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Computing Overview


	Year A
	Our intent is…
· To be masters of technology in in an ever- changing digital world. 
· To digitally problem solving.
· To be fluent with a range of tools to best express their understanding.
· To independence and confidence to choose the best tool to fulfil the task and challenge set by teachers.
· To be creators not consumers.
· To inspire all to produce and share their learning in creative ways. 
· To facilitate opportunities for all children to apply their knowledge creatively which will in turn inspire our pupils to become skilful computer scientists.
· To use technology positively, responsibly and safely. 
· To understand that there is always a choice with using technology.
	At St Anthony’s we will…
· Teach computing in direct computing lessons, and the use of technology is encouraged to support learning across all curriculum areas. 
· Use the NCCE computing curriculum scheme of work to cover the three areas of the computing national curriculum: digital literacy, computer science and information technology. In addition to the online safety objectives supported with our PSHE curriculum. 
· Plan every lesson in our scheme so that it can be effectively taught using the infrastructure we have in place at school to ensure it meets the needs of all our pupils. 
· Ensure our scheme is also closely referenced against the 2014 national curriculum attainment targets in order to ensure progression and coverage.  
· Facilitate discreet lessons that means the children are able to develop depth in their knowledge and skills over the duration of each of their computing topics. 
· Where appropriate, implement meaningful links between the computing curriculum and the wider curriculum. 
· Provide computing lessons where the children will use either iPads, laptops or desktops in order to access a range of apps and software.
· Teach online safety regularly at an age appropriate level.
· Ensure children are exposed and taught about vocabulary linked to computing and key skills for life including touch-typing.
	Our children will…
· Be confident users of technology, able to use it to accomplish a wide variety of goals, both at home and in school.
· Have a secure and comprehensive knowledge of the implications of technology and digital systems.
· Be able to recognise the dangers that exist from the use of technology and understand how to access online systems safely.
· By the end of each key stage, know, apply and understand the matters, skills and processes specified in our NCCE curriculum. 
· Reach the end of year expectations in terms of attainment and progress.
· Will be given feedback and ways to improve their work either verbally, using Seesaw and/or appropriate small group work. 
· Communicate with the subject leader regularly as she reviews each part of the Computing curriculum and attends learning walks whilst observing and contributing to the teaching of the curriculum across the school.
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	EYFS
	Creating    media –
Marvellous Me.
	IT – Unplugged.
Awesome Autumn
	Creating    media –
Music Creation
	IT – Unplugged.
Busy Bodies
	IT - Technology around us.
	IT – Unplugged.
Summer Surprise

	

	Patterns, Creating, Collaborating, Persevering, Tinkering.

E-Safety Unit
	Patterns, Logic, Decomposition, Creating, Collaborating, Algorithms
	https://springroll-tc.pbskids.org/music-maker/d0f261dffc3c8f713fa5a22bb99d7f9afd04cb56/release/index.html 
	Patterns, Logic, Decomposition, Debugging, Algorithms, Abstraction
	https://www.ilearn2.co.uk/computerdiscoveryfree.html/ 

E-Safety Unit
	Tinkering, Persevering, Patterns, Logic, Decomposition, Debugging, Collaborating, Algorithms

	
	
	

	
	

	
	


	Year 1/2
	Computing systems and networks –
Technology around us.
	Creating    media –Digital painting
	Programming    A –Moving a robot.
	Data and information –Grouping data
	Creating    media –
Digital Writing
	Introduction to Animation

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 3/4
	Computing systems and networks –
Connecting computers
	Creating media –
Animation
	Programming    A –Repetition in shapes
	Data and information –Branching databases
	Creating    media –Desktop publishing
	Programming    B –
Events and action

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 5/6
	Computing    systems and networks –
Sharing information
	Programming    A –Selection  in  physical computing
	Creating    media –
Video editing
	Data and information –Flat-file databases
	Creating    media –Vector drawing.
	Programming    B –Selection in quizzes
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	Year B
	Our intent is…
· To be masters of technology in in an ever- changing digital world. 
· To digitally problem solving.
· To be fluent with a range of tools to best express their understanding.
· To independence and confidence to choose the best tool to fulfil the task and challenge set by teachers.
· To be creators not consumers.
· To inspire all to produce and share their learning in creative ways. 
· To facilitate opportunities for all children to apply their knowledge creatively which will in turn inspire our pupils to become skilful computer scientists.
· To use technology positively, responsibly and safely. 
· To understand that there is always a choice with using technology.
	At St Anthony’s we will…
· Teach computing in direct computing lessons, and the use of technology is encouraged to support learning across all curriculum areas. 
· Use the NCCE computing curriculum scheme of work to cover the three areas of the computing national curriculum: digital literacy, computer science and information technology. In addition to the online safety objectives supported with our PSHE curriculum. 
· Plan every lesson in our scheme so that it can be effectively taught using the infrastructure we have in place at school to ensure it meets the needs of all our pupils. 
· Ensure our scheme is also closely referenced against the 2014 national curriculum attainment targets in order to ensure progression and coverage.  
· Facilitate discreet lessons that means the children are able to develop depth in their knowledge and skills over the duration of each of their computing topics. 
· Where appropriate, implement meaningful links between the computing curriculum and the wider curriculum. 
· Provide computing lessons where the children will use either iPads, laptops or desktops in order to access a range of apps and software.
· Teach online safety regularly at an age appropriate level.
· Ensure children are exposed and taught about vocabulary linked to computing and key skills for life including touch-typing.
	Our children will…
· Be confident users of technology, able to use it to accomplish a wide variety of goals, both at home and in school.
· Have a secure and comprehensive knowledge of the implications of technology and digital systems.
· Be able to recognise the dangers that exist from the use of technology and understand how to access online systems safely.
· By the end of each key stage, know, apply and understand the matters, skills and processes specified in our NCCE curriculum. 
· Reach the end of year expectations in terms of attainment and progress.
· Will be given feedback and ways to improve their work either verbally, using Seesaw and/or appropriate small group work. 
· Communicate with the subject leader regularly as she reviews each part of the Computing curriculum and attends learning walks whilst observing and contributing to the teaching of the curriculum across the school.
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	EYFS
	Creating    media –
Marvellous Me.
	IT – Unplugged.
Awesome Autumn
	Creating    media –
Music Creation
	IT – Unplugged.
Busy Bodies
	IT - Technology around us.
	IT – Unplugged.
Summer Surprise

	

	Patterns, Creating, Collaborating, Persevering, Tinkering.

E-Safety Unit
	Patterns, Logic, Decomposition, Creating, Collaborating, Algorithms
	https://springroll-tc.pbskids.org/music-maker/d0f261dffc3c8f713fa5a22bb99d7f9afd04cb56/release/index.html 
	Patterns, Logic, Decomposition, Debugging, Algorithms, Abstraction
	https://www.ilearn2.co.uk/computerdiscoveryfree.html/ 

E-Safety Unit
	Tinkering, Persevering, Patterns, Logic, Decomposition, Debugging, Collaborating, Algorithms

	
	
	

	
	

	
	


	Year 1/2
	Computing    systems and   networks –
IT around us
	Creating    media –Digital Photographs
	Programming    A –
Robot Algorithms.
	Data and information –Pictograms
	Creating    media –Making music
	An   introduction   to quizzes

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 3/4
	Programming    A –
Sequence in music
	Creating    media –Audio editing
	Computing    systems and  networks –
The Internet
	Data and information –Data logging
	Creating    media –Photo editing
	Programming    B –Repetition in games

	

	

	

	

	

	

	

	

	

	

	

	

	


	Year 5/6
	Computing    systems and networks –Communication
	Creating    media –
Web page creation
	Programming    A –Variables in games
	Data and information –Spreadsheets
	Creating  media –
3D Modelling
	Programming B –Sensing

	

	

	

	

	

	

	

	

	

	

	

	

	





Unit Overview will provide summary, lesson outline and cross curriculum links to the National Curriculum | ST ANTHONY'S CATHOLIC PRIMARY SCHOOL
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Unit overview � Making music.pdf
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https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239037/PRIMARY_national_curriculum_-_Music.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF




Progression of  Concepts and Skills � Making music.pdf


 


 


 


 


 


 


 


 


  






Unit overview - Programming quizzes.pdf
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https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study




Progression of  Concepts and Skills � Programming quizzes.pdf


 


 


 


 


 


 


 


 


  






Year 3.4 - National Curriculum.pdf


Key Stage 2 National Curriculum: Year 3/4 
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems 


by decomposing them into smaller parts 
4 


2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6 
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 4 
2.4 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 
4 


2.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 3 
2.6 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 


12 


2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 
concerns about content and contact. 


3 


 
Year 3 and 4 
Key Stage 2 


Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 


Cycle A Computing systems 
and networks – 
Connecting computers  


Creating media – 
Animation  


Programming A – 
Sequence in music  


Data and information 
– Branching 
databases  


Creating media – 
Desktop publishing  


Programming B – 
Events and actions  


National Curriculum 
coverage: 


2.2. 
2.4. 
2.6 


2.6 2.1. 
2.2. 
2.3. 
2.6 


2.6 2.6 
2.6 


2.1. 
2.2. 
2.3. 
2.6 


Cycle B Computing systems 
and networks – The 
Internet  


Creating media – 
Audio editing  


Programming A – 
Repetition in shapes  


Data and information 
– Data logging  


Creating media – 
Photo editing  


Programming B – 
Repetition in games 


 National Curriculum 
coverage: 


2.4. 
2.5. 
2.7 
2.6 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 


2.2. 
2.6 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 
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Unit overview - Sequencing sounds.pdf
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https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study




Progression of  Concepts and Skills � Sequencing Sounds.pdf


 


 


 


 


 


 


 


 


 






Unit overview � Audio editing.pdf
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https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://www.gov.uk/government/publications/education-for-a-connected-world

https://www.gov.uk/government/publications/education-for-a-connected-world




Learning graph � Audio editing � Y4.pdf


Learning graph
Year 4 – Creating media – Audio editing


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.



https://ncce.io/ogl
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Unit overview � The internet.pdf
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https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/425601/PRIMARY_national_curriculum.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF




Learning graph � The internet � Y4.pdf


To explain that the global 
interconnection of networks is 
the internet


To describe how networks 
connect to other networks


To outline how information can 
be shared via the World Wide 
Web


To describe the types of 
content/media that can be 
added, created, and shared on 
the World Wide Web


To explain how the content of 
the World Wide Web is created, 
owned, and shared by people


To describe the current 
limitations of World Wide Web 
media


To evaluate the reliability of 
content and the consequences 
of unreliable content


To explain the benefits of the 
World Wide Web


Learning graph
Year 4 – Computing systems and networks – The internet


To recognise that the World 
Wide Web is part of the 
internet


To explain that the internet 
enables us to view the World 
Wide Web


To explain that the World Wide 
Web comprises of websites and 
web pages


To describe how to access the 
World Wide Web


To recognise the need for 
security on the internet


         Resources are updated regularly — the latest version is available at: ncce.io/tcc.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.



https://ncce.io/tcc

https://ncce.io/ogl




Unit overview � Data Logging.pdf
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https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study




Learning graph � Data Logging.pdf


Learning graph
Year 4 – Data logging


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To suggest questions that can 
be answered using a given data 
set


To identify the data that we 
need to answer questions


To use a digital device to collect 
data automatically 


To recognise that a sensor can 
be used as an input device for 
data collection


To use a larger data set to find 
information


To export information in 
different formats


To explain that a data logger 
captures ‘data points’ from 
sensors over timeTo identify that sensors are  


input devices


To present data in a table


To present data in a graph


To choose how often to 
automatically collect data 
samples


To use a computer program to 
sort data by one attribute



https://ncce.io/ogl




Unit overview � Photo editing.pdf
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https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239033/PRIMARY_national_curriculum_-_Computing.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF
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Progression of  Concepts and Skills


Learning graph � Photo editing � Year 4.pdf


To use a computer to 
(further) manipulate 
images


Develop


To use the most 
appropriate tool for a 
particular purpose


To consider the impact of 
changes made on the 
quality of the image 


To recognise that images 
can be changed for 
different purposes


To arrange (rotate, flip)


To crop


To cut out a part


To adjust colours


To apply filters


To add effects


To retouch


To draw


To add text


To add an element (e.g. a 
border)


To apply a change globally


To change the composition 
of an image


To open/retrieve an image


To make additions


To apply changes locally


To reuse


To recognise that digital 
images can be 
manipulated


To recognise that not all 
images are real


Learning graph
Year 4 – Photo editing


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.



https://ncce.io/ogl




Unit overview - Repetition in games.pdf
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https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study




Progression of  Concepts and Skills � Repetition in games.pdf


Learning graph
Year 4 – Programming


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To explain the 
importance of 
instruction order in a 
loop 


To create two or more 
sequences that run at 
the same time 


To recognise tools that 
enable more than one 
process to be run at the 
same time 
(concurrency)


To recognise that not 
all tools enable more 
than one process to be 
run at once


To relate what ‘repeat’ 
means


To identify everyday tasks 
that include repetition as 
part of a sequence, eg 
brushing teeth, dance moves


To list an everyday task as a 
set of instructions including 
repetition


To explain that we can use a 
loop command in a program 
to repeat instructions


To identify a loop within a 
program


To explain that in 
programming there are 
indefinite loops and 
count-controlled loops


To explain that an indefinite 
loop will run until the 
program is stopped


To explain that you can 
program a loop to stop after 
a specific number of times


To justify when to use a loop 
and when not to


To plan a program that 
includes appropriate loops to 
produce a given outcome  


To use an indefinite loop to 
produce a given outcome


To use a count-controlled 
loop to produce a given 
outcome


To identify patterns in a 
sequence, eg ‘step 3 times’ 
means the same as ‘step, 
step, step’ 


To identify patterns in a 
sequence



https://ncce.io/ogl




Year 5.6 - National Curriculum.pdf


Key Stage 2 National Curriculum: Year 5/6 
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems 


by decomposing them into smaller parts 
6 


2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6 
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 5 
2.4 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 
2 


2.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 4 
2.6 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 


12 


2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 
concerns about content and contact. 


5 


 
Year 5 and 6 
Key Stage 2 


Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 


Cycle A Computing systems 
and networks – 
Sharing information 


Creating media – 
Video editing 


Programming A – 
Selection in physical 
computing 


Data and information 
– Flat-file databases 


Creating media – 
Vector drawing 


Programming B – 
Selection in quizzes 


National Curriculum 
coverage: 


2.1. 
2.2. 
2.4. 
2.6 
2.7 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 


2.5. 
2.6 


2.6 2.1. 
2.2. 
2.3. 
2.6 


Cycle B Computing systems 
and networks – 
Communication 


Creating media – 
Web page creation 


Programming A – 
Variables in games 


Data and information 
– Spreadsheets 


Creating media – 3D 
Modelling 


Programming B – 
Sensing 


 National Curriculum 
coverage: 


2.1. 
2.2. 
2.3. 
2.4. 
2.5 
2.6 
2.7 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 


2.6 2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 
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Unit overview � Internet communication.pdf
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https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF




Progression of  Concepts and Skills � Internet communication.pdf


To explain how search results 
are selected


To identify some of the 
limitations of search engines


To demonstrate that different 
search terms produce different 
results


To identify that results from 
search engines can include 
adverts, and that the adverts 
can be targeted


To discuss the opportunities 
that technology offers for 
communication


To list methods of 
communicating using the 
internet


To recognise that some 
information is not searchable


To explain why search engines 
exist


To recognise that there are a 
number of search engines


To define ‘communication’ To evaluate different methods 
of online communication


To recall how to use a search 
engine


To explain that search terms 
need to be chosen carefully


To explain the role of web 
crawlers


To decide what I should/should 
not share


To evaluate the results of 
search terms


To compare the results from 
different search engines


To explain how ranking is 
determined by rules, and that 
different search engines use 
different rules


To explain why search engines 
create indexes, and that they 
are different for each search 
engine


To define the purpose of an 
index


To explain that search results 
are ordered, and this is known 
as ranking


To explain why the order of 
results is important, and to 
whom


To explain how search engines 
make money by selling 
advertising space


To explain that ranking narrows 
down the search results 
returned from the index, which 
makes it more useful


To examine the role of the 
searcher, search engine, and 
content creator in the 
searching process


Learning graph
Year 6 – Internet communication


1


Lesson


2


Lesson


3


Lesson


4


Lesson


Input Process Output


To identify different ways to 
communicate without 
technology


To choose an appropriate 
method of internet 
communication for a given 
purpose


To explain that communicating 
through the internet can be 
public or private


To explain which types of media 
can be shared through the 
internet


To classify internet 
communication by messenger 
and recipient or audience


5


Lesson


6


Lesson


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.



https://ncce.io/ogl




Unit overview - Web page creation.pdf


 


         


   


 


● 


● 


● 


● 


● 


● 


● 


● 


● 


 
 
 







            


      


● 


● 


● 


● 


● 


● 


● 


● 


● 


  







            


      


● 


● 


● 


● 


● 


● 


● 


● 


● 


● 


● 


● 


● 


● 


● 



https://www.gov.uk/government/publications/national-curriculum-in-england-computing-programmes-of-study/national-curriculum-in-england-computing-programmes-of-study

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/335186/PRIMARY_national_curriculum_-_English_220714.pdf

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/683895/Education_for_a_connected_world_PDF.PDF




Progression of  Concepts and Skills � Web page creation.pdf


Learning graph
Year 6 – Web page creation


Resources are updated regularly — the latest version is available at: ncce.io/tcc.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To create a new blank  
web page


To review an existing 
website (navigation bars, 
header)


To insert hyperlinks to 
another site


To recognise components 
of a web page layout


To recognise the need for 
a navigation path


To add text to a web  
page


To change the 
appearance of text


To embed media in a web 
page


To insert hyperlinks 
between pages


To recognise the 
implications of linking to 
content owned by others


To consider the ownership 
and use of images 
(copyright)


To recognise the 
relationship between 
HTML and visual display


To recognise that a 
website is a set of 
hyperlinked web pages


To add web pages to a 
website


To preview a web page 
(different screen sizes)


To recognise the need to 
preview pages (different 
screens / devices)


To recognise that web 
pages are written by 
people


To recognise that web 
pages can contain 
different media types


To set the style of text on 
a web page



http://ncce.io/tcc

https://ncce.io/ogl
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Learning graph
Year 6 – Programming – Variables in games and Sensing


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To recognise that 
the value of a 
variable can be 
updated


To define a 
program variable 
as a placeholder in 
memory for a 
single value


To explain that a 
variable has a 
name and a value To explain the 


importance of 
setting up a 
variable at the 
start of a program 
(initialisation)


To recognise that a 
variable can be set 
as a constant (fixed 
value)


To experiment with 
the value of an 
existing variable


To define ‘variable’ 
as something that is 
changeable


To explain that a 
variable is 
something that we 
can use in a 
program, eg ‘score’


To identify a 
variable in an 
existing program


To identify that 
variables can hold 
numbers (integers) 
or letters (strings)


To decide where in 
a program to set a 
variable


To identify 
examples of 
information that is 
variable, eg a 
football score 
during a match


To recognise that 
the value of a 
variable can be 
used by a program


To use the same 
variable in more 
than one location in 
a program


To explain that 
there is only one 
value for a variable 
at any one time


To explain that the 
name of a variable 
is meaningless to 
the computer


To explain that if 
you read a 
variable, the value 
remains


To explain that if 
you change the 
value of a variable, 
you cannot access 
the previous value 
(cannot undo)


To use an event in a 
program to update 
a variable


To use a variable in 
a conditional 
statement to 
control the flow of 
a program


To update a 
variable with a user 
input


To explain that the 
name of a variable 
needs to be unique


To define the way 
that a variable is 
changed


To choose a name 
that identifies the 
role of a variable 
to make it more 
usable (to humans)



https://ncce.io/ogl
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To propose simple, relevant 
questions that can be answered 
using data


To identify questions that can 
be answered using data


To explain that 
objects/artifacts can be 
described using data


To explain what an item of data 
is


To explain that computers deal 
with different data types in 
different ways


To explain why data should be 
organised


To choose suitable ways to 
represent data 


To evaluate results in 
comparison to the question 
asked


To outline that there are 
different software tools to 
work with data


To recognise that changing 
inputs also changes outputs


To recognise that data can be 
calculated using different 
operations


To apply formulas to data, 
including duplication


To explain that formulas can be 
used to produce calculated 
data


To outline what makes good 
questions to answer with data


Learning graph
Year 6 – Introduction to spreadsheets


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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To create 3D graphical 
objects on a computer 
screen


To place a 3D object in a 
3D space


To reposition objects in 
three dimensions


To rotate objects in three 
dimensions


To resize an object in 
three dimensions


To delete an object
To recolour an object


To select multiple objects


To group objects


To modify multiple 
objects


Develop


To modify an object


To select an object


To combine objects


To alter the view of the 
3D space


To use an object as a 
placeholder


To duplicate an object


To recognise that 3D 
objects comprise length, 
width, and height (depth)


To recognise the similarities 
and differences between 
real-life 3D and virtual 3D


To recognise the role of 
scale in design


To recognise the differences 
when working in 3D compared 
with 2D


To recognise that 
structures can be broken 
down into a collection of 
3D objects


To recognise that blank 
objects must be used as 
placeholders to create 
holes


Learning graph
Year 6 – 3D Modelling


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.
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Learning graph
Year 6 – Sensing


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To recognise that 
the value of a 
variable can be 
updated


To define a 
program variable 
as a placeholder in 
memory for a 
single value


To explain that a 
variable has a 
name and a value To explain the 


importance of 
setting up a 
variable at the 
start of a program 
(initialisation)


To recognise that a 
variable can be set 
as a constant (fixed 
value)


To experiment with 
the value of an 
existing variable


To define ‘variable’ 
as something that is 
changeable


To explain that a 
variable can be 
used in a program, 
e.g. ‘score’


To identify a 
variable in an 
existing program


To identify that 
variables can hold 
numbers (integers) 
or letters (strings)


To decide where in 
a program to set a 
variable


To identify 
examples of 
information that is 
variable, e.g. a 
football score 
during a match


To recognise that 
the value of a 
variable can be 
used by a program


To use the same 
variable in more 
than one location in 
a program


To explain that 
there is only one 
value for a variable 
at any one time


To explain that the 
name of a variable 
is meaningless to 
the computer


To explain that if 
you read a 
variable, the value 
remains


To explain that if 
you change the 
value of a variable, 
you cannot access 
the previous value 
(cannot undo)


To use an event in a 
program to update 
a variable


To use a variable in 
a conditional 
statement to 
control the flow of 
a program


To update a 
variable with a user 
input


To explain that the 
name of a variable 
needs to be unique


To define the way 
that a variable is 
changed


To choose a name 
that identifies the 
role of a variable 
to make it more 
usable (to humans)



https://ncce.io/ogl
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Year 1.2 - National Curriculum.pdf


 
Key stage 1 National Curriculum: Accessed over the 2 year cycle 
1.1
  


understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by 
following precise and unambiguous instructions 


4 


1.2
  


create and debug simple programs 4 


1.3
  


use logical reasoning to predict the behaviour of simple programs 4 


1.4
  


use technology purposefully to create, organise, store, manipulate and retrieve digital content 10 


1.5
  


recognise common uses of information technology beyond school 5 


1.6
  


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. 


5 


 
 
Year 1 and 2 
Key Stage 1 


Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 


Cycle A Computing systems 
and networks – 
Technology around 
us. 


Creating media – 
Digital painting  


Programming A – 
Moving a robot using 
BeeBots. 


Data and information 
– Grouping data  


Creating media – 
Digital Writing 
 


Introduction to 
Animation 


National Curriculum 
coverage: 


1.4. 
1.5. 
1.6 


1.4. 1.1. 
1.2  
1.3 
1.5. 


1.4. 
1.6  


1.4. 
1.6 


1.1.  
1.2. 
1.3. 
1.4. 


Cycle B Computing systems 
and networks – IT 
around us  


Creating media – 
Digital Photographs  
 


Programming A – 
Robot Algorithms. 


Data and information 
– Pictograms  


Creating media – 
Making music  


An introduction to 
quizzes 


 National Curriculum 
coverage: 


1.4.  
1.5.  
1.6 


1.4.  
1.5.  
1.6 


1.1. 
1.2. 
1.3.  
1.4. 
1.5. 


1.4. 1.4. 1.1.  
1.2. 
1.3. 
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Key Stage 2 National Curriculum: Year 3/4 
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems 


by decomposing them into smaller parts 
4 


2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6 
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 4 
2.4 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 
4 


2.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 3 
2.6 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 


12 


2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 
concerns about content and contact. 


3 


 
Year 3 and 4 
Key Stage 2 


Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 


Cycle A Computing systems 
and networks – 
Connecting computers  


Creating media – 
Animation  


Programming A – 
Sequence in music  


Data and information 
– Branching 
databases  


Creating media – 
Desktop publishing  


Programming B – 
Events and actions  


National Curriculum 
coverage: 


2.2. 
2.4. 
2.6 


2.6 2.1. 
2.2. 
2.3. 
2.6 


2.6 2.6 
2.6 


2.1. 
2.2. 
2.3. 
2.6 


Cycle B Computing systems 
and networks – The 
Internet  


Creating media – 
Audio editing  


Programming A – 
Repetition in shapes  


Data and information 
– Data logging  


Creating media – 
Photo editing  


Programming B – 
Repetition in games 


 National Curriculum 
coverage: 


2.4. 
2.5. 
2.7 
2.6 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 


2.2. 
2.6 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 
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Learning graph
Year 4 – Programming


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To explain the 
importance of 
instruction order in a 
loop 


To create two or more 
sequences that run at 
the same time 


To recognise tools that 
enable more than one 
process to be run at the 
same time 
(concurrency)


To recognise that not 
all tools enable more 
than one process to be 
run at once


To relate what ‘repeat’ 
means


To identify everyday tasks 
that include repetition as 
part of a sequence, eg 
brushing teeth, dance moves


To list an everyday task as a 
set of instructions including 
repetition


To explain that we can use a 
loop command in a program 
to repeat instructions


To identify a loop within a 
program


To explain that in 
programming there are 
indefinite loops and 
count-controlled loops


To explain that an indefinite 
loop will run until the 
program is stopped


To explain that you can 
program a loop to stop after 
a specific number of times


To justify when to use a loop 
and when not to


To plan a program that 
includes appropriate loops to 
produce a given outcome  


To use an indefinite loop to 
produce a given outcome


To use a count-controlled 
loop to produce a given 
outcome


To identify patterns in a 
sequence, eg ‘step 3 times’ 
means the same as ‘step, 
step, step’ 


To identify patterns in a 
sequence



https://ncce.io/ogl
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Unit overview � Desktop publishing.pdf
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Progression of  Concepts and Skills � Desktop Publishing.pdf
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Unit overview - Events and actions in programs .pdf
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Year 5.6 - National Curriculum.pdf


Key Stage 2 National Curriculum: Year 5/6 
2.1 design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems 


by decomposing them into smaller parts 
6 


2.2 use sequence, selection, and repetition in programs; work with variables and various forms of input and output 6 
2.3 use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 5 
2.4 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 
2 


2.5 use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 4 
2.6 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 


12 


2.7 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report 
concerns about content and contact. 


5 


 
Year 5 and 6 
Key Stage 2 


Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 


Cycle A Computing systems 
and networks – 
Sharing information 


Creating media – 
Video editing 


Programming A – 
Selection in physical 
computing 


Data and information 
– Flat-file databases 


Creating media – 
Vector drawing 


Programming B – 
Selection in quizzes 


National Curriculum 
coverage: 


2.1. 
2.2. 
2.4. 
2.6 
2.7 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 


2.5. 
2.6 


2.6 2.1. 
2.2. 
2.3. 
2.6 


Cycle B Computing systems 
and networks – 
Communication 


Creating media – 
Web page creation 


Programming A – 
Variables in games 


Data and information 
– Spreadsheets 


Creating media – 3D 
Modelling 


Programming B – 
Sensing 


 National Curriculum 
coverage: 


2.1. 
2.2. 
2.3. 
2.4. 
2.5 
2.6 
2.7 


2.5. 
2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 


2.6 2.6 
2.7 


2.1. 
2.2. 
2.3. 
2.6 
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Progression of  Concepts and Skills � Sharing information.pdf


 


 


 


 


 


 


 


 







              


 


 






Unit overview � Selection in physical computing.pdf
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Learning graph
Year 5 – Selection in physical computing


Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.


To relate that a 
count-controlled loop 
contains a condition


To explain that a  
condition can only be 
true or false


To use selection to 
switch the program flow 
in one of two ways


To use a condition in an 
‘if...then…’ statement to 
start an action


To explain that selection 
can be used to branch 
the flow of a program


To explain that a loop 
can be used to 
repeatedly check 
whether a condition has 
been met


To use a condition in an 
‘if...then...else…’ 
statement to produce 
given outcomes


To compare a 
count-controlled loop with 
a condition-controlled 
loop


To explain that a 
condition-controlled 
loop will stop when a 
condition is met


To explain that when a 
condition is met, a loop 
will complete a cycle 
before it stops


To create a 
condition-controlled 
loop


To explain the 
importance of 
instruction order in 
‘if...then...else...’ 
statements



https://ncce.io/ogl
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Unit overview � Flat-file databases.pdf
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Progression of  Concepts and Skills � Databases.pdf


 


 


 


 


 


 


 


 


 






Unit overview � Vector drawing.pdf
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Progression of  Concepts and Skills � Vector drawing.pdf


 


 


 


 


 


 


 


 


 






Unit overview � Selection in quizzes.pdf
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EYFS Key Skills in Computing.pdf
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Busy Bodies Skills.pdf
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Summer Surprise Skills.pdf
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Year 1.2 - National Curriculum.pdf


 
Key stage 1 National Curriculum: Accessed over the 2 year cycle 
1.1
  


understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by 
following precise and unambiguous instructions 


4 


1.2
  


create and debug simple programs 4 


1.3
  


use logical reasoning to predict the behaviour of simple programs 4 


1.4
  


use technology purposefully to create, organise, store, manipulate and retrieve digital content 10 


1.5
  


recognise common uses of information technology beyond school 5 


1.6
  


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. 


5 


 
 
Year 1 and 2 
Key Stage 1 


Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 


Cycle A Computing systems 
and networks – 
Technology around 
us. 


Creating media – 
Digital painting  


Programming A – 
Moving a robot using 
BeeBots. 


Data and information 
– Grouping data  


Creating media – 
Digital Writing 
 


Introduction to 
Animation 


National Curriculum 
coverage: 


1.4. 
1.5. 
1.6 


1.4. 1.1. 
1.2  
1.3 
1.5. 


1.4. 
1.6  


1.4. 
1.6 


1.1.  
1.2. 
1.3. 
1.4. 


Cycle B Computing systems 
and networks – IT 
around us  


Creating media – 
Digital Photographs  
 


Programming A – 
Robot Algorithms. 


Data and information 
– Pictograms  


Creating media – 
Making music  


An introduction to 
quizzes 


 National Curriculum 
coverage: 


1.4.  
1.5.  
1.6 


1.4.  
1.5.  
1.6 


1.1. 
1.2. 
1.3.  
1.4. 
1.5. 


1.4. 1.4. 1.1.  
1.2. 
1.3. 


 






Unit overview - Information technology around us.pdf
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Progression of  Concepts and Skills � Information technology around us.pdf
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Unit overview � Digital photography.pdf
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Learning graph
Year 2 – Creating media – Digital photography


    Resources are updated regularly — please check that you are using the latest version.
This resource is licensed under the Open Government Licence, version 3. For more information on this licence, see ncce.io/ogl.



https://ncce.io/ogl
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Unit overview � Robot algorithms.pdf
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Unit overview � Pictograms.pdf
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