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Welcome to Inspire Computing

We are all living in a continually evolving digital world. By
supporting learners in becoming confident and knowledgeable
users of technology we can ensure you are prepared for the future.

Inspire Computing makes important topics accessible for all
learners. You will understand how to stay safe online while still
enjoying the freedom to explore the World Wide Web. You will
delve deeper into understanding algorithms through creative
approaches, exploring networks and systems, and create and film
exciting animation projects!

Each topic includes easy to understand theory, real-world
examples, and ideas for further investigation. You will also have
the chance to show off your knowledge and understanding
through supportive assessments and student checkpoints!




Lessons 3 and 4

Making a video about using digital
devices safely

| I. . You have been asked to create a video that provides advice on how to
] ~ use devices safely. For each of the following, write a list of key points on
{ health and safety.

| a) Using a desktop computer at a desk:

b) Using a tablet computer around the home:

]
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Unit 5: Health'and safety fLéssons3'and 4

2. | Match the filmmaking terms to the correct descriptions.

plan of shots, movement
and backgrounds

splicing video types of transition
fade and wipe types of camera shot

a
o
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combining two or more

clips into one clip

3. Describe three health and safety issues to consider when filming.

[N]

w
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Unit 6 EEnd=of=Unitiassessment

End-of-unit assessment

I Whatis a variable?

(I mark)

2 Which of these is a variable?

A an algorithm D

B the movement of a sprite D
C the score in a game D
D the backdrop D

(I mark)

3 Which of these is not an example of repurposing an algorithm?

A editing variables D
B rearranging commands D
C  deleting and starting again D
D changing input questions D

(I mark)
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Unit 6 {EndEcfaunitassessiment i

Unit 6 Checkpoints

1 understand the purpose of a given algorithm and can use
logical reasoning to explain how it works.

1 can repurpose an algorithm to solve new problems.

1 can create a program that includes variables such as
scoreboards and timers.

1 can decompose a problem into smaller subproblems.

1 know how to make a sprite draw 2D shapes in Scratch.
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Unit 1

Databases

In this unit, you will use simple database methods, structures and types.
You will develop your skills in using databases and software to collect,
present and evaluate data. You will learn some of the differences
between a spreadsheet and a database, and the reasons why databases
are used in schools and businesses. Finally, you will use advanced search
methods to gather information from large databases online and present
your solutions to a problem.



Lesson 1

Looking at ways to store information

a) Describe what you think a database is.

A database is...

There is a clue in the word itself!

b) List three places where a database could be used.

2

3

features that describe you on page 4.

My birthday is...

My eye colour is...

. Using the examples shown below as a guide, write down five different

My shoe size is...




Unit |: Databases : Lessonl
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Complete the record card below for a friend.

Favourite activity:

Name:

Gender: Height: (cm)
Date of birth: / / Eye colour:

Favourite food: Hair colour:

Match the terms, below left, to the examples, below right, from a table of

information about a class.

record

field

database

the whole collection of class records

one student and all the information
linked to them

a piece of information about the
student, such as height




