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United Learning Primary Computing Curriculum 

A non-limiting curriculum for state academies and independent schools in the Group. 
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United Learning Primary Computing Curriculum and Assessment Framework 

The framework in this document has five sections:  

1. An explanation of the links to the computing national curriculum.  
2. An explanation of the United Learning computing curriculum and assessment framework and how to use it.  
3. A year-by year curriculum split up into suggested units of work for each of years 1 to 6.  
4. Assessment outcomes expressed as key performance indicators (KPIs) for each year group and unit of work.  
5. Guidance on effective assessment practice in computing.  

Aims 

The national curriculum for computing aims to ensure that all pupils:  

• can understand and apply the fundamental principles and concepts of computer science, including 
abstraction, logic, algorithms and data representation; 

• can analyse problems in computational terms, and have repeated practical experience of writing 
computer programs in order to solve such problems; 

• can evaluate and apply information technology, including new or unfamiliar technologies, analytically to 
solve problems; 

• are responsible, competent, confident and creative users of information and communication technology.  

Purpose of study of the computing national curriculum 

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

The United Learning Primary Computing Curriculum and Assessment Framework 

The United Learning Computing curriculum and assessment framework as a minimum fulfils the purpose and aims 
of the computing national curriculum. It takes a year by year approach to the teaching of computing in years 1 to 6 
by articulating the curriculum for each year group through a series of proposed units. For each unit there is a 
description of the learning outcomes that all pupils are expected to achieve by the end. These amount to age related 
expectations expressed as key performance indicators for each of years 1 to 6.  

Aims of the United Learning Computing Curriculum and Assessment Framework 

We intend that pupils will have rich, deep learning experiences that balance all the aspects of computing.  Learning 
computational thinking (problem solving skills) and developing creativity will allow pupils to exploit technology 
effectively and appropriately in their future education and work, as well as developing their resilience to change 
and their ability to adapt flexibly and responsively to the ever-evolving opportunities that technologies provide.  

Whilst there is a lot of detail around programming aspects in the national curriculum, for example, there should in 
practice be an equal balance between the three aspects of computing – computer science, IT and digital literacy.  
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Whilst the time allocation in each school is determine by each school, this framework is based on a model of 1 hour 
per week over the course of each year. There are three units per year group and each unit covers one term’s work.  

A mastery curriculum 

The ambition of the United Learning computing curriculum (and all curricula at key stages 1, 2 and 3) is for all pupils 
to achieve the year by year expectations outlined in the curriculum.  That is, that all pupils are taught the full content 
of the curriculum and that with reference to the key performance indicators outlined for each year group, all pupils 
are taught to achieve these.  

Mastery means that pupils should be able to recall and apply what they have learnt at another point in the future 
rather than just at the time they first meet an idea or technique. Achievements through the year contribute to 
evidence of mastery by the end of the year.  Re-visiting a key performance indicator can provide opportunities to:   

• demonstrate mastery;   

• address any gaps in learning;  

• widen and deepen learning as pupils apply their knowledge in a different context or tackle more complex 
problems.    
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Using the Primary Computing Curriculum and Assessment Framework 

The framework provides units of work for each year group. These should form the basis of what pupils learn in 
class. Planning for sequences of learning should provide opportunities for developing computational thinking 
concepts by using approaches including tinkering.  Learning sequences should also provide opportunities to develop 
creativity and solving problems within a meaningful context for applying what is learnt.  It is for schools to decide 
the context and tools that they will use, though there will be some suggestions provided.  Units may be combined 
or added to as necessary to fit with the context and tools chosen, as long as pupils have the opportunity master the 
learning described for the whole year. 

Computing units in years 1 to 6 

There are three units in each year group with the intention that each unit is taught over a full term. Units may not 
be of equal length and may be either taught separately or combined to provide longer thematic learning 
contexts.  Content may be moved between units e.g. if the learning context is a project that provides an opportunity 
to combine graphics with website design.    

Year Unit Title 

 
1 

1.1 Instructions and Messages 

1.2 Finding and Filming 

1.3 Animations and Information 

 
2 

2.1 Finding and Storing Information 

2.2 Trails and Shapes 

2.3 Communication and Computers 

 
3 

3.1 Communicating and Quests 

3.2 Information and Games 

3.3 Finding and Sharing Facts 

 
4 

4.1 Animations and Comics 

4.2 Networks, Patterns and Information 

4.3 Game Design and Video Promotion 

 
5 

5.1 Sound and Control 

5.2 The Internet and Simulations 

5.3 Video and Games 

 
6 

6.1 Web Pages, Searches and Sharing 

6.2 Data and Choices 

6.3 Complex Games 

 

Within each unit, there is an outline of the teaching content that forms part of it, examples of how computational 
thinking can be incorporated into the unit and often contains an element of e-safety.  E-safety is threaded 
throughout the units rather than being a unit in itself as it is important to ensure the messages around e-safety are 
reinforced throughout the year.  

Approaches to delivering the framework 

There are many different approaches that can be chosen by schools that allow their own curriculum to be tailored 
to the needs of their pupils, the learning contexts that they find interesting and the resources that are available. 
Although the framework should be followed by all schools, it is expected that schools will develop their own 
schemes of learning. These do not need to be limited to the outlined framework.  As schools develop these, they 
will be asked to share their examples of how they have developed the framework into a sequence of learning. It is 
expected that these learning sequences will usually be rich project-based approaches that provide meaningful, 
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real-world learning contexts. An example of a possible learning sequence for primary schools is provided on the 
United Hub. 

Using design cycle approaches supports the development of computational thinking throughout the units.  For 
example, a typical learning sequence may include: 

Deconstruction Analysing an existing product, program, website, etc. to identify the key features that 
make it effective and exploring how those may have been realised 

Tinkering Familiarisation time with the software tools that are to be used to find out what they can 
do, how to achieve similar effects that were found in the product that has been 
deconstructed  

Skills and 
Knowledge 
building  

Introducing new ideas, information, skills 

Designing a 
solution to a 
problem 

Now pupils use what they have learnt during the previous stages of the learning sequence 
to make a design that is informed by what they have learnt; they may identify any 
additional skills and knowledge they need to solve the problem at this point, which means 
these two stages may need to run in parallel 

Making Pupils now put into action their plan – at the same time, tweaking, editing, refining, 
improving as necessary  

Evaluation and 
Feedback 

Pupils assess their own work against the design brief or problem that has been set; they 
make any necessary improvements; they also evaluate and give feedback to their peers. 

 

As schools share their examples, they will include some options that are currently available for the 
software/hardware/apps which could be used.   

In addition to the teaching content and pupil outcomes, teachers should always consider how computational 
thinking will be developed throughout a unit. There are some suggestions on how to include computational thinking 
in the teaching of each unit. It is important to plan sequences of learning that promote the use of computational 
thinking.  Learning sequences should incorporate the approaches that support the development of the concepts.  

Computational thinking 

Computational thinking is about looking at a problem in a way that a computer can help us to solve it. This is a two-
step process: 

1. First, we think about the steps needed to solve a problem. 
2. Then, we use our technical skills to get the computer working on the problem. 
 

For example, if you’re going to make an animation, you need to start by planning the story and how you’ll shoot 
it before you can use computer hardware and software to help you get the work done. The thinking that is 
undertaken before starting work on a computer is known as computational thinking. Computational thinking 
is not thinking about computers or like computers. Computers don’t think for themselves. Not yet, at least!  The 
concepts and approaches associated with computational thinking can be used in the teaching of ALL aspects of 
computing, with design cycle approaches informing sequences of learning.  
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Computational thinking approaches and concepts are not limited to anything involving e.g. programming, but can 
be adopted when using and applying technology e.g. tinkering opportunities can be used when learning how to 
use image editing software; planning an e-book using a storyboard is a way of breaking down (decomposing) the 
large task (the book) into smaller parts (the pages) and the elements of each page (links, video, audio, etc).  
Further information can be found here: http://barefootcas.org.uk/barefoot-primary-computing-
resources/concepts/computational-thinking/  

  

 

 

http://barefootcas.org.uk/barefoot-primary-computing-resources/concepts/computational-thinking/
http://barefootcas.org.uk/barefoot-primary-computing-resources/concepts/computational-thinking/
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Computing Curriculum Year 1 - Unit 1.1 Toys: Instructions and Messages 

About the Unit: 
This unit builds on the work covered in the Foundation stage. It is anticipated that the unit will typically take 10-12 hours over a term.  Although the topic context of toys has 
been suggested, this can be easily adapted to other relevant topic contexts appropriate for Year 1 that are being used in the school.  The unit provides opportunities for 
developing computational thinking (algorithms for humans and programmable toys; logic – making predictions with some reasoning) and creativity (giving instructions to 
complete a task/solve a problem; combining text and images; taking photographs). Using the topic context, pupils explore a website that belongs to a real place e.g. museums or 
zoos, and pupils identify rules for using websites safely; they compare the information from an online site with that gained by visiting a place in person and identify; they 
compare digital toys/tools with analogue equivalents.  

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn to access websites provided by their 
teacher and identify different information that can 
be found through the text and images; they learn 
that there are links between pages on the same 
website and to other websites; they identify class e-
safety rules, how to choose age-appropriate 
websites and how to report any concerns; they 
compare their online ‘field trip’ with an in-person 
field trip; they learn what is private information 
(name, address, phone number, age, etc.) and that it 
should always be kept private when using a 
computer. 

• Can say how the internet can be used to visit 
far-away places and learn new things. 

• Can compare how staying safe online is similar 
to staying safe in the real world. 

• Can say how to report anything they are 
concerned about.  

• Can recognise the kind of information that is 
private. 

• Can understand that they should never give 
out private information on the Internet. 

1.10 Explain what personal information is and why 
it is kept private. 
1.11 Say how to get help and support from adults 
about digital content that concerns them. 

Programming 
 

Pupils learn about everyday algorithms e.g. recipes, 
and give clear, unambiguous instructions to each 
other/their teacher to complete simple tasks; they 
program a floor turtle/robot with algorithms to 
navigate obstacle courses and complete tasks; they 
correct errors in their own algorithms and others 
with deliberate errors provided by their teacher; 
they make predictions about algorithms prepared by 
others and compare the algorithms needed for 

• Can give explicit unambiguous instructions. 

• Understand and use the terms algorithm and 
debugging. 

• Can plan algorithms prior to programming 

• Can make predictions about what happens 
when an algorithm is applied. 

• Can debug their own algorithms and those of 
others. 

1.1 Follow and give clear instructions (an 
algorithm) for a human to perform a task. 
1.2 Give examples of algorithms in everyday life. 
1.3 Debug algorithms for a floor 
robot/turtle/programmable toy so that the defined 
outcome is achieved. 



8 of 51 
United Learning Primary Computing Curriculum 

 

humans and floor turtles to navigate an obstacle 
course. 

Using and 
Applying 
Technology 
 

Pupils use appropriate software to add combine text 
and images in a poster or simple e-book. They learn 
to save, retrieve and use photographs and to add 
labels/captions using a word bank. They learn to use 
capital letters, full stops, space bar and when it 
is/isn’t appropriate to use the Enter/return key on a 
keyboard to start a new line. They edit and improve 
text by inserting/deleting letters. 

• Can use word banks to help add 
labels/captions to images. 

• Can take, save and retrieve photos using tools 
available in school. 

• Can add images and text to documents. 

• Can save and retrieve documents. 

• Begin to use keyboards effectively. 

• Can evaluate, edit and improve their work. 

1.7 Use technology purposefully to create digital 
content, including text, graphics, sound, video. 
1.8 Use technology to store and retrieve digital 
content. 

Technology in 
our lives 
 

Pupils identify how technology is used as part of 
their everyday lives – at home, school, other 
locations; they compare ‘technological’ versions of 
e.g. toys, instruments, with ‘traditional’ options. 

• Can identify benefits of technology. 

• Can compare activities that use technology 
with their analogue equivalent. 

1.9 Say how different technologies that contain a 
computer are commonly used in school and at 
home. 

Developing computational thinking through Unit 1.1 
Algorithms – making steps and rules – pupils learn that algorithms are 
clear, explicit, unambiguous sets of instructions and apply to everyday 
tasks, before then applying to programmable toys 
Logic – predicting and analysing – pupils should use logical reasoning to 
suggest what might happen when an algorithm is applied during 
programming activities, when playing a computer game or when using 
tools to create a poster or e-book i.e. ‘I think ……. will happen because 
…..’ 

Key Vocabulary 
Algorithm, debug, logic, edit, evaluate, save, retrieve, label, caption. 

Prior Learning 
EYFS – recognising different devices that contain a computer; sequencing 
activities; making predictions; playing with mechanical and electronic 
toys 
 

Future Learning 
Unit 1.2 
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Computing Curriculum Year 1 - Unit 1.2: Finding and Filming 

About the Unit: 
This unit builds on the work covered in Unit 1.1. It is anticipated that the unit will typically take 10-12 hours over a term.  Although the context has been suggested, this can be 
easily adapted to other relevant topic contexts appropriate for Year 1 that are being used in the school.  The unit provides opportunities for developing computational thinking 
(algorithms for programmable toys are extended into simple algorithms to control screen turtles/characters; logic – making predictions with some reasoning) and creativity 
(giving instructions to complete a task/solve a problem; creating images that can be used as backgrounds such as mazes for screen turtles/characters; planning and taking video 
to tell a story, using storyboards to sequence the planning; collecting, presenting and sorting information using digital pictograms and Venn diagrams). The use of pictograms and 
Venn diagrams can be linked to maths and science topics.  Pupils use age appropriate search engines and directory sites (e.g. a children’s dictionary site) to search using the 
alphabet and simple keywords. 
Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils use age appropriate search engines and 
directory sites with alphabetical listings; they begin 
to identify and use simple keywords for searches; 
pupils learn what to do if anything they find in their 
search is inappropriate – tell trusted adult, close 
screen. 

• Can search online using the alphabet and 
keywords. 

• Understand how to search for a specified 
letter of the alphabet on a children’s 
dictionary site. 

• Can explain actions to take if online content is 
inappropriate. 

1.11 Say how to get help and support from adults 
about digital content that concerns them. 

Programming 
 

Pupils make predictions about what will happen 
when given algorithms are applied to a floor 
turtle/robot and debug algorithms containing errors; 
they explore alternative algorithms to solve the 
same problem; pupils program a screen turtle to 
move and make comparisons between programming 
the floor turtle/robot and the screen turtle; they 
learn to save their program and reopen to continue 
using in subsequent lessons. 

• Can make predictions about what happens 
when an algorithm is applied. 

• Can debug their own algorithms and those of 
others. 

• Understand and use the terms algorithm and 
debugging. 

• Can recognise some similarities and 
differences between a floor turtle and a 
screen turtle. 

• Can save a program and reopen. 

1.4 Predict the behaviour of simple programs, 
identifying where a floor 
robot/turtle/programmable toy will finish after a 
series of commands. 
1.5 Say how algorithms are helpful for solving 
problems. 
1.6 Control the movement of a floor 
robot/turtle/programmable toy using algorithms. 

Using and 
Applying 
Technology 

Pupils learn to create, edit, save and retrieve images 
– including changing colour, pen size, erasing part of 
image; they learn to create save and retrieve videos; 

• Can create and edit images by changing pen 
colour/ size and erasing part of image. 

• Can identify key features of a film.  

1.7 Use technology purposefully to create digital 
content, including text, graphics, sound, video. 
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 they learn to ensure key elements are included when 
they capture video – ensuring the item/person 
filmed appears in the frame, checking the 
background supports the film; they learn to use 
simple storyboarding to plan the film.  
Pupils collect information in digital pictograms and 
sort information in digital Venn diagrams; they 
explain what the pictograms/Venn diagrams 
represent. 
 

• Can plan, take, save and retrieve short videos 
using tools available in school. 

• Can delete videos from a camera or iPad once 
safely stored. 

• Can explain what pictograms/Venn diagrams 
mean. 

• Can plan, collect and present information 
using pictograms/Venn diagrams. 

 

1.8 Use technology to store and retrieve digital 
content. 

Technology in 
our lives 
 

Pupils build a collection of images of different 
technologies containing a computer - at home, 
school, on school trips – throughout the term. 

• Can identify a wide range of technologies 
containing a computer. 

1.9 Say how different technologies that contain a 
computer are commonly used in school and at 
home. 

Developing computational thinking through Unit 1.2 
Algorithms – making steps and rules – pupils learn that algorithms are 
clear, explicit, unambiguous sets of instructions and apply to everyday 
tasks, before then applying to programmable toys. 
Logic – predicting and analysing – pupils should use logical reasoning to 
suggest what might happen when an algorithm is applied during 
programming activities, when playing a computer game or when using 
tools to create a poster or e-book i.e. ‘I think ……. will happen because 
…..’ 

Key Vocabulary 
Algorithm, debug, logic, edit, evaluate, save, retrieve, information, pictogram, Venn diagram, video. 

Prior Learning 
Unit 1.1 

Future Learning 
Unit 1.3 
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Computing Curriculum Year 1 - Unit 1.3: Animation and Information 

About the Unit: 
This unit builds on the work covered in Unit 1.2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 1 that are being used in the school.  The unit provides opportunities for developing computational thinking (decomposition - understanding that an 
animation is broken down into many images; evaluation – beginning to explore how their product meets the design brief/problem set/given success criteria) and creativity 
(creating simple animations; creating a multimodal e-book which could include the animation that has been prepared; developing a pictograph which may be used to present 
information collected as part of a science experiment).  Pupils use age appropriate online tools to share their work and communicate with others, e.g. through a class blog, within 
a VLE. NB ‘programming’ animations may be done in a completely ‘unplugged’ fashion, by using simple age-appropriate software or by creating a simple stop-frame animation of 
a character moving. 
Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that content that is shared online is 
‘owned’ by its creator. They learn that they need to 
credit others for their work and that they need to 
give themselves proper credit for their work. They 
learn about the information that is safe to share 
about themselves when they are sharing work 
online and use avatars/first names only as 
identifying features. 

• Can list some reasons why credit is important 
for someone who shares their work online. 

• Can give themselves proper credit for their 
work. 

• Can say which information about themselves 
is safe to share online and which is not. 

1.10 Explain what personal information is and why 
it is kept private. 

Programming 
 

Pupils learn that animations are made by making 
small changes to images and viewing those images 
very soon after each other. They learn that the 
sequence of images that creates the animation is 
another example of an everyday algorithm. They 
compare the algorithms in their animations with the 
algorithms they have used in previous work with 
programmable toys and screen turtles. 

• Can explain that a sequence of images in an 
animation forms an algorithm. 

• Can save and retrieve work. 

• Can describe how a sequence of images 
creates the impression of movement. 
 

1.2 Give examples of algorithms in everyday life. 
1.7 Use technology purposefully to create digital 
content, including text, graphics, sound and video. 
1.8 Use technology to store and retrieve digital 
content. 

Using and 
Applying 
Technology 
 

Pupils use pictographs to present information and 
add an appropriate title and labels. Pupils collect and 
save photographs and video use them in multimodal 
e-books.  They use storyboarding to decompose 
their e-book into constituent parts.  They use grab 

• Can suggest how to present information 
collected. 

• Can evaluate work and suggest improvements 

• Can resize and rotate photos. 

1.7 Use technology purposefully to create digital 
content, including text, graphics, sound and video. 
1.8 Use technology to store and retrieve digital 
content. 
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handles to resize images and learn to rotate images. 
They add text as labels, captions, sentences. They 
change the colour of the text. They create capital 
letters and use full stops, finger spaces and the 
‘return’ key appropriately. Pupils save their work and 
retrieve to continue editing. They evaluate their own 
work and that of others. They learn to record audio 
to add to their e-book. 

• Can add text, spaces, capital letters. 

• Can re-colour text. 

• Can add audio to an ebook. 
 

Technology in 
our lives 
 

Pupils learn that technology can be used to share 
their work with others and for communication. They 
compare these methods of communication with 
more analogue methods. 
 

• Understand that the internet provides a 
means of communicating with real people. 

• Demonstrate an appreciation of how real 
people send messages to one another on the 
internet. 

1.9 Say how different technologies that contain a 
computer are commonly used in school and at 
home. 

Developing computational thinking through Unit 1.3 
Decomposition – breaking down into parts – pupils learn that problems 
are tackled breaking down into its constituent parts, applying this to 
animations and to story-boarding their e-book 
Evaluation – making a judgment – pupils evaluate whether their 
animation/ pictograph/ photos/ video/ e-book meet the success criteria, 
how effectively those criteria are met and why. 

Key Vocabulary 
Algorithm, decompose, edit, resize, rotate, evaluate, save, retrieve, information, pictograph, video. 

Prior Learning 
Unit 1.2 

Future Learning 
Unit 2.1 
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Computing Curriculum Year 2 - Unit 2.1: Finding and storing information 

About the Unit: 
This unit builds on the work covered in Year 1. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 2 that are being used in the school.  The unit provides opportunities for developing computational thinking (spotting patterns and making 
generalisations, decomposing problems into constituent parts, making predictions and evaluations) and creativity (collecting information in a database to create and compare 
with the information in e.g. a Top Trumps game; summarising and presenting information from a database; creating a programmed animation using a visual programming tool).  
Pupils use age appropriate online tools to share their work and communicate with others, e.g. through a class blog, within a VLE.  

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn the importance of using appropriate 
keywords to search online and how to alert adults 
about any concerns they have about digital content 
or contact. They learn how to choose websites that 
are good for them to visit and how to avoid sites 
that are not appropriate. They compare staying safe 
online and in the real world.  

• Understand that being safe when they visit 
websites is similar to staying safe in real life. 

• Can recognise websites that are good for them 
to visit. 

• Can use appropriate keywords for online 
searches. 

2.11 Explain how to alert adults to concerns about 
digital content or contact. 

Programming 
 

Pupils explore a visual programming tool and use it 
to develop a simple animation of a character. They 
plan their animation, breaking it down into its 
constituent parts. They learn to identify the ‘input’ 
and ‘output’ in their program and compare with 
programming a floor turtle/robot. They investigate 
what happens if the sequence of instructions in their 
algorithm is changed. They explore alternative 
algorithms that might achieve the same outcome 
and compare their efficiency. They make predictions 
about what might happen when someone else’s 
algorithm is executed, using logic to justify their 
predictions. 

• Can say the order to do things in order to 
make something happen and talk about this 
as an algorithm. 

• Can suggest improvements to a program 

• Can spot where a program goes wrong when 
executing and debug it. 

• Can make predictions about someone else’s 
program and say where the character will 
finish. 

2.1 Debug algorithms for a screen robot/turtle so 
that the defined outcome is achieved. 
2.2 Predict the behaviour of simple programs 
identifying where a screen robot/turtle will finish 
after a series of commands. 
2.3 Control the movement of a screen turtle/robot 
using algorithms and can explain similarities and 
differences to programmable toys/floor 
turtles/robots. 
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Using and 
Applying 
Technology 
 

Pupils learn that information can be stored in a 
database; they use the tools in a database to share 
information in graphs/pictograms/pie charts and 
they search the database to find information. They 
learn the role of keywords, how to select suitable 
keywords and how to apply to both databases and to 
internet searches. Pupils use their generalisations to 
identify appropriate fields for their own database. 
They begin to use AND and OR to interrogate their 
database. They evaluate the effectiveness of their 
database. 

• Can say how a simple database helps us to 
collect, share and find information. 

• Can spot similarities, differences and make 
generalisations in data. 

• Can use technology to organise and present 
ideas in different ways. 

• Can talk about the data that is shown in a 
chart or graph. 

• Can save and open files. 

2.4 Use technology purposefully to manipulate and 
combine different types of digital content. 
2.5 Use technology to store and retrieve digital 
content across a range of devices. 

Technology in 
our lives 
 

Pupils learn that information can be stored in 
different ways by computers i.e. as text, images, 
video, audio, programs, in a hard drive, in places 
other than the computer (in the cloud).  They 
compare the storage and retrieval of information in 
computers/databases/the internet with the storage 
of information in other ways e.g. encyclopaedias, 
libraries, filing cabinet. They learn that information 
that they INPUT into a computer is stored in its 
MEMORY. 

• Can list different types of information that are 
stored by computers. 

• Understand that information is stored in the 
memory of a computer. 

• Can use the term INPUT to describe the 
different ways information can be added to a 
computer. 
 

2.7 Can say why a wide range of technologies are 
used at school, home and beyond. 
2.9 Can explain that information can be stored in 
different ways by computers. 

Developing computational thinking through Unit 1.3 
Patterns – spotting and using similarities - pupils notice patterns and generalisations in information collected and 
use to create appropriate fields in their database. 
Decomposition – breaking down into parts – pupils learn that problems are tackled breaking down into its 
constituent parts; storyboarding the animation of a character is an opportunity to develop this aspect of 
computational thinking. 
Algorithms – making steps and rules – pupils apply what they learnt about algorithms in year 1 - that they are 
clear, explicit, unambiguous sets of instructions and can be applied to everyday tasks - to create a simple 
animation using a programming tool. 
Logic – predicting and analysing – pupils should use logical reasoning to suggest what might happen when an 
algorithm is applied during programming activities, i.e. ‘I think ……. will happen because …..’ 

Key Vocabulary 
Algorithm, database, field, AND, OR, interrogate, search, 
storage, information, memory, evaluate, input, output 
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Evaluation – making a judgment – pupils evaluate whether their animation/ database meets the success criteria, 
how effectively those criteria are met and why. 

Prior Learning 
Unit 1.3 

Future Learning 
Unit 2.2 
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Computing Curriculum Year 2 - Unit 2.2: Trials and shapes 

About the Unit: 
This unit builds on the work covered in Unit 2.1. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 2 that are being used in the school.  The unit provides opportunities for developing computational thinking (comparing algorithms, making 
predictions, evaluating the information found on websites) and creativity (using a combination of text/images/audio to share ideas, creating shapes and trails through 
programming).  Pupils create and use a database of shapes/letters; they use age appropriate online tools to explore and evaluate websites; they learn about the importance of 
managing their online presence through appropriate content and activities.  

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that the information that they put 
online leaves a digital footprint or ‘trail’. They learn 
that this trail can be big or small, helpful or hurtful 
depending on how they manage it and depends on 
the information they put online. They learn that they 
need to balance the time they spend on online or 
technology-based activities with offline activities. 
Pupils learn that not all websites contain reliable 
information; they evaluate reliability by checking 
references/links to other websites and by checking if 
the same information can be found on other sites. 

• Can say what a digital footprint or trail is 

• Can suggest some ways to ensure their digital 
footprint/trail is positive. 

• Can identify some reasons for balancing their 
activities with/without technology. 

• Can suggest some ways to check if the 
information that is found online is true. 

2.10 Communicate respectfully online. 
 

Programming 
 

Pupils learn to use pen/trail tools with a floor turtle/ 
robot/ programmable toy and with a screen turtle in 
a visual programming tool; they write and execute 
algorithms that allow them to draw shapes/letters; 
they compare the algorithms used with a floor turtle 
and a screen turtle and describe the different 
inputs/outputs; they learn to evaluate the efficiency 
and effectiveness of their algorithms, editing and 
refining them to achieve the desired outcome.   

• Can say the order to do things in order to 
make something happen and talk about this 
as an algorithm. 

• Can program software and hardware to do a 
particular task. 

• Can spot where a program goes wrong when 
executing and debug it. 

• Can make predictions about someone else’s 
program and say where the character will 
finish. 

2.1 Debug algorithms for a screen robot/turtle so 
that the defined outcome is achieved. 
2.2 Predict the behaviour of simple programs 
identifying where a screen robot/turtle will finish 
after a series of commands. 
2.3 Control the movement of a screen 
turtle/robot using algorithms and can explain 
similarities and differences to programmable 
toys/floor turtles/robots. 
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• Can compare the algorithms, input and 
output using a physical tool and visual 
programming tool. 

Using and 
Applying 
Technology 
 

Pupils create a database; they identify the key 
identifying features and make generalisations to 
identify appropriate fields for the database; pupils 
interrogate their own database and others to find 
groups of objects with similarities and to find what 
distinguishes the objects from each other.  
Pupils combine words and images to convey 
information or stories in an e-book or talking poster; 
they learn how to plan, save, delete, re-record their 
voice and combine a narration with their e-
book/talking poster. 

• Can say how a simple database helps us to 
collect, share and find information 

• Can spot similarities, differences and make 
generalisations in data. 

• Can use technology to organise and present 
ideas in different ways.  

• Can save and open files. 

• Can combine audio with text and images to 
convey ideas clearly. 

2.4 Use technology purposefully to manipulate 
and combine different types of digital content. 
2.5 Use technology to store and retrieve digital 
content across a range of devices. 
2.6 Can identify some ways that technology helps 
us communicate with others. 
 
 

Developing computational thinking through Unit 1.3 
Algorithms – making steps and rules – pupils apply what they learnt 
about algorithms in year 1 - that they are clear, explicit, unambiguous 
sets of instructions and can be applied to everyday tasks; that 
algorithms may be triggered to execute another algorithm; that multiple 
algorithms are often used to create a program. 
Logic – predicting and analysing – pupils should use logical reasoning to 
suggest what might happen when an algorithm is applied during 
programming activities, i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their 
animation/ blog page meets the success criteria, how effectively those 
criteria are met and why. 

Key Vocabulary 
Algorithm, digital footprint, trail, reliable, database, record, edit, evaluate. 

Prior Learning 
Unit 2.1 
 

Future Learning 
Unit 2.3 
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Computing Curriculum Year 2 - Unit 2.3: Communication and Computers 

About the Unit: 
This unit builds on the work covered in Unit 2.2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 2 that are being used in the school.  The unit provides opportunities for developing computational thinking (introducing abstraction when looking 
at key parts of a computer, making predictions, evaluating the features of websites) and creativity (creating a dialogue between two characters in a visual programming tool e.g. 
telling a joke or dialogue from a story; collecting information/facts/images and presenting their ideas online through words and images).  Pupils use age appropriate online tools 
to share their work and communicate with others, e.g. through a class blog, within a VLE, on the display board in Purplemash.  

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that online content may have different 
copyright restrictions/permission to be reused. 
Pupils discuss criteria for rating informational 
websites and learn that not all websites are equally 
good sources of information. They learn the 
importance of clear and appropriate communication 
when they use online tools and the importance of 
ensuring what they share is their own work. 

• Can identify and explore different features of 
an informational website. 

• Understand that not everyone will rate a 
website the same way. 

• Can describe the things that happen online 
that should be reported to an adult. 

• Can ensure that the work they share online is 
their own. 

• Understand that any images used should be 
copyright free. 

2.11 explain how to alert adults to concerns about 
digital content or contact. 
2.10 communicate respectfully online. 
 

Programming 
 

Pupils write algorithms for everyday activities and 
solving maths problems using their own symbols; 
learn to program a character in a visual 
programming tool to show a text message e.g. in a 
speech bubble; they learn to program a trigger for 
the message to appear; they learn to identify the 
inputs and outputs in the program; learn that 
programs often consist of multiple algorithms. 

• Understand what an algorithm is. 

• Can write and use algorithms. 

• Can spot patterns in an algorithm. 

• Understand that programs may consist of 
many algorithms. 

• Can use a trigger within a program. 

• Can suggest improvements to a program. 

• Can spot where a program goes wrong when 
executing and debug it. 

• Can make predictions about someone else’s 
program and say where the character will 
finish. 

2.1 debug algorithms for a screen robot/turtle so 
that the defined outcome is achieved. 
2.2 predict the behaviour of simple programs 
identifying where a screen robot/turtle will finish 
after a series of commands. 
2.3 control the movement of a screen turtle/robot 
using algorithms and can explain similarities and 
differences to programmable toys/floor 
turtles/robots. 
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Using and 
Applying 

Technology 
 

Pupils learn to use an online tool e.g. a blog to share 
their ideas/work with others;  pupils learn to identify 
some appropriate search engines they can use; they 
learn how to find images without copyright 
restrictions to use in their work; they learn how 
information is shared on websites – images, text, 
captions, links, etc; they learn to summarise key 
facts that have been found from their research 
rather than copying; pupils combine text and images 
to share findings from their research; they learn to 
edit text to achieve different effects – e.g. by 
changing size, colour, font; they edit images to focus 
attention/remove distracting or unnecessary parts 
by cropping. 

• Can identify benefits of using technology 
including finding information and 
communicating with others. 

• Can identify the different features of a 
website that are used to share information. 

• Can use technology to communicate ideas to 
others. 

• Can edit text by changing font, colour, size 

• Can edit images by cropping. 
 

2.4 use technology purposefully to manipulate and 
combine different types of digital content. 
2.5 use technology to store and retrieve digital 
content across a range of devices. 
2.6 can identify some ways that technology helps 
us communicate with others. 
 
 

Technology in 
our lives 

 

Pupils learn to identify the parts of a computer that 
allow them to input information (keyboard, mouse, 
touchscreen, movement sensor, etc.) and the 
different outputs (images/sound/movement etc.). 
They compare the inputs/outputs on different 
devices (PCs, tablets, phones, TVs, games consoles, 
washing machines, cars, etc.); they learn that 
information for programs is stored in memory and 
that there are parts called processors that make the 
algorithms work. 

• Can identify a range of ways to input 
information to a computer/device containing 
a computer. 

• Can identify different outputs from 
computers/devices containing a computer. 

• Understand that ‘memory’ and ‘processors’ 
enable computers to store information and 
complete tasks. 

2.8 can identify key parts of a computer or 
technology containing a ‘computer’ as input, 
output, memory and processor. 
2.9 can explain that information can be stored in 
different ways by computers. 

Developing computational thinking through Unit 1.3 
Abstraction – removing unnecessary detail – pupils learn that we talk about how a computer works by identifying and 
focusing on the most important features and that we leave out some bits of information, like wires. 
Algorithms – making steps and rules – pupils apply what they learnt about algorithms in year 1 - that they are clear, 
explicit, unambiguous sets of instructions and can be applied to everyday tasks; that algorithms may be triggered to 
execute another algorithm; that multiple algorithms are often used to create a program. 
Logic – predicting and analysing – pupils should use logical reasoning to suggest what might happen when an algorithm is 
applied during programming activities, i.e. ‘I think ……. will happen because …..’ 

Key Vocabulary 
Algorithm, trigger, crop, edit, font, storage, 
information, memory, processor, evaluate, input, 
output. 
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Evaluation – making a judgment – pupils evaluate whether their animation/ blog page meets the success criteria, how 
effectively those criteria are met and why. 

Prior Learning 
Unit 2.2 

Future Learning 
Unit 3.1 
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Computing Curriculum Year 3 - Unit 3.1: Communicating and Quests 

About the Unit: 
This unit builds on the work covered in Year 2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 2 that are being used in the school.  The unit provides opportunities for developing computational thinking (deconstructing programs to identify 
key elements; using algorithms and debugging; storyboarding) and creativity (planning and programming a maze/quest game; creating a shared piece of writing).  Pupils use 
different communication tools and identify the features of them that make communication effective; they explore their own role in ensuring communication through digital tools 
is effective and respectful.  

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils explore the information that different communication 
tools give us about who is communicating with us (e.g. TO/CC 
lines in emails, attendees in a video call), what the 
information is about (e.g. document titles, subject lines in 
emails), who else can see the information (e.g. in blogs, on 
VLE/O365, on video call, on website); pupils learn about the 
similarities and differences between offline and online 
communications; they learn to make online messages clear, 
respectful, appropriate for the audience and how to be 
careful when editing collaborative documents. 

• Can identify information about those 
who communicate with us online in 
range of tools. 

• Can evaluate the differences 
between online/offline 
communications. 

• Can identify how to make online 
communications clear. 

• Can identify how to be respectful 
when communicating and 
collaborating online.  

3.10 Recognise acceptable/unacceptable online 
behaviour. 

Programming 
 

Pupils learn to evaluate games, decomposing them into the 
different elements and identify how different effects have 
been achieved; they use storyboarding to plan their own game 
and the different tasks that will need to be completed – 
scenery/ maze/ objects to collect/ point scoring/ dialogue; 
they use triggers for speech/’collecting’ objects/scoring 
points; they evaluate the effectiveness of their game. 

• Can identify the different elements 
that make up a game. 

• Can write and debug an algorithm 
so that a character in a game 
collects objects. 

• Can write and debug an algorithm 
so that collecting an object scores 
points or gives information. 

• Can evaluate whether their program 
achieves its aims. 

3.1 Writing algorithms using a visual programming 
tool that achieve specific goals. 
3.2 Debug a program created by a visual 
programming tool to achieve a given aim. 
3.3 Solve simple problems by decomposing them 
into smaller parts. 
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Using and 
Applying 
Technology 
 

Pupils learn different ways in which technology supports 
communication – websites, video conferences, blogs, web 2.0 
tools, email, collaborative documents. Pupils use a selection of 
tools to communicate with others through text, audio and 
video; they learn to use a collaborative document to co-
construct a piece of writing – how to add their text, consider 
when it’s ok to edit text that others have added, how to 
review an earlier version of the document, how to format text 
by using styles e.g. headings; they evaluate their shared 
document to ensure it conveys their information/story clearly; 
pupils compare the effectiveness of the different 
communication tools they have used and consider when they 
would use each e.g. when planning work, for informal 
communication, for formal communication, for a final product 
to be shared with an audience. 

• Can use a collaborative document to 
create a piece of shared writing. 

• Can edit a collaborative document 
taking into account the needs of the 
audience and being respectful to 
collaborators. 

• Can use communication tools that 
involve text, audio and video. 

• Can say when it is appropriate to 
use different communication tools. 

3.7 Present data and information to a wider 
audience using a range of digital tools. 
3.8 Use a range of technologies to communicate 
with others. 
 
 

Technology in 
our lives 

Pupils learn that different hardware tools support 
communication – webcam, microphone, speaker, keyboard, 
touchscreen, network/wireless connections – and that these 
work together with software tools. 

• Can identify hardware components 
that support online communication. 

• Can use hardware components with 
software to communicate with 
others. 

3.9 Identify the features of a computer that enable 
communication with others. 

Developing computational thinking through Unit 3.1 
Algorithms – making steps and rules – pupils apply what they learnt about algorithms in year 1 -  that they are clear, explicit, unambiguous 
sets of instructions; that algorithms may be triggered to execute another algorithm; that multiple algorithms are often used to create a 
program. 
Decomposition – breaking down into parts – pupils learn that problems are tackled breaking down into its constituent parts; deconstructing 
existing games and storyboarding their own maze/quest game is an opportunity to develop this aspect of computational thinking. 
Logic – predicting and analysing – pupils should use logical reasoning to suggest what might happen when an algorithm is applied during 
programming activities or the implications of unacceptable online communication, i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their program meets the success criteria, how effectively those criteria are met 
and why. 

Key Vocabulary 
Algorithm, trigger, 
decomposition, logic, evaluation, 
collaboration, communication. 
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Prior Learning 
Year 2 units 

Future Learning 
Unit 3.2 
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Computing Curriculum Year 3 - Unit 3.2: Information and Games 

About the Unit: 
This unit builds on the work covered in Year 2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 2 that are being used in the school.  The unit provides opportunities for developing computational thinking (including deconstructing existing 
games and planning own game) and creativity (planning and programming a Frogger-style game (or similar) where a character loses lives/points when it collides with obstacles; 
creating a non-fiction e-book that contains hyperlinks, credits, etc).  Pupils use surveys to collect and present information; they find key facts from their online research and learn 
to keep a record of their sources. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn the importance of acknowledging 
sources of information and creators of content such 
as images. Pupils learn that passwords are used on 
sites that have content that needs to be kept secure 
or where communication happens; they learn about 
how to keep passwords safe – e.g. keeping them 
private, combining words numbers/ symbols/ upper 
and lower case; they learn about the tools available 
on websites to report concerns about 
content/contact and how to get help from an adult 
to report concerns. 

• Can give credit to sources used in developing 
content. 

• Can create secure passwords. 

• Understand reasons for secure passwords 
being used. 

• Can say some ways to report concerns online. 

• Can say when they would seek help from an 
adult to report concerns. 

3.11 Talk about a range of ways to report concerns 
about content and contact. 

Programming 
 

Pupils use decomposition to identify the elements 
that will be needed in their game; they find out how 
existing games have achieved similar effects; they 
write algorithms that enable a character to lose a life 
when if collides with an obstacle; they write 
algorithms to include instructions within the game; 
they continually evaluate and debug as they are 
programming to achieve the desired effects. 

• Can identify the key elements that need to be 
created for their game. 

• Can create games where lives/points are lost.  

• Can create games which include instructions. 

• Can continually evaluate and debug 
algorithms.  

3.1 Writing algorithms using a visual programming 
tool that achieve specific goals. 
3.2 Debug a program created by a visual 
programming tool to achieve a given aim. 
3.3 Solve simple problems by decomposing them 
into smaller parts. 

Using and 
Applying 
Technology 
 

Pupils find key facts by carrying out effective online 
searches using an age appropriate search engine; 
they select and use appropriate keywords and 
advanced features e.g. AND, OR, NOT in their 

• Can choose appropriate keywords for 
effective searching. 

• Can use advanced search features for 
effective searching. 

3.4 Use search engines effectively to find specific 
information. 
3.5 Use a range of digital tools to gather 
information/data. 
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searches; they collect copyright-appropriate images 
and record sources and websites they have used to 
find their key facts in a collaborative document; they 
plan, make and evaluate an e-book containing 
images, text, audio, hyperlinks and 
credits/bibliography; children learn to make 
hyperlinks to different pages in their e-book (e.g. a 
content page) and hyperlinks to web pages (e.g. a 
bibliography citing websites used in research) 
Pupils design, plan and use a digital survey tool to 
collect feedback about their e-book or their game; 
they plan appropriate questions that will help them 
improve their work;  they use graphing tools to 
present findings  

• Can collect images, ensuring they are not 
restricted for reuse by copyright. 

• Can record sources of information and 
images. 

• Can add hyperlinks to an e-book. 

• Can collect feedback using a survey tool. 

• Can ask appropriate questions to support 
their evaluation of their own work. 

• Can present feedback data using an 
appropriate graph. 

3.6 Recognise when digital content or data is 
inaccurate or misleading. 
3.7 Present data and information to a wider 
audience using a range of digital tools. 
 
 

Developing computational thinking through Unit 3.2 
Algorithms – making steps and rules – using algorithms in the 
programming activity is obvious, but the idea of making steps and rules 
can also be introduced to describe the recording of information/sources 
when talking about the creation of passwords 
Decomposition – breaking down into parts – pupils learn that problems 
are tackled breaking down into its constituent parts; deconstructing 
existing games and storyboarding their own game is an opportunity to 
develop this aspect of computational thinking 
Logic – predicting and analysing – pupils can use logical reasoning to 
suggest what might happen when an algorithm is executed when 
looking at existing programs i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their 
program meets the success criteria, how effectively those criteria are 
met and why. 

Key Vocabulary 
Collision, decomposition, evaluation, password, advanced search, survey, data, hyperlink, credit, 
bibliography. 

Prior Learning 
Unit 3.1 

Future Learning 
Unit 3.3 
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Computing Curriculum Year 3 - Unit 3.3: Finding and sharing facts 

About the Unit: 
This unit builds on the work covered in Year 2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 2 that are being used in the school.  The unit provides opportunities for developing computational thinking (e.g. identifying key elements of games; 
using algorithms to set up routines for collecting data) and creativity (programming a times tables/quiz game; creating art by editing and combining photographs, which could be 
linked with research into how artists create particular effects; they incorporate their edited photos in another creative project, e.g. as a background when using green screen 
video, class blog/newspaper /webpage, talking poster).  Pupils collect and present discrete data from experiments/research – this may be done with iPad apps, other sensors or 
with a data logger and can be effectively linked with Science.  They explore different websites and learn to recognise features of sites which are aiming to promote or sell 
products. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that we are targeted by online 
advertisements depending on what we have been 
searching for; they learn to recognise features of 
websites that are designed to help promote and sell 
products; they evaluate different web pages to 
identify whether they provide information or are 
selling a product; they learn that some content is 
inaccurate or misleading; they learn how to report 
unacceptable content.  

• Can say how online advertisements are 
targeted. 

• Can identify features of a website that are 
designed to promote and sell. 

• Can decide whether a web page provides 
information or is selling a product 

• Can report inaccurate or misleading content. 

3.6 Recognise when digital content or data is 
inaccurate or misleading. 
3.11 Talk about a range of ways to report concerns 
about content and contact. 
 
 

Programming 
 

Pupils research, plan and program a game to help 
them learn facts; they program triggers to ask 
questions/ reveal answers and for points to be 
scored when the correct answer is found; they learn 
program the game to end when an incorrect 
response is given. They learn to identify different 
ways that programmers achieved similar outcomes 
and evaluate the efficiency and effectiveness of each 
approach.  

• Can program triggers to ask questions and 
reveal answers. 

• Can program scoring in a game. 

• Can program a game to end when an answer 
is wrong. 

• Can evaluate their own program. 

• Can recognise which program is most 
efficient. 

3.1 Writing algorithms using a visual programming 
tool that achieve specific goals. 
3.2 Debug a program created by a visual 
programming tool to achieve a given aim. 
3.3 Solve simple problems by decomposing them 
into smaller parts. 
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Using and 
Applying 
Technology 
 

Pupils learn that there are a range of different 
technologies that incorporate sensors to collect 
information e.g. light, sound, temperature, heart 
rate, steps, distance; they plan how they will collect 
and record data collected over a period of time; they 
use appropriate software to present the data in a bar 
graph – adding axes labels and title; they use 
collaborative documents or blogs/web 2.0 tools to 
share their graphs with others in the class. 
Pupils learn to edit and add effects to photos using 
photo editing or paint tools – brush size, colour, 
cropping, opacity, combining elements of different 
images.  They import the image into another creative 
project and combine with other types of media e.g. 
text, sound.  

• Can identify the role of different sensors in a 
range of technologies. 

• Can suggest a way to collect data using 
sensors. 

• Can collect and present data in a bar graph. 

• Can use axes labels and titles effectively on a 
bar graph. 

• Can combine different photographs. 

• Can edit photographs using a range of tools. 

• Can include the product of one creative 
project in another. 

3.5 Use a range of digital tools to gather 
information/data. 
3.7 Present data and information to a wider 
audience using a range of digital tools. 
 
 

Developing computational thinking through Unit 3.3 
Algorithms – making steps and rules – using algorithms in the 
programming activity is obvious, but the idea of making steps and rules 
can also describe the routines used in the collection of data  
Decomposition – breaking down into parts – pupils learn that 
problems are tackled breaking down into its constituent parts; 
deconstructing existing games and storyboarding their own game is an 
opportunity to develop this aspect of computational thinking 
Logic – predicting and analysing – pupils can use logical reasoning to 
suggest what might happen when an algorithm is executed when 
looking at existing programs i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their 
program/ graph/ meets the success criteria, how effectively those 
criteria are met and why. 

Key Vocabulary 
Inaccurate, misleading, decomposition, trigger, score, evaluation, data, sensor, crop, opacity, media. 

Prior Learning 
Unit 3.2 

Future Learning 
Unit 4.1 
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Computing Curriculum Year 4 - Unit 4.1: Animations and comics  

About the Unit: 
This unit builds on the work covered in Year 3. It is anticipated that the unit will typically take 10-12 hours over a term.  Although the topic context of comics has been 
suggested, this can be easily adapted to other relevant topic contexts appropriate for Year 4 that are being used in the school.  The unit provides opportunities for developing 
computational thinking (using sequence, selection and repetition in their algorithms) and creativity (creating and sharing digital resources with selected audiences). Using the 
topic context, pupils research and plan a simple animation relating to an aspect of their cross curricular work and continue this theme further by creating a comic style digital 
publication to share with a selected audience. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn to use strategies to increase the accuracy 
of their keyword searches and make inferences about 
the effectiveness of the strategies. Pupils are taught 
to evaluate, question and validate information found 
on websites when researching topics and to be aware 
of risks posed when undertaking online research. 
They are taught that copying the work of others and 
presenting it as one’s own is called plagiarism. They 
also learn about when and how it's acceptable to use 
the work of others.  

• Can use keywords when using a search engine. 
• Can use the advanced search features offered by common 

search engines. 
• Can compare research information from two different 

websites and discuss their reliability. 
• Can explain what is meant by plagiarism. 
• Can identify risks presented by harmful websites. 

4.5 Use advanced internet search 
features to compare and evaluate 
search engine results. 
4.7 compare, analyse and evaluate 
digital content from two different 
sources. 
4.10 Identify a range of online risks. 

Programming 
 

Pupils are taught to identify the key elements of a 
program for an animation. They are shown how they 
can tinker with a program to find out how to achieve 
different animation effects. They explore examples 
where the sequence of instructions is important and 
the effects of changing the sequence order. They are 
shown how to use a simple storyboard to sequence 
their animation in advance of programming it. Pupils 
learn to identify examples of selection and repetition 
in other peoples' programs and are shown how to 
apply these to their own simple animation examples. 
They are shown how to refine and develop their 
simple animations to achieve the desired outcomes, 

• Can storyboard a simple animated sequence. 
• Can explain why sequence is important in their 

programming work. 
• Can predict the outcome when the sequence of a simple 

program is changed. 
• Can identify repetition in a computer program. 
• Can explain what is meant by selection in a computer 

program. 
• Can apply sequence, selection and repetition to their own 

simple computer based animation. 
• Can refine their animation program and predict the effect 

the changes they make will have on it. 

4.1 Use sequence, selection and 
repetition to design and write a 
simple program using a visual 
programming language. 
4.2 Use logical reasoning to predict 
the outcome of a program and 
changes to it. 
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predicting what effects any changes made to the 
program will have on the final animation. 

• Pupils can evaluate their animation program, identifying 
what works well and suggest further improvements to their 
work. 

Using and 
Applying 
Technology 
 

Pupils are introduced to the key features of a comic 
strip. They are shown how to insert images and text 
in the form of captions, thought bubbles and callouts 
using age appropriate software. Storyboarding 
techniques for the content of the comic are further 
developed and modelled. Pupils are shown how text 
and images can be manipulated and various effects, 
such as colour, size and rotation can be applied. 
These effects are modelled, explored and discussed 
so that the pupils can select and apply these 
appropriately to their own work and to group 
collaborations. 

• Can create, modify and present documents for a particular 
purpose and an identified audience. 

• Can rotate and resize text and images to achieve a desired 
effect. 

• Can recolour and change the font of text to achieve a 
desired effect. 

• Can use desktop publishing software to collaborate on a 
group, or class based, project. 

4.8 Use a range of technology to 
share digital resources including 
charts, articles and audio/visual 
presentations, with a selected 
audience. 
4.9 Collaborate with others using 
digital tools. 

Developing computational thinking through Unit 4.1 
Decomposition – breaking things down into component parts – pupils learn that programs, as well as 
other tasks, can often be broken down into smaller parts. This can be helpful in identifying elements 
such as selection and repetition in programs. They learn that the sequence of these component parts 
is a very important element in determining the outcome of the program or task. 
Logic – predicting and analysing – pupils should use logical reasoning to suggest what might happen 
when an algorithm is applied during programming activities e.g. when designing a computer animation 
or when using tools to create a comic style presentation i.e. ‘I think ……. will happen because …..’ 

Key Vocabulary 
Sequence, selection, repetition, debug, logic, evaluate, validate, 
copyright, plagiarism, manipulation, effect, digital, collaboration. 

Prior Learning 
Year 3 – write algorithms using a visual programming tool that achieve specific goals 

Future Learning 
Unit 4.2 
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Computing Curriculum Year 4 - Unit 4.2: Networks, Patterns and Information 

About the Unit 
This unit builds on the work covered in Unit 4.1.  It is anticipated that the unit will typically take 10-12 hours over a term. The patterns and information theme can be adapted to 
suit the particular topic focus that is being used in the school, the shape and angle aspects of the programming element has a clear link with maths and the data handling aspects 
could link well with a science topic. The unit provides further opportunities for developing computational thinking (using sequence, selection and repetition in their work) and 
creativity (use repeating patterns to create crystal flower designs). In this unit, pupils also compare different methods of data collection, before analysing and presenting their 
findings using the most appropriate tools for both discrete and continuous data. They start to find out about how computer networks work. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils explore and discuss what it means to be 
responsible and respectful in both offline and online 
communities. 
Pupils learn to think critically about the user 
information that some websites request or require. 
They learn the difference between private 
information and personal information, distinguishing 
what is safe and unsafe to share online. 

• Can articulate what it means to be respectful and 
responsible online. 

• Can identify when information is private and should 
not be shared online. 

• Can explain the safety and security risks of sharing 
certain types of information. 

4.6 Collect and sort information from 
a range of data sources. 
4.10 Identify a range of online risks. 

Programming 
 

Pupils learn how to program the computer to draw 
regular polygons using a repeat function. Pupils 
explore how to make their programs more efficient 
e.g. by using repeat functions, nested loops. Pupils 
apply this learning to create patterns with repeating 
shapes and experiment with variables to achieve 
different effects. Pupils are taught what selection is 
in programming and they apply this in simple ways 
to their programs so that when a particular point is 
reached on the screen the program reacts 
accordingly.  

• Can use sequence and repetition to create their own 
shape patterns. 

• Can refine their program and predict the effect the 
changes they make will have on the pattern produced. 

• Can use selection in a program to change a sprite’s 
behaviour when it reaches a certain point on the 
screen.  

• Can predict what will happen in a program when a 
selection point is reached.  

4.1 Use sequence, selection and 
repetition to design and write a simple 
program using a visual programming 
language. 
4.2 Use logical reasoning to predict 
the outcome of a program and 
changes to it. 

Using and 
Applying 
Technology 
 

Pupils are taught to use a range of data handling 
applications to display both discrete and continuous 
data. They compare different methods of collecting 
data e.g. temperature readings using a regular 

• Can create a digital bar graph based on discrete data. 
• Can edit and format digital graphs appropriate for a 

selected audience. 

4.6 Collect and sort information from 
a range of data sources. 
4.8 Use a range of technology to share 
digital resources including charts, 
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household mercury thermometer, a digital cooking 
thermometer and a data logger. Pupils are taught to 
use a digital data logging device to collect data 
related to a science experiment. They analyse and 
present the collected information in a variety of 
different formats using a rage of graphs and charts. 

• Can use digital data collection devices such as data 
loggers and sound measuring apps to collect 
environmental data. 

• Can analyse and present their data in a variety of 
formats appropriate for the target audience. 

articles and audio/visual 
presentations, with a selected 
audience. 

Technology in 
our Lives 

Pupils are taught about the school network, how 
devices are connected, how files can be saved on it 
and accessed from multiple locations. On a 
technology walk they identify network points, 
wireless access points, devices on the network and 
server locations. They learn that switches control 
traffic to and from the server. Pupils identify key 
features to include in models/ diagrammatic 
network maps.  

• Can name devices on a computer network. 
• Can say how the different devices are connected. 
• Can explain the purpose of certain devices on a 

computer network. 
• Can represent a simple network by drawing a diagram 

or creating a model. 

4.3 Explain that computers can be 
connected using networks. 
4.4 Draw a simple network map. 
 
 

Developing computational thinking through Unit 4.2 
Patterns – spotting and using similarities - pupils notice patterns and generalisations in their shape 
programming work and start to apply those to new designs. 
Decomposition – breaking things down into component parts – pupils learn that programs, as well as 
other tasks, can often be broken down into smaller parts. This can be helpful in identifying elements 
such as selection and repetition in programs. They learn that the sequence of these component parts 
is a very important element in determining the outcome of the program or task. 
Logic – predicting and analysing – pupils should use logical reasoning to suggest what might happen 
when an algorithm is applied during programming activities e.g. when creating a repeating shape 
pattern or when using tools to collect and analyse data i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their applications meet the success criteria, 
how effectively those criteria are met and why.  
Abstraction - removing unnecessary detail - models/diagrammatic representations of the school 
network and home networks are a good opportunity to introduce abstraction  

Key Vocabulary 
Sequence, selection, repetition, debug, logic, data logging, discrete, 
continuous, analysis, network, server. 

Prior Learning 
Year 3 – write algorithms using a visual programming tool that achieve specific goals 
Unit 4.1 Use sequence, selection and repetition to design and write a simple program 

Future Learning 
Unit 4.3 
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Computing Curriculum Year 4 - Unit 4.3: Game design and video promotion  

About the Unit 
This unit builds on the work covered in Units 4.1 and 4.2.  It is anticipated that the unit will typically take 10-12 hours over a term. The Game Design theme can be adapted to suit 
the particular topic focus that is being used in the school. The video element can be integrated into a wide range of topics. The unit provides further opportunities for developing 
computational thinking (using sequence, selection and repetition in their work) and creativity (creating a game and a promotional video). In this unit, pupils also consolidate their 
understanding of advanced searches on the internet and the need to validate information sources.  

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils are taught that they may get online 
messages from others that can make them feel angry,  
hurt, sad, or fearful. Pupils identify actions that 
will make them more resilient in the face of cyberbullying 
attacks. Pupils explore all the ways they use technology for 
communication, putting themselves in the shoes of children 
who are cyberbullied, and exploring both the similarities 
and differences between in-person versus online 
communication. 

• Can articulate what is meant by 
cyberbullying. 

• Can identify what platforms and applications 
could carry a cyberbullying risk. 

• Can respond appropriately to cyberbullying 
scenarios. 

 

4.10 Identify a range of online risks. 

Programming 
 

Pupils learn how to program a simple computer game. 
Using an existing example of an arcade style game e.g. 
pong, they tinker with the elements to see what effect 
changes to ball speed, paddle length etc. make to the 
game. They apply this learning to the design of their own 
simplified arcade game which is planned in advanced of 
work on the computer, using a simple storyboard 
technique. The game will make use of sequence, selection 
and repetition in its execution. When programming the 
game, they are taught to test and debug the various 
sections of the program as it develops. Pupils work in pairs 
/ groups to evaluate the games made by their peers and 
make suggestions as to how both the design and gameplay 
might be improved.  

• Can use sequence, selection and repetition 
to create their own simple arcade style 
game. 

• Can refine their program and predict the 
effect the changes they make will have on 
the gameplay. 

• Can use selection in their game to change a 
sprite’s behaviour when it reaches different 
points on the screen.  

• Can predict and test what will happen in 
their game when a selection point is reached 
and debug where necessary. 

4.1 Use sequence, selection and 
repetition to design and write a simple 
program using a visual programming 
language. 
4.2 Use logical reasoning to predict the 
outcome of a program and changes to it. 
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Using and 
Applying 
Technology 
 

Pupils further develop their strategies to increase the 
accuracy of their internet keyword searches as they 
research material for a promotional video. They make 
inferences about the effectiveness of these strategies. 
Pupils apply their previous learning to evaluate, question 
and validate information found on websites when 
researching. Pupils plan and shoot a short promotional 
video with a defined audience in mind, related to their 
arcade game or other topic context. They are shown how to 
edit the video and add titles and captions along with 
additional audio and other effects to make a polished 
presentation. A digital publication is produced e.g. news 
review, promotional flyer to accompany the video. 

• Can use advanced search features effectively 
to quickly find appropriate information. 

• Can compare research information from two 
different websites and discuss their reliability 
and validity. 

• Can plan a video shoot using a simple 
storyboard. 

• Can edit a video using split, cut and trim 
techniques. 

• Can add captions and titles to a video 
• Can add audio to a video and adjust volume 

levels. 
• Can produce a video and supporting digital 

material suitable for a defined audience. 

4.5 Use advanced internet search 
features to compare and evaluate search 
engine results. 
4.6 Collect and sort information from a 
range of data sources. 
4.7 compare, analyse and evaluate digital 
content from two different sources. 
4.8 Use a range of technology to share 
digital resources including charts, articles 
and audio/visual presentations, with a 
selected audience. 

Developing computational thinking through Unit 4.2 
Algorithms –Making steps and rules – pupils will further explore algorithms as they design the rules of 
their simple arcade game e.g. they will need to address what happens when one sprite collides with 
another or reaches the screen boundaries. 
Abstraction – removing unnecessary detail – pupils will use abstraction in their game design, 
simplifying the objects from a real world game into geometric computer sprites. 
Decomposition – breaking things down into component parts – pupils learn that programs, as well as 
other tasks, can often be broken down into smaller parts. This can be helpful in identifying elements 
such as selection and repetition in programs. They learn that the sequence of these component parts 
is a very important element in determining the outcome of the program or task. 
Logic – predicting and analysing – pupils should use logical reasoning to suggest what might happen 
when an algorithm is applied during programming activities e.g. when creating a simple arcade game 
i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their applications meet the success criteria, 
how effectively those criteria are met and why.  

Key Vocabulary 
Sequence, selection, repetition, debug, logic, sprite, source, reliability, 
validation, search, timeline, split, trim. 
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Prior Learning 
Unit 4.1 & Unit 4.2 - Use sequence, selection and repetition to design and write a simple program 

Future Learning 
Unit 5.1 
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Computing Curriculum Year 5 - Unit 5.1: Sound and control 

About the Unit: 
This unit builds on the work covered in Year 4. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 5 that are being used in the school.  The unit provides opportunities for developing computational thinking (using algorithms to program external 
inputs/outputs) and creativity (creating and editing a piece of music; combining music with other media to present ideas).  Pupils learn how online photos may not be what they 
seem and that they may be edited to sell products; they learn about the importance of using copyright-free images in their work. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that photos can be altered digitally; they 
consider how these may be used to affect the way 
people feel about themselves/products; they learn 
that this can lead to distorted perceptions and affect 
self-image; they learnt what copyright is and that 
any images they find online maybe subject to 
copyright; they learn how to find images without 
copyright.  

• Can explain how photos found online may 
have been altered and why. 

• Can say how creators protect their work using 
copyright. 

• Know how to find images that are free of 
copyright to use in their own work. 

5.10 Explain the importance of content ownership 
and copyright issues. 

Programming 
 

Pupils learn that many physical objects are 
controlled with a program written on a PC; pupils 
learn to identify a range of different inputs and 
output. Pupils learn to explore and write programs 
which can be controlled by an external input device, 
e.g. microphone, webcam, Makey Makey; they also 
learn to explore and write programs that control an 
external output device, e.g. Lego WeDo, Flowol; 
pupils evaluate programs written by others and 
identify improvements. 

• Can write programs which are controlled by 
an external input device. 

• Can write programs that control an external 
output device. 

5.1 Control physical systems or simulations of 
these through a digital device. 
5.2 Use various forms of input and output in 
programs. 
 

Using and 
Applying 
Technology 
 

Pupils create a piece of music using a digital sound 
creation tool; they learn how tracks are used to build 
complete piece of music; they learn to combine and 
edit tracks to create different effects (e.g. by altering 
the balance between tracks, changing amplitude, 
snipping out unwanted sections, copying sections, 

• Can create a piece of digital music using 
appropriate software. 

• Can combine and edit tracks to achieve 
different effects. 

• Can combine music with other media to 
present ideas. 

5.6 Refine internet searches to improve the 
relevance of materials. 
5.7 Can justify their selection of an appropriate 
digital device and application to accomplish a 
specific outcome. 
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creating loops); they learn to add a voiceover. Pupils 
plan, create, edit and evaluate a presentation that 
combines edited images, prepared sound 
effects/backing track and a voiceover/narration, 
choosing the most appropriate application from a 
range that they have previously used (e.g. e-book, 
movie, Prezi).  

• Can justify their selection of an appropriate 
application to present their ideas. 

Developing computational thinking through Unit 5.1 
Algorithms – making steps and rules – the programming activity 
provides opportunities to reinforce prior learning about algorithms and 
to apply that understanding to activities involving control. 
Decomposition – breaking down into parts – pupils learn that problems 
are tackled by breaking down into constituent parts when planning their 
control programs;  deconstructing existing presentations and planning 
their own presentation is another opportunity to develop this aspect of 
computational thinking. 
Logic – predicting and analysing – pupils can use logical reasoning to 
suggest what why a particular outcome happens when an algorithm is 
executed i.e. ‘I think ……. happens because …..’ 
Evaluation – making a judgment – pupils evaluate whether their 
program/ presentation meets the success criteria, how effectively those 
criteria are met and why. 

Key Vocabulary 
Input, output, control, copyright, creative commons, amplitude, track, layer, justify. 

Prior Learning 
Unit 4.3 

Future Learning 
Unit 5.2 
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Computing Curriculum Year 5 - Unit 5.2: The internet and simulations  

About the Unit: 
This unit builds on the work covered in Year 4 and in Unit 5.1. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to 
relevant topic contexts appropriate for Year 5 that are being used in the school.  The unit provides opportunities for developing computational thinking (abstraction can be used 
as part of programming, when developing an understanding of how the internet/WWW work, as well as when summarising findings) and creativity (choosing an appropriate way 
to present findings can be used as an opportunity to develop creative skills e.g. by presenting as a video news report, possibly using green screen; programming a simulation e.g. 
of the solar system).  Pupils collect data through internet research that involves the use of advanced search tools to refine the data collected; findings are collected and added 
to/shared with others through collaborative documents; they cite online resources accessed during their research in appropriate ways.   

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn how to cite online resources/websites 
using a convention; they learn why it is important to 
include the date a site was visited; they learn to use 
tools that enable us to view a site at any point in the 
past; pupils learn how to behave responsibly and 
respectfully when accessing online content, sharing 
online content and collaborating using online tools. 

• Can use a convention to cite online sources 
including date site accessed. 

• Can use online tools to view earlier versions of 
a website. 

• Understand why some content is copyrighted 

• Understand how to behave respectfully with 
content which is copyrighted. 

• Understand that they can protect their own 
creative content. 

5.10 Explain the importance of content ownership 
and copyright issues. 

Programming 
 

Pupils learn to identify the key elements to be 
included in a simulation; they learn why a simulation 
may preferable to doing this in real life; they learn to 
use ‘procedures’ to improve the efficiency of their 
program; they suggest improvements for their 
simulation; pupils learn to explain the choices they 
have made in their program and when debugging it.  

• Can say what has been included/ignored in a 
simulation and why. 

• Can create a procedure to improve the 
efficiency of a program. 

• Can use logical reasoning to explain 
programming choices. 

• Can use logical reasoning to explain why 
debugging actions work. 

5.1 Control physical systems or simulations of 
these through a digital device. 
5.3 Use logical reasoning to debug programs 
containing sequence, selection, repetition, 
variables. 

Using and 
Applying 
Technology 
 

Pupils learn to use advanced search tools (quotes for 
exact matches, - sign for words they don’t want, 
filtering results by region or latest update, etc); they 
learn to use collaborative documents for shared 

• Can use advanced search tools to refine 
results. 

• Can use collaborative documents. 

• Can collect data from online sources. 

5.6 Refine internet searches to improve the 
relevance of materials. 
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research projects, how the document identifies who 
is working on it, how to access previous versions of 
the document; they collect data from online sources, 
learn to summarise their findings and choose an 
appropriate way of presenting their findings for 
others; they learn to include references to sources 
for their data as part of their presentation.  

• Can choose an appropriate tool and use it to 
present a summary of findings. 

• Can include references for sources in their 
work. 

5.7 Can justify their selection of an appropriate 
digital device and application to accomplish a 
specific outcome. 
5.8 Summarise and present information/ data 
using a range of media. 
5.9 Collaborate through online systems to work on 
shared documents. 

Technology in 
our lives 
 

Pupils learn to use the URL bar in a browser and 
some of the conventions used in web addresses (e.g. 
.ac.org.uk, .sch.uk); pupils learn that there are a 
number of internet services – WWW, email, online 
gaming; they learn that there are key features of the 
internet – client, router, server, DNS; they learn that 
each computer/server/client has an IP address and 
that these are used to direct messages; they learn 
that messages are broken down into packets of data; 
they learn that there are different protocols 
depending on the internet service being used 

• Can explain what the internet is. 

• Can explain the difference between the 
internet and the World Wide Web. 

• Can explain how the internet provides access 
to the World Wide Web. 

• Can explain the role of different devices that 
form part of the internet. 

• Can say why data is transported in packets 

• Understand that different protocols are used 
for different internet services. 

5.4 Explain what the world wide web and the 
internet are, and the difference. 
5.5 Outline how data is transported in packets on 
the internet to different addresses. 

Developing computational thinking through Unit 5.2 
Algorithms – making steps and rules – using algorithms in the programming activity is obvious, but the idea of 
making steps and rules can also describe the routines used when messages are sent on the internet using 
different services 
Abstraction – removing unnecessary detail - pupils identify key elements to include in a simulation – they learn 
what to include and what to ignore; similarly, they use abstraction when summarising information from 
research and when identifying key features of the internet/world wide web to explain how it works 
Logic – predicting and analysing – pupils can use logical reasoning to suggest what might happen when an 
algorithm is executed i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their program/ presentation meets the success 
criteria, how effectively those criteria are met and why. 

Key Vocabulary 
Cite, source, reference, convention, procedure, simulation, 
filtering, internet, world wide web, protocol, IP address, client, 
server, router, DNS, packet. 

Prior Learning 
Unit 5.1 

Future Learning 
Unit 5.3 
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Computing Curriculum Year 5 - Unit 5.3: Video and games  

About the Unit: 
This unit builds on the work covered in Units 5.1 and 5.2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant 
topic contexts appropriate for Year 5 that are being used in the school.  The unit provides opportunities for developing computational thinking (logic to explain programming; 
decomposition to plan video) and creativity (designing and programming a retro game which is a simulation e.g. Pacman simulation of a maze, which includes variables, 
procedures and which can be controlled by an external output; planning, creating, editing and evaluating a video with a sound track).  Pupils learn to keep their own content safe 
through the appropriate use of passwords, creative commons copyright and strategies for dealing with spam 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn characteristics of strong passwords and 
how to create secure passwords in order to protect 
their private information and accounts online (e.g. 
creating passwords that have 8 or more characters, 
use a combination of numbers, letters and symbols, 
changing password regularly); they learn what spam 
is, the form it takes (e.g. personalised message, 
appealing/attention grabbing subject line, fake 
sender email address that may be very convincing) 
the impact it can have on their content and that of 
others (school network and shared drives, home 
network), and strategies for dealing with it safely 
(e.g. not opening unwanted messages, not clicking 
on links or downloading files, flag emails as 
spam/junk). Pupils learn how to ensure their own 
creative work is protected using creative commons 
copyright. 

• Can describe the features of a strong effective 
password. 

• Can identify some features of spam. 

• Can suggest strategies to deal safely with 
spam. 

• Can protect their own creative work using 
creative commons copyright. 

5.10 Explain the importance of content ownership 
and copyright issues. 

Programming 
 

Pupils learn to program a simulation game (which 
could be controlled by using an external input); they 
learn why variables are needed, how they are 
created, how they store data and how this data may 
be used by a computer program as it runs; they learn 
to use procedures to make their programming more 

• Can describe what a variable is. 

• Can describe how a score variable is used. 

• Can explain how procedures make their 
program more efficient. 

• Can debug their own program. 

5.1 Control physical systems or simulations of 
these through a digital device. 
5.3 Use logical reasoning to debug programs 
containing sequence, selection, repetition, 
variables. 
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efficient; they learn to apply logical reasoning to 
debug and explain their program.  
 

• Can use logical reasoning to explain how their 
program works and how it has been 
debugged. 

Using and 
Applying 
Technology 
 

Pupils learn to compare two different video editing 
tools; they plan a video to share their ideas with 
others and choose the most appropriate tool to 
achieve their desired outcome; they learn to edit the 
video (e.g. cropping, inserting sections, deleting 
sections, adding still images, using transitions 
effectively, and adding titles/captions/credits); they 
learn to add music to their video and use 
looping/editing to ensure music plays to the end of 
the video. They learn to evaluate their video against 
the design brief.  

• Can compare two different tools and select 
the most appropriate to achieve the desired 
outcome. 

• Can justify their choice of video editing tools. 

• Can use decomposition to storyboard their 
video. 

• Can use a range of techniques to edit their 
video and make it effective. 

• Can evaluate their video, suggest and make 
improvements. 

5.7 Can justify their selection of an appropriate 
digital device and application to accomplish a 
specific outcome. 
5.8 Summarise and present information/ data 
using a range of media. 
 

Developing computational thinking through Unit 5.2 
Algorithms – making steps and rules – using rule-based algorithms to describe when points 
will be earned during the game 
Abstraction – removing unnecessary detail - pupils identify key elements to include in their 
game – they learn what to include and what to ignore so that their game is a simulation of a 
real-life game (e.g. a retro Pacman game could be used to simulate a real life maze) 
Decomposition – breaking down into parts – pupils learn that problems are tackled 
breaking down into its constituent parts; storyboarding their own game is an opportunity to 
develop this aspect of computational thinking 
Logic – predicting and analysing – pupils can use logical reasoning to suggest what might 
happen when an algorithm is executed when looking at existing programs i.e. ‘I think ……. 
will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their program/ presentation 
meets the success criteria, how effectively those criteria are met and why. 
 

Key Vocabulary 
Crop, transition, insert, delete, title, caption, credit, copyright, password, spam, 
variable, procedure, simulation. 

Prior Learning 
Unit 5.2 
 

Future Learning 
Unit 6.1 
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Computing Curriculum Year 6 - Unit 6.1: Web pages, searches and sharing  

About the Unit: 
This unit builds on the work covered in Year 5. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant topic 
contexts appropriate for Year 6 that are being used in the school.  The unit provides opportunities for developing computational thinking (logical explanations of what happens in 
their programs and in web page searching/ranking) and creativity (developing a maths quiz with algorithms to solve multi-step problems and trigger different actions depending 
on player answers; developing a presentation to share ideas and information).  Pupils learn how private information and data is kept secure online. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that secure websites protect private 
information; they learn to look for privacy policies 
and privacy seals of approval; pupils learn to 
evaluate websites to identify any stereotypes or bias 
that are found there. 

• Can say how to identify sites that have 
protected private information. 

• Understand the risks of private information 
not being protected. 

• Can identify stereotypes and bias on websites. 

6.11 Explain the importance of keeping their own 
data and that of others safe. 
6.6 Be discerning when evaluating information and 
digital content found online. 

Programming 
 

Pupils program a quiz that uses selection to respond 
to the players’ answers; they learn to use variable to 
make a scoring system for their quiz; their learn to 
program quizzes which contain multiple variables 
and to use loops to increase the efficiency of their 
program; pupils evaluate their work and that of 
others; they learn to offer suggestions to others to 
debug any errors and to improve efficiency. 

• Can plan a complex game by decomposing 
into smaller parts. 

• Can program a game that uses multiple 
variables. 

• Can program a game that uses selection to 
provide alternative outcomes for players. 

• Can evaluate the effectiveness and efficiency 
of programs. 

• Can debug programs and suggest 
improvements. 

6.1 Solve complex problems by decomposing into 
smaller parts 
6.2 Use sequencing, selection, loops and repetition 
in programs that involve multiple variables. 
6.3 Debug programs containing selection, loops, 
repetition and variables. 

Using and 
Applying 
Technology 

Pupils collect/create image files and information for 
a presentation about their current topic; they 
evaluate and compare different online presentation 
tools to find the most effective for collaborating and 
sharing their information (adding and manipulating 
text, images, sound etc.). They learn how different 
effects create emphasis – e.g. transitions, 

• Can collect appropriate information and 
content to convey information effectively. 

• Can justify their selection of application to 
present their ideas effectively. 

• Can use a range of techniques in a 
presentation tool to create different effects. 

6.7 Justify their selection of content from different 
digital devices and applications to accomplish a 
specific goal. 
6.9 Create and share mixed media presentations 
online for a specific audience. 
6.10 Communicate and collaborate through online 
systems using a variety of tools. 
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animations, and use some within their own 
presentation. 

Technology in 
our lives 
 

Pupils learn that web pages are coded in HTML, they 
learn to edit web pages by editing the script; they 
learn that search engines use web crawlers to index 
web pages and use the index to respond to search 
queries; they learn that there are a number of 
different algorithms that can be used to sort and 
rank search results; they learn about the main 
factors that influence ranking (e.g. keywords, links). 

• Can identify features in HTML scripting that 
have an impact on how web page content 
looks. 

• Understand that web crawlers are used to 
index web pages. 

• Understand that algorithms are used to sort 
and rank search results. 

• Can say factors that influence search ranking. 

6.5 Explain how search results are selected and 
ranked. 

Developing computational thinking through Unit 6.1 
Algorithms – making steps and rules – using algorithms in the 
programming activity; sort and rank algorithms  
Abstraction – removing unnecessary detail - pupils identify key elements 
to include in their game – they learn what to include and what to ignore 
Decomposition – breaking down into parts – pupils break down maths 
problems into constituent parts to create their quiz; they plan their quiz, 
identifying each part that will need to be programmed and all the 
variables that will need to be included 
Logic – predicting and analysing – pupils can use logical reasoning to 
suggest what might happen when an algorithm is executed i.e. ‘I think 
……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their 
program/ presentation meets the success criteria, how effectively those 
criteria are met and why. 

Key Vocabulary 
Privacy policies, privacy seals of approval, efficiency, scoring, ranking, web crawlers, HTML, keywords. 

Prior Learning 
Unit 5.3 

Future Learning 
Unit 6.2 
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Computing Curriculum Year 6 - Unit 6.2: Data and choices  

About the Unit: 
This unit builds on the work covered in Year 5 and unit 6.1. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to relevant 
topic contexts appropriate for Year 6 that are being used in the school and the problems provided for pupils will now be complex, developing more autonomy in the choice of 
tools to complete given tasks.  The unit provides opportunities for developing computational thinking (evaluation when comparing and contrasting different tools; decomposition 
of complex problems to determine multiple tasks to achieve outcome) and creativity (an interactive simulation of a hidden system e.g. inside the body/inside a plant; carrying 
out a data collection project e.g. a lifestyle and fitness survey to link with Science, which may include the collection of experimental data).  Pupils consider why and how they can 
protect the data that they collect. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that they need to keep safe information 
and data that is related to other people as well as 
their own; they learn about the implications when 
data is hacked or leaked; they learn the difference 
between hacking and leaking; they learn to 
recognise some ways that online data is kept safe 
e.g. secure websites, encryption. Pupils compare 
and contrast online-only friends and face to face 
friends; they analyse why private information should 
not be given to anyone online without the 
permission of a trusted adult. 

• Can say why data and private information 
needs to be kept safely. 

• Understand the terms hacking and leaking 
when used to talk about data. 

• Can say how data and private information is 
kept safe. 
 

6.11 Explain the importance of keeping their own 
data and that of others safe. 

Programming 
 

Pupils learn to plan and program an interactive 
simulation – i.e. use selection so that those using the 
program have different outcomes depending on 
choices/actions they make; they learn what 
abstraction means; they use abstraction to decide 
key features that need to be included; they compare 
and contrast different programming tools that could 
be used to achieve a similar outcome; they learn that 
there are common features in each programming 
language – e.g. selection, repetitions, variables, 
loops, procedures. 

• Can use selection and other programming 
techniques to make a program interactive for 
the end user. 

• Understand what abstraction means. 

• Can use abstraction when making a 
simulation. 

• Can evaluate different programming 
languages. 

• Can recognise common features in 
programming languages. 

6.1 Solve complex problems by decomposing into 
smaller parts. 
6.2 Use sequencing, selection, loops and repetition 
in programs that involve multiple variables. 
6.4 Make generalisations by comparing programs 
in two different visual programming languages. 
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Using and 
Applying 

Technology 
 

Pupils plan and carry out a data collection project; 
they learn that we select the most appropriate tools 
by defining what we want to achieve and then 
evaluating the ability of the tools to meet those 
needs; they compare and evaluate a range of tools 
e.g. surveys, forms, spreadsheets, data loggers;  they 
use appropriate formulae/functions within 
spreadsheets; they present the data collected using 
appropriate graphs (bar charts or similar for discrete 
data, line graphs for continuous data); they learn to 
choose appropriate tools to present and explain 
their findings to a specified audience e.g. a more 
formal PowerPoint for a group of scientists or an 
animation to explain the findings to a group of 
younger pupils; they learn to use tools to be 
effective when emphasising key points in their 
presentation.  

• Can choose and use an appropriate tool to 
collect data.  

• Can evaluate a range of data collection tools. 

• Can use formulae/functions in spreadsheets 
to work with data they have collected. 

• Can evaluate the data they have collected and 
explain what it shows. 

• Can choose an appropriate way to present 
the data collected. 

• Can use a presentation tool to effectively 
communicate their findings. 

6.7 Justify their selection of content from different 
digital devices and applications to accomplish a 
specific goal. 
6.8 Design a data collection project and analyse 
results. 
6.9 Create and share mixed media presentations 
online for a specific audience. 
 
 

Developing computational thinking through Unit 6.1 
Algorithms – making steps and rules – using algorithms in the programming activity is obvious, but the idea 
of making steps and rules can also describe the routines used in the collection of data  
Decomposition – breaking down into parts – the data collection/ presentation project is a good opportunity 
for pupils to tackle a problem by breaking it down into its constituent parts. 
Logic – predicting and analysing – pupils can use logical reasoning to suggest what might happen when an 
algorithm is executed when looking at existing programs i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their simulation meets the success criteria, how 
effectively those criteria are met and why; they evaluate the data they collect; they compare and contrast 
programs and different data collection tools. 

Key Vocabulary 
Data, hack, leak, interactive, simulation, abstraction, formula, 
function, discrete data, continuous data. 

Prior Learning 
Unit 6.1 

Future Learning 
Unit 6.3 
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Computing Curriculum Year 6 - Unit 6.3: Complex games  

About the Unit: 
This unit builds on the work covered in Year 5 and units 6.1 and 6.2. It is anticipated that the unit will typically take 10-12 hours over a term.  The context can be easily adapted to 
relevant topic contexts appropriate for Year 6 that are being used in the school.  The unit provides opportunities for developing computational thinking (complex tasks are set 
that require decomposition as pupils decide on tasks to be completed) and creativity (carrying out market research to inform their own development of a product, e.g. computer 
game/app; preparing a radio or TV advertisement/instruction guide for their product).  Pupils learn to make and act on informed judgments about what others share, whether 
those they know or websites. 

Computing 
Aspect 

Teaching Content Pupil Outcomes KPI Links 
Building evidence for: 

e-Safety Pupils learn that there are positive and negative 
aspects of interacting with others online; they learn 
that not all information/content shared by others is 
reliable, that some information/content needs to be 
treated as a negative interaction and that some 
requires further verification; they learn how to verify 
information e.g. checking alternate sources;  they 
learn strategies for dealing responsibly with negative 
online interactions e.g. not retaliating, blocking, 
talking to trusted adult, keeping evidence. 

• Understand that not all information shared 
online is reliable. 

• Can identify and use strategies for dealing 
with negative online interactions including 
blocking and reporting. 

• Can identify and use strategies for verifying 
online information/content. 

6.6 Be discerning when evaluating information and 
digital content found online. 
 

Programming 
 

Pupils learn that a range of tools can be used to plan 
a game that they will be programming e.g. 
storyboards, flowcharts; they choose an approach to 
plan their own game; they program a complex 
game/app e.g. including multiple levels/pages, 
power-ups, condition-based outcomes; they 
compare and contrast how to program one aspect of 
their game in two different programming tools; they 
learn to check their program is working as expected 
regularly, to identify any errors and to debug before 
moving onto the next part of their program; they 
learn why it is important to test with a number of 
different users throughout the development of the 

• Can plan a complex program using 
appropriate tools e.g. storyboards, flow 
charts. 

• Can use sequence, selection, repetition, loops 
in programs that involve multiple variables 

• Can debug programs containing selection, 
loops, repetition and variables. 

• Can evaluate a program against their 
planning. 

• Can improve their program after feedback. 

6.1 Solve complex problems by decomposing into 
smaller parts. 
6.2 Use sequencing, selection, loops and repetition 
in programs that involve multiple variables. 
6.3 Debug programs containing selection, loops, 
repetition and variables. 
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game/app e.g. feedback that enables them to 
suggest improvements. 

Using and 
Applying 
Technology 
 

Pupils plan and carry out market research using 
appropriate data collection tools e.g. online 
surveys/forms; they learn to evaluate the data 
collected and use to inform decisions they make 
when planning and evaluating a project; they learn 
to use collaborative online documents effectively to 
support shared planning (e.g. when it is more 
appropriate to edit text directly and when a 
comment may be better); pupils learn to combine 
different effectively to convey a clear message 
(music, voice, text, images, video); they use timelines 
when editing to ensure all elements work together; 
they use editing tools to adjust the balance between 
elements; they compare and contrast the impact of 
different editing tools/techniques e.g. changing the 
volume of backing tracks.  

• Can use online tools to collect data. 

• Can evaluate data and use to inform plans to 
make a product. 

• Can use collaborative documents effectively. 

• Can combine different media effectively to 
convey a clear message. 

• Can use timelines effectively when editing. 

• Can adjust the balance between media 
elements in a project. 

• Can evaluate the impact of different editing 
tools/techniques. 

6.7 Justify their selection of content from different 
digital devices and applications to accomplish a 
specific goal. 
6.9 Create and share mixed media presentations 
online for a specific audience. 
6.10 Communicate and collaborate through online 
systems using a variety of tools. 

Developing computational thinking through Unit 6.2 
Algorithms – making steps and rules –algorithms may be copied/edited to make the creation of multiple 
levels/power ups etc. more efficient within a complex game/app. 
Decomposition – breaking down into parts – pupils can deconstruct existing games to identify features they 
will use in their own program, they also plan a program by breaking it down into its constituent parts. 
Logic – predicting and analysing – pupils can use logical reasoning to suggest what might happen when an 
algorithm is executed when looking at existing programs i.e. ‘I think ……. will happen because …..’ 
Evaluation – making a judgment – pupils evaluate whether their program meets the requirements identified 
in their initial market research, how effectively those criteria are met and why; they compare how different 
programming tools achieve the same effect. 

Key Vocabulary 
Interaction, validation, timeline, balance, flow chart, storyboard, 
power-up, level, decomposition. 

Prior Learning 
Unit 6.2 

Future Learning 
Year 7 
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Assessment in Computing 

Assessment is a key component of good teaching and learning. It allows teachers to identify strengths and gaps in 
pupils’ knowledge and understanding, provide feedback to pupils on their work and identify strengths and areas to 
improve.  

The United Learning computing curriculum and assessment framework outlines explicit expectations and outcomes 
for pupils. There is also a set of Key Performance Indicators (KPIs) for each year group. If pupils demonstrate achieve 
the relevant KPIs for a given year of the curriculum they will be working at age-related expectations as defined in 
this curriculum.  The KPIs articulate pupils demonstrating a rich and deep understanding across the range of learning 
experiences outlined in the curriculum.   

During the year it is expected that pupils will build a body of evidence over time that demonstrates their 
achievements and in doing so allow for their teacher to address any gaps in learning before the end of the year.  

Mastery of a KPI assumes that a pupil can recall and apply their learning at some point in the future. That is, their 
learning is secure and provides a firm platform for future more complex learning. 

This guide seeks to provide some clarity and consistency of approach to assessment, based on research, sound 
pedagogy and containing practical ideas for implementation in the classroom. Examples are included and will be 
further developed as the curriculum is implemented in schools across the Group. 

It is recommended that a variety of assessment approaches and tasks are used to provide a full and broad range of 
evidence of pupils’ progress, strengths and areas for improvement.  

Types of assessment  

Formative assessment  

Formative assessment is a far more responsive form of assessment, allowing teachers to check pupils’ knowledge, 
skills and understanding, provide oral or written feedback and adjust teaching and learning activities accordingly to 
allow students to improve without a summative judgement/grade being made.  

Formative assessment techniques include:  

Questioning  

Using deep questioning during lessons, think/pair/share activities, hinge questions and encouraging expanded 
responses are some techniques which can demonstrate pupils’ true level of understanding.  

 

AFL Tools  

Making use of AFL strategies such as mini-
whiteboards, traffic lights or exit tickets can help 
to both keep lessons interesting and give useful, 
formative assessment opportunities throughout 
the lesson.  

  

 

• Why did you do that? 

• What did you expect to happen? 

• What makes it work well? 

• Is there another way of doing it? 

• Why did you choose this way of doing it? 

• What would make it even better? 

• Is this the simplest solution? 

•  
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Feedback 

High-quality feedback highlights the strengths and weaknesses of pupils’ work, providing helpful feedback to enable 
pupils to identify and meet their next learning steps. Ensuring ample time is allowed to enable effective and 
frequent feedback is important although giving feedback need not be an onerous task as it can be incorporated 
observationally, verbally, or in writing during and after lessons, and given to individuals, groups or whole classes. 
Evaluative assessment tools such as 2 stars and a wish or What Went Well (WWW) / Even Better If (EBI) can be used 
to great effect when utilising self and/or peer assessment.  

Self and Peer Assessment 

Ensuring the inclusion of frequent, high-quality self and peer assessment opportunities in lessons is important. Such 
assessment benefits pupils as by marking their own and others’ work in line with designated criteria, and providing 
constructive feedback, they develop their own understanding of expectations and helps all pupils to improve the 
quality of their work. Teachers can take a proactive approach to developing pupils’ self and peer assessment skills, 
modelling how to give good feedback and giving age-appropriate guidance and structure.  

Summative Assessment 

Summative assessments can provide feedback to pupils, teachers and parents about how well a topic or course has 
been understood over a period of time. While a ‘tick box’ approach to assessment is discouraged, there are times 
when it is helpful to use assessments such as an end of unit test or task to assess pupils’ knowledge, skills and, most 
importantly understanding.  

The computing KPIs should form the basis of any summative assessment as they provide clear expectation guidance 
for each year group.   

In Computing, there are many opportunities for summative assessment to be both traditional (e.g. end of topic 
tests), or more creative (e.g. practical tasks where pupils use video evidence to record their achievements). By 
undertaking such tasks pupils can show what they have attained and where this sits in line with expectations.  

A potentially more helpful approach is giving structure to pupils to allow them to build a portfolio of work as 
evidence of their learning over the lifetime of a project. This allows them to demonstrate their knowledge, skills 
and understanding over the length of the project, and avoids basing judgements on the outcome of practical tasks 
alone. 

Recording assessment  

It is important to allow pupils a variety of ways to record their progress and achievements. For example, while some 
can write fluently, others may struggle to express themselves in writing, but can explain their ideas verbally with 
confidence. Therefore audio, video and observational techniques can be very helpful when using self and peer 
assessment.  

Learning journals can also encourage self-reflection on work produced and the approaches taken. Learning journals 
can take digital forms, such as a video or written blog, a Classroom OneNote or a simple Word document; 
alternatively it can be paper-based and enable pupils to self-mark their work against criteria and add targets for 
improvement. The important elements of learning journals are self-reflection and evaluation, although peer and 
teacher assessment can also be included to provide a full assessment picture in one place.  

Using technical interviews 

When pupils are completing tasks in computing that may be very practical in nature, an ‘interview’ with the teacher, 
supporting adult or peer may provide an opportunity for pupils to explain what they have done, why they have 
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done it and to provide a justification for the choices they have made. These technical interviews can be recorded 
using audio, video or notes taken by an interviewer. The interviewer may use deep, open-ended questioning to 
frame the evidence. 

A note about recording assessment 

Not every piece of assessment information should be recorded. It is up to the teacher to decide which formative 
and summative assessments should be recorded for the pupil, teacher or parent and to inform teaching, learning 
and reporting.  

Ensuring that some variety of assessment is built into those pieces that are recorded will help to guard against bias 
and give a more accurate picture of a pupil’s progress, strengths and areas for development.  A number of 
assessment tracking methods can be employed, from more traditional methods to ideas such as skills passports, 
where pupils are given stamp when they demonstrate a particular skill, or open badges (for pupils aged 13+). 

A note about mastery 

Teachers should use a variety of assessment methods to discern whether pupils’ knowledge and understanding is 
secure in the core topics and learning can move forward, or whether a different teaching approach or focussed 
intervention or further consolidation is needed. The KPIs offer clear guidance on expectations for each year group.  
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Annex 1 – Computing Key Performance Indicators (Years 1 to 9) 
  Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 Year 7 Year 8 Year 9 

1 
Follow and give clear instructions (an 
algorithm) for a human to perform a 

task. 

Debug algorithms for a screen 
robot/turtle so that the defined 

outcome is achieved 

Write algorithms using a 
visual programming tool 

that achieve specific 
goals 

Use sequence, selection and 
repetition to design and write 

a simple program using a 
visual programming language. 

Control physical systems or 
simulations of these through 

a digital device.  

Solve complex problems  
by decomposing into 

smaller parts 

Create a model of real 
world problems 

Design and evaluate 
computational abstractions. 

Use logical reasoning to 
compare the utility of 

alternative algorithms for 
the same problem. 

2 
Give examples of algorithms in everyday 

life. 

Predict the behaviour of simple 
programs, identifying where a 
screen robot/turtle will finish 
after a series of commands. 

Debug a program 
created by a visual 

programming tool to 
achieve a given aim.  

Use logical reasoning to 
predict the outcome of a 

program and changes to it. 

Use various forms of input 
and output in programs. 

Use sequencing, selection, 
loops and repetition in 
programs that involve 

multiple variables 

Model the state of 
physical systems 

Understand at least one key sort 
and one key search algorithm that 

reflect computational thinking. 

Understand uses of 
Boolean logic in circuits - 

can create truth tables for 
single gates. 

3 
Debug algorithms for a floor 

robot/turtle/programmable toy so that 
the defined outcome is achieved. 

Control the movement of a 
screen turtle/robot using 

algorithms and can explain 
similarities and differences to 

programming toys/floor 
turtles/robots. 

Solve simple problems 
by decomposing them 

into smaller parts. 

Explain that computers can be 
connected using networks. 

Use logical reasoning to 
debug programs containing 

sequence, selection, 
repetition and variables. 

Debug programs 
containing selection, loops, 

repetition and variables. 

Evaluate a program 
and explain how it has 

been able to solve a 
problem. 

Use Boolean logic - and, or, not - in 
programming. 

Develop modular 
programs that use 

procedures or functions. 

4 

Predict the behaviour of simple 
programs, identifying where a floor 
robot/turtle/programmable toy will 
finish after a series of commands. 

Use technology purposefully to 
manipulate and combine 

different types of digital content. 

Use search engines 
effectively to find 

specific information. 
Draw a simple network map. 

Explain what the world wide 
web and the internet are, 

and the difference. 

Make generalisations by 
comparing programs in 

two different visual 
programming languages. 

Use a flow chart to 
plan and create a 

program to solve a 
problem. 

Use at least one additional 
programming language (that must 

be textual) to solve problems. 

Can use an appropriate 
data structure in a 

program. 

5 
Say how algorithms are helpful for 

solving problems. 

Use technology to store and 
retrieve digital content across a 

range of devices. 

Use a range of digital 
tools to gather 

information/data. 

Use advance internet search 
features to compare and 

evaluate search engine results. 

Outline how data is 
transported in packets on 
the internet to different 

addresses. 

Explain how search results 
are selected and ranked. 

Use simple Boolean 
logic - and, or, not - in 

searches. 
Add binary numbers. 

Can describe how internal 
components of a 
computer system 

communicate with one 
another. 

6 
Control the movement of a floor 

robot/turtle/programmable toy using 
algorithms. 

Can identify some ways that 
technology helps us to 

communicate with others. 

Recognise when digital 
content or data is 

inaccurate or 
misleading. 

Collect and sort information 
from a range of data sources. 

Refine internet searches to 
improve relevance of 

materials. 

Be discerning when 
evaluating information and 

digital content found 
online. 

Convert between 
denary and binary for 

numbers up to 15. 

Describe the role of the software 
components that make up 

computer systems. 

Can explain how 
protocols allow 

communication between 
different computer 

systems. 

7 
Use technology purposefully to create 

digital content, including text, graphics, 
sound, and video. 

Can say why a wide range of 
technologies are used at school, 

home and beyond. 

Present data and 
information to a wider 
audience using a range 

of digital tools. 

Compare, analyse and 
evaluate digital content from 

two different sources. 

Can justify their selection of 
an appropriate digital device 

and application to 
accomplish a specific 

outcome. 

Justify their selection of 
content from different 

digital devices and 
applications to accomplish 

a specific goal. 

Describe the function 
of hardware 

components that make 
up computer systems. 

Explain how instructions are 
stored by computer systems. 

Can understand that 
programs and data go 
into memory and cpu 
systematically works 

through it. 

8 
Use technology to store and retrieve 

digital content. 

Can identify key parts of a 
computer or a technology 

containing a 'computer' as input, 
output, memory, processor. 

Use a range of 
technologies to 

communicate with 
others. 

Use a range of technology to 
share digital resources 

including charts, articles and 
audio/visual presentations, 
with a selected audience. 

Summarise and present 
information/data using a 

range of media. 

Design a data collection 
project and analyses the 

results. 

Explain how text can be 
represented digitally in 

the form of binary 
digits. 

Explain how pictures can be 
manipulated digitally in the form 

of binary digits. 

Understand how sounds 
can be manipulated 

digitally in the form of 
binary digits. 

9 
Say how different technologies that 

contain a computer are commonly used 
in school and at home. 

Explain that information can be 
stored in different ways by 

computers. 

Identify the features of 
a computer that enable 

communication with 
others. 

Collaborate with others using 
digital tools. 

Collaborate through online 
systems to work on shared 

documents. 

Create and share mixed 
media presentations online 

for a specific audience. 

Revise digital artefacts 
to meet the specific 

needs of a given 
audience. 

Justify their selection of multiple 
applications/tools when 

developing digital artefacts for a 
given audience. 

Design digital artefacts 
with appropriate 

validation routines to 
ensure trustworthiness of 

data. 

10 
Explain what personal information is and 

why it is kept private. 
Communicate respectfully 

online. 

Recognise acceptable/ 
unacceptable online 

behaviour. 
Identify a range of online risks. 

Explain the importance of 
content ownership and 

copyright issues. 

Communicate and 
collaborate through online 
systems using a variety of 

tools. 

Justify the choice of 
appropriate methods 
and application(s) to 
collect and analyse 

data. 

Can identify different types of 
data. 

Can explain how digital 
certificates and digital 

signage provide 
information about 
trustworthiness. 

11 
Say how to get help and support from 

adults about digital content that 
concerns them. 

Explain how to alert adults to 
concerns about digital content or 

contact. 

Talk about a range of 
ways to report concerns 

about content and 
contact. 

    
Explain the importance of 

keeping their own data and 
that of others safe. 

Describe the potential 
consequences of 

inappropriate content, 
contact and conduct. 

Can explain how legislation such 
as that for data protection, 

computer misuse and copyright 
affect their online activities. 

Can explain how to 
protect online identity 

and privacy on a range of 
platforms. 


