
Our Computing Curriculum 

"We are currently preparing students for jobs that don't 
yet exist … using technologies that haven't been invented 
… in order to solve problems we don't even know are 
problems yet.” Richard Riley

Logical Thinkers Creative Minds Collaborative Tinker



What it looks Like (WILL)

Introduction to Computing: 

“A high-quality computing education equips pupils to use 
computational thinking and creativity to understand and 
change the world. Computing has deep links with 
mathematics, science, and design and technology, and 
provides insights into both natural and artificial systems. 
The core of computing is computer science, in which pupils 
are taught the principles of information and computation, 
how digital systems work, and how to put this knowledge to 
use through programming. Building on this knowledge and 
understanding, pupils are equipped to use information 
technology to create programs, systems and a range of 
content. Computing also ensures that pupils become 
digitally literate – able to use, and express themselves and 
develop their ideas through, information and 
communication technology – at a level suitable for the 
future workplace and as active participants in a digital 
world.” Quote from the National Curriculum 2014



Curriculum Intent: 

At Sunnyside Spencer Academy, we aim to prepare 
our learners for their future by giving them the 
opportunities to gain knowledge and develop skills 
that will equip them for an ever-changing digital 
world. Knowledge and understanding of ICT is of 
increasing importance for children’s future both at 
home and for employment. 

Our Computing curriculum focuses on a progression 
of skills in digital literacy (Creating Media), computer 
science (Programming), information technology 
(Creating Media and Data Information) and online 
safety to ensure that children become competent in 
safely using, as well as understanding, technology. 

These strands are revisited repeatedly through a 
range of themes during children’s time in school to 
ensure the learning is embedded and skills are 
successfully developed. Our intention is that 
Computing also supports children’s creativity and 
cross-curricular learning to engage children and enrich 
their experiences in school.



Aims 

The national curriculum for computing aims to 
ensure that all pupils:

• can understand and apply the fundamental 
principles and concepts of computer science, 
including abstraction, logic, algorithms and data 
representation 

• can analyse problems in computational terms, 
and have repeated practical experience of writing 
computer programs in order to solve such 
problems 

• can evaluate and apply information technology, 
including new or unfamiliar technologies, 
analytically to solve problems 

• are responsible, competent, confident and 
creative users of information and communication 
technology. 



Curriculum Implementation

• Our whole curriculum is shaped by our school vision which aims to enable all children, regardless of background, ability, additional 
needs, to flourish to become the very best version of themselves they can possibly be. 

• We teach the National Curriculum, supported by a clear skills and knowledge progression through NCCE Teach Computing. This ensures 
that skills and knowledge are built on year by year and sequenced appropriately to maximise learning for all children. Road Maps have 
been produced to ensure staff understand the journey of the subject and what has been taught previously as well as pupils next steps. 

• To ensure a broad range of skills and understanding, Computing is taught across four main strands: 

1) Computing Systems and Networks

2) Creating Media

3) Data Information

4) Programming (Computer Science) 

• As part of Computing Systems and Networks, children will understand how networks can be used to retrieve and share information and 
come with associated risk. They will develop an understanding of risks when using technology and how to protect individuals and 
systems. They will learn what is a computer, how do it’s constituent parts function together as a whole.

• By studying the unit Creating Media, children will select and create a range of media including text, images, sounds and video. They will 
take part in activities that involve planning, creating and evaluating computing artefacts.

• During studying the Data Information unit, children will learn how data stored, organised and used to represent real world artefacts and 
scenarios. We make links across subjects such as Maths and Science to ensure pupils are building and applying new know and skills. 

• In computer science, we teach children to understand and apply the fundamental principles and concepts of computer science, including 
abstraction, logic, algorithms and data representation. Also to analyse problems to computational terms, and have repeated practical 
experience of writing computer programs in order to solve such problems. We also teach a progression of Computing vocabulary to 
support children in their understanding. They will be able to comprehend, design, create and evaluate algorithms .

• At Sunnyside Spencer Academy, we give children access to a wide range of good quality resources and provide cross curricular 
opportunities for children to apply their Computing knowledge and skills. 

• Online safety is taught within each Computing lesson to ensure pupils apply knew knowledge as well as being taught as a unit each year 
during SCARF lessons. Online safety procedures are communicated with all staff and parents.



Curriculum Impact

Summative assessments and retrieval practice will take place 
throughout the year and teachers record the progress and 
attainment against the National Curriculum expectations of 
attainment. 

NCCE Teach provide summative assessments that are used by 
teachers to assess at the end of a unit and during Flashback 
Fridays retrieval challenges. We also provide opportunities for 
pupils to apply knowledge and skills across the curriculum. E.g. 
Using video editing to produce trailers for vehicles made in 
design technology. If pupils have gaps or misconceptions, 
interventions are planned to address these. 

Monitoring takes places each term and subject leaders and 
teachers use this feedback to inform or address any gaps in 
learning or teacher subject or pedagogical knowledge. 

Children in Foundation Stage are assessed within Knowledge and 
Understanding of the World objectives and their progress is 
tracked termly using Tapestry. Age related expectation levels are 
reported to parents at the end of the reception year.



The Computational Thinkers

We are all very aware of the need to 
educate children for jobs for the future. 
Computer coding and programming has 
become an important element of the 
2014 National Curriculum, and is taught 
to all year groups throughout school at 
varying levels. 

This enables our children to become 
‘Computational Thinkers’, developing the 
necessary skills to be effective problem 
solvers, and our curriculum provides a 
number to opportunities to practise 
specific programming skills which are 
likely to form a large part of the future 
careers of our students in years to come.





• The Computing Curriculum

• A high quality computing education equips pupil to use computational thinking and creativity to understand and change the world.
The National Curriculum places computational thinking and creativity at the heart of the programmes of study. These two 
concepts underpin and sit at the heart of the computing curriculum. They add the additional dimension and encourage digital 
creativity and play based learning through subject content statements such as:

• KS1: understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by 
following precise and unambiguous instructions, create and debug simple programs, use logical reasoning to predict the behaviour
of simple programs 

• KS2: design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve 
problems by decomposing them into smaller parts, use sequence, selection, and repetition in programs; work with variables and
various forms of input and output, use logical reasoning to explain how some simple algorithms work and to detect and correct
errors in algorithms and programs 

• To help support teachers with the planning and implementation of the computing curriculum, staff and pupils have aces to the 
following devices, software and applications: 





Planning 
When planning for computing, staff are asked to consider the SAMR model. This model is 
powerful because it enables us to think about how learning can be extended through the use 
of technology.
SUBSTITUTION – Technology acts as a direct tool substitute, with no functional change.  For 
example, students may type up notes on a word processor instead of writing by hand in an 
exercise book.
AUGMENTATION – Technology still acts as a direct tool substitute, but with functional 
improvements. Taking the example of typing on a word processor, augmentation means that 
the learning process can become more efficient and engaging.  Images can be added, text 
can be hyperlinked and changes to the text itself can be made quickly.
MODIFICATION - By this stage technology not only enhances the learning activity, it also 
significanly transforms it.  An example might be students setting up a blog in which they 
open up their work to a worldwide audience.  The blog means that students are much more 
accountable for the work they present, so will tend to spend more time refining their written 
work.  In this way, both student learning and literacy improve.
REDIFINITION - This level requires the teacher to think about learning activities that were 
previously inconceivable without the use of technology.  This could be for instance, a Google 
Hangout session that takes place between students from different countries in order for 
students to swap information about their home countries in real-time.  Likewise, the use of 
Google Docs for students in different parts of the world to collaborate on a shared 
assignment facilitates learning opportunities that would be impossible without such 
technology.



NCCE Teaching Computing

Effective pedagogy is at the 
heart of good teaching and 
learning; successful computing 
teachers combine their 
knowledge of the subject with 
evidence-based teaching 
practices. 
As computing is a relatively new 
discipline, evidence of effective 
teaching approaches continues 
to emerge and evolve.
At Sunnyside Spencer Academy, 
we use the NCCE Teach 
Computing curriculum which is 
based on 12 pedagogy 
principles. 









Curriculum Mapping



Early Years Foundation 
Stage 



The Development Matters (pg. 2) document states of best practice in early years is creative, active, exploratory, playful and encourages critical thinking, thus the activities below have been included to meet 

these criteria where feasible. Tasks are outlined for each area of the EYFS framework, although many other opportunities exist to use technology with younger children; particularly when linked to a topic 

studied within class.

Understanding the world - Classrooms could contain a role play area with a range of technology, both functioning and model / broken devices, or a variety of electronic toys, such as remote controlled cars, 

walkie-talkies and interactive pets, as part of continuous provision. Further technology could be included in conjunction with other activities, such as digital cameras for pupils to photograph their own 

learning, although it is worth bearing in mind that the EYFS Framework (pg. 12) states children need to “select and use technology for a particular purpose”, rather than simply being given a device.

The pedagogical approaches used this age group should also be carefully considered, which includes the need to tinker, or play, with a device, in order to discover how it functions.

Literacy - Bee Bots continue to be extremely popular in both EYFS and Key Stage 1, and provide a number of opportunities to develop pupils’ computing knowledge within literacy sessions. Children could 

create a story about the Bee Bot’s journey, such as around a local area or a country being studied, or they could sequence events within a story being studied. For example, children could guide the Bee Bot 

between different locations, characters and locations within Little Red Riding Hood. Should devices not be available, the Barefoot website has Fake Bots available, which children can use instead of a digital 

device. In addition to this, programming devices suitable for young children are being developed by a range of manufacturers, such as the Code-a-pillar by Fisher-Price.

Physical development - many children entering Early Years settings are already familiar with tablet devices, although their ability to use a keyboard and mouse is often limited. This has recently become a 

more significant issue, due to the prevalence of tablet devices in the home. It is therefore important that children are given opportunities to become familiar with a range of input devices, including the 

keyboard and mouse, in order to develop the required fine motor skills. Usage could be linked to phonics sessions, such as through the use of drill and practice games, including Dance Mat Typing or 

the Animal Typing app, or more creative outcomes, as described when examining the areas below.

Communication and language - Unplugged activities, or those away from the machine, give children an opportunity to develop their understanding of technology without the need for expensive devices. 

Children could be asked to give precise instructions verbally, such as through giving instructions to a sandwich making robot, with links made to the importance of using the correct vocabulary, along with 

speaking clearly and precisely. Give me instructions could also form part of sessions linked to physical development activities, such as determining rules for certain playground games.

Personal, social and emotional development - Voice recorders, or the microphone built into a tablet device, could be used to record how pupils are feeling, or to discuss their relationships with others. This 

could be extended through pupils creating their own videos, which could also link to children giving online safety guidance to their peers on using technology safely and what to do if they feel worried or 

concerned when you using a device. A range of age-appropriate books are now available for young children to examine online safety, such as Chicken Clicking, Goldilocks (A hashtag cautionary tale) and 

the free Smartie the Penguin. Using voice and video recorders also allows children to self evaluate their own speaking.

Expressive arts and design - The use of painting and graphics applications can further develop pupils’ keyboard and mouse skills, whilst a range of tablet based apps are also available, such as the 

free Doodle Buddy. Creative outcomes can be produced, which allows pupils to take ownership of their work and could even be part of an extended project. Outputs produced could be linked to other uses of 

technology, such as producing mats for Bee Beets to travel around, other physical computing devices, such as Spheros, can even be put into paint and controlled using a tablet device to produce images. 

Outfits for the device to wear, such as Bee Bot head dresses or Sphero paper cup people, could also be developed.

Mathematics - Controlling devices provides an excellent opportunity to develop pupils’ understanding of left and right, along with directional language. Pupils could be asked to guide a device around a 

shape, or or even use activities from programming related websites, such as code.org, to develop their understanding further. However, whilst such activities can effectively engage pupils in programming 

tasks, their usage should be carefully considered to ensure they have a purpose.

https://www.early-education.org.uk/development-matters
https://www.gov.uk/government/publications/early-years-foundation-stage-framework--2
https://blogs.kcl.ac.uk/cser/2018/01/05/a-continuum-of-scaffolding/
https://www.barefootcas.org.uk/wp-content/uploads/2014/09/Bee-Bot-Resources-Barefoot-Computing-Fakebots.pdf
https://www.amazon.co.uk/Fisher-Price-DKT39-Think-Learn-Pillar/dp/B07L8VQZFS
https://www.bbc.co.uk/news/technology-42907037
https://www.bbc.co.uk/bitesize/topics/zf2f9j6/articles/z3c6tfr
https://apps.apple.com/us/app/animal-typing-lite/id925341131
http://code-it.co.uk/unplugged/jamsandwich
https://www.amazon.co.uk/Chicken-Clicking-Online-Safety-Picture/dp/1783441615/
https://www.amazon.co.uk/Goldilocks-Hashtag-Cautionary-Online-Picture/dp/1783448784/
https://www.childnet.com/resources/smartie-the-penguin
https://apps.apple.com/us/app/doodle-buddy-paint-draw-app/id313232441?ign-mpt=uo%3D10
https://dera.ioe.ac.uk/1093/1/Learning%20creative%20approaches%20that%20raise%20standards.pdf
https://www.sphero.com/


Key Stage 1



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





https://paintz.app/ https://www.j2e.com/jit5#pictogram https://musiclab.chromeexperiments.com/



Key Stage 2



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



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











eSafety is taught within each computing lesson. 
It is also taught through our SCARF lessons where 

pupils are taught about Safety, Caring, 
Achievement, Resilience, Friendship.



Evidence of Computing 

• As computing is a subject that involves practical activity and is also planned cross 
curricular, evidence of pupils’ learning should be saved on your Showbie account. 
There is no need to screen shot pupils work to stick in books. Pupils can respond 
to their learning through the systems listed below.

• Other evidence of computing could include: typed work including varied media, 
story books, use of QR codes on displays to access iMovies or Youtube Clips. Use 
of a green screen, voice clips, text messages, word clouds, videos, picture stimuli 
as a stimulus for a lesson such as writing. 



Lesson Structure
Programming Lessons 

(Problem Solving and Logical Thinking)

• Learning from others need not be limited to the classroom: encourage pupils to 
explore others’ solutions to problems on the Kodu or Scratch community sites, 
for example, or to search online for solutions to problems. 

Connecting 

• For some ideas in computing, the traditional, direct instruction approach can 
work well. Complex ideas such as variables, how the internet works or how 
search engines operate could be learnt using discovery-based approaches, but 
direct teaching is likely to be more effective. 

Direct 
Instruction

• Don’t assume that once pupils have demonstrated they can do something or 
understand an idea that their learning is secure. Provide opportunities for them 
to practise applying their skills, knowledge and understanding.Practice  

• Provide pupils with a chance to explore and tinker with new software or 
hardware when they first encounter it, so they can figure out their own mental 
model for how it works. This can be particularly effective with younger pupils. 

• Provide pupils with a question or stimulus. What do we already know? What do 
we need to know?

Hook and/or 
Experimenting 

• A lot can be learnt through the process of making things to show to or share 
with others. This might be computer code, but it might also be PowerPoint 
presentations, web pages, edited video, digital photographs, etc. 

Making

• Make the most of pupils’ different insights, experiences and backgrounds by 
allowing them to share their ideas with one another and with others. Paired 
programming activities in class and online discussion forums are just two ways 
to facilitate this. 

Discussion 

Computing Lessons 
(Creative Content & Digital Literacy)



Progression in Computing: Computing Systems and Networks

Year 
1

Year 
2

Year 
4

Year 
3

Year 
5

Year 
6

Year 
R

Year 2  - IT around us
To identify information 

technology beyond school.
To explain how information 

benefits us.
To show how to use information 

technology safely.
Approach/ Concept: Logic, 

evaluation, algorithm, patterns, 
decomposition, tinkering, 

collaboration 

Key 
Stage 

2

Key 
Stage 

1

Early 
Years

EYFS
Recognise and use simple keyboard 

commands 
Approach/ Concept: tinkering, creating, 

persevering

Year 1  - Technology around us 
To identify a computers main parts

To use a keyboard to type and edit text 
To create rules for using technology 

Approach/ Concept: algorithm, patterns, 
decomposition, tinkering, creating, debugging, 

persevering, collaboration 

Year 3 – Connecting Computers 
To explain how digital devices 

function and how they can 
change the way we work.

To explain how a computer 
network can be used to share 

information and can be 
connected.

To recognise the physical 
components of a network.

Approach/ Concept: Logic, 
evaluation, algorithm, patterns, 

decomposition, tinkering, creating, 
debugging, persevering, 

collaboration 

Year 4  - The Internet
To describe how networks physically connect to 

other networks and how they make up the 
internet.

To describe how content can be added and 
accessed on the World  Wide Web and how it is 

created by people.
To evaluate the consequences of unreliable 

content.
Approach/ Concept: Logic, evaluation, algorithm, 
patterns, decomposition, abstraction, tinkering, 

creating, collaboration 

Year 5 – Sharing Information 
To explain that computers can be connected together to form systems.
To recognise the role systems have in our lives and how information is 

transferred. 
To contribute to a share project online. 

Approach/ Concept: Approach/ Concept: Logic, evaluation, algorithm, patterns, 
decomposition, abstraction, tinkering, creating, debugging, persevering, 

collaboration 

Concepts
Logic – Predicting & analysing 

Evaluation – Making judgements 
Algorithms – Making steps and rules

Patterns – Spotting & using 
similarities 

Decomposition – Breaking down into 
parts 

Abstraction – Removing unnecessary 
detail 

Approaches
Tinkering – Changing things to see 

what happens
Creating – Designing & making

Debugging – Finding & fixing errors
Persevering – Keeping going

Collaborating – Working together 

Year 6 – Communication
To use a websearch to find specific information. 

To compare results from different search engines.
To recognise the role of web crawlers in creating an index.

To explain how search results can be influenced and how they make money.
To compare ways to communicate and decide what to share and what not to 

share.
Approach/ Concept: Approach/ Concept: Logic, evaluation, algorithm, 
patterns, decomposition, abstraction, tinkering, creating, debugging, 

persevering, collaboration 



Progression in Computing: Creating Media (1) 

Year 
1

Year 
2

Year 
4

Year 
3

Year 
5

Year 
6

Year 
R

Year 2  _ Digital Photography 
To use a digital device to take a 

photograph.
To describe what makes a good 

photograph.
To use tools to change an image. 

Approach/ Concept: evaluation, 
patterns, tinkering, creating, 

debugging, persevering, 
collaboration 

Key 
Stage 

2

Key 
Stage 

1

Early 
Years

EYFS
Explore and interact with their 
environment using a range of 

equipment. 

Approach/ Concept: patterns, tinkering, 
creating, persevering

Year 1  - Digital Painting
To describe what freehand tools do
To use the shape tool and line tools 
To use a computer to paint a picture 

To compare painting a picture on a computer and on paper 
Approach/ Concept: evaluation, patterns, tinkering, creating, 

debugging, persevering, collaboration 

Year 3 – Animation 
To explain that animation is a 

sequence of drawings or 
photographs.

To relate animation movement with a 
sequence  of images.

To plan, make, review and improve 
an animation.

Approach/ Concept: Logic, evaluation, 
algorithm, patterns, decomposition, 

abstraction, tinkering, creating, 
debugging, persevering, collaboration 

Year 4 – Photo editing
To explain that digital images can be changed.

To change the composition of an image.
To describe how images can be changed for 

different uses.
To use editing tools but recognise that all images 

are real. 
To evaluate how changes can improve an image. 

Approach/ Concept: evaluation, patterns, 
decomposition, tinkering, creating, debugging, 

persevering, collaboration 

Year 5 – Vector Drawing
To identify that tools can be used to produce different 

outcomes.
To create a vector drawing by combining shapes that include 

consistent layers.
To evaluate my vector drawing.

Approach/ Concept: Logic, evaluation, algorithm, patterns, 
decomposition, abstraction, tinkering, creating, debugging, 

persevering, collaboration 

Year 6 – 3D modelling 
To use a computer to create and manipulate 3D objects. 

To compare 2D and 3D graphics.
To design and contracture a digital 3D model of a physical object. 

To develop and improve a digital model.
Approach/ Concept: Logic, evaluation, algorithm, patterns, decomposition, 

abstraction, tinkering, creating, debugging, persevering, collaboration 

Concepts
Logic – Predicting & analysing 

Evaluation – Making judgements 
Algorithms – Making steps and rules

Patterns – Spotting & using 
similarities 

Decomposition – Breaking down into 
parts 

Abstraction – Removing unnecessary 
detail 

Approaches
Tinkering – Changing things to see 

what happens
Creating – Designing & making

Debugging – Finding & fixing errors
Persevering – Keeping going

Collaborating – Working together 



Progression in Computing: Creating Media (2)

Year 
1

Year 
2

Year 
4

Year 
3

Year 
5

Year 
6

Year 
R

Year 2 – Making Music 
To show how music is made from 

a series of notes. 
To create music for a purpose.

To review and refine our 
computer work.

Approach/ Concept: evaluation, 
algorithm, tinkering, creating, 

debugging, persevering, 
collaboration 

Key 
Stage 

2

Key 
Stage 

1

Year 3  - Desktop Publishing 
To recognise how text and 

images convey information.
To recognise that text and layout 

can be edited.
To add content to a desktop 

publishing publication.
To consider how different layouts 

can suit different purposes. 
Approach/ Concept: evaluation, 

algorithm, decomposition, tinkering, 
creating, debugging, persevering, 

collaboration 

Early 
Years

EYFS
Use available applications and software 

to create original content

Approach/ Concept: Creating, tinkering

Year 1 – Digital Writing 
To use a computer to write.

To add and remove text on a computer 
To explain and compare writing on a computer 

with writing on paper.
Approach/ Concept: evaluation, tinkering, creating, 

persevering

Year 4 – Audio Editing 
To use a digital device to record sound. 

To explain that a digital recording is stored as a 
file and that it can be changed through editing. 

To show that different types of audio can be 
combined and played together.

To evaluate editing choices made.
Approach/ Concept: Logic, evaluation, algorithm, 

decomposition, tinkering, creating, debugging, 
persevering, collaboration 

Year 5  - Video Editing 
Recognise video as moving pictures, which can include 

audio. 
To capture video using a digital device.

To identify the features of an effective video and reshot 
and edit to improve. 

Approach/ Concept: Logic, evaluation, algorithm, decomposition, 
tinkering, creating, debugging, persevering, collaboration 

Year 6 – Web Creation 
To review an existing website and consider its structure.

To plan the features of a web page. 
To consider ownership and use of images (copyright)

To outline a navigation paths.
To recognise the implications of linking to content owner by other 

people.
Approach/ Concept: Logic, Evaluation, Patterns, Abstraction

Concepts
Logic – Predicting & analysing 

Evaluation – Making judgements 
Algorithms – Making steps and rules

Patterns – Spotting & using 
similarities 

Decomposition – Breaking down into 
parts 

Abstraction – Removing unnecessary 
detail 

Approaches
Tinkering – Changing things to see 

what happens
Creating – Designing & making

Debugging – Finding & fixing errors
Persevering – Keeping going

Collaborating – Working together 



Progression in Computing: Data Information

Year 
1

Year 
2

Year 
4

Year 
3

Year 
5

Year 
6

Year 
R

Year 2  - Pictograms 
To recognise objects can be 

represented as pictures.
To create a pictogram.

To recognise that people can be 
described by attributes.

To explain that we can present 
information using a computer

Approach/ Concept: Logic, 
evaluation, patterns, decomposition, 

abstraction, tinkering, persevering

Key 
Stage 

2

Key 
Stage 

1

Early 
Years

EYFS
Collect information using ICT.

Input collected material into simple 
applications and programs

Approach/ Concept: 

Year 1 – Grouping Data
To label objects and identify that object can be 

counted.
To compare and groups of objects.

To answer questions about groups of objects. 
Approach/ Concept: Logic, evaluation, patterns, 

decomposition, abstraction, tinkering

Year 3  - Branching Databases 
To create questions yes/ no 

answers
To create and identify objects 
using a branching database.

To explain and compare 
information shown in a 

pictogram with a branching 
database. 

Approach/ Concept: Logic, 
evaluation, patterns, decomposition, 
abstraction, tinkering, persevering, 

collaboration 

Year 4  - Data Logging 
To explain that data gathered over time and can be 

used to answer questions.
To explain that a data logger collects data points 

from sensors over time.
To identify the data needed to answer questions.

To use collected data to answer questions.
Approach/ Concept: Logic, evaluation, patterns, 

decomposition, abstraction, tinkering, persevering, 
collaboration 

Year 5  - Flat-file Database 
To identify how to use a search engine.

To describe how search engines select results and how results 
are ranked. 

To recognise and evaluate different methods of online 
communication.

Approach/ Concept: Logic, evaluation, patterns, decomposition, 
abstraction, tinkering, persevering, collaboration 

Year 6 - Spreadsheets
To identify questions which can be answered using data.
To explain that a formula can be used to produce data.

To apply formulas to data including duplicating.
To create a spreadsheet to plan an event and choose suitable ways to 

present data.
Approach/ Concept: Logic, evaluation, algorithm, patterns, decomposition, 

abstraction, tinkering, creating, debugging, persevering, collaboration 

Concepts
Logic – Predicting & analysing 

Evaluation – Making judgements 
Algorithms – Making steps and rules

Patterns – Spotting & using 
similarities 

Decomposition – Breaking down into 
parts 

Abstraction – Removing unnecessary 
detail 

Approaches
Tinkering – Changing things to see 

what happens
Creating – Designing & making

Debugging – Finding & fixing errors
Persevering – Keeping going

Collaborating – Working together 



Progression in Computing: Programming

Year 
1

Year 
2

Year 
4

Year 
3

Year 
5

Year 
6

Year 
R

Year 2  - Robot Algorithms and 
an Introduction to Quizzes 

To explain what happens when we 
change the order of instructions.

To make predictions.
To design an algorithm 

To create and debug a program.
Approach/ Concept: Logic, 

evaluation, algorithm, patterns, 
decomposition, abstraction, 

tinkering, creating, debugging, 
persevering, collaboration 

Key 
Stage 

2

Key 
Stage 

1

Early 
Years

EYFS
Explore the functions of simple programming 

tool (Beebot)
Begin to plan and test instructions. 

Approach/ Concept: Algorithms, tinkering, 
perservering

Year 1 – Moving a Robot and Introduction to 
animation 

To choose a command for a given purpose 
Show a series of commands joined together.

To use an algorithm 
Identify the effect of changing a value.
Approach/ Concept: Logic, algorithms, 

decomposition, tinkering, creating, persevering, 
collaboration.

Year 3 – Events and actions 
To explore a new programming 

environment.
To explain that objects in Scratch 

have attributes.
Use sprits and backdrops.

To combine sound commands.
To implement my algorithm as code.
To identify and fix bugs in a program.
Approach/ Concept: Logic, algorithm, 
patterns, decomposition, tinkering, 
creating, debugging, persevering, 

collaboration, sequence

Year 4  - Repetition in shapes and games 
To understand why programming is important.

To create a program in a text base language.
To write an algorithm to produce an outcome.

To predict the outcome of a programming 
containing a count controlled loop.

To explain what repeat means and use a loop.
To debug a program. 

Approach/ Concept: Logic, evaluation, algorithm, 
patterns, decomposition, tinkering, creating, 

debugging, persevering, collaboration, sequence, 
repetition

Year 5  - Selection in Physical Computing and Quizzes 
To explain how selection is used in computer programs .

To relate that a conditional statement connects a condition to an outcome. 
To design the flow of a program using ‘if, then’ statements and loops. 
To design and create a controllable system that includes selection and 

loops. 
To identify ways in which my program can be improved.

Approach/ Concept: Logic, evaluation, algorithm, patterns, 
decomposition, abstraction, tinkering, creating, debugging, 
persevering, collaboration, sequence, repetition, selection 

Year 6 – Variables in Games and Sencing
To run a controllable device.

To use if, else, then statements 
To test a program on an emulator.

To use condition to change variables.
I can design the program flow for my project.

I can plan and create a program based on my design.
Approach/ Concept: Logic, evaluation, algorithm, patterns, decomposition, 

abstraction, tinkering, creating, debugging, persevering, collaboration, 
selection, varial

Concepts
Logic – Predicting & analysing 

Evaluation – Making judgements 
Algorithms – Making steps and rules

Patterns – Spotting & using 
similarities 

Decomposition – Breaking down into 
parts 

Abstraction – Removing unnecessary 
detail 

Approaches
Tinkering – Changing things to see 

what happens
Creating – Designing & making

Debugging – Finding & fixing errors
Persevering – Keeping going

Collaborating – Working together 



Programming Software

• www.prime8coding.co.uk • https://scratch.mit.edu/

• Scratch Junior

• https://www.tynker.com/hour-of-code



Programming Hardware

Microbit Makey Makey Kit                        Lego Programming



Teacher Websites and CPD

• Barefoot

• Code Club

• Be Internet Legends

• NCCE Teach Computing 



Using Showbie for 

Assessment and Feedback



EEF Toolkit



The Heart of a Paperless Classroom



The Showbie Cycle of Classroom Engagement



File Types

Links to 
Socrative



Use of Showbie to enhance teaching, learning, 
feedback and assessment 



Using Apps with Showbie

Showbie integrates seamlessly with the great apps students 
and teachers are already using, allowing them to assemble, 
curate, and share all their creative work in one place.


