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I: Computing systems and, nebworks - Connecting mn@cﬁmnmmmwudmm&panhwﬂe&m@t& jspaintapp - chrome books
computers
Lesson bwgﬂm Tasks Prior K S K
| How does a expmwwmbdmﬂum Acliviliy | - Sorting objects - discussion with, partner. How would yow sort themv info- YvadLneedJmundmfandmg/o}dlgAmbm
d.tgktal/devwe/ Ioamexplauwﬂwtdxgﬁal:d&m Mog;wp&mdwhghmegow&w&eﬂwbww? WWWTM@WM
work? acceph inputs Activity 2- Tnputs process, outputl machine - worksheet; to- complete with, partner: bebween them is that o digital device is
o T can explointhat, digital devices Achivitiy 3= Tru pairs to- create their owry inputy process; outpull machine on the lank A3 capable of some processing; te b has Junctions
e TIcan) @ Y ow wills need; to- be Jamiliar with the concepts
o T cor exolain whab 3 Taski Test and record inputs and output using o digital, device: o} inpuly process, output (IPO), which underpins
Trwestigate; which will be the most secure password, using the How- Secure ts My, all digital demices:
secure passwond Password, website: hitps://wwenesecuribyorg/how- secure~is=my-password/
2 What parts To identify inpub and, outpub dersices Adtivitiy | - As a class look ati the images onv PPT and, decide whether they are an, Y ow wills need, to be familiar withs the: inputs
make up o . Iwmdawwmpubandoutput Inpub or output ands outputs of o range of digital, devices.
digital desicer? demices Yow will need to understand that desmices cary

° Imdmbe@wlplspxmes&
o Imdesigma/digmm

Achivitiy 2 -Irv pairs use the, worksheeb to- matichy inputi demices and, output: For eachs
Mmaw@u@d}dbﬁpmd@mﬂmwmﬂ\@mw

Match input, device, output - Answers

Input device Digital device Output device

@i Keyboard B Lopiop \, Printer

Touch SN oy Gom > Y screen

=& Games controlley {J Tabler N I' Speaker
@ Buton Pedestrion r'nwlngé - Pedestrian

i button crossing

Activibiy 3- Task: Usewo&sheebtodes&gnanwd&ﬂwﬂwtmwwkehght&ﬂlashfo

rrmmtdl/c}oke&take&pmbwe&ondd\ange&th necmd&a/voimondoomchan@elband/
makes music:

(eg starting o video leads to- outputs fromy the
carv lead, to one output (eg using o mouse ands
o keyhoard, to produce o document).



https://www.security.org/how-secure-is-my-password/
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3 How do To recognise how digital, denvices carv Achivitiy I Inv groups complete the worksheel to What can voa wse a dlettal dovice fok? Yow wills need, to- be: familiar with, your chosery
d.tgktabda»{m &\mgethb wo.gxﬂm.twewmk explmwhabdigxtabdww@s«w\eu&ai}of\ m,m..—w.m:mmmM,w:=.mm,mm . dlgxi:al;wrlt/px‘ogmm mdudmg’d’wbmsh !ldL
hf»lP'U&? o I oame/xplaimhowl u&e/dLgAbGL Dt [y [ gt ‘unde’, ands redo’ tﬁwwﬁm&
devices or different; actnitcs | "w el
o T con recognise similarities Task~_Activitiy 2: 15 minutes. Split the class i half- *ﬂ:
bebweer using digital devices and Hal} to- painb o picture o} o tree: using, paint and, P—
using non-digital, tools paper and half to- use: Chrome books and, rrm—
o T can suggesh di”ﬁex\enoe& bebween ;;d,%a%b dmbjti\% dﬁiau*! Then, SWQP‘dO —
nm—digltol/tool&
A@'mgy 3; Di;sais&boi‘hapfpﬁoadws, whmhon&d&d/t}wy px\e;flep? Whichs one was
W’? Whidworwwa&dwap@r\? V\/hwlwonbwa&mor‘egyhue,nﬁ (l@s&m@s&)
4 How am I Toexplwvh@wacowxb@nefwor%m |-wor4</sheei?f\/\y;cor\necﬁon&- YWMWQMLMW#W
connected? beusedtoshmeux]lmwwhom White 5 to 10 peopl@t}wbgowhame My personal network u%wwhom(data)ﬁmomwmd@oompum
o T can explain how messages are hnebdwmwwidw&vojlw X e TR, = pmedtog,eﬂwfomblemfownammwb@
passed through, multiple connections. B s =2\ shared, between themu
snnechions Look@ﬂ\emmn&ﬂ\@ﬂwhmm B < =
o T can Ww@ 3 dmmso}apand/to’dﬁmk/obout
owitch whether there: could; be: aniy additional,
hnes;be’tweempeopl& egbetweemMum;
MDWTMM%M%WMW@WW%WM
connections
. Activiby 2 Taski Practical~ Explore how messages are
o _ transported, throughs a compuler nebwork: Use the,
without the childrery getting From: To:
< oub their sea:
f L ) Message:
=N C) _________________
5 How are, To explore how digital devices carvbe | Taski Irv groups, children to- role play being a nebwork: This lesson requires Jurther knowledge of o
connecteds simples school nebwork: It introduces o servers
connected? ° Withiry the task explore making o networks adding as server and, wireless (Wi-Fu) which Jor the purposes of this lessorv s defined,

Icamr‘ecogm/se’dwt@wnputa\
ndwm\k/wmadeupojﬁa/nwnba\

connections

as a locatior to- store files (they can and,



https://paintz.app/

C
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e T carv demonstrate how A print-off of Handoub Al A2 and, A3 may be useful for each group to- hare: It also infroduces wireless access points, whichs
betweery dervices derices suchs as tablets or laptops: There is
o T can explain the role of likely to be s wireless access poinb iy most
switch, servers ands wireless classrooms or communal, areas inv school: Tt
access potnb i @ nebwork will bes connected to the nebwork vias av physicals
cable:
6 What does To recognise the physical components of o | Achivitiy | - Discuss the benefits of o network Y ow wills need, to- be Jamiliar withy how the,
nebworks look e T can identifly how demices v a Achivity 2 - Look abi the school networki Prinb off resource sheel 2A (I for eachs pair) access point; routers and, printer or copier) on
like? nebworks are connected together Suumi your schools nebworks are: connected with, one
o T can identifly nebworked denices “: another, and where the desmices are located.
around me o - Ymea/wishfodisumﬂu&wiﬂwﬂ'\@IT
‘ ‘ =] technician, prior to the, lessoru
* L con ety the benefits of Yot vl e b ke thes et cobles and
computer networks -
= nebwork sockets are needed, to- connect desices
= irv @ nebwork,
Task: Create as compubing networks using key network components: Children to- work irnv
pairs and use handout: A3 (I between 2)
Mapping a network g7 b
. T
‘ - AN Q
n | | [Ee—
2: Creating Media - Stopframe photography sething, characters events, oniorv skinning, consistency, evaluation Cloud stop motiony  cloudstopmotioruicom - chrome books
Lesson LMQ@JM Tasks Prior K Subj K
| Carva To explairy thab animation is @ sequence | Activity | - What s arv animation? Children to- write ideas on as whiteboards as part | Teachers wills need, to- undenstand, how to- make o
Pmus@m’? o}dmmg&ovph@fmgraph& q]la;das&d;;sw&sim w@eﬂkpbool@onmm(se&slideé}mmgvdm
e T can drow o sequence of pictures Activily 2- How are animations made? example).
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° Imueafemeﬁech»eﬂlpbook/—
style: animation

e I can explain how an animation/Jlip
book works

Ancther class discussion where childrery answer questions irv table groups.
Task: Mok@amanmwtwm}upboohtos}wwa/shd@wsomwmm% Children to- use
A3 worksheet to- support their learning:

Animation tick sheet

eate an effective flipbook

]

Use the tick sheet
animation.

to help you to cr

1 Stort on the bottom sheet
2. Draw your stick person (make it simple)

[\

rt of the drawing that you want to

3. Turn over the next page

4. Make achange to the po

& Repeat unti all pages have a drowing on

'©
OO0 o0oog

e

7. Flip through the pages to see your animation

Teachers wills also- need; to- understand that any

anmwﬁDmt&wwd@upo}aswq]lswbmge&

2 Frame by

sequence o images
° I can predict what anv animation will
look like:

A@‘M‘gy = Cmymp:\edmbwhubmlbhappem? Clﬂs&dms&mu&ng/ﬂwshde&a&
A@‘M‘Q;ZZ = deogowusebf\/\oﬁm? Discussion ands video:

Task Create o stopframe animation on as digital, device (Whiteboard; (Pad and,
iMotions app needed) Children, to- work irv pairs: See example videos orvthe drime iy

Hwtorrwkeo;s&mplssiop}rmwonmwhmn

3 What's the
si'ong/?

To plarv arv animatiory

e I can break down a story into-
setfings, characters and, events

e I carv deseribe arv animation that is
achiemable orv screen

e T can create o storyboard,

A@‘M‘gy - Gather Ideas - Pr\intnmliiplsoopis&ojlr\esow‘oewo&sheeb/’d}or»
childrerv to- use i their animations: V\/habtdm&hwed\ddr\ewgﬂfp Discuss ands
guide children

Activity 2 - Make a storyboard, - Using, resource worksheetbA2 (I per child) Children
My storyboard

Create a storyboa ents in your animation,

Y ou will, need, to- have realistic expectations of what
the learners can complete i, one lessonu Animations
take o long, time, to produce; every o shorb dlip can
take o long, time: Keepzﬂ’u&lmmindwhm

would: bes difficult to- animate irv one lesson so
leamners should keep it simple; e.g: one background,
and two- characters.
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Task: Dwdopand;plmmanunahomfhatwdbb&fumedmfommm
onUmthhddmtouseUnﬂpldm}mAcMﬂhm| an(LZ’tooomple)b@am
oy

I Picture Toldmﬁ}yzﬂ’\@ne@dtowor%mistwﬂg/ Ao_h'mg;ﬂ -Hame o class discussion around the termy consistent:
Pe;#,ot ondca:\e}ullg A@‘M‘Q;ZZ—SM%WWM%MM%@MWM%
o I muﬁeonmskmmngtohdpm@ inconsistencies:.
make small changes bebweery frames | Show children resource, worksheet, A2~ Use this as o checklist i your owsry
o I oomm»imo;seqpmo}}mnw& animation
b{} W Berccnsirstent and b% :urefu\r
° Ioamewoluat@ﬂ\equaht{yqﬂw S
) )
Task DMMW@W&MW@MWW@@WGW@
5 Euwaluate Tor\emmand/mxpxwemorunwhm A@‘M‘gy —Chﬂdxmtowatchﬂwvidmandbes}mmhpwﬂ\eymedibwhabthﬂéz YwMLneed/tounder\sthdwmé&ﬂ'mtﬂwl@om
and, makes b o T can xplmmwolé&torrwk&mg/ haMeJU\eobed/so}ar\ oamww‘ove’d’wanunahorwﬂwbﬂ’wmad@last
g,r\e,qﬂ_ animation better Activiby 2 - Evaluate worksheeb (resource: 2A) prinb off orv A3 paper: Children to- week:
o I can evaludate another learmer's e)\»ahwbewhat’d'\whm»edoneso}ar\
. ) Evaluation sheet PO YOU/V\MMJ tO meth&u{\/\ . OP’P4
orv al |l aa |
L] |
|

Ll
L] |

Task: Rwondeditmmhmwbasedmpw}eedbod@ Childrens now harve the
chance to- do- v Jinal take of thes animation
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6 Lights, To evaluate the impach of adding other

camenras actiond | mediow to- anv animation

e I can add other media to- my
N

e I can explairv why I added other

° I can evauate my final fm

Adtivity, | - Discussion: Use slide to- discuss the questions listed, as ar whole class.
Activiby 2 - Movewanﬂmhoru Show childrery how to- move their video to-
iMonie

A@'M'Q;43 = Addothen’t@pesq[lwwdxw Using/shde&7—q discuss and, show children,
Display Resource sheels A3 - mchddrwvﬂ\mkaboubmdudu@wo%ﬂﬁ@@ea&
Activity & - What s the impact?

Use resource: sheely worksheety Al to- resieww and, evaluate the changes thats adding
the media, have made.

Y ow wills need, arv understanding of how to import a

Unit title MSMWWWWWWWW@ Denvice: needed:
3: Programming A - Sequencing sounds nwhmhmpanbwdu@omgobghd&smpmwmhb&hdwgmmﬂwmd&mm Scratch- chrome books
Lesson LM@AM Tasks Prior K Subj K
| Introductionvto | To explore anew- programming Activiby | - Introduction to- Seratchy - Discuss withy childrery what Jeatures they recognise: Y ou wills need, to- be: familiar withs the, Seratch
Seratch enwironment Use the slides to- infroduce the news leatures of Seratch. programming erwironment: I} yow are new to-
e I carvidentify the objects Activiby 2 - Sprites and, the stage~ Show children how- to- add, o new sprite: and: how add, Scratehs there ares some usefuls tutonials withiry
v v Seratchs project o backdrop to- the stage: Children to- have a go- ab: completing, the tasks on handouls A2, Scratchs or yow could register onvthe course
(spﬂi’e& badedm)p&) (Th&mb@dﬁplﬂgedmfh@bom*d‘) Tead\mgpnog;\anmungwpws&wol&
® T carvexplain that objects (necedo/PrimaryProgramming).
irv Seratchy hare attributes For this lessony you will, need, to- be aware of the
® I can recognise that sprites: ands the stage
commands inv Seratchs are
representeds as blocks
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@B 6 ~ = e WA [ O s

o 0
Task Chdd.r\emtoodd/a/siag& spr&wand/chongebodedpop&u&ng/sm

2 Programming To identify that commands have arv | Achivity | - Mowving more thar one sprite: Childrers to- follow the video clip and: add, code to- | Building on the: previous lessons youw will need to
Sprites outcome their new sprites. No- need, for the handout Al. Teacher to- take picture evidence: be familiar with, the: concept o} coding multiple
® I carcredte o program Activity 2 - Which blocks? Display slide 8. Allow- children to discuss what: has happened, sprifes inv one project: Y ow wills also need; to- be
Jollowing o desigrv and, and; whichs block best fits this description: Show slide 9 and ask children to- predict what aware of the new blocks introduced; irv this
understand, that eachs sprite | eachs block does: Let childrer test oub their predictions. lessoru point irv directions and: turn
is controlled, by the Activiby 3 - Exploning movement inv Seratchi Childrery to- inwestigate news blocks movements
commands I choose and match themy to- the: mosement descriptions: A3 handout to- eachs pair of childrer
® I carvpredict the coding ST e
m& used to- move @ St e sy rte
to their actions
e e
MMWO@U}\@(US@A3 handout) Carv childrery pair the block to s movement,
description
3 Sequences To explain that: o program has @ Activiby | - Introducing event blocks: Compare the screen recording of two- sprites: Use: o Y ou wills need, to- be: Jamiliar with the three events
start whiteboard, withs av partner to- make the: comparisoru Childrerv are ther shown the coding blocks infroduced, in this lessoru
e I carstart o programs tru blocks used and; are: introduced, to- ement; blocks.
different; ways Activity 2 - Creating o project: Use the worksheet A2 to design your project: Whab will -
e I carvcreate a sequence of mwwmwwﬂmeﬁﬂu&mﬂwmb@m@mo}w Each of these blocks cause any evert: to- start .
o T can explairvthab the g script linked, to- as particular sprite. Although the,
objects irv muy project will, termy ‘inibialisation is not infroduced, to- learners
cefbond, SPTHPESHHS ab this stage; this is the process of starting a/
X progagiry

Inthe ‘Creating o project activily, learners will
the project: This is highlighted throughout the,
plary below: More information aboul lemels of
abstractions are included, iny the Unib overvieme.
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Sprites and commands available

Sprites Event Motion
Choose a different one for each | Choose at least two different
Choose three: sprite: commands for each sprite
e When the flag is clicked
~ TS e
o When the sprite is clicked
Horse Parrot m
e When (key) is pressed
M e

Frog Crab

»

Dog2
Task: Chﬂdxmwumsmmdbwd&sp:%ie&mnmlhpl@wwg& Eadmsmteshould,sm;\t
theipcode}r‘orma/diﬁer‘er\tm

L Ordering To recognise that a sequence o} Activity | - Ordering blocks: Childrer to- use the links (neceiio/pg3a-b-al -ca) to access o Yow need to- be: aware of the difference between,
Commands commands can have ans order project and, change the order of the blocks - Whab happens? the Jollowing two- blocks:
o T carvexplain what a Activiliy 2 - Creating o, sequence: Children to- inpulbh ar givens codes therv explore how to- code Play;soundunhbdonezThi&leLplag/a/sound:om
sequence s the next part, fromv ginen code that needs sorting, into the, correct; onden it owny and therny mosve onv to the next block: Tt
° I can combine sound, Ac_h'm‘ix{;;?)-CMW%M&WEWM@ML&MWW carv be used to code a tune, as one sounds wills
commands how to- code a chord: Children to- therns code their owny chords. nob play on top: o} anothenr:
® I can order notes into- @ Taski Children to code their own chords using the knowdedge built up invthe earlier parts of Start sound: This will, play o sound, as soon as
sequence; the lesson anv event happens; eq: wher green flag is clicked:
once carv he used, to- create chords.
Yow should: also be ammare that certain sounds
are attached to certairy sprites irv Scratch.
Sounds carv be addeds or edited; bub this will not
be covered, irv this lessoru
5 Looking Goods | To change the appearance of my, Activity | - Combining metions and, sounds in a sequence: Answer the questions from the You will need, to- be familiar with, the concept o
projech slides onv o whiteboard, childrery carv work withs o partner or as part of a table group: costumes Jor sprites’ and, backdrops Jor the stage:
e T canbuld o sequence of | Actimity 2 - Changing the appearance of o sprite: and, backdrops: Print oubs the A2
commands worksheeb Jor use inv this activity: Followr the, information on slides 6-9.
® I can decide the actions Activiliy 3 - Desigrn and make your own project: Children to work irv pairs, each, pair to
Jor each sprite v @ hare worksheet A3. Use slide |1 as arv example Jor childreru
programy Task: Children to design and: make @, project:
L] Imrrwk&des&gn&m
Jor my arbwork
6 Making an To create o project fromy o task Activiby | - Tdentifying and, naming sprites: Using slide, &, show- children the missing word: | This lessor includes elements of the desigrv
instruments description senfences from Al and get themv to- answer onv o whiteboard, process; using the concepl o lexels of

Ac_h‘M‘QkZ = V\/Nhn.g/malgmﬂmu Usmg,sli.des,8—2 gxud@&vidx\er\/ﬂuvug}vﬂw’wsh
Childrens can, watch slide 2 wmhmmagob@}omﬂmwawung/. No- worksheet needed.

ab)si:x\od:).oma&a/}r\ommonh (which was



http://ncce.io/pg3a-4-a1-ca
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I canv identifyy and: name
the objects I will need; for
o project

I can relate o tasks
description to- o desigry
I carv implement; my,
algorithm as code

Copuying code from one sprite to another
=

§

-

Taski Desigry o piano- using Seratchy

introduced irv lesson 2 of this unit). Learners will
work ab all four lemvels of abstraction:

o Taski Whab is needed?

¢ Designi What it should do?

o Code: How is it done?

¢ Running the code: What, it does?
Y ow will need; to- understand, that arv algorithm is
@ precise seb of ordered; instructions:

k: Dot and Informations - Branching databases equals exery separates struchure; compare; orders organise; selecting information J2E
decision tree: httpsi//wwamiZecom/itS#branch,
onv Chrome books
Lessons LM@JM Tasks... Prior K Subj K
| Yes or no To create questions with yes/no- answers Acliviiy | - Asking questions: Display slides 8 therv 9 and ask children to- use Duning this lessory the learners will describe objects
yes/no anewens Activity 2 - Grouping objects: Very similar to the above achivilyy Carv childrers plary below. More information about; attributes is irv the
e I canvmake up o yes/no question | suggest ways to group items using their whi unity overvieme,
about @ collechion of objects Acliviliy 3 - Asking questions ands making groups: Children to- use resource
e I carcreate two groups of worksheety A3 to group: ttems fromy their created, questions
2 Making To identify the attributes needed, to- collect Activitiy | - Grouping objects more than once: Children works inv pairs to sort the During this lessony learners wills bes introduced; to-

has beerv included irv the unit omersiems.



https://www.j2e.com/jit5#branch
https://www.j2e.com/jit5#branch
https://www.j2e.com/jit5#branch
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® I can create a group of objects

Achivity 2 - Making a branching database: Childrers to- use L2 resource and,

withiry ary existing group, mmwmmwﬂv@p&wcmwﬂmwm
® I can arrange objeds info o tree databases and road test eachs other's work.
structure Can you create a branching database?
1 Arrange your images .
STICK em aown /‘_‘\‘“i *
1. Draw arrows and label with yes : # @
Task: Cr\eai’;ea/bxﬂndung/dafabase
3Cr\e,ohng/a/ Toumbe/a/brand\ing/dabobase A@MQM-UW&M@WPWQHLN (I pﬂ*fabl@)oan/d’\ddfm me&vwdbuseﬂ\eonhnbdai'abasebool;ﬁdam
bﬂ:nd\ing ° Imsdactob&ed&tom\ang@w MWWMMWMQ}WMM%WS—@ Branch. ymshmﬂdbe}anuhupw«ﬂwu&r@ﬂu&foob
databases @ branching database Adliviliy 2 - Creating an online branching database: Children to- work irv pairs Suppm*tvwﬂwangohng;JZdaf@Br\and’nmb@}ound
° Imgx\oupobéect&u&ng/w Mﬂwmwpgo}AmeumChﬂdxms}wuLd}dlowﬂwstep&wthehandoubto atwww}Z&com/hdp/videos/dutag&3.TheL3teodﬁm
o I mtesbmg/b»andung/doiabase Urwpupd& o/ Inecesiod| i tool.
to see i b works @? How to create @ branching database The learners wills use the termy, ‘attribute; to- describe
. Is it fruit? o — um}mYnoh@maboutoﬂﬂbufwha&bwvuwmdedwﬂw
> =C ‘ unib o e
o : @ © i o R
SO cnll @ 0o
1N | & Lo ¢
Ackivity 3 - Tesi’mg bxundungdatabas& Childrerv carv ther test their database
using, the play buttor
Taski Children to create and, test an online database.
A—Stx\mm Toexplmmwhg/lbwhdpimb}o{\a/doiabo&e A@MDM—CWWCM@MMWWWW@bW In this lessory learmers will use the online databases
@ branching to- be wells structureds Wmhﬂk@d/foshde7mposttbnot@& tooLJZdab@Br\an&uYOws}wuldee!lamAhmvwﬂwusug
database ° Immteges/noq»mhon& A@MD;;Z—Com‘paNng/bx\andung/dambam Chﬂdxmtowodewmto Um&tothuppm\tvwﬂmangatngZdoiaIandwm
using, giveny attributes complete resource worksheet, AZ. b@}oundatwwwﬁecom/hdp/wdeos/dabog@3
° Imoompm\embxundung The learners will use the termy ‘attribute to- describe
database struchures WTW@W@MW%WWMW



http://ncce.io/branchingdb
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Imexplawtbatq,uestwn&nﬁed
objects into similarly sized groups

Comparing branching databases

Ackivity 3 - Or\der\ng/q,ueshon& Childrer to- works v groups of & and have o
copy of the pictures ins resource worksheets A3. Carv they use ordening questions
to- complete as branching database?

Taski Create o branching database thaby uses ordering questions.

information aboub attributes has beerv included; irv the

5 Planning o To plan the struchure of o branching Achivitiy | - Questions: Children to- use, whiteboards to- answer questions o Learners wills create: questions to- divide groups of
branching database slides 5-6 objects. Semeral question starters are included, irv the
datahase e I can independently create Achivity, 2 - Grouping objects: Give out fach cards/handout to- eachs pair of pupils | slides Jor the lessony bub yow may wishs to- expand, the
questions to use iy o branching and ask, them to- use: their questions fromv activity one to sort the cards: range of questions:
datahase Achivity 3 - Building o branching database I} using the resources, A3 needs Y ow will: need; to- be familiar with the structure of o
® I car create questions that will pfmﬁng;q”lmA3pap@and/ﬂlewd&mA2needtobepmﬂﬁdoﬁleo branching datobase:
identified, Task: Build: o branching database
e I carvcreate a physical version o
@ branching database
°
6MOJ<ing/a/ Tomd.ependmﬂg/ueab@mldaiﬁ}iwhﬁm A@MQ; -Makewbxundﬂngdafabas&ﬁdoﬁaBrandw(v{a Imﬂd&lﬁﬁml@arﬂmwdbu&aﬂwonhnbbxwmng
identifier ® I carcreate a branching Yow coulds use the teacher resource: Branching databases — j2datas fromv Lesson, | with using this tool: Support withy narvigating j2data
database that reflects muy plar 3 to- support you irv this activity. Branch, carv be found: ab
e I can work withy @ partner to test | Activity 2 - Does it work? Tesh the database withy your partner: Use the, cards wawwwile.com/help/videos/datags3. The L3 teacher
myy identification tool Jromu resources A2 to- support this task resources Branching databases — j2datas also provides

I can suggest reali-world, uses Jor
branching databases

Taski Designy make and, test av database.



https://ncce.io/branchingdb
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S: Creating Medio - Desktop publishing landscape; portrait; ontentations placeholders template; layouts contents desktop canwacomy hitps://www-canwaicom/en, gh/
Adobe Spark~ chrome books
Lessorv LM@AM Tasks Prior K Subj K
|. Words and, Tor\eoognisehwb&xtondmges, Achinity —Guee&’thesingLscussimusingshde—H. Tea@h@r\&shmddhmemundﬂ\stﬂndmgo}the
pictures corwey;m!lomhon/ Achinity -Whatdow&m?:Chﬂdxmw%mmwiﬂwmwm%&hB&AZfom admontag;@soilu&ng/texhu'nag@&onboﬂww
° Imexplmmt}w oubeachsugnondmb&ﬂdeShowﬂu&mﬂwwhi@bmpd‘ wwnmmtenmgm(ﬂu&wmmwﬂw
t_@xt tr;:iﬂcldu(linn . ).
ondm’wg,es, edum ” otees
° Icamr‘ecogm/se’dwt’r@xt oo ) % P [
T ‘A © M
communicate messages o0e | ooe Y ) oo 200
o T canidentfy the A ® ©
odmanbage&and/ |
mmgwqﬂww o000 YY) oee 00 Y Y
text and images A@MLI;3-AdManagmw1dewadAm¢ag@s
® I understond how to- use Tmcmmwmwmmﬁmmmma@
j . U Kl(‘;ﬁf‘;é
2. Cany yow edit Tonecognis@ﬂ’wa@xband@out A@MQM-memmmwwm%mmwmmpmoﬁ Tead’xmwouldb@xw}tb}rmhmmgsom
7 carv be edited resource worksheeb Al. expemmo]ﬁdesktoppubh&hng/packoge&yw

e I can change Jortistyl
Simondooloum}o&o/
gimen purpose

o I caredibtext
I carv explairy that text
carv be changed, to-

Ackivity 2 - V\/hatwould/g,owd'wng@?: Give childreny o template so they are all, starting with,

peers.
Activityy 3 - Adding or changing text:

will need to- be able to show learners how to-
software. Youw wills also- need to- be able to share
o template with your learnens.

For teachers using Carwa there is support here:
How to- add, edib and, remorre, test orv Canna
bi;t@://wwwoanmcom/mm
Vtutorials/designi ing~ editing~text/
Formatting text:

hitps://wiwwww.canwaicom/en, gb/help/lormal-text/



https://www.canva.com/en_gb/
https://www.canva.com/designschoo%20l/tutorials/designing/adding-editing-text/
https://www.canva.com/designschoo%20l/tutorials/designing/adding-editing-text/
https://www.canva.com/en_gb/help/format-text/
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How to- share work (templates) with learners inv
Ccm,vcu!lot\ E ducation:

bi;t@://wwwoarwazcom/m g@@zm -
canwar- assignments/? queny = shaning 620
Learner wiew - How to access shared templates
from your teacher:

https://www-canuwacom/en, gh/help/complete~
carwo/—g@ggm@iﬁ
3. Greats To choose appropriate page setfings | Activitiy | - Landscape or portrait?: Discussion using the, slideshow An understanding of the terms template
templatel I carv explainy what ‘page Achivity 2 - Whab does o good, front: cover ook like?: A collechion of magazine fronb covers placeholder, and, ontentation would be: helpfuls
onlentation, means needed: Can childrery annotate on them - what is good: Make a list on the lipchart: but this s supported. inv the slides: ¥ ow will, need,
I canv recognise Activity 3 - Placeholders: O o whiteboard, builds v template, of what: your Jront cover may, to know how- to- creates as template: using
plocel'wlder\s/andsagw}vg looks like. placd'wlder\slruwc}wsmsoﬁwar&ﬁhml&
M ares unpori‘ont what does your cover layout look like? W\t OMailﬂblb m;’fh@ Shd% po(\t}wse u&ng/
I car create a template Jor Carwas)
o particular purpose
Activitiy b - Create your own template: Use: Canwar to- map oub magazine front cover based
onv Technology.
Task: Design o magazine front cover:
L. Carv yow To add content to- o desktop Adtivitiy | - Can you find, your work, from last weeki?: Show childrers how- to- access saved, Yow will need, to- have arv amareness of the tools
add, content? publishing, publication works from, Carvay v Carwar and, anv understanding of how- to- copy
I can choose the hesty Adtivity 2 - What's it all, about?: Guve childrern o copy of A2 magarzine content file; this is from, one document; and paste into- another: Yow
locations for my, confent whaly they, will: e inputting: Show children the, complete: A2 resource: should also- ensure you are; avare of your
I can paste text; and, Activitiy 3 - Adding images: Children to add anv image to- their magazine cover: schools procedures relating to- children
images to create a Task: Create o magazine cover using Carwa searching Jor images and, how to- report any
T carv make changes to
contend after I've added it
5. Lay b out To consider how differents layouts Actinitiy | - Lay outs the information: Discussior as you teach through the slides: You will need, to- have arv understanding of the
carv suit different purposes Activity 2 - Whabs the purpose?: Match the layout: to- the, purpose: Children to- bes given different, ways i whichs information carv be Laid,
I can identify different, resource AZ to- complete either individually or with, o partner: oubs orv o pages suchs as letters, postcards; or
I can match o layoub to- purpose of eachs of these: This is supported; irv
purpose the slides.



https://www.canva.com/en_gb/help/publish-canva-assignments/?query=sharing%20class
https://www.canva.com/en_gb/help/publish-canva-assignments/?query=sharing%20class
https://www.canva.com/en_gb/help/complete-canva-assignments/
https://www.canva.com/en_gb/help/complete-canva-assignments/
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Can you match the layout to its purpose?

A@MQ¢3 - Scenariost Nowoamduldr\ewappba/ﬂ\wkxwwledg@tomA3 - Scenanrios:
Whﬂblagoubwouldwoﬂwbest}oneochmm Cmplfiemdspendmﬂy/or\w{ﬂw@parbﬁm
Task: Tob@abl@foexplmnﬂr\epw\poseo%di%umtlagmb&

6.\/\/@ Tooonsida*ﬂ’\@bﬂw#if&qfld@sktop A@MQ; -Whuewdmktoppubhs}wmmﬁwmbwo&d?: Dbsu,ussioru(slidell—) YWwoulde@r\qfhtjxomhmm‘lg/am

desktop publishing Activityy 2 - Whab are the benelits of desktop publishing?: Discussior slides 5-9 understanding of the places desktop publishing

publishing? ® I can identify the uses of Activitiy 3 - Tts o racel: is used irv the reals world, and: some knowledge
desktop publishing irv the, Childrery works independently, to- create: @ poster orv Al paper fromu the, information onv slide 11. of the: benelits of using desktop: publishing
reals worlds Teacher uses o desktop publishing site to- do- the: same: Discuss the: questions on the next: applications: This s supported i the slides:

o T can say why deskiop slides. What are the, positives of desktop publishing?
pubhs}ung;rmg}\tbehdp;ulz MCW@WWWW%WWW#MWWW
® I can compare work made | desktop publishing to- do the same, thing,

work created: by hand,
Unit title Vocabulary motion: event; sprite; algorithm: logic: move; resize; extensions block: perv up: seby up: Denvices needed:
6: Programming B - Events and actions irv programs pery desigry actions debugging, errors, sefup: code test; debug, actions: Scratch~ chrome hooks
seratchimidedi
Lesson LMQ@JM Tasks Prior K Subj K
| !\/\ov{ng;@ Toexploimh@waspdb@movwmm A@MQ; - Howdoe/&ﬂu&spnbarrw\w?: h@://mw/%ﬁb-Fd-w YWdeneedJmawmofzbaswmownmt&w
sprile existing project Childrery to- uses the links abouves and, explore how to- move o sprites Seralbchy and, how to- associate ements withs actions. Y ou will
® I canexplain the relationship | Achiviiy 2 - Improving movement: hitpsi//neceio/pgdb~-a2 - ca Use this link also need to know- how to program multiple: sprites.
bebween an events and arv to- allow children to- discoser hows they canv change the code to improwve the This lessor includes elements of desigr The approach to-
action movement: Use resources A2 to plany whab changes need to be: made: design inv programming is based: orv lewvels of abstraction



http://ncce.io/pg3b-1-a1-ca
https://ncce.io/pg3b-1-a2-ca
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® I can choose which keys to

Adtivitiy 3 - Control o second, sprite: Childrens to introduce: as neww sprite and,

and is outlined irv Lessonv 2 of the Programming A -

use}m«ad:mrwond;e/x‘plmm WMWMWMWMWQWW(I}WMW Swwmwdunih
muy choices moses ofv as buthon press; the second, sprites should mose by, mouse click)
° Imdmh}go/wog/to Taski Childrery cany emaluate and edit code within Seratchs
Unp}r‘o«@@progmm
2 Maze Toumtewvagxmfomaspﬁbe Achiviny | - Choosing and, resizing, sprites: bﬁg://noc&lo/%ﬁb-Z-d-wOnw Thwlﬁ/&somconsohdab@&leamg}r‘om Lessor | and, gimes
moement; w}mu»duechon& WWWWMMMWMWMW@W l@ommt}woppm‘tumhé/toopplyﬂ\wskilbm@d#amt
] Imd\oose@d’\w\aota“}on FOUDWSlid@guidanw conf@thonwprog;wunMg;blodme\h@duMoﬂ\@
my projech Ackivity 2 - ngr\amnw'\g}otm—wogzmovemmh Childxmtocr\eob@block&o]ﬁ mepewdomwhdwwmhmedwth@plmowbpmrd&
® I can choose o suitable size wd@}onupdowml@fltand/mg}\bTeﬁtmddebug/Sugg@stfodwddmﬂwtﬂlb ﬁonwwdfoLessoma yoww&ll;r\eed/’wbe}amdwnvwﬂvﬂ\b
b«@chumd:er\'wo/mm mwketg&wo«ﬂdbethebeﬁbohow@tou&& vaces&o]ﬁr\e&mgspnbe&
° I carv programy mosernent Duplicate your code to move in four directions In this Lexs;som learners will WM% Task/ ands D@Sbgﬂ/
Rllgerlt'-::\ck-:* press Ctrl + click to duplicote code, then modify it for eact M u*uﬂm& Chmng/ and/ mng/ Spﬂb% Od:MMhé/ JDO t}‘u&
(T T Desig,m Code, andJRunning/ﬂ’\@codelﬂﬁel&mﬂw
5 L, +le ngr\omnung/}oun Wagmm»ermﬁbodw»{tg—rh&t&
highlighted the plan, below. More i i
aboublﬂ»el&o]ﬁabzstx\adumwmdudedjwthe ‘Unib
E.::::‘::N - OMEMMINL .
Task: To&wos&ne&zeondcodeo;spﬂb&tomw}owdjrecﬁm&
3Dr\awing/ Toadapt@vagxmub@nmcontexb Achinity —Usingblock&todm»xwline&tmscmtdm Chddxm}oﬂwﬂwgmdame ymw&lbna&itobe}omihonw&ﬂwexmmblock&w
lines ® I caruse a programming omslide&#ami5foaddﬂ1@pmexfﬂlsi@mblook;}onwdmg¢ Scrafchs Please note thats the perv blocks iy presious

extensiory
[ I can consider the real world,
° Icamdwosebl@okzs/tosetup
My programy

Ackivity 2 - Cmb\in.g/a/spﬂbez Watch slides 6 and, 7. Pupil&s}wﬂdﬂmhum
o go ab cenfring their sprifes.
NS o =

ONH KON

o

X }

Activity 3 - Setup: Guve oub resource A3 to eachs pair of childrens Watch the
video- orv slide 8 senmeral; times: Childrens should il irv the: sheet: and, then use.
this to- support them wherv thying to- code this Jeature irv Scratchs

hare completed:

versions of Scratch were not extension blocks:

Inv this lessony learners wills set up their projects so- that they
starb i the same: way, every time they run: This setup
(variables) for a program, so-that the prograny starts inv the
same way each time: Iruthe context o this project;

peny downy and, clearing any existing lines o the: screeru
This ensures that the project works v the: same, way, every
time i is ruru Irv Later lessons, initialisation wills be extended
Variables are nob introduced: explicitly until Year 6, where
the when green flag clicked, block, and: it is good practice



http://ncce.io/pg3b-2-a1-ca
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Learners wills be required to- sane their projects ab the end,
o}zﬂr\wleszsom Wenemnnwnd;ﬂw&useo}l’feadwo@oo&mm
These enable yow to create individual learner accounts and,
o} teacher accounts is included: inv the, Units overviews. T}
yow are not able to- create teacher and learner accounts,
projects can be samed to local demices.

b Adding To denelop my program by adding Acivitiy | - Expenrimenting with perv blocks: Children to- works with, o partner Yow will need, to- be Jamiliar with the Perv extension blocks
Jeatures features using Scrafchy Follow the steps showr onu slides & and, 5. introduced during this lessoru perv up: change perv colours
L Imidmh}godd&honal/ A@'mb;gz—Whmhblock&hmbeemused/?:sw&uld;mﬂwbxokmwwom and/changepemmThed\angepenoolmblod@uma/
Jeatures (from o gisen, seb of slide, 6. Carv they, re~create this? Look abi the, blue and, red line orv slide 7, cany number to- change the colour of the perv The greater the
blocks) children, work out how to- do- this? Finally, look ot slide 8 - the line changes number the greater the contrast bebweery colours:
® I can choose suifable keys to | thickness: carv childrens do- this too? Yow should be: aware of the difference betweer blocks such,
turry on additional, Jeatures Activitiy 3 - Including new Pen blocks inv s designi Use the template worksheets | as perv up, whichs stops the sprite froms drawing, and erase
® I can build more sequences of | A3. Children to- complete their designs and cans make changes fromv lessor 3. all; whichs removes all lines fromv the screen: The change
commands to make my designs | Activity & - Including new- Per blocks iy o desigru Edib their project; fromy perv size: block i also introduced, iy this lessony whichy will
works lessorv 3. The project: should reflect; the: design. change the size of the pen by a given infeger eachs time
Task: Children to edit their project using their new- desigr s used: Learners wills be introduced, to- blocks that set the,
size and: colour of the peny inv Lessony 5.
5 Debugging Ldmhhandﬁx/bug&uﬂua/px\ogmm/ Activitiy | - Debugging a project: httpsi//neceio/pgdb=5-al -ca Y ow wills need; to- be familiar withs the term ‘debug,, and, the,
mosvements I canv test o program against | Al resource to be given out | bebweens 2. Follow slides &= 14 process o ‘debugging. A bug is arv error inv the design or
o giverv desigr Achivitiy 2 - Debugging setup: Whab errons are present? Use slides 15 and, 16 the coding o} the program; and, the process o} debugging is
® I canmatch a piece of code to guide children finding and, Jixing these: errors:
to- arv outcome Activity 3 - Modify a program using o designi Show slide: 17, and; drawe The set: perv size block s introduced, i this lessoru Y ow wills
e I canmodify a program using | attentior to- the desigrv inv the Jormy of anv algorithmu This algorithrm, wills fi the need to- be aware of the: difference betweery set; perv size
o desigrv ervor identified; v the preious activity: and: adds o neww feature by setting the, and; seb size — the former sets the thickness of o line
I Starbthe pencil ab xi -150, y: 150
2. Clear dll lines onvthe screen
3. Centre the sprite on the tip of the pencils
L. Selech pervsize |, 2, 3. b, or 5 by using those keys onv the keyboard,
Learners may have completed, steps -3 irvthe Debugging setup activity: To
complete step: b learners will need; s seb pen size block, for eachs possible perv
size (| -5).
Task: Debug o programy
6 Making a To design and; create @ maze~-based, Activitiy | - Desigrv it httpsi//neceio/pgdb-6-al-ca This lesson ts anv opportunity Jor learners to- apply the skills
project challenge Give oub the Design a marze project worksheets ands show the learners the and, concepts infroduced throughout this unit: As o resulls

design template: Children to- design their project:

there are no new blocks introduced, irv this lessonu



https://ncce.io/pg3b-5-a1-ca
https://ncce.io/pg3b-6-a2-ca
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Adtivitiy 2 - Code i Use slides 5-6 to guide childrern and, leb them, code their
design&using;Scmtdu

Activitiy 3 - Test iti Show slide 7. Debug/ﬂwlnprogxwwar\dj}bwwu&/m
ToskxDesignondcode@pxq'@otusmgSmtdu




