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Curriculum Standards/Learning Outcomes 
 

Topic One: Basic Operations and Concepts 
 
Hardware and Software 
 
 
 
 
 
 
 
Keyboarding and Data Entry: 
 
 
 
 
 
 
Topic Two: Social and Ethical Issues 
 
Copyright: 
 
 
 
 
 
 
 
 
Topic Three: Technology Productivity Tools 
 
Sorting and Matching: 
 
 
 

 

Teaching Strategies 
 
 

 
• Use correct vocabulary to identify various 

hardware components and their uses 
• Introduce the use of a computer that has a 

program already loaded 
• Introduce the proper use of a mouse. 
 
 
 
• Identify letters of the alphabet on the keyboard 
• Identify right-hand and left-hand sides of the 

keyboard 
• Identify special keys required to use grade 

level appropriate computer programs 
 
 
 
 
• Participate in the discussion of copyright and 

acceptable use of technology  
• Show an awareness and adherence to the 

school’s acceptable use policy 
• Know that it is illegal to make copies of 

copyrighted materials 
 

 
 
 
 

• Use software programs that include age 
appropriate sorting, matching and other 
organizational games 

 
 

 

Resources 
 
 
 

• Monitor 
• Mouse 
• Keyboard 
• Headphone 
• Speakers 
• Projector 
 
 
• Keyboard 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
• Thinking Things 1 
• Plumo at the Farm/Zoo 
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Curriculum Standards/Learning Outcomes 
 
Creativity: 
 
 
 
 
 
Topic Four: Technology Communication 
Tools 
 
Present Material: 
 
 
 
Topic Five: Technology Research Tools 
 
Access Information: 
 
 
 
Retrieve and Store: 
 
 
 
Topic Six:  Problem Solving and Decision 
Making 
 
Problem Solving: 
 
 
 
 
 
 

 

Teaching Strategies 
 
 
• Use an age appropriate software package or 

other media which promotes creativity 
• Use a program for learning letters and rhymes 
 

 
 

 
 

• Create a picture using a draw or paint software 
package 

 
 
 
• Access information from Internet sources and 

computer software with assistance 
 

 
• Retrieve and store information on computer 

disks with assistance 
 
 
 
 
 
 
• Use simple applications for problem solving 

and decision making 
• Use a math program for learning math and 

numbers 

Resources 
 

 
• Bailey Book House 
 

 
 
 
 
 
 

• Kid Pix 
• Paint 

 
 
 

• Windows Explorer 
 
 
 

• Windows Explorer 
 
 
 
 
 
 

• Mighty Math Carnival Countdown 
• Shapes 

 
 

 
* All listed software and Internet programs 
periodically reviewed and updated as 
needed. 
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