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FOREWORD

I am delighted to present to you this Teacher’s Guide, which is developed by the Ministry of Gener-
al Education and Instruction based on the new South Sudan National Curriculum. The National 
Curriculum is a learner-centered curriculum that aims to meet the needs and aspirations of the 
new nation. In particular, it aims to develop (a) Good citizens; (b) successful lifelong learners; (c) 
creative, active and productive individuals; and (d) Environmentally responsible members of our 
society. This textbook, like many others, has been designed to contribute to achievement of these  
noble aims. It has been revised thoroughly by our Subject Panels, is deemed to be fit for the purpose 
and has been recommended to me for approval. Therefore, I hereby grant my approval. This 
Teacher’s Guide shall be used to facilitate learning for learners in all schools of the Republic of 
South Sudan, except international schools, with effect from 4th February, 2019. 

I am deeply grateful to the  staff of the Ministry of General Education and Instruction, especially Mr 
Michael Lopuke Lotyam Longolio, the Undersecretary of the Ministry, the staff of the Curriculum 
Development Centre, under the supervision of Mr Omot Okony Olok, the Director General for 
Quality Assurance and Standards, the Subject Panelists, the Curriculum Foundation (UK), under 
the able leadership of Dr Brian Male, for providing professional guidance throughout the process 
of the development of National Curriculum, school textbooks and Teachers’ Guides for the Repub-
lic of South Sudan since 2013. I wish to thank UNICEF South Sudan for managing the project funded 
by the Global Partnership in Education so well and funding the development of the National Curric-
ulum, the new textbooks and Teachers’ Guides. I am equally grateful for the support provided by 
Mr Tony Calderbank, the former Country Director of the British Council, South Sudan; Sir Richard 
Arden, Senior Education Advisor of DfID, South Sudan. I thank Longhorn and Mountain Top 
publishers in Kenya for working closely with the Ministry, the Subject Panels, UNICEF and the 
Curriculum Foundation UK to write the new textbooks. Finally, I thank the former Ministers of 
Education, Hon. Joseph Ukel Abango and Hon. Dr John Gai Nyuot Yoh, for supporting me, in my 
role as the Undersecretary, to lead the Technical Committee to develop and complete the consul-
tations on the new National Curriculum Framework by 29 November 2013.

The Ministry of General Education and Instruction, Republic of South Sudan, is most grateful to all 
these key stakeholders for their overwhelming support to the design and development of this 
historic South Sudan National Curriculum. This historic reform in South Sudan’s education system 
is intended to benefit the people of South Sudan, especially the children and youth and the future 
generations. It shall enhance the quality of education in the country to promote peace, justice, 
liberty and prosperity for all. I urge all Teachers to put this textbook to good use. 

May God bless South Sudan. May He help our Teachers to  inspire, educate and transform the lives 
of all  the children and youth of South Sudan.

 
Deng Deng Hoc Yai, (Hon.)
Minister of General Education and Instruction, Republic of South Sudan
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UNIT 1: SIMPLE WEBSITES 
 

Specific learning experiences 
 
The learners should discuss in small groups how to create a 
personal/simple website/blog. They should learn about the so�ware 
tools used to create a website/blog and how to manage and update a 
website. 
Individually, the learners should create their personal websites or blogs. 
In the personal website they might include things such as their family 
members and friends (names, pictures, and profiles), hobbies and photo 
galleries. In their blogs the learners should include their profiles and 
could post their opinions on current issues of interest for sharing and 
discussion. They should create galleries within which they could post and 
project cultural ac�vi�es, e.g. video clips of local community dances, 
pictures of local environment, etc. In doing so, they should understand 
and take steps to avoid the risks involved in publishing personal 
informa�on, voicing opinions, reputa�on, privacy, and legal implica�ons. 
They should explain what a website/blog is, iden�fy so�ware tools used 
to create websites, and understand principles of website management 
and upda�ng. 

Key inquiry ques�ons 
 

1. What is a website/blog? 
2. How is a personal/simple website/blog created, managed and 

updated? 
3. How could one use a simple website/blog to promote a personal 

profile? 
4. How does a personal website contrast with a social network 

account? 
5. What are the advantages and disadvantages of personal 

websites/blog? 
6. How can (educa�on) ins�tutions benefit from simple 

websites/blogs? 
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Learning outcomes 

 
Knowledge and 
understanding 

 
Know about appropriate so�ware tools to create, 
manage and update a personal/simple website, e.g. 
blogs. 

 
Skills 

 
� Use so�ware tools to create personal 

website/blog. 
� Be able to manage and update a website/blog. 

 
A�tudes 

 
� Appreciate the value of a personal website/blog. 
� Enjoy the art of website/blog design. 
� Appreciate the value of teamwork. 

Contribu�on to the competencies Links to other subjects 

 
1. Cri�cal and crea�ve thinking: in 

informa�on acquisi�on and 
dissemina�on 

2. Communica�on: in informa�on 
sharing 

3. Co-opera�on in team work 
4. Culture and iden�ty: in showing 

cultural symbols, features, and 
ac�vi�es 

 
1. Fine Arts: Design  
2. Languages: Wri�ng skills 
3. All Subjects: Informa�on 

sharing 
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Teaching simple websites 
Note: all prac�cal examples given in the learners’ books are ac�vi�es that 
the learners should carry out on their own or in small groups with their 
computers.   

You should provide opportuni�es for the learners to; 

1. Reflect on learning, making reference to the learning objec�ve, with 
learners using self-evalua�on techniques, i.e. discussing blogs 
features and presenta�ons. 

2. Address any misconcep�ons and teach from mistakes. 
3. Set a short task that draws on learners’ knowledge and allows them 

to assess their progress including giving them feedback. 
4. Use knowledge acquired in the lesson to make judgements about 

new situa�ons, summarizing key facts, ideas, methods or 
vocabulary. 

5. Present work briefly to others and you drawing out teaching points. 
6. Perform skill-based ac�vi�es linked to the objec�ve. 
7. Prepare for the next lesson/next topic/task. 
8. Write in a class glossary or model wri�en explana�ons. 
9. Reflect on a challenge set at the start of the lesson (crea�ng a 

personal blog). 
10. Answer true/false to a set of statements about blogging. 
11. Mark work as a class/group/pairs, set homework and prac�cal 

ac�vity. 

You should; 

� Engage learners to discuss briefly what they have done, and then 
give them suitable feedback 

� Assess the learners’ work informally, and sort out any 
misconcep�ons or difficul�es – par�cularly those learners who have 
no prior knowledge of websites.  

� Review the main teaching points and summaries key facts, ideas 
and vocabulary. 

� Make links to wri�ng skills in which the learners will do in crea�ng 
personal websites, in art and design and in other subjects that 
relate to the scope of this unit. 

� Discuss with the learners what is to be learnt next. 
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� Set and discuss group ac�vi�es. You can add extra ac�vi�es for 
learners to work on. 

� Reflect upon the lesson generally, and evaluate its success. 

 

Se�ng clear learning objec�ves and outcomes is an essen�al point within 
any episode of learning in this unit. This is best done at the beginning of this 
unit, and even be�er if done following an engaging first minute style 
exercise. Remember to regularly come back to the objec�ves, as part of a 
mini-plenary and at the very end of the lesson as part of a meta-plenary of 
the learning.  

You should use short ac�vity at the end of a lesson which is generally some 
kind of evalua�ve ac�vity of what happened during the lesson. It could be 
as straigh�orward as a ques�on and answer exercise which would enable 
you to evaluate if the objec�ves had been met, and what the learners had 
actually taken in during the lesson. It could involve asking learners some 
ques�ons which might make them think further about the lesson’s topic. It 
could be a short quiz either a self or peer evalua�on task. It rounds off the 
lesson and hopefully consolidates some of the learning. In this unit, it might 
be something like gathering all the work together (blogs created by the 
learners) and discussing which pieces worked really well as a whole group 
or even smaller groups of four and ge�ng them to point out what they 
think really worked and why. The learners should talk about how to 
improve and move forward as a group. This method is called plenary. 

The aim of the plenary is to determine the level of learning that has taken 
place. This should not be confused with the comple�on of the tasks. Just 
because a learners has finished the work, it does not necessarily mean that 
they have learnt the informa�on. 

Effec�ve plenary sessions are characterized by; 

� Careful revisi�ng and consolida�on of learning objec�ves. 
� Tackling misconcep�ons especially checking of the accuracy of 

learners’ work. 
� Summary assessment of what learners have learnt in order to inform 

and plan for the next step. 
� Applica�on of learning to new areas and links to past or future 

lessons. 
� A shared, analy�cal evalua�on of the work that learners have 

produced. 
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Learning processes in the plenary 

The key inquiry ques�ons for the learner should be: 

1. Recall - what has been learnt? 
2. Summary - what are the key points? (the learning highlights) 
3. Evalua�on - what do you think about what has been learnt? What 

are your feelings/opinions about what has been learnt? How 
important will this new learning be to you? 

4. Connec�vity - how does what has been learnt in this lesson link 
with other learning in this subject/other subjects? 

5. Applica�on - how could you use this knowledge? How might it help 
you? 

6. Meta-learning - what have we learnt about the learning process in 
this lesson? 

This ensures clear learning outcomes are differen�ated and progress-
focused objec�ves are built into the DNA of the lesson. For example when 
teaching WordPress the learners should know what WordPress does which 
is to make possible the building of a seman�cally structured website or a 
blog which makes the job of search engines easier therefore providing an 
excellent pla�orm for building everything from simple blogs, to significant 
news pla�orms. The biggest limit, usually, is the imagina�on of the 
developer crea�ng themes and plugins, and the content writers (the 
students who will come up and manage the content). 

You need to use plenary in this unit for; 
1. The learners presen�ng their work briefly and talking about it. This 

applies especially to learners who have been working in groups or 
alone, rela�vely independently of you. 

2. Reviewing the main teaching points and summarizing key facts, 
ideas, methods and vocabulary. It is vital that learners know what 
was important about the lesson and what needs to be 
remembered. 

3. Addressing common errors or difficul�es, which arise. O�en, 
helping learners to iden�fy an error is a good way of reviewing the 
main teaching point. 

4. Discussing where the work is leading and se�ng homework. 
Some�mes you can give homework which may consist of informal 
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tasks such as searching for the best blogs on the internet and no�ng 
them or iden�fying new trends in website building. 

5. You need to plan for the plenary in order to have a focus, pace and 
a sense of purpose. 

Introducing blogs 
This unit is more than the set of its learning objec�ves. The learning 
objec�ves specify the skills, but there are also a�tudes and knowledge to 
be considered. The star�ng point for this unit is the a�tudes. What do you 
want the learners to feel about the topics? What changes do you wish 
them to contemplate in their thinking? Then the skills and knowledge are 
specified, o�en star�ng at a quite general level, then working down to 
specifics. 

Without learning objec�ves it is difficult for learners to know what they are 
supposed to be learning. 

The learners need to learn that a blog is an online diary or journal located 
on a website. The content of a blog typically includes text, pictures, videos, 
animated GIFs and even scans from old physical offline diaries or journals 
and other hard copy documents. Since a blog can exist merely for personal 
use, sharing informa�on with an exclusive group or to engage the public, a 
blog owner can set their blog for private or public access. 

When a blog is made publicly accessible, anyone can typically find the blog 
through links available on the blog owner’s individual or business website, 
their social media profiles, emails and e-newsle�ers and online keyword 
search engines. Many blog owners also set up blogs on websites devoted 
to the crea�on, storage and sharing of blogs, such as Blogger, Live Journal, 
Tumblr and WordPress. 

Blog content can appear as posts on one con�nuous streaming page or 
posts on individual pages reachable through one or more pages set up in a 
list-style format as post �tle links, excerpts and related tags. All posts or 
links to posts are typically displayed to readers in reverse chronological 
order with the most recent content appearing first. 

The learners need to learn how blogs have evolved along similar lines to 
other forms of human communica�on in that they are a product of 
convenience rather than design. 

Through blogging the learners will engage people with different cultures in 
collabora�ve ac�vity, knowledge sharing, reflection and debate. 
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In this lesson the method or prac�ce that you choose depends on the 
intended goals for a par�cular group of learners. You have a variety of 
choices not only about teaching methods but also about how you group 
learners for instruc�on: whole class, small groups, pairs, or individuals. A 
teacher’s decision about grouping is usually determined by a lesson’s goal 
or objec�ve. For example, if a lesson requires that every learner in the class 
have informa�on that is not easily accessible and requires interpreta�on, 
you will probably decide to construct a lesson followed by discussion, 
including ques�ons, for the whole class. 

Teaching blogging 
The learners need to understand safety issues in blogging 

Which may include; 

� First name only—not your last name. 
� Do NOT share personal informa�on about you or your school. 
� Do NOT type email addresses or IM screen names. 
� Do NOT type home addresses or phone numbers. 
� Do NOT link to your personal blog or school blog, which might 

reveal informa�on you do not want shared. 

Quality Work 
1. Think about who might be reading your blog entry, and make sure you 

are polite. 
2. Make sure your blog entry stays on the topic. 
3. Always make sure that you: 

     • Check your spelling. 

     • Check your spacing. 

     • Check your capitaliza�on. 

     • Check your punctua�on. 

     • Check your grammar and use of words. 

     • Be respec�ul of others’ ideas. 

1. Start with one classroom blog 

One of the first ques�ons that you should ask yourself when star�ng 
classroom blog projects is, “Should I have each learners in my class create 
his or her own blog for expressing thoughts and ideas?”  
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The answer is a resounding no!  For blogs to survive and thrive, they need 
to have a constantly updated stream of content—at least 2 or 3 posts per 
week.  Blogs that are not updated on a regular basis lose the a�en�on of 
readers, who have plenty of other op�ons in today’s digital world.    

Because most learners will generally struggle to generate 2 or 3 meaningful 
posts per week—and because monitoring the content posted on 50+ blogs 
can be an overwhelming challenge for any teacher—it is best to start a 
classroom blogging project with one blog that every learners in the class can 
post to.    

While you will have to work with one username and password—which 
could lead to inappropriate or unpolished entries being posted by learners 
that you do not completely trust—your chances of genera�ng an audience 
for your learners are far greater when your learners are working together to 
generate content. 

You can; 

� Create a class blog so that learners can stay up-to-date on 
upcoming projects, due dates, events and other reminders. 

� Publish learners’ work on the blog, or have learners set up their 
own blogs as online por�olios. 

� Encourage learners to post on a class blog weekly to develop their 
own voice and work on their wri�ng. 

� Post daily or weekly homework assignments on the blog so learners 
who were absent can know what they missed. 

� Post discussion topics on the blog, give your learners a few days to 
reflect on the topic and comment. 

Guide to setting a classroom blog 
Ø First you need to have a Google account, if you have a Gmail 

account then that means you already have one. Head over to 
www.blogger.com and log in. Once logged in, you will land on a 
page click on “New Blog”. 

Ø Provide a �tle for your blog, then type in the address you want to 
use as URL, you need to keep trying un�l you find the one available. 
Next, pick up a template from gallery then click on “create blog" see 
snapshot below. 
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Ø Now your new blog will appear in your blogger page as is shown in 

the snapshot below. The one created for this demonstra�on is 
named “test blog “see below. Now click on “start pos�ng “under 
the �tle of your blog and you will be directed to a Blogger editor 
where you can type in your blog post. 

 
Here is what you can do on the editor: 

Ø A- Insert Image 
to insert an image click on the image icon as shown in the 
screenshot below. 
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B- Hyperlink a word or phrase 
To hyperlink a word just highlight it then click on “Link" in the 
authoring bar and paste in the link as is shown below. 

 
C- Insert Videos 
There are two ways to insert videos into your blog post, check out 
this guide I published earlier on how to do it. 
 
D- Add a quote 
to add quotes to your post, paste in or type in the quoted chunk of 
text then click on the quote icon as shown below. 

 
E- Check spelling 
Blogger has an integrated spell checker, however this checker 
some�mes does not work correctly, so to make sure your post is 
error free click on "abc" icon and any misspelled word will be 
highlighted in yellow, click on it to correct it. 

 
F- Choose Font  
To select the font of your text, click on “F" icon and pick up the font 
you want. 
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G- Change font size 
To change font size of your text, click on the font size icon and 
choose the size you want. 

 
H- Label your post 
Labels help you organize your posts into different categories. For 
instance, if I write a lifestyle I would label my post as: lifestyle or 
rou�ne...etc. so that when I have several posts and want to look for 
a specific one I can easily find it based on the labels I used. 

 
1-HTML 
HTML is useful when integra�ng “code snippets" of infographics and videos 
or slides. 
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Share your Post 
Once you are done with typing your post, you can then click on “Publish" 
and your post will instantly be available on the net. 

 

How to customize the se�ngs of your Blog. 

To add authors to your blog, click on “se�ng” located on the le� hand side 
then click on “basic ". 

 
 

Now scroll down to “blog authors". Click on add and paste in their email or 
choose one from your contact list in Gmail. 
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Set Blog Readers 

You can either make your blog open to the public by choosing " anybody: 
You can also restrict readers to only authors you have added in the previous 
step, or you can restrict reading of your blog to a set of people you select. 

Adjust Commen�ng features 

By default your blog will display a comment box below your posts. But you 
can work on who can write comments, you can also moderate comments 
before they are published and enable a word verifica�on captcha to fight 
off automated comments. 

 

 

2. Encourage learners to become regular readers of blogs 

Learners must begin to see blogs as interac�ve forums for con�nuing 
conversa�ons around topics of interest because interac�ve forums require 
two-way par�cipa�on.    

That means the learners need to become avid readers of blogs, too.  
Consider organizing a collec�on of learners’ blogs in a public feed reader 
that the learners can visit during silent reading �me or while surfing the 
web at home.  
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Encouraging learners to read blogs wri�en by other learners serves three 
primary purposes:  

� Learners who read blogs see models of wri�ng that can be use as 
comparisons for their own work.  

� Learners who read blogs are exposed to ideas for interes�ng 
topics that they may want to explore and write about in new 
entries for your blogging project.  

� Learners who read blogs connect with poten�al audiences for 
their own ideas. 

3. Teach learners to comment on blogs 

As learners begin reading blogs wri�en by other writers, you should 
systema�cally teach the skills necessary for wri�ng effec�ve blog 
comments because comments give learners opportuni�es to prac�ce 
reac�ng to ideas in wri�ng.  What is more is the comments le� on entries 
wri�en by other authors which can serve as first dra�s for future posts on 
their own classroom’s blog.  Finally, commen�ng emphasizes the 
community nature of blogging and draws reciprocal readers—people 
interested in looking closer at the ideas expressed by your learners—to 
your classroom’s blog.    

4. Promote learners blog entries to parents and colleagues 

While wri�ng for the Web ensures that the learners will eventually have 
readers from every corner of the globe, the vast majority of their blog’s 
readers—and almost all of their commenters—are going to be the parents 
of learners, the learners in the classrooms of your colleagues, and 
educators that you have made connec�ons with in faraway loca�ons.  
Parents, colleagues and learners in classrooms just like yours have a stake 
in the learning that your learners are doing online.  That is what makes 
them willing to read what your learners are wri�ng and to stop by to leave 
a comment every now and then.  

Work hard to promote your learners’ wri�ngs with parents and colleagues.  
Send out links to pieces that you are par�cularly proud of or that are likely 
to s�mulate exci�ng conversa�ons.  Ask parent volunteers to stop by once 
a week and leave feedback for the learners who have posted new entries.    

Not only do learners need to receive feedback in order to remain 
mo�vated by your classroom blogging efforts, but feedback from those 
who ma�er—moms, dads, teachers and best friends—is o�en far more 
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meaningful than the occasional comment le� by an outsider, regardless of 
where they are from. 

5. Remind learners to respond to commenters.    

As the blog begins to draw a�en�on and starts to receive comments from 
readers, remind your learners to respond to each comment directly, either 
in the comment sec�on of their original entry or in a new post on your 
blog.  By responding directly to readers, your learners are showing their 
audience that they are listening—a key to encouraging return visits.   

More importantly, however, responding to comments allows your learners 
to take advantage of the primary benefit of wri�ng for an audience:  The 
ability to have thinking challenged over-and-over again. Writers who make 
their core beliefs transparent are o�en introduced to new perspec�ves, 
and responding to those new perspec�ves—pushing back, refining original 
posi�ons, ar�cula�ng misunderstandings—is a cri�cal part of the cycle of 
true learning. 

6. Emphasize the important role that quality wri�ng plays in successful 
blogs 

Because wri�ng and publishing online is so easy—and because interac�ons 
between learners in electronic forums are o�en defined by casual grammar 
and language use—many learners approach blogging with a careless 
a�tude, failing to invest significant �me into cra�ing polis hed entries.  
While they crave audience, they misunderstand the message that mistakes 
send to readers.   

Not only should teachers interested in blogging projects encourage 
learners to work through the steps of the wri�ng process (brainstorming, 
dra�ing, revising and edi�ng) before publishing—just as they would on 
tradi�onal tasks—you should also reinforce �me-and-again that the 
credibility of writers is dependent solely on the quality of their wri�en 
work.    

Learners must know that the poten�al for having influence in online 
communi�es exists only when learners present ideas in ways that will 
impress readers.    

7. Consider naming and training learners editors 

You when star�ng classroom blogging projects may o�en enthusias�cally 
jump in with two feet, encouraging classes to churn out dozens of entries, 
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promo�ng posts with parents and peers, and building new lessons with 
their blogs in mind.    

Then, they end up buried by entries that are poorly wri�en or by learners 
who need technical help to get new pieces posted online.  Eventually, they 
begin to ques�on whether the �me that they are inves�ng in monitoring 
learners work for quality and in facilita�ng digital novices is really worth it.  
Enthusiasm is replaced by exhaus�on. 

That is why learners who you will assign the role of edi�ng are so 
important for successful classroom blogging projects.  Training a handful—
three to five per term—super mo�vated learners to proofread new entries 
and to support learners struggling with technical skills can ensure that 
teachers do not suffer from “monitoring burnout.”    

Over �me, you will have learners who become veteran editors who take 
great pride in the blog that the class is producing.  Not only will they 
con�nue to write for the class once they have le�, they will serve as 
competent gatekeepers, polishing entries that are not quite ready to be 
published, monitoring comments that are being posted, and genera�ng 
enthusiasm for the work that is being doing online.    

8. Learners use pseudonyms while wri�ng 

For many schools and districts, the risks involved in introducing learners to 
tools for communica�ng, collabora�ng and publishing content online far 
outweigh the rewards.   

Frightened by stories of internet predators, restric�ons are placed on the 
kinds of informa�on that learners can reveal and the kinds of opportuni�es 
that learners can be engaged in online.  

One step that you can take to keep the learners safe—and to comfort 
district leaders who ques�on the decision to begin a classroom blog—is to 
teach learners about the importance of remaining confiden�al online.  

Resist the urge to include the name of your school or yourself in your blog’s 
�tle.  Refuse to link directly to any sites that readers could connect back to 
your classroom, and require that learners use pseudonyms to sign their 
wri�ng.    

Pseudonyms and confiden�ality allow learners to try on different iden��es 
and to be judged based on their thoughts instead of their age or their social 
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groups.  And the first �me that their work is mistaken for that of anyone 
older than they really are, your learners will be excited. 

9. Schedule regular readers for videoconference feedback sessions 

If you carefully cul�vate parents, peers and colleagues as regular readers 
who stop by to comment on the work that your learners are publishing 
online, consider scheduling a videoconference to connect your learners to 
a real member of their audience.  By invi�ng a reader “into” your 
classroom, you automa�cally reinforce the idea that learners voice really 
does ma�er.  

Have your digital guest to describe what it is that they like the best about 
your learners’ blog.  Encourage them to share specific entries that they 
thought highly of and content strands that were mo�va�ng.  Ask for areas 
of improvement.  Nothing can be more powerful to learners’ writers than 
hearing from their readers—and hearing from readers is one digital step 
away. 

10. Include and regularly explore visitor maps and sta�s�cs on page 
views.    

To prove to your learners that they are reaching readers in faraway 
loca�ons, be sure to include a visitor map in the sidebar of your blog.    

While there are many services that will track the loca�on of the visitors 
that land on your site, Cluster Maps (h�p://www.clustrmaps.com/) is one 
of the most popular because it highlights each visitor with a red dot on a 
digital image of the world.  Before long, red dots will cover en�re 
con�nents, reinforcing the idea that your learners are being heard. 

Cluster Maps also reports the number of page views that your website 
receives on a regular basis and can break those page view sta�s�cs down 
by con�nent.  Consider asking learners to track this informa�on carefully in 
their notebooks or on a classroom bulle�n board.  Watching your 
readership grow over �me will be just as mo�va�ng to your learners as 
seeing where their readers are coming from.    

About WordPress  
Understanding the WordPress  

1. Guide learners in answering the preliminary ques�on statement why 
should you use WordPress to create a blog?  
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2. Guide learners in iden�fying the different components and structures 
of a personal website and their func�ons. 

3. Guide learners in iden�fying the different categories of tools used in 
WordPress. 

4. Explain the func�on of each tool. 
5. Show actual sets of tools. 
6. Guide learners on the proper use of different tools. 
7. Instruct the learners to demonstrate the proper use of tools. 

WordPress is a good so�ware for crea�ng personal websites/ blogs 
because: 

� It has a huge selec�on of plugins that can add new features and 
tricks to your site  

� As the learners learn more about WordPress they will learn a lot 
about what it can (and cannot) do. But work within its rela�vely few 
limita�ons and you have a powerful and flexible website  

� It is easy to learn how to use it  
� It is stable and rela�vely bug free.  
� It is used by millions of people around the globe  
� It has a huge range of free and premium themes which can add 

func�onality and style to your site  
� It is not only for blogs, it can also be used to create fully func�onal 

websites and it is free. 

Assessing discussions 
In crea�ng simple websites, assessing discussions should be. 

1. The learners in groups must be pu�ng forward more than one 
point of view. 

2. Each learner in the group must have the inten�on of developing 
their knowledge, understanding or judgement of the issue under 
discussion. 

3. Learners must talk to one another. 
4. Learners must listen to one another. 
5. Learners must respond to one another. 

 



19 
 

WordPress.com vs. WordPress.org 
The one major difference between WordPress.com and WordPress.org is 
who is actually hos�ng your website? With WordPress.org, You host your 
own blog or website. WordPress.org is where you will find the free 
WordPress so�ware that you can download and install on your own web 
server. Ge�ng your WordPress site set up involves purchasing a domain 
name, buying a hos�ng plan and then installing WordPress on your server. 
Most hos�ng companies provide instruc�ons or services to install 
WordPress for you. 

WordPress.com, on the other hand, takes care of all of the hos�ng for you. 
You do not have to download so�ware, pay for hos�ng, or manage a web 
server. 

Pros and Cons of WordPress.com vs.WordPress.org 
Both WordPress.org and WordPress.com have pros and cons, depending 
on your needs. 

If you are not interested in paying for your own hos�ng, managing your 
own web server or paying someone else to handle that for you, you will 
probably want to useWordPress.com. It is free and easy to set up and you 
have lots of options for customizing your site. A few of the cons of using 
WordPress.com include that your domain will, by default include 
“WordPress.com.” 

You also cannot upload any custom themes, plugins or modify the PHP 
code behind your site. 

While WordPress.com is free to set up, they do offer several premium 
upgrades, including domain name registra�on (if you do not want 
WordPress.com in your domain name), the ability to upload videos and the 
op�on to use their premium themes. 

Using the downloaded version of WordPress from WordPress.org opens up 
more control and flexibility for your WordPress site, but it also means more 
responsibility. Using a self-hosted version of WordPress means you can use 
your own domain name, upload and install themes and plugins, edit the 
code behind your site and have access to your site’s database (or files). 
Most of the showcase sites you see on the WordPress site showcase are 
the self-hosted version of WordPress, since many of them have unique 
func�onality or a custom made design. 
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Installing WordPress 
In this session the learners should master the skill of installing so�wares 
used to create websites. By following the steps given in the learners’ book. 
Ask the learners to write the steps. 

Using a quick-install service is a simple way to get your WordPress 
installa�on up and running, but the downside is that it does leave some 
security holes. 

For that reason, you may want to consider installing WordPress manually. 

The benefits of doing a manual installa�on are; 

� It prevents the WordPress database tables being installed as a 
default, with default labels. These default labels can make your site 
more vulnerable. 

� It allows for full customiza�on of the wp-config.php file, which 
opens up enormous poten�al in WordPress. 

� It allows you to work within the “best security prac�ces” for your 
WordPress site. 

WordPress Posts vs. Pages 
A WordPress post is what makes up the ‘blog’ aspect of your site. 

1. These are generally news or informa�onal updates about a certain 
topic. 

2. Posts are listed in reverse chronological order and can be tagged, 
categorized and even archived on your site. 

3. WordPress posts are what make up the RSS content of your 
WordPress blog. So, when someone subscribes to your RSS feed, your 
posts will be the content that is delivered to them. 

4. Think of the posts as the news por�on of your site. They are dynamic 
and constantly changing the content your end users see.  

WordPress Pages are similar to posts in that they have a �tle and body 
text, but they are different because: 

1. They are generally reserved for sta�c content or informa�on. 
2. Examples of this would be an About Me or Contact Us page. 
3. Pages are not listed by date and cannot be categorized or tagged like 

WordPress posts. 
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4. Pages can have a hierarchy, which means you can nest pages under 
other pages by making one the “Parent” of the other, thus crea�ng a 
group of pages. 

5. Due to their sta�c nature, pages are not included in RSS feeds and 
will not have date or �me publishing. 

Using Posts & Pages 
Generally posts will be used for your blog content and pages will be used 
for standalone informa�on that is not updated o�en. For example, an 
organiza�on might use posts to handle news updates, press releases, job 
lis�ngs or new products. But they would use pages to list “about” 
informa�on, services, contact info, team bios, loca�ons or bylaws. 

WordPress is flexible and you can use posts and pages however you want, 
but this gives you a basic overview of how they work. 

It is simply not possible to learn everything that is known about WordPress. 
However, some selec�on is essen�al for you to make. 

What are the tricks that can drive more traffic to your blogs? 
Learners need to be crea�ve enough and explore various techniques of and 
ways for driving traffic to your blog which are: 

� Promo�on of content across pla�orms like Tumblr.com, 
Pinterest.com, Facebook.com, and more. 

� Use Instagram to share the �tle of your blog post or image. Post 
images to pla�orms like Twi�er, Flickr, Foursquare, Facebook, and 
Tumblr. 

� Giving short presenta�on of content on SlideShare and providing 
link to the content or blog from SlideShare. 

� Pin your post to Pinterest contributors by using an a�rac�ve �tle of 
the blog, image, hashtags, and adding keywords. 

� Create a few seconds preview of your post like Vine or video which 
could be posted on Twi�er and Instagram with a link to the blog 
post. 
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Evaluation 

 

"Must learn" is the target. These are the facts and skills that all learners 
need to learn in order to be competent in creating simple websites.  

You should stress the importance of these facts and skills when they are 
helping learners to learn. These facts and skills should be tested in 
examinations. There are very many other facts and skills that are "useful to 
learn", but they do not need the same emphasis. Nor should they be tested 
as thoroughly in examinations. There are also very many other facts and 
skills that are "interesting to learn". Of course, you should not prevent 
learners from learning anything. In fact you should show learners how to 
learn from books, conversations with their peers or people on the field of 
ICT and researching on the internet. However, your main responsibility is to 
decide what learners must learn and to make sure that they learn it. Facts 
and skills that must be taught, are those that are needed to meet this unit is 
objectives competently and thoughtfully.  

You must give learners opportunities to practice creating blogs and using 
WordPress and master these skills during the course of this unit. 
Unfortunately, this practice often takes a lot of time and effort to organize. 
It may be quicker and easier to give a lot of class lessons in theory, but the 
learners will not learn the necessary skills. You should include enough time 
for learners to practice the tasks they need to learn.  

Must learn 

Useful to learn

Interesting to learn 
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Some�mes this will involve them in working in the community, Some�mes 
they can prac�ce on each other in the classroom.  

You must allow enough �me for this prac�ce. It is impossible to specify how 
much �me is required for every task. However, most lessons should allow 
much more �me for prac�cing skills than for theore�cal teaching. 

Evaluating lessons  
A�er a lesson (or possibly a group of lessons), you should find out how 
much the learners have learnt. This evalua�on should be based on 
performance tes�ng.  

You should find out whether the learners can do the tasks that they have 
been taught to do.  

If the learners cannot do the tasks, then you must improve, adjust or 
change the content of the lessons or the teaching methods. 

What kind of assessment methods should be used?  
It is important that assessment on this unit to be based on the job that the 
learners are learning to do. That is websites, blogging and general 
understanding of websites.  

Therefore the assessment must test whether they can do the job. This 
approach is called performance tes�ng. It means that assessment methods 
such as those based on mul�ple-choice ques�onnaires and essays are used 
less o�en. Such methods usually only test the learners' knowledge.  

Other assessment methods such as those based on case-studies and case- 
books are used more frequently. These methods test the important skills 
and a�tudes.  

Classroom assessment that is fair and provides accurate informa�on about 
learners’ achievement can serve to support instruc�onal and program 
improvement and increase learners mo�va�on and achievement.  Effec�ve 
assessment occurs when there is a clear understanding of the knowledge 
and skills that the learners are expected to demonstrate as a result of their 
learning at each level of this unit.   

1. The primary purpose of assessment is to improve learners’ 
achievement. 

2. Assessment con�nually guides the development, implementation 
and support of instruc�on. 
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3. Learners need to receive timely, specific and direc�ve feedback in 
order to meet the grade/course expecta�ons and assessment 
targets. 

4. Diagnos�c assessment of content knowledge, skill level, and use of 
literacy, numeracy and metacogni�ve strategies will serve as 
baseline data and inform instructional star�ng points. 

5. Forma�ve assessment provides valuable feedback to the learners, 
parents/guardians and the teacher by outlining strengths and needs 
required for the next step. 

6. Summa�ve assessments or assessment of learning provides learners 
with mul�ple and varied opportuni�es to demonstrate the full extent 
of their learning. 

7. Evalua�on occurs at the end of a grading period and is reported as a 
number (percentage), level, or le�er grade in accordance to the 
achievement chart. 

Summarizing this unit 
Summarize this unit by guiding the learners through the glossary sec�on at 
the back of the learner’s book. The learners should read the key words and 
terms used under the unit simple websites. 

Summarizing teaches learners how to discern the most important ideas in a 
text, how to ignore irrelevant informa�on, and how to integrate the central 
ideas in a meaningful way. Teaching learners to summarize improves their 
memory for what is read.  

This will; 

� Help learners to learn and determine essen�al ideas and 
consolidate important details that support them. 

� Enables learners to focus on key words and phrases of an assigned 
text that are worth no�ng and remembering. 

� Teach learners to take a large selec�on of text and reduce it to the 
main points for more concise understanding.  
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UNIT 2: SOCIAL NETWORKS 
 

 

Specific learning experiences 
 
In small groups the learners should discuss their experiences and 
knowledge about the social media, such as Facebook, Twi�er, YouTube, 
Instagram, Wikipedia, etc., the types of social media and the importance 
of social media in today’s world. 
The learners should learn about social networks, such LinkedIn. They 
should learn that social networks are social structure made up of a set of 
social actors, such as individuals or organiza�ons. Individually, they 
should create own accounts, e.g. in LinkedIn, Google+, Learners Circle 
Network, etc., write their profiles, jobs preferences, and interests. They 
should make their connec�ons to friends and peers by invi�ng them to 
connect. They should also learn how to update and manage their 
accounts regularly. 
They should understand social networks and their roles as individuals in 
professional networking. They should be able to iden�fy the types of 
social networks that suit their interests. 
The learners should understand security and privacy issues in social 
networks and understand the ethical issues and legal implica�ons. 

Key inquiry ques�ons 
 

1. What are social networks and how do they contrast with social 
media?  

2. How do social networks service communi�es with common interest 
and goals? 

3. What are the risks involved in interac�ng in social networks? 
4. How could individuals and ins�tu�ons benefit from social 

networks? 
5. What impact have virtual social networks had on the tradi�onal 

network ins�tu�ons? 

Learning outcomes 

 
Knowledge and 
understanding 

Know the purpose of and how to use social 
networks by crea�ng personal profiles and 
interac�ng via, e.g. LinkedIn, Google+, Learners 
Circle Network, etc. 
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Skills 

 
� Explore social networks 
� Be able to join social networks 
� Be able to interact in social networks 
� Analyze risks in accessing social networks 
� Contrast different social networks 

 
A�tudes 

 
� Appreciate the role of social networks 
� Value the regula�ons governing sharing of 

data and access to informa�on 
� Respect privacy 
� Awareness of cybercrimes and legal 

implica�ons 
� Enjoy innova�on 

Contribu�on to the competencies Links to other subjects 

 
1. Cri�cal thinking: about social 

networks, ethical issues and legal 
implica�ons 

2. Communica�on: in interac�ng in 
social networks 

3. Co-opera�on: in informa�on 
sharing 

 
1. Languages: Wri�ng skills  
2. All Subjects: Informa�on 

sharing 
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Aspects of the 
plenary 

Sugges�ons for improvement 

 

Reflec�on � Review the main teaching point using some of the 
learners’ work 

� Start with a common error or misunderstanding and 
review the main teaching point and key task. 

� Emphasize what the class has learnt and what to 
remember. 

� Get learners to say what was easy/difficult/enjoyable/ 
important about today’s lesson, and what they have 
learnt. 

 

Forward 
planning 

Talk about how the class might: 

� extend what they did today 
� go back over some of the key ideas and do some 

prac�ce 
� start a new topic 
� do some linked work at home 
 

Learners 
presen�ng 
their work 

� Ask the learners to write the hardest or the easiest 
ques�on they had to do on the board 

� Before the plenary give some learners a poster or a 
strip of paper to record some of their work so that 
they can display it at the end of the lesson. 

� Ask a group to show their work and then to choose a 
ques�on to ask the rest of the class. 

� Choose a learners or pair of learners to explain a 
strategy they have been using 

 

Assess and 
give feedback 

� Discuss their work with a group of learners 
� Help learners to mark their own work 
� Use the work done by a learners or learners to 

comment on a method or way of recording 
 

Links � Make links to work in other subjects 
� Make links to previous lessons and the next lesson. 
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Teaching social networks 
You should establish ground rules with learners regarding online safety, 
ethical issues, security and privacy issues involved in social networks. The 
learners need to know that whatever they put online is permanent. 
Everything they post, tweet, text or send using an app leaves a public digital 
footprint. 

You should limit when the learners can use this social networking sites. For 
example, prevent usage during class, during meals, vaca�ons, or a�er 9 
p.m. 

You should establish a model profile, and demonstrate proper online 
behavior. Learners respond be�er to a set example that they can emulate. 
It is important that you keep a current record of learners’ login informa�on, 
including all email addresses, login names, display names, and passwords. 

It is important to know what social networking site the learners are 
downloading. Some of the apps/websites encourage risky behavior which 
can be dangerous. 

You should regularly check your learners’ network of friends on each social 
networking website. If there are people on the list that you do not know, 
ask the learners who they are and how they met them.  Remove “online 
only friends” from learners’ profiles. Look at the profiles of friends to see 
what they reveal about the learners. 

Frequently check the content of the learners’ profile. Are the learners 
pos�ng inappropriate personal informa�on, photos, videos, blogs, or 
comments? Are the learners engaging in harassing or other inappropriate 
conduct? If so, remove the content. 

You should regularly check the account se�ngs on the learners’ profile. 
Make sure se�ngs are on private and take note if any users are blocked. 
For example, you can modify the “Privacy Se�ngs” to make the profile 
“private,” or to check on users whom learners has blocked. You should 
make sure that the learners are not sharing their current loca�on. 

The learners should come to you with a problem right when it occurs, so 
that you can help fix it. Things can get out of hand quickly online. Let the 
learners know coming to you is safe and that you will always listen and help. 

 



29 
 

How can you help learners to learn social networks? 
  

Clarify; be specific on the expected outcome of each learner set the 
objec�ves clear on what you want to cover by doing so the learners must be 
obviously be able to hear what you are saying and read what you write. In 
most cases teachers believe that what they say and write is clear-but are 
they right? Can the learners read what you write? Look at your board at the 
end of a lesson and see whether it is set out clearly. Can you read your own 
wri�ng? If you cannot, the learners definitely will not be able to. The 
learners may be able to hear the words you are saying but not understand 
them. If you use words that are unfamiliar to learners or speak a different 
form of the language, it will be difficult for them to learn.  You should make 
sure that class communica�on is in a language that the learners can 
understand. 

1. Can the learners hear what you say and read what you write?  
2. Do you use simple language?  
3. Do you use visual aids?  
4. Do you summarize the main points?  

Making your teaching meaningful to learners  

The following ques�ons can be used to generate small group or class 
discussion, either in a face-to-face environment or on the social network 
discussion forums, about Internet Safety, appropriate/inappropriate online 
behavior, social networking, and digital ci�zenship. 

1. You should relate social networks to the learners' lives.  
2. You should give lots of examples?  
3. There is a need to relate the lesson to the ac�vity the learners will be 

doing?  

Ac�ve learning  

Learners may learn very li�le when they listen to you during the class 
giving a lesson. They may however, learn a li�le more if you writes on the 
board and uses diagrams and pictures. In this way the learners can see 
what they have to learn as well as hear it. But s�ll rather li�le is learnt. To 
help the learners learn you should give some exercises to do, such as 
crea�ng their own account on social networks, pos�ng or commen�ng an 
ar�cle on a social website, answering ques�ons, wri�ng notes or explaining 
an idea (to a friend or to the whole class).  
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The learners will also need to prac�ce the skills taught to them during the 
lesson. The importance of these prac�cal exercises are of great importance 
to the learner in achieving this unit’s objec�ves. 

� You should engage learners frequently to answer ques�ons. 
� You ask learners to apply the skills acquired to solving problems in 

the society.  
� You should arrange the learners in and in pairs to prac�ce thinking 

and solving prac�cal skills. 

Some exercises and ac�vi�es will be more helpful than others. As a rule, 
they should make the learners use informa�on rather than just repeat it. 
Ac�ve learning can also be used. 

There are many different kinds of ac�vi�es which are useful for different 
kinds of objec�ves. You can ask groups of learners to discuss and 
brainstorm how they would use social networks to conserve the 
environment. 

All these methods will give you more work to do, but they will also help 
learners to learn and master the necessary skill.  

Giving feedback  

When learners have done a piece of work, you should tell them whether 
they have done it well. You should also point out any errors or faults and 
explain to the learners how the work could have been done be�er. 
Feedback can also come from wri�en material.  

If you give guidance to the learners, they can emulate this and give 
feedback to each other. 

The first point is that if learners only listen to a teacher talking, there is 
nothing to give feedback on. So feedback and ac�vity go together. To give 
feedback, you must first arrange for the learners to do ac�vi�es that can be 
assessed. This means that there should be frequent tests of the learners' 
ability to do the prac�cal tasks required, to remember the necessary facts, 
and to use those facts in solving problems or communica�ng. These tests 
may be formal examina�ons. If these are held, you will have to do a lot of 
extra work and the learners may become interested only in passing 
examina�ons and forget the real reasons for their training. A be�er way is 
for the ac�vi�es and feedback to become part of the normal pa�ern of 
teaching. The learners will be able to assess their own performance or that 
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of other learners if they are given guidance by you. The feedback should 
usually have three parts. 

1. You should tell learners how well they are doing. 
2. You should point out any errors or faults in the steps.  
3. You should explain how learners could do be�er work. 

 

Ensuring mastery  

You should make sure that all the learners know the facts and skills that 
they need at each stage. Ideally this is done at the beginning of each 
lesson. When teaching some topics, the learners may need to have 
understood ideas taught in an earlier lesson. For example, if you are 
discussing a security and privacy issues in social networks, the learners will 
need to know what security and privacy issues are. These ideas may have 
been taught some �me ago, so the learners may have forgo�en or possibly 
never have clearly understood. This means that they will not be able to 
understand the discussion. To overcome this difficulty you should check at 
the beginning of the lesson that all learners know the necessary facts and 
skills. Do not ask "Does everybody know about security and privacy issues 
in social networking" If you do, the learners will probably say "yes", 
whether they understand or not. Nobody likes to admit that they do not 
know something. Instead you should give a very short test. For example, 
you could write some terms and ask the learners to explain. You should 
also find out how much learners know at the end of the lesson-or even 
be�er - at various stages during the lesson.  

Again, do not just ask "Do you understand?" Instead ask the learners to use 
the skill or tell you the facts. This technique may seem obvious. Majority of 
the teachers think that they do “ensure mastery". In fact if you talk to 
learners and find out exactly what they know, you may be surprised at how 
li�le they remember from previous units. In ensuring mastery you should. 

� Check that all your learners understand what is being taught at 
various points of the lessons. 

� Frequently check whether every learners has learnt the necessary 
skills and knowledge.  
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Individualize  

Some learners may be very good at learning facts but rather poor at doing 
prac�cal work. Others are the opposite. Some learners can learn from 
books, while others prefer to listen to you talking. Other learners learn best 
by prac�cal experience of doing the job. However, schools my o�en treat 
all learners as if they were iden�cal. All learners go to the same teaching 
sessions. There they listen to the same lesson and then do the same 
prac�cal work. It is much simpler and cheaper to treat all learners in 
exactly the same way. It is also easier to keep control of their whereabouts 
because the �metable will say where every learners should be at any given 
�me. But is this the most effec�ve way of learning? Does it prepare 
learners to take more responsibility for their own learning?  

Remember that learners will finish school eventually and they will usually 
need to work and learn on their own. 

You should make sure that there is enough �me for learners to learn on 
their own. This would allow the learners to learn at their own pace outside 
the classroom. 

You may use different teaching methods. Some learners learn be�er from 
books, while some learn be�er when topics are discussed in a group. Some 
learners learn well from films or film-strips (if these are available).It is not 
usually possible to give a choice of teaching methods. However, you can 
use a variety of methods and so meet the needs of a larger number of 
learners. You should allow learners to work at different speeds and 
encourage learners to learn in their own way.  

You should make more use of project work by set�ng learners a large-scale 
task such as crea�ng a social network account and write a profile, job 
preference and interest. Project work allows a lot more scope for learners 
to learn in their own way. You should talk to learners individually because 
some learners may be confused by one idea while others find the idea 
quite easy to understand so that the learner can be able to explain the 
idea, or tell the learners where to find the relevant informa�on.  

Notes can also be used in prac�cal work to remind learners of the skills 
that they need to learn. 

Caring  

1. Do you show the learners that you care whether they do well?  
2. Do you prepare thoroughly for teaching sessions?  
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3. Do you listen to learners' comments about your teaching?  

 

Using discussion to teach social networks 
While teaching social networks it is of great significance that the learners 
learn to cul�vate good discussion skill so that they can be able to interact in 
social networks. Discussion is an orderly process of face-to-face interac�on 
in which learners should exchange ideas about an issue for the purpose of 
solving a problem, answering a ques�on, enhancing their learning, or 
making a decision. 

In order for an exchange of ideas to be called a discussion, it should meet 
five condi�ons: 

� Learners must talk to one another. 
� Learners must listen to one another. 
� Learners must respond to one another. 
� Learners must put forward more than one point of view. 
� Learners must have the inten�on of developing their knowledge, 

understanding or judgement of the issue under discussion. 

Discussion can be considered as co-opera�ve thinking aloud. Because 
learners are expected to share their thoughts as they discuss academic 
issues, discussion is both ac�ve and learners centered learning. 

Discussion can be used in many different ways, either as part of a lesson, as 
a whole lesson, or integrated with one or more other teaching strategies. 

 

Using discussions as a teaching strategy 
A discussion can either focus on solving a problem or focus on exploring an 
open-ended issue. 

Some of the most appropriate �mes for whole class discussions may be: 

� When you want learners to develop a sense of ownership over their 
new knowledge and responsibility for their own learning 

� When you want learners to think cri�cally about the subject and 
develop their skills of analysis, combina�on and assessment, rather 
than just memorize facts 
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� When you want learners to develop their understanding by drawing 
on their prior knowledge and experience 

� When your aim is to develop learners’ communica�on skills such as 
sta�ng their ideas clearly, listening to others, or responding 
appropriately to others. 

� When there is a need to develop a sense of group iden�ty so that 
the learners can support each other in their learning. 

Advantages of using discussion in this unit 
1. Discussions ac�vely involve learners in learning and because of this, 

learners can feel that they are making a real contribu�on to their own 
learning. A discussion is more likely to maintain a learners’ interest than 
a passive teacher directed learning experience. 

2. Ac�ve involvement in learning mo�vates learners, especially when they 
see that others value their contribu�ons and respect their point of view. 

3. Discussion can be an effec�ve way to help the learners develop socially 
acceptable means of interac�on, such as listening, speaking politely, and 
respec�ng the views of others. 

4. Discussion can result in more learners learning than some other 
strategies. This occurs because, as learners verbalize their thinking, they 
are able to construct or reconstruct knowledge in a way that makes 
sense to them. 

5. Discussion can be an effec�ve way of allowing learners to share their 
knowledge and experience. 

 

Some limitations of using discussion 
It is not always easy to conduct a discussion, and like other teaching 
strategies, discussion is not suited to all teaching situa�ons especially in 
this unit where the core objec�ves are skills based, learners have to learn 
how to engage in learning through discussion. 

1. Discussions are unlikely to be produc�ve unless learners are well 
prepared, and that usually requires them to do some prior reading or 
research. 

2. It is easy for talka�ve learners to dominate the discussion 
3. In most discussions, there will be opportuni�es for learners to get ‘off 

the track’ and you may need to remind them of the focus of their 
discussion. 
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4. Some learners may be reluctant to par�cipate in discussions. 
5. Some learners may not have sufficient command of the language of the 

subject, or understanding of the key concepts of the subject, or cri�cal 
thinking skills to join in the discussion. 

What to expect of learners during a discussion 
The learners should listen a�en�vely- It is important for learners to 
understand that discussion is a collec�ve learning experience that depends 
on co-opera�on and objec�ve thinking. Listening carefully is an important 
part of discussion work and learners should be taught and expected to 
listen to their peers. If they do not, they will not know if their thinking 
about the topic is similar to the thinking of others, and �me may be wasted 
through unnecessary repe��on of ideas 

The learners should be objec�ve – you should encourage learners to make 
ra�onal, logical, objec�ve contribu�ons, and help them to see why emo�ve 
contribu�ons are less desirable. Encourage learners to raise ques�ons, 
offer objec�ve opinions and listen carefully to others. 

Learners need to talk enough, but not too much - Encourage learners to 
contribute, and the best way to do that is to make them feel their 
contribu�ons are worthwhile. On the other hand, no learners should 
dominate the discussion. 

The learners should be interac�ve - During a discussion, learners will 
spend �me thinking, but the important part of the strategy is that each 
learners needs to interact with the other learners, with you and with the 
subject being discussed. You want learners to be par�cipants in the 
discussion, and also be observers who are aware of what is happening 
around them, so they can contribute in a posi�ve way. 

 

Effectiveness of discussions 
To use discussion as an effec�ve teaching method, you need to evaluate 
discussion lesson as soon as it is complete. Some ques�ons to ask: 

� Were the learners enthusias�c about the discussion? 
� Did the learners achieve the goal that I set for the discussion? 
� Did the learners ask relevant and logical ques�ons? 
� Did all learners have the opportunity to contribute? 
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� How could I make be�er use of this teaching strategy in future 
lessons? 

Problem solving using Social networks  
 

This is a technique in which problems are used deliberately as a means of 
helping learners to understand or gain an insight into the lesson they are 
studying. When problem solving is used as a teaching strategy, the 
emphasis should be on learners learning about the subject, rather than 
simply learning to solve problems. 

Problem solving can be seen as the process of applying exis�ng knowledge 
to a new or unfamiliar situa�on in order to gain new knowledge. A problem 
can be defined as any situa�on in which some informa�on is known and 
other informa�on is needed, so problem solving is a form of enquiry 
learning. When used as a deliberate teaching strategy, problem solving can 
help learners to realize that the knowledge they have already gained can be 
applied to new situa�ons, and that this process can lead them to gain new 
knowledge. 

Key features of this technique should be: 

� Learners should work individually or in small groups. 
� The task should require realis�c problems to be solved (cross cu�ng 

issues), preferably a problem that has many possible solu�ons. For 
example Applica�on of the knowledge gained in social network to 
solve cri�cal problems facing the community. 

� Learners should use mul�ple approaches to learning. 
� The results of the problem solving should be shared among all the 

learners. 

 

Evaluating problem solving strategies 
You should evaluate the learning from prac�cal problem solving ac�vi�es. 

� Learners should understand that they were solving problems in 
order to learn something important, and not think that they were 
just finding answers. 
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� The learners should be willing to take risks in exploring new ideas 
through social networks. are the learners prepared to be wrong, are 
they tolerant of each other’s errors? 

� You should encourage learners to persist and figure out ways of 
solving problems in the community for themselves. 

� You should give learners primary responsibility for their learning 
during the problem solving sessions. 

Key outcomes 
1. You should guide the learners to develop meaningful solu�ons to 

problems which will lead to greater understanding of the social 
network. 

2. You should give learners the opportunity for problem solving 
which provides a challenge for learners. The learners will gain a 
great deal of sa�sfac�on from discovering new knowledge for 
themselves. 

3. By solving problem through social networks the learners will be 
ac�vely engaged in learning. 

4. You should teach the learners how to transfer their knowledge to 
real-world problems through social networks. 

5. You should provide problem opportuni�es for the learners to 
solve this will help to make learners responsible for shaping and 
direc�ng their own learning.  
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UNIT 3: PROGRAMMING 
 

 

Specific learning experiences 
 
The learners should learn about programming and computer 
programming languages (a specific programming language, e.g. visual 
basic). 
They should learn to convert simple numerical algorithms such as those 
for solving quadra�c equa�ons into a program, and understand data 
types and structures. 
Individually they should write a simple program in visual basic to print a 
message e.g. ‘Hello world’ on the screen of the monitor.  
Individually or in small groups they should write a program to compute 
the solu�on for the quadra�c equa�on (y= a_0+ a_1 x+a_2 x^2). 
They should understand ethical conduct in computer usage (copyrights) 
and the legal implica�ons, such as intellectual property rights. 

Key inquiry ques�ons 
1. What is programming? 
2. What is an algorithm? 
3. How is a simple computer program designed and created? 
4. How is a numerical algorithm translated into a computer program? 
5. What is the ethical conduct in the computer usage (copyrights)? 

Learning outcomes 

 
Knowledge and 
understanding 

 
� Know how to write a simple program, e.g. 

to print ‘Hello world’ on the monitor, and 
compute quadra�c equa�on. 

� Understand ethical conduct in computer 
usage. 
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Skills 

 
� Be able to write simple computer programs 
� Perform the conversion of a numerical 

algorithm into a program 
� Recognize ethical issues in computer usage 

 
A�tudes 

 
� Enjoy programming 
� Respect intellectual property rights 

Contribu�on to the key competencies Links to other subjects 

 
1. Cri�cal and crea�ve thinking: in 

solving numerical problems, and 
ethical issues 

2. Co-opera�on: in teamwork 

 
1. Mathema�cs: Formulas and 

algorithms  
2. Languages: Grammar and 

syntax 
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INTRODUCTION  

Programming  learning  is  recognized  as  a  complex  ac�vity  by  a  large  
number  of  learners.  To  program,  learners  must  acquire  some  basic  
knowledge  as  variables  and  data  type’s  concepts,  programming 
languages,  control  structures.  Although  this  knowledge  is  transmi�ed  
by  you,  many  novice  learners  cannot  use  them  when  asked  to  solve  a  
programming  exercise.  There could be several  reasons  that  contribute  to  
learning  difficul�es,  like  the  programming  language  syntax,   learners  
mo�va�on  level,  mathema�cal  and  science  background,  but the  real  
problem  is  “pu�ng  all  pieces  together”  composing  and  coordina�ng  
components of a program. learners learn be�er if they have  an  ac�ve  
behavior,  opposed  to  the  passive  behavior  which you can  find  
frequently  in  tradi�onal  classrooms.  In  programming  this  means  that  
the  most  important  ac�vity  for  learners  is  crea�ng  their  own  
programs.  In other words, programming is the best way to learn how to 
program. However, this approach demands much effort and persistence 
and many learners look for easier ways, like asking the solu�on from 
colleagues.  

You should introduce basic programming concepts through a familiar 
environment. Anima�on/simula�on educa�onal tools, such as Interac�ve 
Data Structure Visualiza�on, try to help learners to be�er understand 
programs through the u�liza�on of graphical representa�ons.  many of 
those tools can be very  useful  during  ini�al  programming  learning,  
especially  for  learners  that  a�er  some  ini�al teacher support can 
progress in their learning, and can be independent in their work. However,  
many  learners  show  deeper  difficul�es  and  need  a  stronger  support  to  
solve  basic problems. In those cases common educa�onal tools usually fail 
because they rely in the learners’ ability to create ini�al solu�ons to the 
proposed problems. Learners that cannot create those ini�al solu�ons need 
a different kind of support.   

You should introduce the learners to the various steps of the programming 
process (Requirements, Specifica�on, Code Design, Coding, Tes�ng, 
Debugging, Release, Maintenance, Revision and upda�ng) 
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In this unit the plenary should allow �me for: 
1. Feedback 

� Assessing, formally and informally, some of the learners’ work 
and what has been achieved. 

� Sor�ng out common misconcep�ons and errors. 
� Marking together some of the wri�en work and rec�fying any 

errors. 
� Commen�ng on the work of learners who have worked 

independently of you. 
2. Reflec�on 

� Review the main teaching points. 
� Summarizing key facts, processes and ideas. 
� Discussing what to remember and how to remember it. 
� Emphasizing the mathema�cal vocabulary used. 

3. Forward Planning 
� Planning follow-up work or deciding what is to be done next. 
� Se�ng or adjus�ng targets for the class, groups or individuals. 
� Outlining any out-of-class work or homework, or further research. 

Five simple techniques to use in the plenary 
1. The block it review technique 
Pair up learners and ask them to tell each other 

§ 3 things I learnt. 
§ 2 ques�ons I want to ask. 
§ 1 thing I already knew. 

 
2. The key learning point technique 
Ask each learners to quickly jot down (or simply think of) the most important 
thing they learnt in a par�cular session. Then share this with a partner: see if 
you agree; say why. You have 45 seconds to convince the other person that 
your key learning point is the most important. If learners agree, go on to the 
second key point. This simple exercise could then be extended by joining up 
two pairs to make a four and repea�ng the process.  

3. Extending learners’ thinking through question formulation 
One way of assis�ng the learners to think about and review their learning is 
to ask them to formulate some ques�ons about what has been learnt in the 
lesson. Working in pairs learners can then ac�vely revisit learning through 
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ques�oning each other. Through the process of creating their own 
ques�ons learners are given a valuable opportunity to think back over and 
make sense of what has been learnt. 

4. Facilitating active, critical listening skills 
Plenaries provide an opportunity for learners to share the work they have 
produced during the independent part of the lesson. Clearly it may not 
prac�cable for more than a few individuals or groups to share their work. 
The danger is that those who are not ‘presen�ng’ become passive and 
switch off. In order to counter this, you can give those listening an ac�ve 
role by asking them to listen out for a key feature and report back to the 
class at the end of the presenta�on. Different learners, or groups of 
learners, are given a card that informs them what they are listening for. The 
listening focus should link closely with the success criteria for the task which 
learners should be provided with prior to beginning the task.  

5. The self-reflection of learning tool 
This is a model produced by Shirley Clarke that involves learners, either 
individually or in a pair, assessing their own learning within a lesson.  

� Do you remember the learning inten�on of the lesson?  
� What did you find difficult?  
� Did anyone or anything help you move on to learn something new? 

(friend, equipment, resources, teacher)  
� What do you need more help with?  
� What are you most pleased with?  
� Did you learn anything new?  

Plenaries and meta-learning 
A plenary session also offers the learner a valuable opportunity to facilitate 
a study about the act of learning. 

q What have you learnt about the way in which you learn in this lesson? 
q How did working with a partner help you understand/master a skill? 
q What did you do when you were stuck? 
q What skills/techniques/strategies did you use to learn programming? 
q How will you be able to remember what you learnt about 

programming? 
 

If an ongoing study about the learning process is a regular feature of lessons, 
learners will begin to acquire knowledge about how to learn which they will 
be able to apply in lessons and in other contexts outside of school.  
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Plenaries and homework 
It is also reasonable to use plenaries to clearly explain an ac�vity that is 
directly linked to the lesson that has just taken place. Homework or a 
prac�cal activity should provide opportuni�es for learners to: 

� Apply what they have learnt. 
� Consolidate something that has been learnt. 
� Reflect on what has been learnt. 

Extending learners’ knowledge and understanding. 

Plenaries offer you an opportunity to go over some of the new topics and 
sub-topics that has either been introduced or has emerged during the 
course of the lesson. You should consider three broad categories of topic 
extension which they can consolidate during the plenary: 

� Subject specific topic. 
� General topic. 
� Topic rela�ng to processes and skills. 

Planning a plenary 
You should plan out an idea for some kind of a plenary in all lessons in this 
unit. Planning might include reference to: 

� The learning objec�ves for the lesson or a series of lessons, 
including iden�fying what different groups will learn. 

� The key ques�ons to be asked to support assessment in the 
plenary. 

� The vocabulary to be consolidated. 
� How this lesson links to the previous one/the next one/other 

lessons. 
 

You should be prepared to display flexibility however, and amend or change 
the plenary according to what has been assessed through the observa�ons 
made during the lesson. It is important to respond to what has taken place 
in the lesson. You should focus upon responding to the learners’ learning 
and the difficul�es in learning that have been observed. 
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Plenaries and targets 
Relevant opportuni�es in plenary sessions should be exploited in order to 
maintain learners’ focus upon their learning targets.  

� Termly whole class curricular targets. 
� Specific targets for groups of learners. 
� Individual Educa�on Plan targets. 

Using visual ways of reflec�ng upon learning in plenaries 
Drawings are a par�cularly useful way of assessing what learners have 
learnt. The construc�on of mind maps provides another useful way of 
allowing learners to review, share and reflect upon what they have learnt.  

Variety and fitness for purpose 
The design of plenary sessions should reflect the purpose of the plenary. 
Whilst learners appreciate variety in the plenary session, it is also useful for 
them to get used to par�cular structures that are used on a regular basis. 
Familiarity with the structure of a plenary design will lead to the short 
amount of �me available being used efficiently.   

Problem-Based Learning 
The goals of problem-based learning (PBL) are to develop higher order 
thinking skills by providing learners with authen�c and complex problems 
and cases. 

This  approach  to  learning  provides  a  more  authen�c  context  for  
learning  and engages learners in authen�c tasks. It is used frequently in 
fields such as engineering, medicine and architecture, and has been 
increasingly applied school se�ngs. Through the process of working 
together, ar�cula�ng theories, crea�ng  hypotheses,  and  cri�cally  
discussing  the  ideas  of  others,  learners  move  to deeper levels of 
understanding of the problem. The self-directed learning strategies 
developed in PBL may help foster learners’ lifelong learning. 

 

Summary  
1. Make the learning ac�ve-ask ques�ons, set problems and organize 

projects.  
2. Give feedback-explain how well each learners is doing and how his 

or her work could be improved.  
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3. Make your teaching clear-check that the learners can hear what you 
say and see what you write. Speak loudly, use simple language, 
write �dily, and use visual aids.  

4. Make your teaching meaningful-explain how it will help learners to 
do their job be�er.  

5. Ensure mastery-check that all learners know the necessary tasks 
and can perform the necessary skills before and a�er each session.  

6. Allow for individual differences-let learners learn at their own pace, 
leave enough free �me for individual study and use a variety of 
teaching methods.  

7. Show that you care whether learners learn-set high standards and 
get to know each learners. 

 

Teaching programming 
 
Teaching programming means teaching the basic control structures of a 
language and the data structures it allows us to create for solving various 
problems. If teaching programming meant just explaining the syntax, the 
job would be easy, but also extremely boring for the learners. To ins�ll the 
joy of programming in a learners, you must demonstrate interes�ng cases 
of what happens when good prac�ces are not adhered to. 

Programming ability must rest on the founda�on of knowledge of 
computers, programming language and ICT as a whole. Here is a list of the 
most widespread methods in teaching programming:  

� Methodical, algorithmic oriented.  
� Data oriented. 
� Specifica�on oriented.  
� Problem type-oriented.  
� Language oriented.  
� Instruc�on oriented.  
� Mathema�cs oriented.  
� Hardware oriented.  
� Model oriented.  

You may prefer to use several methods at the same �me rather than s�ck 
to one single method.   
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Methodical, algorithmic oriented   
This method covers the whole process of programming:  

� Problem defini�on and specifica�on.  
� Algorithm and data structure planning, comprehension of the 

correctness of the algorithm. 
� Coding.  
� Tes�ng.  
� Error detec�on, correc�on.  
� Efficiency control, quality control.  
� Documenta�on.  

Each ac�vity is to be dealt with separately. The methods and tools 
connected with the topic should be considered in each case. Algorithm 
elabora�on is considered to be of primary importance in this method, thus 
most of the emphasis is laid upon this during teaching. There are 
algorithmic oriented elements in later phases as well.  

The basic idea of algorithm elabora�on is systema�c arrangement. The first 
step includes: 

� General problem types and their general solu�on models, i.e. the 
programming formulae.  

� Reduce the given problems to programming formulas, i.e. to 
determine how to apply certain programming theorems. The 
specialty of this method lies in the fact that it examines where 
and what needs to be actualized both in specifica�on and 
algorithm at the same �me.  

� The programming formulae should be combined so that more 
formulas could be applied at the same �me (not lineally, one 
a�er the other). It is important to give the relevant (program 
transforma�on) rules not only for the specifica�on but for the 
combina�on of algorithms as well.  

Data  structure  planning  (a  part  of  the  subject  tradi�onally  called  Data  
Structures  and Algorithms) is to be processed here on the basis of the 
methodology of programming, i.e. data structure  is  a  certain  type  with  
specifica�on,  structure  representa�on  and  opera�on implementa�on. 

A great number of decisions can be made during the coding phase 
depending on the definite or more general programming language.  This 
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method observes the vast majority of these decisions from algorithmic 
point of view. Thus the methods of conversion between itera�ve and 
recursive algorithms, the realiza�on of the usual programming structures  

(Branches, itera�ons, func�ons, operators, etc.) Are dealt with this way as 
well. Apart from this, the method discusses the tools of user-friendly 
programming (the realiza�on of menu) in this phase. As regards the 
methods of tes�ng, it handles the methods based on specifica�on (known 
also as black box) and the ones based on algorithm (known as white box) as 
well.   

In addi�on, the method of efficiency control is discussed with the help of 
algorithm as well.  

This means that it defines general problem classes according to execu�on 
�me, reserva�on, and complexity (similarly to programming theorems), it 
gives the algorithmic schemes and ideas  for  the  enhancement  of  
effec�veness  (for  example,  the  principle  of  sequence segmenta�on  can  
be  used  for  the algorithms  of  logarithmic  search,  quick sor�ng,  parallel 
maximum and  minimum choosing as well as  for  determining roots  by  
’bisec�on  method’)  

Since the programming language does not play a primary role either in this 
or in the following two  methods,  it  has  li�le  influence  on  the  structure  
of  programming  knowledge,  thus learners  instructed  by  this  method 
will  not be  bound to one par�cular  programming language.  

Data-oriented  
This method is similar to the previous one with the excep�on that it 
regards data structure and type refinement as primary. Its basic principle is 
that problem iden�fica�on is regarded as type specifica�on and it 
combines type refinement with algorithmic structures: 

� Cartesian product – sequence. 
� Union, alterna�ve data structures – branching.  
� Mul�tude (set, sequence, hierarchical and network structures) – 

itera�on.  
� Recursively defined sequence (data recursion or recursive type) – 

recursion.  

In  the clear variety  of the  method the  connec�on  with the  user  can  be  
regarded as  type refinement as well. We receive the input (forms) and 
output (reports) formats from this.   
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While the stress was laid upon programming theorems in the previous 
method, here data processing standard problems (data input, lis�ng, lis�ng 
with hierarchical totals, copying, up-da�ng, etc.) are put forward, which 
join input data structures and output data structures. It is possible to give 
general data structures and algorithms for these just like for programming 
theorems. This method emphasizes other problem types than the previous 
one. One characteris�c of the algorithmic oriented method is that first it 
expands algorithmic structures that is its main principle is the principle of 
simple data structure complex algorithmic structure. As a contrast, data 
oriented concep�on follows the principle of complex data structure simple 
algorithmic structure.   

Specifica�on oriented  
This method considers formal specifica�on  to  be the most  significant part 
of the program development process, the algorithm is derived from the 
specifica�on automa�cally, then the code is created with  the  help  of  
rigid  coding  instruc�ons. Similarly to the first method, there are 
programming theorems here as well, but the algorithms of these are 
derived from the given specifica�on.  

While it is the transforma�on of the algorithm that is emphasized in the 
algorithmic oriented method, here more stress is laid upon the 
transforma�on of the specifica�on. As a result, data structure and 
algorithm subjects may contain more theore�cal knowledge, may be based 
on theorems and on their proof necessary for effec�ve realiza�on. Since 
each phase involves mathema�cal elabora�on, it is advisable not to begin 
this method without profound theore�cal knowledge and being able to 
understand that it requires abstrac�on skills. 

Problem type-oriented   
This method is fundamentally different from the previous three ones. Here 
programming is seen as a global ac�vity, it cannot be divided into separate 
parts, and compared to the previous method, this one has got one 
essen�al feature, which is the fact that we always deal with the whole 
program. That is why it advances through each part one a�er the other 
while discovering new methods.  

We start from a definite problem class here, which belongs to classical 
mathema�cs, usually with problems from number theory (divisibility, 
prime numbers, and prime factor expansion), but this method is most 
successfully applied (especially as regards primary and secondary 
educa�on) in completely different fields:  
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� Graphics. 
� Word processing. 
� Common algorithms.  

The essence of all of them is that a series of problems based on one 
another has to be solved. To  solve  the  single  problem  we  need  new 
programming  no�ons,  elements  and  they  are invented because they are 
needed for solving a specific problem. It has the advantage that new 
knowledge is derived from natural demand and not as an allega�on. 
Besides, it is  used to solve  the  problem  at  the  same  �me  and  it  is  
widely  known  that  the  highest  level  of understanding is the ability to 
use the newly acquired knowledge.  

The  method  based  on  common  algorithms  is  especially  suitable  for  
ge�ng  to  know programming at an early age, since it is built upon our 
innate knowledge, and programming no�ons, methods are  derived  from  
it.  It  is  important  to  note  that  algorithms  have  long  been  taught  in 
kindergartens  and  primary  schools  only  it  did  not  have  anything  to  do  
with  teaching informa�cs algorithmiza�on. 

It should be noted that this concept is applied to a number of methods of 
teaching programming. 

Language oriented  
This is one of the oldest methods, where the aim, just like in the previous 
case, is to produce an effec�ve program.  Another  vital  feature  is  that  it  
is  closely  related  to  one  par�cular programming language as it is 
reflected in the following examples:  

One can o�en hear conversa�ons like this:  ’What are you studying in 
programming?’   - ’Pascal' In other words: There are ’Pascal’ programmers, 
’C’-programmers, etc.  

The  basis  of  the  method  is  that  it  teaches  one  par�cular  
programming  language  and  it introduces programming knowledge with 
the help of this language. Because the center of this method is the 
programming language itself, it contains a number of language dependent 
informa�on, which might be remembered as general programming terms. 

This is the reason why learners who learnt one par�cular programming 
language have difficulty changing over to another language. Another 
source of danger is that the complexity of a certain programming language 
element has hardly anything to do with the complexity of its applica�on in 
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programming and when teaching with the emphasis on the language it is 
not highlighted appropriately.  Excellent examples of this are branching and 
pretes�ng condi�onal itera�on instruc�ons which are of about the same 
complexity from linguis�c point of view, however, we deal with problems 
that require itera�on in the solu�on much more than with the ones that 
include branching only.  

Furthermore, there are several programming concep�ons, ac�vi�es  (stack, 
queue, sor�ng methods, etc.) that are not related to a certain 
programming language element thus they might be excluded from the 
process of teaching.  

Instruc�on-oriented  
This method is similar to language-oriented method with the excep�on 
that it is based on a general language type instead of one par�cular 
language.  This is the most important difference between the two 
methods, which only means that the problems caused by the use of one 
special language are solved, the ones in connec�on with generaliza�on s�ll 
exist.   

The method defines general language elements:   

� Assignment, expressions.  
� Reading, wri�ng.    
� Branching (IF-statement, Case-statement).  
� Itera�ons (coun�ng, condi�onal pre- and post-tes�ng).   
� Procedures.  
� Func�ons, operators.  
� Modules.  

Apart from the difficul�es of being bound to the language, there are all the 
disadvantages of the previous method as well, therefore this method might 
be considered unsuitable. 

Mathema�cs oriented  
This  concept  is  founded  on  the  concepts  of  another  subject  (which  is  
mathema�cs  in this example, but it  could be another one as well). The 
problems to be solved are taken from mathema�cs, where the individual 
problems are based on each other in accordance with the principles of 
mathema�cs. Unfortunately, there is no guarantee that the structure will 
be either logical or complete from programming point of view.   
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Real tempta�on lies in mathema�cs itself with its ‘sovereign’ topics, special 
inner logic and propor�ons. There is no guarantee that these inner 
propor�ons can be synchronized with the real aim, which is programming. 

Hardware oriented   
This method assumes that algorithmic knowledge cannot be understood 
without high-level programming language knowledge; programming 
language knowledge cannot be understood without assembly or machine 
code knowledge, respec�vely; assembly knowledge cannot be understood 
without the understanding of how the processor works; etc.  

Origina�ng  from  this  appealing  but  incorrect  reasoning,  this  methods  
tries  to  build  up programming  knowledge  from  the  bo�om,  claiming  
that:  “To  be  able  to  understand  the structure of assembly instruc�ons 
and to execute an assembly program, one should know how processors 
work. Having acquired assembly language it is possible to understand how 
the instruc�ons of higher-level languages work. With the knowledge of the 
instruc�ons of higher-level languages it is easier to understand how certain 
algorithms work.”  

As a consequence, this method states that there is no need for 
programming knowledge (in general:  algorithmic and data modelling 
knowledge) except at university or college. This completely contradicts the 
fact that everyone needs to possess execu�ve ability and algorithmic 
knowledge, as emphasized in public informa�cs.   

Based on a model  
In this method models are introduced to the learners (algorithms, program 
codes) and they get informa�on about programming by studying them.  
They can produce new programs by modifying the exis�ng ones.  
Experimen�ng plays a very important role here, pushing programming 
knowledge into the background. Learners modify the programs that they  
have  been introduced  evalua�ng the received results and in case it meets 
their expecta�ons the modifica�on has been successful; if the result is not 
sa�sfactory, they have to con�nue experimen�ng.  

Brief evalua�on of the methods; the first two methods (algorithmic and 
data oriented) can be used towards the end  of  secondary  educa�on  (for  
those  preparing  to  work  in  informa�cs  business), in informa�cs 
professional training and in higher educa�on. Regarding mo�va�on, 
algorithmic oriented method is more valuable because a greater variety of 
more interes�ng problems can be used.  
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Specifica�on  oriented  method  is  to  be  used  for  learners  whose  major  
is  informa�cs  as it can only be successful if the learners have profound 
mathema�cal knowledge. The only method that is advisable to be used in 
itself at all levels of public educa�on (primary and secondary), where the 
aim is to develop algorithmic way of thinking and not professional training 
is problem oriented method.  

Language and instruc�on oriented methods are considered to be out-of-
date and their applica�on might cause too much danger while they might 
be less useful than others.      

Mathema�cs oriented method is not thought to be effec�ve in teaching 
programming but note that teaching mathema�cs with the help of 
programming can be  very useful for those  possessing  programming  
knowledge because the highest level of understanding mathema�cs is the 
ability to apply it (e.g. in programming). Hardware oriented method 
(especially in its final form) can also be regarded out-of-date.  

Aspects of programming 
This analysis of the pedagogic value of programming iden�fies six important 
areas: 

� Accuracy of expression. 
� Understanding algorithms. 
� Visual representa�on of concepts and procedures.  
� Analysis of situa�ons. 
� Data structures and applica�on of logic. 

1. Accuracy of expression 
Through computer programming you can insist upon and, importantly, 
demonstrate the need for accuracy and precision in what the learners do. 
However, this does not prevent crea�vity. Like a chess player has to obey 
the rules of the game, the imagina�ve and though�ul implementa�on of 
rules can create structures and procedures that are unique and valued. At 
the character level it is similar to spelling in the English curriculum -color 
and colour are significantly different. 

To change the color of text to red use  

<font color="#FF0000"> 

[HTML]  
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The accuracy at character level is more than just an Americaniza�on of 
spelling; it is also “paying a�en�on to detail” and realizing that spaces, 
punctua�on marks and the case of le�ers are important. In many areas, 
computer programming is case sensi�ve. 

At the syntax level the learners become aware of the structures of 
instruc�ons with operands and operators and the need to match each with 
the other in much the same way as there is an object-verb rela�onship. For 
example, 

FORWARD 10, WAIT 20, REPEAT 5, PRINT “hello world”.  

Structures such as IF THEN ELSE ENDIF emphasize the importance of 
accuracy at a level higher than the individual character. In science, learners 
would be expected to know the symbols of reactants in an experiment and 
use the correct syntax when represen�ng them, for example, 

  

At the instruc�on level the learners have to be aware of structure in the 
same way as the grammar of an English sentence has rules of structure. All 
sentences begin with a capital le�er and end with a full stop, exclama�on 
or ques�on mark. They follow the rules of grammar and punctua�on. Each 
sentence has a subject and a verb. In the same way, computer instruc�ons 
have a precise structure with common rules called syntax. For example, in 
many languages the end of a line of code is indicated by a semi-colon. 

if (aName == bName) {System.out.println('== the 
same')}; 

In this unit, procedure or program level the concept of wholeness is 
introduced. The computer program is complete within itself and usable. 
When learners are asked in history to write about the reason for the rise of 
na�onalism in the 1930s, they are expected to present their ideas as a 
sequence of connected statements that follow each other logically to build 
a sustained argument, frequently as a paragraph of text.  

In the same way, learners develop the skills of coherent thought through 
sequencing the instruc�ons, beginning by se�ng the context, carrying out 
the opera�on and concluding in a formal manner. Wri�ng a complete 
module, procedure or program is like wri�ng a formal essay, poster, recipe 
or invita�on. The product has a wholesomeness or completeness. 
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Prac�cal examples,  

The first is a simple program in BASIC to print out a “�mes table”, 

10 A=7 

20 M=12 

30 FOR K = 1 TO M 

40 P=K*A 

50 PRINT A;” times “; K;” equals “; P 

60 NEXT K 

70 END 

Lines 10 and 20 set the context; 30 to 60 carry out the repeated opera�on 
to print 1 �mes 7 equals 7, 2 �mes 7 equals 14, etc. and the final line 
formally ends the program releasing the computer to do other things.  

The second example completes the same task in Pascal 

a := 7; 

m :=12; 

for k := 1 to m do begin 

p := p * a; 

writeln(a, " �mes ", k, " equals ", p); 

end; 

 

2. Understanding algorithms 
Algorithm can be considered a sequence of instruc�ons, a finite set of 
commands or a method of working.  

Algorithm can be considered synonymous with program but algorithm 
encompasses the whole domain of carrying out instruc�ons in a predefined 
and accurate way. Algorithm is to computer program as wri�ng is to story. 
It is not limited to programming. However, through computer 
programming, learners can gain a be�er understanding of the value of 
predefined sequences of ac�on to more efficiently and effec�vely achieve 
an outcome. 
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Two ini�al defini�ons for learners are: 

An algorithm can be represented as a sequence of instruc�ons to be 
carried out un�l an end point is reached; 

Algorithms are the rules, condi�ons or sequence by which the computer or 
people tackle a problem or situa�on. 

Other keywords to be used when discussing algorithm are: steps, 
instruc�ons, commands, sequence, flow, decisions, branches, jumps, if 
then, condi�onal, if then else, true false, repeat, un�l, condi�on, itera�on 

Algorithm takes many forms. It can be the rules by which you drive a car. It 
can be the way in which you eat from a buffet. It can be the way in which 
you carry out a science procedure. 

Example: You are approaching a traffic queue: which lane do you take? 
Always going to the shortest line is a ‘greedy’ algorithm. You might 
consider the shortest queue but always err to the right because you think 
that the fastest drivers are there. That algorithm is more strategic or 
refined. You may rely upon local knowledge of the road and queues and 
make different decisions in different places. The algorithm is very 
specialized and contains or makes reference to informa�on. In a similar 
way, we program the computers to obey a set of predetermined rules -the 
algorithm. 

3. Analysis of situa�ons 
The act of crea�ng a computer program usually requires a deeper and 
more rigorous analysis of the context of the program than a learners might 
otherwise undertake, for example, the sequence of traffic lights or the 
input/output requirements of a hea�ng system or the data requirements 
of a video shop. The use of techniques such as systems analysis gives 
learners an insight into the ways in which precision can be obtained. The 
analysis of system diagrams help learners to understand how complex 
systems work. Those systems may be anything from biological popula�on, 
mechanical devices, businesses, through to the impact of social policy and 
regula�ons. The synthesis of system diagrams for familiar situa�ons helps 
the learners understand the detail and the complexity of systems –for 
instance, the school as a system. At the highest level (simplest) view of a 
system it is similar to a block diagram, showing its inputs, outputs and 
processes. 
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System diagrams and data flow are par�cularly helpful in showing how a 
change in one factor may impact elsewhere. Importantly, a good diagram 
might show how changing a factor may feedback to affect itself! 

Drawing a system or data flow diagram is a good way of star�ng to build a 
computer model. The technique helps you to map out the structure of the 
system to be modelled. It shows the factors and rela�onships that are 
important, and helps you to start quan�fying the linkages between factors. 

 

4. Visual representa�on of concepts and procedures 
The skills of visual representa�on of learners’ understanding are 
acknowledged in many areas of the curriculum. In English there is the story 
board, in mathema�cs is the chart, in science the symbolic representa�on 
of atomic and subatomic par�cles, in geography is the map at different 
levels of scale and symbolism and in humani�es are the icons of religion, 
consumerism and poli�cs. In compu�ng there are visual representa�ons of 
what the computer is doing when running a program: flow diagram, 
variables table and structured English instruc�ons. Each aids the computer 
programmer but also, each is a tool that learners can apply in other areas 
of study to help them more efficiently and effec�vely represent their 
knowledge and understanding. 
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The following illustrates different representa�ons of “making a cup of tea”  

  

The structured English versions reflect the rigor and precision required 
when preparing to program a computer. 
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5. Data structures 
In compu�ng, a data structure is a par�cular way of storing and organizing 
informa�on so that it can be accessed efficiently. Different kinds of data 
structures are suited to different kinds of applica�ons and different types 
of data. Three examples that learners will be familiar with are: classifica�on 
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keys, indexes and labels. In science, classifica�on keys in biology or 
chemicals are o�en based on a tree structure. Paper-based shopping 
catalogues use indexing and sequencing of the informa�on. Car 
registra�on number plates represent the systema�c labelling of items. 
learners can learn to interpret (decode) a number plate and begin to 
understand the process of labelling for computerized systems such as the 
bar codes on goods for sale, the structure of URLs or the unique iden�fiers 
such as Na�onal Insurance numbers and the use of check digits. 

Some data structures are specifically designed for efficient computer 
processing, for example, B-trees are par�cularly well-suited for 
implementa�on of databases, while compiler implementa�ons usually use 
hash tables to look up iden�fiers. Data structures are used in almost every 
program or so�ware system. Specific data structures are essen�al 
ingredients of many efficient algorithms, and make possible the 
management of huge amounts of data, such as large databases and 
internet indexing services. Some formal design methods and programming 
languages emphasize data structures, rather than algorithms, as the key 
organizing factor in programming. 

6. Applica�on of logic 
Logic as a topic encompasses the understanding and applica�on of the 
Boolean algebra AND, OR, NOT truth values in keyword searching, 
electronic circuits, logic circuits and truth tables. This rigorous applica�on 
of rules again supports the need for accuracy of expression and clear 
thinking around novel concepts. Logic is the applica�on of methods and 
criteria of validity of inference, reasoning and knowledge. The following are 
examples of the applica�on of logic. 

Boolean logic is used in search engines to retrieve items on the web, for 
example, when searching in Google, if you enter words adjacent to each 
other, say WINE DINE, the interface automa�cally inserts an AND operator 
between the words and returns documents or items which contain both of 
these words, not necessarily adjacent to each other. The search for WINE 
OR DINE would give many more hits whereas the search for “WINE DINE” 
would give much fewer hits. 
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Visual basics 
In this chapter you should give learners an idea of what a programming 
language is. And an idea of the work done to translate a high-level 
programing language into an executable program. 

Computers require precise instruc�ons in order to work. You should start by 
introducing the learners to a language they probably already know:  English. 
Even with English, precise instruc�ons are hard to create. Programming 
languages have evolved over the years. In the beginning everyone 
programed in machine language. This evolved through assembly language, 
higher level language, the C language, to the C++language. You should give 
a brief descrip�on of each of these stages. Next the learners are introduced 
to the tools used to create programs. At this point you can tell the learners 
the absolute minimum needed to actually use the tools and no more. But 
for now they need to know only how to use the editor, compiler, linker, and 
the make u�lity. 

At this point it would be good to demonstrate crea�ng a program. You can 
deliberately include a mistake. This creates a chance to show the learners 
what an error message looks like and how to correct it. When  the  chapter  
is finished  the  learners should  be  able to  type  in a program  and  get  it 
to run.  The program will not be understandable to the learners at this 
point, but it will be enough to get something to run. 

You can define the following terms to the learners and later create an 
exercise to gauge the learners on their level of understanding. 

Class Review guide 
1. Define “Machine Language.” A language consis�ng of a series of 

numbers.  These numbers represent the actual instruc�ons used by the 
computer. 2. 

2. Define “Assembly Language”. A language in which a single instruc�on 
translates directly into a single machine instruc�on.  

3. Define “source code.” The high level code wri�en by the programmer. 
In a high-level language, the source code is usually machine 
independent.  

4. Define “object code.” The source code a�er it has been translated into 
machine language.  

5. Define “library.” A collec�on of generally useful procedures available to 
the programmer. 
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6. Define “linker.” A program that combines one or more object files with 
a set of libraries and produces an executable program.  

7. Define “executable program.” A machine dependent file that contains 
all the instruc�ons necessary to perform a task.  

8. How is assembly language different from machine language? Machine 
language is solely numbers. Assembly language uses words to represent 
those numbers.  

9. What does a compiler do? It takes a source file and transforms it into 
an object file. Note: many “compilers” are actually wrappers that run a 
compiler and a linker.  

10. How is a compiler different from an assembler? One assembly 
instruc�on translates to one machine language instruction. Assembly 
language is a low-level language. A compiler translates one statement   
into many instruc�ons. Compilers are also machine-independent, while 
assemblers are machine-dependent.  

11. What is the extension for source files on a machine? The extension 
“.cpp”. Although .C and .cc are some�mes used on UNIX / Linux.  

12. What type of program is used to create “source code?” A text editor.  
Note:   many Microso� Windows compilers supply an Integrated 
Development Environment (IDE) that contains a text editor (among 
other things). In spite of all the wrapping, however, it is s�ll a text 
editor. 

13. What is the extension for object files on our machine?  DOS/Windows 
uses “.OBJ”. UNIX uses “.o”. 

14. What type of programs are used to produce object files? Compilers. 
15. What is the extension for the executable programs? DOS/Windows 

uses “.EXE”. UNIX uses no extension.  
16. What type of files go into crea�ng an executable program? Programs 

start out as “source.” They get translated into “object” files by the 
compiler. These are combined with “libraries” by the linker into an 
“executable program.”  

17. What type of program is used to create an executable program? The 
compiler starts the process, but it produces object files. The linker is 
the program that actually produces the executable programs. Note: the 
actual linking step may be hidden since the UNIX CC wrapper and the 
DOS Integrated Development Environments run the linker behind your 
back.  
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18. How do you access the on-line help system for your compiler? Most 
DOS/Windows Integrated Development Environments have a built-in 
help system. On UNIX you can use the “man” command. 

 

Prac�cal guide 
Example 1: Write a C Program to print “Hello, World” 

#include <iostream.h< 

//This program prints "Hello, World". 

int main() 

{ 

cout << "Hello, World.\n"; 

return 0; 

} 

Example 2: Write a C Program to print “Hello, World” with sequen�al 
output of several strings 

#include <iostream.h< 

//This program illustrates the sequen�al ouput of several strings. 

int main() 

{ 

cout << "Hello, " << "Wor" << "ld.\n"; 

return 0; 

} 

Exampl 3 : Write a C Program to print  “Hello, World” with sequen�al 
ouput of several strings 

#include <iostream.h> 

//This program illustrates the ouput of strings and characters: 

int main() 

{ 
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cout << "Hello, " << 'W' << 'o' << "r" << "ld" << '.' << '\n'; 

return 0; 

} 

Exampl 4 : Write a C  Program to test the the func�on  strlen() 

#include <iostream.h> 

#include <string.h> 

//This program tests the strlen() func�on: 

int main() 

{ 

cout << strlen("Hello, World.\n") << '\n'; 

cout << strlen("Hello, World.") << '\n'; 

cout << strlen("Hello, ") << '\n'; 

cout << strlen("H") << '\n'; 

cout << strlen("") << '\n'; 

return 0; 

} 

Example 5 : Write a C  Program to demonstrate comments 

#include <iostream.h>        // This direc�ve is needed to use cout 

//This prints message: "Hello, World:". 

int main() 

{ 

cout <<  /* now prin�ng */  "Hello, World.\n";/* change?/* 

return 0;// Some compilers will complain if you omit this line 

*/{end of program/*} 

Example 6 : Write a C  Program to demonstrate assignment 

<iostream.h> 

//A simple example to illustrate assignment: 
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int main() 

{ 

int n; 

n = 66; 

cout << n << endl; 

return 0; 

} 

Example 7 : Write a C  Program to demonstrate variable declara�ons 

#include <iostream.h> 

//This program illustrates variable declara�ons: 

int main() 

{ 

int x, y1;// declares the variables x and y1 

x = 77; 

y1 = 88; 

int y2 = 55;// declares the variable y2, ini�alizing it to 55 

cout << x << ", " << y1 << ", " << y2 << endl; 

return 0; 

} 

Example 8: Write a C  Program to illustrate tokens 

#include <iostream.h< 

//A simple program to illustrate tokens: 

int main() 

{ 

int n = 66; 

cout << n << endl; 

return 0; 
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} 

Example 8: Write a C Program to ini�alize variable as they are declared 

#include <iostream.h> 

//This shows how to ini�alize variable as they are declared: 

int main() 

{ 

int num1 = 44; 

int num2 = 33; 

int sum = num1 + num2; 

cout << george << " + " << martha << " = " << sum << endl; 

return 0; 

} 

Example 9: Write a C Program to ini�alize variable as they are declared 

//This shows how to ini�alize variables as they are declared: 

int main() 

{ 

int n1, n2 = 55, n3, n4, n5 = 44, n6; 

cout << n2 << ", " << n5 << endl; 

return 0; 

} 

Example 9: Write a C Program to demonstrate assignment. 

#include <iostream.h> 

//This shows that an assignment can be part of a larger expression: 

int main() 

{ 

int m, n; 

m = (n = 66) + 9;// (n = 66) is an assignment expression 
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cout << m  << ", " << n << endl; 

return 0; 

} 

Example 10: Write a C Program to test arithme�c operators.  

#include <iostream.h> 

//Tests arithme�c operators: 

int main() 

{ 

int m = 38, n = 5; 

cout << m << " + " << n << " = " << (m + n) << endl; 

cout << m << " -" << n << " = " << (m -n) << endl; 

cout <<      "  -" << n << " =" << (-n)    << endl; 

cout << m << " * " << n << " = " << (m * n) << endl; 

cout << m << " / " << n << " = " << (m / n) << endl; 

cout << m << " % " << n << " = " << (m % n) << endl; 

return 0; 

} 

Example 11: Write a C Program to test quo�ent and remainder operators. 

#include <iostream.h> 

//Tests quo�ent and remainder operators: 

int main() 

{ 

int m = -14, n = 5, q = m/n, r = m%n; 

cout << "m = " << m << endl; 

cout << "n = " << n << endl; 

cout << "q = " << q << endl; 

cout << "r = " << r <<endl; 
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cout << "q*n + r = " << "(" << q << ")*(" << n"+(">> 

>>r << " = " << q*n + r << " = " << m << endl; 

return 0; 

} 

Example 12: Write a C Program to test the increment and decrement. 
operators 

#include <iostream.h> 

//Tests the increment and decrement operators: 

int main() 

{ 

int m = 44, n = 66; 

cout << "m = " << m << ", n = " << n << endl; 

++m; 

--n; 

cout << "m = " << m << ", n = " << n << endl; 

m++; 

n--; 

cout << "m = " << m << ", n = " << n << endl; 

return 0; 

} 

Example 13: Write a C Program to test the increment and decrement. 
operators 

#include <iostream.h> 

//Tests the increment and decrement operators: 

int main() 

{ 

int m = 66, n; 
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n = ++m; 

cout << "m = " << m << ", n = " << n << endl; 

n = m++; 

cout << "m = " <<  m  << ", n = "  << n  << endl; 

cout << "m = " << m++ << endl; 

cout << "m = " <<  m  << endl; 

cout << "m = " << ++m << endl; 

return 0; 

} 

Example 13: Write a C Program to test the increment and decrement. 
operators 

#include <iostream.h> 

int main(){int n = 5, x; 

x = ++n * --n; 

cout << "n = " << n << ", x = " << x << endl; 

{int n1, n2, n3; 

cout << "Enter three integers":; 

cin >> n1 >> n2 >> n3; 

int max = n1; 

if (n2 > max) max = n2; 

if (n3 > max) max = n3; 

cout << "The maximum is " << max << endl; 

return 0; 

} 

Example13: Write a C Program to test output of type char. 

#include <iostream.h> 

//Tests output of type char: 
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int main() 

{ 

char c = 64; 

cout << c++ << " "; // prints '@' and increments c to 65 

cout << c++ << " "; // prints 'A' and increments c to 66 

cout << c++ << " "; // prints 'B' and increments c to 67 

cout <<c++ << endl; // prints 'C' and increments c to 68 

c = 96; 

cout << c++ << " "; // prints '`' and increments c to 97 

cout << c++ << " "; // prints 'a' and increments c to 98 

cout << c++ << " "; // prints 'b' and increments c to 99 

cout << c++ << endl; // prints 'c' and increments c to 100 

return 0; 

} 

Example 13: Write a C Program to Print sum, difference, product, and 
quo�ent of given integers: 

#include <iostream.h> 

//Prints sum, difference, product, and quo�ent of given integers: 

int main() 

{int m = 60, n = 7; 

cout << "The integers are " << m << " and " << n << endl; 

cout << "Their sum is        " << (m + n) << endl; 

cout << "Their difference is " << (m -n) << endl; 

cout << "Their product is    " << (m * n) << endl; 

cout << "Their quo�ent is   " << (m / n) << endl; 

cout << "Their remainder is  " << (m % n) << endl; 

return 0; 
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} 

Example 13: Write a C Program to print the block le�er "B" in a 7 x 6 grid 

#include <iostream.h> 

//Prints the block le�er "B" in a 7 x 6 grid: 

int main() 

{ 

cout << "*****" << endl; 

cout << "*    *" << endl; 

cout << "*    *" << endl; 

cout << "*****" << endl; 

cout << "*    *" << endl; 

cout << "*    *" << endl; 

cout << "*****" << endl; 

return 0; 

} 

Example 13: Write a C Program to print the block le�er "B" in a 7 x 6 grid 

#include <iostream.h> 

int main() 

{ 

int score; 

cout << "Enter the test score":; 

cin >> score; 

if (score > 100) cout << "Error: score is out of range".; 

else if (score >= 90) cout << 'A'; 

else if (score >= 80) cout << 'B'; 

else if (score >= 70) cout << 'C'; 

else if (score >= 60) cout << 'D'; 
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else if (score >=  0) cout << 'F'; 

else cout << "Error: score is out of range".; 

return 0; 

} 

 

Example: Write a C Program to Solve solves quadra�c equa�on 

#//include <iostream.h> 

int main() 

{ 

int i = 1, n, sum = 0; 

cout << "Enter a posi�ve integer: ";cin >> n; 

while (i <= n){ 

sum += i*i; 

i++; 

} 

cout << "The sum of the first " << n << " squares is" 

<<sum << endl; 

return 0; 

} 

int #include <iostream.h< 

main() 

{ 

int n, f = 1; 

cout << "Enter a posi�ve integer: "; 

cin >> n; 

cout << n << " factorial is “; 

do { 
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f *= n; 

n--; 

while (n > 1); 

{ 

cout << f << endl; 

return 0; 

} 

Example to calculate factorial func�on 

#include <iostream.h> 

int main() 

{ 

int n, f = 1; 

cout << "Enter a posi�ve integer: ";cin >> n; 

for (int i = 2;i <= n; i++) 

f *= i; 

cout << n << " factorial is " << f << endl; 

return 0; 

} 

Example   : Write a C Program to make calendar 

#include <iostream.h> 

void printDate(int, int, int); 

int main() 

{ 

int month, day, year; 

do 

{ 

cin >> month >> day >> year; 
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printDate(month,day,year); 

}while (month > 0); 

return 0; 

} 

void printDate(int m, int d, int y) 

{ 

if (m < 1 | | m > 12 | | d < 1 | | d > 31 | | y < 0){ 

cout << "Error: parameter out of range.\n”; 

return; 

} 

switch (m) {case  1:  cout << "January ";break; 

case  2:  cout << "February ";break; 

case  3:  cout << "March ";break; 

case  4:  cout << "April ";break; 

case  5:  cout << "May ";break; 

case  6:  cout << "June ";break; 

case  7:  cout << "July ";break; 

case  8:  cout << "August ";break; 

case  9:  cout << "September ";break; 

case 10:  cout << "October ";break; 

case 11:  cout << "November ";break; 

case 12:  cout << "December ";break; 

} 

cout << d << ", " << y << endl; 

} 
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Example   : Write a C Program to get the area of circle. 

#include <iostream.h> 

void computeCircle(double&, double&, double); 

int main() 

{ 

double r, a, c; 

cout << "Enter radius":; 

cin >> r; 

computeCircle(a, c, r); 

cout << "area = " << a << ", circumference = " << c << endl; 

return 0; 

} 
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Prac�cal Answer 

1. Write a C program that accepts an employee's ID, total worked hours of 
a month and the amount he received per hour. Print the employee's ID 
and salary (with two decimal places) of a par�cular month. 

#include <stdio.h> 

int main() { 

 char id[10]; 

 int hour; 

 double value, salary; 

 prin�("Input the Employees ID(Max. 10 chars): "); 

 scanf("%s", &id); 

 prin�("\nInput the working hrs: "); 

 scanf("%d", &hour); 

 prin�("\nSalary amount/hr: "); 

 scanf("%lf", &value); 

 salary = value * hour; 

 prin�("\nEmployees ID = %s\nSalary = U$ %.2lf\n", id,salary); 

 return 0; 

} 

 

2. Write a C program to calculate a bike’s average consump�on from the 
given total distance (integer value) traveled (in km) and spent fuel (in 
liters, float number – 2 decimal point). 

#include <stdio.h> 

int main()  

{ 

 int x; 

 float y; 
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 prin�("Input total distance in km: "); 

 scanf("%d",&x); 

 prin�("Input total fuel spent in liters: "); 

 scanf("%f", &y); 

 prin�("Average consump�on (km/lt) %.3f ",x/y); 

 prin�("\n"); 

 return 0; 

} 

3. Write a C program to calculate the distance between the two points. 
Note: x1, y1, x2, y2 are all double values. 

Formula: 

 
#include <stdio.h> 

#include <math.h> 

 

int main() { 

 float x1, y1, x2, y2, gdistance; 

 prin�("Input x1: "); 

 scanf("%f", &x1); 

 prin�("Input y1: "); 

 scanf("%f", &y1); 

              prin�("Input x2: "); 

 scanf("%f", &x2); 

 prin�("Input y2: "); 

 scanf("%f", &y2); 

 gdistance = ((x2-x1)*(x2-x1))+((y2-y1)*(y2-y1)); 
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 prin�("Distance between the said points: %.4f", sqrt(gdistance)); 

 prin�("\n"); 

 return 0; 

} 

4. Write a C program to read an amount (integer value) and break the 
amount into smallest possible number of bank notes. 

Note: The possible banknotes are 100, 50, 20, 10, 5, 2 and 1. 

#include <stdio.h> 

int main() { 

 int amt, total; 

 prin�("Input the amount: "); 

 scanf("%d",&amt); 

  

 total = (int)amt/100; 

  

 prin�("There are: "); 

  

 prin�("\n%d Note(s) of 100.00\n", total); 

  

 amt = amt-(total*100); 

  

 total = (int)amt/50; 

  

 prin�("%d Note(s) of 50.00\n", total); 

  

 amt = amt-(total*50); 
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 total = (int)amt/20; 

  

 prin�("%d Note(s) of 20.00\n", total); 

  

 amt = amt-(total*20); 

  

 total = (int)amt/10; 

  

 prin�("%d Note(s) of 10.00\n", total); 

  

 amt = amt-(total*10); 

  

 total = (int)amt/5; 

  

 prin�("%d Note(s) of 5.00\n", total); 

  

 amt = amt-(total*5); 

  

 total = (int)amt/2; 

  

 prin�("%d Note(s) of 2.00\n", total); 

  

 amt = amt-(total*2); 

  

 total = (int)amt/1; 

  

 prin�("%d Note(s) of 1.00\n", total); 
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 return 0; 

} 

5. Write a C program to convert a given integer (in seconds) to hours, 
minutes and seconds. 

#include <stdio.h> 

int main() { 

 int sec, h, m, s; 

 prin�("Input seconds: "); 

 scanf("%d", &sec); 

  

 h = (sec/3600);  

  

 m = (sec -(3600*h))/60; 

  

 s = (sec -(3600*h)-(m*60)); 

  

 prin�("H:M:S - %d:%d:%d\n",h,m,s); 

  

 return 0; 

} 

6. Write a C program that reads an integer between 1 and 12 and print 
the month of the year in English. 

#include <stdio.h> 

 

int main() { 

 int mno; 
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 prin�("\nInput a number between 1 to 12 to get the month name: 
"); 

 scanf("%d", &mno); 

 switch(mno) { 

  case 1 : prin�("January\n"); break; 

  case 2 : prin�("February\n"); break; 

  case 3 : prin�("March\n"); break; 

  case 4 : prin�("April\n"); break; 

  case 5 : prin�("May\n"); break; 

  case 6 : prin�("June\n"); break; 

  case 7 : prin�("July\n"); break; 

  case 8 : prin�("August\n"); break; 

  case 9 : prin�("September\n"); break; 

  case 10 : prin�("October\n"); break; 

  case 11 : prin�("November\n"); break; 

  case 12 : prin�("December\n"); break; 

  default : prin�("Input a number between 1 to 12."); 

 } 

 return 0; 

} 

7. Write a C program to read a password un�l it is correct. For wrong 
password print "Incorrect password" and for correct password print 
"Correct password" and quit the program. The correct password is 
1234. 

#include <stdio.h> 

int main() { 

 int pass, x=10;  
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 while (x!=0) 

 { 

 prin�("\nInput the password: "); 

 scanf("%d",&pass);  

  

 if (pass==1234) 

 { 

  prin�("Correct password"); 

  x=0; 

    } 

    else 

    { 

       prin�("Wrong password, try another");        

 } 

 prin�("\n"); 

   } 

 return 0; 

} 

8. Write a C program to print 3 numbers in a line, star�ng from 1 and print 
n lines. Accept number of lines (n, integer) from the user. 

#include <stdio.h> 

int main() { 

 int a, i, j = 1, x = 0; 

 prin�("Input number of lines: "); 

 scanf("%d", &a); 

 for(i = 1; i <= a; i++) { 

  while(x < 3) { 
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   prin�("%d ", j++); 

   x++; 

  } 

  x = 0; 

  prin�("\n"); 

 } 

  

 return 0; 

} 

9. Write a C program to read an array of length 6 and find the smallest 
element and its posi�on. 

#include <stdio.h> 

int main() { 

 int e, i, sval, posi�on; 

 

 prin�("\nInput the length of the array: "); 

 scanf("%d", &e); 

 

 int v[e]; 

    prin�("\nInput the array elements:\n "); 

 for(i = 0; i < e; i++) { 

   scanf("%d", &v[i]); 

 } 

 sval = v[0]; 

 posi�on = 0; 

 for(i = 0; i < e; i++) { 

  if(sval > v[i]) { 
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   sval = v[i]; 

   posi�on = i; 

  } 

 } 

  

 prin�("Smallest Value: %d\n", sval); 

 prin�("Posi�on of the element: %d\n", posi�on); 

 return 0; 

} 

10. Write a C program to read the coordinate(x, y) (in Cartesian system) 
and find the quadrant to which it belongs (Quadrant -I, Quadrant -II, 
Quadrant -III, Quadrant -IV). Note: A Cartesian coordinate system is a 
coordinate system that specifies each point uniquely in a plane by a 
pair of numerical coordinates. These are o�en numbered from 1st to 
4th and denoted by Roman numerals: I (where the signs of the (x,y) 
coordinates are I(+,+), II (−,+), III (−,−), and IV (+,−). 

#include <stdio.h> 

int main()  

{ 

 int x, y; 

    prin�("Input the Coordinate(x,y): "); 

 prin�("\nx: ");  

    scanf("%d", &x); 

    prin�("y: "); 

    scanf("%d", &y); 

     

  if(x > 0 && y > 0)  

  { 
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   prin�("Quadrant-I(+,+)\n"); 

  }  

  else if(x> 0 && y < 0)  

  {    

      prin�("Quadrant-II(+,-)\n"); 

  }  

  else if(x < 0 && y < 0)  

  { 

    prin�("Quadrant-III(-,-)\n"); 

  }  

  else if(x < 0 && y > 0)  

  { 

   prin�("Quadrant-IV(-,+)\n"); 

  } 

 return 0; 

} 


