
 

2021-2022 Computing Curriculum - Engage, Challenge, Inspire 

In Computing, every lesson should: 

• Model the need for staying safe online whilst offering challenge and opportunity. 

• Encourage pupils to gain an understanding of computational thinking of all kinds, whether 

or not they include computers. 

 

• Develop a practical approach, in which invention and resourcefulness are encouraged making it an extraordinarily useful and intensely creative 

subject. 

EYFS 

                                                               Key Knowledge & Skills 

Nursery and 

Reception 

There are many opportunities for our children to use technology to solve problems and produce creative outcomes. In particular, 
to develop their ability to use computational thinking effectively, such as through undertaking projects involving the concepts and 
approaches of constructing and retelling.   
Our EYFS classrooms contain a role play area with a range of technology and devices, and, from time to time, a variety of electronic 
toys, such as remote controlled cars, walkie-talkies and interactive pets, as part of continuous provision. The pedagogical 
approach is carefully considered including the need to tinker, or play, with a device in order to discover how it functions. 

 

Year 1 

 Term 1 Term 2 Term 3 Term 4 Term 5 Term 6 

Topic/Theme Digital Literacy: 
Computer Skills 

Digital Literacy: 
Computer Skills 

Logic: 
Coding 

Logic: 
Coding 

Digital Literacy: 
E Book 

Online Safety 
 

Key Knowledge Children learn how 
to type with two 
hands, use the 
shift, space & enter 
key properly, and 
edit work by using 
the backspace, 

Children learn how 
to use a computer 
mouse or a 
trackpad and how 
to switch on and 
shut down a 
computer. They will 

Children will 
instruct a 
programmable toy 
to move around a 
map to find buried 
treasure! They will 
start by inputting 

Children use 
Scratch JR to 
develop basic 
understanding of 
algorithms and 
how to create 
precise instructions 

Children should use 
technology 
purposefully to 
create digital 
content using 
technology safely 
and respectfully. 

Children learn that 
they can go to 
exciting places 
online, but they 
need to follow 
certain rules to 
remain safe 



delete and arrow 
keys. Children will 
then go on to learn 
how to use undo 
and redo and to 
select and format 
text  

apply their skills by 
launching 
applications, 
manipulating 
windows & opening 
and saving files and 
folders. They will 
then practise their 
clicking skills and 
learn how to drag 
objects 

instructions one at 
a time and progress 
to programming 
short sequences of 
instructions 

for visual working 
programs. It begins 
to develop a sense 
of creating, 
debugging and 
logical reasoning 

Children develop 
basic painting skills 
in a painting 
application on a 
computer or tablet 
device.  

Key Skills Use of the correct 
keyboard keys to 
complete actions 

To navigate web 
pages correctly and 
safely 

To understand 
algorithms & 
execute a sequence 
as a simple 
program 

To understand 
algorithms & 
execute a sequence 
as a simple 
program 

To organise 
store and 
manipulate content 
digitally. 
To produce digital 
content with an  
image and text 

Use of the SMART 
Rules 
To know what is 
meant by personal 
information, 
Online and 
website 

 

Year 2 

 Term 1 Term 2 Term 3 Term 4 Term 5 Term 6 

Topic/Theme Digital Literacy: 
E Book 

Digital Literacy: 
Animation 

Logic: 
Coding 

Logic: 
Coding 

Internet Search & 
Graphics 

Online safety 

Key Knowledge Children develop 
skills needed for 
safe and effective 
computer use and 
introduce some 
further skills 
concerning the use 
of folders, 
searching for files 
and printing. Then 
children create a 
simple 
presentation.  

Children create a 
stop motion 
animation. They 
will research 
images of the great 
fire of London and 
use these to create 
a stop motion 
animation that they 
can add sound to. 

Children use the 
basic commands in 
Logo to move and 
draw using the 
turtle on screen, 
and further 
develop algorithms 
using the “repeat” 
command. children 
to create 
algorithms in 
Scratch using a 
selection of blocks. 

Children to create, 
test and debug 
algorithms, and 
preparing children 
to use the language 
of Turtle Logo. 

Children can talk 
about using 
computers to make 
graphics and can 
compare and 
contrast images 
created by hand 
and digitally. 
Children to 
research great 
artists and mimic 
their work 

Pupils learn that 
they can go to 
exciting places 
online, but they 
need to follow 
certain rules to 
remain safe to 
understand that 
they should never 
give out private 
information 

Key Skills To organise 
store and 

To understand 
animation 

To realise that if 
steps (blocks) are 

To demonstrate 
care & precision to 

To use searching 
tools and 

Use of the SMART 
Rules 



manipulate content 
digitally. 
To produce 
digital content with 
an image and 
text 
 

To organise, 
store, manipulate 
and retrieve digital 
content. To 
recognise how to 
frame, add a scene 
and lighting 
 

not added to the 
program then 
nothing happens.  
To use the correct 
sequence of steps 
to get things to 
happen. 
 

avoid errors in 
algorithms 

search engines 
To understand a 
phrase and 
Keywords 

 

To be able to talk 
about their use of 
computers and 
about their internet 
use.  To know that 
other people use 
computers online 
and have an 
awareness of what 
siblings or parents 
do ‘online’. 

 

Year 3 & Year 4 

This is the second year of a rolling programme when classes were combined. In 2022, Year 3 and 4 will have be following separate curriculums. 

 Term 1 Term 2 Term 3 Term 4 Term 5 Term 6 

Topic/Theme Digital Literacy: 
Spreadsheets 

Digital Literacy: 
Animation 

Online Safety Podcast using 
Online Safety 

Logic: 
Coding 

Digital Literacy: 
E Book 

Key Knowledge Google Classroom 
familiarisation. 
 
To understand 
what data is.  
To look at the 
different kinds of 
data and how it can 
be best 
represented.  To 
convert a table of 
data into a graph.   

To talk about the 
types of 
information they 
are capturing in the 
form of STILL 
images which are 
put together to 
form moving 
images. To know 
about what makes 
up an image and 
how the computer 
stores this image.  

To be able to talk 
about ways to keep 
themselves safe 
and refer to a 
recognised set of 
rules such as the 
SMART rules.   
To recognise what 
kinds of behaviour 
would be deemed 
unacceptable 
online and can 
explain why. 
To demonstrate 
use of computers 
safely and 
responsibly, 
knowing a range of 
ways to report 
unacceptable 
content and 

To create an 
episode or podcast 
series about Online 
Safety. 
To explain what 
kinds of behaviour 
would be deemed 
unacceptable 
online and can 
explain why.  
 

 

To know how to 
use coding to 
create a scene 
using scratch.  To 
understand 
algorithms. To 
create graphics. To 
write a simple 
sequence of 
instructions.  

To research using 
an iPad. Add sound 
and pictures to an 
eBook. 
Children create 
suitable digital 
media to meet 
their task’s goal 
working with a 
keen eye to their 
intended audience 
and to meet their 
goal. Children 
successfully, and 
increasingly 
independently, use 
a range of software 
to combine media 
types to make an 
engaging branching 
story. 



contact when 
online. 

Key Skills To collect, enter 
and present data. 
To analyse and 
calculate data.  
To use a 
Spreadsheet – 
Google Classroom - 
Sheets 

 

Revisit: To 
understand 
animation. To 
organise, store, 
manipulate and 
retrieve digital 
content. To 
recognise how to 
frame, add a  
scene and lighting. 
New: To present 
information in 
moving images for 
an audience. 

To adopt online 
safety and 
online respect. 
To protect personal 

information. 

To understand the 
importance of 
communicating 
safely and 
respectfully online, 
and the need for 
keeping personal 
information 
private. 

To talk about their 
program.  To 
compare their 
program with their 
algorithm and spot 
issues or bugs and 
can talk about why 
those bugs might 
exist. 

To organise, 
store, 
manipulate, 
retrieve and 
present 
digital content to a  
given goal. To 
evaluate 
information for 
presenting. 
 

 

Year 5 

 Term 1 Term 2 Term 3 Term 4 Term 5 Term 6 

Topic/Theme Networks, 
searching and the 
internet. 

Digital Literacy: 
E book & Online 
Safety 

Digital Literacy: 
Animation 

Logic & 
Programming: 
Scratch 

Programming: 
Microbits 

Digital Literacy: 
Spreadsheets 

Key Knowledge To research and 
create slides 
explaining 
important facts 
about the Ancient 
Greek Olympic 
Games. 

Use book-creator 
to create a guide to 
staying safe when 
working online. To 
consider the 
advantages and 
risks of working 
online. To explore 
the controls in 
place to protect us 
online. To explore 
what to do when 
something online 
makes you 
uncomfortable. 

To evaluate a stop 
motion movie. To 
explore effective 
ways of creating 
motion using stop-
motion animator. 
To explore how to 
incorporate 
backgrounds. To 
combine skills to 
produce an 
animation to 
explain how the 
solar system works. 

To understand how 
to produce a simple 
algorithm to draw 
shapes. To know 
how to produce a 
swimming fish. To 
use the sound 
category.  

Continue to 
develop coding and 
de-bugging skills 
using a range of 
project tasks on a 
new interface.  To 
cast a spell, squeak, 
press a button, and 
create an emoji. 

 

To understand how 
to input data into 
Google Sheets. To 
understand how to 
present data in a 
table. To 
understand how 
Google Sheets can 
be used as a 
calculator. To use 
Google Sheets to 
solve a 
mathematical 
problem. 

Key Skills To safely use the To work safely Use a variety of To understand how To talk through To understand the 



internet to 
research. To safely 
use search engines. 
To understand how 
to use slides with 
Google Classroom. 

when online. To 
use emails, and 
recognise password 
safety.  To 
recognise the 
audience when 
designing and 
creating digital 
content. 

software to 
manipulate and 
present digital 
content: data and 
information. 

 

to create a sprite. 
To know how to 
move a sprite to a 
specific coordinate 
(maze game) 

what they want 
their program to do 
and understand 
that the program 
will follow different 
routes depending 
on the inputs 
made. 

difference between 
data and 
information. 
To know why 
sorting data in a file 
can improve 
searching for 
information. 

 

Year 6 

 Term 1 Term 2 Term 3 Term 4 Term 5 Term 6 

Topic/Theme Digital Literacy: 
Garageband 

Networks, 
searching & the 
internet  

Logic & 
Programming: 
Scratch 

Programming: 
Microbits 

Digital Literacy: 
Spreadsheets 

Online Safety 

Key Knowledge Using Garageband 
to: explore 
instruments and 
styles. To use a 
microphone to 
record. To 
compose a piece of 
music. To 
improvise a piece 
of  music. 

Using Google Slides 
Make a 
presentation about 
pollution and 
renewable energy. 
To combine media 
to present 
information. To 
add animations, 
transitions and 
timings to a 
presentation. 

To animate 
characters and 
letters to move, 
rotate, appear and 
disappear (animate 
a name or animate 
a character). To 
add speech bubbles 
and change 
settings (tell a 
story). To create a 
game where 
participants can 
chase and score 
points. 

Continue to 
develop coding and 
debugging skills 
using a range of 
project tasks on a 
new interface: - 
Heart Beat, Tilt 
Guitar or Ocean 
adventure project.  

To present data 
(Google Sheets) 
using data from 
athletics events. To 
present as tables 
and charts 
including to design 
a table to show 
progress in 
athletics skills using 
formulas to 
calculate progress. 
To analyse which 
chart is best suited 
to the data shown. 

To consider the 
advantages and 
risks of socialising 
online. To explore 
the controls in 
place to protect us 
online. To explore 
what to do when 
something online 
makes you 
uncomfortable. 
Using Book creator 
or Google Slides, 
create a guide to 
staying safe on 
social media. 

Key Skills To be able to 
discuss how they 
made their music 
and give and 
receive feedback. 

To understand how 
to search for 
information 
accurately and 
safely. 
To evaluate the 
reliability and 

To understand how 
to create a sprite 
and multiple sprites 
To talk about and 
reflect on their 
program and use 
feedback to 

To talk through 
what they want 
their program to do 
and to understand 
that the program 
will follow different 
routes depending 

 To create a 
spreadsheet file to 
hold and 
manipulate data. 
To know how to 
save and edit the 
saved file. To look 

To understand and 
explain the risks of 
sharing information 
online as part of 
the presentation. 
To explain what 
kinds of things 



accuracy of 
information found 
online. 

develop their 
program to work 
more efficiently, to 
resolve bugs and to 
improve the 
playability and 
engagement of 
their game. 

on the inputs 
made. To begin to 
see that they can 
program slightly 
different programs 
to get the same 
result. 

at the different 
kinds of data and 
now how it can be 
best represented. 
To justify choice of 
format of the 
graph. 

 

might go ‘wrong’ 
when online and 
explain the 
consequences and 
how to get help. 

 

 


