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	Spring 2
	Summer 1
	Summer 2

	
	Scratch Jr
EYFS – Introduction to data
	Stop motion
EYFS – Using a computer
	International space station 

	EYFS




	Computing science - Follow instructions as part of practical activities and games.
Learn to give simple instructions.
Experiment with programming a Bee-bot and learning how to give simple commands.
Learning to debug instructions, with the help of an adult, when things go wrong.
	Computing science - Recognise and identify familiar letters and numbers on a keyboard.
Develop basic mouse skills such as moving and clicking. 

	

	
	Information technology - Representing data through sorting and
categorising objects in unplugged scenarios.
Representing data through physical pictograms.
Exploring branch databases through physical games.

	Information technology - 

	

	
	Digital Literacy - Recognise that a range of technology is used for different purposes.
	Digital Literacy - Recognise that a range of technology is used for different purposes.
Learning to log in and out.
	

	
	Creating media - 

	Creating media - 

	

	
	Computing systems and networks - 

	Computing systems and networks - Understand what a computer keyboard is and recognise some letters and numbers.
Know that a mouse can be used to click, drag and create simple drawings.
Know that to use a computer you need to log in to it and then log out at the end of the session.
Know that different types of technology can be found at home and in school.
	

	
	Programming - 
To know that being able to follow and give simple instructions is important in computing.
To understand that it is important for instructions to be in the right order.
To understand why a set of instructions may have gone wrong.
To understand that an algorithm is a set of clear and precise instructions.
	Programming - 

	Programming - 


	
	Data handling - To know that sorting objects into various categories can help you locate information.
To know that using yes/no questions to find an answer is a branching database.
To know that a pictogram is a way of showing information.
	Data handling - 

	Data handling - 


	
	Online Safety –Not applicable however, the idea of online safety can be discussed alongside Y1 and 2 in preparation for year 1.

	



Yr 1/2 


	Computing science - Recognising that buttons cause effects and that technology follows instruction Explaining what an algorithm is. Following an algorithm. Creating a clear and precise algorithm. Learning that programs execute by following precise instructions. Incorporating loops within algorithms.
Using logical thinking to explore software, predicting, testing and explaining what it does. Using an algorithm to write a basic computer program. Using loop blocks when programming to repeat an instruction more than once.
	Computing science - 
Using greater control when taking photos with cameras, tablets or computers.
Using logical thinking to explore software, predicting, testing and explaining what it does.
	Computing science - Developing confidence with the keyboard and the basics of touch-typing.



	
	Information technology - Using software (and unplugged means) to create story animations.

	Information technology - 
	Information technology - Creating and labelling images.
Collecting and inputting data into a spreadsheet.
Interpreting data from a spreadsheet.
Learning how computers are used in the wider world.

	
	Digital Literacy - 
	Digital Literacy - 
	Digital Literacy - 

	
	Creating media - 

	Creating media - To understand that an animation is made up of a sequence of photographs.
To know that small changes in my frames will create a smoother looking animation.
To understand what software creates simple animations and some of its features e.g. onion skinning.
	Creating media - 


	
	Computing systems and networks - 

	Computing systems and networks - 

	Computing systems and networks - 


	
	Programming - To know that coding is writing in a special language so that the computer understands what to do.
To understand that the character in ScratchJr is controlled by the programming blocks.
To know that you can write a program to create a musical instrument or tell a joke.
	Programming - 

	Programming - 


	
	Data handling - 

	Data handling - 

	Data handling - To understand that you can enter simple data into a spreadsheet.
To understand what steps you need to take to create an algorithm.
To know what data to use to answer certain questions.
To know that computers can be used to monitor supplies.

	
	Online Safety - Recognising devices that are connected to the internet.
Understanding that we are connected to others when using the internet.
Understanding some of the ways we can use the internet.
When using the internet to search for images, learning what to do if they come across something online that worries them or makes them feel uncomfortable.
Understanding how to interact safely with others online.
Recognising how actions on the internet can affect others.
To be able to recognise what a digital footprint is and how to be careful about posting online.
Identifying whether information is safe or unsafe to be shared online.
Learning how to create a strong password.
Learning to be respectful of others when sharing online and ask for their permission before sharing content.
Learning strategies for checking if something they read online is true.
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	Sort 
Categorise 
Category 
Group 
Describe 
Texture 
Colour 
Pattern 
Size 
Weight 
Height 
Length 
More Less 
Count 
In total 
Altogether 
Share 
Divide 
Equal 
Bigger than 
Smaller than 
Thicker than 
Thinner than 
block 
code 
ScratchJr 
	animation 
code 
loop 
repeat
	button 
block 
code
	Branch database 
Divide 
Equal
algorithm 
block 
code 
loop 
sequence 

	Pictogram 
Graph 
Column 
Row 
Square 
Data 
Collect 
Record 
Most popular 
Least popular 
algorithm 
code 
program 

	animation
flip book
frame
still image
moving image
	background
object
stop motion

	focus

	digital content
interactive map
International Space Station
satellite
space
survival
	astronaut
dehydrated food
essential
leisure
monitor
rehydrate
sensor
transport
	air conditioning
ammonia
crew
data
insulation
temperature
thermometer
urine
waste water
	algorithm
experiment
galaxy
laboratory
space exploration
water reservoir
	Goldilocks zone
interpret




	
