CYCLEB

Computing Knowledge
What do we need to learn?

How are we learning this, through real-
life, personal experiences?

Y1&2

Programming 1: Algorithms & Debugging

Decompose a game to predict the algorithms.

Give a definition for ‘decomposition’.

Write clear and precise algorithms.

Create algorithms to solve problems.

Use loops in their algorithms to make their code more efficient.
Explain what abstraction is

e Unplugged activities
e Linking algorithms to real-life tasks
e.g. getting dressed, cooking

Programming 2: Beebots

Write instructions for a person to follow.

Carry out instructions written for a person to follow.

Explain what each Bee-Bot button does.

Create and test a short set of instructions.

Check instructions and spot errors.

Test instructions to check for further errors.

Program a Bee-Bot using logical instructions.

Identify and correct mistakes in a sequence when the Bee-Bot does not behave as
expected

e Physical computing
Children physically program the bee-
bots

Data Handling: Introduction to data & pictograms

Represent animal-themed data in different ways, using objects and technology.
Represent the same data as a pictogram and a table or chart.

Collect data about minibeasts using a tally chart and represent data digitally.

Click and drag objects to sort data using a branching database.

Consider the types of input used to gather different forms of data when designing an
invention.

Visit school garden to collect
minibeast data




CYCLEB

Skills Showcase: Rocket to the Moon

Use a computer to make a list.

Explain the benefits of making a list on the computer.

Use a basic range of tools on graphics editing software to design a rocket.
Sequence instructions.

Follow instructions to build their model rocket.

Input data about their rockets into a table or spreadsheet

Y3&4

Networks: Journey inside a computer

Recognise inputs and outputs and that the computer sends and receives information.
Explain that the parts of a laptop work together and the purpose of each part.

Explain what an algorithm is.

Suggest what memory is for inside a computer.

Make comparisons between different types of computer

Discuss inputs and outputs on their
electronic devices at home
Discussing different types of
technology that they use at home

Programming: Computational Thinking

Understand that problems can be solved more easily using computational thinking.
Understand what the different code blocks do and create a simple game.
Understand the terms pattern recognition and abstraction and how they help to
solve a problem.

Create a Scratch program which draws a square and at least one other shape.
Understand how computational thinking can help to solve problems and apply
computational thinking to problems they face.

Link key vocabulary e.g. abstraction,
decomposition to real life tasks and
jobs
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Creating Media: Website Design

Create a Sway with a title, image and a completed first header section.

Create a clear plan for their web page and beginning to create it.

Create a professional-looking web page with useful information and a clear style,
which is easy for the user to read and find information from.

Create a clear plan by referring back to their checklist to include a range of features.
Create a web page with clear sections and with a range of features in

Visit local area to gather photos,
videos and information for their
website

Children choose something they are
passionate about for their website
focus

Data Handling: Investigating Weather

Search the web efficiently to find temperatures of different cities and record this
accurately.

Design a weather station that gathers and records sensor data, explaining how it
works and the units of measurement it would use.

Design an automated machine that uses selection to respond to sensor data.
Search for and record weather forecast information in a spreadsheet and explain
how this data is collected.

Create a video which includes weather forecast information.

Use our local weather for
appropriate tasks

Y5&6

Networks: Search Engines

Explain what a search engine is, suggest several search engines to use and explain
how to use them to find websites and information.

Suggest that things online are not always true and recognise what to check for.
Explain why keywords are important and what TASK stands for, using these
strategies to search effectively.

Recognise the terms ‘copyright’ and ‘fair use’ and combine text and images in a
poster.

Make parallels between book searching and internet searching, explaining the role of
web crawlers and recognising that results are rated to decide rank

Discussing their own experiences of
using search engines

Using search engines in their
learning in other subjects
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Creating Media: Stop Motion Animation

Create a toy with simple images and a single movement.

Create a short stop motion with small changes between images.

Think of a simple story idea for their animation and then decompose it into smaller
parts to create a storyboard with simple characters.

Make small changes to the models to ensure a smooth animation and delete
unnecessary frames.

Add effects such as extending parts and titles.

Provide helpful feedback to other groups about their animations

Making a storyboard/character that
is personal to themselves

Watch examples of Wallace and
Gromit

Programming: Music

Iterate ideas, testing and changing throughout the lesson. Explain what the basic
commands do.

Explain how their program links to the theme. Include a loop in their work. Correct
their own simple mistakes.

Explain their scene in the story. Link musical concepts to their scene. Include a
repeat and explain its function to enhance music.

Code a piece of music that combines a variety of structures. Use loops in their
programming.

Recognise that programming music is a way to apply their skills

Children use their own personal
music tastes or their favourite music
to support and inspire their ideas

Data Handling: Mars Rover

Identify some types of data the Mars Rover could collect (for example, photos).
Explain how the Mars Rover transmits the data back to Earth and the challenges
involved.

Read any number in binary, up to eight bits.

Identify input, processing and output on the Mars Rovers.

Read binary numbers and grasp the concept of binary addition.

Relate binary signals (Boolean) to a simple character-based language, ASCI|




