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“If we teach today as we taught yesterday, we rob our children of tomorrow.” John Dewey  (philosopher, psychologist, and educational reformer)
We flourish in Computing because:
We believe computing is an integral part of our everyday life and will play an immeasurable part in our children’s futures.  We aim to provide all of our children with the skills to remain safe, be creative and enthusiastic life-long learners who can live and flourish in a world increasingly dependent on computing. 
 ‘Computational thinking is a skill ALL children must master if they are to be ready for the workplace and able to participate effectively in this digital world.
Our computing curriculum is split up into four sections: Digital literacy, Technology in the world, Technical understanding and online safety. 
When designing our computing curriculum, we identified key concepts which run throughout our curriculum. These concepts help both teachers and children to group important knowledge into more manageable units which helps to draw out the links between ideas and processes as children progress through school.
	Online Safety
	Unit 1.1 Online Safety & Exploring Purple Mash
Unit 2.2 Online Safety
Unit 3.2 Online safety 
Unit 4.2 Online Safety
Unit 5.2 Online safety
Unit 6.2 Online safety

	Digital Literacy
	Unit 1.9 Technology outside school 
Unit 2.5 Effective Searching 
Unit 3.5 Email (Inc. email safety) 
Unit 4.7 Effective Search

	Information technology
	Unit 1.3 Pictograms 
Unit 1.6 Animated Story Books 
Unit 1.8 Spreadsheets
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
Unit 2.6 Creating Pictures
Unit 2.7 Making Music
Unit 2.8 Presenting Ideas
Unit 3.3 Spreadsheets
Unit 3.6 Branching Databases
Unit 3.7 Simulations
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 4.4 Writing for Different Audiences
Unit 4.6 Animation
Unit 5.3 Spreadsheets
Unit 5.4 Databases
Unit 5.6 3D Modelling
Unit 6.3 Spreadsheets
Unit 6.7 Quizzing

	Computer Science
	Unit 1.4 Lego Builders
Unit 1.2 Grouping & Sorting
Unit 1.7 Coding
Unit 2.1 Coding
Unit 1.5 Maze Explorers
Unit 3.1 Coding
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.8 Hardware Investigators









Cycle A
	
	Autumn Term
	Spring Term
	Summer Term

	Phase
	Autumn 1 (Skill)
	Autumn 2 (Apply)
	Spring 1 (Skill)
	Spring 2 (Apply)
	Summer 1 (Skill)
	Summer 2 (Apply)

	EYFS
	Exploring Technology
	Record environment (Geography)
	Digital Painting
	Weather pictograms
	Photos & Audio
	Coastal postcards

	Year 1/2
	Pictograms & Data
	Plant surveys (Science)
	Simple Coding
	History sequencing
	Presenting Ideas
	Digital coast leaflet

	Year 3/4
	Online Safety + Coding
	Roman journeys in Scratch
	PowerPoint
	Volcano reports
	Logo
	DT pattern routes

	Year 5/6
	Online Safety + Blogging
	WWII digital diary
	Spreadsheets
	Population models
	Networks
	Ethical debates



Cycle B
	
	Autumn Term
	Spring Term
	Summer Term

	Phase
	Autumn 1 (Skill)
	Autumn 2 (Apply)
	Spring 1 (Skill)
	Spring 2 (Apply)
	Summer 1 (Skill)
	Summer 2 (Apply)

	EYFS
	Tech for Storytelling
	Video of telling a story (T4W)
	Paint & Pattern
	Toys posters
	Photo & Audio
	Animal documentaries

	Year 1/2
	Online Safety + Searching
	Great Fire research
	Presenting Ideas
	Hot/Cold comparison
	Coding
	Vehicle algorithms

	Year 3/4
	Online Safety + Coding
	Stone Age game
	Spreadsheets
	River graphs
	Effective Searching
	Science databases

	Year 5/6
	Online Safety + Coding
	Greek myth games
	Data Modelling
	Alps vs Ropsley climate
	Multimedia
	Museum exhibition



	Cycle A
Y1/2 
	Introduction to PM (1)

Creative Computing
	Creating Pictures (2)
	Spreadsheets (2)
	Animated Stories (1)
	Coding (1)
	Coding (2)

	Key Vocab
	Digital Actions
click · drag · drop · tap
Tools & Equipment
mouse · screen · brush
Paint & Image Words
colour · line · shape
Game / Puzzle Words
piece · play · match

	Tool Words
brush · line · fill · pattern
Action Words
click · drag · choose · save
Art Style Words
dots · strokes · straight · repeat
Describing Words
bright · light · dark · smooth

	Spreadsheet Words
cell · row · column · data
Action Words
click · type · count · add
Chart Words
block graph · more · less

	Digital Actions
click · drag · move · play
Story Elements
character · background · page
Sound & Text
voice · sound · words

	
	

	Stepping Stones 1

	3 lessons in 1
Learning Focus: Learning how to log in, open and save work independently, and hand in a 2Do to the teacher.
Teacher Actions:
Model logging in using a login card, narrating username → password → enter and reinforcing that passwords are private and only shared with trusted adults.
Demonstrate how to open a Paint Project or 2Do, using visual icons to reinforce recognition of Tools, My Work, Save and Hand In buttons.
Practise login and logout as a repeated routine, encouraging children to say the steps aloud (“Login – Paint – Save – Hand In – Logout”) to build procedural memory.
Show how to save work with a simple file name and then find it again in My Work, celebrating success when children retrieve their own work.
Model how to hand in a finished 2Do, including leaving a voice message or emoji for the teacher to build communication confidence.

	Learning Focus: Using digital brush effects to create light, quick strokes inspired by Impressionism.
Teacher Actions:
Introduce Impressionist paintings and discuss “What makes them look soft/light?”.
Model opening the Impressionism template in 2Paint A Picture and narrate tool selection (brush size, water beaker, colour palette).
Encourage pupils to layer short strokes rather than filling spaces flat.
Remind children to save and name work properly.
	Learning Focus: Recognising that a spreadsheet is a way to organise data using rows and columns.
Teacher Actions:
Introduce a spreadsheet like a table with boxes (cells), explaining column letters and row numbers.
Demonstrate entering simple text or numbers into cells.
Model changing colours, fonts or borders to show how formatting helps information stand out.
Encourage pupils to type or select pre-made word lists rather than relying on free typing.

	Merged lesson 1&2
Learning Focus: Understanding what makes a digital story different from a paper book and designing a character digitally.
Teacher Actions:
Show a paper book vs. a digital story and ask: “What is the same? What is different?”
Model opening 2Create a Story, selecting a story style, and drawing a character.
Narrate character choices aloud (e.g. “Big eyebrows make him look angry”) to model expression.
Encourage children to name their character and save their first page properly.

	
	

	Stepping Stones 2

	Learning Focus: Learning how to choose colours and tools to create digital artwork.
Teacher Actions:
Model how to open a 2Do and select the 2Paint tool.
Demonstrate clicking or finger-tapping different brushes and colours, narrating choices aloud.
Remind pupils to control the mouse or finger movement slowly, encouraging practice before creating a picture.
Prompt reflection: “Which tool makes thick lines? Which is better for tiny details?”

	Learning Focus: Building pictures using dots of colour rather than strokes.
Teacher Actions:
Show Pointillist artworks and ask “Why do they look fuzzy up close but clearer far away?”.
Demonstrate the Pointillism template, focusing on dot placement and density.
Model using the outline tool to draw figures before dotting around them.
Encourage reflection: “Which colours blend best when dotted together?”

	Learning Focus: Editing and cleaning messy data so it is clear and easy to read.
Teacher Actions:
Present a “messy spreadsheet” and ask: “What’s wrong with it?” (misaligned data, missing labels).
Model moving text to the correct cells and adding titles or headings.
Encourage pupils to use the undo button for safe experimentation.
Reinforce left click to select, right click to correct routines.

	Learning Focus: Creating a setting that matches the character’s story.
Teacher Actions:
Show examples of different backgrounds and ask: “Where would your character live?”
Demonstrate using shape, colour, and layering tools to build a scene.
Remind children to reuse colours and shapes rather than restarting if unhappy.
Save work and label pages clearly (Page 1 – Forest, Page 2 – Bedroom, etc.).

	
	

	Stepping Stones 3

	Learning Focus: Developing control when using a mouse or touchscreen to create effects intentionally.
Teacher Actions:
Encourage pupils to trace shapes, lines or letters slowly to practise accuracy.
Introduce the 2Paint toolbox and demonstrate textures (e.g. spray, lines, patterns).
Support pupils in improving a previous picture rather than starting over — reinforcing refinement rather than restart.
Ask pupils to explain: “How did you make it smoother / neater / brighter?”

	Learning Focus: Using straight vertical/horizontal lines and colour blocks to create De Stijl-style art.
Teacher Actions:
Show Mondrian paintings and identify straight lines, bold colours, and balance.
Demonstrate Lines template and explain vertical vs horizontal movements.
Model using the Fill Tool to fill enclosed spaces without spilling into lines.
Encourage pupils to experiment with symmetry vs asymmetry.

	Lessons 3&4 combined
Learning Focus: Using spreadsheet tools to generate answers automatically.
Teacher Actions:
Demonstrate the calculator tool and how clicking symbols creates totals.
Introduce ‘Is Equals’, ‘Count’ and ‘Quiz’ as magic buttons that answer questions.
Encourage pupils to change numbers and test how totals update instantly.
Prompt reflection: “Which button helps you check? Which button helps you count?”

	Learning Focus: Animating characters using simple drag-and-move tools.
Teacher Actions:
Show how to duplicate a page and move the character slightly to show movement.
Model predictable vs. dramatic animation (small steps vs big jumps).
Encourage children to test-run their animation regularly using the Play button.
Support peer observation: “Does it look like walking or flying?”

	
	

	Stepping Stones 4
	Learning Focus: Using drag-and-drop to complete and create puzzles.
Teacher Actions:
Model how drag-and-drop works using both a mouse and touchscreen.
Set a timed jigsaw challenge and encourage pupils to retry with different piece styles.
Show how to open the Puzzle tool in 2DIY, insert an image, and create an instruction screen.
Support pupils to save and “hand in” work independently.

	Learning Focus: Designing and transforming motifs into repeating and rotated patterns.
Teacher Actions:
Show William Morris designs and ask “What repeats? What turns? What’s from nature?”
Demonstrate Pattern template and Slice template, narrating pattern type and angle changes.
Support pupils in combining templates to create complex designs.
Prompt reflection: “Does your pattern look better flipped, rotated or repeated?”

	Learning Focus: Turning data into visual charts.
Teacher Actions:
Demonstrate selecting a column of data and pressing chart or block graph.
Model switching between chart types and reading what the chart shows (more/less).
Encourage pupils to compare two sets of data visually, rather than using numbers only.
Support pupils in labelling their charts clearly before saving or sharing.

	Learning Focus: Combining visual and audio elements to tell a story.
Teacher Actions:
Demonstrate typing short speech bubbles or narration captions.
Offer sentence starters for support (“Suddenly…”, “Then…”, “He said…”).
Show how to record voice narration or use sound effects buttons.
Give pupils a chance to listen back and decide “Does this match the mood?”.

	
	

	Stepping Stones 5

	Learning Focus: Planning and creating a game using self-made images.
Teacher Actions:
Demonstrate opening Placing or Multi Drag tools and importing images made in 2Paint.
Encourage pupils to plan first: “What should players move? What is the goal?”
Show how to share their game on a Display Board, celebrating peer feedback.
Prompt reflection: “Was your game fun to play? How could you change it next time?”

	Learning Focus: Collecting and presenting work with text descriptions.
Teacher Actions:
Open the Digital Art Portfolio template and show how to use Image Picker → Import → Resize.
Model adding titles and simple descriptions using style vocabulary (Impressionism, dots, lines, pattern).
Encourage pupils to curate their best four artworks.
Celebrate with a digital gallery share or display board.

	Learning Focus: Applying spreadsheet skills independently to complete a multi-step task.
Teacher Actions:
Introduce a scenario task (e.g. Sunny Sands Beach Resort challenge).
Chunk the project into small goals — “Enter the data → Add totals → Make the chart.”
Circulate and prompt self-checking questions (e.g. “Have I labelled everything?”).
End with a gallery or share-back, asking “Which chart tells the clearest story?”

	Learning Focus: Presenting completed stories and reflecting on storytelling techniques.
Teacher Actions:
Show how to save and “Hand In” or share to a display board.
Host a story showcase where pupils watch each other’s animations.
Use reflection stems such as “I liked when…” / “It made me feel…” to promote peer feedback.
Celebrate effort and storytelling choices rather than accuracy or neatness.

	
	

	SEND Adaptations
	Provide scaffolds instead of simplified tasks by offering visual icon prompts alongside text labels (e.g. 🖌 for paint, 🧩 for jigsaw, 🎮 for game) so that pupils can recall tools through consistent symbols rather than relying on reading.

Reduce cognitive load by modelling digital tasks in small, sequential chunks — e.g. Open → Choose tool → Draw → Save — using step cards or a visual mini-timetable that pupils can independently refer back to rather than repeatedly asking for instructions.

Support motor coordination differences by offering alternative access routes such as larger mouse devices, trackpads, touchscreens or stylus pens, and by enabling “practice zones” where pupils can explore drag-and-drop or mouse control without pressure of producing a final piece.

Embed explicit motor modelling, narrating physical movement such as “slow push… now let go… now click the left button”, and use stickers or tactile dots on mouse buttons to anchor finger placement for children still mastering coordination.

Use guided choice rather than open-ended freedom — instead of asking “What game will you make?”, provide two or three structured starting prompts (e.g. Animal Match / Shape Builder / Space Rescue) to reduce overwhelm and allow success through supported decision-making.

Encourage peer modelling through purposeful partner roles, such as “Controller” (moves the mouse) and “Spotter” (says where to click), allowing pupils with emerging motor or language skills to contribute meaningfully in collaboration.

Promote repetition for mastery by allowing pupils to redo the same action multiple times with slight variation (e.g. “Make three jigsaws — one easy, one tricky, one funny”) so that skill-building feels like creativity rather than drill.

Support communication and reflection through spoken sentence stems with visual cues, such as:
· “I used ___ to make…”
· “I clicked ___ because…”
· “My game is fun because…”
…allowing even pre-writers to justify digital choices without written strain.

	Provide scaffolds rather than simplified alternatives by offering visual tool mats, showing icons for brush, fill, line, undo and save, so pupils can access functions independently without relying on verbal recall or teacher prompting.

Reduce cognitive load by structuring each creative activity around one key concept at a time — e.g. “Today is dots only”, “Today is straight lines only” — preventing overload from open tool access.

Embed explicit demonstration and live narration of process decisions, modelling statements like “I’m swapping to a smaller dot because this area needs more detail” or “I’m using blue next to yellow because they blend nicely” to make artistic reasoning visible.

Use guided choice menus instead of open requests (e.g. “Do you want to use thin dots or big dots?” rather than “What do you want to do?”) to support pupils with decision paralysis or language processing difficulties.

Encourage peer modelling through turn-taking roles, such as “Tool chooser” and “Mark maker”, allowing motor-confident pupils to support those with coordination delays while maintaining shared ownership.

Support fine motor and access needs by allowing finger painting on touchscreen, stylus pens, or larger mouse alternatives, and by lowering precision pressure — praising repetition and effort over accuracy.

Embed rehearsal before final creation by using small test squares or half-screens before committing to a full page, allowing pupils to trial pattern, colour or stroke styles safely.
Provide structured reflection stems for portfolio building, such as:
· “I made this with dots because…”
· “My picture looks calm/loud because…”
· “Next time I would…”
…so that all pupils can express intent without needing extended writing.

	Provide visual scaffolds for tool recognition by using icon prompt cards (e.g. ✅ = check / ➕ = add / 📊 = chart) so pupils can locate functions independently without relying on text decoding or memory recall.

Reduce cognitive load by breaking tasks into micro steps with visible progress markers, such as “1. Click the box → 2. Type the number → 3. Press Add”, allowing pupils to revisit stages rather than re-ask instructions.

Support working memory and sequencing needs by keeping a live demonstration visible on the board while pupils work, rather than hiding instructions once modelling is complete — avoiding the “Now what was I supposed to do?” barrier.

Embed explicit motor rehearsal before accuracy is expected — e.g. practising click → drag → release on empty cells or sandbox sheets, allowing pupils with developing fine motor skills to master movement separately from cognitive demand.

Use guided choice instead of open instructions — e.g. “Shall we try counting with ‘Count’ or with ‘Is Equals’?” rather than “Which button shall we use?”, preventing decision paralysis.

Enable paired roles for collaborative access, such as “Pointer” (mouse user) and “Reader” (tool spotter), so pupils with emerging control or processing needs can participate meaningfully without relying on one overloaded skill area.

Reinforce success through repetition rather than correction, encouraging pupils to swap values and re-test formulas rather than “fix mistakes”, building confidence in experimentation rather than accuracy anxiety.
Scaffold verbal reasoning with sentence stems, such as:
1. “I changed the number and the total…”
2. “The chart shows more ___ than ___.”
3. “This button helps me…”
…allowing reflective discussion without requiring full sentence generation independently.

	Provide visual tool prompts rather than relying on memory or verbal instruction — e.g. picture cards showing pen = draw, speaker = sound, arrow = play — so pupils with working memory or language needs can act independently.

Reduce cognitive load by teaching one feature at a time — e.g. “Today we only move the character” or “This lesson is just for adding sound” — rather than opening every tool at once.

Allow motor-access flexibility by offering touchscreen, trackpad or mouse options, and celebrating big expressive movement rather than precision — e.g. “Your character zooming fast is exciting!” instead of “Stay in the lines.”

Use guided sentence stems to support storytelling without writing strain:
· “My character is…”
· “Then he/she…”
· “Next…”
These can be offered verbally, on cards, or as clickable sound buttons.
Encourage paired roles such as “Mover” (controls the mouse/tablet) and “Director” (gives instructions verbally or by pointing) so pupils with emerging motor or social confidence can contribute meaningfully without pressure.

Support sensory or emotional needs by allowing quiet headphones during narration and offering “redo without deleting” options so pupils don’t fear losing their work.

Celebrate choice-making and sequencing, not just neatness — praising “You added sound at the right moment!” or “That jump surprised us — good storytelling!”, boosting self-efficacy through effect, not accuracy.

	
	


















	Cycle A
Y3/4
	Email (3)

Unpacking Hardware & Software (4)
	Route Planners (3)
	Effective Searching (4)
	Coding (3/4)
	Presentations (3)
	Spreadsheets (3)

	Key Vocab
	Email Parts
inbox · reply · send · subject
Actions
click · type · attach · delete
People
sender · recipient
	Commands
forward · backward · turn · repeat
Direction & Angles
left · right · 90° · 45°
Coding Process
algorithm · debug
	Searching Words
search engine · search bar · keywords
Filtering & Refining Words
filter · refine · snippet
How Search Engines Work
crawl · index · rank
	
	
	

	Stepping Stones 1

	Learning Focus: Exploring how messages travel and comparing different communication methods.
Teacher Actions:
Lead a discussion on how people communicate (face-to-face, letters, text messages, email).
Model a simple flow diagram showing how an email travels from sender → internet → recipient.
Use example scenarios to ask “When is email useful? When is it not?”
Reinforce respectful and purposeful communication as essential digital behaviour.

	Learning Focus: Using forwards, backwards and turn commands to control an onscreen object.
Teacher Actions:
Introduce the 2Go interface, modelling how to click direction arrows to move step by step.
Demonstrate the difference between turning the object vs. moving it forward.
Ask pupils to predict movement before clicking, building early algorithmic thinking.
Encourage partner talk: “What do you think will happen if I press this?”

	Learning Focus: Understand what a search engine is and how to use keywords rather than full sentences.
Teacher Actions:
Model typing full questions vs short keywords and compare results.
Provide question cards and ask pupils to reduce each one to 2–3 strong keywords.
Allow practice using child-friendly search engines (e.g. Kiddle).

	
	
	

	Stepping Stones 2

	Merged Lessons 2 & 3
Learning Focus: Learning how to respond to received emails and write new ones using correct structure and etiquette.
Teacher Actions:
Demonstrate opening an email and pressing Reply, pointing out To / Subject / Message Box.
Model how to use polite openings and sign-offs (“Hello…” / “Kind regards…”).
Transition into Composing a New Email, selecting a recipient from the address book.
Encourage pupils to write clear, purposeful messages and send them to a partner.

	Learning Focus: Understanding left vs. right rotation and using 90° turns in programmed sequences.
Teacher Actions:
Show how rotation affects direction before movement.
Model entering turn + move combinations into the command box.
Highlight order matters by deliberately mixing up instructions and debugging together.
Support pupils in writing and testing short command strings independently.

	Learning Focus: Learn how crawling, indexing and ranking decide what appears first.
Teacher Actions:
Physically role-play web crawler → index → rank using pupil cards.
Show two search results and ask “Why might this one appear first?”
Highlight relevance, popularity, adverts as ranking factors.

	
	
	

	Stepping Stones 3

	Learning Focus: Adding files or images to an email and understanding when it is appropriate to share content.
Teacher Actions:
Demonstrate attaching a picture or document using the paperclip icon.
Discuss what is safe and unsafe to send, using examples (“Is it okay to send a photo of your pet? Your house? Your face?”).
Encourage pupils to send an email with a teacher-approved attachment (e.g. saved work or drawing).

	Learning Focus: Breaking down a journey into step-by-step instructions before entering commands.
Teacher Actions:
Present a maze or map and ask pupils to plan a route verbally or with arrows on paper first.
Model how to translate a drawn path into sequential digital commands.
Encourage testing and debugging one line at a time rather than resetting the whole sequence.

	Learning Focus: Use filters, minus signs, quotation marks and snippets to improve search accuracy.
Teacher Actions:
Demonstrate “jaguar –car” vs “jaguar animal” or “tallest mountain in the world” with quotes.
Highlight how filters (Images / News / Videos) change results.
Train pupils to read snippets before clicking instead of guessing.

	
	
	

	Stepping Stones 4
	Learning Focus: Organising received emails and identifying unwanted or suspicious messages.
Teacher Actions:
Model checking Inbox, Sent and Drafts folders.
Show how to delete or ignore unwanted messages.
Introduce spam / junk and discuss “How do we know if something isn’t real?”
Play safe or unsafe sorting games with sample emails.

	Learning Focus: Incorporating 45° and 90° angle rotations to refine movement.
Teacher Actions:
Demonstrate small-angle turns and ask pupils to compare effects with quarter turns.
Encourage experimentation: “What happens if we use 45° twice instead of 90° once?”
Set challenges requiring mixed rotations to reach diagonal or unusual positions.

	Learning Focus: Plan and perform multi-step refined searches to solve information challenges.
Teacher Actions:
Set “Search Lab” tasks requiring pupils to:
Try an initial search
Improve it using a refining technique
Apply a filter
Record the best result
Encourage pupils to justify choices aloud (e.g. “I chose this result because…”)

	
	
	

	Stepping Stones 5

	Learning Focus: Understanding that emails are a permanent record and must be used respectfully and safely.
Teacher Actions:
Hold a circle discussion on tone, kindness and digital footprints (“Once it’s sent, can you get it back?”).
Present example emails and ask pupils to improve rude or unclear messages.
Encourage pupils to reflect on when email is helpful, polite or necessary — and when speaking is better.
	Learning Focus: Applying loops and corrections to improve efficiency.
Teacher Actions:
Introduce repetition (repeat commands / loops) as a way to simplify long routes.
Model debugging when an object overshoots or rotates incorrectly, narrating thought process.
Present open-ended challenges where pupils choose between manual or repeated commands.
Encourage pupils to compare two algorithms and discuss which is more efficient.

	
	
	
	

	SEND Adaptations
	Provide visual scaffolds for communication structure by displaying an email sentence mat with labelled parts (Greeting → Message → Sign-off), so pupils can build messages without needing to generate full sentences independently.

Reduce cognitive load by isolating actions one at a time — e.g. “Today is just reply,” then “Now let’s try compose.” Avoid opening Inbox + Attachments + Formatting + Folders all in one go.

Embed modelling with narration, speaking internal thought aloud:
“I need to check—did I say hello? Did I finish politely? Did I spell their name right?”
This makes digital etiquette visible for pupils who struggle with social inference.

Offer paired roles to balance motor vs language skills, such as “Typer” and “Speaker” — one pupil dictates while another types — allowing pupils with fine motor or expressive language difficulties to contribute meaningfully.
Support working memory and sequencing with simple tool icon cards (✉ = send / 📎 = attach / ❌ = delete), so pupils can remember actions without re-asking or freezing mid-task.

Lower anxiety around ‘sending something wrong’ by allowing draft practice emails that are not sent, so risk-free rehearsal is possible before real communication.
Use guided choice rather than open writing prompts — e.g. “Pick one of these email starters…” instead of “Write an email.” This helps pupils who struggle to initiate language or generate original content.

	Provide physical arrow cards or floor arrows so pupils can rehearse direction sequences kinaesthetically before committing them digitally — reducing working memory strain.
Use dual-coded command mats showing ↻ 90° turn right / ↺ 90° turn left / ↗ 45° so pupils recognise commands visually rather than relying on symbolic meaning.

Reduce cognitive load by limiting available commands during early challenges — e.g. only forward + 90° — before introducing diagonal angles or loops.

Support spatial reasoning through partner roles, such as “Navigator” (decides next move) and “Coder” (enters commands), so pupils contribute to logic without all responsibilities held in one modality.

Allow predictive rehearsal — e.g. “Before pressing go, show me with your finger what will happen” — to make algorithm consequences visible before execution.

Offer error-friendly debugging language — “Let’s try a different turn” instead of “No, that’s wrong” — framing mistakes as testing.

Provide alternative input methods (keyboard arrows / touchscreen drag / unplugged paper coding) for pupils with fine motor or mouse control difficulties.

	Pre-teach and display dual-coded search strategy prompts (👁 Eye for snippet, 🔍 Filter icon, ➖ Minus sign) to lighten working memory load.

Provide fixed search templates such as "[keyword] - [exclude]" or "exact phrase" so pupils only swap words rather than recall format.

Partner pupils in “Searcher” (thinks aloud) and “Clicker” (controls mouse) roles to reduce motor and cognitive overload.

Use physical keyword sorting cards to rehearse choices before typing, supporting language and planning difficulties.

Chunk demonstrations step-by-step with “Pause and predict before pressing enter” routines to embed metacognition.

Offer speech-to-text or voice search options for pupils with spelling or typing barriers.

Normalise mistakes with debugging language – “Let’s refine this” instead of “That didn’t work”.

	
	
	



	Cycle A
Y5/6
	Quizzing (5)
	Game Creator (5)
	Graphing (6)
	Spreadsheets (6)
	Coding (5/6)
	3D Modelling (6)

	Key Vocab
	Quiz Format Words
question · answer · multiple choice · branching
Design Words
layout · image · sound · feedback
Improvement Words
test · refine · share

	
	
	
	
	

	Stepping Stones 1

	Learning Focus: Understanding that different quizzes are structured for different audiences and outcomes.
Teacher Actions:
Compare a fun personality quiz vs. a factual knowledge quiz, asking “Who is it for? What makes it engaging?”
Demonstrate 2Quiz / 2DIY / Data Handling Quizzes and show multiple-choice vs. free-text vs. matching formats.
Encourage pupils to sort question types by purpose — “Which is best for checking facts? Which is best for fun?”

	
	
	
	
	

	Stepping Stones 2

	Learning Focus: Building single-answer questions with clear, well-structured responses.
Teacher Actions:
Model writing a good question vs. confusing question, focusing on clarity and correct spelling.
Show how to set correct answers and feedback prompts.
Encourage pupils to write short quiz rounds (e.g. 5 questions on animals / space / football).
	
	
	
	
	

	Stepping Stones 3

	Learning Focus: Creating quizzes where answers affect what happens next.
Teacher Actions:
Demonstrate branching format — “If you answer yes, go to page 3”.
Support pupils to design choice-based paths on paper first before building them digitally.
Emphasise “Every path must lead somewhere” to encourage complete logic.

	
	
	
	
	

	Stepping Stones 4
	Learning Focus: Using images, sound, and layout choices to engage the audience.
Teacher Actions:
Model adding images, colours, sound effects or character hosts to enhance theme.
Encourage pupils to choose fonts / colours for readability, not just decoration.
Showcase strong examples and ask “What makes this nicer to play?”

	
	
	
	
	

	Stepping Stones 5

	Learning Focus: Improving quizzes based on user feedback.
Teacher Actions:
Arrange peer playtesting sessions, assigning roles like Player and Observer.
Provide feedback prompts — “Was any question confusing?” / “Did you enjoy the layout?”
Support pupils to edit based on feedback, then publish or display their final quiz.

	
	
	
	
	

	SEND Adaptations
	Use pre-structured question frames (e.g. “What is…?”, “Which of these…?”, “True or False…”) to reduce language generation load and allow pupils to focus on content rather than formulation — aligning with explicit instruction and sentence stems as scaffolds.

Apply cognitive load reduction strategies by limiting the number of editable features at once (e.g. “Today we only focus on text — images later”) to avoid overwhelming pupils with simultaneous decisions around content, layout, and media.

Introduce visual sequencing supports, such as a question-planning grid (Question → Answer → Feedback → Media), allowing pupils to externalise working memory demands and plan logically before entering content digitally — consistent with EEF guidance on worked examples.

Embed structured peer collaboration using defined roles (e.g. Question Writer, Layout Designer, Tester) to provide adaptive support without reducing expectations, aligning with EEF’s recommendation for purposeful pairing and peer modelling.

Provide scaffolded metacognitive reflection prompts, such as:
· “Did my question make sense the first time?”
· “How do I know this choice is clear for the player?”
These prompt self-monitoring without demanding complex written reflection — supporting metacognition through verbal rehearsal.

Offer alternative access routes, such as speech-to-text, shared typing via a scribe, or drag-and-drop answer banks, to enable pupils to demonstrate high-level thinking without fine-motor or spelling barriers — consistent with EEF principles of task-specific flexibility.

Normalise error-based learning by modelling “debugging as improvement rather than failure”, using language like “Let’s refine this” instead of “That’s wrong”, to promote self-efficacy and task persistence, as recommended in EEF’s Motivation and Behaviour guidance.
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	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Year 1/2
Cycle A

First Unit of the Term

	Unit 1.1 Online Safety & Exploring Purple Mash 
Enquiry Question: How can I stay safe online?
	Unit 1.4 Lego Builders
Enquiry Question: What happens if you don’t follow instructions?

	Unit 1.2 Grouping and Sorting
Enquiry Question: What happens if you don’t follow instructions?
	Unit 1.8 Spreadsheets
Enquiry Question: What is a spreadsheet?

	Unit 1.7 Coding
Enquiry Question: Can I make a computer do what it’s told?

	Unit 2.1 Coding
Enquiry Question: How do I get rid of a computer bug?


	
	Builds on: 
Learning in the EYFS.
	Alongside:
Unit 1.1 Coding
Unit 1.5 Maze builders
	Alongside:
Unit 1.3 Pictograms

	Alongside:
Unit 1.3 Pictograms

	Alongside:
Unit 1.4 Lego Builders
Unit 1.5 Maze builders
	Alongside:
Unit 1.1 Coding
Unit 1.4 Lego Builders
Unit 1.5 Maze builders

	
	Future Learning: 
Unit 2.2 Online Safety
Unit 3.2 Online safety 
Unit 4.2 Online Safety
Unit 5.2 Online safety
Unit 6.2 Online safety
	Future Learning: 
Unit 2.1 Coding
Unit 2.4 Questioning 
Unit 3.1 Coding
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
	Future Learning: 
Unit 2.4 Questioning 
Unit 3.6 Branching Databases
Unit 3.8 Graphing
Unit 5.4 Databases

	Future Learning: 
Unit 3.3 Spreadsheets
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.4 Databases
Unit 6.3 Spreadsheets
Unit 6.9 Spreadsheets


	Future Learning: 
Unit 2.1 Coding
Unit 2.4 Questioning 
Unit 3.1 Coding
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
Unit 5.1 Coding
Unit 6.1 Coding
Unit 6.5 Text Adventures
Unit 6.8 Binary
	Future Learning: 
Unit 2.4 Questioning 
Unit 3.1 Coding
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
Unit 5.1 Coding
Unit 6.1 Coding
Unit 6.5 Text Adventures
Unit 6.8 Binary


	Year 1/2
Cycle A

Second Unit of the Term
	Unit 2.5 Effective Searching 
Enquiry Question: What is a browser and how can I find what I need online?
	Unit 1.9 Technology outside school 
Enquiry Question: Which colours can you make?
	Unit 2.6 Creating Pictures
Enquiry Question: How can we use a computer to make art?
	
	
	

	
	Builds on: Unit 1.1 Online Safety and Exploring Purple Mash
	Builds on: Learning in the EYFS.

	Alongside: Unit 1.6 Animated Story Books

	
	
	

	
	Future Learning: 
Unit 2.2 Online Safety
Unit 3.2 Online safety 
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
Unit 5.8 Word Processing
Unit 6.2 Online Safety
Unit 6.8 Networks
	Future Learning: 
Unit 3.5 E-mail
Unit 3.7 Simulations
Unit 4.7 Effective Searching
Unit 4.8 Hardware Investigators
Unit 6.4 Blogging
Unit 6.6 Networks
	Future Learning: 
Unit 4.6 Animation
Unit 5.5 Game Creator
Unit 5.6 3D Modelling
Unit 6.5 Text Adventures

	
	
	



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

	Year 3/4
Cycle A

First Unit of the Term

	Unit 3.1 Coding
Enquiry Question: How can I make my computer wait?
	Unit 3.2 Online Safety
Enquiry Question: How do I keep my password safe?

	Unit 3.5 E-mail (including e-mail safety)
Enquiry Question: Can I write an E-mail?
	Unit 3.6 Branching Databases
Enquiry Question: Can I sort information faster than my teacher?
	Unit 3.7 Simulations
Enquiry Question: Let’s try it out first!
	Unit 3.8 Graphing
Enquiry Question: Can a graph help me solve it?


	
	Builds on: 
Unit 1.1 Coding
Unit 1.4 Lego Builders
Unit 1.5 Maze builders
Unit 2.1 Coding
Unit 2.4 Questioning 
	Builds On:
Unit 1.1 Online Safety and Exploring Purple Mash
Unit 1.6 Technology outside School
Unit 2.2 Online Safety
Unit 2.5 Effective Searches
	Builds On:
Unit 3.5 E-mail
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
	Builds On:
Unit 1.2 Grouping & Sorting
Unit 1.3 Pictograms
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
	Builds On:
Unit 1.1 Coding
Unit 1.6 Technology outside School
Unit 2.1 Coding
	Builds On:
Unit 1.2 Grouping & Sorting
Unit 1.3 Pictograms
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
Unit 3.6 Branching Databases


	
	Future Learning: 
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
Unit 5.1 Coding
Unit 6.1 Coding
Unit 6.5 Text Adventures
Unit 6.8 Binary
	Future Learning: 
Unit 3.5 E-mail
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
Unit 5.8 Word Processing
Unit 6.2 Online Safety
Unit 6.4 Blogging

	Future Learning: 
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
Unit 6.2 Online Safety
Unit 6.4 Blogging
	Future Learning: 
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.4 Databases
Unit 6.7 Quizzing
Unit 6.9 Spreadsheets


	Future Learning: 
Unit 4.1 Coding
Unit 5.1 Coding
Unit 6.1 Coding


	Future Learning: 
Unit 4.3 Spreadsheets
Unit 5.3 Spreadsheets
Unit 6.9 Spreadsheets


	Year 3/4
Cycle A

Second Unit of the Term
	
	Unit 3.3 Spreadsheets
Enquiry Question: What is > ?
	
	
	
	

	
	
	Builds on: 
Unit 1.3 Pictograms
Unit 1.8 Spreadsheets
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
	
	
	
	

	
	
	Future Learning: 
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.3 Spreadsheets
Unit 5.4 Databases
Unit 6.3 Spreadsheets
Unit 6.9 Spreadsheets
	
	
	
	




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

	Year 5/6
Cycle A

First Unit of the Term

	Unit 5.1 Coding
Enquiry Question: Red, amber, green.
	Unit 5.3 Spreadsheets
Enquiry Question: What are formulae?

	Unit 5.2 Online Safety
Enquiry Question: How do I protect my privacy?
	Unit 5.4 Databases
Enquiry Question: Can I make my own database?
	Unit 5.6 3D Modelling
Enquiry Question: How can I create a 3D Model?
	Unit 5.5 Game Creator
Enquiry Question: What sort of game will you make?


	
	Builds on: 
Unit 1.1 Coding
Unit 1.4 Lego Builders
Unit 1.5 Maze builders
Unit 2.1 Coding
Unit 2.4 Questioning 
Unit 3.1 Coding
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
	Builds On:
Unit 1.3 Pictograms
Unit 1.8 Spreadsheets
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
Unit 3.3 Spreadsheets
Unit 3.8 Graphing
Unit 4.3 Spreadsheets

	Builds On:
Unit 1.1 Coding
Unit 1.6 Technology outside School
Unit 2.2 Online Safety
Unit 2.5 Effective Searches
Unit 3.2 Online Safety
Unit 3.5 E-mail
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
	Builds On:
Unit 1.2 Grouping & Sorting
Unit 1.3 Pictograms
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
Unit 3.3 Spreadsheets
Unit 3.6 Branching Databases
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
	Builds On:
Unit 1.1 Coding
Unit 1.6 Technology outside School
Unit 2.6 Creating Pictures
Unit 4.6 Animation

	Builds On:
Unit 1.1 Coding
Unit 1.6 Technology outside School
Unit 2.6 Creating Pictures
Unit 2.7 Making Music
Unit 4.6 Animation
Unit 4.9 Making Music


	
	Future Learning: 
Unit 6.1 Coding
Unit 6.5 Text Adventures
Unit 6.8 Binary
	Future Learning: 
Unit 5.4 Databases
Unit 6.3 Spreadsheets
Unit 6.9 Spreadsheets

	Future Learning: 
Unit 5.2 Online Safety
Unit 5.8 Word Processing
Unit 6.2 Online Safety
Unit 6.4 Blogging
	Future Learning: 
Unit 6.7 Quizzing
Unit 6.9 Spreadsheets


	Future Learning: 
Unit 5.5 Game Creator

	Future Learning: 
Unit 6.5 Text Adventures


	Year 5/6
Cycle A

Second Unit of the Term
	
	
	Unit 5.7 Concept Maps
Enquiry Question: How and why should I use a concept map?
	
	
	

	
	
	
	Builds On:
Unit 1.6 Technology outside School
Unit 2.6 Presenting Ideas
Unit 4.4 Writing for different audiences
	
	
	

	
	
	
	Future Learning: 
Unit 5.8 Word Processing
Unit 6.4 Blogging
Unit 6.5 Text Adventures
	
	
	













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

	Year 1/2
Cycle B

First Unit of the Term

	Unit 1.1 Online Safety & Exploring Purple Mash 
Enquiry Question: How can I stay safe online?
	Unit 2.4 Questioning
Enquiry Question: What is a binary tree?

	Unit 2.2 Online Safety
Enquiry Question:
How can I search safely?
	Unit 1.6 Animated Story Books
Enquiry Question: What makes a great story?

	Unit 1.3 Pictograms
Enquiry Question: What does your pictogram show you?

	Unit 2.3 Spreadsheets
Enquiry Question: Can I use a spreadsheet to add up my money?


	
	Builds on: 
Learning in the EYFS.
	Builds on: 
Unit 1.2 Grouping & Sorting
Unit 1.3 Pictograms
Unit 2.3 Spreadsheets
	Builds on: 
Unit 1.1 Online Safety and PM
Unit 1.6 Technology out of school
Alongside:
Unit 2.5 Effective Searching

	Builds on:
Unit 1.1 Online Safety and PM


	Builds on:
Unit 1.2 Grouping & Sorting
	Builds on:
Unit 1.3 Pictograms
Unit 1.8 Spreasheets

	
	Future Learning: 
Unit 2.2 Online Safety
Unit 3.2 Online safety 
Unit 4.2 Online Safety
Unit 5.2 Online safety
Unit 6.2 Online safety
	Future Learning: 
Unit 3.3 Spreadsheets
Unit 3.6 Branching Databases
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.4 Databases
Unit 6.7 Quizzing
Unit 6.9 Spreadsheets

	Future Learning: 
Unit 3.2 Online safety 
Unit 3.5 E-mail
Unit 4.2 Online Safety
Unit 4.7 Effective Searches
Unit 5.2 Online safety
Unit 5.8 Word Processing
Unit 6.4 Blogging
	Future Learning: 
Unit 2.6 Creating Pictures
Unit 2.7 Making Music
Unit 2.8 Presenting Ideas

	Future Learning: 
Unit 2.3Spreadsheets
Unit 2.4 Questioning 
Unit 3.3 Spreadsheets
Unit 3.6 Branching Databases
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.4 Databases
Unit 6.9 Spreadsheets
	Future Learning: 
Unit 2.4 Questioning 
Unit 3.3 Spreadsheets
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.3 Spreadsheets
Unit 5.4 Databases
Unit 6.3 Spreadsheets
Unit 6.9 Spreadsheets


	Year 1/2
Cycle B

Second Unit of the Term
	Unit 1.5 Maze Explorers
Enquiry Question: Which way will the arrows take me?
	
	Unit 2.7 Making Music
Enquiry Question: How can we use a computer to make music?
	
	Unit 2.8 Presenting 
Enquiry Question: Ideas Can you make a quiz?
	

	
	Alongside: 
Unit 1.4 Lego Builders
Unit 1.7 Coding
	
	Builds on: 
Unit 1.6 Animated Story Books

	
	Builds on: 
Unit 1.6 Animated Story Books
Alongside:
Unit 2.6 Creating Pictures
	




	
	Future Learning: 
Unit 2.1 Coding
Unit 2.4 Questioning 
Unit 3.1 Coding
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
Unit 5.1 Coding
Unit 5.5 Game Creator
Unit 5.6 3D Modelling
	
	Future Learning: 
Unit 4.6 Animation
Unit 4.9 Making Music
Unit 5.5 Game Creator
Unit 6.5 Text Adventures

	
	Future Learning: 
Unit 3.9 Presenting in PowerPoint
Unit 4.4 Writing for different audiences
Unit 5.7 Concept Maps
Unit 5.8 Word Processing
Unit 6.4 Blogging
Unit 6.5 Text Adventures
Unit 6.7 Quizzing


	




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

	Year 3/4
Cycle B

First Unit of the Term

	Unit 4.1 Coding
Enquiry Question: How can I make my computer wait?
	Unit 3.2 Online Safety
Enquiry Question: How do I keep my password safe?

	Unit 3.5 E-mail (including e-mail safety)
Enquiry Question: Can I write an E-mail?
	Unit 3.6 Branching Databases
Enquiry Question: Can I sort information faster than my teacher?
	Unit 3.7 Simulations
Enquiry Question: Let’s try it out first!
	Unit 3.8 Graphing
Enquiry Question: Can a graph help me solve it?


	
	Builds on: 
Unit 1.1 Coding
Unit 1.4 Lego Builders
Unit 1.5 Maze builders
Unit 2.1 Coding
Unit 2.4 Questioning 
	Builds On:
Unit 1.1 Online Safety and Exploring Purple Mash
Unit 1.6 Technology outside School
Unit 2.2 Online Safety
Unit 2.5 Effective Searches
	Builds On:
Unit 3.5 E-mail
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
	Builds On:
Unit 1.2 Grouping & Sorting
Unit 1.3 Pictograms
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
	Builds On:
Unit 1.1 Coding
Unit 1.6 Technology outside School
Unit 2.1 Coding
	Builds On:
Unit 1.2 Grouping & Sorting
Unit 1.3 Pictograms
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
Unit 3.6 Branching Databases


	
	Future Learning: 
Unit 3.6 Branching Databases
Unit 4.1 Coding
Unit 4.5 Logo
Unit 4.6 Animation
Unit 5.1 Coding
Unit 6.1 Coding
Unit 6.5 Text Adventures
Unit 6.8 Binary
	Future Learning: 
Unit 3.5 E-mail
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
Unit 5.8 Word Processing
Unit 6.2 Online Safety
Unit 6.4 Blogging

	Future Learning: 
Unit 4.2 Online Safety
Unit 4.7 Effective Searching
Unit 5.2 Online Safety
Unit 6.2 Online Safety
Unit 6.4 Blogging
	Future Learning: 
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.4 Databases
Unit 6.7 Quizzing
Unit 6.9 Spreadsheets


	Future Learning: 
Unit 4.1 Coding
Unit 5.1 Coding
Unit 6.1 Coding


	Future Learning: 
Unit 4.3 Spreadsheets
Unit 5.3 Spreadsheets
Unit 6.9 Spreadsheets


	Year 3/4
Cycle B

Second Unit of the Term
	
	Unit 3.3 Spreadsheets
Enquiry Question: What is > ?
	
	
	
	

	
	
	Builds on: 
Unit 1.3 Pictograms
Unit 1.8 Spreadsheets
Unit 2.3 Spreadsheets
Unit 2.4 Questioning
	
	
	
	

	
	
	Future Learning: 
Unit 3.8 Graphing
Unit 4.3 Spreadsheets
Unit 5.3 Spreadsheets
Unit 5.4 Databases
Unit 6.3 Spreadsheets
Unit 6.9 Spreadsheets
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