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Coit makes use of the Sheffield Primary Computing Scheme and Teach Computing  https://teachcomputing.org/ 

2020-2021 A1 A2 SP1 SP2 SU1 SU2 

F2 A1 - What is a 
Computer? 

Uses ICT 
hardware to 

interact with 

age-appropriate 

computer 

software 

- Explore 

technology. 

- Use different 

digital devices. 

- Recognise 

that you can 

access content 

on a digital 

device. 

- Use a mouse, 
touchscreen or 

appropriate 

access device 

to target and 

A1 - What is a 
Computer? 
 

Develops 
digital literacy 

skills by being 

able to access, 

understand 

and interact 

with a range 

of technologies 

- Recognise a 
selection of 

digital 

devices. 

- Recognise 

the basic parts 

of a computer, 

e.g. mouse, 
screen, 

keyboard. 

- Select a 

digital device 

to fulfil a 

specific task, 

A2 - We Control 
Technology 
 
   

Completes a 
simple program 

on electronic 

devices 

 
Can use the internet 
with adult supervision to 
find and retrieve 
information of interest 
to them (link to e-safety) 
 

- Explore 

technology. 

- Use different 

digital 

devices. 

- Repeat an 
action with 

technology to 

trigger a 

specific 

outcome. 

A2 - We Control 
Technology 

  Can create 
content such 

as a video 

recording, 

stories and/or 

draw a picture 

on screen 

- Recognise 

the success or 
failure of an 

action. 

- Follow simple 

instructions to 

control a 

digital device. 

- Recognise 
that we 

control 

computers 

A3 - Tinkering: Bee-Bots 
 

Develops digital literacy skills 
by being able to access, 

understand and interact with 

a range of technologies 

 Completes a simple program on 

electronic devices 

 

- Explore technology. 

 
- Repeat an action with 

technology to trigger a specific 

outcome. 

 

- Recognise the success or 

failure of an action. 

 
- Follow simple instructions to 

control a digital device. 

 

- Recognise that we control 

computers. 
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select options 

on screen. 

 

 

 

 

 

 

e.g. to take a 

photo 

- Input a short sequence of 

instructions to control a 

device. 

Y1 Unit 0.1 – key skills 
 
In this unit the children will 
develop understanding 
that computer based 
devices need to be 
programmed with 
instructions (commands). 
This process will help 
children to begin to write 
and test simple sequences 
of instructions. 
 
- log on and off 
- open up word  
- type on the keyboard to 
input symbols on the 
screen 
Machines 
Algorithms 
Program  

Strand 1 – 
Communicating: Text 
and images  
 
Unit 1.1 How do I use a 
school computer 
independently?   
 
Type up letter to queen  
 
In this unit children learn 
about that information 
exists in a variety of 
forms and that ICT can be 
used to manipulate 
information. Children will 
explore how to create, 
edit, organise and store 
content for a given 
purpose. 
 
 

Strand 3 – 
Understanding and 
sharing data  
 
Unit 3.1 How do I 
present data using 
pictures?   
 
(Link to Online Safety) 
 
In this unit children learn 
that data can be 
presented graphically. 
They will explore a 
graphing package and 
answer simple questions 
on the information 
shown. They will enter 
data and explain their 
own work. 
 
Machines 

Strand 2 – 
Communicating: 
Multimedia  
 
Unit 2.1: How do I record 
sounds and pictures? 
In this unit children will 
explore the different 
technologies that are 
around them. They will 
record sounds and take 
photographs for a given 
purpose. These will be 
shared with their peers. 
 
TV forecasters  
 
To record themselves 
presenting the weather 
forecast. 
 
Machines 

Strand 4 – 
Computational thinking: 
programming A  
 
Unit 4.1 What is an 
algorithm?  
 
Algorithms are a process 
or set of rules to be 
followed in calculations 
or other problem-solving 
operations, especially by 
a computer. This unit 
enables children to 
understand how a 
computer needs to have 
a correct sequence of 
instructions to operate 
correctly. Algorithms are 
only as good as the 
instructions given, and 
the result will be 

Strand 4 – 
computational thinking: 
programming B  
 
Unit 5.1 -  What is a 
program? 
 
In this unit children will 
begin to understand that 
computers need a clear 
set of criteria to handle 
and sort, objects, data 
and information. This is 
an aspect of data 
handling. 
 
 
Finding images from the 
web and sorting them. 
 
Machines 
Algorithms 
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Machines 
Algorithms 
Program  
Abstraction  
Program  
 

Algorithms 
Program  
Abstraction  
 

Algorithms 
Program  
Abstraction  
 
 

incorrect if the algorithm 
is not properly defined. 
 
Beebot goes on a 
journey: 
-instructions  
- create own Beebot 
maps  
 
Machines 
Algorithms  
 

Program  
Abstraction  
Logic 
Data  
 

 Strand 0 – What is a computer? 
0.1 – Key skills: What is a computer?  

Y2 Strand 1 – 
Communicating: Text and 
images  
 
1.2- How do I use a 
computer as a writer?  

In this unit children 
identify some different 
forms information can 
take (text, images) and 
learn that information 
can be personal e.g. 
school, address. They 
should also learn 
about responsible use 
of technology and 
come up with their 
own guidelines for 
acceptable use in 
school. Children will 
explore how to create 
content using two 

Strand 4 – 
Computational thinking: 
programming A  
 
4.2 -How do I improve 
my algorithms? 

 This unit enables 
children to understand 
the importance of 
clear and precise 
instructions in an 
algorithm. They will 
learn about 
debugging: identifying 
and correcting errors 
in an algorithm or 
program. It is 
important to 
emphasise that 
making mistakes is an 
integral part of 
computer 

Strand 4 – 
Computational thinking: 
programming B  
 
5.2- How do I improve 
my programs?  

The unit develops 
children's 
understanding of 
programming 
sequences of 
commands on devices. 
Computers are used to 
control many types of 
devices such as robots. 
The computers 
controlling the robots 
must be programmed 
with instructions to 
tell them what to do. 
The children should be 
given opportunity to 

Strand 2 – Communicating: Multimedia  
  
2.2 -How do I create a multimedia story? 
Animation 

In this unit children will evaluate simple animations 
or photo stories and explain why they think they 
are good. They should be able to explain why they 
are better than a single still image to tell a story or 
provide information. They will create simple 
animations or photo stories on a topic, and 
improve according to feedback.  

 
 

- Evaluating animations  

- To create an animation.  
 
 
Logic 
Machines 
Program 
Algorithm  

Strand 3 – 
Understanding and 
sharing data  
 
3.2- What is a branching 
database? 

 In this unit children 
understand that data 
can exist in a variety of 
forms, including in 
databases. They will 
explore a branching 
database and answer 
simple questions. They 
will focus on sorting 
and grouping data 
using yes/no 
questions. Children 
will create a simple 
branching database, 
and test, review and 
debug content. They 
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forms of media (text 
and images) with 
increasing 
independence. They 
will edit, organise and 
store content for a 
given purpose, and 
learn to give and act 
on feedback.  

 
Logic 
Machines 
Program 

 

programming. Pupils 
will apply their 
knowledge in Logo or 
Scratch Jnr, writing 
their own programs to 
create simple shapes 
(Logo) or an animated 
story (Scratch Jnr) – 
this links with Unit 2.2.  

Logic 
Machines 
Program 
Algorithm  
 

predict and reason 
what may happen to 
the turtle/Bee-Bot, 
develop their 
debugging skills by 
identifying and 
correcting errors in 
given programs, and 
look at different 
solutions.  
This unit ideally 
follows on from Unit 
4.2, at least a half 
term apart.  

 
Logic 
Machines 
Program 
Algorithm  

 will continue to learn 
about personal data 
and keeping it safe.  

Logic 
Machines 
Program 
Algorithm  
 

 Strand 0 – What is a computer? 
0.2 – Key skills: Using a computer 

Y3 Strand 1 – 
Communicating: Text and 
images  
 
1.3-What makes a good 
poster?  
In this unit children focus 
on combining information 
to improve 
communication. They will 
learn how to communicate 
by using a combination of 
graphics and text. Children 
will create, edit, organise 
and store content for a 

0.3-Using school 
computers 
 
In this unit pupils 
learn to enter 
commands, 
(instructions) to control a 
screen turtle and will 
compare the operation of 
the screen turtle with a 
floor turtle. Within the 
unit, children will begin 
to recognise that the 
screen turtle can be 
moved on screen and 

Strand 2 – 
Communicating: 
Multimedia  
 
2.3- How do I use a 
computer as a musician? 
In this unit children 
explore using technology 
to produce musical 
compositions. They will 
create and develop 
musical ideas on a given 
theme using simple 
software. They will 
review and refine their 

Strand 4 – 
computational thinking: 
programming A  
 
4.3 How do I use 
repetition in programs? 
In this unit children will 
begin to use simple code 
to program the 
computer: eg to produce 
an interactive story, 
game, animation. 
Children will begin to 
understand why iteration 
(repeating instructions, 

Strand 3 – 
Understanding and 
sharing data  
 
3.3-How do we use 
databases to find out 
information? 
In this unit children learn 
how data is stored in a 
database (A structured 
set of data held in a 
computer, especially one 
that is accessible in 
various ways) They will 
explore a record card 

Strand 4 – 
computational thinking: 
programming B  
 
5.3 – How do I use 
forever loops in 
programs? 
In this unit children will 
learn about events and 
how they trigger 
something to happen in 
a program when a 
condition is fulfilled (this 
is called selection). 
Children will be able to 
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given purpose both as a 
led task and 
independently. 
 
Concepts: 
Logic 
Machines 
Data 
 

obey the same 
commands as the floor 
turtle. Children will 
understand that the 
screen turtle can be given 
commands to produce a 
specific shapes, patterns 
and movement. 
 
This will also run 
throughout the year.  
 
Concepts: 
Machines 
Algorithms 
Program 
Data 
 

compositions to improve 
them. 
 
Concepts: 
Logic 
Machines 
Program 
 

looping) is useful in 
programming. Real life 
examples of repeating 
events are Earth orbits 
sun, days of the week, 
months of year. Children 
will develop skills of 
debugging. Debugging is 
identifying and fixing 
errors in the code, which 
is normal practice in 
software development. 
 
 
Concepts: 
Machines 
Algorithms 
Program 
 
 

database package. Ask 
and answer simple 
questions on data shown 
using search tools. They 
will produce findings in a 
graphical form. 
 
 
Concepts: 
Logic 
Machines 
Program 
Data 

understand why 
repetition is useful in 
programming. 
 
 
Concepts: 
Machines 
Algorithms 
Program 
Logic 

 Strand 0 – What is a computer? 
0.3 – Key skills: Using a School Computer 

Y4 Strand 1 – 
Communicating: Text and 
images  
 
1.4 How do I use a 
computer as an artist? 
 

In this unit children 
learn how to create 
digital artwork in a 
paint package and by 
editing their own and 
other people’s photos 

Strand 2 – 
Communicating: 
Multimedia  
 
2.4 What makes an 
excellent multimedia 
story?  
 

In this unit children 
will evaluate 
animations or 
photostories to 
consider what makes it 

Strand 3 – 
Understanding and 
sharing data  
 
3.4 How is data shared 
online? 
 

In this unit children 
will learn about simple 
networks in school and 
how the internet 
works. They will learn 
why and how the 

Strand 4 – 
Computational thinking: 
programming A  
 
4.4 How do I write 
efficient programs in 
Logo and Scratch?  
 

Decomposition is an 
essential skill in order 
to break down 
complex problems into 
more manageable 

Strand 4 – Computational thinking: programming B  
 
5.4 How do I use interaction in a program to tell 
stories?  
 

In this unit children will use conditional loops 
developing repeating procedures to show 
interaction. Forever loops are essential when using 
selection to ensure the program is constantly 
checking if a condition has been met. Children will 
develop skills of debugging and decomposition. 
They will learn that there are many ways to write a 
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(considering 
copyright). Children 
will explore how to 
create, edit, organise 
and store images for a 
specific 
purpose/audience, 
and understand how 
the size of an image 
affects quality. This 
unit presents an 
opportunity to discuss 
image manipulation 
and body image.*  

 
Use art and photo-editing 
apps to create artwork. 
Add photos to create a 
montage. 
 
Logic 
Abstraction 
Machines 
Program 
 

good and collectively 
produce a quality 
checklist. They will 
discuss their ideas for 
stories with peers. 
Children will 
storyboard on a given 
theme, and create 
resources. They will 
review and discuss 
how they could 
improve their work by 
adding music, titles 
and effects, and 
according to checklist. 
Choose to do 
animation or photo 
story depending on 
resources. All films are 
rated according to the 
PEGI system – discuss 
appropriate content 
for their age.  

 
 
 
 
Machines 
Algorithms 
Program 
Data 
 

latter can be used to 
share information 
quickly. Children will 
undertake a simple 
data collection activity 
and investigate ways 
to present and share 
the information that is 
generated. Children 
can also investigate 
personal information 
and data protection.  

 
 
Logic 
Machines 
Algorithms 
Program 
Data 
 

parts. Computer 
programmers use 
subroutines or 
procedures to make 
code more efficient, by 
defining a routine that 
happens a number of 
times. This procedure 
can then be reused, 
rather than rewriting 
the whole block of 
code. Computers are 
used to sort large sets 
of data using sorting 
algorithms. These use 
procedures, and vary 
in efficiency 
depending on format 
and quantity of the 
data being sorted (e.g. 
a Bubble Sort is 
efficient if the data set 
is small and almost in 
order).  

 
 
Logic 
Abstraction 
Machines 
Algorithms 
Program 
Data 
 
 

program to achieve the same goal - some may be a 
more efficient solution to the problem.  

 
Logic 
Abstraction 
Machines 
Algorithms 
Program 
Data 

 Strand 0 – What is a computer? 
0.4 – Key skills: Using School Computers and Networks Effectively 
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Y5 0.5 Becoming an efficient 
computer user 
Key Skills: 
Keyboard skills 
Organising folders 
Internet searches 
Refined searches 
Using shortcuts 
Using passwords 
 
Concepts: 
Program 
Data 
 
 
 

Strand 2 – 
Communicating: 
Multimedia  
 
2.5 How do I create a 
radio advert/podcast 

 In this unit children 
will evaluate a range 
of radio adverts or 
podcasts and identify 
their key features: 
purpose, audience, 
sound effects, music 
choice, layers, 
entertainment factor, 
clear audio. Children 
should apply these 
features to their own 
work. They will plan, 
rehearse and record 
their own script on a 
given theme. They will 
learn how to edit 
audio and add layers. 
Children will review 
and evaluate each 
other’s work and 
suggest 
improvements.  

 
Concepts: 
Machines 
Program 
Data 
 

Strand 4 – 
Computational thinking: 
programming A  
 
4.5 How do I program a 
physical system? 
Choose one delivery 
method depending on 
resources: Flowol or 
CodeBug. In this unit 
children will investigate 
the key parts of a 
computer and 
understand that for the 
system to work there are 
inputs and outputs. 
(Inputs: keyboard, 
mouse, mic, camera, 
sensor, button. Outputs: 
printers, monitors, 
speakers, LEDs). 
Flowcharts are often 
used to write algorithms 
– these include inputs, 
outputs, processes and 
decisions. The process is 
taking an input and doing 
something with it; 
modifying it and 
producing an output. 
Children will look at 
existing programs and 
identify key concepts in 
order to explain how 
they work, using what 
they have learnt in a 
different application. It is 
very important that 

Strand 3 – 
Understanding and 
sharing data  
 
3.5 How do I find data 
and share responsibly 
and safely? 

 In this unit children 
develop their 
understanding of 
internet search 
technologies and the 
World Wide Web. 
They explore the 
functions that are 
available to improve 
how searches are 
completed. They will 
also consider validity 
of information, 
copyright and 
responsible use. The 
children will learn 
about how they share 
their data with online 
sites and games, and 
what this means.  

 
Concepts: 
Logic 
Data 
Program 

Strand 1 – 
Communicating: Text 
and images  
 
1.5 How do we 
collaborate online? 

 In this unit children 
will learn about the 
World Wide Web, and 
explore and use online 
tools (internet 
services). They will 
consider personal 
safety issues in their 
use and work 
collaboratively online 
with others to refine 
and share ideas 
effectively. They will 
consider copyright and 
responsible use of 
information. This 
builds on knowledge 
gained in Unit 3.4 and 
links closely with Unit 
3.5.  

* 
 
Concepts: 
Logic 
Abstraction 
Machines 
Program 
Data 

Strand 4 – 
Computational thinking: 
programming B  
 
5.5 How do I create 
maths games in Scratch 

Children will learn we 
can input data in a 
program and compute 
an output. They will 
learn how to use input 
devices to control a 
process 
(keyboard/mic). 
Computers are used 
for very complex 
calculations that 
would take a human a 
long time to solve, but 
some problems can’t 
be solved by 
computers. Children 
will be introduced to 
simple variables – a 
value that changes 
during a program, e.g. 
a score  

 
Concepts: 
Logic 
Abstraction 
Machines 
Program 
Data 
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children understand the 
system being modelled 
before trying to program 
it. 
 
Concepts: 
Machines 
Program 
Data 

 Strand 0 – What is a computer? 
0.5 – Key skills: Becoming and efficient computer user 

Y6 Strand 3 – Understanding 
and sharing data  
 
3.6 Why do we use 
spreadsheets? 
 
In this unit children will 
learn to use a spreadsheet 
to develop and explore 
mathematical models. (A 
spreadsheet is a computer 
program which organises 
data into rows and 
columns which can be 
manipulated and used in 
calculations). Children will 
input data into a 
spreadsheet for a given 
purpose; make predictions 
and explore the effects of 
changing the data. They 
will also explore how 
formulae are used. 
 

0.6 Understanding the 
computer 
Working Collaboratively 
Online 
 
POS Ref: select, use and 
combine a variety of 
software (including 
internet services) on a 
range of digital devices to 
accomplish given goals, 
including collecting, 
analysing, evaluating and 
presenting data and 
information 
POS Ref.: use search 
technologies effectively, 
appreciate how results 
are selected and ranked, 
and be discerning in 
evaluating digital content 
POS Ref.: use technology 
safely, respectfully and 
responsibly; know a 

Strand 2 – 
Communicating: 
Multimedia  
 
2.6 what makes an 
excellent film? 
 
Children will learn about 
the features of a good 
film. They will identify 
different camera angles 
used in filmmaking and 
discuss their effect. They 
will apply this knowledge 
in their own planning and 
filming. They will learn 
the basics of editing 
video clips and adding 
effects. Children will 
review and evaluate their 
film and edit their work 
to improve it. All films in 
the UK have a PEGI rating 

Strand 1 – 
Communicating: Text 
and images  
 
1.6 How do I use a 
computer as a designer? 
 
In this unit children will 
use a vector (object) 
based graphics package 
to produce images and 
visual models. Children 
will develop an 
understanding of the 
difference between 
raster (paint) packages 
and vector based 
packages. Many art 
software packages are 
raster/pixel based and 
the images they produce 
are called ‘bitmaps’ – 
these create images 
using pixels. Vector / 

Strand 4 – 
Computational thinking: 
programming A  
 
6.6 How do I build 
complex physical 
systems? 
 
Choose one delivery 
method: Flowol or 
CodeBug. Variables may 
be ‘declared’ at the 
beginning of a program 
(e.g. to set number of 
lives), and can be used 
with selection to 
determine when 
something happens. In a 
physical system variables 
may control outputs such 
as motor speed, light 
levels etc. Children will 
use the computational 
thinking skill of 

Strand 4 – 
Computational thinking: 
programming B  
 
5.6 How do I use Scratch 
as a games designer? 
 
Variables enable 
programmers to write 
flexible programs. 
Variables can change as a 
program is running, and 
can be used with 
operators (e.g. less than, 
equal to) to specify an 
output depending on the 
value at the time. 
Children have the 
opportunity to plan and 
program their own game 
in this unit – this could be 
related to a cross-
curricular theme. All 
computer games have a 
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Concepts:  
Logic 
Algorithms 
Program 
Data 

range of ways to report 
concerns and 
inappropriate behaviour 
 
Context: In this unit 
children will explore and 
use online tools (internet 
services). They will 
consider the personal 
safety issues in their use 
and work collaboratively 
online with others to 
refine and share ideas. 
They will consider 
copyright and 
responsible use of 
information and focus on 
effective communication. 
 
Concepts:  
Logic 
Machines 
Data 

– discuss what kind of 
content affects the rating 
 
Concepts:  
Program 
Data 

Object based graphics 
can be constructed from 
geometric shapes, circles, 
squares and lines. These 
shapes are called objects 
and can be enlarged 
without losing quality. 
 
Concepts:  
Logic 
Abstraction 
Machines 
Program 

Abstraction (describing a 
simplified model of a 
real-world system) when 
planning, as well as 
Generalisation (applying 
knowledge learnt in one 
situation, to another). 
 
Concepts:  
Logic 
Abstraction 
Algorithms 
Program 
Data 

PEGI rating to ensure 
content is suitable for the 
age group. Children 
should now be using the 
skill of Generalisation 
(spotting patterns in one 
situation and applying 
this to another) in their 
programming. 
 
Concepts:  
Abstraction 
Program 
Data 

 Strand 0 – What is a computer? 
0.6 – Key skills: Understanding the computer 

 


