Computing omvervieme- Year 6 Teach Computing

Uni title Vocabulary Communication; protocol; data, address, Internet Protocol (IP) | Deadice needed:
I: Communication and: collaboration address, Domairy Name Server (DNS), Chrome book,
Lesson Learning objectives Tasks Prior K /S
| Internet Toexplw\/ﬂ’\@m\pot\tofm Task: "How do yous use the internet?” Think; pair and share discussions abouls how they use the infernet, | ¥ow may, wanb to read this BBC Bitesize guide or
i!L Icamr\ecogﬂi/setfwb Actinsity |- C O!L , , http&//mw/CSbNeJ—LZ\i-L
dotay s transferved chinity I: mmmexw@w.#m%mpp?l}wwmwm
Using agreed methods, | A2oUY rules o conwenfions theyy obserue ny school o Youw will: needsto- hawe ary undenstanding of TP
o I can explain that Actimityy 2: Class actinityy. Gime each learmenr o random, number __ Finding 1P addresses of addresses and, the, role; o Domain, Name, Server
internel devices hane | (up to three digits). Saiy the numbers outs loud, so- the, whole websites H (DNS) plays in translating website: addresses to- IP
addresses class carv hear Ask them, to- memorise their number and: as — — addresses
® T canv describe how many others as they cani Move places around the room so-
computers use they are next to- someone else: Ask if anyone can remember e
addresses to access the number of the persorv they are now next to: Ask i they e googiecom
wehsites carv remember the personvs name: Ask learners to reflect on I
why & is difficult to remember randorm numbers and: relate
this to- TP addresses: they would also be difflicults to- remember, o
Activitry 3: Working, iy pairs to complete: A3 worksheet to- find, e
IP addresses of givers websites: Class discussions orv question ot
after the task:
2 Ddta To recognise how data s | Actimity |: Model and explainy about data Ordering @ packet Yow will need, to- be: amrare of the, concepts
packets transferred across the, packets vias PPT. Cub out the packets on the associated, withy sending messages in packets,
infernel activiby sheel and: arrange themy into- the, e including the: main parts of @ data, packel: the
=
3o dotapacked - | L= = LLLLL | \ | TII0 il
carv explair that dafo Actimity 2: Groups of three with three L
is transferred, omer ‘packet strips fromy the Packet messages T
e phthts, ' Waonrce b e foom e Nurrs R =T L LLLLT { [ABAN
OImexplaimﬂ'wi'/olL ﬁonpos«hon&r\esowm—rhnk/o]ﬁ guestion
data transferred over that: they cany write that is no- longer thary the packets (36 characters maimumy including punctuation
the internet s inv packets spaces; ete). Fill oub all sections of the strips; using the: Numbers Jor positions' resource to- complete, the,
Numbers Jor positions resource and, their packet strips. Each learer should, stand, inv s spaces anvayy
ﬁmmﬂq@oﬂﬁmS%ﬂﬁ@dugxmnm%@@}orne}amTh@ngdmbWoutm
the roomu Begin passing the packets betweery eachs other in the approximate direction of the address onv
the packet:  The remaining class to- spread outi across the room: Arrange the learners roughly, as
Actinity 3: Class discussion on suggestions as what carv be transferred; on the infernels (other than
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messages ir text). Table group work: using one Jull set of the, Packets inv av picture resource; already
learners. Pass their packets to- the: recipient; inv their group who- wills arrange them into- the, correct; order

3 Working ewwm% Aci]‘m‘bﬂ:Cbmdmmwwwd@prﬁ@mmwgﬁhmwmemﬂW@ Learners wills need, to- access o template: irv o
You wilh nosd, hdppeopl@fowm\l@ cx\eate’t@mplﬂim}oneadwo}ﬂ'\eg;mp&Am
alou,’ l together . Activity 2: Working together inv smalls groups buby not working at the: same table: as their groups e/xurTlplel&pf\ov{dfdar@denf@deﬂbe ‘
G ° Ioon/r\ex;ogmsehow P @W(w@ & country o curvert e R - andonly/useﬂwonlm@ duphmtedEachcopg;maneedtobenmwdwﬂu
9 toom&shar\edtﬁdf@ } ) ) ) g ) | @di#awwtmr\hyar\dzﬂwvshmwiﬂww
9‘0“"5""00" o T consend mWWWmU%W@%CWMEWMGWSW%WM E )
G : information the share ideas. I} yow hanve newver set up Google Workspace for
ool o Education, there, s some guidance: on how- to do-
Workspace: internel v different | A it 3: Class discussion on reviewing the actiniiy and bto the Ing discusdil * o
up for a free ¢ I can explain that the Y ouw willh need, to- know how to- create av
shared atﬂmesanwhm&ﬂwxet&msuppo&}m«@ooglb
Slides here.
YWWdLneed/forrwk@w&vgroupa/copg/o}lﬂ\e
p:\%@ﬁiuhm»fhubhu&@di”yﬂ\boounbgsmm
i Only share the presentation with, the learners
who- will use th
YWWdLneed/foknowhowtoadesunpletextomi
& Shared, Toawhwtbdiﬁler\entwag& AWLUW@W#WQMQWLMWWMWQWWSW YWshouldb@}anulwr\wiﬂwSuutch3 ands the See
wo&dng o}wmwtog@thenonhm WWMQ@M@CMWMWMMWW%WWM inside: and, Remis buttons. Leamers carv wieme ands
together online
OImmthhut Ad:w{hé/Z:meSMWWWwMU%AMLW%WbW FwAcﬁm@Z,l&xm&n@d@S@af@hW(l}
woﬁung;togﬁﬂwomﬂ\b MMWWWW»@WW%W&W@WTWWW%W% g@wwould/hk@l@arﬂmfomﬂ'\wwor%onhn@)
u'\ta‘metoon/bepublwor\ Wwww@%Fmemﬂ&Mm@mwmmwmﬂwm nguxdmmseﬂunguptmdwamunt&
private please visih the: Seratichs website:
Olmexplmmhowﬂw Activityy 3: Sharing work completed; from today and, class discussiors as to- how they alli look so (httpsi//scratchmitiedu/educators/fag)
collaboratior Yowshmld/m@bammgnstandingo}
copgmg}\tand/ogzwhatl&andmtaaoepmblbfo
share.
5 How we Tor\ecogmsehowwe AMITMWMWWWW&o}WmmWWMW



https://edu.google.com/products/gsuite-for-education/editions/?modal_active=none
https://edu.google.com/products/gsuite-for-education/editions/?modal_active=none

Computing omervieme- Year 6 Teach Computing

° Icome/xplam/ﬂw Actinity 2: Practical: In two minutes, individually make o list on whiteboards of the ways i whichy md:}wd&ofloomunmtwm
which people orv o table (or group) list: Share as as whole class. You will need, to- be familiar with, different; methods
° Iconldenﬁ}g/ﬂwt Activily 3: U%WWMU\@WMWMA3WcW@WWO}%W H\EA@W@VOJWO}/COF@XI’&
Umer\eax\e/a/vomshé/ojﬁ Wwwammmwmmmemﬂwm
ways to communicate | list created i Activity 2 to- help them ( (KEEP THESE FOR NEXT LESSON)
onver the internet
® I can choose methods 4 N o ~N -
of communication to Talk to a friend or ' Share pictures of a 1|
e i Wish someone a ha
suib particular relative in another birthdon PPY family holiday or ‘
purposes | country | special occasion
4 Advertise a school
Publish a story that you event (for example, a
have written play or disco)
6 Toa/ohmted,#erenb AM|:TNnhpamshmmenmd:}wd&o} YwMLneed/tobe}anuhapMﬂmo/mngeo}
Cormumunicati meﬂ’wd&o}lonhne mfﬂﬂfbmnmh@mnmppﬂg/ﬂ\epxmu& ! m@muedwﬂh@d&qﬁwmmmm
ng comumunication lsssmnCmpleteth@tabi&wmhngwpam — PuBlicor | Whot s shared? | One-to-ona | Are there | One-way or | Age espwoﬂg%eag}w”ﬂhod&dmumwﬂu&
esponsibly, ® I carv compare different; | (worksheet Al). Share oub the: accompanying cue e b i i lesson: The notes insthe solutions to- Actinvity | are
ms’thod&o]ﬁ owd&(ﬂwsembeshumdmeﬂduonwtup F”‘ o;us@!lupr\ompb!lor\dismmes}wuld/aLso
communicating on the and, shared amongst v group to- share). oo be aware of hows to- report inappropriate content,
internety " online:
® I carv decide when I Aoﬁu{ha;Z:Useﬂ\ewwp&}mmlasbl@smand/
should and should not works irv groups uses sticky notes to- use sticky notes B
.IOOJ”U@XPlOLWthﬂt pi&sorneo}th@uxberw}rmAchm@|ojﬁﬂu& [eerking
commwunicalion orv the: lessonu Decide whichs method(s) o}lcommumwhm T
mta\metrrmlé,notbe MMMW@MW@CM
private discussior to- explairy their decisions ands whiy.

Gr\mxp,wm\h mte@tophp&hsbtomwﬂwthedas&oboutwhubbdo%ﬂwmw
inappropriake online content: Consolidate ideas as a whole class and make one lisk

Activitiy 3: Decide onv the three: most important, things to consider wherv choosing how to- communicate
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Vocabulary: Website, web page, browser: media: Hypertext, Markup Language (HTML), logo: layout, headers
hyperlink, subpage. implications external link, embed,

Denvice needed:
Chrome hooks

Use Google Workspace for education: (Teacher to- set up:

Lesson Leaming objectives Tasks Prior Knowledge / Subject;
knowledge
l. To rewview arv existing AW'MWWM ReodJU\,ecwesi’iofwomPPT andseordv’d’ws&b&fo}mdﬂ’w Teachers will need to- be
Whab makes o website and consider its WRMWWMVM@MWWM%WMWW@ able to access websites.
good website? sh\mtfu\e, ‘ Somurdﬂ\stundmg/o%
v ”;@“”b&*’ Actisaty 2: Annotate the, worksheet A2 on choose o webpage of their s HTML ond the difference
used: o websites and, web, pages would be ary
® T know that websites are AciiMb*&Clas&disuwsi@momtdm&o}howwebp@g@&mweabedl admantage, but this s
wittery i HTML Model how to access the code (HTML) onv oo website: Allows time to- do- supported, i the: slides.

U\wmﬂ\arowmmadwmu&ng@web&f@o}lﬂ\wdww&

o
1]
3
o
@



https://kids.sandiegozoo.org/
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How would,
yow lay outs
g,ou;\web»siie?

Introductiory Think: Pair Shm@s&im%w&ﬁm"www%diﬁamwmwwebpag@mdwweb&fb?". Listerv
bo’dnwswgg/eshoms/ Cmmmwmmwmmwmamw and, whaby

Activity |: Class discussion orv the parameters of designing a webpage for Y6
History topic: Whe- is your audience? Whab will be: the, purpose o} your
website’?”

Activitly 2: Demonstrate how to- opery Google Sites and, models the videos with
step by step instructions of. seffing up o webpage.

Activity 3: Design the
pages ofv paper W
soo#oldador\e/xplm\er\
suppory sheels for- prompts
and ideas:

Meb page design (option two)

Web page design support sheet

Use this sheet to support you In deslaning what your own web page will look [ike,

Site name and logo

@ Site Name
Logo

Header type

Cover Large benner Banner, Title only

2 m H e

Heacler covers No picture
thin strip

]
=l

EEEE

Header covers
wholg screen

Header covers
1/2 screen

Layouts

Government

Teachers will need to- ensure
that learners have access to-
Google Sites: Arv
understanding of Google
Sites would be beneficials
covered irv the slides:
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3. Tocon&der»ﬂwovwmer\s}up Imcmmmmmwmwwgﬂmwm7 Record/discuss their answers. Ask, Teachers should hare arv
Copgmg}\,to% and/useo}zunag,e/& WM@MWW%WMQ?Use@dawvvhiebmpdwwdusmg/wnotmwthotﬂdehsbwmbe under\standmg/o}lﬂwm
WRONG? .IOOIMSOLJ/WIM u‘nug,es/or\e!lound (s«.Lppod‘edzum’d\e/shdes«) Yow
usewpy\ght-ﬁr% should also ensure yow are
images Aci‘w&béﬁ Impomdxscus&ﬂwqpeshm& W@w&mpm%nbthabwe!@ouowwpgnghtmmtoﬂm}onﬂwwoﬁﬁ owomq]lyounsdﬁool/'s«
OImﬂindeWt- ondHowwould/gow}e&L}sommstolbWW% rrrrrr procedures related to
® I carv describe what s images, how to report any
mmt@%e%}mn AM@Z:DMWMW}O{N%&MM maﬂdu&n@b@d\ndo%
use somngunagwﬂromﬂw@lnﬁaﬂetf\/\odd;wm - so}elgwwxdouto}lsd’\ooh
ondr\espm\&bbézwhm e o
online Aciimba/?) U&ngﬂ\ewswwm&basedmﬂ\@ -
w&ummwﬂwxrgxoupanddwd@whefh@o&nobﬂ’wm S
oooeptablswoxg&tousesonmneswm% and, wills record, their o
answeens orv the recording sheet: —
b, Tor\ecogmmt}wnmd/to AchmdiéﬁU%%MWWW&MWMmeWWWWGWSMDMW Teacher\scwmﬂdbenq}hb}mm
How does it presieme pages Webp@g@plan&}mrmpﬁ@ml@sson&tobwld/ﬂ\wwebp@gw knowng/hﬂwtousec-ooglb
look? OImaddoonbenbtow Sites howener this s
own, web page AWZ:MMW@WQ@WWMWWUS@%PPTM supported: inv the slides.
I previe wheat dexnmwbui&theﬂ'ﬂeren:es. \Doesgourwebpcgelookniceoneoch
.W;Em like, Y device?
o T can evaluate whab my | Actimity 3: Prewiew their webpage using Google Sites and, complete evaluiation .
web page looks like or worksheet, A3. ardeyaur
. . B X
dl#ef%ﬁ.t dﬂM.C@S/ ond/ Does your web page look good on the phone? h
sug/gezst/rrwkbedibs/. e
"Da,esguf:webpuge\uukgondunthe‘nh\et? Q:z/ X
e ook good on the Q:I/ x
5. Toouthnbﬂ\br\eed/!lot\al Inh\odm‘ﬂoruThmhpoinerweqpeshom“Dowknowwhab@nmﬂgaﬁmvpuﬂnwbx%duwnbbmbi&?"Tdbt}wm Teachers will need, to- have
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breadcrumbs ® I can explairy what o . terms breaderumby traill and
Activiby |: Model, how to- create the webpage throughs the PPT.
rmmgahmpoﬂ'\/l& Where will gougu" : namgatwm An
® I candescribe why Actinity 2: Uses the worksheet A2 and, track their actimitiy o the: San Diego me@m@ @mm
nawigaion paths are | 7 Ut e NSRRI NDISEe S, to- help. Distribute TSNS are
o] mmﬂk@nmli’xpl& ol.sob@amod»ard:ogebut
m 9 muﬂk’ Planning your website AW 3: Plarv outr owry t}u&l& v the
9 EJ :;c\;\(;sp:;?m I?r::: [l::mr::: of yourblnkmg Carefu\l\,’ about how the Wm orv t}‘& W‘k&}m Wded‘ Cll,Ck/ t},\[mg}\/ t}w mumhm‘/ to N
Ty model: another example plan to- the learners.
QOur Curriculum Uniform Activiliy b Adding subpages to- the webpages using the PPTtosupport
Verbal, exits tickets: Aski “What is o nanigation path’? Why, should, we
Tor\ecogm/seﬂ\b IHWMDWWNT&&OK%W%MWWO@\MT.MG%MMWMWThmhpﬂinshm Itwouldb&baw{idab}m«
y,owhnk/' people Acﬁm&gﬁ:DMMMMWMWMWMeMLMGOW%WbM% Googlf;Stbe&bubt}u&w
® I carv explain the WWWW%MWWW@@WW%WMW supported: irv the slides.
implication of linking to 1 o Teachers should be Jamiliar
content owned, by others | Activity 2: Working indisvidually to- search for: and, link to; R R with, the implications of
tohnk/fooﬂwhpeoplé& BWW#WWWWWW work online: Yow shoulds also
work bosaﬁ&bl&sab@&ondneporfmg/amé/conwmshmldbe o mwmowax\eo]ﬁ
® T can evaluate the user disuwsedhm(nous@qleOwTub@). T schoobs;px\ocedures
experience of o website _— related, to childrer Jinding
Aciimba/&Evahwf@a/ngweb&f@}mmPPTusmg/@seL inappropriate content; online
o}miﬂ\mbq}lmethwamhmt&thwmde&gn&u&ngAS ——— ond/howtor\epm\tong/
workshgllw =~ . B, . : issues
Actinity & Share the webpages they hawe created, with the,
class.
3: Programming A - variables in games arbworks programy project; test: debug, prototypes improve, exaluale; share Chrome book
Seratchy  seratchumid.edi
Lessony Learming objectives Tasks Prior Knowledge / Subjeck
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|Inh“od/\wmg/ Tod&]lm.&a/vomblea& Introduction: Show guestions oru the slide and, ask them to- think about themy as they, watichs the short clip: Vowmeed;tobeowomo!ﬁt}w
wvariables: something that is wnoqzto]ﬁvmublmw
changeable Actinity I: Working irv pairs; onv the ‘Score change Seratchs project linked, oru the slide: Class discussion programming. Irv this lessor, o
OIEwn/ Jﬂfwtgets, % Activitiy 2: Write the tasks irv their own words on actiiby, worksheet raduction thotcar\/blzsetgand/a& g
) b&}O(‘@ choosing three sprites to add to their activity worksheet A2. Next;, the task n your own words and then complee the desi the, ing of o
o T canv e that the, osk;lmmmtonam&thwvomabl&anda&prmsdya&pos&bl& This ? it will be
ww@vw&ubl@dwnge& describe how eachs sprite; will, change the score: Once: completed, their developed: irv Lesson 2. Yow
cambed.e}med/ W&mmmmmmm@wmwwﬂd shwld/be}amhmvwﬂw’d'w
OImldmh}g/ﬂwt WQWMM%WTMWMMWM Px\ooe,s&o}gddmg,q,vombl&
variables cans holds improve their desigrn as necessary. e i”'“ SRS whichs s outlined, irv this lessons
rwmbers or letters plm
vaniables before they compare their completed, project: with, their desigr | ke clicked Irv Activity 2 and, 3, learners
. : abstraction o} the project: This is
Actimiy b: Distribute the activitiy sheels and, ask Leamers to-find the demonstrated: throughout the plany
Solutions: Variable values Ln!lownuhoru obouts levels Q!L
3-1 o
2 Toe/xplaimwhg/a/vomablﬁ/ Aoﬁmha;|:Clas&disammoruwlf\lwlbﬂ{L&not@usqubnm}on@vwwblalmpmﬁ&uwsheeﬁonp@stﬂtn&w Yow need to- know thaty @ wariable
Variables i is used, irv s programy to- complete unplugged activity to- demonstrate that a wartable can only holds one value ab o time: Choose four is o placeholder for a single: value
programming, o I conidentify o values Jor the variables named Favourite food: and Number'. Once they hare chosen their values, cut out each v the: memony of o computers and:
program variahle as o sticky note and, add a, walue to-the second, page Jor eachs o the, variables to- create: ar sentence. that all, variables are uniquely
placeholder v memony named: These concepts are
ﬁot\ smglbvabub explmned/wt}wplumbelmw
° Ioamexplmmﬂmba/
variahle hafla name Y ow need: to- kroows that, whery the
and @ value, value of o variable is updated;
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value of a variable car pdate o valve
bf/ Favourite_food Number y ) S
changed A —  E ] [ F J [ Number )
) ) ) )
‘ I | | | | | I love and eat it
J ) / /‘ ) times a day.
Actinity 2: Work through slides onv PPT to explore “Which, drawer are the pencils in?” to- demonstrate how
wvariables can be oornpored/ to- drameers bub on.hé/ contain one ’d’u’ng, irv eachy one.
AW&US@H\@ML@NWWWWWMWW
dmngem@vwﬁubl@bg()blod@Exiendfoexplm%b&k}mHA. ‘ Ol
Complete quiz onv PPT withy whiteboard: responses: m
3Impr\ovmg/a/ Tochoosehow«tomxpxwem Ad:w{hé/kSm%mmmmmm%mmbwﬂwww@mﬂwpmgsm medl/n@ed/h}appl%;ﬂw
game game by using variables pfq’eoﬁom’d’\@slid&WWWW&%W@AMWWWSMWM@MMWLW knowledgeoflvanablwﬂ'wtha&
o] can decide where v o 2.Uset}wadwd)?ywonks}mb/\|bodd@dwngemebgﬁbioohtoﬂweﬂsﬁng/pxogxumwﬂmdiﬂambplom bwvd@vdopedzuptoﬂu&pombw
program to change a —A,B,and/C—MWMMWWMMWMMWM@MMMWWM%@ the unit
variable mwhmﬂwblod@woddedoteadwpo&hmbe}meteshnglbu&ng@mpuw
OIoamrrwk@uzseo}ammt
irv o program to seb a
wariable
.Ioon/r\eoogniset}wbt}w
vahwo}la/vwmblbcan/
be used by a program
Ad:w{hé/Z:Dmtheqpeshom“Whubwmildhappemglﬂwmwa&m@nesetwggams?"Omwmplm
expmnfﬂtvwﬂwdxylamtvahw&wmulhpledwng@mbgblook&
A(‘imba/?):Dm%m#@WWMMWQWwWWMBMWWb
W%WMMDMMMb%‘PMSMWMWMbM%PW
sprite. Ask learners to click the Operators  category. Ask them to- add the = oper‘oim«blod@toﬂ\e%ﬂwmbbd@w
WMTMWWWMWWMWWWWWQS&W
A-Beoonung/o; Tod@s&gma/pmgecbﬂwb Inix\odud’imU%%mewhsmmmﬂwwd&Lmﬂwqummﬂﬁmﬂwmm me«ll;needjh)be!lomdmnw«ﬂw
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e/xplone’th@g/om MM%MWWMWM%@WM@M%W

A, | U - L +ﬂ)rojectdesign
. Lo M & and: o 9 }OP thetr IS\TI;rrilt:: lFalli.ng star Iigrlgszz ;}:2;3

as lenels of abstraction. In this
lessony learners mowve bebween, the
levels of abstraction. You carv find,

choices Al (include the name: of eachs sprite: and, the background.) abstractions irv the unit overvient.
AWZDWGWM}OOWWWM Backeround This lesson and, Lesson 5 also-
ackgrounda: . .
U’wghm»eadded. Showlﬁamer\s/th@wgg@sﬁon&m irwole Use~ Modify~Create as o
the slide to- help them geb started. Create the algorithms. (Recording on Al worksheeh) pedagogy to prog g
Aciivity 2: Falling star algorithm II’\/ ﬂ’\k& lexssom leomm use
Falling algorithm P .
iy — elements o} arv existing project
1 s3ponts rrwdx]lg/ it. Irv Lesson 5, they will
Vi Bowl . R
e N4 The falling moves down by __ from a random x create their owrv F”W
- — T position at the top of the screen.
The falling star moves dawn by eight from a random x If the sprite falls oo the bowl, change the score by . It falls
position at the top of the screen. again :"mn:a random x ;:o;inm\ at the top of the screen. : YOL[/ V\MMJ r\eed/ [o}) leﬂl‘
If th ite: fall: the bowl, ch the by three. It - . d N i falls
e o, gy e | ettt s o i urderstanding of the definition, o
e oot 4 s o the term, ‘algorithr. This is
d.e}(xwd irvthe outline plary below.
Activity 3: Swap ideas withs o partner and, discuss their project; ensuring they cany answer all, guestions onv
the slide.
S Design to- code Touzsewdezs&gmfoueut@ IWWSWWAIMW%SMWPWW%WMWMMM Thi&les/sombszbased/arow@’d'\@

® T can create the arbwork

for- myy project

] Ioan/d’wosea/r\oma
a variable

® T can testthe code that
I hane wirittery

mdAMduaLwhiebm\d&whﬂ\evwwble&mughtbeusedjwﬂwwm Discuss as o class.

Ad:w{hé/ I: TWWWWW@%MWWMMQMMWW\QJmW Th@ruoddﬂwapbmm%}m«
Ad:w{hé/Z: TWWWMWWWM%MWMM%M& OpemtheScx\otdw
ﬁonﬂrwvw\mble&. mes}mldw%esb‘ogé}on‘wmbl@_dmd‘m}oﬂwmbls_b;.

AM 3: T@mmmwmmmwmm Use this table to evaluate your project
Ex;bachmdié/ﬂunbpams}W\eHowoouLd/wganwemﬁ Take some
suggestions and share a new algorithm and, ask them, whal they woulds

o Doss e |1 not, whu met? o il o

d.ezs&gmwprogramningwhxd\/w
explained/mt}wumbovw.

Invthis lessony learmers begiry ab
the ‘code leael to create and,
name variables: They then work
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6 Improving and, | To- evaluate my project Introductory task: Thinks pair; share some of the similarities and, differences bebweers these projects orv slides, ands This lessory gives learners the,
improved, Activityy |: Talking partners to thiyhgnk and: discuss whab they, would, change inv their projects. Explairy thab they, cans | hae learnt fromy throughout the,
® T can use variables to make any improvements they like; but the: fundamental, objective of the game must remain the same: — to catchs unitx No- neww blocks or concepts
extend my game Jalling objects are infroduced: Howener, it is
® I car share my game useful to hame o good; all-round,
with, others Activitiy 2: Share the: Banana overload; Scratchs project; and) emphasise the misseds LSharing and evaluating knowledge of Scratchy Jor this
vwmbl@wﬂu&gam&Useshd@stodmmmmmodebbe}omdwoowghow e e lessory as learners may choose a
Actinity 3: Save project; and to- click o Share: Jor others to access to exaluate
another leamer's project: Use activity sheely A3 to- ills iru their own name: and, thes
nine~digit number at the end, of their projectis URL. Emphasise that: they need, to
copy the number carefully. peepT—
s
L. Unit title; Datow ands Vocabulary: Datas collecting; table: struchure, spreadsheet. Cells cells; cell reference; datas itemy Jormat: formulas caleulations inputs Denvice needed:
questions; software, tools: (Excel Spreadsheets)
Lesson, Learming objectives Tasks... Prior Knowledge / Subjech knowledge
I. Collecting To create o dato seb irv o Activiby |: Trv table groups, roll as dice Jive times and, collect their scores: Collech the scores for the whole, It would, be beneficial for teachers to hanve
data WMWMWMWWLWWMWWW&WWMMW amund.erstandin,g,o}lwspmad.s}wet

Activiby 2: Working irv pairs with the

collected from the table.

Activity 3: Discussion on what, they could
use to- make o table orv o computer: Usmg/

Organise your data

Na

me

Roll 1

Roll 2

Roll

Aol 4

applications eg Google Sheets, or
aﬁﬂmhMesq]lUMﬁnesu&ba&MW\osogt
Excels or Purple: Mash, - 2Caleulate.

Roll 5 Total

Anv understanding of the terms ‘data, ‘data

lessoru

Note: The resources i this unit assume the
use of Google Sheets




Computing omervieme- Year 6 Teach Computing

2. Formathing o

To build o datas seb irv a

spreadsheet

® T can explairy whab anv
Ltermo}dutat&

® I can choose anv
WWM

® ;joon/o,pplg/m

Activity |: Class discussion onv PPT images (slide 6). Paired, work to- writes onv dry, wipe boards to- identify
whab is contained iy cells A2, BS, C3, and, Bl. Discuss what they, notice: abouts the, contents of these cells.

Which format?

Activity 2: Distribute the handoub A2 ands mark where,

text; date, number: duralion and, currency.

Isheet contains the dota formots listed below. Mark on the table where

Activily 3: Cneuteowmver\siomqflﬂieb'cnebfosd’wob
SPIWAB}M IR =7 A3 m P'Opulate) LL V\I‘{ﬂ’\/ Select the cells you want to format, then follow the steps below.
U\E/ dﬂtﬂ/ Sd‘ Awﬂommtou\e Oeu& Gy ° Click on ‘farmat’
their spx\eadsheet L2 Resouree

19102021 Name Msthod of travel Distance in miles Duration of journey Cost of journey
44 0:24:00 280

Date of survey

Reina  Car

Appluing formats

spreadsheet % G
nse

Y ou will need, to- be familiar withs the way,
irv which cells iy spreadsheets carv be
Jormatted: Formatting is used to make datas
easier to- work withy and, more readable. For
example, a currency formatted, cells will
include: @ unibs of currency and, can be seb
to include decimal, places: This lessor looks

° Plairy texts
° Date

] Number

] Duration
] Currency

3. What's the
ﬁormulaf?

Toexploﬂvﬂwb}orwmla&
carv be used; to- produce
caleulated: dakas

OImexpmwhid’v
dab@ba,pe&camb@ufsed/
n )

® I carv construch a

ﬁcxmulalma/

® I carv identify that

Acﬁm&gﬁ: th@das&ne&pmmu&ngﬂwwhiebowd&bmpor@foqu@sﬁm&}rmePT

Acﬁm@Z: TWWmemwmﬂwm#mmmt&mo}%
attractions?” Inv pairs, m%mwmm%m#ammmwm#%
A B

C D E F

1 Attraction | Location Travel duration  Distance in miles Cost per mile Journey cost
2 Alton Towers Theme Park  Staffordshire 1:47:00 86.1 £0.12
3 Harry Potter Studio Tour ~ Watford 3:38:00 207 £012
4 | National Space Centre Leicester 2:22:00 130 £0.12
5 | Buckingham Palace Wesiminster 4:00:00 232 £0.12
6 Science Museum London 3:56:00 233 £0.12
7 LEGOLAND® Windsor 3:39:00 218 £0.12
8 Edinburgh Zoo Edinburgh 4:00:00 228 £0.12
9 Sea Life Brighton 4:41:00 283 £0.12
10 Splashdown Water Park Poole 4:34:00 276 £0.12
11 Billy Bob's Parlour Yorkshire 1:42:00 77.2 £0.12

12
Acﬁm&gf& Whole class: lx)ol@ob’tmoexm@mo}mlﬁulﬂhm One which uses rnumbers, and, the other that
chr\e}aerwe&updﬂtebubt}w}mwmﬂa&u&ngJusbnmba\sdomW Take}eedbad@

Anv understanding of how computers deal
Google Sheets would be beneficial:
Knowledge that once: as Jormulas based; onv
cell: references is entered info- the
output; wills reflect; this. These skills are
supported, inv the: slides.
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L. Caleulate

To apply formulas to- data
o] canv caleulate datas

o1 can create a Jormula
whdvmdude&o/mnge
of cells

o] ocn;opphé/ !lowmd@
tomultiple cells by

Activity |: Class discussion onv the question: “What formulas would: you type. into-
oelLCHoanswen’du&qpmhm’? kamg,uvpmrs«wd‘h@cowo{l Usm,g/th@
oompleieﬂwd%]l@enbool@ulahm

a small amount of data: Discuss the scenario: Provide Times table test
worksheel: Working in pairs to- answer the, questions by using a copy of the
Times table scores worksheet to- work oubs the SUM and, AVERAGE Jor eachs
child.

Wwork out the SUM and AVERAGE for each child using the spreacs

A c
1246 352
9849 6972
2789 6537
£14 99 £12 60
16782 9546
3726 9898

table scores

1 1 Week1 Wiaek 2 Waek 3 Wesk 4 Week 5 Week 6 rT
Adlvdflé/ 3: 2 |Kalie o o 9 [ 7 a imes
¥ 3 |Paul 10 (i B 7 7 ]
Worki ; ; 4 Helena 9 8 7 8 s 10 Introduction
to uses the '; 2:“‘:: f : ; Z : ‘Z the following questions:
8 Abdul 7 7 7 7 7 7
screenshot of part 5 vams 0 o 5 B . a
5 4 0 10 10 1. Which ¢

reShompng 1
spf\eads}m DWMM@WM#%WMM

date and that they may need to- scroll, dowry ;';
their page: Talk through the different, data
headings: Use a copy of the ‘Shopping P
spreadsheet: Scoffold, for LA ability childrer R
 nesded
Shopping handout ‘

nem | wegm | price stoc stock Totat stacs: s B
o (510 of waek) | (6 of wsi) -
2 n 5
™ -
an =
. 085 ¥e a

hild would receive the prize for the highest number of points

across this half term?

]

ceived the lowest average score?

pils scored more than 40 points for the half term?

Idren scored exactly 33 points across this half term?

sheet, and then answer

An understanding of how addition
caleulations carv be performed inv o
beneficial: Arv ability to- create Jormulas
thubmdud@a/mg&o}odb(sudma&the
use of the SUM or AVERAGE Junctions)
These skills are: supported, inv the slides:

5. Eventy

Tocx\eateo/spx\eodsheet’to
plan/mwenb

® I carv use o spreadsheet

OImexplamwhg/doba/

® I can apply o Jormula
to caleulate the dato I

A(‘ledflé/ | WWWWWW@WMW@WMM%M TWMLn&edﬂoo

the’to‘mbpm@cost!@onwmr? Useﬂwa»entplanmnghundoub’tochooseophon&ﬂ bebweery 2)

Item |8pending type |cast Quantity |Subtotal | |An ndees ‘a idget per persnn Total budget
5.00]

Overall Party Costs |

It would, be beneficial to- hare aru
understanding of Google Sheets, including
SUM, and, duplicating formulas across
multiple cells: These skills hame been
unitx




Computing omervieme- Year 6 Teach Computing

e Which spending type did you spend the most money on?
e What percentage of your budget did you spend on the venue?
e What happens if you have double the number of attendees?

Achinvity 2: TWWMA‘WMWWWQWMQWMMWWWMQ
chart? Toke}eedbad@ Swmwmwmmmmwmmm
spreadsheet, table or a chart to- show- the data

Aoﬁmba/?): Usmg/whxteboord& dﬂddxmmpmdtoﬂ\eqpfﬁﬁm&posed/mﬂwPPT Discuss answers ands
r\easonir@

need, to- answer ‘Event planning Learners have beeny PI‘O'\MdJed/ withy the
questions troduetion mathematical; caleulations they need, to
A(‘ileé/ 2 WO(‘kLﬂg/ . to the data onto Use the Infarmatian below 10 plan an evan for the end of Year & compLetethe activities i this lessor v the
Hhoir Jon the e o Note:pp. = por person ) Dato o Tbis i
e eiir o it Dol oo o ot [ [ | |k lars oo g cpprtinty o
themd B, [, demonstrate their ability to- use the
Lose: 2 PR Skluﬁ; . O;
Actinity 3: Caleulate their final, figures: Once all, of the cells hame Wotfood l(cosy | orinks (Cost their mathematical, ability.
underneath overall: party, costs: Once completed; Thinks pair, share e
the questions “Caru yow answer the question using the datas orv Coldfood  (Cost Essentils/Decorations (Cost)
your spreadsheet?” Class discussion what other information they “oiee e
wuidbe“«w using the, data orv their completed, spreadsheets:
6. Presenting To choose suitable ways Activity |: Working i pairs to- make o pies chart baseds ons the spreadsheel they createds in Lessorv 5. Use the: | It woulds bes beneficial to- have an
data bp{\e@eﬁi‘,dﬁi’@ PWWMWMeWMHMU%%WMMWMMWMW mdﬂsiandngo}hwfbmm
data: Once completed; answer the question posed with, their partner: withirv spreadsheet; applications. An ability
® I can produce o chart Using your pie chart, can you answer the question? to evaluate charts to- answer questions
® I canv use a chart to- would also be an advantage: Arv
sowtheanswerto o | What percentage of your budget was understanding of the tools avallable within
- spreadsheet: applications such as formulas
left over? and charts would also- be helpfuls howener
® 1 can suggesh when to eachs of these skills & supported in the
use a table or chart Other questions to consider:

slides.




Computing overvieme- Year 6 Teach Computing

Unib, title

5: Creating medias (3D modelling)

Denvice: needed:
Chrome hooks
TinkerCad,  tinkercadicormy

Lesson Learning objectives Tasks Prior K /S
| Introductiony | To recognise that youw carv Actinity I: Working inv pairs on the introductory, tasks ins Tinkercad where they wills place: o cube and o YvadLneedmund@m\gqﬁﬂ\@px\opam
to 3D work i three, dimensions orv sphmmxttomoth@pg&s}wwmmt}wm o]ﬁZDandSDshape&Mo&thosespm}hed/w
modelling w the Mathematics National, Curriculurm for KS|
oI can add 3D shapes to o | Actinity 2: Each child to- draw o quick sketch of the objects =L and, KS2. You will, also need to- be Jamiliar with,
) (cube and ) Irom, where, theyy ore sitting. C Moving objects na, ngy and o 3D obi within
o1 can view 3D shapes skefches on the table and explain what they notice: Using, e plens and e anser Tinkercad; including how to- wieme them from,
ﬁr‘om; dxyler\ent perspectives Tinkercad, mnwt@ the shgpes. orvthe computer ands T T o e e G diﬁler\ent perspectives: Tinkercad's Start Learﬂing
o[ canmove 3D shapes compare these to their paper version i o class discussion ’ 3D tutoriale provide a good starting pointi
relative to one another https://wawwetinkercadicom/learn/designe
A 3 arv objech SRYEES ? o s e e P
individually, complete the handout A3, which includes the
questions listed; ory slides: @ Wit oot com g e 1 el o 10 poion iece?
2Mod1£ymg/ To identify that digital 3D Aoﬁv&yﬁ V\/onkmg/ WW%WM@M&O}WWWM YvadLneethobe}amAhmwd}w\wmg/
® I carv resize anv objeck i WWTWTW&SMLW
three dimensions 3D tutorials provide o good: starting point:
® I can lift/lower 3D objects httpsi//wiwmetinkercadicom/learn/designe:

OIcamr\ecolmr\a/3Dobéect
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Handle with care! Handle with care!
Resize using the handles circled and describe what each handie Resize using the handles circled and describe whot each handle

Actimity 2: Working individually to- manipulate o cuboids ands o triangular prismy so-that they are the
same size: and, the triangular prism s on top of the cuboid; creating o house~type shape: Mo,
strategies and, whats handles were needed:

Actinity 3: Re~colour the objects on their workplane: or add, further objects of different; colours.

3 Make your To recognise that objects Actinity |: Individually explore rotating their shape round: Add, text by clicking ons TEXT irvthe Y ow wills need, to be: familiar withs rotating,
oWV NaMe carv be, combined, v a 3D basic shapes sectior duplicating and, grouping 3D objects i
badge model Tinkercad: Tinkercad's Start Learning 3D
e T carrotate objects Actinvityy 2: Create arv object; and, duplicate it: Once it has beerv duplicated; use the: techniques to- edib tutoriale provide a good, starting point:
® T can duplicate 3D
objects Activity 3: Individually make their own version of @ name badge — they can use the e
® T carvgroup 3D objects slides Jor ideas; bub they should, also use their own ideas: Sarme or screenshot work:
b Make o desk | To create a 3D model for o | Activity I: Modelled: and, direct teach, / demonstration in Accurate measurements Y ow wills need; to- be Jamiliar with using 3D
tidy, given, purpose Tinkercad, orv how- to create as desk tidy: Children to- work iy Greote the falung shopesn Trkercod ing e gvenmessurements | objects as placeholders iny Tinkercad: Tinkercadrs
® I carv accurately size: 3D pairs to Jollow the slide instructions; step by, step before, = “ Start Learning 3D tutonials provide o good,
objects completing the task as o pair: ' 'w starting point:
® T can show that - a hﬂ;p&//wwwhnkermd;cmn/lswﬁdwgn&
placeholders cary create | Actinity 2: Working inv pairs to- follow the steps iny the slide SEPI— TO——
holes i 3D objects (and, orv the handoub A2) to create their own hollowed, oub

® I carv combine o number
of 3D objects

.,. o
S o

2.Based on a sphere: width 20mm, depth 20mm, height 34mm

c o

3. Triangular prism: width: 35mm, depth 22mm, height 16mm




Computing omervieme- Year 6 Teach Computing

% ‘ Making holes in shapes
Raspberry Pi
Adc er to your Add o plac

Activiliy 3: Repeats the process, but: change the dimensions to- make the remaining cylinders, or
duplmt&tbandrwmﬂw}hmtc%ndm Use/ﬂ'\&umg@o}o/3D rrwdebo}o/d@sk/hdg/omshde%
Create their omen version iny Tinkercad:

5. Planning o To plarv miy owry 3D model, Actinvily |: Thinks pairs share ideas: Show slide: 7. Modelled, learing;: Play, the, animation to- show the, Y ow wills need; to- e Jamiliar with grouping and,
3D model ° Ioan/anabas@@3D hwmb&ngpdledapa&lmpa&nmuwgﬂw@gumhnk&}m«mepr&ngdagm(wh@wmm ungmupingobgfd&mekﬂwdkaﬂde&
model

® T car choose objects to
use v as 3D models
° Ioamcombmaobéeotsw

projects may, hame the shapes locked together: To- release themu learners need to- select the shapes
and therv click o the, padlock symboli making sure i s lefts inv the open positior

Ad:wahé, 2 Wopkmg v Pﬂm to browse Choosing shapes in Tinkercad
the shape& available v Tinkercads to give

Think about the shapes you identified in

them ideas for their owny building designs. the buildings. & ‘w '
Which of the ‘Basic Shapes' in Tinkercad
could you use in the design of a building? ' . N
Actiity 3 Indinsichually, sketch out o design
for a 3D building; (explaining that the, e 49
buildings are being created, in Tinkercad; so- - A
b would be adwuisable for thems to use
shape& which, are amailable in the

W)IWMMWWMWMWMW%MW%@ orv
the slide.

Start Learning 3D tutonials provide o good,
b;'@:/ /wwewetinkercadicom/learn/desi gns
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6. Make your To create muy owny digikal Activity I: Using slide S (basic instructions to- help learmers to- Photo frame 3D model evaluation Yow wills need, to- be: familiar withy using 3D
owrv 3D model | 3D model create their design in Tinkercad). Working indisidually, to create p— p— objects as placeholders irv Tinkercad: Tinkercad's
® T can construct a 3D their ownv design using the plan from presious lesson: ot Start Learning 3D tutorials provide a good,
model based onv @ starting poink:
desigry Actinity 2: Evaluate the model and, thal of their partner: Use, httpsi//wwetinkercad.com/learn/designs:
® T can explain how my handouty A2 to- record, Jeedhack:
3D model could be
'meroved/
e T can modify my 3D mEmT
model to improve it
6: Programming B - sensing Microbit, MakeCode; inputy process, outputs flashing, USB, traces selection, conditions i) then else, variable; randomy Microhit
programy test; runy debug, test; setup guide/overview/
Lessons Leamng;oba@dlues« Tasks Prior Knp;wl@&/ Sg}_na@' M@Q
| The microbit | To create as program to- Activity |: Work irv pairs: and use the. MakeCode erwironment; (the Yow wills need, to- be Jamiliar with, the: differents parts o} o microbit — yow cany
rurv onv a controllable, M—Mwm}oﬁﬂ\@mm)wﬂww ﬁln.drrmin}otwwhomw’theu Rmuwpax\t&q]lmmmbihyowwdbdsomeedj
° ImGPPlH’W Create @ neww Tracing WWWMMO@COWWM Ymmm}mdmmm}ormom
knowledge of project; Jollowing, e e Frearem shonn Anivet aboub the new: microbily here: hitpsi//microbitiorg/get~ started/usen-
programming to- o the (RStruchions oy« oy smes i e oo e guide/oversigmd
o T can test my program I There are some similarities between, Scratchs and, MakeCode, howener; there are
orv arv emulator AWZ: Work, prassed? al/sosm‘r\edxya\er\cw Fonexompl&lm!\/\akeﬁod& @vwmp-wwdblock/su&ua&
o I cantransfer my with @ partner - vt vl s st i o start; Joremers onmbuﬁ:mvpx@s&edi&m@eded/}m?apxogmn?toexewt& I} one
to @ using A2 sheet to e o} these is not present; then the, blocks will appear ‘greyed, outl irvthe
create, ovry X pm'gx\amnung/ax\em like the e/xomplebdow«.

inv MakeCode u&ngtheolgmxﬂxmpnewﬂ:edmtheshd& Once



https://www.tinkercad.com/learn/designs
https://microbit.org/get-started/user-guide/overview/
https://microbit.org/get-started/user-guide/overview/
https://microbit.org/get-started/user-guide/overview/
https://microbit.org/get-started/user-guide/overview/
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complei@bestﬂ\evagxmu&ng/ﬂwaﬂmmdmmfoﬂ\ecode
bowonk/oubang/bwg@

Activity 3: Download; the: code Jrom the: programming, enwironment to-
the ‘downloads’ folder on the computer: Copy the hex file created, onto-
ﬂwmmb&hﬂwmmb&bw%app@una&@nemwabl@hw\ddw}odme

"Hello! "

During this lessony learners will, create code iny MakeCode, download, it to- their
computers and therv lashy their programs to- o microsbit: The code i initially
created onv a website; clicking on Download: mosves it to- the local, machine inv the
Jormu of @ hex file: Flashing takes place when the code is copied to the microsbik:
This ts s process wherebiy, each time o programy s writteny to- the desices the

/] microbit: solutions/articles/19000013986 -how-do-i-

2 Go with the

Ad:lNd:lé/ |1 Wovkmg uv P'GU\S’: U&ng’the AI }Conditmns in the real world
Aoﬁmb?y sheet, to- think, pairy share owry Tt on e o gecion o oo

examples of real-world, if; thery elses S
statements v av swular\}ormat to the u think o .

Actwiba/ 2: Make a news project irv B
gwerob@@r\andorwr\wnmeseAZ 11 o ot

Handout ands create the progranu Use think of yo '“""““""”_l

invthe code Modi!ly; the code, L}/ Uwg/

reed it

Activily 3: Think, pair share, what%w«’dw&progxmwdb}oﬂow L}/ﬂ’\,@
answer s 2. Tak&suggeshon&andwd/ﬂwshdebs}mwﬂﬁ&ﬂw

Working, in pairs to- complete A3 Actinvity sheet; shade their activity
sheet to- show the, direction o flow.

The flow of a program

=

ymwdbna&itobe}omdmpw«ﬂvﬂwvagmnmungoonshucto}sdmhom This s
introduced; insthe NCCE Year 5 units. withs iff statements covered in
Programming A - Selechiory irv physical, computing, and, . theny else i
Programming, B - Selection in quizzes.

Thi&lﬁ/&zsommi'rodumpmgmmﬂx)w— this & the order in which commands ares
e/xwﬁed/(r\um)wgpx\ogmnu The;diugrom&mﬂu&ondsub&eqpﬂltlﬂsson&m
W#MWMMWWMQMW@W#%M
sequence of the programu



https://support.microbit.org/support/solutions/articles/19000013986-how-do-i-transfer-my-code-onto-the-micro-bit-via-usb
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3Sa'1,sing/mput

To update a variable with
a user i
e T can use a condition to
change a variable
o I carv expenriment, with
L4 Ioan/explomt}wb
d’woking/a/ {
doesnt change it value

Activity |: Thinks
Wneedtodo

a vaniable?” Take
Jeedback: In pairs,
create a prograny
a variable wher
a buttor s

Tnpu blocks; bub that the

Algorithm

1. Setthe cownt to O

Task

Using selection (if, then), make the microbit
into a counter. It should be able to count up
and down (depending on the button
pressed), and disploy the value

Variables
Name: Count
Button A adds one

Button B subtracts one

What will be displayed?
Circle which you will use.

Text Numbers
Images

Describe them below.

Display coont nomber whenever it

changes

Program flow

it has:
en show the nomber
True

mf}u&task;wtousesdaoﬁomtﬁrorm

the Logic blocks: Uses Al Handout: The design for this projech has beery
program iy MakeCode: Some: of the blocks they, will: need, to- uses are onv
the slide: Debug where needed:
Activity 2: Working, irv pairs to- adapt the program so- that the counter
d\onge&whmt}wrmmbbwmed memwo}ﬂw
ophmtﬁrormﬂ\et&g@sb\u‘eblack; Remind to- confinue using the,

Activity 3: Thinks pairs share; ‘How would, yow show the value of the
count variable?” Takb}eedbﬂd« Usmg;mdw{dual;whmeboof‘d& or scrap
papers ask the leamers to- note down the: count vaniable value each

of the, video: Thinks pairs share; “Does the value of the count variable
change when it i checked, by the program?” Take Jeedback:

Y ow wills need, to- bes Jamiliar with the: inpub capabilities of o microbit; especially
htkpsi//microbitiorg/get- started/user— guide/overviewd . You wills also need, to- be
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b Finding your | To use arv conditional Activity |: create arv inferactive quiz Pesiga outtine I} the compass is being, used onv the microbit, for the, first time, the, desice will
weaky statement to- compare a, using; selectioru Discuss the initial ideas e prompb the user to- move i iv & number of different, directions so- that it
variable to- o value with) @ partner or o small group. Use, Al | onlentates correctlyy Simply followr the instructions orvthe LEDs to- complete this
oI can use an operand (egs Activiby sheet; s process:
<>=) irvan i, then
statement Activity 2: Tndimidua comp ete A2 ::" TheUsmgo;rmuvab}or*dmed&ons; ochmbgwshm%omundﬂwlﬂwd&o}
o T can explain the Amm Foneaqupﬁ)shmn _ abstraction (LOA) theory of design. More guidance ony LOA is included; in the
importance of the order of pxwd@madim%fheoow\edj R —— unity overuiem.
condifions iy else; answer s giverv (if the condition is
ol mde% q programv. | creatng o auz answer (LJZthe condition L,&(ﬁolse) For
w{lLsaxé/,Alsochoosewmkeﬂﬁe
&%WWOWW
a@m&wS@aMw&hwﬁMM
Activiby, 3: A3 Actinity sheet: Follow the design template throughs and,
5 Designing o Tod@sugm projech thab Achmdgﬁ Use’th@mq:)lsb@d/oopw& —C This lesson draws o the concept of lemels of abstraction (LOA) for
counter: a controllable, deasice template  actinity sh@d'/ Jromy the |* oy will be: working, ab the: desigry lemels 7 ow willl need to- hane o clear
o T carv decide what previous  lessoru arv = understanding, of the algonithmv part of the desigr process. An
variables to tnclude in @ | inferactive quiz using selection: Rury explanation of LOA is included, irvthe unity overviem
project andb@sbpmgmm&U&eUrmd@s&gn& ;
e T can designthe from  the  previous lessonu.  to [ n example step counter project s included:
dlgonithm Jor muy project; | tmplements the firsh parts of their
o T can desian the, algorithm: as o program using the @e The completed: designs from this lessorn will be: needed, Jor Lessor
Scratch programming erwironment: 61twmﬂdbehdp{%bt}}eedbad&wuldb&p:wd@}ovmfo
prograrm flow- for my inn
. reflect o at the, beginning of Lessor 6.

Activity 2: Talking partners to respond; to- the questions on the slide. Then test their
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o T can create o
programy based, orv my

against my design
* I canuse arange of
and, Jix bugs

Activity |: Irv talking pairs to- discuss and, [mproving my program
ﬁeedbadcomﬂwswwnodwpl@a@d Id.enh’!ly; ot 2
ways iy which tb could, be, improued; Use, Al =
Activity sheet, and, complete section | by
programs so- that the users know how to- answer

Activity, 2: Complete section 2 of the Tmproving = =

myy, programy worksheel; and ask them, to- think ke ot el st e
abouts the Jirst question: Take feedback: Return to-
the Tmproving muiy program activity sheet: Tell

Acﬁm&g& memwmmemmﬂwmw@

To help learmers resiew their desigr Jrom the prexious lessony it

Y ou wills need, to- be Jamiliar with the: completed, project: Tt might be,
and; o desigry to- identifyy with, leamers experiences:.

Invthis lesson leamers wills be: working ab the, ‘code and, ‘unning
the code lemels of abstraction (LOA). More details on LOA are
included, irvthe unit overviem.




