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	Evolution of Computers

Teaching Objectives
Students will learn about
☞  Early Counting Tools	 +  Abacus—First Calculating Device
☞  Pascaline Adding Machine	 +  Leibniz Step Reckoner
☞  Charles Babbage’s Analytical Engine	 +  Lady Ada Lovelace’s Programs
☞  Herman Hollerith’s Tabulating Machine	 +  Computer Generations

Teaching Plan�
While teaching this chapter, tell the students that the computer is an outcome of labour of a number 
of minds.
Tell the students about the early counting tools like knots tied on a rope, marks carved in clay, 
fingers, pebbles, etc.
Explain to the students about invention of Abacus – the first calculating device.
Share with the students the importance and usefulness of Abacus even today and is being taught 
in schools also.
Give a brief account of these calculating machines:
  Pascaline Adding Machine
  Leibniz Step Reckoner
Tell the students about Charles Babbage, the father of computers, and his invention of Difference 
Engine which was later improved by him into Analytical Engine, the first working model of a 
mechanical computer.
Inform the students about Lady Ada Lovelace, accredited as the first computer programmer as the 
programmer to the Analytical Engine of Charles Babbage.
Share with the students about Herman Hollerith who built Tabulating Machine and later his company 
became a part of IBM.
Explain to the students about the concept of generations of computers and need for classification 
on this basis.
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Share with the students the characteristic features of the different generations of computers covering:
  First Generation (1940s) – MARK-I, ENIAC, UNIVAC
  Second Generation (1950s)
  Third Generation (1960s)
  Fourth Generation (1970s)
  Fifth Generation (Present)
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension
Ask the students some oral questions based on this chapter.
Q.  Name some early counting tools.
Q.  What is Abacus?
Q.  Who invented Adding Machine?
Q.  Which is the first mechanical calculator?
Q.  Which is the first mechanical computer?
Q.  Who is called the Father of Computers?
Q.  Why is Lady Ada Lovelace famous?
Q.  How many generations of computers are there? 
Q.  What was the technology used in First / Second / Third / Fourth / Fifth generation of computers?
Q. � Give three characteristic features of First / Second / Third / Fourth / Fifth generation of computers.

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 12 and 
13 of the main course book as Exercise. 
In Creative Assignment, activity like In The Lab given on Page 13 of the main course book will enhance 
the ability of the students and serve as a Subject Enrichment activity.

Suggested Activity
Ask the students to prepare a collage of different models of computers depicting its evolution over 
the generations.

	Working with Windows 10

Teaching Objectives
Students will learn about
☞  Files and Folders	 +  File Explorer
☞  Organizing Files and Folders	 +  Creating a New File or Folder
☞  Opening Files or Folders	 +nSelecting Files or Folders
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☞  Copying/Cutting and Pasting Files or Folders
☞  Renaming a File or Folder	 +  Deleting a File or Folder
☞  Restoring a Deleted File or Folder

Teaching Plan�
While teaching this chapter, tell the students that all the data saved on a hard disk consists of files 
and folders.
Introduce file as an item that contains a collection of related information, a folder as a collection of 
files and a sub folder as a folder within a folder.
Introduce to the students the File Explorer as a file manager that manages files and folders.
Demonstrate to the students the steps to open Windows Explorer.
Familiarize the students with the various components of Windows Explorer covering Toolbar, 
Navigation pane, File List pane, Status bar, Address bar, Search, Back and Forward.
Tell the students that Windows 10 has some default folders to organize similar files.
Demonstrate to the students the steps to:
  Creating a new file and a folder
  Open a file and a folder
 � Select a file and a folder (including selecting a single file, selecting multiple files, selecting all files 

and deselecting a file)
  Copying a file and a folder (using Copy-Paste features)
  Moving a file and a folder (using Cut-Paste features)
  Renaming a file and a folder
  Deleting a file and a folder
  Restoring a file and a folder
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension
Ask the students some oral questions based on this chapter.
Q.  What is a file / folder / subfolder?
Q.  Define a computer icon.
Q.  What is File Explorer?
Q.  Name the default folders of Windows 10 for organizing data.
Q.  Which key is used to select multiple files?
Q.  Which key is pressed to invert the selection?
Q.  What is the difference between copying a file and moving a file?

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 20 and 
21 of the main course book as Exercise. 
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In Creative Assignment, activity like In The Lab given on Page 21 of the main course book will enhance 
the ability of the students and serve as a Subject Enrichment activity. 

Suggested Activity
Ask the students to collect information about some more features of Windows 10 other than those 
discussed in the chapter.

	More on Internet

Teaching Objectives
Students will learn about
☞  Uses of internet	 +  Requirements to connect to internet
☞  Common terms

Teaching Plan�
While teaching this chapter, tell the students that computers connected to a network can share data 
and files efficiently without any delay.
Make the students recall that internet is a global network of millions of computers and computer 
networks.
Introduce Uniform Resource Locator (URL) as a unique address or website address used for locating 
websites.
Explain the various uses of internet covering:
  E-mail – an online communication system
  Information – through search engines like Google, Yahoo, etc.
  Online shopping	   Online chatting
  Downloading data	   Uploading data
  Social Networking – Facebook, Instagram, Twitter, YouTube, WhatsApp, etc.
Share with the students the various requirements for an internet connection covering computer 
system, telephone/cable line, modem, web browser and Internet Service Provider (ISP).
Explain the meaning of some common internet terms like URL, Hyperlink, Offline, Online, Surfing, 
Website and Web page.
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension
Ask the students some oral questions based on this chapter.
Q.  What is a computer network?
Q.  What is internet?
Q.  What are the uses of internet?
Q.  What are the requirements for an internet connection?
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Q.  What do you understand by Downloading / Uploading data?
Q.  Define URL / Hyperlink / Offline / Online / Surfing / Website / Web Page.

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 27 and 
28 of the main course book as Exercise. 
In Creative Assignment, activity like In The Lab given on Page 28 of the main course book will enhance 
the ability of the students and serve as a Subject Enrichment activity. 

Suggested Activity
Ask the students to prepare a report on some more uses of internet and present the observations 
to the class.

	Algorithm and Flowcharts

Teaching Objectives
Students will learn about 
☞  Algorithm	 +  Flowcharts

Teaching Plan�
While teaching this chapter, tell the students about how humans communicate and their language. 
Also give an introduction of problem solving techniques, algorithm, flowchart, etc.
  Program – a set of instructions given to CPU in a pre-defined sequence to complete a task.
  Computer language – means by which data and instructions are transmitted to the computer.
  Syntax – the grammar of a computer language.
  Programming – process of writing a program.
  Programmers – people who write computer programs.
Introduce algorithms as set of steps in a sequential and ordered manner to solve any problem or 
to complete a task.
Encourage the students to write algorithms involving some basic tasks like getting ready for school 
or involving mathematical problems.
Introduce flowcharts as diagrammatic representation of an algorithm.
Explain the shapes and usage of flowchart symbols covering Start / Stop box, Process box, Decision 
box, Input / Output box, Flow lines and Connectors.
Make the students learn the rules for drawing a flowchart.
Encourage the students to draw flowcharts for the algorithms written earlier.
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.
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Extension
Ask the students some oral questions based on this chapter.
Q.  What is an algorithm?
Q.  What is a flowchart?

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 35 and 
36 of the main course book as Exercise. 
In Creative Assignment, activity like In The Lab given on Page 28 of the main course book will enhance 
the ability of the students and serve as a Subject Enrichment activity. 

Suggested Activity
Ask the students to write algorithms and draw corresponding flowcharts to:
  Calculate circumference of circle		   Calculate Volume of cuboid

	Introduction to Scratch

Teaching Objectives
Students will learn about
☞  Uses of Scratch	 +  Starting Scratch
☞  Components of Scratch Desktop	 +  Blocks
☞  Adding a Sprite	 +  Changing the Backdrop 
☞  Changing Appearance of the Sprite	 +  Creating a new Project 
☞  Saving a Project	 +  Opening a Project
☞  Exiting Scratch

Teaching Plan�
While teaching this chapter, tell the students that Scratch is a block-based programming language. 
Make the students understand the uses of Scratch. 
Demonstrate to the students the steps to start Scratch 3.0. 
Familiarize the students with the various components of Scratch window covering Title bar, Menu 
bar, Sprite, Stage, Blocks Palette, Scripts Area, Coding Area, Blocks Menu, Backdrop, Tabs, Green 
Flag and Stop button.
Introduce Blocks are the code or command used to create a program in Scratch. 
Tell the students about different Blocks: 
  Motion Block (to move the sprite)		   Looks Block (to add speech or thought bubbles)
  Events Block (Controls the script)
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Show to the students the steps to add a sprite from the Library.
Make the students recall backdrop as background of the stage. 
Tell the students the steps to change the backdrop in Scratch. 
Demonstrate the use of Motion Blocks by developing new project.
Tell the steps to save a program, opening a project and exiting Scratch.
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension
Ask the students some oral questions based on this chapter. 
Q.  What is Scratch? 
Q.  What are the features of Scratch? 
Q.  Name the various components of Scratch window. 
Q.  Define Sprite / Stage / Scripts Area / Green Flag / Stop button. 
Q.  What is a backdrop in Scratch? 
Q.  What is the use of Motion block? 
Q.  What is the colour code for Motion block? 
Q.  What are the steps to save a project in Scratch? 
Q.  What are the steps to open a project in Scratch? 
Q.  What are the steps to exit Scratch? 

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 47 to 49 
of the main course book as Exercise. 
In Creative Assignment, activity like In The Lab given on Page 49 of the main course book will enhance 
the ability of the students and serve as a Subject Enrichment activity. 

Suggested Activity
Ask the students to develop a program of speaking and moving cat in Scratch.

	More Blocks in Scratch

Teaching Objectives
Students will learn about
☞  Setting the Sprite Position	 +  Block Categories

Teaching Plan
While teaching this chapter, tell the students that Scratch blocks are divided into different categories 
and each one of them performs different functions. 
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Explain the Block categories and its types using appropriate examples:
• Motion blocks
• Looks blocks
• Sound blocks
• Control blocks
Show the students how to change the sprite position with suitable example.
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension
Ask the students some oral questions based on this chapter.
Q.  What is Scratch?
Q.  What are blocks?
Q.  What is motion block?
Q.  What is looks block?
Q.  What is sound block?
Q.  What is control block?
Q.  How to change sprite’s position?

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 53 to 55 
of the main course book as Exercise. 
In Creative Assignment, activities like Hands-On and In The Lab given on Page 55 of the main course 
book will enhance the ability of the students and serve as a Subject Enrichment activity. 

Suggested Activity
Ask the students to create a program in Scratch to move sprite 360 degree and reverse to its original 
position.

	Creating Shapes in Scratch

Teaching Objectives
Students will learn about
☞  Pen Block 	 +  Drawing a Line in Scratch
☞  Drawing Polygons in Scratch	 +  Drawing a Square in Scratch  
☞  Drawing a Circle in Scratch
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Teaching Plan
Tell the students about pen block and explain its use with using appropriate examples. Also, show 
the steps involved in creating programs using pen blocks.
Show the steps involved in drawing a line in Scratch.
Tell the steps involved in drawing polygons in Scratch.
Explain the steps involved in drawing a square in Scratch.
Show the steps involved in drawing a circle in Scratch.
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension
Ask the students some oral questions based on this chapter.
Q.  What is a pen block?
Q.  How can you draw a line in Scratch?
Q.  How can you draw a polygon in Scratch?
Q.  How can you draw a square in Scratch?
Q.  How can you draw a circle in Scratch?

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 47 to 49 
of the main course book as Exercise. 
In Creative Assignment, activity like In The Lab given on Page 49 of the main course book will enhance 
the ability of the students and serve as a Subject Enrichment activity. 

Suggested Activity
Ask the students to draw a triangle and circle together in a program.

	Creating a Game in Scratch

Teaching Objectives
Students will learn about 
☞  Block Shapes in Scratch +  Sensing Blocks 
☞  Variables 	 +  Conditional Blocks 
☞  Creating a Game
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Teaching Plan�
While teaching this chapter, tell the students that the blocks in Scratch are in different shapes ans 
colours and are used for various purpose like creating shapes and scenes. 
Tell the students that there are six block shapes in scratch. 
Explain then about all the Block shapes:  
• Hat Blocks • Stack Blocks
• Boolean Blocks • Reporter Blocks
• C Blocks • CAP Blocks
Introduce Sensing blocks as the Blocks which sense the input from the keyboard or the mouse at 
the time of execution of a script. 
Tell the students about some sensing blocks and their functions and demonstrate the steps to add 
sensing blocks. 
Explain the students about the meaning of Script and Data and this data is sorted in Variables. 
Tell the students about the types of variables and demonstrate the steps involved in creating variables 
in Scratch. 
Introduce Conditional blocks to the students and explain the types of it. 
Explain this by making a script using conditional blocks. 
Explain the students by creating a game. 
Ensure that the scope of Teacher’s Corner given at the end of the chapter has been covered.

Extension 
Ask the students some oral questions based on this chapter. 
Q.  What are Boolean Blocks? 
Q.  What are the functions of sensing blocks? 
Q.  How many types of Block shapes are there in Scratch? 
Q.  What is a Script? 
Q.  What is Data? 
Q.  What are the types of Variables?

Evaluation
After explaining the chapter, let the students do the course book exercises given on Pages 71 to 73 
of the main course book as Exercise. 
In Creative Assignment, activities like Hands-On and In The Lab given on Page 73 of the main course 
book will enhance the ability of the students and serve as a Subject Enrichment activity.

Suggested Activity 
Ask the students to create a game on Scratch.


