	Learning Wall Computing  
	Key Stage 2
	Year Group:

	Design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts.

e.g. any programming app (e.g. Beebots, Daisy the Dinosaur, Scratch) or web design using html text, etc 
	.
	Use sequence, selection, and repetition in programs; work with variables and various forms of input and output.
e.g. scratch gaming where you build a game that has multiple outcomes (you live, die, get points, loose points).


	

	 
	Use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs.
i.e. be reflective about your own set of instructions to control a Beebot, computer game, etc and spot your own mistakes!
	
	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.
Also includes the school server and how children can save and access work through the pupil resources folder.
	

	Use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content.
e.g. how are the search results ranked in Google.
	
	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.
e.g. Word documents, presentations, movies, animations, spreadsheets and drawing graphs.

	 
	Use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact.
Includes e-safety, cyberbullying and appropriate formal and informal  language depending on the situation (e.g. text message vs email).
	
	
	
	 


