Computing overvieme— Year S Teach Computing

| Sg/stem/s«ond;Swd\mq connection digitals input; process, outpub Chrome book- google slides
Lesson Learning objectives Tasks Prior K
| Systems | To identify systems Task: Children to- use Actinvity 2 sheet to- desigrn o digital talking teddy bear using inputs process Y ow will need to- be familiar with
® T carvexplain that systems are buill using o | and, output: theconcepto} mmpubemsed/
® I carvdescribe the inputy process, and outpub wstonmtoooue,cbpamd&ﬂiﬂd/
o} a digital system, have ordered, online
® I carvexplain that computer systems
2 To recognise the role of computer systems inv our | Task: Activity |: Worksheet~ discuss ands complete in groups whether the, statement i a timed, o~ | Digital systems are: used, v o wide,
otme | &% o et tahe thes v g - Mok Aapwiedurhi i
® cary i i ares i or i {
and Us computer systems by TMM:WM—CWMWON@Wwa%@MWM&M departure boards. You may wish to
o T can identifly the humar elements of o people: andsjobs for computers. considen systems thal might be
computer systerm Exbuaoumty-exp&weﬂu%oﬂwhswﬂaﬂo&mdﬂwmmhumwmm ﬁamdwr‘tol@ww&wad)\ﬁaanfl
® T carvexplain the benefits of a given the lessoru
computer systern
3 To identifyy how to- use o search engine Task: Achivitiy | How do yow search? Use the, worksheel to- work withy o) partner to wiites o Jull set | You wills need: arv amwareness of
Searching ® I can make use of o web search to find, o} instruchions Jor someone to conduct a searchs to- answeer the question; “In what: year was internet searching and ar
the web specific information Mahatma Gandhi born?” Swap instruckions with, another group and, tesh the: steps - give: understanding o} the search engines
® I carrefine my web search Jeedback: introduced: inv the starter actimity
* I can compare results from differdiisearchv | T A, 2 Refining o seanch, Seaneh, Rughy: Sale.and Boof Distiias ane) <ffe findings. Vou willineed; an understanding of
engines EWIVM%QDMMW%M@MSWWO}W%MW W*"Wmﬁ@?"w
I more; relevant results (Activity 2)
Y ow will need to- be amware thaly
TWMU%WWWWWWWMMWW there, are, two- ways to conduch o
criterios - Jacks aboub the pyramids: Tdentify results and: adsertisements. Web;seard’u}r\omvwﬂwm@seurd’u
(omnibox)
b To describe how search engines select results Activity, |: using arv index: Pose an, operv question to- discuss: “T would, like to- find, ouly about Youw will need to- be: amrare of the
Selecting ® T canv explain why we need: tools to- find rabbits: What could T do?” Model using class encyclopaedia: Ask o, child to pick: anv animal, and, key, milestones v the,
searchy things online see i} ib i inv the encyclopaedia o} the World, Wide, Web, displayed,
results L] Imn@cogniseﬂwr\ol@ web, cramlers iny orv slide 3.
creating anflhdex o Tm%wdomf&vwwﬂwg&mﬂ\ewmwmww7 Irv groups use the T this contesd:, ‘select; refers to- how
® T can relate a searchs term, to- the searchs ay o of ttems v the classroom and the list places they con be Jound. o searchy engine chooses the results
engine's index Taski Actimity 3 Children to- use the, chrome books to- make internet searches. to display: Searchy engines also-
Create basic search name and record, search result, add, one extra part and, record, again rank; results thaby ares selected: —
Dmmmmww this s covered, irv Lessory 5.
Y ouw wills need to- know hows searchy
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engines use webs crawders to create
mmdex/oflth@\/\/or‘ldWLdeV\/eb
There & o usefuls guide here:
bm:/ /wawaebbeicouk/| bxie&/z;e/’@g 5
[zl witb9g/articles/zthiqb)
5 How o explairy how searchs results are ranked, Taski_Activitiy |: Create o paper school webpage: Identify the e You wills need to- be: amvare that
searchy [ Imm\dﬂ\azlbstbgmnh uthomnmdedmwebp@g&Indude@URL(}m«exompl@ eox¢ef 0 seorchmgme&u&e/mnkmg/to
results are ° Imexploﬂwﬂwb@seardeginb}ollow& wwwwallaboutourschoolcom), o heading, subheadings, paragraphs determine the order iy whichs searchs
ranked, rules to rank results of informations ands as sectior ab the: bottorm for links to- be added. results are displayed: Y ouw will also
° Ioamgimeexampl@so}uit@r\'@usedbg o _ ‘ need to know that: search engine
search, engines to- rank results AMS@CW@WMMWWMWO%%W optimisation (SEQO) s applied to
gmup&web;pangmb@ﬂw&URLo}lﬂw;gmupswebpag@f}wb websites to help them, rank as
Ackivity 3: Ronkmgwebpog,e& Wmmwm%m
bar (using @ searchs engine), relating, to- the content of learners
webpages, eg: “our school’. Score webpages on o range o eriteria
6 How are Tor\ewgmsewv*ﬂ\bmdfﬁo}n@sulb&w A@MQM:IWWP&@WPHSPMMO}WWWWWWWW YWWdLrwed/munder\standmg/o}
searches umpovtanbondtowhom w@pogemmcwmbmexﬁmmmpmuﬂ&mmmmbgmm#ﬂw sdfdxmuondpog@mnkmg/}mm/
influenced? | ® I carv describe some of the ways that search search, process: Lessons & and 5.
}wdt&mbem}luenoed/ o Actiniby 2: E o{lﬂm@ N ojlweb/ U’”\O“Q}“ p thob are FO(‘AW@LWW&LHMJEDM
° oamr\ecogm/sesomao}ﬂ'\@hmdahmqfl . on thar one b W _g looks oy onaof the chi o awmo[ﬁﬂ\bunﬁﬂwtm‘d’\m
search engines scenanios (Priyas Marcus or Sophie) and explairy the findings from the: Jirst seanehy and the  second, | 20"l engines: ond webpage
.Ioan/e/xplaimhowmwg,{ne&mak@ U\eator\s/hmor\/’dw#}ew»m
money I o oA . of @ searchu
v groupe jeedbock the findings 5 You will, need; to- be farmiliar withy

%WWA&UM@Z



https://www.bbc.co.uk/bitesize/topics/z7wtb9q/articles/ztbjq6f
https://www.bbc.co.uk/bitesize/topics/z7wtb9q/articles/ztbjq6f
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(creating medic) pans tilts storyboard, filming, reiems, import, splify trim, clip, editi reshoot, delete; reorder; export; canma.com/video- editor/
evaluate, share. Use Ipads or Movie making with Adobe Express for Education
Lesson LM@JM« Tasks M&PWK
| What s To explairy what makes o video effective Achivitiy | / Taski Watch video- Jrom CBBC which shows Y ouwT uber DanTDM playing o Y ow wills need; to- bes able to- explairy that
video? ® T carvexplain that video is a visual selection o vintage games: Think about the questions : Describe the, video - wha is video is the recording, reproducing: or
media formats happening? What can yow see in the video? Describe it inv as muchs detail as yow can broadcasting of moving visual images: Also:
® I can identify features of videos I} youw were to make o similar video: whaty would, yow do- differently? Record, their to be amare of your schools online safety
e I carv compare fJeatures inv different; reactions orv the worksheet: (Al Worksheet: - Rexieming o video) rules around, whab to do- i leamers see
videos Actinihy 2: Analyse the video BBC links hitps//wwwbbecouk/ebbe/meich/bn - danstdm- | "OPPropricte confent
gﬁwoﬁ;wﬁowwgm%mm Clip I (0:01-C:I1) Clip 2 (0:14--0:20) You will need to be familiar with the
Actusy 3: Companing wideos, Wetch wdeo o the PPT Uik Class discussioonthe | 102 +ing lming technigues thab ore
: Comparing . orv on , v ackiibu 2-
Jollowing questions: Carv yow think of threes different types of wideos youve seen? What, . Talking head
doﬂwghm»@lmcormn@m? Whatwa&unwabm;tﬂwrwand/whg/dowﬂmmk;ﬂw ° P .
did, thab differentiy? ° Close upy
2 Filming To use a, digital device to record video Activity |: Tntroduce @ number o] basie filming technigues thab will be useful for their Y ow wills need; to- be Jamiliar with the basic
techniques e I can identify and find Jeatures on o video project; - Close up - filming, one person; emphasising the expression on their face; | funclions of the desices your learners wills be
dxgtial/vdeor\eom\dmg/dwm M@m@e—ﬁhrmgm&pﬂmmﬂumbockgwnddﬁam Long/shot—ﬁlnungzm u&ng/}on}dmmg
® I can experiment with different camera persory showing their whole body and where they are; Moving subject - a persory
® I canmake use of a microphone Mighs angles - makes a persorv looks smaller than they are; Low angle - makes o persory technigues introduced i this lessory The
look bigger thary they are; Normals angle - makes o persory looks their actual size: Use | techniques ares described, below- in ‘Actinvity |
A|Work&heettoexpﬂimmtandasses&w&vted'uw —Fllming/ted\niqpesfm’d\bl@szsomplan/and
irv ‘A2 Worksheet answers - Which



https://www.bbc.co.uk/cbbc/watch/bp-dan-tdm-old-fashioned-games
https://www.bbc.co.uk/cbbc/watch/bp-dan-tdm-old-fashioned-games
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Activitiy 2: Trv pairs withy AZ Worksheel ons IWB and malichs the technigue with the
ohior on whi ~ . .

Achivity 3: Show the video Jrom the time points highlighted, orv the: slide: and, identify

ique? .
yowwill/need’founder\standhmwthb

wills uses
o I can create and sarve video content

Actinityy 2: Modify and creatte their owny storyboard, using A2 Handout - Storyboard,
mﬂdexplmmfhub}m«fhe!ﬁrsbﬂmsoene& po&&o]ﬁth&siaybmndhm»ebeﬂwcomplﬁed

Actinity 3: Filmy the firsl scenes of the storyboard: making sure i has beerv sanved:

Activiby b Group discussion to- reiem
the storyboard: Ask learmers to- consider:
— e The quality of the video

®  The quality of the audic-

® Does the contenty match whab is o

Shot: Zoom i, fsed comes

script: Seript

3 Usmg/a/ Towptumwdmu&ngmmngeoj@t&;hmq\m A@'mgg l: Clus&disuw&orumﬂwﬂwrnmgt@dmmu&ed/mPPT. ymwdbnaaitobe}omdmnw«ﬂvt}w}\hmng
storyboard, ® I can suggest fuming techniques for o technigues introduced, irv this lessory (eachs
gimery purpose Achivitiy 2: Use the storyboard, (handout ony IWB) to create as video: Work iy groups of 3 | technique is described; v the lesson plary
° Imwp@mvidwusmg;@mﬂg@o}l w#ar@mﬂmes@gb@wdwm@v{dwwiﬂv3ﬁﬂmm?swmsmhammm below):
Plnwmg/bec}\mqpm pon/’&ii" ° Static cameras
° Imwhoweﬁa‘)w»ewwdww iﬁ Video storyboard s Zoorm
Py ° ° o Pary and tilt
-
Ackivity 3: Class discussion to- @\»olkwt@ﬂ\b}dnung/fbd\mw ﬁrom; PPT.
b Plonning/a/ Tou‘eobe/@storgbwd A@MQM:Dmmqﬁ%dmh@mmmml}ﬂwgmwoﬂ\w YvadLneethob@}anulww&ﬂwﬂ'wwnc@pt
video- ° Imo&iﬂm’th@swﬁe&ojﬁm@wdm M&Emﬂwwwmmwmmwoﬁﬂmmdﬂmbdb o]ﬁ@siagboaxdmpmﬂmlapﬂwwwt
° Imdwd@whxdw}dmmgbedw@sl mmb@&qﬁ%gmwwmﬂ\boppowmwmwmmmw expe&@d}onﬂd&l&somvwhi&v@exp@wd

U”u’th@lssfsomplambdmw You wills also need,
l@wner\s,wdl/beu&ng/wﬂ'\wlryssom
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the storyboard?
5 Impo&mg/ Toldan%ﬂwatvldeomb@mpxwed A@'M'szswdas&dismmfownmﬂiwpw&mdmmagmm Itl&mpor\tantﬂwatgmar\e}mnilwmt}w
video ® I carstore; retrieve; and export my silent mories.) Colour s very important iy video: (Think aboub noir/black-and - white use to- import and, edit video content:
recording to- a computer mowies) Arv effective video mush abways be planned: It is important to- watchs your
® I carvexplairn how to improve o video recording to ensure yow are happy with it Video editing is also possible: orv Canway
o T canselech the comec tools tomake, | Aciaty2 : Finishing the scenes from last weeks Childrenineed: ab leasts one recomding of | 4, e, Howenser; Corwias accourts should
edits to my video each scene: Import the videos onto computers: Encourage learmners to store their files inv only be, created, iny line with, school, policiy
o labelled, folder so- that they car find themv agairy easily: A demonstration ts provided, and, with parental, permission: There ts adwice
for- Windows |0 Video- Editor: orv sething up Canwvar Jor Education accounts
Taski Uploading videos to- Video Editor: Locate and, opens Video Editor onv the computer, | 95 Pt of the unib guide Jor- 7ear 3 Destop
Demonstrate how to upload videos and, photos info Video Editor using the video on the, | Publishing: Another- option withy limited
slide or biy demonstrating in the software ttself Click o Add videos and photos o click, | Punciionvis toruse the Microsolts Photos app.
ot " Sihe : sl -~ . I} iPads are anailable; iMowie is also a
Timeline: this will take: o Jews moments while they are, prepared, by, Video Editor for suitable alfernative
editing: Once prepared; wview the videos in the premieme window. Track the progression,
of each wideo on each thumbnail, image. The previens windows will allow: watching the | 7o need to-know- where to locate the video
Taski Reshoot or edit? Display A3 posters on opposite sides of the room: Discuss the
andexp@whm&}ovﬂm&pdw&@n&b@ﬂm@s}wwﬂ\emm needtob&!lam&mw&ﬂvﬂmwproc&s&o}l
be stored:
6 Video To consider the impact of the: choices made Task: Class discussion on how- they, felt: about the: process of making o video: What didi | Youw wills need, to- have a, clear understanding
exvaluation whawmakmg;ands}m\g/a/\»{dw U’wa/ﬂndwsg? V\/hatwa&mprediﬁhudﬂ? o}lh@wtoediband/complﬁie’d\@\»{dw
improve the Jinal outcome Finally: youw should be able to- demonstrate
® I carvrecognise that my choices wher Achivitiy: Demonstrate the technigue in the video editing software you are using or by, how to export the, video project into- arv
making o video will impact the quality playing the videos on the slides (these are for Windows 10 Video Edifor). *mph format for vieming:

® I carvevaluate my video and, share my,
ol
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Unit, title Vocabulary Dewnvice needed:
3: Programming A - Selection iry microcontrollers USB, components, connections infinite loop: output component; motors repetitions counb-controlledloop: Crumbles or Miero:Bits
physical, computing Crumble controller, switch, LED, Sparkle, crocodile clips, connect, battery boxs programy conditions Input, outputs selection
Lesson, ng@gm Tasks M&PWK
| Commg/ TOMQWW Before the lessons download 1 esson Prep whilte flashing: sparkle — Y5.crm/ to- each, Crumble controller: This will, make the: Sparkle Youw will need to- kriovw howe
o I carv create as simple circuit and, .8 . ) , \ controller to a/ battery boxs
(MicroBits) TNEY N U T %LNCW%%WWSWMMCWWW@SM@MWWMQ Sparkle: and & compater. Tn
® I carv programy a; microcontroller g this lessory yow will need, to-
to- make arv LED switch on write programs using the
o I carv explain whab ar infinite Crumble programming
loop does so]l’(wmtohquEDs;
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@ngmﬂn@Cmuﬂbl@foconh\oth@Spw\kl& Discussion how to- create as program and, test that i works onv a
Sparkle: Clicking orv the time valiue on o waits 0.5 seconds block allows you to- change the duration of the, wail
command: Adding more blocks to the sequence will, make the Crumble light: the: Sparkle: more times:

Programming Crumbles

Using worksheet; complete: as sentes of eight
> -a
program start

dwll,eng;@s. =
.
Programming Crumbles == 1
(5o o)
achiavad [mctor € G = €2 -
RO - D
[ sparte ) o]

s flashes: | How mony times: | Sporkla stays on and off foi

Setting a Sparkle’s colour Changing a wa

Program your Crumble to make the Sparkle flash in different ways

Activity 3: Explore using repetition inv o programy that instructs any LED to- lash, foremen Makbsugg,eshmwfohxw\w
they, will know i} the programy has beerv constructed: correctly, (the: Sparkles LED will, flash contiruously, when the,

pxogxmi&downloaded/and/mmmth@Cmblsoonh\oUm).

ait command

knowrv as ‘Sparkles, orv and,
oolou.r\s: Yow canv find, more

information about using the
Crumble softvware in the, units

2 Combining To write o programy that includes Achivitiy |: Use modelled: explanation orv how- to- connect av geared motor ands v Sparkle to- their Y ow wills need; to- know how to- connect a
outpub count- controlled loops Crumble. Highlight the: three motor commands shown and explain the: Crumble corv be Sparkle and: & motor to the: Crumble
components o I can connech more tharv ones programmed; to- make: o, motor spiry forwards and, backwards ot different; speeds: controller:
output component to- a Achivity 2: Work inv pairs to create two- programe using the, o algorithms to- guide themu Discuss 7 ow will need; to- knows hows to- wiite
the algorithms with, leamers and check that, the instructions are understood: programs to- control the: outpub components,
’ i}j:”t:‘s"’@w““t confrolled Actinityy 3 / Tasks Create ary clgorithy to ke the dancer move and the light flash Chodse hows | 7409 Kmmmﬂq@mm
o I can design sequences that: use \ o Himings: Snd whergll8 of achi » (loops) Y ow wills need to- knowe how to- use count—
count- controlled, loops Mgod%l} ges i sequence ’ controlled; loops inv programs and, be, able; to-
Activiby, b Program, and, testing: Implement; the, algonithmes as code: Use the, algorithm to- guide commands are repeated: You can find, more
the creation of the program: When, the, program is complete, rurv i to- check that, it produces the information on count- controlled: loops iny the
expected outcome: I} their program, doesnt perform, as expected; check their code and, fux any, o N,
problems found:
3 Controlling To explairvthat o loop cany stop. Activity I: Modelled and, class discussion to- create, condibions using givens statements on Y ow will, need to- knowe hows to- connect av
withy condibions | when o condition ts met worksheel | that: answer true or false: Talking partners to explore the question: “Are there any, push switch,
® I can explain thab av condition similarities bebweer the: commands that you were gisery ands the count- controlled: loop command, | Yow will need to- know the difference bebween,
i either true or false block?” (The answer is thab Jor both, there s arv action or set o} actions thaty will be: carried, out how- switches are used, irv simple circuits (the

[ Ioamd.@sign@condiﬁor\ablnop
® Ioon/pmrg;\ama,

ones tha learmers will hauve expentenced,
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microcontroller to- respond, to- any | Actimity 2: Complete worksheet: Do untils loops' actinity sheet i pairs. connected to- a microcontroller: Iny circuits
inpub connected to- a Crumble, pressing the pushs
Taski Write a, program that uses the switchy as' @ condition to- stop o lights sequence. Scaffold with WMWWWWW
A3 Codei Support file condifions ary input: Trv the Crumble, softwiare; the,
command HI is used to indicate that the
Yow wills need, to- have arv understanding of
information on conditions irv the, units
OVaVW‘ W,
ll—StaIﬁng/Wiﬂv Toe/xplaimﬂwta/lnopoombewseda A@ML{;A:Cmmwbwmwm%mwmmm%(www).lw%ﬂwt Yow will need to- hamve an
selections to repeatedly check whether a this could, be represented, by selectiory - i and; theru Demonstrate how to- wiite o statement: on the interactive understanding of selectiory irv
condition has beery mets display, concluding that: I} it is raining: therv pubs up your umbrella: Irv pairs; create and, i and then statement Jor | programs. Yow can find,
® T can explair thab av condition drinking water: more, information or
being met, cany start anv action selection in the unit
® I con identify o conditiony ands Activiby 2: Paired work to discuss their inifial ideas for Write an algorithm to plan your program’s flow: overviems
arv action inv my project creating, a statement to- control a lights pattern for the, If the botton is pressed
® T can use selechion (an Crumble and, to- share some suggestions: Use the i and, ‘ ‘
L}/ then. ) to- direct el Then make the Sparkle light red and wait for 1 second
the flow- of o program Activity 3 - Taski Use the Crumble programming, softmare to- implements the: earlier design (algorithm)) as
program: Highlight the need to- add, Do- the, Jollowing continuously: toth&stmto]ﬁthmolgm&ﬂmwlnmmt}w
algorithms as programs; then to- download and, run them
5 Draming To designy a physicals project; that Activiby |: Class discussiory looking ab: o house o] the: Jubure and, the, different tasks are controlled; by devices that Y ouw will need, to- knows howe
designe includes selectiory have been programmed, to carry oubs actions wher as conditions has beerv met (selection). Work with, a partner to- a Crumble controller is
® I con identify o real-world, wite arv algorithm to- exemplifyy how- selection mighty be: used, inv anv automated, home o their whiteboards: Whery connected to its components
examplbo{l@condihx}mstwﬁng/ checking work, ensure thal they have useds an il thenu..” structure; used: repetition so that the condition is including input and outpul
® I con describe whabmy project | Actiuatyy, 2: Share the premade, demonstration models ands discuss initiol ideas o hows the parts of the model, relate
will do to-the parts of the image: Discuss ideas suchy as, "How- mights the, inputs outputs, and, selection be, used?” Working, | Prerequisites:
® I canvereote o defalled draming | \ih, partners, use Designing a modell actixifyy sheeb and explairy that theyy wills need, to- identifly what theiy are
of myy project making; identify the materiols and, equipment; —_ a0 .8 Before the, lesson, yow
t}_\attl'w v\,\{u} rm dr\a)/w - lﬂbdledl dwg;mw TASK:  Design and build a model of a fairground ride and control it using a Cromble. Ml mld, anv Oxﬂ"nplb
the tnpub and, outpub components that they will |- . carouseyfirilglto-the one
use; completes o labelled, wiring diagrarm to e mmphofoww
ory .

show how the: Crumble controller and, its:
compon/enb&w‘dl/b@conmec’oad/ancLoomsix:LeaN
how selection, will bes used, iny their models

Activity 3: Preparing the models V\/orkmg/ irv
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onothﬁr\group/, andshﬂmﬂded@ygmwlﬂweodwoﬂwnand/expwmhowﬂl@nwdehw%wm

6\/\/r\{tlngand/ Toueoieapx‘ogmxmﬂwtcontr\ol&@ Achivity, |: Wmhngdgmﬂm Immmmmwmwwwm@%w#ﬂw Youw will need, to- have anv
algomﬂmus, I algmxihnv’dwt selectiory conditions r\epeoiedlgdwckedj L]lﬂwoond,thmha&bw\/ include all programs:

¢ I musembpxmm Activily 2: Wﬂt@owmpxog)r\am&focor\tmbﬂ'\@ model: Ke@p ne}e;w‘ng;toﬂmealgm‘thm&a&ﬂwﬂa/uwt@ﬂiecod& Ew% the

I o . Admise that its good/ px\adioe’totestﬂw prograny cus/thex?y go olong/. V\/hen/’dnex?y add, a/}ewv« lires to their prograny W the,
® I canvtests and debug myy projeciill 4. chould, rury t oruthe Crumble and checkiHRABUREIEodeA0888 What: theyMigndSiily lesrt, they should fix: mﬂ""& models,
errors: Point out that: doing, this makes the task of debugging their program, easier
Activilyy 3: T%hnqandd@bxwr@o}lﬂm@progm Fbwmandwmpl@i@mwaluaﬁomojlﬁwﬂnproduot Lesson 5 of this unit:

li—:Dafu:and:in’Lomwiion:—Flab—Nbdatabam WMWWWM@WWW JZdat@dafubaseyZ&com/JQdam
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ii4y//www;£&corn/ qu v{deos/gﬁﬁgg;&

Lesson ng@gm Tasks... PND{\KQM@Q
|. Creating a To use o form to- record, Actinitiy I Briefly discuss the word, 'database. Ask learners where they have heard, it before: (They, may recall work onv | Learners wills create: o paper-
paper-hased, information branching databases inv Year 3, or work on datas iy maths:) It mights be helpful for leamers to- splib the: word, and, based database: This is
database ® T can create o database consider the definition of ‘data’ on its own highlighted, throughout the
u&ng/ow\d& plumbelmwf\/\or\e/m}omwhmw
e T carv explain how Working indisidually, they need to- choose eights to terv animals and; create as recond, for eachs using the, printed, record, about; databases, records, ands
ux]loww’whomcambe cards. ﬁdd&wmduded/wﬂwunit
reconded, Printable record cards ovenA.
® T can ordenr sort, and,
group my datas cards Learners will, also use the
termy ‘attribute. More
information about attributes is
| included; irv the unib oarerasiems
A@'mby&Pmmdwﬂmgeb%e@mwwwwbwbeaﬁswwtwmd&?Ongurﬂselmmmm
alphobeﬁmLondemﬂwqpeshm&mthePPT.
A@'M‘gg&Pm@WW%WW@WWMWWMCM%WWWW%
wmbwwmmmmwmmmmm%mbmmm
ZCompui’en Tocompapepapenond A@'mg;ﬁzDemorwhut@howtouseth@JZEMmLBeast&databasemusershde&tDMdumﬂ'ws&p&nﬁeded}onﬂw Learners wills be introduced, to-
databases computer-based databases ackimity.  httpsi//wawwile.com/data/examples/minibeasts: When you use @ computer database: yow can views the, datas inv flat-file databases: This &
L Im@XPlﬂmeO’ Ww(AWWmMWWWMWMWW)OMMMMW hghhg}\ied/ﬂuou,g,l'\oubt}w
field and asrecords tstnv | data, iry that Jield: froms A to- Z or high to lows and, a second, click on the heading, wills sort the, data, Z to A or low to lesson plar More information



http://www.j2e.com/help/videos/datags4
https://www.j2e.com/data/examples/minibeasts
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using/o/dubabase

databasem@mnm-spwkmg/. CW%W%WW%WWWM%PPT o
whiteboards

a database high: Children to use this method of sorting to- find, the: answenrs to- the, questions on the PPT. Discuss the strategy today, | abouls lat-file: databases s
Imnmﬁlgai’@@ﬂab- mmwmmmwo}%mmw included, irv the unity overviems.
different views of Achivitiy 2: Gine oubs weorksheely A2 Dfferent wviews Jor sorting. Learmners will also need to-
U%Ynoii@m N ) , . . , explair\/ﬂ\em‘r‘eom‘d}and/
I can choose whichs D' 'th@ info onds _ @WW&} wq 0 ) M,Wr\e{uhomtoo/
Wtoso{tdat@bgto Gwehm&toanswenth@ﬂmq,ueshon&mﬂ'\ms}wet& and; ask each learner to- More inf. Loh Of
answer  ginery guestion Jeed back to their partner on the advantages and disadmantages of sorting data iny records and fields (s included
the siew- they ares using. Learners then swap, and, try, sorting irv the, other wiew to i v the unib overviews.
sees whichs they, pne}a* Complete the activity sheet and, fo}eed back to- the class on N e——
it e o O i s b sample databases: Support
Achivitiy 3: Recap what they hase learned aboub records and, fields using the: "Mini, with nawigating the databases
Beasts database: Use the: Records and, fields' worksheet to label the records and S e e carv be found, ab
ﬁdd&omﬂ’\@oﬂwhexamplw Shwed/dwuw&mtocon&d@oﬂwﬁﬂudd&ﬂwtﬂw S hﬁpz//wwwﬁ&oom/hdp/wdeo&
could, add, to- eachy database; and, add, them to- the, sheet: /dai'@géli—
Records and fields
|| . -
[ £ |
- —
- —
=
3. Usmg/cu Toouﬂmhowgowcam Achinity I: Dm@mﬂwmo}%mmﬂmﬁ@ﬁd@mmmoﬁbwmmm Wher the Teachers will need to be
g;wpngond’thmsoohng %mmwwmmwgwo}mmmwwww@gw Children to use m@@dﬂfabase& Sup/pa\t
data MMW%%M%W#MWM%W%WM%PPT%M Discuss questions with narigating the databases
° Ioamexplamthabdata orvthe PPT omowu\aog,ondeyled:umes& oambe}oun.d/ot
A 4// : i} .
carvbe groupedusing | 4,2 Using o countries database iy J2E. (countries (Reicom) modeb how to find ou which countries i the ;‘ﬁp‘ W*ze’mhdp/“dm



https://www.j2e.com/data/examples/countries

Computing omvervieme- Year S Teach C

Adctivitiy 3: Model, thaty once a database search has been carred, outi the searnchy results can bes worked, with, separdately,

and;so&lngt‘oanw Use, the, video: or lise demonstration to- repeat the searchy from, the computer-based ‘Grouping records’ achinviy, in table
evenything presented.
b Using To explairv that tools carv be | Achinitiy |: Use statements from the PPT, and, talking partners to- explair they will, need to- react appropriately, depending | Teachers will need, to- be
search tools used to- select specific data orv whether they meet the, criterias ginven Use a database that contains records for passengers of the: Titanic ﬁamihw\wiﬂvu,sing/JZDam
® I can choose which ( i/ fvewonniPe.com/datale; Titanic+P +Lish) sample databases: Support
Jield: and value are Openthe Titanic database and, gime o brief overview of the Jields, and, o recap onvthe Titanic disaster i) needed: As a withy narigating the databases
required, to- answer o class; search the records to- answer this question: How many, 16 -year-olds were on board, the Titanic? Independently carv be Jound, at
ginery guestion search Jor the, anewers to other questions on the PPT. httpi/enensjlecom/help/videos
° . /
;ZO{VOR' con E:Wu,saAiN’ti Achivity 2: Working independently, use the 'AND’ tool to- answer the questions or AND’ and ‘OR’ searches /
refine dalas PPT. and, complete the 'AND and, OR searches’ worksheet: e e s e e g i
® T canchoose muliple | Actiuity 3: Repeat the actinity ab the start of the lesson this time using, ‘or ——
criterio to- answer o statements; as per the PPT. Discuss how the search results change: Compare,
givery guestion results with the, simple searches from the 'Meeting ginen criterias actinity, and, ¢ oy b
e/xplaim that resull numbers may increase L} searches are lookmg !lov mone, thary + Fiow nanmy males nder en years old were on board?
one attribute.
Use the ‘OR’ tool in the Titanic database to answer the following questions: Model how this searchs looks using the qpeshom How any Peoplg wenre
® How many people boarded at Belfast or Queenstown? U’\/}U‘St e A s vidlos l!L on PPT to e ) WO(‘kLﬂgz
F T — irv pairs to explore the search questions on PPT and, add their answers
onto the 2 part of the, worksheeli
& Who was the oldest person out of people who boarded at Southampton or Cherbourg?
5. Comparing o explair that computer Activitiy |: Thinks write; pairs and share where they harve: used; or seen a chart befores Use PPT to discuss (or recap) how | Teachers will, need, to- be,
datas wisually programs carv be used, to to reads o chart; and, whab information they can finds outs fromy the chart: Show two- different; charts, boths created from, familiar with creating charts
compare datos visually, the same database and, class discussion on whats information can be: gathered: Vote Jor the chart that gines the most withirv the J2Data, samples
appropriate chart to- visually, Creating charts to answer questions narigating the databases can
compare dakos Task: Ackivitiy 2: Model, finding the chart tab, and) use it to- create v chart using, [ilters to- be Jound ati
® I can refine a chart by define the x and, y axes: Carry oub @ search (eg: ‘class = Jirst) to produce o bar chart: wenecom/help/videos/data
selecting a particular Liter Change the % axis; eg: choose ‘gender’. Discuss what effect this is haring, on the chart gsihr.
® I can explain the benefits | produced: Working v partners; use the Titanic' database
qfl using @ computer to hﬁp&//wwwﬁ&mm/dotu/exmxpl&s/Tmuo+ Passenger+ List

questions:



https://www.j2e.com/data/examples/Titanic+Passenger+List
https://www.j2e.com/data/examples/Titanic+Passenger+List
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6. Databases irv

To use a real-wonlds

database to- answer

questions

® I can ask questions that
will need: more tharv one
Jield to- anewer

OIconr\e}meonear\cP\/ch
real-world, context

® I can present my findings

to- a groups

Adtivity I: Use the video ony PPT, or demonstrate: live how to- searchy for o flighty ory Expedias whichy must meet certain
conditions: It needs to- fluy from Manchester to- Panis on |2 Octoben and, returny onv 19 October: Demonstrate how to-
Taski Learners need to- find, a light; fromv Birminghamy to- Neww Y ork onv | Decembenr; withy o returry on IS December: Ask,
mwwmmmmmwwmmwwm%m&

Activity, 2: Use the same searchy criterias fromv the presious activilyy to- find,

ﬁxghb&’to!l«bﬂmswmo& o/dmeot!lhghb @Mhbwﬂv%sfop&fh@ﬂxghb
that: arrives earliest inv the moring: Make notes onv these three scenarios onv .
whiteboards. s

Poee

Searching the flight database

Use wovw espodia co vk Flights to search for a flight from Bismingham to New York on 1 December
with a return fliht on 15 December. Ansuwer the following questions

+  Give detals of the cheapest flight you can find

Dwagen.
+  Give detals of the quickest (shartest durstion) ight you can find

Achivitiy 3: Working, in partners pub details of the three Jlights suggestions v a

details from their browser into the slides: Irvthe final slide; add: details of o b it e e e b
vwﬂwﬂug}\tdw*ahamandlﬁmw and making a decision based on their owny
optiony Jor example using filfers or sorting, options to- narrow down the search.
arailable.

+ Fhight cost for aviving in New York ia the monsing

+ Fhight cost for aiving in New York ia the evening

Taski Give Jeedback to each other's presentations:

Knowledge o} how to- carny
outa;ﬂﬂx,ghtswd‘uu&ng
wvwexped@couk/}bghf.&and
details fromv o web browsen;
would also be beneficial
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Unib, title

S5: Vector dramwing (creating media)

Denvice needed:
Chrome books

WWWWWWWWW

Google Dramings and Google Workspace Jor Education

shape&pxwded ththeseontomA#sheeﬁShm!ﬁnMexamplmw&ﬂuﬂwdu&&

Activiby, 2: Teacher modelling activity, using Google Drawings: Tell; themy that the, chequered, part of the, page
us«ﬂ’wd.mwmg;oonmn& Exploﬂwﬂwbﬂﬁi&mthkeadw-wlmu\edpmo}papm Th@wm%@d
to- demonstrate a transparent: area: Children to explore the, four tools for themselwves, creating and saving o
picture of o building for Juture use.

| The drawing Totdmh}gzﬂwtdfwngfoobwm Taski Explain and model what, vector drawings are. Teachers will need anv
tools be used; to- produce different e understanding of the tools
outcomes amailable irv the chosery soffvware:
® T can recognise that vector For support using Google
drawings are made using Dr‘awmg&,se@ﬂwju Handout -
® T carv experiment with the
shape and: line tools
® T can discuss how vector
drawings are different from, Activity |: Make o picture using only the shapes given. Use the activity sheet and, cuts oub the shapes to
Pﬂp@}_wsed,d,mw W@deLﬂwmﬂwbﬂwmtoddmgﬂungdwmmm—Mmm@umﬂw
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Overview of the drawing tools

This teacher handout gives you a quick overview of the toolbar and drawing tools you may need
to know in this lesson.

General

—
h“E

Q- KR N~-QO M-

Undo, Redo, Print, Paint format, Zoom, Select, Line tools, Shapes, Textbox, Image, Comment

Activitiy 3: Class discussion to respond to- and, remiew the guestions on the PPT slides.

2 Creating Tou*eot@@vectm\dx‘awmg/bg/ Before the lesson: Print ands culy oub the teacher handout: for this actinviy: This is best printed onv A3 paperto | Teachers need, to- know that
® I can identify the shapes used: shapes and, that each, shape used:
torrwk&a/ved:ondnamng MDMWWHWWWHWWMWWMMWWSW L&ooﬂed/omobéjectlbwouldbe
e T can explair thab eachs element button'?” Take feedback: Show- the short animation: Model, how- to- copy and; paste: Task: Children to- create a useful to know: how to- move,
added, to- o vector draming s quicks simple vector draming using just the circle and, rectangle shape tools: Click to- animate the examples resize; rotate, duplicate; and,
an object; and; ask the learners to- operv Google Drawings and, begiry to- create: a, vector draming, change the colour of objects
® T can move resize; ands rotate withiry Google Dramwings (or your
objects T have duplicated, Activiby 2: Shares short animation Explairy they can rotate shapes by clicking on them to- select them and, chosen, alternatine), howener this
Muw%MmW@%@bMMW%WMMWMMWWW L&lew\tgdmth@m
Take Jeedback on the changes made irvthe PPT.
Ac_h'mg;g?): IMWW#%WWWGWDWU%%%M
harve learned; in boths the, lessons o] the unit to- choose the, correch colours and, rotate the shapes. Use their
Activiby b: Rewviewr short cub keys - alt C alt V and, alb z
3 Making To use tools to achiere a desired, Taski Explainy b is important to notice: similarities: and; differences i vector dramings: Asks “Which o Teachers would, benefib Jrom ar
effective effect penguins are the same?” Allow them time to- discuss this withs a partner and, take feedback. ing of the tools within
dramings ® T can use the zoom tool to- help Google Dramings: Howenen this is
me add; detail to my dramwings Activity I: Explore the use of the ‘zoomy and, §i tool: Openv necedo/penguin: Working, in pairs to- build, the, supported, inv the slides.
® T carv explainy how- alignment penguins head: They can do this by using the: Zoom buttoru Explain that the head s inv the correct place; so-
e Tcan g 3 to create @ Activiby 2: Discuss the reds alignment lines' and explain whab they are used; for iy Google draming: Create thes



https://ncce.io/penguin
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Achivityy 3: Work through PPT slides modelling and, demonstrating different leatures for border tools and,
effects changing the penguin to- a parrot: Working v pairs to- turry their penguiry info- o parrot They need, to

L»—Lolé,er\s,ond Toreoognmﬂwbvedondmmng& A@‘M‘g;ﬁzLWMM%W#WW%PPT.OWMMWWM Tead’wr\s«wouldben@}ib}mmm
objects consist of layers forwards using the Arrange menuw option: They, carv be moved, Jorwards and backwards by, one object at: o understanding, of the tools withiry
® I can identify thab each added: | time, or they can be moved to- the back or front iy one go: Explairy that layening carv be used to- create Google Dramings. Howenen; this is
object creates o neww layer iy images. supported inv the slides.
the dramving
® I can change the order of Activity 2: Think, pair, share: “What, is wrong withs the: emojis on the Left?” Alloww time to- share their ideas
layers inv @ vector draming with the class: Orv Chromehooks, children open necedo/emojis to- explores using their ordening, skills to reveal,
® I can use layering to create anv | each emoji face onsthe canvas and: begin to layer: Use slide 13 to- reveal; answens.
e Actiuity 3: Talking partners as tor how they would create the images shown on PPT using vector dramings
Listerv to- some o} their responses. Work throughy PPT to model different ideas and: strategies. \Working inv
po:tﬁmanduzsea/blank/Googleme‘ng&}detoweab@ﬂwipowmnahu‘eve&m\dmw'ng/WZOmirmtw
They should, use layering to- support themy as wells as utilising the, other skills they, have learmt irv this uniby so
far: These include resizing: alignment. copy and paste, zoom; and, fill.
Taski Think, pairs share: Fromy PPT asks “How would: yow fix this draming?”. Allow- time Jor responses from,
the learners.
5 Manipulating | To- group: objects to- make them Actiniy |: Children to- open the links orv their computer (neceidio/flower). Group the objects onvthe drawing ands | It i important to- recognise that
objects easier to- work with WMMW@W#WTN&@W@MMM&W%W%WMM althoughs grouped; objects act as o
® T can copy part of a drawing and cant be: changed while objects are: grouped: single object; they are stills
® T canrecognise when I need to Activiby 2: Ask; and; share ideas orv the questions “If yow had, three: animals, or plants, what would, yow expect thaty carv be: manipulated: Wher
group ands ungroup objects to be different; about them?” Share ideas: such as changes i colour or size: Taski Open the link. working with; a group, of objects,
e [ canreuse a group of objects | necedolgrouping Working iy pairs to- make changes to- the images as directed, onv the PPT. the easlest way to- manipulate
to develop wector therm individually, s
m ™ Activiby 3: Copy, one of the images from the previous activity ands add, it to- a background: Choose the WMHK&W‘L}W
WMM%WWW%WWM%WOWMWWWW MMWWQWM
6 Create o Toopplg/w}wblhamelsarrwd/ MTWWMWWWWM&WmeM7GMWbMMM Teﬂd\mwo«ﬂdbenq}hb}mmm



https://ncce.io/emojis
https://ncce.io/grouping
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® I can create a vector drawing images carv be made, either using
ﬂo&@spw}lppw‘pose A@'MﬂdﬂzA%“Whmmwﬁndvm&Wg@?"Tmemmwmmﬂwshd&M shapes or pixels. It would be arv
® I can reflect on the skills I Using google drawing, create o vector draming, image for one of their classrooms labels: They could create: | admantage Jor teachers to- have
have used and why I hanve Scissors, Pencils, Caleulators. anv understanding of the: draming
used; them, tools anailable i Google
® I can compare vector drawings | Activity 2: Using the veckor drawing they hanve just completed; class discussion abouts thes skills they, hare Drawings. Both of these,
slides.

Reflection

A@‘M‘gy& \/ecbo;\versu&po.inh Wm%’t}\l\ough/PPT Wn&compmngandwnhmhngvedondwng/ond
@pointpx*ogm DW%WMWO}MW&

Unit title, Vocabulany Dervice needed:
6: Programming B - Selection i quizzes Smwﬁmmwwm-mmwmmmm Chrome Book or I-Pad,
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Lesson, Learming objectives Tasks |PWKMQQQ
| Exploring To explairy how Task: Explore true or false statements ory PPT and, children to- show- responses on whiteboards: Reads slide' S and: | Yow need to- know- thaly ‘conditions’ are
conditions selection is used irv childreny respond, with, their answer depending on whether they were conrect with, the statements:. statements thab need. to- be met, for o sets
computer programs o} achions to be carnied out: This s
o I car recall, howe Activiby |: Share the Scratchs project Using selection. Explain thab they, wills hase the opportunily to- explore how WN*QMWH‘@WWWW More
irv selection selection there: ts: Gine time to use the, programy looks ab the, codes and, decide what: conditions and whats selection included; irv the, 'Units omerviemt.
OImn/Ldenti}g/ l&usedelsw/s&r‘erpomse&o&a/dws&
conditions v a Y ow wills need to- understand, thaty
program Activiby 2: Work through, PPT to demonstrate the steps needed, for the actinvity: Working i partners to- rury and, selection s @ programming construch
Olmmd%oj useﬂ\@pxogmwto}md/outhmwawndiﬁmvl&used/wmmsmpp& Urwtrrwke&useo}wndxhon&’wdwd@
conditior v as httpsi//scratchimitiedu/projects/|027339509/  Explairy that Jor eachs of the, code snippets onv their activity sheets, whichs seb of actions to Jollow (only one
programy they need to- note the condition that s used; ands what: happens when the condifion ts true: (To- rurv this activity as | seb of actions is used: irv this lesson). This
o scaffolded task, provide learners withs the: Scratch project ‘Annotateds Conditions in programs, which, contains the is highlighted, inv the, plary below. More
same code snippets; bub also includes annotations to- guide their exploration: um]lm‘moh@momsd@ofwmha&bwv
(httpsi//seratchumiteedu/projects/|027339759/) ncluded v the: Unib overview.
}Conditionsin»progmms Youw will need to know the blocks
amailable inv Seratchs tor allows conditions
Activiby 3: Open the Scratch project 'Modifying, selection e ”9‘4 to be used irv programs, including those:
https/scrakchumitiedu/projects/| 027339981/ and, change the conditior that is iﬁ y ﬂ thot use selections You should be able to-
used v each code snippel: Returny to the: Seratich programming enwironments - @) identify the conditions that are used: v o
and, modebto Llearers how- to- change a condition in the, code snippet: Change programy and the effect; that meefing these
thec;or\dihon&}oneom Aﬁer\eom tiory honee fied, runy conditions wills hare: Y ouw wills need, to-
the codest check that the actiony is carried: oub when the new: condition is meti | (ECQRmIR " "™ modify the conditions in a progrom and
&: identify when o program is using
selection
ﬁ P | whot hoppens when the condiion s true?
2 Selecting To relate that w Taski Using PPT, display, the bvo- dance sequence algorithms and: inwites opinions on thes statement; ‘dance | has fewer Y ouw will need, to- krow that
outcomes conditional, statement; instructions so- i wills finishs before: dance 2'. Ensure children notice it uses: Jorener’ as o formy of. repetition. Discuss what, impact repetitior needs to be used
connects a condition to- this has on the algonithms irv selection where the
arv outcome condition needs to be
o T can use selection Ac,_h'mgﬂ:UWPPT%W@%WSM‘UWW&.DWMWWMM%W(W repeatedly checked; and thab
irv anv inflinite loop: | pressing the green flag) and, therv pressing the ‘A’ key. Ask how a forever loop may help. Give the leamers arv opportunity to withoul, this, the actions wills
to- check a add the forever loop to- their code: Demonstrate the, correct placement of the foreser loop. Ask how using a forener loop nob be caried, oub wher the
° Im'udﬂj;}gﬂw computer to repeatedly check whether the, condition has been met; so- that the action is caried, outs ewery time the, condition s T
condition . : o 4 . ow
oboomes, s o &ﬂ\a\b\wor\}al,s&Wtﬂwutﬂwauseo%ammﬂmdblnop«ﬂ\@mdmm/wdbmbgbeohaoked;m Bt colochion cars be



https://scratch.mit.edu/projects/1027339509/
https://scratch.mit.edu/projects/1027339759/
https://scratch.mit.edu/projects/1027339984/
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L}them else... Activiby 2: mewwWWWMW%WWMWM Whmmplei&dfh&r\ r‘epreﬁaﬁiedbgthestﬁum
statement code; check that they hare remembered to include a, forenver loop, so- thab the condition is continually checked: Show slide 9. L}ﬂﬂmd&&Th&oﬂow&
® Icancreate o Showe the learmers the, complete: code for the aligorthm: Emphasise that, to- wirite programs that uses selection with two outcomes, | for o seb of actions to- be
programvthat uses: | they, needto uses o difflenents onanges control block, to- reflect the if.. ther.. elses. structure: Clicks ony the slide to- showe the, carried, oul whery the
produce: different whery the condition s true:
outcomes Activiby 3: Construch o conditionals statement; using the if-.. _ Y ouw will need to- bes able
thens.. elses. Use A3 AWMM@WM Programming two outcomes t’d'ws«!lowmojl
they are going to-select o Wom oy Ptooe; SENE Pick o condition, @ true outcome, and o folse autcome. Construct a program using your choices selection in algonrthms, and
ther.. else.. structure. Highlight thab they, will, need; o, condition, _ =0 o= | Eally, you will need o
outcomes that wills be selected. wheny the condition s true, and - = e S 3
Algorithm MEXPLOH\/ the, msdﬁchmu wth:nj/
— outcomes on the, PPT. Class discussion explairy hows the
Forever : relates to the condition.
‘| e Ovtcome oteco
(N
Else’
3 Asking To explairy how- Taski Trwite two learners to ack oub the displayed: algorithmi one as the person asking the, questions the other as the person Yow wills need, to- krow that
fows of as prograrmy incorrect; anewenr. When the response is ginery pause the acting and, inwite suggestions as to- whab should, be said, and, whay, theru. else...” can be used to
® I can explainthab | Model tracing the lines inv the algorithm, to- identify whichs outcome should, be selected: Discuss branching structures: control the, flow o actions in
branch, according AC_UMLJA:WWWPPT@WWWMWWMV&W@MWW which, outeome wills bes
to- @ condition At slide 10, children to- uses Scratchy to test their answers. selected, by identifying

(] Ioar\/d.@sig,n/ﬂ'w whether the, condition has or
fowe of a programy | Ackivity, 2: Use anv algonithmy withy o branching, structure to- designs a, program thab uses selection irv the .. thenu.. else... has not beery met
that: contains ... structure to- direct the lowe wherv ar question & answered: Uses A2 Actinilyy sheet: Identify which questions cans be asked; and,

® Ioamshowﬂwta/ U’wban;algonﬂwmvwﬂwa
ways structure. YOu/leLr\eetho

represent, and design
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Designing outcomes

Write on clgorithm using the branching structure to show t
different outcomes. Choose your question and cutcomes fi

Irv pairs, create ans algorithmy using o branching structure to- design o program

Activity 3: Use Scratich to- implement the: algorithms as programs. Test the programs to- ensure that both outcomes are
achieved; and debug i necessary: Check that they have spelts the, answer iru the, condition correctly: To- rury this achivity as o
WMMWMMWSMWPWWWWSb— L3 - A3 -
PW@WW(W) mSM(mmﬁ)mwmmmmmmm

sdmﬁommﬂwmqpesﬁm TWMW@MWMM}O@W

Task: Cmmbemmmwmm ondwhy/ whmﬂﬁeuwgime&ﬂwmporwe&mthePPT.

programs.
With regards to

pxog,rwmnm/g/wsmg/Scr\aixh
yow need to knoww thaty whery
loop is' not required: This is
because the: command blocks
instructs the program to
beerv answered, (the user has
typed, inv any answeer) before
the condition. ¥ow will need
to krnows how to- construct a
answer block to-the () =
(50) block: It is also
important to- understand, that
pxo«&d&d/mﬂ\@condihorn
For the condition to be true,
sarm/\mé/onswenprov{ded/
thaty does nob exactly match
the conditiory wills results iy
Note: Scratch accepts upper
case and, lower case as the
same, bub most
programming languages
dont



https://scratch.mit.edu/projects/414354867/
https://scratch.mit.edu/projects/414354867/
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b Designing a | To design o program, Activity |: Discuss the initial ideas withs o partner or @ smalls groups about, creating an Design outline Y ow wills need, to- be: aware o}
quiz thab uses selection interactive quiiz using selectiony Think aboults how to- address this task by considering the e the ‘levels of abstractions that
o] can outline a giverv questions on the: slide. Class discussion of the responses thoughts of referencing the e ——— carv be used to- support
task mter\a}mmtheshdmlndw&duolbympleteNde&gnouﬂm& lsa:w&lmundepsﬂ:anding/how
o] can use o design e or T Bt i s b el ot yre to create programs: You will
ﬂotmobtoouﬂin&w Achinity 2: Use A2 Mﬁh@eﬁmiﬂifomeetthewu\emeﬁt&ojﬁﬂwm In.dw«duulhé/ need, to- understand, that the,
projech W%WW@U%W#MWM%WWDW A task;si‘ag@stoiwwhatw
OIoon/Ldenti}g/Une MWWO}WMMTWWWMNQ&WM e needed, and outlines how
inpub iy arv gverv (if the condition s true). and, an action for anv incorrect answer (if the condition s — mel 7ow also need to know
wm@ﬂww%mw&mﬂmw&gwmcmmw et e e used/totd@nb}g/what’the
Suut&vw«ﬂvwhwhﬂwwm}omdw@mﬂ\bmmwwnpl@@atlmstw ‘ prograsthoul,d/do.lmﬂws/
qu@shm&mfhedmgmfﬂnplﬂf&wﬂuami@dm(wnd@on&)mm lessommolgmﬂumwiﬂwo/
used to- outline how the tasks
AM&&US@A3WM@€L-QWMQRMPW Atﬂmefopo[ﬁﬂm&sheet’d'w Creating a quiz will be: mels thery as template
WW%WWWMW%WWMWM%W&H, will bes used to create o
2k, and, k. Followr the desigr template throughs and: identify the outcome for each, design
[ : ] input; irvthe Jorm of an
MSW%W&M%AZMW@WT%MWW # onswentbwdbbeoomponed/
Identifuing outcomes the conditions U’u‘oug}u ands Ldfnh!g/ whichs ’——ﬁ ’——jﬁ WW’C&J{D
The fallowing wiers to each of the questions in order: 6, 11, 24, and 4 MI}U’\E/ OUtLOl l@dm
choose: answer
e N ‘ [k the vser What is 7 x 22 | K all, sheets this lessoru conditiory @(‘mﬂy" then the
Answe 6 CO{’IdAi'AD(I/V\MlLb@}Ol&&
e Fake — — Answer = 14 —
Say *‘wWell Done!" Say ‘Incorrect’ l_ - _l
Spin around Change colour say “Terrific" Say ‘Not quite!”
‘ ‘ Spin around Change colour
1 [ J
sk the user What s 2 x 67 | T — szi
Say 'wleTD::!’ FCI:e‘:g;"orrect’ L ™ o 1
Change size: bigger Move 30 steps Say “You're correct!” Say "Next time!”
| | Chnnge size: blgger Move 30 steps
1
5 Tesi’ing/ 1" To create o progranmy Task: Show a series o} statements that relate to the programs orvthe slide. Tolkjngf partners to ‘ldmi’ih/ whether the statements Y ouw will need to- understands
quiz thab uses selection r\qfler\ to bothy o}l the programs, one qfl the programs; or none qfl the programe and, explairy their thinking: how- to construct a programy
o can 'mplement My u&'ng,the Seratehy
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alg,omﬂrmtomb& Adtivity |: Use activity sheets brom, previous lesson. Implement their designs to create the first part of their programs iy programming erwironment;
o] cary test my bg'ﬂ:ng'//suutc}unubedu/mm 1027342510/ L}need&i}oosuppm‘t outcomes: Y ow will need, to-
oy Actuity 20Use Slide 12 and talking partners to respond to- questions onvthe: design template: Asks how ou could test to- see mm“w“wmtfmﬁ”
o W%Wm whethenr this part of the algorithm has been, implemented: Establish, thab yow need to- rury the, program, and, test it: Ony S
g Chromehooks, rurv the programy once and, enter the correct answer. Once they, have submitted, the correct answwers they should, Subeomes ybgwb shmdd/“gbe
check/ﬂ'\&mliplbmuixhwﬂmdw‘gm Th@gshmddﬁhmre-mmfhﬂnvagmmmndenienm%m Learners should con‘wd/out}onco{‘f‘ecf/ond/
check thab their programvs output matiches their designi Debug where needed using the slide promptes on the PPT. neonrect ansmere. Yow vill
Actinity B¥Share the programs with others, so-they can Useithems an! eotide Jeedback: Prodlieietih [Bhmer with, some icky W,“E mp“’gmt"
solfilety canv J ofter using o outcomes are caried out
Youw will also need, to knowe
constx\uﬂ:ingﬂwwp:vgx\anw
arh@n&unt}wwmng/parto}
the conditiorv statement: not
6 Evaluating o Toe)\»ahwb@w TaskzThinkpainshm’d’wqp@sﬁ@m“Aw%mmmmwﬂ\bw%m&?"U%Pthowppo& Yow will, need to- know that
e I can idenkify [mproving my program check the responses to
Wolé&’th@pmgmm/ ::%:m . c;h@i;{y WWWWMWWWWTWWMWMM qpsshon&ﬂwomwennmst
couldbeunpmved d.ezspd@ollzknowng/ﬂ\bw\'\ectanwm mbg;on@g@bﬂ’\molbcorr‘ech Htg}\hghbﬂwuws rrwtdwexadb*Aruanswex\
° Imldﬂ\b}g/t}w WMWW&Q&MWMW%US&N shed&towppo{t’theteshng/ thai’;ha&a/sumlannmnmg/
setup code I need, | wecsmstomemmnoispocor s process: Indinidually respond, to- section |. to the identified answer will
irv my progranm be classed: as incorreck
® T can extend my Activiy 2: Re}%tosecﬁmZ OJLNS}\MLChildremtoopﬂwﬂ\bSuutchpmge&‘Clas&emmplé
programy Jurther e e o g irv pulls- screeny modes Irwites some leamers to- use the quiiz answering the questions both You wills need, to- be, able
= Nﬂy correctly ands incorrectly. Return to slide 8 and, irwite suggestions as to whether the quiz was demonstrate how to- add
co @ @ ] e @ the same Jor emeryone: Working, on their quiz; add: command, blocks thab are carried; out before | commands to- setup to-
U\@WW%WTW@@M%WMM&SUA@@,W&MMWZ px*ogm&soﬂwgstw\tt}w
this lessony as learmers will
Ac_ﬁmg;g?x memwmwmwwmmmwmmmm Reminder that )



https://scratch.mit.edu/projects/1027342510/

Computing overvieme— Year S Teach Computing

Teachers will need to- know
thaty user inpub irv Seratch s
not case-sensitive: This
mwrusthotl}a/cor\dihom
requires answer = yes,
VES or YeS would be
showny the: outcome Jor the
though the words are not,
the same case: Irv other
mayy not be the case and, so




