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Progression of skills

National Centre
for Computing

~ Education
Vocabulary List KS2
Year 3
Computing systems and | Creating Media - Desktop Creating Media - Stop-
networks - Connecting publishing frame animation
computers

digital device, input,
process, output, program,
digital, non-digital,

connection, network, switch,

server, wireless access
point, cables, sockets

text, images, advantages,
disadvantages,
communicate, font, style,
landscape, portrait,
orientation, placeholder,
template, layout, content,
desktop publishing, copy,
paste, purpose, benefits.

animation, flip book, stop-
frame, frame, sequence,
image, photograph, setting,
character, events, onion
skinning, consistency,
evaluation, delete, media,
import, transition.

Data and Information -
Branching databases

Programming A -
Sequencing sounds

Programming B - Events
and actions in programs

attribute, value, questions,
table, objects, branching,
database, objects, equal,
even, separate, structure,
compare, order, organise,
selecting, information,
decision tree.

Scratch, programming,
blocks, commands, code,
sprite, costume, stage,
backdrop, motion, turn, point
in direction, go to, glide,
sequence, event, task,
design, run the code, order,
note, chord, algarithm, bug,
debug, code.

motion, event, sprite,
algorithm, logic, move,
resize, extension block, pen
up, set up, pen, design,
action, debugging, errors,
setup, code, test, debug,
actions.




Year 4

Computing systems and Creating Media - Audio Creating Media - Photo
networks - Connecting production editing
computers - The internet
audio, microphone, speaker, image, edit, digital, crop,

internet, network, router,
security, switch, server,
wireless access point
(WAP), website, web page,
web address, routing, web
browser, World Wide Web,
content, links, files, use,

headphones, input device,
output device, sound,
podcast, edit, trim, align,
layer, import, record,
playback, selection, load,
save, export, MP3, evaluate,

rotate, undo, save,
adjustments, effects,
colours, hue, saturation,
sepia, vignette, image,
retouch, clone, select,
combine, made up, real,
composite, cut, copy, paste,

data, table, layout, input
device, sensor, logger,
logging, data point, interval,
analyse, dataset, import,
export, logged, collection,
review, conclusion.

download, sharing, feedback.
ownership, permission, alter, background,
information, accurate, foreground, zoom, undo,
honest, content, adverts font.
Data and Information - Programming A - Programming B -
Data logging Repetition in shapes Repetition in games
Logo (programming Scratch, programming,

environment), program,
turtle, commands, code
snippet, algorithm, design,
debug, pattern, repeat,
repetition, count-controlled
loop, value, trace,
decompose, procedure.

sprite, blocks, code, loop,

repeat, value, infinite loop,
count-controlled loop,

costume, repetition, forever,

animate, event block,

duplicate, modify, design,

algorithm, debug, refine,

evaluate.




Year 5

Computing systems
and networks -
systems and
searching

Creating Media -
Introduction to vector
graphics

Creating Media -
Video production

system, connection, digital,
input, process, storage,
output, search, search
engine, refine, index, bot,
ordering, links, algorithm,
search engine optimisation
(SEQ), web crawler, content
creator, selection, ranking.

vector, drawing tools, object,
toolbar, vector drawing,
move, resize, colour, rotate,
duplicate/copy, zoom,
select, align, modify, layers,
order, copy, paste, group,
ungroup, reuse, reflection

video, audio, camera, talking
head, panning, close up,
video camera, microphone,
lens, mid-range, long shot,
moving subject, side by side,
angle (high, low, normal),
static, zoom, pan, tilt,
storyboard, filming, review,
import, split, trim, clip, edit,
reshoot, delete, reorder,
export, evaluate, share.

Data and Information Programming A - Programming B -
- Flat-file databases | Selection in physical Making Quizzes
computing

database, data, information,
record, field, sort, order,
group, search, value, criteria,
graph, chart, axis, compare,
filter, presentation.

microcontroller, USB,
components, connection,
infinite loop, output
component, motor,
repetition, count-controlled
loop, Crumble controller,
switch, LED, Sparkle,
crocodile clips, connect,
battery box, program,
condition, Input, output,
selection, action, debug,
circuit, power, cell, buzzer

Selection, condition, true,
false, count-controlled loop,
outcomes, conditional
statement, algorithm,
program, debug, question,
answer, task, design, input,
implement, test, run, setup,
operator




Year 6

Computing systems
and networks -
Communication and
collaboration

Creating media -
Webpage creation

Creating Media 3D
Modelling

communication, protocol,
data, address, Internet
Protocol (IP), Domain Name
Server (DNS), packet,
header, data payload, chat,
explore, slide deck, reuse,
remix, collaboration,
internet, public, private, one-
way, two-way, one-to-one,

website, web page, browser,
media, Hypertext Markup
Language (HTML), logo,
layout, header, media,
purpose, copyright, fair use,
home page, preview,
evaluate, device, Google
Sites, breadcrumb trail,
navigation, hyperlink,

TinkerCAD, 2D, 3D, shapes,
select, move, perspective,
view, handles, resize, lift,
lower, recolour, rotate,
duplicate, group, cylinder,
cube, cuboid, sphere, cone,
prism, pyramid, placeholder,
hollow, choose, combine,
construct, evaluate, modify.

- Introduction to
spreadsheets

one-to-many. subpage, evaluate,
implication, external link,
embed.
Data and Information Programming - Programming -

Variables in games

Sensing movement

data, collecting, table,
structure, spreadsheet, cell,
cell reference, data item,
format, formula, calculation,
spreadsheet, input, output,
operation, range, duplicate,
sigma, propose, question,
data set, organised, chart,
evaluate, results, sum,
comparison, software, tools.

variable, change, name,
value, set, design, event,
algorithm, code, task,
artwork, program, project,
code, test, debug, improve,
evaluate, share, assign,
declare

Micro:bit, MakeCode, input,
process, output, flashing,
USB, trace, selection,
condition, if then else,
variable, random, sensing,
accelerometer, value,
compass, direction,
navigation, design, task,
algorithm, step counter,
plan, create, code, test,
debug.




Year 3/l - Cuycle
A

1 opi,os szm,g conered

Term |A- Computer siystems and nebworks

The children mill learn to denelop their understanding of digital devices and understand inputs,
prom/s/smwxdoutpubs. T@wﬂlbokaidig@lwmdmn—wwmm}ww MWM
the internet. Twag, will Looka,tﬂmm,t@m,@tbm%a ‘nebw.ork of nebworks .and that the W.orld W.ide
Weh is part of the internet by exploring it for themselves and looking ak confent shared. online.

Lessons k-6~ Year 3

Lessons -3~ Vear 6



Lesson Brief onverniew Learning .objectives

b How am I Marwy digital devices are now connected to other digital To explain how a computer
connected? devices, 2. computers through wires, tablets through Wi- | network can he used to share
Fi .and smartphones through mobile phone nebworks. The information
Yo 3 henefit of connecting digital devices is that it allows ® I can recognise different
information to be shared hebween users and systems. connections
® I can explain how
This lesson introdices the concept of connections and Messages are passed
moning information hebween connected devices. Learners through multiple
will learn to explain how .and why computers are joined conneckions
together to form nebworks. ® I can discuss whiy mwe
need a nebwork switch
5 How .are This lesson introduces key network components, inciuding a. | To explore how digital devices
L0 S server and wireless occess points. Learners will examine can be connected
connected? cach dewice's funchionaliby and Look at the henefits of o T can recognise that a
nebworking compiuters. computer nebwork is
Y ear 3
made up of a number of
devices
® [ can demonstrate how
information can be
p.azs/szd hetween dewices

® [ can explain the role of



a switch, sernver, ond
wireless access poini: n
a. nebwork

6 What does our
school nebwork
Look Like?

Y ear 3

Learners will further denvelop their understanding .of
compiter nebworks. They will see examples of nebwork
infrastruchure in o real-world setting and relate them to the
activities in Lesson 5.

To recognise the p}ud/sm,ol
components of a nebwork
® I can identify how
dewvices in a network .are
connecked together
® I can identify nebworked
dewvices around me
® I can identify the
henefits of computer
nebworks




| Comwcblng
nebworks

Year b

A What is the
ini‘.erxwtmadzo&?

Y ear b

Learners will explore how a nebwork can share messages
with another nebwork to form the internet. They will
consider some of the nebwork devices irwvolved. in this, such
as routers, and will also discuss what should he kept in
and. out of a nebwork fo keep safe.

Learners will describe the parts of a nebwork and how they
conneck to zach other to form the internet. They mill wse this
understanding to help explain how the internet lets s nview
the World Wide Weh and recognise that the W.orld Wide
Weh is part of the internet mwhich contains mebsites and mweh
POGRs.

T.o describe how nebworks
p}ud/simlh& connect to other

networks

® ] can describe the
internet as .a nebwork of
networks

® ] can demonstrate how
information is shared
across the internet

® [ can discuss why a
nebwork needs protecting

To recognise how nebworked
devices make up the internet
® [ can describe networked.
devices and how they
conneck
® I can explain that the
internet is used to
provide Mmany Seryvices.
® Imnrzmgni/szi‘hai:ﬂ\z
W.orld Wide Weh
conkains wehsites and
web poges



3 Shﬂri,rug,
in.[,or,rmi‘ion

Y ear b

Learners will explore what can be shared on the W.orld
W.ide Weh .and where websites are stored. TJN%L will also
wxplore how the World Wide Web can be accessed on a
wariety of devices.

T o outline how mehsites can be
shared wvia the World Wide
® [ can explain the types
of media that can he
shared on the WWW
® [ can describe where
websites are stored when
uplooded to the WWW
® [ can describe how to
access websites on the
WWW



Term |B- Programming- Eavents and actions
(Y ear 3)

This unit explores the links bebween events and actions, while pomohd,oi‘umg prior lmnw’\% rduiing, to
sequencing. Learners b.@gxn bld, moying a. sprite in fowr directions (pr down, 141: and. ng}\i) T}w& then explore
mongment within the context of a maze, wsing design to choose an appropriately sized sprite. This unit also
introduces programming extensions, through the wse of Pen blocks. Learners are given the opportunity to draw
hnmwiﬂxﬁprﬁmmm%ﬂw&mundmlpwoém. Thzumimndudmwiﬂlmrnzmsdmignmm
coding their omwn maze- tracing program.

Lesson Brief overniew Learning objectives

|MONm,9a/s,priiz In this lesson, Lmrwfswillifwmﬁg,atehow charocters can To wx,plam}wwaﬁpritznw/uzjsm
he mowned using ‘events’. They will .analyse and improve an an existing project
existing project, and then apply what they have learned to ® [ can explain the

their own projects. They will then extend their learning to relationship hebween an
control multiple sprifes in the same project. event and an .action
® [ can choose which keys fo
wse for actions and explain
nuOLd'wlL@s

® [ canidentify a mway to
UnproNzaProgram



& Maze morement | In this lesson, learners will program a sprite to mowne in four

3 Drﬂ)\/ving Lines

bk Adding

directions: up, down, lzﬁ: andri,ght. Th@g villb.egmb%
choosing a sprite and sizing it fo fit in with o given
background. Learners will then create the code to mone the
sprite in one direction before duplicating and modifying it to
rong in ol four directions. Finally, they will consider how
their project could be extended to prosve that their sprite has
successfully navigated. .o maze.

This lesson will introduce learners to extension blocks in
Scratch using the Pen extension. Learners will wse the pen
down block to drow lines, building on the monvement they
created for their sprite in Lesson & . Learners will then decide
how o set up their project every fime it is run.

In this lesson, Lwrw&willbzgﬂvmﬂ'\zoppori:umi%bo EL
additional Pen blocks. They will predict the functions of new
blocks and experiment with them, bhefore designing features fo

ad,di:oﬂ'\mro)\/vnprodzcbs. F;Ln,alhaL, ﬂm@gmxlladdih@szé@ahum

toﬂwproa,@dﬁandt@siﬂwrzwxthm

To create a program to mowne a
® [ can choose a character
prnwg,p,méz,ci
® [ can choose a suitable size

{orad\arad‘.@rmam
® [ can program monvement

To adapt a program fo o new
conkext
® [ can use.a programming
extension
® [ can consider the real
wiorld when making design
choices
® [ can choose blocks to set

U/P,XTMJ,PI,OQIM

T.o denvelop my program by adding
Jeatures
® I canidentify additional
features (pom A ginven set
of blocks)



S Debugging

morvement

6Makin,9,a

® [ can choose suitable keys

to turn .on additional
features
® [ can build more sequences
of commands to make rmuy
design work
This lesson explores the process of debugging, specifically To identify and fix bugs in a
Looking at how to identify and fux errors in a program. program
LWMBWMIQNWVMWWPIDMWQWM ° Imni‘wsi:apro,gﬂ]m
design and identify bugs within it. They mill then correct the against a given design
errors, gaining independence as they do so. Learners mill ® [ can malch a piece of code
also develop their projects by considering which new setup to .an outcome
hlocks to use. ® [ can modify a program
using o design
In this lesson, learners will design and. create their own To design and create .o maze-
projects. Using a femplate (which can be blank or partially hased challenge
completed), learners will complete projects to mowne a sprite ® [ can make design choices
around a maze, with the option to leave a pen trail showing and justify them
where the sprite has moned. Ideally, projects mwill include ® I canimplement my design

sebup blocks to position the sprite af the stark of the maze and ® [ coan envaluate my projeck
ear ary lines already on the screen.



Term dA- Data .and. information- D.ata
logging (Year )

In this unit, learners will consider how m\dwh%dﬂtaiﬁmuwadowﬂi‘ﬂm. Learners will consider the senses
that hiumans wse to WMWWMDMWMMMW&WW&MWMMWWI@
to monitor the erwironment. Learners will collect data as well as access data captured onver long periods of fime.
They will Look at data points, data sets, and logging internals. Learners will spend time using .a computer to
rwv,l.e)\/var\.danahd/szd,aia. Towwd&ﬂwmdo{ﬂmumi, lwm&w&m&qumﬁommdihmwdaialp%ﬂﬁto

Lesson Brief overniew L earning .objectives
| Amwzrm,g, Learners will consider what data can be collected .and how it is Towplﬂmﬂ\aidabag,aﬂwzdojvzr
Questions collected. They mill think about data being collected. onver time. time can he used to anrewer

Learners will also think about questions that can and cant be | questions
answered using available data, and reflect on the importance of ® [ can choose a data set to
collecting the right data to answer questions. answer A given guestion
® [ can suggest questions thak
mnbzm&wzrzduﬁm%a

,gp\/mdai:o./szi:
® [ canidentify data that can
he gathered over fime



A Data
collection

3 Logging

Learners will build. on the idea of collecting data over time, and | To use a digital device to collect
be introduced to ﬂr&xdmo{@oﬂzﬁing,dammnwbmll%m dﬂi‘,aaui‘,omailmﬂ%

LO AMmmbwﬁ.Twwmmszodmto
the concept that computers can e data from the physical
wiorkd using input devices called ‘sensors’. Learners will
establish that sensors can be connected to dﬂtalog,g,erzs, which
can aukomatically collect data mhile not attached to a computer.

Learners will explore how data Loggers work. They mwill record
data at set moments in time .and drow parallels with the data

® Imnwxplainw}midabo.
A2NS0rA

® I canuse data from a
sensor o answer . given
guestion

® I can identify that data
[rom sensors can bhe

recorded

Towplﬂmihaiadﬂtal,o,ggﬂ

collects “data points” from sensors

points that a data logger captures at regular intermals. Learners | over time

wﬂlmzdabalog,gﬂﬁaw%pomammpuiu, i‘hmﬂ\z%)\/viu
,c,onnzciﬂmlog,gﬂ/si'o a@o;npui@rmdd,ownloadﬂ\zdﬂta.

® Imnrzmgxﬂ&zﬂwiadﬂm
points

® I can identify the internals
used to collect data

® [ can talk .about the data
that I have captured



b Analysing

S5 Data for

LONESWIA

Learners will open an existing data file and wse software to To recognise how o computer can
find out key information. They will analyse a data file which help us analyse data
shows hot water cooling onver time. ® I can wview data at different
levels of detail
® [ can sort data to find
information
® [ can explain that there are
Adifferent ways fo mview daka

LWMAWMMWMWMMWMWUMW To Adﬂ%ﬂ&dﬂiqnzzdzdio
collected data. They mill choose a question to focus on and then | answer guestions

plan the data Logging process that they need fo complete. After ® [ can propose o question
learners have completed their plan, they mill set up the data that can be answered wsing
Loggers to check that their plan will work. This setting up is Logged data

designed to ensure that the data collection will work, and that ® I can plan how to collect
learners will hanve data to wse in the next lesson. dﬂi‘,aumng,ad,aial,o%,@r

o | mnu/szad,abo.l,o%,erio
collect data



6 Answering
Y Whon

Learners will access and review the data that they have collected.| To use data from sensors to
madﬂmb%ﬂ.Th@%wMﬂmmﬂwdabamumto answer guestions

MMWWAMMWngWmmmn. [ Imniniuprddaiaﬂwi:haﬁ
Learners will .also reflect on the benefits of wsing a data logger. been collected wsing o data
Logger

o [ can drow conclusions
from the data that I have
collected

® I can explain the henefits of
wsingadﬂi:ql,o,g,g,@,r



Term dB- Programming- Repetition in games

(Y ear L)

Learners mill wxplorz the concept of repetition in programming using the Seratch erwironment. The unik b.e,gm
with a Scratch ackinity similar to that carried out in Log,o in Pr;o,grwmning aunit A, where learners can disconer
similarities hebween two erwironments. Learners Look at the difference bebween count- controlled and infinite Loops
and wse their knowledge to modify existing animations and games using repetition. Their final project is to
d@signandumi:aa,g,amw}u,dmmmr L n,appbgﬂmgxsi@gmo{pr@grammﬂxgdw;gnﬂvoug}wui.

Lesson

| Using Loops to
Umta/shap.e/a

Brief onverniew Learning objectives

In the first lesson, learners look ak real-Life T.o develop the wse of count-.controlled
examples of repetition, and identify which parts of | loops in o different programming
instructions are repeated. Learners then use Scratch, | erwironment

a block-hased. programming erwironment, o create ® I can list .an everyday fask as a

shapes using count- controlled Loops. They consider sek of instructions including
what the different values in each Loop signify. then repefition

wse existing code to modify and create new code, ® [ can predict the outcome of a
and work on reading code and predicting what the snippet of code

output will be once the code is run. ® I can modify a snippet of code ko

creafe a given outcome



) DWM Loop/s

3 Animate youwr

In this lesson, learners Look at different types of To explain that in programming there
Loo;pjs: W Loo,pxs and. count- controlled Lo;o;pjs. ore uyfuute l,oojp/s and. count- controlled
TWPJ‘MWJ\%MWM Scratch and think i,o,opxs

about which might be more suitable for different ® I can modify loops fo produce a
PUrPOARA. given outcome
® [ can choose when to use a count-
controlled and .an infinite Loop
® I can recognise that some
programming languages enable
mrzﬂmnompmomi‘,o be run at
once
In this lesson, learners create designs for .an To denvelop a design that includes two .or
animation of the letters in their names. The more Loops which run ot the same time
animation uses repetition to change the costume ® [ can choose which action will he
(appearance) of the sprite. The letter sprites mwill all repeated for zach ohject
arumate together mwhen the emvent block (green flag) ® I can explain what the outcome of
is clicked. When they have designed their the repeated action should he
animations, the learners will program them in ® I can evaluate the effectivencss of
Scratch. After programming, learners then evaluate the repeated sequences used. in my
their work, considering how effectively they used PrOGIram

rzp.eiltion in their code.



b Modifuyi a
game

5 Dwsi,g,rm,ga

game

6 Creating yow
Goumes

In this lesson, learners Look at .an existing game To modify an infinite Loop in o given
and match parts of the game with the design. They | program

make changes to a sprife in the existing game to ® I can identify which parts of a
makch the design. They then Look at a completed Loop can be changed.

design, and implement the remaining changes in the ® I can explain the effect of my
Scratch game. Twaddaﬁprii:z, re- e and dwng,e/s

modify code blocks mithin loops, and explain the ® [ can re-use existing code
changes made. snippets on new sprifes

In this lesson, learners Look at .a model project that | To design a project that includes
uses repetition. They then design their own games repetition
based .on the model project, prodicing designs and ® [ coan envaluate the wse of repetition

WrmprwmmWW.TwMzm )Lnapnod',@ci
designs with a partner and have fime to make any ® I can select key parts of a given
changes to their design as recquired. project Lo use in rmuy own design
® Imndu/d,opnx%oﬂvnd@sign
wplamingwhaim%pro}@d:willdo

In this lesson, learners build their games, using the | To create a project that includes
designs they created in Lesson S. They follow their | repetition

algorithms, fx mistakes, and refine designs in their ® [ can refine the algorithm in my
wiork as they build. They evaluate their work once it design
mmnmplzi@dwxdﬁhowwﬂwwwnmﬂiﬂumd ° Imnbuil,dap,no,grmﬂmi:

Jollows my design



o | mwﬂlmiethz/stepﬁl &olbowz,d
when building my project




Term 3A- Creating media- audio Production
(Y ear k)

Learners will identify the input device (microphone) and output devices (speaker or headphones) required to mwork
with sound digitally. Learners will discuss the ownership of digital audio and the copyright implications of
duplicating the work of others. Ln order to record audio themselves, learners will wse Audacity to produce a
podcast, which will include editing their work, adding multiple tracks, and opening and soving the audio files.
Fix‘uo.llx&, learners will evaluate their work .and. gine Mba@k to their peers. T his unit uses ‘school news as .a
context for the podcasts, but this can be changed to suit youwr curriculum.

Lesson Brief overniew L earning .objectives
|.R2,oordin,9 InﬂmL@sﬁon,WMAwﬂlidmh@U\sz@/tho Tox‘dﬂ%ﬂmimundmnbz
sourd record sound and output denices needed to listen to it. TwaaL will recorded
then record their moices using o compiuter, and reflect on what ® I canidentify the inpuk
makes o good audio recording. Lastly, learners will consider and. outpuk devices used.
,ownzr/ship anud /c,opidrught issues related to rf,c,or,ding/s. to record and leaL
sound
® [ can use.a compuler to
record auwdio
o [ can wxplmn that the
person who records the
sound can 50U, who is

allowed to use it



3. Editing

3.Planninga

L. Creating a

In this lesson, learners will record .and re- record their soices to
i,rmproma their rzmrdm,g/s. T}W will edit the rz,c,ordingzs, rz,m,ow,r\,g
Longpawsmandmmi‘,akm. L earners will also Llisten to arﬂng,zoé
podceasts and identify the features of a podceast. They will be
introduced fo the joh of a recording engineer.

In this lesson, learners will record their moices and then import
and align sound effects to create Layers in their recordings.
Learners will learn how to sanre their mork so it remains editable.
T@wﬂlﬂmplanﬂx@rownpodm&twhidxﬂwwﬂlworkonm
future lessons.

In this lesson, learners will record the amoice tracks 4,01' their
p,od,c;a/si:. TJ’\,QA& will remiew their rz,c,ordin,g/s and. re- record 4

Toz»(pl,ami‘hai:ﬂudio
rzcordingzsmnbzadii:ad

® [ can re-record my

NOoike Lo mprove miy

To recognise the dx&fzrzr\i parts
of creating a podcast project

fo make a podeast more
engoging

o | mnzsmznu&prod;ecifso
remain editable

o | mnplﬂn,approprmi‘z
,c,oni‘.eni:,gorap,o,dmzsi:

T.o apply audio editing skills
independently



5. Behind the

6. Exaluating

necessary. Learners will edit, trim, and align their asoice ® [ can record content
rf,c,or,dU\g/s, ,andﬂwxwzﬂ\w;moézd/s,o ﬂn@&mmm {olbwumgwplm
Nv,orking;oniimﬂwmi:l.eﬁ/&on. ¢ IWYMWWW

e [ can im,pno;\/z Y NOICR
recordings

In this lesson, learners will denvelop their podcast further by T.o combine audio to enhance
MMMMMMMWWWDWW.TM mgpodm;stproé,e,ci
audio will be Layered mwith their existing amoice recordings and ® I can.open.my project to

s conkinue working on it
exported as an audio file. o T oo o kRing .

aproa’zcimdwxporﬁng

In this lesson, learners will evalwate their own podcasts and that | T.o evaluate the effective use of
,oéoi‘}wr/s. Aﬁu Lo;okin,gﬂi:ﬂww\/ﬂhmi‘ion, lwrnzr;swilldwdziaf. audio
they can improne their podcast and then make any changes they ® I can listen to an audio
howe chogen. recording fo identify its
strengths
® I can suggest
improyvements to .an
audio recording



o | QPP
wﬁ;n i-zhopzsz opridte
Lmprone "
podcast w




Term 3B- Creating media- Photo editing

(Y ear L)

Learners will develop their understanding of how digital images can be changed and edited, .and how they can
then be resanved and. reused. T}WWM@MWWWMMWWWZQMWMW

effectiveness of their choices.

Lesson Brief onverniew

| Changing digital | In this lesson, you will introdice learners to the concept of

mages. zdi&mgﬂn@g,@smddi&mmw}wtharormiwhngmd}uml.
They will go .on to explore when me need to rotate and crop an
image as well as how to use an image editor o make these
dmm,gws. Learners wﬂlﬂmdimzsimagzmnxpo&ilon.
Learners will relate this to the role of a photographer,
appreciating how this knowledge and skill helps them to
effectively edit their photos in this mway.

Learning objectives

Towpl,ami‘hai:i‘hz

mmzsihono{dig}ial

® I canimprone an image
b)g,,mobaiingii:

® I can explain why I
might crop .an image

° Imnwszp)wi:ozd@xg
/s,o{fb/vurzi:ouopm
Juma,g,e

° Iwm,dzrﬁian,dﬂwtzd}hng
Umgmmnhawwﬂruml



) RwLouring,

In this lesson, learners will look ak the effect that different
,c,ol,our/smdﬁliensmnhmz QN an mage. ThmaL will choose
appropriake effects to fit a scenario, and explain how they
different effects to suit bvo different scenarios. Learners mwill
relate this fo the role of a photographer, appreciating how this
knowledge and skill helps them to effectively edit their photos in
this mway.

In this lesson, learners will he introdiuced. to ﬂ\zd,om,m} tool
ﬂndibsmzmboihd\anmihzmmpofsihonoéap}wtoond
photo retouching.

They will see how parts of a photo can be remoned or
duplicated wsing cloning. Learners will consider what parts of
an image can be retouched and learn technigues to make this
mumoi‘m.wblzmpozs&blz Fjuw,albg,, ﬂwwﬂlmn&dzrw}mii
is necessary ko deip}w,to,graphﬁmﬂ'uﬁw%

Tompl,ami‘hﬂi:oolpunsmn

® I can explain that
make you think and feel

° Imnwwmmi:wiﬂx

® I can explain why I
chose certain colowr
effects

To explain how cloning

editing

® [ can .add to the
composition of an image
by cloning

® I can identify how a
photo edik can be
i,rmpro)vxz,d

o [ mnrzxm;vzparbao{m



Learners will relate this to the role of a photographer,
ﬂ,pprwahng}w)«v ﬂmkxwwlzdg,ewxd/skdlhdpﬁﬂwmto
Wwdgzddﬂ\mrp}wboﬁmﬂu&w%

L Combining In this lesson, students learn how to use different tools to select| To explain that images can
argas of an image. Learners then use copy and paste mithin one | be combined
image and hebween two images to produce a combined image. ® I can experiment mith
Fix‘uo.J.lJaL, learners will consider when its appropriate to edit an tools to /sdf,ci,an,dmp;&
image and discuss some of the ethics around retouching part of an image
photos. ® I can use a range of
fools fo copy hebween

umoges
® I can explain why
photos might be edited

S Creating In this lesson, learners will apply all the skills they have learnt | T.o combine images for a
in the unik so far. They will start by reviewing some images PUrpose
undmmdzrin,gw}wimkmmwlookrmlormadzup. ¢ IWWMWW
Learners will then plan their own image. They will choose from . %ngj‘jtdi;m
a/szlzcb.a')no{mw,g,e/s, open them and edik them to create their _ for my project

own prioject. ® I can create a project

that is a combination of



6 ENﬂlMﬂthg,

This lesson is the final lesson in the unit on photo editing.
Learners will review the image that they created in Lesson 5.
After they hanve reviewed their image, they mwill hove the
opporm%tomakzd\mgmtoﬂwwbmzdonﬂw
review. Learners will then add text to their image to complete it
as o publication.

other images

Towoluai:z}w)«vd’xan,gm

mnimpro/\/famimagz

® I can review images
u,g,aumiagp\/mxmi‘.erm

® I can use feedback to

® [ can combine text and
project



Y ear 0/6 -
Capcle A
Tnpiosbm,n,g

conNered




Term |A- C,onnpui'g sistems and nebworks

DJur this unit, WMMWMWHMMWMD‘WIEADMHWWMWMWNV,Q,C,OIL

%ubwzb&worktogzﬂw online through the use of computer systems. They will also Look ak
computer systems and how information is transferred hebween systems and devices.

Lesson Brief overniew Learning objectives
b Selecting search | Learners gain an understanding of why search To describe how search engines select
resulis engines are necessark to help them find things on the | results
World Wide Web. They conduct their own searches ® I can explain why we need fools to
Year S and break down, in detail, the steps needed to find find things online
things on the weh. Learners then emulate web crowlers ® I can recognise the role of mweb
o create an index of their own classroom. Finally, crowlers in creaking an index
ﬂ\@&mmidﬂw}\%mmwd\%rﬂurnmrzrm ® [ can relate a search term to the
than others. Awdxm,gxnz/smdwc
S How search Learners take part in an unplugged activity fo find To explain how search results are ranked
resulis are ranked oui:aboui:}wwawda.p@gz}smnmnimnimﬂxmm ° Imnorduahﬁtb%runk
whzrziibsrankzdinzswdlrmlbs.ln,gﬂwp&, ® Imnwxplau\ﬂlaiaﬁwchw
Vear 5 learners create paper-hased webpages on a topic thak follows rules to rank results
they are familiar with. They then discoser how their ® I can give examples of criteria wsed
webpages would rank when searching for keywords by search engines fo rank results

relating to their content.



6 How are searches | Learners explore how someone performing a meh

in.ﬂwa\c,e,d?

Year S

LI Tnternet
addresses

Y ear 6

L Data packets
Year 6

search can influence the results thak are returned,
and how content creators can optimise their sites for
searching. They also explore some of the limitations
of searching and discuss what cannot be searched.

Learners explore what is necessary for effective
communication and. the importance of agreed.
protocols. They apply this understanding to IP
oddresses and the rules (Jp,roi‘,o,c,ol/a) that computers
have for communicating mwith one another. Learners
also wse a Domain Name Server (DNS) to translate
weh addresses into IP .addresses.

Learners are introdiced to the concept of packets.
They complete an activity based on transferring an
image across the internet, to see that as well as
messages (fext), other types of data (images, video,
and audio) are also transferred onver the infernet.

To recognise why, the order of results is
important, and to mhom
® I can describe some of the ways thak
search results can be influenced
® [ can recognise some of the
Limitations of search engines
® [ can explain how search engines
make money

To ij,plaux the importance of internet
addresses

® [ can recognise that data is
transferred using agreed methods

® I can explain that internet devices
hawne addresses

® I can describe how computers use
oddresses to access wehsites

To IeCognise how data i/ai'rwusézrrzd
across the internet
® [ canidentify and explain the main
pﬂrbsoéa,daiapadwi



L3 Waorking

Year 6

They gain an understanding of the key parts of a
packet: the header and the data payload.

Learners consider how people can mork together when
Mmzmimﬂmmbmhpn. Thﬂ)&di/sw/s/s)\/v,ay/s
of working and. complete a collaborative online
project. The online mih&mwnmﬂ'\ﬂiimrmzsmn
make simple slides, including text and images. Lf
yowr learners are unswre how to do this, you may.
wish to spend some time on the 7 ear 3 - Desktop
publushm,g, umi:b.qforzﬂrwsl.@s/son.

® I can explain that data is
b’ﬂmfﬁzrrzd oner nebworks in p,adwbs

I mnwxplﬂinﬂmai:alldatqi}'anﬁprrzd
onver the internet is in packets

To ij,plaux how /sJ'\.an,rLg, informakion online
Lan hd,p Jp.e,oplz to work i:og,eﬂw

® [ can recognise how to access

shared files stored online
® I can send information over the
infernet in different ways
I can explain that the internet allomws
different media to be shared



Term |B- Programming- Selection in Quizzes
(Y ear S)

Learners will develop their knowledge of ‘selection’ by revisiting how "conditions can be used in programming,
and then learning how the if... then... else... structure con be used fo select different outcomes depending on
whether a condition is true or ‘false. They represent this understanding in algorithms, and then by constructing
programs in the Scratch programming erwironment. They learn how to mrite programs that ask guestions and
use selection to mni‘rolﬂmouimnmbwszdonﬂmamwzn&gﬂum. Th@&wszi‘hmkmwlﬁdgzbo dw,gnawm
response o a given task and implement it as a program. To conclude the unit, learners evaluate their program
by identifying how it meets the requirements of the task, the ways they have improved it, and further ways it
,c,oulxib.em,promzd.

Lesson Brief onverniew Learning objectinves

Explori,r\,g conditions | In this lesson, learners renvisit PIreNioMs l.wrnuxg on selection’ To wpl,am how selection is
and identify how ‘conditions” are used to control the flow of wsed in computer programs

,o,dwon/smgpro,grum. T}Lu&wzmi‘,roducuii‘,o ﬂnzbl,odm{or o [ can recall how
ws)mg conditions in programs )uusuwg the Scratch p,ro,grmrunm,g conditions ore used.
erwironment. They modify the conditions in .an existing in selection

progrmmdxdﬂ\h@ﬂmuwdﬂ\mm



® [ canidentify
conditions in .a
Program

® [ can modify.a
condition in a
Program

Selecting outcomes | Ln this lesson, learners will denvelop their understanding of T o relate that a conditional
selection by using the if... then... else..” structure in algorithms | statement connects a
undpro,grm.T}wAaLNerz)wsiiihznzzdbomzr itlon in condition to an outcome
selection to ensure that conditions are repeatedly checked. They ® [ can use selection in
identify the bwo outcomes in given programs .and how the an infinite Loop to
condition informs which outcome will he selected. Learners use check .o condition
this knowledge to write their own programs that use selection ® [ canidentify the
with two outcomes. condition and

outcomes in an ...
statement

o [ can create a
program that uses
selection Lo produce
different outcomes



A/skm,g, questions

Dngnﬂ\ga,cwbz

In this lesson, learners consider how the “if... then... else... T.o explain how selection
mmzmnbzmzdioidu%bwormppnﬁmtoabinan& dirzd)aﬂfwﬂ,owoéa

,oru.@sii,on (one with a ‘)Hm O 1O arBMWer). T@Mﬂwiﬂw progranm

answer fo the guestion is the ‘condition’, and wse algorithms ® [ can explain that
with a branching structure fo represent the actions that will be program flow can
carried ouk if the condition is true or false. They learn how branch according to
questions can he asked in Scratch, and how the answer, a condition
supplied by the user, is used in the condition to control the ® [ can design the flow
oulcomes. Twwmalg,onﬂmbo d@signapno,grami‘hai ,oéap,ro,grmihﬂi:
uses selection ko direct the flow of the program hased on the contains if... then...
answer provided. They implement their algorithm as a program else...
and test whether hoth outcomes can be .achiered. e [ can show that a
condition can direct
program flow in one
of bwo wiauys

In this lesson, learners will be provided with o task: to use To design a program that
selection to control the outcomes in an interactive quiz. They uses selection
wﬂlouﬂmzﬂmrmwirﬂnmiﬁoéﬂmtaﬁkandwmalgpmﬂm [ Imnouﬂimagpvm

MWWMWMWMWmanWMMMDLW task

outcomes based on the answer given. Learners will complete ® I canuse.a design
their designs by using design templates to identify the questions format to outline muy
that will be asked, and the outcomes for hoth correct and project

incorreck answers. T.o demonstrate their understanding of how ® [ canidentify the



they are using selection to control the flow of the program, outcome of wser inpuk

learners will identify which outcomes mill be selected hased on in an algorithm
GINRIN TREPONSRS.

In this lesson, learners will use the Scratch programming To create a program thak
erwironment to implement the first section of their algorithm as | wses selection

a program. They will run the first section of their program o ® I can implement my
fest whether they have correctly used selection fo control the algorithm to create
outcomes, and debug their program if required. They will then the first section of
continue mplmwnhn% their oig,oriﬂfw\. Q5 O Progroum. Once MUY program
completed, they mill consider the value of sharing their ® [ can fest my
program with others so that they can recewve feedback. Learners PrOgrom
mn@@ﬂw%onbgmmﬂwlmrm&wam ® Imn/sh,o.rzm%
providing feedback on it. program with others

In this lesson, learners will return to their /:,omplz,tad PrOGgIrama T.o envaluate MUY Program
ﬂndidﬂ\ii@w%mwhmhﬂmprogfmmbzimprode.Tw ° Imnidzn%wagﬁ

will focus on issues where answers similar o those in the the program could he
condition are given os inpuls, and identify ways to aroid such improved.

problems. Learners will also consider how the outcomes may, ® I can identify the
change the program for subsequent users, and. identify how setup code I need in
they can make wse of ‘setup’ to prowvide all wsers mwith the same ITUy Program

experience. They mwill implement their identified improvements by ® I can extend my
rziurmn,g to the Scratch Progranming erwirorument and ,oddm.g progranm Mﬂw



to their programs. They conclude the unit by identifying how
they met the requirements of the given task, and identifying the
,azsp.e,cba o{ i:throgrmni‘hai worked mell, i‘ho/szﬂ'wg, impno;vzd,
and areas that could improve further.




Term dA- Data and ln,j:ornw.iion-
Spreadsheets (Year 6)

This unit introduces the learners to spreadsheets. T@willbzmpporiszongﬂmm,gdﬂmmio columns .and.
rows to create their own data set. Learners will be taught the importance of formatting data to support
caleulations, mhile also being introduced to formulas and will begin fo understand how they can he used to
produce caleulated data. Learners will be taught how to apply formulas that incude a range of cells, .and apply
@onmlsti:o nuxlhpkecdlﬁb%duphmhngﬂwn waﬁwulmzﬁprmdﬁ}\zebsto plmmwuxtmdﬂmwzr
questions. Finally, learners will create charts, and evaluate their results in comparison to guestions asked.

|esson Brief overniew L earning .objectives
| Collecting data Learners will collect .and. organise daka in a format of their To create a data set in a
choice. They will then explore how data can he structured in a | spreadsheet
table. Finally they will input data into a spreadsheet. ® [ can collect data
® [ can suggest how o
structure my data
® [ can enter data into
a. spreadsheet

) Fornxatﬁng,a meawﬂldwdopﬂw)rundu&iundingo{ihz&trudﬂrzo{a T.o buld a data set in a
spreadsheet spreadsheet. They will be introduced to cell references, data spreadsheet
iterms and the concept of formatting cells. Learners will see data



3 What's the
@rmul,a?

items formalted in different ways, they will then choose
formats for data items before applying formaks in their own
/spfwd/shzet.

Learners will begin to use formulas to produce caleulated data.

They will understand that the type of data in a cell is
important (e.g. numbers can be wsed in caleulations whereas
words cannot). Learners will create formulas to use in a
inputs will change the output of the calculation.

® [ can explain what
an ifem of data is

® [ can choose .an
appropriate formak
for a cell

® Imnappb&m
appropriate formal to
a cell

T.o explain that formulas
can be used to produce
calculated data
® I can explain which
data types can be
used in calculations
® [ can construct a
formula in a
spreadsheet
® I can identify that
changing inputs
d\ﬂ;\,gmoutpubs



L Coaloulate Learners will calculate data wsing the operations of To apply formulas to data

dUPlith— mulhplm,twn subtraction, division, .and addition. T}wtaL il ® ] can caleulate data
use these operations fo creake formulas in o spreadsheet. using different
Learners will then hegin to understand the importance of operakions
creaking formulas that include a range of cells and the o [ can creale a
advantage of duplicating in order to apply formulas to formula which
rulkiple cells. includes a range of
cells
® Imnapph&a
formula to multiple

S Ewent planning Learners will plan .and calculate the cost of an event using a To create a spreadsheet to
spreadsheet. They will use a predefined list to choose what they | plan .an event
WOMMMWMMMM,MWMWMWM o [ canusea

answer guestions on the data they have selected. Learners mwill spreadsheet fo
be reminded of the importance of organising daka and will then answer queskions
create o spreadsheet wsing formulas to work out costs for their ® I can explain why
envent. data should he
organised
® Imnapph&a



,amwuqumh,o' IS
6 Presenting data | Learners will gain skills to create charts in Google Sheets. They | T.o choose suitable ways to
will evaluate the results from their charts to answer questions. | present data
FW,WMAWMWWMWMMWQWZ [ Imnp,ro,dm,a
different software tools onvailable within spreadsheet chart
ﬂpp,hwh/omboprz/smidai‘,a ® [ can use.a chart to
show the answer to a
question
® I can suggest when
to use a table or

choart




Term dB- Programming- Sensing movement

(Year 6)

This unit is the final KSQ programming unit and brings together elements of all the fowr programming
constructs: sequence from Year 3, repetition from Year b, selection from Vear 5, and mariables (introduced in
Year 6 - Programming A'. It offers pupils the opportunity to wse all of these constricts in a different, but still
Jamiliar erwironment, while also utilising a physical device — the micro:hit. The unit begins with a simple
program for pupils to build in and test within the new programming erwironment, before transferring it fo their
micro:bit. Pupils then take on three new projects in Lessons &, 3, and &, mith each lesson adding more depth.

|esson Brief overniew

| The micro:hit Pupils will be introduced. to the micro:hit as an input, process,
output device that can be programmed. Pupils will familiarise
themselnes mith the dewvice itself and the programming
erwironment, before creating their own programs. They will
then run their programs on the dewvice.

Note: This unit is written assuming that you will be using a

desktop or laptop computer (not a tablet) to connect micro:hits.

L earning .objectives
To create a program o run
on o controllable dewrice

® 1 can.apply my
krowledge of
progromming to a
new erwironment

® [ can test my
PIrOGram on an

emulator



® [ can transfer my
progrmi‘,oa

condrollable denvice

& Go mith the flow | Pupils will explore how if. then, else statements are used. to T.o explain that selection

3 Sensing inpuls

Adirect the pdow o{ Q. program. Th@y il uwﬂalh& relate % then, | can control the p\o)«v o{ a

else statements to real-mworld situations, before creating progranm

programs in MakeCode. They will apply their knowledge of if, ® [ canidentify

then, else statements to create a program that features selection examples of
influenced by a random number to create a micro:bit fortune conditions in the real
teller project. workd

® [ can use.a variable
statement to select the
flow of a program

® [ can determine the
flow of a program
using selection

Pupils will initially wse the buttons to change the malue of a T.o update o mariable with
warioble using selection. They will then develop their programs | a wser input

fo update the variable by moning their micro:bit wsing the ® [ can use.a condition
WOWMWMMA.FW,MWMWHMQ iodmg,ea)vﬂriablz



b Finding your
WA

wariable s value remains the same after it has been checked by ® [ can experiment
the program. with different
physical inputs
® [ can explain that
checking a nvariable
dpzjsn’i:dW\g,eibs
ralue

Pupils will apply their understanding of the importance of T.o use an conditional
order AN programs. TJ'\,QxaL wiuﬂqmmzopﬂmmﬁdzdwonto statement to compare a
determine the flow of a program. Pupils will then modify a ~rariable to .a smalue
program which will enable the micro:hit o he used as a ® [ can use.an operand
nowvigational device. To code this, they will adapt the code they (eg. <>=) inan if,
complefed to make a hasic compass. then statement
® [ can explain the
importance of the
order of conditions
® Imnmjodiff%a
program o achieve a
different outcome



5 Dmi,gmn,ga/sbz,p
counter

6 Makm,ga/sizp

Pupils will be working ok the design lenel. They will pick out To design a project that
[eatures of a step counter, a piece of fechnology with mhich uses inpuls and outputs on
Mmzhkdx&tosz.TWwﬂlﬂmrdﬂ&ﬂ\om a controllable dewvice
Jeatures to the sensors on a micro:hit. In the main activity, ® [ can decide what
pupils will design the algorithm and program flow for their wrariables to include
step counter project. in a project
® [ can design the
lgorithen for my
project
® I can design the
progrom flow for my
project

Pupils will wse the design that they have created in Lesson S to | T.o develop a program to
make a. micro:bit- hased step counter. First they will review their | use inputs and outputs on

plw‘us, ,{oll,owdbiéumhn,gﬂwm,dz Pupil/s will test and a controllable dewvice

debig their code, using the emulator and then the physical o [ can create a

device. To successfully complete this project, Pupils will need to program hased on

demonstrate their understanding of all the programming . design

lessons theywne hod so far. ® I can fest my
progranm against my

design



o | Lan Use 4. range of
approaches to find
and fux bugs




Term 3A-

Creating Media- Web Page

Creation (7 ear 6)

Learners will he introdiuced to Umiun,g websites {f,o,r a. chosen PUrpOSL. waﬁiduxh@whatnmkmagpod weh
page and wse this information to design and evaluate their omwn website using Google Sites. Throughout the
priocess, learners pay specific attention to copyright and fair use of media, the aesthetics of the site, and

Lesson

| What makes a
good. website?

& Becoming a meb

Brief onverniew Learning .objectives

In this lesson, learners will wplprz and. resiew T.o review an existing website and
wxisting mebsites and. evaluate their content. They will | consider its striucture

hawe some understanding that mebsites are created by ® [ can explore a mebsite

wsingHTMLLo,dz. ° Imndimﬂmdiwrm\i
types of media used on
wehsi
® [ know that wehsites are
wiritten in HTML
In this lesson, learners will take on the role of a web | To plan the features of a meb page
designer, focussing on the initial design stage of ® [ can recognise the common
creating o website. Learners will Look at the different Jeatures of o weh page

W@me@l&b&mGooglzsmmm ° Imnﬁuggzﬁimzdjato
Mownwszagzonpﬂw. m,du,dzonm%pa,gz



3 Copyright or
copyWRONG?

L How does it Look?

Homework: Learners will Look .at two of their
[anourite websites and sketch them .on the worksheet
provided, detailing the similarities and differences.
Note: F.or the homework activity., teachers could
provide printed "home page’ images for anyone who
doesn’t hawve internet access at home.

During this lesson learners will hecome familior
with the terms “fair use and copyright’. They mill
gain an understanding of mhy they should only use
copyright-free images and will find appropriate
images Lo use in theur work from suggested sources.
Th@& will understand how to search, reuse and.
reference images under creative commons to enable
them to he respectful and responsible online users.

Homework: Learners answer a series of
questions based on copyright and fair use.

Learners will revise how to create theu own weh page
in Google Sites. Using their plan [rom previous

lessons, learners will create their omwn weh page/home

poge. Thﬂ&wﬂprwxwﬂﬁwwszagzmiiwﬂl

® I can draw a meh page
iagpuiﬂmm;n%wpo&

T.o consider the omnership and wse
of images (copyright)
® I can say why I should use
copyright- e imases
o | mn@ndmpxanght-{n&

mages
® [ can describe what is meant
o | kxww}wwi‘,omzi‘zdm,olo%

respectfully and responsibly
when online

T.o recognise the need to preview

pages
® [ can.add content to MUY oWN

weh page
® [ can preview what my web
page Looks Like



S Follow the

6 Think before you
Link!

appear on different devices and suggest or make edits ® I can evaluate what my web

to inmprove the wser 2xperience on each dewice. page Looks like on Wfﬁt
devices and suggest/make
edits.

During this lesson, learners will begin to appreciate T.o outline the need for a navigation

the need to plan the stricture of a mebsite carefully. path

They will plan their website, paying attention to the ¢ I@Ww}@a

nowigation paths (the way that pages are linked . ?M*Q’ah“onf;ﬂ;"ﬁ&

together). They mill then create multiple webh pages for n;jn on ANMQ [

their site and use hyperlinks fo link them together as o T can make multiple weh
hyperlinks

Learners will consider the implications of linking to To recognise the implications .of

mnw\iownzdb%oﬂwupwplzmduw&}wm antomr&eniownzdb%oﬂw

on their own websites that Link to other people’s work. people

They will then envaluate the user experience when ¢ Imnwplﬁnﬂmuw%
wsingﬂ'\mrown szb/siiizmdﬂwioé another learner. 2ﬁwﬁ e o
° Imnumtz}whnkﬁbohnk
to other peoples mwork

o [ can evaluate the user
wxperience of a website



Term 3B- Creating Media- 3D Modelling
(Y ear 6)

Learners mill ,dwvzl,op their Jan,owlzd,g,z and. Am,dznsiun.dxng of using a compuler to pf,o,du,ca 3D models. Learners
il uuh,all% Wm themselves with Nvorkm,g in o 3D space, MMONING, Ieslzing., and dupl).mi:u\,g obd',e,d:/s. T}‘uaaL
will then create hollow objects using placeholders and combine multiple objects fo create a model of a desk tidy.
Finally, learners will examine the henefits of grouping and ungrouping 3D objects, then go on to plan, develop,
and envaliuate their omwn 3D model of a building.

|esson Brief onerniew Learning objectives
| Introduction to 3D | Learners will be introduced to the concept of 3D modelling by T.o recognise that you can
modelling creating o range of 3D shapes that they select and more. work in three dimensions
Learners also examine shapes from a mariety of views within | on .a computer
the 3D ApOLR. e [ can add 3D
shapes to a projeck
e I can wiew 3D
shapes [rom
difforent



& Modifying 3D

3 M,GJ‘QE_ %,OUJ“ LM
mmzb,adg,e

Learners will manipulate 3D objects digitally. They mill resize
,obé,e,cbsmom, bwo, and three dimensions. Th@y will also l)%fi
and Lower 3D obé,@cba relative to the M/orkplam, and. combine
bwo 3D objects to make a new shape. Finally learners will
recolowr 3D obézd‘/s.

Learners will develop their understanding of manipulating

,di,giial 3D ob{j,@cbs. ThexaL will rotate obd',ubs in thuee dimensions,

duplimtzobéﬂ,d‘/s, andﬂwstz,groupﬂug,wmiungﬂmwbo

manipulate marwy objects at once. They will combine these skills

o create their own 3D name bhadge. Finally, learners will

consider the procticality of 3D printing the objects they have
made.

e I can .mowne 3D

/sh,ap.@s relative to

Lone MDIU"LQJ"

To identify that digital 3D
objects can be modified
o [ can resize an
objeck in three
dimensions
® I can Lift/lower 3D

objects
® [ can recolour a 3D
objec
T.o recognise that objects
can be combined in a 3D
model
® [ can rotate objects
® I can duplicate 3D
objects
® I can group 3D
,obé,e,c,bs



L Making o desk
bidy

S Planning a 3D
model

6 Make yowr own
3D model

Learners will be introdiced to the dimensions of shapes in To create a 3D model for
Tinkercad which will enable them to accurately resize and more | a given purpose
/sh,ap.@s. wa&willﬂmbzﬂ&rodmtoplam)wldzrﬁw}udx [ Imnawatd%
can be used to create holes in objects. Finally learners will size 3D objects
duplicate, then resize multiple objects to create a meaningful 3D ® [ can show that
object. placeholders can
creake holes in 3D
objects
® [ can combine a
~umber of 3D

objects
Learners will see how architects use 3D design to misualise and | To plan my own 3D model
plan buildings .and communicate mith clients. They will explode ® I can.analyse a 3D

3D models of buildings to see what shapes they comprise of. model

Learners will then Look .at real morld structures and xdu% the ® [ can choose ,obé,edzs

WMMW.TWWMMWMown3D to wse in a 3D

building design, thinking about some of the ways in which model

real- world architects wse these tools. o [ can combine
objects in a design

Learners will create a computer 3D model bhased on their design. | T.o create my own digital

Th@& wvill wxplorz NvJ'uaL ﬂr,d‘xiiie,cbsmig}wiwszCAD sofbware 3D model

,ol,on,g/sxdz troditiornal skills. Th@& will then evalwate theiu model



and that of another learner, hefore modifying their omn model o [ can construct a
fo improwse it. 3D model based on

adzxsign

® Imnwpl;omhpw
my 3D model could
b.eimpr,ONz,d

® Imnmod%nv&
3D model to improne
it




Year 3/l - Cuycle
:

1 opi,os szm,g conered

Term |A- Computer siystems and nebworks

The children mill learn to denelop their understanding of digital devices and understand inputs,
prom/s/smwxdoutpubs. T@wﬂlbokaidig@lwmdmn—wwmm}ww MWM
the internet. Twag, will Looka,tﬂmm,t@m,@tbm%a ‘nebw.ork of nebworks .and that the W.orld W.ide
Weh is part of the internet by exploring it for themselves and looking ak confent shared. online.

Lessons [-3 Vear 3

Lessons k-6 7Vear &



Lesson

| How does a

WOrk?

Year 3

Brief onverniew Learning objectives

This lesson introduces the concepts of input, process, and | T.o explain how digital
outpuk and how to protect devices using secure devices function
passwords. These concepts are fundamental to all digital ® [ can explain that
inputs
® [ can explain that
digital dewvices prodice
outputs
® I can follow a process

® I can explain what
makes A secure

password

Learners will develop their knowledge of the relationship | To identify input .and output
b@vwwm,gom,mdomm%uto denices
devices and parts of dewvices that they will be Lamiliar ® [ con classify inpuk
with from their everyday surroundings. and. outpuk devices

® Imndmibza/simplz

PDO,CQ/S/S,



3 Howdodigiial
devices help us?

Y ear 3

® [ coan design a digital

denice

Learners will apply their learning from Lessons | and & | T.o recognise how digital

by wsing programs in conjunchion with inputs and

devices can change the way

/oui’,pubs onadigitoldwma. Th@y will create bwo pmo% that we work

wiork with the same focus, using digital devices to create
one piece of work, and non-digital tools to create the
other. Learners will then compare and. contrast the two
approaches.

® Imnwxplﬂm}w)«vl

I can recognise

aond using n,on—digital
tools

I can suggest
differences bebween
and. using non- digital
tools



L What is a
wehsite?

Y ear b

S Who owns the
weh?

Year b

Learners will analyse a mwebsite and identify the key T.o describe how content can
w&.T@wﬂlﬂwmmmiduwhatmnt@ntmnbzaddﬂi be added and accessed on the
to wehsites and what ,{ad:onsﬂw)&/shoul,d corsider b.efﬁorz W.orld Wide Weh (WWW)

adding content to a wehsite. Finally, they will use a ® I can explain what
wiehsite which enables them to create their own content media can be found on
online. wiehsites
® [ can recognise that I
can add content to the
WWW
Imnwxpl,aini‘hoi:
internet sernvices can be
used to create content
online
Learners will explore who omins the content on the Woorld | T.o recognise how the content
Wide Weh (or ‘meh” for short). They will explore a of the WWW s created by
narigky of websites and mill irvestigate what they can people
and cannot do mith the content on them. They will .also ® [ can explain that
relake this fo principles of omwnership and sharing in the websites and their
real world. content are created by
people
° Imnmg,g,@st)«vho
owins the content on

websi



I can explain that there
are rules o p,noi:@ot
content

6 Can I heliere Learners will gain an appreciation of the fact that not To evaluate the consequences

what T read? enverijthing they see on the internet is true, honest, or of unreliable content
W@.T}%willrwwmag,@smddmdzw}wﬂ\uor ° Imnwxplﬂmﬂmai:n,oi
Your s not they are real, before Looking at why weh searches can enverything on the
refurn ﬂ.nmb).gu,ows (and. sometimes m/slz,a,dxn,g) results. W.orld Wide Weh is
Fm.oll%, learners will complete o practical activity, true
demonstrating how guickly information can spread ® I can explain why
beyond their control. some information I
pn,d. online gy not he
honest, accurate, or
logal
I can explain why I
before I share or

reshare content



Term |B- Programming- Sequencing sounds

(Year 3)

T}uﬁumimplorzﬁﬂmmnczpi of sequencing in progranmming ﬂnroug}\ Scratch. Iibzg}n&wiﬂwminbwdud‘bonto
ﬂ‘mzpro,grmrum,r\,g erwironment, which will bhe new to most learners. TJ’\,QA& will be introduced to .a selection of
motion, sound, and event blocks which they mwill use to create their own programs, featuring sequences. The
final project is to make a representation of a piano. The unit is paced to focus on all aspects of sequences, and
makzwzﬂmthwwkwd,gzbsbmﬂ:ma/strudurzdmm. Learners also appb&/si@gmoépro,gramd@sign

through this unit.

Lesson Brief onverniew Learning objectives

| . Introduction to Scratch This lesson introduces learners to To wpl,orz O N PIrOGIrAmImNG
A New progranmming erwironment: | erwironment
Scratch. Learners will begin by ® | can .identify the objects in a
comparing Scratch to .other Scratch projeck (/spni‘.@a ba@k,drop/s)
programming erwironments they ® | can explain that objects in
may have experienced, before Scratch howve attributes (Linked to)
familiarising themselves with the ® [ can reco that commands
hasic Layout of the screen. in Scrakch are represented as

blocks

.y Pnog,ramnun% sprites In this lesson, learners will create | To Ldﬁf% that commands harve
MNmmiprmrzﬂwnomwm an odtcome ® I can create a
In doing this, they will design and | program following a design and
mplmmibhwmdz and then will unduxstandﬂwi:mdx&pﬂfcam
Umtamdztorﬁplxmteawm mnh’oll.edb;&ﬂmm;nmandﬁl




oitcome. FMLLH,, ﬂ\@g il

choose ® 1 mnprwdﬂmmdung,

mpﬂuwwiihnzwmh,onbl,odbs. blo@k&mzdiom;uzazspﬂiz'l
actions
3. Sequences & In this lesson, learners will he To explain that a program has a
inkroduced. fo the concept of start
sequences by joining blocks of code | ® I can start a program in
together. They mill also learn how | different woys
envent blocks can be used to start o | ® I can creake o sequence of
project in o mariety of different connecked. commands
W%A.Indoin%ﬂuﬁ,ﬂw%wiu OImnwx,plaU\ﬂwiﬂmobd’ubsm
apply principles of design to plan | my project will respond exactly to
and. creake o project. the code
k. Ordering commands This lesson explores sequences, To recognise that a sequence of
and. how they are implemented in a | commands can have an order
simple program. Learners have the | ® 1 can explain what a sequence is
opportunity to experiment with ® [ can combine sound commands
where order is and is rot OImnordzrmiiminiio,a/sW

important. They mwill create their
oW SROMences from given designs.

5 . LDDJUJ‘LQ, QJODA

This lesson demvelops learners
understanding of sequences by
giving them the opportunity to
combine mobion and sounds in one
sequence. They will also learn how
fo use costumes fo change the

appearance of a sprife, and.

To change the appearance of rmuy
project

® | can build a sequence of
conmumands

® | can decide the actions for each
sprite in o progrom




b,adedr,opsi:o;changzﬂw
app.wrmo{ihz/siagz. Th@ywill
apply the skills in Actinvity | .and d
i‘,o;d.ezsignan,duzai:zﬂw,own
project, incuding sequences, sprites
with costumes, and multiple

® [ can make design choices for
. arbwork

backdrops

6. Makm,gmmi‘,rwnmi In this lesson, learners will create | To creafe a project pvomai‘a/sk
A ruusical nstrument in Scratch. description ® I can identify and
They will apply the concept of name the objects I will need for a
design to help develop programs | project
and. use programming blocks — ® | can relate a task description to
which they hane been introduced to | a design ® I can implement my
i‘hnou,g}\oui:ﬂ\zumi. ThexaL will learn ol,g,oriﬂunmoodz
ﬂwimdzmnbzmpizdﬁom,om
sprite to another, and that projects
should be fested to see if they

perform os expected.




Term dA- Data .and. information- Bran,c}ung_
databases (Year 3)

me&wﬂldwdppﬂwmﬁmwngoéwhﬂiabrwmmbaﬁzmm}wwio;c,rzoiaom. Th%willmz
gm/no Whon/ai‘,o ,gmnmunduﬁbamgo{w}wiattmbut@amzmd}wwtowih@mio /s,ori,group/soé
objects. Learners will create physical and .on-screen branching databases. T.o conclude the unit, they mwill create

AN ification tool using a branching database, mwhich they will fest by using it. They will also consider real-
world applmhom {or br,cumdxu\g databases.
Lesson Brief onerniew Learning objectives
| Yes or no L earners will start to @cpl,orz Questions with Ad,QJS/ILO T.o create Questions Mith ,H,QJS/ILO
questions answers, and how these can be used fo identify and ONSWRIA.
compare obd',ubs. TJ'\maL will create their own Ad,QJS/M ® [ .can irwestigate questions

W@,h#orzu&n@ﬂmziosphﬁamlluﬂono{ o T con u,p.,axé,@s/n,o
objects into groups. question about a collection
,oé ob{j,@cbs
o [ can create bwo QJ'DU.P/S/Oé:
objects separated by one

attribute



2 Making
,QJ',OU.,PJS

3 Creating a

[ Si:mmb.mm,g a

Learners will develop their understanding of using To identify the attributes needed to
qumﬁon/s with Ad,Q/i/ILO answers to group obé,@ci/s more than | collect data about an Dbg'ﬂﬁji

om.TWwﬂlernMwiomrmgzohézstU&oatrze ¢ Imnzslezci:maﬁ:mbu,tai’,o
structwre and will contirue to think .about which attributes separate objects into groups
the _ b ° Imnumi‘,za,gﬂ)upoé
Vs are - ' objecks within an existing
Ggroup
[ Imnwrang,zobé,ectsin,toa
tree striucture
Learners will continue to denvelop their understanding .of To create a branching database
ordering objects/images in a branching database ® [ can select objects to
structure. They will learn how to use an online database arrange in o branching
i:oolioarran,g,aobd’mmioabfm\d\ingdamb@sz,w\d . Imn;groupol' ,
will create their own arue/sbon/s with )Hm/n,o ONEWRIA. / .
T OWN AJes mxy.wstwms
Learners will show that their branching database works o T con fest my hranchi
through festing. database to see if it works

Learners will continue to denvelop their understanding .of To explain why it is helpful for a
how to create a well- striuctured database. They mwill wse database to he well structured

attributes fo create questions mith yes/no answers, ond o I mnuz,ai'z,gm/n,o
will apply these to ginven objects. Learners will compare the Er;@sh,omwn%,gmm
efficiency of different branching databases, and will he o T con co -+ bvo
able to explain why questions need fo be in a specific branchi |
order. etruchures

® I can explain that questions



need to he ordered carefully

to split objects into
similarly sized groups

S Planning a Learners will independently plan a branching database by | T.o plan the structure of a
brwmchumg Uwhngapiwﬁmlrwmmnoéomﬂmiwﬂlwﬂ\h@ bfmwgdﬂiﬂbﬂ&

database different types of dinosaur. They will continue to think ® I can independently create
about the attributes of objects to write guestions mith ﬁﬁm@mwma
Hm/manwn&,w}udxwﬂlmblzﬂ\mtowﬂiza o T con croate ons that
group of objects effectively. Learners will then arrange the mill enable objects to he
questions and objects into .o free striuchure, hefore festing uniguely identified
the structure. [ Imnumi:zap)\g/siml
nersion of a branching

Adatabase



6

Makin,g,a
UNOACU™

Learners will independently create o branching database | To independently create an
MM@WWWD{AMW,MMADAW idU\ﬁWDnto;ol

paper-hased mersion that they created in Lesson 5. They ® 1 .cancreate o branching
will then work with a partner fo test that their database database that reflects my
wiorks, hefore considering real-world applications for . ?Jf;\n work with a partner
br ak ' o test muy identification tool
o ] mn/sug,g,@sirml—w,orld
Jses for brarvdn’ng

Adatabases



Term dB- Programming- Repetition in
shapes (Yeor k)

Learners will create Progranms bxaL Plaxuun,g md%,mg and. tezshng commands to create /sh,ap.e/a and. ),:zaiizrms
T}wLaLNlelwsz Lo,g,o, ai:zjxi-bazszdpfo,grﬂmm,g langua,g,e T}wsumi:usi‘thnst o&i‘}mi‘mx) p,ro,g,rwmrun,gxuubam
Y zar b and Looks at repetition .and Loops mithin programming.

Lesson Brief overniew Learning objectives

| Programming | This lesson will introdice pupils to programming in Logo. To identify that accuracy in
a. screen turtle Log,o mgt@d-baﬁzdp’ogrwmmlawwhﬂzwlﬁ pro,gfwmm,r\,g,bsimp,oriani:

Iype commands that are then drown on screen. Pupils will ® I can program a compuler

learn the basic Logo commands, .and will wse their by typing commands

krowledge of them to read and write code. ® I can explain the effect of
changing o value of a
command.

® [ con create a code snippek
{oragpvmwpo&z



& Programming | In this lesson, pupils will create algorithms (o precise set of | To create a program in o text-

letters

3 Patterns and.

[ Ufsm,g Loop/s
fo create shapes

ordered instriuctions, which can be turned into code) for their | hased language
W.TWWMMUWMWrMb%WfM ° Imnmzatunplafzi:o
them in Logo commands to draw the letter. They mwill debug draw what I want my
their code by finding and. fixing any errors that they spot. program fo do
° Imnwrii‘zmalg,omﬂm
to produce a given outcome
® I can test my algorithm in

a text- bhased language

In this lesson, pupils will first Look at examples of patterns | T.o explain what ‘repeat’ means
in everyday Life. They will recognise where numbers, shapes, ® I can identify repetition in

and symbols are repeated, and how marwy times repeats enveriydoy tasks

occur. They will create algorithms for drawing o square, ® [ canidentify patterns in a
using the same annotated diagram as in Lesson &. They will A2OuLNCE

use this algorithm to program o square the Long mioy., and ® [ can use a.count-
recognise the rzpmtzd p,oiiern within a AQuATE. Onrce ﬂ'\.&d, conkrolled Loop to prod;ucz
know the repeated pattern, they will use the repeat command a. given outcome

within Logp to PrOGIranm AQUOres the short QY.

In this lesson, pupils will work with count- controlled Loops | T.o modify a count-controlled
in o range of contexts. First, they mill think about a real-life | loop to prodice a given outcome
ij,anxplz, then ﬂ'\ZAd, will more on to Asing. count- controlled

Loo;pxs in rf,g)ul,ar D /shapm T}wlaL will trace code to prf,diri



S Breaking
things down

which shapes will be drawn, and they will modify existing ® I canidentify the effect of
code by changing nvalues mithin the code snippet. changing the rumber of
il;n@sabazski/arzp.eated
® [ can predict the outcome
of o program containing a
L,ouni—mni‘ﬂ)ll.edl,oop
® [ can choose which values

to change in a loop

In this lesson, pupibswill 4‘,001/3 on ,dmonxpofsii‘ion. Th@g wil | To dmornp,omai‘,azskini‘,o srmuall
break down everyday tasks into smaller parts and think steps

about how code snippets can be hroken down to make them ® I canidentify chunks of
easier Lo pl,onw\,d)«work with. T}‘uaaL will learn to create, actions in the real world
name, and call procedures in Logo, which .are code snippets ® [ coan use.a procedure in a
that can be reused in their programming. PrOGIram
® Imnmplamﬂmai:a
compiter can repeatedly

call a procedure



6 Creating a In the final lesson, pupils will apply the skills that they have | Tio create a program that uses
progranm learnt in this unit fo create a program containing o count= | count- controlled Loops to

conkrolled Loop. Oner the course of ﬂﬂ\;lﬁ/s/sjon, they wjl}tdl prodiuce a given outcome

design wrapping more one shape, w A

ﬂw)& will create wﬁpﬁf&m that wses count-.controlled ¢ ;:in W ° {j:;gfm
Loops. They will begin by creating the algorithm, either .as an Sl
annotated sketch, or as a sketch and algorithm, and then controlled Loops
uwwummdz.T}w%demngorkﬂwowg}wut ° IWWU&D{»W
and envaluate their programs against the original brief. design to wrike o program

o | mndwdopnv&pf,ogfm
by debugging it



Term 3A- Creating media- Desktop
publishing (Year 3)

LWMAWMWMWWMIWMM t@dmdun@g,@sm\dmwdysmdundﬂ/standﬂ\aiﬂw%mnbz
uused to mmnm&mmmowmgnhm. Th@&mﬂluﬁzdmki:oppubh/s}ungmﬁwmzmdmmidﬂ
careful choices of font size, colowr and type fo edit .and improsve premade documents. Learners will be introduced
to the terms templates’, orientation’, and ‘placeholders’ and begin to understand how these can support them in
making their own femplate for a magazine front cover. They will start o add text and images to create their

owin. pieces of work using desktop publishing software. Learners will Look at a range of page Layouts thinking
carefully about the purpose of these and evaluate how and why desktop publishing is used in the real world.




Lesson

|. Words and pichures

Brief onverniew Learning objectives

In this lesson, learners will hecome familiar with the | T.o recognise how text and images
terms text and un,a,gm and understand. that text corwely, in@ormuii,on

and images need to be used carefully to communicate °
messages clearly. Learners will be able to give

advantages and disadvantages of wsing fext, °
images., ﬂmgiﬁorboﬂxiz/xi. Ifm,gmu,r\,dmogpsbo
communicate messages. effectively online.

I can explain the difference



Q\.Cmg,ouzdii:ii:?

3. Grmtt@'n,plﬂte!

This lesson will build on Last week s lesson, in which | To rw,gm/szi‘}wi:i:wxiandlaypm
szl,ookzdai:wsi,m}ifnagmﬂndiwxibo comumuunicate o | can be edited

message effectively. In this lesson se will Look at
desktop publishing. Learners will think about how o

Iype in an irwitation. The use of the Return,
Backspace, .and Shift keys will be explored and
learners Nvillb.ei:o.ughi}ww to type age-appropriate
puxmwiionm,arkzs. Thi/swillbuﬂ,donﬂ*\zi%ping
skills learned in the Year | D)ug,d',ai wrmng aunik.
Learners will wnderstand that once content has heen
added, iimnb.erwrmgfdonﬂ\zpagz.

Inﬂml.@s/son,pupibswiulookaiﬂwroizo{jjm

® [ can change font style,
size, and colours for a
GNRIN PUrpose

® ] can edit text

® [ can explain that fext can
rmore clearly

T.o choose appropriafe page

editorial designer, being the person who is responsible | settings

for putting content together.

Learners will be introdiced to the terms templates’,
orientation’, and ‘placeholders’ mithin desktop
publi/s}ung, sofbware. The learners will create their
own magazine template, which they will add content
fo during the next lesson.

T}u/al.@szsonhﬂ/sbmdmignzdonalﬂpbopwsﬂxg
Carwa and this is reflected in the slides. Teachers
may decide to use Carwa, or other software such as
Microsoft Publisher.



Ll-.Bz,comi,rLg,ade In this lesson, learners will add their own content Toadd/:,oni‘.@r\tboadmki‘,op

5.|_,w&ii:oui:

6. Why,

,dzski',op

created in lesson 3. They will copy the information ® ] can choose the hest

for the fronk of their magazine from o prewritten Locations for my content

dpwnuxi,andpaﬁteiimi:oﬂmdwmplauonﬂ\w ° Imnpa/stztwi:wxdumg,@s

magazine cover. Lmages mwill be added from mithin fo create o magazine coner

the search facility in Carwa. ® I can make changes fo
mnteni:aﬁerl’)vzaddﬂili

Learners will recap the role of an editorial designer
(introduced fo them in lesson three) exploring
elements of the joh role in more detail.

In this lesson, learners will think about the Wfﬂ\i T.o corsider how Wﬂ\t laxa,oubs
wuxa;sin{ormﬂlonmnbzlaidouionapﬂ,gz.T}w)& mnzsmidx#@rmipurpo&m

will Look af o range of page Layouts such as letters ® I canidentify different
,oémdxoéﬂ‘xw. ° Imnmai‘dxaloxd,ouii:oa
PUrpose
® ] can choose a suitable
Layouk for a given purpose

In this lesson, learners Nvillwplo.inw}wi: dzjski}op To mnﬁiduﬂwbﬂwpiﬁo{jj dzski',op
publishing means in their own words. They will think | publishing

ﬂboxﬁ}wwdmki:oppublbs}umgifamzdmihawidzr ° Imnidenﬁ&&ﬂwmo%
Nvorldandmmidzfﬂ\zbﬂw{ﬂbaoéu&fu}dmkiop dmkioppublm}ux\gmﬂ\z
publishing applications. real world

® I can say why desktop
publiching might be helpful



® [ can compare work made

on desktop publishing to
wiork crected by hand.




Term 3B- Creating media- Stop- Frame

Animation (7 ear 3)

me&wﬂwarmgzo{&d\mwto Um&aﬁmP—#ﬂmWnaﬁpn. Next, ﬂ‘w&wdlappl%ﬂw/sz/swﬁi‘,o
Umi:ea/sbon&-bﬂ/szxiammhon. TMWWML@WW%WMAMOM tld,pm;o{m.@dmi:oihw
arumation, such as music and text. This unit uses the context of Romans, but this can be adapted to suik your

curricuum topics.

Lesson

| Cmap;boh.wz

mone?

Brief overniew Learning objectives

Learners will discuss whether they think a picture can more. To explain that animation is a
They will learn about simple animation fechnigues and create | sequence of drawings or
their omwn animakions in the style of flip hooks (flick hooks) photographs
using sticky notes. ® I can draw a sequence of
pictures
® [ con create an effective flip
hook—shyle animation
® Imnzjxpl,ain}w)«vm

animakion/flip bhook mworks




& Frame by frame | In the previous lesson, learners created their own flip hook-

3 What's the
/si‘,onaL?

/stylzammh,om In this lesson, U\&aLM/ill ,dwd,opﬂ*\m
kmwlzdg,eandappb&xi:,to fmkzaﬁmp—%rmmumhon
using o tablet.

In this lesson, learners will be introduced to the job of an
animator and will start to ﬂunklikz/ominplannim}i‘hw'
creakions.

Remind the learners of the animations that we created Last
wieek and tell them that next mweek we will wse tablets to
animate some of owr omwn stories. Tell the learners that during
this lesson ﬂn,exaL will create .a zsi,ondbowd fstowinJg the
characters, WWWMMMW@MWI@MQ
in their omwn skop- frame animation next meek.

T o relate animated monement with

A seuence of images.

® Imnprzdid:whaim
animation will Look Like

® Imnwxplmnw}wthz
changes are needed for each
frame

® [ can create an effective stop-
frame animation

To plan .an animation

° Imnbrmkdowna/sbon&inbo
settings, characters and events

® [ can describe an .animation
that is achienvable on screen

° Imn@rmi‘za;si:ongbomd



bk Picture perfect

In the previous lesson, learners planned ouk their omwn stop-
[rame animations in a storyboard. This lesson, they mwill wse
tablets fo carefully create stop- frame animations, poying
affention to consistency.

To identify the need to work

® [ can use onion skinning to
help me make small changes
hebween frames

® I can reviow a sequence of
frames to check my mwork

° Imnwahmi‘zﬂmuwaﬂh&o&
iy anumation

5 Ewnvaluwate and
makziig,mw.ﬂ

Last lesson, learners created. their own stop- frame
animations. T his lesson, ﬂ\ﬁld, will evaluate their animations
and fry fo improse them by creating o brand-new animation
based on their [eedback.

To review and. improsve an

animation

® [ can explain ways to make
g animation better

o [ can envaluate another
learner s animation

® [ canimprove my animakion
hased on feedhack




6 Lights, camera, | Last lesson, learners perfected their stop- frame animations. To evaluate the impact of adding

action! This lesson, they will add other media and effects into their other media to .an animation
animations, such as music and text. ® I can .add other media fo my
auniumatiion
® I can explain why I added
other media o my animation

® I can envaluate my final flm



Y ear 0/6 -
Capcle B
Tnpiosbm,n,g

conNered




Tz,rm |A- Computer siystems and nebworks

i‘husum.t deddrmwﬂlzarnhowdatamtr red over the internet and how we can

%uiwzb& wiork together online through the use of L,onmputzr systems. They will also Look at
computer systems and how information is transferred hebween systems and devices.

Lessons -3~ Year 5
Lessons k-6~ Year 6

Lesson Brief onverniew Learning .objectives

| Systems Learners are introdiuced to the concept of a system. To explain that computers can be
They hegin to understand that components can work | connected together to form systems
iogpﬂwtopu{ormaba&k.FUnalb&,Lwrm&mplorz ° Imnwxplainﬂmoi:/s%/siummz
howdig)iaiﬁ)gﬁtexmmnworkandl.mrnaboui Mu&n@ammbuo&parbs
physical and electronic connections. ® [ can describe the input,
process, and outpuk of a
® I can explain that computer
Wmmxmmmmtewiﬂx
other devices



& Computer Learners consider how Larger computer systems mwork. | T.o recognise the role of computer
/sgzste,m/s,an,dws Th@&mhomdmui@@sardprommz@om&d@d, /sxd/sterminowlb\/m
and reflect on how computer systems can help them. ® I can identify tasks that are
® [ canidentify the human
elements of a computer system
® [ can explain the benefits of a
° Imnwxplﬂln}w)«vbokzﬁpmi&
personal information safe
online

3 Searching the meb | Learners are introduced fo o range of search engines. | T.o identify how fo use a search

They are given the opportunity to explain how to engine

search, before they mrite and. fest instructions. Next, ® [ can make use of a meh

they learn that searches do not abways return the search fo find specific

results that someone is Looking for, and refine their information

searches accordingly. Finally, learners are introduced ® I can refine muy meh search

o the bwo most common methods of searching: using ® I can compare results from
® [ can recognise frusbworthy

wiehsites



L Shared morking Learners are introduced to another approach to online | T.o evaluate different wouys of

LS How me

conunudni.cote

L6 Communicating
responsibly

wiorking: reasing and modifying mork done by
someone else. (Note: Using someone elses mork needs
fo be mithin the hounds of copyright and with the
relevant permissions.) This lesson involves the
Scratch Progranming tool, which allows learners to
use other peoples work.

Learners deepen their understanding of the term
comumunication’. They explore different methods of
communication, before they consider internet-hased
communication in more detail. Finally, learners
envaluate which methods of communication suit

p,arﬁml,ar PUPOSRA.

Learners use U\{orfmﬁjon p,nomdzd in the lesson and
their own prior Jemee,dg,z to categorise Wﬂ\t

wiorking together online

® I can identify different ways
of mworking together online

® [ can recognise that working
together on the internet can he
public or private

® [ can explain how the internet
enables ef fectinve collaboration

To recognise how we communicate
using technology.
® I can explain the different
wiauys in which people
communicate
® I can identify that there are a
nariely of ways ko
cormmunicate over the internet
® I can choose methods of
comumunication to suit

particular purposes

T.o evaluate Wﬂ\i methods of
online commuunication



forms of internet communication. They then choose
which method (s) they mwould use for the scenarios
discussed in the previous lesson. Through these
ackivities, learners explore issues around. privacy,
information security and how to report concerns
ahout inappropriate content online.

I con compare different
methods of communicating on
the internet

I can decide when I should
and. should not share
information online

I can explain that
communication on the internet
iy nok be private

I can mplam how to repork
inappropriate content online



Term IB- Programming- Selection in
Physical Computing (Year O)

In this unit, learners will wse physical computing to explore the concept of selection in programming through the
wuse of the Crumble programming erwironment. Learners will be introdiced to a microcontroller (Crumble
controller) and learn how to connect and program it to control components (including output devices — LEDs
and motors). Learners will he introduced to conditions as a means of controlling the flow of ackions in a
program. Learners will moke wuse of their knomwledge of repetition and conditions when introduced to the concept
of selection (through the “if..then..." stricture) and wirite algorithms and programs that utilise this concept. T.o
conclude the unit, learners will design and make a working model of a fairground carowsel that mwill
demonstrate their understanding of how the microcontroller and its components are connected, and how selection
can be used fo control the operation of the model. Throughout this unit, learners will apply the stages of

programming design.

Lesson Brief overniew Learning objectives
| Comw,d:ing In this lesson, Ao learners will hecome ?fxmuhar with the To control a /su*n.plz clrouit
Crumbles Crumble controller and the programming erwironment used | connected to .a computer
to control it. Learners will connect a Sparkle to a Crumble ® [ con create a simple
undﬂwxpfogfmﬂ\zCrwnblzi}oWﬂwSpﬂrk&ﬂaﬁh ook and connect it to

d%éerznt colouwr palterns. Learners will .also use xnjpnxtz a. microcontroller



ol Con\bining oukput

components

3 Controlling with
conditions

Loops, which were introduced to the learners in the previous ® [ coan program.a
school Mear. microcontroller to make
an LED switch on

® [ can explain what .an
infinite Loop does

In this lesson, learners will connect a Sparkle and a motor | To mrite a program thak

to the Crumble controller. Learners will design sequences of | includes count- controlled

actions for these components. They mill then apply their Loops

unduxsi:andxn,g odﬁ repefition bAaL Asing. count- controlled l,o;op/s o I can connect more

when implementing their design as a program. than one output
component fo a
microcontroller

® [ can use acount-

conkrolled Loop to
conkrol oui,pui‘/s

In this lesson, learners will be introduced to conditions, and. | To explain that a loop can
how they can bhe used in programs to control theur flow. They | stop when a condition is met
will identify conditions in statements, stating if they are true

or false. Learners will be introduced. to .a Crumble switch.



and learn how it can prowvide the Crumble controller mith .an ® [ can explain that a

inputi:haimnbzu&zdmamndiﬂon.Thu&wiu@cplorzhow condition is either true
iowriizprogrmﬂwimzmin;wimamndihon. oréabsz
® [ coan design a
conditional Loop
® Imnpnog,r;ama
microcontroller to
respond Lo an input
bk Starting mith In this lesson, learners will denvelop their understanding of To explain that a loop can be
Lon how the flow of actions in algorithms and programs can be | used to repeatedly check
controlled by conditions. They will be introdiced to selection | mhether .a condition has heen
ﬂndﬂwxrzprwsmtmwi}omwdmmumgﬂm mek
Af. then.. structure. Learners will create algorithms that ® [ can explain that a
include selection. They will use their algorithms to guide their condition heing met can
Progrom awriting. Learners will see thak infinite repetition is start .an action
required to repeatedly check if a condition has bheen met. e I canidentify a
condition and .an action
in iy project

® I can use selection (an
direct the flow of a
Program



5 Druwing d@s;ug,ms

6 Wriking and
festing algorithms

In this lesson, learners will apply their understanding of To design a physical project
microcontrollers and selection when designing a project to that includes selection

meek the requirements of o given task. T.o support their ® I canidentify a real-
understanding, learners will identify how selection might he wiorld example of a
used. in real-world situations, then they mill consider how condition starting an
ﬂ\@&mappl%ﬂuﬁkmwlzdgztodzﬁxgnﬁwproﬂi ackion
Learners will produce design sketches to show how their ® [ can describe what my
model will be made and how they will connect the projeck will do
microcontroller to its components. o [ can create o detailed
drawing of my project

In this final lesson of the unit, learners will develop Crumble | To create a program that
programs fo control the model of a fairground ride they controls a physical compiuting
built in Lesson 5. First, learners will identify how they are project

going ko use selection hefore writing an algorithm to meet the ® [ can write an

requirements of the given task. They will then implement their algorithm that

algorithms as code. Learners will run their programs to describes swhat my

identify any bugs, and then reburn to the code or algorithm model will do

iod@bug,iiw}wzmun&.Fmﬂ%,tomndudzﬂwmﬁ, ® [ can use selection to

learners will evaluate their designs. produce an infended.
oufcome

o | mni‘zsi:anddﬁbug
my prioject



Term dA- Data .and. information- Flat-File
Databases (Year O)

T his unit Looks .at how aﬂai—pizdatabaﬁzmnbzmzdto ;or,gﬂnbsz,daiam,rz,oordﬁ. Learners will use tools
within a database to order and answer gquestions about data. T}w%wiuumgrap}mmmm#omﬂw
data to help solve problems. They will also use a real-Llife database to answer o question, and present their
work to others.

Lesson Brief onverniew Learning objectives

|. Creating a paper- | In this lesson, learners will create o paper version of o record. | To use a form fo record
bhased database card database. Using a card template, they mill create a data information
sek, with each learner creating eight to ten cards linked to a o T can crecte a.
theme, e.g. animals. They will complete records for each of the .
animals in their database and then they mwill physically sort the A :
® I can explain how

information can he
recorded

® [ can order, sort,
and. group rmuy data
cards

Q\.Cofnputer Inﬂwsmn,lmrm/swilluﬁzamm,puiu—bnﬁzddﬂiﬂbmio Tomxnpﬂnzpﬂpar,an,d
Adatabases examine how data can be recorded and viewed. TJ’\EA& will Learn mnxpui@r-bﬂﬁzddﬂiabaﬁm



3.U/5m,9ad,ai‘,o.b,azsz

A-.U/sin%/swdm

that a database consists of ‘records’, and that each record
contains Wﬁ In addition, i‘h@g will .order records in
different ways and compare this database to the paper
database they created in Lesson |.

In this lesson, learners mill irwestigate how records can be
,g,r/oupz,d., )u/suxg bhoth the paper record cards created in Lesson |
and a computer- hased database from JAE. They will wse
‘,groupi,ng' and /sorbm.g, fo answer questions ahout the data.

In this lesson, learners will d.awd,opi‘hw search i:@dvuw to

o | mnwxplabmw}mia

Mdﬂrxdarz,c,ordm
in a database

I can navigate a
[lat- file database to
compare different
Niews of information
I can choose which
Mdi:o /soridabo.b%

fo answer a given

question

T.0 outline how MOU can
grouping and. then sorting

Adata
[ Imnwxplaini‘hai:

data can be grouped
using chosen values
I can group
information wusing a
Adatabase

I can combine



tools MMWMWMWW.TWWMWWM bzus@diio;szlzciﬁpmpc
te,c}u\iuru,e/ai‘,o Wd\{ormprzﬂ\mom@dd, andwillprﬂ,d‘i/sz Adata

doing this through hoth unplugged methods (without using ® [ can choose which

computers), and wsing o computer database. feld and malue are
required to answer a
given guestion

e ] can outline how
‘AND” .and. ‘OR™ can
be used to refine data
selection

o | mndwofszmuliiplz

criterico Lo onswer a

given guestion

5.Cornp,o.ringdai‘,o. Inﬂmmon,lmrn@rﬁwillmxwdﬂwhatmakmawsw Towpl,amihai:oom,puw
Ni/su,alh& dwi,ﬂnd}wwdwfﬁmnbzmtomwzdaba.Thm&wiu progrmmnbzmzdi:o

creake charts from their data in order to answer questions compare data smiswally
about it. o [ can select an

® I can refine a chart
by selecting a

o ] mnwxplami‘hz
benefits of using a



life

computer to create

charts
6. Databhases in real T}wwmnrwmiwnwnatou&arwl haf.edai,ab,a/szi,o To use a real-world
ask questions and find answers in the context of a flight database to answer
/swdlba/szd,on/sziwamzterfs T@wﬂlb&kzonﬂmnolzo{a questions
HMAWMAMMMMWWWMMWM ° Imn,aﬁkwiiom
arrived of their chosen options. Presentations may be given that will need more
bebween groups of learners, or by each group to the whole than one field to
dﬂ&ﬁ,dﬁpﬁfdm%onihzhmzmaﬂablz. ONSWRI
® [ can refine a search
in a real-world
context

o | mnpf@szni:mi&
findings to a group



Term AB- Variables in Games (YW 6)

This unit explores the concept of mariables in programming through games in Scrateh. First, learners find out
what mvariables .are .and relate them to rml—worldmamplmoéNMﬂ’mimnbzwanddmgﬁd. T}wxi‘}x@&mz
nvariobles to create a simulation of a scoreboard. In Lessons &, 3, .and 5, which follow the Use-Modify-Create
model, learners experiment with mariables in an existing project, then modify them, before they create their omwn
projeck. In Lesson b, learners focus on design. Finally, in Lesson 6, learners apply their knowledge of variables
[JIdeQ/SAgI\.i',O UnpfoNzﬂmeSUaidx.

Lesson Brief onverniew Learning objectinves
| Introducing Learners are introduced to mariables. They see examples of To define o ‘mariable as
wariables real-world variables (score and fime in a foothall match) something that is
before they explore them in o Scratch project. Learners then changeable
design and make their own project that includes variables. ® [ canidentify
Finally, learners identify that sariables are named .and that examples of
they can he letters (strings) as mell as numbers. information that is
~variable
® [ can explain that
the way a mariable
changes can be
defined
® I can identify that
~variables can hold

rumbers or letters



A V.ariahles in
pro,gramm,r\,g,

3 Lmproving a game

Learners understand that variables are used in programs, and | T.o explain why a sariable
MMWO@MMQWNM@QW.T@MNW i/smzdinapro,gram
an unplugged task that demonstrates the process of changing ® I canidentify a
wvariobles. Then, learners explore why it is important to name program vorkable
wvariables and apply their learning in a Scratch project in as a placeholder in
which they make, name, and update variables. memory for a single
ralue
® [ can explain that a
~rariable has a
name .and a value
® [ can recognise thak
the value of a
~rariable can be

changed

Learners apply the concept of mariables to enhance an existing | T.o choose how to improsve
game in Scrakch. They predict the outcome of changing the a game by using

same change score block in different parts of a program, then | mariables
ﬂ\@&t@siﬂwrprzdmmms,cratdl Learners also experiment o [ can decide where
WMWWMNMMNMM,MWMWQ in 4 program to
wvariable elsewhere in o program. Finally, they add comments to change a variable
their project to explain how they have met the objectives of the ® I can make use of
lesson. an event in a



program to sek a
~variable

o ] mnrzpognbszﬂmi:
the value of a
~rariable can be

Llﬁf/d.bld,xlpfﬂ,gfm

l Becoming .a games | Learners will take on the role of a games designer. They will To design a project that

d@ﬁw

S Design to code

workatﬂmdmxgnl.wzlo{abﬁi‘ra@hon w}wzﬂwxéumi‘z build&onagﬂvmwnp&
arbwork and plan algorithms. Learners first design the sprites ® [ can choose the
and hackgrounds for their project, then they design their arbwork for rmuy
algorithms o create their program flow. project
o [ can create
algorithms for my
project
e [ can wxplam muy
design choices
Continuing to wse the work of games designers as a model, To use muy design to create
learners implement the algorithms that they created in Lesson b . | a project
In doing this, they identify mariables in an unfamiliar projeck ® [ can create the
and learn the importance of naming variables. They also have arbwork for rmuy
the .opportunity to add another mariable to enhance their project
project.



® [ can choose a
the role of a
~sariable

® [ can test the code
that I howe written

6 Improsving and Learners build .on the project that they created in Lesson 5. They | To evaluate muy project

/SJ’WU‘% MMMMWMMMWON2MownPIOM&de ° Imnidm%wagﬁ
small changes to achiene this. Learners then have the that my game could
opporfunity to add a variable independently. Finally, learners be improved
envaluate each other's projects: they identify features that they ® [ can use variables
Liked and features that could be improsed. they identify fo extend my game
[eatures that they liked .and features that could he improsed. ® I can share my



Term 3A- Creating Media- Video Production
(Y ear S)

Learners will learn hoow to create short videos b% Nvork)mg, AN palrs or Groups. As ,U\Q/H, Progress i‘}vough this
ik, Mwﬂlbzmpozsuibo MPM—MWMMQJDPWMDémWM, zdxb.n,g amdrrwupulﬂhng

video. Learners are guided with step-by-step support to take their idea from conception to completion. At the
conclusion of the unik, learners hare the opportunity to reflect on .and assess their progress in creating .o video.

Lesson Brief onverniew Learning objectives

| What is svideo? Learners will be introduced to video as o media format. They T.o explain what makes a
will see examples of videos featuring production and editing video effective
fechnigues that they will work towards wsing their own videos. ® I can explain that
Learners mill hegin by explaining what the medium of video is wvideo is a visual media
bz{orzm%ingardmmwingmnplm&o% ~ideos. fﬁor mat

® I can identify features
of videos.

® I can compare feakures
in different svideos

® I know what to do if I
see aryy. content online
that makes me feel
uncomfortable



& Filming

3 U/si,n,g a
storyboard

[ PlﬂMULgaNi,dm

me&wﬂlmplorzﬂmwpabihﬁmoéadigﬂaldwmﬂwi
can be used fo record video. Once they are familiar with their
dewice, learners will experiment with different camera angles,
considering how different camera angles can he used for
Wwwpoﬁm.

Learners will wse .a /si‘,oné,board to @(pl,orz a. variely of Mrwu}
fechniques, some of which they will use in their own wvideo
project Later in the unit. They will evaluate the effectiveness of

these t@dwbs b.gfona oﬁl@n’r\% Wba,ck on others mork.

L earners will Pl,an a. video bld, ,c,rwtm,g a /sbond,b,owd. T heir
/si‘,org,b,oard will describe each scene, and will include a scripk,

camera angles, and filming techniques. Learners will use their
/si‘,org,b,oard/s to W the ,p.r/si: ACRN2 04 their videos.

To use a digital device to

record wvideo

® I can identify and find
Wmonadi,giiol
Nideo recording device

° Imnwxpuimzni:wiih
Aiffeant caumecss angles

® [ can make use of a

wsingan:mgzo{
il hoi
o [ can review how
QMNZWNXAZOM
To create a storyboard
o [ can .outline the scenes
o{n\%)\/i,dwo



® [ can decide which

il hA I
will wse
® ] can create and sove
~Nideo content
S Importing and Learners will film the remaining scenes of their svideo, and then | T.o identify that svideo can
ediing wi import their content to video editing software. be impronved through
reshooting and editing
Learners will be introduced to the é’,;ob role of a ~ideo PJ’DAW ® | can store, retrieve,
and will take on the role of a wvideo prodicer to edik their and. export muy
creotions. rz,cord)'.n,g to a
computer

T@wﬂlﬂmmplorzkw&uﬂﬁng,tedmiwmddwdz - e
whether sections of their video can be edited or need to bhe shok ® 1 canexplain how to

again. )me,roNleNLdz,ob)g,
r@shoohngmdzdihng
® [ can select the correct
tools to make edits to
ry video
6 Video evaluwation | Learners will mnxpleiethﬂr)vi,dzo b%rmmNm,g Jurww.anted To mmi,dffﬂdzm»p,oxioé
content and reordering their clips. They mill then export their the choices made when
finished video and evaluate the effectiveness of their edits. making and sharing a

Firnally, they mill consider how they could share their video

with others. wideo



® I can make edits to my
Ni,dzoan,di,mpr,m/zihz
final outcome

® I can recognise that
nuy choices mhen
nmakinga;\/idzowill
impadihequaliig,o{
the final outcome

® I can evaluate my
video and share muy

,opi,rwon/s




Term 3B- Creating Media- Vector Drowing
(Y ear S)

In this unit, learners start to create vector dncwvxng;s Th@& learn how to use Ww dra)«vm,g, tools to J'\zlp them
create Umages. LWMAIMWZMWMNMFdfﬂmingﬁﬂfﬁﬂ”miﬁ,duﬁiﬂ%ﬁhﬂpmﬂndm, and each
individual element in the drawing is called an object. Learners Layer their objects and hegin grouping .and
duplicating them to support the creation of more complex pieces of work
Lesson Brief onverniew Learning objectives
| The drowing tools | Learners are introduced to svector dramwings and begin to T.o identify that drowing
understand that they are made up of simple shapes and tools can be used to prodice
lines. They use the shape tools in the chosen sofbware to different outcomes
create their own vector drawm,gﬁ Learners discuss how o [ can Iecognise that
weckor drowings differ from paper-hased drowings. neckor drowings are
® [ can experiment mwith
tools
® [ can discuss how
Neckor ,dnoNvm,gxs are
Aifferent from paper-




& Creating images | Learners begin to identify the shapes that are used to make | To create a mector drawing
foi:ordrﬂwingﬁ.Thuaszablziowplamthaimdxd@mmi b;&mnxbmxng/shapm
of o veckor drawing is called an object. Learners create their ® I can identify the
owin vector drowing by mosing, resizing, rotating, and shapes used to make a
changing the colours of a selection of objects. They also neckor dramwing,
Lwrn}wwioduplimtzﬂ'\zobgﬁ,cbaiowzm. ° Imnwxpl,aini‘hoi:
each element .added. to
a veckor dramwing is .an
object
® [ can mowne, resize,

and. rotate objects 1
hawe duplxoo.te,d

3 Making effective Learners increase the complexity of their vector dramwings T.o uuse tools Lo achieve a
dramwings and wse the zoom tool to add detail to their work. They are | desired effect
shown how grids .and resize handles can impronve the o T con use the zoom

mn;i;fxm&o{fﬁ;ﬂrir;w%.#wm&alﬁombodﬁio i:o,oli‘,ohdpmzadd
mo. obdf,cbs or A new image. 'derm'

o | mnwxpl,ain}w)\/v
alignment grids and
resize handles can be
used. fo improsve

® I can modify objects



i:ouzoi:eanzwixnag,e

b Layers and objects Learners gain an understanding of layers and how they are | T.o recognise that vector

S Manipulating

used in vector drowings. They discover that each object is
built on a new layer and that these layers can be mowed
formards and backwards to create effective vector drowings.

dramwings consist of Layers
o | mnxdenh@&ﬂwi

each odded object
creafes o new Layer in
I can change the order

of layers in a vector

meapr\dom}wwbommwm;mwp&ow To ,grou,p/obé,@cbsi‘,o;nakz
daWWTWMd@pMMMMb&WW them easier to mork mwith

how to group multiple objects to make them easier to mwork
with. Lmrnzrﬁﬂmuﬁzﬂwmkxww&dgzbo ,g,roupand
ungr;ou,p,obgzcbs, mgrdzriomkzd\on,gmi:o and,dlwd,op

their mvector drawings.

® [ can copy park of a

drawing by
duplicating several
objects

I can recognise when 1
need. to group and
ungroup ohjecks



6 Becoming a
grophic des

® [ coan reuse.a group of

/obg,e,d‘/s to Mﬂ\ﬂ
dszzl,op Y ~eckor

Learners use the skills they have gained in this unit to create | T.o apply what I have
a veckor ,drxwvuu} 4,01' a /spwpc PUIPOSL. T}‘uaaL rpﬂzci onthe | learned .about mvector
ﬁkill&i}w%}mzuﬁzdtoumteﬂmsztordrﬂwingondihmk drﬂwxn,gzs

about why they used the skills they did. Pupils will learn
about the role of a graphic designer and take this on to
create Logo designs of their own. Learners then hegin to
compare veckor drawings to freehand paink program

® [ can create a vector

drawing for a specific
pUrpose

I can reflect on the
skills T hawve used and
why I have used them
I con compare vector



Online /s,aﬁfd% Loxuul Xerm onersview- Pr,od',eni Ervolve

Online Sa,({:eizg
Y 2ar group Term | Term & Term 3 Term b Term 5 Term 6
Y ear 3 Pr,w,am& and. /sw.uwﬁaL S#—Lm@g,e Online Health, mell- Mﬂm,g,m,g Cop;d,ri,ghi and.
(Cycle A) relationships being and online ownership
Online Lifestyle information
A0A6 /2047 reputation Online
bullying
Yeaur Privacy and security Self-image Online Health, mell- Managing Copyright and
(Cg,dz B) rd,aiion/s}\ips bwu\,g and. online ownzr/s)r\ip
Online Lifestyle information
A0A5/2036 reputakion Online
bullying
Year S Privacy and security Self-image Online Health, mell- Managing Copyright and
(Cg,dz A) rd,aiion/s}\ips bwu\,g and. online ownzr/s)r\ip
Online Lifestyle information
2026 /207 reputakion Online
bullying
Y ear 6 Pr,w,am& and. /sw.uwﬁaL S#—Lm,o.g,z Online Health, mell- Mﬂm,g,m,g Cop;d,ri,ghi and.
(Cycle B) relationships being and online ownership
Online Lifestyle information
A0A5/2036 reputation Online

bullying




The statements helow are what .are covered within ksl in each wnit.

Self-1 and [

| can explain ways in which
someone might change their

‘ ) | can explain how people can ) ) ] | can explain how my online
| can explain what is meant ) identity depending on what ) ) )
) represent themselves in ) identity can be different to
by the term ‘identity". ) } they are doing online (e.g. o :
different ways online my offline identity.

gaming; using an avatar;
social media) and why.

Self-lImage and Identity Self-image and |dentity Self-Image and Identity Self-Image and Identity

| can describe positive ways | can explain that others
) ; ) | can demonstrate how to
for someone to interact with online can pretend to be ) ) ) ‘ )
) ) ) | can explain how identity make responsible choices
others online and someone else, including my i ‘ } ‘
) ) online can be copied, about having an online
understand how this will friends, and can suggest - ) ) )
. ) ) modified or altered. identity, depending
positively impact on how reasons why they might
) _ on context.
others perceive them. do this.

Self-lmage and Identity Self-image and |dentity Self-image and Identity Self-Image and Identity

I can identify and critically

evaluate online content

; | can describe issues online
relating to gender, race,

that could make anyone feel

religion, disability, culture and | can explain the importance
) sad, worried, uncomfortable ) )
other groups, and explain ) of asking until | get the
o or frightened. | know and can
why it is important to help needed.

hall P give examples of how to get
chalenge ancirejec help, both on and offline.

inappropriate
representations online.

Self-Image and Identity Self-lImage and |dentity Self-Image and Identity



Online Relatio

| can describe ways people
who have similar likes
and interests can get

together online.

| can explain what it means to
‘know someone’ online
and why this might be
different from knowing
someone offline.

| can explain what is meant
by ‘trusting someone onling’,
why this is different from
liking someone online, and
why it is important to be
careful about who to trust
online including what
information and content they
are trusted with.

| can explain why someone
may change their mind about
trusting anyone with
something if they feel
nervous, uncomfortable
or worried.

Online Relationships Online Relationships Online Relationships Online Relationships

| can explain how someaone’s
feelings can be hurt by what
is said or written online.

| can explain the importance
of giving and gaining
permission before sharing
things online; how the
principles of sharing online
is the same as sharing
offline e.g. sharing images
and videos.

| can describe strategies for
safe and fun experiences in a
range of online social
environments (e.g.
livestreaming, gaming
platfarms)

| can give examples of how to

be respectful to others online
and describe how to
recognise healthy and

unhealthy online behaviours.




| can explain how content
shared online may feel
unimportant to one person
but may be important to
other people’s thoughts
feelings and beliefs.

Online Relationships

| can give examples of
technology-specific forms of
communication (e.g. emojis,
memes and GIFs).

Online Relationships

| can explain that there are
some people | communicate
with online who may want to
do me or my friends harm. |
can recognise that this is not
my / our fault.

Online Relationships

| can describe some of the
ways people may be involved
in online communities and
describe how they might
collaborate constructively
with others and make
positive contributions. (e.g.
gaming communities or social
media groups).

Online Relationships

| can explain how someone
can get help if they are having
problems and identify when
to tell a trusted adult.

| can demonstrate how to
support others (including
those who are having
difficulties) online.

| can explain how sharing
something online may have
an impact either positively
or negatively

I can describe how to be kind
and show respect for others
online including the
importance of respecting
boundaries regarding what is
shared about them online
and how to support them if
others do not.

| can describe how things
shared privately online can
have unintended

consequences for others. e.g.

screen-grabs.

Online Relationships

of someone (e.g.

about this.

Online Relationships

| can explain that taking or
sharing inappropriate images

embarrassing images), even if
they say it is okay, may have
an impact for the sharer
and others; and who can
help if someone is worried




Online Reuputation

I can give examples of what

anyone may or may not be ‘
| can explain who

| can explain how to search willing to share about _ | can describe how to find out
. i . someone can ask if they . ‘
for information about themselves online. | can _ information about others by
. ‘ are unsure about putting ‘ _
others online explain the need to be searching online.

_ something online.
careful before sharing

anything personal.

Online Reputation Online Reputation Online Reputation Online Reputation

. | can describe ways that
| can explain ways that some

) ] | can search for information information about anyone ) )
of the information about o ‘ ) | can explain the ways in
) about an individual online online can be used by others .
anyone online could have , ) which anyone can develop a
) and summarise the to make judgments about an N ) )
been created, copied or ) ) o positive online reputation.
information found. individual and why these may

shared by others. ‘
be incorrect

Online Reputation Online Reputation Online Reputation Online Reputation

| can explain strategies
anyone can use to protect
their ‘digital personality’ and
online reputation, including

degrees of anonymity.

Online Reputation



Online Bullying

| can describe appropriate | can give examples of how _ | can describe ways people
‘ _ | can recognise when _
ways to behave towards bullying behaviour could _ can be bullied through a
: . someone is upset, hurt or , ,
other people online and why appear online and how i range of media (e.g. image,
angry online.
this is important. someone can get support. ¥ video, text, chat).

Online Bullying Online Bullying Online Bullying Online Bullying

| can explain why people
P Y peop | can describe how what one

need to think carefully about | can recognise online _ _
, _ , person perceives as playful | can explain how anyone can
how content they post might bullying can be different to o . . ‘
_ , - _ joking and teasing get help if they are being
affect others, their feelings bullying in the physical world ‘ ) ‘ . _ ) '
, _ (including ‘banter’) might bullied online and identify
and how it may affect how and can describe some of _
_ _ be experienced by others when to tell a trusted adult.
others feel about them (their those differences.
as bullying.
reputation).

Online Bullying Online Bullying Online Bullying Online Bullying



| can identify a range of ways | can describe the helpline | can describe how to capture

to report concerns and , services which can help bullying content as evidence
_ I can explain how to block L, ‘ _
access support both in bUS people experiencing bullying, (e.g screen-grab, URL, profile)
abusive users.
school and at home about and how to access them (e.g. to share with others who can
online bullying. Childline or The Mix). help me.

Online Bullying Online Bullying Online Bullying Online Bullying

| can explain how someone
would report online bullying
in different contexts.

Online Bullying



Mwwnumg, Online Inaﬁorxnoiwon

| can demonstrate how to use

key phrases in search engines
to gather accurate
information online.

| can explain what
autocomplete is and how to
choose the best suggestion.

| can explain how the internet
can be used to sell and
buy things

between a ‘belief’, an ‘opinion’

Managing Online Information Managing Online Information Managing Online Information Managing Online Information

I can explain the difference

and a fact. and can give
examples of how and where
they might be shared online,
e.g. in videos, memes, posts,
news stories etc.

| can explain that not all
opinions shared may be
accepted as true or fair by
others (e.g. monsters under
the bed).

| can describe and
demonstrate how we can get
help from a trusted adult if
we see content that makes us
feel sad, uncomfortable,
worried or frightened.

| can analyse information to
make & judgement about
probable accuracy and |
understand why it is
important to make my own
decisions regarding content
and that my decisions are
respected by others.

| can describe how to search
for information within a wide
group of technologies and
make a judgement about
the probable accuracy (e.g.
social media, image sites,
video sites).

Managing Online Information Managing Online Information Managing Online Information Managing Online Information



| can describe some of the
methods used to encourage
people to buy things online
(e.g. advertising offers; in-app
purchases, pop-ups) and can
recognise some of these
when they appear online.

| can explain why lots of
people sharing the same
opinions or beliefs online do
not make those opinions or
beliefs true.

| can explain that technology
can be designed to act like or
impersonate living things
(e.g. bots) and describe what
the benefits and the risks
might be.

| can explain what is meant
by fake news e.g. why some
people will create stories or
alter photographs and put
them online to pretend
something is true when
tisn't.

Managing Online Information Managing Online Information Managing Online Information Managing Online Information

| can explain the benefits and

limitations of using different

types of search technologies
e.g. voice-activation search
engine. | can explain how
some technology can limit

the information | am
presented with.

| can explain what is meant

by ‘being sceptical’; | can give
examples of when and why it
is important to be ‘sceptical’.

| can evaluate digital content
and can explain how to make
choices about what is
trustworthy e.g.
differentiating between
adverts and search results.

| can explain key concepts
including: information,
reviews, fact, opinion,
belief, validity, reliability
and evidence.

Managing Online Information Managing Online Information Managing Online Information Managing Online Information




| can identify ways the
internet can draw us to
information for different
agendas, e.g. website
notifications, pop-ups,
targeted ads

| can describe ways of
identifying when online
content has been
commercially sponsored or
boosted, (e.g. by commercial

companies or by vioggers,

content creatars, influencers).

| can explain what is meant
by the term ‘stereotype’, how
'stereotypes’ are amplified
and reinforced online, and
why accepting ‘stereotypes’
may influence how people
think about others.

| can describe how fake news
may affect someone’s
emotions and behaviour,
and explain why this may
be harmful.

Managing Online Information Managing Online Information Managing Online Information Managing Online Information

| can explain what is meant
by a ‘hoax’. | can explain
why someone would need
to think carefully before
they share.

Managing Online Information Managing Online Information Managing Online Information Managing Online Information

| can explain how search
engines work and how results
are selected and ranked.

| can explain how to use
search technologies

effectively.

| can describe how some
online information can be
opinion and can offer

examples.




| can explain how and why
some people may present
‘opinions’ as ‘facts’; why the
popularity of an opinion or
the personalities of those
promoting it does not
necessarily make it true, fair

or perhaps even legal.

Managing Online Information

| can define the terms
‘influence’, ‘manipulation” and
‘persuasion’ and explain how
someone might encounter
these online (e.g. advertising
and ‘ad targeting and
targeting for fake news).

persuasive design and how it

| understand the concept of

can be used to influences
peoples’ choices.

Managing Online Information Managing Online Information Managing Online Information

| can demonstrate how to
analyse and evaluate the
validity of facts’ and
information and | can explain
why using these strategies
are important.

| can explain how companies
and news providers target
people with online news
stories they are more likely to
engage with and how to
recognise this.

| can describe the difference
between online
misinformation and dis-
information

| can explain why information
thatis on a large number of

sites may still be inaccurate
or untrue. | can assess how
this might happen (e.g. the

sharing of misinformation or

| can identify, flag and report
inappropriate content.

disinformation).

Managing Online Information Managing Online Information Managing Online Information Managing Online Information



Health, Well- being .and Lifestyle

| can explain why spending
too much time using
technology can sometimes
have a negative impact on
anyone; | can give some
examples of both positive
and negative activities where
it is easy to spend a lot of
time engaged

| can explain why some
online activities have age
restrictions, why it is
important to follow them and
know who | can talk to if
others pressure me to watch
or do something online that
makes me feel
uncomfortable (e.g. age
restricted gaming or
web sites).

| can explain how using
technology can be a
distraction from other things,
in both a positive and
negative way.

| can identify times or
situations when someone
may need to limit the amount
of time they use technology
e.g. | can suggest strategies
to help with limiting this time.

)
Health, Well-being and Lifestyle Health, Well-being and Lifestyle Health, Well-being and Lifestyle Health, Well-being and Lifestyle




| can describe ways
technology can affect health
and well-being both positively
(e.g. mindfulness apps) and
negatively.

| can describe some
strategies, tips or advice to
promote health and
wellbeing with regards to
technology.

| recognise the benefits and
risks of accessing information
about health and well-being
online and how we should
balance this with talking to
trusted adults and
professionals.

| can explain how and why
some apps and games may
request or take payment for
additional content (e.g. in-app
purchases, lootboxes) and
explain the importance of
seeking permission from a
trusted adult before
purchasing.

Health, Well-being and Lifestyle Health, Well-being and Lifestyle Health, Well-being and Lifestyle Health, Well-being and Lifestyle

| can describe common
systems that regulate age-
related content (e.g. PEGI,
BBFC, parental warnings) and
describe their purpose.

| recognise and can discuss
the pressures that
technology can place on
someone and how / when
they could manage this.

| can recognise features of
persuasive design and
how they are used to keep
users engaged (current and
future use).

| can assess and action
different strategies to limit
the impact of technology on
health (e.g. night-shift
mode, regular breaks,
correct posture, sleep, diet
and exercise).

Health, Well-being and Lifestyle Health, Well-being and Lifestyle Health, Well-being and Lifestyle Health, Well-being and Lifestyle




Prjw% and Sz,our@&'

| can describe simple
strategies for creating and
keeping passwords private.

| can give reasons why
someone should only share
information with people they
choose to and can trust. | can
explain that if they are
not sure or feel pressured
then they should tell a
trusted adult.

| can describe how connected
devices can collect and
share anyone's information
with others.

| can describe strategies for
keeping personal information
private, depending
on context.

Privacy and Security Privacy and Security Privacy and Security Privacy and Security

| can explain that internet use
is never fully private and is
monitored, e.g. adult
supervision.

| can describe how some
online services may seek
consent to store information
about me; | know how to
respond appropriately and
who | can ask if | am not sure.

| know what the digital age of
consent is and the impact
this has on online services
asking for consent.

| can explain what a strong
password is and demonstrate
how to create one.

Privacy and Security Privacy and Security Privacy and Security Privacy and Security




| can explain how many free
apps or services may read
and share private information
(e.g. friends, contacts,
likes, images, videos, voice,
messages, geolocation)
with others.

| can explain what app
permissions are and can give
some examples.

| can describe effective ways
people can manage
passwords (e.g. storing them
securely or saving them in
the browser).

| can explain what to do if
a password is shared, lost
or stolen.

Privacy and Security Privacy and Security Privacy and Security Privacy and Security

| can describe how and why
people should keep their
software and apps up to
date, e.g. auto updates.

| can describe simple ways
to increase privacy on apps
and services that provide
privacy settings.

| can describe ways in which
some online content targets
people to gain money or
information illegally; | can
describe strategies to help

me identify such content (e.g.

scams, phishing).

| know that online services
have terms and conditions
that govern their use.

Privacy and Security Privacy and Security Privacy and Security Privacy and Security




C}OM' and oww/s}_up'

| can explain why copying When searching on the _ _
_ | can give some simple
someone else’s work from internet for content to use, | ) e
_ _ _ examples of content which | | can assess and justify when
the internet without can explain why | need to _ o
. _ _ _ MUST not use without it is acceptable to use the
permission isn't fair and can consider who owns it and o
, _ . permission from the owner, work of others
explain what problems this whether | have the right to _ >
, , e.g. videos, music, images.
might cause. reuse it.
Copyright and Ownership Copyright and Ownership Copyright and Ownership Copyright and Ownership
| can give examples of | can demonstrate the use of | can demonstrate how to
content that is permitted to search tools to find and make references to and
be reused and know how this access online content which acknowledge sources | have
content can be found online. can be reused by others. used from the internet.

Copyright and Ownership Copyright and Ownership Copyright and Ownership



Assessment in Computing

F.ollomwing the NCCE scheme of mwork, the children will complete the summative assessment that is Linked to the
umithaiﬂwx&}mzbzm/smdw. This will he .done on Seesaw so that the children'’s .assessment is added to their
learning journal. It also gives their teachers the ability to access everybodys results digitally. Below is an
example of a guestion from the Year 3- Connecting Computers assessment.

&

Raspberry Pi

Summative assessment — Questions

Q1. Two stars are inputted into a process machine and four are outputted. What is the

process that has taken place?

Yo B

Three stars have been created
The stars have been made bigger
One star has been taken away
The stars have doubled in quantity

oow»



SEND In My Subject

Cognition and Learning Communication and Interaction
Subdm:t Concerns for SEND Prowision for SEND Subject Concerns for SEND Prowision for SEND
Complex ideas - Widgit strips for - ndzrsioxwhng - Wx,dg)ttrepre/sznini‘xmm
Nebworks. mekanda - Understanding the order - WLdg)iﬁiTlPA#O‘f’
Vocabulary that is not x\epr@szr\i‘.ahm to complete the task. Logging onto apps/
areds. - QR code shorteuts to frequently used- TTRS,
Using different apps directly Link to the EdShed, Seesamw.
throughout the lesson. weebsite/ app heing
Struggling to remember used.
passwords. - Change passewords to
and rvisual Log -.on.
- Forwards/ hackwards
chailning to remember
passwords.
- Adding the favourites
to the toolhar to reduce
cognitive overload
Physical and Sensory Social, Emotional and Mental Health
Subdm:t Concerns for SEND Prowision for SEND Subject Concerns for SEND Prowision for SEND
Small icons can be a - F;wwﬁl%mzdappﬁ - Undusiianduxgo# - Clmrnwszs,a,g,@siaughi
challenge for children on the toolhar for the online safety and age- using the Project
impairments. - Tosks added to Seesaw - Finding things and Internet Safety
Visual difficulties with with a yellow challenging when they Day.




that is readable/

Headphones given if
task/ wsed where

Children Qiaren on
indiniduwal dervice to
position it to their
Liking to remove the
glare on the screen.
Wireless mouse mith

Lo aid use.

don't work or there is

PSHE program that

&xpmmlhzulﬂl
Siiim.gduldx\enmﬂxa
‘Cumpuiing.Empﬂ*t'bo

Fcrwdﬁdwu\mg
showing the steps to
access o website/ app




