
Program of Study - Computing. 

We all 
succeed 
 
Flourish 

Vision for the subject: 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. 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the 
year 

EYFS & 
Reception 

No National Curriculum Requirement/Content for EYFS/Reception 

 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the 
year 

 
 
Year 1 

 
Computing systems and 
networks  
  
Technology around us - 
Recognising technology in 
school and using 
it responsibly.  
  
To identify technology. 
To identify a computer and 
its main parts. 
To use a mouse in 
different ways. 
To use a keyboard to type 
on a computer. 
To use the keyboard to 
edit text. 
To create rules for using 
technology responsibly. 
 

 
Creating media  
 
Digital painting -  
Choosing appropriate tools 
in a program to create art 
and making comparisons 
with working non-digitally. 
 
To describe what different 
freehand tools do. 
To use the shape tool and 
the line tools. 
To make careful choices 
when painting a digital 
picture. 
To explain why I chose the 
tools I used. 
To use a computer on my 
own to paint a picture. 
To compare painting a 
picture on a computer and 
on paper. 

 
Programming A 
 
Moving a robot -  
Writing short algorithms 
and programs for floor 
robots and predicting 
program outcomes. 
 
To explain what a given 
command will do. 
To act out a given word. 
To combine forwards and 
backwards commands to 
make a sequence. 
To combine four direction 
commands to make 
sequences. 
To plan a simple program. 
To find more than one 
solution to a problem. 

 
Data and information 
 
Grouping data -  
Exploring object labels, 
then using them to sort 
and group objects by 
properties.  
 
To label objects. 
To identify that objects 
can be counted. 
To describe objects in 
different ways. 
To count objects with the 
same properties. 
To compare groups of 
objects. 
To answer questions about 
groups of objects. 

 
Creating media 
 
Digital writing -  
Using a computer to create 
and format text, before 
comparing to writing non-
digitally. 
 
To use a computer to 
write. 
To add and remove text on 
a computer. 
To identify that the look of 
text can be changed on a 
computer. 
To make careful choices 
when changing text. 
To explain why I used the 
tools that I chose. 
To compare typing on a 
computer to writing on 
paper. 

 
Programming B 
 
Programming animations -  
Designing and 
programming the 
movement of a character 
on screen to tell stories. 
 
To choose a command for 
a given purpose. 
To show that a series of 
commands can be joined 
together. 
To identify the effect of 
changing a value. 
To explain that each sprite 
has its own instructions. 
To design the parts of a 
project. 
To use my algorithm to 
create a program. 

 
To explore and 
experiment with 
technology in 
order to build 
familiarity 
with classroom 
apps and devices. 
Basic 
photographic 
and video 
techniques to 
document their 
own learning. 

Vocabulary Software, hardware, edit, computer, tablet, ipad, click, left click, right click, keyboard, laptop, mouse, monitor, interactive whiteboard board (IWB), speaker, type, 
headphones, USB, power off, home button, app, Online safety, Algorithm, debug, input, process, output, program, sequence, selection, repetition, variable, block, code, 
block code, command, costume, data, digital content, execute, information, internet, logical reasoning, script, search, sprite, stage, background 

 



 Formative assessment 
 
Every lesson includes formative assessment opportunities for teachers to use. These opportunities are listed in the lesson plan and are included to ensure that 
misconceptions are recognised and addressed if they occur. They vary from teacher observation or questioning, to marked activities. These assessments are vital to ensure 
that teachers are adapting their teaching to suit the needs of the pupils that they are working with, and you are encouraged to change parts of the lesson, such as how 
much time you spend on a specific activity, in response to these assessments. The learning objective and success criteria are introduced in the slides at the beginning of 
every lesson. At the end of every lesson, pupils are invited to assess how well they feel they have met the learning objective using thumbs up, thumbs sideways, or thumbs 
down. This gives pupils a reminder of the content that has been covered, as well as a chance to reflect. It is also a chance for teachers to see how confident the class is 
feeling so that they can make changes to subsequent lessons accordingly. 
 
Summative assessment 
 
Every unit includes an optional summative assessment framework in the form of either a multiple choice quiz (MCQ) or a rubric. All units are designed to cover both skills 
and concepts from across the computing national curriculum. Units that focus more on conceptual development include an MCQ. Units that focus more 
on skills development end with a project and include a rubric. However, within the ‘Programming’ units, the assessment framework (MCQ or rubric) has been selected on a 
best-fit basis. 

 

 

 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the year 

 
 
Year 2 

 
Computing systems and 
networks  
  
Information technology 
around us - Identifying IT 
and how its responsible 
use improves our world in 
school and beyond.  
 
To recognise the uses and 
features of information 
technology. 
To identify the uses of 
information technology in 
the school. 
To identify information 
technology beyond school. 
To explain how 
information technology 
helps us. 
To explain how to use 
information technology 
safely. 
To recognise that choices 
are made when using 
information technology. 
 
 

 
Creating media  
 
Digital photography -  
Capturing and changing 
digital photographs for 
different purposes. 
 
To use a digital device to 
take a photograph. 
To make choices when 
taking a photograph. 
To describe what makes a 
good photograph. 
To decide how 
photographs can be 
improved. 
To use tools to change an 
image. 
To recognise that photos 
can be changed. 

 
Programming A 
 
Robot algorithms -  
Creating and debugging 
programs and using logical 
reasoning to make 
predictions. 
 
To describe a series of 
instructions as a sequence. 
To explain what happens 
when we change the order 
of instructions. 
To use logical reasoning to 
predict the outcome of a 
program (series of 
commands). 
To explain that 
programming projects can 
have code and artwork. 
To design an algorithm. 
To create and debug a 
program that I have 
written. 

 
Data and information 
 
Pictograms - Collecting 
data in tally charts and 
using attributes to 
organise and present data 
on a computer. 
 
To recognise that we can 
count and compare objects 
using tally charts. 
To recognise that objects 
can be represented as 
pictures. 
To create a pictogram. 
To select objects by 
attribute and make 
comparisons. 
To recognise that people 
can be described by 
attributes. 
To explain that we can 
present information using 
a computer. 

 
Creating media 
 
Making music -  
Using a computer as a tool 
to explore rhythms and 
melodies, before creating 
a musical composition. 
 
To say how music can 
make us feel. 
To identify that there are 
patterns in music. 
To show how music is 
made from a series of 
notes. 
To show how music is 
made from a series of 
notes. 
To create music for a 
purpose. 
To review and refine our 
computer work. 

 
Programming B 
 
Programming quizzes -  
Designing algorithms 
and programs that use 
events to trigger 
sequences of code to 
make an interactive 
quiz. 
 
To explain that a 
sequence of 
commands has a start. 
To explain that a 
sequence of 
commands has an 
outcome. 
To create a program 
using a given design. 
To change a given 
design. 
To create a program 
using my own design. 
To decide how my 
project can be 
improved. 

1. Have developed the 
basic skills of 
computer science to 
create simple 
programmes which 
employ the use of 
algorithms, with an 
understanding of what 
algorithms are.  
2. Be able to find 
errors in their 
programmes and 
predict outcomes.  3. 
Know how to keep 
themselves safe online 
in a range of ways 
including how to 
respond to 
inappropriate contact 
and content.  
4. Have a secure 
understanding and 
range of information 
technology skills. 5. Be 
able to locate and 
handle information 
from a range of digital 
sources including the 
online world; 



New 
Vocabulary 

Algorithm, debug, input, process, output, program, sequence, selection, repetition, variable, block, code, block code, command, costume, data, digital content, 
execute, information, internet, logical reasoning, script, search, sprite, stage, background Blog, global position system (GPS), google maps, interface, MP3/MP4, online 
safety. 

 

 Formative assessment 
 
Every lesson includes formative assessment opportunities for teachers to use. These opportunities are listed in the lesson plan and are included to ensure that 
misconceptions are recognised and addressed if they occur. They vary from teacher observation or questioning, to marked activities. These assessments are vital to 
ensure that teachers are adapting their teaching to suit the needs of the pupils that they are working with, and you are encouraged to change parts of the lesson, such 
as how much time you spend on a specific activity, in response to these assessments. The learning objective and success criteria are introduced in the slides at the 
beginning of every lesson. At the end of every lesson, pupils are invited to assess how well they feel they have met the learning objective using thumbs up, thumbs 
sideways, or thumbs down. This gives pupils a reminder of the content that has been covered, as well as a chance to reflect. It is also a chance for teachers to see how 
confident the class is feeling so that they can make changes to subsequent lessons accordingly. 
 
Summative assessment 
 
Every unit includes an optional summative assessment framework in the form of either a multiple choice quiz (MCQ) or a rubric. All units are designed to cover both 
skills and concepts from across the computing national curriculum. Units that focus more on conceptual development include an MCQ. Units that focus more 
on skills development end with a project and include a rubric. However, within the ‘Programming’ units, the assessment framework (MCQ or rubric) has been selected 
on a best-fit basis. 

 

 

 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the 
year 

 
 
Year 3 

 
Computing systems and 
networks  
Connecting computers - 
Identifying that digital 
devices have inputs, 
processes, and outputs, 
and how devices can be 
connected to make 
networks. 
 
To explain how digital 
devices function. 
To identify input and 
output devices. 
To recognise how digital 
devices can change the 
way we work. 
To explain how a computer 
network can be used to 
share information. 
To explore how digital 
devices can be connected. 
To recognise the physical 
components of a network. 

 
Creating media 
Stop-frame animation -
Capturing and editing 
digital still images to 
produce a stop-frame 
animation that 
tells a story. 
 
 
 
To explain that animation 
is a sequence of drawings 
or photographs. 
To relate animated 
movement with a 
sequence of images. 
To plan an animation. 
To identify the need to 
work consistently and 
carefully. 
To review and improve an 
animation. 

 
Programming A 
Sequencing sounds -  
Creating sequences 
in a block-based 
programming 
language to 
make music. 
 
 
 
To explore a new 
programming environment. 
To identify that commands 
have an outcome. 
To explain that a program 
has a start. 
To recognise that a 
sequence of commands 
can have an order. 
To change the appearance 
of my project. 
To create a project from a 
task description. 

 
Data and information 
Branching databases - 
Building and 
using branching 
databases to group 
objects using 
yes/no questions. 
 
 
 
To create questions with 
yes/no answers. 
To identify the object 
attributes needed to 
collect relevant data. 
To create a branching 
database. 
To explain why it is helpful 
for a database to be well 
structured. 
To identify objects using a 
branching database. 
To compare the 
information shown in a 

 
Creating media 
Desktop publishing -  
Creating documents 
by modifying text, 
images, and page 
layouts for a 
specified purpose. 
 
 
 
To recognise how text and 
images convey 
information. 
To recognise that text and 
layout can be edited. 
To choose appropriate 
page settings. 
To add content to a 
desktop publishing 
publication. 
To consider how different 
layouts can suit different 
purposes. 

 
Programming B 
Events and actions in 
programs - 
Writing algorithms 
and programs that 
use a range of events 
to trigger sequences 
of actions. 
 
 
To explain how a sprite 
moves in an existing 
project. 
To create a program to 
move a sprite in four 
directions. 
To adapt a program to a 
new context. 
To develop my program by 
adding features. 
To identify and fix bugs in 
a program. 
To design and create a 
maze-based challenge. 

Navigate between 
websites and use 
safe search terms 
on trusted search 
engines Express 
themselves 
through digital 
technology, art, 
PowerPoint and 
posters Explore 
how to express 
information in 
tables, sorting and 
organising 
information 
clearly 



To evaluate the impact of 
adding other media to an 
animation. 

pictogram with a 
branching database. 
 

To consider the benefits of 
desktop publishing. 
 
 
 

New 
Vocabulary 

Animation, abstraction, decomposition, pattern recognition, variables, computational thinking, computer networks, malware, viruses, spam, screencast, web server, 
internet browser. 

 

 Formative assessment 
 
Every lesson includes formative assessment opportunities for teachers to use. These opportunities are listed in the lesson plan and are included to ensure that 
misconceptions are recognised and addressed if they occur. They vary from teacher observation or questioning, to marked activities. These assessments are vital to ensure 
that teachers are adapting their teaching to suit the needs of the pupils that they are working with, and you are encouraged to change parts of the lesson, such as how 
much time you spend on a specific activity, in response to these assessments. The learning objective and success criteria are introduced in the slides at the beginning of 
every lesson. At the end of every lesson, pupils are invited to assess how well they feel they have met the learning objective using thumbs up, thumbs sideways, or thumbs 
down. This gives pupils a reminder of the content that has been covered, as well as a chance to reflect. It is also a chance for teachers to see how confident the class is 
feeling so that they can make changes to subsequent lessons accordingly. 
 
Summative assessment 
 
Every unit includes an optional summative assessment framework in the form of either a multiple choice quiz (MCQ) or a rubric. All units are designed to cover both skills 
and concepts from across the computing national curriculum. Units that focus more on conceptual development include an MCQ. Units that focus more 
on skills development end with a project and include a rubric. However, within the ‘Programming’ units, the assessment framework (MCQ or rubric) has been selected on a 
best-fit basis. 

 

 

 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the 
year 

 
 
Year 4 

 
Computing systems and 
networks 
The internet -  
Recognising the internet 
as a network of networks 
including the WWW, and 
why we should evaluate 
online content. 
 
To describe how networks 
physically connect to other 
networks. 
To recognise how 
networked devices make 
up the internet. 
To outline how websites 
can be shared via the 
World Wide Web (WWW). 

 
Creating Media 
Audio production -  
Capturing and editing 
audio to produce a 
podcast, ensuring 
that copyright 
is considered. 
 
 
To identify that sound can 
be digitally recorded. 
To use a digital device to 
record sound. 
To explain that a digital 
recording is stored as a 
file. 
To explain that audio can 
be changed through 
editing. 

 
Programming A 
Repetition in shapes -  
Using a text-based 
programming 
language to explore 
count-controlled 
loops when 
drawing shapes. 
 
To identify that accuracy 
in programming is 
important. 
To create a program in a 
text-based language. 
To explain what ‘repeat’ 
means. 
To modify a count-
controlled loop to produce 
a given outcome. 

 
Data and information 
Data logging -  
Recognising how 
and why data is 
collected over time, 
before using data 
loggers to carry out 
an investigation. 
 
To explain that data 
gathered over time can be 
used to answer questions. 
To use a digital device to 
collect data automatically. 
To explain that a data 
logger collects ‘data 
points’ from sensors over 
time. 

 
Creating Media 
Photo editing - 
Manipulating digital 
images, and reflecting 
on the impact of 
changes and whether 
the required purpose 
is fulfilled. 
 
To explain that digital 
images can be changed. 
To change the composition 
of an image. 
To describe how images 
can be changed for 
different uses. 
To make good choices 
when selecting different 
tools. 

 
Programming B 
Repetition in games -  
Using a block-based 
programming 
language to explore 
count-controlled and 
infinite loops when 
creating a game. 
 
To develop the use of 
count-controlled loops in a 
different programming 
environment. 
To explain that in 
programming there are 
infinite loops and count 
controlled loops. 
To develop a design that 
includes two or more loops 

Write programs, 
explain algorithms 
and identify errors 
in their work to 
achieve a specific 
outcome 
Understand and 
explain the 
concepts of 
plagiarism and 
citation Develop 
their editing skills 
further by 
cropping, 
organising and 
arranging film 
clips 



To describe how content 
can be added and accessed 
on the World Wide Web 
(WWW). 
To recognise how the 
content of the WWW is 
created by people. 
To evaluate the 
consequences of unreliable 
content. 
 

To show that different 
types of audio can be 
combined and played 
together. 
To evaluate editing 
choices made. 
 

To decompose a task into 
small steps. 
To create a program that 
uses count-controlled 
loops to produce a given 
outcome. 
 

To use data collected over 
a long duration to find 
information. 
To identify the data 
needed to answer 
questions. 
To use collected data to 
answer questions. 

To recognise that not all 
images are real. 
To evaluate how changes 
can improve an image. 

which run at the same 
time. 
To modify an infinite loop 
in a given program. 
To design a project that 
includes repetition. 
To create a project that 
includes repetition. 

 
New 
Vocabulary 

Hypertext mark-up language (HTML), HTML tags, LMMS, python, audacity, cup anemometer, digital technology, loop, protocol, prototype, repeat block, simulation, 
smartphone, thimble editor, wiki, encyclopaedia, uniform resource locator (URL) 

 

 Formative assessment 
 
Every lesson includes formative assessment opportunities for teachers to use. These opportunities are listed in the lesson plan and are included to ensure that 
misconceptions are recognised and addressed if they occur. They vary from teacher observation or questioning, to marked activities. These assessments are vital to ensure 
that teachers are adapting their teaching to suit the needs of the pupils that they are working with, and you are encouraged to change parts of the lesson, such as how 
much time you spend on a specific activity, in response to these assessments. The learning objective and success criteria are introduced in the slides at the beginning of 
every lesson. At the end of every lesson, pupils are invited to assess how well they feel they have met the learning objective using thumbs up, thumbs sideways, or thumbs 
down. This gives pupils a reminder of the content that has been covered, as well as a chance to reflect. It is also a chance for teachers to see how confident the class is 
feeling so that they can make changes to subsequent lessons accordingly. 
 
Summative assessment 
 
Every unit includes an optional summative assessment framework in the form of either a multiple choice quiz (MCQ) or a rubric. All units are designed to cover both skills 
and concepts from across the computing national curriculum. Units that focus more on conceptual development include an MCQ. Units that focus more 
on skills development end with a project and include a rubric. However, within the ‘Programming’ units, the assessment framework (MCQ or rubric) has been selected on a 
best-fit basis. 

 

 

 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the 
year 

 
 
Year 5 

 
Computing systems and 
networks  
  
Systems and searching -
Recognising IT systems 
around us and how they 
allow us to search the 
internet. 
 
To explain that computers 
can be connected together 
to form systems. 

 
Creating media  
 
Video production - 
Planning, capturing, and 
editing video to produce a 
short film. 
 
To explain what makes a 
video effective. 
To identify digital devices 
that can record video. 
To capture video using a 
range of techniques. 
To create a storyboard. 

 
Programming A 
 
Selection in physical 
computing - 
Exploring conditions and 
selection using a 
programmable 
microcontroller. 
 
To control a simple circuit 
connected to a computer. 
To write a program that 
includes count-controlled 
loops. 

 
Data and information 
 
Flat-file databases - Using 
a database to order data 
and create charts to 
answer questions. 
 
To use a form to record 
information. 
To compare paper and 
computer-based 
databases. 
To outline how grouping 
and then sorting data 

 
Creating media 
 
Vector drawing -  
Creating images 
in a drawing program by 
using layers and groups of 
objects. 
 
To identify that drawing 
tools can be used to 
produce different 
outcomes. 
To create a vector drawing 
by combining shapes. 

 
Programming B 
 
Selection in quizzes - 
Exploring selection in 
programming to design and 
code an interactive quiz. 
 
To explain how selection is 
used in computer 
programs. 
To relate that a 
conditional statement 
connects a condition to an 
outcome. 

Use search 
technologies 
effectively, 
appreciating how 
results are 
selected and 
ranked and be 
discerning in 
evaluating digital 
content Develop 
confidence using a 
range of software 
to design and 
create a variety of 
content Explain 



To recognise the role of 
computer systems in our 
lives. 
To recognise how 
information is transferred 
over the internet. 
To explain how sharing 
information online lets 
people in different places 
work together. 
To contribute to a shared 
project online. 
To evaluate different ways 
of working together 
online. 

To identify that video can 
be improved through 
reshooting and editing. 
To consider the impact of 
the choices made when 
making and sharing a 
video. 

To explain that a loop can 
stop when a condition is 
met. 
To explain that a loop can 
be used to repeatedly 
check whether a condition 
has been met. 
To design a physical 
project that includes 
selection. 
To create a program that 
controls a physical 
computing project. 

allows us to answer 
questions. 
To explain that tools can 
be used to select specific 
data. 
To explain that computer 
programs can be used to 
compare data visually. 
To apply my knowledge of 
a database to ask and 
answer real-world 
questions. 

To use tools to achieve a 
desired effect. 
To recognise that vector 
drawings consist of layers. 
To group objects to make 
them easier to work with. 
To evaluate my vector 
drawing. 

To explain how selection 
directs the flow of a 
program. 
To design a program which 
uses selection. 
To create a program which 
uses selection. 
To evaluate my program. 

the outcome of an 
algorithm with 
confidence and 
accuracy 

New 
Vocabulary 

Bitmap, vector graphics, buggy code, Caesar cipher, Computer-Aided design (CAD), Cascading style sheet (CSS), cryptanalysis, cryptography, cyberbullying, decrypt, 
encrypt, firewall, hyperlinks, Morse code, page rank, photorealistic, semaphore, tessellation, WordPress, fractal, geometric 

 

 Formative assessment 
 
Every lesson includes formative assessment opportunities for teachers to use. These opportunities are listed in the lesson plan and are included to ensure that 
misconceptions are recognised and addressed if they occur. They vary from teacher observation or questioning, to marked activities. These assessments are vital to ensure 
that teachers are adapting their teaching to suit the needs of the pupils that they are working with, and you are encouraged to change parts of the lesson, such as how 
much time you spend on a specific activity, in response to these assessments. The learning objective and success criteria are introduced in the slides at the beginning of 
every lesson. At the end of every lesson, pupils are invited to assess how well they feel they have met the learning objective using thumbs up, thumbs sideways, or thumbs 
down. This gives pupils a reminder of the content that has been covered, as well as a chance to reflect. It is also a chance for teachers to see how confident the class is 
feeling so that they can make changes to subsequent lessons accordingly. 
 
Summative assessment 
 
Every unit includes an optional summative assessment framework in the form of either a multiple choice quiz (MCQ) or a rubric. All units are designed to cover both skills 
and concepts from across the computing national curriculum. Units that focus more on conceptual development include an MCQ. Units that focus more 
on skills development end with a project and include a rubric. However, within the ‘Programming’ units, the assessment framework (MCQ or rubric) has been selected on a 
best-fit basis. 

 

 

Subject Term 1 Term 2 Term 3 Term 4 
 

Term 5 
 

Term 6 End points for the year 

 
 
Year 6 

 
Computing systems and 
networks  
  
Communication and 
collaboration - 
Identifying and exploring 
how data is transferred 
and information is shared 
online.   
 

 
Creating media  
 
Webpage creation -
Designing and creating 
webpages, giving 
consideration to copyright, 
aesthetics, and navigation. 
 

 
Programming A 
 
Variables in games - 
Exploring variables when 
designing and coding a 
game.  
 
To define a ‘variable’ as 
something that is 
changeable. 

 
Data and information 
 
Introduction to 
spreadsheets - 
Answering questions by 
using spreadsheets 
to organise and 
calculate data. 
  
 

 
Creating media 
 
3D modelling - Planning, 
developing, and 
evaluating 3D computer 
models of physical 
objects. 
 
To use a computer to 
create and manipulate 

 
Programming B 
 
Sensing -  
Designing and coding a 
project that captures 
inputs from a physical 
device. 
 

1. Have developed further 
skills to create and 
manipulate programmes, 
using elements such as 
variables and debugging.  
2. Have a secure 
understanding of the role 
of algorithms and be able 
to successfully use them 
to accomplish specific 
goals.  



To identify how to use a 
search engine. 
To describe how search 
engines select results. 
To explain how search 
results are ranked. 
To recognise why the 
order of results is. 
important, and to whom. 
To recognise how we 
communicate using 
technology. 
To evaluate different 
methods of online 
communication. 
 
 

To review an existing 
website and consider its 
structure. 
To plan the features of a 
web page. 
To consider the ownership 
and use of images 
(copyright). 
To recognise the need to 
preview pages. 
To outline the need for a 
navigation path. 
To recognise the 
implications of linking to 
content owned by other 
people. 

To explain why a variable 
is used in a program. 
To choose how to improve 
a game by using variables. 
To design a project that 
builds on a given example. 
To use my design to create 
a project. 
To evaluate my project. 

To identify questions 
which can be answered 
using data. 
To explain that objects 
can be described using 
data. 
To explain that formulas 
can be used to produce 
calculated data. 
To apply formulas to 
data, including 
duplicating. 
To create a spreadsheet 
to plan an event. 
To choose suitable ways 
to present data. 

three-dimensional (3D) 
digital objects. 
To compare working 
digitally with 2D and 3D 
graphics. 
To construct a digital 3D 
model of a physical 
object. 
To identify that physical 
objects can be broken 
down into a collection of 
3D shapes. 
To design a digital model 
by combining 3D objects. 
To develop and improve 
a digital 3D model. 

To create a program 
to run on a 
controllable device. 
To explain that 
selection can control 
the flow of a program. 
To update a variable 
with a user input. 
To use an conditional 
statement to compare 
a variable to a value. 
To design a project 
that uses inputs and 
outputs on a 
controllable device. 
To develop a program 
to use inputs and 
outputs on a 
controllable device. 

3. Have a secure 
understanding of how to 
keep themselves safe 
online. This includes 
identity and password 
security, identifying 
inaccurate content and 
being aware of cyber. 
4. Have a sound 
knowledge of bullying and 
knowing how to respond to 
it and how to be a positive 
and responsible member 
of the online community. 
5. Be able to select and 
manipulate software and 
online resources to create 
their own digital content.  
6. Have a range of skills 
including being able to 
analyse, evaluate and 
present information on a 
range of devices for 
specific purposes. 

Vocabulary App, digital signage system, Gantt charts, geotagging, iOS, Operating system (OS), QR code, binary, widget, wireframe  

 Formative assessment 
 
Every lesson includes formative assessment opportunities for teachers to use. These opportunities are listed in the lesson plan and are included to ensure that 
misconceptions are recognised and addressed if they occur. They vary from teacher observation or questioning, to marked activities. These assessments are vital to 
ensure that teachers are adapting their teaching to suit the needs of the pupils that they are working with, and you are encouraged to change parts of the lesson, 
such as how much time you spend on a specific activity, in response to these assessments. The learning objective and success criteria are introduced in the slides at 
the beginning of every lesson. At the end of every lesson, pupils are invited to assess how well they feel they have met the learning objective using thumbs up, 
thumbs sideways, or thumbs down. This gives pupils a reminder of the content that has been covered, as well as a chance to reflect. It is also a chance for teachers 
to see how confident the class is feeling so that they can make changes to subsequent lessons accordingly. 
 
Summative assessment 
 
Every unit includes an optional summative assessment framework in the form of either a multiple choice quiz (MCQ) or a rubric. All units are designed to cover both 
skills and concepts from across the computing national curriculum. Units that focus more on conceptual development include an MCQ. Units that focus more 
on skills development end with a project and include a rubric. However, within the ‘Programming’ units, the assessment framework (MCQ or rubric) has been 
selected on a best-fit basis. 

 

 

 


