
 

 

  



 

 

 

 

 

Computing programmes of study:  

key stages 1 and 2 National curriculum in England 
 

Purpose of study  

A high-quality computing education equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links with mathematics, science, and design and 

technology, and provides insights into both natural and artificial systems. 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 – able to use, and express themselves and develop their ideas through, information and communication technology – at 

a level suitable for the future workplace and as active participants in a digital world.  

Aims The national curriculum for computing aims to ensure that all pupils:  

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

• 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.  
 

Attainment targets  

By the end of each key stage, pupils are expected to know, apply and understand the matters, skills and processes specified in the relevant programme of study. Schools are not required by law to teach 

the example content in [square brackets].  

Key stage 1  

Pupils should be taught to: 

• 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. 

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

• recognise common uses of information technology beyond school. 

• 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. 

 

Key stage 2  

Pupils should be taught to: 

• 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. 

• 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 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. 

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

 



 

 

 

 

  

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

EYFS Autumn Spring Summer 

Key 
Skills & 
Knowle

dge 
  
  

Introduction to use of the mouse/track pad & experimenting 
with drawing 

  

• To know how to ‘hold’ a mouse.  

• To be able to move a tack pad.  

• To know how to use a laptop touchpad  

• To be able to select colours.  

• To be able to mark make purposefully on the screen.  

• To be able to control the pencil width.  

• To be able to choose tools to experiment with.  

• To be able to use the undo button.  

• To be able to erase parts of pictures.  

• To be able to draw using a touch screen.  

• To be able to draw using mouse control.  

• REC To log on and off a computer.  
  

Introduction to Online Safety & looking after Hardware 
  

  

• To be able to explain what ‘private’ means when using technology.  

• To be able to express how it feels to be uncomfortable with 
something.  

• To be able to name 5 people who can help with negative feelings.  

• To be able to think about how to show kindness to others.  

• To begin to be aware of the impact of a lot of screen time.  

• To be able to take appropriate actions before using technology.  

• To be able to understand why food should be kept away from 
devices.  

• To know safe ways to transport portable devices.  

• To be able to relate being gentle and sharing to the use of devices.  

• To be able to understand what technology is.  

• To be able to identify the main parts of a computer.  

Introduction to Programmable Toys 
  

  

• To be able to describe a route taken by another person 
while it is being enacted.  

• To be able to follow a route taken by another person after 
it has been enacted.  

• To plan routes for toy vehicles.  

• To follow a plan for a toy vehicle.  

• To use the buttons on a floor robot to make it move.  

• To purposefully use the buttons on a floor robot to make it 
move one step at a time.  

• To be able to input a program of 2 or 3 steps into a floor 
robot and then run the program to make it move.  

• To be able to interpret simple instructions to predict the 
outcome.  

• To be able to plan and input instructions for a floor robot 
one step at a time.  

• To be able to plan and input instructions for a floor robot 
more than one step at a time.  

E-
SAFETY 

Online Reputation/Self-
image & identity 

To recognise, online or 
offline, that anyone can say 

‘no to somebody who makes 
them feel sad, 

uncomfortable, embarrassed 
or upset. 

  
To identify ways that I can put 
information on the internet. 

Managing Online Information 
To talk about how to use the 
internet as a way of finding 

information online. 
  

 To identify devices I could use 
to access information on the 

internet. 
  
  

Privacy & Security/Copyright & 
Ownership 

To identify some simple examples 
of my personal information (e.g. 

name, address, birthday, age, 
location). 

  
 To describe who would be 
trustworthy to share this 

information with; I can explain 
why they are trusted. 

  
To know that work I create 

belongs to me.  
  

To name my work so that others 
know it belongs to me. 

Online Relationships & Bullying 
To recognise some ways in which 

the internet can be used to 
communicate 

  
To give examples of how I (might) 
use technology to communicate 

with people I know. 
  

To describe ways that some 
people can be unkind online.  

  
To offer examples of how this can 

make others feel 

Health, Wellbeing & Lifestyle 
To identify rules that help keep us 

safe and healthy in and beyond 
the home when using technology.  

  
To give some simple examples of 

these rules. 

Review 

VOCAB Mouse, Scroll roller, Cursor , Screen, Touch pad, Keyboard, Keys 
, Delete key , Arrow keys, Enter key, Undo, Login    
  
  
      

Private, Screen time, Safe 
  
  

Up, down, left, right, path 

Continuous Provision  
To have role play opportunities for exploring technology around them: 

➢ in the home such as toy microwave, cameras & clocks and use of Mash cams to talk about use of technology in role as a chef or refuse collector, in the outdoors such as traffic lights, walkie talkies and 
construction sites or magnifying tools and use of Mash cams to talk about outdoor technology such as a farmer or police officer, in the wider world such as a toy shopping till, calculator, barcode reader, QR 
code, spacecraft or doctors set and use Mash cams to talk. 

KS1  



 

 

 

 

 

 

 

 

  

 

 

 

 

 



 

 

 

 

 

 

 

 

 

  

 

 



 

 

 

 

 

 

 

  

 

 

 



 

 

 

 

 
Vocabulary Work Bank KS1 

  
Year 1 

Computing systems and networks - Technology 
around us 

Creating media - Digital painting Creating media - Digital writing 

technology, computer, mouse, trackpad, keyboard, 
screen, double-click, typing. 

 

paint program, tool, paintbrush, erase, fill, undo, 
shape tools, line tool, fill tool, undo tool, colour, 

brush style, brush size, pictures, painting, 
computers 

 

word processor, keyboard, keys, letters, type, 
numbers, space, backspace, text cursor, capital 

letters, toolbar, bold, italic, underline, mouse, 
select, font, undo, redo, format, compare, typing, 

writing. 
 

Data and information – Grouping Programming A - Moving a robot Programming B – Programming animations 

object, label, group, search, image, property, colour, 
size, shape, value, data set, more, less, most, 

fewest, least, the same 
 

Bee-Bot, forwards, backwards, turn, clear, go, 
commands, instructions, directions, left, right, 

route, plan, algorithm, program. 
 

ScratchJr, command, sprite, compare, 
programming, area, block, joining, start, run, 

program, background, delete, reset, algorithm, 
predict, effect, change, value, instructions, design. 

 

 

Year 2 
Computing systems and networks - 
Information technology around us 

Creating media - Digital music Creating media - Digital photography 



 

 

 

Information technology (IT), computer, barcode, 
scanner/scan 

 

music, quiet, loud, feelings, emotions, pattern, 
rhythm, pulse, pitch, tempo, rhythm, notes, create, 

emotion, beat, instrument, open, edit. 
 

device, camera, photograph, capture, image, 
digital, landscape, portrait, framing, subject, 

compose, light sources, flash, focus, background, 
editing, filter, format, framing, lighting, 

 

Data and information – Pictograms Programming A - Robot algorithms Programming B - Programming quizzes 

more than, less than, most, least, common, 
popular, organise, data, object, tally chart, votes, 
total, pictogram, enter, data, compare, objects, 
count, explain, attribute, group, same, different, 

conclusion, block diagram, sharing 

instruction, sequence, clear, unambiguous, 
algorithm, program, order, prediction, artwork, 
design, route, mat, debugging, decomposition 

 

sequence, command, program, run, start, outcome, 
predict, blocks, design, actions, sprite, project, 

modify, change, algorithm, build, match, compare, 
debug, features, evaluate, decomposition, code. 

 

 

 
  
  
KS2  

 

 



 

 

 

 
 

 

 

  

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

  

 

 

 

 



 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 

  

 

 

 

 

 



 

 

 

 

 

 

 

 

 

  

 

 


