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	[bookmark: _Hlk111444720]Oak Class – Year 1/2 

	National Curriculum Objectives 
· 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, store, manipulate and retrieve digital content
· Recognise common uses of information 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 or other online technologies
· Use technology purposefully to create, organise, store, manipulate and retrieve digital content

	UNIT 1.1 ONLINE SAFETY
	UNIT 1.2 GROUPING AND SORTING
	UNIT 2.7 MAKING MUSIC
	UNIT 1.5 MAZE EXPLORERS

	• To log in safely.
• To learn how to find saved work in the Online Work area and find teacher comments.
• To learn how to search Purple Mash to find resources.
• To become familiar with the icons and types of resources available in the Topics section.
• To start to add pictures and text to work.
• To explore the Tools and Games section of Purple Mash.
• To learn how to open, save and print.
• To understand the importance of logging out.
	•To sort items using a range of criteria.
•
To sort items on the computer using
the ‘Grouping’ activities in Purple
Mash.
	• To make music digitally using
2Sequence.
• To explore, edit and combine sounds
using 2Sequence.
• To edit and refine composed music.
• To think about how music can be used
to express feelings and create tunes
which depict feelings.
• To upload a sound from a bank of
sounds into the Sounds section.
• To record and upload environmental
sounds into Purple Mash.
• To use these sounds to create tunes in
2Sequence.
	• To understand the functionality of the
direction keys.
• To understand how to create and
debug a set of instructions (algorithm).
• To use the additional direction keys as
part of an algorithm.
• To understand how to change and
extend the algorithm list.
• To create a longer algorithm for an
activity.
• To set challenges for peers.
• To access peer challenges set by the
teacher as 2Dos.

	UNIT 1.6 ANIMATED STORIES
	UNIT 1.9 TECHNOLOGY OUTSIDE OF SCHOOL
	UNIT 1.8 SPREADSHEETS
	UNIT 1.7 YEAR 1 CODING

	• To introduce e-books and the 2Create
a Story tool.
• To add animation to a story.
• To add sound to a story, including
voice recording and music the children
have composed.
• To work on a more complex story,
including adding backgrounds and
copying and pasting pages.
• To share e-books on a class display
board.
	• To walk around the local community
and find examples of where
technology is used.
• To record examples of technology
outside school.
	• To know what a spreadsheet program
looks like.
• To locate 2Calculate in Purple Mash.
• To enter data into spreadsheet cells.
• To use 2Calculate image tools to add
clipart to cells.
• To use 2Calculate control tools: lock,
move cell, speak and count.
	• To understand what instructions are and
predict what might happen when they are
followed.
• To use code to make a computer program.
• To understand what object and actions
are.
• To understand what an event is.
• To use an event to control an object.
• To begin to understand how code
executes when a program is run.
• To understand what backgrounds and
objects are.
• To plan and make a computer program.

	UNIT 2.1 YEAR 2 CODING
	
	
	

	• To understand what an algorithm is.
• To create a computer program using an
algorithm.
• To create a program using a given design.
• To understand the collision detection event.
• To understand that algorithms follow a
sequence.
• To design an algorithm that follows a timed
sequence.
• To understand that different objects have
different properties.
• To understand what different events do in
code.
• To understand the function of buttons in a
program.
• To understand and debug simple programs.



	
	
	

	Skills – Year 1 and Year 2 

	Computer science 
	Information Technology 
	Digital Literacy 

	· 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, store, manipulate and retrieve digital content.
	· Recognise common uses of information 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 or other online
· technologies.



	Willow Class – Year 3/4

	National Curriculum 
· 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 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
· 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


	[bookmark: _GoBack]UNIT 3.2 ONLINE SAFETY
	UNIT 2.6 CREATING PICTURES
	UNIT 3.4 TOUCH TYPING
	UNIT 3.6 BRANCHING DATABASES

	• To know how to refine searches using
the Search tool.
• To use digital technology to share
work on Purple Mash to communicate
and connect with others locally.
• To have some knowledge and
understanding about sharing more
globally on the Internet.
• To introduce Email as a communication
tool using 2Respond simulations.
• To understand how we should talk to
others in an online situation.
• To open and send simple online
communications in the form of email.
• To understand that information put
online leaves a digital footprint or trail.
• To identify the steps that can be taken
to keep personal data and hardware
secure.
	• To learn the functions of the 2Paint a
Picture tool.
• To learn about and recreate the
Impressionist style of art (Monet,
Degas, Renoir).
• To recreate Pointillist art and look at
the work of pointillist artists such as
Seurat.
• To learn about the work of Piet
Mondrian and recreate the style using
the lines template.
• To learn about the work of William
Morris and recreate the style using the
patterns template.
• To explore surrealism and eCollage.
	• To introduce typing terminology.
• To understand the correct way to sit at
the keyboard.
• To learn how to use the home, top and
bottom row keys.
• To practise typing with the left and
right hand.
	• To sort objects using just ‘yes’ or ‘no’
questions.
• To complete a branching database
using 2Question.
• To create a branching database of the
children’s choice.

	UNIT 3.1 YEAR 3 CODING
	2CODE CHIMP / GIBBON
	YEAR 3 CRASH COURSE CODING
	

	• To understand what a flowchart is and
how flowcharts are used in computer
programming.
• To understand that there are different
types of timers and select the right type
for purpose.
• To understand how to use the repeat
command.
• To understand the importance of
nesting.
• To design and create an interactive
scene.




	Apply knowledge
	Apply knowledge
	

	Skills – Year 3 

	Computer science 
	Information Technology 
	Digital Literacy 

	· 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, store, manipulate and retrieve digital content.
	· Recognise common uses of information 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 or other online
· technologies.

	· 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.
· 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.
	· 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, including collecting, analysing,
· evaluating and presenting data and
· information.
	· Use technology safely, respectfully
· and responsibly; recognise acceptable/
· unacceptable behaviour; identify a
· range of ways to report concern about content
· and contact.



	Skills – Year 4

	Computer science 
	Information Technology 
	Digital Literacy 

	· 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.
· 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.
	· 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, including collecting, analysing,
· evaluating and presenting data and
information.
	· Use technology safely, respectfully
· and responsibly; recognise acceptable/
· unacceptable behaviour; identify a
· range of ways to report concern about content
and contact.



	Rowan– Year 5/6

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

	UNIT 5.4 DATABASES
	UNIT 6.4 BLOGGING
	UNIT 5.6 3D MODELLING
	UNIT 6.3 SPREADSHEETS 

	• To learn how to search for information
in a database.
• To contribute to a class database.
• To create a database around a chosen
topic.
	• To identify the purpose of writing a
blog.
• To identify the features of a successful
blog.
• To plan the theme and content for a
blog.
• To understand how to write a blog and
a blog post.
• To consider the effect upon the
audience of changing the visual
properties of the blog.
• To understand how to contribute to an
existing blog.
• To understand how and why blog posts
are approved by the teacher.
• To understand the importance of
commenting on blogs.
	• To be introduced to 2Design and Make
and the skills of computer aided
design.
• To explore the effect of moving points
when designing.
• To design a 3D Model to fit certain
criteria.
• To refine and print a model.
	• To use a spreadsheet to investigate the
probability of the results of throwing
many dice.
• To use a spreadsheet to calculate the
discount and final prices in a sale.
• To use a spreadsheet to plan how to
spend pocket money and the effect of
saving money.
• To use a spreadsheet to plan a school
charity day to maximise the money
donated to charity.

	UNIT 6.1 YEAR 6 CODING
	UNIT 6.8 BINARY
	2CODE GIBBON / GORILLA
	

	• To design a playable game with a timer and a
score.
• To plan and use selection and variables.
• To understand how the launch command
works.
• To use functions and understand why they
are useful.
• To understand how functions are created and
called.
• To use flowcharts to create and debug code.
• To create a simulation of a room in which
devices can be controlled.
• To understand how user input can be used in
a program.
• To understand how 2Code can




	• To examine how whole numbers are
used as the basis for representing all
types of data in digital systems.
• To recognise that digital systems
represent all types of data using
number codes that ultimately are
patterns of 1s and 0s (called binary
digits, which is why they are called
digital systems).
• To understand that binary represents
numbers using 1s and 0s and these
represent the on and off electrical
states respectively in hardware and
robotics.
	Apply knowledge
	

	Skills – Year 5 and 6 

	Computer science 
	Information Technology 
	Computer science 

	· 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.
· 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.
	· 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, including collecting, analysing,
· evaluating and presenting data and
information.
	· 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.
· 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.
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