
 

Computing 

Throughout the year the children will cover a variety of aspects of the computing curriculum to ensure all children: 

▪ 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. 

 

Autumn 1 
Sharing Information 

• To explain that computers can be connected together to form systems 

• To recognise the role of computer systems in our lives 

• To recognise how information is transferred over the internet 

• To explain how sharing information online lets people in different places work together 

• To contribute to a shared project online 

• To evaluate different ways of working together online 

Autumn 2 
Vector Drawing 

• To identify that drawing tools can be used to produce different outcomes 

• To create a vector drawing by combining shapes 

• To use tools to achieve a desired effect 

• To recognise that vector drawings consist of layers 

• To group objects to make them easier to work with 

• To evaluate my vector drawing 

Spring 1 
Selection in Physical 
Computing (Crumbles) 

• To control a simple circuit connected to a computer 

• To write a program that includes count-controlled loops 

• To explain that a loop can stop when a condition is met, eg number of times 

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

• To design a physical project that includes selection 

• To create a controllable system that includes selection 

Spring 2 • To review an existing website and consider its structure 



Web Page Creation • To plan the features of a web page 

• To consider the ownership and use of images (copyright) 

• To recognise the need to preview pages 

• To outline the need for a navigation path 

• To recognise the implications of linking to content owned by other people 

Summer 1 
Communication 

• To identify how to use a search engine 

• To describe how search engines select results 

• To explain how search results are ranked 

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

•  To recognise how we communicate using technology  

• To evaluate different methods of online communication 

Summer 2 
Variables in Games 

• To define a ‘variable’ as something that is changeable 

•  To explain why a variable is used in a program 

• To choose how to improve a game by using variables 

• To design a project that builds on a given example 

• To use my design to create a project 

• To evaluate my project 
 

 

 
 


