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Booker Avenue Junior School
Computing - Long Term Overview
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Connecting computers

During this unit, learners
develop their
understanding of digital
devices, with an initial
focus on inputs,
processes, and outputs.
They also compare
digital and non-digital
devices. Following this,
learners are introduced
to computer networks,
including devices that
make up a network’s
infrastructure, such as
wireless access points
and switches. The unit
concludes with learners
discovering the benefits
of connecting devices in
a network.

Animation

During this unit,
learners will use a
range of techniques to
create a stop frame
animation using
tablets. Next, they will
apply those skills to
create a story-based
animation. This unit
will conclude with
learners adding other
types of media to their
animation, such as
music and text.

Programming A - Sequencing sounds

This unit explores the concept of
sequencing in programming through
Scratch. It begins with an introduction
to the programming environment,
which will be new to most learners.
They will be introduced to a selection
of motion, sound, and event blocks
which they will use to create their own
programs, featuring sequences. The
final project is to make a representation
of a piano. The unit is paced to focus on
all aspects of sequences, and make sure
that knowledge is built in a structured
manner. Learners also apply stages of
program design through this unit.

Programming B — Events and
actions in programs

This unit explores the links
between events and actions,
while consolidating prior learning
relating to sequencing. Learners
begin by moving a sprite in four
directions (up, down, left, and
right). They then explore
movement within the context of a
maze, using design to choose an
appropriately sized sprite. This
unit also introduces programming
extensions, through the use of
Pen blocks. Learners are given the
opportunity to draw lines with
sprites and change the size and
colour of lines. The unit concludes
with learners designing and
coding their own maze-tracing
program.

Branching databases

During this unit, learners will
develop their understanding
of what a branching database
is and how to create one.
They will gain an
understanding of what
attributes are and how to use
them to sort groups of
objects by using yes/no
questions. The learners will
create physical and on-screen
branching databases. Finally,
they will evaluate the
effectiveness of branching
databases and will decide
what types of data should be
presented as a branching
database.




