
 

 

St Michael’s Catholic Primary School 
 

 

Computing Sequence of Learning 
 

 

 



 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Year F Baseline 
Exploring technology 
in our environment  

Using a Computer  
 
-To know what a keyboard 
is and how to locate 
relevant keys 
-To log in and out (no 
password) 
-To know what a mouse is 
and develop control using a 
mouse 
-To develop basic mouse 
skills (moving and clicking) 
-To further develop mouse 
skills (click and drag) 

All about Instructions 
 
-To follow instructions 
in activities and games 
-To give simple 
instructions to a 
partner 
-To follow simple 
instructions as part of 
a game 
-To learn to debug 
when things go wrong 
-To read simple 
instructions and 
predict the outcome 
 
 
 
 
 
 
 
 
 
 
 

Exploring Hardware 
 
- To learn how to 
explore and tinker 
with hardware to 
develop familiarity 
and introduce 
relevant vocabulary 
- To recognise that 
a range of 
technology is used 
in places such as 
homes and schools 
- To learn how to 
operate a camera 
and/or iPad and 
use it to take 
photographs. 

Programming Bee-
Bots 
 
-To understand the 
meaning of 
directional arrows 
and follow a simple 
sequence of 
instructions 
- To experiment 
with programming 
a Bee-bot/Blue-bot 
- To experiment 
with programming 
a Bee-bot and to 
learn how to give 
simple commands 
- To follow an 
algorithm as part of 
an unplugged game 
-To learn to debug 
instructions, with 
the help of an 
adult, when things 
go wrong 
 

Introduction to 
Data 
 
-To sort and 
categorise objects  
-To sort themselves 
into groups based 
on given categories 
-To respond to 
yes/no questions as 
an introduction to 
branching 
databases 
-To learn branching 
databases through 
physical sorting and 
categorising  
-To interpret a 
basic pictogram  

Year 1 Computing Systems 
and networks: 
Logging on 
 

1. -To log into a 
computer and access 
a website 

Algorithms Unplugged  
 
-To understand what an 
algorithm is 
-To follow instructions 
precisely to carry out an 
action 

Programming: Beebots 
 
-To explore a new 
device 
-To create a 
demonstration video 
-To plan and follow a 
set of instructions 

Digital Imagery  
 
-To understand and 
create a sequence 
of pictures 
-To take clear 
photos 
-To edit photos 

Introduction To 
Data 
 
-To represent data 
in different ways  
-To use technology 
to represent data 
in different ways  

Rocket To The 
Moon 
 
-To recognise that 
digital content can 
be represented in 
many forms 
-To design a rocket 



2. -To develop mouse 
skills 

3. -To use mouse skills 
to draw and 
manipulate shapes 

4. -To use a range of 
tools to create 
desired effects 

5. -To understand how 
to layer shapes to 
create an image 

-To understand that 
computers and devices 
around us use inputs and 
outputs 
-To understand and be able 
to explain what 
decomposition is 
-To know how to debug an 
algorithm 

precisely  
-To program a device 
-To create a program 

-To search for and 
import images 
-To create a photo 
collage  
 

-To collect and 
record data 
-To sort data 
-To design an 
invention to gather 
data  

-To sequence a set 
of instructions 
-To build a rocket 
-To add data to a 
table  

Year 2 What is a Computer? 
 
-To recognise the 
parts of a computer  
-To recognise how 
technology is 
controlled 
-To recognise 
technology 
-To create a design 
for invention 
-To understand the 
role of computers  

Word Processing  
 
-To begin to learn to touch 
type 
-To understand how to use 
a word processor  
-To understand how to add 
images to a text document  
-To create a poetry book 
using sources from the 
internet  
-To understand what 
happens to information 
posted online 

Algorithms and 
Debugging  
 
-To decompose a game 
to predict the 
algorithms that are 
used  
-To understand that 
computers can use 
algorithms to make 
predictions 
-To plan algorithms 
that will solve 
problems  
-To understand what 
abstraction is  
-To understand what 
debugging is  
 

Programming: 
Scratch Jr 
 
-To explore a new 
application  
-To create an 
animation 
-To use characters 
as buttons 
-To follow an 
algorithm  
-To plan and use 
code to create an 
algorithm 

International Space 
Station  
  
-To understand 
how computers can 
help humans 
survive in space 
-To create a digital 
drawing of 
essential items for 
life in space 
-To understand the 
role of sensors on 
the ISS 
-To create an 
algorithm for 
growing a plant in 
space 
-To interpret data 

Stop Motion 
 
 
-To understand 
what an animation 
is  
-To understand 
what stop motion 
animation is  
-To create a stop 
motion animation 
-To plan my stop 
motion animation  
-To create my stop 
motion animation  
 
 
 
 

Year 3 Word Processing 
 
-To use basics 
computer skills  
-To change the case 
of text 

Programming: Scratch 
-To explore a programming 
application  
-To use repetition (a loop) 
in a program 
-To program an animation 

Networks & the 
Internet  
 
-To understand what a 
network is and 

Creating media – 
Animation  
 
-To explain that 
animation is a 
sequence of 

Programming: 
Logo Turtle (Twinkl) 
 
-To create and 
debug an algorithm 
using the move, 

Top Trumps 
Database 
 
-To understand the 
terminology 
around databases 



-To align text 
-To use bullets and 
numbering 
-To use the <ctrl> 
key 
-To insert and format 
text boxes 

-To program a story  
To program a game 

understand our school 
network 
-To understand how 
information moves 
round a network and 
being to recognise real 
world networks 
-To understand how 
the internet works and 
explain a website’s 
journey 
-To explore the role of 
routers 
-To understand the 
role of packets  

drawings or 
photographs  
-To relate animated 
movement with a 
sequence of 
drawings or 
photographs 
-To plan an 
animation  
-To identify the 
need to work 
consistently and 
carefully  
-To review and 
improve an 
animation  
-To evaluate the 
impact of adding 
other media to an 
animation  

rotate and repeat 
commands 
-To create and 
debug algorithms 
using penup and 
pendown 
-o create and 
debug algorithms 
that draw regular 
polygons 
-To create and 
debug algorithms 
that draw shapes 
-To create and 
debug algorithms 
to draw patterns 

-To compare paper 
and computerised 
databases 
-To sort, filter and 
interpret data 
-To represent data 
in different ways  
-To sort data for a 
purpose  

Year 4 Word Processing 
 
-To format images 
for a purpose 
-To use formatting 
tools to create an 
effective layout 
-To use the 
spellcheck tool 
-To insert and format 
a table in a word 
processing 
document 
-To change a page 
layout for a purpose 

Programming: (Scratch) 
 
-To compare quizzes and 
decompose a problem into 
smaller parts 
-To write and debug a 
program 
-To use sequence and 
selection 
-To write and debug 
programs which use 
sequence and repetition 
-To work with variables 
-To design, write and 
debug my own program by 
selecting appropriate visual 

Computing systems 
and networks – 
Collaborative Learning  
 
-To understand that 
software can be used 
to work online 
collaboratively  
-To understand how to 
contribute to someone 
else’s work effectively  
-To understand how to 
create a digital survey 
-To create and share a 
Microsoft Form  
-To analyse data 

Creating media – 
audio editing 
 
 
-To identify that 
sound can be 
digitally recorded 
-To use a digital 
device to record 
sound 
-To explain that a 
digital recording is 
stored as a file 
-To explain that 
audio can eb 

Programming: 
Logo Turtle  
 
-To create and 
debug an algorithm 
to create a 
procedure 
-To create and 
debug an algorithm 
that uses setpos to 
draw shapes 
-To create and 
debug an algorithm 
with different 
colours 

Investigating 
Weather  
 
-To log data taken 
from online sources 
within a table 
-To design a 
weather station 
-To design an 
automated 
machine to 
respond to sensor 
data 
-To use green 
screen technology 
in a video to 



-To create hyperlinks 
within a word 
document  

block commands to create 
a sequence. 
 

 
 

changed through 
editing  
-To show that 
different types of 
audio can be 
combined and 
played together  
-To evaluate 
editing using 
choices made 

-To create and 
debug an algorithm 
to fill areas with 
colour 
-To create and 
debug an algorithm 
to produce text 
-To create and 
debug an algorithm 
to draw arcs 

present a weather 
forecast 

Year 5 Word processing 
PPT) 
 
-To insert slides and 
add texts and images 
to slides 
-To change the 
layout of slides for a 
purpose  
-To format 
backgrounds and 
add text boxes 
-To add videos and 
sounds clips 
-To create transitions 
and animations  
-To insert hyperlinks 

Programming: Scratch  
 
 
-To design and program a 
character game 
-To design an original 
character or backdrop for a 
game  
-To add features or effects 
to enhance a game 
-To create an original 
animated game with a 
specific goal  
- To program costume 
changes for a sprite 
-To add point-scoring and 
levels to game code 

Search Engines 
 
-To understand what a 
search engine is and 
how to use it  
-To be aware that not 
everything online is 
true  
-To search effectively  
-To create an 
information poster  
-To understand how 
search engines work 
 
 

Creating media - 
Video Editing  
  
-To explain what 
makes a video 
effective 
-To use a digital 
device to record 
video  
-To capture video 
using a range of 
techniques  
-To create a 
storyboard 
-To identify that 
video can be 
improved through 
reshooting and 
editing 

Micro:bit 
 
-To tinker with a 
micro:bit 
-To program an 
animation  
-To recognise 
coding structures  
-To create a 
program  
-To program a 
scoreboard 

Databases 
 
-To use a form to 
record information  
-To compare paper 
and computer-
based databases 
-To outline how 
grouping and then 
sorting data allows 
us to answer 
questions 
 -To explain how 
tools can be used 
to select specific 
data 
-To apply 
knowledge of a 
database to ask 
and answer real-
world questions  
 

Year 6 Programming: 
Micro:Bit (Getting 
Active) 
 

Spreadsheets  
 

Programming: Kodu 
 
-To investigate and 
evaluate the features 

Bletchley Park 
  
-To understand 
that there are lots 

Creating media  
-3D modelling  
 

Skills Showcase  
 
-To design an 
electric product  



-Describe with 
variables 
-Use variables in 
algorithms and 
programs 
-Analyse, program 
and evaluate step-
counters 
-Plan to get active 
-Program and 
evaluate a family 
activity picker 
  

-To enter data and 
formulae into a 
spreadsheet 
-To order and present data 
based on calculations  
-to add, edit and calculate 
data 
-To use a spreadsheet to 
solve problems  
-To pan and calculate a 
spending budget 
-To design a spreadsheet 
for a specific purpose  

of programming 
software 
-To program Kodu 
using ‘When’ and ‘Do’ 
instructions. 
-To use tools and add 
features to create an 
original landscape in 
Kodu 
- To analyse and 
deconstruct code to 
work out its 
purpose. 
-To program a 
character to be 
controlled around a 
custom track to reach 
a goal. 
-To program a 
character to follow an 
automatic 
path. 

of different types 
of secret codes 
-To understand the 
importance of 
having a secure 
password 
-To understand the 
importance of 
Bletchley Park to 
the WW2 war 
effort 
-To understand 
about some of the 
historical figures 
that contributed to 
technological 
advances in 
computing  
-To research and 
present 
information about 
historical figures in 
computing  

- To use a 
computer to create 
and manipulate 
three-dimensional 
(3D) digital objects 
- To compare 
working digitally 
with 2D and 3D 
graphics 
- To construct a 
digital 3D model of 
a physical object 
- To identify that 
physical objects can 
be broken down 
into a collection of 
3D shapes 
- To design a digital 
model by 
combining 3D 
objects 
- To develop and 
improve a digital 
3D model 
 

-To code and debug 
a program  
-To use CAD to 
design a product  
-To create a 
website 
-To create and edit 
a video  
-To understand the 
techniques used in 
advertising a 
product  

 


