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IDEAs Innovative Project Framework

Personal Capacities & Characteristics
(check all that apply)
o Adaptability
o Coachability
o Confidence & Optimism
o Emotional intelligence and empathy
o Ethical judgment/integrity
o Mindfulness & Reflection
o Growth mindset
o Resourcefulness
o Resilience & Grit

Broader Impacts 
(on students, community, school etc.)
o Community enhancement
o Classroom culture
o School mission alignment
o School climate/culture enhancement
o Personal growth
o Interdisciplinary relevance
o Project replicability/diffusion of 
 the innovation/value creation
o Esprit de corps
o Other:   

Assessment possibilities 
(check all that apply)
o Reflection paper
o Quiz/exam
o Deliverable (presentation, report)
o Discussion-based
o Self assessment
o Peer assessment
o Pass/fail 
 

Creativity to see opportunities and generate ideas.
Creativity: the personal capacities and process of 
generating unique methods, ideas, products,
etc., that promise value to customers, users or 
beneficiaries.

Invention: the creation of a new method, device, or 
process.

Design to purposefully transition ideas to innovation.
Innovation: (n) new things or methods that deliver 
value; (v) the collaborative process of translating 
creative ideas into something of value.

Entrepreneurship to capture the value of innovation.
Entrepreneurship: pursuing the creation, delivery and
capture of value from new ideas.

Social entrepreneurship: pursuing the creation and 
sustained delivery of value through the
development of new solutions to society’s most 
pressing social, cultural and environmental
challenges.

Leadership to maximize the value.
Leadership: the process of influencing others toward 
a shared/common vision.

Entrepreneurial leadership: the process of influencing 
others toward a shared/common vision
for creating value from new ideas; a unique set of 
concepts, mindsets, and activities used by
leaders to identify opportunities, deepen 
understanding, and initiate and develop innovation.

Skills Needed 
(check all that apply)
o Collaboration
o Analysis
o Creativity
o Critical Thinking
o Effectual Thinking
o Applied Design Thinking
o Evidence-based decision making
o Prototype, develop, test
o Influence/ Leadership
o Persuasive communication
o Craft and communicate vision
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>

>

>

Key Definitions

outcome infographic Notes


	Title: Delaware Computer Science Equity Summit
	Materials: Equity and CS expertise
Zoom/internet
Connections to local experts working in this space
	Subjects: Equity in computer science education
	Outcomes: Attendees at the summit will grow in their network of others advocating for equity in CS as well as in their knowledge base
	Short Description: The CS Equity Summit will bring together educators and stakeholders from across Delaware to participate in conversations and learning experiences. The goal is to empower educators to become agents of change in their computer science classrooms and school communities. 
	Long Description: The Delaware Computer Science Summit will take place virtually in March 2021. The event will consist of sessions and space for conversation around the challenges related to equity in computer science classrooms and school communities. Participants will have the opportunity to grow in their knowledge, confidence and network to return to their individual communities empowered to make change. This summit will hopefully be the first of many and can also be replicated at the school and district level for both students and teachers. 
	Goal: To host a summit centered on equity in computer science in March of 2021 that has at least 30 attendees representing at least 5 different organizations.
	Needed Assistance: People and organizations working in equity in STEM/CS fields
	Problem: Lack of equity in computer science education by building a base of knowledgable, connected educators
	Other: 
	Collaboration: No
	Analysis: No
	Creativity: No
	Critical Thinking: Yes
	Effectual Thinking: Yes
	Applied Design Thinking: Yes
	Evidence-based decision making: Yes
	Prototyping: Off
	Leadership: Yes
	Communication: Yes
	Vision: Yes
	Adaptability: Yes
	Coachability: Off
	Confidence: Yes
	EQ: Yes
	Ethics: Yes
	Mindfulness: Yes
	Growth mindset: Yes
	Resourcefulness: Yes
	Resilience: Yes
	Community: Yes
	Classroom Culture: Off
	School Mission: Yes
	Culture: Yes
	Pesonal Growth: Yes
	Interdisciplinary: Yes
	Replicability: Yes
	Esprit de corps: Off
	Paper: Off
	Quiz: Off
	Report: Off
	Discussion: Yes
	Self assessment: Yes
	Peer assessment: Off
	Pass/Fail: Off
	Text1: This project will be led by Kammas Kersch, but will take place in partnership with the Computer Science Teachers Association of Delaware, University of Delaware, and Delaware State University. All 3 partnerships have already been confirmed. 


