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learning how to
drag, drop, click
and control a
cursor to
create works of
art

computers are
used in the wider
world.

Online Safety
ESafety

Online Safety
ESafety

Online Safety
ESafety

Online Safety
ESafety

Online Safety
ESafety

Online Safety
Staying Safeina
Digital World




Spring

Children listen to
instructions.

Children can follow
simple two step
instructions.

Children are able to
use a simple paint
programme on the
IWB with support.

Children are able to
follow simple process
based instructions
including those that
involve Positional
language

Children are starting
to understand that
they can find
information using
computers.

Programming 1

Identifying where
algorithms,
decomposition
and debugging
can be found
in relatable,
familiar contexts.

Programming 1

Developing an
understanding of;
what algorithms
are

Computing
systems and
networks 3

Understanding
how a computer
works

Programming 1
Revisiting the key
features of the
programme
Scratch and
beginning to
use 'variables' in
code scripfts.

Creating media
Creating
animations

Computing
systems and
networks
Exploring Al

Creating media

Taking and
editing photos,
searching for and
adding images to
a
project.

Data Handling

Learning how
data is collected,
used and
displayed

Creating media

Developing digital
video skills to
create frailers,
with special
effects
and transitions.

Data Handling

Researching and
storing data on
spreadsheets

Programming
Building-on
programming
and music skills to
create different
sounds

Data Handling

How Digital
Information Is
Shared

Summer

Children are able to
follow simple
process based
instructions
including those that
involve Positional
language

Children are able to
take turns on the
IWB with support.

Children have the
language skills to
give simple
instructions

Children use a
mouse to create a
picture on an art
programme.

Children use Ipad
and other cameras
to take pictures

Programming 2

Infroducing
programming
through the use
of arobot (Bee-
Bot) and
exploring ifs
functions.

Programming 2

Exploring what
‘blocks’ do’ by
carrying out an
informative cycle
of predict
> test > review.

Programming
Exploring the
programme
Scratch, following
the predict > test
> review
cycle. Using
‘loops’ and
programming an
animation, story
and game.

Programming 2

Solving problems

effectively using

the four areas of
abstraction,

algorithm design,

decomposition
and pattern
recognifion.

Data Handling

Learning about
the Mars Rover,
exploring how
and why it
transfers
dataincluding
instructions

Computing
systems and
networks
Bletchley Park
and the History of
Computers

Online Safety
ESafety
Revisit Esafety
from Term 1

Online Safety
ESafety
Revisit Esafety
from Term 1

Online Safety
ESafety
Revisit Esafety
from Term 1

Online Safety
ESafety
Revisit Esafety
from Term 1

Online Safety
ESafety
Revisit Esafety
from Term 1

Online Safety
ESafety
Revisit Esafety
from Term 1







