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Understanding the World:

Technology: children recognise that a range of technology is used in places such as homes and schools. They select and use technology for
purposes. In Reception, children will explore technology predominantly through the learning environment and classroom provisions.
These will provide tasks such as;
taking a photograph with a camera or tablet

searching for information on the internet
playing games on the interactive whiteboard
using a Beebot

watching a video clip

listening o music
accessing Mini Mash
interacting with google maps
Numbots




Year 1

Autumn 1

Online
Safety

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1; Lesson 1; S alert
¢ To log in safely and e Children can log in to Purple Mash Q: ~ Unit 1.1 - Online Safaty and avatar
understand why that is using their own login. - Exploring Purple Mash button
important. ¢ Children have created their own 5 _ devi
¢ To create an avatar and to | avatar and understand why they are -_'_-:.(".""'_mmw_w _ev'ce
understand what thisis and | used. @ e T R file name
how it is used. e Children can add their name to a icon
* To be able to create a picture they created on the computer. o log in
picture and add their own e Children are beginning to develop an - e carnuncatre log out
name to it. understanding of ownership of work : NE“:,‘:;““‘ menu
‘- To start to unds—‘:rstand the onllne. ‘ my work area
idea of ‘ownership’ of e Children can save work into the My Effective Searching ipe
creative work. Work folder in Purple Mash and 2 amg s notification
« To save work to the My understand that this is a private saving il — password
Work area and understand space just for their work. 4 private
that this is private space. ?. sl N i g I T——
Lesson 2. s L e
Lesson 2; e Children can find their saved work in 1
e To learn how to find saved | the Online Work area of Purple Mash. ?\.‘_"ﬁ:“m_mmm”_m Biogging
work in the Online Work e Children can find messages that their e e e

area.
¢ To learn about what the
teacher has access to in
Purple Mash.

¢ To learn how to see
messages left by the teacher
on their work.

teacher has left for them on Purple
Mash.

e Children can search Purple Mash to
find resources

Lesson 3;

» Streen time * AppprGts cnmments
- Beng a bystanzer




* To learn how to search
Purple Mash to find
resources.

Lesson 3;

® To become familiar with
the types of resources
available in the Topics
section.

* To become more familiar
with the icons used in the
resources in the Topics
section.

¢ To start to add pictures
and text to work.

Lesson 4;

¢ To explore the Tools area
of Purple Mash and to learn
about the common icons
used in Purple Mash for
Save, Print, Open, New.

¢ To explore the Games area
on Purple Mash. (extension)
¢ To understand the
importance of logging out
when they have finished.

¢ Children will be able to use the

different types of topic templates in the

Topics section confidently.

e Children will be confident with the
functionality of the icons in the topic
templates.

e Children will know how to use the
different icons and writing cues to add
pictures and text to their work.

Lesson 4;

e Children have explored the Tools
section on Purple Mash and become
familiar with some of the key icons:
Save, Print, Open and New.

e Children have explored the Games
section and looked at Table Toons (2x
tables).

e Children can log out of Purple Mash
when they have finished using it and
know why that is important.

Autumn 2

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1; Lesson 1; e criteria
?" e groups

= Enquiry into dittereit data hanziog taols.

= Uze af guestioting to separcte and group inforratian,
w Irertiying iteris g  binany tree

= Uzinz a database for Tore camples 2e2ich quast ens.

|




Grouping &
Sorting

Pictograms

¢ To begin to think logically
about the steps of a process.
e To sort items using a range
of criteria

Lesson 2;

¢ To sort items on the
computer using the
‘Grouping’ activities in
Purple Mash.

¢ To bring together logical
thinking and the use of
technology.

¢ To introduce the term
‘algorithm’ to describe
logically following a process.

Lesson 1;

¢ To understand that data
can be represented in
picture format.

e Children can sort various items offline
using a variety of criteria.

e Children can follow a logical process
to categorise objects.

Lesson 2;

e Children have used Purple Mash
activities to sort various items online
using a variety of criteria.

¢ Children have experienced logical
sorting using technology where items
either fit a category or do not.

Lesson 1

e Children can discuss and illustrate the
transport used to travel to school.

e Children can contribute to the
collection of class data.

Qrouping and Sorting

® Sedling date sccording
to crituria

| Spreadsheats Quastioning
* Use of 2Uaculate o e & Erwpuiry ints different stz handling tosk
collect dato and
= Use of guestioning b= separate end
aroup irformatizn

Y e

Spreadshests B
+ Uaszor 2slculete ta - Sartingand « Tieplay g
ealiact data and Imerregatng dar mterrogating data ina

produce 3 variaty of arzzh farm using
armh 2ach

fricice a grach

sort
algorithm

collect data
record results
compare

data
pictogram




Lesson 2;

¢ To contribute to a class
pictogram.

Lesson 3;

¢ To use a pictogram to
record the results of an
experiment.

¢ Children have used these illustrations
to create a simple pictogram.

Lesson 2;

e Children can contribute to a class
pictogram.

e Children can discuss what the
pictogram shows.

Lesson 3

e Children can collect data from rolling
a die 20 times and recording the
results.

e Children can represent the results as
a pictogram.

title

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
: Lesson 1. Lesson 1. e animation
Spr'mg ! * To understand the Children know the difference between meww background

differences between

a traditional book and an e-book.

» Design: avetar ereatian
* Pain: Projects: Lss of the
simplz paint bods

() Crosting Pictursa . Making Music | Prasenting idsss

‘ + ZPamz "'\. « Digitalty '--'F*"‘ v Frpling fow
Pirtiae ar ‘ ereatng ‘ storice can be

effects, tolade S A presentad in
wifacts acund ertects dittecank weys

clipart gallery




Animated
Storybooks

traditional books and e-
books.

¢ To explore the tools of
2Create a Story’s My Simple
Story level.

¢ To save the page they have
created.

Lesson 2;

¢ To add animation to a
picture.

¢ To play the pages created
so far.

¢ To save the additional
changes and overwrite the
file.

Lesson 3;

¢ To add a sound effectto a
picture.

¢ To add a voice recording to
the picture.

¢ To add created music to
the picture.

Lesson 4;

¢ To add a background to
the story.

¢ To demonstrate a good
understanding of all the
tools they have used in
2Create a Story and use

e Children can use the different
drawing tools to create a picture on the
page.

e Children can add text to a page.

Lesson 2;

e Children can open previously saved
work.

e Children can add an animation to a
page.

e Children can play the pages created.
¢ Children can save changes and
overwrite the file.

Lesson 3;

e Children can add a sound to the page.
e Children can add voice recording to
the page.

¢ Children can create music for a page.

Lesson 4;

e Children can add a background to the
page.

e Children can use the additional
drawing tools on My Story mode.

e Children can change the font style
and size.

Lesson 5;

e Children can use the copy and paste
function to add more pages to their
animated e-book.

e Children can share their e-books on a
class story book display board.

e-book

edit

font

sound

sound effect
text




these successfully to create
their own story.

Lesson 5;

¢ To use the copy and paste
feature to create additional
pages.

¢ To continue and complete
an animated story.

¢ To create a class display
board of the story books
created by the class.

Spring 2

Lesson
Objectives

Success Criteria

Progression Links

Key Vocabulary




Maze
Explorers

Lesson 1;

¢ To understand the
functionality of the basic
direction keys in Challenges
1and 2.

¢ To be able to use the
direction keys to complete
the challenges successfully.

Lesson 2;

¢ To understand the
functionality of the basic
direction keys in Challenges
3 and 4.

¢ To understand how to
create and debug a set of
instructions (algorithm).

Lesson 3;

¢ To use the additional
direction keys as part of
their algorithm.

¢ To understand how to
change and extend the
algorithm list.

¢ To create a longer
algorithm for an activity.

Lesson 4;

¢ To provide an opportunity
for the children to set
challenges for each other.

Lesson 1;

e Children know how to use the
direction keys in 2Go to move forwards,
backwards, left and right.

e Children know how to add a unit of
measurement to the direction in 2Go
Challenge 2.

e Children know how to undo their last
move.

e Children know how to move their
character back to the starting point.

Lesson 2;

e Children can use diagonal direction
keys to move the characters in the right
direction.

e Children know how to create a simple
algorithm.

e Children know how to debug their
algorithm.

Lesson 3;

e Children can use the additional
direction keys to create a new
algorithm. e Children can challenge
themselves by using the longer
algorithm to complete challenges.

Lesson 4;

e Children can change the background
images in their chosen challenge and
save their new challenge.

Logo Bullders Coding
Lzgical dexssn * Introducing block eading
making * Ubjacts achions anz
+ Seoquencing R,
instuctons
» Frllowing fstnaction » Faeciting a peogeam
* Lebwgging
% “. Famallarity with a code ‘. | aayic Al e s
‘ envircarment. ‘ processing.

?. Coding ?. Branching Databases
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Lagical planning of
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= Db g skills
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e mrniaman: procassing.

saqLencos. ECTEVE B soliticn,

Coding Logo Animation
» Coze, west, debug
s Tent-hasad coding for '+ Soquencing and
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direetional incructions son in
ey S S e anirator i kgical
= Liliz undarstandin ,
fepetition JgantTms o e
codiig strictires
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e MG S o + Trecision st toel Lsz

e petiin 1o action:

* Debugging akills

Tent Adventures
Coding
= Familiarioe with a Savaboprie-tt from tast-bassd
s pruimnmert cadicg wils

Lagieal zlenning o
sequences, sekction,
repesition anz functions.

Mentaong 8 mertal map
= Dabugaing kills
= Slanmng skills

» Deugging skils

algorithm
challenge
command
direction
instruction
left and right
route

undo
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¢ To provide an opportunity
for the teacher to add these
challenges to a display board
for the class to try.

e Children have tried each other’s
challenges.

Summer 1

Coding

» Repeat | Intl and 15/ 71 SF

Lesson Success Criteria Progression Links Key Vocabulary
Objectives

Lesson 1; Lesson 1; Logo Bulldors " Maon Explorers action
* To understand what * Children can give and follow ?.: :&;;::M : :D.mwm::r:mu code
instructions are. instructions. = ; Z;';TL:,::";”:,.LE; event
* To predict what will e Children can draw symbols to T s ——" I algorithm
happen when instructions represent instructions. — command
are followed. e Children can arrange code blocks to . fi«:: e scioes execute
¢ To understand that create a set of instructions. ' background
computer programs work by  § debug

Branching Detabases

1 5

5 S o




following instructions called
code.

Lesson 2;

¢ To use code to make a
computer program.

¢ To understand what
objects and actions are.

Lesson 3;

¢ To understand what an
event is.

¢ To use an event to control
an object.

Lesson 4.

¢ To understand what an
event is.

* To begin to understand
how code executes when a
program is run.

Lesson 5;

¢ To understand what
backgrounds and objects
are. ® To understand how to
use the scale attribute

(property).

Lesson 6;
¢ To plan a computer
program.

Lesson 2;

e Children can create a program using
code blocks.

e Children can use object and action
code blocks.

Lesson 3;

e Children can create a simple program
using code blocks.

e Children can use event, object and
action code blocks.

Lesson 4;

e Children can create a simple program
using code blocks.

e Children can use event, object and
action code blocks.

e Children can notice when their code
executes when their program is run.

Lesson 5;

e Children can edit a scene by adding,
deleting and moving objects.

e Children can change the size of
objects using the attributes (properties)
table.

Lesson 6;

e Children can create a design plan for
their Free Code Scene program.

e Children can use code to make the
program they have designed work.

input




* To make a computer
program.

Summer 2

Spreadsheets

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1; Lesson 1. button
¢ To understand what a e Children can navigate around a calculation
spreadsheet looks like. spreadsheet. cell
¢ To be able to navigate e Children can explain what rows and : clipart
around a spread sheetand | columns are. g+ cormpmivuary ‘\. P B column
enter data. « Children can save and open sheets. & s L e ey count tool
¢ To learn new vocabulary e Children can enter data into cells. Rl : data
related to spreadsheets. i o delete
Lesson 2; s - image
Lesson 2; e Children can open the Image toolbox :g‘f,:jii‘im, i lock cell
¢ To add clipart images to a and find and add clipart. e 1 move cell
spreadsheet. e Children can use the ‘move cell’ tool ?\.m row
*To ’use the ‘move cell’ and | so that images can be dragged around o R speak tool
‘lock’ tools. the spreadsheet. St
: :j:f::‘::;m“ = LUlsg of hiter, sart and seach
i
e‘ w melawum




Technology
Outside of
School

Lesson 3;

¢ To use the ‘speak’ and
‘count’ tools in 2Calculate to
count items.

Lesson 1;

¢ To find and understand
examples of where
technology is used in the
local community.

Lesson 2;
* To record examples of
technology outside school.

e Children can use the ‘lock’ tool to
prevent changes to cells.

Lesson 3;

e Children can give images a value that
the spreadsheet can use to count them.
e Children can add the count tool to
count items.

e Children can add the speak tool so
that the items are counted out loud.

e Children can use a spreadsheet to
help work out a fair way to share items
(Extension)

Lesson 1.

e Children understand what is meant by
‘technology’.

e Children have considered types of
technology used in school and out of
school.

Lesson 2;

¢ Children have recorded 4 examples of
where technology is used away from
school.

angine

Email
* Imvestightiag how
reIncky is used m
::::: =

| Effective Searching
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= Kanttyng parts of 3 wes 2aarch
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Year 2/3

Autumn 1

Year 2

Coding

Lesson Success Criteria Progression Links Key Vocabulary
Objectives

Lesson 1; Lesgon 1 . ‘ cotmg - Lo Bt o ey acﬂor\
* To understand what an * Children can explain that an algorithm ?\G st ?. Loget easin ?’ et s algorithm
algorithm is. is a set of instructions. :IN:I;E:: . _m“:;'::jﬂ . ’%’7:;{;3«2‘ background
¢ To create a computer e Children can describe the algorithms + Desan e g e B ek e bug
program using an algorithm. | they created. button

e Children can explain that for the I;Z':: - \. click events
Lesson 2: computer to make something happen, ol é ; collision
e To create a program using | it needs to follow clear instructions. o detector
a given design. S Branching Ortabases L)
* To understand the collision | Lesson 2; ?\. L fopen ?‘: E?S”:?"Tmm S eré\trjnand
detection event. e Children can plan an algorithm that P evem?

includes collision detection.

R, execute

Lesson 3;

Coding
penrEas 5
» I statemants *

» Code, test dablg

= Rageat Until and F! ELSE
Staterments
» hurrber Yanebles

= Fificiont Corling
* Simulming 3 Phyzieal Sysem

= Decomposiior and Abstractior

» Frictioen an Fiin-tions

Logu

Jliza Lnderstand ng ?.

Tewt-based codin;

of coding structires

1

equencirg and
anmatian in kogiczl
steps

Extarnal Devices
» Program an sxrema devier

|'rogeam 8 mxtemal ezntreler usng
nputs and outputs

= Intrezudng Strings

» Moniezi real warld cordiions
v D=, vt dhokaiq

+ TameVorabize 39d Coremenation

1




¢ To understand that
algorithms follow a
sequence.

¢ To design an algorithm
that follows a timed
sequence.

Lesson 4.

¢ To understand that
different objects have
different attributes
(properties).

¢ To understand what
different events do in code.

Lesson 5;

e To create a program using
a given design.

¢ To understand the function
of buttons in a program.

Lesson 6;

¢ To know what debugging
means.

¢ To understand the need to
test and debug a program
repeatedly.

¢ To debug simple programs.

e Children can create a program using
collision detection.

e Children read blocks of code and
predict what will happen when it is run.

Lesson 3;

e Children can create a program that
uses a timer-after command.

e Children can explain what the timer-
after command does in their program.
e Children can predict what will happen
in a program that includes a timer-after
command.

Lesson 4;

e Children can create a computer
program that includes different object
types.

¢ Children can modify the attributes
(properties) of an object.

e Children can use different events in
their program to make objects move.

Lesson 5;

e Children can create a computer
program that includes a button object.
e Children can explain what a button
does in their program.

e Children can modify the attributes
(properties) of a button to fit their
program design.

Lesson 6;




Year 3

Coding

Lesson 1;

¢ To review previous coding
knowledge.

¢ To understand what a
flowchart is and how
flowcharts are used in
computer programming.

Lesson 2;
® To understand that there

are different types of timers.

¢ To be able to select the
right type of timer for a
purpose.

Lesson 3;
* To understand how to use
the repeat command.

Lesson 4;

¢ To use coding knowledge
to create a range of
programs.

¢ To understand the
importance of nesting.

e Children can explain what debug
(debugging) means.

e Children can use a design document
to start debugging a program.

e Children can debug simple programs.

Lesson 1;

e Children can read and explain a
flowchart

e Children can use a flowchart to create
a computer program.

e Children can create a computer
program that uses click events and
timers.

Lesson 2;

e Children can create a program that
uses a timer-after command

e Children can create a program that
uses a timer-every command

e Children understand there can be
different ways to solve a problem.

Lesson 3;

e Children understand how the turtle
object moves.

e Children can use the repeat command
with an object.

Inzrodudnig Hlock coding 3 fkn:l Tt » Uoging a ‘hurte’
= Chizets 3ng actions m;ung - = Urestifg programs uang
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Lesson 5&6;
¢ To design and create an
interactive scene.

e Children can create a computer
program that includes use of the repeat
command.

Lesson 4;

e Children can create computer
programs using prior knowledge.

¢ Children can run, test and debug their
programs.

e Children can consider nesting when
debugging their programs.

Lesson 5&6;

e Children can use the attributes
(properties) table to set the attributes
of objects.

e Children can plan their scene and
code before they create their program.
e Children can confidently make several
different things happen in a program.




Autumn 2
Year 2

Spreadsheets

Sproadsheets
+ Foemale wizard
+ Cel farratng
« Timer, ranzerm number avd spin buzans » Mo board
Pt placiee o Ao end davice shills

Lesson Success Criteria Progression Links Key Vocabulary
Objectives

Lesson 1; Lesson 1. ; e — block graph
* To review the work done in | e Children can explain what rows and ?‘.: ) ?‘. e cell
2Calculate in year 1. columns are in a spreadsheet. Skl column
* To revise spreadsheet e Children can open, save and edit a 1 copy
related vocabulary. spreadsheet. i T |
* To use some 2Calculate e Children can add images from the Unit 2.3 - Spreadsheets || Shdfl sty count Too
tools that were introduced in | image toolbox and allocate them a ‘\. : " Duasases v data
year 1. value. - ¥ drag

e Children can add the count tool to ?\.mwm ?.wm equals
Lesson 2; count items. R e — equals tool

e " et label




¢ To use copying, cutting and
pasting shortcuts in
2Calculate.

¢ To use 2Calcuate totalling
tools.

¢ To use 2Calculate to solve
a simple puzzle.

Lesson 3:

* To explore the capabilities
of a spreadsheet in adding
up coins to match the prices
of objects.

Lesson 4;

¢ To add and edit datain a
table layout.

¢ To use the data to
manually create a block
graph.

Lesson 2;

e Children can use copying, cutting and
pasting to help make spreadsheets.

e Children can use tools in a
spreadsheet to automatically total rows
and columns.

e Children can use a spreadsheet to
solve a mathematical puzzle.

Lesson 3

¢ Children can use images in a
spreadsheet.

e Children can work out how much they
need to pay using coins by using a
spreadsheet to help calculate.

Lesson 4;

e Children can create a table of data on
a spreadsheet.

e Children can use the data to create a
block graph manually.

row

speak tool
table
total




Year 3

Spreadsheets

Lesson 1;

¢ To add and edit datain a
table layout.

¢ To find out how
spreadsheet programs can
automatically create graphs
from data.

Lesson 2;

¢ To introduce the ‘more
than’, ‘less than’ and ‘equals’
tools.

¢ To introduce the ‘spin’ tool
and show how it can be used
to count through times
tables.

Lesson 3;

¢ To introduce the Advanced
mode of 2Calculate.

¢ To learn about describing
cells using their addresses.

Lesson 1;

e Children can create a table of data on
a spreadsheet.

e Children can use a spreadsheet
program to automatically create charts
and graphs from data.

Lesson 2;

e Children can use the ‘more than’, ‘less
than’ and ‘equals’ tools to compare
different numbers and help to work out
solutions to calculations.

e Children can use the ‘spin’ tool to
count through times tables.

Lesson 3;

e Children can describe a cell location in
a spreadsheet using the notation of a
letter for the column followed by a
number for the row.

e Children can find specified locations
in a spreadsheet.
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Spring 1
Year 2/3

Touch Typing

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1. LessQn 1; T = posture
e To introduce typing e Children understand the names of the ?‘. fo ot keys
terminology. fingers. R space bar
e To understand the correct | ® Children understand what is meant by 'l typing
way to sit at the keyboard. the home, bottom, and top rows. () e _ () Privei s
e To learn how to use the « Children have developed the ability to | @ @ fesen L 'j'f.:i.;‘?:;ﬁﬁ;._f:;:"

home, top and bottom row
keys.

Lesson 2;

¢ To practice and improve
typing for home, bottom,
and top rows.

Lesson 3;
¢ To practice the keys typed
with the left hand.

Lesson 4;
¢ To practice the keys typed
with the right hand.

touch type the home, bottom, and top
rows.

Lesson 2;
¢ Children can use two hands to type
the letters on the keyboard.

Lesson 3;

e Children can touch type using the left
hand.

Lesson 4;

¢ Children can touch type using the
right hand.

Email
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» Fesponding o smal
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Spring 2
Year 2/3

Questioning

¢ Children understand that the user
cannot use 2Question to find out

tyoes in 2uiz

* Organsing data

= Craazng grapne and enars

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1 Lesson 1; Grouping and Sorting Pictagrama binary tree
* To show that the e Children understand that the ?‘ b | Sustocadeniann data
information provided on information on pictograms cannot be database
pictograms is of limited use used to answer more complicated L field
beyond answering simple questions. g) Sorowiemen Lnit pictogram
questions & st ‘\. question
Lesson 2; » record
Lesson 2; e Children have used a range of yes/no = . ) search
* To use yes/no questions to | questions to separate different items. w“..m % Sertih nd ?‘ - omema sort
separate information. E::ﬁ:"t'“ o —
Lesson 3;
Lesson 3: * Children understand what is meant by Soresdahests *
e To construct a binary tree | @ binary tree. ?‘ e
to separate different items. | ¢ Children have designed a binary tree
to sort pictures of children. 1
Lesson 4; ?mm“
¢ Use 2Question (a binary Lesson 4; © oot o o
tree) to answer questions e Children understand that questions databaae Lsg Zimestance
are limited to ‘yes’ and ‘no’ in a binary
tree. ?.““‘“"m B Tt
Lesson 5; st it




¢ To use a database to
answer more complex
search questions.

¢ To use the Search tool to
find information.

answers to more complicated
questions.

¢ Children have matched 2Simple item
pictures to names using a binary tree.

Lesson 5;

¢ Children understand what is meant by
a database.

e Children have used a database to
answer simple and more complex
search questions.

Summer 1

Year 2/3

Email

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1 Lesson 1; o address book

* To think about the
different methods of
communication.

Lesson 2;

¢ To open and respond to an
email.

¢ To write an email to
someone from an address
book.

Lesson 3;
® To learn how to use email
safely.

e Children can list a range of different
ways to communicate.

e Children can use 2Connect to
highlight the strengths and weaknesses
of each method.

¢ Extension: Children can order the
various types of communication that
have been used through history.

Lesson 2;

e Children can open an email and
respond to it.

¢ Children have sent emails to other
children in the class.
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Lesson 4;
® To learn how to use email
safely.

Lesson 5.
* To add an attachment to
an email.

Lesson 6;
¢ To explore a simulated
email scenario.

e Extension: Children can use the
search option in the address book to
find a classmate when sending an
email.

Lesson 3;

e Children have written rules about
how to stay safe using email.

e Children have contributed to
classmates’ rules.

e Extension: Children understand the
importance of draft.

Lesson 4;

e Children have created a quiz about
email safety which explores scenarios
that they could come across in the
future.

e Extension: Children create title
screens for their quizzes explaining
what the quiz is about, and how to play
it.

Lesson 5;

e Children can attach work to an email.
¢ Children know what CC means and
how to use it.

Lesson 6;

e Children can read and respond to a
series of email communications.

e Children can attach files appropriately
and use email communication to
explore ideas.




¢ Extension: Children know why the
terms CC and BCC are used

¢ Children understand when to use CC
or BCC

Summer 2

Year 2/3

Presenting

Lesson
Objectives

Success Criteria

Progression Links

Key Vocabulary

Ideas

Lesson 1;

To explore how a story can
be presented in different
ways.

Lesson 2;
¢ To make a quiz about a
story or class topic.

Lesson 3;
* To make a fact file on a
non-fiction topic.

Lesson 4;

Lesson 1;

e Children have examined a traditional
tale presented as a mind map, as a quiz,
as an e-book and as a fact file.

e Children know that digital content can
be represented in many forms.

Lesson 2;

¢ Children have made a quiz about a
story using 2Quiz.

e Children can talk about their work
and make improvements to solutions
based on feedback received.

Animated Story Books
w® Trweating beat and the ee of
fustratons

w Fende animated ricturs boo
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E-book
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fiction

mind map
node
non-fiction
presentation
quiz

Creating Pictures

W - esentnpicess inart
®
o ek lcture ar: ‘
cffucts, -obagu eFerts




¢ To make a presentation to
the class.

Lesson 3;

¢ Children have extracted information
from a 2Connect file to make a
publisher fact file on a non-fiction topic.
e Children have added appropriate
clipart.

e Children have added an appropriate
photo.

e Children know that data can be
structured in tables to make it useful.

Lesson 4;

e Children can use a variety of software
to manipulate and present digital
content and information.

e Children can collect, organise and
present data and information in digital
content.

e Children can create digital content to
achieve a given goal by combining
software packages.

Year 4/5/6




Autumn 1

Year 4

Coding

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1; Lesson 1; ?c‘m - Logo Buaders s exploras action
* To review coding e Children can explore different object o R alert
vocabulary and knowledge. | types in 2Code. R o T B o algorithm
* To create a simple e Children can use a background and S meeE 1 background
computer program. objects to create a scene. f:'"mg.,h «. P button
e Children can plan an algorithm for [ g J::_:“ o st code blocks

Lesson 2; their scene and use 2Code to program S command
. i i 4

To begin to understand it. s debug
selection in computer ?0 T ¢ oy design
programming. Lesson 2; " Conn it g o e execute

* To understand how an IF
statement works.

Lesson 3;

To understand the Repeat
until command.

¢ To begin to understand
selection in computer
programming.

¢ To understand how an
IF/ELSE statement works.

Lesson 4;

To understand the Repeat
until command.

¢ To begin to understand
selection in computer
programming.

e Children can create a program that
includes an IF statement.

e Children can interpret a flowchart
that depicts an IF statement.

Lesson 3;

e Children can make use of the Xand Y
attributes (properties) of objects in
their coding.

e Children can create a program that
includes an IF statement.

Lesson 4,

¢ Children can read code that includes
repeat until and IF/ ELSE and explain
how it works.

e Children can create a program that
includes an IF/ ELSE statement.
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® To understand how an
IF/ELSE statement works.

Lesson 5;

¢ To understand what a
variable is in programming.
¢ To use a number variable.

Lesson 6;

¢ To review vocabulary and
concepts learnt in Year 4
Coding.

¢ To create a playable game.

e Children can interpret a flowchart
that depicts an IF/ ELSE statement.

Lesson 5;

¢ Children can explain what a variable is
in programming.

e Children can create and use variables
when programming.

Lesson 6;

e Children can read code that includes
repeat until and IF/ ELSE and explain
how it works.

e Children can create a program that
includes and IF/ ELSE statement.

e Children can interpret a flowchart
that depicts an IF/ ELSE statement.




Year 5

Coding

Lesson 1;

* To review existing coding
knowledge.

¢ To begin to be able to
simplify code.

* To create a playable game.

Lesson 2;

¢ To understand what a
simulation is.

¢ To program a simulation
using 2Code.

Lesson 3;

¢ To know what
decomposition and
abstraction are in Computer
Science.

* To take a real-life situation,
decompose it and think
about the level of
abstraction.

¢ To use decomposition to
make a plan of a real-life
situation.

Lesson 4;
* To understand how to use
friction in code.

Lesson 1;

e Children can use simplified code to
make their programming more
efficient.

e Children can use variables in their
code.

e Children can create a simple playable
game.

Lesson 2;

e Children can plan an algorithm
modelling the sequence of traffic lights.
e Children can select the right images to
reflect the simulation they are making.
e Children can use their plan to
program the simulation to work in
2Code.

Lesson 3;

¢ Children can make good attempts to
break down their task into smaller
achievable steps.

¢ Children recognise the need to start
coding at a basic level of abstraction to
remove superfluous details from their
program that do not contribute to the
aim of the task.

Lesson 4;
e Children can create a program which
represents a physical system.
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Year 6

Coding

¢ To begin to understand
what a function is and how
functions work in code.

Lesson 5;

¢ To understand what the
different variable types are
and how they are used
differently.

¢ To understand how to
create a string.

Lesson 6;

¢ To begin to explore text
variables when coding.

¢ To understand what
concatenation is and how it
works.

Lesson 142;

* To design a playable game
with a timer and a score.

¢ To plan and use selection
and variables.

¢ Children can create and use functions
in their code to make their
programming more efficient.

Lesson 5;

e Children can create and use strings in
programming.

e Children can set/change variable
values appropriately.

¢ Children know some ways that text
variables can be used in coding.

Lesson 6;

e Children can create a string and use it
in their program.

e Children can use strings to produce a
range of outputs in their program.

Lesson 1&2;

e Children can plan a program which
includes a timer and a score.

e Children can follow their plans to
create a program.
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* To understand how the
launch command works.

Lesson 3;

¢ To use functions and
understand why they are
useful.

¢ To understand how
functions are created and
called.

Lesson 4.

¢ To use flowcharts to test
and debug a program.

¢ To create a simulation of a
room in which devices can
be controlled.

Lesson 5;

¢ To understand the
different options of
generating user input in
2Code.

¢ To understand how user
input can be used in a
program.

Lesson 6;

* To understand how 2Code
can be used to make a text-
based adventure game.

e Children can debug when things do
not run as expected.

Lesson 3;

e Children can create a program that
makes use of functions.

e Children can create a program that
uses multiple functions with the code
arranged in tabs.

e Children can explain how their code
executes when their program is run.

Lesson 4;

e Children can follow flowcharts to
create and debug code.

e Children can create flowcharts for
procedures.

e Children can be creative with the way
they code to generate novel visual
effects.

Lesson 5;

e Children can code programs that take
text input from the user and use this in
the program.

e Children can attribute variables to
user input.

e Children are aware of the need to
code for all possibilities when using
user input.

Lesson 6;

algorithm
command
co-ordinates
event
decomposition
execute/run
event

debug
flowchart




e Children can follow through the code
of how a text adventure can be
programmed in 2Code.

e Children can design their own text-
based adventure game based on one
they have played.

e Children can adapt an existing text
adventure so it reflects their own ideas.

Autumn 2

Year 4

Spreadsheets

display of decimal places.
* To find out how to add
formulae to a cell.

Lesson 2;

cell.

Lesson 2;
¢ Children can use the timer, random
number and spin button tools.

» lLable layvout + Binary mezs
» Block grach {E0uestor]

» Pincrarts and Rar graphs  Ciata repressntation n
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+ Spinwal Fres

» Arhance: mode
« Lall rererences

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1; Lesson 1; P Pictograms average
¢ To explore how the e Children can use the number ?.; geeaw St spreadsheet
numbers entered into cells formatting tools within 2Calculate to S e formula
can be set to either currency | appropriately format numbers. 1 column
or decimal. e Children can add a formulato acellto | () sprcsen 11 Questionien budget
* To explore the use of the automatically make a calculation in that “ 5%;;”“ ?\. .”*;:::m - chart

+ Dats "epresemiado” iv zlivcesbigata




¢ To explore how tools can
be combined to use
2Calculate to make number
games.

¢ To explore the use of the
timer, random number and
spin button tools.

Lesson 3;

¢ To use the line graphing
tool in 2Calculate with
appropriate data.

¢ To interpret a line graph to
estimate values between
data readings.

Lesson 4;

¢ To use the currency
formatting tool in
2Calculate.

¢ To use 2Calculate to
create a model of a real-life
situation.

Lesson 5;

¢ To use the functions of
allocating value to images in
2Calculate to make a
resource to teach place
value.

¢ Children can combine tools to make
fun ways to explore number.

Lesson 3;

e Children can use a series of datain a
spreadsheet to create a line graph.

e Children can use a line graph to find
out when the temperature in the
playground will reach 20°C.

Lesson 4;

e Children can make practical use of a
spreadsheet to help them plan actions.
e Children can use the currency
formatting in 2Calculate.

Lesson 5;

e Children can allocate values to images
and use these to explore place value.

¢ Children can use a spreadsheet made
in 2Calculate to check their
understanding of a mathematical
concept.




Year 5

Spreadsheets

Lesson 1;

¢ To use formulae within a
spreadsheet to convert
measurements of length and
distance.

Lesson 2;

¢ To use the count tool to
answer hypotheses about
common letters in use.

Lesson 3;

¢ To use a spreadsheet to
model a real-life problem.

Lesson 1;

e Children can create a formulain a
spreadsheet to convert m to cm.

e Children can apply this to creating a
spreadsheet that converts miles to km
and vice versa.

Lesson 2;

e Children can use a spreadsheet to
work out which letters appear most
often.

e Children can use the ‘how many’ tool.

Lesson 3;

e Children can use a spreadsheet to
work out the area and perimeter of
rectangles.
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¢ To use formulae to e Children can use these calculations to totalling tool
calculate area and perimeter | solve a real-life problem. variable
of shapes.
Lesson 4;
Lesson 4: e Children can create simple formulae
e To create formulae that that use different variables.
use text variables. e Children can create a formula that will
work out how many days there are in x
Lesson 5: number of weeks or years.
¢ To use a spreadsheet to
help plan a school cake sale. | Lesson 5;
e Children can use a spreadsheet to
model a real-life situation and come up
with solutions that can be practically
applied.
Lesson 1. Lesson 1. e P B rows
* To use a spreadsheet to e To use a spreadsheet to investigate ?‘.: st ?.Z A data
investigate the probability of | the probability of the results of el spreadsheet
the results of throwing many | throwing many dice. 1 columns
Year 6 dice. * Children can create a spreadsheet to T Sereadshests 1, Questioning formula
answer a mathematical question “ TN,,.';"’IM ‘\. :‘v’::h:pﬂzhﬁ‘.u
Lesson 2: relating to probability. i s e
¢ To use a spreadsheet to e Children can take copy and paste 1
Spreadsheets calculate the discount and shortcuts. ?‘.?ﬁ“& ?.T e
final prices in a sale. Create a | ® Children can problem solve using the i e i,n;f:l“
formula to help work out the | count tool. 2 ot st
prices of items in the sale. ?.E \ $
| |
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Lesson 3;

¢ To use a spreadsheet to
plan how to spend pocket
money and the effect of
saving money.

Lesson 4;

¢ To use a spreadsheet to
plan a school charity day to
maximise the money
donated to charity.

Lesson 2;

e Children can create a machine to help
work out the price of different items in
a sale.

e Children can use the formula wizard
to create formulae.

e Children can use a spreadsheet to
solve a problem.

Lesson 3;

e Children can use a spreadsheet to
model a real-life situation and come up
with solutions.

e Children can make practical use of a
spreadsheet to help plan actions.

Lesson 445;

e Children can use a spreadsheet to
model a real-life situation and come up
with solutions that can be applied to
real life.




Spring 1 Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Year 4/5
Lesson 1; Lesson 1 Exploring Purple Mash Animatsd Stories campaign
« To explore how font size e Children can look at and discuss a ?‘ shiitmcttom s i format
Writi ng for and style can affect the variety of written material where the s s s s font
K impact of a text. font size and type are tailored to the 1 genre
different purpose of the text. | Presanting ideas opinion
audiences Lesson 2&3: * Children can use text formatting to %‘ ﬁ%%ﬁmm‘mm reporter
e To use a simulated make a piece of writing fit for its e viewpoint
scenario to produce a news | audience and purpose. I i |
report. Mml-n ?. _-....-.. ........
Lesson 24&3: : " i

Lesson 44&5;

* To use a simulated
scenario to write for a
community campaign.

e Children can role-play the job of a
journalist in a newsroom.

e Children can interpret a variety of
incoming communications and use
these to build up the details of a story.
e Children can use the incoming
information to write their own
newspaper report.

Lesson 4 &5;




Year 6

Blogging

Lesson 1;

¢ To identify the purpose of
writing a blog.

¢ To identify the features of
successful blog writing.

Lesson 2;
¢ To plan the theme and
content for a blog.

Lesson 3;
* To understand how to

write a blog and a blog post.

* To consider the effect
upon the audience of
changing the visual
properties of the blog.  To
understand how to

e Children can use 2Connect to mind-
map ideas for a community campaign.
e Children can use these ideas to write
a persuasive letter or poster as part of
the campaign.

e Children can assess their texts using
criteria to judge their suitability for the
intended audience.

Lesson 1;

e Children understand how a blog can
be used as an informative text.

e Children understand the key features
of a blog.

Lesson 2;
e Children can work collaboratively to
plan a blog.

Lesson 3;

e Children can create a blog or blog
post with a specific purpose.

e Children understand that the way in
which information is presented has an
impact upon the audience.

Lesson 4;
e Children can post comments and blog
posts to an existing class blog.
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contribute to an existing
blog.

Lesson 4;

¢ To understand the
importance of commenting
on blogs.

* To peer-assess blogs
against the agreed success
criteria.

¢ To understand how and
why blog posts and
comments are approved by
the teacher.

e Children understand the approval
process that their posts go through and
demonstrate an awareness of the
issues surrounding inappropriate posts
and cyberbullying.

¢ Children can assess the effectiveness
and impact of a blog.

¢ Children understand that content
included in their blog carefully
considers the end user.

Spring 2

Year 4/5

Databases

Lesson Success Criteria Progression Links Key Vocabulary
Objectives

Lesson 1; Lesson 1. arrange
® To learn how to search for | e Children understand the different avatar
information in a database. ways to search a database. chart

e Children can search a database to collaborative
Lesson 2; answer questions correctly. data
e To contribute to a class database
database. Lesson 2; field

* Children can design an avatar for a group
Lesson 3&4; class database. record
e To create a database e Children can successfully enter database report
around a chosen topic. information into a class database. search

sort




Year 6

Text Adventure

Lesson 1;

¢ To find out what a text-
based adventure game is
and to explore an example
made in 2Create a Story.

¢ To use 2Connect to plan a
‘Choose your own
Adventure’ type story.

Lesson 2;

Lesson 3&4:

¢ Children can create their own
database on a chosen topic.

¢ Children can add records to their
database.

¢ Children know what a database field
is and can correctly add field
information. ¢ Children understand
how to word questions so that they can
be effectively answered using a search
of their database.

Lesson 1

¢ Children can describe what a text
adventure is.

¢ Children can map out a story-based
text adventure.

e Children can use 2Connect to record
their ideas.

¢ Extension: Children can turn a simple
story with 2 or 3 levels of decision
making into a logical design.

Lesson 2;

statistics

text-based
adventure
debug

sprite
selection
function

flow of control
step through




¢ To use 2Connect plans for
a story adventure to make
the adventure using 2Create
a Story.

Lesson 3;

¢ To read and understand
given code for a text
adventure game.

Lesson 4,

¢ To debug a text adventure.

¢ To independently design
and implement
improvements to a text
adventure game.

e Children can use the full functionality
of 2Create a Story Adventure mode to
create, test and debug using their plan.
e Children can split their adventure-
game design into appropriate sections
to facilitate creating it.

Lesson 3;

e Children can explain the features and
purpose of code within a given text
adventure.

e Children are able to step through
each line of code and follow the flow of
execution.

Lesson 4;

e Children can make logical attempts to
debug more complex code involving a
combination of functions, variables and
a loop.

e Children can suggest and implement
ideas to further develop the program.




Summer 1

Year 4/5

Animation

Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1; Lesson 1; ?%.....p.,....... Animated Stories o animation
* To decide what makes a e Children have put together a simple R e frames per
good, animated film or animation using paper to create a flick : xﬂfm&m Concer ot beckgrun i) [N second
cartoon and discuss book. 1“ n— frame
favourite animations. e Children understand animation s%ﬂzm onion skinning
* To learn how animations frames. z et pause
are created by hand. ¢ Children have made a simple stop motion

¢ To find out how 2Animate
animations can be created in
a similar way using
technology.

Lesson 2;

* To learn about onion
skinning in animation.

¢ To add backgrounds and
sounds to animations.

Lesson 3;

¢ Introducing ‘stop motion’
animation.

¢ To share animation the
class blog.

animation using 2Animate.

Lesson 2;

e Children know what the Onion Skin
tool does in animation.

e Children can use the Onion Skin tool
to create an animated image.

e Children can use backgrounds and
sounds to make more complex and
imaginative animations.

Lesson 3;

e Children know what ‘stop motion’
animation is and how it is created.

e Children have used ideas from
existing ‘stop motion’ films to recreate
their own animation.

¢ Children have shared their animations
and commented on each other’s work
using display boards and blogs in Purple
Mash.




Year 4/5

Effective
Searching

Lesson 1;
¢ To locate information on
the search results page.

Lesson 2;
¢ To use search effectively to
find out information.

Lesson 3;

* To assess whether an
information source is true
and reliable.

Lesson 1;

Lesson 1;
e Children can structure search queries
to locate specific information.

Lesson 2;

¢ Children have used search to answer
a series of questions.

¢ Children have written search
questions for a friend to solve.

Lesson 3;

¢ Children can analyse the contents of a
web page for clues about the credibility
of the information.

Lesson 1;
¢ Children have used the 2DIY activities
to create a picture-based quiz.

Purple Mash + Developing ideas about the
= Safe logins concept of technalogy that we

Online Safety and Exploring ? Technology Outside School

‘are surrounded by and its.

» Using Purple Mash search
functionaity purpose
' Oniine Safety . Effective Searching
* Shatngton * Exploraton of what the Intemet is
[ . » Accessing the World Wide Web [
SiBharing soln « Digital Footprint
RGN e » Searching and shasing
o Reliatlity of information and spocl websites
- mrm
= Reporting problems

» Resporsibiity to others when sharing * Origing of the Internet and the World
* Meirnising exposue o ks ide et

* Sources of support S s b

. et = Research

Grouping and Sorting Pictograms
= Sorting data according to = Asking questions to

eriteria an 20uiz callect data in picture
format

L Questioning ur Presenting ideas
* Enquiry into different data s Recognising that digital cortent
handling tacls can be represented in many

= Lise of questioning to e

separate and group data = Presenting ideas in 20uiz

!

(33 Branching Databases

balanced view
easter eqg
internet

key words
reliability
results page
search engine




Year 6

Quizzing

¢ To create a picture-based
quiz for young children.

Lesson 2&3;
* To learn how to use the
qguestion types within 2Quiz.

Lesson 4;
¢ To explore the grammar
quizzes.

Lesson 5;

¢ To make a quiz that
requires the player to search
a database.

Lesson 6;
¢ To make a quiz to test your
teachers or parents.

e Children have considered the
audience’s ability level and interests
when setting the quiz.

e Children have shared their quiz and
responded to feedback.

Lesson 2&3;

e Children understand the different
question types within 2Quiz.

e Children have ideas about what sort
of questions are best suited to the
different question types.

e Children have used 2Quiz to make
and share a science quiz (or another
subject).

e Children have considered the
audience’s ability level and interests
when setting the quiz.

¢ Children have shared their quiz with
peers.

e Children have given and responded to
feedback.

Lesson 4;

e Children have tried out the different
types of grammar games.

¢ Children have chosen an appropriate
tool to make their own grammar
game(s).

Lesson 5;
¢ Children have used a 2Investigate quiz
to answer quiz questions.

audience
audio

case sensitive
clone

cloze

preview

quiz




¢ Children have designed their own quiz
based on one of the 2Investigate
example databases.

Lesson 6;

e Children have used their knowledge
of quiz types to create a quiz show quiz
based on a curriculum area.

Summer 2 Lesson Success Criteria Progression Links Key Vocabulary
Objectives
Lesson 1. Lesson 1. ?\a.nmumm Avimated Story Books animation
Year 4/5 * To Introduce the 2DIY 3D |  Children can review and analyse a ey sy aenzeason image
tool. computer game. L b texture
* To begin planning a game. | ¢ Children can describe some of the 1 computer game
Game Creator elements that make a successful game. 6\.°"';ng “M:mw instruction

coliage effects effocts




Lesson 2;
¢ To design the game
environment.

Lesson 3;
¢ To design the game quest
to make it a playable game.

Lesson 4;
¢ To finish and share the
game.

Lesson 5;

¢ To self and peer-evaluate.

e Children can begin the process of
designing their own game.

Lesson 2;

e Children can design the setting for
their game so that it fits with the
selected theme.

e Children can upload images or use the
drawing tools to create the walls, floor,
and roof.

Lesson 3;

e Children can design characters for
their game.

e Children can decide upon, and
change, the animations and sounds that
the characters make.

Lesson 4;

¢ Children can make their game more
unique by selecting the appropriate
options to maximise the playability.

e Children can write informative
instructions for their game so that
other people can play it.

Lesson 5;

¢ Children can evaluate my their own
and peers’ games to help improve their
design for the future.

perspective
customise
interactive
evaluation
playability




Year 6

Binary

Lesson 1;

¢ To examine how whole
numbers are used as the
basis for representing all
types of data in digital
systems.

¢ To recognise that digital
systems represent all types
of data using number codes
that ultimately are patterns
of 1s and Os (called binary
digits, which is why they are
called digital systems).

¢ To understand that binary
represents numbers using 1s
and Os and these represent
the on and off electrical
states respectively in
hardware and robotics.

Lesson 2;

¢ To examine how whole
numbers are used as the
basis for representing all

Lesson 1.

e Children can explain how all datain a
computer is saved in the computer
memory in a binary format.

e Children can explain that binary uses
only the integers 0 and 1.

e Children can relate 0 to an ‘off’ switch
and 1 to and ‘on’ switch.

Lesson 2;

e Children can count up from QO in
binary using visual aids if needed.

e Children can relate bits to computer
storage.

Lesson 3;

e Children can convert numbers to
binary using the division by two
method.

e Children can check their own answers
using the converter tool.

Lesson 4,

e Children can make use of a variable
set to 0 or 1 to control game states.

Coding Lego Builders. Maze Explorers
« Introducing block coding : Pgedtten Coding 3 ‘turtie”
= Objects and actions = Creating programs using
* Events (Chck event. ey . sequencing and repeat
sound output] i * Visual use of the Logo
+ Executing a program . F'. s .n" programming language.
= Design view: Planning l_ * Program logic and structure
| Coding '.".,".'_\ Questioning
b + Algorithms - '\.a Logical decision processing
‘ + Collion detection ‘ « Forward planning to achieve a
= Timers
ohution
* Object types
= Buttons
+ Debugging l
Coding Branching Datsbasss
% FT“““'*"" +Lsghcal thicksion prockssing
» Timers = 2 I
= Repeat =
= Code. test, debug process.
Coding Logo
« Code, test. debug
process = Text-based coding
o IF statoments = Utikze understanding of
« Repeat Until and IF/ ELSE o Huich e
Staterments
+ Number Variables
Coding
= Efficient Coding
* Simulating a Physical Systom
= Decomposition and Abstraction
= Friction and Functions.
® Introducing Strings.
= Text Variables and Concatenation

base 2

bit

base 10
digit
intfeger
transistor
switch




types of data in digital
systems.

¢ To recognise that the
numbers 0, 1, 2 and 3 could
be represented by the
patterns of two binary digits
of 00, 01, 10 and 11

* To represent whole
numbers in binary, for
example counting in binary
from zero to 15, or writing a
friend’s age in binary.

Lesson 3;

* To examine how whole
numbers are used as the
basis for representing all
types of data in digital
systems.

* To represent whole
numbers in binary, for
example counting in binary
from zero to 15, or writing a
friend’s age in binary.

¢ To explore how division by
two can be used as a
technique to determine the
binary representation of any
whole number by collecting
remainder terms.




Lesson 4;

¢ To examine how whole
numbers are used as the
basis for representing all
types of data in digital
systems.

¢ To represent the state of
an object in a game as active
or inactive using the
respective binary values of 1
or 0.




