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	Spring 1
	Spring 2
	Summer 1 
	Summer 2 

	Computer Science 
	Year 5 Crash Course 
Links
	 Unit 5.1 Coding 
Links
	
	Unit 5.5 Game creator
Links 

	Core Knowledge to be taught 
	To recognise what instructions are and predict what might happen when they are followed.
To use code to make a computer program.
To recognise what objects and actions are.
To describe what an event is.
To use an event to control an object.
To begin to identify how code executes when a program is run.
To describe what backgrounds and objects are.
To plan and make a simple computer program based on prior learning.
To use IF and IF/ELSE statements.
To explain what a variable is in programming.

	To begin to simplify code. 
To create a playable game. 
To understand what a simulation is. 
To program a simulation using 2Code. 
To know what decomposition and abstraction are in Computer Science. 
To take a real life situation, decompose it and think about the level of abstraction. 
To understand how to use friction in code. 
To begin to understand what a function is and how functions work in codes. 
To understand what different variables types are and how to create a string. 
​​To understand how to create a string. 
To understand what concentration is and how it works.
	
	To plan a game. 
To design and create the game environment. 
To design and create the game quest. 
To finish and share the game. 
To self and peer evaluate. 

	Key Vocab 
	
	Action, abstraction, algorithm, button, called, coordinates, decomposition, event, function, if, nesting, object, physical system, properties, run, repeat, score, sequence, simplify/simplified, simulation, tab, timer, variable. 

	
	Animation, computer game, customise, evaluation, image, instructions, interactive, screenshot, texture, perspective, playability. 

	Information Technology
	
	
	5.3 /5.4 Spreadsheets /  databases 
5.3 Links
5.4 Links
	

	Core Knowledge to be taught 
	
	
	5.3:
To use formulae within a spreadsheet to convert measurements of length and distance. 
To use the count tool to answer hypotheses about common letters to use. 
To use a spreadsheet to model a real-life problem. 
To use formulae to calculate area and perimeter of shapes. 
To create formulae that use text variables. 
To use a spreadsheet to help plan a school cake sale. 

5:4
To learn how to search for information in a database. 
To contribute to a class database. 
To create a database around a chosen topic. 
	

	Key Vocab 
	
	
	5:3
Average function, advance mode, copy and paste, columns, cells, charts, equals tool, formula, formula wizard, move cell tool, random tool, rows, spin tool, spreadsheet, timer

5:4
Avatar, binary tree (branching database), charts, collaborative, data, database, find, record, sort, group and arrange, statistics and reports, table. 
	

	
	
	
	
	

	Online Safety 
	Self image and identity / online relationships 
	Online reputation / online bullying
	Managing online information
	Health and wellbeing 
Privacy and Security 

	Use - PM and links to Education for a connected world when planning Purple Mash and Education for a Connected World 2020.pdf
	I can explain how identity online can be  copied, modified or altered.
I can demonstrate how to make responsible  choices about having an online identity,  depending on context.
I can give examples of technology specific forms of communication (e.g. emojis, memes  and GIFs).
I can explain that there are some people I  communicate with online who may want to  do me or my friends harm. 
I can recognise  that this is not my/our fault. 
I can explain how someone can get help if  they are having problems and identify when  to tell a trusted adult. 
I can demonstrate how to support others  (including those who are having difficulties)  online.
I can describe some of the ways people may  be involved in online communities and  describe how they might collaborate  constructively with others and make positive  contributions. (e.g. gaming communities or  social media groups).


	I can search for information about an  individual 
I can describe ways that information about  anyone online can be used by others to make  judgments about an individual and why  these may be incorrect.
I can recognise online bullying can be  different to bullying in the physical world and  can describe some of those differences. I can describe how what one person  perceives as playful joking and teasing  (including ‘banter’) might be experienced by  others as bullying.
I can explain how anyone can get help if they  are being bullied online and identify when to  tell a trusted adult. 
I can identify a range of ways to report  concerns and access support both in school  and at home about online bullying.
I can explain how to block abusive users. 
I can describe the helpline services who can  support me and what I would say and do if I  needed their help (e.g. Childline or The Mix).
	I can explain the benefits and limitations of  using different types of search technologies  e.g. voice-activation search engine. 
I can  explain how some technology can limit the information I am presented with e.g. voice activated searching giving one result.
I can evaluate digital content and can explain  how to make choices about what is  
trustworthy e.g. differentiating between  adverts and search results. 
I can explain key concepts including 
information, reviews, fact, opinion, belief,  validity, reliability and evidence. 
I can identify ways the internet can draw us  to information for different agendas, e.g.  website notifications, pop-ups, targeted ads. 
I can describe ways of identifying when  online content has been commercially  sponsored or boosted, (e.g. by commercial  companies or by vloggers, content creators,  influencers). 
I can describe how fake news may affect  someone’s emotions and behaviour and  explain why this may be harmful.  
I can explain what is meant by a ‘hoax’. I can  explain why someone would need to think  carefully before they share.
I can explain what is meant by ‘being  sceptical’. I can give examples of when and  why it is important to be ‘sceptical’.

	I can describe ways technology can affect  health and well-being both positively (e.g.  mindfulness apps) and negatively. 
I can describe some strategies, tips or advice  to promote health and well-being with  regards to technology.
I recognise the benefits and risks of  accessing information about health and well being online and how we should balance this  with talking to trusted adults and  
professionals
I can explain how and why some apps and  games may request or take payment for  additional content (e.g. in-app purchases,  lootboxes) and explain the importance of  seeking permission from a trusted adult  before purchasing.



	Core Knowledge to be taught 
	
	
	
	

	Key Vocab 
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Year 5

	Spring 1
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	
	RSE & ONLINE SAFETY

RESOURCES & GUIDANCE CAN BE FOUND HERE,  HERE and Project Evolve 

RSE & Online Safety is to be taught weekly with the first session in Week 1 being 45-50 minutes followed by smaller sessions weekly (10-15 minutes).

Self Image and online identity / online relationships 

I can explain how identity online can be  copied, modified or altered.
I can demonstrate how to make responsible  choices about having an online identity,  depending on context.
I can give examples of technology specific forms of communication (e.g. emojis, memes  and GIFs).
I can explain that there are some people I  communicate with online who may want to  do me or my friends harm. 
I can recognise  that this is not my/our fault. 
I can explain how someone can get help if  they are having problems and identify when  to tell a trusted adult. 
I can demonstrate how to support others  (including those who are having difficulties)  online.
I can describe some of the ways people may  be involved in online communities and  describe how they might collaborate  constructively with others and make positive  contributions. (e.g. gaming communities or  social media groups).


	
	Self Image and online identity

PROFILE CHANGERS

40 - 50 mins 

Preparation

Make a Jamboard available to each group of pupils. Provide online profile headings. 

Pupils can cut and paste from others profiles.



	Self Image and online identity

PROFILE PICTURE 1

10-15 mins

Preparation 

Use MashCam to create of profile pictures to match different situations 
	Self Image and online identity

PROFILE PICTURE 2

10-15 mins

Preparation

Collate Mash Cam images  together onto JamBoards or Google slides

Discuss how easily photos can be edited and appearances changed 
	Online relationships

WHAT IS HARM?

10 - 15 mins

Preparation  

Copy of MOR Yr 5 s1

Make slide deck available to pupils - use slides 1 - 3 to identify the language we can use to describe harm 
	Online relationships

HARM


10 - 15 mins

Preparation 

Copy of MOR Yr 5 s1

Print off the different scenarios from the slide deck -  get pupils to discuss solutions in groups.  
	Online relationships

POSITIVE RELATIONSHIPS 
10-15

Preparation 

Cpmmunity MOR

Make Jamboard available. Use to collect and discuss different types of community


	

	Computing
	Prior vocabulary to be reviewed: N/A - coding not taught previously -  so children will complete a catch up 
Prior knowledge to be recapped: The catch programme allows pupils to access the Year 5 curriculum 

	
	Key vocabulary to be taught: Action, Code, Event, Algorithm, Command, Execute, Background, Debug, Debugging, Input, Collision Detection, Timer-After-Command, Properties, Buttons, IF Statements, ELSE IF Statements, Variables
Core Knowledge to be taught:
To recognise what instructions are and predict what might happen when they are followed.
To use code to make a computer program.
To recognise what objects and actions are.
To describe what an event is.
To use an event to control an object.
To begin to identify how code executes when a program is run.
To describe what backgrounds and objects are.
To plan and make a simple computer program based on prior learning.
To use IF and IF/ELSE statements.
To explain what a variable is in programming.

	
	Useful Links: Knowledge Organisers, Overview, Key Vocabulary, Coding Crash Course Overview

	
	LI: Introduction to Coding: Objects,
Actions and
Events
Activity:
Children can explain what coding is.
Children know that for the computer to make something happen, it
needs to follow clear instructions.
Children can create a program using event, object and action code
blocks.
Children can explain what events, objects and actions do in a
program.


	LI: Introduction to Coding: Modifying the properties of objects and buttons 

Activity:
Children can create a computer program that includes different
object types.
Children can create a computer program that includes a button
object.
Children can modify the properties of an object and a button to fit
their program design.
Children can explain what a button does in their program.
	LI: Introduction to Coding: Repeat commands 

Activity:
Children understand how the turtle object moves. Children can use the repeat command with an object. Children can create a computer program that includes use of the repeat command. 4 IF and IF/ELSE Statements 
	LI: Introduction to Coding: Using IF and IF/ELSE statements 

Activity:
Children can create a program that includes an IF and IF/ ELSE statement. Children can interpret a flowchart that depicts an IF and an IF/ ELSE statement
Children can read code that includes repeat until and IF/ ELSE and explain how it works. 
	LI: Introduction to Coding: 
Activity:

Children can explain what a variable is in programming.
Children can create and use variables when programming.
	LI: Introduction to Coding: using programmes to reflect real life scenarios 

Activity:

Children can create a program which represents a physical system. Children can create and use functions in their code to make their programming more efficient.
	LI: Introduction to Coding: children can create a playable game
Activity:

Children can read code that includes repeat until and IF/ ELSE and explain how it works
Children can create a program that includes and IF/ ELSE statement. Children can interpret a flowchart that depicts an IF/ ELSE statement.






	Spring 1
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	Online safety 
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: N/A

	
	Key vocabulary to be taught:
Action, abstraction, algorithm, button, called, coordinates, decomposition, event, function, if, nesting, object, physical system, properties, run, repeat, score, sequence, simplify/simplified, simulation, tab, timer, variable. 

Core knowledge to be taught:
To begin to simplify code. 
To create a playable game. 
To understand what a simulation is. 
To program a simulation using 2Code. 
To know what decomposition and abstraction are in Computer Science. 
To take a real life situation, decompose it and think about the level of abstraction. 
To understand how to use friction in code. 
To begin to understand what a function is and how functions work in codes. 
To understand what different variables types are and how to create a string. 
​​To understand how to create a string. 
To understand what concentration is and how it works.

	
	Useful links: 

	
	
	


	
	
	
	.
	








	Spring 2
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	
	RSE & ONLINE SAFETY

Online reputation / online bullying 

RESOURCES & GUIDANCE CAN BE FOUND HERE,  HERE and Project Evolve 

RSE & Online Safety is to be taught weekly with the first session in Week 1 being 45-50 minutes followed by smaller sessions weekly (10-15 minutes).

Core knowledge to be taught:

I can search for information about an  individual 
I can describe ways that information about  anyone online can be used by others to make  judgments about an individual and why  these may be incorrect.
I can recognise online bullying can be  different to bullying in the physical world and  can describe some of those differences. I can describe how what one person  perceives as playful joking and teasing  (including ‘banter’) might be experienced by  others as bullying.
I can explain how anyone can get help if they  are being bullied online and identify when to  tell a trusted adult. 
I can identify a range of ways to report  concerns and access support both in school  and at home about online bullying.
I can explain how to block abusive users. 
I can describe the helpline services who can  support me and what I would say and do if I  needed their help (e.g. Childline or The Mix).




	
	ONLINE REPUTATION
40 - 50 mins
All that it seems  Yr 5 s1&2
Preparation Pupils will need Jamboard or Google Slides  -  work in groups. To create a celebrity report. 
Introduce: https://swiggle.org.uk/

	ONLINE REPUTATION

10-15 Mins


All that it seems  Yr 5 s1&2

Preparation - make the celebrity reports available to pupils on Jamboard - as pupils to give the reports a positivity rating. 
	ONLINE BULLYING 

15 mins


OB Y5S1 Online vs. Offline

Preparation
Make sure the video on slide 2 is working

Discuss slides 3-8 
	BANTER?


15 mins 


 Bullying or banter?

Preparation
Use slides to support class discussion.

Make Jamboard available for pupils to record definitions 
	BLOCKING AND REPORTING
10 mins


Blocking and reporting

Preparation
Make sure you have read the slides and have understood the activities. Print copies for sorting. 

	GETTING HELP


30-40 mins over 2 sessions 


Getting help

Preparation 
Carefully read activity notes. Print resource sheet if necessary.

I can describe the helpline services which can help people exper.pdf

	Computing
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: N/A

	
	Core knowledge to be taught:
To begin to simplify code. 
To create a playable game. 
To understand what a simulation is. 
To program a simulation using 2Code. 
To know what decomposition and abstraction are in Computer Science. 
To take a real life situation, decompose it and think about the level of abstraction. 
To understand how to use friction in code. 
To begin to understand what a function is and how functions work in codes. 
To understand what different variables types are and how to create a string. 
​​To understand how to create a string. 
To understand what concentration is and how it works.


	
	Useful links: Lesson Plans, Knowledge Organiser Key Vocabulary

	
	LI: to code efficiently.
Teacher video  
Activity: 
Children can use simplified code to make their programming more efficient. 
Children can use variables in their code. 
Children can create a simple playable game. 
	LI: to simulate a physical system. 

Teacher video

Activity:

Children can plan an algorithm modelling the sequence of traffic lights. 

Children can select the right images to reflect the simulation they are making. 

Children can use their plan to program the simulation to work in 2Code. 
	LI: to use decomposition and abstraction. 

Teacher video 

Activity:

Children can make good attempts to break down their task into smaller achievable steps. 

Children recognise the need to start coding at a basic level of abstraction to remove superfluous details from their program that do not contribute to aim of the task. 

	LI: to use friction and functions. 

Teacher video 

Activity:

Children can create which represents a physical system. 

Children can create and use functions in their code to make their programming more efficient. 



	LI: to introduce strings. 

Teacher video

Activity:

Children can create and use strings in programming. 

Children can set/change variable values appropriately. 

Children know some ways that text variables can be used in coding. 
	LI: to use text variables and concatenation.

Teacher video

Activity: 

Children can create a string and use it within their program. 

Children can use strings to produce a range of outputs in their program. 
	






	Spring 2
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	Online safety 
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: N/A

	
	Core knowledge to be taught:
To gain a greater understanding of the impact that sharing digital content can have. 
To review sources of support when using technology and children’s responsibility to one another in their online behaviour. 
To know how to maintain secure passwords. 
To understand the advantages, disadvantages, permissions and purposes of altering an image digitally and the reasons for this. 
To be aware of appropriate and inappropriate text, photographs and videos and the impact of sharing these online. 
To learn about how to reference sources in their work. 
To search the Internet with a consideration for the reliability of the results of sources to check validity and understand the impact of incorrect information. 
To ensure reliability through using different methods of communication.

	
	

	
	LI: To recognise responsibility and support online
Share knowledge organiser
Purple Mash 5.2 - Lesson 1
Children understand that they have a responsibility to be safe online, kind to others and know where to find support if needed.
	LI: To identify ways to protect privacy

Purple Mash 5.2 - Lesson 2

Children understand the use of passwords

Children understand the importance of using usernames

Children understand the importance of keeping their details private
	LI: To identify a source

Purple Mash 5.2 - Lesson 3

Children are able to identify different types of source

Children are able to skim read and copy ideas
	LI: To identify reliable sources

Purple Mash 5.2 - Lesson 4

Children can identify safe websites

Children are able to identify features of a reliable source
	
	.
	





	Summer 1
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	Information Technology
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: N/A

	
	Core knowledge to be taught:
5.3
To use formulae within a spreadsheet to convert measurements of length and distance. 
To use the count tool to answer hypotheses about common letters in use. 
To use a spreadsheet to model a real-life problem. 
To use formulae to calculate area and perimeter of shapes.
To create formulae that use text variables. 
To use a spreadsheet to help plan a school cake sale.  

5.4
To learn how to search for information in a database. 
To contribute to a class database. 
To create a database around a chosen topic. 

	
	Key Vocabulary:
average function, advance mode, copy and paste, columns, cells, charts, equals tool, formula, formula wizard, timer, random tool, rows, spin tool, spreadsheet, move cell tool.

	
	Useful links: Lesson Plans 5.3 Lesson Plans 5.4 Knowledge Organiser 5.3 Knowledge Organiser 5.4 Key Vocabulary

	
	LI: to create formulae to convert units of measurements. 
Teacher video 5.3 Lesson 1 
Children can create a formula in a spreadsheet to convert M to CM. 
Children can apply this to creating a spreadsheet that converts miles to km and vice versa.

 
	LI: to use the count tool. 

Teacher video 5.3 Lesson 2 

Children can use a spreadsheet to work out which letters appear most often. 

Children can use the ‘how many’ tool. 

	LI: to use formulae including advanced mode. 
Teacher video 5.3 Lesson 3 

Children can use a spreadsheet to work out the area and perimeter of rectangles. 

Children can use these calculations to solve a real-life problem. 

	LI: to use text variables to perform calculations. 

Teacher video 5.3 Lesson 4 

Children can create simple formulae that use different variables. 

Children can create a formula that will work out how many days there are in X number of weeks or years.
	LI: to apply skills to a real-life situation.

Teacher video 5.3 Lesson 5

Children can use a spreadsheet to model a real-life situation and come up with solutions that can be practically applied. 


LI: to search a database. 

Children understand the different ways to search a database. 

Children can search a database to answer questions correctly. 
	LI: to create a class database. 

Children can design an avatar for a class database. 

Children can successfully enter information into a class database.

	LI: to create a topic database. 

Children can create their own database on a chosen topic. 

Children can add records to their database. 

Children know what a database field is and can correctly add field information. 

Children understand how to word questions so that they can be effectively answered using a search of their database. 

Children understand how to word questions so that they can be effectively answered using a search of their database. 






	Summer 1
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	Online safety 
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: N/A

	
	Core Knowledge to be taught:
To explore online bullying
To identify support networks online and offline
To recognise healthy relationships
To recall the SMART rules 
To identify key information that needs to be private
To realise the dangers of sharing information online

	
	

	
	Lesson 1: Online bullying
Year 5 - Online bullying
Children will be aware of support available
Children will be aware of their responsibilities online
	Lesson 2:
Online relationships

Year 5 - Online Relationships

Children will understand the SMART rules

Children will understand the dangers of meeting someone that you have spoken to online.

Children will understand the importance of keeping safe.
	Lesson 3: Managing online information

Year 5 - Managing Online Information

Children will know how to keep their information safe online

Children will know to protect personal information

	Lesson 4: Copyright and ownership

Year 5 - Copyright and Ownership

Children to identify sources that would be copyright

Children to explore the idea of online ownership
	
	.
	





	Summer 2
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	Information Technology
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: N/A

	
	Core knowledge to be taught:

To plan a game. 
To design and create a game environment. 
To design and create a game quest. 
To finish and share the game. 
To self and peer evaluate. 


	
	Useful links: Lesson Plans Knowledge Organiser  Key Vocabulary

	
	LI: to set the scene. 
Children can review and analyse a computer game. 
Children can describe some of the elements that make a successful game. 
Children can begin the process of designing their own game. 
	LI: to create the game environment. 

Children can design the setting for their game so that it fits with the selected theme. 

Children can upload images or use the drawing tools to create the walls, floor and roof. 




	LI: to continue creating a game environment. 

Children can design characters for their game. 

Children can decide upon, and the change, the animations and sounds the characters make. 


	LI: to finish and share. 

Children can make their game more unique by selecting the appropriate options to maximise their playability. 

Children can write informative instructions for their game so that other people can play it. 
	LI: to evaluate a project. 

Children can evaluate their own and peer’s games to help improve their design for the future. 
	.
	






	Summer 2
	Week 1

	Week 2

	Week 3

	Week 4

	Week 5

	Week 6

	Week 7


	Online safety 
	Prior vocabulary to be reviewed: N/A 
Prior knowledge to be recapped: 
Online safety from Spring 2 and Summer 1

	
	


	
	

	
	Short Input: Recap Spring 1 -  Online Responsibility and Reputations
	Short Input:
Recap Spring 2 - Identifying sources that are reliable

	
	Short Input: Recap Summer 1 - Managing online information
	Short Input:
Recap Summer 2 - Copyright and Ownership
	.
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