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Computing Learning Journey




Intent, Implementation and
Impact

Our community is inspired by our Christian values to enable all to flourish in
mind, body, heart and spirit.
3 HEETMY FEETON A ROCKAND GAVEME A FIRMPLACETOS T AN D j
(PSALM40 V. 2)

Intent

All areas of our curriculum are underpinned by our Gospel values and we ensure that our curriculum

akes links to these values. At the heart of each subject is a set of core skills which form a subject
earning journey, this journey is built from EYFS thragh to year § with the skills being progressive as
ou move through the school. Knowledge is communicated to ensure coveragelod National
Curriculum and it is through this knowledge that children apply their skills.

+EEI AOAT AO 30 '"EI AOS8 AT A 30 ' AT OCA80 1 AAOGA x
skills needed for the next stage of their education. They will have developed a clear set Christian and
oral values which they can apply in all areas of their livesand will have taken part in

eal-life experiences which will have raised their aspirations and given them a thirst for wisdom and
nowledge.

EA ET OAT OEIT 1 &£ OEA 30 'EI AGs AT A 30
hildren with the skills and knowledge they need to embracaeew technologiesand flourish, both
nowledge and understanding that tildren need in order to become autonomous, independent users o

omputing technologies,and gainconfidencethrough
active learning and enjoyable activities.




Implementation

In line with the National Curriculum,3 O ' E1 AG8 AT A 30 ' Al OC Aidenifieg fivd [p O«
key areas which stem from the key strands of computingComputer Science, Information

Technology and Digital Literacy. These key areasre woven together tocreate an engaging and

enriching learning experience.

Computer systems and networks
Programming

Creating media

Data handling

Online safety

These areas create a cyclicabute via a spiral curriculum model,through which pupils can develop thei
computing knowledge and skills by revisiting and building on previous learning.

The implementation of this curriculum ensures a broad and balanced coverageétional Qurriculum
requirementsh AT A 1T OO O3 EEI 1 O 3EI xAAOA8 OT EOO DPOI OERA
transferable skills. Where appropriate, units have been created to link to other subjects, such as art,
science and music to enable the development of further transfable skills, and genuine crossurricular
learning.

Computing is taught for 1 hour each week or 2 hours every two weeks depending on the unit and yea
group being taught. Each new unit of learningd ET OOT AOAAA OEOI O6CE Al JR o1
summarises previous knowledge and skills shared by the children. Children are then introduced to the

key vocabulary which will be shared during the unitDuring the lessm, activities are scaffoldedwhere
appropriate, and assessment and feedback will focus on misconceptions and next steps for learning. Jjt
the end of each unitof learningAEET AOAT xEI 1T AT 1 bl AOA AT edintofuture [f[E
planning.

e = Online Safety is taught for 1 hour pe
s i s i * half term, and follows the same lessd
and learning journey outlined above.

Practise and Questioning

agsly

In Computing, work is recordedon Evidence Me, with any additionalword T OE A I OfE 6 «
channel in year group folders for monitoring and sharing purposes



Reception Theme Subject Journey / \

Lty e

Children have the opportunity to explore the topic and subject area through tuff
trays and child led learning. KWL grids and mind maps used to identify prior learning.

Teach
Input and carpet sessions, in the moment teaching opportunities, concrete
materials, teaching of new topic specific vocabulary.

Practise
Group work, teacher guided sessions, tuff tray activities after input, key questions
for children to explore and investigate on their own after being taught skills.

Independent tasks, some enhanced provision opportunities, continuous provision
opportunities, child-led learning

- ksl

Mini input on previous learning, KWL revisit, mind map adding
Activity plenned for linked 1o specific strand

repeating 'explore’ activities. eyl

Children using the resources in the classroon leading their own
learring answering questions generated by themselves

Computing is taught as part of thd?ersonal, Social and Emotional Development and Expressive Arts a
Designarea of the EYFS learning and development. ChildrenReceptionwill explore a range of

computational skills and questions through their theme for the half term. Where appropriate, lessons
will take the same form as the rest of the school: explore, teach, practise, apply and review. There wil
then be an independent ativity relating to the input. All classrooms have an investigation station. As
part of this, computing based enhanced provision will be planned for. Children also have access to
computing-based resources which they are free to use as part of the chilutiated provision. Evidence
of these lessons and other learning around computing cdre found on Evidence Me linked to the
appropriate statements and ELG.

ELG

Personal, Social | Managing Self - Be confident to try new activities and show independence,

and Emotional resilience and perseverance in the face of challenge.

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

behave accordingly.

Expressive Arts | Creating - Safely use and explore a variety of materials, tools and
and Design with Materials techniques, experimenting with colour, design, texture, form
and function.




Impact

In addition to the outcomes shown on ar curriculum tree, the specificimpact of the3 0 = A
' AT OGolnpuingLearning burney is that children will:

¥"  Be critical thinkers and able to understand how to make informed and
appropriate digital choices in the future.

Understand the importance that computing will have going forward in both
their educational and working life and in their social and personal futures.

Understand how to balance time spent on technology and time spent away
from it in a healthy and appropriate manner.

Understand that technology helps to showcase their ideas and creativity. They
will know that different types of software and hardware can help them achieve
a broad variety of artistic and practical aims.

Show a clear progression of technical skills across all areas of the National
curriculum - computer science, information technology and digital literacy.

Be able to use technology both individually and as part of a collaborative team.

Be aware of online safety issues and protocols and be able to deal with any
problems in a responsible and appropriate manner.

Have an awareness of developments in technology and have an idea of how
current technologies work and relate to one another.

Meet the end of key stage expectations outlined in the National curriculum for
Computing.

Formative assessment takes part in each lesson and misconception and next steps of the focus for
feedback.Summative assessment is completed for each child at the end of each unit of teaching usingj the
assessmenbverviews at the end of this document. A best fit approach to statements

achieved results in an end of year summative grade.




Adaptive Teaching Strategies

Cognition and Learning

Alternative methods of
recording (talking tins,
laptops, creative tasks)
Differentiated tasks

Visual supports

Word banks/phonic maps
Pre-teaching of vocabulary
Teaching of key skills
Coloured overlays

Timers and chunked
activities

Use of practical apparatus
Sit close to the board
Allow extra time

Communication and
Interaction

Talking tins
Pre-teaching language
Visuals to support
Social stories
Now/Next

Increased focus on
Oracy and developing
talk opportunities
Thinking time

Explicit instructions
Makaton signs

Steps to success (one
task at a time)

Brain and movement
breaks

Calmbrain

Reward time
Reflection areas
(weighted blankets)
Sensory/fidget toys
Sit near to the teacher
Steps to success (one
task at a time)

Peer buddies

Physical and Sensory

Own learning space
(workstation)

Brain breaks

Appropriate seating

Fidget toys

Adapted resources (scissors,
rulers etc)

Sloping board

Alternative methods of
recording

Wobble cushions

Use of a sensory areas (tent)
Chew buddies

Pencil grips/sloping boards




Reception

Computing Overview

Autumn  Autumn
1 2
There's No

Place Like
Home

Marvellous
Me

Springl  Spring 2

Life on the
Farm

Once Upona
Time

Summer 1

A Pirate’s Life
for Me

Ks1
Year A

Computing Systems and
Networks

Programming

Creating Media |

Summer
2

Commotion in
the Ocean

Online
Safety

| Data Handling

Online Safefy

Word
Processing

Improving
Mouse Skills

Programming
Bee Bots

Programming
Scratch Jnr

Digital Imagery
Why do we
fight and

rau

Introduction
to Data

Using the internet
safely,

Programming

Data

Creating
Media

Online Safety

Algorithms
Unplugged

Rocket to the
Moon (Skills
Showcase)
What is the

International
Space Station

the

Algorithms and
Debugging

Programming

Computing Systems and
Networks

Creating Media |

Stop Motion

What happens if T
post online?

| Data Handling

Online Safefy

Further
Coding with
Scratch

Scratch

Emailing
Journey inside a Computer

Video trailers

Comparison
Card
Databases

Beliefs, opinions
and facts on the
infernet.

Computing Systems and
Networks

Creating Media

Programming

Data Handling

Online Safefy

Collaborative Learning

Wh esponsibil

S do L
ave for other
I'Td
AR

Networks and the Internet

Website
Design

HTML (Skills
Showcase)

Computational
Thinking

Investigating
Weather

+ would it

be like

What happens
when I search
online?

Data Handling

Creating Media

Online Safefy

Mars Rover
(Skills
Showcase)

Mars Rover

Stop Motion

Micro: bit

Scratch
(Music)

Online Protection

Computing Systems and
Networks

Data

Programming

Online Safety

Bletchley Park and the
History of Computers
Are fs e

Big Data 1

Introduction to Python

Life Online




National Curriculum Coverage

Computing Systems and

Networks

Recognise common uses of information
echnology beyond school.

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

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

UKS2

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

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
land presenting data and information

Programming

Understand what algorithms are; how they are
mplemented as programs on digital devices: and
hat programs execute by following precise and
nambiguous instructions

freate and debug simple programs

Use logical reasoning to explain how some
simple algorithms work and to detect and
correct errors in algorithms and
programs

Design, write and debug programs that

accomplish specific goals, including

controlling or simulating physical systems;

Eolve problems by decomposing them into
maller parts




Personal, Social and Emotional
Development

Work and play cooperatively and take
turns with others.

Use logical reasoning to predict the behaviour
of simple programs

Use sequence, selection, and repetition in|:)se logical reasoning to explain how some

programs; work with variables and
various forms of input and output

imple algorithms work and to detect and
correct errors in algorithms and programs

Creating Media

N/A

Use technology purposefully to create, organise,
|store, manipulate and retrieve digital content

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

Data Handling

Communication and Language

-Articulate their thoughts and ideas
in well-formed sentences.

-Use talk to help work out problems
and organise thinking and activities,
and to explain how things work and
why they might happen.

- Participate in small group, class and
one-to-one discussions, offering their
own ideas, using recently introduced
vocabulary.

Mathematics

-Count objects, actions and sounds. -
Subitise,

-Count beyond 10.

-Compare numbers.

-Understand the ‘one more than/ one
less than' relationship between
consecutive numbers.

-Continue, copy and create repeating
patterns.

-Compare length, weight and capacity.

Use technology purposefully to create, organise,
Istore, manipulate and retrieve digital content

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

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




Online Safety

se technology safely and respectfully, keeping
ersonal information private; identify where to
b for help and support when they have

bncerns about content or contact on the
ternet or other online technologies

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

Use technelogy safely, respectfully and
responsibly; recognise
acceptable/unacceptable behaviour;
identify a range of ways fo report concerns
about content and contact




Skill and Knowledge Progression

Computing Systems
and Networks

To know that buttons are a form of
input that give a computer an
instruction about what to do
(output).

To know the difference between a
desktop and laptop computer.

To know that when we create
something on a computer it can be
more easily saved and shared than
a paper version.

To know the different parts of a
computer.

To know the roles that inputs and
loutputs play on computers.

To know what a tablet is and how it is
different from a laptop/desktop
computer.

To understand the basic concept of a
network (both wired and wireless), and
|how the internet uses networks to
share files (inc. the role of packets
and how they are transferred).

To know what the different
components of a computer do and how
they work together

To know the roles that more complex
inputs and outputs play on computers.

To understand what data packets are

land why it is important for website
data transfer.

To know that external devices can be
|programmed by a separate computer.

To know that computer networks
|provide multiple services and
opportunity for communication and
collaboration.




Developing control of the mouse to
click, drag, fill and select.

To develop word processing skills,
including altering text, copying and
pasting and using keyboard

Ishortcuts.

To use images, text, transitions and
lanimation in presentation slides.

To use software collaboratively online
to work as a team.

To compose an email including subject,
to and from.

To add an attachment to an email.

To understand what techniques are
|required to create a presentation
using appropriate software.

Programming

To know that abstraction is the
removing of unnecessary detail to
help solve a problem.

To understand that the character
in Scratch Jnr is controlled by the

programming blocks.

To know that loops in programming

lare where you set a certain

instruction (or instructions) to be
repeated multiple times.

To understand how decomposition is
used in programming to help break
down a problem.

To know that Scratch is a
programming language and some of its
basic functions.

To understand how to use loops to
|improve programming.

To understand you can remix an
existing code.

To continue existing code and use
labstraction and pattern recognition to
modify it.

To know that combining computational
'thinking skills (sequence, abstraction,
decomposition etc.) can help you to
solve a problem.

To know that there are text-based
|programming languages such as Logo
lor Python.

To know that nested loops are loops
linside of loops.

To know how to remix existing code,
changing a program to personalise it.

To understand that code can be
written for several purposes (e.g.
writing music).




To debug instructions when things
lgo wrong, including in unplugged
lactivities.

To create a clear, precise
algorithm.

To use logical thinking to predict
‘the behaviour of simple
|programmes.

To develop a more systematic
lapproach to debugging code.

To create algorithms for a specific
purpose and coding a simple game

lindependently.

|Using logical thinking to explore more

software predicting, testing and
explaining what it does.

To use decomposition to solve a
problem by finding out what code was
used.

Incorporating variables to make code
more efficient.

|Using abstraction and pattern

recognition to modify code.

To debug quickly and effectively to
make a program more efficient.

To write increasingly complex code to
create a desired effect, developing
heir programming as they work.

Evaluating code to understand its
purpose and adapting it to a chosen
purpose.

Decompose a program into an
algorithm.

|Using a range of programming
commands, including repetition.

Creating Media

Knowledge

To know how to operate a camera
correctly (considering angles and
|light) or tablet to take good photos
land videos.

filter photographs.

To know that you can edit, crop andlv
i

To know that different types of
camera shots can make my photos or
videos look more effective.

To know that I can edit photos and
ideos using film editing software,
ncluding the addition of transitions
and text.

To understand that stop motion
animation is an animation filmed on
frame at a time using models, with
tiny changes between each
|photograph.

To know that editing is an important
feature of making and improving a
stop motion animation.

|Use a basic range of tools within
graphic editing software. Creating
land labelling images.

Using software to edit and enhance

images and videos (adding music,
ounds and text on screen with
ransitions).

Using online software to create a
ebsite.

Identify ways to improve and edit
|programs, videos and images and using
video editing software to animate.

|Use AI to create presentations.




Data Handling

Knowledge

To know what data to use to
lanswer certain questions.

To know how charts and
pictograms can be created using
la computer.

To know that a database is a collection
of data stored in a logical, structures
land orderly manner-.

To know that different visual
representations of data can be made
on a computer.

To know that sensor data can be used
to forecast the weather.

To know that sensors can be used as
inputs e.g. weather stations use

ensors to gather and record data
which predicts the weather

To know that data contained within
barcodes and QR codes can be used
by computers.

Understanding and identifying
barcodes, QR codes and RFID and
identifying devices and applications
that can scan or read them.

To know that data is often encrypted
Iso that even if it is stolen, it is not
useful to the thief.

To understand binary code.

Collecting and inputting data into a
|spreadsheet.

Interpreting data from a
|spreadsheet

Sorting data in a spreadsheet to
compare using the 'sort by..' option.

To use an electronic database.

|Gathering and analysing data in real
time.

Creating formulas and sorting data
within spreadsheets.

To use simple binary addition.

Online Safety

Knowledge

To know that you should tell a

trusted adult if you feel unsafe or
worried.

To understand what a digital
footprint is and knowing what
linformation is safe or unsafe to
post online.

To know that privacy settings limit
who can access your personal
|information, such as your name, age,
gender etc.

To know that not everything on the
internet is true: people share facts,
beliefs and opinions online.

To know that apps require permission
to access private information and
that you can alter the permissions.

To understand how online information
can be used to form judgements.

To know come common online scams.




To understand that not everything
I see or read is true.

To know that passwords are
[important for security.

lage restrictions apply.

Understanding why some results come
before others when searching.

To understand the importance of

|having a secure password.

To know possible dangers online and to
stay safe and use an online community

safely.

To know what social media is and that |Developing searching skills to help

find relevant information on the
Iim‘ernef and showing an
understanding of how search engines
work.

To understand the importance of
using different passwords for
different online services, and to know
some effective strategies for
|[managing those passwords.

To know the positive and negative
limpacts of sharing online.

Skills

Logging in and out and saving work

n their own account.

To explain how actions on the
linternet can affect others.

To recognise that people you do not
|[know on the internet are strangers
land are not always who they say
they are.

Learning how to create a strong
password.

To identify respectful and
disrespectful online behaviour.

To reflect on the positives and
[negatives of time spent online.

|Understanding the importance of
secure passwords and how to create

them.

To explain what to do if they
|experience bullying online.

|[Evaluating the pros and cons of online
communication.




Planning and Assessment Overviews

Please find below the planning and assessments overviews for each unitGoimputing.
They are organised intathe five strands of our Computing Curriculum, which aras
follows:

Creating Media
Data Handling

Online Safety




|

Prior knowledge and skills Knowledge and Skills to be taught Next steps
KS1Year A
Computing Systems and Networks
Improving Mouse Skills

Be confident to try new e Developing control of the mouse to click, drag, fill To know what a tablet is and how it is
activities and show and select. different from a laptop computer.
independence, resilience and e To know the different parts of a computer. To know the roles that inputs and
perseverance in the face of outputs play on computers.

challenge.

Explain the reasons for rules,
know right from wrong and try
to behave accordingly.

Safely use and explore a variety
of materials, tools and
techniques, experimenting with
colour, design, texture, form and
functions.

Key Vocabulary:

computer screen tablet
mouse clip art laptop
resize drag and drop input
tool keyboard output
click
drag




Prior knowledge and skills Knowledge and Skills to be taught Next steps
KS1Year A
Computing Systems and Networks
Word Processing

Be confident to try new e To develop word processing skills, including altering To use images, text, transitions and
activities and show text, copying and pasting and using keyboard animations in presentation slides.
independence, resilience and shortcuts. To use software collaboratively online to
perseverance in the face of To know that when we create something on a work as a team.

challenge. computer it can be more easily saved and shared than
Explain the reasons for rules, a paper version.

know right from wrong and try

to behave accordingly.

Safely use and explore a variety
of materials, tools and
techniques, experimenting with
colour, design, texture, form and
functions.

Key Vocabulary:

backspace keyboard transitions

bold paste insert
copy redo animation/animate

cut search
delete space bar
highlight underline
image undo
word-processing

software




Prior knowledge and skills Knowledge and Skills to be taught Next steps
KS1Year B
Computing Systems and Networks
What is a Computer?

Be confident to try new To know the different parts of a computer. To know what the different components
activities and show To know the difference between a desktop and of a computer do and how they work
independence, resilience and laptop computer. together.

perseverance in the face of To know that buttons are a form of input that give a To know the roles that inputs and
challenge. computer an instruction about what to do (output). outputs play on computers.

Explain the reasons for rules, To know that when we create something on a To know what a tablet is and how it is
know right from wrong and try computer it can be more easily saved and shared than different from a laptop/desktop

to behave accordingly. a paper version. computer.

Safely use and explore a variety
of materials, tools and
techniques, experimenting with
colour, design, texture, form and
functions.

Key Vocabulary:

screen laptop tablet
software mouse algorithm

desktop output communication
keyboard technology information
monitor input
printer speaker
CPU trackpad
charging port USB port




Prior knowledge and skills

Knowledge and Skills to be taught

Next steps

LKS2 Year A
Computing Systems and Networks
Emailing and Journey Inside a Computer

To know the different parts of a
computer.

To know the difference between a
desktop and laptop computer.

To know that buttons are a form of
input that give a computer an
instruction about what to do
(output).

To know that when we create
something on a computer it can be
more easily saved and shared than a
paper version.

To use software collaboratively online to work as a team.
To understand how the internet uses networks to share
files (inc. the role of packets and how they are
transferred).

To know the roles that inputs and outputs play on
computers.

To know what a tablet is and how it is different from a
laptop/desktop computer.

To know what the different components of a computer do
and how they work together.

To compose an email including subject, to and from.

To add an attachment to an email.

To know that computer networks provide
multiple services and opportunity for
communication and collaboration.

To know the roles that more complex inputs
and outputs play on computers, e.g. sensors,
scanners, webcams and touchscreens.

To develop word processing skills,
including altering text, copying and
pasting and using keyboard
shortcuts.

Developing control of the mouse to
click, drag, fill and select.

Key Vocabulary:

collaboration
network
communication

mouse input algorithm email
click. output data monitor
drag and drop software CPU RAM
keyboard copy decompose tablet
desktop paste GPU ROM
laptop shortcut hard drive touchscreen
attachment subject




Prior knowledge and skills Knowledge and Skills to be taught Next steps
LKS2 Year B
Computing Systems and Networks
Collaborative Learning and Networks and the Internet

To know the different parts of a To use software collaboratively online to work as a To know that computer networks provide
computer. team. multiple services and opportunity for

To know the difference between a To use images, text, transitions and animations in communication and collaboration.
desktop and laptop computer. presentation slides. To understand what techniques are

To know that buttons are a form To understand the basic concept of a network (both required to create a presentation using
of input that give a computer an wired and wireless). appropriate software.

instruction about what to do To understand how the internet uses networks to share
(output). files (inc. the role of packets and how they are

To know that when we create transferred).

something on a computer it can be
more easily saved and shared than
a paper version.

To develop word processing skills,
including altering text, copying
and pasting and using keyboard
shortcuts.

Developing control of the mouse
to click, drag, fill and select.

Key Vocabulary:

mouse input file user network
click. output internet wired/ wireless communication
drag and drop software network wireless access point collaboration
keyboard copy packet data transitions software
desktop paste router insert
laptop shortcut server collaboration




Prior knowledge and skills

Knowledge and Skills to be taught

Next steps

UKS2 Year A
Computing Systems and Networks
Search Engines

To use software collaboratively
online to work as a team.

To understand how the internet
uses networks to share files
(inc. the role of packets and how
they are transferred).

To know the roles that inputs
and outputs play on computers.
To know what the different
components of a computer do
and how they work together.

To know the roles that more complex inputs and
outputs play on computers, e.g. sensors, scanners,
webcams and touchscreens.

To know that computer networks provide multiple
services and opportunity for communication and
collaboration.

To develop searching skills to help find relevant
information on the internet and showing an
understanding of how search engines work.

To understand what data packets are and why it is
important for website data transfer.

Key Vocabulary:

file algorithm
internet data
network wired/wireless
packet data

router

server

collaboration

algorithm inaccurate
copyright web crawler
fake news www
keywords credit
page rank
search engine
index




Prior knowledge and skills

Knowledge and Skills to be taught

Next steps

UKS2 Year B
Computer Systems and Networks
History of Computers & Bletchley Park

To use software collaboratively
online to work as a team.

To understand how the internet
uses networks to share files (inc.
the role of packets and how they
are transferred).

To know the roles that inputs and
outputs play on computers.

To know what a tablet is and how
it is different from a
laptop/desktop computer.

To know what the different
components of a computer do and
how they work together.

To use images, text, transitions
and animations in presentation

slides.

To know the roles that more complex inputs and outputs
play on computers, e.g. sensors, scanners, webcams and
touchscreens.

To know that computer networks provide multiple
services and opportunity for communication and
collaboration.

To understand what techniques are required fo create a
presentation using appropriate software.

To develop searching skills to help find relevant
information on the internet and showing an
understanding of how search engines work.

To know that external devices can be programmed by a
separate computer.

Key Vocabulary:

file
internet
network
packet data
router
server

algorithm
data
wired/wireless
transitions
collaboration

inventions Secure
trial and error cipher (Ceasar, Pigpen and
chip and pin Nth letter)
brute-force hacking script
combination technological advancement




Prior knowledge and skills Knowledge and Skills to be taught Next steps

Be confident to try new activities To use logical thinking to predict the behaviour of To develop a more systematic approach to
and show independence, resilience simple programmes. debugging code.

and perseverance in the face of To debug instructions when things go wrong, including in To use logical thinking to explore more
challenge. unplugged activities software predicting, testing and explaining

Explain the reasons for rules, To create a clear, precise algorithm. what it does.
know right from wrong and try to To create algorithms for a specific purpose.

behave accordingly.
Safely use and explore a variety

of materials, tools and techniques,
experimenting with colour, design,
texture, form and functions.

Key Vocabulary:

algorithm inputting algorithm
debug predict logical thinking
instructions test debug
program explore tinker
tinker demonstration predict
code test




Prior knowledge and skills

Be confident to try new activities
and show independence, resilience
and perseverance in the face of
challenge.

Explain the reasons for rules,
know right from wrong and try to
behave accordingly.

Safely use and explore a variety

of materials, tools and techniques,
experimenting with colour, design,
texture, form and functions.

Knowledge and Skills to be taught

To use logical thinking to predict the behaviour of
simple programmes.

To debug instructions when things go wrong, including
in unplugged activities

To create a clear, precise algorithm.

To understand that the character in Scratch Jnr is
controlled by the programming blocks.

To know that loops in programming are where you set
a certain instruction (or instructions) to be repeated
multiple times.

Next steps

To develop a more systematic approach to
debugging code.

To use logical thinking to explore more
software predicting, testing and explaining
what it does.

To understand how to use loops to improve
programming.

Key Vocabulary:

algorithm repeat
debug blocks
bug sound recording
instructions imitate
code sequence
loop programming

algorithm
logical thinking
debug
tinker
predict
test




Prior knowledge and skills Knowledge and Skills to be taught Next steps

Be confident to try new activities To use logical thinking to predict the behaviour of To use logical thinking to explore more
and show independence, resilience simple programmes. software predicting, testing and explaining
and perseverance in the face of To debug instructions when things go wrong, including what it does.

challenge. in unplugged activities To com‘ir!ue existing code and use

Explain the reasons for rules, To create a clear, precise algorithm. abst'r'ac.flon and pattern recognition to
know right from wrong and fry to To know that abstraction is the removing of e .

behave accordingly. unnecessary detail to help solve a problem. To develop a mare systematic approach fo
Safely use and explore a variety debugging code.

of materials, tools and techniques,

experimenting with colour, design,
texture, form and functions.

Key Vocabulary:

algorithm input debug
AL instructions logical thinking
bug order predict
debug output test
decompose problem patterns
directions virtual assistant abstraction




Prior knowledge and skills

Be confident to try new activities
and show independence, resilience
and perseverance in the face of
challenge.

Explain the reasons for rules,
know right from wrong and try to
behave accordingly.

Safely use and explore a variety
of materials, tools and techniques,
experimenting with colour, design,
texture, form and functions.

Knowledge and Skills to be taught

To use logical thinking to predict the behaviour of
simple programmes.

To debug instructions when things go wrong, including
in unplugged activities

To create a clear, precise algorithm.

To know that abstraction is the removing of
unnecessary detail to help solve a problem.

Next steps

To use logical thinking to explore more
software predicting, testing and explaining
what it does.

To continue existing code and use
abstraction and pattern recognition to
modify it.

To develop a more systematic approach to
debugging code.

Key Vocabulary:

abstraction decompose
algorithm error
AI loop
bug predict
data unnecessary
debug correct

debug
logical thinking
predict
test
patterns
abstraction




Prior knowledge and skills

To use logical thinking to predict
the behaviour of simple
programmes.

To debug instructions when things
go wrong, including in unplugged
activities

To create a clear, precise
algorithm.

To understand that the character
in Scratch Jnr is controlled by the
programming blocks.

To know that loops in programming
are where you set a certain
instruction (or instructions) to be
repeated multiple times.

To know that abstraction is the
removing of unnecessary detail to
help solve a problem.

Knowledge and Skills to be taught

To understand that Scratch is a programming language and
some of its basic functions.

To understand how decomposition is used in programming
to help break down a problem.

To understand how to use loops to improve programming.
To understand that you can remix on existing code.

To continue existing code and use abstraction and pattern
recognition to modify it.

To use logical thinking to explore more software
predicting, testing and explaining what it does.

To develop a more systematic approach to debugging code.

Next steps

Evaluating code to understand its purpose
and adapting it to a chosen purpose.

Using a range of programming commands,
including repetition.

To know how to remix existing code, changing
a program to personalise it.

Key Vocabulary:

predict
bug input
debug output

decompose

algorithm programming
blocks sequence
loop repetition
abstraction

algorithm code block
code predict
decompose repetition code
loop sprite
remix application
animation debug
program interface

tinker review

programming
command
repetition
remix
adapt




Prior knowledge and skills Knowledge and Skills 1o be taught Next steps

To use logical thinking to predict To create algorithms for a specific purpose and coding a Evaluating code to understand its purpose
the behaviour of simple simple game independently. and adapting it to a chosen purpose.
programmes. To use decomposition to solve a problem by finding out Using a range of programming commands,

To debug instructions when things what code was used. including repetition.

go wrong, including in unplugged Incorporating variables to make code more efficient. To know how to remix existing code, changing
activities To develop a more systematic approach to debugging code. a program to personalise it.

To create a clear, precise
algorithm.

To understand that the character
in Scratch Jnr is controlled by the
programming blocks.

To know that loops in programming
are where you set a certain
instruction (or instructions) to be
repeated multiple times.

To know that abstraction is the
removing of unnecessary detail to
help solve a problem.

Key Vocabulary:

predict decompose code block orientation programming
bug input decompose project command
debug output program stage repetition
algorithm programming sprite coordinates remix
blocks sequence variable information adapt
loop repetition conditional statement position
abstraction tinker script




Prior knowledge and skills Knowledge and Skills to be taught Next steps

To use logical thinking to predict To understand how decomposition is used in programming To know that combining computational

the behaviour of simple to help break down a problem. thinking skills (sequence, abstraction,
programmes. To create algorithms for a specific purpose and coding a decomposition etc.) can help you solve a

To debug instructions when things simple game independently. problem.

go wrong, including in unplugged Using logical thinking to explore more software predicting, Evaluating code to understand its purpose
activities testing and explaining what it does. and adapting it to a chosen purpose.

To create a clear, precise To use decomposition to solve a problem by finding out To know how to remix existing code, changing
algorithm. what code was used. a program to personalise it.

To know that loops in programming Using abstraction and pattern recognition to modify code.
are where you set a certain
instruction (or instructions) to be
repeated multiple times.

To know that abstraction is the
removing of unnecessary detail to
help solve a problem.

Key Vocabulary:

predict decompose abstraction script sequence
bug input algorithm sequence abstraction
debug output code variable decompose
algorithm programming computational thinking logical reasoning remix
repetition unnecessary decomposition pattern recognition program
abstraction input




Prior knowledge and skills Knowledge and Skills o be taught Next steps
UKS2 Year A
Programming
Micro: bit]

To understand how decomposition is To know that combining computational thinking skills (sequence,
used in programming to help break down abstraction, decomposition etfc.) can help you solve a problem.
a problem. To understand that code can be written for several purposes
To understand how to use loops to (e.g. writing music).
improve programming. Evaluating code to understand its purpose and adapting it to a
To understand that you can remix on chosen purpose.
existing code. Using a range of programming commands, including repetition.
To continue existing code and use To debug quickly and effectively to make a program more
abstraction and pattern recognition to efficient.
modify it.
To use logical thinking to explore more
software predicting, testing and
explaining what it does.
To create algorithms for a specific
purpose and coding a simple game
independently.
To develop a more systematic approach
to debugging code
Using abstraction and pattern
recoghition to modify code.

Key Vocabulary:

algorithm script algorithm download
code tinker decompose loop
decompose abstraction connection systematic
loop program load pairing
remix pattern recognition reset predict
Bluetooth code block
repetition debug
tinkering variable




Prior knowledge and skills Knowledge and Skills to be taught Next steps
UKS2 Year A
Programming
Scratch (Music)
To understand that Scratch is a To know that combining computational thinking skills
programming language and some of its (sequence, abstraction, decomposition etc.) can help you
basic functions. solve a problem.

To un'der‘sfand how decomposition is To understand that code can be written for several
used in programming to help break down R :
purposes (e.g. writing music).

a problem. .
To understand how to use loops to To know that nested loops are loops inside of loops.

improve programming. To know how to remix existing code, changing a program to
To understand that you can remix on personalise it.

existing code. To debug quickly and effectively to make a program more
To continue existing code and use efficient.

abstraction and pattern recognition to
modify it.

To use logical thinking to explore more
software predicting, testing and
explaining what it does.

To create algorithms for a specific
purpose and coding a simple game
independently.

To develop a more systematic approach
to debugging code

Key Vocabulary:

algorithm script adapt nested loops
code tinker decompose pitch
decompose animation output rhythm
loop program repeat tempo
remix pattern recognition soundtrack timbre
abstraction code debug
program




Prior knowledge and skills

Knowledge and Skills o be taught Next steps

UKS2 Year B
Programming
Introduction to Python

To understand how decomposition is
used in programming to help break down
a problem.

To understand how to use loops to
improve programming.

To understand that you can remix on
existing code.

To continue existing code and use
abstraction and pattern recognition to
modify it.

To use logical thinking to explore more
software predicting, testing and
explaining what it does.

To create algorithms for a specific
purpose and coding a simple game
independently.

To develop a more systematic approach
to debugging code

To know that combining computational thinking skills
(sequence, abstraction, decomposition etc.) can help you
solve a problem.

To know that there are text-based programming languages
such as Logo or Python.

To know that nested loops are loops inside of loops.

To know how to remix existing code, changing a program to
personalise it.

To understand that code can be written for several
purposes (e.g. writing music).

Evaluating code to understand its purpose and adapting it
to a chosen purpose.

To debug quickly and effectively to make a program more
efficient.

To write increasingly complex code to create a desired
effect, developing their programming as they work._.
Decompose a program into an algorithm.

Key Vocabulary:

algorithm
code
decompose

loop

remix

script
tinker
abstraction
program
pattern recognition

text-based code
import
indentations
patterns
command
loop

algorithm
design
input
output
remix
random







