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[bookmark: _pqncby8sl0rl]
[bookmark: _s6q6oeqgv0k5]Lesson 1: What is IT?
[bookmark: _sgnc9u20u4no]Introduction
Learners will develop their understanding of what information technology (IT) is. They will identify devices that are computers and consider how IT can help them both at school and beyond.
[bookmark: _ig497zv0vaq9]Learning objectives
To recognise the uses and features of information technology
· I can identify examples of computers
· I can describe some uses of computers
· I can identify that a computer is a part of IT
[bookmark: _dba007rk0n4j]Key vocabulary
Information technology (IT), computer
[bookmark: _nl9imvc6btoy]Preparation
Subject knowledge:
You should have a clear understanding of devices that can be described as information technology (IT). For younger learners, IT can be explained as being a computer or something that is made to work with computers. Examples could include:
· Computers: PCs, laptops, tablets
· Things made to work with computers: scanners, barcode scanners, printers, smart speakers

Technology continues to develop rapidly and some devices may fit in multiple categories. For example, a multifunction printer has a computer (processor) inside. It can work with a computer or independently.  

You will need:
· L1 Slides
· A1 Activity sheet – I can use a computer to…
· A1 (Optional) – Popplet or other mind mapping tool
· A3 Activity sheet – IT or not IT?

[bookmark: _672v2nz9i4w1]Assessment opportunities
Introduction: Assess whether learners can identify commonality between computers and how they can be controlled. 
Activity 1: Assess whether learners can identify some of the uses of computers. 
Activity 2: Assess whether learners can recognise that computers are part of IT. 
Activity 3: Assess whether learners can identify whether an object is IT. 
[bookmark: _l9gvqqhz6gyg]Outline plan
Please note that the slide deck labels the activities in the top right-hand corner to help you navigate the lesson. 

*Timings are rough guides
	[bookmark: _99qwg63tq2ru]Introduction
(Slides 3–6)

10 mins
	Computers in school

Share the learning objectives with the learners. 

Display slide 3 and ask learners what computers they have used or seen in school, such as tablets, laptops, and desktop computers. 

Share slide 4 and ask learners to identify any ways that the devices are similar. Responses may include:
· They all have a screen
· They have buttons
· They can be used for a number of different purposes 

Show slide 5 and ask learners to identify how the tablets, laptops, and desktop computers are different. Responses might include:
· Device X has a keyboard
· Device X is portable
· Device X needs to be plugged in to a power source

Share slide 6 and remind learners that computers have different parts, which we control to use the computer in different ways. For example, buttons, keys, etc. Computers also have different ways of letting us know what is happening. For example, screens, lights, and sound.


	Activity 1
(Slides 7–8)

15 mins
	What activities can we use computers for?

Note: Learners could use a mind mapping tool such as Popplet to complete this activity on tablets or PCs.

Share slide 7 and ask the learners to think, pair, share how computers can be used. Responses may include: to write, to type, to paint, to play games, etc. You may wish to add some of the learners' ideas to the slide at this point. 

Display slide 8 and explain to the learners that they will create a mind map to show the ways that computers are used at school. Provide each learner with the A1 Activity sheet – I can use a computer to… and give them time to write or draw some uses of computers. 

Scaffolding opportunities: To support the creation of the mind map, some learners may need visual cues, such as app logos or software icons with which they are familiar. For example, learners could be shown a ‘paintbrush’ icon. Learners could then add ‘drawing’ or ‘painting’ to their mind map.

Explorer task: Learners could suggest whether they prefer drawing on a computer or on paper and explain why this is.


	Activity 2
(Slides 9–13)

5 mins
	What is information technology?

Show slides 9–11. For each slide, ask the learners to provide a name to describe all of the objects.
· Slide 9 – plants
· Slide 10 – animals
· Slide 11 – computers 

Share slide 12. Ask the learners to think, pair, share whether they can name all of the different objects. Ask the learners whether they think all of the objects are examples of computers.

Display slide 13 and explain that they are not all computers. Click to animate and explain that they are all examples of information technology. Explain to the learners that information technology is anything that is a computer or works with a computer.  

Note: Learners may refer to the USB device as a ‘memory stick’. ‘Memory Stick’ is a trademark, whereas ‘USB flash drive’ is a generic term.


	Activity 3
(Slide 14–16)

10 mins
	Odd ones out

Share slide 14 and ask learners to identify the objects that are not information technology. Click to animate the answers.

Display slide 15 and ask learners to identify the object that is information technology. Click to animate the answer and emphasise how we can determine whether a device can be classified as information technology.

Display slide 16 and provide learners with A3 Activity sheet – IT or not IT? Explain to the learners how the sheet should be filled out. 


	Plenary
(Slide 17)

5 mins

	Finish the sentence

Share slide 17 with the learners and ask them to think, pair, share the missing parts of the sentence. Click to animate the missing parts of the sentence and ask the learners to give their partner two examples of information technology. Click to animate three examples of information technology to support the learners if necessary. 


	Next time
(Slides 18–19)

5 mins

	This time, next time

Review the Assessment and Summary slides.





Resources are updated regularly — the latest version is available at: ncce.io/tcc.

This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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