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Lesson 1: Introduction
Objective:

clarify concepts: computer, program, memory, processor, data, program language
Guide to  teaching:

Introductory conversation
Bring some game to the class, for example dominoes. Ask children to describe what they see and what is the purpose of the game. Ask them, what is needed in order for the game to be played.  Try to lead children to the conclusion that an exact guide (rules), players and some things to play it with (here the dominoes) are needed. We need no things to play some easier games, but players and rules are an inevitable part of every game. 
Create dominoes rules in some foreign language or create your own language that children will not understand. Read it to them and ask them if they would be able to play dominoes following it. Help them find out, what attribute is necessary for the rules in order for them to follow the rules. For example if the rules are in a language which players do not understand, they will not be able to follow them and learn how to play a game. 
Now try to term the knowledge you gained by computer terms and connect them with our game. 
	Computer
	Dominoes

	Program is a guide to performing some task. 
	In dominoes, program is the rules of the game.

	Every program is written in some computer language.
	Rules are written or said in some language that is understood by players (for example English).

	Program is always meant for someone, who is to perform it. We call this performer a processor. Processor is to understand programs which are written in a language that is understandable for it and can be performed by it. Processor is hidden in a computer.
	The game is meant for those who can play it, for example pupils in class. One-year-old child would probably not be able to play it. 


Task 1:

Find with the children another examples from everyday life, where they can find programs (for example a guide to a TV, recipe in a cookery-book, timetable, etc.). Find processors in previous examples (for example for a timetable it could be pupils, teachers, caretaker, etc. – everybody who follows this timetable).
We already know that we can not play dominoes without players and exact rules which are understood by them. Now try to hide the dominoes and ask two pupils to present the game. When they say it is impossible without them, try to lead them to another conclusion:
	Computer
	Dominoes

	While executing some program, computer works with some data.
	In dominoes it is the dominoes set. Game rules are tellin us what to do with them.


Task 2:

Go back to the examples from task one and find data in them ( for example money counted in banks, cards used in a game, car used when we learn to drive, bricks used to build a house, etc.).
We usually remember a guide or write it down so we don’t have to create it all over again. It means we save programs to some place which is called memory. 
	Computer
	Dominoes

	The place, where data and programs are saved to is called memory. 
	For example in dominoes it is a sheet of paper where we write the rules, or our own memory.


Task3:
Try to define what a computer is and what it can do, following what you have discovered with children so far. Do not accept any inaccurate answer or a definition which is obviously not understood by a child. For example if a child says that computer is a machine, give him examples of things that are machines as well but are not computers. By discussing and thinking about this try to lead children to the last definition:
Computer is a machine, that can only do one thing – perform a program.
Programs are created by programmers and we will become ones for a while as well. 
In the end of the conversation you can tell children that a computer without programs would only be a big paperweight. What makes it so efficient and useful are programs inside. And that is why a programmer is the one who not only uses computer, but also creates and improves it.
Task 4:

Now try to create the first program. Sit down at your desk and place some object in the other end of the room. Give children – programmers- a task to make a program for you, following which you get to the object and pick it up. Everyone has to write the program on the paper and hand it in. While working, revise what is a program, a computer language, a processor, data and memory in this case.  
Chose some of the children’s programs and perform them (chose the wrong ones), for example if you are sitting at your desk and a pupil wrote: “Stand up and go forward!” fall over the table while trying to go forward and so on. Children will laugh, but they will start to understand the inaccuracy of their speaking. After performing some “programs” give pupils their papers back so they can rewrite them. They can check their programs in pairs.   
Task5:

Create some dance and write the steps as a program.
Task 6:

Try to find some information about some computer languages and their history on internet. Find the languages that are currently the most used ones
Homework:

1. Give an example of couple programs which you can find in your everyday life. Tell what a computer language, a processor, data and memory is in your example. 
2. Chose a game you like to play and try to write an accurate guide to it. 
If it is possible, ask children to write their homework and all their tasks in a text editor on a computer, or if it is possible they can send them to you by e-mail. From the beginning, teach pupils to use and connect programming with user programs as much as possible.  
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