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	Year 3
	Autumn
	Spring
	Summer

	Computing topic: 
	Connecting Computers
	Stop-frame Animation
	Desktop Publishing
	Branching Databases
	Sequencing Sounds
	Events and Actions in Programs

	Learning Objective
	To explain how digital devices function
To identify input and output devices
To recognise how digital devices can change the way that we work
To explain how a computer network can be used to share information
To explore how digital devices can be connected
To recognise the physical components of a network
	To explain that animation is a sequence of drawings or photographs
To relate animated movement with a sequence of images
To plan an animation
To identify the need to work consistently and carefully
To review and improve an animation
To evaluate the impact of adding other media to an animation
	To recognise how text and images convey information
To recognise that text and layout can be edited
To choose appropriate page settings
To add content to a desktop publishing publication
To consider how different layouts can suit different purposes
To consider the benefits of desktop publishing
	To create questions with yes/no answers
To identify the attributes needed to collect data about an object
To create a branching database
To explain why it is helpful for a database to be well structured
To plan the structure of a branching database
To independently create an identification tool
	To explore a new programming environment
To identify that commands have an outcome
To explain that a program has a start
To recognise that a sequence of commands can have an order
To change the appearance of my project
To create a project from a task description
	To explain how a sprite moves in an existing project
To create a program to move a sprite in four directions
To adapt a program to a new context
To develop my program by adding features
To identify and fix bugs in a program
To design and create a maze-based challenge

	Knowledge
	To describe what an input is
To explain that a process acts on the inputs
To explain that an output is produced by the process
To explain how computer systems can change the way that we work
To identify how changing the process can affect the output
To recognise that a digital device is made up of several parts
To recognise that computers can be connected to each other
To identify how devices in a network are connected to each other
To recognise that a network is made up of a number of components
To explain how information is passed through multiple connections 
To identify the benefits of computer networks
	To explain that an animation is made up of a sequence of images
To identify that a capturing device needs to be in a fixed position
To recognise that smaller movements create smoother animation
To explain the need for consistency in working
To explain the impact of adding other media to an animation 
To explain that a project must be exported so that it can be shared
	To recognise how text and images can be used together to convey information
To define landscape and portrait as two different page orientations
To consider how different layouts can suit different purposes
To recognise that DTP pages can be structured with placeholders
To recognise how different font styles and effects are used for particular purposes
To consider the benefits of using a DTP application
	To investigate questions with yes/no answers
To identify attributes that you can ask yes/no questions about
To select an attribute to separate objects into two similarly sized groups
To explain that a branching database is an identification tool
To recognise that a data set can be structured using yes/no questions
To explain that a well-structured branching database will enable you to identify objects using fewer questions
To relate two levels of a branching database using AND
To suggest real-world applications for branching databases
	To explain that programs start because of an input
To explain what a sequence is
To identify that a program includes sequences of commands
To identify that the sequence of a program is a process
To explain that the order of commands can affect a program’s output
To identify that different sequences can achieve the same output
To identify that different sequences can achieve different outputs
	To explain that programs start because of an input
To explain what a sequence is
To identify that a program includes sequences of commands
To identify that the sequence of a program is a process
To explain that the order of commands can affect a program’s output
To identify that different sequences can achieve the same output
To identify that different sequences can achieve different outputs

	Skills
	To identify input and output devices
To explain that a computer system accepts an input and processes it to produce an output
To explain how a computer network can be used to share information
To explain the role of a switch server and wireless access point in a network
To identify network devices around me 
To explain how networks are connected to other networks around me
	To set up the work area with an awareness of what will be captured 
To play an animation using a storyboard 
To capture an image
To use an onion skinning tool to review subject position 
To move a subject between captures 
To review a captured sequence of frames as an amination
To remove frames to improve an animation
To add media to enhance an animation
To review a completed project
	To show that page orientation can be changed
To add text to a placeholder
To organise text and image placeholders in a page layout
To add and remove images to and from placeholders
To edit text in a placeholder
To move resize and rotate images
To choose fonts and apply effects to text
To review a document
	To create questions with yes/no answers
To choose questions that will divide objects into evenly sized subgroups
To repeatedly create subgroups of objects
To identify an object using a branching database
To retrieve information from different levels of the branching database
	To build a sequence of commands
To combine commands in a program
To order commands in a program
To create a sequence of commands to produce a given outcome
	To build a sequence of commands
To combine commands in a program
To order commands in a program
To create a sequence of commands to produce a given outcome

	[bookmark: _GoBack]Key vocabulary
	Digital device, input, process, output, Program, digital, non-digital, Connection, network, network switch, Server, wireless access point, Network cables, network sockets

	Animation, flip book, Stop-frame animation, frame, sequence, image, photograph, Setting, character, events, onion skinning, consistency, Evaluation, animation, delete, frame, media, import, transition

	Text, images, advantages, disadvantages, communicate, Font, font style, communicate, template, Landscape, portrait, orientation, placeholder, template, layout, content, Desktop publishing, copy, paste, Layout, purpose, benefits

	Attribute, value, questions, table, objects, Branching database, equal, even, separate, value, questions, objects, structure, compare, order, organise, selecting, information, decision tree

	Scratch, programming, blocks, commands, code, sprite, costume, stage, backdrop, Sprites, programming blocks, motion, turn, point in direction, go to, glide, Sequence, event, task, design, code, run the code, Sequence, order, note, chord, Sprite, Design, algorithm, bug, debug

	Motion, event, sprite, algorithm, logic, Move, resize, Extension block, pen up, set up, Pen, design, event, action, algorithm, Debugging, errors, setup, Design, code, test, debug, actions, events


	Speaking & Listening
	Listen and respond- How computers are connected. To begin to verbally describe the links between devices. To ask questions- How is it made? To make comments about the composition of animation. 
	Following instructions. Questioning methods when stuck. Asking for help from partner. Verbal communication with peers when making decisions. 
	Following instructions. Asking for help when needed. Working with peers- conversing before completing task. Listening to and evaluating sounds around us and electronically. 

	Big questions/ Line of enquiry
	Who can computers connect? 
What link does this create to the rest of the world? 
What would life be like without these connections? 
	Why do we animate pictures?
How do animations make us feel? 
Who is targeted by animation? 
	Why do people publish text via computers? What are the benefits of using computers to compose a piece of writing? 
	Why do we provide more than one answer? Why might our opinions/ views differ? How can we make this more accessible? 
	How are these sounds used? Do we come across these in our day to day lives? What might we need to consider about our consumer? What is the alternative for those who cannot hear? 
	What if, when, then? What effect will these changes have on my whole project? 
How could we edit our programme to make it user friendly for all? 

	Links to SMSC/ Values
	Tolerance/ Mutual Respect:
Respect beliefs and faiths of others, Hope, Peace and love for those around the world. Joy- animation (silent animation can reach all people). 
	Co-operation, teamwork, respect of others opinions. Fair opportunities. Tolerance and mutual respect. Individual Liberty- my view: the way I like to present my work. 
	Consequences. Hope for outcome. Teamwork. Respect of opinion/ view of others. Tolerance when working in a team. Democracy- a fair say. Courage to speak up during a team task. Faith and hope in our planned program. 

	Outdoor learning opportunities
	
	Branching Databases around things in nature? 
	


	Extra-curricular visits/visitors
	Art exhibition- animation? 
	
	

	Key figures
	Walt Disney. Wallace and Gromit studios. 
	
	 Ada Lovelace 



E-Safety content embedded throughout 

