Computing Policy
Purpose of Study
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.

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.

Attainment Targets
By the end of each key stage, pupils are expected to know, apply and understand the matters, skills and processes
specified in the relevant programme of study.

Opportunities for Personal, Social Health Education
A lot of PSHE will take place during computing lessons. The children will have to take responsibility for their own use of
the internet. They will need to ensure that they search the internet appropriately and use email and messaging
responsibly. A lot of PSHE will take place during the e-safety lessons. The computing curriculum for PSHE provides great
opportunities for approaching a range of key internet safety issues such as cyberbullying, safe social networking, healthy
digital behaviours, pornography, sexting, privacy and online reputation. The children will need to know the dangers of
the internet and how to deal with problems that do arise. See the e-safety policy for more elaboration on this.

Subject Content
Early years
Pupils should be taught to:
-

Knows how to operate simple equipment.
Shows an interest in technological toys with knobs or pulleys, or real objects.
Shows skill in making toys work by pressing parts or lifting flaps to achieve effects such as sound, movements or
new images.
Knows that information can be retrieved from computers.
Completes a simple program on a computer.
Interacts with age-appropriate computer software.
Children recognise that a range of technology is used in places such as homes and schools. They select and use
technology for particular purposes.

Key-stage 1
Key stage 1
Pupils should be taught to:
-

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
use technology purposefully to create, organise, store, manipulate and retrieve digital content
recognise common uses of information technology beyond school
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.

Key-stage 2

-

-

Key stage 2
Pupils should be taught to:
design, write and debug programs that accomplish specific goals, including controlling or simulating physical
systems; solve problems by decomposing them into smaller parts.
use sequence, selection, and repetition in programs; work with variables and various forms of input and output.
use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms
and programs.
understand computer networks including the internet; how they can provide multiple services, such as the
world wide web; and the opportunities they offer for communication and collaboration.
use search technologies effectively, appreciate how results are selected and ranked, and be discerning in
evaluating digital content.
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.
use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a
range of ways to report concerns about content and contact.

How is computing taught throughout the school?
See Appendix 1- Medium Term Plans
Inclusion and Equal Opportunities
At our school we teach computing to all children, whatever their ability. All children are provided with equal access to
the computing curriculum. We aim to provide suitable learning opportunities regardless of gender, ethnicity or home
background. Computing forms part of the school curriculum policy to provide a broad and balanced education to all
children. Through our computing teaching we provide learning opportunities that enable all pupils to make progress.
We do this by setting suitable learning challenges and responding to each child’s different needs. Assessment against
the National Curriculum allows us to consider each child’s attainment and progress against expected attainment
outcomes. When pupils are working below the expected outcome within computing, differentiated activities including
considering the classroom organisation, teaching materials and teaching style is considered so that we can take some
additional or different action to enable the child to learn more effectively. This ensures that our teaching is matched to
the children’s needs.
Pupils on the Special Educational Needs register, including those on Health Care Plans, One Plans along with targeted
pupils may have specific computing related targets where a priority is appropriate.

Assessment & Reporting
We assess children’s work in computing by making informal judgements as we observe them during each computing
lesson. On completion of a piece of work, the teacher marks the work and comments as necessary, in line with the
marking policy. At the end of a unit of work, the teacher makes a summary judgement about the work of each pupil if
they are emerging, working at expected or exceeding the unit outcome. We use this as a basis for assessing the progress
of the child at the end of the year. The computing subject leader keeps samples of children’s work in a portfolio. These
demonstrate what the expected end of year outcomes are in computing for each year group.

See Appendix 2 - Assessment Grids
Resources
The school is well resourced for the teaching of computing. Where new units and programmes of study have been
introduced with the new curriculum, budgets have been allocated to the subject leaders to resource these areas to
support teaching and learning.
We have started to follow the rising stars computing curriculum but have given teachers the freedom to make changes
if they wish.

Monitoring and Review
Monitoring of the standards of children’s work and of the quality of teaching in computing is the responsibility of the
computing subject leader. The work of the computing subject leader also involves supporting colleagues in the teaching
of computing, being informed about current developments in the subject, and providing a strategic lead and direction
for the subject in the school.
Policy Review

This policy was written September 2014 by the computing Subject Leader and Senior Management Team and will be
reviewed every 3 years unless the need for review arises beforehand.

Appendix 1 - Year 1
Autumn
Subject

Spring
IDEAS

Topic: Animals and Me

Creativity
Illustrating and e-book
-use technology purposefully to create,
organise, store, manipulate and retrieve
digital
content
-recognise common uses of information
technology beyond school
-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.
Computing
Productivity
Creating and card electronically
-use technology purposefully to create,
organise, store, manipulate and retrieve
digital
content
-recognise common uses of information
technology beyond school
-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

-E-book
about life
cycles of
chosen
animals.
Christma
s cards.

Summer
IDEAS

Topic: Where we live
Programmable Toys – Treasure
Hunters
-understand what algorithms are;
how they are implemented as
programs on digital
devices; and that programs execute
by following precise and
unambiguous instructions
- create and debug simple programs
- use logical reasoning to predict the
behaviour of simple programs
-recognise common uses of
information technology beyond
school
Communication/ Collaboration
Producing a talking book.
-use technology purposefully to
create, organise, store, manipulate
and retrieve digital
content
-recognise common uses of
information technology beyond
school
-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

Creating a
book about
our town.

IDEAS
Topic: Fire and Ice
Filming a recipe
-understand what algorithms are; how they are
implemented as programs on digital
devices; and that programs execute by
following precise and unambiguous instructions
--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.
-recognise common uses of information
technology beyond school
-use logical reasoning to predict the behaviour
of simple programs
We are collectors
-understand what algorithms are; how they are
implemented as programs on digital
devices; and that programs execute by
following precise and unambiguous instructions
-use technology purposefully to create,
organise, store, manipulate and retrieve digital
content
-use technology safely and respectfully, keeping
personal information private; identify
where to go for help and support when they
have concerns about content or contact on
the internet or other online technologies.
-recognise common uses of information
technology beyond school

Year 2
Autumn
Subject
Topic: Great Fire of London

Computi
ng

Spring
IDEAS

We are astronauts
-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
We are games testers
-understand what algorithms are; how they are implemented as programs on
digital
devices; and that programs execute by following precise and unambiguous
instructions
- use logical reasoning to predict the behaviour of simple programs
-recognise common uses of information technology beyond school
-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.

Summer
IDEAS

Topic:

Living and growing

We are photographers
-use technology purposefully to create,
organise, store, manipulate and retrieve digital
content
-recognise common uses of information
technology beyond school
-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
We are researchers
-use technology purposefully to create,
organise, store, manipulate and retrieve digital
content
-recognise common uses of information
technology beyond school
-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.

IDEAS
Topic: Florence Nightingale
We are detectives
-use technology purposefully to create,
organise, store, manipulate and retrieve
digital
content
-recognise common uses of information
technology beyond school
-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.
We are zoologists
-use technology purposefully to create,
organise, store, manipulate and retrieve
digital
content
- recognise common uses of information
technology beyond school
-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.

Year 3
Autumn
Subject

Spring
IDEAS

Topic:

Mountain/Volcanoes
Light
data
collection
.

Computing

We are programmers
-design, write and debug programs that
accomplish specific goals, including controlling
or simulating physical systems; solve problems by
decomposing them into smaller
parts
-use sequence, selection, and repetition in
programs; work with variables and various
forms of input and output
-use logical reasoning to explain how some simple
algorithms work and to detect and
correct errors in algorithms and programs
-select, use and combine a variety of software
(including internet services) on a range of
digital devices to design and create a range of
programs, systems and content that
accomplish given goals, including collecting,
analysing, evaluating and presenting data
and information
We are bug fixers
-Debug programs that accomplish specific goals
-use sequence, selection, and repetition in
programs; work with variables and various
forms of input and output
-use logical reasoning to explain how some simple
algorithms work and to detect and
correct errors in algorithms and programs

Summer
IDEAS

Topic: Romans
We are presenters
-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
-work with variables and various
forms of input and output
-use technology safely, respectfully
and responsibly
We are network engineers
-understand computer networks
including the internet; how they can
provide multiple
services, such as the world wide
web; and the opportunities they
offer for
communication and collaboration.
-use technology safely, respectfully
and responsibly; recognise
acceptable/unacceptable behaviour;
identify a range of ways to report
concerns about
content and contact.

IDEAS
Topic:

Rainforests

We are communicators
-understand computer networks including
the internet; how they can provide multiple
services, such as the world wide web; and
the opportunities they offer for
communication and collaboration
-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
-use technology safely, respectfully and
responsibly; recognise
acceptable/unacceptable behaviour;
identify a range of ways to report concerns
about
content and contact.
We are opinion pollsters
-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
-understand computer networks including
the internet; how they can provide multiple
services, such as the world wide web; and
the opportunities they offer for
communication and collaboration.

Year 4
Subject

Autumn Topic:

RIVERS

We are software developers
-design, write and debug programs that
accomplish specific goals
-use sequence, selection, and repetition in
programs; work with variables and various
forms of input and output
-use logical reasoning to explain how
some simple algorithms work and to
detect and
correct errors in algorithms and programs

Computing

We are meteorologists
work with variables and various
forms of input and output
use logical reasoning to explain how some
simple algorithms work and to detect and
correct errors in algorithms and programs
.
-use search technologies effectively,
appreciate how results are selected and
ranked,
and be discerning in evaluating digital
content.
-select, use and combine a variety of
software (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 .

IDEAS

SpringTopic: Ancient Egypt
We are HTML editors
understand computer networks
including the internet; how they can
provide multiple
services, such as the world wide web;
and the opportunities they offer for
communication and collaboration
-use technology safely, respectfully and
responsibly; recognise
acceptable/unacceptable behaviour;
identify a range of ways to report
concerns about
content and contact.
-Use and combine a variety of software
(including internet services) to
accomplish given goals, including
presenting information.
We are toy designers
-design, write and debug programs that
accomplish specific goals, including
controlling
or simulating physical systems; solve
problems by decomposing them into
smaller
parts
-use sequence, selection, and repetition
in programs; work with variables and
various
forms of input and output
-use logical reasoning to explain how
some simple algorithms work and to
detect and
correct errors in algorithms and
programs

IDEAS

Summer Topic: A Musical Adventure
We are co-authors
solve problems by decomposing them into smaller
parts
-understand computer networks including the internet; how they
can provide multiple
services, such as the world wide web; and the opportunities they
offer for
communication and collaboration.
-Use search technologies effectively.
-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
-use technology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour; identify a range of ways to
report concerns about
content and contact.
We are musicians
-use sequence, selection, and repetition in programs; work with
variables and various
forms of input and output
-understand computer networks including the internet; how they
can provide multiple
services, such as the world wide web; and the opportunities they
offer for
communication and collaboration
-Be discerning in evaluating digital content.
-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

IDEAS

and presenting data
and information
- use technology safely, respectfully and responsibly; recognise
acceptable/unacceptable behaviour; identify a range of ways to
report concerns about
content and contact.

Year 5
Autumn

Subject
Computing

IDEAS

Spring

IDEAS

Summer

Topic World War 1/2

Topic: inventors, inventions ,explorers

Topic: Ancient Greece

We are game developers
-design, write and debug programs that accomplish
specific goals, including controlling or simulating
physical systems; solve problems by decomposing
them into smaller parts

We are artists
use sequence, selection, and repetition in programs;
work with variables and various forms of input and
output

We are bloggers
understand computer networks including
the internet; how they can provide
multiple services, such as the world wide
web; and the opportunities they offer
for communication and collaboration

-use sequence, selection, and repetition in programs;
work with variables and various forms of input and
output
-use logical reasoning to explain how some simple
algorithms work and to detect and correct errors in
algorithms and programs
-select, use and combine a variety of software
(including internet services) on a range of digital
devices to design and create a range of programs,
systems and content that accomplish given goals,
including collecting, analysing, evaluating and
presenting data and information
We are cryptographers
use logical reasoning to explain how some simple
algorithms work and to detect and correct errors in
algorithms and programs
-understand computer networks including the
internet; how they can provide multiple services, such
as the world wide web; and the opportunities they
offer for communication and collaboration
-use technology safely, respectfully and responsibly;
recognise acceptable/unacceptable behaviour;
identify a range of ways to report concerns about
content and contact

-use logical reasoning to explain how some simple
algorithms work and to detect and correct errors in
algorithms and programs
-select, use and combine a variety of software
(including internet services) on a range of digital
devices to design and create a range of programs,
systems and content that accomplish given goals,
including collecting, analysing, evaluating and presenting
data and information
We are web developers
understand computer networks including the internet;
how they can provide multiple services, such as the
world wide web; and the opportunities they offer for
communication and collaboration
- use search technologies effectively, appreciate how
results are selected and ranked, and be discerning in
evaluating digital content
- 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
-use technology safely, respectfully and responsibly;
recognise acceptable / unacceptable behaviour; identify
a range of ways to report concerns about content and
contact.

-select, use and combine a variety of
software (including internet services) on
a range of digital devices to design and
create a range of programs, systems and
content that accomplish given goals,
including collecting, analysing, evaluating
and presenting data and information
-use technology safely, respectfully and
responsibly; recognise acceptable /
unacceptable behaviour; identify a range
of ways to report concerns about content
and contact.
- be discerning in evaluating digital
content.
We are architects
- usesearch technologies effectively,
appreciate how results are selected and
ranked, and be discerning in evaluating
digital content
- 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

IDEAS

Year 6
Autumn
Subject

Computing

Spring
IDEAS

Topic: In the beginning
We are app planners
understand computer networks including the
internet; how they can provide multiple
services, such as the world wide web; and the
opportunities they offer for
communication and collaboration
-use search technologies effectively,
appreciate how results are selected and
ranked,
and be discerning in evaluating digital content
-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
-work with variables and various
forms of input and output
We are project managers
-solve problems by decomposing them into
smaller
parts .
-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
-use technology safely, respectfully and
responsibly; recognise
acceptable/unacceptable behaviour; identify
a range of ways to report concerns about

Linked to
fossil
huntingMary
Anning

Summer
IDEAS

Topic: Anglo-Saxons
We are market researchers
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
-use technology safely, respectfully and
responsibly; recognise
acceptable/unacceptable behaviour; identify
a range of ways to report concerns about
content and contact.
We are interface designers
design, write and debug programs that
accomplish specific goals, including
controlling
or simulating physical systems; solve
problems by decomposing them into smaller
parts
- use sequence, selection, and repetition in
programs; work with variables and various
forms of input and output
- use logical reasoning to explain how some
simple algorithms work and to detect and
correct errors in algorithms and programs
-select, use and combine a variety of software
(including internet services) on a range of
digital devices to design and create a range of
programs, systems and content that
accomplish given goals, including collecting,
analysing, evaluating and presenting data
and information
-be discerning in evaluating digital content

Linked to
AngloSaxons and
Vikings and
where they
come from
and what
these
countries
are like
now.

IDEAS
Topic: Field Exploration
We are app developers
design, write and debug programs
that accomplish specific goals,
including controlling
or simulating physical systems;
solve problems by decomposing
them into smaller
parts
- use sequence, selection, and
repetition in programs; work with
variables and various
forms of input and output
- use logical reasoning to explain
how some simple algorithms work
and to detect and
correct errors in algorithms and
programs
-select, use and combine a variety
of software (including internet
services) on a range of
digital devices to design and create
a range of programs, systems and
content that
accomplish given goals, including
collecting, analysing, evaluating and
presenting data
and information
We are marketers
-understand computer networks
including the internet; how they can
provide multiple
services, such as the world wide
web; and the opportunities they
offer for

content and contact.
-be discerning in evaluating digital content
-use logical reasoning to explain how some
simple algorithms work and to detect and
correct errors in algorithms and programs

-recognise
acceptable/unacceptable behaviour
-

communication and collaboration
- use search technologies
effectively, appreciate how results
are selected and ranked,
and be discerning in evaluating
digital content
- select, use and combine a variety
of software (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
- use technology safely, respectfully
and responsibly; recognise
acceptable/unacceptable
behaviour; identify a range of ways
to report concerns about
content and contact.

Appendix 2
Unit

Curriculum outcomes Year 1

1.1 Using programmable
toys

To understand that a programmable toy can be controlled by
inputting a sequence of instructions
To develop and record sequences of instructions as an algorithm
To program the toy to follow their algorithm.
To debug their programs
To predict how their programs will work.
To break down a process into simple, clear steps, as in an
algorithm.
To use different features of a video camera.
To use a video camera to capture moving images.
To develop collaboration skills.
To discuss their work and think about how it could be improved.
To use the web safely to find ideas for an illustration.
To select and use appropriate painting tools to create and change
images on the computer.
To understand how this use of ICT differs from using paint and
paper.
To create an illustration for a particular purpose.
To know how to save, retrieve and change their work.
To reflect on their work and act on feedback received.
To find and use pictures on the web.
To know what to do if they encounter pictures that cause concern.
To group images on the basis of a binary (yes/no) question.
To organise images into more than two groups according to clear
rules.
To sort (order) images according to some criteria.
To ask and answer binary (yes/no) questions about their images.
To use sound recording equipment to record sounds.
To develop skills in saving and storing sounds on the computer.
To develop collaboration skills as they work together in a group.
To understand how a talking book differs from a paper based book.
To talk about and reflect on their use of ICT.
To share recordings with an audience.
To develop basic keyboard skills, through typing and formatting
text.
To develop basic mouse skills.
To use the web to find and select images.
To develop skills in storing and retrieving files.
To develop skills in combining text and images.
To discuss their work and think about whether it could be
improved.

1.2 Filming the steps of a
recipe

1.3 Illustrating an ebook

1.4 Finding images using
the web

1.5 Producing a talking
book

1.6 Creating a card
digitally

Unit

Curriculum outcomes Year 2

2.1 Programming on screen

To have a clear understanding of algorithms as sequences of instructions.
Convert simple algorithms to programs.
Predict what a simple program will do.
Spot and fix (debug) errors in their programs.

2.2 Exploring how computer
games work.
2.3 Taking better photos.

2.4 Researching a topic.

2.5 Collecting clues.

2.6 Collecting data about bugs.

Describe carefully what happens in computer games.
Use logical reasoning to make predictions of what a program will do.
Test these predictions.
Think critically about computer games and their use.
Be aware of how to use games safely and in balance with other activities.
Consider the technical and artistic merits of photographers.
Use a digital camera or camera app.
Take digital photographs.
Review and reject or rate the images they take.
Edit and enhance their photographs.
Select their best images to include in a shared portfolio.
Develop collaboration skills through working as part of a group.
Develop research skills through searching for information on the
internet.
Improve note-taking skills through the use of mind mapping.
Develop presentation skills through creating and delivering a short
multimedia presentation.
Understand that email can be use to communicate.
Develop skills in opening, composing and sending emails.
Gain skills in opening and listening to audio files on the computer.
Use appropriate language in emails.
Develop skills in editing and formatting text in emails.
Be aware of e-safety issues when using emails.
Sort and classify a group of items by answering questions.
Collect data using tick charts or tally charts.
Use simple charting software to produce pictograms and other basic
charts.
Take, edit and enhance photographs.
Record information on a digital map.

Unit

Curriculum outcome Year 3

3.1 Programming an animation

Create an algorithm for an animated scene in the form of a
storyboard.
Write a program in Scratch to create an animation.
Correct mistakes in their animation programs.

3.2 Finding and correcting bugs in
programs

Develop a number of strategies for finding errors in programs.
Build up resilience and strategies for problem solving.
Increase their knowledge and understanding of Scratch.
Recognise a number of common types of bug in software.

3.3 Videoing performance

Gain skills in shooting live video, such as framing shots, holding the
camera steady, and reviewing.
Edit video, including adding narration and editing clips by setting
in/out points.
Understand the qualities of effective video, such as the importance
of narrative, consistency, perspective and scene length.
Understand the physical hardware connections necessary for
computer networks to work.
Understand some features of internet protocols.
Understand some diagnostic tools for investigating network
connections.
Develop a basic understanding of how domain names are converted
to IP addresses.

3.4 Exploring computer networks,
including the internet.

3.5 Communicating safely on the
internet

Develop a basic understanding of how email works.
Gain skills in using email.
Be aware of broader issues surrounding email, including ‘netiquette’
and e-safety
Work corroboratively with a remote partner.
Experience video conferencing.

3.6 Collecting and analysing data

Understand some elements of survey design.
Understand some ethical and legal aspects of online data collection.
Use the web to facilitate data collection.
Gain skills in using charts to analyse data.
Gain skills in interpreting results.

Unit

Curriculum outcome Year 4

4.1 Developing a simple
educational game

Develop an educational computer game using selection and repetition.
Understand the use of variables.
Start to debug computer programs.

4.2 Prototyping an
interactive toy.

4.3 Producing digital music

4.4 Editing and writing
HTML

Recognise the importance of user interface design, including
consideration of input and output.
Design and make an on-screen prototype of a computer controlled
toy.
Understand different forms of input and output (such as sensors,
switches, motors, lights and speakers).
Design, write and debug the control and monitoring program for their
toy.
Use on or more programs to edit music.
Create and develop a musical composition, refining their ideas through
reflection and discussion.
Develop collaboration skills.
Develop an awareness of how their composition can enhance work in
other media.
Understand some technical aspects of how the internet makes the
web possible.
Use HTML tags for elementary mark up.
Use hyperlinks to connect ideas and sources.
Code up a simple web page with useful content.
Understand some of the risks in using the web.

4.5 Producing a wiki

Understand the conventions for collaborating online work, particularly
in wikis.
Be aware of the responsibilities when editing other people’s work.
Become familiar with Wikipedia including potential problems
associated with its use.
Practise research skills.
Write for a target audience using a wiki tool.
Develop collaboration skills.
Develop proofreading skills.

3.6 Presenting the
weather.

Understand different measurement techniques for weather, both
analogue and digital.
Use computer-based data logging to automate the recording of some
weather data.
Use spreadsheets to create charts.
Analyse data, explore inconsistencies in data and make predictions.
Practise using presentation software and, optionally, video.

Unit

Curriculum outcomes Year 5

5.1 Developing an
interactive game

Create original artwork and sound for a game.
Design and create a computer program for a computer game, which uses
sequence, selection, repetition and variables.
Detect and correct errors in their computer game.
Use iterative development techniques (making and testing a series of small
changes) to improve their game.
Be familiar with semaphore and Morse code.
Understand the need for private information to be encrypted.
Encrypt and decrypt messages in simple ciphers.
Appreciate the need to use complex passwords and to keep them secure.
Have some understanding how encryption works on the web.
Develop an appreciation of the links between geometry and art.
Become familiar with the tools and techniques of a vector graphics
package.
Develop an understanding of turtle graphics.
Experiment with the tools available, refining and developing their work as
they apply their own criteria to evaluate it and receive feedback from their
peers.
Develop some awareness of computer generated art, in particular fractal
based landscapes.
Develop their research skills to decide what information is appropriate.
Understand some elements of how search engines select and rank results.
Question the plausibility and quality of information.
Develop and refine their ideas and text collaboratively.
Develop their understanding of e-safety and responsible use of
technology.
Become familiar with blogs as a medium and a genre of writing.
Create a sequence of blog posts on a theme.
Incorporate additional media.
Comment on the posts of others.
Develop a critical, reflective view of a range of media, including text.
Understand the work of architects, designers and engineers working in 3D.
Develop familiarity with a simple CAD (computer aided design) tool
Develop spiritual awareness by exploring and experimenting with a 3D
virtual environment.
Develop greater aesthetic awareness.

5.2 Cracking codes

5.3 Fusing geometry
and art

5.4 Creating a website
about cyber safety

5.5 Sharing
experiences and
opinions
5.6 Creating a virtual
space

Unit

Curriculum outcomes Year 6

6.1 Planning the creation of a mobile
app.

Develop an awareness of the capabilities of smartphones and
tablets.
Understand goelocation, including GPS.
Identify interesting, solvable problems.
Evaluate competing products.
pitch a proposal for a smartphone or tablet app.
Scope a project to identify different components that must be
successfully combined.
Identify their existing talents and plan how they can develop
further knowledge and skills.
Identify the component tasks of a project and develop a timeline
to track progress.
Identify the resources they’ll need t accomplish a project.
Use web-based research skills to source the tools, content and
other resources.
Consider strategies to ensure the quality of a collaborative project.
Create a set of good survey questions.
Analyse the data obtained from a survey.
Work corroboratively to plan questions.
Conduct an interview on a focus group.
Analyse and interpret the information obtained from interviews or
a focus group.
Present their research findings.
Work collaboratively to design the apps interface.
Use wireframing tools to create a design prototype for their app.
Develop or source the individual interface components (media
assets) they will use.
Address accessibility and inclusion issues.
Document their design decisions and the process they’ve followed.
Become familiar with bloganother programming toolkit or
developing platform.
Import existing media assets to their project.
Write down the algorithms for their app.
Program, debug and refine the code for their app.
Thoroughly test and evaluate their app.
Consider key marketing messages including identifying a unique
selling point.
Develop a printed flyer or brochure incorporating text and images.

6.2 Developing project
management codes

6.3 Researching the app market

6.4 Design an interface for an
app.

6.5 Developing a simple moblile
phone app

6.6 Creating video and web copy for a

mobile phone app.

Further develop knowledge, skills and understanding in
relation to creating a website.
Further develop skills relating to shooting and editing video.

