer science educators. To that end, our online platform provides
educators with robust tools to monitor and enhance student learning. Teachers can assign
interactive coding lessons, track student progress, and administer formative assessments such as
quizzes, polls, and coding challenges.

Teachers can utilize student dashboards to provide individual student solutions, such as
identifying students who need more support and creating data-informed small groups of
peers. The platform syncs roster data with Schoology in real-time. Additionally, teachers can
modify pre-made lessons, giving them flexibility in delivering instruction.

In-Person and Virtual Options: Get Coding is primarily designed for in-person instruction in
designated classrooms by teachers on campus. This format allows for hands-on, interactive
learning experiences where students can engage directly with coding projects under the guidance
of their teacher. While virtual professional development options are available, we have found that
LAUSD teachers prefer in- person instruction and support. In turn, we focus on providing in-
person training to support LAUSD educators in providing high-quality coding instruction for their
students.

We encourage students to continue learning virtually by accessing coding activities at home on
their LAUSD learning devices. Students can complete many activities independently, which
enables them to continue building their coding skills outside the classroom. In addition, we bring
in virtual guest speakers who share coding projects with students and conduct career-focused Q

and A sessions with students, offering them the opportunity to engage with professionals in the
field.

RFP NO.: 2000003345 Page 22 of 42 Contract No. C7691
9 Dots Community Learning Center



Docusign Envelope ID: CCE43922-46A0-4F57-991B-E86C0DB8D48F

Virtual instruction is only conducted when necessary, such as during COVID-19. Otherwise, our
focus remains on in-person classroom instruction to maximize engagement and hands-on learning
opportunities.

Integration of STEM/STEAM Subjects: While Get Coding is deeply rooted in helping students
build stackable Computer Science skills, it does provide foundation learning in other
STEM/STEAM subjects. For example, our program has helped schools such as Hollywood ES
and Frank Del Olmo ES start robotics programs. Students were easily able to transition into
programming Lego robotics by utilizing the foundational learning they developed in the Get
Coding program.

As another example, we offer 6th-grade students a learning module focused on space and
planetary science, in which they model surface operations similar to NASA’s Perseverance
Rover on Mars. This module allows students to experience how coding can and is applied to
solve real-world challenges in adjacent STEM fields.

These examples demonstrate how computer science serves as a gateway for students to explore
and build skills in additional areas of STEM.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category I Unit Price

Online First

3 %
gfl(:‘f;illllllm & Unlimited Participants /Unlimited Frequency $15,000/ year
Online Platform /Ongoing Duration /Virtual
Support
In-Person Teacher Training: 25 Teachers /Weekly /1-2 days
Engagement per week /In-person + two 4 hour PDs/Hybrid
Program: CS Community Engagement: Unlimited
On-Site ) Participants /Ongoing Frequency /Ongoing Duration

/Hybrid

S t & 35,000/ *
Clélr)rlljr(;luni ty Platform Access: Unlimited Participants 835, yedt
Enoacement & /Unlimited Frequency /Ongoing Duration
oLt [Virtual
Access

* Schools will either pay $15K for the platform support OR $35K for the PD model support,
which includes platform access. We do not ask schools to pay for both in a given year.
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EXHIBIT A
STATEMENT OF WORK

Program Elements

'I'1Apple iPad & Android Tablet Tutoring!!! programs provide students in grades K-12
with experiences and mentoring that will enrich them with an emphasis on education,
future careers, and social-emotional growth. Our programs focus on key components
in a student's life: academic achievement (language arts and math), career exploration,
and visual and performing arts all of which can be offered in person at the various
school sites we partner through Los Angeles Unified School District (LAUSD) grades K-
12th. Active and consistent participation in !!!Apple iPad & Android Tablet
Tutoring!!!'s programs will address the district's goals of meeting or exceeding
proficiency and engagement in academic subjects, attendance and truancy improvement,
provide a college and career readiness experience, development of overall school
safety and positive school climate, as well as promoting overall child wellness. The
program will consist of a ten (10) week residency at the school site with no more than
20 students per session. The program selected will be dependent on the district
partner's needs as per prior agreement and will be ten weeks long, meet for one-hour
sessions delivered for up to five days a week during or after school. The goal of our
programs is to provide students with excellent academic enrichment activities that
keep students engaged by creating a collaborative environment between the school,
parents, and students.

We have provided individualized one-on-one tutoring, small group tutoring, and
enrichment services such as mathematics, music, art, and dance. In the past, we have
partnered and collaborated with schools and community organizations to tutor
students and provide enrichment support at schools, community centers, student
homes, and libraries to help students meet grade-level standards and close
achievement gaps while improving the overall well-being of students' academic
careers and person as a whole. Our program provides K-12 instruction that is aligned
with state-adopted content standards as well as the California K-12 curriculum
frameworks to complement classroom learning. Our lessons are aligned with CA
NSGG standards and CA Common Core Standards for Math and ELA. We use
Houghton Mifflin instructional materials based on the California Board of Education
curriculum adoption process, along with other educational resources, manipulatives,
virtual field trips, and in-house developed lesson plans. Our curriculum supports and
scaffolds different levels of English language proficiency to help ELLs and students
with disabilities improve academically. Our team of trained tutors is skilled at
evaluating student learning to ensure we are providing effective standards-based
instruction. Our goal as a company is to ensure that all members of the community of
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people invested in the student's academic success have regular, specific, and clear
progress reports. Based on the data we collected during the time we serviced urban
K-12th public schools, 2010-2023, 83.9% of students who started our tutoring
program completed tutoring because they were pretested, received tutoring services
to the extent of funding, and took a post-test. Our tutoring service is completed once
the students have taken the post-test. The weighted average shows a 19.5%
improvement in pre-test to post-test scores for English-Language Arts in grades K
through 12 for the first year and 19.6% for the second year. The weighted average
improvement in pre-test to post-test scores for Mathematics in grades K through 12
was 18.7% for the first year and 18.2% for the second year.

"' Apple iPad & Android Tablet Tutoring!!! programs provide students in grades K-12
with experiences and mentoring that will enrich them with an emphasis on education,
future careers, and social-emotional growth. Our programs focus on five key
components in a student's life: academic achievement (language arts and math), career
exploration, and visual and performing arts. Our enrichment and supplemental
services provide students with college readiness, physical/mental wellness, and social
and emotional learning when they partake in our programs. Active and consistent
participation in 11! Apple iPad & Android Tablet Tutoring!! !'s programs will address
the district's goals of meeting or exceeding proficiency and engagement in academics
in subjects, improvement of attendance and truancy, providing a college and career
readiness experience, development an overall school safety and positive school climate,
as well as promoting overall child wellness. The program will be provided at the school
1:20 ratio. Our program will be dependent on the LAUSD partner's needs, our
enrichment providers will meet with students for one- hour session and services will
be delivered for up to five days a week during or after school.

Problem Solvers - Mathematics

"Problem Solvers" is aligned with grades K-12th state standards, common core
standards, and provides practice to improve student proficiency with number sense,
basic operations, algebra, geometry, measurement, mental math, and problem-
solving. The program is designed to be used with students of different grade levels,
and inclusive of all participants regardless of the student's skill level or ability. This
program also prepares students for testing situations by offering practice across a variety
of math strands.

Participating students will have small group tutoring focusing on helping students
meet the achievement gap by reviewing, reinforcing, and re-teaching skills previously
taught to understand the concept of the activity. Students will learn how math relates
to different life situations and careers such as bakers, bankers, restaurant owners, etc.
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Students will master skills in a way that is relatable to them personally and take part
in activities that allow them to see mathematics in play in daily activities. Students
will be provided with opportunities to and will be encouraged to ask questions and
guess while helping them build confidence in Math by creating and building in an
engaging and safe learning environment. Students will be provided with opportunities
to explore, process, think, and solve problems while mastering standards. Virtual field
trips can be scheduled to museums such as The Math and Science Center or the NASA
Jet Propulsion Laboratory so students can make a connection with how math is
important to many aspects of life. Math will be taught in a 1 on 1 setting, small group
of 1 to 5 setting, or large group of 1 to 20.

Visual and Performing Arts

Our Visual and Performing Arts program is structured to educate students through the
use of dance, music, theater, and visual arts. Some activities that our students will
participate in are printmaking, painting, drawing, dance, story writing and improvisation,
reader's theater, music, and crafts. Students can experience the arts through virtual field
trips and recorded musical and theater performances. Student artwork/performances can
be displayed for the school to view or performed during assemblies so that the skills
learned are showcased for their community. Local artists, performers, and art/craft-
centered entrepreneurs may be invited to participate and share their work, skills, and
career experiences with students. Students will be allowed to explore the arts, think, and
explore how Art is not only found in museums, galleries, theater houses, etc. but the
concepts transfer over to architecture and other professional fields.

Our programs allow students to work on developing and mastering 21st Century Skills
such as effective communication, collaboration, critical thinking, and creativity skills
while working on and meeting Common Core Standards. Our enrichment and tutoring
programs allow students to understand and communicate ideas while solving problems
and working with others to create high-quality work.

Our instructors or staff ask questions that are relevant to our participants based on their
experience and culture to introduce a subject, theme, or idea. Our instructors and staff are
aware of the sensitivity and content in enrichment or supplemental instructions to help create
a safe and encouraging learning environment for students. All staff members are considerate
of the cultural and linguistic diversity of the students we work with. All our instruction and
programming contain culturally and linguistically responsive items.

Our curriculum and materials used are based on Common Core Standards for ELA and Math, and
CA NSGG standards. All supplemental instruction material provided to students will help
students meet and develop successfully 2ist Century Skills. All materials used will provide
students with a framework for learning and using transferal skills such as building creativity,
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communication, collaboration, and critical thinking throughout their education and
professional career.

During the 15 years of experience, we have in providing tutoring and enrichment services
we have effectively worked with the instructional leadership of a school and district to
implement plan-aligned strategies and student support services. We have effectively
communicated with schools to better serve and plan the learning goals and expectations they
have for their students. We provide schools with either lessons, or a learning plan for their
students, along with a progress report and a survey regarding our services and lessons to plan,
improve, and meet their academic goals.

A Supervisor will be assigned to the LAUSD Project. This individual will be trained in all
aspects of the program, especially classroom management and safety protocols. This
Supervisor will be responsible for direct oversight of the sites, handling any issues that arise in
student management and satisfaction. This Supervisor shall directly report to our company
regarding any curriculum, student, or instructor issues so that adjustments can be made as
needed.

Our staff will be trained to adjust instruction daily, employ classroom management skills, and
adjust lesson planning and scaffolding of instruction to enhance the classroom experience for
all our students. These adjustments shall be continuous. At the end of the program, an
evaluation questionnaire will be given, and reviewed, and any adjustments in response to
deficiencies will be made for any subsequent programming. This shall hold for the execution
of the program, as well as the curriculum.

" Apple iPad & Android Tablet Tutoring!!! will contact schools to schedule enrichment or
supplemental education sessions that will take place in person, at the school campus. !!! Apple
iPad & Android Tablet Tutoring!!! program manager will make initial contact with the school
administrator to schedule and begin services. Families will be provided with company
contact information to ensure that we are available to address any concerns.

! MApple iPad & Android Tablet Tutoring!!! will assess the student at the beginning of
the services and at the end of services to monitor the progress and growth of the student in
the subject area. The assessment will be both in the form of formative and summative
assessments. We will collect pre and post-survey responses, and review relevant
learning assessments observed during student participation. The instructor evaluates
student progress according to the standards-based learning goals set by the school site or
vendor based on lessons taught during instruction. !!!Apple iPad & Android Tablet
Tutoring!!! will create pre- and post-surveys as the learning assessment to collect student
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data to show the knowledge and skills gained during enrichment or supplemental
activities. Because of individualization, we are often able to not only achieve goals but
also push students beyond their expectations, resulting in even higher academic
achievement. At the end of the program, the results of the assessments will be shared with
the student's family and school to ensure that the positive effects of the enrichment or
supplemental learning continue in the student's classroom. !!!Apple iPad & Android
Tablet Tutoring!!! will prepare monthly and annual impact reports with achievement
data and usage.

I Apple iPad & Android Tablet Tutoring!!! students may take diagnostic assessments
for ELA and math pre-test during their first session to determine academic strengths and
weaknesses. Our pre-test assesses students on the major standards for the appropriate grade
level, which allows us to formulate more precise SLP goals. Using the results of this pre-
test, the results of state testing from the previous year (if known), and parent and school
district feedback, the tutor may design a learning plan aligned with the state standards.
This learning plan will be appropriate to the student's grade level, abilities, language
proficiency and will be reasonable in terms of the timeframe of services. If needed our
office staff may review SLP to ensure that the goals are specific and appropriate and that
each learning plan has been done in consultation with the parent/ guardian signed by the
parent/guardian. SLP's may be made in consultation with the school staff, in person, through
email, or mail as per the requirements of the school for the approval of the SLP. If the
parent needs translation of the SLP, that service will be available, and we will provide a
copy of the form in the parent's native language. A copy of the SLP may be given to the
parent, the school, and the school district.

The Implementation of any of our programs will help increase and promote overall
participation and educational engagement, attendance, and create a safer and positive
school climate. As students become more engaged and continuously work in small
groups or as a whole to complete various projects or activities, they are actively building
confidence. Student attendance will improve as students become more engaged,
interested, and academically challenged the more they participate. Lesson plans will be
written according to each lesson presented and attendance will also be taken, absences
will be addressed, as it is crucial in successful participation of the program. Our staff
will contact parents/guardians to help promote attendance, avoid students becoming
truant, and therefore help students achieve academic success, which leads to college and
career readiness. Students in the program will develop life skills essential to successfully
accessing career opportunities that will enable them to develop positive social behavior,
growth of personal confidence, self-motivation, and increase their motivation to pursue
the desire to lead, serve, and advocate in their school and community through the
experiences they encounter throughout the program and beyond. Their experience and
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participation in our programs will give students confidence as they learn and grow
professionally in a healthy and safe environment. For all our programs we take attendance of
all students with a sign-in sheet. For enrichment programs, an evaluation survey will be taken
by each student. Attendance of students will be taken throughout the program by shaving
students signing on a sign-in sheet.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

Category I Unit Price

$16.00 an hour per student.
Minimum 10 students. No
Maximum # of students.

Customization Unit Cost (include detail on discounts
and Integration  |provided)

Number of participants 1-20 participants per
Frequency /Duration Presentation Mode (In- session, in person, up to 5
Professional person/Virtual/Hybrid) days a week, 1 hour sessions.
Development (include detail on discounts and/or rebates applied |If needed we can extend up to
as applicable) 3 hours

PD is provided at no cost

Implementation | One time and annual costs (include detail on
and Monitoring |discounts provided) WAIVED

Materials, . . .
One time and annual costs (include detail on

:tccense fees, discounts provided) $26.00 per student
Other Costs ltemize
(include detail on discounts provided) IN/A
BASED ON THE NUMBER
Total Annual Cost - This is for 50 hours of service. OF HOURS & STUDENTS
THAT NEED SERVICE
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BrainStorm Studios, LLC dba BrainStorm STEM Education

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS

CATEGORYI: STEM/STEAM ENRICHMENT

Proposal Overview:

BrainStorm STEM Education's proposal for providing grade-level appropriate, standards-based
STEM/STEAM enrichment focuses on creating an engaging and supportive educational environment
through in-person instruction. This direct interaction allows educators to tailor their teaching to meet
individual student needs, fostering a sense of community and collaboration among peers. In-person
instruction enhances student engagement, as learners benefit from immediate feedback and
encouragement. This face-to-face model is designed to cultivate curiosity and motivation, laying a
strong foundation for effective learning in STEM disciplines.

Central to the program is the commitment to integrated hands-on experiences. BrainStorm emphasizes
experiential learning, where students actively participate in projects that blend theoretical knowledge with
practical application. By engaging in hands-on activities, students develop critical thinking and
problem- solving skills, as they are challenged to explore and experiment. This method not only
deepens their understanding of STEM concepts but also highlights the interconnectedness of various
disciplines, demonstrating how science, technology, engineering, and mathematics work together to
solve real-world problems.

To facilitate these enriching activities, BrainStorm will ensure that all equipment and materials
needed for hands-on activities are readily available to students. This logistical support removes
barriers that might prevent full participation, allowing every student to engage equally. The
curriculum heavily integrates the engineering design process, guiding students through stages of
problem identification, brainstorming, prototyping and testing. This structured approach nurtures
creativity and innovation, empowering students to tackle challenges methodically and encouraging
them to view failures as learning opportunities rather than setbacks.

Additionally, the proposal incorporates interactive simulations and virtual “field trips,” which enrich
the learning experience by bridging classroom learning with real-world applications. Interactive
simulations provide students with a safe environment to explore complex concepts and scenarios,
enhancing their understanding through active engagement. Virtual field trips further extend this
experience, offering students a glimpse into STEM careers and environments beyond their
immediate surroundings. By presenting opportunities for students to problem-solve in a real-world
context, the program encourages them to apply their skills to authentic challenges, preparing them
for future success in STEM fields while instilling a sense of relevance and purpose in their
education.
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Program Features

BrainStorm STEM Education is committed to delivering programs that are standards-based, age- and
grade- level appropriate, and inquiry-driven, creating an engaging learning environment where students
can think critically, explore new concepts, process information, and solve real-world problems. To
ensure alignment with educational standards, all programs are designed to meet the Next Generation
Science Standards (NGSS) and Common Core ELA and Math Standards. This ensures that the
curriculum is not only relevant but also rigorous, promoting essential skills that are vital for success in
STEM fields.

The inquiry-driven approach is central to BrainStorm's methodology. Students are encouraged to ask
questions, engage in hands-on experiments, and explore STEM concepts through active participation.
This approach fosters a sense of curiosity and ownership over their learning. By posing real-world
problems and challenges, students learn to apply their knowledge in practical ways, developing critical
thinking and problem-solving skills. Activities are structured to allow for exploration, enabling
students to formulate hypotheses, conduct experiments, analyze results, and draw conclusions,
reinforcing the scientific method and deepening their understanding.

Inclusivity is a core principle of BrainStorm’s programs. All activities are designed to accommodate
diverse student populations, ensuring that learners of all skill levels and abilities can participate
meaningfully. The curriculum incorporates Universal Design for Learning (UDL) principles,
providing multiple means of engagement, representation, and action. This includes offering materials
and resources in various formats, such as visual aids, interactive simulations, and hands-on
manipulatives, allowing students to access the content in ways that best suit their learning preferences.

Furthermore, BrainStorm's staff is trained to recognize and support the unique needs of each student,
including those with special needs or language barriers. By creating a supportive and collaborative
classroom atmosphere, students are encouraged to work together, share ideas, and learn from one another.
This inclusive approach not only enhances individual learning experiences but also fosters a sense of
community among students, allowing them to thrive in a diverse educational environment. Through
these strategies, BrainStorm STEM Education ensures that every student has the opportunity to succeed
and excel in STEM learning.

STEM Lesson Areas of Focus
BrainStorm’s STEM/STEAM enrichment programs cover the following subject matter:

+ Aerospace

¢ Arts

» Biology

+ Chemistry

+ Climate Change

+ Computer Science

+ Earth and space science
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+ Engineering

+ Environmental Education
+ E-Sports

» Local Ecosystems

+ Mathematics

» Multimedia

» Physics

+ Robotics

» Science-Art Integration

» STEAM Camps

LAUSD Program Structure

BrainStorm STEM Education has designed a comprehensive structure for its in-person After-
School Enrichment Programs tailored specifically for LAUSD, ensuring a meaningful and
engaging experience for students. The programs are conducted on campus in designated
classrooms, which provides a familiar and safe environment for students to explore STEM
concepts. Sessions will take place Monday through Friday for one hour after school, typically
scheduled from 3:30 p.m. to 4:30 p.m. This timing allows students to seamlessly transition from
their regular school day to enrichment activities, although the schedule may be adjusted to
accommodate winter, spring, and summer sessions based on the finalized program calendar. The
duration of each enrichment program is structured to last up to 10 weeks, varying according to
the specific grade level. This flexible timeframe enables instructors to cover essential STEM
topics thoroughly, promoting deeper understanding and mastery of the subject matter. Each
session is thoughtfully crafted to build upon previous lessons, ensuring a cohesive learning
journey that encourages curiosity and critical thinking. This continuity is especially beneficial for
young learners, as it fosters sustained engagement and enthusiasm for STEM.

To meet the diverse learning needs of students, the programs are designed for specific grade
spans, including UTK-2, 3-5, 6-8, and 9-12. Each enrichment activity is tailored to be
developmentally appropriate, ensuring that content resonates with students at different stages of
cognitive and social development. By aligning activities with the age and grade level of
participants, BrainStorm maximizes engagement and facilitates effective learning, enabling
students to grasp complex STEM concepts in a relatable manner.

In addition, the programs are structured to maintain a maximum enrollment of 35 students per
session. This limit is crucial for fostering a conducive learning environment, allowing for more
individualized attention and interaction between instructors and students. Smaller class sizes
promote collaboration and active participation, which are essential components of hands-on
STEM learning. By prioritizing manageable group sizes, BrainStorm ensures that every student
receives the guidance and support necessary to thrive in their enrichment experience, ultimately
enhancing their understanding and appreciation of STEM subjects.

Course Structure & Outline
Our interdisciplinary K-6 STEM education program blends dynamic instruction with hands-on
lessons that continuously engage and prepare students for the future.
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The structure of BrainStorm’s courses for elementary classes is based around a hands-on,
experiential learning approach designed to engage students in inquiry-based activities that foster
critical thinking, problem-solving skills, and creativity. The outline below details the service
delivery for each session, broken down by grade level:

Session Outline:
Grade: 1st — 3rd Grade

Introduction (10 minutes):
+ Student welcome and topic introduction.
+ Short interactive discussion of the topic and demonstration of the project steps.
Project: Creation (25 minutes):
+ Hands-on project or experiments related to the topic, such as science experiments, building or
engineering projects, robotics or exploring basic coding concepts with age-appropriate tools.
+ Students are encouraged to explore and ask questions as they engage in the project.
Activity: Exploration (20 minutes):
+ Students are guided through a fun, hands-on activity utilizing the project that students completed
during the Creation phase.
+ Students will continue to explore concepts that were introduced during the Creation phase.
+ Students are encouraged to collaborate and problem-solve together.
Reflection and Wrap-Up (5 minutes):
+ Students share their experiences, observations, and insights from the hands-on activities.
+ Instructors will summarize key learnings and reinforce important concepts.
+ Instructors will also discuss optional extension activities for students to explore further at home.

Session Outline:
Grade: 4th - 6th Grade

Introduction and Concept Exploration (10 minutes):

+ Welcome students and provide an overview of the session objectives.

+ Review to assess prior knowledge and generate interest in the topic.

+ Main concept presentation through a combination of interactive discussions, slideshow
presentations, and hands-on demonstrations.

Project: Creation (25 minutes):

+ Students will be engaged in a guided hands-on project or experiment that reinforces the concepts
introduced earlier, such as conducting a science experiment, building a robot, or solving
engineering challenges.

+ Students will explore and discover solutions independently or in groups of two.

Students are encouraged to brainstorm ideas, propose solutions, and evaluate their effectiveness.

Activity: Exploration (20 minutes):
+ Students are guided through a fun, hands-on activity that utilizes the project that students completed
during the Creation phase.
+ Students will continue to explore concepts that were introduced during the Creation phase.
+ Students are encouraged to collaborate and problem-solve together.
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Reflection and Conclusion (5 minutes):
+ Instructors guide a reflection session where students share their insights, successes, and
challenges encountered during the activities.
¢ Instructors summarize key takeaways and reinforce important concepts.
+ Instructors encourage students to continue exploring the topic outside of the classroom and to
share their findings with their peers.

Overall, the structure of BrainStorm’s STEM courses for elementary classes are designed to create an
engaging and interactive learning environment where students can develop foundational skills in science,
technology, engineering, and mathematics while simultaneously fostering curiosity, creativity,
communication and collaboration with peers.

Course Curriculum

Our research- based, proprietary curriculum is carefully developed around grade appropriate, NGSS-
standard aligned hands-on lessons that are fun, engaging and most importantly classroom proven.
Using inquiry-based lessons, we encourage students to investigate problems, look at different solutions,
make observations, ask questions, test ideas, think critically, and reflect on their work. Through this process,
they are using many of the foundational STEM skills that are a focus of inquiry-based learning.
Integrating math and literacy into inquiry-based STEM processes plays an important role in helping
students overcome gaps in these areas.

Students will engage in experiences that build skills in scientific inquiry and processes. The skills are
influenced by Next Generation Science Standards and independent standards in science learning from
states and other organizations.

BrainStorm’s curriculum integrates expert knowledge, hands-on experience, and innovative teaching
methods to foster a deep understanding and appreciation for science, technology, engineering, and
mathematics. Here's an outline of the curriculum:

Introduction to STEM Concepts:
The curriculum begins with an engaging introduction to the fundamental concepts of STEM through
interactive activities, slideshows, and demonstrations tailored to the specific grade level.

Hands-On Experiments and Projects:

Students engage in a series of hands-on experiments and projects designed to apply theoretical knowledge
to real-world scenarios. These activities cover various STEM disciplines, including biology, physics,
chemistry, coding, robotics, and engineering.

Critical Thinking and Problem-Solving Skills:

Emphasis is placed on developing critical thinking and problem-solving skills through challenging
projects and activities. Students learn to approach problems analytically, formulate hypotheses, and test
solutions systematically.

Collaborative Learning:
Collaborative learning experiences are integrated into the curriculum to encourage teamwork,

RFP NO.: 2000003345 Page 22 of 63 Contract No. C7696
BrainStorm Studios, LLC dba BrainStorm STEM Education



Docusign Envelope ID: 1108487C-62CC-4143-95B9-02C56CBD9874

communication, and cooperation among students. Group projects and discussions allow students to share
ideas, brainstorm solutions, and learn from each other's perspectives.

Technology Integration:

The curriculum incorporates the use of cutting-edge technology tools and resources to enhance learning
experiences. Students learn to utilize software applications, programming languages, robotics systems
and other technologies or tools to explore STEM concepts and create innovative solutions.

STEM Careers Exploration:

Students are introduced to various STEM careers through guest speakers, field trips, and career
exploration activities. They learn about the diverse range of opportunities available in STEM fields and the
skills and qualifications required to pursue these careers.

Inquiry-Based Learning:

Inquiry-based learning approaches are employed to stimulate curiosity and encourage independent
exploration. Students are encouraged to ask questions, test and experiment to deepen their
understanding of STEM concepts.

Overall, the curriculum aims to inspire a lifelong passion for learning in STEM disciplines and equip
elementary students with the knowledge, skills, and confidence to succeed in an increasingly technology-
driven world. From engineering solutions for common problems to studying the wonders of science,
students will be able to build STEM skills while collaborating with peers, through shared STEM mindsets
as they imagine, create, innovate to solve real-world problems through fun, hands-on projects.

Instructional Design
All enrichment and supplemental programs are designed with several key principles in mind to ensure
inclusivity and effectiveness.

1. Universal Design: Activities are designed to accommodate the most diverse range of students as
possible.

2. Accessibility: Information is presented to students in diverse formats to accommodate individual
needs.

3. Sensitivity: Content is designed with thoughtfulness and sensitivity to avoid being distracting or
upsetting to students.

4. Cultural and Linguistic Responsiveness: BrainStorm’s programs and products are designed to
reflect the cultural and linguistic diversity of Los Angeles students.

5. Device Agnostic: BrainStorm’s programs and products are designed to work across various
systems and platforms without special adaptations.

6. Next Generation Science Standards (NGSS): BrainStorm’s programs and products align with
NGSS for science and engineering education.

7. Common Core ELA and Math Standards: BrainStorm’s programs and products are designed to
incorporate ELA and math skills to solve real-world problems.

8. International Society for Technology in Education (ISTE): BrainStorm’s programs and
products align with ISTE standards to enhance digital age skills.

By using this Instructional Design, BrainStorm’s programs and products effectively meet the diverse needs
of LAUSD’s students and promote success and accessibility in STEM education.
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Program Assessment
Evaluation Plan

To evaluate the impact of the STEM program on students, a comprehensive evaluation plan
incorporating both quantitative and qualitative measures would be implemented. Quantitative
assessments would gauge changes in students' STEM knowledge, skills, and attitudes. Qualitative
methods would involve conducting interviews or focus groups with students to understand their
experiences, perceptions, and any changes in their interest or confidence in STEM fields.
Observations of student engagement during program activities and assessments of their project work
would also provide valuable insights into their learning outcomes.

Here is the Evaluation Plan for STEM Program Impact on LAUSD Elementary Students:

a. Goals:
+ Toassess the effectiveness of the STEM program in improving students' understanding and
interest in STEM subjects.

+ Tomeasure any observable changes in students' critical thinking, problem-solving skills, and
creativity as a result of participating in the program.

+ To evaluate the program's ability to engage diverse groups of students, including those
traditionally underrepresented in STEM fields.

+ To gather feedback from teachers, students, and parents to identify strengths and areas for
improvement in the program.

b. Methods:
Assessments:
We administer assessments to measure students' knowledge, skills, and attitudes toward STEM
from our programs.

Observation:
Conduct classroom observations to observe students' engagement levels, collaboration, and
participation during STEM activities.

Project Review:
Review students' work to assess the quality and depth of their STEM- related projects and
activities over time.

Attendance and Participation Records:

We track students' attendance and participation in our programs and events to gauge their level of
engagement.
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¢. Metrics:
Improvement in STEM Knowledge:
Measure the increase in students' scores on STEM assessments or standardized tests.

Changes in Attitudes and Perceptions:
Assess changes in students' attitudes toward STEM subjects, their confidence levels, and their
interest in pursuing STEM-related careers.

Skill Development:
Evaluate improvements in students' critical thinking, problem-solving abilities, and creativity
through observation and assessment.

Diversity and Inclusion:
Track participation rates of students from diverse backgrounds and measure their level of
engagement in the program.

Program Feedback:
Interview transcripts, and focus group discussions to identify themes and trends in stakeholders'
feedback regarding the program's strengths and areas for improvement.

By employing a combination of quantitative and qualitative methods, this evaluation plan aims
to provide a comprehensive understanding of the STEM program's impact on elementary
students while capturing both tangible outcomes and nuanced insights into their experiences.

Schoology Assessments

BrainStorm STEM Education plans to leverage Schoology as a key platform for implementing
formative assessments in its After-School programs at LAUSD. This integration will utilize a variety of
assessment tools, including quizzes and polls, designed to actively engage students while gauging their
understanding of STEM concepts. By embedding these formative assessments within lessons,
educators can gather immediate feedback on student performance, allowing for timely instructional
adjustments based on real- time data.

The Schoology platform enables educators to monitor assessment completion and results in real time.
Teachers will have access to dashboards that provide insights into how students are performing on quizzes
and polls, facilitating a more dynamic and responsive teaching approach. This real-time monitoring allows
educators to identify individual or group challenges, enabling targeted support and interventions as
needed.

Moreover, the platform's grade sync capabilities will automatically score assessments and sync the results
with the District’s LMS, currently Schoology. This feature not only simplifies the grading process but
also ensures that student progress is consistently updated in their academic records. Should the District
choose to adopt a different LMS in the future, BrainStorm's platform is designed to adapt to ensure
continuity and efficiency in data management.

Additionally, Schoology provides insights for teachers on leveraging formative assessments and
dynamic media features to inform instructional next steps. This capability enhances educators' ability to
make data- driven decisions that positively impact student outcomes. Interactive lessons can be designed
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for both teacher-led sessions and independent student work, accommodating diverse learning
preferences and promoting a more personalized learning experience. Through this comprehensive
approach, BrainStorm STEM Education aims to foster an engaging and effective learning environment
that supports all students in their STEM education journey.

PROGRAM ELEMENTS
CATEGORYII: STEM/STEAM

Supplemental Instruction

Proposal Overview

LAUSD teachers can enhance their STEM/STEAM instruction through BrainStorm's innovative STEM
Kits and Robotic Activity Mats, which are designed to deliver grade-level appropriate and standards-
based supplemental instruction. Each kit and activity mat aligns with course content standards, ensuring
that the educational experiences are relevant and applicable to what students are learning in their regular
classes. This alignment is critical for integrating supplemental instruction seamlessly into existing
curricula.

BrainStorm’s approach emphasizes active and integrated hands-on experiences that engage students in
meaningful ways. For example, teachers can utilize the STEM Kits to conduct experiments, build
models, or create projects that illustrate scientific concepts, allowing students to apply their knowledge
practically.

The Robotic Activity Mats introduce coding and robotics through interactive play, encouraging students
to design and troubleshoot their robots in real time, which reinforces their learning through exploration
and experimentation.

Each kit and activity mat comes with all necessary materials, providing teachers with everything
needed to facilitate lessons and activities effectively. This comprehensive approach eliminates barriers
to implementation and allows teachers to focus on delivering engaging content. Additionally, the
incorporation of the engineering design process within the activities fosters critical thinking and
problem- solving skills as students are tasked with designing, testing, and refining their projects.

Furthermore, BrainStorm incorporates interactive simulations and virtual “field trips” within their
programming, offering students immersive learning experiences that extend beyond the classroom.
These elements not only enrich the curriculum but also provide opportunities for real-world problem-
solving. The supplemental instruction is designed to be inquiry-driven, encouraging students to think
critically, explore concepts, and engage in meaningful problem-solving rather than rote
memorization. As part of the proposal, BrainStorm will provide a sample lesson and activity for
District review, demonstrating how these elements come together to create a dynamic and effective
learning experience for students.
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Supplemental Instruction Program Features

BrainStorm's STEM Curriculum and Products are meticulously designed to align with LAUSD's
requirements for supplemental instruction, ensuring comprehensive educational coverage and catering
to a variety of student needs.

Complete Subject Coverage

The STEM Curriculum and Products provide complete coverage of key subjects such as science, technology,
engineering, and mathematics. Each kit is structured to cover fundamental concepts, theories, and practical
applications relevant to the curriculum. By including a wide array of hands-on activities and experiments,
the kits allow teachers to explore subjects in depth, ensuring that all course content is effectively addressed.

Catering to Diverse Learning Abilities

To accommodate various learning ability levels within a given age group or grade level, our STEM
Curriculum and Products are designed with flexibility in mind. Activities range from basic to more
advanced tasks, allowing teachers to differentiate instruction based on individual student needs. This
ensures that all students, regardless of their starting point, can engage with the material and experience
success. Additionally, scaffolded activities help build foundational skills before progressing to more
complex challenges.

Supporting Language Disabilities

BrainStorm’s STEM Curriculum and Products also address the diverse educational needs of pupils with
language disabilities. Materials are designed to be visually engaging and intuitive, incorporating pictures,
diagrams, and interactive components that facilitate understanding. Furthermore, lesson plans are crafted to
include multiple means of representation, ensuring that concepts are conveyed in various ways to
support students who may struggle with traditional text-based instruction.

Reflecting Cultural Pluralism

To meet the diverse educational needs reflective of cultural pluralism, BrainStorm incorporates culturally
relevant examples and scenarios within their STEM Curriculum. Activities encourage collaboration and
communication among students from various backgrounds, promoting an inclusive environment where
all voices are heard. This approach not only enriches the learning experience but also fosters respect for
diverse perspectives.

Integration of Current Technology

Finally, our STEM Curriculum and Products leverage current and relevant technology to further engage
students in interactive learning. Digital components, such as coding challenges and simulations, are
included in many kits, allowing students to apply their learning in innovative ways. This technology
integration not only enhances engagement but also prepares students for the demands of a technology-
driven world.

In summary, BrainStorm's STEM Kits effectively meet LAUSD's requirements by providing
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comprehensive subject coverage, supporting diverse learning needs, and incorporating technology that
fosters interactive and inclusive learning environments.

Welcome to the future of learning with BrainStorm’s STEM Kits! Are you ready to ignite curiosity, inspire
creativity, and unleash the potential of young minds?

Our STEM Kits are carefully crafted to provide endless hours of fun and learning for students of all ages.
From budding scientists to aspiring engineers, there's something for everyone. Dive into the exciting
realms of science, technology, engineering, and mathematics with our easy-to-follow curriculum, step-by-
step instructions and high-quality materials.

Hands-on STEM Projects designed for Schools

Our innovative line of NGSS Standard Aligned STEM Kits are game changers for the classroom. Each
STEM Kit is packed with everything you need for successful hands-on experiences with your students.
Inspire innovation and ignite a passion for STEM through BrainStorm’s fun and educational kits. Real
Science. Real Fun!

Turn-Key STEM Experiences

Elevate your classes with awesome and low-prep projects that teach real STEM concepts. Create instant
engagement and learning for your students. Create instant engagement and learning for your students as
they build an eco-friendly solar car, engineer a wooden catapult and even launch air-powered rockets.
All of our kits are designed with a play-based approach that helps students discover STEM concepts in a
way that is kid-friendly and fun.

Expert Educators

BrainStorm’s STEM Kits are the perfect way to create successful STEM experiences for your students.
Each kit is thoughtfully designed by our expert team of STEM Educators to create engaging STEM
activities that really work in the classroom. BrainStorm’s foundation is rooted in the classroom and our
products are based on over 14 years of experience teaching cutting-edge, hands-on STEM programs in
the nations top school districts. Each of our STEM Kit’s reflect our tremendous expertise and experience
resulting in amazing projects that are both fun and educational.

Awesome meets Affordable

The main two factors preventing the widespread adoption of STEM Education in classrooms are cost and
complexity. With schools struggling to cover the costs of existing programs, implementing a STEM
program becomes an even more challenging prospect. Our STEM Kits provide an affordable, turn-key
pathway to high-quality, hands-on STEM lessons for 1st-6th schools. Each of our kits are reusable and are
made of durable, long-lasting birch wood.

How They Work

Each STEM kit comes with a building project, kid-friendly step-by-step instructions, quality parts, and
everything you need to create amazing experiences. They are tested in real schools so they are clean, fun,
fast, safe, and easy —all while exploring STEM topics like engineering and design. Each of our kits offer
multiple challenges and extension opportunities to provide hours of use. They are sustainable, affordable,
and reusable!
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NGSS Aligned

BrainStorm Hands-on STEM Kits have gained the trust of schools nationwide for their engaging and
educational nature. Each of BrainStorm’s STEM Kits are specifically designed to align to NGSS and other
State standards. These kits are specifically designed to provide students with hands-on experiences in
science, technology, engineering, and mathematics (STEM) subjects.

Key STEM Kit Qualities:

Easy to Use:
Our kits are easy to build and reuse making successful STEM experiences easy and accessible for any
educator.

Clear Learning Objectives:
Our products establish clear, measurable learning objectives aligned with NGSS standards and
21st- century skills such as critical thinking, communication, collaboration, and creativity.

Inquiry-Based Learning:

Inquiry-based learning approaches are employed to stimulate curiosity and encourage independent
exploration. Students are encouraged to ask questions, test and experiment to deepen their
understanding of STEM concepts.

Differentiated Instruction:

We recognize that students have diverse learning needs and abilities, so our products employ
differentiated instructional strategies to ensure that each student is appropriately challenged and
supported to achieve their goal.

Authentic Learning Experiences:
Our products create real-world, authentic learning experiences that enable students to apply their
knowledge and skills in meaningful contexts.

Technology Integration:
Given the importance of technology in the 21st century, our products integrate different technologies
to provide opportunities for students to develop technical skills relevant to their future careers.

Career Awareness and Exploration:

Our products expose students to a wide range of career pathways and opportunities through hands-
on activities. This helps students understand the relevance of their learning to future career paths
and fosters a sense of purpose and motivation.

BrainStorm’s STEM Kits inspire a lifelong passion for learning in STEM disciplines and equip
students with the knowledge, skills, and confidence to succeed in an increasingly technology-
driven world.
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Curriculum & Instructions

Comprehensive Curriculum

Our STEM Kits and research- based curriculum have been carefully developed around grade
appropriate, NGSS-standard aligned hands-on lessons that are fun, engaging and most importantly
classroom proven. Our STEM Kit curriculum integrates expert knowledge, hands-on experience, and
innovative teaching methods to foster a deep understanding and appreciation for science, technology,
engineering, and mathematics. Using inquiry-based lessons, we encourage students to investigate
problems, look at different solutions, make observations, ask questions, test ideas, think critically, and
reflect on their work. Through this process, they are using many of the foundational STEM skills that are a
focus of inquiry-based learning. A comprehensive Educator Guide that includes a complete curriculum
and activity guide are included with each classroom pack.

Professional Development

We understand that creating an effective Professional Development program for teachers is a crucial step
in enhancing their skills and expertise, which ultimately benefits both students and the education system
as a whole. We launch each program with engaging in-person Professional Development sessions that are
intensely focused on hands-on instruction and follow established and effective principles of high-quality
Professional Development programs. The goals of which are to increase the knowledge base for educators,
as well as develop confidence with the new curriculum, hardware, and instructional methodologies they
will be implementing.

BrainStorm will offer professional development opportunities through both in-person and virtual
workshops. This allows teachers to choose the options that best suit their needs and learning styles.

Our professional development programs are aimed at helping educators grow their skills, increase their
effectiveness in their current roles, and prepare for future responsibilities. Our professional development
program includes: In-Person PD Workshops, Virtual Workshops and On-Demand Video Training.
During the training sessions, educators will be hands-on with the STEM Kits or Robotic Activity Mats, as
well as the curriculum throughout the training. Each session will include small group activities, as well
as dedicated time for discussion and collaboration. This practical experience is crucial for understanding
how to integrate BrainStorm’s STEM Kits or Robotics Activity Mats into their classrooms effectively.

Schoology LMS

BrainStorm plans to leverage Schoology, LAUSD's designated Learning Management System
(LMS), to facilitate access to lessons and tasks related to our STEM Kits and Robotic Activity Mats. By
integrating with Schoology, BrainStorm ensures that all educational materials are centralized in a single,
user-friendly platform that students can easily navigate and aligns with LAUSD’s current LMS platform.
This streamlined access will enhance the learning experience, making it easier for students to engage with
content and complete assignments.

The platform will feature resources that align with California's educational standards, ensuring that the
content is not only engaging but also educationally rigorous. To support educators, BrainStorm will
implement robust reporting structures within Schoology. These reports will provide valuable insights
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into student engagement and performance, allowing teachers to monitor progress in real-time. This data-
driven approach will empower teachers to tailor their instruction to meet the diverse needs of their
students effectively.

Furthermore, BrainStorm is committed to upholding all security protocols established by LAUSD. This
includes ensuring that student data is protected and that access to lessons and materials is secure. By
adhering to these protocols, BrainStorm aims to create a safe and supportive learning environment for
all students. Overall, the integration of BrainStorm's STEM education resources into Schoology
represents a significant step towards enhancing STEM learning opportunities for LAUSD students
while maintaining the highest standards of security and educational integrity.
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EXHIBIT B

PAYMENT SCHEDULE

CATEGORY I: PRICE PROPOSAL
After-School Enrichment Program

1 Day per Week / Up to 20 Students per Class
Grades 1 - 3" or Grades 4 6™

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative
(G&A), profit, and other relevant costs.

(include detail on discounts provided)

Category | Unit Price
Custom|zat|c_>n Unit Cost (include detail on discounts provided) | Included
and Integration
Number of participants
Frequency /Duration Presentation Mode
Professional (!n-person/VqtuaI/Hybnd)
Development (include detail on discounts and/or rebates N/A
applied as applicable)
8 Weeks 9 Weeks | 10 Weeks
WA @? 20 20 20
Students
Student to 20:01 20:01 20:01
Instructor (1 Instr. per (1 Instr. per (1 Instr. per
Ratio Class) Class) Class)
—— 60 Minutes 60 Minutes 60 Minutes
Length
Implemeptaﬁon Qne time and gnnual costs (include detail on Course 1 Day per 1 Day per 1 Day per
and Monitoring discounts provided) Week Week Week
Length 8 Weeks 9 Weeks 10 Weeks
Total 60
Minut 8 Total 9 Total 10 Total
nute Classes Classes Classes
Classes
Price $3200 $3600 $4000
Discount 6% OFF 8% OFF 10% OFF
Pn_c e After $3008 $3312 $3600
Discount
Materials, license | One time and annual costs (include detail on
. : Included
fees, etc. discounts provided)
Required One time and annual costs (include detail on
) . : Included
Equipment discounts provided)
Other Costs Itemize Included

Total Annual Cost

Based on Program(s) Selected
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CATEGORY I: PRICE PROPOSAL
After-School Enrichment Program

1 Day per Week / Up to 35 Students per Class
Grades 1 - 3" or Grades 4 6™

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative

(G&A), profit, and other relevant costs.

(include detail on discounts provided)

Category | Unit Price
Customization Unit Cost (include detail on discounts
. : Included
and Integration provided)
Number of participants
Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates N/A
applied as applicable)
8 Weeks 9 Weeks | 10 Weeks
WA @? 35 35 35
Students
Student to 20:01 20:01 20:01
Instructor (2 Instr. per (2 Instr. per (2 Instr. per
Ratio Class) Class) Class)
—— 60 Minutes 60 Minutes 60 Minutes
Length
. . . . 1 Day per 1 Day per 1 Day per
Implementation One time and annual costs (include detail on Course Week Week Week
and Monitoring discounts provided) Length 8 Weeks 8 Weeks 8 Weeks
Total 60
Minut 8 Total 9 Total 10 Total
nute Classes Classes Classes
Classes
Price $5320 $5985 $6650
Discount 6% 8% 10%
Pn_c e After $5000 $5506 $5985
Discount
Materials, license | One time and annual costs (include detail on
: i Included
fees, etc. discounts provided)
Required One time and annual costs (include detail on
) : : Included
Equipment discounts provided)
Other Costs ltemize Included

Total Annual Cost

Based on Program(s) Selected
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CATEGORY I: PRICE PROPOSAL

After-School Enrichment Program

5 Days per Week / Up to 20 Students per Class
Grades 1% — 3" or Grades 4™- 6th

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative

(G&A), profit, and other relevant costs.

(include detail on discounts provided)

Category | Unit Price
Customization Unit Cost (include detail on discounts
) . Included
and Integration provided)
Number of participants
Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates N/A
applied as applicable)
8 Weeks 9 Weeks | 10 Weeks
WS 20 20 20
Students
Student to 20:01 20:01 20:01
Instructor (1 Instr. per (1 Instr. per (1 Instr. per
Ratio Class) Class) Class)
—— 60 Minutes 60 Minutes 60 Minutes
Length
Implementation One time and annual costs (include detail on M-F M-F M-F
and Monitoring discounts provided) Course (5 Days / (5 Days / (5 Days /
Length Wk) Wk) Wk)
8 Weeks 9 Weeks 10 Weeks
Total 60
Minute 40 Total 45 Total 50 Total
Classes Classes Classes
Classes
Price $15200 $17100 $19000
Discount 6% 8% 10%
Pn_c e After $14288 $15732 $17100
Discount
Materials, fees, One time and annual costs (include detail on
. ; Included
etc. discounts provided)
Required One time and annual costs (include detail on
) : i Included
Equipment discounts provided)
Other Costs ltemize Included

Total Annual Cost

Based on Program(s) Selected
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CATEGORY I: PRICE PROPOSAL

After-School Enrichment Program

5 Days per Week / Up to 35 Students per Class
Grades 1% — 3™ or Grades 4™- 6th

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative
(G&A), profit, and other relevant costs.

Category |

(include detail on discounts provided)

Unit Price
Customization Unit Cost (include detail on discounts
) . Included
and Integration provided)
Number of participants
Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates N/A
applied as applicable)
8 Weeks 9 Weeks | 10 Weeks
WA @? 35 35 35
Students
Student to 20:01 20:01 20:01
Instructor (2 Instr. per (2 Instr. per (2 Instr. per
Ratio Class) Class) Class)
LesEn 60 Minutes 60 Minutes 60 Minutes
Length
Implementation | One time and annual costs (include detail on s (SI\S'F / (51\];” ) (SI\S'F /
and Monitorin discounts provided ays ays ays
g p ) et W) WK) Wk)
8 Weeks 9 Weeks 10 Weeks
Total 60
Minut 40 Total 45 Total 50 Total
nute Classes Classes Classes
Classes
Price $26180 $28350 $31500
Discount 6% 8% 10%
Pn_c e After $25200 $26082 $28350
Discount
Materials, license | One time and annual costs (include detail on
: i Included
fees, etc. discounts provided)
Required One time and annual costs (include detail on
) : i Included
Equipment discounts provided)
Other Costs ltemize Included

Total Annual Cost

Based on Program(s) Selected
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CATEGORY I: PRICE PROPOSAL
Summer Programs

5 Days per Week

/ Up to 20 Students per Class

Grades 1% — 3" or Grades 4"- 6™

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

(include detail on discounts provided)

Category | Unit Price
Customization Unit Cost (include detail on discounts
; . Included
and Integration | provided)
Number of participants
Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates N/A
applied as applicable)
4 Weeks | 5Weeks | 6 Weeks
Max # of
20 20 20
Students
Student to 20:01 20:01 20:01
Instructor (1 Instr. per | (1Instr. per | (1 Instr. per
Ratio Class) Class) Class)
Lesson 180 Minutes | 180 Minutes | 180 Minutes
Length per Day per Day per Day
Implementation | One time and annual costs (include detail on M M MT
and Monitoring | discounts provided) Course (5 Days/ (5 Days/ (5 Days/
Length Wk) Wk) Wk)
4 Weeks 5 Weeks 6 Weeks
Total 60
Minut 20 Total 25 Total 30 Total
nute Classes Classes Classes
Classes
Price $19200 $24000 $28800
Discount 6% 8% 10%
Pn,c RANIER $18048 $22080 $25920
Discount
I\_/Iatenals, One time and annual costs (include detail on
license fees, . . Included
otc. discounts provided)
Required One time and annual costs (include detail on
) . : Included
Equipment discounts provided)
Other Costs Itemize Included

Total Annual Cost

Based on Program(s) Selected
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CATEGORY I: PRICE PROPOSAL
Summer Programs

5 Days per Week / Up to 35 Students per Class
Grades 1% — 3" or Grades 4®- 6

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative

(G&A), profit, and other relevant costs.

Category | Unit Price
Customization Unit Cost (include detail on discounts
) : Included
and Integration provided)
Number of participants
Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates N/A
applied as applicable)
4 Weeks 5 Weeks 6 Weeks
Max # of
35 35 35
Students
Student to 20:01 20:01 20:01
Instructor (2 Instr. per (2 Instr. per | (2 Instr. per
Ratio Class) Class) Class)
Lesson 180 Minutes 180 Minutes 180 Minutes
Length per Day per Day per Day
Implementation One time and annual costs (include detail on MT MT MF
and Monitoring discounts provided) Course (5 Days / (5 Days / (5 Days /
Length Wk) Wk) Wk)
4 Weeks 5 Weeks 6 Weeks
Total 60
Minut 20 Total 25 Total 30 Total
iU Classes Classes Classes
Classes
Price $31500 $39375 $47250
Discount 6% 8% 10%
Pn_c e After $29610 $36225 $42525
Discount
Materials, fees, One time and annual costs (include detail on
. i Included
etc. discounts provided)
Required One time and annual costs (include detail on
. . : Included
Equipment discounts provided)
Other Costs ltemize Included

(include detail on discounts provided)

Total Annual Cost

Based on Program(s) Selected

RFP NO.: 2000003345

Page 37 of 63

BrainStorm Studios, LLC dba BrainStorm STEM Education

Contract No. C7696




Docusign Envelope ID: 1108487C-62CC-4143-95B9-02C56CBD9874

CATEGORY I: PRICE PROPOSAL
Spring and Winter Programs

3 Days per Week / Up to 20 Students per Class
Grades 1% — 3" or Grades 4™- 6th

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative
(G&A), profit, and other relevant costs.

Category | Unit Price
Customization Unit Cost (include detail on discounts
: . Included
and Integration provided)
Number of participants
Frequency /Duration Presentation Mode
(In-person/Virtual/Hybrid)
Professional (include detail on discounts and/or rebates
Development applied as applicable) N/A
3 Days
Max # of 20
Students
Student to 20:01
Instructor (1 Instr. per
Ratio Class)
Lesson 180 Minutes
. ) . . Length per Day
Implementation One time and annual costs (include detail on C
and Monitoring discounts provided) ourse 3 Days
Length
Total 60
. 3 Total
Minute Cl
asses
Classes
Price $3060
Discount 6%
Pr1.ce After $2876
Discount
Materials, fees, One time and annual costs (include detail on
. : Included
etc. discounts provided)
Required One time and annual costs (include detail on
: . : Included
Equipment discounts provided)
Itemize
Other Costs (include detail on discounts provided) Included
Total Annual Cost Based on Program(s) Selected
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CATEGORY I: PRICE PROPOSAL
Spring and Winter Programs

3 Days per Week / Up to 35 Students per Class
Grades 1% — 3™ or Grades 4™- 6

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative
(G&A), profit, and other relevant costs.

Category | Unit Price
Customization Unit Cost (include detail on discounts
. . Included
and Integration provided)
Number of participants
Frequency /Duration Presentation Mode
) (In-person/Virtual/Hybrid)
Professional (include detail on discounts and/or rebates
Development applied as applicable) N/A
3 Days
Max # of 35
Students
Student to 20:01
Instructor (2 Instr. per
Ratio Class)
Lesson 180 Minutes
. . . ) Length per Day
Implementation One time and annual costs (include detail on C
and Monitoring discounts provided) ourse 3 Days
Length
Total 60 3 Total
. ota
Minute Classes
Classes
Price $5040
Discount 6%
PnFe After $4737
Discount
Materials, One time and annual costs (include detail on
; . ; Included
license fees, etc. | discounts provided)
Required One time and annual costs (include detail on
\ . ; Included
Equipment discounts provided)
ltemize
Other Costs (include detail on discounts provided) Included
Total Annual Cost Based on Program(s) Selected
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EXHIBIT B

PAYMENT SCHEDULE

CATEGORY II: PRICE PROPOSAL
SUPPLMENTAL PROGRAM - BrainStorm STEM Kits

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category Il Unit Price
Customization and | Unit Cost (include detail on discounts

: . Included
Integration provided)

Professional
Development

Number of 35

participants

Frequency Offered 1-4 times
/Duration per Semester or
Presentation more as needed.
Mode

(In-person (In-person or

/Virtual / Hybrid)
(include detail on
discounts and/or
rebates applied
as applicable)

Virtual)
10% Discount

One-Day Professional Development
(All Kit Taught)
(8 Hour In-Person)
$160 — 10% OFF = $144 per Educator

2 Hour Professional Development
(Virtual, 2 Kits Taught per 2 Hours)

Each 2 Hour Session Focuses on 2 Different Kits

$30 — 10% OFF = $27 per Educator

Implementation and
Monitoring

One time and annual costs (include detail
on discounts provided)

Included

Materials, fees, etc.

One time and annual costs (include detail
on discounts provided)

Final Price
w/ 10%
Discount

Price per
Class
10 Pack

Class Pack
Options

Catapult
STEM Kit
Class 10 Pack

$249.99 $225.00

Rocketry
STEM Kit
Class 10 Pack

$249.99 $225.00

Circuitry
STEM Kit
Class 10 Pack

$249.99 $225.00

Solar Oven
STEM Kit
Class 10 Pack

$299.99 $270.00

Energy
Dragster
STEM Kit
Class 10 Pack

$299.99 $270.00

‘Wind Turbine

STEM Kit $349.99

$315.00
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Class 10 Pack

Seed Science

STEM Kit $349.99 $315.00
Class 10 Pack
Earthquake
Engineering
STEM Kit $349.99 $315.00

Class 10 Pack

Solar Racer
STEM Kit $349.99 $315.00
Class 10 Pack

Required One time and annual costs (include detail

Equipment on discounts provided) N/A
ltemize
Other Costs (include detail on discounts provided) N/A
Total Annual Cost Based on Total Order Quantity
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CATEGORY II: PRICE PROPOSAL
SUPPLMENTAL PROGRAM — Robotics Activity Mats

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative
(G&A), profit, and other relevant costs.

Category I Unit Price
Customization and | ;4 cogt (include detail on discounts provided) Included
Integration

Professional
Development

Number of 35
participants

Frequency 1-4 times per
/Duration Semester
Presentation

Mode

(In-person (In-person
/Virtual / Hybrid) [ /Virtual)

(include detail on | 10% Discount
discounts and/or
rebates applied

as applicable)

One-Day Professional
Development (All Mats Taught)
(8 Hour In-Person)
$160 — 10% OFF = $144 per
Educator

2 Hour Professional
Development
(Virtual, 2 Mats Taught per 2

HOUI'S) Each 2 Hour Session Focuses on 2
Different Mats

$30 — 10% OFF = $27 per

Educator
Implementation One time and annual costs (include detail on
and Monitoring discounts provided)
Robotics Mat Class Mat Class
. Packs (4 Pack
Activity . .
Mats Mats per Final Price w/
a Pack) 10% Discount
. $796 w/
Robotic Game $716.40
Maze .
Pieces
$796 w/
Adv. Robot |- $716.40
Factory Mat .
Pieces
. . . . . Bee Maze
Materials, license | One time and annual costs (include detail on Mat $700.00 $630.00
fees, etc. discounts provided) Becks
eenve $700.00 $630.00
Mat
Sea Savers $796 wi
Game $716.40
Mat .
Pieces
Mission to $796 wi
Game $716.40
Mars Mat .
Pieces
. $796 w/
H
abitat Game $716.40
Helpers Mat .
Pieces
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(include detail on discounts provided)

$796 w/
Robot Game $716.40
Rescue Mat .
Pieces
$796 w/
Golf Mat Game $716.40
Pieces
$796 w/
Soccer Mat Game $716.40
Pieces
Build &
Battle Mat $700.00 $630.00
Robot
Factory Mat $700.00 $630.00
Required One time and annual costs (include detail on
. . i N/A
Equipment discounts provided)
Other Costs Itemize N/A

Total Annual Cost

Based on Total Order Quantity
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CF Fitness Inc.

EXHIBIT A
STATEMENT OF WORK

Structured Courses

CF Fitness utilizes a block scheduling format. CFF’s programs are offered before, during recess
and after school to provide students with recreational/organized sports and enrichment activities
in a safe, supportive, and supervised environment with field experts. CFF’s program focuses on
guided support and a diverse range of enrichment programs based on student interests. CFF
coaches aim to build enthusiasm towards physical education and establish positive relationships
with peers. Programming is made available to all students attending the school site regardless of
disability.

The program also provides services to families, with an emphasis on increasing adult family
member engagement to improve students’ academic progress.

Each of our sites are managed by full-time CFF staff who are recruited as part-time CFF
Coaches. CF Fitness coaches can manage up to 35*1 group ratio as low as 1*3 ratio to ensure
that students are following safety protocols and using appropriate equipment. Students are
divided by age or grade level to ensure fair and engaging competition.

CF Fitness Program Objectives:

A. Facilitate a safe and supportive environment

B. Establish an active and engaged student population with leading by example, role modeling,
positive reinforcement

C. Students expound on their skillset with CFF by developing knowledge and hands on practice
for the following topics: Health and Nutrition, Physical Education, Skills Development,
Interpersonal Relationships, Self-Awareness and Confidence, Self-Sufficiency, Academic
Skills

D. CFF coaches will cross train older students interested in the C.I.T. (Coach in Training)
leadership program to enhance game areas and develop peer mentorship skills.

E. CFF values diversity, equity, and inclusion at all times. CFF staff offer and modify programs
for students of all physical abilities, sexual orientation and/or gender identity and
expression.

F. CFF recruits, trains, and retains highly qualified staff to meet all the school District
requirements.
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G. CFF establishes collaborative partnerships with school administrators, parents, and external
stakeholders to provide a robust physical education experience for students.

H. CFF has an experienced Management team with a wealth of knowledge that are trained and
equipped to handle all aspects of business implementation CFF Owner personally visits the
sites during the first week of school to ensure program execution is rolled out per standard.

PROGRAM MODEL #1: STEM/STEAM ENRICHMENT & SUPPLEMENTAL
INSTRUCTION PROGRAM

STEAM E-Sports and Strategy Games

Program Details: Sports and Strategy Games

Grades Served: Kindergarten to 8th Grade

Duration: 30-minute to one-hour sessions

Available: Daily or several times a week over the course of 1 to 9 months throughout the year

Our STEAM e-sports and strategy games program is strategically designed to provide enriching
experiences that align seamlessly with the LAUSD District’s strategic plan priorities. By
integrating gaming into the educational framework, we create a dynamic platform that fosters
critical thinking, teamwork, and problem-solving skills essential for today’s learners.
Participating in e-sports offers students an engaging way to connect with their peers while
developing vital skills. As they strategize and collaborate to overcome challenges, students learn
the importance of communication, leadership, and adaptability. As students engage in gameplay,
they also explore new interests, such as game design and coding, broadening their horizons and
nurturing a love for learning that extends beyond the classroom. Our structured competitions
create an enjoyable yet educational environment, linking participation in esports to improved
performance in subjects like mathematics and science, as students apply these concepts in
strategic gameplay. E sports programs offer a constructive way for students to spend their after-
school hours, keeping them engaged, active, and away from potentially harmful activities.

PROGRAM MODEL #2: SCIENCE ARTS AND MULTIMEDIA

Program Details: Computer Science Arts and Multimedia

Grades Served: Kindergarten to 8th Grade

Duration: 30-minute to one-hour sessions

Available: Daily or several times a week over the course of 1 to 9 months throughout the year

The CF Fitness Arts and Multimedia program invites participants to embark on a personalized
journey that delves into creative expression and digital media. Students will learn the basics of
visual arts, music creation, and multimedia storytelling. To boost interest and engagement, they
are encouraged to choose specific topics for exploration and discussion, such as contemporary
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music, films, or various artistic movements. Through this program, participants will enhance
their critical thinking and problem-solving abilities while learning to create and evaluate
multimedia projects.

For our middle and high school students, we facilitate a hands-on experience where they can
work on esports-related initiatives, such as organizing a gaming tournament or producing
content for streaming platforms. This practical approach allows them to apply their artistic and
multimedia skills in real-world contexts. Under the mentorship of experienced CF Fitness staff,
students will be guided through the steps of conceptualizing, designing, and executing their
projects.

Program Elements
CF Fitness has a comprehensive plan in place to deliver STEAM enrichment services focused on

e-sports, arts, and multimedia. Currently, we have established a robust curriculum that
integrates these topics seamlessly, providing students with hands-on experiences and practical
applications. CF Fitness provides a comprehensive supplemental physical activities program for
students from TK through Grade 12, designed to be inclusive and accessible to all participants,
regardless of their skill levels and abilities. Our program encompasses a wide range of activities,
including team sports, individual fitness challenges, for making swift, fair judgments in
competitive settings. Additionally, creative projects in team branding and marketing allow
students to explore the business side of athletics, enhancing their artistic talents and knowledge
of audience engagement. Overall, this multifaceted approach not only promotes physical fitness
but also fosters a comprehensive understanding of the intricate connections between sports,
academics, and potential career opportunities in the sports industry and beyond.

E-Sports

Participants dive into various gaming titles, taking part in organized tournaments and practice
sessions that not only sharpen their gaming skills but also delve into the intricacies of game
design, coding, and the mathematical concepts behind game mechanics. Workshops emphasize
collaboration, communication, and problem-solving, equipping students to function effectively
in teams, whether in-game or in real- world projects.

Beyond gameplay, the program integrates digital literacy and critical thinking through lessons on
streaming, content creation, and the entrepreneurial aspects of Esports. Students explore
broadcasting techniques, social media strategies, and community engagement, gaining insights
into the intersection of technology and marketing within the growing Esports industry. This
comprehensive approach not only fosters a deeper appreciation for gaming as a viable career
path but also cultivates a sense of community and sportsmanship among participants, making
Esports a significant addition to the STEAM educational landscape.

Partnerships & Community Collaborations
CF Fitness routinely seeks partnerships with educational institutions, technology companies, and

community organizations to leverage resources and expertise, ensuring that our programs are
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relevant and impactful. Additionally, partnerships with technology firms allow us to integrate
cutting-edge tools and platforms into our virtual lessons, providing students with access to the
latest innovations in STEM/STEAM education. These collaborations also facilitate guest speaker
opportunities, where industry professionals can share real-world insights and experiences,
enriching the students' understanding of the subject matter.

By working with non-profit organizations dedicated to promoting diversity and inclusion in
STEM fields, we ensure that our programs are accessible to all students, regardless of their
background. This commitment to partnership not only enhances the quality of our educational
offerings but also raises a sense of community and shared purpose, ultimately creating a more
dynamic and engaging learning environment for students. Through these strategic
collaborations, we strive to bring added value to our programs, equipping students with the
knowledge and skills they need to succeed in an increasingly technology-driven world.

CF Fitness Online Platform

Through CF Fitness Online Platform, educators can deliver comprehensive lessons that
encompass various STEM and STEAM disciplines, allowing for a multidisciplinary approach to
education. The program utilizes real-time instructional methods, enabling teachers to facilitate
live classes, provide immediate feedback, and adapt lessons based on student needs during the
session. This dynamic approach ensures that students are not only receiving high-quality content
but are also able to participate actively, ask questions, and collaborate with peers. Video
tutorials resources are available for both parents and school administrators on the platform to
enhance wrap around services. The platform is available in both English and Spanish. All online
resources have the ability to be added to the District Learning Management System, pending
LAUSD approval.

Enrichment Activities- Virtual Based

CF Fitness facilitates daily enrichment activities through a district approved video conferencing
tool. The program structure matches the district’s school year, with the program duration up to

10 weeks for students K-12. For students 9-12, an additional teacher led component is added to
bring additional value and guide the class through appropriate content.

Measurement Based Care
Interpersonal skills such as respect for self and others, goal setting, resiliency, confidence, s tress

management, and effective strategizing are all evaluated by CF coaches. Soft skills such as
teamwork, problem solving, stress and management, sportsmanship, leadership, cooperation, and
managing competition are skills conducive to academic success. CFF Staff coach and mentor
students to receive constructive feedback well, take initiative, and increase personal motivation.

Evaluation Metrics

Interpersonal skills such as respect for self and others, goal setting, resiliency, confidence, stress
management, and effective strategizing are all evaluated by CF Fitness coaches. Soft skills such
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as teamwork, problem solving, stress and management, sportsmanship, leadership, cooperation,
and managing competition are skills conducive to academic success. CFF Staff coach and
mentor students to receive constructive feedback well, take initiative, and increase personal
motivation.

External Research Studies

External studies at local Universities compared and contrasted students enrolled in CFF
programming vs students not enrolled in the program. Researchers found improvements in the
following domains: locomotor skills, school attendance, self-esteem, connection to school. And
improved classroom behavior.

Continuous Quality Improvement

CFF evaluates program outcomes on a weekly, monthly, quarterly, and annual basis. Key
performance indicators include areas student attendance rate, program participation, mastery of
the physical education units, referrals to the principal’s office, and client/stakeholder satisfaction
scores.

CFF works with a third-party vendor to conduct routine audits on data management, progress
reporting, and meeting all identified goals as contracted. Quarterly reports are provided to school
administrations managing achievements, challenges, and any remedy plans to stay proactive in
mitigating problems before they arise. CFF aims to enhance service operations and achieve
sustainable performance improvements over time.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,

general, and administrative (G&A), profit, and other relevant costs.

Category | Unit Price
Customization Unit Cost (include detail on discounts $90 hourly
and Integration | provided)
Number of participants
Frequency /Duration Presentation Mode In Person - 10 kids
Professional (In-person/Virtual/Hybrid) minimum and 30 kids
Development (include detail on discounts and/or rebates max
applied as applicable)
Implementation | One time and annual costs (include detail on
and Monitoring | discounts provided) 0
Materials, . . .
: One time and annual costs (include detail on
license fees, : : 0
discounts provided)
etc.
Required One time and annual costs (include detail on 0
Equipment discounts provided)
Itemize
0
Other Costs (include detail on discounts provided)
Total Annual Cost $90 hourly
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CodeCampus LLC

EXHIBIT A
STATEMENT OF WORK

Program Elements
Proposed STEAM Enrichment Lessons

codeCampus, with its strong commitment to STEAM education, proposes to deliver a
comprehensive range of expert, instructor-led programs to meet the diverse needs of
students in the Los Angeles Unified School District. Our programs are designed to
empower students with hands-on, technology-focused learning experiences.

The District’s students will engage with curriculum that equips them with technology
skills that are foundational to learning and careers in the 21st century, including
software development, web development, digital design, engineering, robotics, and
more.

All our core computer science curriculum is completely aligned to students’ grade level
Common Core mathematics and literacy standards. For example, we teach 3rd grade
students how to build a software application that can calculate the area and perimeter
given the length of its side; 4th graders create a computer game that generates random
divisible pairs, then allows them to advance in the game if they divide the numbers
correctly; 2nd graders use animation to tell stories, etc.

Our Robotics and Maker Engineering courses, meanwhile, are built off of the NGSS (for
instance, creating pulley systems, bridges, catapults, and other mechanical and physics-
based structures). Finally, our Digital Art curriculum is 100% aligned to the California
Art Standards.

codeCampus courses offered include:

e Coding (Grades TK-8): Students will engage in block-based programming to
create computer games, apps, and animations, fostering computational thinking
and creativity.

e Minecraft Engineering (Grades 3-8): Leveraging the popular Minecraft
platform, students will develop their planning, design, and engineering skills by
building virtual structures and circuitry.

e Digital Art & Design (Grades TK-8): This course introduces students to digital
painting, animation, and the use of professional applications like Photoshop and
[lustrator, aligning with California Art Standards. Includes specialty courses such
as Anime drawing.

¢ 3D Modeling (Grades TK-8): Students learn the fundamentals of three
dimensional design principles; first, with hands-on design and modeling using
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media such as clay and wires; second, with digital tools such as Tinkercad to
create models of everything from cars to buildings.

e LEGO® Robotics (Grades TK-8): Students will collaborate to build and program
robots using LEGO® platforms, enhancing their problem-solving and engineering
skills.

e Maker Engineering (Grades TK-8): Combining technology with traditional
materials, students will undertake projects that blend creativity with engineering
principles.

e LEGO® Engineering (Grades TK-8): Students will collaborate to create
incredible works of art and architecture using LEGOs, such as topographical
maps, load-bearing bridges, physics-inspired race cars, recreations of favorite
fictional characters, and much more.

To ensure that programming is student-centered and engages high interest, codeCampus
tailors its curriculum to align with students' interests and emerging trends in STEAM
fields, incorporating interactive and hands-on activities that resonate with the preferences
of each age group. Additionally, the curriculum is structured to cater to different grade
levels, ensuring it aligns with appropriate developmental stages and academic standards.

Learning Management System (LMS): codeCampus will be able to collaborate via
Schoology (provided with district access) as needed and will be able to provide grade
sync capabilities.

Teacher Professional Development: All classroom/student instruction is provided by
codeCampus’ qualified instructional staff. No LAUSD teacher professional development
is needed.

Community Partnerships

LAUSD benefits from codeCampus’ work to continuously strengthen the partnership
between the District, community-based organizations, and other public or private
entities, if appropriate.

Active Communication and Collaboration: We maintain open lines of communication
with the District and community partners through regular meetings and updates. This
includes sharing progress reports, program evaluations, and adapting our strategies based
on feedback. We will also collaborate on special events and initiatives that promote
STEAM education, involving various stakeholders to create a broader impact.

Family Engagement: At codeCampus, our mission isn't complete without actively
involving the community in their students' STEAM learning. Our core mission revolves
around spreading the transformative power of STEAM education to places and
communities where its value might not yet be fully realized. To achieve this, we place a
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strong emphasis on keeping families well-informed about their students' enrichment and
accomplishments, sharing not only what they are working on but also why it matters.
Inclusion, engagement, and knowledge-sharing with our community are at the heart of
our program.

Community Engagement Events: By hosting showcase events like the STEAM
Showcase Night, a culminating event of our program where students proudly exhibit
their STEAM portfolios, we aim to bring together students, parents, District
representatives, and community members. These events not only highlight student
achievements but also serve as a platform for networking and fostering relationships
among all involved parties.

Joint Training and Development Opportunities: We propose joint training sessions
and workshops with the District and other organizations, focusing on areas like
educational innovation, youth development, and program management. These sessions
will be instrumental in sharing knowledge, aligning objectives, and ensuring that all
parties are equipped with the latest educational tools and strategies.

Through these initiatives, codeCampus is dedicated to building and sustaining robust
partnerships that contribute to the advancement of STEAM education and the overall
well-being of the communities we serve.
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EXHIBIT B

PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

Category Il

Unit

Price

Customization
and Integration

Unit Cost (include detail on discounts provided)

$95/class up to 5 classes/site/week
$85/class 6 - 8 classes/site/week
§75/class 9 - 13 classes/site/week
§70/class 14+ classes/site/week

Note: A class is a 45 - 60 minute instructional
period with a group of up to 32 students with
1 codeCampus instructor

Professional

Number of participants
Frequency /Duration Presentation Mode
(In-person/Virtual/Hybrid)

Development (mclgde detail on discounts and/or rebates N/A
applied as applicable)
Implementation One time and annual costs (include detail on N/A
and Monitoring discounts provided)
Coding = $0

Materials, license

One time and annual costs (include detail on

Digital Art/Design = $0
Maker Engineering* = $1,500/classroom
Lego Engineering* = $1,000/building

fees, etc. discounts provided . o
P ) Robotics* = $1,200 - $3,999.50 +tax/building
*Courses are optional. See list below
Required One time and annual costs (include detail on N/A
Equipment discounts provided)
Other Costs Itemize N/A

(include detail on discounts provided)

Total Annual Cost

Varies based on programming details
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Materials List

Coding: No physical materials required.

Digital Art: No physical materials required.

Maker Engineering Kit (per 30 students):

o

o

7 Makey Makey Kkits

10 USB cables (compatible with Makey Makey)

1 multimeter (instructor use only)

1 roll, insulated hookup wire (22-24 AWG)

4 wire cutters

2 wire strippers

1 roll metal wire (for conductive experiments)

1 pack alligator clip extensions (2030 clips)

50 pieces / 10 packs, modeling clay bricks (conductive-safe)
2 rolls aluminum foil

1 roll copper tape (conductive adhesive)

40 paper plates

100 craft sticks (popsicle sticks)

1 pack cardboard sheets (mixed sizes)

1 pack foam sheets

1 pack pipe cleaners (conductive + structural use)

1 pack brads / paper fasteners (for switch-building)
1 pack LED diodes (large, low-voltage)

1 pack Coin cell batteries + holders

20 Buzzers/piezo speakers

Pre-built switch samples (push, tilt, pressure)
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LEGO Engineering Kit (non-consumable/reusable between groups)

o 10 sets, LEGO Engineering components (1,000 hand-sorted LEGOs including
bricks, base plates, axels, gears, pulleys, levers)

Robotics (different kits for corresponding age levels, non-consumable/reusable between
groups; can be purchased direct through manufacturer, or from codeCampus with
surcharge)

o TK-2nd: 6x EVO Ozobot Kits
o 3rd - 5th: 8 LEGO Spike Essential Kits
o 6th - 8th: 8x LEGO Spike Prime Kits
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Computerwisekids Inc.

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS

Computerwisekids proposes to provide in-person computer science education for grades TK, K-5
Category Il - STEM/STEAM Supplemental Instruction during the instructional day and during
winter, spring and summer breaks. Computerwisekids offers a comprehensive suite of STEAM
supplemental instruction programs designed to enhance students' learning experiences and
support their academic growth. Our programs align with the LAUSD Statement of Work,
emphasizing standards-based content, hands-on learning, and inclusivity to cater to the diverse
student population.

Our program elements are carefully crafted to align with LAUSD’s strategic goals, focusing on
student growth, critical thinking, and creativity. Our curriculum is standards-based, aligning with
ISTE, NGSS, and Common Core standards to ensure that lessons support academic growth across
various grade levels. For example, our coding modules help students develop computational
thinking skills, directly supporting ISTE standards, while our hands-on robotics challenges align
with NGSS engineering design practices. By integrating real-world applications—such as using
coding to simulate environmental changes in science classes—we foster both critical thinking
and problem-solving skills, ensuring that our programs not only supplement but also enhance
LAUSD’s core educational objectives.

Example: The DASH robotics program addresses several standards:

NGSS (Next Generation Science Standards) for elementary grades, particularly focused on
engineering, technology, and the application of scientific concepts. Specifically, the Week 2 - Follow a
Path activity aligns with the following NGSS standards:

e K-2-ETS1-2: Develop a simple sketch, drawing, or physical model to illustrate
how the shape of an object helps it function as needed to solve a given problem.
In the "Follow a Path" activity, students program the DASH robot to move along a
specific path, which requires them to consider how the design of the robot, its sensors,
and its movement capabilities contribute to solving the challenge of staying on the
path.

e 3-5-ETS1-1: Define a simple design problem reflecting a need or a want that
includes specified criteria for success and constraints on materials, time, or cost.
Students are given a clear problem: to navigate their DASH robot along a specific path
without veering off. This activity encourages students to think critically about the
criteria for success (staying on the path) and experiment with their driving controls to
meet these criteria.

Common Core Math Standard:
e CCSS.MATH.PRACTICE.MP1: Make sense of problems and persevere in solving
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them. In this activity, students need to figure out how to program their DASH robot to
follow a given path without straying. They will experiment with different strategies, assess
why the robot might stray, and adjust their approach to ensure success, embodying
perseverance and problem- solving in the process.

e CCSS.MATH.PRACTICE.MP4: Model with mathematics.

e The “Follow a Path” activity requires students to consider angles, distances, and the
geometry of the path they must follow. By adjusting the movement and direction of the DASH
robot, students are indirectly using math to model and solve the challenge, which aligns with
this Common Core standard.

e CCSS.ELA-LITERACY.SL.2.1: Participate in collaborative conversations with diverse partners
about grade 2 topics and texts with peers and adults in small and larger groups.

Since students work in groups of 2-3, this standard is addressed as they engage in collaborative
conversations about how to approach the problem, decide on strategies, and discuss solutions during
the activity. These standards help develop critical thinking, problem-solving, and teamwork skills
as students work together to understand how the design and movement of their DASH robot affect
its ability to follow a predetermined path.

ISTE:
e [STE Standard 5 (Computational Thinker): By integrating coding with real-world tasks, such as
creating algorithms for the DASH robot, students engage in iterative testing and debugging,
reinforcing critical thinking and digital literacy

Active and Integrated Hands-On Experiences Our program is highly interactive and hands-on,
allowing students to actively engage with technology through devices like iPads or Chromebooks,
coupled with physical robotics and STEM kits. For example, when working with Piper kits, students are
often handling components like breadboards and circuit parts for the first time. The tactile experience of
assembling small pieces to create a functioning device is an exciting challenge that helps students develop
fine motor skills, eye-hand coordination, and spatial awareness.

As students’ progress from simple tasks—Ilike placing wires into a breadboard—to more
complex projects, such as programming their own robots, they move from foundational motor
skills to higher- level thinking. In Grade 2, students use VEX 123 robots, where they not only
manipulate physical objects but also code their movements. This transition from using their hands
to build a robot to programming it introduces a powerful blend of physical interaction and
abstract problem-solving.

The collaborative nature of our program is key. Students pair up to debug their robots, learning to
think critically and communicate effectively as they troubleshoot together. This teamwork,
combined with the act of transforming parts into a whole through robotics, encourages both
technical understanding and creative thinking. The hands-on, minds-on approach makes abstract
STEM concepts tangible and relatable, bridging the gap between theoretical learning and real-
world applications.

Providing Materials and Instruction
We always provide the necessary lessons and supplemental resources to support student learning.
While we can provide robots, coding kits, and other equipment as needed, we ensure that all
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students have access to well-prepared materials that complement the hands-on learning
experience. Our program is an in-person, hands-on experience, where students actively engage
with technology and robotics throughout the day. Instructors deliver step-by-step guidance
through live, in-person instruction, using smart boards in the classroom to enhance visual
learning and interactive engagement.

To ensure learning continuity, lesson worksheets and instructions are distributed via Schoology,
LAUSD’s Learning Management System (LMS), so students and teachers can easily access
assignments and

resources at any time. Our resources also include instructional videos, and many of our instructors
are bilingual, allowing us to offer support in both English and Spanish. This ensures that all
students, regardless of language barriers, can fully engage and succeed in the program.

Engineering Design Process

The engineering design process is a key component of our curriculum, fostering critical thinking,
iterative problem-solving, and real-world application. We teach students how to approach
problems methodically, from initial concept through to testing and refinement. Below are two
specific projects that highlight the engineering design process in action:

Example 1: Grade 3/ Super Digger Tutorial (Minecraft Education Edition)

In this project, students use the engineering design process to modify their environment in
Minecraft Education Edition by creating and testing code.

Define the problem: Students are tasked with becoming a "super digger," efficiently removing
blocks from their surroundings by creating custom code within Minecratft.

Brainstorm and plan: Students are introduced to how Minecraft’s game mechanics can be
modified with code to solve problems or create new game modes. They are asked to explore
different ways to manipulate their surroundings and plan how they will implement their "super
digger" code.

Build and test: Using Microsoft MakeCode, students follow the tutorial to create their "Super
Digger" program, learning how event blocks and coordinates affect block removal. They test
their code by modifying different parameters to change the size of the area affected by the digger.

Evaluate and improve: Students are encouraged to iterate by adjusting the code—making the digger
more efficient or adding different in-game triggers. They refine their designs through trial and error,
applying critical thinking to improve their solution.

This project teaches students the foundations of coding and iterative testing, emphasizing problem-
solving and creative thinking within a game-based learning environment.

Example 2: Grade 5/ VEX Code 1Q Autonomous Robot (Week 4)

In this project, students work through the engineering design process to code a robot using VEX
Code IQ that can autonomously navigate a simple maze without running into obstacles.

Define the problem: Students are introduced to robots and tasked with coding their robot to drive
forward, avoid obstacles, and navigate through a maze.
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Brainstorm and plan: Students review the VEX Code IQ interface and compare it to Scratch,
brainstorming how to set up the robot’s drivetrain and sensors. They plan how the robot will
interact with its environment by using sensors to detect objects and take actions accordingly.

Build and test: Using the VEX Code 1Q App, students set up the robot’s drivetrain and distance
sensor, coding the robot to drive forward until it detects an object less than 50mm away. They
then add more

sophisticated behavior, such as turning away from obstacles and navigating autonomously.
Students download their unique programs to the robot and take turns testing their code.

Evaluate and improve: After testing, students refine their code to improve the robot's
performance, adjusting the distance sensor thresholds, modifying turning angles, or improving
how the robot detects and avoids objects. Through this iterative process, they ensure the robot
can navigate the maze more effectively.

This project not only teaches coding and robotics but also applies the engineering design process
to

problem-solving in real-world scenarios, emphasizing iterative testing and refinement.
Interactive Simulations

Our program incorporates interactive simulations that engage students in virtual learning
environments, allowing them to experiment and explore various STEM concepts before applying
them in real-world settings. Platforms like codego.vex, Minecraft Education Edition, to provide
students with virtual spaces to simulate robotics behavior, test code, and troubleshoot issues, all
within a risk-free environment. These tools allow students to visualize and refine their work
before transferring their skills to physical robots or projects.

Additionally, we use a variety of apps and websites such as 3D Slash for 3D modeling and
drawing, and numerous graphic design and photography tools like Canva. These platforms allow
students to creatively design, edit, and produce their own projects. All the apps and websites we
use are free and approved by LAUSD, ensuring compliance with district standards. They are also
available through the LAUSD app catalog, giving students easy access to trusted, educational
resources that enrich their learning experiences. By integrating these platforms, our program
fosters creativity, technical skills, and problem-solving in both virtual and physical
environments, reinforcing the learning process and ensuring students are equipped with real-
world skills.

Virtual “Field Trips”

Our virtual "field trips" are designed to engage K-2 and Grade 3 students in age-appropriate,
immersive explorations of STEM-related environments and historical landmarks. These
experiences connect students to real-world settings and foster a curiosity for science, technology,
history, and the environment.

Students in K-2 visit virtual sites like the San Diego Zoo's Baboon Cam and the Georgia Aquarium's
Indo- Pacific Barrier Reef Cam, where they observe animals in their natural habitats, learning about
different biospheres and the physical features of various species. They also explore virtual exhibits like
the Smithsonian National Museum of Natural History, where students gain valuable technology skills
while navigating virtual platforms.
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Using Nearpod, a free LAUSD-approved app, students in Grade 2 embark on virtual tours of Patriotic
Landmarks, including the Statue of Liberty (New York), MLK Memorial (Washington D.C.), and
Mount Rushmore (South Dakota). With unique camera angles offering both bird’s-eye and up-close
views, students experience these monuments in an engaging, interactive way that makes historical
learning exciting.

For Grade 3, we offer an exciting project called Biome Hunter, where students compare and
contrast
real-world biomes with Minecraft biomes. Through this project, students will:
e Research and identify features of different biomes.
o Use coordinates to navigate within Minecraft, applying real-world geographic concepts
such as longitude and latitude.
e Communicate their findings and results with peers and classmates, reinforcing collaboration
and information-sharing.
These virtual field trips and interactive projects are aligned with several educational standards:

NGSS (Next Generation Science Standards) for K-3
e K-ESS3-1: Use a model to represent the relationship between the needs of different plants or
animals (including humans) and the places they live.
Students observe how animals live in various biomes, reinforcing their understanding
of how organisms adapt to their environments.
e 3-LS4-3: Construct an argument with evidence that in a particular habitat some organisms can
survive well, some survive less well, and some cannot survive at all.
Students in the Biome Hunter project research and compare different biomes to
understand how the environment impacts survival, both in Minecraft and in the real
world.
ISTE Standards for K-3
¢ 1.1 Empowered Learner: Students use technology to set goals, work toward achieving them,
and demonstrate learning.
By navigating virtual biomes and landmarks, students practice using digital tools to
explore and communicate their findings.
¢ 1.6 Creative Communicator: Students communicate clearly and creatively, sharing their
research on biomes and virtual field trip experiences with peers.

Common Core ELA Standards for K-3
¢ CCSS.ELA-LITERACY.W.2.2: Write informative/explanatory texts in which students
introduce a topic, use facts and definitions to develop points, and provide a concluding
statement. Students write about their virtual visits and their Biome Hunter discoveries,
building communication skills while reinforcing their understanding of scientific and historical
concepts.

By integrating virtual trips, interactive projects like Biome Hunter, and hands-on digital
experiences, we provide students with a comprehensive learning platform that aligns with
NGSS, ISTE, and Common Core standards, while making STEM and social studies engaging
and accessible.
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Opportunities for Real-World Problem Solving:

Our curriculum places a strong emphasis on real-world problem solving, preparing students to
apply STEM concepts in practical, meaningful ways that reflect real industry challenges.
Students are encouraged to develop a vision, create a strategy, execute their plan, and ultimately
aim for success, just as professionals do in STEM fields. By enhancing the instructional day
with project-based learning, we ensure students can think critically and develop innovative
solutions to complex problems. Two standout examples from our program illustrate this hands-
on approach to problem-solving.

Example: Grade 4 Project: Piper Computer Kit - 4-Week Series In this project, students build
and code using the Piper computer kit, which gives them control over real electrical components
such as lights, buzzers, and switches. Over a four-week series, students not only learn coding
but also the basics of circuitry by assembling their own computer and integrating electrical
components.

e Week 1: Students begin by building their Piper computer from scratch, learning how
its physical components interact to create a functional system.

e Week 2: They engage in the BLINK project, where they program lights to blink at
different intervals, demonstrating an understanding of coding and circuitry.

e Week 3: The Traffic Light project introduces real-world logic, where students code
their lights to behave like an operational traffic light—building logic sequences and
developing problem- solving skills along the way.

e Week 4: Students consolidate their learning by troubleshooting and improving their
projects, applying critical thinking to ensure that their circuits and code work
seamlessly together.

Throughout this process, students engage in iterative problem-solving, envisioning how to design
and build, then testing and refining their work. They gain valuable hands-on experience in both
hardware and software, developing critical thinking and resilience as they navigate challenges.

Example: Grade 5 VEX Robotics Challenge: Beach Clean-Up

In this challenge, Grade 5 students tackle a real-world environmental issue—beach clean-up—
by designing, building, and programming robots to autonomously remove trash from a simulated
sidewalk.

e The challenge begins with students receiving the task of designing a robot capable of
picking up or pushing balls of crumpled paper (representing trash) over a 15x3 foot
span. Each team strategizes on how best to design their robot, choosing between
creating simple 'plow' robots or more complex collection systems. As they program their
robots, students must incorporate
sensors such as bumpers or distance sensors to ensure the robots navigate effectively
and don’t get stuck.

e Teams test their robots in a timed competition, aiming to clear the most trash within 1 minute.
They need to iterate their designs based on performance, modifying the speed,
maneuverability, or trash collection capacity of their robots. Students take on specific roles—
such as cartographer, coder, and builder— collaborating to solve real-world challenges. They
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apply their knowledge of robotics, coding, and engineering design to
ensure their robots are effective and efficient.

This project pushes students to apply their vision and strategy while responding to
real-time challenges, such as optimizing trash collection or ensuring their robot
doesn't get stuck. They work collaboratively, continuously improving their designs
through feedback and iteration, ultimately learning resilience and teamwork.

Vision, Strategy, Execution, and Success
In both projects, students are taught to approach challenges methodically:

e Vision: Students are given a problem and must visualize an innovative solution—whether it’s
creating a functioning electrical circuit in Piper or designing an autonomous robot to clean a
sidewalk.

e Strategy: They collaborate to devise a strategy, selecting components, planning designs, and
determining which tools or code to use.

o Execution: They then execute their plan by building, programming, and testing their designs.

e Success: Finally, students iterate and refine their projects to achieve the desired outcome,
learning that failure is part of the journey to success.

By engaging in these real-world problem-solving activities, students not only master STEM
concepts but also develop critical thinking, teamwork, and resilience—key skills that mirror
the processes used in STEM industries today. These experiences prepare students to take on
future challenges with confidence and creativity, equipping them with the skills they need to
succeed in an increasingly complex world.

Age and Grade Level Appropriate, Inquiry-Driven Supplemental Instruction

Our program is designed to offer inquiry-driven supplemental instruction that encourages
students to think critically, explore new concepts, process information, and solve real-world
problems. In the Audio

Project, students engage with the concepts of Artificial Intelligence (AI) and machine learning in an
interactive and inquiry-based way, ensuring that they go beyond simple memorization and actively
participate in the learning process.

Sample Lesson & Activity:

Audio Project Using Al Software
Grade Level: Grade 4-5

Lesson Overview:

In this project, students explore how Al can be used to recognize and differentiate sounds
through a hands-on experience in training machine learning models. This lesson introduces
students to the basic principles of AI and machine learning, showing them how machines can
be taught to recognize patterns, such as different types of sounds. The activity is highly
interactive, inquiry-based, and engages students in critical thinking, testing, and collaboration.

Step-by-Step Inquiry-Based Learning Process:

1. Introduction to AI Concepts:
The lesson begins by introducing Al concepts in a way that relates to students' daily
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experiences—such as predictive text on phones, facial recognition, and self-driving
cars. This sparks curiosity as students are asked to think about how machines “learn”
from data and why this is useful in everyday life.

o Inquiry Example: Students are asked, "How do you think your phone knows what
word you’re going to type next?" and explore the idea that machines learn from
patterns in data.

2. Exploration of Machine Learning:
The teacher explains how Machine Learning AI works, setting the stage for students
to explore this concept further by training their own models. The class watches an
introductory video together to understand how Al can be taught to recognize
differences in sounds—moving from basic understanding to hands-on exploration.

o Inquiry Example: Students explore how machine learning differs from regular
programming and are encouraged to ask, "What kinds of patterns can machines learn
from?"

3. Engagement with the Audio Project:
In small groups, students use Al software to train a machine to recognize the
difference between two sounds—snapping and clapping. Each group creates a
project where they record different sound samples and feed these to the machine,
training it to recognize specific sound patterns.

o Inquiry Example: "What makes the sound of a snap different from a clap? How can
we help the machine learn these differences?"

o Exploration and Testing: As students record and input samples of snaps and claps,
they hypothesize how well the machine will recognize the differences based on the
quality of their input. Students actively participate in testing their model and
evaluating its success.

4. Collaboration and Reflection:
Students work in pairs, taking turns recording sounds and swapping roles, ensuring
everyone participates and understands the process. They are encouraged to reflect on
their results and think about how their recordings and the machine’s responses compare
to their expectations.

o Inquiry Example: "Why do you think the machine correctly (or incorrectly) identified
the sounds? What could be improved in the way you trained the model?"

5. Iterative Problem Solving:
Students can enhance their projects by adding more sound categories, such as
knocking or speaking, and then retesting the machine’s ability to recognize these new
sounds. This stage requires students to think critically about how machines learn
from more complex data.

o Inquiry Example: "How does adding more sounds affect the machine’s ability to
differentiate between them? How could we improve its accuracy?"

6. Reflection and Evaluation:
Finally, students test their models and discuss with their classmates how the machine
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performed. They reflect on the learning process, share ideas, and offer solutions for
improving the models.

o Inquiry Example: "What did you learn about how Al works, and how could this be
applied to solving real-world problems?"

Why This Project Is Inquiry-Driven:

The Audio Project allows students to think, explore, and process information, while actively
solving problems. They engage with the technology, ask questions about how machines learn,
and test their own hypotheses through hands-on exploration. This instructional approach aligns
with the goals of inquiry-driven learning because it:

e Encourages critical thinking by having students explore new technology concepts.
¢ Promotes problem-solving as students hypothesize, test, and refine their models.
e Provides collaborative opportunities for students to work together, discuss results, and reflect
on their learning.
e Involves an iterative learning process where students continuously improve their
understanding by experimenting with new variables (e.g., additional sound samples).
Instructional Strategy:

The lesson is structured around group work, hands-on learning, and student-led inquiry. The project is
highly interactive and allows students to apply STEM concepts in a practical and engaging way while
using Al software to solve real-world problems. By the end of the project, students will have a
deeper understanding of how Al can be trained and how machines learn from data.

This project meets the criteria for age and grade-level appropriate supplemental instruction by
incorporating inquiry-driven learning in an engaging, hands-on environment. It challenges
students to think critically, explore new technologies, and solve complex problems.

Common Core Standards

= CCSS.ELA-LITERACY.W.4.1 - Write opinion pieces on topics or texts, supporting a point of
view with reasons and information.

* CCSS.ELA-LITERACY.W.4.2 - Write informative/explanatory texts to examine a topic and
convey ideas and information clearly

= CCSS.ELA-LITERACY.W.4.7 - Conduct short research projects that build knowledge
through investigation of different aspects of a topic.

= CCSS.ELA-LITERACY.W.A4.8 - Recall relevant information from experiences or gather
relevant information from print and digital sources; take notes and categorize information, and
provide a list of sources.

ISTE Standards

= 1.6.a - Students choose the appropriate platforms and tools for meeting the desired objectives
of their creation or communication.

= 1.6.b - Students create original works or responsibly repurpose or remix digital resources into
new creations.

*=  1.6.c - Students communicate complex ideas clearly and effectively by creating or using a
variety of digital objects such as visualizations, models or simulations.

*  1.6.d - Students publish or present content that customizes the message and medium for their
intended audiences.
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Teacher Involvement

The Computerwisekids program is conducted in-person and does not require direct teacher
involvement. However, teacher participation is minimal yet valuable during the school day
program, as they are present in all lessons to assist our instructors in pacing and planning
according to students' needs.

Additionally, teachers collaborate with our instructors to integrate the technology lessons with
the classroom curriculum. For example, if Grade 2 is studying the life cycle of an animal,
research and slideshow presentations are completed during technology hour. For the summer
program, we provide two instructors, and no additional personnel from the district is necessary.

Supplemental Instruction

Supplemental instruction shall not substitute for nor replace the district curriculum. Instead, it is
designed to complement and enrich the existing curriculum. Our supplemental instruction is
designed to address multiple educational needs and provide dynamic, engaging learning
experiences. We ensure our instruction fits within the following categories:

Complete Coverage of a Subject or Subjects Included in a Given Course

Our programs are designed to enhance students’ learning experiences by providing additional,
in-depth coverage of topics already part of the district curriculum. For example, our robotics
and coding lessons offer expanded opportunities for students to apply STEM concepts to real-
world projects, helping solidify their understanding while going beyond the classroom’s scope.

Meeting the Various Learning Ability Levels for Pupils in a Given Age Group or Grade Level
We cater to students of all ability levels through differentiated instruction. Whether students are
advanced learners or need additional support, our supplemental instruction ensures that all
students are engaged at their level. For instance, in coding projects, advanced students may take
on more complex tasks while students who are new to the concepts work on more basic
functions, ensuring personalized learning that suits each student's pace.

Meeting the Diverse Educational Needs of Pupils with Language Disabilities in a Given Age Group
or Grade Level Our instructors are trained in providing support for students with language disabilities,
ensuring that our supplemental instruction is accessible to all learners. We provide bilingual instruction
when necessary and leverage visual aids, instructional videos, and interactive exercises to make sure all
students can follow along and participate fully in the learning process.

Meeting the Diverse Educational Needs of Pupils Reflective of a Condition or Cultural
Pluralism

Culturally responsive instruction is central to our approach. We design activities that reflect the
diverse cultural backgrounds of students and incorporate real-world examples that students can
relate to. For example, our virtual field trips allow students to explore environments and cultures
from around the world, fostering global awareness and inclusivity.

Using Current and Relevant Technology That Further Engages Interactive Learning in the
Classroom and Beyond

We utilize cutting-edge technologies such as Al software, robotics, and virtual simulations to
provide students with interactive, hands-on learning experiences. By integrating platforms like
codego.vex, Minecraft Education Edition, code.org, and 3D Slash, we engage students in
innovative ways that make learning both fun and effective. This also extends beyond the
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classroom, as students can access tools and projects at home through LAUSD-approved platforms
like Nearpod and Schoology, allowing learning to continue in a dynamic, tech-driven
environment.

Flexible Program Models:

We offer a range of program models, including during-school, and winter, spring, summer STEM
camps. These models are designed to fit seamlessly into each school's schedule, whether enhancing
daily learning with in-class projects or providing extended opportunities through camps that focus
on in-depth exploration of topics like coding or robotics.

Instructional Models

5.G.1 During the Day Supplemental Program Models

[Each classroom receives 45 minutes of instruction once a week

'Weekly Instruction for 34 weeks for 34 weeks.

Each classroom receives 45 minutes of instruction per week for 1
semester (approximately 16 weeks).

Upper grades are taught in semester 1, and lower grades in
semester 2.

Semester-Based Instruction

Each classroom receives 45 minutes of instruction per week for 8
weeks.

Compact 8-Week Program This scenario is ideal for a focused 8-week robotics or digital
literacy program. This option allows schools with budget
constraints to contract for fewer weeks while still offering
meaningful instruction.

5.G.2 Camp Models:

Camp Structure with Rotating Sets

The day is divided into one of these options:
1.3 groups taught for 2-hours each
2.2 groups taught for 3-hours each
3.1 group taught for the 6-hour day

° Students engage in a combination of digital literacy, coding, and robotics, making it an
ideal scenario for those who missed supplemental enrichment during the school year to catch up
over the break.

. Camp sessions can run for 5 consecutive days or more, based on the school’s request,
offering a flexible solution to meet the needs of the students and the school.

Assessment and Data-Driven Instruction
We use data-driven approaches to measure program effectiveness and tailor our instruction to meet
student needs.

Assessment plays a critical role in how Computerwisekids delivers responsive, high-quality instruction.
Our instructional model incorporates formative assessments embedded into each lesson to provide real-
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time feedback and support differentiated instruction. These include teacher observations, exit tickets,
project rubrics, and student reflections that help instructors adjust pacing and instructional strategies as
needed.

Additionally, our team has developed pre- and post-assessment tools to evaluate the effectiveness of
our programming and track student learning outcomes over time. These assessments are aligned with
key learning targets in digital literacy, coding, and problem-solving.

In alignment with LAUSD’s guidelines, we recognize that all formal assessments or surveys must be
submitted to and approved by the Committee for External Research Review (CERR) prior to
implementation. As such, we will not administer pre- or post-assessments until we have secured CERR
approval.

Once approved, results from these assessments will be used internally for instructional planning and
externally to provide the District with data-rich reports demonstrating student progress and program
impact. Until then, assessment references will be omitted from the SOW to avoid delays in contracting.

Professional Development and Support for Teachers
We offer comprehensive support and professional development for educators to ensure effective
integration of our programs.

¢ Professional Development Workshops: Our workshops focus on enhancing teachers’ digital
literacy, familiarizing them with curriculum technology components, and providing strategies
for incorporating supplemental instruction into their daily lesson plans. Teachers leave our
workshops with practical tools they can immediately implement, such as integrating coding
exercises into math lessons to demonstrate real-world applications.

e Ongoing Support: Our team provides continuous support to teachers, administrators, and
school staff throughout the program’s implementation. This includes offering resources,
lesson plan reviews, and technical assistance. During the 2020/21 pandemic, we guided
educators through the transition to virtual instruction, providing weekly check-ins and on-call
technical support to help maintain high levels of student engagement.

Parent and Community Engagement
We actively involve parents and the community in students' learning experiences to foster a
collaborative educational environment.
e Parent Workshops: We have provided numerous parent workshops to assist the schools with
encouraging parents to create login on the parent portal
e Open Houses, STEAM Night & LAUSD STEAM Fair: We routinely participate in community
events like Open Houses, STEAM night and LAUSD annual STEAM Fairs to share the students
work with community stakeholders.
e Digital Portfolios and Showcases: Students create digital portfolios, shared with parents and
the school, to highlight progress. During the pandemic, these showcases kept families
connected and celebrated student achievements.

RFP NO.: 2000003345 Page 29 of 54 Contract No. C7700
Computerwisekids Inc.



Program Framework

Docusign Envelope ID: 3EBAFE3D-8DC8-412E-8B56-39052675E97B

COMPUTERWISEKIDS

Comprehensive Digital Literacy & STEM Program Framework

IDEAL
PROGRAM

Digital Literacy

STEM
PROGRAM

Basic technology skills

Basic technology skills

Basic technology skills

Digital Citizenship

Digital Citizenship

Digital Citizenship

Typing Proficiency

Typing Proficiency

Typing Proficiency

Internet safety and responsible use

Internet safety and responsible use

Internet safety and responsible use

Digital Productivity

Word Processing

Word Processing

Word Processing

Spreadsheet Formatting

Spreadsheet & Data Use

Research skills

Research/ Citing Work/ Plagiarism

Research/ Citing Work/ Plagiarism

Digital Creativity

Slideshows & Presentation

Slideshows & Presentation

Slideshows & Presentation

Digital Design and image editing

Digital Design and image editing

Digital Design and image editing

Multimedia production and editing

Multimedia production and editing

Tynker CAD

Tynker CAD

Tynker CAD/ Google SketchUp

Coding/ Programming & Robotics

Basic & Intermediate Coding &
Programming

Basic & Intermediate Coding &
Programming

Basic & Intermediate Coding &
Programming

4 WEEKS
Sphero/Dash OR VEX 123 Robotics
Programming

8 WEEKS
Sphero/Dash OR VEX 123 Robotics
Programming

4 \WWEEKS
Engineering & Electronics w/ Piper

4 WEEKS
VEX 1Q Robotics Programming

12 WEEKS
Engineering & Electronics w/ Piper

15 WEEKS
VEX 1Q Robotics Programming

Computerwisekids provides a structured yet flexible STEM/STEAM enrichment framework
built around project-based learning, standards alignment, and inclusive instructional practices.
Each program strand— whether digital creativity, robotics, or coding—follows a consistent
lesson architecture: direct instruction, hands-on engagement, collaborative exploration, and

reflection.

The framework scaffolds learning across grade levels, ensuring that each activity builds upon
prior knowledge while promoting inquiry, creativity, and real-world application. Technology
tools are thoughtfully integrated to support diverse learners, including English Learners, GATE
students, and those with IEPs.

While assessment supports this instructional model, the Program Framework itself emphasizes
curriculum design, instructional flow, classroom implementation, and pedagogical strategies.
The emphasis is on meaningful student engagement through hands-on work, cross-curricular
integration, and critical thinking.

We also emphasize continuous improvement, drawing insights from instructor feedback,
classroom observations, and school site collaboration. The framework is adaptable across
diverse school environments and responsive to principal or teacher input throughout the year.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

SCHOOL DAY IDEAL

PROGRAM

SCHOOL DAY
COMPUTER SCIENCE - IDEAL PROGRAM
Digital Literacy
Digital Safety
Digital
Category II Unit Productivity
Digital Creativity
Coding / Programming
Refer to page 5 for IDEAL Program
Framework 5-6 Classroom per day
PRICE
5 days 4 days 3 days 2 days 1 day
RROCR
;ﬁs}ﬁggzggg Cost W E‘;Sl’f)%gﬁ“ $2,448 | $2,064 | $1,632.00 | $1,296.00 | $768
PROGRAM
. GR TK-2: 24 Students
Number of participants GR 3-6: 36 students
Professional
Development (In-person/Virtual/Hybrid) In-Person
Frequency /Duration 1 x week
Presentation Mode GR TK & K: 30 Minutes & GR 1-6: 45 Minutes
Implemenfcatlc.m One time and annual INCLUDED
and Monitoring costs
Materials, license One time and annual
fees, etc. costs LNCLULEED)
E qumred One time and annual NONE
quipment
Other Costs Itemize INCLUDED
5 days 4 days 3 days 2 days 1 day
REVISED Total Annual
Cost (30 Week IDEAL
PROGRAM) $73,440 | $61,920 $48,960 | $38,880.00 $23,040
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SCHOOL DAY CORE

PROGRAM

SCHOOL DAY
COMPUTER SCIENCE - CORE PROGRAM
Digital Literacy
Digital Safety
Digital
. Productivity
Category II Unit Digital
Creativity
Coding / Programming
Refer to page 5 for CORE Program
Framework 5-6 Classroom per day
PRICE
5 days 4 days 3 days 2 days 1 day
@HS—E@%&H—E?H R $2 000 62 475 61 975 61 550 9925
RROCR
Customization REVISED Unit Cost
and Integration Weekly CORE $2,784 $2,376 $1,896 $1,488 $688
PROGRAM
. GR TK-2: 24 Students
Number of participants GR 3-6- 36 students
Professional (In-
Development person/Virtual/Hybrid) In-Person
Frequency /Duration
Presentation Mode B.AEE S
Implemenj[atlf)n One time and annual INCLUDED
and Monitoring costs
Materials, license One time and annual INCLUDED
fees, etc. costs
Required INCLUDED ROBOTS
E equire ” One time and annual |4 weeks VEX 1Q, Piper Make, VEX Go & one of the three: Sphero,
quipmen Dash, VEX123
Other Costs Itemize INCLUDED
5d 4d 3d 2d 1da
REVISED Total Annual s s s s 4
Cost (30 Week CORE
PROGRAM) $83,520 $71,280 $56,880 $44,640 | $26,640
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SCHOOL DAY STEM

PROGRAM

SCHOOL DAY
COMPUTER SCIENCE - STEM PROGRAM

Digital Literacy
Digital Safety
Digital
. Productivity
Chtien iy 11 Wit Digital Creativity
Coding / Programming
Refer to page 5 for STEM Program
Framework 5-6 Classroom per day
PRICE
5 days 4 days 3 days 2 days 1 day
el teeretion | Hreelth LI L PR OO L)
Customization REVISED Unit Cost | $3,048 $2,592 $2,160 $1,632 $960
and Integration | Weekly STEM PROGRAM
.. GR TK-2: 24 Students
Number of participants GR 3-6: 36 students
S’;\?Ss Sﬁgi{[ (i Perzem ) Vi Tl In-Person
® Hybrid)
Frequency / Duration
Presentation Mode .8 s
Implemenf[aupn One time and annual INCLUDED
and Monitoring costs
Matenalsf, license One time and annual INCLUDED
ees, etc. costs
$20,310
Required One time and annual One- time cost for Robots
Equipment VEX 123 OR SPHERO OR DASH,& VEX GO, VEX IQ, PIPER
MAKE
Please refer 6 to Page for Robot Costs
Other Costs Itemize INCLUDED
REVISED Total Annual 5 days 4 days 3 days 2 days 1 day
Cost (30 Week STEM
PROGRAM) $91,440 $77,760 $64,800 | $48,960 $28,800
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CAMP PROGRAM

Winter, Spring & Summer Break
Digital Literacy, Digital Creativity, Hand-On Robotics
Category 11 Unit & Coding / Programming
PRICE
Daily Camp Price (6 hours)
Customization and Unit Cost $2.400
Integration Weekly IDEAL ’
PROGRAM
Number of participants 25-30 Students
(In-person/ Virtual/Hybrid) In-Person
Professional Camp runs 5 days a week/ 6 hours per day. Combinations:
Development 2-hour class time for 3 groups per day
Frequency /Duration or
Presentation Mode 3-hour class time for 2 groups per day
or
6-hour class time for 1 group per day

Implemenjcatlgn One time and annual costs INCLUDED
and Monitoring

vzl ez One time and annual costs INCLUDED
fees, etc.

qumred One time and annual costs INCLUDED
Equipment

Other Costs Itemize INCLUDED

Total Cost (5-day $ 12,000
Camp)
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COMPUTERWISEKIDS

Comprehensive Digital Literacy &
STEM Program Framework

IDEAL

PROGRAM
Digital Literacy

Basic technology skills
Digital Citizenship

Typing Proficiency

Internet safety and responsible
use

Digital Productivity
Word Processing

Research skills

Digital Creativity
Slideshows & Presentation
Digital Design and image editing

CORE
PROGRAM

Basic technology skills
Digital Citizenship
Typing Proficiency

Internet safety and responsible use

Word Processing
Spreadsheet Formatting

Research/ Citing Work/ Plagiarism

Slideshows & Presentation
Digital Design and image editing
Multimedia production and editing

STEM
PROGRAM

Basic technology skills
Digital Citizenship
Typing Proficiency

Internet safety and responsible use

Word Processing
Spreadsheet & Data Use

Research/ Citing Work/ Plagiarism

Slideshows & Presentation
Digital Design and image editing
Multimedia production and editing

Tynker CAD Tynker CAD Tynker CAD/ Google SketchUp
Coding/ Programming &
Robotics
Basic & Intermediate Coding & Basic & Intermediate Coding & Basic & Intermediate Coding &
Programming Programming Programming
4 WEEKS 8 WEEKS
Sphero/Dash OR VEX 123 Robotics ~ Sphero/Dash OR VEX 123 Robotics
Programming Programming
4 WEEKS 12 WEEKS
Engineering & Electronics w/ Piper Engineering & Electronics w/ Piper
4 WEEKS 15 WEEKS
VEX 1Q Robotics VEX 1Q Robotics
Programming Programming
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Robot Equipment & Cost Break Down

Prices may vary and based on product manufacturers website

GRADE | # ROOMS LRO1E0AL PRODUCT DETAIL o (O COST
LEVEL TYPE KITS
OR SETS
123 Large Classroom Bundle
GRADEK & 1 n/a VEX 123 SKU#: 2487801 1 $ 1,898.00
Sphero BOLT Power Pack +
GRADE2 & 3 n/a SPHERO Sphero Code Mat City/Golf 1 $3,178.00
Code Mat
GRADE3&4| Max2 |VEXGo| VEX GO LargeClassroom 1 $ 3,897.00
Bundle
SKU#: 269-7779
PIPER | Starter Kit, Sensor Explorer & Make
GRADE 4 Max 4 MAKE Light show 20 $ 3,540.00
GRADE 5 Max 2 VEX VEX IQ Large Classroom 1 § 7,797.00
IQ Bundle
2.0 SKU#: 228-8205
TOTAL
Tax & shipping not included $ 20,310.00

Robots are shared amongst classrooms

The VEX Go, Piper Make & VEX IQ can only be shared via a rotation system

between

classrooms.
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Creating Creators

EXHIBIT A
STATEMENT OF WORK

Proposer’s Capacity

Creating Creators is committed to meeting the capacity requirements for all designated school
sites selected by the district for Creating Creators programming. With a substantial team of over
25+ contracted teaching artists and access to a vast network of over 400 filmmakers in the Los
Angeles area through esteemed industry partners such as Filmmakers Alliance, NewFilmmakers
Los Angeles, SEEFest Film Festival, NYU, and NALIP, the organization is well-equipped to
fulfill the needs of multiple school sites.

In the event that additional staff is required for multiple school sites, the onboarding process for
new teaching artists would commence immediately upon the acceptance of the LAUSD bid.
This proactive approach ensures that additional teaching artists, supplementing the existing
talented team, can be fully prepared to deliver services by the start date in January 2025 or after.
Creating Creators is dedicated to providing the necessary human resources to meet the demands
of the designated school sites efficiently and effectively.

In the event a teaching artist is unavailable for an assigned class, continuity is ensured as all
teaching artists follow the established timeline and lessons of Creating Creators. Additionally
trained staff members are ready to step in, guaranteeing a consistent and high-quality
educational experience for students.

The coordination and support of the program, including regular visits, professional
development, and substitute coverage, are all encompassed within the total program costs,
demonstrating our commitment to maintaining a robust and effective educational framework.

Approach

The Creating Creators approach places a project-based experience at the core of our practices,
modeled after the real-world experiences and challenges encountered in the entertainment
industry. Our students engage in a dynamic learning environment that empowers them to
become aware of their unique stories and interests and develop agency as self-directed learners.
This immersive experience is designed not only to enhance their media arts skills but also to
cultivate academic skills that will serve them well in future academic and career endeavors.
Central to our philosophy is the belief that students benefit most from hands-on, practical
experiences. As they embark on group projects, students learn the importance of problem-
solving, collaboration, time management, self-awareness, and critical thinking. These Social-
Emotional Learning (SEL) skills are not just vital for the success of their film projects but also
contribute significantly to their personal growth and readiness for future challenges. Our
programs underscore the transferability of academic skills cultivated through film projects to
various study areas. Our curriculum aligns seamlessly with ELA/ELD, VAPA, and CTE
standards, demanding that students not only write, read, and interpret their work but also
articulate and present their ideas to others for production, filming, and premiere. This
interdisciplinary approach ensures a multifaceted engagement with academic concepts.
Students gain a heightened awareness of the broader application of these skills, thereby
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elevating their overall academic performance. Simultaneously, they comprehend the
significance of their individual perspectives and develop the ability to express their ideas
mindfully. This enables them to ensure their voices are heard, contributing meaningfully to the
collective success of their group film projects.

In addition to academic and personal development, students have the opportunity to practice
professional skills under the guidance of industry professionals who work alongside them. Our
motto encapsulates this collaborative spirit: “We are all learning to learn together.” Students
gain insights into the professional world of filmmaking, reinforcing the practical and theoretical
aspects of their education.

Students will also engage with camera, sound, and editing equipment (provided by Creating
Creators), cultivating a distinct technical proficiency in leveraging these tools to convey a
compelling visual narrative. Our overarching objective is for students to discover the potency of
their individual talents and interests. Moreover, we aspire to equip them with the necessary
skills and work ethic that not only contribute to the successful completion of their films but also
prepare them for potential careers in various industries.

Understanding the importance of personal stories and cultures is integral to the filmmaking
process. Students learn that authenticity is crucial when crafting characters that resonate with
audiences. Developing empathy as artists, they aim to create realistic and high-quality art that
captivates and connects with viewers. Creating Creators not only educates students in the art
and craft of filmmaking, screenwritting, comperable to professional industry rigorus standards,
but also instills a broader understanding of how academic skills, social-emotional learning, and
professional development converge to create well-rounded individuals ready to succeed in their
academic and future career pursuits.

Plan 10-WK Innovative Enrichment Programs

Creating Creators will be meticulously organized to deliver the requested services for the
Innovative Enrichment Programs set to commence anytime starting after January 2025. Ideally,
the Creating Creators media arts enrichment classes, are designed to span cycles of 10 weeks,
after school, for grades 4th-6th or 7th-12th, for up-to 30 students per class, and will require 1
hours of instruction twice a week, with the goal of instilling filmmaking basics, providing
learning opportunities, and integrating real-world applications of academic concepts.

The organizational structure will involve student groups working collaboratively, and each class
will be sup- ported by two filmmakers. These filmmakers will not only assist in instructing the
groups but will also provide media arts training to the classroom teacher or aid if present,
fostering a comprehensive learning environ- ment.

The curriculum will cover a range of topics, including short-form film narrative (1-3 minutes),
student voice, ELA standards, professional portfolio development, marketing, and
entrepreneurial aspects of the film indus- try. To enhance students’ exposure, guest workshops
will be arranged, connecting them to university and industry networks.

Key outcomes for the film class include a minimum of 30 film journals, each containing at least
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3 stories, as well as the creation of 3 scripts, 3 short films, 3 production binders, and 3 posters.
Additionally, a showcase film festival is planned, to be held at a partnering industry studio or
theater venue and online.

To ensure smooth operations, each session will necessitate (1) one hour of prep time per
instructor.

PROGRAM ELEMENTS
Creating Creators - Enrichment Program Timeline - 10wk (Example)

10 WK Program Schedule

WEEK 1 - Creating Creators Introduction

Ice Breakers - Welcome to Creating Creators + Goals for the Summer
Filmmaking Basics - Camera Shots, Production Roles, Film Equipment
Camera Workshop Exercise + Video Editing Set Up + Writing Warm Up
Write outline story for commercial - Developing your character

WEEK 2 - 3 Create a Scene
° Write the script

Acting workshop
Casting

Table Read
Introduction to blocking

WEEK 4 - Prep + Blocking + Test

Students complete storyboards + Production Schedule

. Brainstorm / Form production groups
° Research Techniques + Identifying your main topic
. Complete a storyboard and motion sequence that has a clear beginning, middle, end.

WEEK 5-6 - Film Your Scene
Students work in a group, to film their scene and edit.

° Prep + Blocking + Casting + Planning
. Filming (with camera, lights, and sound equipment.
° Filming + Editing (Chromebooks)

WEEK 7-9 - Still Image Challenge

Students learn about how to market their scene by developing movie posters and
motion graphics for their film credits.

Introduction to Image Editing Technology

Basic drawing and/or stop motion technique

Brainstorm and visual story idea for poster
Photo Shoot

Marketing 101 - Identify and Reach your audience (Meet the Cast Video) + Poster Editing
Movie Credits
Rough Draft of film Review

WEEK 10 - Final Showcase Assessment

° Community Screening
° Peer Project Assessment
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Schedule of Key Meetings and Deliverables

* Ongoing: Teaching Artists are expected to prepare for each class session with at least 1 hour of prep
time.

*  Monthly (or Weekly in Summer):

* Teaching Artists gather for regular meetings to plan lessons and discuss deliverables.

*  Program Implementation Meetings:

+  Before Program Launch: Recommended administrative meeting to address any program logistics or
schedules.

*  Midway through Program: Another meeting with onsite school staff for clarification and updates.

*  Professional Development:

»  Creating Creators offers professional development sessions for school site staff, aides, and teachers
interested in integrating media arts into the classroom curriculum.

Timeline of Deliverables:

WK 1-2

- Stories are written, and pitching ideas are presented.

WK 2-3

= Film scripts are developed, casting takes place, and production groups are formed.

WK 4-5

= Film trailers and/or behind-the-scenes videos are presented for parents at school events.

WK 6-10

= 1-3 minute Short Film Projects, along with posters, trailers, and production binders, are due.

~ Peer screening and showcase at a local theater or school for parents and the community, and/or
movie industry partners for industry and peer review. (Students can keep journals, posters, and will
have a link to their projects online and available to view at the end of the year.)

Ongoing Opportunities:

Movies have additional chances to be showcased on Creating Creators’ YouTube channel, at
film festival competitions, and partner screenings. From time to time students may participate in
field trips.

Suggested Materials:
Creating Creators typically supplies video and technical recording equipment for the initiation of new
programs. However, as programs become established, certain school sites may express interest in
purchasing their own equipment for both staff and students, particularly after receiving experience and
training through our programs. A detailed list of equipment can be made available upon request.
Generally, for the most successful implementation of the program, school sites are recommended to
provide the following:
1. Chromebooks for Students.
2. Classroom with Smart Board or Whiteboard.This facilitates the display of program
lesson slides and demonstrations, enhancing the overall learning experience.

3. Student Journals + Pencils (40)

- Providing blank writing journals for students supports their engagement and documentation of

the learning process.

This collaborative approach ensures that the necessary tools and resources are available for a successful
implementation of Creating Creators programs in school settings.
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Documentation and Reporting

Creating Creators aims to comprehensively evaluate each program, including both the enrichment
and summer programs, utilizing a multifaceted approach that incorporates diverse methodologies,
measurements, specific analysis dates, and a keen focus on cultural awareness. The evaluation
process is designed to provide meaningful insights into program effectiveness, participant
engagement, demographic of student body, and cultural responsiveness. The key elements of the
evaluation strategy are outlined below:

Methodology:
1. Feedback:

* Document feedback to gain in-depth insights into participants’ experiences.
2. Observational Assessments:

+ Employ trained evaluators to conduct observational assessments during program sessions,
noting aspects of cultural responsiveness, participant engagement, and overall program
delivery.

3. Performance Metrics:

« Establish key performance indicators (KPIs) aligned with program goals and objectives.

« Regularly track and analyze attendance rates, participant progress, and completion of
milestones within the curriculum; writing goals, technical knowledge and understanding,
SEL skill development, film project completion, and peer/industry evaluation at project
showcases are all examples of potential performance markers.

Measurements:
1. Quantitative Metrics:

+ Quantify attendance rates and completion of assignments.
2. Qualitative Assessments:

« Analyze qualitative data from student/teacher feedback to identify themes related to
program strengths, areas for improvement, and cultural considerations.

3. Observational Criteria:

« Develop a structured framework for observational assessments, including criteria
related to cultural responsiveness, instructor effectiveness, and participant
engagement.

+ Assign numerical scores or qualitative ratings based on the established criteria.

Dates to be Analyzed:

Mid-Program Assessment:
+ Conduct an initial observational assessment midway through the program to gauge
early indicators of success, identify potential challenges, and make real-time
adjustments.
« Focus on participant engagement, adherence to program timelines, and preliminary cultural
responsiveness measures.

End-of-Program Evaluation:
« Implement a comprehensive end-of-program evaluation to measure overall success against
predetermined goals and objectives.
« Analyze both quantitative and qualitative to provide a comprehensive understanding of program
impact.
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Ongoing Monitoring:
+ Establish a system for ongoing monitoring and feedback throughout the program to address
emerging issues promptly and continuously enhance program delivery.

Cultural Awareness:

Cultural Competence Training:
+ Provide cultural competence training for program staff to ensure awareness and sensitivity to
diverse cultural backgrounds.
+ Integrate ongoing professional development sessions focusing on cultural responsiveness.

Inclusive Content Review:
* Regularly review program materials, curriculum, and activities to ensure they are
inclusive, representative, and culturally sensitive.
« Collaborate with a diverse group of stakeholders to gather feedback on cultural relevance.

Community Engagement:

+ Establish mechanisms for ongoing engagement with the local community to ensure
programs align with community needs and cultural expectations. *Creating Creators
utilizes social media marketing to engage the community and will provide photo
release forms before anything is posted or used.

« Encourage community input through feedback sessions, advisory committees, or
partnerships with local organizations.

By implementing this comprehensive evaluation strategy, Creating Creators aims to continually assess,
adapt, and enhance the enrichment and summer programs to ensure they are effective, culturally
responsive, and aligned with the diverse needs of the participants and the community.
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EXHIBIT B
PAYMENT SCHEDULE

PRICING SHEET
10-WK PROGRAM

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative

(G&A), profit, and other relevant costs.

Category 1 Unit Price
Customization and Unit Cost (include detail on discounts provided) $8.960.00
Integration $112/hr (price based on 10wk program) ’ ’
Number of participants (2-50)
Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid) 1 time - in person N/A
Development (include detail on discounts and/or rebates applied as
applicable) *Price per school site $5,000 (all teachers
welcome)
. One time and annual costs (include detail on discounts
Implementation and . 5
o provided) $750.00
Monitoring
Materials, license One time and annual costs (include detail on $1,000.00
fees, etc. discounts provided) A
Required Equipment [ One time and annual costs (include detail on discounts Included
provided)
Itemize
N/A
Other Costs (include detail on discounts provided) /
Total Annual Cost $10,710.00

To ensure smooth operations, each session will necessitate (1) one hour of prep time per
instructor.

Total hours per program and number of classes can be flexible per District request and
needs.
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Daniel Ferguson dba Los Angeles Legacy Project

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS — Category 11

Our program is designed to meet and exceed the requirements outlined in the Statement of
Work.
1. Detailed Plan

e Curriculum Development: Standards-based, inquiry-driven lessons integrating
STEM/STEAM with media production.

e Program Structure: Flexible scheduling, tailored for in-person and virtual delivery,
accommodating school needs.

e  Assessment Strategies: Utilizing formative and summative assessments to monitor
progress and effectiveness. Pre-and-post surveys are verbal and/or observational and
conducted by the teacher. A final assessment is conducted by the teacher to note
progress. The information is maintained by the teacher. It is not posted or used for
research.

2. Supplemental Physical Activities

e Hands-On Production: Students engage in active roles such as camera operation,
sound engineering, and on-camera presentation.

e Inclusivity: Activities are adaptable to include all students, regardless of skill level or
ability.

3. Partnerships

e Collaborations: Partnering with media companies, educational institutions, and
community organizations to enhance program quality.

e Virtual Engagements: Offering guest speakers, virtual field trips, and industry
insights through partnerships.

4. Access to Diverse Curricula

e Multiple STEM/STEAM Subjects: Programs cover topics like environmental
science, biology, climate change, technology, and more.

Integration with Journalism: Students research and report on STEM topics, enhancing

1. Qualifications and Experience
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e Established History: Since 2017, we have been dedicated to enhancing educational
outcomes for high-need students in LAUSD.

e Specialized Programs: Our innovative approach combines media production and
journalism with STEM/STEAM education.

e Alignment with Standards: Programs are aligned with NGSS and CCSS, ensuring
relevance and academic rigor.

2. Performance Record

e Improved Student Outcomes: Achieved significant improvements in literacy and
technical skills at partner schools.

e Engagement and Participation: High levels of student engagement through
interactive and hands-on learning experiences.

3. Experience with Diverse Groups

e Serving Grades TK-12: Programs are tailored to be developmentally appropriate
across all grade levels.

e Diverse Populations: Expertise in working with English Language Learners, students
with special needs, and culturally diverse populations.

4. Capacity to Serve the District

e Scalable Programs: Ability to expand services throughout the district with flexible
delivery modes (in-person and virtual).

e Resource Availability: Equipped with necessary materials and technology to support
widespread program implementation.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Price Price Total

Category Il Unit Sem1| Sem2 | Price
tomizati
Customization and | ;v s (include detail on discounts provided) $12,000 [513,000 }$25,000
Integration
Number of participants IN/A IN/A IN/A
' Frequency /Duration Presentation Mode
Professional (In-person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates applied

as applicable)

Implementation One time and annual costs (include detail on /A /A /A
and Monitoring discounts provided)
Materials, license | One time and annual costs (include detail on /A /A /A
fees, etc. discounts provided)
Required One time and annual costs (include detail on N/A N/A N/A
Equipment discounts provided)

Other Cost
er Losts (include detail on discounts provided)

Total Annual Cost $12,000 |$13,000 |$25,000
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Dottie Rose Consulting LLC dba The Dot. Consulting

EXHIBIT A
STATEMENT OF WORK

Program Elements

The STEM + M Innovate Program uniquely addresses the requirements outlined in the Los
Angeles Unified School District’s Request for Proposal by providing a comprehensive,
student-centered approach that integrates STEM education with mindfulness practices that can
be used as a supplement to current curricula. Our program is designed to enhance both academic
performance and social-emotional learning, aligning directly with the district’s goals for
enrichment and supplemental programs.

1. Universal Design for Learning (UDL) and Accessibility

Our STEM + M Innovate Framework is rooted in Universal Design for Learning principles,
ensuring that all students—regardless of their background or abilities—can access and benefit
from the curriculum. By integrating mindfulness practices through the InnerExplorer platform,
students begin each day with an open heart and open mind, fostering a readiness to engage with
STEM content in meaningful ways. Additionally, our STEM lessons are designed with
flexibility in mind, allowing for differentiation based on individual student needs and learning
styles. This ensures that all students can participate fully in both the enrichment and
supplemental instruction.

2, Cultural and Linguistic Responsiveness

The STEM + M Innovate Program is designed to reflect and respect the rich cultural and
linguistic diversity of Los Angeles students. Mindfulness practices, coupled with STEM
lessons, are carefully curated to be inclusive and culturally relevant. Our content allows students
to connect personal experiences with the STEM concepts they are learning, ensuring that
students see themselves reflected in the curriculum. This approach fosters a deeper
understanding and connection to the material, while addressing the emotional and mental well-
being of students from diverse backgrounds.

3. Next Generation Science Standards (NGSS) Alignment

Our program is fully aligned with NGSS, Common Core and ITSE standards ensuring that

students are engaging in hands-on, inquiry-based STEM activities that develop their scientific

thinking and problem-solving skills that are relevant to their current curricula and grade level

standards. Through a series of STEM Integrated Lessons that complement daily mindfulness

practices, students explore NGSS-aligned concepts in real-world contexts, such as building

models, creating digital content, and engaging in engineering design challenges. Each lesson
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incorporates key components of science, technology, engineering, and mathematics, preparing
students for future academic and career success.

4, Interactive and Engaging Learning Tools

Our platform provides interactive and developmentally appropriate tools that actively engage
students in their learning. Through interactive videos, gamification, and project-based activities,
students are encouraged to explore STEM concepts in new and innovative ways. Teachers can
also access a suite of customizable lesson plans, enabling them to modify and create lessons that
meet their classroom’s unique needs. Features like drag-and-drop activities, virtual field trips,
and live demonstrations of scientific principles allow for an immersive learning experience that
keeps students engaged and motivated.

5. Mindfulness as a Foundation for STEM Learning

The integration of mindfulness within our STEM + M Innovate Program serves as a powerful
tool for helping students regulate their emotions and focus on learning. As students practice
self-awareness and self-regulation, they are better equipped to engage in critical thinking and
problem-solving tasks. Mindfulness helps reduce stress and anxiety, creating a classroom
environment where students are more focused, collaborative, and ready to tackle complex
STEM challenges. By embedding mindfulness into the daily routine, students not only develop
emotional resilience but also improve their cognitive readiness for STEM learning.

6. Device Agnostic and Accessible

Our STEM + M Innovate Program is designed to be accessible on various devices, ensuring that
it works seamlessly across different technology platforms without requiring special adaptations.
This makes it easy for schools and districts with diverse technology resources to implement the
program without barriers. Whether students are in a physical classroom or participating
virtually, the program’s flexibility ensures that they receive a consistent and

high-quality educational experience.

7. Comprehensive Professional Development and Ongoing Support

To ensure successful program implementation, The Dot. Consulting provides extensive
professional development for educators, equipping them with the skills and knowledge to
effectively deliver STEM and mindfulness content. Our team also offers ongoing support,
including orientation webinars, coaching, and technical assistance. This ongoing partnership
with teachers helps to refine and adapt the program as needed, ensuring its sustainability and
effectiveness in the long term.
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8. An Integrated STEM + M Event Bundle

To increase excitement, engagement and exposure to more real world STEM activities,
educators will have access to our STEM + M Event Bundle which includes 11 events throughout
the school year. The bundle includes live virtual lessons, slide decks and pre-recorded lessons,
and live panels with interaction with STEM enthusiasts and STEM Career Specialists.

Aty L8

the doi.
CONSULTING

@ Integrated STEM Event Bundle

o

=

Activity

Delivery

Mindfulness Day

September 12th

The STEM of Mindfulness

Slide deck and pre-recorded videos
for teachers and students

MNational Coffee Day

September 2%th

The Science of Coffee
Activities

Slide deck and pre-recorded videos
for teachers and students

World Statistics Day

Cctober 20th

Lessons and Activities

Live Wirtual Lesson led by the dot.

Mational STEM Day

November 8th

Lessons and Activities

Live STEM panels from STEM careers
oll day

Computer Science Week

Second Week of December

Doily Lessons/Activities and
Facts

Live panels

National Hot Chocolate Day

January 31st

STEAM it Up Lesson

Live Virtuol Lesson led by the dot.

Mational Engineering Week

Third Week of February

Daily Lessons and Activities

Live panels ond in person class visits
with reol life engineers

Pi Day

March 14th

Lessons ond Activities

Live Virtual Lesson led by the dot.

National Earth Day

April 22nd

Lessons and Activities

Slide decks and pre-recorded videos
for teachers and students

Mational Paper Airplane Day

May 246th

Activity and Facts

Live Virtual Lesson led by the dot.

Summer STEM Activities

First Week of June

At Home Activities

Slide decks and pre-recorded videos
for teachers and students

O the dot. Consulting 2024

9. Community and Family Engagement

The STEM + M Innovate Framework recognizes that family and community engagement is
crucial to students' academic success and overall buy-in. To foster these connections, The dot.
Consulting has developed the Community Passport Program, a monthly initiative designed to
bring STEM learning into the home and local community. Each student receives a passport filled
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with engaging, community-based STEM activities. These activities encourage students to work
with family members, neighbors, or friends to explore STEM in their own environment,
sparking meaningful conversations and connections around the subject.

The Community Passport Program not only builds STEM awareness but also strengthens
relationships between students, families, and their communities, promoting free, accessible
STEM experiences. By integrating family members into the learning process, students deepen
their understanding and appreciation for STEM while reinforcing the value of community
resources.

In addition to the Passport Program, the InnerExplorer app offers families an opportunity to
practice mindfulness together at home. Through a family login provided by the school, families
can access daily mindfulness exercises that complement the in-school experience. This dual
focus on STEM and mindfulness extends learning beyond the classroom and strengthens the
connection between school and home, creating a holistic environment where students can thrive
academically and emotionally. The STEM + M Innovate Framework thus enhances the
school-family relationship and encourages shared learning experiences, reinforcing the
importance of community in supporting students’ educational journey.

Adivilies = Resoouices

a/ WM RECOMMENDED BOOKS ELEMENTARY
* Yasmin the Explorer

e = Fresh Picked Poetry: A Day at The Farmer's Market
VISIT A LOCAL FARMERS
MARKET! * A Day at the Market.

EXPERIENCE THE JOY OF RECOMMENDED BOOKS UPPER
FRESH, LOCALLY GROWN
FRUITS AND VEGETABLES.
THESE FOODS ARE SIMPLY
THE BEST ANDIT
PROVIDES
OPPORTUNITIES TO
FOSTER CONNECTIONS
O OUR LOCAL
AGRICULTURE AND
SUPPORT OUR LOCAL
BUSINESSES.

= Charlotte's Web
* Unusual Chickens for the Exceptional Poultry Farmer

ACTIVITIES

» Draw a map to the local Farmer's Market

» Find a recipe and use the vegetables or fruit from the
Farmer’'s Market,

= Provide kids a budget and a bag.

= Play “I Spy” Fruits and Vegetables.

DISCUSSION PROMPTS

» What fruits and vegetables can not be grown in this area?
= Do you think the prices at the Farmer's Market are higher or
lower than a grocery store and why?

S E P -|- E M B E R » What types of farming are popular in this area?
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APRIL SHOWERS
BRING MAY
FLOWERS!
PLANT A FLOWER
IN HONOR OF
YOUR MOTHER
ORANY SPECIAL
PERSON IN YOU
LIFE!

RECOMMENDED BOOKS ELEMENTARY

* Plant the Tiny Seed
= How | Grow: The Story of a Little Plant’s Life Cycle
* Don't Touch that Flower!

RECOMMENDED BOOKS UPPER
+ A Seed in the Sun

» The Secret World of Plants: Tales of More Than 100
Remarkable Flowers, Trees, and Seeds

ACTIVITIES

* Make a 3D flower from recyclable materials.
* Write a concrete poem in the shape of a flower.

» Research the parts of a flower then perform a flower dissection
and jdentify all the parts of a flower.

DISCUSSION PROMIPTS

= If you were a flower, what kind would you be and why?
* What do flowers represent and why?

M A Y « If a flower could talk, what do you think it would say about its
new home?

10. Program Deployment, Implementation & Support Experience

The STEM + M Innovate Framework offers a comprehensive and structured approach to
deployment and ongoing support, ensuring seamless implementation and consistent user
engagement. A dedicated technology representative and project manager from the dot.
consulting works closely with district contacts to provide data-driven insights, gather feedback,
and deliver updates on any technology enhancements. This team also handles support requests,
prioritizing and resolving any issues promptly according to established service levels.

Our District Roadmap Implementation Plan includes automated messaging to registered
users throughout the year, encouraging regular usage and engagement. Monthly check-ins with
district representatives ensure ongoing support, address any concerns, and provide valuable data
on usage and program effectiveness.

At the school level, designated administrators, such as counselors or assistant principals, can
monitor usage and engagement through access to school-level data. This enables a focused
approach to supporting teachers and students in utilizing the STEM + M Innovate Framework
effectively.
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We offer unlimited tech support through the platform’s tech chat and email, with response
times typically within 24 hours. Any user issues are managed by our dedicated team, ensuring
timely resolution and minimal disruption.

11.  Scope of Project

The STEM + M Innovate Framework is designed for easy deployment across all LAUSD
schools, with minimal preparation required. Schools are pre-loaded into the custom registration
portal, and the InnerExplorer platform, which houses the STEM + M Innovate Framework, is
already integrated as an app within Schoology. This allows for immediate access once the
contract is approved, ensuring that teachers can quickly log in, play the mindfulness practices,
and begin engaging students with the integrated STEM lessons.

Included Services

1. Integrated STEM Activities
o Community Edition license for every identified school in LAUSD.
o Age-appropriate levels for Elementary and Middle School.
o Continuity throughout the district with access to STEM Lessons, National STEM
Event Bundle, and The Community Passport Program.
o All STEM lessons and activities are available in English and Spanish.
o Integrated lessons that adhere to NGSS, Common Core and ITSE standards.

2. Daily MBSEL (Mindfulness-Based Social Emotional Learning) Practice

o  Community Edition license for every identified school in LAUSD.

o Age-appropriate levels for Early Learning, Elementary, Middle School, and High
School.

o Continuity throughout the district with 5-10 minutes of daily MBSEL practices in
every location.

o Available in English and Spanish, with a diverse narrator team representing different
ages, genders, and ethnicities.

o Integrated reflective journaling and personal reflection questions for deeper student
engagement.

o  Shorter 1-3 minute transition practices for flexible use.

o Access on any device (web, mobile, Kindle) and in any location (school, home, or
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community).

District-branded portal for seamless teacher and family registration.

Full compatibility with Schoology, offering uninterrupted access with a single profile.
Home app & Tune In feature for families to practice mindfulness together.

Access for after-school programs associated with district schools.

O O O O

3. Professional Development and Support
o Ongoing PD sessions for educators, counselors, and families, designed for ease of
use with minimal orientation required.
o  Bi-weekly check-ins with a dedicated Project Coordinator for continuous support.
o Unlimited tech support via the platform, ensuring timely resolution of issues.
o  Webinars and engagement campaigns tied to the program’s E-Score, offering
actionable steps to promote engagement and usage.

4. Additional Practice Series
o Educator Wellbeing Series, Counselor’s Series, and Summer Series designed for
extended mindfulness and wellbeing practices.
5. Analytics and Data Insights
o  Customized school-level analytics, allowing administrators to track engagement and
impact, including attendance, grades, behavior, and teacher retention.
o Monthly data check-ins to assess program usage and engagement.
o  Admin dashboard for each school to monitor usage.
o  Mapped analytics by local district for deeper insights and engagement promotion.
6. Out of School Time (OST) Program
o  Full program features and benefits available for OST programs associated with
district schools.
o Summer Series designed specifically for Summer School, with daily mindfulness
practices, STEM activities, and a fun activity calendar for students and families.

This comprehensive scope ensures a smooth rollout across LAUSD, providing
educators, students, and families with a powerful tool to enhance both STEM
learning and social-emotional development. The STEM + M Innovate Framework
is designed to integrate seamlessly with existing district systems while offering
robust support and data-driven insights for ongoing success.
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12.

13.

Supported Operating System

Inner Explorer is CASEL-vetted as an SEL-Supportive Program https://pg.casel.org/inner-
explorer/

e Windows (all versions post 2000)
e MacOs X or higher
e 10S & Android Mobile

Hardware Needed: NONE. Inner Explorer, which houses the STEM +M Innovate Framework
is available on any internet-connected device, including desktops, laptops, tablets,
chromebooks, and smartphone devices. Inner Explorer does not provide these devices for
users.

Web browser: All web-browsers are supported.

Inner Explorer Home App: The Community License included in this contract also includes
access to the Inner Explorer Home App designed for families. This unique app provides
LAUSD families access to all 4 age-appropriate levels of the daily practices, The National
STEM Event Bundle, and The Community Passport Program so that the whole family can
practice STEM +M together.

Schoology: SSO Integration has been included in this pricing proposal.
Work Plan Timeline
Once a contract is approved, the STEM + M Innovate Framework program can “Go Live”

and new registrations will have complete access via the LAUSD portal, Schoology, and the
web-based platform.

1. Contract is approved.

2. On Day 1, Inner Explorer sets the expiration dates in our system.

3. On Day 2, Existing users can log in and new users can register via the LAUSD
branded portal or access via Schoology.

4. On Day 2, All users begin implementing the STEM +M Innovate Framework with
their students.

5. Week 1: Outreach to interested stakeholders begins to schedule professional learning
webinars for orientation and additional information on the integration of mindfulness
and STEM activities.

6. Week 1: Coordinate communications with district contact to notify schools of the
availability of the program - through synchronized distribution of Schoology
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messaging, inclusion in District newsletters and notices, and other
outreach/publication options.
7. TBD and Ongoing: Begin participating in District-help Banked Time PD programs

14. Implementation Approach

1. District Wide Implementation
a. Update LAUSD branded portal
b. Build relationships with key stakeholders and departments
c. Coordinate communication strategy with key District personnel
d. Provide Professional Learning opportunities for interested stakeholders
(principals, counselors, administrative staff, etc)
Connect with and implement at each Local District level
Track roster and usage data by Local District
g. Bi-weekly check ins with key District contact to share user feedback, data
trends, strategize further outreach, make any necessary adjustments to
planning/rollout/support
h. Monthly check ins to provide more detailed data analytics insights
i. Elevate and celebrate champions to encourage engagement and usage
j-  Measure impact via case studies, gather and share testimonial

o

2. Classroom Implementation

a. Notify teachers of STEM +M Innovate Framework and Inner Explorer
availability (via internal District communication strategies)

b. Provide onboarding webinars for Banked Time PDs, individual schools,
Community of Schools, or Local District groups

c. Register new users via custom portal and support re-engagement of existing
users via Schoology App and web-based platform.

d. Bridge school to home by engaging families through our Home App.
Encourage champions to share their positive experiences with other staff

within the school community to build on a school-wide approach.

3. Adult Implementation (Educators & Parents/Caregivers)
a. Provide simple registration for parents and caregivers via the LAUSD branded
portal.
b. Engage teachers in daily practice with their students.
c. Further support educators with the Educator Wellbeing series of practices,
designed for adult use.
d. Engage parents & caregivers (webinars in English & Spanish available) with

the daily practice occurring in their child’s classroom and on the mobile app.
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EXHIBIT B
PAYMENT SCHEDULE

Note: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

Category Unit Price
STEM +M Innovate Framework Annual by School (ONLY with District $1295
'Wide Contract for a Minimum of 1000
schools)*
Professional Learning Number of Participants Frequency/ Included
Duration AND/OR Number of
Asynchronous Modules
Implementation and Monitoring One Time and Annual Costs Included

*Favorable district-wide pricing is based on licenses for a minimum of 1000 schools at
$1295 per school, per academic school year.

*If purchased on a per school/individual basis for fewer than 100 schools, the
published per school price for the STEM + M Innovate Framework is $2400.
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FORWARD EDUCATION INC.

EXHIBIT A
STATEMENT OF WORK

Program Elements

STEM/STEAM Enrichment:

At Forward Education, we have developed a comprehensive plan to deliver our Climate Action
Kit and associated services effectively. Our program includes synchronous and asynchronous
learning materials for students and educators, interactive hands-on experiences, and structured
lessons that align with educational standards. Our Learning Platform supports teachers with
classroom-ready lessons, requiring minimal preparation time, allowing educators to focus on
engaging students. The kit fosters real-world connections through purpose-driven projects to
build and code projects centered around climate action, ensuring students can relate their
learning to global challenges.

We provide a robust enrichment program for students from grades 3- 12, incorporating physical
activities and materials for hands-on STEM/STEAM projects. Our Climate Action Kit features
open-ended learning opportunities that encourage creativity and exploration, accommodating
various skill levels and abilities. Utilizing the Use-Modify-Create framework, students can
engage with the content at their own pace, whether they are beginners or advanced learners. Our
approach aligns with Universal Design for Learning (UDL) principles, ensuring that all students
can access and participate in the curriculum.

Additionally, we integrate socio-emotional learning (SEL) components, fostering collaboration,
communication, and problem-solving skills among students as they work on group projects and
real-world challenges. The combination of these frameworks

promotes inclusivity and active engagement, making learning accessible and meaningful for all
students.

Forward Education collaborates with non-profit organizations and climate tech companies to
enhance our virtual STEM/STEAM education. Our in-house development team continuously
updates our Learning Platform, while partnerships focus on

co-developing lessons aligned with standards and addressing real-world climate issues. These
collaborations also create virtual field trip opportunities, offering students immersive experiences
and career connections in STEM fields. Our goal is to foster an engaging and comprehensive
learning environment that empowers students to become proactive members of their
communities.

Our learning platform and lesson content provides connections to STEM/STEAM curricula and
instruction for students in a variety of subjects like

. Climate change/ literacy
b. Computer science
¢. Mathematics
d  Science
¢.  Robotics
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f  Engineering
¢ Earth and space science
b Environmental education

Our program includes lessons that explore Al particularly machine learning, using the BBC
micro:bit. These lessons introduce students to fundamental concepts of Al in a hands-on
manner. We utilize open-source technologies, ensuring accessibility and flexibility for educators
and students.

Forward Education is prepared to serve as a contractor for the District by providing
high-quality, grade-level appropriate, standards-based virtual STEM/STEAM enrichment
programs tailored to meet the diverse needs of students.

2. Synchronous Live-Streaming of Educators: Experienced educators will engage students
through interactive live-streamed sessions, fostering collaboration and real-time
discussions using District-approved video conferencing tools.

b. Active and Integrated Hands-on Experiences: Our programs emphasize hands-on
activities that promote active learning and cross-disciplinary integration, encouraging
students to work together and apply their knowledge practically.

¢. Provide Materials Needed for Activities: We supply all necessary materials directly to
students, ensuring they have everything required for hands-on experiments and projects,
thereby minimizing logistical challenges.

4. Engineering design process: Many of Forward Education’s projects encourage students
to follow the engineering design process, fostering creativity and critical thinking as
students build, test, and improve their projects.

¢. Interactive simulations and virtual field trips: Our kits and lesson plans incorporate
technology-based tools, such as micro:bit, to allow students to simulate real-world
applications, like smart farming, which can be extended into virtual learning
environments. This expands learning beyond the physical classroom and offers virtual
“field trips” into climate-related ecosystems, technologies, and careers.

f Real-world problem-solving opportunities: Every lesson and activity is designed to
address real-world challenges, such as climate change and sustainable energy, giving
students an authentic context to apply their STEM knowledge.

A.  Inquiry-driven learning and Sample Enrichment Activity: Forward Education’s kits
promote inquiry-based learning, encouraging students to think critically, explore problems, and
come up with solutions independently. All lessons can be facilitated with instructor-led
structured guidance, or student-led in pairs to foster collaboration, critical thinking, and peer
learning for students to take ownership of problem-solving in a hands-on and interactive
environment. Instead of rote memorization, students engage in open-ended projects that require
them to process information and devise solutions creatively. Access to a sample Smart Farming
activity is included in the appendix.

B.  Professional Development: Virtual professional development and training will be included
for educators and coaches at no cost to the district.
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C. Structure of Enrichment Program - Virtual:

a. Delivery Method: Virtual enrichment programs will be conducted via a District-
approved video conferencing tool, scheduled Monday through Thursday from
3:30 p.m. to 4:30 p.m. Each session lasts one hour, with flexibility for adjustments
based on final scheduling for winter, spring, and summer sessions.

b. Program Duration: Programs will run for up to 10 weeks, tailored to specific grade
levels for in-depth exploration of STEM/STEAM topics.

¢. Grade Span and Developmental Appropriateness: We serve grades K-2, 3-5, 6-8, and 9-
12, ensuring all activities are developmentally appropriate. For grades 9-12, at least one
guest speaker will be included to support teacher-led sessions. Each program will
accommodate a maximum of 30 students to facilitate engagement.

d. Teacher Support and Professional Development: We will provide professional
development at no additional cost if teacher involvement is needed, ensuring they are
equipped to support student learning effectively.

e. Hosting and Compliance: All activities will be accessible on the District’s Learning
Management System, compliant with LAUSD security protocols and featuring
reporting structures for outcome analysis. Our UDIPP Application number is 166498

Technical Support

Technical support will be provided by phone at 1-844-783-6393 Monday through Friday from
8:00 am to 5:00 pm Pacific Standard Time. Outside of these hours, Forward Education can be
reached for support by submitting a request to support@forwardedu.com or visiting our help
center at https://help.forwardedu.com/en/knowledge-base.

Teacher/Administrator Professional Development Support:

Teacher support isn’t required as lessons can be completed asynchronously. For synchronous
use, we offer online resources and virtual professional development at no cost. We offer online
training that covers lesson overviews, platform navigation, data reports, instructional support,
and standards alignment. Both live and recorded professional development sessions are
available, and recordings are shared with the District. Additionally, families have access to a free
learning platform, with content available in English and translatable to Spanish. We can
customize professional development to meet the District’s needs.

Program Evaluation:

Impact and continual improvement are measured through anonymized monthly and annual
impact reports detailing usage data by school, region, and district will be submitted for review
during regular meetings.
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FORWARD EDUCATION INC.

EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

ALL PRICES PROVIDED ARE ONE TIME COSTS, THERE IS NO ANNUAL SUBSCTIPTION

FEE
Category | Unit Price
. Unit Cost (include detail on
Customization . .
discounts provided) n/a

and Integration

Number of participants
Frequency /Duration

Educator Training:
3 x 90 minute session (unlimited educators, virtual):

Professional Presentation Mode (In- Included as per the requirements of this RFP
Development person/Virtual/Hybrid)
(include detail on discounts Train the Trainer (For District
and{ or Lelbates applied as Staff/Coaches/Facilitators/Coordinators:
applicable) 3 x 90 minute session (unlimited coaches, virtual):
lncluded as per the requirements of this RFP
Implementation | One time and annual costs
Incl
and Monitoring |(include detail on neluded
discounts provided)
Materials, One time and annual costs Climate Action Kit: $225
license fees, (include detail on
ete. discounts provided)
Required One time and annual costs micro:bit - Single : $16.50
Equipment (include detail on micro:bit - Bulk (over 100): $15.90ea
discounts provided) micro:blt - Bulk (over 300): $15.15¢a
CHARGE for micro:bit - Single: $5.00
CHARGE for micro:bit - Bulk (over 100) - $4.50ca
CHARGE Starter Kit (includes micro:bit)- Single: $19.50
CHARGE Starter Kit - Bulk (over 100): $18.50ca
Other Costs

Itemize
(include detail on discounts
provided)

micro:bit GoPack (includes micro:bit, battery pack,
batteries, and micro USB cable) - Single: $18.50

micro:bit GoPack - Bulk (over 100): $17.90¢ca
micro:bit GoPack - Bulk (over 300): $17.00ea

micro:bit Club Pack (includes 10 GoPacks) Single: $175.00
micro:bit Club Pack - Bulk (over 15): $173.00ea

micro:bit Club Pack - Bulk (over 50): $171.00¢ca
micro:bit Club PAck - Bulk (over 100): $163.00¢ea

Total Annual Cost

TBD. Total cost will be determined by the amount of kits
required by schools. Typical ratios are 2 students per 1 Climate
Action Kit and micro:bit. Ratio for the CHARGE is 1| CHARGE

per student.
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Grand Vision Foundation

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS

Grand Vision is submitting a detailed plan in the form of its Meet the Music (MTM) Enrichment program
for consideration for the STEAM enrichment bench. MTM Enrichment will be implemented in
collaboration with school administrators, classroom teachers and our teaching artists. Grand Vision’s
teaching artist employees are thoroughly vetted and trained and serve as positive and creative role models
to students. Whenever possible, a culminating activity will be held at each participating school at the end
of the ten week session before an invited audience of peers, family and school administrators.

1. Inorder to fulfill the RFP STEM/STEAM Enrichment: Category I, Grand Vision submits its
MTM After School Enrichment program, an in-person program which is standards based, age
and grade level appropriate, and inquiry driven. By participating in the program, students will
have the opportunity to think, explore, process, and solve problems through music making and
project-based activities. Grand Vision has a detailed plan to perform the required services,
detailed in the next section.

2. Grand Vision is proposing to provide supplemental physical activities through MTM
Enrichment. The program is directed towards upper elementary students (grades 3-5), and is
customizable for middle school students (grades 6-8). For all grade levels, it is designed to be
inclusive of all students, skill levels and abilities.

3. MTM Enrichment is meant to be delivered in-person, in a designated room on campus, Monday
through Friday, for up to ten weeks, for up to 35 students. It can also be offered as an
intersessional enrichment program. If requested, we can adapt the program into a virtual one, and
have extensive experience doing so: MTM delivered all music education programming virtually
during the pandemic, via synchronous and asynchronous video content.

4. MTM Enrichment consists of engaging music making and project-based instrument building
activities, highlighting STEAM concepts that intersect with Math and NGSS standards.
Discussions of ratio and fractions (box guitar building), soundwaves (physics and science),
music of world cultures (ELA, ecosystems) illustrate how the building blocks of music are
actually foundational to our understanding of our world and human history. The program
represents an expansion of Grand Vision’s standards-based in-school courses, Percussion
Program and Roots of Music Program (RoMP).

5. MTM Enrichment does not make use of Al in its curriculum development or instruction.

Meet the Music (MTM) Enrichment - Program QOutline:
e MTM Enrichment - Weekly Thematic Outline
o Week 1 - Steady Beat with Shakers
o Week 2 - Rhythm with Balloon Drums
o Week 3 and 4 - Pitch with Box Guitars
o  Week 5 - Melody with Pan Flutes

o Week 6 - Dynamics with Rain Sticks
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o Week 7-9 - Rehearsing Repertoire/ Preparing for Performance
o  Week 10 - Culminating Performance

e (Example Week Outline) Week 1 - Steady Beat with Shakers (3-5th grade focus) This
enrichment activity successfully meets LAUSD elementary school STEAM requirements
integrating music education with STEAM practices while employing differentiated
instruction and scaffolding to meet diverse student needs. This activity encourages students to
engage in hands-on learning, explore material properties and develop musical skills.

o Day1 “Whatis Music”

m  MTM’s Teaching Artist guides students in a discussion about music - where
they hear it, what it means to them.

m  Students learn to define musical genres and the different ways music is used in
society.

m They learn to clap and identify a steady beat and rhythm.

m Differentiation: Teaching Artist will incorporate fractions by guiding students to
explore how different rhythms can be represented as fractions of a whole
measure.

o Day2 “Make a Shaker” project introduction

m  Students review steady beat and rhythm, utilizing hand claps and stomp.

m The Teaching Artist introduces them to different types of shakers, a type of
percussion instrument in the idiophone classification.

m The Teaching Artist presents the different types of shakers the students may
make, identifying options for shells and filler material. They discuss how
material affects sound and pitch.

m  The students plan out their project on a process paper by identifying the
materials they will use and hypothesizing what they think their shaker will
sound like - thus allowing students to explore & investigate the ways in
which material properties affect the sound.

o Day 3 “Make a Shaker” project-based activity
m  Students review their project plan and make any desired changes.

m  Students choose their shells and filler materials and begin assembling their
shaker (ex. Small glass bottle, plastic bottle, easter egg for shell, dried rice,
beans, gravel for filler).

m Differentiation: As students choose their shells and filler materials, Teaching
Artist reviews fractions through the proportions of materials (ie., students can
decide to fill their shakers with 1/2 rice and 1/2 beans, then document their
choices using fractions).

m  Students “pair share” with a partner, reading their hypothesis about how they
thought the shaker would sound vs. the result. After partners share, they decide
if they want to make any changes to their shaker, to improve or change the sound.
They mark any changes on their process paper.

m  When they are satisfied with their design, they decorate their shaker with paint,
markers, yarn and/or stickers.
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o Day 4 “Play Your Shaker” music-making activity

m The Teaching Artist guides students in shaker playing technique, and to keep a
steady beat.

m  Students practice with no music, and then with a variety of musical selections.
They learn to keep a steady beat to different tempos.

m  Students learn to sing two songs from the MTM repertoire (ie. “Fanga Alafia”
and “No Se Va”). Once they have mastered the songs, they work on singing
while playing the shaker.

o Day 5 “Classroom Performance”

m  Together, students practice the songs they learned.

m They are divided into two or more groups. Each group will decide which song
they will present to the rest of the class. Students may volunteer for a solo, or
arrange the song in a new way.

m  After student groups present their music to one another, they will share
observations and constructive feedback.

o Materials provided

m Process paper student worksheets

m  Shaker materials - shells and filler material

m  Thumb drive with musical selections - Teaching Artist will plan with school
personnel ahead of time to determine if the classroom will have an available
sound system, or if a mobile stereo/speaker will be needed.

o California Standards Alignment:

m  Math Grades 3-5:

e 4 .NF.2: Extend understanding of fraction equivalence and ordering
o Recognize fraction comparisons by using a visual fraction
model.

m Next Generation Science Standards (NGSS) Grades 3-5:

e 3-5-ETSI1-1: Engineering Design
o Define a simple design problem reflecting a need or a want.

e 3-5-ETS1-2: Generate and compare multiple solutions to a problem
based on how well they meet the criteria and constraints of the design
problem.

e PSI1.A: Structure and Properties of Matter

m  Music (Grades 3-5):

e Creating—Anchor Standard 1: Generate and Conceptualize Artistic
Ideas and Work: 3.MU:Crl.b, 4.MU:Crl.b, 5.MU:Crl.b

e Creating—Anchor Standard 3: Refine and Complete Artistic Work:
3.MU:Cr3.1, 4 MU:Cr3.1, 5.MU:Cr3.1

e Performing—Anchor Standard 4: Select, Analyze, and Interpret
Artistic Work for Presentation: 3.MU:Pr4.1, 4 MU:Pr4.1,
5.MU:Pr4.1

o 3.MU:Pr4d2.a&b, 4 MU:Pr4.2.a& b, 5SMU:Pr4.2.a& b

e Performing—Anchor Standard 5: Develop and Refine Artistic

Techniques and Work for Presentation: 3.MU:Pr5.a & b,

4 MU:Pr5.a& b, SMU:Pr5.a&b
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Connecting—Anchor Standard 10: Synthesize and Relate

e Knowledge and Personal Experiences to Make Art: 3.MU:Cn10,
4 MU:Cnl0, 5.MU:Cnl0

e Connecting—Anchor Standard 11: Relate Artistic Ideas and Works with
Societal, Cultural, and Historical Context to Deepen Understanding:
3.MU:Cnl1,4.MU:Cnll, 5.MU:Cnll1

e (Example Week Outline #2) Week 3 and 4 - Pitch with Box Guitars (6th-8th grade focus):
This enrichment activity is structured to effectively meet LAUSD middle school STEAM
requirements while being tiered to accommodate multiple skill levels and abilities in order to
support all students. By providing differentiated instruction, varied groupings, flexible tasks,
and scaffolding, this lesson ensures inclusivity while creating an engaging learning experience
for all students.

o Week 1: Box Guitar Activity Part 1
o Day 1 “Introduction to Sound and Pitch” project introduction + inquiry driven
learning activity
m  MTM’s Teaching Artist introduces the box guitar project and guides students
in a discussion about string instruments - which ones they are familiar with,
where they have heard/seen them - leading to an introduction of the box
guitar they will build.
Students learn to define sound and pitch: Sounds are waves that travel through

matter, such as air, water, or solids. Pitch is how we perceive the frequency
(quantity) of sound waves that pass through matter.

m  MTM’s Teaching Artist asks students to hypothesize about/predict what factors
affect pitch, and explains how pitch is affected by string length and tension.

m  Students listen to examples of different pitches produced by various
instruments and voices, ending with pitches produced on string
instruments

m  Further Exploration: MTM Teaching Artist suggests students research

different types of string instruments from different cultures and music
genres.
o Day?2 “Exploring the Science of Sound” hands-on inquiry-based learning activity
m  Students share findings and discuss observations about string
instruments and pitches. They review sound and pitch.
m  MTM Teaching Artist leads a discussion on sound waves, vibration, and how
they relate to string instruments.

m  Students conduct a simple experiment using rubber bands, along with
fractions and ratios to demonstrate pitch variations.
m  Students create a plan to build their box guitar incorporating fractions and

desired design characteristics.
m  Further Exploration: MTM Teaching Artist suggests students use their plan
to draw a “mock-up” representation of their box guitar.
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o Day 3 “Designing the Box Guitar” project-based learning preparation activity
m  Group work: students review their project plan drawings and make any
desired changes.

m  MTM Teaching Artist leads discussion about the available materials and
design possibilities of the box guitar.

m  Students “pair share” with a partner to discuss hypotheses about how the box
size, string and materials might affect the sound of the guitar. They then write
their hypotheses.

m  MTM Teaching Artist leads class discussion about the students’
predictions

m  After students share, they decide if they want to make any changes to their
designs to improve or change the sound.

o Day 4 “Preparing the Materials”

m  MTM Teaching Artist demonstrates measuring and cutting materials
accurately.

m  MTM Teaching Artist distributes boxes and materials - including “practice
string.” Students practice measuring and cutting string lengths.

m Differentiation: Provide scaffolding for students needing extra help with
measurements, cutting and material preparation.

Students gather and prepare all materials: cut strings and decorate and prepare
boxes.
o Day 5 “Constructing the Guitar Body” project-based learning activity

m  Students assemble the box body, securing the dowel as the neck.

m  Students “pair-share” with a partner to discuss how this setup will affect sound

and pitch.
m  Students work in pairs for complete construction of the box body.
m  After box body construction, student pairs will double up to create small groups

and share observations and constructive feedback/suggestions about the box
guitar bodies.
m Review: MTM Teaching Artist will check for proper assembly and
understanding of design choices.
o Week 2 Box Guitar Activity Part 2
o Day 1 “Adding the Strings” project-based learning activity
m  MTM Teaching Artist will review the concepts of sound, pitch and how
string lengths impact pitch
m  Students cut fishing string into varying lengths: 30 inches, 24 inches, 18 inches,
and 12 inches - or 1/2 of each of these measurements as needed.
m  Students tie strings to the dowel and box use binder clips or tape to secure
the string
m Differentiation: provide scaffolding for students with motor skills
challenges by using binder clips or tape to secure the string
m  Observation: MTM Teaching Artist will observe students’ understanding of string
length effects.
o Day 2 “Tuning and Testing” experiential learning
m  MTM Teaching Artist will demonstrate how to pluck strings and listen for

RFP NO.: 2000003345 Page 22 of 52 Contract No. C7705
Grand Vision Foundation



Grand Vision Foundation

pitch.

m  Students will be allowed to experiment with their guitars, noting how pitch
changes with string length.

m  Students work in pairs to share observations about pitch differences.

m  Observation: MTM Teaching Artist will demonstrate usage of digital tuners,
then students will organize into groups and use a tuner to verify pitch
accuracy.

o Day 3 “Refining the Design” design thinking

m  Students make adjustments to their designs based on pitch results.

m In groups, students discuss the engineering design process: what worked, what
didn’t, and why. They write down their findings.

m  MTM Teaching Artist leads class discussion about students’ observations and
encourages student feedback/suggestions for refining.

m Reflection: students write a short paragraph about what they learned
regarding sound.

m Differentiation: students draw or write poetry to reflect about their findings

o Day 4 “Decoration and Personalization” project-based activity + music activity prep

m  MTM Teaching Artist shows demonstrations of different personalized guitars
and string instruments of musicians based on personal style, culture and/or
music genres - leading the class in a discussion about why musicians might
choose the personalization style of their instruments.

m In pairs, students decorate their guitars using markers and paint. They discuss
the ideas that led to their personalization choices.

m Peer review: students present their guitars and the design process.

m  Students choose two songs to sing from the MTM repertoire (ie. “Wade in the
Water” and “La Bamba”). Once they have mastered the songs, they work on
playing “call and response” patterns and melodies with appropriate pitches with
the MTM Teaching Artist on their guitars.
o Day 5 “Final Performance and Reflection” music-making activity
m  Students host a mini-concert where students play simple call and
response patterns and melodies on their box guitars.
m Peer review: students reflect on the entire project: what they learned about
pitch, teamwork, and the design process.
m Review: MTM Teaching Artist provides feedback on the performance and project
completion.
o Materials provided
m  Composition books to use as journals
Cardboard boxes (various sized shoe boxes)
Large rubber bands
“Practice string” (craft string, yarn or twine)
Fishing string (or similar strong string)
Binder clips and tape
Wooden dowels or sticks (for the neck)
Scissors

Ruler or measuring tape
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m  Math:

Small digital tuners

Markers or paint for decoration
Thumb drive with musical selections - Teaching Artist will plan with school
personnel ahead of time to determine if the classroom will have an available
sound system, or if a mobile stereo/speaker will be needed.
o California Standards Alignment:

m  Next Generation Science Standards (NGSS) Middle School:

MS-PS4.A: Wave Properties

MS-PS4-1: Use mathematical representations to describe a simple
model for waves.

MS-ETS1-1: Define the criteria and constraints of a design problem
with sufficient precision to ensure a successful solution.
MS-ETS1-4: Developing and Using Models: Develop a model to
generate data for iterative testing and modification of a proposed
object.

6.RP.1: Understand ratio concepts and use ratio reasoning to solve
problems: Understand the concept of a ratio and use ratio language to
describe a ratio relationship between two quantities.

6.NS.1: Apply and extend previous understandings of multiplication and
division to divide fractions by fractions: Interpret and compute quotients
of fractions, and solve word problems

involving division of fractions by fractions, e.g., by using visual fraction
models and equations to represent the problem.

7.RP.1: Analyze proportional relationships and use them to solve real-
world and mathematical problems: Compute unit rates associated with
ratios of fractions, including ratios of lengths, areas and other

quantities measured in like or different units.

m  Music (Grades 6-8):
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Creating—Anchor Standard 1: Generate and Conceptualize
Artistic Ideas and Work: 6. MU:Crl1, 7.MU:Crl1, 8 MU:Cr1
Creating—Anchor Standard 3: Refine and Complete Artistic Work:
6.MU:Cr3.1
Performing—Anchor Standard 4: Select, Analyze, and Interpret
Artistic Work for Presentation: 6. MU:Pr4.1, 7.MU:Pr4.1
Performing—Anchor Standard 5: Develop and Refine Artistic
Techniques and Work for Presentation: 6.MU:Pr5, 7.MU:Pr5,
8.MU:Pr5
Responding—Anchor Standard 7: Perceive and Analyze Artistic
Work: 6. MU:Re7.1, 7.MU:Re7.1, 8. MU:Re7.1
Responding—Anchor Standard 9: Apply Criteria to Evaluate
Artistic Work: 6. MU:Re9, 7.MU:Re9, 8. MU:Re9
Connecting—Anchor Standard 10: Synthesize and Relate Knowledge
and Personal Experiences to Make Art: 6.MU:Cn10, 7.MU:Cn10,
8.MU:Cnl0
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e Connecting—Anchor Standard 11: Relate Artistic Ideas and Works with
Societal, Cultural, and Historical Context to Deepen Understanding:
6.MU:Cnl1 7.MU:Cnl11 8. MU:Cnl1

The benefits to students of learning music and performing are illustrated in research-based studies which
show:

e that students from low socio-economic backgrounds, English language learners, and students
with special needs realize particularly strong benefits through arts education. (Brouillette &
Jennings, 2010)

e arelationship between arts learning, particularly in music, and mathematics achievement at the
elementary school level. (*Smithrim & Upitis, 2005)

e that music is an effective strategy for helping to close the achievement gap. Making music
helps to create a more efficient brain. (Kraus, et al, 2014)

Grand Vision’s Meet the Music (MTM) Sample Student Curriculum
e Example only: the following student worksheets are excerpted from MTM’s Roots of Music
curriculum and will be further adapted for the proposed MTM Enrichment program. They are
available in English and Spanish.

RFP NO.: 2000003345 Page 25 of 52 Contract No. C7705
Grand Vision Foundation



Grand Vision Foundation

Instrument Making Activity
Learning about types of Idiophones and Membranophones

g ldiophones: An instrument where the vibration of the instrument itself creates the musical sound

Membranophones: An instrument where the sound begins with the vibration of a membrane, or skin
(often an actual animal skin), that is stretched across a resonator.

& *These types of instruments are also known as percussion instruments

STEAM connection: Sound is a vibration, or wave, that travels through matter. A vibration is set in motion
by some mechanical movement. Those vibrations set the molecules around them in motion. In percussion, you
set the sound in motion by striking, shaking or scraping an instrument.

Class Activity: Make Your Own Instrument!

IDIOPHONE MEMB PHONE
Make a Shaker! Make a Balloon Drum!
Material options: Material options:
e Shell - can; small jar; Easter egg shell; ¢ Shell - medium size metal or cardboard
water bottle; toilet paper roll cylinder container (i.e. Quaker Oats
* Filling - dry rice; beans; lentils; container, metal coffee can)
popcorn kernels; macaroni ¢ Drum head - Balloon
* Masking tape; craft tape; raffia *  Packing tape

* Pencils or chopsticks
Directions

I. Decide what kind of Directions:
sound you want.
2. Select a shell.

3. Fill the shell about

1. Blow up the balloon to stretch it out,
then let the air out.

2. Cut off the mouthpiece of the balloon.

half way with the 3. Wrap the
filling you like. balloon tightly

4. Close the jar tightly and wrap the lid around the
with masking tape or craft tape. shell.

5. Decorate! 4. Wrap packing Z

6. Shake your shaker and keep the steady tape around the drum head to hold it in place.
beat! Compare the sound of your shaker 5. Play the drum using pencils or chopsticks!
to a friend's and find out why their shaker Make up a rhythm (repeated pattern) that
sounds different or similar to yours. you can play over and over.
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Actividad de Fabricacién de Instrumentos
Aprendiendo sobre tipos de Idiofonos y Membranofonos

Idiofonos: Un instrumento donde la vibracion del propio instrumento crea el sonido

musical.

Membranofonos: Un instrumento donde el sonido comienza con la vibracion de una membrana,
o piel (a menudo una piel de animal real), que esta estirada sobre un resonador. *Estos tipos de
instrutnentos tambien se conocen como instrutnentos de percusion.*

Conexion a STEAM: El sonido es una vibracion, o onda, que viaja a troves de la materia. Una vibracion
se pone en movimiento por algun movimiento mecanico. Esas vibraciones ponen en movimiento a las
moleculas que las rodean. En la percusion, pones el sonido en movimiento al golpear, sacudir o raspar un

instrumento.
Actividad en Clase: iCrea Tu Propio Instrumental
IDIOFONOS Membran6fonos
iCrea un Shaker! iCrea un Tambor de Globo!
Opciones de material: Opciones de material:

« Concha: lota; frasco pequeno; cascara de » Concha: contenedor cilindrico de metal o
huevo de Pascua; botella de agua; rollo de carton de tamano mediano (par ejemplo,
papel higienico contenedor de avena Quaker, lota de cafe)

« Relleno: arroz seco; frijoles; lentejas; * Cabeza del tambor: globo
granos de palomitas; macarrones * Cinta de embalaje

e Cinta adhesiva; cinta de manualidades; rafia * Lapices o palillos chinos

Instrucciones: Instrucciones:

1. Decide que tipo de 1. Infla elglobo para estirarlo y luego deja
sonido quieres. escapar el aire.

2. Selecciona una concha. 2. Carta la boquilla del globo.

3. Llenala concha hastala 3. Envuelve el globo firmemente alrededor de la
mitad con el relleno que concha.
te guste. 4. Envuelve la cinta de embalaje alrededor de la

4. Cierra el frasco hermeticamente y envuelve cabeza del tambor para mantenerla en su
la tapa con cinta adhesiva o cinta de lugar.
manualidades. 5. iToca el tambor usando lapices o palillos

5. iDecoral chinos! *Crea un ritmo (patron repetido) que

6. iSacude tu shaker y manten el ritmo puedas tocar una y otra vez.*

constante! *Compara el sonido de tu shaker

con el de un amigo y averigua por que su
shaker suena diferente o similar al tuyos

Espero que te sea util esta traducci6n. jOisfruta de la actividad!
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Instrument Making Activity
Learning about types of Chordophones

Chordophone Instruments - create a sound when you pluck, strike, or draw a bow across their strings.
*These instruments are also known as string instruments

STEAM connection: In this activity you will use your ears and your knowledge of fractions to create a box guitar.
You will learn that each pitch has a fraction to match!

Class Activity: Make Your Own Instrument!

CHORDOPHONES AND HEARING FRACTIONS

Make a Box Guitar!

Materials:
*  Wooden paint stick *  [IMazgking Tape +  Pencil
*  Shoebox (must be shorter * Rubber band v+ Binder clip
than the paint stick) *  Paperclip v Scissors
*  Colorful markers
Directions:

Eefare beginning this project, an adulf will need to
prepare the box
(Teachers refer to RoMP Teachers Guide and

parents/eiudents refer fo it hvwboxguitgndideo).

Step 1: Stringing and Tuning your Guitar
* Slip your wooden paint stick through the
glits made by your adult helper.
* Draw a line on the stick where it lines up
with the inside of the box, so that you know
where it should be.
* Cut the rubber band in half using scizsors.
Tie one end of the rubber band to a paper
clip.
* Slip the other end through the ouiside
hole, across the box and cut through the
other hole. The paper clip holds one end
tight.
* Find your first note*: Lizten to the pitch
"C" onyour teacher's tuner app, or in the
Chrome Music Lab "Sirings™ game (in Google Drive -
pit ly/RoMP-GD). Pull the rmubber band until you hear
the pitch G when you pluck the sfring. Ask your
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teacher for help if needed. Secure the rubber band with the binder clip.
* Once you are sure of the pitch, tape down the rubber band on both sides.

*Note: You might only find an approximate pitch, and that is okay!

Step 2: Find your fractions
Dividing the string into jfractions will produce different
Pitches, or musical notes, when yvou pluck the string.

For reference, listen to the pitches on your teachers tuner ﬁ
opp or in the Chrome Music Lab "Strings” game. ‘
& Find %% (the note C)
o Put your finger ¥z up the string
o Listen fo see if it is the right fraction then mark the note with your pencil.
* Find 3% (the note F)
o Mow divide your stick into four quarters{% marks) and find 3% from the boftom
o Listen fo see if it is the right fraction, then mark the note with your pencil.
* Find’z (the note G)
o Tryto splitit into three even parts(¥4) and press down on's of the sfring.
o Listen to see if it is the right fraction, then mark the note with your pencil.

& Check and listen to each fraction's note using the adult helper's tuner and your ears!

Step 3: The Finishing Touches
+ Using colorful markers, mark each note using a different color!
o Using red write "C=" and/or 0.5
o Using green mark "F=34" and/or 0.75
o Using blue mark "G=%" and/or 0.33

Extension Activity: Playing Your Guitar
*  Mow that you've created your box guitar, you can
combine different pitches and rhythms to make
your own melody.
*  Example: Play the bassz line for "La Bamba"
o Ask your teacher to log on to
bitly/RoMP-GD and find "Box Guitar -
Playing “our Guitar" in STEAM Games and
Resources.
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Actividad de Fabricacién de Instrumentos
Aprendiendo sobre tipos de Cordofonos

Instrumentos Cordofonos: crean un sonido cuando se pulsan, golpean o se pasa un arco sobre sus

cuerdas.

*Estos instrumentos tambien se conocen como instrumentos de cuerda

Conexion al STEAM: En esta actividad, utilizaras tus ofdos y tu conocimiento de fracciones para

crear una guitarra de caja. iAprendercis que coda tono tiene una fraccion que lo acompana!

Actividad en Clase: iCrea Tu Propio Instrumental

CORDOFONOS Y FRACCIONES AUDITIVAS
iCrea una Guitarra de Caja!

Materiales:
* Paleta de madera +  Cinta adhesiva v Leipiz
*  Cajade zapatos (debe ser * Banda elcistica +  Clip de carpeta
mas corta que la paleta) *  Clip de papel *  Tijeras

*  Marcadores colonidos

Instrucciones :

Amtes de comenzar este provects, un adulto necesitara
preparar la cqja (Tos maesiros deben consultar la Gufa
para Maestros de RoMFP v los padres/estudianies
deben consultar bit ly/boxguitavides).

Paso 1: Enhebrar y Afinar tu Guitarral

= Desliza tu paleta de madera a troves de las

ranuras hechas por tu ayudante adulto.

» Dibuja una linea en la paleta donde se alinea can el
interior de la caja, para saber dnde debe estar.

- Corta la banda elcistica por la mitad usande tijeras.
Ata un extreme de la banda elastica a un clip de
papel

» Desliza el otro extrema a troves del arificia
exterior, a troves de |a caja y hacia el otro orificio.
Elclip de papel mantiene un extrema apretado.

= Encuentra tu primera nota*: Escucha el tone "C” en
la aplicacidn afinadora de tu maestro. o en el juego
“"Cuerdas” de Chrome Music Lab (en Google Drive -
bitly/RoMP-G0). Tira de la banda elcistica hasta que
escuches el tono Cal pulsar la cuerda. Pide ayuda a tu
maestro 51 es necesario. Asegura la banda elcistica con el
clip de carpeta.
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» Una wez que estes seguro del tono, pega la banda elcistica por ambos 'ados.
*Nata: iPodrias encontrar solo un fono aproximado, v esta bien!

Paso Z2: Encuentra tus fracciones e o

Dividir la cuerda en fracciones producira diferentes fonos, o
notas musicales, cuando pulses la cuerda.

Para referencia, escucha los tonog en la aplicacion afinadora ’ \
de tu maestro o en el juego "Cuerdas" de Chrome Music Lab. J ==
= Encuentra 1/2 (la nota C)

o Pontu deda 1/2 enla cuerda.

o Escucha para ver si e |3 fraccion correcta y luego marea la nata con tu lcipiz.
Encuentra 3/ 4 {la nota F)

o Ahora divide tu paleta en cuatro partes iguales {marcas de 17/ 4) y encuentra 3/ 4 desde

el fondao.

o Escucha para ver si es la fraccion correcta, luego marca la nota con tu Icipiz.
Encusntra 2/3 (lanota )

o Intenta dividirla en tres partes iguales (1/3) y presiona 2/3 de la cuerda

o Escucha para ver si es la fraccion correcta, luego marca la nota con tu lcipiz.

Vferifica y escucha la nota de coda fraccion usando la afinadora del ayudante adulto ¥ tus oidos.

Paso 3: Los Toques Finales
»  Usando marcadares coloridos, marca coda nota usando un color diferente:

& Usando rojo, escribe "C=12" ylo 0.5.
& Usando verde, marca "F=3/4" yio 0.75.

o Usando azul, marca "G=2/3" yio 0.33.

Actividad de Extension: Toca Tu Guitarra
Ahora gque has creado tu guitarra de caja, puedes
combiner diferentes tones y ritmos para hacer tu
propia melodic.
= Ejemplo: Toca la Hnea de bajo de "La Bamba™
o Pide a tu maestro que inicie sesion en
bitly/RoMP-G0 y encuentre "Guitarra de Caja
Tocando Tu Guitarra”™ en Juegos y Recursos
STEAM
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category I Unit Price
Customization and
Y .Z Unit Cost (include detail on discounts provided) 0

Integration

Number of participants - Up to 25 Frequency

/Duration Presentation Mode
Professional (In-person or Virtual pre- and post-meeting/1 hour) (PD $300
Development for classroom teachers is optional for this in-person

program; discount of $300 is available

without PD)

Program includes: 10 Weeks, M-F (5 days/week) - 1 hour

Impl tati d
Hprementation af of instruction/day, plus monitoring and evaluation ($8,678 $8,244

Monitori
onttoring - 5% = $8,244)
Materials, license | STEAM Activity Supplies: $800 $1,000
fees, etc. Teaching Workbooks: $200
Materials, license fees, | One-time drum package purchase is recommended, Not to exceed $6,300
etc. but optional: includes REMO BEAT THE ODDS (includes estimated sales

PACKAGE C from West Music tax & shipping)
Note: Grand Vision will

only invoice for actual
costs.

(https://www.westmusic.com/remo-dp-0270-cc-beat-the-
odds-package-c-up-to-30-people-205290):

This 30-Person Pack includes the following instruments:
-4 sets of Festival Tubanos (12 drums) - 10", 12" & 14"
-6 sets of 3 Festival drums—(18) Tubano/Djembe/Timbau
-1 Remo Acousti-Blox

-1 Remo Bahia Buffalo Drum

-36 Fruit Shape Shakers

-12 Drum Risers for use with Djembes and Timbaus

Note: Instruments can be used by multiple classes in one
school as long as the classes are offered at different
times.

Required Equipment | One time and annual costs (include detail on discounts
provided)

Other Costs Overhead (Administrative, Insurance, General) $1,693
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Impossible Science LLC

EXHIBIT A
STATEMENT OF WORK

Program Elements

Program Highlights

We have developed and implemented engaging STEAM-based curriculum for students from UTK to 8th
grade, serving up to 400 students per location. Our camps and festivals feature live magic and science
shows for thousands of students, with up to 51 hands-on activities incorporated into each camp.
Additionally, we provide up to 105 hours of enrichment courses per three-week camp, offering
customized programming tailored to district needs. We also conduct professional development training
for participating instructors to ensure alignment with district objectives and educational standards.

KEY FEATURES OF OUR CAMPS

The following key features demonstrate the comprehensive support we offer throughout the camp
lifecycle.

e Pre-Camp: We provide professional development training for district staff, logistical support,
and planning coordination. Our modular programming is designed to adapt to specific district
needs, and we offer marketing and materials assistance.

e During Camp: Our weekly themes explore science, technology, engineering, arts, and
mathematics, encouraging students to tackle "impossible" topics through hands-on
experiments. We also host end-of-week science festivals, bringing science-center-quality
experiences directly to schools, supported by a local Impossible Science representative.

e Post-Camp: We conduct surveys to gather feedback from instructors and parents, allowing us
to refine our curriculum and gauge learning outcomes for future programming.

We are proposing 1-2 week STEAM Enrichment camps for intersession periods. The offerings below are
our proposal based on our knowledge of the existing LAUSD intersession enrichment program
parameters, but we are flexible and can adjust our proposal to meet LAUSD's specific needs. Our
modular program design allows us to curate customized plans, as we have done for several districts for
whom we have conducted STEAM camps. Below we will explain in full detail our proposed services for
intersession STEAM camps under Category 1 - STEM/STEAM Enrichment, as well as demonstrate how
our STEAM camps align with the requirements outlined in this RFP.

As stated in earlier sections, we have the capacity to reach thousands of students within a short amount of
time. Below, we are proposing STEAM camps for numerous sites, with no stated maximum number of
sites. In the project overview, we will establish a plan for the next two calendar years, with a plan to
grow and iterate on our services throughout the district based on LAUSD’s evolving needs for STEAM
enrichment camps.

Our most requested duration for the length of our camps is two weeks of STEAM programming.
For the purpose of this proposal we recommend a duration of two weeks. However, if requested,
we can alter our programming to any number of weeks up to four. We are proposing two sites in
each of LAUSD's regions, for a total of eight (8) locations beginning in Spring 2025, and 4 sites
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in each of LAUSD’s regions for a total of sixteen (16) locations beginning in Summer of 2025.
This number of locations is our recommendation and is no way reflective of a minimum, nor
maximum, capacity of sites for Impossible Science Intersession Camps.

For our Two-Year Intersession Camp Plan please see Appendix D

Program Overview

Impossible Science is an innovative educational program that combines the intrigue of magic
with the principles of science to inspire curiosity and learning in STEAM fields. Founded by
magician and science educator Jason Latimer, the program demonstrates how seemingly
impossible feats can be explained through scientific concepts. Through interactive physical
activities, live demonstrations, and hands-on experiments, Impossible Science encourages
students to explore the “how” and “why” behind phenomena, transforming skepticism into
discovery. The program covers a range of topics—including science, technology, art,
mathematics, and engineering—to make STEAM accessible and engaging for learners of all
ages.

Impossible Science Camps provide up to seven hours of STEAM content per day over the
duration of the program. Our content is designed to engage students and inspire wonder and
curiosity through our award winning STEAM program consisting of; performances, hands-on
experiments, and our interactive and hands-on science center experience (Impossible Science
Festival). Each performance, lesson plan, and Festival event not only engages students but also
teaches STEAM concepts and inspires interest in STEAM-related fields.

Our Camps are specially designed for K-8th grade students, with differentiated lesson plans for
K-2, 3rd-5th and 6th-8th grade students. Our lesson plans are aligned to Next Generation
Science Standards, Common Core State Standards for ELA and Math, and the ISTE Standards
for Students as well as are accessible for students with different learning styles and capabilities.

Components of Camp

Each day of our week-long programming includes stimulating lessons, including
performances, in-class activities, engaging field events and a culminating Impossible Science
Festival. Our

in-class activities cover 18 classroom lessons per week, resulting in a total of 35 hours of
STEAM programming for students in each week of our Impossible Science Camp.

PERFORMANCES

In an Impossible Science Camp, students will experience 1-2 special performances put on by our
Impossible Science Professors -- magicians that specialize in each of the STEAM content areas.
Whether it is a hologram that transforms into a real object for Technology or a robot that does a
card trick through Engineering, our Impossible Science Professors have united each element of
STEAM with magic for a creative and effective approach to learning.

For our Past Performer Background Info please see Appendix E

CLASSROOM ACTIVITIES
When the students are not viewing performances or participating in our Festival, they will be
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guided through Impossible Science Lesson Plans in the classroom. These lesson plans, which are
led by your instructors, are meant to be engaging, either by our unique blend of magic and
science, gamification, challenges, as well as other proven methodologies for engaging students.
All of our lesson plans are aligned to NGSS, Common Core ELA/Math and/or ISTE, and are
specially crafted to fit within UDL guidelines as well as fits within accessibility requirements.
Our lessons also utilize the Engineering Design Process and/or Scientific Method, and employ
hands-on learning, real world application, critical thinking, problem solving as well as
collaboration between students.

For our Example Lesson Plans please see Appendix F

For Curricula and Instruction Subject List please see Appendix G

We design our schedule to prioritize the student’s experience while ensuring ease for your
educators. Within each camp day, there will be a class rotation/period schedule where the
students rotate between rooms and instructors. Facilitating staff members will be divided into
color groups depending on number of rotations and specific scheduling; i.e. Green, Blue, Grey
and Black. Each staff member learns a specific lesson for the day during our pre-camp
Professional Development, which they will facilitate with the students as they rotate to the staff
member’s room.

On a classroom day, a student will rotate through each color, beginning with their homeroom
color, so they experience three to four different lessons a day, while the instructor is only
required to learn one lesson for that day. Each instructor will therefore teach that one lesson
three or four times that day. This also aligns with our performative approach to teaching,
allowing each instructor to practice or rehearse each lesson they teach multiple times in a day,
better learning the benefit of practice for their instruction.

All experiment materials are pre-packed, organized, and delivered by Impossible Science to a
central location at each school site. These classroom materials are organized into labeled bags
for each day of camp. The bags of lesson materials for the week are then placed into a tub and
delivered on-site, so each facilitating staff member simply picks their tub up at the beginning of
each week and brings that tub directly to their classroom.

General classroom supplies (tape, markers, pencils, etc.) for each classroom will need to be
provided by the school district. We will provide a list of materials and suggested amounts for the
district to provide on-site to each classroom based on the number of students. If the district
requests that these general classroom supplies be provided by Impossible Science, there will be
an additional materials charge for each site which will account for the raw material cost as well
as the labor and equipment needed to pack, transport, and deliver these supplies to each site.

Assessments

During our classroom activities, we utilize formative assessments for the purpose of both
gathering information on students’ prior knowledge of the standard being addressed as well as
progress checks throughout their learning. Additionally, we ensure that students have a reflective
piece at the end of their learning through either a summative assessment or capstone project that
is assessed using a provided rubric. We are capable of housing these assessments on Schoology,
and at this time do not have a software element that would require UDIPP approval.
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Impossible Science Festival

On the fifth and/or final day of the STEAM Camp, students will be invited to explore and
interact with 20-25 hands-on STEAM experiments during our Impossible Science Festival. This
part of the program acts as a mobile science center where students get the experience of an
engaging and award winning science center based on the impossible right on their campus. With
Impossible Science, the field trip comes to you!

The experiments in our Festival include a variety of magical illusions and challenges that
connect to the lessons taught in class but take the content to new heights.

For our Sample Festival Experiments please see Appendix H

The Impossible Science Festival is best organized in multiple rotations throughout the day, with
each session accommodating up to 150 students. Each rotation should last between 45 and 75
minutes to ensure an engaging and manageable experience for all participants. Impossible
Science staff will assemble and disassemble the entire festival as well as provide all needed
decor, tables, and consumables needed for the Festival. On the day of the festival, Impossible
Science will provide ten (10) professionally trained staff members to join your LAUSD
instructors at their camp to help facilitate the experiments.

STEAM Events

As an additional offering for engaging activities, we provide the following:

e Pneumatic Rocket Launches: A hands-on activity where students can build their
own rockets, launch it with our pneumatic rocket launcher, then iterate their design
with the goal of launching their rocket the furthest

e Field Event: Any field demonstration, led by our staff

Professional Development

Prior to the start of the Camp we will provide Professional Development (PD) for your staff,
which we recommend happen in-person, although we do supply virtual professional
Developments. With an in person training, we send our PD specialists to train your staff on our
Teach Like a Magician course, which outlines our unique methods of instruction to inspire
student inquiry and engagement as well as the classroom activities they will facilitate during the
STEAM Camp.

Teach Like a Magician

In our Teach Like a Magician Course, we cover a variety of tools teachers can use to inspire
question asking and student engagement in any lesson. Using our 1,2, 5 method, as well as the
basic elements of Script, Showmanship and Effect, we instruct on ways that performance and
instruction intersect, and how elements of a good performance make up the same elements of a
good lecture.

For our Teach Like a Magician Breakdown please see Appendix I
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We recommend a one day, 7 hour professional development, and can accommodate up to 50
educators per in-person session. A Camp PD is generally split into two parts, a morning session
and an afternoon session. A sample schedule can be found in Appendix J.

For our Example Pre-Camp Professional Development Schedule please see Appendix J

Curricular Alignment

Our classroom activities touch on specific STEAM topics including, but not limited to: Arts,
Astronomy, Biology, Chemistry, Earth Science, Engineering, Environmental Education, Local
Ecosystems, Mathematics, Physics, Science Art integration, and much more. Our classroom
activities are specifically designed to engage students, leveraging strategies like framing science
as magic, hands-on learning challenges, gamification, or more. We aim to create learning
experiences where students naturally engage and embrace new opportunities, often without
realizing they’re actively learning. Because we supply pre-sorted materials for each lesson plan,
an instructor can grab a bag at the start of the lesson and have everything they need to effectively
run the activities for that day.

NGSS

Additionally, all of our lessons are NGSS aligned to specific grade bands to ensure clarity of
alignment. Students receive a developmentally appropriate and engaging program that
emphasizes the importance of supporting multiple ways for students to perceive information,
know and make meaning of information, and to interact with phenomena with a scientist
mindset. Our lesson plans also follow the 5 E’s of NGSS, emphasizing the engagement and the
exploration at the start of each lesson. We strongly feel that if a student is engaged by a mystery,
magical illusion or a challenge, they will be more likely to thoroughly explore and interact with a
concept in order to figure out the “trick” or overcome the challenge. To demonstrate our NGSS
alignment, we have included one lesson plan per NGSS grade band in the appendix of this
proposal. This curriculum sample and formatted slideshows will empower LAUSD instructors to
utilize our learning methodology and resources to amaze and inspire their students in the areas of
STEAM.

CCSS for ELA and Math

We also align our classroom activities to the Common Core State Standards for ELA and Math,
typically integrating reflective or vocabulary exercises into our lesson plans, as well as infusing
grade appropriate math skill development. These are designed to supplement our lesson plans to
further integrate Impossible Science learning into multiple content areas. Our programs are
designed to inspire students to ask, “What if?”” and view seemingly impossible obstacles as
challenges with solutions. By exploring science through real-world applications, we empower
students with interactive experiments and hands-on learning experiences.

ISTE Standards for Students

Our Impossible Science activities align with the ISTE Standards for Students by fostering key
skills in areas such as Empowered Learner, Knowledge Constructor, Innovative Designer, and
Computational Thinker. Through hands-on exploration and problem-solving, students apply

these standards by engaging in real-world challenges, building digital literacy, and developing
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both creative and analytical thinking skills. This alignment ensures that students not only explore
science creatively but also achieve essential competencies outlined in the ISTE standards,
preparing them for both classroom success and real-world problem-solving.

UDL 3.0 Guidelines

Within the framework of Universal Design for Learning (UDL), our classroom activities align
with key guidelines, including Perception (1.2), Building Knowledge (3.3), Welcoming
Interests & Identities (7.3), Sustaining Effort & Persistence (8.3), and Emotional Capacity
(9.2). A powerful example came from Summer Camp teachers in Dinuba, who shared that during
the first few days, their early and late elementary students struggled with handling failure in the
classroom activities. However, by day three of the three-week camp, students began to embrace
failure as an integral part of the scientific and engineering design process. They viewed
challenges not as setbacks, but as opportunities for growth, demonstrating both persistence and
collaboration. Students actively supported one another through these challenges, embodying the
spirit of teamwork and resilience. This shift was not only a testament to their growing emotional
capacity but also to the importance of welcoming their interests and identities. Our programs
consistently emphasize joy, play, and student choice, fostering an environment where students
feel empowered and motivated to engage in meaningful, real-world learning.

Accessibility

A key strength of Impossible Science classroom activities is their accessibility for learners with
special needs. Our hands-on, experimental approach ensures that all students can actively engage
in learning. The activities allow students to explore phenomena at their own pace and focus on
areas of interest, promoting autonomy and reducing barriers to learning. There are no “wrong”
answers—just opportunities for further exploration, which fosters a safe and supportive learning
environment for all students. Additionally, we enhance accessibility by providing captions on all
videos, offering student handouts that incorporate images and diagrams, and translating materials
into both English and Spanish. Our slide decks for instructors also include bilingual support,
ensuring that language is never a barrier to learning. This commitment to accessibility ensures
that students with diverse needs can fully participate and succeed.

Technology Infrastructure

We also offer a device-agnostic approach for any of our student-facing digital content, ensuring
that any part of our programming requiring a device is both optional and universally accessible.
Whether students and educators are using 10S devices, Windows PCs, Google Chromebooks, or
any other platforms, our content remains fully compatible and optimized. This flexibility allows
for seamless integration into classrooms with varied technology setups, minimizing barriers to
access.

Furthermore, we recognize that schools often face challenges related to bandwidth limitations.
To address this, our platform is designed to be adaptive to different internet speeds, offering a
range of media delivery options. For schools with lower bandwidth, we provide low-data
alternatives, such as downloadable resources and light-weight media files that ensure
functionality without sacrificing the quality of the learning experience. This ensures that
Impossible Science can be fully implemented across all devices and bandwidth conditions,

RFP NO.: 2000003345 Page 21 of 95 Contract No. C7706
Impossible Science LLC



Docusign Envelope ID: D24C37B5-4294-423E-A5B5-7BDCED5791CC

empowering educators to deliver our innovative curriculum regardless of their technology
infrastructure.

Partnering Organizations

Impossible Science Camps are wholly produced by Impossible Science. Because of this, we do
not plan on partnering with other organizations to aid in the delivery of our Impossible Science
Camps.

Al Technologies

Impossible Science will not use Al technologies as part of a student facing program. We may use
common Al engines such as Chat GPT, Perplexity, etc. for purposes of organizational and
logistical support.

Implementation Plan
Weekly Schedule

We are proposing to provide intersession camps for a minimum of 8 sites for Spring Break
2025, then a minimum of 16 sites for Summer and Winter Intersession Breaks 2025, then a
minimum of 16 sites for Spring, Summer and Winter intersession camps in 2026.

In order to implement our programming we will use our trained team of Program Leads, General
Managers, Festival Facilitators, and all other staff to coordinate with district and/or school
leadership to plan training, delivery and set up dates and times. Our weekly schedules can be
manipulated to reach the maximum number of sites based on district request. In our Appendix,
we have included sample weekly schedules for grouping of sites, to demonstrate the weekly site
schedules during our Spring, Summer and Winter intersession camps that are proposed for years
one and two of this project.

For our Spring, Summer and Winter Break Example Weekly Schedules please see Appendix K

In addition to our proposed Weekly Schedules, we have implemented customized weekly
schedules for a grouping of sites, including:
e Staggered Start Dates: By staggering the start of a group of sites, we can reach four
times the amount of sites proposed with the same or similar infrastructure.
e Customized Event Dates: By request, we have adjusted schedules so that a Festival or
performance can happen on any day of the week during the camp. This also can
increase the number of sites we are able to reach.

Daily Schedule

While our camps typically stretch from 8am-4pm, we will base our proposal using our standard
9-hour intersession day. As stated before, our camp is modular and customizable to fit within
LAUSD’s existing intersession programs duration. Please note that while we propose for this
time range, we are able to customize our programming for a shorter day, if requested.

For the sample below, we’ve created four color groups: Green, Blue, Grey and Black. Each color
group will learn a different set of lesson plans during the professional development, then instruct
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these lessons four times each day. This allows for the instructors to master the lessons they are
teaching, while keeping the overall amount of lessons they must learn to one lesson per day, but
allows the students to explore and experience three different lessons each day.

Students in each grade band will be equally divided amongst the four colors as “Homerooms”.
Each student will begin each day in their color Homeroom, then rotate through the other
classrooms per the schedule located below:

Green Homeroom Student Schedule

Closing and Dismissal

3pm-3:15pm

Day 1 Day 2 Day 3 Day 4 Day 5

Rotation 1 PERFORMANCE HR Classroom HR Classroom HR Classroom FESTIVAL
8:30-9:40 Green Green Green

Break/Recess

9:40am-10am
Rotation 2 HR Classroom Classroom Blue Classroom Blue Classroom Blue HR Classroom
10am-11:15am Green Green

Break/Lunch/Recess

11:15-12pm
Rotation 3 HR Classroom Classroom Grey Classroom Grey Classroom Grey HR Classroom
12pm-1:15pm Green Green

Break/Recess

1:15-1:30pm

(If only a 4 hour day, Impossible Science Ends here)

Rotation 4 HR Classroom Classroom Black Classroom Black Classroom Black HR Classroom
1:30-2:45pm Green Green

Impossible Science program ends after four rotations. If day is longer than 7 hours then class periods can be 1.5 hours each

For Examples of Blue, Grey and Black Student Schedules please see Appendix L

Responsibilities of District

Staffing

e [esson plans are taught by district provided instructors. Amount of instructors in
each grade band must be a multiple of the amount of rotations for each day (four
rotations proposed).

e Instructors are preferred to be credentialed teachers.

e An LAUSD custodian and trash service is requested for each site.

e A space of at least 4,000 square feet of accessible indoor space for our Festival
and Performances.

e A point of contact (site coordinator) with contact info is requested for each site.

e  General Classroom Supplies: District should provide all listed general supplies to
each classroom at each site.
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o If LAUSD performs this, then LAUSD will receive a 100% discount on the
“Other Costs” amount listed in the Price Proposal.

o IfLAUSD does not supply general classroom supplies to each classroom
then “Other Cost” amount will be billed in full.

For our District Provided General Supplies List please see Appendix M
Facilities

The Impossible Science camp takes place on your school campus. Our Performances and the
Impossible Science Festival can be held in an open space like a theater, auditorium,
multi-purpose room, or cafeteria. We ask that there is access to a stage, appropriate lighting, and
audio-visual equipment (preferred but not required). Our classroom activities can take place in
any classroom or learning space with an instructor. We recommend a maximum 30:1
student:teacher ratio. Easy access to a faucet is preferred but not required. We also request
access to school facilities from 7am until 6pm for purposes of setting up for performances and
Festival events.

Impossible Science Two-Year Plan

Year 1 (2025)
Introduction of select sites to the Impossible Science Camp experience

Event Description Timeline
Spring Break One week (up to 5 days) program across 8+ sites, 4-8 hours per April 2025
Camps day
Summer Camps | Two week (up to 10 days) across 16+ sites, 4-8 hours per day June and

July 2025
Winter Break One week (up to 5 days) program across 16+ sites, 4-8 hours per | December
Camp day 2025
Year 2 (2026)
Introduction of select sites to the Impossible Science Camp experience
Event Description Timeline

Spring Break One week (up to 5 days) program across 16+ sites, 4-8 hours per | April 2026

Camps day
Summer Camps | Two week (up to 10 days) across 32+ sites, 4-8 hours per day June and
July 2026
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Camp day 2026

Winter Break One week (up to 5 days) program across 16+ sites, 4-8 hours per | December

Appendix E
Past Performer Background Info

Here’s more information about our Impossible Science Professors and their performance acts:
- Science:

- Jason Latimer, Founder of Impossible Science, World Champion of Magic:
focuses on Physical Science, Engineering, and Mathematics and the power of
Curiosity; “The right question changes everything” (Jason Latimer)

- Technology:

- Trigg Watson: 2023 America’s Got Talent Semi-Finalist: focuses on magic using
technology and holograms based; “Any sufficiently advanced technology is
indistinguishable from magic.”(Arthur C. Clarke)

- Engineering:

- Mario the Maker Magician: School performer and sponsored by Maker Faire:
specializes in Engineering Robot Magic and inspires students to make the most of
what they have; “Do what they love, use what you have, and have fun!”(-Mario
the Maker Magician)

- Eric Buss: Eric is an imaginative, exciting performer with a knack for
“fun.”Focusing on engineering and crazy inventions, he inspires students to make
engineering an exercise in creativity and fun.

- Arthur Trace: What sets Arthur apart is his boundless creativity. He specializes in
crafting highly interactive performances that give life to fantasy.

- Shawn McMaster: “If you can dream it, you can do it” Shawn’s show centers
around creativity and the power of working to turn dreams into reality.

- Mathematics:
- Dr. Arthur Benjamin: Mathemagician and Professor of Mathematics at Harvey
Mudd University: focuses on math-based magic tricks; “You too can be a
mathematical magic whiz, by just learning these simple steps!”
- Mathew O’Neil: Mathew blends mentalism with mathematics. A stellar
performer, Mathew uses mathematical based “mind-reading” techniques to wow
students and adults alike.
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Appendix F.1

IMPOSSIBLE
SCIENCE

The Balancing Act
Impossible Science Topic - Where’s the middle of it all?

For students in grades K through 2nd

‘Impossible Science’ lessons aim to be 60-75 minutes long for grades K through 2. The
final 15 minutes for K-2 will be filled with a ‘wind down’ drawing activity (see
“Evaluate” section for details).

NGSS Standards Alignment:

e K-PS2-1: Plan and conduct an investigation to compare the effects of different strengths
or different directions of pushes and pulls on the motion of an object.

e K-PS2-2: Analyze data to determine if a design solution works as intended to change the
speed or direction of an object with a push or a pull.

e K-ETSI1-1, 1-ETS1-1, 2-ETS1-1: Ask questions, make observations, and gather
information about a situation people want to change to define a simple problem that can
be solved through the development of a new or improved object or tool.

e 2-PS1-1: Plan and conduct an investigation to describe and classify different kinds of
materials by their observable properties.

e 3-PS2-1: Plan and conduct an investigation to provide evidence of the effects of balanced
and unbalanced forces on the motion of an object.

Objectives:
By the end of this lesson, students will:
e Kknow that all objects have a mass, which measures how much stuff they’re made of
e understand how to identify the center of mass, or the balancing point, for various objects
e be able to create balance illusions using their understanding of the center of mass for
various objects
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Big Ideas:

Mass is the amount of matter in an object.

Mass is distributed throughout the volume of an object. Objects made of the same stuff
have an even distribution of mass throughout the volume.

Mass is distributed unevenly in most objects because different materials have different
amounts and kinds of stuff in them.

The center of mass of an object is the point at which we can balance the object equally in
all directions.

All mass on Earth is pulled downward by gravity.

If an object’s center of mass is not held up by a supporting force, then the force of gravity
causes the object to fall towards the center of the Earth.

If the object’s center of mass is held up by a supporting force, then the object is said to be
at equilibrium, because all of the forces acting on the object are canceled out by the
forces supporting the object.

Essential Questions:

What is mass, and how much "stuff" is in an object?

Why do different objects feel heavier or lighter even if they're the same size?
What is the center of mass, and how does it help things balance?

Why do some things fall down, and others stay standing?

Engage:

Warm Up Activity [3 minutes]
Ask the students to share two objects that look the same size but have different weights. Write
their answers up on the board or on chart paper.

Think | Pair | Share [5 minutes]

Think [1-2 min]: Give students the following question prompts and ask them to consider
them individually

o Why do you think same size objects weigh different amounts?

o How do you balance two different weight objects on something like a seesaw?

m  Grades K to 2 - have students draw how they think they can balance two
objects on a seesaw

Pair [1-2 min]: Students pair up and take turns sharing their thoughts on the questions.
They ask each other questions after sharing and create their combined responses to the
question prompts.
Share [2-3 min]: Bring the larger group together and let the pairs take turns summarizing
their combined responses.

Impossible Science Demo - Impossible Balancing Act [5 minutes]
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“What we are going to explore today is the magical side of balance. This is a point in objects
where they can be balanced without toppling over.”

“Teach like a Magician” Suggested Script tagged with [TLAM]:
Step 1
e Set up the two cups on the table. Then, hold up the piece of paper, with a secret
coin/washer hidden and pinched when you hold up the paper, then set each end of the
paper on the two cups
o [TLAM]: “Here I have a folded piece of paper, balanced on two cups”

Step 2
o [TLAM]: “Now, it is clear to see that this paper’s weight is equally balanced between the
two cups, allowing it to stay on the cups, but what will happen if I remove one of the
cups?”
o Pause briefly for answers
Step 3-4 (do not reveal these steps to the class)
e Remove the cup that is under the non-weighted side of the folded paper
o [TLAM]: “Sometimes, an object's center of mass is not as it seems”
e Remove the cup that is not supporting the hidden penny. The piece of paper should now
appear to be balancing on one end.
e Ask students to try and explain what they think just happened.
o Invite students to model their responses in their workbooks with sketches and

words.

Explore:
Activity 1 - Where’s my center of mass? [10 minutes]
Students will work individually on this activity.
e Spread the class out so that students can all comfortably lean against the wall with
enough space between them to move around.
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e Explain that the students all have mass because their bodies are made up of stuff like
water, muscles, bones, and so on. Then ask, “If someone were to try and balance you on a
single point, where would they have to hold you up from?”

o Allow time for students to suggest answers.

e Explain they are going to try and find their center of mass by attempting to complete a
couple

e of tasks.

o Task 1: Stand on one leg - Challenge students to stand on one leg
o Task 2: Stand on one leg, round 2 - Challenge students to stand on one leg such
that one entire side of their body, from shoulder down to foot, is completely flat
against the wall.
m  Students need to have the entire side of their foot touching the wall for this
‘magic trick’ to work.

® Students will not be able to complete this task. Instead, they will all start
to fall away from the wall because their center of mass is not supported by
their feet.

e Task 3: Bend down and touch your toes - Challenge students to, keeping their legs
straight, bend forward and touch their toes.

O Regardless of whether or not they can reach their feet, students will be
able to maintain their balance. Some might tip forward, though!

e Task 4: Bend down and touch your toes, round 2 - Challenge students to stand
with their backs, legs, and especially their heels touching the wall. Again, try to
bend down and touch their toes.

O Most of the students, if not all, will not be able to do this, because they are
no longer able to adjust their lower bodies to keep their center of mass
over their feet.
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o Some students may game this task by pulling their heels off of the wall or
by placing their hands on the ground first, thus supporting their center of
mass.

Once all of these activities are done,
e Ask students to try and point where they think their center of mass is.
e Then, note that for most humans it is somewhere in your abdominal area (lower belly).
Girls tend to have a lower center of mass than boys, making it sometimes possible for
them to do balancing tasks that boys cannot do.

Regardless, they did the tasks away from the wall, they were able to move their bodies to keep
their center of mass over their feet. When they tried to do the same task against the wall, they
couldn’t shift their mass in the direction they needed to. So, their center of mass started to ‘fall’
due to a lack of support.

Activity 2 - Finding (and moving) the center of mass for objects [15 minutes]
Students will work in pairs on this activity. Distribute the materials for “Activity 2” on the
Materials page of the lesson plan.

BZ Requested Edit
e Remind students that the center of mass is where an object can be balanced on a point,
like a finger or the edge of a table.
e Have students take turns finding the center of mass of a ruler. They can do this by holding
the ends of the ruler atop their index fingers and then slowly sliding their hands inward
until the ruler is balanced atop both finger together at the 6 inch mark.

-
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e Taping small cups filled with mass to random parts of the ruler, have students take turns
in their pairs altering the center of mass of the ruler.
o Each student should try to predict where the new center of mass will be.
e Then, have students repeat the act of moving their fingers along the ruler until they touch
with the ruler balanced above them. Were their predictions correct? Why or why not?

e Repeat 2 more times with different mass configurations.

Activity 3 - DIY Balancing Birds [15 minutes]
Students will work individually on this activity. Distribute the materials for “Activity 3 on the
Materials page of the lesson plan.

e Using coloring materials, decorate your balancing bird template

e Once decorated, cut out your balancing bird

e Tape one penny, each, to the underside of your balancing bird
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e Attempt to hold up your balancing bird only by its beak. Did it work? If not, adjust where
you’ve taped your pennies.

® FEncourage fast-finishing or advanced students to think of other animal shapes they might
be able to make a balancing version of. If time permits, let them try making it!

Explain:
Watch and discuss [10 minutes]

LINK: Cobra Kai’s Ralph Macchio & William Zabka Learn about Center of Mass | Impossible Science At
Home
After watching the video, guide the students though a brief reflection:

e What did they notice in the video?

e How was Jason able to make the illusions work?
o Balancing dollar bill
o Balancing pencil

o Balance tower

Define and clarify the following terms while watching the above video. Pause video and
elaborate on definitions as deemed necessary based on student engagement:

Mass

Center of Mass

Equilibrium

Gravity
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Elaborate:
Experiment - Designing a Balancing Trick [20 minutes]:
Students will work in groups of 3-4 for this experiment. Distribute the materials for
“Experiment” on the Materials page of the lesson plan.
e Working in teams, students will design and build a balancing trick.
e Give each student 3-5 minutes to sketch their individual ideas for the balancing trick in
their workbooks. Then, have the students take turns sharing their ideas with their team
e Once a final design is selected, have students construct their balancing trick.
o Challenge fast-working or advanced students to try and create the tallest or most
lop-sided illusions with their balancing tricks.

Some visual examples to aid in design:
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Share Out [time remaining]:
Have groups take turns sharing their balancing tricks with the class. Encourage the teams to
explain how their tricks work.

Modify / Extend:
Modlified Activity 1:
For K-2 audiences, the balancing trick may need more structure. Consider providing them with
the following modifications:
e (Center your ruler over a cup
e Place an object on one side of the ruler, which will likely cause it to want to tip over!
Move the ruler so that it remains balanced.
Add another object to the ruler, adjusting it as necessary.
Keep adding objects and moving the ruler as you go!

Extension Activity 1 - Paper Plane Balancing:
Students will work individually on this activity. Distribute the materials for ‘Extension 1’ on the
Materials page of the lesson plan.

Unlike the objects we have used thus far, paper planes are challenging to balance because of their
complicated geometry. But, it’s doable!
e Fold your own paper plane design, or follow instructions here
e Attempt to balance the paper plane on one finger
e Using your understanding of how to move and manipulate the center of mass of objects,
add paper clips and/or pennies to the paper plane to create an easier-to-find center of
mass.
e Test your additions by again attempting to balance the airplane.

Discuss how this experiment may affect real airplanes and how they fly.
e Smaller airplanes have to be careful about weight distribution, as maintaining a center of
mass between the wings is essential to being able to fly.

Extension Activity 2 - More Centers of Mass:
Students will work in pairs for this activity. Distribute the materials for ‘Extension 2’ on the
Materials page of the lesson. Then have them try to balance the objects using only one finger.

Once again, have the students tape weights to their objects to see how that affects an objects
center of mass!
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Evaluate:
In their workbooks, challenge students to draw their own “Impossible Science” trick based on
what they have learned during the lesson about mass, center of mass, and equilibrium
e Encourage older students to label their drawings with terms and concepts.

Materials

Impossible Science Demo
e Piece of Paper
® penny
e 2 cups

Activity 1
e n/a

Activity 2 (1 per student pair)
e Ruler
e Cups for weights
e Tape if necessary

Activity 3 (1 per student)
e ‘“Balance Bird” template, printed on cardstock paper
o Alternatively, students can glue the template to cardstock or non-corrugated
cardboard before cutting them out.
2 pennies
Tape
Scissors
Crayons, markers, or colored pencils

Experiment (1 per group of 3-4 students)
e C(Crafting materials (paper, tape, scissors, etc.)

4 pennies
e Pencil
e Ruler
e Completed balance birds from Activity 3
e [Cup
e Rocks or other oddly shaped objects if available
Modify 1
® n/a
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Extension 1 (1 per student)
Paper

Paper clips
Tape

2 pennies

Extension 2 (1 per student pair)

Ruler

Scissors

Pencil

Other classroom items with a complex geometric shape
Tape

3 pennies
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Appendix F.2

IMPOSSIBLE
SCIENCE

Telekinesis or Static?

Illusion - Can we move objects with our minds?

For students in grades 3 through 5th

‘Impossible Science’ lessons aim to be 75-90 minutes long for grades 3 through 5.

NGSS Standards Alignment:

o 3-PS2-3: Ask questions to determine cause and effect relationships of electric or
magnetic interactions between two objects not in contact with each other.

e 4-PS3-2: Make observations to provide evidence that energy can be transferred from
place to place by sound, light, heat, and electric currents.

e 5-PS1-1: Develop a model to describe that matter is made of particles too small to be
seen.

e 3-ETSI-1,4-ETS1-1, 5-ETS1-1: Define a simple design problem reflecting a need or
want that includes specified criteria for success and constraints on materials, time, or
cost.

e MS-PS2-3: Ask questions about data to determine the factors that affect the strength of
electric and magnetic forces.

Objectives
By the end of this lesson, students will:

e know atoms consist of protons, which are positively charged, neutrons, which possess no
charge, and electrons, which are negatively charged

e understand that electrons can be gained or lost, thus creating areas of excess charges on
an object known as static electricity which attract toward oppositely charged objects, and
repel from objects with the same charge

e be able to use everyday objects to generate static electricity which can be used to move
objects without direct physical contact
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Big Ideas:

A force is a push or a pull on an object.

Some forces are invisible, capable of pushing or pulling on objects without direct contact.
Static electricity is a type of invisible force. It occurs when there’s an imbalance
between electrical charges on the surfaces of objects

An electrical charge is caused by the movement of electrons, negatively charged
particles that exist within atoms

Atoms also consist of positively charged particles, called protons, and neutral particles
called neutrons.

Electrons can move from atom to atom, and object to object. When electrons leave an
atom, the protons give that atom a positive charge. When electrons join an atom, they
cause a negative charge.

When enough electrons gather in one place on an object, it produces a static charge. This
charge is capable of exerting a force.

Positively charged objects attract, or pull on negatively charged objects and repel, or
push away positively charged objects.

Essential Questions:

Engage:

How do ‘invisible forces’ apply a push or pull on objects without direct contact?

What are atoms made of, and how do the charges of their components (protons, neutrons,
electrons) affect their behavior?

What happens when electrons leave atoms and accumulate somewhere else?

How does the imbalance of electrical charges lead to the movement of objects without
direct contact?

Why does static electricity cause objects to attract or repel each other?

Warm Up Activity [2-3 minutes]

Ask the students to list how many ways they can think of to get an object to move without
touching it. Write their answers on the board or on chart paper. Group their answers by
similarities.

Impossible Science Demo - Telekinesis Straw [5 minutes]

Includes “Teach Like A Magician” progression of steps with recommended script.

[TLAM]: “Believe it or not, we all possess the power to make objects move.”

e Set up the salt shaker
e Rub the straw with the provided napkin.
o [TLAM]: “We just need a clear mind, clean hands, and objects appropriate to our skill
level.”
e Place the straw over the top of the salt shaker so that it is balanced at its center.
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o [TLAM]: “If we really concentrate, we can make the impossible possible.”
e Place your hands near the straw as trained to induce the straw to move, spinning around
the top of the salt shaker.

Think | Pair | Share [5 minutes]

o Think [1-2 min]: Ask students to, individually, consider how they think this illusion
works. Then, under Prompt #1 in their workbooks, have them model their answer.

® Pair [1-2 min]: Students pair up and take turns sharing their thoughts. They ask each
other questions after sharing and formulate their combined responses to the question
prompts.

e Share [2-3 min]: The larger group comes together and the pairs take turns summarizing
their combined responses. On the board or chart paper, write down a couple of statements
that summarize the group’s various hypotheses.

Explore:

Activity 1 - Static Charge and Static Repulsion [15 minutes]
Students will work in pairs on this activity. Distribute the materials for “Activity 2” from the
Materials Page.

Students will use two objects that share the same static charge to induce levitation! To do so:
e Inflate a balloon
e (Cut a strip of plastic from the open end of a plastic bag. This will produce a circular strip
of plastic.

Using the provided napkin, rub both the circular strip of plastic and the balloon.
One student should hold the circular plastic strip by its end, while the other holds the

balloon by its knot.
e The student holding the circular strip of plastic should hold it over the balloon, and then
release.
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o Ifdone correctly, the circular strip of plastic should appear to levitate above the
balloon!

Activity 2 - Telekinesis Straws [15 minutes]
Students will work in groups of 3-4 to recreate the Impossible Science demonstration. Distribute
the materials for “Activity 3” from the Materials Page.
e Set up the salt shaker
e Place the straw on top of the salt shaker such that it is balanced at its center.
e Using your hands, attempt to move the straw without touching it.
o Students will be unable to do so, as the straw has not yet received a static charge
Rub the straw with the provided napkin.
Again balance the straw across the top of the salt shaker, using only the ends of the straw
to hold it while doing so
o Note: students will discharge the static build up if they fail to hold the straw
correctly during this step
Holding your hands near the straw, attempt to move it without touching it.
Try to move the straw in different ways with different hand positions. Experiment with:
How long you could get the straw to continuously move

o How fast you could get the straw to rotate
o Can you get the straw to roll off of the salt shaker lid?
o Could you use an object other than your hands to get the straw to move?

Explain:
Watch and Discuss [10 minutes]
Link: Telekinesis or Opposites Attract? | Impossible Science At Home
After watching the video, guide the students though a brief reflection:
e What did they notice in the video?
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e How was Jason able to make the illusion work?

Define and clarify the following terms while watching the above video. Pause video and
elaborate on definitions as deemed necessary based on student engagement, using the “Big
Ideas” and “Essential Questions” as a guide:

Electrons
e Negatively charged versus positively charge objects
e Static electricity
[ J

Force of attraction between oppositely charged objects

At this time, have students return to their journals and, under Prompt #3, explain with models
and words how the three Activity experiments demonstrated static electricity to produce
movement.

Elaborate:
Experiment - Revive a Ghost [20 minutes]:

Students will work individually on this task. Distribute the materials under “Experiment” on the
Materials Page.

Students will use their understanding of static electricity to bring a ghost to life! To do so:
e Using the tissue paper, cut out a figure of a ghost
o While students are welcomed to be creative with this, please note that stick figures
generally work best for this activity.
Carefully tape the bottom (feet, base) of the tissue paper ghost to a table or flat surface
Using the provided napkin, rub one end of the straw to charge it
Holding the uncharged, other end of the straw, bring it close to the tissue paper ghost and
see if you can get it to stand up and dance.
o Ifdone correctly, students should feel like they 've made a magic wand that can
bring ghosts to life!
e If time allows, permit students to create multiple ghosts, experimenting with
o Different sizes
o Different shapes
o Encourage students to state a hypothesis for how the changes made to the new
ghost figures will affect the performance of the static electricity wands

Modify / Extend:
Modified Activity 1:
N/A

Extension Activity - Salt and Pepper Separation [15 minutes]:
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Students will work in pairs on this activity. Distribute the materials for “Extension 1” on the
Materials Page.
e In a small plate, pour a small amount of salt and pepper.
e Mix up the salt and pepper so that they would be very difficult to separate with your
hands or a spoon.
e Using the provided straws and your understanding of static electricity, attempt to find a
way to separate the salt from the pepper without directly touching it.
o Rub the napkin on the straw
o Hover the charged straw over the small plate
m  The majority of the pepper, and some of the salt, should be attracted to the
straw
e Why does the pepper attract to the straw and only some of the salt?
o Students should know, from the experiment, that weight/density affects how hard a
charge has to pull/push to move an object.

Evaluate:
Under Prompt #4 in their workbooks, challenge students to explain with a model how static
electricity works to revive their ghosts. Encourage older students to include written explanations
using the new vocabulary from the lesson.

Materials

Impossible Science Demo (per class)
e Straw
e Salt shaker
e Static inducing napkin

Activity 1 (per student pair)
e Thin, plastic produce bag (could be used by multiple groups)
e Balloon (can be reused from Activity 1)
e Static inducing napkin

Activity 2 (per groups of 3-4 students)
e Straw
e Salt shaker
e Static inducing napkin

Experiment (per student)
e Tissue Paper
e Markers
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e Scissors
e Tape
e Straw

Modify 1
e N/A

Extension 1
e Salt
e Pepper

e Balloon (can be reused from previous activities)
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Appendix F.3

IMPOSSIBLE
SCIENCE

Invisibility Shield
Illusion - Can we make objects disappear?

For students in grades 6 through 8th

‘Impossible Science’ lessons aim to be 75-90 minutes long for grades 6 through 8.

NGSS Standards Alignment:

o 4-PS4-2: Develop a model to describe that light reflecting from objects entering the eye
allows objects to be seen.

e MS-PS4-2: Develop and use a model to describe that waves are reflected, absorbed, or
transmitted through various materials.

e MS-LSI1-8: Gather and synthesize information that sensory receptors respond to stimuli
by sending messages to the brain from immediate behavior or storage as memories.

e MS-ETS1-3: Analyze data from tests to determine the similarities and differences among
several design solutions to identify the best characteristics of each that can be combined
into a new solution to better meet the criteria for success.

e MS-ETS1-4: Develop a model to generate data for iterative testing and modification of a
proposed object, tool, or process such that an optimal design can be achieved.

Objectives:
By the end of this lesson, students will:
e know the basic principles of light refraction, the role of lenses, and how these can create
optical illusions.
e understand how light bending through different mediums (like water and glass) affects
our perception of objects, causing them to appear bent, magnified, or even invisible.
e Dbe able to demonstrate and explain how refraction causes light to bend and objects to
appear displaced when viewed through a medium.

Big Ideas:

RFP NO.: 2000003345 Page 44 of 95 Contract No. C7706
Impossible Science LLC



Docusign Envelope ID: D24C37B5-4294-423E-A5B5-7BDCED5791CC

e Lightis a form of energy. This energy travels as waves and as a particle.
e When it encounters objects, light can be absorbed, transmitted, reflected, or refracted.

o Absorbed light is no longer visible. The energy of the light is absorbed by the
object it encounters.

o Transmitted light passes through objects, like windows. Sometimes, only parts of
the light is transmitted, giving us things like stained glass where the light looks
like a different color on the other side.

Reflected light bounces off of a surface, like with a mirror.
Refracted light bends or scatters as it passes through an object. As it bends,
different parts of the light travel at different speeds.
e When light is refracted and transmitted, optical illusions can happen, such as objects
appearing bigger, smaller, reversed, or even disappearing.
e We can use optical devices, such as lenses, to produce these optical illusions on purpose.
For example, corrective lenses in glasses or contacts refocus light for a person’s eyes so
they can see more clearly.

Essential Questions:

e What are the properties of light?

e How does light behave when it passes through different things such as water, glass, or
air?

e How do different lenses magnify, minimize, or disperse light, and what does that do to
our perception of an object?

e How can we manipulate light refraction and lens properties to solve problems or create
illusions?

Engage:
Warm Up Activity [3 minutes]
Ask the students to describe how they think sunglasses, reading glasses, and contact lenses work.
Summarize their answers on the board or on chart paper.

Impossible Science Demo - Passing a Pen Through a Bottle [5 minutes]
Includes “Teach Like A Magician” progression of steps with recommended script.
e Fill the clear cylindrical bottle to the top with water
e Place one of the identical pens in the bottle and close it
e Lay the bottle on its side so that the pen falls and rests on the side wall of the bottle. The
pen should be invisible to anyone looking at the bottle from the sides.
o Use sleight of hand to reveal the identical pen in your hand, thus suggesting that
the pen inside of the bottle has passed through the wall of the bottle.
Take the other pen in one hand and the sideways bottle in the other.
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e Quickly bring the bottle upright, and simultaneously slam the pen in your hand against
the bottle. Once done, use sleight of hand to hide the pen in your hand so no one can see
it. The pen inside of the bottle should become visible again.

o Ifdone correctly, it should appear as if the pen has gone through the wall of the
battle and back into the water.

Think | Pair | Share [5 minutes]

o Think [1-2 min]: Ask students to, individually, consider how they think this illusion
works. Then, under Prompt #1 in their workbooks, have them model their answer.

® Pair [1-2 min]: Students pair up and take turns sharing their thoughts. They ask each
other questions after sharing and formulate their combined responses to the question
prompts.

® Share [2-3 min]: The larger group comes together and the pairs take turns summarizing
their combined responses. On the board or chart paper, write down a couple of statements
that summarize the group’s various hypothesdiy es.

Explore:

Activity 1 - Glass, Water, and Light [30 minutes]

Students will work in pairs for this activity. Distribute the materials for “Activity 1” from the
Materials page.

Student pairs will use glass cups filled with water to explore how light gets refracted to create
optical illusions.

Activity 1: Bendable Pen
e Fill the cup about % of the way to full.
e Insert the pen into the cup at an angle. Observe what happens.
o The pen should appear to bend and get larger.
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e Try changing the positioning of the pen. Explore how doing so changes the way the pen
looks when viewed through the glass and water combination.
o Note: Some students may discover that they can get the part of the pencil
submerged in water to disappear when held against the side of the glass -
revealing a key piece of the Impossible Science Demo!

Activity 2: Mirror Images
e Fill the cup about % of the way to full.
e On a piece of paper, use the marker to draw an arrow pointing to the left.
e Hold the piece of paper behind the glass filled with water so that you can see the
left-facing arrow through the glass.
e With your hand, slowly move the paper away from the glass. Observe what happens to
the arrow.
o At some point while moving away from the glass, the arrow will reverse
directions!
e Try moving the paper to a point where the arrow appears to point at itself!

Activity 3: Refraction Patterns
e Fill the cup about % of the way to full.
e One by one, experiment with each of the patterned papers by slowly sliding them past the
glass filled with water and observing how the image appears from the other side!
o Checkered Pattern: should appear to be rectangular and moving in the direction
opposite to the sheet of paper
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o Diamond Pattern: should appear to be wavy and moving in the direction opposite
to the sheet of paper

At this point, have students return to their workbooks and, under Prompt #2, attempt to explain
with a model and words how this activity might help explain why the pen seemed able to pass
through the wall of the water bottle.

Activity 2 - Introduction to Invisibility Shields [15 minutes]
Students will work in pairs on this activity. Distribute the materials for “Activity 2” from the
Materials page.

Note: The invisibility shield uses a series of cylindrical lenses that spreads out light in one
direction. This means that the shield will hide any objects that are horizontal behind the mini
shield, and emphasize/blend anything that is oriented vertically. Thus, invisibility shields work
best when the background contains lines that are perpendicular to the object you are trying to
hide.

Students will be introduced to the invisibility shields and examine how they can ‘hide’ objects in
plain sight.
e On the piece of paper, draw some horizontal lines
e Hold the piece of paper behind the invisibility shield and observe what happens.
e Rotate the invisibility shield and continue to observe what happens as you change the
orientation. In what orientation do the horizontal lines disappear?
e Repeat this activity, this time with one of your hands as viewed through the invisibility
shield.

Explain:
Watch and Discuss [10 minutes]
Link: How to Become CLEARLY Invisible | Impossible Science at Home
Watch from 0:00 to 5:00. After watching the video, guide students through a brief reflection:
e What did they notice in the video?
e How was Jason able to make the illusion work?
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Define and clarify the following terms while watching the above video. Pause video and
elaborate on definitions as deemed necessary based on student engagement, using the “Big
Ideas” and “Essential Questions” as a guide:

Lenses

Refraction

Spherical lens

Cylindrical lens

Lenticular lens

Light converging

Light diverging

At this time, have students return to their journals and, under Prompt #3, explain with models
and words how the Activity experiments demonstrate how light can be manipulated to create the
illusion of object’s disappearing from plain view.

Elaborate:
Experiment - Invisibility Shields [30 minutes]:
Students will work in pairs on this activity. Distribute the materials listed under “Experiment” on
the Materials page.

Students will work in pairs to further explore how the invisibility shield works. Then, they will
design and share a magic trick they’ve created using the available materials.

Step 1: Further experimentation [15 minutes]
e Based on your observations from Activity 2, experiment with various objects and
backgrounds to discover under what conditions the invisibility shield is able to make
objects seem to disappear.

Step 2: Magic trick creation [15 minutes]
e Working with your partner, design a magic trick that uses the invisibility shields or water
and glass to demonstrate what you’ve learned about manipulating light to create illusions.

Share Out [time remaining]:
Invite volunteering student pairs to share their invisibility magic tricks with the rest of the class.
Challenge them to explain how their trick works using the vocabulary from the day’s lesson.

Modify / Extend:

Extension Activity - Disappearing Pen in Water Bottle [15 minutes]:
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Students will work in pairs on this activity. Distribute the materials listed under “Extension 1”” on

the Materials page.

Students will recreate a portion of the Impossible Science Demo by exploring how to use

refraction to make a pen disappear in a water bottle.
e Fill the water bottle with water.

e Insert the pen into the water bottle and close the cap.

e Slowly turn the water bottle sideways and observe what happens to the pen. Change your
orientation relative to the water bottle and record how the pen appears.

o From side-view angles, the pen should seem to disappear.

Evaluate:

Under Prompt #4 in their workbooks, challenge students to explain how their invisibility magic
trick works, using models and words. Challenge older students to provide written descriptions

using the vocabulary from the day’s lesson.

Materials

Impossible Science Demo (per class)
e Bottle
e Water
e Two identical pens

Activity 1 (per student pair)

Patterned paper handouts
Glass

Water

Pen

Paper

Activity 2 (per student pair)
e Invisibility shield
e Paper
e Pen

Experiment (per student pair)
e Invisibility shield
e Paper
e Pen
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Extension 1 (per student pair)
e Water bottle
e Water
e Pen
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Appendix G

Impossible Science Curricula and Instruction Subject List

Below is a list of all the subjects covered in an Impossible Science Camp
1.

9

©® N OhEWDN

Aerospace

Arts

Biology

Climate Change/Literacy
Earth Science
Engineering
Environmental Education
Local Ecosystems
Mathematics

10. ELA
11. Physics
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Appendix H

Sample of Festival Experiments

Experiment Name

Description

Invisibility Shield

Using refraction students can turn their entire bodies invisible.

Upside Down Water

Using Surface Tension, students can turn a lid-less mason jar
upside down without spilling the water within

[Resonance Bow!

Using sound waves, students can visualize sound as vibrations
when creating small ripples in the water

Coanda Effect

Using Air Pressure, student levitate a ping pong ball and guide it
through an obstacle course

Invisible TV

Using Red Green and Blue light, and the help of polarized
sunglasses, students can turn a blank white screen into a screen
that shows their amazed faces when they put the sunglasses on

Laser Piano Students can visualize about sound waves by playing a piano
whose sound makes laser light dance on the ceiling above them

Motion Blindness Students observe an optical illusion that makes real life objects
disappear before their very eyes!

Air Tunnel In this engineering challenge, students create flying vessels in an
effort to have it suspend in our air tunnel without touching the
sides

Mind Reading Students get their very own magic show with our mind-reading
performer who uses mathematical patterns and other illusions to
amaze and educate on the scientific method

Laser Table Students use a variety of lens shapes to complete this challenge,

bending three laser beams to light up six segments on the table
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Appendix I

Teach Like a Magician Breakdown

1, 2, 5 method
In a magic trick, a magician portrays three steps:
1. The setup: I’'m going to move something without touching it.
2. The walked path: There are no strings there are no wires.
5. The reveal: Tah dah! I can move this straw with my mind.
Little does the audience know, was that step 3 was charging the straw with a napkin, and step 4
was the knowledge that opposite charges repel, causing the straw to move.

This approach fashions any science demo as a magic show, and leaves students wondering “How
did they do that?”

Script, Showmanship and Effect

e Script: Having a good script allows the performer or instructor to have knowledge of
what they are going to say, and why they are going to say it.

e Showmanship: We stress the importance of a teacher embracing their personality and
utilizing it to engage their students. Whether it is deadpan, slapstick or any other brand of
entertaining presence, it is key to capture the attention of students.

e Effect: In science, much like magic, the effect is important. Having a paper mache
volcano makes a lesson on eruptions much more entertaining than a slideshow.
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Appendix J

Example Pre-Camp Professional Development Schedule

Morning Session 3 hours Teach Like a Magician Lesson Training
Instructors are led as a group in teh Teach Like a
Magician portion
e Steps 1, 2, 5 method
o 13 o’clock mystery mathematical
card trick
e Stuff 2 The Moon
o Importance of challenges in class
activities
e Script, Showmanship and Effect
e Binary Number Cards
o Mathematical based magic trick
Lunch 45 minutes
Afternoon Session 2.5 hours Classroom Experiment Training
e instructors break into facilitation groups
by color to be trained on their specific
experiment from our team of PD
Specialists
e instructors will build and practice the
more complex activities and demos
contained within the lesson plan
o ( & A opportunities for lesson plans
Group Training 45 minutes e All facilitating staff members come back

together

e Impossible Science offers additional
instruction on the format of lesson plans,
assessments, etc.

e Overview of the camp schedule and

structure
e Exploration of additional resources as
necessary
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Appendix - Volume | - Technical Proposal

Appendix K

Weekly Schedule Format

Sample Multi-Site Spring Break Schedule

NOTE: All 8 sites run simultaneously

Day(s) Sites 1 and 2 Sites 3 and 4 Sites 5 and 6 Sites 7 and 8

Day 1 STEAM Event STEAM Event Festival and Festival and
and Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 2 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 3 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 4 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 5 Festival and Festival and STEAM Event STEAM Event
Classroom Classroom and Classroom and Classroom
Activities Activities Activities Activities
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Appendix - Volume | - Technical Proposal

Year 1 Weekly Schedules

Sample Summer Camp Two Week Schedule

Summer Schedule - Week 1

NOTE: 16 Sites will be divided into two groups (Group A & Group B, 8 sites in each group).
Group A Camps run simultaneously in the first two weeks, and Group B Camps will run
simultaneously in the second two weeks.

Group A Group B

Day(s) Sites 1-4 Sites 5-8 Sites 9-12 Sites 13-16

Day 1 Performance and | Performance and [Performance and Performance and
Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 2 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 3 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 4 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 5 Rocket Launch Festival and Rocket Launch Festival and
and Classroom Classroom and Classroom Classroom
Activities Activities Activities Activities
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Summer Schedule - Week 2

Appendix - Volume | - Technical Proposal

Day(s) Sites 1-4 Sites 5-8 Sites 9-12 Sites 13-16

Day 6 Performance and | Performance and [Performance and Performance and
Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 7 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 8 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 9 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 10 Festival and Rocket Launch Festival and Rocket Launch
Classroom and Classroom Classroom and Classroom
Activities Activities Activities Activities

Sample Winter Break Schedule

NOTE: All sites run simultaneously

Day(s) Sites 1-4 Sites 5-8 Sites 9-12 Sites 13-16

Day 1 Performance and | Performance and [Festival and Festival and
Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 2 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 3 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 4 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 5 Festival and Festival and Performance and Performance and
Classroom Classroom Classroom Classroom
Activities Activities Activities Activities
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Year 2

Sample Multi-Site Spring Break Schedule

NOTE: All 16 sites run simultaneously

Day(s) Sites 1-4 Sites 5-8 Sites 9-12 Sites 13-16

Day 1 STEAM Event STEAM Event Festival and Festival and
and Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 2 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 3 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 4 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 5 Festival and Festival and STEAM Event STEAM Event
Classroom Classroom and Classroom and Classroom
Activities Activities Activities Activities
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Appendix - Volume | - Technical Proposal

Sample Summer Camp Two Week Schedule

Summer Schedule - Week 1

NOTE: 32+ Sites will be divided into two groups (Group A & Group B, 8 sites in each group).
Group A Camps run simultaneously in the first two weeks, and Group B Camps will run

simultaneously in the second two weeks. This schedule lays out our continued plan of growth
within LAUSD, if applicable and as requested by LAUSD.

Group A Group B

Day(s) Sites 1-8 Sites 9-16 Sites 17-24 Sites 25-32

Day 1 STEAM Event STEAM Event STEAM Event STEAM Event
and Classroom and Classroom and Classroom and Classroom
Activities Activities Activities Activities

Day 2 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 3 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 4 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 5 Rocket Launch Festival and Rocket Launch Festival and
and Classroom Classroom and Classroom Classroom
Activities Activities Activities Activities
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Summer Schedule - Week 2

Appendix - Volume | - Technical Proposal

Group A Group B

Day(s) Sites 1-8 Sites 9-16 Sites 17-24 Sites 25-32

Day 6 STEAM Event STEAM Event STEAM Event STEAM Event
and Classroom and Classroom and Classroom and Classroom
Activities Activities Activities Activities

Day 7 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 8 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 9 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 10 Festival and Rocket Launch Festival and Rocket Launch
Classroom and Classroom Classroom and Classroom
Activities Activities Activities Activities

Sample Winter Break Schedule

NOTE: All sites run simultaneously

Day(s) Sites 1-4 Sites 5-8 Sites 9-12 Sites 13-16

Day 1 Performance and | Performance and [Festival and Festival and
Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 2 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 3 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 4 Classroom Classroom Classroom Classroom
Activities Activities Activities Activities

Day 5 Festival and Festival and Performance and Performance and
Classroom Classroom Classroom Classroom
Activities Activities Activities Activities
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Appendix L

Blue, Grey and Black Example Schedules

Blue Homeroom Student Schedule

Day 1 Day 2 Day 3 Day 4 Day 5
Rotation 1 PERFORMANCE | HR Classroom IHR Classroom IHR Classroom IHR Classroom
8:30-9:40 Blue Blue Blue Blue
Break/Recess
9:40am-10am
Rotation 2 HR Classroom Blue | Classroom Grey Classroom Grey Classroom Grey FESTIVAL
10am-11:15am
Break/Lunch/Recess
11:15-12pm
Rotation 3 HR Classroom Blue [N@EESG0NEIEG'S Classroom Black Classroom Black IHR Classroom
12pm-1:15pm Blue
Break/Recess
1:15-1:30pm
(If only a 4 hour day, Impossible Science Ends here)
Rotation 4 HR Classroom Blue | Classroom Green Classroom Green Classroom Green IHR Classroom
1:30-2:45pm Blue
Closing and Dismissal
3pm-3:15pm

Impossible Science program ends after four rotations. If day is longer than 7 hours then class periods can be 1.5 hours each
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Grey Homeroom

Day 1 Day 2 Day 3 Day 4 Day 5
Rotation 1 HR Classroom Grey | HR Classroom [HR Classroom [HR Classroom [HR Classroom
8:30-9:40 Grey Grey Grey Grey
Break/Recess
9:40am-10am

Rotation 2 PERFORMANCE Classroom Black Classroom Black Classroom Black [HR Classroom

10am-11:15am Grey
Break/Lunch/Recess

11:15-12pm
Rotation 3 HR Classroom Grey | Classroom Green  [Classroom Green  |Classroom Green ESTIVAL
12pm-1:15pm

Break/Recess

1:15-1:30pm

(If only a 4 hour day, Impossible Science Ends here)
Rotation 4 HR Classroom Grey | Classroom Blue Classroom Blue Classroom Blue [HR Classroom
1:30-2:45pm Grey
Closing and Dismissal
3pm-3:15pm

Impossible Science program ends after four rotations. If day is longer than 7 hours then class periods can be 1.5 hours each

Black Homeroomn

Rotation 1 HR Classroom HR Classroom HR Classroom HR Classroom FESTIVAL
8:30-9:40 Black Black Black Black

Break/Recess

9:40am-10am
Rotation 2 PERFORMANCE Classroom Green Classroom Green Classroom Green HR Classroom
10am-11:15am Black

Break/Lunch/Recess
11:15-12pm

Rotation 3 HR Classroom Classroom Blue Classroom Blue Classroom Blue HR Classroom
12pm-1:15pm Black Black

Break/Recess

1:15-1:30pm

(If only a 4 hour day, Impossible Science Ends here)

Rotation 4 HR Classroom Classroom Grey
1:30-2:45pm Black

Classroom Grey Classroom Grey

Closing and Dismissal
3pm-3:15pm

Impossible Science program ends after four rotations. If day is longer than 7 hours then class periods can be 1.5 hours each
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District Provided General Supplies List

The listed quantities estimate 25 students/classroom, we recommend
these quantities of materials per classroom for 16 classrooms

ltem Quantity
Multi Color Colored Pencils - 12 pack 10
Multi Color Markers - 12 pack 10
Scissors 20
Tape Dispensers 10
Extra tape rolls 15
Multi Color Crayons - 24 pack 5
Rulers 20
Standard printer paper 1 ream
Pencil Sharpener 1
Pencils 40
Multi-Colored Construction paper 250
Glue Sticks 15
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EXHIBIT B
P AYMENT SCHEDULE

RFP 2000003345
STEM/STEAM ENRICHMENT &
SUPPLEMENTAL PROGRAMS

PRICING SHEET

The pricing below reflects 20-35 hours of instructional STEAM content provided for one (1) site, over one (1) week. Our
camps are fully modular in design, offering up to 100 hours (3-weeks) of content, allowing for a customizable experience of
price and duration up to 3 weeks.

PRICING NOTE: We have the ability to discount further, reducing per-site expenses once we are provided the total
number of camps, dates, and the ability to adjust the event days (shows, festivals and field events) by optimizing
logistics among our staff and performers.

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative (G&A), profit, and

other relevant costs.

Category 1 Description Price
Customization One site per week (400 students per site): Shows, lesson plans, videos, shows, events,
and Integration festival and all required event logisitics.
Represents the discounted price for a minimum commitment of 24 weeks of Impossible $17.500-00
Science camps per calendar year. $15,000.00
Professional Minimum Number of Educators Required Per Site: 12
Development Training requires: 1 day In-person
4 x Impossible Science Staff and Experiment Materials
Represents the discounted price for a minimum commitment of 24 weeks Impossible $2,600-60
Science camps per calendar year. $1,500.00
Implementation Impossible Science Liason, Event Producer and General Manager per week
and Monitoring
$4,000.00
Materials, license | Materials provided for 400 students per site. Including materials, organization, delivery and
fees, etc. distrubution of materials $4.000-00
Reflects discounted price for a maximum of 300 students per site $3,000.00
Required Shipping and Material Distrubution per site
Equipment Location must provide auditorium or gymnasium with capacity of up to 200 students for
events and shows at site $1,500.00
Other Costs Districts choose to not provide basic in-classroom materials (i.e. scissors, paper, pencils,
rulers, tape, etc)
Reflects discounted price assuming the district agrees to provide ALL general classroom $5,000-00
supplies listed above for each school site and forgoes student's take home materials $0.00
Total Annual Cost Per Site (Before Discounts) $34,000-00,
Total Annual Cost Per Week Per Site (After All Discounts) $25,000.00
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EXHIBIT A
STATEMENT OF WORK

Alternate Proposal - Program Elements

We are proposing our Festival for programming during regular instruction hours. The offerings
below are our proposal based on our knowledge of the existing LAUSD program parameters, but
we are flexible and can adjust our proposal to meet LAUSD's specific needs. Our modular
program design allows us to curate customized plans, as we have done for several districts for
whom we have conducted Festivals. Below we will explain in full detail our proposed services
for Our Touring Festival as an Alternate Proposal for STEM/STEAM Enrichment and
Supplemental Programs, as well as demonstrate how our Festival aligns with the requirements
outlined in this RFP.

As stated in earlier sections, we have the capacity to reach thousands of students within a short
amount of time. Below, we are proposing our Touring Festival for numerous sites, with no stated
maximum number of sites. In the project overview, we will establish a plan for the next two
calendar years, with a plan to grow and iterate on our services throughout the district based on
LAUSD’s evolving needs for STEAM enrichment.

For our Two-Year Touring Festival Plan please see Appendix D
Program Overview

Impossible Science is an innovative educational program that combines the intrigue of magic
with the principles of science to inspire curiosity and learning in STEAM fields. Founded by
magician and science educator Jason Latimer, the program demonstrates how seemingly
impossible feats can be explained through scientific concepts. Through interactive physical
activities, live demonstrations, and hands-on experiments, Impossible Science encourages
students to explore the “how” and “why” behind phenomena, transforming skepticism into
discovery. The program covers a range of topics—including science, technology, art,
mathematics, and engineering—to make STEAM accessible and engaging for learners of all
ages.

Our Festival will be set up the evening prior to the Festival event, and can remain at that site as
long as is desired. Once the Festival and optional community event are done, our team will
handle the tear down, clean up before packing the Festival up and setting up at the next site that
same evening. We also have the option to hold the Festival at a centralized location, and have
students walk or bus to the Festival, for an additional per-site discount.

For Curricula and Instruction Subject List please see Appendix E
Impossible Science Festival

Students will be invited to explore and interact with 20-25 hands-on STEAM experiments during
our Impossible Science Festival. This program acts as a mobile science center where students get
the experience of an engaging and award winning science center based on the impossible right
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on their campus. With Impossible Science, the field trip comes to you!
The experiments in our Festival include a variety of illusions and challenges that connect to the
lessons taught in class but take the content to new heights.

For our Example Festival Experiments please see Appendix F

The Impossible Science Festival is designed to run in multiple rotations throughout the day, with
each session hosting up to 175 students. Rotations will last between 45 and 75 minutes, ensuring
an engaging and manageable experience for everyone. Our team will handle the complete setup
and teardown of the festival, providing all necessary decorations, tables, and consumables. On
the festival day, Impossible Science will bring a team of ten (10) trained staff members to work
alongside your eight LAUSD teachers, assisting with experiment facilitation.

Professional Development

Prior to the start of the Festival we can provide an optional Professional Development (PD) for
school staff, which we recommend happen in-person, although we do supply virtual professional
developments. With an in person training, we send our PD specialists to train your staff on our
Teach Like a Magician course, which outlines our unique methods of instruction to inspire
student inquiry and engagement.

Teach Like a Magician

In our Teach Like a Magician Course, we cover a variety of tools teachers can use to inspire
question asking and student engagement in any lesson. Using our 1,2, 5 method, as well as the
basic elements of Script, Showmanship and Effect, we instruct on ways that performance and
instruction intersect, and how elements of a good performance make up the same elements of a
good lecture.

For our Teach Like a Magician Breakdown please see Appendix G

We recommend a one day, 4 hour professional development, and can accommodate up to 50
educators per in-person session. A Festival PD focuses on the techniques behind presenting
science as magic to train teachers not only for Festival Facilitation, but also making their
classroom instruction more engaging.

For our Example of Festival Professional Development Schedule please see Appendix H

Partnering Organizations

Impossible Science Festivals are wholly produced by Impossible Science. Because of this, we do
not plan on partnering with other organizations to aid in the delivery of our Impossible Science
Festival.

Al Technologies
Impossible Science will not use Al technologies as part of a student facing program. We may use

common Al engines such as Chat GPT, Perplexity, etc. for purposes of organizational and
logistical support.
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Implementation Plan

Daily Schedule

Our Touring Festival is designed to accommodate multiple school sites per day, aligning with
LAUSD's STEAM Bench programming. Each festival day includes up to six student rotations,
with each session lasting approximately 45 minutes. Every day, we can serve up to 1,000
students across five sites simultaneously, ensuring maximum reach and engagement. Each
rotation allows students to explore hands-on STEAM experiments, with breaks for lunch and a
community event at the end of the school day.

After the festival concludes, our team will handle teardown and move to the next site, ensuring a
smooth setup for the following day's festival.

For our Example Daily Schedule please see Appendix I
Responsibilities of District
Staffing and Facilities

Our Impossible Science Festival requires an accessible indoor space (at least 4,000 square feet),
such as a multi-purpose room, gym, or cafeteria, where we can set up the festival. We request
access to school facilities from 7 a.m. to 8 p.m. to accommodate setup before the event and
teardown afterward.

o Atleast 8 LAUSD teachers are needed to facilitate the experiments during the entire
Festival event. Teachers will be assigned to specific experiments and will be responsible
for guiding students through the activities and assisting students as they interact with the
hands-on exhibits. (Festival training can be done 30 minutes in advance of Festival)

e L AUSD staff will help manage student groups during rotations, ensuring a smooth flow
between stations and maintaining student engagement.

e Teachers will receive an optional professional development (PD) session before the
festival, which will prepare them for their role in facilitating the experiments, using the
"Teach Like a Magician" method to inspire curiosity and inquiry among students.

e L AUSD staff will not be required for setup or teardown, as this will be handled entirely
by the Impossible Science team. However, staff may be asked to assist in managing
student arrival and dismissal for the event.

e An LAUSD custodian and trash service is requested for each site.

e A point of contact (site coordinator) with contact info is requested for each site.
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Appendix D

Impossible Science Two-Year Plan

Year 1 (2025)
Introduction of select sites to the Impossible Science Camp experience

Event Description Timeline
Spring Break One week (up to 5 days) program across 8+ sites, 4-8 hours per April 2025
Camps day
Summer Camps | Two week (up to 10 days) across 16+ sites, 4-8 hours per day June and

July 2025
Winter Break One week (up to 5 days) program across 16+ sites, 4-8 hours per | December
Camp day 2025
Year 2 (2026)
Introduction of select sites to the Impossible Science Camp experience

Event Description Timeline
Spring Break One week (up to 5 days) program across 16+ sites, 4-8 hours per April 2026
Camps day
Summer Camps | Two week (up to 10 days) across 32+ sites, 4-8 hours per day June and

July 2026
Winter Break One week (up to 5 days) program across 16+ sites, 4-8 hours per | December
Camp day 2026
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Appendix E

Impossible Science Curricula and Instruction Subject List

Below is a list of all the subjects covered in an Impossible Science Camp
1. Aerospace

2. Ars
3. Biology
4. Climate Changel/Literacy
5. Earth Science
6. Engineering
7. Environmental Education
8. Local Ecosystems
9. Mathematics
10. ELA
11. Physics
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Appendix F

Example of Festival Experiments

Experiment Name Description

Invisibility Shield Using refraction students can turn their entire bodies invisible.

Upside Down Water Using Surface Tension, students can turn a lid-less mason jar
upside down without spilling the water within

Resonance Bowl Using sound waves, students can visualize sound as vibrations
when creating small ripples in the water

Coanda Effect Using Air Pressure, student levitate a ping pong ball and guide it
through an obstacle course

Invisible TV Using Red Green and Blue light, and the help of polarized
sunglasses, students can turn a blank white screen into a screen
that shows their amazed faces when they put the sunglasses on

Laser Piano Students can visualize about sound waves by playing a piano
whose sound makes laser light dance on the ceiling above them

Motion Blindness Students observe an optical illusion that makes real life objects
disappear before their very eyes!

Air Tunnel In this engineering challenge, students create flying vessels in an
effort to have it suspend in our air tunnel without touching the
sides

Mind Reading Students get their very own magic show with our mind-reading
performer who uses mathematical patterns and other illusions to
amaze and educate on the scientific method

Laser Table Students use a variety of lens shapes to complete this challenge,
bending three laser beams to light up six segments on the table
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Appendix G

Teach Like a Magician Breakdown

1, 2, 5 method
In a magic trick, a magician portrays three steps:
1. The setup: I’'m going to move something without touching it.
2. The walked path: There are no strings there are no wires.
5. The reveal: Tah dah! I can move this straw with my mind.
Little does the audience know, was that step 3 was charging the straw with a napkin, and step 4
was the knowledge that opposite charges repel, causing the straw to move.

This approach fashions any science demo as a magic show, and leaves students wondering “How
did they do that?”

Script, Showmanship and Effect

e Script: Having a good script allows the performer or instructor to have knowledge of
what they are going to say, and why they are going to say it.

e Showmanship: We stress the importance of a teacher embracing their personality and
utilizing it to engage their students. Whether it is deadpan, slapstick or any other brand of
entertaining presence, it is key to capture the attention of students.

e Effect: In science, much like magic, the effect is important. Having a paper mache
volcano makes a lesson on eruptions much more entertaining than a slideshow.
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Appendix H

Example of Festival Professional Development Schedule

Morning Session 3 hours Teach Like a Magician Lesson Training

Instructors are led as a group in teh Teach Like a
Magician portion
e Steps 1, 2, 5 method
o 13 o’clock mystery mathematical
card trick
e Stuff 2 The Moon
o Importance of challenges in class
activities
e Script, Showmanship and Effect
e Binary Number Cards
o Mathematical based magic trick

Lunch 45 minutes
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Appendix I
Example Daily Schedule
Rotation Site 1 Site 2 Site 3 Site 4 Site 5
Rotation 1 Festival Group A | Festival Group A | Festival Group A | Festival Group A | Festival Group A
8:30-9:15
Rotation 2 Festival Group B Festival Group B | Festival Group B | Festival Group B | Festival Group B
9:30am-10:15am
Rotation 3 Festival Group C Festival Group C | Festival Group C | Festival Group C | Festival Group C
10:40am-11:25am
Lunch
11:30-12pm
Rotation 4 Festival Group D Festival Group D | Festival Group D | Festival Group D | Festival Group D
12:15pm-1pm
Rotation 5 Festival Group E Festival Group E Festival Group E Festival Group E Festival Group E
1:15pm-2pm
Rotation 6 Festival Group F Festival Group F Festival Group F Festival Group F Festival Group F
2:25-3:10pm
Community Event | Community Event | Community Event | Community Event | Community Event | Community Event
3:30pm-5pm
Impossible Science Tears Down Festival at existing Site
5-6pm
Impossible Science Sets up Festival at next day’s Site
6-7:30pm
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EXHIBIT B
PAYMENT SCHEDULE

Alternate Proposal

RFP 2000003345
STEM/STEAM ENRICHMENT &
SUPPLEMENTAL PROGRAMS

PRICING SHEET

The pricing below reflects One Festival day for up to 1000 students at one site.

PRICING NOTE: We have the ability to discount further, reducing per-site expenses
once we are provided the total number of Festivals, dates, and the ability to adjust the
festival days by optimizing logistics through our Festival "tour"

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative (G&A),

profit, and other relevant costs.

Category I Description Price
Customization
and Integration One Festival day (up to 1000 students per day): all required event logisitics. $3,500.00
Minimum Number of Educators Required Per Site: 8
Training requires: 1 day In-person
Professional Impossible Science Staff and Materials $750-00
Development Price reflects discounted price if school elects not to have PD $0.00
10 Impossible Science Facilitators
Implementation
and Monitoring $3,500.00
Materials, license | Materials Needed for each Festival day
fees, etc. $500.00
Shipping and Material Distrubution per site
Required Location must provide cafeteria, MPR or gymnasium with capacity of up to 200 students
Equipment for Festival events at site $500.00
School is required to provide a minimum of 8 volunteers and/or teachers to facilitate
Festival for the full day
Reflects discounted price if school provides at least of 8 volunteers for duration of $2.000.00
Other Costs festival $0.00
Total Cost (Before Discounts) $16,750-00
Total Cost (With Discounts) $8,000.00
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Kodely LLC

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS - CATEGORY 1

Kodely is a leading provider of innovative, inclusive, and impactful STEM/STEAM educational
programs for students from Transitional Kindergarten through 12th grade. Our mission is to
empower the next generation of innovators by offering accessible and engaging curricula that
cultivate critical thinking, creativity, collaboration, and communication skills.

Our journey begins with a collaborative process involving district leaders, school
administrators, and educators to understand the unique needs and objectives of LAUSD.
Recognizing the diversity within the district, we tailor our curriculum to align with NGSS,
Common Core, and ISTE standards, ensuring that our programs are both standards-aligned and
age-appropriate.

Implementation Strategy

1. Needs Assessment and Customization
We conduct thorough needs assessments by engaging with stakeholders to identify
specific goals, challenges, and resource availability. For example, in our partnership with
the Sacramento City Unified School District, we discovered a strong community interest
in environmental sustainability. In response, we customized our curriculum to focus on
projects like designing
eco-friendly urban solutions, allowing students to address real-world issues within their
community.

2. Curriculum Development
Our curriculum is developed using Universal Design for Learning (UDL) principles to
accommodate diverse learning styles and needs. We incorporate culturally responsive
content to reflect the rich diversity of LAUSD's student population. For instance, we
include case studies and examples that resonate with students' cultural backgrounds,
making learning more relevant and engaging. In one program, students explored
engineering concepts by designing structures inspired by architectural styles from their
own heritage.

3. Professional Development
Through Kodely Academy, we provide comprehensive professional development for
educators. This includes workshops on project-based learning, technology integration,
and strategies for engaging English Language Learners and students with special needs.
In San Diego Unified School District, our professional development led to a 25%
increase in teacher confidence in delivering STEM/STEAM instruction. Teachers
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reported feeling more equipped to facilitate hands-on projects and integrate technology
effectively.

4.  Program Delivery
We offer flexible delivery models, including in-person and virtual instruction, to meet the
needs of each school. Our programs can be integrated into existing curricula as
supplemental instruction or offered as enrichment activities after school. For example,
during the COVID-19 pandemic, we successfully transitioned our programs to a virtual
format in Twin Rivers Unified School District, ensuring that students continued to
receive high-quality STEM education despite school closures.

5. Student Engagement
Our programs emphasize hands-on, project-based learning that fosters critical thinking,
creativity, collaboration, and communication. Students engage in real-world problem-
solving, such as designing prototypes for renewable energy solutions or developing apps
to address community issues. In one project, middle school students created a water
filtration system using everyday materials, learning about environmental science and
engineering principles.

6. Technology Integration
We leverage cutting-edge technologies, to personalize learning and enhance student
engagement. For example, programming robots to navigate mazes or perform tasks,
enhancing their coding skills in a fun and interactive way.

7. Continuous Improvement

Based on enrollment trends and project outcomes, we will adjust the curriculum to meet
the needs of students. For example, if a project is too complex, we may scaffold tasks or
offer additional teacher support.

Sustainability and Long-Term Program Continuity: To ensure the continued success of the
Kodely program, we have developed a sustainability plan that addresses the evolving needs of
LAUSD and provides ongoing support for staff and students. This plan includes:

e Ongoing Staff Training: We will offer continuous professional development
opportunities to keep educators up-to-date with new STEM/STEAM teaching
methodologies and technology advancements.

e Curriculum Updates: As STEM/STEAM fields evolve, so will our curriculum. We will
regularly update materials and projects to reflect the latest trends and educational
standards, ensuring that students remain engaged and prepared for future careers.

e Scalability: Our program is designed to scale with LAUSD's needs, ensuring that
additional students, schools, or even grade levels can be seamlessly integrated into the
program over time.

e Support for Evolving Educational Needs: By maintaining close collaboration with
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district leaders and monitoring shifts in educational priorities, we will adapt our
approach to address new challenges, such as emerging technology standards or
changing state requirements.

Addressing Potential Challenges

We anticipate potential challenges such as technology access disparities and varying levels of

educator preparedness. To mitigate these, we:

Provide Device-Agnostic Platforms: Our programs are accessible on tablets, laptops,
and smartphones, ensuring that students can participate regardless of the devices they
have.

Offer Offline Resources: We supply downloadable materials and activities for
students without consistent internet access.

Tailor Professional Development: We customize training sessions to meet educators
at their level of expertise, providing ongoing coaching and support across various
grade levels, covering essential topics such as marine science, biology, climate change,
robotics, aviation/aerospace, ecosystems, computer science, and more. Kodely
Academy provides interactive sessions designed to develop critical 21st-century skills,
including creativity, critical thinking, problem-solving, collaboration, and digital
literacy.

Program Highlights:

Early Learners: Courses like "Little Entrepreneurs" and "Circuit Creators" introduce
foundational skills through creative play and hands-on activities.

Elementary: Workshops such as "Arcade Game Design" and "TinkerCad 101" teach
coding, game design, and 3D modeling, integrating STEM concepts.

Upper Elementary: "Multiplayer Game Design" and "Engineering with
Microcontrollers" engage students in advanced coding, game design, and technology
challenges.

Middle School: Courses like "UI/UX with Figma" and "Roblox Studio" focus on digital
design, coding, and applying STEM concepts in practical projects.

High School: Advanced offerings like "AI with Robotics" and "Capture the Flag
(Cybersecurity)" build critical skills in Al, programming, and cybersecurity.

Below are descriptions of our courses.

TK - K Grade Bands
Little Entrepreneurs

Unlock the potential of young entrepreneurs—where creativity meets business! Empower your
child to design their own products, launch imaginative ventures, and build leadership skills in a
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supportive, engaging environment.

Prototyping & Play

Embark on an exciting journey into design and computational thinking! Join our workshop
series where young adventurers unleash their creativity through thrilling quests. Become the
hero of your own story as you learn problem-solving, empathy, and innovation. Sign up now for
a whirlwind of fun and discovery!

Circuit Creators

Ignite your child's curiosity with our Snap Circuits workshop! Dive into circuit design and
electricity, creating radios, switches, motors, and more. Hands-on learning makes it a blast as
they build their own contraptions. Spark their passion for STEM - sign up now and watch them
shine!

Play-Doh World Explorers

Join our captivating Play-Doh World Explorers series! Delve into geography through creative
playdough adventures. Enhance critical thinking and hands-on skills while fostering a love for
exploration and learning.

Teamwork Titans

Prepare for an exciting workshop focused on collaboration, communication, and problem-
solving! Build strong teams, hone communication skills, and tackle fun challenges. Become
Teamwork Titans through interactive activities, equipped to conquer any challenge with
effective communication and teamwork.

1st - 3rd Grade Bands

Arcade 101

Explore the world of gaming mechanics! Your child, in a beginner-friendly environment, will
delve into the fundamentals of game design, enhance problem-solving skills, and ignite creativity
by creating their own arcade game.

Behind the Scenes of Game Design

Unlock coding and game design with our MakeCode Arcade workshop! Your child will create
fun games while learning design concepts and coding skills. The grand finale? An open house
showcasing their creations. Spark their coding creativity—enroll now for fun and skill-building!

Inventing with Minecraft

Calling all young adventurers and Minecraft enthusiasts! Join our workshop combining
Minecraft and coding. Your child will learn to mod and create custom creations in Minecraft
Education, enhancing problem-solving and creativity. Empower your child to dream big and
explore. Enroll today and let the adventure begin!

TinkerCAD 101

Unlock the world of TinkerCad! In this engaging workshop, young minds dive into 3D design,
nurturing creativity and transforming ideas into reality—all while strengthening core subjects
like math, science, and spatial reasoning.
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Rube Goldberg Lab

Welcome to our Rube Goldberg Lab! In this afterschool program, students unleash creativity
and teamwork by designing elaborate chain reaction machines with everyday materials. They'll
learn STEM principles, critical thinking, and persistence, culminating in a grand exhibition for
parents to celebrate their achievements. Join us for a journey of invention and imagination!

4th - 5th Grade Bands
Engineering and Design: Building with Microcontrollers

Get hands-on with fun sensors and the micro:bit in our technology workshop! Each class offers
new design challenges, from building a thermometer to creating a reaction time game and
designing an Air Tag prototype. Perfect for inspiring your child's interest in real-world
technology!

Advanced Arcade Game Design

Explore the exciting world of Advanced Arcade Game Design! Learn to create engaging and fun
arcade games with advanced features such as interactive gameplay mechanics, dynamic level
designs, and immersive storytelling. From designing challenging mazes reminiscent of classic
Pac-Man to Crossy Road and Among Us, this course empowers you to bring your gaming
visions to life with creativity.

Multiplayer Game Design

Join Kodely for our multiplayer arcade game design workshop! Students will learn to design
engaging multiplayer arcade games, meeting the rising demand for immersive online gaming
experiences. Perfect for those passionate about game design and seeking a challenge, this
workshop also offers the social interaction and engagement unique to multiplayer games.

Well Rounded Innovators with Minecraft

If your child loves Minecraft and wants to learn how to mod and build custom creations with
coding, this is the perfect class! They'll develop problem-solving skills within Minecraft's open-
ended world, joining a community of makers who dream up new creations. Through coding
mods and add-ons, they'll unleash their creativity and learn valuable programming skills.

6th - 8th Grade Bands

Roblox Studio

Students design and code Roblox games, applying math, science, and technology concepts
gaining valuable CTE-related skills in digital design, programming, and game development.
This program teaches software development and project management skills, preparing students
for future careers in game design, software engineering, and project management. Through
hands-on learning, students are equipped for roles in the rapidly growing tech and
entertainment industries.

UI/UX with Figma

Students dive into the mindset of UI/UX designers in this workshop! They explore the world of
design tools and software that streamline the wireframing and prototyping process. Figma's
unique built-in features make prototyping stand out, allowing students to create logos, icons,
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and website screen prototypes. It's a hands-on exploration of UI/UX design and a glimpse into a
potential career path.

Robotics with Microcontrollers & Python

This workshop is ideal for students eager to delve deeper into programming, moving beyond
block coding into Python! Each class, they'll craft Python projects, witnessing their code in
action through a micro:bit, a simple electronic device. From crafting a compass to an interactive
pet, each project introduces new aspects of electronics and software, fostering growth and
creativity.

3D Modeling with TinkerCAD

Embark on a creative journey into 3D modeling with TinkerCAD! This hands-on workshop
introduces the basics of crafting 3-D models using intuitive tools. From designing futuristic
buildings and personalized jewelry to inventing mechanical contraptions and educational
models, participants unleash their creativity and bring ideas to life in a virtual space. Perfect for
budding designers and tech enthusiasts, TinkerCAD makes learning 3D modeling interactive,
enjoyable, and applicable across various disciplines.

9th - 12th Grade Bands

Python Basics

This workshop is ideal for students eager to delve deeper into programming, moving beyond
block coding into Python! Each class, they'll craft Python projects, witnessing their code in
action through a micro:bit, a simple electronic device. From crafting a compass to an interactive
pet, each project introduces new aspects of electronics and software, fostering growth and
creativity.

Python Game Development

Students create their version of the classic Asteroids game using Python, combining
programming with design thinking and problem-solving. They plan, code, test, and refine game
mechanics, learning software development cycles, project management, teamwork, and iterative
development. This course fosters creativity and technical proficiency, preparing students for
careers in software development, project management, and digital product design.

Python with Math

This course integrates Python programming with math, encouraging students to solve real-world
problems using design and problem-solving skills. Projects include algorithm development,
statistical analysis, and mathematical modeling, preparing students for technical roles in
engineering, R&D, and quality assurance. Mastering Python for complex math problems is
crucial for innovation in aerospace, automotive, and manufacturing technology.

Al with Robotics

Students work on Al projects using Raspberry Pi, like autonomous vehicles and smart home
systems. This course covers machine learning, sensor integration, and real-time data processing,
emphasizing Al applications in manufacturing and technology. Students develop skills in
intelligent systems, crucial for modern manufacturing, predictive maintenance, and smart
infrastructure.
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Capture the Flag (Cybersecurity)

Students engage in cybersecurity “Capture the Flag” challenges, developing skills in network
security, ethical hacking, and digital forensics. The course covers threat detection, vulnerability
assessment, and incident response. These skills are essential for protecting technological
infrastructure in manufacturing, energy, and transportation industries.

Supplemental Physical Activities Program

At Kodely, we believe that incorporating physical activity is essential for enhancing students'
learning experience, promoting wellness, and fostering collaboration. Our programs like
Teamwork Titans and the Lawn Club seamlessly blend physical activities with STEM
concepts, ensuring inclusivity and engagement for all students.

Teamwork Titans

e Teamwork Titans is designed to improve students' collaboration and communication skills
through a series of fun, interactive challenges. The program involves physical team-
building exercises that foster problem-solving and critical thinking. Students work
together to solve physical puzzles, participate in relay challenges, and learn the importance
of effective communication in achieving a common goal.

Lawn Club

e Our Lawn Club program brings an exciting and interactive way for students to explore
physics and engineering concepts through outdoor games. This initiative allows students
to design and test their own lawn games while learning about motion, force, and energy. It
also encourages collaboration and creativity, as students work in teams to refine their game
designs and improve performance.

These physical activity programs ensure inclusivity by providing activities that can be adapted
for all ability levels, fostering an environment where every student feels capable and engaged.
By combining STEM learning with movement and active problem-solving, students not only
develop academic skills but also build social, emotional, and physical well-being.

Family and Community Engagement

At Kodely, we recognize that parents and families play a crucial role in the educational success
of students. Engaging parents not only enriches the learning experience but also fosters a
supportive community that values education and lifelong learning. Our programs are designed to
actively involve parents through various initiatives that align with LAUSD's commitment to
family engagement.
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Parent Workshops and Seminars

o STEM/STEAM Awareness Sessions: We offer workshops aimed at educating parents
about the importance of STEM/STEAM education in today's world. These sessions
cover topics such as emerging technologies, future career opportunities, and how STEM
skills apply to everyday life.

e Technology Training for Parents: To bridge the digital divide, we provide training for
parents on the educational technologies and platforms their children use. This empowers
parents to support their children's learning at home effectively.

Family STEM Nights

e Interactive Learning Experiences: Kodely organizes Family STEM Nights where
students and their families participate in hands-on STEM activities. These events
encourage collaboration, spark curiosity, and allow families to explore STEM concepts
together.

e Showcasing Student Projects: These events also serve as an opportunity for students to
present their projects to their families, fostering pride and reinforcing the real-world
relevance of their work.

Communication Channels

e Regular Updates and Newsletters: We keep parents informed through newsletters and
updates that highlight program milestones, student achievements, and upcoming events.

e Accessible Support: Our team is available to answer questions and provide resources to
parents, ensuring they feel connected and supported throughout their child's learning
journey.

Strategies for LAUSD

e Tailored Engagement Plans: We will work closely with LAUSD to develop
engagement strategies that meet the specific needs of each school community.

e Language Accessibility: All materials and communications will be provided in multiple
languages prevalent within the district to ensure inclusivity.

e Flexible Scheduling: Events and workshops will be scheduled at various times to
accommodate parents' diverse schedules, maximizing participation.
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PROGRAM ELEMENTS - CATEGORY 11

Introduction

NalaAl (formerly Kodely Classroom) is an AI-powered instructional platform built for
teachers, not students. It enables educators to create complete, multilingual, adaptive
instructional materials across all subject areas in seconds.

NalaAl acts like a curriculum team on demand, helping teachers design engaging, standards-
aligned lessons and classroom resources—while supporting language access for all learners.

Scope of Services

Under Category II, NalaAl will provide a teacher-facing digital platform to support lesson
creation, instructional planning, and multilingual resource development across all content
areas (e.g., math, ELA, science, social studies, arts, world languages, and enrichment).

Teachers use NalaAl to generate lessons, slides, activities, flashcards, trivia, and
differentiated learning resources in multiple languages. This helps educators reach English
Learners and multilingual students more effectively—without requiring them to create
everything manually.

Key Capabilities

e Instructional Design for Any Subject
Teachers can instantly generate complete lesson plans, slide decks, activities, and pacing
guides tailored to their classroom needs.

e Multilingual Resource Generation
Content can be created or translated into multiple languages in real time, supporting
LAUSD’s multilingual learners.

e Adaptive Differentiation
Teachers can produce versions of lessons at different reading or proficiency levels,
ensuring accessibility for diverse learners.

o Engaging Instructional Tools
Teachers can build interactive elements like flashcards, quizzes, and gamified learning
activities to boost engagement.

e Standards Alignment
All generated content is aligned to state standards and district instructional goals.

Important: NalaAl does not collect student data, administer surveys, or run evaluations. It is
strictly a teacher productivity and instructional support tool.
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Implementation Approach

o NalaAl will be rolled out to LAUSD educators as a secure, browser-based tool accessible
through district-issued devices or integrated LMS systems.

o Teachers will receive virtual or in-person onboarding and training to learn how to create
and customize multilingual, adaptive instructional resources.

o Implementation can begin with specific classrooms, sites, or departments and expand
districtwide with minimal setup.

o Technical support and platform guidance will be provided to ensure teachers can use the
tool effectively.

e Ifrequired, lessons can also be created and tailored to specific school requirements as
part of the implementation plan.

Professional Development

To ensure effective implementation and long-term impact, NalaAl provides comprehensive
professional development (PD) for LAUSD educators. This PD structure is consistent with the
model previously used for Kodely Classroom, maintaining the existing pricing schedule while
updating the content to reflect Nala AI’s instructional design and multilingual capabilities.

Initial Training and Onboarding

Educators will participate in virtual or in-person training workshops designed to introduce
Nala AI’s core features and instructional workflows. These sessions focus on enabling teachers
to:

o Generate standards-aligned lesson plans, pacing guides, and activities across all
subject areas.

e Develop multilingual instructional resources in real time to support English Learners
and multilingual students.

o Create differentiated materials to address varying student proficiency levels and learning
needs.

o Integrate interactive instructional elements, such as flashcards, quizzes, and gamified
activities, to enhance classroom engagement.

These workshops provide hands-on experience and follow the same structured approach as the
original professional development model.

Implementation Support and Coaching

Following initial onboarding, educators receive targeted implementation support through
structured coaching, collaborative planning, and real-time troubleshooting. This includes:
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e Classroom integration support, helping teachers apply NalaAl tools to existing
curricula and instructional plans.

o Individualized coaching sessions to strengthen instructional practices and address
specific implementation needs.

o Peer collaboration and lesson-sharing opportunities to foster professional learning
communities and promote best practices.

Ongoing Professional Learning

NalaAl offers continued professional learning opportunities through follow-up workshops,
virtual office hours, and feature update sessions. This ensures that educators remain confident,
supported, and up to date as the platform evolves.

Pricing

All professional development services are included within the existing pricing structure and do
not alter the pricing schedule from previous program models. PD remains bundled with
implementation to ensure seamless integration and sustainability, just as it did under Kodely
Classroom.
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EXHIBIT B
PAYMENT SCHEDULE

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

Category | Unit Price
$4200/classroom of 30
students

12-hours of classroom
instruction in person

Customization and |{Unit Cost (include detail on discounts provided) | Classes can be held in

Integration after-school or desired
format by school site
5% discount on each
additional program added
per site
Number of participants PD is not a requirement
Professional Frequency /Duration Presentation Mode since we are sending our
Development (In-person/Virtual/Hybrid) own instructors
(include detail on discounts and/or rebates
applied as applicable)

) ) ) ) These costs are
Implementation | One time and annual costs (include detail on embedded into our

and Monitoring | discounts provided) workshop fee

Materials fees are

Materials, license | One time and annual costs (include detail on embedded into our

fees, etc. discounts provided) workshop fee
Required One time and annual costs (include detail on $0. School Devices or
Equipment discounts provided) Chromebooks preferred to
quip P be brought by students
for workshops that
require devices.
e 5% discount on each
temize e
additional program added
Other Costs (include detail on discounts provided) . prog
per site
Total Annual Cost $4200/site
RFP NO.: 2000003345 Page 30 of 51 Contract No. C7707

Kodely LLC



Docusign Envelope ID: 51F688C6-95D7-4DD0-BB57-91D820C50E6A

EXHIBIT B
PAYMENT SCHEDULE

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

[c ategory II Unit Price

o . . , ) . $2125/per site/per year —
Customization and |Unit Cost (include detail on discounts provided)  |icludes annual Nala Al

[ntegration license, platform onboarding,
and implementation support.

[Number of participants One 45-minute virtual PD
Frequency /Duration Presentation Mode session (up to 25 teachers)
Professional (In-person/Virtual/Hybrid) provided in-kind annually
Development (inclu@e detail on discounts and/or rebates applied [per site. Additional PD
as applicable) sessions available at $425
per session (up to 25
teachers).
Implementation  |One time and annual costs (include detail on [nitial implementation and
and Monitoring  |discounts provided) onboarding support included

with license. Additional site-
specific customization or
expanded implementation
available at district request

and billed separately.
10% di t fi Iti
Materials, license |One time and annual costs (include detail on 0% discount for multi
. . year contracts of 3+ years set
fees, etc. discounts provided) up
Required One time and annual costs (include detail on IN/A
Equipment discounts provided)
Itemize
IN/A
Other Costs (include detail on discounts provided)
Total Annual Cost $2125/site/year
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Lunch Bunch

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS

Lunch Bunch offers a comprehensive culinary arts enrichment program that includes:

Synchronous live-streaming of culinary classes led by professional chefs.

Active and integrated hands-on cooking experiences where students can practice and
refine their culinary skills.

Provision of all necessary equipment, materials and ingredients for activities.
Interactive simulations and virtual “field trips” to culinary institutions and farms.

Opportunities for students to solve real-world culinary challenges and develop innovative
recipes.

Our programs are designed to be developmentally appropriate for various grade levels, from
elementary to high school, and are aligned with educational standards such as the Next
Generation Science Standards (NGSS) and Common Core ELA and Math Standards.

Our proposed program includes:

o Interactive Lessons and Activities: Developmentally appropriate, hands-on experiences
that align with NGSS, Common Core, and ISTE standards.

e Professional Development: Comprehensive training for teachers and administrators to
ensure effective program implementation.

o Assessment and Evaluation: Pre and post-assessments to measure student growth and
program impact.

Detailed Plan to Perform Required Services

Lunch Bunch is on a mission to change kids' nutrition and access to knowledge about healthy
eating - and ultimately influence the role food can play in educating kids in a fun, creative,
inspiring way. We are doing this by partnering with schools to offer unique enrichment
programming where food can be the foundation of not only learning culinary arts & cooking, but
also entrepreneurship, STEM /STEAM skills, health and fitness, world history and more. The
curricula are thoughtfully designed to incorporate multicultural learning, both familiar and
growth mentality, partnership with school core curriculums and long-term lessons to build
healthy habits over a student's lifetime.

Our culinary arts enrichment program is designed to provide students with hands-on, standards-
based learning experiences that align with the Next Generation Science Standards (NGSS),
Common Core ELA and Math Standards, and International Society for Technology in Education
(ISTE) standards. The program will be offered only

in-person, ensuring accessibility and flexibility for all students. The curriculum will include
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interactive lessons, cooking demonstrations, and practical activities that encourage students to
explore the science and art of cooking.

Our culinary arts curriculum was developed using principles of universal design, accessibility,
sensitivity, cultural and linguistic responsiveness. Our enrichment classes are device agnostic and
do not require any technology or utilization of online platforms. Our curriculum was developed
utilizing tools and frameworks from NGSS, Common Core ELA & Math Standards, ISTE,
SHAPE America National Health Education Standards, CA Nutrition & Physical Activity
Standards, and Social Justice Standards.
We provide all of the curriculum, materials, equipment & teachers necessary to execute the
curriculum. All we need is a classroom with power outlets. Our teachers come to the specific school
site at the time of the enrichment class as determined by the school and teach a culinary arts class
for 1 hour. We provide all of the following:

- (1) Healthy Snack per student

- Aprons for students and Teachers

- (1) full meal students get to make and take home to their families

- (1) recipe per student on that days lesson

- (2) Teachers

- Equipment (Induction burners, griddles, blenders, spatulas, knives, cutting boards etc.)

- Supplies - single use supplies like to go boxes so students can take home and share

with their families

- Cleaning supplies - to ensure the room is in better condition than when we found it

- Diplomas at the end of the semester

- Surveys on student feedback

Our curriculum is tailored to specific age groups from TK-12 with cooking and learning activities
that are age appropriate.

Supplemental Physical Activities Program

The program will include physical activities such as kitchen safety drills, food preparation
exercises, and interactive cooking sessions. These activities are designed to be inclusive, catering
to all students regardless of their skill levels and abilities. The program will also incorporate
elements of physical wellness, emphasizing the importance of nutrition and healthy eating habits.

Partnerships with Other Agencies/Organizations

We will partner with local culinary schools, professional chefs, and nutritionists to deliver high-
quality culinary education. These partnerships will provide students with exposure to industry
professionals and real-world culinary practices. Additionally, we will collaborate with local
farms and food suppliers to offer farm-to-table experiences, enhancing students' understanding of
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sustainable food practices.

Access to Multiple Virtual Curricula and Instruction

The program will not provide access to virtual culinary curricula.

Use of AI Technologies

The program will not utilize Al technologies.

Integration of Subject Matters

The culinary arts program will integrate various subject matters, including:

e Biology: Understanding the nutritional value of ingredients and the biological processes
involved in cooking.
Chemistry: Exploring the chemical reactions that occur during cooking and baking.
Environmental Education: Emphasizing sustainable food practices and the impact of
food choices on the environment.

e Entrepreneurship: Teaching students about the business aspects of running a culinary
enterprise.

Professional Development for Teachers

We will provide comprehensive professional development for teachers, including online training
sessions, webinars, and instructional resources. Teachers will learn how to integrate culinary arts
into their curriculum. Ongoing technical support will be available to ensure effective
implementation.

Evaluation and Reporting

We will collect pre and post-survey responses, review relevant learning assessments, and
summarize outcomes in quarterly reports. These reports will include data-driven insights and
recommendations for continuous improvement. Monthly and annual impact reports will be
prepared, detailing usage and achievement data by school, region, and district.

By addressing these program elements, our culinary arts enrichment program aims to provide a
comprehensive, engaging, and educational experience for all students, fostering a love for
culinary arts and promoting lifelong healthy eating habits.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

Category I Unit Price
ICustomization and . . . . . *$295 per class for up to 15
Integration |Un1t Cost (include detail on discounts provided) students per class
umber of participants - up to 50 #3500 per week
Frequency /Duration Presentation Mode *Discounted based on number
Professional (In-person/Virtual/Hybrid) 1 per semester (In person), of attendees. Ifno LAUSD
Development teachers are needed for class,

(include detail on discounts and/or rebates applied

as applicable) no fee

Implementation and I;)ne time and annual costs (include detail on discounts Included in class pricing

Monitoring rovided)
Materials, license One time and annual costs (include detail on discounts Included in class pricing
fees, etc. provided)
Required One time and annual costs (include detail on discounts Included in class pricing
Equipment rovided)
[temize
[Other Costs (include detail on discounts provided)
Total Annual Cost 30 weeks, 1 class per week, no professional devel. $8,850 per location *Varies
based on schedule
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Mastery Coding Inc.

EXHIBIT A
STATEMENT OF WORK

Program Overview

Mastery Coding’s Game-and-Make™ program employs a flexible delivery model that leverages
high-quality digital resources and platforms to provide a comprehensive and engaging learning
experience for all participants. Our approach is anchored in the Game-and-Make™ philosophy,
which integrates the excitement of gaming with academic enrichment and social-emotional
learning (SEL).

Our standard 10-week program incorporates three core elements — curriculum, competitive play,
and self-paced modules. All courses, competitions, and modules can be facilitated virtually by a
teacher through our self-service LMS, or we can offer in-house facilitation services upon
request. If the school site chooses to facilitate via teacher involvement, we will provide
professional development on the program at no cost to the district.

Course-Based Learning: The program is delivered via Mastery Coding’s proprietary
UDIPP-approved Learning Management System (LMS) and competition platform. These digital
tools enable interactive lessons, self-paced learning, and real-time participation in esports
competitions, ensuring that students can access high-quality esports education regardless of
location.

Competitive Play Integration: We offer local, regional, and national competition opportunities
through structured, flexible ladders and tournaments that accommodate various school schedules
and provide multiple levels of play. This system includes a proprietary competition platform
designed to securely manage all aspects of tournament operations, including registration, secure
in-platform match chat, reporting, and score tracking.

Instructor-Led Learning and Self-Paced Modules: The curriculum includes structured
lessons on critical skills such as teamwork, communication, and digital citizenship. Lessons are
complemented by hands-on gaming sessions where students apply what they've learned in real-
time gameplay scenarios.

Language Diversity

All Mastery Coding course content can be offered in both English and Spanish upon request by
the Los Angeles Unified School District. We additionally offer parent resources that describe our
platform, course content, services, and how to access them in both languages.

Program Timelines
While normally standardized for 10 weeks, our infrastructure is designed for flexibility, whether
LAUSD prefers a weekly cycle or a program that spans the entire school year.
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Weekly Structure: Programs run once to three times per week, with each session lasting
anywhere between 60-90 minutes (depending on the needs of individual schools). The schedule
balances instructional content, gameplay, and social-emotional learning activities.

Seasonal and Year-Round Options: The program is designed to be scalable and can be extended
year-round, aligning with school calendars and allowing for continuous engagement.

Recommended Program

Mastery Coding’s official recommendation for the Los Angeles Unified School District is a
combination program that includes a mix between (a) instructor-led learning via tailored lessons and (b)
structured team-based play at multiple levels. This section outlines the format for the onsite experience
over the course of an academic year.

Format
Component Description

Esports Enrichment e  Whatis it? Structured lessons designed by educators to teach critical

Lesson skills and career readiness.

e Platform. The esports curriculum will be facilitated on the
UDIPP-approved Mastery Coding’s Learning Management System (LMS).
The LMS will provide instructor/coach resources and
video-based education modules.

Competitive Play e Whatis it? Curated competition play that allows student participants to
participate in intramural, regional, and national play. Play sessions are
specifically tailored to meet schedule and age requirements.

e Platform. The competition will be facilitated on Mastery Coding’s
competition platform. The competition platform will include dedicated
competition pages for every level of competition. See the “logistics”
section for more details on core platform features.

Schedule

We recommend a standard schedule for all sites. However, the actual start and end times can and
should be modified based on site-specific needs and school schedules.

Time* Recommended Schedule

3:30 - 3:35pm Welcome and Get Settled
3:35 - 3:55pm Esports Enrichment Lesson
3:55 - 4:00pm Transition

4:00 - 4:25pm Esports Game Play

4:25 - 4:30pm* Put Materials Away and Clean Up

RFP NO.: 2000003345 Page 19 of 51 Contract No. C7710
Mastery Coding Inc.



Recommended Program for Grades 3-12

While Mastery Coding’s Game-and-Make™ program already offers a dynamic and
comprehensive 10-week program tailored for students in grades 3-12, we are fully equipped to
accommodate extended sessions to create a year-round esports experience as seen in our existing
Mastery Coding clients.

Our program aligns with the Los Angeles Unified School District's LCAP to provide academic
excellence, joy and well-being, and engagement and collaboration. By accelerating
achievement by offering well-rounded education through programs that integrate digital literacy,
workforce skill development, and social-emotional learning, the top three goals of the district's
strategic LCAP plan can be met.

Furthermore, by incorporating esports into the curriculum, we aim to provide safe and inclusive
environments that foster engagement, reduce behavioral disruptions, and promote the
well-being of all students. This approach also supports the district's efforts to provide diverse
co-curricular opportunities that prepare students for future academic and career success,
thereby dismantling barriers and promoting equity in educational outcomes.

NOTE: Our program can be adapted to run throughout the entire year (and not just in 10-week
cycles) to provide ongoing opportunities for the district. Additionally, the recommended
program(s) below are split into our standard grade 3-5 and 6-12 groups, but we can provide
recommended programs for different grade stratifications upon request.

Grades 3-5 Overview: Elementary Esports Program

The Game-and-Make™ Elementary Esports Program, designed for students in grades 3-5, is an
introductory initiative that integrates gaming with educational development, leveraging the
engagement and excitement of esports to promote learning in young students. The program is
structured around six key action plans that combine instructional concepts, interactive activities,
and measurable outcomes to foster critical thinking, problem-solving, teamwork, communication,
digital literacy, and overall engagement.

1. Promoting Critical Thinking
o Instructional Concept: Encourage students to analyze and assess game
strategies.
o Activity: Host strategy workshops where students break down game mechanics
and discuss winning approaches.
o Outcome: Students develop the ability to critically evaluate situations and make
informed decisions.
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2. Enhancing Problem-Solving SKkills

o

Instructional Concept: Provide opportunities for students to tackle in-game
challenges and puzzles.

Activity: Organize problem-solving sessions where students work individually
or in teams to resolve complex game scenarios.

Outcome: Students enhance their problem-solving skills, learning to approach
challenges methodically and creatively.

3. Fostering Teamwork

o

Instructional Concept: Foster collaboration and teamwork through cooperative
gaming activities.

Activity: Facilitate team-based esports activities that require students to
collaborate and achieve common goals.

Outcome: Students learn to communicate effectively, delegate tasks, and support
their teammates, building strong teamwork skills.

4. Improving Communication

@)

Instructional Concept: Highlight the importance of clear and

effective communication in gaming and real-life situations.

Activity: Conduct lessons where students practice articulating strategies,
providing constructive feedback, and resolving conflicts.

Outcome: Students improve both their verbal and non-verbal communication
skills, essential for gaming and everyday interactions.

5. Promoting Digital Literacy

o

Instructional Concept: Teach students to navigate and utilize digital platforms
safely and effectively.

Activity: Integrate lessons on digital citizenship, online etiquette, and the ethical
use of technology into the gaming curriculum.

Outcome: Students become proficient in digital literacy, understanding how to
responsibly and efficiently use technology.

6. Maintaining Engagement

o Instructional Concept: Utilize the inherent engagement of esports to keep
students motivated and excited about learning.
o Activity: Create a learning environment where educational content is seamlessly
integrated with gaming elements.
o Outcome: Students remain captivated and motivated, enhancing their overall
learning experience and information retention.
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This structured approach not only makes learning enjoyable but also equips young students with

essential skills and knowledge that will benefit them both in and out of the classroom.

Example 10-Week Elementary Esports Program Schedule (Grades 3-5)

Day Lesson ESM / Minecraft World

1 Tuesday The Hunter-Gatherers The Paleolithic Era (Ch. 1-2)
Thursday [Nomads and Migration The Paleolithic Era (Ch. 3-4)

2 Tuesday Domestication The Neolithic Era (Ch. 1-2)
Thursday Specialization The Neolithic Era (Ch. 3)

3 Tuesday Build Challenge: Agriculture Build Challenge: Agriculture
Thursday Wealth & Power The Iron Age (Ch. 1-2)

4 Tuesday Trade The Iron Age (Ch. 3)
Tuesday Hill Forts The Iron Age (Ch. 4)

5 Thursday The Classical Era The Classical Era (Ch. 1)
Tuesday Early Government The Classical Era (Ch. 2)

6 Thursday Literature and Art The Classical Era (Ch. 3)
Tuesday Build Challenge: Colosseum Build Challenge: Colosseum

7 Thursday The Middle Ages The Middle Ages (Ch. 1)
Tuesday A Structured Government The Middle Ages (Ch. 2)

8 Tuesday Everyday Life & Guilds The Middle Ages (Ch. 3)
Thursday Build Challenge: Castles Build Challenge: Castles

9 Tuesday The Industrial Revolution The Industrial Revolution (Ch. 1)
Thursday Evolution of Labor The Industrial Revolution (Ch. 2)

10 Tuesday Railways and Steam Engines The Industrial Revolution (Ch. 3)
Thursday Build Challenge: Automation Build Challenge: Automation

Grades 6-12 Overview: Expanded Learning Esports Program

The Game-and-Make™ Expanded Learning Esports Program, designed for students in grades
6-12, is our tried-and-tested educational esports program built upon our Game-and-Make™
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philosophy, which combines gaming excitement with authentic learning.

This program is unique in that we place a strong emphasis on advancing academic enrichment in
conjunction with developing social-emotional well-being, ensuring that students are able to
channel their excitement in gaming to skills that help them become well-rounded individuals. By
providing high-quality instructors and a structured blend of gaming and coursework, we create
opportunities for students to develop essential digital competencies while having fun and staying
engaged. Our holistic approach ensures that students grow academically, socially, and
emotionally, preparing them for success in the digital age.

This approach keeps students engaged while fostering six core instructional concepts: critical
thinking, problem-solving, teamwork, communication, and digital literacy.

1. Promoting Critical Thinking
e Instructional Concept: Encourage students to analyze game strategies, evaluate
their effectiveness, and make informed decisions.
e Activities: Students participate in strategy workshops where they break down
game mechanics and discuss different approaches to winning.
e Outcomes: Students develop the ability to think critically, assess situations, and
make strategic decisions.

2. Enhancing Problem-Solving Skills
e Instructional Concept: Provide opportunities for students to encounter and
resolve in-game challenges and puzzles.
e Activity: Host problem-solving dialogues where students work individually or
in teams to resolve challenging game scenarios.
e Outcome: Students enhance their problem-solving skills, learning to approach
issues methodically and creatively.

3. Fostering Teamwork
e Instructional Concept: Foster collaboration and teamwork through cooperative
gaming activities.
e Activity: We facilitate team-based esports programming that require students to
work together to achieve common goals.
e Outcome: Students learn to communicate effectively, delegate tasks, and support
their teammates, building strong teamwork skills.

4. Improving Communication
e Instructional Concept: Emphasize the importance of clear and effective
communication in both gaming and real-life scenarios.
e Activity: Conduct communication lessons where students practice articulating
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strategies, providing constructive feedback, and resolving conflicts.

Outcome: Students improve their verbal and non-verbal communication skills,
essential for both gaming and everyday interactions.

5. Promoting Digital Literacy

Instructional Concept: Teach students to navigate and utilize digital devices,
software and platforms effectively and safely.
Activity: Integrate lessons on digital citizenship, online etiquette, and the ethical

use of technology in our gaming curriculum.
Outcome: Students become more proficient in digital literacy, understanding how
to responsibly and efficiently use technology.

6. Maintaining Engagement

Instructional Concept: Use the inherent engagement of esports and gaming to
keep students motivated and excited about learning.

Activity: Create a learning environment where educational content is interwoven
with gaming elements to make learning fun and interactive.

Outcome: Students remain captivated and motivated, which enhances their
overall learning experience and retention of information.

7. Promoting Career Development

Instructional Concept: Introduce students to various career paths within the
esports and gaming industry, encouraging them to explore their interests and
potential career opportunities.

Activity: Organize career exploration sessions where industry professionals share
insights and experiences, and students engage in hands-on projects related to
different esports roles, such as game design, marketing, event management, and
content creation.

Outcome: Students gain awareness of the diverse career opportunities in esports
and gaming, helping them make informed decisions about their future career
paths and motivating them to pursue relevant skills and education.

8. Practical Skill Application

Instructional Concept: Provide students with opportunities to apply their academic
knowledge and gaming skills to real-world scenarios within the esports industry.
Activity: Implement capstone projects where students take on roles such as
tournament organizers, content creators, or team managers, applying what
they've learned to plan and execute esports events or create gaming content.

e Outcome: Students develop practical skills in project management, leadership,
and specialized esports roles, preparing them for future professional
opportunities in the esports industry.
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Example 10-Week Expanded Learning Esports Program Schedule (Grades 6-12)

Week Day Lesson
1 Tuesday Competitive Etiquette
Thursday Career Exploration: Pro Players
2 Tuesday Online Safety
Thursday History of Al in Gaming
3 Tuesday Healthy Gaming
Thursday Career Exploration: Game Development
4 Tuesday The Holistic Gamer: Mind, Body, Heart
Tuesday Game Design Principles
5 Thursday Mindsets
Tuesday Career Explorations: Event Manager
6 Thursday Gamer-to-Maker
Tuesday Internships
7 Thursday Game Juice
Tuesday Career Exploration: Shoutcaster
8 Tuesday Game Design Principles
Thursday Career Exploration: Internships
9 Tuesday Tournament Begins
Thursday Tournament Play
10 Tuesday Tournament Play
Thursday Final Tournament

For additional courses, please see our online directory of Mastery Coding courses for both coding
and esports.
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Equitable Access & Research-backed Learning

The Mastery Coding Game-and-Make™ program is a research-based initiative that aligns with
the Los Angeles Unified School District’s requirements (as listed in Section I — 2.0 Statement of
Work of the RFP).

Our Game-and-Make™ philosophy not only advances academic enrichment but also emphasizes
the development of social-emotional well-being, making it a perfect match for the district's
emphasis on holistic student development. The program's action plans for promoting critical
thinking, problem-solving, teamwork, communication, and digital literacy directly support the
district's goals by fostering a well-rounded education that integrates co-curricular opportunities
into the school experience.

We focus on providing a supportive environment that enhances students' mental and emotional
health through engaging esports activities. This focus on well-being complements the district's
commitment to creating safe, inclusive, and supportive learning environments. Additionally, the
program's emphasis on digital literacy and responsible technology use supports the district's efforts
to prepare students for success in a digital age.

Additionally, we seek to promote diversity, access, and equity by ensuring that all students,
regardless of background, have the opportunity to engage in meaningful and impactful learning
experiences that foster academic, social, and emotional growth.

Some examples of our alignment with the Los Angeles Unified School District’s core needs for a
STEM/STEAM enrichment program include:

e Universal Design: Our instructors consistently tailor their methods to meet the individual needs
of students, ensuring that each learner can progress at their own pace and receive the support they
need.

e Individual Student Support: We conduct regular assessments to identify students who may
need additional help and provide targeted interventions to ensure everyone can succeed.

e Accessibility & Device Agnosticity: We can work with the Los Angeles Unified School District
to provide a wide range of options for necessary equipment and resources, such as gaming
consoles and computers, to ensure that every student, regardless of their socioeconomic status,
can enjoy equitable access to game-based learning tools. All of our curriculum and competitions
are designed to be accessible from a wide variety of hardware and software options.

RFP NO.: 2000003345 Page 26 of 51 Contract No. C7710
Mastery Coding Inc.



e Cultural Responsiveness: We’ve created an inclusive curriculum design that seeks to reflect
the diverse interests of our students by integrating academic content into gaming activities,
helping students develop critical thinking, problem-solving, and reasoning skills in an engaging
and interactive way.

e Professional Development: We provide continuous professional development for our
instructors, focusing on strategies for fostering an inclusive and equitable learning
environment.

Additionally, we apply the latest research in the field of esports education to our extended
learning programs in unique and advantageous ways:

e Research: Language and Literacy in Games (Gee, Leander, Steinkuehler)
o  Application: All students have the opportunity to enhance their digital literacy through
engaging, game-based activities designed to prompt the advancement of these skills.

e Research: Video Games in the Development of Cognitive Skills (Bondareva, Hayes)
o Application: By fostering technology fluency in our esports programming, we
prepare students from diverse and varied backgrounds for success in a digital
world.

e Research: The Intellectual Life of Commercial Games & Esports (Steinkuehler, Ryan; Fox
etal.)

o Application: By integrating esports into our curriculum, we engage students who
might not be interested in traditional extracurricular activities (such as drama, sports,
or music) and give them access to an alternative pathway to communal engagement,
SEL well-being, and academic success.

e Research: The effect of digital video games on efl students’ language learning
motivation (Mohsen Ebrahimzadeh, Sepideh Alavi)
o Application: Language learning through gaming is particularly beneficial for
students from multilingual backgrounds and our program often has plurilingual
students successfully participating in them.

By implementing these daily practices and embedding research-backed benefits into
our program, all students, regardless of their background, are given the opportunity to
thrive academically, socially, and emotionally, preparing them for a successful future
in a technology-driven world.

Continuous Improvement & Client Satisfaction

Mastery Coding Game-and-Make™ program incorporates customer satisfaction and
continuous improvement processes for K-12 partner schools and districts in several key ways:
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e Program Evaluations: Our program employs several quality improvement processes to
ensure consistently high standards of service. These include:

o Establishing and monitoring key performance indicators (KPIs) related to student
outcomes and program objectives.

o Regular observations and interviews with instructors and participants to gather
feedback.

o Providing ongoing professional development for instructors to enhance teaching
effectiveness and ensure high-quality program implementation.

o Collecting feedback from students, parents, instructors, and school administrators,
and analyzing this feedback to identify trends, measure impact, and pinpoint areas
requiring enhancement.

e Continuous Improvement Plan: The program follows a structured schedule to ensure
continuous improvement:

o  Week 1: Program launch and initial assessments, including defining KPIs.

o  Weeks 2-3: Conducting observations and gathering feedback from various
stakeholders.

o Week 4: Mid-program review and data analysis, with adjustments made based on
feedback and additional professional development for instructors.

o Weeks 5-7: Continued observations and feedback integration through additional
interviews.
Week 8: Final session with data collection and celebration of student success.
Weeks 9-10: Comprehensive data analysis and final review meeting with program
staff, followed by preparing and sharing a detailed evaluation report with stakeholders

Below, we’ve outlined an example of the individual assessment and improvement steps we
follow during implementation of a Continuous Improvement Plan:

1. Assess:

a. Have staff and students evaluate their experiences through assessment tools.

b. Regularly examine program policies, procedures, and instructional tools
to ensure they align with best practices and program goals.

c. Conduct detailed interviews with students, staff, and other stakeholders to
gather qualitative and quantitative insights into the program’s effectiveness
and areas for improvement.

d. Perform systematic observations of esports program activities to assess the
implementation of curriculum, engagement levels, and adherence to safety
and behavioral guidelines.

2. Plan:

a. Analyze collected data to identify strengths, weaknesses, opportunities,
and threats within the program (SWOT).

b. Develop action plans based on data analysis to address identified areas
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for improvement. These plans strive to be specific, measurable,
achievable, relevant, and time-bound (SMART).

c. Use the action plan to revise and refine organizational strategies and
goals, ensuring they align with data-driven insights.

d. Allocate organizational resources strategically to areas highlighted by the data
as needing improvement, ensuring efficient use of time, personnel, and
funding.

e. Tailor professional development for staff based on identified needs, focusing
on areas such as esports instruction, student engagement, and social-
emotional learning.

3. Improve:

a. Execute the action plan with clear milestones and timelines. Engage all
relevant stakeholders in the process to ensure collective ownership and
accountability.

b. Periodically review progress towards the goals set in the action plan. Use
reflective practices such as team meetings, progress reports, and feedback
sessions to gauge success and areas needing adjustment.

c. Once key goals are met, conduct a comprehensive reassessment of the
program. Update the action plan based on new data and insights,
ensuring continuous improvement and sustained program quality.

This structured approach ensures that the program remains aligned with the goals of the partner
schools and districts, continually improving to meet the needs of all stakeholders involved.

Game & Platform Overview

Game Selection

In accordance with the Los Angeles Unified School District’s emphasis on Accessibility,
Universal Design, and Sensitivity, the following section shares some of Mastery Coding’s
criteria and processes for selecting relevant and age-appropriate games, as well as how
students will interact with games on our Learn & Play platforms.

We believe that game selection is extremely important and must be tailored at each age level. In
addition to age-appropriateness, selected games must accommodate logistical and hardware
requirements to be suitable contenders for the LAUSD after-school program.
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Age Appropriateness

We always recommend a unique set of games at each age level. Generally, we recommend
games based on two factors — ESRB guidelines for age-appropriate gameplay, and the
suitability of each game for a competitive play structure.

e (Grades 3-5 (ESRB E)
e Grades 6-8 (ESRBE, E10+)
e Grades 9-12 (ESRBE, E10+, T)

We have prepared and attached a games database (Appendix A), which outlines potential
games, hardware requirements, and a synopsis for each game title.

Scoring Rubric

During our selection process for a LAUSD-specific game list, we developed a scoring rubric to
evaluate games on required criteria. In our eyes, games must:

Facilitate student development,

Support competitive play between players,

Allow game lengths under 30 minutes to accommodate after-school scheduling,
Support wide variety of hardware requirements, and

Be popular at each level to maximize student attention.

Recommended Games

With the scoring rubric in mind, we officially recommend the following games (see Appendix
A) for each grade level. These games can be swapped between seasons for variety or based on
student interest.

Grade Recommended Game(s)

3-5 Mario Kart 8
Rocket League
Minecraft
Chess

PO~

6-8 Super Smash Bros Ultimate
Rocket League
Chess

Mario Kart 8

PO =

9-12 VALORANT
Fortnite
Rocket League

Chess

PO =
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Competitive Structure

For the Los Angeles Unified School District, we plan to utilize a flexible competitive
structure that includes local “ladders” to facilitate play.

Category Description

What is it? The ladder system is a flexible tournament format that allows teams to play at
their convenience. The system will matchmake teams of similar skill levels and
consolidate results on a leaderboard. Teams are allowed to play as many games
as they want within the season. This format has been specifically designed to
allow students to play independently or on their own schedules if needed.

How does it work? The local ladder system will work as follows:

o Teams can sign up to play at any time throughout a season
Each week, teams “join the queue” when ready to play

Teams are paired against other teams and play their match
After the match, teams record their scores

Teams continue to play, earn points, and climb the leaderboard

Seasonal Structure 'We recommend a structure that provides both local, regional, and national play.
The following structure provides that over 10-weeks:

e Weeks 1-6: teams play against others at their own site

o Week 7-9: teams play against teams from other sites

o Week 10: Championships - final matches to declare winners

[Note: this structure can be expanded for a longer duration if preferred (i.e., can
expand to 12 weeks if needed to provide more play).

Supplemental Play As an optional addition, all LAUSD schools will be given access to participate
in Mastery Coding Community Nights. Community Nights feature casual play,
giving students the opportunity to interact with other students across the
country in a supervised, non-competitive environment. With a social and fun
atmosphere, students will be able to play their way across a wide variety of
game titles.

Learning Management System

Mastery Coding’s Learning Management System (LMS) is UDIPP-approved and integrates
with popular systems like Canvas, Schoology, Google Classroom, Blackboard, Moodle, and
Classlink, providing seamless single sign-on (SSO) and rostering. It also features interactive
learning with self-grading quizzes, extensive learning resources, video modules, and
project-based content, all aimed at enhancing both teaching and learning experiences in esports
education.

The platform is used by teachers to deliver esports-related curricula and by students to engage
in various courses and gain feedback on their progress.
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Competition Platform

All Mastery Coding owned-and-operated competitions will be held on Mastery Coding’s
proprietary competition platform. This platform facilitates processes like community
segmenting, team registration, match chat, bracketing, multiple competition formats, score
reporting, and scheduling. Competitive play will also utilize the on-platform match chat,
which is access controlled to users within each match, encrypted, and able to be monitored by
local coaches.

This prevents the need to give students access to publicly accessible chat apps like Discord.

Appendix A: Games Database

Go to the link below to view a sample database of games and technical requirements.
https://drive.google.com/file/d/11wQvy4blQxksthX3bir89VxdQRo6q7G2H/view.

This database should only be used as a reference point for the work we put into structuring
and selecting games for a client — any database we build for the Los Angeles Unified School
District will be custom fitted based on the district’s requirements and needs.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

Category Il

Unit

Price

Customization and

JUnit Cost (include detail on discounts provided)

$3,595 per site (-10% from $3,995)

Integration
[Number of participants
Frequency /Duration Presentation Mode (In-
Professional person/Virtual/Hybrid) No additional cost; Unlimited PD per
Development (include detail on discounts and/or rebates applied as | school site

applicable)

Implementation and
Monitoring

|[One time and annual costs (include detail on
discounts provided)

$0

Materials, license fees,
etc.

One time and annual costs (include detail on discounts
provided)

$0

Required Equipment

IOne time and annual costs (include detail on discounts
provided)

Schools responsible for their own
equipment; only curriculum and PD
is provided by us (not hardware to IT

networking)
[temize
Other Costs I(include detail on discounts provided) $0
Total Annual Cost $3,595.00
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Northwestern University dba FUSE

EXHIBIT A
STATEMENT OF WORK

FUSE PROGRAM ELEMENTS STATEMENT

IMPLEMENTATION OVERVIEW

FUSE is an interest-driven, choice-based STEAM program designed for students in 4th_1th
grade, facilitated by school or district staff who are trained by FUSE. Most FUSE partners

implement in 5-gth grade, but the program offers flexibility for individual schools to design
the implementation schedule that works locally. FUSE provides implementation guidance
and support throughout the onboarding and training process; our minimum recommendation
is that students engage in FUSE for at least once a week, for a full class period, which aligns
with the RFP’s guidance regarding grade spans and proposed implementation models for
both categories.

Students access FUSE by logging into the FUSE website. Since FUSE is self-paced, 1:1
devices for students (provided by the school) are required during the FUSE class period.
FUSE is device agnostic, compatible with both laptops and Chromebooks. (Tablets are not
ideal for some FUSE Challenges). If using Chromebooks we strongly recommend also
locating 1-2 full-sized computers in the classroom, for installed software used in some
FUSE Challenges. While most of our software is browser-based, installed software is
sometimes used as a necessary finishing step. As an example, a student can design a
keychain using browser-based software on a Chromebook, but before she can print it on the
3D printer, she’ll need to prepare the file for a few minutes, using a piece of installed software
on a full-sized computer.

FUSE STEAM CHALLENGES

FUSE Challenges are the primary content and experience of FUSE. Challenges are

designed with student interest in mind, and the variety of choice means that every learner in
the room will find, based on years of extensive research, Challenges that draw them in and
interest them. Because FUSE appeals to diverse interests, youth can tailor the

experience to their own preferences and cultural ways of knowing; FUSE provides easy on-
ramps to youth who didn’t previously have interests or a sense of competence in STEM.
FUSE’s leveled approach, with Challenges increasing in complexity over time, uniquely
positions FUSE to support equitable participation in STEAM throughout a grade level, grade
band, school, or district. Our Challenges address multiple topics with professional analogs &
pathways; for details, please see enclosed “Challenges and Pathways”.

FUSE Challenges are designed to be interactive and hands on. FUSE students have agency to
choose which kind of Challenge (digital, tangible, or hybrid) they would like to work on
during a particular class session. Within the FUSE website, facilitators can toggle individual
Challenges on or off, and make different groups of Challenges available to different digital
classrooms. Facilitators manage Challenge selection through a specific “facilitator toolkit™” on
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the website, where challenges are grouped not by topic but rather by type:

e Digital Only (Challenges can be done in a browser or on a
computer with installed software)

e Kit Only (Challenges rely exclusively on physical materials like
electronics, lasers and mirrors, etc.)

e Kit + Digital (Challenges require both a kit and Chromebook
or computer for completion)

e 3D Printing (Challenges that involve browser-based software,
resulting in files for 3D printing)

e DIY Kit (Hands-on challenges that require simple materials found
in a classroom, like paper, colored pencils, glue, and tape)

The variety of STEAM subtopics and challenge types, along with the emphasis on student
choice (which extends to a student choosing whether she would like to work on her own or in
a group, as well as whether she would like to progress through all the levels of a particular
challenge, or try a new challenge), ensures a variety of modalities of

engagement.

Topics currently covered by FUSE Challenges include: engineering, physics, math,
electronics, programming, robotics, chemistry, coding, encryption, architecture, music, 3D
design and modeling, 3D printing (design and fabrication), and video production (including
editing).

The FUSE team balances ongoing challenge maintenance with the development of new
Challenges. Typically FUSE releases 1-3 Challenges each school year; at the Innovate level,
schools are guaranteed to receive immediate access to any new challenges released

during the license period (although if a new Challenge utilizes kits, individual schools would
need to purchase the kit at cost from FUSE’s supplier).

FUSE AND Al

FUSE is cautiously optimistic about the possibilities about Al, especially as tools become
more capable and widely available. At the same time, FUSE designs Challenges so that
they are fully accessible across our network of partners. When we release new Challenges,
we do so with the goal that the new Challenge will be as evergreen as possible (i.e. so that
both the underlying technologies and the instructional media that we produce remain up to
date, ideally in use for at least three years before replacement). As we develop digital
Challenges, we do so with the goal of utilizing browser-based software that we can self-
host within the FUSE website ecosystem (i.e. not relying on external third-party resources).
While we do not currently use Al in our Challenges (or have an Al-themed Challenge), we
look forward to continuing to develop our content with an eye toward what might be
possible with the promise of this new technology, knowing also that we will be guided by
equity, accessibility, privacy, and any requirements put forth by our university.
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FUSE INNOVATE LICENSE DETAILS

FUSE is a “software as a service” program, and partners with schools through an annual
12-month site-based license. The license includes accounts for all students and
facilitators at a given school, and access to the full suite of FUSE STEAM Challenges
(more than 900 instructional videos to date). In addition to training and support, the license
also provides a resupply credit of $500, for school partners to use to replenish materials or
purchase additional Kkits.

In the first year of implementation, additional costs include training as well as the purchase
of our Bundle of Materials, which includes all the custom kits and materials for the tangible
hands-on Challenges, as well as the equipment needed for FUSE (including a vinyl cutter
and two Prusa 3D printers).

FUSE MATERIALS AND EQUIPMENT
As acknowledged in the Provider Statement, FUSE works with two US-based suppliers:

Printed Solid is the exclusive US provider of Prusa 3D printers (manufactured in Czech
Republic). FUSE exclusively uses Prusa printers because they are open-source and simple to
learn how to use, but also hold up to the rigors of an enthusiastic classroom

environment. The printers are quiet and do not require special ventilation, and they are
designed to be repaired by the user. FUSE partners currently receive the MK4 model, which
has an automated first-layer calibration.

AquaPhoenix Scientific provides our custom-designed STEAM kits, which correspond to
specific FUSE Challenges. All kits arrive assembled and ready to use; exterior labels allow
for easy display in the classroom, and interior labels provide a photo inventory. Kits are
designed to be reusable; at the end of a FUSE class, students replace the materials in the
storage box, and the kit is ready for the next group of students.

EVALUATION AND REPORTING

The nature of FUSE is that it is highly customizable for the local school context, and we
designed the program toward this end. With diverse implementations in effect across our
national network, our partner districts and schools each have local requirements based on
their specific implementation plans (including how formal or informal the learning
environment may be), curricula, and state standards. While we provide guidance on
grading during our training process, and of course provide visibility for educators to see
student work, we have not historically provided grading mechanisms within the FUSE
website.

Additionally, FUSE uses Tableau to create snapshots of general usage within the website at
the school, district, and network level (with all individual activity anonymized).

RFP NO.: 2000003345 Page 21 of 44 Contract No. C7711
Northwestern University dba FUSE



Docusign Envelope ID: FE3786F6-95E4-4D63-8664-5B98D3D86382

EXHIBIT B
PAYMENT SCHEDULE

FUSE Note: Fees in the first year of implementation are higher due to initial purchase of materials,
training, etc. Renewing sites are only responsible for the annual site license. Per the RFP
guidance we have updated this form to more accurately reflect this information.
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Category 1 Unit BAFO Notes
*All trainings accommodate up to 40 participants . .
Virtual trainin
*Virtual training ($500, reduced from $1,000), 7.5 . &
costisreduced by
hours synchronous or 4.5 hours asynchronous ) o
*In-person training ($3,000), offered either over two 50/’ from initial
Professional Development days (5.5 hrs per day) or one day (6.5 hrs); two $500/$3,000 | price; In-person
facilitators provided from FUSE. (Discounted from cannot be further
list price of $4,500 per training) reduced due to
travel costs
Annual Site License per school covers all student 35% Discount on
and facilitator accounts at a given school, full access annual license
to FUSE instructional content and related software (increased from
licenses, ongoing support, and materials resupply 20%); thisis the
Materials, license fees, etc. credit.of $500 to jbe used for any needed additional $4,095 largest license
(359 diseit discount fom s pri of $6300 discount ever
(35% district discount from list price of $6,300) offered to a FUSE
district partner
FUSE Innovate Bundle, Equipment & Shipping: one-
Required Equipment time cost, direct cost from suppliers (no discount $9,825 Direct cost from
available) suppliers
Total Annual Cost per site, with virtual training, Year 1 $14,420
Total Annual Cost per site, with in-person training, Year 1 $16,920
Renewal Year Costs (Year 2 and beyond)
Category 1 Unit Price Notes
Annual Site License per school covers all student 35% Discount on
and facilitator accounts at a given school, full access annual license
to FUSE instructional content and related software (increased from
. ) licenses, ongoing support, and materials resupply 20%); this is the
Materials, license fees, etc. creditlof $500 to pe used for any needed additional $4,095 largest license
2@3“?82 o fvg'klts’ etcf list price of $6,300) discount ever
o district discount from list price of $6, offered to a FUSE
district partner
Total Annual Cost, Renewal Year (Year 2 and Beyond) $4,095
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FUSE INNOVATE BUNDLE INVENTORY LIST - Additional Information

Bundle Cost: $8,900; Shipping: $925

FUSE's supplier (AquaPhoenix Scientific) ships kits and materials via logistics company,

on a small pallet. All kits arrive assembled, labeled, and ready for use. FUSE's 3D Printing
supplier (Printed Solid) ships 3D printers and filament via FedEx/UPS. Printers are factory
assembled before shipment.

General Equipment Pieces Quantity Part Number

Backup Kit 1 FUEL-5018-KIT

. . General Studio Supplies Kit 1 FUSS-5310-KIT
Supplies and Equipment 5 Va3 printer 2 3D-MK4
used tosupport the Studio o T ROIlS 4 FUPL-5110-S
across Challenges :

Standing Banner 1 BN-5010-F

Stickers 1 ST-5900-50PK
Challenge Kits Pieces Quantity ‘ Part Number
Balancing Act (3DP) Balancing Act Kit 1 FUBA-5401-KIT
Coaster Boss (Kit) Coaster Boss Kit 1 FUCN-5001-KIT
Crash Test Eggy (Kit) Crash Test Eggy Kit 1 FUEG-5100-KIT
Design to Fly (Hybrid) Design to Fly 1 FUDF-5005-KIT
Electrify It (Kit) Electrify It Site Kit, Student Kits 1 FUET-5010-KIT
Friend Finder (Hybrid) Friend Finder Kit 1 FUFF-5010-KIT
Gel Chemistry (Kit) Gel Chemistry Kit 1 FUGC-5002-KIT
Get in the Game (Hybrid) Get in the Game Kit 1 FUGC-5001-KIT
Jewelry Designer (3DP) Jewelry Designer Kit 1 FUJD-5002-KIT
Keychain Customizer (3DP) | Keychain Customizer Kit 1 FUSE-KEY2-KIT
Laser Defender (Kit) Laser Defender Kit 2 FULD-5001-KIT
LED Color Lights (Kit) LED Color Lights Kit 6 FUEL-5002-KIT
Music Amplifier (Hybrid) Music Amplifier Kit 6 FUEL-5006-KIT
Party Lights (Hybrid) Party Lights 2 FUAR-5001-KIT
Robot Rodeo (Hybrid) Robot Rodeo Kit 1 FURB-5002-KIT
Sticker Studio (Hybrid) Cameo 5 Vinyl Cutter, Selfie Sticker Kit 1 FUSS-5110-KIT
Smart Castle (Hybrid) Smart Castle 1 FUSM-5001-KIT
Spaghetti Structures (Kit) Spaghetti Structures Kit 2 FUSS-5118-KIT
VR Escape Room (Digital) VR Escape Room Kit 1 ER-5003-KIT
Wind Commander (Kit) Wind Commander Kit 1 FUWC-5010-KIT
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ADDITIONAL KIT INFO

All kits are packaged in Sterilite containers of various sizes, labeled on the lid (exterior
and interior) and side. Kits arrive ready for immediate use, and are reusable between

class groupings.

Electrify It

Site Kit

WARNING CHOKING HAZARD

Exterior label:

Interior inventory label (on inside lid):

Electrify It Site Kit FU 50 K

w4 12pk Felt Sheets <2 n velostat

X 2 n_\cmungx X1 d; Giue Gun

%2 |15pk Glue Gun sticks x2 % Conductive Thread Spool

1l | Plastic Container 1 i ' 24pk Thread Spools

b a 4

%1 Zip Seal Bag X2 ‘ 75pk Velcro Dots

X 6 (S| ogcle Threccer 6 ‘1§nk DMC Vinyl Aidacioth

x5 ~) 6pk Cross Stitch Needles X 2 /\ Chain Nose Pliers

SITEKIT l

'F USE
—

Kits and equipment can be stored and arranged flexibly, within a variety of classroom set ups.
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Kits are set up and ready for classroom use.
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Oceanographic Teaching
Stations, Inc. (LA Stem
Collective)

EXHIBIT A
STATEMENT OF WORK

Program Elements

LA STEM is postured to deliver a unique, comprehensive STEM education program that allows
schools to select from a wide array of STEM program offerings. LA STEM Collective has more
than 60 organizations from which to choose. Here is how the program will work:

The programs will be aligned with course content standards (CA Science, ISTE,or NGSS) and

will feature one of the following menu of STEM content areas:

Engineering Design

Environmental exploration and nature

Coding, robotics, and emerging technology

Ocean and waterways

Adaptations and Evolution

Math

Forces and Motion

Earth and Space Science

Arts + STEM Integration

Science Surprise (a catch all)

1. School orders from the STEM menu. They select one unit/block of program. One unit
consists of four (4), 1-hour lessons (e.g. Oceans and waterways could include four (4), 1
hour lessons about rivers conducted by Friends of LA River).

2. The school coordinates with the STEM provider to define the class format (virtual
(synchronous) or in-person programming

3. Next the school and STEM provider selects the schedule and dosage (i.e. Afterschool, one
day per week on Mondays from 3:30pm-4:30pm) over 4 weeks or they could select two
days per week, Monday & Wednesday from 3:30pm-4:30pm over 2 weeks. The four
lessons are standards aligned experiences that are hands-on, driven by the Science and
Engineering (SEPs), and provide multiple touchpoints that allow for incorporation of SEL
into the sessions.

Q

TS oo 0o

The four lesson “block™ are grade and age appropriate. It allows schools to “sample” from the
STEM menu. LA STEM Collective’s diversity of STEM providers allows the schools to select
additional blocks of programs that enable schools to take advantage of the depth and breadth of
STEM program offerings. For example, the school could take a deep-dive and continue on the
theme of Ocean and Waterways and select an additional block of lessons, this time from the
Aquarium of the Pacific wherein the students have lessons comparing and contrasting river and
ocean life.

Or the school could sample a totally different LA STEM Collective STEM area and order a
block of Introduction to Robotics lessons from South LA Robotics. The students are exposed to
a variety of STEM lessons.

RFP NO.: 2000003345 Page 18 of 41 Contract No. C11183
Oceanographic Teaching Stations, Inc.
(LA Stem Collective)



Docusign Envelope ID: FE27FAD1-B01D-4AA2-B1A8-DEED26018A24

LA STEM Collective programs offer schools many options to engage students. Students have
the opportunities to engage in lessons ranging from dinosaurs to space travel, from web design
to environmental justice. Our proposed block structure provides schools the opportunity to
sample an array of STEM “appetizers”, exposing students to a variety of STEM activities. The
hope is to spark student interest in continued learning in STEM. The block structure also allows
schools to establish a learning theme and can build deeper STEM lessons with multiple blocks
from one or more providers.

LA STEM Collective’s access to more than 60 coordinated STEM organizations facilitates
strategic partnerships and collaborations to deliver high quality STEM/STEAM education in
both virtual and/or in-person settings. Students have access to high-quality, real-world STEM
lessons that will allow them to access activities that they traditionally would not have access to.

Price

LA STEM Collective’s fully weighted fee is as follows:

In-Person Rate per block/unit: $6,135.84
Virtual Rate per block/unit: $5,685.37
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

Category I Unit Price
(In-Person)
. Unit Cost (include detail on discounts provided)
Customization . -
. Cost of actual program delivery (prep, travel time, $3,066.67
and Integration
class hour, wrap)
Number of participants
Frequency /Duration Presentation Mode
(In-person)
(include detail on discounts and/or rebates applied
Professional as applicable) $1,666.67
Development Virtual PD to support teachers, includes cost of
program development, content creation, staff training
Implementation | One time and annual costs (include detail on $2.000.00
and Monitoring | discounts provided) A
Materlals, One time and annual costs (include detail on
license fees, . ) $2,000.00
discounts provided)
etc.
Rqulred Qne time and apnual costs (include detail on $2.000.00
Equipment discounts provided)
Itemize
Other Costs (include detail on discounts provided}
Indirect costs: Fiscal Sponsorship Fee;
’ 2,533.33
Administrative Fee; Insurance Costs, etc. $2,
Discount (53.75%): Since we are a Collective, we
can leverage our strategic resources, financial -$7.130.83
structure, and fiscal sponsor to offer a significant T
discount.
Total Unit Cost (Unit is 1 session of programs as described in proposal} $6,135.84
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Category I Unit Price
(Virtual)
o Unit Cost (include detail on discounts provided)
Customization . . 3.452.31
. We are assuming this is the actual Program - $3,452.
and Integration
four, 1 hour lessons
Number of participants
Frequency /Duration Presentation Mode (1 hour,
Professional Virtual) $704.55
Devel t
evelopmen (include detail on discounts and/or rebates
applied as applicable)
Implementation and| One time and annual costs (include detail on $1,479.56
Monitoring discounts provided)
Materlals, One time and annual costs (include detail on
license fees, . . $1,278.99
discounts provided)
etc.
Required One time and annual costs (include detail on $2.400.00
Equipment discounts provided) e
Itemize
Other Costs (include detail on discounts provided)
Indirect costs: Fiscal Sponsorship Fee; $2.977.08
Administrative Fee; Insurance Costs, etc. o
Discount (53.75%): Since we are a Collective,
we can leverage our strategic resources, -$6.607.12
financial structure, and fiscal sponsor to offer a T
significant discount.
Total Unit Cost $5,685.37
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Parker-Anderson Enrichment

EXHIBIT A
STATEMENT OF WORK

Program Elements

Program Delivery and Structure

Our in-person programs can be easily integrated into each school’s schedule, accommodating the unique
needs of LAUSD students. Our program delivery model is flexible, allowing for easy integration during after-
school hours as well as during school breaks, including winter, spring, and summer. We will work with
school administrators to schedule and structure our enrichment programs with minimal disruption to
regular academic activities while maximizing the engagement and participation of students. These in-
person programs will be conducted in a structured classroom where students engage in interactive, hands-
on learning experiences, fostering academic and personal growth. PAE ensures alignment with state and
national educational standards, including NGSS, Common Core ELA and Math, and ISTE. Our curriculum
will challenge students while promoting creativity, critical thinking, collaboration, and communication. The
content will focus on inquiry-driven learning, encouraging students to explore, ask questions, and solve
real-world problems. The hands-on activities embedded in the curriculum will engage students and
reinforce core academic concepts through experiential learning. Whether students build robotic systems
or design a scientific experiment, each activity will be directly connected to academic standards for a
coherent and enriching educational experience.

To track student progress and the effectiveness of the programs, we will implement a system of formative
and summative assessments. These assessments will be carefully developed in collaboration with LAUSD
to meet the district’s specific requirements and educational goals. We will administer pre-assessments to
establish a baseline for each student, followed by targeted formative assessments throughout the program
to monitor ongoing learning and provide real-time feedback to instructors and students. Post-assessments
will be used to measure overall student growth, with a specific goal of achieving a 5% increase in NGSS-
related skills. The data gathered from these assessments will allow us to analyze individual and group
performance, providing LAUSD with detailed, data-driven reports that reflect the program’s impact on
student learning outcomes.

PAE will also strengthen student engagement and learning by integrating interactive learning tools and
technology. Our programs will incorporate innovative elements such as interactive simulations, virtual field
trips, and gamification strategies to make lessons fun and educationally rich. We offer a hands-on,
interactive approach that allows students to engage with real-world scenarios and develop practical skills
through motivational, experiential learning. Our interactive lesson plans encourage students to immerse
themselves in role-playing activities, simulating the responsibilities of professionals in various fields. For
instance, in our science courses, students are treated as scientists; in our culinary programs, they are
treated as chefs; and in our robotics courses, they are engineers. This immersive approach fosters a sense
of ownership, professionalism, and excitement in the classroom. We are committed to providing authentic
experiences through high-quality materials and supplies tailored to each course. Our curriculum and
supply teams work diligently to equip instructors with the necessary tools for various disciplines, including
art, science, and cooking. By using accurate and professional-grade resources, we expose students to real-
world tools they may not encounter outside the classroom, enhancing their learning experience beyond
the basic or toy versions of these items.

We integrate technology to enrich the learning process in our academically focused programs—such as
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Marine Biology, Rocket Science, and Young Doctors Pre-Med Academy. Through interactive videos and
virtual field trips, students explore deep oceans and the vastness of space, fostering a sense of wonder
and curiosity. We promote collaboration and team-building through educational quiz games, including
Jeopardy-style trivia, to reinforce the key concepts while maintaining an engaging and enjoyable learning
environment. In courses like Fine Art Academy and STEAMLab: Inventor's Workshop, students are
introduced to historical and contemporary artists and inventors. These discussions and visual aids inspire
creativity and curiosity, linking past achievements to the modern world. Our Jurassic Dino World program
provides students with an interactive exploration of dinosaurs, complete with measuring activities and
visual timelines to bring ancient history to life. These experiences cater to diverse learning styles, ensuring
that all students can fully engage with the content. Additionally, we incorporate gamification elements
into our programs, offering incentives such as PAE bucks and tokens that students can exchange for prizes.
Students earn these rewards through active participation, knowledge retention, and positive behavior,
which align with our Social-Emotional Learning (SEL) goals. After each course, students receive a certificate
of achievement, recognizing their dedication and accomplishments. This tangible acknowledgment is a
meaningful token of their hard work throughout the program.

Our technology is device-agnostic; our programs can run on any system or platform utilized by LAUSD
without adaptation. All students, regardless of the devices they have access to, can fully participate in our
programs.

In addition to our program structure, PAE provides fully trained instructors for all enrichment activities,
removing the need for school staff to manage or facilitate the programs. This allows teachers to focus on
their core responsibilities without the added burden of overseeing after-school or supplemental activities.
However, we welcome collaboration and feedback from school staff and teachers, especially when aligning
our lessons with existing curriculum blocks. If teachers wish to provide input or partner with our
instructors, we will adapt our programs to complement and enhance the in-school academic experience.
Our collaborative approach ensures our programs align with the school’s educational goals and integrate
into the learning environment.

Accessibility and Universal Design

PAE will implement a plan that ensures accessibility for all students, adhering to Universal Design principles
in every aspect of program delivery. We will include enrichment activities that accommodate students with
varying needs, including those with disabilities or language barriers. Our programs will be structured to
offer flexibility, allowing for differentiated instruction so that students with diverse learning styles and
capabilities can fully participate and benefit from the lessons. These strategies will provide equitable access
to the educational experience and align with LAUSD’s commitment to inclusivity. Regarding cultural and
linguistic responsiveness, PAE will integrate bilingual instruction to support English language learners (ELLs)
so students from diverse cultural backgrounds feel represented and included. Our curriculum will feature
culturally relevant content that reflects the diverse demographics of LAUSD, allowing students to engage
more meaningfully with the material. Targeted efforts will be made to support students from low-income
communities by offering financial assistance such as scholarships and discounts, making our programs
accessible to a broader range of students so no child is left behind due to financial constraints.

Operations and Logistics

PAE will support the simultaneous management of multiple programs across LAUSD. Our team of over 250

instructors will be strategically coordinated by dedicated program coordinators who will oversee the

alignment of schedules, resources, and instructional delivery to each school. We can maintain seamless
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program execution while adapting to the specific requirements of individual schools. Program coordinators
will work with school administrators, continuously assessing program effectiveness and making
adjustments as needed to ensure efficient communication and troubleshooting. Our system will also
facilitate quick responses to any logistical challenges, such as material delivery or changes in school
schedules, so every program runs smoothly and delivers consistent, high-quality learning experiences
across all sites while minimizing disruptions or delays. Our logistical plan will integrate data collection tools
that track program participation, outcomes, and feedback, allowing us to improve services while
addressing LAUSD's evolving needs.

Evaluation and Continuous Improvement

We will follow a structured evaluation process in compliance with the requirements set forth by LAUSD.
Our performance tasks and class presentations, such as in our Architecture Academy, provide additional
layers of assessment, allowing students to demonstrate their learning through hands-on projects and peer-
to-peer interaction. In programs like Dance Academy and Fashion Design, end-of-session performances
provide qualitative data on student engagement, creativity, and skill development, which will be reported
in quarterly updates. PAE ensures a holistic view of student progress and program impact by combining
quantitative data from quizzes with qualitative data from observational assessments and
performance tasks. These assessment tools will be customized to the specific content of each program,
aligning with NGSS, Common Core, and other relevant standards to guarantee that learning objectives are
met.

PAE will submit quarterly data-driven reports summarizing student progress, program outcomes, and
measurable impacts following the District's requirements. These reports will highlight key findings,

including growth in academic performance, social-emotional development, and student engagement.

Each quarterly report will also include recommendations for continuous improvement, identifying areas
where program delivery can be refined to meet evolving student needs. Additionally, PAE will prepare and
submit monthly and annual impact reports, providing a more comprehensive view of program
performance across schools, regions, and the District as a whole. These reports will offer detailed insights
into usage patterns, achievement data, and specific outcomes at the individual school level, verifying that
the programs meet the District’s strategic goals. The reports will be reviewed during regular

implementation meetings, allowing for collaborative discussions on program success and opportunities

for refinement.

PAE has the capacity and ability to provide the required services throughout LAUSD. With over 250 trained
instructors and a strong operational infrastructure, we have the resources to deliver high-quality
STEM/STEAM enrichment programs across various school sites, including high-need, underserved areas.
We partner with over 30 LAUSD schools to provide services catering to elementary and middle school
students. Our programs meet district-wide needs and are delivered during and after the instructional day,
including summer programs. Our team operates efficiently with a fully functional logistics system,
providing all necessary materials and resources on time, regardless of the school’s location.

PAE offers access to various STEM/STEAM curricula that align with different subject matters essential for

students’ academic growth and development. Our offerings integrate multiple disciplines, providing

students with exposure to real-world applications across diverse areas such as marine science, robotics,

aerospace, computer science, and more. For instance, Rocket Science and Aerospace courses introduce

students to engineering and physical science concepts, while Marine Biology and Environmental Science

examine ecosystems, biology, and environmental literacy. In Robotics, students build and program robots,
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exploring engineering principles in a hands-on environment, and STEAMLab classes such as 3D Printing &
Design and Virtual Reality integrate modern technological innovations, allowing students to experiment
with 3D modeling, coding, and immersive VR experiences. PAE’s curriculum also touches on critical topics
like Climate Change Literacy and Entrepreneurship, where students learn about sustainability and business
concepts related to STEM/STEAM. Additionally, classes such as Art Adventures and Science-Art Integration
foster creativity, combining artistic expression with scientific inquiry to support interdisciplinary learning.

Subject Matter AT Relevance
Program
This course involves activities like launching rockets and exploring
the solar system, focusing on the physics of rocket propulsion and
Aerospace Rocket Science! space exploration. Additionally, students learn about comets,
constellations, and the galaxy as they examine celestial objects and
the universe. The class features a hands-on, experimental nature
of building and launching rockets and exploring space.
. Students make jewelry in a hands-on introduction to this exciting
Jewelry Making . . )
e and crgatlve ar'F form. Ther use Yarlou§ mater|a|s to create
professional-looking beaded jewelry, including earrings, bracelets,
grade & up) . )
necklaces, pins, and rings.
Students create a “line” of clothing, from formal wear to casual
Runway Fashion | chic! Students engage in the artistic process of fashion design,
Design! from concept to creation, while developing an understanding of
style, form, and aesthetics.
The Kids Acting Workshop involves theatrical performance,
Kids Acting creativity, and storytelling. The students explore elements of
Workshop! drama, including characterization, plot structure, and ensemble
acting, all of which fall under artistic and creative development.
Learning American Sign Language integrates cultural and
American Sign | communicative arts, enhancing students' understanding of
Language! language, expression, and culture through storytelling,
conversation, and creative activities.
Spanish Immersion! engages students in cultural and linguistic
exploration through creative methods. The class incorporates art,
storytelling, games, and songs. These activities foster cultural
Arts Spanish appreciation and enhance students' understanding of the Spanish
Immersion! language in a way that aligns with the artistic and expressive
components of language learning. The immersive and interactive
approach promotes creativity, communication, and cultural
awareness, central to arts-based education.
This course emphasizes visual arts by teaching students how to
Anime create characters, design storylines, and understand the elements
7 of cartooning, anime, and comic book creation. It integrates
Cartooning, & . . ) . . .
Comic Book artistic skills such as drawing, coloring, and lettering, fostering
Creation! creativity and helping students develop creative expression. The
focus on storytelling through visuals further ties the course to arts
education.
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Art Adventures!

This course focuses on creative expression through various artistic
mediums, including clay, collage, and paper crafts. By introducing
students to famous artists and their works, the course
comprehensively explores art history while encouraging hands-on
artistic creation. It aligns with the visual arts focus by promoting
creativity and understanding different art styles and techniques.

Fine Art
Academy!

This course is focused on foundational art principles such as line,
shape, color, texture, and space. It emphasizes the study of famous

artists and their unigue styles while encouraging students to
experiment with different art forms, including drawing, painting,
and collage. The program fosters creative expression and art
appreciation, making it a comprehensive introduction to fine arts
for students.

Pokémon Art
Academy!

This course emphasizes artistic creation and expression through
the step-by-step drawing of popular Pokémon characters. Students
use various art media such as watercolor, pastels, and modeling
clay to create different Pokémon-themed projects, including
trading cards and Shrinky Dinks. The focus on creative techniques
and media development aligns with the visual arts focus,
enhancing students' drawing skills while incorporating familiar
characters for engaging learning experiences.

Recycled Art
Workshop!

Students learn to repurpose everyday materials into artistic
creations, promoting an understanding of recycling and how
environmental responsibility can be expressed through art. The
course also develops artistic skills as students work with various
materials to create innovative projects, blending environmental
awareness with creative expression.

Astronomy

Rocket Science!

This course involves activities like launching rockets and exploring
the solar system by focusing on the physics of rocket propulsion
and space exploration. Additionally, students learn about comets,
constellations, and the galaxy as they examine celestial objects and
the universe. The class features a hands-on, experimental nature
of building and launching rockets combined with the exploration
of space.

Biology

Young Doctors:
Pre-Med
Academy!

This course focuses on human biology and medical science,
teaching students about CPR, first aid techniques, and vital signs
such as blood pressure, pulse, and respiration, which are core
concepts in biology. Additionally, the course includes dissections
and the use of medical instruments, making it a comprehensive
exploration of biological processes related to the human body.

Chemistry

Chem Kidz!

This course introduces students to core chemistry concepts
through hands-on experiments demonstrating the properties of
acids and bases, polymers, static electricity, and other chemical
phenomena. Students also learn about atoms and the Periodic
Table, which are fundamental topics in chemistry, while engaging
in fun experiments like the Mentos-Coke explosion and Elephant
Toothpaste, focusing on chemical reactions and the physical
properties of matter.
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The course covers a variety of physics concepts, such as
magnetism, static electricity, and gravity, which are core elements
Weird & Wacky | in the study of physical sciences. Additionally, it touches on
Science! chemistry through experiments like growing crystals and
investigating other chemical reactions through hands-on
experiments and exploration of fundamental scientific principles.

This class immerses students in the world of virtual reality.

CompUter V/,':Z;if//\gégig . Students build in 3D, apply block-based coding, and experience
Sci y: their creations in a fully interactive virtual environment. The class
clence (1st grade & up) | . . . . :
integrates technology, coding, and creative design using computer
science principles. Additionally, students explore various subjects
such as history, science, and the arts through VR, further
promoting interdisciplinary learning.
TechKidz: 3D Using the Blender animation program, students learn the
An/mat/k.)n/ principles of 3D animation, storytelling, and movie creation. The
(3rd radeé class also teaches students how to create their own short films,
Zp) developing their technical skills and encouraging creative

expression through digital media.

Students use MIT’s App Inventor to design and create various apps,
TechKidz: App ranging from animation-based to STEM-related games. This

Inventor! program teaches the fundamentals of app development,
(2nd grade & programming, and logical problem-solving, aligning with both
up) computer science and engineering principles as students design

and develop functional applications.

In this class, students create animations, programs, and games

TechKidz:
Cocei/an;(ist using platforms such as MIT’s Scratch, Code.org, and Box Island.
grade & up) The focus on computer programming enhances students’ logical

reasoning, problem-solving, and math skills.

The TechKidz: Game Design! program involves learning how to
design and modify video games using coding platforms like
TechKidz: Game | Scratch, Hopscotch, and Code.org. These platforms are

Design! foundational in teaching students programming and game design
(1st grade & up) | principles. Students will develop logical thinking, problem-solving,
and programming skills while designing interactive and engaging
games.

This program utilizes Minecraft to teach students various skills
related to Computer Science and teamwork. Students develop
TechKidz: critical thinking, creativity, problem-solving, and collaboration by
Minecraft! learning building techniques, command blocks, and customizing
the game. The course fosters the development of digital literacy,
coding basics, and strategic planning.

This course introduces students to scripting and game design
basics through Roblox Studio, a platform that uses Lua scripting

TechKidz: language. Students create obstacle courses and video games,
Roblox! (1st which build foundational skills in coding, problem-solving, and
grade & up) game development. The program encourages creativity while

teaching students to use a programming language to create
interactive experiences.
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Earth and Space
Science

Jurassic
DinoWorld!

This class covers topics related to the prehistoric eras, including
the Triassic, Jurassic, and Cretaceous periods, which are key areas
of study in Earth's history. Focusing on dinosaurs, fossil excavation,
and dissecting owl pellets ties into paleontology, a branch of Earth
science. The activities, such as measuring the length of dinosaurs
and exploring different geological eras, provide students with an
understanding of Earth's past ecosystems and the creatures that
inhabited them.

Engineering

LEGO Masters!

LEGO Masters! encourages students to engage in problem-solving,
teamwork, and the creative design process. The class allows
students to apply engineering principles while constructing various
LEGO models, requiring them to think critically about structure,

balance, and function. This hands-on experience will enable
students to explore and develop solutions in a fun, imaginative,
and educational setting that mirrors real-world engineering
challenges.

STEAMLab: 3D
Printing &
Design! (1st
grade & up)

This course engages students in designing and creating 3D-printed
objects, allowing them to apply engineering principles while using
innovative 21st-century tools. Students learn to conceptualize,
design, and produce custom 3D creations, enhancing their
understanding of engineering, design processes, and problem-
solving. Additionally, the collaborative nature of the course
promotes teamwork and critical thinking, aligning with the STEAM
framework and preparing students for future technological
advancements.

STEAMLab:
Architecture
Academy!
(1st grade & up)

This course integrates key engineering, design, and mathematics
principles as students engage with architectural model sets and
bridge-building activities. Through learning basic drafting, scale,
symmetry, proportion, and geometry, students apply
mathematical concepts while developing structural designs. The
course also includes creative exploration by introducing students
to famous architects and encouraging them to design their dream
homes. This combination of creativity, engineering principles, and

math skills makes it a comprehensive STEAM learning experience.

STEAMLab:
Brain Games!
(1st grade & up)

This class enhances students' logical thinking, math skills, and
deductive reasoning through puzzles, brain teasers, and STEAM-
based projects. It applies mathematical concepts and encourages
problem-solving strategies, aligning with math and engineering
principles. The interactive nature of the class also promotes critical
thinking and friendly competition, fostering an engaging and
educational environment for students.

STEAMLab:
Inventor’s
Workshop!

This class encourages students to create and modify their
inventions, focusing on developing problem-solving and
engineering design skills.

STEAMLab:
Makerspace!

This class emphasizes hands-on, creative exploration, where
students build and innovate physical projects aligned with
engineering principles. It has a collaborative and problem-solving
focus combined with an open-ended learning environment typical
of maker spaces. Students improve practical skills while exploring
various science, technology, engineering, and artistic concepts.
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TechKidz: App
Inventor!
(2nd grade &

up)

In this class, students use MIT’s App Inventor to design and create
various types of apps, ranging from animation-based to STEM-
related games. This program teaches the fundamentals of app
development, programming, and logical problem-solving, aligning
with both computer science and engineering principles as
students design and develop functional applications.

SpyKids: Secret
Agents!

In this course, students develop analytical and critical thinking
skills essential for problem-solving and strategizing. The activities,
such as fingerprinting, decoding, and clue searching, simulate real-
world problem-solving environments, encouraging students to use
engineering principles like logic and reasoning to solve complex
tasks.

Super Powered
Science!

The course emphasizes concepts of forces, motion, and energy,
which are foundational principles in physics. Additionally, through
hands-on exploration of how electricity, air pressure, and other
forces power the world, students engage in engineering practices,
using these scientific principles to explore real-world applications.

Entrepreneurship
with Emphasis
on STEM/
STEAM-related
topics

Kids Cooking
Academy!

Kids Cooking Academy focuses on culinary skills and introduces
students to essential aspects of food science, nutrition, and
cooperation, all of which relate to entrepreneurship. Teaching
children about recipes, nutrition, and cooperation instills life skills
important for understanding the business aspects of cooking and
food preparation.

Mock Trial,
Public Speaking
& Debate!

This course promotes essential entrepreneurial skills such as
critical thinking, logical reasoning, and effective communication,
which are fundamental in leadership and business. The ability to
debate, present arguments, and engage in public speaking
prepares students for real-world scenarios that align with
entrepreneurship and leadership development.

STEAMLab:
Inventor’s
Workshop!

This class encourages students to engage in hands-on creation and
modification of their own inventions, focusing on developing
problem-solving and engineering design skills. The emphasis on
learning about famous inventors and designing unique
contraptions aligns with entrepreneurship, as students are
introduced to innovative thinking and the process of creation from
concept to demonstration.

SpyKids: Secret
Agents!

In this course, students develop analytical and critical thinking
skills essential for problem-solving and strategizing. The activities,
such as fingerprinting, decoding, and clue searching, simulate real-
world problem-solving environments, encouraging students to use
logic and reasoning to solve complex tasks. The immersive nature
of the course mirrors what an entrepreneur might do in real-world
scenarios, applying practical STEM skills to achieve specific goals.

Robot
Workshop:
Green Science!

Robots help make our lives easier, but how can we use them to
save our planet? While exploring various building materials,
students will discover renewable energy sources that make our
planet greener, such as wind power, solar power, and hydropower!
They even get to take home three solar-powered robots!

RFP NO.: 2000003345

Parker-Anderson Enrichment

Page 26 of 99

Contract No. C7712




Docusign Envelope ID: 196764FA-02F6-49E6-9264-7D1B3DD744F8

This course explores natural habitats and the relationships
between animals and their environments. Students will learn

Wildlife about wildlife tracking, animal behaviors, and how different

Environmental Biology! species interact with their ecosystems. The focus on

. understanding the natural world and how to observe and preserve
Education it aligns with the goals of environmental studies.

This class integrates environmental education by focusing on
sustainability and recycling. Students learn to repurpose everyday
materials into artistic creations, promoting an understanding of
recycling and how environmental responsibility can be expressed
through art. The course also develops artistic skills as students
work with various materials to create innovative projects, blending

environmental awareness with creative expression.

Recycled Art
Workshop!

Enrichment

Subject Matter Relevance
Program

This course explores the diversity of ocean life, covering topics like
deep-sea organisms, tropical fish, and arctic marine life. Activities
such as shark dissection and writing with squid ink give students
Marine Science | Marine Biology! | hands-on experiences with marine organisms, providing practical
insights into marine ecosystems and oceanic biodiversity. This class
focuses on understanding life in the ocean and the scientific
exploration of marine environments.

Chess involves pattern recognition, strategic planning, and
problem-solving, all core mathematical skills. The game helps
students develop spatial reasoning, logical thinking, and an
Chess Club understanding of probability and outcomes. Teaching students
how to think several steps ahead and analyze different scenarios
aligns well with mathematical reasoning and critical thinking,
which are key components of the mathematics curriculum.
MatheMagic combines the exciting skills of Magic with the
MatheMagic! brainteasing aspects of Math to create an intellectual and
(1st grade & up) | entertaining activity that enhances students’ problem-solving,
logic, and lateral thinking skills while teaching them that Math can
be fun!

This course integrates key engineering, design, and mathematics
principles as students engage with architectural model sets and
bridge-building activities. Through learning basic drafting, scale,

Mathematics

STEAMLab: )
) symmetry, proportion, and geometry, students apply
Architecture . ) . )
mathematical concepts while developing structural designs. The
Academy!

course also includes creative exploration by introducing students
to famous architects and encouraging them to design their dream
homes. This combination of creativity, engineering principles, and
math skills makes it a comprehensive STEAM learning experience.

(1st grade & up)
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STEAMLab:
Brain Games!
(1st grade & up)

This class enhances students' logical thinking, math skills, and
deductive reasoning through puzzles, brain teasers, and STEAM-
based projects. The course applies mathematical concepts and
encourages problem-solving strategies, aligning with both math
and engineering principles. The interactive nature of the class also
promotes critical thinking and friendly competition, fostering an
engaging and educational environment for students.

Magic
Academy!

Magic performances involve elements of theatrical presentation,
storytelling, and performance arts. The skills developed in acting,
comedy, and memorization involve multiple forms of expression,
including visual, auditory, and performative elements. Additionally,
students learn how to create engaging presentations that align
with multimedia concepts of communication and interaction.

TechKidz: 3D
Animation!
(3rd grade &
up)

Multimedia

In this course, students learn the principles of 3D animation,
storytelling, and movie creation using the Blender animation
program. By teaching them how to create their own short films,
the class not only develops their technical skills but also
encourages creative expression through digital media.

TechKidz: Stop
Motion
Animation!
(1st grade & up)

This course teaches students the fundamentals of storyboarding,
plot development, and character creation through the medium of
stop-motion animation. Students use various materials like clay,
Legos, and cutouts to create animated sequences, fostering

creativity and technical skills. The course emphasizes bringing
static objects to life, where students combine visual storytelling
with hands-on activities.

Super Powered
Science!

The course emphasizes concepts of forces, motion, and energy,
which are foundational principles in physics. Additionally, through
hands-on exploration of how electricity, air pressure, and other
forces power the world, students engage in engineering practices,
using these scientific principles to explore real-world applications.

Physics

Weird & Wacky
Science!

The course covers a variety of physics concepts, such as
magnetism, static electricity, and gravity, which are core elements
in the study of physical sciences. Additionally, it touches on
chemistry through experiments like growing crystals and
investigating other chemical reactions through hands-on
experiments and exploration of fundamental scientific principles.

LEGO Robotics!

LEGO Robotics! focuses on teaching students the foundational
engineering principles, such as gears, wheels, axles, and pulleys,
while incorporating robotics and basic programming. Through
hands-on activities, students progress from building simple
machines to more complex motorized mechanisms, applying
problem-solving and critical thinking skills to real-world
challenges. Integrating robotics and programming makes this class
a perfect fit for fostering engineering and robotics concepts while
promoting creativity and STEM education.

Robot Building
Workshop!

RObOtICS (1st grade & up)

Students learn the basics of robotics, including gears, motors,
circuits, and more! They then design amazing robots that can
move on their own, using STEM manipulatives such as LEGOs,
K’'nex, and Zoob kits. They even get to build 3 awesome robot
models to take home!
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Robot
Workshop:
BattleBots!

(1st grade & up)

Students will learn the basics of robotics engineering, including
levers, pulleys, inclined planes, and more! Design amazing robots
that can walk, crawl, and jump independently using STEM
manipulatives such as LEGOs, K'nex, and Zoob kits—then put them
to the test in battle mode! They even get to build 3 awesome robot
models to take home!

Robot
Workshop:
CarCreator!
(1st grade & up)

Students will use various non-consumable kits to create their car
designs while learning about wheels, axels, gears, motors, and
more! They will compete in the Parker-Anderson Grand Prix and
take three cars home!

Hogwarts
Academy!

Hogwarts Academy incorporates creative and imaginative
activities that blend elements of science (like potion-making and
creature identification) with art and fantasy. The integration of
innovative and scientific thinking in a fun, hands-on way.

Science-Art
Integration

Jedi Training
Academy!

Jedi Training Academy combines science fiction elements with
creative activities such as building Star Wars vehicles, designing
Jedi uniforms, and crafting lightsabers. The program blends
imaginative play with hands-on crafting, drawing, and building,
fostering artistic expression and understanding of basic
engineering principles.

STEAMLab: 3D
Printing &
Design! (1st
grade & up)

STEAM Camps

This course engages students in designing and creating 3D-printed
objects, allowing them to apply engineering principles while using
innovative 21st-century tools. Students learn to conceptualize,
design, and produce custom 3D creations, enhancing their
understanding of engineering, design processes, and problem-
solving. Additionally, the collaborative nature of the course
promotes teamwork and critical thinking, aligning with the STEAM
framework and preparing students for future technological
advancements.

STEAMLab:
Makerspace!

This class emphasizes hands-on, creative exploration. Students
engage in building and innovating physical projects, aligning with
engineering principles. It has a collaborative and problem-solving
focus and an open-ended learning environment typical of maker
spaces. Students improve practical skills while exploring various
science, technology, engineering, and artistic concepts.

STEAMLab:
Virtual Reality!
(1st grade & up)

Virtual Reality
(VR)

This class immerses students in the world of virtual reality.
Students build in 3D, apply block-based coding, and experience
their creations in a fully interactive virtual environment. The class
integrates technology, coding, and creative design using computer
science principles. Additionally, students explore various subjects
such as history, science, and the arts through VR, further
promoting interdisciplinary learning.

PAE does not utilize Artificial Intelligence (Al) technologies to deliver its services. Our educational programs
prioritize human interaction, hands-on learning, and instructor-led experiences, focusing on student
engagement through direct teaching methods. While we recognize the growing role of Al in education,
our current approach does not incorporate open or closed Al technologies, and we do not anticipate any
changes in our service offerings related to Al in the near future. Our focus remains on fostering creativity,
critical thinking, and problem-solving through in-person instruction and interactive activities so students
benefit from personalized, responsive teaching in a dynamic learning environment.
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We offer a variety of supplemental physical activity programs tailored to the diverse needs of students
from TK through Grade 6. Our programs provide students with many opportunities to engage in active,
educational, and inclusive physical activities. These programs emphasize physical development,
sportsmanship, teamwork, and character building.

Activity

Basketball
SuperStars

Description
Students will develop basketball skills in
this fun, educational, and active class!
They will learn the fundamentals of each
position and basic basketball strategies as
they hone their shooting, dribbling,
passing, defending, and ball control skills.
Our emphasis is on sportsmanship,
teamwork, and character development.

Benefits and Outcomes
Enhances physical fitness and fosters critical
thinking through strategy, teamwork, and
sportsmanship. These skills are essential in the
athletic domain and various STEAM-related
disciplines where collaboration and problem-
solving are key to success. Integrating physical
activity with cognitive development provides a
holistic educational experience.

Soccer
SuperStars!

Students will develop soccer skills in this
fun, educational, and active class!
Students will learn the basics of each
position and basic soccer strategies as
they practice their shooting, dribbling,
passing, defending, and ball control skills,
emphasizing character development,
sportsmanship, and teamwork.

Develops physical fitness and coordination and
builds essential cognitive and social skills like
teamwork, problem-solving, and sportsmanship.
These skills are vital in sports and broader
educational and professional settings. The focus on
strategy and collaboration mirrors the demands of
STEAM-related fields, providing students with
transferable skills beyond the sport's physical
aspects.

Kids Dance
Studio!

Kids Dance Studio! provides an
encouraging environment to explore
movement through choreography and
games! In this fun and safe atmosphere,
students will practice exciting dance steps
and challenging combinations, helping
them learn to control and coordinate
their bodies. Sharing new ideas and ways
to move, students will work together to
produce entertaining, choreographed
routines!

It allows students to explore movement and
expression while developing physical coordination
and teamwork. Through choreography, students
engage in physical activity that fosters health and
fitness, while the artistic element of dance allows
them to express themselves, create routines, and
collaborate with others. This combination of
physical and artistic development promotes a
holistic approach to learning that aligns with the
objectives of STEAM education, fostering creativity,
coordination, and collaboration.
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Hip Hop Dance! provides freedom of Students will engage in physical activity, improving
movement in a fun and safe atmosphere. their fitness and coordination while encouraging
Children learn to control and coordinate creative expression through dance. The class
their bodies. Students will be introduced combines movement with choreography,

Hip Hop to hip-hop steps and some tricks as they stimulating both the physical and artistic skills of
Dance! rehearse choreography for the final students. By introducing students to hip-hop steps
performance! and performance elements, this course supports

personal development, teamwork, and artistic
expression, aligning well with both physical
education goals and the arts curriculum in STEAM
education.

Our programs are intentionally structured to accommodate students with varying physical capabilities,
skill levels, and learning styles. Each class is flexible, allowing instructors to tailor instruction to meet the
needs of every participant. Inclusivity is central to our program structure, with specific strategies employed
to ensure all students can engage meaningfully, regardless of their background or abilities:

Differentiated Instruction| Instructors are trained to provide differentiated instruction that adjusts the difficulty
of activities based on each student’s ability. For example, in Basketball SuperStars,
students are grouped by skill level to ensure beginners can learn fundamentals while
more advanced students can further develop their skills with more complex drills and
strategies. This approach allows students to participate at their own pace while being
appropriately challenged.

Adaptive Activities | Our programs are adaptable for students with disabilities or special needs. Instructors
receive specialized training to modify activities as needed so students with physical or
cognitive disabilities can fully participate. For example, activities in Soccer SuperStars
may be modified for students with limited mobility, allowing them to participate in
exercises that develop teamwork and sportsmanship while still honing soccer-specific
skills.

Focus on Teamwork and | Each program emphasizes individual skill development as well as teamwork and

Cooperation | cooperation. In Kids Dance Studio and Hip Hop Dance, students work together to create
choreography, learning how to support each other and work as a cohesive unit. This
team-based approach helps to build a sense of inclusion, as students of all abilities
collaborate and celebrate each other’s achievements.

Social-Emotional | Our programs integrate SEL strategies to create a supportive environment for students
Learning (SEL) | with different social and emotional needs. For example, in Basketball SuperStars and
Soccer SuperStars, instructors focus on building confidence, self-esteem, and positive

peer relationships so students feel emotionally safe and included, regardless of their
skill level.

Our instructors are supported by ongoing professional development in inclusive teaching practices,
including adapting physical activities for students with special needs, engaging students with different
learning styles, and fostering an environment where all students feel valued. Our physical activity
programs provide an inclusive, engaging, and supportive experience so that every student, regardless of
skill level or ability, can actively participate and benefit from the program.
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PAE’s staff, including substitutes, uphold and enforce all Federal, State, and District mandated
requirements. Our training, professional development, and background checks, including fingerprinting
and TB tests, guarantee our team is well-equipped to provide a safe, supportive, and effective learning
environment. Our staff’s dedication to relationship-building and creating a sense of belonging and
community is integral to maintaining regular program attendance and fostering student success. The
District can be confident in the quality, professionalism, and commitment of our key staff members, all
dedicated to delivering exceptional educational experiences and supporting holistic student development.

Staff Monitoring and Continuous Improvement. Supervisors conduct classroom observations to evaluate
instructional techniques and student engagement. We gather feedback from students, parents, and school
staff to assess effectiveness. When performance issues arise, we take a proactive approach to
improvement. Instructors receive one-on-one coaching sessions to address specific areas of concern.
Additional training and support are provided to help instructors improve their skills. Formal performance
reviews are conducted regularly to discuss strengths, areas for improvement, and professional goals. A
corrective action plan is implemented for ongoing performance issues, outlining specific steps and
timelines for improvement. If an instructor fails to meet performance standards despite support and
intervention, we may terminate their employment to maintain the quality of our programs.
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EXHIBIT B
PAYMENT SCHEDULE

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

Category |

TechKidz: 3D Animation!
(3rd grade & up)

Price

Customization and
Integration

Per Program Per Hour
Number of participants:
Minimum: 8 Maximum: 20
Frequency: Once per week
Duration: 1 hour
Presentation Mode: In-person

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr
4+ classes/day: $175/hr

After-School rates:
1-2 classes/day: $250/hr
3+ classes/day: $200/hr

Professional
Development

PAE provides all Instructors

No additional cost

Implementation
and Monitoring

PAE provides all Instructors

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,
general, and administrative (G&A), profit, and other relevant costs.

Category | Chess Club! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional PAE provides all Instructors No additional cost
Development
Implemeljtatllon PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
) N/A
Equipment
No additional Costs
Other Costs N/A
Total Cost Per Class] $175-5250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

MatheMagic! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Magic Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Hogwarts Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional PAE provides all Instructors No additional cost
Development
Implemeljtatllon PAE provides all Instructors No additional cost
and Monitoring
Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class] $175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Jedi Training Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr

RFP NO.: 2000003345

Page 38 of 99
Parker-Anderson Enrichment

Contract No. C7712



Docusign Envelope ID: 196764FA-02F6-49E6-9264-7D1B3DD744F8

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Kids Cooking Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Jewelry Making Workshop! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional PAE provides all Instructors No additional cost
Development
Implemeljtatllon PAE provides all Instructors No additional cost
and Monitoring
Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class] $175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Runway Fashion Design! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Kids Acting Workshop! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional PAE provides all Instructors No additional cost
Development
Implemeljtatllon PAE provides all Instructors No additional cost
and Monitoring
Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class] $175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

Category |

Mock Trial, Public Speaking & Debate!

(1st grade & up)

Price

Customization and
Integration

Per Program Per Hour
Number of participants:
Minimum: 8 Maximum: 20
Frequency: Once per week
Duration: 1 hour
Presentation Mode: In-person

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr
4+ classes/day: $175/hr

After-School rates:
1-2 classes/day: $250/hr
3+ classes/day: $200/hr

Professional
Development

Implementation

PAE provides all Instructors

No additional cost

and Monitoring

Materials, license

PAE provides all Instructors

No additional cost

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | American Sign Language! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Spanish Immersion! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | LEGO Robotics! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr

RFP NO.: 2000003345

Page 46 of 99
Parker-Anderson Enrichment

Contract No. C7712



Docusign Envelope ID: 196764FA-02F6-49E6-9264-7D1B3DD744F8

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | LEGO Masters! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Robot Building Workshop! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Cateqorv | Robot Workshop: BattleBots! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Robot Workshop: CarCreator! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Robot Workshop: Green Science! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implementation

o PAE provides all Instructors No additional cost
and Monitoring

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class] $175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

STEAMLab: 3D Printing & Design! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | STEAMLab: Architecture Academy! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implementation

o PAE provides all Instructors No additional cost
and Monitoring

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class] $175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | STEAMLab: Brain Games! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | STEAMLab: Inventor’s Workshop! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | STEAMLab: Makerspace! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Cateaorv | STEAMLab: Virtual Reality! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

TechKidz: App Inventor! .
Category | (2nd grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

TechKidz: Coding! .
Category | (1st grade & up) Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | TechKidz: Game Design! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | TechKidz: Minecraft! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Categorv | TechKidz: Roblox! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | TechKidz: Stop Motion Animation! Price
gory (1st grade & up)

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

Category |

Chem Kidz!

Price

Customization and
Integration

Per Program Per Hour
Number of participants:
Minimum: 8 Maximum: 20
Frequency: Once per week
Duration: 1 hour
Presentation Mode: In-person

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr
4+ classes/day: $175/hr

After-School rates:
1-2 classes/day: $250/hr
3+ classes/day: $200/hr

Professional
Development

PAE provides all Instructors

No additional cost

Implementation
and Monitoring

PAE provides all Instructors

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

Category |

Jurassic DinoWorld!

Price

Customization and
Integration

Per Program Per Hour
Number of participants:
Minimum: 8 Maximum: 20
Frequency: Once per week
Duration: 1 hour
Presentation Mode: In-person

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr
4+ classes/day: $175/hr

After-School rates:
1-2 classes/day: $250/hr
3+ classes/day: $200/hr

Professional
Development

PAE provides all Instructors

No additional cost

Implementation
and Monitoring

PAE provides all Instructors

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Marine Biology! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Rocket Science! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | SpyKids: Secret Agents! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Super Powered Science! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345

Page 69 of 99
Parker-Anderson Enrichment

Contract No. C7712



Docusign Envelope ID: 196764FA-02F6-49E6-9264-7D1B3DD744F8

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Weird & Wacky Science! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Young Doctors: Pre-Med Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345

Page 71 of 99
Parker-Anderson Enrichment

Contract No. C7712



Docusign Envelope ID: 196764FA-02F6-49E6-9264-7D1B3DD744F8

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

Category |

Wildlife Biology!

Price

Customization and
Integration

Per Program Per Hour
Number of participants:
Minimum: 8 Maximum: 20
Frequency: Once per week
Duration: 1 hour
Presentation Mode: In-person

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr
4+ classes/day: $175/hr

After-School rates:
1-2 classes/day: $250/hr
3+ classes/day: $200/hr

Professional
Development

PAE provides all Instructors

No additional cost

Implementation
and Monitoring

PAE provides all Instructors

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr

RFP NO.: 2000003345
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Anime, Cartooning, & Comic Book Price
gory Creation!

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Art Adventures! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Fine Art Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Pokémon Art Academy! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Recycled Art Workshop! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Basketball SuperStars! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr

RFP NO.: 2000003345

Page 78 of 99
Parker-Anderson Enrichment

Contract No. C7712



Docusign Envelope ID: 196764FA-02F6-49E6-9264-7D1B3DD744F8

PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Soccer SuperStars! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost

Implemer.nat.lon PAE provides all Instructors
and Monitoring

No additional cost

Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175-$250/ hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Kids Dance Studio! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional .
PAE provides all Instructors
Development

No additional cost
Implementation

- PAE provides all Instructors No additional cost
and Monitoring
Materials, license Included in customization No additional cost
fees, etc.
Required No additional equipment required
. N/A
Equipment
No additional Costs
Other Costs N/A

Total Cost Per Class]

$175 - $250 / hr
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PRICING SHEET

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Hip Hop Dance! Price

In-School rates:
1 class/day: $250/hr
2-3 classes/day: $200/hr

Per Program Per Hour
Number of participants:

Customization and Minimum: 8 Maximum: 20

4+ classes/day: $175/hr
Integration Frequency: Once per week
Duration: 1 hour After-School rates:
Presentation Mode: In-person 1-2 classes/day: $250/hr
3+ classes/day: $200/hr
Professional PAE provides all Instructors No additional cost
Development
Implemer)tatllon PAE provides all Instructors No additional cost
and Monitoring
Materials, license

Included in customization No additional cost
fees, etc.
Required No additional equipment required

. N/A

Equipment
No additional Costs
Other Costs N/A
Total Cost Per Class] $175-$250/ hr
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Prisms of Reality Inc.

EXHIBIT A
STATEMENT OF WORK

Program Elements

I. Prisms Learning Solution

Prisms is an experiential learning platform with content and skill building learning modules across
Grades 7-11 Math and Science (Grades 7-8 Math, Algebra I, Geometry, Advanced Algebra,
Precalculus, Middle School Earth / Life / Physical sciences, High School Biology, High School
Chemistry) that enable students to learn or review standards-aligned concepts and skills in

secondary Math and Science through embodied real-world problems powered by Virtual and
Augmented Reality technologies. Grade 12 STEM subjects will release Fall 2025 including
Statistics, Calculus, Environmental Science and Physics. We will also be doubling the Middle
School Science and Geometry libraries.

Each of our content learning modules supplement 2-3 lessons in a unit of study to make sure 1. that
students know why they are learning what they are learning (real world relevance), and 2. that they’re
able to derive the concept / skill from first principles through visual / kinesthetic / auditory sense-
making that create multimodal associations and enduring retention. Here is a sample curriculum
integration document that shows how our modules supplement the Illustrative Math core
curriculum — making the core more effective.

For example, our Linear Functions content module supplements 3 days of the Linear functions unit

assuming a 50-min instructional block. Day 1 and Day 2 utilize the VR modules, and Day 3
assesses student learning and enables them to transfer the learning to new contexts / problems.
Students work as a Scientist to determine when the sea levels will rise enough to impact
businesses on Miami’s shoreline so we can help the city prepare and minimize the impact of
flooding on people’s livelihoods. Through this module students create tables and equations to
model the melting rate of a glacier from embodied and simulated model data, derive the slope-
intercept form of a linear function in context from tabular and graphical data, and solve the equation
in 3 steps to solve the mission. In a 50-min instructional episode, the discussion framework would

follow the following flow:
Day 1:

1. The teachers open an activation conversation about whether students have experienced a flood
before and what they believe causes floods. (5 minutes)

Students then put on their VR headsets to complete Part I where they find themselves on
Miami’s shoreline and are introduced to Roy who has a clam shop his grandfather started.
The water level has been rising, and they’ve been having more frequent floods. To get to the
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bottom of this, students then travel to Antarctica to measure the melting rate of each glacier.
To do so, they catch the water droplets for a small, medium and large glacier. Their hand is
physically moving very slowly to catch water droplets of the smallest glacier. A bit faster
for the medium, and fastest for the largest glacier. They get a multimodal association of
what rate of change represents and means in context (with movement, sound and
visualizations). They then go into the lab to accept their mission - determine the year at
which Miami will be at risk of flooding so we can help the residents and business owners
take precautions. They then use a model of a glacier to begin plotting a graph of the
glacier’s thickness as a function of time. They pull up the handle to the initial value of
2500m, and then push down the handle repeatedly by 2m, then 3m, and 4m respectively for
each glacier, respectively. They’ve now defined a linear function with their bodies: set an
initial value and push down with their hands the same amount in a given unit of time. They
correlate memorialize the idea that when we went down more in the same amount of time,
we had a steeper line. Whereas when we went down less, we had a flatter line. They
determine Thwaites is the steepest, hence must create a mathematical model for Thwaites.

Here is a 2D video that captures what students are doing in the 3D virtual space: Linear
Functions Part |

2. Students then synthesize their learning on paper / pencil in small groups articulating their
learning through this activity.

Day 2:

Students then tabulate their glacial thickness and time data from the glacier model. Through
repeated subtraction of 4/5ths (the slope) from the initial value, students derive slope-intercept form
of a linear function. They then use their function to determine the year that Miami is at risk by 2100.
Here is a 2D video that captures what students are doing in the 3D virtual space: Linear Functions
Part II.

Day 3:

NO VR. Teachers administer the CFU, and if students get lower than 65%, they complete the
Support problem set in the Transfer Day activity. If they receive between 65-80%, they complete the
Solify problem set. And if students receive above 80%, they complete the Extend problem set.

All teacher materials - lesson guides, paper / pencil transfer activities, checks for understanding can
be found in the teacher toolkit.
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Prisms’ learning solution includes:

.  App-based VR learning modules across Pre-Algebra (Grades 7-8), Algebra, Geometry,
and Advanced Algebra (Algebra 2 / Pre-Calculus), High School Chemistry, High
School Biology, Middle School Earth, Life and Physical Sciences that target learning
standards in Grades 7-11 that are pain points for STEM subjects. All Grade 12 subjects
will be released Fall 2025. The purpose of these learning modules is to teach a
foundational math or science concept / skill for the first time, derive mathematical
equations and abstractions that students ordinarily memorize and forget soon after, and
solidify and deepen structural understandings through real-world contexts. Prisms
modules strengthen the efficacy of the core curriculum. View Full Module List Here.

a. Additional Benefits of Prisms Modules:

e Career exposure while exploring compelling problems through the eyes

of High Speed Rail Operators, Aerospace Engineers, Urban Architects,
Environmental Physicists, Marine Biologists, and many many more!

e Explore diverse locations such as Kazakhstan, India, Peru, New York
City, rainforests, and oceans, and more to understand how math and

science related to challenges all over the world.
e Develop empathy by engaging in realistic scenarios and solving urgent
real-world problems, fostering understanding and compassion for

diverse perspectives on global issues.

2. 3D Assistive Agent in Virtual Reality who supports students with prerequisite skills,

breaking down complex solution pathways during critical moments of struggle
fostering deep and productive struggle. We don’t believe students watching 2D videos
allow real learning, which is why our assistive agent explains and works with students
in full 3D space using multimodal tools and explanations.

3. Kinesthetic Skill Building Modules that focus on key Grades 6-11 Math skills. These
"mini-modules" are for reviewing a core concept / building procedural strength and
efficiency. The ~15 min kinesthetic practice rooms allow students to work towards
fluency on foundational math skills that students return to often, but in a conceptually rich
way that builds enduring muscle memories and harnesses structural and spatial
thinking. They also serve as effective prerequisites to our full VR modules (both to
practice the interactive VR tools and review foundational Math concepts and
procedures). There is no real world problem driving skill building modules.

4, Web-based data dashboard for teachers to orchestrate student progress and provide high-
quality feedback in real time for every student. Teachers can live screencast any student’s
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VR world to engage in high quality Socratic dialogue and just-in-time feedback. They have
full sense-making timelines to understand student misconceptions. They can auto launch
students to particular tasks, pause, conference, adjust language accessibility settings and
much more from the teacher dashboard.

5. Full suite of teacher math preparation materials and science preparation materials

including lesson guides, paper / pencil synthesis activities post VR, discussion
guidance, checks for understanding assessments + rubrics, slide decks amongst many
other materials that enable high-impact classroom facilitation, discourse, and connection
to paper / pencil fluency.

6. Ongoing professional development and classroom coaching to elevate teacher
mindset, routines, discourse methods and efficacy.

7. VR hardware and charging equipment necessary to run the VR learning experiences,
along with MDM (mobile device management).

Prisms’ modules are available in Spanish, Haitian Creole, Brazilian Portuguese, Mandarin,
Vietnamese, and Russian. All text displays, subtitles, and voice-overs have been translated. Both
teachers (from the teacher dashboard) and students (in the module) can customize the language
settings in real time to align each feature—text displays, subtitles, and

voice-overs—with students’ language needs.

Our new spatialized help-giving system includes a newly designed 3D, multimodal hint agent in
place of video hints. Our assistive agent is available during complex math/science tasks and can
be accessed through the palm menu. At critical moments of struggle, hints support students in
reviewing essential prerequisite content, breaking down the solution pathway into modular pieces,
while creating the feeling that the teacher is present with them. The goal is to help students reason
from first principles using the integrative discovery-based tools in the VR environment to support
them instead of taking them out of the VR medium.

2. Professional Learning Plan

The partnership between Prisms and LAUSD will involve a methodical and disciplined teacher
upskilling plan.

Once we have decided where our modules will supplement into the district / school pacing
calendar, teachers are invited to their onboarding PD — the Teacher Institute. This day invites
teachers to the spatial learning revolution, acquaints educators with the hardware and Prisms’
instructional framework for VR lessons, and equipping teachers with the skills to effectively utilize
the teacher dashboard and leverage Prisms’ suite of curriculum materials to facilitate high quality
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discourse and transfer of learning to paper / pencil fluency. Throughout the year, the Prisms teacher
coaches will provide unlimited lesson study webinars, job-embedded classroom coaching to co-
construct individualized instructional routines for each teacher, and turnkey training for instructional
leaders to build capacity within school and district leadership.

Prisms offers: 1) a full day teacher onboarding institute for all participating teachers; 2) lesson study
for every Prisms lesson, and 3) in-the-moment classroom coaching cycles to ensure that teachers
are prepared with the technical and pedagogical know-how to deliver enduring academic growth
through the utilization of Prisms modules. Throughout the year, Prisms will provide additional
professional development workshops for educators, along with periodic seminars with district
leaders to ensure that leaders are set up to use Prisms’ data to rapidly improve student learning
outcomes across their systems.

In SY 24-25, each school will receive at least 2 live in-classroom coaching days led by Prisms
coaches.

As part of each coaching cycle, Prisms teacher coaches will conduct lesson study with teachers to
intellectually prepare to facilitate a Prisms lesson. During Coaching Cycle #1, Prisms coaches will
model exemplary lesson execution in the classroom while teachers primarily observe.

During Coaching Cycle #2, Prisms coaches co-teach/observe/give feedback on teacher execution
in the classroom. Between coaching cycles, teachers and leaders have

round-the-clock access to their entire Prisms Partnership Team. View the Prisms Lesson

Checklist and Prisms Discourse Rubric that Prisms coaches use to set benchmarks for coaching

and facilitate quality feedback to teachers.

Once coaching cycles get underway, your customer success lead will begin inviting LAUSD
leaders to join our team for classroom walkthroughs. Included in our Year 1 training plan, each strand
of leaders, i.e. Central Administration, Teaching and Learning, and Technology will participate in 3
side-by-side walkthroughs with our team to observe Prisms lessons in action.

The focus of coaching in Year 1 will be on high student engagement, rapid movement on
bottleneck skills, and teacher execution of the full discourse-based learning arc with goals around
persistence and success for high need students, teacher preparedness to teach

VR-based lessons, and student identity and engagement in math/science. We will rapidly build
capacity among LAUSD building admins and instructional leaders with side-by-side classroom
walkthroughs and turnkey coaching to expand the layers of support available for teachers.

There will be several Prisms team members dedicated to LAUSD to support our partnership and
multi-year change management operation. On days when they aren’t in classrooms — modeling
discourse, co-teaching, or observing / giving feedback to your educators — they will be debriefing
Prisms lessons, following up with teachers and instructional leaders, and conducting lesson

studies to prepare teachers to facilitate future Prisms lessons.
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(See link: Attachment: Prisms VR PD Overview & Rubric)

We have a dedicated support team that is available Monday-Friday, 7am - 7pm PT to offer
technical help to teachers, administrators, district personnel and parents. Typically those who reach
out will get a response within 24 hours. We also have a knowledge base accessible 24/7 via our
web-based dashboard.

LAUSD District IT, Instructional Tech, and/or school-based IT support will be closely involved in
the partnership. Once set up and operational in schools, VR headsets require occasional tech
support efforts that may involve hands-on work. Additionally, they require a single software update
once per year, typically ~summer/late fall. These updates require hands-on support amounting to ~8
minutes per headset. Your IT personnel - at any and all levels - will be provided with ample
documentation, a 1-hr technology overview session, a 1-hr headset setup / headset overview session,
and any amount of ongoing direct support throughout the partnership.

3. Formative and Summative Assessments

There will be several Prisms team members dedicated fully to supporting our partnership and the
SMART goals embedded within our multi-year change management plan to rapidly elevate
student learning outcomes in middle and high school STEM subject areas. In addition to your
dedicated Customer Success Manager (CSM), Prisms will assign 2-3 local FTEs (teacher
coaches) to provide regular on-site support at your schools throughout the duration of the
partnership. Depending on where teachers are in their pacing calendars, your dedicated FTEs will
spend up to 5 full days a week in LAUSD classrooms.

Data for assessment and reporting will be gathered and shared out in a few different ways:

Classroom-Level Data: Your Prisms teacher coaches and dedicated CSM will work closely with
LAUSD building administrators and instructional leaders to gather classroom-level data
(observations of teacher practice and student learning) through coaching cycles and
walkthroughs. Our PD team has built teaching and coaching rubrics that we will offer LAUSD
leaders if you would like to use them to evaluate teacher execution of Prisms lessons. Each week,
Prisms coaches will summarize # of school/teacher coaching hits, teaching and learning wins,
SMART goal progression, biggest hurdles and PD opportunities in a briefing and share this with
your Prisms CSM. Your CSM will share highlights with the LAUSD implementation leads on a
bi-weekly basis, along with usage data. The classroom data our teams collect will focus on
module integration/completion, CFU (formative assessment data), teacher preparedness,
leadership capacity building, student identity & engagement in math, as well as EOY state
assessment outcomes.
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Teacher Dashboard Data: While students are in VR, our teacher dashboard collects the
following real-time data:
e Student responses (correct and incorrect)
e Math/Science tools used and how long - interactive graphs, other math tools, simulation
tools, calculator, writing / annotation tools etc
e Spatialized hints taken and when
e Language accessibility tools used - Spanish, Haitian Creole, Brazilian
Portuguese, Mandarin, Vietnamese, and Russian voice over and/or subtitles.
e Teacher feedback and student messages sent

The Class Progress Report tells us which modules your students have completed, with how
much hint support in VR, and how much time they’ve spent with each task. The Class Summary
Report tells us how every student did on every task in a module. The tasks are clustered by skill
and color-coded to indicate whether or not a student demonstrated proficiency and how many
attempts it took. There is also an Administrator Analytics Report. This report allows district
stakeholders to see by school, teacher, and class the number of students who have started a
module, their median time in a module, number of students who have completed an entire
module, and the median time for completion. LAUSD leaders have access to all Teacher
Dashboard Data reporting.

STANDARDS-BASED PROFICIENCIES: CFUs - Prisms’ Checks for Understandings
(CFUs) are short 10-minutes assessments that consist of 2-3 questions which align directly to
the standards-aligned content of the Prisms module, allowing teachers to assess whether

students understood and can apply the learning. These CFUs are administered on Day 3:
Transfer Day once the VR Synthesis activities have been completed and debriefed. All CFUs
are available in QTI format if you’d like students to take them digitally on your LMS. If your
teachers administer on paper and hand-grade using our rubrics, they can input the grade into
the class summary page on their dashboard to ensure all of our teams have visibility into
progress towards student learning goals.

Given the rich, enduring, and outcomes-driven partnership we are hoping to build with Los
Angeles Unified School District, we recommend that LAUSD implementation leads meet with
their Prisms CSM to review data on a monthly basis. Bi-weekly progress reports/updates would
go out in between our check-ins, in addition to the round-the-clock access your team will have to
Prisms for anything that comes up on a day-to-day basis.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and administrative (G&A), profit, and other relevant costs.

Category |

Unit

Price

Customization and
Integration

provided)

Unit Cost (include detail on discounts

Professional Development

Number of participants

Frequency /Duration Presentation
Mode (In-person/Virtual/Hybrid)
(include detail on discounts and/or
rebates applied as applicable)

One-Time & Annual Cost In-Person Full Day Training = Price: $0.00/Day
(Up to 50 Participants)

One Time & Annual Cost Virtual Training (Up to 2hrs) =
Price: $0.00 (Up to 50 Participants)

Implementation
and Monitoring

One time and annual costs (include
detail on discounts provided)

One Time & Annual Cost =n/a

Materials, license fees, etc.

One time and annual costs (include
detail on discounts provided)

One Time & Annual Cost:

Math/Science = $33.30/student (Reduced from $37 per student) Math Only = $27.90/student

(Reduced from $31 per student) Science Only = $27.90/student (Reduced from $31 per

student)

**Includes access to all [IVR modules depending on subscription.

**Includes enhancements to currently existing modules.

**Pricing includes 85 currently available modules and up to 105 modules total in future state.

**Includes onboarding teacher institutes, classroom coaching rounds (in-person), lesson studies, and other
ongoing asynchronous and synchronous virtual professional learning opportunities.

**Includes the license cost for teacher, admin, and coach access to an integrated web-based

dashboard that enables instructors to monitor progress, provide just-in-time feedback, and leverage performance
analytics to inform future focus areas and differentiation per student.

Required Equipment

[One time and annual costs (include
detail on discounts provided)

One Time Cost:
Pico Ultra 4 VR Headset (Includes Shipping) = $545.00 *** (Reduced from $575) Charging Cart (30-Capacity)
=$2,350.00 *** (Reduced from $2,500)

Annual Cost: (if you don’t purchase additional headsets and charging carts) Pico Ultra 4 VR Headset (Includes
Shipping) = $0.00
Charing Cart (30-Capacity) = $0.00

RFP NO.: 2000003345

Prisms of Realty Inc.

Page 24 of 44 Contract No. C7713



https://docs.google.com/document/d/1Skm06q5j0MobBMHSv50jCqiwb5-EboI7vIRF1WAeqDs/edit

Docusign Envelope ID: AOQCFAA88-5B2F-48F9-9520-0E3955DAAB41

Technical Support:
One Time and Annual Cost = $36.50/headset
**Covers all hardware and software-related support including mobile device management (MDM), help desk,

[temize . . .
knowledge base, software update coordination, and technical troubleshooting.

Other Costs (include detail on discounts provided)

Total Annual Cost (Depends on #students and #headsets in a given implementation)

Updated Pricing Addendum

Item Original Price Updated BAFO Price Additional Savings per student
Submitted (Oct (Dec 13, 2024) (based on average implementation of 250 students per
8, 2024) campus)
Pico Ultra 4 VR Headset (Includes Shipping) =| $575 per $545 per headset Additional Savings = $30 per headset
$575 - $545.00 headset
Typical site implementation Ex: 250 students
Typical site involves at least 30 headsets
implementation Original Price: $575 * 30 = $17,250
involves at least BAFO: $545 * 30 =$16,350
30 headsets
Additional Saving: $17,250-$16,350 = $900
Equates to additional savings of $3.60 per student
Charing Cart (30-Capacity) = $2500 per cart $2350 per cart Additional Savings = $150 per cart
$2,500.00 - $2,350.00
Typical site Typical site implementation | Typical site Implementation: 250 students
implementation involves at least 1 charging
involves at least 1 | cart Original Price: $2500
charging cart BAFO: $2350
Additional Saving: $17,250-$16,350 = $900
Equates to additional savings of $0.60 per student
Pico Ultra 4 VR Headset + Charing Cart Equates total additional savings of $4.20 per student
(30-Capacity)
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Origil}al Price Updated BAFO Price Additional Savings per student
Submitted
(Oct 8, 2024) (Dec 13, 2024) (based on average implementation of 250 students per
campus)
Prisms Math + Science $37 per student $33.30 per student Additional Savings = $3.70 per student
We are excited to share we were able to Typlical site . Ty}laizal site1 impl;gr(l)entaéion Original Price: $37 per student
reduce the cost by an additional 10%. (see implementation includes at least students
. . includes at least BAFO: $33.30 per student
details to the right) 250 students
Average Site Implementation: 250
students
Additional Saving Based on 250 students:
$9,250-$8,325 = $925 per site
implementation
Prisms Math or Science Only Original Price Updated BAFO Price Additional Savings = $3.10 per student
Submitted (Oct (Dec 13, 2024)
We are excited to share we were 8, 2024) Original Price: $31 per student
able to reduce the cost by an
additional 10%. (see details to the $31 per student $27.90 per student BAFO: $27.90 per student
right) Typical site Typical site implementation Average Site Implementation: 250
implementation includes at least 250 students | students
includes at least
250 students Additional Saving Based on 250 students:
$7,750-$6,975 = $775 per site
implementation
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Rocketology LLC

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS

Professor Egghead offers three (3) distinct programs, one focused on Science (grades UTK-5),
one focused on Engineering (grades UTK-8), and one focused on Financial Literacy (grades 6-
12). These programs may be delivered in grade span groups of UTK-2, 3-5, 6-8, and 9-12, or
the like. Our UTK/TK/K classes are served as a 10:1 student:instructor ratio, and our 1st-12th
grade classes are served at a 20:1 student:instructor ratio. However we may adjust according to
the needs of the schools and district. If there is a site or District desire to exceed the ratio,
Professor Egghead is able to provide professional development to the site staff member(s)
provided.

General Program Principles

e FEach program is stand-alone, meaning that students do not need to have attended any
previous lessons or modules to gain the full benefit of the class.

e FEach module is designed to slowly build in difficulty over the length of the course, but
allowing students who have missed classes to catch up to others in a comfortable way.

e Our standard length of each class is 1 hour, however we can flex our class length from
anywhere between 45 minutes and 1.5 hours.

e Different classes are taught to different grades, with content and standards specifically
targeted to the grade that we are teaching.

e All materials for all programs are included and provided by Professor Egghead Science
Academy.

e All students receive an ID card on the first day of programs, a take-home with each
science class, and a degree at the end of each science or engineering session. They will
receive a workbook at the end of each financial literacy program.

Space Requirements

e Science Program - An area with tables and chairs is best. A water source in the room is
preferred, but not required.

e Engineering Program - A hard surface is best for this program. No tables and chairs are
required. A hard carpet works as well, just not a high-pile carpet. Tables work if no hard
floor is available.

e Financial Literacy Program - An area with tables and chairs is best.

Science Program (UTK-5)

This program will teach students basic science concepts, covering a wide array of Next
Generation Science Standards. It is designed to enhance critical thinking, problem-solving, and
creativity, ensuring that students acquire valuable skills applicable to various aspects of their
academic and personal lives. Our science program promotes understanding of the world and the
things in it, allowing students to draw connections between things that they see, as well as
understand how to solve complex problems and test their hypotheses.
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Using our Cupboard Science method and materials, students take part in hands-on, engaging
experiments with familiar materials likely found in their kitchen cupboard. The structure of a
science class is introductions (5 min), demonstrations (5 min), two long form hands-on
experiments (45 min), and wrap up and review (5 min).

At the end of the class, students will receive their take home experiment that they made in class,
along with a parent connections sheet in the form of a QR sticker that explains to those at home
what was learned and how to continue the engagement outside of the classroom. They will also
pass the class with an official Egghead degree!

Available Modules: (Each module contains a minimum of 10 individual lessons)

e Egghead Detectives - Solving mysteries each week using science
e Egghead Explorers - An exploration of fossils, volcanoes, weather, and earth sciences
e Egghead Inventors - The science behind some of the most important inventions in human

history

e Egghead Astronauts - A journey to outer space to learn about planets, stars, rockets, and
the sun.

e Egghead Secret Agents - Becoming undercover sleuths to unravel the science behind spy
technology

e Egghead Superheroes - The science behind popular superpowers and superheroes

Course Goals

e Students will learn 3-5 Science Keywords each class

e Students will perform hands-on experiments in an exploratory method to understand the
scientific process

e Students will learn grade-appropriate Next Generation Science Standards for Science.

e Students will develop motor function and spatial awareness, as well as critical thinking
and problem solving skills.

e Students will understand the world around them while having science moments of
magic, and develop a deeper knowledge of STEM and STEM careers.

e Students will have fun in class

Engineering Program (UTK-8)

This program will teach students the basics of engineering, while exposing students to career
pathways in various STEM fields. It is designed to refine motor skills, develop greater spatial
understanding, teach problem solving, and enhance creative thinking to overcome complex
challenges.

Students gain understanding of engineering concepts and keywords by executing the
engineering process on a small scale. They will design, build, and test different machines,
structures, and contraptions using Lego bricks and specialized pieces as the medium to learn
about engineering concepts.
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The structure of the engineering class is introductions (5 min), keywords (5 min), design (5
min), build and test (40 min), and wrap up and review (5 min). Students will also pass the class
with an official Egghead degree!

Courses are differentiated for upper and lower grade bands, as well as for Middle School, so that
content is age-appropriate.

Available Modules: (Each module contains a minimum of 10 individual lessons)

e Mega Machines - We’ll build cranes, wind turbines, elevators, cars, and other famous
machines.

e Super Structures -We’ll build stadiums, skyscrapers, bridges, lighthouses, and other
structures.

e Amusement Park Engineering - A focus on ferris wheels, viking ships, waterslides, and
other fun rides.

e Ancient Engineering - Treehouses, castles, pyramids, aqueducts, and other ancient
wonders.

e Marvels of Innovation - Tunnels, amphitheaters, cable cars, and other incredible
innovations.

Course Goals:

e Students will understand the engineering process.

e Students will learn engineering keywords integral to many common designs.

e Students will learn grade-appropriate Next Generation Science Standards for
Engineering.

e Students will develop motor function and spatial awareness by combining engineering
components together.

e Students will understand and explore careers available in the engineering field and
pathways to those careers.

e Students will have fun in creating their engineering machines.

Financial Literacy Program (6-12)

This program will grow the next generation of financially responsible adults, leaders, and
citizens. By bringing financial literacy to underserved communities, our program will help build
healthier, prosperous futures. The program is interactive, engaging students in hands-on
learning that provides practical, real- world experience, and entertaining, utilizing video and
game-play learning that reflects youth media consumption.

Our modules provide a broad but comprehensive overview of the financial landscape our
students currently live in, with a keen eye toward the world they will enter as they grow.

Our curriculum contains over 30 individual Lessons contained in 3 different Modules, with the
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ability to take the class for a full year and not repeat content. Each lesson in the Fall would be
distinct and different, with no program repetition throughout the year at the school.

Class Structure:

e Introduction, review, and presentation of topic (10 min)
e 3 Modules (45 min)

o Module 1: Introduce concept and demonstrate with real world scenario and
interactivity (e.g. students roleplay a common phishing scam)

o Module 2: Introduce concept and demonstrate with real world scenario and
interactivity (e.g. students take part in a roleplay in which they are targeted for a
common scam on Venmo™ or Cash App™)

o Module 3: Introduce concept and demonstrate with real world scenario and
interactivity (e.g. students are introduced to a Talent Search scam in which they
are targeted to become a viral video maker or that they will be made famous for
their music by purchasing a product from a scammer)

e Wrap up, review, and dismissal (5 min) Available Lessons:

e IDENTIFYING SCAMS Identify and avoid the financial dangers present in an ever-
more-digital world.

e CREDIT FLUENCY Understand how credit works, and the purpose, value, and dangers
associated with credit cards.

e DIGITAL MONEY & APPS As money moves from cash to digital, how to value
numbers on a screen as much as one would dollars in hand.

e TAXES & ACCOUNTING Paying taxes can feel scary, but it doesn’t have to be. If you
understand how they work and how you can navigate.

e GAMBLING & CRYPTO It’s easier than ever to take large risks with money, without
understanding the real downside of those risks.

e INVESTING IN MARKETS Investing can be done with just an app and bank account,
but not all investments & markets are created equal.

e PYRAMID & MLM SCHEMES If something sounds too good to be true, it usually is.
But what if someone you know and trust is telling you about it?

e BUDGETING & BANKING Knowing how to spend what you have, especially once
you get your first job, can be tricky. But it doesn’t have to be.

e FINANCIAL PLANNING & RETIREMENT Having a plan isn’t just about 30 or 40
years from now. It can help you achieve your goals today.

e STUDENT LOANS & LENDING Student loans are very common, but they are
different from regular loans. How can you avoid making mistakes?

e IDENTITY THEFT Your identity has value, and others might want to steal it.

Course Goals
e Students will learn 3-5 Financial Concepts each class.
e Students will learn to grade-appropriate Family and Consumer Science Standards.
e Students will learn how to navigate important financial topics in the world as adults.
e Students will develop math and critical thinking skills.
e Students will understand how the world works around them, to better make decisions for
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themselves and their families.
e Students will have fun in class

Our detailed plan is:

e Begin Vendor Certification of Criminal Background and Tuberculosis Clearance for our
instructional staff and Field Managers, continuously
e Program Lead will connect with District Lead(s)

e Program Lead will connect with interested School Sites and Site Leads to plan
accordingly

e Logistics and Materials: We provide all required materials for the programs and have a
well-organized internal logistics team to manage the distribution of materials to various
sites. Our "MobileLab" ensures that every school is well-equipped for hands-on
experiments.

e Scheduling Team: Staff and Schedule existing qualified instructional staff in Los
Angeles and surrounding areas to Sites, with site needs taken into consideration

e Hiring and Training Team: Onboard and Train additional instructional staff, as needed

e Program Launch with Field Manager observations on the first day, and throughout

Professor Egghead Science Academy does not provide supplemental physical activities
programs. However, as all our programs are hands-on, there are physical element in our
programs. In our science programs, students are mixing, pouring, snapping, bouncing, and
making things fizz. These connections spark excitement, applause, and

laughter in students. In our engineering classes, students are drawing, building, crashing,
testing, and turning. In both programs, we are kinetic, where students are interacting directly
with materials in the real world instead of with screens.

Our programs are designed to be inclusive, with specific training in Classroom Management
and Egghead Educator Skills for Success. We give equal importance to fundamental factors in
Classroom Management, combining student engagement such as gathering group attention,
individual student attention, and connecting and building rapport with students, with
Curriculum Implementation such as familiarity with lesson content, direct instruction giving,
review of keywords, image cards, and concepts, and with Learning Environment such as fair
and consistent boundary enforcement and respectful and efficient utilization of the physical
space.

Egghead Educator Skills for Success emphasizes:

e Authority & Vigilance - Maintain classroom control and remain alert of all student
actions

e Communication & Education - Demonstrate effective teaching skills. Provide explicit
instruction for student understanding

e Flexibility & Resourcefulness - Adapt to various teaching environments with differing
student backgrounds and age groups

e Interactivity & Rapport - Lively and enthusiastic attitude to ignite student interest and
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excitement about STEM
e Knowledge & Organization - Material and mental preparation for smooth and effective
flow of lesson content during class

We believe our approach and focused preparedness lead to inclusivity for all students, as well as
hiring of qualified, experienced staff, ongoing training, and continuous quality improvement of
our programs.

At this time, we do not utilize any Al technologies for our programming. All of our programs
are designed, tested, and run without the use of Al generative text, images, or any other Al. We
have no plans to incorporate Al into these aspects of our programming, although we use them at
times to proofread copy for our marketing and to cross-check grammar and scientific accuracy
in our materials.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and

administrative (G&A), profit, and other relevant costs.

All Available Programs are shown below, along with their standard group sizing, pricing,
category, and type

Category I Unit Price Category Type
Science, Engineering, and | 1 hour - Class of 20 $450 / After School Enrichment or
Financial Literacy in Students. All Materials . In Person
Hour During School Workshop.
person programs Included.
Science, Engineering, and | 1 hour - Class of 10 400 Af .
ter School Enrich t
Financial Literacy in Students. All Materials > / e‘r ¢ (;0 Inrlc I:n En or In Person
person programs Included. Hour During School Workshop.
Virtual Engineering and 1 hour - Class of 15 After School Virtual
: SoT TS Students. All Materials $500/ . . .
Virtual Financial Literacy . Enrichment or During Virtual
Program Shipped to school and Hour School Vi | Worksh
included. chool Virtual Workshop.
Summer Camp - Full Day,
400
Summer Qamp / 1 hour - Per 20 Students > / Half Day, and Supplemental [ In Person
Interessesion Days Hour
Workshops
Science Events - (Party,
STEM Booths for 1 Hour - 50 student booth. All  [$450/ Event. Booth. Drv Ice -
PTA/Science Fairs Materials Included Hour ’ » Oy
Show)
i Science Events - (Part
Dry Ice Science Show / 1 Hour - up to 100 students. All |$400/ (Party,
Event for Back to School L Event, Booth, Dry Ice In Person
. . materials included. Hour
or Science Fair. Show)
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Science of Sport

EXHIBIT A
STATEMENT OF WORK

Program Elements - Category 1

Detailed Plan to Perform Required Services

Program Design

A. Active, Hands-On Learning Through Sports

Experiential Learning: Our programs prioritize active learning, where students engage
directly with sports-related experiments and activities that illustrate STEM concepts in
real-world contexts.

Physical Education Integration: By infusing PE into our curriculum, we promote
physical health and demonstrate how movement and sports can enhance understanding of
scientific principles such as force, motion, and energy.

Mental Health and Wellness: We incorporate activities and discussions that promote
mental well-being, stress management, and the importance of physical activity in
maintaining a healthy mind and body.

Growth Mindset Development: Our programs encourage students to embrace
challenges, learn from feedback, and persist in the face of setbacks, fostering a growth
mindset that benefits their academic and personal lives.

B. Universal Design & Accessibility

Interactive and Engaging Content: Activities are designed to be developmentally
appropriate for each grade span (UTK-2, 3-5, 6-8, and 9-12), incorporating movement,
teamwork, and hands-on experiments that cater to various learning styles.

Device Agnostic Platform: While our programs emphasize physical activity and in-
person interaction, our digital resources are accessible across devices for supplementary
learning, ensuring all students can participate fully. Please note, our digital resources do
not require login information to access. We will provide a link to the teachers to access
the materials.

C. Cultural and Linguistic Responsiveness

Culturally Relevant Sports: We incorporate sports that are popular and culturally
significant within the Los Angeles community, enhancing engagement and relatability for
students from diverse backgrounds.

Multilingual Materials: Educational materials are available in multiple languages to
support English Language Learners, ensuring language is not a barrier to participation.
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D. Sensitivity and Student Well-being

Inclusive Environment: Activities are designed to be inclusive, accommodating varying
physical abilities and ensuring all students feel safe and supported while participating in
physical activities.

Mental Health Awareness: We create a supportive environment where students can
express themselves, develop self-awareness, and learn strategies for emotional regulation.

Program Offerings

To accommodate the varying needs of LAUSD schools and students, we offer four flexible
enrichment program options that emphasize active, hands-on learning through sports, mental
health, and growth mindset development:

Option 1: One-Week Enrichment Program

Program Overview

Frequency: Daily sessions, Monday through Friday.

Duration: 1 week.

Sessions: 5 sessions total.

Session Length: 1 hour per session.

Grade Levels: UTK-2, 3-5, 6-8, and 9-12.

Class Size: Up to 35 students (in-person); up to 30 students (virtual).

Delivery Mode: In-person preferred; virtual options available with adapted activities.

Program Features

Focused Immersion: A short-term, high-impact program introducing key STEM
concepts, mental health strategies, and growth mindset principles through engaging sports
activities from a number of different sports.

Active Learning Sessions: Each day features a different sport and corresponding STEM
and wellness theme, providing variety and sustained interest.

Lower Commitment: Ideal for schools seeking enrichment options with minimal
disruption to existing schedules and resources.
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Option 2: Once-a-Week Enrichment Program for Eigsht Weeks

Program Overview

Frequency: Once a week.
Duration: 8 weeks

Sessions: 8 sessions total.

Session Length: 1 hour per session.

Grade Levels: UTK-2, 3-5, 6-8, and 9-12.

Class Size: Up to 35 students (in-person); up to 30 students (virtual).

Delivery Mode: In-person preferred for active participation; virtual options available.

Program Features

Consistency and Engagement: Regular weekly sessions provide ongoing enrichment,
reinforcing STEM concepts, physical fitness, mental health awareness, and growth
mindset over an extended period.

Integration with PE: Activities align with PE standards, promoting physical fitness while
teaching STEM.

Option 3: Multiple Sessions Over an 8-Week Course

Program Overview

Frequency: Twice a week.

Duration: 8 weeks.

Sessions: 16 sessions total.

Session Length: 1 hour per session.

Grade Levels: UTK-2, 3-5, 6-8, and 9-12.

Class Size: Up to 35 students (in-person); up to 30 students (virtual).

Delivery Mode: In-person preferred; virtual sessions include interactive demonstrations.

Program Features

Intensive Active Learning: With more frequent sessions, students engage in a variety of
sports and experiments, delving deeper into STEM topics, mental wellness practices, and
growth mindset development.

Collaborative Projects: Students work in teams to solve physical challenges, fostering
teamwork and problem-solving skills.
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Option 4: Summer Enrichment Camp

Program Overview

Frequency: Daily sessions, Monday through Friday.
Duration: 4 to 6 weeks.

Sessions: 20 sessions total.

Session Length: 1 hour per session.

Grade Levels: UTK-2, 3-5, 6-8, and 9-12.

Class Size: Up to 35 students (in-person); up to 30 students (virtual).

Delivery Mode: In-person is strongly recommended for full active participation; virtual
options include adapted activities.

Program Features

Immersive Educational Environment: Extended daily sessions allow for
comprehensive projects, including mental health workshops and growth mindset
activities.

Special Activities: Incorporates everything that is listed above but more robust in the
lessons and various sports opportunities.

Alignment with Program Requirements

1. Alignment with Course Content Standards

Standards Alignment: Curriculum aligns with NGSS, Common Core, PE Standards,
SEL competencies, and growth mindset principles.
Sample Lesson Plans: Provided in Volume II for District review.

2. Active and Integrated Hands-On Experiences

Experiential Learning: Students engage in sports-related experiments and activities that
illustrate STEM concepts.

Physical Activity Emphasis: Promotes physical health and demonstrates scientific
principles through movement.

3. Provision of Materials

Materials Provided: All necessary materials and equipment are supplied, including
sports equipment, experiment supplies, mental health workbooks, and journals.
Accessibility: Materials are designed to be inclusive and accommodate diverse learning
needs.
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4. Engineering Design Process

e Projects: Students participate in designing, building, and testing prototypes, encouraging
creativity and problem-solving.

e Real-World Applications: Activities simulate real engineering challenges related to
sports.

5. Interactive Simulations

e Technology Integration: Use of apps and software to simulate sports scenarios and
analyze data.

e Virtual Reality (Optional): For enhanced engagement, virtual reality experiences are
available.

6. Virtual “Field Trips”

e Experiences: Virtual tours of sports facilities, science labs, and interactions with
professionals.

e Accessibility: Ensures all students can participate regardless of physical limitations or
location.

7. Opportunities for Real-World Problem Solving

e Projects: Address real-world challenges, such as designing eco-friendly sports equipment
or strategies to improve athletic performance.

e Collaboration: Encourages teamwork and communication skills.

Inclusivity and Accessibility

e Adapted Activities: Ensuring participation for students with varying abilities, including
those with physical or learning disabilities.

e Cultural Relevance: Incorporating sports and examples significant to the Los Angeles
community.

e Multilingual Support: Materials and instruction available in English and Spanish.
Partnerships with Other Organizations

e Collaborations:
o Local Sports Teams: Partnerships for guest speakers, athlete mentors, and
additional resources, field trips, and team assetts.
o Universities and STEM Organizations: Access to experts, facilities, and cutting-
edge research.
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o Community Organizations: Enhancing program reach and impact.
Provision of Virtual Enrichment Programs

e Learning Management System (LMS) Integration:
o Platform: Programs will be hosted on LAUSD's LMS (Schoology) for seamless
access.
o Reporting Structures: Variety of reporting tools to analyze and inform
instruction, aligned with security protocols.
e Technical Support:
o Help Desk: Available Monday through Friday from 8:00 am to 5:00 pm Pacific
Standard Time.
o Support Channels: Phone number, online chat, and email support provided.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category I - Option 1: One-Week Enrichment Program

Category I Unit Price
Customization and Integration  [Unit Cost (include detail on discounts provided) $2,000.00
Number of participants Frequency /Duration Presentation Mode (In-
person/Virtual/Hybrid)
(include detail on discounts and/or rebates applied as applicable)
Professional Development $1,000.00
Implementation and Monitoring |One time and annual costs (include detail on discounts provided) $3,150.00
Materials One time and annual costs (include detail on discounts provided) $1,312.00
Required Equipment One time and annual costs (include detail on discounts provided) $500.00
Admin $2,000.00,
Total Annual Cost $9,962.00,
Option 2: Once-a-Week Enrichment Program for Eight Weeks
Category 1 Unit Price
Customization and Integration | Unit Cost (include detail on discounts provided) $2,500.00
Number of participants
Frequency /Duration
Presentation Mode (In- $1.000.00
Professional Development person/Virtual/Hybrid) A
(include detail on discounts and/or rebates applied as applicable)
Implementation and Monitoring | One time and annual costs (include detail on discounts provided) $6,450.00
Materials One time and annual costs (include detail on discounts provided) $1,312.00
Required Equipment One time and annual costs (include detail on discounts provided) $500.00
Admin $2,352.40
Total Annual Cost $14,114.40
Option 3: Multiple Sessions Over an 8-Week Course
Category 1 Unit Price
Customization and Integration | Unit Cost (include detail on discounts provided) $3,500.00
Number of participants
Frequency /Duration
Presentation Mode (In-
Professional Development person/Virtual/Hybrid) $1.500.00
(include detail on discounts and/or rebates applied as applicable) e
Implementation and Monitoring | One time and annual costs (include detail on discounts provided) $12,450.00
Materials One time and annual costs (include detail on discounts provided) $2,000.00
Required Equipment One time and annual costs (include detail on discounts provided) $500.00
Admin $3,990.00
Total Annual Cost $23,940.00

RFP NO.: 2000003345
Science of Sport

Page 25 of 46

Contract No. C7716




Docusign Envelope ID: BFFBA898-009A-4B09-8997-720B582EF637

Option 4: Summer Enrichment

Category I Unit Price
Customization and Integration | Unit Cost (include detail on discounts provided) $3,500.00
Number of participants

Frequency /Duration

Presentation Mode (In-
Professional Development person/Virtual/Hybrid) $2.500.00

(include detail on discounts and/or rebates applied as applicable) e
Implementation and Monitoring |One time and annual costs (include detail on discounts provided) $14,400.00
Materials One time and annual costs (include detail on discounts provided) $2,500.00
Required Equipment One time and annual costs (include detail on discounts provided) $500.00
Admin $4,680.00
Total Annual Cost $28,080.00

RFP NO.: 2000003345
Science of Sport

Page 26 of 46

Contract No. C7716



Study Smart Tutors Inc.

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS (CATEGORY I)

Scope of Work & Proposed Programming

Study Smart Tutors is prepared to provide the most effective and relevant suite of programming and
professional development for LAUSD to fulfill the scope of work outlined in the RFP. This includes:

o STEAM/STEM Enrichment Student Workshops (Category I)

Implementation Timeline
A typical implementation model with Study Smart Tutors usually follows the following timeline:

1. Partnership Manager meets with school site personnel to determine the appropriate services that
meet their needs and desired scope.

2. Following the initial meeting, the Partnership Manager then develops a proposal for the
partnering school’s review.

3. Stakeholders at the school review the proposal and either ask for adjustments, or confirm the
proposal matches the scope of services desired and meets the school’s budget.

4. After confirmation, depending on the request, Study Smart Tutors’ team usually requires between
3-6 weeks to coordinate the service and arrange staffing.

5. Additionally following confirmation, Study Smart Tutors’ coordinators set up a pre-service
meeting to confirm all logistics with the schools site personnel to ensure accurate delivery of
agreed upon services.

6. Subsequent to the first session of services, Study Smart Tutors’ team will conduct a first-class
check in to solicit initial feedback from the school or organizing program. If adjustments need to
be made prior to the next class, Study Smart Tutors’ coordinator will relay all information to the
team.

7. Depending on the duration of services, Study Smart Tutors’ team may also conduct a mid-course
check in to continue to monitor the course and receive feedback from the school or organizing
program.

8. Following all services, Study Smart Tutors’ team will reach out for a post-course check in,
arrange time to walk through our post-course evaluation summary with school site personnel, and
solicit a final round of feedback to ensure service quality and maintain company standards of
service.

STEM/STEAM Programming Methodology

Study Smart Tutors' STEM programming is thoughtfully crafted to be inclusive, accessible, and engaging
for all students. Our activities follow a universal design approach, ensuring that each lesson is functional
and beneficial for a diverse range of learners. To address specific needs, our programming includes
alternative methods of presentation, such as visual aids, hands-on activities, and audio components, to
make content accessible for every student. We prioritize sensitivity in our curriculum, designing activities
that are considerate of student emotions and focused on creating a positive learning environment.

With a strong emphasis on cultural and linguistic responsiveness, our programs incorporate diverse
perspectives, making them relatable and relevant to the multicultural student population in Los Angeles.
Additionally, our STEM modules are device-agnostic, designed to work seamlessly across various
platforms, ensuring flexibility and ease of use. Aligned with both the Next Generation Science Standards
(NGSS) and Common Core ELA and Math Standards, our programs foster the development of critical
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science, engineering, and analytical skills, equipping students with the tools they need to tackle real-world
challenges creatively and effectively.

STEM/STEAM Student Workshops

Study Smart Tutors believes in fostering holistic development in students extends beyond academic
excellence to encompass essential life skills. In the spirit of recognizing the pivotal role of
STEM/STEAM programming in shaping well-rounded individuals, we offer a variety of transformative
workshops designed specifically for students.

Study Smart Tutors' student engagement workshops and enrichment programs are meticulously designed
to resonate with students' diverse life experiences and cultural backgrounds. We understand that effective
learning goes beyond academic content; it requires connecting with students on a personal level,
reflecting their identities, values, and aspirations. Our programs incorporate culturally relevant pedagogy,
where we draw on students' backgrounds, community contexts, and personal interests to create a learning
environment that is both engaging and meaningful. Our workshops are all tailored to reflect the diverse
realities and cultural narratives of the students we serve. We use real-world scenarios and examples that
students can relate to, making the content more accessible and impactful.

All Study Smart Tutors workshops are taught using proprietary and internally created curriculum, lesson
plans, and materials. Study Smart Tutors’ continuously updates and adapts our material based on changes
and updates by conducting research and attending conferences throughout the year on youth development,
career and linked learning education, and other curricular changes. Workshop length and content is
customizable based on the needs of each partner school. Study Smart Tutors shall provide all necessary
supplies, teaching materials, and self-transportation to provide services to students, staff, and families at
the designated sites.

All STEM/STEAM lessons adapt for various abilities, from beginners to more advanced learners by the
use of visual aids, manipulatives, and multimedia resources to enhance understanding and accommodate
different learning preferences. Facilitators also implement strategies for providing appropriate challenges
to advanced students, such as open-ended projects or additional research components, while offering
scaffolding for those who may need more guidance.

STEAM ENRICHMENT PROGRAMMING

Study Smart Tutors offers a variety of STEAM/STEM enrichment programs and courses that are
customized to the needs of the district and the students it serves. Our STEAM initiatives are designed to
spark curiosity and inspire students to pursue further exploration. Our instructional methods and materials
are grounded in evidence-based educational research. We use data-driven approaches to design and
refine our programs, ensuring they are effective in promoting student engagement, retention, and
achievement.

Our LMS system for the enrichment courses has many interactive features such as drag-and-drop
activities, free response inputs, and the ability for students to record their responses. These tools are
designed to be developmentally appropriate for the students' age and grade levels, as well as relevant to
the content areas being supported.
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STEAM Learnine Goal Types of Size of
Course Name & Service Program
Learning
Students will learn how video SM ;I;arfirzﬁite 20
Content Creation for |content production can enhance High Up to y students
. . . course, Large
Career Development |their academic, professional, and School | 12-hours ou per
career interest and pursuits in%persrz)’n classroom
virtual
Students will explore: Intro to Learning
Music Production, Genre, Sound Management 20
Sound Academy: |and Tempo, and Intro to Music . System online
. . . High Up to students
Music Production and | Theory. Students will also learn School | 12-hours | course, Large or
Songwriting how to use an industry standard group, clasiroom
Digital Audio Workstation called in-person,
Soundtrap. virtual
Students will learn recording, Learnin
mixing, EQ, imaging, Mana emint
Sound Academy: compression, reverb, delay and Syste rrgl online 20
Advanced Mus?c. stems. Students will also learn High Up to czurse Laree students
Production how to use an industry standard School | 12-hours r(;u & per
Digital Audio Workstation called in% erspo’n classroom
Soundtrap to create their own VIi) rtual ’
musical mixes, beats and songs.
Students will explore careers, Learnin
copyrights, sampling, record Mana emin "
Sound Academy: lelbs 5, Dmaling, GOvET A, S sterr% online 20
Careers. Bran di}lll. promotion and performance. High Up to cz)lurse Laroe students
and P;omo tion & | Students will be guided to create School | 12-hours r(;u & per
their own press releases, record | group, classroom
in-person,
labels, logos, mood boards, cover ittual
art and stage presence personas.
Students will explore sneaker MI;EZHQEEH ;
design, distribution and retail and Syste rrgl online 20
Sneaker Essentials sneaker media. Students will High Up to cgurse Larce students
create and design a sneaker School | 24-hours ro’u & per
portfolio, mood board, pair of | group, classroom
in-person,
sneakers and logo. :
virtual
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Learning
Celebrating the Management 20
Influence of African | Students will learn about Africa, . System online
. . . . . . High Up to students
Fashion, Music and |influences in fashion, art, music course, Large
. . . School | 12-hours per
Science with Ugo | and science. group,
. . classroom
Mozie In-person,
virtual
Learning
. Students will explore the Manageme'nt 20
Exploring Data . . . . System online
. following topics: interpreting and High Up to students
Analytics Through ’ course, Large
representing data, patterns of School | 12-hours per
eSports . . group,
association and probability. . classroom
in-person,
virtual
Learning
Students will explore the current Management 20
S e state and fumr.e of eSports and Isfdn g System online students
. Content Creation, twitch and course, Large
with Blaze . .. School | 12-hours per
YouTube analytics, and diversity, group,
. . > . . classroom
equity and inclusion in gaming. in-person,
virtual
Students utilize web-based tools
for creating game levels that can
be accessed anywhere. They will Learning
also discover what skills they Management 20
) enjoy most while exploring the R Up to System online students
Game Design evolution of the game course, Large
. School | 12-hours per
development process. Finally, group,
. . . classroom
students will analyze how their In-person,
skills can take them beyond virtual
gaming and into other emerging
careers.

STEAM (Stand-Alone Workshop)

Students will be able to explain
s what a healthy lifestyle entails as
VI;; a:thy I];wl?t%' well as learn different activities Large group, |20 students
i ;le cl;l; WZZ ; s?}e < and habits to incorporate or 9-12 1-hour in-person, per
dtyoes it involve? PS5 | exclude from their daily routines virtual classroom
’ to improve the quality of their
life.
Fogg‘g)elss tss?ll‘}zl;?z:in Students will be able to utilize Large group, |20 students
. g problem-solving and teamwork 6-12 2-hour in-person, per
problem solving to . .
. to resolve a STEAM issue. virtual classroom
resolve a STEAM issue.
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Problem Solvers:

new learnings with other student

learning through o,

virtual tours

Oil Spill - Utilizing [Students will be able to utilize |6 - 12 D-hour Large group, [20 students
problem-solving to [problem-solving and team work in-person, per

to resolve a STEAM issue. virtual classroom
resolve a STEAM
issue.

Students will be able to

full 1 igat

prcly o sl 13 oo (s, R0t
Virtual Field Trips: o . in-person, per
Experiential exhibits and present some of their| Ll lassroom

Sample Lesson Plan for Sound Academy

Lesson Plan: Music Production Equipment
Grade Level: 9th-12th
Duration: 60 minutes

Objective:

tools.

2. Explain the signal flow of audio in and out of the computer.

1. Describe the necessary tools used for music production and understand best practices with those

Materials Needed:
- Week 2 - Sound Academy Presentation (in LMS)

- Computer or tablet for each student
- Video about music production equipment

- Internet access for research and work done in SoundTrap Accounts

- Collage-making software or materials for creating a dream setup

Warm Up 1.

(10 min) production equipment.

production? Be specific."

Discussion: Begin by asking students what they already know about music
O  Questions: "What tools and equipment are you aware of for music

2. Prompt: Ask students to write down what they want to learn about music
recording tools. This helps set learning goals for the session.

Direct 1.
Instruction slide.
(15 min) 2.

Video Activity: Show a video about music production equipment.

Tasks: As students watch, ask them to identify:
o  Three important pieces of equipment for creating instrumental music.
o Two important pieces of equipment for recording audio.
o  One question they have after watching the video.

3.  Whole-Class Discussion: Facilitate a discussion to review their responses.

Introduce the key concepts using the "Introducing Music Production Equipment"
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Activity: Music 1. Introduce the activity using the "Music Production Setup" slide.
Production 2. Task: Have students create their dream music production setup.
Set-up' o They will collect images or online links to different products, including:
i) m A computer (laptop or desktop)
m  An audio interface
m  Studio monitors
m  Headphones
m A MIDI keyboard or controller
o Encourage them to use online resources such as Sweetwater or Guitar
Center.
Example: Show an example setup using an online search.
Sharing: After students have completed their collages, call on a few students to
share their setups with the class.
Check for Use the "Check for Understanding: Music Production" slide.
Understanding Activity: Have students complete the image mapping activity, where they match
(10 min) equipment names to images.
3. Review: Go through the answers with students and clarify any
misunderstandings.
Wrap-Up 1. Recap the key equipment needed for music production.
(5 minutes) 2. Reflection: Ask students to reflect on one new piece of equipment they learned
about and how it could fit into their production goals.

LEGO Programming & Science Enrichment Courses
Science Enrichment and LEGO Engineering

Students will set off rockets, make huge chemical reactions,
Science Enrichment |make lava slime, look for life and rocks on other planets,
Course recycle water in space, and make out of this world Up to
Professor Egghead  |volcanoes on their way to becoming astronauts! They get to K-8 p
. : 12-hours
take home their experiment every week and at the end of
*in person only the session, students will receive their own Astronaut
Degree.
Using LEGOs, students will design and build real mega
LEGO Engineering [machines like spinning windmills, lifting cranes, elevators,
Course cars, and way more. We'll use wheels, bands, gears, pulleys, Toio
and tons of other cool specialty Lego pieces to build our 3-12 25-hours
In-person or Virtual |Machines, and then after the building phase is complete
LMS system we’ll put them to the test. At the end of the session, all
students will receive their very own Engineering Degree.

Science Enrichment: Our engaging science workshop delivers an interactive, hands-on approach to

exploring essential science concepts aligned with the Next Generation Science Standards (NGSS). This
engaging, one-hour class format allows students to dive deeply into scientific discovery, spending 80-90%

of the time actively involved in hands-on experiments. Using our unique Cupboard Science method and

materials, students are introduced to foundational science topics through experimentation, exploration, and
real-world applications.

Each session is designed not only to engage students in scientific inquiry but also to extend learning
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beyond the classroom. At the end of each class, students will take home their own experiment, along with a
Parent Connection Sheet, which encourages families to understand and continue the scientific exploration
at home, reinforcing the day’s learning and fostering curiosity about the world around them.

Students will perform hands-on experiments using an exploratory approach, enhancing their understanding
of the scientific process. Through experimentation, students will develop motor function, spatial awareness,
and critical thinking, along with problem-solving skills. By connecting science to the world around them,
students will experience “science moments of magic” that build a deeper knowledge of STEM concepts
and potential STEM career pathways.

Sample Experiments covered (Our Inventors Module) may be:

Compasses Helicopters Hovercraft Catapulting
Rockets Rovers Soap Thermometers
Speakers Sundials

This approach ensures that students not only gain scientific knowledge but also develop practical skills that
are essential for lifelong learning and success in STEM fields.

Sample Lesson Plans for Science Enrichment Classes

PROFESSOR

EGGHEAD
ScieNceAceny

NEXT GENERATION SCIENCE STANDARDS COVERED:

PS1.A: Structure and Properties of Matter: Different
kinds of matter exist and many of them can be

Cookle Caper either solid or liquid, depending on temperature.

In this lesson, we learn about the power PS1.B: Chemical Reactions: Substances react

of chemicals and chemical reactions chemically in characteristic ways.
through a fun mystery where we test
different substances to discover who ETS1.B: Developing Possible Solutions: Tests are
stole our freshly baked cookies. often designed to identify failure points or
difficulties, which suggest the elements of the design

KEYWORDS that need to be improved.

Reversible Reaction Irreversible Reaction Chemical Reaction

When a chemical reaction can When a chemical reaction When wo Subst.ances
be undone and return you cannot be undone and you combine chemically
) . and change their
what you started with have new chemicals.

internal structure

CLASS STRUCTURE

The Professor will introduce the idea of some substances
being able to dissolve in water to help us solve the mystery

Dissolving Paper and conduct our tests.
EXPERIMENT We will test various safe “particles” to learn about their

properties, which we will later use to solve our mystery. We

Ident'fy'ng Particles will do the iodine test, the dissolve test, and the react test.

The Professor will introduce chemical reactions and how
Inflating Balloon two chemicals can create carbon dioxide when combined.

TAKE HOME EXPERIMENT Solving the Mystery

Students will test the evidence that we found at the site of the missing cookies to see if
we can match the substance found to one of the substances tested earlier in our
identifying particles experiment. If we match the chemical to one of the substances
found on a suspect, we've solved the crime! Students take home Dissolving Paper.

ASKYOUR EGGHEAD!

Q: What is a chemical reaction?

A: A chemical reaction is when two chemicals combine together to form one or more new
chemicals, called the products.

Q: Can you ever get back the original things you used for a chemical reaction? What is it called when you
can and when you can‘t get them back?

A: Sometimes you can, and that's called a Reversible Reaction. Sometimes you can’t and that's called an
irreversible reaction. A reversible reaction would be something like Freezing Ice, and and irreversible
reaction would be combining baking soda and vinegar, or baking a cake!
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LEGO Engineering: Our LEGO Engineering course offers students an engaging and hands-on
experience with fundamental engineering principles. Using LEGO Engineering along with specialty
pieces like gears, pulleys, levers, ramps, and axles, students will design, build, and test common
engineering structures by various machines, working through exciting engineering challenges that foster
creativity, problem-solving, and innovation. This course is designed to introduce students to the

engineering process while teaching essential engineering concepts that form the foundation for future
STEM learning.

At the end of each workshop, students will test their structures to make sure they pass the challenges.
Students will build some of the following:

1. Elevators
2. Cranes

3. Cars

4. Fans

5. Aqueducts

Course Goals: Throughout the course, students will master 15 common engineering design keywords and
develop essential motor skills and spatial awareness by engaging directly with engineering components.
As students build and experiment, they will gain a better understanding of how mechanical systems work
and the types of thinking needed to solve engineering problems by understanding the engineering process.
The exposure through this course promotes an appreciation for engineering and STEM-related career
pathways, helping students envision a future where they can apply these skills in real-world scenarios.

Sample Lesson Plans for LEGO Ensineering Enrichment

PROFESSOR =

SCIENCEACADEMY I %
Colossal Cranes .~ = L |
Without cranes, how would we be able to build tall structures
like skyscrapers? Students build their own cranes in this lesson
then test them to see if they can lift a payload.
Keywords
Crane Balance Pulley
A Machine that uses a pulley When weight is the same on A wheel with a groove that can
to lift and mowve things. both sides of something. change the direction of pulling.

\Jy rouser

1) Students understand that pulleys make work eosier by changing the direction of force on o weight
2) Students understand that weight must be balanced on an object for it to be stable,.

3) Students understand the eng @ concept of @ erweight, and how a counterweight's distance
changes the maximum payload weight
4) Students understand the concept of building o lintel and overlapping to do so
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Study Smart Tutors + Professor Egghead LEGO
Engineering
Building a Lego Windmill and Exploring Renewable Energy Careers

Grade Level: Middle School (6th-8th)
Duration: 2 hours (3pm to 5pm)

Supplies:
« 1 Lego Kit for every 2-3 students
o Can do individual builds if supplies/lesson warrants
» Slide Deck for presentation w/ content information and build progressions.
* Classroom to fit 20 to 30 students and 1 facilitator with projector, tables, chairs.
» Facilitator Laptop and projector hookups

Agenda:

1. Introduction to Wind Energy and Engineering Careers (15 minutes)
0 Objective: Introduce renewable energy, the basics of wind energy, and the
role of windmills.
0 Discussion Points:
m  What is renewable energy, and why is it important?
m Careers in wind energy engineering, environmental science,
and technology.
0 STEAM Connection: Mechanical engineering, environmental science, and
technology advances in energy systems.
2. Windmill Design Challenge Overview (5 minutes)
0 Objective: Explain the design challenge - to build a Lego windmill that
rotates with wind.
o0 Instructions: Students will work in pairs or small groups to encourage teamwork
and idea sharing.
3. Build the Lego Windmill (40 minutes)
0 Guided Build: Lead students through constructing a basic windmill structure.
o0 Experimentation: Encourage students to personalize their designs by
adjusting blade shapes or angles for optimal performance.

4. Stretch & Brain Break (10 minutes)
5. Testing and Iteration (15 minutes)
0 Objective: Observe how design changes impact the windmill's performance.
0 Activity: Use a fan or blow on the windmills to test. Discuss:
m  How does changing blade shape, size, or angle affect rotation?
m  What improvements could be made to make the windmill spin
more efficiently?
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6. STEAM Career Connections (15 minutes)
0 Discussion Points:

m Engineering and Technology: Engineers develop wind turbines
considering material strength, durability, and efficiency.

m  Environmental Science: Renewable energy reduces environmental
impact. Careers focus on sustainable practices.

m College and Career: Discuss related college majors (environmental
engineering, mechanical engineering) and roles in sustainable energy
industries.

7. Real-World Application Reflection (10 minutes)
0 Objective: Connect the lesson to potential career paths and inspire creative
thinking.
O Activity: Students brainstorm other machines or structures that use similar
principles (e.g., water mills, sustainable energy gadgets).
0 Reflection Prompt: Ask students to share one thing they would improve on their
windmill or how they see wind energy used in the real world.
8. Wrap-Up, Q&A, and Clean-Up (10 minutes)
0 Objective: Conclude with an open discussion for questions and ensure the
space is cleaned up.
0 Q&A: Encourage questions about STEAM careers or the lesson.
0 Clean-Up: Students help reset the space, organizing Lego pieces.

Lesson Goals:

* Understand STEAM Professions: See how careers in engineering, environmental
science, and technology intersect in renewable energy.

*  Hands-On Problem Solving: Develop skills in testing, iteration, and teamwork.

* Real-World Relevance: Connect skills learned to college majors and careers in
sustainable industries.

"Hands on, Minds on!"

PROGRESS MONITORING AND REPORTING

STEAM/STEM Program Reporting -Study Smart Tutors utilizes a variety of means to engage in a
mindset of continuous improvement and collaboration. By consistently monitoring , we can ensure the
program elevates student academic skills and prepares them for future success. We have experience
developing a variety of reports for different levels of programming, including attendance reports, district
report, individual student progress reports (when applicable), and a program completion report that can be
provided in the frequency determined by the district and schools.

Study Smart Tutors places an emphasis on the evaluations of services and outcomes. Study Smart Tutors

will meet frequently with key school district personnel to discuss the program implementation, and ways
for continuous improvement. Qur Academic Service manager works with school personnel regularly to
review data, reports, etc. to promote collaboration and partnership.
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- Deliverables: Activity Completion Report - Shows which activities students have viewed and
completed (this is especially useful if a lesson/presentation does not include quizzes).

- Activity Log-In Report - Shows how many times students have accessed the course.

- Attendance Tracker - Shows how many times students have logged in to a particular course. This
tracker also shows on which days students have logged in and how much time they spent working
on activities in the system.

All sessions/courses and interactions are tracked and school personnel are provided timely documentation
of student participation and progress.

® Attendance is taken by our facilitators for all occurring sessions for all of our partners and is
used to monitor attendees’ consistency who have multiple sessions. It allows us to plan, modify,
and coordinate with partners on how to better support programming depending on the gathered
attendance data. Attendance and participation reports are provided in Google Doc format so that
school leaders can view data in real time.

® Academic Reports submitted will include # of students by school, grade levels participating in
tutoring, student participation, frequency/duration of participation of individual students by grade
level and school and evidence of outcomes.
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PROGRAM ELEMENTS (CATEGORY II)

Scope of Work & Proposed Programming

Study Smart Tutors believes in fostering holistic development in students extends beyond academic
excellence to encompass essential life skills. In the spirit of recognizing the pivotal role of
STEM/STEAM programming in shaping well-rounded individuals, we offer a variety of transformative
workshops designed specifically for students.

Study Smart Tutors is prepared to provide the most effective and relevant suite of programming and
professional development for LAUSD to fulfill the scope of work outlined in the RFP. This includes:
e Study Smart Tutors & InspireEDU STEAM: Film (Category II)
e Pitsco Missions and Expeditions (Category II)

Implementation Timeline
A typical implementation model with Study Smart Tutors usually follows the following timeline:

1. Partnership Manager meets with school site personnel to determine the appropriate services that
meet their needs and desired scope.

2. Following the initial meeting, the Partnership Manager then develops a proposal for the
partnering school’s review.

3. Stakeholders at the school review the proposal and either ask for adjustments, or confirm the
proposal matches the scope of services desired and meets the school’s budget.

4. After confirmation, depending on the request, Study Smart Tutors’ team usually requires between
3-6 weeks to coordinate the service and arrange staffing.

5. Additionally following confirmation, Study Smart Tutors’ coordinators set up a pre-service
meeting to confirm all logistics with the schools site personnel to ensure accurate delivery of
agreed upon services.

6. Subsequent to the first session of services, Study Smart Tutors’ team will conduct a first-class
check in to solicit initial feedback from the school or organizing program. If adjustments need to
be made prior to the next class, Study Smart Tutors’ coordinator will relay all information to the
team.

7. Depending on the duration of services, Study Smart Tutors’ team may also conduct a mid-course
check in to continue to monitor the course and receive feedback from the school or organizing
program.

STEM/STEAM Programming Methodology

Study Smart Tutors' STEM programming is thoughtfully crafted to be inclusive, accessible, and engaging
for all students. Our activities follow a universal design approach, ensuring that each lesson is functional
and beneficial for a diverse range of learners. To address specific needs, our programming includes
alternative methods of presentation, such as visual aids, hands-on activities, and audio components, to
make content accessible for every student. We prioritize sensitivity in our curriculum, designing activities
that are considerate of student emotions and focused on creating a positive learning environment.

With a strong emphasis on cultural and linguistic responsiveness, our programs incorporate diverse
perspectives, making them relatable and relevant to the multicultural student population in Los Angeles.
Additionally, our STEAM modules are device-agnostic, designed to work seamlessly across various
platforms, ensuring flexibility and ease of use. Aligned with both the Next Generation Science Standards
(NGSS) and Common Core Standards, our programs foster the development of critical science,
engineering, and analytical skills, equipping students with the tools they need to tackle real-world
challenges creatively and effectively.
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STEAM Student Workshops

Study Smart Tutors' student engagement workshops and enrichment programs are meticulously designed
to resonate with students' diverse life experiences and cultural backgrounds. We understand that effective
learning goes beyond academic content; it requires connecting with students on a personal level,
reflecting their identities, values, and aspirations. Our programs incorporate culturally relevant pedagogy,
where we draw on students' backgrounds, community contexts, and personal interests to create a learning
environment that is both engaging and meaningful. Our workshops are all tailored to reflect the diverse
realities and cultural narratives of the students we serve. We use real-world scenarios and examples that
students can relate to, making the content more accessible and impactful.

All STEAM lessons adapt for various abilities, from beginners to more advanced learners by the use of
visual aids, manipulatives, and multimedia resources to enhance understanding and accommodate
different learning preferences. Facilitators also implement strategies for providing appropriate challenges
to advanced students, such as open-ended projects or additional research components, while offering
scaffolding for those who may need more guidance.

Our STEAM initiatives are designed to spark curiosity and inspire students to pursue further exploration.
Our instructional methods and materials are grounded in evidence-based educational research. We use
data-driven approaches to design and refine our programs, ensuring they are effective in promoting
student engagement, retention, and achievement.

Our LMS system for the enrichment courses has many interactive features such as drag-and-drop
activities, free response inputs, and the ability for students to record their responses. These tools are
designed to be developmentally appropriate for the students' age and grade levels, as well as relevant to
the content areas being supported

STEAM PROGRAMMING: FILM
Developed in collaboration with Inspire EDU, Study Smart Tutors designed the following courses to
introduce high school students to the fundamentals of film and production in the STEAM arena.

Inspire EDU is an innovative organization that enhances educational experiences in arts, media, and
entertainment by integrating technology and modern teaching methods, equipping students with essential
digital resources and in-person learning experiences to thrive in a technology-driven world.

Collaborating with schools, educators, and non-profit organizations, Inspire EDU creates dynamic
learning environments to prepare students for future challenges and careers in arts, media, and
entertainment. In addition, students have the ability to use multiple tools to check for understanding from
drop and drag and other interactive tools. A user friendly one-click data downloadable report is also
available.

These courses are ideally suited for live in-person, online instruction with a live facilitator, or hybrid model.
Each film course offers up to 100 hours of instruction, adjustable from the standard pacing of 1-hour per
week to fit individual school needs and schedules.

1. Creative Storytelling in Film with Pixton & CeltxFilm: In this eight (8) unit course, students
embark on a transformative journey to become inspired filmmakers, honing their ability to
harness the power of storytelling. They will delve into the essence of storytelling, using their own
lived experiences as a canvas to express their ideas. Acting as the main character, producer, sound
designer, and lighting engineer, students will explore storytelling as a means of communication,
learning to distinguish between fact and fiction.
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Throughout the course, students will transition from passive media consumers to active content
creators, developing a comprehensive understanding of how personal and historical narratives
serve as the foundation for compelling video projects.

Students learn about the production process, technical skills, equipment usage, and media literacy
concepts. Throughout, students delve into cinematography, sound production, and post
production, creating their own films.

Utilizing cutting-edge equipment, techniques, and industry-standard software like Adobe
Premiere and Creative Cloud, students will master the intricacies of video production.
Encouraging collaboration, the course recommends project work in small teams of 3-5, where
each student will edit their own version of the project using shared materials, fostering individual
creativity and technical proficiency.

This course also includes:
- Comprehensive Student & Instructor Supports
- End of Lesson Checks for Understanding
- Instructional Videos
- Project-based Interactive Learning Experiences
- Independent, Partner, and Group Work
- Reflection and Discussion

Filmmaking and Video Production with Adobe Premiere Pro: This course, structured in eight
(8) units builds upon basic filmmaking concepts, guiding students through the complete process
of short narrative film production. Beginning with foundational skills—such as screenplay
structure, camera functionality, and role-specific tasks—students will advance to mastering team
collaboration, storyboarding, directing, and editing.

As students produce two to three short film projects from concept to completion, they will gain
invaluable hands-on experience. Each project offers a unique opportunity for students to enhance
their skills, engage in self-reflection, and exchange constructive feedback with peers. By
immersing themselves in these creative processes, students will cultivate a deep appreciation for
the collaborative nature of filmmaking and the profound impact of compelling storytelling.

Utilizing the latest filmmaking tools including Adobe’s Premiere Pro editing software, students
will emerge as confident, skilled filmmakers ready to craft compelling narratives and make
meaningful films.

This course also includes:
- Comprehensive Student & Instructor Supports
- End of Lesson Checks for Understanding
- Instructional Videos
- Project-based Interactive Learning Experiences

- Independent, Partner, and Group Work
- Reflection and Discussion

Pitsco Curriculum: Missions and Expeditions

In partnership with Pitsco, Study Smart Tutors’ highly qualified facilitators will implement the following

Pitsco STEAM curriculum to students in LAUSD.
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Pitsco’s STREAM Missions (grades 3-5) and STEM and Career Expeditions (grades 6-9) are offered
through Pitsco’s learning management system, Synergy. Synergy incorporates single sign-on through
OneRoster®, enabling compatibility with ClassLink and Clever. Synergy is Learning Tools
Interoperability (LTI) compliant and integrates with industry-standard learning management systems,
including Schoology. The content meets the latest LTI standards version 1.3 and LTI Advantage. This
means Missions and Expeditions content may be delivered to learners via LAUSD’s preferred LMS
instead of Synergy.

Synergy incorporates the Immersive Reader learning tool by Microsoft. This tool is available throughout
the Synergy platform, from the navigation pages to the content, making it more accessible to both ESOL
and students with disabilities. Users will be able to choose their own preferences: translate the audio and
text into the preferred language or dialect; adjust the audio speed; change the on-screen text’s font size,
style, and color; and more.

STREAM Missions Grades 3rd-Sth

Elementary years are the best time to capture students’ interests and begin introducing careers. Children
are naturally inquisitive and want to discover the world around them. Pitsco Education’s STREAM
Missions were developed to science, math, ELA, and technology standards, while embracing the whole
child initiative. Students learn from structured and guided inquiry, student-centered technology, and
interdisciplinary instruction. Reading practice, math, and art are woven into science instruction in every
Mission, turning STEM into STREAM. A combination of illustrations, interactive check points, writing
activities, audio visual instruction, and hands-on experimentation are delivered through a cloud-based
learning content management system, allowing for a flexible learning environment. The variety of needs,
skills, and interests of students are met in a Missions classroom. In addition to the rich and engaging
content, each Mission has 6 different connections: language, math, research, careers, science, and social
studies.

Pitsco Education’s hands-on STREAM Missions was developed to meet rigorous educational standards
while providing an exciting, motivating experience for learners in Grades 3-5 that prepares them for the
future.

There are 15 titles at each grade level — 3rd, 4th, and 5th — that provide comprehensive hands-on
instructions. Each Mission is organized into integrated activities to be completed in five (5) sequential
instruction intervals. Each interval consists of a Briefing, Reading, and Exploration, and learning is
guided by essential questions provided to the teacher in the Teacher Notes. Vocabulary, Math, Research,
Career, Science, and Social Studies Connections are also included with every title.

Each Briefing provides content to the students. There are coordinating Briefing sections in the Mission
Journal. Students learn vocabulary and experience checkpoints to assess knowledge in the Briefings.

Each Mission has unique informational text that students read. Each interval, students read a different set
of pages and answer questions through reciprocal teaching.

Students complete Explorations through online content. Instructions, pictures, and videos help students
complete the hands-on activity. Math, engineering, and art principles are applied in all Explorations.

Every Mission title has a unique Mission Journal that students use to document their progress through a
Mission. This journal serves as a proof of learning and provides opportunities for authentic assessments.
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Sample Outline Lesson Plan for STEAM Missions

Being Healthy | Summary

For the next few days, students will do hands-on activities to explore the different things that affect
the body in both positive and negative ways and make math applications to basic operations, costs,
and following a budget. Because your participation in the learning process is extremely important, the
following information outlines for you what the students will learn in the Being Healthy Mission.

Overview

« Analyze the experiences your body goes through  + Perform different cooking measurements and
as you wake up. examine nutrition labels.

« Design a device that produces sounds of different + Determine how the skin is an important line of
volumes and pitches. defense for the body.

« Categorize the nutrients that are essential for a « Play a game that demonstrates the importance of
healthy body. being healthy.

« Categorize food intro groups and plan meals for « Compare the roles of muscles and the skeleton
a day. for movement.

« Evaluate food choices for a healthy diet. « Design a cast for a broken wrist while staying

within a budget for materials.

Interval Focus
1. Waking Senses 3. Healthy Choices 5. Muscles and Skeleton
2. Essential Nutrients 4. Skin

Words students will learn in this Mission include:
« brain  nutrients « calories « reflex * motor
« stomach « vitamins « calcium « pigment * joints

Questions for Discussion
During the course of this Mission, students will be assessed on key concepts and activities. To explore the
concepts, you can ask these questions:

« Why is it important to be healthy?

+ How does your food and nutrition affect your body?

« What are nutrients and where do you find them?

Student: Adult:
© 2019 Pitsco, Inc. All rights reserved. MI3+1018+0819-01

STEM and Career Expeditions

Grades 6th-9th

All children have gifts and potential to change the world. It is crucial that the whole child is educated
through hands-on discovery and collaborative learning so they can become the leaders of tomorrow.
Students are the central focus in Pitsco Education’s STEM and Career Expeditions. In Expeditions,
students experience a combination of teacher-led instruction and student-directed learning using a blend of
strategies and delivery methods. Not only do students engage in learning, but they also acquire and
strengthen their knowledge throughout a variety of hands-on STEM projects and career connections.

STEM Expeditions are built on national learning standards that focus on higher-order thinking. STEM
Expeditions match requirements for Next Generation Science Standards, standards from the International
Technology and Engineering Educators Association, and Common Core State Standards for mathematics
and English language arts. STEM Expeditions promote science inquiry, math practices, and engineering
design principles by incorporating STEM concepts into relevant, real-world activities. Using an iterative
project-based approach rooted in the engineering design process, STEM Expeditions enable students to
own their learning, practice collaboration and creative problem-solving, and test ideas.
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Career Expeditions were developed with a focus on the Common Career Technical Core (CCTC)
standards. A variety of nonacademic measures are incorporated throughout via employability skills. Every
Expedition title lists all focus and supporting standards within each activity in the teacher’s guide, and
custom state standards alignment reports are available. Just as important as meeting standards, the
student-directed, collaborative learning environment of STEM and Career Expeditions prepares students
for college, career, and life. Career Expeditions are designed around national career clusters and provide
a greater career focus to a STEM Expeditions experience. Although they do not follow the engineering
design process, Career Expeditions are delivered using the same technology and instructional methods as
STEM Expeditions.

Pitsco Education’s Student Approach

Students are our central focus, and we acknowledge that all have different backgrounds, ethnicities,
experiences, and socioeconomic statuses. We know that for students to be successful, we must equip
teachers with tools to facilitate that success. Through Missions and Expeditions, students experience a
combination of teacher-led instruction and student-directed learning using a blend of strategies and
delivery methods. Not only do students engage in learning, but they also acquire and strengthen their
knowledge throughout a variety of hands-on STEM projects and career connections. From the disengaged
learner to the English language learner to the gifted learner, the Pitsco approach to learning offers learning
opportunities in all modalities: Visual; Auditory; Tactile; and Kinesthetic The integration of hands-on
applications with computer-based delivery when joined to an inquiry-based approach with teacher-led
instruction results in every modality of teaching and every type of student learning being addressed in one
program.

PROGRESS MONITORING AND REPORTING

STEAM/STEM Program Reporting -Study Smart Tutors utilizes a variety of means to engage in a
mindset of continuous improvement and collaboration. By consistently monitoring metrics, we can ensure
the program elevates student academic skills and prepares them for future success. We have experience
developing a variety of reports for different levels of programming, including attendance reports, district
report, individual student progress reports (when applicable), and a program completion report that can be
provided in the frequency determined by the district and schools.

Study Smart Tutors will meet frequently with key school district personnel to discuss the program

implementation, student progress monitoring, and ways for continuous improvement. Qur Academic

Service manager works with school personnel regularly to review data, reports, etc. to promote

collaboration and partnership.

Deliverables: Grade Report- shows quiz grades

- Activity Completion Report - Shows which activities students have viewed and completed (this is
especially useful if a lesson/presentation does not include quizzes).

- Activity Log-In Report - Shows how many times students have accessed the course.

- Attendance Tracker - Shows how many times students have logged in to a particular course. This
tracker also shows on which days students have logged in and how much time they spent working
on activities in the system.

All sessions/courses and interactions are tracked and school personnel are provided timely documentation
of student participation and progress.
® Attendance is taken by our facilitators for all occurring sessions for all of our partners and is
used to monitor attendees’ consistency who have multiple sessions. It allows us to plan, modity,
and coordinate with partners on how to better support programming depending on the gathered
attendance data. Attendance and participation reports are provided in Google Doc format so that
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school leaders can view data in real time.
® Academic Reports submitted will include # of students by school, grade levels participating

in tutoring, student participation, frequency/duration of participation of individual students by
grade level and school, and other measures of progress and evidence of outcomes.
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CAL STATELOS ANGEI.{ TRIO ENRICHMENT

EVALUATION SUMMARY

1. How valuable was your experience?
Facilitator (s):
Adam Fagenson
Oscar Carvente

Topic (s) il e gy A
Enrichment Workshop Courses ) § .

2. Comments about the Study Smart Tutors instructor(s):
* *Very informative, kept us communicating with each other, overall a good tutor.”
+ “They were great and had jokes that made my Saturday. .,

3. Comments about the timing and length of the sessions:

« “The timing was N_?reat and the tutors really knew how to manage
their time 5o it did not seem long.™

= “The timing of the length and sessions cmjusrrz'?hl where we were
able to go over 20 Crucial Job interviews dos and don'ts”

4. What other LMS courses would you be interested in attending with Study Smart Tutors?

wth Mingisat, Identity, Mindtuin

% brings, what the sducation systam in Amarico
5. Additional comments or suggestions:

* “He was a very good teacher and | wish ta have him as my instructor againi®

= “Overall a good experience.”
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Category | Unit Price
12-Hour Content Creation for Career asynchronous online course; 1-year platform $75/student
Development license
12-Hour Sound Academy: Music and asynchronous online course; 1-year platform
Songwriting license $75/student
12-Hour Sound Academy: Careers, asynchronous online course; 1-year platform
Branding and Promotion license $75/student
12-Hour Sound Academy: Advanced Music | asynchronous online course; 1-year platform
Production license $75/student
12-Hour Sneaker Essentials Ia_synchronous online course; 1-year platform $75/student
icense
12-Hour Celebrating the Influence of . -y
African Fashion, Music and Science with gsynchronous online course; 1-year platform $75/student
) license
Ugo Mozie
12-Hour Exploring Data Analitics Through asynchronous online course; 1-year platform
eSports license $75/student
12-Hour Streaming Essentials with Blaze lziasé/:ggronous online course; 1-year platform $75/student
12-Hour Game Design ?synchronous online course; 1-year platform $75/student
icense
. . . Live virtual instruction through Zoom for any of
Live Virtual Instruction to Accompany :
Asynchronous Courses our asynF:hronous courses; up to 20 students $290/hour
per session
In-Person Instruction to Accompany In-person instruction for any of our
asynchronous courses; up to 20 students per $450/hour
Asynchronous Courses :
session
Healthy Living: What is a healthy lifestyle 1-hour live virtual workshop; up to 20 students $290/h
and what steps does it involve? per session our
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Healthy Living: What is a healthy lifestyle

1-hour in-person workshop; up to 20 students

and what steps does it involve? per session $450/hour

Problem Solvers: Food Deserts - Utilizing 2-hour live virtual workshop; up to 20 students $350/h

problem-solving to resolve a STEAM issue. | per session our

Problem Solvers: Food Deserts - Utilizing 2-hour in-person workshop; up to 20 students $450/h

problem-solving to resolve a STEAM issue. | per session our

Problem Solvers: Food Deserts - Oil Spill - . . .

Utilizing problem-solving to resolve a 2-hour I|ye virtual workshop; up to 20 students $290/hour

STEAM issue. per session

Problem Solvers: Food Deserts - Oil Spill - . .

Utilizing problem-solving to resolve a 2-ehrosuerslgi-opr$rson workshop; up to 20 students $450/hour

STEAM issue. P

Virtual Field Trips: Experiential learning 1-hour live virtual workshop; up to 20 students $290/h

through virtual tours per session our

Virtual Field Trips: Experiential learning 1-hour in-person workshop; up to 20 students $450/h

through virtual tours per session our
. . Minimum 10-hour live virtual workshop; up to 15

10-Hour+ LEGO Engineering Course students per session $290/hour
. . Minimum 10-hour in-person workshop; up to 15

10-Hour+ LEGO Engineering Course students per session $450/hour

LEGO Engineering Course Materials LEGO Engineering course kits; 1 per student $90/student

Science Enrichment Course In-person $450/hour

STEM Facilitation $140/hour
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EXHIBIT B

PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead,

general, and administrative (G&A), profit, and other relevant costs.

Pitsco: STREAM Missions

- Hands-on Materials
- Student Journals
- Shipping and Installation

Category I Unit Price
Creative Storytelling in Film with Pixton &
CeltxFilm ;M g asynchronous online course; 1-year platform $100/student
license
Filmmaking and Video Production with Adobe
Premiere F?ro asynchronous online course; 1-year platform $100/student
license
All Materials for 6 groups of 4 students (24 total):
- LMS Access and Enablement
- Digital Teacher Materials $426/student

(average cost)*

Pitsco: STEM and Career Expeditions

All Materials for 12 groups of 2 students (24 total):

- LMS Access and Enablement
- Digital Teacher Materials

- Hands-on Materials

- Student Journals

- Shipping and Installation

$409/student
(average cost)**

*Pricing for each unit's hands-on materials varies; lowest average student cost is 5352, highest average student cost is 5491

**Ppricing for each unit's hands-on materials varies; lowest average student cost is 5235, highest average student cost is 5627

RFP NO.: 2000003345
Study Smart Tutors Inc.

Page 39 of 59

Contract No. C7718




The Letter K Corporation dba Tinker the Robot

EXHIBIT A
STATEMENT OF WORK

Program Elements

Tinker the Robot Engineering Design Program - Description of Services

Tinker the Robot’s program will complement LAUSD’s regular school day activities by
providing LAUSD students with real world, hands-on science and engineering experiences that
foster creativity, teamwork, and problem-solving skills while supporting their social and
emotional growth. Driven by the Engineering Design Process, students are encouraged to ask
questions as they think creatively and collaborate while solving problems. Our programs align
with California’s Next Generation Science Standards (NGSS) and Common Core and provide
students with a hands-on experience where they learn science and engineering concepts by
investigating, experimenting, and iterating. All materials for the program are included in our
program fees, and our Tinker Teachers will bring the supplies needed for each session. Our
framework and process mirror the Engineering Design Process and make our programs stand
out—students are introduced to a STEM topic each session, complete a tangible build, and take
their creations home. The Tinker the Robot Framework, rooted in years of classroom experience
and structured

around the engineering design process, has created a high-quality enrichment program that
maximizes learning and engagement.
Tinker the Robot Session Framework:

1) Introduce a topic and relevant technical vocabulary

2) Hands-on build exercising a key concept

3) Propose a problem where students investigate, experiment, and iterate a concept
4) Record, analyze, iterate, and discuss their design and build

Founded by engineers who have worked in various engineering roles across industries, the
format and program content are designed for students to build 21st-century skills and learn about
career pathways while exercising the engineering design process. Within the program, we
embed opportunities for social and emotional growth, fostering a sense of belonging and
connection among students within the school community and with their peers. Additionally,
students are given the opportunity to think, explore, process, and solve problems. Above all, our
youth-safe programs provide students with enriching academic opportunities alongside tailored
activities that amplify their learning in the classroom.

Program Structure

Per LAUSD Solicitation, Structure of In-Person Enrichment Program

Length of Session 60 minutes
Number of Sessions Eight to Ten individual sessions
Program Age Range UTK-2, 3-5, 6-8
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Capacity No more than 35 Students
Space Required All Programs take place in a classroom.

Per LAUSD Solicitation, Structure of Virtual Enrichment Program

Length of Session 60 minutes

Number of Sessions Eight to Ten individual sessions

Program Age Range UTK-2, 3-5, 6-8

Capacity No more than 30 Students
All Programs take place virtually via Interactive live-streaming of Tinker
Teacher

Space Required All materials are provided and mailed to students

Program Description
Engineering Design Challenge - Grades K-2, 3-5, 6-8

The Design Challenge is an NGSS-aligned, inquiry-based program. In each session, students
explore engineering concepts by exercising the engineering design process. They are introduced
to the concept, walk through a hands-on build, are challenged to iterate on that build to complete
a task, and then demonstrate that they have a viable solution. By repeatedly going through this
process, students develop a framework for problem-solving that is applicable beyond the
program.

The Engineering Design Challenge is designed to expose students to science and engineering
concepts and spark their interest. In each one-hour session, students are introduced to one
branch of engineering and the corresponding scientific concepts through a discussion, hands-on
build, experiment, and challenge (test and iterate). In each session, students follow the
engineering design process, empowering students to develop critical thinking, creativity, and
problem-solving skills by engaging in real-world, hands-on applications of science, engineering,
and math. At the end of the session, they are invited to take home their creation to continue the
learning and discussion with family and friends.

We have tailored this program specifically for LAUSD’s in-person and virtual after-school
sessions. The Engineering Design Challenge is divided into topics. Each topic has four dedicated
sessions that explore one branch of science or engineering; the menu is listed in this section and
also in the Appendix. We currently have six topics (24 Sessions) available for the LAUSD
Team to choose from. For the 8-week session, we propose an exploration of diverse engineering
fields. Alternatively, the site can mix and match or repeat topics throughout the academic year,
depending on the interests of the schools, students’ needs, and other participants in the overall
LAUSD program.

Depending on the grade band, the goals, depth of concepts presented/discussed, and hands-on
activities are adjusted to accommodate the students' age and hand/eye coordination.

e K-2is about exposing students to high-level engineering concepts and sparking interest
e 3to5is about exploring concepts from real-world examples
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e 6 to 8 is about connecting those interests with possible careers See the appendix for more
detail regarding the following:

e Sample TK-2 & 3-5 syllabus for an 8-week program, including Learning Objectives,
Engaging Activities, Learning Outcomes, and Materials
e Sample TK-2 & 3-5 Activity

Sample Activity

Below is a condensed version of the activity. For the full activity, see the appendix or click the
links in the image description.

Mechanical Design Drawing - Grades K-2, 3-5, 6-8

The Mechanical Design Drawing activity, conducted in collaboration with CNCA, introduced
students to essential engineering concepts through hands-on learning. All materials were
provided in English and Spanish to ensure accessibility and inclusion. Tinker Teachers
introduced the concepts and activity in class, and the students were encouraged to continue their
work independently at home. With a strong engagement rate of 60%, many students submitted
their completed drawings, showcasing their understanding of mechanical design. This approach
fosters critical thinking, problem-solving, and creativity while ensuring equitable access for
bilingual learners.

Preview of Take Home Resources for CNCA Mechanical Design Drawing for 3-5
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Paper Circuits - Grades 3-5, 6-8

Paper Circuits Activity where each student builds and troubleshoots 5 take-home circuits while
learning electronics principles like voltage, current, resistance, and open/closed circuits. The
program introduced careers in electrical engineering, technicians, and electricians.

Meaningful Physical Activities for All Grades, Skill Levels, and Abilities

At Tinker the Robot, our experience tells us that a tangible/physical, hands-on approach is the
best way to engage students in science and engineering. Each session features a meaningful
physical activity or build tailored to specific grade bands (UTK-2, 3-5, and 6-8), ensuring that
concepts are both accessible and relevant. Our approach blends storytelling, discussion, and
hands-on experimentation to bring abstract ideas to life. Backed by a strong history in hands-on
STEM programming, we design activities in collaboration with teachers, engineers, and
developmental specialists to ensure the developmental appropriateness of tools and materials for
each grade level. In addition, our programs are crafted for flexibility, allowing our trained
Tinker Teachers to guide modifications as needed, ensuring inclusivity for all students. Having
delivered our programs to hundreds—and in some cases, thousands—of students, we’ve refined
what works effectively to meet learning objectives and provide impactful lessons.

Here is a sampling of the materials included -

Each topic in the Engineering Design Challenge incorporates a hands-on build with its own set
of Build Components, shared supplies, and class equipment—Iisted in the Appendix by
Program Weekly Schedule.

Build Components: Consumable items that Students take home as a build

Shared Supplies: Tape, glue, and fasteners used for assembling

Class Equipment: Pencils, Measurement tools, or Items belonging to Tinker the Robot
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Lab Notebook: Each student will receive a Tinker the Robot Lab Notebook or worksheet tailored
to the session, containing concepts covered, activity details, and resource links for further

learning at home, encouraging ongoing discussion, parental engagement, and family exploration
of the subject.

Capacity and Capability to Deliver Comprehensive STEM Services Across the District

Virtual Programming: Our organization has the capability to provide virtual STEM programs
accessible to all regions within the district. Currently, we have ten teachers ready to facilitate
these sessions, and we can easily recruit and scale our team as needed to meet demand, ensuring
that students can engage in high-quality STEM education, regardless of their geographical
location.

In-Person Programming: Currently, we offer in-person services to Region East and Region
South of the district. However, we can easily expand to cover all four regions depending on
need. With ten dedicated teachers available for on-site programs, we effectively deliver hands-
on, engaging STEM education tailored to the specific needs of these areas. Additionally, we
have partnerships with colleges and universities in these regions, allowing us to tap into local
engineering schools for recruitment and hire additional staff as needed. Our established
relationships with local schools and community organizations further enhance our capacity to
reach and serve students in these communities.

Comprehensive Access to Virtual STEM/STEAM Curricula

At Tinker the Robot, we offer access to a diverse array of virtual STEM curricula designed to
engage students across multiple disciplines. Our programs cover subjects outlined in the RFP,
including Aerospace, Al, Arts, Biology, Chemistry, Climate Change, Computer Science, Earth
and Space Science, Engineering, Environmental Education, Marine Sciences, Mathematics,
Multimedia, Physics, Robotics, and Science-Art Integration.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general, and
administrative (G&A), profit, and other relevant costs.

Price Price
Price 8-week 10-week
Category I Unit Per session session
Session
Customization and
Integration Program Creation and Customization per site $60.00] $480.00 $600.00]
Two Teachers per session
Includes -
- Professional Development
- Salaries for 2 Teachers
Professional - 20:1 Student: Teacher Ratio (per the RFP, 35
Development Students/Class) $150.00f  $1,200.00f  $1,500.00}
Salaries for our Region Managers
- Coordinating with Sites
Implementation - Managing Tinker Teachers
and Monitoring |- Managing Materials and Supplies $120.00| $960.00]  $1,200.00]
Materials per student - $6/student/session with a total
Materials of 35 students per RFP
(Consumables) - Students take a home a build every session $215.008  $1,720.008  $2,150.00]
General Supplies and Equipment
Required - Projector, Computer, Cart
Equipment - Consumable Sharable Supplies - Markers, Tape, etc. $80,00| $640.00 $800_00|
Other Costs Coordination and Overhead 5100.00]  $800.00] $1,000.00]
Total Annual Cost $725.00]  $5,800.00]  $7,250.00]
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Tutor Me LA LLC

EXHIBIT A
STATEMENT OF WORK

Program Elements

Detailed Plan to Perform the Required Services

Tutor Me Education (TME) has developed a comprehensive plan to perform the services outlined
in the Statement of Work, which includes both in-person and virtual STEM/STEAM enrichment
and supplemental instructional services. Our program plan is structured in 10-week cycles with
a flexible schedule to accommodate both after-school and intercession periods. Each cycle
begins with a Customization Phase to identify student proficiency levels and establish
Individualized Learning Plans (ILPs). These plans outline targeted goals and milestones for each
student based on their grade level and specific learning needs.

The Implementation Phase includes interactive, project-based activities designed to engage
students in real-world applications of STEM/STEAM concepts. Our instructional strategies
emphasize hands-on learning experiences and incorporate virtual field trips, live
demonstrations, and collaborative group projects. The curriculum is mapped to California state
standards, including NGSS, Common Core, and ISTE standards, to ensure alignment with
district objectives. TME provides Ongoing Monitoring and Reporting through bi-weekly
progress reports that track student attendance, participation, and progress toward their ILP
goals. At the end of each cycle, a Review Phase evaluates student growth and proficiency,
enabling us to measure the program’s impact and make necessary adjustments for future cycles.

Development of Individualized Learning Plans (ILPs)

Phase 1: TME’s instructional team collaborates with LAUSD educators to create ILPs for each
Program student. The ILP outlines specific learning goals, milestones, and instructional
Customization strategies designed to address areas where the student may need additional support

or enrichment. These plans are also designed to align with LAUSD’s broader
academic objectives, ensuring cohesion with the district’s curriculum and standards.
ILPs are shared with both students and their families to encourage transparency and
collaborative goal-setting.

Phase 2: In-Person and Virtual Instruction

Implementation of Depending on the school’s preference, TME provides a mix of in-person and virtual
STEM/STEAM instructional formats. In-person sessions take place after school or during designated
Enrichment & intercession periods at LAUSD facilities, while virtual sessions are conducted through
Supplemental TME’s proprietary online learning platform. This platform offers interactive features
Programs such as real-time whiteboards, video conferencing, and breakout rooms for

collaborative projects.
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Project-Based Learning

Students participate in STEM/STEAM projects designed to promote critical thinking,

creativity, and hands-on engagement. Examples of these projects include:
Elementary Grades (TK-5): Activities may involve simple engineering
challenges, such as constructing bridges from everyday materials, or
creating basic circuits to understand electrical currents.
Middle School Grades (6-8): More complex projects are introduced, such
as designing model rockets to explore physics concepts or building
hydroponic gardens to study biology and sustainability.
High School Grades (9-12): Advanced projects are implemented, such
as coding and programming small robots, or environmental science
projects where students collect and analyze local water samples.

Hands-On STEM/STEAM Activities
Each week, students engage in hands-on activities related to science, technology,
engineering, arts, and mathematics. These activities are designed to complement their
regular curriculum and to help reinforce concepts they are learning in the classroom.
Examples include:
Virtual Labs: For subjects like biology and chemistry, students can
conduct experiments in virtual labs where they observe chemical reactions,
study cell structures, or simulate environmental changes.
Field-Based Experiments: For students participating in in-person
sessions, TME organizes field trips and experiments, such as water quality
testing or plant growth studies in local parks or green spaces.

Supplemental Physical Activities

TME’s program also includes supplemental physical activities, as detailed in the
previous response. These activities encourage physical wellness and motor skill
development, with activities tailored to each grade level and designed to be inclusive
of all abilities.

Bi-Weekly Progress Reports
Every two weeks, TME’s instructional team generates detailed progress reports.

Phase 3: Ongoing These reports include metrics on student attendance, participation, engagement, and
Monitoring and performance against their ILP goals. Reports are shared with LAUSD administrators,
Reporting teachers, and parents to keep them informed of each student’s progress. In addition

to academic metrics, TME also tracks behavioral and social-emotional outcomes,
providing a holistic view of each student’s growth.
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Comprehensive Program Evaluation

Phase 4: TME compiles key performance indicators, into a comprehensive program evaluation
Program report for LAUSD. This report includes:
Evaluation Achievement Metrics: Analysis of student improvement in STEM/STEAM

skills, including specific data points for each grade span.

Engagement and Attendance: Insights on student attendance and
engagement trends, with recommendations for improving participation

in future cycles.

Behavioral and Social-Emotional Outcomes: Observations on students’
development in areas such as collaboration, problem-solving, and self-
efficacy, which are critical to success in STEM/STEAM fields.

Feedback Integration and Program Iteration

TME conducts end-of-cycle feedback sessions with LAUSD stakeholders, students, and
families to gather input on their experiences with the program. This feedback is used to
make enhancements to curriculum content, instructional methods, and program
delivery. TME’s iterative approach allows the program to evolve based on the specific
needs and preferences of LAUSD, ensuring that each subsequent cycle is more
effective and aligned with the district's educational goals.

In addition to the main phases, TME assigns a dedicated program manager to serve as the main point
of contact for LAUSD. The program manager oversees all aspects of program delivery, coordinates
with district staff, and addresses any challenges that arise during implementation.

TME offers technical support for students and families participating in virtual learning sessions. We
provide guidance on accessing our online platform, troubleshooting connectivity issues, and utilizing
assistive technologies to ensure every student can fully participate. Recognizing the role of families in
student success, TME hosts periodic workshops and information sessions for parents. These sessions
cover topics such as supporting STEM/STEAM learning at home, understanding ILPs, and
encouraging physical wellness through at-home activities.
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Supplemental Physical Activities Program for Grades TK-12

Tutor Me Education (TME) recognizes the importance of physical wellness in supporting students’
overall development, particularly within the context of STEM/STEAM learning. As part of our
STEM/STEAM program, we incorporate a range of supplemental physical activities that promote
physical movement, engagement, and coordination alongside academic growth. Our program is
designed with inclusivity in mind, allowing students of all skill levels and abilities to participate
comfortably. Activities are developmentally appropriate and tailored to the needs of each grade span—
TK-2, 3-5, 6-8, and 9-12—ensuring that students receive experiences that challenge them physically
while enhancing their understanding of STEM/STEAM concepts.

Inclusive and Adaptive Physical Activities for All Grade Levels

To create a program that truly serves all students, TME employs Universal Design for Learning (UDL)
principles to ensure that physical activities are accessible to those with varying physical abilities and
learning needs. Each activity is adaptive and offers multiple ways for students to engage, whether they
are participating in-person or virtually. We provide a wide variety of activities designed to suit different
interests and physical abilities, encouraging a positive attitude toward movement and health.

For students with specific physical or learning needs, TME makes available optional adaptive
equipment listed below. These resources are designed to support all students, ensuring they can
participate in activities meaningfully and safely.

Large-print materials and visual aids to assist students with visual impairments.

Sensory tools and fidget devices for students who benefit from tactile feedback.

Adjustable seating and stabilizing equipment for students who need additional physical

support.

Audio guides and sign language interpreters for students with auditory impairments.

Age-Appropriate Physical Activities Aligned with STEM/STEAM Concepts

Each grade span participates in physical activities tailored to their developmental stage and aligned
with key STEM/STEAM concepts. For example:

Grades TK-2: Younger students engage in activities that emphasize fine motor skills, coordination, and
exploration. Projects such as:

Building simple machines (like pulleys and levers) using everyday materials
allow students to explore basic engineering principles while enhancing hand-eye
coordination.

Nature-based scavenger hunts encourage students to move around while
learning about ecosystems, plants, and animals. These hunts can take place in
school yards, community parks, or virtual formats, with each item representing a
different aspect of their science curriculum.
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Sensory-based activities like creating textures with clay and sand while
exploring shapes and sizes help students develop their motor skills and spatial
awareness.

Grades 3-5: For upper elementary students, physical activities are designed to integrate foundational
science concepts with more involved physical movement, promoting active engagement and
teamwork. Examples include:

Creating and testing catapults or trebuchets: Through these engineering
challenges, students learn about force, motion, and gravity. The project encourages
physical activity, as students assemble and test their designs.

Outdoor ecosystem projects, where students observe and catalog different
species of plants and insects, emphasizing biology and environmental science.
These activities promote physical movement as students engage in scientific
observation and data collection.

Team-building activities like group obstacle courses that simulate natural
processes, such as photosynthesis or the water cycle, engage students physically
while reinforcing science concepts.

Grades 6-8: Middle school activities focus on scientific inquiry and more complex engineering
principles. Activities encourage physical engagement through experimentation and design:

Building and testing model rockets introduces concepts of physics and
aerospace engineering, where students participate in the assembly process and
engage in launching activities.

Geocaching and orienteering combine technology with physical activity as
students use GPS devices or maps to locate specific points in an outdoor setting,
learning about navigation, geometry, and technology in a real-world context.

Energy exploration projects: Students might construct windmills or water
wheels, learning about renewable energy sources through hands-on physical
activity.

Grades 9-12: High school students experience activities that encourage physical engagement
alongside critical thinking and technical skills, preparing them for real-world STEM applications:
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Robotics and automated machines: Students design and build robots or
automated devices, learning about mechanics, coding, and engineering. The
assembly and testing of these devices involve both fine motor skills and physical
movement.

Environmental science fieldwork: High schoolers engage in fieldwork
projects, such as water quality testing at local streams or beaches, where they
collect samples, measure variables, and analyze data. These activities provide
physical exercise while enhancing their scientific inquiry skills.

Anatomy and physiology lab simulations: For students interested in biology
or health sciences, TME offers simulations of medical procedures, where students
can work with models to explore the body’s systems, integrating hands-on activities
that involve movement and coordination.

Inclusivity and Support for All Skill Levels and Abilities

TME’s approach to supplemental physical activities is to make every student feel included and
capable, regardless of their physical abilities. We provide modified versions of each activity so that
students with disabilities or physical limitations can participate in ways that align with their abilities.
For example:
Modified scavenger hunts for students with mobility challenges, where they can participate
with the help of peers or use virtual tools to complete tasks.
Alternative tools for activities that require fine motor skills, such as larger pieces for younger
students or adaptive utensils that make assembly more manageable.
Collaborative team roles in project-based activities allow students with different abilities to
contribute in ways that suit their strengths, ensuring everyone has an active role.

By fostering an environment where physical activity is both enjoyable and integral to STEM/STEAM
learning, TME’s supplemental physical activities promote wellness, inclusivity, and engagement for
all students. Our program ensures that all participants, regardless of their skill level or ability, can
experience the benefits of movement while gaining valuable knowledge and skills in STEM/STEAM
disciplines. This holistic approach helps students make the connection between physical health,
mental well-being, and academic success, setting them on a path to becoming well-rounded learners.

Partnerships to Enhance Virtual STEM/STEAM Education

TME actively partners with leading STEM organizations and educational agencies to enhance the
quality of our virtual STEM/STEAM offerings. Our collaboration with organizations such as NASA'’s
Jet Propulsion Laboratory, Code.org, and the California Academy of Sciences provides students with
access to a rich array of resources, expert-led workshops, and virtual field trips. These partnerships
bring a higher level of engagement to our programs and ensure that students receive cutting-edge
educational content from professionals in the field.

For example, through our partnership with Code.org, TME is able to offer students structured computer
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science courses, from basic coding for younger students to advanced programming and app
development for high school students. This partnership also allows us to provide professional
development opportunities for our instructional staff, equipping them with the latest teaching
methodologies and tools in computer science education. Additionally, TME collaborates with local
STEM-focused non-profits and environmental agencies to offer experiential learning modules in areas
like environmental science, climate change, and sustainability.

Access to Multiple Virtual STEM/STEAM Curricula

TME’s program provides students with access to a wide variety of virtual STEM/STEAM curricula that
cover topics such as marine science, biology, climate change, robotics, aviation/aerospace,
ecosystems, and computer science. Our platform features courses that integrate interactive
simulations, virtual labs, and multimedia resources to enrich the learning experience. For instance,
students participating in our marine science curriculum can engage in virtual dissection labs, analyze
real-world data on ocean temperatures, and participate in interactive activities like building underwater
ecosystems.

The following table outlines sample curriculum modules available to students in the
virtual STEM/STEAM program:

Curriculum Module Description Grade Span

Virtual labs on oceanography, interactive modules on

3-12
ecosystems, and data analysis activities on ocean health.

Marine Science

Climate Change Projects on greenhouse géses, .vi.rt.ual field trips to national parks, 6-12
and real-world data analysis activities.

Hands-on activities in building and coding virtual robots, and

3-12
understanding robotics in industry applications.

Robotics

Exploration of flight principles, virtual tours of space centers, and
Aviation/Aerospace P . 'g P P P 6-12
rocketry simulations.

Ecosystems and Building and testing model ecosystems, virtual labs on food K-8
Biodiversity webs, and projects on environmental impact studies.

Structured codi devel t project d dat
Computer Science ruc ure co _|ng cg_u_rses, app development projects, and data K12
science activities utilizing real-world datasets.
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

Category 1

Unit

Price

ICustomization and

Unit Cost (include detail on discounts provided)

lin-Person: $139/Hr

Integration Virtual: $89/Hr
[Number of participants
. Frequency /Duration Presentation Mode (In- 1-10 Participants
Professional h . .
erson/Virtual/Hybrid) 3-5 times per week
Development

(include detail on discounts and/or rebates applied as
applicable)

lin-Person or Virtual

Implementation and

One time and annual costs (include detail on

Monitoring discounts provided) 52,000

Materials, license  |One time and annual costs (include detail on $2 000

fees, etc. discounts provided) !

Required One time and annual costs (include detail on $2 000

Equipment discounts provided) !

Itemize ; .

[Other Costs (include detail on discounts provided) [Hourly Reduction Fee: 520
Total Annual Cost $6,000
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EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

Category 11

Unit

Price

ICustomization and

Unit Cost (include detail on discounts provided)

lin-Person: $139/Hr

Integration Virtual: S89/Hr

[Number of participants
. Frequency /Duration Presentation Mode (In- 1-10 Participants

Professional : . .

Development erson/Virtual/Hybrid) 3-5 times per week
(include detail on discounts and/or rebates applied as |In-Person or Virtual
applicable)

Implementation and [One time and annual costs (include detail on

o . . 52,000

Monitoring discounts provided)

Materials, license  |One time and annual costs (include detail on

. . 52,000

fees, etc. discounts provided)

Required One time and annual costs (include detail on $2 000

Equipment discounts provided) !

Itemize ; .

[Other Costs (include detail on discounts provided) [Hourly Reduction Fee: 520

Total Annual Cost $6,000
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Woodcraft Rangers

EXHIBIT A
STATEMENT OF WORK

PROGRAM ELEMENTS - CATEGORY 1
Woodcraft’s STEM/STEAM Enrichment Program will include the following subjects:

e Earth and Space Science
e Environmental Education
E-Sports

Local Ecosystems
Mathematics

Multimedia
Robotics

Program Description. Woodcraft Rangers provides meaningful and engaging, hands-on
experiences that integrate science, technology, engineering, arts, and math concepts in new
and innovative ways. Our club offerings include:

1. Arts
Activities: Painting, Sculpting, Sketching, Cartooning, Art History, Paper Art, and
Sculpting

Description: In Arts clubs, students learn to appreciate different artistic styles and
techniques while developing their own artistic voice. Offerings include a diverse
range of traditional media like painting, sculpting, and sketching, along with
popular modern activities like cartooning. Students also learn about art history
through dedicated lessons associated with specific artists and genres.

2. Astronomy
Activities: Stars, Constellations, Planets, Asteroids, Comets, Galaxies
Description: In Astronomy clubs, students explore the mysteries of the universe by
learning about stars, constellations, and planets. Through hands-on activities and
virtual and/or real-live stargazing sessions, students explore the wonders of
galaxies, comets, and asteroids.

3. Biology
Topics: Habitats, Human Body, Plants
Description: In Biology clubs, students explore their curiosity through the
exploration of the natural world and living organisms. Topics are wide ranging and
include ecosystems, plant life, and the human body.

4. Engineering*
Activities: DIY (Maker Space), Lego, Structural Engineering, Simple Machines (JR
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10.

11.

only), Tinkering

Description: Engineering activities foster innovation and problem-solving skills.
Students can participate in DIY projects, build with Legos, and explore concepts
like structural engineering and simple machines, encouraging creativity and
practical application of engineering principles.

Environmental Education

Description: Environmental Education clubs emphasize the importance of
sustainability and eco-consciousness. Students learn about the environment,
conservation, and how human actions impact the planet, inspiring them to take part
in protecting natural resources.

E-Sports

Description: E-Sports clubs combine technology and gaming, allowing students to
hone their skills in strategy, teamwork, and competition through various video
games. Strong emphasis is placed on sportsmanship and critical thinking in a digital
arena.

Marine Science

Activities: Study of Ocean Animals, Ocean Layers, Sand Art, Coral Reef
Description: Marine Science introduces students to the fascinating underwater
world. Through studying ocean animals, coral reefs, and ocean layers, they gain an
understanding of marine ecosystems and the importance of ocean conservation.

Mathematics

Activities: Arithmetic, Geometry, Algebra and Functions, Math Games
Description: Mathematics clubs strengthen students' mathematical abilities through
engaging lessons and activities. Topics range from basic arithmetic to advanced
algebra and geometry, and math games make learning fun and interactive.

Multimedia

Activities: Photography, Video Production, Stop Motion Animation

Description: Multimedia clubs allow students to explore visual storytelling through
photography, video production, and stop motion animation. They learn technical
skills while expressing their creativity and producing their own media projects.

Robotics

Activities: Lego Spike Robotics

Description: The Robotics club teaches students to design and build robots using
Lego Spike. By combining engineering and coding, they develop practical skills in
robotics, problem-solving, and teamwork.

STEAM Camps

Description: STEAM Camps provide immersive experiences in Science,
Technology, Engineering, Arts, and Mathematics. These camps engage students in
project-based learning and hands-on activities, helping them develop a passion for
interdisciplinary fields.
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Woodcraft activities are offered as either “base” or “specialty” enrichment. Specialty
enrichment activities may require additional materials or increased staff wages; as such
specialty enrichment rates may be higher than standard or base enrichment offerings.

Woodcraft STEM/STEAM clubs are customized for each site and grade level. Some
specific examples include:

STEManiacs

STEManiacs is a very popular club that offers students an opportunity to explore a
variety of STEM concepts or deepen their interests and skills in a specific STEM
subject or content area with activities that include coding and cyber security.
Through STEManics, students are also provided many opportunities to engage in
NGSS science practices: ask questions, develop and use models, plan and carry out
investigations, analyze and intepret data, use mathematical and computational
thinking, construct explanations, engage in argument from evidence, as well as
obtain, evaluate and communicate information (NGSS).

MakerSpace

Through MakerSpace, students tinker with various materials and explore
fundamentals of environmental, civil, electrical, and mechanical engineering. Some
activities include the creation of structures, including homes and bridges (civil
engineering), experiments with lightbulbs to discover key techniques in electrical
engineering, designing and building objects that rely on force, motion, and gravity
(mechanical engineering), and the creation and prevention of damage against
earthquakes (environmental engineering). MakerSpace also challenges students to
design a new type of invention to address a simple real-world problem or challenge.

In alignment with our naturalist roots, Woodcraft MakerSpace also often teaches
students about the environmental and responsible application of science and
technology. In alternative energy lessons, students design and build solar cars, hydro
cars and hover crafts, integrating earth sciences, physics and engineering.

Junior Rangers STEM

Junior Rangers STEM offers TK/K students the same meaningful and engaging,
hands-on experiences that integrate science, technology, engineering, and math
concepts in new, innovative and age-appropriate ways. Activities are project- and
inquiry-based, have real- world applications, and utilize materials to illustrate
concepts. STEM topics include: 5 sense, force and motion, insects, life cycles, light
and sound, outer space, plants, weather and more.

Students learn about animal habitats by building dioramas, investigate how simple
machines contribute to modern technology by creating and connecting Rude
Goldberg machines, utilize design thinking to construct various architectural
structures, and learn how to write simple algorithms as an introduction to robotics,
with an opportunity to code their own robotic machines.
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Moreover, students will have opportunities to work independently and
collaboratively to identify real-world challenges and come up with solutions, draft
and prototype and execute through experimentation, providing feedback, making
revisions and trying again. Experiences throughout the program will increase
student’s ability to think critically, collaborate, communicate, and problem-solve.

Robotics

In Woodcraft’s Robotic program, students utilize Lego Mindstorm kits to design and
build simple robots. They learn basic mechanics and circuitry, learn to code, then
write algorithms to instruct their robots to perform simple tasks, like navigating
through a maze. Students also design their own robot tasks and challenges. The
program culminates with student showcases and competitions that invite families
and members of the school community to enjoy student work. Students are also
invited to participate in regional and agency-wide events to compete and showcase
their work for larger audiences.

Woodcraft will work closely and collaboratively with LAUSD and school administrators to
establish expectations for the partnership and ensure that Woodcraft’s STEM/STEAM
enrichment activities are aligned with school and district goals, including defined NGSS
progress metrics.

Together with school and district administration, Woodcraft will determine group interests
and needs and determine a program plan. This includes structure, content and progress
checkpoints. As Woodcraft reviews, analyzes, reflects, and evaluates data, staff will share
findings with the district and school partner, and adjust offerings as needed. Feedback and
findings reveal needs and gaps and inform short- and long-term program decisions.

Woodcraft’s longevity is evidence of our ability to continually respond effectively to the
changing needs of communities, and we continue to build and adapt around the evolving
complexity of issues facing our youth. Thus, when reviewing evaluation results, we listen
and diagnose issues at their root, make the necessary modifications. This may include
marketing and recruitment efforts, such as launch events, parent meetings, lunchtime
recruitment, written communication, etc. and/or adjustments to the planning and
implementation of enrichment activities. Woodcraft’s centralized systems of support allow
for real-time data monitoring and our team of experienced program managers are able to
develop rapid response plans when intervention is called for. Woodcraft’s robust activity
library and L&D Team enable instructors to adapt quickly to the developmental needs and
interests of the students in the program, ensuring high levels of engagement.

DELIVERY AND INTERACTION

Woodcraft Rangers STEM/STEAM club offerings will be interactive, include videos and
gamification where appropriate, and be developmentally grade level and age appropriate. We
will provide affirmative written notice to the District prior to the initial use of any open or
closed generative Al technologies in the course of providing services under this Agreement
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including a detailed description of the specific Al technologies to be used, whether they are
open or closed, the scope and nature of their application, and any potential impacts or
changes to the services provided.

PROGRAM ELEMENTS - CATEGORY 11

Woodcraft’s STEM/STEAM Supplemental Instruction will include the following subjects:

Earth and Space Science
Environmental Education
E-Sports

Local Ecosystems
Mathematics

Multimedia

Robotics

Program Description. Woodcraft Rangers provides meaningful and engaging, hands-on
experiences that integrate science, technology, engineering, arts, and math concepts in new
and innovative ways. Our supplemental instruction program includes:

1. STEAM Camps

Grades: TK-12

Description: STEAM Camps provide immersive experiences in Science,
Technology, Engineering, Arts, and Mathematics. These camps engage students in
project-based learning and hands-on activities, helping them develop a passion for
interdisciplinary fields.

EcoWarriors

Grades: 6-8

Description: Eco Warriors is an environmental justice youth leadership retreat
held over 3 days and 2 nights for middle and high school youth from communities
most negatively impacted by environmental policy. In an immersive natural
environment, youth develop an appreciation for pristine nature through classic
camp activities, such as archery and rock climbing, lessons about local flora and
fauna and learning about restorative ecology based on Indigenous practices.
Participants also participate in curriculum where they identify environmental
challenges, discuss innovative solutions to caring for our planet, shape their
environmental values, and receive advocacy and civic engagement training to
empower them to make change in their own communities.

EcoWarriors is an environmental justice program focused on building youth power
to remedy historic damage from discriminatory policy to create healthier
neighborhoods throughout Los Angeles. By hosting youth in Woodcraft's beautiful
outdoor education center, participants develop an understanding of what pristine
nature offers, its holistic health benefits and by comparison, what urban
environments lack and the repercussions that result. The understanding of this

RFP NO.: 2000003345 Page 23 of 48 Contract No. C7723
Woodcraft Rangers



Docusign Envelope ID: 333834AA-CA82-88E7-83E5-AFFC347C3CAA

disparity will fuel passion for change to bring greater access to nature, especially
for communities of color, in the short term and policy and infrastructure changes to
ensure healthy air, water and built environments for all families in the long term.
By advocating to their local, county and state officials with solutions they identify,
young people take control to advance health outcomes, both physical and mental,
for themselves and their families, bringing long overdue quality of life and justice
to their own communities.

Woodcraft will work closely and collaboratively with LAUSD and school administrators to
establish expectations for the partnership and ensure that Woodcraft’s STEM/STEAM
enrichment activities are aligned with school and district goals, including defined NGSS
progress metrics.

As previously mentioned, Woodcraft also partners with programs such as Project Learning
Tree and Mastery Coding to provide additional enrichment opportunities or enhance student
access to standards-aligned curriculum. Additionally, Woodcraft has partnered with the
agency Rolling Robots.

Together with school and district administration, Woodcraft will determine group interests
and needs and determine a program plan. This includes structure, content and progress
checkpoints. As Woodcraft reviews, analyzes, reflects, and evaluates data, staff will share
findings with the district and school partner, and adjust offerings as needed. Feedback and
findings reveal needs and gaps and inform short- and long-term program decisions.

Woodcraft’s longevity is evidence of our ability to continually respond effectively to the
changing needs of communities, and we continue to build and adapt around the evolving
complexity of issues facing our youth. Thus, when reviewing evaluation results, we listen
and diagnose issues at their root, make the necessary modifications. This may include
marketing and recruitment efforts, such as launch events, parent meetings, lunchtime
recruitment, written communication, etc. and/or adjustments to the planning and
implementation of enrichment activities. Woodcraft’s centralized systems of support allow
for real-time data monitoring and our team of experienced program managers are able to
develop rapid response plans when intervention is called for. Woodcraft’s robust activity
library and L&D Team enable instructors to adapt quickly to the developmental needs and
interests of the students in the program, ensuring high levels of engagement.

DELIVERY AND INTERACTION

Supplemental Instruction will be interactive, include videos and gamification where
appropriate, and be developmentally grade level and age appropriate. Woodcraft will
provide affirmative written notice to the District prior to the initial use of any open or closed
generative Al technologies in the course of providing services under this Agreement
including a detailed description of the specific Al technologies to be used, whether they are
open or closed, the scope and nature of their application, and any potential impacts or
changes to the services provided.
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Docusign Envelope ID: 333834AA-CA82-88E7-83E5-AFFC347C3CAA

EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

CATEGORY I - BASE

Category I Unit Price
Customization and . . . . .
. Unit Cost (include detail on discounts provided) $13.09

Integration

Cost per student per day

Number of participants

Frequency /Duration Presentation Mode (In-
Professional person/Virtual/Hybrid) $ 7 215.78
Development (include detail on discounts and/or rebates applied as e

applicable)

One time and annual costs (include detail on discounts

Implementation and provided) Full annual cost for a 5 S 36,824.01

Monitoring day/week program for 20 students.

Materials, license One Flme and annual costs (include detail on discounts $ 1,800.00

fees, etc. provided)

Required One time and annual costs (include detail on discounts

Equipment provided)

Itemize

Other Costs (include detail on discounts provided) > 6,125.97

Total Annual Cost $46,965.76
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Docusign Envelope ID: 333834AA-CA82-88E7-83E5-AFFC347C3CAA

EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

CATEGORY I - Specialty

Category I Unit Price
Customization and nit Cost (include detail on discounts provided)
. S 20.80
Integration Cost per student per day
Number of participants
] Frequency /Duration Presentation Mode (In-
Professional person/Virtual/Hybrid) $ 3,782.98
Development (include detail on discounts and/or rebates applied as
applicable)

One time and annual costs (include detail on
discounts provided) Full annual cost for a 5 S 57,893.57
day/week program for 20 students.

Implementation and
Monitoring

Materials, license One Flme and annual costs (include detail on discounts $ 6,000.00
fees, etc. rovided)

Required One time and annual costs (include detail on discounts

Equipment rovided)

[temize
Other Costs (include detail on discounts provided) > 10,151.48
Total Annual Cost S 77,828.03
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Docusign Envelope ID: 333834AA-CA82-88E7-83E5-AFFC347C3CAA

EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

CATEGORY II — EcoWarriors

Category II Unit Price
Customization and . . . . .

. JUnit Cost (include detail on discounts provided) S 53.55
Integration

[Number of participants
Frequency /Duration Presentation Mode (In-

Professional person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates applied as
applicable)

One time and annual costs (include detail on discounts

Implementation and provided) Full cost for a 6 week $ 8,735.60

Monitoring program for 3 days/week for 20 students.

Materials, license One Flme and annual costs (include detail on discounts $ 8,400.00

fees, etc. rovided)

Required One time and annual costs (include detail on discounts

Equipment provided)

[temize

Other Costs ‘(include detail on discounts provided) > 2,141.95

Total Annual Cost S 19,277.55
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Docusign Envelope ID: 333834AA-CA82-88E7-83E5-AFFC347C3CAA

EXHIBIT B
PAYMENT SCHEDULE

NOTE: Fees shall be fully burdened and inclusive of direct labor cost, overhead, general,
and administrative (G&A), profit, and other relevant costs.

CATEGORY II - STEAM Camp

Category II Unit Price
Customization and . . . . .

. JUnit Cost (include detail on discounts provided) S 500.06
Integration

[Number of participants
Frequency /Duration Presentation Mode (In-

Professional person/Virtual/Hybrid)
Development (include detail on discounts and/or rebates applied as
applicable)

One time and annual costs (include detail on discounts

Implementation and provided) Program Cost for a 3 Day S 20,725.62

Monitoring Camp Retreat for 100 Students.

Materials, license One Flme and annual costs (include detail on discounts $ 22,757.50

fees, etc. rovided)

Required One time and annual costs (include detail on discounts

Equipment provided)

[temize

Other Costs (include detail on discounts provided) > 6,522.47

Total Annual Cost S 50,005.59
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