R eaching the highest possible outcomes for children
A ccepting and embracing our differences
E veryone thriving in a secure, safe and happy environment
B elonging to our community and being a good citizen
U nderstanding that education is a precious gift
R especting ourselves and others by setting high standards

| ever giving up- learning from our mistakes

Computing at Raeburn Primary School



Computing at Raeburn Primary School

Intent

High Expectations

Modelling

Vocabulary

Inclusion

All children at Raeburn are expected to and given the support to make
progress. We follow a ‘Low threshold, high ceiling’ approach. Where children
need adaptations and scaffolding, this is put in place, so progress is enabled
for ALL learners. Giving our pupils Digital Literacy skills to enable them to
effectively use a range of technology and knowledge that allows them to solve
a range of problems using computational thinking.

Teachers teach and model the skills needed to succeed in Computing by using a range of digital
resources, and by providing examples and setting high expectations.

All staff adhere to a community approach regarding Online Safety. Any new e-safety concerns or issues
are shared regularly with staff (staff meetings) and parents (via letters and our parent app).

We intend to create an oracy and vocabulary rich environment. Oracy is a highly valued skill and a key
learning tool. An aspect of oracy is an expectation in all of our lessons. All classrooms have a
vocabulary display where ‘keyword studies’ are shown- these may have a computing focus. Teachers
use the key vocabulary from the TeachComputing planning grids in lessons. This is also highlighted in
each year group's floor book.

Every pupil at Raeburn has the opportunity to study computing. The needs of all children
are supported and catered for in an individualised approach. Where necessary, additional
support or resourcing is put in place to ensure equal outcomes for all. All children are
expected to take part in the lesson through recapping prior knowledge, by giving scaffolded
support or adapted teaching. The resources and approaches used can be used to ensure all
of our pupils feel included. For children with SEND, technology provides great opportunities
for accessing learning and for enabling communication. This will support long term memory
of new computing knowledge and mastery of any Digital Literacy skills.

Knowledge and concepts

Skills

British Values

Cultural Capital

We have established the Teach Computing scheme throughout Raeburn, from
Year 1 to Year 6. A scheme which builds on key knowledge, concepts,
vocabulary, computational thinking, and Digital Literacy skills. Providing a
range of engaging contexts for instruction and project-based learning. They
are structured to provide solid progression in single lessons, and sequenced to
support long-term learning objectives.

Children develop their skills in a progressive, connection-centred curriculum across all age phases.
Children build their skill set to enable them to utilise technology independently and solve problems using
computational thinking .

British Values is a very important element within our curriculum. Each classroom has a display and
when elements of British Values are addressed in curriculum areas, these will be recorded on the
display and outlined with children.

Giving the children a good understanding of how British Values relate to individual subject
disciplines. Allowing children to expand their horizons through the technology available and its
usages.

Democracy: Computing lessons promote a culture built upon freedom and equality, where everyone
is aware of their right to participate in activities and responsibility to ensure a happy, safe and secure
learning environment.

The Rule of law: Children understand the need for rules in Computing lessons to ensure a happy, safe
and secure environment in which to learn. (This is linked heavily to e-safety, copyright laws and
ownership)

Individual Liberty: Children have the freedom to make their own choices when being creative whilst
using digital software.

Tolerance: Children show respect and value others’ ideas and beliefs when talking about cyber
culture and any other sensitive subjects.

Mutual Respect: Children appreciate that we do not all share the same values, but we respect each
other all the same.

Children understand how Computing is linked to the wider world and value its importance.
Children are exposed to different voices, perspectives and cultural experiences within
Computing.

Throughout Early Years there are opportunities for children to become more culturally
aware using the immediate environment of home, school and local area. Expectations,
around pupils becoming effective communicators, are enhanced in school in partnership
with increasing parental engagement. Children will be able to explore technology in a safe
and often child-led way developing a familiarity with equipment and vocabulary allowing
them to have a strong start in Key Stage 1 computing and all that it demands. Computing in
EYFS is centred around play-based, unplugged activities that focus on building pupils’
listening skills, curiosity, creativity and problem solving. Pupils will be able to take a
photograph with a camera or table, play games on the interactive whiteboard or on iPads,
watch video clips and listen to music

Throughout Key Stage 1 there are opportunities for pupils to identify technology and how
its responsible use improves our world in school and beyond. Through creating media, our
pupils can digitally paint, write and format text, capture and change digital photographs and
create musical compositions. Pupils will be able to group and label data and represent
information using simple pictograms.

Throughout Key Stage 2 pupils’ life skills are further developed to show an understanding
and demonstration of the attitudes needed to recognise their own and others, social,
emotional and mental wellbeing. The varied and rich enhancements offered to pupils
develop their range of vocabulary and debating skills around current affairs. Understand the
interrelated networks within computers, including the World Wide Web and how the
Internet can be used to communicate and be searched to find information. Pupils will
develop the skills to create and develop stop-frame animations, edit photos, audio and
videos, create vector drawings and 3D models and be able to design their own webpages.
Programming skills will be further developed through selection, variables in games and
sensing. Pupils will develop their data and information skills further through their creation
and use of flat-file databases and spreadsheets.

By the end of primary school, pupils are confident and clear communicators who are able to
articulate their views and opinions, in a range of situations, thus enabling them to become
responsible citizens who enhance the community they live in.

Implementation

Curriculum(concepts, knowledge and skills)

Reading across the curriculum

Vocabulary

Our Computing curriculum uses the Teach Computing scheme of work as a framework for teachers to use to effectively teach computing to meet all key stage 1 and 2 learning objectives. Pupils will be able to
know, apply and understand the matters, skills, processes specific to each module taught. Computing should be taught to inspire and challenge pupils, giving them a high-quality computing education that will
equip our pupils to use computational thinking, skills and creativity to change the world around them. This will also give all pupils a good foundation in preparation for future work opportunities and for being a

positive participant in a digital world.

Teachers use ‘Sticky Time’ at the start of each lesson and ensure that skills are recapped throughout the module.
Module Planning Grids are used to set out the knowledge, skills, conceptual understanding and vocabulary clearly to ensure progression throughout the school and within each module.
Golden Threads of Innovation, Social Structures and Beliefs tie together key concepts of learning from Year 1 to Year 6.

Evidence in year floor books clearly shows the learning objective and children understanding the computing skill/ or knowledge they are learning about. Children are aware of the question they are trying to

answer and how this is linked to the real world.

questions and instructions on physical worksheets to coding using software.

Lessons will regularly have a key vocabulary focus.

There is the expectation that reading is a component of each lesson, through reading

Tiered vocabulary (from ModulePlanning Grids) is referred to throughout the module.

Oracy is expected in all lessons, including strategies such as:

My Turn Your Turn

Think Pair Share

Show Me Boards

High Quality Questioning (Probing and process)

Tiered vocabulary (from Module Planning Grids) is referred to throughout the
module.

Lessons will regularly have a key vocabulary focus.

Tiered vocabulary is explicit on the Module Planning Grids and Computing
Progression Map.

Inclusion

Assessment

CPD




We have high expectations of all children and expect them to make progress and access lessons. We use adaptive teaching and scaffolding to support learners.

Staff have high expectations of all children in computing. We recap previous learning and are developing a system of ‘Digital Leaders’ to support others within each year group through peer support.

AFL strategies and principles underpin everything we do.

At the end of KS2 modules teachers can use a summative assessment to support their
pupil judgments.

Sonar is used at the end of each term to make a judgement of pupil attainment

Teacher knowledge is supported through Teach Computing org

National College

Feedback from internal Deep Dive

Subject lead supports planning, resources and knowledge with other staff

Monitoring

Whole School/Parental involvement

Cultural Capital

Subject leaders create a robust monitoring system including pupil voice, walkthroughs, staff voice, floor book looks, peer-peer mentoring and CPD.
Subject leaders have an opportunity to regularly meet with SLT regarding their subject. SIA Deep Dive took place in October 2022. Evidence to be uploaded to Google document after each lesson taught. At least one half termly sharing of books and classwork through open classrooms or

Parents informed on a weekly basis through newsletters.

parent/ teacher meetings.

Trips

Visitors

Inspirational figures

Key Computing Celebrations or Current affairs

Whole school displays

maintained, staff to update throughout the year when taught.

All classrooms have British Values displays. .

The Computing display has an e-safety display with up-to-date information, key concepts and age-appropriate leaflets for the children.

In the main Corridor there is a Computing display that has Qr codes on that will forward you to a digital folder with year specific work. There is also a Qr code /hyperlink that
will forward you to The Digital Leaders website, displaying current computing news and points of interest. JL to ensure computer suite and main corridor displays are

Impact

Pupil Voice

Evidence in Knowledge

Evidence collected from pupil voice- surveys once a term.

Children are enthusiastic about Computing; they are able to talk about the concepts they have studied. Children can talk
about computing and how it relates to life.

Children are confident to talk about their previous learning and learning across their current and previous year groups.

Evidence in skills

Children are able to understand and correctly utilise subject
specific vocabulary.

Module planning grids ensure coverage and progression in all
skills relating to Computing.

The use of ‘sticky-time’ in all lessons ensures that knowledge is
embedded.

Outcomes

Children can apply skills in relation to ARE. Evidence is uploaded to year specific Google files after each lesson.

Children make excellent progress from their starting points
across the curriculum.

Children talk confidently about their learning. They will be
able to discuss and share ideas collaboratively and apply
their growing subject specific vocabulary in context.
Children feel safe, calm and happy using digital resources
and display a good level of Digital Litercay and technical skill.




Long Term Plan
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Computing Progression Map
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Computing from the National Curriculum

EYFS & KS1

EYFS {(F1 & F2)

Cespite computing not being explicitly mentioned within the Early Years Foundation Stage (EYFS) statutory framework, which focuses on the learning and development of children from birth to age five, there are many opportunities for young chil-
dren to use technology to solve problems and produce creative outcomes, In particular, many areas of the framework provide opportunities for pupils to develop their akility to use computational thinking effectively, such as through undertaking

projects involving the concepts and approaches,

K51 Computing Mational Curriculum

Key stage 1 Pupils should be taught to: - understand what algorithm s are; how they are implemented as program s 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 program s - use technology purposefully to create, organise, store, manipulate and retrieve digital content - recognise common uses of infarmation 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 ar other online technologies .

Autumn 1

EYFS

Year 1

Computing systems
and

networks

Fersonal, Social and Emotional Development - anging Self;

-Be confident to try new activities and show independence, re-
silience and perseverance in theface of challenge;

-Explain the reasons for rules, know right from wrong and try to

hehave accordingly; E-Safety;

-Talk about good & bad choices inreal life e g, taking turns, say-
ing kind things, helping others, telling an adult if something up-
sets you.

-Play appropriate games on the Internet.

- Talk about good and bad choices when using wehbsites — being
kind, telling a grown up if something upsets us & keeping our-
selves safe by keeping information private.

Technology in our Lives;

-Recognise purposes for using technology in school and at
home.

-Understand that things they create belong to them and can be
shared with others using technology.

-Recognise that they can use the Internet to play and learn.

-l can explain how these technology examples help us
-1 can explain technology as something that helps us
-1 can locate examples of technology in the classroom

-l can name the main parts of a computer
-l can switch on and log into a computer
-l can use a mouse to click and drag

-l can click and dragto make ohjects on a screen
-l can use a mouse to create a picture
-l can use a mouse ta ogen a program

-l can save my work to afile
-l can say what a keyboard is for
-l cantype my name an a computer

-l can delete letters
-l can open my work fram a file
-l can use the arrow keys to move the cursor

-l can discuss how we benefit from these rules

-1 can give examples of some of thesze rules

-1 can identify rules to keep us safe and healthy when we are
using technology in and beyond the home

-l can describe some uses of computers
- | can identify examples of computers
-| can identify that a computeris a part of IT

-l can identify examples of IT
-l canidentify that same 1T can be used in more than one way
-1 can sort school IT by what it's used for

-l can find examples of inform ation technology
-lean sort 1T by where it is found
-1 cantalk about uses of information technology

-l can demonstrate how IT devices work together
-l can recognise common types of technology
-1 can say why we use IT

-l can list different uses of information technology
-1 can say how rules can help keep me safe
-1 cantalk about different rules for using IT

-l can explain the need to use IT in different ways
-1 can identify the chaices that | make when usingIT
-l can use IT for different types of activities




EYFS & [KS1

EYFS (FL & F2)

Despite computing not being explicitly mentioned within the Early ¥Years Foundation Stage (EYFS) statutory framework, which focuses on the learning and development of children from birth to age five, there are many opportunities for young chil-
dren to use technology to solve problems and produce creative outcomes, In particular, many areas of the framewaork provide opportunities for pupils to develop their ability to use computational thinking effectively, such as through undertaking
projects invalving the concepts and approaches,

K51 Computing National Curriculum

key stage 1 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, storg, manipulate and retrieve digital content - recognise commaon uses of information technology beyond schoaol - 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

EYFS Year 1

= H Expressive Art and Design — Creating with Materials; 4 can draw lines on a screen and explain which toals | used - can explain what | did to capture a digital photo
Creating media- A N | |

. . -1 can make marks on a screen and explain which tools | used -1 can recognise what devices can be used to take photographs
- Safely use and explore a variety of materials, tools and tech-

nicjues, experimanting with colour, design, texture, form and -1 canuse the paint tools to draw a picture -1 cantalk ahout how totake a photograph
function;  hultimedia; 4 can make marks with the sguare and line tools -4 can explain the process of taking a good photograph
-Use a mouse to rearrangs objects and pictures on a screen. -l canuse the shape and line tools effectvely -1 can explain why a photo looks better in portrait or landscape for-
-l can use the shape and line tools ta recreate the wark of an mat
-Recognise text, images and sound when using ICT. artist -1 cantake photos in both landscape and portrait format
-Use a camera or sound recorder to collect photos or sound - zan choose appropriate shapes 1 can discuss how to take a good photograph
-Beginto use a keyboard -1 can create a picture inthe style of an artist -1 canidentify what is wrongwith a photograph
-1 can make appropriate colour choices -1 canimprove a photograph by retaking it
-Develop an interest in ICT by using age-appropriate websites or PRrop P P grapn by 8
programs. - can choose appropriate paint tools and colours to recreate the |-l can experiment with different light sources
work of an artist -1 can explain why a picture may be unclear
-1 can say which tools were helpful and why -1 can explore the effect that light has ona photo

- | know that different paint tools do different jobs . .
- can explain my choices

- can change the colour and brush sizes -1 can recognise that images can be changed
-l can make dots of colour onthe page -1 can use a tool to achieve a desired effect
-1 canuse dots of colour to create a picture in the style of an 1 can apply a range of photography skills to capture a phota
artist onmy own -1 can identify which photas are real and which have been changed
4 can explain that pictures can be made in lots of different ways |-1 can recognise which photos have been changed

-1 can say whether | prefer painting using a computer or using
paper

-1 can spot the differences between painting on a computer and

on paper




EYFS & [KS1

EYFS (FL & F2)

Despite computing not being explicitly mentioned within the Early ¥Years Foundation Stage (EYFS) statutory framework, which focuses on the learning and development of children from birth to age five, there are many opportunities for young chil-
dren to use technology to solve problems and produce creative outcomes, In particular, many areas of the framewaork provide opportunities for pupils to develop their ability to use computational thinking effectively, such as through undertaking

projects invalving the concepts and approaches,

K51 Computing National Curriculum

key stage 1 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, storg, manipulate and retrieve digital content - recognise commaon uses of information technology beyond schoaol - 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

EYFS

Year 1

Programming - A

Communication and Language — Listening, Attention and Under-
standing;

- Listen attentively and respond to what they hearwith relevant
guestions, comments and actions when being read to and during
whole class discussions and small group interactions;

-hake comments about what they have heard and ask ques-

tHons to clarify their understanding
Frogramming,
-Help adults operate equipment around the school,
-lse simple software to make things happen
-Press buttons on a floor robot and talk about the mavements

- Explore options and make choices with toys, software and welb-
sites

Data Collection;
- Collect inform ation as photos or sound files,

-Use a simple pictogram or set of photos to count and organise
infaorm ation,

-l zan match a command to an outcome
-1 can predict the outcome of a command on a device
-l canrun a command on a device

-l can follow an instruction
-1 can give directions
- | can recall waords that can be acted out

-4 can compare forwards and backwards movements
-1 can predict the outcome of a sequence invalving fonwards and
backwards commands

-l can start a sequence from the same place

4 can compare left and right turns

-1 can experiment with tum and mowve commands to move a
robot

-1 can predict the outcome of a sequence invalving up to four
commands

4 can choose the order of commands in a sequence
-1 can debugmy program
-1 can explain what my program should do

- can identify several possible solutions
-l can plan two programs
-1 canuse two different programs to get to the same place

- can choose a series of words that can be enacted as a sequence

-1 canfollow instructions given by someone else
-1 can give clear instructions

-4 can show the difference in outcomes between two sequences that
consist of the same commands
-l can use an algorithm to program a sequence on a floor robot

-1 canuse the same instructions to create different algorithms

- can compare my prediction to the program outcome
-l canfollow a sequence

-1 can predict the outcome of & sequence

- can explain the choices | madefor my mat design
-1 can identify different routes around my mat

-l cantest my mat to make sure that it is usable

- can create an algorithm to mest my goal
-1 can explain what my algorithm should achieve
-l can use my algorithm to create a program

- can plan algorithms for different parts of atask
-1 can put together the different parts of my program
-1 cantest and debug each part of the program




EYFS & [KS1

EYFS (FL & F2)

Despite computing not being explicitly mentioned within the Early ¥Years Foundation Stage (EYFS) statutory framework, which focuses on the learning and development of children from birth to age five, there are many opportunities for young chil-
dren to use technology to solve problems and produce creative outcomes, In particular, many areas of the framewaork provide opportunities for pupils to develop their ability to use computational thinking effectively, such as through undertaking

projects invalving the concepts and approaches,

K51 Computing National Curriculum

key stage 1 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, storg, manipulate and retrieve digital content - recognise commaon uses of information technology beyond schoaol - 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

EYFS

Year 1

Data Collection;

Data

- Collect inform ation as photos or sound files,

and

-llse a simple pictogram or set of photos to count and organise

inform ation.

Information

- can describe objects using labels
-l canidentify the label for a group of objects
-l can match objects to groups

- can count a group of objects
-1 can count ohjects
-1 can group ohjects

- can describe an ohject
-1 can describe a property of an object
-1 canfind ohjects with similar properties

- can count how many ohjects share a property
-1 can group objects inmore than one way
-1 can group similar ohjects

- can choose how to group objects
-| can describe groups of ohjects
-1 can record how many objects are ina group

-4 can compare groups of ohjects
-1 can decide how to group objects to answer a gquestion
-1 can record and share what | have found

- can compare totals ina tally chart

-l canrecord data in a tally chart
-1 can represent a tally count as a total

4 can enter data onto a computer
-l canuse a computer to view data in a different format
-1 can use pictograms to answer simple guestions about ohjects

- can explain what the pictogram shows
-l can arganise datain atally chart
-1 canuse atally chart to create a pictogram

- can answer ‘maore than'Mless than' and ‘most/least’ guestions
abhout an attribute
-1 can create a pictogram to arrange ohjects by an attribute

-1 cantally objects using a common attribute

-4 can choose a suitakle attribute to compare people
-l can collect the data | need
-1 can create a pictogram and draw conclusions from it

- can give simple examples of why information should not be
shared

-1 can share what | have found out using a computer

-l can use a computer program ta present information in differert
WS




EYFS & [KS1

EYFS (FL & F2)

Despite computing not being explicitly mentioned within the Early ¥Years Foundation Stage (EYFS) statutory framework, which focuses on the learning and development of children from birth to age five, there are many opportunities for young chil-
dren to use technology to solve problems and produce creative outcomes, In particular, many areas of the framewaork provide opportunities for pupils to develop their ability to use computational thinking effectively, such as through undertaking
projects invalving the concepts and approaches,

K51 Computing National Curriculum

key stage 1 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, storg, manipulate and retrieve digital content - recognise commaon uses of information technology beyond schoaol - 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

EYFS

Year 1

Creating Media- B

Expressive Art and Design — Creating with Materials;

- Safely use and explore a variety of materials, tools and tech-
nigues, experimenting with colour, design, texture, farm and
functon,  Mulbmedia;

-Use a mouse to rearrange objects and pictures on a screen.
- Recognise text, images and sound when using ICT,

-Use a camera or sound recorder to caollect photos or sound

-Begintouse a keyboard

-Develop an interest in ICT by using age-appropriate websites or

prograrms.

- can identify and find keys on a keyboard
-1 can open a word processor
-1 can recognise keys on a keyboard

- can enter text into a computer
-l canuse backspace to remaove text
-1 can use letter, number, and space keys

-4 can explain what the keys that | have learnt about already do
-l canidentify the toolbar and use bold, italic, and underline
-l cantype capital letters

-4 can change the fant
-1 can select all of the text by clicking and dragging
-l can select a word by double-clicking

- can decide if my changes have improved my writing
-l can say what tool | used to change the text
-l canuse 'undo’ to remove changes

-4 can explain the differences between typing and writing
-1 can make changes to text on a computer
-1 can say why | prefertyping or writing

- can describe music using adjectives

-1 can identify simple differences in pieces of music
-1 can say what | do and don't like about a piece of music

- can create a rhythm pattern
-1 can explain that musicis created and played by hurmans
-1 can play an instrument following a rhythm pattern

- can connect images with sounds
-l canrelate anideatoa piece of music
-1 can use a computer to experiment with pitch

- can explain how my music can be played in different ways
-1 canidentify that musicis a sequence of notes
-1 can refine my musical pattern on a computer

4 can add a sequence of notes to my rhythm
-1 can create a rhythm which represents an animal I've chosen
-1 can create my animal’s rhythm on a computer

4 can explain how | changed my wark
-1 canlisten to music and describe how it makes me feel
-1 can review my work




EYFS & [KS1

EYFS (FL & F2)

Despite computing not being explicitly mentioned within the Early ¥Years Foundation Stage (EYFS) statutory framework, which focuses on the learning and development of children from birth to age five, there are many opportunities for young chil-
dren to use technology to solve problems and produce creative outcomes, In particular, many areas of the framewaork provide opportunities for pupils to develop their ability to use computational thinking effectively, such as through undertaking

projects invalving the concepts and approaches,

K51 Computing National Curriculum

key stage 1 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, storg, manipulate and retrieve digital content - recognise commaon uses of information technology beyond schoaol - 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

EYFS

Year 1

Programming - B

Communication and Language — Listening, Attention and Under-
standing;

- Listen attentively and respond to what they hearwith relevant
guestions, comments and actions when being read to and during
whole class discussions and small group interactions;

-hake comments about what they have heard and ask ques-

tHons to clarify their understanding
Frogramming,
-Help adults operate equipment around the school,
-lse simple software to make things happen
-Press buttons on a floor robot and talk about the mavements

- Explore options and make choices with toys, software and welb-
sites

Data Collection;
- Collect inform ation as photos or sound files,

-Use a simple pictogram or set of photos to count and organise
infaorm ation,

- can compare different programming tools
-1 can find which commands tomove a sprite
-l canuse commands to move a sprite

- can run my program
-1 can use a Start block in a program
-l can use more than one block by joining them together

- can change the value
-l can find blocks that have numbers

-1 can say what happens when | change a value

4 can add hlocks to each of my sprites
-1 can delete a sprite
-1 can show that a project caninclude mare than ane sprite

-4 can choose appropriate artwork for my project
-1 can create an algorithm for each sprite
-1 can decide how eadh sprite will move

4 can add programming blocks based on my algorithm
-l cantest the programs | have created
-1 can use sprites that match my design

- can identify that a program needs to be started

-1 can identify the start of a sequence
-1 can show how to run my program

-4 can change the outome of a sequence of commands
-1 can match two sequences with the same outcome
-1 can predict the outcome of & sequence of commands

- can build the sequences of blocks | need
-1 can decide which blocks to use to meet the design
-1 can work out the actions of a sprite in an algorithm

- can choose backgrounds for the design
-1 can choose characters for the design
-l can create a program based on the new design

- can build sequences of blocks to match my design
-1 can choose the images for my own design
-1 can create an algorithm

4 can compare my project to my design
-1 can debugmy program
-l canimprove my project by adding features




K52 Computing National Curriculum

Key stage 2 Pupils should be taught to: - design, write and debug programs that accomplish specific goals, including contralling or simulating physical systems; solve problems by decom posing them into smaller parts - use sequence, selection, and
repetition in programs; work with variables and various formm s of input and output - use logical reasoning to explain how some simple algorithm s work and to detect and correct errors in algorithm s and program s - understand computer networks in-
cluding 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, in-
cluding collecting, analysing, evaluating and presenting data and information - use technology safely, respectfully and responsibly; recognise acceptable/unaceeptable behaviour: identify a range of ways to report concerns ahout content and contact.

Computing systems
And

networks

Year 3

-l can explain that digital devices accept inputs
- | can explain that digital devices produce outputs
- | can followe @ process

-| can classify input and output devices
- | can describe a simple process
- | can design a digital device

-l can explain how | use digitd devices for different activities

- | can recognise similarities between using digital devices and non-
digital tools

- | can suggest differences between using digital devices and non-
digital tools

- can discusswh we need a network switch

- | can explain how messages are passed through multiple connec-
tians

- | can recognise different connections

-l can dermonstrate howy information can be passed between devic-
es

- | can explain the role of @ seditch, server, and wireless access poirnt
in a network

- | can recognise that a computer network is made up of @ number
of devices

-I can identify how devices ina network are connected together
- | can identify networked devices around me
- | can identify the benefits of carputer netwarks

Year 4

-l can dernonstrate how inforrnaion is shared acrossthe i
ternet

- | can describe the internet as a network of networks

- | can discusswhy a nebwork needs protecting

-l can describe networked devices and how they connect

- | can explain that the internet is used to provide mary ser-
vices

- | can recognise that the World Wide VYWeb cortainswebsites
and web pages

-l can describe hiowy to accesswebsites an the Wiansy

- | can describe wherewebsites are stored when uploaded to
The WA

- | can explain the types of edia that cn be shared on the
AMANAS

-| can explain that internet services can be used to create
cantent online

- | can explainwhat media can be found on websites

- | can recoghise that | can add content to the WAANAT

-| can explain that there are rulesto protect content

- | can explain that websites and their content are created by
people

- | can suggestwho owns the content on websites

-l can explain that not everything on the Waorld Wide Web is
true

- | can explainywty | need ta think carefully befare | share or

reshare content

- | can explainwhy some informadion | find online may not be
honest, accurate, ar legal

Year 5

-| can describe that a computer systern features inputs, pro-
cesses, and outputs

- | can explain that computer sestems communicate with
other devices

- | can explain that systems are built using a number of parts

-l can explain the benefits of a given computer system
- | can ideritify tasks that are ranaged by computer systermns
- | can identify the human elemetnts of a camputer system

-l can compare results from different search engines
- | can make use of aweb search tofind specific infarmation
- | can refine rmy web search

-1 can explain whty we need tools to find things online

- | can recoghise the rale of web crawders in creaing anitr
dex:

- | can relate a search term tathe search enging’s index

-| can explain that a search engine follows rules to rank re-
sults

- | can give exarnples of criteria used by search engines to
rank results

- | can order a list by rank

-| can describe some of the waysthat search results can be
influenced

- | can explain howe search engines rake money

- | can recoghise some of the limitations of search engines

Year 6

-1 can describe howy cotnputers use addressesto accessweb-
sites

- | can explain that internet devices have addresses

- | can recognise that data is transferred using agreed meth-
ods

-l can explain that dl datatransferred over the internet is in
packets

- | can explain that data istransferred over networks in
packets

- | can identify and explain the main parts of a data packet

-1 can explain that the internet allowes different media to be
shared

- | can recoghise how to access shared files stored online

- | can send information over the internet in different waws

-1 can explain how the internet enables effedive collabora
tian

- | can identify different waws of working together online

- | can recoghise thatwaorking together onthe internet can
be public or private

-1 can choose methods of cormunication to suit particular
pUrposes

- | can explain the different ways inwhich people cormmuni-
cate

- | can identify that there are avariety of ways to communi-
cate over the internet

-1 can campare different methods of communicating on the
internet

- | can decide when | should and should not share infor-
mation anline

- | can explain that communication on the internet may not
be private



K52 Computing National Curriculum

Key stage 2 Pupils should be taught to: - design, write and debug programs that accomplish specific goals, including contralling or simulating physical systems; solve problems by decom posing them into smaller parts - use sequence, selection, and
repetition in programs; work with variables and various formm s of input and output - use logical reasoning to explain how some simple algorithm s work and to detect and correct errors in algorithm s and program s - understand computer networks in-
cluding 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, in-
cluding collecting, analysing, evaluating and presenting data and information - use technology safely, respectfully and responsibly; recognise acceptable/unaceeptable behaviour: identify a range of ways to report concerns ahout content and contact.

Creating Media- A

Year 3

-l can create an effective flip book—style animation
-1 can draw a sequence of pictures
- | can explain how an anim ationfMip book works

-l can create an effective stop-frame animation
-1 can explain why little changes are needed for each
frame

-1 can predict what an animation will look like

-l can break down a story into settings, characters and
events

-l can create a storyboard

-1 can describe an animation that is achievable on
SCreen

-l can evaluate the guality of my animation

-l can review a sequence of frames to check my work
-1 can use onion skinning to help me make small
changes betweenframes

- can evaluate ancther learner's animation
-1 can explain ways ta make my animation better
-l canimprove my animation based on feedbadk

-l can add other media to my animation
-1 can evaluate my final film
-1 can explain why | added other media to my anima-

tion

Year 4

- can explain that the person who records the
sound can say who is allowed to use it

-1 canidentify the input and output devices used
torecord and play sound

-1 can use a computer to record audio

- can discuss what sounds can be added to a pod-
cast

-l caninspect the soundwave vigw to know where
to trim my recording

-l canre-record my woice to improve my recarding

- can explain how sounds can be combined to
make a podcast more engaging

-1 can plan appropriate content for a podcast
-1 can save my project so the different parts re-
main editable

4 canimprove my voice recordings
-1 can record content following my plan
-1 can review the guality of my recordings

-4 can arrange multiple sounds to create the effect
[ want

-1 can explain the difference between saving a
project and exporting an audio file

-l can open my project to continue working on it

- can choose appropriate edits to improve my
podeoast

-1 can listen to an audio recording to identify its
strengths

-1 ean suggest improvements to an audio record-

ing

Year 5

- can compare features in different videos
-1 can explain that video is a visual media format
-1 can identify features of videaos

- can experiment with different camera angles
-1 canidentify and find features on a digital video
recording device

-l canmake use of a microphone

- can capture video using a range of filming tech-
nigues

-1 can review how effective my videa is

-1 can suggest filming technigues for a given pur-
pose

- can create and save video content
-1 can decide which filming techniques | will use
-1 can outline the scenes of my video

4 can explain how toimprove a video by
reshooting and editing

-1 can select the correct tools to make edits to my
video

-1 can store, retrieve, and export my recording to
a computer

- can evaluate my video and share my opinions
-1 can make edits to my video and improve the
final outcome

-1 can recognise that my choices when making a
video will impact onthe quality of the final out-

come

Year 6

- can discuss the different types of media used
an websites
-1 can explore a wehsite

- | know that websites are written in HTWIL

4 can draw a web page layout that suits my pur-
pose

-1 can recognise the common features of a weh
page

-1 can suggest media toinclude on my page

-4 can describe what is meant by the tem fair
use'
-1 can find copyrightfree images

-1 can say why | should use copyrightfree images

4 can add content to my own webh page
-1 can evaluate what my web page looks like on
different devices and suggest,imake edits

-1 can preview what my web page looks like

-4 can describe why navigation paths are useful
-1 can explain what a navigation path is

-1 can make multiple web pages and link them
using hyperlinks

4 can create hyperlinks to link to other people's
wark

-1 can evaluate the userexperience of a website
-1 can explain the implication of linking to con-
tent owned by others



K52 Computing National Curriculum

Key stage 2 Pupils should be taught to: - design, write and debug program s that accomplish specific goals, including controlling or simulating physical systems; solve problerm s by decomposing them into smaller parts - use sequence, selection, and rep-
etition in program s; work with variables and various form s of input and output - use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithm s and program s - understand computer networks including
the intemet; how they can provide multiple services, such as the world wide web; and the opportunities they offerfor communication and collabaration - use search technologies effectively, appreciate how results are selected and ranked, and be dis-
cerning in evaluating digital content - select, use and combine a variety of software (including intemet services) ona range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including cal-
lecting, 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,

Programming - A

Year 3

- can explain that objects in Scratch have attributes
(linked to)

-1 can identify the ohjects in a Scratch project (sprites,
backdrops)

-1 can recognise that commands in Scratch are repre-
sented as blocks

- can choose a word which describes an on-screen ac-
tion farmy plan

-l can create a program following a design

-1 can identify that each sprite is controlled by the
cammands | choose

-l can create a sequence of connected commands
-| can explain that the okjects in my project will re-
spond exactly to the code

-1 can start a program in different ways

-l can combine sound commancds
-1 can explain what a sequence is
-1 can order notes into a sequence

-l can build a sequence of commands
-1 can decide the actions for each sprite in a program
-1 can make design choices for my artwark

-l can identify and name the ohjects | will need for a
project

-l canimplement my algorithm as code

-1 can relate a task description to a design

Year 4

-l can create a code snippet for a given purpose
-1 can explain the effect of changing a value of a
command

-l can program a computer by typing commands

- can test my algorithm in a text-hased language
-l can use atemplate to create a designformy
program

-1 can write an algorithm to produce a given out-
come

-l can identify everyday tasks that include repeti-
tion as part of a sequence, eg brushing teeth,
dance maoves

-| can identify patterns in a sequence

-1 can use a count-controlled loop to produce a
given outcome

-l can choose which values to change in a loop

-1 can identify the effect of changing the number
of times atask is repeated

-1 can predict the outcome of a program contain-
ing a count-controlled laop

-l can explain that a computer can repeatedly call
a procedure

-1 can identify "chunks’ of actions in the real world
-l can use a procedure in a program

-l can design a program that includes count-
controlled loops

-1 can develop my program by debugging it

-1 can make use of my design to write a program

Year 5

- can create a simple circuit and connect it to a
micracontroller

-1 can explain what an infinite loop does

-1 can program a microcontroller to make an LED
switch an

4 can connect more than one output component
toa microcontroller

-1 can design sequences that use count-
contraolled loops

-1 can use a count-controlled loop to control out-
puts

- can design a conditional loap

-1 can explain that a condition is either true or
falze

-1 can program a microcontraller to respond to
an input

-4 can explain that a condition being met can start
an action

-1 can identify a condition and an actionin my
project

-1 can use selection (an ‘if...then...’ statement) to
direct the flow of a program

- can create a detailed drawing of my project
-1 can describe what my project will do

-1 can identify a real-world example of a condi-
tion starting an action

-4 can test and debug my project

-1 can use selection to produce an intended out-
come

-1 can write an algorithm that describes what my
model will dao

Year 6

-l can explain that the way a variable changes can
be defined

-1 can identify examples of information that is
variahle

-1 can identify that wariables can hold numbers
or letters

-l can explainthat a variable has a name and a
value

-1 can identify a program variable as a placehold-
erinmemaory for a single value

-1 can recognise that the value of a variable can
be changed

-l can decide where in a program to change a
variable

-l can make use of an event in a program to set a
variable

-1 can recognise that the value of a variable can
be used by a program

-l can choose the artwaork for my project
-1 can create algorithms for my project
-1 can explain my design choices

-l can chioose a name that identifies the role of a
variahle

-1 can create the artwork for my project

-1 can test the code that | have written

-l can identify ways that my game could be im-
proved

-1 can share my game with others

-1 can use variables to extend my game



K52 Computing National Curriculum

key stage 2 Pupils should be taught to: - design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; salve problems by decomposing them into smaller parts - use sequence, selection, and
repetition in programs; wark 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 program s - understand computer netwarks in-
cluding the internet; how they can provide multiple services, such as the warld 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 comhbine 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, in-
cluding collecting, analysing, evaluating and presenting data and information - use technology safely, respectfully and responsibly; recognise acceptable/unacoeptable behaviour; identify a range of ways to report concerns about contert and contact.

Data
and

Information

Year 3

-l canarrange objects into a tree structure

-1 can create a group of objects within an existing
group

-1 can select an attribute to separate objects into
groups

- can group ohjects using my own yes/ho gquestions
-1 can select objects to arrange in a branching database
-1 cantest my branching database to see if it works

-l can compare two branching database structures

-1 can create yes/ho questions using given attributes
-1 can explain that questions need to be ordered care-

fully to split ohjects into similarly sized groups

-l can create a physical wersion of a branching database
-1 can create gquestions that will enable chijects to be

uniguely identified
-1 can independently create guestionsto use ina

branching database

-l can ereate a branching database that reflects my plan
-| can suggest realworld uses for branching databases

-1 can work with a partner to test my identification tool

Year 4

-4 can explain what data can be collected using
SENSOrs

-1 canidentify that data from sensors can be rec-
arded

-l canuse data from a sensorto answer a given
question

- can identify the intervals used to collect data

-1 canrecognise that a data logger collects data at
given poaints

-1 cantalk about the data that | have captured

-4 can explain that there are different ways to view
data

-1 can sort data to find information

-1 can view data at differert levels of detail

- can plan how to collect data using a data logger
-1 can propose a question that can be answered
using logged data

-1 canuse a data logger to collect data

- can draw conclusions from the data that | have
collected

-1 can explain the benefits of using a data logger
-1 caninterpret data that has been collected using

adatalogger

Year 5

- can create a database using cards
-1 can explain how information can be recorded
-1 can order, sort, and group my data cards

-4 can choose which field to sort data by to an-
swera given gquestion

-1 can explain what afield and a record isin a
databasze

-1 can navigate a flat-file database to compare
different views of information

- can comhbine grouping and sorting to answer
specific guestions

-1 can explain that data can be grouped using
chosen values

-1 can group information using a database

-4 can choose multiple criteria to answer a given
gquestion

-1 can choose which field and value are required
to answer a given gquestion

-1 can outline how "AMND' and "OR’ can be used to

refine data selection

- can explain the benefits of using a com puter to
create charts

-1 can refine a chart by selecting a particular filter
-1 can select an appropriate chart to visually com-
pare data

- can ask questions that will need more than one
field to answer

-1 can present my findings to a group

-l canrefine a searchin a real-world context

Year 6

4 can apply an appropriate format to a cell
-1 can choose an appropriate format for a cell
-1 can explain what anitem of data is

- can construct a formulain a spreadshest

-1 can explain which data types can be used in
calculations

-1 canidentify that changing inputs changes out-
puts

- can apply a formula to multiple cells by dupli-
cating it

-1 can calculate data using different operations
-1 can create a formula which includes a range of

cells

4 can apply a formula to calculate the data |
need to answer questions
-1 can explain why data should be organised

-l can use a spreadsheet to answer questions

- can produce a chart

-| can suggest when to use a table or chart

-1 canuse a chart to show the answer to gues-
tions
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Key stage 2 Pupils should be taught to: - design, write and debug programs that accomplish specific goals, including contralling or simulating physical systems; solve problems by decom posing them into smaller parts - use sequence, selection, and
repetition in programs; work with variables and various formm s of input and output - use logical reasoning to explain how some simple algorithm s work and to detect and correct errors in algorithm s and program s - understand computer networks in-
cluding 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, in-
cluding collecting, analysing, evaluating and presenting data and information - use technology safely, respectfully and responsibly; recognise acceptable/unaceeptable behaviour: identify a range of ways to report concerns ahout content and contact.

Creating Media - B

Year 3

-l can explain the difference between text and images

- | can ide ntify the adv antages and disadvantage s of using

text and image s

- | can recoghise that text and image s can communicate me s

sages clearly

-l can change font style, size, and colours for a given purpose

- | can edit text
- | can explain that text can be changed to communicate

rare clearly

-l can create atemplate for a particular purpose
- | can define the term 'page arientation’
-l can recognise placeholders and say why they are im-

portant

-l can choose the best [ocatons for my content

-l can make changesto content after I've added it

- | can paste text and images to create amagazine cover

-l can choose asuitable layout for a given purpose
- | can ide ntify diffe rent [y outs

-l can match alavout to a purpose

-l can compare wark made on desktop publishing to work

created by hand

- | can ide ntify the uses of desktop publishing in the real
waorld

- | can sav why desktop publishing might be helpful

Year 4

-1 can explain why | might crop an image
- | can improve an image by rotating it

- | can use photo editing software to crop an image

-l can experime it with different colour effects

- | can explain that different colour effects make vou
think and feel diffe rent things

- | can explain why | chose certain colour effects

-l can add to the composition of animage by cloning
- | can identify how a photo edit can be improved
- | can rernove parts of an image using cloning

-l can experime it with toalsto select and copy part of
an image
- | can explain why photos might be edited

- lcan use arange of toolsto copy between images

-l can choose suitable image s far my project

-l can create aprojectthatis a combination of other
image s

- | can describe the image | want to cre ate

-l can combine text and my image to complete the pro-
ject
- | can review image s against a given criteria

- | can use feedback to guide making changes

Year 5

-l can discuss how ve ctor drawings are different fram
paper-based drawings

- | can experimentwith the shape and line tools

- | can recaghise that vector drawings are made using

shapes

-l can explain that each element added to avector
drawing is an object

- | can ide ntify the shapes used to make avector draw-
ing

-l can move, resize, and rotate objects | have duplicat-
ed

-1 can explain how align ment grids and resize handles
can be used to improve consistency

- | can modify objects to create a new image

-l can use the zoom tool to help me add detail to rmy

drawings

-l can change the order of layvers in avector drawing
- I can identify that each added object create s a new
laverin the drawing

-l can use layvering to create an image

-l can copy part of a drawing by duplicating several
objects

-l can recoghise when | need to group and ungroup
ohjects

-l can reuse a group of objects to further develop ey

vector drawing

-l can compare vector drawings to fre e hand paint
drawings

-l can create avector drawing for a specific purpose
-l can reflect on the skills | have used and why | have

used them

Year 6

-l can add 30 shapesto aproject
- | can move 30 shapesrelative to one another

- | can view 30 shape s from different perspectives

-1 can lift/lower 30 objects
-l can recolour a 3D object

- lcan resize an object in three dimensions

-l can duplicate 30 ohjects
- | can group 30 ohjects

- | can rotate objectsin three dimensions

-l can accurately size 30 objects
- |l can cambine anumber of 30 abjects
- | can show that placeholders can create holesin 3D

objects

-l can anhaly se a 30 model
-l can choaose objectsto use ina 30 model

- | can combine objectsin a design

-l can construct 2 30 model based on a design
- | can explain how my 30 model could be improved

- | can modify my 30 model to improve it
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Key stage 2 Pupils should be taught to: - design, write and debug programs that accomplish specific goals, including contralling or simulating physical systems; solve problems by decom posing them into smaller parts - use sequence, selection, and
repetition in programs; work with variables and various formm s of input and output - use logical reasoning to explain how some simple algorithm s work and to detect and correct errors in algorithm s and program s - understand computer networks in-
cluding 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, in-
cluding collecting, analysing, evaluating and presenting data and information - use technology safely, respectfully and responsibly; recognise acceptable/unaceeptable behaviour: identify a range of ways to report concerns ahout content and contact.

Programming - B

Year 3

-l can choose which keys to usefor actons and explain
my choices

-1 can explain the relationship between an event and
an action

-1 canidentify a way to improve a program

- can choose a character for my project
-1 can choose a suitable size for a characterina maze
-| can program movement

-l can choose blocks to set up my program

-1 can consider the real world when making design
choices

-l can use a programming extension

-l can build more sequences of commands to make my
design wark

-1 can choose suitable keys to tum on additional fea-
tures

-| can identify additional features (from a given set of
blocks)

-l can match a piece of code to an outcome
-1 can modify a program using a design
-1 cantest a program against a given design

-l can evaluate my project
-l canimplement my design
-1 can make design choices and justify them

Year 4

- can list an everyday task as a set of instruckions
including repetition

-1 can modify a snippet of code to create a given
outcome

-1 can predict the outcome of a snippet of code

- can choose when to use a count-controlled and
aninfinite loop

-1 can modify loops to produce a given outcome
-1 can recognise that some programming lan-
guages enable more than one process to be run at
ance

- can choose which action will be repeated for
each ohject

-1 can evaluate the effectiveness of the repeated
sequences used in my program

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

- can explain the effect of my changes

-l can identify which parts of a loop can be
changed

-l can re-use existing code snippets an new sprites

4 can develop my own design explaining what my
project will do

-1 can evaluate the use of repetition in a project
-l can select key parts of a given project tousein
my own design

- can build a program that follows my design
-1 can evaluate the steps | followed when building
Yy project

-1 can refine the algorithm in my design

Year 5

- can identify conditions in a program
-1 can modify a condition in a program
-1 can recall how conditions are used in selection

- can create a program with different outcomes
using selection

-1 can identify the condition and outcomes inan
'if... then.. else...' statement

-l can use selection in an infinite loop to check a
condition

-4 can design the flow of a program which con-
tains ‘if... then.. else...’

-1 can explain that program flow can branch ac-
cordingto a condition

-1 can show that a condition can direct program
flow in one of two ways

- can identify the outcome of user input inan
alzorithm

-1 can outline a given task

-l can use a design format to outline my project

4 canimplement my algarithm to create the first
section of my program
-1 can share my program with others

-l cantest my program

-4 can extend my program further

-1 canidentify the setup code | need in my pro-
grarm

- | can identify ways the program could be im-
proved

Year 6

4 can apply my knowledge of programmingto a
new ernyvironment

-l cantest my program on an emulator

-1 cantransfer my program to a controllable de-

vice

4 can determine the flow of a program using se-
lection

-| can identify examples of conditions in the real
warld

-l can use a variable in an if, then, else statement
to select the flow of a program

4 can experiment with different physical inputs
-1 can explain that checking a variable doesn't
change its value

-1 can use a condition to change a variakle

- can explain the importance of the order of con-
ditions in else, if statements

-1 can modify a program to achieve a different
outcome

-l canuse an operande.g. <==Yin an if, then
statement

-4 can decide what variables to include in a pro-
ject

-1 can design the algorithm for my project

-| can design the program flow for my project

4 can create a program based on my design

-l cantest my program against my design

-1 can use a range of approaches to find and fix
bugs



Computing Lesson Structure

Introduction(including Sticky-Time)

The lesson introduction will introduce learners to the concept, skills and objectives that will be taught during the lesson
and how these are used in real life situations. Learners will discuss what they can remember from the previous lesson
and then after the responses, a list slide will be revealed to show all the key areas from the previous lesson.

Enquiry-Led Question

What will we be finding out in the lesson and how does this link to the overarching question for the module?

Knowledge

Teacher introduces the key learning for the lesson and how it fits in with the module. Highlight and discuss new
vocabulary. Make links to prior knowledge and place in context.

Skill

New knowledge is deepened through application of specific computing skill and use digital resources.

This is achieved through 3 activities:

e Activity 1 will be the enquiry-led question that leads to research of investigation.
e Activity 2 will give pupils the opportunity to review their work or findings.
e Activity 3 will give the pupils the opportunity to use their new knowledge and skills to complete a piece of work.

(unpack, review and do)

Plenary

Plenary time gives pupils time to share their work with each other or with the whole class. Learners will be encouraged
to explain which tools they have used to achieve their work (physical and digital).

Next time or Summary time

At the end of each lesson there will be an opportunity to review the success criteria for the lesson with the learners.
There will be an additional slide to highlight what will be covered in the next lesson.







