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	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Robins N/R
	EYFS
Birth - 3
	Repeat actions that have an effect. UW 
Explore different materials and tools. PD

	
	EYFS
Birth 3-4
	Remember rules without needing an adult to remind them. PSED Match their developing physical skills to tasks and activities in the setting. PD               
Explore how things work. UW


	
	EYFS
R


ELG
	Show resilience and perseverance in the face of a challenge. PSED                                                                                                                                  
Know and talk about the different factors that support their overall health and wellbeing: -sensible amounts of ‘screen time’ PSED                                             Develop their small motor skills so that they can use a range of tools competently, safely and confidently. PD                                                                       Explore, use and refine a variety of artistic effects to express their ideas and feelings. EA&D

Be confident to try new activities and show independence, resilience and perseverance in the face of challenge. PSED                                                   
Explain the reasons for rules, know right from wrong and try to behave accordingly. PSED                                                                                              
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. EA&D
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Kingfishers Year 1/2
	A
	Tech out of school 1.9
Walk around the local community and find examples of technology uses outside of school.

Effective searching 2.5
Learn how to use search engines effectively and the associated terminology.


	Questioning 2.4
To use a data base to answer questions (2Quesition – a binary tree database).


	Pictograms 1.3
Understand that data can be represented in pictograms and make a class pictogram to record an experiment.

	Creating pictures 2.6
Explore examples of impressionist art, pointillist art and the work of Piet Mondrian and William Morris. Use the functions of the 2Paint tool to create examples of these art styles.
	Maze explorers 1.5
Understand how to create and debug a set of instructions and use the direction keys as part of an algorithm.

	Presenting ideas 2.8
Make a quiz about a story or class topic to present to the class.




	
	B
	Online safety 1.1
Learn how to log in and out safely and keep passwords safe.

Online safety 2.2
Understand how we can talk to others on-line and how we can leave a digital footprint.


	Grouping and sorting 1.2
To sort items on the computer (on Purple Mash) using a range of criteria.

1.4 Lego builders
Children to begin to think logically about scenarios and are introduced to the term ‘algorithm’.



	Coding 1.7 
Use code to make a computer program. Understand what objects, actions and events are and use events to control objects. 

	Coding 2.1
Children to learn that an algorithm is an instruction for the computer. To understand and debug simple programs.

	Animated Story books 1.6
Use 2Create a story tool to add animation and sound (including voice recording) to a story. Work on a more complex story adding backgrounds and copying and pasting images.

Making music 2.7
Make music digitally using 2Sequence. Explore, edit and combine sounds and use these sounds to create tunes in 2Sequence.
	Spreadsheets 2.3
Use 2Calculate to collect data and produce a graph. Learn how to use the equals tool to check calculations.
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A
	Coding 3.1
Understand how a flow chart is used in computer programming and that there are different types of timers. Design and create an interactive scene.

Coding 5.1
Create a playable game using simplified code. Understand what the different variable types are and how they are used differently.


	Online safety 3.2
Know what makes a safe password and how a blog can be used to communicate with a wider audience.

Online safety 5.2
Gain a greater understanding of the impact that sharing digital content can have. To ensure reliability through different communication methods.

MicroBits: 3.10 and 5.10
	Branching databases 3.6
Sort objects using just yes and no questions. Complete a branching data base using 2Question.

Databases 5.4
Learn how to search for information in a data base. Contribute to a class data base around a chosen topic.

	Spreadsheets 3.3 and 4.3
Use 2Calculate to collect data and produce a variety of graphs. Use the advanced mode of 2Calculate to learn about cell references.

Spreadsheets 5.3
Use a spreadsheet to model a real-life problem. Use formulae to calculate the area and perimeter of shapes and create formulae that use text variables.

	Intro to AI 4.10

Concept maps 5.7
Understand how a concept map can be used to retell stories and information. Create a concept map to present to an audience.


	Presenting 3.9
Using Microsoft PowerPoint, Children with learn skills in creating presentations. 

Hardware investigators 4.8
Understand and recall the different parts that make up a computer. 





	
	
B










	Coding 4.1
Understand how an ‘IF’ and ‘ELSE’ statement works and what a variable is in programming. Use a number variable to produce a playable game 

Coding 6.1
Design a playable game with a timer and a score. Use functions and flowcharts to debug code. Understand how 2Code can be used to make a text-adventure game.

	Online safety 4.2
Understand the importance of a healthy amount of screen time.

Online safety 6.2
Identify benefits/risks of mobile devices giving your location and have a clear idea of appropriate online behaviour.


Micro:Bits 4.11
	Email safety 3.5
Learn how to use email safely and how to open and respond to an email using an address book. Explore simulated email scenarios about email safety.

Networks 6.6
Find out what a LAN and WAN are and how the internet is accessed in school. Find out the age of the internet and what the future might hold.
	External Devices 5.9 
In a similar fashion to working with Micro:Bits, Children will create their own program to upload to an external device to run.
	Word processing 5.8
Add and edit images to a word document. Know how to use word wrap with images and text and how to change the look of text within a document. Understand how to create tables to present information in MS word.
	Simulations 3.7
Consider and explore what simulations are. To analyse and evaluate a simulation.

Game creator 5.5
Use 2DIY 3D to create a playing area for a game. Design, make and play the game and share with others before evaluating.


	Herons
Y3/45/6

	C
	Coding 3.1
Understand how a flow chart is used in computer programming and that there are different types of timers. Design and create an interactive scene.

Coding 5.1
Create a playable game using simplified code. Understand what the different variable types are and how they are used differently.

	Online safety 3.2
Know what makes a safe password and how a blog can be used to communicate with a wider audience.

Online safety 5.2
Gain a greater understanding of the impact that sharing digital content can have. To ensure reliability through different communication methods.

MicroBits: 3.10 and 5.10
	Logo 4.5
Learn the structure of the coding language of Logo and use 2Logo to create letter shapes.

Binary 6.8
Examine how whole numbers are used as the basis for representing all types of data in digital systems
	Spreadsheets 3.3
Use 2Calculate to collect data and produce a variety of graphs. Use the advanced mode of 2Calculate to learn about cell references.

Spreadsheets 5.3
Use a spreadsheet to model a real-life problem. Use formulae to calculate the area and perimeter of shapes and create formulae that use text variables.

	Touch typing 3.4
Understand the correct posture at a computer and to know the home, top and bottom row keys.

Blogging 6.4
Identify the purpose of blogs and the features of a successful blog. Understand how to write a blog and blog post.
	Animation 4.6
Learn how animations are created on the computer and how to add backgrounds, sounds and ‘stop motion’.

Text adventures 6.5
Use 2Connect to plan and make a story adventure. Use written plans to code a map-based adventure in 2Code.


	Herons
Y3/45/6

	D
	Coding 4.1
Understand how an ‘IF’ and ‘ELSE’ statement works and what a variable is in programming. Use a number variable to produce a playable game 

Coding 6.1
Design a playable game with a timer and a score. Use functions and flowcharts to debug code. Understand how 2Code can be used to make a text-adventure game.

	Online safety 4.2
Understand the importance of a healthy amount of screen time.

Online safety 6.2
Identify benefits/risks of mobile devices giving your location and have a clear idea of appropriate online behaviour.


Micro:Bits 4.11
	Effective searching 4.7
Learn how to use search effectively to find information and assess whether an information source is true and reliable 

Writing for different audiences 4.4
Explore how font and style can affect the impact of a text. Use a scenario to write for a community campaign.

	Spreadsheets 6.9
Use a spreadsheet to record the following: an investigation of the probability of throwing many dice, planning how to spend pocket money and the effect of saving money and planning a school charity day to maximise the money donated to charity.
	
Making Music 4.9
Using online software to create digital music.

3D modelling 5.6
Learn how to use 2Design and make and the skills of computer aided design. Design a 3D model to fit certain criteria.

	Quizzing 6.7
Create a picture-based quiz for young children and learn how to use the different question types within 2Quiz
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