Autumn Term
	Week
	Date 
	Topic/ Unit
	Possible Teaching Activities
	Outcomes
	Resources 

book pages / web

	1
	5 SEPT
	Networks 
Internet and web engines
	· Gather children’s ideas about the internet and how it works.
· Watch the animation and discuss it with the class

· Ensure that they understand that the WWW is only PART of the internet.
· Demonstrate the web’s journey by using this website (put in a random webpage and it will trace the journey of the packet data) http://www.yougetsignal.com/tools/visual-tracert/
· Ask them to draw a map of the journey a web page takes

· Explain the children that web serches search lists of organized pages. 

· The programs that do these searches are called spiders and they trawl the  web following links and recording, listing and ranking (putting them in order of importance) web pages
	All children can: 
· outline the key features of the World Wide Web
· explain how to use a browser and search engines, including navigation via hyperlinks


	Online resources

http://prezi.com/v7mm9_wuxizf/network-of-networks-mark-2/?utm_campaign=share&utm_medium=copy

http://thekidshouldseethis.com/post/26674356049

Internet browser

https://www.youtube.com/watch?v=BNHR6IQJGZs&feature=youtu.be

	2
	12 SEPT
	
	
	
	https://www.youtube.com/watch?v=Bc0oDIEbYFc
https://www.youtube.com/watch?v=UxID2GQWaqI


Show a random webpage (Wikipedia is good for this)   Ask:  how can we tell where the hyperlinks are?

	·  Ensure that they understand that some link to other pages on THIS website, whilst others link to external sites.
	All children can: 

· understand that the web is not linear
· create a non-linear presentation containing hyperlinks

Some children can:
	

	4
	26 SEPT
	Networks

WEB 2.0
	· Ask the children if they have  heard about WEB 2.0 before

· Watch an animation and discuss the ideas.

Establish that Web 1.0 was a simple interface where people could read web pages and gather info. The introduction of Web 2.0 (made possible by the change from HTML code to XML ) meant that people can now interact with web pages and one another.

· Ask children to go online and find as many web 2.0 tools as possible

· Ask  what do they think web 3.0 could mean
	All children can: 

· understand and describe the use of Web 2.0 tools

· can give examples of collaboration

                online using Web 2.0 tools

Some children:

· understand the difference between web 1.0 and web 2.0


	

	5
	3 OCT
	Networks / Multimedia
Creating and publishing presentation 
	· Explain that now (and in the next session too) we will be exploring and publishing our work on a Web 2.0 site. Show the Prezi website. Explain that the site is full of presentations from all around the world. People create them, upload them and then comment on one another’s work. 
	All children can: 
· can use a Web 2.0 tool to create and publish their work.


	

	6
	10 OCT
	
	
	
	

	7
	17 OCT
	E-Safety
	· Visit Top Tips for Safe Surfing poster from LGFL & and talk about the e- SMART rules
· Watch CyberSmart Detectives

· Children then revise what they have learnt using online activities ex. budd:e or cybercafe
	All children can: 
· identify dangers on the internet
· decide which online communication tool is    

             the most appropriate to use for a particular 
             purpose
· use a range of sources to check the validity of a website
	https://www.esafety.gov.au/education-resources/classroom-resources
https://www.thinkuknow.co.uk/8_10/cybercafe/

	8
	24 OCT
	
	
	
	

	Half term break

	9
	7 NOV
(* 11 NOV BANK HOLIDAY)
	Modelling

Spreadsheet as a tool to explore mathematical models

	· Remind the children about their earlier work with spreadsheets and discuss mathematical investigations they have carried out. Tell them they are going to use a spreadsheet to explore a mathematical problem.

· Show examples and discuss 


	All children can: 

· understand that spreadsheets can be used to explore mathematical models


	MS Excel

Avtivity sheets

Dropbox

	10
	14 NOV 

	Modelling
Identify and enter the formulae
	· Remind children how to enter a formula into a spreadsheet, such as '=c2/c3'. Ask the children to identify the formulae they would need to enter to calculate:

· the area of a rectangle;

· the perimeter of a rectangle.

· Ask the children to set up a spreadsheet to work out the area and perimeter of a rectangle. The length and width of the rectangle should appear so that the values can be changed
· Ask the children to explore what happens when the data in the two cells is changed

	All children can: 

· identify and enter the correct formulae into cells, modify the data, make predictions of changes and check them

Some children can:

· use more complex formulae, such as

 ‘2*(10-c2)’ to find the lowest values


	

	11
	21 NOV 
	
	
	
	

	12
	28 NOV
	Modelling
Copying formulas
	· Show the class how to copy fomulae from one cell to another. Ask the children to create a set of multiplication tables (‘Side A’, ‘Side B’, ‘Side A * Side B’ etc)
	All children can: 

· copy/drag  formulae to create tables of results
	

	13
	5 DEC 
	Modelling
Using spreadsheet to draw a graph
	· Show the class how to create graphs using the spreadsheet.

· Ask the pupils to investigate graphs such as y=x², y=2x, y=x+3

	All children can:

· create graphs

	

	14
	12 DEC 
(* 16 DEC half-day) 
	Modelling
Integrated task – problem solving


	· Ask the children to use a spreadsheet model to find out the maximum area that can be included in a rectangular field of fixed perimeter 
· Ask them to set up formulae in a spreadsheet and to try whole numbers for one side first 
· Tell them to look at a graph of the areas to see where the maximum point is

	All children can: 
· create and use a spreadsheet to identify an optimum shape


	

	XMAS BREAK


Spring Term

	Week
	Date 
	Topic/ Unit
	Possible Teaching Activities
	Outcomes
	Resources 

book pages / web

	1
	3 JAN
(* 6 JAN BANK HOLIDAY)
	Digital Imagery
Making short stop-motion movie
	· Introduce this approach to animation, known as either ‘stop-motion’ or ‘stopframe’. Link to Wallace and Gromit, which is likely to be a well-known example of the technique.
· Introduce the Jellycam software

· Children then take pictures using a webcam or imported from files.
	All children can: 
· plan a storyboard for a video or animation to suit a purpose

· use a digital camera and video software 


	Digital camera
http://gifmaker.me/
Jellycam software
www.twinkl.co.uk

	2
	9 JAN 
	
	
	
	

	3
	16 JAN 
	Internet research

Interpret and understand information
	· Provide a range of short online articles. Divide the materials and children into groups and ask the children to pick out the key points from the articles. They should retell the information to the rest of the class using two key messages from the material.


	All children can: 
· recognise that information must be read before it can be understood and interpreted for others

· work with others to interpret information


	Internet access

a range of book-marked web sites

MS Word

a range of on line  newspaper’s links

	4
	23 JAN 
	Internet research

Accessing an internet site using a favourites list

	· Choose a topic currently being studied. Ask the children to list what they know. Talk about where else information can be found. Use magazines with topics, choosing ones which list the web address.

· Demonstrate choosing a site from a favourites list and how to print a page from the internet. Then ask the children to pick a card from a box of topics. Ask each group to use their card and an appropriate URL from the favourites list to find their information. Ask the children to find information and print out a page for each working group. Ask the children to highlight the text to show the key information.


	All children can: 
· use a favourites list to find information

· add to their knowledge and understanding of the subject researched

· print pages from the internet

	

	5
	30 JAN
	Internet research

Using search strategies for research  


	· Discuss students' experiences in searching for information on the Internet.         
· Are they able to find what they were  

        looking for?

· What frustrates them when they are searching on the Internet?

· What strategies seem to work well for Internet searches?

· What search engines do they like to use and why?

· What strategies do they apply when using a search engine? (Write these on the board)
· Explain the search strategies (hyperlinks descriptions,  keywords, speech marks, etc.) 

· Ask children to pick out the key words for their own searches for the specific topics.

·  Print and sift using a highlighter Discuss the findings
	All children can: 
· use a search engine to find information

· use 'and' searches and understand how to use them to become effective in using search engines

· skim and select information, checking for bias
	Online resources

e.g.

http://www.readwritethink.org/files/resources/lesson_images/lesson1122/keywords.pdf

	6
	     6 FEB
	
	
	
	

	7
	   13 FEB 
	Internet research
Copyright and acknowledgment of sources

Skimming and selecting information
	· Choose a topic of current media interest. Discuss what information might be useful. Use printed text and pictures and ask groups of children to skim, select and put together a storyline. Ask them to look at the information for different points of view.

· Pick an internet site from an educational provider or another site with clear hyperlinks. Demonstrate how to find information using links rather than searches.

· Demonstrate how to bookmark favourite sites to save the URL.

· Ask the children to try out pre-selected sites using hyperlinks to navigate around the system.


	All children can: 
· use hyperlinks to find information on the internet

· use bookmarks

	

	Half term break

	8
	27 FEB 
	Programming / Communication and Collaboration

Designing and developing mobile apps App Inventor - introduction
	· Explain to the class that they are going to build they own apps 

· Discuss various  apps and  their uses

· Introduce the children to mobile app  development using App Inventor : a block-based programming language

· Show the MIT App Inventor development environment on the board by clicking ‘create’ ad take them on a brief tour of the interface 

· Point out the key sections of the interface:

Palette, Viewer, Components and Properties and describe the purpose of each


	All children can: 

· understand the use of apps in mobile  technology


	http://appinventor.mit.edu/explore/ai2/setupemulator.html    (for Windows)

http://appinventor.mit.edu/explore/ai2/setup-device.html  (for Android)

Activity sheets

	9
	6 MARCH
	Programming / Communication and Collaboration

Designing and developing mobile apps

App Inventor – main features
	· Explain the use of Component Designer and Blocks Editor

· Model adding an image and a button with some text and point out the components, design and properties palettes

· Upload an image and a sound

· Show how to tell the app what to do and when to do using Blocks Editor (building commands)

· Launch the app emulator. Explain that this acts like a mobile phone 

· Upload prepared app example 

· Children log in using their google accounts and explore the emulator
	All children can: 
· log in to their google account
· understand the basic features of app software
	

	10
	13 MARCH 
	
	
	
	

	11
	20 MARCH
	Programming / Communication and Collaboration

Designing and developing mobile apps  

App Inventor – creating an app
	· Give out the children Activity Sheet ‘Make Some Noise’ and tell them they are going to use it for support to program their own simple app that combines image, text and sound

· They use the event handler for a button component to program a sound to be payed when pressed

· They debug if necessary


	All children can: 

· create an app involving text, image and sound

· use conditional statements (e.g. when..do) in their app and call a procedure

· test their apps and correct most errors

Some children can:

· create a more complex app involving a  variety of components

· critically analyse code and suggest more elegant solutions
	

	12
	27 MARCH
	
	
	
	

	13
	3 APRIL
(*7 AP half day)
	Easter online activities

	EASTER BREAK


Summer Term 
	Week
	Date 
	Topic/ Unit
	Possible Teaching Activities
	Outcomes
	Resources 

book pages / web

	1
	24 APRIL
	Programming
Kodu:

Using terrain tools
	· Show children example games that have been designed using Kodu Game Lab.  Explain that they are going to be developing skills so that they can design and create their own mini game using this software. 

·  In class demonstrate how to use the terrain tools on the bottom tool bar
· Children then explore the features
	All children can: 
· use the terrain tools to create an interesting game environment
Some children can:

· create an island or river


	Kodu Game Lab software
Planner template

	2
	1 MAY
(* 1-3 May bank holidays)
	Programming

Kodu:
Programming Kodu characters
	· Demonstrate to the class how to insert a Kodu into the environment created in last session.  Explain that the Kodu will do nothing unless I tell him to do something using instructions (algorithms). 

·  Show children how to change his appearance – colour/size.  Demonstrate how to program Kodu
· Children should insert and program their Kodu so that he can explore the environment
	All children can: 

·  control character’s movement/actions

· change Kodu’s appearance

Some children can:

· change the camera angle
	

	3
	8 MAY
	Programming

Kodu:
Automatic path
	· Demonstrate how objects can be added to the environment for decoration.  Explain that they can be resized, recoloured and other features can be altered
· Create a pathway and  demonstrate that I can program kodu to follow one of these pathways if I so wish.


	All children can: 
· insert objects into the environment
· program Kodu using ‘When’ and ‘Do’

instructions
· can program a character to follow an automatic

path

Some children can:

· create an instruction that scores points
	

	4
	15 MAY
	Programming
Kodu:

Race track
	· Children design their own race track in Kodu and program a character that they can control around the track from a start point to a finish.
	All children can: 

· program enemies that can interact
· can program a character to be controlled around a

custom track to reach a goal.


	

	5
	22 MAY
	Programming
Kodu:

Creating a game
	· Revise everything covered so far in this unit.  Explain that they will now  use these skills to design, create and share a game of their own design.  The first stage in this process will be starting to design game on paper.
Children should fill in the details of what the objective will be in their game i.e. collect apples before getting caught, race against an opponent etc. 

· The next phase will be the creating and programming of their game.  

· The final phase will include children playing and assessing each other games by rotating in their rows in the ICT suite.
	All children can: 
· can design and write a program to achieve certain goals
· detect and correct errors in programs
· solve problems by decomposing them into smaller parts


	

	6
	29 MAY
	
	
	
	

	7
	5 JUNE 
	
	
	
	

	8
	12 JUNE
(* 15-16 June CC holiday)
	Programming
Code Studio

Repetitive drawings

	· Review with students the basic artist navigation, particularly:

Moving forward

Turning left/right

Looping

Angles

· Students will see a variety of shapes in this lesson
	All children can: 

· create programs that utilize repetition to create gorgeous designs
· use trial and error to recreate detailed designs in proper scale
· calculate the angles in equilateral and 30 60 90 triangles
· decompose a shape into its smallest repeatable sequence


	www.code.org
Studio Code – course 2-3

	9
	19 JUNE
	
	
	
	

	10
	26 JUNE
	
	
	
	

	SUMMER HOLIDAY


