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1. Statement of Intent

As set out in Section 3 of the National Curriculum, a high quality computing curriculum:

‘equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links
with mathematics, science, and design and technology, and provides insights into both natural and artificial systems. The
core of computing is computer science, in which pupils are taught the principles of information and computation, how digital
systems work, and how to put this knowledge to use through programming. Building on this knowledge and understanding,
pupils are equipped to use information technology to create programs, systems and a range of content. Computing also
ensures that pupils become digitally literate — able to use, and express themselves and develop their ideas through,
information and communication technology — at a level suitable for the future workplace and as active participants in a digital
world’.

Digital Literacy

Computer Science

Information Technology

e 2 .
How computer and ( Looking at technology in b The skills knowledge and
computer systems work and our lives and the understanding needed in
how they are designed and purposeful use of existing order to participate fully
programmed programmes to develop and safely inan increasingly
L ) products and solutions ) digital world
Foundations ! Applications —[ Implications

In our Small Schools Partnership, we aim to provide a consistent and comprehensive computing curriculum that provides
children with the knowledge and skills they need in the areas above. Wrapped around this is a culture of being a safe
computer and internet user and contributing to the world of technology positively.



2. Computing in the Small Schools Partnership an Overview

,, . Dedicated Computing lessons are taught weekly to
Dlgltal L|teracy all year groups using Teach Computing. This is
planned on a two year cycle to meet the needs of
Computer Science Information Techn0|ogy our mixed aged planning but with the 6 units spread
over 2 years to allow for progression and deeper
learning in each area before moving on.
Computing Systems and Networks i '
PUting oy EEAT 2 The units for key stages 1 and 2 are based on a
spiral curriculum. This means that each of the
Programming A Creating Media 2 themes is revisited regularly .(at least once in each
year group), and pupils revisit each theme through a
new unit that consolidates and builds on prior
Programming B Data and Information Iearping within that theme. This style of curriculum
design reduces the amount of knowledge lost

through forgetting, as topics are revisited yearly. It

also ensures that connections are made.

F‘.I R{:]J E CT In addition to the computing knowledge and skills taught we also use
Project Evolve to ensure children are equipped to stay safe in a digital

'." 4 world. Every Computing lesson begins with a whole class starter session
% , @ around e-safety using the long term plan over the page.
.
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3. Whole School Long Term Plan - E Safety. Grange Moor

Online Safety at Grange Moor Primary School - Project Evolve. Cycle 1

Avtumn 1

Avtummn 2

Reception Year 1 and Year 2 Year 3 and Yeaor 4 Year 5 and Year &

Saying
Inte:
How to communicate cnline

51 3.1: Identity

- Changing identities
et together oniine 5.2 Who might cause harmn onlinge

Bl 3.0 Knowing someone anine =l §.3: Cnline communities

Fal 3.3 Tnusting someone online

Adding informeztion #al 3.4 Changing your mind apout st

Howw can e be unknd online Rep 1.* Ask an adult Rl 3.5 Hurting fealings online o ¢ ers can be used to

Examples of how bulky =4 0B 1.1: How to Ral 3,47 Ghing and Qoining penmission L . [ ing can e different

Eep 3.1: How to searc

Rep 3. Exompie
sheare

Rep 3.3 Exploin wha someone con share about shaorn

Finding information onlire MO 1.1 Exampies of how fo find information OB 3.1: Describe appropriate wa

ntemet gevices MOl 122 | Enow | can see lofs of different things onine OB 3.2 Examples of how bulying can appeor online
search technologies
MO 1.3 | Endsv how to get nelp from on aduit MOl 52 ¢ 15 it i

MO 5.3

Bules that keep us safe and healttvy HWL 1.1: Exploin rules which Eeep me safe MO 8.1: Demonsirate ow 10 USE key Dhrases in search

Exompies of rules

MO 8.3 How the intemet buys arsd sells things

MO 5.7: Explain what stereotypes are

Summer 1

Summer 2

MO 8.4 Difference between belief, opinion & foct MOl 5.8 Describe how foke news con affect pecple

MOl 3.5 Mot all shared opinions may be fnse or foir MOl 5.5 Explain what is meant by a hoax

MOl 3.42 Demonsirate how we can get help from a tnus HWL 5.1: Descritre how technoiogy con affect health
adult and ben

and welFbeng
HWL 8.1: Explain negative Impacts of spending oo much HWL 5.2 Desciibye strateqies to promaote wellbeing
fime on technology

HWL 3:2 Explain wiy anline acfiviiies hove age restictions HWL 5.3 Recognise benefits and risks of being online:

HWL 5.4 do some apps and
payment

{ \WOrk belongs 1o me

C:ON MEmE oy £ 50| knowy it's mine




Online Safety at Grange Moor Primary School — Project Evolve. Cycle 2

Autumn 1

Autumn 2

Spring 1

2

pring

Howw to communicate online

Year 1 and Year 2

Year 3 and Year 4 Year 5 and Year &

ing different : et onine and offine igentities
[ actions
Ral 2 1: Risky commumication retending
Rl 2 3¢ Ask before shoring trateqgies for fun experiences
Rl 2.5 Ask, give, deny permissions Ral 4.3 Healthy/ unhealiny online behaviours
Ral 2.4 | can say no #al 4.3 Importance of shared content

Adding informeation

¥e be unkind online

#=l 2.5 |dentify who can help Rep 4.1: How to find in
Ral 247 ot if | don't ask permission Rep 4.2 Expioin

®al 2.7 Clicking ves

Rep 2.1: Lasting informetion

Rep 2.3 Who 1o 1

Finding information onire

Intermet devices

Mol Analyse nformafion to make an Goouracy
it

MO 4.2 Describe how to search for informmeat

MO 4.3 Describe methods used 10 encourdge people to
buy anling

Bules that keep ws safe and healthy
Exomples of ules

MO 21 Use simple keywiords in search engines MOl 4.4 Do lots of Similar opinions make them true? MO B
MOl 2.2 Demonstrate how 1o navigate o web ooos MOl 4.5 Explain haw technology con impersonate
MOl 4.6 Explain whaot foke news means

Summer 1

Summer 2

C:Or MEME nmy o | kmoaV it's mine

MOl 2.3 Explain woice activated searching HWL 4.1: Technology as distraction

MOl 2.4 Differences between imaginary and real HWL 4.2 When should | limit oy fime on technology

CO 2.1: Imtemet YNt My belong fo others = Terms and Condifions




GRANGE MOOR

Whole School Long Term Plan — Teach Computing. Grange Moor

Autumn Term Spring Term Summer Term
Re ce tl on PSED Physical Development Maths EAD
p Show resilience and perseverance in the Develop their small motor skills so that Count objects, actions and sounds. Explore, use and refine a variety of artistic
face of a challenge. they can use a range of tools competently, | Link the number symbol {numeral) with its | effects to express their ideas and feelings.
Know and talk about the different factors safely and confidently. cardinal number value. Select, rotate and
that support their overall health and manipulate shapes to develop spatial
wellbeing: -sensible amounts of ‘screen reasoning skills.
time’. Continue, copy and create repeating
pattemns.
Unit Computing Systems and Networks Creating Media 1 Programming
Technology Around Information Digital Painting Digital Moving a Robot Robot Algorithms
Year 1 . Us Technclﬂg! : Cm:ros_mg appropriate PhutograEh!! Whiting short algorithms Creating and debugging
Recognising technology tools in a program to Canturing and chanain and programs for floor programs, and using
and in school and using it Around Us create art, and making d'p ol g foaranh gmg robots, and predicting logical reasoning to
Y 2 responsibly. Identitying IT and how comparisons with Eg;ﬁ?e r"; n? EHES:S r program outcomes. make predictions.
€ar its responsible use working nondigitally. pUIPOSES.
improves our world in
school and beyond.
Connectin The Internet Stop-frame Audio Production Sequencing Repetition in
Year 3 Computers ~Recogrising that the Animation Captuning and editing Sounds Shapes
d Identifying that digital Internet is a network or Capturing and editing audio to produce a Creating sequences in a Using a text-based
an devices have inputs, networks including the digital still images to podcast, ensuring that block-based programming language
Year 4 processes, and outputs, WWW, and why we produce a stop frame | COPynghtis considered. | programming language to explore count-
and how devices can be | Should evaluate online animation that tells a to make music. controlied loops when
connecled to make content. story drawing shapes.
networks
Systems and Communication | Video Production Webpage Selection in Variables in
Year 5 Searching and Collaboration | Planning, capturing, and Creation Physical Games
d Recognising IT systems | Exploring how data js | €citing video to produce | pesigning and creating Computing Exploring variables
an in the world and how transferred by working a short film. webpages, giving Exploring conditions when designing and
Year 6 some can enable collaboratively online. consideration fo and selection using a coding a game.
searching on the copyright. aesthetics programmable
intermnet. and navigation microcontraller




Autumn Term Spring Term Summer Term
R'E'CE tiﬂ'n PSED Physical Development Maths EAD
p Show resilience and perseverance in the face of a Dewvelop their small motor skills so that they can Count objects, actions and sounds. Explore, use and refine a variety of artistic effects
challenge. use 3 range of tools competently, safely and Link the number symbaod (numeral) with its cardinal to express their ideas and feelings.
Know and talk about the differsnt factors that confidently. number value. Select, rotate and manipulate shapes
support their overall health and wellbeing: -sensible {0 develop spatial reasoning skills.
amounts of ‘screen time’. Continug, copy and create repealing patterns.
Unit Data and Information Creating Media 2 Programming
Grouping Data Pictograms Digital Writin Digital Music Programming Programming
EXPFUFTH_Q object labels, Collecting data in tally Using a computer to Using a computer as a Anl_ma_tlons QuiZZES
Year 1 then using them to sort charts and using create and format text, tool to explore rhythms Designing and Desf_cWafgm’thms
and and group objects by attributes to organise before comparing to and melodies, before programming the and programs that use
properties. and present data on a writing non-digitally. creating a musical movement of a events o trigger
tell stories : . .
maie an interactive quiz
Branching Data Logging Desktop Photo Editing Events and Repetition in Games
Year 3 Databases Recognising how and Publishing Manipuialing Cigita Actions in SR
Building and using Why gala is colecte Creating documents and fmages, and rerecting Programs programming anguage
) over time, before using o . on the impact of the K : to explore count-
and branching databases fo modifying fext, images Writing algorithms and o
T e daia loggers fo carry out s = (=i o changes and whether controlled and infinite
Year 4 g sf:? /e . g an investigation, pag_ﬁ y the required purpose js programs that use & loops when crealing a
yes/no guestions. specific purpose uifilled, range of events to game.
frigger sequences of
actions
Flat-file Introduction to Introduction to 3D Modelling Selection in Sensing
Year 5 Databases Spreadsheets Vector Graphics Planning, developing, Quizzes Movement
Using a database to Answering guestions by Creating images in a and evaluation 3D Exploring selection in | Designing and coding a
and order data and create using spreadsheets fo | drawing program by using computer models of programming to design project that capiures
charts to answer organise and calculate layers and groups of physical objects. and code an interactive inputs from physical
Year 6 guestions. data. objects. quiz. devices.




Whole School Long Term Plan — E Safety. Birdsedge

Avtumn 1

Aviumn 2

Summer 1 Spring 2

Summer 2

Recepfion and Year 1 Year 2 and Year 3 Year 4 and Year 5

offine identities

| 51 4.3 Pretending

Reld 2.2 Ask before shorina Red 4.1: Stratedies for fun expenences

Bed 2.3: Ask. give. denv Denmissions Rel 4.2: Healthy/ unhealthy online behaviours
Bl 4.3 mportance of shared content

might affect others

Howy con peopbes be unkind onlins MO 2.1: Use simpde keywords in search endginss MO 4.5: Bxplain how technolodqy con impesonale

MOI 2.2 Demonstrate how o navigate o web oone MO 4.6: Bxploin whal foke news means

MO 2.3: Explain voice octivated searching MO 4.1: & informalion o make an accuracy j
MO 2.4: Differences behwean imaginan: and real MO 4.2 Describe how to search for infomation
MO 2.5: Bxplain whiy sonne onling info might not be try

Finding informatfion online HWL 3.1: aiin neqotive i of ng too much time on techn MO 4.3: Describe methods used to encourage people fo buy online

Infesnet

devices HWL 3.2 iy whiy online activities have: resticions MO 4.4: Do lols of similar opinions make them nee?

MO 5.1: Exploin benefits and lirmitations of wsing different seorch technologies

MOl 5.2 Why is it important 1o be sceplical

Eules that kesp us safe and healthy P 2.1: E OV DHasEWSRTS sct information HWL 4.1: Technology as distrachion
Exomples of ndes ] = 00T : O . hilf O HWL 4.2 When showld | limit rmy tims on technology

HWL 1.1:

Bxpdain nies which keep me safe e = J S Din OITTC priviate HWL 5.1: Describe how technoloqy can affect health and well-being

T | T AT B S 2.4 Internet devices in our home HWL 5.2 Describe stratepies 1o promote wellbsing

CO4.1: Give




Avlurmn 2 Avlumn 1

Spring 2 Spring 1

Summer 1

Summer 2

Red 1.1: Asking permrission
Pl 1.2 Video calls

Red 1.3 Considerate and Kind

Red 1.4: Different reactions

Bl 2.4 | can say no H i

Bed 2.5: identify who can help b+

Bed 2.8: What if | don't ask penmisson Bel 5.1: Technoloqy specific communicafion
Bed 2.7: Chicking ves Rel 5.2 Whio right couse hamn online

| el 5.3 Online comrmunitics

Rel 5.4: How to gat help

Rep 2.1: Losting informng

Rep 2.2: Who con see me?

Rep 2.3: Who to

Bel 3.1: Get together online

Red 3.2 Knowing someone online

Red 3.3: Trusting someons oning

®ed 3.4 Chonging vour mind about frust

OB 2.2 | con &
OB 2%

Bed 3.5: Hurfing feslings online

MO 5.8 Explain whot is mesant by o hoo

HWL 5.3: Eecognise benefits and rsks of being onine

emmitted o be re

5 CON CORECT Qridl SIFOre INicmnaiion




Whole School Long Term Plan — Teach Computing. Birdsedge

Cycle 1

Autumn Term Spring Term Summer Term
Unit Computing Systems and Creating Media 1 Programming
Networks
Reception Technology Around Us Digital Painting Moving a Robot
and Recognising technology in school and Choosing appropriate tools in a program Writing short algorithms and programs
using it responsibly:. to create art, and making comparisons for floor robots, and predicti ram
Year 1 g POonsioly. ng comp p ng prog
with working nondligitally. oufcomes.
Information Connecting Digital Stop-frame Robot Algorithms Sequencing
Year 2 Technology Computers Photography Animation Creating and debugging Sounds
d Around Us Identifying that digital | Capturing and changing | Capturing and editing programs, and using Creating sequences in a
an Identifying IT and how devices have inputs, digital photographs for digital still images fo logical reasoning to block-based
Year 3 its responsible use processes, and outputs, different purposes. produce a stop frame make predictions. programming language
fmpmves our world in and how devices can be animation that tells a to make music.
school and beyond. connected to make story
nefworks
The Internet Systems and Audio Production | Video Production Repetition in Selection in
Year 4 Recognising that the Searching Capturing and editing Flanming, capturing, and Shapes Physical
interet is a network of RECOgﬂfoﬂg I'TS_]."SFEmS audio to pmd‘uo& a edfﬂng video ta pmduce USJ'I"?Q' a fext-hased cnm l.ltin
and networks including the ] podcast, ensuring that a short fiim. ; _LQ
Year 5 WWW, and why we some can enable copyright is considered. to explore count- and selection using a
Sl go“'g;gi;e niE searching on the controlled loops when programmable




Cycle 2

Autumn Term Spring Term Summer Term
Unit Data and Information Creating Media 2 Programming
Grouping Data Digital Writing Programming Animations
Reception Exploring object labels, then using them | Using a computer to create and format Designing and programming the
d to sort and group objects by propetties. text, before comparing to writing hon- movement of a character on screen fo
Yan ; digitally. tell stories
ear
Pictograms Branching Digital Music Desktop Programming Events and
Year 2 Collecting aata in tally Databases Using a computer as a Publishing Quizzes Actions in
charts and using Building and using tool to expiore rhythms Creating documents Designing algorithms Programs
and allributes [0 0rganise | pranching databases to | and melodies, before and modifying text, and programs that use | Witing algorithms and
and present data on a group objects using creating a musical images and page events fo trigger
_ e € programs that use a
Year 3 FLELES yes/mo questions. ELTRTELIN layouts for a specific sequences of code fo range o events to
actions
Data Logging Flat-file Photo Editing Introduction to Repetition in Selection in
Year 4 Recognising how and Databases Manipulating digital Vector Graphics Games Quizzes
why data is collected | Using a database to | Images, and reflecting | Creating images in a Using a block-based | Exploring selection in
and over {ime, before order data and create | on the impact of the drawing program by programming programming to
Year 5 using data loggers to charts to answer changes and whether using layers and language to explore design and code an
carry out an questions. the required purpose groups of objects. caunt-controlled and interactive quiz.
investigation, is fulfilled, infinite loops when
creafing a game.




4. Progression of Skills

The units for key stages 1 and 2 are based on a spiral curriculum. This means that each of the themes is revisited regularly (at least once in
each year group), and pupils revisit each theme through a new unit that consolidates and builds on prior learning within that theme. This style

of curriculum design reduces the amount of knowledge lost through forgetting, as topics are revisited yearly. It also ensures that connections
are made.

Systems and Selection in Vector

Communication Variables .
searching  physical computing  graphics and collaboration in games 3D modelling
NW, ET PG, CS ET,CM NW, ET PG, DD ET,CM
5 6 ? ?
Video production Flat-file Selection in Webpage Introduction to Sensing
CM, DD databases quizzes AL, PG creation spreadsheets movement
Repetition DLET CM, DD ET, DI PG, CS
& in games
PG, DD
Photo Repetition Events and Branching Stop-frame
editing in shapes The internet actions in databases animation
ET,CM AL, PG NW, SS programs PG, DD DI ET ET,CM
4 3
Data Audio production Desktop Sequencing Connecting
Ksz logging ET,CM publishing sounds computers
Teacher guide Cs, DI ET,CM PG, DD NwW, CS
Technology Moving a Information Robot Digital
around us robot Digital writing technology algorithms music
CS, AL AL, PG ET,CM around us NW, CS AL, PG CM, DD

e 090000 ¥ |-0-0-0-0-0-0

Digital painting  Grouping data Programming

Digital photography  Pictograms Programming
ET,CM DI, AL animations PG, DD ET,CM DI, ET quizzes
KS1 PG, DD

Teacher guide



e-Safety

Programming

Handling Data

Multimedia

Technology in our lives

| can keep my password
private.

| can tell you what
personal information is.
| can tell an adult when
| see something
unexpected or worrying
online.

| can talk about why it’s
important to be kind
and polite. | can
recognise an age
appropriate website.

| can agree and follow
sensible e-Safety rules.

| can give instructions
to my friend and follow
their instructions to
move around.

| can describe what
happens when | press
buttons on a robot.

| can press the buttons
in the correct order to
make my robot do
what | want.

| can describe what
actions | will need to do
to make something
happen and begin to
use the word
algorithm.

| can begin to predict
what will happen for a
short sequence of
instructions.

| can begin to use
software/apps to
create movement and
patterns on a screen.

| can use the word
debug when | correct
mistakes when |
program.

| can talk about the
different ways in which
information can be
shown.

| can use technology to
collect information,
including photos, video
and sound.

| can sort different
kinds of information
and present it to
others.

| can add information
to a pictograph and talk
to you about what |
have found out.

| can be creative with
different technology
tools.

| can use technology to
create and present my
ideas.

| can use the keyboard
or a word bank on my
device to enter text.

| can save information
in a special place and
retrieve it again.

e | canrecognise the
ways we use
technology in our
classroom.

e | can recognise ways

that technology is used

in my home and
community.

e |canuse links to
websites to find
information.

e | can begin to identify

some of the benefits of

using technology

e-Safety

Programming

Handling Data

Multimedia

Technology in our lives




| can explain why | need
to keep my password
and personal
information private.

| can describe the
things that happen
online that | must tell
an adult about.

| can talk about why |
should go online for a
short amount of time.

| can talk about why it
is important to be kind
and polite online and in
real life.

| know that not
everyone is who they
say they are on the
Internet.

| can give instructions
to my friend (using
forward, backward and
turn) and physically
follow their
instructions.

| can tell you the order |
need to do things to
make something
happen and talk about
this as an algorithm.

| can program a robot
or software to do a
particular task. | can
look at my friend’s
program and tell you
what will happen.

| can use programming
software to make
objects move.

| can watch a program
execute and spot
where it goes wrong so
that | can debug it.

| talk about the
different ways | use
technology to collect
information, including a
camera, microscope or
sound recorder.

| can make and save a
chart or graph using
the data | collect.

| can talk about the
data that is shown in
my chart or graph.

| am starting to
understand a branching
database.

| can tell you what kind
of information | could
use to help me
investigate a question.

| can use technology to
organise and present
my ideas in different
ways.

| can use the keyboard
on my device to add,
delete and space text
for others to read.

| can tell you about an
online tool that will
help me to share my
ideas with other
people.

| can save and open
files on the device |
use.

| can tell you why | use
technology in the
classroom.

| can tell you why | use
technology in my home
and community. | am
starting to understand
that other people have
created the
information | use.

| can identify benefits
of using technology
including finding
information, creating
and communicating

| can talk about the
differences between
the Internet and things
in the physical world.




e-Safety Programming Handling Data Multimedia Technology in our lives

e | cantalk about what e | can break an open e | cantalk about the e | can create different e | cansave and retrieve
makes a secure ended problem up into different ways data can effects with different work on the Internet,
password and why they smaller parts. be organised. technology tools. the school network or
are important. e | can put programming e |cansearcha e |cancombinea my own device.

e | can protect my commands into a readymade database to mixture of text, e | cantalk about the
personal information sequence to achieve a answer questions. graphics and sound to parts of a computer.
when | do different specific outcome. e | can collect data help share my ideas and e | can tell you ways to
things online. e | keep testing my me answer a question. learning. communicate with

e | can use the safety program and can e | can add to a database. e | can use appropriate others online.
features of websites as recognise when | need e | can make a branching keyboard commands to e | can describe the
well as reporting to debug it. database amend text on my World Wide Web as the
concerns to an adult. e | can use repeat e |can use adata logger device, including part of the Internet

e | canrecognise commands. to monitor changes and making use of a that contains websites.
websites and games e | candescribe the can talk about the spellchecker. e | can use search tools
appropriate for my age. algorithm | will need for information collected. e | can evaluate my work to find and use an

e | can make good a simple task. and improve its appropriate website.
choices about how long e | can detect a problem effectiveness. e | think about whether |
| spend online. in an algorithm which e |canusean can use images that |

e | ask an adult before could resultin appropriate tool to find online in my own
downloading files and unsuccessful share my work online. work.
games from the programming.

Internet. | can post
positive comments
online




Technology in our lives

e-Safety

Programming

Handling Data

Multimedia

e | choose asecure
password when [ am
using a website.

e | can talk about the
ways | can protect
myself and my friends
from harm online.

e | use the safety
features of websites as
well as reporting
concerns to an adult.

e | know that anything |
post online can be seen
by others.

e | choose websites and
games that are
appropriate for my age.

e | can help my friends
make good choices
about the time they
spend online.

e | cantalk about why |
need to ask a trusted
adult before
downloading files and
games from the
Internet.

e | comment positively
and respectfully online.

| can use logical
thinking to solve an
open-ended problem
by breaking it up into
smaller parts.

| can use an efficient
procedure to simplify a
program.

| can use a sensor to
detect a change which
can select an action
within my program. |
know that | need to
keep testing my
program while | am
putting it together. |
can use a variety of
tools to create a
program.

| can recognise an error
in a program and debug
it. | recognise that an
algorithm will help me
to sequence more
complex programs.

| recognise that using
algorithms will also
help solve problems in
other learning such as
Maths, Science and
Design and Technology.

| can organise data in
different ways.

| can collect data and
identify where it could
be inaccurate.

| can plan, create and
search a database to
answer questions.

| can choose the best
way to present data to
my friends.

| can use a data logger
to record and share my
readings with my
friends.

| can use photos, video
and sound to create an
atmosphere when
presenting to different
audiences.

| am confident to
explore new media to
extend what | can
achieve.

| can change the
appearance of text to
increase its
effectiveness.

| can create, modify
and present documents
for a particular
purpose.

| can use a keyboard
confidently and make
use of a spellchecker to
write and review my
work.

| can use an
appropriate tool to
share my work and
collaborate online.

| can give constructive
feedback to my friends
to help them improve
their work and refine
my own work.

| can tell you whether a
resource | am using is
on the Internet, the
school network or my
own device.

| can identify key words
to use when searching
safely on the World
Wide Web.

| think about the
reliability of
information | read on
the World Wide Web.

| can tell you how to
check who owns
photos, text and clipart.
| can create a hyperlink
to a resource on the
World Wide Web.




e-Safety

Programming

Handling Data

Multimedia

Technology in our lives

| protect my password
and other personal
information.

| can explain why | need
to protect myself and
my friends and the best
ways to do this,
including reporting
concerns to an adult.

| know that anything |
post online can be
seen, used and may
affect others.

| can talk about the
dangers of spending
too long online or
playing a game.

| can explain the
importance of
communicating kindly
and respectfully.

| can discuss the
importance of choosing
an age-appropriate
website or game.

| can explain why | need
to protect my
computer or device
from harm.

| know which resources
on the Internet | can
download and use.

| can decompose a
problem into smaller
parts to design an
algorithm for a specific
outcome and use this
to write a program.

| can refine a procedure
using repeat
commands to improve
a program.

| can use a variable to
increase programming
possibilities.

| can change an input
to a program to achieve
a different output.

| can use ‘if’ and ‘then’
commands to select an
action.

| can talk about how a
computer model can
provide information
about a physical
system.

| can use logical
reasoning to detect and
debug mistakes in a
program.

| use logical thinking,
imagination and
creativity to extend a
program.

| can use a spreadsheet
and database to collect
and record data.

| can choose an
appropriate tool to
help me collect data.

| can present data in an
appropriate way.

| can search a database
using different
operators to refine my
search.

| can talk about
mistakes in data and
suggest how it could be
checked.

| can use text, photo,
sound and video
editing tools to refine
my work.

| can use the skills |
have already developed
to create content using
unfamiliar technology.

| can select, use and
combine the
appropriate technology
tools to create effects
that will have an impact
on others.

| can select an
appropriate online or
offline tool to create
and share ideas.

| can review and
improve my own work
and support others to
improve their work.

| can describe different
parts of the Internet.

| can use different
online communication
tools for different
purposes.

| can use a search
engine to find
appropriate
information and check
its reliability.

| can recognise and
evaluate different types
of information | find on
the World Wide Web.

| can describe the
different parts of a
webpage.

| can find out who the
information on a
webpage belongs to.




e-Safety

Programming

Handling Data

Multimedia

Technology in our lives

| protect my password
and other personal
information.

| can explain the
consequences of
sharing too much about
myself online.

| support my friends to
protect themselves and
make good choices
online, including
reporting concerns to
an adult.

| can explain the
consequences of
spending too much
time onlineoron a
game.

| can explain the
consequences to
myself and others of
not communicating
kindly and respectfully.
| protect my computer
or device from harm on
the Internet.

| can deconstruct a
problem into smaller
steps, recognising
similarities to solutions
used before.

| can explain and
program each of the
steps in my algorithm.
| can evaluate the
effectiveness and
efficiency of my
algorithm while |
continually test the
programming of that
algorithm.

| can recognise when |
need to use a variable
to achieve a required
output.

| can use a variable and
operators to stop a
program.

| can use different
inputs (including
sensors) to control a
device or onscreen
action and predict what
will happen.

| can use logical
reasoning to detect and
correct errorsin a
algorithms and
programs.

| can plan the process
needed to investigate
the world around me.

| can select the most
effective tool to collect
data for my
investigation.

| can check the data |
collect for accuracy and
plausibility.

| can interpret the data
| collect.

| can present the data |
collectin an
appropriate way.

| use the skills I have
developed to
interrogate a database.

| can talk about
audience, atmosphere
and structure when
planning a particular
outcome.

| can confidently
identify the potential of
unfamiliar technology
to increase my
creativity.

| can combine a range
of media, recognising
the contribution of
each to achieve a
particular outcome.

| can tell you why |
select a particular
online tool for a
specific purpose.

| can be digitally
discerning when
evaluating the
effectiveness of my
own work and the work
of others.

| can tell you the
Internet services | need
to use for different
purposes.

| can describe how
information is
transported on the
Internet.

| can select an
appropriate tool to
communicate and
collaborate online.

| can talk about the way
search results are
selected and ranked.

| can check the
reliability of a website.
| can tell you about
copyright and
acknowledge the
sources of information
that | find online.
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