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Core, Knowledge (OQur Learming Questions)

Assessment, Outcomes:

Y1 - Computer Systems and, Networks
(Technology Around Us).

Whubfﬂd\nolpwi&moundummm?

- To know that technology s something made by people that helps us understanding the reasons whyy, - i
- To knour examples of technology inv the classroom e.g. printer, IPad, laptop.

What are the parts of a computer?

- To knousr that the main parts of o computer are the mouse, keyboard; screeny and; desktop.
- To knour howr to switchy orv and logs on to the computer.

- To use o mouse to click and, drag.

How carv I uses & computer mouse?

- To knour howr to use: a mouse to- opens o programu

- To knour how to- clicks ands drag to- make objects orv a screens

- To knour howr to apply mouse control to- make shapes on o screens

How carv I uses as computer keyboard?

- To knour that writing on o computer s called: typing:

- To knour howr to save work to a file.

- To knowr hour to- type my name on o computer:

Hour carv I demelop my keyhoard, skills?

- To know hour to- opens my, work from, o file.

- To know hour to- use the arour keys to move the cursor.

- To know hour to delete letters, using the backspace key.

How cans T use/a:compubenr\esponsiblg/?
—Toknawmlmfgk@epu&so}emdh@olﬂvyu%mmmuﬁiﬂqf@&md@w.
- To knour examples of rules.

- To know- hour we benefits from these: rules

In this unit, learers will: derelop their understanding, of
technology and how it carv help us. They will start to-
Learners will: also consider hour to- use technology
responsibly.

Y1 - Creating Media (Digital, Writing)

How carv I uses o keyboard?
- To knour howr to use: a; computer to- umite.

- To knour hour to open @ word, processon:
’TOWWWW@W
- To Wentifyy and find, the keys on o keyboards

Inthis unit; learners wills deselop their understanding of
manipulate text. Learners will, become more familiar with
using o keyboard, and mouse to enter and, remose tesd
Leﬂmwdbbmmm}cmnw{ﬂmu&r@w




How can I add: and, remove text?

- To know hour to- add, and, remowe text; orv o computer:

- To knowr hour to enter texd into- o computer:

- To know hous to- use letter, number and space keys

How canv I use the toolbar?

- To knour that the, look of texts carv be changed, on a computer.

- To know hour to type capital, letters.

- To knowr hour to- explairy what the keys that: I hare leamt about already do-
- To knowr hour I can identifiy the: toolbar and use bold; italic and, underline.
How carv I make changes to- text?

- To knour howr to- make carefuls choices when changing text.

- To knour howr to- select: a word, by, double clicking and dragging:

- To knowr how I can change the font

Whichs tools hame I used: and, why?

- To be able to say which tools I hane chosen and, explain why I hare useds them to- change the text
- To be able to decide if my changes horme improved, my writing.

- To be able to use ‘undo’ to remone changes.

Which is better - writing using a pencil: or writing using a keyboard?

- To be able to compare writing a computer with, writing on paper.

- To explain whichy method, T lke best:

keyboard, and: mouse to- enter and, remove text. Learmners
and, wdl be able to justifyy their reasoning, i moking
these changes.

Y - Dato Ir‘%ownaiion, (Gr\oupmg/ Data)

Houwr carv I label, objects?

- To know hour to- describe objects using labels.

- To know hour to- match, objects to- groups.

- To know hour to- identify the labels for o group of objects.
Houwr carv I count and, group objects?

- To knour howr to count, objects.

- To knour hour to group: objects.

- To knour howr to count o group of objects.

How carv I describe objects inv different; ways?

- To knour howr to describe an objech:

- To knour howr to describe the, properties of objects.

- To knour hour to- find, objects withy similar properties.
Howr carv I count objects with the same properties?

- To knour hour to group: similar objects.

- To knowr hour to- group: objects in more. thary ones way

- To knour hour to count hour maruy objects share o property.

How carv I compare groups of objects?
- To knour hour hest to- group, objects:

Imthi&wuhl@alwmuxmbemh\oduoedztoﬂmeoonoeptodﬁ
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concerning databases and: spreadsheets.




- To knowr hour to- describe a group of objects:

- To knowr hour to record, how many, objects are inv o, group.

Houw carv I answer questions aboub groups of objects?

- To know hous to- describe how to- group objects to- answer o question.

- To knowr hour to- compare groups of objects.
- To knour hou to- record, and, share what: I have found.

Y1 - Programming (Introductior to

How carv I mowve o robots forward, and: backwards? (Retriesal Lesson)
- To knour how to rurv @ command, on o desice.

- To knour hour to- gime directions and, create an algonithm.

- To knour hour to- start @ sequence froms the same place and move forward, and, backuard.
Houwr canv I turny o robot? (Retriemals Lesson)

- To knouwr how tum and ‘mowe’ commands to- mowe o robot

- To knour how to choose the order of commands v o sequence

- To knour howr to- identifly semeral possible solutions to algonithm.
Whab tools can I used to gine a command?

- To know that commands are used, to- move a sprite.

- To compare different: programming tools.

How I create simple algorithms?

- To know hour to- joiry more than, one block of commands together.

- To know hour to- use a Start, block irv o program.

- To know hour to- runy @ program.

What cans T change i, my algorithm?

- To know hour to- find blocks that: hare numbers.

- To know hour to change the ualue.

- To be able to explairy the effect of whaly happens when a; value is changed:
What instructions carv T gise to muy sprite?

- To knour that as project carv include more than one sprite.

- To knour hour to- delete as sprites

- To knour howr to- add, blocks to each newr sprite.

Trvthis unit, learers will be introduced to on-screery

programming throughy Scratchs I Learmers will explore
the way a project; looks' by irwestigating sprites and,
bad«gmun,d&—rhaaywdbu&epmgmmmrgblmk&fouse,
modify, and, create programs. Learers wills also bes

Y2 - Computer Systems and, Networks (IT
Around, us)

What is Information Technology?

- To knour and be able to identifyy examples of computers.

- To be able to describe some uses of computers.

- To knour that @ computer 1 as part of Information Technology

Where have we seeny Informations Technology i the home?

- To knour and explair the purpose of Information Technology in the home.
- To knowr hour to- independently, operv a file.

- To knowr hour to- move and, resize images.

Where have we seens Information Technology i the world?

Inv this unit, learners will looks at Informatior Technology
al school, and: beyond, eg. iy shops, hospitals and,
librantes. They will; also inwvestigate hour Information
Technology improves our world:




Y2 - Data Information (Pictograms)

- To knowr examples of Informations Technology in the home.

- To know the uses of Information Technology and, compare different; types.
Hour does Information Technology improve our world?

- To know hour Informalions Technology is used: i a shop.

- To knour that; Informations Technology can be connected.

- To knour how Informations Technology helps people to- improve their lives.
How carv I use Information Technology safely and, responsiblyy?

- To knour how to use: Informations Technology responsibly and, safely.

- To knowr how rules and, guides can help.

How carv I use a digital, device to- take a photographs?
- To knour howr to use o digital desice to take o photograph.

- To knour howr to recognise what denvices can be used, to- take photographs.
- To knour how to explain what I dids to- capture o digital photo-

How carv I take photographs urv both landscape and, portrail format?

- To know hour to make choices when, taking o photograph.

- To ko bt explathes proces of taking ook photographs

- To knowr hour to take photographs in, boths landscape and, portraits format.
- To know hour to- explairy whiy o, photo looks better irv portrails or landscape.
Whals makes. o good photograph?

- To know and: describe whaly makes a; good photographs

- Toknowand;ldﬂnﬁfg,u}wbl&wmn@uﬂﬂva}wf@gmp}u

- To know and. discuss hour to take: o good, photograph.

- To knowr hour to- improve o photographs by retaking it

Whab ffect doss light have, on o photograph?

- To knowr and: explore the effect; that, light' has on a photo:

- To knour and expeniment, with different; light' sources.

- To knour ands explairy why a picture mights be: unclear.

How carv I edit arv image?

- To knour howr images can be changed.

- To knour howr to use as tool to- achiene o desired effect:

- To knour howr to explain my choices.

Are the images we see always real?

- Torhnous ond apply  ragrof. photographip shll o copbure o photo
fTokrwurwdremgmsewhenu:phobho&bwvdwumgﬂi

- To knouwr and: identify which photos are real; and, which, have been changed.

Inv this unit, learners will: learn to- recognise that desices

How cans T oounbandoompumobéedbuﬂng,fa“g;d’mlbsf?
—Toknmu}mwbmrddﬂi@wufulb#chw\t

Imthi&unihlmn\muﬂubegintoundmsmnduﬂ'\abﬂwe
term ‘data’ means and hour datas can be collected, inv the
Fomoaﬁwtoiba/chat\t Thﬁ)y/u){ull,eamﬂw&ter\fm‘uﬂﬂbuiff




- To know hour to represent a tally count as o total

- To know hour to- compare totals in a tally chart

Houwr carv I represent; objects as pictures?

- To know hous to- enter data onto s computer.

- To knour hour to- use ar computer tor wew datas iy av different format

- To knowr hour to- use pictograms to- answer simple: questions about objects.
How carv I create o pictogram?

- To knour hour to- organise data v o tally chart,

- To knowr hour to- use o talliy chart to create o/ pictogram.

- To knour hour to- explairy whaty o pictogram shows.

What i arv attribute?

- To knour howr to- tally objects using @ common attribute

- To knour how to- create a pictogram to- arrange objects' by an atbribute.

- To knour howr to- answer ‘more than, / ‘less than/ questions abouts an attribute:
How carv I collect data: abouts people?

- To knour howr to choose a suitable attribute to- compare people.

- To knour hous to collect releant: datas

- To know hour to create o pictogram and, draw conclusions from it

Houwr carv I present; information, using o computer?

- To know hour to- use @ computer program to present; information tn different; ways.
- To know hour to- share what T hare found; out using as computer.

—Tomwmwmmﬂmoﬁwmmmmm

and, use this to help them, organise data. They wills then
progress onto: presenting data, inv the form of pictograms
and, finally block diagrams. Learners will use the datas

Y2 - Programming, (Anv Introduction to-

Quizzes).

Houw carv I ginve instructions as o sequence?

- To know hour to- follow instructions givers by someone else.

- To know hour s senies of words carv be acted, oub as a sequence.

- To knour howr to- give clear instructions.

Houwr canv T dasign/amabébr\wr‘obob?

- To knour that programming, projects can include both code and; artwork.
- To knour hour to explain the choices made wher designing o mat.

- To knour hour to- identifyy different routes around: o mat.

- to knour hour to- test o mab to- maoke sure that i is usables

How carv I create an algonithm?

- To knour hour to- designv arv algorithms and, explains what; anv algorithms should: achiese.
- To know hou to create anv algonithm to- meet arv end goal.

- To knour howr to use: an algonithm to- create as progromu

How carv I create an outcome using Scratch, Jr?

- To knour that o sequence of commands hos a start:

- To identify the start of o/ sequence.

- To knowr hour to- rurv o program.

In this unit, learners will: begin to- understand, that,
sequences of commands have ar outcome and, make
Scratehy Jr and; realise these designs iy Scratchy Jr using




- To know that o sequence of commands has an outcome.

- To knowr hou to- match two- sequences with the: same outcome.

- To know hour to- change the outcome of a sequence of commands.
How canv T creater @ progeam using o gery design?

- To knowr hour to- creatte o program using o gisery design.

- To knour hour to- works oub the actions of o sprite in arv algorithms
- To knowr which, blocks can be used to- meeb the design.

- To knour hour to- build the: sequence of the blocks thab are needed.
How can T &ang@mgmma}mdwgn”

- To knowr hour to- choose backgrounds for the design.

- To knour howr to choose characters for the design

- To knour how to create o program based, orv o newr desigru

Y3 - Computer Systems and, Networks
(Connecting Computers)

How does o digital, desice works?

- To knousr that, digital, denices accepl inputs.

- To know that digital, dessices produce outputs.

- To know hour to- follour o process.

Whab parts make up o digital device?

- To know hour to classifly inpub and; outputs denices.

- To know hou to model o simple process.

- To knowr hour to- design o digital derrce.

Hourdodigiblbdmhdpu&?

- To know why I use digital; devices for different actimities.

- To know similarities' and, differences between, digital, desices and, non-digital, tools.
Hour amv T connected?

- To know hour a computer networks carv be, used, to- share: information

- To recognise different; connections:

- To knour howr messages are: passed; through, mulliple: connections:

- To knowr why we need: as networks switch.

How are: computers connected?

- To knour that @ computer network ts made up of @ number of dewices.

- To knour and, demonstrate howr information can be passed: between different; dessices:

- To knour ands explairy the role of o switch, server and, wireless access point inv o network.

What does our school networks Looks like?

- To knour the physical; components of o netuworks including hour desices inv o netusrorks ares connected with,

one ancther.
- To knouwr and identify netuworks desices around me.
- To knour the benefits of computer networks.

Irvthis unit, learners will; deselop: their understanding of




Y3 - Data Information (Branching
Databases)

Houwr can texds and: images conweyy information?

- To know the difference belween text; and images.

- To know tha texd and, images' cary communicale messages clearly,

- To know the admantoges and disadmantages of using texd; and, images.
How carv I edits the texts and, layouts of @ document?

- To knousr that text; and, layouts cany bes edited.

- To knour how to change the font stiyle, size: and, colours for a ginen purpose.
- To knour how to- edits text; and, explain thab text can be changed, to- communicate more clearly.
How carv you I choose appropriate page settings?

- To be able to choose appropriate page setfings.

- To knour and define the termy ‘page orlentation.

- To knour and recognise placeholders and, say why they are important.

- To knour how to create o template for o particular purpose.

How carv I add, content: to- o desktop publishing publication?

- To knour howr to- add, content; to- ar desktop: publishing publication.
- To knour howr to- select; the: best locations for miy content:

- To know hou to- paste texts and, images to- create @ magazine couver.
- To know hour to- make changes to- content: after adding, i
Houwr can I choose suitable layouts for different; purposes?

—TOMWWWWW
—TOMWWWQWWQW

—TOMWWWQWWM@WW
—Tomwwmmbﬂ\%%dﬁ@mwﬂw@mm

- Toknow whiy desktop publishing might be helgfl
—TOMWWWMWWWWW%MMMWM

In this unit, lfwmwdbbewnb}anulmw{ﬂw’d’ww
Tesdy ami‘unu,g,e&' and, understond, that they can be used,
to- communicate messages.

Howr carv I create questions with yes/no- answers?

- To knour howr to- irwestigate questions with, yes/no- ansusers.

- To knour houwr to- make: up o yes/no- question aboul o collection of objects.
- To knour howr to- create two groups of objects separated. by one attribute.
Houwr carv I collect relesant datas?

- To knour howr to- select; an altribute to- separate: objects into groups.

- To knowr hour to create o group of objects withiry arv existing group.

- To know hous to- arrange objects into- o tree structure.
melumfaab«ul\dﬂl\g,dﬂbobos&?
fTomwwmwwWw@Mm

- To-know hou to- group objects: using my own yes/no- guestions:

- To knowr hour to- prowe my branching database works.

Irvthis unit, learners will; deselop: their understanding of
whal o branching database s and hour to- create one.
will, decide, uhat types of data should be presented as o/
bronching database.




Houwr carv I structure o branching database?

- To know hour to create yes/no- questions using givers altributes.

- To know hour to- explair thal questions need: to be ordered; carefully to- split objects into- similarly sized,
groups.

How carv I identify objects using o branching database?

- To knowr hour to- select a theme and, choose o) wariety of objects.

- To knour hour to- creatte questions and: apply them to- @ trees struchure.

- To knour hour to- use o branching database to- answer questions.

How carv I compare the information shown v a pictogram with, @ branching datobase?
- To knour hour to- explairy whaty o pictogram shows.

- To knour how to explain what @ branching database tells me.

- To knour how to compare two ways of presenting information

Y3-PP09I‘OWW(SWU\/ML1&O) What are the features of Scratich? Invthis unit, learners will: bes introduced to- o selection of
- To knouwr and identify the different: objects i av Seratchs project: (sprites, backdrops). motion, sound; and, ement, blocks whichs they will, use tor
- To know that objects in Scratch, hawe attributes (linked, to). create their owns programs, featuring sequences. The
- To know that commands in Scratchs ares represented, as blocks. final, project i to- make as representation of a: pianc. The
HourcunIpN)g.mma‘spNtﬁ,? umtwpumdfo}ow&mo&asp&i&oqﬁqud
- To know that eachs sprite is controlled; by the: commands chosens make sure thats knowledge s builts inv o structured,
- To knowr that commands hase an outcomes manner. Learners also apply stages of program design
- To know hou to- describe an-screens action for my plan. through this unit.

- To know hour to create o program following o design.

Hous can T sequence: biy joining blocks together?

- To know hour to start, s programy inv different; ways:

- To know hour to create o sequence of connected commands.

- To know hour to- explairs that the objects ins miy project uill, respond, exactly to- the code
Why is the order of commands important?

- To be able to explain what as sequence is.

- To knour hour to combine sound commands:

- To knour hour to order notes inv o sequences

Hou can T change the appearancesof my project?

- To knour howr to- build as sequence of commands.
*TOMW@MWWMMWW@W
- To be able to- design choices for my artuworks

How carv 1 create or project from o design brief?

- To Wdentifyy and, name thes objects T uill need: for o project.

- To relate o task description to o design.

- To knowr hour to- implement, myy algorithms as codes




Y4 - Computer Systems and, Networks (The
Internet)

Howr do- networks connect?

- To knowr hour networks physically connect to- other networks.

- To know that the infemet, can bes described: as as nebworks of networks.

- To knowr why o network needs protecting

- To know and demonstrate howr information is shared, across the infernet.
What is the internet, mades of?

- To knour that networks desices make up the internet.

- To knour and, describe different; networked, desices and hour they connect.

- To knouwr and, be able to explain how the internet; allows us to- wiew the World, Wide Weh.
- To knour that the World, Wide Web s part of the internet that, confains uebsites and, web pages.
How carv I share informations?

- To knousr that websites cary be shared, vias the World: Wide Web.

- To knour where websites are stored, when uploaded: to- the: World, Wide Weh.
- To knour howr to access websites on the World Wide Web.
What s o website?

- To knour howr content carv be added: and: accessed: on the World Wide Web.
- To know hour to- create medics whichs can be found, on websites.

- To know that anyone can add, content to- the World, Wide Web.

Wheo owns the web?

- To recognise that the content, of the World, Wide Web s created; by people.
- To know that there are rules to protect content:

Canv T believe what T read?

- To know that not emerything ons the World, Wide Web s true.

—Toknawhowfgwxplmmwh&mm}owﬂohm}oundmhn&wnobb@hmﬁﬁh cmumte,or\l@g,ol;.
—TOMMIW%MWWIWWWWM

In this unit, learners wills apply their knowledge of
nebworks to- appreciate the internet as o netuworks of
networks'. Children, wills also explore the World, Wide
Web for themselves and learn abouls who owns content.

Y4 - Creating Media (Audio Editing)

- To knour that sound, can be digitally recorded:

- To knour and identify digital desices that can record: sound, and, play it back.
- To knour and identify the inputs and, outputs required; to- play audio or record: sound.
- To knour and recognise the range of sounds that: can be recorded:

Hour canv T uwmdigifabdmh}r‘emr‘dsowd?

- To knour hour to use o denice to- record sound:

- To knour hour to use as deice to record: audio- and, play backs sound:

- To knour hour to improwve my recording,

- To discuss what; other people include when recording sound: for o podcast.
How carv I make o podcast using o digital, recording?

- To knour that, o digital recording is stored: as o file.

- To know hour to plan for o podcast.

Invthis unit, learners wills inifially examine desices
capable of recording dgital audio; which will include
(entifying the input demice (microphone) and, outpub
wills discuss the ownenship of digital audic and the
copyrighty implications: of duplicating the work of othenrs.




- To know why tb s usefuls to- bes able to- same digitals recordings.
- To know hour to- same o digital recording as a file.

How canv I EAAbadAgdaLr‘ecordmgp

- To know that audio- can be: changed, through, editing.

- To knour hour to- operv o digital recording froms o file.
- To knour hour to- discuse ways ins which audio- recordings carv bes altered.

- To knowr hous to- edits sections of arv audio recording:

How carv I combine audio to o digital, recording?

- To knour that different types of audic- can be combined, and: played together:
- To discuss sounds that other people combine.

- To knour how to choose suitable sounds to include in o podcast.

- To knour how to- use editing tools to arrange sections of audio.

Y4 - Dato Iq}ormahm (Data Logge(\s)

How carv I use data to- answer questions?

- To know hour to- choose o/ datas seb to- answer o, givery question.

- To know hour to- suggest questions that: can, be ansuered; using o givery datas seb.
- To know hour to- identify data that: can be gathered, over time.

How canv I use a digital device to collect datar automatically?

- To know hou to- explairy thals sensors are inputs denices.

- To know hour to- use data froms as sensor to- answer o gisen, question.

- To know hour to- identify that: datas froms sensors can be recorded.

How do- datar loggers works?

- To know hour to- identify o suitable place to- collect data.

- To know hour to- identify the intervale used, to- collect data.

- To know hour to talk about the, datas that has beery captured.

How carv I analyse data?

- To knour hour to import @/ datar set

- To knour howr to use @ computer to- wewr datas irv different; ways.

- To knour howr to use @ computer program to- sort, data.

How carv I identify the datas needed to- answer questions?

- To knour howr to propose as question that: can be answered: using logged: data
- To knour howr to- plary effectimelyy for hour to- collect: datar using as datas logger.
- To knowr hour to use as datas logger to collect data.

Howr carv collected: datar bes used: to- answer questions?

- To knour hour to- interpret; datas thaly has been collected: using o data logger:
- To knour hour to draur conclusions from datas which has beer collecteds

- To knour ands explairy the benefits of using a datas logger.

Irvthis unit, learners will; consider howr and whyy datas is




Y4 - Programming, (Repetition iny Shapes).

Houw carv I programs an on-screen turtle?

- To knous that accuracy v programming, is tmportank,

- To know hous to- programs @ computer by typing commands.
fTokrwﬂwb%qudqu@cho}:@comr@

- To knour hour to- create o code snippet for o gisery purpose.

Carv I create algorithms to- make shapes?

- To knour what ‘repeat; means.

- To be able to identify patterns inv emeryday, tasks.

- To be able to identify patterns in o sequence.

- To knowr hour to- use o count-controlled, loop to- produce o gisens outcomes

Carv I create algorithms to- make complex shapes?

- To knour howr to- modify o count-controlled: loop to- prodiuce ar gisens outcomes

- To knour howr to- identifyy the effect of changing the number of times o, task s repeated.
- To knour how to- predich the outcome of o programs containing o count-controlled: Loop.
- To be able to choose which values change in a loop.

How carv I create shapes v o game?

- To know hour to make a: lish of everydaiy instruchions; which include repetition.

- To be able to- predict the outcome of as snippeb of code.

- To know hour to modifyy as snippet of code to- create a gimens outcome.

Houw carv I use infinite loops v o game?

- To know hour to- modifyy loops to- produce o givens outcome.

- To know hour to- choose when to use: o count-controlled and, an infinite loop.

- To knowr hour to recognise that: some programming languages enable more than one process to rur aty

onces
Houwr carv I animate miy name iny Scratchs?

- To know whichs action will: be: repeated, for eachs object:

- To know hour to- explairy what the outcome of the repeated; action: should be.

- To knour hour to evaluate the effectiveness of repeated sequences.

Imﬂwi&wuhlﬁmw\swdbmtepmgxumbgpiuw
poﬁe;mTWwdbuﬁ@Loga@teinrbosedpxogxme
language.

Y5 - Computer Systems and Networks
(Sharing Information).

Whubi&a,wmputepsg;sten\:?

- To knour that; computers can be connected together to- form systems:

- To knour ands explairy that, systems are bult; using o number of parts.

- To knour that @ computer system features inputs; processes and, outputs.
- To knour that; computer systems communicate with other devices.

How do- we use computer systems?

- To knour and recognise the roles of computer systems in our lives.

- To knous tasks that; are managed: by computer systems.

- To knour that there are humary elements of as computer system.

- To knour and, explain the henefits of a gisens computer systems

Irvthis unit, learners will; deselop: their understanding of
between systems and, denices. Learers will, consider
explaining the ‘inpub - process - outpull aspects of o




Houwr is information transferred, over the internet?

- To know that data is transferred, using agreed, methods over the internet.

- To know that networks digital, dewmices hane unique addresses.

- To know and: explairy thab datas te transferred; over netuworks: irv packets.

How does sharing information help us to- work together?

- To knour that sharing information online lets people: irv different; places works together.

- To know that I MWWWWWWWW,MWWME&
shared.

- To knour that digital desices can allour us to- access shared, files that; hame beer stored, online.
How does sharing information help us to- work together? [2]

- To knour and apply strategies to- ensure successful group work.

- To be able to compare working online withy working offline

YS - Creating Media (Video Editing)

What s o video?

- To knour that @ video canv include bothy wsual; and, audio medic.

- To know the benefits of adding audio- to- s video.

- To know hour to plary for a; video project using o storyboard.

What is o dersice?

- To know hour to- identify and, name digitals demices thals cans record, bothy video- and, sound.

- To know hour to select the most suitable digital, desice for recording as project:

- To know hour to locate and identifly the working features of o digital, desice thaly cans record; video.
Hour can T used: o dermice?

- To know hour to select o suitable derice and, softurare, to capture videos.

- To know hour to- demonstrate suitable methods of using a digital; dessice, to- capture videos.

- To know hour to safely use and handle digital: devices.

- To knour the features of ar effective video and; be able to- confidently list: the features.

- To knour howr to- record; as video thaty demonstrates somes of the features of an effective video:.
- To knour howr to explain whiy lighting and: angles are important; irv creating arv effective video.
Houw canv T lmportore/xportu:vidw?

- To knour hous to- store, retrieve and export a recording to- ar computer

- To knour howr to improve o, video by reshooting and: editing.

- To knous howr to select the correct tools to- make edits to o video:

How can I evaluate o video?

- To knour hour to- make; edits to- o video and howr to improve the final outcome.

- To knourthat, the choices made when making o, wideo willl impact on the quality of the final outcome.
- To knour hour to evaluate o/ wdeo and share opinions:

Irvthis unit, learners wills be: prosided, withs the,
opportunity to- create short wideos in groups. As they

Y5 - Datas Information (Flatfile Databases)

How carv I create as paper-based database?
- To knour hour to- create multiple questions about the same field.

Inv this unit, learners will looks at how a flat-file datahase
carv be used, to- organise data i records. Pupils will use




fToknowhowfoewplamhome;ownuiwmconbermnded
fTokrwhowfoordu\,W\tcnd/gxoupdumwx\d&
How can I wmpampopﬂ\m\dcompuiuhbaseddah}base&?

- To know hou to- narigate a flat-file database to- compare different; views of information.

_ To knour hour to- explairy whab o field’ ands o ‘record, s v o database.

- To knour hour to- choose whichs field to- sort datar by to- answer a givens questions
How carv I group and, sort data on o computer-based database?

- To knour hour information can be grouped:

- To knour hour to- group information to- answer questions.

- To knour hour to- combine grouping and, sorting to- answer mores specific questions.
Hour canv searchs tools be used, to- select datar?

- To knour which field ands value are required to- ansuser o gisens question

- To knour how to outline hour ‘AND” and, ‘OR’ can be used, to- refine datas selection.
- To knour howr to choose criteriar to- answer a givens questions

How carv I use @ computer program to- compare datas wisually?

- To knour how to- select; an appropriate char to visually compare dato.

- To know hour to refine a chart by selecting o particular filter.

- To know and: explairs the benefits of using a computer to- create graphs.

How carv I apply miy knowledge of o database to the real-world?

- To know hour to- asks questions that wills need more than, one field: to- answer

- To know hour to refine o searchs v a real-world, context.

—Toknawhowfopxmt}mding&fo@gmup.

tools withiny @ database to- order and answer questions
aboub data: They will: create grophs and charts from,
their data to help solve problems. Finally, they will, use o
work to others.

Y5 - Programming (Selection iy Quizzzes)

Hour canv T wplomcondAhon&wprogpammmg;?

- To know hour selection is used, iy computer programs.

- To knour hour conditions are used: inv o selections
fTokrwhowtoLda\ﬂ{g/condiﬂonsm@progmm
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How carv I select different; outcomes?

- To knour howr to use: selection: tnv an infinite loop to- check o conditions

- To knour howr to- identifly the: condition, and, outcomes irv ary “ifv.. thenu.. else’ statement.
- To knour howr to- create as program thaly uses selection to- produce different outcomes:
Hour canv T uzsk/cweshmwwan:algm\ﬂ'\mp

- To knour hour selection directs the: flour of o program.

- To knour that, program flows can branchs according to- o condition.

- To knour hour to- design o program, that: contains ‘... theru.. else.

Can I dwgn/mg,mm\:cymm7

- To knour hour to- design o program that uses selections

- To knour hour to- outline a given, task.

- To know hour to- use o design format to- outline miy project.

In this unit, learners will: develop their knowledge of
‘selection by reaisiting how ‘conditions’ can be used; inv
else...” structure can bes used; to- select different; outcomes
depending o whether o condition is ‘true’ or false’. The
and, then, by constructing programs in the Scratchy
programming erwironment. They wills also learr hous to-
control the, outcomes based; orv the answers gimens
design as quizz irv response to- as given task and, implement,
i as o program: To- concliude, learnens wills evaluate their
ways it could, be improved.




- To know hour to- identify the oulcome of user inputs irv anv algonthms
Can T create my own quiz?

- To know hous to create o program that, uses selection.

- To know hous to- tmplement; an algorithm to- create the first sections of o program.
- To knour hour to- test a program:

- To knour hour to- share o program withs others.

How carv I evaluate o quiz?

- To knour hou to- evaluate a programs

- To identify ways i whichs o programs could; be improsed:

- To identify the setup code required; irv o programu

- To knour how to extend my programy further:

Y6 - Computer Systems and, Networks
(Communication).

How carv I search the World: Wide Web using a searchs engine?

- To knour how to complete a; web search to find, specific: information.

- To knour and be able to refine my seanch

- To know hour to- compare results from, differents searchs engines.

Houw do- searchs engines select results?

- To be able to- explains why we needs search engines.

- To know the role of web crawlers i creating arv index

- To know hour to relate o searchs term to the search, engine’s index.

Hour are searchs results ranked?

- To knour hour search results are ranked, and, ordered:

- To know that searchs engines follow rules to- ranks relenant; pages.

- To know and: suggest; some of the criterias o search, engine checks to- decide on the order of results.
- To know why the order of results are important and houwr they canv be: influenced.
fTokrwwcnd/recogmﬁesomq‘ﬁﬂwbhmifohon&odﬁseardmengm
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Howwn:we;oormnunimte;u;sing,bedmologg,?
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- To be able to identify o variely of ways of communicating over the internel and, choose these for
porticular purposes.

How canv T waluate;d%epenbmeﬂwd&q}onh[wwmwumhomr)

- To be able to evaluate different: methods of onlines communication

- To compare different; methods of communicaling orv the internet.

- To knowr what I should: and, should: nob share

- To knour that; communications on the: infernet may, nob be, private.

Irv this unity learners willi learry about the World, Wide
Web as o communication tool, hour seanchs engines work
and: compare different; search, engines. They uill
evaluate them.




Y6 - Datas Information (Spreadsheets)

Whab makes o good, website?

To be how to- explore a website.

To know how to- effectively discuss the different; types of medias used; orv websites.
To knour that websites are writtery iy HTML.

How would yow lay oub your web page?

To know how to- effectivelyy plary the featiures of o web page.

To know and, name the common features of a web page.

To know different types: of media that: T could include on miy page.
To be able to draur o web page layout: for o particular purpose
What is copyrighty?

To consider the ownership and use of images (copyright)

To know whiy I should use copyright-free images

To knour hour to-find, copyrighi-free images

To know what, is meant, by, the term fair use/

Houwr does the web page look?

To recognise the need to- presiew pages

To know how to- content; to- my, own web page

To know how to- prenieur what: my web page looks like

TOMWbWMWu@WW%demMWWW

To outline the need for a naigation paths

To know what o nasigation paths is and, why namigations pathe are usefuls
To know how to- make multiple web pages and, link them, using, hyperlinks.
Hour effective is miy website?

To recognise the implications of linking, to- content owned; biy other people
To be able to create hyperlinks to links to- other peoples work,

To effectivelyy evaluate the user expenience of o website.

In this unit, learners wills create websites for o choseny

purpose. Learners will, identifyy whab makes a good, web
their own website. Throughout the process learers pay,
specific atention o copyght andhfr usesof mecic

What is o spreadsheet?
- To knour the relesance of datas headings.

- To knour hour to- answer questions fromy an existing datas set.

- To knour howr to asks simple, relevant: questions whichs carv be: answened, using data

Howr carv I modify o spreadsheet?
fTokrwwhutcmltechﬂ:damw.

- To know hou to- appliy an appropriate number format to- o cells
fTokrwurhowtobudd/mduf@sei}m@sppeandpplmhom
Hour can formulos be used, to- produce calculabed data?

- To know and: exploiry the relesance of a cell’s data type.

- To know hour to- conetruct a formulas irv o spreadsheet.

- To know and identify how to change inputs and, outputs

Irvthis unit, learners wills bes introduced, to spreadsheets.
They will: be: supported, irv organising data into- columne
and: rows to- create their own datas seb. Learers wills be
taught; about the, importance of formathing datas to-
used; to- produce calculated, data. They will also- be,
taught hour to- apply formulos to @ range of cells and,
cppbyformud to mlple clle by cuplcotng ther




Houw carv I caleulate and, duplicate data?

- To know that data carv be calculated; using different; operations.

- To know that o, formula includes a range of cells.

- To know hour to- applyy o formula to- multiple cells by duplicating it

How carv I create ar spreadsheet; to plarv for an event?

- To knour hour to- use o spreadsheet; to- answer questions.

- To knowr why data should, be organised.

- To knowr hour to- apply o formulas to- caleulate the datas I need, to- answer questions.
How carv I present; datas?

- To knour hou to- produce o graphs
- To knour howr to use s graph to- shows the, answer to- questions.
- To knour when to use a table or graphs
Y6_nglww(vomblmwcvm) What s o variable? Learners will: explore the concept of variables iy

- To be able to identify examples of information that i o wariable.
- To knousr that vantables can hold: numbenrs or letters.

Hour can T use variables?

- To know why o vaniable is used, i, a programs

- To be able to identify o program, vanable as a: placeholder in memony for o/ single ualue.
- To knour that o vantable has o name and o value.
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Hour canv T improvea,g,am,ej?

- To know hour to- improve a game biy using variables.

- To know hour to- make use of an events iy a program to- set a variable.
- To knour that, the value of o variable can bes used by o program.
Houw canv T dasignmg,mm\lg,wm? [Parb A]

- To knour hour to- designy o project that; builds on as gimen example
_ To be able to- select artwork for myy project.

- To knour howr to- create algonithms for o project:

- To knour howr to explain different, desigr ideas:

Houw canv T dasign/mg,mm\lg,wm? [Part B]

- To knour hour to- designy o project that builds on as ginens example.
_ To be able to- select artworks for myy project.

- To be able to chooses s name that: identifies the roles of o, variable.
- To knour hous to test o code that has been writter

Howr carv I improse ands share my game?

- To he able to emaluate o project.

find, oubs what variables are and, relate them to- real-
Therv they use variables to create ar simulation of a
scoreboards In Lessons 2, 3, and, 5, which, follow the
Use-Modify-Create models learners expertment; with,
MWMMWIWLM4,WW
on design. Finally, irv Lessory 6, learnens apply their
games iy Scratchs
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