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NC Objectives (KS1 blue; KS2 red)

Computer Programming

% 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

% design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve
problems by decomposing them into smaller parts

% use sequence, selection, and repetition in programs; work with variables and various forms of input and output

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

Digital Content

% use technology purposefully to create, organise, store, manipulate and retrieve digital content

& select, use and combine a variety of software (including internet services) on a range of digital devices to design and create
a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and
presenting data and information

Technology and Systems

% recognise common uses of information technology 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

Searching and Reliability

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

Online Safety and
Conduct

% 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.

& use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways
to report concerns about content and contact.
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Curriculum

Computer Programming (A): Programming (A): Programming (A): Programming (B): Micro:bits 1 Micro:bits 2

Programming Moving a Robot Robot Algorithms Sequencing Sounds | Repetition In makecode makecode
(Y1) beebots: (Y2) beebots (Y3) scratch Games (Y4) scratch
Apply Programming using

Sequencing simple
algorithms

Predicting,
decomposing and
debugging
(ongoing)

Writing a simple
programme to
accomplish a goal

As previous units
plus:

Writing a simple
programme to
accomplish a goal
and comparing
different ways of
achieving the same
goal.

Programming (B):
Programming
Quizzes (Y2)
scratch jnr

As previous units,
plus:

Intro to scratch jnr

Introducing events

As previous units
plus:

Introduction to
scratch.

Creating sequences
and beginning
sequences in
different ways using
a range of events.

Programming (B):
Events and Actions
in Programmes
(Y3) scratch

As previous units
plus:

Pen up and pen
down.

Events to control
movement

As previous, plus:

Use repetition
(finite and infinite)
and loops.

understanding of
writing simple
programmesin a
new context

Programming for
physical systems

Using random
number generators
(dice)

Using events
(smiley buttons)
Varying inputs (pet
hamster)

Using selection
(Rock, Paper,
Scissors V2)

repetition and
further variables,
using micro:bit
arcade and
cutebots.

Programming A -
Variables in Games
(Y6) scratch

Recognise different
types of variables.

Apply an
understanding of
variables to create
and change a
scoreboard.

Use selection
(if/else) to control
variables.

Throughout: planning, predicting and debugging code; decomposing problems into smaller parts (KS2)
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Digital Content

Computing
Systems and
Networks:
Technology Around
Us (Y1)

Develop basic word
processing skills

Creating Media:
Digital Writing (Y1)

Typing using the

Data and
Information:
Pictograms (Y2)

Understand and
present data in
pictograms.

Understand
‘attributes’ and
count attributes
when creating a
pictogram.

N/A

*Children may
consolidate their
typing skills and
basic functional
skills by typing
responses in other
Computing lessons,
and lessons across
the curriculum.

Desktop Publishing
(Y3 unit) canva

Use further text
editing features,
with greater
confidence.

Present written
information across
a page using
templates. Begin to
add pictures to

Intro to Google
Classroom

Open google
classroom and
access an
assighment

Submit
assignments,
changing the file
name appropriately

Spreads
Google ClassfGom:

Use cell references

Use formulae,
including sum

Format cells to best
match the data

they represent

Use graphs and

keyboard documents. Type and change charts to represent
*Children may textual features on | data
Backspace, undo consolidate their google docs
and cap locks typing skills and
basic functional Use google slides to
Begin to change skills by typing create simple
fonts and colours of | responses in other presentations
text Computing lessons,
and lessons across
the curriculum.
Technology and Computing N/A Connecting Computing Systems and N/A
Systems Systems and Systems and Systems and Searching (Y5)
Networks: Networks: Networks: The
Technology Around Connecting Internet (Y4) Learn that a system
Us (Y1) Computers (Y3) is a number of
Understanding the | components
Identify different Develop difference between | working together to

technologies in
everyday life.

understanding of
connecting devices
and how different

‘network’ ‘internet’
and ‘website.

complete a task.




Name and
understand the
functions of
different parts of a
computer.

Searching and
Reliability

Online Safety

Computing
Systems and
Networks:
Technology Around
Us (Y1)

Identifying adults
who we can speak
to if we feel unsafe
online.

N/A

devices work
together.

Understand the
term ‘network’.

N/A

Introduction to the
sharing of
information online.

Computing
Systems and
Networks: The
Internet (Y4)

Understanding of
sharing information
safely on the
internet, and what
to do if you feel
unsafe.

Learn about
electronic and
physical links, and
simple computer
systems.

Systems and
Searching (Y5)

Learn how to
search the internet
using keywords.

Learn how search
results are ranked.

Learn how search
results are
influenced.

Systems and
Searching (Y5)

Learn how some
search results and
information may be
misleading,
depending on the
source or reasons
that have
influenced its
result.

Each unit of work begins with an online safety lesson. Online safety is also covered in PSHE and assemblies.




Resources Needed:
Chromebooks (and mice?)
Beebots (Y1)

Micro:bits

Micro:bit accessories Y6 only (cute bots and micro:bit arcade)



