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	Computing Intent: 
At Aston and Cote Church of England Primary School, we believe that computing is a vital part of preparing children for life in an ever-changing technological world. Through a rich, progressive and engaging computing curriculum, delivered using the Purple Mash Scheme of Learning, we aim to develop confident, creative and responsible digital citizens who are equipped to thrive in the future.
Rooted in our Christian vision and values, we encourage children to use technology wisely, ethically and compassionately. We teach our pupils that technology has the power to connect, create, solve problems and make a positive difference in the world. Our computing curriculum fosters respect, integrity, perseverance and responsibility, ensuring children understand both the opportunities and challenges that come with living in a digital age.
We aspire to nurture future thinkers, innovators and problem-solvers. Through high-quality teaching of computer science, information technology and digital literacy, children develop the knowledge and skills needed to understand how technology works, create digital content, communicate effectively and think computationally. We encourage curiosity, resilience and independent thinking as children learn to design, debug, evaluate and improve their work.
Our curriculum reflects the fast-paced and evolving nature of technology. We provide children with meaningful, real-world experiences that enable them to become adaptable learners who can confidently embrace future technologies that may not yet exist. By developing creativity, logical reasoning and critical thinking, we equip pupils with skills that will support them throughout their education and beyond.
Through carefully planned opportunities across the curriculum, children learn how to stay safe online, manage digital information responsibly and make informed choices when using technology. We want every child to leave Aston and Cote as a confident, capable and responsible user of technology, ready to contribute positively to their community and flourish in an increasingly digital world.
"Let your light shine before others." (Matthew 5:16)
Through computing, we empower children to use their knowledge, skills and creativity to shine their light, serve others and become thoughtful contributors to the world of tomorrow.

	EYFS
There will be occasions when children are exposed to ICT in Early Years, however, this will happen across the academic year and built into provision appropriately; responding to the needs and understanding of the children. When working with technology, children will be working towards meeting the learning goals in the Early Years Framework: 

· Communication & Language
· Expressive Arts & Design
· Literacy
· Mathematics
· Physical Development
· Personal, Social & Emotional Deveopment
· Understanding the World




	Substantive Concept/ Strand- Computer Science

	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	National Curriculum Objective
	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.
	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.
	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.   
	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.
	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
	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

	Skills:
	Children understand that an algorithm is a set of ordered instructions that is used to solve a problem or achieve an objective. When they code, they understand that they are using an algorithm and turning it into something that the computer can interpret. 
Unit Coverage: 
· Creating & Following Instructions
· Coding
Children can create simple instructions for someone to follow, building up to creating a simple program that a computer can follow by arranging code blocks. They will recognise simple errors in a program such as the way an object is moving and attempt to debug in a purposeful way. Unit Coverage:  
·  Creating & Following Instructions
· Coding 
When looking at simple programs, children use logical reasoning based upon their understanding of the desired algorithm and their knowledge of code blocks to predict outcomes. They focus on objects and their actions and the events that initiate these actions. 
Unit Coverage:
·  Coding
	Children can create a computer program from an algorithm they have made, turning each step into code. They recognise that outputs from an on-screen program or physical device are directly attributed to the instructions they have coded. Unit Coverage:
·  Route Explorers
· Coding
Children can create programs that include more than one object type. They can alter attributes of objects purposefully and predict and observe the effect. They vary the flow of sequences through the use of timer commands. They can program buttons to initiate events in programs. They know that unexpected errors in their programs are due to the code they have created. They attempt to debug using logical reasoning, interpreting each line of code in sequence. 
Unit Coverage:
·  Route Explorers
·  Coding
Children can identify the parts of a program that respond to specific events and initiate specific actions. Using a design plan or simple written algorithm, they can compare this against how a program is executing when in play mode. 
Unit Coverage:
·  Route Explorers
·  Coding
	Children’s ability to plan algorithms is increasingly detailed including identifying the logical steps towards a solution with stages of decomposition of the overall task. e.g. planning the route of turtle. Their familiarity with coding structures such as sequences and timers allows them to ‘read’ a program. 
Unit Coverage:
·  Route Planners
· Coding micro:bits
Children can design and code simple sequential programs, using timers to create delay effects. They can use a repeating program structure as an efficient alternative to a sequence e.g. when drawing simple shapes with a turtle object. 
Unit Coverage:
·  Route Planners
·  Coding micro:bits
Children use logical reasoning and their understanding of algorithms to read and create simple flowcharts for planned or existing programs. They use these to support their efforts at debugging logically They are beginning to consider how the nesting of code affects the program flow. Unit Coverage:
·  Route Planners
· Coding micro:bits
Children know the ways people can communicate with each other (digital and non-digital). They explore the use of emails and know how they can be exchanged They are able to read, compose and send their own emails. 
Unit Coverage:
·  Email
	Children can independently design, code, test, and debug a simple program. Their ability to decompose a task into smaller parts in order to code or interpret programs allows them greater understanding of how to achieve desired effects with code. They begin to consider efficiency when structuring code. Unit :
·  Logo Coding micro:bits
Children understand how to structure a program to use selection through the use of if and if/else statements. Their understanding of program structures enables them to code more complex algorithms that use sequencing, selection and repeat. They can explain the function of a variable and create number variables to keep track of things in a program such as scoring. 
Unit Coverage:
·  Logo Coding micro:bits
Children can read multi-step programs and accurately predict outcomes. They show more logical approaches to debugging, recognising how different parts of the code interact. 
Unit Coverage:
·  Logo Coding micro:bits
Children develop their understanding of search engines and how they are used to find relevant information. They obtain focused results from a search query using clear keywords and refined searching techniques such as quotation marks. 
Unit Coverage:
·  Effective Searching
· Unpacking Hardware
	Children can consider a range of program structures when turning tasks into algorithms. They understand what simulating a physical system means and write programs that decompose these systems and model parts through code. They understand how they are using levels of abstraction and decomposition. 
Unit Coverage:
·  Coding micro:bits 
· External Devices
Children include sequence, selection and repetition in programs. They recognise when the use of a function will improve the efficiency and readability of their code and can create and use functions in coding. They understand how both string and number variables can utilise the system memory to hold information used by the program. 
Unit Coverage:
·  Coding
· External Devices
Children have increased understanding and familiarity with a variety of coding structures allows them to ‘read’ code at a high level and focus logically on the parts they need to debug when something doesn’t execute as designed. They use a mixture of logical reasoning and trial and testing to identify and fix bugs. 
Unit Coverage:
·  Coding micro:bits
· External Devices
	Children understand the advantage of coding from program design documentation and do this at a deeper level of abstraction enabling them to produce accurate algorithms to code. They follow flowcharts to design and debug programs. Children use decomposition & abstraction more confidently to simplify and break down tasks. Unit Coverage:
·  Coding Python
Children have both coding structure understanding and knowledge of a greater range of coding components that enable them to make use of variables, user inputs, cloning and hotspots to add complexity and user interactivity to their programs. They are able to translate skills and understanding gained through the use of block coding programs to text based coding in Python. 
Unit Coverage:
·  Coding Python
Children default to a logical approach when debugging. They begin debugging at the program design and algorithm stage of tasks so their coding becomes more effective with less reliance on a try and test approach at the early stages of coding a program. They can then use a step-by step approach to step through parts of code. Unit Coverage:
·  Coding Python
Children can explain the function of networks and the difference between a LAN and a WAN with relevant examples. They understand the difference between the internet and the World Wide Web and can name some services as examples of each. 
Unit Coverage:
·  Networks

	Vocabulary
	Creating and Following Instructions 
• Algorithm: A set of instructions in order. 
• Computer Bug: Bug is the word used to describe an error in the way that a computer program works. 
• Debugging: To find and remove bugs (errors) from a computer program. 
• Instructions: How something should be done. 
• Program: A set of instructions (an algorithm) that tells a computer what to do.

Coding 
• Action: The way that objects change when programmed to do so. For example, move. 
• Algorithm: A set of instructions in order. 
• Attribute: A detail about an object in a program. For example, its name, or its size. 
• Code: Instructions that can be understood by a computer. 
• Code Blocks: A way to write code using blocks. 
• Code View: The view in a coding program that shows the code used to make the program. 
• Coding: Creating code for a computer. 
• Command: A single instruction. 
• Debugging: To find and remove bugs (errors) from a computer program. 
• Design View: The view in a coding program that shows what the program looks like to the user. 
• Event: Something that happens in a program that causes a block of code to be run. 
• Instruction: How something should be done. 
• Object: Items in a program that can be given instructions to move or change in some way. 
• Output: Information that comes out of the computer. For example, sound out of the speakers. 
• Program: A set of instructions (an algorithm) that tells a computer what to do. 
• Program Design: Details of the objects, events and actions that the program should include. 
• Programmer: A person who creates computer programs. Sometimes called a coder. 
• Scale: An attribute of an object that changes its size. 
• When Clicked: An event command that makes something happen when an object is clicked on.


	Route Explorers 
• Algorithm: A set of instructions in order. 
• Coding: Creating instructions for a computer, telling it what to do, step-by step. 
• Computer Bug: Bug is the word used to describe an error in the way that a computer program works. 
• Command: An action such as, turn left’.
 • Debugging: To find and remove bugs (errors) from a computer program. 
• Direction: The path that something travels. For example, a robot moving forwards or backwards.

Coding 
• Action: The way that objects change when programmed to do so. For example, move. • Attribute: A detail about an object in a program. For example, its name, or its size. 
• Algorithm: A set of instructions in order. 
• Bug: A problem in a computer program that stops it working the way it was designed. 
• Button Object: A type of object in 2Code that responds only to click events. 
• Collision Detection: An event command that detects whether two objects have touched each other. 
• Command: A single instruction in a coding program. 
• Debug\ Debugging: Fixing code that has errors so that the code will run the way it was designed to. 
• Event: Something that happens in a program that causes a block of code to be run. 
• Object: An item in a program that can be given instructions to move or change in some way. 
• Output: Information that comes out of the computer e.g. sound. 
• Program: A set of instructions (an algorithm) that tells a computer what to do. 
• Program Design: When coding, the program design includes details of the objects, events and actions that the program should include. 
• Sequence: When a computer program runs commands in order. 
• Timer: In coding, a timer makes something happen after a set amount of time. 
• When Clicked: An event command that is triggered when an object is clicked on. 
• When Key Event: An event triggered when a user presses a particular key on the keyboard.* 
• When Swiped Event: An event triggered when the user swipes a particular area of the screen e.g. the background (touch-screen devices only).*
	Route Planners 
• Algorithm: A set of detailed, step by step instructions that solves a problem or achieves an objective. 
• Angle: (In relation to rotation), this gives a number value to the amount of rotation movement. For example, a quarter-turn is 90 degrees (°). 
• Command: A single instruction, such as, turn left’. • Degrees: The unit used to measure rotation. • Repeat: This can be used to make a block of commands run a set number of times. 
• Rotation: The action of turning around a centre point. This is a circular movement where an object changes its direction. 
• Route: A path an object takes to get from one place to another. 
Turtle Object: A type of object that moves by coding either directions or angles of rotation and distance to move.

Coding 
• Action: The way that objects change when programmed to do so. For example, move. 
• Alert: This is a type of output. It shows a pop up of text on the screen. 
• Algorithm: A set of detailed, step by step instructions. 
• Attribute: A detail about an object in a program that can be changed. For example, its name, scale or position. 
• Button Object: A type of object in 2Code that responds only to click events. 
• Collision Detection: An event command that detects whether two objects have touched each other. 
• Debug\ Debugging: Fixing code that has errors so that the code will run the way it was designed to. 
• Design: Planning how a computer program should look and work before building it. • Event: Something that happens in a program that causes a block of code to be run. Events include ‘When Clicked’, ‘When Key’ and ‘When Swiped’. 
• Flowchart: A diagram that uses specifically shaped, labelled boxes and arrows to represent an algorithm. 
• Interval: In a timer, this is the length of time between the timer code running and the next time it runs e.g. every 1 second. 
• Nesting: When coding commands are put inside other commands. These commands only run when the outer command runs. 
• Object: An item in a program that can be given instructions to move or change in some way (carry out an action). 
• Output: Information that comes out of a device e.g. sound. • Procedure: A block of code designed to perform a specific task. 
• Repeat: This command can be used to make a block of commands run a set number of times or forever. 
• Sequence: When a computer program runs commands in order. 
• Test: To run the code and observe what happens to identify where there might be bugs in the program. 
• Timer: In coding, use a timer command to run a block of commands after a timed delay or at regular intervals. 
• Turtle Object: A type of object in 2Code that moves by coding angles of rotation and distance to move.
	Logo 
• Logo: A text-based coding language used to control an on-screen turtle to create paths, shapes and patterns. 
• Logo Commands: A list of commands inputted into Logo to move the turtle around the screen. 
• Pen Up: A command which raises the screen pen, so the Logo turtle doesn’t draw on screen. 
• Pen Down: A command which lowers the screen pen, so the Logo turtle draws a line on the screen. 
• Multi-Line Mode: A way of typing several lines of commands in the text area before the code is run. 
• Repeat: A set of instructions that is run a specified number of times. 
• Setps: Changes the thickness on the Logo line 
• Setpc: Changes the colour of the Logo line. • Procedure: A set of named instructions that Logo can remember and use again later.

Coding 
• Action: A type of command which causes an object to alter its behaviour. Actions could be used to move an object or change a property. 
• Alert: A type of output showing a text pop-up on the screen. • Attribute: A detail about an object in a program that can be changed. For example, its name, scale or position. 
• Co-ordinates: Numbers which determine the position of a point, shape or object in a particular space. 
• Debug\ Debugging: Fixing code that has errors so that the code will run the way it was designed to. 
• Design: In coding, this is a plan for the program showing the visual look of the user interface (the screen) with the objects. The algorithm can be represented as part of the design, showing actions and events. 
• Event: Something that happens in a program that causes a block of code to be run. Events include ‘When Clicked’, ‘When Key’ and ‘When Swiped’. 
• Flowchart: A diagram that uses specifically shaped, labelled boxes and arrows to represent an algorithm. 
• ‘If’ statement: A computer uses an ‘if’ statement to decide which bit of code to run. If a condition is true, then the commands inside the block will be run. 
• ‘If/Else’ statement: This tests a statement. If the condition is true, then the commands inside the ‘if block’ will be run. If the condition is not met, then the commands inside the ‘else’ block are run. 
• Initialize: Setting the starting value for a variable. 
• Input: Information going into the computer. This could be the user moving or clicking the mouse, or the user entering characters on the keyboard. On tablets there are other forms such as finger swipes, touch gestures and tilting the device.* 
• Loop: A control structure that repeatedly runs a block of code as long as a specified condition is met or for a fixed number of times.* 
• Nesting: When coding commands are put inside other commands. These commands only run when the outer command runs.* 
• Object: Items in a program that can be given instructions to move or change in some way (action). In 2Code Gibbon, these include character, turtle, button, vehicle, animal, food, shape, number, input and label. 
Random: A way to generate values that are unpredictable within a specified range or set. In programming, this is used to introduce variability and unpredictability into the code’s behaviour. • Repeat: This command can be used to make a block of commands run a set number of times or forever. 
• Repeat until: This command will repeat a block of commands until a condition is met.* 
• Selection: A decision command. When selection is used, a program will choose which bit of code to run depending on a condition. 
• Sequence: When a computer program runs commands in order. 
• Tag Attribute: A word attribute given to objects so that code can be written for multiple objects at once to write efficient code. 
• Timer: In coding, use a timer command to run a block of commands after a timed delay or at regular intervals. 
• Tinker: To experiment with code, tools or ideas by making small changes, testing outcomes, and learning from experimentation or trial and error.* 
• Variable: A named area in computer memory. A variable has a name and a value. The program can change this variable value. Variables are used in programming to keep track of things that can change while a program is running.
	Game Creator 
• Game Genre: A category describing the style and gameplay of a game. 
• 2D Game: A flat game where characters move side to side or up and down on the screen. 
• 3D Game: A game that looks more real, where you can move around in all directions. 
• Game Design: Planning how a video game looks, works, and feels before making it real. 
• Sprite: 2D image that represents something on screen like a baddie or a collectable. 
• Sprite Animation: How the sprite moves or changes in appearance. 
• Playability: How fun and enjoyable a game is to play and enjoy. 
• Game Environment: Everything around the player in a game, like walls, floors, objects, and backgrounds. 
• Game Feedback: When someone who plays your game shares helpful ideas to improve it, like fixing bugs or making it more fun.

Coding 
• Abstraction: A way of decluttering and removing unnecessary details in order to code the main task of the program.* 
• Action: A type of command which causes an object to alter its behaviour. Actions could be used to move an object or change a property. 
• Alert: A type of output showing a text pop-up on the screen. • Algorithm: A precise, step-by-step set of instructions used to solve a problem or achieve an objective. 
• Attribute: A detail about an object in a program that can be changed. For example, its name, scale or position. 
• Computer Generated Variable: In 2Code, the program generates a variable for each object that has a shared tag attribute that can be used to control all objects with that tag.* 
• Concatenation: The action of linking things together in a series. 
• Co-ordinates: Numbers which determine the position of a point, shape or object in a particular space. 
• Datatype: Defines the type of data, for example, a number or text, and what operations can be done with it. 
• Decomposition: A method of breaking down a task into manageable components. This makes coding easier as the components can then be coded separately and then brought back together in the program. 
• Debug\ Debugging: Fixing code that has errors so that the code will run the way it was designed to. 
• Design: In coding, this is a plan for the program showing the visual look of the user interface (the screen) with the objects. The algorithm can be represented as part of the design, showing actions and events. 
• Event: Something that happens in a program that causes a block of code to be run. Events include ‘When Clicked’, ‘When Key’ and ‘When Swiped’. 
• Efficient: In coding, simplified code runs faster and uses less processing memory, it is said to be more efficient.* 
• Flowchart: A diagram that uses specifically shaped, labelled boxes and arrows to represent an algorithm. 
• Friction: The resistance that one surface or object encounters when moving over another. 
• Function: A named group of commands that a program can run when called by name; reducing the need to rewrite code repeatedly. ‘If’ statement: A computer uses an ‘if’ statement to decide which bit of code to run. If a condition is true, then the commands inside the block will be run. 
• ‘If/Else’ statement: A conditional command. This tests a statement. If the condition is true, then the commands inside the ‘if block’ will be run. If the condition is not met, then the commands inside the ‘else’ block are run. 
• Initialize: Setting the starting value for a variable.* 
• Input: Information going into the computer. This could be the user moving or clicking the mouse, or the user entering characters on the keyboard. On tablets there are other forms such as finger swipes, touch gestures and tilting the device. 
• Nesting: When coding commands are put inside other commands. These commands only run when the outer command runs. 
• Object: Items in a program that can be given instructions to move or change in some way (action). Different object types have different actions and attributes that suit the purposes for which they might be used. 
• Physical System: In this context, this is any object or situation that can be analysed and modelled. For example, modelling the function of a traffic light, modelling friction of cars moving down surfaces or modelling the functions of a home’s security system.* 
• Prompt: A question or request asked in coding to obtain information from the user in order to select which code to run. 
• Random: A way to generate values that are unpredictable within a specified range or set. In programming, this is used to introduce variability and unpredictability into the code’s behaviour. • Repeat: This command can be used to make a block of commands run a set number of times or forever. 
• Repeat until: This command will repeat a block of commands until a condition is met.* 
• Selection: A decision command. When selection is used, a program will choose which bit of code to run depending on a condition. 
• Sequence: When a computer program runs commands in order. 
• Simplify: In coding, this is used to describe modifying the code to complete the same process with less lines of code. 
• Simulation: A model that represents a real or imaginary situation. Simulations can be used to explore options and to test predictions. 
• String: Text or a combination of text characters and numbers. A sequence of characters, which could form words, phrases or sentences. Sub-routine: A mini program inside a bigger program that does one job. 
• Tag Attribute: A word attribute given to objects so that code can be written for multiple objects at once to write efficient code. 
• Timer: In coding, use a timer command to run a block of commands after a timed delay or at regular intervals. 
• Variable: A named area in computer memory. A variable has a name and a value. The program can change this variable value. Variables are used in programming to keep track of things that can change while a program is running. In 2Code, user-created variables can be text (strings), numbers or functions.
	Networks 
• Network: A group of connected computers and devices that can share information and resources. 
• LAN (Local Area Network): A network in a small area like a home, school, or office. 
• WAN (Wide Area Network): A network that covers a large area, like the internet. • Router: A device that connects different networks together and allows devices to communicate. 
• Wi-Fi: A wireless way to connect devices to a network. 
• Internet: A global WAN that connects millions of computers and networks around the world. 
• World Wide Web (WWW): A service on the internet that includes websites and web pages. 
• Website: A collection of pages of information on the Web. 
• Web Browser: A program used to look at websites. 
• Email: A method of sending messages over the internet. 
• Internet Chat: Instant messaging in real-time. 
• Video Call: Seeing and hearing someone live on your screen. 
• Collaborate: Working together with others. 
• Respectful Communication: Using kind, polite language online. 
• Online Safety: Making good choices when using the internet to protect yourself and others. 
• Censorship: The act of blocking or controlling what people can see, read, or share online. 
• Firewall: A system that blocks unwanted data and websites. 
• Filter: Software that limits what websites or content can be accessed. 
• Freedom of Speech: The right to express ideas and opinions. 
• Responsible Use: Making good choices when online.

Coding 
• Abstraction: A way of decluttering and removing unnecessary details in order to code the main task of the program. 
• Action: A type of command which causes an object to alter its behaviour. These could be used to move an object or change an attribute. 
• Alert: A type of output showing a text pop-up on the screen. • Algorithm: A precise, step-by-step set of instructions used to solve a problem or achieve an objective. 
• Attribute: A detail about an object in a program that can be changed. For example, its name, scale or position. 
• Background: In 2Code the background is an image in the design that does not change. 
• Clone: A variable type that makes exact copies of an object. 
• Computer Generated Variable: In 2Code, the program generates a variable for each object that has a shared tag attribute that can be used to control all objects with that tag. 
• Concatenation: The action of linking things together in a series. 
• Co-ordinates: Numbers which determine the position of a point, shape or object in a particular space. 
• Datatype: Defines the type of data, for example, a number or text, and what operations can be done with it. 
• Decomposition: A method of breaking down a task into manageable components. This makes coding easier as the components can then be coded separately and then brought back together in the program. 
• Debug\ Debugging: Fixing code that has errors so that the code will run the way it was designed to. 
• Design: In coding, this is a plan for the program showing the visual look of the user interface (the screen) with the objects. The algorithm can be represented as part of the design, showing actions and events. 
• Draggable Attribute: This attribute determines whether the user of the program can drag an object when the program is running. Event: Something that happens in a program that causes a block of code to be run. Events include ‘When Clicked’, ‘When Key’ and ‘When Swiped’. 
• Flowchart: A diagram that uses specifically shaped, labelled boxes and arrows to represent an algorithm as a diagram. 
• Function: A named group of commands that a program can run when called by name; reducing the need to rewrite code repeatedly. 
• Hotspot: A type of object that can be used to make a specific area of the screen react to actions such as objects entering or leaving the area. 
• ‘If’ statement: A computer uses an ‘if’ statement to decide which bit of code to run. If a condition is true, then the commands inside the block will be run. 
• ‘If/Else’ statement: A conditional command. This tests a statement. If the condition is true, then the commands inside the ‘if block’ will be run. If the condition is not met, then the commands inside the ‘else’ block are run. 
• Initialize: Setting the starting value for a variable. 
• Input: Information going into the computer. This could be the user moving or clicking the mouse, or the user entering characters on the keyboard. On tablets there are other forms such as finger swipes, touch gestures and tilting the device. 
• Nesting: When coding commands are put inside other commands. These commands only run when the outer command runs. 
• Object: Items in a program that can be given instructions to move or change in some way (action). Different object types have different actions and attributes that suit the purposes for which they might be used. 
• Print to Screen: This is a type of output. It prints text to the screen. 
• Prompt: A question or request asked in coding to obtain information from the user in order to select which code to run. 
• Random: Generating values that are unpredictable within a specified range or set. In programming, this is used to introduce variability and unpredictability into the code’s behaviour. 
• Repeat: This command can be used to make a block of commands run a set number of times, forever or until a condition is met (repeat until). Repeat Over: A command which repeats commands nested within it continuously as a loop. 
• Selection: A decision command. When selection is used, a program will choose which bit of code to run depending on a condition. 
• Sequence: When a computer program runs commands in order. 
• Simulation: A model that represents a real or imaginary situation. Simulations can be used to explore options and to test predictions. 
• String: Text or a combination of text characters and numbers: A sequence of characters, which could form words, phrases or sentences. • Sub-routine: A mini program inside a bigger program that does one job. 
• Tag Attribute: A word attribute given to objects so that code can be written for multiple objects at once to write efficient code. 
• Text-Based Adventure: A computer game that uses text instead of graphics. 
• Timer: In coding, use a timer command to run a block of commands after a timed delay or at regular intervals. 
• Tinker: To experiment with code, tools or ideas by making small changes, testing outcomes, and learning from experimentation or trial and error. 
• User Interface (UI): The part of a computer program that you see and use on the screen. It is everything that helps the user tell the computer what to do and shows the user what the computer is doing. 
• Variable: A named area in computer memory. A variable has a name and a value. The program can change this variable value. Variables are used in programming to keep track of things that can change while a program is running. In 2Code user-created variables can be text (strings), numbers or functions.

Introduction to Python 
• Command: A single instruction of code. 
• Co-ordinate: A pair of numbers (x and y) that show a sprite’s exact position on the screen. 
• Floating Point Number: A number with a decimal point. 
• Floor Division: Divides one number by another but only keeps the whole number part of the answer, ignoring any remainder or decimal. 
• Function: A sequence of code that you can access when you need it. 
• Loop: A way to repeat a set of instructions over and over again. 
• Modulo Operator: Uses the % symbol and gives you the remainder after division. 
• Print: A function in Python that prints to the screen. 
• Python Library: A collection of files (called modules) that contain functions that can be used in programs. 
• Sleep: A function in Python that will pause when the next line of code is executed. Users can specify the amount of time the sleep function runs for by creating a sleep command. 
• Sprite: A picture or character that can move or be controlled on screen. 
• String: Text or a combination of text characters and numbers. 
• Range: A function that lets a user get a series of numbers without having to type them all out. 
• Variable: A named area in computer memory. A variable has a name and a value. The program can change this variable value. Variables are used in programming to keep track of things that can change while a program is running.

	Substantive Concept/ Strand- Information technology
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	National Curriculum Objective
	Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	Use technology purposefully to create, organise, store, manipulate and retrieve digital content.
	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 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 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 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

	Skills
	Children can name, save and retrieve their work and follow simple instructions to access online resources. They create and combine digital content such as images, sound and text with a purpose. 

Unit Coverage:
· Introduction to PM
· Creative Computing
· Data Explorers
· Animated Stories
· Making Beats
	Children know how to access digital content they have created or have been assigned . They use a range of software to create digital content and manipulate it with purpose. For example, creating spreadsheets to organise data, merging digital artifacts from different sources into a file. They know how to save and edit work. 

Unit Coverage:
·  Creating Pictures
· Spreadsheets
· Questioning
· Presenting Ideas
· Making Music
	Children can identify suitable software for a given task from the suite of Purple Mash Tools. For example, choosing 2Calculate to make a spreadsheet, 2Email to send messages online or 2Question for branching databases. They can create simple databases, spreadsheets to perform calculations and present information. 

Unit Coverage:
·  Email
· Branching Databases
· Spreadsheets
· Presentations
· Touch Typing
	Children can effectively use a greater range of software tools and select tools for a purpose. For example, audio books using 2Cast, digital animations using 2Animate or Musical compositions using a range of music tools. They can combine digital products such as inserting music they have composed into an animation they create. 

Unit Coverage:
·  Animation
· Sound Stories
· Composing Beats
· Unpacking Hardware
· AI
	Children refine their ability to select and use a growing range of software for a purpose. They create and use a range of digital products including databases, spreadsheets and word processing software. They use software to collect data, manipulate, interrogate and produce information based on a specification (query). 

Unit Coverage:
·  Quizzing
· Databases/Spreadsheets 
· Word Processing
· Concept Maps 
· Game Creator
	Children’s use of a range of digital tools demonstrates their transferrable skills between tools both within Purple Mash and to industry standard software. They use tools with a greater level of sophistication. For example, including their own digital artefacts within their blogs, graphs within written pieces and application of data analysis. 

Unit Coverage:
· Graphing
· Blogging
· Data Detectives
· Spreadsheets 
· 3D Modelling

	Vocabulary
	Introduction to Purple Mash
 • Avatar: A picture to represent someone. 
• File Name: The name given to an online piece of work. 
• Home Page: The main page for a website that you use to reach all the other areas. 
• Icon: The image on a button on a device that helps you to know what it does. 
• Login: Using a username and password to access a system. 
• Logout: Leaving a computer system. 
• Password: Letters, numbers and special characters that you type after the username to access an online site. In Purple Mash, this can also be a series of pictures. 
• Save: A way of keeping your work so you can open it again later. 
• 2Do: Work given by your teacher to complete on Purple Mash.

Creative Computing 
• Arrow Keys: A set of keys on a computer keyboard that are used to move in different directions: up, down, left, and right. 
• Digital Art: A piece of art created using a digital device such as a computer. 
• Drag and Drop: The action of clicking or tapping on something on the screen and holding down the mouse button while moving the object to a different place then releasing the mouse or your finger to "drop" it. 
• Hotspot: An area on a device screen that responds in a particular way to an action that the person using the device performs. 
• Touchscreen Gestures: Specific movements made by touching a device's screen with one or more fingers. Includes tap, swipe, pinch, spread, long press, rotate.

Data Explorers 
• Criteria: A way in which something is grouped or sorted. 
• Data: A collection of information, used to help answer questions. 
• Group: To put similar things together. 
• Pictogram: A diagram that uses pictures to represent data. 
• Sort: To put things into an order.

Animated Stories 
• Animation: A method that turns still pictures into moving images. This technique can make drawings, computer graphics, or photographs appear to move. 
• Background: An image on the page that shows behind the animated images. 
• Copy and Paste: The action of briefly saving something from a device’s screen, such as an image or some text into the device’s memory and then putting a copy of it somewhere else on the device. 
• Digital Book: A book that can be read on an electronic device. These are sometimes called e-books or electronic books. 
• Eraser: a tool used to remove marks made in a drawing area on the screen. 
• Font: The style of text used in a piece of writing. 
• Sound Effect: A sound other than speech or music. 
• Text: Words, letters, numbers or symbols typed into a device. 
• Undo: A command that allows you to reverse the most recent action or series of actions: It lets you go back in time to correct mistakes or changes you made.

Making Beats 
• Beat: The steady, regular pulse that you can tap your foot to or clap along with. 
• Compose: To create your own piece of music.
 • Digital: Using a computer, tablet, or phone to create something such as art, music or writing. 
• Musical Instrument: Something you play to make music. 
• Tempo: The speed of a piece of music. 
• Tune: The part of the music that you can hum or sing along to.
	Creating Pictures *Words that have an asterisk next to them are art terms and not specifically computing terms. • *Arts and Crafts: A style of art that often-used nature inspired patterns. William Morris was a famous artist known for this style of art. 
• *De Stijl: A style of art from over 100 years ago that uses straight lines and bright colours. • Digital Portfolio: A place where a collection of different files can be saved in one place or file. 
• Fill Tool: A tool found in digital art tools that let a user fill a shape with a colour. 
• *Horizontal: A line or shape which goes in the direction of side to side. 
• Image Picker: A place where images such as clipart or photos can be chosen to import into a file. • Import: Putting a file such as an image into another type of file. 
• *Impressionism: A style of painting that looks light and colourful. Instead of painting every detail, impressionist artists used quick and short brush strokes, which captured a scene at that moment. 
• *Outline: An outline on a picture is like a border or edge that shows the shape of something. 
• Palette: Within computer graphics, this is the range of colours or shapes available to the user. 
• *Pointillism: Pointillism is a way of painting where artists use tiny dots of different colours instead of brushstrokes. 
• *Repeating Pattern: A decorative design that is shown again and again. 
• *Resize: Changing the size of something to fit. Such as resizing an image to fit into a frame. 
• *Rotated Pattern: When the position of an image is moved around in the direction of a circle. 
• *Style: A particular way in which something looks or is formed. • *Symmetry: Something is symmetrical when it has two matching halves; the same of both sides. 
• *Vertical: A line or shape that goes in the direction top to bottom.

Making Music 
• Background Music: The music that plays behind talking or action in a film, TV show or game. 
• BPM: Beats per minute - how fast or slow a piece of music is played. 
• Compose: To write or create your own piece of music by putting notes and sounds together. 
• Digital Music: Music that has been recorded and stored on a computer or device so it can be played at any time. 
• Looping: Repeating a short section of sound or music over and over again. 
• Sound Effect (SFX): A sound other than speech or music. 
• Tune: The part of the music that you can hum or sing along to. 
• Volume: How loud or quiet a note is.

Spreadsheets 
• Apparatus: A set of equipment that is used for a particular purpose. 
• Automatically: If a machine or device does something automatically, it does it independently, without human control. 
• Axis/Axes: The straight lines on a chart that the data is drawn against. One usually shows the type of data, and the other shows the amount. 
• Block Diagram: A type of image that uses blocks (rectangles) to show amounts. 
• Cell: An individual box in a spreadsheet where you can type data. 
• Click & Drag: The action of selecting multiple cells at once by clicking and dragging over other cells. 
• Column: A line of cells that goes from top to bottom in a vertical direction (up and down). 
• Controls Toolbar: The area in 2Calculate where spreadsheet-specific tools are found. 
• ‘Count’ Tool: A tool that counts how many of something there is within a spreadsheet. 
• Data: The information that you collect and record, such as favourite colours or how many pets people have. 
• Delete: To remove the contents of a cell (without deleting the whole cell). 
• Edit: To change the contents of a cell after it’s been entered. 
• Format: The way something looks or is arranged. 
• ‘Is Equals’ Tool: A tool that can be used instead of the equals sign. It will show whether a calculation is correct or not. 
• Labels: The words on the axes that tell you what the bars and numbers mean. 
• ‘Quiz’ Tool: A tool that can be used after the equals sign or instead of a number in a calculation. When an answer is typed correctly, it will show the correct number. 
• Resize: To change the width of a column or the height of a row. 
• Row: A line of cells running across the page in a horizontal direction (across). • Spreadsheet: A program that helps organise information in rows and columns. • Title: The name given to a diagram or chart that tells you what it is about. 
• Value: A number or symbol that represents an amount. 
• Wrap text: A setting that makes text appear on multiple lines within a cell.

Questioning 
• Branching Database: A type of database that uses yes or no questions to help sort and identify objects. 
• Closed Question: A question that offers a set of answers or options for a person to choose from. 
• Data: A collection of information, used to help answer questions. 
• Grouping: A grouping is a set of people or things that have something in common. 
• Open Question: A question that can't typically be answered with yes or no and requires a person to give extra detail in an answer. 
• Pictogram: A diagram that uses pictures to represent data. 
• Primary Data: Data that is collected by the person who is using it. 
• Sorting: The process or operation of ordering items and data in a certain way. 
• Tally Chart: A table used to record and count data using tally marks. 
• Yes or No Question: A type of closed question that is designed to only be answered using the words ‘Yes’ or ‘No’.

Presenting Ideas 
• Concept Map: A diagram that helps us organise ideas and show how they are linked together. 
• Connecting Line: A line that joins ideas together to show how they are connected. 
• Group: A set of things that belong together because they are similar. 
• Layer: A level of ideas in a concept map. 
• Node: A box or bubble that holds one idea. 
• Present: To share your ideas with other people so they can understand them. • Title: The name of the work that tells us what it is about.
	Touch Typing 
• Bottom Keys: The row of letters on a keyboard below the home row. 
• Home Keys: The middle row of letters on the keyboard where your fingers rest when you are not typing. 
• Number Row: The horizontal row of number keys (0-9) found at the top of a keyboard. 
• Keyboard: A device with a set of keys (buttons) that you press to type letters, numbers, punctuation, and commands into a computer. 
• Posture: The position in which someone holds their body when standing or sitting. • Shift Key: A special key on the keyboard that you hold down while pressing another key to make a capital letter or a symbol. 
• Space Bar: The long key at the bottom of the keyboard that makes a space between words when typing. 
• Top Keys: The row of letters on a keyboard above the home row. 
• Typing: The action or skill of writing something by means of a typewriter or, in this case, a computer.

Spreadsheets 
• Advanced Mode: A mode within a system that offers greater control or more complex options than a basic mode. 
• AVERAGE: A function that works out the ‘middle’ value of a set of numbers. 
• Copy Tools: The Copy tools will copy the contents of the cell on one side of the tool over to the other side. 
• Data: A set of facts or information about something. 
• Formula: A set of instructions that tells a spreadsheet what to calculate. • Formula Bar: An area of a spreadsheet where formulae can be entered using the ‘=’ sign. 
• Formula Wizard: A tool in a spreadsheet that helps you to choose and make formulae without having to type them in. 
• Function: A built-in formula that performs a specific job automatically. • MAX: A function that finds the largest number in a range. 
• Merge Cells: The process of combining multiple cells into one larger cell, often for formatting or for creating titles. • MIN: A function that finds the smallest number in a range. 
• Operations: The four operations of mathematics (addition, subtraction, multiplication and division.) 
• Problem Solving: The process of using information and different skills. • Range: A group of cells that you select together to use in a function. 
• Sheet: A single page within a spreadsheet file where data can be entered. You can have more than one sheet in a file. • SUM: A function that adds up all the numbers in a range of cells. 
• Total Tools: The Totals tools will add up all the cells before it and present a total.

Presentations 
• Animation: Adding movement to still objects such as text and images. 
• Font: A design of letters, numbers, and symbols, like Arial or Times New Roman. 
• Format: Change how media, such as text or images, look on a page. 
• Handles: A square that appears around a selected image, allowing it to be edited and formatted. 
• Image: A picture you can see on a screen. 
• Media: Information in the form of text, sounds, images, or video. 
• Picture Styles: Designs you can add to pictures like borders, shadows, or shapes. 
• PowerPoint: A computer program that helps you make a slideshow presentation to show information. • Slide: One page of your slideshow presentation. 
• Slide Notes / Presenter Notes: Words under a slide to help the presenter remember what to say when they present. 
• Transition: How a slide moves from one to the next. 
• Word Art: Format the text with shadows, curves, and 3D effects.

Branching Databases 
• Binary Choice: A decision between only two distinct options. 
• Binary Tree: Another name for a branching database. 
• Branching Database: A type of database that uses yes or no questions to help sort and identify objects. 
• Data: A set of facts or information that help us learn something or make decisions. 
• Database: A place where data is stored or organised. It helps us find information quickly. 
• Debug\ Debugging: The process of finding and fixing mistakes (known as bugs) in computer code or a program so that it works the way it’s supposed to. 
• Record: A collection of related data or information that is stored together as a single unit.
	Animation 
• Animation: A method that turns still pictures into moving images. This technique can make drawings, computer graphics, or photographs appear to move. 
• Animation Software: A computer program that helps users create animations from images created on a computer or from images captured in the real world. 
• Background: An image on the frame that shows behind the animated objects. 
• Copy Frame: A feature in animation software where frames can be copied. This can be used to repeat frames at the end of an animation to help make it look smoother. 
• Evaluate: The process of judging the quality of something by using criteria to help judge it.
• Frame: A single image in an animation. 
• Frames Per Second: The number of frames played per second. 
• Onion Skinning: A process where the shadow image of the previous frame is present to help you line up the objects of the animation correctly. • Sharing Controls: The menu that allows work to be shared with others. For example, sharing to a Display Board. 
• Sound Effect: A sound other than speech or music. 
• Stop Motion: A way of making objects or pictures look like they are moving by repeatedly taking photos for each tiny change of movement and then playing the photos back. 
• Storyboard: A visual planning tool used to map out the sequence of a narrative.

Unpacking Hardware and Software 
• Application (App): A type of software used for a specific task. 
• Component: Internal parts of a computer. 
• Computer System: All the parts of a computer working together. 
• Digital Technology: Technology that uses electricity and computer code (software) to collect, process, store or share information. 
• Electrical Technology: Technology that needs electricity to work but doesn’t use computer code or software. 
• Hardware: The physical parts of a computer that you can see and touch and the parts inside. 
• Input: Sending information into the computer. 
• Manual Technology: Tools or machines that are powered by people (not electricity or code). 
• Output: The computer sending information back to us. 
• Peripheral: A piece of hardware that you plug into or connect to a computer to help it work. 
• Process: A set of steps that happen in order to complete a task. 
• Program: A set of instructions that a computer follows. 
• Smart Technology: A type of digital technology that can collect information, make decisions, or respond to what’s happening around it, using the internet. 
• Software: Programs that tell a computer what to do to complete a task. 
• Storage: Where the computer saves information so you can use it again later. 
• Technology: Using scientific knowledge to design or make tools, systems, or machines that help solve problems or make tasks easier.

Sound Stories 
• Audiobook: A recorded version of a book that is read aloud. 
• Background Music: Music that plays softly behind a story, scene, or activity. 
• Edit: To cut, move, or improve parts of a recording. 
• Editor: A person who checks and improves written work, videos, or sound recordings by fixing mistakes and making it flow smoothly. 
• Final Mix: The complete, polished version of your audio. 
• Playback: Listening to a recording to check how it sounds and decide what to change. 
• Recording: Capturing sounds, voices, or music so they can be played back later. 
• Sound Effects: A recorded sound other than speech or music that is added to make something more exciting or realistic. 
• Sound Effects Manager: A person who finds or creates sounds to make a project more interesting and realistic. 
• Sound Technician: Someone who sets up and controls the equipment for recording or playing sound, making sure everything can be heard clearly. 
• Timeline: The area in an audio recording and editing tool where you can see and move your audio clips. 
• Track: A row or layer where a piece of sound (like speech or music) is added when using an audio recording tool.

Composing Beats 
• BPM: Beats per Minute. Changing the BPM changes the speed of the music. 
• Dynamics: How loud or quiet a sound is. 
• Electronic Music: Music that is made using electronic instruments, computers, or other technology, rather than only traditional acoustic instruments. 
• Melody: A sequence of notes which make up a tune. 
• Patch: A saved collection of sound settings that creates a specific tone or effect. 
• Pitch: How high or low a sound is. 
• Pulse: The steady beat of a piece of music. 
• Rippler: The moving line in Busy Beats that travels across the screen and “plays” the sounds you’ve put on the grid. ‘
• Rhythm: A pattern of long and short sounds and silences. 
• Sample: A short recording of a sound that you can use in your music e.g. a drumbeat. 
• Synths: Short for synthesizer. Electronic musical instrument sounds. • Tempo: How slow or fast a piece of music is. 
• Texture: The different sounds you can hear in a piece of music.

Introduction to AI 
• Artificial Intelligence (AI): A type of technology that can make predictions, take actions, and create content, by learning from data. 
• Automation: When machines or AI do tasks humans normally do. 
• Data: Pieces of information (like words, pictures, sounds or numbers) that AI uses as “ingredients” to learn. 
• Digital Citizenship: Making smart, kind, and safe choices online, including how we behave when using AI. 
• Format: The way the information is to be presented (like a list, story, or paragraph). 
• Future Technology: New inventions or tools that people create to help do things better or more easily. 
• Generative AI: A kind of AI that makes brand new things (stories, images, etc.). 
• Human Oversight: Humans being in charge, checking, and making rules for AI. 
• Innovation: A new idea, improvement, or helpful invention. 
• Prediction: When AI looks at data, finds patterns and guesses what comes next. 
• Privacy: Deciding what personal information to share, and who can see it. 
• Prompt: The instruction given to generative AI (like asking for a story or picture). 
• Refine: To improve or make something better by making small changes. 
• Responsible Behaviour: Being respectful, thinking about the impact of our actions, and acting kindly. 
• Trustworthy / Reliable: Considering whether information (or AI output) is real, true, and fair.
	Quizzing 
• Advanced: A level that is beyond the basic, requiring a higher level of skill, knowledge, or understanding. 
• Content Page: A page within a quiz offering helpful content or context. 
• Debug: To identify and fix errors in a program or application. 
• Design: The process of planning and creating a layout or structure. 
• Evaluate: To assess the quality and effectiveness of something. 
• Features: A feature of something is an interesting or important part or characteristic of it. 
• Interactive: Allowing active participation or engagement. 
• Layout: The way that something is organised or arranged. 
• Multiple Choice: A question in which you must choose an answer from several choices. 
• Quiz: A set of questions designed to test knowledge or understanding. 
• Simple: Something that tends to be easily understood or done. 
• Test: When you test something, you try it to find out what it is, what condition it is in, or how well it works. 
• Topic: The subject or theme of something, in this instance, a quiz.

Databases 
• Condition: A rule you give to a database to help it find the right information. A condition will contain operators. 
• Data: A set of facts or information that help us learn something or make decisions. 
• Database: A set of data that can be held in a computer in a format that can be searched and sorted for information. 
• Edit: To change, add or remove data from a record. • Field: A heading in a database record against which data is entered. 
• Filter: Filtering what information is shown according to any filter rules applied. 
• Group: Putting similar pieces of information together in a database so it is easy to read and understand. 
• Linked Tables: Two or more tables that are joined together with a common field allowing information from the tables to be used in a query. 
• Operator: Tells a database what to do with data when someone is making a query. Such as find everyone whose score ‘is equal to’ 10. 
• Query: Finding specific information in a database by using query tools such as filter, sort, calculate or group. 
• Record: A collection of related data or information that is stored together as a single unit. 
• Sort: Organising data by a rule such as alphabetical or numerical. 
• Validation: A setting on fields that only lets a user input data that meets its rules. For example, only numbers or only a date.

Spreadsheets 
• Axis/Axes: The vertical and horizontal lines on a graph.
• Budget: A plan that shows how much money will be spent and how much money is expected to come in. 
• Cell: An individual box in a spreadsheet where you can type data. 
• Column: A line of cells that goes from top to bottom in a vertical direction. 
• Continuous Data: Continuous data is data that is usually measured, rather than counted. 
• Conversion: Changing a unit of measure from one form to another, whilst keeping its value the same. ‘• Cost/Expense: Money that is often spent on something. 
• Forecast: A prediction about what will happen in the future. For example, a weather forecast can tell us if it might be sunny, rainy or windy on a certain day. 
• Formula: A set of instructions that tells a spreadsheet what to calculate. 
• Formula Wizard: A tool in spreadsheet that helps you to choose and make formulas without having to type them in. 
• Function: A built-in formula that performs a specific job automatically. 
• Income: Money that can be earned, usually from working a job or selling things, to pay for the things they need and want. 
• Line Graph: A graph that shows changes over time using points connected by lines. 
• Meteorologist: A person that collects and studies data from the atmosphere and oceans to make weather forecasts. 
• Millibar: The unit used to measure pressure in meteorology (mb). 
• Plot/Plotting: Putting points on a graph for each piece of data. 
• Profit: The money that is left over after paying for all of the costs/expenses. 
• Row: A line of cells running across the page in a horizontal direction (across). • Trend: The direction data is moving (up, down, staying the same). 
• Unit: A standard quantity used for measurement, such as centimetres, metres, or kilograms.

Word Processing 
• Border: The line around a cell, row, column, or the whole table. 
• Bullet Points: Dots or shapes used to make a list easy to read. 
• Cell: The box where a row and a column meet. 
• Column: A vertical line of cells in a table. 
• Copy: Makes a duplicate of the item in the computer memory. 
• Cut: Removes the item from where it is and saves it in computer memory. 
• Document: A file made using a word processor or by hand that contains writing, pictures, or other information. 
• Editing: Changing or fixing a document. 
• Font: The style of letters in typed text. Each font has a name. 
• Formatting: Changing how text looks (includes its font, size, or colour). 
• Handles: A square that appears around a selected image, allowing it to be edited and formatted. 
• Image: A picture presented on a screen. 
• Page Margins: The blank spaces around the edges of the page with no text in them. 
• Page Orientation: The direction the page is set to. This is either portrait (tall) or landscape (wide). 
• Paste: Inserts the cut or copied item into a new place in the document. 
• Picture Styles: Designs added to pictures such as borders, shadows, or shapes. 
• Row: A horizontal line of cells in a table. 
• Styles: Ready-made designs for text so headings and writing all match. 
• Table: A grid made up of rows and columns used to organise information. 
• Text Alignment: How the text lines up on the page - left, centre, right, or justified. 
• Text Wrapping: How text flows around an image, shape, or object in a document. 
• Word Processor: A program or app to create text-based documents with styling and images.

Concept Maps 
• Audience: A group of people watching or listening to something. 
• Body Language: The conscious or unconscious movements and postures by which your body communicates attitudes and feelings. 
• Concept Map: A diagram that helps us organise ideas and show how they are linked together. 
• Connecting Line: A line that joins ideas together to show how they are connected. 
• Intonation: The rise and fall of the voice when speaking. 
• Node Settings: The options within a node that allow you to change the colour and add images, sounds and links. 
• Node: A box or bubble that holds one idea. 
• Present: The act of delivering a structured talk, demonstration of performance to a group of listeners. 
• Structure: The way in which something is made, built or organised. 
• Template: A sample document that already has some details in place. 
• Text Formatting: Options that typically allow you to change the style and size of the font, the alignment of text and apply styling.
	Blogging 
• Approval: The act of acknowledging something is appropriate. 
• Blog: A regularly updated website or web page, typically one run by an individual or small group, that is written in an informal or conversational style. 
• Blog post: A piece of writing or other item of content published on a blog. 
• Commenting: To express an opinion or reaction in speech or writing. 
• Draft: The first version of something you write. 
• Edit: To carefully check a created piece of writing for smaller errors. 
• Hyperlink: A word, phrase, image, or icon in a digital document that, when clicked or tapped, takes you to another part of the same document or to a completely different resource, such as a webpage, image, video, or file, on the internet or a local network. 
• Moderation: The process of reviewing, managing, and acting on user-generated content to ensure it sticks to the website's community guidelines and legal requirements. 
• Netiquette: Short for "network etiquette" or "internet etiquette," this refers to the set of social conventions and informal rules that guide online communication and interaction. 
• Plan: To think ahead and decide what you are going to do before you start doing it. 
• Publish: To make your written work available for other people to read. 
• Revise: To look at your written work again and make significant changes to improve it. 
• Vlog: A personal website or social media account where a person regularly posts short videos.

Graphing 
• Chart: A diagram that represents data. Charts include graphs and other diagrams such as pie charts or flowcharts. 
• Comparative Bar Chart: A bar chart displaying more than two datasets, it can be known as a comparative bar chart or multi-dataset bar chart. 
• Data: A collection of information, especially facts or numbers, obtained by observation, questions or measurement to be analysed and used to help decision making. 
• Dataset: A collection or related numbers or values e.g. money raised each month for a specific charity. 
• Dual Bar Chart: A bar chart that displays two sets of data for each category to help provide easy comparisons between data sets. 
• Line Graph: A graph used to display information which can change over time. For example, temperature at different times of the day. 
• Pie Chart: A circular chart divided into segments which each represent a portion of the total amount.

Data Detectives 
• Bar Chart: A type of graph that uses categorical data, which means the data is grouped into categories e.g. colours, types of pet. 
• Calculate: In databases, calculations on data can be performed e.g. calculate the number of records. 
• Condition: A condition is a rule you give to a database to help it find the right information. A condition might contain an operator. 
• Data: A collection of information, especially facts or numbers, to be analysed and used to help decision-making. 
• Database: A set of data that can be held in a computer in a format that can be searched and sorted for information. 
• Field: A heading in a database record against which data is entered. 
• Filter: Filtering what information is shown according to any filter rules applied. 
• Group: Putting similar pieces of information together in a database so it is easy to read, understand and interpret. 
• Line Graph: A type of graph used to display information which can change over time. For example, temperature at different times of the day. 
• Linked Tables: A database can contain more than one table which can be linked together so a query can include information from the linked tables. 
• Query: A way for a user to find specific information in a database by using tools such as filtering and grouping. 
• Record: A collection of related data or information that is stored together as a single unit. 
• Sort: Organising data by a rule such as alphabetical or numerical.

3D Modelling 
• 3D Printing: The process of making a physical object from a three-dimensional digital model, typically by laying down many thin layers of a material in succession. 
• Computer Aided Design (CAD): Using computer software to help create designs. CAD is used by engineers, architects, and product designers to make accurate models before building them in real life. 
• Design Brief: A set of instructions or a challenge that explains what needs to be designed. 
• Model: A digital or physical version of an object that shows what it looks like. 
• Net: A flat, 2D pattern that folds up to make a 3D shape. 
• Points: A corner of a 2D or 3D shape that can be moved during CAD. 
• Prototype: A first version of a design that is made to test out ideas. 
• Three-Dimensional (3D): A solid shape that has length, width, and depth. 
• Two-Dimensional (2D): A flat shape that only has length and width.

Spreadsheets 
• AVERAGE: A function that calculates the mean of a range of numbers. 
• Cell: A single box in a spreadsheet where data is entered. 
• Chart: A visual representation of data. Charts include graphs and other diagrams such as pie charts or flowcharts. 
• Chart Labels: Labels to tell you what the information on a chart is showing. 
• Column: Vertical lines of cells (lettered). 
• COUNTA: A function that counts the number of cells within a specific range that aren’t blank. 
• COUNT: A function that counts numeric cells in a range. 
• COUNT IF: A function that counts cells meeting a specific condition. 
• Filter: To show data that meets a specified criteria by temporarily hiding rows that do not. 
• Formatting: Changing the appearance of text or numbers. 
• Formula: A set of instructions that tells a spreadsheet what to calculate. 
• Function: A built-in formula that performs a specific job automatically. 
• IF: A function that returns one value if condition is true and another if it is false. 
• MAX / MIN: A function that finds the highest or lowest value within a range of numbers. • Row: A horizontal line of cells (numbered). 
• Sort: Organising data by a rule such as alphabetical or numerical. 
• SUM: A function that adds a range of numbers. 
• Workbook: A spreadsheet file containing one or more worksheets. 
• Worksheet: A single sheet in a workbook.

	Substantive Concept/ Strand- Digital literacy

	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	National Curriculum Objective
	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
	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
	Use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concern about content and contact.
	Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concern about content and contact
	Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concern about content and contact.
	Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concern about content and contact

	Skills
	Children understand what is meant by technology and can identify a variety of examples both in and out of school. They can comment on the specific purpose of technology examples they encounter. 
Unit Coverage:
·  Technology Around Us

	Children identify a range of devices that connect to the internet and explain that the internet is used to access websites and find information. They can carry out simple keyword searches to find specific information. 
Unit Coverage:
·  The Internet
	See 2BeSafe Breakdown 
Unit Coverage:
·  Email
	See 2BeSafe Breakdown 
Unit Coverage:
·  Effective Searching
	See 2BeSafe Breakdown
	See 2BeSafe Breakdown

	Vocabulary
	Technology Around Us 
• Device: A tool or machine that helps people to do things. 
• Digital Technology: Technology that uses electricity and computing to manage and share information. 
• Electronic: A tool or device that uses electricity to work. 
• Hardware: The physical parts of a computer, such as the monitor, keyboard and mouse. 
• Technology: Using scientific knowledge to make tools that solve problems.

	The Internet 
• Browser: A program used for displaying and navigating between web pages. 
• Home Page: The main page for a website that you use to reach all the other areas. 
• Internet: A way to send information from one device to another anywhere in the world using technology such as phones, satellites and radio links. 
• Keywords: Important words that help us search for things online. 
• Link: A button or text you can click to go to another webpage. 
• Modem: A box that brings the internet into your home through cables. 
• Router: A device that takes the internet from the modem and shares it with your devices, often wirelessly. 
• Search Engine: A website that helps us find information on the internet. Example: Google or Kiddle. 
• Search Bar: The box where you type what you want to find on a search engine. 
• Smart Device: A device, like a TV, phone or watch, that can connect to the internet. 
• Website: A collection of connected pages on the internet about a topic or place. 
• Webpage: A single page of information on a website. 
• Wi-Fi: A way to connect to the internet without wires. 
• World Wide Web: The web pages and documents you see when you are browsing online.
	Email 
• Address Book: A place where all contact’s email addresses can be found and saved. 
• Attachment: A file, which could be a piece of work or a picture, that is sent with the email. 
• Communication: The process of giving, receiving and sharing information. Examples of types of communication methods include: Email, text message, speaking and listening, sending letters. 
• Compose: Another word for ‘write’. 
• Email: (Electronic Mail) An Internet service that allows people who have an email address to send and receive instant electronic letters. 
• Email Simulation: A representation of email communication that is not real. 
• Inbox: The folder where new emails go into when they are received. 
• Password: A secret word, phrase or combination of letters, numbers and symbols that must be used to gain admission to a site or application such as email. 
• Personal Information: Identifying information about yourself such as your name, address and telephone number. • Recipient: The person a message is being sent to. In an email, their email address will be found in the ‘To’ field. 
• Trusted Contact: A person who you know and trust, making an email from them safe to open.
	Effective Searching 
• Crawl: How a search engine explores the web to find pages. 
• Exact Match: Search results that contain the exact words you typed (often in quotes). 
• Fake News: False or misleading information made to look like real news or fact. 
• Filter: A tool that lets you narrow search results by type or date. 
• Index: The search engine’s database of all the pages it has found. 
• Internet: A global network of computers that share information from one device to another, anywhere in the world. 
• Keywords: The most important words you type into a search engine to find information quickly. 
• Rank: How a search engine orders results. 
• Refine: To improve a search to get better results. 
• Relevance: How closely a result matches your search. 
• Reliable Source: A trustworthy place to get information. 
• Search Bar: The box where you type what you want to find out on a search engine. 
• Search Engine: A website that helps us find information on the internet such as Google or Kiddle. 
• Snippet: The short description found under each search result. 
• Virtual Assistant Device: A computer program (software) that listens to your voice and answers questions or does tasks, like Alexa or Siri. 
• Website: A collection of connected pages on the internet about a topic or a place.
	See 2BeSafe Breakdown
	See 2BeSafe Breakdown

	Substantive Concept/ Strand- Online Safety (Delivered throughout the year using 2BeSafe)  

	Year
	Year 1
	Year 2
	Year 3 
	Year 4
	Year 5
	Year 6

	National Curriculum Objectives
	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.
	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.
	Use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concern about content and contact.
	Use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concern about content and contact.
	Use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concern about content and contact.
	Use technology safely, respectfully and responsibly; recognise acceptable/ unacceptable behaviour; identify a range of ways to report concern about content and contact.

	Skills
	Copyright and Ownership Children begin to explain why their creations belong to them, for example “I designed it” or “I filmed it.” They learn how to save their work with a clear name so it is recognised as theirs. They also understand that work created by other people does not belong to them, even if they save a copy. 

Health, Wellbeing & Lifestyle:
Children begin to explain the rules that help them stay safe when using technology, both at home and in other places. 

Managing Online Information:
Children are introduced to simple ways of finding information using digital tools like search engines or voice assistants. They learn that the internet contains all kinds of content — things they like, things they don’t like, and things that may be real or make-believe. They also practise asking a trusted adult for help if they see something that upsets or worries them. 

Online Bullying:
Children learn how to behave online in positive ways that do not upset others. They practise giving examples of kind and respectful behaviour. 

Online Relationships:
Children learn that they should ask permission before doing things online and understand why this is important. They practise communicating with people they know, with adult support, and begin to explore why it matters to be kind, considerate, and respectful to others online - even if people don’t always find the same things funny or upsetting. 

Online Reputation:
Children start to understand that information shared online can stay there and be copied by others. They learn that some information should not be shared without checking with a trusted adult first. 

Privacy & Security:
Children are introduced to the idea of passwords and how they help protect information, accounts, and devices. They learn to recognise more detailed personal information, such as where they live or go to school, and are taught that they should always ask a trusted adult before sharing any of this online. 

Self-Image & Identity: 
Children start to recognise that, just like in real life, there may be people online who could upset or embarrass them. They learn when and how to tell a trusted adult if something worries them and understand that adults can help keep them safe.
	Copyright and Ownership
Children learn that content found online often belongs to other people. They begin to explain why it is important to respect that ownership.

Health, Wellbeing & Lifestyle:
Children learn that technology is used in many different environments, such as at home or in public places. They discuss simple guidance to keep themselves and others safe when using devices in these settings.


Managing Online Information:
Children begin using simple keywords in search engines and practise navigating web pages using links, tabs, and buttons. They learn that voice assistants (like Alexa or Siri) are not real people. They also discuss the difference between “real” and “made up” information and learn that not everything they find online is true.

Online Bullying:
Children are introduced to the concept of bullying. They learn what bullying is, how it can happen online, and how it can affect people’s feelings. Importantly, they are taught that anyone being bullied is not to blame and that help is always available

Online Relationships:
Children start to understand that people may use technology to communicate with strangers, and why this can be risky. They learn about asking permission before sharing information, how to say “no” or “I’m not sure,” and why it’s important to respect other people’s choices. They are encouraged to always ask a trusted adult before agreeing to anything online and to seek help if something happens without their consent.

Online Reputation:
Children find out that once information is online, it can last a long time and be seen by others. They are encouraged to ask for help if something is shared without consent or if the information is wrong.

Privacy & Security:
Children develop their understanding of passwords and learn rules for keeping personal information private. They talk about what it means for something to be “private,” practise creating and protecting passwords, and learn that many devices in the home are connected to the internet, such as toys, TVs, or even fridges.

Self-Image & Identity: 
Children begin to notice that people may look or behave differently online than they do in person. They talk about situations online that might feel worrying or upsetting and learn clear steps they can take to ask for help.

	Copyright and Ownership
Children explore why copying someone else’s work from the internet without permission is unfair and can cause problems.
Health, Wellbeing & Lifestyle:
Children explore the idea that spending too much time using technology can sometimes affect health, mood, sleep, or relationships. They learn to recognise both positive and negative online activities that can take up lots of time. They also discuss why some online content has age restrictions and why it is important to follow them, including what to do if they feel pressured to access something inappropriate.

Managing Online Information:
Children practise using key phrases in search engines and learn about features like autocomplete. They discover how the internet can be used to buy and sell things, and they begin to understand the difference between beliefs, opinions, and facts. They also talk about how to get help if they see something upsetting online.

Online Bullying:
Children discuss why it is important to behave appropriately towards others online. They look at different ways bullying behaviour may appear online and identify how someone can seek support if it happens.
Online Relationships:
Children explore how people with similar interests can meet online and think about the difference between “knowing” someone online and knowing them in real life. They learn that trusting someone online is not the same as liking them, and that it is okay to change their mind if they feel unsure. They also discuss the importance of permission when sharing things online, just as they would when sharing offline.

Online Reputation:
Children learn how to search for information about people online and think about what is safe or not safe to share about themselves. They understand the importance of being careful with personal details and know to ask for guidance if they are unsure.

Privacy & Security:
Children practise simple strategies for creating and keeping passwords secure. They discuss why information should only be shared with people they know and trust, and that if they feel unsure or pressured, they should always tell an adult. They also begin to understand how connected devices can collect and share personal information.

Self-Image & Identity: 
Children are introduced to the idea of identity. They explore how people can show themselves in different ways online, such as through gaming characters, avatars, or social media profiles, and think about why someone might do this.

	Copyright and Ownership
Children learn to think carefully about who owns content they find online, such as music, images, or videos, and whether they have the right to use it. They are introduced to simple examples of things they must not reuse without permission.

Health, Wellbeing & Lifestyle:
Children begin to recognise how technology can sometimes distract them from other activities. They talk about situations where it may be helpful to limit screen time and discuss simple strategies to manage this.

Managing Online Information:
Children learn to judge whether online information is accurate and why it’s important to make their own decisions. They explore different online spaces such as social media, video sites, or image platforms, and think about how advertising and popups encourage people to buy things. They also learn about fake news, how technology can imitate people (like bots), and why lots of people sharing the same opinion doesn’t necessarily make it true.

Online Bullying:
Children begin to recognise when others are upset, hurt, or angry online. They learn that bullying can happen through different types of media such as images, videos, texts, or chats. They also explore how what they post can affect others’ feelings and how it might impact their own reputation.

Online Relationships:
Children learn strategies for enjoying online social environments safely, such as gaming or livestreaming. They practise recognising respectful and unhealthy behaviour, and they reflect on how content that seems unimportant to one person may hold real meaning or feelings for others

Online Reputation:
Children continue to explore how information about people can be found online. They learn that information may have been created, copied, or shared by others, and not always by the person themselves.

Privacy & Security:
Children explore different strategies for keeping personal information private in a range of situations. They learn that internet use is never fully private and may be monitored. They also begin to understand how online services may ask for consent to collect or store information, what the “digital age of consent” means, and when to ask an adult for help.

Self-Image & Identity: 
Children reflect on how their online identity might be different from their offline identity. They learn about positive online interactions and how being kind and respectful shapes how others see them. They also begin to understand that people online can pretend to be someone else - even a friend - and discuss possible reasons why.
	Copyright and Ownership
Children begin to assess when it is acceptable to use someone else’s work and when it is not. They also learn how to find content that is allowed to be reused, such as resources labelled for sharing.

Health, Wellbeing & Lifestyle:
Children develop a deeper understanding of how tech can affect health and wellbeing, both positively (such as through fitness or mindfulness apps) and negatively. They learn practical tips for healthy technology use, explore benefits and risks of online health information, and understand the importance of checking things with trusted adults or professionals. They also learn about in app purchases, loot boxes, and why they should always ask permission before spending money online.

Managing Online Information:
Children explore the benefits and limitations of different search technologies, such as voice search. They begin to understand what it means to be sceptical and how to decide whether content is trustworthy. They learn about adverts, targeted content, and sponsorship, and how stereotypes can be spread online. They also explore how hoaxes and fake news can influence people’s feelings and behaviour, and why it’s important to think carefully before sharing.

Online Bullying:
Children deepen their understanding by exploring how online bullying can be different from bullying in real life. They think about how joking or “banter” can sometimes be experienced as hurtful or bullying. They learn strategies for getting help, including how to report bullying, block abusive users, and access helplines such as Childline or The Mix.

Online Relationships:
Children explore more forms of online communication, such as emojis, memes, and GIFs. They learn that while online communities can be positive, there are also people who may want to cause harm, and this is never the child’s fault. They consider how to collaborate positively online, how to support others, and when it is important to seek help from a trusted adult.

Online Reputation:
Children develop the skills to search for information about individuals online and summarise what they find. They also learn that online information can be used by others to form judgements about a person - and why those judgements may not always be fair or correct.

Privacy & Security:
Children learn what makes a strong password and how to create one. They begin to understand that many free apps and services can collect and share private information, such as contacts, photos, or location. They are also introduced to app permissions and what they mean.

Self-Image & Identity: 
Children learn that online identities can be copied, changed, or altered. They start to think about the choices they make when creating their own online identity and how to do this responsibly, depending on the situation.
	Copyright and Ownership
Children practise using search tools to find content that can be reused by others. They also learn how to give credit by referencing and acknowledging the sources they have used from the internet.

Health, Wellbeing & Lifestyle:
Children learn about systems that regulate age-related content (such as PEGI ratings for games or BBFC ratings for films) and why these are important. They explore how technology can create pressures, including persuasive designs that keep people online for longer. They also learn strategies to protect their health, such as taking breaks, using night-shift mode, sitting correctly, and balancing screen time with sleep, diet, and exercise.

Managing Online Information:
Children learn in more depth how search engines work and how results are ranked. They practise evaluating information for reliability and learn how opinions may sometimes be presented as facts. They discuss persuasion, manipulation, and targeted advertising, and how persuasive design can influence people’s choices. They also explore the difference between misinformation and disinformation, why repeated information may still be untrue.

Online Bullying:
Children learn practical strategies to deal with online bullying, such as how to capture evidence (screenshots, URLs, profiles) and share it with trusted adults. They also explore how to report bullying in different online contexts.

Online Relationships:
Children think critically about the impact of sharing online, both positive and negative. They learn the importance of respecting boundaries when sharing about others and understand that even private sharing (such as screenshots) can have unintended consequences. They also discuss the risks of taking or sharing inappropriate or embarrassing images and learn how to get help if they or someone else feels worried.


Online Reputation:
Children explore how to build and protect a positive online reputation. They discuss strategies for safeguarding their digital identity, including the use of privacy settings and understanding different levels of anonymity.

Privacy & Security:
Children learn strategies for managing and protecting passwords, including what to do if one is lost or stolen. They explore why keeping software up to date is important and how privacy settings can increase protection online. They also learn about online scams and phishing, with strategies to recognise and avoid them, and they begin to understand that all online services have terms and conditions that govern their use.

Self-Image & Identity: 
Children look more critically at online content and discuss how some representations - for example about gender, race, religion, or disability can be harmful or unfair. They learn why it is important to challenge stereotypes and reject inappropriate content. They also revisit how to get help if something online makes them feel upset or unsafe, and why it’s important to keep asking until they get the support they need.



~ Aspiring to be the people God created us to be by growing the talents He gave us ~
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