
KS1 

Cy 1 

LKS2 

Cy 1 

LKS2 

Cy 1 

Year 2 

Year 4 

Great Fire of London 
(Year 2) 

Frozen To Infinity 
and Beyond! 

Around the World in 
80 Days 

The Stone to the 
Iron Age 

Harwich to the World Egypt 

WWII Inventions America 

Reception 

Recognise that a range of technology is used 
at home and at school 

Select and use technology for clear purposes 

Use ICT hardware to interact with age-
appropriate software 

Complete a simple computer programme 

Year 1 

Recognise common uses of technology in 
school and at home 

Create digital content 

Understand how to receive support when they 
have concerns about their internet use 

Predict the behaviour of simple programmes 

Explain what an algorithm is 

Year 2 

Use technology to create, organise, store, manipu-
late and retrieve digital content 

Use a range of programmes to create digital con-
tent and compare their benefits 

Use technology safely and keep personal infor-
mation private 

Predict the behaviour of simple programmes by 
relating each action to a part of the algorithm  

Create simple programmes 

Find and fix bugs in simple programmes 

Understand that programmes run by following 
clear, unambiguous instructions 

Year 3 

Recognise and make efficient use of different types of 
input and output devices  

Use a variety of software to accomplish a goal with 
support 

Understand that networks share information and data, 
including the internet 

Use simple search technologies and recognise that some 
are more reliable than others 

Use technology safely and responsibly, distinguishing 
between acceptable and unacceptable behaviour 

Design, write and debug programmes that control  or 
simulate virtual events 

Use logical reasoning to explain how simple algorithms 
work 

 

Year 4 

Use and select a range of input devices and software, such as cameras or sensors, to accomplish given goals 

Understand what servers are and how they provide services to a network 

Understand how result are selected and ranked by search engines 

Use technology responsibly, understanding that online communication may be seen by others and knowing 
where to go for help and support if necessary 

Decompose programmes into smaller parts 

Use logical reasoning to detect and correct errors in algorithms and programmes 

Accomplish coding goals using  variety of software, systems and content 

Programme an interac-
tive WWII adventure 

Research and present a 
timeline of events from the 
Stone to the Iron Age 

Create your own      
Egyptian themed      
computer game 

Take your Beebot 
through the solar system 

Create and send a post-
card to someone on  a 
different continent  

Use a range of        
technology to create a 
frozen scrapbook 

Create a program to map a ship’s 
journey from Harwich port to 
another port around the world. 

Film a Hollywood Blockbuster 
to entertain your class. 

Create a webpage to sell 
your new invention 



KS1 

Cy 2 

LKS2 

Cy 2 

LKS2 

Cy 2 

Year 2 

Year 4 

Great Fire of London 
(Year 2) 

Dinosaurs 
Harwich to             

Kenya 

Beside the Sea 

The Romans 
Our Kings and Queens 

Rainforests and 
Growth 

Vikings and Anglo-Saxons Natural Disasters Ancient Greeks 

Year 5 

Independently select and use appropriate software for a task, including com-
bining different software to create content for a given audience. 

Use internet services to transfer data to a third party 

Use filters in search technologies effectively  and appreciate how results are 
selected and ranked 

Understand the need to only select age appropriate content 

Design, input and test increasingly complex set of instructions to a programme 
or device to accomplish specific goals, including controlling or simulating physi-
cal systems 

Design, write and test simple programmes that allow a sequence of instruc-
tions to be repeated 

Design, write and test simple programmes with opportunities for selection—
where a particular result will happen based on the actions of the user 

Use logical reasoning to explain increasingly complex algorithms which ensure a 
program’s efficiency  

 

Year 6 

Independently select and combine a variety of software to design and 
create content for an audience, including, collecting, analysing, evaluat-
ing and presenting data 

Understand how networks enable computers to communicate and collab-
orate 

Begin to use internet services in their own creations to share and 
transfer data 

Be discerning when evaluating digital content and use filters effective-
ly  

Identify a range of ways to report concerns about content and contact 
in and out of school 

Use sequences, selection and repetition with hardware to explore real 
world systems 

Solve problems by decomposing them into smaller parts 

Use variables, sequence, repetition and selection in programmes 

Use logical reasoning to explain how increasingly complex algorithms 
work and to detect errors efficiently  

Using computers 

Using networks 

 

Internet safety—continuous  

Coding 

 

Blog like a Viking 

Capture an epic Roman 
battle 

Create a jungle-style 
adventure game 

Create a postcard 
to show people in      

Kenya what life is like in 
Harwich  

Make a scene based on 
your trip to the beach 

Create an algorithm to 
move your own         
dinosaur  

Present your research 
about an inspiring    

monarch 

Design your own 
sprite based on a Greek 

myth to feature in a game  

Use a range of software to 
compare the impact of 
global natural disasters 


