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Compu}er SUStemS o,nd NGIT\NOI“I(S - Technolog\tj Around US

e Understand that H‘»ings created using techno[ogy be[ong to me.

L] Recognise that I can use the Inkernel lo Plo,g and learn

® Develop an inferesf in ICT bH using age approprio}e websifes or programs
)

Recognise texf, images o,nc[ sound when using ICT

Creo,hng Medio, - Phokos o,ncl Video

L] To,|<e a Phokograph o,ncl use il in an app
o Use Paint programs lo create Pich»res and explore the Painf and brush fodls
® Record and Plo'}j a film

L] Move and resize images wiH1 my F‘mgers or mouse.

Creahng Media — Sound

® (redle a simple digital co”age.
® Record sou,nds wiH1 differenl resources
® Find ways [o cho,nge your voice (lube, hn can, shouhng lo create an echo)

® Record sounds/voices in storgfe“ing and explanahons

Do}o, o,nd informo,hon - Grouping Do}o,

® Co”ec[ informahon as Pholos or souncl files
® Use a simple Pictogrcm or sef of Photos fo count and organise 'mformahon
L] Sorf Phgs’tcal obJecfs, lfo,|<e a Picfure and discuss whal I have done.

L] Presenk simple daka on a digilal device

Prog ramming

L] Fo“ow simple oral algoriﬂlms

® Use simple soﬁware Lo ma|<e Hungs happen

® Inpuf a simp[e sequence of commands to confro[ a digifcl device wiH1 suPPort (Bee BOIT)

® Spot simple Pa%erns

L] Sequence simple familiar tasks

Mulhmedio

® USG a mouse, tOUCh screen or OPPrOPriGITG access device kO targek and seleck OPHOI’IS an screen

L] Begm lo use o kegboard
L] THPe leHers win increasing confidence u,s'mg a kegboard and tablef
® P[ag on a touch screen game and use computers/kegboards/mouse in role P[QH

L USG a mouse kO reo,rro,nge ob\jects o,nd P'LCLUFGS on a screen
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Compufer Sgstems and NeMorks - Technolo% Around Us Creahng Media - Digifal Photogrcphg

® Undersfand H‘LOIT }echnologg helps us. L4 TO”( abouf |’10W ITO }o,ke a Photogroph‘

® Swilch on and 109 in to a compuker. L] Capkure digilal Pholos cmd kalk abouk mH experience.
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® Use a mouse to click and dro,g. ° Explain the process of kakmg a good Photogmph.
o Use o mause ko apen a program. o Toke photos in both landscape and porkrait formak:
o Type their name on a compuler o  Tdenkipy what is wrong with o pholograph.
o Use the shiﬁ |<e3 bo Lgpe a capita[ lebter. L Improve a phokogruph bH retakmg 13
® Save work lo a file. L Experimenl with dlfferent light sources.
®  Open work rom a file. ® Focus on an ob jeck
o Tdenkigy rules o keep us sage and healthy when o Use o kool o achieve o desired efect
we are using technolo%. L4 APPlU a range of Phokograph\tj skills to co,Plure a Photo.
L Recognise which images have been changed‘
Creahng Media — Digikal wrihng Data and informo,hon - Pickogro,ms
L] Open a word processor. ® Record dala ina lallg charl.
o Tdentiy ond find keys on o keyboard o Enker daka anko o computer
® Enler text inlo a compu}er‘ o Usea compufer bo view dala in a differenf formaf
o Use lelter, number, and space keHs. ° Organise dala ina ta”g chart.
o Use bo,ckspo,ce bo remove text. ® (reale a Pickogro,m bo arrange obJecls bg an alfribule.
L4 TUPG capito,l lebters. o Collect the data T need.
o Tdentigy the oolbar and use bold, ifalc, and o Create o pickogrom and drow conclusions grom ik
underline. o Usea compuler program bo Presenk informo,hon in
®  Select a word 53 double—clioking . clifferenl ways.
o Seleck all of he best by clicking and dragging o Give simple examples o why ingormabion should no be
o Change bhe jont shared.
® Use undo lo remove changes.
Progro,mming - Moving a Robot Programming — Inlroduclion to Quizzes
®  Predict the oulcome of o command on a device. ° Iclenhfﬂ the start of o sequence.
o Makch a command ko an outcome. o Show how ko run my progrom.
® Run a command on a device. ®  Predick the oulcome of & sequence Of commands.
® Follow an inshruclion. ° Change the outcome of @ sequence of commands.
o Shark o sequence rom the same place. o Tell the ackons of o sprike in an algorithm.
®  Predict the oulcome Of & sequence 'mvolving ® Decide which blocks o use o meel the design.
gorwards and backwards commands ® Build the sequences of blocks I need.
o Expla'm whal my program should do. ® (reale an algoriH‘»m
®  Choose the order of commands in o sequence. o Build sequences of blocks to makch my design.
L Debug my program. ® Improve my Pro\ject bg adding features‘
L4 Debug.
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Compufer Sgstems and NeMorks - Connechng Compulers Creahng Media - Photo Edihng

® Explo,'m Hmo,[ digikal devices o,ccepl inpuls. L] Iclenhfg changes Hmt we can mo,|<e ko an imo,ge.

® Expla'm Hml digikal devices Produce outputs. L] Explain Hwe effeck Hwak edihng can have on an image.
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e Fdlow a process. L4 Explo,'m what has changed in an ediled imo,ge.
® Design o digilal device. ® (hange the composition of an image by selecting parls
® Recognise similarities belween using digilal devices of ik
and non—digital bools. ® Choose effecl?s to make my image fif a scenario.
®  Recognise digperent connections. ®  (ive examples of positive and neqalive effects thal
b Explo,'m how messages are Po,ssed H‘»rough mulhple relfouching can have on an image.
conneclions. ® Sorl imo,ges ino ‘fo,ke’ or real and explo,in my chaices.
® Discuss why we need o nelwork swikch. ® (Combine parls of images to creake new images.
o Recognise that o computer nehwork is made up of o  Consider the effeck of adding cther elements ko my
o number of devices work
L4 Explo,'m the role of o swikch, server, and wireless
access Po‘mt in a nelwork.
L4 Idenhﬂj nelworked devices around me.
L4 Idenhﬂj the benefil?s of compuler networks.
Crealing Media — Animation Dala and informalion — Dala Logging
® Creale an effechve flip book—slgle animation. L Suggesl queshons thal can be answered u,s'mg a g'wen
L4 Explo,'m how an animohon/flip book works. dala sel.
° Explain WhH litle changes are needed for each o Idenhﬂj data that can be gaH‘»ered over lime.
frame. ® Explain that sensors are input devices.
® Creale an effechve stop frome animalion. o Use dala from a sensor bo answer o given clueshon.
® Crede a slorl:jboo,rcl. o Iclenth a suitable Plo,ce bo collect dala.
o Review o sequence of prames ko check my work o Import o dala sek
L4 Improve my animalion based on feeclback o Usea compufer bo view dala in differenf ways.
o Add dther media to my animation. L4 Propose a queshon thal can be answered us‘mg logged
dala.
® Plan how lo callect data using @ dala logger.
® Inkerpret dala thal has been collecled using a dala
logger
°

Dro,w conclusions from Hwe dCI,tCI, H‘»al I have collecled.

Progro,mming - Events and Achons

Programming — Repehhon in Go,mes

ExPlain Hw relahonship beMeen an evenl? o,nd an

achion

Choose which keHs bo use for ackions and expla‘m
my chaices.

Idenliry o way lo improve a program.

Program movement.

Use a programming extension.

Idenhw addihona[ feo,fures (from a g'wen set of
blocks).
Choose suikable keHs ko lurn on addihonal

feafures.

Predict the outcome of @ snippel of code.

Choose when o use a count-conkrolled and an infinife
loop‘

Choose which aclion will be repeo}ed for each ob\jeck.

EVO[UOITG Hwe effechveness OI: H‘LG rePeo}ecl sequ,ences

used in my program.
Idenhw which Parks of @ looP can be changed.
Re—use exishng code snippets on new sprites‘

Evo,lu,o}e Hwe use of repehhon in o ProJeck.
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Builc[ more sequ,ences Of commo,nds LO mo,|<e mU

design work.

Test o program againsf a g‘wen design‘
Malch o piece of code to an oulcome.
Modiw o program us’mg a design.
Make clesign choices and \jushfﬁ them.
Implement my design.

® Select keH Po,rls of @ 9iven ProJect bo use in my own
design.

L Refine the algoriHmm in my design.

e Bulda program that fo“ows my design‘
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COI’TIPULGI" Sgskems and NeMorks - Sgskems & Searching

Creo,hng Med‘m - Web Po,ge Creo,hon

L4 Compleke a web search lo find sPecific o Discuss the differenk kHPes of media used on websikes.
informahon. ®  Know that websites are wrilten in himl.

i Ref‘me my search. ] Recognise the common feafures of o web poge.

(] Explo,'m that search resulls are ordered. ® Draw a web page [O,Hou,t that suils my purpose.

o Suggest some of the criteria that o search engine ° SQH Whﬂ i should use coPBrighl_free images.
checks bo decide on the order f results. ® Describe what is meank bH the term lfair use .

® Describe some of the ways that search resulks can o Add conlent ko my own web page.
be influenced o Evalucke whak my web page looke like an digperent

° Explain how search engines moke money. devices and suggesk/make edils.

° ExPlain the differenl? ways in which Peop[e L Explo,'m what a navigahon PaH1 is.
communicake. o Make mulhple web pages and link them using hHPer[inks‘

®  Choose methods °f communicalion lo sui L Exp[a‘m the implicahon of linking bo content owned bU
Parhcular purposes. others

® Compo,re clifferenl mekhods of communicahng on o [Evaluale the user exPerience o o websile.
the inkernet.

® Decide when i should and should not share.

L4 Explain that communicalion on the inkernet may
not be Private‘

Creahng Media — Video Edihng Data and informo,hon - Spreadsheeks

L4 Explo,'m thal a video can include both visual and ® Expla'm the relevance of dala heo,clmgs
audio media. ®  Answer queshons from an exishng data sek.

e Plan a video Pro\ject using @ slorgboo,rc[‘ ° ExP[am what an item of dala is.

®  Choose the most suilable digikal device for ® Build a data sel in a spreadsheel application.
recorcl'mg my ProJeck. e Condruct o formu,lo, ina spreo,clshee[.

® Demonslrate suitable methods of using @ d"&]"tal L Recognise that dala can be calculated using differenf
device fo capture my video. operahons.

® Record o video thal demonelrales some of the o C(reale a formulo, which includes a range of cells.
f ealures OF on ©ff echive video. L APPlU a formula bo mulhple cells bl:j duplicahng 13

°

Explain whH [ighhng cmd angle are imporfanf in

creo,l?ing an effechve video.

L4 USC a spreadsheef LO answer quesl?ions.

® Produce o graph.
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Skore, relrieve, and export my record‘mg bo o
computer.

Expla'm how to ‘merove a video bﬂ reshoohng and
edihng‘

Make edits ko my video and lmProve the fino,l

OULCOI'TIG.

® USG a graph tO ShOW H@e answer |70 queshons.

Programmlng — Selechon in Qulzzes

Programming — Sens’mg

Recall how condilions are used in selechion.
Idenhf\tj condilions in a program.

Use selection in an inflnife looP bo check o
condition.

Idenhf\tj the condilion and oulcomes in an
if}hen... else statement.

Explain H‘»af progrom f[OW can branch accorclmg

to a condihon.

Design Hme flow of a program which conla‘ms if...

Hwen... else...

Idenhw Hw oufcome Of user inpuf in an

a[goriHlm.
Idenhf\tj whal selup cocle my ProJec[ neecls.

L4 APP[H mH knowledge OI.' Programming ITO a new

environment.

o Ted my program on an emulator.

o Transger my progrom ko  conbrollable device.

® Use a variable in an if... then... else... stalement lo
select the flow of @ progrom.

® Use a condition to change a variable.

L Experimenl with differenk Phgsical mPu[s.

® Exp[a'm Hme imporfance of Hw order of condihons in

else if statemenls.
o Usean oPero,nd (e.g. ©=)in an if... then... statement.
L ModifH 0 program to achieve differenk oulcome.
o Design the program flow for my projeck

® Tesl my program againsk my design.

® USG a ro,nge Of QPPrOQChGS tO I_‘ind and fiX bugs.




