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OVERVIEW

This Ozobot Grant Assistant Tool provides real world samples of successful Ozobot grants created by Certified Ozobot Educators and other real teachers.  We scanned through scores of successful grants and pulled out “blurbs” we loved.  We hope you will find it helpful to copy, paste and customize the samples in this guide to jump-start your own Ozobot grant proposal.

While every Grant Application is unique, some overall themes are common.

Common Grant Themes and Requirements:
I. Needs Statement - Statement of the Problem

II. Project Description - Summary of key details: where, who, why

III. Program Costs and Duration - Funds needed, how funds will be used, duration and reach

IV. Program Goals 

V. Criteria for Evaluation 

General Grant Writing Tips:

· Be sure the goals of your classroom project align with the specific goals of the Grant Provider.  

· Follow the Grant Provider’s exact format and instructions. Every grant is different.

· Give specific and succinct information and avoid unnecessary acronyms or jargon.  

· Be brief!

NEEDS ASSESSMENT SAMPLES

(Statement of the Problem and Who Will Be Served)

The issue, in my classroom, is . . . 

· Students need to connect classroom learning to real world problems and career opportunities.

· Students need to develop critical thinking skills.

· Students need to develop creative thinking skills.

· Students don’t get real-life, hands-on learning opportunities. 

· Students’ interest or engagement are low. 

· Our science curriculum does not integrate Next Generation Science Standards. 

· Need project-based learning opportunities. 

· Students need to develop basic literacy in the language of technology, coding and robotics.

· Students with an extreme diversity of abilities. 

· Students underperforming. 

· Students need to work effectively in teams.

For underserved communities:

· “Many of my students come from single parent homes or are beings raised by a guardian. Some have never left the area to see what is outside the town/community in which they live. Higher education has not been within reach. But, that is changing. STEM has opened new opportunities. These young students know that they can make a career of programming computers and robots.”

· “I teach in a Title I school where most of my students come from low income families and receive free or reduced lunch. My school is fortunate to have a diverse community with many students speaking more than one language and represent many different cultures.”

· “70% of my students come from a socioeconomic disadvantage. As children who come from low-income homes, my students deserve the same opportunities that other schools are given.”

For GATE Students
· “My class is comprised of high achieving and gifted students. They are enthusiastic learners performing above grade level and need to be pushed with hands-on, inquiry projects, and STEAM based learning.” 

For All-Girls Schools

· “The gender gap in Computer Sciences is getting worse.  Today only 24% of Computer Scientists are women.  Tech jobs are among the fastest growing in the country, yet girls are being left behind.”  - Source: GirlsWhoCode.org 2018
​​
PROJECT DESCRIPTION SAMPLES

(Key details: where, who, why)
Samples for K-8 Learning
· “The Ozobot is a small but powerful robot that is programmable using simple markers or block based computer programing. We plan to use the Ozobot in teams, collaborating to create a code to get their robot to achieve missions that increase the challenge to program more complex tasks.”   

· “The Ozobot Learning System is rooted in De-Constructivism – the concept that people learn best by curious exploration of real world examples.  In essence, Ozobot offers learning by “taking apart” or “deconstructing” examples presented in a meaningful context.  Student can discover not only how the technology around them works, but also create better versions of that technology and new applications for using technology.”

· “This program will reach (XX) number of students and cover over [20] hours of curriculum per student leveraging the Ozobot Lesson library of over 120 hours on content for grades K-8.  Students will collaborate to brainstorm, analyze, test, and report findings. These experiences allow students to build robotics and coding literacy in a fun, unintimidating and gradual learning environment. Additionally, these experiences will help students hone their communications skills as they present their ideas and listen to others’ ideas. “

· "Ozobot is a tiny, smart robot. There is no end to the possibilities, as students create different adventures, games and coding with Ozobot. Imagine, a learning toy that opens the doors of computer science, STEAM education, robotics and coding, making your child one step ahead of the learning curve in school and in life."

· “Using Ozobot, the children will develop perseverance through the ‘de-bugging’ process to problem-solve, analyze, and predict the robot’s outcomes.” 

For younger students (Grades K-4)

· “Students will begin with basic programming concepts in a 100% screen-free environment, using Ozobot to read color codes on paper.  As students advance, they will progress to using intuitive drag and drop block-based computer programming incorporating advanced concepts like variables, functions, loops, logic and conditional statements. The Ozobot curriculum was designed to support Next Generation Science Standards and can also be used to integrate learning across subject areas to encourage a deeper level of inquiry and understanding.”

· “Our classroom plans to use the Ozobot robots to engage students in a collaborative and creative learning environment that is hands-on.  The use of Ozobot robots helps become more independent learners and develop 21st century skills including problem solving, comprehension, communication, creativity and critical thinking.“

· “Students will develop social skills to enjoy cooperative planning and the managing of activities.

For older students (Grades 4-8)

· “Students will begin by hands-on exploration of robots performing real world applications built with the same programming tools with which they will be working. Next, students will be introduced to the intuitive, block-based coding foundation behind the robotic commands.  Students will be challenged to deconstruct and rebuild the code to improve the robots’ functionality.   As students advance, they will progress to leveraging more complex concepts like variables, functions, loops, logic and conditional statements.  Student will also be empowered to create new applications that fully leverage Ozobot optical and proximity sensors to react to its environment.”  

· “The Ozobot curriculum was designed to support Next Generation Science Standards and can also be used to integrate learning across subject areas to encourage a deeper level of inquiry and understanding.”

For very young students (K-1)

· “Children ages 6+ can use Ozobot to learn general coding concepts such as algorithms, the exact order and details of programming.  Most of the kindergarten students can read, understand, and duplicate Ozobot’s color sequence language and are ready to develop math foundation that includes sequencing and patterning, comparing, sorting and matching, and basic mapping and measurement concepts. This age bracket also has the fine motor skills to color the codes on a black line.”

For Integration with Performing Arts

· “This project is created with the idea that students will be working collaboratively to enhance their understanding of coding and programming while incorporating performing arts.  We will incorporate all the curricular components of a STEAM project with lesson plans provided on the Ozobot website. These lessons incorporate mathematics, robotics, programming and coding. Furthermore, we will incorporate the "A" in STEAM with the use of the Ozobot apps "OzoDraw" and "OzoGroove" with our classroom iPads. As a culminating project, students will choreograph an Ozobot dance to deepen their programming and performing arts skills then have an Ozobot Dance Off!” 

· “The project I have in mind will inspire my students to utilize the technology component of the Ozobots to create a scene from a play, a choreographed dance, or story. They will be able to modify the Ozobots by decorating them as characters. They will also design and build a set for the performance. They will work collaboratively coding the movements of their tiny Ozobot characters.”
PROGRAM COSTS AND DURATION SAMPLES
Funds required
· $1000 for Ozobot Bit Classroom Kit, includes 18 Robots and accessories.  (Grades K-4)

· $1000 for Ozobot Evo Classroom Kit: includes 12 Robots and accessories (Grades 4-8)

· $600 for 10 Bit Packs: Each Bit Pack includes student onboarding worksheets (Grades K-4)

· $600 for 6 Evo Packs with Free Experience Packs (Grades 4-8)

· $100 For 10 Construction Accessory Kits for Bit 

· $60 for 6 DIY Accessory Packs for Evo

· $60 for 10 Extra Marker Sets for Ozobot

· This program will cost [$600] to reach [350] students with [10] instructional hours per student.  Cost per instructional hour per student is just [17 cents].

How long will the project last? 

· The Ozobot curriculum incorporates over 20 instructional hours of teacher-led and self-guided activities.  

· My classroom kit includes 12 robots, that students will work with in pairs.  The kit will service 10 classrooms over a 12-week period delivery hands-on robotics and programming experience to near 250 students.  

· Over 120 hours of Ozobot curriculum are available at no charge online via the Ozobot Lesson Library.  

· Beyond the initial 20 hours instructional content, Ozobot Kits can be used to present hands-on robotics, coding and creative learning to other student grades, afterschool programs and clubs.

·  The Ozobot Robots are guaranteed to last for 12 months and purchases are protected by consumer warranty.

PROGRAM GOALS SAMPLES
· “The primary goal of our program is to develop students’ basic robotics and coding literacy through the Ozobot program, and therefore gain key 21st Century skills to unlock future academic and career opportunities. The 21st-century skills they will develop include collaboration, communication, creativity, critical thinking, and problem solving”.

·  (Potentially Insert information on current scores in mathematics, science, etc. or other plus increases you hope to achieve using this program.)”

· “I want to give our students the opportunity to feel empowered with the knowledge of coding and programming, so they can tackle the digital world with confidence.”
· “The Ozobot curriculum is designed to nurture development of the eight NGSS core science and engineering practices

1. Asking questions and solving problems

2. modeling

3. prototyping

4. investigating

5. analyzing and interpreting data

6. Computational thinking

7. Creating evidence based arguments

8. Obtaining, evaluating, and communicating information. "

· “The CoSN 2017 Horizon report states that there are currently over 500,000 computer science and robotics jobs open in the United States and less than 40K college graduates qualified to fill them.  Additionally, the same report indicates that by 2020, the global robot population will grow to 4 million, a shift that will impact business models and economies worldwide.  Tomorrow’s leaders need to know how to collaborate with robots.”
CRITERIA FOR EVALUATION SAMPLES
· “Program will follow a three phase tracking system:

· Phase 1 includes mission tracking through curriculum materials.  Students will be tracked as they progress through 20+ subject modules each covering a key programming or robotics concept.
· Phase 2 directs students to create new robotic missions in a collaborative group project. 
· Phase 3 is summarizing and presenting to the class.”  

· Students will be tested on understanding of core programming concepts before and after the program.  Students will also be surveyed on overall interest in pursuing computer science, robotics or programming for higher education and a career before and after the program.

SAMPLE GRANT PROVIDERS AND RESOURCES
Suggested resources and websites for STEM grants using Ozobot.
· National Science Teachers Association (NSTA)
http://www.nsta.org/about/awards.aspx
http://www.nsta.org/publications/calendar/
· National Science Foundation (NSF)
http://www.nsf.gov/funding/
· Grants Alert
http://www.grantsalert.com/grants/all
· NEA Foundation
http://www.neafoundation.org/pages/grants-to-educators/
· Edutopia
http://www.edutopia.org/grants-and-resources
· Local corporations offer Grants to support community schools.

· DonorsChoose.org: ideal for single classroom grants under $1000

U.S. Department of Education Federal funds to support pre K-12 STEM education:  

· Title I Students who are members of underrepresented groups in STEM fields. 

· Title II For educators, to strengthen educators’ knowledge and expertise in STEM teaching.  

· Title IV, Part B: 21st Century Community Learning Center Grants                Out-of-school learning environments/after school or community-based learning environment. 

· IDEA Students with disabilities.  Enables collaboration and communication. Students with autism and language disabilities to improve their interactions with others. 

· Carl D. Perkins Funding Industry-based curriculum to see the application to STEM-based fields. 
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