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                                          Curriculum Planning   
Intent 
The National Curriculum provides a structure and skill development for the Computing curriculum being taught. This is linked to our Learning Missions to provide a creative 
approach tailored to our children's needs, which reflects a balanced programme of study.  

• Pupils’ computing education begins in the early years and builds year on year, developing pupils’ expertise.  

• Curriculum plans have been sequenced effectively to ensure that pupils know more, remember more and are able to do more. We do so via Launch, re Launch and 
Landing  

• Golden Threads, based on the three key strands: Computer Science, Information Technology and Digital Literacy have been identified for each year group and 
underpin the key knowledge and concepts taught through our curriculum.  

• The organisation of the curriculum builds knowledge so that pupils can draw on it in future learning.  

• Vocabulary has been identified and outlined clearly so that this can be taught explicitly within lessons.  

• Clearly defined end points have been identified to ensure that pupils build upon prior learning and develop their knowledge of key concepts.  

• Pupils commit knowledge to their long-term memory through recalling and repeated practice outlined in plans.  

• Curriculum plans ensure that pupils use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour and identify a range of ways to 
report concerns about content and contact.   
 

Implementation 
We provide a range of opportunities and implement a range of teaching methods to ensure that over the course of study, teaching is designed to help learners to remember in 
the long term the content they have been taught and to integrate new knowledge into larger concepts.  

• In EYFS, we implement technology through a wide range of technological toys. We use iPads to support reading, phonics and maths as well as teach children about 
the importance of keeping themselves safe when using electronic equipment and the internet. 

• A well sequenced cycle of lessons carefully plans for progression and depth concentrating on the computing knowledge and skills suited to the age group.  

• Lessons follow a consistent structure of: retrieval, explanation, application and assessment which may include such features as questioning, modelling, individual, 
partner, group or whole class activities.  

• Learning Mission journeys reflect what is being taught, vocabulary, relevant diagrams, photos and knowledge organisers  

• Learning mission books show a range of evidence and evidence high expectations. 

• Our inclusive approach is demonstrated through the way in which tasks and activities are adapted to ensure that all pupils are able to access the curriculum.   

• Through retrieval, teachers make sure that pupils can draw on what they already know so that they can remember more.  

• Key vocabulary is explicitly taught to enable pupils to develop their range of geographical vocabulary and understanding.  

• Assessment for learning strategies are used at the start, during and at the end of lessons to assess pupils’ learning and identify any gaps or misconceptions.  
 
Impact 
Our Computing Curriculum is high quality, well thought out and is planned to demonstrate progression. If children are keeping up with the curriculum, they are deemed to be 
making good or better progress. In addition, we measure the impact of our curriculum through the following methods:  

• Pre and post unit assessments  

• Assessment against ‘End of Year Expectations’ with clearly identified end points. These are then passed to the receiving teacher to ensure any gaps can be 
addressed when a key concept is revisited.  

• Staff and volunteers are confident in online safety, identifying and responding to concerns. 
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GOLDEN 
THREADS 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Computer 
Science 

Technology has 
been removed 
from the Early 
Learning Goals. 
 
 
Uses ICT hardware to 
interact with age-
appropriate computer 
software. 

• Understand algorithms 
are a set of precise 
instructions. 

• Create and debug 
simple programs. 

• Understand what 
algorithms are; how 
they are implemented 
as programs on 
digital devices; and 
that programs 
execute by following 
precise and 
unambiguous 
instructions. 

• Create and debug 

simple programs. 
• Use logical reasoning 

to predict the 
behaviour of simple 
programs. 

 

• Can turn a simple 
real-life situation into 
an algorithm for a 
program by 
deconstructing it into 
manageable parts.  

• Designs show that 
they are thinking of 
the desired task and 
how this translates 
into code.  

• Identify errors within 
their program that 
prevents it following 
the desired algorithm 
and then fix it. 

• The designs for their 
programs show that 
they are thinking of 
the structure of a 
program in logical, 
achievable steps and 
absorbing some new 
knowledge of coding 
structures. For 
example, ‘if’ 
statements, repetition 
and variables.  
 

• Demonstrate the 
ability to design and 
code a program that 
follows a simple 
sequence.  

• Experiment with 
timers to achieve 
repetition effects in 
their programs.  

• Begin to understand 
the difference in the 
effect of using a 
timer command 
rather than a repeat 
command when 
creating repetition 
effects.  

• Understand how 
variables can be 
used to store 
information while a 
program is 
executing. 

 

• Translate algorithms 
that include 
sequence, selection 
and repetition into 
code with increasing 
ease and their own 
designs show that 
they are thinking of 
how to accomplish 
the set task in code 
utilising such 
structures.  

• Combine sequence, 
selection and 
repetition with other 
coding structures to 
achieve their 
algorithm design. 

• Turn a more complex 
programming task 
into an algorithm by 
identifying the 
important aspects of 
the task (abstraction) 
and then 
decomposing them in 
a logical way using 
their knowledge of 
possible coding 
structures and 
applying skills from 
previous programs.  

• Test and debug their 
program as they go 
and use logical 
methods to identify 
the cause of bugs, 
demonstrating a 
systematic approach 
to try to identify a 
particular line of 
code causing a 
problem. 

Information 
Technology 

Technology has 
been removed 
from the Early 
Learning Goals. 
 
 
 
Completes a simple 
program on electronic 
devices. 
 
Can create content 
such as a video 
recording, stories, 
and/or draw a picture 
on screen. 

• Use technology 
purposefully to 
create, store digital 
content.  
E.g. children can 
name, save and 
follow simple 
instructions to 
access online 
resources, design 
mode (manipulating 
backgrounds) or 
using pictogram 
software. 

• Use technology 
purposefully to 
create, store and 
retrieve digital 
content. 

• Organise data using, 
for example, a 
database and can 
retrieve specific data 
for conducting simple 
searches. 

• Are able to edit more 
complex digital data 
such as music 
compositions. 

• Carry out simple 
searches to retrieve 
digital content.  

• Understand that to do 
this, they are 
connecting to the 
internet and using a 
search engine. 

• Collect, analyse, 
evaluate and present 
data and information 
using a selection of 
software,  

• Consider what 
software is most 

• Understand the 
function, features and 
layout of a search 
engine.  

• Appraise selected 
webpages for 
credibility and 
information at a basic 
level. 

• Make improvements 
to digital solutions 
based on feedback.  

• Make informed 
software choices 
when presenting 
information and data. 

• Search with greater 
complexity for digital 
content when using a 
search engine. 

• Explain in some detail 
how credible a 
webpage is and the 
information it 
contains. 

• Make appropriate 
improvements to 
digital solutions based 
on feedback received 
and can confidently 
comment on the 
success of the 
solution.   

• Can readily apply 
filters when searching 
for digital content.  

• Are able to explain in 
detail how credible a 
webpage is and the 
information it 
contains.  

• They compare a 
range of digital 
content sources and 
are able to rate them 
in terms of content 
quality and accuracy.  

• Use critical thinking 
skills in everyday use 
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• Are confident when 
creating, naming, 
saving and retrieving 
content. 

• Can use a range of 
media in their digital 
content including 
photos, text and 
sound. 

 

appropriate for a given 
task.  

 

• Share digital content 
within their 
community.   

E.g. creating their 
own program to meet 
a design brief. 

• Review solutions 
from others.  

• Collaboratively create 
content and solutions 
using digital features 
within software such 
as collaborative 
mode.  

• Use several ways of 
sharing digital content. 

of online 
communication 

Digital 
Literacy 

Technology has 
been removed 
from the Early 
Learning Goals. 

 
Develops digital 
literacy skills by being 
able to access, 
understand and 
interact with a range 
of technologies. 
 
Can use the internet 
with adult supervision 
to find and retrieve 
information of interest 
to them. 

• Recognise common 
uses of information 
technology beyond 
school. 

• Use technology 
safely, keeping 
personal information 
private; identify 
where to go for help. 

• Use technology 
safely and 
respectfully, keeping 
personal information 
private. 

• Identify where to go 
for help and support 
when they have 
concerns about 
content or contact on 
the internet or other 
online technologies. 

• Use technology safely, 
respectfully and 
responsibly; recognise 
acceptable/ 
unacceptable 
behaviour; identify 
how to report concern 
about content and 
contact. 

• Use technology 
safely, respectfully 
and responsibly; 
recognise 
acceptable/ 
unacceptable 
behaviour; identify a 
range of ways to 
report concern about 
content and contact. 

• Use technology 
safely, respectfully 
and responsibly; 
recognise 
acceptable/ 
unacceptable 
behaviour; identify a 
range of ways to 
report concern 
about content and 
contact. 

• Know appropriate 
online behaviour to 
their right to 
personal privacy 
and mental 
wellbeing of 
themselves and 
others. 

• Use technology 
safely, respectfully 
and responsibly; 
recognise 
acceptable/ 
unacceptable 
behaviour; identify a 
range of ways to 
report concern about 
content and contact. 

• To recognise the 
value in preserving 
privacy when online 
for their own and 
other people’s safety. 
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KS1 Medium Term 

Plans 

Autumn Term 
 

Spring Term 
 

Summer Term 
 

 

Prior Knowledge 

(Retrieval) 

 

Lower KS2 
• To give advice for different scenarios around 

online safety. 

• To recall knowledge of simulations. 

• To recall the vocabulary associated with 
spreadsheets. 

Lower KS2 
• To recall knowledge of coding vocabulary. 

• To recall knowledge about keeping ourselves safe online. 

• To use prior learning about shapes (Maths) to explain the 
difference between 2D and 3D. 

Lower KS2 
• To recall vocabulary associated with databases. 

• To give examples of why a database can be used. 

• To recall prior knowledge associated with presenting 
ideas. (Year 2) 

 

Y5 Knowledge and Skills to be developed: 
 
Autumn 1 - Online Safety 

• To understand the advantages, 
disadvantages, permissions, and 
purposes of altering an image digitally 
and the reasons for this. 

• To be aware of appropriate and 
inappropriate text, photographs and 
videos and the impact of sharing these 
online. 

• Ensuring reliability through using 
different methods of communication. 

 
Autumn 1 - Coding 

• To begin to be able to simplify code.  

• To create a playable game. 

• To program a simulation using 2Code. 

• To know what decomposition and 
abstraction are in Computer Science.  

• To take a real-life situation, decompose 
it and think about the level of 
abstraction.  

• To use decomposition to make a plan of 
a real-life situation. 

• To understand how to use friction in 
code.  

• To begin to understand what a function 
is and how functions work in code. 

• To understand how to create a string. 
 
Autumn 2 - Spreadsheets 

• To use formulae within a spreadsheet to 
convert measurements of length and 
distance. 

• To use the count tool to answer 
hypotheses about common letters in 
use. 

Knowledge and Skills to be developed: 
 
Spring 1 - Game Creator 

• To begin planning a game. 

• To design the game environment. 

• To design the game quest to make it a playable 
game. 

• To finish and share the game. 

• To self- and peer evaluate. 
 
Spring 2 - 3D Modelling 

• To be introduced to the 2Design and Make tool. 

• To explore the effect of moving points when 
designing. 

• To design a 3D model to fit certain criteria. 

• To refine and print a model. 

Knowledge and Skills to be developed: 
 
Summer 1 - Databases  

• To learn how to search for information in a 
database. 

• To contribute to a class database. 

• To create a database around a chosen topic. 
 
Summer 2 - Concept Maps 

• To understand the need for visual representation 
when generating and discussing complex ideas.  

• To understand the uses of a ‘concept map’. 

• To understand and use the correct vocabulary 
when creating a concept map.  

• To create a concept map. 

• To understand how a concept map can be used to 
retell stories and information. 

• To create a collaborative concept map and 
present this to an audience. 
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• To create formulae that use text 
variables. 

• To use formulae to calculate area and 
perimeter of shapes. 

Future Learning Year 6 
To design and make a game. 
To identify positive and negative influences of 
technology. 
To use spreadsheets to calculate different 
amounts of money. 

Year 6 
To understand the features of a success blog. 
To code a map-based adventure. 
To learn about LAN and WAN. 

Year 6 
To create a picture quiz. 
To recognise that digital systems represent all types of data 
using number codes that ultimately are patterns of 1s and 0s 
(called binary digit). 
 

Vocabulary 

All appropriate, communication, function, sequence, 

repeat, string, simulation, formula, totalling tool 

theme, quest, scene, 2D, 3D, net  database, record, search, sort, concept map, concept 

Most encrypt, image manipulation, PEGI ratings, 
decomposition, formula wizard, perimeter, variable 

evaluation, design brief, points, template chart, field, group, connection 

Some critical thinking, phishing, concatenation, 
computational model 

texture, CAD  database report, statistics, collaborate, node,  

Quality Texts The Person Controller.  David Baddiel The Dog Who Saved the World. Ross Welford  

National Curriculum Use technology safely, respectfully and 
responsibly; recognise acceptable/unacceptable 
behaviour; identify a range of ways to report 
concerns about content and contact. 
Design, write and debug programs that accomplish 
specific goals, including controlling or simulating 
physical systems; solve problems by decomposing 
them into smaller parts. 
Use sequence, selection, and repetition in 
programs; work with variables and various forms of 
input and output. 

Select, use and combine a variety of software (including 
internet services) on a range of digital devices to design and 
create a range of programs, systems and content that 
accomplish given goals, including collecting, analysing, 
evaluating and presenting data and information. 

Select, use and combine a variety of software (including 
internet services) on a range of digital devices to design and 
create a range of programs, systems and content that 
accomplish given goals, including collecting, analysing, 
evaluating and presenting data and information. 


