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Introduction to Computer science Optional

Objectives










Overview











Students will be able to:
· Name the applications of computer science in various professions.
· Break an activity into series of steps.
· Organize series of steps of an activity in order.
· Distinguish the difference between algorithm and code.
· Explain what programming means
· Start to think objectively.


In this lesson, students will be acquainted with few basic concepts in the computer science. They will learn what Programming, Algorithm, Sequence, and Code mean and will master these concepts by role playing and performing some fun activities. The aim of the lesson is to develop the basis of computational thinking skill in students and create a background, which prepares students to start learning Kniwwelino.









Preparation










Agenda











· Warm Up (15 min)
What is computer science?
Discussion
· Let’s play my tool of the trade!
· Main Activity (60 min)
What we do daily
· Let’s play the daily algorithm!
An introduction to programming
· Let’s instruct the computer to brush its teeth!
What code means
· Let’s play tooth brushing codes!)
· Wrap Up (15 min)
Journaling



Teacher:
· Print out one My Tool of the Trade worksheet for each student. 
· Print out one What’s the Algorithm worksheet for each student. 
· Print out one Tooth Brushing Code worksheet for each student. 
· Prepare Achiever Silver Badge for each student.
· Make sure each student has a Think Spot Journal.

, tape and glue, sticks.

















Teacher’s Guide:
Warm Up (15 min)
What is Computer Science?
Introduce the very first session of the course by explaining that students are going to discover the world of computers by doing a series of very amazing and exciting activities that will astonish them greatly during the course. 
Start the session by asking the students what they know about computers and what kinds of problems computers can help solve. 
After brainstorming the ideas, introduce the concept of computer science by stating that similar to mathematics, biology, chemistry, and physics sciences in which scientists solve problems, computer science is the way in which we use computers to solve the problems. Computer science is using computers to solve problems. Computer science studies what computers can do and investigates the best ways you can solve the problems of the world with them. Information is the thing that the computer science is fascinated. How we will store, present, manipulate, and present the information. Most of the big problems in the sciences such as biology, economy, medicine, and engineering can be solved by working together with the computers.







Discussion: 
Continue the discussion by asking:
· How computer science is visible in our everyday lives?
· How one might use computers?
· How are your family members using a computer at work or leisure?
Let’s play my tool of the trade! 
Say: “all people in their lives can use computers. Now we will play a game in which we can learn how different jobs need computers to do their works”. 
Distribute: each student is supposed to match each profession to the appropriate application of computer in the My Tool of the Trade worksheet.
Main Activity (60 min)
[bookmark: GetStarted]What We Do Daily (Order)
Ask your students what they did to get ready for school this morning. Write their answers on the board. Put numbers next to their responses to indicate the order that they happen. If students give responses out of order, have them help you put them in some kind of logical order. Point out places where order matters and places where it does not. Give them a couple of examples, such as making breakfast, brushing teeth, and planting a flower. 
Say: “A list of steps that you can follow to finish a task is called ‘Algorithm’. The steps should be in the right ‘Order’ to perform the task efficiently and easily. We follow algorithms every day when it comes to activities like making the bed, making breakfast, or even getting dressed in the morning. Now, we will do an activity to create algorithms to describe things that people do every day”.
Let’s play the daily algorithm! 
In this activity, students are supposed to name some daily things that they or people do and describe the steps in order. 
Distribute: What’s the Algorithm worksheet 
Model: display the way your students are supposed to perform the activity by giving an example.
Some ideas:
· Getting out of bed
· Getting dressed
· Going to the shops 
· Leaving the house
· Making cereal in the morning
· Turning on a story CD
· Buying food in the supermarket
When the students completed their worksheets, ask some of them to share their works to the class. 
An Introduction to Programming
Say: “Just like we can tell a dog to ‘sit’ or ‘beg’, we can also give step by step instructions or ‘algorithms’ to computers to complete a task. Just, computers are not as flexible as dogs so Instructions given to them need to be very precise having a right ‘Order’. Giving the step-by-step instructions that tell the computer what to do are called ‘Programming’ and the people who write these sequences of instructions are ‘Programmers’. Now, as programmers you will instruct computers in the class to brush the teeth”!
Let’s instruct the computer to brush its teeth! 
In the game, one of the students will be a programmer and the other will be computer. The programmer will instruct the computer to brush its teeth by giving sets of rules. Emphasize that students are required to present the computers with instructions that are clear, precise, and in right order. Also, the rules should cover all parts of tooth brushing condition. 
As the teacher, you know your students better than anyone else. Depending on your students, it is your choice to model the activity first, or ask the pairs to perform the activity themselves. You can also ask one of the students to be a computer and you the programmer. Then, among your instructions to the computer, you can give some few wrong instructions such as ‘put your plate on the table’ or ‘cut the paper with scissor’ to demonstrate that computers cannot perform the imprecise or unclear orders.
What Code Means 
Let’s play tooth brushing codes! 
As we learned, the instructions given to a computer should be precise and in the right order, if not computers will make mistakes. Also, they should be in a language understandable to computers as the languages of computers differ from those of humans. The algorithms written in a language that a computer understands is called ‘Code’.  
Say: “Now, we will reorder the codes so that the computer can understand and start brushing its teeth by a very fun activity”!
Distribute: Tooth Brushing Code worksheet

Prize: Achiever Silver badge
Wrap Up (15 min)
Reflection Journal
Having students write about what they learned, why it’s useful, and how they feel about it can help solidify any knowledge they obtained today and build a review sheet for them to look to in the future. 
Journal Prompts:
· How did you feel about today's lesson?
· What were your favorite parts about the activities?
· Were you able to give algorithms to your classmate or were you able to follow your classmate’s algorithms to brush the teeth?
· Would it have been harder or easier if the algorithm had been only one step: "Brush the teeth"?
· What if you had not organized the steps in order: what would have happened?
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