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Reception
Understanding the World: Technology 
· Identify everyday technology: links to technology at home.
· Make marks on a digital device to communicate their ideas e.g. on IWB.
· Use a package to produce a picture on screen.
· Control a programmable toy – talk about how everyday technology is controlled.
· Know that ICT may be used to communicate information electronically.
· Know that digital devices can present information in a     variety of ways.
· Navigate their way around an iPad, understanding the basic functions 
· Interact with multimedia software – children send a video to parents on Tapestry.



















	
	Year 1.2
	Year 3.4
	Year 5.6

	Autumn 1
	TECHNOLOGY AROUND US
Learners will develop their understanding of technology and how it can help them in their everyday lives. They will start to become familiar with the different components of a computer by developing their keyboard and mouse skills. Learners will also consider how to use technology responsibly.  
	CONNECTING COMPUTERS
Learners will develop their understanding of digital devices, with an initial focus on inputs, processes, and outputs. They will also compare digital and non-digital devices. Next, learners will be introduced to computer networks, including devices that make up a network’s infrastructure, such as wireless access points and switches. Finally, learners will discover the benefits of connecting devices in a network. 
	SHARING INFORMATION
Learners develop their understanding of computer systems and how information is transferred between systems and devices. Learners  consider small-scale systems as well as large-scale systems. They explain the input, output, and process aspects of a variety of different real-world systems. Learners discover how information is found on the World Wide Web, through learning how search engines work (including how they select and rank results) and what influences searching, and through comparing different search engines.  

	Autumn 2
	DIGITAL PAINTING
Learners will develop their understanding of a range of tools used for digital painting. They then use these tools to create their own digital paintings, while gaining inspiration from a range of artists’ work. The unit concludes with learners considering their preferences when painting with and without the use of digital devices.
	DESKTOP PUBLISHING
Learners will become familiar with the terms ‘text’ and ‘images’ and understand that they can be used to communicate messages. They will use desktop publishing software and consider careful choices of font size, colour and type to edit and improve premade documents. Learners will be introduced to the terms ‘templates’, ‘orientation’, and ‘placeholders’ and begin to understand how these can support them in making their own template for a magazine front cover. They will start to add text and images to create their own pieces of work using desktop publishing software. Learners will look at a range of page layouts thinking carefully about the purpose of these and evaluate how and why desktop publishing is used in the real world. 
	VECTOR DRAWING
In this unit, learners start to create vector drawings. They learn how to use different drawing tools to help them create images. Learners recognise that images in vector drawings are created using shapes and lines, and each individual element in the drawing is called an object. Learners layer their objects and begin grouping and duplicating them to support the creation of more complex pieces of work

	Spring 1
	MOVING A ROBOT
Learners will be introduced to early programming concepts. Learners will explore using individual commands, both with other learners  and as part of a computer program. They will identify what each command for the floor robot does, and use that knowledge to start predicting the outcome of programs. The unit is paced to ensure time is spent on all aspects of programming, and builds knowledge in a structured manner. Learners are also introduced to the early stages of program design through the introduction of algorithms.
	SEQUENCING SOUND
This unit explores the concept of sequencing in programming through Scratch. It begins with an introduction to the programming environment, which will be new to most learners. They will be introduced to a selection of motion, sound, and event blocks which they will use to create their own programs, featuring sequences. The final project is to make a representation of a piano. The unit is paced to focus on all aspects of sequences, and make sure that knowledge is built in a structured manner. Learners also apply stages of program design through this unit. 
	FLATFILE DATABASES
This unit looks at how a flat-file database can be used to organise data in records. Learners will use tools within a database to order and answer questions about data. They will create graphs and charts from their data to help solve problems. They will also use a real-life database to answer a question, and present their work to others.  

	Spring 2
	GROUPING DATA
This unit introduces learners to data and information. Labelling, grouping, and searching are important aspects of data and information. Searching is a common operation in many applications, and requires an understanding that to search data, it must have labels. This unit of work focuses on assigning data (images) with different labels in order to demonstrate how computers are able to group and present data.
	EVENTS AND ACTIONS IN PROGRAMMES
This unit explores the links between events and actions, while consolidating prior learning relating to sequencing. Learners begin by moving a sprite in four directions (up, down, left, and right). They then explore movement within the context of a maze, using design to choose an appropriately sized sprite. This unit also introduces programming extensions, through the use of Pen blocks. Learners are given the opportunity to draw lines with sprites and change the size and colour of lines. The unit concludes with learners designing and coding their own maze-tracing program. 

	WEBPAGE CREATION
Learners will be introduced to creating websites for a chosen purpose. Learners identify what makes a good web page and use this information to design and evaluate their own website using Google Sites. Throughout the process, learners pay specific attention to copyright and fair use of media, the aesthetics of the site, and navigation paths. 

	Summer 1
	DIGITAL WRITING
Learners will develop their understanding of the various aspects of using a computer to create and manipulate text. They will become more familiar with using a keyboard and mouse to enter and remove text. Learners will also consider how to change the look of their text, and will be able to justify their reasoning in making these changes. Finally, learners will consider the differences between using a computer to create text, and writing text on paper. They will be able to explain which method they prefer/ their reasoning. 
	DATA LOGGING
In this unit, learners will consider how and why data is collected over time. Learners will consider the senses that humans use to experience the environment and how computers can use special input devices called sensors to monitor the environment. Learners will collect data as well as access data captured over long periods of time. They will look at data points, data sets, and logging intervals. Learners will spend time using a computer to review and analyse data. Towards the end of the unit, learners will pose questions and then use data loggers to automatically collect the data needed to answer those questions. 
	SELECTION IN PHYSICAL COMPUTING
In this unit, learners will use physical computing to explore the concept of selection in programming through the use of the Crumble programming environment. Learners will be introduced to a microcontroller (Crumble controller) and learn how to connect and program it to control components (including output devices — LEDs and motors). Learners will be introduced to conditions as a means of controlling the flow of actions in a program. Learners will make use of their knowledge of repetition and conditions when introduced to the concept of selection (through the ‘if...then...’ structure) and write algorithms and programs that utilise this concept.

	Summer 2
	PROGRAMMING ANIMATIONS
Learners will be introduced to on-screen programming through ScratchJr. Learners will explore the way a project looks by investigating sprites and backgrounds. They will use programming blocks to use, modify, and create programs. Learners will also be introduced to the early stages of program design through the introduction of algorithms.  
	REPITITIONS IN SHAPE
Learners will create programs by planning, modifying, and testing commands to create shapes and patterns. They will use Logo, a text-based programming language. 

	VARIABLES IN GAMES
This unit explores the concept of variables in programming through games in Scratch. First, learners find out what variables are and relate them to real-world examples of values that can be set and changed. Then they use variables to create a simulation of a scoreboard.















Year 1.2 – Cycle B
	Autumn 1
	· Recognise common uses of information technology beyond school
· Use technology purposefully to create, organise, store, manipulate, and retrieve digital content
· Use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.

	Autumn 2
	· Use technology purposefully to create, organise, store, manipulate, and retrieve digital content 

	Spring 1
	· Understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by following precise and unambiguous instructions 
· Create and debug simple programs 
· Use logical reasoning to predict the behaviour of simple programs 
· Recognise common uses of information technology beyond school

	Spring 2
	· Use technology purposefully to create, organise, store, manipulate, and retrieve digital content 
· Use technology safely and respectfully 

	Summer 1
	· Use technology purposefully to create, organise, store, manipulate, and retrieve digital content 
· Use technology safely and respectfully, keeping personal information private 

	Summer 2
	· Understand what algorithms are, how they are implemented as programs on digital devices, and that programs execute by following precise and unambiguous instructions  
· Create and debug simple programs  
· Use logical reasoning to predict the behaviour of simple programs 












Year 3.4 – Cycle B
	Autumn 1
	· use sequence, selection, and repetition in programs; work with variables and various forms of input and output 
· 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 
· select, use and combine a variety of software (including internet 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 

	Autumn 2
	· Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 
· Select, use, and combine a variety of software (including internet 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  

	Spring 1
	· 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 correct errors in algorithms and programs 
· Select, use and combine a variety of software (including internet 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 

	Spring 2
	· 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 correct errors in algorithms and programs 
· Select, use and combine a variety of software (including internet 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 

	Summer 1
	· Use sequence, selection, and repetition in programs; work with variables and various forms of input and output 
· Select, use, and combine a variety of software (including internet 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 

	Summer 2
	· 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 correct errors in algorithms and programs 
· Select, use and combine a variety of software (including internet 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 




Year 5.6 – Cycle B
	Autumn 1
	· 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 discerning in evaluating digital content 


	Autumn 2
	· Select, use, and combine a variety of software (including internet 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. 

	Spring 1
	· Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 
· Select, use, and combine a variety of software (including internet 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 

	Spring 2
	· Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 
· Select, use, and combine a variety of software (including internet 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. 

	Summer 1
	· 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 correct errors in algorithms and programs 
· Select, use, and combine a variety of software (including internet 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 

	Summer 2
	· 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 correct errors in algorithms and programs 
· Select, use and combine a variety of software (including internet 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 
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