Computing Curriculum at Launde

Intent

Computing at Launde School intends to develop ‘thinkers of the future’ through a modern, consistent and relevant education in computing. We
want to equip pupils to use computational thinking and creativity that will enable them to become active participants in the digital world. It is
important to us that the children understand how to use the ever-changing technology to express themselves, as tools for learning and as a
means to drive their generation forward into the future.

Whilst ensuring they understand the advantages and disadvantages associated with online experiences, we
want children to develop as respectful, responsible and confident users of technology, aware of measures
that can be taken to keep themselves and others safe online.

Our aim is to provide a computing curriculum that is designed to balance acquiring a broad and deep
knowledge alongside opportunities to apply skills in various digital contexts. Beyond teaching computing

discreetly, we will give pupils the opportunity to apply and develop what they have learnt across wider
learning in the curriculum.

Our computing curriculum is high quality, well thought out and is planned to demonstrate progression

through the year groups. The curriculum we use for the teaching of computing is from the “Teach Computing’
Curriculum and covers all aspects of the National Curriculum. This scheme was chosen as it has been created by subject experts and based
on the latest pedagogical research. It provides an innovative progression framework where computing content (concepts, knowledge, skills and
objectives) has been organised into interconnected networks called learning graphs.

The curriculum aims to equip young people with the knowledge, skills and understanding they need to thrive
in the digital world of today and the future. The curriculum is divided into 3 strands: computer science,
information technology and digital literacy, with the aims of the curriculum reflecting this distinction.

Our curriculum for computing aims to ensure all pupils:

e can understand and apply the fundamental principles and concepts of computer science, including
abstraction, logic, algorithms and data representation (Computer science)

e can analyse problems in computational terms, and have repeated practical experience of writing
computer programs in order to solve such problems (Computer science)

e can evaluate and apply information technology, including new or unfamiliar technologies,
analytically to solve problems (Information technology)

e are responsible, competent, confident and creative users of information and communication

technology. (Digital literacy)




Despite not being explicitly on the Early Years Curriculum, we at Launde Primary School feel that it is important to give opportunities for
children to use technology in different forms from the first year that are at school. In EYFS, the children have a regular slot in the computer
suite and we teach the children basic skills, like turning on the computer, operating a simple programme, programming bee-bots. In the Early
years and beyond, children here at Launde are able to access interactive whiteboards during lessons. There is opportunity for children to use
ICT skills, for example in the shop they get to use a digital card machine and a till. All of these basic skills are in preparation for when they
move up through the school and their skills progress in each key stage and year group.

The most relevant statements for Computing are taken from physical Development, personal,
Social and Emotional Development, Understanding the World and Expressive Arts and Design

Implementation

We teach computing every week to ensure the skills development is regular and consistent.

We have a range of technology for the children to use to support their skills development. We
have class sets of ipads and two computer suites with desktop computers in, one in KS2 and
one in FS/KS1. Each teaching areas has an interactive whiteboard. We also have additional
computing hardware such as beebots, crumble kits etc to support the curriculum delivery. There
is a clear structure to the lessons where children are taught a new skill, have an opportunity to

practise and then apply their learnt skills.

A key part of implementing our computing curriculum is to ensure that safety of our pupils is paramount. We take online safety very seriously
and we aim to give children the necessary skills to keep themselves safe online. Children have a right to access safe online spaces and to
benefit from all the opportunities that a connected world can bring them, appropriate to their age and stage. Online safety and responsible use
of technology are topics covered in computing and PSHE lessons, assemblies and during events such as Safer Internet Day. We follow
Childnet's 'SMART with a heart rules' for safer internet use and posters can be found in all classrooms around the school.

All children are provided with Microsoft accounts which allow access to TEAMS. This enables children to access their homework remotely.
All pupils get an equitable offer to IT to complete research and homework tasks. Our pupils who are registered as pupil Premium have a
laptop computer allocated to them from Year 2 to Year 6. In EYFS and Year 1, the children have an ipad to use at home. All devises have the
correct safer use software installed.
Within Computing, we encourage a creative and collaborative environment in which pupils can learn to express and challenge themselves. The
success of the curriculum itself is assessed through the analysis of yearly progress data, lesson observations, pupil voice and skills audits.
This then informs future adaptions of the scheme of work and help to ensure that progression is evident throughout school alongside constant
review to ensure it is relevant to the children’s learning experiences.




Impact
In order to demonstrate that we have accomplished our aims, pupils at Launde Primary School will:

e Be enthusiastic and confident in their approach towards computing

e Present as competent and adaptable ‘Computational Thinkers’ who are able to use identified
concepts andapproaches in all of their learning.

e Be able to identify the source of problems and work with perseverance to ‘debug’ them.

- e Create and evaluate their own project work.
e Have a secure understanding of the positive applications and specific risks associated with a broad
range of digital technology
e Transition to secondary school with a keen interest in the continued learning of this subject.

Computing in EYFS

3-4 Years Personal, Social and Emotional Development * Remember rules without needing an adult to remind them
Physical Development » Match their developing physical skills to tasks and activities in the setting
Understanding the World » Explore how things work

Reception Personal, Social and Emotional Development » Show resilience and perseverance in the face of a challenge

« know and talk about the different factors that support their overall health and wellbeing:
» Sensible amounts of screen time

Physical Development » Develop their small motor skills so that they can use a range of tools competently, safely and confidently
Expressive Arts and Design » Explore, use and refine a variety of artistic effects to express their ideas and feelings
ELG Personal, Social and Emotional Development: « Be confident to try new activities and show independence, resilience and perseverance in the face of challenge
Managing Self » Explain the reasons for rules, know right from wrong and try and behave accordingly
Expressive Arts and Design: « Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function

Creating with materials




Computing Long term plan

Spring 1

Spring 2

Summer 1

Summer 2

Year 1 Technology Around Us Creating Media — Programming A — Data & Information — Creating Media — Programming B —
Digital painting Moving a Robot Grouping Data Digital Writing Programming Animations
Year 2 Computing systems Creating Media — Programming A — Robot | Creating Media — Digital Programming B — Data and Information -
and networks — IT Digital Photography Algorithms Music Programming quizzes Pictograms
around us
Year 3 Computing systems & Creating Media Programming A — Data and Information — Creating Media — Programming B — Events and
Networks — Sequencing Sounds Branching Databases Desktop Publishing actions Programs
Connecting Computers
Year 4 Computing systems Creating Media — Programming A — Data and Information — Creating Media — Programming B — Repetition
and networks — The Audio Production Repetition in Shapes Data Logging Photo Editing in games
Internet
Year 5 Computing systems Creating Media - Programming A — Data and Information — Creating Media — Programming B — Selection
and networks — Video Production Selection in physical flat file databases Introduction to vector in quizzes
systems and searching computing graphics
Year 6 Computing systems Creating Media - Programming A — Data and information — Creating Media - 3D Programming B — Sensing
and networks — web page creation Variables in games Introduction to Modelling Movement

Communication and
collaboration

spreadsheets

Lesson sequences of learning

Year 1




Hational Curriculum Links

Teach Computing Tazonomy

Education for a

- Copyright and ownership
- Health, well-being and lifestyle

- Copyright and ownership
- Health, well-Being and lifestyle

- Copyright and awnership
- Health, well-Being and lifestyle

- Copyright and awnership
- Health, well-Being and lifestyle

- Copyright and awnership
- Health, well-Being and lifestyle

- Copyright and ewnership
- Health, well-Being and lifestyle

L d

Mlaving a robat

- | can uze kwo different programs ko get ko the

English - writing

English - writing

English - writing

Englizh - writing

English - writing

English - writing

Te Sugge:
- - - - - - - - - - -
Gra d Ord Unit Ham: Less Learming Obizctives iteri 1 1 (1] D E P
- zan explain how theze technalogy cxamples
Computing systems help uz
1 1 and netwarks - 1 To identify technology - | zan explain technalogy 3z zomething that helps
Technology around uz
uz - | can locate examples of technology in the
classreom
Computing systems
1 1 ] e 2 “Taidentify a computer and itz main parks & fams e el [ &7 B GEM Ty
Technolagy arcund - | can switch on and log inke 2 computer
uz - | can use a mouse ko click and drag
Computing systems
1 1 and netwarks - 5 T uze v mause in different ways -l can click and drag to make ol::iccts on 3 sereen
Technolagy around -l can use 3 mouge ko create o pickure
uz - | can use 2 mouse ko open 3 program
Computing systems
and nekwarks - -l can save my work to 3 file
1 1 4 “Tauze 3 keyboard ta bype on 2 computer
Technolagy arcund ¥ P P - | can say what a keyboard is for
uz = | can tppe my name on a computer
Camputing systems
1 1 ] e = 5 T uze the keyboard ta edit kext Jeamedinline "
Technolagy arcund - I can open my work from a File
uz = | can use the arrow keys to move the cursor
Computing syztems -: can discuss Ilo\.r wc::cncfit F;ohm thcs-:l rules
1 1 and netwarks - & T ereate rules for uzing kechnalagy ) \ o ?::w Frmmf i ok,omc - tf e,e;uhe,I h
Technolagy around respansibly -1 can identify rules ta keep us safe and healthy
- when we are uzing technolagy in and beyond the
home
-l can draw lines on a screcn and explain which
q M toals lused
1 2 (Epeetiing et 1 “To deseribe what different frechand tools do |- 1 can make marks on 2 sereen and explain which Art and Dezign
Digital painking
tools Luzed
- | can uze the paink tools bo draw 2 picture
-1 zan make marks with the square and line bools
1 2 C.rt:'.\tlng '!M?‘n : 2 T uze the shape kool and the line kools - can uz¢ the shape and I!nc tools effectively Art and Diesign
Digital painking - | zan uz« the shape and line tools to recreate the
work of an artizt
Creating media - -To make careful chaices when painting 3 d & dieeas R B e AliEppes . q
1 2 Digi P 3 5 - | can create a pickurs in the style of an arkist Ark and Design
igital painting picture . .
- | can make: appropriabe colour chaices
colours to recreate the wark of an artist
Creating media - . - | zan say which tacls were helpful and wh i
1 2 g P 4 -To explain why | chose the tools | used i = F Y Atk and Design
Digital painking B 4 - I knaw that differenk paink toolz do different J
iebs
-1 zan change the calour and brush sizes
1 2 C.m:'.\tlng '!m:"n : 5 T uge 3 computer on my own ke paink 3 picturs | I can make dots of calour on the page X Art and Diesign
Digital painting - | can use dotz of colour bo create a picture in the
zyle of an artizt on my awn
-1 zan explain that pickures can be made in latz of
differznt wapz
1 2 C_le.ating lr\et_:lia - 6 -Ta campare painking a picture on a computer -1 can say whet_her | prefer painting uzing 2 At and Design
Digital painking and on paper compuker o uzing paper
- | can spot the differences bekween painting on a
compuker and on paper
et EE
-l can match 2 command to an cutcome
I 3 :.;og.rammlng & - 1 “To explin what 2 given command will do -1 can predick the eubcome of 2 command on 2
aving a rabat device
= Lcan run 3 command on a device
q -l can Fallow an instruction
1 <3 FresTRnlig & = 2 -Ta act aut a given word - I can give directions
Mloving 2 robot
= I can recall words that can be acted out
-l can compare fFarwards and backwards
f 3 Pragramming & - 3 -Ta combine: Forwards and backwards mlovtmcnt;. " .
Mloving 2 robot commands to make 3 sequence -l can pradict the autcome of 3 Sequence
invalving Forwards and backwards commands
=l can start a sequence from the same place
-l can compare left and right turns
i 3 Programming &4 - n T combine Four direction commands te make | ! <90 -:xpenglent i U eod) eve GEIEEt
Maowing 2 rabot Sequences te mave 3 rabat
- | can predict the oukcome of 3 sequence
invelving up to Faur commands
-l can chaose the order of commandzin o
Pragramming & - P Sequence
1 3 Moring = rabat B T plan 2 simple program o e e mp RS
- | can cxplain what my program should do
-l can identify several possibls zolutions
1 3 [FregRIing fb= =] -To find more than one solution bo a problem =l & [l Be presles

same olace




Diata and
informaticn -
Grouping data
Diaka and
infarmaticn -
Grouping data
Data and
infarmaticn -
Grouping data
Diatz and
information -
Grouping data
Diata and
infarmaticn -
Grouping data

Diata and
information -
Grouping data

=T label objects

=T identify that objectz can be counted

-Te deseribe objects in different ways

-Ta count objects with the same propertics

-Ta campare groups of abjects

-To answer questions about groups of abjects

=l can describe abjects using labels

- | can identify the label for 3 group of objects

= | can match objects ba qroups

-l can count a group of objects

- | can count objects

= | can qroup objects

=l can dezeribe an object

- | can describe a property of an object

- | can find obizctz with zimilar propertizz

-l can count how many objecks share 2 property
- | can group objectz in more than one way

= | can group similar objects

=l can choose how to group abjects

- | can dezcribe groups of objects

= | can record how many objects are in a group
-l can campare groups of objects

- | can decide how ko group objects o anzwer a
question

- | can record and share what | have found

- Copyright and cwnership

- Copyright and awnerzhip

- Copuyright and awnerzhip

- Copyright and ownership

- Copyright and awnership

- Copyright and cwnership

Creating media -
Digital writing

Creating media -

Digital writing

Creating media -
Digital writing

Creating media -
Digital writing

Creating media -
Digital writing

Creating media -
Digital writing

-To uze 3 computar ko write

-To add and remave text on a computer

-Teo identify thak the look of text can be changed
on 3 compuker

-Ta make careful choices when changing text

=Ta cxplain why | used the tools that | chose

-To compare: typing on a computer to writing on
paper

-l can identify and find keys on a keyboard

- | can open 3 word proceszor

= | can recognize keps on a keyboard

=l can enter text into 3 computer

= | can use backspace bo remove text

- | can uze lekter, number, and space kews

=l can explain what the keys that L hawe learnt
abaout already do

- | can identify the toalbar and use bold, ikalic,
and underling

= | can type capital letters

-l can change the Font

- | can select all of the kext by clicking and
dragging

= | can seleck 3 word by double-clicking

-l can decide if my changes have impraved my
writing

- | can say what toal lused ta change the kext
- | can uze 'unda’ bo remave changes

-| can explain the differences between typing and
writing

- | can make changes to text on a computer

- lcan zay why | prefer byping or writing

- Privacy and zecurity

- Privacy and zecurity

- Privacy and zecurity

- Privacy and security

= Privacy and security

- Privacy and security

Pregramming B -
Fragramming
animationz

Pregramming B -
Fragramming
animationz

Pregramming B -
Programming
animationz

Pregramming B -
Pragramming
animationz

Pregramming B -
Pragramming
animationz

Pragramming B -

Programming
animations

-Ta choose a command For a given purpose

-To show that a series of commands can be
joined tagether

-To identify the effect of changing a alue

-To explain that each sprits haz itz own
instructions

-Ta design the parts of a project

=To uze my algerithm ko create a pregram

-| can compare differznt programming toolz

- | can find which commands ko move 2 sprite

= | can use commands ba move 3 sprite

-l can run my pragram

- | can uze 3 Stark bBlock in a program

= | can use more than ane black by joining them
toqether

-| can change the value

- | can find Blacks that have numbers

= | can say what happens when | change a value
-l can add blocks to each of my sprites

- | can delete 2 zprite

- | can show thak 3 praject can include more than
ane sprite

-l can choose appropriate arkwork foar my project
- | can create an algorithm far each zprite

= | can decide how cach sprite will move

-l can add pragramming blocks based on my
algarithm

= | can tezt the programs | have created

= | can use sprites that match my design

Year 2




Computing systems
and networks - [T
around uz

Computing systems
and networks - M
around uz

Computing systems
and networks - T
around uz
Computing systems
and networks - [T
around uz
Computing syztems
and networks - T
araund uz

Computing systems
and networks - M
around uz

-Ta recogniss the uzez and Features of
infarmation technology

-To identify the uses of information technology
in the zchaal

-To identify information technology beyond
schoal

-To explain how information technology helps us

-To cxplain how to uze information technalagy
zafely

-To recognize that choices are made when uzing
information technology

-l can deseribe zome uzes of computers

- | can identify examples of computers

- | can idenkify that 2 compuker iz 2 part of M

-| can identify cxamples of T

- | can identify that zome [T can be used in more
than one way

- | can sark school T by what it's uzed For

-l can find examples of information technology

- | can sort [T by where it iz Found

- | can talk about uzes of information technalagy
-l zan demanstrate how IT devices work together
- | can recognize common types of kechnolagy

- Lzan zaw why we wze T

technalagy

- | can zay how rules can help keep me safe

- | can talk about different rules For using T

-| can explain the need to uze [T in different ways
- | can identify the choices thak | make when uzing
m

- | can uze [T For different types of ackivities

Creating media -
Diigial
phaotography

Creating media -
Digital
phatagraphy

Creating media -
Digital
phatography
Creating media -
Digital
phatography
Creating media -
Digital
phatagraphy

Creating media -
Digital
phaotography

-To use o digital device to take 3 phategraph

-To make choizez when taking a photograph

-To dezcribe what makes 2 good phatograph

-To decide how photographs can be improved

-Touse tawls ko change an image

-To recognize that photos can be changed

phata

- | can recognize what devices can be uzed to take
photographs

- | can talk abouk how ko bake 3 phatagraph

-l can explain the process of kaking 2 good
photograph

- | zan explzin why a photo looks bekter in
portrait or landscape Farmat

- | can take photos in both landscape and portrait
Farmat

-l can dizcusz how to take 2 good phatagraph

- | can identify what is wrong with 2 phatograph

- | can improve a photograph by retaking it

-l can experiment with different light zources

- | can explain why 3 picture may be unclear

- | can explore the effect that light has on 2 photo
-l zan expluin my chaices

- | can recognize thak images can be changed

- | can use 3 tool bo achieve 2 desired effect

-l zan apply 3 range of photography skillz ko
capture a photo

- | can identify which photos are real and which
hawe been changed

= | can recognise which photas have been changed

Programming A -
Fobot algorithms

Programming A -
Rabat algarithmsz

Programming A -
Robot algarithms

Programming & -
Raobat algorithms

Programming A -
Rabat algarithmsz

Programming A -
Raobat algorithms

-To describe 3 series of instructions 2z 2
sequence

-To explain what happens when we change the
arder of instructions

-To uze lagical reasoning to predict the cutcome
of 3 program

-To explain that programming projects can have
code and artwark

-To design an algorithm

-To create and debug 3 program that | have
Witk

-l can choose 3 series of words that can be
shacked a7 3 Fequence

- | can follow inztructions given by someone else
- | can give clear instructions

-l zan show the difference in outcames between
bwo sequences that conzizst of the zame
commands

- | zan use an algerithm to program a zequence on
a floar rabot

- | can use the same instruckions to create
different alqarithms

-l can compare my prediction ko the pragram
outcome

- | zan follow a sequence

- | can predict the aukcame: of o sequence

-l can explain the choices | made for my mat
dezign

- | can identify different routes around my mat

- | can test mp mat to make sure that it is usable

-| can create an algerithm to mect my goal

- | zan explain what my algarithm should achieve
-lcan use mu_:.lqorithm bo crake 3 pragram
task

- | zan put together the different parts of my
pregram
- | can test and debug each part of the program

- Health, well-being and lifestyle

- Health, well-being and lifestyle

- Health, well-being and lifestyle

- Health, well-being and lifestyle

- Health, well-being and lifestyle

- Health, well-being and lifestyls

Artand design

Art and design

Art and design

Art and design

Art and design

Art and design

- Felf-image and identity

- Belf-image and idenkity

- Belf-image and idenkity

- Felf-image and idenkity

- Zelf-image and identity

- Zelf-image and identity

Puzic

Pusic




Diaka and
informaticn -
Pictogramsz

Data and
information -
Pictogramsz

Daka and
infarmation -
Pictograms

Diatz and
infarmation -
Pictogramsz

Diaka and
informaticn -
Pictogramsz

Diata and
infarmation -
Pictogramsz

-Ta recognize that we can count and compare
objects using tally charts

-To recognise that objects can be represented
a5 pickures

=T create 3 pictagram

T select objects by attribute and make
CoOMParizons

-Ta recognize that peaple can be described by
attribukes

=T explain that we can prezent information
using a computer

-l can compare kotals in 2 tally chart

-l can record datain 3 kally chare

- | can represent a tally count as a katal

-l can enter data onko a computer

- | can uze 3 computer ta view data in a different
Format

- | can uze pickagrams ko ansywer simpls questions
about abjects

-l can explain what the pictogram shows

- | can organize daka in a tally chark

- | can uze 3 tally chark b0 create a pickeqram

=l can answer ‘mare than'flezz than' and
‘mestileast’ questions about an attribuke

- | can create 2 pickogram b arrange objects by
an attribute

- | can tally objects uzing 3 common attribute

-l can chawse 3 zuikable attribute ko compare
people

- I can callect the data | need

- | can create a pickogram and draw conclusions
From it

-l can give simple examplez of why information
should not be shared

- | can share what | have found out uzing 2
COmputer

- | can uze 3 computer program ko present
infaormation in different waps

Mlaths

Mlathz

lathz

Maths

Mlaths

Maths

- Privacy and security

- Privacy and security

- Privacy and security

- Privacy and security

- Privacy and security

- Privacy and security

Creating media -
Digital muzic

Creating media -
Digital music

Creating media -
Digital muzic

Creating media -
Digital muzic

Creating media -
Digital music

Creating media -

-To say how music can make us feel

=T identify thak there are patterns in muzic

-Ta experiment with zound uzing a computer

“Te uze 3 computer to create a musical pakkern

=T create music Far 3 purpase

“Tareview and refine our computer work

-l can dezeribe music uzing adjectives

- | can identify simple differences in picces of
muzic

- | can say what | do and don't like about a picce
of muzic

-l can create 3 rhythm pattern

- | can explain that music is created and played by
humanz

- I can play an instrument fallowing a chythm
pattern

-l can connect images with zounds

- I can relate an idea to a piece of music

- | can uze 2 compuker ko cxperiment with pitch
-l can explain how my music can be plaged in
different waps

- | can identify that music iz 2 zequence of nokes
- | can refine my muzical pattern oh 3 compuksr
-l can add 2 sequence of notes to my rhythm

-l can create o rhykhm which represents an animal
I'we chozen

= | can create my animal's rhythm on 2 computer
-l can explain how | changed my work

- I can listen vo muzic and dezeribe how it makes

- Copyright and ownership

- Copuright and awnerzhip

- Copuright and awnerzhip

- Copuright and awnerzhip

- Copuright and awnerzhip

- Copuright and ownership

Digital muzic me Feel
- | can review my work
[T o X 3 g v 0 T
£ B =T explain that 2 zequence of commands haz 2 A FUIILIGE LI 8 LI S L D bt
Pragramming - | can identify the stark of o sequence

quizaes

Pragramming B -
Pragramming
quizaes

Pragramming & -
Programming
quizass

Pragramming & -
Programming
quizzes

Pragramming B -
Pragramming
quizaes
Programming B -
Pragramming
quizaes

start

=T explain that 2 sequence of commands has an
ouboome

=T create a program using a given design

-Ta change 3 given design

=T create 3 program uzing my own design

-Te decide how my project can be impraved

- | can show how o run my program

-l zan change the cutcome of 2 sequence of
commands

- | can makch bwo sequences with the same
oukcome

- | can predict the outcome of 3 sequence of
commands

=l can build the sequences of blocks | need

- | can decide which Blacks to uze bo meck the
dezign

= | can work aut the actions of a sprite in an
algarithm

-l can choase backgraunds For the design

- | zan choose characters for the design

- | can create a program based on the new design
=l can build sequences of blacks to match my
design

- | zan choose the images for my own design
- | can create an algerithm

-l can compare my praject to my design

- | can debug my program

- | con improwe my project by adding features




Year 3

- - - - -

ve _ | Sugge! - -
Grg 4 Ord Unit Ham: i k-1 Criteria
Computing systems and
3 1 networks - Connecting To cxplain how digital devices Function ) el et Rl i el
computers - | can explain that digital devices produce cutputs
-l can fallaw a pracess
Computing systems and
3 1 networks - Connecting To identify input and cutput devices dlem dhepprkend e dizs
computers = | can describe 3 simple process
= | can design 2 digital device
) =l can explain how [use digital devices For different activities
Computing systems and Torecognise how digital devices can change | -1 230 recegnize similaritis batween uzing digital devices and non-digital
3 1 netirarks - Connecting [
; the way we wark ools
computers - | can suggest differences bebween using digital devices and non-digital
raols
5 . e S Do ceppftin e o @emprr pE e o s
EEd - SHhcEtind to share information -l can diztuzz why we need 3 network swikch
computers - | can explain how messages are passed through multiple cannections
= | can recognise different connections
s . Compu':ingés'stems_and To explore how digital devices can be -l can demanstrate how information can be passed between devices
networks - Connesting e il -1 can expluin the role of 3 switch, server, and wirelezs sccess pointin s
compukers network
= | can recognise that 3 computer network iz made up of 2 number of devices
= ting systems and a a
3 g °"‘P"k'"9 C" ems 2 Ta recognise the physical components of
networks - Connesting Gl -1 zan identify how devices in a netwark are connected together
computers -1 can identify netwarked devices around me
- | can identify the benefits of computer netyworks
3 . Creating media - Stop-Frame To cxplain that animation is a sequence of
animation g M it -l e ereste an sfFective fip bask—styls snimation
- | 2an draw 3 zequence of pictures
- | can explain how an animation'flip book works
5 2 Creating media - Stop-frame: -Ta relate animaked mavament with 3 zequencs
animation of images =l can create an effective stop-frame animation
- | can explain why littls changes are necded For cach frame
- | can predict what an animation will look like
5 2 Creating media - Stop-frame: Topl P
st =T plan an animation =l can break down 2 story into settings, characters and events
- | can ereate 3 starpboard
- | can describe an animation that is achievable on screen
5 2 Creating media - Stop-frame: -T= idzntify the need to work conziztently and
animation carcfully =l can evaluate the quality of my animation
- | zan review o zequencs of Frames ko check my wark
- | zan uz« enion zkinning to help me makes zmall changes betwson frames
5 2 Creating media - Stop-frame: T A di Pcrf
ahimation -To review and improve an animation -l can evaluate anather learner's animation
= | can explain ways to make my animation betker
- | can imprawvs my animation bazed on feedback
3 2 Creating media - Stop-frame =T evaluate the impact of adding other media to

animatizn

an animaticon

-l can add ather media boomy animation
= | can evaluate my final film

- | can explain why | added other media bo my animation

-

-

2

-
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Cross Currical =
ink:

=

- Copyright and ownership
- Managing anline infarmation

- Copyright and ownerzhip
- lanaging onling information

- Copyright and ownerzhip
- lanaging onling information

- Copyright and ownerzhip
- lanaging onling information

- Copyright and ownerzhip
- Managing enling infarmation

- Copyright and ownership
- Managing enling infarmation




Programming A - Sequencing
sounds

Programming A - Sequencing
sounds

Pragramming & - Sxquensing
sounds

Pragramming & - Sxquensing
sounds

Frogramming 4 - Sequencing
sounds

Programming A - Sequencing
sounds

-Ta explors a new programming <nvirenmsnk

-To idenkify that commands havs an autcams

=To explain that 2 program has a start

-Ta izt that 2 z&q) af dz can
have an erder

“To change the appearance of my project

“Ta creuke 3 project From 3 tazk dezcription

-l can explain that objsctz in Seratch have attributes [linksd ta]
- | can identify the objects in a Scratch project [sprites, backdrops)
= | can recognize that commands in Scratch are represented as blocks

-l 2an chease 2 word which dezerib ez an on-zeresn action for my plan
- | can create 3 program Fellowing o design
- | can identify that cach sprite is controlled by the commands | choose

=l can create a sequence of connected commands
- | can explain that the objectz in my project will respond cxactly to the cods
- L can stark a program in different ways

=l can combine sound commands
- | can cxplain what 3 sequence iz
- | an order nokes inko 3 sequencs

| can build 4 sequence of commands
-1 can decide the actions for wach sprite in 3 program
-1 can make desiqn choices For my artwork

-l <an identify and name the objects Dwill need For 3 praject
- | can implement my algorithm as code
= | can relate 3 kask description ko a design

Data and information -
Brranching databases

Data and information -
Erranching databases

Diata and information -
Eranching dutabazes

Dk and information -
Eranching databazes

Diata and information -
Eranching databazes

Data and information -
Brranching databases

-Ta creaks questions with pezing anzwers

“To identify the attributes needed ko collect data
about an object

“To create 3 branching database

Ta explain why it is helpful for 3 database to be
weell skruckured

“To plan the structure of a branching database

-Ta independantly areats an identification taal

-l can creats bwe groups of objects zeparated by one attribute
- | can investigate questions with pesing answers
- | can make up @ yesino question about a collection of objects

=l can arrange objects into a tree structure
-l can create 3 group of abjects within an cxizting graup
- | can select an attribuke bo separake objects inko groups

-l can group objects using my own yesine questions
- | ean zelect abjects ba srrsnge in 3 branching database
- | zan tezt my branching databazs ko see if it works

-l can compare twe branching database structures
-l can create pesino questions uzing given attribubes

= | can explain that questions need to be ordered carefully to split objects
inka gimilarly sized qroups

-l can create a physical version of 3 branching database
-l can create questions that will enable objects to be uniquely identified
= | canindependently create questions ko use in 3 branching database

-l <an create a branching dakabazs that reflectz my plan
-l can suggest real-world uses For branching databaszes
- | can work with 3 partner to test my identification tool




Creating media - Desktop
publihing

Creating media - Dazktop
publishing

Creating media - Deshtop
publiching

Crreating medis - Deskbap
publishing

Creating media - Deshtop
publiching

Crreating media - Desktap
publishing

~To recognize how text and images convey
information

-Ta recognise that text and lapaut can be edited

To chaose apprapriate page settings

Toadd content ko 3 deskbop publizhing
publication

To consider how different layouts can suit
diffarant purpeses

Ta conzider the bencfits of duzktop publizhing

-l can explain the differance betwoen text and images
- | can identify the advantages and disadvantages of using text and images
-l can recognize that text and images can communicate messages clearly

| can changs Font styls, size, and soleurs For 3 given purpess
- | zan edit text
- I 25 explnin that kexk can be changed ba communicate mare clearly

-l can create a template for 3 particular purpase
- | can define the term "page oricntation’
- | can recognize placeholders and say why they are important

-l can cheose the best locations For my content
- | zan make changes ko content after I've added it
- | can paste texk and imagqes bo create 3 magaaine cover

-l can choose 3 suitable lapout for 3 given purpose
-1 can identify different lagouts
- | zan match 2 lageut te a purpess

-l 2an compars work mads on dezktep publizhing to work <reated by hand
-1 can identify the uses of deskbap publishing in the real world
- | can say why desktop publiching might be helptul

Pregramming B - Events and
ackiens in programs

Frogramming B - Events and
ackions in programs

Pragramming E - Eventz and
actions in programs

Programming B - Events and
ackions in programs

Programming B - Events and
ackions in programs

Programming B - Events and
ackiens in pregrams

T cxplain how 3 sprite moves in an existing
praject

=T create 3 program ko move a sprite in Four
directions

-To adapt a program to anew context

To develsp my pragram by sdding Featurses

o identify and Fix bugs in a program

“To design and create a maze-based challenge

-l can choose which heys £o use for actions and explain my choices
-1 can explain the relationship between an event and an action
- | can identify 2 wan ke improve a pregram

-l zan choase 3 characker Far my praject
= | can choose a suitable size For 2 characker in a magae
- | can pragram movement

-l can choose blacks ko sek up my program
- I can canzider the real world when making design chaices
-1 25n uze 3 proqramming sxtension

-l can build mere sequences of cammands to make my design work
=l can choose suitable keys ko turn on additional Features
- | can identify additional Features [From a given set of blocks]

-l can mateh 3 piece of code bo 3n cutcome
- | zan madify 3 pregram uzing 3 dezign
- | can best 3 program against 2 given design

=l can evaluate my praject
-1 can implement my design
- | can make design cheices and justify them

- Copyright and awnership
- Managing onlin: information

- Copyright and swnerzhip
- Managing online information

- Gopyright and awnership
- Managing enlins infarmation

- Copyright and cwnership
- Managing anline infarmation

- Gopyright and awnership
- Managing enlins infarmation

- Copyright and awnerships
- Managing online information




Year 4

Computing systems and
networks - The Inbernet

Computing systems and
nekwearks - The Inkernet

Computing systems and
nekworks - The Inkernet

Computing systems and
nekworks - The Inkernet

Computing systems and
networks - The Inbernet

Computing systems and
nekwearks - The Inkernet

To describe how netwarks physically connect
to ather networks

o recognise how networked devices make up
thet inkrnet

-Ta cutling how wibszites can be shared via the
wwhorld Wwfide Web W)

-Ta dezaribe howr content can be added and
accessed on the World Wide Web W'

“Ta recagnise how the content of the W is
created by peaple

-To evaluate the consequences of unreliable
cnkenk

-l zan demaonstrats how infarmation iz shared across the inkernet
- | can describe the inkernet as a network of networks
= | can dizcuss why 2 network needs protecting

-l can dezeribe netwarksd devices and how they connsct

- | can cxphin that the internet is used bo provide many services

= | can recognise that the World Wide 'Web contains websites and web
paqs

=l can describe how to access websites on the Wi
-l ean dezeribe whers webzites are stared when uploadad to the Wi’
- Lean explain the bypes of media thak can be shared on the W

=l can explain that internet services can be used to create content online
- | 2an explain what mediz can be Found on websites
- | can recognise that | can add conkent o the S

-l <an explain that there are rulez bo protect conkent
- | can cxphin that websites and their content are created by people
= | can sugqest who owns the content on websites

-l can explzin that not everything on the Warld wide ‘web iz trus

- | can cxphin why | need £ think carefully before | share or reshare content
- | can cxphuin why some information | find online may not be honest,
aceurate, of legal

Creating media - Audic
preduction

Creating media - Audic
production

Creating media - Audic
production

Creating media - Audic
preduction

Creating media - Audic
preduction

Creating media - Audic
production

T identify that sound can be recarded

“To explain that audie recordings can be edited

To recognize the different parts of creating a
podeast project

“To apply audio editing skills independently

T combine audio to enhance my podcast
prajest

Ta evaluate the effective use of audia

-l can explain that the person who recards the sound can sap who is allowed
ko use it

= | can identify the input and output devices uzed to record and plag sound

- | zan uze 3 camputer b record audic

=l can dizcuss what sounds can be added to 3 podeast
- | can inzpect the soundwaves view to know whers to trim my re<arding
- | can re-record my voice to improve my recording

-l can explain how sounds can be combined to make 3 podeast more
<hgaging

- | can plan appropriate content For a podcast

= | can sawe my project so the different parts remain editable

| can impreowe my voice recordings
-l can record cantent Following my plan
= | zan review the quality of my recordings

-l <an arrang s multipls zounds ko <reats the cffect | wank

- | can cxphin the difference between saving 3 project and exporting an
audio file

- | can apen my projeck o continus warking on it

=l can choose appropriate edits to improve my podcast
- | 2an lizten ta an audio recarding b identify itz ztrengthz
- | can suggest improvements to an audio recarding

- Copyright and ovmner hip

- Copyright and cwnerhip

- Copyright and ownership

- Copyright and ovner ship

- Copyright and ovner ship

- Copyright and cwnerhip







Creating media - Photo editing

Creating media - Photo editing

Creating media - Phots «diting

Creating media - Phots «diting

Creating media - Phots «diting

Creating media - Phata editing

“Ta explain that the composition of digital
images can be changed

“Ta explain that colours can be changed in
digital images

“To explain how cloning can be used in photo

editing

-To cxplain thak imagez can be combined

-To combing images for 3 purposs

To cvaluate how changes <animprove an image

-1 zan cxplzin why | might crop an imags
-1 zan improvs animags by retating it
-1 enn uze phate cditing 2oftwars ka crap an imagqe

-l can cxperiment with different colour offects

-1 zan cxplain that different colour effctz maks you think and Feel different
things

- 1 ean explain why | chaze cerkain calaur sffects

-l zan 3dd ke the compazition of an image by claning
-1 can identify how 3 phots edit tan be improved
- 1 can remote parts of an image using <loning

| can xperiment with koolz bo zelect nd copy part of an image
-1 can explain why phatos might be edited
-1 can uze a range of taols to copy between images

-1 2an choose suitsble images Far my praject
-1 can create 3 project that iz 3 combination of ather images
=1 can degeribe the image | want to create

| can combine text and my image ta complete the praject
-1 can review images against a given criteriz
-1 can uze feedback to quide making changes

- Copyright and cwnership
- Zelf-image and identity

- Copyright and cwnership
- Zelf-image and identity

- Copyright and cwnership
- Zelf-image and identity

- Copyright and cwnership
- Zelf-image and identity

- Copyright and cwnership
- Zelf-image and identity

- Copyright and cwnership
- Self-image and identity

Programming B - Repetition in
games

Programming B - Repetition in
games

Programming B - Repetition in
qamez

Programming B - Repetition in
qamez

Programming B - Repetition in
qumes

Pragramming B - Repatitionin
gumes

“To develop the use of count-controlled loops in
a different programming environment

“To cxplain that in pragramming there are infinite
loops and count controlled loops

To develop a design that includes bwo o mare
loaps which run at the zams time

“To modify an infinite lacp in 3 given program

~To design 3 project that includes repetition

=T create 3 project that includes repetition

-l can list an everyday tack 35 3 set of instructions including repetition
=1 can modify 3 snippet of code ko create 3 given outcome
- can predict the outcome of 3 snippet of code

=l can choose when to use 3 count-contralled and an infinite loop

-1 can modify loops te produce 3 given cutcome

-1 can recognize that same programming languages enable mare than ane
process ko be run at once

=l can choose which action will be repeated For each object

=1 can cwaluate the effectiveness of the repeated sequences used in my
program

-1 can cxplain what the outcome of the repeated action should be

| can explain the cffect of my changes
-1 can identify which parts of 3 loop can be changed
=l can re-uze existing code snippets on new sprites

-l can develop my own design exphining what my project will do
-1 can evaluate the use of repetition in 3 project
=l can select bey parts of a given project bo use in my own desiqn

I can build 5 pragram that Follows my design
-1 can evaluate the steps | Followed when building my project
-1 an refins the algorithm in my desiqn




Computing sustems and
netwrorks - Systems and
zearching

Computing systems and
nekworks - Spskems and
scarching

Computing systems and
nekworks - Systems and
searching

Computing systems and
nekwarks - Systems and
zearching

Computing systems and
nekworks - Systems and
searching

Computing sustems and
netwrorks - Systems and
zearching

T explain that computers can be connected -l zan dezeribe that 3 computer zystem features inpuks, prodesses, and
tagether o Form spstems autputs

- | zan explain that computr syztems <ommunicats with other devices

- | ean explain that zystems are builk uzing 3 number of parts

Ta recagnize the role of computer zystems in
o e I can explain the benefits of a given computer system
-1 can identify tacks that are managed by computer oystems
-1 can identify the human slements of 3 computer syztem

“To experiment with search engines -l can campare results from different search engines

- | can make use of a web search to find specific infarmation
| can refine my web search

“To describe how search engines select results |y con explain why we need tools ko Find things online

-1 can recognize the role of web crawlers in croating an index
-l can relate a search term to the search engine's index

Te sxplain haw search rezults are ranked -l zan explain that 3 search engine Fallows rules ks rank results
-1 can give examples of criteria used by search engines ta rank recults
-1 can order 3 list by rank

Torecognise why the order of results is
important, and to whom - 2an dezeribe zome of the wayz that zearch rezultz <an be influcnced
- | zan explain how search cngines make mensay

- | ean recognize zome of the limitations of search engines

Creating media - Vides
production

Creating media - Vides
pradustion

Creating media - Video
preduction

Creating media - Video
production

Creating media - Video
production

Creating media - Vides
production

“To explain what makez 2 video effective I can compare Features in different videos

- | zan explain that video iz 2 visual media Fermat
- | can identify Features of videos

T identify digital davices that con record vides | | cun cuperiment with different camers angles

- | can identify and find Features on a digital video recarding device
- | can make use of a microphaone

“To capture video using a range of kechniques | ) con coprure video using 3 range of filming techniques

= | can review how effective my video is
- | can suqqest filming techniques for 2 qiven purpase

-Te ereate 3 steryboard =l can create and save video content

= | can decide which filming techniques | will use
= | can outline the scenes of my videa

“To identify that video can be improved through
reshooting and editing -| zan explain how to improve a video by rezhaoting and cditing
- | an zzlect the corrack kaals ko make edits to my video

- | ean skare, retricwe, and sxpark my recording ke 5 compuker

T canzider the impact of the chaices made | ean cvaluake my video and share my opinions
wwhien making and sharing 3 videa | zan maks sdits be my videe and impravs the Final cutcoms
74 that my chaicez when making = vidsa will impack on the

- Copyright and cvwnership

- Copyright and cvnership

- Copyright and cwmership

- Capyright and ownership

- Copyright and awnzrzhip

- Copyright and cvwnership

- Managing enline inFarmation
- Online relationship=

- Online reputation

- Self-image and identity

- Managing onling infermation
- Onlinz relatianzhips

- Onlinz reputation

- Ezlf-imag s and identity

- Managing cnline infarmation
- Online relationships

- Online reputation

- Solf-imags and idantity

- Managing cnline infarmation
- Online relationships

- Online reputation

- Self-image and identity

- Managing online infarmation
= Online relationships

= Online reputation

- Self-image and identity

- Managing enline inFarmation
- Online relationship=

- Online reputation

- Self-image and identity




Programming & - Sclection in
phyzical computing

Programming & - Sclection in
phyzical computing

Programming & - Sclection in
phyzical computing

Programming & - Selection in
physical computing

Programming & - Selection in
physical computing

Programming & - Selection in
physical computing

-To control a simple circuit connected to a
computer

-To write 2 program that includes count-
controlled loops

“Te explain that 2 leop can bs uzed be
repeatedly check whether o condition has besn
mek

“To decign 3 physical project that includes
selection

~To create 3 program that controls a physical
computing project

=l can create a simple circuit and connect it bo 3 microcontroller
-1 can explain what an infinite loop does
-1 can proaram u mirecentrallsr te maks an LED switch on

«| can conneck more than ohe GURRUE COMPonent o 3 microcontroller
- | can design sequences thak use count-controlled loops
- L can uzs 2 count-contrelled leop ko control outputs

-l can design 3 canditianal loop
- | can cxplain that a candition is cither true or false
- | can program a micrecentreller ke respond ko an input

-| zan cxplain that 2 cendition being met can ztart an action

- I can identify 3 condition and an action in my project

- | can uze selection (an 'iF...then..." statement) to direct the flow of o
RIeQram

-l can create a detailed drawing of my project
-1 can describe what my project will do
- | can identify 3 real-warld sxampls of 3 condition starting an action

-l can test and debug my project
- | can uze selection to praduce an intended outcome
- | can writs an algarithm that describes what my model will de

Diata and information - Flat;
databases

Data and information = Flat
databases

Data and information = Flat
databases

Data and information = Flat-file
databases

Data and information = Flat-file
databases

Data and information = Flat
databases

-Tauzea Form bo record infarmation

-To compare paper and computer-baged
databazes

Ta cutline how you can answer quastions by
grouping and then sarting data

=To explain that kools can be uzed ko select
specific data

Ta explain that computer programs can be used
to campare data vizually

“To use a real-world database to answer
questions

-l can create 3 database uzing cards
- | can cxplain how information can be recorded
- | can erder, ok, and qreup my data cards

I can chaese which Field to zort duta by ke anzwer 3 given queztion
- | zan cxplain what 2 field and o record iz in o dakabase

-1 can navigate 3 Flat-File database to compare different wews of
information

-l ean combine grouping and sorking te anzwer zpecific questions
-1 can explain that data can be grouped uzing chosen values
- | can aroup infarmation using  database

-l can choose multipls criteris to anawer a given question

-1 can choose which Field and value are required to answer 3 given question

- | can cutline hove "AMO" and 'OF can be uzed to refine data selection

I zan sxpluin the bencfitz of uzing 3 camputer ba craate charks
- | can refine 3 chart by selecting 3 particular filter
- | can select an appropriate chart ko vizually compare data

| can azk questions that will need mare than ons fisld b anzwer
- | can present my findings o 3 group
- | can refine a search in a real-world context




Creating media - Intredustion
ta wectar graphics

Cireating media - Introduction
to weckor graphics

Creating media - Intraduction
to vectar graphics

Creating media - Intraduction
to vectar graphics

Creating media - Intraduction
to vector graphics

Creating media - Intradustion
to wector graphics

-To identify that drawing teolz <an beuzed te
produce different cutcomes

Ta crauts 3 veckor draving by combining
shapes

“To uze bools bo achieve a desired effect

“To recognise that vector drawings consist of
layers

“To group objects to make them easier to work
with

To apply what | have learned about vector
drawings

-l can discuss how vector drawings are different from paper-based
drawings

- | 2an cxperiment with the zhape and line kaalz

- Lcan recoqnize that vector drawings are made using shapes

-l can explain that cach element added to a vectar drawing is an object
- Lcan identify the shapes used to make 3 vector drawing
- Lenn mawe, rezine, and ratake abjects | have duplicabed

-1 can expluin how alignment grids and resize handles can be uzed ta
improwe consistency

- Lean madify objects ta create a new image

- Lcan uge the 2oem teol ko help me 2dd detail to my drawings

-1can change the order of lapers in 3 vectar drawing
- Lcan identify that each added object creates a new lager in the drawing
- Lcan uze layering ke create an image

-lean copy part of 3 drawing by duplicating seversl objectz
- 1can recognize when | need ta group and ungroup objects
-l can reuse a growp of objects to further develop my vector drawing

-l can compars vecter drawings to frechand paint drawings
- Lesn creske u vector drawing For 5 specific purpase
- lcanreflect on the skills Thave used and why | have used them

- Gopyright and ewnership

- Copyright and cwnership

- Copyright and ewnership

- Copyright and cwnership

- Copyright and cwherzhip

- Copyright and wwnerzhip

Pragramming B - Szlection in
quinzes

Programming B - Sclectio
quinaes

Programming B - Sclection in
quizasz

Programming B - Sclection in
quizzes

Programming B - Selectio
quizzes

Programming B - Selection in
quizzes

-To expluin how zelection iz uzed in computer
pragrams

-Te relate that a conditional skatement connecks
a <ondition ko an aukzome

-To cxplain how selection directs the Flow of 2
pregram

Ta design a program which uzes selection

-To creats 3 program which uzez zelection

Ta eraluats my program

-1 <an identify conditions in 3 pregram
- | 2an madify o condition in 3 pregram
= Lcan recall how conditions are uzed in selection

-l can creake a program with different autcames using sclection
- Ican identify the condition and outcemes in an 'if.. then.. ¢lse.." stakement
- L2an uze zeleckion in aninfinits laop ta check 3 canditian

-1 can design the Flow of 3 program which contains ... then... el
- Lcan explain that program Flow can Branch accarding bo a condition
- 1 zan show that 2 condition can direct program Flow in ene of bwo wans

-1 can identify the outcame of usar input in an algorithm
- lcan outline a given task
- I<an uze 2 design Farmat ko outline my project

-1can implement my slgarithm ba create the fiese section of my program
- 1can share my program with athers
-l can tesk my program

-l 2an extend my pragram further
- 1 can identify the zetup cade | need in my pragram
-1 can identify ways the program could be improved




Computing syztems and
networks - Communication and
collaboration

Computing systems and
networks - Communication and
<ollaberation

Computing spstems and
nekwerks - Communication and
<ollabaration

Computing spstems and
nietworks - Communication and
collaboration

Computing systems and
networks - Communication and
collaboration

Camputing syztems snd
networks - Communication and
<ollaberation

To explain the importance of internet addresses

-To recegnize how data iz kransferred across the
inkernek

T expluin how shuting infarmation online can
help people to work togather

To evaluate different waps of warking together
anline

To recognise how we communicate using
technelogy

-To evaluate different metheds of enline
communicatian

-l can duscribe hotw computers use addresses b accuss websites
-1 <an axplain that internat devices have addresses
-1 an recoqnize that data iz bransferred using aqresd methods

-l can explain that all data transferred over the inkernet iz in packets
-1 esn explain that data iz transforred over nebwarks in packets
- | can identify and cxplain the main parts of a data packet

-| <an expluin that the internet allaws different media to be shared
= | can recognise how to access shared files stored online
-l can send information over the internct in different ways

-l <an explain how the internet enables offective collaboration

- Lasn identify differant ways oF working tagethar online

- | can recognize that working together an the internet can be public or
privats

-l e chaoss methods of communication b suit particular purposes
« | can exphain the different ways in which people communicate

-1 an identify that thers ars 2 varicky of wayz bo communicats over the
inkernet

-l can compare different methods of communicating on the internct
- | can decide when | zhould and should ot share information anlin:
- | can explain that communication on the internet may not be private

Creating medis - Wb page
<reation

Creating media - %eb page
creation

Creating media - Web page
sration

Creating media - Web page
creation

Creaating media - Wab pags
creakion

Creating media - %eb page
creation

T revicw an cxizking webszite and conzider itz
structure

-To plan the Features of 3 web page

To consider the ownership and use of images
[copyright]

“To recognise the need to preview pages

-To outline the need For a navigation path

“Ta recognize the implications of linking ta
conkent owned by other people

-l <an dizcuss the different bppes of media used on websites
-1 can explore 3 website
- | know that websites are written in HTRIL

-l e draw 5 web page lsypout that suits my purpoze
« | can recognize the common Features of 3 web page
- | <an suqaszt media bz include an my pags

=l can dezcribe what iz meant by the term ‘Fair use’
-1 can find copyright-frec images
- | zan say why | should uze copyright-fres images

-l can add cantent ko my own web page
- I can cvaluate what my web page looks ik on different devices and
sugqgestimake edits

- I can preview what my web paqe laoks like

| can describe why navigation pathz are useful
-1 2an explain what 3 navigation path iz
- | <an make multipls web paqes and link them uzing hupsrlinks

| can create hyperlinks b link bo other people's work
-1 <an evaluate the uzer experience of 3 website
- | can explain the implication of linking ta content owned

- Managing anlin infarmation
- Online reputation

- Managing enline information
- Online reputation

- Managing <nline informatian
= Online reputation

- Managing online information
- Online reputation

- Managing online information
- Online reputation

- Managing enline information
- Online reputation

- Capyright and swnerzhip
- Online refationships

- Copyright and awnership
- Online relationships

- Copyright and ownership
- Online relationships

- Copyright and ownership
- Online relakionzhip

- Copyright and awnerzhip
= Online relationships

- Copyright and awnership
- Online relationships




Programming A - Yariablez in
games

Programming 4 - Yariables in
games

Programming 4 - Yariablez in
qumes

Programming 4 - Yariablez in
games

Programming 4 - Yariables in
qamez

Programming A - Yariablez in
qumes

To define 3 “varizble’ a2 zomething that is
changeable

To explain why 3 variable is used in 3 program

Ta chaose how ta imprave 3 game by uzing
variables

T design 3 preject that builds ana given
exampla

Tauze my design ta create 3 project

Ta evaluate my praject

I <an <xpluin that the way 3 varisble changes can be defined
entify examples of information that iz variable
entify that variables can hold numbers or letters

-l zan explain that 3 variable haz 3 name and 2 ealue

-1 can identify 3 program variable az 3 placcholder in memory For a single
walug

= | can recoqgnize that the value of 3 variable can be changed

-l zan decide whers in 3 program ks changs o variable
- | can make use of an event in a program ko sct a variable
| can recognize: that the valus of 2 variable can be used by a pregram

-l can choose the artwork For my preject
- I esn creste slgerithms for my project
| can cxplain my deziqn choices

I can choosa 3 name that identifics the role of 3 variable
-1 can <reats the artwork Far my project
| can test the code that | have written

-1 2an identify ways that my game could be improved
- | can share my game with others
- | can uze variables be cxbend my gams

Diata and infermation -
Spreadshects

Diata and information -
Spreadshects

Doty and infarmation -
Spreadsheets

Diata and information -
Spreadshects

Data and information =
Spruadshests

Diata and information -
Spreadsheats

“To create a data setina spreadshect

-Ta build 3 dats zekin 3 zpreadzhect

T & expluin thak farmulaz can be uzed ba
produce calculated data

To apply Farmulas ta data

To creats 3 spreadshest ko plan an event

Ta choose suitable ways to present data

-l can callect daka
- I ean enber duts inta 3 zpreadzhest
- | can suqqest how to structure my data

I can 3pply an appropriate format ko a call
-1 can choese an appropriats Format For 3 cell
1 can explain what 3n ikem of dats iz

-l zan conztruct 3 Formuls in 3 2preadshest
- I can explain which data types can be used in calculations
- | can identify that changing inputs changes sutputz

-l can apply a formula to multiple cellz by duplicating it
-1 zan caleulte duts using different operstions
-1 can crate 3 Formula which includes 3 range of cells

| can apply 2 fermula ta calculate the data | need ba answer questions
- | can eaplain why data should be arganized
- | can uzs 3 spreadshect ko anawer questions

| can preduse 3 chart
- | can suggest when to use 3 kable or chart
- | can use a chart bo shotw the anzier o questions




Creating media - 30 Madzlling

Creating media - 30 Madelling

Creating media - 30 Madelling

Creating media - 30 Modelling

Creating media - 30 Modelling

Creating media - 30 Modelling

“To recognize that you can work in three
dimensions on 3 computer

To identify that digital 30 objects can be
modificd

To recognize that objects can be combined in o
30 model

To create 3 30 model For a given purpose

To plan my cwn 30 madel

To create my own digital 30 madel

-l can 2dd 30 shapes ko 3 project
-1 can mawe 30 shapes relative to one anather
-1 can view 50 shapes from different perspectives

-l can liftfower 50 objects
- can recolour 3 30 object
- | can resize an abject in three dimensions

-l can duplicate 30 objects
-1 can group 30 objects
- Lcan rotate objccts in three dimensions

| can accurately size 30 objects
-1 can combine 3 number of 30 objects
-1 cam show that placchelders can create holes in 30 objects

| can analyse 2 30 madel
-1 can choose objects to uze in a 30 madel
-1 can combine abjects in @ desian

-l can construct 3 30 model based on a design
-1 can cxplain how my 30 model could be impraved
- 1 can modify my 30 modsl bo improve it

- Privacy and zeaurity

- Privacy and zecurity

- Privacy and zecurity

- Privacy and security

- Privacy and security

- Privacy and security

Pragramming B - Senzing
movement

Programming E - Snsing
movement

Programming E - Snsing
movement

Programming B - ensing
movement

Programming B - Sencing
moyement

Programming B - Sencing
moyement

-Ta create 3 program ko run on 3 centrellable
devize

“To explain that zelection <an contral the Flaw of
aprogram

To update a variable with 2 user input

Ta use 3 conditional statement to compart @
variable to 3 value

“To design a project that uses inputs and
outputs on a controllable device

“To develop 3 pragram ko use inputs and
outputs on a controllable device

| can apply my knowledge of programming o 3 new environment
- | can kagk my pregram n an smulater
-1 can tranghur my prearam te a contrallable device

| can determine the flow of 4 program using selection
-1 can identify sxamples oF conditions in the real world

-1z use 3 variabls in an if, khen, elze stakement ko seleck the fow of 3
preqram

| can experiment with different physical inputs
- | 2an explain that checking 2 variabls dodzn't changs itz valuz
-l 2an uze o condition ko change o wariable

| can cxplain the impertance of the erder of conditions in elas, if
shatements

- | can medify 3 program ke schicvs 3 different outcome

- | can uze an operand [&.3. <310 an if, then stakement

-l can decide what variables ko include in 3 praject
-1 can dezign the slgerithm Far my praject
- | can deziqn the pragram flaw For my project

-l can creake 3 pragram based on my design
- | can test my program against my design
- | can use 3 range of approaches to find and fix bugs




