Long term plan computing 2024-25 cycle 2
	[bookmark: _GoBack]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 
	Online safety – digital literacy (year 2 unit) (3 lessons)

Effective searching – digital literacy  (year 2 unit) (3 lessons)

Coding – computer science (year 2 unit) (6 lessons)
	Creating pictures – information technology (year 2 unit) (5 lessons)

Presenting ideas – information technology   (year 2 unit) (4 lessons) 
	Spreadsheets – information technology (year 2 unit) (4 lessons)

Making music – information technology  (year 2 unit) (3 lessons) 






	Skills 
	Online safety:
To know how to refine searches using the Search tool.
To know how to share work electronically using the display boards.
To use digital technology to share work on Purple Mash to communicate and connect with others locally.
To have some knowledge and understanding about sharing more globally on the Internet.
To introduce Email as a communication tool using 2Respond simulations.
To understand how we talk to others when they are not there in front of us.
To open and send simple online communications in the form of email.
To understand that information put online leaves a digital footprint or trail.
To begin to think critically about the information they leave online.
To identify the steps that can be taken to keep personal data and hardware secure

Effective searching:
To understand the terminology associated with the Internet and searching.
To gain a better understanding of searching the Internet.
To create a leaflet to help someone search for information on the Internet.


Coding: 
To understand what an algorithm is.
To create a computer program using an algorithm.
To create a program using a given design.
To understand the collision detection event.
To understand that algorithms follow a sequence.
To design an algorithm that follows a timed sequence.
To understand that different objects have different properties.
To understand what different events do in code.
To create a program using a given design.
To understand the function of buttons in a program.
To know what debugging means.
To understand the need to test and debug a program repeatedly.
To debug simple programs.
	Creating pictures:
To explore 2Paint A Picture.
To look at the work of Impressionist artists and recreate them using the Impressionism template.
To look at the work of pointillist artists such as Seurat.
To recreate pointillist art using the Pointillism template.
To look at the work of Piet Mondrian and recreate it using the Lines template.
To look at the work of William Morris and recreate it using the Patterns template.
To look at some surrealist art and create your own using the eCollage function in 2Paint A Picture.

Presenting ideas:
To explore how a story can be presented in different ways.
To make a quiz about a story or class topic.
To make a fact file on a non-fiction topic.
To make a presentation to the class.
	Spreadsheets:
"To review the work done in 2Calculate in year 1.
To revise spreadsheet related vocabulary.
To use some 2Calculate tools that were introduced in year 1."
"To use copying, cutting and pasting shortcuts in 2Calculate.
To use 2Calcuate totalling tools.
To use 2Calculate to solve a simple puzzle"
To explore the capabilities of a spreadsheet in adding up coins to match the prices of objects
"To add and edit data in a table layout.
To use the data to manually create a block graph."

Making music:
"To be introduced to making music digitally using 2Sequence.
 To explore, edit and combine sounds using 2Sequence."
"To add sounds to a tune to improve it.
To think about how music can be used to express feelings and create tunes which depict feelings."
"To upload a sound from a bank of sounds into the Sounds section. 
To record their own sound and upload it into the Sounds section.
To create their own tune using the sounds which they have added to the Sounds section."

	Woodpeckers 
	Online safety – digital literacy (year 4 unit) (4 lessons) 

Effective searching – digital literacy (year 4 unit) (3 lessons)

Coding – computer science (year 4 unit) (6 lessons)
	Logo making – computer science (year 4 unit) (4 lessons) 

Introduction to AI (year 4 unit) (4 lessons) 
	Spreadsheets – information technology (year 4 unit) (5 lessons) 

Making music – information technology (year 4 unit) (4 lessons) 

	Skills 
	Online safety:
"•To understand how children can protect themselves from online identity theft.
•To understand that information put online leaves a digital footprint or trail and that this can aid identity theft.
"•To identify the risks and benefits of installing software including apps. "
"•To understand that copying the work of others and presenting it as their own is called 'plagiarism' and to consider the consequences of plagiarism.
•To identify appropriate behaviour when participating or contributing to collaborative online projects for learning. 
"•To identify the positive and negative influences of technology on health and the environment.
•To understand the importance of balancing game and screen time with other parts of their lives."

Effective searching: 
• To locate information on the search results page. 
• To use search effectively to find out information.
• To assess whether an information source is true and reliable.

Coding: 
"• To review coding vocabulary and knowledge.
• To create a simple computer program.
"• To begin to understand selection in computer programming.
• To understand how an IF statement works."
"• To understand how to use co-ordinates in computer programming.
• To understand how an IF statement works.
"• To understand the Repeat until command. 
• To begin to understand selection in computer programming.
• To understand how an IF/ELSE statement works."
"• To understand what a variable is in programming. 
• To use a number variable.
"• To review vocabulary and concepts learnt in Year 4 Coding.
• To create a playable game.
"
	Logo:
"• To learn the structure of the language of 2Logo.
• To input simple instructions in 2Logo"
• To use 2Logo to create letter shapes.
• To use the Repeat command in 2Logo to create shapes.
• To use and build procedures in 2Logo.

Introduction to AI:
To understand the basic concept of
artificial intelligence.
• To identify real-life examples of artificial
intelligence.
• To recognise the impact of artificial intelligence in daily life
To understand the potential
applications and impact of AI in the
future.
• To encourage critical thinking and creativity when thinking about the future of AI.
To understand how artificial
intelligence is being used to create music and art.
• To use artificial intelligence to create music and art.

	Spreadsheets: 
"• To explore how the numbers entered into cells can be set to either currency or decimal.
• To explore the use of the display of decimal places.
• To find out how to add formulae to a cell."
"• 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."
"• To use the line graphing tool in 2Calculate with appropriate data.
• To interpret a line graph to estimate values between data readings.
"• To use the currency formatting tool in 2Calculate.
• To use 2Calculate to create a model of a real-life situation.
• To use the functions of allocating value to images in 2Calculate to make a resource to teach place value.



Making music: 
• To identify and discuss the main elements of music: Pulse, Rhythm, Tempo, Pitch, Texture
• To understand and experiment with rhythm and tempo.
• To create a melodic phrase.
• To compose a piece of electronic music.

	Owls 
	Online safety – digital literacy (year 6 unit) (3 lessons) 

Coding – computer science (year 6 unit) (6 lessons) 
	Blogging- information technology (year 6 unit) (4 lessons) 

Text adventure – computer science & information tech (year 6 unit) (4 lessons) 
	Spreadsheets- information technology (year 6 unit) (7 lessons) – excel 

Create our own film to promote the school 

	Skills 
	Online safety- 
"•To identify benefits and risks of mobile devices broadcasting the location of the user/device, e.g., apps accessing location.
•To identify secure sites by looking for privacy seals of approval, e.g., https, padlock icon.
•To identify the benefits and risks of giving personal information and device access to different software."
"•To review the meaning of a digital footprint and understand how and why people use their information and online presence to create a virtual image of themselves as a user.
•To have a clear idea of appropriate online behaviour and how this can protect themselves and others from possible online dangers, bullying and inappropriate behaviour.
•To begin to understand how information online can persist and give away details of those who share or modify it."
"•To understand the importance of balancing game and screen time with other parts of their lives, e.g., explore the reasons why they may be tempted to spend more time playing games or find it difficult to stop playing and the effect this has on their health.	
•To identify the positive and negative influences of technology on health and the environment.

Coding: 
"To design a playable game with a timer and a score.
To plan and use selection and variables.
To understand how the launch command works. "
"To design a playable game with a timer and a score.
To plan and use selection and variables.
To understand how the launch command works. "
"To use functions and understand why they are useful. 
To understand how functions are created and called.
"To use flowcharts to test and debug a program.
 To create a simulation of a room in which devices can be controlled."
"To understand the different options of generating user input in 2Code.
To understand how user input can be used in a program."
To understand how 2Code can be used to make a text-based adventure game.
	Blogging – 
To identify the purpose of writing a blog.
•To identify the features of successful blog writing."
•  To plan the theme and content for a blog.
"•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 contribute to an existing blog."
"•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."


Text adventure:
"•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."
"•To use 2Connect plans for a story adventure to make the adventure using 2Create a Story."
"•To introduce an alternative model for a text adventure which has a less sequential narrative."
"•To use written plans to code a map-based adventure in 2Code."
	

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;
Arrange video files to form a complete film.





