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Using ICT

Three presentations coveri

Computer Systems
Inputs and Outputs
Working Safely

T

_ e e
B o ] R D

41 slides, featuring 15 Flash activities

Computer Systems 11 slides, 3 Flash activities

By the end of the presentation, the students should:

Q Understand what a computer system
does.

Q Learn about the different functions of a
computer.

*) Learn what the different parts of a computer
are called and what they do.
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Inputs and Outputs 13 slides, 5 Flash activities

By the end of the presentation, the students should:

Storage @
LW i it Rl 2 el sk~ 1 ks
g Be able to Identlfy Input and OUtpUt extra copies for back up or to move luannthe!’compular
peripherals . Uﬁ ‘Q\
@ Know some of the different storage \e
devices . hd .qt 4’
Q Know that different storage devices hold
different amounts of data. = -4
Working Safely 17 slides, 7 Flash activities
By the end of the presentation, the students should:
Q Know how important health and safety is Keeping safe
to technology Adnnkhasb;:&:g?&y&;gﬂir‘o;?:.F\uidsanu I
@ Appreciate how common sense can help
protect our workspace.
@ Learn some rules about how to keep data
safe.
@ Appreciate the importance of protecting our
data, and ourselves, when using ICT. e —
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Successful Projects

20 slides, featuring 10 Flash activities

The Project Cycle 20 slides, 10 Flash activities

By the end of the presentation, the students should:

i'ﬂ'll-lwt Wa - Whaio? E;‘h,ﬂ#::

@ Know how to plan a project well. |E 17 = o'f
@ Learn different ways of organizing ] | e || in. | b

projects. Lm”"‘";“"“‘“"wﬂm"
@ Be able to work within a timescale . T
Q

Have the ability to review and improve & =4
their work. -
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Seeking Information — The Tools 15 slides, 4 Flash activities
By the end of the presentation, the students should: s )
@ Learn how resource centres help us to

find information about different topics.
o Know which questions to ask to find where

the information we need is kept.
@ Appreciate the importance keywords have

when researching a topic.
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Searching Methods

By the end of the presentation, the students should:

Know how search engines help users to
find information on topics.

Understand the importance of keywords in
a search.

Learn effective reading techniques
find the most relevant information

to help

Extracting Relevant Information

By the end of the presentation, the students should:

® © © ¢

Learn the difference between statements of
fact and opinions .

Learn how to tell if information is accurate
and reliable .

Understand the importance of making
copies for reference purposes.

Understand how to avoid plagiarism and
why this is important.

Noting Sources

By the end of the presentation, the students should:

Learn the correct way to acknowledge
direct quotes from other people.
Understand how to construct a
bibliography .

Discover how to reference non-printed
materials .

board
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17 slides, 5 Flash activities

Find ma it you can E’\“‘“‘_

% wnportand fouse
AR b pmiin 22 Wy

12 slides, 3 Flash activities

Print or electronic? @ board >

Which type of dala storage is being used when:
Copying and pasting a document.

Electronic Printed
(CD-ROM, Website e (books, newspaper elc.}

(®
@

12 slides, 3 Flash activities

Now it's your turn
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Communicating Information

Eleven presentations covering:

Standard Documents

Fonts

Graphics and Images

Putting a Document Together
Introduction to Multimedia
Interactive Presentations
Introducing the World Wide Web
Creating a Website

HTML

Publishing on the Web
E-mail and Attachments

170 slides, featuring 43 Flash act

ivities

Standard Documents

By the end of the presentation, the students should:

@

@

Learn what different documents we use and

why we use them.

Discover how templates are used to help
create documents.

Understand what is meant by house style ,
who uses it and why it is used.

23 slides, 4 Flash activities

What type of document?

Look 2 the felleaing gocumibnts and see 4 you

what type of documestn iy se by B

Wit Typo i decumpnt m BinT
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Fonts 12 slides, 3 Flash activities

By the end of the presentation, the students should:

Drassed for the oocasion mf\"":"‘_
o Learn about different types of font and why “,“ Chiller || el
we use them in different situations. o "
Q Understand about the serif and sans serif [m“hm
styles of font.
@ Appreciate how different styles of font can &
be used to emphasize points. — —

Graphics and Images 22 slides, 8 Flash activities

By the end of the presentation, the students should:

Q Be able to identify the purpose of using el lod i B Sy
graphics. R T A B AT
Q Learn the difference between bitmap and En ”“uz:n:;:&“iﬁ’:m:‘h&,
vector graphics. :
Q Understand the ways in which an image
can be manipulated .
@ Know about the many formats images can
be saved in. — —
Putting a Document Together 18 slides, 4 Flash activities

By the end of the presentation, the students should:

Which way B
Q Learn how orientation , size, margins , [ Lunﬁunllj
alignment and frames affect documents. P 1200
@ Understand how important it is to preview W
a document.
Q Realize that checking your SPG (Spelling, e
Punctuation and Grammar) will help create () -
a perfect final copy.
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Introduction to Multimedia 10 slides, 4 Flash activities

By the end of the presentation, the students should:

@ See how multimedia can make learning
more interactive . o | ys? A

Q Know about the different types of @ ) ' v, B
multimedia and their associated devices. gﬁ‘*/ ) diis

@ Understand how new devices have made
multimedia more accessible . e &

Interactive Presentations 22 slides, 4 Flash activities

By the end of the presentation, the students should:

What | It for? F\M

@ Learn how a storyboard can help structure o

a presentation. B ) Tanna
@ Understand how sound , animation and ( E——

video can be used to make a presentation el

interactive . [T | [T |
@ Know the difference that exists between '

linear and non-linear presentations.

Introducing the World Wide Web 11 slides, 2 Flash activities

By the end of the presentation, the students should:

The Wicrid Wida Wals (W) wan omsigned 1o maka (e
|vpInES aaser b LUse

Learn what protocols are and how they Rt bl S i 5t e Pl
are used in Internet communication. =

Understand what a website consists of. e

Know how websites are accessed . ‘
Appreciate that the Internet can have (

positive and negative impacts. : ' &

200 ©
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Creating a Website

By the end of the presentation, the students should:

® @ 6 ¢

HTML

Realize the importance of site mapping

a website.

Know what should be included on a website
to create a consistent style

Be able to understand how using
multimedia affects a website.

Know how testing a website after creating
it is essential to ensure functionality and
quality.

By the end of the presentation, the students should:

Be able to understand what HTML is and
what it does.

Know how elements , container tags and
empty tags function within HTML
language.

Understand the difference between the
head and body text of HTML.

Publishing on the Web

By the end of the presentation, the students should:

@

Understand how Internet and intranet
websites are created .

Realize that the author is responsible for
the content of a website.

See why maintaining a website is
important.

10
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20 slides, 5 Flash activities
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12 slides, 3 Flash activities

| HTML matehing

10 slides, 2 Flash activities
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E-mail and Attachments

By the end of the presentation, the students should:

@

Look at the tools web browsers allow us to
use.

Understand about e-mail and how some of
its functions operate.

Appreciate the positives and negatives of
e-mail communication.
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10 slides, 3 Flash activities
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Modelling

Four presentations covering:
Rules and Investigations
Building a Model
Interpreting Results —
Modelling with Spreadsheets

69 slides, featuring 21 Flash activ ities

Rules and Investigations 20 slides, 8 Flash activities

By the end of the presentation, the students should:

Taxt labels [ ,f'"_'ﬂ
@ Learn what is meant by a computer i s Ty e
model . L e
@ Understand how spreadsheets can be used T i
with various models to record data . — - _—

@ Gain a basic understanding of how
spreadsheets work.

12
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Building a Model

By the end of the presentation, the students should:

@

See how different models are used for
different purposes.

Know the importance of planning a model
correctly.

Understand how to use formulae ,
functions and formatting in models.

Interpreting Results

By the end of the presentation, the students should:

@

@

Learn how to interpret and present
information from models.

Understand that different charts and graphs
serve different purposes.

Know how to label information correctly to
show it clearly.

Modelling with Spreadsheets

By the end of the presentation, the students should:

Learn how to format data labels and
numeric data.

Understand how formulae and functions
help simplify a spreadsheet.

Be able to use cell referencing in
spreadsheets.

board

wor

19 slides, 5 Flash activities

| What's the formaula? @.ﬁj‘h’ﬂ;
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17 slides, 5 Flash activities

A plcture paints a thousand words
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Handling Data

Five presentations cover

What Makes a Good Q
Creating a Database
Testing a Hypothesmj

91 slides, featuring 24 Flash activ _ities

What Makes a Good Questionnaire? 21 slides, 5 Flash activities

By the end of the presentation, the students should:

An open question @
NVIAA 00w emae) Ly Wi Quieslon?

@ Learn what is meant by a hypothesis , or f\ -
° i

theory .
Identify the different types of question that
can be used to help test a hypothesis. ) )
Q Understand how questionnaires and tallies ::r.“mmmu;;;mvzm
| The pecson being queationed tan say exoclly whal ey waat

can help collect data to record the results of & i
tests. ' —

Cnli i St Seurar INGGS. | Wl Uil
reiilly chesp, aid & carme with o
@ lree messages. | also laved tha
ceuigi af i Ve Tad Quite a fer

14




Boardworks KS3 ICT board
Version 3.0 WOI"kS

Creating a Database 22 slides, 7 Flash activities

By the end of the presentation, the students should:

| Whai sort of search m’\"“_ﬁ_
@ Learn about how databases help us — t o . g
organize data . e I
@ Understand how different fields help us [ v Sumane =53]
understand and arrange data. Saarch = Fioed Forvname = Bty Y
@ Learn how we can validate and verify data Ssech =i "Oum £ SO0 = 191
to avoid making errors. e 8
Testing a Hypothesis 14 slides, 2 Flash activities
By the end of the presentation, the students should:
| Sratistically spesking, . E& h""‘_
Q Understand what a hypothesis is and S e et
when it is used. e e e i
Q Know how to carry out a test to seeif a gl sty oot
hypothesis is correct. ¢ At oo s gl
@ Understand the importance of the i e -_a;-'-";;"ﬁ%’
document you produce that reports your
findings. i -
Data Handling Outside School 17 slides, 6 Flash activities
By the end of the presentation, the students should:
Types of data stored ’.:':. m’\h'_d_
@ Understand how organizations obtain data -

about us and our lives. "
Q Learn how barcodes , EPOS and EFTPOS | T [
can transfer data quickly and effectively. =— %\ %
@ Realize the advantages and e
disadvantages of storing data
electronically.

15
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Handling Personal Data

By the end of the presentation, the students should:

o0 ¢ ©

Understand what the Data Protection Act

is and who is covered by it.

Realize how organizations can use the data
they collect.

Learn what can be done to protect data.
Recognize the dangers of sharing personal
information online.

bo
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17 slides, 4 Flash activities

| All bad?

Zocial notworking sites: Good or Bad?
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Control

Four presentations covering:
Control Devices
Flow Charts
Procedures
Creating a System

53 slides, featuring 17 Flash activities

Control Devices

By the end of the presentation, the students should:

Q Learn how computers can be used to
control devices by means of inputs and
outputs .

Q Understand that logic circuits are used to
help count signals from sensors .

@ Appreciate how causes and effects are

important in computer control.

17

15 slides, 5 Flash activities

Match the affect to the causs ;Fh'"ﬂ_

Cause Effect

ks 1 by Sarier m
Jan m
Ticknt Lakon Y |
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Flow Charts

By the end of the presentation, the students should:

® © 09

Know how flow charts are structured .
Understand how flow charts are used in
everyday life.

Realize what needs to be considered when
creating a flow chart.

Analyse how successful, or not, a flow
chart is.

Procedures

By the end of the presentation, the students should:

Learn what procedures , or subroutines ,
are and why they are used.

See how procedures can be used to
simplify programming.

Understand how procedures help with the
testing of programs.

Creating a system

By the end of the presentation, the students should:

Learn how to clearly write about system
design.

Be able to analyse and evaluate a system.
Understand that computer systems need to
be tested and reviewed.

board

wor

17 slides, 6 Flash activities

Flowcharts in action bogrd, >
There are special software programs, like Flowol, which

allow you to create flow charts that control input and
output devices to mimic a real-life situation,

=

For example, you can create flow charts to mimic a pelican
crossing, a car park barrier or a home alam system.

fﬂﬁ&

12 slides, 4 Flash activities

Additional banefits
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Measuring and Monitoring Data

Two presentations covering:

Data Logging
Conducting the Experiment

29 slides, featuring 10 Flash activities

Data Logging

By the end of the presentation, the students should:

Know how sensors affect our daily lives
and how they work.

Realize what different kinds of sensors do.
Learn what happens to the data the
sensors provide.

Understand the difference between
analogue and digital signals.

@ 06 ©

19

17 slides, 6 Flash activities

What kind of sensors arm thoy 7

By

Detronza i pH
Il




Boardworks KS3 ICT board
Version 3.0 WOI"kS

Conducting the Experiment 12 slides, 4 Flash activities

By the end of the presentation, the students should:

Follaw the lines G\M_

@ Learn how a hypothesis is an integral part
of the process of conducting an experiment.
Appreciate the factors that need to be
planned before commencing the

! WWall winm v ] e

experiment. . = @EI L
@ Know how to present and interpret the

results of the experiment. A= S, A

20
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Managing a Project

Managing a Project is designed to cover the key skills required when creating a
system. It has been written to bridge the gap between KS3 and KS4. A case study
is used as an example throughout the 12 presentations to make the project
concepts easier to understand. The example project involves a fictional school
which wishes to change its system of organizing a parents’ evening. The
interactive exercises throughout this product relate to this real-life example,
enabling students to apply the skills and knowledge learnt to their own projects.

Twelve presentations covering:

Life Cycle of a System
Identify

Analyse

Plan

Success Criteria
Research

Design

Implement

Test

Review

User Documentation
Evaluate

152 slides, featuring 32 Flash acti vities

Life Cycle of a System

27 slides, 1 Flash activity

By the end of the presentation, the students should:

Ity o,
Q Understand the processes that should be ;
followed when developing a system . gt
@ Recognize the importance of following
these steps to successfully develop a
system. ll-
Q Be able to evaluate the work completed @ '

and look for possible future improvements.

21
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Identify 9 slides, 1 Flash activity

By the end of the presentation, the students should:

| What needs done? B

o Learn the importance of defining the problem

at the beginning of a project.
@ Identify whether ICT can help you solve the

problem. ey one | iy o o
@ Be able to write a short definition of the

problem. 8 =4
Analyse 15 slides, 6 Flash activities

By the end of the presentation, the students should:

@ Understand how brainstorming helps us to  |#niae e )
analyse the problem at hand. 7
@ Analyse the current system to see how it
operates.
@ Look at the pros and cons of possible
courses of action.
Q Find out what hardware and software
requirements are necessary to complete
the project.
Plan 7 slides, 2 Flash activities

By the end of the presentation, the students should:

| Mew system '“"‘
o [
*) The importance of a detailed plan to a . v
successful project. _ﬁ:?f:.:i:‘.ﬁ%“"““”‘””%y
Know how to use a flow chart to help plan Pl e
a solution. “ g
Q Be able to create a Gantt chart to ensure
deadlines are met. e -

22
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Success Criteria

By the end of the presentation, the students should:

Q Establish the problems within an existing
system.

Q See how success criteria  allow us to
measure the improvement the new system
has made.

Q Create a design specification that meets

the requirements of the new system.

Research

By the end of the presentation, the students should:

12 slides, 2 Flash activities

Bare nacessiies EJM_

8 slides, 3 Flash activities

Things to rememker """“I'd_;
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o Be able to use the most appropriate
source to gather information.

Q Know how important it is to plan carefully to
extract the correct information

@ Understand the need to collect relevant
information .

Design

By the end of the presentation, the students should:

Know what drafts are.

Understand why drafts are used in the
design process

@ Recognize that drafts can be changed, but
should always be kept to show the
evolution of the project.

©e

23
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13 slides, 4 Flash activities

Designing the standard letter

B &)
Click on the correct style choices for a standard letter we
could create to invite parents to the parents’ evening.

What are the best choices for a standard letter?

Font arial | Fen | et Tepena

Font style bold

Fontcolour | purple | green | black | red
Graphic g & | Y|~
Aignment  |left ight | centred [justified

Check
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Implement

By the end of the presentation, the students should:

e © & ¢©

Test

Be able to follow the plan to implement the
draft design.

Know the importance of doing the work in
the correct order .

Be flexible, but note any changes to the
design plan.

Recognize the importance of checking for
any mistakes and errors .

By the end of the presentation, the students should:

Review

Understand the importance of testing the
system to ensure it works correctly.

Be aware of the need to test normal ,
extreme and erroneous data.

Recognize the need to test text as well, by
spellchecking and proofreading.

By the end of the presentation, the students should:

Learn how to review whether the result
matches the success criteria.

Understand the importance of questioning
if the project could be improved .

Know how to make any necessary
changes.

24

10 slides, 4 Flash activities
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User Documentation

By the end of the presentation, the students should:

Q Learn about the need to provide accurate
and appropriate user documentation

@ Know how to produce a user guide for
technical and everyday users.

Q Recognize the importance of simplicity

and clarity in an informative document.

Evaluate

By the end of the presentation, the students should:

@ Know why the evaluation process is
important.

@ Be able to compare the final product to the
original specification and the success
criteria.

@ Be able to question what could be done

better, how it could be done and what might
be done differently next time.

board

wor

14 slides, 1 Flash activity
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