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Computing Curriculum Summer 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









	Creating Media.    ‘Media Creator’ Summer 1.
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	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Unit and Summary
(NCCE)  
	Summer Fun - Early Years
Three activities encourage children to explore their surroundings, get creative by making a journey map, and discover seaside tangrams.
	Digital Writing.
Learners will familiarise themselves with typing on a keyboard and begin using tools to change the look of their writing, and then they will consider the differences between using a computer and writing on paper to create text.
	Digital Music.
Make patterns and use those patterns to make music with both percussion instruments and digital tools. They will also create different rhythms and tunes, using the movement of animals for inspiration. Finally, learners will share their creations and compare creating music digitally and non-digitally.
	Desktop Publishing.
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 using desktop publishing software. They will evaluate how and why desktop publishing is used in the real world.
	Photo Editing.
Learners will develop their understanding of how digital images can be changed and edited, and how they can then be resaved and reused. They will consider the impact that editing images can have, and evaluate the effectiveness of their choices.
	Introduction to vector graphics.
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.
	3D modelling.
Learners will initially familiarise themselves with working in a 3D space, moving, resizing, and duplicating objects. They will then create hollow objects using placeholders and combine multiple objects to create a model of a desk tidy. Finally, learners will examine the benefits of grouping and ungrouping 3D objects, then go on to plan, develop, and evaluate their own 3D model of a building.

	NC Link
	English and DT
	D, F
	D, F
	 E, F
	F, G
	F, G
	F, G

	Online Safety 
	
	Privacy & Security
	Copyright & Ownership
	Copyright & Ownership
Managing online info.
	Self-image and identity
Copyright & Ownership
	Copyright & Ownership
	Privacy & Security

	Lesson and Skill Progression

	L1 - What is a good boat?
L2 - Is this a good boat?
L3 - On board role play.
L4 - Build a boat.









	L1 - Exploring the keyboard.
L2 - Adding and removing text.
L3 - Exploring the tool bar.
L4 - Making changes to the text.
L5  - Explaining my choices.
L6 - Pencil or keyboard.
	L1 - How music makes us feel.
L2 - Rhythms and patterns.
L3 - How music can be used. 
L4 - Notes and tempo. 
L5 - Creating digital music.
L6 - Reviewing and editing music.
	L1 - words and pictures.
L2 - Can you edit?
Great template.
L4 - Can you add content?
L5 - Lay it out.
L6 - Why desktop publishing?
	L1 - Changing digital images
L2 - changing the composition of images.
L3 - Changing images for different users.
L4 - retouching images.
L5 - Fake images.
L6 - Making and evaluating a publication.
	L1 - The drawing tools.
L2 - Creating Images.
L3 - Making effective drawings.
L4 - Layers and Objects.
L5 - Manipulating objects.
L6 - Create a vector drawing.
	L1 - Intro to 3D modelling.
L2 -  Modifying 3D objects.
L3 - Make your own name badge. 
L4 - Making a desk tidy.
L5 - Planning a 3D model.
L6 - Make your own 3D model.

	Programming ‘B’.    ‘Programmer.’ Summer 2.

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

	Unit and Summary
(NCCE)  
	Boats Ahoy - Early Years
Boats Ahoy! takes children on a journey of discovery as they investigate different types of boats.
	Programming Animations
Through Scratch Jr. Learners 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.
	Programming quizzes
Begin to understand that sequences of commands have an outcome. Use and modify designs to create their own quiz questions in ScratchJr and realise these designs in ScratchJr using blocks of code. evaluate their work and make improvements to their programming projects.
	Events & actions in programmes.
Move a sprite in four directions (up, down, left and right). Explore movement within the context of a maze, 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.
	Repetition in games
Learners look at the difference between count-controlled and infinite loops, and use their knowledge to modify existing animations and games using repetition. Their final project is to design and create a game which uses repetition, applying stages of programming design throughout.
	Selection in quizzes
Learning how the If… Then… Else structure can be used to select different outcomes depending on whether a condition is true or false. They use their knowledge of writing programs and using selection to control outcomes to design a quiz in response to a given task and implement it as a program.
	Sensing movement.
Brings together elements of all the four programming constructs: sequence from Y3, repetition from Y4, selection from Y5, and variables. Pupils use all of these constructs utilising a physical device — the micro:bit. Pupils then take on three new projects in Lessons 2, 3, and 4, with each lesson adding more depth.

	NC Link
	English and DT
	A, B, C.
	A, B, C, D
	 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

	L1 - What is a good boat?
L2 - Is this a good boat?
L3 - On board role play.
L4 - Build a boat.




	L1 - Comparing tools.
L2 - Joining blocks.
L3 - Make a change.
L4 - Adding sprites.
L5  - Project design.
L6 - Following my design.
	L1 - Scratch Jr. recap.
L2 - OUtcomes.
L3 - Using a design.
L4 - Changing a design.
L5 - Designing and creating a programme.
L6 - Evaluating.
	L1 - Moving a sprite.
L2 - Maze movement.
L3 - Drawing lines.
L4 - Adding features.
L5 - Debugging movement.
L6 - Making a project. 
	L1 - Using loops to create shapes.
L2 - Different loops.
L3 - Animate your name.
L4 - Modifying a game. 
L5 - Designing a game.
L6 - Creating our games.
	L1 - Exploring conditions.
L2 - Selecting outcomes.
L3 - Asking questions.
L4 - Planning a quiz.
L5 - Testing a quiz.
L6 - Evaluating a quiz.
	L1 - The micro:bit
L2 -  Go with the flow.
L3 - Sensing inputs.
L4 - Finding your way.
L5 - Designing a step counter.
L6 - Making a step counter.
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