
Year 5 Computing Unit Plan – 3D Modelling using Sketchup

Year Group Year 5

Unit Title 3d Modelling using Sketchup

Computing Area IT/Digital Literacy

National Curriculum
Strands

● 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, including
collecting, analysing, evaluating and presenting data and information

Skills Progression
Points

● Use different online tools for different purposes.
● Be able to use a variety of familiar and unfamiliar software by using a

pre-existing skill set
● Select, use and combine the appropriate technology tools to create

effects in media.

Hardware PC / Ipads

Software/App Sketchup program, Online Sketchup ( need to create an account)

Unit Objective Be able to create a 3D model linked to their class topic

Unit Vocabulary CAD (Computer aided design), Template, Select, Draw, Push /Pull, Orbit, Pan,
Zoom,  Zoom Extents, extrude, Paint bucket.

Activity Progression Lesson 1

L.O. Be able to use the basic tools to draw a 2D shape
● Use up tool to create a 3D shape using the push/pull tool

Teacher’s notes: The software maybe loaded on the computer but the free
version is becoming more difficult to find. You can do this online on the
Sketchup website but you will need to create an account so that your class can
access the site. Recommend that you create a new email address rather than
use your own.
www.sketchup.com

Introduction
Explain to the children that they will be creating a 3D model linked to their
class topic. They will be using a CAD program which stands for Computer
Aided Design.
Explain that Sketchup uses 3 axis, X, Y and Z. Explain that the Z axis is the 3D
or perspective axis.
Demonstrate to the children how to create a basic shape using the shape tool
and how to make it 3D using the Push Pull tool. Show the children how to use
the Orbit tool to move around the shapes.

Activity

http://www.sketchup.com


Give the children time to tinker with the software creating shapes and
building shapes on shapes and adding in 3D elements of the shape. No work
needs to be saved in this lesson. Get them to produce their own version of a
digital camera.

Plenary
Recap on the basic tools with the children.

Activity Progression Lesson 2+ 3

L.O. Use tools from previous lesson to create a design for a digital camera
● Be able to draw objects to scale using the measurements tool

Introduction

Explain to the children that they will be creating a digital camera in Sketchup.

At this point it may be worth showing the children a picture of a digital

camera and showing them the different parts that make it up – lens, flash,

viewfinder etc.

Activity 1

Tell the children we will be using accurate measurements when we design our

camera. Get them to research a design for a camera and get them to sketch it

out on paper. Ask them to include the dimensions of their camera on their

Sketch.

Guide pupils through opening a

Sketch Up file and setting the file

template by choose the Product

Design and Woodworking

–Millimeters template from the

Preferences and then restart and

New File to apply this template.

Remind the children how to Click on the rectangle tool and then start to draw

the basic shape – type in the dimensions of the camera separated by a

comma. The dimensions will appear in the bottom corner.

Next click on the pull up tool. Start to pull up the shape then remove your

hand from the mouse – type in the height of your shape then press enter.

Show them how to use the drawing tools from previous lesson to add the

features to their camera.

Activity 2

Get the children to work on their cameras. Ask them to use the measuring

tool to make a camera with realistic dimensions.

Plenary



Review the children’s work. Ask the class to evaluate the work by giving them
one good point and one point they could improve.

Activity Progression Lesson 4

L.O. Be able to use the 2 point arc and line tool

Introduction
Tell the children that today they will be using the 2-point arc tool to add more
detail to their design. This make come in handy if the children are going to add
grips/ curved edges to the side of their camera for example.

Demonstrate to the children how to use the 2 point arc
tool.
Rotate the side of the camera so you can see one face –
click on the first corner
Move onto the second corner and click again. Drag the
‘arc’ out to the size you require then click again.
Use the pull up tool to raise the side.

Activity
Task the children with beginning their model by
creating the basic shape. Ask the children to add detail
using the Arc Tool and the line tool.

Plenary
Remind the children how to save their work on a location where it will be
easily accessible from. Allow time for the children to save their work and offer
help where required. If possible show some of the children’s work and take
feedback from the class. Where there any issues?

Activity Progression Lesson 5

L.O. Be able to use fill tools to add depth and detail to their designs
● Be able to add 3D text

Introduction
In this lesson the children will be continuing to work on their model.
Emphasise the use of the standard views and the zoom tool.  Show the
children how to use the fill tool and the different textures that are available to
them, for example adding glass for the lens.
Show the children how to 3d Text and resize it so they can ‘brand’ their
camera.

Main Activity
Task the children with adding in more detail to their
model. Add in shapes and 3D depth where required.

NOTE – If a child makes a mistake, encourage the use of
CTRL+Z to take a step back as using the eraser tool is
tricky and can cause more damage than good to any embedded shapes.



Plenary
Remind the children how to save their work onto the system. Once saved
show the class some of the finished pieces of work. Discuss any problems they
may have encountered.

End of Unit
Assessment

Assessment Criteria:
• Use different
online tools for
different purposes.
• Be able to use
a variety of familiar
and unfamiliar
software by using a
pre-existing skill set
• Select, use
and combine the
appropriate
technology tools to
create effects in
media.

Introduction

L.O. Be able to create a 3D model linked to their class topic

Tell the children that they are going to produce a 3D model of something that
will fit in with the topic they are currently studying in class. This maybe a
building from a history topic they are studying for example.

Activity
First allow the children time to create their own original design on paper.
The instructor panel should be up which shows and tells what each tool does
when it is chosen.  Point this out to pupils so they know to refer to this guide
when choosing and using their tools. Pupils will use what they have learned so
far to begin creating their own design. They can add appropriate textures and
When models have been completed the file can be saved as a Sketch Up file
on the server and as a 2D Graphic as a jpg file as evidence.


