Thornborough Infant School
Computing Curriculum Map 
	
	Autumn A
	Autumn B
	Spring A
	Spring B
	Summer A
	Summer B

	EYFS
	Computing systems and networks: Using a computer
	Programming 1: All about instructions
	Computing systems and networks: Exploring hardware
	Programming 2: Programming Bee-Bots
	Introduction to data
	E-Safety

	Cycle A – Year 1& 2
	Improving Mouse Skills
	Algorithms Unplugged
	 Skills Showcase: Rocket to the moon

	Computing systems and networks 1: What is a computer?
	Algorithms and debugging

	Computing systems and networks 2: Word processing


	Online Safety
Runs across all units

	Cycle B – Year 1& 2
	Programming: Virtual Beebot

	Digital Imagery
	Introduction to data
	Programming 2: Scratch Jr
	Stop Motion 

	Data Handling: International Space Station

	Online Safety
Runs across all units

	Early Years and KS1 Weekly Overviews

	
	Week 1
	Week 2
	Week 3
	Week 4
	Week 5
	Week 6

	Computing systems and networks: Using a computer

	To learn what a keyboard is and how to locate relevant keys
	To learn what a keyboard is and how to locate relevant keys.
To learn how to log in and log out. 
To understand why we need to log in and out.
To learn what a mouse is and to develop basic mouse skills such as moving and clicking.
To use a simple online paint tool to create digital art.
	To learn what a mouse is and to develop basic mouse skills such as moving and clicking.
To use a simple online paint tool to create digital art.
	To learn what a mouse is and to develop basic mouse skills such as moving and clicking
	To learn what a mouse is and to develop basic mouse skills such as moving and clicking
	EYFS Staying Safe on the Internet PowerPoint


	Programming 1: All about instructions
	To follow instructions as part of practical activities and games
	To follow instructions as part of practical activities and games
	To follow instructions as part of practical activities and games
To learn to give simple instructions
	To follow instructions as part of practical activities and games and to learn to debug when things go wrong
To learn to give simple instructions
To learn that an algorithm is a set of instructions to carry out a task, in a specific order
	To learn how to explore and tinker with hardware to develop familiarity and introduce relevant vocabulary
	Smartie the pengiuin – Story A
Smartie the Penguin | Childnet

	Computing systems and networks: Exploring hardware
	To learn how to explore and tinker with hardware to develop familiarity and introduce relevant vocabulary
	To learn how to explore and tinker with hardware to develop familiarity and introduce relevant vocabulary
To recognise that a range of technology is used in places such as homes and schools
	 To learn how to operate a camera and/or iPad and use it to take photographs.
	To learn how to operate a camera and/or iPad and use it to take photographs.
	To learn how to operate a camera and/or iPad and use it to take photographs.
	E-Safety 
Safer Internet Day activities


	Programming 2: Programming Bee-Bots
	To understand the meaning of directional arrows
To follow a simple sequence of instructions
	To experiment with programming a Bee-bot/Blue-bot
To explore and tinker with hardware to develop familiarity and introduce relevant vocabulary
	To experiment with programming a Bee-bot/Blue-bot and to learn how to give simple commands
To learn to debug instructions, with the help of an adult, when things go wrong
	To learn that an algorithm is a set of instructions to carry out a task, in a specific order
To follow an algorithm as part of an unplugged game
To learn to debug instructions, with the help of an adult, when things go wrong
	To experiment with programming a Bee-Bot/Blue-Bot and to learn how to give simple commands
To learn to debug instructions, with the help of an adult, when things go wrong
	Smartie the pengiuin – Story A
Smartie the Penguin | Childnet

	Introduction to data
	To understand how to sort and categorise objects.
To explain how items have been sorted and categorised
	 To understand how to sort and categorise objects.
To explain how items have been sorted and categorised.
	To understand how to sort and categorise objects.
To explain how items have been sorted and categorised.
	To understand how to sort and categorise objects
To explain how items have been sorted and categorised
To explore and understand the concept of branch databases
	To understand how to represent data in a pictogram
To understand how to read a simple pictogram
	E-Safety posters

	Year 1/2 Cycle A

	Improving Mouse Skills
Intended outcome: Use computers more purposefully Log in and navigate around a computer Drag, drop, click and control a cursor using a mouse Use software tools to create art on the computer
	To log into a computer and access a website
	To develop mouse skills
	To use mouse skills to draw and edit shapes
	To draw a scene from a story using digital tools
	To create a self-portrait using digital techniques
	E-Safety
Using the internet safely
To know what the internet is and how to use it safely

	Algorithms Unplugged
Intended Outcome: This unplugged unit requires no computers so that algorithms, decomposition and debugging are made relatable to familiar contexts, such as dressing up and making a sandwich, while learning why instructions need to be very specific
	To understand that an algorithm is when instructions are put in an exact order.
	To follow instructions precisely to carry out an action
	To understand that computers and devices around us use inputs and outputs
	To understand that decomposition means breaking a problem into manageable chunks and that it is important in computing
	To know that we call errors in an algorithm ‘bugs’ and fixing these ‘debugging’.

Pupils who are secure will be able to:
· Explain what an algorithm is.
· Write clear algorithms.
· Follow an algorithm.
· Explain what inputs and outputs are.
· Create an achievable program.
· Decompose a design into steps.
· Identify bugs in an algorithm and how to fix them.

	E-Safety 
To understand different feelings when using the internet

	Rocket to the moon – Skills Showcase
Developing keyboard and mouse skills through designing, building and testing individual rockets by creating a digital list of materials, using drawing software and recording data
	To recognise that digital content can be represented in many forms.
	To design a rocket using a graphics editing programme.
	To sequence a set of instructions.

	To build a rocket
	To test a design and record data.

Pupils who are secure will be able to:
· Use a computer to make a list
· Explain the benefits of making a list on the computer
· Use a basic range of tools on graphics editing software to design a rocket
· Sequence instructions
· Follow instructions to build their model rocket
· Input data about their rockets into a table or spreadsheet
	E-Safety 
Safer Internet Day activities


	Computing systems and networks 1: What is a computer?
When picturing a computer, thoughts are often of a screen, mouse and keyboard. This unit explores exactly what a computer is by identifying and learning how inputs and outputs work, how computers are used in the wider world and designing their own computerised invention
	To recognise the parts of a computer
	To recognise how technology is controlled
	To recognise technology
	To create a design for an invention
	To understand the role of computers

Assessment
Pupils who are secure will be able to:
· Name some computer peripherals and their function.
· Recognise that buttons cause effects.
· Explain that technology follows instructions.
· Recognise different forms of technology.
· Design an invention which includes inputs and outputs. Explain the role of computers in the world around them.
	E-Safety
To understand how to treat others, both online and in-person

	Algorithms and debugging
This combination of unplugged and plugged-in activities develop an understanding of; what algorithms are, how to program them and how they can be developed to be more efficient, introduction of loops
	To decompose a game to predict the algorithms that are used
	To understand that computers can use algorithms to make predictions (machine learning)
	To plan algorithms that will solve problems
	To understand what abstraction is
	To understand what debugging is
Pupils who are secure will be able to:
· Decompose a game to predict the algorithms.
· Give a definition for ‘decomposition’.
· Write clear and precise algorithms.
· Create algorithms to solve problems.
· Use loops in their algorithms to make their code more efficient.
· Explain what abstraction is.
· 
	E-Safety
To understand the importance of being careful about what we post and share online

	Computing systems and networks 2: Word processing
Learn about word processing and how to stay safe online as well developing touch typing skills. Introduce important keyboard shortcuts, as well as simple editing tools within a word processor including: bold, italics, underline and font colour as well as how to import images
	To begin to learn to touch type.

	To understand how to use a word processor.

	To understand how to add images to a text document.

	To create a poetry book using sources from the internet.

	To create a digital piece of writing.
Pupils who are secure will 
· know that touch typing is the fastest way to type.
· know how to make text a different style, size and colour.
· know that “copy and paste” is a quick way of duplicating text.
	E-Safety recap

	Year 1/2 Cycle B

	Programming: Virtual Beebot
To understand the basic functions of a virtual Bee-Bot.To know that you can use a camera/tablet to make simple videos. To know that algorithms move a virtual Bee-Bot accurately to a chosen destination.
	To explore a new device.
	To create a demonstration video.

	To plan and follow a precise set of instructions.

	To program a device.

	To create a program that tells a story.
Pupils who are secure will be able to:
· Recognise cause and effect when pressing buttons on a Bee-Bot.
· Discuss and demonstrate how the Bee-Bot works.
· Record video ensuring everyone is in the shot.
· Give a a number of clear instructions in sequence.
· Program a Bee-Bot to reach a destination.
· Identify and correct mistakes in their programming.
	E-Safety
 I know what happens to information posted online

	Digital Imagery
Using creativity and imagination to plan a miniature adventure story and capture it using developing photography skills. Learn to enhance photos using a range of editing tools as well as searching for and adding other images to a project, resulting in a high-quality photo collage showcase.

	To understand and create a sequence of pictures
	To take clear photos.

	To edit photos.

	To search for and import images
To know how to search safely for images online.
	To create a photo collage
Pupils who are secure will be able to:
· Plan a pictorial story using photographic images in sequence.
· Explain how to take clear photos.
· Take photos using a device.
· Edit photos by cropping, filtering and resizing.
· Search for and import images from the internet.
· Explain what to do if something makes them uncomfortable online.
· Organise images on the page, orientating where necessary.
	E-Safety
To know how to keep things safe and private online

	Introduction to Data
Explore what ‘blocks’ do, using the app ‘ScratchJr,’ by carrying out an informative cycle of predict > test > review, programme a familiar story and an animation of an animal, make their own musical instrument by creating buttons and recording sounds and follow an algorithm to record a joke
	To represent data in different ways
	To use technology to represent data in different ways
	To collect and record data
	To sort data
	To design an invention to gather data
Pupils who are secure will be able to:
· Represent animal-themed data in different ways, using objects and technology.
· Log in and use mouse and keyboard skills to navigate the computer.
· Represent the same data as a pictogram and a table or chart.
· Collect data about minibeasts using a tally chart and represent their data digitally.
· Click and drag objects to sort data using a branching database.
· Consider the types of input that would be used to gather different forms of data when designing an invention
	E-Safety 
Safer Internet Day activities



	Programming 2: Scratch Jr.
Explore what ‘blocks’ do, using the app ‘ScratchJr,’ by carrying out an informative cycle of predict > test > review, programme a familiar story and an animation of an animal, make their own musical instrument by creating buttons and recording sounds and follow an algorithm to record a joke
	To explore a new application.

	To create an animation.

	To use characters as buttons.

	To follow an algorithm.

	To plan and use code to create an algorithm.
Pupils who are secure  will be able to:
· Explore a new application independently.
· Explain what the blocks on ScratchJr do and use them for a purpose.
· Recognise a loop in coding and why it is useful.
· Use a code to create an animation of an animal moving.
· Use code to follow and create an algorithm.
· Program code to run ‘on tap’.
· Explain the role of the blocks in a program they have created.
	E-Safety
To explain what should be done before sharing information online

	Stop Motion 
Storyboarding and simple animation creation using either tablet devices or devices with cameras

(Scheme updating this unit for 23/24)
	To understand what animation is
	To understand what stop motion animation is
	To create a stop motion animation
	To plan my stop motion animation
	To create my stop motion animation
Pupils who are secure  will be able to:
· Create a flip book animation.
· Decompose a story into smaller parts to plan a stop motion animation.
· Create stop motion animations with small changes between images.
	E-Safety
To explain why I have the right to say no and deny permission

	Data Handling: International Space Station
The International Space Station (ISS) is a fascinating real-world setting for teaching how data is collected, used and displayed as well as the scientific learning of the conditions needed for plants and animals, including humans, to survive.

	To understand how computers can help humans survive in space
	To create a digital drawing of essential items for life in space
	To understand the role of sensors on the ISS
	To create an algorithm for growing a plant in space
	To interpret data
Pupils who are secure will be able to:
· Describe and explain how astronauts’ survival needs are met aboard the ISS.
· Identify and digitally draw items which fulfil basic human needs when aboard the ISS.
· Read the correct temperature on a thermometer.
· Design a display showing everything that needs to be monitored by sensors on the ISS.
· Create an algorithm that addresses all plants’ needs.
· Explain how space exploration can benefit life on Earth.
· Read data to identify whether a planet might be habitable.
	E-Safety
To understand strategies that will help me decide if something seen online is true or not





