
Technology is not just a tool. It can give learners a voice that 

they may not have had before.”- George Couros 

 

Our Intent for the knowledge and skills gained through our Computing 

curriculum are reflected in this quote.   Our children live in an ever-evolving 

world where the future we prepare them for does not yet exist.  It is through 

the appropriate learning and harnessing of a love of computing that we will 

enable our children to learn and grow with the new and emerging 

technologies of the future.  We use various hardware and software to 

expose children to all areas of computing in a meaningful and hands or 

manner of exploration and problem solving.. 

 

Progression 

We have organised our Computing curriculum to progressively build on both 

skills and knowledge through revisiting key concepts and programmes as 

the children progress through school.    Children are enabled to solve 

problems and investigate new knowledge by applying their understanding 

of familiar programmes and their functions.  Children and their families are 

provided with an overview of content and the expectations for the academic 

year.  This lets them know where the learning fits in with prior and future 

learning.  Where this differs during our implementation of our updated 

curriculum links to other prior learning is also shared.   This knowledge is 

revisited through regular Pit Stops as well as through entry and exit quizzes 

to concepts.  

  



 

  

 

 
 
 

 

 

 

  

EYFS A 

 

Year 1 

 

Children in Year 1  continue to develop their knowledge of technologies 

found in the home from EYFS. 

When looking at multimedia they will learn how to take photos and add 

these to a computer folder.  They will also learn how to use drawing 

packages to create images of their own.   

They will begin to learn how to programme by using BeeBots to carry out a 

simple set of instructions, a concept that will support their understanding of 

programming as they move though school. 

Children in Year 1 will be introduced to Microsoft Office by using Word.  They 

will learn how to save, print and create documents. 

One of the most important [arts of our computing curriculum is E-Safety.  In 

Year 1 the children will be taught how to stay safe online.  They will learn 

how to safely use the internet, how you can communicate online by email, 

how not  to share personal information and what to do if they are unhappy 

about something they see or hear online. 

Year 2 

 

In Year 2 children continue to develop their knowledge of staying safe online.  

They find out about their digital footprint, how to evaluate a webpage for its 

suitability and how to identify unkind behaviour online.  When using the 

internet, the children will learn how to search for content and how safety 

filters work to keep them safe. 

The children build on their Office skills by learning how to use keyboard and 

tools to create a desired effect.  They will be introduced to PowerPoint 

alongside Word to learn how to make a basic presentation using the skills 

learned within Word. 

 

BeeBots will be used to further develop programming skills including learning 

how to debug a programme when it goes not work. 

These skills are then used to support their introduction to Scratch Jr, a 

programming software package that allows them to create more advanced 

programmes on screen. 

When studying multimedia Year 2 children will learn how to capture images 

considering angle and distance to create effects.  They will also learn how to 

edit images digitally using appropriate software. 
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Year 3 

In Year 3 the children continue to focus on e-safety.  They will 

look at forms of cyberbullying and learn how to address it, how 

to evaluate the reliability of online information and how to 

decide if a website is appropriate.  The children will learn how 

to use privacy settings to keep themselves safe within various 

forms of online platform.   They will also explore how 

advertisements are targeted based on their interaction online.  

 

When continuing to develop their Office skills children in Year 3 

will learn various shortcut keys, and how to use new 

presentational tools.   The children will also be introduced to 

the basics of Excel including inputting and selecting data. 

 

Programming will continue to be taught through Scratch.  The 

children will learn how to create sprites and backdrops, create 

longer multiple command sets of code and how to debug more 

complex sets of code. 

When learning about media the children will continue to build 

on their knowledge of creating effects through the way an 

image is captured.  They will also learn how to combine images 

to create a movie through the use of iMovie.   

Year 4 

 

In Year 4 the children further develop their e-safety skills to keep themselves 

safe online, they also learn about plagiarism and how to avoid it when 

working online. 

 

When working with software children in Year 4 are taught to become more 

critically evaluative in selecting programmes for a set purpose.   

The children will continue to learn how to use the various aspects of the 

Office suite.  They will learn how to create new folders for storing work, act 

on the red and blue lines advising of errors, insert animations and images into 

documents, apply and use filters within data sheets, format spreadsheets and 

how to use hyperlinks within a document. 

 

When using Scratch to develop new programming skills the Year 5 children 

will learn different ways to start a programme running, how to use conditional 

statements as well as how to identify and resolve bugs within their own code. 

 

The children will build on their knowledge of using iMovie to create short 

films.  They will learn how to trim and arrange clips, add titles, credits and 

special effects to enhance their film. 

 



 

 
 
 

Year 5 

Children in Year 5 will develop their ability to stay safe online and evaluate the 

validity of what they see and read on the internet.  They will look at how to 

identify SPAM emails and what to do with them, learn how to recognise when an 

image as been digitally edited and how all actions have consequences when 

interacting online.  Year 5 children will also learn how to identify the target 

audience of a website. 

 

When using software Year 5 children will begin to explain their choices for 

choosing to use specific software based on the task they are trying to achieve.  

They will learn some of the more technical features and tools within MS Office 

including: anchors, headers and footers, formulas within Excel, text and image 

wrapping, graph production in Excel. 

 

When programming with Scratch Year 5 children will start to use variable and a 

wider range of conditional code allowing them to design their own game.  They 

will also be taught how to annotate code that they have used. 

 

Children in Year 5 will use their multimedia skills to produce a short stop motion 

animation using a range of pictures.  

A DSJA Computing Champion leaves as: 

Able to stay safe online 

Able to evaluate and choose software and hardware appropriate to a given 

task 

Create, manipulate and debug a programme to perform a given task 

Present and interpret data in a range of forms 

Seek out information using appropriate search functions and evaluate  the 

validity and authenticity  

Create and edit various media with appropriate software and hardware 

 

Year 6 

In Year 6 children learn how to critically evaluate the positives and negatives of 

modern technology including social media.  They will identify the impact of 

cyberbullying in all forms and how the use of social media has an influence on 

wellbeing. 

When working online children will learn how to compare information from more 

than one source, as well as how internet rankings work and influence the results of 

searches. 

Learning through MS Office continues in Year 6 with children having opportunities 

to use learned skills within each of the programmes to achieve a set task.  They will 

also learn how to use tools more efficiently and type with proficiency. 

Programming introduces Year 6 children to loops and broadcast messaging to 

enhance their codes and create more complex games and programmes. 

Year 6 children will build on the multimedia knowledge by planning a longer, multi 

scene animation.  They will learn how to adjust framerates within stop motion 

their animation and how to publish their completed project.  

 

 

 


