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	Year A
	Our intent is…
· To be masters of technology in in an ever- changing digital world. 
· To digitally problem solving.
· To be fluent with a range of tools to best express their understanding.
· To independence and confidence to choose the best tool to fulfil the task and challenge set by teachers.
· To be creators not consumers.
· To inspire all to produce and share their learning in creative ways. 
· To facilitate opportunities for all children to apply their knowledge creatively which will in turn inspire our pupils to become skilful computer scientists.
· To use technology positively, responsibly and safely. 
· To understand that there is always a choice with using technology.
	At St Anthony’s we will…
· Teach computing in direct computing lessons, and the use of technology is encouraged to support learning across all curriculum areas. 
· Use the NCCE computing curriculum scheme of work to cover the three areas of the computing national curriculum: digital literacy, computer science and information technology. In addition to the online safety objectives supported with our PSHE curriculum. 
· Plan every lesson in our scheme so that it can be effectively taught using the infrastructure we have in place at school to ensure it meets the needs of all our pupils. 
· Ensure our scheme is also closely referenced against the 2014 national curriculum attainment targets in order to ensure progression and coverage.  
· Facilitate discreet lessons that means the children are able to develop depth in their knowledge and skills over the duration of each of their computing topics. 
· Where appropriate, implement meaningful links between the computing curriculum and the wider curriculum. 
· Provide computing lessons where the children will use either iPads, laptops or desktops in order to access a range of apps and software.
· Teach online safety regularly at an age appropriate level.
· Ensure children are exposed and taught about vocabulary linked to computing and key skills for life including touch-typing.
	Our children will…
· Be confident users of technology, able to use it to accomplish a wide variety of goals, both at home and in school.
· Have a secure and comprehensive knowledge of the implications of technology and digital systems.
· Be able to recognise the dangers that exist from the use of technology and understand how to access online systems safely.
· By the end of each key stage, know, apply and understand the matters, skills and processes specified in our NCCE curriculum. 
· Reach the end of year expectations in terms of attainment and progress.
· Will be given feedback and ways to improve their work either verbally, using Seesaw and/or appropriate small group work. 
· Communicate with the subject leader regularly as she reviews each part of the Computing curriculum and attends learning walks whilst observing and contributing to the teaching of the curriculum across the school.
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	EYFS
	Creating    media –
Marvellous Me.
	IT – Unplugged.
Awesome Autumn
	Creating    media –
Music Creation
	IT – Unplugged.
Busy Bodies
	IT - Technology around us.
	IT – Unplugged.
Summer Surprise

	

	Patterns, Creating, Collaborating, Persevering, Tinkering.

E-Safety Unit
	Patterns, Logic, Decomposition, Creating, Collaborating, Algorithms
	https://springroll-tc.pbskids.org/music-maker/d0f261dffc3c8f713fa5a22bb99d7f9afd04cb56/release/index.html 
	Patterns, Logic, Decomposition, Debugging, Algorithms, Abstraction
	https://www.ilearn2.co.uk/computerdiscoveryfree.html/ 

E-Safety Unit
	Tinkering, Persevering, Patterns, Logic, Decomposition, Debugging, Collaborating, Algorithms

	
	
	

	
	

	
	


	Year 1/2
	Computing systems and networks –
Technology around us.
	Creating    media –Digital painting
	Programming    A –Moving a robot.
	Data and information –Grouping data
	Creating    media –
Digital Writing
	Introduction to Animation

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 3/4
	Computing systems and networks –
Connecting computers
	Creating media –
Animation
	Programming    A –Repetition in shapes
	Data and information –Branching databases
	Creating    media –Desktop publishing
	Programming    B –
Events and action

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 5/6
	Computing    systems and networks –
Sharing information
	Programming    A –Selection  in  physical computing
	Creating    media –
Video editing
	Data and information –Flat-file databases
	Creating    media –Vector drawing.
	Programming    B –Selection in quizzes
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	Year B
	Our intent is…
· To be masters of technology in in an ever- changing digital world. 
· To digitally problem solving.
· To be fluent with a range of tools to best express their understanding.
· To independence and confidence to choose the best tool to fulfil the task and challenge set by teachers.
· To be creators not consumers.
· To inspire all to produce and share their learning in creative ways. 
· To facilitate opportunities for all children to apply their knowledge creatively which will in turn inspire our pupils to become skilful computer scientists.
· To use technology positively, responsibly and safely. 
· To understand that there is always a choice with using technology.
	At St Anthony’s we will…
· Teach computing in direct computing lessons, and the use of technology is encouraged to support learning across all curriculum areas. 
· Use the NCCE computing curriculum scheme of work to cover the three areas of the computing national curriculum: digital literacy, computer science and information technology. In addition to the online safety objectives supported with our PSHE curriculum. 
· Plan every lesson in our scheme so that it can be effectively taught using the infrastructure we have in place at school to ensure it meets the needs of all our pupils. 
· Ensure our scheme is also closely referenced against the 2014 national curriculum attainment targets in order to ensure progression and coverage.  
· Facilitate discreet lessons that means the children are able to develop depth in their knowledge and skills over the duration of each of their computing topics. 
· Where appropriate, implement meaningful links between the computing curriculum and the wider curriculum. 
· Provide computing lessons where the children will use either iPads, laptops or desktops in order to access a range of apps and software.
· Teach online safety regularly at an age appropriate level.
· Ensure children are exposed and taught about vocabulary linked to computing and key skills for life including touch-typing.
	Our children will…
· Be confident users of technology, able to use it to accomplish a wide variety of goals, both at home and in school.
· Have a secure and comprehensive knowledge of the implications of technology and digital systems.
· Be able to recognise the dangers that exist from the use of technology and understand how to access online systems safely.
· By the end of each key stage, know, apply and understand the matters, skills and processes specified in our NCCE curriculum. 
· Reach the end of year expectations in terms of attainment and progress.
· Will be given feedback and ways to improve their work either verbally, using Seesaw and/or appropriate small group work. 
· Communicate with the subject leader regularly as she reviews each part of the Computing curriculum and attends learning walks whilst observing and contributing to the teaching of the curriculum across the school.
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	EYFS
	Creating    media –
Marvellous Me.
	IT – Unplugged.
Awesome Autumn
	Creating    media –
Music Creation
	IT – Unplugged.
Busy Bodies
	IT - Technology around us.
	IT – Unplugged.
Summer Surprise

	

	Patterns, Creating, Collaborating, Persevering, Tinkering.

E-Safety Unit
	Patterns, Logic, Decomposition, Creating, Collaborating, Algorithms
	https://springroll-tc.pbskids.org/music-maker/d0f261dffc3c8f713fa5a22bb99d7f9afd04cb56/release/index.html 
	Patterns, Logic, Decomposition, Debugging, Algorithms, Abstraction
	https://www.ilearn2.co.uk/computerdiscoveryfree.html/ 

E-Safety Unit
	Tinkering, Persevering, Patterns, Logic, Decomposition, Debugging, Collaborating, Algorithms

	
	
	

	
	

	
	


	Year 1/2
	Computing    systems and   networks –
IT around us
	Creating    media –Digital Photographs
	Programming    A –
Robot Algorithms.
	Data and information –Pictograms
	Creating    media –Making music
	An   introduction   to quizzes

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 3/4
	Programming    A –
Sequence in music
	Creating    media –Audio editing
	Computing    systems and  networks –
The Internet
	Data and information –Data logging
	Creating    media –Photo editing
	Programming    B –Repetition in games

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 5/6
	Computing    systems and networks –Communication
	Creating    media –
Web page creation
	Programming    A –Variables in games
	Data and information –Spreadsheets
	Creating  media –
3D Modelling
	Programming B –Sensing
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Unit overview � Making music.pdf
National
Centre for
Computing

Education

Making music

Unit introdiuctiony
In this unity learners will, be using a computer to- create music. Th@*vwlbhsfembo@m@qﬂpwce&ojl

Unit overaiems

Over\wewbo;llessmw

Lesson Brief overviem Learning objectirves

| Howe music The learners will, listery to- and, compare. | To say how- music cany make us feel,

makes us feel, | two- pieces of, music from The Planets ® I conidentify simple differences inv pleces of
by Gustar Holst: They will, then use: o s
musicals description word, bank to- ® I can listers with, concentration to- a range of
emotions; ue: how it makes them feel: ® T can describe how music makes me feels

eg. happy or sad,

& Rhuthme I this lessony learners will, explore To identify that there are patterns in music

and, patterns rhythm. They will, create patterns and, ® I can create o rhythm pattern
useﬂwosepuﬁem&a&r\hwﬁm&-rhﬂg ° Implag;mmshunwnb}ollowmg/w&gbhm
and computers to-hear the different ® I can explair thab music s created and,

3 How music Invthis lessony learners wills explore To describe how music can be used, iy different

carv be used, how music cary be used, inv different, Ways
ways to express emotions and to ° Icamc,onnecbmage&w{ﬂvsound&
trigger their imaginations: They, will ® I can use a computer to expenriment with,
expﬂmmtwiﬂm’thepiid‘vand/dw\ohom p&idvand/dumhom
o} notes to create their owny plece of ® I canrelate an idea to a plece of music
with o physical objecty — inv this case,
anv animals

Ll Notes ands Invthis lessory learnens will; dearelop To show how music ts made from o series of notes

tempo- their understanding of, music: They, will ® T can identify thab music is o sequence of
useazmmputﬂ\’toor\eateandzr\eg]ﬁne notes
musicals patterns. ® I can use a computer to create a musical

pattern using three notes

® I can refine miy musical pattern on o
computer






National

Centre for Unib oversieme
Computing

Education

S Creating Inv this lessony learners will, choose anv | To- create music for ar purpose

digital music animal and, create o plece of music ° ImdmbeamummﬂLu&ngsound&
using the, animal, as inspiration: They ® I can explairy miy choices

wills think, aboub their animal, mosing, e I can save my work

and, create o rhythm patterr from that.
Once they have defined as rhuthmy they
wills create @ musical, pattern (melody)
to- go with i

6Re~{@~ing/ I this lessory learners wills retriese ands Tom&manqu}ﬁn@ouncomputmwork}
and, editing resieme their work: They will, spend, time, ® I can reoper my work

music making improsements and thery share e T can explain how I made my work better
their work withs the class. o T carlisterv to music and describe howe tb
makes me feel
Curriculunmy links
Computing national curriculum links

Music national, curricuunm links
e Play tuned and untuned, instruments musically
®  Listen with concentration and, understanding to a range of high-quality lise and recorded, music
®  Expeniment with, create, select and, combine sounds using the infer-related, dimensions of, music

Eduoai’ion:uﬂof\o/(:onneoted;WO{‘ld;link&

Copyrights and, ownenrship
® I know that work I create belongs to- me



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239037/PRIMARY_national_curriculum_-_Music.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF




Progression of  Concepts and Skills � Making music.pdf
National
Centre for

Computing
Education

To use a computer to
create a piece of music

Raspberry Pi

To listen to music

To say how music can
make us think and feel

P

To describe how music can
be vsed in different ways

Uni Overviewn

To recognise thot music is
made by humans

To identify that there are
patterns in music

To create music for a
purpose

To show how music is made

To review and refine our
computer work

from a series of notes

To consider how different
musical sequences create
different effects

Store/retrieve - K51

) ( h rm lain that stored
To recognise that To explain that information s
infermation on o computer (work) on o computer can Lw:ﬁﬂt;.ﬁkm" be
con be stored be soved resaved
N
Share - K51
To recognise that people To ra To recognise that my work
ognise that my work
around me con view my can be printed ond shored ::l:‘::.lw betwean

screen to see my work







Unit overview - Programming quizzes.pdf
National
Centre for
Computing

Education

P . .
Unit introduction
This unity initially recaps on learning from the Year | Seratchd r unit; Programming B - Programming

Scratchdr and, realise these designs i Scratchd ™ using blocks of code: Finally, learners evaluate their work

Ovef\viwojlb@sson&

Lesson BN&}OVW&WL' Leammg;' ob&echme& i

ScratchJr recap | During, this lessony learners will recap what: | To- explain that o sequence of commands has
they know already about the: Seratchdr app:. | o start
They will, begiry to- identify the start of e T can identifly the start of as sequence
sequences irv real-wonld, scenanios, and ® I can identify that o program needs
learry that, sequences need to be started, irv to be started,
Seratchdr Learners wills create programs e I can show how to run my program
and, rurv thenv v full- screeny mode using, the
Greerv flag.

Outcomes During this lesson, learners will, discoer To explain that o sequence of commands has
that @ sequence of commands has arv arv outcome
‘outcomer. They will, predict the outcomes of e T can predich the outcome of a
real-life: scenarios and o range of small sequence of commands
programs v ScratchJ r Learners will, ther e I can malch two sequences withs the
match programe thab, produce the same same outcome
outcome wher runy and, use a sets of blocks ® I can change the outcome of a
outcomes whery ruru

Using a designy | Duning, this lessony learners will be taught To create o program using a giverv desigry
how- to- use the: Start orv tap and, Go- to ® I can work oub the actions of o
page (Change background) blocks: They, sprite v arv algonithmy
will uses o predefined, desigr to- create arv ® T can decide which blocks to use to-
animation based, on the seasons: Learners meel the, design
wills thery be introduced, to- the task for the e I can build the sequences of blocks I
next lessoru They wills predict what: o givery need,






National
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Computing

Education

Changing/a/ Dw\ngzﬂru&lessomlzarnfar\s;vwﬂ,look;abm Todﬁang@@gimemd@e&gn

desigry existing quiz design and think: about how ® I can choose backgrounds Jor the
this carv be realised, withirv the Scratchd ™ desigry
app: They wills choose backgrounds and, ® I can choose characters for the
Learners will, modify as gisery desigry sheet e I can create a program based orv the
Serakchd

Designing and, During this lesson, learners wills create their | To create as program using miy owny desigr
creating a owry quiz guestion designs including their ® I can choose the images for my owny

algorithms: They wills increase the: number e I can create arv algonithm
of blocks used withirv their sequences to e T can build sequences of blocks to
create more complex programe. match muy desigr

Evaluating During this lesson, learners will, compare To decide how my project carv be improved,
their projects to- their designs: They will, e I can compare my project to- my

changes orv their desices: Learners will, find, e I can debug
discuss whether they debugged, errors iry

Curriculuny links

National, curriculum links
that, programs' execute by following precise: and, unambiguous instructions
Create and debug simple programs




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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National
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Raspberry Pi

To describe a series
of instructions as a

‘sequence’
To choose a series To explain what To choose a series

To create and
of words that can happens when we of commands that debug a progrom
be enacted as a change the order of can be run as a Lthut Ighave vﬁritten
sequence instructions rogram

To use logical To trace a sequence To test a prediction
reasoning to to make @ by running the
predict the prediction sequence

outcome of a

program

To recall that a
series of
instructions can be

........................ ... Torunaprogram
on a device

issued before they
are enacted







Year 3.4 - National Curriculum.pdf
Key Stage 2 National Curriculum: Year 3/4
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems | 4
by decomposing them into smaller parts
2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 4
2.4 understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the 4
opportunities they offer for communication and collaboration
25 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 3
2.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range 12
of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and
information
2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 3
concerns about content and contact.
_ Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Cycle A Computing  systems | Creating media - | Programming A - | Data and information | Creating media - | Programming B -
and  networks  — | Animation Sequence in music = Branching | Desktop publishing Events and actions
Connecting computers databases
National Curriculum | 2.2. 2.6 2.1. 2.6 2.6 2.1.
coverage: 2.4, 2.2. 2.6 2.2.
2.6 2.3. 2.3.
2.6 2.6
Cycle B Computing  systems | Creating media — | Programming A — | Data and information | Creating media - | Programming B -
and networks — The | Audio editing Repetition in shapes | — Data logging Photo editing Repetition in games
Internet
National Curriculum | 2.4. 2.5. 2.1. 2.2. 2.5. 2.1.
coverage: 2.5. 2.6 2.2. 2.6 2.6 2.2.
2.7 2.7 2.3. 2.7 2.3.
2.6 2.6 2.6
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Unit overview - Sequencing sounds.pdf
National
Centre for

Computing
Education

Raspberry Pi

Unit overaiiens

Pr\ogl\amming A - Se(vuendng/ sounds
Unit introduction
This unity explores the concept of sequencing inv programming throughy Scratch: It begins with any
MQW#WMMMWMMMMMWMMW

Jeaturing sequences. The final project ts to- make a, representation of o piano: The unit is paced, to focus onv
all; aspects of sequences, and make sure that: knowledge s buill irv o structured, manner: Learners also apply

Ovef\viwojlb@sson&
Lesson Brief overviem Learing objectives
[.  Introductiorny | This lessorv introduces learmers to a newe To explore a neww programming
to- Seratch programming enwironment: Scratchs Learners erwironment
wills begiry by, comparing Scratch to other ® I can identify the objects v a
experienced; before familianising themselies ® I can explain that objects i Scratchy
with, the basic layoub of the screen hanve attributes (linked to)
° Icarvr\ecognisethabconumnd&w
Scratchs are represented as blocks
. Pr\ogx\anm'ung/ In this lessory learners wills create mosernent Totdmb}g;ﬂwbwmwnd&hawmoutcome
sprites for more thary one sprite: Iny doing, this, they e T can identifiy that each sprite is
thery will, create code to replicate o gvery choose
outcome: Finally, they wills expenriment, withs o T car choose o word, whichs
neme motion blocks: describes arv on-screen action for
my plarv
® I can create o program Jollowing o
design
3. Sequences Irvthis lessony learners will, bes introduced: to- | To- explainy that o programy has o start
code together They will, also- learr howe Ways
event blocks carv be used, to- start v project ® T can create a sequence of
v a variety of different; ways: In doing this, connected, commands
they, will: apply principles of desigr to- plary e T can explain that the objects iny my
and, create o project. project willl respond, exactly to the
code






Sequencing sounds

Unit overaiiens

k. Ordering This lesson explores sequences; ands how- To recognise thal as sequence of commands
commands they are implemented irv o simple program carv harve arv order

Learers hare the opportunity to- experiment; e I can explain what o sequence is
with sequences where order is and, is nob e I can combine sound commands
important. They will; create their owny ® T canonder notes into as sequence

5. Looking goods | This lesson deselops learners understanding | To change the appearance of my project
o} sequences by ginving them the opportunity e I can build a sequence of commands
to- combine motion and sounds irv one ® I can decide the actions for each
sequence. They will, also learn how to use sprite inv as program
costumes to change the appearance of a o T can make design choices for muy
skills irv Activity | ands & to desigr and,
backdrops:

6. Making ary Invthis lessony learners will, create a musical | To create as project fromy as task descriptiony

instrument instrument; irv Seratchs They, wills apply the e I can identifyy and name the objects

concept of design to help demelop programe I wills need, for a/ project;
and, use programming blocks — which they ° Ioamr\elabea/task/dssuipﬂnmtoa/
They wills learrv thaty code carv be copied, ® I can implement my algorithm as
expected.

Curricubuny links

National curricubum links

and) output:

Use logical reasoning to- explains how some simple: algorithms work, and, to- detect and, correct
ervors irv algorithms and, programs
Select, use and combine a, vartety of software (including internel; semvices) on o range of. digital
dewices to design and, create as range of programs, systems and, content; that: accomplish gisery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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National
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Raspberry Pi

Pr\og,r\ejs/siorvw@u@unib

Toimpicin thet To explain what a

programs start

because of an input
order of commands can of commands to

affect a program’s produce a given
output outcome

sequence is To explain that the W ( To create a sequence

e

To identify that a
program includes
sequences of
commands

To identify that the
sequence of a
program is a
rocess

To order commands
in a program

To identify that
different sequences
can achieve the same
output

To build a sequence
of commands

Concept \

To combine
commands in a
program

To identify that
different sequences
can achieve different
outputs
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National
Centre for
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Education

Audio- editing

Audio editing

Unit introduction
Invthis unit, learners will, initially examine dewvices capable of recording digital audio; whichs wills include
Irv order to record, audio themselres; learners wills use: Audacity to- produce as podeast, whichs wills include

Unit overaiems

Ovem»iwo{ll,esfson&
Lesson, Brief overviem Learning objectirves
|. Digital Invthis lessony learners will familianise themselses withs | To identify that: sound, carv be digitally recorded:
relating to- the recording of audio: ® I can recognise the range of sounds that carv
be recordeds
&. Recording | Invthis lessory learners will, record, their ownv sounds To use a digital, device to records sound:
sound, and, play back the recorded, audio: They will, also- listery ® I can use a denice to record audio and play
to- a range of podcasts and identify the Jeatures of o back sound,
podcast. ® T can suggest how to improve my recording
® I can discuss what other people include wher
recording sound, Jor o podcast;
3. Creating | In this lessony learners will plan and begin recording To explair that o digital recording s storeds as a [iles
o podcast their own podeast: They will also- discuss the ® I can plary and write the content, for a
recordings as o file. ® I can discuss whyy it is useful to be able to
® I can same a digital recording as o file
A.Editing Imthi&&ssomleammw%opavthﬂnexbsﬁngwm% Toexplaﬂwﬂwabaudinwmbedwanged»thmghediﬂngz
digital and, contirue recording their podeast content: Learners ® I can open o digital recording from a file
recordings will also- edit their recordings; for example by e I can discuss ways inv which audio recordings
recording fade irv or outx ® I can edit sections of of anv audio recording
5. In this lessony learners will, record, additionals content Toshowﬂwbd#@enbhape&oﬁaudxomb@oombuwd
audio music: The audio will be, combined, or mixed, with, ° Icamdwcus&sound&t}naboﬂ'w\people
me/ﬁrmgdig&alzm\dmg&w@e as arv combine






National
Centre for
Computing
Education

Audio- editing

Unit overaiems

o T can choose suitable sounds to include v

podcast
® I can use editing tools to arrange sections of.
audio-
6. Invthis lessony learnens will; export their digital To exaluate editing choices made:
Evaluating | recordings so-that they can be listened to- orv s ranges e I can explain that digital recordings need to
podcasts of digital, devices. Learners will, give feedback orv their be exported to- share them
owrv and, their peers’ podcasts, including areas Jor e I can discuss the features of a digital
improvement. recording I like
e T can suggest improvements to- o digital
recording
Curricuuny links
National curriculum links
Compuhng/ KSa

Useseand'\/ted'\nologwseﬁechmdg appreciate how results are selected and ranked, and, be,

° SMWMW@W@#W(MWW)M@WO}W
dewices to design and, create as range of programs; systems, and, content that; accomplishy ginery
identify a range of ways to report, concermns about content; and, contact

Science - Year b (Lesson &)

®  Sound: Find patterns bebween the volume of a sound, and the strengths of the vibrations that

produced, i

®  Sound: Recognise thab sounds get: fainter as the distance fromv the sound, source increases
English, - Years 3 and b (Lessory 3)
e  Whiting - draft and write by: In non-narrative matenials using simple organisational devices

[for- example; headings and, subheadings]

e Whriting: Read aloud their own wiiting, to- a group or the whole class, using appropriate intonation
and, controlling the tone and volume so- that the meaning is clear

Music - KSQ (Lessor 5)

L Imwmdwwmmm}ov@mgeoﬁwpomumgﬂw&mmtwdmmmmo}m

Education for a Connected, World, links

Copgﬂghband:ovwwr\shp
I can explain why copying someone else's work from the internet, without; permission can cause

problems (7' 3)

® I can gime examples of whab those problems might, be, (¥ 3)
®  When searching on the intemneb Jor content to- use, I carv explairy whiy I need to- consider who

owns i and whether I have the right: to reuse it (Y &)
® Icamgimesome;slmpleexampbe&(ylk)




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://www.gov.uk/government/publications/education-for-a-connected-world

https://www.gov.uk/government/publications/education-for-a-connected-world
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gﬁ“mt",‘f,{,‘,’,; Year 4 - Creating media - Audio editing

Education

/
Develop
/
To recognise that sound w (;? irfcs:lodgenvlisceezh;;vs;me :gcgerzoe%n;sjdtig?; stored To recognise that audio To recognise that sound To consider the results of
can be digitally recorded J migcrophones as a file can be edited and altered can be layered editing choices made
-
To record sound To play back audio }
To press/tap buttons to \
start recording e ( Y
To press/tqp buttons to To locate recorded audio To o.pplg effecjts toa
stop recording section of audio
To record sound
To know where the To select a section of To save/export an audio
microphone is on the audio file
device
\ / To delete a section of
audio
To edit audio v
(N /

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Unit overview � The internet.pdf
Computing systems and, networks - The internet

National
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Education

Raspberry Pi

The internet

Unit introdiuctiory
Learners will, apply their knowledge and, understanding of networks; to- appreciate the internet as o network of
be ginvers opportunities to- explore the World, Wide Web for themselues iny order to learny abouts who owns content
accurate; or reliable it i, and understand, the consequences of false information

Ovem»iwo{ll,esfson&

Unit Ouversiem

Lesson:

Brief overviem

Learning objectinves

Learners will, explore how as network, cary

Todescnbbehownebmork&ph}gﬁmllgcomecttoothm

Connecting share messages with, another nebwork to networks
networks forvny the internet. They will, consider some ® T can describe the internel as o nebworks of
of the network devices inuoleds i this, nebworks
. ' ® I can demonstrate how information s shared,
suchs as routers, and, will; also- discuss whats across the interneh
should, be kept iy and, oubs of s nebweork to ® I can discuss whyy a network needs protecting
haep s
& What Learners will, describe the parts of o To recognise how nebworked derices make up the internel;
i the nebwork and how they, connect to- eachs ® I can describe networked devices ands how they
infernel | Gther to form the infernet They will, use connech
made of? | Y16 understanding to- help explair howsthe | @ T can explain thab the intemeb ts used to- provide
and, recognise that the World, Wide Web ® I can recognise that the World, Wide, Web
websites and, web pages.
3 Shaning | Learners will, explore whaly carv be shared, | To outline how- websites cary be shared, via the World, Wide
informationv | o, the, World, Wide Web and, where, Web (WWW)
websites are stored: They wills also explore e I can explairn the types of media that car be
how the World, Wide: Web carv be shared; orv the WWW
accessed; orv a vartely of devices: ® I can describe where websites are stored whery
uploaded, to- the WWW

o T carvdescribe how to access websites on the
WWW






Computing systems and, networks - The internet

Unity Ouerssieme

b What Learners will analyse a, website and, To describe how contenty cary be: added, ands accessed, orv the
& identifyy the key parts: They will, then World Wide Web (WWW)
website? | ongiden what content, cany be added to e T can explain whot medio can be Jound, on
consider before adding content to- o ® I can recognise that I carv add content to the
website: Finally, they will, use o website WWWwW
whichs enables them, to- create their owry e I can explairn that infernet services carv be used to
5 Wheo Learners will, explore who- owns the To recognise how the content; of the WWW s created by,
ownsthe | contert, orv the World Wide Web (on ‘web' | people
web? for short). Theyy will, explore  anietyy of o T can explain that websites and their content are
carv ands cannot do- withy the content; orn e I can suggesh who owns the content; onv websites
them: They will, also- relate this to- e I can explain thab there are rules to protect; content
principles of ownership and, sharing i the
real world,
6 Can 1 Learners wills gairv arv appreciation of the To exaluate the consequences of unreliable content
beliere Jack that) not: everything they see o the e I can explain thab not everything on the World,
VP::Z%?I infemned is true, honest; or accurate. They Wide Web is true,

learners will, complete o practical, actimity,

e I can explairy why some informatior I find, online

e I can explain why I need to think carefully before
I share or reshare content






Computing systems and, networks - The internet Unity Ouerssieme

Curriculunmy links
National cunricubum links

Compuhng

Usesmndvbechnolog*we#e&mdy/ appreciate how results are selected ands ranked; and, be discerning i
Select; use; and, combine o vaniety of sofware (including internet services) orv a range of. digital devices
to- desigrny and, create o range of programs; systems, and, content that; accomplish, giverv goals; including
@ range o} ways to report concerns about; content; and, contact:

PSHE (Lesson 6)

Education for a Connected, World, links

Mamgmg;onhmm}otmuhm

Immﬂbgs@ux}omnahombnmk@@&udg@m&nbaboubpx@bﬂbl@amuw and, I understand why, it ts

I canv explain what, i meant by fake news, eq Wsomepmplew«lbueatestoma&ona%photogmph@
and, pub them, online to- pretend, something s true when it tsnit:

I canv describe ways of identifying when online content; has beery commenrcially sponsored, or boosted; (eg:
I can describe how Jake news may affect someone's emotions and, behamiour; and explain whiy this may,
be harmpul.



https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Learning graph

Education Year 4 - Computing systems and networks - The internet

Raspberry Pi

4 )

To describe how to access the
World Wide Web

To describe the current
limitations of World Wide Web
media

[To describe the types of
content/media that can be
added, created, and shared on

\the World Wide Web

To outline how information can
be shared via the World Wide
Web

To evaluate the reliability of
content and the consequences
of unreliable content

To explain how the content of
the World Wide Web is created,

owned, and shared by people
To describe how networks \_ Y,

connect to other networks

4 ) 4 )

To recognise that the World To explain that the internet . .
Wide Web is part of the » enables us to view the World &7 explal.n 13 SRS G LD
. . orld Wide Web
internet Wide Web
} % o %
I 4 I
To explain that the global To explain that the World Wide
interconnection of networks is Web comprises of websites and
the internet web pages
o ) % o %
4 N

To recognise the need for
security on the internet

- J

Resources are updated regularly — the latest version is available at: ncce.io/tcc.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Data logging

Data logging

Unit introdiuction
In this unit, pupils will consider how and, why datas is collected, over time. Pupils will, consider the: senses
thab humans use to- experience the enwironment; and, how computers car use specials inpuly desices called,
a computer to review ands analyse data: Towards the end; of the unit, pupils will pose questions and, then

Unit overaiems

Ovem»iwo{l[esfson&

Lesson BN&}OVW&WL' Leommg;' ob&echme& i

| Answering This lessory wills seb the, scene Jor the unity of work: Pupils: | To explairy thats datas gathered, over time cary

questions will consider what datas carv be collected, ands how it s be used, to- answer questions
collected: They will, think abouty data being collected, over e I can choose o data seb to- answer o
cant be answered, using aailable data; and, reflect on e T can suggest questions thaby can be
the importance of collecting the righty data to- answer answered, using o givery datas seb
questions: Later irv the unit, pupils will, pub into- practice ® I can identify data thab carv be

& Data This lessory wills build onv the ideas of collecting data over | To use a digital, device to- collect datas
automatically using computers: Computers carv capture ® I can explair thab sensors are inpub
‘sensors. Sensors carv be connected to- data loggens; ® I can use data from a sensor to-
which, car collect data, while nots attached to- a computer. answer a; ginvery guestion
Datas collected by as datas logger can be downloaded, Jor e T can identifiy that datas from sensors
use later. can be recordeds

3 Logging Invthis lessony pupils will; explore how datas loggers To explain that o data logger collects ‘datas
time and, drame parallels withs the datas points that o datas e I can identify o suitable place to
loggers independently from a computer; ther they, will e I can identify the intervals used to-
connech the loggers to- a computer and, download, the collect; datas
datas o I cantalk aboub the data that T

harse captured,






National
Centre for

Computing

Education

Data logging

Unit overaiems

b Analysing Invthis lessony pupils will, openy ary existing data file and: | To use datas collected, over o long, duration to-
a five~hour log of hoty water cooling to room e I canimport o data seb
temperature. e I can use a computer to view data

v different, ways
Note: The logged actismitiy cant be done safely i schools e I can use a computer program to
due to the high starting temperature. Later inv the unit sort data
pupils may choose to complete a warming experiment,
temperature:

S Data for Inv this lessony pupils will think abouly questions thal cany | To- identifiy the datas needed, to- answer

answers be answered, using collected data: Pupils will, choose a queestions
question to- focus orv and, then plary the data logging ® I can propose o question that carv be
completed their plary they wills set; up the datas loggers to- ® I can plar how to collect data using
check that their plan wills work: This setting up is o data logger
designed, to- ensure that the datas collections wills worky e I can use a data logger to- collect
and, that pupils will have datas to- use irv Lesson 6. daba

6 Answering | Invthis lesson, pupils will access and rexiem the datas To use collected datas to- answer questions

miy question that they, hane collected using a data logger: They will ® I can interpreb data that has beerv
then use the datas collected to- answer the question that collected using o datas logger
they, selected, inv Lessor 5. Pupils will also- reflect onv the ° Ioamdx\awoondkwlon&}r\ormﬂ\e
benelits of using a data loggenr. data that T hame collected,

° Ioamexplamﬂﬁebaw}d@q]lusmg/a/
data logger

Curricuuny links
National curricubum links
Cornpuhmg;—l(eg;stngaa

®  selech; use and combine o variety of software (including internet; services) on a range of digital

denices to- design and, create a range of programs, systems and, content thaty accomplishs givery

Science - Lowenr key stage &/Year b

using standard, units; using a range o, equipment; including thermometers and: data loggers
®  They should lear how to use new- equipment, such as data loggers, appropriately. They should,




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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oi-l  Year 4 - Data logging

Education

To suggest que;tions that can To recognise that a sensor can
be answered using a given data be used as an input device for
set data collection

To explain that a data logger

To identifu that captures ‘data points’ from
o identify that sensors are sensors over time

input devices

To choos_e how often to To present data in a table
automatically collect data

To identify the data that we samples
need to answer questions

To use a larger data set to find

To use a digital device to collect information _ o
To export information in

data automatically different formats

To use a computer program to
sort data by one attribute

To present data in a graph

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/oqgl.



https://ncce.io/ogl




Unit overview � Photo editing.pdf
National
Centre for
Computing

Education

Photo editing

Year I - Photo editing

Units introduction

Unit overaiens

Over\vbe)\/vboillessm\&

Lesson BN&}OVW&WL' Leonung/' obéedllve& i

| Changing, In this lessony learners will, be introduced, to- the To explair that digital images carv be

digital online editor, and changes that: can be made to changed,

images images using o range of tools: They, will, looks abs e I canidentifyy changes thab we carv
tool; and emaluate the effect; that this cary hame orv ary ® T can explore how images carv be

® I can explair the effect that editing
carv hare orv arv image

& Changing | Invthis lessony learners will, identify changes that To change the composition of arv image

the hare beeny made to edited images: They wills searchs ® T can explain what has changed, inv

composifiory Jor- and, same images [romv a; copyrighti-free, website. arv edifed image

of images Learners will, thens use arv image editor to- make a ¢ Imwwm#m
nem image composition linked to a cross-curricular ° ?ﬁmwmw

arv images

3 Changing | In this lessony learners wills looks ab the: effect; that To describe how- images can be changed, for

different; uses They will; choose appropriate effects to it as scenario; ® Im@ﬂ%oboubdwngmnwdeto
and, explain how they made their choices: Theiy will . ;“:ju"*& N
therv edit the same: original, image using different , %:.”; ek m
effects to suit wo different; scenarios, and, compare, e T can explain whiy my choices it o

4Reiwching/ Thwlfﬁsmvwbased/medmngmwgwbguwg Tomkegoodm%msdﬂdm%
may choose to- retouchs images, and the positive and, ® I can identify how arv image has
They will, use: retouching tools to improve images; e I can gime examples of positive and,






National

Centre f hoto Oerlemt
bl Photo ediing Vi

Education

° Icamchooseapp;opﬂub@fool&fo

5 Fake This lessor is based, orv the concepty of fake images: Tor\ecogmsethabnotoll,magwawr\eab
ge for their decisions: Theiy will . ;nd,e;xplmnfmg/d\owesi "
. , N create newr images
to- digitally alter images, and, whab this mights mearv o T contalk foke,

6 Making This lessor s the final, lessor in the unit on photo- Toa»uluabahowd\mgwcammpmvem

WQ@ created, irv lessory 5 to- make o publication designed, ® Immﬂw%#m
to- admertise their imaginary place: They will add, R

elements such as text, shapes, and, borders: They, will, ¢ I}co.n/ the "

withy completed publication
designs o survey for gaining feedbacks orv their work, . Iccru":é\}»ahwieﬂ'\elrnpopbqﬁw
Curricubumy links
Computing national curriculum links
®  Use search technologies effectivelyy

Select; use and, combine a variety of software (including internet services) onv s range of digital,
dewices to design and, create as range of programs; systems and, content; that; accomplish gisery goals,
dentifyy v range of ways to report concerns aboubs contenty and, contact:

Eduoahomuﬂof\a/(:onnected;WO{*ld;Unk&

Self-umage and, identity
® I can describe ways i whichs people might make themselmes looks different online.
Copyrights and, ownership
®  When searching on the intemet Jor content to- use, I canv explainy whiy I need, to- consider who owns
i and whether I hamve the right: to- reuse it



https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Education

-
To recognise that digital
images can be
manipulated

o

To recognise that images

can be changed for
different purposes

\

Develop

-

To use a computer to
(further) manipulate
images

-

To open/retrieve an image -7

To change the composition
of an image

To arrange (rotate, flip)

4 )

To cut out a part

\_ J

4 )
To crop

\_ /

~

To use the most
appropriate tool for a
particular purpose

-

To apply a change globally

4 N
To adjust colours
\ J
) 4 N
To apply filters
\ J
4 N
To add effects
J

\ \_

\

To recognise that not all
images are real

-

To apply changes locally

-

\_

To retouch

/

\

To reuse

~

-

(To consider the impact of
changes made on the
quality of the image

-

To make additions

To draw

To add text

To add an element (e.g. a
border)

~

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Repetitior inv games

Unit introduction
Learners will explore the concepts of repetition in programming, using the: Scratchs erwironment, The uni
begins withs a; Scratchs actinity similar to- that: carnied, out inv Logo iy Programming unity A, where learners
cary discover similanities between two- erwironments: Leamenrs look ab the difference between count-
controlled and, infinite loops; and, use their knowledge to- modify existing animations and games using
repetitions Their final, project s to- designy and, create as game which uses repetitiony applying stages of

Unit overaiiens

programming design throughouts
Ovex\vie)\/vbofll,esfson&
Lesson Brief overviems Learing objectives
I Using Invthe first lessony learners Looks ab reali-life: examples of To deaelop the use o] count-controlled loops irv
L001”’“’ @eﬂhmumdtd&%whﬁupu&sqﬁmsﬁuoﬁon&m @d#av&progmanmﬂngenm@orm\enb
S repeated; Learners then, use Scratich, a block-based, o T canlish an everyday task as o seb of
controlled loops: They consider what the different values ® T can predich the outcome o as snippets
irv eachs loop signify, then use existing code to- modify and, of code
create neww code, and work orv reading code and, ° Ioammdi}gaa/snippetqllcod&to
predicting what, the: output, wills be, once the code i run create as giveny outicome
& Different; | Invthis lessory learners look ot different types of. loops: To explairv that, inv programming, there are
using these withiry Seratchs and, thinks abouts whichs might e I can modify loops to produce a giverv
® T can choose when to use a count-
® Ioamr\ewgnise/thabsom
U’\monepx\oces&tob@mabm
3 Animate | Irvthis lessony learners create designs Jor arv animation of | To deelop as desigr thaty includes two- or more
change the costume (appearance) of the sprite. The letter ® T can choose which actiory will be

(green Jlag) is clicked: When, they have designed their






Repetition in, games

Unit overaiems

animations; the learmers will, program, them inv Scratchu e I can explain what the outcome of the
considening how effectinvely they used, repetition irv their e I can evaluate the effectiveness of the
code. repeated, sequences used, irv miy
program
b In this lessory learners look ab anv existing game and, mod%amm}(mb@loopwa;gxvamg;m
Modifying o | match parts of the game with the desigr. They make I canv identifiy which, parts of @ loop
game changes to- a sprite inv the existing game to- matchs the carv be changed
desigru They ther look ab a completed, designy and, e I can explain the effect of my changes
implement, the remaining changes in the: Scratch, game: ® I can re-use existing code snippets on
They add, s sprite, re-use ands modify code blocks withiry new sprites
loops, and, explairn the changes made.
S Designing | In this lessorny learmers look ab as model project thaty uses To designy as project that includes repetition
@ game repelition: They then design their own games based, on the e I can evaluate the use of repetitior i
model, project; producing designe and algorithme for @ projech
sprites invthe game: They share these designs with o e T can select key parts of ar giverv
desigr as required. e I can derelop my owny design
explaining what my project will do-
6 Creating | Invthis lessony learners build their games, using the To create o project that includes repetition
your games | designs they created in Lessony 5. They follow their e T can refine the algonithmy irv my
algorithms, Jiux mistakes, and, refine designe irv their work desigrv
as they build: They evaluate their work once it is e I can build o program that follows my
e I can evaluadte the steps I Jollowed,
Curriculumy links
National curricubum links

simulating physical systems: solume problems by decomposing them into- smaller parts

and) outpu

Use logical reasoning to explain how- some simple algonithms work, and, to- detect and, correct

mmalgu%ﬂ"\mand/p:\ogram

Select, use and, combine a vantety of software (including internet; semices) on o range of digital
denices to- design and, create a range of programs, systems and, content thaty accomplishs givery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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To relate what ‘repeat’

means

—

To identify everyday tasks
that include repetition as
part of a sequence, eg
brushing teeth, dance moves

<

To list an everyday task as a
set of instructions including
repetition

To explain that we can use a
loop command in a program
to repeat instructions

To identify patterns in a
sequence

To identify a loop within a
program

To explain that an indefinite
loop will run until the
program is stopped

To explain that in
programming there are
indefinite loops and
count-controlled loops

To explain that you can
program a loop to stop after
a specific number of times

To use an indefinite loop to
produce a given outcome

To identify patternsin a
sequence, eg ‘step 3 times’
means the same as ‘step,
step, step’

To plan a program that
includes appropriate loops to
produce a given outcome

To justify when to use a loop To explain the

and when not to importance of
instruction order in a
loop

To use a count-controlled
loop to produce a given

outcome

To recognise tools that
enable more than one

process to be run at the
same time

(concurrency)

To create two or more
sequences that run at
the same time

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/oqgl.

To recognise that not
all tools enable more
than one process to be
run at once
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Year 5.6 - National Curriculum.pdf
Key Stage 2 National Curriculum: Year 5/6
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems 6
by decomposing them into smaller parts
2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs S
2.4 understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the 2
opportunities they offer for communication and collaboration
25 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 4
2.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of | 12
programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and
information
2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 5
concerns about content and contact.

2.7

Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Cycle A Computing  systems | Creating media - | Programming A - | Data and information | Creating media - | Programming B -
and  networks  — | Video editing Selection in physical | — Flat-file databases | Vector drawing Selection in quizzes
Sharing information computing
National ~ Curriculum | 2.1, 2.5. 2.1. 2.5. 2.6 2.1.
coverage: 2.2. 26 2.2. 2.6 2.2.
2.4. 2.7 2.3. 2.3.
2.6 2.6 2.6
2.7
Cycle B Computing  systems | Creating media — | Programming A — | Data and information | Creating media — 3D | Programming B -
and  networks — | Web page creation Variables in games — Spreadsheets Modelling Sensing
Communication
National Curriculum | 2.1. 25. 2.1. 2.6 2.6 2.1.
coverage: 2.2. 26 2.2. 2.7 2.2.
2.3. 27 23. 23.
2.4. 2.6 2.6
25
2.6
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Computing J

EYFS Key Skills

St Anthorwys EYFS team facilitate, support and, extend the early,
technology: We hope that withy enhanced prosvision and, dedicated,
confident; and, happy when using ICT equipment: At alls times
modelling and: encouraging a safe; and, conscientious application
as they are exposed to how important technology plays i the
wonld around themu

v Use different, digital dewices:

v’ Recognise that yow can access content orv o digital denice:

/Use@mousatouchwwuonmappx\opxmtedeWto

v’ Recognise o selection of digital devices

/Recogmsethebo&opax\t&ojl@oompui’mej_g MOUSE, SCReery
and, keyboard,

v’ Select o, digital dewice to Jullils @ specifiic tasks eg. to-take o
photo
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Communication

Unit introduction
In this unit, the class will learry about the: World, Wide Web as o) communication tool First, they wills learry

purposes.
Ovem»iwo{ll,esfson&
Lesson Brief overviems Learning objectirves
| Searching | In this lessory learners wills be introduced to- o ranges of. To identify how to- use o searchs engine
the web searchs engines: They will, be: giseny the opportunity to e I can complete o web search to
explairy how we searchy then they will, wiite and, test find, specific information
instruchions: Nexdt, they will learr thats searches do- oty ® I can refine muy search
abways returny the results that: we are looking for, and, will e I can compare results from different
refine their searches accordingly. Finally, they will be search engines

u&ngwswdvmgineand/ﬂﬁeaddres&ban

Q\Seleciing/ Imﬂww&wul@ammw@gammmd@stanquqﬁww Todescr\ibehwswdvmgmwseled&

results Wonrld, Wide Web. They will, conduct their own, searches o T can explain whiy we need tools to
orvthe web: They wills thens emulate web: crawlers to- ® I can recognise the role of, web
create arv index of their owny classroomu Finally, they, will cramlers
consider whiy some searches return mone results thary v creating arv index
others. ® I can relate a search term to- the

sewx}uengmé&mdex/

3 Howe This lessorv includes an unplugged, activity inv which the To explainy how searchs results are ranked,

search class wills learry about some of the mairy factors that, ® I can explair thab search results

results are influence how o searchs engine ranks o web page: are ordered,

ranked Learners will, create paper-hased ‘web pages' irv groups, ® I can explair thab s search engine
orv a topic that they are currently studying: They will thery Jollows rules to ranks relexant, pages
discover how their web pages would, ranks when searching e T can suggest some of the criterias
for keyweords relating to- their content thab @ search engine checks to
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Internet communication

Unit overaiems

b How are | Inthis lessory learners will, explore how the person To recognise whiy the order of results is
searches performing a web search carv influence the results that: are | important, and to- whom
influenced? returned; and how- content; creators can optimise their sites ® I can describe some of the ways
for searching. Learners will also- explore some of the that) searchy results carv be
searched: ® I can recognise some of the
® I can explairy how search engines
make moneiy
5 How we In this lessony learners wills deepery their understanding of | To recognise how- we communicate using
communical | the term ‘communication. They wills explore different technology
& methods of communications ther they will; consider o I can explain the different; ways inv
internet-hased, communication irv more detail Finally, they, which, people, communicate
will, evaluate whichs methods of, communication suit ° Icoruldmhﬁg/ﬂmbﬂwmma/
ouver the internet
e I can choose methods of
purposes
6 Inv this lessory learners will use information provideds ands | To evaluate different; methods ofs online
Communicab | their own prior knowledge to- categorise different forme of | communicatior
ng internet, communication: They will, thers choose whichy e I can compare different; methods of.
responsibly | thod they would use for the scenarios discussed iry the communicating on the intemeb
prexious lessonu During these activities; they will; explore ® I can decide when I should and,
® I can explair thab communication
onv the infernet, may, not be private
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National, curriculunm links
®  Use search technologies effectively, appreciate how results are selected, ands ranked, and, be,
®  Select, use and combine a vaniety of software (including internels semvices) on o range of. digital
dewices to- design and, create o/ range of programs; systems and, content; that; accomplishy ginery
identify a range of ways to report, concerns about content; and, contact

Education for a Connected, World, links
® I can use vanious additional tools to- refine my searches (eg: search filters: size, type; usage rights
® I can explain how to use seanchy effectively, and use examples from, miy own practice to- ilustrate
this.
° I canv explain, how- search, engine rankings are returned, and, carv explairy how they, can be
influenced, (e:g. commerce, sponsored; results).




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Centre for

Computing Year 6 - Internet communication
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Lesson Lesson Lesson Lesson

Input Process Output

To explain that ranking narrows To examine the role of the

To recall how to use a search To explain why search engines down the search results searcher, search engine, and
engine exist returned from the index, which content creator in the
makes it more useful searching process
To compare the results from
different search engines v v v
g - ™
i i To define the purpose of an To explain how search results 19 GIRIEI el ESENE (Ui U9 GFUEI T A S EIF ©1f To evaluate the results of
To recognise that there are a To explain that search terms : pure pl are ordered, and this is known results is important, and to h
number of search engines need to be chosen carefully index are selected as ranking whom search terms
o )
To demonstrate that different
search terms produce different ! ' - ~
results . . . L
To explain why search engines To explain how ranking is To identifu some of the To recoanise that some
EECHE IMEEGES, @] el sy To explain the role of web ciREEmmimeel ) s, Ehe) e Iimitdtiong of search engines informagtion is not searchable
are different for each search crawlers different search engines use g
engine different rules N J
4 I
To explain how search engines
make money by selling
advertising space
N\ J
- § ™
To identify that results from
search engines can include
adverts, and that the adverts
can be targeted
N\ e Y,
Lesson Lesson

To explain which types of media
can be shared through the
internet

To evaluate different methods

To define ‘communication’ . ..
of online communication

~
To explain that communicating
To identify different ways to throggh the_ internet can be
communicate without public or private
technology )
To list methods of To choose an appropriate
S . method of internet Ve ™\
communicating using the s .
. communication for a given )
Internet purpose To decide what | should/should
To discuss the opportunities not share

that technology offers for \_ J
communication :

4 I
To classify internet
communication by messenger
and recipient or audience

o J

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Web, page creation

National
Centre for
Computing

Education

Raspberry Pi

Webpag&umhmv

Unit introdiuctiony
Learners will, be introduced to- creating websites Jor as choserny purpose: Learmers identify what makes a/ good,
Throughout the process; learners pay specific attention to- copyright; and, [air use of media, the aesthetics of

Unit overaiiens

Ovex\vie)\/vbofll,esfson&
Lesson Brief overviem Learning objectives
| Whab makes | Invthis lessory learners will, explore and, | To rexieww arv existing website and consider it
o good website? | remiew existing websites ands enaluate structure
their content: They will, have some e I can explore o website
ing that websites are created ® I can discuss the different types of media
bg/u,smg/HTMLcod& used orv websites
® T know thab websites are wiritterv i HT ML
2 How would, Learners will, looks ab the different, layouts | To plary the features of a web page
yow lay oub your | features available iy Google Sites and, ® T can recognise the common Jeatures of a
web page? plary their own, webs page on paper: web page
e T can suggest media to include on my page
® I can draw o web page layoub thaly suits my
purpose
3 Copyright: or | During this lessorv learners will, become, To consider the ownership and, use of images
copyWRONG? | pamiliar with the terms Jair use and (copyright)

appropriate images to- use irv their work

® I can say why I should use copyright-free
images

I canfind copyright-free images

® I can describe whab is meant by the term






Year 6 - Web page creation

Unit overaiems

L How does b Todﬂg;learw&vwlbwhowfoor\eab@ Tomogmseﬂ\enﬁed/top:\a»iwpagﬁ&
look? their owsn webs page irv Google: Sites. ® I can add content to- my own web page
Using their plan § ! ’ ° Impm&mw’nabmgwebpag@look&h}w
) . o T can emaluate whab web looks like
learners wills create their owny webs il page
page/home page: They will; prexiem their
web page as it will, appear ony different;
improsve the user experience on each
demice.
5 Follow the During this lessor learners will, beginto | To outline the need, for a navigation path
breadcrumbs appreciate the need to- plar the. structure e T can explain what: o navigation paths is
#@WWWWTWMW ® I can describe why narvigation paths are
M . e papng ontorthe ® I can make multiple web pages and, link
detailed, irv their planning.
6 Think before | Learners will; consider the implications of | To recognise the implications of linking to- content
and, creates hyperlinks or their owy e Ime@ﬂmzmwhm#ww
) ) ' contert owned by others
thab link to-other. peoplers, work. o T can create hyperlinks to link to other
They will therv exaluate the user -
peoples work
experience wher using their own website o I can ewaluate the user experience of a






Year 6 - Web page creation Unit oaseriene

Curricuuny links
National, curriculunm links
®  Use search technologies effectively, appreciate how results are selected, and ranked, and, be
®  Selech use; and combine o vaniety of sofware (including internet services) orv a range of. digital
dewices to design and create as range of programs; systems, and, content that; accomplishy gimery

English links

Education for a Connected, World, links

Online relationships
® I can use the infernet with, adult support to- communicate with, people I know. (EY-7)
to the informations I wanb (e.g: menus; sitemaps, breaderumb~trails, site searchs Junctions). (11-14)
Copgng}\band:owna\shp
I can explain why copying someone else's work from the internet, without; permission can cause
problems.
L Icarvg&meexamplf/&q]lwhabthoseproblﬂTwwug}\bbe
®  When searching on the intemeb Jor content to- use, I carv explainy whiy I need to- consider who
owns it and whether I hanve the rights to reuse it.
I canv gine some simple examples.
I carv assess and, justify when it s acceptable to use the works of others.
I can gine examples of content that is permitted to be reused.
by others.
® I can demonstrate how to- make references to and, acknowledge sources I have used from the
internety
® I can explair the principles of Lair use and, apply this to case studies. (I1-14)



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/335186/PRIMARY_national_curriculum_-_English_220714.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Learning graph e
Year 6 - Web page creation To change the
""" appearance of text

Education

Raspberry Pi To preview a web page
’ i (different screen sizes)

To recognise the need to
preview pages (different
screens / devices)

To recognise the N
relationship between

To recognise the need for
HTML and visual display

a navigation path \
A /

To insert hyperlinks
between pages

To add text to a web
page

-

v

To embed media in a web

. - . page -
To review an existing To recognise that web .
. S : To recognise components To create a new blank
website (navigation bars, pages can contain of a web bage lauout web page '
header) different media types page lay Pag
,| Toadd web pages to a
To set the style of text on Lwebsite _
a web page To insert hyperlinks to 0 EEOFISS i

implications of linking to

nother sit
another site content owned by others

To recognise that web
pages are written by
people

To consider the ownership
and use of images

(copyright)

To recognise that a

website is a set of w
hyperlinked web pages J Resources are updated regularly — the latest version is available at: ncce.io/tcc.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/odl.
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National

cz:“r:m:rg Programming A - Variables in games Units overview

Education

Programming A - Variables in games

Unit introduction

This unity explores the concept of variables iy programming throughs games v Scratichs First, pupils wills
learry what, variables are;, and relate them, to- real,-world, examples of. values that can be seb and changed:
Pupils will, thery use variables to- create o simulation of o scoreboard: Inv Lessons &, 3, and, S, which follow
the Use~Modify-Create model; pupils will: experiment; with, variables irv an existing project, thery modifiy
themy then they will, create their owny project; Irv Lessory b, pupils wills focus onv designs Finally, i Lesson 6,

Ovem»iwo{l[esson&

Lesson Brief overviem Learning objectirves

| Introducing | Invthis lessory pupils will, be introduced, to To define o ‘variable as something thab is

variables variables: Pupils will, see examples o real-world, | changeable
vaniables (score and time irv a, foothall, match), then e T canvidentify examples of
they will; explore them inv @ Seratchs project: Pupils information that is variable
will therv designs and make their- owrv project o I can explain that the way that o
well, 05 numbers. hold, umbers or Letters

& Variables Irvthi&leswupupd&deundﬂ\stund/ﬂwabvamble& Toexplaimwhga:vaﬂablel&used/ma/

uv are used, irv programs, and, that they can hold, o/ prograny

programming, single value ab o time: Pupils will complete arv ® I can identily o program vaniable
unplugged task that; will, demonstrate the process of as a placeholder in memory for o
changing variables: Next, they will explore why, it single, walue
s important to- name variables, ther they will apply o I can explain that o vanable has
their learning inv s Seratichy project iy which they, o name ands o value
will, make; name; and, update: variables. o T can recognise that the value of o

3 Improving | Invthis lessory pupils will apply the concepts of To choose how to improsve o game by,

a games vwwblmtomhanwmexmggammsm usm.gvawal,e&
They will, predict the outcome of changing the ® I can decide where i s program
same change score block irv different; parts of o to- change o waniable
programy ther they will, test their predictions v ® I can make use of an events inv o
Scratchs They will also- experiment withy using prograrm to- seb @ variable
different; walues irv variables; and, with using a e T can recognise that the value of o
WWW@WFWMM var{abl,eoambeused:bg/azpﬂogm

add, comments to- their project, explaining how- they
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Programming A - Variables in games

Unit omeraiems

k Designing | This lesson focuses on the design elements of To design a projech that builds orv a gisen,
@ game programming: For the majority of the tasks; pupils example
wills be weorking ab the algorithmic leaels of ® I can choose the artwork for my
backgrounds for their project; theny they will, design, ® I can explairy miy design choices
their algorithme to- create their programy loww. e T can create 4 for myy
project
S Designto | Inthis lesson pupils will implement the algonithms | To use muy desigr to create s project;
code that they created iny Lesson b as code: Inv doing e T car create the arbwork for my
project and, learry the: importance of naming ® I can choose a name thab
variables: They will: also- have the: opportunitiy to- identifies the role ofs s variable
add another variable to- enhance their project. e T cantesh the code thab T have
wittery
6 Improving | This lesson gives pupils the opportunity to- build onv | To- emaluate my project:
ands shanng | the project that they created, iy Lesson 5. As the e I canidentifyy ways that my game
remosed; so-that the last mairn activity is without e I can extend miy game further
Curriculuny links
National, curriculunm links

and. outpu
®  Use logical reasoning to- explain how some simple algonithms work and, to detect and, correct;
ervors irv algorithms and, programs
®  Select, use and combine a vaniety of software (including internels semices) on o range of. digital,
denices to- design and, create o range of programs, systems and, content thaty accomplishs givery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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To identify
examples of
information that is
variable, eg a
football score
during a match

To define ‘variable’ W
as something that isJ

changeable

/To explain that a
variable is
something that we
canuseina

~

\progrom, eg ‘score’ )

To explain that a
variable has a
name and a value

To recognise that
the value of a
variable can be
used by a program

[To define a )
program variable
as a placeholder in
memory for a
single value

"9 y

To identify a
variable in an
existing program

To define the way
that a variable is
changed

To recognise that
the value of a
variable can be
updated

To recognise that a
variable can be set

To experiment with
the value of an
existing variable

To identify that
variables can hold
numbers (integers)
or letters (strings)

as a constant (fixed
value)

To explain the
importance of
setting up a
variable at the
start of a program
(initialisation)

To choose a name
that identifies the
role of a variable
to make it more
usable (to humans)

To decide where in
a program to set a
variable

-
To update a

variable with a user

input
L P

~

J

-

To use an event in a
program to update

a variable
\

~

To use a variable in
a conditional
statement to
control the flow of
a program

/To explain that )

there is only one
value for a variable

at any one time

- J

/To explain that if \
you change the
value of a variable,

To use the same
variable in more

you cannot access
the previous value

/
X

\(connot undo) j

(To explain that if
you read a
variable, the value

remains
\ J

than one location in
a program

To explain that the
name of a variable
is meaningless to
the computer

To explain that the
name of a variable
needs to be unique

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Introduction to- spreadsheets

Introduction to- spreadsheets

Unit introdiuction
This unit introduces the learmers to- spreadsheets. They will bes supported, in organising data into- columns
produce calculated, data. Learners wills be taught; hows to- apply formulas that include as range of cells, and,

Unit overaiems

Ovef\viwojll@sson&
Lesson Brief overviems Learning objectinves
What is o During this lessory learners will: understand that; o To identify questions which car be answered,
spreadsheel’? spreadsheet; is a computer application which allows | using data,
users to- organise; analyse, and, store data irv a ® I can explair the relevance of data
data headings: Learners will answer questions ® I can answer questions fromv arv
about v spreadsheet; and, therv create their owny existing data seb
questions that: cary be answered, using o givery seb ° Icamask:stmpl@rdwar&qwshon&
o} data which, carv be answered, using data
Modifying During, this lessor learners will, be: taught that To explair that: objects cary be described,
o data seb (o collection of related, datas that: carv be e T can explain what arv tem of data
manipulated using a, computer) withiry a &
number formats to- cells. format to- o cell
® I can build a data seb v a
What's the Dwmgzﬂ\wlfﬁsomleammwbeguwtouse Toexplamthab}mmula&cambeusedlw
formula’? Pormulas to- produce caleulated datar They will produce caleulated, data,
understand, that the type of datas v o cell, is ® I can explair the relesance of a
important (eg. numbers carv be used; irv caleulations cell's data type
whereas words cannot). Learners wills create ® I can construct a formulas irv o
references and, identify that changing inputs will e I can identify thab changing inputs






National

Centre f Oueruen
cgnm;zt;rg Introduction to- spreadsheets Unit

Education

Caleulate Dw\ng/t}u&lessorulﬁamens;w{lbmogmseﬂmbdum To apply formulas to- datas including
nwlhphmhomsubh\achmdwuswmond/addhm ® I can recognise that data carv be
o spreadsheet, Learners will, therv begin to ® I can create a formula which
undenstand, the importance of creating formulas includes o range of cells
that include o range of cells and the advantage of e T can apply a formula to multiple
cells:

Event, During this lessory learners wills plary and, caleulate | To create o spreadsheet to plany an events

planning the cost of an enent using o spreadsheet; They, will ® I can use a spreadsheet to answer
use o predefined, list to- choose what, they would, gueestions
like to- include i their event, and use their e I can explairy why data should be
hare selected: Learnens will, bes reminded, of the ® I can apply o formula to- calculate
@ spreadsheet; using formulas to- work outs coste for
their exent.

Presenting During this lessory learners will: acquire the skills to- | To choose suitable ways to present; datas

datav create charts inv Google Sheets: They will exaluate ® I can produce o graph
results based, on questions asked using the chart ° Icamuseazgx\ap}\/’toshowt}w
their understanding that there are different; sofware ® I can suggest when to use o table or
present; data.

Curriculunmy links
National curricubum links

®  Select, use; and combine o variely of software (including internet, services) on a range of digital
denices to- design and, create a range of programs, systems, and, content; that: accomplishy gisery
National curriculum maths links
Number - addition, subtraction, multiplication, and, dinision:
®  Solue problems inwolving addition, subtraction, multiplications and, dismisiors
Statistics:
®  Inferpret and construch pie charts and, line graphs, and, use these to solve problems
Caleulate and, interpret the mean as' arv average
Education for a Connected, Wonrld, links
® I can describe how I carv search Jor information within a wide group of technologies (e.g. social
® I can use different search technologies
e I can evaluate digital content and carv explain how I make choices from seanch, results




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/335158/PRIMARY_national_curriculum_-_Mathematics_220714.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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To outline that there are
different software tools to

To explain that K with d
objects/artifacts can be work with data

To identify ques.tlons that can described using data
be answered using data \
To recognise that changing To evaluate results in
To explain that formulas can be inputs also changes outputs comparison to the question
asked

used to produce calculated
data

To explain what an item of data

s e

To apply formulas to data,

To outline what makes good . . r e
questions to answer with data o) FEEREI S LT Slefie) @aln otz including duplication
calculated using different
operations
To explain that computers deal
with different data types in
To propose simple, relevant different ways
questions that can be answered To explain why data should be To choose suitable ways to
organised represent data

using data

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/oqgl.
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3D modelling

Unit introduction

During this unit, learners wills demelop their knowledge ands understanding of using a computer to- produce
3D models: Learners wills initially familiarise themselses with, working v a 3D space; including combining,
3D objects to make as house and, examining the differences between, working digitally with, D and 3D
graphics. Learners will, progress to- making accurate 3D models o, physical objects; suchs as o pencil, holdery
which include using 3D objects as placeholders: Finally, learners wills examine the need to- group 3D objects,
therv go- onv to- plany deselop; and, evaluate their own 3D model, of o photo frame.

Ovem»iwo{ll,esfson&

Lessorv Briel overview Learning objectinves

|. What i 3D | This lessory introduces learners to- the concept | To use s computer to create and, manipulate
modelling? of 3D modelling by creating o range of 3D | three~dimensional, (3D) digital objects
shapes thab they, select and, moue. They also e I can discuss the similarities and,
examine the shapes from a vaniety of wews differences bebweers D and, 3D
withiry the 3D space. shapes
® I can explain why we might
represent; 3D objects on o computer
® T car select, move, and delete a
digital 3D shape

. Making, This lesson examines the similarities ands To compare working digitally withy D and,
changes difflerences between working digitally with, 2D | 3D graphics
and: 3D graphics: Learners intially discuss the | ® 1 carvidentifyy how- graphical objects

similarities and, differences theiy hawve car be modified

identified so- far; then move on to- combine 3D ® I canresize a 3D objech
shapes, including ifting the 3D object; to ® I can change the colour of a 3D
produce o house: Leamers then colour their object

digitally withy D and 3D graphics:.

3. Rotatiory and, | During this lessory learners wills produce s 3D | To construct o digital 3D model of o physical

position model of a physical object; which, will, contain | object

a number of different; 3D objects: 3D objects ® I canrotate o 3D object;

will need to be rotated and placed, into- ® I can positiony 3D objects inv relation

position irv relation to other 3D objects. to eachs other

e I can select and, duplicate multiple
3D objects
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Education

3D modelling

Unit overaiems

k. Making DMng/t}u&leseomlﬁnrw&Mlemdxmm3D Told.enh}ythabp}ug&ml/obéedsmb@
holes modelqul@pmbholder\desk;ﬁdyﬁThe3D bnokmdowrvmtoa/oou@chomo]l3Dshopw
models will contairy a number of 3D objects ® I can identify the 3D shapes needed,
that, are of specific dimensions and, use other to create o model, of as real-wonld,
3D objects as placeholders to create holes object
withs themu ® I can create digital 3D objects of arv
appropricte size
® I can group o digital 3D shape and,
a placeholder to create a hole v ary
object
5.Pl,anning/miav Dumng/t}'\wleﬁeomlbammwdbnwmand; Tod.esigna;dLg}ioLmodﬁLbycombming/3D
ownv 3D model | enhance their 3D model, of a pencils holder objects
desk tidy, Learners will, also plary their own e I can plarv my 3D model
3Dmdd;q]ﬁo;phofo!@r\am&whichw%be ° Ican/d'\oose/which3Dobgeo’t@I
e I can modify multiple 3D objects
6. Making muy Dumg/t}u&lbesomlgammwdbpmduwﬂww Todmdopand/mpmvea/digitab3[)mdd;
owny 3D model, owry 3D model based; on their planning during ® I can decide how my model cary be
work and: make improsements based, on e I can modify my model to- improve it
ﬁeedbodc}r\omﬂwwpw\& ° Ioamwahwtewnwdebagamsta/
Wvuﬁﬂm
Curriculury links
National cunricubum links
Compublng/-Ksa

®  Select, use and combine a vaniety of softmare (including internel, semices) on as range of. digital,
denices to- design and, create a range of programs, systems and, content thaty accomplishs givery
identifiy o range of ways to report concerns aboubs content and, contact
Art and, design - KSa&
® To improve their mastery of art and, design technigues; including draming, painting and sculptiure,
with o range of, materiale
Design, and, technology - KSa&
®  Generate; demelop; model, and, communicate their ideas throughs discussions annotated, sketches,
cross~sectional, and, exploded, diagrams, prototypes; patter pieces and, computer-aided desigr
Mathematics - KS& (Y6)
® Recognise; describe and build, simple 3D shapes; including making nets
Education for a Connected, World, links

Strand,

® Lesson | and Lessony 3 - Privacy and Security (&) - I can describe strategies for keeping my,




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://www.gov.uk/government/publications/education-for-a-connected-world

https://www.gov.uk/government/publications/education-for-a-connected-world
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Develop
To recognise that 3D To recognise the differences To recognise that \ (TO recognise the similarities W
objects comprise length, when working in 3D compared structures can be broken and differences between
width, and height (depth) with 2D ggwg _lnt? a collection of real-life 3D and virtual 3D
objects

e —

To recognise that blank

: To recognise the role of
7 1o modifu an obiect N\ objects must be used as : .
To alter the view of the J : placeholders to create SR N S
3D space holes
P - ™
To create 3D graphical f To reposition objects in 4 To combine objects A
objects on a computer ¥ three dimensions
screen - Y )
To place a 3D object in a
3D space
P é ) To group objects
To rotate objects in three
dimensions
A\ \ /
To select multiple objects
To select an object ( )
To resize an object in
three dimensions \{

!
-
- - To modify multiple
objects
4 N
: To recolour an object J
To duplicate an object To delete an object
- y
4 R
To use an object as a
placeholder
\ y

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Programming B - Sensing

Unity introduction

This unit i the final KS& programming unit and brings together elements of all, the Jour programming
constructs: sequence from Year 3, repetition from Year b, selection Jrom Year 5, and, variables (introduced,
v Year 6 - Programming A’ It offers learnens the, opportunity to- use all, of these constructs irv o different,
but still familiar enwironment, while also- utilising o physical; device — the microbil The unit begins withs o
simple program for learners to build, inv and, test inv the, programming enwironment, before transferring it to
their microsbit, Learners then take onv three new projects inv Lessons &, 3, and, b, with, eachs lessorn adding

more depth
Over\viwojllexsson&
Lesson Brief overviems Learning objectives
The microbit | In this lessony learers wills be introduced to- the To create o program to- rury on o controllable

be programmed: Learners will, familiarise themselies ® I can apply my knowledge of

with the desice itself and the programming programming to- o news erwironment,
erwironment; before creating their owry programs: ® T can test my program on ary
e I cantransfer my programvto a
controllable dewmice

Go with the Imﬂwi&lessomlﬂammwi&explorehwi},thmelse Toexplamﬂﬂabselacﬁommoonh\obﬂneﬂovw

Plowe statements are: used to direct the flows of a/ programu o} a program
They will, initially relate i} theny else statements to e T can identifyy examples of conditions
real-world, situations, before creating programs i inv the real, world,
MakeCode: They will: apply their knowledge of il then ® I can use a variable v arv i thery
else statements to create a program that, features else statement; to select the flow o} o
selection influenced by o random number to- create o programy
micro:bib Jortune teller project: ® I can determine the flow o} o
Sensing inputs | In this lessons learners will initially use the buttons to- | To update a vaniable withs o user inpul
change the value of o variable using selection: They ® I can use a condition to change o
variable by mosing their microbit using the ® I can experiment with different;

that o variable carv be displayed after it is updated, or ® I can explair that i youw read o






National
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Education

Programming B - Sensing

Unit overaiems

Finding your | I this lessony learners wills initially work aly codes lewel, | To- use an conditional statement to- compare o
waky by applying their knowledge from the prexious lessony | wariable to- o value
to- make their microbiy perform the function of o ® I can explair the importance of the
compass: They will then, design o program, whichs will order o, conditions i else; if
enable the microbit to- be used, as o namigational statements
denice: To code this, they will adapt the code they ® I can use an operand (eg. <>=) v
o cammodi}g/a/pxogrmw’w achiere
o djff
Designing a In this lessony learners will, be working at the designs | To design a project that uses inputs and,
step counter level They will, picks out features of o step counter, | outpubs orv o controllable derice
plece of technology with, whichs they are likely to- be o I can decide what variables to
Pamiliar: They will, then relate those Jeatures to the include irv @ project
sensors orv o microsbit. Haming seerv o simulated, e T can design the algorithm for my
example of a microbils step counter, learners will, pick project
oub Jeatures whichs they wills be, able to include irv their ® I can design the program flow for
algonithm, for their step counter project: Finally, they,
will, connech the battery pack to their microbit to- set it
upa&a:por\tabledmw‘
Making o step Imﬂwi&lessomlﬂammw{lbuwﬂwdﬂsignﬂwbﬂ’wg Todw&op@px\ogx\amtousempjufsand/
counter harve created, v Lessor 5 to- make o micro:bib-based, outputs on a controllable derice
step counter: First they will rexden their plans, ® I can create o program based, onv my
learel of confidence; they can use o scaffolded or part- ® I can test my program against my
complete project, otherwise they carv start @ new desigrv
project. Learners will, test; and, debug their code, using ® I can use a range of approaches to
the emulator and, then the, physical, device: To find, and, fx bugs
Curriculunmy links
National curricubum links

and outpu
®  Use logical reasoning to- explain how some simple algonithms work and, to- detect; and, correct
mmalgot\iﬂ"\mand/p:\ogram
®  Select, use and combine a vaniety of sofware (including internel services) on as range of digital
dewices to design and, create s range of programs; systems and, content, that: accomplishy ginery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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To define ‘variable’
as something that is
changeable

)
)

To identify
examples of
information that is
variable, e.g. a
football score
during a match

/

To explain that a
variable can be
used in a program,
e.g. ‘score’

~

J

To define a
program variable
as a placeholder in
memory for a
ksingle value

To explain that a
variable has a
name and a value

To recognise that
the value of a
variable can be
used by a program

J

To identify a
variable in an
existing program

To define the way
that a variable is
changed

To recognise that
the value of a
variable can be
updated

To recognise that a
variable can be set

To experiment with
the value of an
existing variable

To identify that
variables can hold
numbers (integers)
or letters (strings)

as a constant (fixed
value)

To explain the
importance of
setting up a
variable at the
start of a program
(initialisation)

To choose a name
that identifies the
role of a variable
to make it more
usable (to humans)

To decide where in
a program to set a
variable

-
To update a

variable with a user

input
L P

~

J

-

To use an event in a
program to update

a variable
\

~

/To explain that )

there is only one
value for a variable

at any one time

- J

To use a variable in
a conditional
statement to
control the flow of
a program

To explain that the

name of a variable

To use the same
variable in more

you cannot access
the previous value

\(connot undo) j

(To explain that if
you read a
variable, the value

/To explain that if \

you change the

value of a variable,
\ ™~

remains
\ J

is meaningless to

than one location in
the computer

a program

To explain that the
name of a variable
needs to be unique

Resources are updated regularly — please check that you are using the latest version.

This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Awesome Autumn Skills.pdf
National St Anthony's
Centre for
(o2 T TS W Ve ore God's Work of Art
Education

Understanding the world

4 Use all, their senses inv hands—ons exploration of natural materials:
v Understand, the effect; of changing seasons on the natural, world: around, them
v Explore the natural world, around, them

Mathematics
4 Discuss routes and, locations; using worde like ‘iry front of and, ‘behind..
4 Begin to describe o sequence of exents, real or fictionals using words such as first, thens.

4 TaLhaboubonddmh}gﬂw@mﬁern&omndthmFmexmpl@sb\pe&mdo%wdwgn@mmg&m
WEMWWABABM-MW%@NMWMMWm@
v" Conbinue; copy and, create repeating patterns. Make patterns with warying rules (inclisding AB, ABB and

ABBC)ond;obé'ed@and,mmiechildmtooonhnu&ﬂwepoﬁu\m
le&ing/and,explormg

4 Make independent; choices: Do things independently that they hamve been previously, taught.
4 Respond, to new- expentences that: yow bring to- their attention

Active Learing

v Respond, to new- expentences that: yow bring, to- their athention

4 Creating and, thinking critically

4 Remiew their progress as they try to- achieme as goals Check hows well, they are; doing,

ELG: Fine Motor Skills
v Use a range of small tools, including scissors, paint brushes and, cutleny;
ELG: Building Relationships

v Work and, play cooperativelyy and take turns with others;

ELG: Managing Seluﬁ

ELG: Creating with, Materials

4 Safely use and, explore as variety of matenials, tools' and, technigues, experimenting with colour, design,
texture, Jormv and Junction

ELG: Gross Motor Skills

v Negotiate space and obstacles safely, withs considenation Jor themselies and, others;
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Busy Bodies Skills.pdf
National St Anthony's
Centre for
(o2 T TS W Ve ore God's Work of Art
Education

Understanding the world
4 Comment, orv images of familiar situations ir the: past:
Literacy

4 Understand, that: print has meaning
v Engage iy extended, conmersations abouts stories; learning new vocabulary,

Mathematics
4 Begimwdmbemswpmojlwmi&mbmmm using words such as Jirst, then..

Playing and, exploring

V' Bring their owrv interests and, Jascinations into- eanly years sethings.

¥ Respond,to new expeniences thats yow bring to-their attention:

Active Leaming

¥ Beginto- comect mistokes themselues

Communication and Language

v Understand, a question o instruction that has two parts

Expressive, Arts' and, Desigry

V' Explore and engage in music making and, dance; performing solo- or irv groups.

¥ Returto and, build, on their presious leamings refining ideas and: desseloping their ability to- represent
v mmwmmem@m@ogmmmmmTwmmm
Gross Motor.

Y Moue energefically, such as running, jumping: dancing: hopping: skipping and climbing.

ELG: Building Relationships
ELG: Cr\eahng/ with Materials

V' Safely use and explore a vartety of materials, tools and, techniques; expenimenting with, colour, desigry
texture, form and, function

ELG: Gross Motor Skills

v Negotiate space and obstacles safely, withs considenation Jor themselies and, others;
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Summer Surprise Skills.pdf
National St Anthony's
Centre for
(o2 T TS W Ve ore God's Work of Art
Education

Understanding the world
4 Explore the natural, world: around, them,
Mathematics

4 Counbobé@djsadmn&and/sound&

4 Compupenumb/er\s;.

4 Select, rotate: and, manipulate shapes to- demelop spatial reasoning, skills

Playing and, exploning

4 memmmmmWWmewweWm
4 Respond/tonmexper\{mce&ﬂwobwbﬂng/foﬂ\waﬁﬂwhm

Active Learning

4 Bring their owry interests: and, fascinations into- early years settings: Respond to- new expeniences that
v Begin to correct mistakes themselses

CWWVOHA}LM&
V" Describe envents irv some details
4 Usetalktohdpwm%outvablmandzwgamseﬂwmkmgand/adw{hw and/toexplair\/howﬂumg/wm%

Expressive, Arts' and, Desigry

v Provide opportunities to- work together to- demelop and, realise creative ideas

V" Help children to extend their ideas through sustained, discussion that: goes beyond, whab they, and you,
hame noticeds

V' Help childrern to- extend their ideas through sustained, discussion that goes beyond whab they,

V' and you hawe noticed:

ELG: Building R

ELG: Creating with, Materials

v Safely use and, explore as variety of matenials, tools' and, techniques, experimenting with colour, design,
texture, Jormv and Junction

ELG: Gross Motor Skills
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Year 1.2 - National Curriculum.pdf
Key stage 1 National Curriculum: Accessed over the 2 year cycle
1.1 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by | 4
following precise and unambiguous instructions
1.2 create and debug simple programs 4
1.3 use logical reasoning to predict the behaviour of simple programs 4
1.4 use technology purposefully to create, organise, store, manipulate and retrieve digital content 10
1.5 recognise common uses of information technology beyond school 5
1.6 use technology safely and respectfully, keeping personal information private; identify where to go for help and support when 5
they have concerns about content or contact on the internet or other online technologies.
_ Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Cycle A Computing  systems | Creating media — | Programming A - | Data and information | Creating media - | Introduction to
and  networks  — | Digital painting Moving a robot using | — Grouping data Digital Writing Animation
Technology  around BeeBots.
us.
National Curriculum | 1.4. 1.4. 1.1. 1.4. 1.4. 1.1.
coverage: 1.5. 1.2 1.6 1.6 1.2.
1.6 1.3 1.3.
1.5. 1.4.
Cycle B Computing  systems | Creating media — | Programming A — | Data and information | Creating media — | An introduction to
and networks — IT | Digital Photographs Robot Algorithms. — Pictograms Making music quizzes
around us
National Curriculum | 1.4. 1.4. 1.1. 1.4. 1.4. 1.1.
coverage: 1.5. 1.5. 1.2. 1.2.
1.6 1.6 1.3. 1.3.
1.4.
1.5.
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Unit Overview � Technology around us.pdf
Technology around us

National
Centre for
Computing

Education

Unit Ouernieme

Raspberry Pi

Unit introdiuctiion

Ovem»iwo{l[esson&
Lesson Brief overviems Learning objectinves
| Learners will become familiar withs the term, technology. To identify techrology
Technology | They will, classify what is and what is not technology in e I can explain technology as
their understanding of how technology helps us v ® I can locate examples of technology
different, ways. inv the classroomy
® I can explairy how these technology
examples help us
& Using Learners will, gets to- knowr the: mairv parts of o deskbop: or To identify o computer and, its mairy parts
technology laptop computer: They will, practise turning onv and, ® I can name the main parts of a
logg&ngwtoa/wwtmTh@Leww\mw{lLappb*thw computer
knowledge of the different; parts of o computer, to- ® I can switch on and, log into o
complete o mouse~based task: computer
® I can use a mouse to click and drag
3 Learners will, be: building or the mouse skills they, were To use a mouse iy different; ways
D% introduced to v Lesson . Learners wills resieww images of ® I can use a mouse to open o

o computer to- explairy what eachs part does: They, will,
will use the mouse to- open o programy and, create o simple
picture.

programv
° Icamohd@and;dmga’wnwkeobéec’(&
orv @ sereery

o T canuse o mouse to create o

picture






b Using o | Learners will, begir to use the computer keyboard, for To use a keyboard, to- type orv as computer
computer purpose: They should, understand, that; writing orv a ® I can say what a keyboard s for
keyboard, keyboard, is called typing and, will, begiry to- demonstrate e I cantype my name on a computer
their ability to- wite their name: Learners will, ther sanve e I can same my work to a file
icory is used, irv lots of different; programe.
5 Learners wills begin by opening o file they have premiously | To use the keyboard to- edits text
Derreloping @MT@MM@%MQ&@%%@@ ° Icamopmmg/work;‘ﬁr\oma/}db
W keyboard to- edibs texdt; by writing a) sentence and, ther ® I can use the arrow keys to- move
sills deleting Letters. They will, also use the keyhoard, amow the curson
keys to mowve the text; cursor irv their textbox o T can delete letters
6 Using a Learners will, be introduced, to the concepty o using To create rules Jor using technology
computer computers safely, withir the context of a school, sething, responsibly
responsibly | They, will, explore whiy we hawe rules iny school and, hows o T can identify rules to keep us safe
e I can give examples of some of
these rules
L4 Icamdwous&howwebme}«t!ﬁm
these rules
Curriculumy links
National curricubum links

®  Recognise common uses o information technology beyond, school

Education for a Connected, Wonrld, links

Health, well-being and, lifestyle
o T can identifyy rules that help keep us safe and, healthy inv and: beyond the home whery using

technology
e I can gime some simple examples

Copgﬂghband:owna\shp

® I know that the work I create belongs to me

® I canname my work so that others know- it belongs to- me




https://www.computingatschool.org.uk/data/uploads/primary_national_curriculum_-_computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Progression of  Concepts and Skills � Technology around us.pdf
Tecl'm,olo%apowwd;w Uni Overviewn

National
Centre for
Computing
Education
Raspberry Pi
To identify the main parts of
o computer
To use o mouse in different
To recognise that o computer wWays
is on exomple of technology
To identify examples of L
technology -
To explain that technology is L ’
something that can help us To choose a piece of e m e fecemmmmammmmsEEmmo s To use o keyboard to type
technology to do a job
To exploin how exaomples of
technology help us
T the ke d to edit
To recognise that some To recognise thaot choices are ﬁm @ keyboar e
technology con be used in mode when using technology
different ways
To explain why rules are
needed when wsing
technology
To show how to use

technology safely
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Unit overview - Digital Painting.pdf
Digital painting

National
Centre for
Computing

Education

Raspberry Pi

Unit Ouversiem

Creating media - Digital, painting
Unib inbroduction,
Learners will, dewelop their understanding o o range of tools. used: for digital painting: They then use these

tools to create their owny digital, paintings, while gaining inspiration from a range o artists’ work: The unit

dertices:
Ovex\viwofll,e/sww
Lesson Brief overviems Learning objectives
| How cary we paint using This lessor introduces learners To describe whab different, freehand, tools do-
computers? to the freehand tools amailable ® I canmake marks onv o screen and, explairy
Jor digital, painting. whichs tools T used,
® I can draw lines on o screeny and, explairy
which tools T used,
® I can use the paint tools to draw o picture
& Using shape and, lines This lessor introdiuces learners To use the shape tool and, the line tools
to- the line and, shape tools and, ® I can make marks withs the square and, line
used for- digital, painting, ® I can use the shape and line tools effectively
Learners create their owny digital ® I can use the shape and line tools to recreate
painting v the style of arv artist: the, works of arv artist
31%ahngmxm#chhou£& This lessorv introduces learners Tonu&acaN#d;duNxxuNhewpauwngcn&gﬁnL
to @ range of shape tools, picture
ina t to te a o I uyvchoo&aoppmxwkﬁeshcpe&
inting v the style of any artist: ® I can make appropriate colour choices
° Iuwvu%dkwmpmhmeuyﬂmviybc%amaﬁui
b Why did I choose that? | This lessor increases learmners To explairy why I chose the tools I used;
understanding of, the anailable ® I can explair that different paint tools do-
an&bmi&amievxuN%ﬁ&ﬂmym ﬁﬂkthfb&
to selech the best tools to create ® I can choose appropriate paint tools and,
colours to- recreate the work of an artist






Digital painting Unit overaiene

a digital painting v the style of e I can say which tools were helpful and, why
Wassily Kandinsky,

S Painting all by mysell Learners select appropriate To use a computer on miy own to- pain as picture
colours, brush sizes, and, brush, e I can make dots of colour onvthe page
tools to- independently create e I can change the colour and brush sizes
their owrv image inv the style of ® I can use dots of colour to create a picture

6 Comparing computer arty | Learners compare their To compare painting a pichure onv o computer and, orv

. orv computers ands ony ® I can explair thab pictures can be made irv
® I can spob the differences between painting
orv a computer and, o paper
e I can say whether I prefer painting using a
compuber or using paper
Curriculunmy links
National curriculuwm links

KSI Computing

KSI At ands Desigrv
Pupils should, be taught:
®  To demelop o wide range of art and, desigrv techniques in using colour; patterny texture; line, shape,
formy and, space
®  About the work o} as range o artists, craft makers, and designers, describing the differences and,




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239067/SECONDARY_national_curriculum_-_Computing.pdf
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Progression of  Concepts and Skills � Digital Painting.pdf
Digital Painting

National
Centre for
Computing
Education
Raspberry Pi
Develop
To use a computer to To recognise that tools
paint a picture can be changed to To choose options to To consider impact of
produce different achieve a desired effect choices made
outcomes

4 R / N
To use basic tools to create To change brush colour
an image
-
-
s ™
;‘ To change brush size
|~ To use the brush tool(s) :
.
To digitally make marks on
. A
a computer screen
r ™)
M| To use tools to draw
shapes
. S
To change fill colour in a
shape
g ™y
To use tools to draw lines - P
~ ~ \\ To change line size
- ~ ~
To use the undo button to -
correct a mistake
h_ Y, To change line colour
\_
o _/

To use a wider variety of
tools to create images

~

(
.

To use the fill tool to
change colours

Uni Overviewn
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Education

Pr\ogmomnunng - Movmgza;r\obot

Unit introdiuctiory

This unity introduces learers to- early programming concepts: Learmers will, explore using individual,
commands; boths with other learners and, as part of a computer programu They will identify whats eachs floor
robot command, does ands use that knowledge to start predicting the outcome of programs. The unit ts
paced to- ensure time s spent, onv all, aspects o programming and, builds knowledge: inv o structured, manner:

Over\wewbo;llessmw
Lesson, Br‘iﬁ,}over‘vww-' Leammg;' ob&echme& i

1. Buttons This lessor introduces the learners to floor To explairy whab o givery command, will do-
robots. Learners wills talk abouts what the ® I can predich the outcome of o
buttons might' do- and, therv try the buttons out. command orv o deamice
Time will be spent linking any outcome to- o o I can mateh a command to ar
buttory press. Learners will, consider the direction oukcome
command buttons; as well: as buttons to clear e I canrun a command on ar derice
memony and, rur programs:

2. Directions During this lessony learners will, think abouts the | To act out o gimeny word,
language used to- gine directions and, how e I can follow arv instruction
precise i needs to be. Learmers wills also- works e I can recalls words that carv he acted,
withs o partner; giving and, following oub
instructions: This real-world, activity should, ab e I can gimve directions

the Jloor robob that was introduced, irv the last

lessoru
3. Forwards In this lessory learners wills focus onv To combine Jorwards and, backwards
and, programming the floor rohobt to- move forwards | commands to make o, sequence
backwards | qnd, backiards: They will, see that the, robot e T can compare Jorwards and,
moses forwards ands backwards a fixed backwards mosvements
distance. This highlights the idea that robots e T can start o sequence from the
ﬂoUowa;dean(,ﬁbxed;)conmwnd;Uwa:pf*edseand/ sonwplaw
repeatable way: Learners will, think: abouts ® I can predich the outcome of o

commands will allow learners to- predich whats a
p:\ogx\amwdl;da

Page 1
Last updated: 12-05-20





National

cz:ﬂ’:ﬂ;’g Pr\og;\ammmg/ A Mowng/ a robot Unity oversieme

Education

4. Four Inv this lessony learners will use lefty and, rights To combine Jour direction, commands to- make
backwards commands: Doing this wills allow e I can compare left and rights tums
learners to- demelop slightly more: complex e I can experiment; with turrv and,
programs: Learners will, create their programs irv mowe commands to- moe a robot
this lessor through trial, and error before e I can predich the outcome of a
next lessoru Irvthe last activity, learners will, commands

5. Getling Inv this lesson, learners wills decide what their To plary @ simple programy
there program will, do: They, will then create their e I can explain what: my program
programy and, test it orv the robot. Where needed, should, do-
learners will, also- debug, their programs: ® I can choose the order of commands
v as sequences
® I candebug my program

6. Routes This lesson encourages learners to- plary their To Jind more thary one solution to- o problemy
there being more than one way to solve o e I can plar o programs
pr\oblmnThwoonceptopplw&an;loto]D e I can use two different programs to-
be achiesed throughy a rnumber o} different,

approaches; and there tsnt necessarly o rghty
way: The lessorn also introduces the ideas of
they start programming.

Curricuuny links

National, curriculum links
denices; and that programs execute by Jollowing precise and, unambiguous instructions
Create and debug simple programs

Page 2
Last updated: 12-05-20



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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Digital Painting

National
Centre for
Computing
Education
Raspberry Pi
Develop
To use a computer to To recognise that tools
paint a picture can be changed to To choose options to To consider impact of
produce different achieve a desired effect choices made
outcomes

4 R / N
To use basic tools to create To change brush colour
an image
-
-
s ™
;‘ To change brush size
|~ To use the brush tool(s) :
.
To digitally make marks on
. A
a computer screen
r ™)
M| To use tools to draw
shapes
. S
To change fill colour in a
shape
g ™y
To use tools to draw lines - P
~ ~ \\ To change line size
- ~ ~
To use the undo button to -
correct a mistake
h_ Y, To change line colour
\_
o _/

To use a wider variety of
tools to create images

~

(
.

To use the fill tool to
change colours

Uni Overviewn
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Unit overview - Grouping data.pdf
National
Centre for

Computing
Education

Raspberry Pi

Grouping dato,
Unit infroduction

aspects of data and, information: Searching s as common operation inv many applications, and requires ary
understanding that to- searchs data, it must hare labels: This unit of, works focuses on assigning datas

Unity Ouerssieme

documents. Depending on how- your schools system s set up, additionals support and, time may be required,

ackinities irv eachs lessoru

Ovem»iwo{l[esfson&
Lesson Brief overview Learning objectirves
| Label and matchs me%beguvwmdﬂstandthabobéed@hwe Tolabd,obd‘fxﬁ:&

begir to- expenriment, with placing them into different,

® I can describe objects using labels
° Icamnwtdvobéeci&togx\oup&
® I can identify the label for as group

groups: Learners wills also- label a group of objects, o} objects
& Group and count Learners will, begin to- think, about; grouping, objects To identify that: objects can be counted,
based, on, whab the objects are. They will, demonstrate ® I can count objects

the ability to- county & small, number of objects before
Learners will, also begiry to- learn that, computers are
performy tasks:






® I know that work I create belongs to- me (Y1)

® I canname my work so that others know- it belongs to- me (Y1)

3 Describe arvobject | Learners will, begin to- undenstand, that objects carv be: | To describe objects iny different ways
described, iy many different; ways: They, will, identify, ® I can describe ar object
the properties of objects' and begin to- understand, that ® I can describe a property of ary
properties carv be used to group objects; Jor example, object
reasorv thal we need to- give labels to- images on o
computer:
b Making different Learners will, classify objects based, onv their To count objects with the same properties
groups properties. They will group objects that have similar ® I can group similar objects
properties, ands will, be: able to- explairy how they hame e I can group objects iy more than
grouped, these. Learners will begirn to- group o one way
number of the same objects irv different; ways, and, ® I can count how many objects
will, demonstrate their ability to- count these different share o property,
groups.
S Comparing groups | Learners will; choose how- they wanb to- group To compare groups of objects
will record the number of. objects v eachs group: ® I can record how many objects are
v group
6 Answering Learners will, decide how to- group objects to- answer | To- answer questions about groups of objects
questions questions. They will, compare their groups by thinking e T can decide how to group objects
about; how they, are: similar o different; and, they, will to- answer a, question
WMMWT@W{&H\MS}\WM ° Icamcompanegx\oup&qllobf,of&
they hanve found with their peers. ® I can record and share what I
hare found,
Curriculury links
National curricubum links
L4 Useted'molo%sa}dgandmespﬂi}uﬂg
Edumhomuﬂof\a,(:onneded,World,link&
Copgﬂghband:ovwwshp




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Raspberry Pi

Pr\ogx\ejszsiorthhi@umb

To identify some attributes of
To explain that objects can be

an object To identify that objects can be
counted grouped by similarities
(attribute)
To show that collected data can
) be counted To describe a group of objects
To collect simple data (based on commonality)
\‘ To group objects to answer

questions

To describe the properties of an
object

To recognise that information
can be presented in different
ways

To recognise that information

can be presented

To choose an attribute to group
objects by
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Unit oaseriene

Raspberry Pi

Creating media - Digital writing,

Units introduction

Learners will, dewvelop their understanding of the warious aspects of using a, computer to- create
and, manipulate text: They will become more familiar withs using as keyhoard, and mouse to- enter
and, remose texti Learners will also consider how- to- change the looks of their text, and, will, be
differences between using o computer to- create text, ands waiting texty on paper. They wills be
able to- explain, which method, they, prefer and, explairy their reasoning Jor choosing this:

Ovex\vie)\/vbofll,esfson&
Lesson Brief overviem Learning objectires
| Exploning the keyboard, | Learners will, familianise themselies withy o word, | To- use a computer to- write

applications v the future. The learners will, also
poge by pressing keys on o keyboard,

e I can open o word, processor

® T can recognise keys on a
keyboard,

e T can identifyy and find, keys on
o keyboard,

& Adding and removing
text

computer using o keyboard: The learners will focus
onv adding text; and, wills explore more of the keys
Jound, onv o keyboard: Finally, they wills begirv to- use

Toaddzandzr\movetexbon/a/computm\
o I can entertext into o

computer
o I can use letter, number, and

Space keys
® I can use Backspace to remove
text

3 Exploring the toolbar

Learners will: begir to explore the different; tools that
carv be used, inv word, processors to- change the looks
of the text: Learners will use the Caps Lock key to-
thinking about; how to- use this successfully, Learmenrs
Finally, learners will, beginy exploring the different,
buttons amailable on the toolbar inv more detail, and,

To identify that the looks of text: carv be
changed, on as computer
e I cantype capital letters
® Icamexplabmwhabﬂ'\ekﬂé&
that I hame already learnt
abouly do-
® I can identify the toolbar and






Unit oaseriene

b Making changes to Learners wills begir to- understand wher it s best to | To-make careful, choices when
texd change the look of their text: and whichs tool will | changing, tesd
achieme the most, appropriate outcome: The learmers e T can select o word by
enable them to make more efficient, changes. They ® I can select all of the text by
wills explore the, different, fonts available to-them and, clicking and dragging
S Explaining my choices | Learners will, begir to-justify their use of certainstools | To explain whiy I used the tools that T
whery changing texti The leamers willl decide | chose
whether the changes that they have made hare ® I can say what tool I used to
to- remose changes: They will, begiry to- consolidate ® I can decide if my changes
double-clicking and, clicking and, dragging. The o I canuse Undo to remore
learners wills bes able to- explain whaty tool from, the changes
6 Pencils or keyboard? Learners will, make companisons bebweens using a | To compare typing on as computer to-
learners will: discuss how the bwo- methods are the | @ 1 canmake changes to-text orv
same and) different andbthink of examples to oxplainy | TP
writing using a computer to compare the bwo o T can say whiy I prefer typing
methods. Finally, the learners wills begirv to- explairy o wiriting,
would be the best method to use i different
Curriculunmy links
National curricubum links
content,
Further national, curriculun links
English, - writing (Y1)

®  saying oub loud what they are going to wite abouts

®  composing o sentence orally before writing, i

®  sequencing sentences to form short naratives

®  re-reading what they hamve writter to- check thaly it makes sense
Education for a Connected, Wonrld, links

Prisvacy and secunity

° IwmgWereamn&WI shoul,d/mhd;shmem}mthwmwﬂmpeoplel choose to- and

canv trust (Y1)




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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To recognise that text

To use letter, number, can be edited

and Space keys to enter

text into a computer

To recognise that a
keyboord is used to enter

text into a computer

To recognise that the
Shift key changes the
output of a key

To recognise that text
can be changed

To recognise that the

To use punctuation and
appearance of text can

special charocters

be changed ,*"

To select text

To use the Backspace
key to remove text

To position the text
cursor in a chosen
lacation

R !

To use Undo

—

To choose options to
achieve a desired effect

To consider the impact of
choices made

To chonge the
oppearance of text on a
computer
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National
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Computing
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Uniby overviem

Raspberry Pi

Unit introduction
Learners wills be infroduced, to- on-screen programming throughs Seratchd . Learners wills explore the way a

project looks' by, irwestigating sprites and, backgrounds: They will, use: programming blocks to- use, modify,
and, create programs: Learers wills also- be introduced to the early stages o] program design throughy the.

introduction of algorithms.
Over\viwojlb@sson&
Lesson Brief overviems Learing objectives
| Companing tools | During this lesson learmens will become To choose o command, for o gisen, purpose

accustomed, to- the: SeratchJ r programming
erwiironment: They will discover that they carv
mowe characters on-screen using commands;
and, compare Scratchdr to the Bee-Bots used,
v the prexsious unit:

e I can find the commands to move a
sprite

e I can use commands to move as sprite

® I can compare different programming
tools

& Joining blocks | During this lessor leamers wills discover that | To shows that as series of commands carv be
blocks carv be joined, together inv SeratchJ r joined, together
They will, use: a Start block to- run their ® T can use more thar one block by
programs: They will also learn additional joining them together
skills: such as adding backgrounds and, e I canuse a Start block inv s program
deleting sprites: Learners will Jollowr ginery e I can run my program
algorithms to- create simple programs:

3 Make a change | Duning this lessor learners will, discoser that ukmhﬁ*ﬂuyﬁkxbq%chamgngzwxxﬂue
some blocks irv Scratchd r harve numbers I can Jind blocks that: hame numbers
underneath them: They wills learn how to- ® I can change the value
change these values and, identify the effect onv e I can say what happens when I change
o block of changing a value. a value

b Adding sprites During this lessory learners will, be taught; hows o explairy thaly eachs sprite has its owny
to- add and, delete sprites irv Seratchdr They, instructions
wills discover that each sprite has its owny ® I can show that o project carv include
programming area; and learrn how to- add, more thary one sprite

programming blocks to- gine instructions to-
ewdwo}ﬂubqydﬁ&

e I can delete o sprite
I carv add, blocks to- eachs of my sprites






Year 1 - Programming B - Programming animations

Unit overview

5 Pro&ectdwgm Dw\ng/t}u&leseomlﬁnmer\s;wdl;dwose Todesigmf}wpw\fsofl@meot
appropriate backgrounds and, sprites Jor o ® I can choose appropriate arbwork for
based, orv the blocks amailable v Seratchd ™ ® I can create an algorithm for each
6 FoUowmg/mxé/ Dw\ngzﬂru&leseoml@amer\s;w{lbwseﬂwan Tousemia/algomﬁwmtomb@@pmgm
create their projects on-screery irv Seratchd e I can add programming blocks based,
algorithms created, irv the, preious lessory to ® I cantest the programs I hanve created,
effective when their programs are ruru
Curriculury links
National curricubum links

that programs' execute by following precise and, unambiguous instructions
Create and, debug simple programs




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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oy

To enact a given
word

J——

To recall words that
can be enacted

R

To predict the
outcome of a
command on a

National

Centre for
Computing
Education

Raspberry Pi

—
To explain what a
given command

Uni Overviewn

Pr\og,r\ejs&orijduﬁzunib

\_device

does
To list that %l—j
commands can be To match a )
use:_'! on a given command to an
device outcome

To choose a
command for a
given purpose

To recognise how to
run a command

(press a button)

To understand that
a program is a set
of commands a
computer can run

To choose a series
of words that can
be enacted as a

To choose a series
of commands that
can be runasa

To combine
commands in a
program

To build a sequence
of commands in
steps

X

To recall that a
series of
instructions can be

To run a program
on a device

issued before they
are enacted
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Year 3.4 - National Curriculum.pdf
Key Stage 2 National Curriculum: Year 3/4
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems | 4
by decomposing them into smaller parts
2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 4
2.4 understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the 4
opportunities they offer for communication and collaboration
25 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 3
2.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range 12
of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and
information
2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 3
concerns about content and contact.
_ Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Cycle A Computing  systems | Creating media - | Programming A - | Data and information | Creating media - | Programming B -
and  networks  — | Animation Sequence in music = Branching | Desktop publishing Events and actions
Connecting computers databases
National Curriculum | 2.2. 2.6 2.1. 2.6 2.6 2.1.
coverage: 2.4, 2.2. 2.6 2.2.
2.6 2.3. 2.3.
2.6 2.6
Cycle B Computing  systems | Creating media — | Programming A — | Data and information | Creating media - | Programming B -
and networks — The | Audio editing Repetition in shapes | — Data logging Photo editing Repetition in games
Internet
National Curriculum | 2.4. 2.5. 2.1. 2.2. 2.5. 2.1.
coverage: 2.5. 2.6 2.2. 2.6 2.6 2.2.
2.7 2.7 2.3. 2.7 2.3.
2.6 2.6 2.6
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Uniby overviem

Raspberry Pi

Connecting Computers

Unit introduction
They will, also- compare digital and, non-digital, desices: Next, learners wills be introduced to- computer networks;
including denices thaty make up o nebworkss infrastructure, suchs as wireless access points and, switches: Finally,
learners will, discover the benefits of connecting dewices irv a nebwork:

Ovewiwo;fllesfson&
Lesson BN»e} overieme Learnir \QIOWN% i
| How does a This lessor introduces the concepts of input, To explain how digital, desices Junction
digital, dersice process, and, outpul: These concepts are e I can explain that digital devices accept
workd? lundarmental to- all, digital devices: inputs
® I can explairn that digital desices produce
outputs
® I can follow a process
Q\Whabpcwts Learners will, dewvelop their knowledge of the Toldenﬁ}gmpubandzoutpubdtwm
make up a relationship betweers inputs, processes; and, outputs ® I can dassify input and, outpub derices
digital, dewice? | ond, apply i to- dewices and, parts of denices thab o I can describe o simple process
they will be familiar withs from their exreryday e I can design a digital dewice
surroundings:
3 How do Learners will, apply, their learning from Lessons | To recognise how digital desices carv change the way
help us? inpute and outpute onv o digital device They will o T can explain how I use digital, dewices for

and, non-digital tools to- create the other: Learers

® I can recognise similanities bebween using
® I can suggest differences bebweer using

b How am I

connected?

Marwy, digital devices are now- connected, to- other
throughy Wi-Fi ands smartphones throughs mobile

To explainy how a computer network carv be used, to

® T can recognise different; connections






Connecting computers

Unit oaeriene

dewices s that it allows information to- be shared,

dewices: Learners wills learny to- explain how and,
nebworks.

° Icame;xplaﬂmhowmessag,e&mpoeeed
® I can discuss whiy we needs s networks swikichy

S How are

To explore how digital, devices carv be connected,

computers including o server and, wireless access points. ® T can recognise that o computer network is
connected? Learners will examine each desvice's functionality made up of & number of derices
passed between, derices
® I can explair the role of o switch, server
and, wireless access point i as nebworks
6 What does Learners will, further deselop their understanding of | To recognise the physical; components of as network,
our school computer networks: They will, see; examples of e T canidentifyy how dewices inv o nebworks are
WM nebwork infrastructure iy o real-world, setting and, connected together
lke? relate them to- the actiuities trv Lesson 5. o T can identifly nebworked dewices arounds me
e T canidentifiy the benefits of computer
nebworks
Curriculumy links
National curriculum links
Compui’lng

outpt
° sdfd/useand/wnbuwa/vameig/q]lsqﬁtwm (including internet serwices) onv a range of digital desices to
desigry and create o range of programs, systems and, content; that: accomplishy gimerv goals, including

Maths (Lesson |)

Art (Lessor 3)
® to improve their mastery of art and desigr techniques; including draming, painting and, sculpture with, o

range of materials [for example, pencily charcoals paint, clay)




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf
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St’op—jlr\ame animations

Stop~-frame animation

Unity introduction

Learners will, use as range ofl techniques to- create a, stop~frame animation using tablets. N@xhﬂ'w*vwdb
apply those skills to- create a) story~hased, animation: This unit will, conclude withs learners adding other

Unit overiems

Over\wewbo;llessmw
Lesson Brief omervieme Learning objectives
| Canv o Learners wills discuss whether they think a o explain thab animation is o sequence of drawings or
move? animation techniques and create their owry ® I can draw o sequence of pictures
animations irv the style of lip books (flick books) e I can create arv effective
® I can explairy how an animation/flip book
works
& Frame by | Invthe previous lessony learners created, their To relate animated, mowvement; with, o sequence of.
frame, own Jlip book-style animations. Ir this lessory images
they will: deselop this knowledge and, apply it to- ® I can predict what anv animation will, look; like
make a; stop~frame animation using o tablet. ® I can explairy why little changes are needed, for
each frame
® I can create an effective stop-frame animation
3 Whabts Remind the learners o the animations that we: | To plary anv animation
the story? created last week and tell therm that next weeks ® I can break down o story into settings,
stories: Tell, the learners thaty during, this lessor ® T can describe an animation that is achiemable
they will create o storyboard, showing the ofv screerv
chax\ad,er\@seﬁimg&and/wmt&thabfhﬂdzwould; ° Icamor\eat@o/stuyboard/
like to- include irv their owny stop~frame
animation next week:
b Picture Invthe previous lessony learners planned, out Ldmh}gﬂwneed/towm%con&stmﬂgandwx\q}uug
perfect their owry stop~frame animations irv a I can use onion skinning to- help me make small
carefully create stop-frame animations, paying ® I can review a sequence of frames to check my
® I can evaluate the quality of my animation
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S Evaluate | Last lessory learners created, their owny stop~ To rexiew and, improse anv animation
ands make i frame animations:  This lessony they, will e I can explain ways to- make my animation
them by creating a brand-new animation based, o I can evaluate another learner's animation
orv their feedbacks ® I can improse my animation based; on feedback
6 Lights, Last lesson, learners perfected, their stop-frame | To emaluate the impach of adding other media to- ary
action] medics and effects into- their animations; such as e T can add other media to muy animation
music and, text: e I can explain why I added other media to- my
arumatiory
e I can evaluate my final film

Curricuury links
Nabional curriculum computing links
Computing
®  Selech use and, combine a variely of software (including internet services) onv s range of digital
dewices to design and, create as range of programs; systems and, content; that: accomplishy gisery
dentifyy v range of ways to report concerns abouts contenty and, contact:

Further national curriculbum links
Literacyy links

®  Pupils should be taught to: prool-read Jor spelling and punctuation errors
Hisi’m\y;

®  The Roman Empire and its impact on Britairy

Eduoai’ion:uﬂof\o/(:onneded;Wm\ld;link&

Managing online information
L Icamusekegp}\mmwseardumgmw
® I can use search technologies effectinely
Copgmghbon,d:owna\s}up
I carv explain why copying someone else's work from the internet, without; permission can cause
problems.
Icamgweexamplwq]lwhabﬂwsep:oblmm&nwghtbe
Wherv searching on the infernet Jor content to- use, I canv explairy whiy I need, to- consider who
owns i ands whether I hanve the right to reuse it.
I can gine some simple examples.
I can gine examples of content thal is permitted to bes reused.
by others.



https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Develop
K ™~ -~ B g ~ ' ~y -
Tc_re-:o_gnl_se that an To re_{:ognllse the To dec_ompose o known To recomise the nead for To recoanise the impaet
animation is made up of relationship between story (into choracters, :
- A consistency in working of adding other media
a sequence of images frames and motion stages, key events)
LN A N A b LN
'S i ) 'S 'S )
LELEEER, LI Ll SRl To understond the terms T recognise that g
animation can be drawn . e L : }
Iimages or captured compasition’, ‘stage’, and capturing device needs
‘capture area’ to be in a fixed pasition
\_Rhotogrophs "o
s ~
To know how to fix
mistakes in copturad
Imoges
- v

To et up a device to
capture stop frarme
photos

To use o computer to \

create an animation (tell
a story)

To play bock and review
To remove images to a film

improve an animation

To capture o series of
Images

To use tools {onkon
skinning) to review
subject position

To play a sequence of To add text (scenses,
Images back to review credits, coptions)

Te move a subject

To add sound effects el el
between captures
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Programming A - Repelition irv shapes

Unity introduction

Tl'\eg/wdl,use;Logo, o text-based programming language:
This units ts the first of the two- programming units irv Year b, and looks ali repetition and loops: withiry

programming
Over\viwojltesson&
Lesson Brief overviem Learning objectirves
| Programming | This lessony wills introduce pupils to To identify that: accuracy v programming s
o screeny turtle programming v Logo: Logo is as text-based, important
programming language where puplls type ® I canprogram o computer by typing
commands thab are then drawsry on screenu commands
Pupils will, learry the basic: Logo- commands; and, e I can explain the effect of changing a
wills use their knowledge of them to read and, value of a command,
write code. ® I can create o code snippel for as ginery
purpose

& Programming, | Inthis lessony pupils wills create algorithms (a To create o program inv o text-hased, language

letters precise seb of ordered instructions, which carv be e I can use atemplate to draw what
therv implement, these algorithme by, writing ® I can write anv algonithm, to- produce a
them irv Logo commands to- drawe the, lether. giseny outcome
They will: debug their code by, finding and, ® T can test my algonithm i o text-based,
fuxing any ervors that they spots language

3 Patterns and, | Irvthis lessory pupils will, first looks at examples: | To- explain whab ‘repeat; means

repeats of patterns iny exerydaiy life: They wills recognise ® I can identify repetition i everyday
repeated; and, how- many, times repeats occur: e I can identify pattermns inv o sequence
They will create algonithms for drawing a ® I can use a count-controlled loop to

Lessory &. They will use this algorithm to
program as square the long way, and recognise
the repeated, patherry withiry as square: Once they

produce a; gimery outcome






Unit omersiems

repeat, command, withiry Logo- to- program

b Using loops Inv this lessony pupils will, works with, count- To modify o count-controlled, loop to- produce o

to create shapes controlled, loops v o range of, contexts: First, ginven outcome
they, wills think about: o real-life: example; ther ® I can identify the effect of changing the
they, will, mowe on to using count-controlled, rumber of times o task i repeated,
loops irv regular AD shapes: They will trace ® I can predict the outcome of o program,
code to- predich whichs shapes will be: drawry containing a count,- controlled, loop
and, they will, modify existing code by changing ® I can choose which values to change irv
values withiry the codes snippet @ loop/

S Breaking Inv this lessony pupils will, focus onv To decompose a task into- smalls steps

things downy | decomposition. They will break dows enmeryday e I can entifly ‘chunks of actions inv the
code snippets cary be brokery down to- make ® I can use a procedure iy o programy
them easier to- plary and, works with: They, will ® I can explair thab @ computer can
learry to- create, name; and, call, procedures v repeatedly call o procedure
Logo: whichs are; code snippets that carv be
reused, irv their programming,

6 Creating o Invthe final lessony pupils will: apply the: skills To create o programy thaly uses count- controlled,

programy that they hane learnt irv this unit to- create o loops to- prodisce as girrerv outcome
program containing o count-controlled, loop: e T can design o program that includes
Over the course of the lessony they, will, desigry counb- controlled: loops
wrapping paper using more tharv one shape; o I ke v, ot wrikes o
which they will, create with o program, thot uses cary of iy design
count- controlled loops: They will begir by programv
creating the algonithmy either as arv annotated, ® I can derelop my program by debugging
sketchy or as a sketchy and, algorithmy and, therv it
implement, i as code: They will: debug, their

Curriculuny links
National curriculunm links

and. outpu
®  Use logical reasoning to- explain how some simple algonithms work and, to detect and, correct;
ervors irv algorithms and, programs
®  Select, use and combine a vaniety of softmare (including internel; semices) on o range of. digital,
denices to- design and, create o range of programs, systems and, content thaly accomplishs givery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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To relate what ‘repeat’

means

—

To identify everyday tasks
that include repetition as
part of a sequence, eg
brushing teeth, dance moves

<

To list an everyday task as a
set of instructions including
repetition

To explain that we can use a
loop command in a program
to repeat instructions

To identify patterns in a
sequence

To identify a loop within a
program

To explain that an indefinite
loop will run until the
program is stopped

To explain that in
programming there are
indefinite loops and
count-controlled loops

To explain that you can
program a loop to stop after
a specific number of times

To use an indefinite loop to
produce a given outcome

To identify patternsin a
sequence, eg ‘step 3 times’
means the same as ‘step,
step, step’

To plan a program that
includes appropriate loops to
produce a given outcome

To justify when to use a loop To explain the

and when not to importance of
instruction order in a
loop

To use a count-controlled
loop to produce a given

outcome

To recognise tools that
enable more than one

process to be run at the
same time

(concurrency)

To create two or more
sequences that run at
the same time

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/oqgl.

To recognise that not
all tools enable more
than one process to be
run at once




https://ncce.io/ogl
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Branching databases
Unit introduction

During this unit, learners wills demelop their understanding of what: o branching database s and, how to

Unit overaiems

should be presented, as' a branching database:
Over\viwojlb@sson&
Lessorv Brief overviem Learning objectives
[. Yes or no During this lessony learners will, start to- explore questions | To create questions with yes/no-
dentifly and compare objects. They will, create their oy ° mw@s@mwm
wwmq»mstwn&be}oreusmgtheeetosphtmcoﬂzdmm . Imwmmm
of objects info- groups: question about o collection of
objects
e T can create two groups of
attribute
& Making groups | During this lesson learners will, continue to- deselop their | To identify the object attributes needed,
nderstanding of using questions with yes or no- anewers | to- collect relevant, datar
to- group collections o, objects: They wills Learn how- to ® I con select anoftribute to
arrange objects inv a tree structure and, wills continue to- o mew
A . . , cany create o group of objects
think; abouts which aftributes the guestions are related, to: withir ar exigh
® I can arrange objects into o
tree structure
3. Creating o During this lesson, learners will, continue to- demelop their | To create o branching database
branching database | understanding o ordering objects/images i a branching ® I can select objects to armange
database structure: They will Learny how to- uses anv online v @ branching dafobase
database tool to- arange objects into- o branching ° Im;fdwpobémww
no answers: The learners will shows that their branching, database works
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Branching databases Unib,
k. Structuring o During this lessony learners will, continue to- deselop their | To- explain why it is helpful for a
branching database nderstanding of how to- create a well-- structured database to be well structured,
datohase: They will, use attributes to- create questions with o T carv create yes/no questions
yes or no answers and apply these to- givery objects. The . ;&;iiwm; MLb'L:ES
learners will bes able to- explain why questions need to be reed o be, ' to
v o specific order and, will compare the efficiency of split, objects into- sirm
° Icamcompax\e/bmobran&ung/
S. Using o During this lessony learners will, independently, create o To identify objects using o branching
branching database | branching database that will, dentifsy as guseny object: They, | database
will, contirue to- thinks abouts the, attributes o objects to ® I canselech artheme and
waite questions with, a yes or no- answer; whichs will . Imsew#%
enable them, to- separate as group of objects effectinely. The opplyzﬂﬂmtola/b\ee
learners will, thens arrange the: questions and, objects into- a o T canusemy
tree structure, before using their branching database to- datobase to answer questions
6. Presenting During this lessony the learners will; compare two ways of | To compare the information shows irv
informatiory presenting information: They will, demonstrate their ability | & pictogram withy o branching, database
to- explairy what, information s showr v o pictogram and, ® I'CC‘“@XPLUWW*\@@
@ branching dotabase. The leamers will begin to compare | WWWT;@
e I can compare two ways of
presenting information
Curriculumy links
National curricubum links

®  Select, use; and combine o variely of software (including internet; services) on a range of digital
denices to- design and, create a range of programs, systems, and, content; that accomplishy gisery
®  Use technology safely, respectfully, and responsibly

Education a Connected World, links




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Branching databases
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Raspberry Pi

ngmmmwt}u@umb

To investigate questions with

yes/no answers
To retrieve information from
different levels of the
branching database To create questions with yes/no
To identify the object attributes Al
needed to collect relevant data To compare the information
shown in a pictogram with a
To explain that data can be branching database
uzsdiicicnansgguestions To relate two levels of a
branching database using AND

To select an attribute to
separate objects into two
similarly sized groups

To decide what data needs to
be collected to answer a
specific question
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Deskkop publishing

Unit introdiuctiony

their own template for o magazine front; cover: They wills start to- add, text and images to creates their owny
pleces of works using desktop publishing software. Learers will look at: a range o, page layouts thinking
carefully about the purpose of these and, exxaluate how and, whiy desktop publishing, s used, inv the real,

Unily overaien

weorlds
Ovef\viwojllesson&

Lesson Brief overvieme Learning objectinves

[. Words In this lessony learners wills become familiar with the To recognise how text; and, images conwey
images need to be used carefully to- communicate ® I can explair the difference between,
nwﬁeoge&dﬂaﬂngmmlbbeabletogwe texbarwl/umge&
admantages and disadmantages of using text, images, or ° Icamr\eoognwe’dmbtextand:unnge&
effectively. e I can identify the admantages and,

‘umge&

& Carvyow | This lessory will build orv lash weekss lessony i whichs we To recognise that texty and, layout: carv be edited,

edib &7 looked, at: using images and, text; to- communicate o e T can change font style; size, ands
message effectively, I this lessory we will look ab desktop colours Jor as gimery purpose
publishing: Learners will, think: about; howr to- make: careful o T can edib text
choices regarding Jont size, colour, and, type v arv ® I can explair that text car be
nwitations The use of the Returny Backspace, and, Shift changed, to- communicate more clearly
kﬂé&wdbb@expior\edand/laammwwubetaug}\thowto
type age-appropriate punchuation marks. This wills build,
mﬂw&h&ping;skkﬂ&[eamsd/wﬂ\eYeonrDlgﬁaLpamhngf
unit: Learners wills understand that once content has been
addfdlbcamber\eamangedzomﬂ'\epag&

3. Greab Learners will, be introduced, to the terms templates, Toc}wosejopp:\opnatepageseﬁmg&

templatel ortentation, and, placeholders withiry desktop publishing I carv explain whaly ‘page ortentations
sq[ltwaneTheLeammdeU\eate’thwowmnwgame means
template, which they will add, content to- during the next ® I can recognise placeholders and, say

® I can create o template Jor o
particular purpose






k. Carvyow | Inthis lessory learners will, add, their own contents (text To add, content, to- o desktop publishing
content? lessory 3. They will, copy the information for the front of e I can choose the best locations Jor my
their magazine from o prewnitten, document and, paste it content
into- the choserv place onv their magazine cover. Images e I can paste text; and, images to- create
will, be added, from withiry the searchs Jacility iy Adobe @ Magazine comer
Spark: Teachers could ask learners to- gather copyrighti- ® I can make changes to content after
free images [romy hitpi//wwwwpixabaiscom i using a T've added &
different; application
S.Lay b out | Invthis lessory learners will think about the different ways | To consider how different layouts carv suits
information cary be laids oubs orv o page: They will look ab o | different purposes
and;begmtothmk;uboubthepurposeojlw@hojlﬂmese e I can mabch o layoub to- a purpose
® I can choose a suitable layoub for o
gverv purpose
6. Why, In this lessony learners wills explainy whats desktop To consider the benelits of desktop publishing
desktop publishing means ir their own words: They wills think e T can identify the uses of desktop
publishing? | about how- desktop publishing is used; irv the wider world, publishing irv the, real, world,
cpplications might be helpful
® I can compare work made on desktop
publishing to- work created by hand,
Curricuurm links
National curriculum links
Computing
®  Use search technologies effectively, appreciate how results are selected, ands ranked, and, be,
®  Select, use; and combine o variely of software (including internets services) on a range of digital
denices to- design and create a range of programs, systems, and, content; that, accomplishy gisery
® Pupils should be taught to- drafly and, wite by: iy non-narrative materials using simple
organisational desices [for example; headings and subheadings
improvements
®  Proofread, for spelling and, punctuation errors
Education for a Connected, World, links
Mamgmg;onhnﬁ;m}oﬂmhom
I canv use key phrases in search, engines
® I can use search technologies effectively,
Copgﬂghband:owna\s}up

®  When searching on the intemeb Jor content to- use, I canv explairy whiy I need to- consider who

owns b and whether T hmeﬂwer\{ghb’tor\wsem

® I can demonstrate the use o search tools to find and, access online content; whichs carv be reused,

by, others




http://www.pixabay.com/

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/335186/PRIMARY_national_curriculum_-_English_220714.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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To recognise how
different font styles and
effects are used for

particular purposes

To recognise how text
and images can be used
together to convey

information

To choose fonts and
apply effects to text

To edit textina
placeholder

Toodd textto a
placeholder

To define landscape and
portrait as two different
page orientations

To consider the benefits
To review a document of using a DTP

To show that page To consider how different To recognise that DTP To orgaonise text and application
orientation can be layouts can suit different pages can be structured image placeholdersin a
changed purposes with placeholders page layout

To add and remove
images to and from
placeholders

To move resize and
rotate images
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Raspberry Pi

Unit overaiiens

Programming B - Ewents and actions v
programs

Unib introduction

This unity explores the links bebweers exents and, actions, while consolidating prior learning, relating to
sequencing. Learmers begin by mowving as sprite iy four directions (up, downy lefty and, right). They, ther
explore movement, within the context; of a maize, using design to- choose arv appropriately sized, sprite. This
unit also introduces programming extensions; through the uses of Pens blocks: Learmers are gisery the

Ovex\vie)\/vbofll,esfson&
Lesson BN&}O«»WB)WL’ Leonung/' obéedllve& i
| Moving | Irvthis lessony learners will iraestigate hows characters: | To- explain how as sprite: moses inv anv existing project
o sprite carv be: mowved, using ‘events. They will, analyse and, ® I can explair the relationship betweery ary
improse arv existing project, and thery apply what, they, emvent and, arv actiony
hare learned, to their owny projects: They will thery ® I can choose which keys to use for actions
extend their learing to- control multiple sprites i the and, explairy miy choices
same project: ® I can identify o way to improve o programy
A& Maze Inv this lessony learners will, program as sprite to- move: | To create o program to- move as sprites inv four
begirv by choosing a sprite and, sizing it to- it v withy a ® I can choose a character for my project
giverv background: Learners will thery create the code ® I can choose o suitable size Jor o character
to- mose the sprite iy one direction before duplicating v o maze
and, modifying it to- move irv alls Jour directions: Finally, ® I can program movement;
they will; consider how their project; could be extended,
to- proae thab their sprite has successfully narvigated o
maze:
3 Draming | This lesson will: introduuce learners to extension blocks: | To- adapt o programy to- o neww context
lines irv Scratch using the Perv extensions Learners will, uses ® I can use a programming extension
t}wpﬂudawmblock/todmwhnes’buddmgmthe ® Icamoonsider\ther‘eal/wm{d/whmmakmg
mowement they, created, for their sprite iy Lessor Q. desigr choices
Learners will, then decide how- to set, up their project ® I can choose blocks to seb up my program
emery time i is ruru






Programming B - Events and actions in programs

Unit omersiems

a programu Learners wills rexdeww anv existing project
against o giverv designy and, identify bugs withiry it

b Adding | Inthis lesson, learners will be givens the opportunity to- | To deselop my programy by, adding features
Jeatures use additional Perv blocks: They will predich the ® I can identify additional features (from o
Junctions of new- blocks and, experiment, with, themy givery seb o blocks)
and, test their effectiveness. ® I can build more sequences of commands to
5 This lesson explores the process of debugging, To identify and, fix bugs inv o program
Debugging specifically looking, abs how to- identify and, fix errors iy ° Ican;b@sta;pmgmmagmmst@gmdesign

® I can malch a piece of code to an outcome
e I can modify a program using a; desigr

6 Making
o project

Irvthis lessony learners will; designy and, create their
own projects: Using o template (which canv be blanks or
mowve o sprite around a maze, withs the option to- leare
a perv trail showing where the sprite has mosed.
alreadyy on the screeru

To design and, create: a maze-based, challenge
® I can maoke design choices and justify them
® I can implement my design
e I can evaluate my project

Curriculuny links
National curriculuwm links

and) output:

° wagmmenmgtoexplamhwmmplealgm\thmwm%mdtodedm

ervors irv algorithms and, programs

®  Select, use and combine a vaniety of software (including internels services) on o range of. digital
dewices to design and, create as range of programs; systems and, content, that: accomplishy gisery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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Raspberry Pi

Concept

To explain that
programs start
because of an input

To explain what a
sequence is

To identify that a
program includes
sequences of

commands

Unib Overvieme

Pr\ogre/s/siorth}u@umb

To identify that the
sequence of a
program is a
process

To build a sequence

of commands

To combine
commands in a
program

To order commands
in a program

To explain that the
order of commands can
affect a program’s
output

)

(

J

To identify that
different sequences
can achieve the same
output

To identify that
different sequences
can achieve different
outputs

To create a sequence
of commands to
produce a given
outcome
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Key Stage 2 National Curriculum: Year 5/6
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems 6
by decomposing them into smaller parts
2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs S
2.4 understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the 2
opportunities they offer for communication and collaboration
25 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 4
2.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of | 12
programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and
information
2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 5
concerns about content and contact.

2.7

Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Cycle A Computing  systems | Creating media - | Programming A - | Data and information | Creating media - | Programming B -
and  networks  — | Video editing Selection in physical | — Flat-file databases | Vector drawing Selection in quizzes
Sharing information computing
National ~ Curriculum | 2.1, 2.5. 2.1. 2.5. 2.6 2.1.
coverage: 2.2. 26 2.2. 2.6 2.2.
2.4. 2.7 2.3. 2.3.
2.6 2.6 2.6
2.7
Cycle B Computing  systems | Creating media — | Programming A — | Data and information | Creating media — 3D | Programming B -
and  networks — | Web page creation Variables in games — Spreadsheets Modelling Sensing
Communication
National Curriculum | 2.1. 25. 2.1. 2.6 2.6 2.1.
coverage: 2.2. 26 2.2. 2.7 2.2.
2.3. 27 23. 23.
2.4. 2.6 2.6
25
2.6
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How is information shared?

bebween, systems and, devices: Learners will, consider small-scale systems as wells as large-scale systems:
They wills explain the input, outpuly and, process aspects of a vaniety of. different; real,- world, systems. Learnens
wills also take part i o collaboratise online project with other class members and, demelop their skills v

Unit overaiems

Ovef\viwojlb@sson&
Lesson BN&}OVW&WL' Leonung/' obéedllve& i
| Systems This lessor introduces learners to- the conceply of | To explain that computers carv be connected,
o systemu Learners will, dewelop their togﬁﬂwfo}mmsgm A
understanding of components working together ® I@explamﬂwabsgstexnsombudb
b make o whole: Thesy will outline hows digital, , Long o number of parts
. A o omich system featiures inputs; processes, and,
e I can explain that computer systems
communicate with, other desices
& Computer Inv this lessony learners will; consider how larger | To- recognise the roles of computer systems ir
how demices and, processes ares connected: They e I canidentifiy tasks thab are
help us. ® I can identify the humarv elements of
@ computer system
® I can explair the benefits of a gimery
computer systern
3 Transferning This lessor introduces the idea that: parts of o To recognise how- information is transferred,
place or country. Instead; those parts of a ® I can recognise that datas is
internet: This lessony builds on the introduction ® I can explair thab networked digital
to the internet inv the Year &+ "What s the denices have unigue addresses
internet?” unit, adding amareness of IP ® I can explair thab data is

another.
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How is information shared?

Unity oaseraiene

b Working Imﬂd&l&som&arw&wdbcon&dmhowp@opl@ Toexploin/hovwshwmgaln}or\mat}.on/onlm
same location: They will discuss ways of ® I can recognise that connected,
working and; start a; collaboratinve online project: digital, dewvices car allow us to-
make simple slides including text: and, images. If ® I can send information over the
may, wish to- spend, some time orv the Year 3 ® I can explair that the internet

S Better working | In this lessony learners wills reflect onv hows they, | To contribute to- o shared, project online

together worked, together inv the presious lesson and, how ® T can suggest strategies to ensure
Learners will, work together on an unplugged, ® I can make thoughtful suggestions
activity ands use that; expenience to- deelop their orv miy group's work

6 Shared, working Imthepx%ou&bmolasson&leommwork@dj Tomhmted%ﬁemnbwag&ojlwo&mg’
together online orv o shared, project: This lessony | together online
els&(UsingsomﬂoneeLse's»WO{%need&tobe ° Icomr\eoognwet}wbwonkmga
Scratch programming, tool, whichs allows ° Icamexplamhowﬂ'\emtﬂ\neb
learners to- use other people's work: enables effectire collaboration

Curriculury links
National cunricubum links

simulating physical systems: solume problems by decomposing them into- smaller parts

andh outpu

Select, use and: combine a vantety of software (including internels services) on o range of. digital
denices to- design and, create o range of programs, systems and, content thaty accomplishs ginery
identify a range of ways to report, concerns about content; and, contact

Education for a Connected, World, links

® I can assess and justify when it is acceptable to use the work of. others
e I can gime examples of content that is permitted to- be reused,




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Sharing information Unit Overssieme

National
Centre for
Computing

Education

Raspberry Pi

To recognise that computers
can be part of a system in an
electronic device

To evaluate different ways of

To understand that computers
working together

can be connected together to
form sustems

To recognise that connections

U =ol ro!e T . between computers allow us to
To recognise input, process, computer systems in our lives work together
and output in larger computer
To see that computers SUSISIIS
communicate with other
devices (including other
computers)
To recognise how information is To recognise that connections To explain that the internet lets
transferred across the internet between computers allow us to people in different places work
access shared stored files together

To recognise that internet
collaborations can be public or
private

To recognise that data is
transferred using agreed
protocols (methods)

To explain that data is allows different media to be

To explain that the internet
transferred in packets shared
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Selection in physical, computing

National
Centre for
Computing

Education

Uniby overviem

Raspberry Pi

Pr\og/r‘ammm;g/
computing

Units introduction

In this unit, learners wills use: physical, computing to- explore the concept of selection v programming
throughs the use of the Crumble programming enwironment: Learners willl be infroduced, to- o microcontroller
dervices — LEDs and, motors). Learners wills be introduced to- conditions as' a means of controlling the flow
of achions inv o programu Learners will, make use of. their knowledge of repetition, and, conditions whenr
that, utilise this' concept: To conclude the unit; learners will, design and, make: a working models of o

' A—Se,l,echmnmphgzsiml:

Over\vw/vbo{fllf)sson&

Lesson Brief omervieme Learning objectives

| Connecting | Invthis lessony your learners will become To control o simple circuils connected to- o computer

Crumbles familiar with the: Crumble controller and, the e T can create a simple circuit and connect it to- o
Learners will, connect a Sparkle to- a Crumble ® I can program a microcontroller to- make ary LED
and, therv program the: Crumble to- make the switchs orv
Sparkle flash different; colour patterns: Learners ® I can explairy what arv infinite loop does
introduced to the learners inv the presious school
year:

o Irvthis lessony learers will; connect; o Sparkle: To write o program that includes count:-controlled loops

Combining | and & motor to-the Crumble controller: Learmens o T can connech more than one output, component; to

outpub will, desigry sequences of actions for these o microcontroller

components | - oonents. They will ther apply their o I can use o countcontrolled Loop to control
controlled, loops when implementing, their desigr ® I can design sequences thaly use count-controlled,
as Qs progranu [OOP’S






Year S - Programming A - Selection in physical, computing

Uniby overviem

In this lessory learners will be introduuced, to-

Toexplaimthmtwloopmstopwhuwmcondiﬁon;l&mat

Controlling conditions; and how they car be used, irv ® I can explair thab @ conditior is either true or
with programs to controb their flow: They will alse
condilons | Jortify conditions iny statements, stating i they o I can design o conditional, loop
are trues or false: Learners will, be introduced to ® I can program o microcontroller to respond to- arv
o Crumble switch, and, learr hows it carv provide inpub
the Crumble controller withs arv inpub that: carv be
used as a condition: They will, explore how to-
wite programes that use anv inpub as o condition
l Starting Invthis lessory learners will; dearelop their To explain that s loop carv be used, to repeatedly check
withy understanding of how the flow of actions irv whether o condition has beerv mebs
selection algorithms and, programs carv be: controlled, by e T can explain that a condition being met, carv start
and, therv represent; conditions and, actions using e T canidentifiy o conditions ands anv achiony irv my
their algorithms to guide their programs wiriting direct the lowe o, a, program
Learners wills sees thal infinite repetition is
required; to- repeatedly check i} as condition has
beery met
S Draming Invthis lessony learners will; apply their To designy a physicals project that includes selection
designs understanding of microcontrollers and, selection e T canidentifyy o real-world example of a condition
wherv designing a project to- meet the starting arv actior
requirements of a giverv task: To- support their ® I can describe what my project will, do-
understanding, learners will, identify how ® I can create a detailed draming of my project
selection, mighty be used, in real-wonld; situations;
6 Whiting Invthis final lessory of the unit, learners will, To create o programy thaty controls a physical computing
algorthms | o9, bairground, ride they built inv Lesson 5. First, o T can waite an algorithm that describes what, my

Learners will, rurv their programs to- identify, any
bugs; and thery return to- the code or algorithm
to- debug i where necessary: Finally, to
designs.

model will do-
® I can use selection to produce arv intended, outcome
® I cantest and debug my project
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Uniby overviem

Curriculuny links
Computing

and. outpu

Use logical reasoning to- explain how some simple algorithms work and, to- detect; and, correct
ervors in algorithms and, programe

Select, use, and, combine o variety of softare (including internet, semvices) on as range of digital
dewices to- design and, create as range of programs; systems, and, content that; accomplishs gimery

Science - Elech\{,dh(y(YW L)

Construct o simple sentes electrical circuits identifying and naming its basic parts; including cells;

Design and, Technology (Key stage &)

De)sign;

Make,

cross~sectional, and, exploded, diagrams, prototypes; patter pieces, and, computer-aided, desigr

Select from ands use o wider range of tools' and equipment; to- performy practicals tasks [for example;
cuttings shaping, joining, and, finishing], accurately
Select from ands use s wider range of materials and, components; including constructions materials;

Euvaluate

Technical, knowledge

Understand, and, use electrical; systems inv their products [for example, senles circuits incorporating



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://www.gov.uk/government/publications/national-curriculum-in-england-science-programmes-of-study/national-curriculum-in-england-science-programmes-of-study

https://www.gov.uk/government/publications/national-curriculum-in-england-design-and-technology-programmes-of-study
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National

Learning graph

ggnmt::.tfi?\; Year 5 - Selection in physical computing
Education
Raspberry Pi
To use selection to
\‘ switch the program flow
in one of two ways
To explain that a
condition-controlled
loop will stop when a
condition is met - .
To explain that a loop e To explain the
. To compare a
To explain that a To relate that a count-cr:)ntrolled loop with To create @ To use a condition in an To explain that selection can be used to 1;? Utiee: ceolzglt’lon nan importance of
condition can only be count-controlled loop a condition-controlled condition-controlled ‘if...then..” statement to can be used to branch repeatedly check st;teme.r.';t to mroduce instruction order in
true or false contains a condition | loop start an action the flow of a program whether a condition has . P ‘if...then...else...’
oop given outcomes
been met statements

To explain that when a
condition is met, a loop
will complete a cycle
before it stops

Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.



https://ncce.io/ogl
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National
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Education

Raspberry Pi

Video editing
Unit introduction
Learners wills learn, how to create short videos by working v pairs or groups: As they progress through this
unit, they will, be: exposed, to- topic-based language and, develop the skills of capturing, editing, and,
completion. At the conclusion of the unity learners have the opportunity to- reflect o and, assess their
progress i creating as video:

Unit oaersieme

To teach this unit, yow will, need, video recording equipment; such as video cameras or tablets with video
capabilities: The recommended editing software ts Microsolty Video Editor whichs is included, for free with,

Windows |0.
Ovem»iwo{ll,esfson&
Lesson Brief overviem Learning objectirves
| What is | Learners wills be introduced, to- video as' a media To explainy what makes o video effective
video? format: They will, see: examples of, videos Jeaturing e I can explain that video is o visual
towards using their owny videos: Learners will, begiry ® I can identify features of videos
biy explaining what the medium of, video s before ® I canvcompare features irv diffferent
analg,smgand;oompamg/exanpl@&q!@wdm videos
o F’leing/ LeammdeexploretheoapabUJhwo}Da/digitaL Tousea/d‘kgitabd&»mtom\d/vidm
techniques | desmice that carv be used to- record, video: Once they ® I can identily and find, features on a
experiment; with different; cameras angles, considering e T cor expen with, diff
different purposes. ® I can make use o} o microphone
3 Using a | Leamers will use as storyboard to- explore a/ variety To capture video using o range of techniques
their owny video project: later in the, unit. They will o ginen, purpose
wahmteth&e#ech»erm&q}ﬂweset&hnwbe}m\e o T can capture video using o ranges of
filming, techniques
® T can review how effective miy video
b Planning | Learers will plar os video by creating as storyboard: | To create o storyboard,
a video Their storyboard, Ul describe eachs scene, and will e T can outline the scenes of my video






Year 5 - \/ldeoedxhng/

Unit overaiiens

include as seript; camera angles, and, flming ° Icamdwdewhdw!@dmmg/
the first scene of their videos. o T carvcreate and sane video contents
5 Learners will, filmy the, remaining scenes of their video; | To identify that video carv be improved,
and, editing sqﬁbmalemeg;w«lL‘dwrne;xplorek@yedxbng ° Icarvsbor\ea,r\etr\imandjejxportmg/
video technigues and decide whether sections of their video recording to- as computer
carv be edited, or need, to- be shot agairu e I can explairy how to improve o
o T carvselect the correct tools to- make
edits to- my video
6 Video Learners will. complete their video by remosing Town&d@ﬂw@mmpa&o}thedwomwmcd@
evaluationy | unmanted content and reordening, their clips: They wher making and sharing a video
Mm@@iﬁmmﬁmﬂmw e T canmake edits to my video and
how theyy could: share their video with others, improvethe final outcome
® I can recognise that my choices
when making o video will, impact the
® I can evaluate my video and share
iy opir
Curriculury links
National cunricubum links
C |.

®  Use search technologies effectively, appreciate how results are selected, ands ranked, and, be,

®  Select, use; and combine o variely of software (including internet services) on a range of digital
dewices to design and, create as range of programs; systems, and, content that, accomplishs gwery
identify a range of ways to report; concermns about content; and, contact

Tnterneb safeby




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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National
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Computing

Education

Raspberry Pi

ngmmmwt}u@umb

P
Develop
oS counicalcen]ie LT T:clodgrulse thﬂl:om& Enret:?njnsi:zgrbmuen jlofecoEs)t ot Nides To consider the results of
rmaeving pictures that can cuqmﬂretldiff;nn . person ap?rating r':’ Tor review captured video can be impreved through )
b combined with audic comers e editing
To review existing video To reccgnise that video To identify the features of
content EEgUEIE LT a good video
autamatically (eg, o
- \. J
wildlife carmera)
e
Toidentify the key To identify how a video
concepts of compasition can be improved
s _—_—
To plon a video
production using a
storyboard
/- To capture video —\
" )
T .
Ta hold the device safely Ta pan left and right or Pk backivides Ta adit video To apply effects to a
in landscape crientation tilt up and down section of video
S
i r ™ To save and export o
To use o recording device To focus, zoom, and lﬁ I:?:::;d” Coptase i video file P
and o computer to make compaose (see Y4 unit To delete a section of
o video ‘Phota editing’) video
~ .~
To select a section of
video r ™
To use techniques to To play back video
creote specific effects To split a sectlon of video

—_—

To locate the function on
the device to record
video

To crop a section of video

2/

To press the stort/stap
button 1o end recerding
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National

Centre for Flat- databases
Computing Na

Education Uni ‘

Fl.ab-ﬁil.e/ databases

Unit introductiony

This unit looks at how o lat-file database canv be used, to- organise datas inv records: Pupils use tools withiny
o database to- order and answer guestions abouts data: They create graphs and, charts from their data to
help solme problems. T@uwamb—h}edafabﬂwi‘oanwa/u}wsﬁom and, present; their work to- others.

Ovem»iwo{ll,esfson&
Lesson Brief overviem Learning objectives
|. Creating a Invthe first lessony pupils create a paper To use a formv to record, information
paper-based, version of a record, card database: Using o e T can create multiple questions aboub the
database card, template; they create a data sef; with, sarme field

@M%MW% ® I can explairy how information car be

Jor each of the: animals try their dafabase and recorded
then physically sort the cards to- answen ® I can orden sort, and group my data
questions aboub the data cards
&. Computer Invthis lessony pupils use a) computer-based, To compare paper and, computer-hased, databases
databases database to- examine how datas can be ° Icamnamgai‘ea/ﬂab-wedatabasew
recorded, and viewed: They learn that o compare different; wiews of information
database consists of records, and that: each ° Icamexplamwhaba/wand/a/r\md
record contains fields. Irv addition they will s inv a database
order records iy different; ways and, compare, e T can choose which field to sort datas by
this database to- the paper database they to- anewer a, ginverv question
created; irv lessory |.
3.Using/a/ In/thi&leswupupil&mesﬂgatehwnm\d& Toouthnehowgroupmg/and/t}\mwﬁng/dai@
cards created, irv lessor | and, o computer ® I can explairy how information carv be
based, database from JAE. They use ‘grouping grouped,
and, ‘sorting, to- answer questions about, the ® I can group information to- answer
® I can combine grouping and sorting to
k. Using Irvthis lessony pupils deaelop their searchs To explair that tools carv be used, to- select specific

data: They use admanced, technigues to searchs ® I can choose which field ands value are

for more tharv one field; and practise doing, required, to- answer o giverv question

this through, both, unplugged, methods (without e I can outline how ‘AND" and, ‘OR’ can be
using computers). and using o computer used, to refine datas selection

database. ® I can choose multiple criterios to- answer a

gwery question
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Flat-fle databases

Uniby overviems

5.Comporing/ Imﬂd&l@s&ompupil&wn&d@whabmakwm Toexplaimﬂmbcompui.enpnogan&mbausedzto
wmpmdatmT@u\eafedmx\t&}r\omﬂw&n ° Icamseled;mappmpm’ui@dwtbo
data irv order to- anewer questions aboul it visually compare data
° Imne}immdﬂa&b}ysdﬁcﬁng/@
® I can explair the benefits of using a
computer to create graphs
6. Databases inv | The final lessory requires pupils to- use a real- | To apply my knowledge of o database to- ask and,
answers irv the context of a, flights search, ® I can ask questions thab will, need, more,
role o astramel agenty and, present; their e I canrefine o search i s real-world,
choseny options: Presentations may be gimery e I can present my findings to as group
amailable.
Curriculury links
National curricubum links

®  select, use and, combine o variety of software (including internet services) onv a range of digital
dewices to design and, create as range of programs; systems, and, content that; accomplishs gimery




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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P

Unib Overvieme

r\ogx\ejs&orvum

To design a structure fora

this unit

To ask questions that need
more than one attribute to
answer

/

To choose which attribute to
sort data by to answer a given

To design an approach to To explain that o computer
B 9 flat-file database i i
answer a question using a program can be used to ::::;lr;tzo;::’::r:)?ngﬂtu
database organise data questions
To navigate a flat-file dotabase To choose different ways to
view data

question

To explain that computer
programs can be used to
compare data visually

To explain that we present
information to communicate a

message

Y

4

To explain that tools can be
used to select data to answer

questions

To choose which attribute and
value to search by to answer a
given question (operands)

To choose multiple criteria to
search data to answer a given
question (AND and OR)

To select an appropriate graph
to visually compare data

To choose suitable ways to
present information to other
people

To outline how operands can be
used to filter data

To outline how *AND" and “OR’
can be used to refine data
selection
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Centre for Vector draning Unity oaseraiene
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Vector draming

Unit introdiuction
In this unit learners will, finds oub that vector images are made up of shapes. They wills learr how to use
the different; draming tools' ands how images are created, irv layers: They wills explore the ways in whichs

Ovex\vie)\/vbofll,esfson&
Lesson Bﬂk}ovewww»' Leal\nmg/' obfxfuves« i
| The Inv this lesson learners will be introduced, to- To identify that: drawing tools carv be used, to-
draming tools withiry a software package. ® I can identify the mairv draming tools

® I can discuss how o vector drawing is
different, fromv paper-based dramings

2 Create Dumgthwl&ssmwleammw@begxm’wdm% Tocr\eatea/vectondmwmgabgwnbimng

o vector the shapes that; are used to- make vector shapes

drawing drawings: They will be able to- explairs that e I can identifiy the shapes used to- make
each element; of o vector drawing s called arv o vector drawing
object: Learners will, create their owny vector ® I can explair thab each element added,
drameing by moving, resizing, rotating, and to- a vector draming s an object
changing the colours of o selection o objects: ® I can mowe; resize, and, rotate objects
They wills also learn how to- duplicate the I have duplicated,






National
Centre for
Computing
Education

Vector draming

Unit overaiems

3 Being During this lessor learnens wills continue to To use tools to- achieme o desired, effect;
They will begir to- understand, how grids and, ® I can explairy how alignment; grids
b Layers | During this lesson learnens will gairv ary To recognise thaly vector drawings consist of
and understanding of layers and, how they are used, | layers
objects | i, vector drawings: They will Learn thab each, ® I con identifyy that each added, object
object te bulb on o news layer and that these . ;‘%@Wm“ﬂwww
loyers can he moved forward: and: hackward to mwwme@
draming
[ Imdﬁaﬂg@fheordmo%h%ﬂs@@
vector draming
5 During this lessory learners will, be taught hows | To- group objects to- make them easier to- work
Manipulals | to- duplicate multiple objects: They will, learn, withy
mg" how- to- group objects to- make them easier to- ® I can copy part of adraming by
obecte | vork wath, hows o copy ands paste these images; duplicating several, objects
ard theny make simple alterations: ® L can groupto create o single objech
® I can reuse o group of objects to-
6 Get During this lessory learners will: understand how | To- exaluate my vector drawing
designing digital images can be made [romv shapes or ® [ create dlernatives to vector
pyxd&Theg/desuggestand/unplﬁxnenb drawings
improsements to vector drawings and, complete ° Icamwggéstmmpmovemmt&foa/
the unib by creating their own Labels Jor the . ﬁ%lm
Curriculuny links
National, curricuum links

®  Select, use; and combine o variely of software (including internets services) on a range of digital
dewices to design and, create as range of programs; systems, and, content that, accomplishs gwery

Edumhmv@a,Conr\eded:World,link&
Copgmghband:o'vww‘shp

e T can explairy why copying someone else's work Jrom the internel withouts permission can cause
problems.




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Vector dramwing

National
Centre for
Computing

Education

Raspberry Pi

Pr\og,r\ejs/siorvw@u@unib

Uni Overviewn

To recognise that tools can
be changed to produce
different outcomes

To create graphical objects
on a CompuUter screen

Develop

To choose options to
achieve o desired effect

To recognise that an image
comprises of separate
objects

To recognise that objects
are layered

To combine options te
achieve a desired effect

To recognise that objects
can be modified in groups

[ > I

To add or remove objects -\
™y
To select a shape type to
add to a drawing
i
-
To select a line type to add
to a drawing
e A
To drag out an object on
the page
™y
To add text to a drawing
M S

To consider the impact of

choices made

To recognise that vector
images can be scaled
without impact on quality

-

To duplicate an object

To select an object

To delete an object

To modify an object

-

To reposition objects

i

-
To rotate objects

-

-

To resize an object

To alter object proportions

AN

-

To recolour an object

L

~

To select multiple objects

S

To combine objects

To group objects

To modify multiple objects

To change the layers of an
object
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Unit overviemw

Pr\ogl\ammin;g/B - Sd@mnw%wm

Unity introduction

depending on whether a, condition i& trues or false. They represent; this understanding i algorithms; and,
use this knowledge to designs as quiz irv response to- s gineny task and, implement it as' @ program: Tor
the ways they hae improwved, it and, Jurther ways it could be improsed.

Ovef\viwojllesson&

Lesson Brief overviems Learing objectives

Exploning | I this lesson, learners reaisity prexious learming, orv To explain how selection s used, inv computer
the flow of actions v o programu They are introduced, to- the e T carrecall how conditions are used
blocks for using conditions v programs using the: Scratchy v selection
px\ogx\anvmng;enwwonmenhTWmod%fheoondAiwn&w ® Ioamldmb}gzcondihon&m@p:\ogram
anv existing program and, identify the impact this has. e I can modify o condition irv v programy

Seleoﬂng Imﬂr\wleswuleammw@dmdopﬂwwundﬂ\stondmg’ojﬁ To relate that o conditionals statement; connects

outcomes selection by using the il... then... else..” structure inv a condition to- arv outcome
algonithms and programs: They will rexisit the need, to- use e I can use selection v anv inflinite loop
repetition in selection to- ensure that; conditions are to- check a condition

repeatedly checked: They identify the two outcomes irv givery
will be selected. Leamers use this knowledge to- wite their

e I can identify the condition and,
statement
® I can create o programy with different
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Programming B - Selection v quizzes

Unit overviemw

Asking In this lessony learners consider hows the il.. thenu. else...” structure To explain how selection directs the
questions carv be used, to identify o responses to- a binary question (one with, | flow o a program
@ ‘yes or no’ answer). They identify that: the answer to- the question is e I can explain that program
the ‘conditiorv, and, use algorithme with, o branching, structure to low carv branchs according to
represent, the actions thaty will be: carried, out if the condition is true or a condition
false. They learn how questions car be asked, i Serateh, ands how the e I can design the low of a
outcomes: They use arv algorithm to- desigry o program that uses ther... else...
selection to- direct the Jlow of the program based or the: anevwer ® I can show that a condition
provided: They implement their algonithm as o program and, test carv direct prograrm flows irv
Planning | Irvthis lessony learers will, be provided with o taski to- use selection, | To- design a, programy whichs uses
e to- control the outcomes iy arv interactive quiz: They will; outline the selection
quiz requirements of the task ands use arv algonithm to- show how they, will e I can outline a given tasks
use selection inv the quiz to control the outcomes based, onv the anewer e I can use a design format to
correct and, incorrect answers: To- demonstrate their understanding of. user inpub inv anv algonithm
responses:
Testing a | Irvthis lessory learners wills use the: Scratich programming enwironment | To- create as programy whichs uses
iz | to implement the Jirst section of their algorithms as a program: They selection
algonithm as a program: Once completed, they will, consider the value ® I cantest my program
o!ﬁslﬂumgthwpmgx\amw&hoﬂwmsoﬂwa}wgmm L4 Ioamsharenué/px\ogramw{ﬂw
feedback: Learners conclude the lessor by using another learner's quiz others
Evaluatiny | Irvthis lessory learners will returny to- their completed, programs and, To exaluate my program
g a MWWGQ&WWMWW»WMWTHWWJL}OOU& ® Ioamldmti]lgxwmé&’d"w
as inputs; and identifyy ways to- amoids suchs problems: Leamers will ® I can identify the setup code
also consider how the outcomes may change the program for I need, iy my program
subsequent; users, and, identify how they, cany make use of setup to e I can extend my program
provide all users withs the same experience. They will implement; their further






National

Centre f i - i
cz:“f:m:fg Programming B - Selection v quizzes

Education

Unit overviemw

Curriculurmy links

Computing
and output
®  use logical reasoning to explain how some simple algorithms work and, to- detect and, conrect; errors
v algonithme and, programe



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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Selection irv quizzes

Unib Ouervieme

National
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Computing

Education

Raspberry Pi

To explain the
importance of
instruction order in ‘if...
then_’ statements

Sequence

instruction order in ‘if.-
then... else."
stotements

To define that
are used in computer
programs

To relate that a
connects a condition to
an outcome

To outline that a To explain that To relate that a
condition is instructions ina count-controlled
something that can program will produce loop contains a
either be true or false specific outcomes condition

\

To use a condition

To conclede that a loop
can be vsed to
repeatedly check
whether a condition has
been met

To explain that
program flow can
branch according
to a condition

To show that a
condition can switch
program flow in one
of two ways

To experiment with
a repeat-until loop

Selection

To explain that a loop can
stop when a condition is met,
eg number of times

To explain a sequence within
a count-controlled or
event-controlled loop

To explain that a loop can
stop when a condition is met,
&g an event

To modify a count-controlled
or event-controlied loop

Repetition

To create a count-controlied
or event-controlled loop
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EYFS Key Skills in Computing.pdf
sl St Anthony's
Centre for
Lol Ty PN I e ore God's Work of Art
Education

Computing J

EYFS Key Skills

St Anthorwys EYFS team facilitate, support and, extend the early,
technology: We hope that withy enhanced prosvision and, dedicated,
confident; and, happy when using ICT equipment: At alls times
modelling and: encouraging a safe; and, conscientious application
as they are exposed to how important technology plays i the
wonld around themu

v Use different, digital dewices:

v’ Recognise that yow can access content orv o digital denice:

/Use@mousatouchwwuonmappx\opxmtedeWto

v’ Recognise o selection of digital devices

/Recogmsethebo&opax\t&ojl@oompui’mej_g MOUSE, SCReery
and, keyboard,

v’ Select o, digital dewice to Jullils @ specifiic tasks eg. to-take o
photo






Awesome Autumn Skills.pdf
National St Anthony's
Centre for
(o2 T TS W Ve ore God's Work of Art
Education

Understanding the world

4 Use all, their senses inv hands—ons exploration of natural materials:
v Understand, the effect; of changing seasons on the natural, world: around, them
v Explore the natural world, around, them

Mathematics
4 Discuss routes and, locations; using worde like ‘iry front of and, ‘behind..
4 Begin to describe o sequence of exents, real or fictionals using words such as first, thens.

4 TaLhaboubonddmh}gﬂw@mﬁern&omndthmFmexmpl@sb\pe&mdo%wdwgn@mmg&m
WEMWWABABM-MW%@NMWMMWm@
v" Conbinue; copy and, create repeating patterns. Make patterns with warying rules (inclisding AB, ABB and

ABBC)ond;obé'ed@and,mmiechildmtooonhnu&ﬂwepoﬁu\m
le&ing/and,explormg

4 Make independent; choices: Do things independently that they hamve been previously, taught.
4 Respond, to new- expentences that: yow bring to- their attention

Active Learing

v Respond, to new- expentences that: yow bring, to- their athention

4 Creating and, thinking critically

4 Remiew their progress as they try to- achieme as goals Check hows well, they are; doing,

ELG: Fine Motor Skills
v Use a range of small tools, including scissors, paint brushes and, cutleny;
ELG: Building Relationships

v Work and, play cooperativelyy and take turns with others;

ELG: Managing Seluﬁ

ELG: Creating with, Materials

4 Safely use and, explore as variety of matenials, tools' and, technigues, experimenting with colour, design,
texture, Jormv and Junction

ELG: Gross Motor Skills

v Negotiate space and obstacles safely, withs considenation Jor themselies and, others;






Busy Bodies Skills.pdf
National St Anthony's
Centre for
(o2 T TS W Ve ore God's Work of Art
Education

Understanding the world
4 Comment, orv images of familiar situations ir the: past:
Literacy

4 Understand, that: print has meaning
v Engage iy extended, conmersations abouts stories; learning new vocabulary,

Mathematics
4 Begimwdmbemswpmojlwmi&mbmmm using words such as Jirst, then..

Playing and, exploring

V' Bring their owrv interests and, Jascinations into- eanly years sethings.

¥ Respond,to new expeniences thats yow bring to-their attention:

Active Leaming

¥ Beginto- comect mistokes themselues

Communication and Language

v Understand, a question o instruction that has two parts

Expressive, Arts' and, Desigry

V' Explore and engage in music making and, dance; performing solo- or irv groups.

¥ Returto and, build, on their presious leamings refining ideas and: desseloping their ability to- represent
v mmwmmem@m@ogmmmmmTwmmm
Gross Motor.

Y Moue energefically, such as running, jumping: dancing: hopping: skipping and climbing.

ELG: Building Relationships
ELG: Cr\eahng/ with Materials

V' Safely use and explore a vartety of materials, tools and, techniques; expenimenting with, colour, desigry
texture, form and, function

ELG: Gross Motor Skills

v Negotiate space and obstacles safely, withs considenation Jor themselies and, others;






Summer Surprise Skills.pdf
National St Anthony's
Centre for
(o2 T TS W Ve ore God's Work of Art
Education

Understanding the world
4 Explore the natural, world: around, them,
Mathematics

4 Counbobé@djsadmn&and/sound&

4 Compupenumb/er\s;.

4 Select, rotate: and, manipulate shapes to- demelop spatial reasoning, skills

Playing and, exploning

4 memmmmmWWmewweWm
4 Respond/tonmexper\{mce&ﬂwobwbﬂng/foﬂ\waﬁﬂwhm

Active Learning

4 Bring their owry interests: and, fascinations into- early years settings: Respond to- new expeniences that
v Begin to correct mistakes themselses

CWWVOHA}LM&
V" Describe envents irv some details
4 Usetalktohdpwm%outvablmandzwgamseﬂwmkmgand/adw{hw and/toexplair\/howﬂumg/wm%

Expressive, Arts' and, Desigry

v Provide opportunities to- work together to- demelop and, realise creative ideas

V" Help children to extend their ideas through sustained, discussion that: goes beyond, whab they, and you,
hame noticeds

V' Help childrern to- extend their ideas through sustained, discussion that goes beyond whab they,

V' and you hawe noticed:

ELG: Building R

ELG: Creating with, Materials

v Safely use and, explore as variety of matenials, tools' and, techniques, experimenting with colour, design,
texture, Jormv and Junction

ELG: Gross Motor Skills







Year 1.2 - National Curriculum.pdf
Key stage 1 National Curriculum: Accessed over the 2 year cycle
1.1 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by | 4
following precise and unambiguous instructions
1.2 create and debug simple programs 4
1.3 use logical reasoning to predict the behaviour of simple programs 4
1.4 use technology purposefully to create, organise, store, manipulate and retrieve digital content 10
1.5 recognise common uses of information technology beyond school 5
1.6 use technology safely and respectfully, keeping personal information private; identify where to go for help and support when 5
they have concerns about content or contact on the internet or other online technologies.
_ Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Cycle A Computing  systems | Creating media — | Programming A - | Data and information | Creating media - | Introduction to
and  networks  — | Digital painting Moving a robot using | — Grouping data Digital Writing Animation
Technology  around BeeBots.
us.
National Curriculum | 1.4. 1.4. 1.1. 1.4. 1.4. 1.1.
coverage: 1.5. 1.2 1.6 1.6 1.2.
1.6 1.3 1.3.
1.5. 1.4.
Cycle B Computing  systems | Creating media — | Programming A — | Data and information | Creating media — | An introduction to
and networks — IT | Digital Photographs Robot Algorithms. — Pictograms Making music quizzes
around us
National Curriculum | 1.4. 1.4. 1.1. 1.4. 1.4. 1.1.
coverage: 1.5. 1.5. 1.2. 1.2.
1.6 1.6 1.3. 1.3.
1.4.
1.5.







Unit overview - Information technology around us.pdf
Information technology around us

National
Centre for
Computing

Education

Uniby overviem

Raspberry Pi

Information technology around us

Unit introduction

examples: They will discuss where they hae seery IT in school, and, beyond; v sethings suchs as shops,
hospitals; and, libraries: Learners will ther inmestigate how IT improves our world; and, they will, learny

about the importance of using IT responsibly,
Over\viwojlb@sson&
Lesson BN&}OVW&WL' Leonung/' obéedllve& i
I What s Learners wills develop their understanding | To recognise the uses and, features of information
IT? of, what information technology (IT) is: technology
They will identify derices that are e I can identifiy examples of computers
computers and, consider how IT can help ® I can describe some uses of computers
therm both, aby school, and beyond e T canidentify that a computer is o part of
IT
A IT i Learners will, consider common uses of To identify the uses of. information technology irv
school, information technology v o contexd that, | the school,
they are familiar with: They will, identify ® I can identiy examples of IT
examples of IT and, be able to explair the ® T can sort school IT by whab s used, for
purpose o, different; examples of IT in the ® I can identify that some IT car be used; inv
3 IT invthe Learners wills begin to explore IT iry To identify information technology beyond school
worlds erwironments beyond school; including e I can find examples of information
They will, talks aboub the uses of IT irv ® I cansort IT by where it is Jound,
these, erwironments and, be able to- explairy ® I cantalk aboub uses of information
that IT s used inv many, workplaces:. technology
b The benefits | Learners will, explore the benefits of using | To explainy how information technology helps us
of IT IT i the wider world: They wills focus on e T can recognise common tiypes of
the use of IT irv as shop ands howr derices technology
cary work together. Learners will sort ® T can demonstrate how IT demices works
activities based, orv whether they use IT or together

IT.

e I can say why we use IT






Information technology

around us

Unit overaiiens

S Using IT Learners will, consider how they use To explairy how to use information technology

safely difflerent, forms of information technology | saflely
safely, i @ range of different; enwironments: ® I can list different uses of information
They will, list different; uses of IT and, talk technology
about the different; rules that mights be ® I cantalk about different rules for using
associated with using themu Learners will, IT
thery say how rules carv help keep them, e I can say how rules carv help keep me safe
safe when using IT.

6 Using IT i | Learners will thinks about the choices thal; | To- recognise thaly choices are made when using
technology, and, the responsibility e I can identifiy the choices that I make
associated with those choices: They, will whery using IT
use IT irv different types of activities and, e I canuse IT Jor different types of
explair that, sometimes they will, need, to- actinities
use IT irv different; ways: ® I can explair the need to use IT v

different; ways

Curriculunmy links

National curricubum links

®  Recognise common uses o information technology beyond, school
online technologies

Education for a Connected, World links

Health, well~being, and, lifestyle
o T can dentifyy rules that help keep us safe and, healthiy i and, beyyond, the home, wher using

tedwnolo%
L4 Icamgime

some simple: examples




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Raspberry Pi

_______ To talk about uses of
.............. information technology

Toidentify thatacomputeris | ..ttt
a part of information =~ fpegccececcrtttY
technology

To explain how information
technology benefits us

To identify information

A
. technology in school

To say how rules for using
information technology can
help us

To recognise different types . To recognise the features of
of computers used in school . information technology

To identify information

technology beyond school To recognise that choices are

made when using information
technology

To describe some uses of
computers

To show how to use
information technology
safely

Key:
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Unit overview � Digital photography.pdf
National
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Education Uni, )

Digital photography,

expenience capturing, editing, and, improving photos. Finally, they will; use this knowledge to recognise that

Ovex\vie)\/vbofll,esfson&
Lesson, Brief overviem Learning objectinves
| Taking This lessor introduces the concept that many devices | To use o digital desice to take as photographs
photographs: | cany be used to- take photographs: Irv the Lesson, o T canrecognise what devices carv be used
e I cantalk about how to take a photograph
e T can explain what I did to capture a
A A photographs carv be takerv irv either portrait or To make choices when taking as photograph
Landscape | landscape Jormat. In this lessons learnenrs explore o T can explair the process of taking a good
or portr? | toking, phokographs i both portrait and. Landscope photogrph.
Jormats and, explore the reasons why o photographer ® I cantake photos irv both landscape and,
® I can explain why a photo looks better inv
portrai; or landscape format
3 What A photograph is' composed, by a photographer: Iy To describe whal makes as goods photography
makes a this lessory learners discover what, constitutes good, e I can identifyy whab is wrong withs o
good , | Photography compositions and, pub this info- practice photograph
" | by composing and, capturing photos of their owru ® I can discuss how to take o good,
photograph
o T canvimprove o photography by rekaling i






Naticnafl

Centre for Di g'tu P}‘W“P}‘H’
Computing

Education Uni, )

b Lighting | This lessor introduces the concepts of light: and, To decide how photographs can be improed,
focus as further important aspects of, good ® I can explore the effect that light has o
photographiy composition. Irvthis lesson learers a photo
rwestigate the, efflect thaty good lighting has on the, ® I canvexpeniment; with different light
quality of the photos they take, and explore what sources
effect using the camera flash, and, adding arv artificial ° IW@WWQWWM
how the camera, autofocus tool carn be used, to- make
arv object v arv image stand, oub

S Effects This lessor introduces the concept of simple image, To use tools to change arnv image
editing: Learners are introduced, to- the Puxlr image ® I can recognise that images can be
the colour effect; of arv image. ® T can use a tool to achieae o desired,

effect
® I can explainy my choices

6 Ist This lessor introduces the concept that images cany | To recognise that: photos can be: changed,

real? be changed, for as purpose. Learners are introduced, tor ® I can apply a range of photography, skills
o range o} images thab hame beery changed, irv to- capture o photo
ameareness that not all, images they see are reak To changed,
start the lessony learners are first; challenged, to take e I can identify which photos are real; and,
thair besh photogropby by cpplying the photography which hawe beery changed.
the unit.

Curriculuny links
National curriculum computing links
Computing

®  Recognise common uses o information technology beyond, school
online technologies
Further national curriculuny links
Art and, desigry
®  To demelop a wide range of art and, design techniques inv using colour, patterny texture, line;, shape;
form, and, space
Education for a Connected, World links
®  To identify that some images are not real (fake)




https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://www.gov.uk/government/publications/national-curriculum-in-england-art-and-design-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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National Learning graph

Centre for

(oiicl  Year 2 - Creating media - Digital photography

Education

To recognise that some
digital devices can
capture images using a
camera

/

To know what to press or
tap to take a picture

-

A

Y

/
To know how to hold a

device safely and
responsibly

~
To capture a digital
image

J

~

J

To recognise when to
choose a landscape or

portrait photograph

/
To recognise that people

around me can view my

screen to see my photos
o

Vs

To explain that photos
can be saved

-

To recognise that
photographs can be
changed through editing

To recognise that a
photograph is composed
by the photographer

To focus

To review photographs
taken

To delete poor-quality
images

To recognise the features
of a good photograph

Resources are updated regularly — please check that you are using the latest version.

To zoom in and out

To choose an image that
could be improved by
editing

To explain that photos
can be retrieved, edited,
and re-saved

A
Y

To edit a photo

L

To identify that some
images are not real/fake

To consider the results of
choices | have made

To recolour a photo

To crop a photo

This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.




https://ncce.io/ogl
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National
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cz:::“::'g Pr\og;\ammmg/ A - Robot aLg,or\i’Jnm& Unity oversieme

Education

Programming A - Robob algorithms

Unit introduction
the outcome. Pupils wills also- learny abouts desigry irv programming. They will, deselop artwork: and, test it Jor
use irv a programu They will, desigry algonithms and, ther testy those algonithme as programs and, debug, therm

Ovex\vie)\/vbofll,esfson&

Lesson Brief overviems Learning objectives

| Giving In this lessony pupils will, follow To describe o series of instructions as o sequence

instructions instructions giseny to- them and, gise e I can follow instructions giver by
instructions to- others: Pupils will consider someone else
the language used to gise instructions and, e I can choose a senies of words that can
how- that, language needs to- be clear and, be enacted as as sequence
precise: Pupils wills combine semeral, ® I can gime clear and unambiguous
instructions into- o sequence that: can ther instructions

be issuied to- another pupil to- complete:
Pupils will, thery consider this clear and,
precise seb ot instructions iny relation to- any

A Same This lesson focuses on sequences; and, To explairy whas happens when we change the
different the order of instructions withiny a sequence. ® I can create different; algorithms for a
orders: They, will, therv test theses sequences ® I can use anv algorithm to- program o
to see: how the different, orders affect the sequence orv a floor robot,
outcome: ® I can show the difference inv outcomes
same commands

3 Making | Invthis lessory pupils wills use logical, To use logical reasoning to- predict the outcome of
predictions reasoning to- make predictions: They will, a/px\ogx\am/ (series of commands)

follow- as programy step by step and, identify, I can Jollow o sequence
whab the outcome will be. ° Icampx\edmbthemo}a/seqpmw
I cany compare muy prediction to the,

program, outcome






National
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Education

Programming A - Robot algorithms

Unit overaiiens

b Mats and, | Irvthis lessory pupils will designy create, To explairv that; programming projects can hae
routes and, test & mab for s floor robot This will | code ands arbwork
introduce the idea that: desigr irv ® I can explair the choices I made for my
algonithms; but also- artefacts related to- the e I can identify different routes around my
e T cantest my mat to- make sure that i s
usable
5 In this lessony pupils will desigry To design arv algorithm
Algorithm algorithms to- move their robot around, the e I can explain what my algonithm should,
design mats that they designed, irv Lessory k. As achieve
starting and, finishing points of o route. ® I can use my algorithm to create o
program to- achienve.
6 In this lessony pupils will, take orv s larger | To create and debug o program that T hae
Debugging | programming task: They will, break the task | written,
chunk: This process is known as of a task
‘decomposition; and, s covered Jurther irnv ® I cantest and, debug each part of the
key stage . Pupils will, also- find and, fux, programy
ervors irv their algorithme and, programs. ® I can put together the different; parts of
This s known as ‘debugging. My program
Curriculuny links
National curriculunm links

that, programs' execute by following precise: and, unambiguous instructions
®  Create and debug simple programs




https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study
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P rOgression iy this' unit
To describe that a
series of
instructions is a
sequence
To choose a series To explain what To choose a series w ( To erecte and
of words that can happens when we of commands that d
ebug a program

be enacted as a change the order of can be run as a L that | have written
sequence instructions rogram

To use logical To trace a sequence ) 1t To test a prediction
reasoning to to make a by running the
predict the prediction sequence

outcome of a J N

program

To recall that a
series of
instructions can be R R R R R R R D R R R R R R R R R e R R PP E R RY
issued before they

To run a program
on a device

are enacted
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P'wtogl\anw
Unit introdiuctiony

Learners will, begin to- understand, what the termv data, means and, how- datas can be collected, inv the form of a

Ovem»iwo{ll,esfson&
Lesson Brief overviem Learning objectinves
| Counting and | During this lessorv learners will, begin to- understand, the, To recognise that we carv count; and, compare
se datas and, the tally s o total, ° Ioamr\ecmd/data/wa;faﬂgdmrt
F they will ) ) ~ ® I can represent a tally count as a
. , total
charts using vocabulary suchy tharv and,
tﬁjﬂ\mﬁ o mere ° Iwmmmpamtotal&ha/taﬂgd\al\b
& Enter the Dwmgﬂ\w&ﬁwv&ammw%bmm}mmwd}vﬂwe To recognise that objects carv be represented,
an,d/thmprogx\es&tomhng/t}\musmgwoompuw
LW&MlLbeg&mtoundex\sfur@ﬂwadNantogwofl ¢ Ioarverd@daia/onioa/cmnputer\
wmp:ﬁen&mﬂﬁenﬂﬁmmmabmeﬂwod&tou‘eaie ° Icamuse@oompkmwmdum
‘ ‘ ' ' Uva;di#er\ent}mwwb
pmtog:\am&and/useﬂww’toanwensmmpleop&shmw& e T can use pi to
3 Creating During, this lessor learnens wills think about, the, To create a pictogram
the henefits of different, data collection methods: why, for ® I conorganise dota in atally chart
example, we would, use as pictogram to- display the data ¢ I'caruuvse;a/tallgdrmtocmatea,
MTWW&LMW%W@WM e T cane i what the bi
and, use this to- make as pictogram onv a computer: shows

LWM@WMMW@&W
shows by writing o range of statements to- describe this.
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Uniby overvien

L What s arv DWW&MWWMMW&W Toselecbobéeci&byaiiﬁbut@andjmak@
attribute? whichs objects can be: grouped, by attribute: They will then | comparisons
tally objects using a common attribute and, present the . ‘
data irv the Jorm ol as pictogramu Learners will, answer ¢ I@WWWQW
qp%twn&based:mthwpmiogx\am&u&ngmﬂﬁamm o Tcan Wb to
vocabulwsucha&mor@ﬂm/les&ﬂwmar@ objects by an attribute
‘most/least. o T car answer more than/less tharv
attribute
S Comparing | During this lessorv learners will; understand, that people To recognise that people canv be described, by,
learners irvthe class. The learners wills collect datas ° lean o suitable attribute to
needed to organise people using attributes and create a o Tecan the, data T need:
pictogramy to- show this pictorially. Finally, learners will o T can create o pictogram and, draw
6 Pr\esenhng/ Dumgthwleswwleammw@undastondﬂwtﬂwmm Toexplumﬂmbwecompx\esenbug’,o«mﬁom
information other ways to present, data thar using tally charts and, using o computer
pictograms. They will use as pre-made tally chart to-
create o block diagram on their dessice. Learners wills thery ¢ Icamuée@ LN 9 to
, , ) T present informationy i different; ways
share their data with, o partner and, discuss their findings: o I can whab T K oub
They will; consider whether it is abways OK to- share data Using s computer
andwhmlbl&notOK.Thﬂgw{lLknwthabibL&ah%g}\tto e I can gime simple examples of whiy

their concerns.
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Curriculuny links
National curriculum links
Computing

technologies
Maths

Building onv Year | number and place value:
Year A

Notes and guidance: Pupils record, interpret, collate; organise ands compare information (for example; using
many-to-one correspondence irv pictograms with simple ratios &, 5, 10).

Edumhon/uﬂovo/(:onneded’WOf\ld’link&

® ] can recognise that I carn say no'/please stop/ Tl tell./ Tl ask to- somebodyy who asks me to- do-
® I can explairy how this could be either i real life or online
examples of when and, how to- speaks to- arv adult I carv trust

Health, wellbeing and, lifestyle
e I can identify rules that help keep us safe and, healthy inv and beyond the home when using,
technology
e I can gime some simple examples

Prisvacy and secunity
® I can identify some simple examples of my personal information (e:g. name; address; birthday, age,
® I can describe the people I can trust and can share this withi I can explain why I canv trush them
® I can recognise more detailed examples of information that is personal to- me (e:g: where T live, my
familys names; where I go to school)



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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To construct (complete) a given
;:lm:;::: ;:?::I::l:::be To compare objects that have W o | compadrison question, e.g Are
To use a tally chart to collect described by attributes been grouped by attribute J Llhﬂ'rf-‘ IT‘IE;EI‘I;?____ balls than
date S N0y s e )
To use a computer to view data To use a computer to answer To use a computer pregram to
in different formats comparison questions (graphs, present information in different
tables) ways
To give simple examples of why
some information should not be
To show | can enter data onto a shared
computer To suggest appropriate
headings for tally charts and
pictagroms To explain that we can present
infarmation using a computer
( Key: \

To use pictograms to answer
single-attribute questions

i
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