
 

 

        
          Computing curriculum map: Early Years with links to KS1/Y1 (22-23)  

Key concepts (Trust 
intent/nc) 

Digital literacy (including online safety) Computer Science Computers, networks and the 
WWW 

Key driver :  
Oracy/outdoo
r learning 

 

KS1 (Y1)  
Composite knowledge 

• use technology purposefully to 
create, organise, store, manipulate 
and retrieve digital content  

• 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  

• 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  

• recognise common uses of 
information technology beyond 
school (KS2) 

 

Early Years 
Composite knowledge 
(by end of EYFS) 

• Be able to use computers, ipads, 
ipods, and IWB to perform simple 
tasks/functions 

• Understand and begin to use 
google earth, google maps 

• Know that we can use the 
internet/WWW to find info 

• Program a beebot to follow a 4 
step route 

• Use directional language 

• Think logically to solve problems 
in a range of contexts 

• Know that we can use the 
internet/WWW to find out 
information 

• Know that a computer is a machine 

 

Early Years – key learning experiences (adult led and continuous provision)  (component knowledge). Computing Capital in red  

 Digital literacy (including online safety) Computer Science Computers, networks and the WWW  



 

 

Reception Use google earth, google maps – related 
to texts (No Dinner etc.) Link with 
Geography) 
 
Use the internet to find more information 
(e.g. about animals, countries) – link with 
science, geography 
 
Youtube - explore things we can’t directly 
experience – chicks hatching,  animals etc 
 
Use ‘paint’ and other programmes on IWB 
to create pictures (art link) 
 
ILD – share observations and learning from 
home and school – with adults, other 
children and whole class – use to reflect 
on learning 
 
Take own photos and share 
 
Use class computers, IWB, ipads – range of 
functions 
 
‘tech’ in home corner (role play) – phones, 
computers, cameras 
 
Voice recorders 
 
E-safety stories 

Beebots – program to follow a route, 
reach a destination 
 
Making and following maps (Bear Hunt) 
 
Sequencing stories 
 
Problem solving – range of contexts – 
break down into small steps. Predicting 
what will happen in different contexts – 
construction, water, science etc.  
 
Exploring and create patterns – range of 
contexts – maths, natural etc. 

Homework via Google Classroom – teacher 
videos and upload responses 

‘Tinkering time’ dismantle computers, 
keyboards etc. Explore what’s inside  

Remote learning – online storytime with 
teacher (google meets). Virtual literacy 
lessons. Online phonics lessons (also digital 
literacy) 

 



 

 

Nursery 
 

Explore drawing programmes on IWB 

ILD – share observations and learning from 
home and school – with adults, other 
children – use to reflect on learning and 
develop language (talking about obs) 

Use ipods, ipads, cameras – range of 
functions 

‘tech’ in home corner (role play) – phones, 
computers, cameras 

 

E-safety stories  

Stories at home via Google Classroom. 

Beebots – explore, use buttons to make 
them move 
 
Exploring patterns – range of contexts – 
maths, natural etc. 

Use the internet to find more information – 
google -  (e.g. about animals, countries) 

Youtube – explore things we can’t directly 
experience – chicks hatching,  animals etc. 

 

Vocabulary Digital literacy (including online safety) Computer Science Computers, networks and the WWW 

 

 
Directional language – forwards, 
backwards, left, right, turn, sequence, 
predict, instruction 
 
Computer, program 

Internet, google, network 

 
  



 

 

  



 

 

 



Fleecefield Primary School Computing Year 1                                                                                                                                   

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Unit of 
work 

Computing Strand- 
Digital literacy 
 
E-safety- being 
happy and safe 
online 

Computing Strand- 
Computing systems 

and networks  
 
Technology around us 

Computing Strand- 
Digital literacy 

 
Creating media: 
Digital Paint 

Computing strand- 
Computer science 

 
Programming: 
moving a robot    

Computing Strand- 
Digital literacy 

 
Creating media: 
Digital writing  

Computing strand- 
computer science 

 
Programming: 

Animation 

Composite 
knowledge 

Pupils will know 
about: 
things online that 
might be upsetting  
 
about the dangers 
of sharing content 
with people 
without permission 
 
the importance of 
keeping their 
information safe 
 
the importance of 
telling an adult 
when they feel 
unsafe or unhappy 
online 

Pupil will know 
about:   
technology around 
us  
 
how technology can 
be useful 
  
the main 
components of a 
computer 
 
the functions of the 
main parts of the 
computer 
 
using computers 
safely  

Pupil will know 
about: 
How we can paint 
using computers 
 
how we can use 
digital tools to paint 
 
how to make 
careful choices 
when painting 
digitally  
 
how and why we 
make choices when 
painting digitally  
 
how to paint 
independently 
 
how to compare 
digital painting with 
hand painting 
 
 
 

Pupils will know  
about:   
  
command buttons  
 
directional 
language 
 
simple commands  
 
sequences 
 
debugging 
programs 
 
planning routes  
 
 
 
 
 
  
 
 

Pupil will know 
about: 
the functions of the 
keyboard  
 
how to add and 
remove text 
 
how to use the 
toolbar 
 
how to edit text 
 
how to explain their 
editing choices 
 
how typing 
compares to 
handwriting  

Pupils will know  
about:   
 
Comparing tools 
 
Joining blocks 
 
Making changes to 
blocks 
 
Adding sprites  
 
designing 
programmes  
 
creating simple 
programmes  



 
 
 

Intentional 
knowledge 
they need 
to 
understand 
(Componen
t 
knowledge) 

describe why some 
online content 
might be upsetting 
 
explain why they 
should not share 
content without 
people’s permission  
 
identify who they 
can talk to when 
they feel unsafe 
online 

identify examples 
of technology 
around the 
classroom 

explain how 
technology can 
help us 

identify  the main 
parts of the 
computer 

 

identify the 
functions of the 
main parts of the 
computer 

explain how we can 
use computers 
safely 

describe what 
different freehand 
tools do 

use the shape tool 
and the line tools 

make careful 
choices when 
painting a digital 
picture 

explain why I chose 
the tools I used 

 

use a computer on 
my own to paint a 
picture 

compare painting a 
picture on a 
computer and on 
paper 

 

explain what a 
given command will 
do 
 
give and follow 
instructions  
 
create a sequence 
using 2 commands 
 
 
create a sequence 
using 4 commands 
 
create a simple 
program  
 
identify more than 
1 solution to a 
problem  
 
 
 
 

use keyboard to 
write 
 
add and remove 
text  
 
identify the 
functions of the 
toolbar 
 
select the tools 
correctly to make 
changes to text 
 
evaluate editing 
choices  
 
identify the 
advantages of 
typing and 
handwriting 

choose a command 
for a given purpose 
 
use more than one 
block by joining 
them together 
 
change values in 
blocks with 
numbers 
 
identify the effect 
of changing a value 
 
add multiple sprites 
to projects 
 
design the parts of 
a project 
 

use my algorithm to 
create a program 

 

National 
Curriculum 
KS2 
(skills) 

Pupils should be 
taught how to:  
use technology 
safely, respectfully 
and responsibility 
 
 
identify ways to 

Pupils should be 

taught how to:  

Recognise common 

uses of information 

technology beyond 

Pupils should be 

taught how to: 

Use technology 

purposefully to 

create, organise, 

store, manipulate, 

and retrieve digital 

Pupils should be 

taught how to:  

 

Understand what 

algorithms are, how 

they are 

implemented as 

Pupils should be 

taught how to:  

use technology 

purposefully to 

create, organise, 

store, manipulate and 

retrieve digital 

content 

Pupils should be 

taught how to: 

Understand what 

algorithms are, how 

they are 

implemented as 

programs on digital 

devices, and that 



report concerns 
about content and 
contact 

school 

Use technology 

purposefully to 

create, organise, 

store, manipulate, 

and retrieve digital 

content 

content 

 

 

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 

 

programs execute by 

following precise and 

unambiguous 

instructions 

 

Create and debug 

simple programs 

 

Use logical reasoning 

to predict the 

behaviour of simple 

programs 

  

vocabulary public  - digital 
footprint - personal 
information - 
settings - personal 
boundaries - 
negative - positive 

technology- 
keyboard-mouse- 
screen-monitor-
click-drag 

paint-tool-shape-
resize- background-
digital-artist 

algorithms-
program-debug- 
sequences-
commands 

keyboard-toolbar-
editing-text-bold-
underline  

commands-sprite-
blocks-
backgrounds-
program-project 

Links to 
prior 
knowledge 

EYFS e-safety 
themed storytimes 

Uses of technology 
in EYFS (iPads, 
Beebots, interactive 
board, telephone in 
home corner) 

Technology around 
us/ functions of a 
mouse 

being familiar with 
floor robots and 
directional 
language 

Technology around 
us/using mouse 
and keyboard 

knowledge and 
understanding of 
programming 
and follows on 
from 
‘Programming A 
– Moving a 
robot’, where 
children will have 
learned to 
program a floor 
robot using 
instructions 

Key 
knowledge  
for 

What can you do if 

you see something 

on a device that is 

name examples of 
technology in the 
classroom  

What would you 
use to create a 
digital painting? 

What are these 
buttons on the top 
of the robot for? 

Why do we need a 
keyboard to write 
on the computer? 

What is a sprite 
in Scratch 
Junior? 



assessment scary or upsetting? 

  

Why do you need 

to ask permission 

before sharing a 

picture of 

someone? 

 

Why should you not 

talk to strangers 

online? 

 

Who can you talk to 

if something or 

someone upsets 

you online? 

 

 
name the main 
parts of the 
computer (monitor, 
keyboard,mouse)  

 
What is the job of 
the keyboard? 

 
What is the job of 
the mouse? 
 
Give an example of 
a rule that we 
should follow when 
using computers? 

 
What tools can you 
use when creating 
your painting on 
the computer? 
 
name something 
that is different 
between a hand 
paint and a digital 
paint  
 
Do you prefer 
painting by hand or 
using the 
computer? Why?  

 
what command 
would you use if 
you wanted the 
robot to move 
towards …. 
 
 
show me a 
sequence that 
would help the 
robot reach… 
 
show me a 
different sequence 
that would get the 
robot to the same 
place 
 
what would happen 
if we gave the 
robot the wrong 
command? What 
could I do to fix it? 

 
how can I change 
my writing using 
the toolbar? 
 
how can I delete 
something in my 
writing? 
 
what can I do if I 
change my mind 
about a change that 
I made in my 
writing? 
 
Do you prefer to 
write with a pencil 
or type with a 
keyboard? Why? 

 
How can we 
make the sprite 
move? 
 
which block 
should I use at 
the start of my 
code?  
 
what happens 
when you 
change the 
value on a 
block that has 
values? 
 
How can I add 
more sprites 
and make them 
do different 
things? 

Cross-
curricular 
links 
 

PSHE (Stranger 

danger), RSHE 

(healthy 

relationships) 

Science- Electricity 

 

Art- To develop a 

wide range of art 

and design 

techniques in using 

colour, pattern, 

texture, line, shape, 

form, and space 

Talk about the work 

of a range of artists, 

craft makers, and 

designers, 

describing the 

Maths: coordinates, 
positioning  
 
English- 
prepositions  
 
Science- 
predictions, 
variables 

English: editing, 
evaluating and 
publishing writing  

Maths: coordinates, 
positioning  
 
English- 
prepositions  
 
Science- 
predictions, 
variables 



differences and 

similarities 

between different 

practises and 

disciplines and 

making links to 

their own work 
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 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Unit of 
work 

Computing strand- 
Digital literacy 
 
E-safety- SMART 
online rules 

Computing strand-  
Computing systems 
and networks  
 
Information  
technology around us 

Computing strand-  
Digital literacy 

 
Creating media: 

Digital Photography 

Computing strand- 
computer science 

 
Programming: 

Robot algorithms    

Computing strand-  
Digital literacy 
 
Creating media: 
Making music 

Computing strand- 
computer science 

 
Programming: 

Quizzes 

 

Composite 
knowledge 

Pupils will know  
about:   
the dangers  of 
accepting certain 
online content 
 
Reliability of online 
content 
 
Importance of 
keeping 
information safe 
 
Importance of 
telling adults about 
online issues 
 
 

Pupils will know  
about:   
what is information 
technology  
 
the uses of IT in 
school 
 
the uses of IT 
beyond school 
 
how different  
devices  work 
together 
 
using IT safely 
 
using IT in different 
ways 

Pupils will know  
about:   
how to take digital 
photos  
 
the differences 
between landscape 
and portrait 
orientation  
 
what makes a good 
photo 
 
how to improve the 
quality of photos  
 
how effects can 
change a photo 
 
edited and fake  
photos  

Pupils will know  
about:   
instructions  
 
order of sequences  
 
making predictions  
 
design in 
programming 
 
algorithms  
 
debugging  
 
algorithms  
 
 

Pupils will know  
about:   
How music makes 
us feel 
 
Rhythms and 
patterns  
 
How music can be 
used 
 
Notes and tempo 
 
how  digital music is 
created 
 
how we review and 
edit music 

Pupils will know  
about:  
 
sequences of 
commands 
 
outcomes for 
sequence of 
commands 
 
 
using different 
designs to create 
programs  
 
 
changing designs 
 
planing designs  
 
 
improving designs  

Intentional 
knowledge 
they need 
to 
understand 

identify whether 
they should or 
should not accept 
particular emails, 
messages, videos 

recognise the 
features of 
information 
technology 
 

use a digital device 

to take a 

photograph 

 

give and follow 
clear instructions 
 
use the same 
instructions to 

say how music can 
make us feel 

can identify the 
start of a sequence  
 
predict the 
outcome of a 



(Componen
t 
knowledge) 

 
explain why not all 
online content can 
be trusted  
 
identify which 
information they 
should not share 
with strangers 
 
identify adult who 
can help them with 
online issues 
 
 

identify the uses of 
information 
technology in the 
school 

identify information 
technology beyond 
school 

explain how 
information 
technology helps us 

 

explain how to use 
information 
technology safely 

 

recognise that 
choices are made 
when using 
information 
technology 

explain why a 

photo looks better 

in portrait or 

landscape format 

 
discuss how to take 

a good photograph 

 

use strategies to 

improve photos  

 

use tools to change 

photos 

 

identify which 

photos are real and 

which have been 

changed 

 

create different 
algorithms 
 
predict the 
outcome of a 
sequence 
 
design, create, and 
test a mat for a 
floor robot 
 
design an algorithm 
 
test and debug 
each part of a 
program 

 

identify that there 
are patterns in 
music 

describe how music 
can be used in 
different ways 

 

show how music is 
made from a series 
of notes 

create music for a 
purpose 

 

review and refine 
our computer work 

 

 

sequence of 
commands 
 
create a program 
using a given design 
 
change a given 
design using 
different 
backgrounds and 
characters 
 

build sequences of 
blocks to match my 
design 

 

compare, improve 
and debug my 
program  

 

National 
Curriculum 
KS2 
(skills) 

Pupils should be 
taught how to:  
use technology 
safely, respectfully 
and responsibility 
 
recognise 
acceptable and 
unacceptable 
behaviour 
 
identify ways to 

Pupils should be 

taught how to: 

Recognise common 

uses of information 

technology beyond 

school 

Use technology safely 

and respectfully 

Pupils should be 

taught how to: 

use technology 

purposefully to 

create, organise, 

store, manipulate and 

retrieve digital 

content 

Pupils should be 

taught how to:  

 

Understand what 

algorithms are, how 

they are 

implemented as 

programs on digital 

devices, and that 

programs execute by 

following precise and 

Pupils should be 

taught how to:  

Use technology 

purposefully to 

create, organise, 

store, manipulate 

and retrieve digital 

content 

Pupils should be 

taught how to:   

Understand what 

algorithms are; how 

they are 

implemented as 

programs on digital 

devices; and that 

programs execute by 

following precise and 

unambiguous 



report concerns 
about content and 
contact 

unambiguous 

instructions 

 

Create and debug 

simple programs 

 

Use logical reasoning 

to predict the 

behaviour of simple 

programs 

 

 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 

 

vocabulary attachments- 
viruses- mean 
messages- reliable- 
source- personal 
information- safe- 
bullying 

information 
technology-
computer- device-
camera-printer-  

photos-digital-
image-lighting-
portrait-landscape  

algorithms-
program-debug-  

digital- purpose- 
review-edit- 
rhythms- patterns 

sequence-
commands-
outcome-debug 

Links to 
prior 
knowledge 

Year 1- Being safe 
and happy online Progression from 

Y1 unit 1  -
understanding of 
technology:  
becomes familiar 
with the term 
information 
technology and will 
be able to identify 
common features 
of IT.  

understanding of 
using technology 

Year 1- Digital 
painting 

Year 1-  creating 
short programs 
using floor robots 
and predicting the 
outcome of a 
simple program 

experience of 
making choices on 
a tablet/computer, 
and they should be 
able to navigate 
within an 
application. 
Learners should 
also have some 
experience of 
patterns (e.g. 
maths) 

 

Year 1- 
programming 
animation 
 
knowledge and 
understanding of 
instructions in 
sequences and the 
use of logical 
reasoning to 
predict outcomes.  



safely and 
responsibly 

Key 
knowledge  
for 
assessment 

Why should you not 

open an 

attachment from a 

stranger?  

 

What can you do to 

check if information 

on a website is 

true? 

 

Why should you not 

share your name, 

email, address with 

a stranger online? 

 

Who can you talk to 

if someone sends 

you a mean 

message online? 

 

give 3 examples of 
computers in the 
classroom 
 
explain what those 
computers can be 
used for 
 
how can a printer 
be used with a 
computer 
 
give an example of 
technology in your 
home  
 
explain two ways in 
which a phone by 
used  
 
describe a rule that 
need to remember 
when using 
technology 

what devices can I 
use to take photos? 
 
what is the 
difference between 
portrait and 
landscape photos? 
 
what top tips can I 
follow to take a 
good photo? 
 
How can I make  a 
photo better? 
 
how can I know if 
an image is fake? 

how can you give 
good instructions? 
 
what happens if 
you change the 
order of the 
instructions?  
 
 
what would happen 
if I give the robot 
this instruction 
(forward, forward, 
backwards,backwar
ds)? 
 
what happens 
when you give the 
robot the wrong 
instructions? 
 
 
what can you do if 
you get the wrong 
outcome? 

How does music 
make you feel? 
 
What is a rhythm?  
 
Who creates 
music? 
 
How can we use a 
computer to make 
music? 
 
How can you make 
your work better? 

where do you click 
to run your 
program?  
 
If I choose x 
command, what 
will be the 
outcome? 
 
where would I find 
the instructions for 
the sprite and what 
do we call them? 
 
what changes can 
you make on your 
design? 
 
what does debug 
mean?  
 
 
 

Cross-
curricular 
links 
 

PSHE (Stranger 

danger, 

cyberbullying) 

 
science: electricity 

PSHE- e-safety  

Art and design 

To develop a wide 
range of art and 
design techniques 
in using colour, 
pattern, texture, 
line, shape, form, 
and space 

Maths: coordinates, 
positioning  

English- 
prepositions  
Science- 
predictions, 
variables 

Music-  Play tuned 

and untuned 

instruments 

musically  

Listen with 

concentration and 

understanding to a 

range of high-

quality live and 

Maths: coordinates, 
positioning  

English- 
prepositions  
Science- 
predictions, 
variables 
Art:background
s 



recorded music  

Experiment with, 

create, select and 

combine sounds 

using the inter-

related dimensions 

of music 

 

Music- Digital music 

creation 
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 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Unit of 
work 

Computing strand: 
Digital literacy 
 
E-safety- Think 
before you share 
(x3weeks) 
 
Research a topic on 
a digital platform- 
Google Classroom 
(x3 weeks) 

Computing strand: 
Computers, 
computer networks 
and WWW  
 
Connecting 
computers 
 

Computing strand: 
Digital literacy 
 
Creating media- 
Stop frame 
animation 

 
 

 

 

Computing strand: 

Computer science 
 

Programming 
Sequence in music 

Computing strand:  
Digital literacy 

 
Creating media: 

Desktop publishing   

Computing strand: 
Computer science 

 
Programming: 
Events and actions 

Composite 
knowledge 

Pupils will know 
what having a 
positive digital 
footprint means. 
 
ways in which they 
can start to build a 
positive digital 
footprint 
 
Pupils will know 
How digital 
platforms are 
useful for groups of 
people  
 
How to access a 
digital platform  
 
How to access 
content in a digital 

 Pupils will know  
How digital devices 
work  
 
The parts that 
make up a digital 
device 
 
how digital devices 
are useful  
 
how digital devices 
are interconnected 
 
how computers are 
connected 
 
what the local 
network (school) 
look like  

Pupils will know 
  
animations are 
created as 
sequences of 
images 
 
images are turned 
into an animation 
 
animations are 
planned 
 
small changes are 
used to create stop 
frame animation 
 
animations can be 
improved 
 
evaluate media 

Pupils will know  
 
how we use 
different 
programming 
environments  
 
how to   program 
sprites 
 
use to use 
sequence in 
programming  
 
how orders of 
commands impact 
outcomes 
 
how to design a 
project 
 

Pupils will know  
 
How text and 
images can be used 
to communicate  
 
How text and 
images can b edited 
 
How content can be 
added to a 
publication  
 
how  information 
can be laid out on a 
page 
 
The uses of desktop 
publishing in real 
life 
 

Pupils will know 
how to 
 
use events to move 
sprites 
 
move sprites in 4 
directions 
 
use program 
extensions to draw 
lines 
 
add features to a 
project 
 
 
debug a project 
 
create mazes 



platform  
 
How to respond to 
content in a digital 
platform  
 
Strategies for 
effective research  
 
How to share 
information in a 
digital platform   

how to create a 
project from a task 
description 

 

Intentional 
knowledge 
they need 
to 
understand 
(Componen
t 
knowledge) 

explain what digital 
footprint is  
 
explain the impact 
of digital footprint 
on someone’s 
reputation 
 
describe ways to 
build a positive 
footprint 
_______________ 
 
Describe ways in 
which Google 
classroom helps 
children learning  
 
Login and access  
Google classroom  
 
View assignments 
on Google 
classroom  
 
Complete a 

Explain how digital 
devices function 
 
 
Identify input and 
output devices 
 
Recognise how 
digital devices can 
change the way 
that we work 
 
Explain how a 
computer network 
can be used to 
share information 
 
Explore how digital 
devices can be 
connected 
 
Recognise the 

physical 

components of a 

network 

 

explain how an 
animation/flip book 
works 
 
create an effective 
stop-frame 
animation 
 

describe an 
animation that is 
achievable on 
screen 
 
 
plan  an animation 
 
use onion skinning 
to make small 
changes to frames 
 
review and improve 
an animation 
 
evaluate their final 

identify the objects 
in a Scratch project 
(sprites, backdrops) 

 

identify that each 
sprite is controlled 
by the commands I 
choose 

 

create a sequence 
of connected 
commands 

 

recognise that a 
sequence of 
commands can 
have an order 

 

Explain how text 
and images convey 
information 
 
edit text and layout  
 
choose appropriate 
page settings 
 
add content to a 
desktop publishing 
publication 
 
select different 
layouts can suit 
different purposes 

 

 

 
 

describe how 
sprites move 
 
 
use program to 
move sprites in 4 
directions 
 
use ‘Pen’ extension 
to draw lines  
 
 
 
make more 
sequences of 
commands to add 
to project 
 
identify and fix 
bugs in a design  
 
create a maze 
based project 
 



research 
assignment on 
Google classroom  
 
Submit  
assignments on 
Google classroom 
and read feedback 
 
 

film change the 
appearance of a 
project 

 

use algorithm to 
create an 
instrument 

National 
Curriculum 
KS2 
(skills) 

Pupils should be 
taught how to:  
use technology 
safely, respectfully 
and responsibility 
 
recognise 
acceptable and 
unacceptable 
behaviour 
 
identify ways to 
report concerns 
about content and 
contact 
 
Pupils should be 
taught how to:  
use search 
technologies 
effectively, 
appreciate how result 
are selected and 
ranked 
 
use and combine a 

variety of software 

(including internet 

services ) on a range 

Pupils should be 

taught how to:  

work with variables 

and various forms 

of input and output 

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 

 

 

Pupils should be 

taught how to:  

 

Select, use, and 

combine a variety of 

software on a range 

of digital devices to 

design and create a 

range of programs, 

systems, and content 

that accomplish given 

goals including 

presenting data and 

information 

 

Pupils should be 

taught how to:  

 

design, write and 

debug programs 

that accomplish 

specific goals, 

  

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 

Pupils should be 

taught how to:  

Select, use, and 

combine a variety of 

software on a range 

of digital devices to 

design and create a 

range of programs, 

systems, and content 

that accomplish given 

goals including 

presenting data and 

information 

Pupils should be 

taught how to:  

 

design, write and 

debug programs 

that accomplish 

specific goals, 

  

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 



of digital devices to 

create content that 

accomplishes given 

goals 

and correct errors 

in algorithms and 

programs 

 

select, use and 

combine a variety 

of software on a 

range of digital 

devices to design 

and create a range 

of programs, that 

accomplish given 

goals 

and correct errors 

in algorithms and 

programs 

 

select, use and 

combine a variety 

of software on a 

range of digital 

devices to design 

and create a range 

of programs, that 

accomplish given 

goals 

vocabulary public  - digital 
footprint - personal 
information - 
settings - personal 
boundaries - 
negative - positive 
 
_______________ 
digital platform - 
login- password- 
Google classroom - 
assignments - 
feedback 
 
 
 

devices- inputs-
outputs-network-
components-
wireless 

animation-stop 
frame- film- 
storyboard 

program- sprite- 
environment- 
background- 
command 

text-image-content-
publishing-editing-
italics-bold- layout- 
underlined- tools 

 

Links to 
prior 
knowledge 

Technology around 
us  
Computer devices 
Login in  
Navigating devices 

Year 1- Technology 
around us  
Year 2- Information 
technology around 
us 

knowledge and 
understanding of 
using digital devices 
to create media, 
exploring how they 
can create stop-
frame animations 

 learners will have 
some prior 
experience of 
programming; the 
KS1 units cover 
floor robots and 
ScratchJr 

 Google classroom 
 

Scratch Junior KS1 
 
Year 3 
programming unit- 
sequencing music 



 
 
 

Key 
knowledge  
for 
assessment 

What is our digital 

footprint? 

 

How can your 

digital footprint 

affect how people 

think about you? 

 

What are more 

private ways of 

communicating 

with your trusted 

ones? 

 

Why is it unsafe to 

overshare your 

information ? 

 

What can someone 

do, or how can they 

get help, if they 

share something 

they later regret 

online? 

___________ 

How can Google 
classroom help you 
with your learning? 
 
How do you login 
to Google 
classroom? 
 

What is a device? 
 
Why are devices 
useful? 
 
What are the key 
parts of a device? 
 
What is a computer 
network? 
 
Why are computer 
networks useful? 

What is stop 
motion  
 
how can i use 
images to create an 
animation  
 
what tools can you 
use to create a stop 
frame animation  
 
what is onion 
skinning and how 
did it help you 
create your 
frames? 
 
 
how did you 
improve your 
animation  

What can you use 
scratch for? 
 
show me where the 
commands go  
 
where can I get the 
blocks from  
 
show me 
something you 
created using 
scratch  
 
how can I change 
the environment of 
my project  

 
Why are images a 
good way to 
communicate?  
 
What can we edit in 
a text?  
 
What can we edit a 
page when creating 
a document? 
 
What is the layout 
of a document? 
 
Why is the layout 
important? 

How can you 
make the sprite 
move in your 
project  
 
what is an 
event? 
 
how can you 
draw lines in 
your project? 
 
How will you 
know that you 
need to debug? 
 
 
What 
improvements 
have you made 
in your project? 
 
What worked 
well in your 
project?  



Where do you find 
your work on 
Google classroom? 
 
 
How can you find 
your teacher’s 
feedback on your 
assignments? 
 
How do you submit 
your assignments 
on Google 
classroom? 

Cross-
curricular 
links 
 

PSHE (Stranger 

danger), RSHE 

(healthy 

relationships) 

 

 

English, History… 

Effective research 

Maths: place value 
and number; 
problem solving; 
reasoning  
Science: electricity 

English- Pupils 
should be taught to 
draft and write by: 
in narratives, 
creating settings, 
characters and plot 
 
Pupils should be 
taught to: proof-
read for spelling 
and punctuation 
errors 
 

Maths: geometry, 
measures  

English: writing, 
structural features 
of writing, 
presentational 
devices, 
informative text 

DT 

 



Fleecefield Primary School Computing Year 4                                                                                                                                   

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Unit of 
work 

Computing strand- 
Digital literacy 
 
 
 
E-safety: Protect 
your stuff (x3 
weeks) 
 
Research and 
develop a topic- 
Google Docs 
(x3 weeks) 

Computing strand- 
Computers, 
computing systems 
and networks 

 
 

 
The internet 

 
 

Computing strand- 
Digital literacy 
 
 
Creating media:  
Audio production 

Computing strand- 
computer science 

 
Programming 

Repetition in shapes 

Computing strand- 
Digital literacy 

 
Creating media:  

Photo editing  

Computing strand-  
computer science 

 
Programming 

Repetition in games 



Composite 
knowledge 

Pupils will know 
how to be a critical 
consumer while 
online 
 
 Pupils will be 
aware of different 
online scams, 
including ‘phishing’ 
 
 
 Pupils will know 
strategies to 
support collective 
research 
 
strategies to link 
digital content for 
ease of access and 
copyright purposes 
 
strategies to 
evaluate digital 
content 
 
 
ways of improving 
digital content 
based on feedback 

Pupils will know 
how networks 
connect to each 
other 
 
what makes up the 
internet 
 
how information is 
shared 
 
what a website is 
 
who owns the web 
 
how some 
information may or 
may not be reliable 

Pupils will know 
about  
 
Recording sound 

Editing audio 

Planning a podcast 
 
Creating a podcast 
 
Combining audio 
 
Evaluating podcasts 
 
 

Pupils will know  
 
how to use text-
based 
programming  
 
how to program 
using letters 
 
how to use 
patterns and 
repeats in 
algorithms 
 
how to use loops to 
create shapes  
 
how decomposition 
is used in 
programming  
 
how to create a 
program  
 

Pupils will know how to  
 
Change digital images 
 
Change the composition 
of images 
 
Change images for 
different uses 
 
strategies to retouch 
images 
 
strategies to recognise 
fake images 
 
how to evaluate image 
publications 
 
 

Pupils will know about 
 
the use loops to create shapes 
 
Different types of loops 
 
Developing designs using loops 
 
Modifying games 
 
Designing games 
 
Creating games 

Intentional 
knowledge 
they need 
to 
understand 
(Componen
t 
knowledge) 

Describe ways to 
critically evaluate 
what we see on 
social media 
 
 Explain how social 
media can mislead 
or misrepresent 
reality. 

describe how 
networks physically 
connect to other 
networks 
 
recognise how 
networked devices 
make up the 
internet 

identify that sound 
can be recorded 
 
explain that audio 
recordings can be 
edited 
 
recognise the 
different parts of 

 explain why 
accuracy is 
important in 
programming  
 

create a program in 
a text-based 
language 

explain that digital images 
can be changed 
 
change the composition 
of an image 
 
describe how images can 
be changed for different 
uses  

create shapes using count-
controlled loops 
 
choose when to use a count-
controlled and an infinite loop 
 
develop a design that includes two 
or more loops  
 



 
 Identify different 
types of online 
scams people our 
age may 
experience, 
including ‘phishing’ 
 
 Identify sources of 
support for 
someone who is 
worried about 
anything online  
 
—--------  
use Google docs to 
collaboratively 
collect information 
around a topic 
 
source, select and 
relevant links to  a 
Google docs  
 
explain why it is 
important to name 
sources where 
information is 
collected from  
 
use comment 
function to give 
feedback on 
content 
 
respond to 
feedback to edit 
improve content 

 
outline how 
websites can be 
shared via the 
World Wide Web 
(WWW) 
 
describe how 
content can be 
added and 
accessed on the 
World Wide Web 
(WWW) 
 
recognise how the 
content of the 
WWW is created by 
people 
 
evaluate the 
consequences of 
unreliable content 

creating a podcast 
project 
 
apply audio editing 
skills independently 
 
combine audio to 
enhance my 
podcast project 
 
evaluate the 
effective use of 
audio 

explain what 
‘repeat’ means in 
programming  
 

modify a count-
controlled loop to 
produce a given 
outcome 

decompose a task 
into small steps 
 

create a program 
that uses count-
controlled loops to 
produce a given 
outcome 

 
 

 
select the appropriate 

tools to edit 

 

recognise that not all 

images are real 

 

evaluate how changes can 

improve an image 

 
 

modify an infinite loop in a given 
program 
 

design a project that includes 
repetition 

create a project that includes 
repetition 



 
 

National 
Curriculum 
KS2 
(skills) 

Pupils should be 
taught how to:  
use technology 
safely, respectfully 
and responsibility 
 
recognise 
acceptable and 
unacceptable 
behaviour 
 
identify ways to 
report concerns 
about content and 
contact 
 
Pupils should be 

taught how to:  

use and combine a 

variety of software 

(including internet 

services ) on a range 

of digital devices to 

create content that 

accomplishes given 

goals, including 

collecting and 

evaluating  

Pupils should be 

taught how to: 

 

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 

Pupils should be 

taught how to: 

Select, use and 

combine a variety 

of software 

(including internet 

services) on a range 

of digital devices to 

create a range of 

content that 

accomplish given 

goals  

Pupils should be 

taught how to:  

 

design, write and 

debug programs 

that accomplish 

specific goals, 

  

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 

 

select, use and 

combine a variety 

of software on a 

Pupils should be taught 

how to:  

Use technology safely, 

respectfully and 

responsibly; identify a 

range of ways to report 

concerns about content 

and contact. 

 

Select, use and combine a 

variety of software 

(including internet 

services) on a range of 

digital devices to create a 

range of content that 

accomplish given goals  

Pupils should be taught how 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 

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 



range of digital 

devices to design 

and create a range 

of programs, that 

accomplish given 

goals 

vocabulary genuine - fraud - 
phishing - scam - 
verifiable - malware 
encrypted - firewall  
 
 
 
collaboratively- 
research- images- 
content - feedback 
- 

network- world 
wide web- 
connection- 
content- reliability- 
accuracy 

audio-recording-
input-output-
podcast-trim 

program- text 
based - loops - 
decompose- count 
controlled  

image-content-editing-
tools-media-manipulate 

loops-repetition-sippet-code- 

Links to 
prior 
knowledge 

Effective research  
 
responding to  
feedback on digital 
content 

Computer systems 
and networks units in 
previous years 

knowledge and 
understanding of 
creating media, by 
focusing on the 
recording and 
editing of sound to 
produce a podcast 

progresses from 
the sequence of 
commands in a 
program to using 
count-controlled 
loops 

Year 1: Digital painting 
 
Year 2: digital 
photography 

Programming in previous years: 
prior experience of programming 
floor robots and ScratchJr, and 
Scratch  

Key 
knowledge  
for 
assessment 

What can you do if 

you fall for a scam? 

 

How can you 

recognise a 

fraudulent email or 

text? 

 

How can you verify 

someone’s online 

identity?  

 

What is the 
internet? 
 
What are routers 
used for? 
 
Who owns videos 
on Youtube? 
 
Who can create 
content for the 
world wide web? 
 

what devices can 
you use to record 
audio? 
 
what is an output 
and input? 
 
 
who owns a 
recording? 
 
how can you 
improve a 

what is text based 
programming?  
 
which software did 
you use for text-
based 
programming  
 
show me a program 
you created using 
text based coding  
 
how did you correct 

Why is it useful to edit 
images? 
 
What elements of an 
image can you change? 
 
What tools can you 
choose to edit a picture? 
 
How can you identify a 
fake image?  
 
What are the dangers 

what are count controlled 
loops 
 
what two different types of 
loops can you name? 
 
 
can you show me a loop in your 
program? 
 
describe how the loop works. 



What can you do if 

you come across 

something that you 

are unsure about 

online? 

 

What can you do if 

a suspicious person 

tries to contact you 

online? 

 

 

How can you work 
collaboratively on 
Google docs? 
 
Why is it easier to 
work 
collaboratively on a 
topic?  
 
How can you add 
links  to your 
document? 
 
Why is it important 
to add links when 
you copy 
information from 
another website? 
 
How can you give 
feedback to your 
partner about their 
work? 
 

 

why is some 

information online 

not honest, 

accurate, or legal? 

 
 
Why do you need 
to think carefully 
before sharing or 
re-sharing content 
online? 
 
 

recording? 
 
what is a podcast? 
 
what are the 
different parts of a 
podcast? 

errors? 
 
what is a loop and 
why did you use it? 

editing images? 



Cross-
curricular 
links 
 

PSHE (Stranger 

danger), RSHE 

(healthy 

relationships) 

 

 

E-safety: copyright 

PSHE: working with 

others  

Topic: research a 

topic effectively  

E-safety: sharing 
responsibly  

E-safety: copyright  
Music- digital music 
production  

Maths: 
geometry, 
measures 

Computing- E-safety  
English: 
communicating 
through images  

 

 



Fleecefield Primary School Computing Year 5                                                                                                                                   

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Unit of 
work 

Computing strand-  

Digital literacy 
 
 
E-safety- Check it’s 
real (x3 weeks) 
 
Research and 
develop a topic- 
Google Slides (x3 
weeks) 
 

Computing strand-  

Computing 

systems and 

networks 

 

Sharing 

information 

Computing strand- 
 

Digital literacy 

 
Creating media-  
vector drawing 

Computing strand- 
computer science 

 
Programming 

Selection in quizzes  

Computing strand-  
computer science 

 
Data handling 
Spreadsheets 

Computing strand- 
computer science 

 
 

Programming 
 

Sequencing in 
animation 

Composite 
knowledge 

Pupils will know 
how to develop 
safe habits online, 
including the 
importance of 
protecting personal 
information.  
 
how to respect 
online privacy 
boundaries for 
themselves and 
others 
 
ways to seek or ask 
for help if they or 
others feel unsafe 
online 
 
Pupils will know:  

Pupils will know:  
the concept of a 
system 
 
how computer 
systems work 
 
how  information is 
transferred in a 
system 
 
how systems allow 
people to work 
collaboratively  
 
how to work 
collaboratively 
 
how to evaluate 
collaborative work 

Pupils will know: 
how to use drawing 
tools 
 
how to create 
images 
 
how to make 
effective drawings 
 
how layers are used 
to create images 
 
how to manipulate 
objects 
 
how to create a 
vector drawing 
 
 

Pupils will know: 
how selection is 
used in computer 
programs 
 
how conditional 
statement connects 
a condition to an 
outcome 
 
 
how selection 
directs the flow of 
a program 
 
how to design a 
quiz 
 
how to test a quiz 
 

Pupils will know 
about: 
data collection  
 
formatting 
spreadsheets 
 
using formulas 
 
duplicating 
formulas 
 
event planning 
 
data presentation 

Pupils will know 
about: 
 
animating scenes 
on scratch  
 
broadcasting 
messages on 
scratch 
 
showing and hiding 
sprites 
 
sequencing stories 
 
adding audio 
 
interactivity 
features 
 



strategies to create 
content 
collaboratively  
 
 
strategies to 
present 
information 
 
strategies to add 
multisensory 
elements to 
content 
 
 
strategies to 
enhance 
presentation of 
information 
 
strategies to 
evaluate and 
verbally present 
digital content 

 how to evaluate a 
quiz 
 

 
 
 
 

Intentional 
knowledge 
they need 
to 
understand 
(Componen
t 
knowledge) 

 Explain why it’s 
important to keep 
personal 
information private 
online 
 
Describe ways to 
keep personal 
information private 
online by using 
safety tools and 
privacy settings 
 
 Describe how to 

explain that 
computers can be 
connected together 
to form systems 
 
recognise the role 
of computer 
systems in our lives 
 
recognise how 
information is 
transferred over 
the internet 
 

identify that 
drawing tools can 
be used to produce 
different outcomes 
 
create a vector 
drawing by 
combining shapes 
 
use tools to achieve 
a desired effect 
 
recognise that 
vector drawings 

describe  how 
selection is used in 
programming  
 
create a program 
that uses selection 
to produce 
different outcomes  
 
show that a 
condition can direct 
program flow in 
one of two ways 
 

enter data into  a 
spreadsheet 
 
identify the 
formatting features 
of a spreadsheet 
 
use formulas to 
calculate data 
 
apply  formulas to 
multiple cells 
 
design a 

 create appropriate 
animations for a 
story scene 
 
 structure and 
control the timing 
of events 
 
control when 
objects need to be 
visible 
 
sequence events to 
create a story 



find and ask for 
help if someone 
feels unsafe online 
 
 
 generate a Google 
slides as a group 
 
add written content 
to slides 
source, select and 
add image, video 
and audio content 
to a Google slides 
 
manipulate 
structure and 
layout  of content 
in slides  
 
Present and 
evaluate their 
digital content for 
an audience 

explain how sharing 
information  
online lets people 
in different places 
work together 
 
contribute to a 
shared project 
online 
 
evaluate different 
ways of working 
together online 

consist of layers 
 
group objects to 
make them easier 
to work with 
 
can create a vector 
drawing for a 
specific purpose  

design a program 
that uses selection 
 

create a program 
that uses selection 

can identify ways 
the program could 
be improved 
 

spreadsheet to plan 
an event 
 
choose appropriate 
tools to present 
data 

narrative 
add interactive user 
features to a scene 
or story 
 
  
 
 
 
 

National 
Curriculum 
KS2 
(skills) 

 
Pupils should be 
taught how to:  
use technology 
safely, respectfully 
and responsibility 
 
recognise 
acceptable and 
unacceptable 
behaviour 
 
identify ways to 
report concerns 

Pupils should be 

taught how to: 

Understand 

computer 

networks, including 

the internet; how 

they can provide 

multiple services, 

such as the World 

Wide Web, and the 

opportunities they 

offer for 

Pupils should be 

taught how to:  

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 

Pupils should be 

taught how to: 

design, write and 

debug programs 

that accomplish 

specific goals, 

  

solve problems by 

decomposing them 

into smaller parts 

 

use sequence, 

Pupils should be 

taught how to: 

use and combine a 

variety of software 

(including internet 

services ) on a range 

of digital devices to 

design and create 

content that 

accomplishes given 

goals, including 

collecting, evaluating 

and presenting data 

and information 

Pupils should be 

taught how to: 

Design, write and 

debug programs 

that accomplish 

specific goals, 

including 

controlling or 

simulating physical 

systems; solve 

problems by 

decomposing them 



about content and 
contact 
 
Pupils should be 
taught how to:  
use and combine a 

variety of software 

(including internet 

services ) on a range 

of digital devices to 

design and create 

content that 

accomplishes given 

goals, including 

collecting, evaluating 

and presenting data 

and information 

communication and 

collaboration 

content that 

accomplish given 

goals, including 

collecting, 

analysing, 

evaluating, and 

presenting data and 

information 

 

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 

 

select, use and 

combine a variety 

of software on a 

range of digital 

devices to design 

and create a range 

of programs, that 

accomplish given 

goals 

  

 

 

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. 

vocabulary Privacy - Security - 
Two-step 
verification - 
Security token - 
password - hacker - 
scammer 
 
collaboratively- 
information- 

network-systems-
computers-
collaboratively-
world wide web 

vector-drawing-
image-layer-tools- 
resize-duplicate-
align  

variables-
conditions-input-
output-outcome-
selection 

spreadsheet-data-
formula-duplicate-
cells-input-output 

animation-
broadcasting-
sequencing-
interactivity-audio 



content- 
multisensory - 
slides - 
presentational 

Links to 
prior 
knowledge 

Bullying and 
cyberbullying 
 
 
 
Research  
working 
collaboratively  
adding images  
evaluating content 
in Docs 

Computing systems 

and networks in 

previous year 

groups 

 Photo editing  
 
Repetition in 
shapes 
 
Digital painting  

prior experience of 
programming using 
block-based 
construction (e.g. 
Scratch), 
understand the 
concepts of 
‘sequence’ and 
‘repetition’, and 
have some 
experience of using 
‘selection’.  
 

Collecting 
information (Y4) 
Presenting 
information  (Y5) 

Programming (Y3) 
sequencing sounds 

Key 
knowledge  
for 
assessment 

What does a strong 

password include? 

 

What are privacy 

settings? 

 

When using an app 

software, where 

can I check my 

privacy options? 

 

What can you do if 

you feel unsafe 

online? 

 

What type of 

information should 

be protected? 

 

What is a 

what are the parts 
that can make up a 
computer system?  
 
what are the 
benefits of having a 
computer system?  
 
How can I refine my 
search in the search 
engine? 
 
how can I reduce 
the number of 
search results? 
 
give an example of 
how search engines 
will rank results  
 
can you name 3 

what is vector 
drawing? 
 
how can you edit a 
vector drawing? 
 
what are layers in 
vector drawing?  
 
what can vector 
drawing be used for 
in real life? 
 

what is selection in 
programming? 
 
which 
app/software can 
you use to create a 
program that uses 
selection? 
 
show me a 
program using 
selection 
 
show me where 
you have used 
conditions in your 
programme  
 
how did you 
improve your 
game? 

Give an example of 
a type of data that 
you can record on a 
spreadsheet.  
 
What is a cell? 
 
why are formulas 
useful in a 
spreadsheet? 
 
Why is it useful to 
duplicate formulas? 
 
How can a 
spreadsheet help 
me plan an event? 
 
How can I present 
data in a 
spreadsheet so that 

show me your 
animation: what 
was the purpose of 
your program? 
 
why is sequencing 
important in your 
programme? 
 
how did you 
broadcast 
messages? 
 
how did you control 
when sprites are 
visible or not? 
 
how did you add 
audio to your 
animation? 



scammer? 

 

 

What app would 

you use to create a 

presentation about 

a topic? 

 
How can you work 
collaboratively in a 
Google slides? 
 
How can you add 
videos to your 
presentation? 
 
How can you make 
your Google slides 
more engaging for 
the audience?  
 
 
What tips do you 
have for presenting 
in front of an 
audience? 
 

 

different search 
engines? 
 
how can search 
engines make 
money and how 
may that affect 
your searching 
experience? 

 it is easy to 
analyse? 
 
  

Cross-
curricular 
links 
 

Children have a 

number of logins 

for software used 

by the school 

across subjects (e.g. 

maths ttrockstars), 

RSHE (healthy 

relationships) 

 

 

 

 
 

Maths: 
geometry, 
measures  
 
science: 
variables 

Maths: 
data handling  
 
addition, 
subtraction, 
multiplication, 
and division 

English: story 
mapping and 
story planning  



English: speaking 

and 

listening/effective 

research/presentati

onal devices 

Reading: author’s 

choices and effect 

on reader 

 

Topic work: present 

information around 

a topic  

PSHE: working 

collaboratively  

 

 

 



Fleecefield Primary School Computing Year 6                                                                                                                                   

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Unit of 
work 

Computing strand: 
Digital literacy 
 
 
E-safety- Respect 
each 
other/Research and 
develop a topic- 
Google Forms 
 

Computing strand:  

Computing systems 

and networks 

 

 

Communication and 

collaboration 

 

Computing strand:  
Digital literacy 

 
 

Creating media- 3D 
modelling  

 

 
 

Computing strand: 
Computer science 

 
 
 

Programming  
 variables in games 

Computing strand:  
Digital literacy 

 
Creating media- 

Webpage creation 

Computing strand-  

Digital literacy  
 
 

Programming 
Physical computing  

Composite 
knowledge 

Pupils will learn 
strategies on how 
to be respectful, 
empathetic and 
have healthy online 
relationships 
 
strategies to 
manage and 
respond  in a 
healthy and safe 
way to hurtful 
online behaviour  
 
Pupils will learn  
that different apps 
are used for 
different purposes  
 
strategies to 
collaboratively 
collect information 

Pupils will learn  
about a range of 
search engines 
 
how search engines 
help us find things 
on the World Wide 
Web 
 
How search results 
are ranked 
 
How are searches 
influenced 
 
How we 
communicate 
 
How we 
Communicate 
responsibly 
 

Pupils will learn  
 
what 3D modelling 
is 
 
how to make 
changes to models  
 
how to rotate and 
position models  
 
how 3d models are 
broken down into 
component parts  
 
how to plan a 3d 
model  
 
how to make a 3d 
model  
 

Pupils will learn  
 
what variables are  
 
how variables are 
used in 
programming  
 
how variables 
improve games 
 
how to design a 
game  
 
how to design  
code 
 
how to improve 
and share a 
programming 
project  

Pupils will learn  
 
key content of a 
website 
 
how to layout a 
website 
 
copyright issues  
 
webpage creation 
tools 
 
the importance of 
navigation paths 
 
how to use 
hyperlinks 

Pupils will know 
about:  
inputs, outputs and 
digitalisation  
 
the use of sensors 
 
sensors in scratch  
 
variables in sensing 
 
algorithms for 
sensors 
 
 
debugging 
algorithms 
 
 
 
 



around a topic  
 
how software can 
be used  survey a a 
topic 
 
strategies to 
digitally share 
information  with 
others  
 
digital software can 
be used to analyse 
data  
 

 
 

Intentional 
knowledge 
they need 
to 
understand 
(Componen
t 
knowledge) 

Demonstrate ways 
to build positive 
and healthy online 
relationships and 
friendships 

 
 Describe strategies 
they can use to 
respond to hurtful 
online behaviour, in 
ways that keep 
them safe and 
healthy 

 
 Identify sources of 
support that can 
help friends and 
peers if they are 
experiencing 
hurtful behaviour 
online 
 
 

 
identify how to use 

a search engine 

  
describe how 

search engines 

select results 

 
explain how search 

results are ranked 

 
 recognise why the 
order of results is 
important, and to 
whom 
 
recognise how we 

communicate using 

technology 

 
 evaluate different 
methods of online 

I can explain why 
we might represent 
3D objects on a 
computer 
 
identify how 

graphical objects 

can be modified 

 

construct a digital 

3D model of a 

physical object 

 

 identify that 

physical objects can 

be broken down 

into a collection of 

3D shapes 

 

 design a digital 

model by 

explain what a 
variable is  
explain why 
variables are used 
in programming 
 
apply variables to 
change a game 
 
design a project  
 
design code to 
develop a project 
 
improve and share 
their project 
 
 

identify the 
different elements 
of a website 
 
create a website 
layout that fits 
purpose 
 
explain why they 
should use copy-
right free content 
 
use digital tools to 
create a webpage 
 
edit and evaluate 
their webpages by 
checking navigation 
paths 
 
identify 
implications of 
using hyperlinks  

name inputs and 
outputs  
 
identify controls 
and sensors in real 
life  
 
 
use sensor blocks in 
a coding platform 
 
design a program 
that includes a 
variable 
 
 
use selection (an 
‘if…then…’ 
statement) to 
direct the flow of a 
program 
 



select the correct 
app based on the 
purpose  
 
create collaborative 
mind maps around 
a topic   
 
 
create a survey 
using Google forms 
 
share a survey with 
users for different 
purposes  
 
analyse the results 
from a Google 
forms 
 

communication combining 3D 

objects 

 

develop and 

improve a digital 3D 

model 

 
 

National 
Curriculum 
KS2 
(skills) 

Pupils should be 
taught how to:  
use technology 
safely, respectfully 
and responsibility 
 
recognise 
acceptable and 
unacceptable 
behaviour 
 
identify ways to 
report concerns 
about content and 
contact 
 
 
Pupils should be 

Pupils should be 

taught how to: 

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 

Pupils should be 

taught how to: 

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, 

Pupils should be 

taught how 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, 

Pupils should be 

taught how to: 

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 

Pupils should be 

taught how to:  

Pupils should be 

taught how to: 

design, write and 

debug programs 

that accomplish 

specific goals, 

  

solve problems by 

decomposing them 

into smaller parts 

 

use sequence, 



taught how to: 
select, use and 

combine a variety of 

software (including 

internet services ) on 

a range of digital 

devices to design and 

create content that 

accomplishes given 

goals, including 

collecting, analysing, 

evaluating and 

presenting data and 

information 

effectively, 

appreciate how 

results are selected 

and ranked, and be 

discerning in 

evaluating digital 

content 

 

evaluating and 

presenting data and 

information 

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 

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, 

that accomplish 

given goals, 

including  

(including internet 

services) on a range 

of digital devices to 

design and create 

content that 

accomplish given 

goals, including 

evaluating and 

information. 

use technology 

safely, respectfully, 

and responsibly; 

recognise 

acceptable/unacce

ptable behaviour. 

 

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 

 

select, use and 

combine a variety 

of software on a 

range of digital 

devices to design 

and create a range 

of programs, that 

accomplish given 

goals 

 

vocabulary Bullying - Bystander 
- Upstander - 
Harassment - 
Amplify - Block  
 
 
apps- software-

world wide web- 
network- ranking-
result- search 
engine-
communication 

3d modelling- 
graphic- rotate- 
manipulate 
placeholders-  

variables, 
programming, 
algorithms, 
repetition, design, 
task, code 

webpage- layout- 
HTML- hyperlink-
copyright-content-
navigation paths 

input-output-
sensors-
digitalisation-
control-selection-
variables 



collaboration- data- 
survey- share-
collect-analyse-
evaluate 

Links to 
prior 
knowledge 

Bullying and 
cyberbullying 
 
 
Using apps to 
present data 
Using web search 
effectively  

Computing systems 
and online 
collaborative 
working  

Vector drawing  Programming in 
previous years 

E-safety  Programming units 
Selection in quizzes 
 
Y3- computer  
systems: inputs and 
outputs 

Key 
knowledge  
for 
assessment 

Why does kindness 

matter online? 

 

What can a 

bystander do to 

support people 

who are being 

bullied online? 

 

How can you be a 

role model for 

others when 

communicating 

online? 

 

When should you 

report or block 

someone? 

 

How can you report 

bullying behaviour 

online? 

 

 

Can you name 3 
search engines? 
 
If you enter the 
same search term 
in different search 
engines, would you 
get the same 
results? Why? 
 
Why is the world 
wide web like a 
library? 
 
Why do we get 
fewer results when 
we type in specific 
searches such as 
‘black dog’? Why is 
that helpful? 
 
What explains the 
order in which 
results are 
displayed in a 
search? 

what is 3D 
modelling? 
 
why is 3D modelling 
useful?  
 
what software can 
you use to create a 
3D model  
 
how can you make 
your model with 
accurate?  
 
How can I create a 
model that requires 
lots of different 
shapes? 
 
how can you create 
models with hollow 
interior? 
 
how can you work 
collaboratively on a 
project? Why is 

what is a variable? 
 
why are variables 
used in 
programming? 
 
how can a variable 
improve a game? 
 
what software did 
you use to design 
you game? 
 
how would you 
describe your 
project (task, 
design, code?) 
 
 
how did you 
improve your 
game? 

what is HTML? 
 
Why are websites 
useful? 
 
Why is the layout 
important?  
 
 
Why should we use 
copyright-free 
content? 
 
What is a 
hyperlink? 
 
 
What do you need 
to consider when 
using hyperlinks on 
your webpage? 

give an example of 
an input device and 
an output device 
 
 
what is a sensor? 
 
what is a control 
program? 
 
show me where to 
find the sensor 
block on scratch 
 
show where you 
used a variable in 
your control 
program. 
 
 



Why do we need 
different apps? 
 
Why is it helpful to 
work 
collaboratively 
when collecting 
information? 
 
Which Google app 
would you use to 
create a survey or a 
quiz? 
 
Why are there 
different types of 
sharing of digital 
content? 
 
How can you 
analyse data that is 
collected from 
Google forms? 

 

 
How do search 
engines make 
money? 
 
How would you 
share photos of a 
birthday party with 
friends who were 
there? 

that advantageous?  

Cross-
curricular 
links 
 

PSHE (how to show 

respect and 

kindness), RSHE 

(healthy 

relationships,Englis

h (purpose of 

writing and effect 

on reader) 

 

 

Maths: data 

collection/analisis  

PSHE-(how to show 
respect and 
kindness), RSHE 
(healthy 
relationships,Englis
h 
English- choosing 
appropriate 
method/language 
depending on 
audience and 
purpose  

Maths - geometry, 
3d shapes, 
reflection  
 
DT- plan and create 
models  
 

D&T 
 
Maths- variables, 
algebra 

English: creating 
content for purpose 
and taking 
audience into 
consideration  

Maths: number 
and place value 
estimation   



 

English: mind 

mapping   

 

PSHE: working 

collaboratively with 

others 

 E-safety: sharing 

content safely 

History: researching 

a topic/ credibility 

and reliability of 

sources 

 



 

FLEECEFIELD PRIMARY SCHOOL -Computing- WHOLE SCHOOL PLAN 2022-2023 

Year 

Group 

 

Autumn 

Spring Summer 

Year 

1 

E-safety  
Being safe and 

happy 

online/Login 

into devices 

Computing systems 

and networks 

Technology around 

us 
 

Creating media 

Digital painting 

Programming  
Moving a robot 

 

 
Creating media 

Digital Writing 

Programming 
 Animation 

Year 

2 

E-safety 
SMART rules 

online/Navigati

ng devices 

Computing systems 

and networks 

Information 

technology around us 
 

Creating media 

Digital 

photography 

Programming 
 Robot algorithms 

 
Creating media 

Making music 

Programming  
Quizzes 

Year 

3 

E-safety 
Think before 

you 

share/Researc

h a topic 

Google 

classroom 

Computing systems 

and networks 

Connecting 

computers 

Creating media 

Stop frame 

animation 

Programming 
Sequencing sounds 

 

 

 
Creating media 

Desktop publishing 

Programming 
 Events and actions 

Year 

4 

E-safety  
Check it’s 

real/Collect 

information on 

a topic 

Google docs 

Computing systems 

and networks 

The internet 

Creating media 

Audio production 

Programming 
Repetition in shapes 

 

 

Creating media 

Photo editing 

Programming  
Repetition in games 

Year E-safety Computing systems  Programming  Data handling  



5 Protect your 

stuff/Present 

a topic Google 

slides 

and networks 

Systems and 

searching 

Creating media 

Vector drawing 

Selection in quizzes  Spreadsheets Programming  
Sequencing for animation 

 

Year 

6 

E-safety 
Respect each 

other/Survey 

a topic Google 

Forms 

Computing systems 

and networks 

Internet 

communication 

Creating media 

3D modelling 

 
  

Programming  
Variables in games 

Creating media 
Website creation  

 

Programming  
Controlling physical 

systems  

 

 

 

Computing strands: Digital literacy Computer, computer networks and WWW Computer science   

 

 


