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	The World
	Digital World
A range of technology is used in places such as homes and schools including TVs, phones and computers. They can be used for particular purposes such as texting, watching or listening to. 
	Digital World Software available online, such as email, social media platforms or blogs, can be made by individuals to communicate their ideas.
	Digital World Software available online, such as email, social media platforms or blogs, can be made by individuals to communicate their ideas.
	Digital World Software available online, such as email, social media platforms or blogs, can be made by individuals to communicate their ideas.
	Digital World 
Software available online, such as email, social media platforms or blogs, can be made by individuals to communicate their ideas.
	Digital World Software available online, such as email, social media platforms or blogs, can be made by individuals to communicate their ideas.
	Digital World Software available online, such as email, social media platforms or blogs, can be made by individuals to communicate their ideas.

	
	Real World 
Technology is used in many ways to do different jobs, such as using an interactive whiteboard in the classroom, using a tablet to do online shopping at home or using scanners in a shop in the community.
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	Digital Literacy 
	Digital Searching
Internet sites such as Google can be used to search for information. This can be done by typing or voice recognition. 
	Digital Searching 
To search for digital content, the user needs to know the file name, file type and folder name or keywords and search terms to find the correct information.

	Digital Searching 
A device is online if it is connected to the internet or a network and can communicate with other devices. A device is offline if it is not connected to the internet or network and cannot connect to other devices.

	Digital Searching The World Wide Web is a collection of web pages that are run via the internet. The information requested can be displayed as text, images or videos.

	Digital Searching Pop-ups or adverts are a form of online advertising that companies use to encourage users to buy something or go to another website. Some pop-ups can be malicious and lead to a virus, whereas some are helpful and give information. Pop-ups can be blocked by computer software. Concerns should be reported to a trusted adult before clicking on anything.
	Digital Searching Some websites have more reliable content than others and content should be verified with another independent source.
	Digital Searching Search engines take many factors into account, such as the quality of the site, number of updates or number of matches to keywords. However, search engines do not consider whether the content is true, age-appropriate or relevant, and so users need to be aware of these things when searching.


	
	Physical Interactions
Technological toys such as B-Bots can move when given a set of commands by pressing buttons. 
	Physical Interactions An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. Algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. Mistakes are called bugs and finding and fixing them is called debugging.
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	Communication
Digital technology is used in all parts of everyday life, such as on a tablet to play a game or using a microwave to heat food. Some of this digital technology can be used to connect with others locally, such as sharing digital work in the classroom, or globally, such as using Skype on a computer to speak to a friend overseas.
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	Staying Safe 
Private information includes name, address, date of birth or school and this information should not be shared online. Any concerns or worries should be reported to a trusted adult.
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	Digital Citizenship When work is saved electronically, it needs to have a name that identifies it and is easily remembered.

	Digital Citizenship
 A digital footprint is the information that exists on the internet, following a user's online activity.
	Digital Citizenship Online communication should be done respectfully and responsibly, considering the impact on others.
	Digital Citizenship Appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
	Digital Citizenship Citing sources is giving credit to the person or website that created the information. Using someone else's work without citing it is called plagiarism and is a form of cheating.
	Digital Citizenship Digital content may have been edited online by anyone, and so it is important to verify content against other independent or reputable sources.

	Critical thinking 
	Data and computational thinking 
Technological toys such as B-Bots can move when given a set of commands by pressing buttons.
	Data and computational thinking 
An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. Algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially.
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	Creation 
Computers have different programmes such as word processing software to write or image software such as paint or draw. These can be used for different purposes such as drawing a picture or writing a letter or email. 
	Creation 
Software is the programs that are used by a computer, such as word processing software, presentation software or image editing software. It can be used to create and combine digital content for different audiences and purposes.

	Creation 
Multimedia components, such as text, images, audio and video clips, can be created, edited and combined to create content for a range of tasks.

	Creation
Text, images, animation, audio and video clips can be combined using tools within a piece of software or by using a range of software. For example, an image could be inserted into a word processing document or a video could be inserted into a presentation.

	Creation Manipulating a range of text, images, sound or video clips and animation may include changing their style, size, colour, effect, shape, location or format.

	Creation 
Creating, selecting and combining a range of texts, images, sound clips and videos for given purposes could include creating a web page, slide show presentation, short film or an animation.

	Creation
 A variety of software, such as word processing software, image editing software or internet services, can be selected, used and combined to meet a goal.




	Year
	
	Vocabulary

	 
Foundation Stage
	· Know what to do if they feel unsafe/uncomfortable and understand that not all information on the internet is true.  
· Begin to use common computer science vocabulary.  
· Appreciate uses of technology inside and outside of school.  
· Begin to use and ‘tinker’ with technological toys and write simple algorithms, understanding their role in achieving a goal.  
· Begin to understand the impact of screen time, how they can self-regulate this, and why it is important.  
	LL: big, top, bottom, behind 
Nursery: through, near, between, around, next to. 


	

	Development Matters
	Components
	Vocabulary

	
F2
	30-50 months 
Understanding the world: Technology 
· To know how to operate simple equipment.
· To show an interest in technological toys with knobs or pulleys, or real objects.
· To show skill in making toys work by pressing parts or lifting
· flaps to achieve effects such as sound, movements or
· new images.
· To know that information can be retrieved from computers.
	tablet
computer screen 
type
click
touch
fix 
instructions
screen time
E-safety 


	
	40-60 months 
Understanding the world: Technology 
· To complete a simple program on a computer.
· To interact with age-appropriate computer software.
	

	
	ELG
Understanding the world: Technology
· To recognise that a range of technology is used in places such as homes and schools. To select and use technology for particular purposes. 
· Completes a simple program on a computer.  
· Interacts with age-appropriate computer software.  
	





	
	National Curriculum Statement
	Components
	Composites

	Vocabulary

	
Year 1


	Pupils should be taught to: 
- use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
	1.1 To know how to keep safe in the real world. 
1.2 To know the concept of ‘personal information’. 
1.3 To know how ‘personal information’ links to the idea of ‘stranger danger’.  (ThinkUKnow 4-7 episode 2- sharing pictures)  
1.4 To know who it is okay to share personal information with and who it is not okay to share it with.  
1.5 To know what information we would need to know about someone to be able to trust them online. 
1.6 To know how the internet can be used for positive ends. 


	1.7 To consolidate knowledge about personal information and positive uses of the internet.  
(Creating role-on-the-wall of what information can and can’t be shared )
1.8 To know private information includes name, address, date of birth or school and this information should not be shared online. Any concerns or worries should be reported to a trusted adult.

	tablet
computer screen 
type
click
touch
fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source

	
	
	
	
	responsible
stranger
personal information
email

	
	Pupils should be taught to: 
- use technology purposefully to create, organise, store, manipulate and retrieve 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 contact on the internet or other online technologies.
	1.9 To know how to turn a computer on and off safely. 
1.10 To know how to use the cursor to click on a box. 
1.11 To know how to use the backspace if they make a mistake typing. 
1.12  To know how to find an icon by sight. 
1.13 To know how to double-click to open a program. 
1.14 To know how to type their name in Word. 
1.15 To know how to use different fonts and sizes of writing. 
1.16 To know how to type my username and password and keep it safe. 
1.17 To know how to start making a drawing on Microsoft Paint. 
1.18  To know how to print documents. 
 
	1.19 To create artwork.
1.20  To know software is the programs that are used by a computer, such as word processing software, presentation software or image editing software.
	tablet
computer screen 
type
click
touch
fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source

	
	
	
	
	responsible
personal information
on button
power symbol
keys
username
password
desktop
icon
backspace

	
	Pupils should be taught to: 
- create and debug simple programs 
- use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
	1.21 To know what to do if something inappropriate/uncomfortable is seen on the Internet.
1.22 To know which rules I should follow on the Internet. 
1.23 To know how to get on a website and find an account. 
1.24 To know how to click, drag and drop an object.
(Code.org Course A lesson 2) 
1.24 To know how to write out sequencing and debug if something goes wrong. (Code.org Course A lesson 3- Unplugged)
1.25 To know how to move a character around using sequencing. (Code.org Course A lesson 4 )
	1.27 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
1.28 To know an algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
1.29 To know mistakes are called bugs and finding and fixing them is called debugging.
1.30 To understand how to keep safe virtually. To understand the principle of sequencing code. 
	tablet
computer screen 
type
click
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fix 
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	responsible
personal information
trusted source
algorithm
address bar

	
	Pupils should be taught to: 
- 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

	1.31 To know how to debug. (Code.org Course A lesson 5)
1.32 To know how to debug. (Code.org Course A lesson 6)
1.33 To know how to use ‘loops’. (Code.org Course A lesson 7- unplugged.)
1.34 To know how to use loops to make a task easier. (Code.org Course A lesson 8)
1.35 To know how to use loops in an open environment. (Code.org Course A lesson 9)
1.37 To know how to use loops to create art. 



	1.38 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 1.39 To know an algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
1.40 To know mistakes are called bugs and finding and fixing them is called debugging.
1.41 To consolidate understanding of correcting an error. To know how digital technology can help create art.
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source

	
	Pupils should be taught to: 
- use technology purposefully to create, organise, store, manipulate and retrieve digital content 
- recognise common uses of information technology beyond school 
	1.42 To know how to draw a picture of family or friends using Microsoft Paint.
1.43 To know how to type in simple information about themselves and their families.
1.44  To know how to identify personal information and why it should not be shared with strangers. 
1.45 To know how to use a web search to find out information. 
1.46 To know how to make a mixed-media piece using Microsoft Paint. 



	1.48 To reinforce the concept of personal information and apply these in context. 
1.49 To learn how to use the Internet.
1.50 To use a computer to make art. To know how to use the internet and to know what the internet is. 
	tablet
computer screen 
type
click
touch
fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
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	Pupils should be taught to: 
- 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
- use technology purposefully to create, organise, store, manipulate and retrieve digital content 

	1.51 To know how ‘events’ work. (Code.org Course A lesson 11)
1.52 To know how to use my coding skills to make a game and a story. (Code.org Course A lesson 12- Unplugged)
1.53 To know how to be safe online like in real life.(Code.org Course B lesson 1- Unplugged)
1.54 To know how to use coding skills in a new environment. (Code.org Course B lesson 2)
1.55 To know how to use coding skills in a new environment. (Code.org Course B lesson 3)
1.56 To know how to use coding skills in a new environment (
Code.org Course B lesson 5)




	1.57 To apply coding skills to make a story and game. To apply their skills in a new environment.
	tablet
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click
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fix 
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screen time
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algorithm
trusted
source

	
Year 2


	Pupils should be taught to: 
- use technology purposefully to create, organise, store, manipulate and retrieve digital content 
- recognise common uses of information technology beyond school 
- use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
	2.1 To know to keep safe online.  (ThinkUKnow 4-7 first 2 videos- recap on last year)
2.2 To know some signs of websites being safe or unsafe.  (Code.org Course A lesson 1- Unplugged)
2.3 To know how to click, drag and drop. 
2.4 To know how to open a program (Word) and write my name. 
2.5 To know how to make a shape on Word. 
2.6 To know how to change the colour of a shape.  
	2.7 To software is the programs that are used by a computer, such as word processing software, presentation software or image editing software. It can be used to create and combine digital content for different audiences and purposes.
2.8 To know private information includes name, address, date of birth or school and this information should not be shared online. Any concerns or worries should be reported to a trusted adult.
	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug

	
	
	
	
	responsible
program
mouse
space bar
robot
key
edit

	
	Pupils should be taught to: 
- use technology purposefully to create, organise, store, manipulate and retrieve 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 contact on the internet or other online technologies.
	2.9 To know how to turn a computer on and off safely.
2.10 To know how to use the cursor to click on a box. 
2.11 To know how to use the backspace if they make a mistake typing
2.12 To know how to find an icon by sight. 
2.13 To know how to double-click to open a program. 
2.14  To know how to type their name in Word. 
2.15 To know how to undo a mistake when typing in a different way to using a backspace. To know how to get my writing back when I need.
2.16 To know how to print a document with their name on (File, print)
2.17 To know that the Internet can help us in many ways.  
	2.18 To know multimedia components, such as text, images, audio and video clips, can be created, edited and combined to create content for a range of tasks.

	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug

	
	
	
	
	typing
keys
username
password
backspace
cursor
desktop
icon
double-click
log-in box
undo
redo,
Internet

	
	Pupils should be taught to: 
- 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 technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
	2.19 To know how to write out sequencing and debug if something goes wrong.

2.20 To know how to move a character around using sequencing. 

2.21 To know how to debug when sequencing is inaccurate. 

2.22 To know how to sequence in a more complex environment involving obstacles. 

2.23 To know how to create a loop. 

2.24 To understand how positive the Internet can be.
(https://www.hamilton-trust.org.uk/topics/key-stage-1-topics/e-safety-mini-topic/e-safety-mini-topic-ks1/ )

	2.25 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
2.26 To know mistakes are called bugs and finding and fixing them is called debugging.
2.27 To understand that the Internet is a resource which can help us find information, but that must be used responsibly. 
2.28 To understand what to do if they encounter upsetting content on the Internet.
2.29To understand the concept of ‘debugging’ and ‘looping’. To understand the function of the Internet.
	fix 
instructions
screen time
E-safety 
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trusted
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	icon 
task
debug
goal
loop

	
	Pupils should be taught to: 
- 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
- use technology purposefully to create, organise, store, manipulate and retrieve digital content 
	2.30 To know how to use loops to make a task easier.
(Code.org Course A lesson 8)
2.31 To know how to use loops in an open environment. (Code.org Course A lesson 9)
2.32 To know how to use loops to create art. (Code.org Course A lesson 10)
2.33 To know what an ‘event’ and an ‘action’ is. (Code.org Course A lesson 11- Unplugged)
2.34 To know how to use ‘events’ in coding. (Code.org Course A lesson 12)
2.35 To know how to use ‘events’ in coding. (Code.org Course A lesson 12- a chance for children to play each other’s games!)







	2.36 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
2.37 Mistakes are called bugs and finding and fixing them is called debugging.
2.38 To understand how art can be made digitally. 
2.39 To understand how a variety of skills can lead to making games.
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	Pupils should be taught to: 
- 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
- use technology purposefully to create, organise, store, manipulate and retrieve digital content 

	2.40  To know what a ‘digital footprint’ is. (Code.org Course B lesson 1- Unplugged)
2.41 To know how to use loops in the ‘Harvester’ environment.
(Code.org Course B lesson 7)
2.42 To know how to use loops in an open environment. (Code.org Course B lesson 8)
2.43 To know how to use loops to create art.  (Code.org Course B lesson 9)
2.44 To know how to design a smartphone app. (Code.org Course B lesson 10- Unplugged)
2.45 To know how to use ‘events’ to create an interactive game.
(Code.org Course B lesson 12.)
2.46 To know how to draw a picture of their family or friends on Microsoft Paint.
2.47 To know how to type in simple information about themselves and their families.
2.48 To know how what personal information is and why it should not be shared with strangers.
2.49 To know how to perform a web search to find out more information on a topic.
2.50 To know how to use Paint to make a mixed-media piece.
2.51 To finish last lesson’s work.
	2.52 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
2.53 To know an algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
2.54 To know mistakes are called bugs and finding and fixing them is called debugging.
2.55 To understand how art can be made digitally. 
2.56 To understand how a variety of skills can lead to making games.


	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug

	
Year 3


	Pupils should be taught to: 
- 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 
- use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.
	3.1To know what cyberbullying is. 
3.2 To know how to create a strong password. 
3.3 To know how to sequence blocks in programming. 
3.4 To know how to type more efficiently using the home keys. 
3.5 To know how to begin using recording software including editing. 
3.6 To know how to add effects and edit a film. 
	3.7 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
3.8 To know algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
3.9 To know mistakes are called bugs and finding and fixing them is called debugging.
	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug
age restriction
report
block

	
	
	
	
	mouse
space bar
robot
key
edit
program
video footage
film editing cyberbullying
password
home keys
sequence

	
	Pupils should be taught to: 
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.

	3.10 To know how to create smileys using the shift key. 
3.11 To know how to save their documents. 
3.12 To know how to open a file. 
3.13 To know how to move between folders. 
3.14  To know how to rename a file using ‘Save As’. 
3.15To know how to ‘lock’ the computer. 
3.16 To know what to do if a program is ‘frozen’. 
3.17 To know how to use gradient fill in Word to make objects ‘shiny’. 
3.18 To know how to make words exciting using WordArt. 
3.19  To know how to navigate search engine results. 
3.20 To know how and why to avoid advertised results. 
3.21 To know how using keywords can help me search the web more effectively.  
	3.22 To know the World Wide Web is a collection of web pages that are run via the internet. The information requested can be displayed as text, images or videos.
3.23 To know text, images, animation, audio and video clips can be combined using tools within a piece of software or by using a range of software. For example, an image could be inserted into a word processing document
	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug
age restriction
report
block

	
	· 
	
	
	typing
keys
username
password
backspace
cursor
desktop
double-click
log-in box
undo
redo
Interne
caps-lock
font, size
save
folder
open
forward
back
Save As
control, alt, delete
task manager
lock, tab
insert
click and drag
delete
search engine
rank
advert
keywords

	
	Pupils should be taught to: 
- 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 
- use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.
	3.24 To know how to program a character to move through a maze. (Code.org Course C lesson 4)
3.25 To know how to debug a maze puzzle. (Code.org Course C lesson 5)
3.26 To know how to ‘collect’ objects through coding. (Code.org Course C lesson 6)
3.27 To know how binary works. (Code.org Course C lesson 8)
3.28  To know how to recognise safe and dangerous websites. 
(https://www.hamilton-trust.org.uk/topics/key-stage-1-topics/e-safety-mini-topic/e-safety-mini-topic-ks1/
Hamilton Trust e-Safety mini-topic lesson 2)
3.29 To know how to recognise safe and dangerous websites.  
	3.30 To understand how sprites can be made to collect objects. 
3.31 To understand the concept of binary. To recognise how safe and dangerous websites can be identified. 
3.32 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. Algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
3.33 To know mistakes are called bugs and finding and fixing them is called debugging.
3.34 To know appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
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	Pupils should be taught to: 
- 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
- use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content

	3.35 To know how websites rank searches.
3.36 To know how to use ‘loops’. (Code.org Course C lesson 9- Unplugged.)
3.37 To know how ‘loops’ can speed up coding. (Code.org Course C lesson 10)
3.38 To know how to use ‘loops’ in a different environment. ( Course C lesson 11)
3.39 To know how to apply ideas in coding so far independently. (Course C lesson 12)





	3.40 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 3.41 To know algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
3.42 Mistakes are called bugs and finding and fixing them is called debugging.
3.43 To understand how web searches work. To understand how to use coding for artistic outcomes.
	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug
age restriction
report
block

	
	Pupils should be taught to: 
- 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
	3.44 know how to create ‘events’. ( Code.org Course C lesson 14)
3.45 To know how to use ‘events’ in order to change the rules and visuals of a game. (Code.org Course C lesson 15)
3.46 To know how to use ‘events’ in order to create a new game. (Code.org Course C lesson 16)
3.47 To know what ‘data’ is and how it can be explained.
(Code.org Course C lesson 17)
3.48 To know how to apply ideas in coding so far independently. ( Code.org Course C lesson 18)
3.49 To complete last lesson.





	3.50 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
3.51 To know an algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
3.52 To know mistakes are called bugs and finding and fixing them is called debugging.
3.53 To understand how characters can be made to perform actions. To know how to create a game online through coding.
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	Pupils should be taught to: 
-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 search technologies effectively, appreciate how results are selected and ranked,
and be discerning in evaluating digital content
	3.54 To know how Microsoft Word can help store data in an organised way.
3.55 To know how to record data accurately. 
3.56 To know how to show data using PowerPoint and customise my PowerPoint. 
3.57 To know how to present effectively using PowerPoint. 
3.59  To know how to research an aspect of a Geography topic using PowerPoint and the Internet. 
3.60 To complete last lesson.





	3.61 To understand how data can be represented digitally. To understand how technology can help us explain ideas.
	fix 
instructions
screen time
E-safety 
keys
algorithm
trusted
source
task
goal
debug
age restriction
report
block

	
Year 4


	Pupils should be taught to: 
- 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
	4.1To know how to use Code.org’s programming system in more depth. 
4.2 To know how to use programming skills in real life. 
4.3 To know how to debug when programming. 
4.4 To know how use the ‘snap’ feature to interact with two windows simultaneously. To know how to copy, paste and delete. 
4.5 To know how to enhance a digital image using crop, brightness, contrast and resize. To know how to use the ‘group’ tool in Word to copy and paste several items simultaneously. 
	4.6 To know manipulating a range of images may include changing their style, size, colour, effect, shape, location or format.
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	Pupils should be taught to – 
- 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
	4.7 To know how to use the bold, underline and italics feature. 
4.8 To know the key shortcuts for using bold, underline and italics. 
4.9 To know how to highlight sections by clicking and dragging. 
4.10 To know how to use bullet points in Word. 
4.11 To know how to create page colours and borders. 
4.12 To know how to use the highlighter tool to make text clearer. 
4.13 To know which colour combinations are sensible and easy to readv
4.14 To know how to apply their knowledge of Word to create a poster about a favourite celebrity or hobby. 
4.15 To know how to use the ‘Snipping tool’ on Windows to take a picture. 

	4.16 To make cosmetic changes to Word documents. 
4.17 To use a variety of skills and competencies to create a poster.
4.18 To know manipulating a range of text, images, sound or video clips and animation may include changing their style, size, colour, effect, shape, location or format.
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	Pupils should be taught to: - 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
- use technology safely, respectfully and responsibly

	4.19 To know how ‘events’ work. (Code.org Course D lesson 5)
4.20 To know how to use ‘events’ to create a game. (Code.org Course D lesson 6)
4.21 To know how to use ‘loops’ to make coding more efficient.
(Code.org Course D lesson 7)
4.22 To know how to use ‘loops’ to create shapes. (Code.org Course D lesson 8)
4.23 To know how to use a ‘loop’ which includes a set of instructions inside it, including another ‘loop’- a ‘nested loop’.
(Code.org Course D lesson 9)
4.24To know how to keep personal information safe. (Hamilton Trust e-Safety mini-topic lesson 3)

	4.25 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
4.26 To know an algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
4.27 To know mistakes are called bugs and finding and fixing them is called debugging.
4.28 To know appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
4.29 To apply learned knowledge in order to create a game. To understand the concepts of ‘looping’ and ‘nested looping’. To consolidate knowledge of ‘personal information’.
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	Pupils should be taught to- - 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
- use technology safely, respectfully and responsibly

	4.30 To know how to protect my online reputation. 
4.30aTo know how to recognise if information is true and reliable.(Google’s Be Internet Legends lesson 1- pages 52-55)
4.31 To know how to create a powerful password. I know how to be kind to others online. (Google’s Be Internet Legends lesson 2- pages 56-61)
4.32To know how to use ‘nested loops’. (Code.org Course D lesson 9)
4.33 To know what ‘conditionals’ are. (Code.org Course D lesson 10- Unplugged)
4.34 To know how to use ‘conditionals’ in coding. (Code.org Course D lesson 11)	
4.35 To know how to use ‘while loops’. (Code.org Course D lesson 12)



	4.36 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
4.37 To know mistakes are called bugs and finding and fixing them is called debugging.
4.38 To know appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
4.39 To understand how to keep safe online. To understand online etiquette. To see how programming can allow you to make choices.
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	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
- use technology safely, respectfully and responsibly

	4.40 To know what a digital footprint is. (Recap Google’s Be Internet Legends lesson 1- pages 52-55 if necessary.)
4.41 To know what a digital footprint is. (Children to watch Band Runners on ThinkUKnow; class discussion afterwards about how the idea of a ‘digital footprint’ applies to their story.)
4.42 To know how to use ‘until loops’. (Code.org Course D lesson 13)
4.43 To know which ‘conditionals’ are best when. (Code.org Course D lesson 14)
4.44 To know how ‘binary’ works. (Code.org Course D lesson 15)
4.45To know how to use ‘binary’ to create art. (Code.org Course D lesson 16)







	4.46 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 4.47 Mistakes are called bugs and finding and fixing them is called debugging.
4.48 To know appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
4.49 To understand the idea of online reputation. To understand what binary is.
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	Pupils should be taught to: 
-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
	4.50 To know how Microsoft Word can help store data in an organised way.
4.51 To know how to record data accurately. 
4.52 To know how to show data using PowerPoint and customise my PowerPoint. 
4.53 To know how to present effectively using PowerPoint. 
4.55 To know how to research an aspect of a Geography topic using PowerPoint and the Internet. 
4.56 To complete last lesson.





	5.57 To understand how data can be represented digitally. To understand how technology can help us explain ideas.
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Year 5


	Pupils should be taught to: 
- use technology purposefully to create, organise, store, manipulate and retrieve 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 contact on the internet or other online technologies.
	5.1To know how to use Code.org’s programming system in more depth. 
5.2 To know how to use programming skills in real life. 
5.3 To know how to debug when programming. 
5.4 To know how use the basic features of Prezi presentation app. 
5.5 To know how to apply my learning about enhancing to add to my presentation. 
5.6 To know how to make my presentation ready to present. 

	5.7 To know creating, selecting and combining a range of texts, images, sound clips and videos for given purposes could include creating a web page, slide show presentation, short film or an animation.
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	Pupils should be taught to – 
- 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
	5.8 To know how to use the bold, underline and italics feature. 
5.9 To know the key shortcuts for using bold, underline and italics. 
5.10 To know how to highlight sections by clicking and dragging. 
5.11 To know how to use bullet points in Word. 
5.12 To know how to create page colours and borders. 
5.13 To know how to use the highlighter tool to make text clearer. 
5.14 To know which colour combinations are sensible and easy to read. 
5.15 To know how to apply their knowledge of Word to create a poster about a favourite celebrity or hobby. 
5.16 To know how to use the ‘Snipping tool’ on Windows to take a picture. 
	5.17 To know creating, selecting and combining a range of texts, images, sound clips and videos for given purposes could include creating a web page, slide show presentation, short film or an animation.
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	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
- use technology safely, respectfully and responsibly
	5.18 To know how to apply ‘conditionals’ in a new environment. (Code.org Course D lesson 4)
5.19 To know how to use ‘events’ to create a game. (Code.org Course D lesson 6)
5.20 To know how to use ‘loops’ to make coding more efficient.
(Code.org Course D lesson 7)
5.21 To know how to use ‘loops’ to create shapes. (Code.org Course D lesson 7)
5.22 To know how to use a ‘loop’ which includes a set of instructions inside it, including another ‘loop’- a ‘nested loop’. (Code.org Course D lesson 8)
5.23 To know what different viruses are and how to avoid them.
Children to research and create posters, using this website for information. (https://www.bbc.co.uk/bitesize/topics/zd92fg8/articles/zcmbgk7)

	5.24 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 5.25 Mistakes are called bugs and finding and fixing them is called debugging.
5.26 To apply looping in a variety of environments. To understand how ‘nested loops’ and viruses work.
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	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
- use technology safely, respectfully and responsibly

	5.27 To know how to protect my online reputation. 
5.27a To know how to recognise if information is true and reliable. (Google’s Be Internet Legends lesson 1- pages 52-55)
5.28 To know how to create a powerful password. I know how to be kind to others online. (Google’s Be Internet Legends lesson 2- pages 56-61)
5.29 To know how to use ‘nested loops’. (Code.org Course D lesson 9)
5.30 To know what ‘conditionals’ are. (Code.org Course D lesson 10- Unplugged)
5.31 To know how to use ‘conditionals’ in coding. (Code.org Course D lesson 11)
5.32 To know how to use ‘while loops’. (Code.org Course D lesson 12)

	5.33 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 5.34 Algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
5.35 Mistakes are called bugs and finding and fixing them is called debugging.
5.36 Appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
5.37 To understand how to keep safe online. To understand online etiquette. To see how programming can allow you to make choices.
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	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
- use technology safely, respectfully and responsibly
	5.38To know what a digital footprint is. (Recap Google’s Be Internet Legends lesson 1- pages 52-55 if necessary)
5.39 To know what a digital footprint is. (Children to watch Band Runners on ThinkUKnow; class discussion afterwards about how the idea of a ‘digital footprint’ applies to their story.)
5.40 To know how to use ‘until loops’. (Code.org Course D lesson 13)
5.41 To know which ‘conditionals’ are best when. (Code.org Course D lesson 14)
5.42 To know how ‘binary’ works. (Code.org Course D lesson 15)
5.43 To know how to use ‘binary’ to create art. (Code.org Course D lesson 16)






	5.44 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
5.45 Algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
5.46 To know mistakes are called bugs and finding and fixing them is called debugging.
5.47 Appropriate behaviour when contributing to collaborative online projects includes consideration towards others, awareness of copyright and keeping personal data safe.
5.48 To understand the idea of online reputation. To understand what binary is.
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	Pupils should be taught to: 
-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.
-use search technologies effectively, appreciate how results are selected and ranked,
and be discerning in evaluating digital content.
	5.49 To know how to research a question reliably on the internet.
5.50 To know how to use the SUM function in Excel. 
5.51 To know how to use the MAX and MIN function to answer to my own question. 
5.52 To know how to find the difference between two numbers using Excel. 
5.53To know how to use functions to answer a question and present results on a PowerPoint. 
5.54 To finish the last lesson.





	3.54 To understand how computer programs can help you answer questions. 
3.55 To understand how to present to a group effectively. 
3.56 To understand how technology can help you get a job.
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Year 6


	Pupils should be taught to: 
- 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
	6.1To know how to use Code.org’s programming system in more depth. 
6.2 To know how to use ‘looping’ when programming. 
6.3 To know how to use ‘conditionals’ in programming.  
6.4 To know how use my knowledge from Code.org to explore a coin-counting system in Scratch. 
6.5 To know how to use ‘less’, ‘greater’ and ‘equal’ values in Scratch. 
6.6 To know how to understand Scratch flowcharts and conditionals. 
	6.7 To know an algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 
6.8 To know an algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
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	Pupils should be taught to – 
- 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
	6.9 To know how to create text boxes.  
6.10 To know how to position text boxes in different places.  
6.11 To know how to layer objects using right-click.  
(For positioning text boxes, right click > wrap text > in line with text 
For layering, use ‘order’ from dropdown list )
6.12 To know how to use the ‘columns’ feature in Word. 
6.13 To know how to use the ‘tools’ feature of Google Images search. 
6.14 To use the Internet to answer questions about the Mayans in order to help them start their project.
	6.15 To know variety of software, such as word processing software, image editing software or internet services, can be selected, used and combined to meet a goal.
6.16 To know how to use knowledge of Microsoft Word to begin creating a magazine cover about the Mayans. 
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	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
- use technology safely, respectfully and responsibly

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
- use technology safely, respectfully and responsibly

-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
	6.17 To know how to apply ‘conditionals’ in a new environment.
(Code.org Course D lesson 4)
6.18 To know how to use ‘events’ to create a game. (Code.org Course D lesson 6)
6.19 To know how to use ‘loops’ to make coding more efficient.(Code.org Course D lesson 7)
6.20 To know how to use ‘loops’ to create shapes. (Code.org Course D lesson 7)
6.21 To know how to use a ‘loop’ which includes a set of instructions inside it, including another ‘loop’- a ‘nested loop’. (Code.org Course D lesson 8)
6.22 To know what different viruses are and how to avoid them.
Children to research and create posters, using this website for information. (https://www.bbc.co.uk/bitesize/topics/zd92fg8/articles/zcmbgk7)
6.23 To know how to apply knowledge about personal information. (Code.org Course E lesson 9)
6.24 To know how technology and apps can be made ‘accessible’.
(Code.org Course E lesson 10- Unplugged)
6.25 To know how to use ‘nested loops’. (Code.org Course E lesson 11)
6.26 To know how to use ‘nested loops’ to create patterns. (Code.org Course E lesson 12)
6.27 To know how to create interactive artwork with ‘loops’. (Code.org Course E lesson 13)
6.28 To know what ‘functions’ are. (Code.org Course E lesson 14- Unplugged)




	6.29 An algorithm is a sequence of steps, instructions or rules that is used to perform a specific task. 6.30 Algorithms can be followed by people or digital equipment. For algorithms to achieve the end goal, instructions have to be accurate and followed sequentially. 
6.31 To apply looping in a variety of environments. To understand how ‘nested loops’ and viruses work.
6.32 To understand how sprites work. To understand how personal information applies to website entry requirements.
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	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
- use technology safely, respectfully and responsibly

	6.36 To know what ‘phishing’ is.
(Hamilton Trust e-Safety and Digital Citizenship session 1: Communication, Emojis, Text Talk and Phishing.)
6.37 To know how to detect ‘fake news’.
(Hamilton Trust e-Safety and Digital Citizenship session 2: Research, Rights and Reliability.)
6.38 To know how ‘functions’ can help coding be more efficient.
(Code.org Course E lesson 15)
6.39To know how to use ‘functions’ in a new setting. 
(Code.org Course E lesson 16)
6.40 To know how to create artwork with ‘functions’ (Code.org Course E lesson 17)
6.41 To know how to apply my learning to a project independently. (Code.org Course E lesson 18)



	6.42 To understand how ‘phishing’ and ‘fake news’ work. 
6.42a To understand what ‘functions’ are.
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	Pupils should be taught to: 
-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.
-use search technologies effectively, appreciate how results are selected and ranked,
and be discerning in evaluating digital content.
	6.43 To know how to research a question reliably on the internet.
6.44 To know how to use the SUM function in Excel. 
6.45 To know how to use the MAX and MIN function to answer to my own question. 
6.46To know how to find the difference between two numbers using Excel. 
6.47To know how to use functions to answer a question and present results on a PowerPoint. 
6.48To finish the last lesson.





	6.49 To understand how computer programs can help you answer questions. 
6.50 To understand how to present to a group effectively. 
6.51 To understand how technology can help you get a job.
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Key

Black = substantive knowledge
Grey = disciplinary knowledge 
( ) = extra information 
[ ] = links to other year groups and subjects
Bold vocabulary = new vocabulary 

