Subject: Computing

No explicit content from EYFS Curriculum

Exposure to devices in continuous provision and in small world areas of the classroom. Learning to take place about technology both past,

present, and future.

Digital literac

Digital literac

e online safety

e password
e safe
e technology
e polite
e kind
e computer
e keyboard
e screen
® mouse
e drag
Computer science e tools
Computer science e label
e predict the outcome of a ® group
e To explain what a given command on a device and e record
command will do match a command to an e save
e understand the functions of a outcome e delete
robot e run a command on a device e beebot
r e follow an instruction and give e robot
(algorithm) directions e command
e understand how to debug a e start a sequence using forward e program
program and backward commands e insfruction/algorithm
e understand the four level that e experiment with furn and move e login
can describe a project (task - on arobot e debug
what is needed, design - what it e to plan a simple program e sprite




should do, code - how it is done, e debug a program e blocks
running the code - what it does) e use the functions in Scratch Jr
and create a simple program
IT using algorithms
_ e test the effectiveness of the
program
e identify parts of a computer
e understand how to use a IT
keyboard
e know how to manipulate a
computer program to create a
picture
e make marks on the screen and
understand that objects have use the shape tool
many different labels and can be e create a picture on a computer
grouped together e label and group objects
compare objects and record and
share what has been found out
Digital literacy Digital literacy e videos
e consent

IT

e recognise the uses and features
of IT

e know how fo use IT effectively

e understand the process of
taking a good photograph

e know what pitch and duration is
Computer science

e understand what a set of

IT

e describe the uses of a computer
and identify that it is part of
technology

e make good choices when using IT
e list different uses of IT both in and
out of school.

o use IT resionsibli

e edit photographs using list and
desired tools

e choose an effective tools to adapt
a photograph

e identify images that have been
changed

e record datain a tally

e personal information
e computers

e technology

o file

e resize

e device

e photograph
e capture

e resize

e edit

e lighting

e tally chart

e data

e pictogram

e object

e information

e instructions/algorithms
e sequence

e unambiguous
e godadl

o test

e debug




instruction are

e enfer data on a computer

e Use a computer program to
present information in different ways
e create a pictogram

® Mmusic
e pitch
e duration

e rhythm pattern

e Use objects to make comparisons e program
e understand the four level that e create arhythm pattern e block
can describe a project e Use a computer to experiment e project
(task - what is needed, design - with pitch and duration compare
what it should do, code - e create a musical pattern using a
how it is done, running the code - | computer program
what it does)
e understand the different
outcome of blocks used on a
computer program Computer science
e know what debugging is and e follow instructions as a sequence
how to do it effectively e give clear, unambiguous
instructions
e predict an outcome
e compare prediction to the
program outcome
e create an algorithm to meet a
godal
e fest and debug an algorithm
e identify the start of a program
e change the design on a program
e create a simple algorithm on a
computer program
e work out the action of a sprite in
an algorithm
e edit and improve code on a
computer program
Digital Literac e Smart Andrew
o Alert Gunn/Ofther
e Secure Computing Visitor
e Kind
e Brave
e Safe
IT e Report
e understand how digital devices e bystander
function e online




e know the input, process and
output of a device.

e recognise digital devices can
change the way we work

e know the differences between
digital devices and non

diii’rcl tools

e know what the role of a switch,
server and wireless

access point in a network
 know what an animation is
e understand what stop motion is
and how it is made

e know the difference between
text and images

e define the term page
orientation

e explain what a branching
database is

e know how branching database
collect data

Computer science

e understand what programming

is

e know the relafionship between
an event and action

e know how to modify a program
e explain what bugs in
programming means

know the suitable features that
can be adaptedin a

programming environment

IT

e explain that digital devices
accept inputs and outputs

e follow a process

e classify input and output devices
e model a simple process

e design a digital device

e identify benefits of a computer
network

e draw a sequence of pictures

e create an effective flipbook

e predict what a animation will look
like

e create an effective stop frame
animation

e add media to a animation

e evaluate the animation created

e create a template for a specific

urpose

e |[dentify the object aftributes
needed to collect relevant data
e Create a branching database
e Creatfe yes/no questions using
given aftributes

e compare two branching
databases

e download

e input

e output

® process

e network

® server

e switch

e wireless access point
e animafion

e sequence

e flip book animation
e predict

e characters

e sefting

e media

o fiim

e Scratch

® sprites

e backdrop

e attributes

e actions

e design

e algorithm = code
o fext

e image

® purpose

e copy and paste

e desktop publishing
e branching database
® groups

e questions

e error

e debug

e create

e predict

e logical reasoning
e repeats

evaluate




Computer science

e identify sprites and backdrops

e create a program and follow a
design

e create a sequence of connected
commands

e change the appearance of my
project

e explain choices that you have
made in your program

e creafte a program to move a sprite
in four directions

e adapt a program | have created
e choose blocks to set up a program
e test program against given design
e modify a program using design

e evaluate my project

Digital Literacy

IT

e Describe the internet as a
network of networks

e know how networks physically
connect to other networks

e recognise how networked
devices make up the internet

e understand how the internet
allows us to view the World
Wide Web

e describe how to access
websites on the WWW

e recognise how the content of

Digital Literacy

e networks

e information

e infernet

e World Wide Web
e Media

e Websites

e Audio

e Digital devices
e inputs

e outputs

e record

e commands

e code

e algorithm

e repeat

e repetition

e patterns

e count-conftrolled loop

e loop

e procedure

e debugging
e dafa

e composition
e environment

Andrew
Gunn/Other
Computing Visitor




the WWW is created by
people

Computer science

e Understand what an
sequenced algorithms is

e Know what repeat means

e Understand how to evaluate a
piece of code

IT
e Create media which can be
found on the welbsites

e [denftify that sound can be digitally
recorded

e Use a device to record sound

e Plan and write the content for a
podcast

e Save digital recordings

e Open and edit digital recordings
e Choose data set to answer
qguestions

e Use a digital device to collect
data automatically

e Use data collected over a long
duration of fime

e Change the composition of an
image

e Make good choices when
selecting different tools

e Evaluate how changes improve
animage

[ ]

Computer science

e Program a computer by typing
commands

e Use a count controlled loop to
produce a given outcome

e Develop a program by debugging
it

e Develop the use of count-




confrolled loops in a different
programming environment

e Predict an outcome of a snippet
of code

e Design a project that includes
repetition

e Refine the algorithm

Digital Literacy

e Explain that computer systems
communicate with other

devices

e Recognise the role of computer
systems in our lives

e Recognise how information is
fransferred over the

internet

e Recognise the features of an
effective video

e Apply knowledge of a
database to ask and answer real

world questions
e Understand that drawing tools
can be produce different

Digital Literacy

T

e Plan a video project using a
storyboard

e |dentify digital devices that can
record video

e Capture video using a digital
device

e [denfify that video can be
improved through reshooting and

e systems

® processes

e inputs

e outputs

e networks

e information

e project

e lighting

e shooting

e Clipping

e special effects
e simple circuit
e microconftroller
e infinite loop

e condition

o flat file database
o filter

e vector

e zOOM

e layers

e conditions

e outcomes

e crumble

Andrew
Gunn/Other
Computing Visitor




outcomes

e Recognise that vector drawings
consist of layers
Computer science

e Explain how selection is used in
computer programs

editing

e Consider the impact of the
choices made when making and
sharing a video

e Use a form to record information
e Compare paper and computer
based databases

e Group information to answer
questions

e Create a vector drawing by
combining shapes

e Use fools fo achieve desired
effects

e Group objects to make them
easier to work with

e Evaluate vector drawings

Comiu’rer science

e Write a program that includes
count-confrolled loops

e Explain that a loop can stop when
a condifion is met

e Design a physical project that
includes selection

e Create a confrollable system that
includes selection

e Test and debug the system that
has been created

e Creatfe a program which uses
selection

e Evaluate my program

Digital Literacy

Digital Literacy

e search engine
e web crawlers
e search ranked
e manipulate

e 3D model

e 2D model

e variable

ROAR project

Police Liaison
Officer

Andrew
Gunn/Other
Computing Visitor




e use search technologies
effectively, appreciate how
results are selected and ranked,
and be discerning in

evaluating digital content

IT

e Know what a search engine is
e Know how search engines are
ranked

e Recognise why the order of
results is important and to

whom

e Recognise how we
communicate using fechnology
e Explain that objects can be
described

e understand what copyright is

e Recognise the need to preview
pages

Computer science
[ ]

e Know what selection can
control the flow of a program
e Explain what a conditional
statement is

e | can explain the consequences of
spending too much time online or
on agame.

e | can explain the consequences to
myself and others of not
communicating kindly

and respectfully.

e | protect my computer or device
from harm on the Internet.

e | can select an appropriate tool to
communicate and collaborate
online.

IT

e Search the web using specific
information

e Refine my search and compare

e Use a computer to create and
manipulate three dimensional digital
objects

e Compare working digitally with 2D
and 3D graphics

e Constfruct a digital 3D model of a
physical object

e Develop and improve a digital 3D
model

e [denftify questions which can be
answered using data

e Create a spreadsheet to plan an
event

e Choose suitable ways to present
data

e Plan the features of a web page

e Outline the need for a navigation
page

Computer science
[ ]

e placeholder

e spreadsheets

e objects

e formulas

e cells

e graph

e guestions

e website

e media

e copyright

e navigation path
e controllable device
® sensing

e modify

e input

e output




e Design a project that builds on a
given example

e Use my design to create a project
e Evaluate my project

e Create a program torun ona
controllable device

e Use a condifional statement to
compare a variable to a value

e Design a project that uses inputs
and outputs on a controllable
device

e Develop a program to use inputs
and outputs on a controllable
device




