
Computing at Kirkby 
Stephen Primary School



Our vision for Computing

Intent

Computing at Kirkby Stephen Primary School:

• Imparts children with the knowledge of risks online and how to remain safe enabling pupils to believe they can use technology in a safe and 

responsible way independently.  

• Develops children’s confidence and competence of engaging with a variety of technology to encourage them to belong to a world shaped by 

technology allowing them to gain skills that will equip them for life. 

• Seeks to engage and enrich children’s experiences in school through digital literacy, ICT and computer science allowing them to become 

confident digital learners who use computational thinking in an everchanging digital world.

• Embeds computing across the whole curriculum to make all learning creative and accessible.



Our vision for Computing

Implementation

Each lesson contains revision, analysis and problem solving. Through the sequence of lessons, we intend to inspire pupils to develop a love of

the digital world, see its place in their future and give teachers confidence. Cross-curricular links are also important in supporting other areas of

learning. Our lesson plans and resources help children to build on prior knowledge at the same time as introducing new skills and challenges. In

KS1, the focus is on developing the use of algorithms, programming and how technology can be used safely and purposefully. In KS2, lessons

still focus on algorithms, programming and coding but in a more complex way and for different purposes. Children also develop their knowledge

of computer networks, internet services and the safe and purposeful use of the internet and technology. Data Handling is featured more heavily

in UKS2. Skills learnt through EYFS, KS1 and LKS2 are used to support data presentation. Adult guides are offered, as well as end-of-unit

assessments, enabling staff to feel confident in the progression of skills and knowledge and that outcomes have been met. An example of

keywords has been included, showing the progression of specific language involved in children’s learning so that teachers can also assess

understanding and progress through vocabulary.

Impact

Learning in computing will be enjoyed across KSPS. 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.



Expectations at the end of EYFS

Computing can help support achieving several Early Learning Goals at the end of EYFS. 

Expressive Arts and Design

EYFS Statutory Educational Programme: The development of children’s artistic and cultural awareness supports their 
imagination and creativity. It is important that children have regular opportunities to engage with the arts, enabling them 

to explore and play with a wide range of media and materials. The quality and variety of what children see, hear and 

participate in is crucial for developing their understanding, self-expression, vocabulary and ability to communicate through 

the arts. The frequency, repetition and depth of their experiences are fundamental to their progress in interpreting and 

appreciating what they hear, respond to and observe.

Understanding the World

EYFS Statutory Educational Programme: Understanding the world involves guiding children to make sense of their physical 

world and their community. The frequency and range of children’s personal experiences increases their knowledge and 
sense of the world around them – from visiting parks, libraries and museums to meeting important members of society 

such as police officers, nurses and firefighters. In addition, listening to a broad selection of stories, nonfiction, rhymes and

poems will foster their understanding of our culturally, socially, technologically and ecologically diverse world. As well as

building important knowledge, this extends their familiarity with words that support understanding across domains. 

Enriching and widening children’s vocabulary will support later reading comprehension.



Key Stage 1 National Curriculum

Computer Science

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.

Information Technology

Pupils should be taught to use technology purposefully to 

create, organise, store, manipulate and retrieve digital 

content.

Digital Literacy

Pupils should be taught to:

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 National Curriculum

Information Technology

Pupils should be taught to:

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 search technologies effectively.

Computing Science

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. 

Appreciate how search results are selected and ranked.

Digital Literacy

Pupils should be taught to:

Understand the opportunities networks offer for communication and collaboration. 

Be discerning in evaluating digital content.

Use technology safely, respectfully and responsibly; recognise acceptable/ 

unacceptable behaviour; identify a range of ways to report concerns about content 

and contact.



Computing in Autumn Term (1)
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Me and My Body Look At Me Now! Volcanoes and Romans World War II Grand Designs The Human Machine

Computer Science 

To explore a range of control toys and 

digital devices (BeeBots/ microphones/ 

iPads/Chromebooks) 

To follow instructions to move around to 

complete a simple task 

To know how to switch a range of digital 

devices (computer/laptops) on and off

Open and close apps with support

Use a mouse pad to navigate an age-

appropriate website/app

Use a mouse pad to select/drag/position 

an object or window 

Talk about what they are doing with 

Computers/Digital Media using 

appropriate vocabulary according to 

equipment available e.g. screen/ 

keyboard/ computer/mouse/headphones

Digital Literacy 

Acceptable Use Policy: teach children our 

safety rules (online safety overview) 

Internet overview: what is it? Where does 

it go ? What is a link? What will they see 

once they have clicked a link?

What should we NOT click on ( e.g. ads)?

Discussion: What do we use/ enjoy 

computers for at school/home? What is 

the difference between computers, iPads 

and other devices we might use at home?

Computer Science 

To know the purpose of a range of digital 

devices: laptops/cameras/computers 

Information Technology 

To develop basic editing skills e.g.. Shift key 

for upper case, question marks, spaces 

after punctuation. 

To understand that folders are used to 

organise files on a computer 

To organise files and folders by creating, 

renaming, moving, copying and deleting

Digital Literacy 

To compare the different ways that 

messages can be sent e.g.. email/text 

/telephone/letter and start to consider 

their advantages and disadvantages

Online Safety Discussion: What do you 

enjoy doing on a computer/ tablet/ 

phone/Xbox? How do we use different 

devices at home and at school? How much 

screen time is good for me?

Exploring research about Volcanoes and 

Romans

Information Technology 

To know that they can access their work 

from any computer by logging on to their 

network area 

Insert words or sentences, create titles, 

change font, font size and colour 

Practise touch typing

To open/edit and save work in own space

Produce work using a computer, using 

more advanced features of programs and 

tools (font sizes). 

Digital Literacy 

To evaluate a range of printed and 

electronic texts, appropriate to task (e.g.

newspaper, poster, webpage) and 

recognise key features of layout and design

To begin to experience forms of online 

discussion: such as blogs, wikis, quizzes, 

surveys and google hangouts  

To know that ICT enables access to a wider 

range of information and tools to help find 

specific information quickly 

Online Safety: ways to report online safety 

issues (online safety overview)  

Antibullying (including online bullying)  

Reliability: Should I trust everything that I 

read on the web?

World War 2 PowerPoints (Slides)

Information Technology

To collaborate to create a document, giving 

thought to its audience and including 

links/images/embedded media (PPT/Slides)

Use snipping tool to capture and annotate 

work

Continue to practice touch typing

Use more than two fingers to type

To develop further basic drafting and 

editing skills and editing skills.

Edit literacy work using Docs/Slides.

Use spell checker

Delete, insert and replace text using mouse 

and arrow keys. 

To understand that  ICT allows us to make 

improvements to our work quickly and 

efficiently. 

Digital Literacy

Safe use of search engines. 

Using satellite images/maps to map old 

Railway Line from Kirkby Stephen to Tebay

Computer Science

Begin to understand the history of 

Computer Science.

Information Technology

Continue to practice touch typing and use 

several fingers when typing 

To be able to use an online dictionary/ 

thesaurus to search out specific grammar 

and vocabulary independently. 

Use spellchecker and grammar checker to 

ensure consistency throughout work.

To use a variety of techniques to save and 

annotate on screen projects 

(screenshots/snipping)

To find, save, crop and edit images to suit 

needs of projects (linked to Geography)

To evaluate a range of digital media, 

appropriate to task (e.g. website, Prezi, 

blog, pdfs) and recognise key features of 

layout and design and relate to other 

curriculum areas (Reading/Writing/Topic)

To select and import graphics from digital 

cameras, graphics packages and online 

sources; crop, snip, edit and piece 

together images

Manipulating data: Using Excel(Sheets) to 

present and interpret data (link to Science)

Scratch coding : Developing complex 

algorithms (maze game/ hide and seek 

game)

Computer Science

Design and create more complex programs 

using sequence, repetition, selection and 

variables appropriately.

Design a game including sprites, 

backgrounds, scoring/ timers.

Use Boolean conditions to create unique 

algorithms.

Debug code to identify and correct errors.

Information Technology

Create a program and content for a 

defined purpose and audience (Scratch 

game).

Create models (Excel/Sheets) to investigate 

real-life problems, using their knowledge 

to make predictions and using technology 

to present their work (link to Science  

heartrate and exercise).

Digital Literacy

Acceptable Use Policy and reporting 

inappropriate activity (including 

extremism).

Online safety  gaming (including 

commercial aspects, age appropriateness)

Screen time/wellness



Computing in Autumn Term (2)
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Our Furry Friends Construction Fun and Railways Volcanoes and Romans World War II Railway Navvies Evolution

Computer Science 

To record instructions simply using pictures 

To understand that instructions should be 

given clearly and in the correct order. 

To talk about what will happen when 

instructions are given in a sequence 

Digital Literacy

To know that we can communicate online 

(email/text) Email Santa: Use 2 Simple to 

draw Christmas Cards

Computer Science 

Understand that programs use precise 

instructions to work 

Create simple programs and find bugs in 

them. 

Information Technology 

To upload an image To create QR codes 

(goo.gl) 

To access websites and documents using 

QR codes 

Digital Literacy 

To contribute and respond to an email 

(with support from teacher) 

To look and talk about other people’s 
contributions online (e.g. on Scratch) 

To conduct a keyword search online and 

learn how to select keywords to produce 

the best search results 

Cyberbullying – what it is and what to do 

about it

(Continued) (Continued) (Continued)

Digital Literacy

Acceptable Use Policy: ways to report 

online safety issues (including extremism 

discussion)

Digital footprints (including online bullying 

and personal information)

Begin to recognise that the internet may 

contain material that is irrelevant, biased 

and inappropriate. Decide what is 

appropriate for our History research on 

Isambard Kingdom Brunel.

Begin to understand how issues of 

copyright apply to their own work

Use strategies to verify the reliability and 

accuracy of information on the internet

Sketchup: explore 3D design (linked to DT 

and History); Word processing and 

publishing

Information Technology

Independently select, use and combine a 

range of software on a variety of devices.

Use a variety of keyboard shortcuts to 

improve efficiency.

Use an online thesaurus/ dictionary 

independently.

Select suitable software to edit and redraft 

written work and use a spell/ grammar 

checker appropriately.

Digital Literacy

Reporting inappropriate content 

(extremism, grooming)

Cyberbullying

Using social media safely and respectfully 

(including griefing, Play Like Share



Computing in Spring Term (1)
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Once Upon A Time Read Around the World Metals and Magnets Extinction Earth and Space/Ancient Greeks Floodland

Information Technology 

To use a digital device to take a 

picture or record their work 

(digital camera) 

Children to take pictures of 

their model castles and 

annotate. 

Follow age-appropriate links 

provided by the teacher to 

research information 

Research local castles 

Computer Science 

To talk about what will happen 

when instructions are given in 

a sequence to navigate a Bee 

Bot around a course 

Draw own Fairy story Beebot 

Mat

Digital Literacy 

Internet safety and reporting 

(what do we do if we see 

something that makes us feel 

uncomfortable?)

Computer Science 

Predict outcomes of their algorithms 

and programs 

To know how to control a range of 

digital devices 

To know that devices and actions on 

screen may be controlled by sequences 

of actions and instructions 

To create a sequence of instructions to 

complete a simple task (move a 

BeeBot/create a simple shape) 

To control a floor robot using 

appropriate buttons (BeeBots) 

To make predictions about what will 

happen when a command is entered 

To discuss how to improve/change their 

sequence of commands. 

Digital Literacy

Acceptable Use Policy: remind children 

of our safety rules (online safety 

overview)

Create a booklet based around the local 

scrap yard

Information Technology 

To upload from digital devices and the 

internet to a shared place e.g.. the class 

folder 

To insert/cut/copy/paste

Practise touch typing 

Produce work using a computer, using 

more advanced features of programs and 

tools (font sizes). 

Explore and begin to use more advanced 

features in paint package e.g.. colour 

picker, colour replacer. 

To organise and present information for 

a specific audience. 

Digital Literacy 

Acceptable Use Policy: ways to report 

online safety issues (online safety 

overview) 

Excel (Sheets) – Rates of extinction

Information Technology

To continue to use technology to create graphs 

and present data in different ways.

To deign and create a basic database.

To use a database to answer questions that 

have been constructed.

To enter data into a spreadsheet.

To change data and observe changes in results. 

To develop further basic drafting and editing 

skills and editing skills.

Edit and top copy literacy work using 

Word/PPT/Publisher.

Use spell checker

Delete, insert and replace text using mouse 

and arrow keys. 

To understand that ICT allows us to make 

improvements to our work quickly and 

efficiently. 

Digital Literacy

Safe use of search engines. 

Solar System Simulation (Scratch) 

Plan/Video/Edit performance poems

Computer Science

To begin to develop understanding of how 

technology works; how computers process 

instructions and commands, including the use of 

coding languages.

To experience a selection of coding environments 

(Scratch, Code.org)

To understand that ICT allows for situations to be 

modelled which it would be impractical to try out 

in real life.

To investigate the effects of changing variables in  

these simulations. 

Use variables to add variation to algorithms

To evaluate the effectiveness of their algorithms 

To continually debug code to identify and correct 

errors, exceptions and exploits

Design and write a simple website - Using 

HTML (basic) with Chromebooks and iPads 

- link to Geography fieldwork

Information Technology

Independently select, use and combine a 

range of software on a variety of devices.

Create a multimedia program and content 

for a defined purpose and audience.

Share content with other children inside 

and outside school.

Publish and share work for evaluation and 

evaluate the work of others.

Digital Literacy

Understand what plagiarism and 

copyright is and how it relates to their 

work.



Computing in Spring Term (2)
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Pirates Life For Me Animals around the 

world

Light Extinction Earth and Space/ Ancient 

Greeks

Mountains 

Information Technology 

To select or record a sound to add to 

their work. 

Sea sounds - With support, use 

sound recording tools to convey a 

simple message 

Modern-day message in a bottle

Digital Literacy 

To contribute ideas to a class email 

or respond to a message 

To conduct a keyword search online 

using given words 

Information Technology 

To know that stories can be 

shared in different ways 

(photos/video/animation)

To enter/save and retrieve 

pictures and text 

Digital Literacy

Internet safety and reporting 

(what do we do if we see 

something that makes us feel 

uncomfortable?)

Create an animation with still images with children narrating using the 

iPad. 

Information Technology 

To use ‘Save as’ to create another version of their work 

Practise touch typing 

To use still and digital cameras  

To know what makes a good photo (hold the camera steady/point at 

people’s faces), discuss the quality of their image and make decisions 
(e.g.. delete a blurred / bad image) 

To download images and video 

To select suitable sounds (including recording with a microphone) 

Save images and use them as part of other multimedia/ desktop 

publishing work 

To use music software to select/record/organise and re-organise 

sounds 

To locate, record, save and retrieve from different sources. 

Sequence still images and use simple editing techniques to create a 

presentation 

To work collaboratively to create documents, including presentations 

Digital Literacy 

Reporting/inappropriate contact  

Gaming issues (screen time, in-app purchases, adverts

Quiz game (Scratch)

Information Technology

To use online dictionary/thesaurus.

To use ctrl+alt+prntscrn to take a 

picture of the whole screen and paste it 

into paint and adapt it. 

Computer Science

To design a quiz game including sprites, 

backgrounds, scoring and/or timers.

To change algorithms/conditional 

statements and investigate the effect 

this has e.g.. use of ‘if’ and ‘then’.

To create variable interaction in quizzes 

and games using a combination of 

selection, conditional statements and 

variables (Data blocks in scratch)

(continued)

Information Technology

To capture video clips to communicate 

ideas and information to specific 

audiences

To edit, reorganise and enhance digital 

video for a specific purpose or audience

Use technology to present their work, 

showing an increasing degree of skill and 

using advanced software

To use different filming techniques and 

camera angles e.g.. zoom, panning, wide 

shot etc. to create different 

mood/perspective

To plan a video or animation by drawing 

a storyboard (Storyboard It)

To use a range of sound effects, music 

and voiceovers to create mood/ 

atmosphere

To select and edit sounds, text, movie 

clips and other effects to suit purpose 

and audience

Digital Literacy

Copyright, plagiarism and creating strong 

passwords

Malware - including definitions of Trojan 

horses and viruses

Robotics: block coding (Crumble  linked 

to DT and Science)

Computer Science

Demonstrate knowledge of inputs and 

outputs and plan and write programs to 

control external devices such as sensors 

and motors.

Demonstrate that they can decompose 

tasks.

Demonstrate that they can evaluate the 

effectiveness of their algorithms.

Experience a variety of coding 

environments (Crumble)

Correct errors in their algorithms and 

programs.

Information Technology

Create models to investigate real-life 

problems, using their knowledge to 

make predictions (link to DT and 

Science: robotics).

Create a program and content for a 

defined purpose and audience.

Through peer assessment and self-

evaluation, evaluate projects both 

during and after completion, making 

improvements as necessary.

Digital Literacy

Have knowledge and understanding of 

the risks posed by the commercial 

aspects of the web (e.g. form-filling, 

digital advertising, cookies, spam, etc)



Computing in Summer Term (1)
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Green Fingered Fun How Does My Garden 

Grow?
Food and Farming Anglo-Saxons and Vikings The Amazon Rainforest/ Ancient 

Egypt
India

Information Technology 

To know how to switch a range of digital 

devices on and off

Load programs (apps) with support/open 

and close apps

To use predefined layouts or templates for 

presentation. 

Make a class PowerPoint (Slides) on plants 

and bugs. Each child to do a page 

To know other uses for ICT outside of 

school. 

To discuss examples of other ICT uses. 

Use simple writing tools to create their own 

content (Word/Docs) 

Digital Literacy 

Personal information: understand that 

many websites ask for information that is 

private; understand what to reveal and 

what to keep secret.

Information Technology 

To know how to improve the 

presentation of a piece of work by 

changing the font size, colour and 

style 

To use different layouts and 

templates for different purposes 

(e.g.. story/newspaper /poster) 

To create/use graphs (Excel/Sheets) 

Digital Literacy

Reliability:  Should I trust everyone I 

meet on the web/ through gaming? 

(Think U Know, My Online 

Neighbourhood) 

Scratch coding: we will create programming 

creating a farm using tractors to cut the grass and 

using speech bubbles for the farmer speaking. 

Information Technology

To use ctrl+v and ctrl+c to copy and paste 

Practise touch typing 

Computer Science 

To develop an understanding of how technology 

works and how computers use instructions and 

commands. 

To create/ edit and refine more complex 

sequences of instructions for a variety of 

programmable device. e.g.. using the repeat 

command.

To use a computer to create a basic applications, 

investing how different variables can be changed 

and the effect this has. 

To understand that computer simulations can 

represent real life situations. 

To use simulations to represent real life situations. 

To navigate a programming app 

To control a character by dragging commands.

To write a simple program/create a simple 

animation. 

Digital Literacy

To open/read and reply to email 

(independently)

Identify a range of ways to report concerns 

about digital content.

Recognise acceptable/unacceptable 

behaviour.

Safe use of search engines.

Antibullying (issues linked to social 

networking including online bullying).

Internet safety (inappropriate contact 

including grooming).

Keeping safe and collaborating.

What age? (appropriate ages for games and 

websites).

Communication and collaboration activities 

(positive use of the internet and networks)

Understand that information on the web is 

owned/copyrighted. 

Create a presentation (Slides) on the effects 

of deforestation

Information Technology

To use presentation software and skills to 

present work or information relating to 

their learning.

To select software to support structure and 

layout of document/presentation

To improve presentation of a document by 

considering its target audience

To select and import sounds ( e.g. own 

recording, free online sources) video/visual 

effects

Through self evaluation, evaluate projects 

both during and after completion, and 

make suitable improvements

To develop projects with an awareness of 

intended audience

To begin to produce a portfolio of written 

and visual work and projects for sharing 

with other children inside and out of school

To use online communication methods to 

support topic work

To consider language, layout and format 

when communicating with different people 

online

What is the Internet?

Critical Thinking: using the world wide web 

safely and effectively

Computer Science

Understand the difference between the 

internet and internet services.

Know how search engines work and what 

‘ranking’ is when related to search engines.
Know how different computer networks 

work, including the roles of the 

components and the opportunities and 

benefits that they offer for communication 

and collaboration.

Show an understanding of the history of 

computing and computer science: learn 

about the history of the internet and the 

role of key individuals.

Learn how computers process instructions 

and commands by learning how to use 

binary code and data packets (role play).

Information Technology

Continue to develop effective search 

techniques by using advanced searches and 

a range of operators and modifiers in 

searches.

Digital Literacy

Use strategies to verify and evaluate the 

reliability and accuracy of information on 

the internet and understand the dangers 

and impact of not validating information 

(fake news).

Develop an understanding of domain 

names and website extensions.



Computing in Summer Term (2)
Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

Creepy Crawlies It’s a bug's life Food and Farming The Eden Valley The Amazon Rainforest/ Ancient 

Egypt

India

Information Technology 

To be familiar with a keyboard 

• Use a mouse pad to navigate an age
appropriate website/know how to navigate 

programmes

• Use a mouse pad to select/drag/position 
an object or window to talk about what 

they are doing with Computers/Digital 

Media

using appropriate vocabulary according to 

equipment available e.g.

screen/keyboard/laptop/computer/mouse/

headphones

To select images on a computer/laptop 

To begin to type sentences (with support) 

using capital letters, full stops and other 

punctuation 

To create a story to combine words, 

pictures, sounds and animations (ppt) 

Digital Literacy 

Screen time: what is a good amount?

Computer Science 

To begin to answer ‘What if’ questions 
using a simulation (ScratchJr/Scratch to 

know the difference between input/output 

devices 

Information Technology 

To combine graphics, text and sound to 

enhance their text (PPT/Word) 

To use a sound recording tool to record 

voice for a specific purpose (Scratch/PPT) 

To create a simple animation to illustrate a 

story or idea (Scratch/ScratchJr) 

Begin to use two hands when typing.

Develop awareness of keyboard layout and 

use of a mouse pad and arrow keys.

Know backspace/undo/shift for capital 

letters and Enter keys

Digital Literacy

Understanding that not all information on 

the web is true or genuine: What makes a 

website reliable/trustworthy?

(Continued)

Digital Literacy 

Internet safety: keeping personal 

information safe/reliability of the web. 

What should you accept? What should you 

keep safe?

Scratch river project

Computer  Science

To develop their understanding of how 

technology works and how computers 

process instructions and commands.

To create a program which can be 

controlled by external inputs (Scratch) to 

program river creatures to navigate a river  

with an input using control device.

(Continued)

Digital Literacy

Using media channels such as YouTube (age

appropriateness, site conditions, viral 

videos)

Safe social networking including sexting

Begin to understand the different type of 

copyright pertaining to digital medias

Scratch coding: Developing complex 

algorithms (quiz game)

Computer Science

Design and create more complex programs 

using sequence, repetition, selection 

appropriately.

Use variables to add variation to programs.

Program starts and endings to games 

involving wins and losses.

Create variable interaction in a quiz game 

using a combination of selection, Boolean 

conditions and variables (Data blocks -

Scratch).

Debug code to identify and correct errors.

Information Technology

Independently select, use and combine a 

range of software on a variety of devices.

Create a program and content for a 

defined purpose and audience.

Through peer assessment and self-

evaluation, evaluate projects both during 

and after completion, making 

improvements as necessary.

Digital Literacy

Privacy, personal information and digital 

footprints: how to keep personal 

information secure. 

Creating strong passwords

Online safety: body image/selfies/self-

harm/sexting

Phishing and malware.

Email etiquette (including using bcc)



Subject Specific Vocabulary 

Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

instruction, order, program, turn, left, 

right, clockwise, anticlockwise, repeat, 

image, keyboard, Chromebook, internet, 

safe, secure

Chromebook, algorithms, coding, QR 

code, website, email, Scratch, Google, 

copy and paste, internet safety, iPad, 

highlight, copy and paste, text, pictures 

Create, edit, instructions, commands, 

sequences, navigate, programming, 

animation, web, safety.

Digital, camera, images, microphone, 

documents, record, editing 

Insert, cut, copy, paste, typing, front, file, 

save

Links, images, PowerPoint, embedded 

media, touch typing, snipping tool, word, 

publisher, spell checker, delete, insert, 

search engines.

Graphs, data, database, spreadsheet, 

spell checker, word, PowerPoint, 

publisher, delete, insert, arrow keys, 

search engines.

Online dictionary, online thesaurus, ctrl, 

alt, print screen, paste, copy, simulations.

Email, online safety, search engines, 

antibullying, cyber bullying, social 

networking, age appropriate.

Instructions, commands, programs, 

external inputs, algorithms, conditional 

statements.

world wide web, search engine, advanced 

search, browser, terms of use, bias, 

plagiarism, source, website, address bar.

flowchart, algorithm, control, output, 

symbol, process, decision, loop, 

backdrop, script, block, repeat, sequence, 

consequence, debug, program, 

spam, link, privacy, virus, scam, phishing, 

inbox, junk, sender, subject, secure, safe, 

account, social media, adverts, 

cyberbullying, reporting, anonymous, 

victim, fraud/fraudulent, policy, 

private/personal

Boolean condition, algorithm, sprite, 

variable, data, loop, decompose

Grooming, cyberbullying, social media, 

meme, digital art,3D manipulating

Digital footprint, hardware, software

Input, output, controller, debug 

operator, modifier, domain, server, 

protocol, data packet, network, modem, 

router, hub, IP address, connectivity, URL, 

download, upload

multimedia, content, HTML, webpage, 

website, plagiarism, copyright, publish,

site, domain, download, upload, MP3, 

WAV, acronym 


