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	OVERVIEW: Context, significance and theme of the unit.
· Hardware and software: Basic components and correct use
· Relations of the operating system and programs
· Logic and educational games. 
· Paint.

	STAGE 1 – IDENTIFY DESIRED RESULTS

	Content Standards and Benchmarks : 

STANDARD 1: 
KNOWS THE CHARACTERISTICS AND USES OF COMPUTER HARDWARE AND OPERATIVE SYSTEMS

K5.1.1 Identifies basic computer hardware (mouse, keyboard, monitor).

K5.1.2 Powers up the monitor.
STANDARD 2: 
KNOWS THE CHARACTERISTICS AND USES OF COMPUTER SOFTWARE PROGRAM

K5.2.1 Participates in logic games.


K5.2.2 Colors and draws simple pictures in Paint.

K5.2.3 Solves simple puzzles and follows instructions.

STANDARD 3: 
UNDERSTANDS THE NATURE OF TECHNOLOGY AND OPERATING SYSTEMS

K5.3.1 Knows that things are made up of many parts and usually the parts affect one another.
STANDARD 4: 
UNDERSTANDS THAT COMPUTERS AND THOSE USING THEM ARE GOVERNED BY A SPECIFIC SET 
OF  ETHICS

K5.4.1 Understands that hardware is to be treated with maximum respect.
School-Wide Goals (Life-long learning standards)
Learning- to- learn skills:

3. Students use what they already know to acquire new knowledge, develop new skills, and expand understanding.

Expanding and integrating knowledge:

1. Students demonstrate integrated knowledge and skills in applying multidisciplinary approaches to solving problems.

2. Students demonstrate knowledge in technology and apply it for completing tasks and expanding knowledge.
Communication skills:

1. Students communicate with clarity, purpose and understanding of audience in both Spanish and English.
2. Students integrate the use of a variety of communication forms and use a wide range of communication skills.
3. Students recognize, analyze and evaluate various forms of communication.
4. Students develop an appreciation and knowledge of art and express themselves through artistic activities.
Thinking and reasoning skills

1. Students gather and use information effectively to gain new information and knowledge, classify and organize information support inferences, and justify conclusions appropriate to the context and audience.
2. Students utilize, evaluate, and refine the use of multiple strategies to solve a variety of type of problems.
3. Students generate new and creative ideas by taking considered risks in a variety of contexts
Social and emotional development 

1. Students work with others in a variety of situations to set and achieve goals and establish productive relationships based on respect, tolerance and solidarity.

2. Students manage and evaluate their behavior as group members.

3. Students manage disagreement and conflict in a peaceful and constructive manner and act in favor of well-being.

4. Students reflect on their growth towards self-knowledge, self-control and self-esteem.

5. Identify leadership opportunities and use them as an effective means of improvement for self and group.

Personal and social responsibility

1. Students take responsibility for personal actions and act ethically (e.g. demonstrate honesty fairness, integrity).
2. 
Students demonstrate empathy, respect and tolerance for others, understand, and appreciate the diversity and interdependence of all people and cultures.

	Essential questions:

What is hardware?
What are programs?

What things can damage the computer?

What is the difference between programs and games?

What elements can you identify in the operating system?


	Expected language:

Hardware, program, operating system, damage, window, controls, menu, buttons, navigation, save, folders, files.


	STAGE 2 – ASSESSMENT EVIDENCE

List performance tasks or project, quizzes, graded assignments, prompts, etc. Include the rubrics you use to evaluate the performance tasks.  

	Class observations (keep records of the students work using rubrics) 
Recognizes basic hardware (computer case, monitor, mouse, keyboard, speakers).
Understands relations of the operating system (use of windows and program tools)
Interaction with logic games and educational software.
Use of coloring tools in paint.


	STAGE 3 – LEARNING ACTIVITIES

Consider the type of knowledge (declarative or procedural) and the thinking skills students will use.

	The computer.

A. Videos about correct use of the computer.
B. Activities to understand the operating system: representation of folders and files using boxes and tags.

C. Identifying elements of widows (menu, tools, tabs)

Educational games.
A. 
Starfall, Jumpstart, robot lab.   
Review: 

A.  . The use of paint tools. B. Treating computer with respect. C. Turn on and off the computer.  D. Use of programs (opening, minimizing, closing, managing more than one window)


	INSTRUCTIONAL MATERIALS AND RESOURCES

	1. Software: M. Paint, Jumpstart collection, Encarta Kids, Robot Lab
3. Materials: computer, Videos, Presentations, worksheets.



