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Join Our Digital Leaders All Aboard Jobs Junction For A Journey Of Creativity &
Innovation, Developing The Power To Understand & Change The World.

Technology Terrace

Media Manor
Coding Corner
Data District

Media Manor

role in their early development and their success with computing in the future.

In EYFS there are opportunities for children to use a range of technology to solve problems and produce
creative outcomes. We recognise our youngest children's understanding of technology will play a vital

Information Technology O
Learners will become familiar with the different components of o dl ik Literacy@)

computer, & also start to consider how to use technology responsibly
(Online safety - Privacy & Security) @

Digital L-'erucy
to create their own digital paintings, whilst being inspired by a range of

Digital Artists will explore a range of creative tools, empowering artists
other artists. (Online safety - Seclf Image & Identity and Online
Reputation)

Programmers will learn to program using commands like loops and
events. Developing meaningful  collaboration,  problem-solving

techniques and persistence (Online safety - Online Relationships & @e:g'&‘@.

Online Bullying)

)
Learners will focus on IT in the home where they will explore how it

Information Technology()
benefits society in places such as shops, libraries, and hospitals. (Online Digital Literacy C)
Digital photographers will recognise that different devices can be used

to capture photographs and will gain experience capturing, editing, and [R5 Lu?ero(y@

improving photos. They will use this knowledge to recognise that images
they see may not be real (Online Safety - Selfiimage and Identity &

Statisticians will demonstrate their ability to sort objects into different
groups, based on the properties they choose and answer questions
about data (Online safety - Managing Online Information)

Digital designers will understand the various aspects of using a
computer to create and change text. (Online Safety - Health, Well-being
and Lifestyle & Copyright and Ownership)

Safety - Privacy and Security)

Online Reputation)

Programmers will discover more sophisticated coding through basic
programming, collaboration, investigation and critical thinking (Online
Safety - Online Relationships & Online Bullying)

Statisticians will begin to understand what data means and how this can

igital
be collected in the form of a tally chart. Learners will present data in the
form of pictograms and block diagrams and use this data to answer O @

QOO®E

Learners will be challenged to develop their understanding of digital Fiareslien Techno|ogyo
devices, with a focus on inputs, processes, and outputs, Computer Digital Literacy(@
scientists will then be introduced to computer networks that include

network infrastructure devices like routers and switches (Online Safety -
Privacy and Security)

Digital animators will use a range of techniques to create a stop-frame |[RIF1111 Li'cracy@

animation using iPads. They will apply skills to create a story-based
animation, adding other types of media such as text and music. (Online
Safety - Self-Image and Identity & Online Reputation)

Programmers will create programs with sequencing, loops and events, Computer Science @

They will investigate problem-solving techniques and create interactive —
'{l‘ @

questions. (Online Safety - Managing Online Information)

Digital musicians will moke patterns and use those patterns to create
digital music with digital tools. (Online Safety - Health, Wellbeing and
Lifestyle and Copyright & Ownership)

games that they can share. (Online Relationships & Online Bullying)

Statisticians develop an understanding of branching databases and
create one using attributes to sort groups of objects. Statisticians will
create physical and on-screen branching databases with an
identification tool. (Online Safety - Managing Online Information)

Desktop publishers will use software and consider careful choices of
font size, colour and type to edit and improve pre-made documents.
Learners will be introduced to the terms "templates’, ‘orientation’, and
‘placeholders’ and use them to support them in making their own
template for @ magazine front cover. (Online Safety - Health, Well.
being and Lifestyle and Copyright & Ownership)

Safe -
Digital Creativity
- Citizenship
Repectful

Digital : Computational
Citizenship : Thinking

Computer technicians apply knowledge of networks, to appreciate the [F{ETTTRF SRSy
internet as a system of networks which need to be kept secure. Learners [ 8 ETFETEE @

will explore the World Wide Web and evaluate the content. (Online

Safety - Privacy and Security & Managing Online Information) @ @

A study of input and output devices required to work with sound =
digitally. Sound engineers will discuss ownership of digital audio and

record audio themselves. They will produce o podcast to share with @

others. (Online Safety - Self Image and Identity)

Programmers will review loops and events and will develop their
. 4=
ez lelclele)

Digital Literacy @

understanding of algorithms, 'nested loops', ‘while loops', ‘conditionals’,
and more. (Online Relationships & Online Bullying & Online
Reputation)

A study of sensors to monitor the environment. Statisticians will collect
data as well as access data coptured over long periods of time.
Learners will use o computer and data loggers to collect, review and
analyse data.(Online Safety - Health Well. and Lifestyle)

Digital imaging editors will develop their understanding of how digital
images can be changed and edited, and how they can be resaved and
reused (Online Safety - Copyright & Ownership)

Computer networkers develop an understanding of computer systems (WCIEUERREE TEEET Gy
and how information is transferred between systems and devices. Pigital L““""Y@
children will take part in a collaborative online project (Online Safety -
Copyright and Ownership & Online Reputation)

Video Editors will learn how to create short videos in groups and
develop the skills of capturing, editing and manipulating video
(Online Safety - Self Image and |dentity)

Computer programmers are introduced to Sprites where they learn to
make fun, interactive projects. They learn more complex coding

including nested loops, functions and conditionals (Online safety - B

Online Relationships & Online Bullying) - kd

A study into how flat.file databases can be used to organise data.
Learners will create graphs and charts from their data to help solve
problems. (Online Safety - Privacy and Security & Managing Online

information)

A study of vector graphics. Digital artists will use different drawing tools
to help them create images by layering, grouping and duplicating
objects. (Online Safety - Health, Well-being and Lifestyle)

Networkers explore how data is transferred over the internet with a
focus on the structure of data packets. They will learn how the internet
facilitates online communication and collaboration. (Online Safety
Privacy & Security)

Website Designers are introduced to the creation of websites for a
chosen purpose. Learners will design and evaluate their own website.
(Online safety - Online Reputation & Self-lmage and Identity)

Programmers will learn to create a variety of Sprite Lab apps that
offer choices for the user. They will learn more advanced concepts
including variables and “for' loops. (Online Sofety - Online
Relationships & Online Bullying)

An intreduction to spreadsheets. Statisticians will create their own data
set and use formulas to calculate data. (Online Sofety - Managing
Online Information & Copyright and Ownership)

Computer Aided Designers will develop their knowledge and
understanding of using @ computer to produce 3D models. (Online
Safety - Health, Well-being and Lifestyle)

Abstraction

Information Computer
Technology Science
Digital e
Ll'eru(y

Algorithms ,é‘
4 b

Programming
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VN . A Ticket For A Journey Of Creativity & Innovation, Developing The Power To
= w-',w T Understand & Change The World.

Gavrerkete Digital
be s Dgital Laader Ctbzemhp  Gitaonhp

@"‘E""?@ From novice to experf
—

[—

— Inf - Campater Soenee 1‘,“.,
T"’N'm Digital Literacy

[ Abetraction Aonther "wm-!

.....

Learners will demonstrate their
knowledge and skills by
communicating, thinking and

Develop knowledge and
understanding of the

three main pillars of tiona| being a responsible digital
progression: Q\“’a 777/}, citizen.
computer science, pute rsS CJ. 0(0 4/,) Scaffolds, worked examples and
e/) O < breaking down complex

information technology 00
and digital literacy.

problems will all ensure that
learners are successful and
reduces cognitive load.

G ngage in problem solving
including logical thinking,
algorithm thinking,
pattern recognition and
more.
Understand that it is an
‘approach to solving
problems in a way that can
be implemented with a
computer.

Develop knowledge of computers
and computation including data,
system architecture, algorithms &
programming.
Understand that it is the core of
computing and underpins all
other learning within the
computing curriculum.
Build secure foundations of
nowledge to understand &
interpret.

o.\g;\ta\ Literag,

Actively engage in e-Safety,
demonstrating their
knowledge of how to use

Secure conceptual

digital devices safely and
knowledge and effectively.
understanding through Carefully planned e-Safety

lessons enable learners to

r f
learning key facts, build om prior knowledge.

rules and principles as
well as the relationship
between them-
‘Knowing that’

Develop knowledge of digital
artefacts (digital objects made
by humans) & computing
contexts (how computing has
played a significant partin
history & transformed our
daily lives).
Produce their own digital
artefacts e.g. spreadsheets,

Apply their knowledge of
computer science through
writing code to solve
problems. Develop strong
mental models to
comprehend programs

Secure procedural
knowledge of the
methods and
processes that can be

based on their conceptual performed e.g.
knowledge. Conducting a search
effectively -

‘knowing how’.
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The national curriculum for computing aims to

ensure that all pupils:

«* can understand and apply the fundamental
principles and concepts of computer science,
including abstraction, logic,
algorithms and data representation

'« can analyse problems in computational
terms, and have repeated practical experience

of writing computer programs in order to solve

such problems

"+ can evaluate and apply information
technology, including new or unfamiliar
technologies, analytically to solve
problems

.* are responsible, competent, confident and
creative users of information and
communication technology.

Purpose of study: A high-quality computing education
equips pupils to use computational thinking and
creativity to understand and change the world.

Computing has deep links with mathematics, science, and

~|design and technology, and provides insights into both
natural and artificial systems. The core of computing is
computer science, in which pupils are taught the
principles of information and computation, how digital
systems work, and how to put this knowledge to use
through programming. Building on this knowledge and
understanding, pupils are equipped to use information
technology to create programs, systems and a range of

content. Computing also ensures that pupils become

| digitally literate — able to use, and express themselves
and develop their ideas through, information and
communication technology - at a level suitable for the
future workplace and as active participants in a digital
world.

Key stage 1

Pupils should be taught to:

Computing -Overview and Key Stage 1 & 2 subject content

-0
\_J

Jobs Junction
e

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

=

@

create and debug simple programs Respectful
: - : . . Communicate Digital  Safe Digital
use logical reasoning to predict the behaviour of simple 8¢ 2 Digital Leader Citizenship  Citizenship

ER LT Concepts

use technology purposefully to create, organise, store, D o @
manipulate and retrieve digital content o

recognise common uses of information technology | o Q Capen

beyond school ik cmetiin Computer Science  Thinking

use technology safely and respectfully, keeping personal Technology  Digital Literacy

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.

Key stage 2

Pupils should be taught to develop their techniques, including their

» design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems;
solve problems by decomposing them into 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 correct errors in algorithms and
programs

* 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

» 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.

Bea Digital Leader
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Year 1- Computer Systems & Networks (Technology Around

Information Technology -

Recognise common uses of

information technology

beyond schools

-
Digital Literacy - Use -
technology purposefully to
create, organise, store,
b —
—
-

Step 3

What is the purpose of a mouse?

_ _ How can | use a keyboard to edit text?
manipulate and retrieve

digital content What is technology? | What makes a good/bad password? Who can he|p me?

What is a password?

Use technology safely and

respectfully, keeping personal - . Digifcl Leaders know what the term 'fechnology' means. ) Dlgltal Leaders know the PHEERaE of a mouse and ) DlglfCll Leaders WI” be able to open work

the different types that can be used

information private; identify saved from a previous lesson

for hel o - . s
xhere to go for wp arid - Digital Leaders will use their fingers and the

« Digital Leaders will classify what is and what is not
technology in their school and classroom using post it notes
label.

+ Digital Leaders know how technology helps us ir i ferent @

ways and use showbie to match statements.

- Digital Leaders will use the space bar and

support when they have
'Sketches School' app to tap and drag to create

concerns about content or

backspace button to edit and delete text

contact on the internet or

ictures
other online technologies. P

— J \.\
N e \
= . ~
— ] s
P e ®r
" | Yol | ———
- Y~

=
v

’
J

Online Safety (Privacy & :
. Security) - Explain how

.| passwords are used to protec
| information, accounts and
devices. Recognise more
detailed examples of
: information that is personal
to someone. Explain why it is
important to always ask a
trusted adult before sharing

any personal information

What are the main parts of a computer?

e L How do | use technology responsibly?
pring, Seongng ™ When might a password be really important?

th I thers.
RS A - Apple Ambassadors will share our pupil acceptable use

policy |
- Digital Leaders know rules to keep us safe and healthy

and laptop computer. @

- Digital Leaders will use 'Sketches School' to type

(N
.

-Digital Leaders will practice turning on/off their i{

when we are using technology in and beyond home

-Digital Leaders will use interactive coding games their name on their device

(o)

- Digital Leaders will give examples of some of these rules

- Digital Leaders know how we benefit from these rules @

- Digital Leaders will Learn to save and upload 7"
their work to 'Showbie' »238%5995e % ¢

code.org to practice tapping and dragging skills

Key Vocabulary

® Technology, computer,

L mouse, trackpad, T
s keyboard, screen,

- typing

o




Year 2- Computer Systems & Networks
Around Us

Step 3 IH-'D (!j* .

How do | use in ormahon fechnology eyond our school

Information Technology -
Recognise common uses of

information technology

beyond school

_ﬂn_frmation Technoloc

Digital Literacy - Use Si-ep I r‘»",
technology purposefully to ‘...

Sfep5 """ @ ﬂ .

Can | explain how to use information fechnology safely?

K
_ create, organise, store, What is lnfOmeflOﬂ fechnology’ ? How can we use information technology safely?
manipulate and retrieve hat i . . .
g : 5 what is personal information and how can it be shared
digital content. What is a password and where do we use them? line? - Digital Leaders know the different uses of

- online?
: Hse technalony sty ond . Digital Leaders know different types of computers - Digital Leaders know examples of IT in the wider 'n'ioml‘cxonbfeChndOng i .

respectfully, keeping - Digital Leaders will use the Popplet app to describe some world S ARPIEAMDASIaUOrs WILL STare (aCcepidie Use
. personal information uses of computers - Digital Leaders will sort IT using Powerpoint based on policy

| private; identify where to go where it is found - Digital Leaders will talk about rules for using IT

- Digital Leaders know that a computer is a part of
for help and support when

- DlglfCIl Leaders know the uses of IT in the wider world - D|g|fql Leaders know why rules help keep us SG’FQ

Information Technology

¢ they have concerns about

~ content or contact on the

internet or other online

technologies.

Online Safety (Privacy &
Security) - Explain how
passwords are used to protect
information, accounts and

devices. Explain and give
examples of what is meant by
‘private’ and 'keeping things

Step 6 H:I

How can we use in ormahon technology in different ways?

Step 4 u-li @ ‘l "IMINNH

What are the benefits of using information fechnology in the

wider world? :
How can we keep things private online?

- Digital Leaders know the common types of technology

private’. Describe and explain

: How do | use information technology in our school ?
some rules for keeping

?
e e What makes a strong/poor password? What are the features of a connected device?

Explain how some people may

hivs devices tn-thitr Tosnes -Digifql Leaders know examples of - Digital Leaders will Identify choices that they make when

using IT

connected to the internet and

- Digital Leaders will complete an IT hunt in school

give examples - Digital Leaders know how IT devices work together in the form

- Digital Leaders will complete the Digital 5 a Day

- Digital Leaders will sort IT by what it's used for of'a shiop:#ill

www.childrenscommissioner.gov.uk/our-work/digital/5-a-day

- Digital Leaders know that some IT can be used in - Digital Leaders will engage in role play using a barcode . R
} _ , : - Digital Leaders know the need to use IT in different ways
hare then ofie way \ scanner, till and receipt machine

- Digital Leaders know why we use IT and the benefits

Be

Key VOCCIbUIClry — \ : Y 4 I{Imd‘ul‘Conne(t

i ' S Giveto )
Information | N | others

Pesos

Technology , ~ | i

Computer , barcode,

scanner/scan



Computer Science - use
sequence, selection, and
repetition in programs; work
with variables and various
forms of input and output.

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

Information Technology -
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.

Online Safety (Privacy &
Security) - Describe simple
strategies for creating and
keeping passwords private.
Give reasons why someone

should only share
information with people they
choose to and can trust.
Explain that if they are not
sure or feel pressured they
should tell a trusted adult.

Describe how connected

devices can collect and share

E
|
E

anyone's information with
others.

Social Media/Gaming Focus
- Minecraft

Key Yocabulary

m Digital device, input, process,
output, program, digital, non-

= digital, connection, network,

a network switch, server, wireless

@ access point

Year 3 - Computer Systems & Networks

(Connecting Computers)

B \-3"5 ; “i

Step 1 @' =)

How does a digital device work?

How are computers connected?

How do digital devices help us?

Wik tifuimtiun Tor ohich giafile? What are the risks of using a digital assistant?

Whaf makes a Sfrong pqssword? - DIngGl Leoders WI“ engage in ro|e-p|oy to recognise thf a

- Digital Leaders know how digital devices are used for a computer setwork 1k made:upsafainumberof devices

range of activities - Digital Leaders know how information can be passed between ™

- Digital Leaders know that digital devices accept inputs

- Digital Leaders will recognise similarities and differences Jovteas

- Digital Leaders know that digital devices produce outputs

between using digital devices and non-digital tools - Digital Leaders know the role of a switch, server and wireless

- Digital Leaders will follow a process and then create their

- Digital Leaders will use paper and pens to create a drawing access point in a network

own input, process and output and compare this to a digital drawing they complete using

Sketches School App

Step 4 (3 @b

How am | connected?

What is the key to using digital assistants?

- Digital Leaders will classify input and output devices through a

How can we stay safe when using minecraft?

What parts make up a digital device? What does our school network look like?

When is it ok to share?

- Digital Leaders will engage in a video tour of the

sorting Venn diagram activity - Digital Leaders know different connections

school to locate networked and wireless devices

- Digital Leaders know how to describe a simple process x Digi’ral Leaders know hOW messages are pCISSQd ) Digitol Leoders know |'10W T " T | S
- Digital Leaders will design their own digital device that has inputs,

through multiple connections

processes and outputs connected fogether

- Digital Leaders know why we need a network - Digital Leaders know the benefits of computer

switch networks




Computer Science - 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

Year 4 - Computer Systems & Networks (The
Internet)

Sees @@ @ ©

What can be shared on the World Wide Web?

How do we keep personal information private onlin.

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

Step 5

Who owns the web? -

How do networks physically connect to other networks?

: ?
Are you a privacy pro’ - Digital Leaders know the types of media that can be

shared via the World Wide Web (WWW)
- Digital Leaders know where websites are stored when
uploaded to the WWW

- Digital Leaders will be able to access websites on the

WWW

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

- Digital Leaders know that websites and their

- Digital Leaders will use role-play to describe the internet as content are created by people

a network of networks - Digital Leaders know who owns the content on

- Digital Leaders will demonstrate, through role-play, how

Information Technology - Select, we bS ites

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.

information is shared across the internet - Digital Leaders know that there are rules to

- Digital Leaders know why a network needs protecting protect content

Online Safety (Privacy &
Security) - Describe strategies for
keeping personal information
private, depending on context.
Explain that internet use is never

LB fully private and is monitored.
Describe how some online services
may seek consent to store
information. Understand the
digital age of consent and the
impact this has on online services
asking for consent.

.

/-\‘\_ - N

CRONCT

What is the internet made up of?

What is a website?

Can | believe what | read?

(:::;9::"?'::";;:’%'"‘::2 Why do we share personal information online? Should people be able to watch what you're doing all of the
make o judgement about . Digitol Leciders kniow how ¥ describe nebworked devices o time? - Digital Leaders know that not everything on the
accuracy. Explain w s mean i e ? =
B ke ey Dot e o how they connect - Digital Leaders know what media can be found on .;; WWW is true
by fylng whea onlies estant - Digital Leaders know how to explain that the internet is used websites - Digital Leaders know why some information they

has been commercially sponsored

or boosted. Describe how fake to provide many services - Digifcl Leaders will use 'Chrome Music Lab' to add : :
o s e e o _ . %) find online may not be honest, accurate or legal
R ey - Digital Leaders will explore websites and web pages - content to the WWW

- Digital Leaders know that the World Wide Web contains bot i Digital Leaders know Why 1.hey need to think

| - Digital Leaders will use ncce.io/paintbox to explain tha
\\.\\‘\' 'I‘,,/’

carefully before they share or reshare content

websites and web pages internet services can be used to create online content

Key Yocabulary

Internet, network security, network / T
router, network switch, server, wireless AR
access point (WAP), website, web page,

W  web address, routing, web browser,
m world wide web, content, links, files,
use, download, sharing, ownership,
permission, information, accurate,
honest, adverts
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Year 5 - Computer Systems & Networks (Systems &

Computer Science -
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

Searching)

-~
.

.

step 3 (@) @ & @

How do | effectively use a search engine?

Step 5 (@) A = @
K 2 @& @& 4
DightallLierory - Explotn How are search results ranked? /
how search engine rankings
are returned and can

explain how they can be

Sasasiy Why do apps collect information?

How do digital systems work?

>

i ?
When is it acceptable to use the work of others? How do | stay safe when using snapchat?

- Digital Leaders will make use of a web search - Digital Leaders will order a list by rank

Online Safety (Privacy &
Security) - Explain how
many free apps or services

- Digital Leaders know that systems are built using a number of parts to find specific information

- Digital Leaders will design their own web page

- Digital Learners will describe input, process and output by designing

- Digital Leaders will refine a web search and explain how search engines follow rules to

LARRARRRRARSY gt

may read and share private their own digifo| feddy bear Diqit I L d ” 3 If F k |f
: - 1Igita eaders will com re resuiltrs rrom
i"‘:";?;;:"w:::':::'“ B - Digital Leaders know that computer systems communicate with other g P Selab S UL
‘ - - - - - -
. Bariilsalons aie ahd give | devices and will explore Amazon Smart Lockers different search engines - Digital Leaders know examples of criteria used

some examples by search engines to rank results

=
\
.

(Copyright & Ownership) -
Assess and justify when it is
acceptable to use work of
others. Give examples of

: content that is permitted to
be reused and know how
this content can be found
online.
. (Online Reputation) -

Learners are aware that a
person's online activity,
history or profile will affect
the type of information
returned to them in a
search or on a social media
feed, and how this may be What do apps do with our personal information?
intended to influence their
beliefs, actions and choices.

Why are search engines necessary?

How do computer systems help us?

How are searches influenced?
How do | stay safe when using TikTok?

- Digital Leaders will identify tasks that are managed by - Digital Leaders know some of the ways that search

- Digital Leaders will compare searching online and using an

computer systems (pedestrian crossings & Argos Collection results can be influenced

Point)

- Digital Leaders know the human elements of a computer

Social Media/Gaming Focus
- TikTok, Snapchat

B

encyclopaedia and then discuss why we need tools to find things online

- Digital Leaders know the role of web crawlers in creating - Digital Leaders know some of the limitations of

an index search engines

System - Digital Leaders will relate a search term to the search

- Digital Leaders know the benefits of a given computer system i DlglfOI Leaders know how search ehgmes make

engine's index
money ud

Key Yocabulary

= System, digital, process, input, output,
connection, search, search engine,
refine, index, web crawler, bot,

W ordering, ranking, links, algorithm,
m search engine optimisation (SEO),
- content creator, selection




Computer Science -
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

A | P! CORCIN(Y)

and responsibly; recognise
acceptable/unacceptable What is necessary for effective communication?
behaviour; identify a range of

Year 6 - Computer Systems & Networks

(Communication & Collaboration)

Step 3 '1v; Q . Step 5 . =) (@

How can we work together when we are nof in the same location? How do we communicate using techno ogy?

LN

How do | stay safe when using snapchat?

Can you always trust the contents of a message? l@y'

ways to report concerns about Would you use the same password for every app/game? ~
content and contact - Digital leaders know how to access shared files st - Digital Leaders know the different ways in which people
Information Technology - - Digital Leaders know that data is transferred using agreed online communicate
Select, use and combine a methods - Digital Leaders will send information over the internet - Digital Leaders know that there are a variety of ways to

variety of software (including
internet services) on a range

communicate over the internet

of digital devices to design - Digital Leaders know how computers use addresses to access - Digital Leaders will use the 'Popplet' app to create a mind

and create a range of
programs, systems and content
that accomplish given goals,
including collecting, analysing,
evaluating and presenting |
data and information '

- Digital Leaders know that the internet allows different
map of methods of communication to suit particular purposes

- Digital Leaders know that internet devices have addresses I in different ways (Using Showbie and Google Jamboard)

website and will use nslookup.io to find IP addresses for websites media to be shared

-
b

_.!

Online Safety (Privacy &
Security) - Describe effective

ways people can manage
passwords. Explain what to do

if a password is shared, lost or
stolen. Describe how and why
people should keep their

software and apps up to date. ‘
Describe ways in which some Si'e p 2 .

online content targets people
to gain money or information

illegally.

() IR

What are the risks if software is not kept up-to-date? &

What is a data packet?

Social Media / Gaming Focus -
Snapchat, TikTok

-<

How do | stay safe when using TikTok?

. Digial Leaders krow Hie maln portsof 6 datas - Digital Leaders will compare different methods of

- Digital Leaders know different ways of working together online : ; .
communicating on the internet

packet

- Digital Leaders know that working together on the internet can

- Digital Leaders know when they should and should

be public or private

- Digital Leaders know that data is transferred

: - Digital Leaders will use 'Scratch' to remix someones work and : : '
over networks in packet not share information online

explain how the internet enables effective collaboration

- Digital Leaders know that all data transferred - Digital Leaders know that communication on the

over the internet is in packets internet may not be private

Key Yocabulary

Communication, protocol, data,
address, internet protocol address (IP),
domain name server (DNS), header,

W packet, data payload, reuse, remix,
m collaboration, internet, public, private,
o one-way, two-way, one-to-one, one-to-
many
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Digital Literacy - Use
technology purposefully to
create, organise, store,
manipulate and retrieve
digital content

Can | make careful choices when painting a digital picture ? !

What do we mean by personal information ?

Online Safety (Self Image
& ldentity) - Recognise
that there may be people
online who could make
someone feel sad,
embarrassed or upset.
Give examples of when
and how to speak to an
adult and how they can
help. (Online Reputation) - Superhero
- Recog.mse that VA ARYERN S '

information can stay
online and could be
copied. Describe what » h' L
information they should
not put online without
asking a trusted adult
first.

Hiow ccili:we: palist usltig comibuters? Can | independently create my own digital image? '
7

How can information be shared online?

Who can help if something ever worries or upsets you online? - Digital Leaders know who Henri Matisse is and can

describe his work - Digital Leaders will us digital tools to make dots of

« - Digital Leaders will use the 'Sketches School' app to make marks on a - Digital Leaders will choose appropriate shapes colour
screen and explain which tools they used

-Digital Leaders will make appropriate colour choices - Digital Leaders will change colour and brush sizes

« - Digital Leaders will draw lines on a screen and explain which tools they

- Digital Leaders will use Sketches School app to create a -Digital Leaders will use dots and colour to create a

used

digital picture in the style of Henri Matisse picture on Sketches School in the style of Georges

« - Digital Leaders will use 'Sketches School' to create a picture of a

Seurat

How can | create a digital art with shapes and lines?

Can | compare painting a picture on paper and on a computer?

What tool should | use to create digital art?

How long does information stay online for ? What do we mean by a trusted adult?

What information shouldn't | share online?

- DlglfCII Leaders WI” mCllv(e ma rI(S Wlfh - Digital Leaders know that pictures can be made in lots of

-Digital Leaders know the different paint tools that can be used
and what jobs they do

- Digital Leaders will choose appropriate paint tools and colours

: ? different ways
shapes and lines effectively

-Digital Leaders will use the Sketches
School app to recreate the work of Piet

Mondrian

T

- Digital Leaders will create a piece of pointillism artwork using

to recreate the work of Wassily Kandinsky paper and acrylic paint

- Digital Leaders will know which tools were helpful and why - Digital Leaders know the difference between painting on « B

computer and on paper '
- Digital Leaders will say whether they prefer painting using a¥

computer or using paper

Key Yocabulary

Paint, program, tool, paintbrush,
erase, fill, undo, Piet Mondrian,
primary colours, shape tools, line
tools, undo tool, Henri Matisse,
shape tool, fill tool, Wassily
Kandinsky, feelings, colour, brush
style, Georges Seurat, pointillism,
brush size, pictures, painting, M

computers, like, prefer, dislike




Digital Literacy - Use
technology purposefully to
create, organise, store,

manipulate and retrieve

..," "" ”*:'A‘-"‘-‘,’NP
N ’ I,
’r;, 7‘::“1 ﬁ‘?"’.{::\\ii

digital content.

Use technology safely and
respectfully, keeping
personal information private;
identify where to go for help
and support when they have
concerns about content or

Siep 5 e'i li-ll U

Can | use tools to change an image?

Can | explain what makes a good photograph?

How can we use digital devices to take photographs?

How can you ask for help? What would you say? Can people share information about me without my knowledge?

How can you change your appearance online? - Digital Leaders know what is wrong with certain photographs

contact on the internet or
other online technologies.

- Digital Leaders know how to take a good photograph - Digital Leaders know that images can be changed

- Digital Leaders know what devices can be used to take photographs

- Digital Leaders will take a variety of photographs using a - Digital Leaders will use pixlr.com to change an image using

- Digital Leaders know how to take a photograph

Information Technology - paper frame coloured tints

Recognise common uses of - Digital Leaders will use their iPads and the camera tool to take a

- Digital Leaders know how to improve a photograph and will - Digital Leaders will explain their choices and explore other

information technology variety of photographs

retake it adjustment tools within pixlr.com

beyond school - Digital Leaders know what they did to capture a digital photograph

Online Safety (Self-image &
Identity) - Explain how other |
people may look and act
different online and offline.
Give examples of issues
online that might make
someone feel sad, worried,
uncomfortable or frightened;
give examples of how they
might get help
(Online Reputation) - explain
how information put online
about someone can last for a
long time. Describe how
anyone's online information
could be seen by others.

v < w
Can | make choices when taking a photograph?

How can pholographs be improved? Can | recognise that photos can be changed?

How do we feel when we play online? What information about me can other people share online?

How long do you think information stays online for?

- Digital Leaders will apply a range of photography

- Digital Leaders will recap the process of taking a good

photograph skills to capture a photo

- Digital Leaders know the effects that light has on a photo

- Digital Leaders will use the camera tool on iPads to take - Digital Leaders will study photographs and consider if

- Digital Leaders will experiment with different light sources

photos in both landscape and portrait format - Digital Leaders will take a photograph of an object in they have been changed

- Digital Leaders know why a photo looks better in portrait

different light sources - Digital Leaders know which photos are real and which

or landscape format

- Digital Leaders know why pictures may be unclear have been changed

Key Yocabulary

Device, camera,
photograph, capture,

image, digital, landscape,
portrait, format, framing,
lighting, focus, filter




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

" Online Safety - (Self-image &
Identity) Explain what is
meant by the term ‘identity’.
Explain how people represent
themselves in different ways
online. Explain ways in which
someone might change their
identity depending on what
they are doing online and why.
(Online Reputation) Explain
how to search for information
about others online. Give
examples of what anyone may
or may not be willing to share
about themselves online.
Explain the need to be careful
before sharing anything
personal. Explain who
someone can ask if they are
unsure about putting
something online.

Key Yocabulary

Animation, flip-book,
setting, character, events,
sl’op-frome animation,

- : R

- onion skinning, frame
sequence, image,

2

photograph, consistency,
mediq, import, transition,
evaluation

oot A ‘
Year 3 - Creating Media (Stop-Frame Animation)

- “

[

Step 3 @) @

Can | plan an animation?

Step 5 "'\ (1) @)

Can | evaluate the impact of adding other media to a

Can a picture move? animation?

What do we use to find information online? Who might we ask if we don't know if it is ok to share

What is an identity? What makes up our identity? bbb anihet

- Digital Leaders will break down a story into settings,

- Digital Leaders will add media to their animation
- Digital Leaders know why they added media to that

animation

- Digital Leaders will draw a sequence of pictures characiers and-avents

- Digital Leaders will create an effective flipbook-style . Digital Leaders know how to design an animation that is

animation ;
achievable on screen

- Digital Leaders know how an animation/flip book works - Digital Leaders will evaluate their final film

- Digital Leaders will create a storyboard for a Stone Age

animation

—5

Step 6 l/i@ Q@ @

Can | review and improve an animation?

Can | create a stop-frame animation?

Sfep 2 @] /@ @ /;} :

Can | relate animated movement with a sequence of images?
Can there be information about us online that we do not know

What kinds of information can we find online?
about?

What is an identity? What makes up our identity?

- Digital Leaders will predict what an animation will look like - Digital Leaders will use onion skinning to help them make

-Digital Leaders know ways to make their animation
better

-Digital Leaders will Evaluate a friend's animation

- Digital Leaders know why little changes are needed for each small changes between frames

frame - Digital Leaders will review a sequence of frames to check

- Digital Leaders will create an effective stop-frame animation their work

r

-Digital Leaders will Improve their animation based on

feedback

using the 'iMotion' app - Digital Leaders know what makes a high quality

animation and will evaluate the quality of their animation

@
e

Ww




Information Technology -
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

— P

=

collecting, analysing,

Can | recognise the different parts of a pc‘)jcast project? Can | evaluate the editing choices | made?

evaluating and presenting Can | identify thats sound can be recorded?

data and information. How do you know that someone is who they say they are online? What can someone do with the information they find out about

How do you know that someone is who they say they are online? you online?

Digital Literacy - Use - Digital Leaders know how sounds can be combined to

-Digital Leaders know the input and output devices used to - Digital Leaders know that digital recordings need to

technology safely, :
respectfully and responsibly; record and play sound make a pOdCOSf bl e be exporfed to share them

- Digital Leaders will save their project so the different

recognise

e ST - Digital Leaders will use an iPad to record audio on iMovie : e -Digital Leaders know the features of a digital
behaviour; identify a range - Digital Leaders know that the person who records the sound por' S. bl b s _ % : recording they like
of ways to report concerns can say who is allowed to use it - Dugnfc| Leaders will plan appropriate content for a 2 : :

oodcast - Digital Leaders will suggest improvements to a

about content and contact.
Use search technologies

digital recording

effectively, appreciate how
results are selected and
ranked, and be discerning in
evaluating digital content

Online Safety - (Self-image
& Identity) | can explain how
my online identity can be
different to my offline
identity. | can describe

positive ways to interact __

with others online and

Step 6

J ' \ r - J &Y J
R / \,{:A -_‘;:_‘ W “‘. LB 5'_./ |
o~ N

understand how this will

positively impact on how Can | apply audio editing skills independ’eur;fly?

Can | re-record my voice to improve my recording?

e h i dentht line? Can | combine audio to enhance my podcast project?
ow do you change your identity online?

Who might search for you online?
- Digital Leaders will open a project to continue working

th i il . ; :
e R L How do you know someone is your friend online?
explain how others online

can pretend to be someone - Digital Leaders will record content following their plan

- Digital Leaders will re-record their voices to improve their
else, including my friends
and can suggest reasons

why they might do this.

recording - Digital Leaders will review the quality of their recordings on it

-Digital Leaders will inspect the soundwave view to know where -Digital Leaders will improve their voice recordings - Digital Leaders will arrange multiple sounds to create

to trim their recording the effect they want

- Digital Leaders know what sounds can be added to a podcast - Digital Leaders know the difference between saving a

project and exporting an audio file

Key Yocabulary

Audio, microphone, speaker,
headphones, input device,
output device, sound,
podcast, edit, trim, align,
layer, import, record, edit,
play back, selection



Use search technologies

effectively, appreciate j

how results are selected

and ranked, and be

discerning in evaluating

digital content

S D
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Use technology safely,

respectfully, and
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Can | capture video usi ‘éa range of techniques?

Can | identify that video can be approved through reshooting

responsibly; recognise Can | explain what makes a video effective?

acceptable/unacceptable

and editing?

How could someone change their online identity to make it What responsible choices should you make when creating and

different to their identity in 'real life"?

behaviour; identify a How do | stay safe using Roblox?

range of ways to report managing your online identity?

ERUCEEH B0 S content -Digital Leaders will store, retrieve and export recordings to

their iPads

- Digital Leaders know how to improve the video by reshooting

@ Digital Leaders know that video is a visual media

e eantoct - Digital Leaders know which filming techniques to choose for a

Select, use, and combine format given purpose

a variety of software - Digital Leaders will capture video using a range of filming

@ Digital Leaders will identify features of videos

(including internet and editing

techni
@ Digital Leaders will compare features in different SOTIHM &S

services) on a range of - Digital Leaders will review how effective their video is - Digital Leaders will select the correct tools to make edits to
digital devices to design

videos their video

and create a range of

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

information

| can explain how
identity online can be .
copied, modified or

altered. | can

Step 4 (>

Can | create a storyboard? s

h ’.,",'."-‘,x'\\ "\ J
e /

_ / A e J
3] e - '/
> .

Can | use a digital device to record video? Can | consider the impact of the choices made when making

demonstrate how to make

responsible choices about Why might someone copy someone else's identity online? How can someone’s online identity impact on others, both and sharing a video?
having an online identity 4o :
’ ositively and negatively?
depending on context. -Digital Leaders will identify and find features on a digital video recording Y gy

-Digital Leaders will make edits to their video and improve the

device

-Digital Leaders will outline the scenes of a video final outcome using iMovie

I can explain how to stay - Digital Leaders will experiment with different camera angles

Sfs naing Rablasx Diciahitaden sl reiosnie domass snalein st -Digital Leaders will decide which filming techniques they will use Digital Leaders know that their choices when making a video

-Digital Leaders will create and save video content will impact on the quolify of the final outcome

-Digital Leaders will evaluate their video and share their

opinions

Key Yocabulary

Video, audio, cameraq,
talking head, panning, close
up, microphone, lens, mid
range, long shot, moving
subject, side by side, high
angle, low angle, normal

angle




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

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

What makes a good webpage?

What is a stereotype?

- Digital Leaders will explore a website
- Digital Leaders know the different types of

media used on websites

- Digital Leaders know that websites are written in

HTML

Ster2 . @D @@
Can | plan the features of a web page?

How can stereotypes be helpful/unhelpful?

- Digital Leaders know the common features of a web page
- Digital Leaders will suggest media to include on their web
page

- Digital Leaders will draw a web page layout that suits

their purpose

Key Yocabulary

Yideo, audio, camera,

D)

)

talking head, panning, close

)

up, microphone, lens, mid

range, long shot, moving
subject, side by side, high
angle, low angle, normal

)

——

angle

. Year 6 - Creating Media (Webpage

Creation)

X

rANTANTANTH™ )

Step 3 (i=]) (@1 Step 5 (&) (=) (=) (&)

Can | consider the ownership and use of images? Can | outline the need for a navigation path?

- - - . . . . 7
Wiind ave: The iliileveal wous o sas et il s auusent Why is it important to have a positive online reputation?

online?

-Digital Leaders know what a navigation pathway

- Digital Leaders know why they should use copy-right free

images IS

- Digital Leaders will find copyright-free images using - Digital Leaders know why navigation paths are

www.pixaybay.com useful

- Digital Leaders know what is meant by the term 'fair use’ _ Digital Leaders will make multiple webpages

and link them using hyperlinks

Can | use Adobe Spark Page to create a webpage? Can | recognise the implications of linking to content owned

by other people?

What do we mean by online reputation?

. Digifal Leadérs will add cortant to thale owirweb Bage wsing -Digital Leaders know the implications of linking to content

Adobe Spark Page

- Digital Leaders know how to preview what their web page

owned by others
-Digital Leaders will create hyperlinks to link to other

looks like people's work

-Digital Leaders will evaluate the user experience of a

- Digital Leaders will evaluate what their web page looks like on

A

+Ad 0 o

—

2 SN/ N/ N VAJ

website

a different device and suggest/make edits

-

p—




Computer Science -
understand what
algorithms are; how they
are implemented as
programs on digital
devices; and that
programs execute by
following precise and
unambiguous instructions.
Create and debug simple
programs. Use logical
reasoning to predict the
behaviour of simple
programs.

Online Safety (Online
Relationships) - Give
examples of when
permission should be
asked to do something
online and explain why
this is important. Use the
internet with adult
support fo communicate
with people they know.
Explain why it is
important to be
considerate and kind to
people online and to
respect their choices

Key Yocabulary

drag, drop, touchscreen,
algorithm, debugging,
program, tap, double-tap,
drop, bug, programming,
loop, repeat

U

Step |

Can | use the correct terminology when referring to a

touchscreen?

What does it mean to ask permission?

Digital Citizenship

Year ]

- Digital Leaders know how to tap, drag and drop

- Digital Leaders will complete a basic online puzzle

demonstrating the ability to tap, drag and drop to move a

shape to its designated area

-

Step 2 - Sequencing

Can | decode and run a program created by someone else?

What do you have to ask permission to do with technology or

the internet?

- Digital Leaders know the difference between planning out a sequence and
encoding that sequence into appropriate language.
-Digital Leaders know how to read and write in shorthand code

-Digital Leaders will practice writing precise instructions as they work to

translate instruction into the symbols provided

/‘

(=)

-
&

Coding Spring |

actions such as tap, drag and drop?

Who might be a person you know well?

sequence

-Digital Leaders know about sequence and concept

-Digital Leaders will develop programming and debugging skills

Step 3 - Sequencin@ @

Can | experiment with standard block-based programming

@6

- Digital Leaders know how to stack code blocks together in a linear

-Digital Leaders will develop sequential algorithms to move a

squirrel character from one side of a maze to the acorn at the other

side

e

ommm ‘@

Repectful

Digital
Step 4 - Sequencing

Digital
Citizenship

Citizenship

Can | construct a program by reorganising sequentia

movements?

Why might you need to use the internet or fechnolog

8
<<’> D

communicate with someone you know well?

- Digital Leaders know how to build a c.or-npu

program from a set of written instructions

practices when solving problems

y to

ter

-Digital Leaders will choose appropriate debugging

@

Jobs Junction

=)

.
Y 1d

Step 5 - Sequencing

Can | recognise bugs in a program and develop a plan to resolve

the issues?

Why might it be better to use technology than talk face to face?

-Digital Leaders know how to use their newly acquired

programming skills to navigate a more complicated

course

Digital Leaders will sequence commands in a logical

DO B

order

Step 6 - Loops

Can | identify repeating code and shorten multiple actions

96

-Digital Leaders know how to use loops to solve bigger, longer puzzles with their

into a single loop?

What does being considerate mean?

code

-Digital Leaders know that loops allow them to simplify their code by grouping

commands that need to be repeated
-Digital Leaders will interpret a program with loops as a series of multiple actions Py
-Digital Leaders will develop critical thinking skills by noticing repetition and '

determining how many times to repeat commands




Computer Science -
understand what
algorithms are; how they
are implemented as
programs on digital

devices; and that —
programs execute by (!.3’ ﬂ @ %é

Year 2 - Coding_Spring I

.
— L
Jobs Junction
| ——

following precise and 2 .
unambiguous instructions. Si‘ep ‘ Seq uenc'"g Step 3 SequenCIng
Create and debug simple
pragrams Vs logical Can | translate a list of steps into a series of physical actions? Can | build a computer program from a set of written Can | convert a series of multiple actions into a single loop?

reasoning to predict the instructions?

How could you deny permission or say 'no' politely?
behaviour of simple

Who do | communicate with?

= : -
Why should you ask permission before you do certain things? Digital Leaders know. how fo use [oops:mare egsily o

programs. s & . . . '
- Digital Leaders know how to use physical movement to What might happen if you don't? communicate instructions by looking at the repeated patterns of
program their classmates - Digital Leaders know how to reorganise sequential movements A P g
C;nl:n: Su::ty’(O;l.inc Digital Leaders will define a list of steps (algorithm) to -Digital Leaders will translate movements into a series of Digital Leaders know to write more powerful programs they need |
.xm::'::; ;"::’ ;on"::n' get a friend from their starting position to their goal commolnds % i T o . to rely on structures that break out of a single linear list
. Digital Leaders will continue to develop sequential algorithms Dici Al : : :
might use technology to -Digital Leaders will identify and fix errors in the execution — Blightal Leacers willicartity patterns In physical:mayermest
communicate with others : before moving back onto the iPad to look for patterns in their
they don't also know of an algorithm D : code s B s
offline and explain why it | FF:" r—m ['L' o P ‘,
might be risky. Explain | j ' B ] = :: SR et v i3 0T
who they should ask J | - r i B 8
before sharing things - —— . B | 2 ,% =
about themselves or 1 8 a digitol leader 'S YL NE
others online. Describe i 3 = . | G z:' W
different ways to ask for, o O Rm‘ a \ e
. . u P d i ' d
give, or deny their ~—— o Ciﬁ:mhlp c°“"'"°“°" : _
permission online and can | e - o o i
identify who can help if s 4 S A z
they are not sure. Explain . 'l'e - eauencin =N ﬂ'- %é E‘
e e Step 2 - Sequencing P “ 9 Step 6 - Loops = U =22) (o
soy ‘ne or !l will hiwew Yo Can | identify and locate bugs in a program? L d | 3 . . h v
ask someone’. Explain who Can | experiment with standard block-based programming Can | break down a long sequence.of instructions into the
can help them if they feel | W'Pﬂﬁahf someone want to communicate online with someone Can you identify who could help you in school and at home if smallest repeatable sequence possible?

under pressure to agree

th Iready k F£li
to something they are Y PNy N attuner "i
unsure about or don't & ,:, m

want to do - Digital Leaders know how to develop sequen’rlol olgorlthm to move a bird

something is posted without your consent? What kinds of things do you have to ask if you are allowed to

- Digital Leaders know how to translate movements do before you do them?

into a series of commands -Digital Leaders know that using loops is an alternative to

from one side of a maze to the pig at the other side. manuo”y repeating commands

-Digital Leaders will apply programming concepts

-Digital Leaders will use block-based programming actions such as tapping, - Digital leaders will implement loops into blockly code

taught so far

dragging and dropping Digital Leaders will add instructions to existing loops, gather

-Digital leaders will develop programming and debugging skills -Digifcl Lecders Wi” deve|op sequenfial a|gorifhm Ski”S

=

l repeated code into loops, and recognise patterns that need to

i EENENEE Y%

program, bug, debugging, B EREEE

north, south, east, west, tap, | ‘:' :’: 2‘:*‘v%
double-tap, drag, drop, : s

el Ol ] ™

-Digital Leaders will stack code blocks together in a linear sequence and start using fhe debuggmg process T d
e loope

Key Yocabulary

I

algorithm, program, IO Fg -
: : vACNCNCHETC
programming, persistence, - — kA re <

loop, repeat



Computer Science - Design,
write and debug programs
that accomplish specific
goals, including controlling

or simulating physical

systems; solve problems by

decomposing them into
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
correct errors in algorithms

and programs

Step 1

Can | identify and address bugs or errors in sequenced

Sequencing

instructions?

What sort of things do friends do together?

- Digital Leaders know that a bug is an error in a program
-Digital Leaders know the importance of precision when creating
instructions
-Digital leaders will instruct a robot to stack cups in different
patterns
Ouline Safety (Onlise -Digital leaders will recognise the importance of defining a clearlyg
Relationships) - Describe ways
people who have similar likes and
interests can get together online.
Explain what it means to know ‘I
someone' online and why this might
be different from knowing S
someone offline. Explain what is
meant by "trusting someone online’,
why this is different from liking
someone online’, and why it is
important to be careful about who
to trust online including what
information and content they are
trusted with. Explain why someone
may change their mind about
trusting anyone with something if
they feel nervous, uncomfortable
or worried. Explain how someone’s
feelings can be hurt by what is
said or written online. Explain the
important of giving and gaining
permission before sharing things
online; how the principles of
sharing is the same as sharing

communicated algorithm

/ ;

Step 2 - Sequencing

Can | translate movements into a series of commands?

Why do friends get together online?

- Digital Leaders know how to develop sequential algorithm to move

s a bird from one side of a maze to the pig at the other side.
s -Digital Leaders will stack code blocks together in a linear sequence,

making them move straight, turn left, or turn right.
-Digital Leaders will idenfify and locate bugs in a program

G009 ®

h 2 .;r
Algorithm, bug, debugging, l l_'

program, programming,

Key Yocabulary

sequencing, persistence,

angle, loop, repeat, Ve

command E —

Year 3 - Coding Spring |
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Step 3 - Sequencing ()@

Can | modify an existing program to solve errors?

How do you know when you really know someone?

- Digital Leaders know the importance of debugging in computer

science
-Digital Leaders will recognise problems and overcome them
while building critical thinking and problem solving skills.

-Digital Leaders will encounter pre-written code that contains

mistakes and step through the existing code to identify errors.

Step 4 Sequencmg

Can | develop problem solving and critical thinking skills by
reviewing debugging practices?

Whe do you trust, including online?

- Digital Leaders know that programming is piecing together

instructions in a specific order using something that a machine can

read

-Digital Leaders know how a computer navigates instructions

-Digital Leaders will order movement commands as sequential steps in

a program to get Laurel the Adventurer to pick up treasure as he

walks along a path

i
-

Can | write instructions that use loops to repeat patterns?

Jostuncbon

Step 5 - Sequencing

Can | create a program to complete an image using sequential
steps?

What do others have to do/show to earn your trust?
-Digital Leaders know how to break complex shapes into simple parts
-Digital Leaders will create a program to complete an image using
sequential steps
-Digital Leaders will learn more about pixels and angles using new blocks
-Digital Leaders will be able to visualise new goals such as coding the

..
( >
"l D

artist to draw a square

Step 6 - Loops @@@

What sorts of information might you be particularly careful

about sharing with someone online?

-Digital Leaders know that using loops is an alternative to manually repeating
commands

- Digital leaders will identify repeated patters in code that could be replaced
with a loop

-Digital Leaders will write instructions that use loops to repeat patterns
-Digital Leaders will develop critical thinking skills by looking for patterns of
repetition in the movements of classmates and determining how to simplify
those repeated patterns using loops.




Year 5 - Coding Spring 1

Computer Science - Design,
write and debug programs
that accomplish specific
goals, including controlling
or simulating physical
systems; solve problems by
decomposing them into
smaller parts. Use sequence,
selection, and repetition in
programs; work with

—
Jobs Junction
| ——

Step 1 - Sprites Step 3 - Sprites @@@ Step 5 - Nested Loops (i)

Can | create an interactive computer program that expresses Can | combine simple shapes into complex designs with nested

Can | create new sprites and assign them costumes and

behaviours?

who | am with text and custom images? ﬁ loops?
i
=

variables and various forms
of input and output. Use
logical reasoning to explain
how some simple algorithms
work and to detect and
correct errors in algorithms
and programs.

What can be the benefit of online communication? What is an emoji - what are they designed to do? Can you give some examples of harmful behaviour that others

- Digital Leaders know which information is personal and which is might show towards you?

- Digital Leaders know that a sprite is a character or object on the private -Digital Leaders know the benefits of using a loop structure instead of manual
screen that can be moved and changed

-Digital Leaders will choose what information about themselves is repetivion

-Digital Leaders will program a simple animated underwater scene -Digital Leaders will break complex tasks into smaller repeatable sections

safe to share online

-Digital Leaders will create new sprites and assign them costumes - Digital Leaders will combine simple shapes into complex designs with nested

-Digital Leaders will create an interactive computer program that leons

expresses who they are with text and custom images - Digital Leaders will count the number of times an action should be repeated

and represent it as a loop > : =
@) 2
o ‘- = qgv

and behaviours

Online Safety (Online |
Relationships) - Give examples ‘Q
of technology-specific forms of

communication. Explain that
there are some people |
communicate with online who
may want to do me or my
friends harm. Describe some of

L1

! PNy s
o) I

et () oo

Repectful .
Digital —
Citizenship

—

\

the ways people may be s
involved in online communities
celborete combraciely with Step 2 - Sprites Step 4 - Nested Loops Step 6 - Nested Loops (@)

others and make positive

contributions. Explain how
someone can get help if they

are having problems and

Can | create an interactive animation using sprites and events? Can,{ Ci=erentiate b fyesn sommancs feak neec 1o berepeatec Can | break apart code into the largest repeatable sequences

in loops and commands that should be used on their own? using both loops and nested loops?

In what circumstances should we use certain technology-specific

identify when to tell a trusted communication? What is harm? How could this happen online? ﬁ What can you do to try to make sure that you and your
adult. Demonstrate how to o e : - friends avoid as much harmful online behaviour as possible?
support others online. - Digital Leaders know that a sprite is a character or object - Digital Leaders know the benefits of using a loop structure o .
e on the screen that can be moved and changed -Digital Leaders know when a loop, nested loop, or no loop is needed.

instead of manual repetition e : :
A : . : A : : -Digital Leaders will break apart code into the largest repeatable
-Digital Leaders will create an interactive animation using

sprites and events (T
-Digital Leaders will create new sprites and assign then.'l

-Digital Leaders will differentiate between commands that need

sequences using both loops and nested loops
to be repeated in loops and commands that should be used on

-digital Leaders will recognise the difference between using a loop and

a nested loop @@©

their own

i
. :

costumes and locations () (=) @ %é ﬂ
(=) ) (&% -
Key Vocabulary | 2 < == ) \{2)
; "ﬂ’ i Yoo} N i

Behaviour, sprite, event,

loop, repeat




Design,
write and debug programs
that accomplish specific
goals, including controlling
or simulating physical
systems; solve problems by
decomposing them into
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
correct errors in algorithms
and programs

Computer Science -

Online Safety (Online
Relationships) - Explain how
sharing something online may
have an impact either
positively or negatively.
Describe how to be kind and
show respect for others online
including the importance of
respecting boundaries
regarding what is shared about
them online and how to
support them if others do not.
Describe how things shared
privately online can have
unintended consequences for
others. Explain that taking or
sharing inappropriate images
of someone even if they say it
is okay, may have an impact
for the sharer and others; and
who can help is someone is
worried about this.

'_?1:

Key Yocabulary

Sprite, user, algorithm,
behaviour, program, event, =~ g -

variable, prompt

Year 6 - Coding Spring |

—
Jobs Junction

Step 5 - Variables

Can | assign a variable a value?( (&) @ _
-
What might other people not want ro be shared about them

gz
Can | identify sprites in a running computer program?

Step 1 - Sprites | Step 3 - Sprites

Can | create an interactive animation using evenfs’

- Digital Leaders know how to create programs that respond to

What is a stereotype? What is a boundary?

online?

. Digital Leaders know the importance of the user in the design -Digital Leaders know how computers take and store input from a user, then

use it later as a program runs

process timed events and user input

-Digital Leaders will assign a variable a value

-Digital Leaders know the role of computers and technology in their -Digital Leaders will create an interactive animation using events

-Digital Leaders will call a variable multiple times in a program
lives, focusing on how apps and tools give users choices about how -Digital Leaders that will develop programs that respond to Bigttal Leadere will declore a voriable

to use them timed events

-Digital Leaders will determine the relationship between how a variable is

-Digital Leaders will explore apps similar to those they will create defined, stored, and retrieved when we press 'run' on a program

-Digital Leaders will use Mad Libs as a context for understanding inputs

during this half term

Big Idea

Step 2 - Sprites (2 @) (=)&) @.

/

ﬁ

e

ay _________\ N\

Step 4 - Sprites ﬂ:. @.

Can | create an interactive vnrfual pet using events, behaviours

Step 6 - Variables

Can | create an animation using spnfes, and behaviours? Can | use variables to hold words and phrases?

and custom art?

Are consequences always bad? If not, can you give examples of

Are there any things that you share, either about yourself or What do we mean by inappropriate?

positive consequences? . ; :
others, that you might need to reconsider sharing?

- Digital Leaders know how to program solutions to problems -Digital Leaders know how computers take and store input

- Digital Leaders know that a sprite is a character or object

on the screen that can be moved and changed from a user, then use it later as a program runs

that arise

-Digital Leaders will create an animation using sprites, and -Digital Leaders will use Sprite Lab's ‘costumes' tool to customise -Digital Leaders will use variables in conjunction with

prompts

behaviours their pet's appearance

-Digital Leaders will use events, behaviours and other concepts -Digital Leaders will use variables to hold words and phrases >

-Digital Leaders will create new sprites and assign them

costumes ard:-behaviours they have learned to bring their project to life

) -
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Computer Science -
understand what algorithms
are; how they are
implemented as programs
on digital devices; and that
programs execute by
following precise and
unambiguous instructions.
Create and debug simple
programs. Use logical
reasoning to predict the
behaviour of simple
programs.

Online Safety (Online
Relationships) - Describe how
things shared privately online

can have unintended

consequences for others.
Explain that taking or sharing
inappropriate images of
someone even if they say it is
okay, may have an impact for
the sharer and others; and who
can help if someone is worried
about this.

(Online Bullying) - Describe
how to behave online in ways
that do not upset others and

can give examples.

Key Vocabulary

loop, repeat, event

Step 1 - Loops (E)(@

moving them into looping structures?

Why do you think one person might like a thing when someone

else doesn't?

- Digital Leaders know that loops are an important skills in programming because

manually repeating commands is inefficient

-Digital Leaders will add instructions to existing loops, gather repeated code into
loops, and recognise patterns that need to be repeated
-Digital Leaders will construct a program using structures that repeat areas of

code

-Digital Leaders will improve existing code by finding areas of repetition and

moving them into looping structures

OO

Can | improve existing code by finding areas of repetition and

"z

Step 2 - Loops

repitition?

the smallest repeatable sequence possible

Can | identify benefits of using a loop structure instead of manual

Do you think everybody likes the same things online?

Year ]

-Digital Leaders will identify the benefits of using a |oop structure

instead of manual repetition
B0 E

- Digital Leaders know that loops are important skills in
programming because manually repeating commands is inefficient
-Digital Leaders will break down a long sequence of instructions into

Coding Spring 2

Jobs Junction

Step 5 - Events

Can | create an animated, interactive story using sequence and

Step 3 - Loops

Can | create a program that draws complex shapes by repeating

i . ?
simple sequences? event-handlers?

What behaviours might upset someone online?

What should we do to stop people copying our information?

.Digital Leaders know how to use loops to create patterns -Digital Leaders know how to apply the coding skills they have learned to

-Digital Leaders will draw images by looping simple sequences of instructions create an animated game

-Digital Leaders will count the number of times an action should be repeated -Digital Leaders will use events to make a character move around the screen,

and represent it as a loop make noises and change backgrounds based on user-initiated events

-Digital Leaders will create a program that draws complex shapes by -Digital Leaders will identify actions that correlate to input events

-Digital Leaders will share a creative artefact with other students

2000 ®

repeating simple sequences

-Digital Leaders will decompose a shape into its largest repeatable sequence

B NEE———

Step 4 - Events

Can | recognise actions of the teacher as signal to initiate

Step 6 - Projects

Can | apply computer science concepts in an open-ended

commands? .
project?

Have you ever upset someone online/offline?

What does it mean to be positive online?
- Digital Leaders know what an event is and can distinguish between events and actions

-Digital Leaders will experience the concept of events through a game where they move

'l -Digital Leaders know how to apply what they have learned

or shout when your press buttons on a giant remote

about sequencing and loops with the Artist

-Digital Leaders will practice differentiating pre-defined actions and event-driven ones
-Digital Leaders will recognise actions of the teacher as signals to initiate commands -DIngOI Leaders will overcome obstacles such as time

-Digital Leaders will repeat commands given by an instructor

constraints or bugs

@0D® 20 8O@3) @
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Year 2 - Coding Spring 2

Understand what Jobs Junction

algorithms are; how they are

implemented as programs

on digital devices; and that
programs execute by
following precise and

Step 5 - Events

Can | create an animated, interactive story using sequences and

Step 3 - Impacts OF Compuhng

Can | apply empathy and creativity to design technology for

others?
Who might you talk to or what might you do if you had any

Step 1 - Loops

Can | break down a long sequence of instructions into the smallest

unambiguous instructions.

Create and debug simple
programs. Use logical

reasoning to predict the

event-handlers?

repeatable sequence possible?

Do friends sometimes ask you to do things which you might not How would you define bullying?

R problems about things being shared without permission?

behaviour of simple
-Digital Leaders know what different devices and software people use

programs. . : :
. Digital Leaders kiowahe benehits of iisiig o loop AT iDlglfodl Leaders know h-ow 'roduse the coding skills they have
structure insfead Of manual rebetition -Digital Leaders know why it is important for computer scientists to ec?rr.\e to create c.zn .omm.ofe g.ome '
P empathise with people and identify solutions with them in mind -Digital Leaders will identify actions that correlate to input
Online Safety -Digif0| Leaders will use mulfiple blocks inside of a -Digital Leaders will list several different examples of smartphone apps events

-Digital Leaders will recommend technology to others based on their -Digifol Leaders will share a creative artefact with others

Q) (&

Ol Rt tonshn - Fanlans 'repeat’ as they try to collect as much treasure as

why | have a right to say 'no' or 'l
will have to ask someone’. Explain
who can help me if | feel under pr—
pressure to agree to something | ‘-.
am unsure about or don't want to |
do. Identify who can help me is -
something happens online
without my consent. Explain how

it may make others feel if | do ' v
not ask their permission or ignore /
their answers before sharing ¢

something about them online.

Explain why | should always ask
a trusted adult before clicking

'yes', ‘agree’ or ‘accept’ online.

unique needs

possible

llZ-lr

g

Tlninl:ing

‘ Sfep4 Events

Can | recognise actions of the teacher as signals to initiate

Step 6 - Project

Can | apply computer science concepts in an open-ended

Step 2 - Loops

Online Bullying -Explain what
bullying is, how people may bully
others and how bullying can
make someone feel. Explain why
anyone who experiences bullying
is not to blame. Talk about how

Can | create a program that draws complex shapes by repeating

commands?

simple sequences? roject?
- P 1 Should you always just click 'ok/yes/accept' online? pro

Which adults d k that trust and could hel if
S YL R QAN YRR SO O O S0 TR O S PO - Digital Leaders know the difference between events and

you didn't know what to do?

Who could you go to if you were being bullied?

anyone experiencing bullying can e - . actions -Digital Leaders know how to overcome obstacles such as
ok Kl - Digital Leaders know that loops can create things in programming o . . i _ L

Dicital Leaders know whether a broaram i efficient -Digital Leaders knows that events are widely used in time constraints or bugs
-Digital Leaders will count the number of times an action should be programming -Digital Leaders will apply what they have learned about |
repeated and represent it as a loop -Digital Leaders will practice differentiating pre-defined sequencing and events in an open-ended project with Play "
-Digital Leaders will decompose a shape into its largest repeatable actions and event-driven ones Lab .
sequence . -Digital Leaders will repeat commands given by an instructor (@) ﬁ ‘E%% @

Key Vocabulary | =% 2) \rzy

; - ' '."1 @ . (,,
loop, repeat, event é "' Kl




Computer Science

Design, write and debug
programs that accomplish
specific goals, including
controlling or simulating
physical systems; solve
problems by decomposing
them into 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 correct errors in
algorithms and programs

Online Safety

Online Relationships - Explain
how someone's feelings can be
hurt by what is said or written
online. Explain the importance
of giving and gaining
permission before sharing
things online; how the
principles of sharing online is
the same as sharing offline

Online bullying - Describe
appropriate ways to behave
~ towards other people online
and why this is important. Give
examples of how bullying
behaviour could appear online
and how someone can get

" support.

Key Yocabulary

loop, repeat, event

Step 1 - Loops '!5} %

Can | employ a combination of sequenf ooped commcmcls
to reach the end of a maze?

Why do people sometimes act differently online to when they are
offline?

- Digital Leaders know more about loops and how to implement them in blockly
code

-Digital Leaders know the benefits of using a loop structure instead of manual
repetition

-Digital Leaders will add instructions to existing loops, gather repeated code into
loops, and recognise patterns that need to be looped

-Digital Leaders will break down a long sequence of instructions into the largest
repeatable sequence

Step 2 - Events

Can | recognise movements of the feocher as signals to initiate
commands?

Should you always check with someone before sharing
something about them?
- Digital Leaders know that events are a great way to add flexibility
to a pre-written algorithm
-Digital Leaders know the difference between events and actions
-Digital Leaders will practice differentiating pre-defined actions and
event-driven ones

-Digital Leaders will repeat commands given by an instructor

Year 3 - Coding Spring 2

~ar-

Step 5 - Data (@)@

Step 3 - Events ‘l-]n ..

Can | create a game using evenf-hundlers" Can | decode binary back to letters?

Whet ilues 3 mean 6o S kel snline? How could you tell if someone was being bullied online?

-Digital Leaders know how to use events to make a Flappy Bird

-Digital Leaders know how information is represented in a way such that a

bk computer can interpret and store it

-Digital Leaders will make their character move across the -Digital Leaders know how computers translate sentences into binary

screen, make noises and react to obstacles based on user- -Digital Leaders will write codes and share with peers as secret messages

initiated events -Digital Leaders will decode binary back to letters

-Digital Leaders will encode letter into binary

-Digital Leaders will match blocks with the appropriate event
handler

-Digital Leaders will share a creative artefact with others

-Digital Leaders will relate the idea of storing letters on paper to the idea of

storing information in a computer

Can you read this message?

'S Tt 1 ] soaR anl " am w0 L 1IN e
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Step 4 - Data w!_j .@ ‘c Sep 6 - Project @@@

Can | create a bar graph and pie chart to represent simple

data?
Why are people sometimes unkind online?

Can | use a planned design as a blueprint for creation?

What can you do if you see someone being mean online?

- Digital Leaders know that computers were created to help -Digital Leaders know how to overcome obstacles such as

process data time constraints or bugs
-Digital Leaders will collect, visualise and analyse a simple set of
data

-Digital Leaders will collect and record data about quantities of

-Digital Leaders will design their own project using a step-by-

step process that requires planning but allows for creativity

, -Digital Leaders will design, develop and showcase new Play
real objects, or characters on a screen

-Digital Leaders will make comparisons between data Lab projects

visualisations made by others and use them to make a prediction

Exploration: Sample Project




"~ how to find out information
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Year 4 - Coding Spring 2
Design, write and debug
programs that accomplish
specific goals, including
controlling or simulating
physical systems; solve
problems by decomposing
them into 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 correct errors in
algorithms and programs

Jobs Junction

Step 1 - Loops (&) @. Step 3 - Conditionals (8))(@)(=) Step 5 - Conditionals

Can | recognise large repeated pclﬂerns as made from smuller Can | solve puzzles using a combination of looped sequences
repeated patterns? and conditionals?

If someone is upset, hurt or angry, how can they show their Why would someone post something hurtful online?

Can | translate spoken language conditional statements and

loops into a program?
What information could these people find about you online?

feelings online? -Digital Leaders know how 'until’ loops work

-Digital Leaders know which code to write depending on the

- Digital Leaders know that a nested loop is a pattern within a pattern specific conditions the program encounters
-Digital Leaders know the benefits of using a loop structure instead of

-Digital Leaders will build programs that have the main

. : , , i _ _ character repeat actions 'until' they reach their desired
s -Digital Leaders will practice using conditionals in their

manual repitition stopping point
-Digital Leaders will learn how to program a loop inside of another loop PrAgrans

-Digital Leaders will break complex tasks into smaller repeatable sections -Digital Leaders will translate spoken language conditional

statements intfo a program

-Digital leaders will build programs with the understanding of
multiple strategies to implement conditionals

Online Safety

Online Bullying - Recognise
when someone is hurt, upset or
angry online. Describe ways
people can be bullied through
a range of media. Explain why - > v
people need to think carefully = - ; Repectful
about how content they post ' Digital

might affect others, their Citizenship

feelings and how it my affect
Step 2 - Conditionals Step 4 - Conditionals

how others feel about them
Can | define circumstances when certain parts of a program Can | use a ‘while’ loop to create programs that can solve

Sfep6 Project @K/©

Can | use a planned design as a blueprint for creation?

Online Reputation - Describe

about others by searching problems and unknown values?
online. Explain ways that some
of the information about
anyone online could have been
created, copied or shared by

others.

should run and when they shouldn't? Can other people copy or share the information you put

What are the risks of using immersive technologies such as Who might search for you online? online?

virtual reality?

- Digital Leaders know how condition-based loops work -Digital Leaders know how to overcome obstacles such as

- Digital Leaders know how conditionals work

-Digital Leaders will distinguish between loops that repeat a fixed Ll time constraints or bugs

-Digital Leaders will pair the concepts of conditionals and loops number of times and loops that repeat as long as a condition is Digital Leaders will design their own project using a step-by-

to explore the potential for creating fun and innovative triie

step process that requires planning but allows for creativity

rograms -Diai i '‘while’
prog Digital Leaders will use a 'while' loop to create programs that can Digital Leaders will design, develop and showcase new Play

-Digital Leaders will determine whether a conditional is met

based on criteria MINELRAEY
Key Yocabulary (@) ﬂ @ . NELRRAE:

- °

solve problems with unknown values

Lab projects

loop, repeat, command,
condition, conditionals,
while loop, until loop

AN
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Computer Science

Design, write and debug
programs that accomplish
specific goals, including
controlling or simulating
physical systems; solve
problems by decomposing
them into 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 correct errors in
algorithms and programs

Online Safety

Online Relationships « Describe some of the
ways people may be involved in online
communities and describe how they might
collaborate constructively with others and
make positive contributions. Explain how
someone can get help if they are having
problems and identify when to tell o trusted
adult. Demonstrate how to support others
including those who are having difficulties
online.

Online Bullying - Recognise online bullying
can be different to bullying in the physical
world and can describe some of those
differences Describe how what one person
perceives as playful joking and teasing
might be experienced by others as bullying.
Explain how anyone can get help if they
are being bullied online and identify when
to tell o trusted adult. Identify o range of
ways to report concerns and access support
both in school and at home about online
bullying. Explain how to block abusive users.
Describe the helpline services which can
help people experiencing bullying, and how
to access them.

Key Yocabulary

function, define, prepare,

reflect, try, copyright,
conditionals

Functions

Step 1

Can | use functions to simplify complex programs?

What is a community?

- Digital Leaders know how functions can be helpful
-Digital Leaders will recognise reusable patterns and be able
to incorporate named blocks to call pre-defined functions
-Digital Leaders use pre-determined functions to complete

commonly repeo'red tasks

MINECRAR\
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Step 2 - Conditionals

Can | define circumstances when certain parts of a program

should run and when they shouldn't?

Who do you communicate with online?

- Digital Leaders know how 'while' loops and 'if/else'
statements work
-Digital Leaders will determine whether a conditional is

met based on criteria

@ BSLOE,E
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Step 3 - Conditionals

Year 5 - Coding ‘S-pring 2

Can | recognise when a function could help to simplify a

program?

What is a community?

-Digital Leaders know how to use conditionals

with functions

-Digital Leaders will use pre-determined

functions to complete commonly repeated

tasks ==\ J 1n| ﬂ ° % z

‘D' Tm)

=&)Y Come ’
—d

Step 4 - Impacfs Of Computing

Can | describe the impact of mobile apps on the modern world?

What does 'supporting' someone mean? How could you do this

online?

- Digital Leaders know the value of empathy

-Digital Leaders know the impacts of computing beyond their own lives
-Digital Leaders will brainstorm and design accessible solutions for hypothetical

apps

-Digital Leaders will explain why accessibility is an important part of designing

an app for users

-Digital Leaders will improve upon an existing app design by addressing the

accessibility needs of users

i~ | . !
— .
Jobs Junction
| ——

Step 5 - Impacts Of Computing

Do | understand my own rights regarding materials | have

created?

How could you report worrying issues?
-Digital Leaders know the challenges and benefits
of respecting ownership and copyright,

particularly in digital environments
-Digital Leaders will interpret ethical sharing of
copyrighted material vs sharing that is not ethical

ll_'ll ﬁ o
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Step 6 - Project

Can | design, develop and showcase a new project?
When or why would you choose to not report some issues?

-Digital Leaders know how to overcome obstacles such as time constraints or
bugs

-Digital Leaders will articulate the design process and how it helped shape the
finished culminating project

-Digital Leaders will describe how compromise can help keep a project on track
and inspire creativity

-Digital Leaders can draft and implement plans to resolve any issues in their
code

-Digital Leaders will learn to plan in advance for an ongoing assignment




Computer Science

Design, write and debug
programs that accomplish
specific goals, including
controlling or simulating
physical systems; solve
problems by decomposing
them into 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 correct errors in
algorithms and programs

Step 1 - Variables

Can | create an interactive computer program that responds to

user input?
Are consequences always intended?

- Digital Leaders know how to apply their new skills with
variables

-Digital Leaders will explore sample programs, create a plan
for their own project, and program it from scratch

-Digital Leaders will use variables in conjunction with prompts

-Digital Leaders will use variables to hold words and phrases
Online Safety

Online Relationships -
Describe how things shared
privately online can have

unintended consequences for w z
others. Explain that taking or 1’
sharing inappropriate images -O
of someone even if they say it — ]

is okay, may have an impact
for the sharer and others; and
who can help if someone is
worried about this.

Step 2 - Variables

- Online Bullying - Describe
how to capture bullying
content as evidence to share
with others who can help me.
Explain how someone would
report online bullying in
different contexts.

Can | manage groups of sprites with the same costume?

Why do you think some young people do not want to report?

- Digital Leaders know how to utilise variables to

-
program groups of sprites
-Digital Leaders will create Sprite Lab programs where

sprites are created in groups, and controlled

individually using events.

Key Yocabulary

input, prompt, variable, ,F
events, models, simulations = | w

What is the difference between blocking and muting someone

online?

-Digital Leaders know how to use variables to track a value that
changes overtime

-Digital Leaders know that variables store data and can be retrieved

later

-Digital Leaders will create a simple game
-Digital Leaders will create a clicker game in sprite lab where sprites

can be removed to score points

Would you know what to do if you were being bullied online?

- Digital Leaders know how to apply their new knowledge of
variables

-Digital Leaders know how to modify the value stored in a variable
-Digital Leaders will create a customised collector game, in which
the user moves a sprite around to collect objects

-Digital Leaders will use multiple sprites which are controlled

individually and variables to track the player's score

Step 3 - Variables

Can | create a variable that stores information and changes
overtime?

Step 4 - Variables

Can | create my own collector game in Sprite Lab?

Step 5 - Data & Simulations

Can | build my own computer simulation in Sprite Lab?

Do you think online reporting tools work?

-Digital Leaders will study the simulation to
understand how quickly a virus can spread and
what can be done to slow it down

-Digital Leaders will follow instructions to code

their own simulation model.

LAAAAAAA A AR

Step 6 - Project

Can | design, develop and showcase a new project?

Where else can you find help and support if tools and

strategies aren't working for you?

-Digital Leaders know how to overcome obstacles such as time constraints or

bugs

-Digital Leaders know how to resolve issues in their code

Digital Leaders will articulate the design process and how it helped shape the g
finished culminating project _
-Digital Leaders know how system limitations can affect project design e
-Digital Leaders will plan in advance for an ongoing assignment

e
&

-
-

4 )




Year 1 - Data & Information (Grouping
Data)

Step 3 (iz) O® & =Y

Can | describe objects in dlfferenf ways?

Digital Literacy

Use technology
purposefully to
create, organise,

store, manipulate,

Step 5

Can | compare groups of oblecfs"

: A Step 1
and retrieve digita . — V—
S Can | label objects? “-’-ID @@./ @ @)

What devices can we use 1o get on the internet? S Why does the internet have lots of information? Who puts information on the internet?
Use technology safely . Digifal basders Kok ikt ablects have manyditisven) 'Digifcl.l—eadefs know that objects can be described in -Digital Leaders know that objects can be described in
and respectfully _ many different ways different ways

labels and can be put into groups Digital Leaders know why we need to give labels to images -Digital Leaders will choose how they want to group different
-Digital Leaders will describe objects using labels on a computer oblects by propetiles
-Digital Leaders will match objects to groups -Digital Leaders will describe an object -Digital Leaders will begin to compare and describe groups

Online Safety -Digital Leaders will identify the label for a group of -Digital Leaders will describe a property of an object of objects, then they will record the number of objects in each
objects -Digital Leaders will find objects with similar properties &= group

Managing Online
Information - give
examples of how to find
information using digital
technologies.
Understand that we can
encounter a range of
things online including
things we like and don't
like as well as things
which are real or a joke.
Know how to get help
from a trusted adult if
we see content that
makes us feel sad,
uncomfortable, worried
or frightened

Step 2 u-l! @®) @

Can | identify that objects can be counted?

Can | count objects with i'he same properhes"

Step 6 EAOONC) @

Can | answer questions about a group of objects? =

Is 'information’ always true?
Y What can we do if we see information online that makes—

Have you ever talked to a device?

- Digital Leaders know that objects can be described in many

us upset?

- Digital Leaders know that computers are not intelligent different ways

-Digital Leaders know how to group objects according to a property of

-Digital Leaders will classify objects based on their properties and

and need input from humans to perform tasks their choice

will be able to explain how they have grouped these

-Digital Leaders will count objects Digital Leaders will decide how to group objects to answer questions

Digital Leaders will begin to group a number of the same objecfs -Digital Leaders will compare their groups by thinking abut how they

-Digital Leaders will group objects

in different ways and will demonstrate their ability to count these are similar or different and they will record what they find

-Digital Leaders will count a group of objects with the :
9 label 9 P ] different groups -Digital Leaders will then share what they have found with their peers
same 1ape

Key Yocabulary

objects, labels, groups,
count, input, properties,

J

compare, describe

§ —

BT
-4




Digital Literacy

Use technology

purposefully to
create, organise,
store, manipulate,

Step 1 @’ O ¢ /

Can | recognise that we can count and compare objects

and retrieve digital

content
using tally charts?

Use technology safely Have you ever searched for something online?

and respectfully - Digital Leaders know the importance of organising data

effectively for counting and comparing

-Digital Leaders will create their own tally charts to organise
Online Safety
Managing Online
Information - Use simple

data and represent the tally count as a total
Digital Leaders will answer questions comparing totals in tally

charts

keywords in search T JT
engines. Demonstrate M

how to navigate a T
simple webpage to get - Ml i M

to information | need.
Explain what voice
activated searching is
and how it might be
used, and know it is not.
a real person. Explain
the difference between
things that are
imaginary and things
which are true. Explain
why some information |
find online may not be
real or true

step 2 D000 E@
Can | recognise that objects can be represented as

pictures?
What is a website? What is a webpage?

- Digital Leaders know the advantages of using computers rather
than manual methods to create pictograms and use this to answer
simple questions

-Digital Leaders will create pictograms manually and then progress
to creating them using a computer

-Digital Leaders will enter data on to a computer and view data in

different formats

Key Yocabulary
organising, data, tally chart,

counting, comparing, pictogram,
more than, less than, most/least,

..........

block diagram

Year 2 - Data & Information

(Pictograms)

Step 3

Can | create a pictogram?

2000@
What is a keyword? >

-Digital Leaders know how to effectively collect data and the

importance of this.

-Digital Leaders know the benefits of different data collection
methods
-Digital Leaders will collect data to create a tally chart and use

this to make a pictogram on a computer

Digital Leaders will explain what their finished pictogram shows

by writing a range of statements to describe this

D@0

Can | select objects by attribute and make

comparisons?

How does a smart speaker answer questions?

- Digital Leaders know ways in which objects can be grouped by
attribute

-Digital Leaders will tally objects using a common attribute and

present the data in the form of a pictogram
-Digital Leaders will answer questions based on their pictograms

using mathematical vocabulary

Step 5 @

Can | recognise that people can be described by
attributes?

Are there some questions that are better to ask a grown

-BPRjital Leaders know that people can be described by attributes
-Digital Leaders will practice using attributes to describe images
of people and the other learners in the class

-Digital Leaders will collect data needed to organise people using
attributes and create a pictogram to show this

-Digital Leaders will draw conclusions from their pictograms and

share their findings

o~

Step 6

Can | explain that we can present information using'a —
computer?

Social Media/Gaming Focus

-Digital Leaders know that there are other ways to present data than using
tally charts and pictograms

-Digital Leaders will use a pre-made tally chart to create a block diagram on
their device

-Digital Leaders will share their data with a partner and discuss their findings
-Digital Leaders will consider whether it is always ok to share data and when it
is not ok

2000 @




Digital Literacy

Select, use and combine a
variety of software
(including internet service)

on a range of digital ¥ G
devices to design and create Sfep I & ) “ni' 1;3; v%f.‘%)l“ R
a range of programs, = :«'/ ' Q:_‘- y
systems and content that Can | create questions with yes/no answers? ~—
accomplish given goals, What is autocomplete?

including collecting,

ol valiatls -Digital Leaders know what a yes/no question is

presenting data and -Digital Leaders will explore questions with yes/no answers,

information and how these can be used to identify and compare

objects

-Digital Leaders will create their own yes/no questions,
Online Safety : : : _ _
before using these to split a collection of objects into
Managing Online gQroups
Information -
Demonstrate how to use
key phrases in search
engines to gather

" /

accurate information

online. Explain what
autocomplete is and
how. To choose the best
suggestion. Explain how
the internet can be used
to sell and buy things.
Explain the difference
between a 'belief', an
‘opinion’ and a'fact’. Give
examples of how and

Step 2 Q=) @@ @
Can | identify the attributes needed to collect data abouf an
object?

How trustworthy is autocomplete?

- Digital Leaders know how to use yes/no answers to group objects
where they might be

shared online.

more than once
-Digital Leaders will learn how to arrange objects into a tree

structure and will continue to think about which attributes the

questions are related to

Key Yocabulary

yes/no question, compare,
groups, branching
database, attributes, order

Year 3 - Data & Information (Branching

Databases)

@/lﬂ-lb (&) @)

Can | create a branching database?”

How many different ways are there to spend money online?

-Digital Leaders know how to order objects/images in a
branching database structure

-Digital Leaders will use an online database tool
(https://www.j2e.com/jit5#branch) to arrange objects into a
branching database, and will create their own questions with
yes/no answers

-Digital Leaders will show that their branching dafobose works
through testin

N-‘i <li]| @ L }

Can | explain why is it helpful for a dafobase to be

well structured?

What is the difference between a belief, an opinion and a
fact?

-Digital Leaders know how to create a well-structured database

-Digital Leaders will use attributes to create questions with yes/no

answers, and will apply these to given objects
-Digital Leaders will compare the efficiency of different branching
databases, and will be able to explain why questions need to be in

a specific order

) &)

Can | plan the structure of a bronchmg dcnta ase7

How do you know if evidence is credible?

-Digital Leaders will independently plan a branching database by
creating a physical representation of one that will identify
different types of dinosaur

-Digital Leaders will continue to think about the attributes of
objects to write questions and yes/no answers, which ill enable
them to separate a group of objects into a tree structure, before

testing the structure

Step 6 @ (i) (=) ) C;/

Can | independently create an |denhf|cahon tool?

Does it matter if we have different opinions from our

family or friends?

-Digital Leaders will independently create a branching database
to identify different types of dinosaur, based on the paper-based
version that they created in the previous lesson

-Digital Leaders will work with a partner to test that their

database works, before considering real-world applications for

branching databases



Digital Literacy

Select, use and combine a
variety of software
(including internet service)

on a range of digital ¥ G
devices to design and create Sfep I & ) “ni' 1;3; v%f.‘%)l“ R
a range of programs, = :«'/ ' Q:_‘- y
systems and content that Can | create questions with yes/no answers? ~—
accomplish given goals, What is autocomplete?

including collecting,

ol valiatls -Digital Leaders know what a yes/no question is

presenting data and -Digital Leaders will explore questions with yes/no answers,

information and how these can be used to identify and compare

objects

-Digital Leaders will create their own yes/no questions,
Online Safety : : : _ _
before using these to split a collection of objects into
Managing Online gQroups
Information -
Demonstrate how to use
key phrases in search
engines to gather

" /

accurate information

online. Explain what
autocomplete is and
how. To choose the best
suggestion. Explain how
the internet can be used
to sell and buy things.
Explain the difference
between a 'belief', an
‘opinion’ and a'fact’. Give
examples of how and

Step 2 Q=) @@ @
Can | identify the attributes needed to collect data abouf an
object?

How trustworthy is autocomplete?

- Digital Leaders know how to use yes/no answers to group objects
where they might be

shared online.

more than once
-Digital Leaders will learn how to arrange objects into a tree

structure and will continue to think about which attributes the

questions are related to

Key Yocabulary

yes/no question, compare,
groups, branching
database, attributes, order

Year 3 - Data & Information (Branching

Databases)

@/lﬂ-lb (&) @)

Can | create a branching database?”

How many different ways are there to spend money online?

-Digital Leaders know how to order objects/images in a
branching database structure

-Digital Leaders will use an online database tool
(https://www.j2e.com/jit5#branch) to arrange objects into a
branching database, and will create their own questions with
yes/no answers

-Digital Leaders will show that their branching dafobose works
through testin

N-‘i <li]| @ L }

Can | explain why is it helpful for a dafobase to be

well structured?

What is the difference between a belief, an opinion and a
fact?

-Digital Leaders know how to create a well-structured database

-Digital Leaders will use attributes to create questions with yes/no

answers, and will apply these to given objects
-Digital Leaders will compare the efficiency of different branching
databases, and will be able to explain why questions need to be in

a specific order

) &)

Can | plan the structure of a bronchmg dcnta ase7

How do you know if evidence is credible?

-Digital Leaders will independently plan a branching database by
creating a physical representation of one that will identify
different types of dinosaur

-Digital Leaders will continue to think about the attributes of
objects to write questions and yes/no answers, which ill enable
them to separate a group of objects into a tree structure, before

testing the structure

Step 6 @ (i) (=) ) C;/

Can | independently create an |denhf|cahon tool?

Does it matter if we have different opinions from our

family or friends?

-Digital Leaders will independently create a branching database
to identify different types of dinosaur, based on the paper-based
version that they created in the previous lesson

-Digital Leaders will work with a partner to test that their

database works, before considering real-world applications for

branching databases



Year 4 - Data & Information (Data
Logging)

Step 3 @) (i) (=) ®) C‘/,\

Can | explain that a data logger collects 'data points' from

Digital Literacy

Select, use and combine a
variety of software

(including internet service)
on a range of digital

Step 5 2D @®@@

Can | identify the data needed to answer questions?

devices to design and create

Step 1 OIEIGICIE)

a range of programs, Can | explain that data gathered over hme can be used to
systems and content that

sensors over time?

When might you need to take a break from using

answer questions?

accomplish given goals,

, _ How do you decide what is important/not important to do when
including collecting, What sort of things do you use technology for, which you s yh | o P P technology?
using technology? bl : :
analysing, evaluating and need to pay attention? ¢ bk -Digital Leaders know that questions can be answered using
M d -Digital Leaders know how data loggers work I dd

presenting data an -Digital Leaders know that data can be collected and how it is 2 : oo collected data

inf fi -Digital Leaders will record data at set moments in time and draw o A I

Intormanon collesiad -Digital Leaders will choose a question to focus on and then plan

parallels with the data points that a data logger captures at regular

-Digital Leaders will think about data being collected overtime and the data logging process they need to complete

intervals

Computer Science
-Digital Leaders will set up data loggers to check that their plan

question what can and can't be answered using available data -Digital Leaders will use data loggers away from a computer, then they

Use sequence, selection, and -Digital Leaders will reflect on the importance of collecting the right will connect to a computer and download the data will work (Arduino Science Journal App)
repetition in programs; work data to answer question
with variables and various - /

forms of input and output

Online Safety

Health, Well-being and
Lifestyle. -Explain how

using technology can be
a distraction from other

things, in both a positive

Step 6 @ (=) (i) kﬁ)

Can | use data from sensors to answer queshons7

Step Q@ @©® @

and negative way.
Can | use a digital device to collect data automahcally"

Identify times or

Can | recognise how a compufer can help us ana|yse

data?
How long do you spend using technology each day/week?

How can you limit your time using technology?

situations when someone
may need to limit the

Do you ever lose track of time when using technology/going

online? -Digital Leaders will access and review the data that they have

amount of time they use
technolog

- Digital Leaders will open an existing data file and collected using a data logger

- Digital Leaders know how data is collected automatically using computers

such as data loggers -Digital Leaders will then use the data collected to answer the

use software to find out key information

-Digital Leaders will also be introduced to the concept that computers can question that fhey selected in the previous lesson

capture data from the physical world using input devices called 'sensors' -D'glfol LGCICIQFS WI“ anolyse o dOfG flle Wthh b

-Digtal Leaders will also reflect on the benefits of using a data

five-hour log of hot water, cooling to room
logger

-Digital Leaders will establish that sensors can be connected to data

loggers, which can automatically collect data while not attached to a

temperature

computer

Key Yocabulary

organising, data, data
logger, capture, record,

software, analyse,




Digital Literacy

Select, use and combine a
variety of software
(including internet service)
on a range of digital
devices to design and create

Step | @ (=@ @Q

a range of programs, Can | use a form to record informahon?

systems and content that
accomplish given goals, What ways do you know to keep personal information
including collecting, private online?

analysing, evaluating and i : :
L it -Digital Leaders will create a paper version of a record card

database.

Digital Leaders will create a data set linked to a theme

presenting data and
information. Use search
technologies effectively,
appreciate how results are

selected and ranked, and be

discerning in evaluating

-Digital Leaders will complete records for each of the animals

in their database and sort the cards to answer questions about
the data

digital content
my /

Online Safety

Privacy & Security - Explain what a
strong password is and demonstrate
how to create one/ explain how many

free apps or services may read and
share private information with others.

Explain what app permissions are and
can give some examples.

Managing Online Information-
Explain the benefits and limitations of
using different types of search
technologies. Explain how some
technology can limit the information
they are presented with. Explain what
is meant by 'being sceptical’; give
examples of when and why it is
important to be 'sceptical’. Evaluate
digital content and explain how to
make choices about what is
trustworthy. Explain key concepts
including information, reviews, fact,
opinion, belief, validity, reliability and
evidence. Identify ways the internet
can draw us to information for
different agendas. Describe ways of
identifying when online content has
been commercially sponsored or
boosted. Explain what is meant by the
term ‘stereotype’. Describe how fake
news may affect someone's emotions

and behaviour

Step 2 @n-n @. ﬂgf Y

Can | compare paper and computer- based databases?

What information might a free app want to collect?

- Digital Leaders will use a computer-based database to

examine how data can be recorded and viewed

-Digital Leaders know that a database consists of 'record’, and
that each record contains 'fields'.

-Digital Leaders will order records in a different way and

compare this database to the paper database they previously

created

Key Yocabulary

data, record, database,

fields, grouping, sorting,

advanced search, chart

Year 5 - Data & Information (Flat-file

Data bases)

Can | outline how to answer questions by grouping ond fi'ten
sorting data?

Do some devices/apps give 'better' search results than others?

-Digital Leaders know how records can be

grouped, using both paper record cards and a
computer based database from J2E.
-Digital Leaders will use 'grouping' and 'sorting'

to answer questions about the data

Can | explain that tools can be used to selecf specnflc
data?

How can we use critical thinking skills online?

-Digital Leaders will develop search techniques to

answer questions about data

-Digital Leaders will use advanced techniques to search

for more than one field, and will practise doing this
through both unplugged methods, and using a computer

database

Can | explain that computer programs can be used to
compare data visually?

Why would our online habits be collected?

-Digital Leaders know what makes a useful chart,

and how charts can be used to compare data

-Digital Leaders will create charts from their data

in order to answer questions about it

Step 6 Q)i u-b () €3 ‘v (_)

Can | use a real-world database fo answer queshons"

Why do people share misinformation and disinformation?

-Digital Leaders use a real-life database to ask questions
and find answers in the context of a flight search based
on set parameters

-Digital Leaders will take on the role of a travel agent

and present their findings

-Digital Leaders will present to the whole class P S

p



Year 6 - Data & Information (Introduction to

Digital Literacy

Select, use and combine a SpreadSheei’S)

variety of software
(including internet service)

™

Step | (@) (=) UO &) Step 3 OIEEBERE

Con | create a data set in o spreadsheet Can | explain that formulas can be used to produce calculated
data?
How does a search engine work? How do you know if evidence is valid?

on a range of digital

devices to design and create

a range of programs, Sfep 5 /‘,@ @/ @/ @,]

Can | create a spreadsheet to plan an event?

systems and content that
accomplish given goals,
including collecting, When using a search engine, how do you decide whether

analysing, evaluating and you can reuse the content you find?

presenting data and -Digital Leaders know that the type of data in a cell is -Digital Leaders will plan and calculate the cost of an event using a

information. -Digital Leaders will collect and organise data in a important spreadsheet

s -Digifo| oudive o bawditarsanibe st iotined v caleulated data to include in their events, and use their spreadsheet to answer questions
- , . on the data they have selected
N -Digital Leaders will create formulas to use in a spreadsheet by , < :
Copyright & Ownership - Demonstrate table -Digital Leaders know the importance of organising data and will then

the use of search tools to find and
access online content which can be
reused by others. Demonstrate how to
make references to acknowledge
sources | have used from the internet.

using cell references and identity that changing inputs will create a spreadsheet using formulas to work out costs for their event

-Digital Leaders will input data into a spreadsheet

change the output of the calculation

Managing Online Information-
Explain how search engines work and
how results are selected and ranked.

Explain how to use search
technologies effectively. Describe how
some online information can be
opinion. Explain how and why some
people may present ‘opinions’ as

‘facts’; why the popularity of an
opinion or the personalities of those

promoting it does not necessarily
make it true, fair or perhaps even
legal. Define the terms ‘influence’,
‘manipulation’ and ‘persuasion’ and
explain how someone might encounter
these online. Understand the concept
of persuasive design and how it can
be used to influence peoples’ choices.
Demonstrate how to analyse and
evaluate the validity of facts' and
information and | can explain why
using these strategies are important.
Explain how companies and new
providers target people with online
news stories they are more likely to
engage with and how to recognise this.
Describe the difference between
online misinformation and dis-
information. Explain why information
that is on a large number of sites may
still be inaccurate or untrue. Identify,
flag and report inappropriate content,

=y
-

<D
(<& I

b

(e

Step 6 ©Q (i) () @@

Can | choose suitable ways to presenf data?

Si'ep. 2 O ll-'} w U L}ﬁ

Can | build a data set in a spreadsheef"

Can | apply formulas to dai’a?

What is persuasive design? What is illegal content?

How do you reference credit sources you have used online?
- Digital Leaders will calculate data using the operations of

-Digital Leaders will create charts in Google Sheets

- Digifol Leaders know the structure of a '-‘P"ec‘dSheet multiplication, subtraction, division and addition

-Digital Leaders will be introduced to cell references, data items and as in a spreadsheet -Digii’ol Leaders will evaluate the results from their

the concept of formatting cells -Digital Leaders will then begin to understand the importance of

charts to answer questions

-Digital Leaders will see data items formatted in different ways, they creating formulas

-Digital Leaders will show they understand that there are

will then choose formats for data items before applying formats in -Digital Leaders will use these operations to create formulas that include

a range of cells and the advantage of duplicating in order to apply different software tools available within SpreadSheet

their own spreadsheet

formulas to multiple cells application to present data

8,87 .
RS Sort FTa o :
LR o= Wy b

==

Key Yocabulary

data, collect, organise,

spreadsheet, cell references,
data items, formatting,
chart, cells



Digital Literacy

Use technology
purposefully to create,
organise, store, mcnipuhh,
and retrieve digital content.
Use technology safely and
respectfully, keeping
personal information
private

Online Safety

Copyright & Ownership -
Explain why work | create
using technology belongs
to me. can say why it
belongs to me. | can save
my work under a suitable
title or name so that others
know it belongs to me.
Understand that work
created by others does not
~ belong to me even if | save
a copy.

'*,.‘ Health, Well-being &

"” Lifestyle - Explain rules to

keep myself safe when
~ using technology both in
) and beyond the home

e ™
AT Ll -

Key Vocabulary
keys, keyboard, text, caps

. lock, select, undo, double-
_ tap, drag, backspace

~ M Can |l add and remove text on a computer?

Year 1 - Creating Media (Digital Writing)

&,

p——
Jobs Junction

f, o

tep 3 © @) @) @ @ Step 5

Can | identify that the look of text can be changed on a Can | explain why | used the tools that | chose?
computer?

Step 1

Can | use a computer to write?

How could we help other people know that things are ours? Why do you think we have these rules?

What things do you do most at home when you are using

-Digifc' Leaders will familiarise themselves with a technology online? -Digital Leaders will justify their use of certain tools when changing text

word processor and think about how fhey mlghf use g -Digital Leaders know the different tools that can be used in word processors -Digital Leaders will decide whether the changes that they have made

have improved their writing and will begin to use 'undo’ to remove
this application in the future tatchiange fae ook of et

-Digital Leaders will use the Caps Lock key to add capital letters to their changes

writing and will begin thinking about how to use this successfully -Digital Leaders will begin to consolidate their ability to select text using

-Digital Leaders will identify and find keys, before "

o, -Digital Leaders will add simple descriptions to the related keys the cursor, through double-tapping and dragging

adding text to their page by pressing keys on a
keyboard

" .Digital Leaders will explore the different buttons available on the toolbar in Digital Leaders will be able to explain what tool from the toolbar they

more details and use these to change their own text
S o, N F 52 ‘ 4 ‘ c o ~ - i
¥ N A Y e y communicate, be ﬂ reativ
T e (&) o
e 3 <= enship

have used to change their writing

| 5ot : Repectful

o o 2 e - Digital Computational
Bt e Citizenship Thinking
I,."'.'-'-*- E : —

"
-

Step 4 @ @)

"
. Can | make careful choices when changing text?

Can | compare typing on a computer to writing on paper?

‘ Do you have any rules at home for using technology? Which rules do you think help to lock after your body and

How do you know that your work is yours?

- Digital Leaders know when it is best to change the look of brain?

- Digital Leaders will continue to familiarise themselves with word

their text and which tool will achieve the most appropriate -Digital Leaders will make comparisons between using a computer for

processors and how they can interact with the computer using a

writing and writing on paper

keyhioard apnsome Digital Leaders:will discuss how:the two methods are th d
"ies . . . . ~Uigita eaaers wi ISCUsSs now e TwWOo mertnodaqs are e same an

-Digital Leaders will focus on adding text and will explore more of -Digital Leaders will begin to use their finger to select text to diffgerenf

the keys found on a keyboard enable them to make more efficient changes Digitol Leaders:vall demonstrate-moking chatiges o writing using:a

-Digital Leaders will begin to use the backspace key to remove text -Digital Leaders will explore the different fonts available to

computer

from the computer them and change the font for their lost toy poster -Digital Leaders will begin to explain which method would be the best

method to use in different situations



Digital Literacy

p——
Jobs Junction

Use technology
purposefully to

create, organise,

Step 3

Can | experiment with sound using a computer?

store, manipulate,

Step | @@ @

and retrieve digital Can | say how music makes me feel?

Can | create music for a purpose?

content. : . . . .
Ve W If you con't see whe owns something enline. con you uee i? If you can't see who owns something online, can you use it? What happens to you when you've used technology
Online Safety M -Digital Leaders will listen to and compare two -Digital Leaders know how music can be used in for too long?

-Digital Leaders will choose an object and create a piece of music

pieces of music from The Planets by Gustav Holst different ways to express emotions and to trigger their

Copyright & Ownership -
Recognise that content on n
the internet may belong to
other people. Describe why

other people's work belongs
to them

using the object as inspiration

= : - = ok imaginations
'D'g'fql Leaders will use a musical descrlphon word g -Digital Leaders will think about their object moving and create a

-Digital Leaders will experiment with the pitch of notes

bank to describe how this music generates rhythm pattern from that

to create their own piece of music, which they will then -Digital Leaders will define a rhythm and then create a musical

emotions . . . .
associate with a physical object

pattern to go with it
Health, Well-being &
Lifestyle - Explain simple
guidance for using
technology in different
environments and settings.
| can say how those
rules/guides can help
anyone accessing online
technologies.

Digital

gl . Citizenship
et X Repectful
c Digital Computational
Citizenship ; Thinking

Step 2 @ @ &) @) Step 4

Can | identify that there are patterns in music? Can | use a computer to create a musical pattern?

Big Ideas

@) @) @) Step6

Can | review and refine my computer work?

How do we show who things belong to online? What are the good things you use technology for? Are there certain times when rules regarding technology

- Digital Leaders know that there are patterns in music are more important than at other times?

-Digital Leaders know how to retrieve their work

- Digital Leaders know that music is a sequence of

-Digital Leaders will explore rhythm and create
notes

patterns and use those patterns as rhythms

-Digital Leaders will explain how their music can be -Digital Leaders will spend time making

-Digital Leaders will use untuned percussion

played in different ways improvements and then share their work with

= Key Yocabulary

- :
listen, compare, emotions,

": oaitteris, FhyHhin sequence. rhythm patterns that they create

pitch, refine, review,

Tt s

instruments and computers to hear the different

-Digital Leaders will refine their musical pattern on a the class

computer




Digital Literacy

Year 3 - Creating Media (Desktop Publishing)

Use search technologies

Py ot

effectively, appreciate how “imb

-~

results are selected and ranked,
and be discerning in evaluating
digital content. Select, use, and

-

-
-~

|
—

Step 1@ (=) (&) @) Step 3 =) @) @

Can | recognise how text and images convey information? Can | choose appropriate page settings?

combine a variety of software
(including internet services) on

Step 5 4@ @ @

Can | consider how different layouts can suit

a range of digital devices to

design and create a range of
programs, systems and content

that accomplish given goals, Where did the internet come from? Can you say how playing a game online for a long time can different purposes

including collecting, analysing,

svcinciing, dac peaenting -Digital Leaders know what 'text' and 'images’ are

data and information

make your body feel? What are age ratings?

-Digital Leaders know what the terms -Digital Leaders know the different ways

and that they need to be used carefully to

Ouline sc{“y Communicafe messages clecrly 'femplafes', 'OrienfOfion', Ond lplacehOIder.S informafion can be Ioid OU"' on a page
:o?irigh;& Ow':ers:ip- -Digital Leaders will be able to give advantages \ mean -Digital Leaders will look at a range of page
xplain why copying from
someone else's work from the and disadvantages of using text, images, or both -Digital Leaders will create their own layouts and think about the purpose of each of

internet without permission
~ isn't fair and can explain what

to communicate messages > wie ground or stays magazine template

_ IVETse Is vast. and vor
— .u]sn'm:uutit'ul. Yduu {

nething bigger than v@
tut'snnu'thing !

‘ M these
Adobe | A
~ g Adobe

problems this might cause

| Health, Well-being & Lifestyle
‘ - Explain why spending too ]

2Ry,

much time using technology
can sometimes have a

~ negative impact on anyone.
Explain why some online
activities have age
restrictions, why it is
important to follow them and
know who | can talk to if
others pressure me to watch
or do something online that
makes me feel uncomfortable

Step 4 @) @) @
Can | add content to a desktop publishing'prub ication?

Step 6 (=) &

Can | consider the benefits of desktop publishing?

Step 2 @ (=) @) &

Can | recognise that text and layout can be edited?

Do you notice if a lot of time has passed when you play

Who owns the stuff you see on the internet? What sort of content would make a game have a higher

a game, or watch a video? dina?
- Digital Leaders know how to make careful choices i e,
_ . - Digital Leaders will add their own content to the magazine -Digifql Leaders know what deskfop publishing is
regarding font size and colour e
7 -Digital Leaders will think about how desktop

-Digital Leaders know that once content has been -Digital Leaders will copy information for the front of their

publishing is used in the wider world and consider

accessed, it can be rearranged on the page magazine from a prewritten document and paste it into the

Key Yocabulary

" text, images, templates,
. orientation, placeholders,

content, copy, paste, |cyouf,

the benefits of using desktop publishing
-Digital Leaders will add images from within the search facility in app|ica’rions ‘

Adobe Spark
K Adobe
Adobe _—

-Digital Leaders will use the return, backspace, and chosen place on their cover

shift keys to use punctuation effectively

- publishing

ey 2 | b, > = T



Year 4 - Creating Media (Photo Editing)

Digital Literacy

Select, use, and combine a

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

Step 5@ @ ® @

‘ a range of programs,
Can | explain that the composition of digital images can be

systems and content that
accomplish given goals,

Can | explain how cloning can be used in photo editing? Can | combine images for a purpose?

changed?

including collecting, How would you know if it is okay to reuse someone else's content

Social Media/Gaming Focus

lysing, evaluating, and : . :
ssbod bl Dbt st Who owns the content posted on social media? online?
presenting data and

-Digital Leaders will apply the skills they have learnt in the

information. Use technology i P! PONC O -Digital Leaders know how the cloning tool changes the composition of a
-Digital Leaders know the concept 'editing GnibEsTar

safely, respectfully, and photo and photo retouching

responsibly; recognise

-Digital Leaders will explore when we need to rotate

-Digital Leaders will see how parts of a photo can be removed or duplicated -Digifcl Leaders will start by reviewing some images and

acceptable/unacceptable using cloning

and crop an image as well as how to use an image considering what makes an image look real or made up

behaviour; identify a range -Digital Leaders will consider what parts of an image can be retouched and

S G R venert oot -Digital Leaders will then plan their own image

editor to make these Changes learn techniques to make this as unnoticeable as possible

about content and contact/ C?_ -Digital Leaders will consider when it is necessary to edit photographs in this

#
o b dA 2 »'
oA 27
P 'r‘ : -&‘u '& , ,'/ A
5 of
. N
.

Diaital Leaderswill discissamage composition -Digital Leaders will choose from a selection of |mage§ open

them and edit them to create their own project

Online Safety

DAL A
AR

AL
L

:"::?':m 1(]) Qmm (a) Creativty
oP Reputful =

Digital Computational
Citizenship Thinking

Step 4 . u.u ) @

Can | explain that images can be combmed’

Dy - N
s
~

Copyright & Ownership -
When searching on the
internet for content to use,
| can explain why | need to §
consider who owns it and
whether | have the right to
reuse it. | can give some
simple examples of content }
which | must not use

without permission from
the owner

MR L
d SV
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Step 6 @ (=) (@) @

Can | evaluate how changes can improve an image?

SfepQ./I:Ih@ d

Can | explain that colours can be changed in digital images?

What does reusing anline content mean? Have you ever used content that belongs to someone Gl ki i i S

- Digital Leaders will look at the effect that different

colours and filters can have on an image

else?

-Digital Leaders will review the image that they

- Digital Leaders know how to use different tools to select areas of

: created
an image

-Digital Leaders will copy and paste within one image and -Digi’fdl Leaders will have the opportunity to make

-----

-Digital Leaders will choose appropriate effects to fit a

scenario, and explain how they made their choices between two images to produce a combined image

Key Vocabulary

editing, rotate, crop,

changes to their image based on their review

-Digital Leaders will consider when it is appropriate to edit an

-Digital Leaders will then edit the images using -Digital Leaders will then add text to their image

" composition, colours, filters, diftareniicticiis to st dwo dittarent scenarios image and discuss some of the ethics around retouching photos

effects, copy, paste, to comple’re it as a pub|ica’rion

retouched, combined, review P

'l » A f -
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Information Technology

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.

Online Safety

Health, Well-being and
Lifestyle - Describe ways
technology can affect health
and well-being both positively

and negatively. Describe some

strategies, tips or advice to
promote health and well-being
with regards to technology.
Recognise the benefits and
risks of accessing information
about health and well-being
online and how we should
balance this with talking to
trusted adults and
professionals. Explain how and
why some apps and games
may request or take payment
for additional content and
explain the importance of
seeking permission from a
trusted adult before
purchasing \

Key Yocabulary

vector, drawing, shapes, lines,
object, moving, resizing,
rotating, duplicate, zoom,
grids, modify, layers, group,
ungroup

Step 1@ @ @ @

Can | identify that drawing tools can be usea ro produce
different outcomes?

What do you need to get a good night's sleep?

-Digital Leaders know that a vector drawing is made up of
simple shapes and lines

-Digital Leaders use the main drawing tools in Sketches School
App to create their own vector drawings

-Digital Leaders will discuss how vector drawings differ from
paper-based drawings

Step2 @@ ® ©

Can | create a vector drawing by combining shapes?

How do you think our online activities might affect our

mood, feelings; our readiness for sleep?

- Digital Leaders know that shapes are used to make vector drawings
-Digital Leaders know that each element of a vector drawing is
called an object

-Digital Leaders will create their own vector drawing by moving,

resizing, rotating, and changing the colours of a selection of objects
-Digital Leaders will duplicate the objects to save time

Year 5 - Creating Media (Vector Drawing)

Step 3 . ‘J 4!_.-]» @

Can | use tools to achieve a desired effect?

If you were giving advice to younger children about technology
and sleep, what might it be?

-Digital Leaders will increase the complexity of their vector
drawings and use the zoom tool to add detail to their work
-Digital Leaders know how grids and resize handles can
improve the consistency of their drawings

-Digital Leaders will use tools to modify objects to create a

new image

Can | recognise that vector drawings consist of layers?

Can you list the benefits of researching online?

- Digital Leaders know how layers are used in vector
drawings

-Digital Leaders will discover that each object is built
on a new layer and that these layers can be moved
forwards and backwards to create effective vector
drawings

Step 4 .@@ \’)

&,

—
Jobs Junction

Step 5 @ @) @) @)

Can | group objects to make them easier to work
with?

What are in-app purchases?

-Digital Leaders will select and duplicate multiple objects at a
single time

-Digital Leaders will group multiple objects to make them easier to
work with

-Digital Leaders will use this knowledge to group and ungroup

objects, in order to make changes to and develop their vector
drawings

Step6 @ (@@ @ @

Can | apply what | have learned obouf vecior drawmgs

Why do you need to ask permission before making an in-
app purchase?

-Digital Leaders will use the skills they have gained to create a
victor drawing for a specific purpose

-Digital Leaders will reflect on the skills they have used to create the
vector drawing and think about why they used the skills they did
-Digital Leaders will compare vector drawing to freehand paint
program drawings




Information Technology

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.

Online Safety
Health, Well-being and
Lifestyle - Describe
common systems that
regulate age-related
content and describe
their purpose. Recognise
and discuss the
pressures that
technology can place on
someone and how/when
they could manage this.
Recognise features of
persuasive design and

how they are used to
keep users engaged.
Assess and action
different strategies to
limit the impact of
technology on health.

Key Vocabular7

3D modelling, manipulate,
resize, workplane, recolour,
dimensions, duplicate,
grouping, ungrouping,
evaluate

Year 6 - Creating Media (3D Modelling) @

—
Jobs Junction

Step 3 @ Q@

Can | recognise that objects can be combined in a 3D model?

Step 5 @ (@) (¢

Can | plan my own 3D model?

Step | @ @

Can | recognise that you can work in three dimensions on a

computer? What is a healthy digital balance?

-Digital Leaders will develop their understanding of manipulating digital 3D

What could you do to reduce the effect that

Why do we have age rated regulations - what do we want persuasive design techniques can have on you?

them to do? objects

-Digital Leaders know how computer-based 3D design is

-Digital Leaders will rotate objects in three dimensions, duplicate objects,

-Digital Leaders know that 3D modelling is creating a

and then use grouping and ungrouping to manipulate many objects at once used in architecture to plcm bui|dings

-Digital Leaders will combine these skills to create their own 3D name
badge
-Digital Leaders will consider the practicality of 3D printing the objects they

range of 3D shapes that they can select and move -Digital Leaders will explode 3D models of buildings to

-Digital Leaders will examine shapes from a variety of

-
am
i
|
|
| |
-
——————— X

see what shapes they comprise of
have made

views within the 3D space -Digital Leaders will then plan their own 3D building

design

Think,
communicate, be

. Safe
Saitol leod Digital
2 ' Citizenship
Repectful
Digital o Computational
Citizenship g Thinking

Step 2 @

Can | identify that digital 3D objects can be modified?

Step 6 @ (=) @

Can | create a 3D model for a given purpose? Can | create my own digital 3D mod

What could you do to help you see/play/use the things that Can your online experience ever stop being 'fun and Can technology be used to improve health? How?

. -
are right for you online? enjoyable”

- Digital Leaders know that they can accurately resize -Digital Leaders will create a computer 3D

- Digital Leaders will manipulate 3D objects digitally

and move shapes using dimensions model based on their design

-Digital Leaders will resize objects in one, two, and three

-Digital Leaders will create holes in objects using -Digital Leaders will evaluate their model and

dimensions

-Digital Leaders will list and lower 3D objects relative to the placeholders that of another learner, before modifying their

i

workplane, and combine two 3D objects to make a new shape -Digital Leaders will resize multiple objects to create a

own model to improve it

-Digital Leaders will recolour 3D objects meaningful 3D object




Jobs Junction

Subject Specific Vocabulary / Our Designers Toolkit of Technical Terms.
Leaders have identified the key subject specific vocabulary that learners will master on their
journey to becoming expert designers.




Yearl

Year 2

Year 3

Year 4

Year 5

Year 6

Computer Systems and Networks

Jobs Journal of Technical Vocabulary

Technology, computer, mouse, trackpad, keyboard, screen,
typing

S,

u— .
Jobs Junction

Information Technolgy, Computer, barcode, scanner/ scan

Digital device, input, process, output, program, digital, non-digtal, connection, network, network
switch, server, wireless, access point

Internet, network security, network router, network 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, adverts

System, digital, process, input, output, connection, search, search engine, refine, index, web
crawler, bot, ordering, ranking, links, algorithm, search engine optimisation (SEO), content creator,
selection

Communication, protocol, data, address, internet protocol address (IP), domain name server
(DNS), header, packet, data payload, reuse, remix, collaboration, internet, public, private, one-way,
two-way, one-to-one, one-to-many




Creating Media
Jobs Journal of Technical Vocabulary @

Jobs Junction

Year 1 Paint, program, tool, paintbrush, erase, fill, undo, Piet Mondrian, primary colours, shape tools, line ~—
tools, undo tool, Henri Matisse, shape tool, fill tool, Wassily Kandinsky, feelings, colour, brush style,
Georges Seurat, pointillism, brush size, pictures, painting, computers, like, prefer, dislike

Year 2 Device, camera, photograph, capture, image, digital, landscape, portrait, format, framing, lighting,
focus, filter

3 Audio, microphone, speaker, headphones, input device, output device, sound, podcast, edit, trim,
align, layer, import, record, edit, play back, selection

Year

Internet, network security, network router, network 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, adverts

Year 4

Year 5 Video, audio, camera, talking head, panning, close up, microphone, lens, mid range, long shot, moving
subject, side by side, high angle, low angle, normal angle

Year 6 Website, HTML, copy-right, fair use, reputation, hyperlinks, web page, edit, evaluate



Yearl

Year 2

Year 3

Year 4

Year 5

Year 6

Coding
Jobs Journal of Technical Vocabulary @

Jobs Junction

Spr 1 - drag, drop, touchscreen, algorithm, debugging, program, tap, double-tap, drop, bug, ~—
programming, loop, repeat. Spr 2 - loop, repeat, event

Spr 1 - program, bug, debugging, north, south, east, west, tap, double-tap, drag, drop, algorithm,
program, programming, persistence, loop, repeat. Spr 2 - loop, retreat, event

Spr 1 -Algorithm, bug, debugging, program, programming, sequencing, persistence, angle, loop,
repeat, command. Spr 2 - loop, retreat, event

Spr 1 -Algorithm, program, bug, debugging, loop, program, programming, event.
Spr 2- loop, repeat, command, condition, conditionals, while loop, until loop

Spr 1 -Behaviour, sprite, event, loop, repeat.
Spr 2 - function, define, prepare, reflect, try, copyright, conditionals

Spr 1 -Sprite, user, algorithm, behaviour, program, event, variable, prompt
Spr 2 - input, prompt, variable, events, models, simulations




Yearl

Year 2

Year 3

Year 4

Year 5

Year 6

Creating Media
Jobs Journal of Technical Vocabulary @

Jobs Junction

keys, keyboard, text, caps lock, select, undo, double-tap, drag, backspace ~—
listen, compare, emotions, patterns, rhythm, sequence, pitch, refine, review,

text, images, templates, orientation, placeholders, content, copy, paste, layout, publishing

editing, rotate, crop, composition, colours, filters, effects, copy, paste, retouched, combined,
review

vector, drawing, shapes, lines, object, moving, resizing, rotating, duplicate, zoom, grids, modify,
layers, group, ungroup

3D modelling, manipulate, resize, workplane, recolour, dimensions, duplicate, grouping, ungrouping,
evaluate




Jobs Junction
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Progression in Knowledge and

skills - Online & Digital Literacy

@

Self-Image and Identity Online Relationships Privacy and Security

—
— x
Online Reputation Online Bullying Managing Online Information

®

rv\
vvo
v VO

Health, Well-being and Lifestyle




EYFS

* Know and recoginse,
online or offline, that
anyone can say ‘no’ -
‘please stop’ - Tll tell’ -
Il ask’ to somebody
who makes them feel
sad, uncomfortable,
embarrassed or
upset.

Self-Image and Identity

Year 1

* Know that there may be

people online who could
make someone feel sad,
embarrasses or upset.
Know if something
happens that makes
me feel sad, worried,
uncomfortable or
frightened | can give
examples of when and
how to speak to an
adult | can trust and
how they can help.

Year 2

* Digital citizens can

explain how other
people may look and
act differently online
and offline.

Know and give
examples of issues
online that might make
someone feel sad,
worried, uncomfortable
or frightened..

Digital citizens can give
examples of how they
might get help.

Year 3

* Know what is meant by

the term ‘identity:..
Know and explain how
people can represent
themselves in different
ways online.

Digital citizens can
explain ways in which
someone might change
their identity depending
on what they are doing
online (e.9. gaming;
using an avatar; social
media) and why.

Year 4

Know how their online
identity can be different
to my offline identity.
Digital citizens can

describe positive ways for
someone to interact with

others online and
understand how this will
positively impact on how
others perceive them.
Digital citizens can

explain that others online

can pretend to be
someone else, including
my friends, and can

suggest reasons why they

might do this.

Year S

¢ Know and demonstrate

how to make
responsible choices
about having an online
identity, depending on
context.

Digital citizens explain
how identity online can
be copied, modified or
altered.

LLZIM)

Year 6

Know issues online that
could make anyone feel
sad, worried,
uncomfortable or

frightened. Know and

can give examples of
how to get help, both on
and offline.

Digital citizens can
identiify and critically
evaluate onlline content
relating to gender, race,
religion, disability,
culture and other
groups, and explain why
itis important to
challenge and reject
inappropraite
representations online.
Digital citizens can
explain the importance
of asking until they get
the help needed.



EYFS

* Know and recognise
some ways in which
the internet can be

used to communicate.

* Digital citizens can
give examples of how
they might use
technology to
communicate with
people they know.

Year 1

Know and give
examples of when they
should ask permission
to do something online
and explain why it is
imnportant.

Know and use the
internet with adult
support to
communicate with
people they know (e.g.
video call apps or
services)

Know and explain why it
is important to be
considerate and kind to
people online to respect
their choices.

Know and explain why
things one person finds
funny or sad online may
not always be seen in
the same way by
others..

Online Relationships

Year 2

* Digital citizens can give

examples of how
someone might use
technology to
communicate with others
they don't also know
offline & explain why this
might be risky. (E.g. email,
online gaming, a pen-pal
in anther school/
country).

Digital citizens can
explain who they should
ask before sharing things
about themselves or
others online.

Digital citizens can
describe different ways to
ask for, give, or deny my
permission online & can
identify who can help
them if they are not sure.
Know and explain why
they have aright to say
‘no’ or ‘| will have to ask
someone’. They can
explain who can help
them if they feel under
pressure to agree to
something they are
unsure about or don’t
want to do.

Know who can help them
if something happens
online without their
consent.

Know and explain how it
may make others feel if
they do not ask their
permission or ignore their
answers before sharing
something about them
online.

Know & explain why they
should always ask a trusted
adult before clicking ‘yes,
‘agree’ or ‘accept’ online.

Year 3

Know and explain the
importance of giving &
gaining permission before
sharing things online; how
the principles of sharing
online is the same as
sharing offline e.g. sharing
images & videos.

Know and explain what it
means to know someone
online & why this might be
different from knowing
someone offline.

Digital citizens can
explain why someone
may change their mind
about trusting anyone
with something if they
feel nervous,
uncomfortable or worried.
Digital citizens can
describe ways people who
have similar likes &
interests can get
together online.

Know & explain what is
meant by ‘trusting
someone online’, why this
is different from ‘liking
someone online’,and why
it isimportant. To be
careful about who to trust
online including what
information & content
they are trusted with.
Digital citizens can
explain how someone’s
feelings can be hurt by
what is said or written
online.

Year 4

Know and describe

strategies for safe and fun

experiences in a range of
online social
environments (e.g. live-
streaming, gaming
platforms).

Digital citizens can give
examples of how to be

respectful to others online

& describe how to
recognise healthy &
unhealthy online
behaviours.

Digital citizens can
explain how content
shared online may feel
unimportant to one
person but may be
important to other

people’s thoughts feelings

& beliefs.

Year S

Know and give
examples of
technology-specific
forms of
communication (e.g.
emojis, memes and
GIFs).

Know and explain that
there are some people
they communicate with
online who may want to
do them or their friends
harm.

Digital citizens can
recognise that this is
not their fault.

Know & describe some
of the ways people mey
be involved in online
communities & describe
how they might
collaborate
constructively with
others & make positive
contributions. (E.g.
gaming
communications or
social media groups).
Know & explain how
someone can get help if
they are having
problems and identify
when to tell a trusted
advult.

Digital citizens can
demonstrate how to
support others
(including those who
are having difficulties)
online.

LLZIME)

Year 6

* Know and explain that

taking or sharing
inappropriate images of
someone (e.g.
embarrassing imnages),
even if they say it is
okay, may have an
impact for the sharer &
others; and who can
help if someone is
worried about this.
Digital citizens can
describe how to be kind
& show respect for
others online including
the importance of
respecting boundaries
regarding what is
shared about them
online & how to support
them if others do not.
Digital citizens can
describe how things
shared privately online
can have unintended
consequences for
others e.g. screen-
grabs.

Digital citizens explain
how sharing something
online may have an
impact either positively
or negatively.



EYFS

* Digital citizens can
identify ways that
they can put
information on the
internet.

Year 1

* Know and recognise

that information can
stay online and could be
copied.

Digital citizens can
describe what
information they should
not put online without
asking a trusted adult
first.

Online Reputation

Year 2

* Digital citizens can

explain how information
put online about
someone can last for a
long time.

Digital citizens can
describe how anyone’s
online information could
be seen by others.

Know who to talk to of
something has been put
online without consent or
if it is incorrect.

Year 3

* Know and explain how to

search for information
about others online.
Know and explain who
someone can ask if they
are unsure about putting
something online.

Digital citizens can give
examples of what anyone
may or may not be willing
to share about
themselves online. | can
explain the need to be
careful before sharing
anything personal.

Year 4

* Know and describe how to
find out information
about others by
searching online.

* Digital citizens can
explain ways that some of
the information abou
tanyone online could have
been created, copied or
shared by others.

Year S

* Know how to search for

information about an
individual online &
summarise the
information found.

* Digital citizens can

describe ways that
information about
anyone online can be
used by others to make
judgments about an
individual & why these
may be incorrect.

LLZIME)

Year 6

* Know and explain the

ways in which anyone
can develop a positive
online reputation.
Digital citizens can
explain strategies
anyone can use to
protect their ‘digital
personality’ & online
reputation, including
degrees of anonymity.



EYFS

* Digital citizens can
describe ways that
some people can be
unkind online.

* Digital citizens can
offer examples of how
this can make others
feel.

Year 1

* Know and describe how
to behave online in
ways that do not upset
others & can give
examples.

Online Bullying

Year 2

* Digital citizens can
explain what bullying is,
how people may bully
others & how bullying can
make someone feel.

¢ Digital citizens can
explain why anyone who
experiences bullying is
not to blame.

* Digital citizens can talk
about how anyone
experiencing bullying can
get help.

Year 3

* Know and describe
appropriate ways to
behave towards other
people online and why
this is important.

* Digital citizens can give
examples of how bullying
behaviour could appear
online and how someone
can get support.

Year 4

* Know and recognise when

someone is upset, hurt or
angry online.

Digital citizens can
describe ways people can
be bullied through a range
of media (e.9.image,
video, text, chat).

Digital citizens can
explain why people need
to think carefully about
how content they post
might affect others, their
feelings and how it may
affect how others feel
about them ( their
reputation).

Year S

Know and recognise
online bullying can be
different to bullying in
the physical world & can
describe some of those
differences.

Know & describe how
what one person
perceives as playful
joking & teasing
(including banter) might
be experienced by
others as bullying.
Know & explain how
anyone can get help if
they are being bullied
online & identify when
to tell a trusted adult.
Digital citizens can
identify a range of ways
to report concerns &
access support both in
school and at home
about online bullying.
Digital citizens can
explain how to block
abusive users.

Know and describe the
helpline services which
can help people
experiencing bullying,
and how to access them
(e.9. Childline or The
Mix).

LLZIM)

Year 6

* Know and describe how
to capture bullying
content as evidence
(e.9.screen-grab, URL,
profile) to share with
others who can help me.

* Digital citizens can
explain how someone
would report online
bullying in different
contexts.
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* Digital citizens can
talk about how to use
theinternet as a way
of finding information
online.

* Digital citizens can
identify devices they
could use to access
information on the
internet.

Year 1

* Know/ understand that
we can encounter a
range of things online
including things we like
and don't like as well as
things which are real or
make believe / a joke.

* Know how to get help
from a trusted adult if
we see content that
makes us feel sad,
uncomfortable, worried
or frightened.

* Digital citizens give
simple examples of how
to find information
using digital
technologies, e.g. search
engines, voice activated
searching.

Managing Online Information

Year 2

* Know and explain why
some information they
find online may not be
real or true.

* Digital citizens can use
simple keywords in
search engines.

* Digital citizens can
demonstrate how to
navigate a simple
webpage to get to
information they need
(e.9. home, forward, back
buttons; links, tabs &
sections).

* Digital citizens can

explain what voice
activated searching is &
how it might be used, and
know it is not a real
person (e.g. Alexa, Google
Now, Siri).

* Digital citizens can

explain the difference
between things that are
imaginary, ‘made up’ or
‘make believe’ and things
that are ‘true’ or ‘real’.

Year 3

Know and demonstrate
how to use key phrases in
search engines to gather
accurate information
online.

Know and explain what
autocomplete is and how
to choose the best
suggestion.

Know and explain how the
internet can be used to
sell and buy things.

Know and explain the
difference between a
‘belief, an ‘opinion’ and a
fact’ and give examples
of how and where they
might be shared online,
e.9.in videos, memes,
posts, news stories etc.
Know and explain that
not all opinions shared
may be accepted as true
or fair by others (e.g.
monsters under the bed).
Digital citizens can
describe & demonstrate
how we can get help from
trusted adults if they see
content that make them
feel sad, uncomfortable,
worried or frightened.
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Year 4

* Know and analyse

information to make a
judgement about
probable accuracy and
they understand why it is
important to make my
own decisions regarding
content & that my
decisions are respected
by others.

Know and describe how to
search for information
within a wide group of
technologies & make a
judgement about the
probable accuracy (e.g.
social media, image sites,
video sites).

Digital citizens can
describe some of the
methods used to
encourage people to buy
things online (e.g.
advertising offers; in-app
purchases, pop-ups) and
can recognise some of
these when they appear
online.

Digital citizens can
explain why lots of people
sharing the same
opinions or beliefs online
do not make those
opinions or beliefs true.

Year S

Know and explain the benefits
& limitations of using different
types of search technologies
e.g. voice-activation search
engine. They can explain how
some technology can limit the
information they are presented
with.
Know & explain what is meant
by 'using sceptical’; they can
give examples of when & why it
is important to be ‘sceptical’.
Know how to evaluate digital
content & explain how to make
choices about what is
trustworthy e.g. differentiating
between adverts and search
results.
Know & explain key concepts
including: information, reviews,
facts, opinion, belief, validity,
relatability & evidence.
Digital citizens can identify
ways the internet can draw us
to information for different
agendas, e.g. website
notifications, pop-ups,
targeted ads.

Digital citizens can describe
ways of identifying when
online content has been
commercially sponsored or
boosted, (e.9. by commercial
companies or by vloggers,
content creators,
influencers).

Digital citizens explain what
is meant by the term
‘stereotype’, how ‘Sterotypes’
are amplified & reinforced
online, & why accepting
‘Sterotypes’ may influence
how people think about
others.

Digital citizens can describe
how fake news may affect
someone’s emotions and
behaviour, and explain why
this may be harmful.

Know and explain what is
meant by a‘hoax.

Digital citizens can explain
why someone would need to
think carefully before they
share.

Year 6

Know and explain how search
engines work and how results
are selected and ranked.
Know & explain how to use
search technologies
effectively.

Know and describe how some
online information can be
opinion & offer examples.
Know & explain how and why
some people may present
‘opinions’ as facts’, why the
popularity of an opinion or the
personalities of those
promoting it does not
necessarily make it true, fair
or perhaps even legal.

Digital citizens can
demonstrate how to analyse &
evaluate the validity of facts’
& information & explain why
using these strategies are
important.

Know and understand the
concept of persuasive design
& how it can be used to
influence people’s choices.
Digital citizens can define the
terms ‘influence’,
‘manipulation’ and ‘persuasion’
and explain how someone
might encounter these online
(e.9. advertising and ‘ad
targeting’ and targeting for
fake news).

Digital citizens can explain
how companies & news
providers target people with
online news stories they are
more likely to engage with &
how to recognise this.

Digital citizens can describe
the difference between online
misinformation and dis-
information.

Know and explain why
information that is on a large
number of sites may still be
inaccurate or untrue. Digital
citizens can assess how this
might happen (e.g. the sharing
of misinformation or
disinformation).

Know how to identify, flag and
report inappropriate content.
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* Digital citizens can
identify rules that
help keep us safe and
healthy in and beyond
the home when using
technology.

* Know and give some
simple examples of
these rules.

n in Knowledge and

skills - Online & Digital Literacy

Year 1

* Know and explain rules
to keep themselves safe
when using technology
both in and beyond the
home.

Year 2

* Know and explain simple
guidance for using
technology in different
environments & settings
e.9. accessing online
technologies in public
places & the home
environment.

* Digital citizens are able to
say how those rules/
guides can help anyone
accessing online
technologies.

Year 3

Know and explain why
spending too much time
using technology can
sometimes have a
negative impact on
anyone.

Digital citizens can give
some examples of both
positive & negative
activities where it is easy
to spend a lot of time
engaged.

Know and explain why
some online activities
have age restrictions, why
it is important to follow
them & know who | can
talk to if others pressure
me to watch or do
something online that
makes me feel
uncomfortable (e.g. age
restricted gaming or web
sites).

Year 4

Know and explain how
using technology can be a
distraction from other
things, in both a positive &
negative way.

Digital citizens can
identify times or
situations when someone
may need to limit the
amount of time they use
technology e.g. digital
citizens can suggest
strategies to help with
limiting this time.

Year S

* Know and explain describe

ways technology can affect
health & well-being both
positively (e.g. mindfulness
apps) and negatively.

Know and describe some
strategies, tips or advice to
promote health & wellbeing
with regards to technology.
Digital citizens can explain how
and ehy some apps & games
may request or take payment
for additional content (e.g. in-
app purchases, lootboxes) and
explain the importance of
seeking permission from a
trusted adult before
purchasing.

Digital citizens can recognise
the benfits & risks of accessing
information about health &
wellbeing online & how we
should balance this with talking
to trusted adults and
professionals.

Year 6

* Know and describe common

systems that regulate age-
related content (e.g. PEGI,
BBFC, parental warnings) and
describe their purpose.

Digital citizens can recognise
and discuss the pressures that
technology can place on
someone and how/ when they
could manage this.

Digital citizens can assess &
action different strategies to
limit the impact of technology
on health (e.g. night-shift
mode, regular breaks, correct
posture, sleep, diet &
exercise).

Digital citizens can recognise
features of persuasive design
and how they are used to keep
users engaged (current &
future use).
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Health, Well-being and Lifestyle
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* Know some simple
examples of my
personal information
(e.9. name, address,
birthday, age,
location).

Know and describe
who would be
trustworthy to share
this information with
and explain why they
are trusted.

Progression in Knowledge and
skills - Online & Digital Literacy

Year 1

* Know and explain that

passwords are used to
protect information,
accounts and devices.
Digital citizens can

recognise more detailed

examples of
information that is
personal to someone
(e.9. where someone

lives and goes to school,

family names).

Digital citizens can
explain why it is
important to always
ask a trusted adult
before sharing any
personal information
online, belonging to
themselves or others.

Privacy and Security

Year 2

Know and explain how
passwords can be used to
protect information,
accounts and devices.
Know, explain and give
examples of what is
meant by ‘private’ and
‘keeping things private’.
Digital citizens can
describe and explain
some rules for keeping
personal information
private (e.g. creating &
protecting passwords).
Digital citizens can
explain how some people
may have devices in their
homes connected to the
internet and give
examples (e.g. lights,
fridges, toys, televisions).

Year 3

¢ Know and describe simple
strategies for creating &
keeping passwords
private.

* Digital citizens can give
reasons why someone
shoudl only share
information with people
they choose to and can
trust. They can explain
that if they are not sure
or feel pressured then
they should tell a trusted
adult.

* Digital citizens can
describe how connected
devices can collect and
share anyone’s
information with others.
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Year 4

Know what the digital age
of consent is and the
impact this has on online

service asking for consent.

Digital citizens can
describe how some online
services may seek
consent to store
information about them;
Know how to respond
appropriately & who they
can ask if they are not
sure.

Digital citizens can
explain that internet use
is never fully private and is
monitored, e.g. adult
supervision.

Digital citizens can
describe stratgies for
keeping personal
information private,
depending on context.

Year S

Know and explain what a
strong password is and
demonstrate how to create
one.

Know and explain how many
free apps or services may read
& share private information (
e.g.friends, contacts, likes,
images, videos, voice
messages, geolocation) with
others.

Digital citizens can explain
what app permissions are and
can give some examples.

Year 6

Know and describe effective
ways people can manage
passwords (e.g. storing them
securely or saving them in the
browser).

Know and describe ways in
which some online content
targets people to gain money
or information illegally; know
and describe strategies to
help them identify such
content (e.9. scams, phishing).
Know and explain what to do if
a password is shared, lost or
stolen.

Know that online services have
terms and conditions that
govern their use.

Digital citizens can describe
how and why people should
keep their software and apps
vp todate, e.g. auto updates.
Digital citizens can describe
simple ways to increase
provacy on apps and services
that provide privacy settings.
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Know where the on
and off button is on
an iPad.

Digital leaders begin
to use the home
button.

Digital leaders open
and close apps using
the home button.
Know how to adjust
the volume.

Know how to search
the iPad using
teacher instruction.
Know how to take

good, quality pictures.

Digital citizens have
an awareness of
different technology
around the home and
school, and it's
purpose in everyday
life.

Year 1

Know the term
technology and classify
whether something is
technology or not.
Know that technology is
used within their school
and classroom.

Know that technology
helps us in different
ways.

Know how to click and
drag objects on a
screen.

Know how to save and
vpload work.

Know and can suggest
rules to keep us safe
and healthy when using
technology (in school
and at home).

Digital leaders are
beginning to
understand the
Acceptable usage
Policy

Year 2

* Know different types of

computers and their
uses.

Know different
examples of IT within
the school and the
wider world.

Digital leaders
recognise where IT
devices are used, how
they work together and
how they benefit us e.g.
shop tills, barcode
scanner and receipt
machine.

Know how our
Acceptable usage
policy helps to keep us
safe.

Digital leaders explore
choices that are made
when using information
technology.
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Year 3

Know how a digital
device works and can
explain how they
function including input,
process and output.
Digital leaders can input
and output devices.
Digital leaders input
and output machines.
Digital leaders are
beginning to recognise
similarities and
differences between
using digital devices
and non-digital tools.
Digital leaders can
compare their own
digitally drawn picture
to their own non-
digitally drawn picture.
Know how digital
devices can be
connected.

Know that networks are
made up of a number of
devices through
unplugged role-play
activities.

Know how information
can be passed between
devices.

Know the physical
components of a
network, including the
role of a switch, server
and wireless access
point in a network.
Digital leaders
investigate networks
and wireless devices
within the school.

Know the benefits the of
computer networks.

Year 4

Know, describe and
recognise how networks
physically connect to
other networks
(including network
devices).

Know why a network
needs protecting.
Digital leaders beginnto
explain that the internet
provides many services
including knowledge
that the WWW contains
both websites and web
pages.

Know the types of media
that can be shared,
where websites are
stored and where to
access them.

Digital leaders use
internet services
provided to create their
own online content.
Know that websites and
their content are
created by people and
know who owns the
content.

Know that there are
rules to protect the
content created.

Digital leaders can
investigate the reliability
of internet content.

Year S

Know that computers
can be connected
together to form
systems.

Know the roles of
computer systems in
our lives e.g. pedestrian
crossings., parcel
collection points.
Digital leaders explore
tasks which are
managed by computing
systems/humans
Digital leaders explore
with search engines,
starting to describe
how search engines
select results.

Know how search
results are ranked,
begin to use this
information to design
their own webpage and
explain how search
engines follow the rule
of ranking.

Know the role of web
crawlers in creating an
index.

* Digital leaders explore

why the order of results
is important, how they
can be influenced and
the limitations of a
search engine.

Know how search
engines make money.

Year 6

Know the importance of
internet addresses.
Know how datais
transferred across the
internet and identify the
main parts of a data
packet

Know how sharing
information online can
help people work
together and how
different medias and
files are shared.

Digital leaders evaluate
a variety of ways in
which we can work
together online,
including recognising
how working together
on the internet can be
public or private.
Digital leaders can
identify the variety of
methods of
communication, which
use the internet, and
identify the best
method for a variety of
particular purposes.
Digital leaders compare
different methods of
communication.

Know what information
is appropriate to be
shared online and what
should be kept private.
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* Digital citizens use
technology for a
purpose including ipads
and cameras.

D

Year 1

Digital citizens can
explain which tools are
used when drawing lines
on a screen.

Digital citizens use paint
tools to draw pictures.
Digital citizens use tools
effectively (shapes/
lines).

Digital citizens recreate
the work of various
artists using shapes
and tools.

Know that different
paint tools do different
jobs.

Know that art can be
recreated using paint
tools.

Digital citizens can
make colour and brush
sizes choices.

Know that different size
brushes create different
outcomes.

Know the difference
between paintingona
computer and painting
on paper.

Digital citizens explore
the difference between
painting on paper and
on computer.

Digital citizens can
articulate their
preference to painting
on a computer or

paper.

Year 2

Know what devices can
be used to take
photographs.

Know that ipads can
take photographs.
know how to take a
photographin
landscape and portrait
format.

Digital citizens explore
the difference in the
outcome of portrait and
landscape photos.
Digital citizens can
articulate reasons why
photographs are of a
good quality and how to
improve a photograph.
Digital citizens
experiment with
different light sources
know that imnages can
be manipulated using
filters and coloured
tints.

Digital citizens
investigate which
photographs are real
and why.

Year 3

Know how an animation
flip book works.

Digital citizens create
an effective flipbook
style animation using a
drawn sequence of
pictures.

Know that aflipbook is
created using drawings.
Digital citizens will make
predictions about the
outcome of a flipbook.
Know that stop-frame
animation uses a still
inage to createa
moving image.

Know that a frame is
the space which each
drawing/ object is
captured.

Digital citizens use
onion skinning to make
small changes between
frames.

Digital citizens evaluate
the quality of their
animation and of their
peers.

Digital citizens add
media to their
animation and know
why they have added it.
Know ways to make
their animation better.
Digital citizens will
improve their
animation based on
feedback from their
peers.

Year 4

Digital citizens will use
iPads to record audio.
Know that the person
who records the sound
can say who is allowed
touseit.

Know input and output
devices used to record
and play sound.

Digital citizens will
explore what sounds
can be added to a
podcast.

Digital citizens use
sound waves view to
trim their recordings.
Digital citizens re-
record their voice to
improve their
recordings.

Know sounds can be
combined together to
make a podcast.
Digital citizens use
imovie to create a
podcast.

Digital citizens can save
their podcast so that it
can be editable.

Digital citizens plan
their podcast using
appropriate content.
Digital citizens record,
review and improve
their podcast using
appropriate edits.
Digital citizens identify
strengths of an audio
recording and can
suggest improvements.

Year S

Know that video is a visual
media format.
Digital citizens identify
features of a video (play,
stop, rewind, pause, fast-
forward).
Know that different
camera angles have
different effects (long-
shot, close up, side-by-
side).
Digital citizens recognise
camera angles in a video.
Digital citizens
experiment with using a
microphone at different
distances.
Digital citizens use a
range of filming
techniques and review
how effective they are.
Digital citizens suggest
filming techniques for
specific purposes (close
up shot of an object).
Know how to create and
save video content in
imovie.
Digital citizens use a
storyboard to outlines
scenes for their video.
Digital citizens explore
tools to use in their video
(slow motion, snipping
tool, changing speed,
sound effects).
Know that their choices
when making a video, will
impact on the quality of
the final outcome.
Digital citizens evaluate
their video and share
opinions.
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Year 6

Digital citizens explore
websites.

Know that websites are
made vp of different
types of media (images,
videos).

Know that websites are
written in HTML.

Know the common
features of a webpage
(search bar, tabs,
hyperlinks).

Digital citizens create a
webpage made for a
specific purpose.

Know what copyright is.
Know that they should
use copyright free
images.

Know what fair use is.
Digital citizens add their
own content to their
website, previewing what
isit like.

Digital citizens evaluate
their website, suggest and
make edits.

know that a navigation
pathway will take you
back to where you have
previously been.

Digital citizens create
hyperlinks to link to
others work.

Know the implications of
linking content owned by
others.
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* Digital citizens use
simple programmable
toys for a purpose e.g.
Bee Bots

* Digital citizens explore
technological toys with
buttons, flaps,
mechanisms and
moving toys.

Year 1

Know the difference
between planning out a
sequence and encoding
that sequence into
appropriate language.
Know how to read and
write in shorthand
code.

Know how to write
precise instructions.
Digital citizens explore
translating instructions
into given symbols.
Know how to stack code
blocks togetherina
linear sequence.

Know and
understanding of
sequence and concept
Digital citizens explore
programming and
debugging skills.

Digital citizens can bvild
computer programs
from written
instructions.

Digital citizens use
critical thinking skills by
identifying repetition
and determining how to
apply this to repeat
loop commands.

Year 2

Digital citizens use
knowledge of
programming to
unplugged activities.
Know the term
algorithm.

Know sequential
algorithms to move
sprites

Digital citizens use
knowledge of
programming and
debugging skills.

Know how to use
stacking code blocks
together in alinear
sequence.

Digital citizens explore
how to reorganise and
translate movements
into a series of
commands.

Know how to apply
programming concepts
(sequences and loops)
in codes they create
Digital citizens can
implement loops and
add instructions to
existing loops.

Year 3

Know that the term Bug is
an error in a program and
understand its importance
within Computer Science.
Know how to identify and
locate bugs in a program.
Digital citizens explore and
create instructions knowing
the importance of precision.
Know the importance of
defining an algorithm.
Digital citizens can create
sequential algorithms that
move sprites within mazes.
Digital citizens use their
knowledge of sequencing,
understanding how to stack
code blocks in a linear
sequence to move starlight,
turn left and turn right.
Know that programming is
putting instructions
together in a specific order,
so that a machine can read
them.

Know how a computer
reads/navigates
instructions.

Know how to break complex
instructions

Digital citizens use sequence
blocks linked to pixes and
angles.

Digital citizens identify
repeated patterns in code
and begin to
replace/simplify these
patterns with loops.

Digital citizens instructions
which use loops.
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Year 4

Know how to modify
existing programs.
Digital citizens can
reframe a sequence of
steps as an encoded
program.

Digital citizens
understand the
constraints of
translating problems
from human language to
machine language.
Digital citizens can
modifying programs
which solve errors.
Know the importance of
persistence when
debugging.

* Digital citizens analyse

peers work to verify the
coding created.

Digital citizens use
knowledge of coding by
reading given codes,
identify bugs and the
problem this will cause in
a program.

Know how to understand
events and how
programmers use them
within video games.

Year S

Know that a spriteis a
character or object, that
can be moved or
changed.

Digital citizens use
knowledge of code learnt
so far to program.

Know how to create new
sprites, costumes and
behaviours.

Digital citizens use
knowledge of events by
creating codes which
change a sprites
costume/locations.
Know which information
is personal and which is
private and identify what
information about
themselves is safe to
share online.

Know the benefits of
using loop structures
instead of repetition.
Know that thereis a
difference between
commands, by using
nested loops.

Digital citizens know the
difference between a
loop and a nested loop.
Digital citizens explain
when loops, nested loops
or no loop is needed
within their code.
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Year 6

Know the importance of
the user, when designing.
Know the role of
computers and
technology in their lives,
focusing on how apps
and tools give users
choices.

Know that a spriteis a
character or object, that
can be moved or
changed.

Digital citizens create
animations using sprites
and assign them
costumes and
behaviours.

Digital citizens create
programs that respond
to timed events and user
inputs.

Digital citizens recognise
how to program
solutions to problems.
Know how computers
take and store input
from a user.

Digital citizens assign
variable of a valve.
Digital citizens explore
the relationship between
how a variable is defined,
stored and retrieved.
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* Digital citizens use
simple programmable
toys for a purpose e.g.
Bee Bots

Digital citizens explore
technological toys with
buttons, flaps,
mechanisms and
moving toys.

Year 1

Know the benefits of
using loops in coding.
Digital citizens
construct programs
using repeated areas of
code
Digital citizens will
break down instructions
into the smallest
possible sequence
Know how to use loops
to create patterns
Digital Citizens will
create a program that
draws complex shapes
through repeating
sequences
know what an event is
and distinguish
between events and
actions
Digital Citizens will use
events to createan
animated game where
characters move and
backgrounds change

Year 2

know if a program is
efficient

will effectively use a
‘repeat’ block

know how events are
used in programming
digital citizens will
effectively practice
differentiating pre-
defined actions and
event-driven ones
Know how to create an
animated game

know how to overcome
obstacles such as time
constraints and bugs

Year 3

Know how to implement
loops in blockly code
digital citizens will add
instructions into existing
loops

Know how to use events to
make a game

Digital citizens will use
events to make characters
move, make noises and
react to obstacles

know that computers were
created to help process
data

digital citizens will collect
and analyse a simple set of
data

digital citizens will make
comparisons between data
know how computers
translate sentences into
binary

digital citizens will write
code, decode binary and
encode letter
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Year 4

Know that a nested loop
is a pattern within a
pattern

know how conditionals
work

* digital citizens will

determine whether a
conditional is met based
on criteria

digital citizens will
practice using
conditionals in their
program

digital citizens will
translate spoken
language conditional
statementsintoa
programme

know how condition-
based loops work
digital citizens will use a
‘while’ loop to create
programs

know how an ‘until’ loop
works

digital citizens will build
programs that have
characters repeat
actions ‘until’ they reach
a desired point

Year S

Know how a function can

be helpful

digital citizens will
recognise reusable
patterns and be able to
incorporate named
blocks to call pre-
defined functions
digital citizens will use
pre-determined
functions to complete
commonly repeated
tasks

know how ‘if/else’
statements work
know how to use
conditionals with
function

digital citizens will
describe how
compromise can help
keep a project on track
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Year 6

digital citizens will use
variables within prompts
and to hold words and
phrases

know how to utilise
variables to program a
group of sprites

digital citizens will create
programs where sprites
are created in groups
and programmed
individually with events
know how to use
variables to track a value
that changes overtime
know that variables
store data that can be
retrieved

Know how to modify the
valve stored in a
variable

digital citizens will use
multiple sprites which
are controlled
individually and variables
to track the player's
score

digital citizens will
articulate the design
process and how it
helped to shape a
finished project

know system limitations
that can affect project
design
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* Digital citizens use
technology in their
everyday

Year 1

Know that objects have
different labels and can
be put in groups

Digital citizens count
and group a group of
objects

Digital leaders describe
an object and the
property of an object
Digital leaders can
classify objects based
on their properties and
choose how to group
different objects by
properties

Digital leaders compare
their group objects and
record what they have
find, sharing what they
have found with their
peers
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Year 2

Know that tally chart
records data effectively
for easy counting
Digital leaders organise
their own tally charts to
organise data

Digital leaders create
pictograms manually
and thenona
computer.

Know that you can view
data in different
formats

Know that a tally count
can be represented as a
total.

Know how to collect
data and the
importance of this.
Digital leaders present
findings in the form of a
pictogram using a
common attribute.
Digital leaders can
answer questions based
on their pictograms
using mathematical
vocabulary.

Know that people can
be described by
attributes.

Digital leaders draw
conclusions and share
findings.

Know that there are
other ways to present
data than using tally
charts and pictograms.
Digital leaders consider
whether it is always ok
to share data and when
itis not ok.

Year 3

Know what a yes/ no
question is.

Digital leaders explore
questions with yes/ no
answers.

Digital leaders two
groups of objects
separated by one
attribute.

Digital leaders create
yes/no questions.
Digital leaders can
arrange objectsinto a
tree structure.

Know how to group and
order objectsin a
branching database
structure.

Digital leaders test their
branching database to
see how effective it is.
Know how to create a
well-structured
database.

Digital leaders compare
the efficiency of
branching databased
and can explain why
questions need to be in
a specific order.

Digital leaders can plan
a branching database
by creating a physical
representation of one
before creating a digital
branching database.
Digital leaders work
with a partner to test
their database,
considering real-world
uses,

Year 4

Know that data can be
collected.

Know how data can be
collected.

Digital leaders consider
how data is collected
over time.

Digital leaders reflect on
the importance of
collecting the right
amount of data to
answer questions.
Know that data loggers
is an example of how
datais collected
auvtomatically.

Know how data loggers
work.

Know that sensors
collect data.

Digital leaders explore
how sensors can be
connected to data
loggers while not
attached toa
computer.

Digital leaders identify
the intervals used to
collect data and can
talk about data that
has been captured.
Digital leaders find out
key information from
existing files and
analyse a data file.
Digital leaders use data
loggers to collect data
and can draw
conclusions from data
collected.

Year S

Know how to create a
database using cards.
Digital leaders explain
how information can be
recorded, and can
order, sort snd group
data cards.

Know that a database
consists of ‘record’ and
that each record
contains fields".

Digital leaders create a
paper version of a
record card database
and then digitally.
Digital leaders use
grouping and sorting to
answer questions about
data.

Digital leaders can use
advanced techniques to
search for more than
one fiend using a
computer database.
Know what makes a
useful chart and how
charts can be created
to compare data.
Digital leaders create
charts from their data
in order to answer
questions about it.
Digital leaders use real-
life databases to ask
questions.

Digital leaders explore
real-life databased in
the role of a travel
agent and present
findings.
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Year 6

Know how data can be
structured in a table.
Digital leaders will
collect and organise
datain a format of their
choice.

Digital leaders will input
dataintoa
spreadsheet.

Know the structure of a
spreadsheet

Know that the type of
datain cell is important.
Digital leaders use
formulas to produce
calculated data.

Digital leaders explore
how changing inputs
changes outputs.

Know the importance of
creating formulas.
Digital leaders calculate
data using different
operations.

Digital leaders plan and
calculate the cost of an
event using a
spreadsheet.

Digital leaders create
charts in Google sheets
and can evalvate
results from their charts
to answer questions.
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Digital citizens use
technology for a
purpose including ipads
and cameras.
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Year 1

Digital Citizens can opena
word processor (Word).
Digital citizens can enter
text into a computer, use
back space to remove
text and use letter/
number and space keys.
Digital citizens can identify
the toolbar and identify
bold, italic, underline.
Digital citizens can type
capital letters, change the
font and select all of the
text by clicking and
dragging.

Digital citizens can
articulate if their changes
have improved their
writing e.g. bold, italic, font.
Digital citizens can use
undo to remove changes.
Digital citizens can explore
the differences between
typing and writing on
paper.

Digital citizens can explain
their prefered method to
use in different situations.
Know the position of keys
on a keyboard.

Know the names of tools
(bold, italic, underline,
font).

Year 2

Know that music can be
used in different ways to
express emotions and to
trigger their imaginations.
Digital citizens experiemnt
with the pitch of notes to
create their own music.
Digital citizens can describe
music using adjectives.
Digital citizens can identify
simple differences in pieces
of music (compare two
pierces of music from The
Planets by Gustav Holst.
Digital citizens explore
rhythm and create patterns
by following a rhythm
pattern.

Digital leaders will use
untuned percussion
instruments and computers
to hear the different rhythm
patterns that they create.
Know that there are
patterns in music.

Know that musicisa
sequence of notes.

Digital citizens explain how
their music can be played in
different ways.

Digital citizens refine their
musical patternona
computer.

Digital citizens can create a
piece of music using an
object as inspiration,

Digital citizens define a
rhythm and createa
musical pattern to
accompany it.

Know how to retrieve their
own work, make
improvements and share.

Year 3

Digital citizens can give
advantages and
disadvantages of using
text,images, or both, to
communicate messages.
Digital citizens compare the
difference between text &
innages.

Digital citizens can use the
return, backspace and shift
keys to use punctuation
effectively.

Digital citizens choose the
best locations for their
content and can make
changes to it after it has
been added.

Digital citizens create their
own magazine template on
Adobe.

Digital citizens can add
images from within the
search facility in Adobe
spark.

Digital citizens explore
page layouts and discuss
the purpose of them.
Digital citizens explore how
desktop publishin gis used
in the wider world and
discuss the benefits of using
desktop publishing
applications.

Know what desktop
publishing is.

Know the different ways
information can be laid out
on a page.

Know the term page
orientation, templates and
place holders.

Know what ‘text’ and
images are.

Know how to make careful
choices regarding font size
and colour.

Year 4

Digital citizens explore
when they need to rotate
and crop an image,
knowing how to use an
image editor to make
these changes.

Digital citizens can
discuss image
composition.

Digital citizens explore
the effect that different
colours and filters have on
an image.

Digital citizens choose
effects to fit a scenario
and explain how they
made their choices.
Digital citizens edit
images using different
effects to svit different
scenarios.

Digital citizens explore
how parts of a photo can
be removed or duplicated
using cloning.

Digital citizens consider
when it is necessary to
edit photographs in this
way.

Digital citizens use a
range of tools to copy
between images.

Digital citizens plan their
own image and review
them against a given
criteria, making changes
based on their review.
Know how to select and
copy part of an image.
Know why photos might
be edited.

Know how the cloning tool
changes the composition
of a photo and photo
retouching.

Know the concept
‘editing.

Year S

Know that a vector
drawing is made vp of
simple shapes and lines.
Digital citizens use the
main drawing tools in
‘Sketches School'. App to
create their own vector
drawings.

Digital citizens explore
how vector drawings
differ from paper base
drawings.

Digital citizens create
their own vector drawing
by moving, re-sizing,
rotating and changing the
colours of a selection of
objects.

Digital citizens use the
‘zoom’ tool to add detail
to their work.

Digital citizens will use
tools to modify objects to
create a new image.
Digital citizens group
multiple objects to make
them easier to work with.
Digital citizens compare
vector drawings to free
hand paint program
drawings.

Know how layers are used
in vector drawing and how
each object is built on a
new layer. These layers
can be moved forwards &
backwards to create
effective vector drawings.
Know how grids and re-
size handles can improve
the consistency of their
drawings.

Know that shapes are
used to make a vector
drawing.

Know that each element
of a vector drawing is
called an ‘object".
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Year 6

* Know that 30 modelling is
creating a range of 30
shapes that they can
select and move.

* Know how to re-colour 30
objects.

* Know that they can
accurately resize and
move shapes using the
dimensions.

* Know how computer
based 30 design is used in
architecture to plan
buildings.

* Digital citizens ‘explode’
30 models of buildings to
see what shapes they are
composed of.

* Digital citizens plan and
create a 30 model based
on their design.

* Digital citizens evaluate
their model and that of a
peer, before modifying
their own model to
improve it.

* Digital citizens explore
shapes from a variety of
views within 30 space.

* Digital citizens
manipulate 30 objects
digitally.

* Digital citizens resize
objects in one, two and
three dimensions.

* Digital citizens explore
the manipulation of
digital 30 objects.

* Digital citizens rotate
objects in 3dimensions,
duplicate objects, and
then use grouping and
ungrouping to manipulate
objects.

* Digital citizens create own
30 name badge.

* Digital citizens consider
the practicality of 30
printing of the objects
they have made.
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1.
Two stars are inputted into a process machine and four are outputted. What is the process that
has taken place?
One star has peen taken away
The stars have doubled in quantity
2. Which of these is @ digital device?
Alamp -
A laptop computer
A. Alamp B. A laptop computer
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C. Apencil sharpener B A bicycle
3. Which of these is an input device?
A mi
Traffic Lights A. A microphone B. Speakers
A pri
C. Traffic lights
D. A printer
L
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