Teach Computing KS1

Unit summaries

Computing systems

and nieteorks

Creating media

Programming &

Dafa and informetion

Creating media

Programming B

Technology
around us
Recognising technology
in =choal and using
it resporsihly.

Infarmation technology
around us
Identifying IT and how
itz responsible une
mpraves our world in
sohoal and beyond.

Digital
painting
Choosing aporapriate
lools in & program
b create ar, and
making comparisons
wiith working
norrdigially.

Digital
photngraptry
Capiurirsg and

changing digital
photographes for
different purposes.

Witing shon
algorithms and
programs Taor floar
robats, and predicting
progeam culoomes.

Robot
algarithms
Creating and
debugging pragrams,
and using |logical
rexsaning o make
pradictions.

Gnouping
data
Explaring abject
labels, then using
1hem 1o sor and
group obpscis by
properlies.

Pictograms
Caollecting data in tally

charts and using
attvibutes 1o onganise
and peesent dats

ona comguler.

Digital
writing
Using a computer
o create and fanmat
text, before
comparing ko writing
non-digitally.

Digital
musia
Using a computer
as & toal 1o explone
rhythrms and
mielodies, bafare
creating a musical
Cormposion.

Designing and
pragramming 1he
mavement af a
charscer on senesen
ta bell sfories.

Programming
Quirzes
Designing algarithms
and programs that
urse events io irigger
sequences of code
to make an
imleractive quiz.



Teach Computing Years 3 and 4

Unit summaries

Computing sysiems
and netwarks

Creating media

Programming A

Dt amd infarmextian

Creating media

Programming B

Connecting
compulers
Iderifying that digital
devices have inputs,
prooesses, and oulpuls,
ard how devices can
be connecied
o make nebworks.

The irtemet
Recogniging the intemet
a3 nefwork of nefworks
including the WWWE, and
why we should evaluste

online conbent.

Stop-frame
animation

Capturing and editing
digital still images to
produce a siop-frame
animation that
1ells a stary.

Audio production
Cagluring and editing
audio to produce a
podcast, ensuring
that copyright
is considesed.

Sequencing sounds

Creating seguences

in a blook-hamed
programming
kanguage to

meake music.

Repetition in shapes
Using a lext-baed
programming
language 1o explore
oount-cantralled
loops: when
drawing shapes.

Branching databases

Buildirg and
using branching
databases to groug

ohjects using
YESI N0 QuesBions.

Data logging
Recagnising haw
and whiy dala is

collected over tame,
before using data

loggers 1o camy aul

an irmvestigation.

[veskiop publishing
Crealing documents
by modifyineg teat,
images, and page
layouts for a
specified purpose.

Photo editing
Manipulating digial
images, and reflecting
an the impact of
changes and whether
the required purpose
is Fulfilled.

Events and actions
iin programs
Writing algarithrms
and programs that
use a range af events
Lo trigger Sequences
of aclions.

Repetition in games
Using a block-based
prograrmming
nguage 1o explare
count-comnalled and
infinite |oops when
arealing a game.



Teach Computing Years 5 and 6

Unit summaries

Computing systems
and niebwariks

Systems and searching
Recoqnising IT sysberms
in the world and how
zome can enable

searching on the intemel.

Communication
and callaboration
Exploring how data is
transfemred by warking
collabaratively onlire.

Creating media

Flamning, cagluring.
and editing video 1o
pradsce a sharl flm.

‘Webpage creation
Designing and
crealing webpages,
giving consideration
b cogyright,
secihelics, and
ravigatian.

Programming &

Video production Selection in physzical

computing
and selection using
a programmabile
microcantraller.

Variables in games

Ewxploring variables

wihen designing and
coding a game.

Drata and infanmtion

Flat-file databazes

Psing a database

10 arder data and
creake charts 1o

answer gueslions.

Introduction to
spreadshests
Answesing
guestions by using
spreadshests
1o onganise and
calculale data.

Creating media

Imtroduction o wector

graphics
Creating Smages
in & drawing peogram
by using kyers and
groups af abjects.

A0 modelling
Flanning, devedoping.
and evaluating 2D
oampuler models of

physical abjects.

Frogramming B

Selection in quizres

Expiloring selection

in programming 1o

design and code an
imeractee quiz.

Sensing mowement
De=igning and cading
a projec that
capiures inpuls from

a physical device.



