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design, write and 

debug programs that 

accomplish specific 

goals, including 

controlling or 

simulating physical 

systems; solve 

problems by 

decomposing them 

into smaller parts 

Hopscotch Food Fight project  - 
includes variables in the form of 
scoreboards 
 
https://youtu.be/n9nAVDSN69U 
 
Hopscotch enables us to break 
down (decompose) the system as 
we attach sequences of code to 
different elements for different 
functions. 
 
Swift Playgrounds  
Learn to Code 1 
 
Offers the hour of code each year 
and computational challenges 
 

Example - Programming Crossy Roads 
in Hopscotch 
https://youtu.be/lKpKfwchrpM 
 
This game design project offers more 
challenges for programming variables 
and the random behaviours of objects to 
make the experience more exciting and 
unpredictable, without being unplayable.  
 
 
Swift Playgrounds  
Learn to Code 2  
 
Offers the hour of code each year and 
computational challenges 

Hopscotch 
Swift Playgrounds  
HTML - 
Tynker 
Tickle 
Google sites 
Cargo Bot 
Micro:bit 
 
 Some children will 
produce a game in 
its simplest form, 
for example one 
row of a traffic in 
Crossy Roads. A 
more able child will 
produce multiple 
rows of traffic all 
running 
independently and 
at random speeds.  
 
iTunes U Learn to 

code 

BBC what is an 
Algorithm 
 
BBC What is 
decomposition?  
 
Scratch help cards 
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use sequence, 
selection, and 
repetition in 
programs; work with 
variables and 
various 
forms of input and 
output 

Hopscotch 
 
Use of Scratch on the 
Chromebook Introductions - Telling 
a Story The story cards enable the 
children to work independently at 
their own pace. 
 
Creating Ping Pong game 
encourages the children to explore 
“look inside” existing code and 
tweak it to see what the effect is. 
The children can then build their 
own version of the retro Ping Pong 
game. 

We use BBC Micro:bit to test out and 
debug programs. The visual feedback 
enables the children to see where bugs 
are within the program.  
 
 
The input and output will be through 

USB (Chromebook) and bluetooth 

(iPad). Learners can compile their code 

and physically transfer it to the MIcro:bit. 

 BBC Micro:bit BBC How do 
computers use 
variables?. 
 
For example in 
Hopscotch 
children can 
progr random 
speeds from 
very slow to 
very fast and 
then test the 
playability of 
the 
parameters 
that they have 
set. 

https://youtu.be/n9nAVDSN69U
https://youtu.be/lKpKfwchrpM
https://c.gethopscotch.com/p/ytm0dhefr
https://itunes.apple.com/gb/course/swift-playgrounds-learn-to-code-1-2/id1153807202
https://itunes.apple.com/gb/course/swift-playgrounds-learn-to-code-1-2/id1153807202
http://www.bbc.co.uk/guides/zqrq7ty
http://www.bbc.co.uk/guides/zqrq7ty
http://www.bbc.co.uk/guides/z8ngr82
http://www.bbc.co.uk/guides/z8ngr82
https://scratch.mit.edu/info/cards
https://scratch.mit.edu/pdfs/cards/StoryCards.pdf
https://scratch.mit.edu/pdfs/cards/StoryCards.pdf
https://scratch.mit.edu/projects/10128515/
http://www.bbc.co.uk/guides/zw3dwmn
http://www.bbc.co.uk/guides/zw3dwmn
http://www.bbc.co.uk/guides/zw3dwmn


 
Micro:bit also 

helps with 

elements of 

high school 

“transition”. 
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use logical 
reasoning to explain 
how some simple 
algorithms work and 
to detect and 
correct errors in 
algorithms and 
programs 
 

Product Review and Prototyping- 
Pupils explaining the coding 
process and reflecting on the 
strengths/weaknesses 
success/failures -  
 
Peer assessment in Seesaw 

Product Review and Prototyping- Pupils 
explaining the coding process and 
reflecting on the strengths/weaknesses  
 
 
Peer assessment in Google Classroom. 

Screenshots PDF 
annotation 
iPad video 
recording 
Comments in 
Seesaw  
 

This evidence could 
be gathered in the 
form of screenshots 
that are annotated. 
 
Children could also 

video evidence of 

their programs 

running and 

discuss 
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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 Book Creator app to create a 
technology eBook guide for an 
audience 
This includes- 

● Types of hardware 
● Software and Apps 
● Services like Skype and 

Facebook,  
● How to use email etc. 
● Text emoji spk 
● News services 

 

Using Chromebooks the children will 
create a website that is built gradually 
over the school year that shows their 
research and understanding of 
technology, 
 
The website will include their own 
explainer videos and by use hyperlinks 
for citations and links to more 
information.  
 
Children tour the school to see how the 
internet gets to us in terms of how the 
cables come into the building and are 
shared to the wifi points in each room. 
We can show them the router and the 
filter, the server and the back-up drives 
and explain what they are for. 
 

Create an interactive diagram/map of 

how they access the internet  in school. 

Book Creator  
Explain Everything 
Chromebook Web 
page Design 

 

 

The Assembly app is 

useful for diagrams 

and schematics. 

BBC what is the 
WWW? 
 
New!  
Journey to the bottom 
of the internet video 
 
The internet map 
The submarine cable 
map 
 
History of computing 
 
Map that shows 
connected devices -  
and Who has internet 
access? 
 
Interesting for talking 
about 1st and 3rd 
world countries 
 
Collaboration in y4 

with the introduction 

 

https://itunes.apple.com/gb/app/assembly-design-graphics-stickers-and-logos/id1024210402?mt=8
http://www.bbc.co.uk/guides/z2nbgk7
http://www.bbc.co.uk/guides/z2nbgk7
http://www.bbc.co.uk/guides/z2nbgk7
http://www.bbc.co.uk/guides/z2nbgk7
https://www.blog.google/topics/google-cloud/journey-bottom-internet/
https://www.blog.google/topics/google-cloud/journey-bottom-internet/
http://internet-map.net/
http://www.submarinecablemap.com/
http://www.submarinecablemap.com/
http://www.bbc.co.uk/guides/ztrq7ty
https://timedotcom.files.wordpress.com/2014/08/bwjl-brccaet4hz-1.png?w=720&quality=85
https://timedotcom.files.wordpress.com/2014/08/bwjl-brccaet4hz-1.png?w=720&quality=85
http://www.internetlivestats.com/internet-users/
http://www.internetlivestats.com/internet-users/


This can be made with hyperlinks in 

Keynote, Book Creator. 

of Google apps and 

ChromeBooks 

 use search 
technologies 
effectively, 
appreciate how 
results are selected 
and ranked, and be 
discerning in 
evaluating digital 
content 
 

     

 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 
 

Cross curricular use of….. 
 
Word processing (posters fliers),  
Slides (presentations) 
Data handling charts and graphs 
Web site design (y4 upwards) 
Video shorts 
Video explainers 
Audio podcasts (voice only) 
 

Chrome books and IPADS 

Cross curricular use of….. 
 
Word processing (posters fliers),  
Slides (presentations) 
Data handling charts and graphs 
Web site design (y4 upwards) 
Video shorts 
Video explainers 
Audio podcasts (voice only) 
 
Y6 will manage this with a greater 
degree of control and with mixed media. 
 
For example slide shows could include 
additional video material generated in 
other apps such as iMovie and Explain 
Everything. 
 
Choices of font, colour and design will 
be more tuned for the target audience. 
 
iMovie and Explain Everything. 
 
Choices of font, colour and design will 
be more tuned for the target audience. 

Y5 Software and 
Apps  
Pages - Word 
processing 
Keynote - Slides 
Numbers - 
Graphs/data 
handling 
iMovie 
Explain Everything 
Adobe Spark Video 
 
See saw 

Y6 as above + 
Google Docs 
Google Sheets 
Google Slides 
Google Sites 
 
Google Sketch up 
Google Draw 
 

3D printing  

 



 

Computing Science 

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

  can analyse problems in computational terms, and have repeated practical experience of writing computer programs in order to solve such problems  

Computing confidence, digital literacy  

 can evaluate and apply information technology, including new or unfamiliar technologies, analytically to solve problems 

Digital Citizenship 

  are responsible, competent, confident and creative users of information and communication technology 
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use technology 
safely, respectfully 
and responsibly; 
recognise 
acceptable/ 
unacceptable 
behaviour; identify a 
range of ways to 
report concerns 
about content and 
contact. 
 

design and share their own eSafety 
tips fliers 
 
eSafety Day  
Stay SMART 
 
 
Guest speakers  

 

design and share their own eSafety tips 
fliers 
 
eSafety Day  
Stay SMART 
 
 
Guest speakers  

 

  eSafety as 

part of 

Safeguarding 

is on-going 

throughout the 

school year. 

 

School 

passport.  


