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	OVERVIEW: Context, significance and theme of the unit.
Hardware and operating system component: Students will recognize the computer taking a look inside the components identifying each of the parts that make the machine work and how they affect one another. This is also supported with a sing along song about the computer parts and its purpose. Students at this level will have a wider view of the different uses that a computer has. At the beginning of class they will turn on the computer and at the end of class they will turn off the computer.
At this point the students will recognize some basic features of the O.S. like the desktop and directory.
Knowledge, skills and understanding component: A presentation reminding children how they should behave in computer rooms. In a light-hearted way, students will understand how to work with the computers taking care of them with safety procedures.  They will also acquire mouse skills learning some of the standard applications. Opening programs through the desktop icons with a double click of the mouse, and through the start menu. Another component that they will learn is to recognize some of the basic features of the window in M. Paint, identifying the title bar, toolbar, menu bar and scroll bar.
The keyboard is another step beyond the standards, from now the students will identify the correct finger placement on the key board with simple exercises and ludic activities. 

Educational soft ware is part of this component that engage students into the multimedia world making the learning process fun. 
Critical thinking component: This lesson looks forward to assist children in acquiring thinking skills so they can identify common processes of the information, communication and technology world. Educational software, coloring, drawing and brain games activities with puzzles and other motivators will get students to learn in a fun way and strength memory, language, concentration, executive functions and visual spatial skills.


	STAGE 1 – IDENTIFY DESIRED RESULTS

	Content Standards and Benchmarks : 

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

1.1.1 Identifies some uses of the mouse (Double Click).

1.1.2 Knows the alphanumeric keys and special keys (Spacebar, backspace, enter).

STANDARD 2: 
KNOWS THE CHARACTERISTICS AND USES OF COMPUTER SOFTWARE PROGRAM

1.2.1 Knows the basic distinction among computer programs and games.

1.2.2 Participates actively in games developing eye/hand coordination.


1.2.3 Draws pictures following teacher's instructions.
STANDARD 3: 
UNDERSTANDS THE NATURE OF TECHNOLOGY AND OPERATING SYSTEMS

1.3.1 Knows that when things are put together they can do things that they couldn't do by themselves.

1.3.2 Understands how some elements or components of simple systems work together (e.g. parts of a bicycle).
STANDARD 4: 
UNDERSTANDS THAT COMPUTERS AND THOSE USING THEM ARE GOVERNED BY A SPECIFIC SET 
OF  ETHICS

1.4.1 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:

How many parts are there in a computer?
Can you name what you see on the keyboard?

What are the three things you should know about taking care of the computer?
How many elements can you recognize in a window?

Where does each finger belong on the keyboard?

	Expected language:

Turn on turn off computer, monitor, tower case, mouse, keyboard, speakers, click, select, save, care, line tool, taking care of, icon, program, menu bar, drag, mouse pointer, double click, right click, left click, type, folder, file, directory, minimize, close, patience, and respect. 


	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) 
Recognizes basic hardware (tower case, monitor, mouse, keyboard, speakers, CD rom, Usb port).
Coordinates mouse movements, behavior and actions.
Saved work in the computer.

Oral assessment.

	STAGE 3 – LEARNING ACTIVITIES

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

	Lesson 1: Identifying the computer.

A. 
video of computer basics: This video Presents fundamental information about computers and the
Internet – and how they can best be used. In addition, the program contains print material about the 
computer.
B. 
Computer X-ray: Looking inside the computer case, monitor, mouse and keyboard, students will be able to identify each component and analyze that things are made up of many parts and how the parts affect one another.

Students will be able to see, touch, smell some parts, and also listen to the machine working with all the parts put together. After doing that, they will pick one computer part and then try to draw it in M. Paint. The work will be saved by the teacher and the assistant in a directory containing an already named folder which will keep the entire student’s work for the rest of the year. 

The students will power up computer at beginning of class and shut down monitor at the end of class.
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C. 
”The Computer Song”:  
D. 
Computer purposes: Learning the different purposes of a computer machine, the reason for which exists or for which it has been done or made. In addition students will classify drawings and find relations between objects. (worksheets and digital activities).

Lesson 2: Use of the mouse (level 1).

A. The E-Book story: The student will place the mouse pointer in target and click the next button to continue with the next slide and listen to the rest of the E-Book story.
B. Using the mouse: Students will select, open and move items on the screen. They will also experience double clicking to open programs and right clicking to open a menu. Another component for this lesson is to place the mouse pointer in target to start typing in a new line. In M. Paint students will find out what the right click works for.

Lesson 3: Recognizing Operating System basic features, the Desktop and windows explorer: 

A. 
Coloring activities and identify icons, start button, programs, clock, quick start. 

B. 
Opening programs: Opening through desktop shortcuts, and quick start menu programs. 
C. 
Recognizing basic features of windows environment in M. Paint: Digital activities to identify the title bar, toolbar, menu bar and scroll bar in M. Paint.
Lesson 4: Knowing the keyboard: 
A. Craft Keyboard: With cardboard the students will make a keyboard.  In a digital worksheet students will type the basic keys.
B. Finger placement: Children will learn where each finger belongs on the keyboard´s basic home row (asdf  jkl;) 
C. Typing bunny: Educational software to enjoy the first steps in learning how to type
Lesson 5: Logical thinking and visual representations: 
A.  Join the dots: In M. Paint, the students will draw straight lines with the line tool from the red dot in vertical axis Y to the other red dot in horizontal axis X.
With this exercise the students will introduce the lesson that covers critical thinking skills. With this fine motor skill exercise, they will experiment a connection between the hand and the mouse and the eye to the cursor on the screen. Lots of brain work there.
B. The maze: In M. Paint, the students will draw the way out of a maze using the line tool.
C. Dot to dot drawing: In M. Paint, the students will draw a kite using the line tool and fill with color tool.
D. The checkerboard: In M. Paint, the students color a checkerboard using the fill with color tool.
E. Patterns: This activity allows students to explore and practice pattern making. The activities allow students to manipulate patterns by using M. Paint tools. Students are able to engage in thinking critically about patterns, which will give them a greater understanding of spatial patterns.
Excercises:
1. Which fish is next: Click on the fish that comes next in the fish bowl pattern. Continue the pattern until the fish bowl is full. Click on start again to play again.
http://www.mathsurf.com/k/ch3msie/fish3.html  
2. Which object is next: Read the pattern and choose the object from the box that comes next. Click the NEXT button to move on to the next pattern. DO NOT click on the flashing pictures around the pattern.

http://www.primarygames.com/patterns/question1.htm 

3. Making patterns: Understanding patterns as they analyze relationships and make predictions.  http://standards.nctm.org/document/eexamples/chap4/4.1/index.htm  After they experiment the electronic interactive on line game, they will color a pattern in M. Paint. 
F. Grouping: Students will group pictures that belong together and classify them in the correct category.
Lesson 4: Software games.

A. 
Jumpstart collection: When it comes to learning! Jumpstart delivers more fun and enriching learning activities. With these fun interactive games, kids learn over 50 skills in phonics, counting, music, art, languages and more. Preparing 1st grade students with this educational software, takes them beyond clicking, dragging and putting parts together. This link connects you on line with the company that offers a wide source of material: http://shop.knowledgeadventure.com/Departments/Gifts-For-All-Ages/0-3-InfantToddler.aspx 
B. 
“Navigating Encarta Kids”, students will find their way through the Encarta platform and interact with the program. Encarta Kids is a special area for young ones. Packed with age-appropriate articles and lively multimedia, Encarta Kids provides a safer place to explore all kinds of topics. Make learning fun and easy with a colorful, easy-to-navigate environment designed just for kids, with plenty of maps, photos, and interactive quizzes. It uses large colorful icons that children love and it has loads of pictures. 
Lesson 5: Visual Representations.

A. Descriptions: Students will describe drawings with multiple choice answers using basic vocabulary. (red, square, triangle, fast, slow, numbers…)
B. Creative thinking: Students will make a free drawing in M. Paint like Picasso. 
C. Relations: Students will relate a center drawing with the objects around them and draw a circle to those that relate with the center object. Another activity is that students will draw a square around all the pictures that represent an animal, plant, toy, etc. In addition to this students will relate a group of objects and decide to which of the following elements do they belong. E.g. The group: a chasis, wheels steering wheel, seat belts. This group belongs to a car. The group: a monitor, a mouse, a keyboard, speakers. This group belongs to a computer. Etc.  
D. Complete the drawing: Students will continue making the lines or shapes needed to complete a drawing. They could start from a simple square and convert that into a house, a train, a box…

E. Connecting lines: Students will connect a line from the word to the correct picture.


	INSTRUCTIONAL MATERIALS AND RESOURCES

	1. Urls: 
http://www.mathsurf.com/k/ch3msie/fish3.html     

http://www.primarygames.com/patterns/question1.htm

http://standards.nctm.org/document/eexamples/chap4/4.1/index.htm  


http://shop.knowledgeadventure.com/Departments/Gifts-For-All-Ages/0-3-InfantToddler.aspx 

2. Software: M. Paint, Jumpstart collection, Encarta Kids
3. Materials: An old unused computer, Videos, Presentations, worksheets.



At the end of unit:

CURRICULUM COVERAGE: Percentage of planned curriculum that was taught and assessed ___________
100%

REFLECTIONS: Teachers reflections on ways in which the unit might be improved, polished or enhanced. Student perspectives might be included.

For the first week, students had a review of class procedures and rules. 100% of this was covered. 
After the review we watched a video about computer basics. The video presents fundamental information about computers.  In addition, printed material was given to students in order for them to respond questions from the video. The video had 4 pause points with the purpose to give them time for feedback and reflection.  After viewing this video, participating in class discussion and completing the suggested printed activity, viewers were able to do the following:
1. Give a brief definition of a computer.

2. Express why computers are important in every day’s life.

3. Describe 3 or more types of computers.

4. Understand what a device is and how it works.

5. Name at least four input devices and four output devices commonly used with computers.

Viewing Strategies

This program can be employed in three distinct ways. First, the video can be shown in its entirety as an introduction and/or review session for students beginning their study of computers. Second, pick and choose various sequences and select print material to understand concepts taught in the current unit. The third way is using the program and printed material.
On the planner there was an energizer activity from tribes planned for this class but the time was not enough to accomplish it. 

•
Introducing class objectives and having them written on the board has been a good idea. Students are aware of what they are going to learn.
•
Students had a tribes energizer activity but they were not attentive. I think some modifications to energizer activities should be done for lower grades.
•
Students will not concentrate on the tribes energizer. It seems that group dynamics with this grade have poor concentration. They gather in small groups and talk, they will not stay in one place, they curl on the floor, they grab each other and cannot keep the community circle complete for more than 2 minutes. Noise levels are very high.
•
Students need other group motivators strategies.
•
Paper work keeps them in their seats, they still talk a lot but noise level is normal.
ASSESMENT:

Students are now able to identify the following:

-  
Hardware components eg. keyboard, mouse, monitor/screen.

-  
The cursor.

-  
Recognises the typical features of an applications window – title bar, toolbar, menu bar, status bar, scroll bar.

-
Starts an application and creates a document.

- 
Uses freehand drawing tools - pencil, straight and curved lines.

- 
Uses shape tools/objects.

- 
Uses paintbrush, paintbox/fill with colour, spray can/airbrush, eraser.

My computer is at school 


my computer is at home


my computer is so good


and soon I will have one. 





My computer has a room 


where all my games will make a boom.





Pictures, songs and letters I can keep


be careful!…   to save in the disk


cause there are things I can miss.





Now come on kids it’s time to play!


now all the records I can break!.





Lyrics: Mr. D


Music: Juliana Pelaez





My computer is at school


my computer is at home


my computer is so good


and soon I will have one .





With the computer I can do


a beautiful card just for you.





My homework I can make


so after I can have a break.





My teacher takes a look


to all the good things I can do.





Now come on kids it’s time to learn…





M for mouse, and M O N I T O R


K for keyboard, and C P U.
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