
Problem Solver 

‘In the Footsteps of Joseph’ 

 

Computing 

 

‘Computer science inverts the normal. In normal science, you're given a world, and your job is to find out the rules. In computer science, you 

give the computer the rules, and it creates the world.’ Alan Kay 

 

We believe that a high-quality computing curriculum equips pupils to use computational thinking and creativity to understand and change the 
world. 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 and able to use, and express themselves and develop their ideas through, 
information and communication technology. 

The National Curriculum stipulates that children: 

 
 can understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data 

representation  

https://www.brainyquote.com/authors/alan-kay-quotes


 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 
 
We also believe that learning about Computing should not stop outside of the classroom and encourage children to make links to the wider curriculum 
where possible so they might create a PowerPoint Presentation in RE or research using the internet in History or video an experiment in science or use 
photography to record events in the woodland.   
 
We regularly explore the concept of internet safety with the children: how to keep safe online and what to do if something makes you feel 
uncomfortable.   
 

Programme of Study 
 

 Knowledge Vocabulary 

EYFS Explore technology linked to the real world around them such cameras, keyboards, 
phones, washing machines and microwaves.  
Children use remote control cars, bee bots, torches. 
Role play kitchens encourage children to explore the different elements to see how they 
work and what they are used for. 
 Adults facilitate open ended questions such as ‘How do you press?’ or ‘What happens if?’. 
This helps to develop their problem solving skills related to computing.  
All of these skills create a positive disposition towards technology, how to use it now as 
well as their future years in school. 

Camera 
Keyboard 
Remote Control 
Computer 

 

KS1 Basic computer skills -  
Name the main parts of a computer 

Switch on and log into a computer 

Use a mouse to click and drag I can use a mouse to open a program 

Click and drag to make objects on a screen 

Type my name and simple sentences on a computer 

Log on 
Password 
Keyboard 
Mouse 
e-safety 
file 
cursor 



Save my work to a file I can open my work from a file 

Use the arrow keys to move the cursor  

Delete letters 

 Identify rules to keep us safe and healthy when we are using technology in and beyond the home 

I can discuss how we benefit from these rules 
 

delete 

KS1 Moving a robot - algorithms, programme and debug a robot toy (Bee Bot). 
Predict the outcome of a command on a device 

Match a command to an outcome  

Run a command on a device I can follow an instruction 

Give directions I can compare forward and backward movements 

Start a sequence from the same place 

Predict the outcome of a sequence involving ‘forwards’ and ‘backwards’ commands I can compare 

left and right turns 

Experiment with ‘turn’ and ‘move’ commands to move a robot 

Predict the outcome of a sequence involving up to four commands I can explain what my program 

should do 

Choose the order of commands in a sequence 

Debug my program I can identify several possible solutions 

Plan two programs 

I can use two different programs to get to the same place 

Programme 
Debug 
Algorithm 
Command 
Turn 
Sequence 
 
 
 

KS1 Digital painting  
Make marks with the square and line tools 
Make marks on a screen and explain which tools I used 
Draw lines on a screen and explain which tools I used 

Use the paint tools to draw a picture I can choose appropriate shapes 

Make appropriate colour choices 

Create a picture in the style of an artist I can make dots of colour on the page 

Change the colour and brush sizes 

 

Image 
Artist 
Paint 
Tools 
 



KS1  Digital writing  
Open a word processor 

Recognise keys on a keyboard 

Find keys on a keyboard I can enter text into a computer 

Use letter, number, and Space keys 

Use Backspace to remove text I can type capital letters 

Identify the toolbar and use bold, italic, and underline I can select a word by double-clicking  

Select all of the text by clicking and dragging 

Change the font I can say what tool I used to change the text 

Decide if my changes have improved my writing 

Use ‘Undo’ to remove changes 

Word 
Keyboard 
Text 
Space key 
Backspace 
Toolbar 
Bold 
Italic 
Double-click 
Font 
Undo 

KS1 Grouping data  
Describe objects using labels 

Match objects to groups 

Identify the label for a group of objects 

Group and count objects 

Describe a property of an object 

Find objects with similar properties 

Group similar objects 

Group objects in more than one way  

Describe groups of objects 

Record how many objects are in a group 

Decide how to group objects to answer a question 

Compare groups of objects 

Record and share what I have found  

 

Objects 
Group 
Similar 
Different 
Describe 
Compare  
 

KS1 Digital photography- capturing, editing and improving photos.  
Recognise what devices can be used to take photographs 

Talk about how to take a photograph 

Photograph 
Camera 
Digital 
Landscape 



I can explain what I did to capture a digital photo 
Take photos in both landscape and portrait format 

Discuss how to take a good photograph 

Improve a photograph by retaking it I can explore the effect that light has on a photo 

Experiment with different light sources 

Explain why a picture may be unclear I can recognise that images can be changed 

Use a tool to achieve a desired effect 

Explain my choices I can apply a range of photography skills to capture a photo 

Recognise which photos have been changed 

I can identify which photos are real and which have been changed 
 

Portrait 
 

KS2 Publishing  
Choose a page layout 
Use desktop publishing software – power-point, word or publisher 
Consider careful choices of font size, colour and type to edit and improve premade documents. 
Add text and images to create their own pieces of work using desktop publishing software.  
 

Template  
Orientation  
Placeholder  
Font  
Return  
Backspace  
Shift  
Content  
Publishing  

KS2 Coding – animation 
Children begin by moving a sprite in four directions.  
Explore movement within the context of a maze. 
Use design to choose an appropriately sized sprite. 
Draw lines with sprites and change the size and colour of lines.  
Design and code their own maze-tracing program.  
 

Event  
Action  
Duplicate  
Modify  
Program  
Code  
Navigate  
Command  

KS2 Computer Systems & Networks – The Internet  
Apply knowledge and understanding of networks, to appreciate the internet as a network of 
networks which need to be kept secure.  
Learn that the World Wide Web is part of the internet, 

Network  
World wide web (WWW)  
Websites  
Content  



Explore the World Wide Web to learn about who owns content and what they can access, add, and 
create. 
 Evaluate online content to decide how honest, accurate, or reliable it is, and understand the 
consequences of false information.  
 

Online  
Copyright  
Legal  
Accurate  
Reshare  

KS2 Broadcasting – Podcast/Video 
Listen to a range of podcasts/ watch a range of video and discuss effectiveness 
Examine devices capable of recording digital audio, which will include identifying the input device 
(microphone) and output devices (speaker or headphones).  
Discuss the ownership of digital audio and the copyright implications of duplicating the work of 
others.  
Create a script for broadcasting 
Assign roles within team 
Learn how to record video/audio 
Learn how to edit 
Record and edit broadcast 
Share broadcast with peers 
Evaluate from own and others’ feedback 

Broadcast 
Edit 
Podcast 
Evaluat 
Digital audio  
Copyright  
Recording  
Podcast  
Audio file  
Inputs  
Outputs  
Export  
Fade  
 

KS2 Coding – Repetition in Games 
Explore the concept of repetition in programming using  Scratch.  
Scratch activity where learners can discover similarities between two environments. 
 Examine the difference between count-controlled and infinite loops 
Use knowledge to modify existing animations and games using repetition. 
Design and create a game which uses repetition.  
 

 

KS2 Branching – Data base 
Investigate questions with yes/no answers 
Make up a yes/no question about a collection of objects 
Select an attribute to separate objects into groups 
Create a group of objects within an existing group  
Arrange objects into a tree structure 
Select objects to arrange in a branching database 

Database 
Branching 
Attributes 
Pictogram 
 



Group objects using my own yes/no questions 
Prove my branching database works 
Create yes/no questions using given attributes 
Explain that questions need to be ordered carefully to split objects into similarly sized groups 
Compare two branching database structures 
Explain what a pictogram tells me 
Explain what a branching database tells me 
Compare two ways of presenting information 

 

 

 


