	Year group and Topic
	Skills – I can…
	Knowledge – Learning outcomes
	Vocabulary
system, connection, digital, input, process, storage, output, search, search engine, refine, index, bot, ordering, links, algorithm, search engine optimisation (SEO), web crawler, content creator, selection, ranking.


	Y5
Computing systems and networks
-
Systems and Searching
	· Explain that systems are built using numerous parts
· Identified task that are managed by a computer
· Identify human elements of a computer system
· Refine my web search
· Compare search engines
· Recognise role of web crawlers
· Understand that websites follow rules to be ranked
· Describe some ways web pages are influenced
· Recognise some limitations
· Explain how search engines make money.
	I can explain that computers can be connected together to form systems – Children begin to consider how components work together to perform a task Explore how digital systems can work and learn about physical and electronic connections

I can explain the role of computer systems in our lives – Consider how computers are used in real life, what companies might use them more often than others. Reflect how computer systems can help us today.

I can identify how to use a search engine – Explore several search engines, and create a set of instructions for how to search. Learn how to refine searches to get information that is more specific accordingly.

I can describe how search engines select results - Chn to conduct their own searches on WWW and break down steps needed to find certain information. Emulate web crawlers to create an index of their own classroom.

I can explain how search engines are ranked – Explore how web pages are ranked by their influence in search results. Create paper webpages as groups and define where they would rank, when searching key words related to their content

I can recognise why the order of results are important and to whom - explore how someone performing a web search can influence the results that are returned, and how content creators can optimise their sites for searching. Further, explore some of the limitations of searching.

Opportunity to drip feed e-safety throughout. Consider how the children can make good choices when they are searching. Looking out for scam or phishing notifications on devices.

	

	
	· 
	
	Adaptions

· One click Mice
· Colourful Keyboards
· Step-by-step instructions
· Paired work
· Visual representations
· iPads


	Progression
This unit progresses children’s ability to search the internet, refining their search engines to find more exact information. Children will understand how web pages are formed and ranked so that when choosing information they’re not just selecting the 1st option on the WWW. 



	Y5
Creating Media
-
Vector Drawing



	· recognise a vector drawing 
· use shape and line tools
· Describe each element of the drawing as an object
· Move, resize, rotate, duplicate and group objects.
· Zoom to add detail
· Use alignment grids and resize handles to improve consistency
· Modify objects to create new images
· Identify and describe new objects create new layers
· Change the order of layers in a vector drawings
· Use layering
· develop/improve my vector drawings
· group and ungroup objects
· create a vector drawing for a purpose
	I can identify that drawing tools can be used to produce different outcomes – use drawing tools to create own vector drawings. Discuss how vector drawings are different to paper-based drawings (google drawings app)

I can create a vector drawing by combining shapes –  Identify shapes that are used to create vector drawings and explain each part as an ‘object’, Create own vector drawing by, resizing, rotating, duplicate, and changing colours of a selection of objects.

I can use tools to achieve a desired effect - Use the zoom tool to add detail to their work. Use tools to modify objects to create new images and display how grids and resize handles can improve the consistency of their drawings.

I can recognise that vector drawings consist of layers – Understand how layers in vector drawings are used. Discover that each object has a new layer and that these layers can be moved forwards and backwards to create effect.

I can group objects to make them easier to work with – Copy and duplicate multiple objects at one time, Develop an understanding of how to group items and why we might do this. Make changes to our vector drawings to develop and improve them.

I can apply what I have learnt about vector drawings – Chn to create vector drawings for a specific purpose. Chn to reflect on the skills that have used and why. Complete then evaluate vector drawing completed on paint.
	
	Vocabulary
vector, drawing tools, object, toolbar, vector drawing, move, resize, colour, rotate, duplicate/copy, zoom, select, align, modify, layers, order, copy, paste, group, ungroup, reuse, reflection 


	
	· 
	
	Adaptions

· One click Mice
· Colourful Keyboards
· Step-by-step instructions
· Paired work
· Visual representations
· iPads
· instructions


	Progression
This unit progresses learners’ knowledge and understanding of digital painting and has some links to the Year 3 ‘Creating media – Desktop publishing’ unit, in which learners used digital images. In this Year 5 unit, learners create images in desktop publishing documents that could be used.

	Y5
Data and information
-
Flat file databases
	· create a database using cards
· explain how info is recorded
· order, sort and group data cards
· explain what a ‘field’ and record is in a database
· navigate a flat-file database
· sort and group data by a given question/database
· Choose a field and value to answer a question
· Outline how ‘AND’ and ‘OR’ can be used to refine data
· Choose criteria to answer a question
· Create and selct appropriate charts 
· Refine charts by using a filter
· Ask questions that need more than one field to answer
· Refine real world search engines



	I can use a form to record information – Chn to create a paper version of a record card database. Using a card template, they will create a data set, with each learner creating eight to ten cards linked to a theme, e.g. animals. They will complete records for each of the animals in their database and then they will physically sort the cards to answer questions about the data

I can compare computer and paper based databases -Chn will learn that a database consists of ‘records’, and that each record contains ‘fields’. In addition, they will order records in different ways and compare this database to the paper database they created.

I can outline how you can answer questions by grouping and then sorting data - will investigate how records can be grouped, using both the paper record cards created in Lesson 1 and a computer-based database. They will use ‘grouping’ and ‘sorting’ to answer questions about the data. 

I can explain that tools can be used to select specific data - will use advanced techniques to search for more than one field, and will practise doing this through both unplugged methods (without using computers), and using a computer database

I can explain that computer programs can compare data visually - Chn will consider what makes a useful chart, and how charts can be used to compare data. They will create charts from their data in order to answer questions about it

I can use a real world database to answer questions - Chn will use a travel agent database to answer and ask questions In the context of flight searches. Chn will present their findings to groups or the class and discuss their options.

E-safety- consider how to keep information safe, to make sure we don’t leak information. Who do we share information with, how can we make sure the information is shared correctly/safely
	Vocabulary
database, data, information, record, field, sort, order, group, search, value, criteria, graph, chart, axis, compare, filter, presentation. 


	
	· 
	
	Adaptions
· One click Mice
· Colourful Keyboards
· Step-by-step instructions
· Paired work
· Visual representations
· iPads

	Progression
This unit progresses learners’ knowledge and understanding of why and how information might be stored in a database, and looks at how tools within a database can help us to answer questions about our data. It moves on to demonstrate how a database can help us display data visually, and how real-life databases help us solve problems. Finally, the learners create a presentation showing understanding and application of all the tools used within the unit.

	Y5 
 Programming A
-
Data handling
-
Microbit 
	· To record data from the use of a sensor
· To program sensors to detect
· To debug and evaluate
· To understand how data is recorded.

	To further develop an understanding of what data is – Explore different ways data can be grouped, look an examples of how data can be misused. Begin t think about how data, such as lighting, energy with the use of sensors

I understand how some devices use sensors – Children to go on a treasure hunt around school t find data before learning how sensors work. Children to write some programs with the use of Make code o record temperatures in different locations.

To explain how repetition works when programming sensors – Develop their understanding of sensors through unplugged activities, writing algorithms and repetition, before designing gadget using a sensor.

To explore the effects of changing the value – Pupils to use data collected by the sensors on the microbut as a condition in programs. Plan, program and test using the microbit as a temperature warning system

[bookmark: _GoBack]To read and write a digital assistant – Explore conditions in selections. Write algorithms to enable the microbit to be used as a digital assistant.
	Vocabulary
Algorithms, microbit, digital assistants, data conditions, data, selections, sensors, gadgets, design, temperature, classifications, misuse 


	
	· 
	
	Adaptions
· One click Mice
· Colourful Keyboards
· Step-by-step instructions
· Paired work
· Visual representations
· iPads
· story boards
· pre-made algorithms


	Progression
Children to continue building on data from previous unit of work. Continue to enhance understanding of algorithms intertwined in previous year groups and develop their conceptual understanding of Computer science and how it can be used in the modern world.

	Y5
Creating Media
-
Video editing


	· explain that video is a visual format
· identify and compare features of a video
· experiment with camera angles
· suggest filming techniques for a purpose
· capture film for a purpose
· create and save video content
· restore, retrieve and export my recordings
· explain how to improve my video (editing/reshooting)
· edit my video using correct tools
· improve the final outcome
· evaluate my video and share to the class
	I can explain what makes a video effective - – Analyse videos featuring production and editing techniques that they will work towards using their own videos. Learners will begin by explaining what the medium of video is before analysing and comparing examples of videos.

I can use a digital device to record video - Children will become familiar with a recording device that they will then use to experiment recoding with, using different camera angles and how they can be used for different purposes.
How can I keep the information/video safe (use of passwords- not to be shared)

I can capture video using a range of techniques – Use a storyboard to explore a variety of filming techniques, some of which they will use in their own video project later in the unit and evaluate the effectiveness.

I can create a storyboard – Create a storyboard will describe each scene, and will include a script, camera angles, and filming techniques. Learners will use their storyboards to film the first scene of their videos.

I can identify that video can be improved through reshooting and editing – Chn to continue recording and will film the remaining scenes of their video, and then import their content to video editing software. They will then explore key editing techniques and decide whether sections of their video can be edited or need to be shot again. Have we got permission from all people involved. If not how can we get them?

I can consider the impact of the choices made when making and sharing a video – Chn to remove an unwanted content before export their finished video and evaluate the effectiveness of their edits. Finally, they will consider how they could share their video with others. How can we share safely?

	Vocabulary
video, audio, camera, talking head, panning, close up, video camera, microphone, lens, mid-range, long shot, moving subject, side by side, angle (high, low, normal), static, zoom, pan, tilt, storyboard, filming, review, import, split, trim, clip, edit, reshoot, delete, reorder, export, evaluate, share. 



	
	· 
	
	Adaptions
· One click Mice
· Colourful Keyboards
· Step-by-step instructions
· Paired work
· Visual representations
· Story boards
· Digital cameras
· iPads
· headsets
· Microphones


	Progression
This unit progresses learners’ knowledge and understanding of creating media by guiding them systematically through the process involved in creating a video. The unit builds on the Year 4 unit ‘Photo editing’ where composition is introduced and the Year 3 unit ‘Stop-frame animation’ where learners explored some of the features of video production. By the end of this unit, learners will have developed the skills required to plan, record, edit, and share a video.

	Y5
Programming B
 – 
Sensory Movement 
-
Microbit
	· Apply knowledge of programming to a new environment
· Test my program on an emulator
· Transfer my program
· Use variables to select the flow of a program
· Determine the flow of a program using a selection
· Use conditions to change variables
· Use different physical inputs
· Use an operand ( <>=)
· Modify a program to achieve an outcome
· Create program based on design
· Test program against a design
· Find and debug in code
	I can create a program to run on a controllable device – Children to familiarise themselves with the microbit, experimenting how to add and change a code before adding their own code.

I can explain that selection can control the flow of a program – Chidlren will make a code for their micorbit applying their understanding of if, then else statements with random numbers to make a fortune tell project.

I can update a variable with a user input - Pupils will initially use the buttons to change the value of a variable using selection. They will then develop their programs to update the variable by moving their micro:bit using the accelerometer to sense motion. Finally, they will learn that a variable’s value remains the same after it has been checked by the program

I can use a conditional statement to compare a variable to a value – Chidlren will then use operands in selection to determine the flow of a program. Pupils will then modify a program which will enable the micro:bit to be used as a navigational device.

I can design a project that uses inputs and outputs on a controllable device – Chn to pick out features of a step counter, a piece of technology with which they are likely to be familiar. They will then relate those features to the sensors on a micro:bit. In the main activity, pupils will design the algorithm and program flow for their step counter project

I can develop a project that uses inputs and outputs on a controllable device - Pupils will test and debug their code, using the emulator and then the physical device. To successfully complete this project, Pupils will need to demonstrate their understanding of all the programming
	Vocabulary
Micro:bit, MakeCode, input, process, output, flashing, USB, trace, selection, condition, if then else, variable, random, sensing, accelerometer, value, compass, direction, navigation, design, task, algorithm, step counter, plan, create, code, test, debug.

	
	· 
	
	Adaptions
· One click mice
· Step-by step instructions
· Colourful keyboards
· Instructions
· Widgits
· iPads
· Labelled diagrams 




	Progression
This unit progresses children’s understanding of sequence, repetition and to be able to independently select within programming. Children will need to create an algorithm fir for purpose. Chn will need to problem solve and apply learning techniques that have been refined from Y1-Y6 (debug, modifying etc)



