KS1 and
KS2

Computing

Milestone 1

Chris Quigley:

. To code

. To connect

. To communicate
. To collect

King’s Court First School — Computing — KS1 and KS2

Term 3 — The Arts

Control motion by specifying the number of steps to travel, direction and turn

Add text strings, show and hide objects and change the features of an object

Select sounds and controls when they are heard, their duration and volume

Control when drawings appear and set the pen colour, size and shape

Specify user inputs (such as clicks) to control events

Specify the nature of events (such as single loop event or loop)

Create conditions for actions by waiting for a user input (such as responses to questions like: What is your name?)
Participate in class social media accounts

Understand online risks and the age rules for sites

Use a range of applications and devices in order to communicate ideas, work and messages.
Use simple databases to record information in areas across the curriculum

Milestone 2

Chris Quigley:

. To code

. To connect

. To communicate
. To collect

Use specified screen coordinates to control movement.

Set the appearance of objects and create sequences of change.

Create and edit sounds. Control when they are heard, their volume, duration and rests.

Control the shade of pens.

Specify conditions to trigger events.

Use IF THEN conditions to control events or objects.

Create conditions for actions by sensing proximity or by waiting or a user input (such as proximity to a specified colour or a line or
responses to questions.)

Use variables to store a value.

Use the functions define, set, change, show and hide to control variables.

Use reporter operators (+ - * /) to perform calculations.

Contribute to blogs that are moderated by teachers

Give examples of the risks posed by online communication

Understand the term ‘copyright’.

Understand that comments made online that are hurtful or offensive are the same as bullying.

Understand how online services work.

Use some of the advanced features of applications and devices in order to communicate ideas, work or messages professionally.
Devise and construct databases using applications designed for this purpose in areas across the curriculum.

National
Curriculum

Key Stage 1

. 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.
Key Stage 2

. 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.




Online safety

Programming option 2 — Virtual Bee-
Bot

Programming: Algorithms and
debugging

Computer systems networks

Algorithms unplugged
Scratch Jr

Programming 1

Computing systems

Data handling

Creating media
Stop motion

Computer science
Information technology

Digital literacy

Computer science
Information technology

Digital literacy

Computer science
Information technology

Digital literacy

Computer science
Information technology

Digital literacy

Computer science
Information technology

Digital literacy

Computer science
Information technology

Digital literacy

Children with SEND using the laptops to access the curriculum
| Pads through all curriculum subjects
Links with digital media and animations

Children have experience with key transferrable skills such as touch-typing and sending emails.
Children are taught the key vocabulary in each lesson, given extension activities to build on their skills in that lesson to consolidate their understanding further.




