	                                                                                                                                 Computing

	How can we make a difference?

	Computing - How do we research, share and communicate information and use technology safely, effectively and creatively?


Those in BOLD are taken from the NCCE Teach Computing Curriculum.
	
	FS2
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Term 1 
How do we communicate effectively in a changing world?
Information Technology - Software
	What’s inside a computer?

Technology Around Us – 
Parts of a Computer
Copyright and ownership
Health, well-being & lifestyle
	How do we use technology around us?

Computing Systems and Networks –
Technology around us
Copyright and ownership
Health, well-being & lifestyle
	How do we use information technology around us?

Computing Systems and Networks –
IT around us
Health, well-being and lifestyle
	How is technology connected?

Computing Systems and Networks – 
Connecting Computers
Online bullying
Online relationships

	How is the world connected by technology?

Computing Systems and Networks – 
The Internet
Online bullying

	How do we use technology to share information?

Computing Systems and Networks – 
Sharing Information
Copyright and ownership
	How do we use technology to communicate?

Computing Systems and Networks – 
Communication
Managing online information
Online reputation

	Why this, why now?
	To build an understanding of what a computer is in order that children begin to build the vocabulary needed to communicate as Computer Scientists.  This will help them be ready for Year 1 where they start the Computing curriculum.
	To build on language acquired in EYFS and start to understand how computers are connected.
	To further develop their accurate use of language and understanding of how technology can be used for a variety of purposes.
	To understand how different parts of a computer network connect together to enable them to communicate.  This will allow them to build on this knowledge in Y4 where they learn how technology around the world is connected.
	Building on their knowledge of how computer networks work and expanding this to apply it to the wider world in relation to the Internet.  This will prepare them for understanding how this can support collaboration using technology.
	To deepen their knowledge of connected technology and how this can be used to communicate more effectively.
	This unit progresses children’s knowledge and understanding of computing systems and online collaborative working.

	Term 2
How do we communicate effectively in a changing world?
Computer Science
	How do computers follow instructions?
Computing Unplugged: Monster Algorithm Drawing, Sequencing Algorithms
Online bullying
Online relationships
	How does technology use instructions to complete a task?
Unplugged for 1 lesson then Programming – Moving a robot
Online bullying
Online relationships
	What is an algorithm?



Unplugged for 1 lesson then Scratch Jr
Online bullying
Online relationships
	How do we use an algorithm to solve a problem?

Unplugged for 1 lesson then
Code.org Course C 
Self-image and identity
	How does an input affect and output?


Unplugged for 1 lesson then
Code.org Course D
Self-image and identity
	How can we use logical reasoning to explain an algorithm?

Unplugged for 1 lesson then Code.org Course E
Health, well-being & lifestyle
	How can we detect and correct errors in algorithms and programs?

Unplugged for 1 lesson then Code.org Course F
Health, well-being & lifestyle

	Why this, why now?

	To develop children’s skills in giving and receiving instructions.  It is the beginning of computational thinking.
	To build on children’s knowledge and understanding of giving and following instructions, they apply this to programming a floor robot.  
	Children further develop their understanding of early computational thinking and apply this to basic coding script using blocks on screen.
	This builds on children’s onscreen coding to include sequencing, loops and events.
	Following on from their learning in Year 3 to now include nested loops and conditionals.
	Before moving to Year 6, the children deepen their knowledge of writing and understanding computer code and apply this to create their own games.
	In this year group the children build on their substantive knowledge of coding to allows users to make choices within apps.

	Term 3
How do we use technology, express ourselves and develop ideas in a digital world?
Information Technology – Uses
	How can I make images using technology?
Self-image and identity

	What tools can I use to create a image?

Creating Media –
Digital Painting
Self-image and identity

	How can I use technology to create sounds?

Creating Media – 
Making Music
Copyright and ownership
	How can I use technology to create moving images?

Creating Media –
Animation
Copyright and ownership
Managing Online information
	How can I use technology to manipulate sound?

Creating Media –
Audio Editing
Copyright and ownership
Managing Online information
	How do shapes and layers create images?

Creating Media –
Vector Drawing
Privacy and security
	What makes a good website?

Creating Media –
Web page Creation
*Copyright and ownership


	Why this, why now?

	To create images of themselves using a variety of media, including digital technology such as cameras.
	Children will build on their learning from term 1 where they learned how to control a digital device to type, move a cursor and log on.
	Using software which allows them to create digital music and apply this to rhythm patterns.
	Building on their understanding of using digital devices to create media, exploring how they can create stop-frame animations.
	Building on their learning in Year 2 (Making Music), they record and edit sound to produce a podcast.
	Building on their learning in Year 3 (Creating Media) and now create digital images using shapes to be used in desktop publishing documents.
	This is the culmination of their learning in previous year groups which have focussed on digital media.

	Term 4
How do we use technology, express ourselves and develop ideas in a digital world?
Data and Information
	How does a remote controlled vehicle compared to a floor robot?
Beebots
Copyright and ownership
Managing Online information
	Why do we collect information?

Data and Information – Grouping data
Copyright and ownership
Managing Online information
	How can we represent data?

Data and Information – Pictograms
Privacy and security
	How can we organise data?

Data and Information – Branching databases
Online reputation
	How can we use technology to collect data?

Data and Information – Data logging
Online reputation
	How can we use technology to organise data?

Data and Information – Flat-file databases
Managing online information

	How can sort data to answer questions?

Data and Information – Spreadsheets
Online relationships

	Why this, why now?

	This is the fist experience of programming that the children experience and it is important it is rooted in hands-on, practical experiences.
	The children will build on their understanding of organising and sorting data in Maths and use this to see how technology can make this more streamlined.
	Building on their learning in year One, the children will be able to consider how technology can help us to represent data in different ways.
	Having consolidated their knowledge of using technology to collate information, the children will explore how it can be organised and interrogated to reach answers.
	Referring back to their learning in Year 1 and 2, the children will now collect data using digital devices such as data loggers, using technology to understand this data.  It supports their learning in Science too.
	This is the first time children will explore databases, preparing them for their learning in Y6.
	Following on from Y5, the children will now use software (Excel) to organise, manipulate and understand data.

	Term 5
How do we apply and use technology safely, respectfully and responsibly?
Computer Science
	Why are instructions important?
Coding apps – Coding Safari, Code Kart, Box Island
Online reputation
	How does technology use instructions to complete a task?
Application –
Kodable app, J2E Website Coding and Daisy the Dinosaur
Online reputation
	What is an algorithm?
Application –
A.L.E.X. app, Lego Mindstorms Fix the Factory app, Lego Bits and Bricks Website
Managing online information
	How do we use an algorithm to solve a problem?

Scratch: Skills Teaching and Application
Privacy and Security
	How does an input affect and output?

Scratch: Skills Teaching (Selection) and application
Privacy and Security
	How can we use logical reasoning to explain an algorithm?

Scratch: Skills Teaching (Variables) and application
Online bullying
Online reputation
	How do we design, write and debug programs to control a device?

Programming – Sensing
Online bullying


	Why this, why now?

	This unit builds on the previous by moving coding to screen-based tasks.  It allows the children to develop more abstract coding skills.
	This unit allows children to tackle problems and start on their journey of debugging through game-based challenges.
	In Year 2 the children have opportunity to develop their programming skills, building their vocabulary and apply this in different online spaces. 
	Children move on from Scratch Jr. in Year 2 to Scratch in Year 3.  They have access to a wider range of blocks and get introduced to more detailed coding vocabulary.
	In this unit the children input script which requires more consideration of the output.  They are introduced to ‘selection’.
	Building on their learning in ‘selection’, the children are introduced to variables.  They use Crumble physical computers to experience physical computing for the first time.
	The children build on their knowledge of physical computing in Y5 to develop more complex coding scripts to control a Micro:bit.

	Term 6
How do we apply and use technology safely, respectfully and responsibly?
Information Technology – Uses
	How can I use technology to communicate?
Privacy and security
Health Wellbeing and lifestyle
	How do we create and change text?

Creating Media –
Digital Writing
Privacy and security
Health Wellbeing and lifestyle
	How can we use technology to capture images?
Creating Media –
Digital Photography
Self-image and identity
Online reputation
	How can we change text and images to fit a purpose?

Creating Media –
Desktop Publishing
Health Wellbeing and lifestyle
	How can we change and edit digital images?

Creating Media –
Photo Editing
Health Wellbeing and lifestyle

	How do we create a short video?

Creating Media – 
Video Editing
Online relationships
Self-image and identity
	How do we design, write and debug programs to control a device?

Creating Media – 
3D Modelling
Privacy and security
Self-image and identity

	Why this, why now?

	The children will experience using technology to communicate in different ways such as creating images and experiencing typing.
	The children are taught to use a keyboard to communicate simply in text and how this conveys information.  They learn about changing the appearance of the typeface.
	The children use iPads to capture and manipulate images.  They learn how technology can be used to alter images and edit them using digital tools.
	Children have experience of creating files which have altered images and text using publishing software.  They ensure the finished product is fit for the audience.
	Building on their knowledge from year 2, the children go deeper into photo editing and consider how this can be used effectively.
	Children build on their knowledge of still image editing and extend this to learn about video editing.
	Children design a 3D item and have the opportunity to experience 3D printing at first-hand.  They consider how onscreen designs can translate to physical items and consider the possibilities this can present.




Purpose of study
A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links with mathematics, science and design and technology, and provides insights into both natural and artificial systems. The core of computing is computer science, in which pupils are taught the principles of information and computation, how digital systems work and how to put this knowledge to use through programming. Building on this knowledge and understanding, pupils are equipped to use information technology to create programs, systems and a range of content. Computing also ensures that pupils become digitally literate – able to use, and express themselves and develop their ideas through, information and communication technology – at a level suitable for the future workplace and as active participants in a digital world.

Aims
The national curriculum for computing aims to ensure that all pupils:
· can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data representation
· can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems
· can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems
· are responsible, competent, confident and creative users of information and communication technology



Subject content

Key stage 1

Pupils should be taught to:
· 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
· use technology purposefully to create, organise, store, manipulate and retrieve digital content
· 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

Key stage 2
Pupils should be taught to:
· 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
· 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 technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact




	Spalding Parish Church of England Day School
Computing Progression Grid

	The progression grid outlines the specific knowledge which pupils are expected to learn in each phase, along with specific vocabulary to support this understanding.

	Code

	
Skills




	At EYFS:
To look inside a computer and name the main parts. (keyboard, mouse, screen, monitor, keys, processor)
To know that a computer is a device that can be programmed. (PC, iPad, music player, mobile phone, calculator, digital timer, games consoles)
	At Key Stage 1:
· Control motion by specifying the number of steps to travel, direction and turn	
· Add text strings, show and hide objects, and change the features of an object	
· Select sounds and control when they are heard, their duration and volume	
· Control when drawings appear, set pen colour, size and  shape	
· Specify user inputs (such as clicks) to control events
· Specify nature of events  (such as a single event or a loop)
· Create conditions for actions by waiting for a user input (such as responses to questions like: What is your name?)
	At Lower Key Stage 2:
· Use specified screen coordinates to control movement
· Set the appearance of objects and create sequences of changes	
· Create and edit sounds, control when they are heard, their volume, duration and rests	
· Control the shade of pens	
· Specify conditions to trigger events	
· Use IF-THEN conditions to control events or objects
· Create conditions for actions by sensing proximity or by waiting for a user input (such as proximity to a specified colour or a line or responses to questions)	
· Use variables to store a value	
· Use the functions to define, set, change, show and hide to control the variables	
· Use the reporter operators to perform calculations
	At Upper Key Stage 2:
· Set IF conditions for movements	
· Specify types of rotation, giving the number of degrees
· Change the position of objects between screen layers (send to back, bring to front)
· Upload sounds from a file and edit them
· Add effects such as fade in and out and control their implementation	
· Combine use of pens with movement to create effects
· Set events to control other events by 'broadcasting' information as a trigger	
· Use IF-THEN-ELSE conditions to control events or objects
· Use range of sensing tools (e.g. proximity, user inputs, loudness and mouse position) to control events or actions
· Use lists to create a set of variables	
· Use the Boolean operators to define conditions	
· Use the Reporter operators to perform calculations
· Pick Random () to (), Join () (), Letter () of (), Length of (), () Mod (), Round (), () of ()

	Connect

	
Skills

	At EYFS:
To be aware of how to keep safe online.
To talk to an adult about how I can keep myself safe.
	At Key Stage 1:
· Participate in class social media accounts
· Understand online risks and the age rules for sites
	At Lower Key Stage 2:
· Contribute to blogs that are moderated by teachers
· Give examples of the risks posed by online communications	
· Understand the term 'copyright'	
· Understand that comments made online that are hurtful or offensive are the same as bullying
· Understand how online services work
	At Upper Key Stage 2:
· Collaborate with others online on sites approved and moderated by teachers	
· Give examples of the risks of online communications and demonstrate knowledge of how to minimise risk and report problems	
· Understand and demonstrate knowledge that it is illegal to download copyrighted  material, including music or games, without express written permission, from the copyright holder	
· Understand the effect of online comments and show responsibility and sensitivity when online
· Understand how simple networks are set up and used

	Communicate

	
Skills

	At EYFS:
To use technology to create an image.
	At Key Stage 1:
· Use a range of applications and devices in order to communicate ideas, work and messages
	At Lower Key Stage 2:
· Use some of the advanced features of applications and devices in order to communicate ideas, work or messages professionally
	At Upper Key Stage 2:
· Choose the most suitable applications and devices for the purpose of communication	
· Use many of the advanced features in order to create high quality, professional or efficient communications

	Collect

	
Skills

	At EYFS:
N/A
	At Key Stage 1:
· Use simple databases to record information in areas across the curriculum
	At Lower Key Stage 2:
· Select appropriate applications to devise, construct and manipulate data and present it in an effective and professional manner
	At Upper Key Stage 2:
· Select appropriate applications to devise, construct and manipulate  data and present it in an efficient and professional manner

	
Vocab.
	Computer parts, safe, online, devices names.  To develop inline with children’s interests.
	Technology, Purposes, E-safety, Cyberbullying, Personal Information, Private Technology, Purposes, E-safety Cyberbullying, Personal Information, Private

	Internet, Communicate, Results, Website, Address, World Wide Web (WWW), Navigate
Web page, Dynamics, Search Engine, Trustworthy, Digital, Advert, Browser, Secure, Plagiarism,
Privacy, Citation/Cite
	Communication, Environment, Sources, Validity, Data, Viewpoints, Collaborate, Electronic, Communication, Implausible, Copyright, Web Tools, Authority, Publish, Spam, Virus





	Computing – Milestone 1 (KS1)

	Learning 
Objective
	Success Criteria 
	Basic (Y1) 
	Advancing (Y1/2)
	Deep (Y2)

	To code (using Scratch)
	Motion
	Control motion by specifying the number of steps to travel, direction and turn.
	With support from a teacher, basic movement is controlled.
	Generally, steps and direction of turn are understood.
	Precise movement is achieved using basic instructions.

	
	Looks
	Add text strings, show and hide objects, and change the features of an object.
	With support of a teacher, the basic features of an object are altered.
	There is some experimentation with variables to change the basic features of an object.
	There is a good understanding of how to change he basic features of an object.

	
	Sound
	Select sounds and control when they are heard, their duration and volume.
	With support of structured activities, sounds are controlled.
	There is some experimentation with controlling sound.
	There is a good understanding of how to control sound.

	
	Draw
	Control when drawings appear and set the pen colour, size and shape.
	With support of a structured activities, drawings are created.
	There is some experimentation with controlling draw tools.
	There is a good understanding of how to control draw tools.

	
	Events
	Specify use inputs (such as clicks) to control events.
	With support of structured activities, user inputs are specified. 
	There is some experimentation with user inputs to control events.
	There is a good understanding of how to control events by specifying user inputs.

	
	Control
	Specify the nature of events (such as a single event or a loop)
	With support of a teacher, the nature of events is specified.
	There is some experimentation with specifying the nature of events.
	There is a good understanding of how an when to specify the nature of events.

	
	Sensing
	Create conditions for actions by waiting for a user input (such as responses to questions like: What is your name?)
	With support of a teacher, user responses are explored.
	There is some experimentation with the nature of user responses and the required user inputs.
	There is a good understanding of how to seek a user response in a range of situations.

	
	Variables and lists
	From Year 3 onwards.
	Not applicable
	Not applicable
	Not applicable

	
	Operators
	From Year 3 onwards.
	Not applicable
	Not applicable
	Not applicable

	To communicate
	Understand online risks and the age rules for sites.
	Online activity is closely monitored by a teacher.
	There is some awareness of online risks.
	There is growing awareness of some of the rules in place to minimise risks.

	
	Use a range of applications and devices in order to communicate ideas, work and messages.
	With guidance, a range of devices and apps are used to communicate with others.
	There is a growing awareness of a range of devices and apps that are used to communicate with others.
	There is a good understanding of a wide range of devices and apps that can be used to communicate with others.

	To collect
	Use simple databases to record information in areas across the curriculum.
	With support of a teacher, simple databases are used.
	There is a growing awareness of how databases are used.
	Many good examples of using databases across the curriculum are developing.

	To connect
	Understand online risks and the ages rules for sites.
	With the support of a teacher, some risks posed by online sites are explored.
	There is a growing awareness that sites have age restrictions and some of the reasons for this are understood.
	Age rules are understood and good examples of some online risks are given.






	Computing– Milestone 2 (LKS2)

	Learning 
Objective
	Success Criteria 
	Basic (Y3)
	Advancing (Y3/4)
	Deep (Y4)

	To code (using Scratch)
	Motion
	Use specified screen coordinates to control movement.
	There is some basic awareness that movement may be controlled around specified screen coordinates.
	There is some experimentation with controlling movement around specified screen coordinates.
	There is a good understanding that screen coordinates may be used to control movement.

	
	Looks
	Set the appearance of objects and create sequences of changes.
	There is some awareness of how to alter the appearance of objects and create sequences of changes.
	There is some experimentation with setting the appearance of objects and sequences of changes.
	There is a good understanding of how to set the appearance of objects and in creating sequences of changes.

	
	Sound
	Create and edit sounds.  Control when they are heard, their volume, duration and rests.
	There is some awareness of how to create and edit sounds. 
	There is some experimentation with the creation and editing of sounds.
	There is a good understanding of how to create and edit sounds.

	
	Draw
	Control the shade of pens.
	There is some awareness that the shape of tools may be altered.
	There is some experimentation with altering the shape of tools.
	There is a good understanding of how to alter the shape of tools to create different effects.

	
	Events
	Specify conditions to trigger events.
	There is some awareness of triggers for events.
	There is some experimentation with various triggers for events.
	There is a good understanding of how to specify triggers for events.

	
	Control
	Use IF-THEN conditions to control events or objects.  Create conditions for actions by sensing proximity or by waiting for user input (such as proximity to a specified colour or a line or responses to questions).
	There is some awareness that IF-THEN conditions may be set.
	There is some experimentation with IF-THEN conditions.
	There is a good understanding of how to use IF-THEN conditions.

	
	Sensing
	Creating conditions for actions by sensing proximity or by waiting for a user input (such as proximity to a specified colour or a line or responses to questions).
	There is some awareness that actions may be controlled by proximity or user input.
	There is some experimentation with sensing proximity or user input to trigger actions.
	There is a good understanding that proximity and user inputs may be used to trigger actions.

	
	Variables and lists
	Use variables to store a value.
	There is some awareness of the term ‘variable’ and that variables may be set to store a value.
	There is some experimentation with using variables to store a value.
	The term variable is understood and used to store a value.

	
	
	Use the functions define, set, change, show and hide to control the variables.
	There is some awareness of the use of functions to control variables.
	There is some experimentation with controlling variables.
	There is a good understanding of how and when to use functions to control variables.

	
	Operators
	Use the Reporter operators () + () () – () () / () to perform calculations.
	Some calculations are performed using basic reporter operations.
	Calculations using basic reporter operations are generally accurate.
	Accurate and well applied calculations are performed using basic reporter operations.

	To communicate
	Use some of the advanced features of applications and devices in order to communicate ideas, work or messages professionally. 
	There are some attempts to create appropriate formats for communicating ideas.
	There is some interesting experimentation with formats and styles for communicating ideas.
	There is a good understanding that ideas need to be presented in interesting and easy-to-understand formats.

	
	Devise and construct databases using applications designed for this purpose in areas across the curriculum.
	There are some attempts to devise databases.
	There are some good ideas of database creations across the curriculum.
	There are many good examples od well-planned databases that have been created across the curriculum.

	To connect
	Give examples of risks posed by online communications.
	Some examples of online risks are offered, when questioned.
	Whilst online, there is a growing awareness of how to keep safe.
	Many good examples of how to keep safe whilst online are provided.

	
	Understand the term ‘copyright’.
	There is some awareness of the term ‘copyright’ and what it means.
	The term ‘copyright’ is generally understood.
	The term ‘copyright’ is understood and the understanding of its meaning applied to a number of contexts.

	
	Understand that comments made online that are hurtful or offensive are the same as bullying.
	There is awareness that hurt and offence may be caused online.
	In discussion, some good examples of how t behave respectfully towards others online are provided.
	There is a good understanding of how to behave respectfully towards others online.

	
	Understand how online services work.
	There is some awareness of online services work.
	There is a growing understanding of how familiar online services work.
	Many good examples of how online services work are provided.




	Computing – Milestone 3 (UKS2)

	Learning 
Objective
	Success Criteria 
	Basic (Y5)
	Advancing (Y5/Y6)
	Deep (Y6)

	To code (using Scratch)
	Motion
	Set IF conditions for movements.  Specify types of rotation giving the number of degrees.
	There is some experimentation with conditions and degrees of movement.
	There are some good examples of the use of conditions and degrees of movements.
	There are many well-executed examples of the use of conditions and degrees of movement.

	
	Looks
	Change the position of objects between screen layers (send to back, bring to front).
	There is some experimentation with screen layers.
	There are some good examples of effective manipulation of objects between screen layers.
	Screen layers are used effectively to control the position and visibility of objects.

	
	Sound
	Upload sounds from a file and edit them.  Add in effects such as fade in and out and control their implementation.
	There is some experimentation with importing and editing sounds.
	There are some good examples of importing and editing sounds.
	There is a very good understanding of the processes of sound import and the subsequent editing of the sound to create interesting effects.

	
	Draw
	Combine the use of pens with movement to create interesting effects.
	There is some experimentation with combining tools with movements.
	Some interesting effects are gained through combining tools with movement.
	Some excellent effects are gained through well-planned combinations of tools and movement.

	
	Events
	Set events to control other events by ‘broadcasting’ information as a trigger.
	There is some awareness of how to broadcast events.
	There are some good examples of broadcast events.
	There are many very good examples of choosing, using and explaining broadcast events.

	
	Control
	Use IF-THEN-ELSE conditions to control events.
	There is some awareness of the use of IF-THEN-ELSE conditions.
	There are some good examples of the use of IF-THEN-ELSE conditions to control events or objects.
	There is a thorough understanding of the control conditions IF-THEN-ELSE.

	
	Sensing
	Use a range of sensing tools (including proximity, user inputs, loudness and mouse position) to control events or actions.
	There is some awareness that there are a range of sensing tools that may be used to control events or actions.
	There are some good examples of using a range of sensing tools to control events or actions.
	There are many very good well-chosen examples of, with explanations for, the use of sensing tools to control events or actions.

	
	Variables and lists
	Use lists to create a set of variables.
	There is some awareness of how to create a set of variables.
	There are some good examples of sets of variables in a range of situations.
	There is a thorough understanding of how to create and use sets of variables.

	
	Operators
	Use the Boolean operators () < () () = () () > () ()and() ()or() Not () to define conditions.
	There is some understanding of the use of Boolean operators to define conditions.
	There are some good examples of the use of Boolean operators to define conditions.
	There is a thorough understanding of how and when to use Boolean operators.

	
	
	Use the Reporter operators () +() () – () () * () () / () to perform calculations.  Pick Random () to () Join () () Letter () of () Length () () Mod () (this reports the remainder after a division calculation) Round () () of ().
	There is some understanding of the use of operators to perform calculations and to refine the reporting of results.
	There are some good examples of the use of operators to perform calculations and to refine the reporting of results.
	There is a thorough understanding of the use of operators to perform calculations and to refine the reporting or results.

	To communicate
	Choose the most suitable applications and devices for the purposes of communication.
	Some choices are made in selecting and using apps and devices for communicating ideas.
	Good choices are made in selecting and using apps and devise for communicating ideas.
	Excellent choices are made in selecting and using apps and devices for communicating ideas.

	
	Use many of the advanced features in order to create high-quality, professional or efficient communications.
	Some high-quality work is produced.
	There are many examples of high-quality work.
	There are widespread and very good examples of high-quality work.

	To collect

	Select appropriate applications to devise construct and manipulate data and present it in an effective and professional manner.
	There is some awareness of how to devise, construct and manipulate data.
	The manipulation of data is efficient and its presentations is becoming professional.
	The manipulation of data is very well thought out and reasoned well.  There is a high degree of professional presentation of data.

	To connect
	Give examples of the risks of online communities and demonstrate knowledge of how to minimise risk and report problems. 
	Some examples of the risks of online communities and the measures to take to minimise risks are given.
	There is a good understanding of the risks of online communities and the measures to take to minimise risks.
	There is a thorough understanding of the risks of online communities and the measures to take to minimise risks.

	
	Understand and demonstrate knowledge that it is illegal to download copyrighted material, including music or games, without express written permission from the copyright holder.
	There is an awareness that copyright theft is illegal.
	There is a good understanding that copyright theft is illegal.
	There is a thorough understanding that copyright theft is illegal.

	
	Understand the effect of the online comments and show responsibility and sensitivity when online.
	Online comments are responsible and sensitive.
	There is a good awareness of the effect of online comments.  Comments made online are responsible and sensitive.
	Explanations show an in-depth understanding of the effect of irresponsible online comments.  Comments made are responsible and sensitive.

	
	Understand how simple networks are set up and used.
	There is and awareness of how simple networks are set up and used.
	There is a good understanding of how simple networks are set up and used.
	There is a thorough understanding of how networks are set up and used.



