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course outline

PGT  760: Special Methods:  Computer and Information Technology

Credit: 3
Instructional Hours: 45
Prerequisite: All first semester courses 

Purpose of the Course

The Computer and Information Technology (CIT) curriculum focuses on Competency-Based Education and Training (CBET) to equip learners with industry-relevant skills for the IT, software development, and data science sectors. It integrates theory with hands-on applications, employing multimedia tools, virtual labs, coding simulations, and real-world problem-solving in both physical and online environments. Emphasis is placed on system development, cyber security, networking, and emerging technologies. The course aligns with industry standards and trends such as cloud computing, AI, and machine learning. Innovative assessment methods ensure learners meet competency benchmarks, preparing them for evolving demands in IT and related fields.

Expected Learning Outcomes:

By the end of this course, the learner should be able to:

Demonstrate a comprehensive understanding of curriculum design and the application of competency-based education for Computer and Information Technology.

Develop effective teaching methods for both theoretical and practical aspects of computer and IT technologies.

Apply multimedia and technology tools to engage students in real-world IT applications, both physically and virtually.

Design assessment strategies that accurately measure student learning outcomes in both in-person and online settings.

.

Mode of Delivery:  Online


	TLA
	Strategies

	TLA1
	Asynchronous independent eLearning via interactive and adaptive multimedia content.

	TLA2
	Weekly facilitated synchronous online problem-solving sessions.

	TLA3
	Online learning collaborations via moderated forums on VLE.

	TLA4
	Group discussions, jigsaw collaborative information sharing, and group assignments.

	TLA5
	Simulation and case studies for collaborations and independent eLearning.

	TLA6
	Real-life programming tasks on VLE sandboxes to apply data science knowledge.


Instructional Materials and/or Equipment

Digital media content on VLE, Open Educational Resources (OERs), Virtual Classes, Smart Laboratory, Relevant software and Textbooks.

Student Assessment

The course shall be assessed as follows:

Type                                               
Weighting (%)

Continuous Assessment Test     
50%

Examination                                  
50%

Total                                               
100%

Core Reading Materials 

Lalor, A. D. M. (2016). Ensuring high-quality curriculum: How to design, revise, or adopt curriculum aligned to student success.
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Butt, G. (2008). Lesson planning, 3rd edition.
Allais, S., & Shalem, Y. (Eds.). (2018). Knowledge, curriculum, and preparation for work.
Loisy, C., & Coulet, J. (Eds.). (2018). Competence and program-based approach in training: Tools for developing responsible activities.
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COURSE DESCRIPTION 


This course provides you with an introduction to effective strategies for teaching computer and information in diverse educational settings. It covers various aspects of computer and information technology teaching which are covered in 11 modules. Under each module, you will interact with content and undertake exciting learning activities geared towards your learning. Areas covered include the nature, scope, and goals of teaching CIT, objectives of teaching CIT in Kenyan Secondary Schools, curriculum design for CIT, pedagogical approaches in CIT delivery, lesson planning and instruction, resources for teaching CIT, instructional methods, role of computer teacher, assessment and evaluation in CIT, classroom management of CIT laboratory and integration of emerging trends in CIT Education: 

Through, collaborative lesson planning, discussion forums, videos, case studies and project-based assignments, students will gain practical experience and develop skills to meet the needs of diverse learners. 
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LIST OF MODULES 


Module 1: Nature, Scope, and Goals of Teaching Computer and Information Technology

Module 2: Objectives of Teaching Computer and IT in Kenyan Secondary Schools
Module 3: Curriculum Design for CIT
Module 4: Pedagogical Approaches in CIT Delivery
Module 5: Lesson Planning and Instruction
Module 6: Resources for Teaching CIT
Module 7: Instructional Methods
Module 8: Role of computer teacher
Module 9: Assessment and Evaluation in Computer and Information Technology
Module 10: Classroom Management of CIT laboratory

Module 11: Integration of Emerging Trends in Computer and Information Technology Education:
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	MODULE 1: Nature, Scope, and Goals of Teaching Computer 


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about the foundational concepts, philosophy behind computer education, scope of computer and information technology, overarching goals of teaching CIT in Kenyan schools and future prospects of computer education, emphasizing its role in technological advancement. 

 Learning Outcomes
At the end of this module, you will be able to: 

ELO: 1 Outline the philosophy and goals of CIT education
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ELO: 2 Discuss lesson objectives that reflect the curriculum's intent.
ELO:3 Implement strategies that enhance student engagement in CIT topics.
ELO :4 Advocate for the integration of CIT education into interdisciplinary contexts.
    Learning Activities/Task List
       SHAPE  \* MERGEFORMAT 


  1 Reading 
                          2.Discussion 

                                    3. Case study

4.  Workshop 

 ACTIVITY 1: READING

 SHAPE  \* MERGEFORMAT 



1.0 Nature, Scope, and Goals of Teaching Computer and Information Technology
1.1 Philosophy Behind Computer Education,

The philosophy behind computer education is rooted in several guiding principles and beliefs that shape its purpose, approach, and implementation. These philosophies aim to equip individuals with the knowledge, skills, and ethical framework needed to navigate and contribute to a technology-driven world effectively

Empowerment Through Knowledge and Skills
Empowers individuals by providing them with the technical skills and conceptual understanding necessary to interact effectively with technology. This includes coding, data analysis, software use, and hardware management.

It emphasizes critical thinking and problem-solving skills to enable learners to innovate and address real-world challenges.

Promoting Digital Literacy and Inclusivity
Digital literacy is a foundational skill in the 21st century. Computer education seeks to bridge the digital divide by ensuring equitable access to technological knowledge and resources for learners of all backgrounds.

It fosters the ability to access, evaluate, and utilize information responsibly in a digital world.

Adaptation to a Rapidly Changing World
Technology evolves rapidly, and computer education is grounded in the belief that learners must be prepared for lifelong learning to stay relevant in dynamic environments.

It encourages adaptability, resilience, and the ability to integrate new tools and technologies into various aspects of life and work.

Ethical and Responsible Use of Technology
The philosophy emphasizes teaching the ethical implications of technology use, such as privacy, cybersecurity, intellectual property rights, and the impact of artificial intelligence.

It aims to develop responsible global citizens who use technology for positive and constructive purposes.

Fostering Creativity and Innovation
Encourages learners to use technology as a tool for creativity, whether in software development, digital art, or innovative problem-solving in various fields.

It supports the exploration of new ideas and the creation of solutions that address societal needs.

Preparing for the Future Workforce
Recognizing the increasing reliance on technology across industries, computer education focuses on equipping learners with competencies required for future careers.

It aligns with the goals of producing technically skilled, innovative, and critical thinkers capable of thriving in a global economy.

Interdisciplinary and Holistic Learning
It is inherently interdisciplinary, drawing from mathematics, logic, engineering, and the social sciences. This approach fosters a holistic understanding of technology's role in society.

It integrates computer studies with other fields to solve complex problems and create meaningful applications

1.2 Philosophical Beliefs; computer education is grounded in various beliefs Constructivism: Learners actively construct their own understanding and knowledge through hands-on, project-based, and collaborative experiences.
Progressivism: Emphasizes learning by doing and preparing students to deal with real-world challenges.

Humanism: Focuses on the personal development of learners, fostering self-actualization and ethical responsibility.

Essentialism: Prioritizes essential technical skills and knowledge that every learner must acquire to thrive in a digital world.

Attempt Quiz 1 below and upload your answers on LMS
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	QUIZ 1


What is the primary goal of teaching computer education in schools?

A) To prepare students to be computer programmers
B) To help students become proficient in using technology to solve real-world problems
C) To make students familiar with different types of software
D) To teach students how to build their own computer hardware

Answer: B

2. According to the philosophy behind computer education, which of the following skills should students primarily develop?

A) The ability to code in multiple programming languages
B) The ability to use technology for communication, creativity, and critical thinking
C) The ability to memorize technical specifications of hardware
D) The ability to build software applications from scratch

Answer: B
3. How does computer education support the development of critical thinking skills?

A) By teaching students to understand abstract concepts in programming
B) By providing a platform to explore and analyze data through technology
C) By focusing solely on the technical aspects of computers
D) By requiring students to memorize complex code structures

Answer: B

4. Which of the following best describes the relationship between computer education and lifelong learning?

A) Computer education prepares students for a fixed set of knowledge
B) Computer education is only relevant in the context of software development careers
C) Computer education empowers students to adapt to changing technological environments and lifelong learning
D) Computer education primarily focuses on learning specific programming languages

Answer: C

5. The philosophy of computer education emphasizes which of the following values?

A) Memorization of complex algorithms
B) Ethical use of technology and understanding its societal impact
C) Building hardware systems
D) Solely focusing on professional IT careers

Answer: B

 SHAPE  \* MERGEFORMAT 



Top of Form

Bottom of Form

1.3 Scope of Computer and Information Technology in Education

The scope of Computer and Information Technology (CIT) in education is vast, encompassing a variety of applications, methods, and objectives aimed at enhancing teaching, learning, and administration in educational settings. CIT integrates technical skills, digital tools, and pedagogical approaches to prepare learners for a technology-driven world.

 Digital Literacy Development

Equipping students and educators with basic computer skills and knowledge necessary for navigating the digital world.

For example, using operating systems, productivity software (word processing, spreadsheets, presentation tools), and internet navigation.

 Curriculum Integration
Embedding CIT into various disciplines like mathematics, science, language arts, and social studies to enhance teaching and learning outcomes e.g using data visualization tools in mathematics or coding exercises in physics.

 Technology-Enhanced Learning

Leveraging digital tools and platforms to create interactive, engaging, and personalized learning experiences e.g e-learning platforms, simulations, virtual reality (VR), augmented reality (AR), and gamified learning tools.

 Programming and Software Development

Teaching coding and programming languages to foster problem-solving skills, creativity, and innovation.

Preparing students for careers in software development, data science, and artificial intelligence (AI).

 Data Management and Analysis

Training in data organization, storage, and analysis for academic, research, and administrative purposes.

It Involves the use of databases, spreadsheets, and data visualization tools.

 Cybersecurity and Digital Ethics

Educating learners about safe online practices, data protection, and ethical use of technology.

Building awareness of issues like cyberbullying, digital privacy, and intellectual property rights.

 Distance Learning and Online Education

Expanding access to education through online platforms, webinars, and Massive Open Online Courses (MOOCs).

Enabling remote learning using tools like Zoom, Google Classroom, and Microsoft Teams.

Administration and Management

Using CIT for efficient school management, including student information systems, grading systems, and communication tools.

Applications in resource allocation, scheduling, and monitoring student progress.

 Emerging Technologies

Exploring cutting-edge technologies such as AI, machine learning, Internet of Things (IoT), blockchain, and robotics in education.

Preparing students to understand and utilize these technologies in various fields.

 Research and Development

Facilitating academic research through data analysis tools, access to online databases, and collaboration platforms.

Using technology to simulate experiments and analyze complex phenomena.

Special Education

Providing assistive technologies such as screen readers, speech-to-text software, and adaptive keyboards to support learners with special needs.

Global and Cultural Connectivity

Promoting global collaboration and cultural exchange through digital communication tools like email, social media, and video conferencing.

Encouraging participation in global learning communities and projects.

1.3.1 Benefits of CIT in Education

Enhanced Engagement: Interactive tools and multimedia keep students engaged and motivated.

Personalized Learning: Adaptive technologies cater to individual learning styles and paces.

Equity and Access: Bridging the digital divide by providing access to quality education resources for all.

Preparation for the Workforce: Equips students with skills relevant to modern careers.

Efficiency: Streamlines administrative and academic processes.

1.3.2 Challenges in Implementation

Digital Divide: Limited access to devices and internet in some regions.

Teacher Training: Need for professional development to effectively integrate CIT into teaching.

Cybersecurity Risks: Ensuring safe and secure digital environments for students and educators.

ACTIVITY 2: DISCUSSION

	[image: image81.png]



	



Give your opinion on how you can address challenges faced in the integration of computer and information technology in education

Use chats and post your opinion on the online discussion forum

1.4 Goals of Teaching Computer and Information Technology (CIT) in Kenyan Schools

The teaching of Computer and Information Technology (CIT) in Kenyan schools is guided by the need to prepare students for the demands of a technology-driven society. These goals align with national education objectives and the global agenda for digital literacy and competence.

Develop Technological Competence; equip students with the skills and knowledge to effectively use computer systems, software, and digital tools.
Enable students to navigate modern technological environments confidently for example, word processing, presentation software and basic programming and troubleshooting skills.

Enhance Digital Literacy; foster the ability to access, evaluate, and use digital information responsibly.
Build foundational ICT skills that support lifelong learning and adaptability to technological advancements e.g using search engines to gather credible information and understanding the basics of online communication and collaboration tools.

Foster Critical Thinking and Problem-Solving Skills; use CIT to develop analytical and logical reasoning skills.
Encourage innovative thinking through coding, programming, and data analysis for example writing algorithms to solve practical problems and creating projects like websites or mobile applications.

Prepare Students for the Workforce; equip learners with skills relevant to the modern job market, such as coding, data analysis, and cybersecurity.
Prepare students for careers in technology-related fields, including software development, networking, and artificial intelligence for example introduction to programming languages like Python, Java, or Scratch and basic understanding of database management systems.

Promote Ethical and Responsible Use of Technology; instill principles of digital citizenship, emphasizing ethical behavior in technology use.
Raise awareness of issues such as cybersecurity, privacy, and intellectual property e.g educating about safe online practices and cyberbullying prevention and teaching the importance of respecting intellectual property rights.

Support National Development Goals; align CIT education with Kenya's Vision 2030 to create a globally competitive and prosperous nation.
Contribute to economic development by fostering a tech-savvy population capable of innovation and entrepreneurship by   training in e-commerce and digital marketing basics and encouraging participation in national and global tech competitions.

Facilitate Interdisciplinary Learning; Integrate CIT with other subjects such as mathematics, science, and social studies to enhance understanding and application.
Promote the use of technology to conduct research, analyze data, and present findings by using spreadsheets to analyze scientific data and creating digital presentations for geography or history projects.

Bridge the Digital Divide; provide equitable access to CIT education across all regions, ensuring students from marginalized communities are not left behind.  Implementing ICT programs in rural schools.

Promote inclusivity by offering CIT education to students with disabilities using assistive technologies. The following are example of these technologies for various disabilities:  screen readers  [image: image9.png]


  visually impaired students , ava, Google Live Transcribe and sign all [image: image10.png]


 hearing impaired , Adaptive Keyboards and Mice[image: image11.png]


  Physical Disabilities,  AutismXpress  [image: image12.png]


 Autism Spectrum Disorder,, Text-to-Speech Software (e.g., Kurzweil 3000  [image: image13.png]


 Learning Disabilities (e.g., Dyslexia):

Encourage Creativity and Innovation

Use CIT as a platform to inspire students to create, innovate, and experiment with technology.

Encourage entrepreneurial thinking by exploring how technology can address local and global challenges e.g designing mobile apps to solve community issues, creating animations or digital artwork.

Promote Collaboration and Communication

Teach students how to use technology for effective communication and teamwork.

Leverage collaborative tools like shared documents, online forums, and virtual meeting platforms like using Google Docs for group projects and participating in global online learning communities.

ACTIVITY 3: CASE STUDY
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	Look for materials online, read about integration of IT into CBC

Write an essay between 400-600 words and upload the essay on LMS


ACTIVITY 4: WORKSHOP

 SHAPE  \* MERGEFORMAT 



Workshop on drafting lesson objectives
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Attempt mastery exercise 1

Match the statements with correct answers

MASTERY EXERCISE 1.1

Statements 

1.Teaching computers involves both theoretical and practical aspects

Answer; nature

2.Teaching computers in education is vast, as it integrates into nearly every academic discipline and professional domain

Answer; scope

3.It is lifelong learning by providing individuals with the tools to continually adapt to new technologies and information

Answer; lifelong learning

4.Teaching computers is ensuring equitable access to technology, especially in underprivileged or remote areas

Answer; challenge
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END OF MODULE ASSESSMENT 1.

State how CIT is promoting inclusivity into classroom

Answer; Providing assistive technologies

Give 2 ways on how you can use CIT to promote teamwork

     Answer (i) online forums (ii) Virtual meeting (iii) share documents
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	SELF REFLECTION


 Self-reflection; How do you provide an inclusive classroom environment in which students have the opportunity to enhance their 21st-century 

             WHAT’S NEXT?

Congratulations! next module loading…

	MODULE 2: Objectives of Teaching Computer and IT in Kenyan Secondary Schools




 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about specific objectives of teaching computer and information technology in secondary schools, national goals of education and their alignment with CIT, focusing on developing students' technological literacy, problem-solving skills, and career readiness.

Learning Outcomes
At the end of this module, you will be able to:
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ELO1: Explain the alignment between educational goals and CIT objectives.

ELO2: Discuss lesson plans targeting key objectives.

ELO 3: Develop proposals to school management on CIT integration

                  ELO4: Apply interactive CIT sessions in classroom

    Learning Activities/Task List
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Reading

Discussion

Case study

Practical

ACTIVITY 1: READING

 SHAPE  \* MERGEFORMAT 



Read the following text in preparation for the upcoming quiz
instructional materials & learning 
1.0 National Goals of Education and Their Alignment with Computer and Information Technology

The national goals of education typically aim to provide individuals with the knowledge, skills, and values needed for personal development, active citizenship, and economic participation. In the context of modern education, computer and information technology (CIT) plays a crucial role in achieving these goals. Below are the typical national goals of education and how they align with CIT:

1. Development of Knowledge and Skills

•
Goal: Equip students with essential knowledge and practical skills to thrive in a rapidly changing world.

•
Alignment with CIT:

Computer and information technology enable the development of both technical and cognitive skills that are integral in today's society. Students learn programming, digital literacy, problem-solving, and critical thinking.

Online resources, e-learning platforms, and digital tools allow for personalized learning experiences that cater to various learning styles.

2. Promotion of Critical Thinking and Problem Solving

•
Goal: Foster critical thinking, creativity, and the ability to analyze, evaluate, and solve problems effectively.

•
Alignment with CIT:

Technology, particularly through coding, data analysis, and simulations, fosters critical thinking and problem-solving abilities. For example, using software like MATLAB, Python, or machine learning platforms, students can solve complex problems in diverse fields.

The use of digital tools also encourages innovative thinking, allowing students to create and experiment with new ideas in a virtual environment.

3. Preparation for the Workforce

Goal: Prepare students for meaningful employment and active participation in the global economy.

•
Alignment with CIT:

Information technology is integral to nearly every industry. By integrating CIT into education, students gain proficiency in tools and software that are widely used in the workforce, such as Microsoft Office, design software, or cloud computing tools.

Coding and IT infrastructure courses can provide students with the technical skills required for high-demand jobs in fields like software development, data analysis, cybersecurity, and network administration.

4. Promotion of Civic Responsibility and Citizenship

•
Goal: Encourage students to engage responsibly in their communities and the larger society.

•
Alignment with CIT:

The internet and social media platforms provide avenues for students to engage in civic activities, from participating in online forums to organizing campaigns. Digital literacy helps students navigate and use technology for social good.

Learning about the ethical use of technology, privacy concerns, and digital citizenship also aligns with this goal, ensuring that students become responsible users of technology.

5. Inclusion and Equal Access to Education

•
Goal: Ensure equitable access to education for all, regardless of background, ability, or location.

•
Alignment with CIT:

Technology provides scalable solutions to bridge educational gaps. E-learning platforms, online courses, and educational apps can reach remote or underserved communities, offering access to quality education.

Assistive technology, such as screen readers or speech-to-text software, supports students with disabilities and ensures an inclusive educational environment.

6. Encouraging Lifelong Learning

•
Goal: Promote continuous learning throughout life to adapt to the changing demands of society.

•
Alignment with CIT:

The accessibility of online courses, webinars, and digital resources encourages lifelong learning. Platforms like Coursera, edX, and LinkedIn Learning provide opportunities for people to enhance their skills at any age, supporting the goal of lifelong education.

The use of digital libraries and e-books also ensures that learning is not confined to the classroom and can continue at any time and place.

7. Fostering Global Understanding and Collaboration

•
Goal: Promote global awareness and collaboration among students across different cultures and countries.

•
Alignment with CIT:

Technology facilitates cross-cultural collaboration through tools like video conferencing, social media, and collaborative platforms like Google Drive or Microsoft Teams. These tools enable students to work together on projects, irrespective of their geographical location.

o
Virtual exchanges, international webinars, and collaborative online platforms help students understand global challenges and foster a sense of international community.

8. Enhancing Research and Innovation

•
Goal: Stimulate intellectual curiosity, creativity, and a desire for scientific and technological inquiry.

•
Alignment with CIT:

Advanced technology allows students and researchers to access vast amounts of data, conduct simulations, and experiment in digital environments. This enhances innovation and drives research in science, engineering, medicine, and other fields.

Technologies like artificial intelligence, robotics, and 3D printing encourage students to experiment and innovate, driving the development of new technologies and solutions.

Attempt the questions below and upload your response on LMS

	[image: image18.png]



	QUIZ 1.


1.Which of the following national goals of education best aligns with the integration of Computer and Information Technology (CIT) into the learning process?

A) Promoting physical education and sports

B) Fostering creativity through arts and culture

C) Ensuring access to quality education for all students

D) Providing vocational training in traditional fields

 Answer: C

2. The use of Computer and Information Technology in education primarily supports which national educational goal?

A) Enhancing communication skills in students

B) Improving the effectiveness of teaching and learning processes

C) Preserving cultural heritage through digital media

D) Strengthening physical fitness in educational settings

 Answer: B

3. How does the alignment of Computer and Information Technology with national education goals contribute to the development of 21st-century skills?

A) By focusing on rote memorization

B) By supporting collaborative learning, critical thinking, and problem-solving

C) By restricting students’ access to digital tools

D) By focusing on manual skills training

Answer: B

1.1 Objectives of Teaching Computer Literacy and Programming

Teaching computer literacy and programming equips students with essential skills to navigate and thrive in a technology-driven world. The objectives of these educational areas go beyond mere technical knowledge and aim to foster problem-solving, creativity, and adaptability. Below are the key objectives of teaching computer literacy and programming:

1. Understanding Basic Computer Concepts (Computer Literacy)

 Help students understand the fundamental components of computers and their functions.

2. Developing Digital Literacy and Skills

Ensure that students can use computers and software tools effectively in their personal, academic, and professional lives.

.3. Introduction to Problem-Solving Techniques (Programming)

 Teach students how to break down complex problems into manageable parts and develop algorithms to solve them.

4. Mastering Programming Languages

 Introduce students to fundamental programming languages such as Python, Java, or C++, enabling them to write code to solve problems.

5. Fostering Logical Thinking and Algorithms

Help students develop logical thinking by understanding algorithms and flow of control in programming.

6. Encouraging Creativity and Innovation

 Empower students to use their programming skills for creative expression and to innovate.

7. Developing Critical Thinking and Debugging Skills

 Teach students to identify and solve errors in their code (debugging), encouraging perseverance and attention to detail.

8. Preparing for Advanced Computational Fields

 Provide foundational knowledge that prepares students for advanced studies or careers in computer science, software development, and related fields.

9. Understanding the Importance of Data and Information Systems

 Introduce students to concepts related to data, databases, and information systems to understand the importance of data handling and storage.

10. Promoting Ethical Use of Technology

 Foster awareness of the ethical issues surrounding technology, including privacy, security, and the responsible use of digital tools.

11. Building Confidence and Independence in Technology Use

 Encourage students to become independent users of technology and programming tools.

12. Preparing for a Technology-Driven Future

 Equip students with the knowledge and skills to adapt to a future where technology will play a critical role in all areas of life.

Attempt the question and upload your answer on LMS
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	QUIZ 2


1. What is one of the main objectives of teaching computer studies in secondary schools?

a) To teach students how to program only in one language.

b) To help students understand the basics of computer hardware and software.

c) To limit students' use of technology to just computers.

d) To prepare students to become professional software developers right away.

 Answer: b

2. Which of the following is a key objective of computer studies in secondary schools?

a) To promote the development of students' mathematical skills exclusively.

b) To prepare students for careers in graphic design only.

c) To develop students' problem-solving skills using technology.

d) To teach students how to memorize coding languages.

Answer: c

3. The integration of computer studies in secondary schools primarily aims to:

a) Ensure that students know how to repair computers.

b) Encourage students to use computers only for entertainment.

c) Equip students with skills for effective use of technology in their daily lives and future careers.

d) Limit technology use to school assignments only.

Answer: c

Role of CIT in the Kenyan Curriculum

ACTIVITY: 2 DISCUSSION
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Create a discussion forum where participants will first post before they see their peer responses


Examine the role of CIT in the Kenyan curriculum, participate in the discussion forum 

Instructions to the learner:

a)
Write your views on the subject of discussion

b)
Post your opinion and examples

c)
Ensure you comment on your peers` post

ACTIVITY: 3 CASE STUDY
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	CASE STUDY


Why do you need to prepare students for IT-related careers?

Upload your finding on LMS
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MASTERY EXERCISE 1.1 

Design objective-aligned lesson plan.  
Post your work and ensure you comment on your peers’ post
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   REFERENCE LIST AND FURTHER READING
Larson, B. (2023). Instructional Strategies for Middle and High School (3rd ed.). Routledge. https://www.perlego.com/book/4154653
Silver, H., &#38; Strong, R. (2007). The Strategic Teacher ([edition unavailable]). ASCD. https://www.perlego.com/book/3292694 

 King, K. (2017). Technology and Innovation in Adult Learning (1st ed.). Jossey Bass. https://www.perlego.com/book/995596 

https://perlego.com/book/1004429/purposeful-coteaching-real-cases-and-effective-strategies-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 

[image: image90.png]



END OF MODULE ASSESSMENT 1.2

Explain the role of CIT in fostering innovation and critical thinking (400-500 words)
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	TAKE HOME MESSAGE


In less than 300 words, briefly comment on what you have learnt in this module.

How does it implicate your practices as a CIT teacher trainee?

(Instruction to digitizers: take home to be done in a journal)

             WHAT’S NEXT?

Congratulations! You have done it again! Your dedication and efforts have brought you another step closer to your goals. Keep Up!

	MODULE 3 : Curriculum Design for CIT


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about principles of CBE/CBET in CIT, preparation of professional documents including schemes of work, lesson records of work and progress records of work planning for both physical and online environments, integration of emerging trends 

 Learning Outcomes
At the end of this module, you will be able to:
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ELO 1. Outline the structure of a CBE-aligned CIT curriculum.

ELO 2; Create a detailed scheme of work for a CIT topic.

ELO3; Develop lesson plans using digital tools.

ELO4; Apply professional documents for teaching effectiveness.

    Learning Activities/Task List
[image: image92.png]


Reading

Peer-review session for scheme of work.

Lesson planning with simulations

Develop lesson plans using digital tools.

 ACTIVITy 1; reading

Read the notes below, further open the links below each statement to get more information

1.0 Teaching Professional Documents

Professional documents; Teaching professionals use a variety of documents to plan, deliver, and assess teaching and learning effectively. These documents help ensure that lessons are organized, that educational standards are met, and that student progress is tracked. There are several teaching professional documents but major ones include;

1.1 Curriculum Guide or Curriculum Framework; is a document outlining the educational goals, objectives, and the content that needs to be covered during the academic year It often includes grade-level expectations and competencies for each learning areas.
https://arena.co.ke/free-kicd-curriculum-designs/ 

1.2 Scheme of work; is a detailed, logical and sequential plan that interprets the design into units that can be used in a teaching/learning situations
A breakdown of the design into manageable units which could be covered in a specific period of time lasting for a week(s), months or a whole year.

Or a period of what the teacher intents to cover within a specified period

schemes of work template

https://schoolsnetkenya.com/sample-competency-based-curriculum-scheme-of-work/ 

1.3 The lesson Plan; is a guide on how to spend the time duration allocated in the schemes of work. It is the teacher’s work plan showing all activities that are to take place during a double lesson and the order (sequence) in which they are to follow.
Lesson plan template https://portal.cemastea.ac.ke 

1.4 Record of work; records of Work is a key teaching professional document that provides a detailed account of what has been taught during a specific period, such as a term, semester, or school year. It serves as a record of the curriculum coverage and helps teachers track progress in relation to the syllabus.
Record of work template https://www.studocu.com/row/document/rongo-university/special-methods-of-teaching-cre/how-to-prepare-a-record-of-work/78673172   

1.5 Student progress of work; student progress work refers to the ongoing process of tracking, documenting, and evaluating students’ academic performance, skills development, and behavioral growth over a period of time. It includes various forms of assessment, such as assignments, tests, projects, observations, and other evidence of student learning. The goal is to measure how well students are achieving learning outcomes, mastering content, and developing critical thinking and problem-solving skills.
Progress record of work template https://www.jotform.com/form-templates/student-progress-report-form  

Attempt Quiz 1 below and upload your answers on LMS
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	QUIZ 1


  Question 1:

   What is the primary goal of Competency-Based Education (CBE) in 

    the context of Curriculum and Instructional Training (CIT)

a) To focus on the completion of course materials

b) To ensure that students master specific skills or competencies before progressing

c) To emphasize traditional lecture-based teaching methods

d) To assess students solely through written exams

Answer: b 

Question 2:

Which of the following is a key component of preparing a Scheme of Work for a lesson in both physical and online environments?

a) The scheme of work only needs to outline the lecture content

b) It should specify learning outcomes, teaching strategies, and assessment methods

c) It focuses solely on the time and location of the lesson

d) It only applies to physical classroom settings

Answer: b

Question 3:

Which document is essential for recording the progress of students in a CBE/CBET-based curriculum?

a) Lesson Plan

b) Scheme of Work

               c) Progress Records of Work

               d) Attendance Sheet

Answer: c

Question 4:

How can emerging trends in technology be integrated into a lesson plan for an online environment?

By incorporating multimedia tools and interactive platforms for student 

engagement

                b) By reducing the use of technology to avoid distractions

      c) By maintaining traditional face-to-face teaching methods

d) By focusing solely on written assignments without digital platforms

Answer: a

Question 5:

In the context of CBE/CBET, how are lesson records of work used?

a) To summarize the course content covered each week

b) To assess the level of student mastery of competencies throughout the course

c) To track attendance and punctuality

              d) To record the teacher's professional development activities

 Answer: b

ACTIVIY 2: READING

Scan the QR code below to read the notes

 SHAPE  \* MERGEFORMAT 



ACTIVITY 3; WORKSHOP

Refer to QR code in activity2 and Prepare a lesson plan

Upload your work on LMS

ACTIVITY 4; DISCUSSION

 SHAPE  \* MERGEFORMAT 



 Identify core competencies, values and PCIs and discuss their relevancy in planning a lesson

Upload identified competencies, values and PCIs on LMS

Answers 

	Values
	PCIs
	Competencies 

	Love 
	Social and economic issues
	communication and collaboration

	Responsibility 
	Global citizenship 
	Critical thinking and problem solving

	Respect 
	Life skills and values 
	Imagination and creativity

	Unity 
	Health 
	Citizenship

	Peace 
	
	Learning to learn

	Patriotism 
	
	Self-efficacy

	Social justice
	
	Digital literacy

	Integrity 
	
	


 SHAPE  \* MERGEFORMAT 


MASTERY EXERCE 1

1. why is computer and information important in Kenya secondary school design?

Use the rubric below to mark the work

	Criteria
	1 - Poor
	2 - Fair
	3 - Satisfactory
	4 - Good
	5 - Excellent

	Enhancing Access to Information
	Little to no access to information through computers and IT.
	Limited access to information, only basic research tools are available.
	Adequate access to information through digital resources.
	Good access to information, with various digital tools and resources.
	Excellent access to a wide range of information, including digital libraries, databases, and online resources.

	Development of Digital Literacy Skills
	No efforts to teach digital literacy, students lack basic IT skills.
	Basic digital literacy training is provided, but skills are limited.
	Students have a foundational understanding of digital tools and technologies.
	Students are proficient in using various digital tools, with good IT skills.
	Students have advanced digital literacy, and are capable of using IT to solve real-world problems.

	Enhancement of Teaching and Learning
	Teaching and learning are not significantly supported by IT tools.
	Some teaching resources, but limited integration of IT in the learning process.
	IT tools are used for basic instructional purposes, such as presentation slides and simple learning management systems.
	Effective integration of IT in the teaching process with multimedia and interactive resources.
	High level of IT integration, using advanced tools for interactive learning, virtual classrooms, and diverse teaching methods.

	Support for Educational Equity
	Technology is not accessible to all students, creating disparities.
	Limited access to technology, only available to a small group of students.
	Technology is accessible to most students, with some support for disadvantaged learners.
	Technology is widely available to all students, with efforts to bridge the digital divide.
	All students have equal access to technology, and programs are in place to support underprivileged students.

	Preparation for Future Careers and Innovation
	No exposure to career-related IT skills or future innovations.
	Minimal exposure to career-related IT skills or industry trends.
	Basic understanding of career-related IT skills and their relevance in future jobs.
	Students are introduced to various career paths related to IT and digital technologies.
	Extensive exposure to career paths, including opportunities in tech fields, with innovation-driven projects and industry partnerships.


2. List major documents a teacher is required to use in classroom delivery

Answer: (i) Schemes of work, (ii curriculum design, (iii) lesson plan, (iv) progress record of work (v) records of work

	
	


[image: image93.png]



   REFERENCE LIST AND FURTHER READING
1. Dua, A., Das, S., &#38; Sinha, P. (2023). Machine Learning for Education ([edition unavailable]). BPB Publications. https://www.perlego.com/book/4165695 

2. Linn, M., Linn, M., Davis, E., Bell, P., Linn, M., Linn, M., Davis, E., Bell, P., &#38; Linn, M. (2013). Internet Environments for Science Education (1st ed.). Routledge. https://www.perlego.com/book/1505358 
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END OF MODULE ASSESSMENT 3

Explain the difference between progress records and records of work

Explain why we need to evaluate a lesson at the end of teaching process  

In your opinion, which is the most important profession document? Give reason for your answer

Why is feedback important in lesson delivery?
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Self-reflection: What is the key takeaway from your learning in module 2, and how does it inform your understanding on the importance of pedagogical techniques in teaching and learning process.   

             WHAT’S NEXT?

Congratulations on completing module 3. Module 4Lloading

	MODULE 4:Pedagogical Approaches in CIT Delivery


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about various instructional strategies for CIT, such as project-based learning, interactive delivery, and collaborative techniques, emphasizing the use of AI and multimedia tools.

 Learning Outcomes
At the end of this module, you will be able to:

   SHAPE  \* MERGEFORMAT 


                        ELO1: Identify instructional strategies for CIT

                                       ELO2: Conduct a hands-on coding session.

                                       ELO3: Develop an AI-driven lesson plan.

                                       ELO4: Encourage teamwork in a classroom setting
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    Learning Activities/Task List
Reading

Collaboration

Practical

Role-play  

ACTIVITY 1: READING
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	READING MATERIAL 1


Read the following text in preparation for the upcoming Quiz.
Further, access the link to get more information

1.0 Use of AI and Multimedia Tools for Classroom Delivery

The use of multimedia tools in classrooms can significantly enhance teaching and learning experiences. These tools, which include videos, audio, animations, images, and interactive software, can engage students in various way such as enhancing memory, Better Understanding of Complex Concepts, global Learning and Cultural Exchange, Improving Retention and Memory, Promoting Critical Thinking and Creativity, Accessible Learning, Immediate Feedback and Assessment Personalized Learning, Promoting Collaboration and Communication, Catering to Diverse Learning Styles 

Examples of Multimedia Tools in Classrooms:

1.Video Editing and Presentation Tools: PowerPoint, Google Slides, Prezi

2.Simulation Software: PhET Interactive Simulations, Labster

3.Learning Management Systems: Moodle, Canvas, Google Classroom

4.Interactive Learning Platforms: Kahoot!, Quizizz, Padlet

5.Audio/Video Resources: YouTube, TED Talks, podcasts

6.Interactive Whiteboards: Smartboards, Promethean Boards

7.Creative Software: Adobe Spark, Canva, Tinkercad

https://static.teachcomputing.org/pedagogy/QR3-Pair-programming.pdf?_ga=2.233296726.95786142.1734506310-907038537.1734506310
Attempt this question and upload your answer on LMS

 SHAPE  \* MERGEFORMAT 



Explain any two reasons why multimedia tool is important for classroom delivery

Instruction to digitizer, any two explained 

Answer

1.Enhanced Engagement and Motivation

visual elements like images, animations, and videos, which help capture students' attention, making lessons more engaging.

Interactive Learning: Tools like interactive quizzes, educational games, and simulations make learning more participatory, increasing student motivation.

2. Better Understanding of Complex Concepts

Visual Representation: Concepts that are difficult to explain through text alone can be simplified using diagrams, infographics, and animations. For instance, subjects like science and mathematics can be visualized through 3D models or step-by-step animations.

Real-World Application: Videos, documentaries, and case studies provide context to abstract concepts, showing real-world applications and examples that help students connect theory with practice.

3. Catering to Diverse Learning Styles

Visual Learners: Images, charts, and videos are effective for students who learn better through visual stimulation.

Auditory Learners: Audio podcasts, recorded lectures, and sound clips cater to auditory learners who absorb information through listening.

Kinesthetic Learners: Interactive simulations and educational games offer a hands-on learning experience for students who learn best by doing.

4. Promoting Collaboration and Communication

Group Projects: Tools like video editing software, collaborative platforms (e.g., Google Docs, Padlet), and shared presentations help students work together, share ideas, and present their work.

Discussion Forums: Platforms such as online discussion boards or video conferencing tools (like Zoom or Microsoft Teams) encourage peer interaction and teacher-student communication.

5. Personalized Learning

Self-paced Learning: Multimedia resources such as educational videos and interactive tutorials allow students to learn at their own pace, enabling better understanding and retention of material.

Learning Management Systems (LMS): Tools like Moodle or Canvas offer students personalized learning paths and allow teachers to track progress and provide feedback.

6. Immediate Feedback and Assessment

Quizzes and Polls: Teachers can use multimedia tools to create interactive quizzes or polls, giving students instant feedback and enabling teachers to assess understanding quickly.

Automated Grading: Some platforms automatically grade assignments, allowing teachers more time to focus on lesson delivery.

7. Accessible Learning

Support for Differentiation: Multimedia tools support students with diverse needs, including those with disabilities. For example, audio books or screen readers can assist visually impaired students, while captioned videos can support students with hearing impairments.

Language Support: Multimedia tools can help English Language Learners (ELLs) by providing visual cues and auditory support that make language acquisition easier.

8. Promoting Critical Thinking and Creativity

Problem-solving Simulations: Multimedia tools like virtual labs and simulations challenge students to think critically and solve problems in a controlled, engaging environment.

Creative Projects: Students can create multimedia presentations, podcasts, and videos, encouraging them to express their ideas and demonstrate their understanding in creative ways.

9. Improving Retention and Memory

Multi-sensory Learning: Combining visual, auditory, and kinesthetic elements helps reinforce learning, making it more memorable. This multi-sensory approach is proven to improve retention rates.

Reinforcement: Tools like flashcards, spaced repetition software, and interactive apps allow students to practice material repeatedly for better long-term memory.
10. Global Learning and Cultural Exchange

Virtual Field Trips: Using virtual tours and online resources, students can experience locations, historical events, or environments they wouldn't normally have access to, broadening their perspectives.

1.1 Project-Based and Hands-on Approaches

https://static.teachcomputing.org/pedagogy/QR15-Project-based-learning.pdf?_ga=2.226099154.95786142.1734506310-907038537.1734506310
ACTIVITY;2 DEMONSTRATION

 SHAPE  \* MERGEFORMAT 



Multimedia-enhanced teaching

Instruction to digitizer, create a forum where participants will see their peer teaching with a multimedia tool

1.2 Coding

1. Watch the following video on coding procedures

2. Take your notes for learning to prepare for an upcoming coding exercise 

ACTIVITY 3: PRACTICAL
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	VIDEO 1.1 CODING PROCEDURES

	 
	Instruction to digitizer develop a video showing coding procedures


In pairs choose a sub-strand in computer and information technology

Design appropriate interactive multimedia tool that you would for teaching the specified sub-strand.

ACTIVITY 4: PROJECT
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Designing AI-integrated lesson make it as interactive as possible

Upload your work on LMS
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MASTERY EXERCISE 1.1 

Your task is to design a multimedia tool for learners with special needs. 

Choose any area of disability (hearing impaired, visually impaired, physically disable gifted and talented among others)

Upload your work on LMS

     REFERENCE LIST AND FURTHER READING
  Ferrari, E. F., &#38; Sáenz, J. L. (2021). DIDÁCTICA PRÁCTICA. (4th ed.). Grupo Magro. https://www.perlego.com/book/2163853 

  King-Sears, M., Janney, R., &#38; Snell, M. (2015). Collaborative Teaming ([edition unavailable]). Brookes Publishing. https://www.perlego.com/book/500727 

https://perlego.com/book/996900/teaching-outside-the-box-how-to-grab-your-students-by-their-brains-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
  Tomlinson, C. A. (2014). The Differentiated Classroom (2nd ed.). ASCD. https://www.perlego.com/book/3292625 
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END OF MODULE ASSESSMENT 4

Explain the difference between interactive delivery, 

                  and collaborative techniques  

Answer;

Key Differences:

1.Focus: Interactive delivery centers on individual engagement with the content, while collaborative techniques focus on teamwork and group dynamics.

2.Instructor's Role: In interactive delivery, the instructor plays a more central role in guiding the learning process, whereas in collaborative techniques, learners take a more active role in guiding their learning and supporting one another.

3.Responsibility: Interactive delivery tends to emphasize personal responsibility for engagement with the content, while collaborative techniques emphasize shared responsibility and collective achievement.

4.Tools and Methods: Interactive delivery may involve technological tools to enhance engagement with the content, whereas collaborative techniques often involve hands-on, group-based activities or projects.

5.Outcome: Interactive delivery aims to enhance individual understanding and learning, while collaborative techniques aim to foster teamwork and joint problem-solving.
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	TAKE HOME


How would you prepare for computer and information practical lesson?

Record yourself and upload the work on LMS  

             WHAT’S NEXT?

Congratulation for successfully completing this module the next is loading.. 

	MODULE 5:  Lesson Planning and Instruction




 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about development of skills preparing theory, practical, and project-based lessons for CIT classrooms, emphasizing the use of digital tools and software development environments. 
 Learning Outcomes
At the end of this module, you will be able to:

                         ELO1 Name elements of a comprehensive lesson plan.

         SHAPE  \* MERGEFORMAT 


      ELO 2 Design a lesson plan with simulations.

                           ELO 3: Teach a project-based learning activity.

                           ELO 4: Support active engagement in classrooms                 

    Learning Activities/Task List
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Reading

Discussion

Workshop

Brainstorming

ACTIVITY 1: READING

 SHAPE  \* MERGEFORMAT 



Read the following text in preparation for the upcoming Quiz.

Open the link to get more information

1.0 Lesson and Planning for Instruction

Lesson planning and instruction are integral components of effective teaching. They both focus on creating structured, engaging, and purposeful learning experiences for students. lesson planning involves designing the framework for a lesson that will guide the teacher’s actions and ensure the learning outcome are met. these outcomes are based on bloom’s taxonomy. You should identify any materials, technology, or resources needed to implement the lesson, e.g textbooks, handouts, multimedia, or digital tools. set expectations for behavior and creating a structured, environment is essential for effective teaching. 
Plan to provide support to students as they develop new skills or concepts. 
adjust instruction to meet the diverse learning needs of students, including varying levels of readiness, learning styles, and interests. 
presentation and content delivery tools help teachers present and share content effectively with students for example.
Ensure engagement strategies are incorporated to enhance learning. use interactive tools like quizzes, polls, breakout rooms, discussion, peer interactions, group work, and hands-on to keep students engaged
Teachers can create study sets on specific topics, and students can practice in multiple modes like matching games or tests.
Schedule time for preparation of both types of classrooms and ensure that the time spent on each does not overlap or cause burnout.

Create a positive and inclusive environment for both online and offline learners. make sure that students from both formats have opportunities to interact, collaborate, and learn together where possible

For success computer lesson planning, a teacher needs to enhance his/her skills and should follow some steps thus,

Set goals. Learn the fundamentals, practice coding, contribute to open source, join a community, explore advanced topics, work on team projects, build a portfolio, stay updated and seek internships.
https://www.researchgate.net/publication/269463679_lesson_planning_in_primary_and_secondary_education 

1.1 Project-based instruction

Open the link and read the text

https://www.smartlablearning.com/project-based-learning-examples/ 

1.2 Theory and practical lesson planning 

https://files.eric.ed.gov/fulltext/EJ1391232.pdf
  Attempt the question below and upload your answer on LMS
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	QUIZ 1.1 


‘’Developing technical skills in computer and information technology is a multifaceted process that involves both theoretical knowledge and practical experience’’. state steps you can take to enhance your skills:

Answer 

Set goals. Learn the fundamentals, practice coding, contribute to open source, join a community, explore advanced topics, work on team projects, build a portfolio, stay updated and seek internships.

ACTVITY 3: DISCUSSION
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	ONLINE DISCUSSION
Create a discussion forum where participants will first post before they see their peer responses


 Examine elements of a comprehensive scheme of work

ACTIVITY 4: PRACTICAL
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Design an interactive lesson plan and teach a sub-strand of your choice consider skills of a competent computer teacher

Instruction to digitizer; create an online platform where students are able to see each other as they practice teaching
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MASTERY EXERCISE 1.1 

Differentiate between theory and practical lesson planning

Upload your answer on LMS
Answer; 

Theory Lesson Planning vs. Practical Lesson Planning:

1.Concept vs. Application

Theory: Focuses on explaining concepts, principles, and abstract ideas.

Practical: Emphasizes hands-on activities, real-world applications, and skill development.

2.Instructional Methods

Theory: Often involves lectures, discussions, and presentations.

Practical: Includes demonstrations, experiments, simulations, and group work.

3.Assessment

Theory: Typically assessed through written tests, quizzes, and theoretical questions.

Practical: Assessed via performance, projects, or practical exams.

4.Environment

Theory: Takes place in classrooms, often with desks and chairs.

Practical: Can involve labs, workshops, or outdoor settings where students engage in physical tasks.

5.Objective

Theory: Aims to build understanding and knowledge of subject matter.

Practical: Focuses on developing skills and competencies through direct experience.


   REFERENCE LIST AND FURTHER READING
  Grant, L., Hindman, J., &#38; Stronge, J. (2013). Planning, Instruction, and Assessment (1st ed.). Routledge. https://www.perlego.com/book/1556648 

  Skowron, J. (2015). Powerful Lesson Planning ([edition unavailable]). Skyhorse. https://www.perlego.com/book/963437
https://perlego.com/book/4141857/planning-and-teaching-in-the-standardsbased-classroom-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 

https://perlego.com/book/4142029/instructional-planning-for-effective-teaching-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 






END OF MODULE ASSESSMENT 5

Explain why Integration of simulations and tools are good for you as a computer teacher

Share your experience with your colleagues 
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	reflection


 Reflect on your learning journey, identify key takeaways, and explore how you can apply these insights to your practice.  

1.Why is CBC emphasizing on the use of digital tools in classrooms?

2. What can you do with what you have learnt?

             WHAT’S NEXT?

Congratulations the next module Loading..

	MODULE 6:  instructional methodS


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about diverse instructional strategies for CIT education, including lecture, demonstration, leveraging multimedia and virtual tools project-based methods. collaborative and peer-learning techniques, 

 Learning Outcomes
At the end of this module, you will be able to:

ELO1: Identify appropriate strategies for teaching various topics.
ELO2: Demonstrate peer-based coding activities 

ELO3: Use multimedia tools to enhance lessons 

ELO4:  Design strategies for engaging diverse learners.

    Learning Activities/Task List
Reading

Discussion

Practical

Project

ACTIVITY 1: READING

 SHAPE  \* MERGEFORMAT 



Read material below to get the insight of various teaching and learning methods

1.0 Instructional Methods

There are two major types of instructional strategies a teacher may use for lesson delivery. These strategies focus on different approaches to teaching and engaging students in the learning process.

Direct Instruction; is a teacher-centered approach where the instructor provides clear, explicit, and structured teaching to guide students through the learning process. It is highly focused on delivering specific content and ensuring students understand the material. It is effective when introducing new concepts, especially for subjects that require a high level of teacher guidance, such as math, grammar, or technical subjects.

Indirect instruction: also known as inquiry-based learning or student-centered learning, focuses on students taking a more active role in their learning process. The teacher serves more as a facilitator, guiding students to explore, discover, and apply knowledge through activities and problem-solving. This instruction is effective in promoting higher-order thinking skills, like analysis, synthesis, and evaluation. It is often used in subjects that benefit from exploration and collaboration, such as science, social studies, and humanities.

	 SHAPE  \* MERGEFORMAT 



	


Follow the link below to access the reading material 

1.1 Effective Methods for Teaching CIT

https://www.researchgate.net/publication/379732498_METHODS_OF_TEACHING_COMPUTER_EDUCATION-ISBN-978-620-7-48535-2  

https://www.oerafrica.org/it-teaching-methods
Attempt Quiz 1 below and upload your answers on LMS
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1. What is the difference between traditional and modern teaching methods?

Answer: direct instruction from the teacher to students, using lectures, textbooks. It often focuses on memorization and passive learning. While Modern teaching methods incorporate more interactive, student-centered approaches such as project-based learning, flipped classrooms, collaborative. These methods encourage critical thinking, problem-solving, and active participation from students

2. How does Project-based learning (PBL) benefit students?

Answer: Benefits include developing critical thinking, collaboration, creativity, and problem-solving skills. PBL also helps students retain knowledge longer by applying what they've learned in a practical, hands-on way.

3. What role does technology play in modern teaching methods?

Answer: Technology enhances learning by providing access to a vast range of resources, such as online courses, educational apps, and interactive tools. It allows for personalized learning experiences, collaboration through digital platforms and supports flipped classrooms, where students engage with content outside of class and use class time for deeper discussions and activities.

4. What is the flipped classroom model, and how does it work?

Answer: The flipped classroom model is an approach where students first learn new content outside of class, typically through videos, reading materials, or online lessons. In-class time is then used for interactive activities like discussions, problem-solving, or applying practical tasks.

ACTIVITY 2: DISCUSSION

	
	ONLINE DISCUSSION 1.1
Create a discussion forum where participants will first post before they see their peer responses.


Why must teachers use teaching and learning resources during lesson delivery?

Use chats and post your opinion as a chat on the online discussion forum

ACTIVITY 3: PRACTICAL

 SHAPE  \* MERGEFORMAT 



Peer teaching using innovative methods

Instruction to digitizer; create an online platform where students are able to see each other as they practice teaching

ACTIVITY 4: PROJECT

 SHAPE  \* MERGEFORMAT 



Group projects on collaborative coding.

In pairs develop an AI-driven lesson plan

Upload your project on LMS


MASTERY EXERCISE 1.1 

Your task is to design a practical guideline to assist teachers in integrating interactive technology into their classrooms. The guideline should incorporate the principles of inclusivity, interaction, innovation, and engagement, as outlined in the provided reading material. 

     REFERENCE LIST AND FURTHER READING
   Pogrow, S. (2010). Teaching Content Outrageously (1st ed.). Jossey-Bass. https://www.perlego.com/book/1007176
  Grant, M., &#38; Fisher, D. (2013). Teaching Students to Think Like Scientists (1st ed.). Solution Tree Press. https://www.perlego.com/book/4141964 

https://perlego.com/book/500725/blended-practices-for-teaching-young-children-in-inclusive-settings-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
https://perlego.com/book/4265367/classroom-strategies-for-interactive-learning-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 

https://perlego.com/book/858094/learning-supercharged-digital-age-strategies-and-insights-from-the-edtech-frontier-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
https://perlego.com/book/500772/systematic-instruction-for-students-with-moderate-and-severe-disabilities-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 


END OF MODULE ASSESSMENT 6

Identify teaching strategies

Give example of each 

State instances when you can use them in teaching and learning process
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	TAKE HOME MESSAGE


Take Home Message: Identify key takeaways, and explore how you can apply these insights to your practice.

1.  Write down what your major takeaways in 300 words. Post your reflection in your e-portfolio

             WHAT’S NEXT?

Congratulations on completing this Module. the next module Loading…

	MODULE 7:   Resources for Teaching CIT


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about resources for teaching. It is designed to provide you with a comprehensive understanding of the essential resources required for teaching Computer and Information Technology (CIT). It focuses on the identification, evaluation, and application of various teaching resources, tools, and strategies to foster effective learning environments in the field of CIT. it aims to equip you with the skills needed to integrate technology into teaching, use educational resources effectively, and implement best practices in CIT instruction.

[image: image45]
 Learning Outcomes
At the end of this module, you will be able to:

ELO1: Describe the key types of resources used in teaching Computer and Information Technology

ELO2: Select appropriate teaching resources for different CIT learning environments and student needs.

              ELO 3: Apply modern technology tools to create instructional materials that enhance CIT learning

ELO4: Appreciate continuous improvement in using and adapting resources for CIT instruction

    Learning Activities/Task List
            1. Reading

             2.Watching video

              3. Practical

              4.. Project

	 SHAPE  \* MERGEFORMAT 



	ACTIVITY 1:READING


Scan the QR code to read the notes computer and information teaching resources

1.0 Resources for Teaching Computer and Information Technology

 SHAPE  \* MERGEFORMAT 



ACTIVITY 2: WATCHING video
1.1. Use of Animation in Teaching Computer and Information Technology
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	VIDEO 1 (Youtube, https://www.youtube.com/watch?v=O4W5tgNjBFs)


Title: Parts of a computer

Source: orchids eLearning

Watch video on how resources are utilized for effective lesson delivery

ACTIVITY 3: case study
Resource Plan
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Design a resource plan for a CIT course that integrates software, hardware, and digital resources

Instruction for digitizers use the rubric. Learners should be able to see it

Resource Plan Rubric for CIT Course Integration (Software, Hardware, and Digital Resources)

	Criteria
	5 (Excellent)
	4 (Good)
	3 (Satisfactory)
	2 (Needs Improvement)
	1 (Unsatisfactory)

	Integration of Software
	Provides a well-rounded selection of software tools that are highly relevant to course objectives, with clear explanations of their usage, compatibility, and benefits for students.
	Software tools are relevant to course objectives but lack clear explanations of how they will be utilized.
	Software tools selected are somewhat relevant, but not fully aligned with course goals or learning outcomes.
	Software tools selected are poorly aligned with course goals and/or have limited functionality for students.
	Software tools are irrelevant or not adequately explained.

	Integration of Hardware
	Provides a comprehensive hardware plan that includes necessary equipment, specifications, and rationale for selection, ensuring compatibility with software.
	Hardware selection is appropriate but lacks detailed specifications or rationale for selection.
	Hardware plan is adequate but incomplete or lacks full consideration of compatibility with software tools.
	Hardware plan is unclear, and some selections may not align with course objectives or software requirements.
	No clear hardware plan is provided, or hardware selected is inappropriate for course needs.

	Utilization of Digital Resources
	Integrates a variety of digital resources (e.g., online tools, databases, virtual labs) with clear links to course content, promoting interactive learning and student engagement.
	Includes a range of digital resources, but some may not be fully connected to the course content or learning goals.
	Digital resources are mentioned but lack a clear connection to course content or do not enhance student learning effectively.
	Digital resources are minimal or poorly integrated into the course, with limited value to students.
	No digital resources are included, or they are irrelevant and do not support course objectives.

	Clarity and Detail of Plan
	The resource plan is exceptionally clear and detailed, with well-organized sections and thorough descriptions of all elements.
	The plan is mostly clear with good detail, but some sections may need more explanation or clarity.
	The plan is clear in parts but lacks detail or organization in certain sections.
	The plan is somewhat unclear or lacks significant detail, making it difficult to understand the full scope of the resource integration.
	The plan is unclear, poorly organized, or lacks sufficient detail to understand how resources will be integrated.

	Alignment with Learning Outcomes
	The resource plan is perfectly aligned with course learning outcomes, with resources thoughtfully chosen to maximize student success and engagement.
	The plan is aligned with learning outcomes, but some resources may not fully support the achievement of all goals.
	The resource plan has some alignment with learning outcomes, but some resources do not directly support them.
	The plan has limited alignment with learning outcomes, and resources may not contribute effectively to course goals.
	The resource plan does not align with course learning outcomes, and the resources do not support students' achievement of goals.


1.2 Digital Content Creation Project                      
       ACTIVITY 4: PROJECT
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.

Create an instructional video, tutorial, or interactive quiz using various digital tools.

Upload your project on LMS

 SHAPE  \* MERGEFORMAT 


MASTERY EXERCISE 1.1 
 Design a multimedia-based lesson plan using tools such as video editing software, interactive simulations, or gamified learning elements

Upload your work on LMS


    REFERENCE LIST AND FURTHER READING
  McTighe, J., &#38; Willis, J. (2019). Upgrade Your Teaching ([edition unavailable]). ASCD. https://www.perlego.com/book/3292300
  Rapp, W. (2015). Universal Design for Learning in Action ([edition unavailable]). Brookes Publishing. https://www.perlego.com/book/500752
https://perlego.com/book/3741701/the-new-classroom-instruction-that-works-the-best-researchbased-strategies-for-increasing-student-achievement-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
https://perlego.com/book/4351146/smart-from-the-start-100-tools-for-teaching-with-confidence-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
Dombro, A. L., Jabion, J., &#38; Stetson, C. Powerful Interactions ([edition unavailable]). The National Association of Education of Young Children. https://www.perlego.com/book/866761 


END OF MODULE ASSESSMENT 7

Design a Multimedia-Based Lesson Plan and upload on LMS

Instruction to digitizer, the learner should design a multimedia-based lesson plan using tools such as video editing software, interactive simulations, or gamified learning elements. The lesson must include assessment methods aligned with learning objectives.
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	TAKE HOME MESSAGE


Take-Home- Message:  Evaluation Resource (such as apps, websites, or platforms) against predefined criteria like accessibility, usability, and relevance to subject content 

             WHAT’S NEXT?

Congratulations! Module 8 is loading……

	MODULE 8:  Role of computer teacher


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about the multifaceted role of teachers in CIT education, including mentorship, curriculum delivery, and fostering digital responsibility, Teacher as a facilitator and mentor. Guiding students in safe and ethical IT use. Continuous professional development in IT. Balancing theory and practical IT skills

 Learning Outcomes
At the end of this module, you will be able to

ELO1: Identify the roles of a computer and information technology teacher
ELO2: Illustrate hands-on lessons effectively

ELO3: Design a session on ethical IT use

                  ELO:4 Evaluate ongoing learning to stay updated in IT trends

    Learning Activities/Task List
1.Role-play

2. Group project

3. Practical

Read the course material on role of computer and information technology teacher. Further open the links to get more information

ACTIVITY 1: READIING

	 SHAPE  \* MERGEFORMAT 



	


Read the following text in preparation for the upcoming Quiz

Further open the links to access more information

1.0 Role of Computer and Information Technology Teacher

Teachers do more than prepare lesson plans and deliver content to their students. Whether they are the lead teacher in a primary classroom, or they offer a specialized subject in secondary school, their first priority is to maintain student engagement throughout the entire learning experience. Teachers drive this engagement in a variety of ways, including cultivating curiosity, engaging students in discussions, encouraging creativity using a variety of resources and offering innovative learning experiences and opportunities to students. Further, they also provide an inclusive and nurturing environment in which students have the opportunity to enhance their 21st-century skills such as collaboration, communication and critical thinking.

Mentor and guide: one of the most important roles that teachers provide is that of mentor and guide. Teachers inspire students with their own love of learning, ensuring that every student maintains a positive state of mind and an openness to new learning. They provide students with personalized teaching, cater to different learning styles and evaluate the progress of their students on a regular basis. As well as monitoring academic progress, teachers nurture a positive mental attitude and positive mental health through continuous mentoring and personal pastoral care. They ensure each student is supported to personal and academic success. https://impactteachers.com/blog/exploring-role-of-teacher-in-todays-education-landscape/ 

Another critical aspect of being a teacher is the ability to connect with students. Effective teaching requires creating an environment where students feel seen, heard, and valued. This means taking the time to understand each student's unique needs, challenges, and strengths. Teachers must also be able to communicate effectively, both verbally and non-verbally, to build trust and establish positive relationships with students.

Another key component of being a teacher is the ability to adapt to changing circumstances. As the world around us continues to evolve at a breakneck pace, so too do the needs of students. A good teacher must be able to pivot quickly and adjust their teaching methods to meet the needs of different learners. This means being flexible and creative, willing to experiment with new approaches and strategies to keep students engaged and motivated.

In addition to these skills, being a teacher requires a deep understanding of the social and emotional challenges facing students today. Many students come from diverse backgrounds, with unique experiences and perspectives that can impact their ability to learn. Teachers must be aware of these challenges and equipped to provide the support and guidance students need to succeed.

Finally, being a teacher means being a lifelong learner. The most effective teachers are those who are constantly seeking out new information and ideas to improve their teaching practice. This means staying up to date on the latest research in their field, attending professional development workshops and conferences, and collaborating with other teachers to share best practices and learn from one another. 

Fostering digital responsibility: is crucial in shaping how students navigate and engage with the online world. As technology becomes increasingly integral to daily life, it’s important for educators to instill ethical behavior, safe practices, and critical thinking in students' use of digital tools and platforms. For example;

1. Modeling Responsible Digital Behavior

Teachers serve as role models for students, demonstrating how to use digital technologies in a respectful, responsible, and effective manner. By adhering to privacy guidelines, following ethical online behavior, and demonstrating respectful communication in the digital world, teachers set a positive example.

2. Educating About Digital Citizenship

Teachers should provide students with lessons on digital citizenship, teaching them about their rights, responsibilities, and ethical considerations in the digital space. For example, not sharing personal information without consent, avoiding cyberbullying and inappropriate behavior online and recognizing the permanence of digital content.

3. Teaching Digital Literacy

In addition to simply using technology, students must learn to critically evaluate information they find online. Teachers can guide students in developing skills such as identifying reliable sources, recognizing digital manipulation and understanding algorithms and online privacy risks.

4. Promoting Online Safety and Security

Teachers can educate students on essential safety practices, such as: setting strong, secure passwords, recognizing phishing attempts and other forms of online scams, understanding the importance of privacy settings and responsible sharing.

5. Encouraging Reflection and Critical Thinking

Fostering an environment where students can critically reflect on their digital interactions is key. Teachers can encourage discussions about the ethical dilemmas that arise online, such as, the implications of sharing or forwarding content, the potential harm of online behavior, such as cyberbullying and the consequences of digital footprints and online actions.

6. Establishing Guidelines and Expectations

Creating a classroom culture where expectations for digital behavior are clearly defined can help students understand their boundaries and responsibilities. Teachers can set up rules for digital device use, internet access, and social media engagement within the learning environment.

7. Supporting Emotional Well-being in Digital Spaces

Teachers can help students navigate the emotional aspects of digital interactions. For instance, students may experience anxiety or depression related to social media use, and teachers can offer guidance on balancing screen time, dealing with online pressure, and maintaining healthy online habits.

8. Engaging with Parents and the Community

Teachers can collaborate with parents to extend lessons on digital responsibility beyond the classroom. Educating families about digital tools, potential risks, and strategies for fostering digital responsibility can help create a consistent and supportive environment for students' online activities.

Attempt Quiz 1 below and upload your answers on LMS
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1. What is one of the primary responsibilities of a computer and information technology teacher?
a) To teach only coding and programming languages
b) To ensure students understand the impact of technology on society
c) To solely focus on hardware maintenance
d) To prepare students for real-world applications of technology in various fields

Answer d

2. Which skill is most crucial for a computer and information technology teacher to develop in their students?
a) Basic typing skills
b) Problem-solving and critical thinking using technology
c) Knowledge of historical computer developments
d) The ability to memorize technical terms

Answer b

3. A computer and information technology teacher should promote which of the following in the classroom?
a) Rote learning of software functions
b) Teaching students to be passive users of technology
c) Encouraging students to explore and innovate using technology
d) Limiting students’ access to the internet

Answer c

4. Which of the following is a key factor in effectively teaching computer and information technology?
a) Teaching only theoretical knowledge without hands-on practice
b) Focusing only on the latest technological tools
c) Combining practical skills with theoretical knowledge
d) Avoiding group work and collaboration in technology projects

Answer c

5. What role does a computer and information technology teacher play in shaping students' attitudes toward technology?
a) Making students fear technology to prevent misuse
b) Teaching students that technology is only for professional use
c) Fostering positive attitudes and responsible use of technology
d) Focusing solely on the technological devices themselves

Answer c 
1.1 Ethical IT Issues
ACTIVITY 2: DISCUSSION

 SHAPE  \* MERGEFORMAT 


  
ONLINE DISCUSSION 1
Discussion Forum on ethical issues

What is your opinion on ethical IT issues?

Use chats and post your opinion as a chat on the online discussion forum

Create a discussion forum where participants will first post before they see their peer responses


1.2 embrace ongoing learning to stay updated in it trends

ACTIVITY 3: CASE STUDY
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Look for materials online, read about embracing on going learning to stay updated in IT trends

Write an essay between 400-600 words and upload the essay on LMS

Embrace Ongoing Learning to Stay Updated in IT Trends Rubric

	Criteria
	5 - Excellent
	4 - Good
	3 - Satisfactory
	2 - Needs Improvement
	1 - Unsatisfactory

	Commitment to Learning
	Consistently seeks new opportunities to learn about emerging IT trends; actively participates in webinars, courses, and certifications.
	Regularly seeks learning opportunities and attends relevant events but may not consistently apply new knowledge.
	Occasionally seeks learning opportunities but lacks a proactive approach toward ongoing learning.
	Rarely seeks learning opportunities and struggles to stay updated with new trends in the field.
	Does not seek learning opportunities and is unaware of current IT trends.

	Engagement with New Technologies
	Actively explores and experiments with new technologies; applies them in projects and work tasks.
	Follows new technologies and occasionally applies them but lacks consistent hands-on experience.
	Aware of new technologies but has limited engagement or application in practical tasks.
	Has limited understanding or engagement with new technologies and trends.
	Does not engage with or apply new technologies or IT trends.

	Adaptability to Change
	Demonstrates a high level of adaptability by integrating new IT trends into workflow and decision-making processes.
	Adapts to new technologies and trends with some effort and begins to incorporate them in tasks.
	Can adapt to new technologies but may struggle to integrate them smoothly into daily work.
	Finds it challenging to adapt to new technologies and trends; resists change.
	Consistently resists or ignores changes in technology and trends.

	Knowledge Sharing and Collaboration
	Actively shares knowledge of new IT trends with peers, mentors others, and fosters a learning culture.
	Occasionally shares new knowledge with peers and engages in collaborative learning activities.
	Shares knowledge on a limited basis and does not regularly collaborate with others on learning topics.
	Rarely shares new knowledge or engages in collaborative learning.
	Does not share knowledge or participate in collaborative learning efforts.

	Self-Reflection and Growth
	Frequently reflects on personal growth, sets learning goals, and actively works toward improving knowledge and skills.
	Occasionally reflects on personal growth and sets learning goals, but may lack consistent progress.
	Reflects on growth occasionally but lacks a clear plan or action for ongoing improvement.
	Rarely reflects on personal growth and does not actively set or pursue learning goals.
	Does not engage in self-reflection or goal-setting related to learning or growth.


ACTIVITY: 4 DISCUSSION

 SHAPE  \* MERGEFORMAT 



A teacher is a student

Use chats and post your opinion on the online discussion forum

Instructions:

Give relevant /examples

Ensure that you post on your peer`s comments


   REFERENCE LIST AND FURTHER READING
https://perlego.com/book/1318404/why-teaching-matters-a-philosophical-guide-to-the-elements-of-practice-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
  Katz, J. (2012). Teaching to Diversity ([edition unavailable]). Portage &#38; Main Press. https://www.perlego.com/book/3190964
https://perlego.com/book/3948716/first-class-teaching-10-lessons-you-dont-learn-in-college-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book

END OF MODULE ASSESSMENT 8

1.Explain the role of a teacher as a mentor 

Answer, Key points: (i) Personal and Academic Growth: (ii) Providing Emotional Support and Encouragement: (iii) Role Model for Character development: (iv) Supporting Career and Future Pathways: (v)Building Lifelong Relationships

2.As a teacher what is your digital responsibility

Answer, key points: Promote Digital Literacy and Online Safety

(i) Integrate Technology into Curriculum Delivery(ii) Ensure Data Privacy and Security (iii) Stay Updated with Emerging Technologies (iv) Promote Digital Literacy and Online Safety (v) Integrate Technology into Curriculum Delivery
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	SELF REFLECTION


 Self-reflection; How do you provide an inclusive and nurturing environment in which students have the opportunity to enhance their 21st-century?   

             WHAT’S NEXT?

 Congratulations ! next module Loading…

	MODULE 9:  Assessment and Evaluation in Computer and Information Technology


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about study the principles and best practices of assessment and evaluation in computer and information technology education. It covers formative and summative assessment techniques, strategies for evaluating online and blended learning environments, ways to measure and improve learning effectiveness in technology-oriented educational programs, ethical considerations in assessment and how to design fair, objective, and valid evaluations.

 Learning Outcomes
At the end of this module, you will be able to:

ELO1:  Describe Assessment and Evaluation
ELO2: Design a range of assessment tools, including rubrics, quizzes, and practical coding exercises,

ELO3: 

ELO4: Apply assessment methods to evaluate online and blended learning environments effectively,

    Learning Activities/Task List
Discussion

Practical

Case study

Assignment Quiz 1

ACTIVITY 1: READING
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	READING MATERIAL 1


1.0 Assessment and Evaluation

Types of Assessment

Formative vs. summative assessment.

Diagnostic and benchmark assessments.

Peer and self-assessments in technology-based environments.

Authentic assessment methods in CIT (project-based, performance-based).

Attempt the assignment below
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	QUIZ 1


Look for online material to discuss types of assessments

Upload your findings on LMS

Designing Effective Assessments

Developing clear learning objectives aligned with assessments.

Creating rubrics and criteria for evaluating student and project performance.

Using technology tools (online quizzes, interactive assignments) to enhance assessment.

Using Technology for Assessment

Digital tools for formative and summative assessment (LMS, automated grading systems, etc.).

Using data analytics to assess learning progress and outcomes.

The role of AI and machine learning in assessing complex IT tasks and projects.

Ethical and Cultural Considerations in Evaluation

Addressing bias in assessments.

Ethical challenges in evaluating student work in computer science and IT.

Privacy concerns and data protection in the assessment process.

Evaluating IT Skills and Competencies

Assessment of technical skills (coding, systems analysis, networking).

Evaluating soft skills relevant to IT professionals (teamwork, communication, problem-solving).

Certification exams and standardized testing in IT fields (e.g., CompTIA, Cisco).

Interpreting and Utilizing Assessment Data

Analyzing assessment results for continuous improvement.

Using feedback to enhance learning experiences.

Reporting assessment findings to stakeholders (students, faculty, management).

Challenges and Innovations in Assessment

Remote and hybrid learning assessment in IT education.

The future of assessment in a rapidly evolving technological landscape.

Innovations in assessment methods for emerging technologies (cloud computing, blockchain, cybersecurity).
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	Assignment QUIZ 2


Match the role of assessment in shaping IT curriculum and learning outcomes 

Upload your answer on LMS

	Role
	Shaping

	1. Designing Effective Assessments
	a. The role of AI and machine learning in assessing complex IT tasks and projects.

	2. Evaluating IT Skills and Competencies
	b. Addressing bias in assessments.

	3. Challenges and Innovations in Assessment
	c. Using feedback to enhance learning experiences.

	4. Using Technology for Assessment
	d. Creating rubrics and criteria for evaluating student and project performance.

	5. Ethical and Cultural Considerations in Evaluation
	e. Remote and hybrid learning assessment in IT education

	6 Interpreting and Utilizing Assessment Data
	f Assessment of technical skills e.g coding, networking.


Answer 

Designing Effective Assessments

Creating rubrics and criteria for evaluating student and project performance.

Using Technology for Assessment

The role of AI and machine learning in assessing complex IT tasks and projects.

Ethical and Cultural Considerations in Evaluation

Addressing bias in assessments.

Evaluating IT Skills and Competencies

Assessment of technical skills e.g coding, networking.

Interpreting and Utilizing Assessment Data

1.2 Assessment Methods:

Quizzes and Exams: Periodic quizzes to test understanding of key concepts, followed by a final exam covering all course material.

Assignments: Hands-on projects, case studies, and design of assessment tools and rubrics for CIT contexts.

Discussion Participation: Engaging in discussions on ethical issues, technology's impact on assessment, and current trends in IT education.

Peer Reviews: Reviewing and providing feedback on peers' assessment designs and implementation.

Final Project: Design and evaluation of a comprehensive CIT assessment plan for a real or hypothetical organization or educational institution.

Recommended Texts and Resources:

ACTIVITY :2 DISCUSSION

	
	ONLINE DISCUSSION


In pairs, evaluate an online or blended learning platform’s assessment tools and suggest improvements, considering best practices for engagement and outcome measurement

Share your work on open discussion forum

Instruction to digitizer, create open forum for the students to discuss

ACTIVITY 3: PRACTICAL
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Create an assessment rubric for an IT project, submit it to peers for review, and provide constructive feedback

ACTIVITY 4: CASE STUDY
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	CASE STUDY


Analyze ethical issues in assessment and propose solutions to ensure fairness, validity, and security in the process

Upload your finding on LMS


MASTERY EXERCISE 1.1 

As a teacher why do consider formative and feedback as critical in assessment and evaluation?

Answer 

Formative continuously checks for understanding through questioning, quizzes, student reflections, or interactive activities. It helps the teacher to adjust instruction based on the results of to meet students' evolving needs.

 Feedback provides timely, constructive feedback that helps students understand where they succeeded and where they can improve. Positive feedback helps reinforce correct understanding, while corrective feedback guides students toward the right answers or strategies.


  REFERENCE LIST AND FURTHER READING
https://perlego.com/book/990890/assessing-student-learning-a-common-sense-guide-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
  Grant, L., Hindman, J., &#38; Stronge, J. (2013). Planning, Instruction, and Assessment (1st ed.). Routledge. https://www.perlego.com/book/1556648 

https://perlego.com/book/3292537/total-participation-techniques-making-every-student-an-active-learner-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 

https://perlego.com/book/3292669/checking-for-understanding-formative-assessment-techniques-for-your-classroom-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 

  Erkens, C., Schimmer, T., &#38; Dimich, N. (2016). Essential Assessment (1st ed.). Solution Tree Press. https://www.perlego.com/book/4142066
  Suskie, L. (2018). Assessing Student Learning (3rd ed.). Jossey-Bass. https://www.perlego.com/book/990890

END OF MODULE ASSESSMENT 9

What have you gained from this module?
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	TAKE HOME MESSAGE


Develop CBC assessment tools and keep the work in your e-portfolio

             WHAT’S NEXT?

Congratulations! You have successfully completed this module

	MODULE 10: CLASSROOM AND Management of CIT laboratory


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about on critical aspects of classroom and computer lab management: including, introduction to computer lab management, lab setup and maintenance

 Learning Outcomes
At the end of this module, you will be able to:

ELO1State the basic components and functions of a computer lab 

ELO2Explain the responsibilities and best practices of a computer lab manager.

ELO3 Apply knowledge of software and hardware management in a simulated computer lab environment.

ELO4 Evaluate the effectiveness of a computer lab's setup, equipment, and policies.

    Learning Activities/Task List
Watch Video
Discussion

 Practical

 Case study

ACTIVITY1: WATCHING
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	VIDEO 1: 


Watch an introductory video on the essential components of a computer lab.

Take notes to facilitate further activities

Instruction to digitizer develop a video showing components of a computer lab
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	READING MATERIAL 1


Scan the QR code below and access the material.

 SHAPE  \* MERGEFORMAT 



Lab Setup and Maintenance

Setting up and maintaining a computer lab requires careful planning, organization, and ongoing management to ensure the environment is functional, efficient, and secure. Below is a detailed guide for setting up and maintaining a computer lab:

 https://www.wikihow.com/Maintain-Lab-Computers
http://ict.readthedocs.io/en/latest/docs/camara-lab-setup/    http://ict.readthedocs.io/en/latest/docs/camara-lab-setup: 

ACTIVITY 2: DISCUSSION

	
	



Use blogs, to discuss the role of a computer lab manager, including daily tasks,
problem-solving, and ensuring security

Instruction to digitizer create a discussion forum 


ACTIVITY 3: PRACTICAL

[image: image68.png]



In pairs set up and configure software applications in a virtual computer lab environment.

ACTIVITY 4: 
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	CASE STUDY


Conduct an evaluation of a real or hypothetical computer lab, focusing on aspects such as layout, equipment functionality, user accessibility, and policy effectiveness.

Upload your work on LMS 


MASTERY EXERCISE 1.1 
Look for online materials, draw a budget, plan and report to the principal on the type of a computer lab you would like the school to have. (words 1500-2000)

Post the work on e-portfolio and upload on LMS


   REFERENCE LIST AND FURTHER READING
https://perlego.com/book/3865740/classroom-management-creating-a-successful-k12-learning-community-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 

  Marzano, R., &#38; Marzano, J. (2003). Classroom Management That Works ([edition unavailable]). ASCD. https://www.perlego.com/book/3292547 

https://perlego.com/book/3292286/the-highly-effective-teacher-7-classroomtested-practices-that-foster-student-success-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book 


END OF MODULE ASSESSMENT 10

Explain why it is important conduct computer lessons in a computer lab.

Answer key words; Access to Resources and Equipment: Guided Support Enhanced Focus and Productivity, Collaboration and Group Work Consistent and Reliable Infrastructure: 
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	TAKE HOME MESSAGE


 Develop two questions on each sub- strand exchange the question with a colleague. Answer the question, give it back for assessment feedback. (get the sub-strands from module overview)

             WHAT’S NEXT?

At the end of this course you are now expected to be able to:

1. Design and set a computer lab

2.User management and security
3.Budget, plan and report to the authority

	MODULE 11: Integration of Emerging Trends in Cit Education


 INSTRUCTIONAL HOURS: 4
 Module Overview

In this module, you will learn about the integration of emerging trends in Computer and CIT Education.  latest developments and innovations in CIT and their potential impacts on teaching, learning, and curriculum design. emphasize the importance of adopting new technologies, methodologies, and tools in education to meet the evolving needs of learners and educators, various emerging technologies, develop skills to implement them in educational contexts, and apply this understanding to enhance learning outcomes

 Learning Outcomes
At the end of this module, you will be able to:

ELO1: Explain the key trends in CIT (e.g., AI, VR, cloud computing

ELO 2: Classify the impact of these trends on the traditional education system

ELO 3: Apply the knowledge of emerging technologies to design 

                  an educational tool or platform.

                 ELO 4: Adapt current teaching practices to integrate new

                  technological tools.

    Learning Activities
Discussion

Assignment:  Quiz 1

Case study

Practical

Project 

ACTIVITy 1: discussion forum

 SHAPE  \* MERGEFORMAT 


 On the discussion forum, comment on emerging IT technologies and trends.
Following on the following questions:

Why should cloud-based platforms be applied in business

What are AI-powered software tools and their impact on industries

Why should machine learning be used for predictive analytics and automation

Why should data-driven decision-making tools for business processes

Instructions to the Learner

Use examples in your discussions.

Comment on your peers` posts.
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	Assignment QUIZ: 1


Analyze the integration of VR in education

Look for the information online to help you write a comprehensive report.

Share your work for peer to comment.

ACTIVITy 2: project

 SHAPE  \* MERGEFORMAT 



Conduct a data analytics project using real business data, generating insights and visualizations. The final report will assess your ability to apply data-driven decision-making tools to solve business problems.

ACTIVITy 3: practical

 SHAPE  \* MERGEFORMAT 



Use simulation software to create models of real-world systems, testing various scenarios and observing outcomes. The lab will involve interpreting the results and understanding the relevance of virtual environments in system testing.

Instruction to the learner

Submit a report detailing the use of simulation software and virtual labs to design and test a system, including results analysis and recommendations for improvement. This will assess your ability to apply knowledge of simulation technologies and draw conclusions

ACTIVITy 4: case study
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	CASE STUDY


Evaluate a case study of a company that has implemented AI, cloud computing, and data analytics.  Provide recommendations on how these technologies could be better integrated for optimal system development and business decision-making.


MASTERY EXERCISE 1.1 

Reflect on the following questions and journal your thoughts.

1. How effectively is AI, cloud computing and data-driven technologies prepare you for real-world challenges in computer and information technology?

2.Do you think there is enough emphasis on developing practical skills that are necessary for working in the computer and information technology industry or pursuing higher education in computer and information technology? If not, what could be added?

(To be done on journals

   REFERENCE LIST AND FURTHER READING
https://perlego.com/book/3119281/emerging-trends-in-technology-for-education-in-an-uncertain-world-proceedings-of-the-6th-international-conference-on-education-in-muslim-society-icems-2020-jakarta-indonesia-1819-november-2020-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
https://perlego.com/book/1493743/emerging-trends-in-disruptive-technology-management-for-sustainable-development-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
https://perlego.com/book/4501730/emerging-trends-in-iot-and-computing-technologies-proceedings-of-the-international-conference-on-emerging-trends-in-iot-and-computing-technologies2023-pdf/?utm_medium=share&utm_source=perlego&utm_campaign=share-book
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	TAKE HOME MESSAGE


 Summarize what you have learned from this.

How does it impact your approach to teaching music as a trainee?

 (To be done on journals) 

             WHAT’S NEXT?

Congratulations on successfully completing this course! 

Your hard work and dedication have truly paid off. Thank you!
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