Computer Science- Programming

Learning graph
Computing Year 1- Moving a robot
Education

To enact a given
‘word

To recall words that
can be enacted

To predict the
outcome of a
command on a
device

To list which
commands can be
used on a given
device

Learning graph
Year 1- Programming animations

Pre-sequence - single command

To enact a given
wor

To recall words that
can be enacted

To predict the
outcome of a
command ona
device

To list that
commands can be
used on a given
device

To explain what a
given command
does

Computing Skills Progression

The Computing Curriculum is split into five Key Areas:

Online Safety

To understand that
aprogram is a set
of commands that
a computer can run

To choose a series
of words that can
be enacted as a
program

To match a
command to an
outcome

To choose a
command for a
given purpose

To choose a series
of commands that
canberunasa

To build a sequence
of commands in

To run a

steps

To combine
commands in @
program

on a floor robot

To explain what a
given command
does

To recall that a
series of
i i an be

To run a program

c
issued before they
are enacted

on a device

Sequence
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To understand that
a program is a set
of commands a
computer can run

To choose a series.
of words that can
be enacted as a
program

To match a
command to an
outcome

To choose a
command for a
given purpose

To choose a series
‘of commands that
can be run as a

To build a sequence
of commands in

To recognise how to

runa

program SRS

To recall that a
series of

To combine
commands in a
program

To run a program

(press a button)

can be
ssued before they
are enacted

on a device
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entre for
Computing Year 2 - Robot algorithms
Education

Raspberry Pi

To describe that a
series of
instructions is a

To choose a series
of words that can
be enacted asa

To explain what
happens when we
change the order of
instructions

To recall that a
series of
instructions can be
issued before they
are enacted

(Sl Learning graph
Eaacl Yeadr 2 - Programming quizzes

Education

To describe a series
of instructions as a
‘sequence”

To choose a series
of weords that can
be enacted as a
sequence

To explain what
happens when we
change the order of
instructions

To recall that a
series of
instructions can be
issued before they
are enacted

To choose a series
of instructions that
can berunasa

To recognise that
you can predict the
outcome of a
program

To choose a series
of commands that

To trace a sequence

to make a
prediction

To run a program
on a device

To create and

can berunasa
program

To use logical
reasoning to
predict the
outcome of a
program

To trace a sequence
to make a
prediction

debug a program
that | have written

To test a prediction
by running the
sequence

To debug a
program that |
have written

To run a program
on a device
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To explain that
programs start
because of an input

Learning graph
Year 3 - Sequencing sounds

To explain what a
sequence is

To explain that the

To create a sequence

order of commands can of ¢ ds to
affect a program’s produce a given
output outcome

To identify that a To identify that the
program includes sequence of a To order commands
sequences of program is a in a program

commands process To identify that
different sequences
can achieve the same
output
To build a sequence
of commands To identify that
different sequences
can achieve different

To combine
commands in a

Skills program
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Computing Year 3 - Events and actions in programs
Education

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

To build a sequence
of commands

To combine
commands in a
program

To explain that the

To create a sequence
of ¢ ds to

order of ¢ ds can

affect a program’s
output

To order commands
in a program

To identify that
different sequences
can achieve the same
output

To identify that
different sequences
can achieve different

produce a given
outcome




Learring graph
‘Year 4 - Repetition n shapes

To expiain that we con use &
loop command in a program

To relate what repeat’
e to repeat instruetions

To identify patterns in o
To identify everyday tasks o G

brushing teeth, dance moves

Tolist an everydoy toskasa
set of instructions including
repetition

Toidentity a loop within o
program

Learing graph
Oampting Year 4 -Repetiionn games

Edueation

To explai that we ean use 8
Ioop command in @ program

o relate what rapeat’
e 10 fepeat instructions

Toidentify pottems in

To identify everydoy tasks e

brushing testh, dance moves

To st an everydoy taskas o
set of instructions including

Toexplain that in

count-controlied loops

o explein that in
programming there are
indefinte loops and

repetiion

To identify a loop within o
pogrem

loaps

o explain that an indefinite
oo will run until the
program i stopped

To use an indefinie loop to
produce o given outcome

To justify when to use o loop
and when not te

To explain that you can

program a laop o stop after
@ specific number of times.

Toidentify pattems in
sequence, eg "step 3 times’
means the same s ‘step,
step, step

To use 0 count-controlled
lo0p o produce a given
outcome

To explain that an indefinite
loop il run il the
program s stopped

Ta use on indefinite loop to
produce a given outtame

To justify when 1 vse a loop
and when gt 1o

progrom a loop to stop after
@ spacifie number of times

sequnee eg'step 1 times’ “To use a count-controlled
loop to produce a given
means the same as ‘step, .

s1ep, step”

To explain the

importance
instruetion order in o
leop

‘To recognise tools that
‘enable more than one

To recognise that not

the same time
(concurrency)

To expiain the
ince of
instruction order in @

loop

than one process 10 be
run at once

To recagnise tools that
‘enable more thon one

[nﬂmm that not
allteols enable mor

the some time. ‘

than one process to be
Tun gt once
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Year 5 - Selection in physical computing

Toexplain that o Torelate that o
condition ¢an only be count-cofitrolled loop
true of folse conteing o condition

Tocorpare
countcontrolled loop with
a condition-controlled
logp

Toexplainthot a
condition-controlled
foop will stop when a
condition s met

To use selection to
switch the program flow
in one of twa ways

To explain that a loop
To use a condition in an To explain that selection can be used to
‘if.then..’ statement to can be used ta branch repeatedly check
start an action the flaw of a program whether a condition has
been met

Learning graph
Computing Year § - Selection in quizzes
Education

To explain that a
condition can only be
true or false

To choose a condition to

To explain that when a
condition is met, aloop
will complete o cycle
beforeit stops

use Ina program

To relate that o
count-controlled loop
contains a condition

To compare a count
controlled loop with o
condition-controlled
loop

To explain that a
condition-controlled
loop will stop when a
condition is met

To explain that when a
condition is met a loop
will complete a cycle
before it stops

To use & condition in o
‘if.then..else.”
statement to produce
giver outcormes,

To use selection to
switeh progrem flow

Tocreate o
condition-controlled
loop

To explain that a loop

Tc dition in an To explain that selection can be used to

‘If... then..’ statement to can be used to branch repeatediy check

start an action the flow of o program whether a condition has
been met

To use ‘if... then... else..”
‘ta switch program flow
in one of two ways

To explain the
importance of
instruction order in
'if.then..else..
statements

To explain the
importance of
instruction order in ‘if...
then... else..’
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Computint _ " i - Diai -
Educiliong Year 1 - Creating media - Digital painting

Raspberry Pi

To explain what different To create a picture using
freehand tools do freehand tools

To recognise a tool can be
adjusted to suit my need

—_— [ To consider impact of

choices made

To combine a range of
tools to create a piece of
artwork

To use shape and line tools
when precision is needed

To decide when it's To compare painting using

To recognise computers. 'I’aluse a range of paint appropriate to use each :sT:;"Eru::':E:Ith painting
can be used to create art COOUE tool

S

To use the fill tool to colour
an enclosed area

To use the undo button to
correct a mistake

~ @

Learning graph
Year 3- Stop-frame animation

Toidentify that @

capturing device needs

to be in a fixed position To use the onion skinning
To explain that an tool to review subject
animation is made up of position
a sequence of images

To set up the wark area To e>fp|um the need for
with an awareness of To capture an image consistency in working
what will be captured

To move a subject To explain the impact of
between captures adding other media to an
animation

To review a captured

sequence of frames as

To plan an animation an animation

using a storyboard To recognise that smaller
movements create To add media to enhance
smaother animation an animation

To explain that a project
must be exported so it
can be shared

To review a completed
project

To remove frames to
improve an animation
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Computing Year 2 - Creating Media - Making music
Education

Raspberry Pi

To experiment with musical
patterns on a computer

To use a computer to
«compose a rhythm and a

To identify that the same melody on a given theme

pattern can be To use a computer to
To identify that computers represented in different create a musical pattern
can be used to play sounds ways
of different instruments

To experiment with
different sounds on a
computer

To use a computer to play To evaluate a musical To improve a musical
the same music in different composition created on a ‘composition created on a
ways (e.g. tempo) computer computer

To compare playing music
on instruments with
making music on a
computer

i Learning graph
Computing Year 4 - Photo editing

Education

To change the
compasition of & digital
image by ratating and
flipping

To change the
compasition of o digital
image by crapping

To use an applicstion ta
«l ‘the whole of a

dagital image

To adjust calours of a
digital image

To appiy filters to o digital
image

To apply effects to a

changes made an the

images can be fora
quality of the image:

be
rmonpulated particular purpose

digital image 4
To recognise that digital L e To choose the most To consider the impact of

Te use an application te )
change part of a digital 5 mgmwd"d'“ =
image o=

To use dione. copy. and
paste to change the
camposition of o digital
image

To use an application to To use doning to retouch
odd to the composition of a digital irma)
= digital image e

siribution statement To odd text to o digital
imoge
s resource was created by Raspberry Pt Foundation and updated by STEM Learning for the National Cemire for Computing Education
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Camputing Year 5 - Vector drawing
Education

Raspberry Pi

To identify that a vector
drawing comprises
separate objects

To recagnise that each
object in @ drawing is in its
own layer

To move objects between
the layers of a drawing

To group and ungroup

To add an abject to o
vector drawing

To select one object or
multiple abjects

To duplicate objects using
copy and paste

To delete objects

National
Centre for
Computing
Education

Learning graph
Year 6 - Creating media - 3D modelling

Raspberry Pi

To modify objects

To reposition abjects

To position 3D shapes
relative to one another

To use digital tools to
modify 3D objects

To explain that 3D
models can be created
on a computer

To recognise that a 30
environment can be
viewed from different
perspectives

To recognise that digital
tools can be used to
manipulate 3D objects

To combine objects to
create a 3D digital
artefact

To recognise that vector
images can be scaled
without impact on quality

To consider the impact of
chaices made

To recognise that objects
can be modified in groups

To combine options to
achieve a desired effect

To create a vector drawing
for a given purpose

To explain how alignment
and size guides can help
create a more consistent
drawing

Resources are updated reguiarly — the latest version is available
This resource is licensed under the Open Government Licence, version 5. For more infarmation on this licence, s

Attribution statement

This resource was created by Raspberry Pi Foundation and updated by STEM Learning for the National Centre for Computing Education

To show how
placeholders can create

holes in 3D objects
~

To use digital tools to
accurately size 3D
objects

To recognise that
artefacts can be broken
down into a collection of
3D objects

To construct a 3D model
which reflects a real
world object
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Year 6 - Web page creation

To recognise the
relationship between
HTML and visual display

To change the

appearance of text

Toadd text to a web
o

To embed media in aweb

To review an existing

header)

To recognise that web
website (navigation bars, ¢ pages can contain

To recognise compenents

different media types of  web page layout

page
To create a new blank.
web page

To recognise that web
pages are written by
people

Ta recognise that o
website is  set of
hyperlinked web pages

To set the style of text on
awebpage

To consider the ownership
and use of images
(copuright)

To recognise the need to
preview pages (different
screens / devices)

To recognise the need for
@ navigation path

B

Toadd web pages toa
website

To preview a web page
(different screen sizes)

Toinsert hyperlinks
between pages

To recognise the
implications of linking to
content owned by others

Toinsert hyperlinks to
another site

Resources re updated requlary — the latest version s avaloblear pereloftee



Computer Systems and Networks

Learning gra
Year 1- Technology around us

To identify the main parts of
a computer

To use a mouse in different
To recognise that a computer ways
is an example of technology

To identify examples of

technology

To explain that technology is

something that can help us To choose a piece of To use a keyboard to type

technology to do a job

To explain how exaomples of
technology help us

X To use the keyboard to edit
To recognise that choices are S

made when using technology

To recognise that some
technology con be used in
different ways

To explain why rules are
needed when using
technology

To show how to use
technology safely

glt'lwu'l Learning graph
eairmhos Year 2 - Information technology around us

To talk about uses of
information technology

To identify that a computer is
a part of information

technology To explain how information

technology benefits us
To identify information
technology in school

To recognise different tupes
of computers used in school

To recognise the features of
information technology

To say how rules for using
information technology can
help us

To identify information
technelogy beyond school

To describe some uses of
computers

To recognise thot choices are
made when using information
technology

To show how to use
information technology
safely
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Year 3 - Connecting computers

7| on the mputs

To explain that o process acts |
produced by tha process procass can affact the output

| Yo enpiain that an outputis | ‘< To identify how changing the |

I/.
7o describe whot an inpar = r
| - To recogrise thot a digital
b - Gavice is mode up of savarol
; parts
B i . |
o exploin that a computer
| 7o ldentify nput and cutpur aystem accepts an ngat ond
devices Processes It to produce an

L

™

To recognise that computers
con be cannecied 1o sach
ather

| computer networks

| systems can change the way

To exploin how computer
that we werk

o axplain how o compute
< network can be used to share
Infarmation

To igsentify how Gevices n 0
natwork are cannected with
ane anather

‘ P r N
To recognise that o network is }» To auploin the rols of o switch,

To identify petwork devices
~ mode up of @ number of ——| server, and wireless acoess m

components point in @ network \
’ | |
. W
To explain how infarmation s
passed through multiple

To explain how metworks can be
connected to other networks

Hational
Centre for Learning graph

Year 4 - Computing systems and networks - The internet

-

. To describe the current

To describe how to access the Bt o
world wide Web Ilmltti:latlcns of World Wide Web

(TD describe the types of
content,/media that can be
added, created, and shared on
the World Wide Web To evaluate the reliability of

content and the consequences

of unreliable content

To outline how information can
be shared via the World Wide
Web

~

To explain how the content of
the World Wide Web is created,
owned, and shared by people

To describe how networks
connect to other networks

i e
To recognise that the World To explain that the internet
Wide Web is part of the enables us to view the Warld
internet Wide Web

t

To explain that the global To explain that the World Wide
interconnection of networks is ‘Web comprises of websites and
the internet web pages

h. . vy

To explain the benefits of the
World Wide Web

b

To recognise the need for
security on the internet
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Yeor § - Systems and searching

Raspberry Pi

o recognise that a system is o
set of interconnected parts
which work together

To recognise inputs, processes,
‘and outputs n large I systems

To explain
be connected together to form
IT systems
To dascribe the role of o
porticular IT system n their

Toidentify that data can be
transferred between IT
systems

To relate that

are exomples of large IT
systems

Learning graph
Year 6 - Communication and collaboration

Raspberry Pi

To recognise that connections
between computers allow
access to shared stored files

To recognise that data is
transferred across networks
using agreed protocols
(methods)

To explain that data is
transferred in packets

To explain why search engines
create indices, and that they
are differant for each search
engine

o demonstrate that different

To duscibe the inpet umd search terms produce different
output of asearch engine :

To explain the role of web
rawlers in creating an index

To explain how search results

To explain that ranking orders
search results to make them
more useful

To explain why the order of
resuts is important ond to

To explain how ranking is
determined by rules, and that
different search engines use
different rules

Toexplain how search engines
make money by seling
torgeted advertising space

Toidentify some of the
imitations of seorch engines

To evaluate the results of
search terms

To explain which types of

To discuss the opportunities
that technology offers for
communication and
collaboration

To outline methods of
communicating and
collaborating using the internet

To choose methods of internet
communication and
colloboration for given
purposes

To evaluate different methods
of online communication and
collaboration

To recognise computers
connected to the internet allow
people in different places to
work together

Attribution statement

This resource was created by Raspberry Pi Foundation and updated by STEM Learning fo the National

Centre for Computing Education

media can be shared through
theinternet

To decide what you should and
should net share online

To explain that communicating
and collaboration using the
internet can be public or
private




Data and Information

Learning graph
Year 2 - Pictograms

To use a tally chart to collect
data

To recognise that people,
animals and objects can be
described by attributes

To compare objects that have
been grouped by attribute

To construct (complete) a given
comparison question, e.g Are
there more balls thar

To use a computer to answer
‘comparison questions (graphs,
tables)

To use a computer to view data
in different formats

To use a computer program to
present information in different

To show | can enter data onto a
computer

To suggest appropriate
headings for tally charts and
pictograms

To use pictograms to answer
single-attribute questions

National Learning graph
Year 5 - Data and information - Flat-file Databases

Raspberry Pi

To ask questions that need

Ta outline how ordering data
allows us to answer some answer
questions

To explain that a computer
program can be used to
organise data

To choose different ways to
view data

more than one attribute to

question

To choose which attribute to
sort data by to answer a given

To give simple examples of why
some information should not be
shared

ways
To explain that we can present
information using a computer

To select an appropriate graph
to visually compare data

To explain that computer To choose suitable ways to
programs can be used to present information to other
compare y people

To explain that we present
information to communicate a
message

To choose which attribute and
value to search by to answer a

To explain that tools can be )

used to select data to answer

To outline how ‘AND* and ‘OR’
can be used to refine data
selection

To choose multiple criteriato
search data to answer a given
question (AND and OR)

questions

To outline how operands can be
Concept used to filter data

Resources are updated reqularly — the lotest version is avallable ot ncce ln/tce.
This resourceIs licensed under the Open Goverment Licence, version 3. For more information on this licence, see pcceio/ogl
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Computing Learning graph

Education Year 6 - Introduction to spreadsheets

Raspberry Pi

To identify questions that can
be answered using spreadsheet
data

To explain what an item of data
Isin a spreadsheet

To outline that there are
different software tools to
work with data

To explain that formulas can be
used to produce calculated
data

To explain how the data tupe
determines how a spreadsheet
can process the data

To calculate data using a
formula for each operation

To recognise cells can be linked

_—

To use functions to create new
data

To explain why data should be
organised in a spreadsheet

To use existing cells within @
formula

To recognise that a cell's value
automatically updates when
the value in a linked cell is
changed

To evaluate results in
comparison to the question
asked

To choose suitable ways to
present spreadsheet data




Online Safety

Year Concepts and Skills Vocabulary
1 Ki
ey Vocabulary
digital Any piece of equipment that contains a computer or
d:’iw microcontroller, such as a smartphone, smartwatch
or laptop.
digital A digital footprint is a trail of information you leave
footprint behind when using apps and websites.
A large network of computers connected to each other
Internet
all around the world.
keuword The words we use when searching on a search engine,
J such as Google or KidRex.
Going online means connecting to the Internet. When
online you go online, you can connect to other places and
other people.
This is information about yourself that can be used
personal , . .
. . to identify you, such as your name or date of birth.
information : i )
Personal information should be kept private.
. Keeping something private means not sharing
private . . .
information with anyone that you do not know.
You can use the Internet to search for information on
search .
a website.
website A collection of web pages grouped together. )
2

If you create something then it belongs to you. This

copyright means that you own the copyright and can decide

what happens to your creation.

. A way to send and receive digital messages over

email

the Internet.

A large network of computers connected to each
Internet

other all around the world.

Going online means connecting to the Internet.
online When you go online, you can connect to other places

and other people.

This is information about yourself that can be used
personal

information

to identify you, such as your name or date of birth.
Personal information should be kept private.

save

Store a file so that you can keep what you have done
and open it up again later.

search
engine

A software program that allows you to use the
Internet to find information on a website.

website
"

A collection of web pages grouped together.




e Recognise the ways in which digital devices can be distracting. Attention - noticing someone or something as important
e Identify how they feel when others are distracted by their devices. | Community - people who share a common neighbourhood,
e Identify ideal device-free moments for themselves and others. background, or interests . -
e Recognise the kind of information that is private. Conc_entr.at'lon - giving your full attention to a specific actlv_lty
e Understand that they should never give out private information Credit - giving recognition to a person that created something
. Digital footprint - a record of what you do online, including the
online. ) , ) .. sites you visit and the things you share
e Learn that the information they share online leaves a digital Distraction - something that keeps you from giving your full
footprint or "trail" attention
e Explore what information is OK to be shared online Internet - a worldwide network that connects people using
e Compare and contrast how they are connected to different people computers, phones, or other devices
and places, in person and on the internet Online - using a computer, phone, or tablet to visit a website or app
e Demonstrate an understanding of how people can connect on the | Permanent - something that lasts forever
internet Private - something that you should keep to yourself
e Understand what online meanness can look like and how it can Private information - information about you that can be used to
make people feel identify who you are '
e |dentify ways to respond to mean words online, using S-T-O-P Respect - showing that you appreciate someone
e Explain how giving credit is a sign of respect for people's work
e Learn how to give credit in their schoolwork for content they use
from the internet
e Examine both in-person and online responsibilities. Advertising - messages or photos that are made to persuade someone to
e Describe the Rings of Responsibility as a way to think about how our buy a certain product
behavior affects ourselves and others. Alter - to f:hange the way something looks, sometimes using a computer
e Identify examples of online responsibilities to others. or other digital tools o . .
. " " . ' Assumption - something that someone thinks is true, but in reality, may or
e Define the term "password" and describe a password's purpose. may not be
° Unde_rstand w_hy a strong password is important. Community - a group of people who share the same interests or goals
e Practice creating a memorable and strong password. Digital citizen - someone who uses technology responsibly to learn,
e Consider how posting selfies or other images will lead others to make create, and participate
assumptions about them. Empathy - to imagine the feelings that someone else is experiencing
e Reflect on the most important parts of their unique identity. Identity - different parts of your culture, experiences, and interests that
e Identify ways they can post online to best reflect who they are. make you unique
e Define what a community is, both in person and online. Interpret - to understand something based on our point of view
e Explain how having norms helps people in a community achieve their Norm - a way of acting that everyone in a community agrees to
goals. Password -a secret string of letters, s.ymbcl>l§, and numbers that you can
e Create and pledge to adhere to shared norms for being in an online use to restrict who can access something digital
. Persuade - to cause someone to believe something
community. Photo retouching - digital alteration of a photo to enhance the way
e Understand that it's important to think about the words we use, because someone looks (removing of wrinkles, clearing of skin, changing their body,
everyone interprets things differently. etc.)
e |dentify ways to respond to mean words online, using S-T-O-P. Phrase - a group of words that go together and are easy to remember
e Decide what kinds of statements are OK to say online and which are not. | Pledge - a promise or an oath that one makes
e Recognise that photos and videos can be altered digitally. Responsibility - a duty you have to yourself or others
e Identify different reasons why someone might alter a photo or video. Selfie - a picture you take of of yourself, usually with a phone |
e Analyze altered photos and videos to try to determine why. Symbol - a character other than a number or letter, such as #, !, or @.

Username - a name you create to sign into a website, app, or game




Learn the "What? When? How Much?" framework for describing
their media choices.

Use this framework and their emotional responses to evaluate how
healthy different types of media choices are.

Begin to develop their own definition of a healthy media balance.
Identify the reasons why people share information about
themselves online.

Explain the difference between private and personal information.
Explain why it is risky to share private information online.

Define the term "digital footprint" and identify the online activities
that contribute to it.

Identify ways they are -- and are not -- in control of their digital
footprint.

Understand what responsibilities they have for the digital footprints
of themselves and others.

Define "social interaction" and give an example.

Describe the positives and negatives of social interaction in online
games.

Create an online video game cover that includes guidelines for
positive social interaction.

Reflect on the characteristics that make someone an upstanding
digital citizen.

Recognise what cyberbullying is.

Show ways to be an upstander by creating a digital citizenship
superhero comic strip.

Define "copyright" and explain how it applies to creative work.
Describe their rights and responsibilities as creators.

Apply copyright principles to real-life scenarios.

Attribute - giving credit to the person who created something, such such
as listing the author's name and date, or a citation

Copyright - legal protection that a creators have over the things they
create

Cyberbullying - using digital devices, sites, and apps to intimidate, harm,
and upset someone

Digital citizen - someone who uses technology responsibly to learn,
create, and participate

Digital footprint - a record of what you do online, including the sites you
visit and the things you post; it can also include things that others post that
involve you

Digital media - information that comes to us through the internet, often
through a tablet, smartphone, or laptop

Inference - an educated guess based on evidence

intellectual property - the ownership of something you create, giving you
a right to how others use it

Hardwired - something you are born with

Griefing - irritating or angering people in video games by being mean,
destructive, or cheating

License - a clear way to define the type of copyright creative work has so
others know how they can use it

Media - all of the ways that large groups of people get and share
information (TV, books, internet, newspapers, phones, etc).

Media balance - using media in a way that feels healthy and in balance
with other life activities (family, friends, school, hobbies, etc).

Media choices - time spent watching, listening to, reading, or creating
media.

Online video game - a video game that is played through the internet
Personal information - information about you that cannot be used to
identify you because it is also true for many other people (e.g. your hair
colour or the city you live in)

Plagiarism - using someone’s creative work without providing attribution
Private information - information about you that can be used to identify
you because it is unique to you (e.g. your full name or your address)
Register (online) - to enter your information in order to sign up and get
access to a website or app

Responsibility - a duty you have to yourself or others

Social interaction - talking or messaging with people to develop friendship
or community

Upstander - a person who supports and stands up for someone else




Reflect on how balanced they are in their daily lives.
Consider what "media balance" means, and how it applies to
them.

Create a personalised plan for healthy and balanced media
use.

Define "the curiosity gap."

Explain how clickbait uses the curiosity gap to get your
attention.

Use strategies for avoiding clickbait.

Define "gender stereotype" and describe how they can be
present online.

Describe how gender stereotypes can lead to unfairness or
bias.

Create an avatar and a poem that show how gender
stereotypes impact who they are.

Compare and contrast different kinds of online-only
friendships.

Describe the benefits and risks of online-only friendships.
Describe how to respond to an online-only friend if the friend
asks something that makes them uncomfortable.

Recognise similarities and differences between in-person
bullying, cyberbullying, and being mean.

Empathise with the targets of cyberbullying.

Identify strategies for dealing with cyberbullying and ways
they can be an upstander for those being bullied.
Understand the purposes of different parts of an online news
page.

|dentify the parts and structure of an online news article.
Learn about things to watch out for when reading online news
pages, such as sponsored content and advertisements.

Advertising - messages or photos that are made to persuade someone to
buy a certain product

Article - A written story in a newspaper, magazine, or online news site
Avatar - An image or character that represents a person online

Balance - All of the parts are in the correct -- though not necessarily equal
-- proportions

Benefit - Something positive that results from a situation

Bias - An unfair belief about a person or group based on a stereotype
Bully - The person who is doing the bullying

Bullying - Unwanted and aggressive verbal, social, or physical behaviour
towards another

Bystander - Someone who sees a bullying or cyberbullying situation, but
doesn't do anything to stop it

Clickbait - An image or headline that tries to get you to click on it, usually
for advertising purposes

Commercial - Intended to make money.

Curiosity Gap - The desire people have to figure out missing information
Cyberbullying - using digital devices, sites, and apps to intimidate, harm,
and upset someone

Digital media - information that comes to us through the internet, often
through a tablet, smartphone, or laptop

Empathy - To imagine the feelings that someone else is experiencing
Gender stereotypes - Oversimplified ideas about how women and men
are or should be

Headline - The title of an article, usually printed in big, bold letters at the
top

Inference - an educated guess based on evidence

Media - all of the ways that large groups of people get and share
information (TV, books, internet, newspapers, phones, etc).

Media balance - using media in a way that feels healthy and in balance
with other life activities (family, friends, school, hobbies, etc).

Media choices - time spent watching, listening to, reading, or creating
media.

News - New information about recent or important events

Personal information - information about you that cannot be used to
identify you because it is also true for many other people (e.g. your hair
colour or the city you live in)

Private information - information about you that can be used to identify
you because it is unique to you (e.g. your full name or your address)
Risk - Something negative or dangerous that could come from a situation
Target - The person who is on the receiving end of the bullying
Upstander - a person who supports and stands up for someone else




