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Follow the example of Jesus
Year | Year 2 Year 3 Year & Year 5 Year 6
Online - Childrerv canv log v | - To know how to - To know what - Childrery canv + To think critically + Identifyy benefits
to Purple Mashy using | refine searches using | makes o saffe explain, what o about the information | and, risks of mobile
- Childrery are - To know how to- keep passwords safe. | and how b relates to | both, about myself the: location of the
beginning to- demelop | share work and, the: consequences | identity theft: and; others. user/denvice, exg. apps
online. - To use digitals + To-understand how- | that they wouldnt upsel by something | and, risks of giving
+ Children carv log out | technology to- share, | the Intemet canbe | wanbto be intheir | that happens online. | personal, information
of Purple: Mash when | work on Purple Mash, | usedtohelpusto ) digital, footprint.  Childrery canvuse | ands dewice access to
they hawe finished: | to communicate and, | communicate - Childrer knows that | the SMART rules as | differents sofoware.
using i and know connech with others | ffectively. malware is software | @ source of guidance |+ To hamve o clear
why, that is locally, + To learrv aboub the that is specifically whenv online. idea of appropriate
important. - To-have some meaning of age designed, to- disrupt, | - To-know howto | online behariour and
understanding about orv digital medias and, access to- @ computer. passwords. themselves and
sharing more globally | devices. + Children, know- whats | - To be amare of | others from possible
orvthe Internet. @ computer wirus is appropriate and, online dangers,
- To understand, thab inappropriate text, bullying and
information pub photographs and inappropriate
online leaves as wideos and the behariour:
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Year | Year 2 Year 3 Year & Year 5 Year 6
C t - Copy arv example - To- understand what | - Children can - To designy and, wiite - Children can plar a
code. i meant by - home, | structure searchy @ programy thal program before
Science B e bottorn, and top rows | quentes to-locate | sumulotes @ physical, | coding to anticipate
. - Reminw code to- touch type the home, | - Children have used, | - Childrer canv will, be required, to-
Coding achieve @ particular | bottom, and top rows. | search to-answer o | explain howtheir | achiene the desired,
outcome. - I canv use two series of questions. program simulates a effect:
- Debugging. hands to type the - Children hare physical, system. - Children can follow
- Use printed, code letters orv the wnittery searchy + Childrery cary reflect through, plans to
snippets so-that keyyboard. questions for a friend, | uporv the create the programu
childrery canvt runvthes | - T can touch type to solve. effectiveness of their Childrery can debug
- Incude unplugged, | - I can touch type analyse the contents | - To remiew the use rury as expected:
activities and using muy right hand: | of @ web page for of number variables s g 6
‘expluinmgftask&ej.gz. dues about the in 2Code. and,
‘howe do- wariables - Childrerv cany create | credibility of the - To explore text, e the, code,
work?’ o desigr that information. wariables. bo tabs.
represents o - Childrerv can
sequential algorithm. explain what o
- Childrerv can use @ variable s irv
flowchart design to programming.




create the code.

- Childrerv can
explairy what; Object;
Action, Output,
Control and, Events
are iy compuber

Childxmoam@xplmm
what a variable is irv
- Childrerv carv

variables need to- be

- Childrerv can create
a variable v a

- Childrerv carv
set/change the
variable values

create a timer

- Childrerv can create
@ game which has a
- Childrerv can use
variables to- control
the objects in the

- Childrerv carv create

and, If/else




Year | Year 2 Year 3 Year 4 Year 5 Year 6
Iﬂ}O‘NY\/OhDﬁ/ To sort tems using | - Childrer - Childrery looks aby - Childrerv can - Children
o range of criteniax | understand what and, discussed; as review and analyse | understand how o
Ted\nd'o% -To sort ttems onv 2Sequence is and, variely of writhery @ computer game. blog can be used as
the ‘Grouping’ - Children use the fort size and type, | describe some of - Children
activities i Purple | different; sounds are tailored to- the | the elements that understand the key
Mash. withiry 2Sequence to purpose of the text. | make a successfuls features of a blog.
create o tune. - Children use text | game: - To- understand,
- Childrery Childrer explore formatting to-make | - Childrery carv begin | how to- wiite o blog.
understand what s | how to speed up @ pleces of witing fibs | the process of - To consider the
- Children hane - Children - Childrerv use - Childrerv can changing the visual
technology used i, | happens to- the tune map ideas for o for their game so- blog.
school, and, outs of when sounds are community that & fits with; the | - To- understand the
- Childrerv carv - Childrerv can regularly updating
change the volume upload, images or the content of o







