[image: A logo with a flower

Description automatically generated]



[image: ]Rosecroft Primary School - Computing Curriculum: EYFS – Year 6 (2025 / 2026)

Rosecroft Primary School’s computing curriculum, aligned with the National Curriculum and the Teach Computing framework, is designed to provide a rich and engaging learning experience that equips students with the knowledge, skills, and attitudes needed to become proficient users and creators of technology.
Our intent is to deliver a curriculum that inspires curiosity, fosters creativity, and develops critical thinking in computing. We aim to empower students to understand the fundamental principles of computing while nurturing their confidence to explore and innovate in a rapidly evolving digital landscape.
Our curriculum encompasses three strands: computer science, digital literacy, and information technology. Through a blend of theoretical understanding and practical application, students will explore concepts such as programming, data representation, algorithms, physical computing, creating media and online safety.
We are committed to providing inclusive and accessible learning opportunities for all students by recognising and offering adapted teaching to overcome any barriers that to success in computing. 
Furthermore, we recognise the importance of nurturing responsible digital citizens. Our curriculum includes explicit teaching on online safety, digital ethics, and responsible use of technology, empowering students to make informed choices and navigate the digital world with confidence and integrity. Children will be able to apply the British values of democracy, tolerance, mutual respect, rule of law and liberty when using digital systems.
Through our computing curriculum, we aim to ignite a passion for technology, equip students with essential digital skills for the future, and lay the foundation for lifelong learning and success in an increasingly digital society.





	EYFS Statutory Framework Computing Related Objectives

	Although the technology strand has been removed from the EYFS curriculum, there are lots of other assessment opportunities that arise from delivering a well-planned Computing scheme. Computer science in EYFS is largely cross-curricular with strong links to communication and language, mathematics, physical development and the characteristics of effective learning in particular. This cross curricular coverage across EYFS is shown below: 

Personal, Social and Emotional Development
· Know and talk about the different factors that support their overall health and wellbeing: -sensible amounts of ‘screen time’. 
Physical Development
· Develop their small motor skills so that they can use a range of tools competently, safely and confidently. 
ELG Personal, Social and Emotional Development Managing Self
· Be confident to try new activities and show independence, resilience and perseverance in the face of challenge.
· Explain the reasons for rules, know right from wrong and try to behave accordingly. 
Expressive Arts and Design Creating with Materials 
· Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.


	










National Curriculum aims:
The national curriculum for computing aims to ensure that 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
· can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems
· are responsible, competent, confident and creative users of information and communication technology.
· [image: ]

	YEAR   1
Key Stage 1 National Curriculum Objectives

	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
Key content knowledge.
What knowledge children will have at the end of each unit- these will also be used for assessment

	Autumn Term 1
	Spring Term 1 
	Summer Term 1

	Unit: Computing Systems and Networks  - Technology Around Us

Core knowledge:

1. To understand that technology is something that helps us.
2. To name the parts of a computer.
3. To use a mouse to start a program.
4. To identify rules to stay healthy and safe when using
technology.

Online safety unit & key knowledge: Owning Your Creative Work.
1. To understand that your own your work.
2. To know how to name and date digital work.
3. To be able to save a file.

	Unit: Programming A – Moving a Robot

Core knowledge: 

1. To understand that buttons give a command to a program.
2. To create an algorithm through a series of inputs.
3. To predict the outcome of an algorithm.
4. To record and test an algorithm.

Online safety unit & key knowledge: Staying SMART online.
1. To say what SMART stands for.
2. To know what to do if something online upsets us.
3. To use technology safely and respectfully.
	Unit: Creating Media Through Digital Writing

Core knowledge:

1. To open a word processor.
2. To type words using the keyboard and space key
3. To double click to select a word.
4. To compare digital writing with writing on paper.


Online safety unit & key knowledge: What is email?

1. To understand why email is used for communicating.
2. To know how to use email safely.
3. To say what to do if you receive an email that upsets you.

	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Program, technology, keyboard, mouse.

Ownership
	Algorithm, input, program, instructions.

SMART
	Word processor, text, typing, cursor, highlight.

Email, communication, sender.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	Look at and interact with different types of computers available within the school.

Tour the school and view the technology all around us.

	To present algorithms to other children through group work.




	To create digital work at home and email it to the school (set as homework).



	Autumn Term 2
	Spring Term 2
	Summer Term 2

	Unit: Creating Media Through Digital Painting

Core knowledge:

1. To use different tools for different effects.
2. To use the square and line tools.
3. To understand that different tools should be used for specific purposes.
4. To develop control of a cursor using a mouse or touchpad.

Online safety unit & key knowledge: Safe Image Searching

1. To safely search for images online.
2. To open a web browser.
3. To find and select safe search filters.
	Unit: Data and Information – Grouping Data

Core knowledge:

1. To sort objects into different groups.
2. To label groups effectively.
3. To answer questions by creating groups based on an object’s properties.
4. To compare groups of objects.

Online safety unit & key knowledge: My Personal Information

1. To know what personal information is.
2. To understand what information should stay private.
3. To know what to do if someone requests my personal information.

	Unit: Programming B – Introduction to Animation

Core knowledge:

1. To select sprites and backgrounds.
2. To start an algorithm with different blocks.
3. To create an algorithm and predict the outcome.
4. To create a program based on a design and compare the outcome to the design.


Online safety unit & key knowledge: Keeping Zibb Safe Online.

1. To recognise potential dangers online.
2. To decide what to do in different situations.
3. To guide others to make safe decisions online.


	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Cursor, Tool, Digital Painting.

Browser, search, safe search.


	Properties, groups, information, data.

Personal information, privacy, online.
	Sprite, program, algorithm, debug.

Online, digital, SMART

	Enrichment Opportunities
Trips / visitors/ WOW moments

	Have a gallery of digital work for children to show what they have created.

Use digital devices as part of art lessons.

	To recall learning when sorting in other subjects, such as Science.


	Online safety assembly.

Create online safety posters to display in classroom and corridors.








	
YEAR   2
Key Stage 1 National Curriculum Objectives

	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 2
Key content knowledge.
What knowledge children will have at the end of each unit- these will also be used for assessment

	Autumn Term 1
	Spring Term 1
	Summer Term 1

	Unit: Computing Systems and Networks  - IT around us.

Core knowledge:

1. To identify examples of computers around us.
2. To understand how information technology is used at home.
3. To list different uses of information technology.
4. To recognise how to use information technology responsibly.

Online safety unit & key knowledge: Digital Footprints

1. To know what a ‘digital footprint’ is.
2. To understand how my information online can be used. 





	Unit: Programming A – Robot Algorithms

Core knowledge:

1. To follow a sequence of instructions.
2.  To create and algorithm and predict the outcome.
3. To tackle a longer algorithm in parts as needed.
4. To test and debug a program.

Online safety unit & key knowledge: You be the Judge

1. To identify potential dangers online.
2. To identify suitable websites for my age.
3. To know what to do if a website makes me uncomfortable.


	Unit: Creating Media Through Making Music

Core knowledge:

1. To create a rhythm digitally.
2. To use a program to experiment with pitch, duration and tempo.
3. To create a musical pattern.
4. To save and revisit work.

Online safety unit & key knowledge: Being Kind Online

1. To identify unkind online behaviour.
2. To know what to do it somebody is unkind online.

	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Information technology, computer, program, 

Digital footprint, trail, E-Safety, social media, public.



	Program, algorithm, debug, sequence.

Internet, website, secure, appropriate.
	Tempo, pitch, sequence, rhythm.

Internet, safe, secure, cyberbullying.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	To bring in examples of information technology, parents could be invited to email in photos taken from home or out in the world.



	Create obstacle courses in the hall for the BeeBots to navigate. Could be done over a breaktime or alongside some hall time during P.E.
	Children to present music to the rest of the class or to another class in the school. iPads could be set up for children to view and listen to.

	Autumn Term 2
	Spring Term 2
	Summer Term 2

	Unit: Creating Media Through Digital Photography

Core knowledge:

1. To explain the process of taking a good photograph.
2. To identify what is wrong with a photograph.
3. To use a tool to edit and change a photograph.
4. To choose portrait or landscape when composing a photograph.

Online safety unit & key knowledge: Keywords

1. To know what keywords may give good search results.
2. To use a search engine to find information.

	Unit: Data and Information - Pictograms

Core knowledge:

1. To record data in a tally chart.
2. To enter data into a computer accurately.
3. To choose a suitable attribute to compare data.
4. To use a program to present information in different ways.

Online safety unit & key knowledge: Rate and Review

1. I can explain what I like or dislike about a website.
2. I can decide who a website is aimed at.

	Unit: Programming B – Introduction to Quizzes.

Core knowledge:

1. To follow a design to create a program.
2. To create an algorithm that follows a sequence of events.
3. To design your own project based on a template.
4. To assess and debug a program.

Online safety unit & key knowledge: Snakes and Ladders

1. To choose what to do if I feel unsafe online.
2. To explain how to safely search online.
3. To choose appropriate websites.



	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Photograph, edit, portrait, landscape, composition.

Search engine, results, keyword, internet.

	Data, tally chart, pictogram, attribute.

Internet, website, rate, review.
	Program, algorithm, debug, design.

Internet, website, cyberbullying, chat, messenger.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	Take photos around the school, children to be supervised with ipads at a breaktime to take some action shots.

Invite parents to send in photos taken out of school, could set a particular challenge or subject.

	Link with maths, children to create a large paper pictogram that shows feeling. Children could change it to show how they are feeling each morning.
	Share quizzes with a selection of older children. Invite another class to visit at the end of the unit.



	
YEAR   3
Key Stage 2 National Curriculum Objectives

	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
Key content knowledge.
What knowledge children will have at the end of each unit- these will also be used for assessment

	Autumn Term 1
	Spring Term 1
	Summer Term 1

	Unit: Computing Systems and Networks  - Connecting Computers

Core knowledge:

1. To understand what an input and output is.
2. To classify input and output devices.
3. To understand that a computer network is made up of linked devices.
4. To see how information is sent through a network.

Online safety unit & key knowledge: What is Cyberbullying?

1. To identify cyberbullying.
2. To name a safe person to speak to if cyberbullying occurs.

	Unit: Programming A – Sequences in Music

Core knowledge:

1. To identify sprites and backgrounds in Scratch.
2. To be able to move, delete and duplicate code blocks.
3. To use different events to trigger a program.
4. To create an algorithm based on a design document.

Online safety unit & key knowledge: Keep it to yourself.

1. To create a strong password.
2. To explain why a strong password is important.
3. To understand what privacy settings are.



	Unit: Create Media Through Desktop Publishing

Core knowledge:

1. To know the purposes of using text or images.
2. To understand how to use placeholders to plan a document.
3. To choose the style, colour and size of text for different effects.
4. To copy and paste images into a document.

Online safety unit & key knowledge: Online Communications

1. To identify different forms on internet communication.
2. To discuss the positive and negative aspects of online communication.
3. To explain how real life and online communications differ.


	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Network, input, output, device.

Cyberbullying, social media, posts, comments, website, internet.

	Sprites, blocks, algorithm, program, events.

Password, security, privacy.
	Desktop publishing, text, images, copy, paste, placeholder.

Online communication, social media, chat, forum.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	View the network in school, perhaps JC Comtech can open up the server room.

	Children could show their programs to peers or another class when completed.
	

	Autumn Term 2
	Spring Term 2
	Summer Term 2

	Unit: Creating media through animation

Core knowledge:

1. To plan an animation by thinking about story and setting.
2. To use onion skimming to make small changes.
3. To understand that more frames provide smoother animation.
4. To spot errors and make changes to an animation.

Online safety unit & key knowledge: To buy or not to buy?

1. To recognise what an advert is online.
2. To understand that adverts are designed to influence us. 



	Unit: Data and Information – Branching Databases

Core knowledge:

1. To select an attribute to sort objects.
2. To create yes/no questions based on an attribute.
3. To create questions that evenly sort objects.
4. To create a branching database and use it to answer questions.

Online safety unit & key knowledge:  Emailing

1. To write an email with an address and a subject.
2. To recognise emails that should not be opened.
3. To know how to safely send and receive an email.

	Unit: Programming B – Events and Actions

Core knowledge:

1. To know that an action follows an event.
2. To add an extension to scratch and use it (the pen commands).
3. To make design choices for user accessibility.
4. To test and debug an algorithm.

Online safety unit & key knowledge: Party Planners

1. To discuss what I know about online safety.
2. To use what I know to safely plan a party using online methods.



	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Animation, onion skimming, stop-motion, frames.

Advert, product, target audience, influence.

	Database, records, attributes, sorting. 

Email, inbox, secure. 
	Action, event, debug, algorithm, design.

Cyberbullying, secure, private, settings.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	Invite parents in after school one day to view animations. 

	Children to show databases to another class, can they be used to answer questions?
	Completed programs to be saved and made public. Children can share the link at home so that games can be accessed.






	YEAR   4
Key Stage 2 National Curriculum Objectives

	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 4
Key content knowledge.
What knowledge children will have at the end of each unit- these will also be used for assessment

	Autumn Term 1
	Spring Term 1
	Summer Term 1

	Unit: Computing Systems and Networks – The Internet

Core knowledge:

1. To describe what devices can be networked together.
2. To explain what types of media can be shared on the internet.
3. To understand that not everything on the internet is true.
4. To recognise how content is added to the internet.

Online safety unit & key knowledge: Cyberbullying

1. To know how to respond to a hurtful message.
2. To edit my own messages to ensure I am being kind.
3. To explain why other people may be hurt or upset by messages.
	Unit: Programming A  - Repetition in Shapes

Core knowledge:

1. To use typed commands to program a computer.
2. To type accurate commands.
3. To identify repeated commands and use a repeat to streamline the program.
4. To use procedures to improve efficiency.

Online safety unit & key knowledge: Copycats!

1. To understand the term ‘plagiarism’ and how to avoid it.
2. To understand how to use citations when referencing other work.


	Unit: Creating Media Through Editing Photography

Core knowledge:

1. To identify when a photo may have been altered.
2. To understand why photos are edited.
3. To change composition by cropping images.
4. To explore the effects of different editing tools.

Online safety unit & key knowledge: The Online Community

1. To explain what digital citizenship is.
2. To explain how to be a good citizen online.




	Key Vocabulary
	All children to know the meaning of these words by the end of the unit	

	Internet, network, accurate information, World Wide Web

Online, E-Safety, cyberbullying.
	Commands, text, repeat, procedure. 

Plagiarism, citation, cite.
	Editing, photoshop, crop, composition.

Digital citizenship, responsibility.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	

	Could find out if any parents are programmers, invite them in to talk to parents.

Work can be printed out and displayed.
	Create a gallery of pictures before and after editing. Invite other classes to view.

	Autumn Term 2
	Spring Term 2
	Summer Term 2

	Unit: Creating media through audio editing
 
Core knowledge:

1. To use a device to record audio and play back sound.
2. To understand what makes a good recording.
3. To edit a recording by trimming errors or gaps.
4. To record multiple tracks and organise them.

Online safety unit & key knowledge: Super Searchers

1. To access a trusted search engine.
2. To improve search results by using effective search terms.
	Unit: Microsoft Office unit (replaces the Data logging unit)

Core knowledge:

1. To use a word processor and edit text.
2. To combine text and images.
3. To add data to a spreadsheet.
4. To create a presentation using PowerPoint.

Online safety unit & key knowledge: Too much information?

1. Identify what information should not be shared online.
2. To understand why it can be dangerous to share too much information.
3. To understand why you must register to use some websites.


	Unit: Programming B – Repetition in Games

Core knowledge:

1. To identify real-world examples of repetition.
2. To use and modify looks to create repetition.
3. To choose which action needs to be repeated in a program.
4. To design a program and evaluate it.

Online safety unit & key knowledge: Cyber Superheroes

1. To write a ‘top tip’ for online safety.
2. To summarise what I know about online safety.



	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Recording, podcast, trim, tracks.

Search engines, keywords, results, synonyms.
	Office, word processor, Excel, Powerpoint, Word

Account, register, private, public.
	Count controlled loop, infinite loop, repetition, algorithm. 

	Enrichment Opportunities
Trips / visitors/ WOW moments

	Children to show completed podcasts to parents. Could invite parents in at the end of the day after a computing lesson.

	
	Invite other classes to play the completed games. Could show other children during Golden Mile or a break time.





	YEAR   5
Key Stage 2 National Curriculum Objectives

	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 5
Key content knowledge.
What knowledge children will have at the end of each unit- these will also be used for assessment

	Autumn Term 1
	Spring Term 1
	Summer Term 1

	Unit: Computing Systems and Networks – Sharing Information

Core knowledge:

1. To recognise that data is shared using agreed methods.
2. To find strategies for successful group work.
3. To identify ways of working together online.


Online safety unit & key knowledge: Spam

1. To spot a spam email.
2. To know what to do to avoid spam emails.



	Unit: Programming A – Selection in Physical Computing

Core knowledge:

1. To build a circuit that connects a microcomputer to a laptop.
2. To connect multiple output devices to a circuit.
3. To use an input device to control the program.
4. To use conditions and loops to control the program.

Online safety unit & key knowledge: Passwords

1. To explain the rules for creating a strong password.
2. To know why a strong password is important.
	Unit: Creating Media Through Vector Drawing

Core knowledge:

1. To understand that vector drawings are comprised of combinations of shapes.
2. To use alignment grids and handles to arrange a picture.
3. To layer shapes to create detailed images.
4. To group shapes as needed.

Online safety unit & key knowledge: Online Safety story planning.

1. To explain how to stay safe online.
2. To apply online safety rules to a given situation.



	[bookmark: _Hlk168557483]Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Data, packets, transfer, collaboration.

Email, spam, virus, scam, phishing.


	Crumble, output, input, selection, conditions, count controlled loop, infinite loop.

Password, secure, account, private.
	Vector, layer, align, resize, group.

Spam, email, virus, scam, personal information, passwords.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	

	To create a fairground ride using the Crumble kit.

Invite another class to come and try the rides, set them up with a switch to turn them on.
	Vector drawing art gallery, set up laptops with the images displayed. Children to view and comment on each other’s work.

	Autumn Term 2
	Spring Term 2
	Summer Term 2

	Unit: Creating Media Through Video Editing

Core knowledge:

1. To list features of an effective video.
2. To store, retrieve and export video to a computer.
3. To edit a video to improve the outcome. 

Online safety unit & key knowledge: Sites to cite.


1. To understand why you should cite a source.
2. To cite a website.
3. To follow a citation to access a source.
	Unit: Data and Information – Flat File Databases

Core knowledge:

1. To create a paper database and identify the records and fields.
2. To navigate a flat file database to answer questions.
3. To create a chart based on data.
4. To group information using appropriate features.

Online safety unit & key knowledge: False photography

1. To recognise when a photograph has been changed.
2. To understand that not everything you see online is true.
3. To explain why edited photographs can make people feel bad about themselves.


	Unit: Programming B Selection in Quizzes

Core knowledge:

1. To recall how conditions are used in selection.
2. To use program flow to understand selection.
3. To use an ‘If, then, else’ statement.
4. To assess and edit a program.

Online safety unit & key knowledge: Online Safety Comic.

1. To explain how to stay safe online.
2. To apply online safety rules to a given situation.



	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Video, digital devices, retrieve, export.

Cite, citation, source, plagiarism, bibliography.
	Database, data, sort, filter, chart.

Media, filter, photoshop, adverts.
	Conditions, selection, program flow. 

Spam, email, virus, scam, personal information, passwords.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	Children to present their videos to the class using the interactive whiteboard.


	Look at how databases work on Excel. Give children the opportunity to create their own spreadsheet.
	Quizzes could be shared with young children from another class.

	
YEAR   6
Key Stage 2 National Curriculum Objectives

	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 6
Key content knowledge.
What knowledge children will have at the end of each unit- these will also be used for assessment

	Autumn Term 1
	Spring Term 1
	Summer Term 1

	Unit: Computing Systems and Networks - Communication

Core knowledge:

1. To compare different ways of communicating using the internet.
2. To be able to complete a helpful web search.
3. To understand how web searches are ranked.
4. To decide what is suitable to share online.

Online safety unit & key knowledge: Cyberbullying

1. To define cyberbullying.
2. To suggest ways to deal with cyberbullying.
3. To understand how cyberbullying can be just as harmful as in-person bullying.

	Unit: Programming A – Variables in Games

Core knowledge:

1. To identify which information is variable.
2. To program an algorithm that changes a variable.
3. To use an event to set a variable.
4. To design and create a project that uses variables.

Online safety unit & key knowledge: People Online.

1. To explain why someone may have online friends.
2. To know what to do if someone makes you uncomfortable online.
3. To understand the dangers of revealing personal information online.


	Unit: Creating Media Through 3D modelling

Core knowledge:

1. To create, scale and rotate a 3D object.
2. To combine and group 3D objects.
3. To choose and manipulate 3D objects to create a specific model.
4. To plan and create a 3D model for a given purpose.

Online safety unit & key knowledge: SMARTbots.

1. To identify online situations where you must be careful.
2. To choose appropriate actions to stay safe online.


	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Communication, web search, ranked results.

Cyberbullying.
	Variable, algorithm, setup, event.

Private, personal, instant messaging.
	2D, 3D, handles, scale, group. 

SMART, attachments, personal, private.

	Enrichment Opportunities
Trips / visitors/ WOW moments

	

	Share games with another class, invite others to test the games and feedback their opinions.
	Create a gallery of 3D models for each other to view, give feedback and vote on the best models.

	Autumn Term 2
	Spring Term 2
	Summer Term 2

	Unit: Creating media through web page creation.

Core knowledge

1. To recognise the common features of web pages.
2. To find and utilise copyright free images.
3. To create hyperlinks to link to other’s work.
4. To understand the implication of linking to content owned by others.

Online safety unit & key knowledge:  Secure Websites

1. To check that a website is secure.
2. To find privacy policies on a website.
3. To identify when a website may not be safe to use.
	Unit: Data and Information - Spreadsheets

Core knowledge:

1. To understand what a data item is.
2. To construct a formula in a spreadsheet.
3. To use a spreadsheet to answer questions.
4. To create a chart to visually compare data.

Online safety unit & key knowledge: Girls and boys online.

1. To understand what a stereotype is.
2. To explain why stereotypes can be harmful.
3. To recognise gender stereotypes in media.

	Unit: Programming B – Sensing Movement

Core knowledge:

1. To design and test programs in an emulator.
2. To use conditions to change variables.
3. To follow instructions to create a given project.
4. To determine the flow of a program that uses selection.

Online safety unit & key knowledge: Quiz

1. To recall what I know about online safety.
2. To use what I know about online safety to help others.



	Key Vocabulary
All children to know the meaning of these words by the end of the unit

	Web page, copyright, hyperlinks, content.

https, domain, address bar, fraudulent, policy.
	Excel, spreadsheet, data, filter, chart, formula.

Gender, media, stereotype.
	Selection, condition, emulator, program flow.

SMART, gender, stereotype, media.

	[bookmark: _GoBack]Enrichment Opportunities
Trips / visitors/ WOW moments

	

	
	Create a project that can be shared with another class. Invite others to come and test the compass or pedometer. 
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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;
or contact on the internet or other online technologies.

entify where to go for help and support when they have concerns about content
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