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[image: Color Wavy Line PNG Transparent Images Free Download ...]How to log in and log out means to begin and end a connection with a computer.
A computer and mouse can be used to click, drag, fill, select, add backgrounds, text, layers, shapes and clipart.
Passwords are important for security and to keep us safe.
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Intention


Account, click, clipart, computer, drag, drag and drop, layers, log off, log on, mouse, password, predict, resize, screen (monitor), software, tool, username


After completing this unit children will know how to log in and navigate around a computer, developing mouse skills, learning how to drag, drop, click and control a cursor. They will use these skills to create works of art inspired by Kandinsky and self-portraits.







Children did a piece of artwork based on concentric circles inspired by Kandinsky. In Reception the children develop their fine motor skills, through using playdough and threading. This will help the children with their mouse control.
Improving Mouse Skills - Previous Learning






Children will build on their previous learning from creating artwork using concentric circles inspired by Kandinsky by applying their listening, attention, and creative skills in a new digital context. As they learn to log into the computer, pupils will listen carefully to instructions and practise following steps independently. Their understanding of technology will develop as they learn what a computer is and why passwords are important. Opportunities for discussion will support expressive language, as pupils talk about different devices and explain their ideas. While using the mouse and keyboard, children will continue to develop fine motor control, similar to the control needed when creating their artwork. Through active exploration of digital tools, pupils will remain engaged and curious, linking their creativity in art with early computing skills.
Learning Links












Computing- Computer Systems and Networks: Improving Mouse Skills
Children will develop their mouse skills by learning how to log in and navigate around a computer while creating a piece of digital artwork. 
	Knowledge Progression Across the Unit:
Lesson 1 – Pupils learn what a computer is and how to log in safely.
Lesson 2 – Pupils practise mouse skills such as clicking and dragging.
Lesson 3 – Pupils use shapes and drag‑and‑drop skills to create digital artwork.
Lesson 4 – Pupils use digital tools to illustrate a story.
Lesson 5 – Pupils apply their computing skills to create a digital self‑portrait.


Key Objectives:
To log into a computer and access a website
To develop mouse skills
I can log into a computer
I can click and drag objects to change their size or position
I can use a mouse to carefully position shapes
I can move shapes in front of or behind each other


National Curriculum:
Pupils should be taught to:
Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
Recognise common uses of information technology beyond school.
Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
Recognise common uses of information technology beyond school.


	Lesson 1- Logging in

Foundational Skills:
Listening and attention – pupils listen carefully to instructions for logging into the computer.
Understanding – pupils learn what a computer is and why passwords are important.
Expressive language – pupils discuss devices and explain their ideas.
Fine motor control – pupils practise using the mouse and keyboard.
Active learning – pupils practise logging in and exploring digital tools.

Learning Objective:                                                   To log into a computer and access a website.

Success Criteria:                                                         I can recognise what we mean by a computer. I understand why we need to log in to a computer. I can log in and log out of an account on my computer.

Recap and Recall:
Device Detective: Show pictures of devices. Pupils decide if they are computers or not.
Questions:
• What is a computer?
• Where might we see computers outside school?

Starter:
Display Presentation: Logging in. 
Presentation: Logging in
Show this on your interactive whiteboard
Display slide 3 of the Presentation: Logging in. 
Ask the children to sketch and label a picture of a computer. Let the children suggest key words such as, mouse, keyboard, screen, etc. Write these on the board for them.
When the children have finished, put the drawings to one side. Do not discuss the children’s drawings at the moment.
Display slide 4 of the Presentation: Logging in.
Put the children into groups of four to five.
Give each group a copy of the Activity: Home equipment sheet.
Ask the children to explore different ways of sorting the objects. The children work in their teams to group the items. Make sure that the children can explain their choices.
Discuss the children’s grouping ideas as a class. If any group has sorted by ‘a computer’ or ‘not computer’ make sure that they share their ideas last.
Display slide 5 of the Presentation: Logging in.
As a class, sort the objects into ‘a computer’ and ‘not a computer’. Let the pupils explain their reasoning and make suggestions. Discuss where else you could find computers and how different they look.
Ask the children to look at their drawings of a computer from earlier, and ask whether they would like to make any changes or draw anything different now.


Key questions:
What similarities can you spot between the objects? For example, things you would find in the kitchen, things you need to plug in, things that you use to help you eat.
Where else you could find computers and how different they can look?
What do you think a computer looks like now?
Would you like to make any changes or draw anything different to your existing drawing?

Main:
Logging in
Ask the children what items they can think of that are password protected (phones, computers, tablets, etc).  Ask why we might need password protection on our computers (to keep things safe or to stop someone else from accessing our information). Explain that we also use accounts to help organise what information people have access to and to make it easy to save work to a secure space.
In pairs, ask the children to discuss why they should always ask a trusted adult before sharing information about themselves online? Take feedback from the class and steer the conversation to the importance of not sharing information with people that we do not know, and this includes passwords, images and information such as our address.
Explain that at school we all have accounts that we can log into so that we can keep our work separate from everyone else’s. If you are using a ‘class’ account, for example, ‘Year 1F’, explain that they will have personal accounts when they are older.
Demonstrate how to log in. Give the pupils a printout of their login information, so that they can type it themselves. If working in pairs, assign the children a working partner. Colour code each child’s login information as either ‘red’ or ‘blue’. This week ‘red’ pupils will log in and next week ‘blue’ pupils will log in.
You may find that some of the children are unfamiliar with both the mouse and keyboard, so take some time to explain how to use them.
Sketchpad
Sketchpad is a simple, free, online art tool. Start by showing the children how to navigate to it, by one of these two methods:
Setting up a desktop shortcut to Link: "Sketchpad", and adding the shortcut as a favourite in their web browsers.
Finding  Link: "Sketchpad" by searching for Sketchpad.
For the rest of the lesson, the children will explore Sketchpad.
Show the children how to select different brushes within the software and see if they can figure out what each one does. For now, ensure pupils stay on the ‘Tools’ tab in the top left of the site.
Display Presentation:  Logging in again.
Presentation: Logging in
Show this on your interactive whiteboard
Show slides 13 and 14 of the Presentation: Logging in and ask the children if they can figure out how to ‘rub out’  anything they don’t like. The ‘Eraser’ tool can be found within brushes.
Look at slide 15 and encourage the children to test out each tool, thinking about the following skills:
Predict – thinking about what they’re going todo first
Explore – trying it out
Explain – seeing if they were right
These activities will complete a cycle of: predict, test, review. This is an important building block for problem solving in computing.
Allow children to explore Sketchpad and see what they can create.

Key questions:
What items can you think of that are password protected? (Phones, computers, tablets, etc.)
Why might we need passwords on our computers? (To keep things safe or to stop someone else from accessing our information.)
Can you choose different colours for your shapes?

Activities:
Pupils needing extra support: 
Encourage the children to stick to brushes before moving on to shapes. Let the children get comfortable with using the mouse to ‘left’ click. Let them navigate the mouse pointer to the icons they are looking for. The children might need help recognising letters: the keyboard only shows capital letters and they may only recognise lowercase. Support pupils with fine motor control issues in using the mouse carefully.
Pupils working at greater depth: Encourage pupils to explore more complex tools such as ‘Clipart’ or some of the sliding scales under the ‘Shapes’ toolkit.

Plenary:
Ask pupils to explain what they discovered and ask:
What did the different tools do?
How did they change colours?
Demonstrate logging off the computer. Explain that logging off is important so the computer is ready for the next user. Ensure that pupils with fine motor control difficulties have extra support with logging off.

Key questions:
What did the different tools do?
How did they change colours?

	Lesson 2- Click and Drag

Foundational Skills:
Listening and attention – pupils follow instructions for using mouse tools.
Understanding – pupils learn the difference between clicking and dragging.
Expressive language – pupils describe how they created their digital artwork.
Fine motor control – pupils develop control when clicking and dragging.
Active learning – pupils practise repeating actions to improve their skills.

Learning Objective:                                                    To develop mouse skills.

Success Criteria:                                                          I can log in and log out of an account on my computer. I can use Sketchpad to fill sections and stamp Clipart into place. I can navigate a computer using a mouse. I understand what we mean by drag and click                                         

Recap and Recall:
Mouse Movement Game: Pupils draw lines in the air showing click or drag actions.
Questions:
• What did we learn about logging in?
• What does clicking do?

Starter:
Display slide 2 of Presentation: Click and drag and discuss the Learning objective and Success criteria.
Presentation: Click and drag
Show on your interactive whiteboard
Slide 3: ask the children to discuss in pairs what they think was used to create each image.
Look at the digital photograph:
What was used to create this piece of work? (It was created on a camera.)
What about digital art? (It is created on a computer.)
Slide 4: a lot of artwork is created on a computer. We will create our own digital artwork, using a variety of different techniques.

Key questions:
Which pictures did they like?
What tools were used to create each piece?
Main event
Slide 5: explain that the children will use Sketchpad to create a simple background. They will then stamp Clipart over the top to create a repetitive image.

Display and go through the Presentation: Repeated patterns to illustrate the use of repetition in art.
Demonstrate how to create repetitive images by taking the children through the steps below.
The key words this lesson are ‘drag’ and ‘click’, so emphasise them whenever you use them.
Step 1: Create a background
Slide 6: Change the background colour of the page in Sketchpad by clicking the ‘Fill tool’ icon and selecting ‘Vector Fill’.
Slide 7: click on the box under the word ‘Fill’ to select your colour.
Click on the background to change it from white to your chosen colour.
Step 2: Add Clipart stamps
Slide 8:
Click on the smiley face – this represents Clipart.
Click on the arrow, which allows you to ‘Choose Graphic’.
Slide 9: select an image from the Clipart bank.
Hold down the mouse button and drag it across the screen to create your stamp.
Move the mouse sideways whilst dragging to make the Clipart stamp bigger or smaller.
Rotate the Clipart stamp by moving the mouse in a circle.
Demonstrate moving a Clipart stamp by using the ‘Select’ tool. Clicking and dragging changes the stamp’s position.
Step 3: Undo button
Show the children the ‘Undo’ button, which will ‘undo’ the most recent action.
Screenshot 2020 10 12 at 15.11.08
Get the children to demonstrate their understanding by opening a blank document in Sketchpad and talking you through changing the background colour and selecting a Clipart stamp.
Ask the children to create their own repeating pattern using stamps and a coloured background.
Step 4: Duplicating Clipart stamps
Once the children are comfortable creating Clipart stamps, demonstrate how to duplicate an image to make an exact copy. Open up a drop-down menu by:
In Windows: right click the mouse.
On a Mac: hold down ctrl and click the mouse.
Screenshot 2020 10 12 at 15.17.44
It is important that children understand the difference between right and left click if they are using a conventional computer mouse.

Main:
Pupils needing extra support: Should use only one Clipart file.
Pupils working at greater depth: Should use multiple Clipart files and investigate the other tools available in Sketchpad.

Plenary:
Allow the children to walk around the room and look at each other’s artwork. If a child has done something differently, you could ask them to explain to the rest of the class what they have done.
You may want to save and print pupils’ work for display. To do this, make sure you select the ‘Export’ button in the bottom left of the screen. You can save or print directly from this menu.
Ask pupils to remind you how to log off computers before they do this themselves.


	Lesson 3- Drawing Shapes

Foundational Skills:
Listening and attention – pupils follow instructions for using shapes in software.
Understanding – pupils learn how shapes can be resized and moved.
Expressive language – pupils explain what shapes they used.
Fine motor control – pupils carefully control the mouse when positioning shapes.
Create and think critically – pupils experiment with layering shapes to create artwork.

Learning Objective:                                                    To use mouse skills to draw and manipulate shapes.
Success Criteria:                                                            I can log into a computer. I can click and drag objects to change their size or position. I can use a mouse to carefully position shapes. I can move shapes in front of or behind each other.

Recap and Recall:
Shape Spotter: Pupils identify shapes on the screen and describe their features.
Questions:
• What shapes did we use last lesson?
• How do we move shapes?


Starter: 
Put the children into pairs and give each pair a copy of the Activity: Shape detective sheet.
Display Presentation: Drawing shapes.
Presentation: Drawing shapes
Show on your interactive whiteboard
Display slide 3 of the Presentation: Drawing shapes. Alternatively, ask the children to look at the Activity: Shape detective sheet.
In this part of the lesson, the children identify the key characteristics of shapes, without worrying about specifics such as size or colour. This is fundamentally a Maths activity, but we are also looking at the computational thinking skill of abstraction.
Ask the children to name the 2D shapes.
Show slide 4.
Describe one of the shapes on the sheet.
Give the clues one at a time to see if the children can guess the shape.
Provide information like the number of sides, corners, etc (do not mention the colour).
Show slide 5.
The children work in pairs, using the Activity: Shape detective sheet.
One partner picks a shape and describes it.
The other partner tries to guess the shape.
Swap roles so both children have a turn at describing and guessing.
For pupils working at greater depth, challenge them to face away from the board and describe the shapes without looking. Make sure they do not describe the colour of the shape.


Key questions:
What are the key features of your shapes?
How many sides does it have?
Are all of the sides the same length?
Are all of the angles the same size?

Main:                                                                       Show slide 6.
We use "Sketchpad" to create some work in the style of Wassily Kandinsky:
Follow the link: "Wiki Art - Squares with concentric circles by Wassily Kandinsky".
Ask the children what they can see (the key features are circles within circles and lots of different colours).
Pupils may point out that there are squares around each set of circles, these could be used as an extension activity.
Display slide 7.
Building on the Clipart patterns from “Kapow Primary, Computing, Year 1, Getting Started, Lesson 1: Logging in”, the children use the mouse to draw shapes and move these shapes using drag and drop techniques.
Using slide 8:
Remind the children that they need to log in to the computers using their username and password.
Ask one pupil to demonstrate how to log in.
Show slide 9. We will focus on the ‘Shape’ tool. In “Kapow Primary, Computing, Year 1, Getting started, Lesson 2: Click and drag skills” we used the ‘Fill’ tool to change the background of our page.
Ask the children if they can remember how to change the background of their work.
Demonstrate this on the board.
Use slides 10 and 11 to:
Demonstrate the ‘Shape Selection’ tool to select a circle.
Remind the children that they can hold down the mouse button and drag the circle to be any size.
Ask the children what they think ‘Fill’ and ‘Outline’ mean. The ‘Shape’ tool enables us to alter both the colour of the inside of the shape and the colour of the line around the outside.
Slide 12: using the ‘Shape’ tool:
Demonstrate drawing circles of different sizes and colours, starting with a large circle and making the rest gradually smaller.
Explain that using ‘drag and drop’ we can move an object from one place to another.
Tell the children that ‘drag and drop’ means we hold down the mouse button over the object we want to move.
Then the show the children that by carefully moving the mouse whilst holding down the button, we can move the shape until we are happy with the new position.
Show slide 13: demonstrate placing circles on top of each other to build up your shape, pointing out the need to draw the biggest circle first before then adding smaller circles on top.
Display slide 14: once the children have drawn their coloured circles and understood how to drag and drop them on top of each other, they can try other shapes.
When building up layers of shapes you may find that the top shape hides all the others. For your more confident children, you could explain how to bring a shape to the front or send a shape to the back:
Press ‘Right click’ (or ctrl click) to bring up the menu.
Select ‘Bring to front’- this will bring the shape in front of the other shapes or ‘Send to Back’- which will do the opposite.
If the children are struggling with this, investigate the ‘Layers’ tab, which allows you to drag and drop objects to different layers of the artwork.

Key questions:
What can you see from link: "Wiki Art - Squares with concentric circles by Wassily Kandinsky"?
Can you remember how to change the background of your page?
What do you think ‘Fill’ and ‘Outline’ mean?


Pupils needing extra support: Stick to circles and think carefully about colours used. Aim to draw at least three circles one inside the other.
Pupils working at greater depth: Should be challenged to describe shapes without looking at them. Should consider drawing squares to go behind circles to make the artwork more like Kandinsky and to try and adjust the position of the squares to place them at the back of the artwork.

Plenary:
Allow the children to walk around the room to look at each other’s artwork. If a child has explored something different, then ask them to explain to the rest of the class what they have done.
You may want to save and print pupils’ work for display. To do this, make sure you select the ‘Export’ button in the bottom left of the screen. You can save or print directly from this menu.



	
Lesson 4 -Drawing a Story

Foundational Skills:
Listening and attention – pupils listen to the story and instructions for creating digital artwork.
Understanding – pupils identify key features of a story scene.
Expressive language – pupils describe the tools they use.
Fine motor control – pupils use mouse tools to create images.
Create and think critically – pupils choose tools to create different textures.
Learning Objective:                                                                 To use a range of tools to create desired effects.
Success Criteria:                                                                       I can log into a computer. I can identify key aspects from a story for my illustration. I can use drag and drop to resize and reposition objects. I can use a variety of digital painting tools to create different effects.                                                

Recap and Recall:
Tool Guess: Show icons and pupils guess the digital tool.
Questions:
• What tools did we use previously?
• What can the brush tool do?

Starter:
The children test their mouse skills with this flash-based game: "Letsgolearn Click the bubbles". The children have to move the cursor to click on bubbles as they appear.
Show the children how to play.
Ask the children to log in to their computers to see who can get the highest scores.
Key question:
How easily can you use the mouse to click?

Main:
Display the Presentation: Drawing a story.
Presentation: Drawing a story
Show this on your interactive whiteboard.
Display slides 3 to 19 of the Presentation: Drawing a story, then:
Read the story of the ‘Three Little Pigs’.
Discuss the key features of the story.
Ask the children about any images that came to mind whilst going through the story.
Display slides 20 and 21.
Explain that the children will be drawing pictures of scenes from the story. The children will need to think about the paintbrushes that they will use to create the different textures, for example: ‘Sketchy’, ‘Fur’ and ‘Web’ might be useful for creating the straw house.
Move to slides 23 and 24 and show the Three Little Pigs image. Discuss the different tools used:
The clouds have been drawn using a different brush size to the hills (the hills were drawn using a larger brush).
The straw house is textured differently from the hills (the house has been drawn using the ‘Fur’ brush).
Ask children how they think the path was created? (using the ‘Stamp’ brush).
Before the children work independently in Sketchpad model:
Changing the brush by dragging the ‘Size’ scale, explain that:
using a small brush enables the children to add detail;
a big brush allows the children to colour in the backgrounds quickly.
Drawing or pasting Clipart images of the characters, these are added last so that the children do not have to move objects using layers.
Key question:
What types of paintbrushes will you use and why?

Activities:
Pupils needing extra support: Should focus on a specific house, such as the house of straw. Keep objects within the scene simple. Might benefit from working with a more confident partner.
Pupils working at greater depth: Encourage pupils to save their work and create a second scene reflecting a different part of the story.


Plenary:
Allow the children to walk around the room to look at each other’s artwork. If a child has explored something different, ask them to explain it to the rest of the class.
You may want to save and print pupils’ work for display. Select the ‘Export’ button in the bottom left of the screen. You can save or print directly from this menu.


	
Lesson 5- Self-Portrait

Foundational Skills:
Listening and attention – pupils follow instructions when creating a digital self‑portrait.
Understanding – pupils identify key facial features.
Expressive language – pupils describe their artwork.
Fine motor control – pupils control the mouse to position shapes.
Create and think critically – pupils select tools and shapes to create their portrait.

Learning Objective:                                                   To understand how to layer shapes to create an image.
Success Criteria:                                                                       I can identify key features of my face, breaking it down into simple shapes. I can use click and drag to create and layer simple shapes. I can use different tools to create a desired effect. I can resize, reposition and change the order of shapes.

Recap and Recall:                                             Face Features Game: Pupils identify parts of the face in pairs.
Questions:
• What shapes could represent a face?
• Which tools might we use?

Starter:
This activity introduces the key computing skills of ‘decomposition’ and ‘abstraction‘.
Display Presentation: Self-portrait.
Presentation: Self-portrait
Show this on your interactive whiteboard
Display slide 3 of the Presentation: Self-portrait.
The children will ‘decompose’ the face into its component parts and ‘abstract’ the important features that make up a face. Ask the children:
To choose a partner and face them.
What can the children see on their partner, that everyone else has on their face? (two eyes, a mouth, etc)
What is different about their partner’s face? (their eyes are blue, their hair is long, etc)
Give each child a copy of the Activity: Similarities and differences. Ask the children to complete by writing or drawing common and distinguishing features.
As a class, discuss what the children found out about our faces: what is the same and what is different for each person?
Record on the board the children’s suggestions for the key features of everyone’s face.
Key questions:
What is different about your partner’s face?
What is the same on your partner’s face and your own?

Main:
Show slide 4 of the Presentation: Self-portrait.
The children are now going to draw self-portraits using Sketchpad. Ask the children to log in to their computers, as they learned in “Kapow Primary, Computing, Getting Started, Lesson 1: Logging in”, some children may still need support.
Hand out mirrors or set up computers to take a photograph of each child.
The children choose tools to create their self-portraits. Ask the children to suggest which tools in Sketchpad could be used to draw each facial feature:
For the face shape, we could use the ‘Shape’ tool to draw an oval (called an ellipse on Sketchpad).
The ‘Fur’ brush could be used for hair.
The ‘Pencil’ tool could be used to draw big circles for eyes.
The children should use the list of the similarities and differences which they made at the start of the lesson. Encourage the children to suggest tools or ask each other how to access certain tools.
Key question:
Which tools could we use to draw each facial feature?

Activities:
Pupils needing extra support: Provide shapes made out of coloured paper to help the children consider the different shapes and colours they will need, and the order in which they should layer them (for example, large oval, small brown/blue circles).
Pupils working at greater depth: Encourage pupils to use a variety of tools to make their self-portrait more interesting. Could they also draw a picture of their friend, teacher or family member?

Plenary:
Allow the children to walk around the room and look at each other’s artwork. If a child has explored something different, ask them to explain to the rest of the class what they have done.
You may want to save and print pupils’ work for display. To do this, make sure you select the ‘Export’ button in the bottom left of the screen. You can save or print directly from this menu.


	

	Cross Curricular Links:
RSE: Online safety
Maths: Geometry – properties of shapes
English: Reading – comprehension

	Through this unit of work the following essential skills will be developed:
Learning how to explore and tinker with hardware to find out how it works.
Learning where keys are located on the keyboard.
Using a basic range of tools within graphic editing  software.
Developing control of the mouse through dragging,  clicking and resizing images to create different effects.
Developing an understanding of different software tools.
Recognising devices that are connected to the internet.
Logging in and out and saving work on their own account.


	Assessment:
Pupils with secure understanding indicated by: The ability to explain how to log in to computers and use the mouse and keyboard. Creating a piece of artwork that demonstrates clear control of the mouse, using dragging and clicking to create different effects. Pupils are able to explain how to log in and log out of the local computer network. Creating a piece of artwork that demonstrates clear control of the mouse using dragging and clicking to create different effects. The ability to explain how to log in and log out of the local computer network. Accurately drawn shapes, lined up inside each other. Different styles and colours used effectively. Using layers to add extra detail to their artwork as well as logging in and out independently. Logging in and using a variety of different tools to draw a scene from a story. Logging and out of computers unaided, creating a self-portrait that includes the key features of a face and using at least two different paint tools.

Pupils working at greater depth indicated by: Logging into computers using confident keyboard and mouse skills as well as explaining their predictions of the function of different tools. Use of more advanced tools such as menus to duplicate or ‘Snap’ tools to make artwork more symmetrical. Logging in independently and using advanced tools such as layers to make their artwork more effective. The ability to discuss different tools and how they used each one to alter their artwork. Supporting peers with logging in and out of computers, demonstrating easy use of the mouse to create art, using a variety of different paint tools to create different effects as well as recognising and including key features that help to identify whose face they have drawn.
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