Computing Curriculum Long Term Plan
	
	Unit 1
	Unit 2
	Unit 3
	Unit 4
	Unit 5
	Unit 6

	EYFS
	ELG 16:
Be confident to try new activities and show independence, resilience, and perseverance in the face of a challenge. 
Explain the reasons for rules, know right from wrong and try to behave accordingly,

ELG 2:
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.
	Use of Technology
-Use of iPads for creating, photography, and technology, as well as BeeBots.
-What to do if there is something that upsets you, and focus within the E -Safety curriculum as part of E -Safety week. 
-Investigate, experience things, and ‘have a go’ 
-Concentrate, keep on trying if encountering difficulties, and enjoy achievements; 
-Have their own ideas, make links between them, and develop strategies for doing things. 

Adult Interactions 
-What will happen if I do this? How do you know? 
-What do I need to do to solve this is there a better way? 
-Can we break this problem up? Could we each do different jobs to solve the problem? 
-Have you solved something like this before? 
-What’s the most important thing here? Maybe we can draw a picture of this? 
-What went well? Which way worked best? What would you do differently next time.

	Year 1
	Technology Around Us

CS, ET, IT
NC 1.4, 1.5, 1.6
	Digital Painting

ET, DD, CM
NC 1.4
	Moving a Robot

AL,DD, IT, PG
NC 1.1, 1.2, 1.5
	Grouping Data

DI
NC 1.4, 1.6
	Digital Writing

CM, DD, ET
NC 1.4, 1.6
	Programming Animations

AL, DD, PG
NC 1.1, 1.2, 1.3, 1.4

	Year 2
	Information Technology Around Us

CS, IT, NW, SS
NC 1.4, 1.5, 1.6
	Digital Photography

CM, CS, DD, ET
NC 1.4, 1.5
	Robot Algorithms

AL, DD, PG
NC 1.1, 1.2, 1.3, 1.4
	Pictograms

DI, ET, SS
NC 1.5, 1.6
	Making Music

CM, DD, DI, ET
NC 1.4
	Introduction to Quizzes

DD, PG
NC 1.1, 1.2, 1.3

	Year 3
	Connecting Computers

CS, IT, NW
NC 2.2, 2.4, 2.6
	Stop Frame Animation

CM, DD, ET
NC 2.6
	Sequence in Music

AL, CM, DD, ET, PG
NC 2.1, 2.2, 2.3, 2.6
	Branching Databases

DD, DI, ET
NC 2.6
	Desktop Publishing

CM, DD, ET, IT
NC 2.5, 2.6
	Events and Actions

DD, ET, PG
NC 2.1, 2.2, 2.3, 2.6

	Year 4
	The Internet

CM, IT, NW, SS
NC 2.4, 2.5, 2.6, 2.7
	Audio Editing

CM, CS, DD, DI, ET
NC 2.5, 2.6, 2.7
	Repetition in Shapes

AL, ET, PG
NC 2.1, 2.2, 2.3, 2.6
	Data Logging

CS, DI, ET
NC 2.2, 2.6
	Photo Editing

CM, DD, ET, IT, SS
NC 2.5, 2.6, 2.7
	Repetition in Games

AL, DD, PG
NC 2.1, 2.2, 2.3, 2.6

	Year 5
	Sharing Information

CS, DD, ET, IT, NW
NC 2.1, 2.2, 2.4, 2.6, 2.7
	Video Editing

CM, CS, DD, ET, SS
NC 2.5, 2.6, 2.7
	Selection in Physical Computing

CS, DD, PG
NC 2.1, 2.2, 2.3, 2.6
	Flat-file Databases

DD, DI, ET
NC 2.5, 2.6
	Vector Drawing

CM, DD, DI, ET
NC 2.6
	Selection in Quizzes

AL, DD, PG
NC 2.1, 2.2, 2.3, 2.6

	Year 6
	Communication

DD, ET, IT, NW
NC 2.1, 2.4, 2.5, 2.6, 2.7
	Web Page Creation

CM, DD, ET, IT, NW, SS
NC 2.5, 2.6, 2.7
	Variables in Games

DD, PG
NC 2.1, 2.2, 2.3, 2.6
	Introduction to Spreadsheets

CM, DI, ET, PG
NC 2.6
	3D Modelling

CM, DD, ET
NC 2.6, 2.7
	Sensing

CS, DD, PG
NC 2.1, 2.2, 2.3, 2.6
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Teach Computing Taxonomy

Abbreviation  Strand Description
Understand how networks can be used to retrieve
NW Networks and share information, and how they come with
associated risks
. |select and create a range of media including text,
CM  |Creating Media | oo qunds, and video
Understand how data is stored, organised, and
Data &
DI : used to represent real-world artefacts and
Information N
scenarios
oo |pesione Understand the activities involved in planning,
Deveopment  |creating, and evaluating computing artefacts
cs Computing  |Understand what a computer is, and how its
ISystems |constituent parts function together as a whole
|T |meactof |Understand how indviduals, systems, and society
Technology  |as a whole interact with computer systems
) Be able to comprehend, design, oreate, and
AL |Algorithms | L ote algorithms
 |create software to allow computers to solve
PG Programming oroblems
ET f:fjg""e Use ofl e software tools to support computing work
ss  [sefeve Understand risks when using technology, and how

ISecurity

to protect individuals and systems
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understand what algorithms are; how they are implemented as programs on

1.1  |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

1.4 |usetechnology purposefully to create, organise, store, manipulate and retrieve

R digital content

1.5 |recognise common uses of information technology beyond school
use technology safely and respectfully, keeping personal information private;

1.6 identify where to go for help and support when they have concerns about content

or contact on the internet or other online technologies.
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Statement

nal Curriculum Statement

Number
design, write and debug programs that accomplish specific goals, including

controlling or simulating physical systems; solve problems by decomposing them
into smaller parts

2.1

99 |usesequence, selection, and repetition in programs; work with variables and
- various forms of input and output

93 |uselogicalreasoning 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
2.4 |multiple services, such as the world wide web; and the opportunities they offer for
communication and collaboration

95 |usesearch technologies effectively, appreciate how resits are selected and
a ranked, and be discerning in evaluating digital content

select, use and combine a variety of software (including internet services) ona

9 |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

27 acceptable/unacceptable behaviour; identify a range of ways to report concerns

about content and contact.





