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Welcome to Inspire Computing

We are all living in a continually evolving digital
world. By supporting learners in becoming
confident and knowledgeable users of technology
we can ensure you are prepared for the future.

Inspire Computing makes important topics
accessible for all learners. You will understand
how to stay safe online while still enjoying the
freedom to explore the World Wide Web. You
will delve deeper into understanding algorithms
through creative approaches, exploring networks
and systems, and create and film exciting
animation projects!

Each topic includes easy to understand theory,
real-world examples, and ideas for further
investigation. You will also have the chance to
show off your knowledge and understanding

through supportive assessments and student
checkpoints!



Key objectives

What you will know
or be able to do by
the end of the unit.

What digital technology do
we use?

Years ago we did not have digital technology, but
now we use it to do many different things. In this

i
| f | unit you will learn what digital technology is and

| how it has changed over time. Then you will think
about what devices might be like in the future.

You will learn how to save and load your work,
and how to draw pictures and shapes on a
computer. You will plan a new digital device to
help solve a problem, and present your digital
device to your class.

|

4

-"‘1
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Key objectives

@ To understand that laptop, desktop and
tablet computers are types of personal
computers that meet different needs. 7

@ To identify what a digital device is.
@ To understand how to save and load work.

To make digital content, for example drawing
a digital picture.

@ To recognise different types of digital
technology.

@ To understand how digital technology has
changed over time.

Introduction

Here you can find out what this unit

will be all about.



In this lesson you will:

This is what you will know
or be able to do by the end

! of the lesson.
Key vocabulary N Lesson 6 .
! Using software to draw shapes
Important

‘ .@ In this lesson you are going to learn how to
| draw and colour shapes.

WO rdS tO kn OW. _;_. ’ Key words: colour, digital image, shape

| |

|

D Tell a partner two things you remember about
f the Paint software from Lesson 2.
|
>
|

l. py—_ Look at the toolbar.
NWVOOOBA - [ outine
AR Select the shape you
sssssss want to digy).
It will turn plue.
2.
Sta rte r ! Pick the ouFline for your
i K shape. Selgl:t ‘Outline’.
1 1 | & rer Select ‘Solid colour".
An introduction | o elect ‘Soli colour
KA Natural penc il
1 ! L (| K-
to the activity | HEEN
or information "
to start a
discussion.

Key vocabulary

Some tricky words are in
bold. Find out what these

mean in the Glossary at
the back of the book.
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Activity

@ Activity 1

Mo e e @i You may need to
< yomoem o = N | write or draw an
3¢ Es000 1 answer. You may

Draw the shape. create a game or

'y work with Scratch.
Sometimes it is easier to start a new file instead of ]
SRR ROl You may work
with a partner or
on your own.

@ Tell your partner one thing you enjoy using in
this software. 8

v I can add shapes to my digital image.
v I can change the colour of objects.

® Look out for

these boxes for
extra information
and for key
reminders.

29

Refresher

To make sure that
learning is secure.

Checklist

A handy list with the key At
parts of this lesson.



What digital technology do
we use?

[ -

Years ago we did not have digital technology, but
. now we use it to do many different things. In this
- unit you will learn what digital technology is and
~ how it has changed over time. Then you will think
about what devices might be like in the future.

You will learn how to save and load your work,
and how to draw pictures and shapes on a
computer. You will plan a new digital device to
help solve a problem, and present your digital
device to your class.



Key objectives

To understand that laptop, desktop and
tablet computers are types of personal
computers that meet different needs. /

To identify what a digital device is. o
@ To understand how to save and load work.

To make digital content, for example drawing
a digital picture.

To recognise different types of digital
technology.

| To understand how digital technology has
" changed over time.

o

.....



Lesson 1

What is digital technology?

In this lesson you will learn what digital
technology is.

’ Key words: digital, input, microchip,
output, processor

[> What is digital technology?
Talk about your ideas with a partner.

Draw pictures to show your ideas.

These are examples of digital technology. Do you
know what they have in common?




Digital technology is any device that
has a microchip. Another word for a
microchip is a processor.

A microchip does the thinking, just like
our brains!

Input is when we give the microchip instructions.

The microchip follows these instructions. What it
does is output. This could be a picture on a screen, or
sound from a speaker.

The microchip in a calculator works out the answer to
a sum.

@& Activity 1
Think about a TV remote. What
does it do?
Draw three pictures showing:
|. how to change the channel
2. how to make a TV louder
3. how to turn a TV off.




Unit I: What digital technology do we use? _"j,,‘__(‘""ff':f‘?)“f‘ﬂF,

) Activity 2

Which toy is a digital device?

press button

\ ‘ to make

bear speak

soft and cuddly

\

lights

Activity 3

This is another digital device. What are the
names of all the parts?

speaker

buttons



Unit I: What digital technology do we use? *M”

@ Look at the pictures.

Are these things digital devices? How do
you know?

Say or write your answers.

L
If a device uses power or has batteries, it is likely to

be digital technology.

’ I can say what digital technology is.

’ I can name some of the outputs of digital
technology.



Lesson 2

Exploring how to draw
pictures with a computer

In this lesson you will learn how to make a
digital image.

’ Key words: application, hardware, keyboard,
monitor, software

D Hardware is things you can touch on a digital
device. A monitor or a keyboard are hardware.

Software is the tools we use on digital devices.
Another name for software is an application.

You can use software to play games and draw
pictures.

Activity 1

In a group, talk about software that you have
used at home.

Talk about software you have used at school.
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Unit I: What digital technology do we use? Hl esson 2.

This software is used to draw pictures. It is called
Paint. You can use it to draw anything!

L1 Id % 7 5 | Untitled - Paint
Home View

Fd Swoooaa w‘o:w lilli Illl
X ‘{’" NOOOD QG - - = - lﬂ 'J
VB QA RGBOO0S \ U I " [ coiows  Fat

ssssssssssssss

ccccccccc

Activity 2

software been
used to do?

e




Unit I: What digital technology do we use? U(f}nn)/)

We can use this software to do lots of things!

This is the toolbar. It has lots of buttons.
They all do something different.

Untitled - P. - &y X
Q)
A N =l "EEER REmC W 9
: DOODINL ; H :
%\ Ko ’ [ i) MY R RONE L 8 [ ¢ $ C“‘C o o Ee s
Untited - P - 9 X
P
L cr N {8 {8 FE-VAN — - ] I L] L
©A I 0SS on = El W 9
A 8o 4 | e Y < (ICC $ (o:cv T ] li! m:-v.m«.
il
|
i
ig 1) 11152 x E48px 100% =) )
100% =) ) +

Select and drag to
zoom in or out.

10



Unit I: What digital technology do we use? ‘ on2

Activity 3

= Look at the tools below with a partner.

Discuss what you think these tools may do.

it s ®
L4

@ Tell your partner one thing you learned about
the software.

v I can say what some of the tools can do.
v I can make a digital image.



Lesson 3

Sorting digital technology

@ In this lesson you will sort digital devices
into groups.

’ Key words: laptop, smartphone

D Can you remember what digital
technology means?

In a group, talk about the digital technology
you know. Share your ideas with a group.

@ Activity 1

Which of these digital devices are found
at home?

Which are found at school?

Are any in both places?

washing
machine

smartphone

12



games console

1

&

interactive
whiteboard

Unit I: What digital technology do we use? !

13



@ Activity 2

Sort the devices on pages 12 and 13 into the
three groups below.

Write or draw your answers on some paper.

The first one has been done for you.

Things \
that are fun /

| Things that

~are helpful
- washing machine
| Things \\
that are helpful )
andfun 7

14



Unit I: What digital technology do we use?

There are other ways you could sort these things:
m  things that move / things that do not move

®  things with a screen / things that do not have
a screen

®  things with buttons / things that do not
have buttons.

@ Activity 3

With a partner, talk about other ways you
could sort the devices.

Talk to a different partner. Did you sort things
the same way?

V I can think about what makes devices similar.
V I can think about what makes devices different.
V I can sort devices into different groups.

15
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Lesson 4

Saving and loading work

@ In this lesson you will learn about saving and
loading work.

’ Key words: load, save

D In a group, talk about what saving and loading
means. Do you know?

What is saving and loading?

When you Save, the computer makes a file which
stores all your work.

When you load (or open) a file, you are telling the
computer to show your stored work.

Saving means we do not lose anything when we
switch off a device. This means we can go back to
it later.



Saving a file

i Save a photo or drawing vath high quality
[ Qpen and yse it on your computer of on the web.
. ) PEG picture
H save h;J Save a photo with good quality and use it
L on your computer, in email of on the web.
= 1 BMP picture
; &) o
‘ﬁ‘\{, Saveas * | R save any kind of picture with high quality
and use it on your computer.
<) pint » |G SF picture
vz B (¢ X
=2 ‘“J Save a simple drawing with lower quality
and use it in email or on the web,
S22 From seanner of ¢
g

[ sendin emait
EJ Set as desktop background >

o
of  Proneties

6, About Paint

3

Save as

) BNG picture
\gdl

] Qtherformats
=]

Open the Save As dialogue box to select

from all possible file types.

Unit I: What digital technology do we use? |

| Exit
29
e ven
3 | o A lcdl B o = (Ml e
[ Lok g2t A (Jl @Prove = [l MEENE HE@E W 9
Paste selet | & SaveAs x Eot Edtwitn
b4 - A colours  Paint 30
Clipbos Insge A @, ThispC >
Organise v ®
o OneDiive- " Folders (7) o
38 This PC 3D Objects
30 Object j2
1 Oesitop §
° Desktop
N 12 Document
Videos
& Dovnload:
i 0SDisk (€ *
) Network v
Fite name: | Sophie Computing Homeworh] 7
Save as type: |[PNG (“png) Y
A~ HideFolders Cancel

........

Clipboard

Save tool

7

Brushes

v

@7
Ke,
Shapes

Shap

9

Select 'File'.

Then select
'‘Save as'.

Choose a filename.

Include your name
and what the work
was about.

Type in the filename.

If you make more
changes to your
work, just press the
Save tool.

17



Unit I: What digital technology do we use?

Loading a file

| . 2 <« Documents > Homework v O Search Homework
. File .
New folder v M @
.
|

i J New
¥ gpen g
- Save
Save as »
flename | | [AlPictureFiles v
Select ‘File’. Find the file you
Select ‘Open’. want. Select ‘Open’.
Remember to save your work often! Always save |

when you have finished.

(@) Activity 1

Answer these questions.

. These are some filenames. Which is the best
filename for a picture of a house?

m  hioiklkjpodjpoklks = Anna
B house picture m  Ella house picture

I8



Unit I: What digital technology do we use? “L on“lo,i

2. What happens if you do not save your
work? Choose an answer and talk to a
partner about it.

®  You have to start again.
m A teacher will be able to get it back.
m Tt will come back on its own.

3. What happens when you select 'Save'?
Choose an answer and explain it to a
partner.

m A paper copy of your work is printed.

m A file for your work is made on the device.

m The device will switch off.

Tell a partner why it is important to save
your work.

J I can load and save my work.

w I understand why it is important to save my
work properly.

19



Lesson 5

The history of the computer

In this lesson you will find out about the first
ever computer.

, Key words: personal computer

[> When do you think the first computer was
made? Share your ideas with a partner.

This is the first ever computer. It was made by
Charles Babbage in 1823.

20



Unit I: What digital technology do we use?

Lesson 5
£

A personal computer is a computer used by one
person at a time. Sometimes we call it a PC.

This is the first personal computer. It was made in
1973 by John Blankenbaker.

What might a very old computer look like?
Draw it and add labels to show what each
part does.

21



