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Progression of knowledge and skills within ICT 
‘A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links with mathematics, science and Design Technology - and provides insights into both natural and artificial systems. The core of computing is computer science, in which pupils are taught the principles of information and computation, how digital systems work, and how to put this knowledge to use through programming. Building on this knowledge and understanding, pupils are equipped to use information technology to create programs, systems and a range of content. Computing also ensures that pupils become digitally literate – able to use, express themselves and develop their ideas through, ‘Information & Communication Technology’ – at a level suitable for the future workplace and as active participants in a digital world.’ 
- The English National Curriculum for Computing.

Intent 
Our intent is that all pupils can understand and apply the fundamental principles & concepts of computer science - including abstraction, logic, algorithms and data representation. That they can analyse problems in computational terms and have repeated practical experience of writing computer programs to solve such problems as well as evaluating and applying information technology - including new or unfamiliar technologies, analytically to solve problems. We also aim for pupils that are responsible, competent, confident and creative users of ‘Information & Communication Technology’.

ICT taught through a topic approach 
The breadth of our topic-based learning curriculum is planned to give pupils appropriate experience both in and out of the school environment to develop as confident and responsible citizens through the world they live in. It is designed to provide rich cultural capital and provide them with the knowledge and skills to succeed in the future working world. It is delivered in a coherent, structured, practical curriculum that leads to a sustained mastery for all and a greater depth of understanding for those who are capable.

Our topic-based curriculum design is based on evidence from cognitive science; three main principles underpin it:
· Learning is most effective by repetition.
· Interweaving helps pupils to discriminate between topics and aids long-term retention.
· Retrieval of previously learned content is frequent and regular, which increases both storage and retrieval strength.

In addition to the three principles, we also understand that learning can be invisible in the short-term and that sustained mastery takes time. Some of our content is subject specific, whilst other content is combined in a cross-curricular approach. Continuous provision, in the form of daily routines, replaces the teaching of some aspects of the curriculum (where appropriate) and in other cases, provides retrieval and practice for previously learned content.

The impact of our curriculum is that by the end of year 2, the vast majority of our pupils have sustained mastery of the content that is they remember it all through their learning experiences and are fluent in applying both learnt knowledge and skills to a wide variety of tasks & situations. 
	F2
children will know how to…
	Composite:
· TECHNOLOGY AWARENESS
Technology in the Real World:
Recognising that buttons, remote controls, and barcodes are all technology.
	Composite:
· FINE MOTOR CONTROL
Skills to access Technology:
Developing mouse skills, tapping, dragging, and using arrows.

	Composite:
· E-SAFEFTY
Staying safe online:
Recognising the responsibility of online safety and how to use technology whilst staying safe, using ‘Smartie the Penguin’ package.


	
	Components:
·  Lesson 1: iPad Basics
To identify key components of basic iPad use
I can locate the ‘home’ physical button, the ‘lock’ physical button and the ‘power’ physical button. I can explain each function
· Lesson 2: iPad Navigation
To understand actions and corresponding results
I can control a single tap using a "bird pecking" motion with one pointer finger, I can swipe by "wiping the screen" from right to left and I can avoid multi-touch by holding the iPad by its case frame, not the glass.
· Lesson 3: iPad Free Play
To use controlled application of iPad devices
I can show examples of me unlocking the iPad and selecting a range of Apps – controlling correctly with short finger presses.





Taught in Autumn 1




	Components:
· Lesson 1: Mouse Control Games
To use simple point-and-click or drag-and-drop actions for a desired result
I can use a mouse/trackpad to click on a specific object on a teacher-led activity on a laptop. 
· Lesson 2: Digital Painting
To use simple point-and-click or drag-and-drop actions for a desired result
I can use apps like Paint or Tux Paint, and I can explore brush sizes, colours, and the undo button to create an image of a flower.
· Lesson 3: Keyboard Familiarity 
Recognise letters on a laptop keyboard
I can practice finding the first letter of my name on a keyboard, I can type simple CVC words, and I can find the number of my age.



Taught in Spring 1

	Components:
· Lesson 1: Safe Usage
To keep myself and others safe online
I can take steps to keep myself safe, I understand that not all information on the internet is factually correct and I can identify trusted adults I can speak to for help and support.
· Lesson 2: Safe Usage
To keep myself and others safe online
 I can recognise age-appropriate Apps and games, explain the danger of popups and show understanding of the need to be kind to others online and what actions are required otherwise.



Taught in Summer 1


	Year 1
children will know how to…
	Composite:
· COMPUTING SYSTEMS & NETWORKS
Understand Technology Around Us:
Recognising technology in school and using it responsibly.
	Composite:
· CREATING MEDIA 
Digital Painting:
Choosing appropriate tools in a program to create art and making comparisons with working non-digitally.

	Composite:
· PROGRAMMING (A)
Moving A Robot:
Writing short algorithms and programs for floor robots and predicting program outcomes.

	
	Components: 
· Lesson 1: Technology In Our Classroom
To identify technology
I can explain technology as something that helps us, I can locate examples of technology in the classroom, and I can explain how these technology examples help us.
· Lesson 2: Using Computer Technology
To identify a computer and its main parts
I can name the main parts of a computer and can switch on and log into a computer. I can also use a mouse to click and drag.
· Lesson 3: Developing Mouse Skills
To use a mouse in different ways
I can use a mouse to open a program, I can click and drag to make objects on a screen, and I can use a mouse to create a picture.
· Lesson 4: Using A Computer Keyboard
To use a keyboard to type on a computer
I can say what a keyboard is for, I can type my name on a computer, and I can save my work to a file.
· Lesson 5: Developing Keyboard Skills
To use the keyboard to edit text
I can open my work from a file, I can use the arrow keys to move the cursor and I can delete letters.
· Lesson 6: Using A Computer Responsibly
To create rules for using technology responsibly
I can identify rules to keep us safe and healthy when we are using technology in and beyond the home, I can give examples of some of these rules, and I can discuss how we benefit from these rules.













Taught in Autumn 1

	Components:
· Lesson 1: How Can We Paint Using Computers?
To describe what different freehand tools do
I can make marks on a screen and explain which tools I used; I can draw lines on a screen and explain which tools I used, and I can use the paint tools to draw a picture.
· Lesson 2: Using Shape And Lines
To use the shape tool and the line tools
I can make marks with the square and line tools, I can use the shape and line tools effectively and I can use the shape and line tools to recreate the work of an artist.
· Lesson 3: Making Careful Choices
To make careful choices when painting a digital picture
I can choose appropriate shapes, I can make appropriate colour choices, and I can create a picture in the style of an artist.
· Lesson 4: Why Did I Choose That?
To explain why I chose the tools I used
I can explain that different paint tools do different jobs, I can choose appropriate paint tools and colours to recreate the work of an artist, and I can say which tools were helpful and why.
· Lesson 5: Painting All By Myself
To use a computer on my own to paint a picture
I can make dots of colour on the page, I can change the colour and brush sizes, and I can use dots of colour to create a picture in the style of an artist on my own.
· Lesson 6: Comparing Computer Art And Painting
To compare painting a picture on a computer and on paper
I can explain that pictures can be made in lots of different ways, I can spot the differences between painting on a computer and on paper and I can say whether I prefer painting using a computer or using paper.











Taught in Autumn 2




	Components:
· Lesson 1: Buttons
To explain what a given command will do
I can predict the outcome of a command on a device, I can match a command to an outcome, and I can run a command on a device.
· Lesson 2: Directions
To act out a given word
I can follow an instruction; I can recall words that can be acted out and I can give directions.
· Lesson 3: Forwards And Backwards
To combine ‘forwards’ and ‘backwards’ commands to make a sequence
I can compare forward and backward movements, I can start a sequence from the same place, and I can predict the outcome of a sequence involving ‘forwards’ and ‘backwards’ commands.
· Lesson 4: Four Directions
To combine four direction commands to make sequences
I can compare left and right turns, I can experiment with ‘turn’ and ‘move’ commands to move a robot, and I can predict the outcome of a sequence involving up to four commands.
· Lesson 5: Getting There
To plan a simple program 
I can explain what my program should do, I can choose the order of commands in a sequence, and I can debug my program.
· Lesson 6: Routes
To find more than one solution to a problem
I can identify several possible solutions, I can plan two programs, and I can use two different programs to get to the same place.





Taught in Spring 1


	
	Composite:
· E-SAFEFTY
Staying safe online:
Recognising the responsibility of online safety and how to use technology whilst staying safe, using the school’s Digiduck package.

	Composite:
· CREATING MEDIA 
Digital Writing:
Using a computer to create and format text, before comparing to writing non-digitally.
	Composite:
· PROGRAMMING (B)
Programming Animations:
Designing and programming the movement of a character on screen to tell stories.


	
	Components:
· Lesson 1: Responsible Action
To make the internet more enjoyable
I can recognise the consequences of my actions online; I can tell a grown-up if I am unsure about anything when using technology.
· Lesson 2: Personal Information
To keep myself and others safe online
I can take steps to keep personal information safe and understand the difference in safe and unsafe sharing.
· Lesson 3: Passwords
To understand the importance of passwords
I can describe what information needs to be protected and explain the importance of not sharing access.
· Lesson 4: Factchecking
To ensure validity of my work
I can source information from multiple areas, such as search engines, physical texts and speaking to an adult.
· Lesson 5: Consolidation
To consolidate my e-Safety learning
I can provide examples of prior knowledge including ‘blue tick’/official accounts, safe App downloads and purchase settings, security and password knowledge and how to be kind to others online.







Taught in Spring 2

	Components:
· Lesson 1: Exploring The Keyboard
To use a computer to write
I can open a word processor, I can recognise keys on a keyboard, and I can identify and find keys on a keyboard.
· Lesson 2: Adding And Removing Text
To add and remove text on a computer
I can enter text into a computer, I can use letter, number, and space keys and I can use backspace to remove text.
· Lesson 3: Exploring The Toolbar
To identify that the look of text can be changed on a computer
I can type capital letters, I can explain what the keys that I have already learnt about do and I can identify the toolbar and use bold, italic, and underline.
· Lesson 4: Making Changes To Text
To make careful choices when changing text
I can select a word by double-clicking, I can select all the text by clicking and dragging and I can change the font.
· Lesson 5: Explaining My Choices
To explain why I used the tools that I chose
I can say what tool I used to change the text; I can decide if my changes have improved my writing and I can use ‘Undo’ to remove changes.
· Lesson 6: Pencil Or Keyboard?
To compare typing on a computer to writing on paper
I can make changes to text on a computer; I can explain the differences between typing and writing and I can say why I prefer typing or writing.

Taught in Summer 1




	Components: 
· Lesson 1: Comparing Tools
To choose a command for a given purpose
I can find the commands to move a sprite, I can use commands to move a sprite, and I can compare different programming tools.
· Lesson 2: Joining Blocks
To show that a series of commands can be joined together
I can use more than one block by joining them together, I can use a ‘Start’ block in a program, and I can run my program.
· Lesson 3: Make A Change
To identify the effect of changing a value
I can find blocks that have numbers, I can change the value, and I can say what happens when I change a value.
· Lesson 4: Adding Sprites
To explain that each sprite has its own instructions
I can show that a project can include more than one sprite, I can delete a sprite, and I can add blocks to each of my sprites.
· Lesson 5: Project Design
To design the parts of a project
I can choose appropriate artwork for my project; I can decide how each sprite will move and I can create an algorithm for each sprite.
· Lesson 6: Following My Design
To use my algorithm to create a program
I can use sprites that match my design, I can add programming blocks based on my algorithm and I can test the programs I have created.


 Taught in Summer 2


	Year 2
children will know how to…
	Composite:
· COMPUTING SYSTEMS & NETWORK
IT Around Us:
Identifying It and how it’s responsible use improves our world in school and beyond.

	Composite:
· CREATING MEDIA
Digital Photography:
Capturing and changing digital photographs for different purposes.
	Composite:
· PROGRAMMING
Robot Algorithms:
Creating and debugging programs and using logical reasoning to make predictions.

	
	Components: 
· Lesson 1: What Is IT?
To recognise the uses and features of information technology
I can identify examples of computers, I can describe some uses of computers, and I can identify that a computer is a part of IT.
· Lesson 2: IT In School
To identify the uses of information technology in the school
I can identify examples of IT, I can sort school IT by what it’s used for, and I can identify that some IT can be used in more than one way.
· Lesson 3: IT In The World
To identify information technology beyond school
I can find examples of information technology, I can sort IT by where it is found, and I can talk about uses of information technology.
· Lesson 4: The Benefits Of IT
To explain how information technology helps us
I can recognise common types of technology; I can demonstrate how IT devices work together and I can say why we use IT.
· Lesson 5: Using It Safely
To explain how to use information technology safely
I can list different uses of information technology; I can talk about different rules for using IT and I can say how rules can help keep me safe.
· Lesson 6: Using IT In Different Ways
To recognise that choices are made when using information technology
I can identify the choices that I make when using IT, I can use IT for different types of activities, and I can explain the need to use IT in different ways.



Taught in Autumn 1
Taught in Summer 2

	Components: 
· Lesson 1: Taking Photographs
To use a digital device to take a photograph
I can recognise what devices can be used to take photographs, I can talk about how to take a photograph, and I can explain what I did to capture a digital photo.
· Lesson 2: Landscape Or Portrait?
To make choices when taking a photograph
I can explain the process of taking a good photograph, I can take photos in both landscape and portrait format, and I can explain why a photo looks better in portrait or landscape format.
· Lesson 3: What Makes A Good Photograph?
To describe what makes a good photograph
I can identify what is wrong with a photograph, I can discuss how to take a good photograph, and I can improve a photograph by retaking it.
· Lesson 4: Lighting
To decide how photographs can be improved
I can explore the effect that light has on a photo, I can experiment with different light sources, and I can explain why a picture may be unclear.
· Lesson 5: Effects
To use tools to change an image
I can recognise that images can be changed, I can use a tool to achieve a desired effect, and I can explain my choices.
· Lesson 6: Is It Real?
To recognise that photos can be changed
I can apply a range of photography skills to capture a photo, I can recognise which photos have been changed, and I can identify which photos are real and which have been changed.





Taught in Autumn 2




	Components:
· Lesson 1: Giving Instructions
To describe a series of instructions as a sequence
I can follow instructions given by someone else, I can choose a series of words that can be acted out as a sequence, and I can give clear instructions.
· Lesson 2: Same But Different
To explain what happens when we change the order of instructions
I can use the same instructions to create different algorithms, I can use an algorithm to program a sequence on a floor robot, and I can show the difference in outcomes between two sequences that consist of the same instructions.
· Lesson 3: Making Predictions
To use logical reasoning to predict the outcome of a program
I can follow a sequence, I can predict the outcome of a sequence, and I can compare my prediction to the program outcome.
· Lesson 4: Mats And Routes
To explain that programming projects can have code and artwork
I can explain the choices that I made for my mat design, I can identify different routes around my mat, and I can test my mat to make sure that it is usable.
· Lesson 5: Algorithm And Design
To design an algorithm
I can explain what my algorithm should achieve, I can create an algorithm to meet my goal, and I can use my algorithm to create a program.
· Lesson 6: Break It Down
To create and debug a program that I have written
I can test and debug each part of the program, I can plan algorithms for different parts of a task, and I can put together the different parts of my program.

Taught in Spring 1


	
	Composite:
· DATA & INFORMATION
Pictograms:
Collecting data in tally charts and using attributes to organise and present data on a computer.
.
	Composite:
· CREATING MEDIA 
Digital Music:
Using a computer to create as a tool to explore rhythms and melodies, before creating a musical composition.
	Composite:
· E-SAFEFTY
Staying safe online:
Recognising the responsibility of online safety and how to use technology whilst staying safe, using the school’s SMART package.

	
	Components: 
· Lesson 1: Counting And Comparing
To recognise that we can count and compare objects using tally charts
I can record data in a tally chart; I can represent a tally count as a total and I can compare totals in a tally chart.
· Lesson 2: Enter The Data
To recognise that objects can be represented as pictures
I can enter data onto a computer, I can use a computer to view data in a different format, and I can use pictograms to answer simple questions about objects.
· Lesson 3: Creating Pictograms
To create a pictogram
I can organise data in a tally chart, I can use a tally chart to create a pictogram, and I can explain what the pictogram shows.
· Lesson 4: What Is An Attribute?
To select objects by attribute and make comparisons
I can tally objects using a common attribute, I can create a pictogram to arrange objects by an attribute, and I can answer ‘more than’/’less than’ and ’most/least’ questions about an attribute.
· Lesson 5: Comparing People
To recognise that people can be described by attributes
I can choose a suitable attribute to compare people, I can collect the data I need, and I can create a pictogram and draw conclusions from it.
· Lesson 6: Presenting Information
To explain that we can present information using a computer
I can use a computer program to present information in different ways; I can share what I have found out using a computer and I can give simple examples of why information should not be shared.Taught in Spring 2

	Components: 
· Lesson 1: How Music Makes Us Feel
To say how music can make us feel
I can identify simple differences in pieces of music; I can describe music using adjectives and I can say what I do and don’t like about a piece of music.
· Lesson 2: Rhythms And Patterns
To identify that there are patterns in music
I can create a rhythm pattern; I can play an instrument following a rhythm pattern and I can explain that music is created and played by humans.
· Lesson 3: How Music Can Be Used
To experiment with sound using a computer
I can connect images with sounds, I can use a computer to experiment with pitch, and I can relate an idea to a piece of music.
· Lesson 4: Notes And Tempo
To use a computer to create a musical pattern
I can identify that music is a sequence of notes, I can explain how my music can be played in different ways and I can refine my musical pattern on a computer.
· Lesson 5: Creating Digital Music
To create music for a purpose
I can create a rhythm which represents an animal I’ve chosen, I can create my animal’s rhythm on a computer, and I can add a sequence of notes to my rhythm.
· Lesson 6: Reviewing And Editing Music
To review and refine our computer work
I can review my work; I can explain how I changed my work and I can listen to music and describe how it makes me feel.





Taught in Summer 1




	Components:
· Lesson 1: Safe
To keep myself and others safe online
I can take steps to keep personal information safe and understand the difference in safe and unsafe sharing.
· Lesson 2: Meet
To understand the danger of meeting strangers from the internet
I can explain the difference between online and offline friends, know multiple methods of how to keep myself safe online and what to if I am unsure about any situation.
· Lesson 3: Accept
To recognise the warnings of links and hyperlinks
I can protect myself from viruses and damaging/harmful content online, I can explain the course of action should one be delivered and I can take steps to prevent further damage.
· Lesson 4: Reliable
To ensure validity of my work
I can source information from multiple areas, such as search engines, physical texts and speaking to an adult.
· Lesson 5: Tell
To ensure my safety online
I can identify appropriate adults to share my worries with, I can talk about the dangers of online use, and I can explain what course of action is required in a potentially harmful situation. 
· Lesson 6: Kindness
To recognise the importance of kindness online
I can explain the importance of treating others how I want to be treated, the repercussions of online bullying and take steps to improve my online sessions.




Taught in Summer 2
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Key
Autumn 1, Autumn 2, Spring 1, Spring 2, Summer 1, Summer 2
Key vocabulary highlighted in yellow
Whole School Retrieval Question Map

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

	F1
	N/A
	N/A
	N/A

	N/A
	N/A
	N/A

	F2
	How do you unlock a device?

How do you open, use and power off a device?

How do you start a desired action on a touch-screen device?
	N/A
	How do you use a mouse to get a desired result?

How do you use a keyboard?
	N/A
	What is a ‘trusted adult’?

What might you seek help from a trusted adult for?

What do you do with a ‘popup’? 
	
N/A



	Y1
	Can you locate the power/home/volume button?

How do you open a program on a laptop?

How do you save/open your work? 
	How do you change brush thickness in Paint?

How do you draw a perfectly straight line in Paint?
	How do create a command for a robot?

How do you debug/problem fix a command for a robot?
	How can you keep safe on the internet?

Should you ever meet anyone off the internet?

How can you find out if a fact is true or false?
	How do you create a finger space/full stop/capital letter using a keyboard?

What does ‘double-clicking’ a word do?


	What is a ‘Sprite’?

What are coding blocks used for?

What is an algorithm?

	Y2
	Last taught in Aut1 in Y1:
How do you use a mouse to create a picture?

What do the arrow keys do on a ‘Word’ document?

	Last taught in Aut2 in Y1:
How does free hand differ from using a shape tool on Paint?

Can you explain what different tools do on Paint?
	Last taught in Sp1 in Y1:
How can you predict the outcome of a robot’s sequence?

Is there more than one way of getting the robot to the same place?

	Last taught in Su2 in Y1:
Why do some blocks have numbers?

How do you test an algorithm?
	Last taught in Sum1 in Y1:
How do you undo your mistakes in a document?
	Last taught in Sp2 in Y1:
Why shouldn’t I click links?

Why is it important to check three sources for information?
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