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Topic 1: Operating System (0S) and Graphical User Interface
(GUI) — Role and functions
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This topic will familiarize and develop children's understanding about the operating
system as an integral and important program of a computer system. It can be
Character User Interface (CUI, e.g. DOS) or éraphical User Interface, GUI (e.g.
Windows). They will know about some of the functions of OS: to boot the computer,
perform basic computer tasks like managing peripheral devices (mouse, keyboard,
printer, etc.), handling system resources, like comp ory, sharing

Learning outcomes:

4 differentiate between CUI and GUI in terms of multitasking;
U/ list the features, functions and advantages of GUI.

Suggested Learning
Resources
P Revisiting the coneept of system » Computers/ TWB with
software discussed in previous classes presentation software,
¥ Using presentations, Videos/ » Videos.
Comparative charts/ Interactive classes » Worksheets.
to explain the GUI and CUI Operating P Field trips
Systems to children. » Hands on experiences
P Discussing the different types of OS » Worksheets/quiz on this
with examples. topie.
» Explaining how an OS works - single
user, multiuser.
v Providing facilities for
Quizzes/worksheets and Visuals.
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Topic 2: Spreadsheet — Functions and Charts

This topic will expose children to spreadsheet is used the built-in features and tools of
functions, charts, etc.

Learning outcomes:

i/ edit and format a worksheet;

4 define cell range and apply formula;

\/ differentiate between different cell referencing;
I/ edit a sheet from sheet tab;

/' formulate a function and create a chart.

Suggested Learning

Resources

¥ Revising and revisiting the previous Key » Computers/ IWB with
Concepts learnt by children by presentation software.
providing opportunities through » Spreadsheet software.
presentations/ worksheets. * » Questionnaires

» Building on children’s previous » Surveys.
learning. Hands-on-activities

? Tllustrating /Demonstrating cell range,
formula and function to children.

¥ Emphasizing on the different ways of
cell referencing (relative, absolute,
mixed —with examples) in a formula/
function.

P Tlustrating how sheets can be edited in
the sheet tab.

» Providing opportunities to each child
through hands on experience to apply
common functions like Sum, Average,

- Max, Min, count, etc.
~ V Asking children to collect data on two

ccriteria (e.g. age and food preferences,
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gender and interest in sports, ete.) and
preparing a chart on the same.




Topic 3: Algorithms and Flowcharts

An algorithm is 'rules or procedures’ for solving problems and are used in all aspects of
daily life activities. Two important aspects of algorithms are that the problem should be
expressed in detail and without ambiguity. A Flowchart is a diagrammatic representation
of an algorithm, in which different steps are shown as symbols of different shapes

connected by arrows. To solve any problem, it is important to follow the stepwise
strategy. This Topic focuses on enabling children to know and understand about an
algorithm and flow chart and develop the ability to write an algorithm and design a
flowchart for solution of a particular problem.

Learning outcomes:

2 describe an algorithm;

\:_ﬁ list characteristics of algorithm;

4 analyse a problem;

[._'5 apply algorithm to find the best solution of a given problem;
145 describe flowchart with its symbols;

4 design a flowchart.

Algorithms and Flowcharts
Suggested Learning
Resources
» Introducing children to the topic by » Computers/ IWB.
asking them to list the ingredients and » Projector.
steps involved in making a cup of tea/ » Interactive class resources.
sandwich, ete. (Ingredients may be » Projects.
compared to the Input, steps to the
Process and the cup of tea to the
Output). This can then be made into a
flow chart.
¥ Ilustrating to children:
e the components of algorithm and
flowchart.
e the steps through a flow chart.
P Providing children opportunities,
through projects, for hands on activity.
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Topic 4: Program Coding

Program coding (programming) involves the use of a computer programming language to
write a series of instructions (algorithms) called a computer program that the computer
can interpret and carry out. All operations performed by a computer are controlled by
computer programs. Introduction of program coding (programming) can be explained by
using any programming language. This Topic will be developing children’s ability to write,

compllc and execute any progmm to solve the pmblem on a computer. They will also

Learning outcomes:

£ explain the need of programming;

4 define the basic components of a program;

{4 explain the need of different data types;

4 use correct syntax of components to write an error free program;
i/ compile and execute a program;

4 use different operators.

{7 identify the flow of control in selection statements.

{4 design a program with appropriate selection statements.

Resources
? Citing examples from real life of » Computers/ IWB with any
computing being used in every field, Programming software.
and discussing with children the P Internet facility.
importance of learning to code. ? Videos
» Showing videos on the importance of P Presentations.
programming, ¥ A sample structure of a
» Explaining: program.
=" different components of a program
=" the correct syntax of each
component
= the functionality of selection
statements
“" the use of selection statements by
using simple examples
" how to compile and execute a
program
» Providing opportunities for Hands-on-
activity to each child on the computer,
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Topic 5: App Development

An App (abbreviation for application) is a piece of software. It can run on our mobile
phone, computer, internet or any other electronic device. There are many types of
Apps used for different purposes. An App can be developed using any free app
development software. This topic will introduce and enable children to understand the
different apps, how they work and their uses.

Learning outcomes:

/" identify different types of apps;
4 list uses of apps;

4 classify apps;

U design and develop an app.

Suggested Learning
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: Resources

> Asking children to share their » IWB / Computers with an

| experiences of using an app by them or app development software.

by any other member in their family. » Hands-on-activities on the
P Demonstrating some apps on the use of app
; mobile phone or through projection
through computers.
» Tllustrating the steps to create an app

(using any free app development
software).




Topic 6: Networks

This topic focuses on enabling children to know about a Computer Network and its
components. They will understand that it consists of a large number of computers
connected to each other so that they can exchange data and share resources and that
every network has a topology, i.e., physical layout of communication links. They will also
know more about the Internet -'Iha'l' it is a world-wide system for interconnecting
smaller networks and ‘cloud comg )

[Learning oulcomes:

\/ define a network and its components,

{4 differentiate between types of network.

{4 explain the ways in which data moves over the network.

4 explain Internet terms.

{4 discuss the need of protocols in networking.

1/ summarize the characteristics and advantages of cloud computing.
{4 use cloud computing to store, share and present data/ information.

Suggested Transactional Suggested Learning
Processes Resources
Showing the school network » Computers/ IWB.
(the server, the cables, switch, P Videos.
workstations) to explain its » Internet facility.
uses, components (sender, P Interactive class resources
receiver, medium) and working ¥ Projectors.
of different parts.
Discussing and classifying the
different types of networks with
examples with respect to
proximity, communication
channels, ete.
Explaining and discussing the
various internet terms.
» Discussing protocols - a brief
explanation of each and their
purpose.
Providing opportunities
through online collaborative
project to develop a better
understanding of cloud
computing (using shared drives
and various Web 2.0 tools).




