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	Intent
At Amherst, our intent is to provide a high-quality Computing education that equips all pupils with the knowledge and skills to understand and thrive in an increasingly digital world. Using the Teach Computing Curriculum as the foundation of our provision, we aim to develop children’s understanding of computer science, information technology, and digital literacy through a well-structured and progressive programme of study.

Our Computing curriculum ensures that pupils:

· Understand the principles of computer science, including logic, algorithms, and data representation.

· Develop practical skills in programming, using age-appropriate tools to design, write, and debug simple programs.

· Use technology purposefully and safely, becoming confident, responsible, and creative digital citizens.

· Apply computing knowledge across the curriculum, enhancing learning and problem-solving in a range of subjects.

· Recognise the impact of technology on their lives and the wider world, encouraging curiosity, resilience, and ethical awareness.




Prior knowledge and skills key: Year 3, Year 4, Year 5, Year 6.
Year 3 – Autumn 1: Connecting computers – Knowledge about digital devices
	Prior knowledge and skills
· 

	Key Vocabulary
digital device, input, process, output, program, digital, non-digital, connection, network, switch, server, wireless access, point, cables, sockets

	1
	Learning objective
	I can explain how a digital device works


	
	Knowledge
	Know that digital devices accept inputs
Explain that digital devices produce outputs

	
	Skills
	· 

	
	Suggested activities
	· Complete activity sheet

	2
	Learning objective
	I can identify input and output devices



	
	Knowledge
	To be able to classify input and output device
Describe a simple process
How to design a digital device

	
	Skills
	· 

	
	Suggested activities
	Complete matching up activity sheet

	3
	Learning objective
	I can explain how digital devices help us

	
	Knowledge
	· How to use digital devices for different activities
· To recognise similarities between using digital devices and non-digital tools

	
	Skills
	· 

	
	Suggested activities
	· Complete activity sheet - What can you use a digital device for?

	4
	Learning objective
	I can explain how I can be connected online

	
	Knowledge
	· Know how a computer network can be used to share information 
· Understand how messages are passed through multiple connections
· Explain why we need a network switch 

	
	Skills
	· 

	
	Suggested activities
	Complete computer networking activity sheet

	5
	Learning objective
	I can explain how computers are connected

	
	Knowledge
	· Recognise that a computer network is made up of a number of devices
· Explain the role of a switch, server and wireless access point in a network

	
	Skills
	· Demonstrate how information can be passed between devices

	
	Suggested activities
	· Role play as the server in the network with a partner

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 3 – Autumn 2: Basic computer & word processing skills
	Prior knowledge and skills
· 

	Key Vocabulary
text, images, advantages, disadvantages, communicate, font, style, landscape, portrait, orientation, placeholder, template, layout, content, desktop publishing, copy, paste, purpose, benefits

	1
	Learning objective
	I can log into the school computers and open programmes

	
	Knowledge
	· Introduce ICT suite
· What are the rules?
· What does hardware mean?
· Awareness of own individual pupil logins

	
	Skills
	· Children practise logging in with usernames and passwords
· Discuss: Windows icon and what it can be used for; difference between signing out and shutting down.
· Children able to sign out

	
	Suggested activities
	· Children to log onto computers with their individual logins and then be able to shut down their own computer. Explore and understand the different basic icons on the home screens. 

	2
	Learning objective
	I can use text box tools in Microsoft Word

	
	Knowledge
	· To know how to draw a text box (see skills below)

	
	Skills
	· Be able to draw a text box across width of the page (but no bigger than blue guidelines)
· Be able to change colour and thickness of border
Be able how to type in your name and change colour, size and style within a text box

	
	Suggested activities
	· Children to create a Year 3 folder to store work in documents. Children to draw a text box, change the colour and thickness of a border. Children to save their work. 


	3
	Learning objective
	I can use the toolbar in Microsoft Word

	
	Knowledge
	Know how to save changes by clicking on pupil documents
· 

	
	Skills
	Be able to insert ‘Online Pictures’ and resize to fit in textbox
· 

	
	Suggested activities
	· Complete tasks from previous lesson. Print bookmark ensuring children change printer properties to the correct printer and to print in colour.

	4
	Learning objective
	I can edit a poster template

	
	Knowledge
	· How to open a template from the student shared area.

	
	Skills
	· To be able to change text, colour, size and font.

	
	Suggested activities
	· Open poster template from ‘Students Share’ area and save the poster in pupil documents. Change text colour, size and font. Then insert Matilda images using ‘Online Pictures’. Children to save changes. 

	5
	Learning objective
	I can create a poster

	
	Knowledge
	· See previous lesson

	
	Skills
	· See previous lesson

	
	Suggested activities
	· Continue poster from last lesson. Add border art and add more text boxes with information.

	6
	Learning objective
	I can create my own poster 

	
	Knowledge
	· Use knowledge from previous lessons to create own posters

	
	Skills
	· Use skills from previous lessons to create own posters

	
	Suggested activities
	· Using skills from Matilda poster, create poster about topic of their choice e.g. animal, country, themselves

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 3 – Spring 1: Programming on Scratch – Sequencing sounds
	Prior knowledge and skills
· 

	Key Vocabulary 
Scratch, programming, blocks, commands, code, sprite, costume, stage, backdrop, motion, turn, point in direction, go to, glide, sequence, event, task, design, run the code, order, note, chord, algorithm, bug, debug, code

	1
	Learning objective
	I can begin to use the Scratch software

	
	Knowledge
	· Recognise that commands in Scratch are represented as blocks
· Be able to explain that objects in Scratch have attributes (linked to)
· 

	
	Skills
	· Be able to identify the objects in a Scratch project (sprites, backdrops)
· 

	
	Suggested activities
	Explore the new programming environment. 
· 

	2
	Learning objective
	I can programme a sprite

	
	Knowledge
	· Know that commands have an outcome
· Identify that each sprite is controlled by the commands I chose

	
	Skills
	· Be able to create a program following a design

	
	Suggested activities
	· Use the blocks to plan how to move a sprite.
· 

	3
	Learning objective
	I can use sequences by joining blocks of codes together

	
	Knowledge
	Understand that a program has a start


	
	Skills
	· Create a sequence of connected commands
· Explain that the objects in my project will respond exactly to the code

	
	Suggested activities
	Children run the code, using the events (e.g. click the sprite, pressing the keyboard key, or the green flag) included in their design and project.

	4 
	Learning objective
	I can order commands

	
	Knowledge
	· Recognise that a sequence of commands can have an order
· Explain what a sequence is

	
	Skills
	· Be able to combine sound commands
· Be able to order notes into a sequence

	
	Suggested activities
	· Children will create codes to enable their sprite to play some basic chords.

· 

	5
	Learning objective
	I can change the appearance of my project

	
	Knowledge
	· See previous lesson

	
	Skills
	· Be able to build a sequence of commands
· Be able to decide the actions for each sprite in a program
· Make design choices for their own artwork

	
	Suggested activities
	· Children will initially change the appearance of their sprite by using costumes.

	6
	Learning objective
	I can create a musical instrument 

	
	Knowledge
	· Be able to identify and name the objects I will need for a project

	
	Skills
	· Be able to implement an algorithm as a code

	
	Suggested activities
	· Children should try their algorithm in the template project activity sheet.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 3 – Spring 2 
Any available Computing lessons in this term should cover online safety objectives in line with the Online Safety Long-Term Overview (using Project Evolve resources).

Year 3 – Summer 1: Animation using Zu3D
	Prior knowledge and skills
· 

	Key Vocabulary
animation, stopframe, frame, sequence, image, photograph, setting, character, events, consistency, evaluation, delete, media, import, transition

	1
	Learning objective
	I can open Zu3D and create a new animation

	
	Knowledge
	· Understand how to change a background colour
· Understand how to use the paintbrush symbol 

	
	Skills
	Be able to use the software and creating a flower that grows on-screen
Children to save their project in the Year 3 folder

	
	Suggested activities
	· Children using Zu3D to create a short on-screen animation of Jack climbing up the beanstalk.

	2
	Learning objective
	I can add new video tracks

	
	Knowledge
	Know how to open and save an animation
Know where to locate the paintbrush tool


	
	Skills
	· Be able to add in a new video track
· Use the paintbrush tool to draw the sun
· Use the select tool to highlight the sun and rotate clockwise

	
	Suggested activities
	· Children open Zu3D and save new animation: Jack. Children change background to blue and add green grass (same as previous lesson). Add in a new video track and use the select tool to rotate the sun object. 


	3
	Learning objective
	I can use the paint tool to draw a character

	
	Knowledge
	Know how to add in new video tracks
Know how to use the paintbrush tool 

	
	Skills
	· See previous lesson

	
	Suggested activities
	· Children open project from last lesson and add in a new video track. Using similar skills from lesson 1, children to draw beanstalk growing across 30 frames.

	4
	Learning objective
	I can animate a character

	
	Knowledge
	Know how to open a project from a previous lesson
Be able to add in new video tracks

	
	Skills
	Be able to use the paintbrush tool effectively to draw a character
Be able to animate a character using the software tools. 

	
	Suggested activities
	· Children to draw Jack sideways, reaching out towards the beanstalk. Use similar skills to animate Jack walking towards the beanstalk and then climbing to the top.

	5
	Learning objective
	I can add speech bubbles and narration to frames

	
	Knowledge
	Know how to use speech bubbles tool

	
	Skills
	Be able to add different types of text to their animation (speech bubbles and written narration)

	
	Suggested activities
	· Children finish animating Jack to climb the beanstalk. Then they can then add different types of text to their animation: speech bubbles and narration at the bottom of the screen.
· 

	6
	Learning objective
	I can add sound to my animation

	
	Knowledge
	Know how to add sound from the software to aid their animations effectively
Be aware of the bin icon if necessary

	
	Skills
	Be able to fade music within their animations
Be able to import audio clips


	
	Suggested activities
	· Children add sound to their project and try to fade music effectively. 
· 

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 3 – Summer 2: Programming using Scratch: Events and actions in programs
	Prior knowledge and skills
· 

	Key Vocabulary
motion, event, sprite, algorithm, logic, move, resize, extension block, pen up, set up, pen, design, action, debugging, errors, setup, code, test, debug, actions

	1
	Learning objective
	I can move a sprite

	
	Knowledge
	Explain how a sprite moves in an existing project
Explain the relationship between an event and an action

	
	Skills
	· Choose which keys to use for actions and explain my choices
· Identify a way to improve a program

	
	Suggested activities
	· Children try to move their sprite using the scratch software. Then the learners to add a second sprite to their projects. The new sprite should have its movement controlled in a different way to their first sprite.

	2
	Learning objective
	I can create a program to move a sprite in four directions

	
	Knowledge
	· Know how to choose a character for my project
· Know how to choose a suitable size for a character in a maze

	
	Skills
	· Be able to program movement using the scratch software

	
	Suggested activities
	· Children will program a sprite to move in four directions: up, down, left, and right. They will begin by choosing a sprite and sizing it to fit in with a given background. Learners will then create the code to move the sprite in one direction before duplicating and modifying it to move in all four directions. Finally, they will consider how their project could be extended to prove that their sprite has successfully navigated a maze.

	3
	Learning objective
	I can use blocks to draw lines 

	
	Knowledge
	· Know how to draw lines within scratch

	
	Skills
	· Be able to choose blocks to set up the program and draw lines using scratch

	
	Suggested activities
	This lesson will introduce learners to extension blocks in Scratch using the Pen extension. Children will use the pen down block to draw lines, building on the movement they created for their sprite in Lesson 2. Learners will then decide how to set up their project every time it is run.

	4
	Learning objective
	I can add features 

	
	Knowledge
	· Know how to develop my program by adding features
· Identify additional features (from a given set of blocks)

	
	Skills
	· Be able to choose suitable keys to turn on additional features
· Be able to build more sequences of commands to make my design work

	
	Suggested activities
	Children will be given the opportunity to use additional Pen blocks. They will predict the functions of new blocks and experiment with them, before designing features to add to their own projects. Finally, they will add these features to their projects and test their effectiveness.

	5
	Learning objective
	I can identify and fix bugs in a program

	
	Knowledge
	· Know how to modify a program using a design 

	
	Skills
	· Be able to test a program against a given design
· Be able to match a piece of code to an outcome

	
	Suggested activities
	Children will review an existing project against a given design and identify bugs within it. They will then correct the errors, gaining independence as they do so. Learners will also develop their projects by considering which new setup blocks to use.

	6
	Learning objective
	I can design and create a maze-based challenge

	
	Knowledge
	Know how to create a maze-based challenge

	
	Skills
	Be able to design choices and justify them
· Be able to implement a design
· Evaluate a project

	
	Suggested activities
	· In this lesson, learners will design and create their own projects. Using a template (which can be blank or partially completed), learners will complete projects to move a sprite around a maze, with the option to leave a pen trail showing where the sprite has moved.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 4 – Autumn 1: Computing systems and networks – The internet
	Prior knowledge and skills
Connecting computers – Knowledge about digital devices
· Children have basic experience using digital devices like tablets or computers.
· Children understand that the internet allows devices to connect and share information.
· Children can use a web browser to visit websites and navigate simple webpages.
· Children have some awareness that information found online may not always be reliable or true.

	Key Vocabulary
internet, network, router, security, switch, server, wireless access point (WAP), website, web page, web address, routing, web browser, World Wide Web, content, links, files, use, download, sharing, ownership, permission, information, accurate, honest, content, adverts

	1
	Learning objective
	I can describe how networks physically connect to other networks

	
	Knowledge
	The internet is a network of networks connected by routers and physical cables.
Switches handle communication within a network; routers connect different networks.
Network security is essential to protect data and control access.
Not all information should be shared — it can be private, irrelevant, or harmful.

	
	Skills
	· Identify and describe network components (switches, routers).
· Simulate how data is transferred within and between networks.
· Decide which messages to allow or block based on security and relevance.
· Reflect and improve understanding of how the internet works.

	
	Suggested activities
	· Activity 1: Role-play how information moves within a single network (Passing messages via a switch).
· Activity 2: Simulate messages traveling between networks using routers (Network of networks).
· Activity 3: Decide which messages should be passed or blocked (Network security simulation).

	2
	Learning objective
	I can recognise how networked devices make up the internet

	
	Knowledge
	· The internet is made of networked devices like routers, switches, servers, and WAPs.
· Data travels across the internet by being routed through many connected devices.
· The World Wide Web (WWW) is just one part of the internet and contains websites and web pages.
· The internet supports multiple services like websites, file sharing, and email.

	
	Skills
	· Identify and describe network components and how they connect.
· Trace and explain how data is routed across networks.
· Distinguish between a website (collection) and a web page (individual page).
· Explore and describe online content using real websites.

	
	Suggested activities
	· Activity 1: Trace data routes across networks (Finding routes).
· Activity 2: Explore websites to understand the World Wide Web (Exploring websites).
· Activity 3: Compare a website and a web page (Web page vs website).

	3
	Learning objective
	I can outline how websites can be shared via the World Wide Web (WWW)

	
	Knowledge
	· The World Wide Web is part of the internet and stores websites and web pages.
· Websites are stored on servers in data centres around the world.
· Devices use web browsers to access websites using web addresses.

	
	Skills
	· Recognise media types that can be shared online (e.g. video, text, images).
· Interpret web addresses to deduce website origin (.uk, .fr, etc.).
· Identify and categorise devices and browsers used to access the WWW.

	
	Suggested activities
	· Activity 1: Identify what types of content can and can’t be shared on the World Wide Web (Image sort on whiteboards).
· Activity 2: Explore how web addresses show where websites are from, and learn where websites are hosted (Web domain investigation).
· Activity 3: Create a mind map of devices and browsers used to access the WWW (Device and browser mapping).

	4
	Learning objective
	I can describe how content can be added and accessed on the World Wide Web (WWW)

	
	Knowledge
	· A website contains different types of media: text, images, videos, and links.
· Anyone can add content to the World Wide Web using various online tools.
· Some websites are read-only, others allow user-generated content (e.g. Scratch, Google Docs).

	
	Skills
	· Identify and describe common website features (e.g. logo, links, videos).
· Evaluate the pros and cons of users adding content to websites.
· Use a web-based tool (e.g. Chrome Music Lab) to create and share content.

	
	Suggested activities
	· Activity 1: Explore and label parts of a real website (e.g. CBBC) (Website feature spotting).
· Activity 2: Discuss how anyone can add content online (Pros and cons of sharing online).
· Activity 3: Use a tool like Chrome Music Lab to create content (Making something online).

	5
	Learning objective
	I can evaluate the consequences of unreliable content

	
	Knowledge
	Not everything on the internet is true, honest, or accurate.
Some online content is manipulated, biased, sponsored, or simply false.
Search engines may prioritize content based on ads, clicks, or popularity, not truth.
False information spreads fast and is hard to trace or undo.

	
	Skills
	Evaluate whether online images and information are trustworthy.
Understand why false content is created (e.g. for money, popularity, power).
Explain how quickly misinformation spreads online.
Identify steps to critically assess content before sharing.

	
	Suggested activities
	· Activity 1: Search for “best mobile phone 2021” and examine why the search results vary (Search result analysis).
· Activity 2: Think about why people create fake content (money, popularity, mistakes, etc.) (Fake news motivations).
· Activity 3: Use a hands-on paper-splitting task to show how information spreads and loses traceability (Information spread simulation).

	6
	Learning objective
	I can revise basic computer skills

	
	Knowledge
	- Difference between Save / Save As
- How to save work into folders
- General computing troubleshooting e.g. pop-ups on Google – accept/reject cookies

	
	Skills
	- Turning on the computers in the ICT suite
- Turning on/off the monitors
- Creating a Year 4 folder and ensuring Year 3 files are correctly saved
- Troubleshooting sound issues on the computer and headphones

	
	Suggested activities
	· Turn on/off monitors.
· Create Year 4 folder under their own name. 
· Ensure Year 3 folder is organised.
· Save example work using ‘Save As’ in their Y5 folder.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.




Year 4 – Autumn 2: Coding using code.org
	Prior knowledge and skills
Coding using Scratch – sequencing sounds & events and actions in programs

	Key Vocabulary
Computer, program, algorithm, code, programmer, sequence, step, run, command, action, loop, repeat, event, input, output, bug, debug, sprite, move turn, direction, condition, goal, prediction, pattern

	Sequencing
	Learning objective
	Lesson 2: My Robotic Friends Jr.: I can create precise algorithms and debug errors to control a robot’s actions.
Lesson 3: Programming with Angry Birds: I can write and debug step-by-step code to guide a bird through a maze.
Lesson 4: Debugging in Maze: I can find and fix errors in programs by testing code step-by-step.
Lesson 5: Collecting Treasure with Laurel: I can write step-by-step algorithms to collect treasure in a program.
Lesson 6: Creating Art with Code: I can use code to draw shapes by sequencing steps and measuring angles.

	
	Knowledge
	· Understand sequencing as a fundamental programming concept
· Recognise the importance of the order of instructions in code

	
	Skills
	· Create and follow algorithms with step-by-step instructions
· Debug programs by identifying and fixing sequence errors
· Translate real-world tasks into coded sequences

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	Loops
	Learning objective
	Lesson 7: My Loopy Robotic Friends Jr.: I can find repeated code patterns and use loops to simplify my programs.
Lesson 8: Loops with Rey and BB-8: I can use loops to repeat instructions and solve problems efficiently in code.
Lesson 9: Harvesting Crops with Loops: I can use loops to repeat actions and simplify my code for harvesting crops.
Lesson 10: Mini-Project: Sticker Art: I can use loops to create and program my own sticker art designs.

	
	Knowledge
	Understand different types of loops (e.g., repeat, while)
Recognize how loops reduce code redundancy and increase efficiency

	
	Skills
	· Implement loops to repeat actions efficiently
· Combine loops with sequencing to solve problems
· Debug loop-based programs, including fixing infinite loops

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	Events
	Learning objective
	Lesson 11: The Big Event: I can recognise and respond to events that trigger actions in a program.
Lesson 12: Build a Flappy Game: I can create a game using events to make characters respond and interact.
Lesson 13: Mini-Project: Chase Game: I can create an interactive game using events that respond to player actions.

	
	Knowledge
	· Understand events as triggers that initiate actions in programs
· Differentiate between various event types (mouse clicks, key presses, etc.)

	
	Skills
	· Use event handlers to respond to user inputs and system triggers
· Coordinate multiple events to control program behaviour
· Debug event-driven programs by tracing events and responses

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	Data
	Learning objective
	Lesson 14: Picturing Data: I can collect data and create graphs to understand and compare information.
Lesson 15: Pattern Block Data: I can sort, search, modify, and graph data to understand and organize information.
Lesson 16: Binary Bracelets: I can encode and decode letters using binary to understand how computers store information.

	
	Knowledge
	· Understand how computers represent and store data using binary
· Recognise the structure of bits, bytes, and how data is encoded digitally

	
	Skills
	Encode and decode data using binary, Organise data using variables and arrays
Apply binary concepts in hands-on activities (e.g., creating binary bracelets)

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	End of Course Project
	Learning objective
	End of Course Project: I can plan, code, and showcase my own creative project using Play Lab.

	
	Knowledge
	· Understand the software development process from planning to implementation
· Recognise common challenges in coding and strategies to overcome them

	
	Skills
	Plan and design a project using a structured guide
Write and debug code to build a functioning project. Collaborate and communicate effectively with peers
Present and reflect on completed projects

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 4 – Spring 1: Touch Typing 
	Prior knowledge and skills
Basic computer skills & word processing
· Basic experience using a keyboard and mouse.
· Familiarity with opening and navigating software or websites.
· Ability to type simple words or sentences (‘hunt-and-peck method’).
· Basic word processing skills like typing and saving documents.
· Experience following step-by-step instructions and practicing independently.

	Key Vocabulary
Keyboard, key, character, monitor, screen, cursor, space bar, enter, return, backspace, delete, touch typing, finger placement, resting position, posture, accuracy, speed, caps lock, shift key, control, alt key, escape, arrow keys

	1
	Learning objective
	Lesson 1: Introduction to Touch Typing & Home Row Keys (Level 1, Stages 1-3)
I can correctly place my fingers on the home row keys and type simple letters without looking at the keyboard.

	
	Knowledge
	· Importance of home row keys as the base for touch typing
· Awareness of typing without looking at the keyboard
· Basic ergonomic principles (e.g. sitting upright, wrist support)

	
	Skills
	· Correct finger placement on home row keys (f, d, s, a, j, k, l, ;, g, h)
· Typing simple letters using the home row
· Developing muscle memory for home row keys
· Maintaining proper posture and hand positioning

	
	Suggested activities
	· Complete the first three stages of Dance Mat Typing Level 1.

	2
	Learning objective
	Lesson 2: Introducing Upper Row Keys (Level 2, Stages 4-6)
I can type letters on the upper row keys using the correct fingers and continue to avoid looking at the keyboard.

	
	Knowledge
	· Relationship between upper row and home row keys
· Finger placement changes for reaching upper row keys
· Benefits of touch typing for speed and accuracy

	
	Skills
	· Typing letters t, y, w, o, q, and p with correct finger use
· Building speed and accuracy with combined home row and upper row letters
· Continuing to avoid looking at the keyboard

	
	Suggested activities
	· Work through stages 4-6 in Dance Mat Typing Level 2.

	3
	Learning objective
	Lesson 3: Introducing Lower Row Keys (Level 3, Stages 7-9)
I can type letters on the lower row keys and combine them with home and upper row keys accurately.

	
	Knowledge
	· Role of the lower row keys in every day typing
· Continuing to maintain ergonomic posture and hand position
· Reinforcement of touch typing as an efficient skill

	
	Skills
	· Typing letters v, m, b, n, c, and the comma using appropriate fingers
· Coordinating movements between home, upper, and lower rows
· Improving typing rhythm and flow

	
	Suggested activities
	· Complete stages 7-9 in Dance Mat Typing Level 3.

	4
	Learning objective
	Lesson 4: Special Characters and Capital Letters (Level 4, Stages 10-12)
I can type special characters and capital letters correctly using the Shift key.

	
	Knowledge
	Importance of punctuation in typing
Proper use of the Shift key for capital letters and symbols
Continued emphasis on finger placement and accuracy

	
	Skills
	· Typing letters x, z, apostrophe, slash, and full stop
· Using the Shift key to create capital letters
· Practising capitalisation and punctuation in typing exercises

	
	Suggested activities
	· Complete stages 10-12 in Dance Mat Typing Level 4.
· 

	5
	Learning objective
	Lesson 5: Typing Fluency and Health & Safety
I can type quickly and accurately while maintaining good posture and following health and safety guidelines.

	
	Knowledge
	Why touch typing is faster and more efficient than ‘hunt-and-peck
Health benefits of proper typing posture
Strategies for maintaining comfort and preventing injury while typing

	
	Skills
	· Increasing typing speed and accuracy through timed practice
· Applying ergonomic principles: correct posture, hand/wrist positioning
· Taking breaks and relaxing muscles to prevent strain

	
	Suggested activities
	· Timed typing tests to measure progress.
· Practice typing longer passages or short stories from memory.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 4 – Spring 2: PowerPoint Skills
	Prior knowledge and skills
Basic computer skills & word processing (Microsoft interface)
· Basic familiarity with using a computer and navigating the desktop
· Experience opening and closing software applications
· Understanding of basic mouse skills: clicking, dragging, and scrolling
· Simple text typing skills and use of the keyboard
· Prior exposure to creating and saving documents (e.g. in Word or similar)
· Basic knowledge of digital images and inserting pictures from files or the internet

	Key Vocabulary
PowerPoint, presentation, slide, slide show, template, theme, title, subtitle, text box, font, bold, italic, underline, bullet points, image, picture, clip art, insert, shape, background, video, sound, audio, animation, transition, effect, preview

	1
	Learning objective
	I can explore Microsoft PowerPoint

	
	Knowledge
	· Understand what PowerPoint is used for.
· Recognise basic interface elements (toolbar, slides).

	
	Skills
	· Locate and open PowerPoint.
· Navigate the toolbar tabs.
· Create and organise multiple slides.
· Add basic content (text) to slides.

	
	Suggested activities
	· Locate and open PowerPoint from the desktop.
· Match toolbar tab names to their functions (on flipchart).
· Explore key features and layout of PowerPoint.
· Create a new presentation with six slides: 
· Title page
· Contents
· Hobbies
· Family
· When I’m Older… 
· Other
Begin adding personal information to each slide.

	2
	Learning objective
	I can choose a Theme and Insert Pictures

	
	Knowledge
	· Understand what a Theme is and how it affects presentation style.
· Recognise the impact of images and layout on presentation quality.

	
	Skills
	Select and apply a Theme using the Design tool.
Insert pictures into slides.
Resize and position images appropriately.
Apply basic picture effects (colour, artistic).

	
	Suggested activities
	· Analyse examples of effective and ineffective pictures, backgrounds, text, and layouts.
· Use the Design tab to select and apply a theme.
· Insert images into slides, practising “less is more.”
· Resize, position and apply basic effects (colour, artistic) to images.

	3
	Learning objective
	I can edit my text and pictures

	
	Knowledge
	· Understand font styles and their effect on readability and tone.
· Recall previous skills in adding themes and pictures.

	
	Skills
	· Edit and format text (change font, size, colour).
· Modify images within slides.
· Use text editing tools efficiently.

	
	Suggested activities
	· Review previous lessons on themes and inserting pictures.
· Edit slide text: change font, size, and colour.
· Modify images on slides as needed.

	4
	Learning objective
	I can use ‘Transitions and Animations’

	
	Knowledge
	· Know what slide transitions and animations are and their purposes.

	
	Skills
	· Add and customise slide transitions.
· Apply animations to text and images.
· Reorder animations to control sequence.
· Preview transitions and animations.

	
	Suggested activities
	· Add and customise slide transitions via the Transitions tab.
· Experiment with different transition effects and choose appropriate ones.
· Animate text and images using the Animations tab.
· Adjust animation order and preview the sequence.

	5
	Learning objective
	I can share my PowerPoint with a friend and give feedback to their PowerPoint

	
	Knowledge
	· Understand criteria for effective presentations (font, theme, animations).
· Know how constructive feedback helps improve work.

	
	Skills
	Present and share PowerPoint slides.
Identify positive elements in a peer’s presentation.
Provide constructive feedback.
Reflect on peer feedback to improve own work.

	
	Suggested activities
	· Finalise presentations and rehearse transitions and animations.
· Share presentations with a peer.
· Identify two strengths related to font, theme, animations, or transitions.
· Suggest one improvement point.
· Provide and receive constructive feedback, either orally or written.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 4 – Summer 1: Coding using code.org
	Prior knowledge and skills
Coding using Scratch – sequencing sounds & events and actions in programs
Coding using code.org (course C)

	Key Vocabulary
Algorithm, program, algorithm, debug, sequence, step, run, command, action, loop, repeat block, nested loop, repeat until, conditional, if, then, else, decision, event, when run, when clicked, input, output, sprite, position, x-axis, y-axis, turn, move, draw, goal, predict, pattern, block, connect

	Sequencing
	Learning objective
	Lesson 3: Introduction to Online Puzzles: I can sequence and debug code to solve online maze puzzles.
Lesson 4: Debugging with Laurel: I can identify and fix bugs in a computer program.
Lesson 5: Sequencing in Music Lab: I can write a program in the correct order and use loops to repeat code.

	
	Knowledge
	· Computers follow instructions exactly as written, so correct sequence matters.
· Loops and functions help simplify and organise repeating patterns in code.
· Functions can include parameters to make them more flexible and reusable.
· Bugs are mistakes in code that cause problems; debugging is the process of fixing them.
· Music and coding both rely on order, timing, and repetition to work correctly.

	
	Skills
	· Write simple programs using clear sequencing, loops, and functions.
· Identify and fix errors (bugs) in pre-written code.
· Decompose tasks into smaller, logical steps for easier problem-solving.
· Use parameters in functions to make code more efficient.
· Apply coding skills creatively, such as making music in a coding environment.

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	Events
	Learning objective
	Lesson 6: Events in Music Lab: I can use events in Music Lab to make my music interactive and set the mood for a story or game.
Lesson 7: Events in Bounce: I can create an interactive game by using events to link actions to key presses and collisions.
Lesson 8: Build a Star Wars Game: I can design and share an interactive game using events and sequences.
Lesson 9: Dance Party: I can code dance moves using sequences, loops, and event-driven programming.

	
	Knowledge
	Events trigger responses in program
Sequence and loops control program flow
Event blocks initiate new code sequences
Programs can respond to user inputs and timers
Properties affect visuals and behaviour of objects
Coding can express creativity and interaction
Grouping and scaling create visual depth effects

	
	Skills
	· Collaborate and review peers’ code
· Use events to trigger actions
· Create animations and interactive games
· Apply sequences, loops, and event programming
· Synchronise code with music and timed events
· Adjust properties like size and colour dynamically
· Experiment creatively with code and debugging

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	Loops
	Learning objective
	Lesson 11: Loops in Ice Age: I can use loops to repeat code and simplify my programs.
Lesson 12: Drawing Shapes with Loops: I can use loops to repeat commands instead of writing them manually.
Lesson 13: Nested Loops in Maze: I can use nested loops to repeat patterns within patterns and solve complex problems more efficiently.

	
	Knowledge
	Understand what loops and nested loops are and their purpose in programming.
Recognise repeated patterns and how to represent them with loops.
Know the benefits of loops for simplifying code and improving efficiency.
Be familiar with key terms: command, loop, repeat, nested loop.

	
	Skills
	Use loops to repeat code efficiently and reduce manual repetition
Identify and refactor repeated code into single or nested loops.
Break down complex tasks into smaller, repeatable sections for easier programming.
Debug and optimize programs using looping structures.

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	Conditionals
	Learning objective
	Lesson 15: Looking Ahead with Minecraft: I can use conditionals and loops to control program actions based on conditions.
Lesson 16: If/Else with Bee: I can write programs using if/else statements to control different outcomes.
Lesson 17: While Loops in Farmer: I can use while loops to repeat actions based on conditions, not fixed counts.
Lesson 18: Until Loops in Maze: I can write loops that repeat actions until a condition becomes true.

	
	Knowledge
	· Understanding of conditionals: if, else, and nested conditionals.
· Difference between fixed-count loops (repeat) and condition-based loops (while, until).
· How conditionals control which parts of code run under certain circumstances.
· Concept of loop conditions that determine how long loops execute.
· Application of condition-based loops to solve problems with unknown repetition counts.

	
	Skills
	Use if/else statements to control program flow based on conditions.
Combine loops and conditionals to solve puzzles and automate decisions.
Write while loops to repeat actions while a condition remains true.
Implement until loops to repeat actions until a condition is met.
Translate real-world conditional statements into code structures.

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	End of Course Project
	Learning objective
	Lesson 19: End of Course Project: I can design and build my own program using coding blocks like loops, conditionals, and events, and explain my choices.

	
	Knowledge
	· Understanding how algorithms guide a program’s behaviour.
· How conditionals control when actions run in a program.
· The role of loops and events in creating interactive projects.
· The importance of planning before coding.
· Best practices for giving credit when remixing others’ work.

	
	Skills
	Plan and design a coding project from start to finish.
Develop a program using sequences, loops, conditionals, and events.
Troubleshoot and overcome coding challenges or bugs.
Present and explain the project and coding decisions.
Collaborate and give/receive constructive feedback (if pair programming).

	
	Suggested activities
	· Children to work through the code.org units independently, working at their own pace.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 4 – Summer 2: Creating media – Photo editing
	Prior knowledge and skills
PowerPoint Skills 1

	Key Vocabulary
image, edit, digital, crop, rotate, undo, save, adjustments, effects, colours, hue, saturation, sepia, vignette, image, retouch, clone, select, combine, made up, real, composite, cut, copy, paste, alter, background, foreground, zoom, undo, font

	1
	Learning objective
	I can explain that the composition of digital images can be changed

	
	Knowledge
	· Understand what photo editing is and why it is used by photographers.
· Recognise the difference between cropping and rotating an image.
· Explain how cropping can change the main subject and emotional impact of an image.
· Understand the meaning of “composition” in photography.
· Awareness that editing images can be ethical or unethical, depending on context.

	
	Skills
	· Rotate images correctly to improve their orientation.
· Crop images to change focus or composition.
· Use photo editing software tools (rotate, crop, undo, save).
· Discuss and evaluate the ethics of image editing.

	
	Suggested activities
	· Activity 1: Rotate images using software to correct orientation (Rotate images).
· Activity 2: Explore cropping by folding printed photos to change the image’s main topic (Unplugged cropping).
· Activity 3: Crop images on the computer using selection tools, undo changes, and save edited images without overwriting originals (Digital cropping).

	2
	Learning objective
	I can explain that colours can be changed in digital images

	
	Knowledge
	· Understand that colours and filters can change how an image makes people think and feel.
· Recognise common effects like hue, saturation, sepia, vignette, and how they alter an image.
· Understand the role of photographers in using colour adjustments to convey mood or highlight aspects of a photo.
· Appreciate ethical considerations and purpose behind editing choices.

	
	Skills
	· Experiment with different colour effects and filters in image editing software.
· Choose appropriate colour adjustments to fit a given scenario or purpose.
· Explain and justify the choices made when editing images.
· Save edited images as new files without overwriting originals.

	
	Suggested activities
	· Activity 1: In groups, discuss photos with different colour edits and describe the feelings or thoughts they evoke (unplugged, discussion).
· Activity 2: Use photo editing software to recreate colour effects on a given image (e.g., a forest footbridge), learning how to apply and undo adjustments.
· Activity 3: Edit photos for different scenarios (e.g., children’s book, sports event) and complete a worksheet explaining why specific colour effects were chosen. Share and discuss edits with a partner.

	3
	Learning objective
	I can explain how cloning can be used in photo editing


	
	Knowledge
	· Understand that cloning copies pixels from one part of an image to another.
· Cloning can be used both to change the composition (adding/removing objects) and for retouching (fixing small flaws).
· Effective cloning requires careful selection of source areas, brush size, and attention to lighting and colour to avoid obvious repeats.
· Ethical considerations about when cloning is appropriate in photo editing.

	
	Skills
	Use the cloning tool to add to or remove parts of an image.
Improve photo composition by cloning.
Retouch images to remove unwanted details in a subtle and convincing way.
Recognise and fix obvious cloning mistakes to make edits look natural.
Save edited images as new files to preserve originals.

	
	Suggested activities
	· Activity 1: Explore image composition changes using cloning (Adding/removing objects).
· Activity 2: Identify and discuss retouching edits and common cloning mistakes (Retouching analysis).
· Activity 3: Practice retouching images with cloning tool using guided techniques (Cloning retouch practice).

	4
	Learning objective
	I can explain that images can be combined


	
	Knowledge
	· Understand how selection and copy-paste tools work in image editing
· Recognize why and how images are combined or edited
· Be aware of ethical issues and challenges in detecting edited photos
· Know about new regulations requiring disclosure of retouched images

	
	Skills
	Use selection tools (rectangle, lasso, ellipse, magic wand) to select parts of an image
Copy and paste selections within and between images
Combine elements from different images to create a new composition
Discuss and evaluate the ethics of photo editing

	
	Suggested activities
	· Activity 1: Use selection tools to copy and paste within one image (Selecting).
· Activity 2: Copy and paste between two images to create combined images (Working with two images).
· Activity 3: Discuss the ethics of editing photos and share opinions (Photo editing ethics).

	5
	Learning objective
	· I can combine images for a purpose
· 

	
	Knowledge
	· Understanding various selection tools (rectangle, lasso, ellipse, magic wand) and how they work.
· Knowing the steps to copy and paste within and between images.
· Awareness of when and why images might be edited.
· Consideration of ethical issues related to photo editing and retouching.

	
	Skills
	· Use different selection tools to select parts of an image.
· Copy and paste within one image and between two images.
· Experiment with combining images to create new compositions.

	
	Suggested activities
	· Activity 1: Use selection tools to select, copy, and paste parts of an image (Selecting).
· Activity 2: Copy and paste between two images to create a combined image (Working with two images).
· Activity 3: Discuss the ethics of editing images and form opinions on when it is appropriate (Ethics of image editing).

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 5 – Autumn 1: Computing systems and networks – Systems and searching
	Prior knowledge and skills
Computing systems and networks – Knowledge about digital devices
Computing systems and networks – The internet
· Understand that a computer system is made up of input, process, and output components
· Know that the Internet and the World Wide Web are different (the Internet is the network; the Web is the content)
· Be able to navigate websites using a web browser and understand how to enter a URL
· Have experience using a search engine to find information online
· Understand the importance of keeping personal information safe and using strong passwords

	Key Vocabulary
system, connection, digital, input, process, storage, output, search, search engine, refine, index, bot, ordering, links, algorithm, search engine optimisation (SEO), web crawler, content creator, selection, ranking

	1
	Learning objective
	I can explain how digital systems are made up of interconnected parts that communicate with other devices and include inputs, processes, and outputs

	
	Knowledge
	· - What is a system?
· - A system is made up of components that work together.
· - Digital systems use physical and electronic connections.
· - Key vocabulary: system, component, connection, digital system.

	
	Skills
	· - Explain and identify examples of how digital systems perform tasks.

	
	Suggested activities
	· Complete handout – Perspective 

	2
	Learning objective
	I can recognise the role of computer systems in our lives

	
	Knowledge
	· - Identify the human elements of a computer system
· - Explain the benefits of a given computer system
· - Explain how to keep my personal information safe online

	
	Skills
	· - Identify tasks that are managed by computer systems

	
	Suggested activities
	· Complete activity sheet – Catalogue store

	3
	Learning objective
	I can describe how search engines select results

	
	Knowledge
	· - Explain why we need tools to find things online
· - Recognise the role of web crawlers in creating an index

	
	Skills
	· - Relate a search term to the search engine’s index

	
	Suggested activities
	· Complete worksheet – Indexing the classroom

	4
	Learning objective
	I can explain how search results are ranked

	
	Knowledge
	· - Explain that a search engine follows rules to rank results
· - Give examples of criteria used by search engines to rank results

	
	Skills
	· - Order a list by rank

	
	Suggested activities
	· Complete worksheet – Create your own webpage

	5
	Learning objective
	I can recognise why the order of results is important, and to whom

	
	Knowledge
	· - Describe some of the ways that search results can be influenced
· - Recognise some of the limitations of search engines
· - Explain how search engines make money

	
	Skills
	· 

	
	Suggested activities
	· Complete worksheets – Searching the Web (1). Limitations (2).

	6
	Learning objective
	I can revise basic computer skills.

	
	Knowledge
	- Difference between Save / Save As
- How to save work into folders
- General computing troubleshooting e.g. pop-ups on Google – accept/reject cookies

	
	Skills
	- Turning on the computers in the ICT suite
- Turning on/off the monitors
- Creating a Year 5 folder and ensuring Year 4 files are correctly saved
- Troubleshooting sound issues on the computer and headphones

	
	Suggested activities
	· Turn on/off monitors.
· Create Year 5 folder under their own name. 
· Ensure Year 4 folder is organised.
· Save example work using ‘Save As’ in their Y5 folder.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 5 – Autumn 2: PowerPoint Skills 2
	Prior knowledge and skills
Basic word processing skills (Microsoft interface)
PowerPoint skills 1

	Key Vocabulary
[bookmark: _GoBack]PowerPoint, presentation, slide, slide show, layout, theme, template, toolbar, tabs, home tab, insert tab, design tab, transitions tab, animations tab, slideshow tab, file tab, research, search engine, keywords, reliable source, plagiarism, text box, font, size, colour, bold, italic, underline, alignment, bullet points, images, insert, resize, crop, background, transition, animation, entrance effect, exit effect, preview, hyperlink, navigation, embed, autoplay

	1
	Learning objective
	I can use the toolbar in PowerPoint

	
	Knowledge
	· - What the toolbar is and where to find it in PowerPoint
· - Names and functions of key toolbar tools (e.g., font size, bold, insert image, slide layout)
· - The difference between the ribbon, tabs, and groups in the PowerPoint interface
· - How toolbar tools affect the content and layout of a slide

	
	Skills
	· - Use basic toolbar functions (e.g., change font, align text, apply formatting)
· - Insert and format images using the toolbar
· - Add and edit slide layouts using toolbar options
· - Navigate between different tabs on the toolbar to complete tasks
· - Use the toolbar to enhance the presentation’s clarity and visual appeal

	
	Suggested activities
	· Introduce topic – creating a PowerPoint about one aspect of the Victorians. (inventions, children, schooling etc).
· Practise inserting slides, changing fonts and using other tool bar functions (see year 4 planning for more detail).

	2
	Learning objective
	I can plan and research information

	
	Knowledge
	· - Understand that research involves finding relevant and trustworthy information from a range of sources
· - Know that not all online sources are reliable or accurate
· - Recognise that planning helps structure a research task and makes it more effective
· - Be aware of how to stay safe online while conducting research

	
	Skills
	· - Create contents page in PowerPoint
· - Generate questions or sub-topics to guide their research (e.g. Victorian schools, inventions, or daily life)
· - Use search engines effectively with keywords to find information
· - Skim and scan text to locate relevant facts or key details
· - Record notes in their own words
· - Organise findings logically to prepare for presenting them in a PowerPoint

	
	Suggested activities
	Children create contents page for PowerPoint in order to identify key areas of research.
They then spend rest of the lesson independently researching their topic.

	3
	Learning objective
	I can populate my PowerPoint with images and text

	
	Knowledge
	· - Know that text and images should be chosen to suit the purpose and audience
· - Recognise that images must be relevant and support the information being presented
· - Know how to insert and format text and images in PowerPoint


	
	Skills
	· - Type and edit text 
· - Insert images from a saved folder or the internet 
· - Resize, move, and align text boxes and images appropriately on slides
· - Use basic formatting tools (e.g. font size, bold, bullet points) 
· - Organise content logically, ensuring each slide has a clear focus
· 

	
	Suggested activities
	· Using notes from last lesson and contents page, children begin populating the slides with information and pictures.

	4
	Learning objective
	I can use ‘Transitions and Animations’

	
	Knowledge
	· - Understand the difference between a transition (slide-to-slide change) and an animation (movement or effect applied to objects on a slide)
· - Know that animations and transitions should only enhance a presentation, not distract 
· - Understand the importance of timing and consistency when using effects in a presentation
· 

	
	Skills
	· - Apply slide transitions 
· - Use basic animation effects 
· - Adjust the timing and order of animations 
· - Evaluate transitions and animations for appropriateness 
· - Maintain consistency by using similar effects across multiple slides
· 

	
	Suggested activities
	· Finish populating PowerPoint
· Revise transitions and animations from Year 4 and discuss appropriate/necessary transitions

	5
	Learning objective
	I can use hyperlinks and embed videos in PowerPoint

	
	Knowledge
	· - Understand what a hyperlink is and how it can link to another slide, document, or website
· - Know that videos can be embedded in a slide to make presentations more engaging and informative
· - Recognise that multimedia and interactive elements should support the presentation, not distract 
· 

	
	Skills
	· - Insert hyperlinks to other slides, websites, or documents
· - Embed or link a video from a local file 
· - Resize and position videos and hyperlinks appropriately on the slide
· - Test and adjust hyperlinks and video playback to ensure they work correctly


	
	Suggested activities
	· Children include home button on each slide to return to the contents page.
· They can then include hyperlinks of their choice e.g. quiz questions, linking topics together etc.
· Teachers to download relevant videos into shared area of network.
· Children choose relevant videos to embed in their PowerPoint.
· Finish any other aspects.
· If time, children can present their PowerPoint to each other/the class.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 5 – Spring 1: Data and information - Spreadsheets
	Prior knowledge and skills
Basic word processing skills
PowerPoint skills (Microsoft interface)
· This is the first time data, information and spreadsheets are being taught.
· Children know basic functions of Microsoft software.

	Key Vocabulary
data, collecting, table, structure, spreadsheet, cell, cell reference, data item, format, formula, calculation, spreadsheet, input, output, operation, range, duplicate, sigma, propose, question, data set, organised, chart, evaluate, results, sum, comparison, software, tools

	1
	Learning objective
	I can create a data set in a spreadsheet

	
	Knowledge
	· - Suggest how to structure my data
· 

	
	Skills
	· - Collect data
· - Enter data into a spreadsheet


	
	Suggested activities
	· Complete worksheet – Organising your data

	2
	Learning objective
	I can build a data set in a spreadsheet

	
	Knowledge
	· - Explain what an item of data is
· - Choose an appropriate format for a cell


	
	Skills
	· - Apply an appropriate format to a cell

	
	Suggested activities
	· Look at data items formatted in different ways, children will then choose formats for data items before applying formats in their own spreadsheet.

	3
	Learning objective
	I can explain that formulas can be used to produce calculated data

	
	Knowledge
	· - Explain which data types can be used in calculations
· - Identify that changing inputs changes outputs
· 

	
	Skills
	· - Construct a formula in a spreadsheet

	
	Suggested activities
	Create formulas to use in a spreadsheet using cell references and identify that changing inputs will change the output of the calculation.
· 

	4
	Learning objective
	I can apply formulas to data

	
	Knowledge
	· - Begin to understand the importance of creating formulas that include a range of cells and the advantage of duplicating in order to apply formulas to multiple cells.


	
	Skills
	· - Calculate data using different operations
· - Create a formula which includes a range of cells
· - Apply a formula to multiple cells by duplicating it

	
	Suggested activities
	· Calculate data using the operations of multiplication, subtraction, division, and addition. They will use these operations to create formulas in a spreadsheet.

	5
Note: this is lessons 5&6 from ‘Teach Computing’ joined together
	Learning objective
	I can create a spreadsheet to plan an event and choose suitable ways to present data

	
	Knowledge
	· - Explain why data should be organised
· - Suggest when to use a table or chart

	
	Skills
	· - Use a spreadsheet to answer questions
· - Apply a formula to calculate the data I need to answer questions
· - Produce a chart
· - Use a chart to show the answer to a question

	
	Suggested activities
	· Plan and calculate the cost of an event using a spreadsheet. Children will use a predefined list to choose what they would like to include in their event, and use their spreadsheet to answer questions on the data they have selected.
· Create charts in Google Sheets. They will evaluate the results from their charts to answer questions.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 5 – Spring 2: Programming using Scratch – Selection in quizzes
	Prior knowledge and skills
Coding in Scratch – Year 3
Coding using code.org – Year 4

	Key Vocabulary
Selection, condition, true, false, count-controlled loop, outcomes, conditional statement, algorithm, program, debug, question, answer, task, design, input, implement, test, run, setup, operator

	1
	Learning objective
	I can explain how selection is used in computer programs

	
	Knowledge
	· - Recall how conditions are used in selection
· 

	
	Skills
	· - Identify conditions in a program
· - Modify a condition in a program

	
	Suggested activities
	Modify the conditions in an existing program and identify the impact this has.
· 

	2
	Learning objective
	I can understand that a conditional statement connects a condition to an outcome

	
	Knowledge
	· - Develop an understanding of selection by using the ‘if… then… else...’ structure in algorithms and programs

	
	Skills
	· - Use selection in an infinite loop to check a condition
· - Identify the condition and outcomes in an ‘if… then… else…’ statement
· - Create a program that uses selection to produce different outcomes

	
	Suggested activities
	· Children develop their understanding of selection by using the ‘if… then… else...’ structure in algorithms and programs. They will revisit the need to use repetition in selection to ensure that conditions are repeatedly checked. They identify the two outcomes in given programs and how the condition informs which outcome will be selected. They use this knowledge to write their own programs that use selection with two outcomes.

	3
	Learning objective
	I can explain how selection directs the flow of a program

	
	Knowledge
	· - Explain that program flow can branch according to a condition


	
	Skills
	· - Design the flow of a program that contains ‘if… then… else…’
· - Show that a condition can direct program flow in one of two ways

	
	Suggested activities
	· Children use an algorithm to design a program that uses selection to direct the flow of the program based on the answer provided. They implement their algorithm as a program and test whether both outcomes can be achieved.

	4
	Learning objective
	I can design a program that uses selection

	
	Knowledge
	· - Understand previous lessons’ learning.

	
	Skills
	· - Outline a given task
· - Use a design format to outline a project
· - Identify the outcome of user input in an algorithm

	
	Suggested activities
	· Children will use selection to control the outcomes in an interactive quiz. They will outline the requirements of the task and use an algorithm to show how they will use selection in the quiz to control the outcomes based on the answer given. They will complete their designs by using design templates to identify the questions that will be asked, and the outcomes for both correct and incorrect answers.

	5
	Learning objective
	I can create a program that uses selection


	
	Knowledge
	· - Understand previous lessons’ learning.

	
	Skills
	· - Implement an algorithm to create the first section of a program
· - Test a program
· - Share a program with others

	
	Suggested activities
	· Children will create, run and test their quiz. Once completed, they will consider the value of sharing their program with others so that they can receive feedback. Learners conclude the lesson by using another learner’s quiz and providing feedback on it.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.




Year 5 – Summer 1: Creating media – Vector drawings
	Prior knowledge and skills
Creating media – photo editing
PowerPoint Skills

	Key Vocabulary
vector, drawing tools, object, toolbar, vector drawing, move, resize, colour, rotate, duplicate/copy, zoom, select, align, modify, layers, order, copy, paste, group, ungroup, reuse, reflection

	1
	Learning objective
	I can identify that drawing tools can be used to produce different outcomes

	
	Knowledge
	· - Recognise that vector drawings are made using shapes


	
	Skills
	· - Experiment with the shape and line tools
· - Discuss how vector drawings are different from paper-based drawings

	
	Suggested activities
	Children use the shape tools in the chosen software to create their own vector drawings. They discuss how vector drawings differ from paper-based drawings.
· 

	2
	Learning objective
	I can create a vector drawing by combining shapes

	
	Knowledge
	· - Explain that each element added to a vector drawing is an object
· 

	
	Skills
	· - Identify the shapes used to make a vector drawing
· - Move, resize, and rotate objects which are duplicated

	
	Suggested activities
	· Children create their own vector drawing by moving, resizing, rotating, and changing the colours of a selection of objects. They also duplicate the objects to save time.

	3
	Learning objective
	I can use tools to achieve a desired effect

	
	Knowledge
	· - Explain how alignment grids and resize handles can be used to improve consistency


	
	Skills
	· - Use the zoom tool to help add detail to my drawings
· - Modify objects to create a new image

	
	Suggested activities
	· Children use tools to modify objects to create a new image.

	4
	Learning objective
	I can recognise that vector drawings consist of layers
I can group objects to make them easier to work with

	
	Knowledge
	· - Recognise when I need to group and ungroup objects


	
	Skills
	· - Identify that each added object creates a new layer in the drawing
· - Change the order of layers in a vector drawing
· - Use layering to create an image
· - Copy part of a drawing by duplicating several objects
· - Reuse a group of objects to further develop my vector drawing

	
	Suggested activities
	Children use this knowledge to group and ungroup objects, in order to make changes to and develop their vector drawings. 
· 

	5
	Learning objective
	I can apply what I have learned about vector drawings

	
	Knowledge
	· 

	
	Skills
	· - Create a vector drawing for a specific purpose
· - Reflect on the skills I have used and why I have used them
· - Compare vector drawings to freehand paint drawings

	
	Suggested activities
	· Children create a vector drawing for a specific purpose.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 5 – Summer 2: Creating media – Video production
	Prior knowledge and skills
Animation using Zu3D
Creating media – photo editing
PowerPoint Skills 

	Key Vocabulary
video, audio, camera, talking head, panning, close up, video camera, microphone, lens, mid-range, long shot, moving subject, side by side, angle (high, low, normal), static, zoom, pan, tilt, storyboard, filming, review, import, split, trim, clip, edit, reshoot, delete, reorder, export, evaluate, share

	1
	Learning objective
	I can explain what makes a video effective

	
	Knowledge
	· - Explain that video is a visual media format
· - Know what to do if I see any content online that makes me feel uncomfortable

	
	Skills
	· - Identify features of videos
· - Compare features in different videos

	
	Suggested activities
	· Children will begin by explaining what the medium of video is before analysing and comparing examples of videos.

	2
	Learning objective
	I can use a digital device to record video

	
	Knowledge
	· 

	
	Skills
	· - Identify and find features on a digital video recording device
· - Experiment with different camera angles
· - Make use of a microphone

	
	Suggested activities
	· Explore the capabilities of a digital device that can be used to record video. Experiment with different camera angles, considering how different camera angles can be used for different purposes.

	3
	Learning objective
	I can capture video using a range of techniques

	
	Knowledge
	· - Suggest filming techniques for a given purpose

	
	Skills
	· - Capture video using a range of filming techniques
· - Review how effective my video is

	
	Suggested activities
	Use a storyboard to explore a variety of filming techniques, some of which they will use in their own video project later in the unit. They will evaluate the effectiveness of these techniques before offering feedback on others’ work.

	4
	Learning objective
	I can create a storyboard

	
	Knowledge
	· 

	
	Skills
	· - Outline the scenes of my video
· - Decide which filming techniques I will use
· - Create and save video content

	
	Suggested activities
	Plan a video by creating a storyboard. Their storyboard will describe each scene, and will include a script, camera angles, and filming techniques. Learners will use their storyboards to film the first scene of their videos.

	5
	Learning objective
	I can identify that video can be improved through reshooting and editing

	
	Knowledge
	· - Explain how to improve a video by reshooting and editing

	
	Skills
	· - Store, retrieve, and export my recording to a computer
· - Select the correct tools to make edits to my video

	
	Suggested activities
	Film the remaining scenes of their video and then import their content to video editing software. 
They will then explore key editing techniques and decide whether sections of their video can be edited or need to be shot again.
Complete their video by removing unwanted content and reordering their clips. They will then export their finished video and evaluate the effectiveness of their edits. Finally, they will consider how they could share their video with others.

	Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 6 – Autumn 1: Creating media – 3D modelling
	Prior knowledge and skills
Vector drawings in Google Drawings.

	Key Vocabulary
TinkerCAD, 2D, 3D, shapes, select, move, perspective, view, handles, resize, lift, lower, recolour, rotate, duplicate, group, cylinder, cube, cuboid, sphere, cone, prism, pyramid, placeholder, hollow, choose, combine, construct, evaluate, modify

	1
	Learning objective
	I can create and manipulate 3D digital objects.

	
	Knowledge
	· What is a 3D model?
· Similarities and differences between 2D and 3D shapes.
· Key vocabulary: 2D, 3D, 3D object, 3D space, view.
· Tinkercad can be used for 3D modelling.

	
	Skills
	· Select, move and delete a digital 3D shape.

	
	Suggested activities
	· Children explore the use of Tinkercad, creating and manipulating 3D shapes.

	2
	Learning objective
	I can modify 2D and 3D graphics.

	
	Knowledge
	Similarities and differences between 2D and 3D shapes.

	
	Skills
	Resizing 3D objects.
Changing the colours.

	
	Suggested activities
	· Children create a house by combining and modifying 2D and 3D shapes.

	3
	Learning objective
	I can construct a digital 3D model of a physical object.

	
	Knowledge
	· 

	
	Skills
	· Rotating 3D objects.
· Positioning 3D objects in relation to each other.
· Selecting and duplicating multiple 3D objects.

	
	Suggested activities
	· Children produce a 3D model of a physical object containing a number of different 3D objects which need to be rotated and placed into position.

	4
	Learning objective
	I can identify that physical objects can be broken down into a collection of 3D shapes.

	
	Knowledge
	· 

	
	Skills
	· Identifying 3D shapes needed to create a model of a real-world object.
· Creating digital 3D objects of an appropriate size.
· Group digital 3D shapes and a placeholder to create a hole in an object.

	
	Suggested activities
	· Children create a 3D model of a pencil holder desk tidy containing a number of 3D objects that are of specific dimensions and use other 3D objects as placeholders to create holes.

	5
	Learning objective
	I can design a digital model by combining 3D objects.

	
	Knowledge
	

	
	Skills
	Planning 3D models.
Choosing which 3D objects are need.
Modifying multiple 3D objects.

	
	Suggested activities
	· Children finish their pencil holders and begin planning out their own 3D model of a real-life object linked to WW2 e.g. tank, air-raid shelter, gun, ship.

	6 
	Learning objective
	I can create my own digital 3D model.

	
	Knowledge
	

	
	Skills
	Modifying 3D objects to create model.

	
	Suggested activities
	· Children continue creating their own 3D WW2 model.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 6 – Autumn 2: Creating media – Web page creation
	Prior knowledge and skills
Word processing skills
PowerPoint skills (Year 4)
Photo editing (paint.net)
PowerPoint skills (Year 5)
Video production (Microsoft video editor)

	Key Vocabulary
website, web page, browser, media, Hypertext Markup Language (HTML), logo, layout, header, media, purpose, copyright, fair use, home page, preview, evaluate, device, Google Sites, breadcrumb trail, navigation, hyperlink, subpage, evaluate, implication, external link, embed

	1
	Learning objective
	I can review an existing website and consider its structure.

	
	Knowledge
	· Websites are created by using HTML code.
· Different types of media are incorporated into websites for different purposes.

	
	Skills
	· Exploring a website.
· Discussing the different types of media used on websites.

	
	Suggested activities
	· Children explore and review existing websites to evaluate their content. 

	2
	Learning objective
	I can plan the features of a web page.

	
	Knowledge
	· 

	
	Skills
	· Recognising common features of a web page.
· Suggesting media to include on each page.
· Drawing web page layout that suits the purpose.

	
	Suggested activities
	· Children look at different layout features available in Google Sites and plan their own web page on paper.

	3
	Learning objective
	I can consider the ownership and use of images (copyright).

	
	Knowledge
	· What is copyright?
· What is ‘fair use’?

	
	Skills
	· Finding copyright-free images.
· Searching, reusing and referencing images under creative commons.

	
	Suggested activities
	· Children explore finding copyright-free images. 

	4 & 5
	Learning objective
	I can create my own web pages. 

	
	Knowledge
	

	
	Skills
	· Adding content to web page.
· Previewing each web pages.
· Evaluating, editing and improving pages.
· Hyperlinking between pages and to other websites.

	
	Suggested activities
	· Children create their own web pages.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 6 – Spring 1: Coding using Microbit
	Prior knowledge and skills
Coding in Scratch – Year 3 & 5
Coding using code.org – Year 4

	Key Vocabulary
Micro:bit, MakeCode, input, process, output, flashing, USB, trace, selection, condition, if then else, variable, random, sensing, accelerometer, value, compass, direction, navigation, design, task, algorithm, step counter, plan, create, code, test, debug

	1
	Learning objective
	I can create a simple code for a Microbit. 

	
	Knowledge
	· A Microbit is a physical device which can be coded.
· A Microbit has an A and a B button.
· Codes have to be downloaded onto the Microbit.
· The Microbit must be plugged into the computer to receive the code.
· There are tutorials available on the makecode.com website if further information is needed.

	
	Skills
	· Setting up a Microbit.
· Using the makecode.com website.
· Plugging in Microbits.
· Downloading code onto Microbit.
· Testing codes on Microbit.

	
	Suggested activities
	· Children learn about the different parts of the Microbit, how to plug it in and download a simple code.

	2
	Learning objective
	I can create a code to measure room temperature.

	
	Knowledge
	· A Microbit can be used for a variety of functions.

	
	Skills
	Implementing learning from previous lesson independently. 
Coding messages and images.
Using ‘if/else’ block.

	
	Suggested activities
	· Children create code to measure room temperature following tutorial.

	3
	Learning objective
	I can create a game using Microbit.

	
	Knowledge
	· A Microbit can be used to create a game. 

	
	Skills
	· Following instructions to create game.
· Debugging simple errors.

	
	Suggested activities
	· Children follow instructions to create Rock, Paper, Scissors game. If they finish, they can try other games.

	4
	Learning objective
	I can create codes for multiple purposes using Microbit.

	
	Knowledge
	· A Microbit can be used to send a message. 

	
	Skills
	· Writing code to send a message.
· Following instructions to create a more complex game.

	
	Suggested activities
	Children begin with creating a message by coding their Microbit. Then they follow tutorial for ‘Magic 8 Ball’


	5
	Learning objective
	I can create a simple animation using Microbit.

	
	Knowledge
	· 

	
	Skills
	· Apply knowledge and skills from previous lessons to independent animation.

	
	Suggested activities
	· Children create a simple animation e.g. growing flower, slowly disappearing smiley face or smiley face turning to frowning face. 
· Share animations with peers.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.



Year 6 – Spring 2
Any available Computing lessons in this term should cover online safety objectives in line with the Online Safety Long-Term Overview (using Project Evolve resources).
Year 6 – Summer 1: Stop-frame animation using Zu3D
	Prior knowledge and skills
Stop-frame animation using Zu3D
Video production (Microsoft video editor)

	Key Vocabulary 
Animation, frame, frame rate, stop-frame, sequence, storyboard, scene, capture, timeline, playback, import, export, title screen, credits, soundtrack, model, set, props, characters, morphing, narrative, editing, script, transition, timing, effects

	1
	Learning objective
	I can revise using Zu3D to create an animation.

	
	Knowledge
	· Stop-motion animation is a technique where objects are moved slightly between each still photograph, and then the photos are played back in sequence to create the illusion of movement. This method involves manipulating physical objects, like puppets or clay figurines, and photographing them frame by frame.
In Year 3, Zu3D was just to create an on-screen 

	
	Skills
	· Logging in and opening a new project.
· Adding text and sound.

	
	Suggested activities
	· Watch ‘The Penalty’ video on Zu3D to give an idea of what can be achieved. https://www.zu3d.com/gallery/the-penalty/

Watch Zu3D overview video to revise using the programme.
https://www.zu3d.com/tutorials/zu3d-tutorial-videos/#gettingstarted 

Children apply skills learnt.

	2
	Learning objective
	I can plan a stop-frame animation.

	
	Knowledge
	· Stop-motion animation is a technique where objects are moved slightly between each still photograph, and then the photos are played back in sequence to create the illusion of movement. This method involves manipulating physical objects, like puppets or clay figurines, and photographing them frame by frame.

	
	Skills
	Planning animation so that it is achievable.

	
	Suggested activities
	· Children create storyboard plan of what they are going to include in their animation.

	3 & 4
	Learning objective
	I can create a stop-frame animation.

	
	Knowledge
	· For a stop-frame animation to be effective, objects should only be moved very slightly between each photograph to give the illusion of movement.

	
	Skills
	Taking photos in Zu3D.
Adding sound.
Adding text.

	
	Suggested activities
	· Children produce short stop-frame animation using Zu3D following their plan.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.


Lesson 5 – Children create stop-frame animation to display understand from Geography lesson on caves, arches, stacks and stumps.
Year 6 – Summer 2: Independent research projects
	1+
	Learning objective
	I can conduct independent research.

	
	Knowledge
	Search engines rank results in specific ways.
Some websites are not reliable sources.
Some pictures are copyrighted online.

	
	Skills
	· - Using a search engine efficiently
· - Choosing reliable information
· - Copying and pasting pictures

	
	Suggested activities
	· Children complete their own independent research project using the internet for research and pictures.

	· Additional lessons each term should cover online safety objectives as outlined in the Online Safety Long-Term Overview.
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