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Und._Am- Ln this unit, learners will develop their understanding .of technology and how it can help ws. They will stark to hecome familior with the different components of .a computer by developing their keyhoard and mouse skills. Learners will also consider how to wse technology

qum&mgf_w;;_@uu_mgq) Children will have some understanding of what a computer is and its different parks. They have olso convered wses of technology in the wider world.

Progression of |earning (Fubure |earning) - Understanding how to uese technology in the world, beyond schaal.

Saria Carmonls T

Leason. Sequence [Curriculum Time - Minimum 6 hours]

What technology is in our classroam?

- To know that technology is something made by people that helps ws
understanding the reasons why - it does not need to he digital .or
electronic, although they often are.

- To know examples of technology in the classroom e.g. printer, 1Pad,
Laptop.

Wimkkduwbaqqumwdassrm‘? [Unplugged lesson]

(technology, computer, electronic, digital)
Part |: Explaration > &qzlo/mg(WMMMMMMW%MWMManMfWWAWMda/saf,g).
Part 2: Strauctured. Discussian - FProblem solving and collaborating (Ask children to discuss mhat the object helps them to do and focus on the potential misconception .of technology having to he either digital
or electronic).
Part 3: Journaling > E/Mgmdapp@wg@omp&&w}mqmw;ofunagzzswug T.C.C. resources Activiby |. Consider using the prompt questions as a Talk 1£. What is it? What does it do? Where mould
sou use it and how does it help us?). [Enidence in ‘Pupil C £ U an ]
Part &: Reflection Time > Sharing .and .debugging (Show izc\u\zhsfwﬂwWufﬁz&mlowwﬂa&khunm)mtﬂwmmp@sdw&mmmmnmﬂmmWweoomputerxs, in preparation for next
lesson).

What .are the parts of o computer?

- To know that the main parts of a compuler are the mouse, keyhoard,
Acreen and

- To know how to switch on and log on to the compuler.

- To wse a mouse to dick and drag.

What are the parts of o camputer? (Note that the lesson focus should he centred on a compuler or laptop).

Vital Vocabulary (computer, mouse, keyhoard, screen).

Part |: Explaration. > Exploring (Rewvisit understanding of technology. Show learners o picture of a computer and ask them to identify and explore the main parts).

Part 2: Structured. Discussian > Problem solving and collaborating (Explore the function of each part and compare/contrast laptop x4 desktop. Model to learners how to switch on and log onto a computer.
Also model to learners how to operate the mouse correctly).

Part 3: Journaling > C/ea&n,g,and,apﬁlgmg(Owla%zd.on sk learners to open a browser and novigate ,wmm[dzgq Explain mlealmaihaiihegwdlfmdammapruzﬂmwnezdmdmk
and drag the puzzle pieces to complete the picture. Each time, the level of difficulty will increase). [Pokential screenshat of task uplaaded to ‘Pupil Computing J. ]

Part b: Reflection Time > Sharing .and debugging (Discuss the use of a desktop and a laptop and match the correct parts).

How can I use a compuler mause?

- To know how to use a imouse to open a prograum.

- To know how to click and drag to imake ohjects on a screen.

- To know how to apply mouse control to make shapes on a screen.

Haﬂvmnl'mn.wnpub:m:msz"

(mouse, click, draw, drag, double click).
Part |: Explaration. > Exploring (Rewisit previous knowledge, focussing on desktop computers. Explore how compuler mice can he different).
Part 2: Structured Discussion > Problem solving and collaborating (Encourage discussion around wires, buttons and parts, focussing on how they all perform the same function, howewver, they may look
Adifferent. Model and discuss how to log on and open the Paint application, wsing double clicks. Open Paint, demonstrate how to use the paint hrush function by clicking and dragging. Model and discuss wse
of the pen tool, hrush colowr, hrush thickness and how to dick and drag to paint a picture).
Part 3: Journaling > Creating and applying (Learners to drow their own pictures in Paint, creating and. applying skills previouwsly discussed. Encourage challenge by exploring other functions such as colour
fill and shapes). [Cansider use of cross-curricular links here] [Exidence saned. in. Pupil Files .an Pupil Share].
Part 4: Reflection Time > Sharing .and (Share work and debug with talk partner. Reflect .on the time to share questions, encouraging evaluation).

How can I use a compuler keyhoard?

- To know that writing on a computer is called byping.
- To know how to save work to a file.

- To know how to type my name on a computer.

Homw can I use a campuier keyhaard?

Vital Vocabulary (input dewvice, computer, keyhoard, mouse).

Part |: Explaration. > Fxploring (Rewisit knowledge of how to wse a mouse correctly and emphasise that the mouse is an ‘input device. Explore how keyhoards can he different).

Part 2: Strauctured Discussian > FProblem solving .and collaborating (Encourage discussion around wires, bhuttons and parts, focussing on how they all perform the same function, howewer, they may look
different.. Model and discuss how to log .on and open the Paint application, wsing double clicks. Open Paint and select the text function. Show learners how to insert a text hox, hy clicking and dragging and
how to single click inside the text hox hefore typing).

Part 3: Journaling > Creating and applying (Provide children with. the opportunity to kype their name. Allow children to reflect on the position of keys, hom to use caps lock and how to wse the space har.
Please noke that once .« text hox has heen added .on Paint, it cannot be edited, therefore a new text hox is needed. ko show progress. Once the childs name is yped, allow them to draw a picture using the
paintbrush tool, to allow for retrieval of previous learning). [Evidence saved. in Pupil Files .an Pupil Share].

Part 4: Reflection Time > Sharing .and (Are learners able to identify mhich functions they have used today?)

How can I devzlap my keyhoard skills?

- To know how to open iy mork from a file.

- To know how to use the arrow keys ko mowe the cursor.
- To know how to delete letters, wsing the hackspace key.

Hom can I develop my keyhaard skills?

Vital Vocabulary (shift, space har, capital letter, full stop).

Park |: Explaration > Exploring (Empbrz)hzfmohonof}hzmmmuithzkz‘gbwd Play ‘cornersa game' in the classroom, encouraging the children to mowve to either ‘keyhoard or ‘mouse’ to match the
following statements to the correct device: input instructions by clicking, typing letters, drawing a picture, use this dewvice to mrite o sentence, use this device to .open an application).

Part 2: Structured Discussion > Problem solving .and collaborating (Bw,bduv.;onl.ws,uz&son open o new docwment in the Paint application. Model .and encowrage more advanced use of the keyhoard, including
capital letters, full stops and spacing. Collabhorake on how to achiene this, prior to modelling).

Part 3: Journaling > Creating and applying (Scaffeld > Pre-written sentences for them to edit and adapt. Challenge > Can they type a question and an answer? Alongside this, allow children to reflect on
how to mowe the cursor and delete any incorrect letters. Please noke that ance a text box has been added .an Paint, it cannat be edited, therefore a new text hox is needed to show progress.). [Evidence saved
in Pupil Files an Pupil Share].

Part b: Reflection Time > Sharing .and .debugging (Di apm:eafmffﬂuuwww parks. Children to write on whitehoords or explain to a talk pariner what the input device is used for. Share and
reflect on their understanding .and how it could be developed further).

How can I use o compuler responsibly?

- To know rules to keep us sofe and healthy when we are wsing
technology.

- To know examples of rules.

- To know how we henefit from these rules.

Homw can I use a compuler responsibly? [Additional Online Safety Cowerage - Unplugged. Lessan]

Vital Vocabulary (safe, responsible, computer, technology).

Part |: Explaration > Exploring (Show pictures of compuler technology mhich the children .are likely to wse in school and retrieve previous knowledge).

Part 2: Strauchured Discussian > FProblem solving and collaborating (Discuss the four rules provided and ask the children to allocate rules for each input dewice).

Part 3: Jowrnaling > Creating and applying (Ln small groups, children to create a paper-hased poster to display the rules). [Evidence in ‘Pupil Computing I L' on S ]

Part b: Reflection Time > Sharing .and debugging (Pose the question, ‘What have you learnt in this topic? and encourage the children to MWMWMWMWMMWMW, hoth at home
and. in school).

Exit T 3 : )

At the end of the unit, provide opportunities for group discussions, exploring the different input devices, explaining their features and their functions.
Listen .out for the children’s application .of the wvital yvocabulary ond chserve how they communicate their understanding to each other.
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I. Explaration. > Explosing
ol
- Use technology purposefully to create, organise, store, manipulate and %"
retrieve digital content.
2. Struchured Discusslan S Pab ving and callabarating

- Recognise .common uses of information technology bheyond school.

- Use technology safely and respectfully, keeping personal information private;
identify where to go for help and support mhen they hawve concerns about
content or contact on the internet or wother .online technologies.

English. (SPaG) - Use of capital letters .and full

stops.

PW - Application for typing .activities.

- I can i ify rules that help keep us safe and healthy in and heyond the
- I can give some simple examples.

C . -
- I know that the work 1 create belongs to me.
- I can name my mwork so that others know it helongs to me.

> Creating .and applying

4. Reflection Time (C.

L Thinking) | 3 Sharing .and debugging

@

2

Across the academic year, these transferable concepts
are renisited within the context of a ‘apiral curriculum’ to

Teaching Resaurces:

Outline of lesson resources from ‘Teach Camputing Caurriculum!
[T.C.C] (prowided hy the National Centre for Computing Education).

Paint desktop .application.
J Reading spine hooks with reading emhedded throughout .all lessons. Vital Vocahulary:
technology
0 Knowledge and skills .are progressively sequenced; refer to unit planning overleaf and wider progression document(s). computer
electroni
U Churistian Vialues: Friendship, respect, creativity, perseverance. British Vialues: Mutwal respect, Rule of Law, Individual Liberty. . onie
SMSC emhedded throughout. ?
mouse
R Ouwr hespoke approach to teaching and learning uses open-ended tasks, aimed to encourage resilience, persenverance and computational thinking. ,kz)?}buw,d.
Acreen
N Using o range of information technology, to encourage real-w.orld computational thinking and creativity. click
double .click
E Opportunities to use and apply carefully selected vital vocabulary within structured discussions (part 2 of the lesson sequence). draw
Oracy Link [Speak It] - ‘Talk L¥ through structured discussion .activities. drag
Y National Online Safety units .are taught each half-term through our St James Spirit Curriculum. This is supported by regular retrieval .and reinforcement input dewice
within owr Computing Curriculum offer, linked to the Education for a Connected World Framew.ork (see ahove). ’S}Qf't @
space har B ﬂ
safe N




