
Computing

Term A1 EYFS
Technology in Home and School

KS1
TeachComputing Y1 Unit: Computing Systems

and Networks - Technology Around Us
TeachComputing Y2 Unit: Creating Media -

Digital Photography

LKS2
TeachComputing Y3 Unit: Computing
Systems and Networks - Connecting

Computers
TeachComputing Y4 Unit: Creating Media -

Audio Editing

UKS2
TeachComputing Y5 Unit: Computing

Systems and Networks - Sharing
Information

TeachComputing Y6 Unit: Creating Media -
3D Modelling

Skills - Log on to a Chromebook
- Type own first name on a keyboard
- Recognise that technology can be used in different
ways
- Use a mouse to move a cursor
- Use a trackpad to move a cursor

TeachComputing Y1 Unit: Computing Systems and
Networks - Technology Around Us
- Be able to locate examples of technology around the
classroom and home
- Switch on and log onto a computer
- Use a mouse to click and drag
- Use a mouse to open a programme
- Save my work to a file
- Open my work from a file
- Discuss how we benefit from rules around
technology
TeachComputing Y2 Unit: Creating Media - Digital
Photography
- Be able to capture a digital photo and explain how
you did it
- Take photos in portrait and landscape and explain
why I chose portrait or landscape
- Improve a photograph by retaking it
- Recognise which photos have been changed using
an effect or tool

TeachComputing Y3 Unit: Computing Systems and
Networks - Connecting Computers
- Explain how digital devices function
- Identify input and output devices
- Recognise how digital devices change the way we
work
- Recognise different connections
- Demonstrate how messages can be passed
between multiple devices
TeachComputing Y4 Unit: Creating Media - Audio
Editing
- Discuss what other people include when
recording a podcast
- Suggest how to improve my own recordings
- Save a digital recording file
- Discuss which features of a digital recording I liked

TeachComputing Y5 Unit: Computing Systems
and Networks - Sharing Information
- Identify tasks that are managed by computer
systems
- Identify the human elements of a computer
system
- Send information over the internet in different
ways
- Identify multiple ways of working together
online
TeachComputing Y6 Unit: Creating Media - 3D
Modelling
- Use a computer to create and manipulate 3D
digital objects
- Compare working digitally with 3D and 2D
shapes
- Construct a digital model of a 3D object
- Design a digital model by combining 3D objects
- Develop and improve my 3D model

Knowledge for
Retention

- Know some main parts of a computer, including
screen and keyboard
- Know where the on/off switch on a computer is
likely to be
- Name and identify some common uses of
technology in the home
- Name and identify some common uses of
technology at school
- Know that we use the computer for the internet and
that there are rules about staying safe online
- Know some simple rules for staying safe on a
computer

TeachComputing Y1 Unit: Computing Systems and
Networks - Technology Around Us
- Know some examples of how technology helps us
- Name and identify the main parts of a standard
computer
- Know what a keyboard is for
- Identify rules which keep us safe and healthy when
using technology
- Know that the arrow keys can be used instead of the
mouse cursor
TeachComputing Y2 Unit: Creating Media - Digital
Photography
- Know the difference between portrait and landscape
- Name and identify a range of devices which can take
a photograph
- Know why a picture might be unclear
- Know why and how photographs might be changed

TeachComputing Y3 Unit: Computing Systems and
Networks - Connecting Computers
- Know how digital devices can be connected
- Know how messages are passed through multiple
connections
- Know and understand the role of the switch and
the server
- Know and understand the function of a wireless
network point
TeachComputing Y4 Unit: Creating Media - Audio
Editing
- Name and identify digital devices that can record
sound and play it back
- Know that audio means sound and this can mean
music, podcasts or sound recordings
- Name and identify the inputs and outputs used to
play and record sound
- Know how to use one specific digital device to
record an extended audio clip, e.g. short podcast

TeachComputing Y5 Unit: Computing Systems
and Networks - Sharing Information
- Know that computers can be connected
together to form systems
- Know the role of a computer system in our
lives
- Know that sharing over the internet allows
people in different places to work together
- Know that networked digital devices have
unique addresses
TeachComputing Y6 Unit: Creating Media - 3D
Modelling
- Know that a computer can create images in 3D
as well as 2D
- Know that physical objects can be broken
down into a number of 3D shapes
- Know the name of a common programme for
building 3D shapes on a computer
- Know that a digital model can be made by
combining 3D images
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National Curriculum
Objectives

Development Matters
- Know and talk about the different factors that
support their overall health and wellbeing, including
sensible amounts of ‘screen time’
- Develop their small motor skills so that they can use
a range of tools competently, safely and confidently
- Comment on images of familiar situations in the
past

TeachComputing Y1 Unit: Computing Systems and
Networks - Technology Around Us
- 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.
TeachComputing Y2 Unit: Creating Media - Digital
Photography
- 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.

TeachComputing Y3 Unit: Computing Systems and
Networks - Connecting Computers
- 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
- 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
TeachComputing Y4 Unit: Creating Media - Audio
Editing
- 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.

TeachComputing Y5 Unit: Computing Systems
and Networks - Sharing Information
- 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
- 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
TeachComputing Y6 Unit: Creating Media - 3D
Modelling
- 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.

Vocabulary on, off, switch, plug, click, press, mouse, screen,
keyboard, safety

TeachComputing Y1 Unit: Computing Systems and
Networks - Technology Around Us
computer, mouse, keyboard, screen, technology
TeachComputing Y2 Unit: Creating Media - Digital
Photography
photograph, portrait, landscape, digital, device

TeachComputing Y3 Unit: Computing Systems and
Networks - Connecting Computers
input, output, wireless, server, network
TeachComputing Y4 Unit: Creating Media - Audio
Editing
file, digital recording, audio, podcast

TeachComputing Y5 Unit: Computing Systems
and Networks - Sharing Information
system, collaboration, shared online project
TeachComputing Y6 Unit: Creating Media - 3D
Modelling
3-dimensional, duplicate, model, graphics

Term A2 EYFS
Beginning to Use the Internet

KS1
TeachComputing Y1 Unit: Creating Media -

Digital Writing
TeachComputing Y2 Unit: Creating Media -

Data and Information - Pictograms

LKS2
TeachComputing Y3 Unit: Creating Media -

Animation
TeachComputing Y4 Unit: Data and

Information - Data Logging

UKS2
TeachComputing Y5 Unit: Creating Media -

Vector Drawing
TeachComputing Y6 Unit: Data and

Information - Spreadsheets



Computing

Skills - Be able to identify some potential dangers of using
the internet
- Open an internet browser
- Type a simple search into a search engine, for
example ‘cat’ to find information about a cat
- Click on a result that a search engine provides

TeachComputing Y1 Unit: Creating Media - Digital
Writing
- Use a computer to write
- Add and remove text on a computer
- Identify that the look of text can be changed on a
computer
- Make careful choices when changing text
- Explain why I have used the tools that I chose
- Compare typing on a computer to writing on paper
TeachComputing Y2 Unit: Creating Media - Data and
Information - Pictograms
- Recognise that we can count and compare
information using tally charts
- Recognise that objects can be displayed as pictures
- Create a pictogram
- Select objects by attribute and make comparisons
- Recognise that people can be described by
attributes
- Explain that we can present information using a
computer

TeachComputing Y3 Unit: Creating Media -
Animation
- Relate animated movement with a sequence of
images
- Plan an animation
- Review and improve an animation
- Use ‘onion skinning’ to make small changes to a
frame
- Add other media to my animation
TeachComputing Y4 Unit: Data and Information -
Data Logging
- Choose a data set to answer a given question
- Use data from a sensor to answer a question
- Import a data set
- Propose a question that can be asked using
logged data
- Draw conclusions from the data I have collected
- Interpret data that has been collected using a
data logger

TeachComputing Y5 Unit: Creating Media -
Vector Drawing
- Identify that drawing tools can be used to
achieve different outcomes
- Create a vector drawing by combining shapes
- Use tools to achieve a desired effect
- Group objects to make them easier to work
with
- Evaluate my vector drawing
TeachComputing Y6 Unit: Data and Information -
Spreadsheets
- Identify questions which can be answered
using data
- Explain that objects can be described using
data
- Apply formulas to data, including duplicating
- Create a spreadsheet to plan an event
- Choose suitable ways to present data

Knowledge for
Retention

- Know simple rules for staying safe online
- Know how to select an app to play a simple game
- Know the function of the space bar and how to use
it
- Know to tell an adult if anything that doesn’t seem
right or safe appears on the internet

TeachComputing Y1 Unit: Creating Media - Digital
Writing
- Know which programmes on a computer are for
word processing
- Know and understand the function of the backspace
button
- Know and understand the function of the Caps Lock
button
- Know what the bold, underline and italic buttons will
do to my writing
- Know and understand the function of the ‘undo’
button
TeachComputing Y2 Unit: Creating Media - Data and
Information - Pictograms
- Know how to record information in a tally chart and
how to count information presented in a tally chart
- Know how to view my data in different formats on a
computer
- Understand how to use pictograms to answer
questions about data or information
- Know some simple examples of why information
should not be shared

TeachComputing Y3 Unit: Creating Media -
Animation
- Know that an animation is a series of pictures of
photographs
- Know that an animated flip-book works by turning
pages and creating movement at speed
- Know that a story-board is a planning device for
an animation
- Know and understand how stop-motion works to
create the illusion of movement
TeachComputing Y4 Unit: Data and Information -
Data Logging
- Know that data gathered over time can be used to
answer questions
- Know that sensors are input devices
- Know that a data logger collects data points from
sensors over time

TeachComputing Y5 Unit: Creating Media -
Vector Drawing
- Name and identify the main vector drawing
tools
- Know that vector drawings are made by
combining shapes
- I know that alignment grids and resize handles
can be used to improve consistency
- I know that a vector drawing consists of a
number of layers
TeachComputing Y6 Unit: Data and Information -
Spreadsheets
- Know that formulas can be inputted to a cell in
a spreadsheet to make a calculation
- Know that a formula can be applied to multiple
cells by duplicating
- Know that data from a spreadsheet can be
presented in a number of different ways,
including tables and graphs

National Curriculum
Objectives

Development Matters
- Know and talk about the different factors that
support their overall health and wellbeing, including
sensible amounts of ‘screen time’
- Develop their small motor skills so that they can use
a range of tools competently, safely and confidently
- Comment on images of familiar situations in the
past

TeachComputing Y1 Unit: Creating Media - Digital
Writing
- 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.

TeachComputing Y3 Unit: Creating Media -
Animation
- 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

TeachComputing Y5 Unit: Creating Media -
Vector Drawing
- 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
TeachComputing Y6 Unit: Data and Information -
Spreadsheets
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TeachComputing Y2 Unit: Creating Media - Data and
Information - Pictograms
- 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.

behaviour; identify a range of ways to report
concerns about content and contact.
TeachComputing Y4 Unit: Data and Information -
Data Logging
- 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

Vocabulary internet, search, result, space bar, online safety TeachComputing Y1 Unit: Creating Media - Digital
Writing
bold, italic, underline, font, word processor
TeachComputing Y2 Unit: Creating Media - Data and
Information - Pictograms
tally, pictogram, information, sharing, data

TeachComputing Y3 Unit: Creating Media -
Animation
animate, sequence, stop-frame, flip-book
TeachComputing Y4 Unit: Data and Information -
Data Logging
data, data logger, data set, data points

TeachComputing Y5 Unit: Creating Media -
Vector Drawing
vector, resize, rotate, layer
TeachComputing Y6 Unit: Data and Information -
Spreadsheets
spreadsheet, formula, duplicating, cells,

Term A3 EYFS
Programming and Directions

KS1
TeachComputing Y1 Unit: Programming A -

Moving a Robot
TeachComputing Y2 Unit: Programming A -

Robot Algorithms

LKS2
TeachComputing Y3 Unit: Programming A -

Sequence in Music
TeachComputing Y4 Unit: Programming A -

Repetition in Shapes

UKS2
TeachComputing Y5 Unit: Programming A

- Selection in Physical Computing
TeachComputing Y6 Unit: Programming A

- Variables in Games

Skills - Issue a single command algorithm
- Issue a sequence of commands algorithm
- Design and predict code using beebots
- Debug a code on a beebot
- Be able to give and follow simple algorithms in
human physical form

TeachComputing Y1 Unit: Programming A - Moving a
Robot
- Explain what a given command will do
- Act out a given word
- Combine forwards and backwards commands to
make a sequence
- Combine four direction commands to make a
sequence
- Plan a simple programme
- Find more than one solution to a problem
TeachComputing Y2 Unit: Programming A - Robot
Algorithms
- Describe a series of instructions as a sequence
- Explain what happens when we change the order of
instructions
- Use logical reasoning to predict the outcome of a
series of commands
- Explain that programming projects can have code
and artwork
- Design an algorithm
- Create and debug a programme that I have written

TeachComputing Y3 Unit: Programming A -
Sequence in Music
- Explore a new programming environment
- Identify that commands have an outcome
- Explain that a programme has a start
- Recognise that a sequence of commands can have
an order
- Change the appearance of my project
- Create a project from a task description
TeachComputing Y4 Unit: Programming A -
Repetition in Shapes
- Create a programme in text-based language
- Modify a count-controlled loop to give a selected
outcome
- Decompose a task into small steps
- Test my algorithm in a text-based language

TeachComputing Y5 Unit: Programming A -
Selection in Physical Computing
- Control a simple circuit connected to a
computer
- Write a programme that includes
count-controlled loops
- Design a physical project that includes
selection
- Create a programme that controls a physical
computing project
TeachComputing Y6 Unit: Programming A -
Variables in Games
- Explain why a variable is used in a programme
- Choose how to improve my game by using
variables
- Design a project that builds on a given variable
- Use my design to create a project
- Evaluate my project
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Knowledge for
Retention

- Know that a command is telling something or
someone what to do
- Know that a command or series of commands can
make an algorithm
- Know that a beebot will follow a clear algorithm
- Know that debugging means looking for and fixing
problems with an algorithm

TeachComputing Y1 Unit: Programming A - Moving a
Robot
- Know how to run a command on a device
- Know how to debug a programme
- Know how to use two different programmes to get
to the same place
TeachComputing Y2 Unit: Programming A - Robot
Algorithms
- Know and identify instructions that are clear and
unambiguous
- Understand what is meant by an algorithm and how
they can be created using a series of commands
- Know how to create an algorithm to meet a certain
goal
- Know how to debug individual parts of a programme

TeachComputing Y3 Unit: Programming A -
Sequence in Music
- Know that objects in Scratch have attributes
- Know that commands in Scratch are identified as
blocks
- Know that Sprites are controlled by commands
- Know what a sequence is and how to order notes
in a sequence
TeachComputing Y4 Unit: Programming A -
Repetition in Shapes
- Know that a code snippet can be created for a
specific purpose
- Know that a computer can be programmed by
typing commands
- Know that a count-controlled loop can provide a
given outcome
- Know that a computer can repeatedly call a
procedure

TeachComputing Y5 Unit: Programming A -
Selection in Physical Computing
- Know what an infinite loop does
- Know that more than one output component
can be connected to a microcontroller
- Know that a loop can stop when a condition is
met
- Know that an ‘if…then…’ statement can
control the flow of a programme
TeachComputing Y6 Unit: Programming A -
Variables in Games
- Know that a variable is something changeable
- Know that a variable has a name and value
- Know that a placeholder in memory is a single
value
- Know that a project has algorithms
- Know how to test code that has been written

National Curriculum
Objectives

Development Matters
- Know and talk about the different factors that
support their overall health and wellbeing, including
sensible amounts of ‘screen time’
- Develop their small motor skills so that they can use
a range of tools competently, safely and confidently
- Comment on images of familiar situations in the
past

TeachComputing Y1 Unit: Programming A - Moving a
Robot
- 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
TeachComputing Y2 Unit: Programming A - Robot
Algorithms
- 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

TeachComputing Y3 Unit: Programming A -
Sequence in Music
- 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
TeachComputing Y4 Unit: Programming A -
Repetition in Shapes
- 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,

TeachComputing Y5 Unit: Programming A -
Selection in Physical Computing
- 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
TeachComputing Y6 Unit: Programming A -
Variables in Game
- 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
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including collecting, analysing, evaluating and
presenting data and information

given goals, including collecting, analysing,
evaluating and presenting data and information

Vocabulary beebot, forward, backward, left, right, debug TeachComputing Y1 Unit: Programming A - Moving a
Robot
programme, sequence, command, instruction, debug
TeachComputing Y2 Unit: Programming A - Robot
Algorithms
algorithm, prediction, programme outcome

TeachComputing Y3 Unit: Programming A -
Sequence in Music
Scratch, programming, command, outcome
TeachComputing Y4 Unit: Programming A -
Repetition in Shapes
accuracy, text-based, repeat, loop

TeachComputing Y5 Unit: Programming A -
Selection in Physical Computing
circuit, count-controlled, microcontroller,
conditional loop
TeachComputing Y6 Unit: Programming A -
Variables in Games
variable, placeholder, memory, algorithm

Term B1 EYFS
Technology in Home and School

KS1
TeachComputing Y2 Unit: Computing Systems

and Networks - IT Around Us
TeachComputing Y1 Unit: Creating Media -

Digital Painting

LKS2
TeachComputing Y4 Unit: Computing
Systems and Networks - The Internet

TeachComputing Y3 Unit: Creating Media -
Desktop Publishing

UKS2
TeachComputing Y6 Unit: Computing

Systems and Networks - Communication
TeachComputing Y5 Unit: Creating Media -

Video Editing

Skills - Log on to a Chromebook
- Type own first name on a keyboard
- Recognise that technology can be used in different
ways
- Use a mouse to move a cursor
- Use a trackpad to move a cursor

TeachComputing Y2 Unit: Computing Systems and
Networks - IT Around Us
- Describe some uses of computers
- Identify some examples of computers
- Sort IT by what its used for
- Say how rules can keep me safe when using
information technology
- Identify the choices that I make when using
technology
TeachComputing Y1 Unit: Creating Media - Digital
Painting
- Explain why I chose the tools I used
- Use a computer on my own to paint a picture
- Compare painting a picture on a computer and on
paper
- Change the colour and brush size
- Make dots of colour

TeachComputing Y4 Unit: Computing Systems and
Networks - The Internet
- Describe how networks physically connect to
other networks
- Recognise how networked devices make up the
internet
- Describe how content can be added and accessed
on the WWW
- Evaluate the consequences of unreliable content
TeachComputing Y3 Unit: Creating Media - Desktop
Publishing
- Choose appropriate page settings
- Add content to a desktop publishing publication
- Consider how different layouts can suit different
purposes
- Consider the benefits of desktop publishing

TeachComputing Y6 Unit: Computing Systems
and Networks - Communication
- Identify how to use a search engine
- Describe how search engines select results
- Recognise why the order of results is
important, and to whom
- Understand how we communicate using
technology
- Evaluate different methods of online
communication
TeachComputing Y5 Unit: Creating Media -
Video Editing
- Explain what makes a video effective
- Identify digital devices that can record videos
- Capture video using a range of techniques
- Create a storyboard
- Improve a video through reshooting and
editing
- Consider the impact of choices made when
sharing a video

Knowledge for
Retention

- Know some main parts of a computer, including
screen and keyboard
- Know where the on/off switch on a computer is
likely to be
- Name and identify some common uses of
technology in the home
- Name and identify some common uses of
technology at school
- Know that we use the computer for the internet and
that there are rules about staying safe online
- Know some simple rules for staying safe on a
computer

TeachComputing Y2 Unit: Computing Systems and
Networks - IT Around Us
- Know the uses and features of information
technology around us
- Know and understand how technology helps us
- Know how to use technology safely and how to
explain this to others
- Recognise that choices are made when using
information technology
TeachComputing Y1 Unit: Creating Media - Digital
Painting
- Identify and know uses of different freehand tools

TeachComputing Y4 Unit: Computing Systems and
Networks - The Internet
- Know how information is shared across the
internet
- Know that the internet is a network of networks
- Know where websites are stored once uploaded
to the WWW
- Know the basic rules to protect online content
TeachComputing Y3 Unit: Creating Media - Desktop
Publishing
- Know what a branching database is and what
information it can tell us

TeachComputing Y6 Unit: Computing Systems
and Networks - Communication
- Know that a web search using a search engine
can provide a number of results to answer a
question
- Know the role of web crawlers in creating an
index
- Know that a search engine follows rules to rank
results
- Know some of the ways that search results can
be influenced
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- Know what the shape tool and line tool are and
what they do
- Know that different paint tools do different jobs

- Know that texts and images can convey
information clearly
- Know that font style, size and colour can be
changed for a range of purposes
- Know some reasons why desktop publishing
might be useful

- Know some of the basic limitations of search
engines
TeachComputing Y5 Unit: Creating Media -
Video Editing
- Know that video is a visual media format
- Know some basic camera angles and how to
shoot them
- Identify and name features on a digital
recording device
- Know that videos can be improved by
reshooting
- Know that videos can be exported to a
computer

National Curriculum
Objectives

Development Matters
- Know and talk about the different factors that
support their overall health and wellbeing, including
sensible amounts of ‘screen time’
- Develop their small motor skills so that they can use
a range of tools competently, safely and confidently
- Comment on images of familiar situations in the
past

TeachComputing Y2 Unit: Computing Systems and
Networks - IT Around Us
- 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.
TeachComputing Y1 Unit: Creating Media - Digital
Painting
- Use technology purposefully to create, organise,
store, manipulate and retrieve digital content

TeachComputing Y4 Unit: Computing Systems and
Networks - The Internet
- 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.
TeachComputing Y3 Unit: Creating Media - Desktop
Publishing
- 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

TeachComputing Y6 Unit: Computing Systems
and Networks - Communication
- Design, write and debug programs that
accomplish specific goals, including controlling
or simulating physical systems; 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, 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
TeachComputing Y5 Unit: Creating Media -
Video Editing
- 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
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Vocabulary on, off, switch, plug, click, press, mouse, screen,
keyboard, safety

TeachComputing Y2 Unit: Computing Systems and
Networks - IT Around Us
respectful, information technology, computer, tablet
TeachComputing Y1 Unit: Creating Media - Digital
Painting
paint, tool, line, dot, media

TeachComputing Y4 Unit: Computing Systems and
Networks - The Internet
internet, website, world wide web, content
TeachComputing Y3 Unit: Creating Media - Desktop
Publishing
digital publishing, font, style, layout

TeachComputing Y6 Unit: Computing Systems
and Networks - Communication
search engine, index, communicate, ranked
results
TeachComputing Y5 Unit: Creating Media -
Video Editing
export, digital recording, shoot, reshoot

Term B2 EYFS
Beginning to Use the Internet

KS1
TeachComputing Y2 Unit: Creating Media -

Making Music
TeachComputing Y1 Unit: Data and Information

- Grouping Data

LKS2
TeachComputing Y4 Unit: Creating Media -

Photo Editing
TeachComputing Y3 Unit: Data and
Information - Branching Databases

UKS2
TeachComputing Y6 Unit: Creating Media -

Web Page Creation
TeachComputing Y5 Unit: Data and

Information - Flat-File Databases

Skills - Be able to identify some potential dangers of using
the internet
- Open an internet browser
- Type a simple search into a search engine, for
example ‘cat’ to find information about a cat
- Click on a result that a search engine provides

TeachComputing Y2 Unit: Creating Media - Making
Music
- Describe how music makes me feel
- Create a rhythm pattern
- Use a computer to create a rhythm pattern using
three notes
- Be able to save and reopen my work to edit it
TeachComputing Y1 Unit: Data and Information -
Grouping Data
- Label objects
- Describe objects in different ways
- Compare groups of objects
- Answer questions about groups of objects

TeachComputing Y4 Unit: Creating Media - Photo
Editing
- Describe how images can be changed for different
uses
- Make good choices when selecting different tools
- Recognise that not all images are real
- Evaluate how changes can improve an image
TeachComputing Y3 Unit: Data and Information -
Branching Databases
- Create questions with yes/no answers
- Identify the object attributes needed to collect
relevant data
- Create a branching database
- Explain why it is helpful for a database to be well
structured
- Identify objects using a branching database
- Compare the information in a pictogram with a
branching database

TeachComputing Y6 Unit: Creating Media - Web
Page Creation
- Review an existing website and consider its
structure
- Plan the features of a web page
- Consider the ownership and use of images
- Recognise the need to preview pages
- Recognise the implications of linking to content
owned by other people
TeachComputing Y5 Unit: Data and Information -
Flat-File Databases
- Use a form to record information
- Compare paper and computer-based
databases
- Outline how grouping and then sorting data
allows us to answer questions
- Explain that tools can be used to select specific
data
- Explain that computer programmes can be
used to compare data visually
- Apply my knowledge of a database to ask and
answer real-world questions

Knowledge for
Retention

- Know simple rules for staying safe online
- Know how to select an app to play a simple game
- Know the function of the space bar and how to use
it
- Know to tell an adult if anything that doesn’t seem
right or safe appears on the internet

TeachComputing Y2 Unit: Creating Media - Making
Music
- Know that there are patterns in music
- Know that music can have different purposes and
give people different feelings
- Understand music as a set of notes
- Know that some music can be made on a computer
using a programme
TeachComputing Y1 Unit: Data and Information -
Grouping Data
- Know that groups of objects can be given labels to
identify them

TeachComputing Y4 Unit: Creating Media - Photo
Editing
- Know the effect editing can have on an image
- Know that the composition of an image can be
changed by selecting its parts
- Know basic tools used to retouch an image
- Know that parts of images can be combined to
create new images
TeachComputing Y3 Unit: Data and Information -
Branching Databases
- Know that groups of objects can be separated by
one attribute

TeachComputing Y6 Unit: Creating Media - Web
Page Creation
- Know some of the basic types of media used
on a website
- Know that websites are written in HTML
- Know what is meant by the term ‘fair use’
- Understand copyright and how to find
non-copyright images
- Know what a navigation path is and why it is
useful
TeachComputing Y5 Unit: Data and Information -
Flat-File Databases
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- Know some simple techniques for grouping and
presenting data
- Know and understand how to answer questions
about data using grouped objects

- Know that a group of objects can be created
within an existing group
- Know how a branching database works and what
its function is
- Know what a branch database and a pictogram
can tell me

- Know what a field and record is within a
database
- Know that a flat-file database can be navigated
to find different views of information
- Know how AND and OR can be used to refine
information
- Know that a chart can be refined by selecting a
particular filler

National Curriculum
Objectives

Development Matters
- Know and talk about the different factors that
support their overall health and wellbeing, including
sensible amounts of ‘screen time’
- Develop their small motor skills so that they can use
a range of tools competently, safely and confidently
- Comment on images of familiar situations in the
past

TeachComputing Y2 Unit: Creating Media - Making
Music
- Use technology purposefully to create, organise,
store, manipulate and retrieve digital content
TeachComputing Y1 Unit: Data and Information -
Grouping Data
- 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

TeachComputing Y4 Unit: Creating Media - Photo
Editing
- 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
TeachComputing Y3 Unit: Data and Information -
Branching Databases
- 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

TeachComputing Y6 Unit: Creating Media - Web
Page Creation
- 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
TeachComputing Y5 Unit: Data and Information -
Flat-File Databases
- 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

Vocabulary internet, search, result, space bar, online safety TeachComputing Y2 Unit: Creating Media - Making
Music
digital music, rhythm, pattern, feelings
TeachComputing Y1 Unit: Data and Information -
Grouping Data
grouping, data, label

TeachComputing Y4 Unit: Creating Media - Photo
Editing
edit, image, composition, retouch
TeachComputing Y3 Unit: Data and Information -
Branching Databases
branching database, data, structure, theme

TeachComputing Y6 Unit: Creating Media - Web
Page Creation
HTML,  web page, copyright, preview, navigation
TeachComputing Y5 Unit: Data and Information -
Flat-File Databases
field, record, filler, value

Term B3 EYFS
Programming and Directions

KS1
TeachComputing Y1 Unit: Programming B -

Introduction to Animation
TeachComputing Y2 Unit: Programming B - An

Introduction to Quizzes

LKS2
TeachComputing Y3 Unit: Programming B -

Events and Actions
TeachComputing Y4 Unit: Programming B -

Repetition in Games

UKS2
TeachComputing Y5 Unit: Programming B -

Selection in Quizzes
TeachComputing Y6 Unit: Programming B -

Sensing
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Skills - Issue a single command algorithm
- Issue a sequence of commands algorithm
- Design and predict code using beebots
- Debug a code on a beebot
- Be able to give and follow simple algorithms in
human physical form

TeachComputing Y1 Unit: Programming B -
Introduction to Animation
- Choose a command for a given purpose
- Identify the effect of changing a value
- Design the parts of a project
- Use my algorithm to create a programme
TeachComputing Y2 Unit: Programming B - An
Introduction to Quizzes
- Explain that a sequence of commands has a start
- Explain that a sequence of commands has an
outcome
- Create a programme using a given design
- Change a given design
- Create a programme using my own design
- Decide how my project can be improved

TeachComputing Y3 Unit: Programming B - Events
and Actions
- Explain how a Sprite moves in an existing project
- Create a programme to move a Sprite in four
directions
- Adapt a programme to a new context
- Develop my programme by adding features
- Identify and fix bugs in a programme
- Design and create a maze-based challenge
TeachComputing Y4 Unit: Programming B -
Repetition in Games
- Develop the use of count controlled loops in a
different programming environment
- Develop a design which uses two or more loops at
the same time
- Modify an infinite loop in a given programme
- Design a project that includes repetition
- Create a project that includes repetition

TeachComputing Y5 Unit: Programming B -
Selection in Quizzes
- Explain how selection is used in computer
programmes
- Design a programme which uses selection
- Create a programme which uses selection
- Evaluate my programme
TeachComputing Y6 Unit: Programming B -
Sensing
- Create a programme to run on a controllable
device
- Explain that selection can control the flow of a
programme
- Update a variable with user input
- Use a conditional statement to compare a
variable to see a value
- Design a project that uses inputs and outputs
on a controllable device
- Develop a programme that uses inputs and
outputs on a controllable device

Knowledge for
Retention

- Know that a command is telling something or
someone what to do
- Know that a command or series of commands can
make an algorithm
- Know that a beebot will follow a clear algorithm
- Know that debugging means looking for and fixing
problems with an algorithm

TeachComputing Y1 Unit: Programming B -
Introduction to Animation
- Know some basic programming tools
- Understand the function of a start block in a
programme
- Know what a Sprite is and how they are used in
programming
- Know the function of an algorithm and how to
construct one using individual blocks
TeachComputing Y2 Unit: Programming B - An
Introduction to Quizzes
- Know that each programme has a start and
understand how to identify the start of a programme
- Know that each programme is a sequence of blocks
and understand how these build to form the
programme
- Understand that programmes have designs and the
impact of these

TeachComputing Y3 Unit: Programming B - Events
and Actions
- Know which keys to use for actions and why
- Know how to choose a character of a suitable size
for a maze
- Know that a programme is set up with blocks
- Know that a design works by a sequence of
commands
- Know that a piece of code can be matched to an
outcome
TeachComputing Y4 Unit: Programming B -
Repetition in Games
- Know that modifying a snippet of code can create
a given outcome
- Know when it appropriate to use a
count-controlled loop and when an infinite loop is
appropriate
- Know what the outcome of a repeated action
should be

TeachComputing Y5 Unit: Programming B -
Selection in Quizzes
- Know that a conditional statements connects a
condition to an outcome
- Know that selection directs the flow of a
programme
- Know that a programme will usually contain
“if…then…else”
- Know that a programme flow can branch
according to a condition
TeachComputing Y6 Unit: Programming B -
Sensing
- Know that an emulator is for testing a
programme
- Name and  identify examples of conditions in
the real world
- Know that a programme can be transferred to
a controllable device
- Know that if you read a variable, the value
remains

National Curriculum
Objectives

Development Matters
- Know and talk about the different factors that
support their overall health and wellbeing, including
sensible amounts of ‘screen time’
- Develop their small motor skills so that they can use
a range of tools competently, safely and confidently
- Comment on images of familiar situations in the
past

TeachComputing Y1 Unit: Programming B -
Introduction to Animation
- 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

TeachComputing Y3 Unit: Programming B - Events
and Actions
- 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

TeachComputing Y5 Unit: Programming B -
Selection in Quizzes
- 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
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TeachComputing Y2 Unit: Programming B - An
Introduction to Quizzes
- 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

TeachComputing Y4 Unit: Programming B -
Repetition in Games
- 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
TeachComputing Y6 Unit: Programming B -
Sensing
- 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

Vocabulary beebot, forward, backward, left, right, debug TeachComputing Y1 Unit: Programming B -
Introduction to Animation
Sprite, algorithm, block, sequence
TeachComputing Y2 Unit: Programming B - An
Introduction to Quizzes
start block, outcome, algorithm

TeachComputing Y3 Unit: Programming B - Events
and Actions
sequence, blocks, sprite, code
TeachComputing Y4 Unit: Programming B -
Repetition in Games
repetition, loop, count-controlled, infinite,
sequence

TeachComputing Y5 Unit: Programming B -
Selection in Quizzes
flow, condition, selection, branch
TeachComputing Y6 Unit: Programming B -
Sensing
emulator, controllable device, variable, operand


