Junction Farm Primary School
Learning Journey
Computing - Year 1

Vision Academy Learning Trust
The multi-academy Trust promotes an inclusive ethos, in which diversity of need and ability is
acknowledged and nurtured. Every aspect of academy life is guided by a strong ethical code, deep
accountability, encouraging social awareness to help students understand and meet with confidence
the challenges of a diverse and changing society and the world of work.

Computing: Computer Science Journey Year 1
KS1 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
KS1 To create and debug simple programs. KS1 To use logical reasoning to predict the behaviour of simple programs.

What we already know:

What we are going to find out:

Key Words:

What is a floor robot?

Robot: a machine that

Interesting Words:

does tasks with the help of
a person.

Algorithm: instructions
How can you make a floor robot move?

for the computer.

Software: computer
programme.

Apps: software that
allows you to perform
tasks.
What is an algorithm?

Debug: finding and
removing errors.

What we would like to know:

The Important Bits:
Describe what happens when buttons are
pressed on a floor robot.
What is debugging?

Press the buttons in the correct order to
make a floor robot move.
Describe what actions are needed to make
something happen and begin to use the
word ‘algorithm’.
Begin to predict what will happen for a
short sequence of instructions.
Begin to use software/apps to create
movement and patterns on a screen.
Use the word debug when I correct
mistakes.

Computing: Handling Data Learning Journey Year 1
KS1 recognise common uses of information technology beyond school KS1 use technology purposefully to create, organise, store, manipulate and retrieve digital content
What we already know:

What we are going to find out:
1.

What is a pictogram?

2.

What is a bar graph?

Key Words:

Interesting Words:

Data: information.
Technology: devices
and tools to make our
lives easier.

3.

How can information be shown? Which programmes can we use?

Present: show others
what you have worked
on.
Screen shot of my information that I will present to others in my class:

What we would like to know:

The Important Bits:
Contribute to and interpret a pictogram.
Take photographs, video and record sound to
record learning experiences.
Look at how data is representing digitally.
Talk about the different ways in which
information can be shown.
Use technology to collect information, including
photos, video and sound.
Sort different kinds of information and present it
to others.
Add information to a pictograph and talk about
it.

Computing: Information Technology Learning Journey Year 1
KS1 To recognise common uses of technology beyond school.
What we already know:

What we are going to find out:

Key Words:

Interesting Words:

Technology: devices and
1.

What technology do we use in the classroom?

tools to make our lives
easier.

Website: pages online with
2.

What technology do we use in the home?

information. Can be created
by an individual, group or
business.

Information: knowledge
3.

What technology do we use in the community?

What we would like to know:

and facts.

The Important Bits:
Recognise the ways we use technology in
the classroom.
4.

What can we find on websites?
Recognise ways that technology is used in
the home and community.
Use links to websites to find information.

5.

Why is technology good?

Begin to identify some of the benefits of
using technology.

Computing: Multimedia Journey Year 1
KS1 use technology purposefully to create, organise, store, manipulate and retrieve digital content
What we already know:

What we are going to find out:
1.

What is “paint”?

Key Words:

Paint:

Interesting Words:

a programme that

enables you to draw, paint
and create.

Record: to capture and
2.

What do the different tools do in “paint”?

save audio/video data.

Video: combination of
images that forms a
moving picture.

Typing: being able to use
3.

How do you record your own voices?

both hands on a computer
keyboard.

What we would like to know:

4.

How does a video work?

The Important Bits:
Use paint programs to create pictures.
Add text and images to a template document
using an image and word bank.

5.

Have your typing skills improved? How can you make it easier to
type faster?

Record their own voices and play back to
an audience
Use a video or stills camera to record an
activity
Create sounds and simple music phrases
using ICT tools.
Use index fingers (left and right hand) on a
keyboard to build words and sentences.
Know when and how to use the SPACE
BAR (thumbs) to make spaces between

Computing: Online Safety Learning Journey Year 1
KS1 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.

What we already know:

What we are going to find out:
1. What does safe mean?

Key Words:

Internet:

Interesting Words:
A network of

computers linked all over the
world.

World Wide Web (WWW):
This is like the Operating
System for the internet. We use

2. Who do you tell when you see something
that makes you uncomfortable?

the web to help us
communicate with and over the
internet.

Safe: free from harm of
danger.

What we would like to know:
3. What is your personal information?

The Important Bits:
Begin to understand what personal
information is and who you can share it
with.
Begin to recognise the need to know who it
is they are sharing their learning with
online and recognise the difference between

4. Do you believe everything you find on the
internet? Explain your thinking.

real and imaginary online experiences.
Know who to tell when they see something
that makes them uncomfortable.
Understand the need for a balance in how
they spend their time.

Computing: Typing Skills Journey Year 1
What we already know:

What we are going to find out:

Interesting Words:

Where is the space bar? What does it look like?

How do we hold the mouse?

How can we make a capital letter?

What we would like to know:

How can we delete something?

The Important Bits:

Remember to use both hands to help.
Don’t be afraid to press the buttons.
The shift button helps make the other symbols.
What does the “enter” button do?

Why is it best to use both hands when typing?

Junction Farm Primary School
Learning Journey
Computing - Year 2

Vision Academy Learning Trust
The multi-academy Trust promotes an inclusive ethos, in which diversity of need and ability is
acknowledged and nurtured. Every aspect of academy life is guided by a strong ethical code, deep
accountability, encouraging social awareness to help students understand and meet with confidence
the challenges of a diverse and changing society and the world of work.

Computing: Creating Media Journey Year 2
KS1 use technology purposefully to create, organise, store, manipulate and retrieve digital content
What we already know:

What we are going to find out:
1.

What do the following buttons on the keyboard do?

Key Words:

Interesting Words:

Record: to capture and
save audio/video data.

Video: combination of
images that forms a
moving picture.

Typing: being able to use
both hands on a computer
keyboard.

Shortcut: a path that is
shorter than the usual way
via the computer keyboard or
desktop.

Animation: modern imaging
methods.

What we would like to know:

2.

What keyboard shortcuts do you know?

The Important Bits:
Use technology to organise and present ideas in
different ways.
Use the keyboard to add, delete and space text for
others to read.
Tell others about an online tool that will help to share
ideas with other people.

3.

Which computer programme can you use to make an electronic
book?

Save and open files.
Use an increasing variety of tools and effects in paint
programs and talk about choices.
Create own documents, adding text and images.

4.

Which computer programme can you use to create sound, music,
animation and video?

Use templates to make electronic books individually and
in pairs
Explore the effects of sound and music in animation
and video
Use keyboard to enter text (index fingers left and right
hand).

5.

Evaluate what multimedia programmes you like and why:

Know when and how to use the RETURN/ENTER key.
Use SHIFT and CAPS LOCK to enter capital letters.
Use DELETE and BACKSPACE buttons to correct text.
Create sentences, SAVE and edit them later.

Computing: Handling Data Learning Journey Year 2
KS1 recognise common uses of information technology beyond school KS1 use technology purposefully to create, organise, store, manipulate and retrieve digital content
What we already know:

What we are going to find out:
1.

Which programme can you use to make graphs?
What does your graph represent?
How do you save your graph safely?

Key Words:

Interesting Words:

Data: information.
Technology: devices and
tools to make our lives
easier.

Present: show others what
2.

Write a list of different types of digital data you have explored:

you have worked on.

Investigate: to observe by
close examination.
3.

What multimedia have you used to record your data?

Microscope: making small
objects look bigger.

4.

Screen shot a copy of your graph that shows your data:

What we would like to know:

The Important Bits:
Ask questions and consider how to collect information.

5.

What was it like presenting your data to others?

Collect data; generate graphs and charts to find
answers.
Save and retrieve the data to show to others.
Create paper/object decision trees and explore a
branching database.
Take and save photographs, video and record sound
to capture learning.
Use microscopes or other devices to capture and save
magnified images.
Investigate different types of digital data e.g. online
encyclopaedias

Computing: Information Technology Learning Journey Year 2
KS1 To recognise common uses of technology beyond school.
What we already know:

What we are going to find out:
1.

Why do we use technology in the classroom?

2.

Why do we use technology out of school?

3.

Why is technology good for us?

What we would like to know:

Key Words:

Interesting Words:

Technology: information and tools to
make life easier.
Information: facts and details about a
subject.
Physical world: the real world we live
in (not computers).
Differences: what is different.

The Important Bits:
Know why we use technology in the classroom.
4.

What new forms of technology do you know about?

Know why we use technology in my home and community.
Begin to understand that other people have created the
information we use.

5.

What is the difference between the internet and the physical world?

Identify benefits of using technology including finding information,
creating and communicating.
Talk about the differences between the Internet and things in the
physical world.

Computing: Online Safety Learning Journey Year 2
KS1 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.

What we already know:

What we are going to find out:
1. What does safe mean?

Key Words:

Internet:

Interesting Words:
A network of computers

linked all over the world.

World Wide Web (WWW):
This is like the Operating System

2. What is good about the internet?

for the internet. We use the web to
help us communicate with and
over the internet.

Safe: free from harm of
danger.

3. What is bad about the internet?

Personal:

something that

belongs to you, and you
alone.

What we would like to know:

The Important Bits:
Recognise the Internet as an exciting place
4. Do you believe everything you find on the
internet? Explain your thinking.

to be and begin to make good choices about
age appropriate activities.
Understand there are a variety of sources
of information and begin to recognise the
differences.

5. How can you stay safe online?

Recognise different types of content on
websites (e.g. adverts, links) and know that
some things may not be true or safe.
Know that sometimes pictures and words
on the Internet cannot be copied because
they belong to someone else.

Computing: Programming Journey Year 2
KS1 understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions.
KS1 To create and debug simple programs. KS1 To use logical reasoning to predict the behaviour of simple programs.

What we already know:

What we are going to find out:

Key Words:

1) What is an algorithm?

Algorithm: instructions

Interesting Words:

for the computer.

Software: computer
programme.
Over a few weeks, write a list of instructions you
have used for your software to complete its task:

Apps: software that
allows you to perform
tasks.

Debug: finding and
removing errors.

Program: a series of
instructions that tells the
computer what to do.

What we would like to know:

The Important Bits:
Relay the order in which things need to be
done to make something happen and talk
about this as an algorithm.
What I found

What I found

What I will

easy.

hard.

remember for
next time.

Program a floor robot or software to do a
particular task.
Use programming software to make objects
move.
Watch a program execute and spot where it
goes wrong so that it can be debugged.

Computing: Typing Skills Journey Year 2
What we already know:

What we are going to find out:

Interesting Words:

Recap: why is it important to try and use both
hands when typing?

Are you confident changing the font, colour
and

size

of your text?

What shortcuts can we use on a keyboard?

What we would like to know:

The Important Bits:

Remember to use both hands to help.
Don’t be afraid to press the buttons.
The shift button helps make the other symbols.
Shortcuts help us complete work more efficiently.

Can you “touch type”? Explore.

Junction Farm Primary School
Learning Journey
Computing - Year 3

Vision Academy Learning Trust
The multi-academy Trust promotes an inclusive ethos, in which diversity of need and ability is
acknowledged and nurtured. Every aspect of academy life is guided by a strong ethical code, deep
accountability, encouraging social awareness to help students understand and meet with confidence
the challenges of a diverse and changing society and the world of work.

Computing: Creating Media Journey Year 3
KS2 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

What we already know:

What we are going to find out:
1.

What different effects have you explored with photography?

Key Words:

Record:

Write 3 affects you have explored when filming a video:

to capture and save

audio/video data.

Video:
2.

Interesting Words:

combination of images

that forms a moving picture.

Typing:

being able to use

both hands on a computer
keyboard.

3.

Screen shot your work here:

Spell checker: a computer
programme that shows the
user any words that may be
spelt incorrectly.

Animation: modern imaging
methods.

What we would like to know:

The Important Bits:
Create different effects with different
4.

Evaluate your final piece.
What do you like?
What was your favourite effect?

technology tools.
Combine a mixture of text, graphics and
sound to share ideas and learning.

What programme did you use?
Use appropriate keyboard commands to
What would you differently next time?

5.

Why is spell checker a good tool?

amend text on a device, including making
use of a spellchecker.
Evaluate my work and improve its
effectiveness.
Use an appropriate tool to share work
online.

Computing: Handling Data Learning Journey Year 3
KS2 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content

What we already know:

What we are going to find out:
1. How can you organise data?

Key Words:
Data: information.
Technology: devices and tools

We don’t know what data
handling is as we haven’t yet
learnt about it.

to make our lives easier.

Present: show others what you
have worked on.

2.

Data means pieces of
information

Interesting Words:

Have a look at the data your teacher has provided. Write a list of
questions and answers for this data:

Question

Answer

Investigate: to observe by close
examination.

Microscope: making small
objects look bigger.

Data logger: collecting and
sorting data over a period of time.

Branching Database:
classifies a group of objects.
Sometimes known as a ‘binary
tree’.

What we would like to know:

How can we organise data?

The Important Bits:
Talk about the different ways data can be
3.

Screen shot your branching data base (binary tree) here:

What is branching data?

organised.
Search a ready-made database to answer
questions.
Collect data help answer a question.
Add to a database.

4.

What does your data show?

Make a branching database.
Use a data logger to monitor changes and
talk about the information it collects.

Computing: Information Technology Learning Journey Year 3
KS2 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

What we already know:

What we are going to find out:

Key Words:

Interesting Words:

Save: to keep it in storage.
1.

How can you save work from the Internet?

Communicate: to connect to another
person, device or media.

Websites: a page online that contains
2.

What are the different parts of a computer?

information.

Search tool: an information retrieval
system.

Images: pictures
3.

How can you communicate using technology?

What we would like to know:
4.

What is a website? What is a search tool?

The Important Bits:
Save and retrieve work on the Internet, the school network or own
device.
Talk about the parts of a computer.
Describe ways to communicate with others online.

5.

How can you save images that you have found online?

Describe the World Wide Web as the part of the Internet that
contains websites.
Use search tools to find and use an appropriate website.
Think about whether I can use images that I find online in my own
work.

Computing: Online Safety Learning Journey Year 3
KS2 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

What we already know:

What we are going to find out:
1. What is a healthy amount of time to spend
online?

Key Words:

Internet:

Interesting Words:
A network of computers

linked all over the world.

Safe: free from harm of
danger.

2. Why are secure passwords important?

Personal:

something that

belongs to you, and you
alone.

Appropriate: suitable for the
situation.

3. Why should you check the age limit on
games and websites?
What we would like to know:

Positive: something good and
nice.

The Important Bits:
Talk about what makes a secure password and why
they are important.
Protect personal information when doing different things

4. What do you understand by ‘positive
comments’?

online.
Use the safety features of websites as well as reporting
concerns to an adult.
Recognise websites and games appropriate for own
age.

5. How do you report an incident?

Make good choices about how long is spent online.
Ask an adult before downloading files and games from
the Internet.
Post positive comments online.

Computing: Programming Journey Year 3
KS2 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
KS2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output

What we already know:

What we are going to find out:

Key Words:

Why is it important to put your commands into a

Algorithm: instructions

sequence?

Interesting Words:

for the computer.

Debug: finding and
removing errors.

Program: a series of
Describe what debugging is:

instructions that tells the
computer what to do.

Command: a line of code
written for the compute
program.

Sequence: the order.
What do you do when there is a problem with the
algorithm?
What we would like to know:

The Important Bits:
Put programming commands into a sequence
to achieve a specific outcome.
Screen shot your sequence of commands here:

Test a program and recognise when it needs
debugging.
Use repeat commands.
Describe the algorithm needed for a simple
task.

What would you like to try next time?

Detect a problem in an algorithm which
could result in unsuccessful programming.

Junction Farm Primary School
Learning Journey
Computing - Year 4

Vision Academy Learning Trust
The multi-academy Trust promotes an inclusive ethos, in which diversity of need and ability is
acknowledged and nurtured. Every aspect of academy life is guided by a strong ethical code, deep
accountability, encouraging social awareness to help students understand and meet with confidence
the challenges of a diverse and changing society and the world of work.

Computing: Multimedia Journey Year 4
KS2 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

What we already know:

What we are going to find out:
1. What is multimedia?

Key Words:

Interesting Words:

Record: to capture and save
audio/video data.

Whilst exploring a variety of media, write a list of the media that you
would like to use for your project.

Video:

combination of images

that forms a moving picture.

Spell checker: a computer
programme that shows the
user any words that may be
spelt incorrectly.

2.

What is the focus for your project?

Animation: modern imaging
methods.

3.

Which media are you going to use?

4.

When are you going to use text in your project?

What we would like to know:
Screen shot of my project:

Evaluate: to judge and assess
what has been done.

The Important Bits:
Use photos, video and sound to create an
atmosphere when presenting to different
audiences.
Explore new media confidently
Change the appearance of text to increase
its effectiveness.

Evaluation of my project:
I liked using…….because

Create, modify and present documents for a
particular purpose.
Use a keyboard confidently and make use of
a spellchecker to write and review work.

Next time I would like to explore…..

Use an appropriate tool to share work and
collaborate online.
Give constructive feedback to others to help
them improve their work and refine own
work.

Computing: Handling Data Learning Journey Year 4
KS2 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
What we already know:

What we are going to find out:
1.

How can data be organised?

Key Words:

Interesting Words:

Data: information.
Technology: devices and tools
to make our lives easier.

Present: show others what you
2.

Present your chosen data in 3 different ways.
Write down the 3 alternative ways you are showing your data:

have worked on.

Investigate: to observe by close
examination.

Microscope: making small
objects look bigger.

Data logger: collecting and
sorting data over a period of time.

3.

Which form of data have you chosen to present to others?

Branching Database:
classifies a group of objects.
Sometimes known as a ‘binary

Screen shot your final data here:
What we would like to know:

tree’.

The Important Bits:

Organise data in different ways.
Collect data and identify where it could
be inaccurate.
Write 3 questions for people to answer about your data:

1.

Plan, create and search a database to
answer questions.
Choose the best way to present data to

2.

others.

3.

Use a data logger to record and share
readings with others.

Computing: Information Technology Learning Journey Year 4
KS2 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

What we already know:

What we are going to find out:

Key Words:

Interesting Words:

Resource: a visual or physical

What we would like to know:

1.

What is a computer resource? Write a list of resources you know:

2.

Which key words have you used to help you search online? How
does this help your search?

3.

Can you trust all the information from the WWW?

4.

How can you check who owns photos, text and clipart?

component.
Device: physical hardware
Key words: important words
Reliability: consistently performs well.
Can be trusted.
Hyperlink: a word, phrase or image you
can click on to jump to a new document or
a new section within the current
document.

The Important Bits:
Describe whether a resource is on the Internet, the school network
or own device.
Identify key words to use when searching safely on the World
Wide Web.

5.

How do you set up a hyperlink?

Think about the reliability of information on the World Wide Web.
Discuss how to check who owns photos, text and clipart.
Create a hyperlink to a resource on the World Wide Web.

Computing: Online Safety Learning Journey Year 4
KS2 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

What we already know:

What we are going to find out:
1. Why are secure passwords important? How
can you make your passwords secure?

Key Words:
Internet:

Interesting Words:
A network of computers

linked all over the world.

Safe: free from harm of danger.

Personal:
2. How can you protect yourself from harm
online?

something that

belongs to you, and you alone.

Appropriate: suitable for the
situation.

Positive: something good and
nice.

3. Why should you check the age limit on
What we would like to know:

games and websites? What do they look like?

Secure: something safe that will
not become lost.

The Important Bits:
Choose a secure password.
Talk about the ways to protect myself and my friends from
harm online.
Use the safety features of websites as well as reporting

4. What will you say to your friends to help
them make good choices about spending time
online?

concerns to an adult.
Know that anything posted online can be seen by others.
Choose websites and games that are appropriate for age.
Make good choices about how long is spent online.
Help others to make good choices about the time they spend
online.

5. How will you be respectful online?

Talk about why to ask a trusted adult before downloading
files and games from the Internet.
Comment positively and respectfully online.

Computing: Programming Journey Year 4
KS2 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts KS2 use sequence, selection, and
repetition in programs; work with variables and various forms of input and output

What we already know:

What we are going to find out:

Key Words:

Time to recap: how do you debug an error in a

Algorithm: instructions for the

program?

Interesting Words:

computer.
Debug: finding and removing
errors.
Program: a series of
instructions that tells the

What is logical thinking?

computer what to do.
Command: a line of code
written for the compute
program.

Which tools

An error I

How did you

have I used in

encountered:

debug the

my program?

error?

Sequence: the order.
Sensor: a device that detects
and responds to some type of
input.
Error: doesn’t act in the way
you wanted it to.

What we would like to know:

The Important Bits:
Use an efficient procedure to simplify a program.
Use a sensor to detect a change which can select an
action within a program.
Use logical thinking to solve an open-ended problem by
breaking it up into smaller parts.
Know how to keep testing a program while putting it
together.
Use a variety of tools to create a program.
Recognise an error in a program and debug it.

How will programming help in my other subjects at
school?

Recognise that an algorithm will help to sequence more
complex programs.
Recognise that using algorithms will also help solve
problems in other learning such as Maths, Science and
DT

Junction Farm Primary School
Learning Journey
Computing - Year 5

Vision Academy Learning Trust
The multi-academy Trust promotes an inclusive ethos, in which diversity of need and ability is
acknowledged and nurtured. Every aspect of academy life is guided by a strong ethical code, deep
accountability, encouraging social awareness to help students understand and meet with confidence
the challenges of a diverse and changing society and the world of work.

Computing: Information Technology Learning Journey Year 5
KS2 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

What we already know:

What we are going to find out:

Key Words:

Interesting Words:

Webpage: an individual HTML
1.

What we would like to know:

What communication tools are you aware of? What purpose do the
different tools have?

2.

Describe what a search engine is. What different search engines do
you know?

3.

What different types of information are there on the WWW?

4.

Ideas for your own webpage:

document.

Search engine: uses web
crawlers to seek out information
and send a copy of each page
back.
Reliability: consistently
performs well. Can be trusted.

The Important Bits:
Describe different parts of the Internet.
Use different online communication tools for different purposes.

Screen shot your webpage here:

Use a search engine to find appropriate information and check its
reliability.
Recognise and evaluate different types of information found on
the World Wide Web.
Describe the different parts of a webpage.
Find out who the information on a webpage belongs to.

Computing: Creating Media Journey Year 5
KS2 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

What we already know:

What we are going to find out:
Why is editing important?

Key Words:
Record: to capture and save
audio/video data.

Video:
The plan for my multimedia project:

Interesting Words:

combination of images

that forms a moving picture.

Spell checker: a computer
programme that shows the
user any words that may be
spelt incorrectly.

Animation: modern imaging
methods.

Evaluate: to judge and assess
what has been done.

Reflect: How is my project going? What do I want to change?

What we would like to know:

Edit: to check and improve.
Share: to show others.
The Important Bits:
Use text, photo, sound and video editing
tools to refine work.
Use developing skills to create content using

Evaluate: What is my final result? What am I happy with? Which tools have I
used well?

unfamiliar technology.
Select, use and combine the appropriate
technology tools to create effects that will
have an impact on others.

I would now like to explore using…………………………to develop my multimedia
skills.

Select an appropriate online or offline tool
to create and share ideas.
Review and improve own work and support
others to improve their work.

Computing: Handling Data Learning Journey Year 5
KS2 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
What we already know:

What we are going to find out:

Key Words:
Technology:

1.

Observe the spreadsheet data your teacher has provided.
Write 3 questions for your peers about the data:

Interesting Words:
devices and tools to

make our lives easier.

Present:

show others what you have

worked on.

1.

Investigate:

2.

to observe by close

examination.

Microscope:

3.

making small objects

look bigger.

What is good about spreadsheet data?

Data logger:

collecting and sorting

data over a period of time.

Branching Database:

classifies a

group of objects. Sometimes known as

2.

How can you manipulate spreadsheet data?

a ‘binary tree’.

Spreadsheet:

an electronic document

in which data can be arranged and
manipulated by calculations.

What we would like to know:

3.

Create your own data document.
Your final data spreadsheet:

The Important Bits:
Use a spreadsheet and database to collect
and record data.
Choose an appropriate tool to help collect
data.

Questions about my data:
1.
2.

What I was good at when handling data:

Present data in an appropriate way.
Search a database using different operators
to refine searches.
Talk about mistakes in data and suggest

What I would like to get better at when handling data:

how it could be checked.

Computing: Online Safety Learning Journey Year 5
KS2 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

What we already know:

What we are going to find out:
1. How do you report a concern?

Key Words:

Interesting Words:

Internet: A network of computers
linked all over the world.
Post/posted: comments made online
that can be seen by others.

Safe: free from harm of danger.

2. How do you make your password secure?

Personal: something that belongs
to you, and you alone.

Appropriate: suitable for the
situation.

Positive: something good and
nice.

Secure: something safe that will

3. What are the dangers of spending too much
time online or gaming?

What we would like to know:

not become lost.

Concern: something you find
worrying

The Important Bits:
Protect a password and other personal
information.

4. Why is it important to communicate positively
online?

Explain the need to protect one’s self and others
and the best ways to do this, including reporting
concerns to an adult.
Know that anything posted online can be seen,
used and may affect others.

5. What does “age-appropriate” mean and why
is it important?

Talk about the dangers of spending too long
online or playing a game.
Explain the importance of communicating kindly
and respectfully.
Discuss the importance of choosing an ageappropriate website or game.

Computing: Programming Journey Year 5
KS2 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
KS2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output

What we already know:

What we are going to find out:

Key Words:

What is a command?

Debug: finding and removing

Interesting Words:

errors.

Command: a line of code
written for the compute

How has using “if” and “then” commands improved
your actions?

program
Sensor: a device that detects
and responds to some type of
input.
Error: doesn’t act in the way
you wanted it to.
Sequence: the order.

What is a physical system? How can a computer
model help provide information for the physical
system?

Variable: something that can be
changed.
Logical reasoning: the process
of applying rules to problem
solving.

What we would like to know:

The Important Bits:
Decompose a problem into smaller parts to design

Explain the logical reasoning behind a problem that
you have solved:

an algorithm for a specific outcome and use this
to write a program for a device or onscreen
activity.
Use a variable to increase programming
possibilities.
Change an input to a program to achieve a
different output.
Use ‘if’ and ‘then’ commands to select an action.
Refine a procedure using repeat commands to
improve a program.
Talk about how a computer model can provide
information about a physical system.
Use logical reasoning to detect and debug
mistakes in a program.

Junction Farm Primary School
Learning Journey
Computing - Year 6

Vision Academy Learning Trust
The multi-academy Trust promotes an inclusive ethos, in which diversity of need and ability is
acknowledged and nurtured. Every aspect of academy life is guided by a strong ethical code, deep
accountability, encouraging social awareness to help students understand and meet with confidence
the challenges of a diverse and changing society and the world of work.

Computing: Information Technology Learning Journey Year 6
KS2 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

What we already know:

What we are going to find out:

Key Words:

Interesting Words:

Search engine: uses web crawlers to
1. What services are provided on the internet?

2. How is information transported?

seek out information and send a copy of
each page back.
Reliability: consistently performs well.
Can be trusted.
Copyright: is a law that gives the owner
of the document the right to decide what
others can do with it.

3. How are search results selected and ranked?

What we would like to know:

The Important Bits:

Talk about the Internet services for different purposes.
4. What is copyright?

Describe how information is transported on the
Internet.
Select an appropriate tool to communicate and
collaborate online.

Screen shot your IT search projects here:

Talk about the way search results are selected and
ranked.
Check the reliability of a website.
Talk about copyright and acknowledge the sources of
information that is found online.

Computing: Creating Media Journey Year 6
KS2 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

What we already know:

What we are going to find out:
1. Which multimedia have you never used before?

Key Words:

Interesting Words:

Record: to capture and save
audio/video data.

2.

Use this multimedia to develop your skills in your next project. Why
do you think this is important?

Video:

combination of images

that forms a moving picture.

Spell checker: a computer
programme that shows the

Plans for your multimedia project
I will use:

user any words that may be
spelt incorrectly.

Animation: modern imaging

I will create:

methods.

I will be critical of:

Evaluate: to judge and assess
what has been done.

Edit: to check and improve.
Share: to show others.

Midway review of my project
What has gone well:
What we would like to know:

The Important Bits:

What I’m going to edit:

Talk about audience, atmosphere and
structure when planning a particular

How I can be more creative:

outcome.
Final review of my project
My project
What was good:

What I can improve on next time:

My friend’s project
What was good:

What they can prove on next time:

Confidently identify the potential of
unfamiliar technology to increase
creativity.
Combine a range of media, recognising
the contribution of each to achieve a
particular outcome.
Be digitally discerning when evaluating
the effectiveness of own work and the
work of others.

Computing: Handling Data Learning Journey Year 6
KS2 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content
What we already know:

What we are going to find out:
1. Plan the data you are going to collect, evaluate and present:

Key Words:

Interesting Words:

Technology:

devices and tools to

make our lives easier.

Present:

Why have you chosen this data?

show others what you have

worked on.

Investigate:

2.

How have you collected your data?

to observe by close

examination.

Data logger:

collecting and sorting

data over a period of time.

3.

Review your data and check for any irregularities.

Branching Database:

classifies a

group of objects. Sometimes known as
a ‘binary tree’.

Spreadsheet:

4.

A screen shot of my data:

an electronic document

in which data can be arranged and
manipulated by calculations.

Irregularities:
Appropriate:

What we would like to know:

a mistake or failure.

suitable and clear.

The Important Bits:
Plan the process needed to investigate the
5.

My review of my friend’s data:

What is the data about?

world around.
Select the most effective tool to collect data

What does the data show?

for an investigation.

Is the data accurate?

Check the data collected for accuracy and

How else could the data be presented?

plausibility.
Interpret the data collected.
Present data in an appropriate way.
Use the skills to interrogate a database.

Computing: Online Safety Learning Journey Year 6
KS2 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.

What we already know:

What we are going to find out:
1. How can you protect your own password
and make them secure?

Key Words:

Interesting Words:

Post/posted: comments made
online that can be seen by others.

Personal: something that belongs
to you, and you alone.

Appropriate: suitable for the

2. What are the dangers of sharing your
personal information?

situation.

Positive: something good and
nice.

Secure: something safe that will
not become lost.

Concern: something you find
worrying

3. What are the dangers of spending too much
time online or gaming?
What we would like to know:

Virus: computer software that can
cause great harm and capable of
reproducing itself.

The Important Bits:
Protect my password and other personal
information.

4. How will you tell your friends to report an
incident that they are concerned about?

Explain the consequences of sharing too much
personal information online.
Support others to protect themselves and make
good choices online, including reporting concerns
to an adult.

5. How can you protect a computer from harm
on the internet?

Explain the consequences of spending too much
time online or on a game.
Explain the consequences of not communicating
kindly and respectfully.
Protect a computer or device from harm on the
Internet.

Computing: Programming Journey Year 6
KS2 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts
KS2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output

What we already know:

What we are going to find out:

Key Words:

Interesting Words:

Debug: finding and removing
Recap:
What is an algorithm?
What is a variable?

errors.

Command: a line of code
written for the compute
program
Sensor: a device that detects
and responds to some type of

Screen shot your operations here:

input.
Error: doesn’t act in the way
you wanted it to.
Sequence: the order.
Variable: something that can be
changed.
Logical reasoning: the process
of applying rules to problem
solving.

What we would like to know:

The Important Bits:
Deconstruct a problem into smaller steps, recognising
similarities to solutions used before.
Explain and program each of the steps in an algorithm
(for a device or onscreen activity).

Evaluate:
What problems did you face?
How did you break down the algorithms?

Evaluate the effectiveness and efficiency of an
algorithm whilst continually testing the programming of
that algorithm.
Recognise when you need to use a variable to achieve
a required output.
Use a variable and operators to stop a program.

In real life, who will benefit from computer
science?

Use different inputs (including sensors) to control a
device or onscreen action and predict what will
happen.
Link errors in a program to a problem in the algorithm
on which it is based.

