
Subject intent:  To equip children with the computational skills, knowledge and understanding in order for them to be safe, responsible, confident and 

competent digital citizens. 

 

 Autumn Spring Summer 

Reception 
Topic: 

Understanding the world: 

Involves guiding children to make sense of their 
physical world and their community through 

opportunities to explore, observe and find out about 
people, places, technology and the environment 

 Understanding the world: 

Involves guiding children to make sense of their physical 
world and their community through opportunities to 
explore, observe and find out about people, places, 
technology and the environment 

 Understanding the world: 

Involves guiding children to make sense of their physical 
world and their community through opportunities to 
explore, observe and find out about people, places, 
technology and the environment 

Topic Link 

Technology: children recognise that a range of 

technology is used in places such as homes and 
schools. They select and use technology for particular 
purposes. 

Technology: children recognise that a range of 

technology is used in places such as homes and 
schools. They select and use technology for particular 
purposes. 

Technology: children recognise that a range of 

technology is used in places such as homes and 
schools. They select and use technology for particular 
purposes. 

Strand:  
Digitial Literacy & Information Technology. Computer Science: Computer Science:  

Barefoot 
Computing / 
Knowsley 
SofW 
Planning 
ref:  

Children to become familiar with technology in 
school.  They can go on a hunt around school and 
take pictures using an iPad of all of the technology 
they can find.  

EYFS - Rec (Ref: 5) Apptivity Name: Fantastic Tale 
Knowsley Scheme of Work.  

Barefoot computing –  
Bee-Bot Route Decomposition Activity (SEND) 
L1 Bee-bot Tinkering – see folder for plans. s 

R 

 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 

 children recognise that a range of technology 
is used in places such as homes and schools. 
They select and use technology for particular 
purposes. 

 DL2 - 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 

 Children to create a simple series of 
instructions - left and right. 

 Children to record their routes. 

 Children to understand forwards, backwards, 
up and down. 

 Children to two instructions together to control 
a programmable toy. E.g up - left 

 Children to begin to plan and test a Bee-bot 
journey.  

 I can break down a problem into smaller parts. 

 I can create an algorithm and a program to 
move a robot to a specific point. 

I can detect and correct errors in my program 

E-Safety  

 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 

 https://www.childnet.com/resources/smartie-the-
penguin 

L2: Inappropriate websites for older children  
 

L3: Cyberbullying.  
 https://www.childnet.com/resources/smartie-the-

penguin 

 

https://www.childnet.com/resources/smartie-the-penguin
https://www.childnet.com/resources/smartie-the-penguin
https://www.childnet.com/resources/smartie-the-penguin
https://www.childnet.com/resources/smartie-the-penguin
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competent digital citizens. 

 

Evidencing computing coverage: Where appropriate computing work should be evident in the appropriate books or saved into individual drives.  LO and date should be 

included.  For example: Word processing of English work to be printed and stuck into books. Evidence of Beebot or Lego robots programming activities to be evidenced by 

PicCollage photographs with LO and date printed and stuck into topic books. To ensure children build on their digital literacy skills, provide opportunity for children to present 

work in a variety of ways. Such as word processing, PowerPoints, PicCollages etc.  

Subject:    Computing                                                                                                      Lead: Miss. R. Hornby 

 

 

 https://www.childnet.com/resources/smartie-the-
penguin 
L1: POP-Ups and in app purchases  

 
 

https://www.childnet.com/resources/smartie-the-penguin
https://www.childnet.com/resources/smartie-the-penguin
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competent digital citizens. 

 

 Autumn Spring Summer 

Year1 
Topic: 

The Naughty Bus - Using maps to find out  
about the UK. 
Where do and did the wheels on the bus go?  

Lost and Found - Location of hot and 
cold places in the world. 
Why can’t a penguin live near the Equator?  

Dogger –  changes within living memory. 
 Why are iPads different to my Grandparent’s 
old toys?  

Topic Link 
What types of traffic/transport have the children 
seen or travelled on.  
 

BeeBot Adventure! Can you program the BeeBots 
to arrive at the equator? 

Compare communication  then and now.  
Letters, post cards – email and internet. 

NC Strand:  

Digitial Literacy & Information Technology. 
Data Retrieving and Organising. 

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

Computer Science: 

 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 

 

 Digitial Literacy & Information Technology  

 recognise common uses of information technology 
beyond school. 

Barefoot 
Computing 
/ Knowsley 
SofW 
Planning 
ref:  

Pictures tell a thousand words.  
 Yr 1 (Ref: 8) 

Barefoot computing –  
L1 Bee-bot Tinkering – see folder for plans. 
L2 Can children program a Bee-bot to reach the 
equator on the map? 

KS 1 - Y1 (Ref: 12) 
Apptivity Name: We are all Connected 

  

Y 1 
 

Handling Data:  

 Children to know how to capture images 
with a camera – could relate to topic e.g 
traffic survey or small world images of 
transport. 

 Children to know how to collect and enter 
information into a template to make a 
graph.  

 Talk about the results shown on a graph.  
Ipads:  

 Children to capture and print out a 
photograph from a camera with help. 

 Children to record a sound and play it 
back- Recording of havest poem 
practice/singing/poems/transport noise. 

 

Algorithms and Programs –Beebots and My 
First Robot. 

 Children to create a simple series of 
instructions - left and right. 

 Children to record their routes. 

 Children to understand forwards, 
backwards, up and down. 

 Children to two instructions together to 
control a programmable toy. E.g up - left 

 Children to begin to plan and test a Bee-
bot journey. 

E-Books 

 DL1 - Recognise common uses of 
information 

 technology beyond school 

 IT 1 - Use technology purposefully to 
create, 
organise, store, manipulate and retrieve 
digital content. 

 Children to word process ideas using a 
keyboard. 

 Children to use the spacebar, back space, 
enter, shift and arrow keys. 

 Children to print out a page from the 
internet. 

 

E-Safety 
Link to PSHE  
To recognise what is fair and unfair, kind and unkind, what is 
right and wrong.  

 To identify and respect the differences and similarities between 
people, and recognise what they are good at 

The role of the internet in everyday life 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/what-
makes-us-who-we-are  

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/what-makes-us-who-we-are
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/what-makes-us-who-we-are
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https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/unkind-tease-or-bully  

 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/same-or-
different-1 

 

 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/unkind-tease-or-bully
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/unkind-tease-or-bully
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/same-or-different-1
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/same-or-different-1
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 Autumn Spring Summer 

Y2 Topic  
I am Rosa Parks. 
How have people like Rosa Parks helped make 
the world a better place?  

Lila and the secret of rain. 
What would my life be like if I lived in Kenya? 

Major Glad, Major Dizzy. 
What do we know about the Victorians and the 
way they lived?  

Topic Link 

 Reseaching Africa. 
Google Earth & Maps of specific African countries.  

Changes outside living memory. 
Compare Victorian Toys. –  
Children could use computational thinking e.g 
creating an algorithm to explain how to use a 
Victorian toy.  

Barefoot 
Computing 
/ Knowsley 

SofW 
Planning 

ref: 

Barefoot activity:Getting Ready for School 
Decomposition Activity 

 

Comparison PowerPoint using England and 
Africa.  

Barefoot Goes Wild - Bee-bots. 

NC Strand  

Computer Science:  understand what algorithms 

are, how they are implemented as programs on digital 
devices, and that programs execute by following precise 

and unambiguous instructions,  
Digitial Literacy & Information Technology 

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

Digitial Literacy & Information Technology.  
use technology purposefully to create, organise, store, 
manipulate and retrieve digital content 

Computer Science. 
 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 

 

Year 2 
 

Communication: 

 Children to word process a piece of 
text (Getting Ready For School) 

 Children to insert/delete a word using the 
mouse and arrow keys. 

 Children to highlight text to change its 
format (B, U, I). 

 Children to send and reply to messages 
sent by a safe email partner (within 
school).  

 

Word processing and presentation. 

 Children to find information on a website. 

 Children to click links in a website. 

 Children to print a web page to use as a 
resource. 

 Children experiment with text, pictures 
and animation to make a simple slide 
show. (e.g Powerpoint) 

 Children to use the shape tools to draw. 
(Could insert arrown shape to point 
locations on a map). 

Programming. 

 Children to predict the outcomes of a set  
of instructions (algorithms). 

 Children to use right angle turns. 

 Children to use the repeat commands. 

 Children to test and amend a set of 
instructions. 

 Children to write a simple program and 
test it. Directions for Beebots or Victorian 
toy. 

 Children to predict what the outcome of a 
simple program will be.  

E-Safety: 

Children to 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. 

That bodies and feelings can be hurt by feelings and actions; 
how people may feel if they experience hurtful bullying or 
behaviour 

Sometimes people behave differently online; how to respond 
safely to adults they don’t know; basic techniques for resisting 
pressure to do something they son’t want to.  
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To recogise risk in simple everyday situations; how to keep 
safe in familiar and unfamiliar envorinments. 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/how-
safe-would-you-feel 
Basic rules to keep safe online; the importance of telling a 
trusted adult if they come across something that scares them. 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/playing-
games 

 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/types-
of-bullying- 
That hurtful behaviour (online and offline) is not acceptable; 
how to report bullying and the importance of telling a trusted 
adult. 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/bullying-
or-teasing 

 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/i-dont-
like-that-1 

 

 Autumn Spring Summer 

Y3 Topic 
The boy with the bronze axe & Stone -age boy 
Who first lived in Britain? 

Escape from Pompeii  
What makes the Earth Angry? 

Greek Myths 
Why were the ancient Greeks ruled by their Gods?  

Topic Link  
Stone Age Role Play Video. Volcanoes and Earthquakes. 

 
Ancient Greeks 

Barefoot 
Computing 
/ Knowsley 

SofW 
Planning 

ref: 

https://code.org/dance  
Hour of Code – follow the tutorials. 
Cave painting photographs. 

research and present information about volcanoes. 
[powerpoint] 

L1 – L3 Lego Building Algorithm Activity (SEND)  
children could create mosaic patterns and write algorithm to share 
with another class via email. 

NC Strand 

Digital Literacy and Information Technology: 

 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 

Computer Science:  use sequence, selection, and 

repetition in programs; work with variables and various 
forms of input and output 

Digital Literacy and Information Technology: 
 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 search technologies effectively, appreciate 
how results are selected and ranked, and be 
discerning in evaluating digital content 

Computer Science 
 design, write and debug programs that accomplish specific goals, 

including controlling or simulating physical systems; solve 
problems by decomposing them into smaller parts 

 use logical reasoning to explain how some simple algorithms work 
and to detect and correct errors in algorithms and programs 

 Digital Literacy and Information Technology: 
 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 

 

Year 3 
 Children to  capture images, review images 

on a camera and delete unwanted images. 

Volcanoes around the World. 
Using the Internet as a research tool: 

L 3 – L6 Which Ancient Greek God are you? 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/how-safe-would-you-feel
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/how-safe-would-you-feel
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/playing-games
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/playing-games
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/types-of-bullying-
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/types-of-bullying-
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/bullying-or-teasing
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/bullying-or-teasing
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/i-dont-like-that-1
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/i-dont-like-that-1
https://code.org/dance
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 Children to experience downloading images 
from a camera into files on the computer.  

 Children to  use photo editing software to crop 
photos and add effects. (Cave paiting 
background?) 

 Children to manipulate sound. 
Algorithms and Programming:  Hour of Code  
Children to experiment with variables to control 
models. 

 Children to use 90 degree and 45 degree 
turns.   

 Children to give an on-screen robot directional 
instructions. 

Can some children write more complex programs? 

 Children to find relevant information by 
browsing a menu.  

 Children to search for an image, copy and 
paste it into a document. 

 Children to use ‘Save picture as‘ to save an 
image to the computer. 

 Children to copy and paste text into a 
document. 

 Children to  begin to use note making skills to 
decide what text to copy. 

Digital Literacy – Presenting information:  

 Children to create a presentation that moves 
from slide to slide and is aimed at a specific 
audience. 

 Children to combine text, images and sounds 
and show awareness of audience. 

 Children to know  how to manipulate text, 
underline text, centre text, change font and 
size  and save text to a folder. 

 
 

 Children input data into a prepared 
database. 

 Children to sort and search a 
database to answer simple 
questions. 

 Children to use a branching 
database. 

Communicating: Children could email database to other classes to 
complete.  

 Children to use the email address book. 

 Children to open and send an attachment. 

E-Safety 

Children to use technology safely, respectfully and 
responsibily; recognise acceptable/unacceptable 
behaviour; identify a range of ways to report concerns 
about content and contact. 
 
The Risk Robot – link to on line risks and also to 
algorithms – same thought process to assess risk but 
applied in a variety of different situations –online and 
virtual. 
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/the-risk-robot  

How and when to seek support, including which adults to speak to 
in and oitside school, if they are worried about their health. 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/helping-each-
other-to-stay-safe 

Tthe importance of keeping personal information private; strategies 
for keeping safe online; where to get advice and report concerns. 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/none-of-your-
business 

 

https://www.vodafone.co.uk/mobile/digital-parenting/goldilocks 
Discussion around Goldilock’s behaviour and motivation for sharing 
images and should she have done so?  
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/how-dare-
you 
 

 
Y4 Topic 

 
Romans  
Who were the Romans and What did we learn from 
them?  

 
Ancient Egypt 
How can we recreate the wonder of Ancient 
Egypt?  

 
Rivers 
Why are so many of the world’s cities situated by river?  

Topic Link  Roman Diary  Egyptian Cinderella  Wind in the Willows 

Barefoot 
Computing 
/ Knowsley 

Hour of Code 
https://studio.code.org/s/hero/stage/1/puzzle/1 
follow tutorial. 

 Children to create a lengthy presentation that 
moves from slide to slide and is aimed at a 
specific audience. 

Bug in the Water Cycle 
Use logical reasoning to detect and correct errors in programs. 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/the-risk-robot
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/the-risk-robot
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/helping-each-other-to-stay-safe
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/helping-each-other-to-stay-safe
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/none-of-your-business
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/none-of-your-business
https://www.vodafone.co.uk/mobile/digital-parenting/goldilocks
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/how-dare-you
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/how-dare-you
https://studio.code.org/s/hero/stage/1/puzzle/1
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SofW 
Planning 

ref: 

 
 

NC Strand 

Computer Science – Programming 

 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 

Digital Literacy and Information Technology 

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

Computer Science:  

 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 

 
Digitial Literacy and Information Technology  

Year 4 

Scratch: Roman themed games? 

 Children to use repeat instructions to draw 
regular shapes on screen, using commands 

 Children to experiment with variables to 
control models. 

 Children to give an on-screen robot specific 
directional instructions that takes them from x 
to y 

 Children to make accurate predictions about 
the outcome of a program they have written.  

Digital Literacy – Communicating  
Email Diary entries  

 Children to appreciate the benefits of ICT to 
send messages and to communicate. 

 Children to use the automatic spell checker to 
edit spellings. 

 

Using The Internet: Reseaching Artefacts.  

 Children to use a search engine to find a 
specific website. 

 Children to use note-taking skills to decide 
which text to copy and paste into a document. 

 Children to use tabbed browsing to open two 
or more web pages at the same time 

 Children to open a link to a new window and 
open a document (PDF) and view it. 

 Children to insert sound recordings into a 
multi media presentation. 

 Children to know how to manipulate text, 
underline text, centre text, change font and 
size and save text to a folder. 

 

Data Retrieving and Organising: Rivers of the World. 

  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 

 

 Children to capture images using webcams, screen 
capture, scanning, visualiser and internet.  

 Children to choose images and download into a file. 

 Children to download images from the camera into files on 
the computer. 

 Children to copy graphics from a range of sources and 
paste into a desktop publishing program. 

Computer Science – Logic And Debugging.  

 Children to use logical reasoning to debug a program. 

 Children to explain how to debug a program. 

E-Safety 
 

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

1. To respond safely and appropriately to adults they 
may encounter (in all contexts) whom they do not 
know. 

1. About diversity: what it means; the benefits of living 
in a diverse community and valuing diversity.  
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/friend-or-acquaintance  

2. How friendships can change over time, making 
new friends and resolving disputes. Link to online 
friendships. 

1. https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/picture-wise 

2. https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/human-machines 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/friend-or-acquaintance
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/friend-or-acquaintance
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/picture-wise
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/picture-wise
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https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/danger-risk-or-hazard 
 

2. https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/an-email-from-harold  

 

Https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/ok-or-not-ok-part-1 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/danger-risk-or-hazard
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/danger-risk-or-hazard
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/an-email-from-harold
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/an-email-from-harold
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/ok-or-not-ok-part-1
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/ok-or-not-ok-part-1
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 Autumn  Spring  Summer 

Year 5 
Topic   

Earth and Space (science) (autumn 2)  
Cosmic 

Will Liam really be the next astronaut to land on the moon? 

D&T Topic – Design an Easter / Chocolate Box Anglo – Saxons.  
Who were the Anglo Saxons and what were 
their links to Christainity?  

NC 
Strand  

Computer Science – Programming.  

 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 

 

Databases & Presentation  

 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 

 
 
 
 
 
 
 

Digital Literacy 

 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 

  Barefoot computing 
1. Network Hunt Activity 
2. Understand computer networks 
3. Modelling the Internet 
4. Understanding how the internet 

provides services such as the world 
wide web 

5. Ranking Search Activity 
 
 
 
 
 
 
 
 

 

 
 
 
 
 
 
 
 
 
 
 
Year 5 

Moonbase – Lego planning via lego we do app.  

 Children to combine sequences of instructions and 
procedures to turn devices on or off.  

 Do they understand input and output? 

 Children to use an ICT program to control an external device 
that is electrical and/or mechanical 

 Children to design write and debug programs that accomplish 
specific goals, including controlling or stimulating physical 
systems; solve problems by decomposing them into smaller 
parts 

 Children to use logical reasoning to explain how some simple 
algorithms work and to detect and correct errors in algorithms 
and programs 
 

 

 Children to create graphs and tables to be 
copied and pasted into other documents. 

 Children 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 tha accomplish given 
goals, including collecting, analysing, 
evaluating and presenting data and 
information.  

E.g Survey monkey to evaluate chocolate box. 

 Children to use a range of presentation 
applications. 

 Children to use the word count tool to 
check the length of a document. 

 Children  can name devices on a 
computer network. 

 Children can explain the purpose of 
certain devices on a computer network. 

 Children can explain how search engines 
rank results. 

 Children can explain what the internet is. 

 Children can explain the difference 
between the internet and the WWW. 

 Children can explain how the internet 
provides access to the WWW. 
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 Children to use bullets and numbering 
tools. 

E-
Safety  
Autumn 
1  

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

1. https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/spot-bullying 

2. https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/communication-1 

3.  

https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/fact-or-opinion 
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/whats-the-story 
 

https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/boys-will-be-boys--challenging-workplace-
gender-stereotypes 
 
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/collaboration-challenge 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/spot-bullying
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/spot-bullying
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/communication-1
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/communication-1
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/fact-or-opinion
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/fact-or-opinion
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/whats-the-story
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/whats-the-story
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/boys-will-be-boys--challenging-workplace-gender-stereotypes
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/boys-will-be-boys--challenging-workplace-gender-stereotypes
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/boys-will-be-boys--challenging-workplace-gender-stereotypes


Subject intent:  To equip children with the computational skills, knowledge and understanding in order for them to be safe, responsible, confident and 

competent digital citizens. 

 

 

 Autumn  Spring  Summer  

Year 6 
Topic   

Vikings  
Viking boy  
Were the Vikings always Vicious and Victorious?  

 

Islamic Civilisations 
Tales of the Arabian Nights  
Why was the Islamic civilization known as the 
golden age?  

South American Study  
Trash  
Why is Brazil one of the most talked about 
countries?  
 
 
 

Nc 
Strand  

Computer Science –Heroes and VIllians KS2 Y6 (REF 42)  

 Knowsley scheme of work.  
 NC statement:  

 Children 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 
tha accomplish given goals, including collecting, analysing, 
evaluating and presenting data and information.  

 Children to understand computer networks and the internet; 
how they can provide multiple service, such as the world 
wide web; and the opportunities they offer for communication 
and collaboration. 

 

Digital Literacy 
Barefoot- Selecting Search   

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

 Children 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 tha accomplish given 
goals, including collecting, analysing, 
evaluating and presenting data and 
information.  

 

 Computer Science – Programming. 
Barefoot - Code crackers  

 Children to design write and debug 
programs that accomplish specific goals, 
including controlling or stimulating 
physical systems; solve problems by 
decomposing them into smaller parts 

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

 

 
 
 
 
 
 
 
 
Year 6 

E.g Documentary Film Making about the Vikings.  

 Children to consider audience when editing a simple film. 

 Children to know how to prepare and then present a simple 
film. 

 Children to use ICT to record sounds and capture both still 
and video images. 

 Children to capture sounds, images and video. 
 
 

 

Information Technology and Digitial Literacy.  

 
E.g Searching for artefacts and maps of Islamic 
Civilisations. 

 Children to use a range of presentation 
applications. 

 

 
Information Technology and Digitial Literacy.  
Researching Renewable Energy.  

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

Research renewable energy and present 
findings.  

E-Safety   Children to use technology safely, respectfully and 
responsibily; recognise acceptable/unacceptable behaviour; 
identify a range of ways to report concerns about content 
and contact.  
 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/to-
share-or-not-to-share 
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/i-
look-great 

https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/fakebook-friends 
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/traffic-lights 

https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/pressure-online 
 
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/advertising-friendships 
 
https://www.coramlifeeducation.org.uk/scarf/lesson-
plans/behave-yourself-2 
 

https://www.coramlifeeducation.org.uk/scarf/lesson-plans/to-share-or-not-to-share
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/to-share-or-not-to-share
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/fakebook-friends
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/fakebook-friends
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/pressure-online
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/pressure-online
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/advertising-friendships
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/advertising-friendships
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/behave-yourself-2
https://www.coramlifeeducation.org.uk/scarf/lesson-plans/behave-yourself-2


Subject intent:  To equip children with the computational skills, knowledge and understanding in order for them to be safe, responsible, confident and 

competent digital citizens. 

 

 

 

 

 


