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Intent

At Harbottle CofE First School, we believe that the use of computing encourages children and staff to become active and independent learners,  who collaborate,
plan, analyse and solve problems, communicate more effectively with each other and the wider local, national and global communities of which we are a part and
develop the skills to use the new technologies we will inevitably encounter.

We are aware that many of the children come to school with little or no experience of computing. We therefore envisage our school  as an environment where the
use of computing is an integral part of our everyday teaching, learning and administration.  We aim to provide our staff and pupils with the skills to allow them to
gain the benefits of new technologies so that they can  impact positively on learning outcomes for all students.

We are living in a world where technology is rapidly changing and our aim is to give our pupils the skills and knowledge they need to navigate this, through a
broad range of computing topics.

Use of local resources

As broadband is not a guaranteed feature in this area, we try to engage the children in social media through our school’s Twitter and Facebook accounts.



National curriculum programmes of study

At Harbottle CofE First School, we use the National curriculum programme of study as the basis of our computing curriculum.

Due to mixed aged classes, our curriculum runs via a 2 year rolling program.  However, as a result of mixed age classes, we have a wide range of computing
knowledge and skills within one class, so we adapt our curriculum to suit this when necessary.
The topics have been ordered with the intention of providing the children with the chance to develop their skills and deepen their understanding throughout the
year. A broad variety of topics have been chosen in order to continually engage and stimulate the children and their learning.

Time allocation

Reception and Keystage 1 have 30 minute lesson per week and keystage 2 has 1 hour per week of dedicated lessons.  However, opportunities to practice their

skills are planned into other curriculum areas.

All pupils from year 1 to year 4 are allocated a chromebook to use throughout their time at this school.  They become familiar with google classroom to aid in the
event of remote learning.  This encourages the pupils to become independent learners.



Level Expected at the End of EYFS

We have selected the Early Learning Goals that link most closely to the computing National Curriculum.

Level expected at the end of EYFS   ELG Key Stage 1 National Curriculum Expectations Key Stage 2 National Curriculum Expectations

The technology strand has been removed in the
EYFS Framework.  However, you will still see
areas of computing through the use of the
electronic whiteboards, programming beebots in
maths lessons, using ipads for simple apps and
taking photographs.

Pupils should be taught to:
● understand what algorithms are; how they

are implemented as programs on digital
devices; and that programs execute by
following precise and unambiguous
instructions.

● create and debug simple programs
● use logical reasoning to predict the

behaviour of simple programs
● use technology purposefully to create,

organise, store, manipulate and retrieve
digital content

● recognise common uses of information
technology beyond school

● 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.

Pupils should be taught to:
● design, write and debug programs that

accomplish specific goals, including
controlling or simulating physical systems;
solve problems by decomposing them into
smaller parts

● use sequence, selection, and repetition in
programs; work with variables and various
forms of input and output

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

● understand computer networks including
the internet; how they can provide multiple
services, such as the world wide web; and
the opportunities they offer for
communication and collaboration

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

● select, use and combine a variety of
software (including internet services) on a
range of digital devices to design and
create a range of programs, systems and
content that accomplish given goals,
including collecting, analysing, evaluating



and presenting data and information
● use technology safely, respectfully and

responsibly; recognise
acceptable/unacceptable behaviour;
identify a range of ways to report concerns
about content and contact.



KS1 Computing National Curriculum

Computing topic

KS1 National

Curriculum links

Online safety Using technology Using the internet Programming and
control

Vocabulary

Online safety
(Year A and B)

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.

Year 1
To log in safely.
To learn how to find
saved work in the
Online Work area and
find teacher
comments.
To understand the
importance of logging
out.
Year 2
To understand how
we should talk to
others in an online
situation.
To understand that
information put online
leaves a digital
footprint or trail.
To identify the steps
that can be taken to
keep personal data
and hardware secure.

To learn how to open,
save and print.

To introduce Email as
a communication tool
using 2Respond
simulations.
To open and send
simple online
communications in
the form of email.
To know how to refine
searches using the
Search tool.
To use digital
technology to share
work on Purple Mash
to communicate and
connect with others
locally.
To have some
knowledge and
understanding about
sharing more globally
on the Internet.

Log in
Log out
Username
Password
Search
Internet
Sharing
Email
Attachment
Digital Footprint

Technology outside
school
(Year A)

Recognise common
uses of information
technology beyond
school  .

To find examples of
where technology is
used.
To record examples of
technology outside
school.

Technology



Lego builders
(Year A)

Understand what
algorithms are; how
they are
implemented as
programs on digital
devices; and that
programs execute
by following precise
and unambiguous
instructions.  Create
and debug simple
programs.
Use logical
reasoning to predict
the behaviour of
simple programs.
Use technology
purposefully to
create, organise,
store, manipulate
and retrieve digital
content.

To compare the
effects of adhering
strictly to instructions
to completing tasks
without complete
instructions.
To follow and create
simple instructions on
the computer.
To consider how the
order of instructions
affects the result.

Instruction
Algorithm
Computer
Program
Debug

Grouping and
sorting.
(Year A)

Use logical
reasoning to predict
the behaviour of
simple programs.
Use technology
purposefully to
create, organise,
store, manipulate
and retrieve digital
content.

To sort items using a
range of criteria.
To sort items on the
computer using the
‘Grouping’ activities in
Purple Mash.

Sort
criteria

Creating pictures.
(Year A)

Use logical
reasoning to predict
the behaviour of
simple programs.
Use technology
purposefully to

To learn the functions
of the 2Paint a Picture
tool.
To learn about and
recreate the
Impressionist style of
art (Monet, Degas,

Impressionism
Palette
Pointillism
Surrealism
Template
share



create, organise,
store, manipulate
and retrieve digital
content.

Renoir).
To recreate Pointillist
art and look at the
work of pointillist
artists such as Seurat.
To learn about the
work of Piet Mondrian
and recreate the style
using the lines
template.
To learn about the
work of William
Morris and recreate
the style using the
patterns template.
To explore surrealism
and eCollage.

Coding.
(Year A)

Understand what
algorithms are; how
they are
implemented as
programs on digital
devices; and that
programs execute
by following precise
and unambiguous
instructions.  Create
and debug simple
programs.
Use logical
reasoning to predict
the behaviour of
simple programs.

Year 1
To understand what
instructions are and
predict what might
happen when they are
followed.
To use code to make
a computer program.
To understand what
objects and actions
are.
To understand what
an event is.
To use an event to
control an object.
To begin to
understand how code
executes when a
program is run.
To understand what
backgrounds and
objects are.
To plan and make a
computer program.
Year 2
To understand what
an algorithm is.
To create a computer

Year 1
Action
Algorithm
Background
Code
Command
Debug/Debugging
Event
Execute
Input
Instructions
Object
Output
Properties
Run
Scale
Scene
Sound
When clicked

Year 2
Action
Algorithm
Background
Button
Collision Detection
Debug/Debugging
Design Mode



program using an
algorithm.
To create a program
using a given design.
To understand the
collision detection
event.
To understand that
algorithms follow a
sequence.
To design an
algorithm that follows
a timed sequence.
To understand that
different objects have
different properties.
To understand what
different events do in
code.
To understand the
function of buttons in
a program.
To understand and
debug simple
programs.

Event
Key Pressed
Nesting
Object
Predict
Properties
Run
Scale
Scene
Sequence
Sound
Test
Text
Timer
When clicked/swiped

Spreadsheets.
(Year A and B)

Understand what
algorithms are; how
they are
implemented as
programs on digital
devices; and that
programs execute
by following precise
and unambiguous
instructions.  Create
and debug simple
programs.
Use logical
reasoning to predict
the behaviour of
simple programs.

Year 1
To know what a
spreadsheet program
looks like.
To locate 2Calculate
in Purple Mash.
To enter data into
spreadsheet cells.
To use 2Calculate
image tools to add
clipart to cells.
To use 2Calculate
control tools: lock,
move cell, speak and
count.
Year 2
To use 2Calculate
image, lock, move cell,
speak and count tools
to make a counting

Year 1

Arrow keys
Backspace key
Cursor
Cells
Clipart
Columns
Count Tool
Delete key
Image toolbox
Lock tool
Move cell tool
Rows
Speak tool
Spreadsheet

Year 2

Backspace key



machine.
To learn how to copy
and paste in
2Calculate.
To use the totalling
tools.
To use a spreadsheet
for money
calculations.
To use the 2Calculate
equals tool to check
calculations.
To use 2Calculate to
collect data and
produce a graph.

Cells
Copy and Paste
Columns
Count tool
Delete key
Equals tool
Lock tool
Move cell tool
Rows
Speak tool
Spreadsheet

Maze explorers
(Year B)

Understand what
algorithms are; how
they are
implemented as
programs on digital
devices; and that
programs execute
by following precise
and unambiguous
instructions.  Create
and debug simple
programs.
Use logical
reasoning to predict
the behaviour of
simple programs.

To understand the
functionality of the
direction keys.
To understand how to
create and debug a
set of instructions
(algorithm).
To use the additional
direction keys as part
of an algorithm.
To understand how to
change and extend
the algorithm list.
To create a longer
algorithm for an
activity.
To set challenges for
peers.
To access peer
challenges set by the
teacher as 2Dos.

Algorithm
Arrow
Backwards
Challenge
Debug
Direction
Forwards
Instruction
Left turn
Rewind
Right turn
Undo

Pictograms
(Year B)

Use logical
reasoning to predict
the behaviour of
simple programs.
Use technology
purposefully to
create, organise,

To understand that
data can be
represented in picture
format.
To contribute to a
class pictogram.
To use a pictogram to
record the results of

Collate
Data
Pictogram



store, manipulate
and retrieve digital
content.

an experiment.

Animated story
books
(Year B)

Use logical
reasoning to predict
the behaviour of
simple programs.
Use technology
purposefully to
create, organise,
store, manipulate
and retrieve digital
content.

To introduce e-books
and the 2Create a
Story tool.
To add animation to a
story.
To add sound to a
story, including voice
recording and music
the children have
composed.
To work on a more
complex story,
including adding
backgrounds and
copying and pasting
pages.
To share e-books on a
class display board.

Animation
Display board
E-Book
File
Font
Sound effect

Questioning
(Year B)

Use technology
purposefully to
create, organise,
store, manipulate
and retrieve digital
content.

To learn about data
handling tools that
can give more
information than
pictograms.
To use yes/no
questions to separate
information.
To construct a binary
tree to identify items.
To use 2Question (a
binary tree database)
to answer questions.
To use a database to
answer more complex
search questions.
To use the Search tool
to find information.

Avatar
Binary tree
Collate
Data
Database
Pictogram
Question

Presenting ideas
(Year B)

Use technology
purposefully to
create, organise,

To explore how a
story can be
presented in different

Animated
Audience
Concept map



store, manipulate
and retrieve digital
content.

ways.
To make a quiz about
a story or class topic.
To make a fact file on
a non-fiction topic.
To make a
presentation to the
class.

Narrative
Node
Non-fiction
Quiz

Lower Key Stage 2

Computing Topic

KS2 National

Curriculum links

Online safety Using technology Using the internet Programming and
control

Vocabulary

Online safety.
Effective searching.
(Year A and B)

Use search
technologies
effectively,
appreciate how
results are selected
and ranked, and be
discerning in
evaluating digital
content .

Year A
To know what makes
a safe password.
To learn methods for
keeping passwords
safe.
To understand how
the Internet can be
used in effective
communication.
To understand how a
blog can be used to
communicate with a
wider audience.
To consider the truth
of the content of
websites.
To learn about the
meaning of age

To locate information
on the search results
page.
To use search
effectively to find out
information.
To assess whether an
information source is
true and reliable.

Year A and B
Easter egg
Internet
Internet browser
Search engine
Spoof website
Website

Year A
Password
Blog
Concept map
Username
PEGI rating

Year B
Computer virus
Digital footprint
Phishing



restrictions symbols
on digital media and
devices.

Year B
To understand how
children can protect
themselves from
online identity theft.
To understand that
information put online
leaves a digital
footprint or trail and
that this can aid
identity theft.
To identify the risks
and benefits of
installing software
including apps.
To understand that
copying the work of
others and presenting
it as their own is
called ‘plagiarism’ and
to consider the
consequences of
plagiarism.
To identify
appropriate behaviour
when participating or
contributing to
collaborative online
projects for learning.
To identify the
positive and negative
influences of
technology on health
and the environment.
To understand the
importance of
balancing game and
screen time with other
parts of their lives.

Cookies
Email
Identity theft
Plagiarism
Copyright
Malware
Spam

Spreadsheets. (Year
A)

Select, use and To continue to
produce work using a

To use the symbols
more than, less than

< > =
Advance mode



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.
Design, write and
debug programs
that accomplish
specific goals,
including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts.

Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output.

Use logical
reasoning to
explain how some

computer, using more
advanced features of
programs and tools.
To use data within
spreadsheets to
create graphs or
present data in
different ways.

and equal to, to
compare values.
To use 2Calculate to
collect data and
produce a variety of
graphs.
To use the advanced
mode of 2Calculate to
learn about cell
references.
To format cells as
currency, percentage,
decimal to different
decimal places or
fraction.
To use the formula
wizard to calculate
averages.
To combine tools to
make spreadsheet
activities such as
timed times tables
tests.
To use a spreadsheet
to model a real life
situation.
To add a formula to a
cell to automatically
make a calculation in
that cell.

Columns
Cells
Delete key
Equals tool
Move cell tool
Copy and paste tool
Rows
Spin tool
Spreadsheet
Formula
Average function
Charts



simple algorithms
work and to detect
and correct errors
in algorithms and
programs.

Touch typing. (Year A) 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 introduce typing
terminology.
To understand the
correct way to sit at
the keyboard.
To learn how to use
the home, top and
bottom row keys.
To practise typing
with the left and right
hand.
To develop typing
speed and accuracy
to develop
competency.

Posture
Top row keys
Home row keys
Bottom row keys
Space bar

Email.  (Year A) 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

To think about
different methods of
communication.
To open and respond
to an email using an
address book.
To learn how to use
email safely.
To add an attachment
to an email.
To explore a
simulated email
scenario.

Communication
Email
Compose
Send
Report to the teacher
Attachment Address
book
Save to draft
Password
CC
Formatting



presenting data and
information.
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.

Branching databases
(Year A)

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

To sort objects using
just ‘yes’ or ‘no’
questions.
To complete a
branching database
using 2Question.
To create a branching
database of the
children’s choice.

Branching database
Database
Question
Data



problems by
decomposing them
into smaller parts.

Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output.

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

Simulations.  (Year A) 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.
Design, write and

To consider what
simulations are.
To explore a
simulation.
To analyse and
evaluate a simulation.

Simulation



debug programs
that accomplish
specific goals,
including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts.

Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output.

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

Hardware
investigators.
(Year B) (Short topic)

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

What is the difference
between hardware
and software?
Children can name
the different parts of a
desktop computer.
Children know what
the function of the
different parts of the
computer is.

Motherboard
CPU
RAM
Graphics card
Network card
Speakers
Keyboard and mouse
Desk top
chromebook



collaboration

Making Music.  (Year
B).

Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output
Use logical
reasoning to explain
how some simple
algorithms work and
to detect and
correct errors in
algorithms and
programs.
Select, use and
combine a variety of
software (including
internet services) on
a range of digital
devices to design
and create a range
of programs,
systems and
content that
accomplish given
goals, including
collecting,
analysing,
evaluating and
presenting data and
information .

To select and
manipulate sound and
images using a digital
device.

To understand and
experiment with
rhythm and tempo.
To create a melodic
phrase.
To electronically
compose a piece of
music.

Pitch
Rhythm
Pulse
Tempo
Dynamics
Texture
Melody
Rippler
House music
Makley Makey

Writing for different
audiences.  (Year B)

Select, use and
combine a variety of
software (including
internet services) on
a range of digital

To explore how font
size and style can
affect the impact of a
text.
To use a simulated
scenario to produce a

Font
Bold
Italic
Underline



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 .

news report.
To use a simulated
scenario to write for a
community campaign.

Logo.  (Year B) Design, write and
debug programs
that accomplish
specific goals,
including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts.

Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output
Use logical
reasoning to explain
how some simple
algorithms work and
to detect and
correct errors in
algorithms and

To learn the structure
of the coding
language of Logo.
To input simple
instructions in Logo.
Using 2Logo to create
letter shapes.
To use the Repeat
function in Logo to
create shapes.
To use and build
procedures in Logo.

LOGO
BK
FD
RT
LT
REPEAT
SETPC
SETPS
PU
PD



programs.
Select, use and
combine a variety of
software (including
internet services) on
a range of digital
devices to design
and create a range
of programs,
systems and
content that
accomplish given
goals, including
collecting,
analysing,
evaluating and
presenting data and
information .

Animation.  (Year B) Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output
Use logical
reasoning to explain
how some simple
algorithms work and
to detect and
correct errors in
algorithms and
programs.
Select, use and
combine a variety of
software (including
internet services) on
a range of digital
devices to design

To discuss what
makes a good
animated film or
cartoon.
To learn how
animations are
created by hand.
To find out how
animation can be
created in a similar
way using the
computer.
To learn about onion
skinning in animation.
To add backgrounds
and sounds to
animations.
To be introduced to
‘stop motion’
animation.
To share animation on
the class display
board and by
blogging.

Animation
Flipbook
Frame
Onion skinning
Background
Play Sound
Stop motion
Video clip



and create a range
of programs,
systems and
content that
accomplish given
goals, including
collecting,
analysing,
evaluating and
presenting data and
information .

Coding.  (Year B) Design, write and
debug programs
that accomplish
specific goals,
including
controlling or
simulating physical
systems; solve
problems by
decomposing them
into smaller parts.

Use sequence,
selection, and
repetition in
programs; work
with variables and
various forms of
input and output
Use logical
reasoning to explain
how some simple
algorithms work and
to detect and
correct errors in
algorithms and
programs.

To begin to
understand selection
in computer
programming.
To understand how an
IF statement works.
To understand how to
use co-ordinates in
computer
programming.
To understand the
'repeat until'
command. To
understand how an
IF/ELSE statement
works.
To understand what a
variable is in
programming.
To use a number
variable.
To create a playable
game.

Action
Alert
Background
Button
Code Block
Command
Co-ordinates
Debug/Debugging
Execute
Flowchart



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 .

Skills progression

Online safety Year 1
To log in safely.
To learn how to find saved work in the Online Work area and find teacher comments.
To understand the importance of logging out.
Year 2
To understand how we should talk to others in an online situation.
To understand that information put online leaves a digital footprint or trail.
To identify the steps that can be taken to keep personal data and hardware secure.
Year A KS2
To know what makes a safe password.
To learn methods for keeping passwords safe.
To understand how the Internet can be used in effective communication.
To understand how a blog can be used to communicate with a wider audience.
To consider the truth of the content of websites.
To learn about the meaning of age restrictions symbols on digital media and devices.
Year B KS2
To understand how children can protect themselves from online identity theft.  To understand that information put online leaves a
digital footprint or trail and that this can aid identity theft.



To identify the risks and benefits of installing software including apps.
To understand that copying the work of others and presenting it as their own is called ‘plagiarism’ and to consider the
consequences of plagiarism.
To identify appropriate behaviour when participating or contributing to collaborative online projects for learning.  To identify the
positive and negative influences of technology on health and the environment.  To understand the importance of balancing game
and screen time with other parts of their lives.

Using technology
KS1

To learn how to open, save and print.

To find examples of where technology is used.

To record examples of technology outside school.
To learn the functions of the 2Paint a Picture tool.
To understand that data can be represented in picture format.
To contribute to a class pictogram.

To use a pictogram to record the results of an experiment.
To introduce e-books and the 2Create a Story tool.
To add animation to a story.
To add sound to a story, including voice recording and music the children have composed.
To work on a more complex story, including adding backgrounds and copying and pasting pages.

To share e-books on a class display board.
To learn about data handling tools that can give more information than pictograms.
To use yes/no questions to separate information.
To construct a binary tree to identify items. To use 2Question (a binary tree database) to answer questions.  To use a database to
answer more complex search questions.

To use the Search tool to find information.
To explore how a story can be presented in different ways.
To make a quiz about a story or class topic. To make a fact file on a non-fiction topic.

To make a presentation to the class.

KS2
To continue to produce work using a computer, using more advanced features of programs and tools.

To use data within spreadsheets to create graphs or present data in different ways.
To introduce typing terminology.
To understand the correct way to sit at the keyboard.
To learn how to use the home, top and bottom row keys.
To practise typing with the left and right hand.

To develop typing speed and accuracy to develop competency.
To consider what simulations are.
To explore a simulation.



To analyse and evaluate a simulation.
What is the difference between hardware and software?

Children can name the different parts of a desktop computer. Children know what the function of the different parts of the
computer is.

To select and  manipulate sound and images using a digital device.
To explore how font size and style can affect the impact of a text.
To use a simulated scenario to produce a news report.

To use a simulated scenario to write for a community campaign.
To discuss what makes a good animated film or cartoon.
To learn how animations are created by hand.
To find out how animation can be created in a similar way using the computer.
To learn about onion skinning in animation. To add backgrounds and sounds to animations.
To be introduced to ‘stop motion’ animation.

To share animation on the class display board and by blogging.

Using the internet

KS1
To introduce Email as a communication tool using 2Respond simulations.
To open and send simple online communications in the form of email.
To know how to refine searches using the Search tool.
To use digital technology to share work on Purple Mash to communicate and connect with others locally.
To have some knowledge and understanding about sharing more globally on the Internet.
KS2
To think about different methods of communication.
To open and respond to an email using an address book.
To learn how to use email safely.
To add an attachment to an email.
To explore a simulated email scenario.
To locate information on the search results page.
To use search effectively to find out information.
To assess whether an information source is true and reliable.

Programming and control

KS1
To compare the effects of adhering strictly to instructions to completing tasks without complete instructions.
To follow and create simple instructions on the computer.
To consider how the order of instructions affects the result.
To sort items using a range of criteria.
To sort items on the computer using the ‘Grouping’ activities in Purple Mash.
To understand what instructions are and predict what might happen when they are followed.
To use code to make a computer program.
To understand what objects and actions are.
To understand what an event is.
To use an event to control an object.
To begin to understand how code executes when a program is run.



To understand what backgrounds and objects are.
To plan and make a computer program.
To understand what an algorithm is.
To create a computer program using an algorithm.
To create a program using a given design.
To understand the collision detection event.
To understand that algorithms follow a sequence.
To design an algorithm that follows a timed sequence.
To understand that different objects have different properties.  To understand what different events do in code.
To understand the function of buttons in a program.
To understand and debug simple programs.
To know what a spreadsheet program looks like.
To locate 2Calculate in Purple Mash.
To enter data into spreadsheet cells.
To use 2Calculate image tools to add clipart to cells.
To use 2Calculate control tools: lock, move cell, speak and count.
To use 2Calculate image, lock, move cell, speak and count tools to make a counting machine.
To learn how to copy and paste in 2Calculate.
To use the totalling tools.
To use a spreadsheet for money calculations.
To use the 2Calculate equals tool to check calculations.
To use 2Calculate to collect data and produce a graph.
To understand the functionality of the direction keys.
To understand how to create and debug a set of instructions (algorithm).
To use the additional direction keys as part of an algorithm.
To understand how to change and extend the algorithm list.
To create a longer algorithm for an activity.
To set challenges for peers.
To access peer challenges set by the teacher as 2Dos.
KS2
To use the symbols more than, less than and equal to, to compare values.
To use 2Calculate to collect data and produce a variety of graphs.
To use the advanced mode of 2Calculate to learn about cell references.
To format cells as currency, percentage, decimal to different decimal places or fraction.
To use the formula wizard to calculate averages.
To combine tools to make spreadsheet activities such as timed times tables tests.
To use a spreadsheet to model a real life situation.
To add a formula to a cell to automatically make a calculation in that cell.
To sort objects using just ‘yes’ or ‘no’ questions.
To complete a branching database using 2Question.
To create a branching database of the children’s choice.
To learn the structure of the coding language of Logo.
To input simple instructions in Logo.  Using 2Logo to create letter shapes.
To use the Repeat function in Logo to create shapes.
To use and build procedures in Logo.
To begin to understand selection in computer programming.



To understand how an IF statement works. To understand how to use co-ordinates in computer programming.
To understand the 'repeat until' command. To understand how an IF/ELSE statement works.
To understand what a variable is in programming.
To use a number variable.
To create a playable game.

Impact

We encourage our children to enjoy and value the curriculum we deliver. We will constantly ask the WHY behind their learning and not just the HOW. We want
learners to discuss, reflect and appreciate the impact computing has on their learning, development and well being. The teaching of the computing curriculum
enables our children to use a computer with confidence.  Our children will be proficient in a range of computing skills and will be able to make decisions about
which computer programs could help with a given task.


