Kilmington Primary School
COMPUTING LEARNING
JOURNEY

TRANSITION
TO
SECONDARY

Year A: Stop Motion animation Year A: Microbit Year A: Big data (2)

Year B: Infroduction fo Python Year B: Mars Rover 1—binary code Year B: Mars Rover 2

In years 3, 4, 5, 6: Children learn how to select, use and combine a variety of software on a range of digital devices. Children

will learn how to use technology, safely, respectfully and responsibly.
Years:

Year A: Sonic Pi Year A: Big data (1) Year A: Online Safety 5/6

Year B: Bletchley Park 1—code Year B: Bletchley Park 2—write Year B: Online Safety
breaking and hacking radio plays

Ospreys

Year A: Investigating weather Year A: Networks and the Year A:Video Trailers

Year B: Scratch—building in Infemet Year B: HTML and fake news

loops Year B: Website design

In years 3, 4, 5 and 6: Children will write and debug programmes, use sequence selection and repetition in programmes,
use logical reasoning to explain simple algorithms, understand computer networks, use search technologies effectively.

Year A: Journey inside a computer Year A: Further coding with Year A: Online safety

Year B: Online Safety Scrateh Year B: Top Trumps

Years: Year B: Computational thinking database
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In year 1 and 2: Children learn how to recognise ICT beyond school, use technology safely and respectfully. Children
will also understand algorithms, create and debug simple programmes, use logical reasoning and use technology

purposefully.

Years:

1/2

Kingfishers

In EYFS: children will develop the skills in the specific area of understanding the world through
exploring and observing technology. They will also develop skills in expressive arts and design
through using a wide range of media. Children will develop skills within the prime areas of commu-

nication and language.




