Computing Around the world in 80 days
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Vocabulary
 

 Autumn 1By the end of this unit children will know...
 
 
 
 
 
 


          Pupils who are secure will be able to:
· Name some computer peripherals and their functions.
· Recognise that buttons cause effects.
· Explain that technology follows instructions.
· Recognise different forms of technology.
· Design an invention which includes inputs and outputs.
· Explain the role of computers in the world around them.
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· battery
· buttons
· computer
· desktop
· electricity
· input
· invention
· keyboard
· laptop
· mouse
· output
· robot
· screen (monitor)
· tablet
· technology
· wire



Computing – What is a computer?

	Key objectives
	· To name the parts of the computer and explain what each part does. 
· To know that people can control technology and humans are able to predict what technology will do. 
· To recognise technology. 
· I can create a design for my invention and include an input and output feature. 


	Session
	Main Teaching
	Activity

	Those children needing more support.
	Those children needing extra challenge.

	Session 1
What is a computer?
LO: to recognise the parts of the computer. 


	Attention Grabber 
Hand out the post-its that you have the peripherals written on. It can be useful to colour group your post-its, so all of table one’s post-its are yellow and table two’s are orange, etc. If this isn’t possible, just write the table number/name in the corners.

Ask for a volunteer from each table and explain to them that they are going to be the person from their group who will get up and place the post-it notes in the correct places. But before they move, they will discuss, as a table, in secret, where they think these items are.

Explain to the class that each of things written on the post-it notes can be found somewhere in the classroom and their challenge is to find them and label them with the appropriate post-it note. The whole table must decide before the volunteer, who was picked, puts it in place. This works as a nice AfL activity, as if they are really confident with this, you can move on to focus on what each of these do. But if they’re not sure what they are, then you need to start there!

	Once each group has placed all their labels, ask groups to explain where they placed their post-it. Why did they put it there? What do they think it does?
Main Event 
Show chn a picture of a computer and together label each part and discuss what each part is for. 
Chn to label their own copy of a computer. 
Ensure chn are aware of the difference between a laptop and a desktop. 

	Children to have a word mat from wigit to aid them.
	Children to add extra information for each part.

	Session 2
 What is a computer?
LO: to recognise how technology is controlled.

	Attention grabber 
If possible, bring some technology into the classroom; it could be old technology that no longer works, or:

· remote control for television
· DVD player
· microwave
· games console, etc 

If you can’t, then print the Technology Photos for the children to use. Show one of the items or photos to the class and ask them what they think would happen when you press a button. Repeat this a few times with the different objects.

In pairs or small groups the children then discuss what they think will happen when the buttons are pressed on these items. There may be some they’ve not used, eg: washing machine, so discuss the objects as a class to ensure everyone knows what each of them do.

Then explain that you’re going to tell them a secret about all of these things… they have a computer inside them! That’s how they know what to do when someone presses the button. The computer says “When someone presses the button, do this…” and then it happens!
Main event 

If possible, bring some technology into the classroom; it could be old technology that no longer works, or:

· remote control for television
· DVD player
· microwave
· games console, etc 

If you can’t, then print the Technology Photos for the children to use. Show one of the items or photos to the class and ask them what they think would happen when you press a button. Repeat this a few times with the different objects.

In pairs or small groups the children then discuss what they think will happen when the buttons are pressed on these items. There may be some they’ve not used, eg: washing machine, so discuss the objects as a class to ensure everyone knows what each of them do.

Then explain that you’re going to tell them a secret about all of these things… they have a computer inside them! That’s how they know what to do when someone presses the button. The computer says “When someone presses the button, do this…” and then it happens!
The point of the activity is for children to recognise that it will need buttons to control it (inputs), and perhaps even lights/sounds (outputs) to see what it’s doing! 

	Give them some time to share their ideas with a partner before sharing some as a whole class. Model labelling the robot, pointing to which parts would be buttons or lights, etc.

Whilst the children are labelling, get them to articulate what they’re doing and how their robot works - this is more important than what it does!

	Children to be supported in small groups.
	Children to add information to their design.

	Session 3
What is a computer?
LO: to recognise technology. 

	Remind the children what they’ve learned about computers so far: Some computers have a keyboard, screen and mouse, others have buttons to make them do things. All computers need electricity - they can get this through wires into the wall or batteries!

They all have:

· wires or batteries
· buttons 
· a screen

Show children the Toys Resource and, using the list you’ve just come up with, decide which of these objects they think might have a computer inside them.

You will probably decide that all of them could have a computer and battery pack inside them, but it’s unlikely that the teddy bear or dinosaur toy has moving parts or a computer inside. However, we can’t actually be 100% sure just by looking at them.

Discuss these points together, encouraging children to justify their opinions.

	Explain to the children that they are going to go on a ‘Technology Safari’ around school and they’ll need to keep their eyes peeled for technology that they see.

You could suggest that the groups compete for the highest number of items they see on the safari.

Organise the children into pairs and then group two pairs together. One pair in the group of four will have the clipboard with the Safari Sheet, the other pair will have the digital camera/tablet. After each item they find, they then swap so that both pairs get a turn at each.

If it’s been a while since the children used digital cameras or tablets to take photos, it may be worth a quick reminder telling them how to take a good photo 

Eg:
· Hold the camera steady.
· Look through the device (not around it!) .
When you’re happ Set expectations for moving around school, is there anywhere they are or aren’t allowed to go or look?
Take the children around the school while they spot technology and add it to their sheets. Stop in each shared area and let the children explore independently before regrouping and moving on.
· y, take the photo.
· Wait one second before moving!

	Mixed ability groups.
	Children to be questioned about whether technology is a input or a output?

	Session 4
What is a computer?
LO: I can create a design for my invention. 

	Show children the Rocket-Powered Chair Image then give them time to formulate questions about the invention they’re being shown and to discuss them on their tables. 

They might come up with questions like:

· How does it work?
· Is it safe?
· How do you control it?
· Can it only go up?
· Do you need a special suit to use it?
· Can you go to space with it?

These sorts of questions show that the children are beginning to think about how the invention works, and this is recognising that technology (including inventions, computers) is designed by humans and follow instructions.

After the children have suggested some of their questions, choose two or three to put to the rest of the class and ask them for their answers.

Congratulate pupils for already starting to think about how to control the invention of a rocket chair and how it works! 
Explain to pupils that they’re going to be inventors and create their own invention, using all the knowledge they’ve learned about computers all around us. Their invention will have some kind of computer inside of it, but what it does is entirely up to them.

Remind children of their technology safari last lesson and ask them: What did you find? How did you know it was technology? How did it work?
As a class, create an example invention together. Ask pupils for ideas first - what could they design?
· Cupcake machine - press a button on your desk and a cake appears.
· Glitter party - when you clap three times, glitter falls from the ceiling.
· Shrink machine - spin your watch and you become the size of an insect.
· Flying bike - type the secret code and the bike rises up.
· Anything!

Draw a sketch in the middle of the board to depict your invention.

Get the children to consider the inputs and outputs of the invention and what they think they’ll need. List these alongside the image. 

Ask:

· Will I have buttons to start it? Or a microphone?
· Should I have a touchscreen to choose what colour glitter to fall?
· Will I use a lever/joystick to move where the glitter will fall from the ceiling?
· How do we know it’s happening? Are there lights that flash?
· Is there a screen that counts down?

When you decide on what you want to include, use annotations to label it with all of this information, explaining to the class how important this is.

	Set the children to work planning their inventions. As they’re doing this, question them about their inputs and outputs to ensure they’re considering them - this is showing their recognition of everyday technology features.

Approximately 15 minutes before the end of the lesson, model how to write an explanation of their invention. It’s a good idea to link this to explanation texts in English and recall the features or base their explanation on a model text.

Then give the children time to create their own.

Ask children to self assess their inventions, based on the following criteria:

· I have an input
· I have an output
· I have a clear drawing
· I have labelled my drawing
· I have explained how it worked

	
	

	Session 5
What is a computer?
LO: To understand the role of computers. 

	Before the lesson, set the classroom up as a shop (or several mini shops if you have enough equipment). There should be some items on the ‘shelves’, eg: cheap tins of baked beans or toy products from a roleplay area. 

Set the tills up like checkouts with a picture of a hand held scanner stuck to a mini whiteboard. Your whiteboard can be used as the database computer. It will need photos of the items that are in the shop stuck up separately, so that they can be removed each time an item is sold.
Show children the photos in the Shopping Technology PowerPoint and ask them where they think they might have seen technology like this before. Can they explain what each bit is and does?

Place the photos around the room in the appropriate places, eg: the till photo near the tills, shelves photo near the area selected to be shelves, etc.
Explain that we’re going to be learning what computers do.

Model using the shop with some volunteers:

	· Get children to take the scanner photos and pick products from the shelf. When they scan it, they write what they scanned on the mini whiteboard the picture is attached to.
· Those children go to the tills (where there are more children), hand over their scanner and whiteboard, and pay.
When the till people use the scanner, children at the database computer remove a picture of it from the interactive
· board. When the list of pictures on the board gets too low, they should phone the warehouse and ask for a new delivery (return everything to the ‘shop floor’ and add stock back into the database).

Split the class into approximately three groups:

Shop Roleplayers - those who are using the ‘shop’
	
	

	Cross Curricular links 
	Science
· Asking simple questions and recognising that they can be answered in different ways
· Using their observations and ideas to suggest answers to questions

Design and Technology
· Design purposeful, functional, appealing products for themselves and other users based on design criteria
Generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology


	Learning Challenge Week 
	

	Assessment 
	· I can name the key parts of a computer
· [bookmark: _sc8ee65zqsad]I can explain that a keyboard is lots of buttons
· [bookmark: _mn1ua3wuwgf0]I can explain what those parts do
· I know that people control technology
· [bookmark: _ycjnbwxapvtn]I know that technology follows instructions
· [bookmark: _tyjcwt]I can predict what technology will do
· I can suggest what might have a computer inside
· [bookmark: _blz1wcborg4p]I can explain why I think this
· I can suggest what the technology does
· I can create a detailed plan
· [bookmark: _or5fgwaa79rt]I can include an input and output as part of my invention




1

image1.png
Uhat is a com,bater?

Learning how inputs and outputs work and
understanding how computers are used in the wider
world.
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