	Computing Curriculum Milestone 2
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	Aspect 
	Key Vocabulary
	Sticky Facts
	Essential Knowledge 

	TO CODE
Create and Develop Programmes

It All Started in Cave

Use Scratch to create a quiz on Stone Age to Iron Age
http://code-it.co.uk/scratch/mathsquiz/mathsquizoverview

	Scratch 
Algorithm 
Coding 
Operator 
Sensor 
Control 
Variable 
Sprite
Stage
Background




	A variable can be created and is something that changes depending on the input – for example a score or name.  
Operators are green and are used to script maths equations. 
You can use a sensor block with name so that the game player is referred to by name. 
The stage is the background and can set with a picture from a file. 
If and Else command can give a conditional response. 
The answer variable block from the sensor tab can collect people’s answers. 
	We Are Game Programmers
Write programmes that achieve a specific goals using Scratch.
Experiment with variables to create a score and store value
Specify conditions to trigger events.
Use IF THEN conditions to control events.
Use the functions define, set, change, show and hide to control the variables.
Use the Reporter operators to perform calculations for their quiz. 
Create and edit sounds. Control when they are heard, their volume, duration and rests.

Follow this link for an example of what the coding could look like.
https://scratch.mit.edu/discuss/topic/212243/?page=1#post-3285199  

	TO CODE
Create and Develop Programmes

Dungeons and Dragons

Create an animation of a dragon attacking a castle. 

http://code-it.co.uk/scratch/smoking_car/smokingcaroverview

	Scratch
Algorithm
Sequence 
Programme
Sprite
Direction
Debug
Sensor
X and y co-ordinate
Costume
Background (stage). 



	An algorithm is a sequence of instructions performed by a computer. 
Debugging is locating and removing computer errors. Debugging checks, detects and corrects errors to allow program to work. 
Make a sprite move by using motion and changing x and y axis when pressing right and left arrow. 
Edit sprite to create different costumes, then simply go to looks and select switch costume. 
Switch direction of the sprite “point in direction 90 degrees or – 90 degrees. 
In Looks, can select whether to hide and in Control set a time to then show. 
Use Forever if control brick and use a Sensor saying when touching a sprite to disappear. 
	We Are Coders and Bug Fixers
Write more complex programmes to create an animation with moving sprites and changing costumes. 
Make turns make degree turns. 
Give as sprite specific directional instructions to move along the x or y co-ordinates. 
Make predictions of the programme they have written. 
Use specified screen co-ordinates to control movement. 
Set the appearance of sprites and create sequences where they change. 
Create and edit sounds. Control when they are heard, their volume, duration and rests. 
Create conditions for actions by sensing proximity or by waiting for a user input

	TO COLLECT

They Came, They Saw, They Conquered 
 
http://code-it.co.uk/dlplanning/webresearch/internet-research-skills 
Present internet research on the Romans using School’s VLE and create Wiki page of info

https://www.ilearn2.co.uk/research---key-stage-2.html
	Search engine 
Internet 
Wiki 
Copy 
Paste
Shortcut keys
Text
Font
	A Wiki is a web page that is developed collaboratively by a group of people. 
The internet is a global network that contains a variety of information. 
Tim Berners Lee invented the World Wide Web. 
Search engines allow users to search the internet looking for key words. 
	We are network engineers
Navigate the web to complete simple searches. 
Knowhow to search for specific information and decide what is useful and what it not. 
Collect and present information
Manipulate text on a page: underline, centre, change font, size etc. 
Search for an image and save it into a document using save as.  
Find relevant information by browsing the menu. 
Copy and paste text into a document. 

	TO CONNECT

Survival  

Create a video on severe weather using green screen. 
	
	
	Know when it’s best to use technology and where it adds little or knowledge. 
 

	TO COLLECT

Survival  

Create a Database based on survival: possibly mountains / ranges. 

Use following website
https://www.j2e.com/j2data/
	Database 
Cell 
Field 
Table 
Chart
Graph
Bar chart
Pie chart
	A database is a structured set of data held on a computer. 
A database allows data to be easily accessed and manipulated in the form of graphs. 
Graphs (or charts) compare amounts of things or other numbers. They are useful as it makes lots of information easier to understand. 
	We are Data Handlers 
Input data into a prepared database. 
Sort to refine search of a prepared database. 
Search database to answer simple questions. 
Enter data, highlight it and create bar charts and other graphs from it. 


	TO COMMUNICATE

Create a power point on Farndon using images and hyerlinks

Streetwise

http://code-it.co.uk/dlplanning/presentationmedia/presentationmedia2 
https://www.ilearn2.co.uk/animation--key-stage-2.html 
	 Power point
Text
Multimedia 
Tellagami
Hyperlink 
Image
Button 
Icon 
Clip art 
Animation 
Graphics
Transition 
Avatar 

	PowerPoint is a computer program that allows you to create and show slides to support a presentation. You can combine text, graphics and multi-media content. 
A hyperlink is a link from a hypertext document to another location, activated by clicking on a word or image.
With clip art, where there is a star it will move during presentation. 
When one slide moves to another this is called a transition; you can add various effects. 
Animations are different effects for the text / images to appear such as fade / split / wipe etc. 
	We Are Presenters
Use a range of software to collect and present information. 
Identify when best to use technology and compare power point with tellagami. 
Create a lengthy presentation that includes moving from slide to slide for a specific audience. 
Combine text images and sound into a presentation. 
Capture images from the internet and camera from I-pad and download into the presentation. 


	TO CONNECT

Streetwise 

Email another town / village to compare Farndon. Add to blogs on their village. 

http://code-it.co.uk/dlplanning/google/gmail 

https://www.ilearn2.co.uk/bloggingpodcasts---key-stage-2.html
	Blogs 
Email 
Networks 
Informal 
Formal 
Address
Email provider
Account 
Spam
Letters
	An email is sending an electronic message from one computer to another. 
Sending an email is much quicker and cheaper than post (it costs the same whatever the distance). 
A blog is short of Weblog which is a web page that maintains ongoing information in chronological order and is written in an informal way. 

	We Are Communicators 
Understand what computer networks do and how they provide multiple services. 
Contribute to class discussions and online blogs.
Appreciate the benefits of using ICT to send messages to communicate. 
Use an email address book. 
Open and send an attachment.

	TO COMMUNICATE

Gods and Mortals

Create their own E-Book on mythical creatures. 

https://www.ilearn2.co.uk/ebook-creation---teacher-notes.html


	Electronic book
App
Text
Font 
Front cover
Image
Re-size
Audio
You tube videos 
Embed
Book Creator
	Book creator is an app that can be used to make an ebook with text and images. 
You can find saved pictures in camera roll on the device. 
You can draw your own picture, take a photographic image and import it into the book. 
Alignment is ensuring all images and texts look right on the page. 
Audio is importing a recorded sound into the book. 
	We Are Book Creators 
Can they prepare a lengthy presentation using an app and create an E-Book. 
Insert audio clips into their presentation. 
Manipulate sound when using simple story boarding. 
Know how to manipulate text: underline, size, font style and alignment. 
Use automatic spell checker to check spellings. 
Copy graphics from a range of sources to paste into their E-Book. 

	TO CONNECT

Ongoing throughout the year
	Upload 
Permanent 
Permission 
Edit 
Digitally manipulated



	Photos: 
When a photo is uploaded to the internet it I there forever. 
You should always ask the persons permission before uploading an image. 
Some pictures on the internet have been edited. 
	Use EAware programme to remain safe with online.
Give examples of the risks posed by online communications.
Understand the term ‘copyright’.
Understand that comments made online that are hurtful or offensive are the same as bullying.
Understand the rules for keeping safe online when sharing ideas. 
Recognise that all the information online may not be accurate or reliable. 
Understand the idea of copyright on certain text / images on the internet. 
Understand the need to keep their passwords private. 
Understand if they share things online it may be seen by others. 
Know how to respond if asked for personal information online. 
Recognise that cyber bullying is not acceptable and know how to report an incident. 


	
	Time 
Internet 
Balance
Healthy 
Lifestyle 
Screen time


	Time Online: 
Spending too much time on line can have a detrimental effect on your health. 
It’s important to have a healthy balance in life. 
It is important to spread time between activities effectively. 

	

	
	Fake 
Pretend 
Links 
Phishing 
Searching 
SPAM


	Things are not always as they seem:
What we see on line is not always what we think. 
It is easy for people to lie on line. 
It is possible to be tricked into doing thing on line. 

	

	
	Bullying 
Cyberbullying 
Consequences 
Citizenship 
Responsible 


	Cyberbullying:
Cyberbullying is the use of technology to harass, threaten, embarrass, or target another person. 
There are dangers online and there are several ways to keep safe. 
There are several consequences to cyber bullying. 
In school we have an openness to discuss cyberbullying. 

	

	
	Password
Personal 
Strong 
Weak 
Identify theft


	Passwords: 
We must keep our personal information safe online. 
Without a strong password, our information online is at risk. 
A good password should be unique, never written down; 12 character at least; mix with caps lock, symbols or numbers; no personal info; never shared with anyone. 
	

	
	Online 
Real Life
Communicate
Safely 
Personal 
Relationship


	Friends: 
There is a difference between real friends and online friends. 
We must stay safe when communicating online and not share personal details. 
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TimeOnline_LessonPlan.pdf
TIME ONLINE

LESSON PLANS

Years 3 &4

Learning Objectives

Understand how spending too much time online can be detrimental to your health
Understand that it’s important to have a healthy balance in life
Understand how to spread our time between activities effectively

Resources Success Criteria Key Vocabulary
e Learning pathway video e | know how spending too much e Time
e Printed copies of Worksheet 1 time online can affect my health e Internet
e Displayed or printed copies of e | understand the health benefits e Balance
Resource 1 of a balanced lifestyle e Healthy
e | am starting to understand how o Lifestyle
to plan my time effectively. e Screen time

Main Lesson Sequence (40-60 minutes)

e Watch the video ‘Time online’ and remind the children of the lesson they may have completed in year 1/2
about the amount of time we spend in front of a screen.

e Ask the children if they understand what is meant by the term ‘balanced lifestyle’. They may have heard the
term ‘balanced diet’ before — discuss the similarities. Explain that technology and ‘screen time’ is now an
important part of our lives and it is not going to go away. Explain that the amount of ‘screen time’ we have
each day has increased rapidly over the past 20 years — Why do they think this is? In small groups, ask the
children to think of what might happen to a person who has too much screen time. Discuss their answers.
Guide their thinking towards — lack of exercise, lack of fresh air, lack of human interaction, lack of personal
skills, low energy levels, tired and trouble sleeping.

e Distribute Worksheet 1 and ask the children to draw pictures to illustrate what a healthy lifestyle might look
like. They should include some ‘screen time’ activities on the left and other activities on the right.

e Display a copy of Resource 1 on a whiteboard. Explain that this is a time table of a day in the life of Tag the
mouse. Talk about what activities he does at each time, how long they last and is there any screen time
involved?

e Tell them that most countries recommend we try to spend no more than 2 hours in front of a screen each day.
This includes television, computers, games consoles, mobile phones, tablets etc. With this in mind, what
advice would they give to Tag to ensure he has a more balanced lifestyle.

Extension Activities

e Distribute Worksheet 2 and allow the children time to fill out their own timetable for a day. Are they
surprised at the amount of time they spend in front of a screen? What would they change about their
lifestyle?
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Thingsarenotalwayswhattheyseem_LessonPlan.pdf
THINGS AREN’T ALWAYS WHAT

LESSON PLANS e

Years 3 &4

Learning Objectives

Understand that what we see online is not always what we think it is

Understand that it is easy for people to lie online
Understand that it is possible to be tricked into doing things online

Resources Success Criteria Key Vocabulary
e Learning pathway Videos — e | Understand that not everything e Fake
Phishing and Things aren’t online is as it seems e Pretend
always what they seem e | understand that it is much e Links
e Display or printed copies of easier for people to lie online e Phishing
Tags’ email (Resource 1) e Searching
e Copies of Worksheet 1 e SPAM

Main Lesson Sequence (40-60 minutes)

e Watch the video, ‘Things are not always what they seem’ and the video ‘Phishing’. Discuss why we need to
make sure we remain safe on the internet. Why do the children think it is easier for people to lie on the
internet? Remind the children about the lesson we did on photographs and how they can be easily altered —
this is a way of lying online and making things seem to be something they are not.

e Display on a whiteboard or hand out printed copies of the email that Tag has received telling him he has won
a prize. Discuss what the children think it is and what they think he should do.

e Explain that these types of emails are called SPAM and they are very common. Criminals and spammers use
them to try to take personal information, to advertise things or to spread computer viruses.

e Using Worksheet 1, discuss with the children the warning signs they should be looking out for in emails to
identify if they are SPAM or Phishing.

e Discuss with the children the rules that people should follow to keep themselves safe from SPAM and phishing
emails. Try to encourage them to think of some of their own, but if they are finding this difficult then provide
them with some ideas — Don’t click on any links if you are unsure what they are, don’t open any emails if you
are unsure what they are, don’t respond to the email, don’t open any attachments, don’t make any purchases
through the email, mark the email as ‘junk’ or ‘spam’, speak to an adult if you are concerned or unsure.

Extension Activity

e Allow the class to access the game on the Thinkuknow website
https://www.thinkuknow.co.uk/8 10/control/Spam-Swatter/




https://www.thinkuknow.co.uk/8_10/control/Spam-Swatter/
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Cyberbullying_LessonPlan.pdf
CYBERBULLYING
Years 3 &4

LESSON PLANS

Learning Objectives

Identify the meaning of the word ‘cyberbullying’

Identify the online dangers and understand ways we can stay safe online

Identify cyberbullying and understand its’ consequences

Promote active and open discussions to promote an openness to talk about cyberbullying

Resources Success Criteria Key Vocabulary
e Learning pathway videos e | can explain what cyberbullying is e Bullying
e Hula hoops (2 per group) e | know what to do if myself or e Cyberbullying
e Printed cards Resource 1 (1 set someone | know is being bullied e Consequences
per group) online e Citizenship
e | know how to behave responsibly e Responsible
online

Main Lesson Sequence (20-30 minutes discussion/circle time)

e Watch the learning pathway video ‘Cyberbullying’

e Split a whiteboard in half and ask the children to think of the positives and negatives that can arise when using
the internet. Positives might include playing games, shopping online, finding information etc. Negatives might
include spending too much time online, being unkind to people, getting scammed etc.

e Draw the childrens’ attention to ‘being unkind to people online’ —if they do not know already, tell them that
this is often referred to as cyberbullying. Ask them to think of some ways that people can be unkind to others
online. Answers could include things like saying nasty things in messages, making mean comments about a
photo, hacking into an account and pretending to be that person etc.

e Ask the children to think about the terms ‘bullying’ and ‘cyberbullying’. Are they the same thing? Divide the
children into groups, give each group 2 hula hoops which can be lay on the floor to create a Venn diagram.
Label one side ‘Bullying’, one side ‘Cyberbullying’ and the centre section ‘Both’. Give each group a set of
printed cards from Resource 1 and ask them to sort the cards into the correct sections. Discuss as a group to
ensure they all recognise the similarities and differences.

e Ask the children what they think are the consequences of cyberbullying. Are the consequences any different
for bullying?

e Explain to the children how important it is to be open about what you do online. Remind them that if they are
ever upset or unsure about anything online then they should speak to a trusted adult. Similarly, if anyone they
know is being cyberbullied, or being upset by something online then they should also speak to a trusted adult.
Encourage them not to respond to nasty messages, to save any messages they have received and block the
person who is sending them.

Extension Activities

e Read the scenarios on Worksheet 1. Discuss them and answer the questions.
e Remind the children what to do if they or someone then know is being cyberbullied. Use worksheet 2 to
create a poster to help teach other people about what to do.
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Passwords_LessonPlan.pdf
PASSWORDS
Years 3 & 4

LESSON PLANS

Learning Objectives

Identify the steps that can be taken to keep personal information secure

Understand what makes a good or a bad password
Recognise what could happen if someone else found out our password

Resources Success Criteria Key Vocabulary
e Learning pathway Video e | can explain why we need e Password
e Printed copies of Worksheets 1 passwords e Personal
and 2 e | can create a good password by e Strong/Weak
e Printed sets of sorting activity following the rules e Identity theft
(Resource 1) e | can teach others about the

importance of password safety

Main Lesson Sequence (60 minutes)

e Watch ‘Passwords’ video. Discuss with the children the rules for creating a strong password. They may
remember some of these from the Year 1/2 lesson — Use letters, numbers and symbols, don’t use your real
name, don’t use obvious words like password or numbers like 12345678, try to make it longer than 8
characters, ask an adult for help, don’t tell anybody your password.

e Hand out Worksheet 1 and explain that we have created 4 possible password examples for Tag to use.
Children to look at them carefully and then complete the grid by ticking the boxes which apply to each
password. Remind them that we should only use the password if it checks all the boxes.

e Hand out worksheet 2 and read the different scenarios together. Explain that the children need to write a
short sentence to say if the passwords are safe or not and why they think this. Remind them to think about
the rules of creating a strong password.

e Next, explain that as we get older there are more reasons for us to have passwords. Can the children think of
any? — bank accounts, social media, email, own computers, work accounts etc. Explain that it becomes even
more important for us to keep our passwords safe as they are protecting very important information.

e Insmall groups children to complete the sorting activity. Give each group the three sentence starters and a set
of the sentence enders (Resource 1). Ask them to sort the sentence enders into three groups so that they
make sense. For example ‘If someone has my password they could...” ‘... access my online accounts!’

Extension Activity

o Allow the class to complete Worksheet 3 — Create a poster to explain the 4 Do’s and 4 Don’ts of password
safety (See teacher guidance)

e Allow the children to access the following websites to experiment with creating strong passwords:
The Password meter - http://www.passwordmeter.com/
DinoPass - http://www.dinopass.com/




http://www.passwordmeter.com/

http://www.dinopass.com/
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Friends_LessonPlan.pdf
FRIENDS
Years 3 & 4

LESSON PLANS

Learning Objectives

Understand the difference between real-life friends and online only friends
Understand what sort of information we should share with online only friends
Understand how to keep ourselves safe when communicating online

Resources Success Criteria Key Vocabulary
e Printed discussion cards e | know the difference between e Online
(Resource 1) my real life friends and my e Real life
e Chatting online checklist online friends e Communicate
(Worksheet 1) e | know how to keep myself safe e Safely
when communicating online e Personal

e Relationship

Main Lesson Sequence (40-60 minutes)

e Remind the children about the lesson covered in year 1 and 2 about friend online. Can the children remember
what is meant by the term ‘community’ and do they know who is part of their online community?

e Askthe children if they ever chat online? What kind of platforms do they use? Assure them that this is ok if
the sites are appropriate for their age and if an adult knows that what they are doing. Explain that sometimes
people communicate online with people who they may never have met in real life. People believe that they
have formed ‘friendships’ or ‘relationships’ with these people but it is very important for us to remember that
we do not know these people as well as we do our real-life friends.

e Use the discussion cards to encourage pair/group discussions or to discuss as a whole class. Encourage the
children to share their own experiences and encourage an element of debate.

e Remind the children what is meant by ‘private and personal information’. Can they think of any examples?
Write them on the whiteboard. They should remember things like name, age, date of birth, address, phone
number, email, school name, passwords etc. Ask the children should they share this information with an
online friend? If any say yes, be sure to spend some time stressing the importance of how we DO NOT share
this information online!

e Give out the ‘Chatting online checklist’ (Worksheet 1). Explain that to make sure we are ready to chat safely
online we need to ensure we follow the rules on the sheet. Spend some time reading through each one and
ensure the children only tick each rule if they fully understand. Assure them it is okay to not feel ready to chat
online, they just need to make sure they wait until they are ready.

Extension Activities (Optional)

e Use the scenario cards (Resource 2) to act out real life scenarios in small groups. The rest of the class
should guess what is happening and then offer advice.

e Cut out and decorate the mask template (Resource 3) to demonstrate how we should protect our
offline identity.
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		Milestone 1 Computing 



		Superheroes

		It Began in Africa

		Ahoy there 



		To Communicate 

Create their own comic strip for super hero.



To Connect

Online Safety EAware

Cyber Bullying / Friends / Passwords 

		To Code

Programme Beebots around African village. 

Move to Scratch Jnr – change back ground and make a sprite move.





To Connect

Online Safety EAware

Positive communication / Private info / Time online

		To Communicate 

Use art programme like Tux to create a beach / coastal 



To Collect

Create bar chart / pictograms of animals in habitat and branching database of animals found on coastline.



		Pole to Pole

		Fire Fire

		Once Upon a Time…



		To Communicate

Adobe Spark Video to create videos on wildlife in cold regions. 

Word and editing skills



To Connect

Online Safety EAware

Cyber Bullying / Friends / Passwords

		To Communicate 

Story telling using Chatterpix and Morfo as people re-tell Fire of London



To Connect

Online Safety EAware

Positive communication / Private info / Time online

		To Communicate 

Take photographs of local area and edit. Retelling fairy tale using editing tools and audio.





To Code 

Have sprites linked to fairy tales and speak with each other on Scratch Jnr.





		Milestone 2 Computing



		All Started in a Cave

		Survival

		They Came, They Saw they conquered!



		To Code

Using Scratch, create a quiz for their Stone Age – Iron Age topic. 



To Connect

Online Safety – Eaware 

Cyber Bullying / Friends 

		To Communicate

To create videos using green screen and the APP Green Screen by Do Ink on surviving mountain environment



To Collect:

To create simple databases / graphs / tables on Severe weather and/or mountains. 

		To Communicate / Connect

Conduct internet research on the Romans and present in a class Wiki page



To Connect 

Online Safety – EAware

Photos 





		Dungeons and Dragons

		Streetwise

		It’s All Greek to Me



		To Code 

Using Scratch, create a scene with a dragon attacking a castle (like car on race track)



To Connect

Online Safety – Eaware 

Passwords / Time on-line



		To Connect

Email and Blogging : make link with another school (France / UK) to compare local area. 



To Communicate

Create a power point presentation of their local area – Farndon And / Or use tellagami

		To Communicate

Create an E Book of a Greek Myth / Legend



To Connect 

Online Safety – EAware

[bookmark: _GoBack]Not always what seem





		Milestone 3 Computing



		Child of Our Time

		Endangered

		Walk Like an Egyptian



		To Communicate

Make their own website on Evacuees with hyperlinks, text, pictures, video and podcasts.

Weebly student (website builder)



To Connect

Online Safety – Eaware 

Password/ Cyber Bullying 



		To Code

Create either an adventure game or platform game relating to rainforest. 



To Connect 

Online Safety – EAware

Naked Images

		To Connect 

Use audacity to create podcasts and QR codes to preview school event or Reading reviews (using HP Reveal app)



To Collect

Present data using bar / line graphs on River Study. Also, learn about excel spreadsheet (google sheets) 



		Traders and Raiders

		Out of this World

		Let Me Entertain You



		To Communicate

Create 3D design linked to Viking settlements using Minecraft



To Connect

Online Safety – Eaware 

Time on-line / Privacy Settings

		To Code 

Use Scratch to make a space invader shoot ‘em up game as an app



To Connect 

Online Safety – EAware

Gaming

		To Communicate 

Use MS Movie Maker or I-Movie to create their own short film relating to Hollywood. 



To Communicate

Link with Hollywood Pixar movies and create short animations
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Milestone 1  Computing    


Superheroes  It Began in Africa  Ahoy there   


To Communicate    Create their own comic strip  for super hero.     To Connect   Online Safety EAware   Cyber Bullying / Friends /  Passwords   To Code   Programme Beebots around  African village .    Move to Scratch Jnr   –   change  back ground and make a  sprite move.       To Connect   Online Safety EAware   Positive communication /  Private info / Time online  To Communicate    Use art programme like Tux  to create a beach / coastal      To Collect   Create bar chart /  pictograms  of animals in habitat and  branching database of animals  found on coastline .  


Pole to Pole  Fire Fire  Once Upon a Time…  


To Communicate   Adobe Spark Video to create  videos on wildlife in cold  regions.    Word and editing skills     To Connect   Online Safety EAware   Cyber Bullying / Friends /  Passwords  To Communicate    Story telling using  Chatterpix and Morfo as  people re - tell Fire of London     To Connect   Online Safety EAware   Positive communication /  Private info / Time online  To Communicate    Take  phot ographs of local area  and edit .   Retelling fairy tale  using editing tools and audio.       To Code    Have sprites linked to fairy  tales and speak with each  other on Scratch Jnr.    


Milestone 2  Computing  


All Started in a Cave  Survival  They Came, They Saw  they   conquered!  


To Code   Using Scratch, create a quiz  for their Stone Age  –   Iron  Age topic.      To Connect   Online Safety  –   Eaware    Cyber Bullying / Friends   T o Communicate   To create videos using green  screen and the APP Green  Screen by Do Ink  on  surviving mountain  environment     To Collect:   To create simple databases /  graphs / tables on Severe  weather and/or mountains.   To Communicate / Connect   Conduct internet re search on  the Romans and   present in a  class  Wiki  page     To Connect    Online Safety  –   EAware   Photos      


Dungeons and Dragons  Streetwise  It’s All Greek to Me  


To Code   To Connect   Email   and Blogging  : make  link with another school To Communicate   Create an E Book  of a Greek  Myth / Legend  
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Coding for a Quiz


Coding for a Quiz




Coding Example for Creating a Quiz 

When introducing this, model and support pupils to create a quiz for timetables. 

Then, progress onto a stone age quiz. Ask them to write questions down first and responses using paper and pen. Then create using scratch.  



[image: ]

image1.png

Motion | contral

e [—

Variables

2110
s B











Computing


 


Curriculum


 


Milestone 2


 


Computing 


overview for school.docx


 


Aspect


 


 


Key Vocabulary


 


Sticky Facts


 


Essential


 


Knowledge 


 


TO CODE


 


C


reate and 


Develop 


Programmes


 


 


It All Started in 


Cave


 


 


Use Scratch to 


create a quiz on 


Stone Age to Iron 


Age


 


http://code


-


it.co.uk/scratch/m


athsquiz/mathsquiz


overview


 


 


Scratch 


 


Algorithm 


 


Coding 


 


Operator 


 


Sensor 


 


Control 


 


Variable 


 


Sprite


 


Stage


 


Background


 


 


Coding for a Quiz


 


 


·


 


A va


riable can be created and is something 


that changes depending on 


the input 


–


 


for 


example a score or name. 


 


 


·


 


Operators are green and are used to script 


maths equations. 


 


·


 


You can use a sensor block with name so that 


the game player is referred to by name. 


 


·


 


The stage is the background and can set with 


a picture from a file. 


 


·


 


If and Else command can give a conditional 


response. 


 


·


 


The answer variable block from the sensor tab 


can collect people’s answers. 


 


We Are Game Programmers


 


·


 


Write programmes that achieve a 


specific goals using 


Scratch.


 


·


 


Experiment wi


th variables to create a score and store value


 


·


 


Specify conditions to trigger events.


 


·


 


Use IF TH


EN conditions to control events.


 


·


 


Use the functions define, set, change, show


 


and hide to 


control the variables.


 


·


 


Use the


 


Reporter operators


 


t


o perform calculations for their 


quiz. 


 


·


 


Create and edit sounds. Control when they


 


are heard, their 


volume, duration and rests.


 


 


Follow this link for an example of what the coding could look like.


 


https://scratch.mit.edu/discuss/topic/212243/?page=1#post


-


3285199


  


 


TO CODE


 


Create and 


Develop 


Programmes


 


 


Dungeons and 


Dragons


 


 


Create an 


animation of a 


dragon attacking a 


castle. 


 


 


Scratch


 


Algorithm


 


Sequence 


 


Programme


 


Sprite


 


Direction


 


Debug


 


Sensor


 


X and y co


-


ordinate


 


Costume


 


Background (stage). 


 


 


 


·


 


An algorithm is a sequence of instructions 


performed by a computer. 


 


·


 


Debugging


 


is locating and removing computer 


errors. 


Debugging


 


checks, detects and corrects 


errors to allow 


program


 


to work. 


 


·


 


Make a sprite move by using motion and 


changing x and y axis when pressing right and 


left arrow. 


 


·


 


Edit sprite to create different costumes, then 


simply go to looks and select switch costume. 


 


·


 


Switch direction of the sprite “point in 


direction 90 degrees or


 


–


 


90 degrees. 


 


We Are Coders and Bug Fixers


 


·


 


Write more complex programmes to create an


 


animation with moving sprites and changing costumes. 


 


·


 


Make turns make degree turns. 


 


·


 


Give as sprite specific


 


directional


 


instructions to move 


along the x or y co


-


ordinates. 


 


·


 


Make predictions of the programme they have written. 


 


·


 


Use specified screen co


-


ordinates to control 


movement. 


 


·


 


Set the appearance of sprites and create sequences 


where they change. 


 




Computing   Curriculum   Milestone 2  

Computing  overview for school.docx

 

Aspect    Key Vocabulary  Sticky Facts  Essential   Knowledge   

TO CODE   C reate and  Develop  Programmes     It All Started in  Cave     Use Scratch to  create a quiz on  Stone Age to Iron  Age   http://code - it.co.uk/scratch/m athsquiz/mathsquiz overview    Scratch    Algorithm    Coding    Operator    Sensor    Control    Variable    Sprite   Stage   Background    

Coding for a Quiz

      A va riable can be created and is something  that changes depending on  the input  –   for  example a score or name.         Operators are green and are used to script  maths equations.       You can use a sensor block with name so that  the game player is referred to by name.       The stage is the background and can set with  a picture from a file.       If and Else command can give a conditional  response.       The answer variable block from the sensor tab  can collect people’s answers.   We Are Game Programmers      Write programmes that achieve a  specific goals using  Scratch.      Experiment wi th variables to create a score and store value      Specify conditions to trigger events.      Use IF TH EN conditions to control events.      Use the functions define, set, change, show   and hide to  control the variables.      Use the   Reporter operators   t o perform calculations for their  quiz.       Create and edit sounds. Control when they   are heard, their  volume, duration and rests.     Follow this link for an example of what the coding could look like.   https://scratch.mit.edu/discuss/topic/212243/?page=1#post - 3285199     

TO CODE   Create and  Develop  Programmes     Dungeons and  Dragons     Create an  animation of a  dragon attacking a  castle.     Scratch   Algorithm   Sequence    Programme   Sprite   Direction   Debug   Sensor   X and y co - ordinate   Costume   Background (stage).          An algorithm is a sequence of instructions  performed by a computer.       Debugging   is locating and removing computer  errors.  Debugging   checks, detects and corrects  errors to allow  program   to work.       Make a sprite move by using motion and  changing x and y axis when pressing right and  left arrow.       Edit sprite to create different costumes, then  simply go to looks and select switch costume.       Switch direction of the sprite “point in  direction 90 degrees or   –   90 degrees.   We Are Coders and Bug Fixers      Write more complex programmes to create an   animation with moving sprites and changing costumes.       Make turns make degree turns.       Give as sprite specific   directional   instructions to move  along the x or y co - ordinates.       Make predictions of the programme they have written.       Use specified screen co - ordinates to control  movement.       Set the appearance of sprites and create sequences  where they change.   

