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Prlor to campDetion DfGrade 2 students will:

• Use Input devil:':es (e",g., mouse. keyboard. remote control) and output.
devices (e.g., monitor, printer) to successfully operate computers, VCRs,
audio tapes, and ottwr technologies. (1)

• Use 8 variety at media and technology resOURet; for dtrectJM and
Independent leaming~~~. (1, ~)

• Communicate abuul technology usingde'Ie~tally appropriate and
aCQJrate termlnology. (1)

• Use developmentally appropriate multimedia resources (e.g., interactlve
books, eduoetional &O'ftwu~, elementmy multimedIa encvu1opedlas) to
support leemlng. (1)

• WOfk cooperativety and coliabor8tJv1ilr with peers, family members,.and
others wt1en wing technology in the ~e.ssroom. (2)

• Demonstnlt8lJ(niitive social and ethical behsvlol'8 vmsn using technology.
(2)

• Pracuce responslbte use of technology systems and software. (2)

• Create devek)pmGntally appropriate multimedia produd9 wittI support from
teachers, famIly members, or 'StUdent partners. (3)

• Use teonnology Ie3OUn::e=I (e.g., puzzf8$, Iggic:al thll'lking programs, Vv'riting
toe)" dlgttal cameras, drawing tools) for problem solving, communteaUon,
end IIm1rat1on of IhoUghts, ldaa=:o. and mones. (3, 4, 5, 6)

• Gather Informlilflal'l and communicate Wl"U1 ulhers us.Ing
telecommunications, with support from leeohen;;, family membeni, or
&tUd8nt partnem. (4)

Prtor to completion Of Gra.de e :students will:

• Use keybosrdG and other common mpui and output devices (indudlng
adaptive devh:'8$ when neeeesery) efficiently and effeetively. (1)

• OtsCUS8 ootI'IMOrl uses of teohtlology In daily life and the advantages and
disedVant8ges thos& uses prcvlds. (1, 2)

• Discuss b8sk: issues Iel8ted 10 respor1Sibfe use of Nchnology and Information
and deac:-.rfba pllfsonat eonsequenoee of inappropnste use. (2)

• u~ gen.,taJ..pu~ose producttvity toots and perQ>hemIs to support pEtJ$ooal
productivity, remedlale *ill defi~, ang facilitate leaming throughout the
Ct mir.ulum. (3)
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• Use technology tools (a·g. t multimedia authoring, pmsantation, Web tools,
digital cameras. scanners) for indlYldLla! and colaborative writing,
communication., and publishing aetMtlea to aBate knowledge products fur
audiences (nside and outside the cl8Ssroom. (3,4)

a Ute tsllJcommunlr.aliM!\ etfidMfly and etfediveJy10~ remote
infonnatlon, communica1e with others in support or direct and Irldependent
learning. BfId pursue p8r1iOnallntere9ts. (4)

• Use telecommunications anti enUne resoun:es (e.g., e-mail, online
discusalons, WEb anvironments) to participate in collaboratiVe prcbte:rfl"'8Olving
setivft(es for the purpose of developing solutions or products for audiences
fnslde and auiside the cJassroom. (4. 5)

• Use teamology resources (~.g_, eatcula1tn, dtl~ colledion probes. videos,
educational software) for probJem..solvtng, aelf-directed learning, and extended
learning activities. (5. 6)

• DeteJVnine wtlen technologv is useful and select the appropnate 1001(5) and
technology resoorces to address a varIetY 01' tasks and problem•• (5. 6)

• EYBluate the accuracy, relevance, apPfOPrlatBness. comprw.ensIVeness, and
bfas of electronic rnfomJation SOUI'C8S. (8)

• Apply s1;r8t.egiee for identifying and solving routine hardwaro ~nd software
problems that occur dUling everyday LISe. (1)

• DemoaslJale knowledge of curent ctlsngea in infonnation teehnotogles and
the effect those changes have on the wor1<place and society. {2}

• Exhibit legal and ethical behaviors when using infcnnation and fecnnology.
and discuss consequences of misllse. (2)

• Use content-~ lOola,loftvltJre, and simulations (e.g.• caJc:ulators, Web
tools) to support leaming and research. (3, 5)

• Apply I)roduotMtyJmultimetlia tools ar\d petipherals to wpport personal
pTDdudMtY, group collaboration. and leamlng throughout ihe curriculum. (3. 6)

• Des(gn, deve50p, ptj)lfsh, and~t produatB (e.g., Web pages. Yideotap&S)
using technology 1l380uroes that demonstrate and communicate curriculum
concepts ttl aurtianc;as inaide and outs-Ida the dassroom. (4, 5. 6)

• Colleborate YlItth peel'8. experts, ElI1d otJ1en; ulSing 1elecommurrications and
collaborative tools to irwesfjgate curriculum"i'clated plt)l)Jems. Issues. and
infonnatton, and to develop solutions or products fer aUdiences inside and
outside the cfaasroom. (4, 5)

• S@lect and use epproruiate tool~ and tecfmo5ogy reeources to accomplish a
variety of taskS and solve probl8ms, (5, 6)
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• Demonstrate an understanding or concepts underlyWlg hardware, IJOftwaN,
and connedivitY', and of plllCllcal applications to learning snd problem solving.
(1.6)

• R9£8Srch and evaJuf.l1l:! till! 80C111'llCY. relevance, appropriateness.
compmh8nsiveness. and bias of electronic infcmurtlon SOUJlleS oonceming
I'El'-Il--worid problems. (2, 5, 6)
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