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Computing 

	
	Lyppard Lock-ins represent the key disciplinary knowledge and substantive skills which we target for retrieval and assessment purposes. They are drawn from the full progression documents provided in Teach Computing. In addition to the lock-ins, all pupils are also working on the three main strands of computing; information technology (IT), digital literacy and computer science which also build progressively.

	
	EYFS
	Although computing is no longer explicitly included in the EYFS statutory framework, children still develop essential early technology skills that lay the foundation for later learning in Key Stage 1.
Key Experiences
· Programming and control: Children explore simple programmable toys such as Bee-Bots, developing early computational thinking, sequencing, and directional language.
· Digital creativity: Children use digital painting tools on computers or tablets to create artwork, experimenting with colour, shapes, and brush tools.
· Interactive learning: Whole-class games on interactive whiteboards support early literacy (phonics) and numeracy (maths) skills, encouraging turn-taking, collaboration, and problem-solving.
Key Skills Developed
· Understanding that instructions cause predictable outcomes (through Bee-Bots).
· Basic mouse, keyboard, and touchscreen control for digital media creation.
· Recognising patterns, making choices, and solving simple problems in a digital context.
· Developing collaboration and communication skills through shared digital activities.
These early experiences provide a strong foundation for Year 1 computing, where children begin to formalise understanding of technology, digital media, algorithms, and data.

	
	Year 1
[image: ]
	Unit 1 – Computing systems and networks - Technology around us 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know?
· Technology is something made by people to help us.
· Technology can be used at school and at home for different purposes.
· Computers and devices have different parts (e.g., mouse, keyboard, screen).
· Computers follow instructions and help us complete tasks.

	Unit 2 – Digital Painting 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Digital tools can be used to create artwork.
· Different digital tools produce different effects (brushes, fill tool etc.).
· Digital art can be edited or undone easily.
· Digital art can look different from traditional art.

	Unit 3 – Programming A – Moving a robot

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· An algorithm is a set of instructions.
· Robots and computers follow instructions exactly.
· Commands can be combined to make a sequence.
· Programs need to be tested and improved (debugging).

	Unit 4 – Data and information - Grouping data

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Data is information that can be collected and organised.
· Labels help us sort and group data.
· Computers group data to help us find things quickly.
· Files can be opened and saved on a computer.

	Unit 5- Creating Media, Digital Writing 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Text can be created and changed using a computer.
· The keyboard inputs letters, numbers and spaces.
· Formatting (size, colour, style) changes how text looks.
· Digital writing can be edited more easily than handwritten text.

	Unit 6 – Programming B – Introduction to animation 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Sprites are characters that can be programmed.
· Algorithms and sequences control events on screen.
· Programming blocks create animations and movement.
· Programs can be changed to create new outcomes.


	
	
	Unit 1 – Computing systems and networks - Technology around us 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Identify and sort examples of technology and non-technology.
· Explain how technology helps us.
·  Use basic computer parts correctly (mouse, keyboard, trackpad).
·  Begin to open, use and close simple applications
	Unit 2 – Digital Painting 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Use a paint app (e.g., Paintz / Microsoft Paint) to create images.
· Select and change brush types, colours and tools.
· Create artwork inspired by real artists.
· Save and open their digital paintings.

	Unit 3 – Programming A – Moving a robot
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Give simple, clear instructions to control a Bee-Bot/ Blue-bot
· Create and follow algorithms to move around a map.
· Predict what a sequence of commands will do.
· Spot and fix mistakes in a sequence.

	Unit 4 – Data and information - Grouping data

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Label and sort pictures or objects into groups.
· Explain how groups are similar or different.
· Use simple search or sort functions.
· Open and save files in pupil shared areas.

	Unit 5- Creating Media, Digital Writing 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Use the keyboard to type letters, words and sentences.
· Change text appearance (size, bold, colour).
· Use backspace/delete to correct writing.
· Compare typing with handwriting.

	Unit 6 – Programming B – Introduction to animation 
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Add and change sprites and backgrounds in Scratch Jr.
· Use blocks to make a sprite move or animate.
· Build simple sequences of instructions.
· Modify and create their own short animations.
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AI-generated content may be incorrect.]          Key Vocabulary:
· technology
· computer
· device
· mouse
· [image: Gold Chain Clip Art at Clker.com ...]keyboard
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AI-generated content may be incorrect.]          Key Vocabulary:
· paint tool
· brush 
· fill
· undo
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AI-generated content may be incorrect.]          Key Vocabulary:
· algorithm
· command
· sequence
· program
· debug
[image: Gold Chain Clip Art at Clker.com ...]
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AI-generated content may be incorrect.]          Key Vocabulary:
· data
· label
· group
· sort
· file
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AI-generated content may be incorrect.]          Key Vocabulary:
· type
· text
· formatting
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AI-generated content may be incorrect.]          Key Vocabulary:
· sprite
· block
· sequence
· algorithm 


	
	
	

Linked learning: 
Experience with digital devices from EYFS
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Linked learning:
· EYFS digital painting skills and us of touch screen/ mouse etc.
	

Linked learning: 
Moving a robot in EYFS – bee-bots
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Linked learning: 
Builds on simple sorting and classifying games from EYFS
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Linked learning: 
Extends early keyboard and mouse skills from EYFS digital mark making 
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Linked learning: 
Y1 Unit 2 – digital painting 
Y1 Unit 3 – Sequencing commands and creating simple animations.

	
	Year 2
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	Unit 1 – Computing systems and networks – IT around us 
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AI-generated content may be incorrect.]           What do we want children to know?
· IT includes computers and digital devices.
· IT is used in everyday life (school, home, community).
· IT can help people work more efficiently.
· We must use IT safely and respectfully.

	Unit 2 – Creating Media – Digital Photography

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Different devices can capture photos.
· Light and focus affect image quality.
· Digital photos can be changed or improved.
· Some images online are edited and may not be real.

	Unit 3 – Programming A - Robot Algorithms 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Algorithms are sets of instructions.
· The order of steps (sequence) matters.
· Logical reasoning helps predict what will happen.
· Debugging fixes mistakes in instructions or code.

	Unit 4 – Data and Information - Pictograms
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AI-generated content may be incorrect.]          What do we want children to know?
· Data is information we can collect.
· Attributes help us sort items.
· Tally charts help us count and record.
· Data can be presented clearly as pictograms or block charts.

	Unit 5 – Creating Media – Making Music

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Music is made of patterns, pitch, tempo and rhythm.
· Computers can create repeating musical patterns.
· Digital music can sound different to live music.

	Unit 6 – Programming B – Introduction to Quizzes

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?   

· Sequences of blocks control on-screen actions.
· Sprites can move, speak or react.
· Programs can include questions and responses.


	
	
	Unit 1 – Computing systems and networks – IT around us 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Identify examples of IT in familiar places.
· Explain what different devices are used for.
· Use IT safely, following simple rules.

	Unit 2 – Creating Media – Digital Photography

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Capture clear photos with tablets or cameras.
· Experiment with composition and angles.
· Edit images using crop, rotate and colour tools.
· Compare original and edited images to spot changes.

	Unit 3 – Programming A - Robot Algorithms 
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Write simple algorithms for a Bee-Bot/ blue bots.
· Predict what a sequence will do before testing.
· Enter commands accurately.
· Debug when something goes wrong.

	Unit 4 – Data and Information - Pictograms
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Collect data using tally charts.
· Group items by attributes.
· Create pictograms using software.
· Answer questions about what the data shows.

	Unit 5 – Creating Media – Making Music
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Explore pitch and rhythm using Chrome Music Lab.
· Create simple melodic or rhythmic patterns.
· Experiment with tempo and digital instruments.
· Compose and record a short music sequence.

	Unit 6 – Programming B – Introduction to Quizzes
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Build sequences using Scratch Jr blocks.
· Add sprites and design backgrounds.
· Create a simple interactive quiz question.
· Test and adapt their quiz to improve it.
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AI-generated content may be incorrect.]          Key Vocabulary:
· [image: Gold Chain Clip Art at Clker.com ...]Information technology 
· device
· purpose
· responsible 
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· capture
· edit
· crop
· image
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AI-generated content may be incorrect.]          Key Vocabulary:
· algorithum
· sequence
· predict
· debug
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AI-generated content may be incorrect.]          Key Vocabulary:
· data
· attribute
· tally
· pictogram
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AI-generated content may be incorrect.]          Key Vocabulary:
· pitch
· rhythm
· tempo
· pattern
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AI-generated content may be incorrect.]          Key Vocabulary:
· sprite
· block
· sequence
· quiz
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Linked learning: 
· Y1 Unit 1 – devices safetly and correclty 
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Linked learning:
Y1 unit 2 – digtial painting 
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Linked learning: 
Year 1 Unit 3 – Moving a robot/ early programming
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Linked learning: 
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Linked learning: 
Y1 Unit 2 – us e of digital creation tools
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Linked learning: 
Y1 Unit 6 – introduction to animation and sequencing commands
Y2 Unit 3 – robot algorithms and using sequences 

	
	Year 3
[image: ]
	Unit 1 – Computing Systems and Networks – Connecting Computers

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know?
· Digital devices use inputs, processes and outputs.
· Computers connect to form networks that share information.
· Network hardware includes switches, servers and wireless access points.
· Networks help users share files and communicate efficiently.


	Unit 2 – Creating Media 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Stop-frame animation uses a sequence of still photos.
· Small changes between frames create movement.
· Storyboards help plan an animation.
· Sound and text can enhance meaning.

	Unit 3 – Programming A – Sequence in music 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?


· A sequence is an ordered list of instructions.
· Scratch uses blocks for motion, sound and events.
· Events can start a sequence of actions.
· Sequences can represent patterns, including musical ones.

	Unit 4 – Date and Information – Branching databases

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?

· Data can be sorted using attributes.
· Yes/no questions create branches in a database.
· The order of questions affects the results.
· Databases can be tested and improved.

	Unit 5 – Creating Media – Desktop Publishing 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Desktop publishing arranges text and images for a purpose.
· Formatting choices affect presentation and readability.
· Templates and placeholders support structured design.
· Orientation changes layout options.

	Unit 6 – Programming B 
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AI-generated content may be incorrect.]          What do we want children to know?

· Events trigger actions in programs.
· Actions occur in a sequence after an event.
· Sprites can be programmed to move or respond.
· Maze navigation emphasises accuracy in sequences.


	
	
	Unit 1 - Computing Systems and Networks – Connecting Computers

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Identify inputs, processes and outputs in everyday technology.
· Recognise network devices in school (e.g., wireless points).
· Discuss how information travels through a network.

	Unit 2 – Creating Media 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Capture and arrange frames to make movement.
· Refine timing and order to improve animation.
· Add sound, music or titles using editing tools.

	Unit 3 - Programming A – Sequence in music 


[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?

· Use event blocks to trigger sequences.
· Combine sound and motion blocks.
· Create musical patterns or playable instruments.
· Build a simple digital piano in Scratch.


	Unit 4 - Date and Information – Branching databases

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?

· Identify useful attributes to sort items.
· Write yes/no questions for branching databases.
· Build a branching database using software.
· Test and refine the structure.

	Unit 5 – Creating Media – Desktop Publishing

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?

· Improve layout and formatting of given documents.
· Select suitable fonts, colours and images.
· Use templates and placeholders effectively.
· Design a magazine-style front cover.

	Unit 6 – Programming B 
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AI-generated content may be incorrect.]           What do we want children to know how to do?
· Use event blocks to trigger movement.
· Move sprites in four directions.
· Build and test a maze-based program.
· Create their own maze game using events and sequences.
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AI-generated content may be incorrect.]          Key Vocabulary:
· input
· Output
· Process
· network
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· frame
· sequence
· animate
· [image: Gold Chain Clip Art at Clker.com ...]storyboard
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· sequence
· event
· block
· sound
[image: Gold Chain Clip Art at Clker.com ...]
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AI-generated content may be incorrect.]          Key Vocabulary:
· attribute 
· question
· branch
· database
[image: Gold Chain Clip Art at Clker.com ...]
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AI-generated content may be incorrect.]          Key Vocabulary:
· template
· layout
· font
· orientation
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AI-generated content may be incorrect.]          Key Vocabulary:
· event
· action
· sprite
· direction
[image: Gold Chain Clip Art at Clker.com ...]
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Linked learning: 
Y1 Unit 1 - Technology around us
Y2 Unit 1 – IT around us

	

Linked learning:
Y1 Unit 2  - digital painting
Y2 Unit 5 – sequecning in media 
Y2 Unit 6  - Scratch sequecnes and animation concepts 
	

Linked learning: 
Y1 Unit 6 – introduction to animation and sequences
Y2 Unit 3 – Robot algorithms and sequences
	

Linked learning: 
Y1 Unit 4 – Grouping data
Y2 Unit 4 – Pictograms 
	[image: Gold Chain Clip Art at Clker.com ...]

Linked learning: 
Y1 Unit 5 – Digital writing 
Y2 Unit 5 – digital media creation 
	

Linked learning: 
Y1 Unit 6 – animation and sprites
Y2 Unit 6 – quizzes and sequences 
Y3 Unit 3 – Sequences in music/ using scratch 

	
	Year 4
[image: ]

	Unit 1 – Computing Systems and Networks – The Internet

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know?
· The internet is a network of networks that connects devices globally.
· The World Wide Web is a collection of web pages that can be accessed using browsers.
· Online information varies in accuracy, honesty and reliability.
· Some online content is owned by someone, and copyright applies.
· False information can have consequences.


	Unit 2 – Creating Media – Audio Production

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?

· Digital audio requires input and output devices (e.g., microphones, speakers).
· Audio can be captured, edited and combined.
· Digital audio has ownership and copyright rules.
· Podcasts require planning, recording and editing.

	Unit 3 – Programming A – Repetition in Shapes 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Repetition simplifies instructions in programming.
· Logo uses commands and procedures to draw shapes.
· Loops repeat sets of commands efficiently.
· Programs improve through testing and modifying.

	Unit 4 – Data and information – Data Logging

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Data can be collected automatically over time.
· Sensors detect changes in the environment (e.g., sound, light).
· Computers store and present data in charts or tables.
· Data helps identify patterns and trends.

	Unit 5 – Creating Media – Phot Editing

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Digital images can be changed, edited and enhanced.
· Editing choices affect how an image is perceived.
· Edited images can mislead or change meaning.
· Saving formats affect quality and reuse.

	Unit 6 – Programming B – Repetition in games

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Repetition can be count-controlled or infinite.
· Loops allow repeated actions in games and animations.
· Repetition improves efficiency in larger programs.
· Games combine events, loops and sequences.


	
	
	Unit 1

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Explain how the internet links networks together.
· Identify who owns online content and whether they can copy or reuse it.
· Evaluate websites for reliability and accuracy.


	Unit 2

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Record spoken audio and sound effects.
· Edit audio tracks by trimming, layering or adjusting volume.
· Export audio to create a simple podcast.

	Unit 3 – Programming A – Repetition in Shapes 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Use Logo commands to draw lines, shapes and patterns.
· Create loops to repeat commands.
· Debug and refine their programs to improve shapes.

	Unit 4 – Data and information – Data Logging

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Use sensors to collect environmental data.
· View and interpret logged data over time.
· Compare datasets and describe what has changed.

	Unit 5 – Creating Media – Phot Editing

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Crop, adjust colour, rotate and edit digital photos.
· Combine images or use effects to alter appearance.
· Evaluate whether their edits improved the image.

	Unit 6 – Programming B – Repetition in games

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Use loops in Scratch to repeat actions.
· Modify existing games to include repetition.
· Design and create a simple game using loops.
· Debug and refine their game behaviour.
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AI-generated content may be incorrect.]          Key Vocabulary:
· internet
· website
· content
· reliable
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· speaker 
· record
· [image: Gold Chain Clip Art at Clker.com ...]copyright
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AI-generated content may be incorrect.]          Key Vocabulary:
· command
· repeat
· loop
· [image: Gold Chain Clip Art at Clker.com ...]pattern
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AI-generated content may be incorrect.]          Key Vocabulary:
· sensor
· monitor
· data
· [image: Gold Chain Clip Art at Clker.com ...]analyse
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AI-generated content may be incorrect.]          Key Vocabulary:
· edit
· adjust
· effect
[image: Gold Chain Clip Art at Clker.com ...]
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AI-generated content may be incorrect.]          Key Vocabulary:
· repeat
· loop
· action
[image: Gold Chain Clip Art at Clker.com ...]
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Linked learning: 
Y2 Unit 1 – IT around us 
Y3 Unit 1 – connecting computers and networkds

	

Linked learning:
Y2 Unit 5 – music making
Y3 Unit 2 – Stop-frame annimation/ multimedia creation 
	

Linked learning: 
Y2 Unit 3 – Robot algorithms and sequencing 
Y3 Unit 3 – Sequence in music/ scratch blocks 
	

Linked learning: 
Y2 Unit 4 – Pictograms
Y3 Unit 4 – Branching databases  
	

Linked learning: 
Y1 Unit 2 – digital painting
Y2 Unit 2 – digital photography 
Y3 Unit 5 – desktop publishing
	

Linked learning: 
Y2 Unit 6 – quizzes and sequences 
Y3 Unit 6 – Events and actions/ scratch 
Y4 Unit 3 – repetition in shapes

	
	Year 5
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	Unit 1 – Computing Systems and Networks – systems and searching

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know?
· Information is transferred between devices using inputs, processes and outputs.
· Systems can be physical or digital and have multiple components.
· Search engines select and rank results based on algorithms.
· Search results can be influenced by relevance, popularity, and bias.

	Unit 2 – Creating Media – Video production

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?

· Video production involves capturing, editing and sequencing clips.
· Adding audio, transitions and effects improves the final product.
· Working collaboratively develops planning and creative skills.
· Reflection and assessment help improve future productions.

	Unit 3 – Programming A – Selection in Physical computing

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?

· Selection allows programs to choose actions based on conditions.
· Physical computing uses microcontrollers and components to interact with the real world.
· Inputs (sensors) and outputs (motors, lights) work together to create effects.
· Programs are tested and refined to ensure correct behaviour.

	Unit 4 – Data and Information – Flat-file databases

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Flat-file databases store information as records in tables.
· Fields hold specific data within each record.
· Databases can be searched, sorted and filtered to answer questions.
· Graphs and charts help visualise and solve problems with data.

	Unit 5 – Creating Media – Vector graphics

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Vector images are made of lines, shapes and paths rather than pixels.
· Vector graphics can be scaled without losing quality.
· Tools like shapes, curves and fills are used to construct images.
· Vector images are different from raster/bitmap images.

	Unit 6 – Programming B – Selection in quizzes

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
· Conditions allow programs to choose different outcomes.
· The ‘if…then…else…’ structure enables selection based on true/false conditions.
· Selection is a key programming concept for interactivity.
· Programs can be tested and refined to improve behaviour.


	
	
	Unit 1 – Computing Systems and Networks – systems and searching

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Identify input, process and output in real-world systems.
· Compare how different search engines display results.
· Evaluate search results for usefulness and reliability.

	Unit 2 – Creating Media – Video production

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Plan, film and edit short videos individually or in groups.
· Add titles, audio and effects to enhance their video.
· Review and evaluate their own and peers’ videos.

	Unit 3 – Programming A – Selection in Physical computing

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Design a physical computing system
· Program using selection statements to control outputs.
· Test and debug the system to achieve the intended effect.

	Unit 4 – Data and Information – Flat-file databases

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Create and edit a flat-file database using software.
· Search, sort and filter data to answer questions.
· Produce graphs and charts from database data.

	Unit 5 – Creating Media – Vector graphics

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
Create vector drawings using appropriate software.

Use lines, shapes and colours to represent ideas visually.

Modify and refine vector drawings for clarity and style.
	Unit 6 – Programming B – Selection in quizzes

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?

Use selection statements in Scratch to control quiz outcomes.
 Program questions and answers with multiple paths.
Test and debug programs to ensure correct responses.
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AI-generated content may be incorrect.]          Key Vocabulary:
· system 
· input
· process
· [image: Gold Chain Clip Art at Clker.com ...]search
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· capture
· edit
· sequence
· [image: Gold Chain Clip Art at Clker.com ...]clip
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
selection 
condition
sensor
[image: Gold Chain Clip Art at Clker.com ...]output
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AI-generated content may be incorrect.]          Key Vocabulary:
record
field 
database
[image: Gold Chain Clip Art at Clker.com ...]
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AI-generated content may be incorrect.]          Key Vocabulary:
vector
shape
line
curve
[image: Gold Chain Clip Art at Clker.com ...]
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AI-generated content may be incorrect.]          Key Vocabulary:
selection 
condition 
true
false

	
	
	

Linked learning: 
Y3 Unit 1 – connecting computers
Y4 Unit 1 – the internet/ networks 
	

Linked learning:
Y3 Unit 2 – stop-frame animation 
Y4 Unit 2 – audio production 
	

Linked learning: 
Y2 Unit 6 – quizzes and conditions 
Y3 unit 6 – events and actions 
Y4 unit 6 – repetition in games/ scratch 
	

Linked learning: 
Y2 Unit 4 – pictograms 
Y3 Unit 4 – branching databases
Y4 unit 4 – data logging
	

Linked learning: 
Y1 Unit 2 – digital painting 
Y2 Unit 2 – Digital photography and media
Y3 unit 5 – desktop publishing 
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Linked learning: 
Y3 unit 6 – events and actions
Y4 unit 6 – repletion in games/ scratch 
Y5 unit 3 – selection in physical computing 

	
	Year 6
[image: ]
	Unit 1 – Computing Systems and Networks – Communication and Collaboration 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know?
Data is sent over the internet in packets.
Online collaboration allows multiple users to work on shared projects.
Communication tools have advantages and limitations.
Choosing appropriate communication methods affects clarity and efficiency.

	Unit 2 – Creating Meida – Web Page Creation 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
A good web page uses clear design, navigation and aesthetics.
Copyright and fair use rules affect what media can be included.
Web pages can include text, images, links and multimedia.

	Unit 3 – Programming A – Variables in games

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
Variables store values that can change during a program.
Variables can represent real-world examples, such as scores or counters.
Variables allow programs to be dynamic and responsive.

	Unit 4 – Date and Information – Introduction to Spreadsheets

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
Data can be organised into rows and columns.
Formatting improves readability and supports calculations.
Formulas automate calculations and analyse data.
Charts visualise patterns and trends from data.

	Unit 5 – Creating Media – 3D Modelling

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
3D models exist in virtual 3D space with width, height and depth.
Objects can be moved, resized, duplicated and combined.
Placeholders allow creation of hollow or complex models.

	Unit 6 – Programming B – Sensor Movement 

[image: A yellow key with black outline

AI-generated content may be incorrect.]          What do we want children to know?
Programming constructs include sequence, repetition, selection and variables.
Sensors can detect real-world movement and input into programs.
Microcontrollers can execute programs using sensor data.


	
	
	Unit 1 – Computing Systems and Networks – Communication and Collaboration 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Describe how data is transferred online.
· Complete and share collaborative projects using online tools.
· Evaluate different communication methods for effectiveness.

	Unit 2 – Creating Meida – Web Page Creation 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Design a web page with attention to layout and navigation.
· Add and edit content while following copyright rules.
· Evaluate the effectiveness of their own and others’ web pages.

	Unit 3 – Programming A – Variables in games

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Create and modify variables in Scratch games.
· Build a simple scoreboard using variables.
· Use the ‘Use-Modify-Create’ approach to make their own variable-based project.

	Unit 4 – Date and Information – Introduction to Spreadsheets

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Enter and format data in a spreadsheet.
· Use formulas to calculate totals or averages.
· Create charts and interpret the results to answer questions.

	Unit 5 – Creating Media – 3D Modelling

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Create 3D models using appropriate software.
· Manipulate objects to construct accurate designs.
· Combine objects to produce complex structures.

	Unit 6 – Programming B – Sensor Movement 

[image: A yellow key with black outline

AI-generated content may be incorrect.]           What do we want children to know how to do?
· Design a program that uses sequence, loops, selection and variables.
· Test the program on a computer and then on a Micro:bit.
· Create a step counter or similar sensor-based project.
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AI-generated content may be incorrect.]          Key Vocabulary:
· packet
· network
· collaborate 
· [image: Gold Chain Clip Art at Clker.com ...]communicate
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· web
· copyright
· layout
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
variable 
value
score
[image: Gold Chain Clip Art at Clker.com ...]modify
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AI-generated content may be incorrect.]          Key Vocabulary:
· spreadsheet
· cell
· formula
· [image: Gold Chain Clip Art at Clker.com ...]chart
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
· object
· resize
· [image: Gold Chain Clip Art at Clker.com ...]combine
	[image: A yellow key with black outline

AI-generated content may be incorrect.]          Key Vocabulary:
sensor 
sequence 
loop 
variable 
[image: Gold Chain Clip Art at Clker.com ...]

	
	
	

Linked learning: 
Y3 Unit 1 – connecting computers
Y4 Unit 1 – internet and networks
Y5 unit 1 – systems and searching 
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Linked learning:
Y3 unit 5 – desktop publishing 
Y4 unit 5 – photo editing 
Y5 unti 5 – vector graphics and layouts
	

Linked learning: 
Y3 unit 3 – sequence in music 
Y4 unit 6 – repetition in games/ scratch 
Y5 unit 3 – selection in physical computing 
Y5  unit 6 – selection in quizzes
	

Linked learning: 
Y3 unit 4 – branching databases
Y4 Unit 4 – data logging 
Y5 unit 4 – flat-file databases
	

Linked learning: 
Y3 unit 5 – desktop publishing 
Y4 unit 5 – phot editing and media manipulation 
Y5 unit 5 – vector graphics
	

Linked learning: 
Y3 unit 6 – events and actions/ scratch 
Y4 unit 6 – repetition in games
Y5 – unit 3 – selection in physical computing 
Y5 unit 6 – selection in quizzes
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