ICT Programme of Work (Dolphin System, TEN and other resources)

Level: A

Class/Group:


Attainment Targets
Assessment criteria

Pupils will be able to:
Teachers will 

provide opportunities for the pupils to:
Assessment Evidence
Possible contexts for ICT across the curriculum
Evaluation/Next Steps for Learning and Teaching
Suggested Resources

Using the Technology:

Use a mouse to point and click

Start up/shut down the computer

Use a keyboard/concept keyboard

Print by clicking a ‘print’ button

Save and retrieve work with support
Use a mouse to point and right click button  to select

Start up and shut down computer (e.g. one pupil per day)

Use keyboard to input a sentence with a capital letter and full stop.

Print by clicking a ‘print’ button

Save and retrieve a document with adult support. 
The computer interface

· Select a game using the correct button on the mouse to point and click (develop through on-going activities)

· Complete the activities by pointing, dragging and clicking into position.

· Open and close programs using the mouse to position, point and click

Hardware and responsible use

· Start up/shut down the computer.

Computer peripherals

· Use a keyboard to enter familiar words and phrases (e.g. own name)

· Begin to use keyboard to enter text, use shift key for capital letters, full stop key and delete key.

· Print a piece of work using the ‘print’ button.

Storing work and file management

· Save a retrieve work with support, using a named file
Observation

Observation

Observation/

Printout

Observation/

Printout

Observation
English Language

Children should be encouraged to recognise and type letters from their own name along with other simple captions and labels.

Use phonetic knowledge to write simple CVC words.

Start to form simple sentences using the computer.

Use appropriate software for listening and talking activities.

Offer images to match text they have read.

Physical Education

Develop fine motor skills while using the computer mouse.

Textease Studio/Plus

Word

Number Box
Dazzle Plus

Clicker 4

Clipart

Scanner

Creating and presenting:

Text

Create enter and amend one or more sentences without teacher support

Graphics

Create a picture using simple software

Multimedia

Add text to a picture
 Independently enter and amend one or more sentences using capital letters and full stops.

Create a picture using Paint/Dazzle etc.

Add text to a picture using Textease.

Print any of the above by clicking a ‘print’ button.
Text handling/Graphic manipulation

· Create one sentence using shift key to enter a capital letter.

· Create one or more sentences without teacher support .

· Use the enter/return key to miss a line and add name to document.

· Using appropriate simple art/drawing/graphic software begin graphics manipulation skills by using some basic features, e.g. 

· Pencil (line tool)

· Fill

· Stamps/templates

· Delete

· Paintbrush

· Enter a sentence adding a graphic using Word/Picture Bank facility, using space bar.

· Create name label using Clicker/Textease/Word entering text and a graphic, clicking and pointing with a mouse; print using print button and use delete key to clear screen.

Multimedia manipulation

· Add text to a picture

Where appropriate:

· enter text through concept keyboard overlays.

· Enter text through speech recognition package. 


Special Task/Printout

Special Task/Printout

Special Task/Printout
Personal and Social Development

While working with others children will have the opportunity to negotiate activities and taking turns to talk.

English Language

Create a word bank incorporating the most commonly used words.

Use the word bank they have created in other areas of their language work.

Assemble texts and insert pictures.

Use capital letters in sentences. Construct sentences and develop word recognition skills.

Use editing skills to change and improve written work.

Art

Draw natural forms from observations then draw representation on the computer.

Design cover for a book.

Social Subjects

Create a simple map using geometric shapes and line tools.

Music

Create visual graphic scores.

Textease Studio/Plus

Word

Clicker 4

Dazzle Plus

TEN (Q –Net) activities 1 – 3

Clipart

TEN (Q – Net) activities 4 - 6



Collecting and analysing:

Use non-computer databases

Use simple predefined computer databases
Participate in an information handling activity (e.g. Toys, Ourselves etc) showing understanding of sorting by size, shape, colour etc.

Show understanding of supplying clear information for others.

Use a simple computer database to look up information (e.g. use a birds database to find out which live in woods).
Concepts

· Sort, classify and create a graph/Venn/Carroll diagrams  away from the computer e.g. Toys

· Carry out a collecting and analysing study, which incorporates collecting, organising displaying, and interpreting processes e.g. Toys, School, Fruit & Vegetables, Ourselves.

· Understand that information in a database has a consistent format.

Database Skills

· Use simple pre-defined databases, e.g. look up information about animals using a simple index.

Problem Solving

· Demonstrate an understanding that computers can be used in problem solving.
Observation

Question & Answer

Observation

Question & Answer

Observation

Question & Answer
Mathematics

Use ICT knowledge to sort shapes and objects.

Use a software programme as a starting point to talk about shapes/objects, their similarities and differences – sort /label/classify.

Use software programmes to enhance ability to count, match and compare.

Collect , organise, display and interpret information.

Science

Compare features of some objects looking closely for similarities and differences.

Categorise objects into simple groups, properties – e.g. animals, metals.

Social Subjects

Use software and peripherals – e.g. camera to create a personal street map.



TEN (Q – Net) activities 1 –  3

Number Box

Textease Studio/Plus

2Investigate – early years database (2Simple Software )

First Workshop-database

(Black Cat Software)

Junior Viewpoint-database

(Logotron)



Searching and researching:

Recognise that information is available electronically


Give examples of information from three different sources, either electronic or  non electronic.

Use CD-Roms and web pages to access information.
Where to search

· In class and elsewhere in school.

· In magazines, newspapers, comics, photo albums, and electronic sources.

How to search

· Ask prepared questions
· Play guessing games
· Look at websites with teacher support
How to extract the information

· Talk about important features of what has been found out.

· Use a variety of CD-Roms and ‘live’ web pages to access information, reinforce learning. 
How to evaluate the results

· Be encouraged to ask questions such as “Is this what we want to find out?”
Question & Answer

Question & answer

Observation
Social Subjects

Take an environmental walk around the school or the local area to gather information. Find out how information is displayed and for what purposes.

Invite people into the school to help the children understand what life was like for parents and grandparents.

Prepare questions.

Store the information gained from the visitors.

Begin to understand how information about weather is conveyed in a number of ways.

English Language

Develop their  understanding of print carrying information for a variety of purposes.

Discuss the information in a ‘big’ book referring to the size of text, use of symbols etc.

Use ‘Talking Books’.



TEN (Q-Net) activities 1 – 2

Variety of information

material

CD-Roms e.g. All About Ourselves

www.literacyhour.co.uk
www.bbc.co.uk
www.google.co.uk
www.yahoo.co.uk
www.askjeeves.co.uk
www.bbc.co.uk\education\primary.shtml
Talking Books CD Roms

Communicating and collaborating:

Show awareness that messages can be communicated electronically

Give simple comparisons with telephone/post


Give examples of ways of communication including electronic methods such as phone, fax, email, texting etc.

Make simple comparisons between post and telephone, e.g. telephone message received instantly, post message arrives next day.

Open and read an 

e-mail.
Phone

· In role-play use mock equipment. Talk to others in, e.g. a play corner about: 

· Friends

· Shopping lists

· Complaints

· Enquiries

· Pass on simple information such as :

· Information required to complete a task

· Directions to reach a location

· List of items for collection as part of an arranged call.

· Discuss that messages can be communicated electronically

· Discuss simple comparisons between telephone/post

E-mail (only with support)

· Open a simple message from a mailbox.

· Read a simple message

· Type a simple message in the e-mail message window.

· Click on the appropriate button/command to send a completed message.  

· Print a message to keep a record or to provide information to others

· Send e-mails within the school e.g. from P. 1 to P. 7


Discussion

Question & Answer

Discussion

Question and answer

Observation
Role Play

Role Play situations : Office, doctor’s , travel agents etc

English Language

Listening and talking activities- giving /following instructions; speaking in groups.

Preparing and asking questions.

Imaginative writing.

Functional writing



Telephone

TEN (Q – Net) activities 1 - 2

First Class



Controlling and modelling:

Follow directional instructions


Understand and use the following words:  up, down, left, right, forwards and backwards.

Use Roamer to follow simple instructions e.g. forward 7; back 6 etc.

Use the mouse button to slide pointer to click and drag.


Position, movement and direction

· Understand the following words related to movement/direction:

· Up, down

· Left, right

· Forwards, backwards

· Use Let’s Go with Katy to build confidence in/understanding of the concepts of right/left.

· Use Roamer to follow directional instructions.

Control/simulation software and operations

· Slide the pointer forwards, backwards, left and right using a mouse.

· Use the mouse button and pointer to reposition (drag) a graphic to any new position on screen.

Control hardware

· Explore the use and operation of simple devices.

Knowledge of terms and uses

· Use appropriate vocabulary e.g. mouse, pointer, left and right.
Observation

Question & Answer

Observation

Observation

Printout of document with graphic that has been ‘dragged’.
English Language

Discuss the many opportunities for discussion of the style of images and backgrounds children create.

Listening to and following instructions/directions in a variety of contexts.

Writing directions.

Technology

Provide children with a task to create a real, or fantasy, situation for an audience.

Art and Design

Differences between ‘real’ and ‘fantasy’ situations. Draw natural forms such as leaves and flowers from observation. Draw representation on a computer of a simple shape, changing the background or colour. Compare the two images.

Social Subjects

Compare a film/TV extract of the life of a child who lived in the past. Contrast and compare.

Look at directions on maps of locality to reinforce the idea of testing out a route to see if it matches the criteria given. (e.g. Find your way to the shop without passing the school)

Physical Education

Reinforce the skills for directions. Pupils devise a short sequence of movements including a turn, change of direction and/or change of speed.

Play a game where children design a route through apparatus with items placed to indicate ‘forbidden’ zones.

Maths

Following  numerical instructions.

Completing symmetry  work.

Using software /Turtle/Roamer to complete  work on right angles/turns.

PE

Use directional words in activities. Design a route through apparatus

TEN (Q – Net) activities 1 - 2 

Textease Studio/Plus

Let’s Go With Katy-

In the Park

In the Garden

To The Zoo 1 and 2

Roamer and cards

LOGO/Turtle package



Developing informed attitudes:

As pupils progress through levels A-F they increasingly:

Recognise and appreciate the role of ICT in accessing information and knowledge, fostering creativity and facilitating the exchange of ideas

Appreciate the personal the societal benefits of ICT

Become aware of the implications of the uses of ICT in different situations, e.g. the workplace, the home

Appreciate the need for the responsible use of ICT and the need to protect information, individuals and society from its misuse

Appreciate when it is and is not appropriate to use ICT
Give three examples of places where computers/ICT are used.

Explain why computers/ICT are used in letter writing. (E.g. speed accuracy, neatness etc.)
Know where and how ICT is used

· Know and give some basic examples of places where computers/ICT are used in society, e.g.: 

· Homes

· Schools

· Banks

· Shops

· Library

Know why ICT is used

· Know and give some examples of why computers and ICT are used:

· In leisure/relaxation

· In quality letters/documents

· For accuracy

· For speed

· To make information easy to find
Discussion

Question & Answer

Discussion

Question & Answer
PSD/Role Play

Establish role play situations which are intended to develop awareness amongst the children on the uses of ICT and technology e.g. television studio, space ship, travel agency, post office, bank etc.

Discuss behaviour expectations in the operation of ICT equipment.

Expressive Arts

Express ideas through a variety of media.

Create simple tunes for  news programmes.

Create pictures using a paint package to display as backdrops to stories, etc. 

Draw characters from fiction, TV or video stories.
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