The best in everyone™

Part of United Learning

w Queen’s Manor Primary School

TEACH COMPUTING CURRICULUM OVERVIEW

Key Stage 1

Overview:

e

around us

(2.1)

Unit Summaries:

Technalogy
around us
Recognising technology
in schoal and using
it responsily.

Infarmation technology
around us

Identifying IT and how
= responsible use
improves our world in
schoal and beyand.

Infermatian techralogy

Digital painting

(1.2}

Digital photography

(22)

i-rlhu
Choosing appropriabe
tools in a program
Ba creabs arl, and
making comparisons
with working
nor-digitally.

Digital
photography
Caplurirg and

changing digital
photographs for
different purpases.

Maving a rabod
1.3
Rabat algorithms

(23

Maoving
arochot
Wiriting shart
algarithms arnd
programs Taor floar
rabats, and predicting
program oulcomes.

Robot
algarithms
Creating and
debugging pragrams,
and using logical
reasaninyg to make
predictions.

Grauping data
1.4)
Pictagrams

(2.4)

lh.la
Explaring abject
labels, then using
them 1o sort and
group abects by
properties.

Pictograms
Collecting data in tally
charts and using
aftributes 1o organise
and present data
ona comguier.

Digital writing
5
Making music

25

'-ﬂlhn
Using a computer
to create and format
text, bedore
comparing ba writing

non-digitally.

Making
music
Using a comgputer
a= & taal 1o explane
iy thems and
melodias, bafare
crealing a musical
composfion.

- L::‘Tlng 5::::"‘ m
netwo

Technalogy araund us

Pragramming
animalions
(1.6}
Programming quizies

(28)

Computing systems
-m

Programming
animations:
Designing and
pragramming the
movernent af a
character on scresn
bo telll shories.

Programming
quizzes
Designing algarithms
and pragrams that
use events 1o tigger
seguences of code
o make an
imleractiee quiz.



w Queen’s Manor Primary School

)

The best in everyone™

Part of United Learning

Curriculum Coverage:

Mational Currleulum Coverage — Years 1 and 2

Understand what algorithms are, how they are implemented as programs on digital devices,
and that programs execute by fallowing precise and unambiguous instructions

Create and debug simple programs

Use logical remsaning to predict the behaviour of simple programs

Use technology purposefully 1o create, organise, store, manipulste, and refrieve digital content
Recognise common uses af information technolagy beyand schoal

Use technolagy safely and respectfully, keeping personal infoemation private; identify

whens 10 go for help and suppart when they have concerns about content or contact
an the inernet ar ather anline technologies
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Key Stage 2

Overview:

Computing systems
and metwaorks

oompulers
(2.1)

The
intermet
(4.1)

Sharing
information
(5.1)

Intermet
comemunication
(6.1)

Unit Summaries:

|:|:|r|'|:||.|'hﬂ
Idemtitying that digital
devices have inpuls,
processes, and oufpuls,
and how devices can
be connecled
ta make networks.

The intemet
Recognising the intemet
as a network of networks
including the WWW, and
why we should evaluate

anline cantend.

Slog-frame
anEmation
(3.2)

Bisdies
production
(4.2)

Video
production
(52)

Webpage
creatian
(B.2)

ai-rn'li:m
Capturing and editing
digital till Fnages to
produce a stop-frame
amirmation that
1ells a stary.

Hudia production
Capturing and editing
audio to produce a
podcast, ensuring
that capyright
is considered.

:l:lund:

33

Repetitian
in shapes
(4.3)

Selection in
physical campting
[5.3)

Varishles

ingames
(6.3)

Sequencing sounds
Creafing sequences
ina block-based
programming
language to

make music.

Repetition in shapes
Using a lext-based
programming
language 1o explore
count-contralled
loops wwhen
drarwing shapes.

Bramching
dalahases
(3.4)

Data
logging
(4.4)

Flat-file
dalahases
(5.4)

Ingraduction 1o
spreadshests
(E.4)

Branching databases
Building and
using branching
databases to groug

ohjects using
yes/ng questions.

Data logging
Recognising haw
and why data s

collected ower e,
before using data
loggers 1o camy aut

an investigation.

Desklop

publlishing
25

Pheta
editing
[4.5)

Veclor
draving
[5.5)

kL]
rmadaling
[6.5)

Deskiop publishing
Creating documents
by modifying text,
images, and page
layouts for a
specified purpose.

Phioto editing
Manipulating digital
mages, and reflecting
an the impact of
changes and whether
the required purpose
i Fulfilled.

m

Events ard actions
in programes
{36)

Repeiton
N games
{4.6)

Selection
inquizzes

{5.6)

Sensing
{Eu6)

-m

Events and actions
in programs
Writing algarithms
and programs that
use a range of events
o trigger sequences
of actions.

Repetition in games
Using a block-based
praraTming
[anguage 1o explare
count-conralled and
infinite |oops when
crealing a garme.
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Computing systems
and netwarks

Systemns and searching
Recognising IT systems
around us and haw they
allow us 1o search the
intemet.

Communication
and collaboration

Idemtifying and exploring

heowe diata i transfemed
and information is
shased anline.

Curriculum Coverage:

m

P‘Imrunq. cagpluring,
and editing video 1o
produce a shar film.

Webpage creation
Desigring and
crealing webpages,
ghing consideraion
b cognyvight,
assihetics, and
ravigation.

Mational curriculum coverage - Years 3 and 4

Design, wiile and debug programs that accomplish specific gaals, inchuding contralling or
simulating physical systems; salve prablerns by decompasing them into smaller paris

Use sequence, selection, and repetition in programs;
wark with varables and various forms of input and oufput

Use logical reasaning to explain how sorme simple algorithms work
and 1o detect and correct emors in algarithms and programs
Undersiand computer networks, including the intemet; how they can provide mulliple services, .f
such as the World 'Wide Web, and the opportunities they offer for communication ard collaboration

Use search technologies effectively, appreciate how resulls are selected
and ranked, and be discerming inevaluating digital coment

Sedect, use and cormbine a variety of software (incuding intesnet services) on a range of digital
devices to design and create a mnge of programs, systems and conent that accomplish given .f

Zelection in physical Flat-file databases
‘compting Using a datahase
Explaring conditions 10 arder data and

and selection using creabe charts 1o
a programmable answer guestions.

rmicrooaniroller.

Variables in games Introdisction to
Exploring variables spreadsheets
witen designing and Answering
coding a game. guestions by using
spreadsheets
1o organise and
calculate data.

goals, including collecting, analysing, evaluating and presenting data and infarmation

Use technology safely, respectiully and responsibly; recognise acoeptable'unacoeptable
behaviour; identify a range of ways to repart concerns: about content snd contact
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in & drawing program
by using kxyers and
groups af abjects.

30 modelling
Plarming, developing,
and evaluating 3D
computer models of

physical chjects,
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Selection in quizres
Exploring selection
N pragramming 1o
design and code an
imleractive quiz.

Sensing
Designing and cading
a project that
caplures inpuls fram

a physical device.
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Mational eurrleulum coverage - Years 5 and 6

Diesign, write and debug programs that accomplish specific goals, including contralling or
samuilating phiysical systems; solve problems by decompasing them nlo smaller pars

Use sequence, selection, and repetition in programs;

wark with variables and various forms of input and oulipi

Use lagical rexsaning 1o explain how some simple algorithms work

and 1o detect and correct erors in algoithmes and programs

Understand computer netwarks, including the indemet; how they can provide mulliple services,
such as the World 'Wide Web, and the opportunities they offer for communication and collsberation

Use search technologies effectively, appreciate how resulls are selected
and ranked, and be discerning in evaluating digital content

Select, use and combine a variety of software (induding intermet services) on a range of digial
devices to design ard create a range of programs, systems and coment that accomplish given
guoals, inchuding collecting, analysing, evaluating and presenting data and nformation

Use technaology safely, respectiully and responsibly; recognise scosptable/unscceptable
betaviour; identify a range of ways to reporl concerns about conbent and contact
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63 Viarkables in games
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64 Immduction 1a
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66 Sensing
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