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5-14 ICT in Learning & Teaching

Collecting and Analysing - Databases

	Teacher Guide


	Attainment Target
	· Use non-computer databases
· Use simple predefined computer databases

	Exemplification of Strand
	· Understand that information in a database has a consistent format.

· Use simple pre-defined databases, e.g. look up information about animals using a simple index.


	Resources Needed
	· Old catalogues with pictures of toys:

Teddy bear, Bike, Game Boy, Barbie, Football, Kite

Alternatively use the Smartboard lesson C&A database Stage 1 
WB 1 with an interactive whiteboard. (Activity 1)
· RM Window Box with Information Magic and file -C&A database Stage 1 TOYS.  (Softease Pictogram optional) (Activity 2)
· This website has a simple pictorial database on animals which can be used as an extension: http://ngfl.northumberland.gov.uk/ict/AAA/default.htm


	Outline of Activities
(2 activities)
	Pupils look at ways of gathering and organising information, without a computer then with a computer.  Always have a reason for creating a database e.g. Which is the most common material used in making toys?  How do you know?
Activity1: Pupils make a simple collection of information on the theme of ‘Toys’ but this could be adapted to suit any topic.  It is a sorting exercise but includes recording the information in written form.  If using the interactive whiteboard changes can be saved and/or printed out.
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Activity 2:  Pupils look at prepared databases on Information Magic and/or Softease Pictogram.  Though not necessary at this stage, pupils can add their own information in Pictogram as it involves simple clicking on pictures to select information.  It is important that children begin to understand that information in a database has a consistent format.  When loading up Information Magic you may have to do this on the Red or Blue level to load the Toys file.  Once loaded it can be changed to Yellow level by clicking on the Change level icon.
The navigation bar appears on the screen when you open a file.
[image: image4.png]


[image: image1.png]< Information Magic
Ele Edt Bookmerk Options Hel

Conterts|_Index | Back | Biint

What do the buttons do?

Click on a button to find out what it does:

Main menu bar

B0PEE/rwsomoll

Navigation

He4o)» »hl

Graph menu

SuPuill,.SEBOR





Show the first record               Show previous record               Show next record               Show the last record
                  Move back 10 records                         Jump to a record          Move forward 10 records   

This allows you to move between records.  Sometimes it can be closed down accidentally.  It can be returned to the screen by going into Red level then Tools and Navigation.  It is easier to move the navigation bar into the menu bar at the top of the screen before you start. Do this by clicking on the blue bar at the top of the navigation bar and dragging and dropping it onto the menu bar.


	In this activity you will learn to:

· use non-computer databases.




Activity 1: Gathering and Organising Information about Toys
This activity can be done either using pictures of toys cut from a catalogue or on an interactive whiteboard.

1. Gather pictures of various toys.  These could be from a catalogue, your own drawings or pictures printed from this site:
http://ngfl.northumberland.gov.uk/clipart/Toys/index.htm
2. Stick pictures at the top of a large sheet of paper or attach to a white/black board.  Alternatively use the Smart Board lesson C&A database Stage 1 WB 1.
3. Discuss each toy in turn asking the following questions:

a. Where do you play with this toy?  Give a choice of-indoors/outdoors.
b. What kind of toy is it?  Give a choice of-puzzle/game/construction/doll/sport
c. What is it made from?  Give a choice of-
plastic/wood/metal/card/cloth/other
d. What makes it go?  Give a choice of-nothing/battery/mains/wind up/other  (This last question is not on the whiteboard lesson but could be discussed anyway.)
Don’t let pupils select an answer that is not on the list.  When using keywords in a database they do not have that option.  It is important that they begin to understand that information in a database has a consistent format.
4. Write answers under the correct pictures.  If using the interactive whiteboard drag the correct word to the appropriate place.
	In this activity you will learn to:

· use simple pre-defined databases.




Activity 2: Looking at Computer Databases – Toys and Ourselves
1. Remind children of the information they collected about toys from activity 1.  Explain that they are going to see another way of storing similar information on a computer.

2. Load Information Magic at Red Level and open the file Toys.  Have navigation bar available. (Tools> Navigation)  Change to Yellow level.
3. Let pupils click on the red arrows to move through the records on this file.  This will show them another way of storing information.
4. Alternatively (or as well as) they can look at Softease Pictogram to see some pictorial databases.  Though not required at this level, children can add information simply by clicking on pictures.
5. Load Softease Pictogram.  There are 6 examples of databases.  The one most suited for P1 is Ourselves.  Click on it to open.
Pupils can then use the yellow arrows to the right or left to see all the other records available.  When they reach the last record the pictures turn grey.  This is where they can add their own information.
6. Pupils type their name in the name box and click on each picture in turn.  They are given a selection of pictures to choose from.  In Ourselves, for example, the first choice is Boy or Girl.  They click on the picture to select.  Continue until all the class has added a record.

7. Their records can then be printed either individually, or as a class record by clicking on the Table icon and then the Print button 
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