
Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

NC Objective Area NC Objective Area 

K
S
1.1 

To understand what algorithms are; how 
they are implemented as programs on 

digital devices and that programs execute 
by following precise and unambiguous 

instructions. 

CS 

K
S
2
.1 

To design, write and debug programs that 
accomplish specific goals, including 

controlling or simulating physical systems; 
solve problems by decomposing them into 

smaller parts. 

CS 

K
S
1.2

 

To create and debug simple programs. CS K
S
2
.2

 

To use sequence, selection, and repetition in 
program; work with variables and various 

forms of input and output. 

CS 

K
S
1.3

 

To use logical reasoning to predict the 
behaviour of simple programs. 

CS K
S
2
.3

 

To use logical reasoning to explain how some 
simple algorithms work and to detect and 
correct errors in algorithms and programs. 

CS 

K
S
1.4

 

To use technology purposefully to create, 
organise, store, manipulate and retrieve 

digital content. 

DL 

K
S
2
.4

 

To 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. 

IT 

K
S
1.5

 

To recognise common uses of information 
technology beyond school. 

IT K
S
2
.5

 

To use search technologies effectively, 
appreciate how results are selected and 
ranked, and be discerning in evaluating 

DL 

K
S
1.6

 

To 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. 

DL 

K
S
2
.6

 

To 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. 

DL 

 

  

K
S
2
.7 

To use technology safely, respectfully and 
responsibly; recognise acceptable/

unacceptable behaviour; identify a range of 
ways to report concerns about content and 

contact. 

DL 

Abbreviation Meaning  

CS Computing Science Computing Strand 

IT Information Technology Computing Strand 

DL Digital Literacy Computing Strand 

CS&N Computer Systems and Networks Unit Name 

D&I Data and Information Unit Name 

2022-2023 Computing Long Term Plan 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 1 Year 1 Computing  

KS1 Objectives Term 1.1 Term 1.2 Term 2.1  

Focus 
E-Safety and Simple 

Programming 
CS&N: Introduction Simple Programming 

 

To understand what 
algorithms are, how they 

are implemented as 
programs on digital device 
and that programs execute 
by following precise and 

unambiguous instructions. 

To understand that Beebot 
cannot think for itself and 

that it requires precise 
instructions. To know that 

these instructions are called 
programs and that these 

contain algorithms. 

 

To recap work on Beebot 
and the terms algorithm 
and program. To create 

precise and unambiguous 
directional instructions. 

K
S
1.1 

To create and debug simple 
programs. 

To create simple programs 
for Beebot. To understand 

what debugging is. To 
debug simple programs. 

 

To recap understanding of 
the term debug. To debug 

simple directional 
programs. 

K
S
1.2

 

To use logical reasoning to 
predict the behaviour of 

simple programs. 

To understand that we can 
interpret algorithms and 
know what will happen 
when we use a simple 

program. 

 
To evaluate the efficiency of 

an algorithm.  

K
S
1.3

 

To use technology 
purposefully to create, 

organise, store, manipulate 
and retrieve digital content. 

 

To learn how to create, 
save, retrieve, print, and 

search for work. To become 
familiar with different types 

of resources. 

 

K
S
1.4

 

To recognise common uses 
of information technology 

beyond school. 

To understand that we use 
technology in our homes. 
To link our understanding 

of technology to experiences 
outside of school and 

during EYFS. 

  

K
S
1.5

 

To 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. 

To know how to use 
technology safely. To 

understand our personal 
responsibility when using 
technology and accessing 

the internet. 

To log in safely and start to 
understand the idea of 

‘ownership’ of their creative 
work. To understand the 

importance of logging out 
when finished. 

To recap understanding of 
safe, respectful technology 

use. To know that 
passwords must be kept 

safe and secure. 

K
S
1.6

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 1 Year 1 Computing  

KS1 Objectives Term 2.2 Term 3.1 Term 3.2  

Focus Digital Writing D&I: Group and Sort Data Simple Programming  

To understand what 
algorithms are, how they 

are implemented as 
programs on digital devices 
and that programs execute 
by following precise and 

unambiguous instructions. 

  
To understand what coding 
is. To be able to explain the 
purpose of computer code.  

K
S
1.1 

To create and debug simple 
programs. 

  

To create and debug a 
simple digital program. To 

know how to test and 
improve algorithms. 

K
S
1.2

 

To use logical reasoning to 
predict the behaviour of 

simple programs. 
  

To understand that 
directional algorithms can 
be used across a variety of 

physical and digital 
systems. 

K
S
1.3

 

To use technology 
purposefully to create, 

organise, store, manipulate 
and retrieve digital content. 

To understand the function 
of the keyboard. To be able 

to create, edit, and save 
simple digital content. 

To sort, compare, and 
group items, based on a 

variety of criteria. To 
understand why and how 
data is labelled and sorted 

on a computer. To 
understand that data can 
be represented in different 

ways. 

 

K
S
1.4

 

To recognise common uses 
of information technology 

beyond school. 

To understand the variety of 
content a laptop can create. 

To evaluate the 
effectiveness of computers 

for different tasks. 

  

K
S
1.5

 

To 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. 

To recap how to login and 
logout safely. To know how 

to save work. 

To recap how to login and 
logout safely. To know how 

to save work. 

To recap how to login and 
logout safely. To know how 

to save work. 

K
S
1.6

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 2 Year 2 Computing  

KS1 Objectives Term 1.1 Term 1.2 Term 2.1  

Focus 
E-Safety and Simple 

Programming 
Online Research and 

Presentation Simple Programming  

To understand what 
algorithms are, how they 

are implemented as 
programs on digital devices 
and that programs execute 
by following precise and 

unambiguous instructions. 

To recap the term 
‘algorithm’. To learn other 
key vocabulary required to 

program effectively.  

 

To recap key vocabulary 
and program your Beebot to 
follow precise instructions. 

To record algorithms 
accurately.  

K
S
1.1 

To create and debug simple 
programs. 

To create and debug simple 
programs. To develop 

programs to include more 
complexity. 

 

To program more complex 
directional instructions. To 
use computational thinking 

skills to debug code.  

K
S
1.2

 

To use logical reasoning to 
predict the behaviour of 

simple programs. 

To predict the result of 
simple programs. To apply 
this knowledge to a variety 
of more complex programs. 

 

To predict the behaviour of 
simple programs. To apply 
this knowledge to physical 

computing resources. 

K
S
1.3

 

To use technology 
purposefully to create, 

organise, store, manipulate 
and retrieve digital content. 

 

To understand where 
information comes from 

and research specific 
information, using selected 
websites. To refine search 

results. To conduct research 
and use this to create 

digital content. 

 

K
S
1.4

 

To recognise common uses 
of information technology 

beyond school. 

To be able to recognise 
different applications of 
programming in our own 

lives. 

To recognise the value of 
online research in our 
school and home lives.  

 

K
S
1.5

 

To 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. 

To know how to use 
technology and the internet 
safely. To understand our 

personal responsibility 
when using technology and 

accessing the internet. 

To stay safe online by using 
appropriate search engines. 

To understand that the 
internet contains vast 

amounts of data. To be 
able to safely and efficiently 

use search engines. 

 

K
S
1.6

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 2 Year 2 Computing  

KS1 Objectives Term 2.2 Term 3.1 Term 3.2  

Focus D&I: Pictograms CS&N: IT Around Us 
Making and Presenting 

Music 

 

To understand what 
algorithms are, how they 

are implemented as 
programs on digital devices 
and that programs execute 
by following precise and 

unambiguous instructions. 

   

K
S
1.1 

To create and debug simple 
programs.    

K
S
1.2

 

To use logical reasoning to 
predict the behaviour of 

simple programs. 
   

K
S
1.3

 

To use technology 
purposefully to create, 

organise, store, manipulate 
and retrieve digital content. 

To understand the term 
‘data’. To know how data 
can be used and stored. To 
recognise that we can count 
and compare objects using 

tally charts and pictograms. 
To know how to sort data 

based on different 
attributes. To explain that 
we can present information 

using a computer. 

 

To explore, edit and 
combine digital sounds. To 

develop musical 
compositions to alter style. 
To record and upload new 

sounds. 
K

S
1.4

 

To recognise common uses 
of information technology 

beyond school. 

To understand why data is 
sorted. 

To understand what IT 
means. To recognise the 

uses and features of 
information technology. To 
recognise uses of IT within 
and beyond of school. To 
explain how IT helps us. 

To understand how 
technology can be used to 
create music. To know that 

digital content can be 
represented in many forms.  

K
S
1.5

 

To 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. 

To recognise why some 
data should not be shared. 

To be able to explain safe 
technology use. To know the 
importance of responsible 

technology use. To 
recognise that choices are 

made when using IT. 

 

K
S
1.6

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 3 Year 3 Computing  

KS2 Objectives Term 1.1 Term 1.2 Term 2.1  

Focus E-safety 
Word Processing and 

Research 
Programming  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

  

To create & debug 
algorithms for simple 

directional programs. To 
create and debug simple, 
shape-based algorithms. 

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

  
To use sequence, selection 

and repetition in your 
programming.  

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

  
To use logical reasoning to 
detect and correct errors in 

simple programs.  

K
S
2
.3

 

To 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. 

To understand the purpose 
of online advertisements. To 
understand how to safely 

send and receive emails. To 
explore a variety of online 

communication. 

To identify and investigate 
methods of online 
communication.  

 

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content 

 

To identify factors that 
affect online search results. 
To be able to explain how 
searches return results.  

 

K
S
2
.5

 
To 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 

 

To be able to use a variety 
of word processing skills. To 
edit documents to improve 

effectiveness. 

 

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact 

To understand cyberbullying 
and how to address it. To 
understand the importance 
of  passwords and privacy 
settings. To understand our 

personal responsibility 
when using technology and 

accessing the internet. 

To identify how word order 
affects search results. To 
know how to save and 

share webpages. To be able 
to explain how to stay safe 

when communicating 
online. 

 

K
S
2
.7

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 3 Year 3 Computing  

KS2 Objectives Term 2.2 Term 3.1 Term 3.2  

Focus D&I: Branching Databases 
CS&N: Connecting 

Computers Programming  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

  

To recognise the effect of 
the order of commands in a 

program. To be able to 
manipulate inputs and 
processes to change 

outputs. 

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

  

To understand that 
programs are a 

combination of inputs, 
outputs and processes. 

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

  
To be able to predict how 
different programs will 

work. 

K
S
2
.3

 

To 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. 

 

To be able to explain what 
inputs, processes and 
outputs are. To make 
comparisons between 
digital and non-digital 
devices. To understand 

what networks are for. To 
recognise the benefits of 

using computer networks. 

 

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning 

in evaluating digital 
content. 

   

K
S
2
.5

 

To 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. 

To identify attributes of 
data. To identify objects 

using databases. To know 
how to sort data and use it 

to answer questions. To 
recognise features and 
purposes of branching 
databases.  To create a 
branching database. To 

compare data from 
pictograms and branching 

databases. 

.   

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

To understand that data 
must be treated respectfully 

and responsibly.  
  

K
S
2
.7

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

 Year 4 Year 4 Computing 

 KS2 Objectives Term 1.1 Term 1.2 Term 2.1 

 Focus E-safety and Programming  Word Processing Programming 

K
S
2
.1 

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

To use decomposition to 
break problems down into 
smaller parts. To design, 

write and debug a program. 

 

To create and debug an 
shape-based algorithms. To 
be able to apply knowledge 
of algorithms to a variety of 

software. 

K
S
2
.2

 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output 

To be able to use sequencing 
and repetition in our 

programming. To create and 
understand the purpose of 

variables. 

 

To understand the purpose 
of procedures. To be able to 
effectively create and use 
procedures in our code. 

K
S
2
.3

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

To evaluate coding and be 
able to predict the effects of 

changes we make. 
 

To use algorithmic 
knowledge to predict 

results. 

K
S
2
.4

 

To 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. 

   

K
S
2
.5

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content. 

 
To be able to effectively 

evaluate and use 
information found online. 

 

K
S
2
.6

 

To 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. 

 

To be able to format and 
design documents. To use 
tools to edit our work. To 
know how to design an 

effective document to fit a 
purpose or brief. 

 

K
S
2
.7

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

To understand our personal 
responsibility when using 
technology and accessing 

the internet. 

  



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 4 Year 4 Computing  

KS2 Objectives Term 2.2 Term 3.1 Term 3.2  

Focus D&I: Data Logging CS&N: The Internet Audio Editing  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

   

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

   

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

   

K
S
2
.3

 

To 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. 

.  

To describe how a variety of 
networks connect to one 

another. To understand how 
information can be shared 

via the internet. To 
understand how the internet 
and World Wide Web work.  

 

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content. 

 

To evaluate the reliability of 
online content and 

understand the 
consequences of unreliable 
content. To understand the 
limitations of the internet 

 

K
S
2
.5

 

To 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. 

To evaluate and abstract to 
identify relevant data. To be 
able to use data to answer 
questions. To understand 

the concept and function of 
data loggers. To be able to 
collect and sort a variety of 

data. 

 

To understand that audio 
can be digitally recorded, 
manipulated and played 

back. To know how digital 
audio is created, stored and 
shared. To be able to create, 

manipulate and share 
digital audio. To consider 

the effects of different 
editing choices. 

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

 

To understand that online 
content is created, owned 
and shared by people. To 

recognise our responsibility 
to use the internet safely 

and responsibly. 

 

K
S
2
.7

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 5 Year 5 Computing  

KS2 Objectives Term 1.1 Term 1.2 Term 2.1  

Focus E-Safety Programming Video Editing  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

 

To design and program a 
character-based game. To 
enhance our programs by 
adding effects. To create a 

program in accordance with 
a design brief/plan. 

 

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

 

To understand the function 
of a variable. To create and 

use variables within 
programs. 

 

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

 

To explain how simple 
programs work. To add 

explanatory commentary to 
code. 

 

K
S
2
.3

 

To 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. 

   

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content. 

To evaluate pieces of digital 
content. To identify features 
of digital content that may 

have been edited or 
manipulated. 

 
To consider the impact of 
the choices made when 

making and sharing video. 

K
S
2
.5

 

To 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. 

To use a variety of 
applications to investigate 
online safety principles.  

 

To explain what makes a 
video effective. To use a 
digital device to record 
video. To capture video 

using a range of 
techniques. To understand 
how to plan an effective 

video. To identify methods 
of improving our work.   

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

To understand the purpose 
of strong passwords and be 

able to create one. To be 
able to apply online safety 
rules to real-life scenarios. 

  

K
S
2
.7

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 5 Year 5 Computing  

KS2 Objectives Term 2.2 Term 3.1 Term 3.2  

Focus 
CS&N: Sharing 

Information D&I: Flat-File Databases Programming  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

   

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

  

To understand selection in 
programs. To recognise the 

role of selection in the 
program output. To design, 

create and evaluate a 
program that uses selection. 

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

   

K
S
2
.3

 

To 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. 

To understand the features 
and roles of computer 

systems. To understand 
how and why the internet is 
used to share information. 

To contribute to, and 
evaluate the efficiency of, 

online project work. 

  

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content. 

   

K
S
2
.5

 

To 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. 

 

To record information in a 
variety of formats. To 

understand what a flat-file 
database is. To understand 
how using databases can 
help to answer questions. 
To recognise a variety of 

outputs available in 
databases. 

 

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

To recognise acceptable/
unacceptable behaviour 

when working 
collaboratively online. 

  

K
S
2
.7

 



Uplands Primary School and Nursery 
Inspired to Achieve 
 

Respectful   -   Kind   -   Resilient   -   Brave   -   Motivated 

Year 6 Year 6 Computing  

KS2 Objectives Term 1.1 Term 1.2 Term 2.1  

Focus 
E-Safety and 
Programming  D&I: Spreadsheets Programming: Variables  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

To design a program in an 
appropriate and effective 

manner. To create a 
program according to a 
design brief. To edit a 
program to enhance 

immersion and interactivity.  

 
To design, create and 

evaluate a project based on 
an example program.  

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

To use sequencing to 
structure and control the 

timing of events. 
 

To further understand and 
define variables. To explain 
the function of variables in 

programs. 

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

To predict how adjustments 
in code will affect the 

sequencing. 
 

To explain how an example 
program works. To know 

how to improve a program 
using variables. 

K
S
2
.3

 

To 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. 

   

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content. 

   

K
S
2
.5

 

To 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. 

 

To identify questions which 
can be answered using 
data. To explain that 

objects can be described 
using data. To understand 

and use formulas to process 
data. To create and use 

spreadsheets to complete 
tasks and projects. To 

present data in appropriate 
ways. 

To investigate and evaluate 
the features of other 

programs. 

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

To understand our personal 
responsibility when using 
technology and accessing 

the internet. 

  

K
S
2
.7
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Year 6 Year 6 Computing  

KS2 Objectives Term 2.2 Term 3.1 Term 3.2  

Focus Website Design CS&N: Internet Legends Programming  

To design, write and debug 
programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; solve 

problems by decomposing 
them into smaller parts. 

  

To design and create a 
character-based program. 

To recognise the similarities 
and differences between 

programming applications. 
To add features to enhance 

programs. 

K
S
2
.1 

To use sequence, selection, 
and repetition in program; 
work with variables and 

various forms of input and 
output. 

  
To use selection to enhance 

our programs. 

K
S
2
.2

 

To use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs. 

  
To analyse and decompose 

code to recognise its 
features and function. 

K
S
2
.3

 

To 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. 

To understand the methods 
and implications of linking 

to other online content. 
  

K
S
2
.4

 

To use search technologies 
effectively, appreciate how 

results are selected and 
ranked, and be discerning in 
evaluating digital content. 

To evaluate websites and 
consider their structure and 
key features. To understand 

ownership of digital 
content. 

To identify and understand 
the role and influence of 

online media. To be able to 
identify security and 

privacy features online.  

 

K
S
2
.5

 

To 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. 

To understand the function 
of a variety of website 

features. 
 

To investigate and evaluate 
the features of 

programming software.  

K
S
2
.6

 

To use technology safely, 
respectfully and 

responsibly; recognise 
acceptable/unacceptable 

behaviour; identify a range 
of ways to report concerns 
about content and contact. 

 

To understand and identify 
unsafe online behaviour. To 
learn strategies to deal with 
unsafe online behaviour. To 
understand the benefits & 

pitfalls of online 
relationships.  

 

K
S
2
.7
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Unit Overview Devices/Applications 

Y1 1.1 
E-Safety & Simple Programming: Concept of E-Safety / Use Beebot, Discuss 

vocabulary, Create simple programs 
Beebot 

Y1 1.2 
CS&N: Purple Mash unit 1.1 / Explore purple mash, create documents, and 

add pictures,  familiarise with functions and log in. 
Laptop/Tablet, Purple Mash 

Y1 2.1 
Simple Programming: Simple directional programs on Beebot and on 2Go, 

Create algorithms for both 
Beebot, Laptop/Tablet, 2Go 

Programming 

Y1 2.2 Digital Writing (NCCE): Become familiar with devices, mouse and key-
board, Enter, change and remove text, Compare writing and typing 

Laptop, MS Word 

Y1 3.1 
D&I (NCCE): Intro to data and information, Label, group and search for 

data, How can computers group data? 
Laptop, MS Powerpoint/Word 

Y1 3.2 
Simple Programming: Use search engine safely, establish computing vo-

cabulary (code etc.), create backgrounds and characters in PM, create PM pro-
gram 

Laptop/Tablet, Purple Mash, 
Kiddle 

Y2 1.1 
E-Safety and Simple Programming: Concept of E-Safety / Recap vocabulary, 
create and character/storytelling programs in 2Code, see programming in real-

life contexts (e-books etc.) 

Laptop/Tablet, Purple Mash 
(2Code) 

Y2 1.2 Online Research and Presentation: Conduct online research about plastic 
pollution, create posters in MS Word, discuss safe online research (use Kiddle) 

Laptop/Tablet, MS Word, 
Kiddle 

Y2 2.1 
Simple Programming: Recap vocabulary and algorithms, create and debug 

complex Beebot programs (trace numbers etc.), create similar programs on 
2Code 

Laptop/Tablet, Beebot, Purple 
Mash (2Code) 

Y2 2.2 
D&I (NCCE): Collect data in tally charts, learn about ’attributes and use 

them to organise data, present data in pictogram, answer questions with col-
lected data  

Laptop/Tablet, j2e pictogram 
tool (website) 

Y2 3.1 
CS&N (NCCE): What is IT, identify examples of IT in wider world (shops, 

hospitals, libraries), importance of IT, responsibilities when using IT   

Y2 3.2 
Making and Presenting Music: Purple Mash unit 2.7 and 2.8 / add sounds 
to different pieces, express feeling in music, create and record original pieces, 

present music to class 

Laptop/Tablet, Headphones, 
Purple Mash 

Y3 1.1 
E-Safety: Address cyberbullying, safe sending and receiving of emails, 

strong passwords, online communication, websites and advertising online / 
plan a party online 

Laptop/Tablet 

Y3 1.2 
Word Processing and Research: Learn text case, alignment, bullets and 

numbering, keyboard shortcuts, insert and format text boxes / word order and 
the return search results 

Laptop/Tablet, MS Word, 
Search Engine 

Y3 2.1 
Programming: Logo—move, rotate, repeat, pen up, pen down commands, al-
gorithms to draw regular polygons / Scratch—create and debug program us-

ing selection and repetition 

Laptop, Turtle/FMS Logo, 
Scratch 

Y3 2.2 
D&I (NCCE): Understand and create branching database, sort data by 

attribute from yes/no questions, create physical/computer branching data-
bases, evaluate effectiveness 

J2e tool (branch tool) 

Y3 3.1 
CS&N (NCCE): Inputs, processes and outputs of digital devices, compare 

digital/non-digital devices, intro to networks, access points, network switches  Laptop, MS Paint (or similar) 

Y3 3.2 
Programming (NCCE): Sequencing, moving sprite in 4 directions, creating 
simple mazes, design backdrop and sprites, edit size and colour of all designs Laptop, Scratch 
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Unit Overview Devices/Applications 

Y4 1.1 
Programming: Create and debug scratch quiz, use sequencing and 

repetition to order and organise quiz questions Laptop, Scratch 

Y4 1.2 
Word Processing: Format images, design posters and evaluate effec-

tiveness, add hyperlinks, edit page layouts Laptop, MS Publisher/MS Word 

Y4 2.1 
Programming: Create procedures, recap commands, draw and colour 

shapes, produce text and arcs Laptop, Turtle/FMS Logo 

Y4 2.2 
D&I (NCCE): How and why is data collected over time? Sensors that 
monitor environments, collect data over extended time period, examine 

data points and intervals, review and analyse data 
Laptop/Tablet, Data-Logging tool 

Y4 3.1 
CS&N (NCCE): See internet as network of networks, what is the 

WWW? Who owns content online? Evaluate online content (honest/
accurate/reliable?) 

Laptop, Search Engine, Chrome Mu-
sic Lab (Website) 

Y4 3.2 
Audio Editing (NCCE): Audio capture devices, microphones and speak-
ers, ownership of digital audio, produce podcast on Audacity (record au-

dio, multiple tracks, edit audio) 
Laptop, Search Engine, Audacity 

Y5 1.1 
E-Safety: Identify spam emails, create website citations for infor-
mation, create strong passwords, evaluate and edit photos, create E-

Safety comic  

Laptop/Tablet, Search Engine, 
Snapseed (photo editor) 

Y5 1.2 
Programming: Create character games (splat game, maze game), in-
clude multiple sprites (enemy), backdrops, point-scoring, levels, effects Laptop, Scratch 

Y5 2.1 
Video Editing (NCCE): Create short videos in small groups, develop 

skills and vocab for capturing and editing  video, evaluate video projects 
for effectiveness 

Laptop, Video recording device, Vid-
eo editing tool (MS Video Editor) 

Y5 2.2 
CS&N (NCCE): How is information transferred between devices? In-
put, process and output of real-world systems, collaborate for online 

project (online files) 

Laptop, Online document tool 
(google docs, OneDrive etc) 

Y5 3.1 
D&I (NCCE): How can FF database organise data in records? Use da-
tabase tools to answer questions about data, create graphs and charts 

to solve problems, create new database 
Laptop/Tablet, J2e database tools 

Y5 3.2 
Programming (NCCE): Develop ’selection’ - use conditions and ’if’, 

’then’ and ’else’ statements, Create Scratch quiz with different outcomes 
based on player input, evaluate work  

Laptop, Scratch 

Y6 1.1 
Programming: Create and animate scratch stories, structure and con-
trol event timings and appearances, create story narrative, add original 

audio, interactive features  
Laptop, Scratch 

Y6 1.2 
D&I (NCCE): Create dataset (organise data into columns and rows), 
format data, create calculations and formulas, edit target of formulas, 

use spreadsheets to answer questions, create graphs and charts 
Laptop, MS Excel 

Y6 2.1 
Programming (NCCE): Explore using variables, create scoreboard sim-

ulations, design and create score-based game using variables Laptop, Scratch 

Y6 2.2 
Web Page Creation (NCCE): Identify website purposes, evaluate effec-

tiveness of websites, design, create and evaluate website 
Laptop, Google Sites (web creation) 

Y6 3.1 
CS&N: Compare cyber and real-world bullying, online relationships, 
secure websites, media role in self-identity, create multiple choice quiz 

Laptop, MS PowerPoint, MS Word, 
Search Engine 

Y6 3.2 
Programming: Create programs in Kodu using ‘when’/’do’ statements, 
create original landscapes, program character to be controlled round cus-

tom track to complete goal 
Laptop, Kodu 
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Remember Recall facts and basic concepts Define, duplicate, list, memorise, repeat, state 

Understand Explain ideas or concepts Classify, describe, discuss, explain, identify, locate, recognise, 
report, select, translate 

Apply Use information in new situations Execute, implement, solve, use, demonstrate, interpret, operate, 
schedule, sketch 

Analyse Draw connections among ideas Differentiate, organise, relate, compare, contrast, distinguish, 
examine, experiment, question, test 

Evaluate Justify a stand or decision Appraise, argue, defend, judge, select, support, value, critique, 
weigh 

Create Produce new or original work Design, assemble, construct, conjecture, develop, formulate, 
author, investigate 


