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INTENT:

At All Saints we understand that a high quality Computing education is vital for our pupils’ ability to
interact with an increasingly technological world, and as a foundation for many future careers. First and
foremost, we believe that all pupils should be engaged in dialogue about the safe use of technology and

the internet from an early age. In addition, learning the processes and terminology related to
programming right from Reception is also vital in supporting our pupils in the use, and own design, of
technology in the future. By nurturing hearts and inspiring minds, we encourage our pupils to explore
and create with technology in different ways. The staff at All Saints ensure that all children are exposed
to high quality teaching and learning experiences, including regular fluency to help embed the
knowledge and processes they will rely on as adULTS.

IMPLEMENTATION:

All Saints’ computing scheme is organised into 5 key areas, creating a cyclical route through which pupils
can develop their computing knowledge and skills by revisiting and building on previous learning:

e Computer systems and networks
e Programming

e Creating media

e Data handling

e Online safety

The implementation ensures a broad and balanced coverage of the National curriculum requirements
where pupils are given the opportunity to learn and apply transferable skills.

IMPACT:

The impact of All Saints’ scheme can be monitored by formative and summative assessment
opportunities. Pupils should leave school equipped with a range of skills to enable them to succeed in
their secondary education. The expected inpact is that children will:

e Be critical thinkers and able to understand how to make informed digital choices

e Understand the importance of computing in education and their future lives

e Understand how to balance time spent on technology

e Understand that technology helps to showcase ideas and creativity

e Show a clear progression of skills across all areas of the National curriculum

e Be able to use technology individually and in a team

e Be aware of online safety issues and protocols and to deal with problems in a responsible manner
e Have awareness of developments in technology

e Meet the end of hey stage expectations outlined in the National curriculum
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SMSC
(to be developed in all lessons)

Spiritual: Explore beliefs and experience; respect faiths, feelings and values; enjoy
learning about oneself, others and the surrounding world; use imagination and creativity;
reflect. Emphasise our school’s close links to our local churches and our wider
community.

Moral: Recognise right and wrong; respect the law; understand consequences;
investigate moral and ethical issues; offer reasoned views.

Social: Use a range of social skills; participate in the local community; appreciate diverse
viewpoints; participate, volunteer and cooperate; resolve conflict; engage with the
‘British values' of democracy, the rule of law, liberty, respect and tolerance.

Cultural: Appreciate cultural influences; appreciate the role of Britain's parliamentary
system; participate in culture opportunities; understand, accept, respect and celebrate
diversity.

BRITISH VALUES
(to be developed in all lessons)

The core British Values are:

e Democracy

e Rule of Law

e Mutual Respect

e Individual Liberty

e Tolerance
Our geography curriculum casts a light on global citizenship and the rule of law, including the role of
democratic advocacy for change. Pupils also look at how different cultures live and work throughout
the world



http://www.doingsmsc.org.uk/british-values
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Scheme of Work
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COMPUTING

Progression of Skills — Computer Science

EYFS

Learming how to operate a camera to take photographs of
me=anirgful creations or momesnts.

Learming how to explore and tinker with hardware to
develop Familiarity and imroduce relevant wocabulany:
Recognising and identifyirg familiar letters and numbers on
a keyboard,

Developing basic mouse skills such as mowving and clicking.

Year 1/2

LL=arning how to operate a camera or tablet to take photos
and videos.

L=arning how to explore and tinker with hardware to find
out how it waorks.

[Recognizing that some devices are input devices and
others are output devices.

LL=arning where keys are located on the keyboard,

Lm“!mwm:murtﬂﬂmuhﬂm
videas.

Learning how to explore and tinker with hardware to find
out how it works.

Recognising that some devices are input devices and
others are output devices.

Learning where keys are located on the keyboard.

Hardware Understanding what a computer iz and that it's made upaf Recognising that buttons cause effects and that
different components. technology follows instructions.
LLearning how we know that technology s doing what we: Using greater control when taking photos with cameras,
wwant it to do via its autput. tablets or computers.
De=veloping confidence with the keyboard and the basics of
touch typing.
[Recognizing that buttons cause effects and that
fodlows instr
Using greater control when taking photos with cameras,
tablets or computers.
M M A
MNetworks and
data
representation
Year 3/4 Year 5/6
Cycle A Cycle B Cycle A Cycle B
Understanding what the different components Learning that external devices can be Understanding and identifying barcodes, Rt
of 3 computer do and how they work together. programemed by a separate compater. codkes and RFID.
Dwawing comparisons across different types of Learning the difference between ROM and Identifying devices and applications that can
compuers. FLAM. scanor resd barcodes, QR codes and RFID.
Learning about the purpess of routers. Recognising how the size of RAM affects the Understanding how corruption can happen
Hardware processing of data. within data during transfer (for example when
. . downloading, installing, copying and updating
Using tablets or digital cameras tofilma Lind the fetch, b cycle &
e forecast erstanding decode, exeoute oycle. les).
. Learning about the history of
Understanding that weather stations use
sensors bo gather and record data which computers and how they have evahved over
predicts the weather, time.
Using the understanding of historic computers
to design a computer of the future.
Understanding that compuber retworks provide: Learning the vocabulary associated with data: Understanding that comgputer networks provide
multiple services, such & the World Wide Weh, diaka and Eransmiit. multiple servces.
and opportunities for communication and
collateration. Learning how the data for digital images can be
Uniderstanding the noli of the key componenisof 3 com i
network. Recognising that computers transfer data in
Identifying the kery components within a networ, :m'“'.';'d”"d' wtanding simgls binary
Metworks and including whether they are wired or wircless.
data Understanding that websites and videns are files Relating binary signals (Bocleanl ta the simple
representation thak are shaned from one computer to another. character-ased language, ASCIL.

Learning about thee: node of packes.

Uniderstanding how retevorks weork and thair
purpose.

g s Esebwtien nerbworks and thee
imbernet.

Learniing R data i trarcferned.

Learning that messages can be sent by binary
code, reading binary up to eight characters and
carrying out binary caloulations.

Understanding how bit patterns
represent images as poels.



COMPUTING

Year 1/2
Cycle A Cycle B
Lising logical reasoning to Learning that decomposition means breaking a problem dows into Using d ecompaosition to sobve unplugged challenges.
understand smple instractions amaller parts and articulating this
and predict the outcome., Rksirgg bosgiical ing topredict of simple programs.
WUksing decompasition o sobee unglugged challenges.
Developing the skills associated with sequencing in unpkugged
Wi besgical ing to predict of simple programs. activities.
Developing the skills associated with sequencing inunplugged Following a bask st of instructions.
activithes.
Agzemibling Watructions into a simple algorithm.
Following a baskc sef of instructions.
Explaining what an algorithen is.
Agzemnbling structions into a simple algorithm.
Culrm.uta.t'innal - -
thll‘*lm Explaining what an algorithen is.
Creating a clear and precise algoeithm.
Following an algorithm.
Leaming that prog cute by following precis: thowes
Creating a clear and precise algosithm.
Irecorparating loogs within algorithes.
Leaming that prog cute by foowing precs -
Irecorporating loops within algorithes.
Diecompssing a game to predict the aigor ithms used to creabe it
Learning that there are different lesels of abstraction
Following instructions as part of Leaming to detug e Hangs BO wirong. Programaming a Floor robat to Tollow a planned route.
practical activities and games.
Leaming to deibug an algorithm in an unplugged scenario. WLksirg peogramiming Language o caplain Fow a Mloor Fokot works.
Learning to gve simgpie
Instructions. Using bogl g toexpl predicting, testing and Using kg g to expl predicting, testing and
expladning what it does. explaining what it does.
Experimenting with programming
Prusramm]rg a Bee-bot/Blue- bot and learning Uksing @ akgorithm to write a basic compuber program. Uk ain algorithim to write a bashc compuber program.
haw b ghee simple commands.
Usirgg Inop biocks when programming 1o repeat an instnection mone than
Learning bo debug instructions, once.
wiith thie hilp of an sdult, whaen
Ehilngs gosrong. Leaming to "1 Wi thangs g0 wrcng.
Leaming todebug an algorithm in an unphsgged scenaric.
Year 3/4 Year 5/6
Cycle A Cycle B Cycle A Cycle B
Uking decomposition to explore the Using decompasition to explain the parts Decomposing a program without Decompasing a program into an
code behind an animation. of a lapbop computer. suppart. algaorithm.
Uking repetition in pragrams. Explaining the purpose of an algorithm. Predicting how software will waork Drecompasing animations into a series of
based on previouws sxperiencs. images.
Uking logical reasoning to explain how
simple algorithms work. Using past experisnces to help sobve new Decompasing a story o be able toplan a
problems. program ta tell a story.
Explaining the purpose of an algorithm.
‘Writing increasingly complex Predicting how software will work.
Forming algorithms independenthy. algorithmes for a purpose. based on previ e
Uking decompaosition to sohee a problem Witing increasingly complex:
by finding out what code was used. algorithms for a purpose.

Uking decompaosition to understand the:
Computational  purpose of 2 sorips of code.
thinking .
Identifying patterns through unplugged
Using past experiznces to help sobe:
new
Uking abstraction to identify the

important parts during both plugged
and unplugged activities.




Programming

COMPUTING

Year 3/4

Using logical thinking to explore more:
complex software; predicting, testing
and explaining what it do=s.

Incorparating loops to make code more
efficient.

Contiruing existing code.

Making reasonable suggestions for how
to debug their own and others' code.

Creating algorithms for a specific
PUrpose.

Coding a simple game.

Uking abstraction and pattern
recognition ta modify code.

Incorparating variables to make code
more efficient.

Remixing existing code.

Using logical thinking to explore more
complex software; predicting, testing
and explaining what it does.

Remixing existing code.

Year 5/6

Cycle A CycleB Cycle A CycleB

Programming an animation.

Iterating and developing their
programming as they waork.

Confidently using loops in
programming.

Using a more systematic approach to
debugging code. justifying what is
wrong and how it can be corrected.

‘Writing code to create a desired effect.

Using a range of programming
commands.

Using repetition within a program.

Predicting code and adaptingittoa
chosen purpass.

Changing a program to personalise it.

[Evaluating code to understand its
[purpose.

De=bugging quickly and effectively to
make a program more efficient.

Remixing existing code to explore a
problem.

Debugging quickly and effectively to
make a program more efficient.
Remixi _ det T

problem.

Using and adapting nested loops.
Programming using the language Python.
Changing a program to persocnalise it.

Evaluating code to understand its
purpose.

#Amending code within a live scenario.

Iterating and developing their
programming as they work.

Confidently using loops in
Programming.

Using a more systematic approach to
debugging code, justifying what is
wrong and how it can be cormected.

Witing code to create a desired effect.

Using a range of programming
commands.

Using repetition within a program.




COMPUTING

Progression of Skills — Information Technology

EYFS

Using a simple online paint
tool to create digital art.

Year 1/2

Using a basic range of tooks within graphic editing software.
Taking and editing photographs.

conirol of the mouse through dragging, dicking and resizing
of images to create different effects.

Using a basic range of tools within graphic editing softeane.
Talking and editing photographs.

Developing control of the mouse throwgh dragging. dicking and resizing
‘of images to oreate different effects.

Dewveloping understanding of different software tools.
Using software (and unplugged means) to oreate shory animations.
‘Creating and labelling images.

Searching and downloading images from the internet safely.
Recognising devices that are connected to the intemet.

Understanding that we are conmected to others when using the internet.

Understanding that technology can be used to represent data in different
‘Ways: pictograms, tables, ple charts, bar charts, block graphs etc.

‘Collecting and inputting data into 2 spreadshest.

Interpreting data from a spreadshest.

Using representations to answer questions about data.

Using software to explore and create pictograms and branching databases.

Learning how computers are used in the wider world.

Year 5/6

Using logical thinking to explore
software more independently, making

predictions based on their previous
experience, iterating ideas and testing

Identify ways to improwe and edit
programs, videos, images etc.

Using search and word processing skills
to create a pres=ntation.

Independently leaming how to use 30
design saftware package TinkerCAD.

Creating and editing sound recordings
for a specific purpase.

Creating and editing videos, adding
multiple elements: music, voicsaver,
sound, fext and transitions.

Using design software TinkerCAD to
Creating awebsite with embedded links

Understanding how s=arch engines
ok

Using
Developing understanding of different softearne tools.
software
Developing word processing skills, mdurlng:‘bu'l'gbﬁt copying and
pasting and using keyboard shartcu
Using word processing software to type and reformat text.
Creating and |abelling images.
LT Recognising devices that are connected to the internet.
Using emnail Understanding that we are connected t others whensing the internet.
and internet R o e
esarches rching for appropriate images to wse ina docurment.
Understanding what online information is.
Representing data through Uind ding that technology can be used to represent data in different
sorting and categorising ways: pictograms. tables, ple charts. bar charts. block graphs etc.
abjects inunplugged
SOEMATios.
Using data Representing data through
physical pictograms.
Exploring branch databases
through physical games.
LT Recognising comeman uses of information technology,
including beyond school.
Wider use of
tod'nnlugv Understanding some of the ways we can use the internet.
Learning how computers are wsed in the wider world.
Year 3/4
Taking photographs and recording video to Building aweb page and creating
tedl a story. content for it
Using software to edit and enhance their Us= online software for doouments,
video adding music, sounds and text on pres=ntaticns, forms and spreadshests. continuoushy.
screen with transitions.
Using software to work collaboratively
Dresigning and creating awebpage for a given with others.
PUrpass.
Building aweb page and creating content for
it.
Using
softwane Using software to work collaboratively with
others.
design a product.
and multiple pages.
Learning to log in and cut of an email account. | Understanding whey some results come:
before others when searching.
Writing an email including a subject. o’ and
Using email | ‘from: Using keywords to effectively search for
and internet ) information on the intemet.
Sending an =mail with an attachment.
searches

Replying to an email.

Understanding that information found
bry s=arching the internet i not all

grounded in fact.
Searching the internet for data.

Using logical thinking to explore

more making
predictions based on their previous
experience, iterating ideas and testing
continuousky.

Identify ways to improve and edit
programs, videos, images etc.

Using search and word processing skills
o create a presentation.

Using software programme Sonic
PiScratch to create mausic.

Using video editing software to animate.

Developing searching skillls to help find
rebevant informationon the internet.

Leaming how to use search engines
effectively to find information, focussing
on keyword searches and evaluating
search returns.



COMPUTING

Year 3/4 Year 5/6

LheY

Using data
Understanding the purposs of emails.
Recognising how social media platforms are
used toinberact.

Wider use of

technology

Understanding the vocabulary
azsociated with databases: field, record,
data

Understanding how data is collscted in
remate or dangerouws places.

Understanding how data might be wsed

Understanding how barcodes, Of codes
and RFID wark.

retrieve information.

graphs to understand data.

forecast weather.

independenthy.

using the 'sort by..." option.

records sersor data.

Eeam.

Learning about the pros and cors of
digital wersus paper databases.

Understanding that software can be
used collaboratively onfine towork as a

ta tell us about a location.

Sorting and filtering databases to easily

Creating and interpreting charts and

Understanding that datais used in

Recording data in a spreadshest

Sorting data in a spreadsheet to compare

Dresigning a device which gathers and

Learn about different formes of
communication that have developed
with the use of technology.

Gathering and analysing data in real
time.

Creating formulas and sorting data
within spreadsheets.

Leaming about the Internet of Things
and ho it has bed to'big datal

Leaming how ‘bigdata’ can be used to
salve a problem or improve efficiency.

Learn about different forms of
communication that have developed
with the use of technology.

Progression of Skills — Digital Literacy

EYFS5

Recognising that a range of technalogy is used for
different purposes.

Learning bo g in and log out.

Year 3/4
Cycle A

IRecognising that different information is shared
anline including facts, beliefs and opinions.

LLearning how ta identify reliable information
when searching online.

ILearning how to stay safe on social mesdia.

Considering the impact technodogy can have on
mood.
Learning abowt cyberbulbying.

Learning that not all emails are genuine,
recognising when an email might be fake and what
to dio about it

Year 1/2

Cycle A

Logging in and cut and saving work an their own
account.

‘When using the internet to search for images.
learning what to do if they come aoross
something online that worries them or makes
‘them fesl uncomiortable.

Understanding how to interact safety with others
online.

Recognising how actions on the internet can affect
others.

Recgnising what a digital footprint is and how to
be careful abowt what we post.

|dentifying whether information is safe or unsafe
‘o be chared online.

Year 3/4
Cycle B
Recgnising that information on the intermet
might nat be true or conrect and that some:
SOUNCES are moee trustworthy than others.

Lesrning bo malke judgements abowt the accuracy
of online searches.

|dentifying forms of advertising anline.

Rewgnising what appropriate behaviour is when
collaborating with others online.

Reflecting on the positives and negatives of time:
spenit online.

|dentifying respectful and disrespectful online
betaviour.

Year 1/2
Cycle B

Learning how to creabe a strong passward.

Understanding how to stay safe when taliing to people

oonlling and what to da if they see or hear

samething online that makes them feel upset or uncomfortable

Identifying whether informaticn is safe or unsafe to be shared cnline.

Learning to be respectful of athers when sharing online and sk for their permission before sharing

cantent.

Learning strategies for checking if something they read

online is true.

‘When wsing the intennet to search for images, learning what to do if they come across scmething online

that worries them or makes them feel sncomfortable.

Understanding how to interact safely with others cnline.

Year 5/6
Cycle A

Identifying possible dangers online and learming
v to stay safe.

Ewaluating the pros and cons of online:
commusnication.

B L Ik 2 P

Year 5/6
Cycle B

Learning about the positive and negative impacts
of sharing anline.

Learning strategies to create a positive anline:
reputation.

I#I;I'Iﬂ getmwm.ﬂkrr*‘m of
checking validity.

Learning what to do if they experience bullying
online.

Learning to use an online community safiely.

Using search engines safely and effectively

Under t oo of secure
passwords and how to oreate them.

ding the importance of secure
passwords and how to create them.

Learning strategies to capbure evidence of anline
bullying inarder to seek help.

Recognising that updated software can help to
presvent data conruption and hacking.

Recognising that information on the internet
might mot be truse or correct and learning ways of
checking validity



COMPUTING

Progression of Knowledge — Creating Media

Year 3/4 Year 5/6&

Year 1/2

Tounderstand that holding the camera still and To kriowy that different types of Ta knoree that radio plays are plays To understand that stop motion
considering angles and light are important totake | camera shots can make my photosor | where the sudi=nce can only hear animation is an animation filmed cne

good pictures. vide=os look more effective. the action so sound effects are frame at a time using modets, and
Impsartant. with tinmy changes between =ach

T kenowee thart you can =dit, crop and Alter To kniawy that | can edit photos and photagraph.

photographs. videos using film editing software. Tao lonowes that sound clips can bs

recorded using sound recording
software.

To kniow that decompesition of an
idea is important when creating
stop-modion animaticns.

Ta knoew how to search safehy for images online. Tounderstand that | can add

trarsitions and text to my video.
Tounderstand that an animation is made up of 2

seguence of photographs.

Ta knoree thart sownd clips can be
To know some of the features of web | edited and trimmeed.

diesign software.

To know that editing is an important
feature af makirg and improving a
T bonoves that small changes in mry frames. will =top motion animation.
create a smoather locking animation. To know that a website is a
collection of pages that ar= all
Tounderstand what software creates simple cormected.
animaticns and some of its features e.g. onion
N.‘.‘A skirming. To know that websites usually have a
homepage and subpages as well as
clickable links to nesw pages, called

hyperlinks.

To know that websites should be
informative and interactive.

Progression of Knowledge — Computing Systems and Networks

Year 3/4 Year 5/6

Year 1/2

Ta be able to To knovw that “log in and log out® means to Tokonow what a tablet is Ta understand that softaare can be To know the difference between | Tounderstand the
understand what a begin and end a connection with a computer. and used collabaratively cnline bowork as RO znd RN, To konow howw search engines
commputer keyboard bounderstand that email a beam. wenrhk.
is and recognising To knoww that a computer and mouse can be stands for ‘electronic mail To understand the importance of
soames letters and used to click, drag, fill and select and also add To knicws: whhiat type of comimesnts and harving a secure password and Tounderstand that anyone can
numibers. backgrounds, text, yers, shapesand clipart. | Tokonow that an sugRestions on a collaborative what “brute foroe hadking” is. creste a website and therefore
attachment is an extra file document can be hedpful v shoul d tale steps ta check
To ke that a To knoww that passwords are Emportant for added to an email. To know thak the fiirst computers | the walidity of welbsites.
mouse cain be used seourity. T knoww that you can use images. text, | were created at Bletchley Park
to click, drag and Tounderstand that emails tranesitions and animation in toorack the Enigma code to help To koniowe Ehat weeb crawders are
create smple To knovw that when we create somethingona | should contain appropriate presentations. thee war effort in Workd War 2. computer programs that orawl
drawings. coamputer it can be more easily saved and and respectul content. through the internet.
shared than a paper version To ke whiat a Eablet is and how it s T knows absout some of the
To ko thart to e a Toknow that cyberbullying | different from a laptop‘desktop historical figures that Tounderstand what copyright is.
coamputer you need To know some of the simple graphic design is bullying using electronics | computer. contributed to technological
to log in to it and features of a phece of anline software. such s & computer or adhvances in computing.
then log out at the phaine. To understand what & network & and
end of your session. To know the difference bebween a desictop how a school network might be To understand what technigues
and laptop computer. organised are required to create a
Ta ks thiat presentation using appropriate
different types of To know that people contraol techinology. To knicww that a server i central toa software.
technalogy can be: netwsork and respands to reguests
fownd at home and in | To know that buttons are a form of ingut that made.
school. give 3 computer an instruction about what ta
do loutput). Ta knices: how Ehe internet uses
T ke thart you can networks to share files.
tabe simple To know that compubers often wark
photographs with a together. To knicww that a router connects = to
camera or iPad the intermet.
To know that touch typing is the fastest way
Ta knows that vou o Eype. To know what a padiet s and why it s
must hold the important for welbsite data transfer.
camera still and To know that | can make text a different

ensure the subject s
in the shot ta take a
phioto.

style, size and colowr,

To knoww that “copy and paste” i a quick way
of duplicating text.

To knicws thie rodes that inpats and
outputs play.

T knows whiat some of the different
oemponents inside a computer are &g
CPU, RAM, hard drive. and how they

wark together.



EYFS

Ta know that being
able to follow and
give simgple
nstructions is
Impartant in
computing.

Tounderstand that
it is important for
instructions to be in
the right order.

Tounderstand winy
a s=t of instructions

may have gone
WIDNE.

Ta ko that you
3N program a
Bee-Bot with some:
simple commands.

Towunderstand that
debugging means
how to fik some:
simple programming
ETors

Tounderstand that
an algorithm is a st
af clear ard precise
instructions.

EYFS

To bnow that sorting
abjects into various
categories can help
wou locate
information.

Ta bnow that using
yweuino guestions to
find an answer isa
branching datahas=.

Taobnow that a
pictogram is a way
af showing
nformation.

COMPUTING

Progression of Knowledge — Programming

To understand that an To understand the basic
algarithm s when instructions functions of a Be=-Baot.
are puttin an exact order.

To konowey thiart you can use= a

To know that input devices g=t
irformation inbo a compauter
ard that output devioss get

camera'tablet to make simple
wideos.

irfarmation out of a compurber. To know that algorithms mave
a bee=-bot acourately toa
To understand that chosemn destination.

decomgosition means breaking
a prablem into manageable

To understand what machine

chunks and that it s important l=arning iis and how that
in computing. =nables computers to malkos
predictions.

To know that we call errors in
an algarithm bugs' and fiodng

To knoww that loops in

these ‘debugging. PIOEramiming are whsres you
et a certain nstruction (or

To kniow that coding is writing nstructions) to be repeated

inaspecial language sothat the  multiple times.

computer urderstands what o

da. To know that abstraction is the:
remeving of unnecessary detail

To understand that the to help zobee a problem.

Ta know that Scratch is a programming
language and some of its basic functions.

Tounderstand how to use loops to improes
PrOEramming.

Tounderstand how decomposition is used in
Drogramming.

Tounderstand that you can remix and adapt
existing code.

Tounderstand that a variable is a value that

can change [depending on conditions) and
know that wouw can cr=ate them in Soratch.

Too kenov wehat a conditional statement is in
Drogramming.

Tounderstand that variables can helpyou to
create a guiz on Scratch.

Too kenovey that combining computational
thinking skills [s=guence, abstraction,
decompasition eic) can help you to sohee a

Year 5/6

Toknow that a
Microchit isa
pragrammable device.

Toknow that Microcbit
uses 3 block coding
language similar to
Secratch.

Tounderstand and
recognise coding
structures including
wariables.

Toknow what
techniques touse to
oreate a program for a
specific purpose
[including
decompasition).

To know thart there are
teut-based
Programming
languages such as Logo
and Pythaon.

To know that nested
loops are loops irside
of loops.

To understand the use
af random numbers
and remix Python code.

To know that a
spundtrack is music for
afilmévideo and that
one way of compaosing
thes= iz on
programming softeare.

To understand that
using koops can make
the procsss of writing
music simpler and mors

character in Scratchliris
controdied by the programming
blacks

To know that you can writ=a
program to create a musical
instrument or tell a joke.

problem.

Tounderstand that pattern recognition means
identifying pattems to help them waork out

how the code workes.

Tounderstand that algorithms can be used for
a number of purpases e g animation, games

designetc.

Progression of Knowledge — Data Handling

Year 3/4

effective.

To ko bowe to adapt
their code while
perfonming their music.

Cyele B only*® Cyele B anly*® Cyele A Cycle B

To know how that charts and pictograms can be
created using a compauter.

To understand that a branching database is away
of classifying a group of objects.

To know that computers understand different
types of nput’.

To understand that you can enter simple data into a
spreadshest.

To understand what steps you need to take to
create an algorithm.

To kniow what data fo use to answer certain
questions.

To kniow that computers can be vsed to monibor
supplies.

To krow that a database is a collection of data
stored in a logical, structured and orderty

manrer.

To kriow that computer databases can be wseful
for sorting and filtering data.

To kriow that different visual representations of
data can b= made on a computer.

To know that computers can use different forms
of input to sense the world around them so that
they can record and respond to data. This is
called ‘sensor data’”

To krow that a weather machine is an automated
miachine that responds to sensor data.

Tounderstand that weather forecasters use
specific language, expression and pre-prepared
seripts to help oreate weather forecast films.

To know that Mars Rover isa
mator vehicke that collscts
datafrom space by taking
photos and examining
samples of rock.

To knowr what numbers using
binary code look like and be
able to idendify how
messages can be sent in this
farmat.

Tounderstand that RAM is
Random Access Memory and
acts as the computer's
working memon.

To knaowe wéhat simple
operations can be used to
caloulate bit patterns.

T know that data contained
within barcodes and QR codes
can be used by computers.

T know that infrared waves
are away of transmitting data.

T knorw that Radio Freguency
Identification (RFID] i a more
private way of transmitting
data.

Too kenovwer that data & often
encrypted sa that even if it is
stolen it is not useful tothe
thief

T kenovw that data can become
oorrupted within 3 netesork but
this iz less likely to happen if it
is st in ‘packets’

| know that devices or that are

niot updated are maoss
wvulnerable to hadkers.

Too knowr the difference
between mabile data and WiFL
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Progression of Knowledge — Online Safety

Year 1/2
Cycle A Cycle B

T kruows that the infermet is mamy
devices connected to one
anather.

T krsows thatt wou should tell 2
trusted adult if you fesl unsafe or
worried online.

To kruows thatt people you do not
kriow an the internet fonfine) are
strangers and are not akvays who
they say they ars.

T kruows that to stay safe onfine it
is important tokeep personal
information safe.

T kneowe that “sharing’ onfine
me=ans giving something specific
to someone else via the internet
and ‘pasting’ online means placing
information on the internet.

Tounderstand the difference
betwe=n online and offline.

Tounderstand what information |
should not post online.

T ko what the techniques are
for creating a strong password.

T knorey that you should ask
permission from others before
sharing about them onlfine and
that they have the right to say
o'

Tounderstand that not
everything | se= or read online is
true

Year 3/4

To kniow that nat
everything on the
intermet is true: people
sharefacts, beliefs and
opiriars onfine

To understand that the
internet can affect your
moods and feslings.

To kniow that privacy
settings limitwho can
aCCESS YOour important
persanal information
Information, such as
WOUT Naime, age, gender
[

To kniow what social
media is and that age
resgrictions apply

To understand some of
the methods used to
encourage peogle ta buy
things onlire.

To understand that
technology canbe:
designed to act file= or
impersonate living
thing=.

Tounderstand that
technology canbea
distraction and identify
when someone might
need to limit the amount
of time spent wsing
technolagy.

To understand what
behaviours are
appropriate in order to
stay safe and be
respesctful online.

Year 5/6

To kriow differernt ways
WeE Can comemunicate
online

Tounderstand how
oaline information can
be used toform
judgements.
Tounderstard some

wiays to deal with onfine
bullyirg.

To kriow that apps
requins permission to
acoess private
irformation and that you
can alter the

PSS AONS.

Te krawe where | can go
for support if | am being
bullied online ar fes that
my healthis being
affescted by time online

To know thata digital
footprint” means the
information that exists
on theinternetas a
result of a person's
oanline activiby

To kniowe whak steps are
required to capbure
ballying content as
evidence.

Tounderstand thatitis
important to manage:
personal passwords
effectively.
Tounderstand what it
mezans to have a positive
oanline reputation.

To know some common
oaline scams.
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Term EYFS Y1l Y2
Autumn 1 Computer systems and | Programming 1 — Computer Systems and
networks 2 — algorithms Networks 1&2 —
Optional Unit (Lessons 1, 2,4, 5 only) | Whatis a Computer?
UNPLUGGED (Lessons 1, 2, 5)
exploring hardware, Programming 2 — Word Processing
remote control cars, Beebots (Lessons 1, 2, 3)
IPADS, cameras (Lessons 1, 3,4,5—
continue into next term
if needed)
BEEBOTS
Autumn 2 Programming 1 — all Computer systems and | Creating Media - Stop
about instructions networks — improving Motion
(All Lessons) mouse skills (At least lessons 1-4)
(Lessons 1-3 only) IPADS
UNPLUGGED
Spring 1 Computing Systems and | Data Handling — Programming 1 —
Networks 1 - using a introduction to data algorithms
computer (All Lessons) (Lessons 1, 2, 4, 5)
IPADS (Sketchup UNPLUGGED
installed)
Spring 2 Data handling — Creating Media - Digital | Data Handling — ISS
introduction to data Imagery (Lessons 1, 3, 5)
(Lessons 1-4 only) IPADS (Lessons 1-3 only)
UNPLUGGED
Summer 1 Programming 2 — Programming Programming 2

Summer 2

programming Beebots
BEEBOTS

Scratch Jr (Y2 unit)
(Lessons 1, 2, 4, 5)
IPADS

Scratch (Y3 unit)
(Lesson 1, 2,3 and 5)
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Term RUBYA  2023-2024 / 2025- RUBY B 2024-2025 / 2026-

2026 2027

Autumn 1 Computing and Networks Computing and Networks

Networks and the Internet Journey Inside a Computer

(Lessons 1, 3, 5) (Lessons 1, 2, 5)

(from Y3 planning) (from Y3 planning)
Autumn 2 Programming Programming

Further Coding Computational Thinking

(Lessons 2, 3, 4) (Lesson 1-4)

(from Y4 planning) (from Y4 planning)
Spring 1 Creating Media Creating Media

Video Trailers (IPADS) Website Design (optional unit)

(Lessons 1-4) (from Y4 planning)

(from Y3 planning)
Spring 2 Computing and Networks Computing and Networks

Emailing (optional unit) Collaborative Learning

(from Y3 planning) Lessons 1, 3, 4, 5)

(from Y4 planning)

Summer 1 Data Handling Data Handling

Summer 2

Investigating Weather
(Lessons 1, 3, 4, 5)
(from Y4 planning)

Comparison Cards
(Lessons 1-4)
(from Y3 planning)
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Term SAPPHIRE A 2023-2024 / SAPPHIRE B 2024-2025 /
2025-2026 2026-2027
Autumn 1 Programming Programming
Introduction to Python Music (using Scratch)
(Lessons 1-4) (Lessons 1-4)
(from Y6 planning) (from Y5 planning)
Autumn 2 Computers and Networks Data Handling
Search Engines Big Data Unit 1 (Lessons 1, 3, 4, 5)
(lessons 1-4) Big Data Unit 2 (optional unit)
(from Y5 planning) (both from Y6 planning)
Sprin g 1 Creating Media Computers and Networks
Stop motion animation (IPADS) Bletchley Park (linked to History)
(Lessons 1-4) (Lessons 1-3)
(from Y5 planning) (from Y6 plannings)
Spring 2 Data Handling Creating Media
Mars Rover 1 The History of Computers (linked to
(Lessons 1, 2, 4) History)
(from Y5 planning) (Lessons 3-5)
(from Y6 planning)
Summer 1 Skills Showcase Skills Showcase

Summer 2

Mars Rover 2 (optional unit)
(from Y5 planning)

Inventing a Product (optional unit)
(from Y6 planning)




