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	EYFS
	All about instructions- 
To use logical reasoning to understand simple instructions and predict the outcome.
To follow instructions as part of practical activities and games. To give simple instructions. To debug instructions, with the help of an adult, when things go wrong.
Exploring devices 
To recognise that a range of technology is used for different purposes. To learn how to explore and tinker with hardware to develop familiarity and introduce relevant vocabulary. To recognise and identify familiar letters and numbers on a keyboard. To develop basic mouse skills such as moving and clicking.
Spring walk- Taking photos- using devices. 
To learn how to operate a camera to take photographs of meaningful creations or moments. To use a simple online paint tool to create digital art.
Online safety- ‘The dinosaur who stayed indoors.’  
To know the impact of spending too much time online. 
To learn what to do if they come across something online that worries them or makes them feel uncomfortable.

	Year1/2
	
Online safety
#BESAFE
Skills 

Knowledge
· Know that personal information should only be shared with trusted adults.

· Know how to identify a risky situation and when an adult’s help may be needed.

	Presenting information- word processing
Skills 
· Know how to open and save a document from/to a specific location within Word.
· Know how to find previously saved files in folders using File Explorer.
· Recognise where similar digital tasks have been done in the past.
· Record information in a variety of digital formats
· Know how to login and out of computers.
· Recognise software used in school for typing (notepad/Word).
· Type simple words/ sentences (where appropriate).
Knowledge
	Bee-bots – Moving a robot.
Skills 
· To predict the outcome of a command on a device
· To list which commands can be used on a given device
· To run a command on a floor robot
· To choose a command for a given purpose
· To choose a series of words that can be enacted as a program
· To build a sequence of commands in steps
· To run a program on a device

Knowledge
· To explain what a given command does
· To match a command to an outcome
· To understand that a program is a set of commands that a computer can run
· To recall that a series of instructions can be issued before they are enacted
	Digital photography
Skills 
· To capture a digital image
· To take photographs in both landscape and portrait format
· To view photographs on a digital device
· To hold the camera still to take a clear photograph
· To use zoom to change the composition of a photograph
· To improve a photograph by retaking it
· To use filters to edit the appearance of a photograph
Knowledge
· To recognise that some digital devices can capture images using a camera
· To talk about how to take a photograph
· To recognise that photographs can be saved and viewed later
· To recognise features of ‘good’ photographs
· To identify how a photograph could be improved
· To recognise that photographs can be change after they have been taken
· To recognise that photographs can be change after they have been taken
	Scratch Junior- animation
Skills 
· To choose a series of words that can be enacted as a program
· To choose a series of commands that can be run as a program
· To run a program on a device

Knowledge
· To predict the outcome of a command on a device
· To list those commands that can be used on a given device
· To explain what a given command does
· To recognise how to run a command (press a button)
· To choose a command for a given purpose
· To understand that a program is a set of commands a computer can run
· To build a sequence of commands in steps
· To combine commands in a program
	Digital painting
Skills 
· To create a picture using freehand tools
· To use shape and line tools when precision is needed
· To use a range of paint colours
· To use the fill tool to colour an enclosed area
· To use the undo button to correct a mistake
· To combine a range of tools to create a piece of artwork

Knowledge
· To explain what different freehand tools do
· To recognise computers can be used to create art
· To recognise a tool can be adjusted to suit my need
· To decide when it's appropriate to use each tool
· To consider impact of choices made
· To compare painting using a computer with painting using brushes

	Year 3/4
	
Online safety
#BESAFE
Skills 

Knowledge
· Know that the risk of using online communication technologies can be reduced by using appropriate behaviours.

· Know to ask appropriate questions when being asked to share personal information online.


	Presenting Information
Skills 
· Know how to efficiently manipulate font size, alignment, indents, bold, italics and underlining in typed writing.
· Demonstrate how to insert and image into a word document.
· Collect and record and present information in a variety of digital formats, using a range of software/apps.
· Show their understanding of software by organising and summarising.
· Discern when it is best to use technology and where it adds little or no value.
Knowledge

	Photo editing

Skills 
· To use a computer to (further) manipulate images
· To open/retrieve an image
· To arrange (rotate, flip)
· To crop and cut out a part
· To adjust colours, apply filters and add effects
· To retouch and reuse.
· To draw
· To add an element (e.g., a border) and text.

Knowledge
· To recognise that digital images can be manipulated
· To recognise that images can be changed for different purposes
· To use the most appropriate tool for a particular purpose
· To recognise that not all images are real
· To consider the impact of changes made on the quality of the image
	Stop frame animation
Skills 
· To plan an animation using a story board.
· To capture an image. 
· To use a tool to review a subject position.
· To move a subject between captures.
· To review a captured sequence of frames as an animation
· To remove frames to improve an animation.
· To add media to enhance an animation
· To review a completed project.
Knowledge
· To explain that an animation is made up of a sequence of images. 
· To identify that a capturing device need to be in a fixed position. 
· To recognise that smaller movements create smother animations.
· To explain the need for consistency in working.
· To explain the impact of adding other media to an animation.
· To explain that a project must be exported so it can be shared.
	Scratch- repetition in shapes.
Skills 
· To use an indefinite loop to produce a given outcome
· To plan a program that includes appropriate loops to produce a given outcome
· To recognise tools that enable more than one process to be run at the same time (concurrency)
· To create two or more sequences that run at the same time
Knowledge
· To explain that we can use a loop command in a program to repeat instructions
· To identify patterns in a sequence
· To identify a loop within a program
· To explain that an indefinite loop will run until the program is stopped
· To justify when to use a loop and when not to
· To explain the importance of instruction order in a loop
· To recognise that not all tools enable more than one process to be run at once
	Game creator- repetition in games.
Skills 
· To use an indefinite loop to produce a given outcome
· To plan a program that includes appropriate loops to produce a given outcome
· To recognise tools that enable more than one process to be run at the same time (concurrency)
· To create two or more sequences that run at the same time
Knowledge
· To explain that we can use a loop command in a program to repeat instructions
· To identify patterns in a sequence
· To identify a loop within a program
· To explain that an indefinite loop will run until the program is stopped
· To justify when to use a loop and when not to
· To explain the importance of instruction order in a loop
· To recognise that not all tools enable more than one process to be run at once

	Year 5/6
	
Online safety
#BESAFE
Skills 

Knowledge
· [bookmark: _GoBack]Know that cyber-crime can take a number of forms including spam e-mail/phishing.

· Know the consequences of online bullying.

· Be increasingly aware of the potential dangers in using aspects of digital technology and know when to alert someone if feeling uncomfortable.


	Presenting information- Spreadsheets
Skills 
· To calculate data using a formula for each operation
· To use functions to create new data
· To use existing cells within a formula
· To choose suitable ways to present spreadsheet data
Knowledge
· To explain what an item of data is in a spreadsheet
· To explain how the data type determines how a spreadsheet can process the data
· To explain that formulas can be used to produce calculated data
· To recognise cells can be linked
· To explain why data should be organised in a spreadsheet
· To recognise that a cell's value automatically updates when the value in a linked cell is changed
· To evaluate results in comparison to the question asked

	Scratch- selection
Skills 
· To choose a condition to use in a program
· To create a condition-controlled loop
· To use a condition in an ‘if... then…’ statement to start an action
· To use selection to switch program flow
· To use ‘if... then... else…’ to switch program flow in one of two ways
Knowledge
· To explain that a condition can only be true or false
· To compare a count controlled loop with a condition-controlled loop
· To explain that when a condition is met a loop will complete a cycle before it stops
· To explain that selection can be used to branch the flow of a program
· To explain that a loop can be used to repeatedly check whether a condition has been met
· To explain the importance of instruction order in ‘if... then... else...’ statements

	Scratch selection in quizzes.
Skills 
· To choose a condition to use in a program
· To create a condition-controlled loop
· To use a condition in an ‘if... then…’ statement to start an action
· To use selection to switch program flow
· To use ‘if... then... else…’ to switch program flow in one of two ways
Knowledge
· To explain that a condition can only be true or false
· To compare a count controlled loop with a condition-controlled loop
· To explain that when a condition is met a loop will complete a cycle before it stops
· To explain that selection can be used to branch the flow of a program
· To explain that a loop can be used to repeatedly check whether a condition has been met
· To explain the importance of instruction order in ‘if... then... else...’ statements
	Internet communication
Skills 
· To recall how to use a search engine
· To explain that search terms need to be chosen carefully
· To evaluate the results of search terms
· To identify different ways to communicate without technology
· To choose an appropriate method of internet communication for a given purpose
· To evaluate different methods of online communication
· To explain that communicating through the internet can be public or private
Knowledge
· To recognise that there are a number of search engines 
· To explain why search engines exist
· To explain that search results are ordered, and this is known as ranking
· To explain how search engines, make money by selling advertising space
· To discuss the opportunities that technology offers for communication

	Programming Robots.
Skills 
· To identify a variable in an existing program
· To experiment with the value of an existing variable
· To decide where in a program to set a variable
· To update a variable with a user input
· To use a variable in a conditional statement to control the flow of a program
· To use the same variable in more than one location in a program
Knowledge
· To define a ‘variable’ as something that is changeable
· To explain that a variable can be used in a program, eg ‘score
· To explain that a variable has a name and a value
· To recognise that the value of a variable can be used by a program
· To recognise that a variable can be set as a constant (fixed value)
· To explain that the name of a variable needs to be unique
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