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LANGLEY MOOR PRIMARY SCHOOL 

computing curriculum: Whole school long term plan 
 

 

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

 Online 
Safety Focus 

Managing Online Information 
 

Privacy and Security 

Online Bullying 
(Linked to anti-bullying week) 

Online Relationships 
(Theme for this term will change 

depending on Safer Internet Day theme) 

Copyright and Ownership Self-Image and Identify 
 

Online Reputation 

Health, Well-being and 
Lifestyle 

EY
FS

 

Strand Digital Literacy Information Technology Digital Literacy Information Technology Information Technology Computer Science 

Title Digital Exploration Digital images, sound and media Communicating and Collaborating Multimedia Data Handling Programming and coding 

Y
e

ar
 1

 Strand Digital Literacy Computer Science A Information Technology Information Technology Information Technology Computer Science B 

Title Technology Around Us Moving a Robot Creating Media – Digital Painting Creating Media – Digital Writing Grouping Data Introduction to Block Coding 

Planning Resource Teach Computing Teach Computing Teach Computing Teach Computing Teach Computing 
Purple Mash L1 – 5 
Challenge Lesson 6 

Y
e

ar
 2

 Strand Digital Literacy Computer Science Information Technology  Information Technology  Information Technology  Computer Science 

Title Information Technology Around Us Programming A – Robot Algorithms Digital Photography Making Music Data and Information - Pictograms  

Planning Resource Teach Computing Teach Computing Teach Computing Teach Computing Teach Computing Purple Mash 

Y
e

ar
 3

 Strand Digital Literacy  Digital Literacy Information Technology Information Technology Information Technology Computer Science 

Title 
Managing Online Information 

Privacy and Security 
Information Technology Around Us 

Creating Media – Stop Frame 
Animation 

Desktop Publishing Branching Databases 
Design and Create and Interactive 

Scene 

Planning Resource Project Evolve and Other Teach Computing Teach Computing Teach Computing Teach Computing Purple Mash 

Y
e

ar
 4

 Strand Digital Literacy Digital Literacy Information Technology Information Technology Information Technology Computer Science 

Title 
Managing Online Information 

Privacy and Security 
Computing Systems Network – The 

Internet 
Creating Media – Audio Production Digital Images Data Loggers Creating a Playable Game 

Planning Resource Project Evolve and Other Teach Computing Teach Computing Teach Computing Teach Computing Purple Mash 

Y
e

ar
 5

 Strand Digital Literacy Digital Literacy Information Technology Information Technology Information Technology Computer Science 

Title 
Managing Online Information 

Privacy and Security Sharing Information Video Editing Vector Drawing Flat-File Databases Simulations 

Planning Resource Project Evolve and Other Teach Computing Teach Computing Teach Computing Teach Computing Purple Mash 

Y
e

ar
 6

 Strand Digital Literacy Computer Science Information Technology  Information Technology Digital Literacy 

Title 
Managing Online Information 

Privacy and Security 
Light Sensors and Compasses 3D Modelling  Web Page Creation Communication 

Planning Resource Project Evolve and Other Micro:bit Website Teach Computing  Teach Computing Teach Computing 

   Information Technology     

   Spreadsheets     

   Teach Computing     
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Computing curriculum: Reception autumn term plan 
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Digital Literacy and Digital Exploration Digital Images, Digital Media, Music and Sound 
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 I know how to access safe areas on the computer 
I understand the purpose of a password and use this to access the class computer 
I know how to save work.  For example, using personal ‘trays’ in Mini Mash 
I understand information can be shared online and seen by others – class blog discussion and 
class sharing 

I can take photographs, film a video, delete unwanted pictures. 
I can use a painting program to create representations of ideas. 
I can record and play sounds. 

R
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Purple Mash 
2Blog 

2Paint 
iPad 
2Explore 
2Beat 
2Sequence 

V
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 password, online, information record, program, delete 
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Managing Online Information 
 
Privacy and Security 
See Online Safety resource document for resource guidance. 

Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 
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Digital Literacy – Communication and Collaboration Multimedia 
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 I can select and use technology for particular purposes. 
I can know that the internet can be used in a friendly way. 
I can know what to do if a command box opens or if a page changes unexpectedly. 
 

I can create a multimodal story, with support e.g. Puppet Pals  
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Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 
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Data Handling Computer Science - Beebots 
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I can use pictograms to answer simple questions. 

 
I can explain what a given command will do. 
I can act out a given word. 
I can combine forwards and backwards commands I can make a sequence. 
I can combine four direction commands I can make sequences/algorithm. 
I can plan and debug a simple program.  
I can find more than one solution to a problem. 

R
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 Beebots 

V
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 pictogram command, forwards, backwards, sequence, algorithm, debug, solution. 

W
h

o
le

 

Sc
h

o
o

l 

O
n

lin
e 

Sa
fe

ty
 

Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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Computing curriculum: Year 1 ongoing throughout the year  
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Information Technology Ongoing 
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Throughout the year, the children need to become more confident with key computing skills, which they will use across the 
computing curriculum and beyond.  These skills are steps towards children being computer literate in our technology age.  It is 
important that misconceptions are addressed early on so that bad habits are not formed.  For example, when completing 
work, children need to understand that importance of formal text rather than text speak, they should also be able to use the 
shift key when adding a capital letter or other character.   
 
By modelling, regularly reminding the children and providing the time to practise these skills on a regular basis, children should 
be competent by the end of the year, enabling these skills to be developed further in the following year. 

P
ri

o
r 

Le
ar

n
in

g Children will have experience of using a keyboard to input text in Reception.  They will know how to navigate around the 
screen using a mouse. 
 

O
b
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 I can log onto a computer. 
I can save my work. 
I can navigate around the screen using the laptop touchpad. 
I know how to type text using spacebar for separate words. 
I can find and use an app on the iPad. 
I can respond to a blog post. 

 

R
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2Type – use this to teach the children the position of the keys on the laptop keyboard. 
2Blog 
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Computing systems and networks – Technology around us Computer Science - Moving a Robot 
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Learners will develop their understanding of technology and how it can help them in their 
everyday lives. They will start to become familiar with the different components of a computer by 
developing their keyboard and mouse skills. Learners will also consider how to use technology 
responsibly. 

This unit introduces learners to early programming concepts. Learners will explore using 
individual commands, both with other learners and as part of a computer program. They will 
identify what each floor robot command does and use that knowledge to start predicting the 
outcome of programs. The unit is paced to ensure time is spent on all aspects of programming 
and builds knowledge in a structured manner. Learners are also introduced to the early stages of 
program design through the introduction of algorithms. 

P
ri

o
r 

Le
ar

n
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g As this is a Year 1 unit, no prior knowledge is assumed. This unit progresses students’ knowledge 
and understanding of technology and how they interact with it in school. Learners will build their 
knowledge of parts of a computer and develop the basic skills needed to effectively use a 
computer keyboard and mouse. This unit directly precedes the Y2 Computer systems and 
networks unit, IT around us 
 

As this is a Year 1 unit, no prior knowledge is assumed. 
 
This unit progresses learners’ knowledge and understanding of giving and following instructions. 
It moves from giving instructions to each other to giving instructions to a robot by programming 
it. 

O
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 I can identify technology 
I can identify a computer and its main parts 
I can use a mouse in different ways 
I can use a keyboard I can type on a computer 
I can use the keyboard I can edit text 
I can create rules for using technology responsibly 

 

I can explain what a given command will do 
I can act out a given word 
I can combine ‘forwards’ and ‘backwards’ commands to make a sequence 
I can combine four direction commands to make sequences 
I can plan a simple program 
I find more than one solution to a problem 
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Teach Computing 
 
2Paint 
2Do it yourself – puzzle, sound drag, drag 

Teach Computing 
 
Bee Bots 

V
o
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b
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ry
 1. Technology 

2. Computer, mouse, trackpad, keyboard, screen 
3. Computer, mouse, trackpad, double-click 
4. Computer, keyboard, mouse, typing 
5. Keyboard, computer 
6. Computer, technology 

 

1. Forwards, backwards, turn, clear, go, commands 
2. Instructions, directions 
3. Forwards, backwards, commands 
4. Left, right, turn, commands 
5. Plan, algorithm, program 
6. Route, plan, program 

W
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Managing Online Information 
 
Privacy and Security 
See Online Safety resource document for resource guidance. 

Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 
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Creating Media – Digital Painting Creating Media – Digital Writing 
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Learners will develop their understanding of a range of tools used for digital painting. They then 
use these tools to create their own digital paintings, while gaining inspiration from a range of 
artists’ work. The unit concludes with learners considering their preferences when painting with 
and without the use of digital devices. 

Learners will develop their understanding of the various aspects of using a computer to create 
and manipulate text. They will become more familiar with using a keyboard and mouse to enter 
and remove text. Learners will also consider how to change the look of their text, and will be able 
to justify their reasoning in making these changes. Finally, learners will consider the differences 
between using a computer to create text, and writing text on paper. They will be able to explain 
which method they prefer and explain their reasoning for choosing this. 
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Learners should be familiar with: 
- How to switch their device on 
- Usernames  
- Passwords 

For an introduction to keyboard and mouse skills, learners may benefit from completing the Year 
1 Computing Systems & Networks unit prior to this unit. 

This unit progresses the learners’ knowledge and understanding of using computers to create and 
manipulate digital content, focussing on using a word processor. The learners will develop their 
ability to find and use the keys on a keyboard in order to create digital content. The learners are 
then introduced to manipulating the resulting text, making cosmetic changes, and justifying their 
reason for making these changes. Following this unit, learners will further develop their digital 
writing skills in the Year 3 – ‘Desktop publishing’ unit and the Year 6 – ‘Web page development’ 
unit. 
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 I can describe what different freehand tools do 
I can use the shape tool and the line tools 
I can make careful choices when painting a digital picture 
I can explain why I chose the tools I used 
I can use a computer on my own to paint a picture 
I can compare painting a picture on a computer and on paper 

I can use a computer to write 
I can add and remove text on a computer 
I can identify that the look of text can be changed on a computer 
I can make careful choices when changing text 
I can explain why I used the tools that I chose 
I can compare typing on a computer to writing on paper 

R
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Teach Computing 
 
2Paint  

Teach Computing 
 
Word, 2Write, 2Type, 2Publish 

V
o
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u
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 1. Paint program, tool, paintbrush, erase, fill, undo 

2. Piet Mondrian, primary colours, shape tools, line tool, fill tool, undo tool 
3. Henri Matisse, shape tool, fill tool 
4. Wassily Kandinsky, tools, feelings, colour, brush style 
5. Georges Seurat, pointillism, brush size 
6. Pictures, painting, computers, like, prefer, dislike 

1. Word processor, keyboard, keys, letters, type 
2. Numbers, space, backspace, text cursor 
3. Capital letters, toolbar, bold, italic, underline 
4. Mouse, select, font 
5. Undo, redo, font, format 
6. Compare, typing, writing 
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 Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 
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Grouping Data Introduction to Block Coding 
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Learners will develop their understanding of a range of tools used for digital painting. They then 
use these tools to create their own digital paintings, while gaining inspiration from a range of 
artists’ work. The unit concludes with learners considering their preferences when painting with 
and without the use of digital devices. 

To master coding skills, children will need to explore program design and put computational 
thinking into practice. The children will be introduced to designing and planning a program before 
coding in some lessons. During the design process, children should be encouraged to clarify: 
• The characters (objects). 
• What they will do (actions and events). 
• What order things will happen (the algorithm). 
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g This unit will introduce learners to data and information. It will introduce learners to the concept 
of labelling and grouping objects based on their properties. Learners will develop their 
understanding that objects can be given labels, which is fundamental to their future learning 
concerning databases and spreadsheets. In addition, learners will begin to improve their ability to 
use dragging and dropping skills on a device. Following this unit, in year 2, learners will present 
data graphically in pictograms. 

This unit consists of six lessons that assume no prior coding knowledge. Children will be coding 
using the 2Code tool. 
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I can label objects 
I can identify that objects can be counted 
I can describe objects in different ways 
I can count objects with the same properties 
I can compare groups of objects 
I can answer questions about groups of objects 

I can understand what instructions are and predict what might happen when they are followed. 
I can use code to make a computer program. 
I can understand what object and actions are. 
I can understand what an event is. 
I can use an event to control an object. 
I can begin to understand how code executes when a program is run. 
I can understand what backgrounds and objects are. 
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Teach Computing 
 
2Do it Yourself – Grouping Quiz 
2Count 

Purple Mash L1-5 Challenge Lesson 6 
 
2Code 

V
o
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 1. Object, label, group, search, image 

2. Group, object, label, image 
3. Group, object, property, label, colour, size, shape 
4. Group, object, property, value, label, colour, data set 
5. Group, object, property, value, label, colour, size, shape, more, less, most, fewest 
6. Group, object, property, value, label, colour, data set, more, less, most, least, fewest, the same 

Action, Code, Event, Algorithm, Command, Execute, Background, Debug/Debugging, Input 
 
For the vocabulary definitions see Purple Mash Organiser for this unit (Unit 1.7). 
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Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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Throughout the year, the children need to become more confident with key computing skills, which they will use across the 
computing curriculum and beyond.  These skills are steps towards children being computer literate in our technology age.  It is 
important that misconceptions are addressed early on so that bad habits are not formed.  For example, when completing 
work, children need to understand that importance of formal text rather than text speak, they should also be able to use the 
shift key when adding a capital letter or other character.   
 
By modelling, regularly reminding the children and providing the time to practise these skills on a regular basis, children should 
be competent by the end of the year, enabling these skills to be developed further in the following year. 
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In Year 1 the children learnt how to: 

 Log onto a computer. 

 Save their work. 

 Navigate around the screen using the laptop touchpad. 

 How to type text using spacebar for separate words. 

 Find and use an app on the iPad. 

 Respond to a blog post. 
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I can log onto a computer independently 
I can save my work independently. 
I can retrieve my work. 
I can use a spacebar to insert two spaces after a full stop. 
I can change the font style and size of a piece of text. 
I can respond to a blog post independently. 
I am becoming more confident when locating letters on a keyboard. 
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2Type – use this to teach the children the position of the keys on the laptop keyboard. 
2Blog 
Word/Publisher/2Publish – use this to teach typing a sentence and changing the font size and type. 
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Computing systems and networks – Technology around us Computer Science - Moving a Robot 
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Learners will develop their understanding of what information technology (IT) is and will begin to 
identify examples. They will discuss where they have seen IT in school and beyond, in settings 
such as shops, hospitals, and libraries. Learners will then investigate how IT improves our world, 
and they will learn about the importance of using IT responsibly. 

This unit develops learners’ understanding of instructions in sequences and the use of logical 
reasoning to predict outcomes. Learners will use given commands in different orders to 
investigate how the order affects the outcome. They will also learn about design in programming. 
They will develop artwork and test it for use in a program. They will design algorithms and then 
test those algorithms as programs and debug them. 
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will develop this understanding to become familiar with the term information technology and will 
be able to identify common features of IT. This unit also builds on the learners’ understanding of 
using technology safely and responsibly. 
 

In advance of the lessons in this Year 2 unit, learners should have had some experience of 
creating short programs using floor robots and predicting the outcome of a simple program. This 
unit progresses learners’ knowledge and understanding of algorithms and how they are 
implemented as programs on digital devices. Learners will spend time looking at how the order of 
commands affects outcomes. Learners will use this knowledge and logical reasoning to trace 
programs and predict outcomes. 
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 I can recognise the uses and features of information technology 
I can identify the uses of information technology in the school 
I can identify information technology beyond school 
I can explain how information technology helps us 
I can explain how to use information technology safely 
I can recognise that choices are made when using information technology 

I can describe a series of instructions as a sequence 
I can explain what happens when we change the order of instructions 
I can identify information technology beyond school 
I can explain how information technology helps us 
I can explain how to use information technology safely 
I can recognise that choices are made when using information technology 
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Teach Computing 
 
2Connect (optional for mind mapping) 

Teach Computing 
 
Bee Bots 
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 1. Information technology (IT), computer 

2. Information technology (IT) 
3. Information technology (IT), computer 
4. Information technology (IT), computer, barcode, scanner/scan 
5. Information technology (IT) 
6. Information technology (IT) 

1. Instruction, sequence, clear, unambiguous, algorithm, program 
2. Sequence, order, algorithm, commands 
3. Information technology (IT), computer 
4. Information technology (IT), computer, barcode, scanner/scan 
5. Information technology 
6. Information technology 
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 Managing Online Information 

 
Privacy and Security 
See Online Safety resource document for resource guidance. 

Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 
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Creating Media – Digital Photography Making Music 
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Learners will learn to recognise that different devices can be used to capture photographs and 
will gain experience capturing, editing, and improving photos. Finally, they will use this 
knowledge to recognise that images they see may not be real. 

In this unit, learners will be using a computer to create music. They will listen to a variety of 
pieces of music and consider how music can make them think and feel. Learners will compare 
creating music digitally and non-digitally. Learners will look at patterns and purposefully create 
music. 
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This unit begins the learners’ understanding of how photos are captured and can be manipulated 
for different purposes. Following this unit, learners will develop their photo editing skills in Year 
4. 
 

Learners should have experience of making choices on a tablet/computer, and they should be 
able to navigate within an application. Learners should also have some experience of patterns. 
 
This unit progresses students’ knowledge through listening to music and considering how music 
can affect how we think and feel. Learners will then purposefully create rhythm patterns and 
music. 
 

O
b

je
ct

iv
es

 I can use a digital device to take a photograph 
I can make choices when taking a photograph 
I can describe what makes a good photograph 
I can decide how photographs can be improved 
I can use tools to change an image 
I can recognise that photos can be changed 

I can say how music can make us feel 
I can identify that there are patterns in music 
I can describe how music can be used in different ways 
I can show how music is made from a series of notes 
I can create music for a purpose 
I can review and refine our computer work 
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Teach Computing 
 
iPads 

Teach Computing 
 
Chrome Music Lab 
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 1. Device, camera, photograph, capture, image, digital 

2. Landscape, portrait 
3. Framing, subject, compose 
4. Light sources, flash, focus, background 
5. Editing, filter 
6. Format, framing, lighting, focus, filter 

7.  

1. Music, planets, Mars, Venus, war, peace, quiet, loud, feelings, emotions 
2. Pattern, rhythm, pulse  
3. Neptune, pitch, tempo, rhythm, notes 
4. Pattern, notes, instrument, tempo 
5. Create, emotion, pitch, pulse/beat, tempo, instrument, rhythm, notes 

6. Open, edit 
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 Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 
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Data and Information - Pictograms Coding 
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Learners will begin to understand what the term data means and how data can be collected in 
the form of a tally chart. They will learn the term ‘attribute’ and use this to help them organise 
data. They will then progress onto presenting data in the form of pictograms and finally block 
diagrams. Learners will use the data presented to answer questions. 
 

The coding lessons in these units are structured around the PRIMM approach. The whole approach may take 
place during a lesson or series of lessons. 

Predict... what this code will do 
Run... the code to check your prediction 
Investigate... trace thought the code to see if you were correct 
Modify... the code to add detail, change actions/outcome 
Make... a new program that uses the same ideas in a different way. Get creative! 

Often lessons will start by looking at existing code, asking the children to ‘read’ it and make 
Predictions to what they think will happen when the code is run. You’ll then Run the code and 
give them time to discuss what happens with them and relate it back to their predictions. You’ll 
spend time with them Investigating the code, looking at how different parts work and helping 
them to understand how. Once children understand how the code works, they will be 
encouraged to Modify it - changing and adding code and re-running the program to view the 
impact of their changes. And once confident with this, they are encouraged to try and make 
their own program from scratch. 
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Year 1 Data and Information unit where learners labelled objects and grouped them based on 
different properties. In Year 3 learners develop their understanding of attributes (properties) 
using branching databases to structure data according to different object attributes. 
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I can recognise that we can count and compare objects using tally charts 
I can recognise that objects can be represented as pictures 
I can create a pictogram 
I can select objects by attribute and make comparisons 
I can recognise that people can be described by attributes 
I can explain that we can present information using a computer 

I can understand what an algorithm is. 
I can create a computer program using an algorithm. 
I can create a program using a given design. 
I can understand the collision detection event. 
I can understand that algorithms follow a sequence. 
I can design an algorithm that follows a timed sequence. 
I can understand that different objects have different properties. 
I can understand what different events do in code. 
I can understand the function of buttons in a program. 
I can understand and debug simple programs. 
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Teach Computing 
 
2Count 

Purple Mash  
 
2Code 
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 1. More than, less than, most, least, organise, data, object, tally chart, votes, total 

2. Pictogram, enter, data, tally chart, compare, more than, less than, objects, count 
3. Tally chart, data, pictogram, explain, more, less, most, least, more common, least common 
4. Attribute, group, same, different, object, more than/less than, most/least 
5. Attribute, compare, tally chart, pictogram, more than, less than, most popular, least popular, conclusion 
6. Tally chart, pictogram, block diagram, most, least, common, sharing, data, the same 

Action, algorithm, background, button, collision detection, debug/debugging, design mode, 
event, key pressed, nesting, object, predict, properties, run, scale, scene, sequence, sound, test, 
text, tier, when clicked/swiped 
 
For the vocabulary definitions see Purple Mash Organiser for this unit (Unit 2.1). 
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Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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Throughout the year, the children need to become more confident with key computing skills, which they will use across the 
computing curriculum and beyond.  These skills are steps towards children being computer literate in our technology age.  It is 
important that misconceptions are addressed early on so that bad habits are not formed.  For example, when completing 
work, children need to understand that importance of formal text rather than text speak, they should also be able to use the 
shift key when adding a capital letter or other character.   
 
By modelling, regularly reminding the children and providing the time to practise these skills on a regular basis, children should 
be competent by the end of the year, enabling these skills to be developed further in the following year. 
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In Year 2 the children learnt how to: 

 Log onto a computer independently 

 Save their work independently. 

 Retrieve their work. 

 Use a spacebar to insert two spaces after a full stop. 

 Change the font style and size of a piece of text. 

 Respond to a blog post independently. 

 Becoming more confident when locating letters on a keyboard. 

O
b

je
ct

iv
es

 

I can save and retrieve my work independently. 
I can print my work, when I have permission to do so. 
I can use a spacebar to insert two spaces after a full stop and the shift key to insert capital letters.  In, for example, a series of 
three consecutive sentences my spacing and use of capital letters in accurate. 
I can change the font style and size of a piece of text independently. 
I know how to centre my title. 
I can write a blog post as part of a class or small group activity. 
I am becoming more confident when locating letters and the symbols , . ? ! ‘ “ on a keyboard. 
I can respond to an email politely. For example, addressing the recipient and signing off the email. 
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2Type – use this to teach the children the position of the keys on the laptop keyboard. 
2Blog 
Word/Publisher/2Publish – use this to teach typing a sentence and changing the font size and type. 
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Privacy and Security and Managing Online Information Connecting Computers 
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 Privacy and Security This strand explores how personal online information can be used, 

stored, processed and shared. It offers both behavioural and technical strategies to limit impact 
on privacy and protect data and systems against compromise. 

Managing Online Information This strand explores how online information is found, 

viewed and interpreted. It offers strategies for effective searching, critical evaluation and ethical 
publishing. 

Learners will develop their understanding of digital devices, with an initial focus on inputs, 
processes, and outputs. They will also compare digital and non-digital devices. Next, learners will 
be introduced to computer networks, including devices that make up a network’s infrastructure, 
such as wireless access points and switches. Finally, learners will discover the benefits of 
connecting devices in a network. 
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Online Information. 

This unit progresses learners’ knowledge and understanding of technology by focusing on digital 
and non-digital devices, and introducing the concept of computers connected together as a 
network. Following this unit, learners will explore the internet as a network of networks. 
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I can describe simple strategies for creating and keeping passwords private. 
I can give reasons why someone should only share information with people they choose to and can trust.  
I can describe how connected devices can collect and share anyone’s information with others. 
I can demonstrate how to use key phrases in search engines and know what autocomplete is. 
I can explain how the internet can be used to sell and buy things 
I can explain the difference between a ‘belief’, an ‘opinion’ and a ‘fact, and I can explain that not all opinions 
shared may be accepted as true or fair by others. 
I can describe and demonstrate how to get help from a trusted adult if I see content that makes me feel sad, 
uncomfortable, worried or frightened. 

 

I can explain how digital devices function 
I can identify input and output devices 
I can recognise how digital devices can change the way that we work 
I can explain how a computer network can be used to share information 
I can explore how digital devices can be connected 
I can recognise the physical components of a network 
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Project Evolve 
 

See Online Safety resource document for resource guidance. 

Teach Computing 
 
2Paint 

V
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 Online, private,, password, device, key phrases, search engine, autocomplete, belief, opinion, fact 

 
1. Digital device, input, process, output 
2. Digital device, input, process, output 
3. Program, digital, non-digital 
4. Connection, network, network switch 
5. Server, wireless access point 
6. Network cables, network sockets 
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Managing Online Information 
 
Privacy and Security 
See Online Safety resource document for resource guidance. 

Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 
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Learners will use a range of techniques to create a stop-frame animation using tablets. Next, they 
will apply those skills to create a story-based animation. This unit will conclude with learners 
adding other types of media to their animation, such as music and text. 

During this unit, learners will become familiar with the terms ‘text’ and ‘images’ and understand 
that they can be used to communicate messages. They will use desktop publishing software and 
consider careful choices of font size, colour and type to edit and improve premade documents. 
Learners will be introduced to the terms ‘templates’, ‘orientation’, and ‘placeholders’ and begin 
to understand how these can support them in making their own template for a magazine front 
cover. They will start to add text and images to create their own pieces of work using desktop 
publishing software. Learners will look at a range of page layouts thinking carefully about the 
purpose of these and evaluate how and why desktop publishing is used in the real world. 
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media, exploring how they can create stop-frame animations. Following this unit, learners will 
further develop their video editing skills in Year 5. 

This unit progresses learners’ knowledge and understanding of using digital devices to 
combine text and images building on work from the following units; Digital Writing Year 
1, Digital painting Year 1, and Digital Photography Year 2. 
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 I can explain that animation is a sequence of drawings or photographs 
I can relate animated movement with a sequence of images 
I can plan an animation 
I can identify the need to work consistently and carefully 
I can review and improve an animation 
I can evaluate the impact of adding other media to an animation 

I can recognise how text and images convey information 
I can recognise that text and layout can be edited 
I can choose appropriate page settings 
I can add content to a desktop publishing publication 
I can consider how different layouts can suit different purposes 
I can consider the benefits of desktop publishing 
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 Teach Computing 
 
iPads 

Teach Computing 
 
2Publish, Microsoft Publisher 
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 1. Animation, flip book 

2. Stop-frame animation, frame, sequence, image, photograph 
3. Setting, character, events, stop-frame animation, onion skinning 
4. top-frame animation, onion skinning, consistency 
5. Evaluation, animation, onion skinning, delete, frame 
6. Animation, media, import, transition 

8.  

1. Text, images, advantages, disadvantages, communicate 
2. Font, font style, communicate, template 
3. Landscape, portrait, orientation, placeholder, template, layout, content 
4. Desktop publishing, copy, paste 
5. Layout, purpose 
6. Desktop publishing, benefits 
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Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 
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Data and Information – Branching Databases Coding 
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Learners will develop their understanding of what a branching database is and how to create one. 
They will use yes/no questions to gain an understanding of what attributes are and how to use 
them to sort groups of objects. Learners will create physical and on-screen branching databases. 
To conclude the unit, they will create an identification tool using a branching database, which 
they will test by using it. They will also consider real-world applications for branching databases. 

The coding lessons in these units are structured around the PRIMM approach. The whole approach 
may take place during a lesson or series of lessons. 

Predict... what this code will do 
Run... the code to check your prediction 
Investigate... trace thought the code to see if you were correct 
Modify... the code to add detail, change actions/outcome 
Make... a new program that uses the same ideas in a different way. Get creative! 

Often lessons will start by looking at existing code, asking the children to ‘read’ it and make 
Predictions to what they think will happen when the code is run. You’ll then Run the code and 
give them time to discuss what happens with them and relate it back to their predictions. You’ll 
spend time with them Investigating the code, looking at how different parts work and helping 
them to understand how. Once children understand how the code works, they will be 
encouraged to Modify it - changing and adding code and re-running the program to view the 
impact of their changes. And once confident with this, they are encouraged to try and make 
their own program from scratch. 
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This unit progresses learners’ knowledge and understanding of the categories of data handling, 
with a particular focus on implementation. It builds on their knowledge of data and information 
from key stage 1. They will continue to develop their understanding of attributes and begin to 
construct and interrogate branching databases as a means of displaying and retrieving 
information. 
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 I can create questions with yes/no answers 
I can identify the object attributes needed to collect relevant data 
I can create a branching database 
I can explain why it is helpful for a database to be well structured 
I can identify objects using a branching database 
I can compare the information shown in a pictogram with a branching database 

I understand what a flowchart is and how flowcharts are used in computer programming. 
I understand that there are different types of timers and select the right type for purpose. 
I understand how to use the repeat command. 
I understand the importance of nesting. 
I can design and create an interactive scene. 
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Teach Computing 
 
2Question 

Purple Mash  
 
2Code 
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 1. Attribute, value, questions, table, objects 

2. Branching database, database, attribute, value, questions, objects, equal, even, separate 
3. Branching database, database, attribute, value, questions, objects 
4. Branching database, attribute, questions, structure, compare, order, organise 
5. Branching database, attribute, value, question, selecting 
6. Branching database, attribute, value, questions, information, decision tree 

Action, alert, algorithm, background, bug, button, click event, code, collision detection event, 
command, debug/debugging, event, flowchart, implement, input, interval, nesting, object, 
predict, properties, repeat, run, scene, sequence, test, timer, turtle object 
 
For the vocabulary definitions see Purple Mash Organiser for this unit (Unit 3.1). 
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Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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Throughout the year, the children need to become more confident with key computing skills, which they will use across the 
computing curriculum and beyond.  These skills are steps towards children being computer literate in our technology age.  It is 
important that misconceptions are addressed early on so that bad habits are not formed.  For example, when completing 
work, children need to understand that importance of formal text rather than text speak, they should also be able to use the 
shift key when adding a capital letter or other character.   
 
By modelling, regularly reminding the children and providing the time to practise these skills on a regular basis, children should 
be competent by the end of the year, enabling these skills to be developed further in the following year. 
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In Year 3 the children learnt how to: 

 Save and retrieve their work independently. 

 Print their work, when they have permission to do so. 

 Use a spacebar to insert two spaces after a full stop and the shift key to insert capital letters.  In, for example, a 
series of three consecutive sentences their spacing and use of capital letters in accurate. 

 Centre their title. 

 Change the font style and size of a piece of text independently. 

 Write a blog post as part of a class or small group activity. 

 Can access 2Email and respond to the email politely. 

 Becoming more confident when locating letters and the symbols , . ? ! ‘ “ on a keyboard. 
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I can create a folder in My Documents and call it Year 4.  I can save my work in this folder and retrieve work from it. 
I can save work in a shared folder and retrieve work from it. 
I can use the spacebar and shift key to type sentences and symbols accurately. 
I can use the spellcheck function. 
I can make thoughtful considerations when selecting my font style and size. For example, using a yellow script font which has a 
size of 5pt will be difficult to read.  In the same way, text which is bold, all capitalised, underlined and of a large size will also be 
difficult to read.  Children like to experiment but they also need to think about the audience they are producing their work for. 
I can write a blog post. 
My typing speed, using the correct fingers on the correct keys is becoming quicker. 
I can write an email using the correct email etiquette.  For example, addressing the recipient and signing off at the end of an 
email. 
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2Type – use this to teach the children the position of the keys on the laptop keyboard. 
2Blog 
2Email 
Word/Publisher/2Publish – use this to teach typing a sentence and changing the font size and type. 
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Privacy and Security and Managing Online Information Computing Systems Network – The Internet 
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Privacy and Security This strand explores how personal online information can be used, 

stored, processed and shared. It offers both behavioural and technical strategies to limit impact 
on privacy and protect data and systems against compromise. 

Managing Online Information This strand explores how online information is found, 

viewed and interpreted. It offers strategies for effective searching, critical evaluation and ethical 
publishing. 

Learners will apply their knowledge and understanding of networks, to appreciate the internet as 
a network of networks which need to be kept secure. They will learn that the World Wide Web is 
part of the internet, and will be given opportunities to explore the World Wide Web for 
themselves in order to learn about who owns content and what they can access, add, and create. 
Finally, they will evaluate online content to decide how honest, accurate, or reliable it is, and 
understand the consequences of false information. This unit requires devices with an internet 
connection. Chrome Music Lab is used in one lesson to demonstrate content which can be 
produced on the World Wide Web. 
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Managing Online Information. 

This unit progresses students’ knowledge and understanding of networks in Year 3. In Year 5, 
they will continue to develop their knowledge and understanding of computing systems and 
online collaborative working. 
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I can describe strategies for keeping personal information private. 
I can explain that internet use is never fully private and is monitored. 
I can describe how some online services may seek consent to store information about me. 
I know what the digital age of consent is. 
I know how to search for information within a group of technologies and make a judgement about the accuracy. 
I can describe some of the methods used to encourage people to buy things online. 
I can explain why lots of people sharing the same opinions or beliefs online do not make them true. 
I can explain that technology can be designed to act like or impersonate living things. 
I can explain what is meant by fake news. 

I can explain how digital devices function 
I can identify input and output devices 
I can recognise how digital devices can change the way that we work 
I can explain how a computer network can be used to share information 
I can explore how digital devices can be connected 
I can recognise the physical components of a network 
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Project Evolve 
 

See Online Safety resource document for resource guidance. 

Teach Computing 
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 Private, monitored, consent, information, digital age, technologies, accuracy, opinions, beliefs, 

fake news 
 

1. Internet, network, router, network security 
2. Network switch, server, wireless access point (WAP), router 
3. Website, web page, web address, router, routing, web browser 
4. World Wide Web, internet, content, website, web page, links, files 
5. Website, use, content, download, sharing, ownership, permission 
6. Information, sharing, accurate, honest, content, adverts 
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 Managing Online Information 

 
Privacy and Security 
See Online Safety resource document for resource guidance. 

Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 
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Learners will identify the input device (microphone) and output devices (speaker or headphones) 
required to work with sound digitally. Learners will discuss the ownership of digital audio and the 
copyright implications of duplicating the work of others. In order to record audio themselves, 
learners will use Audacity to produce a podcast, which will include editing their work, adding 
multiple tracks, and opening and saving the audio files. Finally, learners will evaluate their work 
and give feedback to their peers. 

Learners will develop their understanding of how digital images can be changed and edited, and 
how they can then be resaved and reused. They will consider the impact that editing images can 
have, and evaluate the effectiveness of their choices. 
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the recording and editing of sound to produce a podcast. Following this unit, learners will explore 
combining audio with video in the ‘Video editing’ unit in Year 5. 

This unit progresses students’ knowledge and understanding of digital photography and 
using digital devices to create media. Following this unit, learners will further develop 
their image editing skills in Year 5 – Vector drawing. 
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 I can identify that sound can be recorded 
I can explain that audio recordings can be edited 
I can recognise the different parts of creating a podcast project 
I can apply audio editing skills independently 
I can combine audio to enhance my podcast project 
I can evaluate the effective use of audio 

I can explain that digital images can be changed 
I can change the composition of an image 
I can describe how images can be changed for different uses  
I can make good choices when selecting different tools 
I can recognise that not all images are real 
I can evaluate how changes can improve an image 
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 Teach Computing 
 
audacity 

Teach Computing 
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 1. Audio, microphone, speaker, headphones, input device, output device 

2. Audio, sound, podcast, edit, trim, align 
3. Audio, sound, layer, import 
4. Audio, sound, record, playback, edit, selection 
5. Audio, sound, load, import, save, export, MP3 
6. Export, MP3, audio, editing, evaluate, feedback 

9.  

1. Image, edit, digital, crop, rotate, undo, save 
2. Image, adjustments, effects, colours, hue, saturation, sepia, vignette 
3. Image, edit, retouch, clone 
4. Image, edit, select, copy, paste, combine 
5. Image, made up, real, composite, cut, copy, paste, alter, background, foreground 
6. Rotate, crop, zoom, clone, select, copy, paste, undo, font 
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Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 
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In this unit, pupils will consider how and why data is collected over time. Pupils will consider the 
senses that humans use to experience the environment and how computers can use special input 
devices called sensors to monitor the environment. Pupils will collect data as well as access data 
captured over long periods of time. They will look at data points, data sets, and logging intervals. 
Pupils will spend time using a computer to review and analyse data. Towards the end of the unit, 
pupils will pose questions and then use data loggers to automatically collect the data needed to 
answer those questions. 

The coding lessons in these units are structured around the PRIMM approach. The whole approach 
may take place during a lesson or series of lessons. 

Predict... what this code will do 
Run... the code to check your prediction 
Investigate... trace thought the code to see if you were correct 
Modify... the code to add detail, change actions/outcome 
Make... a new program that uses the same ideas in a different way. Get creative! 

Often lessons will start by looking at existing code, asking the children to ‘read’ it and make 
Predictions to what they think will happen when the code is run. You’ll then Run the code and 
give them time to discuss what happens with them and relate it back to their predictions. You’ll 
spend time with them Investigating the code, looking at how different parts work and helping 
them to understand how. Once children understand how the code works, they will be 
encouraged to Modify it - changing and adding code and re-running the program to view the 
impact of their changes. And once confident with this, they are encouraged to try and make 
their own program from scratch. 
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This unit progresses learners’ knowledge and understanding of data and how it can be collected 
over time to answer questions. Specifically, it builds on the concept of answering questions with 
data which is first introduced in the KS1 data and information units. The unit also introduces the 
idea of automatic data collection. Learners are also introduced to data in tables and graphs, 
knowledge they will build on in the Year 5 unit (flat file databases) and the Year 6 unit 
(spreadsheets). 
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I can explain that data gathered over time can be used to answer questions 
I can use a digital device to collect data automatically  
I can explain that a data logger collects ‘data points’ from sensors over time 
I can use data collected over a long duration to find information 
I can identify the data needed to answer questions 
I can use collected data to answer questions 

I can begin to understand selection in computer programming. 
I understand how an IF statement works. 
I understand how to use co-ordinates in computer programming. 
I understand the 'repeat until' command. 
I understand how an IF/ELSE statement works. 
I understand what a variable is in programming. 
I can use a number variable. 
I can create a playable game. 
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Teach Computing 
 
data logger 
data logger on iPad 

Purple Mash  
 
2Code 
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 1. Data, table, layout 

2. Input device, sensor, data logger 
3. Data logger, logging, data point, interval 
4. Analyse, data set, import, export 
5. Data, data logger, logged, collection 
6. Analyse, review, conclusion 

Action, alert, background, button, code block, command, co-ordinates, debug/debugging, 
execute, flowchart, if, if/else, nesting, number variable, object types, predict, prompt, prompt for 
input, properties, repeat, repeat until, selection, timer, variable, variable value  
 
For the vocabulary definitions see Purple Mash Organiser for this unit (Unit 4.1). 
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Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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Throughout the year, the children need to become more confident with key computing skills, which they will use across the 
computing curriculum and beyond.  These skills are steps towards children being computer literate in our technology age.  It is 
important that misconceptions are addressed early on so that bad habits are not formed.  For example, when completing 
work, children need to understand that importance of formal text rather than text speak, they should also be able to use the 
shift key when adding a capital letter or other character.   
 
By modelling, regularly reminding the children and providing the time to practise these skills on a regular basis, children should 
be competent by the end of the year, enabling these skills to be developed further in the following year. 
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In Year 4 the children learnt how to: 

 Create a folder in My Documents and call it Year 4.   They can save work in this folder and retrieve work from it. 

 Save work in a shared folder and retrieve work from it. 

 Use the spacebar and shift key to type sentences and symbols accurately. 

 Use the spellcheck function. 

 Make thoughtful considerations when selecting their font style and size.  

 Write a blog post. 

 Improved typing speed, using the correct fingers on the correct keys is becoming quicker. 

 Write an email using the correct email etiquette.  For example, addressing the recipient and signing off at the end of 
an email. 
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I can create a folder in My Documents and call it Year 5.  
I can create subfolders, within my Year 5 folder, for different topics then save my work in this folder and retrieve work from it. 
I can save work in a shared folder and retrieve work from it. 
I can use the spellcheck function to check my work before handing it in. 
I can make thoughtful considerations when selecting my font style, size and background. 
I know how to use shortcuts. For example, CTRL+C to copy and CTRL+V to paste. 
I can insert a picture and manipulate its size whilst maintaining its proportions. 
I am beginning to show confidence when touch typing. 
I can write an email using the correct email etiquette.  
I can write a blog post independently and comment kindly on other people’s posts. 
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2Type – use this to teach the children the position of the keys on the laptop keyboard. 
2Blog 
2Email 
Word/Publisher/2Publish – use this to teach typing a sentence and changing the font size and type. 
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Privacy and Security and Managing Online Information Computing Systems Network – Systems and Searching 
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Privacy and Security This strand explores how personal online information can be used, 

stored, processed and shared. It offers both behavioural and technical strategies to limit impact 
on privacy and protect data and systems against compromise. 

Managing Online Information This strand explores how online information is found, 

viewed and interpreted. It offers strategies for effective searching, critical evaluation and ethical 
publishing. 

In this unit, learners will develop their understanding of computer systems and how information 
is transferred between systems and devices. Learners will consider small-scale systems as well as 
large-scale systems. They will explain the input, output, and process aspects of a variety of 
different real-world systems. Learners will also take part in a collaborative online project with 
other class members and develop their skills in working together online. 
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Managing Online Information. 

This unit progresses learners’ knowledge and understanding of computing systems. 
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I can explain what a strong password is and demonstrate how to create one. 
I can explain how many free apps or services may read and share private information. 
I can explain what app permissions are and can give some examples. 
I can explain the benefits and limitations of using different types of search technologies. 
I can give examples of when and why it is important to be ‘sceptical’. 
I can evaluate digital content and can explain how to make choices about what is trustworthy. 
I can explain key concepts including: information, reviews, fact, opinion, belief, validity, reliability and evidence. 
I can describe ways of identifying when online content has been commercially sponsored or boosted. 
I can explain what is meant by the term ‘stereotype’. 
I can describe how fake news may affect someone’s emotions and behaviour. 
I can explain what is meant by a ‘hoax’.  

I can explain that computers can be connected together to form systems 
I can recognise the role of computer systems in our lives 
I can recognise how information is transferred over the internet 
I can explain how sharing information online lets people in different places work together 
I can contribute to a shared project online 
I can evaluate different ways of working together online 
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Project Evolve 
 

See Online Safety resource document for resource guidance. 

Teach Computing 
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 Password, apps, private permissions, sceptical, trustworthy, validity, reliability, sponsored, 

boosted, stereotype, fake news, hoax. 
 

1. System, connection, digital, input, process, output 
2. System, connection, digital, input, process, output 
3. Search, search engine, refine 
4. Index, crawler, bot, search engine 
5. Ordering, ranking, search engine, links, algorithm, search engine optimisation (SEO) 
6. Searching, search engine, web crawler, content creator, selection, ranking 
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Managing Online Information 
 
Privacy and Security 
See Online Safety resource document for resource guidance. 

Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 



Version 1 August 2022 

 

 

LANGLEY MOOR PRIMARY SCHOOL 

Computing curriculum: Year 5 spring term plan 
page 3/4 

 

  
Data and Information – Flat-File Databases Creating Media - Vector Drawings 

Y
e

ar
 5

 -
 S

p
ri

n
g 

Te
rm

 

O
ve

rv
ie

w
 

This unit looks at how a flat-file database can be used to organise data in records. Pupils use tools 
within a database to order and answer questions about data. They create graphs and charts from 
their data to help solve problems. They use a real-life database to answer a question, and present 
their work to others. 

In this unit, learners start to create vector drawings. They learn how to use different drawing 
tools to help them create images. Learners recognise that images in vector drawings are created 
using shapes and lines, and each individual element in the drawing is called an object. Learners 
layer their objects and begin grouping and duplicating them to support the creation of more 
complex pieces of work.  
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be stored in a database, and looks at how tools within a database can help us to answer 
questions about our data. It moves on to demonstrate how a database can help us display data 
visually, and how real-life databases can be used to help us solve problems. Finally, the learners 
create a presentation showing understanding and application of all the tools used within the unit. 

This unit progresses learners’ knowledge and understanding of digital painting and has some links 
to the Year 3 ‘Creating media – Desktop publishing’ unit, in which learners used digital images. In 
this Year 5 unit, learners create images that could be used in desktop publishing documents. 
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 I can use a form to record information 
I can compare paper and computer-based databases 
I can outline how grouping and then sorting data allows us to answer questions 
I can explain that tools can be used to select specific data 
I can explain that computer programs can be used to compare data visually 
I can apply my knowledge of a database to ask and answer real-world questions 

I can identify that drawing tools can be used to produce different outcomes  
I can create a vector drawing by combining shapes 
I can use tools to achieve a desired effect 
I can recognise that vector drawings consist of layers  
I can group objects to make them easier to work with 
I can apply what I have learned about vector drawings 
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Teach Computing 
 
2Investigate 

Teach Computing 
 
Publisher 
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 1. Database, data, information, record, field, sort, order, group 

2. Database, data, field, record, sort, order 
3. Database, record, field, group, search, sort, order 
4. Database, record, field, value, search, criteria 
5. Database, record, field, graph, chart, axis, compare, filter 
6. Database, field, record, graph, chart, presentation 

10.  

1. Vector, drawing tools, object, toolbar 
2. Vector drawing, object, move, resize, colour, rotate, duplicate/copy 
3. Zoom, select, rotate, object, align, resize, modify 
4. Layers, object, order 
5. Copy, paste, group, ungroup, duplicate, object, vector drawing, reuse 
6. Reflection, vector drawing 
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Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 
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In this unit, pupils will consider how and why data is collected over time. Pupils will consider the 
senses that humans use to experience the environment and how computers can use special input 
devices called sensors to monitor the environment. Pupils will collect data as well as access data 
captured over long periods of time. They will look at data points, data sets, and logging intervals. 
Pupils will spend time using a computer to review and analyse data. Towards the end of the unit, 
pupils will pose questions and then use data loggers to automatically collect the data needed to 
answer those questions. 

The coding lessons in these units are structured around the PRIMM approach. The whole approach may take 
place during a lesson or series of lessons. 

Predict... what this code will do 
Run... the code to check your prediction 
Investigate... trace thought the code to see if you were correct 
Modify... the code to add detail, change actions/outcome 
Make... a new program that uses the same ideas in a different way. Get creative! 

Often lessons will start by looking at existing code, asking the children to ‘read’ it and make 
Predictions to what they think will happen when the code is run. You’ll then Run the code and 
give them time to discuss what happens with them and relate it back to their predictions. You’ll 
spend time with them Investigating the code, looking at how different parts work and helping 
them to understand how. Once children understand how the code works, they will be 
encouraged to Modify it - changing and adding code and re-running the program to view the 
impact of their changes. And once confident with this, they are encouraged to try and make 
their own program from scratch. 
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systematically through the process involved in creating a video. The unit builds on the Year 4 unit 
‘Photo editing’ where composition is introduced and the Year 3 unit ‘Stop-frame animation’ 
where learners explored some of the features of video production. By the end of this unit, 
learners will have developed the skills required to plan, record, edit, and share a video. 

O
b

je
ct

iv
es

 

I can explain that data gathered over time can be used to answer questions 
I can use a digital device to collect data automatically  
I can explain that a data logger collects ‘data points’ from sensors over time 
I can use data collected over a long duration to find information 
I can identify the data needed to answer questions 
I can use collected data to answer questions 

I can begin to simplify code.   I can create a playable game. 
I understand what a simulation is.  I can program a simulation using 2Code. 
I understand how to use friction in code.  I understand how to create a string. 
I know what decomposition and abstraction are in computer science. 
I can take a real-life situation, decompose it and think about the level of abstraction. 
I am beginning to understand what a function is and how functions work in code. 
I understand what the different variables types are and how they are used differently. 
I understand what concatenation is and how it works. 
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Teach Computing 
 
iPad, iMovie 

Purple Mash  
 
2Code 
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 1. Video, audio, camera, talking head, panning, close up 

2. Video camera, microphone, lens, close up, mid-range, long shot, moving subject, side by side, high angle, 
low angle, normal angle 

3. Static camera, zoom, pan, tilt, storyboard 
4. Storyboard, filming, review 
5. Import, split, trim, clip, edit, reshoot 
6. Delete, trim, reorder, export, evaluate, share 

Action, abstraction, algorithm, button, called, co-ordinates, decomposition, event, function, if, 
nesting, object, physical system, run, repeat, score, sequence, simplify/simplified, simulation, tab, 
timer, variable 
 
For the vocabulary definitions see Purple Mash Organiser for this unit (Unit 5.1). 
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Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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Throughout the year, the children need to become more confident with key computing skills, which they will use across the 
computing curriculum and beyond.  These skills are steps towards children being computer literate in our technology age.  It is 
important that misconceptions are addressed early on so that bad habits are not formed.  For example, when completing 
work, children need to understand that importance of formal text rather than text speak, they should also be able to use the 
shift key when adding a capital letter or other character.   
 
By modelling, regularly reminding the children and providing the time to practise these skills on a regular basis, children should 
be competent by the end of the year, enabling these skills to be developed further in the following year. 
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In Year 5 the children learnt how to: 

 Create a folder in My Documents and call it Year 5.  

 Create subfolders, within my Year 5 folder, for different topics then save my work in this folder and retrieve work from it. 

 Save work in a shared folder and retrieve work from it. 

 Use the spellcheck function to check my work before handing it in. 

 Make thoughtful considerations when selecting my font style, size and background. 

 I know how to use shortcuts. For example, CTRL+C to copy and CTRL+V to paste. 

 Insert a picture and manipulate its size whilst maintaining its proportions. 

 Show confidence when touch typing. 

 Write an email using the correct email etiquette.  

 Write a blog post independently and comment kindly on other people’s posts. 
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The aim in Year 6 is to consolidate Year 5 objectives and ensure that the children are confident with these skills. 
I can create a folder in My Documents and call it Year 6.  
I can create subfolders, within my Year 6 folder, for different topics then save my work in this folder and retrieve work from it. 
I can save work in a shared folder and retrieve work from it. 
I can use the spellcheck function to check my work before handing it in. 
I can make thoughtful considerations when selecting my font style, size and background. 
I know how to use shortcuts. For example, CTRL+C to copy and CTRL+V to paste. 
I can insert a picture and manipulate its size whilst maintaining its proportions. 
I can confidently touch type. 
I can write an email using the correct email etiquette.  
I can write a blog post independently and comment kindly on other people’s posts. 
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2Type – use this to teach the children the position of the keys on the laptop keyboard. 
2Blog 
2Email 
Word/Publisher/2Publish – use this to teach typing a sentence and changing the font size and type. 
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Privacy and Security This strand explores how personal online information can be used, 

stored, processed and shared. It offers both behavioural and technical strategies to limit impact 
on privacy and protect data and systems against compromise. 

Managing Online Information This strand explores how online information is found, 

viewed and interpreted. It offers strategies for effective searching, critical evaluation and ethical 
publishing. 

In this unit learners explore how data is transferred over the internet. Learners initially focus on 
addressing, before they move on to the makeup and structure of data packets. Learners then 
look at how the internet facilitates online communication and collaboration; they complete 
shared projects online and evaluate different methods of communication. Finally, they learn how 
to communicate responsibly by considering what should and should not be shared on the 
internet. Note: Some of the content in this unit was previously included in the Year 5 – ‘Computer 
systems and networks’ unit, so some learners may have already completed similar activities. 
Where this is the case, the context for the activity has been changed. 
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g This unit builds on learning from previous work in Y3 and KS1 on Privacy and Security and 
Managing Online Information. 

This unit progresses learners’ knowledge and understanding of computing systems and online 
collaborative working. 
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I can describe effective ways people can manage passwords and can explain what to do if a password is shared, lost or stolen. 
I can describe how and why people should keep their software and apps up to date, e.g. auto updates. 
I can describe simple ways to increase privacy on apps and services that provide privacy settings. 
I can describe ways in which some online content targets people to gain money or information illegally. 
I know that online services have terms and conditions that govern their use. 
I can explain how search engines work and how results are selected and ranked and how to use search engines effectively. 
I can describe how some online information can be opinion and why some people may present ‘opinions’ as ‘facts’. 
I can define the terms ‘influence’, ‘manipulation’ and ‘persuasion’. 
I can know how and why it is important to analyse and evaluate the validity of ‘facts’ and information. 
I can describe the difference between online misinformation and dis-information. 
I can explain why information that is on a large number of sites may still be inaccurate or untrue.  
I can identify, flag and report inappropriate content. 

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

See Online Safety resource document for resource guidance. 

Teach Computing 
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 Password, apps, privacy, privacy setting, illegally, terms and conditions, influence, manipulation, 

persuasion, validity, misinformation, dis-information, inaccurate, inappropriate, flag. 
 

1. Communication, protocol, data, address, Internet Protocol (IP) address, Domain Name Server (DNS) 
2. Packet, header, data payload 
3. Chat, explore, slide deck 
4. Reuse, remix, collaboration 
5. Communication, internet 
6. Communication, public, private, one-way, two-way, one-to-one, one-to-many 
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 Managing Online Information 

 
Privacy and Security 
See Online Safety resource document for resource guidance. 
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This unit uses programming constructs in a different, but still familiar environment, while also 
utilising a physical device — the micro:bit. The unit begins with a simple program for learners to 
build in and test in the programming environment, before transferring it to their micro:bit. The 
pupils will learning how write code using the micro:bit website (MakeCode), run it through the 
online simulator and then download the code onto the micro:bit. Using external power, the 
micro:bit will be detached from the computer and used to complete its objective. In science, its 
function will be to assess light levels in the classroom and outside using Lux levels; in DT, it will 
function as a compass. 

This unit introduces the learners to spreadsheets. They will be supported in organising data into 
columns and rows to create their own data set. Learners will be taught the importance of 
formatting data to support calculations, while also being introduced to formulas and will begin to 
understand how they can be used to produce calculated data. Learners will be taught how to 
apply formulas that include a range of cells, and apply formulas to multiple cells by duplicating 
them. Learners will use spreadsheets to plan an event and answer questions. Finally, learners will 
create charts, and evaluate their results in comparison to questions asked. 
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g This unit builds on the block coding the children have covered in Years 1 through to 5. This unit progresses students’ knowledge and understanding of data, and teaches them how to 
organise and modify data within spreadsheets. Specifically, learners will have experienced data in 
tables and charts in the Y4 data logging and Y5 branching database units. 
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 I can apply my knowledge of programming to a new environment.  
I can test my program on an emulator.  
I can transfer my program to a controllable device. 
I can use a condition to change a variable. 
I can decide what variables to include and the program flow.  
I can use a range of approaches to find and fix bugs. 

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

Teach Computing 
 
Microsoft Excel 
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 1. input, process, output, device, flash  

2. if statement, else statement, program flow  
3. algorithm, battery pack, operand, real-world situation  
4. variable, sensor, Lux level  
5. navigational device, adapt, compass  
6. review, debug, emulator, physical device 
 

1. Data, collecting, table, structure, spreadsheet 
2. Cell, cell reference, data item, format 
3. Formula, calculation, data, spreadsheet, input, output, cells, cell reference 
4. Data, calculate, operation, formula, cell, range, duplicate, sigma 
5. Propose, question, data set, data, organised, formula 
6. Chart, evaluate, results, comparison, questions, software, tools, data 
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Online Bullying 

 (Linked to work during anti-bullying week) 
  
See Online Safety resource document for resource guidance. 
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 Learners will develop their knowledge and understanding of using a computer to produce 3D models. Learners will initially familiarise themselves with working in 

a 3D space, moving, resizing, and duplicating objects. They will then create hollow objects using placeholders and combine multiple objects to create a model of 
a desk tidy. Finally, learners will examine the benefits of grouping and ungrouping 3D objects, then go on to plan, develop, and evaluate their own 3D model of a 
building. 
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worked with 2D graphics applications. 
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 I can use a computer to create and manipulate three-dimensional (3D) digital objects 
I can compare working digitally with 2D and 3D graphics 
I can construct a digital 3D model of a physical object 
I can identify that physical objects can be broken down into a collection of 3D shapes 
I can design a digital model by combining 3D objects 
I can develop and improve a digital 3D model 
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Teach Computing 
 

https://www.tinkercad.com 
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 1. 2D, 3D, shapes, select, move, perspective, view 

2. Handles, resize, lift, lower, recolour 
3. Rotate, duplicate, group 
4. Cylinder, placeholder, hollow 
5. 3D shapes, choose, combine 
6. Construct, evaluate, modify 
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Online Relationships 

Linked to Safer Internet Day.  As the theme changes every year, the online safety theme for this term will 
change also. 
 

See Online Safety resource document for resource guidance. 

Copyright and Ownership 
 
  
See Online Safety resource document for resource guidance. 

 

 

https://projectevolve.co.uk/toolkit/resources/years/


Version 1 August 2022 

 

 

LANGLEY MOOR PRIMARY SCHOOL 

Computing curriculum: Year 6 summer term plan 
page 4/4 

 

  
Creating Media – Web Page Creation Computing Systems and Networks - Communication 

Y
e

ar
 6

 -
 S

u
m

m
e

r 
Te

rm
 

O
ve

rv
ie

w
 

This unit introduces learners to the creation of websites for a chosen purpose. Learners identify 
what makes a good web page and use this information to design and evaluate their own website 
using Google Sites. Throughout the process learners pay specific attention to copyright and fair 
use of media, the aesthetics of the site, and navigation paths. 

In this unit learners explore how data is transferred over the internet. Learners initially focus on 
addressing, before they move on to the makeup and structure of data packets. Learners then 
look at how the internet facilitates online communication and collaboration; they complete 
shared projects online and evaluate different methods of communication. Finally, they learn how 
to communicate responsibly by considering what should and should not be shared on the 
internet. Note: Some of the content in this unit was previously included in the Year 5 – ‘Computer 
systems and networks’ unit, so some learners may have already completed similar activities. 
Where this is the case, the context for the activity has been changed. 
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This unit progresses students’ knowledge and understanding of the following: digital writing, 
digital painting, desktop publishing, digital photography, photo editing, and vector drawing. 

This unit progresses learners’ knowledge and understanding of computing systems and online 
collaborative working. 
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I can review an existing website and consider its structure 
I can plan the features of a web page 
I can consider the ownership and use of images (copyright) 
I can recognise the need to preview pages 
I can outline the need for a navigation path 
I can recognise the implications of linking to content owned by other people 

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

Teach Computing 
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b
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ry
 1. Website, web page, browser, media, Hypertext Markup Language (HTML) 

2. Web page, website, logo, layout, header, media, purpose 
3. Copyright, fair use 
4. Web page, home page, preview, evaluate, device, Google Sites 
5. Website, web page, breadcrumb trail, navigation, hyperlink, subpage 
6. Hyperlink, evaluate, website, web page, implication, external link, embed 

1. Communication, protocol, data, address, Internet Protocol (IP) address, Domain Name Server (DNS) 
2. Packet, header, data payload 
3. Chat, explore, slide deck 
4. Reuse, remix, collaboration 
5. Communication, internet 
6. Communication, public, private, one-way, two-way, one-to-one, one-to-many 
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Self-Image and Identify 
Online Reputation. 

 

See Online Safety resource document for resource guidance. 

Health, Well-being and Lifestyle  
  
See Online Safety resource document for resource guidance. 
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LANGLEY MOOR PRIMARY SCHOOL 

Computing curriculum: Online Safety objectives linked to efaCW 
 

 

Objectives taken from Education for a Connected World (EfaCW) and linked to resources on Project Evolve.  This framework describes the knowledge and skills that children and young 

people should have the opportunity to develop at different ages and stages of their lives, as well as helping you to develop effective strategies for understanding and handling risks. 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 
 Privacy and Security 

 

Managing Online 
Information 

Online Bullying 
(Linked to anti-bullying week) 

Online Relationships 
(Theme for this term will change 
depending on Safer Internet Day 

theme) 

Copyright and Ownership 
Self-Image and Identify 

 

Online Reputation 

Health, Well-being and 
Lifestyle 

Reception 
I can identify some simple examples of my personal 
information (e.g. name, address, birthday, age, 
location). 

I can describe who would be trustworthy to share this 
information with; I can explain why they are trusted. 

I can talk about how to use the internet as a way of 
finding information online. 

I can identify devices I could use to access information 
on the internet. 

I can describe ways that some people can be unkind 
online. 

I can offer examples of how this can make others feel. 

I can recognise some ways in which the internet can be 
used to communicate. 

I can give examples of how I (might) use technology to 
communicate with people I know. 

I know that work I create belongs to me. 

I can name my work so that others know it belongs to 
me. 

I can recognise, online or offline, that anyone can say 
‘no’ - ‘please stop’ - ‘I’ll tell’ - ‘I’ll ask’ to somebody who 
makes them feel sad, uncomfortable, embarrassed or 
upset. 

I can identify ways that I can put information on the 
internet. 

I can identify rules that help keep us safe and healthy in 
and beyond the home when using technology. 

I can give some simple examples of these rules. 

Year 1 
I can give simple examples of how to find information 
using digital technologies, e.g. search engines, voice 
activated searching. 

I know / understand that we can encounter a range of 
things online including things we like and don’t like as 
well as things which are real or make believe / a joke. 

I know how to get help from a trusted adult if we see 
content that makes us feel sad, uncomfortable, worried 
or frightened. 
I can explain how passwords are used to protect 
information, accounts and devices. 

I can recognise more detailed examples of information 
that is personal to someone (e.g where someone lives 
and goes to school, family names). 

I can explain why it is important to always ask a trusted 
adult before sharing any personal information online, 
belonging to myself or others. 

I can describe how to behave online in ways that do not 
upset others and can give examples. 

I can give examples of when I should ask permission to 
do something online and explain why this is important. 

I can use the internet with adult support to 
communicate with people I know (e.g. video call apps 
or services). 

I can explain why it is important to be considerate and 
kind to people online and to respect their choices. 

I can explain why things one person finds funny or sad 
online may not always be seen in the same way by 
others. 

I can explain why work I create using technology 
belongs to me 

I can say why it belongs to me (e.g. ‘I designed it’ or ‘I 
filmed it’’). 

I can save my work under a suitable title or name so 
that others know it belongs to me (e.g. filename, name 
on content). 

I understand that work created by others does not 
belong to me even if I save a copy 

I can recognise that there may be people online who 
could make someone feel sad, embarrassed or upset. 

If something happens that makes me feel sad, worried, 
uncomfortable or frightened I can give examples of 
when and how to speak to an adult I can trust and how 
they can help. 

I can recognise that information can stay online and 
could be copied. 

I can describe what information I should not put online 
without asking a trusted adult first. 

I can explain rules to keep myself safe when using 
technology both in and beyond the home. 

 

Year 2 
I can use simple keywords in search engines 

I can demonstrate how to navigate a simple webpage 
to get to information I need (e.g. home, forward, back 
buttons; links, tabs and sections). 

I can explain what voice activated searching is and how 
it might be used, and know it is not a real person (e.g. 
Alexa, Google Now, Siri). 

I can explain the difference between things that are 
imaginary, ‘made up’ or ‘make believe’ and things that 
are ‘true’ or ‘real’ 

I can explain why some information I find online may 
not be real or true. 
I can explain how passwords can be used t protect 
information, accounts and devices. 

I can explain and give examples of what is meant by 
‘private’ and ‘keeping things private’. 

I can describe and explain some rules for keeping 
personal information private (e.g. creating and 
protecting passwords). 
I can explain how some people may have devices in 
their homes connected to the internet and give 
examples (e.g. lights, fridges, toys, televisions). 

I can explain what bullying is, how people may bully 
others and how bullying can make someone feel. 

I can explain why anyone who experiences bullying is 
not to blame 

I can talk about how anyone experiencing bullying can 
get help. 

 

I can give examples of how someone might use 
technology to communicate with others they don’t also 
know offline and explain why this might be risky. (e.g. 
email, online gaming, a pen-pal in another school / 
country). 

I can explain who I should ask before sharing things 
about myself or others online. 

I can describe different ways to ask for, give, or deny 
my permission online and can identify who can help me 
if I am not sure. 

I can explain why I have a right to say ‘no’ or ‘I will have 
to ask someone’. I can explain who can help me if I feel 
under pressure to agree to something I am unsure 
about or don’t want to do. 

I can identify who can help me if something happens 
online without my consent. 

I can explain how it may make others feel if I do not ask 
their permission or ignore their answers before sharing 
something about them online. 

I can explain why I should always ask a trusted adult 
before clicking ‘yes’, ‘agree’ or ‘accept’ online 

I can recognise that content on the internet may belong 
to other people. 

I can describe why other people’s work belongs to them 

I can explain how other people may look and act 
differently online and offline. 

I can give examples of issues online that might make 
someone feel sad, worried, uncomfortable or 
frightened; I can give examples of how they might get 
help. 

I can explain how information put online about 
someone can last for a long time. 

I can describe how anyone’s online information could 
be seen by others. 

I know who to talk to if something has been put online 
without consent or if it is incorrect. 

I can explain simple guidance for using technology in 
different environments and settings e.g. accessing 
online technologies in public places and the home 
environment. 

I can say how those rules / guides can help anyone 
accessing online technologies 
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 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 
 Privacy and Security 

 

Managing Online 
Information 

Online Bullying 
(Linked to anti-bullying week) 

Online Relationships 
(Theme for this term will change 
depending on Safer Internet Day 

theme) 

Copyright and Ownership 
Self-Image and Identify 

 

Online Reputation 

Health, Well-being and 
Lifestyle 

Year 3 
I can demonstrate how to use key phrases in search 
engines to gather accurate information online. 

I can explain what autocomplete is and how to choose 
the best suggestion. 

I can explain how the internet can be used to sell and 
buy things 

I can explain the difference between a ‘belief’, an 
‘opinion’ and a ‘fact. and can give examples of how and 
where they might be shared online, e.g. in videos, 
memes, posts, news stories etc. 

I can explain that not all opinions shared may be 
accepted as true or fair by others (e.g. monsters under 
the bed). 

I can describe and demonstrate how we can get help 
from a trusted adult if we see content that makes us 
feel sad, uncomfortable, worried or frightened. 
I can describe simple strategies for creating and 
keeping passwords private. 

I can give reasons why someone should only share 
information with people they choose to and can trust. I 
can explain that if they are not sure or feel pressured 
then they should tell a trusted adult. 

I can describe how connected devices can collect and 
share anyone’s information with others. 

I can describe appropriate ways to behave towards 
other people online and why this is important. 

I can give examples of how bullying behaviour could 
appear online and how someone can get support. 

I can describe ways people who have similar likes and 
interests can get together online. 

I can explain what it means to ‘know someone’ online 
and why this might be different from knowing someone 
offline. 

I can explain what is meant by ‘trusting someone 
online’, why this is different from ‘liking someone 
online’, and why it is important to be careful about who 
to trust online including what information and content 
they are trusted with. 

I can explain why someone may change their mind 
about trusting anyone with something if they feel 
nervous, uncomfortable or worried. 

I can explain how someone’s feelings can be hurt by 
what is said or written online. 

I can explain the importance of giving and gaining 
permission before sharing things online; how the 
principles of sharing online is the same as sharing 
offline e.g. sharing images and videos. 

I can explain why copying someone else’s work from 
the internet without permission isn’t fair and can 
explain what problems this might cause. 

I can explain what is meant by the term ‘identity’. 

I can explain how people can represent themselves in 
different ways online 

I can explain ways in which someone might change 
their identity depending on what they are doing online 
(e.g. gaming; using an avatar; social media) and why. 

I can explain how to search for information about 
others online 

I can give examples of what anyone may or may not be 
willing to share about themselves online. I can explain 
the need to be careful before sharing anything 
personal. 

I can explain who someone can ask if they are unsure 
about putting something online. 

 

I can explain why spending too much time using 
technology can sometimes have a negative impact on 
anyone; I can give some examples of both positive and 
negative activities where it is easy to spend a lot of time 
engaged 

I can explain why some online activities have age 
restrictions, why it is important to follow them and 
know who I can talk to if others pressure me to watch 
or do something online that makes me feel 
uncomfortable (e.g. age restricted gaming or web sites). 

Year 4 
I can analyse information to make a judgement about 
probable accuracy and I understand why it is important 
to make my own decisions regarding content and that 
my decisions are respected by others. 

I can describe how to search for information within a 
wide group of technologies and make a judgement 
about the probable accuracy (e.g. social media, image 
sites, video sites). 

I can describe some of the methods used to encourage 
people to buy things online (e.g. advertising offers; in-
app purchases, pop-ups) and can recognise some of 
these when they appear online. 

I can explain why lots of people sharing the same 
opinions or beliefs online do not make those opinions 
or beliefs true. 

I can explain that technology can be designed to act like 
or impersonate living things (e.g. bots) and describe 
what the benefits and the risks might be. 

I can explain what is meant by fake news e.g. why some 
people will create stories or alter photographs and put 
them online to pretend something is true when it isn’t. 

I can describe strategies for keeping personal 
information private, depending on context. 

I can explain that internet use is never fully private and 
is monitored, e.g. adult supervision. 

I can describe how some online services may seek 
consent to store information about me; I know how to 
respond appropriately and who I can ask if I am not 
sure. 

I know what the digital age of consent is and the impact 
this has on online services asking for consent. 

 

I can recognise when someone is upset, hurt or angry 
online. 

I can describe ways people can be bullied through a 
range of media (e.g. image, video, text, chat). 

I can explain why people need to think carefully about 
how content they post might affect others, their 
feelings and how it may affect how others feel about 
them (their reputation). 

 

I can describe strategies for safe and fun experiences in 
a range of online social environments (e.g. 
livestreaming, gaming platforms) 

I can give examples of how to be respectful to others 
online and describe how to recognise healthy and 
unhealthy online behaviours. 

I can explain how content shared online may feel 
unimportant to one person but may be important to 
other people’s thoughts feelings and beliefs.   

When searching on the internet for content to use, I 
can explain why I need to consider who owns it and 
whether I have the right to reuse it. 

I can give some simple examples of content which I 
must not use without permission from the owner, e.g. 
videos, music, images. 

I can explain how my online identity can be different to 
my offline identity. 

I can describe positive ways for someone to interact 
with others online and understand how this will 
positively impact on how others perceive them. 

I can explain that others online can pretend to be 
someone else, including my friends, and can suggest 
reasons why they might do this. 
I can describe how to find out information about others 
by searching online. 

I can explain ways that some of the information about 
anyone online could have been created, copied or 
shared by others. 

I can explain how using technology can be a distraction 
from other things, in both a positive and negative way. 

I can identify times or situations when someone may 
need to limit the amount of time they use technology 
e.g. I can suggest strategies to help with limiting this 
time. 
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 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 
 Privacy and Security 

 

Managing Online 
Information 

Online Bullying 
(Linked to anti-bullying week) 

Online Relationships 
(Theme for this term will change 
depending on Safer Internet Day 

theme) 

Copyright and Ownership 
Self-Image and Identify 

 

Online Reputation 

Health, Well-being and 
Lifestyle 

Year 5 
I can explain the benefits and limitations of using 
different types of search technologies e.g. voice-
activation search engine. I can explain how some 
technology can limit the information I am presented 
with. 

I can explain what is meant by ‘being sceptical’; I can 
give examples of when and why it is important to be 
‘sceptical’. 

I can evaluate digital content and can explain how to 
make choices about what is trustworthy e.g. 
differentiating between adverts and search results. 

I can explain key concepts including: information, 
reviews, fact, opinion, belief, validity, reliability and 
evidence. 

I can identify ways the internet can draw us to 
information for different agendas, e.g. website 
notifications, pop-ups, targeted ads 

I can describe ways of identifying when online content 
has been commercially sponsored or boosted, (e.g. by 
commercial companies or by vloggers, content creators, 
influencers). 

I can explain what is meant by the term ‘stereotype’, 
how ‘stereotypes’ are amplified and reinforced online, 
and why accepting ‘stereotypes’ may influence how 
people think about others. 

I can describe how fake news may affect someone’s 
emotions and behaviour, and explain why this may be 
harmful. 

I can explain what is meant by a ‘hoax’. I can explain 
why someone would need to think carefully before they 
share. 

I can explain what a strong password is and 
demonstrate how to create one. 

I can explain how many free apps or services may read 
and share private information (e.g. friends, contacts, 
likes, images, videos, voice, messages, geolocation) 
with others. 

I can explain what app permissions are and can give 
some examples. 

I can recognise online bullying can be different to 
bullying in the physical world and can describe some of 
those differences. 

I can describe how what one person perceives as 
playful joking and teasing (including ‘banter’) might be 
experienced by others as bullying. 

I can explain how anyone can get help if they are being 
bullied online and identify when to tell a trusted adult. 

I can identify a range of ways to report concerns and 
access support both in school and at home about online 
bullying. 

I can explain how to block abusive users. 

I can describe the helpline services which can help 
people experiencing bullying, and how to access them 
(e.g. Childline or The Mix). 

I can give examples of technology-specific forms of 
communication (e.g. emojis, memes and GIFs). 

I can explain that there are some people I communicate 
with online who may want to do me or my friends 
harm. I can recognise that this is not my / our fault. 

I can describe some of the ways people may be 
involved in online communities and describe how they 
might collaborate constructively with others and make 
positive contributions. (e.g. gaming communities or 
social media groups). 

I can describe some of the ways people may be 
involved in online communities and describe how they 
might collaborate constructively with others and make 
positive contributions. (e.g. gaming communities or 
social media groups). 

I can explain how someone can get help if they are 
having problems and identify when to tell a trusted 
adult. 

I can demonstrate how to support others (including 
those who are having difficulties) online. 

I can assess and justify when it is acceptable to use the 
work of others 

I can give examples of content that is permitted to be 
reused and know how this content can be found online. 

I can explain how identity online can be copied, 
modified or altered. 

I can demonstrate how to make responsible choices 
about having an online identity, depending on context. 

I can search for information about an individual online 
and summarise the information found. 

I can describe ways that information about anyone 
online can be used by others to make judgments about 
an individual and why these may be incorrect 

I can describe ways technology can affect health and 
well-being both positively (e.g. mindfulness apps) and 
negatively. 

I can describe some strategies, tips or advice to 
promote health and wellbeing with regards to 
technology. 

I recognise the benefits and risks of accessing 
information about health and well-being online and 
how we should balance this with talking to trusted 
adults and professionals. 

I can explain how and why some apps and games may 
request or take payment for additional content (e.g. in-
app purchases, lootboxes) and explain the importance 
of seeking permission from a trusted adult before 
purchasing. 

Year 6 
I can explain how search engines work and how results 
are selected and ranked. 

I can explain how to use search technologies effectively. 

I can describe how some online information can be 
opinion and can offer examples. 

I can explain how and why some people may present 
‘opinions’ as ‘facts’; why the popularity of an opinion or 
the personalities of those promoting it does not 
necessarily make it true, fair or perhaps even legal. 

I can define the terms ‘influence’, ‘manipulation’ and 
‘persuasion’ and explain how someone might 
encounter these online (e.g. advertising and ‘ad 
targeting’ and targeting for fake news). 

I understand the concept of persuasive design and how 
it can be used to influences peoples’ choices. 

I can demonstrate how to analyse and evaluate the 
validity of ‘facts’ and information and I can explain why 
using these strategies are important. 

I can explain how companies and news providers target 
people with online news stories they are more likely to 
engage with and how to recognise this. 

I can describe the difference between online 
misinformation and dis-information 

I can explain why information that is on a large number 
of sites may still be inaccurate or untrue. I can assess 

I can describe how to capture bullying content as 
evidence (e.g screen-grab, URL, profile) to share with 
others who can help me. 

I can explain how someone would report online bullying 
in different contexts. 

I can explain how sharing something online may have 
an impact either positively or negatively 

I can describe how to be kind and show respect for 
others online including the importance of respecting 
boundaries regarding what is shared about them online 
and how to support them if others do not. 

I can describe how things shared privately online can 
have unintended consequences for others. e.g. screen-
grabs. 

I can explain that taking or sharing inappropriate 
images of someone (e.g. embarrassing images), even if 
they say it is okay, may have an impact for the sharer 
and others; and who can help if someone is worried 
about this 

I can demonstrate the use of search tools to find and 
access online content which can be reused by others. 

I can demonstrate how to make references to and 
acknowledge sources I have used from the internet. 

I can identify and critically evaluate online content 
relating to gender, race, religion, disability, culture and 
other groups, and explain why it is important to 
challenge and reject inappropriate representations 
online. 

I can describe issues online that could make anyone 
feel sad, worried, uncomfortable or frightened. I know 
and can give examples of how to get help, both on and 
offline. 

I can explain the importance of asking until I get the 
help needed. 

I can explain the ways in which anyone can develop a 
positive online reputation. 

I can explain strategies anyone can use to protect their 
‘digital personality’ and online reputation, including 
degrees of anonymity. 

I can describe common systems that regulate age-
related content (e.g. PEGI, BBFC, parental warnings) 
and describe their purpose. 

I recognise and can discuss the pressures that 
technology can place on someone and how / when they 
could manage this. 

I can recognise features of persuasive design and how 
they are used to keep users engaged (current and 
future use). 

I can assess and action different strategies to limit the 
impact of technology on health (e.g. night-shift mode, 
regular breaks, correct posture, sleep, diet and 
exercise). 
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how this might happen (e.g. the sharing of 
misinformation or disinformation). 

I can identify, flag and report inappropriate content. 

I can describe effective ways people can manage 
passwords (e.g. storing them securely or saving them in 
the browser). 

I can explain what to do if a password is shared, lost or 
stolen. 

I can describe how and why people should keep their 
software and apps up to date, e.g. auto updates. 

I can describe simple ways to increase privacy on apps 
and services that provide privacy settings. 

I can describe ways in which some online content 
targets people to gain money or information illegally; I 
can describe strategies to help me identify such content 
(e.g. scams, phishing). 

I know that online services have terms and conditions 
that govern their use. 
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LANGLEY MOOR PRIMARY SCHOOL 

Computing curriculum: Online Safety resources EYFS 
 

 

 

Proposed Term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 
EfaCW Strands Managing Online 

Information 
 
Privacy and Security 

Online Bullying 
(Linked to anti-bullying 
week) 

Online Relationships 
(Theme for this term will 
change depending on Safer 
Internet Day theme) 

Copyright and 
Ownership 

Self-Image and 
Identify 
 
Online Reputation 

Health, Well-being 
and Lifestyle 

Year 
Group 

Resource 
Links 

EYFS 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

 Digiduck's 
Famous Friend 

Digiduck’s Decision   Smartie the Penguin Online 
Story EYFS Story 

 

 

      

 
 

Barefoot Computing: 
Safety Snakes 

     

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://projectevolve.co.uk/toolkit/resources/years/
https://projectevolve.co.uk/toolkit/resources/years/
https://projectevolve.co.uk/toolkit/resources/years/
https://www.commonsense.org/education/uk/digital-citizenship/lesson/you-wont-believe-this
https://www.commonsense.org/education/uk/digital-citizenship/lesson/you-wont-believe-this
https://www.commonsense.org/education/uk/digital-citizenship/lesson/you-wont-believe-this
https://www.commonsense.org/education/uk/digital-citizenship/lesson/putting-a-stop-to-online-meanness
https://www.commonsense.org/education/uk/digital-citizenship/lesson/putting-a-stop-to-online-meanness
https://www.commonsense.org/education/uk/digital-citizenship/lesson/putting-a-stop-to-online-meanness
https://www.commonsense.org/education/uk/digital-citizenship/lesson/is-it-cyberbullying
https://www.commonsense.org/education/uk/digital-citizenship/lesson/is-it-cyberbullying
https://www.commonsense.org/education/uk/digital-citizenship/lesson/is-it-cyberbullying
https://www.commonsense.org/education/uk/digital-citizenship/lesson/lets-give-credit
https://www.commonsense.org/education/uk/digital-citizenship/lesson/lets-give-credit
https://www.commonsense.org/education/uk/digital-citizenship/lesson/lets-give-credit
https://www.bbc.com/ownit/its-personal/where-are-your-photos-going
https://www.bbc.com/ownit/its-personal/where-are-your-photos-going
https://www.bbc.com/ownit/its-personal/where-are-your-photos-going
https://www.childnet.com/resources/digiduck-stories/digiducks-famous-friend/
https://www.childnet.com/resources/digiduck-stories/digiducks-famous-friend/
https://beinternetawesome.withgoogle.com/en_uk/interland/landing/tower-of-treasure
https://projectevolve.co.uk/toolkit/resources/years/
https://projectevolve.co.uk/toolkit/resources/years/
https://www.barefootcomputing.org/resources/safety-snakes
https://www.barefootcomputing.org/resources/safety-snakes
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LANGLEY MOOR PRIMARY SCHOOL 

Computing curriculum: Online Safety resources Y1-Y2 
 

 

 

Proposed Term Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 
EfaCW Strands Managing Online 

Information 
 
Privacy and Security 

Online Bullying 
(Linked to anti-bullying 
week) 

Online Relationships 
(Theme for this term will 
change depending on Safer 
Internet Day theme) 

Copyright and 
Ownership 

Self-Image and 
Identify 
 
Online Reputation 

Health, Well-being 
and Lifestyle 

Year 
Group 

Resource 
Links 

Year 1 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

   Smartie the Penguin Online 
Story Year 1 Story 

  

 

 

Safety in my Online 
Neighbourhood 

Media Balance is Important Media Balance is Important Pause for People Media Balance is Important Pause for People 

 
 

Jessie and Friends (Episode 2)  Jessie and Friends (Episode 3)   Jessie and Friends (Episode 1) 

 
 

 Barefoot Computing: 
Safety Snakes 

    

Year 2 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

     Smartie the Penguin Online 
Story Year 2 Story 

 

 

Internet Traffic Light Pause and Think Pause and Think Pause and Think Pause and Think How does technology Make 
you Feel? 

 
 

Lee and Kim: 
Lesson 2 

Lee and Kim: 
Lesson 1 

Lee and Kim: 
Lesson 3 

   

 
 

NSPCC: PANTS   BBC Own It: What is digital 
footprint and why should I 
care? 
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Computing curriculum: Online Safety resources Y3-Y4 
 

 

 

 

Year 3 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

      

 

 

That’s Private Putting a Stop to Online 
Meanness 

Who’s in Your Online 
Community? 

Let’s Give it Credit Digital Trails Device Free Moments 

 
 

      

 
 

Interland: Tower of Treasure Interland: Kind Kingdom Band Runner: Share BBC Own It: Where are your 
photos going? 

 Interland: Reality River 

Year 4 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

   The Adventures of Kara, Winston 
and the SMART Crew: Chapter 4 

 The Adventures of Kara, Winston 
and the SMART Crew Chapter 1: 
What should you accept? 

 

 

Password Power-Up 
 

Digital Passport: Password Protect 

The Power of Words 
 
Game: Digital Passport 

Our Digital Citizen Pledge Is seeing believing? 
 
 

This is me Rings of Responsibility 

 
 

 Game: Band Runner Band Runner: Share    

 
 

Interland: Mindful Mountain  Minecraft Education: 
Becoming Digital Citizens 
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Year 5 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

  The Adventures of Kara, Winston 
and the SMART Crew 
Chapter 5: Be careful when 
meeting up 

   

 

 

Private and Personal Information 
 

Digital Passport: Jumpers 

Be a Super Digital Citizen 
 
Game: Digital Passport 

Keeping Games Fun and 
Friendly 

A Creators Rights and 
Responsibilities 

Our Online Tracks My Media Choices 
 
Digital Passport: Twalkers 

 
 

Band Runners      

 
 

 BBC Own It: Cyberbullying 
Quiz 

    

Year 6 
 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

Activities linked to Education 
for a Connected World 
objectives EfaCW 

 
 

  Trust Me    

 

 

You won’t believe this 
 

Digital Passport: Mix and Mash 

Is it Cyberbullying? Digital Friendships 
 

Digital Passport: Search Shark 

Reading News Online Beyond Gender Stereotypes Finding my Media Balance 
 

Digital Passport: Twalkers 

 
 

      

 
 

Website cookies explained  The Guardian Fake News 
Lessons 

Are you living an Insta lie? 
Social Media vs Reality 

 Children’s Commissioner: 
Digital 5 a day 
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https://teachcomputing.org/primary-computing-glossary#glossary 

 

https://www.theschoolrun.com/primary-school-computing-and-ict-glossary-parents 

 

https://www.methleyprimaryschool.co.uk/assets/Documents/Attachments/Computing-Vocabulary-Map.pdf 
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