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Technology around us
Recognising technology in school and
using it responsibly.

Digital painting
Choosing appropriate tools in a
program to create art, and making
comparisons with working non-

Moving a robot
Writing short algorithms and

programs for floor robots, and

Programming animations
Designing and programming the
movement of a character on

point
shoot
capture
picture
image
gallery
record
photograph
photographer
still
blurred
blurry
crisp
clear

Grouping data
Exploring object labels, then using

them to sort and group objects by

more

Digital writing
Using a computer to create and
format text, before comparing to

el predicting program outcomes. screen to tell stories. properties. writing non-digitally.
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Identifying IT and how its responsible Capturing and changing digital Creating and debugging TS S S SRS (6 Collecting data in tally charts and Using a computer as a tool to explore
use improves our world in school and photographs for different programs, and using logical . prog using attributes to organise and rhythms and melodies, before creating
. o trigger sequences of code to make . .
beyond. purposes reasoning to make predictions. . . ) present data on a computer. a musical composition.
an interactive quiz
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Filter
Portrait
Landscape

Build
Compare
Debug

Count
Explain
Attribute
Group
Same
Different
Conclusion
Block Diagram
Sharing

Connecting computers
Identifying that digital devices have
inputs, processes, and outputs, and

how devices can be connected
to make networks.

Stop-frame animation
Capturing and editing digital still
images to produce a stop-frame

animation that tells a story.

Sequencing sounds
Creating sequences in a block-
based programming language to
make music.

Events and actions in programs
Writing algorithms and programs
that use a range of events to
trigger sequences of actions.

Branching databases
Building and using branching
databases to group objects using
yes/no questions.

Desktop publishing
Creating documents by modifying text,
images, and page layouts for a
specified purpose.
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Flip Book Code Motion .
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of networks including the WWW, and produce a podcast, ensuring that controlled loops when drawing L . .
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why we should evaluate online content. copyright is considered. shapes. . . L .
creating a game. investigation. fulfilled.
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Website
Web Page
Web Address
Web Browser
World Wide Web
Content
Files
Download
Sharing
Ownership
Permission
Information
Accurate
Honest
Adverts

Open
Save
File
Start
Pause
Stop
Podcast
Edit
Selection
Mixing
Time Shift
Export
MP3

Count-Controlled
Loop

Trace
Decompose
Procedure

Infinite Loop

Count-Controlled
Loop

Costume
Animate
Event Block
Duplicate
Modify
Design
Algorithm
Debug
Refine
Evaluate

Collection
Review
Conclusion

-
Hue/Saturation
Sepia
Version
[llustration
Retouch
Clone
Recolour
Magic Wand
Background
Foreground
Original
Orientation
Sharpen
Brighten

Systems and searching
Recognising IT systems in the world and
how some can enable searching on the

Introduction to vector graphics

Creating images in a drawing
program by using layers and

Selection in physical computing
Exploring conditions and
selection using a programmable

Selection in quizzes
Exploring selection in
programming to design and code

Flat-file databases

Using a database to order data and

3D modelling

Planning, developing, and evaluating
3D computer models of physical

internet. . microcontroller. . . ) create charts to answer questions. objects.
groups of objects. an interactive quiz.
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Crawler
Web Crawler
Bot
Ranking
Selection
Communication
Internet
Public
One-Way
Two-Way
One-To-Many
SMS
Email
WhatsApp
Blog
Youtube
Twitter

Software

Production
Overlay
FX
Transition
Capture
Render

Program
Test
Debug
Improve
Evaluate

Selection
Condition
If Then Else
Variable
Sensing
Accelerometer
Compass
Navigation
Design
Algorithm
Step Counter
Code
Test
Debug

Rows

Spreadsheet
Application

Format
Formula
Calculation
Calculate
Operation
Duplicate
Sigma
Input
Ouptut
Cell Reference
Organised
Graph
Chart

(HTML)

Logo
Layout
Header

Purpose
Copyright
Fair Use
Home Page
Preview
Evaluate
Device
Google Sites
Breadcrumb Trail
Navigation
Hyperlink
Subpage
External Link
Embed
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National Curriculum Coverage — Years 1 and 2 3 E z
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Understand what algorithms are, how they are implemented as programs on digital devices, {
and that programs execute by following precize and unambiguous instructions
Create and debug simple programs ..,!"' ./
Use logical reasoning to predict the behaviour of simple programs ..{ .g'"
Use technology purposefully to create, organise, store, manipulate, and retrieve digital content ../ ./ ‘/ / / ..f
Recognise commeon uses of information technology beyond school ../ ../ / .f
Use technology safely and respectfully, keeping personal information private; identify
where to go for help and support when they have concems about content or contact tf / f / f

on the internet or other online technologies
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National curriculum coverage - Years 5and 6

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 comect 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 disceming in evaluating digital content

Select, use and combine a variety of software (including intermet 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
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