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Computing
	
	Online Safety/ Digital Literacy
	Computer Science
	Information Technology

	
	Autumn Term 1
	Autumn Term 2
	Spring Term 1
	Spring Term 2
	Summer Term 1
	Summer Term 2

	Nursery
	Key Knowledge & Skills
Setting up continuous provision
To introduce the ‘Technology’ area in the classroom
To create and follow rules when using the ‘Technology’ area and equipment
To introduce iPads into the ‘Technology’ area and give children opportunities to explore different programmes and apps available
To introduce and begin to use hardware in the school environment including  metal detectors and lightbox. 
	Key Knowledge & Skills
What is Technology?
To be aware of, and  explore, different technology found in the home and school environments e.g. washing machine, kettle, iron, TV, hand dryers, 


Computing Systems & Networks - Using a Computer
To use the language of logging in and logging out 
To understand that some technology requires the user to log in and log out. 
	Key Knowledge & Skills
Early Programming
To give opportunities to explore different floor robots e.g. BeeBots and remote control cars.
To develop understanding of cause and effect using different floor robots to include 
Remote control vehicles, BeeBots and Code-a-pillar 
To use the ipads to explore the BeeBots and Code-a-pillar apps
To introduce and begin to explore recordable devices to explore cause and effect including sound buttons and microphones  
	Key Knowledge & Skills
Exploring Cause & Effect
Data & Information: Introduction to Data
To understand how to sort and categorise objects
To explain how items have been sorted and categorised


Computing Systems & Networks
Exploring Hardware
To learn how to operate the camera on an iPad  and use it to take photos in the environment
To introduce and begin to explore Chromebooks. 



	
	Key Vocabulary
Technology, environment, classroom, home, metal detector, lightbox
	Key Vocabulary
Internet, Ipad, apps, camera screen, kettle, toaster
	Key Vocabulary
buttons, mouse, keyboard, microphone, up,down, left, right, forwards, backwards, programming
	Key Vocabulary
camera, ipad, photograph, photo,  Chromebook

	
	End Points
By the end of this unit, the children will be able to
1. Effectively use the ‘Technology’ area in the classroom to further their learning
2. Access iPads in the classroom to further their learning 
	End Points
By the end of this unit, the children will be able to
1. Begin to recognise different technology found at home and in school
2. Understand what logging in and out means and identify a device where this is needed
	End Points
By the end of this unit, the children will be able to
1. Recognise the cause and effect of programming and controlling different remote control vehicles
2. Use recordable devices and recognise the cause and effect including adding effects on microphones to manipulate voices
	End Points
By the end of this unit, the children will be able to
1. Understand how objects can be sorted and categorised
2. Explain how items have been sorted and categorised
3. Use an iPad to take a photo
4. Recognise what a Chromebook is and begin to understand its uses

	
	
	
	National Online Safety
Self-Image & Identity
To recognise, online or offline, that anyone can say ‘no/please stop/i’ll tell/I’ll ask’ to somebody who makes them feel sad, uncomfortable, embarrassed or upset



Online Relationships
To recognise some ways in which the Internet can be used to communicate

To give examples of how I might use technology with people I know
	National Online Safety
Online Reputation
To identify ways that I can put information on the Internet

Online Bullying
To describe ways that some people can be unkind online

To offer examples of how this can make others feel 
	National Online Safety
Managing Online Information
To talk about how to use the Internet as a way of finding information online

To identify devices I could use to access information on the Internet

Health, Wellbeing & Lifestyle
To identify rules that help keep us safe and healthy in and beyond the home when I am using technology

To give some simple examples of these rules
	National Online Safety
Privacy & Security
To identify some simple examples of my personal information

To describe who would be trustworthy to share this information with and explain why they are trusted

Copyright & Ownership
To know that work I create belongs to me

To name my work so that others know it belongs to me

	
	
	
	Key Vocabulary
Self-Image & Identity
Emotions, sad, uncomfortable, embarrassed, upset, online, offline, trusted adult

Online Relationships
Communicate, Technology
	Key Vocabulary
Online Reputation
Technology, Internet,
Connect

Online Bullying
Unkind, Worry, Sad, Nervous, Embarrassed, Upset, Experience, Online, Offline, 
	Key Vocabulary
Managing Online Information
Device, Internet, Information

Health, Wellbeing & Lifestyle
Rules, Healthy, Happy, Safe, Trusted Adult, Danger, Technology
	Key Vocabulary
Privacy & Security
Personal, Information, Location, Fact, Private, Trust, Trustworthy, Dangerous

Copyright & Ownership
Belong, Create

	
	
	
	End Points
By the end of this unit, the children will be able to:
1. Recognise they can say no both online and offline 
2. Articulate some ways in which the Internet can be used to communicate
3. Give examples of technology they can use
	End Points
By the end of this unit, the children will be able to:
1. Identify ways information can be put onto the Internet
2. Recognise how people can be unkind online
	End Points
By the end of this unit, the children will be able to:
1. Recognise that the Internet can be used to find information online
2. Identify devices that can access information on the Internet
3. Articulate online safety rules when using technology
	End Points
By the end of this unit, the children will be able to:
1. Recognise what is meant by personal information
2. Recognise who personal information can be shared with
3. Understand that work they create belongs to them

	
	Continuous Provision Resources
Metal detectors
Lightbox


	Continuous Provision Resources
Household items including: washing machine, kettle, iron, TV (within home corner), with simple on and off features
Pictures of larger household appliances (within home corner & ‘Technology’ area)
i-Pads available in the technology area with Apps offering Storytelling and creativity including Tocaboca
	Continuous Provision Resources
BeeBots
Code-a-Pillar
Remote control vehicles
Lightbox/torches - to explore colour and light (CC Link with UW/Science)
Recordable microphones
iPads available offering mark-making (finger paint), capturing sound (Speak Up Too), sensing (Just Touch) and control (Bee-Bot app) apps 
	Continuous Provision Resources
Chromebooks including various websites
To give opportunities for children to explore different programmes previously used on iPads, on Chromebooks. 

	Reception
	Key Knowledge & Skills
What is Technology?
To identify and name various technology in their immediate environment e.g. e.g. washing machine, kettle, iron, TV, hand dryers, fire alarms, Chromebooks, projector including metal detectors and lightbox. 
To introduce the ‘Computing and Technology’ area in the classroom.
To create and follow rules when using the ‘Computing and Technology’ area and equipment
To re/introduce and use hardware in the school environment 
To re/introduce and use the Chromebooks 
To learn how to log onto a Chromebook with their own log-in 
	Key Knowledge & Skills
Kapow
Computing Systems & Networks: Using a Computer
To learn what a keyboard is and how to locate relevant keys
To learn how to log in and out
To understand why we need to log in and out
To learn what a mouse is and to develop basic mouse skills including moving and clicking
	Key Knowledge & Skills
Kapow
Programming 1
All About Instructions
To follow instructions as part of practical activities and games
To learn to give simple instructions
To learn to debug when things go wrong
To learn that an algorithm is a set of instructions to carry out a task, in a specific order 
To learn how to explore and tinker with hardware to develop familiarity and introduce relevant vocabulary




	Key Knowledge & Skills
Kapow
Programming 2
Programming Bee-Bots
To follow a simple sequence of instructions
To experiment with programming a toy and learn how to give simple commands
To explore and tinker with hardware to develop familiarity and introduce relevant vocabulary
To learn to debug instructions, with the help of an adult, when things go wrong
To learn that an algorithm is a set of instructions to carry out a task, in a specific order
To follow an algorithm as part of an unplugged game

	Key Knowledge & Skills
Kapow
Computing Systems & Networks
Exploring Hardware
To learn how to explore and tinker with hardware to develop familiarity and introduce relevant vocabulary
To recognise that a range of technology is used in places such as homes and schools
To learn how to operate a camera and Chromebook and use it to take photographs

	Key Knowledge & Skills
Kapow
Exploring Cause & Effect
Data & Information Introduction to Data
To understand how to sort and categorise objects
To explain how items have been sorted and categorised
To explore and understand the concept of branch databases
To understand how to read a simple pictogram
To understand how to represent data in a pictogram




	
	Key Vocabulary
Technology, purpose,, classroom, home, chrome book
	Key Vocabulary
Computer, monitor, keyboard, mouse, log-in, log-out, password, left-click, right-click,
	Key Vocabulary
  algorithm, order, sequence, motherboard, hard drive, monitor, computer tower, speaker
	Key Vocabulary
Forward, backwards, right, left, arrow, direction, turn, route, program, algorithm, debug, sequence
	Key Vocabulary
power, camera, lens, point, Chromebook, shoot,  image, gallery, photograph, blurry, crisp, selfie
	Key Vocabulary
Sort, pictogram, graph, column, row, square, data, collect, most popular, least popular 

	
	End Points
By the end of this unit, the children will be able to
1. Identify and name technology in their home and school 
2. Effectively use the ‘Computing and Technology’ area in the classroom to further their learning
3. Access hardware in the classroom to further their learning 
	End Points
By the end of this unit, the children will be able to
1. Find the letters of their name on a keyboard
2. Log in and out of the computers in the Computing suite
3. Click a mouse
4. Drag objects using a mouse
	End Points
By the end of this unit, the children will be able to
1. Give simple instructions
2. Follow simple instructions
3. Debug instructions when things go wrong
4. Predict outcomes
	End Points
By the end of this unit, the children will be able to
1. Know the meaning of directional arrows
2. Give simple commands
3. Follow an algorithm
4. Program a Bee-Bot
	End Points
By the end of this unit, the children will be able to
1. Identify different hardware
2. Identify where technology is used
3. Operate a basic camera
4. Take a selfie to create a class gallery
	End Points
By the end of this unit, the children will be able to
1. Sort and categorise objects
2. Respond to yes/no questions
3. Create a branching database through physical sorting and categorising 
4. Interpret a basic pictogram

	
	
	
	National Online Safety
Self-Image & Identity
To recognise, online or offline, that anyone can say ‘no/please stop/i’ll tell/I’ll ask’ to somebody who makes them feel sad, uncomfortable, embarrassed or upset

Online Relationships
To recognise some ways in which the Internet can be used to communicate

To give examples of how I might use technology with people I know
	National Online Safety
Online Reputation
To identify ways that I can put information on the Internet

Online Bullying
To describe ways that some people can be unkind online

To offer examples of how this can make others feel 
	National Online Safety
Managing Online Information
To talk about how to use the Internet as a way of finding information online

To identify devices I could use to access information on the Internet

Health, Wellbeing & Lifestyle
To identify rules that help keep us safe and healthy in and beyond the home when I am using technology

To give some simple examples of these rules
	National Online Safety
Privacy & Security
To identify some simple examples of my personal information

To describe who would be trustworthy to share this information with and explain why they are trusted

Copyright & Ownership
To know that work I create belongs to me

To name my work so that others know it belongs to me

	
	
	
	Key Vocabulary
Self-Image & Identity
Emotions, sad, uncomfortable, embarrassed, upset, online, offline, trusted adult

Online Relationships
Communicate,Technology
	Key Vocabulary
Online Reputation
Technology, Internet,
Connect

Online Bullying
Unkind, Worry, Sad, Nervous, Embarrassed, Upset, Experience, Online, Offline, 
	Key Vocabulary
Managing Online Information
Device, Internet, Information, 

Health, Wellbeing & Lifestyle
Rules, Healthy, Happy, Safe, Trusted Adult, Danger, Technology
	Key Vocabulary
Privacy & Security
Personal Information, Location, Fact, Private, Trust, Trustworthy, Dangerous,

Copyright & Ownership
Belong, Create

	
	
	
	End Points
By the end of this unit, the children will be able to:
1. Recognise they can say no both online and offline 
2. Articulate some ways in which the Internet can be used to communicate
3. Give examples of technology they can use
	End Points
By the end of this unit, the children will be able to:
1. Identify ways information can be put onto the Internet
2. Recognise how people can be unkind online
	End Points
By the end of this unit, the children will be able to:
1. Recognise that the Internet can be used to find information online
2. Identify devices that can access information on the Internet
3. Articulate online safety rules when using technology
	End Points
By the end of this unit, the children will be able to:
1. Recognise what is meant by personal information
2. Recognise who personal information can be shared with
3. Understand that work they create belongs to them

	
	Continuous Provision
Chromebooks
Mouse
Pupil log-in cards
Household items including: washing machine, kettle, iron, TV (within home corner, with simple on/off and programmable features
Metal Detector
Lightbox
	Continuous Provision
Tuff Tray
Exploration of a range of familiar hardware including keyboards, mice, hard drive and other household items
Screwdrivers, magnetic tweezer, 
	Continuous Provision
Bee-Bots
Bee-Bot maps 
Directional cards
	Continuous Provision
Cameras
Chromebooks
	Continuous Provision
Cameras
Chromebooks with access to J2data website

	Year 1
	Key Knowledge & Skills
Twinkl Plan-It
Online Safety
To create, name and date my digital creative work
To safely search for images online
To understand how to communicate safely online
To understand what personal information I need to keep safe
To explore how to use email to safely communicate
To apply my online safety knowledge to help others make good choices online
	Key Knowledge & Skills
NCCE:
Creating Media A: Digital Painting
To describe what different freehand tools do
To use the shape tool and the line tools
To make careful choices when painting a digital picture
To explain why I chose the tools I used
To use a computer on my own to paint a picture
To compare painting a picture on a computer and on paper
	Key Knowledge & Skills
NCCE:
Creating Media B: Digital Writing
To use a computer to write
To add and remove text on a computer
To identify that the look of text can be changed on a computer
To make careful choices when changing text
To explain why I used the tools that I chose
To compare typing on a computer to writing on paper

	Key Knowledge & Skills
NCCE: 
Programming B: Programming Animations
To choose a command for a given purpose
To show that a series of commands can be joined together
To identify the effect of changing a value
To explain that each sprite has its own instructions
To design the parts of a project
To use my algorithm to create a program

	Key Knowledge & Skills
NCCE:
Computing Systems & Networks: Technology Around Us
To identify technology
To identify a computer and its main parts
To use a mouse in different ways
To use a keyboard to type on a computer
To use the keyboard to edit text
To create rules for using technology responsibly 
	Key Knowledge & Skills
NCCE:
Data & Information: Grouping Data
To label objects
To identify that objects can be counted
To describe objects in different ways
To count objects with the same properties
To compares groups of objects
To answer questions about groups of objects

	
	Key Vocabulary
owner, copyright, filter, search engine, personal, communicate, sender, digital
	Key Vocabulary
paintbrush, erase, fill, undo, primary colours, shape tool, line tool, brush style, brush size, 

	Key Vocabulary
keyboard, keys, letters, numbers, space, backspace, toolbar, bold, italic, underline, mouse, format, typing
	Key Vocabulary
ScratchJr, Bee-Bot, command, sprite, programming,  block, reset, algorithm, predict, effect, change, value, instructions
	Key Vocabulary
technology, computer, mouse, keyboard, screen, trackpad, double-click, typing
	Key Vocabulary
object, label, group, search, image, property, colour, size, shape, value, data set, more, less, most, fewest, least, the same

	
	End Points
By the end of this unit, the children will be able to:
1. Save their digital work with their name and the date on it
2. Understand how to safely search for images
3. Understand what personal information needs to be kept safe
4. Understand how to use email
	End Points
By the end of this unit, the children will be able to:
1. Draw lines on a screen and explain which tools they used
2. Use paint tools to draw a picture
3. Use the shape and line tools effectively
4. Use dots of colour to create a picture in the style of an artist
5. Spot the differences between painting on a computer and on paper

	End Points
By the end of this unit, the children will be able to:
1. Identify and find keys on a keyboard
2. Enter text into a computer
3. Identify the toolbar and use bold, italic and underline
4. Use ‘undo’ to remove changes
5. Make changes to text on a computer

	End Points
By the end of this unit, the children will be able to:
1. Use commands to move a sprite
2. Use more than one block by joining them together
3. Change the value of blocks and say what happens by doing so
4. Show that a project can include more than one sprite
5. Create an algorithm for each sprite
6. Test the programmes created
	End Points
By the end of this unit, the children will be able to:
1. Explain technology as something that helps us
2. Name the main parts of a computer
3. Click and drag to make objects on a screen
4. Open work from a file
5. Identify rules to keep us safe and healthy when we are using technology in and beyond the home
	End Points
By the end of this unit, the children will be able to:
1. Count and group objects
2. Describe a property of an object 
3. Find objects with similar properties
4. Record how many objects are in a group
5. Decide how to group objects to answer a question

	Year 2
	Key Knowledge & Skills
Twinkl Plan-It
Online Safety
To understand that the information I put online leaves a digital footprint
To use keywords in an online search to find out about a topic
To recognise whether a website is appropriate for children
To rate and review informative websites
To be able to identify kind and unkind behaviour online
To apply their knowledge of safe and sensible online activities to different situations
	Key Knowledge & Skills
NCCE:
Creating Media A: Digital Photography
To use a digital device to take a photograph
To make choices when taking a photograph
To describe what makes a good photograph
To decide how photographs can be improved
To use tools to change an image
To recognise that photos can be changed
	Key Knowledge & Skills
NCCE:
Programming A: Robot Algorithms
To describe a series of instructions as a sequence
To explain what happens when we change the other of instructions
To use logical reasoning to predict the outcome of a program (series of commands)
To explain that programming projects can have code and artwork
To design an algorithm
To create and debug a program that I have written
	Key Knowledge & Skills
NCCE:
Programming B: Programming Quizzes
To explain that a series of a commands has a start
To explain that a series of a commands has an outcome
To create a program using a given design
To change a given design
To create a program using my own design
To decide how my project can be improve
	Key Knowledge & Skills
NCCE:
Data & Information: Pictograms
To recognise that we can count and compare objects using tally charts
To recognise that objects can be represented as pictures
To create a pictogram
To select objects by attribute and make comparisons
To recognise that people can be described by attributes
To explain that we can present information using a computer
	Key Knowledge & Skills
[bookmark: _heading=h.gjdgxs]NCCE:
Computing Systems & Networks: IT Around Us
To recognise the uses and features of information technology
To identify the uses of information technology in the school
To identify information technology beyond school
To explain how information technology helps us
To explain how to use information technology safely
To recognise that choices are made when using information technology

	
	Key Vocabulary
digital footprint, content, review, cyberbullying
	Key Vocabulary
 capture, digital, landscape, portrait, framing, subject, compose, light sources, flash, focus, editing, filter, lighting
	Key Vocabulary
instruction, sequence, unambiguous, algorithm, program, order, commands, prediction, design, route, debugging
	Key Vocabulary
sequence, command, program, run, start, outcome, predict, blocks, sprite, algorithm, actions, project, modify, debug
	Key Vocabulary
organise, data, object, tally chart, pictogram, attribute, block diagram
	Key Vocabulary
information technology (IT), computer

	
	End Points
By the end of this unit, the children will be able to:
1. Articulate what a digital footprint is
2. Use keywords in a search engine to find out specific information
3. Identify age appropriate websites
4. Identify kind and unkind behaviour online
	End Points
By the end of this unit, the children will be able to:
1. Explain what was done to capture a photo
2. Explain the process of taking a good photograph
3. Improve a photograph by retaking it
4. Explore the effect that light has on a photo
5. Apply a range of photography skills to capture a photo

	End Points
By the end of this unit, the children will be able to:
1. Create different algorithms for a range of sequences (using the same commands)
2. Use an algorithm to program a sequence on a floor robot
3. Predict the outcome of a sequence
4. Design a mat and explain the choices made for it
5. Put together the different parts of a program
6. Test and debug each part of a program
	End Points
By the end of this unit, the children will be able to:
1. Identify the start of a sequence
2. Build sequences of blocks
3. Work out the actions of a sprite in an algorithm
4. Choose backgrounds for a design
5. Choose characters for a design
6. Choose the images for a design
	End Points
By the end of this unit, the children will be able to:
1. Enter data onto a computer
2. Organise data
3. Create a pictogram to arrange objects by an attribute
4. Draw conclusions from a pictogram
5. Use a computer program to present information in different ways
	End Points
By the end of this unit, the children will be able to:
1. Describe some uses of computers
2. Identify examples of IT
3. Demonstrate how IT devices work together
4. List different uses of IT
5. Talk about different rules for using IT
6. Identify the choices made when using IT

	Year 3
	Key Knowledge & Skills
Twinkl Plan-It
Online Safety
To know what cyberbullying is and how to address it
To understand how websites use advertisements to promote products
To create strong passwords and understand privacy settings
To safely send and receive emails
To explore different ways children can communicate online
To use knowledge about online safety to plan a party online
	Key Knowledge & Skills
NCCE:
Creating Media A: Animation
To explain that animation is a sequence of drawings or photographs
To relate animated movement with a sequence of images
To plan an animation
To identify the need to work consistently and carefully
To review and improve an animation
To evaluate the impact of adding other media to an animation

	Key Knowledge & Skills
NCCE
Creating Media B: Desktop Publishing 
To recognise how text and images convey information
To recognise that text and layout can be edited
To choose appropriate page settings
To add content to a desktop publishing publication
To consider how different layouts can suit different purposes
To consider the benefits of desktop publishing
	Key Knowledge & Skills
NCCE:
Programming A: Sequence in Music
To explore a new programming environment
To identify that commands have an outcome
To explain that a program has a start
To recognise that a sequence of commands can have an order
To change the appearance of my project
To create a project from a task description

	Key Knowledge & Skills
NCCE:
Computing Systems & Networks: Connecting Computers
To explain how digital devices function
To identify input and output devices
To recognise how digital devices can change the way we work
To explain how a computer network can be used to share information
To explore how digital devices can be connected
To recognise the physical components of a network
	Key Knowledge & Skills
NCCE:
Data & Information: Branching Databases
To create questions with yes/no answers
To identify the object attributes needed to collect relevant data

To create a branching database
To explain why it is helpful for a database to be well structured
To identify objects using a branching database
To compare the information shown in a  pictogram with a branching database

	
	Key Vocabulary
cyberbullying, advert, product, target, privacy, inbox, community, forum 
	Key Vocabulary
animation, flip book, stop-frame animation, frame, character, onion skinning, frame, media, import, transition
	Key Vocabulary
communicate, font style, template, landscape, portrait, orientation, placeholder, template, layout, content, desktop publishing, copy, paste
	Key Vocabulary
programming, blocks, commands,, sprite, costume, stage, backdrop, sprites, programming blocks, motion,glide, sequence, chord
	Key Vocabulary
digital device, non-digital, connection, network, network switch, server, wireless access point (WAP), network cables, network sockets
	Key Vocabulary
attribute, value, questions, table, objects, branching database, j2data, pictogram, information, decision tree

	
	End Points
By the end of this unit, the children will be able to:
1. Articulate what cyberbullying is and how it can be addressed
2. Understand what an advertisement is and how they are used online
3. Create a strong password
4. Understand privacy settings
5. Safely send and receive emails
6. Understand different ways we can communicate online
	End Points
By the end of this unit, the children will be able to:
1. Explain that animation is a sequence of drawings or photographs
2. Create an effective flipbook style animation
3. Create an effective stop-frame animation
4. Describe an animation that is achievable on screen
5. Understand and use onion skinning to help create an animation

	End Points
By the end of this unit, the children will be able to:
1. Explain the difference between text and images
1. Change font style, size and colours for a given purpose
2. Explain what ‘page orientation’ means
3. Create a template for a particular purpose
4. Paste text and images
5. Identify and match different layouts to a purpose

	End Points
By the end of this unit, the children will be able to:
1. Identify the objects in a Scratch project - sprites, backdrops
2. Explain that objects in Scratch have attributes (linked to)
3. Recognise that commands in Scratch are represented as blocks
4. Identify that each sprite is controlled by commands chosen
5. Create a program following a design
6. Create a sequence of connected commands
7. Implement an algorithm as a code

	End Points
By the end of this unit, the children will be able to:
1. Explain that digital devices accept inputs and produce outputs
2. Classify input and output devices
3. Recognise different connections
4. Explain how messages are passed through multiple connections
5. Explain the role of a switch, server and wireless access point in a network
6. Identify how devices in a network are connected together
	End Points
By the end of this unit, the children will be able to:
1. Creates groups of objects separated by attributes
2. Arrange objects into a tree structure
3. Create yes/no questions using given attributes
4. Group objects using yes/no questions
5. Independently create questions to use in a branching database
6. Create a branching database that reflects a plan 

	Year 4
	Key Knowledge & Skills
Twinkl Plan-It
Online Safety
To identify how a message can hurt someone’s feelings
To be able to say how I should respond to a hurtful message online
To be able to use a search engine accurately
To understand the term plagiarism and how to avoid it
To create a safe online profile
To explain how to be a responsible digital citizen
To create an online safety superhero character
	Key Knowledge & Skills
NCCE:
Creating Media A: Audio Editing
To identify that sound can be digitally recorded 
To use a digital device to record sound
To explain that a digital recording is stored as a file

To explain that audio can be changed through editing
To show that different types of audio can be combined and played together
To evaluate editing choices made


	Key Knowledge & Skills
NCCE:
Programming A: Repetition in Shapes
To identify that accuracy in programming is important
To create a program in a text-based language
To explain what ‘repeat’ means

To modify a count-controlled loop to produce a given outcome
To decompose a task into small steps
To create a program that uses count-controlled loops to produce a given outcome
	Key Knowledge & Skills
NCCE: 
Programming B: Repetition in Games
To develop the use of count-controlled loops in a different programming environment
To explain that in programming there are infinite loops and count-controlled loops

To develop a design that includes two or more loops which run at the same time
To modify an infinite loop in a given program
To design a project that includes repetition
To create a project that includes repetition
	Key Knowledge & Skills
NCCE:
Data & Information: Data Logging
To explain that data gathered over time can be used to answer questions
To use a digital device to collect data automatically
To explain that a data logger collects ‘data points’ from sensors over time

To use data collected over a long duration to find information
To identify the data needed to answer questions
To use collected data to answer questions

	Key Knowledge & Skills
NCCE:
Computing Systems & Networks: The Internet
To describe how networks physically connect to other networks
To recognise how networked devices make up the internet
To outline how websites can be shared via the WWW
To recognise how the content of the WWW is created by people
To evaluate the consequences of unreliable content 


	
	Key Vocabulary
anonymous, victim, domain, browser, fraud/fraudulent, policy, plagiarism, citation, acronym, attachments
	Key Vocabulary
audio, playback, microphone, speaker, headphones, sound, podcast, mixing, time shift, export, MP3 

	Key Vocabulary
commands, code snippet,, Logo, pattern, repeat, repetition, count-controlled loop, algorithm, value, trace, decompose, procedure, FD, BK, LT, RT, CS, PU, PD
	Key Vocabulary
loop, repeat, value, forever, infinite loop, count-controlled loop, costume, animate, design, algorithm, 
	Key Vocabulary
data, table (layout), input device, sensor, data logger, logging, data point, interval, analyse, import, export, logged
	Key Vocabulary
network, router, network security, network switch, server WAP,  website, web page, web address, web browser, WWW, content, links, sharing, ownership, adverts

	
	End Points
By the end of this unit, the children will be able to:
1. Identify how a message can hurt someone’s feelings
2. Articulate how to respond to a hurtful message online
3. Use a search engine accurately
4. Articulate what plagiarism is
5. Create a safe online profile
6. Articulate how to be a responsible digital citizen
	End Points
By the end of this unit, the children will be able to:
1. Identify the input and output devices used to record and play sound
2. Use a computer to record audio
3. Record content following a plan
4. Review the quality of recordings and improve where necessary
5. Arrange multiple sounds to create a chosen effect
6. Listen to an audio recording to identify its strengths and suggest improvements to an audio recording
	End Points
By the end of this unit, the children will be able to:
1. Program a computer by typing commands
2. Write an algorithm to produce a given outcome 
3. Identify the effect of changing the number of times a task is repeated
4. Use a procedure in a program
5. Design a program that includes count-
controlled loops
6. Develop a program by debugging it

	End Points
By the end of this unit, the children will be able to:
1. Choose when to use a count-
controlled and an infinite loop
2. Explain what the outcome of the repeated action should be 
3. Evaluate the effectiveness of the repeated sequences used in a program
4. Identify which parts of a loop can be changed
5. Develop a design explaining what the project will do
6. Evaluate the steps followed when building a project
	End Points
By the end of this unit, the children will be able to:
1. Explain what data can be collected using sensors
2. Identify that data from sensors can be recorded
3. Identify the intervals used to collect data
4. Talk about the data that has been captured
5. Sort data to find information
6. Use a data logger to collect data
7. Interpret data that has been collected using a data logger
	End Points
By the end of this unit, the children will be able to:
1. Describe the internet as a network of networks
2. Demonstrate how information is shared across the internet
3. Outline how websites can be shared via the WWW
4. Describe how content can be added and accessed on the WWW
5. Recognise how the content of the WWW is created by people
6. Evaluate the consequences of unreliable content

	Year 5
	Key Knowledge & Skills
Twinkl Plan-It
Online Safety
To identify spam emails and what to do with them

To write citations for the websites I use for research
To create strong passwords
To recognise when, why and how photographs we see online may have been edited
To apply online safety rules to real-life scenarios
	Key Knowledge & Skills
NCCE: 
Creating Media A: Vector Drawing
To identify that drawing tools can be used to produce different outcomes
To create a vector drawing by combining shapes
To use tools to achieve a desired effect
To recognise that vector drawings consist of layers
To group objects to make them easier to work with
To evaluate my vector drawing
	Key Knowledge & Skills
NCCE: 
Creating Media B: Video Editing
To explain what makes a video effective
To identify digital devices that can record video
To capture video using a range of techniques
To create a storyboard
To identify that video can be improved through reshooting and editing
To consider the impact of the choices made when making and sharing a video

	Key Knowledge & Skills
NCCE: 
Programming A: Selection in Physical Computing
To control a simple circuit connected to a computer
To write a program that includes count-controlled loops
To explain that a loop can stop when a condition is met
To explain that a loop can be used to repeatedly check whether a condition has been met
To design a physical project that includes selection
To create a program that controls a physical computer project

	Key Knowledge & Skills
NCCE: 
Programming B: Selection in Quizzes
To explain how selection is used in computer programs
To relate that a conditional statement connects a condition to an outcome
To explain how selection directs the flow of a program
To design a program which uses selection
To create a program which uses selection
To evaluate my program
	Key Knowledge & Skills
NCCE: 
Data & Information: Flat-File Databases
To use a form to record information 
To compare paper and computer-based databases
To outline how grouping and then sorting data allows us to answer questions
To explain that tools can be used to select specific data
To explain that computer programs can be used to compare data visually
To apply my knowledge of a database to ask and answer real-world questions


	
	Key Vocabulary
https, address bar. filter, attachments, virus
	Key Vocabulary
vector, drawing tools, object, toolbar, align, modify, layers, order, group, ungroup, reuse, reflection
	Key Vocabulary
talking head, panning, lens, mid range, long shot, moving subject, side by side, high angle, low angle, normal angle, static camera, zoom, pan, tilt, storyboard, filming, review, split, trim, clip, reshoot, reorder, 
	Key Vocabulary
microcontroller, components, connection, infinite loop, motor, count-controlled loop, Crumble controller, switch, motor, LED, Sparkle, crocodile clips, battery box,  
	Key Vocabulary
selection, condition, outcomes, question, answer, algorithm, program, debug, count-controlled loop, conditional statement,
	Key Vocabulary
database, data, information, record, field, search criteria, graph, chart, axis, filter, presentation

	
	End Points
By the end of this unit, the children will be able to:
1. Identify spam emails and know what to do with them
2. Write citations for websites used for research
3. Create strong passwords
4. Recognise when, why and how photographs may have been edited

	End Points
By the end of this unit, the children will be able to:
1. Recognise that vector drawings are made using shapes
2. Explain that each element added to a vector drawing is an object
3. Explain how alignment grids and resize handles can be used to improve consistency
4. Recognise that vector drawings consist of layers
5. Create a vector drawing for a specific purpose
	End Points
By the end of this unit, the children will be able to:
1. Identify and compare features of videos
2. Use a digital device to record video, including experimenting with different camera angles
3. Capture video using a range of techniques
4. Outline the scenes of a video, creating a storyboard
5. Store, retrieve and export a recording to a computer
6. Select the correct tools to make edits to a video
	End Points
By the end of this unit, the children will be able to:
1. Create a simple circuit and connect it to a microcontroller
2. Design a conditional loop
3. Program a microcontroller to respond to an input
4. Identify a conduction and an action in a project
5. Use  an ‘if’, ‘then’ statement to direct the flow of a program
6. Create detailed drawings of projects

	End Points
By the end of this unit, the children will be able to:
1. Identify and modify conditions in a program
2. Create a program that uses selection to produce different outcomes
3. Show that a condition can direct program flow in one of two ways
4. Identify the outcome of user input in an algorithm
5. Share a program with others
	End Points
By the end of this unit, the children will be able to:
1. Explain what a field and record are in a database
2. Compare paper and computer-based databases
3. Group information using a database
4. Select an appropriate chart to visually compare data
5. Refine a chart by selecting a particular filter
6. Use a real-world database to answer questions

	
	
	
	Applecroft Adventure
Star in your own film
	
	
	

	Year 6
	Key Knowledge & Skills
Twinkl Plan-It
Online Safety
To find similarities and differences between in-person and cyber-bullying
To identify good strategies to deal with cyber-bullying
To identify secure websites by identifying privacy seals of approval
To understand the benefits and pitfalls of online relationships
To identify information that I should never share
To identify who the media play a powerful role in shaping ideas about girls and boys
To apply my online safety knowledge to online activities
To use my knowledge of online safety to create a multiple choice quiz
	Key Knowledge & Skills
NCCE:
Creating Media A: 
3D Modelling
To use a computer to create and manipulate 3D digital objects
To compare working digitally with 2D and 3D graphics
To construct a digital 3D model of a physical object
To identify that physical objects can be broken 
 down into a collection of 3D shapes
To design a digital model by combining 3D objects
To develop and improve a digital 3D model
	Key Knowledge & Skills
NCCE:
Creating Media B: Webpage Creation
To review an existing website and consider its structure
To plan the features of a web page
To consider the ownership and use of images (copyright)
To recognise the need to preview pages
To outline the need for a navigation path
To recognise the implications of linking to content owned by other people
	Key Knowledge & Skills
NCCE:
Programming B:
 Sensing
To create a program to run on a controllable device
To explain that selection can control the flow of a program
To update a variable with a user input
To use a conditional statement to compare a variable to a value
To design a project that uses inputs and outputs on a controllable device
To develop a program that uses inputs and outputs on a controllable device
	Key Knowledge & Skills
NCCE:
Computing Systems & Networks: Communication and Collaboration
To explain the importance of internet addresses
To recognise how data is transferred 
To explain how sharing information online can help people to work together
To evaluate different ways of working together online
To recognise how we communicate using technology
To evaluate different methods of online communication
	Key Knowledge & Skills
NCCE:
Data and Information: Spreadsheets
To create a data set in a spreadsheet
To build a data set in a spreadsheet
To explain that formulas can be used to produce calculated data
To apply formulas to data
To create a spreadsheet to plan an event
To choose suitable ways to present data


	
	Key Vocabulary
browser, instant messaging, stereotype, SMART
	Key Vocabulary
dimensions, placeholder, hole, group, ungroup, design, modify, evaluate, improve
	Key Vocabulary
browser, media, Hypertext Markup Language (HTML), logo, header, home page, breadcrumb trail, navigation, hyperlink, subpage, implication, external link, embed
	Key Vocabulary
Micro:bit, MakeCode, process, flashing, USB, selection, condition, if then else, variable, random, sensing, accelerometer, compass, step counter
	Key Vocabulary
packets, collaboration, addresses, communication
	Key Vocabulary
data heading, data set, cells, columns, rows, object, format, common attribute, formula, calculation, cell reference, sigma, 

	
	End Points
By the end of this unit, the children will be able to:
1. Recognise similarities and differences between in-person and cyberbullying
2. Identify privacy seals of approval
3. Understand the benefits and pitfalls of online relationships
4. Articulate what information they should never share online
5. Identify how the media play a powerful role in shaping ideas about girls and boys

	End Points
By the end of this unit, the children will be able to:
1. Add 3D shapes to a project 
2. Identify that digital 3D objects can be modified
3. Recognise that objects can be combined in a 3D model
4. Create a 3D model for a given purpose
5. Modify a 3D model to improve it 
	End Points
By the end of this unit, the children will be able to:
1. Know websites are written in HTML
2. Recognise common features of a web page
3. Understand and consider the ownership and use of images (copyright)
4. Add content to their own web page
5. Outline the need for a navigation path
6. Recognise the implications of linking to content owned by other people
	End Points
By the end of this unit, the children will be able to:
1. Apply existing knowledge of programming to a new environment
2. Use a variable in an if, then, else, statement to select the flow of a program
3. Use an operand in an if, then statement
4. Design a program flow for their project
5. Use a range of approaches to find and fix bugs

	End Points
By the end of this unit, the children will be able to:
1. Explain why internet addresses are important
2. Explain how data is transferred across the internet
3. Recognise how the sharing of information online can help collaboration
4. Evaluate different ways of working together online
5. Recognise how we can communicate using technology
6. Evaluate different methods of online communication 
	End Points
By the end of this unit, the children will be able to:
1. Enter data into a spreadsheet
2. Choose and apply an appropriate format for a cell
3. Construct a formula in a spreadsheet
4. Calculate data using different operations
5. Create a formula which includes a range of cells
6. Apply a formula to calculate the data needed to answer questions
7. Produce a chart to show the answer to a question
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