Autumn Term
	Week
	Date 
	Topic/ Unit
	Possible Teaching Activities
	Outcomes
	Resources 
book pages / web

	1
	5 SEPT
	Algorithms and programming
An introduction to sequence and instructions
	· The children are introduced to the topic of sequencing instructions.
· They follow instructions by playing ‘Simon says’ game

· They act out different actions for each other, following instructions on command cards 
	All children can:

· follow a sequence of instructions
· verbally give instructions for someone else to follow


	Activity sheets
Children’s  Traditional Tales

Online resources
‘100 Computing Lessons’

	2
	12 SEPT
	Algorithms and programming

Sequencing instructions accurately
	· The children recognise the sequence of steps involved in washing their hands and the importance of doing it in in the correct order
· Reinforcing the learning, they sequence the instructions for getting dressed 
	All children can:
· understand that instructions need to be accurate

· rearrange the sequence of  instructions
	

	3
	19 SEPT
	Algorithms and programming

Sequencing stories
	· Using traditional stories, the children iden1tify the beginning, middle and end of stories and place scenes into the correct order
· They focus on the need to be accurate with the order of the story, so that it makes sense
	All children can:
· discuss why stories need to be in the correct order
· reorganise stories  and number sequences into the correct order
	

	4
	26 SEPT
	Algorithms and programming

Logical problem solving
	· The children develop their logic and problem-solving skills, with ‘Goldilocks and the Three Bears’ and ‘Jack and the Beanstalk’ themes.
· They follow clues to solve logic puzzles and describe their solutions.
	All children:
· solve simple logic problems

· verbally describe solutions to problems 
	

	5
	03 OCT
	Algorithms and programming
Planning sequences of instructions

	· The children use their logical thinking skills to follow and create a plan of instructions, using images.
· They create a series of  pictures to use as instructions for building a model tower and getting dressed to go outside in winter
	All children can:
· plan a series of instructions
· check the accuracy of a series of instructions
	

	6
	10 OCT


	Algorithms and programming
Understanding algorithms


	· This lesson introduces the term ‘algorithm’, which is a sequence of instructions.
· Algorithms are used in everyday life and it’s very important that the children understand that computers follow algorithms too.
	All children can:

· explain that an algorithm is a precise way of solving a problem
Some children can:
· explain that algorithms need to be accurate, so a computer can execute them
	

	7
	17 OCT
	
	
	
	

	8
	24 OCT
	Asses and review
	· The children work together to draw the instructions for a game
	Asses and review
	

	 HALF-TERM BREAK

	9
	7 NOV
(* 11 NOV BANK HOLIDAY)
	How computers work
An introduction to the parts of a computer
	· The children name parts of the computer and begin to use the correct terminology

· They then discuss the functions of each of the main parts of the computer
	All children can:
· parts of the classrooms computers

· describe how the children use the keyboard, mouse and screen
	Laminated keyboard printouts
Online resources

Prepared worksheets

‘100 Computing Lessons’



	10
	14 NOV 

	How computers work
Understanding about a computer mouse


	· The children think about the name ‘mouse’ and where they have heard it before (as an animal). They consider what a mouse does on the computer, clicking on icons.
· The children practice with a mouse to explore what the mouse can do within a simple word processing document. 
	All children can:
· explain that a mouse is an input device

· can use a mouse to complete simple tasks
	

	11
	21 NOV 
	How computers work
Understanding about keyboards

	· Children type different letters and numbers and see these appear on the screen

· For practise they type different words, exploring how to use keyboards for letters, numbers and symbols
	All children can:
· explain that a keyboard is an input device

Some children can:

· accurately use keyboard to type simple words 
	

	12
	28 NOV
	How computers work
Learning about computer screens


	· Building on the previous mouse and keyboard lessons, the children look at screens as output devices.

· They consider different types of screens ad where they might see them, in everyday life  
	All children can:
· explain that a screen is an output device
Some children can:

· recognise the common features of different types of computer screens
	

	13
	5 DEC 
	How computers work
Learning about the CPU

	· Children learn about the main functions of a CPU. They will be able to explain what the acronym stands for and explain how it works
· They pass and process instructions acting like CPU
	All children can:
· understands in simple terms how a CPU works

· explain simply that a CPU follows instructions

Some children can:
· explain what the acronym CPU stands for


	

	14
	12 DEC 
(* 16 DEC half-day)
	How computers work
Building a simple computer model


	· The children pull together their learning from this unit and build a simple model of a computer using a template

· They label their computer and explain verbally their understanding of how different elements of computer work
	All children can:
· build a simple computer model
· explain in simple terms the main parts of a computer and how a computer works
	

	15
	16 DEC
	Asses and review
	· Children remember what they have studied, by creating a box model of the computer
	               Asses and review
	

	XMAS BREAK


Spring Term

	Week
	Date 
	Topic/Unit
	Possible Teaching Activities
	Outcomes
	Resources 

	1
	3 JAN
(* 6 JAN BANK HOLIDAY)
	Data and information
An introduction to digital content: data and information
	· The children are introduced to the ‘Dinosaurs’ topic and begin recognise the properties of dinosaurs

· They play ‘Odd one out’ games to develop the understanding that dinosaurs have different properties
	All children can:
· identify the names of dinosaurs

· describe the different characteristics of dinosaurs 
	Activity sheets
Online resources
‘100 Computing Lessons’ (Scholastic)

Books about dinosaurs

	2
	09 JAN 
	Data and information
Sorting and categorizing data and information
	· The children begin to sort the dinosaurs alphabetically
· They then begin to sort the dinosaurs based on their physical features
	All children can:
· sort the dinosaurs in simple ways
· categorise the dinosaurs in simple groups
	

	3
	16 JAN 
	Data and information
Introduction to basic types of data 
	· The children are introduced to different types of data, such as image, video, audio and text

· They then begin to combine them together
	All children can:
· describe and use different types of data

· combine images and audio data types
	

	4
	23 JAN 
	Data and information
Combining different data types
	· Building on the previous lesson, the children think about the data types of text and image
	All children can:
· combine text and image data for a particular purpose
	

	5
	30 JAN
	Data and information
Collecting and organizing data
	· The children begin to organise their data, using tally charts and by using simple criteria, such as which dinosaur is the most popular?
	All children can:
· collect and organize data
	

	6
	6 FEB
	Data and information
Displaying data
	· The children represent the data using simple pictograms. They reinforce the learning about data types, by labelling the pictograms.
	All children can:
· manipulate data in graphical format
	

	

	7
	13 FEB
	Algorithms and programming 
Sequencing images
	· Children rearrange images of life cycles into the correct order
· They learn how to identify and correct errors in the sequences
	All children can:
· rearrange a sequence of images into the correct order
· identify and correct errors within a sequence of images
	‘100 Computing Lesson Plans’
‘Avery Hungry Caterpillar’

‘Monkey Puzzle’

Online resources

Bee bot

	8
	27 FEB 
	Algorithms and programming
Understanding the importance of accuracy when creating sequences
	· Children create a food chain sequences using images and arrows
· They debug their own and others’ food chain sequences
	All children can:
· create sequences of images in the correct order

Some children can:

· explain why accuracy is important and how they debug their work 
	

	9
	6 MARCH
	Algorithms and programming
Understanding and using flowcharts
	· Children are introduced to flowcharts
· They create a flowchart to represent the growth of a plant from seed

· They identify where repetition occurs in the sequence of instructions and represent this in a flowchart
	All children can:
· use simple flowcharts to represent instructions
· identify and represent repetition in flowcharts
	

	10
	13 MARCH 
	Algorithms and programming
Using algorithms to control an object
	· Children are reminded of the term ‘algorithm’- a sequence of instructions

· Creating algorithms to control a cut-out butterfly on a simple grid

· Creating algorithms to move the butterfly to different squares around the grid
	All children can:
· Explain that algorithms need to be accurate so they can be followed

· Create a simple algorithms to control an object
	

	11
	20 MARCH
	Algorithms and programming
Controlling an on-screen device
	· Building on the work they have already completed in this unit, the children will now control onscreen ladybirds using simple algorithms

· They experiment with different instructions and see what happens
	All children can:
· control an onscreen device

\Some children can:
· give instructions and predict the outcome 
	

	12
	27 MARCH
	Algorithms and programming
Controlling an on-screen device to achieve specific goals
	· Working with controlling an onscreen object – slug

· Working through a number of challenges in which they have to get their slug to specific places on the grid

· They will be encouraged to think about how they debug their programs to get to the right position
	All children can:
· control an onscreen device using precise instructions to achieve a specific goal

· debug instructions to ensure a specific goal is achieved
	

	13
	3 APRIL
(*7 AP half day)
	Asses and review


Summer Term

	Week
	Date 
	Topic/ Unit
	Possible Teaching Activities
	Outcomes
	Resources 

	1
	24 APRIL
	Data and information

Introduction to ‘Handa’s Surprise’ and sequencing
	· The children are introduced to the story of ‘Handa’s Surprise’ and read it together as a class

· They discuss the order of the beginning, middle and the end of a story and place the corresponding three images from the story into the correct order. Then they add the other key events in sequence

· To reinforce the learning, they retell the story as a storyboard
	All children can:

· sequence a series of events into the correct order
	Book ‘Handa’s Surprise’
Digital camera

Microphones

Instruments

Video editing software



	2
	1 MAY
(* 1-3 May bank holidays)
	Data and information

Developing sequencing using digital images
	· Re-reading the story, the children focus on its beginning (Handa preparing, setting off and meeting the monkey)

· They roleplay the scenes by following instructions and capture them using a digital camera
	All children can:
· follow a sequence of instructions

· use a digital camera to capture content
	

	3
	8 MAY
	Data and information

Developing sequencing using audio (sound effects)
	· Re-reading the story, the children focus on the next three scenes (meeting the ostrich, the zebra and the elephant)

· Using audio devices such as microphones, they record themselves making animal sounds and playing instruments
	All children can:
· use audio devices to record accompanying music
	

	4
	15 MAY
	Data and information
Developing sequencing using audio

(narration)
	· Re-reading the story, the children focus on the narration during the next three scenes (meeting the giraffe, the antelope and the parrot)

· They capture they narrations using audio devices and replay them to listen they own voices reading
	All children can:
· use audio devices to record narration
	

	5
	22 MAY
	Data and information

Developing sequencing using video
	· Re-reading the story, the children focus on the twist in the story (the goat becoming loose and colliding with the tree)

· Using video cameras (handheld video cameras or digital cameras) the children role play the goat scenes and the tangerines falling into Handa’s basket 
	All children can:
· use digital cameras to capture video content
	

	6
	29 MAY
	Data and information

Developing sequencing using images, audio and video
	· The children combine their learning from the lessons to create a digital story. They role play story and capture images and narration, to add to  the ending software

· The children watch the final stories to evaluate their learning
	All children can:

· combine digital content purposefully

· understand that images, audio and video can be combined effectively
	

	7
	5 JUNE 
	
	
	
	

	8
	12 JUNE
(* 15-16 June CC holiday)
	Asses and review

	9
	19 JUNE
	Educational online activities

	10
	26 JUNE
	

	


