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Key Stage 1 National Curriculum Expectations Key Stage 2 National Curriculum Expectations 

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. 

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. 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Intent 

At our school, we want pupils to embrace and love technology. Technology is everywhere and will play a pivotal part in students' lives. Therefore, we want to model and educate our pupils on how to 

use technology positively, responsibly and safely. We want our pupils to create and innovate, and our broad curriculum encompassing computer science, information technology and digital literacy 

reflects this. We want our pupils to understand that there is always a choice with using technology and as a school we utilise technology to model positive use. We recognise that the best 

prevention for a lot of issues we currently see with technology/social media is through education. We recognise that technology can allow pupils to share their learning in creative ways. We also 

understand the accessibility opportunities technology can provide for our pupils. We encourage staff to try and embed computing across the whole curriculum to make learning creative and 

accessible. We want our pupils to be fluent with a range of tools to best express their understanding and hope by Upper Key Stage 2, children have the independence and confidence to choose the 

best tool to fulfil the task and challenge set by teachers. 

Implementation 

 

We have created a comprehensive progression document for staff to follow to best embed and cover every element of the computing curriculum. The knowledge/skills statements build year on year 

to deepen and challenge our learners. We feel the majority of computing should be embedded across the curriculum.  It is our hope that this approach will allow for flexibly but more importantly, will 

give each task a purpose withing a meaningful context by using technology to demonstrate learning in other subjects. We also recognise that we need to balance this embedded approach with the 

discrete teaching of some elements, for example a timetabled Computer Science lesson which requires more explicit teaching, or a ‘tinkering session’ which might look at introducing a new app or tool.  

This gives children the opportunity to experiment and familiarise themselves with the different elements and tools before it can be applied in a more focused approach across the curriculum. This is 

the way we want computing delivered in our school, embedded to allow learning to be more accessible and allow learners to be more creative in demonstrating their learning.  
 

 

 

 

Impact 

And what is the impact of the curriculum we deliver?... Learning in computing will be enjoyed across the school. Teachers will have high expectations and quality evidence will be presented in a variety 

of forms. Children will use digital and technological vocabulary accurately, alongside a progression in their technical skills. They will be confident using a range of hardware and software and will produce 

high-quality purposeful products. Children will see the digital world as part of their world, extending beyond school, and understand that they have choices to make. They will be confident and respectful 

digital citizens going on to lead happy and healthy digital lives.  

 

 



Computer Science 
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s Children understand what algorithms are, how they are 

implemented as programs on digital devices, and that 

programs execute by following precise and unambiguous 

instructions. They create, debug and use logical 

reasoning to predict the behaviour of simple programs. 

 

 

Children design, write and debug programs that accomplish specific goals, including controlling or simulating 

physical systems; they solve problems by decomposing them into smaller parts. They use sequence, selection, and 

repetition in programs and work with variables and various forms of input and output. They use logical reasoning 

to explain how some simple algorithms work and to detect and correct errors in algorithms and programs. 
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Children begin to understand their influence on technology 

by developing their programming skills to determine output. 

They begin to understand that an algorithm is a series of 

steps for solving problems and a code is a series of steps 

that machines can execute. They begin to explore 

debugging, predicting when codes may not work and 

changing them. 

 

Children build on their programming skills by solving 

problems and programming commands to achieve a 

specific outcome. They begin to write programs, 

explain algorithms and identify errors in their work.  

 

Children build on their programming skills by using new 

systems such as a flowchart. They continue to break down 

problems and create algorithms to solve them. They are able 

to explain the outcome of an algorithm with confidence and 

accuracy. 

 

Information Technology 
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s Children use technology purposefully to create, 

organise, store, manipulate and retrieve digital content. 

 

Children 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. 

 

 

 

 

Pu
pi

l 
O

ut
co

m
e
s 

Children begin to understand the particular purposes 

technology can be used for and that by adding text and 

images you can communicate with technology. Children 

develop their skills in typing, selecting tools and organising 

information. Children will also begin to develop their editing 

skills and control of the tools. 

In addition, children begin to look at how pictograms can be 

used to represent data, developing their abilities to sort 

information.  

 

Children develop their skills of formatting, organising 

their work to demonstrate specific effects. They also 

develop their editing skills further (cropping, 

organising and arranging esp. in animations) and are 

able to evaluate theirs and others’ work. In LKS2, they 

will have the opportunity to express themselves more 

through digital technology, art, animation, PowerPoint 

and posters/leaflets. Children also look at the history 

of animation and reflect upon the changes over time. 

Children should continue to demonstrate control when 

Children begin to look at new software, creating 3D models 

and learning how to orbit, zoom and develop their editing 

skills further. They become more confident in inserting 

links, images and formatting text to create effect.  

Children develop their creativity using technology through 

photography. 

Children begin to look more into multimedia broadcasting, 

learning new skills including using green screen technology 

and recording speeches.  They become more confident in 

post-production with editing, trimming and refining their 



 

 

 

 

 

 

 

 

 operating tools as in KS1. 

In addition, children begin to explore expressing 

information in tables, sorting and organising 

information for others to be able to understand. 

 

work based on plans they have made. 

Data Handling in UKS2 focuses on selecting the correct 

method to display data and using software such as 

spreadsheets. Children also learn how to check the accuracy 

of data and compare data for a specific purpose. 

 

Digital Literacy (including online safety) 
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Children can use technology safely and respectfully, 

keeping personal information private; they 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 common uses of information 

technology beyond school. 

Children 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. They use search 

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

content. 

Children use technology safely, respectfully and responsibly. They recognise acceptable/unacceptable behaviour 

and identify a range of ways to report concerns about content  

and contact. 
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Children are able to identify uses of technology in their 

everyday lives.  They begin to consider their activity on the 

internet and learn about ways to keep themselves safe and 

why it is important to do so. They also compare appropriate 

and inappropriate activity on the internet and decide what 

to  

do next. Children begin to learn to basics of searching 

websites in a safe and effective way. 

Children understand the parts of a computer and refer 

to online safety rules when discussing technology in 

their lives. They are able to navigate between websites 

and use safe search terms on trusted search engines. 

They become more confident in using email for 

communication, including attaching and saving files 

from emails. In addition, Children become more aware 

of their digital footprint by reflecting on their 

experience on the internet. They are able to 

understand more about age-appropriate websites and 

adverts and how adverts are used by companies. 

Children are also introduced to the concept of 

plagiarism and citation. 

 

Children understand how the internet works and can use 

safe search terms on trusted search engines, and evaluate 

websites based on layout and information. They become 

more confident in understanding Google rankings, adverts 

and the reliability of websites and learn how to reference 

sources of information. Children are encouraged to identify 

online risks and share their knowledge of the risks and 

consequences for people online. They begin to think more 

critically about what they see online and look at the concept 

of fake news and false photographs. 
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E-safety and Exploring Purple Mash – Unit 1.1 Purple 

Mash 

 

Children: 

 

• Begin to understand that some work is online (internet 

based) and some is offline 

• Explore an online learning platform. 

• Can safely open and close applications and log in and log 

out of websites. 

 

Key vocabulary: Online. Offline. Internet. Website.  

Applications (apps). Log in. Password. Username. Avatar. My 

work. Log out. Save. Topics. Tools. 

Mary Anning PowerPoint  

(Curriculum link – Science: Rocks, Soils and Fossils) 

 

Children: 

 

• Can create different effects with different 

technological tools, demonstrating control; 

• Can use appropriate keyboard commands to amend 

text on a device; 

• Can save, retrieve and evaluate work, making 

amendments; 

• Can insert a picture/text/hyperlink from the 

internet or a personal file; 

 

Key vocabulary: Draw. Object. Shape. Line. line colour. 

fill colour. Group. Ungroup. Font. Size. text box. 

Format. Image. Wrap text. Plan. Link. Image. Object. 

Link. Hyperlink. Minimise. Restore. Size. Move. Screen. 

Split. Create. Organise. File. Folder. Close. Exit. Search. 

Print. Password. Screenshot. Snipping tool. Shift. Undo. 

Redo. Menu. Dictionary. Highlight. Cursor. Toolbar. 

Spellcheck. 

 

. 
 

E-Safety - Unit 5.2 Purple Mash 

Children: 

 

• Gain a greater understanding of the impact that sharing 

digital content can have.  

• Review sources of support when using technology and 

children’s responsibility to one another in their online 

behaviour.  

• Know how to maintain secure passwords. 

• Understand the advantages, disadvantages, permissions 

and purposes of altering an image digitally and the 

reasons for this.  

• Are aware of appropriate and inappropriate text, 

photographs and videos and the impact of sharing these 

online.  

• Learn about how to reference sources in their work . 

• Search the Internet with a consideration for the 

reliability of the results of sources to check validity and 

understand the impact of incorrect information.  

• Ensure reliability through using different methods of 

communication. 

 

Key vocabulary: Online safety. SMART rules. Password. 

Reputable Encryption. Identity theft. Shared image. 

Plagiarism. Citations. Reference. Bibliography 

 

 

Spreadsheets – Excel  

(Curriculum link – RHE budgeting) 

 

Children: 

• Can construct data on the most appropriate application; 

• know how to interpret data, including spotting inaccurate 

data and comparing data; 

• Use keyboard shortcuts and functions to input data on 

spreadsheets and create formulas for spreadsheets; 

• Can add data to an existing database;  

 

Key vocabulary: Insert. Table. Spreadsheet. Cell. Row. Column. 

formula/formulas. Calculate. Format. Edit. Insert. Ascending. 

Descending. 
a  
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 E-Safety - Unit 3.2 Purple Mash 

Children: 

 

• Know what makes a safe password, how to keep 

passwords safe and the consequences of giving your 

passwords away. 

• Understand how the Internet can be used to help us 

to communicate effectively. 

• Understand how a blog can be used to help us 

communicate with a wider audience. 

• Consider if what they read on websites is true. 

• Explore ‘spoof’ websites. 

• Create a ‘spoof’ webpage. 

• Think about why these sites might exist and how to 

check that the information is accurate. 

• Learn about the meaning of age restrictions symbols 

on digital media and devices. 

• Discuss why PEGI restrictions exist. 

• Know where to turn for help if they see 

inappropriate content or have inappropriate contact 

from others. 

 

Key vocabulary: Online safety. SMART rules. Password. 

Internet. Blog. Concept map. Username. Website. 

Webpage. Spoof website. PEGI rating.  

 

Coding – Various units in Purple Mash to ensure continuity 

and progression through building on previous skills 
Unit 5.1: lesson 1 (review) 

Unit 5.1: lesson 2 (Simulating a physical system) 

Unit 5.1: lesson 4 (Creating a game with a score and timer) 

Unit 5.1: lesson 5 (Creating a game with a score and timer) 

Unit 5.1: lesson 6 (The Launch Command) 

Unit 6.1: lesson 4 (Using User Input)  

 

Children: 

 

• Can represent a program design and algorithm.  

• Can create a program that simulates a physical system using 

decomposition. 

• Can use the Launch command in 2Code Gorilla  

• Can program a playable game with timers and scorepad. 

• Can code user interactivity using input functions 

 

 

Key vocabulary: Action. Alert. Algorithm. Bug. Code Design. 

Command. Control. Debug/Debugging. Design Mode. Event. Get 

input. If. If/Else. Input. Output. Object. Repeat. Sequence. 

Selection. Simulation. Timer, Variable. 
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Technology Outside School – Unit 1.9 Purple Mash  

 

Children:  

 

• Understand how technology can help people in everyday 

lives. 

• Can find and record examples of where technology is 

used in and outside school. 

 

Key vocabulary: Technology. Device. Online. Offline. 

Internet. Website.   

 

Word (Laptops) 

 

Children: 

 

• Can using keyboard commands, add text, and manipulate 

fonts, using some of the features of Word e.g. 

underlining; 

• Can use applications and devices in order to communicate 

ideas, work and demonstrate control; 

• Can save, retrieve and organise work; 

 

Key vocabulary: Tools. Undo. Redo. Text. Image. Size. 

Launch. Application. Software. Window. Minimise. Restore. 

Size. Move. Screen. Close. Click. Drag. log on. log off. 

Keyboards. Keys. Mouse. Click. Button. double click. Drag. 

Present. 
 

‘Looking After our Teeth’ leaflet using 2Publish (Purple 

Mash) 

(Curriculum link – Science: animals including humans)  

 

Children: 

 

• Can create different effects with different 

technological tools, demonstrating control; 

• Can use appropriate keyboard commands to amend 

text on a device; 

• Can save, retrieve and evaluate work, making 

amendments; 

• Can insert a picture/text/graph/hyperlink from the 

internet or a personal file; 

 

Key vocabulary: Draw. Object. Shape. Line. line colour. 

Fill colour. Group. Ungroup. Font. Size. Text box. Format. 

Image. Wrap text. Plan. Link. Image. Object. Link. 

hyperlink. Minimise. Restore. Size. Move. Screen. Split. 

Create. Organise. File. Folder. Close. Exit. Search. Print. 

Password. Screenshot. Snipping tool. Shift. Undo. Redo. 

Menu. Dictionary. Highlight. Cursor. Toolbar. Spellcheck. 
 

Databases – Unit 5.4 Purple Mash 

 

Children: 

 

• learn how to search for information in a database 

• Can contribute to a class database.  

• Can create a database around a chosen topic. 
 

Key vocabulary: Avatar. Binary tree (branching database). 

Charts. Collaborative. Data. Database. Find. Record. Sort, 

Group and Arrange. Statistics and reports. Table. 
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E-safety – Smartie the Penguin (version 2) and Hector’s 

World 

 

• Identify what things count as personal information. 

• Begin to understand that not all content on websites is 

true (spoof websites) 

• Know to seek help from an adult when they see something 

that is unexpected or worrying. 

 

Key vocabulary: SMART - safe, meet, accept, reliable, tell. 

Online. Trusted adult. Personal information. Safety. Stranger 

danger. Internet. Spoof websites. 

 

 

Pictograms – Unit 1.3 Purple Mash 

 

Children: 

 

• Understand that data can be represented in picture 

format 

• Can contribute to a class pictogram.  

• Can use a pictogram to record the results of an 

experiment. 

 

Key vocabulary: Pictogram. Data. Collate. 

 

Coding – Various units in Purple Mash to ensure 

continuity and progression through building on previous 

skills 
Unit 3.1: lesson 1 (review) 

Unit 3.1: lesson 2 (Simulating a physical system) 

Unit 4.1: lesson 4 (Making a timer) 

Unit 3.1: lesson 6 (Debugging) 

Unit 4.1: lesson 5 (Making a control simulation) 

Unit 4.1: lesson 6 (Decomposition and abstraction)  

 

Children:  

  

• Can design algorithms using flowcharts. 

• Can design an algorithm that represents a physical 

system and code this representation. 

• Deepen understanding of the different between 

timers and repeat commands. 

• Know what debugging means. 

• Can debug simple programs. 

• Explore how 2Code can be used to investigate control 

by creating a simulation. 

• Learn about and use computational thinking terms; 

decomposition and abstraction. 

 

Key vocabulary: Action. Algorithm. Bug. Code block. Code 

Design. Command. Control. Debug/Debugging. Design 

Mode. Event. If. Input. Output. Object. Properties. 

Repeat. Computer Simulation. Selection. Timer. Variable 

 

3D Modelling 

(Curriculum Link – CAD design in DT) 

 

Children: 

• Are introduced to CAD software and the skills of 

computer aided design.  

• Explore the effect of moving points when designing.  

• Understand designing for a purpose.  

• Understand printing and making. 

 

Key vocabulary: CAD – Computer aided Design. Modelling. 

3D. Viewpoint. Polygon. 2D. 3D Printing. Points. Template. 

Net. 
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E-Safety (E-mail) - Unit 3.5 Purple Mash 

 

Children: 

 

• think about different methods of communication. open 

and respond to an email.  

• write an email to someone using an address book.  

• learn how to use email safely.  

• add an attachment to an email.  

• explore a simulated email scenario.  

 

Key vocabulary: Communication. Email. Compose. Send. 

Report to the teacher. Attachment. Address book. Save 

to draft. Password. CC. Formatting 
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E-safety and Exploring Purple Mash – Unit 1.1 Purple 

Mash 

 

Children: 

• become increasingly familiar with and can use the 

features and digital tools available on an online learning 

platform 

 

Key vocabulary: Online. Offline. Internet. Website.  

Applications (apps). Log in. Password. Username. Avatar. My 

work. Log out. Save. Topics. Tools. 

 

 

 

 

 

 
 

Coding – Various units in Purple Mash to ensure 

continuity and progression through building on previous 

skills 
Unit 4.1: lesson 1 (review) 

Unit 3.1: lesson 3 (Introducing ‘if’ statements) 

Unit 4.1: lesson 2 (‘if/else’ statements) 

Unit 3.1: lesson 5 (Repetition) 

Unit 4.1: lesson 3 (Repeat until) 

Unit 3.1: lesson 4 (variables)  

 

Children:  

 

• Can use selection in coding with the ‘if’ command. 

• Can use selection in coding with the ‘if/ else’ 

command.  

• Explore a flowchart design for a program with an 

if/else statement. 

• Can create a program with an object that repeats 

actions indefinitely.  

• Can use the ‘repeat until’ with variables to determine 

the repeat. 

• Understand and use variables in 2Code.  

 

Key vocabulary: Action. Alert. Algorithm. Bug. Code 

Design. Command. Debug/Debugging. Design Mode. 

Event. Get Input. Output. Object. Repeat. Selection. 

Simulation. Timer. Variable. 

 

E-safety - Unit 4.2 Purple Mash 

 

Children: 

• Understand how pupils can protect themselves from 

online identity theft. 

• Understand that information put online leaves a 

digital footprint or trail and that this can aid identity 

theft. 

• Identify the risks and benefits of installing software 

including apps. 

• Understand that copying the work of others and 

presenting it as their own is called 'plagiarism' and 

consider the consequences of plagiarism. 

• Identify appropriate behaviour when participating or 

contributing to collaborative online projects for 

E-Safety - Unit 6.2 Purple Mash 

 

Children: 

• Identify benefits and risks of mobile devices 

broadcasting the location of the user/device. 

• Identify secure sites by looking for privacy seals of 

approval.  

• Identify the benefits and risks of giving personal 

information.  

• Review the meaning of a digital footprint.  

• Have a clear idea of appropriate online behaviour.  

• Begin to understand how information online can persist. 

• Understand the importance of balancing game and 

screen time with other parts of their lives. 

• Identify the positive and negative influences of 

technology on health and the environment. 

 

Key vocabulary: Mobile devices. Privacy seals of approval. 

Personal information. Digital footprint. Password. PEGI rating. 

Phishing. Screen time. Spoof website, scams. 

 

Multi-media Broadcasting (workshop) 

(Curriculum link – writing, recording and editing speeches as 

part of History WW2 topic) 

 

Children:  

 

• Can use the skills already developed to create content using 

unfamiliar technology. 

• Can collect audio from a variety of resources including own 

recordings and internet clips. 

• Can use a digital device to record video and audio. 

• Can trim, arrange and edit their recording to improve 

quality; 

• Can publish their work and use a movie editing package to 

edit/refine and add titles; 

 

Key vocabulary: Audio. Film. Record. Edit. Play stop. Skip.. 

Input. Output. Record. Edit. Digital content. Downloadable. 

Backing track. Voiceover. Mute. Production. Post-production. 

Documentary. Project. Evaluation. Upload.  



learning. 

• Identify the positive and negative influences of 

technology on health and the environment. 

• Understand the importance of balancing game and 

screen time with other parts of their lives. 

 

Key vocabulary: Computer virus. Cookies. Copyright. 

Digital footprint. Email. Identity theft. Malware. 

Phishing. Plagiarism. Spam. 
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BeeBots 

 

Children: 

 

• Understand the functionality of the direction keys.  

• Follow instructions to make something happen so it works. 

• Control the movement of a floor turtle (e.g. a BeeBot) 

using single commands (e.g. FD or RT). 

• Control the movement of a floor turtle (e.g. a BeeBot) 

using move than one command (e.g. FD then RT) to make it 

work well.  

• Understand how to create and debug a set of instructions 

(algorithm).  

• Predict the outcome of a given set of instructions 

(algorithm)  

 

Key vocabulary: Instruction. Algorithm.  Computer. Program. 

Debug. Direction. Arrow. Undo. Rewind. Right turn. Forward. 

Backwards. Left turn. 
 

 

 

 

 

Autumn 1 cont. - Coding – Various units in Purple 

Mash to ensure continuity and progression through 

building on previous skills 
Unit 4.1: lesson 1 (review) 

Unit 3.1: lesson 3 (Introducing ‘if’ statements) 

Unit 4.1: lesson 2 (‘if/else’ statements) 

Unit 3.1: lesson 5 (Repetition) 

Unit 4.1: lesson 3 (Repeat until) 

Unit 3.1: lesson 4 (variables)  

 

Children:  

 

• Can use selection in coding with the ‘if’ command. 

• Can use selection in coding with the ‘if/ else’ 

command.  

• Explore a flowchart design for a program with an 

if/else statement. 

• Can create a program with an object that repeats 

actions indefinitely.  

• Can use the ‘repeat until’ with variables to determine 

the repeat. 

• Understand and use variables in 2Code.  

 

Key vocabulary: Action. Alert. Algorithm. Bug. Code 

Design. Command. Debug/Debugging. Design Mode. 

Event. Get Input. Output. Object. Repeat. Selection. 

Simulation. Timer. Variable. 

 

Coding – Various units in Purple Mash to ensure continuity 

and progression through building on previous skills 
Unit 6.1: lesson 1 (Designing and writing a more complex programme) 

Unit 6.1: lesson 2 (Designing and writing a more complex programme) 

Unit 5.1: lesson 3 (Introducing text variables) 

Unit 6.1: lesson 3 (Introducing functions) 

Unit 6.1: lesson 5 (Flowcharts and control simulations) 

Unit 6.1: lesson 6 (Text Adventure)  

 

Children: 

 

• Can use the program design process, including flowcharts, 

to develop algorithms for more complex programs using and 

understanding of abstraction and decomposition to define 

the important aspects of the program.  

• Can code, test and debug from these designs.  

• Explore string and text variable types so that the most 

appropriate can be used in programs. 

• Can use functions and tabs in 2Code to improve the quality 

of the code. 

• Can use flowcharts to test and debug a program. 

• Can create a program that simulates a physical system using 

decomposition.  

• Can program a playable game with timers and scorepad. 

 

Key vocabulary: Action. Alert. Algorithm. Bug. Code Design. 

Command. Control. Debug/Debugging. Event. Get input. If. 

If/Else. Input. Output. Object. Repeat. Sequence. Selection. 

Simulation. Timer, Variable. 
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E-safety – Smartie the Penguin (version 1) and Hector’s 

World 

 

Children:  

 

• Identify what is appropriate and inappropriate behaviour 

on the internet. 

• I know some basic rules for how to communicate safely 

with other people online. 

• recognise age-appropriate websites. 

• Agree and follow sensible online safety rules, e.g. taking 

pictures, sharing information, storing passwords. 

 

Key vocabulary: Device. Tablet. Online. Internet. Pop-ups. 

Competition. Delete. Cyber-bullying. Block. Report.  

 

Coding – Unit 1.7 Purple Mash 

 

Children: 

 

• Understand what coding means. 

• Use design mode to set up a scene.  

• Can add characters.  

• Can use code blocks to make the character perform 

actions.  

• Can use collision detection.  

• Can save and share work. 

• Know the save, print, open and new icon. 
 

Key vocabulary: Action. Background. Button. Character. Code 

block. Code Design. Coding. Collision Detection. Command. 

Design Mode. Input. Object. Program. Properties. Scale. Stop 

command. Sound. When clicked. When Key. 

 

Word (Laptops) 

 

Children: 

 

• Can using keyboard commands, add text, and manipulate 

fonts, using some of the features of Word e.g. 

underlining; 

• Can use applications and devices in order to communicate 

ideas, work and demonstrate control; 

• Can save, retrieve and organise work; 

 

Effective Searching - Unit 4.7 Purple Mash  

 

Children: 

• Locate information on the search results page. 

• Use search effectively to find out information.  

• Assess whether an information source is true and 

reliable.  

Key vocabulary: Easter egg. Internet. Internet browser. 

Search. Search engine. Spoof website. Website. Reliable. 

SMART rules. 

 

Networks - Unit 6.6 Purple Mash 

 

Children: 
 

• Learn about what the Internet consists of. 

• Find out what a LAN and a WAN are. 

• Find out how the Internet is accessed in school. 

• Research and find out about the age of the Internet.  

• Think about what the future might hold. 
 

Key vocabulary: Internet. World Wide Web. Network. Local 

Area Network (LAN). Wide Area Network (WAN).  Router. 

Network cables. Wireless. 

 

PowerPoint 

 

Children: 

 

Can select, use and combine the appropriate technology tools 

to create effect. 

Can review and improve their own work and support others to 

improve their work. 

Can save, retrieve and evaluate their work, making 

amendments; 

Can insert a picture/text/graph/hyperlink from the internet 

or personal file. 

 

Key vocabulary – Window. Layout. Heading. Draw. Object. 

Shape. Line. line colour. Fill colour. Group. Ungroup. Font. Size. 

Text box. Format. Image. Wrap text. Plan. Link. Image. 

Object. hyperlink. Minimise. Restore. Size. Move. Screen. Split. 

Create. Organise. File. Folder. Close. Exit. Search. Print. 

Password. Screenshot. Snipping tool. Shift. Undo. Redo. Menu. 

Dictionary. Highlight. Cursor. Toolbar. Spellcheck. 

 

 



Key vocabulary: tools. Undo. Redo. Text. Image. Size. Launch. 

Application. Software. Window. Minimise. Restore. Size. 

Move. Screen. Close. Click. Drag. log on. log off. Keyboards. 

Keys. Mouse. Click. Button. double click. Drag. Present. 
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Water Cycle Animation – Unit 4.6 Purple Mash 

(Curriculum link – geography: the water cycle, and 

science: States of Matter) 
 

Children: 

 

• Discuss what makes a good animated film or cartoon. 

• Learn how animations are created by hand.  

• Find out how 2Animate can be created in a similar way 

using the computer.  

• Learn about onion skinning in animation.  

• Can add backgrounds and sounds to animations.  

• Are introduced to ‘stop motion’ animation.  

• Share animation on the class display board and by 

blogging. 

 

Key vocabulary: Animation. Flipbook. Frame. Onion 

skinning. Background. Play. Sound. Stop motion. Video clip. 

Spreadsheets – Unit 6.3 Purple Mash 

 

Children: 

• Use a spreadsheet to investigate the probability of the 

results of throwing many dice. 

• Use the formula wizard to add a formula to a cell to 

automatically make a calculation in that cell.  

• Can create graphs showing the data collected.  

• Can type in a formula for a cell to automatically make a 

calculation in that cell.  

• Can use a spreadsheet to create computational models and 

answer questions. 

 

Key Vocabulary: Average. Advance mode. Copy and Paste. Cells. 

Columns. Charts. Count (how many) tool. Dice. Equals tool. 

Formula.  Formula Wizard. Move cell tool. Random tool. Spin 

Tool. Rows. Spreadsheet. Timer. 
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Coding – Unit 2.1 Purple Mash 
 

Children: 

  

• Understand what an algorithm is. 

• Design algorithms and then code them. 

• Compare different object types. 

• Use the repeat command. 

• Use the timer command. 

• Know what debugging is and debug programs. 
 

Key vocabulary: Action. Algorithm. Bug. Character. Code 

block. Code Design. Command. Debug/Debugging. Design 

Mode. Input. Object. Properties. Repeat. Scale. Timer. When 

clicked. When Key. 

 

Publisher (laptops) 

 

Children: 

 

• add text boxes and insert objects and images, 

manipulating the features; 

• Can use various tools, such as brushes, pens, eraser, 

stamps and shapes, and set the size, colour and shape; 

• Can use applications and devices in order to communicate 

ideas, work, and demonstrate control; 

• Can save, retrieve and organise work; 

 

Key vocabulary: Paint. Colour. Brush. Tools. Undo. Redo. Text. 

Image. Size. Poster. Launch. Application. Software. Window. 

Minimise. Restore. Size. Move. Screen. Close. Click. Drag. log 

on. log off. Keyboards. Keys. Mouse. Click. Button. double 

click. Drag. Present. 

 

Branching databases – Unit 3.6 Purple Mash 

(Curriculum link – Science: Animals and their Habitats) 

 

Children: 

 

• Can sort objects using just ‘yes’ or ‘no’ questions. 

• Can complete a branching database using 2Question. 

• Can create a branching database for animal 

classification. 

 

Key vocabulary: Branching database. Database. Question. 

Data. 

 

Networks - Unit 4.8 Purple Mash 

 

Children: 

 

• Understand the different parts that make up a 

computer. 

• Recall the different parts that make up a computer.  

 

Key Vocabulary: motherboard.  CPU. RAM.  Graphics 

card. Network card. Monitor. Speakers. Keyboard and 

mouse. 
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Logo - Unit 4.5 Purple Mash 

 

Children:  

 

• Learn the structure of the coding language of Logo.  

• Input simple instructions in Logo. 

• Use 2Logo to create letter shapes. 

• Use the Repeat function in Logo to create shapes.  

• Use and build procedures in Logo. 

 

Key vocabulary: LOGO. BK. FD. RT. LT. REPEAT. SETPC. 

SETPS. PU. PD. 
 

 

 

 

 

 

 

 

 

 

 


