Long term plan computing 2023-2024 cycle 1
	Class 
	Autumn 
	Spring 
	Summer 

	Squirrels 

	Children have access to a range of digital and non digital technologies through play. 
Provide a range of materials and objects to play with that work in different ways for different purposes, for example, egg whisk, torch, other household implements, pulleys, construction kits. 
Provide a range of programmable toys for children to play with, as well as equipment involving ICT, such as computers, touch screen devices and internet-connected toys.
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	Skills 
	1-2 - The beginnings of understanding technology lie in babies exploring and making sense of objects and how they behave (see Playing and exploring, Thinking creatively and critically)

3- Anticipates repeated sounds, sights and actions, e.g. when an adult demonstrates an action toy several times. Shows interest in toys with buttons, flaps and simple mechanisms and begins to learn to operate them. 

4- Seeks to acquire basic skills in turning on and operating some digital equipment. Operates mechanical toys, e.g. turns the knob on a wind-up toy or pulls back on a friction car. Plays with water to investigate “low technology” such as washing and cleaning. Uses pipes, funnels and other tools to carry/ transport water from one place to another. 

5-Knows how to operate simple equipment, e.g. turns on CD player, uses a remote control, can navigate touch-capable technology with support. Shows an interest in technological toys with knobs or pulleys, real objects such as cameras, and touchscreen devices such as mobile phones and tablets. Shows skill in making toys work by pressing parts or lifting flaps to achieve effects such as sound, movements or new images. Knows that information can be retrieved from digital devices and the internet. Plays with a range of materials to learn cause and effect, for example, makes a string puppet using dowels and string to suspend the puppet. 

6- Completes a simple program on electronic devices. Uses ICT hardware to interact with age appropriate computer software. Can create content such as a video recording, stories, and/or draw a picture on screen. Develops digital literacy skills by being able to access, understand and interact with a range of technologies. Can use the internet with adult supervision to find and retrieve information of interest to them. 
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	Hedgehogs 
	Coding – computer science (year 1 unit)
Grouping and sorting – computer science (year 1 unit)
	E safety – digital literacy (year 1 unit)
Pictograms– information technology (year 1 unit)
	Spreadsheets – information technology (year 1 unit)
Animated stories – information technology (year 1 unit)

	Skills 
	Coding:
To understand what instructions are. 
To predict what will happen when instructions are followed. 
To understand that computer programs work by following instructions called code.
To use code to make a computer program. 
To understand what objects and actions are.
To understand what an event is. To use an event to control an object.
To begin to understand how code executes when a program is run.
To understand what backgrounds and objects are. 
 To understand how to use the scale attribute (property).
To plan a computer program. 
To make a computer program.

Grouping and Sorting:
To understand what a spreadsheet looks like. 
 To be able to navigate around a spread sheet and enter data. 
To learn new vocabulary related to spreadsheets.
To add clipart images to a spreadsheet. 
To use the ‘move cell’ and ‘lock’ tools.
To use the ‘speak’ and ‘count’ tools in 2Calculate to count items.

	E-Safety:
To log in safely and understand why that is important. 
To create an avatar and to understand what this is and how it is used. 
To be able to create a picture and add their own name to it. 
To start to understand the idea of ‘ownership’ of creative work. To save work to the My Work area and understand that this is private space.
To learn how to find saved work in the Online Work 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. To learn how to search Purple Mash to find resources.
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.
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. 
To understand the importance of logging out when they have finished.
Pictograms:
To understand that data can be represented in picture format.
To contribute to a class pictogram.
To use a pictogram to record the results of an experiment.

	Spreadsheets:
To understand what a spreadsheet looks like. 
To be able to navigate around a spreadsheet and enter data. 
To learn new vocabulary related to spreadsheets.
To add clipart images to a spreadsheet. 
To use the ‘move cell’ and ‘lock’ tools.
To use the ‘speak’ and ‘count’ tools in 2Calculate to count items.
Animated Stories:
To understand the differences between traditional books and ebooks.
 To explore the tools of 2Create a Story’s My Simple Story level. 
To save the page they have created.
To add animation to a picture. 
 To play the pages created so far. 
To save the additional changes and overwrite the file.
To add a sound effect to a picture.
 To add a voice recording to the picture. 
To add created music to the picture.
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 these successfully to create their own story.
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.

	Woodpeckers 
	Coding – computer science (year 3 unit)
Spreadsheets – information technology (year 3 unit) 

	Esafety – digital literacy (year 3)
Powerpoint– information technology (year 3 unit)

	Email – digital literacy (year 3 unit)
Touch typing– information technology (year 3 unit). 


	Skills 
	Coding:
To understand what a flowchart is and how flowcharts are used in computer programming. 
 To understand that there are different types of timers and select the right type for purpose. 
 To understand how to use the repeat command. 
To understand the importance of nesting. 

Spreadsheets:
To use the symbols more than, less than and equal to
To compare values. 
To use 2Calculate to collect data and produce a variety of graphs. 
To use the advanced mode of 2Calculate.
To learn about cell references.
To design and create an interactive scene

	Esafety:
To know what makes a safe password. 
To learn methods for keeping passwords safe. 
To understand how the Internet can be used in effective communication. 
To understand how a blog can be used to communicate with a wider audience. • To consider the truth of the content of websites.
 To learn about the meaning of age restrictions symbols on digital media and devices.

Powerpoint: 
To understand the uses of PowerPoint. 
 To create a page in a presentation. 
To add media to a presentation. 
To add animations to a presentation. 
To add timings to a presentation. 
 To use the skills learnt to design and create an engaging presentation.

	Email:
To think about different methods of communication. 
 To open and respond to an email using an address book. 
To learn how to use email safely. 
 To add an attachment to an email. 
To explore a simulated email scenario

Touch typing:
To introduce typing terminology. 
To understand the correct way to sit at the keyboard. 
To learn how to use the home, top and bottom row keys. 
To practise typing with the left and right hand. 


	Owls 
	Coding – computer science (year 5 unit)
Spreadsheets – information technology (year 5 unit)
	E safety – digital literacy (year 5 unit)
Word processing– information technology (year 5 unit)

	Game creator– information technology (year 5 unit)



	Skills 
	Coding:
To review existing coding knowledge. 
 To begin to simplify code. 
 To create a playable game.
To understand what a simulation is. 
 To program a simulation using 2Code.
 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.
 To understand how to use friction in code.  To begin to understand what a function is and how functions work in code.
 To understand what the different variable types are and how they are used differently. To understand how to create a string.
To begin to explore text variables when coding. 
 To understand what concatenation is and how it works.

Spreadsheets:
To use formulae within a spreadsheet to convert measurements of length and distance.
To use the count tool to answer hypotheses about common letters in use.
To use a spreadsheet to model a real-life problem.
To use formulae to calculate area and perimeter of shapes.
To create formulae that use text variables.
To use a spreadsheet to help plan a school cake sale.

	Esafety:
To gain a greater understanding of the impact that sharing digital content can have. 
To review sources of support when using technology. 
To review children’ responsibility to one another in their online behaviour. 
Children critically about the information that they share online both about themselves and others.  Children know who to tell if they are upset by something that happens online. 
Children can use the SMART rules as a source of guidance when online. 2 Protecting Privacy 
To know how to maintain secure passwords. 
 To understand the advantages, disadvantages, permissions, and purposes of altering an image digitally and the reasons for this. 
 To be aware of appropriate and inappropriate text, photographs and videos and the impact of sharing these online.
To learn about how to reference sources in their work. 
To search the Internet with a consideration for the reliability of the results of sources to check validity and understand the impact of incorrect information.
Ensuring reliability through using different methods of communication.

Word:
To know what a word processing tool is for.
To add and edit images to a word document.
To know how to use word wrap with images and text.
To change the look of text within a document.
To add features to a document to enhance its look and usability.
To use tables within MS Word to present information.
	Game creator: 
To Introduce the 2DIY 3D tool. 
 To begin planning a game.
To design the game environment.
To design the game quest to make it a playable game.
To finish and share the game.
To self- and peer evaluate.


Create our own film to promote the school
Plan and write a script
Use a digital video camera (or similar device) to record;
Import video files into video editing software.
speak clearly into the camera when being recorded;
Frame an appropriate filming shot when interviewing;
[bookmark: _GoBack]Arrange video files to form a complete film.





