
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. Computer Systems and Networks

2. Creating Media

3. Data and Information

4. Programming

5. Vocabulary and Resources

6. Overview of coverage (Split into EYFS and KS1, LKS2, and UKS2)







FEDERATION COVERAGE – EYFS & KS1



FEDERATION COVERAGE – LKS2



FEDERATION COVERAGE – UKS2



PLANNING DOCUMENTS – MEDIUM TERM

AUTUMN SPRING SUMMER



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
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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)



SHALFLEET – EYFS TO 
YEAR 6



COMPUTING IN EYFS

• Computer Systems and Networks

• Data and Information

• Programming

• Other



COMPUTER SYSTEMS AND NETWORKS
- Knows what a keyboard is

- Knows how to log in and out

- Knows how to control a mouse including clicking

- Have explored different hardware

- Can take photos using a camera app



DATA AND INFORMATION
- Can sort and categorise  objects

- Can sort people into groups

- Can use yes/no sorting questions

- Can use a branching database physically

- Can interpret basic pictograms



PROGRAMMING
- Can follow instructions

- Can give instructions

- Can read simple instructions

- Can read directional arrows

- Can give a Bee-bot a simple command

- Can debug instructions when they go wrong



OTHER



COMPUTING IN YEAR 1

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Identify technology

- Identify a computer and its main parts

- Use a mouse in different ways

- Use a keyboard to type on a computer

- Use the keyboard to edit text

- Create rules for using technology responsibly



CREATING MEDIA
- Describe what different freehand tools do

- Use the shape tool and the line tools

- Make careful choices when painting a digital picture

- 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

- 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 used the tools that I chose
- Compare typing on a computer to writing on paper



DATA AND INFORMATION
• Label objects

• Identify that objects can be counted

• Describe objects in different ways

• Count objects with the same properties

• Compare groups of objects

• Answer questions about groups of objects



PROGRAMMING
• 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 sequences

• Plan a simple program

• Find more than one solution to a problem

• Choose a command for a given purpose

• Show that a series of commands can be joined together

• Identify the effect of changing a value

• Explain that each sprite has its own instructions

• Design the parts of a project

• Use my algorithm to create a program



COMPUTING IN YEAR 2

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Recognise the uses and features of information technology

- Identify the uses of information technology in the school

- Identify information technology beyond school

- Explain how information technology helps us

- Explain how to use information technology safely

- Recognise that choices are made when using information 

technology



CREATING MEDIA
- Use a digital device to take a photograph

- Make choices when taking a photograph

- Describe what makes a good photograph

- Decide how photographs can be improved

- Use tools to change an image

- Recognise that photos can be changed

- Say how music can make us feel

- Identify that there are patterns in music

- Show how music is made from a series of notes

- Show how music is made from a series of notes

- Create music for a purpose

- Review and refine our computer work



DATA AND INFORMATION
• Recognise that we can count and compare objects using tally charts

• Recognise that objects can be represented 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



PROGRAMMING
• 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 program (series of 

commands)

• Explain that programming projects can have code and artwork

• Design an algorithm

• Create and debug a program that I have written

• Explain that a sequence of commands has a start

• Explain that a sequence of commands has an outcome

• Create a program using a given design

• Change a given design

• Create a program using my own design

• Decide how my project can be improved



COMPUTING IN YEAR 3

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Explain how digital devices function

- Identify input and output devices

- Recognise how digital devices can change the way we work

- Explain how a computer network can be used to share 

information

- Explore how digital devices can be connected

- Recognise the physical components of a network



CREATING MEDIA
- Explain that animation is a sequence of drawings or photographs

- Relate animated movement with a sequence of images

- Plan an animation

- Identify the need to work consistently and carefully

- Review and improve an animation

- Evaluate the impact of adding other media to an animation

- Recognise how text and images convey information

- Recognise that text and layout can be edited

- 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



DATA AND INFORMATION
• 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 shown in a pictogram with a branching 

database



PROGRAMMING
• Explore a new programming environment

• Identify that commands have an outcome

• Explain that a program 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

• Explain how a sprite moves in an existing project

• Create a program to move a sprite in four directions

• Adapt a program to a new context

• Develop my program by adding features

• Identify and fix bugs in a program

• Design and create a maze-based challenge



COMPUTING IN YEAR 4

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Describe how networks physically connect to other networks

- Recognise how networked devices make up the internet

- Outline how websites can be shared via the World Wide Web 

(WWW)

- Describe how content can be added and accessed on the World 

Wide Web (WWW)

- Recognise how the content of the WWW is created by people

- Evaluate the consequences of unreliable contentVideo of role playing sending a 

message to a switch



CREATING MEDIA
- Identify that sound can be digitally recorded

- Use a digital device to record sound

- Explain that a digital recording is stored as a file

- Explain that audio can be changed through editing

- Show that different types of audio can be combined and played 

together

- Evaluate editing choices made

- Explain that digital images can be changed

- Change the composition of an image

- 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



DATA AND INFORMATION
• Explain that data gathered over time can be used to answer 

questions

• Use a digital device to collect data automatically

• Explain that a data logger collects ‘data points’ from sensors over 

time

• Use data collected over a long duration to find information

• Identify the data needed to answer questions

• Use collected data to answer questions



PROGRAMMING
• Identify that accuracy in programming is important

• Create a program in a text-based language

• Explain what ‘repeat’ means

• Modify a count-controlled loop to produce a given outcome

• Decompose a task into small steps

• Create a program that uses count-controlled loops to produce a 

given outcome

• Develop the use of count-controlled loops in a different 

programming environment

• Explain that in programming there are infinite loops and count 

controlled loops

• Develop a design that includes two or more loops which run at the 

same time

• Modify an infinite loop in a given program

• Design a project that includes repetition

• Create a project that includes repetition



COMPUTING IN YEAR 5

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Explain that computers can be connected together to form 

systems

- Recognise the role of computer systems in our lives 

- Identify how to use a search engine

- Describe how search engines select results

- Explain how search results are ranked

- Recognise why the order of results is important, and to whom



CREATING MEDIA
- Explain what makes a video effective

- Identify digital devices that can record video

- Capture video using a range of techniques

- Create a storyboard

- Identify that video can be improved through reshooting and 

editing

- Consider the impact of the choices made when making and 

sharing a video

- Identify that drawing tools can be used to produce different 

outcomes

- Create a vector drawing by combining shapes

- Use tools to achieve a desired effect

- Recognise that vector drawings consist of layers

- Group objects to make them easier to work with

- Evaluate my vector drawing



DATA AND INFORMATION
• 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 programs can be used to compare data 

visually

• Apply my knowledge of a database to ask and answer real-world 

questions



PROGRAMMING
• Explain how selection is used in computer programs

• Relate that a conditional statement connects a condition to an 

outcome

• Explain how selection directs the flow of a program

• Design a program which uses selection

• Create a program which uses selection

• Evaluate my program



COMPUTING IN YEAR 6

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Explain the importance of internet addresses

- Recognise how data is transferred across the internet

- Explain how sharing information online can help people to work 

together 

- Evaluate different ways of working together online

- Recognise how we communicate using technology

- Evaluate different methods of online communication



CREATING MEDIA
- Review an existing website and consider its structure

- Plan the features of a web page

- Consider the ownership and use of images (copyright)

- Recognise the need to preview pages

- Outline the need for a navigation path

- Recognise the implications of linking to content owned by other 

people

- Use a computer to create and manipulate three-dimensional (3D) 

digital objects

- Compare working digitally with 2D and 3D graphics

- Construct a digital 3D model of a physical object

- Identify that physical objects can be broken down into a 

collection of 3D shapes

- Design a digital model by combining 3D objects

- Develop and improve a digital 3D model



DATA AND INFORMATION
• Identify questions which can be answered using data

• Explain that objects can be described using data

• Explain that formulas can be used to produce calculated data

• Apply formulas to data, including duplicating

• Create a spreadsheet to plan an event

• Choose suitable ways to present data



PROGRAMMING
• Define a ‘procedure’ as something that can be run multiple times

• Explain why a procedure is used in a program

• Choose how to improve a game by using procedures

• Define a ‘variable’ as something that is changeable

• Explain why a variable is used in a program

• Choose how to improve a game by using variables

• Design a project that builds on a given example

• Use my design to create a project

• Evaluate my project



YARMOUTH – EYFS TO 
YEAR 6



COMPUTING IN EYFS

• Computer Systems and Networks

• Data and Information

• Programming

• Other



COMPUTER SYSTEMS AND NETWORKS
- Knows what a keyboard is

- Knows how to log in and out

- Knows how to control a mouse including clicking

- Have explored different hardware

- Can take photos using a camera app



DATA AND INFORMATION
- Can sort and categorise  objects

- Can sort people into groups

- Can use yes/no sorting questions

- Can use a branching database physically

- Can interpret basic pictograms



PROGRAMMING
- Can follow instructions

- Can give instructions

- Can read simple instructions

- Can read directional arrows

- Can give a Bee-bot a simple command

- Can debug instructions when they go wrong

Video following instructions



OTHER Staying safe with 

gadgets discussion



COMPUTING IN YEAR 1

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Identify technology

- Identify a computer and its main parts

- Use a mouse in different ways

- Use a keyboard to type on a computer

- Use the keyboard to edit text

- Create rules for using technology responsibly



CREATING MEDIA
- Describe what different freehand tools do

- Use the shape tool and the line tools

- Make careful choices when painting a digital picture

- 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

- 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 used the tools that I chose
- Compare typing on a computer to writing on paper



DATA AND INFORMATION
• Label objects

• Identify that objects can be counted

• Describe objects in different ways

• Count objects with the same properties

• Compare groups of objects

• Answer questions about groups of objects



PROGRAMMING
• 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 sequences

• Plan a simple program

• Find more than one solution to a problem

• Choose a command for a given purpose

• Show that a series of commands can be joined together

• Identify the effect of changing a value

• Explain that each sprite has its own instructions

• Design the parts of a project

• Use my algorithm to create a program



COMPUTING IN YEAR 2

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Recognise the uses and features of information technology

- Identify the uses of information technology in the school

- Identify information technology beyond school

- Explain how information technology helps us

- Explain how to use information technology safely

- Recognise that choices are made when using information 

technology



CREATING MEDIA
- Use a digital device to take a photograph

- Make choices when taking a photograph

- Describe what makes a good photograph

- Decide how photographs can be improved

- Use tools to change an image

- Recognise that photos can be changed

- Say how music can make us feel

- Identify that there are patterns in music

- Show how music is made from a series of notes

- Show how music is made from a series of notes

- Create music for a purpose

- Review and refine our computer work



DATA AND INFORMATION
• Recognise that we can count and compare objects using tally charts

• Recognise that objects can be represented 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



PROGRAMMING
• 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 program (series of 

commands)

• Explain that programming projects can have code and artwork

• Design an algorithm

• Create and debug a program that I have written

• Explain that a sequence of commands has a start

• Explain that a sequence of commands has an outcome

• Create a program using a given design

• Change a given design

• Create a program using my own design

• Decide how my project can be improved



COMPUTING IN YEAR 3

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Explain how digital devices function

- Identify input and output devices

- Recognise how digital devices can change the way we work

- Explain how a computer network can be used to share 

information

- Explore how digital devices can be connected

- Recognise the physical components of a network



CREATING MEDIA
- Explain that animation is a sequence of drawings or photographs

- Relate animated movement with a sequence of images

- Plan an animation

- Identify the need to work consistently and carefully

- Review and improve an animation

- Evaluate the impact of adding other media to an animation

- Recognise how text and images convey information

- Recognise that text and layout can be edited

- 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



DATA AND INFORMATION
• 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 shown in a pictogram with a branching 

database



PROGRAMMING
• Explore a new programming environment

• Identify that commands have an outcome

• Explain that a program 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

• Explain how a sprite moves in an existing project

• Create a program to move a sprite in four directions

• Adapt a program to a new context

• Develop my program by adding features

• Identify and fix bugs in a program

• Design and create a maze-based challenge



COMPUTING IN YEAR 4

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Describe how networks physically connect to other networks

- Recognise how networked devices make up the internet

- Outline how websites can be shared via the World Wide Web 

(WWW)

- Describe how content can be added and accessed on the World 

Wide Web (WWW)

- Recognise how the content of the WWW is created by people

- Evaluate the consequences of unreliable content

Creating Music in Chrome Lab

Acting Out Sending Info Via 

Router and Networks



CREATING MEDIA
- Identify that sound can be digitally recorded

- Use a digital device to record sound

- Explain that a digital recording is stored as a file

- Explain that audio can be changed through editing

- Show that different types of audio can be combined and played 

together

- Evaluate editing choices made

- Explain that digital images can be changed

- Change the composition of an image

- 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



DATA AND INFORMATION
• Explain that data gathered over time can be used to answer 

questions

• Use a digital device to collect data automatically

• Explain that a data logger collects ‘data points’ from sensors over 

time

• Use data collected over a long duration to find information

• Identify the data needed to answer questions

• Use collected data to answer questions



PROGRAMMING
• Identify that accuracy in programming is important

• Create a program in a text-based language

• Explain what ‘repeat’ means

• Modify a count-controlled loop to produce a given outcome

• Decompose a task into small steps

• Create a program that uses count-controlled loops to produce a 

given outcome

• Develop the use of count-controlled loops in a different 

programming environment

• Explain that in programming there are infinite loops and count 

controlled loops

• Develop a design that includes two or more loops which run at the 

same time

• Modify an infinite loop in a given program

• Design a project that includes repetition

• Create a project that includes repetition



COMPUTING IN YEAR 5

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Explain that computers can be connected together to form 

systems

- Recognise the role of computer systems in our lives 

- Identify how to use a search engine

- Describe how search engines select results

- Explain how search results are ranked

- Recognise why the order of results is important, and to whom



CREATING MEDIA
- Explain what makes a video effective

- Identify digital devices that can record video

- Capture video using a range of techniques

- Create a storyboard

- Identify that video can be improved through reshooting and 

editing

- Consider the impact of the choices made when making and 

sharing a video

- Identify that drawing tools can be used to produce different 

outcomes

- Create a vector drawing by combining shapes

- Use tools to achieve a desired effect

- Recognise that vector drawings consist of layers

- Group objects to make them easier to work with

- Evaluate my vector drawing



DATA AND INFORMATION
• 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 programs can be used to compare data 

visually

• Apply my knowledge of a database to ask and answer real-world 

questions



PROGRAMMING
• Explain how selection is used in computer programs

• Relate that a conditional statement connects a condition to an 

outcome

• Explain how selection directs the flow of a program

• Design a program which uses selection

• Create a program which uses selection

• Evaluate my program



COMPUTING IN YEAR 6

• Computer Systems and Networks

• Creating Media

• Data and Information

• Programming



COMPUTER SYSTEMS AND NETWORKS
- Explain the importance of internet addresses

- Recognise how data is transferred across the internet

- Explain how sharing information online can help people to work 

together 

- Evaluate different ways of working together online

- Recognise how we communicate using technology

- Evaluate different methods of online communication

https://docs.google.com/presentation/d/1AJekI1j

rgrZzHCpym34n7iqITJAGTbRb/edit#slide=id.p6 Shared Google Slides

https://docs.google.com/presentation/d/1AJekI1jrgrZzHCpym34n7iqITJAGTbRb/edit#slide=id.p6


CREATING MEDIA
- Review an existing website and consider its structure

- Plan the features of a web page

- Consider the ownership and use of images (copyright)

- Recognise the need to preview pages

- Outline the need for a navigation path

- Recognise the implications of linking to content owned by other 

people

- Use a computer to create and manipulate three-dimensional (3D) 

digital objects

- Compare working digitally with 2D and 3D graphics

- Construct a digital 3D model of a physical object

- Identify that physical objects can be broken down into a 

collection of 3D shapes

- Design a digital model by combining 3D objects

- Develop and improve a digital 3D model



DATA AND INFORMATION
• Identify questions which can be answered using data

• Explain that objects can be described using data

• Explain that formulas can be used to produce calculated data

• Apply formulas to data, including duplicating

• Create a spreadsheet to plan an event

• Choose suitable ways to present data



PROGRAMMING
• Define a ‘procedure’ as something that can be run multiple times

• Explain why a procedure is used in a program

• Choose how to improve a game by using procedures

• Define a ‘variable’ as something that is changeable

• Explain why a variable is used in a program

• Choose how to improve a game by using variables

• Design a project that builds on a given example

• Use my design to create a project

• Evaluate my project



ACTION PLAN


