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	Grades
	4-8
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	1
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	One Marking Period


	Course
	  Computer Literacy

	Overview/Rationale
	According to research, formal keyboarding and computer literacy instruction should start when the student’s interaction with the computer becomes more advanced. It is beyond responding with simple one-letter or mouse clicking. By introducing students to formal keyboarding and computer literacy instruction in the elementary grades, they will develop proper hand-finger methods instead of having to break habits. This will ensure that students concentrate on what they are composing, rather than how it is being written. Our goal is to produce students with keyboarding and computer skills that will increase productivity and contribute to positive technology applications in all academic areas. 


			DESIRED OUTCOMES

	NJSLS Standards Addressed

	

NJSLS.ELA-LITERACY.WHST.6-8.2.A
Introduce a topic clearly, previewing what is to follow; organize ideas, concepts, and information into broader categories as appropriate to achieving purpose; include formatting (e.g., headings), graphics (e.g., charts, tables), and multimedia when useful to aiding comprehension.
 NJSLS.ELA-LITERACY.WHST.6-8.2.B
Develop the topic with relevant, well-chosen facts, definitions, concrete details, quotations, or other information and examples.
NJSLS.ELA-LITERACY.WHST.6-8.4
Produce clear and coherent writing in which the development, organization, and style are appropriate to task, purpose, and audience.
NJSLS.ELA-LITERACY.WHST.6-8.5
With some guidance and support from peers and adults, develop and strengthen writing as needed by planning, revising, editing, rewriting, or trying a new approach, focusing on how well purpose and audience have been addressed.
NJSLS.ELA-LITERACY.WHST.6-8.6
Use technology, including the Internet, to produce and publish writing and present the relationships between information and ideas clearly and efficiently.


			Technology Standards Addressed

	1. Synthesize and publish information about a local or global issue or event (ex. telecollaborative project, blog, school web).
C. Communication and Collaboration
By the end of Grade 5
8.1: Educational Technology
A. Technology Operations and Concepts
1. Select and use the appropriate digital tools and resources to accomplish a variety of tasks including solving problems.
2. Format a document using a word processing application to enhance text and include graphics, symbols and/ or pictures.
3. Use a graphic organizer to organize information about problem or issue.
4. Graph data using a spreadsheet, analyze and produce a report that explains the analysis of the data.
5. Create and use a database to answer basic questions.
6. Export data from a database into a spreadsheet; analyze and produce a report that explains the analysis of the data.
B. Creativity and Innovation
1. Collaborative to produce a digital story about a significant local event or issue based on first-person interviews.
C. Communication and Collaboration
1. Engage in online discussions with learners of other cultures to investigate a worldwide issue from multiple perspectives and sources, evaluate findings and present possible solutions, using digital tools and online resources for all steps.
D. Digital Citizenship
1. Understand the need for and use of copyrights.
2. Analyze the resource citations in online materials for proper use.
3. Demonstrate an understanding of the need to practice cyber safety, cyber security, and cyber ethics when using technologies and social media.
4. Understand digital citizenship and demonstrate an understanding of the personal consequences of inappropriate use of technology and social media.
E. Research and Information Fluency
1. Use digital tools to research and evaluate the accuracy of, relevance to, and appropriateness of using print and non-print electronic information sources to complete a variety of tasks.
F. Critical thinking, problem solving, and decision making
1. Apply digital tools to collect, organize, and analyze data that support a scientific finding.
8.2: Technology Education, Engineering, Design, and Computational Thinking - Programming
A. The Nature of Technology: Creativity and Innovation
1. Compare and contrast how products made in nature differ from products that are human made in how they are produced and used.
2. Investigate and present factors that influence the development and function of a product and a system.
3. Investigate and present factors that influence the development and function of products and systems, e.g., resources, criteria and constraints.
4. Compare and contrast how technologies have changed over time due to human needs and economic, political and/or cultural influences.
5. Identify how improvement in the understanding of materials science impacts technologies.
B. Technology and Society
1. Examine ethical considerations in the development and production of a product through its life cycle.
2. Examine systems used for recycling and recommend simplification of the systems and share with product developers.
3. Investigate ways that various technologies are being developed and used to reduce improper use of resources.
4. Research technologies that have changed due to society’s changing needs and wants.
5. Explain the purpose of intellectual property law.
6. Compare and discuss how technologies have influenced history in the past century.
C. Design
1. Collaborate with peers to illustrate components of a designed system.
2. Explain how specifications and limitations can be used to direct a product’s development.
3. Research how design modifications have lead to new products.
4. Collaborate and brainstorm with peers to solve a problem evaluating all solutions to provide the best results with supporting sketches or models.
5. Explain the functions of a system and subsystems.
6. Examine a malfunctioning tool and identify the process to troubleshoot and present options to repair the tool.
7. Work with peers to redesign an existing product for a different purpose.
D. Abilities for a Technological World
1. Identify and collect information about a problem that can be solved by technology, generate ideas to solve the problem, and identify constraints and trade-offs to be considered.
2. Evaluate and test alternative solutions to a problem using the constraints and trade-offs identified in the design process to evaluate potential solutions.
3. Follow step by step directions to assemble a product or solve a problem.
4. Explain why human-designed systems, products, and environments need to be constantly monitored, maintained, and improved.
5. Describe how resources such as material, energy, information, time, tools, people and capital are used in products or systems.
6. Explain the positive and negative effect of products and systems on humans, other species and the environment, and when the product or system should be used.
7. Explain the impact that resources such as energy and materials used in a process to produce products or system have on the environment.
E. Computational Thinking: Programming
1. Identify how computer programming impacts our everyday lives.
2. Demonstrate an understanding of how a computer takes input of data, processes and stores the data through a series of commands, and outputs information.
3. Using a simple, visual programming language, create a program using loops, events and procedures to generate specific output.
4. Use appropriate terms in conversation (e.g., algorithm, program, debug, loop, events, procedures, memory, storage, processing, software, coding, procedure, and data).
By the end of Grade 8
8.1: Educational Technology
A. Technology Operations and Concepts
1. Demonstrate knowledge of a real world problem using digital tools.
2. Create a document (e.g. newsletter, reports, personalized learning plan, business letters or flyers) using one or more digital applications to be critiqued by professionals for usability.
3. Use and/or develop a simulation that provides an environment to solve a real world problem or theory.
4. Graph and calculate data within a spreadsheet and present a summary of the results
5. Create a database query, sort and create a report and describe the process, and explain the report results.
B. Creativity and Innovation
4. Research and publish the steps for using and maintaining a product or system and incorporate diagrams or images throughout to enhance user comprehension.
5. Explain the impact of resource selection and the production process in the development of a common or technological product or system.
6. Identify and explain how the resources and processes used in the production of a current technological product can be modified to have a more positive impact on the environment.
E. Computational Thinking: Programming
1. Identify ways computers are used that have had an impact across the range of human activity and within different careers where they are used.
2. Develop and publish work that provides perspectives on a global problem for discussions with learners from other countries.
D. Digital Citizenship
1. Understand and model appropriate online behaviors related to cyber safety, cyber bullying, cyber security, and cyber ethics including appropriate use of social media.
2. Demonstrate the application of appropriate citations to digital content.
3. Demonstrate an understanding of fair use and Creative Commons to intellectual property.
4. Assess the credibility and accuracy of digital content.
5. Understand appropriate uses for social media and the negative consequences of misuse.
E. Research and Information Fluency
1. Effectively use a variety of search tools and filters in professional public databases to find information to solve a real world problem.
F. Critical thinking, problem solving, and decision making
. Explore a local issue, by using digital tools to collect and analyze data to identify a solution and make an informed decision.
8.2: Technology Education, Engineering, Design, and Computational Thinking - Programming
A. The Nature of Technology: Creativity and Innovation
1. Research a product that was designed for a specific demand and identify how the product has changed to meet new demands (i.e. telephone for communication - smart phone for mobility needs).
2. Examine a system, consider how each part relates to other parts, and discuss a part to redesign to improve the system.
3. Investigate a malfunction in any part of a system and identify its impacts.
4. Redesign an existing product that impacts the environment to lessen its impact(s) on the environment.
5. Describe how resources such as material, energy, information, time, tools, people, and capital contribute to a technological product or system.
B. Technology and Society
1. Evaluate the history and impact of sustainability on the development of a designed product or system over time and present results to peers.
2. Identify the desired and undesired consequences from the use of a product or system.
3. Research and analyze the ethical issues of a product or system on the environment and report findings for review by peers and /or experts.
4. Research examples of how humans can devise technologies to reduce the negative consequences of other technologies and present your findings.
5. Identify new technologies resulting from the demands, values, and interests of individuals, businesses, industries and societies.
6. Compare and contrast the different types of intellectual property including copyrights, patents and trademarks.
7. Analyze the historical impact of waste and demonstrate how a product is upcycled, reused or remanufactured into a new product.
C. Design
1. Explain how different teams/groups can contribute to the overall design of a product.
2. Explain the need for optimization in a design process.
3. Evaluate the function, value, and aesthetics of a technological product or system, from the perspective of the user and the producer.
4. Identify the steps in the design process that would be used to solve a designated problem.
5. Explain the interdependence of a subsystem that operates as part of a system.
6. Create a technical sketch of a product with materials and measurements labeled.
7. Collaborate to examine a malfunctioning system and identify the step-by-step process used to troubleshoot, evaluate and test options to repair the product, presenting the better solution.
8. Collaborate with peers and experts in the field to research and develop a product using the design process, data analysis and trends, and maintain a design log with annotated sketches to record the developmental cycle.
9. Develop a proposal for a chosen solution that include models (physical, graphical or mathematical) to communicate the solution to peers.
D. Abilities for a Technological World
1. Design and create a product that addresses a real world problem using a design process under specific constraints.
2. Identify the design constraints and trade-offs involved in designing a prototype (e.g., how the prototype might fail and how it might be improved) by completing a design problem and reporting results in a multimedia presentation, design portfolio or engineering notebook.
3. Develop an algorithm to solve an assigned problem using a specified set of commands and use peer review to critique the solution.
4. Use appropriate terms in conversation (e.g., programming, language, data, RAM, ROM, Boolean logic terms)

	In this unit, the following 21st Century Themes & Skills are addressed:

	

Check all Themes that apply
	Indicate whether these skills are:
E- Encouraged, T- Taught, or A-assessed
In this unit by marking E, T, or A on the line before the appropriate skill.

	
X

	
Global Awareness
	
E
	
Creativity and Innovation

	

	
Environmental Literacy
	
T/A
	
Critical Thinking

	
	
Health Literacy
	
T/A
	
Problem Solving

	
	
Civic Literacy
	T/A
	
Communication

	
	
Financial, Economic, Business, and Entrepreneurial Literacy
	E
	
Collaboration


	Interdisciplinary Connections

	NJSLS 9.1.4.A.1-3 All students will demonstrate creative, critical thinking, collaboration and problem solving skills to function successfully as global citizens and workers in diverse ethnic and organizational cultures. 

Career Ready Practices							
· CRP1.  Act as a responsible and contributing citizen and employee.				
· CRP2.  Apply appropriate academic and technical skills.				
· CRP3.  Attend to personal health and financial well-being.				
· CRP4.  Communicate clearly and effectively and with reason.				
· CRP5.  Consider the environmental, social and economic impacts of decisions.
· CRP6.  Demonstrate creativity and innovation.
· CRP7.  Employ valid and reliable research strategies.
· CRP8.  Utilize critical thinking to make sense of problems and persevere in solving them.
· CRP9.  Model integrity, ethical leadership and effective management.
· CRP10. Plan education and career paths aligned to personal goals.
· CRP11. Use technology to enhance productivity.
· CRP12. Work productively in teams while using cultural global competence.

	
Key Terms




	Word Processing, Keyboard, home row, positions, keys, posture, technique, Touch typing, accuracy, WPM (words per minute), Shift, Enter, thumb, index finger, middle finger, pinky finger, ring finger, click, double click, mouse, essential, semi-colon, internet, software, interactive, digital tools, application, multimedia, computer, monitor, Internet, printer, authoring tool, blog, wiki, select, drag, write, complete, create, enter, plot

	Student Learning Objectives (SLO) 

	
· Students will use both hands simultaneously on the keyboard.  
· Students will use correct technique for key striking and keying by touch
· Students will use correct hand-finger, home row, and pairing of fingers.
· Students will understand that the keyboard is a data input device.
· Students will identify keys on the right and left side of the keyboard.
· Students will recognize that letters typed on the keyboard are lower-case unless the Shift Key is used.  
· Students will identify the location and function of these keys: Enter, Escape, Spacebar, Shift, Arrows, and Backspace.
· Students will identify the location and function of the Tab Key.  
· Students will identify and properly use the mouse.  
· Students will use correct posture.  
· Students will use home row and type without looking at hands.



	Instructional Strategies

	Short articles to help direct your teaching strategies: 
Title: “Teaching Keyboarding: More Than Just Typing”
http://www.educationworld.com/a_tech/tech/tech072.shtml
 Title: “Keyboarding Strategies” http://www.sau16.org/index.php/curriculum/curriculumstandards/keyboarding/143-keyboarding-strategies 
Writing Prompt Ideas http://www.internet4classrooms.com/grade_level_help/writing_writing_prompt_la nguage_arts_fifth_5th_grade.htm 
How to create a Wiki http://www.surfnetkids.com/resources/how-to-create-a-wiki/ 
Examples of Wikis http://educationalwikis.wikispaces.com/Examples+of+educational+wikis Edmodo(Classroom Rollout Resources) https://support.edmodo.com/home#entries/21855920-classroom-rolloutresources-teacher 
Microsoft Word (How to count the number of words in a document) http://office.microsoft.com/en-us/word-help/count-the-number-of-words-in-adocument-HA010368775.aspx 


	Essential Questions

	
· What technology skills are necessary to be successful in school, work and personal life?
· Which fingers belong on which keys?  
· What happens when you don’t use the correct finger to reach the correct key from the home row? 
·  What is the correct posture and technique for Touch Typing? 
·  How does bad posture affect your keyboarding skills?  
· What can improve our WPM (Words per Minute)? 

	Enduring Understandings

	
· Proper home row finger placement  
· Proper keyboard posture  
· Correct finger reaches  
· How to touch type correctly  
· Eyes on the copy, not on keyboard 



	Assessments

	· Diagnostic  
               Pretest Lesson #3 http://byteback.org/students/typing/  
· Formative 
1. Program Reports  
2. Student Participation  
3. Self-Assessment Lab                                    
4. Classroom Practice (Student WPM weekly log sheet) 
· Summative  
1. Observations  
2. Teacher created tasks  
3. Rubrics  
4. Other Evidence

	Differentiated Activities

	
Enrichment


	Different Levels: http://www.bbc.co.uk/schools/typing/ 
Advanced Lessons: http://byteback.org/students/typing/ 
Teachers can and will devise questions that are differentiated for students to answer.

	
ELL
	Translated Vocabulary (Using Google Translate) 
Translated Self Assessment  (Using Google Translate) http://www.goodtyping.com/ Spanish lessons (Teacher has to register)

	Special Education
	Different Levels: http://www.bbc.co.uk/schools/typing/ Teachers can and will devise questions that are differentiated for students to answer. Tactile Activities

	At-Risk
(Intervention)
	Different Levels: http://www.bbc.co.uk/schools/typing/ Teachers can and will devise questions that are differentiated for students to answer. Tactile Activities


	Resources

	Student 
Resources



	Keyboarding Challenge http://www.abcya.com/keyboard.htm
 Dance Mat Typing http://www.bbc.co.uk/schools/typing/ 
Edmodo https://www.edmodo.com/ 
District Keyboard Software

	Teacher
Resources



	Dance Mat Typing http://www.bbc.co.uk/schools/typing/ Keyboarding Practice Materials http://www.davis.k12.ut.us/page/432 Byte Back Typing http://byteback.org/students/typing/
 Edmodo https://www.edmodo.com/ 
Wikis http://www.surfnetkids.com/resources/how-to-create-a-wiki/ District Keyboard Software 
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