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Year 1 

Programming 

How can we make a robot move? 

Chi l d ren learn that programs are sequences of 

instructions. They create and debug simpl e 

programs using directional commands, 

developing logical reasoning s ki l ls and 

und ersta ndi ng that devices respond to i n puts . 

Yearl 

Programming 

How can we make things move on a screen using 

code? 

Children create simple programs to control on-screen 

animations. They develop sequencing skills and b egi n 

to pre d i ct the outcomes of their programs. 

Yearl 

Creating Media 

How can we use digital tools to create pictures? 

Next, children use digital tools to create images. 

They explore colour, shape, and tools 

purposefully, l earning how to select and use tools 

to create and edit simple digital artwork. 

Year 1 

Creating Media 

How can we use a computer to write and edit text? 

Using d ig ital tools, children create sim pl e text. They learn how 

to type, edit, and save work, developi ng early word-processi ng 

skills. 

Year 1 

Computer Systems 

and Networks 

What technology do we use at home and at 

school? 

Children identify technology used at home and in 

school. They learn the purpose of different 

devices and how technology helps peopl e in 

everyday l ife. 

� 
Year 1 

Data and 

Information 

How can we sort and group information? 

In this unit, chi ldren collect, sort, and group data 

using sim pl e criteria. They begin to understand 

how information can be organised and 

represented visually. 
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Year2 

Programming 

(Sphero) 

How can we control a robot using a sequence of 

instructions? 

By giving step-by-step instructions, chi ldren learn 

how to control a programmable robot. They try 

out their programs, notice when somethi ng goes 

wrong, and make changes to improve the result. 

Year 2 

Programming 

How can we design a program that asks and responds to 

questions? 

Towards the end of the year, children create si mple quizzes that 

respond to user input. They test their programs and fix 

mistakes, developing confidence in writing interactive code. 

Year 2 

Creating Media 

How can we take and improve digital 

photographs? 

Through hands-on practice, children take 

photographs using d i g ita l devices. They choose 

their best images and make simple edits to 

improve how the photos look. 

Year 2 

Creating Media 

How can we create music using digital tools? 

Using digital music software, children create 

s i m pl e pieces of music. They explore sounds and 

patterns and learn how music can be made 

using technology. 

Year 2 

Computer Systems 

and Networks 

How is information technology used in the wider 

world? 

Building on their understanding of everyday 

technology, children explore how computers and 

devices are used beyond the classroom. They 

learn how technology helps people communicate 

and share information. 

� 
Year 2 

Data and 

Information 

How can we collect and show information 

using pictograms? 

After col lecting information, children organise it 

into pictograms. They use these to answer 

questions and explain what the data shows. 
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Year 3 

Programming 

(Sphero) 

How can we program sounds to play in a specific 

order? 

At the start of the year, childr en ex plore how 

sounds can be programmed to play in sequence. 

They learn that i nstruction s a r e followed in ord er 

and begin to p redict what wi l l happen when a 

progra m runs. 

Year 3 

Programming 

How can we design a program that asks and responds to 

questions? 

Toward s the end of the year, children use repet it i on in 

progra mming to control movement and actions. They learn how 

repeating i nstructions can make p rogram s s horter a nd easier to 

manage. 

Year 3 

Creating Media 

How can we create the i l l usion of movement 

using animation? 

Thr ough careful p lanning and creativity, ch i ldren 

m a ke stop-frame animations using dig i ta l tools. 

They learn how s m a ll changes between i mages 

create the effect of movement. 

Year 3 

Creating Media 

How can we design documents for a specific 

audience? 

Using desktop publishing software, chi l d ren 

co m bin e text and images to create clear and 

p urposeful documents. They consider layout and 

p rese ntati on whe n s h aring inform a ti on . 

Year 3 

Computer Systems 

and Networks 

How do computers connect and communicate 

with each other? 

B u i ldin g on ear l ier learni n g , ch i ldren investigate 

how computer s are l in k ed together in n etworks. 

They learn how information can be shared 

between devices. 

� 
Year 3 

Data and 

Information 

How can we organise information using 

questions and choices? 

By using branching databases, chi l d ren sort 

information through a se r i es of questions. They 

learn how choices can lead to different 

outcomes and h elp o rganise data. 
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Year 4 

Programming 

(Sphero) 

How can repetition help us create patterns and 

shapes? 

By exploring repeated instructions, children learn 

how loops can be used to create patterns and 

shapes. They see how repetit i on makes programs 

more efficient. 

Year4 

Programming 

How can repetition be used to control actions in 

games? 

In the final Year 4 topic, chi ldren apply repetition in 

game design. They test and debug their programs to 

improve how games work. 

Year4 

Creating Media 

How can we record and edit high-quality audio? 

Using recording tools, chi ldren plan and create 

th ei r own audio content. They learn how to 

improve sound quality through editing. 

Year4 

Creating Media 

How can digital images be improved and 

refined? 

After taki ng and selecting photographs, chi l d ren 

use editing tools to improve images. They learn 

how changes can enhance the final outcome. 

Year4 

Computer Systems 

and Networks 

How does the internet work and how can we 

use it safely? 

Building on earlier learni ng, children explore how 

the internet connects computers around the 

world. They learn how to stay safe and act 

responsibly online. 

Year4 

Data and 

Information 

How can we collect and analyse data 

automatically? 

Using digital sensors, children gather data over 

time. They learn how data can be recorded and 

used to answer questions. 
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Year 5 

Programming 

(Sphero) 

How can repetition help us create patterns and 

shapes? 

Through practical p rogra m ming tasks, chi l dren 

use conditions to control actions . They learn how 

p rogr am s can respon d differently depending on 

inputs. 

Year 5 

Programming 

How can repetition be used to control actions in games? 

Towa rd s th e end of th e year, ch i l dren design programs that 

respond to user c hoices. They test and debug th ei r work to 

improve outcomes. 

Year 5 

Creating Media 

How can we record and edit high-quality audio? 

By p lan n ing carefully, ch i l dren create short videos 

for a chosen purpose. They learn how filming and 

editing choices affect the final product. 

Year 5 

Creating Media 

How can we create precise digital graphics 

using shapes and layers? 

Using vector graphics tools , ch i ldren design 

i mages m ad e from sh apes. They learn how 

layers and edit i ng tools help refine designs. 

Year 5 

Computer Systems 

and Networks 

How does the internet work and how can we 

use it safely? 

Building on their u n derstan ding of networks, 

ch i ldren explore how systems work together. 

They practise using search tools to find rel i a b le 

i n fo r m ation. 

n 
Year 5 

Data and 

Information 

How can we collect and analyse data 

automatically? 

Using flat-file databases, c hi ldre n learn how 

i nformati on can be stored and sorted. They 

practise searching and organising data 

efficiently. 
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Year6 

Programming 

(Sphero) 

How can variables be used to change and 

control games? 

By introducing variables, children learn how 

values can change within a program. They use 

this to make games more i nteracti ve. 

Year6 

Programming 

How can programs respond to movement and the real world? 

At the end of the year, children use sensors to control programs. 

They apply their ski l ls to create programs that respond to real­

world inputs. 

Year6 

Creating Media 

How can we design and build effective web 

pages? 

Using web design tools, children create 

structured web pages. They learn how layout and 

l i n ks help users navigate information. 

Year6 

Creating Media 

How can we design and refine three­

dimensional digital models? 

Using 3D design software, children create and 

improve d igital models. They test designs and 

make changes to improve quality. 

Year6 

Computer Systems 

and Networks 

How can technology help us communicate and 

collaborate safely? 

Building on earlier learning, children explore ways 

to communicate onl i ne . They learn how to work 

together digitally while managing their onl i ne 

safety. 

Data and 

Information 

How can spreadsheets be used to calculate and 

analyse data? 

Through p ractical tasks, ch i l d ren use 

spreadsheets to organise and calculate data. 

They learn how formulas help analyse 

information. 


