Computing overvieme- Year b Teach C

Denvice needed:
Chrome books

Lessony Leaming objectives Tasks Prior K; Subject K
|Conneoﬁng; To describe how nebworks A@MQM-CWWMGWWWW#M5.RM—MW@ KW#WM@WMW
Networks phyxswolly/oonned&tooﬂw» MWWWW@WMMAI lsssomltbuild&omconoejpt&mtx\odupedm’theYeon
nebworks 3-‘Compuhng/sgzstem&and/nfiw0{%umhm
o T can describe the internet as | Adisby 2 = A nebworks of nebworks: Expand, on the presious task by adding o router so- nebworks particular, the definition of @ network, which is
@m#m wmoombm&Rol@-play;agambutwiﬂwﬂw/addihmo}@mum covered in Lessory k.
o I can demonstrate how B ! ) ' ) !
_ S A@Aﬁ§y3—NMWSWMB.D%MMWMWW%W
mt& WMWWHM%MWWOMWMWMVNW@@M%M
e I can discuss whiy a network o PRy the side,
needs protecting Shweshde%mdmhoduw%m%m&gﬁUw@mmwﬂ\b‘CwmnM
m}o{\ tO' b@ Ccmec\\:? networks .
Task;-Childxmfomi@-plwa/a/ndwor%
W
2 What is the Tor\ecogm/sehowr\fb/w%@d/ Activitiy | - Finding routes: Guide children through slides 5- ||anddusplag/ﬂ10|:mdmgmout@szrrwpf Thi&lﬁ/&zsombuild&omﬂ’\@Yeur\3—‘Compuﬁngz
internet made d&mnwksupﬂwum m%mmmmmmmmmmmﬂwmmcm W&MMWWWLW#
OJ;? o T carvdescribe nebworkeds toanwu&ng;whbebOard& and/5,whidwcover\ed’d'wparf@oil@nfbmmk
WWWMW Ackivity 2 - Internet services: Use resource worksheet A2, chddxmtohsbv&wtth@gmse&hmp ymw&lbna&imwmdﬂ\standmgo}hwdamw
o I can explain thab the intemet and: do- on eachs of the, websites from, the worksheet: routed around, the: internet: Some, of the, concepts
wmwmw A@M§y3—WMMMWGMWWWW—M oo«»efedtruﬂﬂ&lsssorumexplﬂined:lrua/yotﬂube
semices M-Chﬂdxmfoexplmeweb&twmdwebpagwmdldﬂmﬂqwﬂwmm wvideo, titled: ‘A Packets Tale

. Imnecognmt}wtt}w\/\/o&d

and, web pages

Websites and web pages

g is a website. 2clubc n/st 1 le k

s a web page.

(youtwbe/ewrBalT_eBM).
YOLuwilLaLsoneedJ@deanunda\stondwﬂ'wtﬂ'w
(bbe.couk/nemsround/ i 7523993).

used; irv this lessoru

network swifch: A device that enables multiple
demices on a nebwork to be connected, with, each
other

server: A computer thal: manages the network: and,
wireless access pointy (WAP): A denice, connected; to-
a wired nebwork, that: sends and, receinmes wireless
bwo computer nebworks
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3 Sharing To outline how wehsites can be Activity | - Whab can we share on the World Wide, Web?: Use, whiteboards to- answer questions Y ow wills need, arv understanding of whenre websites
information shared vias the World Wide Web, | fromv slides 4-9 are stored, — this s also explained inv & Y owTube
(WWW) Activity 2 - Whats i s name?: Guided, discussion throughy slides 10-16 wvideo; titled, ‘A Packet's Tale
o T can explair the types of Activitiy 3 - How carv I access the World Wide Web?: Childrer create: o World Wide Web, mind, (g,ouh»be/eraLT_eBM). YWdealwngedztooppiy/
medic that cany be shared, onv Wwpm@miebowd Whab denvices connect to-the How can | access the World Wide Web? HWP‘WWWWQ]LWWWWWO}
the WWW WWW? requesting and, receiving o web poge.
o T can describe where websites
are stored, whenv uplooded to- Task - Childrer to- identifyy what t& needed to- connect to-
the WWW the WWW and, what: deamices connect:
R ey |
websites on the WWW.
L What is | To describe how content; cans be Activitiy | - The Jeatures o} a website: Childrers to- use: whiteboards to- answer the questions on Anv understanding of the elements' commony to- many
wehsite? added and accessed orv the World, slid&é.NonaedtoM Web&ie&h&t&xtowﬁmhmwgmvidmetu
Wide Web (WWW) Ackivity 2 - Adding your own content: to the h m—rr y © with drawi Knowledge of websites which carv be used to
o T can exploin whot medics cans | webi Work throughy slides 7 and 8 before rome Music Lab: making music with drawings generate, content on the WWW., i porticulan
bewxpolim’vm giving children resource worksheet; A2 to- works Chrome Music Lab
o T canrecognise I orv withy a, partrier
conjmtt‘)tJmvvﬂqvv@bv\/.wmjdOL Actipityy 3 - Creating your own, website: content: =] & mui
o T can explainthat Childrer to- access Chrome Music Lab and, . .
sermvices can be used to- create explore: making sounds. /O \-
content; online: E 1
Task - Create conbent using o web-based, tool /
Music Lab and click on the drawing
S Who owns | To recognise how the content, of Activitiy | - Wheo does this belong to?: CMM@WM@MWWM@W Y ow wills need; to- be Jamiliar with the way, iy which,
the web? ﬂ\bWWWL&U\eafﬁd/bg/people MMMMMMMWWCWWWWQMM content s licenced; including:
® I can explair thab websites and, Activitiy 2 - Sharing things: Use: A2 resource for this task: Children to work in pairs or small Abﬁm»l@dgeo]ﬁcoptgﬂghbandﬁh@m}mﬂb—
people Activity 3 - Who owns this? Guse children the link to- the following web page: A knowledge o creative commons licenses — usefuls
e I can sugg@stwhoowrwﬂ\b wwwwbbe.co.uk/news/science -~ erwironment- 49960497 gmd.ehm u‘eom»ecorrwwn&og/hwwes/
content om wehsites Guide children through slides 1113 giving them time to- answenr the, questions and discuss their
‘Ioan/e/xplainﬂ'wtﬂ\ﬂ‘em Weas.
rules to- protect content
Task - To explore who owns content; on websites and web: pages:.
6 Can I To evaluate the consequences of Achiviby | - Is this the best?: Childrers complete o web search Jor the best mobile: phone 2021. Did, they, all get Yow will need arv amwareness of the, fact
beliexve what, | unreliable content the same results? Are they confident inv the information? thab there: is' o highs volume of.
T read? o T can explain that not Activity 2 - Read all: about ith: Discuss and, lish ideas irv pairs for "Why, do- people: create Jake: information?” Take | inaccurate, misleadings or false content
WﬂwMﬂq@\/\/y\{d\/\/w@ ideas from the childrerv and: thern use slide |1 to- go throughy the, list: orv the internet. Youw wills also need, arv
Web s true Activity 3 - How does information spread?: This is o practical actinity which will demonstrate how quickly understanding that search, results are
o T can explain why some information cary be shared; and, how once it is shared; it cannot be unshared: influenced, by adwerts and, sponsored,
informationy T find online may Show slide 12. Give children the handout sheet: Splits the class inv half: Hall of the class wills bes wiiting, arv content; and arv awareness of how

not be: honest; accurates or legal



http://www.bbc.co.uk/news/science-environment-49960497
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o T can explair whiy I need to inaccurate fach o piece of information: An example i included invthe A3 Handout How- does information, information spreads quickly around, the
think carefully before: I share or spread; child, activity sheet; withy an inaccurate piece o} information: To-make it clear whichs pieces o World, Wide Web.
Show slide: 13. The, firsty child, should: cub their sheet i half (yow may need, to- model this), and pass the: o
sections to- other children:
Show slides 14~ 15. Repeat this process two more times until, eachs sheets is divided into- eights pleces. All the,
Share slide [6. Choose one child who- begary with, an inaccurate fach and, ask them to- find, out; where, all, the,
Ask why b is difficull to- track: dowry their Jacts ands how this could, relate to- inaccurate information on the,
Task - Discussion about; unreliable content and the, possible consequences of it
2: Creating Media - Audio production podcast; edit, trimy aligns layer: importy record; playback selection; loads sanve; export; MP3, Laptop Jor Audaciyy
Lessory ng@m Tasks Prior K Subj K
| Recording To identify that sound, carv be Activitiy | - Sound, recording and, playback: Childrer to- uses Al resource: and: complete Y ow wills need, to- be Jamiliar withs the: locations of built-irv
sounds recorded, the task i pairs: Use slide 3-6 to support: microphones i} children ares using laptops: ¥ ow should, be
o T can identify the npub and, Activitiy 2 - Y our Jirst recording: Introduce to- whateser recording app yow are going to ﬁanuhmw«ﬂvu&ng/Audwhgtowdsoundl
outpul denices used; to- record, be using (Audacity recommended) Children to- record, their own voice: Y ow should consider how children cary record, sound, withs
and, play sound, WoTKIng WG minimal interference from other childrery and how this carv be,
e I conv use a computer to record, Achivitiy 3 - Answer "What makes a good, s S managed: in the: classroomu Possibles options include:
audio- recording?” use whiteboards and slide |l to 7 m‘ Using, additional rooms or areas within the school
o T can explain thab the person, | Support s W Working outeide the dlassroom
- , : - i Hawing ar allocated time slob for each, to record, their
who records the sound carv say Possible responses may, include: and e vy for group
who e alowed to use it play back. sound )
N e e e
dina li @ ? 0 () 7 cu
*  Not coughing or sneezing Whateser options are choseny appropriate safeguarding
*  Oneperson speaking b a time policies: along with health and soflety guidance, should be
e Not too near or too from the microphone Jollowed, carefully to- ensure; childrery well-being:
o Nobodagmw‘drwlse/
e Not playing or liddling with, the: microphone or anything around. it
Task - T canv record; audio- orv o computer
2 Editing To explairv that audio recordings | Activity | - Recording audio: Childrer are: going, to- record, their voices, rexiews what, Y ow wills need, to- be Jamiliar with using Audacity, to record,
e T can re-record my woice to need to be able to trim and align audie:

monag,edzwﬂwdumm Pos&bl@ophmmdud&
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saved as an mp3 Jile because this type o} file can be played onv s range of digital dewices. Explairy

e T can inspech the soundware Activitiy 2 - Editing audio: Using slides Using, additional rooms or areas withiry the: school
wew to- knows where to- triny my, 6-8, guide children through editing their Wc}’v‘efor'rs . T Working outside
recording volce recordings: e )‘ . | Hawing an allocated time slob for each group to- record, their
® T can discuss what sounds can otcics: U - ,
be added to- o podeast Activitiy 3 - Alignment: Using, slides G- 10 T Tmmgchﬂdfmtablwmﬂwwsxdo&and/plwngﬂ\mdm
show childrery how audio clips carv bes re~ /;‘,—MM’#'—H to- a wally withy childrer sitting between the table and, the walls
ordered: queest— vwhdnhdp&reduwsow@mter%er\enw
Task - I can record voice audio- ands You should aim to have your recordings peak at around +05/-05 policies, along with health, and; safety guidance, should be
3Plonningo/ Tomognweﬂwdi”er\@'\tpw\t&o} Ackinity | —Loyeringvoioe&andsoundeﬂled:& Useslides/5—7toshwchildwmhwbmmportm ymwdbnwitob@}anuhapwﬂum\pm\hng
@ j audio file and then, mowve the lile to- the i audio into A ity as well as how to- samve
project
® I can explair how sounds can Achivitiy 2 - Saming recordings: Show children how- to- sare their work so they carv access the Jle ab o | arv Audacity project:
bembnedtomukeo/podmeb later date.
mone engoging Activity 3 - Show slide 9. Explairy to- children that they are now going to- begin producing, their own
o T can sane my project so the one~minute podcast orv o specific topie, whichs could be as subject studied; inv class or o topic of interest
difflerents parts remairy editable to- them: Children to- use: AL resource to- begirv their plans.
.Ioomplam . M-Ch@mme@mwmmmmmmw
Jor & podcast
4Cr\euhngo/ Toopplyoudioedmng/shﬂs, Ackinity | —Rew\ding/vo{mb\aok& Rmmdchddxmhowtom@t}wpvmb}gdmonmtn@ ymwdbna&itob@}anuhapwﬂmu&ng
Jollowing my plan slide 7).
° Imm»«m’thewuhb&;o} Remind, children how- to record: additionals vioice tracks by modelling the, process inv Audacity: Stress to-
pmmgﬂwwmwdmgmméo&@mdgmd&
e I canimprove my voice
) Ackinity -waw&cmmmwwmmmm%
meMMW%WFwemmﬂmm@tmwmﬁﬂwm
Achivity 3 - Chddmubmuk@wdwnge&ﬂwah@gnob@d/wthww Ensure childrerv sane their
worke
@—Cwmmmdmm%m@w%bmm
S Combining Tooombin@audjﬂtoen}'wnww Activiby | - Adding sounds: Demonstrate how- to- load: o samed, project i Audacity. Alternatively, show Y ow wills need, to:
audio podmebpxqed& shd&5andtaﬂw’thmughﬂwmr\econdmg ° MWMW@M
e T can operv my project to Show slide 6. Tdbc}\ddfmﬂwtﬂ\arnbxtfaskwfompmtaddmonabwdeshd\ddfmtoﬂunhpw Audacity project and importing audio
continue working, ory i and, share the, steps yow need to- go throughy to- import; edity and, aligny as piece of audio: Demonstrate the Jles
o T canarange mulfiple | process i Audacity, *  be able to copy and paste audio
sourds to create the, MA@—RW@WCMW@MWMWbmo& withiry o track,
effect T wanb sounds are alligned, comectly *  be able to export an Audacity project
MJ@—SWMeWSWWQTdLMmMMW@WMMb@ Cl&mmpsﬁl@
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o I canexplainthe that to- do this inv Audacilyy they need to export; their project: Once they have exported, their project: fromv | Note: 7 ow may wish to- help: children fade
difference bebweery Audacity it becomes just one track and, carv ther not bes easily, edited: Talk children throughy the process | music inv o out: To- create fades inv Audacity,
saming o projech and o} exporting from, Audacity and thers allow them time to- do- this: sel@ctﬂ\esecﬁmfo}ade—oﬁemﬂu&wﬂ\b
exp@pung,mww}d@ Task - Childrer to- combine audio and, sounds to- enhance their podcast projects. Jirst o last second, or two- of astrack: Then go-

ouk
6 Evaluating | To evaluate the effective use of Adtivitiy | - Evaluating podeasts: Use Al resource: Show slide 3. Tell childrerv that: being able to- listerv | ¥ouw will: need to be: Jamiliar withs using,
podcasts audio- carefully & arv important skills Ask, therm to- listery very carefully, to- the: recording yowre going, to- play, Audacity to export audio- recordings:

o T can listery to arv audio Thehm{dingwﬂwmmﬂwghstenedtoatﬂ\bmdo}ﬂ\ewlmmA&ﬂwghsm

o I can suggest When the recording Jinishes, gather answers from childreru Show slides &, whichs containe o transcript

o Tecan other groups. Explain that they, will be evaluating each podeast and, ibs important: that they are active

wote edits to listeners.
. my Activitiy 2 - Final tweaks: Use any notes you have made to- make any final: changes.
Activity 3 - Exporting your recordings: Al podcasts to be samed: as MP3 Jiles:
Task - I carv evaluate a podcast; gwing, written feedback.
Unib title, Vocabulary Logo (programming erwironment), programy turtle; commands, code Denvice needed:
3: Programming A - Repetition irv shapes snippel; algorithm, designy debug, patterny repeat; repetitions count- controlled, loops i/ com/ chrome book;
value; trace, decompose; procedure: or Logotacular Jor iPad,
Lessons LM@;M Tasks Prior K Subj K
| To identifyy that accuracy inv | Activiby | - Basic commands inv Logo: Gine children o copy of the glossary, Work throughy Y ow will need, to- be able to- access and, demonstrate, the
Programming | programming is importank slides &~ 11 pausing Jor the childrer to- complete: smaller tasks along, the way, version of Logo thal, yow are using;
@ screen ® I can program a Commands for turning left and right 7ow will: need to- be aware of the Logo- commands infroduced
turtle computer by typing Adtivity 2 - Creating o code snippeti Explair to o —— irvthis lesson: 7ow car find: these irv the ‘Glossary handout:
commands children that: o code snippet is o chunks of
o T can explain the effect of. | commands: Guve children  code snippets and, ask, !
changing a walie of o themn what this code creates? Carv they then create
o T caru create o abde, numbers orv slide, |37 !
sninpet . Task - I carv Jollow and test basic commands irv il 1 e
W}O{NQW Logo and, record, the: answer of what happens: o=



https://turtleacademy.com/playground
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2 To create o programy v o Activiby | - Drawing initials: Draw- as selections of digital letters orv o lipcharts Challenge. Y ow will, need to- be: able to- access ands demonstrate the
letters o I carv use o template to Activiby 2 - Demonstrating arv annotated: draming: Shows children the difference bebweer Jd: YvadLneedtobeawmqflﬂ\@Logommand&m&m
drwwhoi‘;lwanbrmé/ |Oond;!ld/|oo.DMMMWMM(WqOWW)U%WW wthwl@ssomywm}md/t}mewt}w‘gom@hmﬁdmb
program to- do- to map out eachs stage of their code - do- they think it wills works? DWDWWWW#MWW
o T can write an algorithm Activiby 3 - Implementing algorithms in Logo: Children to- use their algorithmy did, ib work? | ervors v your code: Irv this lessony pupils wills looks ab
to- produce: a given If nots whaty went wrong? Debug any issues they hanve: examples o} incorrect Logo commands and, find the errors iny
outcome Task - T can waite arv algonithm and debug any issues T may, have hads the commands and, fix thems Some errors ares inv the syntax o
o T cantest my , ™ the commoands, where commands harve been typed, incorrectly,
o text-based, ands some are inv the logic of the: commands; where what has
been typed doesnt make sense
Algorithms: The algorithmy is the: part o the, desigr of the,
programy that i @ seb of precise instructions: Here, the
instructions will later be implemented as code in Logo:
Lenels o} abstraction: Iy this lessory pupils willk mose bebweery
the design and code lemels of the project — in creating their
programming irv Logo: they are working ati the, code lewels
This s highlighted, throughouts the outline: plans Y ou cary find
OAMeMAMA,
3 Patterns To explain what repeat Activiby | - Repeating patterns: Use Al resource - carnv children identify the repeating Y ow wills need, to- be able to- access and, demonstrate, the
and, repeats means patterns? version of Logo thaly yow are using:
° IWWWM‘U Activiby 2 - Whriting algonithms for squares and, programming irv Logo: Childrery to- work Y ow will: need, to- be: amare: of the Logo commands infroduced,
i emeryday, tasks with o partner to- complete A2 resource sheet: Children then to program their algorithm irvthis lesson: 7ow car find these irvthe ‘Glossary handout:
o T can identifyy patterns using Logo- This lessor introduces repetitions where actions or commands
in o sequence Activiliy 3 - Programming as square using the repeat; command: Introduce children to- the wpxogxwwng;mnep@obedTh@r@p@anmand&m
o T can use o s repeat, command: Show childrery how to- enter this. Cary childrens explore how this command, | also be referred to- as o loop. Loops canv be repeated,
loop to can be used? indefinitelyy, or @ set number of times: — the latter are called,
y Using the repeat command ‘count- controlled, lDOP&
m@ W Try using the REPEAT command below to program a square.

REPEAT 4 [FD 180 RT 98]

lues (in bold) in this e snippet yc

an change

Tip: Change one value at a time to see what effec

Task - Ioame/xplaw‘r\epeoted/ potbem&ond/thb&amolgmiﬂ\mwmo«@andmotab&a/
square.

t has on the turtle drawing
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b Using To modify o count- Activiby | - Predicting shapes: Using whiteboards childrery should Jollow the slides You will, need, to- be able to- access and demonstrate the version o}
loops to controlled, loop to produce o ondse@t{lﬂwgoamwoﬂ@outwhatshap@wbﬂngshowmwood& Logoﬂ’\atww\eu&ngx
create shapes | givery outcome Activiby 2 - Whriting code Jor shapes: Torns in Logo You will, need, to- be aware o} the Logo commands used, irv this
OImidmh}g/ﬂwe”lectQ[l UWAZWMW\;M@V WYWWWH‘WWH’\@‘GWW
c}\angmg/ﬂ\emunb@ogz w»eehgoi@and/explm\eﬂwcodeneed&i Trongle Decago Imﬂu&lessompupd&wdbmhmetolmmaboubrepehhmwhﬂ\e
times o task is repeated to- draw the shapes listed onv the sheet: A Q <:> O O WWWWWWWTMW@
o T can predich the outcome Childrer canv work with, o partner or commands carv also be referred, to as o loop. Loops carv be repeated,
of & program containing o independently. " : ‘ indefinitely; or o set number of times: — the latter are: called, ‘count-
count- controlled, loop: D S0 S Y controlled, loops, and will, bes used, v this lessoru
o I can which, Actisady 3 - Creating shapes: Carv Invthe Predicting shapes achivity: pupils will trace code for shapes.
values to change i childreny applyy their knowdedge fromy activity 2 and: create anv algonithmy for any Tracing code requires thems to- consider the, code snippels one part ab
loop Octagon? Nonagon? Etc.. a time: and, draw whats they think will happerv ot eachs point: Tt s o
Task -T carv write arv algorithm to- drave o shape withy o specified number of sides usefuls tools Jor checking that their commands are correct; before,
Exterior angles: Inv Logo; the exterior angle s used: when caleulating
the turr required, to- create different; shapes: Exterior angles in a
shape must all: add; up to- 360°. To- work out the, exterior angle of a
regular shape: divide 360 by the number of sides or angles that, the
shape has; eg Jor as triangle, b would be: 360/3=120°.
5Br\wkmg; Tod@comp@se@task/mto AC_UMLJA-DW&WW-WW&UWWS.MW% AW@W@@WO}WMWW@WDW
things dowrv small steps task into Ws steps: Use: a whitehoard, and, work with, o partner: with arv identifiable name: Iny programming there are: a number o}
OIdemh}g/&mnk&ojﬁ A@'M'QJZZ-CWWWWEWWtOWQWM constmwf&w*uohmvorwhon&qfl@subxouhnbﬂwﬁemdude
actions i the real, world how this carv be helpful: Allow children to uses A2 resource: sheel and, see: i they carv | subprogramy procedures and, Junctions:
o I can use o procedure i inpub the correct code and create o procedure: Yow will need; to- be able to- access and, demonstrate the version of.
@ prograny A@‘M‘gyS—Usmg/a/proceduNaUmo/ppogmnu Logo’thobg@wapeu&ng
o e oo Gt o, Task - I carv write algorithms for several shapes to- move one after the other YWWFW/%MWO%%‘LOQOWUMW%
lessoru Yow carv find, these i the ‘Glossary handout:
o / Parsons Problema: ' Lis g
- arsons are programming puzzles where the pupil is givery
the correch code; but the, commands hawe been broken up and, misxed:
6 Creating @ | To create o programy thab Activiby | - Designing patterns - project brief: Explairy that irv this lessory pupils will | Yow willi need, to be able to access: ands demonstrate the version of
programy uzse&count-conh\olledlnop& beplwwxgandpxogxwwng;@dwgm}o&wmppmgpap@Th@wmppm@pap@ Logo’d’\atww\euzsing«
to produce o given outcome | must be designed, using more thans ones shape withy a; count- controlled: loop; eug, Y ou will, needs to- be aware of the Logo commands used, irv this
.Imd@s&%@w@gp@m WWMWTWMWW%WWWWW&? l&somemWH\@semﬂ\@‘GlossWhomimm
that includes count- @lﬂ:gesqmemﬂd@mmlbsqwﬂm
controlled loops Activity 2 - Programming irv Logo: Children to- creates their designs using the
o T can make use ofs my commands taught inv presious sessions: They carv also include the, use of procedures.
design to- write o program Activity 3 - Evaluating: Display slide 12. Explain that: pupils are going to- evaluate

their work, WMbWWWW Hand oub the
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o T can develop muy EWMWMWMW%W&WMMWW

Task = To design and create wrapping paper by, coding anv algorithmy to- produce o
repedting shape pattern.

b: Datas ands Iny - Ddta logging dm&mo&exw&bggwmmwwndu&bm Data logger ands associated: sofoware
Lessory Learing objectives Tasks... Prior K Subj Ki
| Answenring | To explair thab datas gathered, over Activitiy | - Dato, tables: Gimve childrery A resource sheet; can they work irv pairs to- | Yow should, be familiar with different types of data, that are
questions time can be used to answer questions | answer the questions on the sheet? collected over time: Understanding whiy and: how- data is
o I can choose o data seb to answer | Achivity 2 - Classroomy datar Using slides 7 and, 8 as o starting poinb could, collected: over time wills bes useful, background, knowledge for the
o gisenv question children therv create some questions that they, could ask around a classroom lessoru
o I can suggest questions that, can erwirorument? Dato; is informations usually numericals that is collected, and
bes answened: using, o givery data, seb A@'M.'Ll‘g3.-Coerﬁngadathhildfmdenowwatch@vidwgiMeeochduLdJ@ stmed:wa}ormswtablﬂ}or\pmoejs&r@ | |
oT carvi iy data that cary be specific thing to- watchs for: A 'data seb s o collection, of related, informations usually linked

Jromu slides 1. Carv all: questions be answereds?

Activitiy b - Datas gathered over time - people: Shows children that dotas is
regulanly collected: Carv they think of any examples of data being collected, ornv o
r‘egular\basi&? Make @ list on their whitehoard.
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Task - Chﬂdjmmmqpmﬁon&bﬂs&iom@sd}o}dam

2 Datas To use o digital dewvice to- collect datas | Actimity | - Data loggers: Chxldr%dwuw&andshdw6omi7w&ﬂwﬂm@fmdwm A data logger is o digital device that cany collect datar over time
collection automatically fataloggers and; store it Datas loggers designed, for education will: usually,
e I can explairny what data can be e\ o hmb&ulb-wm}onhghbtanpmhu‘emsoun&a&wdb
collected using sensors ;/“-\ \ as the option to- connect external sensons.
o T can use data from o sensor to b . YWshoulde@awamﬂwatmputd&»{mauowdut@tobe
answer o given, question S ﬁfﬁ - ‘ entered, into- a computer: Keyboards, mice; ands microphones are
o T can identify that datas from, /i\j all inpub dewvices.
can he, wld/ﬂ’\mcomplfi@Nr\@sowwsheeL v ‘ pAEs A sensor is o type of inpub designed: to- allow computers to
Activitiy 2 - Recording data: Children to- take readings from the, classrooms for capture data fromv the physical, enwironment: Sensors carv be
light; sound, and, temperature: Record their findings on A2 resource sheet: connected to- a computer to- capture datar about temperature
Recording data light; sound, humidity, pressure, and, so- oru A microphone car be
Take recol "ﬂ{Z’lVI/.I“ \T.TF’"l}'J,PC.I\"‘ and seund in six locations mwmmm@mm O{\d:/mbema&al
_ ‘ - p— sound, senson:
- T Y ow should, be Jamiliar withs the: operations and, layout of the
—H - school data loggers: Supplwso}data/lng,gmdwgnad/ﬂon
. R education will oftery have: user guides available
Actiuity 3 - Recording doter automatically: Use EasySense? and connech dotar | <5425
loggers follows the slides [0- 14
Task - T con use a digital device to collect dato automatically.
3 Logging To explain thab o data logger collects @Mﬁ,g - Data log: Using slides - 12, childrer works in, pairs to- complete the finsty | You should be aware that: datas loggers capture data ab givers

° Ioon/r\eoogniset}wba/dom
log,g;enooll:;d:&dut@atgim
points

° Ioamtd@nh}g/ﬂ\emtﬂ\\d&ufsed/

to collect datas
o T cantalk aboub the dato that T

hare captured,

Childrery will needs Al resource sheek:

Data log

- ﬁ"n‘1lnrw ‘om|w pm |xp..— |4m ‘-m ‘mm ‘m ‘

|
< \ [ 1] L]
Ackivity 2 - Downlnadmg;dab@}mmﬂmedab@l@gg@r\ Using;slidw [3-17, gwdb

Downloaded data

Look at which line
changes the most

Task - Childrery to explairy that o datas logger collects ‘datas points Jrom sensors
over time.
Childrer to- watch as videos mﬁdwmw@wnmls@dam%

time: intervals: The interval is o regular time period, bebweer
each data capture, and can vary according to the experiment.
For example, if datas is being logged, Jor o weeks the interval,
mbghtb@w*g/houn V\/her\/uzsing/ﬂ\bVw+ dab@log/ger\ﬂ\b
duratior thalr data i logged:

Eachs capture of datar is @ ‘datas point. (Note: This s also known
lesson.) Eachy captured, datas poinb carv be displayed, irv o lines
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L Analysing Tor\eoogxuwhowam\pubewcam Activitiy | - Importing data: Complete as a whole class withy the teacher doing Th&dﬂf@}d@}m«fhk&l@s&ommord&t}wwolmgzmo]ﬁ@wp
data help us analyse dato, the experiment buby inmoluing the childrens as muchs as possible (Due to- bolling o} hoby water:
. Im%wdaf@otdiﬁa\ent water) Record, the results onv Al resource for the: class book Y ow should be able to- show children how to- access data files
lerrels of detail Activitiy 2 - Finding information: Children to- use: o datas logger to- monitor lighty stored on the: school, netweork or computer:
° Ioar\/sortdato/fo}ind/ intensityy. Complete A2 resource sheets irv pairs. Y ow should be familiar with, the: datas logging software and, the,
information Activitiy 3 - Viewing data: Childrers to- hawve access to- A3 resource ons as Jltering tools inv o spreadsheet:
o T con explair thab there, are, Chromebook and; follow the: steps onv the slides (14--16)
different ways to- views data, %-IWWM&WM&WWW&%M%W
S Data for To identify the data needed to- Actimitiy | - Asking questions: T to use slides 4~ 5. Children works iy pairs to-think | Yow should be: amware of questions that: could be answered,
ansmwenrs answer guestions of questions: Use their whitehoards to records any, ideas: using o datar logger iy schools The: datas loggers should, be used,
e I carv propose o question thab can Activitiy 2 - Datas collection plar: Use: A2 resource to plarny how yow will collect to log: dataw orver time: rather thary being used, to- take: individual
be answwered, using logged data your data: Is it safe; practical and, sensible? Record ideas and, information onthe, | readings: Children will think of questions that may, be able to- be,
using o data logger Activity 3 - Testing time: Use the Testing time z Jiltering to- ensure that they are; achievable.
o T can use a data logger to datas loggers to collect data ands YWshmﬂdbeawmqflthw@whmdotwloggﬂsmbe
posed: Note: Irv this lesson children will sely ups experiments to- collech
‘ ® data by Lessorv 6. Ensure that childrery carv collect datas hebween
Task -I canask questions and then O @® ® lessons irv accordance with their datas collection plar some
use data loggers to- answer the jri“:““‘ i inthe way of the @ (W) management of deices and; time wills bes required, to- allow
6 An,swer‘{n,g/ Tousedamtﬁx‘omsenmtoanswex\ A@MQ; -RWWMMWWWWH\@MWW YOwshouldee}amLhanMﬂvdownloadmg;damlfﬁmmfhbdam
My question questions since the premious lessons using the datas loggers: childrens may need to- download: | loggen To help with managing hardware, you may wish to
e T car interpreb data that has been H\bdﬂf@}rﬂmﬂ\bl@g@m%b&dm}r@mwmm%wmm download/som@oilﬂ\bdab@}de&and/saweﬂ\msoﬂwtﬂww
collected, using a data logger downloaded, for them: Asks childrer to- spend o Jew minutes looking ats their data, carv be accessed, irv this lesson withouls needing the, loggen:
o T car draw- conclusions from the using the logger software: Use slide 6 to- remind, children how to- hide datas thats Yow should be: confident; with the datar logging software and be
data that Tohave collected, isn't relevant: The slide also- shows how to zoomy v and, look ot o specific areas o) | able to access the Jeatures showrv i the slides.
o1 mexplm’n/ﬂ\b bﬂ\@f&t&o}lwsmg/ datiu

o data logger
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Adtivitiy 2 - Writing as reporti Show children, the, example report orv slide 8. Thery
hand, out: the Datias collection report; actinitiy sheet and, tell, children, to complete,
their own reports Irv their reports they will, include their questions which they

sets the, data logger up: and: whab they found, out:

Writing a report

Task - Children to-

S: Creating Medias - Photo editing vignette; image; retouch, clone; select; combine, made up; reals composite; culy copys paste; alters background Paintinet, - orv I-Pads
ﬁcx\egmun&zoormundo}or\t Ph@fopm—omcfu‘ombook&
htkpsi//wwenephotopeaicom/
Lesson Learning objectives Tasks Prior K Subiect Ki
I Changing o explair that the, composition of digital | Achivitiy | - Improving photos and, fixing mistakes: Share the folder Al and: ask Y ow wills need; to- be familiar with the crop and, rotate tools
digital images carv be: changed, childrery howe they could; fix the mistakes. Work throughs the, slides together to- gine: | v your chosen image editors and know- how to- save @ new
images e I can improve arv image by rotating children the, knowledge they need to edits the, photos confidently, version from withiry the: editor. Yow carv find, o guide to- all
it Actinity 2 - Cropping images: Work together through slides 17-23. give oub o tools irv paintinet at: wwwwgetpaintinet/doc/latest/indexhitmls
o T can explain why T might crop an selection of the images Jroms A2 Jolder and; asks children to- physically crop the, Y ow will: need, to- e Jamiliar with the effect that cropping
image picture: Where woulds yow crop: it and: how? Note that the most popular shape for | can hame on anvimage — support i provided in the, slides:
e T can use photo edifi ; to o cropped images would bes rectangular:
crop an image: Achinity —Cmpp‘ng'lmGagmmmeplmbUseshdw24 27 and model, how to-
o I understand that edifing images can i?f;p?gcmmged“%*m“*e* e children cropy afvimage:
bo unethical CepexneEnmnEr]
2 Toexplamﬂwbcoloups;oambed’wng,@d A@MQM-CW@W&MW%M%MCW%% YOwdeneed/tobe}wmhanw&ﬂmhowfonwkeumge
Recolouring irv digital images whiteboards to- explairy the effect the changes have hads on the: image. adjustments and, change; effects irv paintinet; or your chosery
o T can explair thab different colour A@MQ#Z-EWmWWWWWCMt&MW# mwg@editm\—ﬂwx\el&@v{dwmﬂwlessm}onsupportl}
effects make you think and Jeel the Jeatures in paintinet yow need it



https://www.photopea.com/
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° Imexperﬂnmtwiﬂnd#a\er\t
colour effects

e I can explairy whiy I chose certain
colour effects

Activitiy 3 - Change the image for a, different; purpose: Use: pictures irv the A3
U’Wexploimﬂw@dwangf@ﬂwghmwmod@ar@whﬁ
Task - I can change the colours within o digital, image and, explain my choices.

3 Cl@ning/ Toe/xplamhawdoning/can/bewsedw A@MQ; -HWWWDW%WWWWW% YOLuwianeethobe}amllianwiﬂvﬂ\bfbol&usedJmﬂu&
e I can add to the compositior of ar use tools to remore part of an image and, how to- add to- anv image. Children to- u%mmmw&wpmmvwbﬂ\ewovw\g
image by cloning have o go ab cloning and removing part of an image:
° Iconld@nﬁ}g/howa/p}wtoediboam Activitiy 2 - Retouching images - is that obuious?: Compare slide |2 and 3. What Guxdefoall;fool&wpamtr\fi}
he, improved, has changed? Introduce retouching on slides 14 Theny show some e orv wawwgetpaintinet/doc/latest/indesxhtml
o T can parts of an image slides 15-18 what is the problemy? The ‘done stamp:
using . Activity 3 - Retouching using the editor: Model, how to- use the, clone tool (see wwwgetpaintinet/doc/latest/CloneStamphtml,
slide 19) and then give children the opportunity to- have a gor See selection o
images Jor children to- use (A3)
Task - I canv use the cloning tool to retouchs o digital, image: and compare the,
L Combining o explairy that images carnv be, combined, | Activitiy | - Selecting: Demonstrate the: difJerent tools o paintinet for selecting Y ow wills need; to- be familiar with the tools used, i this
o T canv expentment with tools to- select (choosing)) things: Use slides 7- 11 to guide childrer throughs the, processes. Slide 12 lesson, inv painfinet or your chosen image edifor: See slides
MWM#MW shows how- to- copy and, paste: Slide: |3 how to select o limiteds area, to- work with: 13, Ik, and, IS Jorthe specific skills required: For more,
.Immawqﬁmww Activitiy 2 - Working, withs o images: Demonstrate how to- opers o images irv u%mmmw&wpmmvwbﬂ\ewovw\g
between images painbinet and, how to- copy one to- another: See slides for guidance, (14--15)
o T can explain why might be Adivity 3 - Is it ok to edib images?: Work throughy slides 16-21 discussing and Guxdefoall;fool&wpamhr\fh
edited, taking Jeedbacks fromu children: Give oub resource: A3 ands ask children to order the, | wawwgetpaintinet/doc/latest/indexhitml
Task - I can combine parts of anv image together and: compare the original: T
understand, it is difficully to- know- i arv image has been edited, just be looking, ats i
S Creating To combine images Jor o Activitiy | - Setting the task: Plan how to blend two images together thab Jib their chosen theme: Follow slides Y ou will need, to- be: Jamiliar withs the tools
purpose 5-9. used, irv this lessor iny paintinet or your
® I can describe the image Activitiy 2 - Opening images: Recap how to- operv images withs the children and; give thems time to- opery their choserv image editor:
T wanb to create choser images:
o T can choose suitable Activitiy 3 - Combining images: Once childrers have downloaded, their images; explair that the next step is to

images for my projech

combine them Rmd&uld!mo}«ﬂﬂbsklﬂ&ﬂ@hm@l@mﬂbwwm




° Icwvueai‘e@pmg‘ecbthab
is & combination of other
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Rotte

. Cpop,

o Clone

o Seclect

. CW

e Paste
Asks children to- sane their edited images. ready for use iy Lesson 6.
Task - I can combine different images to- create a new digital, image:

6 Evaluoi’ing Towolmi‘ehowdwnge& A@'mbw—Ewhwhng/mwge&: wawumg,e}mrmlusbweel@ondwpwﬁw«smwg&Anw YwMLneed/tobe}anuhmpw«thﬂ'\e’wol&
cary improse arv image ®  How well has the image beerv edited together? used, irv this lessor iy paintinet or your
® I can remion images e How suitable are the original images? chosen, image editor: For more information,
against a givery criteria o How effective is the final effect? about; text irv painfinel; wisit
e I carvuse feedback to o o well, does the i suib the, project title? wwenegetpaintinet/doc/latest/ TextShape Tools:
. . ? ] himl or see slide 6
guide: making changes o What do you ke most aboub the tmage? '
I combine text and, ) I
* cam ° I}ymwulddmgemwvmtwouldlbbe?
my image to- complete the | A gy, 2 - Making changes: Guve children a short amount of time to- makes any inal, tweaks to-their image.
project Think aboub all the tools and skills you have developed, over- the ast e weeks:
Activity 3 - Adds your title: Demonstrate: (or use slide 6 to- demonstrate) how to- add text to- an image: Explainy
to childrer that they, wills need, to cw‘e{flulhiy choose the size: colour, and; position qfl’d’\@t@xbﬂ'wg/ add to-
complete their image
Show slide 7 to- remind: children of the publication titles they, chose from inv the previous lesson
Task - I canlook at o previously created, image and, exaluate how changes can improve itk
Unit title, \2 Dewnvsice: needed:
6: Programming B - Repetition i games Senatchy programming, sprite; blocks, code, loop: repeat; value; infinite loop, count-controlled; loop, costume; repetition Senatch- chrome books
Lessorv LM@AM Tasks Prior K Subj K
| Using/ Todwelop’d’wu/seo;zcounb- Achinity -CM@M&WSMRWMH\@WWWW YWMMWMWM%SMWMMI}
loop&’to contmlledloop&lma/d#er\enb WWWWSWMWMMWSM WmnmtoSuntduth&remsomuse}uLhﬁme&vwﬂmmSuutduonw
shapes e T can lisb arv emeryday, task Scratchy Hawve resource Al readyy to support childreru (necedo/PrimaryProgramming)).
as o seb of instructions Achinity -MWWCWMWMWW%W Fw%%w%n@b%m#ﬂwmmwﬁm
including repetition and, recode the algorithm in order for the: Scratch, Sprite to- draww selected, including using the perv tooli whichs carv be Jound, inv the extension blocks ab the
o T can predict the outcome shapes: botbom, left-hand: side of the Scratchs erwironment: Please note that the peny
ojl@smpp&o}lcod@ blmk&hmpxw@wvex\smn&oilsmwmnotexm&m
Thwl&m}owmmnep@homwhmaoﬁm&o&wmd&wpxogmmn@
mmpmiedRepmﬁngwmmd&maMbe%@dtoa&@‘loopf.Loop&
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o T con modify o snippet of

Code blocks in Scratch

can be repeated indefinitely, or for a seb number of times. The latter are called,

code to create a givery S - ' ) Code blocks in Serateh ‘count-controlled loops and are the loops used; iy this lesson
outcome - winelegeee ‘gc"l’:"‘:“m st oo ot YvadLneedmawwmo}howbdmwasqpmmSuutduAv{dw
: s —— T ] demonstrating this can be found, irv the Lesson folder
code snippets. P ¢t Immmmwmmsﬁwwmwmwu\@mw
E every time b ts run: This sebup process relates to the, computing, term
i I nitialisatiorv. Initialisatiors is the process of setting starting values (variables)
E Jor o programy so- that the, programy starts inv the: same way, each, time: Irvthe
Task -1 can write an algorithm to- draw shapes withirv @ program position of the cab sprite, and, clearing any existing lines on the screens This
ensures that the project works i the same way every time it ts run
each code snippel; eg: they use when t key pressed to- drame o triangle.
2 o explairy that iy Activitiy | - Different types of repeats: Use the link to- the: Scratich Jile for the, Yow wills need, to- be Jamiliar with, the: Scratch programming enwironment:
Different; programming there: are infinite | dancing dinosaurs. Children should: explore the, difference bebwmeery arv infinite This lesson focuses onv repetitions where actions or commands irv programming
loops loops and: counti- controlled loop and) @ count- controlled loop: are repeated: The repeating commands can also be referred to as a loop..
loops Achivity 2 - Modilying the dinosaur code: Using slides 12~ 14, children to- edib Loops carv be repeated, continually, and, these: ares known as ‘infinite loops:.
e T can modifiy loops to the blocks of code so-that they hare both dinosaurs doing arv infinite: loop: Loop&oamolsomwsebnwnb&*q}’/hmmand/ﬂ\mmknowma&wmb
produce o gisers outcome Activity 3 - Whichs loop would, yous use?: Carv children think of when arv infinite, | controlled, loops..
o T can choose when to use o | loop would be goods and when o count- controlled: loop would, bes usefuls Irv this lesson sprites change costumes. Costumes are alfernatisve appearances
counb- controlled, ands arv Task - I can write an algorithm to- make the Sprite: move and change directions | of a sprites whichs can be named, edited; created; and deleted: Here, they are
o T can s, that some, next: There s o help video orv changing costumes ati A2 Resource: Costumes:
more thar one project: This & highlighted throughout the, plan below. More information abouts
to be rury ab once Laﬁd&o}labsh\achoml&uwmded/wﬂ\b ‘Unib overaien.
process
3 To denelop as desigr that Activitiy | - Designing animations: Children to- complete resource sheet Al, T to Y ow wills need; to- be Jamiliar withs the: Seratichs programming erwironment:
Animate includes o or more loops guide childrery throughs and, model. For this lessony yow will, needs to- have an understanding, of sprites inv Scratch
your whichs rury ab the same time, Designing your animations including attributes and; costumes. Costumes ares altemnative appearances of o
name o T carv choose which action o o il be ot e sprite, whichs carv be named; edited; createds and: deleted: Irv this lesson they are
will bes repeated, for each letters in your r : used, as part of the: animations where the sprite: moses froms one costume to- the
Obé'ffil This is an example of an animated next
o T can explain what the neme project in Scratch This lesson focuses orv repetitions where actions or commands inv programming
outcome ofs the repeated mneprAsetqﬁnepwhngwmmd&mbveoa&@l@op Loop/s/
o T car evllinctesife Loop&wmalsom}on@sebmmmb@o%mﬂm ﬂ’\manekrwwma&oownb
%m#%@m A@'M'QgZ-Pr\ogramWanmaﬁDn&uwidmgmepdmmu Play;ﬂ\bwdw}on oontx\oUJed/loop&) ‘ N , ‘
program Activity 3 - Evaluating effectiveness of worki Children to- wiork throughy their code lewvels of the project: This s highlighted, throughout the, plary below. More

evaluatiors A3 sheel

WWLW#W@MW%MW
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Task - Imwﬂf@md@mﬁfhmfoanﬂnaf@ﬂwleﬂ]@r‘&ﬂwnam&lm

[ To modifyy arv infinite loop in Achivitiy | - Spotting parts of the desigr Show slide &. Load, the Scratchy project ‘Catehs the Y ou will, need, to- be Jamiliar withs the: Seratichy programming,
Modifying | o givery program, shark; and; run the: game; demonstrating how to- catichs the sharks by, clicking onv themu Ask the enwironments
@ game olmwmm childreny what elements are included: irv the: game. Children use: Al resource: sheet: This lesson Jocuses orv repetition where actions or commands v
of o loop carv be: changed Activitiy 2 - Modilying o game: Childrers to- modify the shark game. Look at infinite to- count- programming are repeated: The repeating commands carn also-
'Imexpmﬂ\be#{lectq]l controlled; loops and using ‘waidl blocks. be referred to- as o loop. Loops carv be repeated, without arv end;
WW A@MQ¢3-AWM&M&WSWW&EW%%WMWSM andﬂu@semknowma&m}«mb@l@op&Loop&wmolsom}on@
o T can re-use existing code game needs to be completed: They will need to look ab the, Prqectdwgmhundoutondodd/ﬂw setho}Mmdﬂmmmwma& count- controlled,
) or nesw son remaining aspects to- meet the design: As a class; look ab the: Project designs handout: Ask the loops. ‘ ,
Show slide 9. Explairy that the: children, wills use the Project; design worksheet to- complete the ‘code lenels of the project: This is highlighted, the
game: They wills need, to: plary below More, information abouly Lenels of abstraction is
OAddo/nmsmcx\eatUPespﬂt@ included irv the ‘Unit overviems.
o Reuse the, code snippet from the, sharks by dragging, it over to- the new sprite Irvthe ‘Adding code from the design activitys childrens copy
 Choose the appropriate sound from the: designy (whery the creature s imported b will come, | S04 bebweer sprifes: by dragging the code from ar existing
with & sound, which can be viewed by clicking on the sounds tab ony the sprite) sprite o top of the new sprite to-tranefer i For support with
o Edib the wait times so that the, new- sprite appears ab o difJerent time to- the, other sprites copyifig: code sees Resource A3
Task - I can modify code to- change Sprites colour and, positiony I can record changes T have
made:
5 To design a, project thats Activitiy | - Creating designs and, writing the: algorithmi Designs a; game based; o the: bat game. | You wills need: to- be Jamiliar with the: Seratchy programming,
Designing | includes repetition Use, Al resource: Show slide 6. Ask the children, to- consider whab their game algorithm might, enwironments
a game 'Ioarvevahwte/ﬂ\buseqfl include: Imﬂu&lessomcwidxmw%b@wo&mg/bd:wmﬂwwand
r\q:wjlhon/ Ty P‘W’t’ e  How do youw eI your gmto start? Planning a game based on Bat catching — artwork d@s&gﬂ/ lerels o!ﬁthe P*‘Oé'ed:‘ This s hlg}\hghi‘fdﬂ\mug}wutﬂ\b
o I can select key parts of a ®  How do youw want the sprites to- move? Look at the sprit plary below. More informations abouls Lenels of abstraction s
givery projech to- uses i myy o What else could the sprites do? . included, v the Unit overasieme.
own desigry o Howe will their actions be repeated?
o I can demelop my own Activity 2 - Sharing and, reflecting: Alloww the,
design explaining whab my | childrer to- shows their designs and to- gine
project, will do peerfhedback
Task - I can write an algorithm to- create o game where ar Sprite appears, moves ands
disappears.
6 To create o projech thab Activitiy | - Creating the game - adding one sprite and, background: Guide children through Y ow will: need; to- be Jamiliar with the: Scratchs programming
Creating includes repetition shdw#-7cfuldrmtobeg*ntowd&ﬂm&rgmnedes&gn}mmﬂwwmm enwmironment;
yowr 'Icamr‘qflmbﬂ\bolgm\ﬂm Activitiy 2 - Adding more sprites and; copying code: Show slide: 8. When, they hare tested, and, Imﬂu&l@s&omduldlmvwlbbﬁwor\kmgbebmmth@dwgm
o I can build o program that Show childrery the, video: or demonstrate iy Scralchy howe to copy, code bebweeny sprites. Remind, thHLg}ﬁb@dzﬂ\mug}wubﬂ'wplnmbdome\em}mmahm
Jollowss, my design them to check their designs to see: whether they, planned to- make any of the code differenty invthe | aboul Lenels of abstraction is included; inv the ‘Unib overviem.
o1 can the, steps I other sprites; eg they might: have planned to- change the waib times so- that alls their sprites: dont
Pollowed wher building my | 2ppear together
Show slide: 9. Ask the childrery to- do- o final test: of their project; and, debug, i} necessary

project
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Childrery should; sare their work: Projects can be saved, orv locals devices using the ‘Sanve to- your
compuber option or sanmed online withs the use of a teacher account: Guidance on sefting up
teacher accounts s included iny the, Unib overvien.

Activitiy 3 - Evaluating the game: Children to- complete exaluation sheet A3.

Task - I can rewnite anv algorithm to- develop miy game and evaluate it




