Disclaimer 

The Department for Education and Skills wishes to make clear that the Department and its agents accept no responsibility for the actual content of any materials suggested as information sources in this document, whether these are in the form of printed publications or on a website.

In these materials, icons, logos, software products and websites are used for contextual and practical reasons. Their use should not be interpreted as an endorsement of particular companies or their products.

Websites referred to in these materials existed at the time of going to print. Teachers should check all website references carefully to see if they have changed and substitute other references where appropriate.
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7.6 P1–3
About this case study

In this case study pupils explore a range of situations and events that encourage the development of cause and effect. Some pupils may begin to attend to a short sequence of events and anticipate outcomes. The pupils explore switches and consider how they are used to turn events on and off in a variety of different contexts. Only when they can fully understand and use switches for cause and effect will they be able to move into the area of control.
These notes should be used in conjunction with sample teaching unit (STU) 7.6. For pupils working at P1–3, it is better to control directly through control software and suitable interface boxes. You may find it helpful to review the case study for P4–8. Other contexts, models and activities can be adapted involving, for example, food technology, sensory rooms, drink machines, hoists, lifts, fans and music on CD players.
At P1–3 teachers may feel the most appropriate location for developing an understanding of cause and effect is in a sensory area of the classroom or a sensory room. Pupils will vary in their abilities. Some will be developing awareness and may be aware of a switch clicking as they move an elbow whilst others will actively look for switches to control events. This lesson can be repeated for the duration of the unit to enable the pupil to develop attention to the process. As cause and effect is established the pupil can move to a choice of two switches linked to red and green lights.

Switches should reflect the colour of the light, i.e. a red switch for the red light and a green switch for the green light. Some pupils will be able to use switches in conjunction with timers. A ‘Wait’ symbol can be used to reinforce waiting for the light to go off and require the switch to be pressed again. Other pupils, especially those with cerebral palsy, may use a momentary switch to control hand movements to maintain the light.

Resources used in this case study

· 7_6pelican1.exe
Lesson 1

· 7_6brush1.doc
Lesson 2a
· 7_6brush1.ppt
Lesson 2a
· 7_6pelican1.exe
Lesson 2b
· 7_6pelican3.exe
Lesson 2b

Lesson 1
Understanding control in everyday life P1–3
Lesson objectives

· To demonstrate eye contact with the model.

· To recognise red and green colours.

· To use a model with a switch and, where able, demonstrate an understanding of cause and effect. 

Preparation and planning

· Ensure that you are familiar with the software that you will be using. 

· Display the lesson objectives in symbol form.

· For activity 2 ensure that you have a range of lights, for example: red and green lights in the form of sensory room flooding lights, small lamps or swivel angle lamps, bubble tubes or fibre optics. 

Resources

· Large-screen computer display

CD-ROM resources

· 7_6pelican1.exe

	Teaching sequence
	Session notes

	Starter
	The pupils will track red lights and green lights (from a torch) in a dark area. Look for preferences and eye contact.

If a UV light is available use fluorescent greens and reds for the pupils to track. This can be on a picture, a stick or used like face paint on the end of a nose.

	Activity 2
	Using your range of lights encourage pupils to use switches. Use one coloured light initially, encouraging switching at a level appropriate for individual pupils. Switches can be placed under elbows, feet or to the side of the head for those just developing awareness. For these pupils place the switch where movement is most likely to occur and thus trigger the switch. Advice from an occupational therapist or speech therapist as to the best position for switching and the most appropriate choice of switch should be sought if available.

	Plenary
	Show 7_6pelican1.exe on a large screen. 

Press the button and observe responses.

	Homework
	Ask the pupils to visit and use a pelican crossing.


 Lesson 2a
Sequences P1–3

Lesson objectives

· To demonstrate eye contact with the model. 

· To show likes and dislikes. 

· To use a model with a switch and, where able, demonstrate an understanding of cause and effect. 

Preparation and planning

· Ensure that you are familiar with the software that you will be using. 

· Display the lesson objectives in symbol form.

· Decide on your pupil grouping and access to computers.

Resources

· Large-screen computer display

CD-ROM resources

· 7_6brush1.doc
· 7_6brush1.ppt
	Teaching sequence
	Session notes

	Starter
	Begin the lesson by showing the pupils a set of enlarged flashcards showing the different instructions that will form a sequence for brushing teeth: 7_6brush1.doc. 

Role-play the instructions, displaying each card in turn.

	Activity 2
	Ask the pupils to do the same, playing a variation on ‘Simon Says …’ by showing cards.

Repeat using the computer and a large screen to show the sequence in 7_6brush1.ppt.

	Plenary
	Select pupils in turn to respond to each of the cards.

	Homework
	Give each parent/carer a set of cards to use when their child is cleaning his or her teeth.


Lesson 2b
Sequences (2) P1–3
Lesson objectives

· To demonstrate eye contact with the model. 

· To show likes and dislikes. 

· To use a model with a switch and, where able, demonstrate an understanding of cause and effect. 

Preparation and planning

· Ensure that you are familiar with the software that you will be using. 

· Display the lesson objectives in symbol form.

· Decide on your pupil grouping and access to computers.

Resources

· Large-screen computer display

CD-ROM resources

· 7_6pelican1.exe
· 7_6pelican3.exe
	Teaching sequence
	Session notes

	Starter
	Show 7_6pelican1.exe on a large screen. 

Press the button and observe responses.

Repeat as necessary to establish cause and effect.

	Activity 2
	Role-play using the crossing with the cards.

Pupils must press the button and wait for the green man before moving.

Repeat as necessary to establish cause and effect.

	Activity 3
	Demonstrate the use of 7_6pelican3.exe.

Encourage the pupils to use the program individually to establish the sequence, with support where necessary.

Repeat as appropriate to establish the sequence.

	Plenary
	Show 7_6pelican1.exe on a large screen. 

Press the button and observe responses.

Repeat as necessary to establish cause and effect.

	Homework
	Ask the pupils to visit and use a pelican crossing.
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