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Sharing information

In this unit, learners will
develop their
understanding of
computer systems and
how information is
transferred between
systems and devices.
Learners will consider
small-scale systems as
well as large-scale
systems. They will
explain the input,
output, and process
aspects of a variety of
different real-world
systems. Learners will
also take partin a
collaborative online
project with other class
members and develop
their skills in working
together online.

Vector drawing

In this unit learners will
find out that vector
images are made up of
shapes. They will learn
how to use the different
drawing tools and how
images are created in
layers. They will explore
the ways in which
images can be grouped
and duplicated to
support them in creating
more complex pieces of
work. This unit is
planned using the
Google Drawings app
other alternative pieces

of software are available.

Video editing

This unit gives learners
the opportunity to
learn how to create
short videos in groups.
As they progress
through this unit, they
will be exposed to
topic-based language
and develop the skills
of capturing, editing,
and manipulating
video. Active learning
is encouraged through
guided questions and
by working in small
groups to investigate
the use of devices and
software. Learners are
guided with step-by-
step support to take
their idea from
conception to
completion. At the
teacher’s discretion,
the use of green
screen can be
incorporated into this
unit. At the conclusion
of the unit, learners
have the opportunity
to reflect on and
assess their progress
in creating a video.

Programming A — Selection in physical
computing

In this unit, learners will use physical
computing to explore the concept of
selection in programming through the
use of the Crumble programming
environment. Learners will be
introduced to a microcontroller
(Crumble controller) and learn how to
connect and program components
(including output devices — LEDs and
motors) through the application of their
existing programming knowledge.
Learners will be introduced to
conditions as a means of controlling the
flow of actions, and explore how these
can be used in algorithms and programs
through the use of an input device
(push switch). Learners will make use of
their knowledge of repetition and
conditions when introduced to the
concept of selection (through the ‘if...
then...” structure) and write algorithms
and programs that utilise this concept.
To conclude the unit, learners will
design and make a working model of a
fairground carousel that will
incorporate their understanding of how
the microcontroller and its components
are connected, and how selection can
be used to control the operation of the
model. Throughout this unit, pupils will
apply the stages of programming
design.

Programming B — Selection in
quizzes

In this unit, pupils develop their
knowledge of ‘selection’ by
revisiting how ‘conditions’ can be
used in programming, and then
learning how the ‘if... then...
else...” structure can be used to
select different outcomes
depending on whether a
condition is ‘true’ or ‘false’. They
represent this understanding in
algorithms, and then by
constructing programs using the
Scratch programming
environment. They learn how to
write programs that ask questions
and use selection to control the
outcomes based on the answers
given. They use this knowledge to
design a quiz in response to a
given task and implement it as a
program. To conclude the unit,
learners evaluate their program
by identifying how it meets the
requirements of the task, the
ways they have improved it, and
further ways it could be
improved.

Flat-file databases

This unit looks at how a flat-
file database can be used to
organise data in records.
Pupils use tools within a
database to order and
answer questions about data.
They create graphs and
charts from their data to help
solve problems. They use a
real-life database to answer a
question, and present their
work to others.




