
Computing: Key Stage 1 
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; 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. 
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Programming 
 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. 

Uses of ICT 
 To Recognise common uses of technology beyond 

school 

Mouse and Keyboard Skills 
 To learn how to use the mouse and keyboard 

effectively 
 

Text and Images 
 To add and resize images 

 To add text to label and describe images 

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

 To start to use tools with more expertise and precision 
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Coding 
 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 

Data Handling 
 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 
 

Comic Creation 
 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. 

Animation 
 To create an animation with multiple objects moving simultaneously. 
 

E Book Creation 

 To create an ebook, using various tools and skills, 

 
 
 
 
 
 



Computing: Key Stage 2 
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 

 Design and create digital content to accomplish goals 

 Use search technologies effectively and be discerning in evaluating digital content  

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

 Use technology safely, respectfully and responsibly. 

 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 
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Scratch Jr Programming 

 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) 

Comic Creation 

 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 

Digital Art 

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

Document Editing 

 To copy and Paste text and images 

 To find and replace words 

 To format text for a purpose 

 To edit images inside documents 

Digital Music 

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

 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 

Internet Research 

 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 

Data Handling 

 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 

E Book Creation 

 To create an ebook, using various tools and skills, 
building upon skills learned in Year 2. 

App Design 

 To use the tools in different presentation software 

Animation 

 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 
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Scratch Programming 

 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 

Computer Networks 

 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 

Data Handling 

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

Internet Research 

 To be discerning in evaluating digital content 

Music Creation 

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

3D Design 

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

 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 

History of Computers 

 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 

Modelling the Internet 

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

Web Design 

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

Virtual Reality 

 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 

Image Editing 

 To edit a photo/image using an online editor 

 
 


