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Intent

At St. Mark’s, our computing curriculum is designed to equip children with the skills and understanding to live in a technological world; this includes being
able to use a variety of computer software and coding programmes. Our computing curriculum equips pupils to use computational thinking and creativity to
understand and change the world.

We aim for all pupils to become digitally literate and we give them the means to be able to use and express themselves and develop their ideas through
information and communication technology, with a focus on e-safety, at a level suitable for the future workplace and as active participants in a digital world.
It is our intention to teach a range of skills that are transferable in a variety of other subjects, as well as the children's wider life outside of school. We want
to develop children’s experience and understanding of ICT, preparing then for jobs for the future.

Rationale

At St. Mark’s we are aware of the ever-changing world of technology and the advancements made over time. We strive to ensure that children will be
engaged and enthused about computing and will be equipped with the knowledge and skills needed to access technology in the outside world. The children
that we teach will learn to apply the skills they learn to solve problems and they will become confident programmers and word processors so that they can
keep up with the advancements in Information Communication Technology.

Computing is split into 3 strands:

° Computer Science and Programm'mg

e Information



Entrust Education Technologies — Computing Progression Framework €nirust

National Curriculum = Computing Subject Content

Key Stage 1

Key Stage 2

Computer Science
and Programming

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

Create and debug simple programs

Use logical reasoning fo predict the behaviour
of simple programs

Design, write and debug programs that accomplish specific goals,
including controlling or simulating physical systemns; solve problems by
decomposing them info smaller parts

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

Use logical reasoning to explain how some simple algorithms work and
to detect and comect emors in algorithms and programs

Understand computer networks including the intemet; how they can
provide multiple services, such as the World Wide Web

Appreciate how [search] results are selected and ranked

Information
Technology - Data
Handling, Databases
and Spreadsheets

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

Use search technologies effectively

Select, use and combine a variety of software (including intemet

services) on a range of digital devices to design and create a range of
programs, systems and confent that accomplish given goals, including
collecting, analysing, evaluating and presenting data and information

Information
Technology -
Collecting, Evaluating
and Presenting

Use technology purposefully to create, organise,

store, manipulate and retrieve digital content

Use search technologies effectively

Select, use and combine a variety of softiware (including intermet
services) on a range of digital devices to design and create a range of

Information programs, systems and content that accomplish given goals, including
collecting, analysing, evaluating and presenting data and information

Digital Literacy - Recognise common uses of information Understand the opportunities [networks] offer for communication and

Education for a technology beyond school collaboration

Connected World

framework and
Project Evolve Toolkit

Use technology safely and respectfully, keeping
personal information private; identify where fo
go for help and support when they have
concems about content or contact on the
internet or other online technologies

Be disceming in evaluating digital content

Use technology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour; identify a range of ways fo
report concerns about content and contact




Reception and Key Stage One

Year Group | Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Receptlon All about Instruction Bee-Bot Let’s count Let’s Write
Technology all Let’s Paint (unplugged Programming
around us activities) - Pictograms - Writing simple
ELG: Children - Use PC and - Turtle It sentences.
recognise that a range iPads - Bee Bots
of technology is used - Using a
in places such as keyboard and
homes and schools. recognizing
(computing has been lower and
removed from EYFS upper case
curriculum) letters.

Technology hunt
around school.
iPads used
throughout the Year
in lessons.

Year 1

Introduction to
BGfL
NC: Use technology

purposefully to create,
organise, store,
manipulate and
retrieve digital
content.

Write and paint all
about me Part 1.
NC: Use technology
purposefully to create,
organise, store,
manipulate and
retrieve digital
content.
Prior Learning:
Technology: children
recognise that a range
of technology is used
in places such as
homes and schools.
They select and use

Simple Algorithms
part 1
NC: understand what
algorithms are, how
they are implemented
as programs on digital
devices, and that
programs execute by
following precise and
unambiguous
instructions v’ create
and debug simple
programs v’ use
logical reasoning to

Simple Algorithms
part 2
NC: understand what
algorithms are, how
they are implemented
as programs on digital
devices, and that
programs execute by
following precise and
unambiguous
instructions v' create
and debug simple
programs v use
logical reasoning to

Gather Data and
Create Charts
NC: Use technology
to organise and
present my ideas in
different ways. v' Use
technology
purposefully to create,
organise, store,
manipulate and
retrieve digital
content. v Recognise
common uses of
information
technology beyond

Collect Photos and
Paint Pictures part
2.

NC: Use technology
purposefully to create,
organise, store,
manipulate and
retrieve digital content
Vv recognise common
uses of information
technology beyond
school Digital
Literacy/Online-Safety
v Use technology
safely and respectfully




technology for
particular purposes.

predict the behaviour
of simple programs.
Prior Leaning:
Key words and prior
learning from
Reception: Sequencing
Following Instructions
Controlling a remote-
control device

predict the behaviour
of simple programs.
Prior Learning:

Key words and prior
learning from Year 1
Simple Algorithms and
Programs Part 1
Algorithm — a set of
instructions written in
plain English — NOT
computer code, that a
programmer writes to
create instructions
that will carry out a
specific task. Debug —
find the mistake.
Program — instructions
written in a language
that a standard
computer or device
understands which is
not a language a
human would ever use
to communicate with
another human.
Physical device —
something that can be
touched can be
touched and
programmed to move
around a playmat e.g.
BeeBot Route-based
program — uses simple
directional commands
forwards, backwards,
left and right to
control movement.
Encode — turn

school. Digital
Literacy v Use
technology safely and
respectfully v Keeping
personal information
private v' Identify
where to go for help.
Prior Learning:
Key words and prior
learning from
Reception Pictograms
Venn Diagrams

V' Keeping personal
information private
Prior Learning:
Key words and prior
learning from
Reception — This is the
first unit that children
will use J2e. Early
Learning Goal:
Technology: children
recognise that a range
of technology is used
in places such as
homes and schools.
They select and use
technology for
particular purposes.




instructions into code
for programming.

Year 2

Ways to present
information
NC: Use technology
purposefully to create,
organise, store,
manipulate and
retrieve digital
content. Digital
Literacy/Online-Safety
V' Use technology
safely and respectfully
v Keeping personal
information private v/
Identify where to go
for help and support
when they have
concerns about
content or contact on
the internet or other
online technologies.
Prior Learning:
Key words and prior
learning from Y1 unit
Just Paint and Write
Online Software — a
computer program
that is on the internet,
I log into this with a
username and
password. J2e is
online software Image
file — this is a picture
file that can be used
in other software e.g.

Digital
Photography

NC: Use technology
purposefully to create,
organise, store,
manipulate and

retrieve digital content

Simple Algorithms
and Programs.
NC: Programming
and Computer Science
Vv understand what
algorithms are, how
they are implemented
as programs on digital
devices, and that
programs execute by
following precise and
unambiguous
instructions v’ create
and debug simple
programs v’ use
logical reasoning to
predict the behaviour
of simple programs.
Prior Learning:
Key words and prior
learning from Year 1
Simple Algorithms and
Programs Part 1 AND
Create Simple
Programs Part 2
Algorithm — a set of
instructions written in
plain English — NOT
computer code, that a
programmer writes to
create instructions
that will carry out a
specific task. Debug —
find the mistake.

Art of Animation
NC: Use technology
purposefully to create,
organise, store,
manipulate and
retrieve digital
content. Digital
Literacy/Online-
Safety v Use
technology safely and
respectfully v Keeping
personal information
private v Identify
where to go for help
and support when
they have concerns
about content or
contact on the
internet or other
online technologies.
Prior Learning:
Key words and prior
learning from Y1 unit
Write and Paint all
about me.
Online Software — I
know this is software
on the internet which
I have a username
and password for.
Paint program - is
software that can be
used to draw pictures.
Write Program - is

Collect, Organise
and Present Data
NC: Use technology
purposefully to create,
organise, store,
manipulate and
retrieve digital
content. v/ recognise
common uses of
information
technology beyond
school v Digital
Literacy v' use
technology safely and
respectfully, keeping
personal information
private; identify where
to go for help and
support when they
have concerns about
content or contact on
the internet or other
online technologies.
Prior Learning:
Key words and prior
learning from Year 1
Tally Table — a table
used to record data as
it is counted. It is a
quick way of keeping
track of numbers in
groups of five. One
vertical line is made
for each of the first

Topic eBook
NC: use technology
purposefully to create,
organise, store,
manipulate and
retrieve digital content
Vv recognise common
uses of information
technology beyond
school Digital
Literacy/Online-Safety
v Use technology
safely and respectfully
v Keeping personal
information private v/
Identify where to go
for help and support
when they have
concerns about
content or contact on
the internet or other
online technologies.
Prior Learning:
Key words and prior
learning from Y1 unit
Collect photos and
Paint pictures
Online Software —a
computer program
that is on the internet,
I log into this with a
username and
password. J2e is
online software Image




a picture I can use to
write over the top
Program file — if I

save a write file, this
can be opened and

changed and saved
again My Files — This
is an area where my

J2e work is saved. I

can open it again and

change my work, then
resave it. Stamps —
pictures I can add to
an image. Text —
writing on a screen is
text.

Program — instructions
written in a language
that a standard
computer or device
understands which is
not a language a
human would ever use
to communicate with
another human.
Route-based program
— uses simple
directional commands
forwards, backwards,
left and right to
control movement.
Encode — turn
instructions into code
for programming.
Sequence — a
particular order in
which related things
follow each other.
Programmer — a
person who writes
computer programs.
On-screen turtle — acts
as a pen on screen
that you use for
drawing on a virtual
canvas. Predict — say
or estimate what you
think will happen or
will be the
consequence of
something. Logical
thinking — use what
we know and

software that can be
used to write

sentences. My Files —

Online storage area in

J2e where my work is
saved. Stamps —

pictures I can add to
an image Text —

writing on a screen is

text

four numbers; the fifth
number is represented
by a diagonal line
across the previous
four. Pictogram - is a
chart which uses
pictures to show data.
Analyse — to look at
something in detail to
see what we
understand from it.
Chart — used to
display and compare
data by using
rectangular bars of
different heights. A
bar chart has an x
and y axis. X axis —
the horizontal line on
a chart or graph
showing values of
something that has
been investigated. Y
axis — the vertical line
on a chart or graph
that has numbers of
it.

file — this is a picture
file that can be used
in other software e.g.
a picture I can use to
write over the top
Program file — if I
save a write file, this
can be opened and
changed and saved
again My Files — This
is an area where my
J2e work is saved. I
can open it again and
change my work, then
resave it. Stamps —
pictures I can add to
an image. Text —
writing on a screen is
text.




Key Stage Two

Year Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Group
Year 3 Organising, Creating Stop-Frame Write a Program | Write a Program Creating a QR Codes
and Presenting animation part 1 — Block- part 2 - Draw a branching NC: Information
NC: Information based Sequences shape database and Technology Vv select, use
Technology V' select, Select, use and combine NC: Computer NC: Computer interrogating and combine a variety of

use and combine a
variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and
information.
Prior Learning:

a variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and

information.

Science V' design,
write and debug
programs that
accomplish specific
goals, ...... solve
problems by
decomposing them
into smaller parts v/
use sequence,
selection, and
repetition in
programs; work with
variables and

various forms of

Science V' design,
write and debug
programs that
accomplish specific
goals, ...... solve
problems by
decomposing them
into smaller parts v/
use sequence,
selection, and
repetition in
programs; work with
variables and various
forms of input and

simple databases.
NC: Information
Technology v use
search technologies
effectively... v select,
use and combine a
variety of software
(including internet
services) on a range
of digital devices v/
create a range of
content that
accomplish given
goals, including

software (including
internet services) on a
range of digital devices
to design and create a

range of programs,
systems and content that
accomplish given goals,

including collecting,

analysing, evaluating
and presenting data and

information
Prior Learning:
Key words and prior
learning from year 3




Key words and prior
learning from Y2 unit
‘Create a topic-based
eBook’ Online Image —
You can search for
images that are saved
online File Types — Files
can be saved as
different file type such
as Paint Files, Write
Files, Images and Mix
files. Presentation
Software — this
software can be used to
create an eBook that
presents our research

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

and contact.

input and output v/
use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors in
algorithms and
programs
Prior Learning:
Key words and prior
learning from year 2
Sequencing Simple
Algorithms and
Programs Sequence
— a particular order
in which related
things follow each
other. Reverse — do
the direct opposite of
the stated command.

output v’ use logical
reasoning to explain
how some simple
algorithms work and
to detect and correct
errors in algorithms
and programs
Prior Learning:
New key words we
will use in year 3
Write a Program
Part 2 Drawing
Shapes Unplugged —
this is a computer
science activity that
does not need a
computer Algorithm-
Step by step
instructions to do
complete a task
Program - a stored
set of instructions in
a language
understood by the
computer Sequence —
The order of a set of
instructions for a
computer [program
Visual — P block
based programming
language by J2e
Command blocks —
these blocks of code
that are put together
to write a program
Debug - This is
finding an error in a
program to fix it

collecting, analysing,
evaluating and
presenting data and
information Digital
Literacy v use
technology safely,
respectfully and
responsibly
Prior Learning:
Key words and prior
learning from Year 2
unit Collect, organise
and Present Data .
Multiple Choice -
questions which have
given answers for
someone to choose
from
Branching/Binary
Database - a way of
classifying a group of
objects Data
collection
sheet/Survey — a
form with at least 3
columns used to
collect and organise
data or answers to
questions (category,
tally and frequency)
Chart - a chart is
used to display data
So it is easier to
compare Graph - a
graph is used to
show how two
different set of data
relate to each other

‘Storytelling and
presenting’ Online image
— picture on the internet

that someone has
uploaded, which may or

may not give another
user permission to take
and use elsewhere.
Copyright — understand
that copying work
without permission isn’'t
fair and might cause
problems. Text box — a
rectangular area on the
screen where you can
enter text. Border/Frame
— the colour and style of
the outline of a
border/frame can be
changed. You may also
wish to fill the colour of

a border/frame.

Background — add an
object/image to a page,
put it on the bottom
layer and change the
transparency to add
other objects on top
layers. Layering —
placing one object over
another. Know that each
object on the page is
added to a new layer
and can be moved
backwards or forwards
between the layers.
Locking object — an
object can be locked in




Program Repeat loop
— this is used in a
program when we

need to repeat
something Nested
Loop — this

Pictogram - a chart
that uses pictures to
show data

position on the page on
screen so that it can’t be
moved or deleted. Edit —
to make changes to an
object or text. Shapes —
objects that can be
added to the page to
create different effects,
e.g. speech bubbles.

Year 4

Multi-media fact file

NC.: select, use and
combine a variety of
software (including
internet services) on a
range of digital devices
to design and create a
range of programs,
systems and content
that accomplish given
goals, including
collecting, analysing,
evaluating and
presenting data and
information v use
search technologies
effectively, appreciate
how results are selected
and ranked, and be
discerning in evaluating
digital content
Prior Learning:
New key words and
prior learning from Year
3 ‘Organising, creating
and presenting’ View
and edit mode — most

What is Computer
Technology?
NC: Programming and
Computer Science v/
understand computer
networks including the
internet; how they can
provide multiple
services, such as the
world wide web; and
the opportunities they
offer for communication
and collaboration

Prior Learning:
This will be the first unit
on Computer Science
that the pupils will have
encountered.

Scratch
Programming
from Algorithms
to code
NC: Computer
Science v Use
technology to
organise and present
my ideas in different
ways. V' design,
write and debug
programs that
accomplish specific
goals, ..... solve
problems by
decomposing them
into smaller parts v/
use sequence,
selection, and
repetition in
programs; ...and
various forms of
input and output v/
use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors in

On the Move with
Programming
NC: Computer

Science V' design,
write and debug
programs that
accomplish specific
goals, ... solve
problems by
decomposing them

into smaller parts v/

use sequence,

selection, and

repetition in
programs; ...and
various forms of

input and output v/

use logical reasoning

to explain how some
simple algorithms
work and to detect
and correct errors in
algorithms and
programs
Prior Learning
Key words and prior
learning from Year 4
Scratch

Creating and
interrogating
simple databases.
NC: Information
Technology V' select,
use and combine a
variety of software
(including internet
services) on a range
of digital devices v/
create a range of
programs, systems
and content that
accomplish given
goals, including
collecting, analysing,
evaluating and
presenting data and
information v use
search technologies
effectively... Digital
Literacy v' use
technology safely,
respectfully and
responsibly
Prior Learning
Key words and prior
learning from year 3

Photo Editing

NC: Select, use, and
combine a variety of
software (including
internet services) on a
range of digital devices
to design and create a
range of programs,
systems, and content
that accomplish given
goals, including
collecting, analysing,
evaluating, and
presenting data and
information.

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




programs with edit
mode toggle between
"view” and "edit.”
When in the "view
mode,” the user can
only look at the file;
however, in "edit
mode,” the user can
view and change its
contents Fill borders
and frames — a
presentation technique
used to add colour for
effect or meaning
Import and export -
importing and exporting
allow different
computer programs to
read each other’s’ files.
"Import” means to
bring a file from a
different program into
the one you're using,
and "export” means to
save a file in a way
that a different program
can use it Lager'mg —to
organize the
arrangement of objects
(phots, text, graphics
and background
colours) you've placed
on a page so that you
can manipulate them
more easily. Stop
motion animation —
take a photo of an
object or scene and

algorithms and
programs
Prior Learning:
Key words and prior
learning from year 3
programming units
Program — a set of
instructions in a
language that is
understood by a
computer Code
blocks — the
instruction ‘block’
that joins together to
make a program
Sprite — name given
for a character in
computer software
Visual or Scratch
Debug - Look at
your program and
find where there is a
problem and fix it
Unplugged — this is
a computer science
activity that does
not need a computer
Visual — block based
programming
language by J2e
Repeat loop — this is
used in a program
when we need to
repeat something
Nested Loop — this is
repeat loop with
another repeat loop
‘inside’ it

Programming from
Algorithm to Code
Scratch —block-based
programming
language by MIT
Controlled count
loop - this is used in
a program when we
need to repeat
something a number
of times Input — this
is an event that
triggers an
action/code block
Costumes — the way
a sprite looks — these
can be used to show
movement Broadcast
— an input that can
be used to trigger
events

- Creating a
Branching Database
and Interrogating
Simple Databases
Branching/Binary
Database - a way of
classifying a group of
objects Record - fields
and data about one
thing in a database
Database - a way of
storing and
organising
information Form
View - shows you an
individual record
about one thing
Table View - shows
you more than one
record in rows Field
Name - the title of
data in a record or
table Data Types -
the options the
answers can be
displayed as. This
can be letters, words,
images, numbers or a
mixture of them
Discrete Data - data
from counting
separate items
Continuous data -
data from measuring
something Chart - a
chart displays
discrete data Graph -
a graph displays




slightly move the
objects before taking
another photo. This
process is repeated until
the scene is completed
and uses each photo as
a frame in the
animation Onion
skinning — a technique
used in animation
which lets you see a
‘ghostly’ image of the
previous captured frame
over your new frame so
that you can line up
objects accurately
before capturing the
next frame GIF — stands
for Graphics
Interchange Format.
GIFs are a series of
images or soundless
video that will loop
continuously and
doesn’t require anyone
to press play Page
orientation - is the
direction in which a
document is displayed
or printed. The two
basic types of page
orientation are portrait
(vertical) and landscape
(horizontal)

continuous data
Simple Search - when
you look for one
thing at a time Sort -
putting data into an
order for example
alphabetical or
smallest to largest




Year 5

Computers for
communication and
collaboration
NC: Programming and
Computer Science v/
understand computer
networks including the
internet; how they can
provide multiple
services, such as the
world wide web; and
the opportunities they
offer for communication
and collaboration
Digital Literacy v' ..be
discerning in evaluating
digital content v use
technology safely,
respectfully and
responsibly; recognise
acceptable/unacceptable
behaviour... Information
Technology V' select,
use and combine a
variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and
information
Prior Learning:

Video Editing
NC: Use search
technologies effectively,
appreciate how results
are selected and
ranked, and be
discerning in evaluating
digital content
Select, use, and
combine a variety of
software (including
internet services) on a
range of digital devices
to design and create a
range of programs,
systems, and content
that accomplish given
goals, including
collecting, analysing,
evaluating, and
presenting data and
information
Use technology safely,
respectfully, and
responsibly; recognise
acceptable/unacceptable
behaviour; identify a
range of ways to report
concerns about content

and contact.

Programming
Making Games.
NC:

Computer Science v/
design, write and
debug programs that
accomplish specific
goals, including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts v/
use sequence,
selection, and
repetition in
programs; work with
variables and
various forms of
input and output v/
use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors in
algorithms and
programs
Prior Learning
Key words and prior
learning from year 4
programming units
Scratch —block-based
programming
language by MIT
Controlled count
loop - this is used in

Programming
Making Games.
NC:

Computer Science v/
design, write and
debug programs that
accomplish specific
goals, including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts v/
use sequence,
selection, and
repetition in
programs; work with
variables and various
forms of input and
output v use logical
reasoning to explain
how some simple
algorithms work and
to detect and correct
errors in algorithms
and programs
Prior Learning
Key words and prior
learning from year 4
programming units
Scratch —block-based
programming
language by MIT
Controlled count
loop - this is used in
a program when we

Using Spreadsheet
Models to Solve
Problems
NC: Information
Technology V' select,
use and combine a
variety of software
(including internet
services) on a range
of digital devices to
design and create a
range of programs,
systems and content
that accomplish
given goals, including
collecting, analysing,
evaluating and
presenting data and
information v ..work
with variables and
different forms of
inputs and outputs
Prior Learning:
This will be the first
unit on spreadsheets
which the students
will have
encountered

Infographics
NC: Information
Technology V' select, use
and combine a variety of
software (including
internet services) on a
range of digital devices
to design and create a
range of programs,
systems and content that
accomplish given goals,
including collecting,
analysing, evaluating
and presenting data and
information Digital
Literacy v ..be
discerning in evaluating
digital content v’ use
technology safely,
respectfully and
responsibly; recognise
acceptable/unacceptable
behaviour...
Prior Learning:

n Year 4 ‘Research based

fact file’ unit they have
used J2e5 and basic
research techniques for
gathering images, adding
hyperlinks within a
document, layering to
present information
including text editing,
borders, and fill styles.




Key words and prior
learning from Year 4
What is Computer
Technology? Part 1
Hardware — physical
parts that make up a
computer Software —
programs which tell a
computer what to do
Input — allows
information and data to
be put into a computer
through a device e.g.
keyboard, microphone
Output — allows the
computer to send
information and data
out to the user through
a device e.g. screen,
speakers Central
Processing Unit (CPU) —
acts like the brain of
the computer which
receives the data and
instructions and carries
out what to do with the
data it has been given
Random Access
Memory (RAM) — is
where the CPU’s short-
term data is stored. It
stores the information
the CPU is actively
using so that it can be
accessed quickly. Files
cannot be stored here
as the RAM is cleared
every time you turn off

a program when we
need to repeat
something a number
of times Input — this
is an event that
triggers an
action/code block
Costumes — the way
a sprite looks —
these can be used to
show movement
Broadcast — an input
that can be used to
trigger events

need to repeat
something a number
of times Input — this
is an event that
triggers an
action/code block
Costumes — the way
a sprite looks — these
can be used to show
movement Broadcast
— an input that can
be used to trigger
events




the computer BITS —
The basic unit of
everything in a
computer’s memory.
Each is stored in a
memory cell which
switches between two
states O and 1 Byte —
Eight bits together are
called a byte Hard drive
— is for long term
storage and files. This
data is kept even when
the computer is turned
off Pixel — short for
picture element. Images
are broken down into
tiny elements called
pixels for a computer to
store the image

Year 6

The Internet and
World Web
NC: Computer Science

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

Artificial
Intelligence and
Learning Machines

NC: Information

Technology V' select,
use and combine a
variety of software
(including internet

services) on a range of
digital devices to design
and create a range of
programs, systems and
content that accomplish
given goals, including
collecting, analysing,

evaluating and

Game Designs
NC: Computer
Science v Use
technology to

organise and present
my ideas in different
ways. v design,
write and debug
programs that
accomplish specific
goals, including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts v/

Understanding
Big Data.
NC: Information
Technology V' select,
use and combine a
variety of software
(including internet
services) on a range
of digital devices to
design and create a
range of programs,
systems and content
that accomplish
given goals,
including collecting,
analysing, evaluating
and presenting data
and information

Analyse and
Interpret Data
using
Spreadsheets
NC: Information
Technology: V' select,
use and combine a
variety of software
(including internet
services) on a range
of digital devices to
design and create a
range of programs,
systems and content
that accomplish
given goals, including
collecting, analysing,

Web Page Creation

NC: Use search
technologies effectively,
appreciate how results
are selected and ranked,
and be discerning in
evaluating digital
content
Select, use, and combine
a variety of software
(including internet
services) on a range of
digital devices to design
and create a range of
programs, systems, and




presenting data and
information Digital
Literacy v use
technology safely,
respectfully and
responsibly v Be
discerning in evaluating
digital content

use sequence,
selection, and
repetition in
programs; work with
variables and
various forms of
input and output v/
use logical reasoning
to explain how some
simple algorithms
work and to detect
and correct errors in
algorithms and
programs
Prior Learning:
Key words and prior
learning from year 5
Programming
Making Games
Variable — A way in
which computer
programs can store,
retrieve or change
data, such as a
score, the time left,
or a user’s name
Selection — A
programming
construct which one
section of code or
another is executed
depending on
whether a particular
condition is met.
Abstraction — is the
process of filtering
out — ignoring - the
characteristics of

Digital Literacy v/
use technology
safely, respectfully
and responsibly v/
Be discerning in
evaluating digital
content

Prior Learning:
Key words and prior
learning used in Year

6 Computer
Networks Part 2
Internet — a global
network of
computers in which
any computer can
communicate with
any other computer
as long as they are
both connected to
the internet World
wide web — an
application that runs
on the internet to
allow us to share
information such as
documents and
images delivered to
us on web pages

Encryption — the
process of converting
information or data

into a code,
especially to prevent
unauthorised access
Phishing — fraudulent

evaluating and
presenting data and
information v ..work
with variables and
various forms of
input and output
Prior Learning;
Key words and prior
learning from Year 5
Spreadsheet —
displays data
arranged in rows and
columns of a grid.
The data can be
manipulated and
used in calculations
known as formulae
Cell address — the
alphanumeric value
used to identify a
specific cell in a
spreadsheet Column
— is a vertical series
of cells in a
spreadsheet Row — is
a horizontal series of
cells in a spreadsheet
Autofill — a feature
that allows you to
create entire columns
or rows of data
which are based on
the values from other
cells Formula — tells
the computer what
mathematical
operation to perform
upon a specific value

content that accomplish
given goals, including
collecting, analysing,
evaluating, and
presenting data and
information.
use technology safely,
respectfully, and
responsibly; recognise
acceptable/unacceptable
behaviour.




patterns that we
don't need in order
to concentrate on
those that we do.
Sensing — such as
detecting if touching,
or ask Procedure - is
a piece of code that
can be run over and
over again, which is
useful as it prevents
us from having to re-
write the same code
multiple times

practice of sending
emails pretending to
be from reputable
companies in order
to get individuals to
reveal personal
information, such as
passwords and credit
card numbers

Labels — text within
a cell, usually
describing data in
the rows or columns
surrounding it
Decimal place — the
position of a digit to
the right of a decimal
point Line graph —is
used to display
information which
changes over time. It
is plotted on a graph
as a series of points
joined with straight
line =SUM — a
formula that adds all
the numbers in a
range of cells
=AVERAGE - a
formula used to find
the average of the
numbers in a range
of cells =MIN - a
formula used to find
the minimum value in
a range of cells
=MAX - a formula
used to find the
largest value in a
range of cells




Digital Literacy — Internet Safety

Use Project Evolve and the Education for a Connected World 2020 Edition document to support the planning of this.

The long-term planning has elements of online safety and digital literacy weaved into some units where appropriate, however,
allocate time each week to deliver a digital literacy lesson. Digital Literacy programmes of study in computing are as follows:

KS1

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

KS2

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

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


https://sites.google.com/gedu.demo.link2ict.org/computing-scheme-of-work/home#h.quxzveen145m
https://sites.google.com/gedu.demo.link2ict.org/computing-scheme-of-work/home#h.quxzveen145m

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




