This is a working document so areas may be subject to change after reflection and evaluation, however amendments can only be made by Nancy Iveson or Emma Sutcliffe, Computing leader.

	Year One

	Computer Science
	Information technology
	Digital literacy

	Computational thinking: 
Simple algorithms 
Robot Maze Game
	Animation: 
Animated character (Link to Toys topic)
	Online safety

	
	
	

	Nation curriculum objectives

	Co2/1.1 - understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
Co2/1.2 - create and debug simple programs
Co2/1.3 - use logical reasoning to predict the behaviour of simple programs
	Co2/1.4 - use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	Co2/1.5 – to recognise common uses of information technology beyond school.
Co2/1.6 – to use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about material on the internet or other online technologies.

	Skills (use for Success Criteria)

	Children will be taught to:
· Understand the sequence of algorithms is important.
· know how to debug simple algorithms.
· know how to create a simple program on a digital device e.g. Bee Bot or tablet. 
· know how to use sequence in programs.
· know how to locate and fix bugs in my program.
	Children will be taught to:
· Create an animation and add more than one scene.
· Organise their scenes to tell a story.
· Manipulate by adding stickers and filters to a story (that are appropriate).
· Retrieve and store their own pictures in a story.

	Children will be taught to:


	Software

	Scratch Jnr
	Chatterpix kids (iPads)
	

	Learning Objectives

	See separate lesson packs for more detail.

· To understand how code makes a character move, and tinker with the app Scratch Jnr. 
· To design my maze game on squared paper, thinking about how many steps my character will need to take. 
· To create my maze game in Scratch Jnr, using the project background, and debug any problems. 
· To refine my game by adding other characters (higher ability: coded to react to being bumped into).  
· To evaluate my game by allowing others to play it. 
	See separate lesson packs for more detail.

· To tinker with the app Chatterpix.
· To plan an animated character, thinking about the information I will need for my character and what my character will say. (What am I? When was I made? What was I made from? Etc.) 
· To create my animated character by adding a picture, stickers, text and a voiceover recording to my character.  
· To check my animation meets the success criteria from my plan, and add to it if I need to.
· To evaluate my finished animated character.

	I can create, name and date my digital creative work.
I can safely search for images online.
I can understand how to communicate safely online.
I can understand what personal information I need to keep safe.
I can explore how to use email to safely communicate.
I can apply my online safety knowledge to help others make good choices online.

	Vocabulary Vault

	Algorithm, sequence, order, bug, fix, precise
	Filters, stickers, scene
	








	Year Two


	Computer Science
	Information technology
	Digital literacy

	Programming – Robot Helper
	Presentation – Animal Catchphrase quiz 
	Online Safety

	Key Threads:

	Cross-curricular:
Living things and their habitats

	

	National Curriculum objectives

	Co2/1.1 – to understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
Co2/1.2 – to create and debug simple programs.
Co2/1.3 – to use logical reasoning to predict the behaviour of simple programs.
	Co2/1.4 – to use technology purposefully to create, organise, store, manipulate and retrieve digital content.

	Co2/1.5 – to recognise common uses of information technology beyond school.
Co2/1.6 – to use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about material on the internet or other online technologies.

	Skills (use for Success Criteria)

	Children will be taught to:
· understand programs follow precise instructions.
· know how to create programs using different digital devices E.g. Bee Bot or ScratchJr on a tablet.
· know how to debug programs of increasing complexity.
· know how to use logical reasoning to predict the outcome of simple programs.

	Children will be taught to:
· add voice labels to an image. 
· add a voice recording to a storyboard. 
· add speech bubbles to an image to show what a character thinks. 
· know how to import images to a project from the web and camera roll.
· know how to use some build in animations in presentation software.
	Children will be taught to:


	Software

	Scratch Jnr (iPads)
	Keynote (iPads)
	Laptops, Google

	Learning Objectives

	See separate lesson packs for more detail.
· To consolidate my learning from Year 1 and tinker with the app Scratch Jnr. 
· To design my own robot helper, creating a sequence of instructions (algorithm) to complete a simple task.
· To record the ‘voice of my robot helper’ and add it to a sound block on Scratch Jnr. 
· To refine my robot helper by decomposing (breaking down) each step in the algorithm to make it more precise.
· To evaluate my robot helper by playing the voiceover and checking the algorithm order is correct. 
	See separate lesson packs for more detail.
· To tinker with the app Keynote, exploring the animation feature in particular. 
· To plan my quiz by deciding which animals I will be using, the questions I will be asking, and the answers to each question (recap of knowledge from ‘Living things and their habitats’ unit, Where do I live? quiz). 
· To create my quiz by saving images from the internet, adding them into Keynote, and recording my voice to give clues about the answer. 
· To refine my quiz by checking it against the success criteria.
· To evaluate my quiz by allowing others to complete it. 
	I understand that the information I put online leaves a digital footprint.
I can use keywords in an online search to find out about a topic.
I can recognise whether a website is appropriate for children.
I can rate and review informative websites.
I can identify kind and unkind behaviour online.
I can apply my knowledge of safe and sensible online activities to different situations.

	Vocabulary Vault

	Sequence, inputs, outputs, code, design, programming language, Scratch
	Voice labels, import, tag, add to, right click, layout, format,
	








	Year Three

	Computer Science 
	Information technology
	Digital literacy
	Computer Networks

	Programming - Animation
	AR & VR – Designing a Playground
	
	Network Explorer using Adobe Spark Video

	
	Cross-curricular: Geography – Land Use
	
	

	National Curriculum objectives

	Co2/1.1    design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts.
Co2/1.2    use sequence, selection, and repetition in programs; work with variables and various forms of input and output.
Co2/1.3    use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.
Co2/1.5    use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.
	Co2/1.6 – to 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.
	Co2/1.7 – to use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concerns about content and contact.
	Co2/1.4 – to 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.

	Skills (use for Success Criteria)

	Children will be taught to:

	Children will be taught to:
· create a 360 degree image.
· choose and use appropriate virtual blocks to create shapes that represent playground equipment
· place shapes on the flat plane and change colours.
· consider how to make the playground accessible for all.
· share ideas for a playground. 

	Children will be taught to:

	Children will be taught to:


	Software needed

	Scratch Jnr (iPads)
	Tinkercad (iPads or laptops)
	Laptops
	Adobe Spark Video (Laptops)

	Learning Objectives

	· To consolidate my learning from Year 2 and tinker with the software ‘Scratch Jnr’.
· To plan my animation using the planning sheet and project design (unplugged), that will explain the pollination process, and upload it to Seesaw. 
· To apply my understanding of sequencing instructions to create an animation to explain pollination.
· To refine my animation, debugging during the process if needed.
· To share my animation with my peers for evaluation. 


	· To tinker with the software Tinkercad, exploring the different basic shapes, design starters, structures and scenery, features and tools available.
· To plan my playground by looking at an existing space, identifying the space available.
· To apply my understanding of tinkercad by choosing appropriate shapes that represent playground equipment, and placing these on a flat plane to match my plan.
· To refine my playground by, checking my playground by my success criteria. 
· To evaluate my playground by the success criteria, and share it with my peers. 

 
	I know what cyberbullying is and how to address it.
I understand how websites use advertisements to promote products.
I can create strong passwords and understand privacy settings.
I can safely send and receive emails.
I can explore different ways children can communicate online.
I can use knowledge about online safety to plan a party online.
	· To explore the meaning of the word network, and enhance this meaning by locating the different technology and servers in school. 
· To tinker with the app Adobe Spark Video, investigating all the different options, features and tools available.
· To design and plan my video about networks, writing down the content I will include and upload it to Seesaw. 
· To apply my understanding of adobe spark video and its features to create my video. 

· To refine my video, ensuring it meets the success criteria.
To evaluate my video and share it with my peers.

	Vocabulary Vault

	Sequence, inputs, outputs, code, design, programming language, Scratch
	Field of view, Holograms, Virtual Reality, explore, slide size,
	
	Network, server, client, LAN (Local Area Network), switch




	[bookmark: _Hlk107578035]Year Four

	Computer Science
	Information technology
	Digital literacy
	Computer Networks

	Programming – MicroBit: Get Off My Stuff!
	Presentation – Quiz eBook – The Roman Empire
	Online Safety
	Understanding the Internet

	
	Cross-curricular - Romans
	
	

	National Curriculum objectives

	Co2/1.1    design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts.
Co2/1.2    use sequence, selection, and repetition in programs; work with variables and various forms of input and output.
Co2/1.3    use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.

	Co2/1.6 – to 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.
	Co2/1.4 – to 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.
Co2/1.5 – to use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.
Co2/1.7 – to use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concerns about content and contact.
	Co2/1.4    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

	Success criteria for each project

	
	Each presentation will contain:
Hyperlinks
Text, images and sound (a range of media)
A timeline or a mindmap.
	
	

	Software needed

	 MicroBit and MakeCode (laptops)
	Adobe Express 
	iPads
	iMovie (iPads)

	Learning Objectives

	· To tinker with the software MakeCode, adding the prompts displayed and completing the challenges.
· To plan my microbit sensor by thinking about how my alarm will work, informing my algorithms. I will upload my plan and project design to Seesaw.
· To apply what I have learnt from the tinkering session to turn my design into an alarm.
· To refine my microbit sensor, using my own success criteria and prompts given by my teacher. 
· To evaluate my sensor and share it with my peers. 

	· To tinker with the software ‘book creator’, investigating all the different options, features and tools available.
· To plan my quiz eBook, thinking about the content and questions I will include, and upload my plan to seesaw (split into two lessons, plugged and unplugged). 
· To apply my understanding of book creator to make my quiz eBook.
· To refine my quiz eBook, thinking about my own success criteria and the prompts given by my teacher. 
· To evaluate my eBook against my success criteria and share it with my peers for evaluation. 
	I can identify how a message can hurt someone’s feelings and say how I should respond to a hurtful message online.
I can use a search engine accurately.
I can create a safe online profile.
I can explain how to be a responsible digital citizen.
I can create an online safety superhero character.
	· To explore what the internet is, and how it is one giant network of networks (consolidation from Year 3)., and how servers, routers and devices are linked.  
· To tinker with the app iMovie, investigating all the different options, features and tools available.
· To plan my video about how the world wide web and the internet are different, creating a success criterion and uploading this to seesaw.
· To apply my understanding of iMovie and create my video about the WWW and the internet. 
· To refine my video by my own success criteria and the prompts given by my teacher.
· To evaluate my video against my success criteria and share it with my peers for evaluation.


	Vocabulary Vault

	Repetition, loop, forever loop, count controlled loop, selection, condition, systematic
	Animation, design template, effects, multimedia, eBook, ePub, export, hyperlinks
	
	Internet, router, data, web page, submarine cable



















	Year Five

	Computer Science
	Information technology
	Digital literacy
	Computer Networks

	Programming - Coding with Tinkercad
	Presentations – Webpage design
	Online Safety
	Search Engines

	
	Cross-curricular – Space
	
	

	National Curriculum objectives

	Co2/1.1 – to design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts.
Co2/1.2 – to use sequence, selection, and repetition in programs; work with variables and various forms of input and output.
Co2/1.3 – to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.
	Co2/1.6 – to 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.
	Co2/1.7 – to use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concerns about content and contact.
	Co2/1.4 – to 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.
Co2/1.5 – to use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

	Skills

	
	
	
	

	Software needed

	Tinkercad (laptops)
	Adobe Spark page (laptops)
	Laptops or iPads
	Adobe Spark (iPads)

	Learning Objectives

	· To tinker with the software ‘Tinkercad’ (consolidation from Year 3), investigating all the different basic shapes, design starters, features and tools available. I will also use the tutorial video to create a codeblock to create my icicle design.
· To plan my icicle design by researching stalagmites and stalactites, thinking about what I notice about he shapes and how this will inform my coding. 
· To apply my knowledge of tinkercad, using the video instructions, and create a unique icicle pattern.
· To refine my project by comparing my work with the original design, refining further with different colours, shapes, size of radius.  
· To evaluate my work by the success criteria and share my work with my peers.

	· To tinker with the software ‘Adobe Sark Page’, investigating all the different basic features and tools available.
· To plan the design of my own web page, thinking about the content I will include (2 lessons, research lesson plugged, planning and design can be unplugged/written). 
· To apply my knowledge of Adobe Spark Page to create my webpage, using my plan and research as my success criteria. 
· To refine my webpage by my own success criteria and prompts given to me by my teacher.
· To evaluate my work by the success criteria and share my work with my peers.

	I can identify spam emails and what to do with them.
I can write citations for the websites I use for research.
I can create strong passwords.
I can recognise when, why and how photographs we see online may have been edited.
I can apply online safety rules to real-life scenarios.

	· To explore what a search engine is by understanding how search engines rank webpages when given a key word to search for. 
· To tinker with the app Adobe Spark Post, investigating all the different basic features and tools available.
· To plan my webpage design that would rank highly on a search engine (this can be an agreed topic in class, not necessarily a cross curricular link), uploading my plan to seesaw. 2 lessons, unplugged then plugged.
· To apply m knowledge of webpages and Adobe Spark Post to create a successful webpage ranked highly on a search engine.
· To refine my webpage by what I have learnt about how search engines rank web pages, considering how I could improve my web page further.
· To evaluate my work by the success criteria and share my work with my peers.


	Vocabulary Vault

	Data, memory, variables, value, initialisation, control, simulate, physical system
	Blog, collaboration, share, slide layout, slide show, transitions, embed, publish, instant alpha
	
	Search engine, spiders, index, ranked, ranking algorithm, keyword









	Year Six


	Computer Science

	Information technology
	Digital literacy
	Computer Networks

	Programming – MicroBit!
	Sound - Podcasting
	Online Safety

	HTML

	
	Cross-curricular – debate on Anglo-saxon Britain and Vikings?
Charles Darwin?
	
	

	National Curriculum objectives

	Co2/1.1 – to design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts.
Co2/1.2 – to use sequence, selection, and repetition in programs; work with variables and various forms of input and output. 
Co2/1.3 – to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.
	Co2/1.6 – to 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.
	Co2/1.7 – to use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.
	Co2/1.4 – to 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.
Co2/1.5 – to use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

	Skills

	
	
	
	

	Software needed

	MicroBit and MakeCode (laptops)
	Garageband (iPads)
	Laptops or iPads
	X-Ray googles and Glitch (laptops)

	Learning Objectives

	· To explore the microbit sensors by completing tinker challenges in tinker time with the MakeCode software. 
· To think about and plan an invention that incorporates the temperature or light sensor on a microbit (2 lessons, unplugged and plugged uploaded to seesaw).
· To apply my understanding of microbit sensors to create my invention’s response to either light or sound.
· To refine my microbit sensor by my own success criteria and the prompts given by my teacher.
· To evaluate my final project and share it with my peers for evaluation. 
	· To explore software such as voice memos and garageband, investigating all the different basic features and tools available. 
· To plan my podcast on my chosen topic (SATS prep, history topic etc), thinking about the content I will include, the theme tune for my podcast and a name for my podcast (two lessons, unplugged and plugged). 
· To apply my understanding of different software’s, and combine these to make my own podcast.
· To refine my podcast by my own success criteria, to ensure it is successful, and make any changes if needed.
· To evaluate my podcast by sharing it with my peers to measure its effectiveness. 
	I can find similarities and differences between inperson and cyberbullying and identify good strategies to deal with cyberbullying.
I can identify secure websites by identifying privacy seals of approval.
I understand the benefits and pitfalls of online relationships and identify information that I should never share.
I can identify how the media play a powerful role in shaping ideas about girls and boys.
I can apply my online safety knowledge to my online activities.
I can use my knowledge of online safety to create a multiple-choice quiz.
	· To explore the role of a HTML by using software such as X-Ray Goggles and Glitch project, to see how the html controls the output and uses tags to create a website.
· To plan my own web page on a topic of my choice, thinking about the tags I will need to ensure my webpage is set out correctly. (2 lessons, research lesson plugged, and design onto planning page unplugged). 
· To apply my knowledge of html tags and my research on my topic to create my own webpage on Glitch Project. 
· To refine my webpage by checking it by my design, showing I can purposefully code for a desired outcome.  
· To evaluate my webpage by my design, and share my work with my peers for feedback. 

	Sequence ( D.A.R.E.S approach)

	
	
	
	

	Vocabulary Vault

	Procedure, abstraction, conditional loop, logic, operator, implement
	Compression, reverb, BPM
	
	HTML (HyperText Markup Language), opening tag, closing tag, code




