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At East Oxford Primary School, we ensure that there are many opportunities for our youngest children to use technology in order to develop the
necessary confidence and skills required to access the computing curriculum in Year 1.

Laptops are available in daily continuous provision for all children to:
Use the keyboard confidently for typing and games.

Control the mouse to move a cursor and to select.

Use the mouse to click and drag, to move objects and to draw.

A touchscreen interactive whiteboard is also available in daily continuous provision for drawing and games.

Floor robots:
‘Offline’” adult-led activities to give simple instructions to a partner.
Explore using the commands on a floor robot to make it move.

Year 1 and 2

Year 3 and 4

Year 5 and 6

Information Technology

Data Handling

Explain what data is.

Explore how to show data in tables,
charts and pictograms.

Interpreting data from tables, charts and
pictograms.

Know, understand and use the
vocabulary: file, record, field, sort and
search.

Organise data using a Y/N branching

database.

Explain how to search a database
Identify a row, a column and acellon a
database.

Understand which ways of representing
data are most appropriate — e.g. using
bar charts for discrete data and line
graphs for continuous data.

Create a formula within excel, e.g. SUM
=C1+C4 or SUM = D5*E2.

Explain that there are different types of
data e.g. numeric, alphabetic.

Select. create and interpret different
charts e.g. bar chart, scatter graphs, line
graphs and pie charts.




Create a Word Document
Identify and explain the function of a
mouse, keyboard, screen and wire.

Create a PowerPoint Presentation
Add and align text to a PowerPoint
presentation.

Create a Webpage

Investigate the design and layout of a
webpage.

Explore different tools within art
programmes, including paintbrush, pen,
rubber, fill, stamp and shape.

series of images to create a short
animation.

5 Identify and explain the function of Add animations to a PowerPoint Design the layout of a webpage for a
'§ different cursors (pointing, selection and presentation. purpose.
S text). Identify and create hyperlinks Create a webpage with multiple pages,
y= Name and use the spacebar, backspace, Cut and paste into a PowerPoint, using .using a va.riety of skiIIs.Iearnt, (e.g.
GE" delete, shift and enter keys. shortcuts when appropriate. images, videos, hyperlinks) for effect.
8 Start to type with two hands.
8 Select and make simple changes to text,
e.g. colour, style, size.
Save and retrieve work.
Print work.
Photography and Film Film Film
Take a digital picture on different Record a digital film on a device. Use special effects to improve a video,
devices. Import files from one device to another. e.g. audio, transitions, colour and
g Explain how to take good quality images, Use editing software to cut and edit captions.
'-o(__—oa e.g. framing and keeping the camera clips, and to produce a title and credit Trim, arrange and edit multiple clips
@ still. scene. together to make a full video.
_,L_), Locate and review stored images on a Animation Recording Soundscapes
GCJ device. Understand that animation is a Upload and import recordings and
"g’ Digital Art sequence of still images sognds made..
O Storyboard, capture and sequence a Edit and combine sounds to create

layered effects.




E-Safety and Communication

Internet Safety

Identify what is personal information.
Identify a pop-up and know what to do if
| see one.

Know what you do if | see something
unsafe online.

Open a web browser.

Minimise and close a window.

Cyber-bullying

Explain what cyber-bullying is.

Know what to do if you or someone else
is being cyber-bullied?

Type a URL into the address bar of a web
browser.

Know the function of, and use a search
engine.

Add websites to a favourite list.

Know how to check the reliability of
sources online?

Email

Know what an email is and the different
ways that is used.

Identify the dangers of email and how to
spot a risk, including junk mail and
computer virus.

Open and read an email.

Compose and send an email, using the
@ key to type the email address.

Cyber-bullying

Identify and understand what good and
bad behaviour is online.

Name sources of help against cyber-
bulling, (e.g. Childline and
Cybermentors).

Find and use the ‘report’ and ‘flag’
buttons.

Know how to create a ‘secure’ password
with a combination of letters, symbols
and numbers.

Use security settings to protect
themselves

Identify and understand the risks of
meeting someone online

Identify and understand the risks
associated with publishing photos
online, e.g. permissions and how difficult
it is to remove them.




Controlling Physical Systems

Kubo Floor Robots

Explain what a command is.

Identify devices in the home that are
controlled by commands.

Know how to give commands to a Kubo
robot to direct it from A to B.
Recognise and ‘debug’ (correct) errors in
simple sequences of commands
(algorithms).

Represent sequences of commands
through writing or diagrams e.g.
flowcharts

Micro:bit

Identify the uses of a Micro:bit.

Explain what an input and an output is.
Use block coding to accomplish a
specific task using a Micro:bit?

Use the MakeCode editor to upload
code onto a Micro:bit for use in the real
world?

Use a micro:bit with physical apparatus,
e.g. wires and switches.

Add loops (repetition) to a program.
Recognise and ‘debug’ (correct) errors in
a program.

Micro:bit

Identify how Micro:bits could work with
real-world apparatus to create complex,
controllable machines.

Use the Micro:bit’s radio function to
trigger commands in another Micro:bit.
Create variables for use within code.
Manipulate multiple inputs and outputs.
Make use of Micro:bit extensions to
deepen the complexity of a creation.
Predict how a program will change
depending on your commands.

Recognise and ‘debug’ (correct) errors in
complex code.

Computer Programming

Scratch Junior

Explain what an algorithm is.
Understand that programs follow
algorithms precisely and commands
must be in the correct order.

Scratch

Create a simple computer game using
Scratch.

Describe what a sprite is.

Select, and add a sprite and a
background to a game.

Program a sprite to follow set
commands on set inputs.

Use loops (repetition) in code.
Recognise and ‘debug’ (correct) errors in
a program.

Scratch

Create a complex computer game using
Scratch.

Explain what a variable is and use them
to add a score, timer and lives to a
game.

Explain what selection is and use
selection to program events to occur in a
game.

Use selection to create single strings of
code which contain multiple inputs, e.g.
movement assigned to multiple keys.




