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Subject Intent Statement 
 

Computing 
 

Our intent for the teaching of computing is to prepare our learners for their future by giving them the opportunities to gain 
knowledge and develop skills that will equip them for an ever changing digital world. Knowledge and understanding of 
ICT is of increasing importance for children’s future both at home and for employment. Our Computing curriculum focuses 
on a progression of skills in digital literacy, computer science and information technology.  It includes a focus on online 
safety in all areas of study to ensure that children become competent in safely using, as well as understanding, 
technology. At Brockholes Wood School we believe that ICT should promote social interaction and collaborative working 
and be used throughout the whole curriculum. 
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Subject implementation Content 
3 and 4 Years Old + Reception 
 

With the removal of assessment of technology from Development Matters 
2021, our learners will be given opportunities to interact and learn about 
the world of technology layered within the wider development 
opportunities within this key stage. This will be done by; 
 

 Using supporting software to give children access to technology 
via the key learning strands.  

 Ensuring continuity in provision by utilising supporting software 
from the same scheme that the children will follow throughout 
their journey at Brockholes Wood. 

 
These opportunities are organised into the whole-school plan under the 
headings; 

 Online safety 

 Communication and Language 

 Expressive Arts 

 Physical Development 

 Understanding the World 

 PSED 
Through the use of these supporting materials, our aim is to give the 
children opportunities to begin their journey to building knowledge and 
skills in the area of technology 

Through discussion and research, as a school we are aware of the many 
links that can be made between computational thinking and the activities 
that surround children in these age groups. 
 

EYFS Computational 
Thinking Skills 

Simple definitions 

Tinkering Playing and exploring 

Making Making things, checking and fixing things 

Collaboration Playing and working collaboratively 

Persevering Not giving up 

Logic Anticipating and explaining is logical reasoning 

Pattern Grouping things, comparing, spotting 
similarities and differences, working out rules 

Abstraction Naming and labelling, working out what is 
important, sticking to the main theme, ignoring 
what is not important, creating a summary 

Algorithms and 
Decomposition 

Responding to instructions, ordering things, 
sequencing things, introducing storylines, 
working out different ways to do things, 
breaking problems down into steps 
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 Digital Literacy 
Online Safety  

Computer Science  Information Technology  

Y1 Recognise common uses for information technology beyond 
school and how it can be used to communicate. Use of child 
friendly message programs and email programs etc. to also 
consolidate word processing skills.   
Unit 1.9 Technology out of school- Autumn 2 
 
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.  
Unit 1.1 Online safety & Explore Purple Mash- Autumn 2 

Understand what algorithms are and how they are 
implemented on digital devices; and that programs 
execute by following precise and unambiguous 
instructions.  
Unit 1.5 Maze Explorers- Summer 1  
 

Use technology purposefully to create, organise, 
store, manipulate and retrieve digital content.  
Unit 1.3 Pictograms- Spring 1  
 

 Digital Literacy 
Online Safety  

Computer Science  Information Technology  

Y2 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.  
Unit 2.2 Online safety- Autumn 2  

 

Understand what algorithms are and how they are implemented 
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.   
Unit 2.1 Coding- Summer 1  

Use technology purposefully to create, organise, 
store, manipulate and retrieve digital content.  
Unit 2.7 Making Music- Autumn 2  
Unit 2.8 Presenting ideas- Spring 2 

 

 Digital Literacy 
Online Safety  

Computer Science  Information Technology  

Y3 Use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways 
to report concern about content and contact. 
Unit 3.5- Email Summer 2 
 

Design and write 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 programs 
work. 
Unit 3.1 Coding- Spring 2 

Select, use and combine a variety of software 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.  
Unit 3.6 Branching databases & Unit 3.8 Graphing- 
Autumn 1 
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 Digital Literacy 
Online Safety  

Computer Science  Information Technology  

Y4 Use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways to 
report concern about content and contact. 
Unit 4.2 Online safety- Summer 1  

 

Use logical reasoning to explain how some simple algorithms work 
and to detect and correct errors in algorithms and programs.  
Unit 4.5 Logo- Spring 1 

 

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 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.  
Unit 4.6 Animation & Unit 4.9 Making Music- Spring 2 

 Digital Literacy 
Online Safety  

Computer Science  Information Technology  

Y5  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.  
 
Use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways to 
report concern about content and contact. 
Unit 5.2 Online Safety Summer 1 
 

Design and write 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.  
Unit 5.5 Game Creator – Spring 1  
 

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 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.  
Unit 5.8 Word processing with Microsoft word (Tablet App)  
Summer 2  

 Digital Literacy 
Online Safety  

Computer Science  Information Technology  

Y6  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.  
 
Use technology safely, respectfully and responsibly; recognise 
acceptable/unacceptable behaviour; identify a range of ways to 
report concern about content and contact. 
Unit 6.2 Online Safety- Spring 2 
 

Design and write 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.  
Unit 6.1 Coding- Autumn 2  

 

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 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.  
Unit 6.4 Blogging- Summer 2  
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Subject Implementation Key Concepts  

Online Safety is taught in Year 2, Year 4 and Year 6 explicitly, to ensure pupils have the knowledge, skills and understanding to work safely wherever they 
encounter technology, but forms the underpinning ethos of Computing and is met in other year groups through assemblies, Kidsafe and Safer Internet Day. 

A variety of software is used to support the Computing and wider curriculum, such as Purple Mash and the Microsoft suite. 

 
Year 
group 

Digital Literacy 
Able to use and express themselves and develop their ideas 

through ICT 
Online Safety 

Internet, acceptable use, social media, peer pressure, 
reporting content 

Computer Science Information technology 

1 Online safety & Explore Purplemash (4 lessons) 
Unit 1.1 Autumn 2 

 
1. To log in safely and understand why that is important.   
To create an avatar and to understand what this is and 
how it is used. 
To be able to create a picture and add their own name to it.    
To start to understand the idea of ‘ownership’ of creative 
work.   To save work to the My Work area and understand 
that this is private space.  
  
2. To learn how to find saved work in the Online Work 
area.    
To learn about what the teacher has access to in Purple 
Mash.  To learn how to see messages left by the teacher on 
their work.  To learn how to search Purple Mash to find 
resources.   
 
3. To become familiar with the types of resources available 
in the Topics section.   
To become more familiar with the icons used in the 

Maze Explorers Unit 1.5 
Summer 1 

 
1. To understand the functionality of the basic direction 
keys in Challenges 1 and 2.  
 To be able to use the direction keys to complete the 
challenges successfully. 
 
2. To understand the functionality of the basic direction 
keys in Challenges 3 and 4.  
To understand how to create and debug a set of 
instructions (algorithm). 
 
3. To use the additional direction keys as part of their 
algorithm.  
To understand how to change and extend the algorithm 
list.  To create a longer algorithm for an activity. 
 
4. To provide an opportunity for the children to set 
challenges for each other.  
To provide an opportunity for the teacher to add these 

Pictograms Unit 1.3 
Spring 1 

1. To understand that data can be represented in picture 
format. 
 
2. To contribute to a class pictogram. 
 
3. To use a pictogram to record the results of an 
experiment. 
 
Key Vocabulary- collect data, compare, data, pictogram, 
record results, title 
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resources in the Topics section.   
To start to add pictures and text to work. 
 
4. To explore the Tools area of Purple Mash and to learn 
about the common icons used in Purple Mash for Save, 
Print, Open, New.   
To explore the Games area on Purple Mash. (extension)   
To understand the importance of logging out when they 
have finished.   
Key Vocabulary-alert, avatar, button, device, file name, 
button, icon, log in/out, notification, menu, my work area, 
private, password 
 

challenges to a display board for the class to try. 
 
 
Key Vocabulary- algorithm, challenge, command, 
direction, instruction, left and right, route, undo, unit  

 
 

Technology outside of school Unit 1.9 (2 lessons) 
Autumn 2  

 
1. To find and understand examples of where technology is 
used in the local community. 
 
2. To record examples of technology outside school. 
Key Vocabulary- computer, technology 
 

 Digital Literacy 
Online Safety 

Computer Science Information technology 

2 Online safety Unit 2.2 (3 lessons) 
Autumn 2 

1. To know how to refine searches using the Search tool.  
To know how to share work electronically using the display 
boards.  
To use digital technology to share work on Purple Mash to 
communicate and connect with others locally.  
To have some knowledge and understanding about sharing 

Coding Unit 2.1 
Summer 1 

1. To understand what an algorithm is.  
To create a computer program using an algorithm. 
 
2. To create a program using a given design.  
To understand the collision detection event. 
 

Making Music Unit 2.7 (3 lessons) 
Autumn 2 

1. To be introduced to making music digitally using 
2Sequence. 
To explore, edit and combine sounds using 2Sequence. 
 
2. To add sounds to a tune to improve it.  
To think about how music can be used to express 
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more globally on the Internet. 
 
2. To introduce Email as a communication tool using 
2Respond simulations.  
To understand how we talk to others when they are not 
there in front of us.  
To open and send simple online communications in the 
form of email. 
 
3. To understand that information put online leaves a 
digital footprint or trail.  
To begin to think critically about the information we leave 
online.  
To identify the steps that can be taken to keep personal 
data and hardware secure 
 
Key Vocabulary- search, display board, internet, sharing, 
Email, attachment, digital footprint 

3. To understand that algorithms follow a sequence.  
To design an algorithm that follows a timed sequence. 
 
4. To understand that different objects have different 
attributes (properties).  
To understand what different events do in code. 
 
5. To create a program using a given design.  
To understand the function of buttons in a program. 
 
6. To know what debugging means.  
To understand the need to test and debug a program 
repeatedly.  
To debug simple programs. 
 
Key vocabulary- action, algorithm, background, button, 
collision detection, debug/debugging, design mode, 
event, key pressed, nesting object, predict, properties, run, 
scale, scene, sequence, sound, test, text, timer, when 
clicked/swiped 

 

feelings and create tunes which depict feelings. 
 
3. To upload a sound from a bank of sounds into the 
Sounds section.  
To record their own sound and upload it into the Sounds 
section.  
To create their own tune using the sounds which they 
have added to the Sounds section. 
 
Key Vocabulary- bmp, composition, digitally, 
instrument, music, sound effects (Sfx), soundtrack, 
tempo, volume 
 

Presenting ideas Unit 2.8 
Spring 2  

 
1. To explore how a story can be presented in different 
ways. 
 
2. To make a quiz about a story or class topic. 
 
3. To make a fact file on a non-fiction topic. 
 
4. To make a presentation to the class. 
 
Key Vocabulary- concept map, quiz, narrative, node, 
non-fiction, audience, animated, presentation 
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 Digital Literacy 
Online Safety 

Computer Science Information technology 

3 Email (inc email safety) Unit 3.5 
Summer 2 

1 To think about the different methods of communication. 
 
2. To open and respond to an email.  
To write an email to someone from an address book. 
 
3. To learn how to use email safely. 
 
4. To learn how to use email safely. 
 
5. To add an attachment to an email. 
 
6. To explore a simulated email scenario. 
 
Key Vocabulary- address book, attachment, BCC, CC, 
communication, compose, Email, inbox, password, 
personal information, save to draft, trusted contact 

 

Coding Unit 3.1 
Spring 2 

 
1. To review previous coding knowledge. . 
To understand what a flowchart is and how flowcharts 
are   used in computer programming. 
 
2. To understand that there are different types of timers.  
To be able to select the right type of timer for a purpose. 
 
3. To understand how to use the repeat command. 
 
4. To use coding knowledge to create a range of 
programs.  
 To understand the importance of nesting. 
 
5 & 6. To design and create an interactive scene. 
 
Key Vocabulary- action, alert, algorithm, background, 
bug, button, click event, code, collision detection event, 
command, debug/debugging, event, flowchart, 
implement, input, interval, nesting, object, predict, 
properties, repeat, run, scene, sequence, test, timer, turtle 
object 
 
 
 
 
 
 
 
 
 

Branching databases Unit 3.6 (4 lessons) 
Autumn 1 

 
1 To sort objects using just YES/NO questions. 
 
2. To complete a branching database using 2Question. 
 
3 & 4. To create a branching database of the children’s 
choice. 
 
 
Key Vocabulary-Binary Tree, database, branching 
database, data, debugging 
 

Graphing Unit 3.8 (2 lessons)   
Autumn 1 

 
1. To enter data into a graph and answer questions. 
 
2. To investigate in order to answer a question.  
To present the results in graphic form. 
 
Key Vocabulary- axis, chart, column, data, graph, 
investigation, row, sorting, tally chart 
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 Digital Literacy 
Online Safety 

Computer Science Information technology 

4 Online Safety Unit 4.2 (4 lessons) 
Summer 1  

 
1. To understand how children can protect themselves from 
online identity theft.  
To understand that information put online leaves a digital 
footprint or trail and that this can aid identity theft. 
 
2. To identify the risks and benefits of installing software 
including apps.  
 
3. To understand that copying the work of others and 
presenting it as their own is called 'plagiarism' and to 
consider the consequences of plagiarism.  
To identify appropriate behaviour when participating or 
contributing to collaborative online projects for learning. 
 
4. To identify the positive and negative influences of 
technology on health and the environment.  
To understand the importance of balancing game and 
screen time with other parts of their lives. 
 
Key Vocabulary- AdFly, attachment, citation, collaborate, 
cookies, copyright, digital footprint, malware, phishing, 
plagiarism, ransomware, SMART rules, spam, virus, 
watermark  

 
 

Effective search Unit 4.7 (3 lessons) 
Summer 1 

 
1.  To locate information on the search results page. 
 

Logo Unit 4.5 
Spring 1  

 

1.  To learn the structure of the language of 2Logo.  
To input simple instructions in 2Logo. 
 
2. To use 2Logo to create letter shapes. 
3. To use the Repeat command in 2Logo to create shapes. 
 
4. To use and build procedures in 2Logo. 
 
Key Vocabulary- debugging, grid, LOGO, LOGO 
commands-FD,BK, LT, RT, multi-line mode, pen down, 
pen up, prediction, procedure, repeat, Run Speed, SETPC, 
SETPS 

Animation Unit 4.6 (3 lessons) 
Spring 2 

 
1 To decide what makes a good, animated film or 
cartoon and discuss favourite animations.  
To learn how animations are created by hand.  
To find out how 2Animate animations can be created in 
a similar way using technology. 
 
2. To learn about onion skinning in animation.  
To add backgrounds and sounds to animations. 
 
3. Introducing ‘stop motion’ animation.   
To share animation the class blog. 
 
Key Vocabulary- animation, FPS (frames per second), 
frame, onion skinning, pause, stop motion 
 
 
 

 

Making Music Unit 4.9 (4 lessons)  
Spring 2  

 
1 To identify and discuss the main elements of music: 
Pulse, Rhythm, Tempo, Pitch, Texture 
 
2. To understand and experiment with rhythm and 
tempo. 
 
3. To create a melodic phrase. 
 
4. To compose a piece of electronic music. 
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2. To use search effectively to find out information. 
 
3. To assess whether an information source is true and 
reliable. 
Key Vocabulary- balanced view, Easter eggs, internet, key 
words, reliability, results page, search engine 

Key Vocabulary-BMP (beats per minute), dynamics, 
harmonious, melody, pitch, pulse, rhythm, tempo, 
texture, synths (synthesizer)  
 
 
 

 Digital Literacy 
Online Safety 

Computer Science Information technology 

5 Online Safety Unit 5.2 
Summer 1 

1. To gain a greater understanding of the impact that 
sharing digital content can have.  
To review sources of support when using technology.  
To review children’ responsibility to one another in their 
online behaviour. 
 
2. To know how to maintain secure passwords.  
To understand the advantages, disadvantages, 
permissions, and purposes of altering an image digitally 
and the reasons for this. To be aware of appropriate and 
inappropriate text, photographs and videos and the impact 
of sharing these online. 
 
3. To learn about how to reference sources in their work.  
To search the Internet with a consideration for the 
reliability of the results of sources to check validity and 
understand the impact of incorrect information. 
 
4. Ensuring reliability through using different methods of 
communication. 
Key Vocabulary- citation, collaborate, communication, 
copyright, creative commons licence, encrypt, identity theft, 
malware, ownership, password, personal information, 
phishing, reliable source, smart rules, spoof, validity 

Game Creator Unit 5.5 (5 lessons)  
Spring 1  

 
1. To Introduce the 2DIY 3D tool.   
To begin planning a game. 
 
2. To design the game environment. 
 
3. To design the game quest to make it a playable game. 
 
4. To finish and share the game. 
 
5. To self- and peer-evaluate. 
 
Key Vocabulary- evaluation, feedback, image, 
instructions, promotion, quest, scene, screenshot, texture, 
theme 
 

 

 

Word processing with Microsoft word  
 Unit 5.8 (Tablet App)  

Summer 2  
 

1. To know what a word processing tool is for.  
 
2. To add and edit images to a word document. 
 
3. To know how to use word wrap with images and text. 
 
4. To change the look of text within a document. 
 
5. To add features to a document to enhance its look and 
usability. 
 
6. To use tables within MS Word to present information. 
 
7. To introduce children to templates. 
 
Key Vocabulary- bulleted lists, Caps Lock, captions, copy 
and paste, copyright, cursor, document, font, formatting, 
hyperlink, merge cells, page orientation, readability, text 
wrapping, word art, word processing tool 

 Digital Literacy Computer Science Information technology 
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Online Safety 
6 Online Safety Unit 6.2 

Spring 2  
1. To identify benefits and risks of mobile devices 
broadcasting the location of the user/device, e.g., apps 
accessing location.  
To identify secure sites by looking for privacy seals of 
approval, e.g., https, padlock icon.  
To identify the benefits and risks of giving personal 
information and device access to different software. 
 
2. To review the meaning of a digital footprint and 
understand how and why people use their information and 
online presence to create a virtual image of themselves as a 
user.  
To have a clear idea of appropriate online behaviour and 
how this can protect themselves and others from possible 
online dangers, bullying and inappropriate behaviour.  
To begin to understand how information online can persist 
and give away details of those who share or modify it. 
 
3. To understand the importance of balancing game and 
screen time with other parts of their lives, e.g., explore the 
reasons why they may be tempted to spend more time 
playing games or find it difficult to stop playing and the 
effect this has on their health.   
To identify the positive and negative influences of 
technology of health and the environment.  
Key Vocabulary- data analysis, digital footprint, 
inappropriate, location sharing, password, PEGI rating, 
phishing, print screen, screen time, secure websites, spoof 

Coding Unit 6.1 
Autumn 2  

 
 
1 & 2.  To design a playable game with a timer and a 
score.  
To plan and use selection and variables.  
To understand how the launch command works.  
 
3. To use functions and understand why they are useful.   
To understand how functions are created and called.   
 
4. To use flowcharts to test and debug a program.  
To create a simulation of a room in which devices can be 
controlled. 
 
5. To understand the different options of generating user 
input in 2Code.  
To understand how user input can be used in a program. 
 
6. To understand how 2Code can be used to make a text-
based adventure game. 
  
Key Vocabulary- action, algorithm, command, co-
ordinates, decomposition, debug/debugging, event, 
execute/run, event, flowchart , function, input, launch 
command, input, object, output, procedure, properties, 
predict, repeat, repeat until, selection, sequence, 
simulation, tab, timer, variable,  

Blogging Unit 6.4 
Summer 2 

 
 
1 To identify the purpose of writing a blog.  
To identify the features of successful blog writing. 
 
2. To plan the theme and content for a blog. 
 
3. To understand how to write a blog and a blog post.  
To consider the effect upon the audience of changing the 
visual properties of the blog.  
To understand how to contribute to an existing blog. 
 
4. To understand the importance of commenting on 
blogs.  To peer-assess blogs against the agreed success 
criteria.  
To understand how and why blog posts and comments 
are approved by the teacher. 
 
Key Vocabulary-approval, archive, blog, blog post, 
collaborate, commenting, vlog 
 

 

 

 


