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How we interact with computers 
 

 

This series of lessons will take a detailed look inside computer systems and explain how the components 

aid the flow of data around the system. Students will be assessed at the end of the unit on a mini project 

based on a historical computing system of their choice from LGfL History of Computing website.  

 

Computing National Curriculum Attainment Target: 

 KS3: Understand the hardware and software components that make up computer systems,  

and how they communicate with one another and with other systems 
● KS4: Develop their capability, creativity and knowledge in computer science, digital media and 

information technology. 

 

Lesson Objectives: 

● Know the difference between hardware and software. 

● Understand how users interact with computer systems and how this has changed over time. 

● Be able to explain the different types of user interfaces with examples. 

 

Lesson Outcomes: 

● All: know the difference between hardware and software and know the different ways that 

users can interact with devices. 

● Most: know the difference between hardware and software and know the different ways that 

users can interact with devices, with examples, listing advantages and disadvantages of each 

type.  

● Some: know the difference between hardware and software and know the different ways that 

users can interact with devices, with examples, listing advantages and disadvantages of each 

type. Be able to explain the benefits of developments in interfaces, from text to graphical, to 

gesture over time. 

 

Lesson Resources: 

● Computing device & Projector 

● Data flow diagram - LGfL site 

 

Video Resources: 

● A3000 and the birth of the GUI 

● Elliot 903 Operating System Part 1 & Part 2 
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Keywords:  

● User Interface 

● Hardware 

● Software 

 

Lesson Summary:  

This lesson will take a look at graphical user interfaces, operating systems and application software. 

Students should understand their purpose in relation to a computer system as a whole. 

 

Starter:  

Would you be able to survive a day without interacting with a computing device?  

 

Video: 

 Acorn A3000 GUI 

 

How did we interact with a computer before the mouse was invented? 

Video clips to show how to answer this could be any of the input videos. 

 

Main/Development: 

1. Using lesson 6 presentation lead a discussion on how users interact with computer systems and the 

purpose of different types of software. Use keywords to help explain the concepts. 

 

2. Using the ‘User Interfaces’ Worksheet ask students to give a definition for each type with an example. 

In pairs students can go on to discuss the advantages and disadvantages of each form of interface and 

add it to the worksheet. 

 

3. Students can continue their work on their project by finding out how users could interact with the 

system. Did it run software? If so, how did it work, what did the user need to do?  

 

Students can then compare their researched system with a modern PC. What has changed? What are 

the advantages and disadvantages of modern GUI’s? 

 

Extension:  

 Using the extension task on the worksheet. Design an interface for a computer program.  

 What would it look like?  

 What features would it include?  

 How would a user interact with the system?  

 What are the benefits of this interface?  

 Can you think of any drawbacks of it? 

http://hoc.lgfl.org.uk/Documents/KS3-4_L6/Lesson6-Interaction.pptx
http://hoc.lgfl.org.uk/Documents/KS3-4_L6/Lesson6-UserInterfaces.pdf
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Plenary:  

Display images of different examples of types of interfaces on the board. Students are to say what type 

of interface it is and give one benefit and one drawback of it. 

 

Homework:  

Complete project work to ensure all sections have been completed on the historical device of the 

student’s choice.  

 

This will be used for assessment purposes and should include the systems: 

● input 

● output 

● processing 

● memory and storage 

● purpose and any software 

 


