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

EYFS  We are required to ensure children’s ‘school readiness’ and ‘give them a broad range of knowledge and skills that provide the  right foundation for good future progress through school and life’ – Statutory Framework for 

EYFS September 2021. Computational Thinking is at the heart of the computing curriculum and children will only be ready for this subject if we provide them with foundational experiences. The problem solving of 

Computational Thinking closely aligns with the Characteristics of Effective Learning. So by aligning EYFS provision to Computational Thinking, we use the same vocabulary as used by our colleagues in KS1, and ensure 

progression. (Barefoot computing) The skills below are taught throughout the year: 

Tinkering Playing and exploring 

Creating Creating, checking and 

fixing things 

Collaboration Playing 

and working 

collaboratively 

Persevering Not giving 

up 

Logic Anticipating and 

explaining is logical 

reasoning 

Pattern Grouping 

things, comparing, 

spotting similarities 

and 

differences, working 

out rules 

Abstraction Naming and 

labelling, working out what is 

important, 

sticking to the main theme, 

ignoring what is not important, 

creating a summary 

Algorithms and Decomposition 

Responding to instructions, 

ordering things, sequencing 

things, introducing storylines, 

working out different ways to 

do things, breaking problems 

down into steps 

Year 1  Technology around us 

CS, AL 

Creating media – 

Digital painting 

ET, CM 

Creating media – 

Digital writing 

ET, CM 

Grouping data 

DI, AL  

  

Moving a robot 

AL, PG  

 

Programming 

animations PG, DD 

Year 2  Information technology 

around us  

NW, CS 

Creating media – 

Digital photography 

ET, CM 

Creating media – 

Making music 

CM, DD 

Pictograms 

DI, ET 

 

Robot algorithms 

AL, PG 

Programming 

quizzes 

PG, DD 

Year 3  Connecting 

computers 

NW, CS 

Creating media – 

Stop-frame animation 

ET, CM 

Creating media – 

Desktop publishing 

ET, CM 

Branching 

databases 

DI, ET 

Programming A-Sequence in 

music 

PG, DD 

Events and actions in programs  

PG, DD 

Year 4  Computing systems and 

networks – The Internet  

NW, SS 

Creating media –  

Audio editing 

ET, CM 

Creating media – 

Photo editing 

ET, CM 

Data and information – 

Data logging 

CS, DI 

Programming A 

Repetition in shapes  

AL, PG 

Programming B - Repetition in 

games 

PG, DD 

Year 5  Computing systems and 

networks – Sharing information 

NW, ET 

Creating media – 

Vector drawing 

ET, CM 

Creating media – 

Video editing 

CM, DD 

Data and information – 

Flat-file databases 

DI, ET 

Programming A -Selection in 

physical computing 

PG, CS 

Programming B- Selection in 

quizzes AL, PG 

Year 6  Computing systems and 

networks – Communication 

NW, ET 

Creating media – 3D 

Modelling 

ET, CM 

Creating media – Web 

page creation 

CM, DD 

Data and information – 

Spreadsheets 

ET, DI 

Programming A – Variables in 

games 

PG, DD 

Programming B – Sensing 

PG, CS 
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Covid recovery-  

To support the education recovery of your learners, we highlight some of our existing resources that will help bridge any gaps. We focus on resources from three areas:  

 

• Digital literacy, skills and competencies that can be used across the curriculum, and which schools may need to invest in  

• Priority topics to ensure learners are equipped with sufficient computing knowledge  

• Priority topics to ensure learners are equipped with adequate skills in programming, the application of computer science  

 

Meeting schools’ digital literacy needs Our recommendations to ensure a thorough grounding in 
key computing subject knowledge 

Our recommendations to ensure a thorough grounding in 
programming 

These ‘Creating media’ units are ideal for class topics with 
cross-curricular links! They cover skills and concepts that 
allow learners to get creative as well as building their digital 
skills. 

Check out these ‘Computing systems and networks’ units 
to help learners understand the world around them and 
how it’s impacted by technology. 

Check out these ‘Programming’ units to see how we have 
embedded the concepts ‘Program Design’, ‘Use, Modify, 
Create’ and ‘Levels of Abstraction’ to build learning 
experiences. 

Y1 Digital painting  Y1 Technology around us  Y1 Moving a robot  

Y2 Digital photography  Y2 IT around us  Y2 Robot algorithms  

Y3 Desktop publishing  Y3 Connecting computers  Y3 Sequence in music  

Y4 Audio editing  Y4 The Internet  Y4 Repetition in shapes 

Y5 Vector drawing 
Oak video lessons 

Y5 Sharing information 
Oak video lessons 

Y5 Selection in quizzes 
Oak video lessons 

Y6 Web page creation 
Oak video lessons 

Y6 Communication 
Oak video lessons 

Y6 Variables in games 
Oak video lessons 

Priority topic: 
Using creative media 

Priority topic: 
Computing systems and networks 

Priority topic: 
Programming 

Why is this a priority?: 
This is a chance for learners to develop digital skills that 
they can use across the curriculum. 

Why is this a priority?: 
To recognise the role of programming, a fundamental 
understanding of how computers work and the impact they 
have is needed. 

Why is this a priority?: 
This ensures that learners understand algorithms, how to 
implement them as code, and that the main constructs (and 
variables) have been introduced. 

 

https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-painting
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-technology-around-us
https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-photography
https://teachcomputing.org/curriculum/key-stage-1/computing-systems-and-networks-it-around-us
https://teachcomputing.org/curriculum/key-stage-1/programming-a-robot-algorithms
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-connecting-computers
https://teachcomputing.org/curriculum/key-stage-2/programming-a-sequence-in-music
https://teachcomputing.org/curriculum/key-stage-2/creating-media-audio-editing
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-the-internet
https://teachcomputing.org/curriculum/key-stage-2/programming-a-repetition-in-shapes
https://teachcomputing.org/curriculum/key-stage-2/creating-media-vector-drawing
https://teachers.thenational.academy/units/vector-drawing-ea06
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-sharing-information
https://teachers.thenational.academy/units/sharing-information-adc8
https://teachcomputing.org/curriculum/key-stage-2/programming-b-selection-in-quizzes
https://teachers.thenational.academy/units/selection-in-quizzes-daad
https://teachcomputing.org/curriculum/key-stage-2/creating-media-web-page-creation
https://teachers.thenational.academy/units/web-page-creation-0205
https://teachcomputing.org/curriculum/key-stage-2/computing-systems-and-networks-communication
https://teachers.thenational.academy/units/communication-5911
https://teachcomputing.org/curriculum/key-stage-2/programming-a-variables-in-games
https://teachers.thenational.academy/units/variables-in-games-a78e

