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Curriculum Intent

At Stretton St Matthew’s CE Primary, we aim to give our pupils the life-skills that will enable them
to embrace and utilise new technology in a socially responsible and safe way in order to flourish.
Our computing curriculum expands access to, and experiences of, a range of technologies in order
to develop computational thinking and equip our children for the jobs of the future.

Through our Work Together Concepts children will gain a deeper understanding of computer
science, information technology and digital literacy.




Outcome

Computing Work
strand Together
Concepts
Computer
Science
Computer
Systems and
Networks
Information
Technology Creating
Media
Data and
information
Digital
Literacy E-Safety

Key stage 1
Pupils should be taught to:

e Understand what algorithms are; how they are implemented as programs on digital devices; and that programs
execute by following precise and unambiguous instructions

e create and debug simple programs

e use logical reasoning to predict the behaviour of simple programs

e use technology purposefully to create, organise, store, manipulate and retrieve digital content

e recognise common uses of information technology beyond school

e use technology safely and respectfully, keeping personal information private; identify where to go for help and
support when they have concerns about content or contact on the internet or other online technologies.

Key stage 2
Pupils should be taught to:

e design, write and debug programs that accomplish specific goals, including controlling or simulating physical
systems; solve problems by decomposing them into smaller parts

e use sequence, selection, and repetition in programs; work with variables and various forms of input and output

e use logical reasoning to explain how some simple algorithms work and to detect and correct errors in
algorithms and programs

e understand computer networks including the internet; how they can provide multiple services, such as the
world wide web; and the opportunities they offer for communication and collaboration

e use search technologies effectively, appreciate how results are selected and ranked, and be discerning in
evaluating digital content

e 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

e use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a
range of ways to report concerns about content and contact.




Overview of TOPICS and WORK TOGETHER CONCEPTS

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

YR Creating media
Date and information

Computer systems and networks

Data and information- Computer systems and networks- Creating media-
Grouping data Technology around us Digital writing

Creating media-
Digital painting

Data and information- Creating media-

Computer systems and Creating media-

networks- Digital photography Pictograms Making music
IT around us
Y3 Computer systems and Creating media- Creating media- Data and information-
networks- Animation Desktop publishing Branching database

Connecting computers

Y4 Data and information- Creating media- Computer systems and networks- Creating media-
Data loggers Photo editing The internet Audio editing

Y5 Creating media- Computer systems and Creating media- Data and information-
Vector drawing networks- Video editing Flat-file databases

Sharing information

Y6 Data and information- Creating media- Creating media- Computer systems and networks-
Spreadsheets 3D Modelling Web page creation Communication

E-Safety is taught throughout each topic and is covered in whole school assemblies and PSHE.
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Progression of crucial knowledge and skills

Declarative knowledge- knowing that (unit outcomes)

Procedural knowledge- knowing how

Computing Systems and
networks

Creating Media

Data and information

Know the functions of
hardware/ software within
their classroom.

Know that pictures can be drawn digitally.

Know how to sort objects

To use the keyboard to edit
To create rules for using
technology responsibly

To make careful choices when
painting a digital picture

To explain why I chose the tools |
used

To use a computer on my own to
paint a picture

To compare painting a picture on
a computer and on paper

be changed on a computer

To make careful choices when
changing text

To explain why | used the tools
that | chose

To compare writing on a computer
with writing on paper

o
= To understand how to navigate To understand the functions a paint program To move objects across the screen
L hardware and software within To understand how to use the keyboard to type
the classroom
Technology around us Digital painting Digital writing Grouping data
Recogmsmq tec.:hnology '_" Choosing appropriate tools in a Using a computer to create and Exploring object labels, then using
school and using it responsibly. . .
- - program to create art, and format text, before comparing to them to sort and group objects by
To identify technology . . . o . . .
. i = making comparisons with writing non-digitally. properties.
To identify a computer and its working non-diaitall
main parts 9 gitatly. To use a computer to write To label objects
To use a mouse in different To describe what different To add and remove text on a To identify that objects can be
- | ways freehand tools do computer counted
E To use a keyboard to type To use the shape tool and the line | To identify that the look of text can | To describe objects in different
> tools

ways
To count objects with the same
properties

To compare groups of objects

To answer questions about groups
of objects

To understand the different commands and their function

To explain what a given command
will do

To act out a given word

To combine forwards and
backwards commands to make a
sequence

To combine four direction
commands to make sequences
To plan a simple program

To find more than one solution to a
problem

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



https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot

Year 2

IT around us

Identifying IT and how its
responsible use improves our
world in school and beyond.

To recognise the uses and
features of information
technology

To identify information
technology in the home

To identify information
technology beyond school

To explain how information
technology benefits us

To show how to use
information technology safely
To recognise that choices are
made when using information
technology

Digital photography

Capturing and changing digital
photographs for different
purposes.

To know what devices can be
used to take photographs

To use a digital device to take 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 images can be
changed

Making music

Using a computer as a tool to
explore rhythms and melodies,
before creating a musical
composition.

To say how music can make us feel
To identify that there are patterns
in music

To describe how music can be used
in different ways

To show how music is made from a
series of notes

To create music for a purpose

To review and refine our computer
work

Pictograms

Collecting data in tally charts and
using attributes to organise and
present data on a computer.

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

Year 3

Connecting computers

Identifying that digital devices
have inputs, processes, and
outputs, and how devices can
be connected to make
networks.

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

Animation

Capturing and editing digital still
images to produce a stop-frame
animation that tells a story

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

Desktop publishing

Creating documents by modifying
text, images, and page layouts for
a specified purpose.

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

Branching databases

Building and using branching
databases to group objects using
yes/no questions.

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

To describe a series of instructions
as a sequence
To explain what happens when we
change the order 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
| have written

To explore a new programming
environment

| can identify that each sprite is
controlled by the commands |
choose

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

To explain that a sequence of
commands has a start

To explain that a sequence of
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
improved

To explain how a sprite moves in an
existing project

To create a program to move a
sprite in four directions

To adapt a program to a new
context

To develop my program by adding
features

To identify and fix bugs in a
program

To design and create a maze- based
challenge



https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions

The Internet

Recognising the internet as a
network of networks including
the WWW, and why we should

evaluate online content.

To describe how networks
physically connect to other
networks

To recognise how networked

Photo editing

Manipulating digital images, and
reflecting on the impact of
changes and whether the
required purpose is fulfilled.

To explain that digital images can
be changed

To change the composition of an
image

_Audio editing

Capturing and editing audio to
produce a podcast, ensuring that
copyright is considered

To identify that sound can be
digitally recorded

To use a digital device to record
sound

To explain that a digital recording

Data logging

Recognising how and why data is
collected over time, before using
data loggers to carry out an
investigation

To explain that data gathered over
time can be used to answer
questions

To use a digital device to collect

computer systems in our lives
To identify how to use a search
engine

To describe how search
engines, select results

To explain how search results
are ranked

To recognise why the order of
results is important, and to
whom

effect

To recognise that vector
drawings, consist of layers

To group objects to make them
easier to work with

To evaluate my vector drawing

To recognise the features of an
effective video

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

N devices, make up the internet To describe how images can be is stored as a file data automatically
E To outline how websites can be | changed for different uses To explain that audio can be To explain that a data logger
shared via the World Wide Web | To make good choices when changed through editing collects ‘data points’ from sensors
To describe how content can be | selecting different tools To show that different types of over time
added and accessed on the To recognise that not all images audio can be combined and played | To use data collected over a long
World Wide Web are real together duration to find information
To recognise how the content To evaluate how changes can To evaluate editing choices made To identify the data needed to
of the WWW is created by improve an image answer questions
people To use collected data to answer
To evaluate the consequences questions
of unreliable content
Systems and searching Vector drawing Video editing Flat-file databases
Develop an understanding of Creating images in a drawing Planning, capturing, and editing Using a database to order data
computer systems and how program by using layers and video to produce a short film. and create charts to answer
information is trans_ferre.d groups of objects. To recognise video as moving questions.
between systems and device To identify that drawing tools can pictures, which can include audio To use a form to record
To explain that computers can be used to produce different To identify digital devices that can information
be connected together to form outcomes record video To compare paper and computer-
n systems To create a vector drawing by To capture video using a digital based databases
§ To recognise the role of combining shapes device To apply my knowledge of a
> To use tools to achieve a desired database to ask and answer real-

world questions

To explain that tools can be used
to select data to answer questions
To apply my knowledge of a
database to ask and answer real-
world questions

To apply my knowledge of a
database to ask and answer real-
world questions

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 program into parts
To create a program that uses
count-controlled loops to produce a
given outcome

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, e.g.
number of times

To conclude that a loop can be used
to repeatedly check whether a
condition has been met

To design a physical project which
includes selection

To create a controllable system
which includes selection

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 which 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

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



https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/creating-media-photo-editing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-audio-editing
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-data-logging
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-b-repetition-in-games
https://teachcomputing.org/curriculum/key-stage-2/creating-media-vector-drawing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-video-editing
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-flat-file-databases
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/programming-a-selection-in-physical-computing
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes

Year 6

Communication and
Collaboration

Explore how data is transferred
over the internet.

To explain the importance of
internet addresses

To recognise how data is
transferred across the internet
To explain how sharing
information online can help
people to work together

To evaluate different ways of
working together online

To evaluate different ways of
working together online

To evaluate different ways of
working together online

3D Modellin

Planning, developing, and
evaluating 3D computer models
of physical objects.

To use a computer to create and
manipulate three-dimensional
(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

_Web page creation

Designing and creating webpages;
considering copyright, aesthetics,
and navigation.

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

Spreadsheets

Answering questions by using
spreadsheets to organise and
calculate data.

To identify questions which can be
answered using data

To explain that objects can be
described using data

To explain that formula can be
used to produce calculated data
To apply formulas to data,
including duplicating

To create a spreadsheet to plan an
event

To choose suitable ways to present
data

To define a ‘variable’ as something
that is changeable

To explain why a variable is used in
a program

To choose how to improve a game
by using variables

To design a project that builds on a
given example

To use my design to create a project
To evaluate my project

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 to use inputs
and outputs on a controllable
device



https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachcomputing.org/curriculum/key-stage-2/creating-media-3d-modelling
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-spreadsheets
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachcomputing.org/curriculum/key-stage-2/programming-b-sensing

Progression of vocabulary

Computing systems and networks Creating media Data and information — Grouping data Programming
computer paint program object Bee-Bot
mouse paintbrush label delete
keyboard erase group reset
screen undo search predict
draw colours group effect
double-click shape tools property forwards
click and drag line tool size backwards
input device brush style shape turn
shift brush size clear
space bar keyboard go
device keys commands
letters instructions
space directions
backspace left
text cursor right
toolbar plan
font route




Programming A — Moving a

Creating media — Digital

Programming B — An

Data and information —

Computing systems and

Creating media — Digital

robot painting introduction to animation Grouping data networks — Technology writing
around us
forwards paint program scratch Jr object technology word processor
backwards paintbrush Bee-Bot label computer keyboard
turn erase command group mouse/trackpad keys
clear undo sprite search keyboard letters
go primary colours compare group screen space
commands shape tools programming property click backspace
instructions line tool block size drag text cursor
directions fill tool background shape draw capital letters
left brush style delete value double-click toolbar
right pointillism reset data set click and drag bold
plan brush size algorithm more input device italic
algorithm predict less shift underline
program effect most space bar mouse
route instructions fewest font



https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://teachcomputing.org/curriculum/key-stage-1/programming-b-introduction-to-animation
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-grouping-data
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing

- ==

Computing Systems and

Creating Media — Digital

Computing systems and

Creating media — Animation

Creating media — Desktop

Data and information —

networks — Connecting

Data and Information — Programming A — Robot | Creating Media — Making Programming B — An
Networks — IT around us Photography Pictograms Algorithms Music Introduction to Quizzes
technology capture data sequence rhythm commands
information digital device record algorithm emotions sequence
responsibility light sources represent instruction pattern animation
rules effect pictogram command sequence algorithm
device edit tally chart predict tempo program
adjust block diagram debugging pitch
duration

Programming A —

Programming B — Events and

publishing Branching databases Sequence in music actions
computers
input stop frame animation advantage attribute scratch motion
output sequence disadvantage value programming event
process setting communicate guestions blocks sprite
program character template objects command algorithm
connection events landscape branching database code logic
network onion skinning portrait compare sprite resize
network switch consistency orientation organise costume extension block
server evaluation placeholder j2data stage pen up



https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-1/data-and-information-pictograms
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/creating-media-making-music
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-1/programming-b-an-introduction-to-quizzes
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/creating-media-animation
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/data-and-information-branching-databases
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions
https://teachcomputing.org/curriculum/key-stage-2/programming-b-events-and-actions

wireless access point (WAP) media desktop publishing selecting backdrop set up
import pictogram point in direction debugging
transition information glide errors
decision tree sequence

Computing systems and

Programming A — Repetition in | Programming B — Repetition in

Creating media — Audio

Data and information — Data

Creating media — Photo

algorithm

shapes ames editing loggin editing networks — The Internet
program scratch audio data crop router
turtle programming record input device copyright network security
commands sprite playback sensor composition network switch
code snippet blocks microphone data logger pixels server
algorithm code speaker logging rotate wireless access point (WAP)
debug loop headphones data point adjustments route tracing
pattern repeat input interval hue/saturation browser
repetition value output analyse sepia World Wide Web
count-controlled loop forever playback data set illustrator content
value infinite loop podcast import vignette download
decompose count-controlled loop selection export retouch ownership
procedure repetition mixing collection clone permission
animate time shift analyse recolour
duplicate export review magic wand
modify MP3 conclusion sharpen
brighten
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debug background
refine foreground
publication

elements

font style

Programming B — Selection in | Creating media — Video Computing systems and
quizzes editing networks — Sharing
information

Creating media — Vector Data and Information- Flat file [Programming A — Selection in
drawing databases physical computing
vector database microcontroller selection storyboard system
drawing tools data crumble controller condition AV (audiovisual) connection
icons information components count-controlled loop videographer input
toolbar record LED outcomes pan process
resize field crocodile clips conditional tilt output
statement algorithm
rotate group battery box angle protocol
) program o
duplicate value program lighting packet
. . debug . . .
select criteria repetition Microsoft Movie Maker slide deck
) . o implement ) )
alignment grid graph infinite loop split remix
. setup L .
handle chart output devices trim/clip collaboration
) ] constructive )
consistency axis motor end credits
modify filter count-controlled loop timeline
layers presentation condition transitions
group input soundtrack
ungroup algorithm title screen
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alternatives debug
Creating media — Web page Data and information — Computing systems and Creating media — 3D Programming A — Programming B — Sensing
creation Spreadsheets networks — Communication Modelling Variables in games
browser spreadsheet refine 2D variable Micro:bit
Hypertext Markup Language data index 3D value MakeCode
(HTML) . . . . .
data heading ranking 3D object algorithm input
header o
data set optimisation 3D space code process
copyright )
cells web crawlers resize program output
fair use o ) ]
columns communication lift debug flashing
web page
rows one-way rotate usB
home page . .
formula two-way position selection
preview
calculation one-to-one duplicate condition
breadcrumb trail ) ) ) )
input one-to-many dimensions if then else
navigation
output SMS placeholder random
hyperlink . .
cell reference email hole variable
subpage ] )
operation group sensing
implication )
sigma ungroup accelerometer
external link ) o
propose modify navigation
embed
software
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Key performance indicators from National Curriculum statements

KPI (CormputEr Science {C5) Infor mation Technology (IT) Digital Literacy (DL)
Yoar 1 Uinderstand what algarithms are Lise technology purposedully to create digital | Use technology safely
content
Create simple programs Keap persanal information
Use technalogy purpesefully to stare digital | private
contEnt
Use technalogy purpesefully to retrisse
digital cantent
Yoar 2 Uinderstand that algorithms are implemented as Lise technology purposedully to organise Recognise common uses of
programs on digital devices digital cantent information technalogy beyand
school
Understand that programs execute by following precise Use technalagy purpesefully to manipulate
and unambiguaus instructions digital cantent Ukse technalagy respectfully
Llse logical reasaning ta predict the behaviour af simpls |dentify whare to go for help and
program wipport when they have
concerns about cantent or
Diebug simple programs contact on the internet or other
onling technobogies
Year 3 ‘Wirite programs that accamplish specific goals Use & variety of software to accomplish Use technology responsibly
given goals
Use sequence in programes Identify a range of ways to
Collect information report concerns about contact
‘Wark with various farms of input
Design and create content
‘Wark with various farms of output
Pressnt information
Woar 4 Design programs that sccamplich specific goals Zplact a varety of softwars to accomplEh Understand the oppartunities
ghen goalk camputer networks affer for
Debug programs that sccamplich specific goals ammunication
Zplact, use and cambing internat sarvices
Usge rapetition in programs Idantify a range of ways to
Callact data report concerns about cantamt
Usge lagical reasoning to detect and corract errers in
programs Present data Recognise scoeptable /
unaceeptable behaviowr
Understand how computer networks can provide
miultiple services, such as the world wide web
Appreciate haw search results are selected
Wear 5 Sohve problems by decompasing them into smaller parts | Combine a variety of software to Be discerning in evaluating
accomplish ghven goalks digital conkent
Use selection in programs
Select use and combine saftware an a
Cantrol or simulate physical systems range of digital devioes
Use logical reasoning to explain how same simple Use search technologies effectively
algorithms work
Analyse information
Appreciate how search results are ranked
Evaluate information
Year & Understand computer networks including the intermet Design and create systems Understand the opportunities
computer networks offer for
Use logical reasoning to detect and correct errors in Analyse data collaboration
algorithms
Evaluate data
‘Wark with variables




Progression of knowledge- E-Safety

@ o

Self-image and identity

This strand explores the differences
between online and offline identity
beginning with self-awareness,
shaping online identities and media
influence in propagating stereotypes.

It identifies effective routes for reporting
and support and explores the impact
of online technologies on self-image
and behaviour.

i

RS SN

Managing online information

This strand explores how online
information is found, viewed and
inferpreted. It offers strategies for
effective searching, critical evaluation
of data, the recognition of risks and
the management of online threats
and challenges. It explores how
online threats can pose risks to our
physical safety as well as online safety.
It also covers learning relevant to
ethical publishing.

o

o S—

Online relationships

This strand explores how technology
shapes communication styles and
identifies strategies for positive
relationships in online communities.
It offers opportunities to discuss
relationships, respecting, giving and
denying consent and behaviours that
may lead to harm and how positive
online interaction can empower and
amplify voice.

(D}

Health, well-being
and lifestyle

This strand explores the impact that
technology has on health, well-being
and lifestyle e.g. mood, sleep, body
health and relationships. It also includes
understanding negative behaviours

and issues amplified and sustained by
online technologies and the strategies
for dealing with them.

Dl

Online reputation

This strand explores the concept of
reputation and how others may use
online information to make judgements.
It offers opportunities to develop
strategies to manage personal digital
content effectively and capitalise on
technology’s capacity to create effective
positive profiles.

)

i m——

Privacy and security

This strand explores how personal
online information can be used, stored,
processed and shared. It offers both
behavioural and technical strategies to
limit impact on privacy and protect data
and systems against compromise.

% Y

Online bullying

This strand explores bullying and

other online aggression and how
technology impacts those issues.

It offers strategies for effective reporting
and intervention and considers how
bullying and other aggressive
behaviour relates to legislation.

©

L

Copyright and ownership

This strand explores the concept of
ownership of online content. It explores
strategies for protecting personal
content and crediting the rights of
others as well as addressing potential
conseqguences of illegal access,
download and distribution.




Links with PSHE curriculum (KS1/KS2) & PSED (EYFS)

E-safety Year R

E-safety Year 1

E-safety Year 2

E-safety Year 3

E-safety Year 4

E-safety Year 5

E-safety Year 6

Self-image and identity

Self-image and identity

Self-image and identity

Self-image and identity

Self-image and identity

Self-image and identity

Self-image and identity

| can recognise that | can
say ‘no’ / ‘please stop’ /
‘I'lltell’ / V'l ask’ to
somebody who asks me
to do something that
makes me feel sad,
embarrassed or upset.

| can recognise that there may
be people online who could
make someone feel sad,
embarrassed or upset.

If something happens that
makes me feel sad, worried,
uncomfortable or frightened.

| can give examples of when
and how to speak to an adult |
can trust and how they can
help.

| can explain how other people
may look and act differently
online and offline.

| can give examples of issues
online that might make someone
feel sad, worried, uncomfortable
or frightened; | can give
examples of how they might get
help.

| can explain what is meant by the
term ‘identity’

| can explain how people can
represent themselves in different
ways online.

| can explain ways in which someone
might change their identity depending
on what they are doing online (e.g.
gaming; using an avatar; social media)
and why.

| can explain how my online identity
can be different to my offline the
identity.

| can describe positive ways for
someone to interact with others
online and understand how this will
positively impact on how others
perceive them.

| can explain that others online can
pretend to be someone else,
including my friends, and can
suggest reasons why they might do
this.

| can explain how identity online can be
copied, modified or altered.

| can demonstrate how to make
responsible choices about having an
online identity, depending on context.

| can identify and critically evaluate
online content relating to gender,
race, religion, disability, culture and
other groups, and explain why it is
important to challenge and reject
inappropriate representations
online.

| can describe issues online that
might make me, or others feel sad,
worried, uncomfortable or
frightened. | know and can give
examples of how | might get help,
both on and offline.

| can explain why | should keep
asking until | get the help | need.

Online relationships

Online relationships

Online relationships

Online relationships

Online relationships

Online relationships

Online relationships

| can recognise some
ways in which the
internet can be used to
communicate.

| can give examples of
how | (might) use
technology to
communicate with
people | know.

| can give examples of when |
should ask permission to do
something online and explain
why this is important.

| can use the internet with
adult support to communicate
with people | know (e.g. video
call apps or services).

| can explain why it is
important to be considerate
and kind to people online and
to respect their choices.

| can explain why things one
person finds funny or sad
online may not always be seen
in the same way by others.

| can give examples of how
someone might use technology
to communicate with others they
don’t also know offline and
explain why this might be risky.
(e.g. email, online gaming, a pen-
pal in another school / country).

I can explain who | should ask
before sharing things about
myself or others online.

| can describe different ways to
ask for, give, or deny my
permission online and can
identify who can help me if | am
not sure.

| can explain why | have a right to
say ‘no’ or ‘Il will have to ask
someone’.

| can explain who can help me if |
feel under pressure to agree to
something, | am unsure about or
don’t want to do.

| can identify who can help me if
something happens online
without my consent.

| can describe ways people who have
similar likes and interests can get
together online.

| can explain what it means to ‘know
someone’ online and why this might
be different from knowing someone
offline.

| can explain what is meant by
‘trusting someone online’, why this is
different from ‘liking someone online’,
and why it is important to be careful
about who to trust online including
what information and content they
are trusted with.

| can explain why someone may
change their mind about trusting
anyone with something if they feel
nervous, uncomfortable or worried.

| can explain why someone may
change their mind about trusting
anyone with something if they feel
nervous, uncomfortable or worried.

| can explain the importance of giving
and gaining permission before sharing
things online; how the principles of
sharing online is the same as sharing
offline e.g. sharing images and videos.

| can describe strategies for safe
and fun experiences in a range of
online social environments (e.g.
livestreaming, gaming platforms).

| can give examples of how to be
respectful to others online and
describe how to recognise healthy
and unhealthy online behaviours.

| can explain how content shared
online may feel unimportant to one
person but may be important to
other people’s thoughts feelings
and beliefs.

| can give examples of technology
specific forms of communication (e.g.
emojis, memes and GIFs).

| can explain that there are some people
| communicate with online who may
want to do me or my friends harm.

| can recognise that this is not my/our
fault. | can explain how someone can get
help if they are having problems and
identify when to tell a trusted adult.

| can demonstrate how to support
others (including those who are having
difficulties) online.

| can describe some of the ways people
may be involved in online communities
and describe how they might collaborate
constructively with others and make
positive contributions. (e.g. gaming
communities or social media groups).

| can explain how sharing
something online may have an
impact either positively or
negatively.

| can describe how to be kind and
show respect for others online
including the importance of
respecting boundaries regarding
what is shared about them online
and how to support them if others
do not.

| can describe how things shared
privately online can have
unintended consequences for
others. e.g. screen-grabs.

| can explain that taking or sharing
inappropriate images of someone
(e.g. embarrassing images), even if
they say it is okay, may have an
impact for the sharer and others;
and who can help if someone is
worried about this.




| can explain how it may make
others feel if | do not ask their
permission or ignore their
answers before sharing
something about them online.

I can explain why | should always
ask a trusted adult before
clicking ‘yes’, ‘agree’ or ‘accept’
online

Online reputation

Online reputation

Online reputation

Online reputation

Online reputation

Online reputation

Online reputation

| can identify ways that |
can put information on
the internet.

| can recognise that
information can stay online
and could be copied.

I can describe what
information | should not put
online without asking a
trusted adult first.

| can explain how information
put online about me can last for
a long time.

| can describe how anyone’s
online information could be seen
by others.

I know who to talk to if
something has been put online
without consent or if it is

| can search for information about
others online.

| can give examples of what anyone
may or may not be willing to share

about themselves online.

| can explain the need to be careful
before sharing anything personal.

| can explain who someone can ask if

| can describe how to find out
information about others by
searching online.

I can explain ways that some of the
information about anyone online
could have been created, copied or
shared by others.

| can search for information about an
individual online summarise the
information found.

| can describe ways that information
about anyone online can be used by
others to make judgments about an
individual and why these may be
incorrect.

| can explain the ways in which
anyone can develop a positive
online reputation.

| can explain strategies anyone can
use to protect their ‘digital
personality’ and online reputation,
including degrees of anonymity.

incorrect. they are unsure about putting
something online.
Online bullying Online bullying Online bullying Online bullying Online bullying Online bullying Online bullying

| can describe ways that
some people can be
unkind online.

| can offer examples of
how this can make others
feel.

| can describe how to behave
online in ways that do not
upset others and can give
examples.

I can explain what bullying is,
how people may bully others and
how bullying can make someone
feel.

I can explain why anyone who
experiences bullying is not to
blame.

| can talk about how anyone
experiencing bullying can get
help.

| can describe appropriate ways to
behave towards other people online
and why this is important.

| can give examples of how bullying
behaviour could appear online and
how someone can get support.

| can recognise when someone is
upset, hurt or angry online.

| can describe ways people can be
bullied through a range of media
(e.g. image, video, text, chat).

| can explain why | need to think
carefully about how content | post
might affect others, their feelings
and how it may affect how others
feel about them (their reputation).

| can recognise online bullying can be
different to bullying in the physical
world and can describe some of those
differences.

| can describe how what one person
perceives as playful joking and teasing
(including ‘banter’) might be
experienced by others as bullying.

I can explain how anyone can get help if
they are being bullied online and identify
when to tell a trusted adult.

| can identify a range of ways to report
concerns and access support both in
school and at home about online
bullying.

| can explain how to block abusive users.

| can describe the helpline services who
can support me and what | would say
and do if I needed their help (e.g.
Childline or The Mix).

| can describe how to capture
bullying content as evidence (e.g.
screengrab, URL, profile) to share
with others who can help me.

| can explain how someone would
report online bullying in different
contexts.

Managing online
information

Managing online information

Managing online information

Managing online information

Managing online information

Managing online information

Managing online information

| can talk about how to
use the internet as a way
of finding information
online.

| can identify devices |
could use to access

| can give simple examples of
how to find information using
digital technologies, e.g.
search engines, voice
activated searching).

| know / understand that we
can encounter a range of

| can use simple keywords in
search engines.

| can demonstrate how to
navigate a simple webpage to get
to information | need (e.g. home,
forward, back buttons; links, tabs
and sections).

| can demonstrate how to use key
phrases in search engines to gather
accurate information online.

| can explain what autocomplete is
and how to choose the best
suggestion.

| can analyse information to make a
judgement about probable
accuracy and | understand why it is
important to make my own
decisions regarding content and
that my decisions are respected by
others.

| can explain the benefits and limitations
of using different types of search
technologies e.g. voice activation search
engine. | can explain how some
technology can limit the information |
aim presented with e.g. voice-activated
searching giving one result.

| can explain how search engines
work and how results are selected
and ranked.

| can explain how to use search
technologies effectively.




information on the
internet.

things online including things
we like and don’t like as well
as things which are real or
make believe / a joke.

| know how to get help from a
trusted adult if we see content
that makes us feel sad,
uncomfortable worried or
frightened.

| can explain what voice
activated searching is and how it
might be used (e.g. Alexa, Google
Now, Siri).

I can explain the difference
between things that are
imaginary, ‘made up’ or ‘make
believe’ and things that are ‘true’
or ‘real’.

| can explain why some
information | find online may not
be real or true.

| can explain how the internet can be
used to sell and buy things.

I can explain the difference between a
‘belief’, an ‘opinion’ and a ‘fact. and
can give examples of how and where
they might be shared online, e.g. in
videos, memes, posts, news stories
etc.

I can explain that not all opinions
shared may be accepted as true or fair
by others (e.g. monsters under the
bed).

I can describe and demonstrate how
we can get help from a trusted adult if
we see content that makes us feel
sad, uncomfortable worried or
frightened

| can describe how to search for
information within a wide group of
technologies and make a
judgement about the probable
accuracy (e.g. social media, image
sites, video sites).

| can describe some of the methods
used to encourage people to buy
things online (e.g. advertising
offers; in-app purchases, pop-ups)
and can recognise some of these
when they appear online.

| can explain that technology can be
designed to act like or impersonate
living things (e.g. bots) and describe
what the benefits and the risks
might be.

| can explain why lots of people
sharing the same opinions or
beliefs online does not make those
opinions or beliefs true

| can explain what is meant by fake
news e.g. why some people will
create stories or alter photographs
and put them online to pretend
something is true when it isn’t.

| can evaluate digital content and can
explain how to make choices about what
is trustworthy e.g. differentiating
between adverts and search results.

| can explain key concepts including
information, reviews, fact, opinion
belief, validity, reliability and evidence.

| can identify ways the internet can draw
us to information for different agendas,
e.g. website notifications, pop-ups,
targeted ads.

| can describe ways of identifying when
online content has been commercially
sponsored or boosted, (e.g. by
commercial companies or by vloggers,
content creators, influencers).

| can describe how fake news may affect
someone’s emotions and behaviour and
explain why this may be harmful.

| can explain what is meant by a ‘hoax’.
| can explain why someone would need
to think carefully before they share.

| can explain what is meant by ‘being
sceptical’. | can give examples of when
and why it is important to be ‘sceptical’

I can explain what is meant by the term
‘stereotype’, how ‘stereotypes’ are
amplified and reinforced online, and
why accepting ‘stereotypes’ may
influence how people think about
others.

| can describe how some online
information can be opinion and can
offer examples.

| can explain how and why some
people may present ‘opinions’ as
‘facts; why the popularity of an
opinion or the personalities of
those promoting it does not
necessarily make it true, fair or
perhaps even legal.

| can define the terms ‘influence’,
‘manipulation’ and ‘persuasion’ and
explain how someone might
encounter these online (e.g.
advertising and ‘ad targeting’ and
targeting for fake news).

| understand the concept of
persuasive design and how it can be
used to influences peoples’ choices.

| can demonstrate how to analyse
and evaluate the validity of ‘facts’
and information and | can explain
why using these strategies are
important.

| can explain how companies and
news providers target people with
online news stories they are more
likely to engage with and how to
recognise this.

| can describe the difference
between on-line misinformation
and dis-information.

| can explain why information that
is on a large number of sites may
still be inaccurate or untrue. | can
assess how this might happen (e.g.
the sharing of misinformation or
disinformation).

| can identify, flag and report
inappropriate content.

Health, wellbeing and
lifestyle

Health, wellbeing and lifestyle

Health, wellbeing and lifestyle

Health, wellbeing and lifestyle

Health, wellbeing and lifestyle

Health, wellbeing and lifestyle

Health, wellbeing and lifestyle

I can identify rules that
help keep us safe and
healthy in and beyond
the home when using
technology.

| can give some simple
examples.

| can identify rules that help
keep us safe and healthy in
and beyond the home when
using technology.

| can give examples of some of
these rules.

I can explain rules to keep myself
safe when using technology both
in and beyond the home.

| can explain simple guidance for using
technology in different environments
and settings e.g. accessing online
technologies in public places and the
home environment.

| can say how those rules / guides can
help anyone accessing online
technologies.

| can explain why spending too
much time using technology can
sometimes have a negative impact
on anyone, e.g. mood, sleep, body,
relationships; | can give some
examples of both positive and
negative activities where it is easy
to spend a lot of time engaged (e.g.
doing homework, games, films,
videos).

| can describe ways technology can
affect health and well-being both
positively (e.g. mindfulness apps) and
negatively.

| can describe some strategies, tips or
advice to promote health and well-being
with regards to technology.

| recognise the benefits and risks of
accessing information about health and

| can describe common systems
that regulate age-related content
(e.g. PEGI, BBFC, parental warnings)
and describe their purpose.

| recognise and can discuss the
pressures that technology can place
on someone and how / when they
could manage this.




| can explain why some online
activities have age restrictions, why
it is important to follow them and
know who | can talk to if others
pressure me to watch or do
something online that makes me
feel uncomfortable (e.g. age
restricted gaming or web sites).

well-being online and how we should
balance this with talking to trusted
adults and professionals.

| can explain how and why some apps
and games may request or take payment
for additional content (e.g. in-app
purchases, loot boxes) and explain the
importance of seeking permission from a
trusted adult before purchasing.

| can recognise features of
persuasive design and how they are
used to keep users engaged
(current and future use).

| can assess and action different
strategies to limit the impact of
technology on health (e.g. night-
shift mode, regular breaks, correct
posture, sleep, diet and exercise).

Privacy and security

Privacy and security

Privacy and security

Privacy and security

Privacy and security

Privacy and security

Privacy and security

| can identify some simple
examples of my personal
information (e.g. name,
address, birthday, age,
location).

| can describe who would
be trustworthy to share
this information with; |
can explain why they are
trusted.

| can recognise more detailed
examples of information that
is personal to someone (e.g.
where someone lives and goes
to school, family names).

| can explain why it is
important to always ask a
trusted adult before sharing
any personal information
online, belonging to myself or
others.

| can explain that passwords
are used to protect
information, accounts and
devices.

| can describe how online
information about me could be
seen by others.

I can explain and give examples
of what is meant by ‘private’ and
‘keeping things private’

| can describe and explain some
rules for keeping personal
information private (e.g. creating
and protecting passwords).

| can explain how passwords can
be used to protect information,
accounts and devices.

| can explain how some people
may have devices in their homes
connected to the internet and
give examples (e.g. lights, fridges,
toys, televisions).

| can describe simple strategies for
creating and keeping passwords
private.

| can give reasons why someone
should only share information with
people they choose to and can trust.

| can explain that if they are not sure
or feel pressured then they should tell
a trusted adult.

| can describe how connected devices
can collect and share anyone’s
information with others.

| can describe strategies for keeping
my personal information private,
depending on context.

| can explain that internet use is
never fully private and is
monitored, e.g. adult supervision.

| know what the digital age of
consent is and the impact this has
on online services asking for
consent.

I can describe how some online
services may seek consent to store
information about me; | know how
to respond appropriately and who |
can ask if | am not sure.

| can explain what a strong password is
and demonstrate how to create one.

| can explain how many free apps or
services may read and share private
information (e.g. friends, contacts, likes,
images, videos, voice, messages,
geolocation) with others.

| can explain what app permissions are
and can give some examples.

| can describe effective ways people
can manage passwords (e.g. storing
them securely or saving them in the
browser).

| can explain what to do if a
password is shared, lost or stolen.

| can describe how and why people
should keep their software and
apps up to date, e.g. auto updates.

| can describe simple ways to
increase privacy on apps and
services that provide privacy
settings.

| can describe ways in which some
online content targets people to
gain money or information illegally;
| can describe strategies to help me
identify such content (e.g. scams,
phishing).

| know that online services have
terms and conditions that govern
their use.

Copyright and ownership

Copyright and ownership

Copyright and ownership

Copyright and ownership

Copyright and ownership

Copyright and ownership

Copyright and ownership

| know that work | create
belongs to me.

| can name my work so
that others know it
belongs to me.

| can explain why work | create
using technology belongs to
me. | can say why it belongs to
me (e.g. ‘I designed it’ or ‘I
filmed it’).

| can save my work so that
others know it belongs to me
(e.g. filename, name on
content).

I understand that work
created by others does not
belong to me even if | save a
copy.

| can describe why other people’s
work belongs to them.

| can recognise that content on
the internet may belong to other
people.

| can explain why copying someone
else’s work from the internet without
permission isn’t fair and can explain
what problems this might cause.

When searching on the internet for
content to use, | can explain why |
need to consider who owns it and
whether | have the right to reuse it.

| can give some simple examples of
content which | must not use
without permission from the
owner, e.g. videos, music, images.

| can assess and justify when it is
acceptable to use the work of others.

| can give examples of content that is
permitted to be reused and know how
this content can be found online.

| can demonstrate the use of search
tools to find and access online
content which can be reused by
others.

| can demonstrate how to make
references to and acknowledge
sources | have used from the
internet.




Shine Bright Experiences

Year R

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Whole School Christmas competition to create a Christmas image.

Fair Trade Fortnight and/ or Safer Internet Day contributions to use computing skills.

Children to take part in a Digital Leaders’ event.

Workshops in the Computer Suite

Aim High Tasks

Year R Year 1 Year 2 Year 3 Year 4 Year 5 Year 6
Children to Children to Children to Children to Children to Children to Children to
learn about learn about learn about learn about learn about learn about learn about

Bill Gates Sister Mary Larry Page Dorothy Mark Grace Hooper Alan Turing

Kenneth Keller Johnson Zuckerburg
Vaughan
Children to Children to Children to Children to Children to Children to Children to
learn about learn about learn about learn about learn about learn about learn about
Ada Lovelace Steve Jobs Katherine Tim Berners- Mary Coombs Elon Musk Mark E. Dean
Johnson Lee




Vo forwards

Computing Strand:
Computer Science

Work Together Concept:

Programming- Moving a Robot e right turn
Key vocabulary
clear pause
Bee-Bot: a floor robot €« ap
backwards

Commands: a set of instructions

Algorithm: a precise set of instructions

Program: uses algorithms to carry out a specific task
Route: a way of getting from one place to another

Debug: fixing a program (algorithm) so that it does what you want it to do.




Year 1
Computing Strand: L
Information Technology
Work Together Concept: I
Creating Media- Digital Painting
-

Piet Mondrian: an artist that created abstract art
Georges Seurat: the artist that created pointillism, which is making paintings
using dots of paint

Henri Matisse: an artist that created pictures using cut up pieces of paper
Wassily Kandinsky: an artist that created abstract art

Tools: the different options and tools you can choose when digital painting
Brush size: the size of the brush used to add colour to a painting

Paint tool: allows you to draw coloured lines and adds colour to a painting
Pencil tool: allows you to draw thin lines onto a painting

Eraser tool: allows you to remove/change parts of a painting

Fill tool: fills the whole shape/section of painting in the same colour
Spray tool: sprays dots of colour onto a painting
Primary Colours: red, yellow and blue _
Horizonal: side to side
Vertical: up and down




Year 1
Computing Strand:
Information Technology o & W
Work Together Concept: g s e

Creating Media- Digital Writing W ,f?f} W

W w W

Key Vocabulary T
| LB | /

Type: using the keys to add letters to the page. oy 1 W
QW 70 W

Font: changes the style of writing.

Space Bar: creates a finger space between your letters.
Back Space: deletes letters. R a

Mouse: moves the arrow/cursor around the page.

Right Click: clicking the mouse using the right button.

Left click: clicking the mouse using the left button. =

Toolbar: the bar at the top of the page that allows you to change the font/size/style of
the text.




Year 2 Autumn 1 - Information Technology Around Us

Computing Strand: Computing Science
Work Together Concept: Computing Systems and Networks

Technology: science or knowledge put into practical use to
solve problems or invent useful tool

Information: facts about something or someone ‘ Q
Responsibility: being responsible or in charge of something
Rules: statements that say was a person is and isn't allowed to do

Device: a piece of electronic equipment that
has a specific purpose




Year 2 Autumn 2 - Creating Media: Digital Photography
Computing Strand: Information Technology c

Work Together Concept: Creating Media

Capture: to record or take a picture of something using a camera

Digital device: a piece of equipment that uses digital data, such as by
sending, receiving, storing or processing.

Light sources: a light source is anything that makes light, whether natural
and artificial

Effect: the enhancement or alteration of images that cannot be captured
during live action photography

Edit: a change or correction made as a result of editing

Adjust: to change something slightly to achieve the

desired result.




Year 2 Spring 1 - Data and Information: Pictograms

Computing Strand: Information Technology .

Work Together Concept: Data and Information

Data: facts and statistics collected. :
Tally Chart: a simple way of recording and counting.
Pictogram: a pictorial symbol for a word or phrase.
Information: facts about something.

Compare: to see if things are similar or different
Attribute: a quality or characteristic of a person, place or a thing.
Organise: to arrange things in a systematic order
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Year 2 Spring 2 - Programming A: Robot Algorithms

Computing Strand: Computer Science
Work Together Concept: Programming 1 t f« »

Forw

Sequence: a particular order

Algorithm: a precise set of ordered instructions which can
be used to create code.

Instruction: detailed information about how something should
be done

Program: provide (a computer or other machine) with coded
instructions for the automatic performance of a task.
Unambiguous: only one meaning or interpretation

Debugging: checking for mistakes and correcting

them.




Year 2 Summer 1 - Creating Media: Digital Music

Computing Strand: Information Technology
Work Together Concept: Creating Media

Rhythm: a pattern of long and short sounds.
Pulse: a steady beat, like a ticking clock or your heartbeat.
Emotions: how you feel

Sequence: a passage of music is repeated at a higher or lower
level of pitch

Tempo: speed

Pitch: how low or high a note sounds

Duration: the length of time each note is played for
Dynamics: loud and quiet




Year 2 Summer 2 - Programming B: Quizzes =~ = -

Computing Strand: Computer Science

oLUL0 EEFFEEF

Work Together Concept: Programming &7 .
Commands: to use or control something. @OO ®b/ - H/.

Sequence: a particular order

Animation: a method in which figures are

edited and adjusted to appear as moving images

Algorithm: a precise set of ordered instructions which can
be used to create code.

Program: provide a computer or other

machine with coded instructions to complete

a task.




Year 3 . o
Computing Strand: g Co :
Computer Science ; p==n b3
Work Together Concept: * ==
Programming: Sequencing Sounds S
oo —— . | 0
[~ o L=
cratch - Programming language based on graphical code blocks. -
Scratch - Prog g language based on graphical code block o= °eo
ocks - Programming commands that you snap together to 3
Blocks - Prog g ds thaty p fogether t ; =
create a program in Scratch.
=
Stage - Where your project is displayed when active. e
Scripts - The instructions that determines what happens on the | -
s‘rage. . Test you algorithm in Scratch

Sprite - The objects on the Scratch stage that performs
actions (e.g. characters)

Algorithm - a precise set of ordered instructions which can be
used to create code.




Year 3
Computing Strand:
Computer Science
Work Together Concept:
Computer Systems and Networks: Connecting Computers

Digital device- an electronic device that can create, generate, send, share, communicate,

receive, store, display, or process information.

Input- text, images, video or sound being entered into a computer system.

Process- the computer follows a program that tells it what to do.

! - a
Output- the computer does what you have asked it to. \1n/” — E_L:Z \ ga
Y/ N/
Connection - a link between two things. ¥ s . Saln

Computer network- a number of connections linking devices together.
Network switch - A device that connects multiple devices on a network with one another.
Server - A networked computer for storing files.

Wireless access point- A wired device that sends and receives wireless signals for devices with

wireless connectivity to the rest of the network.




Year 3
Computing Strand:
Computer Science gﬁ

Work Together Concept: )

Programming- Events and Actions

Scratch - Programming language based on graphical code blocks.
Blocks - Programming commands that you snap together to create a
program in Scratch.

Stage - Where your project is displayed when active.

Scripts - The instructions that determines what happens on the stage.
Sprite - The objects on the Scratch stage that performs actions (e.g.
characters)

Algorithm - a precise set of ordered instructions which can be used to
create code. »

Debug - fixing errors identified within a programme. 5 — '___

Task — this is what is needed.
Design — this is what it should do.
Code — this is how it is done.

Running the code — this is what it does. |




Year 3
Computing Strand:
Information Technology
Work Together Concept:

Creating media- Animation

Can a picture move?

Animation - the technique of photographing still drawings or positions of something to create an
illusion of movement when the film is shown as a sequence.

Flipbook - a series of illustrations that are slightly different each time that give the illusion of
movement when flipping them quickly.

Stop motion animation - an animated filmmaking technique in which objects are physically manipulated
in small increments between individually photographed frames so that they will appear to change or
move when the series of frames is played back.

Frame - individual pictures in a sequence of images.

Onion skinning - onion skinning allows you to see the previous frame very faintly in order to align your
next frame correctly.

Consistency - keeping things the same.

Import - to bring a file from a different program into the one you are using.

Export - to save a copy of your work into a different file format.

Beginning Micldle End




Year 3

Computing Strand: NEWSs |

Information Technology
Work Together Concept:
Creating Media- Desktop Publishing

Communicate: Giving, receiving, and sharing information.

Orientation: When you create a piece of work, you can sometimes
choose which way round you would like the page to be read. We call
this the page orientation.

Placeholder: Boxes that hold the place of the text or images that you
are going to add to your document. Placeholders are helpful because
you can design your page layout before having to think about the
content you are going to add.

Template: A document that has already been laid out in a certain way.
It might have columns for text, or spaces for pictures or text.

Desktop publishing: A way of creating documents that include both
text and images, such as invitations, magazines, or newsletters using
page layout software.

Portrait

N

Landscape




Year 3
Computing Strand:
Information Technology
Work Together Concept:

Data and Information- Branching databases

Open guestions - Questions where you can add detail to your

answer.

Closed gquestions - Questions with a choice of answers e.g. yes

or no. You can not add detail to these questions.

Attribute- A piece of information which determines somethings

properties. It is a way of describing things.

Pictogram - Something used to display information.

Tree structure - A way to share and find out data.
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1 1 1 1 I 1
Basic commands in Logo

FD 188 — Forward 100 (moves forward 100 steps)

BK 188 — Back 100 (moves back 100 steps)

RT 98 — Right 90 (turns right 90°)
LT 98 —  Left 90 (turns left 90°)
CS — Clear screen

1 1 1 | 1

Decomposition in programming

when we think about what we need to

rogram, we can also decompose our task WOC re is ¢ d ¢
P g : P Work Togefher' Concep‘l': Aprmed_uue.sq nmrTmJ ode
into smaller parts. . . } snippet that can be run multiple
Programming- Repetition in shapes ey
| | | 1 I I
. . . . . Creating a procedure will mean that
Debugg|ng - flndlng Clnd f|X|ng el'l'Ol'S we will save time later on, as we will
run the whole code snippet by just

v r ' T I I typing the one word that we used as

Turns in Logo

The angle shown is the amount of turn needed for each corner of the shape

| ] I | 1 1 [} | n I i F

Key vocabulary

Count-controlled loop-

a counter to keep track of how many times the algorithm has iterated.
Infinite loop-

A loop that keeps going

Program-

the entire solution to the task, and an implementation of the algorithm as code

- I I B B - B

Year 4 Creating procedures }
Computing Strand:
Computer Science

a procedure name.

Repeat means ‘to do or say something I I I I

GgOiﬂ:‘ Using the repeat command in a count-controlled loop

REPEAT 4 [FD 188 RT 98]

‘ l I | VAN SN




Data gathered over time

oo BELRT
Computing Strand: = ¥

Information Technology Health

Work Together Concept: -1
Data and information- Data loggers - _
-

A

Environment
and weather

Analyse: study or examine something in detail
Review: check over and make necessary changes
Conclusion: summarise your finding

Import: add in information

Export: take out information

Inputs are any devices that send information into the computer. For example,
a mouse has a position on the screen and is able to tell the computer when a
button is clicked and which button is clicked. A keyboard is able to send key

presses to the computer.

Data loggers

Temperature reading (in
degrees Celsius)

Light reading (in lux)
Interpreting data

How cold does the classroom get
at night?

The temperature graph has two
dips. These are the colder
temperatures. Pointing at the red
graph line will show the time.

Data tables

Sound reading (in

decibels)

Light sensar

Temperature sensor

Sockets to connect

external sensors

Outputs are any devices that are able to show information to the user. Good A B C
‘waather Fiirsess rocker Spoms
examples of these are the screen, which shows the user text and images, and m— e L Y
headphones, which are able to play sounds for the user to listen to. et owen [ | [ || [ T
Thursday Partly choudy L a ‘:hw’:a:b‘ :—5 ::‘r; l‘| :
f'*w Suny 2 Friciesy 11 Zoomers 7 0 2




Editing image colours and effects

Year 4
Computing Strand:
Information Technology
Work Together Concept:
Creating Media- Digital Photography

-c. 2% \:#, T

Original

Key vocabulary

Edit: modify e et " sepia Vignette
Undo: allows you to undo the last action you performed in the program

Crop: to remove unwanted parts

Composition: the way that something is put together or arranged

Retouching: improve or repair (a painting, photograph, or other image) by making slight additions or alterations.
Clone: process of creating an exact copy of another application program or object

Pixels: smallest unit of a digital image or graphic that can be displayed and represented on a digital display device
Background: the part of a scene that is further away from the viewer

Foreground: the part of a scene that is near the viewer




Year 4
Computing Strand:
Computer Science
Work Together Concept:
Computer Systems and Networks- The Internet

Web browsers

Key vocabulary

Key information

The internet is connected by lots of routers. The World Wide
Web is part of the internet where we can visit web pages and

websites

www.BBE.co.uk

journey of a website.

Tracerouting

Map  Satellite P
Using a traceroute tool,

you can track the

Here is an example for

www.google.com e
Each ‘hop’ is a router

) Eryte paciets

tracen L=
Host 3 Tire (ms)
B11342522 B3.138.252.2 0.881
22187188008
1 120

21287065008 0.851
M0 L&
MANZE.2A2.0% 1304

172.253.68.13 La1w
216.58.210.238

Router: a networking device that forwards data packets between computer networks.
Network security: involves the authorisation of access to data in a network, which is controlled by the

network administrator.

Network switch: a device in a computer network that connects other devices together
Server: a piece of computer hardware or software (computer program) that provides functionality for other

programs or devices, called "clients

Wireless access point (WAP): a networking hardware device that allows other Wi-Fi devices to connect to a

wired network
World Wide Web: collection of webpages




Year 4
Computing Strand:
Computer Science
Work Together Concept:
Programming- Repetition in games

What similarities can you see in these code snippets?

Logo code Scratch code

repeat 4 [fd 58 rt 98]

turn C* Q degrees

Infinite loops in programming

Programmers can use an ‘infinite loop’”.

In an infinite loop, commands are
repeated over and over again, without
an end point. In Scratch, this is called
the repeat forever block.

In this example, the sprite will keep
changing to the next costume
continually. This means it will keep
changing the way it looks.

next costume

Different kinds of repetition

forever

move m steps

forever

If on edge, bounce

=)

Infinite loop

repeal o
point in direction @
wait o seconds
point in direction @

Count-controlled loop




Introduction to Audacity n
Hn e |« o

Year 4
Computing Strand:
Information Technology

Work Together Concept:
Creating Media-Audio Editing

/ \ Deleting audio

Silence the Play enly n “RETRENRAN

track selected

Key vocabulary

Mute: to turn the sound off

Podcast: a recording that is made available over the internet and can be

downloaded and played on a digital device
Jingle: a short tune designed to be easily remembered

Audio: sound or noise

Arranging sections of audio

“ DO

Delete sl

X Aodo Trackw 10

Tl\' | :M'ﬁ h cw-—.-—oq
selected the - - ot |aa)
Sieres, £41002 "0_

Stop Record r—

track

If you pre Stop the

again, Au

press Record Audio can be deleted if required

oe- Use Time shift to Use Copy and
= AR move selected Paste to duplicate
audio along the sections of selected
timeline audio

g

\

Use Undo if you
make a mistake
when arranging
your audio




Year 5
Computing Strand:
Information Technology
Work Together Concept:
Creating Media- Vector drawings

Untitled drawing

File Edit View Insert Format Arrange Tools Help

~ B Q- Kk \N-QQFH- Q]

< —

bt -

Rotate

Copy and paste!

B ~ S

Zoom

. the Zoom

What is a vector drawing?

e Adrawin '.:} made on the

computer

Alignment and size guides

Resize: to change the original
size

Rotate: to move around from a
set point

Group: to change the settings so
that you move a selection of
objects together

Ungroup: to change the settings
so that you move objects
individually

Position: place in a specific spot
Layers: to place objects over
each other

Icons: symbols displayed on a
computer screen in order to help
the user navigate a computer
system

Duplicate: an identical copy




Year 5
Computing Strand:
Computer Science

Work Together Concept:

Computer Systems and Networks- Sharing information

Computers communicate using agreed protocols.

Key vocabulary

A computer system is a set of integrated devices that input, output, process, and store data and information. Computer

systems are currently built around at least one digital processing device. There are five main hardware components in a

computer system: Input, Processing, Storage, Output and Communication devices.

Inputs are any devices that send information into the computer. For example, a mouse has a position on the screen and is
able to tell the computer when a button is clicked and which button is clicked. A keyboard is able to send key presses to the

computer,

Outputs are any devices that are able to show information to the user. Good examples of these are the screen, which
shows the user text and images, and headphones, which are able to play sounds for the user to listen to.

Data packets
When information is being sent from one computer to another it is broken down into small bits of data called ‘packets’. Each

packet includes information about where the data is going to, where it is from and how to reassemble it.

output device

Seemething that sends

information cut from a

computer is known as
wn output device.

input device

An input device is something
that is used te put
informaotion inte o computer

network

A network is a

collection of computers
connected to each other.

192.168.1.2060




Year 5
Computing Strand:
Information Technology
Work Together Concept:
Creating Media- Video editing

Key vocabulary

storyboard - a visual representation of a film sequence

AV (audiovisual) - using both sight and sound, typically in the
form of images and recorded speech or music.

videographer - a person who makes films

pan - a horizontal camera movement

tilt - a vertical camera movement

split - to separate

trim/clip - to cut down

end credits - a list of the cast and crew of a particular motion
picture, television program, or video game

transitions -movement from one scene to another
soundtrack -background music

title screen - introduction to the film

Technique 1: Static camera

Key points:
¢ The camera is fixed in position
e Atripod or stand may be used

s Examples: a newsreader or g
weather forecaster

Technique 2: Zooming

Key points:

e This allows for close-up video so
you can see the subject in
greater deta

e Using too much zoom may
mean that the subject is blurry

Technique 3: Pan and tilt

Key points:

e Pan: The camera position may
be fixed, but it is able to move
freely from left to right

e Tilt: The camera position may be
fixed, but it is able to move
freely up and down

e This is useful when you want to
follow a subject, for example a
running animal, or someone
playing a game

What is video?

Video is the recording, reproducing,
or broadcasting of moving visual

images.

It is made up of a sequence of
images played in quick succession,
which gives the illusion of movement

AUDIO

what your audience hears

Creating an effective video

Camera angle

VIDEO

‘whaot your audience sees

Light and
colour




Year 5
Computing Strand:
Information Technology

Work Together Concept:
Data and information- Flat-file databases

Key vocabulary

database - a collection of data that is stored pgyris of o record

a computer and that can easily be used and
added to

data - information stored in a database
record - put down

field - subheadings in a flat-file database
group - sort information using a given criteria
value - answer in a field box

graph - a visual method of presenting
information

chart - a written method of presenting
information

filter - rank information using a given criteria

fields
“
Country Hame

" Area
Population
Language

.

Flag

L

Currency

Navigating the mini beasts database

Databases contain ‘records’. e

This is a record about a bumble bee.

This record has five fields.

South Africa =+
1,221,037 [km"2
54956900 -

-

Afrikaans

South African Rand

values

>"

\\

This dota is text

This data is numeric
This data is numeric

This data is text

This data is
an image

This data is text

How can we search a flight database?

D

‘Whaen yeu'nd ready e g

we'll bt ready to inspire you,

Disparues s - Einbumh




Year 5
Computing Strand:
Computer Science

Work Together Concept:

Programming: Selection in physical computing

Key vocabulary
Conditions: a condition is a statement that needs to be met to allow
something to happen. If a condition is met, the condition is true; if the

condition is not met, the condition is false.

Selections: sometimes we want one set of actions to be carried out if the
condition is met and another set of actions to be carried out if the
condition is not met.

The structure if ... then. . is used when giving these commands.

Count-controlled loops: They use a counter to control how many times the

commands are repeated.

Crumble controller

A microcontroller is a small device that y
1L 1
can be programmed to control + ] +

devices that are connected to it L

Ve [ o
The microcontroller that you will be
using is a Crumble controller, which f==B c
you will use to control LEDs and Tt +
motors [ 1 2

= CRUMBLE —

Connecting circuits

Connects to a positive power (+) pad on
the Crumble controller

: he pads his
Connects to o The pads on th

i £ side are used tc
negative power (-) +—— side are used to
connect other

pad on the Crumble
controller / Sparkles

Connects to the D pad on the Crumnble
controller

Connecting circuits

The LED that was being controlled
by the Crumble controller is called o
Sparkle

The crocodile clips provide power to

ght the LED and data to control it.




Year 5
Computing Strand:
Computer Science
Work Together Concept:
Programming: Selection in quizzes

Levels of abstraction

Task - this is what is needed

Design - this is what it should do
Code - this is how it is done

Running the code - this is what it does

Conditions: a condition is a statement that needs to be met to

Identifying program parts

Where is the .7

Condition

Outcome when the condition 154
Selection command

Question

Qutcome when the condition is false ;

= -

Say

M |s 56 in the eight times table? BERGRVEL
o - @

> J
Say r seconds
N |

seconds

Different outcomes — code solution

allow something to happen. If a condition is met, the condition is

true; if the condition is not met, the condition is false.

Selections: sometimes we want one set of actions to be carried

out if the condition is met and another set of actions to be

carried out if the condition is not met.

The structure if... then... is used when giving these commands.

To write
programs that
use selection with
two outcomes, we
need to use an if...

then... else... — : Pl
orange control — |
block -

NS 7 1

v

=

The condition is placed here

Actions to be carried out
when the condition is true
are placed here

Actions to be carried out
when the condition is false
are placed here




Graphs and charts

Year 6

Computing Strand:

Information Technology

P

Work Together Concept:

Wil

Data and Information- Spreadsheets

Ple chart Bar chart Column chart

Key vocabulary

Spreadsheet: a computer application that allows users
to organize, anaylse and store data in a table.
Data set: a collection of related data that can be
modified using a computer.
Formulas: allow you to construct calculations. They tell
the computer which data and which operation to use.
Sigma button: has a range of functions (sum, average)
Cell reference: the location of the cell

Data items and data sets
Division key= /
Multiplication key= *
Addition key= +
Subtraction key= -

s aaampisioly

[ —

the cells within a

The data held in the
spreadsheet is reloted.
Thi

led a data

et

Line chart

Functions

Functions enable you to apply a formula to a range of cells.

=SUM(A2:D2)

=AVERAGE(A2:D2)

column

vhat
0 PROTECTED: VIEW  Beé Carieful—files 1 i Prate
Al £ Axtract

A B c ¢} E F

1 I Attraction | Location Travel duration  Distance in miles  Cosl per mile  Journey gost
2 Alon Towsrs Thems Park  Staffordshire 1.47 .00 881 Fo12 ”
3 Marry Polter Studio Towr  Watford 33200 T £0.12 -+ cel
4 Natonal Space Cenine Lencershar 2300 130 E012
5 Buckingham Palace Wastminster 4:00:00 52 £0.12
B Science Museun Lomdon 35600 33 Foi2 v
T LEGOLANDS® Windsor 3:39.00 A 012
8 | Edinburgh Zoo 40008 LET] TR row
9 Sea Life Brighton 44100 283 £0.12
10 Spleshdown Waler Park  Pocle 4:34.00 278 £0.12
11 Bilty Bob's Pariour Yorkshing 1.42:00 T2 £ 12
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Data iterns are held in




Year 6
Computing Strand:
Information Technology
Work Together Concept:
Creating Media: 3d modelling

Key vocabulary

Resize: to change the original size
Rotate: to move around from a set point
Group: to change the settings so that you move a selection of objects together

Ungroup: to change the settings so that you move objects individually

3D modelling allows us to:

Position: place in a specific spot

e Experiment with different designs
e View designs from different angles

Duplicate: an identical copy ' Avoid making a physical mode

3D modelling is used in:

Dimensions: measurements of an object: height, width, depth

e Video games, movies, and animations

MOdif!: Change Somefhing e |Interior design and architecture

e 3D printing
Place holder: a space where something else fits will into the space left or created.




Year 6
Computing Strand:
Computer Science
Work Together Concept:
Programming- Variables in games

Key vocabulary

Variables in a program

A variable can be set and changed
throughout the running of a
program.

variable - something that can change

value - an amount given to something

algorithm - a precise sequence of instructions, or set

of rules, for performing a task

code - the language understood by computers

program - to use code to create an algorithm

debug - to fix any problems in the algorithm
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What can a variable hold?

A variable is a placeholder in the
memory of a computer and can hold
one value at a time.

Each variable in a program is
named.

Turning your algorithm into code

Who uses plans or instructions?

determines the code tha

need to create your project




Year 6
Computing Strand:
Computer Science

Work Together Concept:

Programming- Sensing

Key vocabulary

input - provide or give something to the computer
output - send data from a computer to another device
variable - something that can change

sensing - inputs that can record data

accelerometer - a sensor that detects movement

navigation - find your way through

forever

if button A = is pressed then

If button A is pressed then
Show a tick

show icon Tl

Else
Show a cross

alse

The micro:bit is a tiny computer.

You can write programs for the
micro:bit on your computer and then
transfer them to the micro:bit to be

run.
Button A Light sensor Button B Reset button
" micro:bit
— = — — s
. . s .4 .
HII!IHIIIIIHIIIIIN!!IHI
GPIO pins Accelerometer Compass Temperature

SEeNsor




Year 6
Computing Strand:
Information Technology
Work Together Concept:

Creating Media- Web page creation

Annotate the website

You can see the code for any website by following these

easy steps in Google Chrome:

» Go to g website

- 'f(j"'. click on a section of the website e.g. an image

o Click Inspect

Mow you can see the HTML code. This defir
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Key vocabulary

website - a collection of information relation to a particular topic
that can be accessed on a range of devices, can be made up from lots
of different web pages

browser - allows you to navigate or find your way around the WWW.
HTML - websites are made up of a code called Hypertext Markup
Language

Copyright - if you want to use someone else's work you should: ask
permission, give credit to the person who made it, buy it- if it has a
cost attached (e.g. from an online resources library)

Breadcrumb trails/ navigation paths - links that help to guide a

user around a website




Year 6

How many results?

How do search engines make money?

public private
Computing Strand: _
Computer Science ‘ :
Work Together Concept: Yy o
Computer Network and Systems- Communication : =hg
Key vocabulary
Data packets

When information is being sent from one computer to another it is
broken down into small bits of data called ‘packets’. Each packet
includes information about where the data is going to, where it is from

and how to reassemble it.

Domain Name Server (DNS)
A DNS is a computer server that contains a database of many IP

addresses and their associated domain names.

Data payload

transport of data across a network

Internet Protocol (IP)
The Internet Protocol (IP) is the most important communications

protocol in the Internet protocol suite for relaying data across network

boundaries.

Advertising

The benefit of indexing

* By using the index of a book, we
can find information more
guickly and save time.

s Thisis the same for search
engines.

A brief history of the World Wide Web

1989: Sir Tim Berners-Lee invented the World Wide Web to make it
easier to share documents with other scientists

1991: The first website was lounched {a summary of what the
world Wide Web Is: info.cern.ch/hypertext,wwhw/TheProject.htm

1994: The first widely used search engine (Yohoo!) was lounched

YaHoO!

Google

1998: Google was founded

What do you notice about the first few results?
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Growth of the World Wide Web

Yoor Number of websites
[ 1951 [ i
| 1994 [Yohoo! keunched) . 2,738
[ 1994 (Google lounchad) [ 2400, 067

L&30322.579

2B {most recent
count)




