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Structure: 
The framework for the Computing and ICT curriculum has been divided into three strands: 

Computer Science Digital Literacy & Research Information Technology 

Programming/Coding 
Simulations 
How Computers Work 

Online Safety 
Research 
Uses of technology 

Data Handling 
Word processing and 
Presentations 
Digital Artwork 
Photography 
Animation 
Video 
Music creation 

Virtual Reality 

Web Design 
 

 Objectives per strand are listed for each year group in the following pages, with some suggested activities. By the end of KS1 pupils should be able to 

save and retrieve their work to edit it, and print their work. 

 A glossary of terms has been included as appendix 1. 
 

Guidance: 
 For all areas, wherever possible, make links back to real life – how and why are the different concepts are used both in and outside school. This is so that 

the pupils can start to see the relevance of Computing and ICT. 

 Not all the software / apps will be needed – the list shows the range that is available/could be used.   

 Pupils need to have experience of a range of software / apps for each strand. For example, they should experience different software for word processing, 

not just Word. For the programming strand, the recommendation is that pupils use two resources in each year group – for example one app, one 

piece of software, or programming one piece of hardware and one piece of software, or two pieces of software. This is so that pupils can see how the 

knowledge and skills they have gained using one application can be transferred to another. 

 

Online-safety guidance 

 When searching the internet for information, care and consideration needs to be given as to the most appropriate method. This will depend on the age of 

the class.  

 Younger children should be searching within a website such as the BBC, www.safesearchengines.com, www.swiggle.co.uk,  using a Google custom 

search (only searching a set of pre-determined sites), or using a child-friendly search engine such as www.kidrex.org , www.safesearchkids.com/google . 

 Teachers should test out searches before the children do to ensure the search terms and results are appropriate. 

 It is not recommended to use Google image search, especially with children – the internet content filter cannot distinguish between appropriate and 

inappropriate images as it uses text to filter websites. There are child-friendly image sites which can be used for image searching, or search for a website 

and select appropriate images. www.picsearch.com, http://www.safesearchkids.com/safe-image-search.html  https://www.kiddle.co/ https://swiggle.org.uk/ 

 Each class will need to establish what the children should do if they find something inappropriate online – turn off the monitor and tell an adult. 

http://www.safesearchengines.com/
http://www.swiggle.co.uk/
http://www.safesearchkids.com/google
http://www.picsearch.com/
http://www.safesearchkids.com/safe-image-search.html
https://www.kiddle.co/
https://swiggle.org.uk/
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Computing Programme of Study 2014 

 

Purpose of study 
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.  

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.  

Subject content – by the end of Key Stage 1 pupils should be taught to: 

 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  

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

 recognise common uses of information technology beyond school  

 use technology safely and respectfully, keeping personal information 
private; identify where to go for help and support when they have concerns 
about content or contact on the internet or other online technologies. 

Subject content – by the end of Key Stage 2 pupils should be taught to: 

 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  

 understand computer networks including the internet; how they can provide 
multiple services, such as the world wide web; and the opportunities they 
offer for communication and collaboration  

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

 select, use and combine a variety of software (including internet services) 
on a range of digital devices to design and create a range of programs, 
systems and content that accomplish given goals, including collecting, 
analysing, evaluating and presenting data and information  

 use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways to report 
concerns about content and contact. 
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Year 1: Computer 
Science – 
Programming 

Computing programme of study – by the end of KS1 pupils should be taught to: 

 understand what algorithms are; how they are implemented as programs on digital devices 

 recognise common uses of information technology beyond school 

Objectives What this looks like Resources 

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

 To write and debug 
simple programs and use logical 
reasoning to predict simple 
programs. 

 
  

 I can move a programmable toy in different directions, 
by giving and following instructions 

 I can combine commands to follow a route 

 I can explore outcomes when a instructions are given in 
different orders 

 I can explain what an algorithm is 

 I can describe and write algorithms to complete specific 
tasks 

 
 
Don’t forget: 

 Reinforce with software and apps – use more than one 
piece of software / app 

 Describe how non-digital algorithms  be used, e.g. a set 
of instructions in maths or literacy for a specific purpose 

 Knowledge of algorithm and terminology: 
o An algorithm is a set of instructions to achieve a 

goal 
o Algorithms can be carried out by humans and 

computers 
o There may be more than one algorithm for a task, 

but efficient algorithms are best 

I Learn 2 link: https://www.ilearn2.co.uk/programming---key-stage-1.html 
Hardware: Bee-Bot, codeapillar 
Software: 2simple 2go, Flobot-in Other/ICT on dock, Charlie Chimp’s Big 
Modelling Party in ICT on dock. 
Online: https://www.j2e.com/jit5#turtle, google doodle, Lightbot free hour 

of code, https://studio.code.org/s/coursea-2019?section_id=2840748 
Apps: Bee-Bot, Daisy the dinosaur, lightbot hour of code, Beebots, 
Kodable, Move the Turtle, Cato’s Hike Lite 
MA: Hopscotch  
Unplugged activity suggestions: https://csunplugged.org/en/topics/ 

https://code.org/curriculum/unplugged 

https://www.digitalschoolhouse.org.uk/playful-computing-activities 

 
Curricular links 
English – writing and following instructions, sequencing instructions, 
following pictorial plans to complete simple tasks, to predict what might 
happen if given instructions are inaccurate, storytelling – the map of a story, 
playing games e.g. ‘Simon Says’. 
Geography – maps, plan a route. 
Maths – positional language, sequencing numbers. Numbered instructions 
that are ‘jumbled up’. Visualise and use everyday language to describe the 
position of objects, direction and distance when moving them, e.g. when 
moving and placing objects on a game board. Following and giving 
instructions involving position, direction and movement. 

https://www.ilearn2.co.uk/programming---key-stage-1.html
https://www.j2e.com/jit5#turtle
https://studio.code.org/s/coursea-2019?section_id=2840748
https://csunplugged.org/en/topics/
https://code.org/curriculum/unplugged
https://www.digitalschoolhouse.org.uk/playful-computing-activities
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Year 1: Recognise uses 
of ICT 

Computing programme of study – by the end of KS1 pupils should be taught to: 

 recognise common uses of information technology beyond school 

Objectives What this looks like Resources 

 To recognise common uses of 
technology beyond school 

 I can recognise different types of computers and where 
they are used within and outside of school. 

 
 

Extension: 

 Learning the names of basic parts of the computer 
through a rhyme/song. 

 Learning what each part of the computer does – using 
the keyboard to type, using the mouse to click and 
drag. 

 Can name the simple parts of the computer – keyboard, 
mouse, monitor, CPU. 

I Learn 2 link: https://www.ilearn2.co.uk/uses-of-it---key-stage-1.html 
Hardware: Mouse, Keyboard, Monitor, CPU. 
Software: Easi Keysi, Type with Tizzy. 
Online:   
https://www.abcya.com/games/find_the_tech 
https://www.bbc.co.uk/cbeebies/games/nina-go-digital-game 
http://lessonplanspage.com/cithisisthecomputeroriginalpoempk-htm/ - 
rhyme for computer parts 
https://www.youtube.com/watch?v=5XqJYt-OLvc – a class singing ‘Parts of 
the computer’ song 
http://www.bbc.co.uk/schools/typing/ - dance mat typing 
http://www.teachingideas.co.uk/ict/partsofacomputer.htm - parts of a 
computer labelling activity 
Apps:  
Other resources:   Chicken clicking book by Jeanne Willis 

Year 1:  

Mouse and Keyboard 
Skills  

Computing programme of study – by the end of KS1 pupils should be taught to: 

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

 recognise common uses of information technology beyond school 

Objectives What this looks like Resources 

 To learn how to use the mouse 
and keyboard effectively 

 
 

 Playing games to understand how to use the mouse 
and keyboard. 

 Using left and right click of the mouse 

 Beginning to learn how to touch type. 

I Learn 2 link: https://www.ilearn2.co.uk/mouse-and-keyboard-skills---key-
stage-1.html 
Software: 2Publish, Clicker 5, Microsoft Word, 2Publish – links to 
Multimedia 
Easi Keysi 
Type with Tizzy 
Online:  Dance Mat Typing – BBC: http://www.bbc.co.uk/schools/typing/ 
http://www.kidfriendlysearch.com/Typing.htm - a range of online typing 
websites 
Other resources:  
 
Curricular links  
English - stories 

https://www.ilearn2.co.uk/uses-of-it---key-stage-1.html
https://www.abcya.com/games/find_the_tech
https://www.bbc.co.uk/cbeebies/games/nina-go-digital-game
http://lessonplanspage.com/cithisisthecomputeroriginalpoempk-htm/
https://www.youtube.com/watch?v=5XqJYt-OLvc
http://www.bbc.co.uk/schools/typing/
http://www.teachingideas.co.uk/ict/partsofacomputer.htm
https://www.ilearn2.co.uk/mouse-and-keyboard-skills---key-stage-1.html
https://www.ilearn2.co.uk/mouse-and-keyboard-skills---key-stage-1.html
http://www.bbc.co.uk/schools/typing/
http://www.kidfriendlysearch.com/Typing.htm
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Year 1: Text and 
Images  

Computing programme of study – by the end of KS1 pupils should be taught to: 

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

Objectives What this looks like Resources 

 To add and resize images 

 To add text to label and describe 
images 

 Children can put their mouse skills into use by adding 
images and resizing them. These skills will form part of 
lots of activities across KS1 and KS2 (ebook creation, 
desktop publishing and resizing sprites in Scratch) 

I Learn 2 link: https://www.ilearn2.co.uk/text--images---key-stage-1.html 
Hardware: PC 
Software: 2paint, Revelation Art, 2Publish,  
Online:  https://www.j2e.com/jit www.tuxpaint.org 
Apps: PicsArt for Kids 
Other resources:  
 
Curricular links 
Science – Labelling images.  
D&T – Sequence a process 

Year 1: Digital Art – 
Project 1  

Computing programme of study – by the end of KS1 pupils should be taught to: 

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

Objectives What this looks like Resources 

 To create pictures linked to other 
topics, exploring different tools.  

 To start to use tools with more 
expertise and precision 

 

 Create digital content (Artwork) using different 
thickness of lines. 

 Add a variety of shapes (outlines and fill) and label 
them with text 

 Use select, copy and paste to duplicate elements to 
improve accuracy  and speed. 

 Flip and rotate elements to create interesting effects, 
such as symmetry. 

 Use zoom tools to add more detail (Revelation N ART) 

 Add and edit images 

 Learn how to store and retrieve work 
 

I Learn 2 link: https://www.ilearn2.co.uk/digital-art---teacher.html 
Hardware: digital camera, web-cam (on PC or mobile device), sound 
recorder (e.g. microphone, talking whiteboards) 
Software: 2paint, Clicker 5,  Revelation Art, 2Publish,  
Online:  https://www.j2e.com/jit www.tuxpaint.org 
Apps: PicsArt for Kids, foldify 
Other resources:  
 
 

https://www.ilearn2.co.uk/text--images---key-stage-1.html
https://www.j2e.com/jit
https://www.ilearn2.co.uk/digital-art---teacher.html
https://www.j2e.com/jit
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 To plan out and enter a 
sequence of commands to carry 
out specific tasks 

 To reorder a sequence of 
instructions and correct errors in 
programs (debug) 

 To explain what a program is 

 To predict the outcome of a 
program  

 
 

 Children to begin to use blocks for coding to support 
their coding skills in KS2. 

 
Extension: 

 Pupils make predictions of how to move a robot from x 
to y and check if they were correct 

 Pupils problem solve and correct errors to achieve the 
outcome correctly 

 Test and correct a set of give instructions. 

 Could use flowcharts to represent instructions. 
 

Daisy the dinosaur sheet on server 
Hardware: Beebot, code-a-pillar 
Software: 2Go, Flobot, Badger Trails, in Other/ICT on dock 
Apps: Kodable, Move the turtle, Daisy the dinosaur, A.L.E.X., Beebot, 
Cato’s Hike Lite, Cargo-Bot.  MA: Hopscotch 
Online: https://engagetheirminds.com/tag/daisy-the-dinosaur/  

https://studio.code.org/s/courseb-2019?section_id=2840748 

Unplugged activity suggestions: https://csunplugged.org/en/topics/ 

https://code.org/curriculum/unplugged 

https://www.digitalschoolhouse.org.uk/playful-computing-activities 

 
Curricular links 
English: writing and following instructions, sequencing instructions, 
following pictorial plans to complete simple tasks, to predict what might 
happen if given instructions are inaccurate, storytelling – the map of a story. 
Retelling stories, sequencing events. 
Geography: Explore the world by navigating through aerial photographs 
(Google Earth). maps, plan a route. 
Maths – positional language, sequencing numbers. Numbered instructions 
that are ‘jumbled up’. Visualise and use everyday language to describe the 
position of objects, direction and distance when moving them, e.g. when 
moving and placing objects on a game board. Following and giving 
instructions involving position, direction and movement. Coordinates, 
rotation, solving problems, using mathematical vocabulary, ‘shopping’ in 
class- investigating and using money. 
PE – obstacle courses, gym / dance routines 

  

 

 

 

Year 2: Coding Computing programme of study – by the end of KS1 pupils should be taught to: 

 how algorithms 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 

 recognise common uses of information technology beyond school 

Objectives What this looks like Resources 

https://engagetheirminds.com/tag/daisy-the-dinosaur/
https://studio.code.org/s/courseb-2019?section_id=2840748
https://csunplugged.org/en/topics/
https://code.org/curriculum/unplugged
https://www.digitalschoolhouse.org.uk/playful-computing-activities
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Year 2: Data Handling  Computing programme of study – by the end of KS1 pupils should be taught to: 

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

 recognise common uses of information technology beyond school 

Objectives What this looks like Resources 

 To label a pictogram and add 
data to each column. 

 To present data in a bar chart 

 To answer and ask questions 
about bar charts 

 

 Collect data on a chosen topic e.g. linked to favourite 
food, transport survey.  

 Present as a bar chart/pie chart 

 Demonstrate understanding through answering and 
asking questions. 

I Learn 2 link: https://www.ilearn2.co.uk/data-handling---key-stage-1.html 
Software: 2Count – pictograms, 2Graph – make graphs, bar charts & pie 
charts. 
Online: iBoard,   
www.j2e.com 
Apps: Easy Chart HD 
 
Other resources:  
Curricular links 
English – information texts about animals 
Maths – sorting, databases 
Science – categorising features of animals and creating record cards by 
looking for information relating to certain fields 

 

Year 2: Comic Creation  Computing programme of study – by the end of KS1 pupils should be taught to: 

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

 recognise common uses of information technology beyond school 

Objectives What this looks like Resources 

 To add, resize and organise 
colour or picture backgrounds 

 To add, resize, organise 
characters/objects to different 
panels. 

 To add narration using text and 
direct speech using 
speech bubbles. 

 Create a comic strip linked to their learning in other 
subject areas such as English, Science, History. 

I Learn 2 link: 
https://www.ilearn2.co.uk/comiccreationteacher.htmlhttps://www.ilearn2.co.
uk/comicstudents.html 
Software: 2publish, Clicker 5,  
Apps: Book Creator, Comic Life 
Online:  
https://www.makebeliefscomix.com/Comix/ 
Other resources:  
 
English – take photos and sequence linked to instructions. Creating 
storyboards and sequencing stories, this could then lead onto role play, 
using an audio device, digital camera, iPad to capture it. Create their own 
digital book. sequencing instructions, recount 
History – significant events. 
Science Photograph processes. Recounting a science experiment 
D&T – Sequence a process 

 

https://www.ilearn2.co.uk/data-handling---key-stage-1.html
https://www.ilearn2.co.uk/comiccreationteacher.html
https://www.ilearn2.co.uk/comiccreationteacher.html
https://www.ilearn2.co.uk/comicstudents.html
https://www.makebeliefscomix.com/Comix/
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Year 2: Animation  Computing programme of study – by the end of KS1 pupils should be taught to: 

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

Objectives What this looks like Resources 

 To create an animation 
with multiple objects 
moving simultaneously. 

 Add a background and objects to a frame. 
Copy/clone a frame and move objects to create an 
animation. 

 

 Making a flip book to explain a concept in science or a 
story in English 

 Retelling a story in English using puppets on Puppet 
pals 

I Learn 2 link: https://www.ilearn2.co.uk/animation---key-stage-
1.html 
Hardware: mobile device in built camera / video camera, digital camera, 
digital video camera, web cam 
Software: 2publish, 2paint, PhotoStory, PowerPoint 
Apps: Do Ink Green Screen, Camera, Comic Life, iMovie, Book Creator 
Online: https://www.j2e.com/jit https://www.abcya.com/games/animate 
 
Curricular links  
English – take photos and sequence linked to instructions. Creating 
storyboards and sequencing stories, this could then lead onto role play,  
Geography – create a weather report, producing news story and weather 
report from a different country 
History – interview a famous person 
Science – Labelling images. Could incorporate audio into this too. 
Photograph processes. Recounting a science experiment 
D&T – Sequence a process 

 

Year 2: Game Creation  Computing programme of study – by the end of KS1 pupils should be taught to: 

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

Objectives What this looks like Resources 

 To learn how to make a simple 
ebook 

 Create an ebook on a PC or tablet. 

 For example creating a book about themselves or 
related to a topic. 

 Create a front cover, search and insert images 

 Insert text on each page. 

 Learn how to record sound onto a page. 

I Learn 2 link: https://www.ilearn2.co.uk/ebookcreation.ks1.html 
Hardware:  
Software:  
Apps: sketch nation 
Online:  
 
 

 

 

 

 

https://www.ilearn2.co.uk/animation---key-stage-1.html
https://www.ilearn2.co.uk/animation---key-stage-1.html
https://www.j2e.com/jit
https://www.abcya.com/games/animate
https://www.ilearn2.co.uk/ebookcreation.ks1.html
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Year 3: Scratch Jr 
Programming  

Computing programme of study – by the end of KS2 pupils should be taught to: 

 solve problems by decomposing them into smaller parts 

 use sequence, selection and repetition in programs 

Objectives What this looks like Resources 

 To program movements using 
loops (repetition) 

 To program outputs for audio or 
text 

 To use the wait code 
appropriately 

 To find errors in a program 
(debug) 

 Using Scratch Jr to support Literacy – the example 
given is the Gruffalo. 

 Children learn how to choose a background, add a 
character to Scratch Jr and add text. They then learn 
how to move their character across the screen, move 
onto a different scene and learn how record audio. 

 Can they find the errors in an example program and 
correct them, there is an example file. 

I Learn 2 link: https://www.ilearn2.co.uk/scratch-jr---key-stage-1-2.html 

https://www.ilearn2.co.uk/scratch-jr-student.html 
Software: Textease Turtle, MSW Logo, Crystal Rainforest & Mission 
Control, Badger Trails, Model shop 
Apps: Scratch Jr, Move the turtle, Hopscotch, Kodable, Cato’s Hike, 
Hakitzu, cargo-bot, A.L.E.X., Beebot, Daisy the Dino, Light-bot. 
Online: Scratch Jr, http://sheffieldclc.net/scratch/  

https://scratch.mit.edu/users/amazingict/  https://studio.code.org/s/coursec-

2019?section_id=2840748 

Unplugged activity suggestions: https://csunplugged.org/en/topics/ 

https://code.org/curriculum/unplugged 

https://www.digitalschoolhouse.org.uk/playful-computing-activities 

 
Curricular links 
Maths – problem solving by breaking problem into smaller steps 
 

 

Year 3: Comic Creation  Computing programme of study – by the end of KS2 pupils should be taught to: 

 Select, use and combine a variety of software on a range of digital devices to design content that accomplish given goals. 

Objectives: What this looks like Resources: 

 To add, resize and organise 
colour or picture backgrounds 

 To add, resize, organise 
characters/objects to different 
panels. 

 To add narration using text and 

direct speech using 

speech bubbles 

 iLearn 2 suggestion: You may want to start these 

activities by discussing comics and their purpose. You 

could also discuss the advantages of creating comics 

digitally compared to how they were previously made. 

(e.g speed of production). You may want to go through 

the Pupil Activity Pack together as a class and discuss 

the different aspects of comic creation; scenes, 

backgrounds, characters, narration/speech bubbles, 

stickers. 

 Pupils create a comic and build their skills at their own 

pace. 

I Learn 2 link: https://www.ilearn2.co.uk/comiccreationteacher.html 
https://www.ilearn2.co.uk/comicstudents.html 
Software: comic life 
Online: https://www.makebeliefscomix.com/Comix/ 
Apps: comic life 

Other resources:  

 

Curriculum links: 

 

 

https://www.ilearn2.co.uk/scratch-jr---key-stage-1-2.html
https://www.ilearn2.co.uk/scratch-jr-student.html
http://sheffieldclc.net/scratch/
https://scratch.mit.edu/users/amazingict/
https://studio.code.org/s/coursec-2019?section_id=2840748
https://studio.code.org/s/coursec-2019?section_id=2840748
https://csunplugged.org/en/topics/
https://code.org/curriculum/unplugged
https://www.digitalschoolhouse.org.uk/playful-computing-activities
https://www.ilearn2.co.uk/comiccreationteacher.html
https://www.ilearn2.co.uk/comicstudents.html
https://www.makebeliefscomix.com/Comix/
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Year 3: Document 
Editing  

Computing programme of study – by the end of KS2 pupils should be taught to: 

 understand the opportunities the internet offers for communication and collaboration  

 select, use and combine a variety of software on a range of digital devices to create content  

Objectives What this looks like Resources 

 To copy and Paste text and 
images 

 To find and replace words 

 To format text for a purpose 

 To edit images inside documents 
 
 

 Produce documents with increasing confidence using 
text and images, formatting and editing tools 

 

I Learn 2 link: https://www.ilearn2.co.uk/document.html 

https://www.ilearn2.co.uk/comicstudents-952648.html 
Software: MS Word, 2publish, 2create,  
Apps: Pages,  
 
Curricular links 
Produce range of documents linked to topics and share with wider audience 
Link to persuasive writing with product websites that encourage you to buy 
products 

 

 

Year 3: Digital Art  Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software on a range of digital devices to create content 

Objectives What this looks like Resources 

 To create digital content 
(Artwork) using different 
thickness of lines and digital 
tools. 

 Discuss with the children about the 
advantages/disadvantages of creating art work on a 
computer or iPad compared with real-life. E.g You have 
more tools/easier to rub out with a computer and you 
can copy and paste elements to make it quicker or 
more accurate. 

 
 I can add a variety of shapes (outlines and fill) and 

label them with text 
 I can use select, copy and paste to duplicate elements 

to improve accuracy and speed. 
 I can flip and rotate elements to create interesting 

effects, such as symmetry. 
 I can use zoom tools to add more detail. 
 I can add and edit images 
 I can store and retrieve work 
 

 Create Mondrian inspired artwork using the line tools 

 Creating self portraits and using flip tools 

 Making Christmas wrapping paper 

 Create a pop art image 

I Learn 2 link: https://www.ilearn2.co.uk/digital-art---teacher.html 

https://www.ilearn2.co.uk/paint.html 
Hardware: iPad, PC 
Software: Revelation Art, MS Paint, 2paint,  
Apps:  
 
Curricular links 
Art – creating artwork similar to a featured artist 
 
 

https://www.ilearn2.co.uk/document.html
https://www.ilearn2.co.uk/comicstudents-952648.html
https://www.ilearn2.co.uk/digital-art---teacher.html
https://www.ilearn2.co.uk/paint.html
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Year 3: Digital Music 
Computing programme of study – by the end of KS1 pupils should be taught to: 

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

Objectives What this looks like Resources 

 To create music using digital 
tools and learn about different 
musical terms 

  Using online and digital resources to create music and 
creating music using code – linking to coding 

I Learn 2 link: https://www.ilearn2.co.uk/music-creation---teacher-
notes.html 
https://www.ilearn2.co.uk/music-creation---students.html 
Hardware: PC, iPad 
Software:  
Apps: Garage band 
Online:  https://musiclab.chromeexperiments.com/Song-Maker/  
https://www.incredibox.com/demo/v4 
https://www.madewithcode.com/projects/music 
https://www.beepbox.co/ 
 

https://www.ilearn2.co.uk/music-creation---teacher-notes.html
https://www.ilearn2.co.uk/music-creation---teacher-notes.html
https://www.ilearn2.co.uk/music-creation---students.html
https://musiclab.chromeexperiments.com/Song-Maker/
https://www.incredibox.com/demo/v4
https://www.madewithcode.com/projects/music
https://www.beepbox.co/
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Year 4: Scratch 
Programming  

Computing programme of study – by the end of KS2 pupils should be taught to: 

 design, write and debug programs that accomplish specific goals 

 use sequence, selection and repetition in programs; work with variables and various forms of input and output 

Objectives What this looks like Resources 

 To write a program with text 
outputs and movement 

 To write a program with 
repetition (loops)  

 To write a program for a specific 
purpose, using different inputs 

 
 

 Design and write a program / game / animation for a 
given purpose in Scratch, including specific 
programming features 

 
 

 

I Learn 2 link:  
https://www.ilearn2.co.uk/scratch-teacher.html  
https://www.ilearn2.co.uk/scratch-chat---students.html (Lesson 1) 
https://www.ilearn2.co.uk/scratch-shapes-student.html (Lesson 2)Software: 
Scratch, Textease Turtle, MSW Logo, Crystal Rainforest, Gomez Returns – 
in dock under ICT 
Apps: Move the turtle, Hakitzu, Hopscotch, cargo-bot, A.L.E.X., Light-bot. 
Online: Scratch 3.0, http://sheffieldclc.net/scratch/  
https://scratch.mit.edu/users/amazingict/  https://studio.code.org/s/coursed-
2019?section_id=2840748 
Unplugged activity suggestions: https://csunplugged.org/en/topics/ 

https://code.org/curriculum/unplugged 

https://www.digitalschoolhouse.org.uk/playful-computing-activities 

 

 

Year 4: Internet 
Research tasks 1-3 

Computing programme of study – by the end of KS2 pupils should be taught to: 

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

Objectives What this looks like Resources 

 To use more complex search 
criteria to narrow down my 
search 

 To know that not all websites are 
accurate and can check 
information using a different site 

 To make notes from information 
found on websites to present my 
findings 

 To know what plagiarism is and 
when I can use the work of 
others 

 Research information linked to topic work 

 Be aware that the more accurate the search term, the 
more relevant the results 

 Check information found on one website against 
another to verify results 

 Summarise information found and present in own words 
– not just copy and paste from website 

 Be aware of copyright and modify searches to retrieve 
images that can be used under Creative Commons 
licence e.g. copyright free or able to use in Education 
for non-profit 

 Produce a list of websites as reference for work 
produced 

iLearn2 link:  https://www.ilearn2.co.uk/research---key-stage-2.html  
https://www.ilearn2.co.uk/research-challenge--student.html 
Online: swiggle, kiddle, kidrex, DK Find Out 
Other resources:  google, bing, yahoo 
 
 

https://www.ilearn2.co.uk/scratch-teacher.html
https://www.ilearn2.co.uk/scratch-chat---students.html
https://www.ilearn2.co.uk/scratch-shapes-student.html
http://sheffieldclc.net/scratch/
https://scratch.mit.edu/users/amazingict/
https://studio.code.org/s/coursed-2019?section_id=2840748
https://studio.code.org/s/coursed-2019?section_id=2840748
https://csunplugged.org/en/topics/
https://code.org/curriculum/unplugged
https://www.digitalschoolhouse.org.uk/playful-computing-activities
https://www.ilearn2.co.uk/research---key-stage-2.html
https://www.ilearn2.co.uk/research-challenge--student.html
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Year 4: Data Handling 
Activities 1-3 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software to create content including collecting, analysing, evaluating and presenting 
data and information 

Objectives: What this looks like: Resources: 

 To design a questionnaire to 
collect information, and display 
the information in a graph or 
table 

 To present data in a graph, 
selecting the most appropriate 
layout 

 To answer questions relating to 
graphs, and pose my own 
questions 

 Find information for graph on given topic by considering 
questions to ask participants, and design questionnaire 
to find the information. 

 Discuss appropriate use of layouts for discrete and 
continuous data 

 Ask and answer questions relating to graphs – discuss 
the purpose of graphs 

  

iLearn2link: https://www.ilearn2.co.uk/data-handling---key-stage-2.html 
Software: 2graph, 2question, MS Excel,  
Apps: Numbers 
Online:  

Other resources:  

 

Curricular links 

Maths – graphs, formulae for solving problems, finding area of shapes,  

Science – sorting and classifying minibeasts, animals, trees or objects. 

Graphs to display results from experiments 

 

Year 4: E book 
Creation 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To create an ebook, using 
various tools and skills. 

 Creating an ebook to complement learning in another 
area, such as Science or English. 

 Book creation allows teachers and pupils to use a 
range of different content/tools (text, audio, drawings, 
video etc) and communicate this in a singular 
document. This means that ebooks can be created 
about any subject and teachers can create resources 
for a range of different pupil needs. Pupils can also 
create ebooks to share their learning in many different 
ways, giving them the confidence to communicate 
their knowledge.  

 I can add a page colour and style 
 I can add, position and format text on different pages 
 I can add and position images from camera/web 
 I can add audio, including hiding it behind an object. 
 I can add hyperlinks to text and images 
 I can add and format shapes 
 I can use hyperlinks for navigation 
 I can embed content such as maps 

iLearn2 link: https://www.ilearn2.co.uk/ebook-creation---teacher-notes.html 
https://www.ilearn2.co.uk/ebook-creation---students.html 
Online: book creator 
Apps: book creator, story creator, ebook maker 
Other resources:  
 
Curricular links  
History – showing key aspects learnt 
Geography – telling their partner school about local area 
English – newspapers, stories 

 

https://www.ilearn2.co.uk/data-handling---key-stage-2.html
https://www.ilearn2.co.uk/ebook-creation---teacher-notes.html
https://www.ilearn2.co.uk/ebook-creation---students.html
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Year 4: App Design Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To use the tools in different 
presentation software: 

 Produce documents and presentations with increasing 
competence, incorporating different layouts and effects 
as appropriate, showing an awareness of audience. 

 Create documents and presentations to share 
information with others – for a purpose 

 Could design an app about our school, as suggested in 
iLearn2 

 
 I can change the slide size and background colour 
 I can add text and Images on different pages 
 I can add icons 
 I can use hyperlinks 

iLearn2 link: https://www.ilearn2.co.uk/appdesignteacher.html 
https://www.ilearn2.co.uk/appdesignstudent.html  
Software: PowerPoint,  
Online: Google Slides 
Apps: Keynote,  
Other resources:  
 
Curricular links  
History – presentation showing key aspects learnt 
Geography – documents / presentation telling their partner school about 
local area 
Literacy – newspapers and leaflets 

 

Year 4: Animation Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals, including collecting, analysing, evaluating 
and presenting data and information 

Objectives What this looks like Resources 

 To plan and create an animation 
for a given purpose 

 To edit an animation to improve 
it / make it more realistic 

 To combine an animation with 
other software 

 
 

 iLearn 2 suggestion: Stop motion animation can 
develop many skills across the Primary Curriculum 
including Literacy (Story-telling) and Science (capturing 
processes) but these activities have also been 
designed to develop digital skills such as using 
Powerpoint or Keynote presentation software in the 
first activity. The most important aspect for pupils to 
understand is that animations are made up of frames (a 
series of still pictures that when played in sequence will 
move.  

 iLearn 2 suggestion: Add and edit backgrounds and 
shapes in Powerpoint/Keynote/Google Slides for a 
purpose. Duplicate slides and move objects to create a 
stop-motion animation using frames. Use motion paths 
in PowerPoint/Keynote to create navigation animations. 
Duplicate slides and add text. Use pulse animations in 
PowerPoint/Keynote and adjust speed and loop. 

 Combine animation, images and other documents to 
make electronic book for younger children 

iLearn2 link: https://www.ilearn2.co.uk/animation--key-stage-2.html 
Hardware: digital camera, web cam, inbuilt camera from tablet 
Software: Paint.net, PowerPoint, Prezi, movie maker 
Online: pixlr.com, iPiccy, www.befunky.com, photosynth.net 
Apps: Keynote, BeFunky, Pixlr Express, Book Creator, I can animate, 
Lego Movie Maker, 
 
Curricular links 
Science – animation for scientific concept 
 

https://www.ilearn2.co.uk/appdesignteacher.html
https://www.ilearn2.co.uk/appdesignstudent.html
https://www.ilearn2.co.uk/animation--key-stage-2.html
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Year 5: Scratch 
Programming Lessons 
4-6 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 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 

Objectives What this looks like Resources 

 To plan and test algorithms and 
programs, detecting and 
correcting errors as needed and 
to debug programs 

 To use variables in programs, 
adding if statements and 
program musical outputs 

 Design and create a game incorporating variables, 
testing and correcting errors as they go 

 Debug already created programs  

iLearn2 Link:  
https://www.ilearn2.co.uk/scratch-teacher.html 
https://www.ilearn2.co.uk/pupil1.html (Scratch racing/running/maze/rock 
band/debugging) 
Software: Scratch Gomez Returns, Mission Control, Kodu 
Apps: ALEX, Hakitzu, Hopscotch, cargo-bot 
Online: Scratch 3.0, http://sheffieldclc.net/scratch/  

https://scratch.mit.edu/users/amazingict/  https://studio.code.org/s/coursee-

2019?section_id=2840748 

Unplugged activity suggestions: https://csunplugged.org/en/topics/ 

https://code.org/curriculum/unplugged 

https://www.digitalschoolhouse.org.uk/playful-computing-activities 

 

 

 

Year 5: Computer 
Networks 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 Understand computer networks and the opportunities they offer for communication and collaboration. 

 Use technology safely, respectfully and responsibly. 

Objectives What this looks like Resources 

 To understand computer 
networks, including the internet; 
how they can provide multiple 
services, such as the World 
Wide Web, and the opportunities 
they offer for communication and 
collaboration.  

 Look at a diagram of how the computer system in a 
school may work and discuss this 

 Watch a video about how the Internet works  

 Send and receive messages using different methods. 
Comparing sending and receiving messages using 
physical methods and online tools. 

iLearn2 link:  https://www.ilearn2.co.uk/computer-networks---key-stage-
2.html 
Hardware:  
Software:   Web Detectives – in ICT on dock 
Online: https://www.barefootcomputing.org/resources/modelling-the-
internet   https://www.barefootcomputing.org/resources/network-hunt-
activity 
http://www.bbc.co.uk/education/clips/z94dq6f  
https://www.youtube.com/watch?v=H9R4tznCNB0  
https://www.youtube.com/watch?v=DGDtujmOBKc  
http://www.bbc.co.uk/education/clips/zgqtn39 

  

https://www.ilearn2.co.uk/scratch-teacher.html
https://www.ilearn2.co.uk/pupil1.html
http://sheffieldclc.net/scratch/
https://scratch.mit.edu/users/amazingict/
https://studio.code.org/s/coursee-2019?section_id=2840748
https://studio.code.org/s/coursee-2019?section_id=2840748
https://csunplugged.org/en/topics/
https://code.org/curriculum/unplugged
https://www.digitalschoolhouse.org.uk/playful-computing-activities
https://www.ilearn2.co.uk/computer-networks---key-stage-2.html
https://www.ilearn2.co.uk/computer-networks---key-stage-2.html
https://www.barefootcomputing.org/resources/modelling-the-internet
https://www.barefootcomputing.org/resources/modelling-the-internet
https://www.barefootcomputing.org/resources/network-hunt-activity
https://www.barefootcomputing.org/resources/network-hunt-activity
http://www.bbc.co.uk/education/clips/z94dq6f
https://www.youtube.com/watch?v=H9R4tznCNB0
https://www.youtube.com/watch?v=DGDtujmOBKc
http://www.bbc.co.uk/education/clips/zgqtn39
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Year 5: Data Handling Computing programme of study – by the end of KS2 pupils should be taught to: 

 use search technologies  effectively 

 select, use and combine a variety of software to create content including collecting, analysing, evaluating and presenting 
data and information 

Objectives What this looks like Resources 

 To design and create a 
spreadsheet for a specific 
purpose, incorporating different 
features of design and function  

 I Learn 2 suggestion is to use a combination of 
spreadsheets and map reading to find the distances of 
each stage of Tour de France, create a spreadsheet 
and table.  

 Can they use simple functions, e.g. SUM, AVERAGE, 
to solve problems and use brackets to organise 
formulae.  

 

 Solve problems by interrogating database to find 
answers e.g. solve crimes for Sherlock Holmes 

 Investigate online databases e.g. iTunes, IMDB.com, 
estate agents databases 

 Design and create own database e.g. favourite actors 
and films, TV programmes and actors, football teams 
and players / managers, countries and key features / 
things of interest  

 Start to explore spreadsheets by using existing ones to 
see how they can be changed and used 

 Add text and numbers and insert simple formulae 

 Test formulae by changing numbers in cells – does the 
result change too? 

 Format text within a spreadsheet – link to formatting 
text in other software. 

iLearn2 link: https://www.ilearn2.co.uk/data-handling---key-stage-2.html 
https://www.ilearn2.co.uk/data-handling---students.html 
Software: MS Excel, The Wizard’s Apprentice, Alphonso’s Magical 
Spreadsheet – in dock under ICT 
Online: rightmove.co.uk, imdb.com 
Apps: Numbers 
Other resources: Top Trumps cards (for database ideas)  
 
Curricular links  
Science – database on the solar system 
Maths – budgets, investigations relating to area and perimeter 
 

https://www.ilearn2.co.uk/data-handling---key-stage-2.html
https://www.ilearn2.co.uk/data-handling---students.html
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Year 5: Music 
Creation tasks 3&4 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To create music using digital tools 
and learn about scales, chords, 
arpeggios, rhythm, tempo, mixing, 
making music with code and multi-
tracking. 

 

 Task 3: Pupils are asked to create sampled music 
using code blocks, in particular, variables to change 
the shape of the sound and create loops. 
Pupils familiar with Scratch could also try the Scratch 
Rock Band Pupil Activity Pack to program sound 
outputs such as drum beats and guitar chords. 

 Task 4: A more complex task that demonstrates to 
pupils how to use the Beepbox website to layer 
sounds to multi-track with different effects. 
 

iLearn2 link: https://www.ilearn2.co.uk/music-creation---teacher-notes.html  
https://www.ilearn2.co.uk/music-creation---students.html  
Software: Scratch 
Apps: Garage Band 
Online: beepbox 
Other resources:  
 

 

 

 

 

Year 5: Internet 
Research Tasks 4 and 5 

Computing programme of study – by the end of KS2 pupils should be taught to: 

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

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

Objectives What this looks like Resources 

 To be discerning in evaluating 
digital content 

 Use the internet to productively search for information 
and resources to support work in other subjects 

 Understand that some sites will be biased e.g. 
newspapers with political stance 

 Check the internet for fake news by cross-referencing 
facts, looking at different websites to search for the 
same piece of information 

 Evaluate facts – is this true or fake? 

iLearn2 link: https://www.ilearn2.co.uk/research---key-stage-2.html  
https://www.ilearn2.co.uk/research-challenge--student.html 
Online: different search engines: swiggle, kiddle, kidrex, DK Find out, 
copyrightsandwrongs.nen.gov.uk, newspaper websites, 
http://factitious.augamestudio.com/#/ 
Other resources: 

https://www.ilearn2.co.uk/scratch-band-students.html
https://www.ilearn2.co.uk/scratch-band-students.html
https://www.ilearn2.co.uk/music-creation---teacher-notes.html
https://www.ilearn2.co.uk/music-creation---students.html
https://www.ilearn2.co.uk/research---key-stage-2.html
https://www.ilearn2.co.uk/research-challenge--student.html
http://factitious.augamestudio.com/#/
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Year 5: 3D design 
Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To use 3D Computer Aided 
Design software to add and 
combine shapes to design a 3D 
model 

 
 

 iLearn 2 example is using CAD to build a 3D 
town/village using 3D shapes 

 Make a 3D model of product  

 Design and make a poster to advertise product 

 Manipulate photos and consider creative aspects as 
well as the power to distort our perceptions of beauty 
and health, e.g. air-brushing photos in magazines 
(Dove Evolution video 
http://www.youtube.com/watch?v=iYhCn0jf46U)  

 Create video for an advert – linked to persuasive 
writing (and websites) and photo alteration / advert 
product 

 Create a weather report / ‘outside broadcast’ report 
from different location using green screen 

 Create a backing track for news report / video 

iLearn 2 link: https://www.ilearn2.co.uk/3ddesignteacher.html 
https://www.ilearn2.co.uk/3d-design-students.html 
Software: Sketchup (http://www.sketchup.com/products/sketchup-make), 
Online: https://www.tinkercad.com/Paint.net, pixlr.com, 
www.befunky.com 
Apps: iMovie, Garage Band 
Other resources: Magazines / videos with altered images; 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.ilearn2.co.uk/3ddesignteacher.html
https://www.ilearn2.co.uk/3d-design-students.html
https://www.tinkercad.com/


Page 20 of 24 

Year 6: Kodu 
Programming 

Computing programme of study – by the end of KS2 pupils should be taught to: 
 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 

Objectives What this looks like Resources 

 To design and create a game, app 
and / or model, incorporating 
variables and different forms of 
input and output 

 To test, debug and modify a 
program to improve it 

 Design, plan & create a more complex game / app 
with purpose and linked to topic / other subject 

 

 Or can finish off other scratch projects 

Ilearn2 link: https://www.ilearn2.co.uk/programming-in-kodu---key-stage-
2.html 
https://www.ilearn2.co.uk/kodu-student.html  
Software: Scratch 3.0, Kodu,  
Online: https://studio.code.org/s/coursef-2019?section_id=2840748  
Apps:  
Other resources:   

 

 

 

 

 

 

 

 

Year 6: History of 
Computers 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 Design and create digital content to accomplish goals 

 Use search technologies effectively and be discerning in evaluating digital content 

Objectives What this looks like Resources 

 To understand how technology 
has changed over time. 

 To understand the impact 
(positive/negative) technological 
changes have on society. 

 To predict how technology will 
change in the future. 

 The suggested activities and resources allow pupils to 
think about and investigate how technology has 
changed over time. Pupils will also predict how 
technology will develop into the future. 

iLearn2 link: https://www.ilearn2.co.uk/technology-past-present-future.html 
Hardware: laptops, iPads, desktops 
Software:   powerpoint, Word, Publisher 
Online:   Internet Explorer, Google Chrome, Safari, Wikipedia. 
Apps:  
Other resources:   

https://www.ilearn2.co.uk/programming-in-kodu---key-stage-2.html
https://www.ilearn2.co.uk/programming-in-kodu---key-stage-2.html
https://www.ilearn2.co.uk/kodu-student.html
https://studio.code.org/s/coursef-2019?section_id=2840748
https://www.ilearn2.co.uk/technology-past-present-future.html
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Year 6: Web Design 
Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To use and combine a variety of 
software (including internet 
services) to design and create 
content that accomplishes given 
goals. 

 iLearn2 suggestion is to create a website. Create their 
own websites around topics covered in class, 
hobbies, advertising a product. 

 Evaluate other websites and provide constructive 
feedback. 

 Can they add and format text within a website, 
organise sections and pages? 

 Can they add and edit images for the website? 

 They could include other features such as hyperlinks, 
buttons and files. 

 Make necessary changes to the website based on 
feedback. 

iLearn2link: https://www.ilearn2.co.uk/web-design---key-stage-2.html  
https://www.ilearn2.co.uk/web-design-student.html 
Software: MS Word, MS PowerPoint,  
Apps: Pages, Keynote, Explain everything  
Online: Prezi 
 
Curricular links  
Variety of documents and presentations linked to other subjects. 

 

 

 

Year 6: Modelling the 
Internet 

Computing programme of study – by the end of KS2 pupils should be taught to: 

 Understand computer networks and the opportunities they offer for communication and collaboration. 

 Use technology safely, respectfully and responsibly. 

Objectives What this looks like Resources 

 To understand how the internet 
provides services such as the 
world wide web. 

In this activity pupils learn that the internet is a vast 

network of computers and other devices connected 

across the world as they explore the difference between 

the internet and the world wide web (WWW). Pupils are 

assigned roles as different digital devices in a human 

model of the internet and learn how the internet provides 

access to the WWW (an internet service) as they pass 

data between them. 

 I can explain what the internet is  

 I can explain the difference between the internet and 

the WWW  
 I can explain how the internet provides access to the 

WWW 

Hardware: laptops, iPads, desktops 
Software:    
Online:   https://www.barefootcomputing.org/resources/modelling-the-
internet 
  

https://www.ilearn2.co.uk/web-design---key-stage-2.html
https://www.ilearn2.co.uk/web-design-student.html
https://www.barefootcomputing.org/resources/modelling-the-internet
https://www.barefootcomputing.org/resources/modelling-the-internet
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Year 6: Image Editing 
Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To edit a photo/image using an 
online editor. 
 

 

 Edit photographs using filters and tools to enhance as 
required for given purpose 

 They could take their own photographs to edit, or use 
searched images.  

 Can they take and crop a screenshot and learn about 
ratios. Save the finished image to use in other 
projects. 

 Suggestions of effects: 
- Adjust the colours, brightness, contrast and filters. 
- Add drawing and text layers. 
- Import new images as layers and resize/add effects. 

iLearn 2 link: https://www.ilearn2.co.uk/imageeditingteacher.html 
https://www.ilearn2.co.uk/imageeditingstudent.html 
Hardware: digital camera, web cam, inbuilt camera from tablet 
Software: Paint.net, PowerPoint, Prezi, movie maker 
Online: https://pixlr.com/x/, iPiccy, www.befunky.com, photosynth.net, 
Google Maps for screenshot images 
Apps: BeFunky, Pixlr Express,  
 
Curricular links 
 

 

Year 6: Virtual Reality 
Computing programme of study – by the end of KS2 pupils should be taught to: 

 select, use and combine a variety of software (including internet services) on a range of digital devices to design and 
create a range of programs, systems and content that accomplish given goals 

Objectives What this looks like Resources 

 To learn what virtual reality is 
and how it can be used to help 
people. 

 To create their own 
virtual reality environment, 
adding, moving and resizing 
objects in a virtual reality 
environment  

 

 iLearn 2 suggestion is to create a virtual environment 
and you can use view the finished environment using 
augmented reality. The guides pupils through creating 
a project and introduces the skills mentioned above. 
Pupils can work at their own pace but should be 
encouraged to experiment with the different tools. 
There are challenges for pupils to use the skills to 
build their environment and make it more realistic. 
The activity pack uses the underwater environment so 
you may need to ask your pupils to do the same so 
they can build their skills before moving onto 
other environments. Can they use code blocks to add 
movement (with grouping) and interactions 
(conditions).? 

iLearn2link: https://www.ilearn2.co.uk/virtualrealityteacher.html 

https://www.ilearn2.co.uk/vrstudent.html 
Hardware: Google cardboard goggles (optional – only for use with a 
smartphone) 
Software:  
Online: https://cospaces.io/edu/  
Apps: co spaces on the app store – view the environments in 
augmented reality 

https://www.ilearn2.co.uk/imageeditingteacher.html
https://www.ilearn2.co.uk/imageeditingstudent.html
https://pixlr.com/x/
https://www.ilearn2.co.uk/virtualrealityteacher.html
https://www.ilearn2.co.uk/vrstudent.html
https://cospaces.io/edu/
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Glossary Appendix 1 

 

algorithm an unambiguous procedure or precise step-by-step guide to 
solve a problem or achieve a particular objective 

computer 
networks 

the computers and the connecting hardware (wifi access 
points, cables, fibres, switches and routers) that make it 
possible to transfer data using an agreed method ('protocol') 

control using computers to move or otherwise change 'physical' 
systems. The computer can be hidden inside the system or 
connected to it  

data a structured set of numbers, representing digitised text, 
images, sound or video, which can be processed or 
transmitted by a computer 

debug to detect and correct the errors in a computer program 

digital 
content 

any media created, edited or viewed on a computer, such as 
text (including the hypertext of a web page), images, sound, 
video (including animation), or virtual environments, and 
combinations of these (i.e. multimedia) 

information the meaning or interpretation given to a set of data by its 
users, or which results from data being processed 

input data provided to a computer system, such as via a keyboard, 
mouse, microphone, camera or physical sensors 

internet the global collection of computer networks and their 
connections, all using shared protocols (TCP/IP - 
transmission control protocol/internet protocol) to 
communicate 

logical 
reasoning 

a systematic approach to solving problems or deducing 
information using a set of universally applicable and totally 
reliable rules 

output the information produced by a computer system for its user, 
typically on a screen, through speakers or on a printer, but 
possibly through the control of motors in physical systems 

program a stored set of instructions encoded in a language 
understood by the computer that does some form of 
computation, processing input and / or stored data to 
generate output 

repetition a programming construct in which one or more instructions 
are repeated, perhaps a certain number of times, until a 
condition is satisfied or until the program is stopped 

search to identify data that satisfied one or more conditions, such as 
web pages containing supplied keywords, or files on a 
computer with certain properties 

selection a programming construct in which the instructions that are 
executed are determined by whether a particular condition is 
met 

sequence to place programming instructions in order, with each 
executed one after the other 

services programs running on computers, typically those connected to 
the internet, which provide functionality in response to 
requests; for example, to transmit a web page, deliver and 
email or allow a text, voice or video conversation 

simulation using a computer to model the state and behaviour of real-
world (or imaginary) systems, including physical and social 
systems; an integral part of most computer games 

software computer programs, including both application software 
(such as office programs, web browsers, media editors and 
games) and the computer operating system. The term also 
applies to 'apps' running on mobile devices and to web-
based services 

variables a way in which computer programs can store, retrieve or 
change simple data, such as a score, the time left, or the 
user's name 

World Wide 
Web 

a service provided by computers connected to the internet 
(web servers), in which pages of hypertext (web pages) are 
transmitted to users; the pages typically include links to other 
web pages and may be generated by programs 
automatically 
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