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Year group:  6 Autumn 1 iLearn2 Unit: Computers: Past, Present and Future Subject Leader: V Mitchell 
 

Prior linked knowledge National curriculum objectives Future linked knowledge 

Year 5 Computer Networks and 
the Internet: 

 To understand computer 
networks, including the internet 
and cloud computing; how they 
can provide multiple services, 
such as the World Wide Web, 
and the opportunities they offer 
for communication and 
collaboration. 

Select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range of 
programs, systems and content that accomplish given goals. 

Key Stage 3 Computing: 

 understand the hardware and software 
components that make up computer systems, and 
how they communicate with one another and with 
other systems.  

 understand how instructions are stored and 
executed within a computer system; understand 
how data of various types (including text, sounds 
and pictures) can be represented and manipulated 
digitally, in the form of binary digits 

Resources Possible hooks/enrichment 
activities 

Cross-curricular links Online Safety strand (Education for a Connected 
World/Project Evolve): 

 Lesson 1: computers at home 
sheet or access to desktop 
publishing software, youtube 
‘this drone is a lifeguard’ video, 
youtube video ‘inside alibaba’s 
smart warehouse’, document 
software. 

 Lesson 2: iLearn2 video, adobe 
spark timeline creator. 

 Lesson 3: 1980s to now pdf, 
access to a child friendly search 
engine. 

 Lesson 4: how was technology 
predicted powerpoint. 

 Look at examples of older 
pieces of equipment and 
technology. Is this modern 
technology? Guess what 
the piece of 
equipment/hardware is 
and what purpose it has. 

 In lesson 4, look at how 
the film Back to the Future 
predicted what technology 
would be like and compare 
it to current technology. 

 Design Technology – exploring the 
electrical systems used in 
products and how they help us. 

 History – exploring the history of 
technology and computers and 
the technological advances that 
have occurred over time. 

 

Self Image and Identity 

 I can identify and critically evaluate online 
content relating to gender, race, religion, 
disability, culture and other groups, and explain 
why it is important to challenge and reject 
inappropriate representations online. 

 I can describe issues online that could make 
anyone feel sad, worried, uncomfortable or 
frightened. I know and can give examples of 
how to get help, both on and offline. 

 I can explain the importance of asking until I get 
the help needed. 

Lesson Sequence 

Lesson 1  
Computers (present) 
To recall how computers help our lives. To know the 
differences between computers in the past and now. 
To present how computers and current technology 

Lessons 2 & 3  
Computers (Past) 
To know how computers and technology has 
changed over the past 30 years.  
To create a simplified key event timeline of the 

Lesson 4  
Computers (Future) 
To predict what computers will be like in the future, 
linked to our everyday life and how tasks and 
hobbies could be improved by technology. 
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help us and our families. history of computing. 
To research what pieces of 1980s technology was 
used for and how the same tasks are achieved now. 

Key vocabulary 

Computers 
Present/now  
Drone 
Cars 
Cameras 
 
 

Computers 
Past 
Pre-internet 
Floppy disks 
Cassettes 
Cartridges 
CDs 
Mouse 
Windows 
Mac 

Artificial intelligence (AI) 
Machine learning 
Robots 
Tablets 
Video conference 
Wearable technology 
3D cinema 
Drones 
Robots 
Finger print payments 
Electric cars 

Key skills throughout unit 

 Show awareness of how computers and digital technology helps us today. 

 Understand how technology has changed over time and represent it as an interactive timeline. 

 Understand the impact (positive/negative) technological changes have on society. 

 Predict how technology will change in the future.  
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Year group: 6 Autumn 2 iLearn2 Unit: Scratch Programming Subject Leader: V Mitchell 
 

Prior linked knowledge National curriculum objectives Future linked knowledge 
Year 5 Scratch Programming: 

 To program inputs for 
control, selection 
(conditions) and sensing for 
interaction and 
data variables for scoring 
and a game timer.  

 To program distance sensing 
and movement. 

 To program inputs, outputs, 
loops, conditions, sensing 
and variables. 

 To program list variables that 
choose randomly. 

 Design, write and debug programs that accomplish specific goals; solve 
problems by decomposing them into smaller parts. 

 Use sequence, selection, and repetition in programs; work with variables 
and various forms of input and output. 

 Use logical reasoning to explain how some simple algorithms work and to 
detect and correct errors in algorithms and programs. 

Key Stage 3 Computing: 

 Design, use and evaluate computational 
abstractions that model the state and behaviour of 
real-world problems and physical systems 
understand several key algorithms that reflect 
computational thinking. 

 Use logical reasoning to compare the utility of 
alternative algorithms for the same problem. 

Resources Possible hooks/enrichment 
activities 

Cross-curricular links Online Safety strand (Education for a Connected 
World/Project Evolve): 

All lessons use iLearn2 and 
Scratch. 
 
 

 To play a retro space invaders game 
and explore how they use this to 
program their own space invaders 
style game. 

 To play a retro pong game and 
explore how they use this to 
program their own pong style game. 

Maths:  

 Position and direction – directing their 
sprites to move in a certain way. 

 Problem solving. 

Online Relationships 

 I can explain how sharing something online may 
have an impact either positively or negatively. 

 I can describe how to be kind and show respect 
for others online including the importance of 
respecting boundaries regarding what is shared 
about them online and how to support them if 
others do not. 

 I can describe how things shared privately 
online can have unintended consequences for 
others, e.g. screen-grabs. 

 I can explain that taking or sharing 
inappropriate images of someone (e.g. 
embarrassing images), even if they say it is 
okay, may have an impact for the sharer and 
others; and who can help if someone is worried 
about this. 
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Lesson Sequence 

Lesson 1  
Scratch Space 
To program a space invaders style 
game, using: inputs, selection, sensing, 
loops, random variables, conditions. 

Lesson 2 
Scratch Tennis 
To program a tennis style game in 
Scratch using: inputs, selection, 
sensing, random variables, operators, 
data variables. 

Lesson 3 
Scratch Paint 
To program a Microsoft paint style 
program in Scratch, using: inputs to 
draw, sensing, selection and 
broadcasts. 

Lessons 4 & 5 
Scratch Tablet 
To program a tablet simulator in 
Scratch using the following commands; 
click/touch inputs, message 
commands, show and hide sprites, 
costume changes. 

Key vocabulary 
Sprite 
Costume changes 
Backdrop 
Inputs 
Selection 
Sensing 
Operators 
Random variables 
Loop 

Sprite 
Backdrop 
Inputs 
Selection 
Sensing 
Operators 
Random variables 
Loop 
Condition 

Sprite 
Inputs 
Erase all code block 
Selection 
Sensing 
Operators 
Broadcast 

Sprite 
Simulator 
Stage 
Home button 
Input 
Broadcast 
App icon 
App screen 
 
 
 
 
 
 
 

Key skills throughout unit 

 Program inputs, outputs, loops and random variables for unpredictability.  

 Program inputs, selection, sensing, random variables, operators for direction and data variables for scoring. 

 Use inputs, selection (conditions), loops, sensing, costume changes and broadcasts. 
 Work with multiple sprites, sending broadcast messages between them. 
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Year group:  6 Autumn 2 iLearn2 Unit: Virtual Reality Subject Leader: V Mitchell 
 

Prior linked knowledge National curriculum objectives Future linked knowledge 
Year 5 3D Design: 

 To use 3D Computer Aided Design software to add and 
combine shapes to design a 3D model, including: 

 Understanding 3D spacial awareness. 

 Adding 3D shapes, resize, adjust height, duplicate and 
use the different perspective and using these to re-
create different types of buildings, roads/paths. 

 Adding shapes for windows and doors. 
Year 5 Scratch Programming: 

 To program inputs for control, selection (conditions) and 
sensing for interaction and data variables for scoring and 
a game timer.  

 To program distance sensing and movement. 

 To program inputs, outputs, loops, conditions, sensing 
and variables. 

 To program list variables that choose randomly. 

 Select, use and combine a variety of 
software (including internet services) on a 
range of digital devices to design and 
create a range of programs, systems and 
content that accomplish given goals. 

Key Stage 3 Computing: 

 design, use and evaluate computational abstractions 
that model the state and behaviour of real-world 
problems and physical systems. 

 undertake creative projects that involve selecting, 
using, and combining multiple applications, preferably 
across a range of devices, to achieve challenging 
goals, including collecting and analysing data and 
meeting the needs of known users 

Resources Possible hooks/enrichment 
activities 

Cross-curricular links Online Safety strand (Education for a Connected 
World/Project Evolve): 

All lessons use iLearn2 & Cospaces 
website/app. 
 
Pupils can view their environment 
through the app and using Google 
Cardboard. 

 English and Art - Build story 
settings to inspire descriptive 
writing.  

 History – Creating a virtual 
reality environment of an event 
in WWII. 

 History: Dramatisation of 
an event in WWII/WWII 
blackout 

 

Online Bullying 

 I can describe how to capture bullying 
content as evidence (e.g screen- grab, URL, 
profile) to share with others who can help 
me. 

 I can explain how someone would report 
online bullying in different contexts. 

Lesson Sequence 

Lesson 1  
What is Virtual Reality 
To know what virtual reality I and how it can 
be used to help people.  
Spaces and environments 
To begin to create their own space. To begin 
to change the environment. 
The camera 

Lesson 2  
Animation 
To alter an object through 
animation in an 
environment.  
Write Code 
To use code blocks to 
move an object in an 

Lesson 3  
Use groups 
To group objects together 
to make it easier to 
program them at the 
same time. 

Lesson 4  
Text, conditions and 
inputs 
To use code to make the 
environment more 
interesting. To use the 
actions and events code 
blocks to make a game 

Lesson 5 
Scenes, Shapes and 
conditions 
To add another scene to 
the Cospace. To create 
planet shapes and add 
conditions to show factgs 
when a plant is clicked. 
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To use the camera to be able to view the 
space as a player. To view the camera from 
different angles. 
Objects 
To add objects to an environment from the 
built in library and drag the objects into the 
environment. To be able to alter the object’s 
colour. 

environment. To program 
how far an object is to 
move, the direction it will 
take and how long it will 
take. To use a loop to 
make an object move 
continuously. 

interactive. Challenge: To 
use the code blocks to 
program a character to 
give instructions, or say a 
fact.  

Key vocabulary  

Virtual Reality 
Computer generated 
VR headset 
Immersive 
Reality 
Space 
Editor 
Environment 
Camera 
Arrows 
360 degrees 
Tilt 
Orbiting  
Speed 
 

Objects 
Drag  
Rotate 
Colour  
 
 

Animation 
Movement 
Realism  
Code 
Blocks 
Loop 
Movement 
Turn  
Direction  
 

Groups 
Program 
Duplicate 
Blocks  
Text 
Conditions 
Inputs 
 

Scene 
Shape 
Condition 
 
 
 
 
 
 
 
 

Key skills throughout unit 

 Learn what virtual reality is and how it can be used to help people. 

 Add, move and resize objects in a virtual reality environment  

 Animate objects for realism. 

 Use code blocks to add movement (with grouping) and interactions (conditions). 

 Create multiple scenes of VR environments. 
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Year group: 6 Spring 1 iLearn2 Unit: Image Editing Subject Leader: V Mitchell 
 

Prior linked knowledge National curriculum objectives Future linked knowledge 
Year 4 Animation: 

 To create a stop-motion video 
by duplicating slides that include 
backgrounds and shapes. 

 To create animation using transition and 
animation effects (morph, motion paths, 
pulse etc), including taking and editing a 
screenshot. 

 To animate individual elements of 
objects.  

 To create animated GIF files by animating 
pixels. 

 Select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range of 
programs, systems and content that accomplish given goals. 

Key Stage 3 Computing: 

 Undertake creative projects that involve 
selecting, using, and combining multiple 
applications, preferably across a range of 
devices, to achieve challenging goals 

Resources Possible hooks/enrichment 
activities 

Cross-curricular links Online Safety strand (Education for a 
Connected World/Project Evolve): 

All lessons use iLearn2, in addition to: 

 Lesson 1: PixLR X editor & chosen 
presentation software (powerpoint or 
keynote) 

 Lessons 2 & 3: PixLR X editor & Google 
Maps 

 Lesson 4: PixLR E editor 

 Exploring edited and 
unedited images. What 
has been edited? 

 

 Science – exploring filters, light and 
colour editing and the effect of light on 
an image. 

Online Reputation  

 I can explain the ways in which anyone 
can develop a positive online 
reputation. 

 I can explain strategies anyone can 
use to protect their ‘digital 
personality’ and online reputation, 
including degrees of anonymity. 

Lesson Sequence  

Lesson 1  
What is image editing?  
Adjusting colours, contrast and 
brightness to improve an image 
To adjust and edit an image to improve 
its appearance. To create a before and 
after slide in presentation software to 
compare the image improvements. 

Lesson 2 & 3 
Taking, Importing a Screenshot, Crop & Ratios 
To take and import a screenshot from Google Maps into image editing software. 
To crop a screenshot. 
Add Text and Drawing Layers  
To edit and annotate the map image screenshot by adding drawing and text layers.   
Add Image Layers  
To add images as layers and resize and add effects to a map image. 

Lesson 4 
Add colour elements to a black 
and white image 
To add colour elements to a black 
and white image using an image 
editor. 

Key vocabulary 

Colour Screenshot Right click 
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Light 
Tone  
Right click 
Image 
Zoom 
Adjust tool 
Colour editing 
Temperature 
Vibrance 
Tint  
Brightness 
Contrast  
Highlight 
Shadow 
Sharpen  
Before and after  

Import 
Crop 
Ratios 
Aspect ratio 
Proportions 
Annotate 
Brush tool 
Brush size 
Font style 
Text tool 
Drawing layer 
Text layer 
Images 
Image layer 
Resize 
Effects  

Image 
Zoom tool 
Colour image 
Layers 
Duplicate 
Background copy 
Saturation  
Click and drag 
Rubber brush 
Edit menu 
Undo  
 
 

Key skills throughout unit 

Adjust the colours, brightness and contrast to improve a photo. 
Create a before and after slide in presentation software.  
Take and crop a screenshot. 
Add drawing and text layers. 
Import new images as layers and resize them to fit. 
Add colour elements to a black and white photo using layers and eraser tools. 
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Year group: 6 Spring 2 iLearn2 Unit: Graphic Design Subject Leader: V Mitchell 
 

Prior linked knowledge National curriculum objectives Future linked knowledge 

Year 5 3D Design: 

 To use 3D Computer Aided Design 
software to add and combine 
shapes to design a 3D model, 
including: 

 Understanding 3D spacial 
awareness. 

 Adding 3D shapes, resize, adjust 
height, duplicate and use 
the different perspective and using 
these to re-create different types of 
buildings, roads/paths. 

 Adding shapes for windows and 
doors. 

 Select, use and combine a variety of software (including internet 
services) on a range of digital devices to design and create a range 
of programs, systems and content that accomplish given goals. 

Key Stage 3 Computing: 

 Undertake creative projects that involve selecting, 
using, and combining multiple applications, 
preferably across a range of devices, to achieve 
challenging goals, including collecting and 
analysing data and meeting the needs of known 
users 

Resources Possible hooks/enrichment activities Cross-curricular links Online Safety strand (Education for a Connected 
World/Project Evolve): 

All lessons use iLearn2 and  
chosen presentation 
software (powerpoint or 
Keynote). 

 Explore examples of different app 
icons. Look carefully at their features, 
use of shapes, colours and order 
arrangements. 

 

 Design Technology – using 
market research when 
designing their own icon. 

 

Managing Online Information 

 I can explain how search engines work and how 
results are selected and ranked. 

 I can describe how some online information can 
be opinion and can offer examples. 

 I can explain how and why some people may 
present ‘opinions’ as ‘facts’; why the 
popularity of an opinion or the personalities of 
those promoting it does not necessarily make 
it true, fair or perhaps evenlegal. 

Lesson Sequence 

Lesson 1 
What is Graphic Design? 

 To understand what graphic design is, what 
a graphic designer does and how a 
computer makes the process easier. 
 

Lesson 2  
Weather icon 

 To re-create the weather app 
icon. 

 To apply a gradient effect to an 
icon shape. 

Lesson 3  
Photos App icon 

 To re-create the photos app icon. 

 To add shapes, then duplicate, 
group and rotate them. 

 To recall how to add a gradient to 

Lesson 4  
Make your own icon 

 To apply learned graphic design 
skills to design and create their 
own app icon.  

 To gradient fill shapes. 
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Calculator icon 

 To re-create the calculator app icon. 

 To add shapes to an icon. 

 To select appropriate colours for the 
shapes within an icon. 

 To group and duplicate shapes. 

 To adjust the transparency 
settings to show different parts of 
shapes on an icon. 

the shapes. 

 To adjust the transparency for 
each shape and adjust the order 
arrangement. 

 To use transparency/opacity 
effects. 

 To rotate shapes. 

Key vocabulary 

Graphic design 
Graphic designer 
Graphics 
Shapes 
Elements 
App icons 
Colours 
Gradients 
Transparency 
Colour picker 
Resize 
Adjust  
Fill bucket 
Paste  
Guide lines 
Group 
Duplicate  

Graphic design 
Graphics 
App icons 
Shapes 
Resize 
Adjust  
Fill bucket 
Paste  
Guide lines 
Group 
Duplicate  
Gradient 
Transparency  
 

Graphic design 
Graphics 
App icons 
Shapes 
Resize 
Adjust  
Fill bucket 
Paste  
Guide lines 
Group 
Duplicate  
Gradient 
Transparency  
Order  

Graphic design 
Graphics 
App icons 
Shapes 
Resize 
Adjust  
Fill bucket 
Paste  
Guide lines 
Group 
Duplicate  
Gradient 
Transparency  
Order 

Key skills throughout unit 

 Add, adjust and fill shapes. 

 Group shapes to improve accuracy and speed. 

 Add and customise gradient effects. 

 Adjust transparency/opacity for a purpose. 

 Use a colour picker correctly (Keynote and PowerPoint only) 

 Accurately rotate shapes. 
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Year group: 6 Summer 1 & 2 iLearn2 Unit: Web Design Subject Leader: V Mitchell 
 

Prior linked knowledge National curriculum objectives Future linked knowledge 
Year 5 App Design: 

 To use the tools in different 
presentation software to design an 
app, including: 

 Adjusting the slide size and 
background colour. 

 Adding text and inserting 
images (including transparent 
images) on different pages. 

 Using icons. 

 Including interactions using 
hyperlinks. 

 Select, use and combine a variety of software (including 
internet services) on a range of digital devices to design and 
create a range of programs, systems and content that 
accomplish given goals. 

Key Stage 3 Computing: 

 Create, re-use, revise and re-purpose digital artefacts 
for a given audience, with attention to 
trustworthiness, design and usability. 

 Undertake creative projects that involve selecting, 
using, and combining multiple applications, preferably 
across a range of devices, to achieve challenging 
goals. 

Resources Possible hooks/enrichment 
activities 

Cross-curricular links Online Safety strand (Education for a Connected 
World/Project Evolve): 

All lessons use iLearn2 and 
Edublogs 

 Investigate and evaluate a 
range of websites, including 
the school website and iLearn 
2. What features do they have 
in common? 

 History – creating a website linked 
to a previous learned or current 
unit of study. 

 Geography – Creating a webpage, 
explaining what they have found 
out about mountains and 
volcanoes. 

Privacy and Security, Health and Wellbeing & Copyright 
and Ownership  

 I can describe effective ways people can manage 
passwords (e.g. storing them securely or saving 
them in the browser). 

 I can explain what to do if a password is shared, 
lost or stolen. 

 I can describe how and why people should keep 
their software and apps up to date, e.g. auto 
updates. 

 I can describe common systems that regulate age- 
related content (e.g.PEGI, BBFC, parental warnings) 
and describe their purpose. 

 I recognise and can discuss the pressures that 
technology can place on someone and how / when 
they could manage this. 

 I can demonstrate the use of search tools to find 
and access online content which can be reused by 
others. 
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 I can demonstrate how to make references to and 
acknowledge sources I have used from the internet. 

Sequence 
Introduction and the dashboard: To know the different 
features and tools feature on a website. To know the 
ways in which you can navigate around the website. To 
be log in to the webpage creator and access the 
dashboard for their webpage. 
Create a Static Homepage: To know what a homepage is. 
To create a static homepage. 
Themes: To change the theme/layout of their website.  
Site Identity: To edit the title and tagline of their website.  
To use a search engine to search for and save an image. 
To add and edit the website icon. 

Header and Background Images: To personalise and 
change the header. To edit the header and background 
images. 
Sidebar, widgets and mobile view: To know what a 
sidebar and a widget is. To adjust the sidebars of the 
website. To know add a variety of widgets to their 
website. To observe how their website will be viewed on 
different sized screens.  
Text and Images: To add text and images to their 
website. To know that I can edit the text and images on 
their website. 

More pages and navigation: To add extra pages to their 
website. To edit the navigation of their website, including 
creating a sub-menu.  
Feedback: To share a link to their website with a peer. To 
provide constructive feedback to a peer about their 
webpage. 

Key vocabulary  

Introduction 
and the 
Dashboard 

Design 
Publish 
Website 
Programming 
language 
Dashboard 
Navigate 
Sidebar 

Create a static 
Homepage 

Homepage 
Website 
Page 
Live 
Publish 
 
 
 

Themes 

Theme 
Design 
Layout 
Style 
 

Site Identity 

Image 
Title 
Tagline 
Crop 
Icon 

Header and 
Background 
Images 

Header 
Background 
image 
 

Sidebar, 
widgets and 
mobile view 

Sidebar 
Widget 
Icon  
Reorder 
Publish  
Mobile view 
 

Text and 
Images 

Content 
Text 
Images 
Word 
processor 
 

More pages 
and navigation 

Page 
Navigation 
Sub-menu 
Content 

Feedback 

Website URL 
Browser 
Feedback 
Navigation 
Side bar 
Design 

Key skills throughout unit 
 Create a static homepage. 

 Choose a suitable website theme. 

 Change the site identity to a suitable title, tagline and website icon. 

 Upload a suitable header and/or background image. 

 Adjust the website sidebar and add suitable widgets. 

 Add text and images to a page and edit them. 

 Add multiple pages and edit the navigation, including sub-menus. 

 Provide constructive feedback for your classmates’ websites. 
 


