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WEEK  LEARNING OBJECTIVE 
(NATIONAL 
CURRICULUM OR CHRIS 
QUIGLY) 

INTENDED OUTCOME CROSS-
CURRIC  
LINKS 

1 Define what spam is. 
 
Explore strategies for 
safely managing unwanted 
messages. 
Identify different forms of 
spam. 
 

What is spam, and what can you do about it? 
Students learn what spam is, the forms it takes, and then identify strategies for dealing with it. Students compare junk mail 
to spam, learn tips for handling spam safely, and then use those tips to answer questions  
 
Students finish by making their own songs about how to deal with spam, using tips from the Is It True?  
https://www.commonsense.org/education/lesson/youve-won-a-prize-3-5 
https://www.kpbsd.k12.ak.us/Workarea/DownloadAsset.aspx?id=33723 
 
 

 

2 Learn how to make and 
use random numbers in 
your apps 

In this lesson children will consolidate their understanding of variables and how they can be used in code. They will learn 
that the value of a variable can be programmed to generate randomly and change in response to an event or at set time 
intervals. 
 
ALL I can write code that uses random numbers to simulate a dice 
MOST I can write code that uses random numbers to move cars random distances along the X axis so that they race 
SOME I can write code to reset my app and make the cars move back to the start. I can explain how my app works 

 

3 Learn how to code a game 
that uses random numbers 
to move objects in random 
directions 

In this lesson children will practise writing code which uses random number generation to determine how objects will move 
and to change their locations. They will practise using variables and conditional events in code. 
 
ALL I can write code that uses random numbers to move a caterpillar in random directions 
MOST I can write code that uses random numbers to move a caterpillar to random locations 
SOME I can design and create a game which uses random numbers and includes conditions. I can explain how my app 
works. 

 

4 Practise writing code which 
uses random numbers to 
move objects at random 
speeds, and then create a 
game 

In this lesson children will practise writing code which uses random number generation to determine the speed at which an 
object will move. They will learn to distinguish between times when use of a random number in code is effective and times 
when it is more appropriate to set a value. 
 
ALL I can write code that uses random numbers to program two cars to move at random speeds 
MOST I can write code that uses random numbers to program four cars to move in different directions at random speeds 
SOME I can design and create a game which uses random numbers and includes a condition and a variable. I can explain 
how my app works 

 

https://www.commonsense.org/education/lesson/youve-won-a-prize-3-5
https://www.kpbsd.k12.ak.us/Workarea/DownloadAsset.aspx?id=33723
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5 Learn how to create a 
tennis game, using random 
directions 

In this lesson children will practise writing code which uses random number generation to determine the direction in which 
an object will move. They will apply and develop their knowledge of angles through consideration of the most appropriate 
angles to use in their code, in order to achieve their goal. 
 
ALL I can write code which uses random numbers to make a ball fall from the top of the screen in a random direction 
MOST I can write code which uses a mouse move event to move a bat, and a conditional event to make the ball bounce off 
the bat 
SOME I can write code to create a ping pong game and explain how my app works 

 

6 Combine content from 
different digital devices to 
accomplish a specific goal 
 
Design ,create and 
evaluate by analysing  the 
results 

Research key facts/events linked to WW2. As a class, collect some of the key events that they may wish to find the date 
for.  
Collect notes and present in written format – using their own word choice.  This could include dates before the start of 
WW2 and after 1945.  
Children to find pictures that they would like to save to add to their timeline. Save in an appropriate folder in staff share- 
model and explain to children how to save photos – ensuring format is accurate.  

 

7 Combine content from 

different digital devices to 

accomplish a specific goal 

Design ,create and 

evaluate by analysing  the 

results 

Model how to use software – and creating date timeline for the work done around the war.  
Explain to children about using the images from last week and the key information collected from the session.  
Children to use http://www.readwritethink.org/files/resources/interactives/timeline_2/ as the software for their time 
line. 
Children to save, print off their timeline, and then evaluate their own timeline. How have they done.  

 

 Recognize that photos can 
be altered digitally, and 
consider the upsides and 
downsides of this practice.  
 
Discuss how photo 
alteration can distort our 
perceptions and affect our 

How can photos be changed on the computer, and how can that affect your feelings about the way you look? 
 
Students consider how digitally manipulated photos can affect the way people feel about their appearance, as well as 
help sell products. After learning that photos can be transformed on the computer, students first discuss how photo 
alteration can be both creative and, at times, deceptive. They then watch a short video that shows the evolution of a 
makeup-free model into a digitally enhanced billboard ad. Finally, students work in groups to analyze the messages on 
two magazine covers featuring digitally altered photographs. 
https://www.bcpss.org/bbcswebdav/institution/C.S.Tech/Academic/Cyberbullying/TeacherCourse/InformationLiteracy/3-

 

http://www.readwritethink.org/files/resources/interactives/timeline_2/
https://www.bcpss.org/bbcswebdav/institution/C.S.Tech/Academic/Cyberbullying/TeacherCourse/InformationLiteracy/3-5/3-5-unit2-pictureperfect.pdf
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self-image.  
 
Analyze how advertising 
uses photo alteration to 
help sell products. 

5/3-5-unit2-pictureperfect.pdf 
 

 

https://www.bcpss.org/bbcswebdav/institution/C.S.Tech/Academic/Cyberbullying/TeacherCourse/InformationLiteracy/3-5/3-5-unit2-pictureperfect.pdf

