
COMPUTING
AT SHALFLEET AND YARMOUTH CHURCH OF ENGLAND 

PRIMARY SCHOOLS



NATIONAL CURRICULUM STATEMENT

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.



OUR INTENT

By the time our children leave our school, our computing provision aims to have equipped 

them with the necessary skills to understand and access the modern technological world. 

They will have developed computational thinking, increased their digitally literacy and thus 

be prepared for their future work environment. 







PROGRESSION OF SKILLS

1. Information Technology

2. Computing Science

3. Digital Literacy (2 slides)

4. Vocabulary and Resources

5. Overview of coverage (Split into each half term)













FEDERATION COVERAGE – AUTUMN 1



FEDERATION COVERAGE – AUTUMN 2



FEDERATION COVERAGE – SPRING 1



FEDERATION COVERAGE – SPRING 2



FEDERATION COVERAGE – SUMMER 1



FEDERATION COVERAGE – SUMMER 2



A MORE DETAILED VERSION OF THE WHOLE 
FEDERATION COVERAGE 



PLANNING DOCUMENTS – MEDIUM TERM

All Planning Available At The Link Below (ALL TERMS)

https://drive.google.com/drive/folders/1Ic9s0-c-9Se0TdeH5z2KLCDmxg2Banb5

https://drive.google.com/drive/folders/1Ic9s0-c-9Se0TdeH5z2KLCDmxg2Banb5


OUR IMPLEMENTATION -
ASSESSMENT

Class teachers use assessment to track the achievements of pupils 
through the computing subsections. This can influence next steps for 
pupils and the level of support needed.
I will use assessment to analyse summative data through the monitoring 
and evaluating process.

Key computing targets for each sequence of lessons and children should 
be assessed against these. 

The assessment model is designed to support all pupils to access the 
computing curriculum and also challenge higher attaining pupils. 

The assessment of computing is supported by the targets from the 
computing progression map and the assessment document is designed to 
support staff with accurate assessment measures by identifying children 
who have achieved targets and importantly inputting the names that 
have yet to achieve a target.



Key area 

of subject

Key sub-

area of 

subject

Individual 

target

Insert 

names of 

individuals 

not 

achieving 

target



MONITORING AND EVALUATING

Impact of the implementation of the computing curriculum is measured in a variety of ways.

These include: 

• Pupil Conferencing

• Work Scrutiny – alongside teacher’s planning

• Assessment data

• Learning walks

• Learning environment

EVIDENCE ATTAINED FROM THESE FOLLOWS ON THE NEXT SLIDES (SPLIT INTO YEAR GROUPS)



COMPUTING IN EYFS

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - GENERAL



INFORMATION TECHNOLOGY - DATA



INFORMATION 
TECHNOLOGY -
MULTIMEDIA



INFORMATION TECHNOLOGY -
COMMUNICATION



COMPUTING SCIENCE



DIGITAL LITERACY – E-SAFETY  



DIGITAL LITERACY – HOW A COMPUTER WORKS  



COMPUTING IN YEAR 1

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - DATA

Yarmouth –

- Collect data on a topic 
(eye colour, pets etc.) (yr 1)
- Present data in a 
pictogram independently 
(yr 1)



INFORMATION TECHNOLOGY -
MULTIMEDIA

Yarmouth -

- Take pictures and videos on a 
media device (yr 1)

https://drive.google.com/drive/folders/17nF

YBDjv97C74ubiKOHoMuYkEuhqit-S

Video examples at this link!

Yarmouth -

- Use pictures to create short 
simple animations (yr 1)

https://drive.google.com/drive/fol

ders/1HN4H2iW80I_XYBBWC1

JFULwJHj0cvYFy

Video examples at this link

https://drive.google.com/drive/folders/17nFYBDjv97C74ubiKOHoMuYkEuhqit-S
https://drive.google.com/drive/folders/1HN4H2iW80I_XYBBWC1JFULwJHj0cvYFy


INFORMATION TECHNOLOGY -
COMMUNICATION

Shalfleet and Yarmouth - Understand that you 
can edit and change digital content (yr 1)

Yarmouth –

- Understand that you can edit and change 
digital content (yr 1)
- Combine media with support to present 
information, e.g. text and images (yr 1)
- Explain what the basic parts of a computer are 
used for, e.g. mouse, screen, keyboard  (yr 1)

https://drive.google.com/drive/folders/1MqVzOPG92

h9nqL3K2IySOIqp_4tmAvLX

See documents that were created at this link

Yarmouth –

- Understand that you can edit and change 
digital content (yr 1)
- Select basic options to change the 
appearance of digital content (yr 1)
- Combine media with support to present 
information, e.g. text and images (yr 1)

https://drive.google.com/drive/folders/1MqVzOPG92h9nqL3K2IySOIqp_4tmAvLX


COMPUTING SCIENCE

Yarmouth -

- Understand what an algorithm is 
(yr 1)
- Create a simple algorithm (yr 1)

Yarmouth -

- Identify and list the steps of a 
known task in order (yr 1)
- Understand that we control 
computers by giving them 
instructions (yr 1)
- Create a simple program e.g. to 
control a sprite (yr 1) 
- Understand what an algorithm 
is (yr 1)
- Create a simple algorithm (yr 1)



DIGITAL LITERACY – E-SAFETY  

Shalfleet and Yarmouth – Self Image and Identity

- I can recognise that there may be people 

online who could make me feel sad, 

embarrassed or upset. (yr 1)

- If something happens that makes me feel sad, 

worried, uncomfortable or frightened I can 

give examples of when and how to speak to 

an adult I can trust. (yr 1)

Shalfleet and Yarmouth – Health, Well-being and Lifestyle

- I can explain rules to keep us safe when we are using technology both 

in and beyond the home, and I can give examples of some of these 

rules (yr 1)

Yarmouth – Online Relationships

- I can use the internet with adult support to communicate with people I 

know. (yr 1)

- I can explain why it is important to be considerate and kind to people 

online. (yr 1)
Yarmouth – Managing Online 

Information (Spr)

- I can use the internet to find 

things out. (yr 1)

Yarmouth – Privacy and Security

- I can use the internet with adult support to 

communicate with people I know. (yr 1)

- I can explain why it is important to be considerate 

and kind to people online. (yr 1)

Yarmouth – Online Reputation

- Through discreet teaching I can recognise 

that information can stay online and could 

be copied. (yr 1)

- Through discreet teaching I can describe 

what information I should not put online 

without asking a trusted adult first. (yr 1)



DIGITAL LITERACY – E-SAFETY (CTD) 

Yarmouth – Privacy and Security

- I can recognise more detailed examples of information that is personal to 

me (e.g. where I live, my family’s names, where I go to school). (yr 1)

- I can explain why I should always ask a trusted adult before I share any 

information about myself online. (yr 1)

- I can explain how passwords can be used to protect information and 

devices. (yr 1)

Yarmouth – Privacy and Security

- I can explain why work I 

create using technology 

belongs to me. (yr 1)

- I can say why it belongs to me 

(e.g. ‘it is my idea’ or ‘I 

designed it’). (yr 1)

- I can save my work so that 

others know it belongs to me 

(e.g. filename, name on 

content). (yr 1)



DIGITAL LITERACY – HOW A COMPUTER WORKS  



COMPUTING IN YEAR 2

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - DATA

Shalfleet 

− Identify an object by asking yes/no 

questions (yr 1)

− Recognise charts, tables or 

branching databases and 

understand why we use them (yr

1)

− Identify an object using a branching 

database (yr 1)

− Recognise an error in a branching 

database. (yr 1)



INFORMATION TECHNOLOGY - MULTIMEDIA

Shalfleet 

- Select media (e.g. images, video, sound) to present 

information on a topic  (yr 1)

- Take pictures and videos on a media device (yr 1)

- Use photo editing software to simply edit pictures taken (e.g. 

change filters) (yr 2)



INFORMATION TECHNOLOGY -
COMMUNICATION

Shalfleet 

− Explain what the basic parts of a 

computer are used for, e.g. mouse, 

screen, keyboard  (yr 1)

− Recognise and use a range of input 

devices, e.g. mouse, keyboard, 

microphone, touchscreen (yr 2)

− Know where to save and open 

work (yr 2)

− Understand that you can edit and 

change digital content (yr 1)



COMPUTING SCIENCE

Shalfleet 

− Identify and 

explain patterns in 

groups of objects 

(yr 1)



DIGITAL LITERACY – E-SAFETY  

Shalfleet – Self Image and Identity

- I can explain how other 

people’s identity online can be 

different to their identity in real 

life. (yr 2)

- I can describe ways in which 

people might make themselves 

look different online. (yr 2)

- I can give examples of issues 

online that might make me feel 

sad, worried, uncomfortable or 

frightened; I can give examples 

of how I might get help. (yr 2)

Shalfleet – Health, Well-being and 

Lifestyle

- I can explain simple guidance for 

using technology in different 

environments and settings.(yr 2)

- I can say how those rules/guides 

can help me. (yr 2)

Shalfleet – Online Relationships

- I can use the internet to communicate 

with people I don’t know well (e.g. email 

a penpal in another school/ country). (yr

2)

- I can give examples of how I might use 

technology to communicate with others 

I don’t know well. (yr 2)

Shalfleet – Online Bullying 

− I understand how bullying can make 

someone feel.    (yr 2)

− I can talk about how someone 

can/would get help about being 

bullied online or offline. (yr 2)

Shalfleet – Privacy and Security

- I can describe how online 

information about me could be 

seen by others. (yr 2) 

- I can describe and explain some 

rules for keeping my 

information private. (yr 2)



DIGITAL LITERACY – HOW A COMPUTER WORKS  

- Recognise and use a 

range of input devices, e.g. 

mouse, keyboard, microphone, 

touchscreen (yr 2)

Shalfleet 

− Explain what the basic parts of a 

computer are used for, e.g. mouse, 

screen, keyboard  (yr 1)

− Recognise and use a range of input 

devices, e.g. mouse, keyboard, 

microphone, touchscreen (yr 2)



COMPUTING IN YEAR 3

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - DATA

Shalfleet 
− Create a branching database using pre-

prepared images and questions (yr 2)

− Independently plan out and create a 

branching database (yr 2)

− Evaluate a given branching database and 

suggest improvements (yr 2)

− Understand that the questions you ask 

are important, when collecting data (yr 2)

Shalfleet 
− Appreciate that different programs work 

with different types of data, e.g. text, 

number (yr 3)

− Know that there is a difference between 

data and information (yr 3)

− Understand the benefits of using a 

computer to create charts and databases   

(yr 3)



INFORMATION TECHNOLOGY -
MULTIMEDIA

Shalfleet - Use photo 

editing software to simply 

edit pictures taken (e.g. 

change filters) (yr 2)

Shalfleet - Create a short 

video joining 2 or more 

clips together (yr 2)

- Find out similar 

information in different 

formats, e.g. text, video, 

audio (yr 2)

- Introduce how a green 

screen can be used for 

pictures and video (yr 2)

See video at this link: 

https://drive.google.com/drive/

u/0/folders/1O1TidnAAce7cJ

G6qOHHxbZIMketGth5O

Yarmouth - Use pictures to 

create a more substantial 

animation. (yr 3) 

https://drive.google.com/drive/u/

0/folders/1Iko3EOJ43-

J3xwDwkut1_y9iwxgjlsoC

https://drive.google.com/drive/u/0/folders/1O1TidnAAce7cJG6qOHHxbZIMketGth5O
https://drive.google.com/drive/u/0/folders/1Iko3EOJ43-J3xwDwkut1_y9iwxgjlsoC


INFORMATION TECHNOLOGY -
COMMUNICATION

Yarmouth - Know how to 

copy text and images into a 

another document (yr 3)

Yarmouth and Shalfleet –
- Edit existing media to 

make new content with an 

awareness of copyright (yr

3)

- Evaluate existing and their 

own digital content (yr 3)

- Edit digital content to 

improve it according to 

feedback (yr 3) 

Yarmouth –
- Know how to copy text 
and images into a another 
document (yr 3)



COMPUTING SCIENCE

Shalfleet 
- Understand that the order of instructions in 

an algorithm is important (yr 2)

- Understand that instructions in an algorithm 

need to be clear and unambiguous (yr 2)

- Evaluate the success of an algorithm or 

program (yr 2)

-Identify and correct errors in a given algorithm 

or program (debugging) (yr 2)

Yarmouth
-Understand that the order of instructions in an 

algorithm is important (yr 2)

-Understand that instructions in an algorithm 

need to be clear and unambiguous (yr 2)

-Evaluate the success of an algorithm or 

program (yr 2)

-Identify and correct errors in a given algorithm 

or program (debugging) (yr 2)

Shalfleet 
-Understand that the order of instructions in an 

algorithm is important (yr 2)

-Understand that instructions in an algorithm 

need to be clear and unambiguous (yr 2)

-Evaluate the success of an algorithm or 

program (yr 2)



DIGITAL LITERACY – E-SAFETY  

Shalfleet and Yarmouth – Self image and identity 
- I can explain what is meant by the term ‘identity’. (yr 3)

- I can explain how I can represent myself in different ways online. 

(yr 3)

- I can explain ways in which and why I might change my identity 

depending on what I am doing online (e.g. gaming; using an avatar; 

social media). (yr 3)

Yarmouth – Health, well-being and 
lifestyle
I can explain why spending too much time using 

technology can sometimes have a negative 

impact on me; I can give some examples of 

activities where it is easy to spend a lot of time 

engaged (e.g. games, films, videos). (yr 3)

Shalfleet – Online Relationships
− I can explain some risks of communicating online with 

others I don’t know well. (yr 3)

− I can explain why I should be careful who I trust 

online and what information I can trust them with. (yr

3)

− I can explain why I can take back my trust in someone 

or something if I feel nervous, uncomfortable or 

worried. (yr 3)

− I can explain what it means to ‘know someone’ online 

and why this might be different from knowing 

someone in real life. (yr 3)

− I can explain what is meant by ‘trusting someone 

online’. I can explain why this is different from ‘liking 

someone online’. (yr 3)

Shalfleet – Online Bullying 
- I can explain what bullying is 

and can describe how people 

may bully others. (yr 3)

- I can describe rules about 

how to behave online and 

how I follow them. (yr 3)

Shalfleet – Privacy and Security
- I understand and can give reasons why passwords are 
important. (yr 3)
- I can describe simple strategies for creating and keeping 

passwords private. (yr 3)
- I can give reasons why I should only share information with 

people I choose to and can trust. I can explain that if I am not 
sure or I feel pressured, I should ask a trusted adult. (yr 3)

Shalfleet – Online Relationships
I can explain some risks of communicating online with others I 
don’t know well. (yr 3)
I can explain why I should be careful who I trust online and what 
information I can trust them with. (yr 3)
I can explain why I can take back my trust in someone or 
something if I feel nervous, uncomfortable or worried. (yr 3)
I can explain what it means to ‘know someone’ online and why 
this might be different from knowing someone in real life. (yr 3)
I can explain what is meant by ‘trusting someone online’. I can 
explain why this is different from ‘liking someone online’. (yr 3)



DIGITAL LITERACY – HOW A COMPUTER WORKS  

Shalfleet –

- Recognise and use a range of input devices, e.g. 

mouse, keyboard, microphone, touchscreen (yr 2)

- Recognise and use a range of output devices, e.g. 

printer, speakers, monitor/screen (yr 2)



COMPUTING IN YEAR 4

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - DATA

Yarmouth 

− Enter data into a database package 

and test  (yr 4)

− Draw conclusions from information 

stored in a database, table or chart 

(yr 4)

− Present data in a number of different 

ways to convey information (yr 4)



INFORMATION TECHNOLOGY - MULTIMEDIA

See the videos at this link: 

https://drive.google.com/driv

e/u/0/folders/11Bro3laPHz1

-7cNymxC2jV6NrBPbAf2C

Yarmouth 

− To be able to use sound effects, 

soundtracks and titles when editing 

videos (yr 4)

https://drive.google.com/drive/u/0/folders/11Bro3laPHz1-7cNymxC2jV6NrBPbAf2C


INFORMATION TECHNOLOGY -
COMMUNICATION

Yarmouth 

− Know how to copy text and images 

into a another document (yr 3)

− Design and create digital content for a 

specific purpose (yr 4) 

− Use a range of tools to edit and 

enhance media for a particular effect 

(yr 4)

Yarmouth (Spr)

− Evaluate existing and their own digital 

content (yr 3)



COMPUTING SCIENCE

Yarmouth and Shalfleet

- Use repetition to make programs 

more efficient (yr 4)

- Use forever loops in a program (yr 4)

Yarmouth 

- Use forever loops in a program (yr 4)



DIGITAL LITERACY – E-SAFETY  

Yarmouth and Shalfleet – Self 

image and Identity

- I can explain how my online 

identity can be different to 

the identity I present in ‘real 

life’. (yr 4)

- Knowing this, I can describe 

the right decisions about 

how I interact with others 

and how others perceive 

me. (yr 4)

Yarmouth – Health, well-

being and lifestyle

- I can explain how using 

technology can distract 

me from other things I 

might do or should be 

doing. (yr 4)

- I can identify times or 

situations when I might 

need to limit the amount 

of time I use technology. 

(yr 4)

Yarmouth – Online Relationships

− I can describe strategies for safe and fun experiences in a range of 

online social environments. (yr 4)

− I can give examples of how to be respectful to others online. (yr 4)

Yarmouth and Shalfleet – Online Bullying

- I can explain why I need to think 

carefully about how content I post 

might affect others, their feelings and 

how it may affect how others feel 

about them (their reputation). (yr 4)



DIGITAL LITERACY – E-SAFETY  

Yarmouth – Copyright and 

Ownership

− When searching on the 

internet for content to 

use, I can explain why I 

need to consider who 

owns it and whether I 

have the right to reuse 

it, and I can give some 

simple examples (yr 4)

Yarmouth – Privacy and Security

− I can explain how internet use can be monitored. (yr 4)

Yarmouth – Managing Online Information

− I can explain that some people I ‘meet online’ (e.g. through social media) may be 

computer programmes pretending to be real people. (yr 4)

Yarmouth – Online Relationships

− I can describe strategies for safe and fun experiences in a range of online social 

environments. (yr 4)

− I can give examples of how to be respectful to others online. (yr 4)



DIGITAL LITERACY – HOW A COMPUTER WORKS  

Yarmouth (Spr)

− Understand that that school 

computers are connected together in 

a network (yr 4)



COMPUTING IN YEAR 5

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - DATA

Yarmouth (Aut & Spr)

- Question a database using more complex searches (yr 5)

- Design and create a database (yr 5)



INFORMATION TECHNOLOGY - MULTIMEDIA

See videos here: 

https://drive.google.com/drive/u/0/folders/1zioj0

XANa1J3qI5G8NmNt5H8fX4S2Jyo

Yarmouth and Shalfleet-

-To be able to edit videos to 

include titles, voiceovers, 

volume boosting and to amend 

speed where necessary. (yr 5)

See videos here: 

https://drive.google.com/drive/u/0/folders/1b6N

28VXgsNL64TEEI6_UQYUuyIALwZA9

https://drive.google.com/drive/u/0/folders/1zioj0XANa1J3qI5G8NmNt5H8fX4S2Jyo
https://drive.google.com/drive/u/0/folders/1zioj0XANa1J3qI5G8NmNt5H8fX4S2Jyo
https://drive.google.com/drive/u/0/folders/1b6N28VXgsNL64TEEI6_UQYUuyIALwZA9


INFORMATION TECHNOLOGY -
COMMUNICATION

Yarmouth 

- Design and create digital content for a 

specific purpose (yr 4) 

- Collect, organise and present 

information effectively using a range 

of media (yr 4)

- Use a range of tools to edit and 

enhance media for a particular effect 

(yr 4)

Yarmouth 

- Identify and use appropriate 

hardware and software to fulfil a 

specific task (yr 5)

- Recognise the audience when 

designing and creating digital content  

(yr 5)

https://drive.google.com/drive/folders/1y1

9aZzp2snLIlgAFzqFNEARpQqblyACM

SEE DRIVE LINK FOR PPT AND 

WORD DOCUMENT EXAMPLES

https://drive.google.com/drive/folders/1y19aZzp2snLIlgAFzqFNEARpQqblyACM


COMPUTING SCIENCE

Shalfleet 

- Use repetition to make programs 

more efficient (yr 4)

Yarmouth

- Create a program using a range of 

events/inputs to control what 

happens (yr 4)

- Decompose a problem and create a 

solution for each step (yr 4)



DIGITAL LITERACY – E-SAFETY  

Yarmouth – Online relationships
- I can explain that there are some people I 
communicate with online who may want to 
do me or my friends harm. I can recognise
that this is not my/our fault. (yr 5)

Shalfleet – Self image and Identity

- I can explain how identity online can be 

copied, modified or altered. (yr 5)

- I can demonstrate responsible choices 

about my online identity, depending on 

context. (yr 5)

Shalfleet – Health, well-being and lifestyle

- I can describe ways technology can affect healthy sleep 

and can describe some of the issues. (yr 5)

- I can describe some strategies, tips or advice to promote 

healthy sleep with regards to technology. (yr 5)

Yarmouth – Self image and Identity

- I can explain how identity online can be 

copied, modified or altered. (yr 5)

- I can demonstrate responsible choices 

about my online identity, depending on 

context. (yr 5)

Yarmouth – Health, well-being and lifestyle

- I can describe ways technology can affect healthy sleep 

and can describe some of the issues. (yr 5)

- I can describe some strategies, tips or advice to promote 

healthy sleep with regards to technology. (yr 5)



DIGITAL LITERACY CTD – E-SAFETY  

Yarmouth – Privacy and Security 

- I can explain how many free apps or services 

may read and share my private information 

(e.g. friends, contacts, likes, images, videos, 

voice, messages, geolocation) with others. (yr

5)

Yarmouth – Managing Online Information 

- I can use different search technologies (yr 5)

- I can evaluate digital content and can explain 

how I make choices from search results. (yr 5)



DIGITAL LITERACY – HOW A COMPUTER WORKS  



COMPUTING IN YEAR 6

• Information Technology – Data

• Information Technology - Multimedia

• Information Technology – Communication

• Computing Science

• Digital Literacy – E-Safety

• Digital Literacy – How a computer works



INFORMATION TECHNOLOGY - DATA

Yarmouth

− Question a database using more 

complex searches (yr 5)

− Design and create a database (yr

5)

− Create a graph from a data (both 

databases and spreadsheets) (yr 5)

Yarmouth

− Use a range of mathematical 

formula with data (yr 5)

Shalfleet

− Question a database using more 

complex searches (yr 5)

− Design and create a database (yr

5)

− Create a graph from a data (both 

databases and spreadsheets) (yr 5)



INFORMATION TECHNOLOGY - MULTIMEDIA

Shalfleet

- To edit 

photos 

using more 

advanced 

terms such 

as 

(saturation 

and hue) 

(yr 5)

Yarmouth

- To create and edit photos 

independently for a purpose. (yr 6)

Yarmouth

- To create and edit an independent 

video project (yr 6)

https://youtu.be/UKJzrrqOrwU

https://youtu.be/UKJzrrqOrwU


INFORMATION TECHNOLOGY -
COMMUNICATION

Yarmouth 

- Identify and use appropriate hardware and 

software to fulfil a specific task (yr 5)

- - Recognise the audience when designing and 

creating digital content  (yr 5)

- - Understand the benefits of using technology 

to collaborate with others (yr 5)

- - Identify success criteria for creating digital 

content for a given purpose and audience (yr 6)



COMPUTING SCIENCE

Shalfleet –

- Predict what will happen in a program or 

algorithm (e.g. change of output) when the input 

changes (e.g. sensor, data or event) (yr 5)

- Use two-way selection, i.e. if… then… else… (yr 5)

-Understand the difference between and use if… 

then… and if… then… else... statements (yr 5)

Yarmouth –
- Recognise that different solutions exist for the same 

problem (yr 5)

- Predict what will happen in a program or algorithm 

(e.g. change of output) when the input changes (e.g. 

sensor, data or event) (yr 5)

- Create programs including repeat until loops (yr 5)

Shalfleet –

- Predict what will 

happen in a program or 

algorithm (e.g. change of 

output) when the input 

changes (e.g. sensor, 

data or event) (yr 5)

- Create programs 

including repeat until 

loops (yr 5)

Shalfleet –

- Predict what will happen in a 

program or algorithm (e.g. 

change of output) when the input 

changes (e.g. sensor, data or 

event) (yr 5)

- Use two-way selection, i.e. if… 

then… else… (yr 5)

-Understand the difference 

between and use if… then… and 

if… then… else... statements (yr 5)



DIGITAL LITERACY – E-SAFETY  

Yarmouth – Self image and Identity

- I can describe ways in which 

media can shape ideas about 

gender. (yr 6)

- I can identify messages about 

gender roles and make 

judgements based on them. (yr 6)

- I can challenge and explain why it 

is important to reject 

inappropriate messages about 

gender online. (yr 6)

Shalfleet – Health, Well-being and Lifestyle

- I can assess and action different strategies to 

limit the impact of technology on my health 

(e.g. nightshift mode, regular breaks, correct 

posture, sleep, diet and exercise). (yr 6)

- I can explain the importance of self-regulating 

my use of technology; I can demonstrate the 

strategies I use to do this (e.g. monitoring my 

time online, avoiding accidents ). (yr 6)

Shalfleet – Self Image and Identity

- I can demonstrate responsible 

choices about my online identity, 

depending on context. (yr 5)

Yarmouth – Privacy and Security

- I use different passwords for a 

range of online services. (yr 6)

- I can describe effective 

strategies for managing those 

passwords (e.g.password

managers, acronyms, stories). 

(yr 6)

- I know what to do if my 

password is lost or stolen. (yr

6)
Shalfleet – Online Relationships

- I can explain how impulsive 

and rash communications 

online may cause problems 

(e.g. flaming, content 

produced in live 

streaming). (yr 6)

- I can demonstrate how I 

would support others 

(including those who are 

having difficulties) online 

(yr 6)

- I can demonstrate ways of 

reporting problems online 

for both myself and my 

friends. (yr 6)



DIGITAL LITERACY – E-SAFETY

Shalfleet – Online Reputation

- I can explain how I am 

developing an online 

reputation which will allow 

other people to form an 

opinion of me. (yr 6)

Shalfleet – Self image and Identity

- I can describe ways in which 

media can shape ideas about 

gender. (yr 6)

- I can identify messages about 

gender roles and make 

judgements based on them. (yr 6)

- I can challenge and explain why it 

is important to reject 

inappropriate messages about 

gender online. (yr 6)

Yarmouth – Health, well-being and lifestyle

− I can assess and action different strategies to limit the 

impact of technology on my health (e.g. nightshift 

mode, regular breaks, correct posture, sleep, diet and 

exercise). (yr 6)

− I can explain the importance of self-regulating my use 

of technology; I can demonstrate the strategies I use 

to do this (e.g. monitoring my time online, avoiding 

accidents ). (yr 6)

Yarmouth – Self image and Identity

− I can challenge and explain why 

it is important to reject 

inappropriate messages about 

gender online. (yr 6)

− I can describe issues online that 

might make me or others feel 

sad, worried, uncomfortable or 

frightened. I know and can give 

examples of how I might get 

help, both on and offline. (yr 6)

− I can explain why I should keep 

asking until I get the help I need. 

(yr 6)

Shalfleet – Health, well-being and lifestyle

− I can assess and action different strategies to limit the impact of technology on my health (e.g. nightshift mode, regular 

breaks, correct posture, sleep, diet and exercise). (yr 6)

− I can explain the importance of self-regulating my use of technology; I can demonstrate the strategies I use to do this 

(e.g. monitoring my time online, avoiding accidents ). (yr 6)



NEXT STEPS – 2020-21

NEXT STEPS INDIVIDUALS/

TEAM

ACTIONS

To capture pupil voice on the subject 

and the delivery of the learning

Subject lead - Create questionnaires (adapted for each key stage) in 

order to capture pupil voice.

- Use leadership time to go to both school sites and 

capture the pupils views

- Use the views of the pupils to reflect on the subject 

within the federation and create actions based on the 

children’s views.

To prioritise gathering evidence of 

learning in areas most affected by the 

pandemic (e.g. How a computer works) 

Subject 

lead/teachers

- Disseminate to the teachers areas which were the 

strongest for coverage and evidence last year.

- Outline the importance of the areas that need the 

coverage.

- Guide the teachers on the use of assessment documents 

to identify the relevant targets that need to be addressed 

within the focus areas.

- Outline that these will be a focus of planning and work 

scrutiny.



NEXT STEPS – PT 2

NEXT STEPS INDIVIDUALS/

TEAM

ACTIONS

To ensure all new computing 

equipment (from Freshwater) has all 

relevant software on. 

Subject lead/IT 

manager

- Review iPads and laptops for key software such as Scratch 

and Scratch JR.

- Give the IT manager a list of software required for the 

curriculum.

- Follow up with the IT manager if there are any issues with 

the software.

To observe the teaching of computing 

(something not possible last year due to 

bubbling) 

Subject lead - To make time to schedule in one computing observation 

of each class in the federation.

- To inform teachers ahead of time when these 

observations will be. 

- To observe the classes.

- To give feedback along specific criteria decided 

beforehand based on planning and the lesson area (e.g. 

digital literacy or computing science).

- To follow up with the class teacher to see evidence of the 

feedback being followed up.



NEXT STEPS – PT 3

NEXT STEPS INDIVIDUALS/

TEAM

ACTIONS

To set up a consistent VPN connection 

to allow file access

Subject lead/IT 

Manager

- To notify the IT manager of the need for a VPN 

- Allow the IT manager access to the laptop to set up the 

VPN

- To use the VPN to access the pupil documents in order 

to access files directly for work scrutiny. 

- To use the files as evidence in the portfolios.

- To use the files to give more detailed work scrutiny 

feedback to teachers.


