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Maybury Primary School

Computing Curriculum

Progression

· Computing Curriculum Plan   
 Online safety will run throughout all areas of computing teaching and learning. It is also the focus of online safety week in October. 






N. B. – the numbers correspond to the units for each year group on Purple Mash. The units cover all of the objectives from the National Curriculum for computing.
	
	Autumn
	Spring
	Summer

	Foundation stage
	By the end of the Foundation stage, most children will:

· Show an interest in ICT

· Know how to operate simple equipment.

· Complete a simple progam on the computer and / or perform simple functions on ICT equipment.

· Find out about and identify the uses of everyday technology and use information and communication toys to support their learning.

	Year1
	1.1 Online Safety - to explore and search within Purple Mash. Add pictures and text to their work. Save and print their own work. Understand importance of logging off correctly.
1.4 Lego builders – to follow and create their own simple set of instructions. To understand term debugging.

1.5 Maze explorers – to understand how to create and debug an algorithm. To extend their algorithm.

1.9 Technology outside of school – To know what technology is and record four ways it is used outside of school.


	1.2 Sorting – to sort items using online and offline tools.

1.8 Spreadsheets – to understand what a spreadsheet is. To use a spreadsheet to count items and give images a value.
	1.3 Pictograms – to use a pictogram to record the results of an experiment / survey. 
1.6 Animated Stories – to add to a previously saved story online. To add sound, pages and backgrounds to an online story.

1.7 Coding – To understand what coding is. To program a character to move given a variety of input events.

	Year 2
	2.1 Coding – to understand the need for repeat testing and debugging. To plan and use algorithms in programs to successfully achieve a result. 

2.2 Online Safety – To understand that information put online leaves a digital footprint. To begin to think about the information they leave online and how to keep personal / hardware data secure. 

2.5 Effective searching – identify features of a search engine.  Read a web results page for appropriate information. Use information they have found to create a piece of work (leaflet / poster).
	2.6 Creating pictures – to use an online program to create a piece of art work using pointillism and repeated patterns. To combine more than one effect to enhance their pictures.

2.8 Presenting ideas – to use a variety of software to manipulate and present digital content and information. To create digital content to achieve a given goal by combining software packages.
	2.3 Spreadsheets – Solve mathematical puzzles using a spreadsheet. To create a table of data on a spreadsheet. To use information collected to create a block graph.

2.4 Questioning – To understand what a database is. To use a database to answer simple, then more complex questions.

2.7 Making Music – To combine sounds digitally. To upload sounds and change them to enhance their music. To create their own tune digitally.

	Year 3
	3.1 Coding - To design and write a program that simulates a physical system (vehicles). To explain why it is important to save their work after each functioning iteration of the program they are making. To understand what a variable is. To begin to understand how the use of the timer differs from the repeat command and can apply this.

3.2 Online Safety – To know how to make a password safe. To know how blogs can be used to communicate. To know where to turn for help if they see inappropriate content or have inappropriate contact from others.

3.4 Typing – to know the correct terminology (names of fingers, home, top and bottom rows). To touch type using both hands in the correct place on a keyboard.


	3.5 Email – To open and respond to an email. To learn how to send an email safely. To add an attachment to an email

3.6 Branching Databases – to ask and answer yes / no questions. To complete a ready-made branching data base. Children to create their own branching database – choosing images and questions themselves. 


	3.3 Spreadsheets – To create bar graphs and pie charts from information. To use the more than and less than tools. To find specified locations in a spreadsheets. 

3.7 Simulations – To explore a simulation. To analyse and evaluate a simulation. 

3.8 Graphing – to enter data into a graph and answer questions. To solve a mathematical investigation and presented the results in a graph. 

	Year 4
	4.1 Coding – To understand what a variable is. To create an algorithm modelling the sequence of a simple event. To manipulate graphics in the design view to achieve the desired look for the program. To use an algorithm when making a simulation of an event on the computer.

4.2 Online Safety – to understand how to protect yourself from online identify theft. To know the difference between researching and using information and copying it. To identify the positive and negative influences of technology on health and the environment. To understand the importance of balancing game and screen time with other parts of their lives.

4.5 Logo – To learn the language of Logo. To input simple instructions. To use the repeat function to create shapes. To use the build feature.. 

4.8 Hardware investigators (to run throughout the whole year) To understand and recall the different parts that make up a computer.


	4.4 Writing for different audiences – explore how font size and style affect the impact of a text. To produce a news report about a simulated scenario. To write a poster or campaign letter to improve the community.

4.7 Effective searching - To locate information on the search results page. To use search effectively to find out information. To assess whether an information source is true and reliable.
	4.3 Spreadsheets – to create a line graph from series data. To make practical use of a spreadsheet to help them plan actions (a budgeting exercise).

4.6 Animations - To learn about onion skinning in animation. To add backgrounds and sounds to animations. To be introduced to stop motion animation. To share animation they have created.

4.9 Making Music - To understand and experiment with rhythm and tempo. To create a melodic phrase. To compose a piece of music incorporating a variety of notes, different pitch and creating their own rhythms / melodies.

	Year 5
	5.1 Coding -To create a playable, competitive game. To combine the use of variables, If/else statements and Repeats to achieve the desired effect in code. To read code so that it can be adapted, personalised and improved.  To create a program to inform others.
5.7 Concept Maps - To understand and use the correct vocabulary when creating a concept map (node, stage, connections). To create a concept map. To understand how a concept map can be used to retell stories and information. To create a collaborative concept map and present this to an audience.
	5.2 Online safety - To know how to maintain secure passwords. To understand the advantages, disadvantages, permissions and purposes of altering an image digitally and the reasons for this. To be aware of appropriate and inappropriate text, photographs and videos and the impact of sharing these online. To search the Internet with a consideration for the reliability of the results of sources to check validity and understand the impact of incorrect information.
5.5 Game creator – to analyse and review a computer game. To create a computer game – designing the setting, characters and sounds. To write clear instructions for their game and share it with others.

5.6 3D modelling - To explore the effect of moving points when designing. To understand designing for a purpose. To refine a design they have made, prepare it for printing and then print and make it.


	5.3 Spreadsheets – to use formulae including the advanced mode. To use text variables to perform calculations. To use a spreadsheet to plan an event.
5.4 Databases - To learn how to search for information on a database. To create a database around a chosen topic.

5.8 Word Processing – make a document from a blank page. Insert, alter and edit images within a text document. To edit and refine the text. To insert a table showing relevant information. 

	Year 6
	6.1 Coding - To use functions and understand why they are useful. To debug a program and organise the code into tabs. To use flowcharts to test and debug a program. To create a simulation of a room in which devices can be controlled. To explore how 2Code can be used to make a text-based adventure game.

6.2 Online Safety - To review the meaning of a digital footprint and understand how and why people use their information and online presence to create a virtual image of themselves as a user. To have a clear idea of appropriate online behaviour and how this can protect themselves and others from possible online dangers, bullying and inappropriate behaviour. To identify the positive and negative influences of technology on health and the environment.

6.7 Quizzing – To make a picture quiz for younger children. To understand and apply different question types. To use their knowledge of quiz types to create a quiz show quiz based on a curriculum area.

	6.6 Networks - To find out what a LAN and a WAN are. To find out how we access the internet in school. To research and find out about the age of the internet. To think about what the future might hold.

6.8 Binary  (Link to 6.7 – Quizzing) - Understand that binary represents numbers using 1s and 0s and these represent the on and off electrical states respectively in hardware and robotics. Recognising that the numbers 0, 1, 2 and 3 could be represented by the patterns of two binary digits of 00, 01, 10 and 11 Representing whole numbers in binary, for example counting in binary from zero to 15, or writing a friend’s age in binary.


	6.3 Spreadsheets – To create a spreadsheet to answer a mathematical question relating to probability. To take copy and paste shortcuts. To use the formula wizard to create formulae. To use a spreadsheet to model a real-life situation and come up with solutions that can be applied to real life.
6.4 Blogging - To identify the purpose of writing a blog. To identify the features of successful blog writing. To consider the effect upon the audience of changing the visual properties of the blog. To understand the importance of commenting on blogs. To peer-assess blogs against the agreed success criteria.
6.5 Text Adventures – To create their own text-based adventure based upon a map. To use coding concepts of functions, two-way selection (if/else statements) and repetition in conjunction with one another to code their game. To make logical attempts to debug their code when it does not work correctly.
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