NB – for 2020/21 autumn term, an increase in e-safety sessions was planned in response to the children’s increased use of technology during school closure and partial closure. 
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	Computing
	Autumn
	Spring
	Summer

	R
	Understand a range of technology/ use it for a purpose 

	
	Understanding technology
	Basic Computing skills
	Basics of coding

	
	-Recognise uses of  technology in and outside of school
	-Use age appropriate apps on the ipads 
	-Know what an input and output is

	1
	Understand how basic programs work 

	
	Basic Computing skills
	Sequencing and ordering – BASIC programming
	Simple coding

	
	Bug Club and internet (tablets)
	Develop shortcuts
	Solving problems

	CG
	-use technology for school reading programme
-open a web browser and use a simple search
-To be able to use apps on KS1 ipads for a purpose
	-understand algorithms as a sequence of instructions
-plan a sequence of steps (e.g. instructions for a recipe)
	-Use language of input and output for a programme. 
-Predict what will happen after a certain input (e.g. for a BeeBot) 

	2
	Use technology to create, retrieve and store information

	
	Digital photography/ videos
	Mapping: Locate places
	Discover and present information

	
	Basic Coding
	
	E Safety

	CG
	-Create photo/video for a purpose
-Identify errors  in a programme and attempt to debug (e.g. initial Logo/TurtleAcademy lessons)
	-Type simple search terms
-Use software to locate places (e.g. google earth)
	-Present their own knowledge, simply (e.g. PowerPoint)
-Save documents safely: access one drive
-keep personal information private

	3
	Use logical thinking to explain how algorithms work/ design and write programs

	
	Programming – solve problems/ design
	Creating polls
	Communication: Video call/ email + E-Safety

	
	
	Programming: logical thinking
	Narrated Videos

	CG
	-use a block programme to accomplish a specific goal (e.g. Scratch)

	-collect data for a purpose
-present data from polls in graphs (e.g. Excel)
-Make an animation (e.g. PowerPoint)
-describe why something in a programme doesn’t work
	-know the risks of digital communication
-Send a safe online message (e.g. video for school FB page)


	4
	Design/ write and debug programs/ use search technologies effectively/ present information

	
	Discover and present: Blogs and wikis
	Planning and designing games
	Making music

	
	Data collection
	E Safety
	HTML and Java editing
(Hyper Text Mark up Language) describes how web pages are put together

	CG
	-Present own knowledge for online publication
-Analyse and evaluate digital data
	-Use a code to make a simple game (e.g. codeacademy or hopscotch)
-know how to report concerns when gaming
-know what is respectful behaviour when gaming
	-use a programme to make music for a purpose
- Know how to edit HTML and java script (See GaryHall HTML projects & trinket)


	5
	Use sequence, selection and repetition in programs/ understand how devices connect to the internet

	
	Revision of algorithms and debugging
	Coding: Graphics and patterns
	Computer Aided Design (CAD)

	
	Block programming: Creating games
	E Safety
	Blogging and Vlogging

	CG
	-Write a complex algorithm (e.g. additional blocks in Scratch)
-Use a block programme to make games (e.g. Scratch/kodable)
	-Create a bitmap using simple binary code (e.g. activity from bbc class clips: bitmap graphics)
-Understand what ‘pixels’ and ‘binary code’ are
-know when a website is safe
-understand encryption

	-To create a 3D design using an online planning tool (e.g. tinkercad)
-Publish a blog or vlog that is safe for online

	6
	Select use and combine a variety of software on a range of digital devices

	
	Development of coding
	What makes a good app?
	Creating an app

	
	E Safety
	
	

	CG
	-Write code for a given purpose (e.g. python)
- Recognise when something isn’t right and know a range of ways to report it
	
-To know what makes a good app 
	-To design and build an app
(Possible programme: kidsappmaker) 





Every year group will also include an e-safety revision session every term:
KS1: keeping information private and identifying where to go for help when they have concerns
KS2: use technology safely, respectfully and responsibly; be able to recognise unacceptable behaviour; report concerns in a range of ways







