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	Technology around us
	Pictograms
	Programming Quizzes

	Digital Citizens
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	Substantive
	· Personal information shared online can be seen, copied and stored by others; there are rules and strategies for keeping safe online.
	
	· 
	· 
	· 

	
	· 
	· Different software and devices have different purposes; some uses of technology carry risks that can be reported to a trusted adult.
	
	· 
	
	

	
	· 
	· Technology is used in many ways beyond school; computers, tablets and other devices can be used purposefully to create and store digital content.
	
	· 
	· 
	· 

	
	Disciplinary
	· I can recognise different uses of technology in school and at home.
	
	· 
	
	

	
	· 
	· I can explain the rules of technology when at school and at home to keep safe.
	
	· 
	· 
	· 

	
	· 
	· I can seek support from a trusted adult when navigating online or encountering something that worries me.
	· 
	· 
	· 
	· 

	
	· 
	· I can explore unfamiliar software by making connections with familiar technology I already know.
	· 
	· 
	· 
	· 

	Create and Collaborate
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	Substantive
	· Children understand digital content can be created, organised, stored, manipulated and retrieved using a range of tools and software.
	
	· 
	· 
	· 

	
	
	· Children understand different software tools are suited to different creative tasks; choosing the right tool affects the quality of the outcome.
	· 
	
	· 
	· 

	
	
	· Children working collaboratively on a shared task requires each person to take on a defined role.
	· 
	
	
	· 

	
	Disciplinary
	· I can design a simple programme for a specific purpose.
	· 
	
	
	· 

	
	
	· I can create images and content using specific software.
	
	
	· 
	

	
	
	· I can work with others in a designated role to contribute towards a specific outcome.
	· 
	
	
	· 

	
	
	· I can pick a specific design element to impact an outcome.
	· 
	
	· 
	· 

	Computational Thinking
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	Substantive
	· Children understand an algorithm is a precise set of instructions for completing a task; when implemented on a digital device, an algorithm becomes a program.
	· 
	
	
	· 

	
	· 
	· Children understand programs execute by following precise and unambiguous instructions in sequence; changing the instructions changes the outcome.
	· 
	
	
	· 

	
	· 
	· Children recognise patterns in algorithms can be identified; algorithms can be broken into simpler functions (decomposed).
	· 
	
	
	· 

	
	Disciplinary
	· I can explain what an algorithm is and give an example.
	· 
	
	
	· 

	
	· 
	· I can create and debug a simple program.
	· 
	
	
	· 

	
	· 
	· I can use logical reasoning to predict the behaviour of simple programs.
	· 
	
	
	· 

	
	· 
	· I can modify an algorithm to produce a specific outcome.
	· 
	
	
	· 

	Analyse and Evaluate
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	Substantive
	· Children understand programs can contain errors (bugs) that cause unexpected behaviour; errors can be found and fixed through logical reasoning.
	· 
	
	
	· 

	
	· 
	· Children understand digital work can be evaluated against its intended purpose and improved through revision.
	· 
	· 
	· 
	· 

	
	· 
	· Children understand predicting what a program will do before running it helps to identify errors and deepen understanding.
	· 
	
	
	· 

	
	Disciplinary
	· I can make predictions about a simple sequence of commands before running them.
	· 
	
	
	· 

	
	· 
	· I can begin to identify and fix errors (bugs) in a simple algorithm or program.
	· 
	
	
	· 

	
	· 
	· I can evaluate the effectiveness of my work and suggest improvements.
	· 
	· 
	· 
	· 

	
	· 
	· I can explain how I would fix a problem in a piece of software.
	· 
	· 
	· 
	· 

	By the end of KS1, children will know the following:

		· That an algorithm is a precise set of instructions that, when implemented on a digital device, becomes a program.
· How to create, debug and modify a simple program using a floor robot and block-based programming (ScratchJr).
· How to use logical reasoning to predict the behaviour of simple programs.
· How to use technology to create, organise, store and retrieve digital content, including pictograms.
· How to collect and represent data in a pictogram and use it to answer questions.
· That personal information shared online can be seen by others; there are rules and strategies for keeping safe online.
· That technology is used for many purposes beyond school and that different software suits different tasks.
· How to evaluate digital work against its intended purpose and suggest improvements.


· 
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