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Bumblebee Class – Cycle A
	Title 
	Online Safety (Yr 1)

	Overview
	Children learn that technology should be used safely, respectfully and responsibly. They identify personal information, understand when it should remain private, recognise trusted adults and practice what to do if something online makes them feel worried or uncomfortable.

	Vocabulary 
	online, internet, safe, private, personal information, password, trusted adult, permission, kind, report

	Key Learning Objectives 
	• Identify examples of personal information.
• Explain why some information should not be shared online.
• Recognise the importance of passwords and keeping them private.
• Describe how to behave kindly and respectfully when using technology.
• Know to stop, close the device and tell a trusted adult when something feels wrong.

	Suggested Learning Experiences 
	• Sort information into ‘safe to share’ and ‘keep private’.
• Use age-appropriate stories or scenarios to discuss online choices.
• Create a trusted-adult handprint or support network.
• Role-play what to do after seeing an upsetting pop-up.
• Design a simple class online-safety agreement.



	Title 
	Using a Computer (Yr R)

	Overview
	Children investigate the main parts of a computer and learn how a keyboard and mouse are used to control it. They develop confidence with logging in, selecting tools and completing simple tasks, while learning to handle equipment carefully and purposefully.

	Vocabulary 
	computer, monitor, keyboard, mouse, cursor, click, drag, type, log in, log out

	Key Learning Objectives 
	• Identify and name the main parts of a computer.
• Explain that a mouse and keyboard are input devices used to control a computer.
• Move a cursor, click, drag and select objects with increasing control.
• Use a keyboard to enter simple letters or words.
• Log in and out with support and follow agreed rules for using equipment safely.

	Suggested Learning Experiences 
	• Explore a real or unplugged computer-parts sorting activity.
• Practise mouse control through drawing, matching and drag-and-drop games.
• Type names or a short caption using a keyboard.
• Follow a visual sequence for logging in and logging out.
• Create a class poster showing how to care for computers.



	Title 
	Algorithms Unplugged (Yr 1)

	Overview
	Children learn that an algorithm is a clear, ordered set of instructions. Through practical and unplugged activities, they follow, create and improve sequences, predict what will happen and identify errors when instructions are unclear or in the wrong order.

	Vocabulary 
	algorithm, instruction, sequence, order, precise, command, predict, error, debug, program

	Key Learning Objectives 
	• Explain that an algorithm is a set of instructions used to complete a task.
• Follow a sequence of instructions in the correct order.
• Give clear and precise instructions to another person.
• Predict the outcome of a simple algorithm.
• Identify and correct errors in an instruction sequence.

	Suggested Learning Experiences 
	• Direct a partner around a simple floor route.
• Sequence picture cards for familiar routines such as getting dressed or making a sandwich.
• Test deliberately unclear instructions and discuss what went wrong.
• Create an algorithm for drawing a simple picture.
• Swap algorithms with another group and debug them.



	Title 
	Exploring Hardware (Yr R)

	Overview
	Children investigate a range of hardware and consider the purpose of different devices. They learn to operate a camera, take photographs and make choices about what to capture, helping them recognise that digital devices can be used to create and record information.

	Vocabulary 
	hardware, device, camera, button, screen, photograph, image, capture, review, technology

	Key Learning Objectives 
	• Recognise that hardware means the physical parts of a computer or digital device.
• Identify familiar pieces of hardware and discuss what they are used for.
• Operate a simple digital camera or tablet camera safely.
• Frame and capture a photograph for a clear purpose.
• Review photographs and select an image that meets a simple brief.

	Suggested Learning Experiences 
	• Investigate a hardware ‘tinker tray’ containing safe, familiar devices.
• Match devices to their purposes in school and at home.
• Take photographs of shapes, colours or signs around the classroom.
• Create a photographic walk or class album.
• Discuss which photographs are clear and why.



	Title 
	Programming Bee-Bots (Yr 1)

	Overview
	Children explore how a Bee-Bot responds to individual commands and then combine commands into sequences. They plan routes, make predictions, test programs and debug errors, building an early understanding of how algorithms are turned into programs.

	Vocabulary 
	Bee-Bot, command, forwards, backwards, left, right, turn, sequence, program, debug

	Key Learning Objectives 
	• Identify and use the main Bee-Bot controls.
• Create a short sequence of commands to move a Bee-Bot.
• Predict where the Bee-Bot will finish before running a program.
• Explain that commands must be entered in the correct order.
• Find and correct an error in a route or program.

	Suggested Learning Experiences 
	• Explore each Bee-Bot button and describe its effect.
• Program routes between pictures on a floor mat.
• Plan a route using arrow cards before entering commands.
• Create and solve Bee-Bot challenges for a partner.
• Debug a route that contains a deliberate mistake.



	Title 
	Introduction to Data (Yr R) 

	Overview
	Children learn that information can be sorted and organised in different ways. They classify objects using simple properties, answer yes/no questions, contribute to branching diagrams and represent class information using pictograms.

	Vocabulary 
	data, information, sort, group, category, property, same, different, pictogram, branching database

	Key Learning Objectives 
	• Sort objects into groups using a chosen property.
• Explain the rule used to organise a collection.
• Ask and answer simple yes/no questions to identify an object.
• Contribute information to a simple branching diagram.
• Create and interpret a pictogram using class data.

	Suggested Learning Experiences 
	• Sort physical objects such as toys, natural materials or shapes.
• Play ‘Guess my object’ using yes/no questions.
• Build a human branching database using hoops and question cards.
• Collect class preference data and create a physical pictogram.
• Answer questions such as most, least and how many from the pictogram.



	Title 
	Introduction to Data (Yr 1) 

	Overview
	Children explore how information can be collected, grouped and represented digitally. They learn how to sort objects using different criteria, organise data into groups and answer questions using simple pictograms. Throughout the unit, children develop an understanding that data can help us answer questions and make comparisons. They will collect their own data, represent it in different ways and interpret what the information tells them.

	Vocabulary 
	data, information, group, sort, category, criteria, pictogram, tally, chart, graph, compare, most, least, same, different, represent, organise

	Key Learning Objectives 
	· Understand that data is information collected to answer questions. 
· Sort and group objects using different criteria. 
· Collect and organise data accurately. 
· Represent data using simple pictograms and charts. 
· Interpret information presented in a pictogram. 
· Answer questions using collected data. 
· Compare groups using mathematical language such as most, least, more and fewer. 
· Explain what the data shows. 
· Recognise that data can be used to make decisions and solve simple problems.

	Suggested Learning Experiences 
	· Sort classroom objects using different criteria such as colour, shape or size. 
· Carry out simple class surveys (e.g. favourite fruit, pets or transport to school). 
· Use tally charts to collect information. 
· Create pictograms using physical objects before moving to digital pictograms. 
· Interpret pictograms by asking and answering questions. 
· Compare two sets of data and discuss similarities and differences. 
· Collect data outdoors (e.g. types of leaves, mini-beasts or weather observations). 
· Create a class pictogram using computing software and explain what it shows. 
· Use data to make simple decisions, for example choosing the most popular class reward or favourite story.



Bumblebee Class – Cycle B
	Title 
	Online Safety  (Yr 1)

	Overview
	Children learn that technology should be used safely, respectfully and responsibly. They identify personal information, understand when it should remain private, recognise trusted adults and practice what to do if something online makes them feel worried or uncomfortable.

	Vocabulary 
	online, internet, safe, private, personal information, password, trusted adult, permission, kind, report

	Key Learning Objectives 
	• Identify examples of personal information.
• Explain why some information should not be shared online.
• Recognise the importance of passwords and keeping them private.
• Describe how to behave kindly and respectfully when using technology.
• Know to stop, close the device and tell a trusted adult when something feels wrong.

	Suggested Learning Experiences 
	• Sort information into ‘safe to share’ and ‘keep private’.
• Use age-appropriate stories or scenarios to discuss online choices.
• Create a trusted-adult handprint or support network.
• Role-play what to do after seeing an upsetting pop-up.
• Design a simple class online-safety agreement.




	Title 
	Improving Mouse Skills (Yr 1)

	Overview
	Children develop accuracy and control when using a mouse or trackpad. They learn to click, double-click, drag and drop, select tools and use digital drawing software to create a purposeful image.

	Vocabulary 
	mouse, trackpad, cursor, click, double-click, drag, drop, select, tool, undo

	Key Learning Objectives 
	• Move the cursor accurately to a chosen point on screen.
• Click, double-click and drag objects with increasing control.
• Select and change tools in a simple program.
• Use undo to correct an unwanted action.
• Create and save a simple digital picture for a purpose.

	Suggested Learning Experiences 
	• Complete mouse-control obstacle courses and matching games.
• Use drag-and-drop activities to sort or assemble images.
• Experiment with brush, shape, fill and eraser tools.
• Recreate a simple picture from a model.
• Create and save a digital self-portrait or seasonal image.




	Title 
	All About Instructions (Yr R)

	Overview
	Children develop an understanding of how to receive and give instructions. They learn that instructions need to be clear, ordered and precise, and begin to use logical reasoning to predict outcomes and identify mistakes.

	Vocabulary 
	instruction, listen, follow, give, order, clear, precise, prediction, mistake, debug

	Key Learning Objectives 
	• Follow one-step and multi-step instructions.
• Give a simple instruction that another person can follow.
• Order instructions for a familiar routine.
• Recognise when an instruction is unclear or missing.
• Predict what will happen when a sequence is followed.

	Suggested Learning Experiences 
	• Play listening games involving movement instructions.
• Give instructions for dressing a toy or completing a classroom task.
• Sequence handwashing or snack-making picture cards.
• Follow a deliberately muddled sequence and debug it.
• Create an instruction trail for another group.



	Title 
	Rocket to the Moon (Yr 1)

	Overview
	Children apply a range of basic computing skills to complete a themed project. They use a mouse and keyboard, organise information, create digital content and make choices about suitable tools while planning an imaginary journey to the moon.

	Vocabulary 
	keyboard, mouse, text, image, digital, list, record, save, open, purpose

	Key Learning Objectives 
	• Use a mouse and keyboard to create simple digital content.
• Enter and edit short pieces of text.
• Select suitable images or symbols for a task.
• Organise information in a simple list or plan.
• Save, reopen and improve work with support.

	Suggested Learning Experiences 
	• Create a digital packing list for a moon mission.
• Design a rocket using shape or drawing tools.
• Record a short voice message from space.
• Label a moon picture using text boxes.
• Combine the finished work into a class mission display.



	Title 
	Programming Bee-Bots  (Yr R)

	Overview
	Children explore simple programming by experimenting with a Bee-Bot or Blue-Bot. They investigate how the hardware responds to commands, use positional language and begin to plan and test short routes.

	Vocabulary 
	Bee-Bot, button, command, move, forwards, backwards, turn, route, start, clear

	Key Learning Objectives 
	• Explore what each Bee-Bot button does.
• Use positional and directional language when describing movement.
• Enter one or more commands and observe the outcome.
• Plan a short route to a chosen destination.
• Clear and re-enter commands when a route does not work.

	Suggested Learning Experiences 
	• Tinker freely with Bee-Bots to investigate controls.
• Move a Bee-Bot to named classroom pictures or story characters.
• Use arrow cards to represent a planned route.
• Predict and check the finishing position.
• Work with a partner to correct a route.



	Title 
	Digital Imagery (Yr 1)

	Overview
	Children learn that photographs and digital images can be created, selected and changed. They take purposeful photographs, consider framing and composition, import or arrange images and use simple editing tools to create a final piece.

	Vocabulary 
	digital image, photograph, camera, frame, focus, crop, edit, filter, import, composition

	Key Learning Objectives 
	• Take a clear photograph for a stated purpose.
• Consider what should be included within the frame.
• Select the most suitable image from a small collection.
• Use simple tools to crop, resize, position or edit an image.
• Explain how editing has changed the original image.

	Suggested Learning Experiences 
	• Take close-up photographs of natural or classroom objects.
• Compare well-framed and poorly framed examples.
• Create a digital collage using imported photographs.
• Add a simple filter, crop or adjustment and compare versions.
• Produce an image for a class poster or topic page.



Hedgehog Class – Cycle A
	Title 
	Online Safety (Yr 3) 

	Overview
	Children extend their understanding of online safety by exploring the difference between fact, opinion and belief, privacy settings, upsetting content, personal information and age restrictions. They learn practical strategies for managing problems and seeking help.

	Vocabulary 
	fact, opinion, belief, privacy setting, personal information, content, report, block, age restriction, digital footprint

	Key Learning Objectives 
	• Distinguish between a fact, an opinion and a belief online.
• Explain how privacy settings can reduce risk but do not make sharing completely private.
• Identify personal information and make safe decisions about sharing.
• Describe actions to take when online content causes upset.
• Explain why platforms have rules and age restrictions.

	Suggested Learning Experiences 
	• Sort example posts into fact, opinion and belief.
• Explore mock privacy-setting choices and discuss consequences.
• Respond to scenario cards involving upsetting content.
• Create advice for protecting personal information.
• Design a child-friendly guide to platform rules and reporting.



	Title 
	What is a Computer? (Yr 2) 

	Overview
	Children explore the different components of a computer and consider how inputs and outputs work together. They identify examples of computers in everyday objects and design a device that uses appropriate inputs, processing and outputs.

	Vocabulary 
	computer, hardware, input, output, device, screen, keyboard, mouse, processor, technology

	Key Learning Objectives 
	• Identify common computer hardware and explain its purpose.
• Distinguish between input and output devices.
• Explain that a computer receives information, processes it and produces an output.
• Recognise computers embedded in familiar objects.
• Design a simple computer system for a stated purpose.

	Suggested Learning Experiences 
	• Sort hardware into input and output groups.
• Role-play the input-process-output cycle.
• Investigate devices around school and identify their computing components.
• Take apart or examine an old keyboard safely.
• Design and label a computer-controlled invention.



	Title 
	Scratch (Yr 3)

	Overview
	Children explore Scratch by programming an animation. They learn key coding concepts, create sequences and events, test and debug their work and remix an existing project before evaluating the effectiveness of their final animation.

	Vocabulary 
	Scratch, sprite, stage, block, script, event, sequence, loop, remix, debug

	Key Learning Objectives 
	• Navigate the Scratch interface and identify sprites, stage and code blocks.
• Use events and sequences to control a sprite.
• Predict the outcome of a short script.
• Modify and remix an existing animation.
• Test, debug and evaluate a program against success criteria.

	Suggested Learning Experiences 
	• Tinker with movement, looks and sound blocks.
• Create a short animated conversation.
• Plan changes to an existing Scratch project.
• Remix an animation by changing sprites, backdrop and code.
• Peer-review projects and debug identified problems.



	Title 
	Word Processing (Yr 2)

	Overview
	Children learn to create and edit digital text using word-processing software. They develop keyboard skills, use formatting tools, add images and make choices about layout so that a document is clear and suitable for its audience.

	Vocabulary 
	word processor, document, keyboard, cursor, font, format, bold, underline, align, save

	Key Learning Objectives 
	• Enter text using a keyboard with increasing fluency.
• Use backspace, delete, shift and space appropriately.
• Select and format text using font, size and emphasis tools.
• Insert and position an image within a document.
• Save, reopen and improve a document for a clear purpose.

	Suggested Learning Experiences 
	• Type and format a short poem or fact file.
• Correct deliberate spelling, spacing and punctuation errors.
• Compare different fonts and discuss suitability.
• Create a poster containing a heading, text and image.
• Use peer feedback to improve the layout.



	Title 
	Video Trailers  (Yr 3)

	Overview
	Children plan, film and edit a book or story trailer. They consider audience and purpose, organise scenes using a storyboard, capture suitable footage and combine clips, text, sound and transitions to communicate an engaging message.

	Vocabulary 
	video, trailer, storyboard, shot, scene, clip, record, edit, transition, audience

	Key Learning Objectives 
	• Explain the purpose and common features of a trailer.
• Create a storyboard that sequences shots and text.
• Capture steady and purposeful video footage.
• Trim and arrange clips in a logical order.
• Add text, transitions or sound and evaluate the finished video.

	Suggested Learning Experiences 
	• Analyse age-appropriate film or book trailers.
• Storyboard a trailer for a class text.
• Practise camera angles, framing and steady filming.
• Edit clips and add title cards or transitions.
• Hold a class premiere followed by peer evaluation.



	Title 
	International Space Station (Yr 2)

	Overview
	Children explore how data is collected, recorded and used on the International Space Station. They gather and organise information, use tables or simple digital tools to compare results and draw conclusions from data.

	Vocabulary 
	data, record, table, compare, temperature, experiment, sensor, information, results, conclusion

	Key Learning Objectives 
	• Explain why astronauts and scientists collect data.
• Record observations accurately in a table.
• Sort and compare data using appropriate headings.
• Use data to answer questions and identify patterns.
• Present findings clearly and draw a simple conclusion.

	Suggested Learning Experiences 
	• Pack a virtual ‘space bag’ by sorting essential and non-essential items.
• Record and compare temperature data.
• Carry out a simple insulation or materials investigation.
• Create a table or graph of class results.
• Use evidence to decide which conditions might support life.






Hedgehog class (Year 2/3) – Cycle B
	Title 
	Online safety (Yr 2)

	Overview
	Children consider what happens when information is posted online, how digital belongings and accounts can be protected, the importance of consent and choice and how to question whether online information is true

	Vocabulary 
	post, share, online, password, account, permission, consent, private, trust, reliable

	Key Learning Objectives 
	• Explain that online posts may be copied, shared or remain available.
• Use strong password habits and keep login details private.
• Ask permission before sharing another person’s image or work.
• Recognise that people can make different choices about online participation.
• Question whether online information is true and seek adult support.

	Suggested Learning Experiences 
	• Trace how a pretend post could be passed from person to person.
• Create password-strength examples without using real passwords.
• Discuss scenarios about photos, permission and consent.
• Sort information into likely true, uncertain and false.
• Make an online-safety comic showing a safe response.



	Title 
	Networks and the internet (Yr 3)

	Overview
	Children develop an understanding of computer networks by learning how devices communicate and share information. They investigate network components, follow the journey of a file and learn how routers, websites and packets help data travel.

	Vocabulary 
	network, device, server, router, website, internet, data, packet, connection, wireless

	Key Learning Objectives 
	• Explain that a network connects two or more devices.
• Identify basic network components and their roles.
• Describe how a file can travel across a network.
• Explain in simple terms how a website is stored and accessed.
• Understand that data may be broken into packets and reassembled.

	Suggested Learning Experiences 
	• Create a human network using message cards.
• Sequence the journey of a file from one device to another.
• Build a physical model of a router and connected devices.
• Role-play packets taking different routes.
• Draw and label the school network at an age-appropriate level.



	Title 
	Algorithms and debugging (Yr 2)

	Overview
	Children develop their understanding of algorithms by creating, following and comparing instructions. They use decomposition, repetition and logical reasoning to identify bugs, improve efficiency and create programs that achieve a specific goal.

	Vocabulary 
	algorithm, program, sequence, decompose, repeat, loop, bug, debug, predict, efficient

	Key Learning Objectives 
	• Create a precise algorithm for a simple task.
• Break a problem into smaller, manageable steps.
• Use repetition where instructions recur.
• Predict the outcome of an algorithm or simple program.
• Identify, explain and correct bugs

	Suggested Learning Experiences 
	• Write instructions for navigating a grid or maze.
• Compare a long algorithm with one using repetition.
• Debug sets of muddled or incomplete instructions.
• Create a paper-based program for a partner to follow.
• Improve an algorithm so it uses fewer unnecessary steps.



	Title 
	Emailing (Yr 3)

	Overview
	Children learn how digital technology can be used to communicate. They compose and send appropriate emails, add attachments, use courteous language and recognise features of suspicious or fake messages.

	Vocabulary 
	email, inbox, recipient, subject, compose, send, reply, attachment, address, spam

	Key Learning Objectives 
	• Explain how email differs from face-to-face communication.
• Compose an email with an appropriate recipient, subject and message.
• Send, receive and reply to an email within a safe simulated environment.
• Attach a suitable file to a message.
• Recognise warning signs of fake or suspicious emails and know how to report them

	Suggested Learning Experiences 
	• Compare different methods of communication.
• Write and send messages within a closed classroom system.
• Practise adding an attachment and checking it is correct.
• Improve examples of unclear or impolite emails.
• Investigate fake-email clues and create a safety checklist.



	Title 
	Stop motion  (Yr 2)

	Overview
	Children learn that animation is created by showing a sequence of images with small changes between each frame. They plan a short story, capture frames carefully and use stop-motion software to create and review an animation.

	Vocabulary 
	animation, stop motion, frame, sequence, image, onion skinning, capture, playback, edit, storyboard

	Key Learning Objectives 
	• Explain how still images can create the illusion of movement.
• Plan a simple animation using a storyboard.
• Make small, controlled changes between frames.
• Capture a sequence while keeping the camera stable.
• Play back, edit and evaluate an animation.

	Suggested Learning Experiences 
	• Make a flipbook or human animation to demonstrate frames.
• Plan a simple story using toys or modelling materials.
• Use a tablet or camera to capture a stop-motion sequence.
• Add a title or simple sound where appropriate.
• Review the animation and identify ways to make movement smoother.



	Title 
	Comparison-card databases (Yr 3)

	Overview
	Children explore records, fields and data by creating and using a comparison-card database. They learn to sort and filter information, choose appropriate fields and use the database to answer questions and support decisions.

	Vocabulary 
	database, record, field, data, sort, filter, value, compare, search, criteria

	Key Learning Objectives 
	• Explain the difference between a record and a field.
• Enter data consistently into a simple database.
• Sort records according to a chosen field.
• Filter data using one or more criteria.
• Use database evidence to answer questions or make a recommendation.

	Suggested Learning Experiences 
	• Create paper comparison cards for animals, places or books.
• Race a manual search against a digital database.
• Sort and filter data using different criteria.
• Choose suitable fields for a class database.
• Use the completed database to plan a holiday or recommend an option.








Barn Owls Class (Year 4/5) – Cycle A
	Title 
	Online Safety (Yr 5)

	Overview
	Children investigate online communication, privacy, reputation, bullying and the impact technology can have on health and wellbeing. They consider how online choices affect themselves and others and practise strategies for protecting accounts and seeking help.

	Vocabulary 
	privacy, communication, reputation, digital footprint, cyberbullying, block, report, wellbeing, screen time, security

	Key Learning Objectives 
	• Use appropriate strategies to protect accounts and personal information.
• Explain how online communication can be misunderstood.
• Recognise how posts and interactions contribute to an online reputation.
• Respond appropriately to online bullying and know reporting routes.
• Evaluate the effect of technology use on physical and emotional wellbeing.

	Suggested Learning Experiences 
	• Audit fictional privacy settings and recommend improvements.
• Rewrite ambiguous online messages to make tone clearer.
• Create a positive digital-footprint timeline.
• Respond to cyberbullying scenarios using block, report and tell strategies.
• Keep and analyse a balanced technology-use diary.



	Title 
	Collaborative learning  (Yr 4)

	Overview
	Children develop collaborative working skills by using online tools to create and share digital content. They learn how to contribute responsibly, suggest and resolve changes, gather information through forms and use shared spreadsheets to organise and analyse responses.

	Vocabulary 
	collaborate, shared document, comment, resolve, edit, version, form, response, spreadsheet, conditional formatting

	Key Learning Objectives 
	• Explain the benefits and challenges of working collaboratively online.
• Contribute thoughtfully to a shared document.
• Use comments to suggest changes and resolve feedback appropriately.
• Create an online form using suitable question types.
• Export and analyse responses in a shared spreadsheet.

	Suggested Learning Experiences 
	• Agree class protocols for collaborative work.
• Co-author a document and use comments for feedback.
• Create a shared slide presentation with consistent design.
• Design a survey using different question types.
• Analyse survey responses using totals, averages or conditional formatting.



	Title 
	Programming music  (Yr 5)

	Overview
	Children apply programming concepts to create digital sounds, rhythms and melodies. They use sequence and repetition, modify code and evaluate how changes to algorithms affect the musical output.

	Vocabulary 
	code, sequence, loop, repeat, sample, sound, rhythm, tempo, melody, live coding

	Key Learning Objectives 
	• Explain how code can be used to generate music.
• Create a sequence of commands that produces a planned rhythm or melody.
• Use repetition to make code more efficient.
• Modify parameters such as pitch, duration or tempo.
• Test, debug and evaluate a coded musical composition.

	Suggested Learning Experiences 
	• Investigate pre-written music code and predict its output.
• Create a short rhythm using coded sound samples.
• Use loops to repeat patterns.
• Remix a piece by changing tempo, pitch or samples.
• Hold a ‘battle of the bands’ and evaluate code as well as musical impact.



	Title 
	 Website design (Yr 4)

	Overview
	Children explore how websites and webpages are organised and created. They develop research and word-processing skills, plan for an audience and use a website-building tool to combine text, images, video and hyperlinks.

	Vocabulary 
	website, webpage, homepage, navigation, hyperlink, layout, embed, content, audience, copyright

	Key Learning Objectives 
	• Identify common features of effective websites.
• Explain the difference between a website and a webpage.
• Plan a clear structure and navigation system for an intended audience.
• Create webpages containing appropriately formatted text and media.
• Add links and evaluate usability, accuracy and visual design.

	Suggested Learning Experiences 
	• Review websites using agreed success criteria.
• Create a book-review or topic webpage.
• Practise embedding images or video and adding hyperlinks.
• Plan a small multi-page website on paper.
• Build, test and peer-review the finished website.



	Title 
	Mars Rover 1 (Yr 5)

	Overview
	Children explore how the Mars Rover collects, stores and transmits data. They learn that computers represent information using binary, investigate how messages travel across vast distances and use data to make scientific interpretations.

	Vocabulary 
	Mars Rover, data, binary, bit, byte, transmit, signal, sensor, ASCII, communication

	Key Learning Objectives 
	• Explain how a rover uses sensors to collect data.
• Describe why data needs to be stored and transmitted.
• Represent simple information using binary patterns.
• Explain how text or images can be encoded digitally.
• Interpret transmitted data and identify possible sources of error

	Suggested Learning Experiences 
	• Investigate the instruments and sensors on a Mars Rover.
• Encode and decode short binary messages.
• Model data transmission between Mars and Earth.
• Compare analogue and digital representations.
• Use a supplied data set to make conclusions about conditions on Mars.



	Title 
	Computational thinking (Yr 4)

	Overview
	Children develop computational thinking through decomposition, pattern recognition, abstraction and algorithm design. They apply these approaches to plugged and unplugged problems and evaluate which strategies make a solution clearer or more efficient.

	Vocabulary 
	computational thinking, decomposition, pattern recognition, abstraction, algorithm, problem, solution, efficient, evaluate, generalise

	Key Learning Objectives 
	• Define decomposition, pattern recognition, abstraction and algorithm design.
• Break a complex problem into smaller parts.
• Identify patterns that can help solve related problems.
• Remove unnecessary detail while retaining essential information.
• Design and evaluate an algorithm for a real or digital task

	Suggested Learning Experiences 
	• Decompose the organisation of a school event or familiar routine.
• Find patterns in sequences, images or code.
• Create an abstract map containing only essential features.
• Design algorithms for drawing shapes or solving puzzles.
• Complete a mixed challenge and identify which thinking skills were used.



Barn Owls Class (Year 4/5) – Cycle B
	Title 
	Online safety (Yr 4)

	Overview
	Children strengthen their online research and safety skills. They examine how search results and advertising influence users, distinguish fact, opinion and belief, consider automated bots and reflect on whether their use of technology is balanced.

	Vocabulary 
	search result, advertising, persuasion, fact, opinion, belief, bot, algorithm, influence, technology balance

	Key Learning Objectives 
	• Explain that search results and advertisements may be selected to influence users.
• Recognise persuasive techniques used online.
• Distinguish fact, opinion and belief when evaluating information.
• Explain what an automated bot is and identify possible uses or risks.
• Evaluate personal technology use and suggest balanced choices.

	Suggested Learning Experiences 
	• Compare organic search results with advertisements.
• Analyse persuasive design on shopping or gaming examples.
• Classify online statements as fact, opinion or belief.
• Investigate simple examples of bots and automated responses.
• Create and review a personal technology timetable.




	Title 
	Search engines (Yr 5)

	Overview
	Children investigate how search engines work and develop effective searching skills. They learn about web crawlers, indexing and ranking, refine search terms and evaluate results for relevance, reliability and possible bias.

	Vocabulary 
	search engine, keyword, web crawler, index, rank, result, relevance, reliability, bias, source

	Key Learning Objectives 
	• Explain in simple terms how search engines crawl, index and rank webpages.
• Choose precise keywords and search phrases.
• Use search features to refine results.
• Evaluate a webpage for relevance, accuracy and reliability.
• Recognise that ranking does not guarantee truth or quality.

	Suggested Learning Experiences 
	• Role-play a search engine crawling and indexing classroom information.
• Compare broad and precise search terms.
• Complete timed research using search refinements.
• Apply a reliability checklist to contrasting webpages.
• Create an effective-searching guide for younger pupils.



	Title 
	Further coding with Scratch  (Yr 4)

	Overview
	Children design and program a Scratch game using variables, sensors and conditional statements. They plan outcomes, create and test code, identify bugs and evaluate how effectively the finished program meets its purpose

	Vocabulary 
	variable, condition, if statement, sensor, event, operator, sprite, algorithm, debug, game

	Key Learning Objectives 
	• Explain how a variable stores information that can change.
• Use conditions and sensors to control outcomes.
• Plan a game using an annotated algorithm or storyboard.
• Program interactions using events, variables and if statements.
• Test, debug and evaluate a game against success criteria.

	Suggested Learning Experiences 
	• Explore and modify code containing variables and conditions.
• Create a simple score or timer variable.
• Plan a game with a clear objective and rules.
• Program and debug the game in Scratch.
• Invite users to test it and improve the program from feedback.



	Title 
	Stop-motion animation (Yr 5)

	Overview
	Children explore the principles of animation before planning and producing a stop-motion project. They make careful decisions about movement, framing, lighting and editing, then review how successfully the final animation communicates its intended story.

	Vocabulary 
	animation, frame rate, stop motion, storyboard, onion skinning, continuity, lighting, tripod, edit, export

	Key Learning Objectives 
	• Explain how frame rate and small movements affect animation quality.
• Plan an animation using a detailed storyboard.
• Maintain consistent framing, lighting and scale.
• Capture sufficient frames to create smooth movement.
• Edit, export and evaluate a completed stop-motion film.

	Suggested Learning Experiences 
	• Analyse professional and pupil-made animations.
• Experiment with frame rate and movement size.
• Create a storyboard, set and characters.
• Film using a fixed camera and controlled lighting.
• Edit titles or sound and screen the final work for evaluation.



	Title 
	Investigating weather (Yr 4)

	Overview
	Children investigate how weather data is gathered, recorded and used to create forecasts. They research online data, organise information in spreadsheets, design weather stations and consider how sensors and selection can automate responses.

	Vocabulary 
	weather, forecast, sensor, data logger, spreadsheet, temperature, humidity, satellite, automated, selection

	Key Learning Objectives 
	• Search efficiently for reliable weather data and record it accurately.
• Explain how sensors collect different types of weather data.
• Design a weather station with suitable instruments and units.
• Describe how an automated system can use selection to respond to sensor data.
• Present a weather forecast using organised evidence.

	Suggested Learning Experiences 
	• Compare live weather data for different cities.
• Design and label a digital weather station.
• Create a spreadsheet of forecasts or recorded measurements.
• Plan an automated response to extreme conditions.
• Produce and record a weather forecast video.



	Title 
	BBC micro:bit  (Yr 5)

	Overview
	Children learn to program the BBC micro:bit through interactive projects using LED displays, inputs, variables, conditions and sensors. They predict outcomes, create algorithms, debug code and evaluate how physical hardware responds to programs.

	Vocabulary 
	micro:bit, MakeCode, input, output, LED, variable, condition, sensor, accelerometer, debug cro

	Key Learning Objectives 
	• Explore and test programs on a micro:bit.
• Predict how code will behave before running it.
• Create an animation using the LED display.
• Use buttons, variables and conditions in an interactive program.
• Use sensor data in a program and test, debug and evaluate the result.

	Suggested Learning Experiences 
	• Tinker with starter programs and identify inputs and outputs.
• Program an LED animation or scrolling message.
• Create a polling or voting program.
• Build a pedometer or sensor-responsive project.
• Design a scoreboard or weather checker and improve it through testing.



Otter Class (Year 6)  
	Title 
	Online safety

	Overview
	Children examine online safety and wellbeing in preparation for secondary school. They consider how interactions, sharing, consent and digital behaviour can affect emotions and reputation, and develop practical strategies for responding to pressure, harmful content and concerns.

	Vocabulary 
	consent, online relationship, reputation, digital footprint, pressure, inappropriate content, report, block, wellbeing, support

	Key Learning Objectives 
	• Explain how online actions can affect emotions, relationships and reputation.
• Apply the principle of consent to sharing images, messages and information.
• Recognise pressure, manipulation and unsafe requests online.
• Use appropriate blocking, reporting and evidence-preservation strategies.
• Identify trusted sources of help and make responsible choices about online wellbeing

	Suggested Learning Experiences 
	• Analyse realistic transition-to-secondary online scenarios.
• Create a consent decision tree for sharing content.
• Discuss how posts contribute to a lasting digital reputation.
• Practise responding to pressure and reporting concerns.
• Produce a Year 6 online-safety guide for younger pupils.



	Title 
	Bletchley Park and the history of computers  

	Overview
	Children investigate secret codes, secure passwords and code-breaking at Bletchley Park while exploring key figures and developments in the history of computing. They consider how computers have changed and design ideas for future technology.

	Vocabulary 
	cipher, code, encryption, decryption, brute force, password, Bletchley Park, computer, innovation, cybersecurity

	Key Learning Objectives 
	• Encode and decode messages using a simple cipher.
• Explain how strong passwords reduce the risk of brute-force attacks.
• Describe the significance of Bletchley Park and selected computing pioneers.
• Compare computers from different periods and identify major developments.
• Design and communicate an idea for a computer of the future

	Suggested Learning Experiences 
	• Create and crack substitution or Caesar ciphers.
• Investigate password strength through safe simulated examples.
• Research a key figure such as Alan Turing or Ada Lovelace.
• Build a timeline of computer development.
• Produce an audio advert for a future computer.



	Title 
	Exploring Python  

	Overview
	Children move from block-based coding towards text-based programming. They explore syntax, write and modify Python commands, use loops and nested repetition and develop systematic approaches to finding and correcting syntax and logic errors.

	Vocabulary 
	Python, text-based programming, syntax, command, loop, nested loop, variable, output, logic error, debug

	Key Learning Objectives 
	• Explain key differences between block-based and text-based programming.
• Write correctly structured Python commands using appropriate syntax.
• Use loops and nested loops to create repeated outcomes.
• Modify existing code to produce a planned result.
• Identify and correct syntax and logic errors.

	Suggested Learning Experiences 
	• Translate familiar block code into text commands.
• Experiment with simple print, movement or drawing commands.
• Create repeated geometric patterns using loops.
• Remix an existing Python program.
• Complete debugging challenges containing different error types.



	Title 
	Big Data 1  

	Overview
	Children explore how data is transmitted and used in everyday technologies. They investigate barcodes, QR codes, infrared communication and RFID systems, considering how information is encoded, collected and used in transport and other real-world contexts.

	Vocabulary 
	big data, barcode, QR code, infrared, RFID, transmit, encode, database, reader, tracking

	Key Learning Objectives 
	• Explain how barcodes and QR codes represent and link to information.
• Describe how data can be transmitted using infrared signals.
• Explain the purpose of RFID tags and readers.
• Compare different methods of identifying and tracking objects.
• Evaluate benefits and risks associated with collecting transport or location data

	Suggested Learning Experiences 
	• Decode and create simple barcode or QR-style patterns.
• Model infrared data transmission using agreed signals.
• Investigate examples of RFID in shops, libraries or travel cards.
• Design a data-tracking system for a practical context.
• Analyse a transport-data scenario and discuss privacy implications.



	Title 
	Computing Systems and Networks – Artificial Intelligence (AI)  

	Overview
	This unit introduces children to artificial intelligence (AI). Pupils explore how AI learns from data, recognises patterns and supports decision-making. They investigate real-world applications of AI, consider its benefits and limitations, and develop an understanding of bias, ethics and responsible use.

	Vocabulary 
	Artificial Intelligence (AI), algorithm, machine learning, data, training data, model, pattern recognition, prediction, chatbot, bias, ethics, automation, prompt, generative AI, reliable, misinformation

	Key Learning Objectives 
	• Understand what artificial intelligence (AI) is and identify examples in everyday life.
• Explain how AI systems learn by recognising patterns in data.
• Recognise that AI predictions depend on the quality of the data used to train them.
• Understand that AI can produce inaccurate or biased results.
• Evaluate AI-generated responses critically rather than assuming they are always correct.
• Discuss ethical issues including fairness, privacy and bias.
• Use AI responsibly to support learning.
• Explain the difference between human intelligence and artificial intelligence.
• Understand how prompts influence AI responses.

	Suggested Learning Experiences 
	• Create a class mind map showing where AI is used in everyday life.
• Train or explore a simple image-classification AI model.
• Compare AI-generated and human-written text.
• Investigate examples of AI bias and discuss why bias occurs.
• Explore how changing prompts changes AI responses.
• Check AI answers against trusted sources.
• Debate the benefits and risks of AI.
• Produce a balanced poster explaining responsible AI use



	Title 
	Inventing a product  

	Overview
	Children apply programming, design and digital-media skills to develop an electronic product. They identify a need, create and debug code, use computer-aided design and communicate their product through a website and video advert.

	Vocabulary 
	invention, prototype, microcontroller, algorithm, debug, CAD, user, website, advert, evaluate

	Key Learning Objectives 
	• Identify a user need and develop a clear product specification.
• Plan and program an electronic feature.
• Test and debug code systematically.
• Use CAD software to design a product or component.
• Create digital promotional content and evaluate the product against its specification.

	Suggested Learning Experiences 
	• Conduct user research and generate invention ideas.
• Create an annotated product design and algorithm.
• Build and test a coded prototype.
• Model the casing or component using CAD.
• Create a webpage and video advert before presenting to a panel.








image1.png




