	

	
	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Computing Systems and Networks
	Begin to understand what technology is. Begin to identify technology.


	Technology Around Us

· Identify technology
· Identify a computer and its main parts
· Use a mouse in different ways
· Use a keyboard to type on a computer
· Use a keyboard to edit text
· To create rules for using technology responsibly

	Information Technology Around Us

· Recognise the uses and features of information technology
· Identify the uses of information technology in school
· Identify uses of information technology beyond school
· Explain how information technology helps us
· To explain how to use information technology safely
· To recognise that choices are made when using information technology

	Connecting Computers

· Explain how digital devices function
· Identify input and output devices
· Recognise how digital devices can change the way we work
· Explain how a computer network can be used to share information
· Explore how digital devices can be connected
· Recognise the physical components of a network
	The Internet

· Describe how networks physically connect to other networks
· Recognise how networked devices make up the internet
· Outline how websites can be shared via the World Wide Web (WWW)
· Describe how content can be added and accessed on the World Wide Web (WWW)
· Recognise how the content of the WWW is created by people
· To evaluate the consequences of unreliable content

	Systems and Sharing

· Explain that computers can be connected together to form systems
· Recognise the role of computer systems in our lives
· Identify how to use a search engine
· Describe how search engines select results
· Explain how search results are ranked
· Recognise why the order of results is important, and to whom
	Internet Communication

· Explain the importance of internet addresses
· Recognise how data is transferred across the internet
· Explain how sharing information online can help people to work together
· Evaluate different ways of working together online
· Recognise how we communicate using technology
· Evaluate different methods of online communication

	VOCAB
	
	Computer
Technology
Mouse
Laptop
Screen
Keyboard
Trackpad
Click
Double-click
	Information Technology (IT)
Computer
Barcode
Scanner/scan
	Process
Output
Program
Digital
non-digital
connection
network
switch
server
wireless access point 
cables
sockets
	Internet
Network
Router
Security
Switch
Server
wireless access point (WAP)
 website
web page
web address
routing
web browser
World Wide Web
Content
Links
Files
Use
Download
Sharing
Ownership
Permission
Information
Accurate
Honest
Content
adverts
	System
 Connection
Digital
Input
Process
 Storage
Output
Search
search engine
refine
index
bot
ordering
links
algorithm
search engine optimisation (SEO)
web crawler
 content creator
 selection
 ranking
	Communication
 Protocol
Data
Address
Internet Protocol (IP)
Domain Name Server (DNS)
Packet
Header
data payload
chat
explore
slide deck
reuse
remix, collaboration
internet
public
private
one-way
two-way
one-to-one
one-to-many

	Creating Media
	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	Use digital devices to create media (pictorial or written).
	Digital Painting

· Describe what different freehand tools do 
· Use the shape tool and the line tools
· Make careful choices when painting a digital picture
· Explain why I chose the tools I used
· Use a computer on my own to paint a picture
· Compare painting a picture on a computer and on paper

	Digital Photography

· Use a digital device to take a photograph
· Make choices when taking a photograph
· Describe what makes a good photograph
· Decide how photographs can be improved
· Use tools to change an image
· Recognise that photos can be changed

	Desktop Publishing

· Recognise how text and images convey information
· Recognise how text and layout can be edited
· Choose appropriate page settings
· Add content to a desktop publishing publication
· Consider how different layouts can suit different purposes
· Consider the benefits of desktop publishing

	Alternative: PowerPoint Creation (NOT ON TEACH COMPUTING)

· Identify what a slideshow is and why they may be used.
· Recognise basic PowerPoint controls (text/design)
· Recognise how to copy, paste and edit images in powerpoint.
· Begin to produce a PowerPoint for a specific audience 
· Edit and adapt my PowerPoint
· Evaluate my PowerPoint. 
	Vector Drawing

· Identify that drawing tools can be used to create different outcomes
· Create a vector drawing by combining shapes
· Use tools to achieve a desired effect
· Recognise that vector drawings consist of layers
· Group objects to make them easier to work with
· Apply what I have learned about vector drawings
	Music Production

With guest teacher.


	VOCAB
	
	paint program
 tool
paintbrush
 erase
fill
undo
shape tools
line tool
fill tool
undo tool
colour
brush style
 brush size
 pictures
painting
computers

	Device
Camera
Photograph
Capture
Image
Digital
Landscape
Portrait
Framing
Subject
Compose
light sources
 flash
focus
background
editing
filter
format
framing
lighting

	Text
Images
Advantages
Disadvantages
Communicate
Font
Style
Landscape
Portrait
Orientation
 Placeholder
 Template
Layout
Content
desktop publishing
copy
paste
purpose
benefits
	Slideshow
Slide
Powerpoint
Copy
Paste
Audience
Selection
Edit
Adapt
Style
Font
Image
Browser
Text
Background
Resize
Rotate
	Vector
drawing tools
object
 toolbar
vector drawing
 move
resize
colour
rotate, duplicate/copy
zoom
select
align
modify
layers
order
copy
paste
group
ungroup
reuse
reflection
	

	Programming
	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	Use BeeBots

Begin to understand giving and following directions to achieve an outcome.

Sequence movement.
	Programming A – Moving a Robot

· Explain what a given command will do
· Act out a given word
· Combine forwards and backwards commands to make a sequence
· Combine four different direction commands to make sequences
· Plan a simple program
· Find more than one solution to a problem
	Programming A – Robot Algorithms

· Describe a series of instructions as a sequence
· Explain what happens when we change the order of instructions
· Use logical reasoning to predict the outcome of a program
· Explain that programming projects can have code and artwork
· Design an algorithm
· Create and debug a program that I have written
	Programming A – Sequencing Sounds

· Explore a new programming environment
· Identify that commands have an outcome
· Explain that a program has a start
· Recognise that a sequence of commands can have an order
· Change the appearance of my project
· Create a project from task description
	Programming A – Repetition in Shapes

· Identify that accuracy in programming is important
· Create a program in a text based language
· Explain what ‘repeat’ means
· Modify a count-controlled loop to produce a given outcome
· Decompose a task into small steps
· Create a program that uses count-controlled loops to produce a given outcome
	Programming B: Sensing Movement (FROM YR 6)

· To create a program to run on a controllable device
· To explain that selection can control the flow of a program
· To update a variable with a user input
· To use an conditional statement to compare a variable to a value
· To design a project that uses inputs and outputs on a controllable device
· To develop a program to use inputs and outputs on a controllable device


	Alternative: Microbit:Makecode
Programming for a Purpose
(NOT ON TEACH COMPUTING)

· Understand that a Microbit can be programmed to achieve different functions (Flashing Heart tutorial) AND Begin to use different inputs on a Microbit (Smiley Buttons tutorial/dice)
· Experiment with different inputs and outputs (Pet Hamster Tutorial).
· Understand how we can add code that allows us to communicate with other devices (Micro Chat).
· Use selection when programming. (Blow Away Tutorial).
· 
Debug and evaluate my code.



	VOCAB
	
	Bee-Bot
Forwards
Backwards
Turn
Clear
Go
Commands
Instructions
Directions
Left
Right
Route
Plan
Algorithm
program

	Instruction
 Sequence
Clear
Unambiguous
Algorithm
Program
Order
Prediction
Artwork
Design
Route
Mat
Debugging
decomposition

	Scratch
Programming
 Blocks
Commands
Code
Sprite
Costume
Stage
Backdrop
Motion
Turn
point in direction
go to
glide
sequence
event
task
design
run the code
order
note
chord
algorithm
bug
debug
code
	Logo (programming environment)
 Program
Turtle
Commands
code snippet
algorithm
design
debug
pattern
repeat
repetition
count-controlled loop
value
trace
decompose
procedure
	Micro:bit
MakeCode
Input
Process
Output
Flashing
USB
Trace
Selection
Condition
if then else
variable
random
sensing
accelerometer
value
compass direction
navigation
design
task
algorithm
step counter
plan
create
code
test
debug
	Micro:bit
MakeCode
Input
Process
Output
Flashing
USB
Trace
Selection
Condition
if then else
variable
random
sensing
accelerometer
value
compass direction
navigation
design
task
algorithm
plan
create
code
test
debug




