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(Teach Computing units of work) 

	Year Group
	Computing Systems & Networks
	Creating Media
	Data & Information
	Programming
	Online Safety Focus (Project EVOLVE strands)

	EYFS (Barefoot & Topics)     
	Technology in our world: Identifying everyday technology during role-play and community topics.
	Tinkering: Exploring how interactive toys work; taking simple digital photos of topic work.
	Patterns: Spotting and making repeating patterns using physical resources or math toys.
	Algorithms (Unplugged): Giving and following precise directional instructions to peers or characters.
	• Self-Image & Identity
• Online Relationships
• Managing Information

	Year 1
	Technology around us: Naming the main parts of a computer; mastering mouse clicks and keyboard keys.
	Digital Painting & Writing: Experimenting with lines and tools; typing simple words and sentences.
	Grouping data: Labelling, sorting, and categorizing physical objects based on shared properties.
	Moving a robot: Writing sequential commands to control a physical floor robot (e.g., Bee-Bot).
	• Privacy & Security (Secret passwords)
• Online Relationships (Kindness online)

	Year 2
	IT around us: Identifying how technology is used outside school (e.g., shops, libraries, scanners).
	Digital Photography & Audio: Capturing and editing photos; creating rhythm patterns with audio tools.
	Pictograms: Collecting data on tally charts and entering it to build a digital pictogram.
	Algorithms & Animations: Moving from physical toys to introductory block coding (e.g., ScratchJr).
	• Digital Footprint (Our online trail)
• Health & Lifestyle (Screen time)

	Year 3
	Connecting devices: Explaining how inputs, processes, and outputs work across a local network.
	Animation & Publishing: Designing frame-by-frame animations; combining text and layouts.
	Branching databases: Using yes/no questions to dynamically classify animals or objects.
	Sequencing in blocks: Building on-screen movement using events and exact sequences in Scratch.
	• Copyright & Ownership (Google images)
• Managing Online Info (Fact vs. fiction)

	Year 4









	The Internet: Understanding the internet as a network of networks that transfers data via routers.
	Audio & Photo Editing: Recording and mixing voice tracks; editing digital photos to change meaning.
	Data logging: Using physical sensors to measure and log external data (e.g., light, temperature).
	Repetition in shapes: Using count-controlled loops (repeat blocks) to code geometric patterns.
	• Online Reputation (Digital footprints)
• Cyberbullying (Recognizing and reporting)

	Year 5
	Sharing information: Investigating how web search engines crawl, index, and rank search results.
	Vector graphics & Video: Layering geometric shapes to build artwork; filming and editing videos.
	Flat-file databases: Searching, sorting, and filtering large organizational datasets.
	Selection & Physical Computing: Programming conditions (IF...THEN) using Micro:bits or quizzes.
	• Privacy & Security (Phishing/scams)
• Online Identity (Media representations)

	Year 6
	Communication: Exploring how data is split into packets and shared across the World Wide Web.
	3D Modelling & Web Design: Designing virtual structures; writing basic HTML code for a webpage.
	Spreadsheets: Introducing formulas (SUM, AVERAGE) to automate numerical calculations.
	Variables in games: Coding dynamic games that track scores, timers, or health bars using variables.
	• Media Literacy (Deepfakes and bias)
• Managing Change (Transition to secondary)



In addition to this the Autumn 1 computing focus is covering a number of Project Evolve strands to ensure good coverage of online safety topics:
	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	1. Self-Image and Identity
	
	I can explain how other people may look and act differently online and offline.
	I can explain what is meant by the term ‘identity’.
	I can explain that others online can pretend to be someone else, including my friends, and can suggest reasons why they might do this.
	Covered with Jigsaw PSHE
	I can identify and critically evaluate online content relating to gender, race, religion, disability, culture and other groups, and explain why it is important to challenge and reject inappropriate representations online.

	2. Online Relationships
	Covered with Jigsaw PSHE
	
	I can explain how someone’s feelings can be hurt by what is said or written online
	
	I can explain that there are some people I communicate with online who may want to do me or my friends harm. I can recognise that this is not my / our fault.
	Covered with Jigsaw PSHE

	3. Online Reputation
	I can describe what information I should not put online without asking a trusted adult first.
	I can explain how information put online about someone can last for a long time.
	Covered with Jigsaw PSHE
	I can explain ways that some of the information about anyone online could have been created, copied or shared by others.
	I can describe ways that information about anyone online can be used by others to make judgments about an individual and why these may be incorrect
	Covered with Jigsaw PSHE

	4. Online Bullying
	I can describe how to behave online in ways that do not upset others and can give examples.
	I can explain what bullying is, how people may bully others and how bullying can make someone feel.
	I can give examples of how bullying behaviour could appear online and how someone can get support.

	
	I can describe how what one person perceives as playful joking and teasing (including ‘banter’) might be experienced by others as bullying.
	I can describe how to capture bullying content as evidence (e.g screen-grab, URL, profile) to share with others who can help me.

	5. Managing Online Information
	I know / understand that we can encounter a range of things online including things we like and don’t like as well as things which are real or make believe / a joke.
	
	I can explain the difference between a ‘belief’, an ‘opinion’ and a ‘fact. and can give examples of how and where they might be shared online, e.g. in videos, memes, posts, news stories etc.
	I can analyse information to make a judgement about probable accuracy and I understand why it is important to make my own decisions regarding content and that my decisions are respected by others.
	Covered with Jigsaw PSHE
	I can explain how and why some people may present ‘opinions’ as ‘facts’; why the popularity of an opinion or the personalities of those promoting it does not necessarily make it true, fair or perhaps even legal.

	6. Health, Wellbeing & Lifestyle
	I can explain rules to keep myself safe when using technology both in and beyond the home.
	I can explain simple guidance for using technology in different environments and settings e.g. accessing online technologies in public places and the home environment.
	I can explain why some online activities have age restrictions, why it is important to follow them and know who I can talk to if others pressure me to watch or do something online that makes me feel uncomfortable (e.g. age restricted gaming or web sites).
	I can identify times or situations when someone may need to limit the amount of time they use technology e.g. I can suggest strategies to help with limiting this time.
	I can describe ways technology can affect health and well-being both positively (e.g. mindfulness apps) and negatively.
	I can describe common systems that regulate age-related content (e.g. PEGI, BBFC, parental warnings) and describe their purpose.

	7. Privacy and Security
	Covered with Jigsaw PSHE
	
	
	I can explain that internet use is never fully private and is monitored, e.g. adult supervision.
	I can explain how many free apps or services may read and share private information (e.g. friends, contacts, likes, images, videos, voice, messages, geolocation) with others.
	I can describe ways in which some online content targets people to gain money or information illegally; I can describe strategies to help me identify such content (e.g. scams, phishing).

	8. Copyright and Ownership
	I can explain why work I create using technology belongs to me
	I can recognise that content on the internet may belong to other people.
	I can explain why copying someone else’s work from the internet without permission isn’t fair and can explain what problems this might cause.
	When searching on the internet for content to use, I can explain why I need to consider who owns it and whether I have the right to reuse it.
	I can give examples of content that is permitted to be reused and know how this content can be found online.
	I can demonstrate the use of search tools to find and access online content which can be reused by others.
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