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Computing at Vine Tree aims to provide a high-quality computing education focusing on the three key strands of the national curriculum: Computer Science, Digital Literacy and Information Technology.  
At Vine Tree, we learn vital computing skills and knowledge as well as ensuring technology is embedded throughout the curriculum so that children are READY to become global citizens in today’s world, are taught to always be RESPECTFUL in their use of digital media, and how to keep themselves and others SAFE using technology including the internet.
Computing has deep links with mathematics, science, and design and technology and a high-quality computing education, which encourages creativity, will enable our pupils to understand and change the world around them. 


	Key Concepts / Skills

	Be able to comprehend, design, create, and evaluate algorithms
	Understand how networks can be used to retrieve and share information, and how they come with associated risks
	Understand what a computer is, and how its constituent parts function together as a whole (systems)
	Select and create a range of media including text, images, sounds,
	Understand how data is stored, organised, and used to represent real world artefacts and scenarios
	Understand the activities involved in planning, creating, and evaluating computing artefacts
	Use software tools to support computing work
	Understand how individuals, systems, and society as a whole interact with computer systems
	Create software to allow computers to solve problems (Programming)
	Understand risks when using technology, and how to protect individuals and systems (Safety)

	EYFS
Although there is no statutory requirement to teach computing in Early Years the children are naturally surrounded by technology both at home and at school. During the EYFS children are able to use the interactive whiteboard and iPads to interact with age-appropriate games and use technology to create pictures. The children explore computer hardware: turning devices on and off, typing on a keyboard and manoeuvring/clicking and dragging a mouse. They will also be able to log on and off of devices and develop an understanding of instructions and data. 


	Reception
	Computing systems and networks - Using a computer.
Pupils will understand what a keyboard is and start to recognise where the different keys are. 
Pupils can log in and out of devices ranging from iPads to desktops. 
Pupils can use a mouse (clicking and dragging) and begin to create simple media through paint. 

	Programming – All about instructions
Pupils can follow instructions as part of an activity. They will then develop this to giving instructions and ‘debugging’. They will understand that an algorithm is a set of instructions given in a specific order. Pupils will be able to predict the outcome of a set of instructions. This will all be done as real-world examples – no programming software required. 
	Computing systems and Hardware – Exploring hardware. 
Pupils will have opportunities to ‘tinker’ with different elements of a computer such as: mouse, keyboard, motherboard, USB stick, system fan, hard drive, monitor, computer tower, speakers. They will also start to be introduced to the relevant vocabulary. 
They will be able to discuss technology in the real world and recognise what is used in the classroom. Children will explore photography and different ways to use a camera including taking a picture of themselves and creative a class album. 

Key vocabulary:
· Mouse
· Buttons
· Keyboard
· Keys
· Motherboard
· USB stick
· System fan
· Hard drive
· Monitor
· Computer tower
· Speaker
· Click
· Push
· Pull
· Twist
· Under
· On top of
· Behind
· Open
· Shut
· Larger
· Smaller
· Larger
· Smaller



	Data handling – An introduction to data.
Pupils will sort and categorise different objects into groups, explaining their reasoning. They will then progress to sorting themselves by different criteria. Children will be able to make links between yes/no questions and branch data whilst being introduced to key vocabulary. Pupils will finalise this unit by representing and reading data on a pictogram. 

Key vocabulary:
· Sort
· Categorise
· Category
· Group
· Describe
· Texture
· Colour
· Pattern
· Size
· Weight
· Height
· Length
· More
· Less
· Count
· In total
· Altogether
· Share
· Divide
· Equal


	Key Stage 1 
Pupils should be taught to: 
• understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 
• create and debug simple programs • use logical reasoning to predict the behaviour of simple programs 
• use technology purposefully to create, organise, store, manipulate and retrieve digital content 
• recognise common uses of information technology beyond school 
• use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies


	Year 1
	Computing systems and Networks – Improving mouse skills.
Pupils can login and out of a computer and understand why they need to do that. They can navigate a mouse around a screen, understand what is meant by click and drag and use these functions in Sketchpad. They can make shapes bigger and smaller by dragging them. They can change the position of a shape and bring them in front or behind each other. 

Key concept/skill: 
Navigating computer software using a mouse. 

Key question:
Can I create shapes using a mouse?

Key vocabulary: 
account
click
clipart
computer
drag
drag and drop
layers
log off
log on
mouse
password
predict
resize
screen (monitor)
software
tool
username 
	Programming 1 – Algorithms unplugged
Pupils will be able to explain what an algorithm is as well as write and follow algorithms. They will understand that instructions in an algorithm need to be carried out in order and explained clearly. Children will be able to explain what decomposition is and why it helps to solve problems (they should also identify decomposition in everyday life). Finally, they should be able to fix errors and explain why the error was caused (de-bug). 

Key concept/skill:
Programming – building a set of instructions that a computer could follow. 
Key question:
Can I create and de-bug instructions effectively?

Key vocabulary:
account
click
clipart
computer
drag
drag and drop
layers
log off
log on
mouse
password
predict
resize
screen (monitor)
software
tool
username


	Creating media – Digital imagery
Pupils will be able to understand what a picture story is, sequence one and plan their own. Children can use a camera effectively ensuring they can hold is steady and allow it to focus. They understand that they may need to move their body to get the correct shot and why it is important to check the images as you go along. Children will also consider lighting for a clearly picture and to create effects. 
Pupils can explain how picture can be changed after they have been taken and can identify ways to improve their own pictures. Children can crop, resize and add colour filters to images. 
Key concept/Skill:   
Creating Media – Effectively take pictures and edit them. 

Key questions: Can I create a picture story using photograph and editing?

Key vocabulary:
background 
blurred 
camera 
clear 
crop 
delete 
import 
internet 
keyword 
online 
photograph 
resize
device 
digital 
camera 
download 
drag and drop 
edit 
editing software 
filter 
image 
save as 
screen 
search engine sequence 
software 
storage 
space 
visual effects
	Programming 2 – Bee-Bot
Pupils can understand cause and effect through the use of a Bee-Bot – their pressing buttons causes the bots actions. They can discuss how a Bee-Bot works and demonstrate their understanding. Children can give clear instructions in sequence and program the bot to reach a destination. They can then identify and correct errors. 

Key concept/Skill:   
Programming – instructing a bot to move to reach a destination. 

Key questions: 
Can I effectively program a robot to reach a destination? 

Key vocabulary: 
algorithm 
Bee-Bot 
code 
debug 
demonstration 
explain 
explore 
instructions 
precise 
predict 
program 
review 
test 
tinker 
inputting
	Online Safety
Pupils can keep themselves safe while using digital technology. Pupils can understand that they need to keep safe when using digital technology. E.g. They should know to use filtered Safe Search   when looking for images on the web and that they should close the lid of a laptop (or similar action) if they find inappropriate images. Pupils can understand that information on the internet can be seen by others. 
Pupils can understand what to do if they see disturbing content online at home or at school.
 Pupils should know to close the laptop lid or turn the tablet over if they find content, such as inappropriate images, which might disturb them or other children. They should know to tell their teacher or their parents if this happens.

Pupils can show an awareness of how IT is used for communication beyond school. Pupils can mention some of the ways in which IT is used to communicate beyond school. E.g. They might know that some people use social media such as Facebook, email, video calls or online greetings to say happy birthday to their friends.
	

	Year 2
	Computing systems and networks – 
What is a computer?
Pupils can identify the different parts of a computer and their functions, understanding that keys buttons cause effects. They will understand that people control technology and it follows a set of given instructions. They can also predict outcomes from those instructions. Children can explain where computers are used, why they are useful (their job) and understand that computers work together. 

Key concept/Skill: 
To know how input and output works and how computers are used in the wider world.  

Key questions: 
Can I recognise the uses and features of information technology? 
Can I identify information technology in school?  
Can I identify information technology beyond school? 
Can I explain how information technology helps us? 
Can I recognise that technology follows a set of instructions? 
Can I predict how technology will respond to instruction?

Key vocabulary: 
buttons
computer
desktop
keyboard
laptop
mouse
screen (monitor)
device
input
output
robot
technology
digital recorder
role
scanner
system
till
video
	Programming 1 – Algorithms and debugging.
Pupils can decompose a game to predict the algorithm whilst understanding and explaining the terms decomposition and algorithm. Pupils can understand ‘abstraction’ and why it is important. 
They can then use this understanding to plan clear and precise algorithms. Pupils can perform a set of step-by-step instructions and understand how this links to algorithms and debugging. 

Key concept/Skill: Algorithms 

Key questions: 
Can I follow a series of instructions as a sequence? 
Can I explain what happens when we change the order of instructions? 
Can I use logical reasoning to predict the outcome of a program? 
Can I explain that programming projects have code? 
Can I design an algorithm? 
Can I create and debug a program that I have written? 

Key vocabulary: algorithm
decomposition
predict
algorithm
artificial intelligence
data
key features
abstraction
key features
unnecessary
bug
correct
debug
error

	Data Handling – International space station.
Pupils can identify what in their home is for essential human needs and locate these on the International Space Station. They can also understand how sensors keep astronauts safe. Children can record data on a spreadsheet. They can then locate column headings and retrieve data from identified rows. 

Key concept/Skill: Data handling. 

Key questions: 
Can I understand what is essential in our homes? 
Can I understand how sensors can be used to monitor data?
Can I record data on a spreadsheet?
Can I locate column headings?
Can I find and retrieve data from spreadsheet rows. 

Key vocabulary:
digital content
interactive map
International Space Station
satellite
space
survival
astronaut
data
input
monitor
sensor
temperature
thermometer
column
data
Goldilocks zone
row
spreadsheet
temperature

	Programming 2 – Using Scratch Jr 
Pupils can predict what a program will do from its algorithm. They can also independently explore the key features of the ScratchJr system. Children can then use programming blocks for a set purpose. They can also recognise a loop in programming. Pupils can sequence blocks appropriately to create an effective algorithm and explain what each block does. They can use an algorithm to write a computer program. 

Key concept/Skill: Programming 

Key questions:  
Can I explain that a sequence of commands has a start? 
Can I explain that a sequence of commands has an outcome? 
Can I create a program using a given design? Can I change the design? 
Can I create a program using my own design? Can I decide how my project can be improved? 

Key vocabulary: 
block
code
ScratchJr
animation
code
loop
repeat
algorithm
block
code
loop
sequence
program

	Online Safety
Pupils can keep themselves safe while using digital technology – including how to create a strong password. They can understand what is safe and unsafe to share online. Children can be respectful of others when sharing online. Pupils have strategies to check if something online is true. 
Pupils can understand what to do if they see disturbing content online at home or at school.
 Pupils should know to close the laptop lid or turn the tablet over if they find content, such as inappropriate images, which might disturb them or other children. They should know to tell their teacher or their parents if this happens.

Key vocabulary: 
accepting
consent
denying permission
fake
giving permission
offline
online
password
permission
personal information
pop-up
pressure
private information
real
reliable
sharing online
source
trusted adult

	

	Key Stage 2 
Pupils should be taught to: 
• design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts 
• use sequence, selection, and repetition in programs, work with variables and various forms of input and output 
• use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 
• understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the opportunities they offer for communication and collaboration 
• use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.
• select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information 
• use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact

	Year 3
	Computing Systems and Networks 1 – Networks 
Pupils can understand what a network is, its purpose and its key parts. They can understand the difference between wired and wireless connections. Pupils recognize that the internet is a network and the role of ‘the cloud’. Children can explain that routers connect to send data and that data is transferred across the internet. 

Key concept/Skill:
Connecting computers.

Key questions: 
Can I explain how digital devices function? 
Can I identify wired and wireless connections? 
Can I understand what the cloud is? 
Can I explain how a computer network can be used to share information? 
Can I explore how digital devices can be connected? 
Can I recognise the physical components of a network? 

Key vocabulary: 
component
network
network map
network switch
router
server
wi-fi
wired
wireless
wireless access points
file
the cloud
user
user request
website
packet data
route

	Computing Systems and Networks 3 – 
Journey inside a computer.
Pupils can identify inputs and outputs and recall the parts that make up a computer (laptop and tablet), explaining the purpose of some parts. Children can compare similarities and differences between different types of computers. 

Key concept/Skill:
Exploring hardware. 

Key questions: 
Can I explain how digital devices function? 
Can I identify input and output devices? 
Can I recognise how digital devices can change the way we work? 
Can I recognise the physical components of a network? 

Key vocabulary: 
computer
data
computer program
input
keyboard
monitor
mouse
output
CPU
GPU
output
RAM
ROM
components
disassemble
hard drive
	Creating Media – Video trailers – Option 2: Using iPads.
Pupils can use pictures or video to retell a story – changing frames in shots to create effects. Children can import pictures/videos into editing software and exploring the features of the software. They can recognise and implement transitions in their videos. They can also add text to video. 

Key concept/Skill:
Video and editing

Key questions: 
Can I explain that animation is a sequence of drawings or photographs? 
Can I tell a story through pictures/videos? 
Can I choose frames to create effect?
Can I explore and use editing software?

Key vocabulary: 
film
key events
storyboard
trailer
video
voiceover
application
edit
film editing software
graphics
recording
sound effects
time code
	Programming - Scratch
Pupils can recall what scratch is and explore the programming blocks. They can also make predictions about what blocks will do. Children can use decomposition to identify the blocks used in a project. They can explain which parts and how to alter to create a remix of the project/animation. Pupils can identify and solve problems in their remix using testing and debugging. They can explain changes made and reasoning. 

Key concept/Skill:
Programming and debugging. 

Key questions: 
Can I explore a new programming environment? 
Can I identify that commands have an outcome? 
Can I recognise that a sequence of commands can have an order? 
Can I change the appearance of my project? 
Can I create a project from a task description? 
Can I use debugging to fix problems?

Key vocabulary: 
coding
predict
program
sprite
tinker
animation
decomposition
forever block
loop
remixing
repeat block
debug
remixing
evaluate
	Online Safety
Pupils can understand the benefits of using social media to communicate and the risks associated. They know how to stay safe on social means and can recognise the different information shared online (including facts, beliefs and opinions). Children can identify reliable information when searching online and they understand the impact technology has on mood. 

Key vocabulary:
accurate
age restrictions
autocomplete
belief
charity
content
digital device
fact
fake news
hoax
internet
internet of things
opinion
online emotions
organisation
permission
privacy settings
reliable
search
search engine
share
smart devices
social media platforms

	

	Year 4
	Computing systems and networks – Working collaboratively. 
Pupils can share documents and work collaboratively online sensibly and responsibly. They can plan and create a survey using ‘Forms’ and understand when a survey would be useful. Children can export data to spreadsheets and manipulate it with conditional formatting. They can also complete calculations using formula formatting. 

Key questions: 
Can I describe the internet as a network of networks? 
Can I describe networked devices and how they connect? 
Can I describe how content can be added on shared documents? 
Can I explain why surveys are useful?
Can I effectively create a survey using ‘Forms’?
Can I manipulate data to show only relevant information and complete calculations? 

Key vocabulary: 
collaborate
document
online
teamwork
multiple choice
rating
share
survey
average
data
numerical data
spreadsheet

	Programming 1 – *NEW* Further coding with Scratch.
Pupils can recall how variables are used in Scratch and identify ‘if’ statements. They can also predict the outcome of a written code. Children can then create a game using variables to give players names, actions scores and track each player’s score. These variables will respond to the user’s input. Pupils can develop their game further through personalisation to make it more engaging and include ‘if/else’ blocks to check correct answers and allow automatic responses. 

Key questions:
Can I recall the functions of the scratch commands?
Can I build blocks to make my widget carry out commands?
Can I identify actions based on commands given?
Can I identify and correct errors in my code?
Can I use variables to create a simple game?
Can I personalize my game to make it more interesting?
Can I use ‘if/else’ functions to identify correct and incorrect answers?

Key vocabulary:
condition
decomposition
if statement
sprite
variable
ask block
if, then, else
join block
variable

	Data Handling – investigating weather.
Pupils can understand what the weather is and why weather data is important in forecasting, especially in cases of extreme weather. They can use key words to search the internet for weather data and record this in a spreadsheet. Children can write an algorithm for an automated machine which uses selection. 

Key questions: 
Can I explain that data can be used to forecast weather? 
Can I use a digital device to collect data automatically? 
Can I use key words to find relevant information online? 
Can I identify the data needed to answer questions? 
Can I collect data in a spreadsheet? 

Key vocabulary: 
accurate
condensation
degrees Celsius
evaporation
measurement
weather
climate zone
extreme weather
lightning
sensor data
tornado
heat sensor
satellite
temperature
weather forecast
wind speed
	Programming 2 - *NEW* computational thinking. 
Pupils can break tasks down into small manageable steps. They can identify patterns in problems and explain how they can help with solutions. Children can identify key information needed to solve a task whilst disregarding irrelevant details. They will understand ‘abstraction’ and its role in problem-solving. Pupils can create a clear and logical sequence of steps to design an algorithm to solve a task effectively and can justify their thinking. Children can reflect on their work and explain how computational thinking helped them solve problems. 


Key questions:  
Can I break tasks down into small steps? 
Can I identify key information whilst disregarding irrelevant details? 
Can I create an algorithm to solve a problem?
Can I identify and rectify errors in my algorithm?
Can I explain how computational thinking helped solve my problem?

Key vocabulary:
computational thinking
decomposition
pattern recognition
abstraction
relevant
algorithm
algorithm design
instructions
logical
sequence
unplugged
remixing

	Online Safety
Pupils can describe how to search for information safely online (including search engines, social media and images and video sites) and make judgements about the accuracy of information presented to them. Children can identify and recognise how companies advertise online including pop-ups and in-app purchases and think about ways to avoid them. They can explain the difference between facts, opinions and beliefs and make judgments about what they read. Children can identify how technology can be positive and negative and suggest strategies to help limit time spent online. 

Key vocabulary: 
accuracy
advertisement
reliable
search results
snippets
sponsored
trustworthy
ad
in-app purchases
influencer
recommendation
belief
fact
opinion
reliability
distraction
hashtag
screen time

	

	Year 5
	Computing systems and networks – Search engines
Pupils can explain what a search engine is and suggest keywords to effectively use them. They can understand that websites can be built by anyone and that not everything online is true whilst suggesting ways to check validity. Children can understand the acronym TASK. They can create a poster explaining their learning and understand how to credit people for media used. 

Key questions: 
Can I use key words to effectively use search engines? 
Can I explain ways to identify if information online is trustworthy? 
Can I create a poster showing learning whilst crediting media used from others?

Key vocabulary: 
data leak
data privacy
network
online
search engine
website
www
correct
deceive
fake news
inaccurate
real
keywords
TASK
copyright
credit
fair
inappropriate

	Data Handling – Mars Rover 1
Pupils can identify the type of data Mars Rover transmits to Earth and why. They can also explain the challenges of transmitting over such a distance. Children can read binary and identify it as a basic way computers communicate. Pupils can carry out binary addition and understand that computers use it to calculate data.

Key questions: 
Can I understand what binary code is?
Can I read binary up to eight characters?
Can I understand that binary is basic computer language?
Can I carry out binary additions?

Key vocabulary: 
binary code
data
data transmission
distance
Mars Rover
the Moon
planet
scientist
signal
8-bit binary
numerical data
radio signal
sequence

	Creating media – Stop motion studio.
Pupils can understand what animation and stop motion are and recognise what ‘onion skinning’ is. 
They can design a character and plan a story for an animation whilst decomposing their story into smaller parts. 
Children can follow their plans to create a short animation and make small changes to their object to make it smoother.  They understand the importance of keeping the camera still and making small movements. 

Key questions: 
Can I explain what animation is? 
Can I recognise what ‘onion-skinning’ is?
Can I design a character?
Can I plan and decompose a story?
Can I create a short animation using stop-motion? 

Key vocabulary: 
animation
flipbook
frame
moving image
still image
thaumatrope
zoetrope
onion skinning
stop motion
decompose
storyboard
	Programming B – *NEW* Music
Pupils can understand how music can change the mood of a visual scene. They can use basic sound blocks in Scratch and include a nested ‘loop’.
Children can decompose a program into its smaller parts and reuse them for other programs. They can then plan a soundtrack using sequencing. Pupils can find and correct errors in code. 

Key questions: 
Can I explain how music changes a scene?
Can I use music blocks in Scratch?
Can I decompose a program?
Can I reuse appropriate features in another program? 
Can I plan and sequence a soundtrack?
Can I use a nested loop in Scratch?
Can I identify errors in my code?
Can I rectify errors in code?

Key vocabulary: 
code
genre
loop
pitch
program
rhythm
soundtrack
tempo
adapt
decompose
remixing
input
nested loop
output
repeat


	Online Safety
Pupils can understand why it is important to keep passwords safe and recognise why apps need password access. They can explore and identify how apps require permission to access private information and how to change these permissions. Children can recognise the differences between online and offline bullying and identify ways to help victims of online bullying, including organisations who offer help. 
Pupils can identify advantages and disadvantages technology has on physical and mental health. They can research and find support when their health is affected by being online. 

Key vocabulary: 
app
application
in-app purchase
password
permission
personal information
strong password
bullying
online
organisation
real world
trusted adult
health
mental health
mindfulness
support
well-being

	

	Year 6
	E-Safety and Computing systems and networks –Communication 

Key concept/Skill: 
Use technology safely, respectfully and responsibly when learning about how to use the World Wide Web as a communication tool.

Know how to: Recognise acceptable and unacceptable behaviour online and understand how to report my concerns. Understand computer networks and the opportunities they offer for communication and collaboration. 

Key questions: 
Do I know who to talk to about concerns and inappropriate behaviour at home or in school and how to report these concerns? 
Can I use search technologies effectively and appreciate how results are selected and ranked? 
Can I evaluate digital content from various websites? 

Key vocabulary: respectful, safe, responsible, acceptable, unacceptable, reporting, search engines, ranking, networks, communication, collaboration
	Creating media – 
3D Modelling 
Key concept/Skill: 
Use a computer to produce a 3D model.

Know how to: 
Select, use and combine a variety of software on a range of digital devices to design and create a range of programs, systems and content that accomplish a given goal. 

Key questions: 
Can I learn to make accurate 3D models of physical objects? 
Can I examine the differences between working digitally with 2D and 3D graphics? Can I plan, develop and evaluate my own 3D model? 

Key vocabulary: 
media, 3D modelling, 3D spaces, graphics, plan, develop, evaluate.
	Creating media – 
Web page creation 
Key concept/Skill: 
To create a website for a chosen purpose. 

Know how to: 
Collect, analyse, evaluate and present data and information.

Key questions: 
Can I understand what makes a good web page and use this information to design and evaluate my own? Can I understand copyright and fair use of media? 
Can I create an aesthetically pleasing website with navigation paths? 

Key vocabulary: software, design, create, content, website, information, copyright, navigation.
	Data and information – Spreadsheets 
Key concept/Skill: 
To organise data in columns and rows to create my own data set within a spreadsheet.

Know how to: 
Format data to support calculations, apply formulas to a range of cells and to use spreadsheets to answer questions. 

Key questions: 
Can I use a spreadsheet to plan an event and answer questions? 
Can I create graphs and charts and evaluate their results? 
Can I use programs and systems to analyse, evaluate and present data and information?

Key vocabulary: 
Excel, spreadsheet, formula, cell, data, information, graph, chart.
	Programming A – Variables in games 
Key concept/Skill: 
To use variables to design and create my own game in Scratch.

Know how to: 
Design, write and debug programs that accomplish specific goals. 

Key questions: 
Can I use sequence, selection, and repetition in programs? Can I work with variables and various forms of input and output? 
Can I use logical reasoning to explain how some simple algorithms work and detect and correct errors in algorithms and programs? 

Key vocabulary: variables, design, create, debug, sequence, repetition, input, output, algorithms, Scratch.
	Programming B – Sensing 
Key concept/Skill: 
To make a micro:bit based step counter.

Know how to: 
Use sequence, selection and repetition to design, write and debug programs that accomplish specific goals. 

Key questions: 
Can I work with variables and various forms of input and output? 
Can I use logical reasoning to explain how some simple algorithms work and detect and correct errors in algorithms and programs? 
Can I control and simulate a physical system? 

Key vocabulary: micro:bit, sequence, selection, repetition, variables, input, output, algorithms.










Computing Curriculum – 3 I’s

Intent
It is our intention to enable children to find, explore, analyse, exchange and present information. We also focus on developing the skills necessary for children to be able to use information in a discriminating and effective way. 
We want children to know more, remember more and understand more in computing so that they leave primary school computer literate. 
Computing skills are a major factor in enabling children to be confident, creative and independent learners and it is our intention that children have every opportunity available to allow them to achieve this.
We intend to build a computing curriculum that develops pupil’s learning and results in the acquisition of knowledge of the world around them that ensures all pupils can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems.
We intend to build a computing curriculum that prepares pupils to live safely in an increasingly digital British society where pupils can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems.


Implementation – 
· A clear and effective, bespoke cross curricular scheme of work that provides coverage in line with the National Curriculum. Teaching and learning should facilitate progression across all key stages within the strands of digital literacy, information technology and computer science.
· Access to resources which aid in the acquisition of skills and knowledge.
· Children will have access to the hardware (computers, tablets, programmable equipment) and software that they need to develop knowledge and skills of digital systems and their applications.
· A clear and effective scheme of work that provides coverage in line with the National Curriculum.
· Teaching and learning should facilitate progression across all key stages within the strands of digital literacy, information technology and computer science. Children will have the opportunity to explore and respond to key issues such as digital communication, cyber-bullying, online safety, security, plagiarism and social media.
· Wider Curriculum links and opportunities for the safe use of digital systems are considered in wider curriculum planning.
· The importance of online safety is shown through displays within the learning environment and computer suite.
· Parents are informed when issues relating to online safety arise and further information/support is provided if required.
· As well as opportunities underpinned within the scheme of work, children will also spend time further exploring the key issues associated with online safety.


Impact – 

· Children will be confident users of technology, able to use it to accomplish a wide variety of goals, both at home and in school.
· Children will have a secure and comprehensive knowledge of the implications of technology and digital systems. This is important in a society where technologies and trends are rapidly evolving.
· Children will be able to apply the British values of democracy, tolerance, mutual respect, rule of law and liberty when using digital systems.
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