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Curriculum
The National Curriculum targets for both KS1 and KS2 can be separated into three separate strands. These are information technology, computer science and digital literacy. Information technology explores basic computing skills, such as word processing skills, and allow for the children to develop the skills they need to be able to understand how technology works and how they can use it for different purposes. Computer science and digital literacy is where children develop the skill of using a computer to help solve problems. This strand also covers coding in which the children will develop skills of how to write algorithms and how they can debug any errors that arise. In KS2, this strand also includes developing an understanding of networks and how they work, such as how the internet provides multiple opportunities for communication and collaboration. Digital literacy covers online safety, ensuring children know the possible risks and are using technology safely. 
In EYFS, there are no explicit computing targets, however computing can link to other aspects of the EYFS curriculum.
Teaching the curriculum
At the moment, all year groups in KS1 and KS2 have a timetabled hour each week to teach the skills and knowledge required, this doesn’t have to always be the case. Most of the statements within the information technology stand can be covered through other subjects within the curriculum. However, it needs to be made clear that the computing lesson still has a place within the curriculum as computer science will need a more explicit teaching approach. Also, apps and or tools within various programmes will benefit from the explicit teaching before it is used across other areas of the curriculum. During weeks in which you are not teaching a computing session, please be explicit on your timetables which lesson has the computing links to ensure that it is still being covered each week. 
Computing in EYFS takes place throughout the day when opportunities become available and through planned teacher activities. 




	Personal, Social and Emotional Development
I can wait a short amount of time for something I want eg: a computer loading / an App to work

I know how to complete a familiar task independently and with support will try new things. For example, playing a touch screen game on an Ipad or Interactive Whiteboard. 

I can select tools and resources that I need to complete a task of my own choosing.

I can say a simple set of instructions (algorithm)

I can type letters using a keyboard on an iPad to create words.

Online Safety (Links to Education for a Connected World document)

I know how to be safe online at home and school

I can describe ways that some people can be unkind online.

I know how myself and others may feel if someone is unkind online. 

I can give examples of how I (might) use technology to communicate with people I know.

I can talk about how I can use the internet to find things out.

I know that work I create belongs to me.

I can name my work so that others know it belongs to me.
	Physical Development
I know how to use the home button and lock screen on an ipad 

I know how to use my fingers on a touch screen, and control a touchpad on a computer.

I can listen to sounds or music using headphones

Understanding the World
I know how to use a camera to take pictures on an Ipad

I can select and use technology for particular purposes.

I know how technology is used in my own home and in school.

I know that technology has changed since my adults were young.

Expressive Art and Design
Children can safely use a range of technology for a purpose such as create a digital drawing with support.


Nursery focus - targets
Reception focus - targets
Ongoing development EYFS journey targets (repeated)



EYFS Targets 
EYFS targets will be ongoing across each child’s journey through Nursery and Reception. There are also some year group specific targets (coded below)


Online Safety Progression from EYFS to KS1
Most EYFS targets allow the children to become confident with using technology and understanding how technology works and can be used for a range of purposes. These skills create the foundations for which the curriculum in KS1, and later KS2, can be successfully taught. There is also progression of specific skills which are built upon explicitly throughout the KS1 curriculum. These can be seen in the table below. 
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	EYFS Target
	Target progression in KS1

	I can type letters using a keyboard on an iPad to create words.
	I can confidently type words on a digital device to create simple sentences.  (Y1)

	I know how to use a camera to take pictures on an Ipad
	I can know what devices can be used to take photographs. (Y2)

I can use a digital device to take a photograph. (Y2)


	Children can safely use a range of technology for a purpose such as create a digital drawing with support.
	I can use a computer on my own to paint a picture (Y1)
I can make careful choices when painting a digital picture (Y1)


	I can listen to sounds or music using headphones
	To create music for a purpose (Y2)











Progression of computing at Annie Lennard
National Curriculum Statements
	Key Stage 1
	Key Stage 2

	Pupils should be taught to:
 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions
 create and debug simple programs
 use logical reasoning to predict the behaviour of simple programs
 use technology purposefully to create, organise, store, manipulate and retrieve digital content
 recognise common uses of information technology beyond school
 use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies.
	Pupils should be taught to:
 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
 use sequence, selection, and repetition in programs; work with variables and various forms of input and output
 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs
 understand computer networks including the internet; how they can provide multiple services, such as the world wide web; and the opportunities they offer for communication and collaboration
 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information
 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.





	Word Processing/Typing

	Children recognise that a range of technology is used in places such as homes and schools. They select and use technology for particular purposes.
	I can play on a touch screen game and use computers/keyboards/mouse in role play 
I can type letters with increasing confidence using a keyboard and tablet. 


	Curriculum Link
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	KS1:
1.4   use technology purposefully to create, organise, store, manipulate and retrieve digital content

KS2:
1.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

1.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information.
	I can confidently type words on a digital device to create simple sentences. 

I can use the space bar to make space and delete to delete letters/words 

I can make a new line using enter/return 

I can use caps locks for capital letters. 

	I can confidently type words quickly and confidently on a digital device. 

I can use the space bar only once between words and use touch to navigate to words letter to edit 

I can copy and paste images and text 

I can add images alongside text in a word-processed document. 

I can select text and make simple changes including using bold, italics and underlined.
	I can use index fingers on keyboard home keys (f/j), use left fingers for a/s/ d/f/g, and use right fingers for h/j/k/l 

I can edit the style and effect of my text and images to make my document more engaging and eye-catching. For example, borders and shadows. 

I can use cut, copy and paste to quickly duplicate and reorganise information retrieved from the internet
	I can combine digital images from different sources, objects, and text to make a final piece of a variety of tasks: posters, documents, eBooks, scripts, leaflets. 

I can confidently and regularly use text shortcuts such as cut, copy and paste and delete to organise reorganise information retrieved from the internet

I can use font sizes appropriately for audience and purpose.

I can use spell check and thesaurus.
	I can start to apply other useful effects to my documents such as hyperlinks. 

I can import sounds to accompany and enhance the text in my document. 

I can organise and reorganise text on screen to suit a purpose.

I can collaborate with peers using online tools, e.g. blogs, Google Drive, teams or Office 365 

	I can create a website which includes a variety of media.

I can format text to suit a purpose. 

I can publish my documents online and discuss the audience and purpose of my content.

I can evaluate my own content and consider ways to improve it.







	Data Handling

	Curriculum Link
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	KS1:
1.4   use technology purposefully to create, organise, store, manipulate and retrieve digital content

KS2:
1.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

1.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information.
	I can label objects.

I can identify that objects can be counted.

I can describe objects in different ways.

I can count objects with the same properties.

I can compare groups of objects.

I can answer questions about groups of objects.
	I can recognise that we can count and compare objects using tally charts.

I can recognise that objects can be represented as pictures.

I can create a pictogram.

I can select objects by attribute and make comparisons.

I can recognise that people can be described by attributes.

I can explain that we can present information using a computer.
	I can create questions with yes/no answers.
I can identify the object attributes needed to collect relevant data.
I can create a branching database
To identify objects using a branching database.
I can explain why it is helpful for a database to be well structured.
I can compare the information shown in a pictogram with a branching database.
	
	I can use a form to record information.

I can compare paper and computer-based databases.

I can outline how grouping and then sorting data allows us to answer questions.

I can explain that tools can be used to select specific data.

I can explain that computer programs can be used to compare data visually

ToI can apply my knowledge of a database to ask and answer real-world questions
	I can identify questions which can be answered using data.

I can explain that objects can be described using data.

I can explain that formula can be used to produce calculated data.

I can apply formulas to data, including duplicating

I can create a spreadsheet to plan an event.

I can choose suitable ways to present data



	Media (Image)

	Curriculum Link
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	KS1:
1.4   use technology purposefully to create, organise, store, manipulate and retrieve digital content

KS2:
1.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

1.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information.
	I can describe what different freehand tools do

I can use the shape tool and the line tools

I can make careful choices when painting a digital picture

I can explain why I chose the tools I used

I can use a computer on my own to paint a picture

I can compare painting a picture on a computer and on paper
	I can know what devices can be used to take photographs.

I can use a digital device to take a photograph.

I can describe what makes a good photograph. 

I can decide how photographs can be improved.

I can use tools to change an image.

I can recognise that images can be changed. 

	
	I can explain that digital images can be changed

I can change the composition of an image

I can describe how images can be changed for different uses

I can make good choices when selecting different tools

I can recognise that not all images are real

I can evaluate how changes can improve an image
	
	To identify that drawing tools can be used to produce different outcomes

To create a vector drawing by combining shapes

To use tools to achieve a desired effect

To recognise that vector drawings consist of layers

To group objects to make them easier to work with

To evaluate my vector drawing



	Media (Sound and Video)

	Curriculum Link
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	KS1:
1.4   use technology purposefully to create, organise, store, manipulate and retrieve digital content

KS2:
1.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.

1.6 select, use and combine a variety of software (including internet services) on a range of digital devices to design and create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating and presenting data and information.
	
	To say how music can make us feel
To identify that there are patterns in music
To describe how music can be used in different ways
To show how music is made from a series of notes
To create music for a purpose
To review and refine our computer work
	I can use a storyboard to edit a sequence of digital pictures or video with support. (change sequence, add transitions, effects, and sound)
I can take a series of pictures to form a simple animation
I can move one item within the animation
I can edit and improve my animation 

	To identify that sound can be digitally recorded

To use a digital device to record sound

To explain that a digital recording is stored as a file

To explain that audio can be changed through editing

To show that different types of audio can be combined and played together

To evaluate editing choices made
	To recognise video as moving pictures, which can include audio
To identify digital devices that can record video
To capture video using a digital device
To recognise the features of an effective video
To identify that video can be improved through reshooting and editing
To consider the impact of the choices made when making and sharing a video
	




	Computer Science – Computational thinking/ Coding and programming

	Curriculum Link
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	KS1:
1.1 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions
1.2 create and debug simple programs
1.3 use logical reasoning to predict the behaviour of simple programs
KS2:
1.1 design, write and debug programs that accomplish specific goals,
including controlling or
simulating physical systems; solve problems by decomposing them into smaller parts
1.2 use sequence,
selection, and repetition in programs; work with
variables and various
forms of input and output
1.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.

	Moving a robot
To explain what a given command will do
To act out a given word
To combine forwards and backwards commands to make a sequence
To combine four direction commands to make sequences
To plan a simple program
To find more than one solution to a problem

Introduction to animation
To choose a command for a given purpose
To show that a series of commands can be joined together
To identify the effect of changing a value
To explain that each sprite has its own instructions
To design the parts of a project
To use my algorithm to create a program

	Robot algorithms
To describe a series of instructions as a sequence
To explain what happens when we change the order of instructions
To use logical reasoning to predict the outcome of a program (series of commands)
To explain that programming projects can have code and artwork
To design an algorithm
To create and debug a program that I have written
  
Introduction to quizzes
To explain that a sequence of commands has a start
To explain that a sequence of commands has an outcome
To create a program using a given design
To change a given design
To create a program using my own design
To decide how my project can be improved

	Sequence in music
To explore a new programming environment
I can identify that each sprite is controlled by the commands I choose
To explain that a program has a start
To recognise that a sequence of commands can have an order
To change the appearance of my project
To create a project from a task description

Events and actions
To explain how a sprite moves in an existing project
To create a program to move a sprite in four directions
To adapt a program to a new context
To develop my program by adding features
To identify and fix bugs in a program
To design and create a maze-based challenge

	Repetition in shapes
To identify that accuracy in programming is important
To create a program in a text-based language
To explain what ‘repeat’ means
To modify a count-controlled loop to produce a given outcome
To decompose a program into parts
To create a program that uses count-controlled loops to produce a given outcome

Repetition in games
To develop the use of count-controlled loops in a different programming environment
To explain that in programming there are infinite loops and count controlled loops
To develop a design which includes two or more loops which run at the same time
To modify an infinite loop in a given program
To design a project that includes repetition
To create a project that includes repetition

	Selection in physical computing
To control a simple circuit connected to a computer
To write a program that includes count-controlled loops
To explain that a loop can stop when a condition is met, eg number of times
To conclude that a loop can be used to repeatedly check whether a condition has been met
To design a physical project that includes selection
To create a controllable system that includes selection

Selection in games
To explain how selection is used in computer programs
To relate that a conditional statement connects a condition to an outcome
To explain how selection directs the flow of a program
To design a program which uses selection
To create a program which uses selection
To evaluate my program

	Variables in games
To define a ‘variable’ as something that is changeable
To explain why a variable is used in a program
To choose how to improve a game by using variables
To design a project that builds on a given example
To use my design to create a project
To evaluate my project

Sensing
To create a program to run on a controllable device
To explain that selection can control the flow of a program
To update a variable with a user input
To use an conditional statement to compare a variable to a value
To design a project that uses inputs and outputs on a controllable device
To develop a program to use inputs and outputs on a controllable device


















	Computer Science – Networking (KS2 only)

	Curriculum Link
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	KS2:
1.4 understand
computer networks
including the internet; how they can provide multiple services, such as the world-wide web; and the opportunities they offer for communication and collaboration.
	
	
	I understand that computers in a school are connected together in a network 

I understand why computers are networked

I can list a range of ways that the internet can be used to provide different methods of communication. 

I can use email as a method of communication. 

	 I understand that servers on the Internet are located across the planet

I understand how email is sent across the Internet

I understand how the Internet enables us to collaborate 

I understand the online safety implications associated with the ways the internet can be used to provide different methods of communication.
	I can understand the value of computer networks but are also aware of the main dangers. 
I can recognise what personal information is and can explain how this can be kept safe. 

I can select the most appropriate form of online communications based on audience and digital content
	I can understand and can explain in some depth the difference between the internet and the World Wide Web. 

I know what a WAN and LAN are and can describe how we access the internet in school.

I understand what HTML is and recognize HTML tags-

I know a range of HTML tags and can remix a web page
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