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	Year 1 (29)
	Year 2 (29)
	Year 3 (31)
	Year  4 (31)
	Year 5 (28)
	Year 6 (32)

	Computer Science
	1C1 Begin to understand what algorithms are and implement on a digital device

1C2 Understand that a programmable toy can be controlled by inputting a sequence of unambiguous instructions

1C3 Begin to debug their programs

1C4 Break down a process into simple, clear steps, as in an algorithm


	2C1 Understanding of algorithms as sequences of instructions

2C2 Convert simple algorithms to programs 

2C3 Predict what a simple program will do and test 

2C4 Spot and fix (debug) errors in their programs

2C5 Use sequencing in programmes 

2C6 Work with simple forms of input and output


	3C1 Create an algorithm for an animated scene in the form of a storyboard

3C2 Write a program (in Scratch or similar) to create the animation to accomplish a specific goal

3C3 Use sequencing in a programme

3C4 Work with various forms of input and output

3C5 Be able to debug simple programmes by correcting mistakes in their animation programs.




	4C1 Design and create programmes that accomplish a specific goal

4C2 Control or simulate a physical system

4C3 Understand and use logical reasoning to start to debug computer programs that 
accomplish specific goals

4C4 Develop an educational computer game using selection and repetition

4C5 Design and make an on-screen prototype of a computer-controlled toy

4C6 Understand and programme different forms of input and output (such as sensors, switches, motors, lights and speakers)


	5C1 Create original artwork and sound for a game design

5C2 Create a computer program for a computer game, which uses sequence, selection, repetition and variables

5C3 Use a flowchart to debug and refine the code for their game to thoroughly test and evaluate their game.

5C4 Explore the use of iterative development techniques (making and testing a series of small changes) to improve their game.

5C5 Control or simulate various physical systems

5C6 Write down the algorithms for their game program.

5C7 Use data logging to automate the recording of data (Science CC Link)
	6C1 Develop an awareness of the capabilities of smartphones and tablets by comparing and evaluating products

6C2 Understand geolocation, including GPS

6C3 Control or simulate various physical systems

6C4 Become familiar with a programming toolkit or development platform

6C5 Import existing media assets to their project

6C6 Write down the algorithms for their app program 

6C7 Develop their own iterative development techniques to debug and refine the code for their app 

6C8 Thoroughly test and evaluate their app.

	Information Technology
	1C5 Use technology to purposefully create, store and retrieve digital content

1C6 Discuss their work and think about how it could   be improved.

1C7 Find and use pictures on the web 






	2C7 Use technology purposefully to organise, save and retrieve  digital content

2C8 Use technology
purposefully to
manipulate digital
content

2C9 Know how to effectively search for information on the internet using search technologies







	3C6 Use search engine technology effectively

3C7 Use a variety of software to accomplish given goals

3C8 Collect information effectively

3C9 Design and create digital content

3C10 Present information collected using a range of software

	4C8 Select a variety of software to accomplish given goals

4C9 Select, use and combine internet services

4C10 Become familiar with Wikipedia, including potential problems associated with its use.

4C11 Analyse and evaluate information

4C12 Collect and use spreadsheets to present data in various forms



	5C8 Combine a variety of software to achieve a given goal, e.g. a sequence of blog posts

5C9 Select, use and combine software on a range of digital devices

5C10 Use a range of software as presentation tools

5C11 Consider strategies to ensure the quality of a collaborative project.




	6C9 Use web-based research skills to source tools, content and other resources

6C10 Develop strategies to ensure the quality of a collaborative project when working together virtually.

6C11 Create a set of online survey questions to collect data

6C12 Analyse, interpret and evaluate the data obtained 

6C13 Combine a variety of software to accomplish a given goal, e.g. presenting data collected


	Digital Literacy
	1C8 Recognise common and appropriate use of technology in and out of school

1C9 Begin to use mind mapping to collate ideas around common themes

1C10 Collect data using tick charts or pictograms 


	2C10 Improve note-taking skills through the use of mind mapping

2C11 Sort and classify a group of items by answering questions

2C12 Use simple charting software to produce pictograms and other basic charts 

2C13 Explore how messaging/ communication platforms work

2C14 Send and receive messages

	3C11 Understand how email can be used to communicate 

3C12 Develop skills in opening, composing and sending emails using appropriate language 

3C13 Develop skills in editing and formatting text in emails

3C14 Edit and format text in emails 

3C15 Work collaboratively with a remote partner

3C16 Understand some elements of survey design 

3C17 Use the web to facilitate data collection
 
3C18 Use charts to analyse data and interpret results.
	4C13 Understand some technical aspects of how the internet makes the web possible 

4C14 Imbed hyperlinks to connect ideas within a simple web page with useful content

4C15 Understand some features of internet protocols 

4C16 Understand & apply conventions for collaborative online work

4C17 Be aware of their responsibilities when editing and proofreading other people’s work 



	5C12 Decide what information is appropriate 

5C13 Understand some elements of how search engines select and rank results

5C14 Question the plausibility and quality of information 

5C15 Develop a critical, reflective view of a range of media, including text.


	6C14 Understand how computer networks can provide multiple services, such as the WWW

6C15 Understand the opportunities computer networks offer for collaboration

6C16 Use search technologies effectively by appreciating how results are selected and ranked

6C17 Be discerning in evaluating digital content

	Media outcome
	1C11 Use the web safely to find ideas for an illustration

1C12 Select and use appropriate painting tools to create and change images

1C13 Create an illustration for a particular purpose
 
1C14 Use sound recording equipment

1C15 Reflect on their work and act on feedback received.

1C16 Share recordings with an audience.


	2C15 Consider the technical and artistic merits of photographs 

2C16 Review and reject or pick the images they take

2C17 Edit and enhance their photographs

2C18 Select their best images to include in a shared portfolio.

2C19 Develop presentation skills through creating and delivering a short multimedia presentation.




	3C19 Understand the qualities of effective video, including narrative, consistency, and perspective and scene length.

3C20 Shoot live video, incl. framing shots, holding the camera steady, and reviewing edit video,

3C21 Add narration

3C22 Edit clips by setting in/out points

3C23 Understand the qualities of effective video, such as the importance of narrative, consistency, perspective and scene length.
	4C18 Use presentation software & video

4C19 Use one or more programs to edit music 

4C20 Create and develop a musical composition, refining their ideas through reflection and discussion

4C21 evaluate it and receive feedback from their peers

4C22 Develop an awareness of how their composition can enhance work in other media.

4C23 Be able to open and embed audio files 



	5C16 Understand the work of architects, designers and engineers working in 3D 

5C17 Develop some awareness of computer-generated art

5C18 Become familiar with a graphics package, experiment with the tools available, refining and developing work

5C19 Develop familiarity with a simple CAD (computer aided design) tool 

5C20 Develop spatial awareness by exploring and experimenting with a 3D virtual environment 

	6C18 Pitch a proposal for a smartphone or tablet app.

6C19 Use tools to create a design prototype of their app’s interface

6C20 Develop or source the media components they will use

6C21 Document their design decisions and the process they’ve followed.

6C22 Consider key marketing messages, including identifying a unique selling point

6C23 Further develop skills relating to shooting and editing a promotional video.

6C24 Further develop knowledge, skills and understanding in relation to creating a website 

	Additional Basic Skills
(Ongoing throughout the year)
	1C17 Use action keys, space, enter, and shift for capital letters

1C18 Develop basic mouse skills 

1C19 Know how to save, retrieve and change their work 
1C20 To be able to use simple functions of the keyboard and mouse 

1C21 Place hands correctly on a keyboard to support learning of touch typing

1C22 Develop skills in combining text and images 

1C23 Be able to log in independently 

1C24 Understand the importance of logging off and shutting down
	2C20 Continue to use and apply skills already developed

2C21 Place correct fingers on row

2C22 Use tab keys to make lists and create spaces
2C23 Use action keys, space, enter, shift, etc

2C24 Use enter and return to create spaces

2C25 Type sentences with two hands while occasionally looking at keyboard
	3C24 Continue to use and apply skills already developed

3C25 Use shift key to access capitalization and punctuation

3C26 Build fluency and accuracy of touch typing with two hands. 
3C27 Use function keys to access all symbols on the keyboard, including the number pad.
	4C24 Continue to use and apply skills already developed

4C25 Use a mouse to choose from a drop down menu, scroll through text and manipulate objects

4C26 Use programs to present work e.g. publisher, word, excel

4C27 Build fluency and accuracy of touch typing with two hands. 

	5C21 Continue to use and apply skills already developed

5C22 Consolidate and apply skills previously taught skills

5C23 Build fluency and accuracy of touch typing with two hands. 
5C24 Embed hyperlinks, powerpoints and documents into presentations.

	6C25 Continue to use and apply skills already developed

6C26 Build fluency and accuracy of touch typing with two hands. 

6C27 Build accuracy in presented work
6C28 Independently  apply skills with speed and accuracy when navigating and using familiar software, including Windows, Microsoft and online platforms 

	E-safety
(Aim for 1 per Quarter)
	1C25 Use technology safely and respectfully 

1C26 Know how and why to keep personal information private

1C27 Know who to contact for support and help if concerned

1C28 Know what to do if they encounter things online that cause concern

1C29 Recognise use of technology in and out of school


	2C26 Be aware of how to use games safely and responsibly and in balance with other activities.

2C27 Be aware of digital footprints and trails

2C28 Know who to contact for support and help if concerned

2C29 Know what to do if they encounter things online that cause concern




	3C28 Understand and apply ‘netiquette’ 

3C29 To be aware of and understand the correct use and sharing of personal data

3C30 Identify a range of ways to report concerns about contact

3C31 Understand how to appropriately communicate with others virtually 
	4C28 Understand ways to protect yourself online

4C29 Identify a range of ways to report concerns about contact with people online

4C30 Recognise the difference between acceptable and unacceptable behaviour

4C31 Begin to explore positives and negatives of technology and spending time online
	5C25 Review sources of support, causes for concerns and personal responsibility online

5C26 Appreciate the need to use complex passwords and to keep them secure

5C27 Basic understanding of how encryption works on the web and why it is needed.

5C28 To understand some images are altered, explore reasons for this and both positive and negative impact


	6C29 Review how to be a responsible and respectful member of the online community

6C30 Review ways to report and who to contact when concerned by online content or contact 

6C31 Identify risks and benefits of GPS location services

[bookmark: _GoBack]6C32 Identify positive and negative impacts of technology on personal health and environment, including balance between screen time and other aspects of their lives





