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Computing Curriculum Spring Terms


	Key Stage 1 National Curriculum Objectives

	Computer Science  
  (How computers and computer systems work and how they are designed and programmed)                                    
	Information Technology
(The purposeful use of existing programs to develop products and solutions)
	Digital Literacy    
 (The skills, knowledge and understanding needed in order to participate fully and safely in an increasingly digital world)                              

	A- understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 

	B- create and debug simple programs 

	C- use logical reasoning to predict the behaviour of simple programs

	D- use technology purposefully to create, organise, store, manipulate and retrieve digital content

	E- recognise common uses of information technology beyond school

	F- 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








	Key Stage 2 National Curriculum Objectives

	Computer Science  
  (How computers and computer systems work and how they are designed and programmed)                                    
	Information Technology
(the purposeful use of existing programs to develop products and solutions)
	Digital Literacy    
 (the skills, knowledge and understanding needed in order to participate fully and safely in an increasingly digital world)                              

	A - design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts

	B - use sequence, selection, and repetition in programs; work with variables and various forms of input and output

	C - use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs

	D - 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

	E - use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content

	F - 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

	G - use technology safely, respectfully, and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact









	Programming (A)
‘Programmer’ Spring 1.
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	EYFS
	Year 1
	
	Year 3
	Year 4
	Year 5
	Year 6

	Unit and Summary
(NCCE)  
	Springtime - Early Years
Three spring-themed activities introduce children to computational thinking through making junk scarecrows, exploring a rabbit run, and planting seeds
	Moving / Programming a robot. 
Introduces learners to early programming concepts. 
	Robot Algorithms
Develops learners’ understanding of instructions in sequences and the use of logical reasoning to predict outcomes. Use given commands in different orders to investigate how the order affects the outcome.
	.Sequencing Sounds. 
Comparing Scratch to other programming environments they may have experienced, before familiarising themselves with the basic layout of the screen.
	Repetition in shapes
Explore repetition and loops in programming by planning, modifying, and testing commands to create shapes and patterns using Logo, a text-based programming language. Comparing commands and logical reasoning to build on previous years. 


	Selection in physical computing
Learners will use physical computing with the Crumble controller to explore selection in programming. They will connect and program components like LEDs and motors, applying their knowledge of repetition and conditions, and use the “if…then” structure to control the flow of actions.

	Variable games
Learners investigate variables in programming using Scratch. They understand what variables are through real-world examples, then use them to create a scoreboard simulation. Following the Use-Modify-Create model learners experiment with, modify, and design projects to apply their understanding of variables effectively.

	NC Link 
(see above)
	.DT and English 
	A, B, C, E34
	A, B, C, F
	A, B, C, F
	A, B, C, F
	A, B, C, F
	A, B, C, F

	Online Safety 
	
	N/A
	N/A
	N/A
	N/A
	N/A
	N/A

	Lesson and Skill Progression 
	Springtime.





	L1 Buttons
L2 Directions
L3 Backwards and forwards
L4 Four directions
L5  Getting there
L6 Routes.
	L1 Giving Instructions
L2 Same but different.
L3 Making predictions.
L4 Mats and routes
L5 Algorithm design
L6 Debugging
	L1 Introduction to Scratch
L2 Programming Sprites.
L3 Sequences
L4 Ordering commands
L5 Looking good
L6  Making an instrument.
	L1 Programming a screen turtle 
L2 Programming Letters. 
L3 Patterns and repeats 
L4 Using loops to create shapes 
L5 Breaking things down
L6  Creating a program. 
	L1 Connecting crumbles
L2 Combining output components
L3 Controlling with conditions
L4 Starting with selection
L5 Drawing designs 
L6 Writing and testing algorithms 
	L1 Introducing variables
L2 Variables in programming 
L3 Improving a game
L4 Becoming a game designer 
L5 Design to code 
L6 Improving and sharing 




	Data and Information
‘Data Handler’ Spring 2.

	
	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Unit and Summary
(NCCE)  
	Super Space - Early Years
Three space-themed activities help pupils develop computational thinking and problem-solving by creating rocket algorithms and spotting patterns in alien pictures.
	Grouping data.
Labelling, counting and grouping objects. Sorting objects based on criteria and answering questions about data.
	Pictograms
Introduces the term ‘data and attribute’. Learn what data means and how this can be collected in the form of a tally chart. presenting data in the form of pictograms and block diagrams. 
	Branching databases.
 Understand branching databases and attributes. Create physical and on-screen branching databases. Test the database and apply knowledge to real world problems.
	Data Logging.
How computers can use special input devices called sensors to monitor the environment. Pupils 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. Pupils will spend time using a computer to review and analyse data. 

	Flat-File databases
How a flat-file database can be used to organise data in records. Pupils use tools within a database to order and answer questions about data. They create graphs and charts from their data to help solve problems. They use a real-life database to answer a question, and present their work to others.

	Introduction to spreadsheets.
Develop an understanding of how to create spreadsheets: Organising data, formatting data being introduced to formulas. Learners will use spreadsheets to plan an event and answer questions. Finally, learners will create charts, and evaluate their results in comparison to questions asked.

	NC Link 
(see above)
	DT and English
	D, F
	D, F
	 F,G
	B, F
	E, F
	F

	Online Safety 
	
	N/A

	N/A
	N/A
	N/A
	N/A
	N/A

	Lesson and Skill Progression 
	L1. Parts of our bodies
L2. Make a body
L3. Look how we grow
L4. Movement algorithms


	L1 Label and match
L2 Group and count
L3 Describe an object
L4 Making different groups
L5  Comparing groups
L6 Answering questions
	L1 Counting and comparing.
L2 Enter the data.
L3 Creating pictograms.
L4  What is an attribute?
L5 Comparing people.
L6 Presenting information.
	L1 Yes or no questions.
L2 Making groups.
L3 Creating a branching database.
L4 Structuring and branching database.
L5 Using a branching database.
L6  Two ways of presenting information.
	L1 Answering questions.
L2 Data Collection.
L3 Logging.
L4 Analysing data.
L5 Data for answers.
L6  Answering my question.
	L1 Creating a paper-based database.
L2 Computer databases.
L3 Using a database.
L4 Using search tools.
L5  Comparing data visually.
L6 Databases in real life.
	L1 What is a spreadsheet?
L2  Modifying spreadsheets.
L3 What’s the formula?
L4 Calculate and duplicate.
L5 Event planning.
L6 Presenting data.
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