	Class 2 Cycle A- A1
Subject: Computing- Animation  

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning Objective

	To know how to compare animation before computers were invented to animation in modern day. 
	To know how to relate animated movement with a sequence of images, using Stop, Motion Animation. 
	To know how to plan an animation, exploring the job role of an animator. 
	To know how to evaluate my plan, before starting to create my animation. 
	To know how to review and improve my animation through self-reflection and peer feedback. 
	To add other media and effects into my animation, evaluating the impact this has. 

	Revisit and review
	What is an algorithm? 
	Give an example of when animation is used.
	What is animation?
	Define the word ‘software’. 
	How do we stay safe when playing games online?
	Name an example of an application. 

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	Design
refers to the process of planning and creating a solution or program before writing any code.

Content refers to the information, data, and materials stored or presented on digital devices and platforms, like websites or online learning platforms. 

A computer is a device that can follow instructions stored in its memory to perform various tasks. 


Software is defined as the non-physical parts of a computer, including programs and instructions that tell the computer what to do.

	Design
refers to the process of planning and creating a solution or program before writing any code.

Animation is the process of creating the illusion of moving images using a series of still images. Before computers, there were many inventions and devices that fascinated people by seeming to merge images or make them appear to move, using a pencil and paper. This was a very timely process. 

Software is defined as the non-physical parts of a computer, including programs and instructions that tell the computer what to do.

Sequence refers to the order in which instructions or commands are executed within a program.

	Creation refers to the process of developing digital content and skills.


Software is defined as the non-physical parts of a computer, including programs and instructions that tell the computer what to do.

Animation is the process of creating the illusion of moving images using a series of still images. Before computers, there were many inventions and devices that fascinated people by seeming to merge images or make them appear to move, using a pencil and paper. This was a very timely process. 

Design
refers to the process of planning and creating a solution or program before writing any code.

	Software is defined as the non-physical parts of a computer, including programs and instructions that tell the computer what to do.

Evaluate 

Design
refers to the process of planning and creating a solution or program before writing any code.

Sequence refers to the order in which instructions or commands are executed within a program.

	Evaluate  means to think critically about something you've created or used, and identify its strengths and weaknesses. 

Review refers to the process of evaluating something, typically digital content like images, videos, or presentations, and giving feedback on it. 


Design
refers to the process of planning and creating a solution or program before writing any code.

Animation is the process of creating the illusion of moving images using a series of still images. Before computers, there were many inventions and devices that fascinated people by seeming to merge images or make them appear to move, using a pencil and paper. This was a very timely process. 

	Evaluate  means to think critically about something you've created or used, and identify its strengths and weaknesses. 

Design
refers to the process of planning and creating a solution or program before writing any code.

Media refers to the various ways information can be presented and communicated, often using digital tools and technologies.


	Key skills- how to achieve the LO 
(substantive knowledge)
	 
Animation is the process of creating the illusion of moving images using a series of still images. Before computers, there were many inventions and devices that fascinated people by seeming to merge images or make them appear to move, using a pencil and paper. This was a very timely process. 

Animation is a sequence of drawings or photographs. 
	
Stop, Motion, Animation is an animation that is captured one frame at a time, with physical objects that are moved between frames. 
There are advantages and disadvantages of this software compared to flipbooks. 

Advantages
· You can save the work you have done on the tablet.
· You can speed up/slow down the animation. 
· You can rub out mistakes.
· You can share work via email to share with others.

Disadvantages
· You need a device to access it. 
· Drawings are simplistic. 
	Onion skinning in animation is an editing technique used to see several frames of an animation simultaneously. This means the animator can tell whether the lines of each frame are correctly lined up- which is crucial to create an animation with smooth motion. 

A storyboard is a graphic representation of how your video will unfold, shot by shot. 
	Animation is a sequence of events that come one after another in a particular order. Storyboards are a great way to show a sequence. It is good to evaluate these storyboards to ensure you have a clear, consistent sequence of events.

To evaluate= to determine the significance, worth, or condition by careful appraisal and study. 
	Evaluation is really important. It is how you can make sure appropriate decisions have been made, correct action has been taken, and work has been done to the highest possible standard in line with its objectives. 

Peer feedback is when students provide one another with feedback on their work or performance. 
	To import= the process of bringing external date or content onto a device. 

Animators add different media in a variety of different ways.
· Photos of themselves to show who made the animation. 
· Music to make it catchier/more interesting. 
· Text to say who created the animation.
· A title to say what the animation is called.

	Key vocab
 
	 Design 
Content 
Computers
Software
Animation 
Flip book 
Advantages 
Disadvantages 
	 Design
Animation 
Software 
Sequence
Flipbook
Frame 
Image 
Photograph 
Animate 
Create 
	 Creation 
Software 
Animation 
Design
Animator 
Storyboard 
Frame 
Events 
Onion skinning
	 Software
Evaluate 
Design 
Sequence
Storyboard 
Animate 
Frame 
Peer feedback 
	Evaluate 
Review 
Design 
Animation Feedback 
Reflection 
Self-reflection 
Peer feedback.
	Evaluate 
Impact 
Design 
media 
Effects
Music 
Final piece 
Animation 



In the event of a 7-week term- use the final week for post unit assessment of topic and pre-learning for upcoming term.
	Class 2 Cycle A- A2
Subject: Computing- Communication and collaboration

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning Objective

	To know how to explore the different ways we can communicate online, understanding the positive and negative outcomes.
	To know what email is and how it is used in different settings.
	To know how to send and receive emails, in a respectful and responsible manner. 
	To know how to use the features of email to communicate with others.
	To know how to work collaboratively using online software.
	To use collaborative tools online to contribute to others work.

	Revisit and review
	When is animation used? 
	What is an advantage of technology linked to making animations? 
	What is a negative outcome of communicating online? 
	Why do people use emails? 
	What is a recipient? 
	What is an inbox? 

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	Communication is the way in which we interact with other people to convey a message. 

The internet is a very big network of computers from all around the world.



	Email is short for electronic mail. It can also sometimes be written as e-mail.

An inbox is a digital storage area where you receive and store incoming messages, such as emails, notifications, or direct messages, depending on the platform or service you're using.


Network refers to a group of connected computers and other devices that can share information and resources.


	Email is short for electronic mail. It can also sometimes be written as e-mail.

A recipient is the person who receives the email.

Draft= This is the unfinished / incomplete version of a piece of work.



	An email address is a unique name chosen by the account owner. It can contain letters, characters and numbers and includes the @ symbol followed by the email domain. 

The subject is a short summary of what the email is about. The recipient can see this without opening or reading the full email. It can usually be found above the email message.

	Collaboration is working with others to create something together. 

Email is short for electronic mail. It can also sometimes be written as e-mail.

The internet is a very big network of computers from all around the world.

Communication is the way in which we interact with other people to convey a message. 

	Collaboration is working with others to create something together. 

Email is short for electronic mail. It can also sometimes be written as e-mail.

Communication is the way in which we interact with other people to convey a message. 


	Key skills- how to achieve the LO 
(substantive knowledge)
	 Online communication is the way in which we interact with other people using technology over the Internet. 
Through communicating online, sometimes we are unable to see facial expressions and hear the tone of voice. We may interpret messages differently from the way they were intended. Therefore, it is important 
to be mindful of what we say and how we say it.
A good rule to follow is, if you wouldn’t say it offline, you shouldn’t say it online. 

	
Email is a way in which we send and receive messages over the Internet. They could be considered as the digital equivalent of a letter. Emails can be sent to anyone around the world, provided you both have an Internet connection and an email address. Emails usually arrive at the recipient’s inbox almost immediately. In 1971, Ray Tomlinson discovered the system of 
sending mail between users across the ARPANET. 
Before this, email existed but it was only possible to receive emails to the same computer they were sent from
	CC: This stands for carbon copy. This allows you to send a copy of the email to other recipients who may need it.

BCC: This stands for blind carbon copy. This is similar to CC. However, recipients included in the BCC cannot be seen by any other recipients. All recipients will still be able to see the recipients in the To and CC field. This is also optional.

Attach: Allows you to attach a file, such as a document or image to your email. These can be attached from your computer or from an online cloud storage service.

When the recipient of your email replies, this creates an email thread. This is a list of all emails which have been sent relating to the subject, including the original email. 
This is useful to keep track of information and what has been said.

	Forward allows you to send the email or email thread to another recipient who was not included in the original email.

Reply all sends a reply to the sender and all other recipients who may have received a CC
or a BCC.

Including a web page Uniform Resource Locator (URL) in the email will automatically create a hyperlink, which can be clicked on to take the user to the web page.
	Online collaboration means we can work together on a task on a digital platform. The tools available in online collaboration software enable us to collaborate effectively and efficiently. 
Some of the negatives that you might have when collaborating with others could be solved by working together online. 
OneDrive is an online cloud storage service which allows users to save documents online rather than saving locally to a device. By using an online cloud storage service, we can work collaboratively with others on documents and save them to the cloud. These documents can be accessed by anyone who has access to the document and an Internet connection. The document is saved automatically, so there is no risk of losing your work or forgetting to save it!

	Editing mode allows you to edit the document directly. 
This means that you can make changes which amend the document as you go along. 
The changes can be viewed in the version history. 

Suggesting mode allows you to suggest possible changes to the document. These changes are added as a suggestion and do not change the original document. The writer can then choose to accept or reject the suggestions.
This means that you can edit the document without changing it until you have approval. This way, you are providing a preview of what the changes might look like before they are approved.

Viewing mode only allows you to view the document. No editing, changes or suggestions can be made. 


	Key vocab

	Communication 
Internet
Online communication
Communities
Technology 
	Internet
Network 
Domain 
Attachment 
Email
Inbox
Recipient 
Spam
	Attachment 
Email 
Compose 
Draft 
Forward 
BCC
CC
Subject
	Attachment 
Email
Forward 
Inbox 
Link
Recipient
Reply
subject
	Email 
Collaborate 
Cloud storage service 
Document 
Edit 
Share
	Collaborate 
Document 
Edit 
File 
Suggesting 
Share
Comment
Resolve 




	Class 2 Cycle A- Sp2 
Subject: Computing- Garageband 

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning Objective

	To know and begin to understand how electronic music is created. 
	To know and understand how to use Garageband, creating a song and adding a loop. 
	To know how to continue to develop my understanding of Garageband, using Smart drums and Smart strings. 
	To know and understand how to record using the built-in microphone. 
	To know what a sampler is and how to use it, developing composing skills. 
	To compose a piece of music and peer assess each other’s pieces. 

	Revisit and review 
	What is an animation? 
	How has animation changed throughout history? 
	Who might use Garageband? 
	Define the word ‘compose’. 
	What is a loop? 
	Name an example of an instrument that can be used on Garageband. 

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	Electronics refers to the practical, physical components of a digital device.

Software refers to the programs and instructions that tell a computer or other digital device what to do. 
 
A sample is a piece of recorded audio that you can use as a musical instrument or sound effect. 


	Software refers to the programs and instructions that tell a computer or other digital device what to do. 

Garageband  is a free digital audio workstation (DAW) and music creation studio developed by Apple for macOS, iPadOS, and iOS devices. 

Digital device is an electronic device that uses computer technology to process and store information. 




	Compose means to create or put together something new by combining different parts.

Create means to use software and digital devices to build something new for a specific purpose.

Garageband is a free digital audio workstation (DAW) and music creation studio developed by Apple for macOS, iPadOS, and iOS devices. 

Software refers to the programs and instructions that tell a computer or other digital device what to do. 

	Compose means to create or put together something new by combining different parts.

Create means to use software and digital devices to build something new for a specific purpose.

Quality refers to the degree of excellence in a digital product or process. 


	Compose means to create or put together something new by combining different parts.

Create means to use software and digital devices to build something new for a specific purpose.

Quality refers to the degree of excellence in a digital product or process. 


	Evaluate means to systematically judge or assess the quality, value, and relevance of a digital product or process.

Peer assess means when students evaluate and provide feedback on the work of their classmates.
 
Compose means to create or put together something new by combining different parts.



	Key skills- how to achieve the LO 
(substantive knowledge)
	Instruments refers to tools or devices used to perform specific tasks. In

Ipad= a popular line of touchscreen tablet computers developed by Apple.

Garageband  is a free digital audio workstation (DAW) and music creation studio developed by Apple for macOS, iPadOS, and iOS devices. 

Record means to capture and save a performance. 



	Loop is a short, pre-recorded musical phrase or sound effect that can be repeated seamlessly.

Compose means to create or put together something new by combining different parts.

Create  means to use software and digital devices to build something new for a specific purpose.

Bar is a segment of time in your music that contains a specific number of beats, as defined by the song's tempo and time signature. 


	Smart Drums is a feature that allows users to easily create realistic and compelling drum grooves without having advanced drumming or music theory skills.

Strings  is a virtual instrument that allows you to easily play and arrange a full string orchestra.

Instruments refers to tools or devices used to perform specific tasks. In

	Record means to capture and save a performance. 

A microphone is an input device that captures sound and converts it into a digital format that a computer can store and process. 

An audio recorder is a device or software program that captures and saves sound as a digital file.


	Loop is a short, pre-recorded musical phrase or sound effect that can be repeated seamlessly.

Copy and paste is a fundamental computer function that allows you to duplicate and move information from one location to another without re-creating it

A keyboard is an input device that lets you enter text, numbers, and commands into a computer or other digital device by pressing a set of keys

	Record means to capture and save a performance. 

Playback is the process of playing your musical project so you can listen to it. 

A speaker is an output device that converts electrical signals into sound waves, allowing you to hear audio from a digital device. 


	Key vocab
 
	Electronics 
Software 
Sample 
Instruments 
Ipad
Garageband
Record 
	 Software 
Garageband 
Digital devices 
Loop 
Compose
Create 
Bar 

	Compose 
Create 
Garageband 
Software 
 Drums 
Strings
Instruments 
	Compose 
Create 
Quality
Recording 
Microphone 
Audio recorder 

	Compose 
Create 
Quality
Loop
Copy
Paste
Keyboard 
	Evaluate 
Peer assess 
Compose 
Recording 
Playback
Speakers 




	Class 2 Cycle A- Su1
Subject: Computing- E-Safety, responsibilities 

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning objective

	To know how to identify which behaviour is acceptable and unacceptable, when online. 
	To know how your digital footprint can be used linked to online advertisement. 
	To know why strong passwords should be created for accounts, linked to privacy settings. 
	To know how to safely send and receive emails. 
	To know how children can communicate online in different ways. 
	To use knowledge about keeping safe online to plan an online event. 

	Revisit and review
	What are emails used for?
	What is an inbox?
	What is a recipient?
	How can you use the Internet safely?
	How do you know if an email is spam?
	What is a digital footprint?

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	E-safety is about teaching children how to use technology and the internet safely and responsibly. 

Technology refers to the application of scientific knowledge to solve problems and create new tools and systems.


	E-safety is about teaching children how to use technology and the internet safely and responsibly. 

Online means being connected to the internet. 

	E-safety is about teaching children how to use technology and the internet safely and responsibly. 

Online means being connected to the internet. 

	E-safety is about teaching children how to use technology and the internet safely and responsibly. 

Privacy refers to the ability to control who can see or use information about you. 

	Software is defined as the non-physical parts of a computer, including programs and instructions that tell the computer what to do. 

E-safety is about teaching children how to use technology and the internet safely and responsibly. 

	Privacy refers to the ability to control who can see or use information about you. 

Online means being connected to the internet. 


	Key skills- how to achieve the LO 
(substantive knowledge)
	We might use the phrase ‘cyberbullying’ to describe when someone uses digital technology to be intentionally mean or unkind to someone more than once. 
If you think someone who is bullying you online, or you think someone else is being bullied online, you should tell a trusted adult.  


	
Targeted advertising is when companies use your digital footprint to see what kind of things you might be interested in and then make sure that you see those adverts more often.

A digital footprint is the information about a particular person that exists on the internet as a result of their online activity.  
	A password is a virtual lock that is something
To keep your things safe.  We use them to stop people seeing our information and to stop people using our accounts. They are also to make sure only you can change your information. 
	Emails are quick and easy to write and send. It is much quicker to communicate with email than with a letter. You have a record of what’s been said on email. There are several warning signs that we might get which means an email is unsafe to open: 
· an unknown or strange-looking email address.
· An email address pretending to be something else. 
· Spelling mistakes in the subject or a strange subject title.
	A good rule to follow when communicating online is that if you wouldn’t say it in real life, you shouldn’t say it online. Words can be just as hurtful online. 

	When structuring emails, you have to judge whether to write informally or formally linked to the purpose and audience. It is important to use respectful language as words can hurt just as much as physical actions. Emails are also logged so there will always be a copy of what is in the text. 


	Key vocab
 
	E-safety 
Technology 
Safe 
Online
Cyberbullying 
Stranger 
Social media
Messaging 
	 E-safety 
Digital footprint 
Online 
Safe 
Targeted advertising 
Advert 
Opinions 
	E-safety
Privacy settings 
Online 
Safe
Password 
Password-protected 
Lock
Code
	E-safety 
Privacy 
Safe 
Personal 
Emails
Communication 
Formality 
Closed network 
	E-safety 
Communities 
Software 
Communication 
Online 
Positive impact 
Negative impact 
Online gaming 
	Online 
Online safety 
Privacy 
Communication 
Emailing
Teamwork 
Private 
Online events 




	Class 2 Cycle B- A1
Subject: Computing- Microsoft word

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning Objective

	To know how Microsoft Word is used to create documents, looking at modelled examples.  
	To know how to use a keyboard effectively to present information, formatting the style of my text. 
	To know how to organise a text effectively to make the document look more engaging and eye-catching. 
	To know how to collect and combine digital images from the Internet to create a poster. 
	To know how to edit my work, using spell check to support me. 
	To know how to attach hyperlinks to my poster to support the purpose of my poster. 

	Revisit and review
	What is an attachment?
	What is your favourite app and why?
	What different applications can you name? 
	What id a document? 
	Define the word ‘software’. 
	What does ‘copy and paste’ mean? 

	Key skills- how to achieve the LO 
(disciplinary  knowledge)
	Software refers to the programs and instructions that tell a computer what to do.

A document is a file containing information, like text, images, or data, created and stored digitally on a computer. 

Presentation is a way of using technology to share information with others, usually in the form of a slide show. 

Design refers to the process of planning and creating something, often a program or system, before it's actually built or coded.

	Software refers to the programs and instructions that tell a computer what to do.

Design refers to the process of planning and creating something, often a program or system, before it's actually built or coded.

Content refers to the information, pictures, videos, or text found on websites or in digital spaces. 

Format refers to the way digital information is organized and presented, especially when working with spreadsheets or files.

	Presentation is a way of using technology to share information with others, usually in the form of a slide show. 

Edit refers to making changes to digital content, like text, images, or videos, to improve them or make them more suitable for a specific purpose. 


A document is a file containing information, like text, images, or data, created and stored digitally on a computer. 


	A document is a file containing information, like text, images, or data, created and stored digitally on a computer. 

Presentation is a way of using technology to share information with others, usually in the form of a slide show. 

Internet is explained as a global network of computers that allows them to share information.


Software refers to the programs and instructions that tell a computer what to do.

	Edit refers to making changes to digital content, like text, images, or videos, to improve them or make them more suitable for a specific purpose. 

A document is a file containing information, like text, images, or data, created and stored digitally on a computer. 


	Presentation is a way of using technology to share information with others, usually in the form of a slide show. 


Software refers to the programs and instructions that tell a computer what to do.

Internet is explained as a global network of computers that allows them to share information.


	Key skills- how to achieve the LO 
(substantive knowledge)
	 Microsoft office is a piece of software founded by Bill Gates and Paul Allen. This software included Microsoft Word, Microsoft PowerPoint and Microsoft Excel. 

Microsoft Word gives opportunities to create different types of documents such as letters, assignments, reports, poster and adverts, along with many more documents. 

Software= Programmes or instructions that tell the hardware what to do. 
	To ensure you type effectively and quickly, you can use certain fingers to type when using a keyboard. 

Index fingers= f/j
Left fingers= a/s/d/f/g
Right fingers= h/j/k/l

Fonts are different styles of writing, in regards to how it looks. You can also change the colour, size and make it bold or change to italics. 
Text can be underlined too. 
	Fonts are different styles of writing, in regards to how it looks. You can also change the colour, size and make it bold or change to italics. 
Text can be underlined too.

You can use the page border option in Microsoft Word if you want to make all of your documents look professional and appealing. You can also add margins.

Cut, copy and paste are essential commands and help to organise a document. 
	The Internet is a vast network that connects computers all over the world. Through the Internet, people can share information and communicate from anywhere with an Internet connection. 

Google images is a good source to collect, copy and paste images. 

Cut, copy and paste are essential commands and help to organise a document.
	To edit= a change or correction made as a result of editing. 

To analyse= to examine something methodically and in detail, typically in order to explain and interpret it. 

Spell check is a tool on Microsoft Word which will scan through a piece of writing and highlight any spellings that are incorrect with a red squiggle underneath. It will also highlight if something is not grammatically written right. 
	A hyperlink is what we use to move around the web from page to page. A hyperlink is often underlined, though not always. Hyperlinks can be text, images, buttons or moving images. 

To attach= to join a file such as a document, picture or computer program.

Software= Programmes or instructions that tell the hardware what to do.  

	Key vocab
 
	Software 
Documents 
Presentation 
Design 
Microsoft 
Word 
Format 
Search bar 
	 Software 
Design
Content 
Format
Keyboard 
Shift 
Font 
Style 
	Presentation 
edit
Document 
Microsoft word 
 Content 
Copy 
Paste
Cut 
	Document 
Present 
Internet 
Software 
Image 
Copy 
Paste
Save 
	Edit 
Document 
Microsoft word 
Analyse 
Spell check 
Thesaurus 
Search bar
Highlight 
	Present 
Information 
Software 
Internet 
Hyperlinks 
Highlight
Attach 
Document 




	Class 2 Cycle B- Sp1
Subject: Computing- Scratch, controlling outputs 

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	LO  “I know…”
(disciplinary knowledge)
	To know how to use and compare different types of quizzes.  
	To know how to use selection, duplication and sequencing to create a short quiz. 
	To know how to make a quiz more visually appealing by adding backdrops and changing sprites.  
	To know how to use special effects, sounds and scores to enhance a quiz. 
	To know how to create a new racing quiz using operators, variables and sensing blocks.
	To effectively review a multiplication quiz, using my knowledge of SCRATCH to support me.

	Revisit and review 
	What is garagband?
	Define the word ‘loop’ liked to Garageband.
	What is an algorithm? 
	If you duplicate something, what happens? 
	What is a block in Scratch? 
	Define the word ‘edit’. 

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	Online means that your computer or hand-held device is connected to a network, usually the Internet.

Compare means to look at what is the same and what is different between two things. 

Software refers to the programs and instructions that tell a computer what to do.

	Coding is writing a set of instructions that will tell a computer what to do. Coding is also known as computer programming.

An algorithm is a set of step-by-step instructions that a computer or person can follow to solve a problem or complete a task. 

A sequence refers to the order in which instructions are executed in a program.

Duplicate - to make a copy of an object and paste it in one step.


Selection= a list of instructions written in a way that a computer can understand, so the choices need to be part of the program.

	Debug means finding and fixing errors (or "bugs") in computer programs or algorithms.
 
An algorithm is a set of step-by-step instructions that a computer or person can follow to solve a problem or complete a task. 


Code = a set of instructions written in a specific language that tells a computer what to do.

	A variable is a block of code that can store numbers and text. You can create your own variables in Scratch. 

Experiment involves investigating the effects of changes within a program or system by testing different inputs or settings and observing the outcomes. 




An algorithm is a set of step-by-step instructions that a computer or person can follow to solve a problem or complete a task. 

	Decode means converting information back into its original, readable format. It is the opposite of encoding, where data is converted into a different format


An algorithm is a set of step-by-step instructions that a computer or person can follow to solve a problem or complete a task. 

A variable is a block of code that can store numbers and text. You can create your own variables in Scratch. 

	Evaluate means to systematically judge or assess the quality, value, and relevance of a digital product or process.


Software refers to the programs and instructions that tell a computer what to do.

Decode means converting information back into its original, readable format. It is the opposite of encoding, where data is converted into a different format

Review means to look back at and reflect on the work that has been created.



	Key skills- how to achieve the LO 
(substantive knowledge)
	Open questions have more than one answer that can be 
correct and most of the answers consist of more than one word.
These questions and answers require a bit of thought. 

For closed questions, the answers tend to be right or wrong. These questions can be answered quickly and usually require one word or a number.

SCRATCH is a visual programming language and online platform designed to help young learners create interactive stories, games, and animations.



	
It is important to use Operators in your maths quiz as they will help to decide between a correct and incorrect value given, such as the answer to the multiplication question and what the outcome will be. This could be whether the sprite says, ‘correct’ or ‘incorrect’ or if any effects should be added to a sprite. 


This is an Events block and is what is needed to begin your quiz
This is a Sensing block and is used here to ask a quiz question and wait for a response.

This is a Control block and works to control your algorithm. In your algorithm, the if…then…else… block is used to tell Scratch that if the correct answer is given the contestant will be congratulated, else they will be told better luck for next time.


	Select - This cursor can be used to move an object, resize and rotate it. 



Reshape - This can be used to bend or change shapes.  



Eraser - This allows you to erase any drawings you have made.



Text - This can be used to type words onto the backdrop. 
A block = a 'chunk' of programming or a particular graphic block or piece such as the 'forever' control block.

	A block = a 'chunk' of programming or a particular graphic block or piece such as the 'forever' control block.

Effects generally refers to the visual or functional changes that can be applied to digital content, particularly images and animations.

Backdrop refers to the background image or design that appears behind sprites (characters or objects) on the screen. 


	 A block = a 'chunk' of programming or a particular graphic block or piece such as the 'forever' control block.

It is important to use Operators in your maths quiz as they will help to decide between a correct and incorrect value given, such as the answer to the multiplication question and what the outcome will be. This could be whether the sprite says, ‘correct’ or ‘incorrect’ or if any effects should be added to a sprite. 

Software refers to the programs and instructions that tell a computer what to do.

Purpose refers to the specific reason or goal for creating a digital product or following a set of instructions.

	SCRATCH is a visual programming language and online platform designed to help young learners create interactive stories, games, and animations.

Present means to communicate or show information and ideas to an audience using technology. 

A block = a 'chunk' of programming or a particular graphic block or piece such as the 'forever' control block.

Purpose refers to the specific reason or goal for creating a digital product or following a set of instructions.


	Key vocab
 
	 Online 
Compare 
Software
Quiz 
Open questions 
Closed questions
Paper based 
SCRATCH
Blocks
	 Coding 
Algorithm
Sequence
duplicate
Selection 
 Blocks 
Outcome 
SCRATCH 
Operators 
	Debug 
Algorithm 
Code  
Block 
Effects 
Backdrop 
Select 
Eraser
Reshape 
Text 
	 Experiment 
Algorithm 
Variable 
Special effects
Block 
Backdrop 
Tab 
Sound effect 
	Decode
Algorithm 
Variable 
Block 
Operators 
Software 
Purpose 
	Evaluate 
Software 
Decode 
Review
SCRATCH
Present 
Block 
Purpose




	Class 2 Cycle B- Su1
Subject: Computing- Microsoft powerpoint 

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning Objective

	To know how to plan and select which software to use when planning my own presentation of a story.
	To know how to create slide templates and organise slides with hyperlinks.
	To know how to add theme, transitions and animation to a presentation.
	To know how to use action settings when creating a presentation.
	To know how to insert audio and video into a presentation.
	To evaluate my slide layout and make improvements effectively. 

	Revisit and review
	What is an algorithm? 
	Name a piece of software. 
	Name one action button on Microsoft PowerPoint. 
	What is a transition in PowerPoint? 
	Who is the founder of Microsoft? 
	What is a hyperlink? 

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	Presentation software is a type of computer program or app that is used to create slideshows to accompany a speech or presentation.

Collecting means gathering different types of information, or data, for a specific purpose.

Data refers to raw, unprocessed facts and figures.



	Create  means to use software and digital devices to build something new for a specific purpose. 

Presentation software is a type of computer program or app that is used to create slideshows to accompany a speech or presentation.

Analysing means to examine something carefully to understand its structure, content, or function. 

PowerPoint is a software program used to create digital presentations, which are a collection of "slides" used to communicate information to an audience. 


	Presentation software is a type of computer program or app that is used to create slideshows to accompany a speech or presentation.

Selection  is a programming concept that allows a program to make a decision and choose a different path of instructions depending on whether a condition is true or false. 

PowerPoint is a software program used to create digital presentations, which are a collection of "slides" used to communicate information to an audience. 


	Presentation software is a type of computer program or app that is used to create slideshows to accompany a speech or presentation.

Selection  is a programming concept that allows a program to make a decision and choose a different path of instructions depending on whether a condition is true or false. 

Settings refers to the various options that users can change to control how a program, device, or online service looks and behaves.



	Insert means to add an object or new information into an existing digital document or file.

Algorithm 
Selection  is a programming concept that allows a program to make a decision and choose a different path of instructions depending on whether a condition is true or false. 


Presentation software is a type of computer program or app that is used to create slideshows to accompany a speech or presentation.

	Evaluate means to systematically judge or assess the quality, value, and relevance of a digital product or process.

Analysing means to examine something carefully to understand its structure, content, or function. 

Presentation software is a type of computer program or app that is used to create slideshows to accompany a speech or presentation.


	Key skills- how to achieve the LO 
(substantive knowledge)
	 

Digital devices are any electronic devices that store and process information.

Presentation is the act of communicating information and ideas to an audience using a digital tool.

	
Hyperlink= Text, images, buttons or moving images that can be used to move from document to document. They can even move from one place to another in the same document.
 
Slide = A single page or image shown in a multimedia 
slideshow presentation.

Templates  are pre-designed patterns or blueprints for presentations that help users create polished, professional-looking slides quickly.



	Theme= A slide design that includes pre-existing colours, fonts and special effects, such as animations and transitions.

Transition= A visual effect that happens between each slide.
 
Animation= A visual effect that can be applied to the text or pictures included on a slide.

	Format= The layout of the design, text or pictures on a slide. You can also format the font, size, colour and style of text.

Transition= A visual effect that happens between each slide.
 
Animation= A visual effect that can be applied to the text or pictures included on a slide.
	Audio refers to anything related to sound that can be processed by a computer.

Video refers to a recording of moving images and is a type of media that students learn to both consume and create. 


Multimedia= Using more than one form of communication, such as text, graphics, animation and audio.

	Layout is a pre-designed arrangement of content on a slide. 
 

Theme= A slide design that includes pre-existing colours, fonts and special effects, such as animations and transitions.

Transition= A visual effect that happens between each slide.


	Key vocab
 
	Software 
Collecting 
Data 
Digital devices
Presentation 
	 Create 
Software 
Analysing 
PowerPoint
Slides
Templates 
Hyperlink 
	Presentation 
Software 
Selection 
PowerPoint 
Theme 
Transition 
Animation 
	Presentation 
Selection 
Settings
Format 
Transition 
Animation 
	Insert 
Algorithm 
Selection 
Presentation 
Audio 
Video 
Multimedia 
	Evaluate 
Analyse
Presentation 
Software 
Layout 
Theme 
Transition 



	Class 2 Cycle B- Su2
Subject: Computing- E-Safety 

	
	Week 1 
	Week 2 
	Week 3 
	Week 4 
	Week 5 
	Week 6 

	National Curriculum 
	Pupils should be taught to:
· 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
· 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
· 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; identify a range of ways to report concerns about content and contact.

	Year 5 Milestone
	· With some support, design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
· With some support, use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· Begin to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
· Show some 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
· With support, use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
· Begin to 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
· [bookmark: _GoBack]Mostly, use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 4 Milestone
	Pupils should be taught to:
· use sequence, selection, and repetition in programs; work with variables and various forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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 and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Year 3 Milestone
	Pupils should be taught to:
· use sequence and selection in programs; work with variables and forms of input and output
· To begin to use logical reasoning to explain how some simple algorithms work.
· 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.
· use search technologies effectively and appreciate how results are selected.
· select, use and combine a variety of software (including internet services) on a range of digital devices to design content that accomplishes given goals, including collecting, analysing, evaluating and presenting data and information
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

	Learning objective 

	To know how to identify ways to handle hurtful messages received online. 
	To know how to use a search engine accurately. 
	To know and understand the term ‘plagiarism’ and how to avoid it.
	To know how to create a safe online profile.
	To know and explain how to be responsible on digital devices. 
	To create an online safety superhero character, explaining how they are a role model in the digital world. 

	Revisit and review
	Name a piece of software. 
	Why do people include a ‘subject’ in emails?
	Write an example of an email address that might be a scam. 
	What would your email address be if you created one? 
	What is an algorithm? 
	List one way that you can be responsible online. 

	Key skills- how to achieve the LO 
(disciplinary knowledge)
	E-safety refers to the safe and responsible use of technology, particularly the internet, to protect children from potential harm and risks. 

Technology encompasses any tools, devices, or systems created by humans to solve problems and make tasks easier. 

Report= This meaning is a crucial part of e-safety. "Report" refers to the process of notifying an appropriate person or organisation about inappropriate or harmful online content and contact.

Content refers to any information or digital material that can be created, stored, and shared using technology. 


	Internet  is a global network of interconnected computers and other digital devices.


A search engine results page is the list of web pages, images and videos generated by search engines in response to inputted search terms

Technology encompasses any tools, devices, or systems created by humans to solve problems and make tasks easier. 

	Technology encompasses any tools, devices, or systems created by humans to solve problems and make tasks easier. 

E-safety refers to the safe and responsible use of technology, particularly the internet, to protect children from potential harm and risks. 
A scam is a dishonest plan used to trick someone into giving away money or personal information.


	E-safety refers to the safe and responsible use of technology, particularly the internet, to protect children from potential harm and risks. 

Technology encompasses any tools, devices, or systems created by humans to solve problems and make tasks easier. 
Internet is a global network of interconnected computers and other digital devices.


	E-safety refers to the safe and responsible use of technology, particularly the internet, to protect children from potential harm and risks. 

Digital refers to any electronic technology that processes and stores data as a series of 0s and 1s.

Devices are the pieces of electronic hardware that store and process digital information. 


Technology encompasses any tools, devices, or systems created by humans to solve problems and make tasks easier. 

	E-safety refers to the safe and responsible use of technology, particularly the internet, to protect children from potential harm and risks. 

Technology encompasses any tools, devices, or systems created by humans to solve problems and make tasks easier. 
Internet 
Report= This meaning is a crucial part of e-safety. "Report" refers to the process of notifying an appropriate person or organisation about inappropriate or harmful online content and contact.


	Key skills- how to achieve the LO 
(substantive knowledge)
	Online= When a user, computer or another PC device connects to the Internet.

Social media= Online communities that share content, such as chat, images, videos or music

	
Keywords= The words we input when searching on a search engine.

Personal information is any data that can be used to identify a specific person, such as full name, birthday, address or school.
 Social media= Online communities that share content, such as chat, images, videos or music.

	Plagiarism is taking someone else’s ideas or work and pretending that they are yours. It might include copying text, pictures or videos that someone else has created.

 A search engine is a service you use on the Internet to help you find information via the World Wide Web. It allows you to input words or phrases into the search bar or address bar. The search engine then provides a list of websites or web pages that link to the words or phrases that were inputted. 

Citation= A way to avoid plagiarism by giving someone recognition for the work they have done if you have used their ideas in your own work.

	Social media= Online communities that share content, such as chat, images, videos or music.

Privacy settings= Settings on a website, app or PC device that allow you to to choose how much information or data is shared with other people.

	digital citizen = Being a digital citizen is being a part of an online or digital community.

online= When a user, computer or another PC device connects to the Internet.

Personal information is any data that can be used to identify a specific person, such as full name, birthday, address or school.

	Personal information is any data that can be used to identify a specific person, such as full name, birthday, address or school.
social media= Online communities that share content, such as chat, images, videos or music

digital citizen= Being a digital citizen is being a part of an online or digital community.


	Key vocab
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