Progression in Computing

~
Crowle

Primary Academy

Strand: NCStatement Units Key Knowledge Key Skills Key vocab Functions
‘Computer, switch, screan, mousa, prass, CD,
Continuous provision digital camera, tape racorder, TV, intamat,
30-50mths =Tills photograph, image
Knows how to operate simple equipment, .. = keyboards
turns on CD player and uses remote control, =iPads
Shows aninterest in technoiogical toys with = laptops
knobs or pulleys, or real objects such as camesas = microwave
U |ormobile phones. = cameras
W |Shows skillin making toys work by pressing » toyswith moving parts
parts or lifting flaps to achieve effects such as »wind-up toys
T sound, movements or new images. o heebots
. :Dm';lm“;:;t information can be retrieved from wtorches
. P = construction kits
h  |a0-60mths = caleulators
n 2t
o |Completesa simple program ana computer. Focussed activities
| [vsester hardware to interact with age- ) )
appropriate computer software. = Using age appropriateapps
o = Taking images for different purpases
B |es = Typing
¥ = Creating pictures on iPad and laptopse.g. Tizzy Tools
Fiecognise that a range of technology is usedin = Controllinga turtle—Tizzy's tools
places such as homes and schooks. « Beshats
Select and use technology for particular = Using powerpaint to present infarmation
purpases. = Mini mash - creating stories, exploring music, voice recordings
Year One To compare the effects of adhering strictly to instructionsto completing | Instruction, algorithm, computer, program, debug
Clli_dru! Ilnd?s\.:lld that an algorithm is 2 set of instructions used \Dsu’_ﬂelnlﬂhlﬂnm tasks without (Dmﬂ'ElE instructions.
Lego Builders 1.4 achituean cbjectie. They - fora computerl caled aprogram. | follow and createsimpleinstructions on the computer,
Children can wark out what is wrang with a simple sigarithm when the steps are out of arder, |To consider how the arder of instructions affects the result
4 The Wrang Sandwich in Purple Mash and can weite their own simple slgofithim, 25 To sort items using a range of criterla Son, criterla
c Grouping and sorting 1.2 ‘"'“.'""‘“ """:;"':'““”,”:““f;';::“:;:“:“:;::ﬁ‘;‘::;- Tosort items an the computer using the ‘Grouping’ activities in Purple Mash.
o To understand what coding means. ‘Action, background, button, character, code black, | Open the main menu Save yourwark
m When laoking ot a program, chikdren can read code ane fne ot a time and make good attemats | 7o ue design mode to setup a scene. code design, coder, coding, collision detect, comand, [ Watch the instruction video
‘::n';“;‘::;ﬁ:ﬂ';;‘:::‘ “";::““"‘:"‘;::"‘d;"ﬁ:" “";':' =xample,  |1oadd characters dasign moge, input, object, program, properties, scale, | Get a hint when you are stuck in 2Code
P | Understand what aigortthms are; how they are Coding 1.7 b ” program. To use code biocks to make the character perform actions. stop command, sound, when clicked, when key Open design mode in 2Code Switch 1o code mode in 2€ode
u implemented zs programs on digital devices; Yesr Two To use colision detection. The background object A When dlicked code block
t and that programs execute by following precks Children can explsin that an sigorithm i aset of instructions to complete a task. When Torsave and share work. An object property Sound cutput block
@ and unambiguous instructions. designing simple programs, children show an awareness of thenesd to be precise with their | To know the save, print, open and new icon
. sigarithims 40 that they can be sucestefully converted into cade —
Ta understand what an algorithm is. ‘Action, algorthm, bug, character,code block, code | Open the main menu
Create and debug simple programs. Chidren eam ereat achiees Theyemn v |Ta design algorithms and then code them. Gesign, command, debug, debugging, design mode, | Save your work
s Use logical reasaning to predict the behaviour of e c::::,;?;ﬂ:mwu“ g progam A 45842 (1o compare different object types i':."::“;'“ "k'“p“k" repeat scaled, timer, when ;vam::: im":;‘:’." ;cl:e
o et o, Coding2.1 To usethe repeat command. clcked, when key pen design mode in
i Chibdren can identfy the parts of a prage respand ta specifi and initiste To usethatimer command. Swhchin code mode in 2Ceda
e specific actians. For example, they can write a causeand effect sentence of what will happen in |To know what debugging isand debug programs. Aregest oude black
n 1 program. Atimer code block
An object property
C Ta understand the functionality of thedirection keys. Direction, challenge, arrow, undo, rewind, forwards, | Open, ciose or share a file
e backwards, right turn, left turn, debug, instruction, | Change the speed in which the screen object maves.

Exploring Purple Mash 1.1/Mal

To understand how to creste and debug a set af instructions (algorithm)
To use the additional direction keys as part of an algorithm

To understand how to change and extend thealgarithm list

To create a longer algorithm for an activity.

To set challenges for peers.

To access peer challenges set by theteacher as 2dos,

algorithm

Rewind an instruction.
Undo an instruction.

Change the settings in 26Go.

Change the colour of the path that the object leavesin 2Go.
Control the direction in which the object maves.
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Vear Three
Chikdren can turn 2 simpke reab-file situation into an algarithm for a program by decanstructing
it into managesble parts Their design $hows that they are thinking of the desired task and how

To design algorithms using flowcharts.
To design an algorithm that represents a physical system and codethis

this translstes into cade. Children can identify an errar within their progr it
following the desired aigorithm and then focit.

Chikdren demanstrate the shility to design and cod that fallows

timers to achi ion effects in their programs. Chikdren are
bqgmmgmundasmd the differencein the effect of using 3 timer command rather than &
repeat command when creating repetition effects. Chikdren understand how varisbles can be
used to staseinformation while 3 program i exscuting.

Chadren‘s designs for thesr programs show that they are thinking of the structure of a program
in logical, and Far
example, i statements, repetition and varishles. They make goad attempts te ‘step through

in order to identify in algorithms and can cormect this. eg. traffic
ght sigarithm in 2Cade. In programs such s Loge, they can ‘resd” programs with seversl steps
and predict the outcorme accurately.

Children ean st 3 range of ways E beused i of

Logo 4.5

on. They can of ication, g being able to
(open, respond to and sttach files to amails using 2Email They can describe appropriste amol
canventions when eammunicating in this way.

Year Four

When turning a resh-Bfe situation into an sigarithm, the chidren’s design shows that they are
thinking of the required task and how to accompiish this in code using cading structures for
seection and repetition. Children make more intuitive sttempts 1o debug their swn pragrams
(Children’s use of timers to L tion effects e e d are
intagrated into the designs. i statements” ion and
attempt to combine these with other eoding structures inchuding varibies to achieve the
effects that they design in their progeame_ s well 21 understanding how varishles can be used
ta stare information while a program is executing, they are able to use and manipulate the
vaiue of varishbes. Children can make use of user inputs and outputs such as ‘print ta screen’,
28 2Cade.

Chadren‘s designs for mamgm show that they e thinking of he structure o 2 program
in bogical, Far
example, i statements, m«ﬁm and variables. They can trace code and use stepthrough
methads 1o & ¥ in code and attempts to correct this. g traffic Fght
gerithm in 2Code. In programs such i Lago, they can ‘read” progears with several steps and
predict the autcome accurately.

Children recagnt i af ieh il ta join and
T vork. Their abrility L assaciated with the
iyt the beused i of ication is impraving.

To use selection in coding with the ‘if command.

To understand and use variablesin 2Code.

To deepen ing of the different between ti d repeat
commands.

‘Action, algorithm, bug, code block, code design,
command, control, debug, debugging, design mode,
event, if, input, output, cbject, properties,
repeat,computer simulation, selection, timer, variable

‘Open the main menu
Save your work

Open design mode in 2Code Switch to code mode in 2Cooe
An'i command Creating a variable in 2€ode

A change variable block

To use selection in coding with the ‘iffelse’ command
Tounderstand and usevariablesin 2Code.

To use flowcharts for design of slgorithms including selection

To use the ‘repest until’ with varisbles to determine the repeat.

Ta learn about and use thinking terms and
abstraction.

Action, alert, algortthm, bug, code design, command,
control, debug, debugging, design mode, event, get
input, If, i/else, input, output, abject, repeat, selection,
simulation, timer, variable

‘Open design mode in 2Code
Switch to code mode in 2Code
An if/ele’ command
Repeat until command
Creating a variable in 2Code

A change variable block

Ta learn the structure of the coding language of Logo.
Tainput simpleinstructions in Logo,

Using 2Logo to cresteletter shapes,

To use the Repest function in Logo to create shapes,
To useand build proceduresin Loga.

LOGO - 3 text-based coding langusge used 1o contral
anonscreen turtle to create mathematical patterns.
BK - move backwards a distance of units. ) - move
forwarda distance of units. RT - tum right a ghven
number of degrees. LT - turn left a ghven number of
degrees. REPEAT - repeat a set of instructions a
specified number of times. SETPC - set pen colourto
aghven colour. SETPS - set the pen thickness. PU -
the pan up off the screen. PD - put the pen back down
on the screen.

Open, save and share work
Choose the turtle style

Choose a background

Switch the grid on and off

Arrow press and the logo mouse follows the instructions
Reset the mouse to the start position

Change the speed at which the mouse moves.
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ear Five
Children may attemp to tum more complex reak-ife situations into aigarithms for a program
by decanstructingtinte mansgesble parts. Chidren e sble o tast and debug ther programs

To represent a program design and algorithm.
To create a program that simulates a physical system using decomposition.
lare string and text variable types so that the most appropriatecan

25 they goand can 1o entity i any
need same suppart identifying the specific ine of code

be used in programs,
To use the Launch command in 2Code Gorilla

Action, alert, algorithm, bug, code design, command,
control, debug, debugging, design mode, event, get
input, f, iffelse, input, output, object, repeat, selaction,
simulation, timer, variable

‘Gpen design mode in 2Code
Switch to code mode in 2€ode

Adda new Tab to your code

(Creating a variable in 2Code Gorilla

Combining variables and strings to print to the screen

Use change varlable block and the Launch command block

Pictograms 1.3

To cantribute ta a class pictogram.
To usea pictogram to recard the results of an experiment.

Coding5.1 Chidren can transiate algorith that include sequence, seection and repetiion ino code |0 ucooram o btavable same with timersand scorepad.
with increasing exte and theie own designs show that they are thiniing of how o sccomplsh
theset taskin structures. They eiection and
C repetition with ather 10 T
o When children code, they are beginning to think about their code structure in terms of the
o shifity to debug:and interpret the code lster, e g the use of tahs to organise code and the
naming af variables.
p N To usethe program design pracess, including flowcharts, to develop Action, alert, algorithm, bug, code design, command, | Open design mode In 2Code
u Chiddren understand the value of computer netwarks but are s sware of the main dangers. | algorithms for more complex programs using and understanding of control, debug, debugging, function, event, get input. | Switch to code mode in 2Code
[} They recognise what persanal informatian is and can explain hum\lm:mh:lu\s.ﬂ: abstraction and decomposition to define the important aspects of the if, iffelse, input, output, object, repeat, selection, Add a new Tab to your code ormove code blocks between tabs
e Chidren can select the most - contingent an program Tocode,  |simulation, timer, variable, sequence, tabs Creating a variable or function in 2Code
. " sudience and digital content, e, 2Biog, 2Emai, Display Boards. test and debug from these designs ‘Combining variables and strings to print to the screen
g2 Coding6.1 Ve Six To use functions and tabsin 2Code to improve the quality of the code. ‘:"“9““"::" """': et coed by i . ed b
- Chiiren are able to tum ing task into an entifying | To code user interactivity usinginput functions. Afunction called ‘square’ that s called by clicking ona button ca quare.
acts af and then s in 3 logical way
c using their knowledge of 2 and apphyis
i nmgmu‘idm test and debug thes peagram s they go and uselogical methods to dentify
of bug, ach ta try to identify a particular bne of
e rertybarr
n To find out what 3 text adventureis. Text-based adventure, concept map, debug, sprite, | Create an adventure story in 2Create a Story
¢ Chisdiren transiate algorithims that include sequence, selection and renetition into codeand | To plan a story adventure. function Plan out your story
. theie dev‘ls:‘hwmnmqn\hmhgdhw\mﬁ:ﬂl\hesc:\dul:oc:: Tamakeastarpbasad advanture, Add a button to the stary
- = odmg Saptars an Add a sprite to the stor
mproving understanding of varisbies in coding, GUTPUT Such 2% saund and movement, To introduce map-based text adventures. mw:mmtmm v
inputs fram the user of the program such a3 button clicks and the value of functions. To codea map-based text adventure. il
Text adventures 6.5 Choose  background
(Children are sble to interpret 2 program in parts and can make logical attempts to put the Undo or redo the last action
separate parts of a complex sigorithm together to explain the program a5 & whale Play your text based adventure
Chidren and ean explain in some death th i d
the World Wide Web. Chisdren know what a WAN and LAN are and can describie how they
secess theintemetin sechaal.
Strand: NC Statement Focussed activities Key Knowledge Key Skills Key vocab Functions
Year Ome To kniow whiat a spreadshest program looks like. Arrow keys, backspace key, cursor, columns, cells, clip | Open the main menu
Gidlu;mdk\“‘asux;ﬂlﬂ‘:edimd =hu=-ml=_ddh‘iumhﬂq children can name, How to open 2Calculatein Purple Mash. art, count tool, delete key image toolbox, lock tool, | Save yourwark
sawe and retrieve their work an access use . ;
| Exploring Purple Mash 1.1/Effective se| pyrple Mash 20ui " Cade design st How to enter data into spreadsheet cells move cell tool, rows, speak tool, spreadsheet Opena previously savedfile
n or using pi a8 2Count. To use 2Calculateimage toolsto add clipart to cells, :;'?::’:::V:T;:’mdﬂf:;“ dipart picker and control toclbox
To use 2Caleulate control tools: lock, move cell, speak and count Y image tootx, clpart picker and contro
f Year Two . —
Chi skl . g & Intemet, search, search engine
] s e iato | T0 Understand theterminolagy associated with searching.
r Spreadsheets 1.8 it s = musi within 2Sequence. Chisdren are | T0 gain a better understanding of searching on the Internet
m canfident when creati . d retrien . Children ofmedia |To create aleaflet to help someone search forinformation on the Internet.
a in their di s text and sound
£ To use 2Calculateimage, lock, move cell, speak and count toolsta makea | Back space, copy, past, column, cells, count tool, Open the main menu
] counting machine. dedate key, equals tool, image toolbox, lock tool, Save yourwork
A To learn how to capy and pastein 2Calculate mave cell 10al, rows, speak tool, spreadsheet ?Pe'“ P'“‘:;“” “"“":’sm )
ncrease or decrease sprea sie
.. |Spreadsheets2.3 To usethe totalling taal
n Use technalogy purpasefully to create, organise, 73088t ©usethe tatalling laals The 2Calculate toolbay, image tooibis, clipart picker and control toolbax
store, manipulate and retrieve digital content To for maney
T To usetheZCaIculateequalstml to check caleulations.
o To use 2Calculate to collect data and produce a graph
e To learn about data handling toals that can give moreinformation than | Pictogram, question, data, collate, binary, avatar, Enterdata into 2 pictogram.
h pictograms database Open, Save and share information.
o yes/no questions to separate information m”“’b"_’m'“""“"’:_;‘,""g”_"‘ na i
Questioning 2.4 To construct a binary tree to identify items. 2 question o sart the information in a binary tree.
o Give a name to the binary tree.
| To use 2Question [ binary t to answer. Find informationina database.
o To usea database to answer mare complex search questions. Sort group and arrange nformation ina database.
e To usethe Search tool to find informatian
¥ To understand that data can be represented in picture format. Pictogram, data, collate Open, closeand share

Add or delete columng

Frequency

Add or dell from the Pi
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Spreadsheets3.3

Year Three
Children can canry out si ieve di They that to do
his, they 2 E d usinga sasrch engi 5 Purple Mash seareh

or intemet-wide search engines.

Children ean collect, anslyse, evaluate and present data and infarmation using a selection af

Ta use the symbols mare than, less than and equal to, to compare values.
Touse 2Cakulate to collect data and produce a variety of graphs.
To use the advanced mode of 2Calculate to learn about cell references.

<=, atvance mode, copy and paste, colams, cells,
delete key, equals tool, move cell tool, rows, spin tool,
spreadsheat

Open the maim mend
saveyour work

Open a previously saved file

Increase or decrease spreadsheet size
2Caleulate toolbox

software, eg. usi Guestion], usi a8 2Graph. Chart control
Chidren ean mﬂsid:!:‘:s‘ﬁmi m\mnm-:mtm.,'m task. They ean creste 2Caleulate cantral taclbox
| ’ maode
I Vear Four Ta think about different methods of communication. Communication, email, compose, send, report tathe |\ riting emaile
¢ Cidren understand the functian, festures and layout of a search engine. They can apprase | To open and respond to an email using an address book. teacher, attachement, address book, save 10 dtt, | popccing saved previouscontacts  to
. selected webpages far credibity and information st 3 basic bevel. Ta learn how to use email safely. password, CC, formsring Whaisthe email to besentto?  cc
. Email 3.5 [ — .t sl sohuions bassd on feshack. Chidren waks | 10204 21 attachment to an email, Who elsewill the email be sent to? What is the email about?
" informed softwre chaices when ng i on and data They cantent | T2 2Pl imulated email scenario. Attaching work and pictures to the email.
using arange of software such as 2Connect and 2Publish+. Children share digital content Click the button to send the email.
: within their camunity, ie. using Virtual Display Baards. Farmatting bar where you can change how the meseage looke.
! Ta sort ohjects using just “yes' or ‘na’ questions, Branching database, data, database, question Open, save and sharae files,
o Branching databases3.6 To completea branching database using 2Question Givethe database aname.
n - To createa branching database of the children’s choice Add aquestion to begin to sort theinformation.
g Ta enter data into agraph and answer questions. Graph, field, data, bar chart, block graph, line graph | |nsert the nameof the graph here.
T Graphing3.8 Ta solve an investigation and present the results in graphic form. Add and remove a row from thegraph
raphing3.
o pring Vertical Bar Chart, Horizontal Bar Char, Black Graph, Line Graph, Pie
c Chart, Data entry table
h Formatting cells as currency, percentage, decimal to different decimal n\II:ag':_amamich;umpy::pasn:_ﬂ?lmyn‘;-m, Open thamain manu
" places or fraction. cells, d I"“‘W“m:" s, lormmea wiza| Saveyour work
o Uslngthefurmulawlzal;d to calculate averages. ::::: m;Li:.. m tool, rows, spin tool, Open a previously file
] [« taolsto p acltl‘v‘lilasu(h astimed times tables heet, Incraate e dacreasaspraadeheat size
sing t
o tests. Using tomodel a uation advanced mode
. Sproad a3 Toadd a formulatoa cell to automatically make a calculation in that cell. Formulawizard
y Format cell toolbox
Charts
Totals toolbox
Image Taols
Controls Toolbox
Tolocateinformation on the search results page. Easter egg, internet, internet browser, search, search
Effective Searching 4.7 To usesearch effectively to find out infarmation. engine, spoof website, website
To assess whether an information sourceistrueand reliable
Year Five Using the formula wizard to add a formula to a cell to automatically makea | Average, advance mode, copy and paste, columins, Open themain menu
Uli::":“ﬂ'h:_l‘ mmhﬂr'mdwmm\_w:wsi_*uuﬂt_i ﬂlﬁr"e-‘:':ler calculation in that cell. To | cells, charts, equals tool, formula, formula wizard, your work
e s e an comtams. mawve cell tool, random tool, rows, spin tool
copy and paste within 2Calculate. L L pintool, Open apreviously file
Children are sble to make based on fasdhack | Using 2Calculate tools to test a hypothesis. Hnar (ncrease or decrease spraadsheet size
! received and can confidently comment on the success of the sohution. eg cresting their own | To add a formula to a cell to automatically make a calculation in that cell Advanced mode
n [peogram to mest 8 design brief using 2Code. They objactively review solutions from others ing. . N
: Spreadsheers 5.3 ot ' PN e |1 to model a ituation and answer questions. Formulawizard
- i They are abie s of s Farmat cell toalbox
o content, ie. 2Blog, Display Boards and 2Email. Charts
r — Totals toolbox
m Childran rasdily sppky flbers when sesching for digitsl cantent. They sre shle to sxplsin in Image Toals
a page i and the i an it contains. They ol Controls Toolbox
t P ouross and ateshie to in terms of content quality and aceuracy.
i Children use eritical think n everyday f ankin. i To learn how to search for infarmation in a datahase. Avatar, binary tree, charts, collaborative, data, Avatar creator
To contribute to a class database. database, find, record, sort group and arrange, Open, save ar share: file.
o Chiiren mske clesr sons to the sudi designing and exesty ; tatistics and report, table L
To create a database around achosen topic statist por
n o The ehildren design and ereate their own blogs 1o become a content crestor on the intemet, " Diesigna new database
E Databases 5.4 g 2Blog. They are able to use criteria to evaluate the quaiity of digital salutions and are able Add arecord to the database
o identify i . Find infarmatian in the database
Sart, group and arrangeinformation. Statistics and reports
- Represent the infarmation a¢ a chart
c " Py
. Ta use a spreadsheet to investigate the probability of the resultsaf Aversge,atvance mose, copy and paste cobamvs, | G
throwing many dice. cells, charts, count how many tool, dice, equals tool,
n i formuda, Formuda wizard, a0, random tool, [ S3V2¥OUr Work
Using the formulawizard to add a formula to a cell to automatically make a | fermula, fermula wizard, move cef Open apreviausly file
o calculation in that cell, rows, spin toci, spreadsheet, timer
i ! Increase o decrease spreadshet size
To create graphs showing the data collected.
o " v o Aduanced mode
Soreadsheets 6.3 Tatypein aformula for acell to automatically makea calculation in that Formula wizard
B cell. Using a spreadsheet to create computational models and answer
Farmat cell toolbox
¥ questions

Charts

Totals toolbox
Image Toals
Controls Toolbox
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Strand: NC Statement Units Key Knowledge Key Skills Key vocab Functions
Year One To understand the terminalogy associated with searching. Impressicnism, paliette, pointillism, share, surealism, Choose the styleyou want to paint in
(Children understand what is meant by technology and can identily a variety of examples bath . . . template
o st et achol oy o ke ket betaon otycts ot To galnahetterunderstandlngufsear(hmgurflhelnte.rnet. e Dpen, save and share your picture.
ol snd those that do ok s, 4 micswuies v ek, Tocreatea leaflet to help someone search for information on the Internet. Chaasea background foryour picture,
Creating Pictures 2.6 Undo and redo. Zoom in or zoom out
(Children . " f inf ch s . and . ‘Dutline options.
civate and ¥ this in bessans. Children of their
work and save this in their own private space such 2 their My Work falder on Purple Mash Eraser and colour palette.
Fill tool and pen thickness,
;‘;d:‘m . P ssing asesveh engine They | 10 Walk around the local community and find examples of where Technology
¥ asrch - )
Technology outside school 1.9 < spply their bearning of effective sesrching beyand the classraom. They can share this technology isused
D knowledge, & g 2Publah example tempiste Children make nks hetwsen technalogy they see | Ta record I technology ide school
i "‘;“"" them, coding and multimedia wark they d in chaol eg. snimations, interactive cade. [ 70y ol ce e-books and the 2Create aStary tool. ‘Animation, & book, font, file, sound effect, display | Dpen, save or sharea file.
and programs.
£ Toadd animation to a story. To |board Plan aut astory.
i Chidren know of Chidren begin add sound to astory, including voice recordingand music the children Playastory.
T Recognise comman uses of information Animated Storybook L6 ings are shared 8 posting to the Purple Mash dispiaybosd. | have compased Add animation and sounds to the story.
a technology beyand schocl. ¥ ! el by g o st o P40 | Toworkon a more complex stary, including adding backgroundsand Choosea story background
| ) b . " | copyingand pasting pages. Undo ar redo the last action
tse technology safely and respectuly, keeping Tashars e baoks an a elass display board, Chaosethe font for the story.
| | personalinfomation private; dentfy where to Copy and paste.
o for help and support when they have P ——— -
] Jolorhels sndsupporuhen ey have Ta make music digitally Using ZSequence. B, composton €T, Fnen T 554 |Open sver shares plceaf s
(sfx), soundtrack, tempo, volume " "
o et or other ot echrasogtis. To :mm‘;:fn and cum:;esuunds using 2Sequence. po, Change the number of quaversin the music
o To-editand refine compased music. Loap or unlaop the piece of music
To think about how music can be used to express feelings and create tunes Play the composed tune
r
2 which depict feelings Change the beats per minute in thamusic
To upload 2 sound from a bank of sounds into the Sounds section. \ncreaseor decrease thevalume of an instrument
3 Torecord and upload environmental sounds into Purple Mash. Choose the digital Instrument to use
¥ Touseth to createtunes in Delete the music
To explore how astory can be presented in different ways. Open, claseand sharea file,
To make a quizabout astory or classtopic. Creste s new 2Connect docurment.
To make a fact file on anon-fiction topic. Node.
To make a presentation to the class, Concept map {mind map), node, animated, |1 on (working together) on or off,
Presenting ldeas 2.8 -fict tat at :
. q”:' nandictian, pressntation, narrstive, Chaose a quiz question an 20uiz.
sudience Play the quiz.
Preview the quiz question
Change the quiz settings.
‘Year Three To introduce typing terminology. Posture, 1op row keys, home row keys, bottom row | Posture and using specific fingers for specific keys
) SR v R L the carrect way to sit at the keyboard. keys, space bar
D Touch Typing 3.4 ottt s smeare e ancerer e o o) e To learn how to use the home, tap and bottom row keys
i impartance of their conduet when using familiar communication toaks such a5 2Emal in To practice typing with theleft and right hand.
g Purple Mash. They than ane way to report mdeantat oy consider what simulations are. Simulation
I Simulations 3.7 Year Four To explore a simulation
t Children can ¥ redating e r - To analyse and evaluate a simulation
2Cannect. They can help others L i Children know - " " - .
a arange of sy of reporting Inppropeiate content and contact To discuss what makes a good animated film or cartoan. Animation, flip book, frame, Open, save and share animation.
| To learn how animations are created by hand. background, play, sound, stop motion, videa clip Add or deletaa frame from the animation
o To find aut how 2Animate can be created in a similar way using the Play the animation
b .
L = Animation 4.5 computer. Switch anion skinning on or off.
| To learn about enien skinningin animation. Add abackground picture to the animation.
t To add bac and sounds ta Insert a phatograph from awebcam into the animation.
e To heintraduced to “stop mation’ animation. Inert 2 sound fileinto the animatian.
. To share animation on the ¢lass display board and by blogging. Nummber of framesin the animation.
a To explore how font size and stylecan affect the impact of a text. Fant, bold, talic, underline Text toolbar, format text tool
c Writing for different audiences 4.4 To useasimulated scenario to produce a news report.
y To usea simulated scenario to writefor a community campaign.

Hardware investigators 4.8

To understand the different parts that makeup acomputer.
To recall thedifferent partsthat make up a computer.

Matherboard, CPU, ram, graphics card, network card,
meonitor, speakers, keyboard and mouse
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‘Game Creator 5.5

Year Five To set the scene.

Chidren ha " comman onfine 2 e o aply s oY To createthe game environment.
a an )

Chisdren inplicity U four to their right fwecyand |10 Created

mental wellhaing of therms shes and othars

3d Modelling 5.6

To finish and share the game.
To evaluate their and peers’ games.

Animation, computer game, customise, evaluation,
image, instructions, interactive, screenshot, texture,
perspactive, playability

Open, save ar shareyour file
Change the settings of your game

Add images to yaur game Insert treasure inta you game
Insert enemies inta your game

Drag to set the start position of your game

Play your game

Concept Maps 5.7

Blogging 6.4

Quizzing 6.7

Networks 6.6

Year Sx

Children and f arange of different e and
= v identify E i i fours through developing

eritical thinking, e g 2Respond sctivities They e in presenving their privacy

when anline for their awn and other peaple’s satety.

To beintroduced to 2Design and Makeand the skills of computer aided
design

Ta explore the effect of moving paints when designing

Tounderstand designing for a purpase

Tounderstand printing and making

CAD {computer aided design), modelling, 3d,
wiewpoint, polygon, 2d, net, 3d printing, points,
template

20 Image
30 Image

Net View

Colaur palette

Clear, Undo and Redo

Fill options
Magnify

To understand the need far visual representation when generating and

discussing complex ideas. Node

To understand and use the correct vocabulary when creating a concept Connection

may Resize node

P

To createa concept map. Edit node

Shaw story

To understand how a cancept map can be used to retell staries and present
information.
To createa collaborative concept map and present this to an audience.

Begin presentation
Collaboration off, collaboration on

Taidentify the purpose of writing a blog and its key features
To plan the theme and content for a blog and write the content

Ta consider the effect upan the sudience of changing the visual properties
aftheblog.

Taunderstand theimportance of regularly updating the content of a blog.
Tounderstand how to contribute ta an existing blog

Tounderstand how and why blog posts are approved by the teacher.

Audience, blog, blog page, blog post, collaborative,
icon

Createanew blog
Titleofthe blog

Adescription the tell the reader what the blogis about
Animageto illustrate what the blog is about
Couerimageto goin the blogging header

To createa picture-based quiz for young children.
Tolearn how to usethe question typeswithin 2Quiz.

To explore the grammar quizzes

To make a quiz that requires the player to search a database.

Audience, collaboration, concept map, database, quiz

Createaquiz using 2Do It Yourself

Create aquiz using Text Toolkit

Choose aquestion typein 2Quiz
Cresteaconcept map from a blank or a template
Create ablank database

Ta learn about what the Internet consists of.

Tafind out what a LAN and a WAN are.

Tafind out how the Internet is accessed in schoal.

To research and find out about the age of the Internet.
Ta think about what the future might hald

Internet, world wide web, network, local area
network, wide area network, router, network cables,
wireless.




