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Manor Primary School 

Computing Year 1: Let’s Create (Strand – Create) 

 

Overview of the Learning: 

In this unit children will begin to explore digital texts, creating their own digital content (still image, word and sound) using a range of devices and software.  

They develop understanding of some of the devices they use and apply some unplugged programming approaches to support their understanding. 

 

Core Aims  

To equip pupils to use computational thinking and creativity to understand and change the world. 

To make links with mathematics, science, and design and technology, and provides insights into both natural 

and artificial systems.  

To ensure pupils are taught the principles of information and computation, how digital systems work, and 

how to put this knowledge to use through programming.  

To equip pupils are use information technology to create programs, systems and a range of content.  

To ensure that pupils become digitally literate  

To be able to use, and express themselves and develop their ideas through, information and communication 

technology  at a level suitable for the future workplace and as active participants in a digital world. 

Pupils should be taught  

To use technology purposefully to create, organise, store, manipulate and retrieve digital content 

To recognise common uses of information technology beyond school  

To use technology safely and respectfully, keeping personal information private; identify where to go for help 

and support when they have concerns about content or contact on the internet or other online technologies. 

National Curriculum Guidance  

1.iii Children should use logical reasoning to predict the behaviour of simple programs 

1.iv Children should use technology purposefully to create, organise, store, manipulate and retrieve digital content 

1.v Children should recognise common uses of information technology beyond school  

1.vi Children should use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other online technologies. 

 

Expectations 

 To understand that digital texts can include words, numbers, graphics, film and sound. 

 To understand that we use computer software to create digital content.  

 To know that some software can read text and can include word banks to help us create and read texts. 

 To understand that computer systems enable us to store digital content.  

 To understand that computer software can be used to create images. 

 To understand that there are many different software programs which can be used to create digital images. 
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 To know that logical reasoning can be used to predict the behaviour of simple programs.  

 To understand that images can be accessed from many sources. 

 Recognise that not all images found might be appropriate. 

 To identify and use a range of technology to capture still/moving images. Begin to talk about how such devices operate.  

 To understand that audio devices can capture and/or playback sound and that they help us communicate with others. 

 To know that sounds add meaning to digital texts. 

 To talk about the choices they have made, revisiting and refining their work in the light of the comments and suggestions from peers. 

 To be able to save, locate and edit work with support. 

 To use technology safely and increasingly respectfully. 

 To know to tell a trusted adult if words, images or sounds make them feel uncomfortable or worried. 

 

 

Recurrent objectives 

The children need to be able to save, open (locate) and edit their work with some support. Where appropriate they need to be able to print their work. 

Throughout the unit the children need to be given the opportunity to talk about the choices they have made. They should then be able to revisit and refine their work based on the comments and suggestions received from 

their peers. 

Learning Objectives Suggested Learning Opportunities  

To learn how to create digital text 

 

Learning outcomes… 

You understand that we use computer software, such as word 

processors and graphics programs, to create digital content.  

You can review ways we input to a computer, including onscreen 

and physical keypads, keyboards, touch screens, tablets, controllers, 

voice recognition, fingerprint recognition etc.  

Focus on keyboard layout and locate letters and numbers.  

Display onscreen keyboards as part of phonics sessions, encouraging 

children to locate the letters and graphemes on which they are 

focusing 

Inputting digital text (Wordprocessing) 

Explain to the children that one way of creating digital text is to write a Word document using the program Word. 

 

How could we input information? What does input mean? Discuss 

 

Discuss the meaning of input with the children and the ways information can be input using interactive technology (input using mouse and keyboard, 

touch screen, voice recognition, motion cameras, fingerprint recognition software, iris scanners) 

 

Explain that the children will begin exploring how to use a computer keyboard. 

Explain to the children that the keyboard allows us to input text onto the screen. 

How are the keys laid out on a keyboard?  

What do you notice about the order of the keys? 

What makes typing challenging? (letters are not in alphabetical order) 
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Move children on to using capital letters and different punctuation.  

Explore the different commands that can be input using the keyboard  

(Finger spaces, numbers, capital letters, punctuation, deleting) 

 

To know that some software can read text and can include word 

banks to help us create and read texts. Use onscreen word banks to 

support writing sentences and to enhance written language.  

Use speech support to review and improve their work.  

Use sound in other applications to support their understanding of 

texts. 

Sound and Digital Texts (eReaders/ Word Banks) 

Get the children to think about how is sound used to supplement reading 

Explain that it could be to do with background sounds/ noises/ music or that it could be used to tell the story. Explain to the children that some 

software can read the story for them so they can listen instead.  

Useful link (well known children’s tales): http://www.kizclub.com/reading3.htm  

 

Introduce the children to Clicker7 program which will allow them to create their own text that can be digitally read back. 

Explain to the children that this program also allows you to use word banks so that you don’t need to write every word. 

 

How would word banks help? 

Why would we need them? 

 

Children to explore the program and share their ideas. 

 

To understand that computer systems enable us to store digital 

content.  

Review the areas where work is saved and My documents, online 

space). 

To understand the need for work to be saved on a computer system 

as named files.  

To save pieces of work with simple but appropriate file names in 

their own document area.  

To start to create folders, possibly with support, to organise their 

work 

Computer Systems (Saving/ Opening) 

 

Explain to the children the process of saving a Word document using a simple but appropriate file name. eg. Save their document using their name as 

a title within a folder in My documents year 1. 

 

Get children to save document in relevant folder 

 

Explain to the children the process of opening a Word document finding the file name in the My documents folder. 

 

You could hide a document within the My Documents folder with a specific name that needs finding 

 

 

To understand that computer software can be used to create images.  Creating images 

http://www.kizclub.com/reading3.htm
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To use simple tools and features of a paint program to illustrate 

themes and ideas, including: brush size and type; spray and fill 

effects; use of colour and simple shapes 

Show children the children a drawing programme (Splosh, 2 simple, paint, paint shop pro) 

 

Allow the children to explore the program first, sharing their findings  and then model the different skills that could be used on the program  

Eg. How to use the brush - different styles/ thicknesses.  

How to fill shapes - change the colours  

How to use the smudge tool – blend things together 

 

Children could use the paint program to create a front cover for their own book or for their favourite story book.  

 

To understand that there are many different software programs 

which can be used to create digital images.  

To explore different programs beginning to compare tools and 

features in them.  

To suggest a program to use based on its tools/features 

Comparing programs 

Get the children to use a different digital program that allows you can create images and compare that the program used in the last session (Splosh, 2 

simple, paint, paint shop pro). 

 

What is the same? What is different? 

Get the children to suggest the program they preferred and why. 

 

 

To know that logical reasoning can be used to predict the behaviour 

of simple programs.  

To predict what specific tools in a graphics program will do and then 

test their predictions.  

To compare different approaches to using the tools and select the 

most efficient (for example using a shape tool, or using line tool to 

draw a shapes). 

Logical Reasoning (Justifying ideas) 

 

The children are to explore a third drawing program (Splosh, 2 simple, paint, paint shop pro). 

 

This time the children are to predict with their partner what different buttons will do based upon their knowledge of the other drawing programs they 

have explored. What will happen when I press a particular button? Why do you think that? 

 

To understand that images can be accessed from many sources, 

including clipart, topic banks, folders on the school network etc. 

(Use of online image banks is not required at this level.)  

 

To choose images that support their work, recognising that not all 

images which can be found are appropriate. 

Inserting an image (copy, paste, insert)  

 

Explain to the children that they are going to investigate how to insert an image into their word document from different sources. 

 

Model how to use copy, paste and insert to include a picture within a Word document. 

 

Children should be able to justify their image choices – stating why they have chosen it over a different image. 
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To identify and use a range of technology (camera, visualiser, tablet, 

microscope etc.) to capture still and moving images. To begin to talk 

about how such devices operate.  

To capture everyday images and share with the class. 

Capturing images 

 

Explain to the children that a range of technology can be used in order to capture still and moving images. 

 

Get the children to create a list of different technologies they know that can capture images (Camera, iPad, Web cam, Film Cameras, Flipcamera) 

 

Children to capture images using technology. 

To recognise the need to ask permission before taking a photograph 

of anyone.  

To capture images of classroom activities to support their work.  

To proactively seek to keep a record of their work. 

 

Digital Permission 

Get the children to think about why you would need to ask someone for their permission before photographing them or their work. 

Why might people get upset? 

 

Link to school having permission to use photographs on website/ displays/ teaching school. 

To understand that audio devices can capture and/or playback sound 

and that they help us communicate with others. 

To use simple sound-capture devices to record voice, music and 

sound effects.  

To playback, share and review what they have created.  

To talk about how they use sound at home and encourage 

responsible use. 

Capturing sound 

Get the children to think about: 

Why is sound recorded?  

How could sound be recorded? (Microphone built in computer, USB microphone, White board with recording device built in) 

 

Get the children to use a range of technologies to record and playback sound. 

(Children could record a conversation, background noise, sounds around school, music, a story) 

To know that sounds add meaning to digital texts.  

To add appropriate sounds to simple pictures or text, etc. 

To use sound banks to support their learning in phonics and other 

work. 

Sound banks  

Get the children to think back to word banks (what they were, how they were used, why they were used). 

 

Children could record a sound bank of phonemes to play back in phonics 

Independent task  any open-ended activity (2-3 sessions) enabling the children to demonstrate their 

computing capability around the knowledge and understanding provided in the term 

 To use digital tools to create a picture linked to a curriculum theme (story, poem, rhyme, song explanation etc.) for example in groups a story book 

 To use digital tools to create text which communicates meaning, related to their picture 

 To create a digital recording related to their picture 

 To share their work with others thinking about how they might change or improve it and talking about the tools in the software which they chose to use. 

Other considerations: 

• Does the task provide for children to work at different levels? 
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• Is there support available for children to select if they wish?  

• Are there opportunities for the children to review and develop their work? 

• Is there an opportunity for the children to evaluate the finished task? 
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A1 Building Blocks for Let’s Create (Strand – Create) 

 I can logon to the school network 

 I can work on the network and save in a prepared folder 

 I can Purposefully use suggested digital tools for their work 

 I can Make choices to produce different outcomes 

 I can use digital tools to create a picture linked to a curriculum theme (story, poem, rhyme, song explanation etc.) for example in groups a story book 

 I can use digital tools to create text which communicates meaning, related to their picture 

 I can create a digital recording related to my picture 

 I can share my work with others thinking about how they might change or improve it and talking about the tools in the software which they chose to use 

 I am aware that there are rules about taking or using images of other people 

 I can use technology safely and sensibly 

 I can talk about how I use technology in and beyond school 
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Manor Primary School 

Computing Year 2 Getting Creative (Strand Create) 

 

Overview of the Learning: 

In this unit children will develop their understanding of digital texts, creating their own digital content (still, moving and animated image and word) using a range of devices and software with increased precision. They 

demonstrate understanding of some of the devices they use. They 

use unplugged approaches to support their understanding of algorithms. 

Core Aims  

To equip pupils to use computational thinking and creativity to understand and change the world. 

To make links with mathematics, science, and design and technology, and provides insights into both natural 

and artificial systems.  

To ensure pupils are taught the principles of information and computation, how digital systems work, and 

how to put this knowledge to use through programming.  

To equip pupils are use information technology to create programs, systems and a range of content.  

To ensure that pupils become digitally literate  

To be able to use, and express themselves and develop their ideas through information and communication 

technology at a level suitable for the future workplace and as active participants in a digital world. 

Pupils should be taught  

 understand what algorithms are; how they are implemented as programs on digital devices; and 

that programs execute by following precise and unambiguous instructions 

 use technology purposefully to create, organise, store, manipulate and retrieve digital content 

recognise common uses of information technology beyond school 

 use technology safely and respectfully, keeping personal information private; identify where to go 

for help and support when they have concerns about content or contact on the internet or other 

online technologies. 

National Curriculum Guidance  

1.i Children should understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions  

1.ii Children should create and debug simple programs  

1.iv Children should use technology purposefully to create, organise, store, manipulate and retrieve digital content  

1.v Children should recognise common uses of information technology beyond school  

1.vi Children should use technology safely and respectfully, keeping personal information private; identify where to go for help and support when they have concerns about content or contact on the internet or other 

online technologies.  

Expectations 

 To understand that the different elements in digital content contribute meaning or create an atmosphere. 

 To show an understanding of ways in which software applications are used in the production of written texts. 
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 To understand that computer systems enable us to store digital content in precise locations.  

 To understand that digital tools support the drafting and presentation of word-based texts. 

 To use digital tools to improve word-based texts, using simple tools and techniques. 

 To recognise how digital imaging is used in and beyond school. 

 To explore the differences between digital and non-digital images. 

 To understand that digital images can be stored in electronic collections (on and off line) and searched using key words. 

 To understand that images can be sequenced to tell a story, retell an event, or describe a process.  

 To understand that objects can animated in different ways in digital content. 

 To understand that an animation can be used to tell a story or provide a guide to a task or activity. 

 To be able to save, locate and edit work using their space on the school network, understanding how and when to print. 

 To ask permission before taking or using images of others. 

 To use technology safely and increasingly respectfully. 

 To know how to respond if some technology makes them feel uncomfortable or worried. 

 

 

Recurrent objectives 

 To be able to save, locate and edit work using their space on the school network, understanding how and when to print. 

 To ask permission before taking or using images of others. 

 To use technology safely and increasingly respectfully. 

 To know how to respond if some technology makes them feel uncomfortable or worried. 

To understand that computer systems enable us to store digital content in precise locations which helps us to organise and retrieve our work. Show how files can be saved and/or shared on the school network (for example 

school shared areas and the pupils own My documents). Reinforce appropriate file-naming. Save, retrieve and edit their work. 

 

Learning Objectives Suggested Learning Opportunities  

To understand that the different elements in digital content 

contribute meaning or create an atmosphere.  

 

Digital content  

What is digital content? Where would we see digital content? (Film, Digital book, Animation, Sound tracks) What features does digital content have? 

(images, sounds, music, voices, tone) 
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Get the children to investigate digital content (exploring films and digital books with animated elements, sound tracks which have speeded up or repeated 

sections, websites with talking text, sound effects, word clouds or animated graphics etc) from a variety of different sources (internet eBooks, iRead, 

Collins Primary Literacy, Literacy World).  

 

Get the children to draw comparisons between the different sources. 

How are they similar? Different? 

How does the digital content change the meaning or atmosphere of what is being read? 

To show an understanding of ways in which software 

applications are used in the production of written texts.  

 

 

Inputting information (Word processing) 

How could we input information? What does input mean?  

What different ways could information be input interactively? (mouse and keyboard, touch screen, voice recognition, motion cameras, fingerprint 

recognition software, iris scanners) 

 

Allow the children to explore different applications and the tools within them that could be used to support writing. (Capital letters, different punctuation, 

speech tools, word banks, predictive text)  

 

Get the children to consider when it is appropriate to use technology for writing and when it is not.  

 

Select a specific application for writing linked to another topic in the curriculum  

 

To understand that digital tools support the drafting and 

presentation of word-based texts.  

To use digital tools to improve word-based texts, using simple 

tools and techniques. 

 

Digital Tools (formatting)  

Explain to the children that Word-processing software allows the use of digital tools which supports the writing of digital text. 

 

Get the children to explore some of the digital tools available 

o formatting tools (change the font size, style and colour etc.) 

o backspace and delete during inputting and editing 

o How to use the caps lock and shift key appropriately 

o How to copy/cut/paste;  

o How to drag and drop to reorder 

o How to use spell-checker 

 

To recognise how digital imaging is used in and beyond school. 

 

Digital imaging 

Collect examples of how digital imagery could be used outside of school (including x-ray, ultra sound and satellite images) 
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Allow the children to discuss the uses and importance of this imagery and explore some of the history behind it. 

 

To explore the differences between digital and non-digital 

images.  

Comparing images 

Show the children a range of digital and non-digital images (including paintings, illustrations, photographs and animations). 

 

The children are to use and compare at least two graphics programs, experimenting with different techniques and effects to: 

o mimic a painting style 

o adapt an existing image to communicate a simple idea or create a mood 

 

Children are to discuss their approaches and choices, including comparing the features of the software they used. 

 

To understand that digital images can be stored in electronic 

collections (on and off line) and searched using key words. 

 

Search Engines 

Get the children to discuss why images may not be freely available for anyone to use. 

Children are to consider the need to validity of different sources.  

 

Children are to use off line and safe online methods, to locate a series of suitable images to support their work. 

 

To know that digital devices need precise commands in their 

language to perform simple tasks.  

 

 

 

 

Commands  

Explain to the children that digital devices and systems need a precise set of instructions/ commands in order to work. Discuss algorithms. 

 

Get the children to apply this idea of precise commands to technologies that can be used in order to capture still and moving images (for example camera, 

visualiser, tablet, microscopeetc.).  

How do they capture the image? What steps need to occur? What order do these steps happen in? 

 

Select appropriate devices for different tasks to capture images clearly and in frame. Upload the images.  

 

To understand that images can be sequenced to tell a story, retell 

an event, or describe a process.  

Algorithm 

The children are to develop an algorithm (a set of precise instructions or rules to carry out a specific task or solve a problem) to instruct a human robot to 

build an image sequence.  

Use appropriate software to create a sequence of images, adding text and sound if desired.  

Children need to revisit the algorithm to assess its effectiveness 

 



Manor Primary School  

                                                                                                                                                                    
 

To understand that objects can animated in different ways in 

digital content.  

 

Animation 

Introduce term animation. What is it? Where is it seen?  

Allow children to explore a range of animation approaches, for example slide shows, animation of onscreen objects, use of animated gif, simple 

onscreen/physical stop animation. 

 

Independent task   (2-3 sessions) enabling the children to demonstrate their computing capability around the knowledge and understanding provided in the term 

 Create or capture digital images that can be used for a sequencing activity. 

 Create a simple algorithm to specify the order of the images for a simple animation (which could be a sequence of images). 

 Use the algorithm to create the simple animation (or sequence of images). 

 Use appropriate software to write a short description of their animation. 

 Comment on their completed task (saying what they liked and what they would change). 

 

Other considerations: 

• Does the task provide for children to work at different levels? 

• Is there support available for children to select if they wish?  

• Are there opportunities for the children to review and develop their work?  

• Is there an opportunity for the children to evaluate the finished task? 

 

 

 

A2 Building Blocks for Getting Creative (Strand Create) 

 

 I Know that work is stored on the school network;  

 I am able to logon to it; be aware of some of the areas on the network 

 I can save and retrieve work in prepared folders on the network; generally use suitable file names  

 I can select the appropriate tool from a limited range to create and amend  their work 

 I can create and debug simple algorithms; use to sequence images or create animation  

 I can create a simple animation selecting their images 

 I can share my work with others; begin to use feedback and self-review to improve my work  
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 I can demonstrate I understand the need to seek consent before capturing and/or using an image of another person 

 I Understand the need to use technology safely and respectfully 

 I can talk about how they use technology for their still image and animation work at home and school 
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Manor Primary School 

Computing Year 3 

Bringing Images to Life (Strand Create & eWorlds) 

Overview of the Learning: 

In this unit children will develop understanding of the ways that digital images can be edited and transformed. They develop understanding of animation, using digital tools to create their own animation. They use 

programming software to produce programmed animations, using sequence, repeat and selection. 

Core Aims  

To equip pupils to use computational thinking and creativity to understand and change the world. 

To make links with mathematics, science, and design and technology, and provides insights into both natural 

and artificial systems.  

To ensure pupils are taught the principles of information and computation, how digital systems work, and 

how to put this knowledge to use through programming.  

To equip pupils are use information technology to create programs, systems and a range of content.  

To ensure that pupils become digitally literate  

To be able to use, and express themselves and develop their ideas through information and communication 

technology at a level suitable for the future workplace and as active participants in a digital world. 

Pupils should be taught  

 design, write and debug programs that accomplish specific goals, including controlling or 

simulating 

 physical systems; solve problems by decomposing them into smaller parts 

 use sequence, selection, and repetition in programs; work with variables and various forms of input 

 and output 

 use logical reasoning to explain how some simple algorithms work and to detect and correct errors 

 in algorithms and programs 

National Curriculum Guidance 

2.i Pupils should be taught to design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts  

2.ii Pupils should be taught to use sequence, selection, and repetition in programs; work with variables and various forms of input and output  

2.iii Pupils should be taught to use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs  

2.vi Pupils should be taught to select, use and 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  

2.vii Pupils should be taught to use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 

Expectations 

 To understand that digital images can be changed and edited and that this can have an impact on how we think and feel. 

 To understand software is comprised of programmed instructions which enable a computer to carry out specific tasks and digital image software allows us to edit and/or enhance digital images.  

 To understand that digital images can be altered to communicate different moods or ideas. Experiment using tools and effects. 

 To understand the need to seek consent before capturing and/or using the images of others. 

 To know that some digital images may not be appropriate and understand what to do if such materials are accessed. 
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 To understand that the appearance of movement can be created in inanimate objects using stop-motion animation.  

 To understand that animation can be used to convey a message or idea. Identify key message or idea. 

 To know that animation software/resources include a range of different features and tools; investigate, compare and comment. 

 To understand the importance of planning animation work. Use a storyboard or other approach to plan a simple animation. 

 To understand a precise sequence of steps is required for digital animation. Develop an algorithm to animate an object/character. 

 To know that an algorithm can help us write a computer program. 

 To write a program to animate an object/character. 

 To know that a program can control the behaviour and appearance of different onscreen elements. Apply to a programmed animation 

 Use appropriate file-naming conventions and understandable folder structure to save, organise and retrieve their work. 

 

 

 

 

Recurrent objectives 

To understand the need to seek consent before capturing and/or using the images of others.  

To capture images and edit/enhance/alter them so that they meet an agreed criterion 

To know that some digital images may not be appropriate and understand what to do if such materials are accessed. 

 

Learning Objectives Suggested Learning Opportunities  

To understand that digital images. 

To understand that digital images can be changed and edited 

and that this can have an impact on how we think and feel.  

 

 

Digital Images 

Introduce children to the idea of digital images. 

What are they? What is the purpose of images? How can we capture digital images?  

 

Get the children to consider photographs 

Why do you think we take photographs? Why do we save photographs onto the computer and not just leave them on camera? 

What can be done to photographs? 

As class edit still digital images reviewing, how the changes alter how the images affect us. 

 

To understand that software is comprised of programmed Editing/ Formatting 



 

         Manor Primary School  

                                                                                                                                                                       
 

instructions which enable a computer to carry out specific tasks 

and that digital image software on a computer allows us to edit 

and/or enhance digital images.  

To understand that digital images can be altered to communicate 

different moods or ideas. 

 

Allow the children to investigate the tools used within different image editing software. 

Children can change aspects such as: 

o brightness, contrast and saturation 

o red eye removal 

o cropping 

o rotating 

o resizing Know that reducing image file size is helpful when saving and using digital images. 

 

Experiment using tools and effects, (for example, black and white, chalk and charcoal, sepia distorting, fragmenting). 

To example hand-drawn, digitally drawn, physical object, talking 

avatars etc.);  

To consider the effectiveness of the approaches used.  

 

Animation 

Allow the children to discuss the term animation – what does it mean? What examples can you think of? 

 

Show the children a range of short animation and allow them to identify and discuss with their partner the key messages or ideas that are showcased in 

the examples. 

 

To understand that the appearance of movement can be created 

in inanimate objects using stop-motion animation  

 

Stop Motion 

Introduce children to the idea of Stop Motion. Explain to the children what Stop Motion is (repeatedly copying the previous image but including a slight 

change).  

Allow children to create a flipbook which animates a simple drawn object. (Could be done using physical flip book and hand drawn image or digital 

program such as Photostory. 

 

To know that animation software/resources include a range of 

different features and tools. 

Stop Motion 

Allow the children the opportunity to investigate a range of different interactive resources.  

Children are to compare the features and tools used in the software and allow them to comment on the effectiveness. 

 

To understand the importance of planning an animation project.  

 

Story Board (Planning a Stop Motion) 

Get the children to consider the importance of planning an animation. Why would it need to be planned? How could this be layout?  

Show the children a storyboard. Ask them to consider what it shows.  

Children to use this approach to plan a simple animation around a theme or idea.  

Create the animation. 

To understand that a precise sequence of steps is required to Algorithm  
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animate an object.  

 

What is an algorithm? What must it do? (A very precise set of instructions) 

Get the children to work in pairs to develop an algorithm demonstrating how to animate an object or digital character (This can be done using the 

computer or on paper). 

 

To know that an algorithm can be used to support us in writing 

a related computer program. 

To know that a program can be used to control the behaviour 

and appearance of different onscreen objects.  

 

Animation 

Get the children to use their algorithms to create a program that will animate an object/character (Use an onscreen programming language for example 

Scratch). 

 

Get the children to think carefully about how to adapt their program to change the appearance and/or interaction of animated objects. 

Independent task (2-3 sessions) enabling the children to demonstrate their computing capability around the knowledge and understanding provided in the term 

Plan and create an animation to convey an idea/message: this should include use of an algorithm and either an onscreen programming language or animation tool. 

Create digital image/s to convey the same idea/message. 

Compare both projects, considering how well each communicates the central idea/message 

 

Other considerations: 

• Does the task provide for children to work at different levels? 

• Is there support available for children to select if they wish?   

• Are there opportunities for the children to review and develop their work?  

• Is there an opportunity for the children to evaluate the finished task? 

 

 

A3 Building Blocks for Bringing Images to Life (Strand Create & eWorlds) 

 I am familiar with the pupil areas on the school network; know that there are many computer networks in the world 

 I can save and organise their work in folders on the network; use appropriate file names  

 I can use various digital  tools to create and edit images for a purpose 

 I can use repetition to improve efficiency in correctly-sequenced algorithms and programs 

 I can design, test and debug algorithms to create animations 

 I understand algorithms support the design of programs;  

 I can Review, check and evaluate my work, modifying it in light of comments from others 
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 I can explain how their choices or decisions help them solve problems in their work 

 I can Demonstrate my understanding of the rules for the safe use of images in my work 

 I can Discuss their use technology to create and adapt digital images in and beyond school;   

 I am aware of digital image in the wider world 
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Manor Primary School 

Computing Year 4 Authoring (Strand Create) 

Overview of the Learning: 

In this unit children will use a variety of different software to create digital content, (multi-media presentation) understanding some of the differences between them. They select and use software to create non-linear content 

for specific audiences and objectives. 

Core Aims  

To equip pupils to use computational thinking and creativity to understand and change the world. 

To make links with mathematics, science, and design and technology, and provides insights into both natural 

and artificial systems.  

To ensure pupils are taught the principles of information and computation, how digital systems work, and 

how to put this knowledge to use through programming.  

To equip pupils are use information technology to create programs, systems and a range of content.  

To ensure that pupils become digitally literate  

To be able to use, and express themselves and develop their ideas through information and communication 

technology at a level suitable for the future workplace and as active participants in a digital world. 

Pupils should be taught  

To select, use and 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 

To use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a 

range of ways to report concerns about content and contact 

National Curriculum Guidance 

2.v Pupils should be taught to use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content  

2.vi Pupils should be taught to select, use and 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  

2.vii Pupils should be taught to use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 

 

Expectations 

 To understand that computer networks are structured to enable us to save and share digital resources. Save and organise work.  

 To understand that digital tools can be used to improve the accuracy and efficiency of word-based texts. 

 To understand that digital tools can support clarity and engage readers of word-based texts. Use tools to improve texts. 

 To understand digital objects need to be formatted and organised for specific purposes. Use tools to control format and organise. 

 To explore effectiveness of different multimedia in communicating a message or idea and providing options for the audience. To know multimedia texts need to be planned to accomplish a 

 given goal.  

 Plan a short multimedia text. 
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 To know multimedia texts can combine resources to support the audience. Use their plan to produce a digital multimedia text. 

 To understand multimedia software includes various tools and options. Investigate and compare these in different applications. 

 To review and evaluate their work, discussing the choices they have made. 

 Use appropriate file-naming conventions and understandable 

 older structure to save, organise and retrieve their work. 

 To know that some digital resources may not be appropriate. Understand what to do if such materials are accessed 

 

 

 

Recurrent objectives 

 To review and evaluate their work, discussing the choices they have made. 

 Use appropriate file-naming conventions and understandable 

 older structure to save, organise and retrieve their work. 

 To know that some digital resources may not be appropriate. Understand what to do if such materials are accessed 

 

Learning Objectives Suggested Learning Opportunities  

To understand that computer networks have a structure which we can use 

to save and share digital resources.  

Networks 

Introduce the children to the idea of a computer network – what are they? What is there purpose? Why are they used? How are they used? 

Show the children the shared and individual areas on a network (Everyone folders, Pupil shared area, My documents etc).  

Show how folders can be used to organise work. Organise their work using folders. 

Children are to review appropriate naming and saving of files.  

To understand that digital tools can be used to improve accuracy and 

efficiency of word-based texts.  

Word Processing (digital tools) 

Get the children to use a range of digital tools to improve a piece of word processing, in a range of different applications. 

Allow the children to explore the purpose of the following tools: 

o spell and grammar check 

o find and replace tool 

o hyperlinks (for example to websites or other files) 

 

To understand that digital tools can support clarity and engage readers of Word Processing (digital tools) 
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word-based texts.  

 

Get the children to use a range of digital tools to improve a piece of word processing, in a range of different applications. 

Children to use a range of approaches, within different software applications, to improve word-based texts. Include: 

o text formatting 

o borders and shading 

o thesaurus 

o bullets and numbering 

o tables and text boxes 

To understand that digital objects (including images, text boxes, word art, 

screen captures) can be inserted in wordbased 

texts and that they need to be formatted and organised to suit the purpose.  

Word Processing (digital tools) 

Allow the children to explore how digital objects are treated in different software applications, using a range of tools to control, format and 

organise them, including: 

o resizing 

o rotation and flipping 

o cropping 

o text flow and layout 

o grouping 

o layering/ordering 

 

To understand that multimedia texts are effective in communicating ideas 

to specific audiences.  

Evaluating Multimedia text 

Show the children a range of multimedia texts (presentations and web pages) and allow them to evaluate their success by reviewing the options 

for audience access (index, contents, hotspots, hyperlinks, search, readability etc.) The children should consider the effectiveness of the message 

or idea being in communicated 

 

To know that multimedia texts need to be planned to accomplish a given 

goal. 

To know that multimedia texts can combine different resources to support 

the audience.  

Creating Multimedia text 

Get the children to plan a short non-linear, multimedia text (could be a presentation or using the IWB software etc.) which will combine 

different resources. Children could support their presentation using safe web tools to add digital objects and research information for chosen 

topic (link to other curriculum topics). 

 

Children are to then use their plan to produce a digital text for a given goal, importing different media (still and moving images, sound, charts 

and tables etc.) and checking and acknowledging the sources of the material. 

To understand that different multimedia software applications provide 

various tools and options and that it is important to select the most 

appropriate for a given task. 

Software 

Allow the children to work in small groups to compare and contrast different multimedia software that they have used over the term.  

Children could produce simple examples to demonstrate the different features offered by different software – and then justify any choices they 
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 have made to their peers. 

Independent task (2-3 sessions) enabling the children to demonstrate their computing capability around the knowledge and understanding provided in the term 

Plan a non-linear multimedia text for a specific purpose. Choose an appropriate application and create the text. 

o Demonstrate an understanding of copyright and ownership. 

o Share their work with others and make improvements in the light of their discussions. 

o Evaluate their completed task and comment on their choice of application. 

 

Other considerations: 

• Does the task provide for children to work at different levels? 

• Is there support available for children to select if they wish, including banks of resources which the children can choose to use?   

• Are there opportunities for the children to review and develop their work?  

• Is there an opportunity for the children to evaluate the finished task? 

 

A4 Building Blocks for Authoring (Strand Create) 

 I understand that the school network connects through the internet to other computer networks;  

 I can save and organise my work in correct areas on the network using appropriate file names and folder structure 

 I can select and use specific tools within the software to improve design and to aid accuracy and efficiency 

 I can use a range of approaches in their multimedia texts designed to support specific audiences and purposes 

 I can review the approaches I use to engage the audience and consider how these could be improved 

 I can use peer- and self-review to check, evaluate and improve my work 

 I can plan my  work understanding how this helps to improve it and to solve problems 

 I sow a good understanding of the school’s eSafety rules especially those relating to copyright ownership and protecting personal data; apply to their work;  

 I recognise unacceptable behaviour and know what to do if they have an eSafety problem   

 I consistently use technology safely and responsibly and sometimes encourage others to do the same  

 I Relate the use of technology to produce digital texts in the wider world to their own work in and beyond school 
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Manor Primary School 

Computing Year 5 

Morphing Image (Strand Create) 

Overview of the Learning: 

In this unit children will explore 3D drawing tools and consider how these are used in the wider world. They use storyboards to create live film and animations for specific audiences. They demonstrate their understanding 

of copyright and ownership, crediting the sources of materials they use. 

Core Aims  

To equip pupils to use computational thinking and creativity to understand and change the world. 

To make links with mathematics, science, and design and technology, and provides insights into both natural 

and artificial systems.  

To ensure pupils are taught the principles of information and computation, how digital systems work, and 

how to put this knowledge to use through programming.  

To equip pupils are use information technology to create programs, systems and a range of content.  

To ensure that pupils become digitally literate  

To be able to use, and express themselves and develop their ideas through information and communication 

technology at a level suitable for the future workplace and as active participants in a digital world 

Pupils should be taught to:  

 select, use and 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 

 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; 

identify a range of ways to report concerns about content and contact. 

National Curriculum Guidance 

2.vi Pupils should be taught to select, use and 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  

2.vii Pupils should be taught to use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 

 

Expectations 

To understand 3D graphical modelling enables us to explore objects which may not yet exist or could be difficult to observe . 

To understand digital graphical tools can support the creation, exploration and development of 3D models. 

To analyse and evaluate digital films and animations, considering how they are used to inform, persuade and entertain audiences. 

To understand digital film and animation can be stored, shared and published locally and online.  

To understand the stages in producing a live film. Plan a film for a specific purpose and audience. Create and review their film. 

To understand the need to test and review their work. Present a film they have created to the selected audience. Evaluate. 

To understand differences between animation and live filming. 

To explore animation tools. Discuss safe and appropriate use. 
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To develop ways of using animation to meet the needs of specific audiences. Create, share and evaluate an animation. 

To organise their work confidently in agreed locations, using appropriate file-naming conventions and folder structures. 

To save drafts of their work and use these to support critical review in which they evaluate and improve their work. 

To demonstrate their understanding of the copyright, ownership and plagiarism rules; apply these across their computing work. 

To understand the need to keep electronic and other data secure; protect personal information online; encourage eSafe practice. 

 

 

 

Recurrent objectives 

To organise their work confidently in agreed locations, using appropriate file-naming conventions and folder structures.   

To save drafts of their work and use these to support critical review in which they evaluate and improve their work.   

To demonstrate their understanding of the copyright, ownership and plagiarism rules; apply these across their computing work. 

To understand the need to keep electronic and other data secure; protect personal information online; encourage eSafe practice.   

Learning Objectives Suggested Learning Opportunities  

To understand that 3D graphical modelling enables us to 

explore objects which may not yet exist, or which could be 

difficult to observe in other ways.  

 

Digital Modelling 

Introduce the children to the topic of digital modelling. 

Allow the children to explore examples of where digital modelling is necessary in the real world such as planning, mapping, product design and architecture.  

Children are to explore how people digitally model along with discussing the advantages and disadvantages of this technology. 

To understand that digital graphical tools can support the 

creation of models, enabling them to be explored and 

developed in 3D.  

 

Digital Modelling 

The children are to use graphical tools (3D modelling software) to create models for themselves.  

Children are to consider how to, develop detail, texture and surface materials.  

Allow the children to review their models with others, moving round them in 3D.  

The children can then use this user feedback to refine their models. 

To analyse and evaluate a range of digital films and 

animations, considering how film and animation can be used 

to inform, persuade and entertain targeted audiences.  

Animation/ Digital film 

The children are to explore different types of film and animation. 

Consider how they are designed to impact on audiences 

 

 

To understand that digital film and animation can be stored, 

shared and/or published both locally and in online spaces, but 

that such sharing may not be appropriate.  

eSafety 

Consider safe practice related to digital image, including considering the potential audience and extent of access by those we do not know and taking 

account file size and file format. 
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To understand the stages in producing a live film.  

 

Filming 

The children are to plan a short film or trailer for a specific purpose and audience – planning could be completed using storyboard.  

 

Create their film carrying out the agreed stages, including: 

 Carrying out the filming (still and moving) including filming narrator sequences where relevant 

 Importing still and moving images into the software application 

 Sequencing 

 Adding text, eg. titles and credits 

 Adding sound (music, sound effects and narration) 

 Editing  trimming, timing, transitions, visual and special effects 

 Saving (including saving drafts) and exporting 

 Review their film, annotating their plan to show changes made. The live filming could include green screen filming. 

To understand the need to test and review their work with an 

audience.  

Evaluation of film 

Present a film that they have created to the selected audience, explaining how their production met the specified objectives and taking the opportunity to 

gauge the 

extent to which it engages and informs the audience 

 

To understand some of the differences between animation and 

live filming.  

 

Avatars 

Explore various animation tools, using onscreen and physical animation software as well as resources to create talking avatars (for example Vokis or 

Morfo).Discuss safe and appropriate use of these tools and review the advantages and disadvantages of animation and live film. 

To develop ways of using animation to meet the needs of 

specific audiences.  

Consider how they might use animation to meet a similar audience and objective as for their film.  

Create, share and evaluate their animation, discussing how they used the animation tools to support their audience. 

 

Independent task (2-3 sessions) enabling the children to demonstrate their computing capability around the knowledge and understanding provided in the term 

 Choose to create a film, an animation or a 3D graphic to meet a specific need and audience 

 Explain the stages of the creation of their work, detailing how these meet the audience/purpose 

 Share their work and revisit it to refine and/or develop. 

 Evaluate the effectiveness of the final product and how it meets the given criteria 
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Other considerations: 

• Does the task provide for children to work at different levels? 

• Is there support available for children to select if they wish?  

• Are there opportunities for the children to ensure their work is safe and responsible, following the school’s eSafety rules? 

• Are there opportunities for the children to review and develop their work?  

• Is there an opportunity for the children to evaluate the finished task? 

 

 

A5 Building Blocks for Morphing Image (Strand Create) 

 

 I can Create 3D models using varied techniques to develop detail/texture; review in 3D and adapt 

 I can highlight features of specific animations and films considering their impact on audiences 

 I can create a detailed plan for a film and/or animation for specific purposes and audiences 

 I can Create a film/animation from my plan, detailing adaptations 

 I can justify my choice of tools and techniques used to edit and enhance my work 

 I can revisit and modify my work in the light of audience reaction 

 I can keep and review drafts; revisit previous drafts considering effectiveness of my changes 

 I can critically evaluate my work using peer and self-review to  modify and improve it 

 I can save and organise my work on and offline using appropriate names and structures 

 I can demonstrate clear understanding of the school’s eSafety rules including copyright and personal data and data protection; apply these in my work 

 I apply consistently high standards when using technology 

 I can compare my use of technology to  work with digital image in and beyond school 
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Manor Primary School 

Computing Year 6 

Information Models: Spreadsheets (Strand Info…Info & eWorlds) 
 

Overview of the Learning: 

In this unit children will use spreadsheet software to structure numeric information, making calculations using formulae and functions. They import data collected using dataloggers and analyse it using functions within the 

software. They carry out what-if modelling, using this for prediction and present results using graphs 

Core Aims  

To equip pupils to use computational thinking and creativity to understand and change the world. 

To make links with mathematics, science, and design and technology, and provides insights into both natural 

and artificial systems.  

To ensure pupils are taught the principles of information and computation, how digital systems work, and 

how to put this knowledge to use through programming.  

To equip pupils are use information technology to create programs, systems and a range of content.  

To ensure that pupils become digitally literate.  

To enable the children be able to use, and express themselves and develop their ideas through information 

and communication technology at a level suitable for the future workplace and as active participants in a 

digital world. 

Pupils should be taught to: 

 design, write and debug programs that accomplish specific goals, including controlling or 

simulating physical systems; solve problems by decomposing them into smaller parts use sequence, 

selection, and repetition in programs; work with variables and various forms of input and output  

 select, use and 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 

 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; 

 identify a range of ways to report concerns about content and contact. 

National Curriculum Guidance: 

2.i Pupils should be taught to design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts  

2.ii Pupils should be taught to use sequence, selection, and repetition in programs; work with variables and various forms of input and output  

2.vi Pupils should be taught to select, use and 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  

2.vii Pupils should be taught to use technology safely, respectfully and responsibly; recognise acceptable/unacceptable behaviour; identify a range of ways to report concerns about content and contact. 

 

 

Expectations 

 To understand that spreadsheets have a specific structure which supports locating and changing cells and ranges.  

 To understand that spreadsheets have a range of editing tools to support appearance and clarity.  

 To understand that spreadsheet calculation tools allow numbers and cell references to be used within formulae.  
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 To understand that spreadsheet functions enable calculations to be carried out on ranges of numbers.  

 To understand that spreadsheets provide useful tools for data analysis. Analyse data using spreadsheet functions.  

 To understand that the contents/format of a cell in a spreadsheet can be set up to change depending on value being input.  

 To identify opportunities for investigations involving the use of data sensing devices. Analyse using a spreadsheet.  

 To understand spreadsheets can be used to support the user. Plan and create calculation tools within a spreadsheet for others.  

 To understand spreadsheet models allow us to explore different situations. Identify variables in existing spreadsheet models and explore effects of changing these. Make/test predictions.  

 To understand spreadsheets can be used to create models to support problem solving. Build and use spreadsheet models.  

 To understand the need for accuracy and efficiency in spreadsheet work. Save drafts.  

 To organise their work confidently in agreed locations, using appropriate file-naming conventions and folder structures.  

 To understand need to keep electronic/other data secure; protect personal information online; encourage eSafe practice in others 

 

 

 

 

Recurrent objectives 

 To understand the need for accuracy and efficiency in spreadsheet work. Save drafts.  

 To organise their work confidently in agreed locations, using appropriate file-naming conventions and folder structures.  

 To understand need to keep electronic/other data secure 

 To protect personal information online 

 To encourage eSafety practice in others 

Learning Objectives Suggested Learning Opportunities  

To understand that spreadsheets have a specific structure with labelled 

sheets, columns and rows, which enables us locate and change specific 

cells or ranges.  

 

Spreadsheets – Excel 

Introduce the children to spreadsheets using Microsoft Excel 

Briefly discuss the layout of a spreadsheet and any specific vocabulary that will be needed  

Get the children to complete simple activities to develop confidence in moving around the spreadsheet and changing the format and size of cells, 

rows, and columns.  

 

(Activities could include playing battleships on two sheets, using cell references and colour fill to create coloured designs, spreadsheet treasure hunts, 
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etc.) 

To understand that spreadsheets have a range of editing tools to 

support appearance and clarity.  

Formatting 

Get the children to input information (Enter words and numbers) into spreadsheets, noting the default format given to each.  

Children are to format the words and numbers, including formatting for decimal place and currency in a range of ways (Review copy, cut, paste) 

 

Children could explore how graphics are handled and formatted.  

To understand that spreadsheet calculation tools allow numbers and 

cell references to be used within formulae. 

 

 

Calculation 

Instruct the children how to carry out different calculations within a spreadsheet, using numerical values as well as cell references. 

 

Children are to explore the effects when the values are changed – this lesson could be used to support a number investigation in maths. 

To understand that spreadsheet functions enable calculations to be 

carried out on ranges of numbers.  

Calculating With Functions 

Get the children to use spreadsheet functions for different calculations on sets of numbers, including: 

 =SUM() 

 =MAX() =MIN() 

 =AVERAGE() =MEDIAN() =MODE() 

Further challenge - There is no =RANGE() could pupils develop a formula for this 

 

Children to explore the effect of changing the number values to achieve specific targets 

To understand that spreadsheets provide useful tools for data analysis.  

To identify opportunities for investigations involving the use of data 

sensing devices.  

 

Data Analysis 

Children are to input data into a spreadsheet. Data could be collected from environmental monitoring / datalogging. Children to then apply their 

learning from the past few sessions to analyse the data using appropriate functions.  

 

Real Life Applications 

Design and carry out the investigations. Copy the data to a spreadsheet and analyse using spreadsheet tools and graphs 

To understand that the cells in a spreadsheet can be set up to change 

depending on the value being input.  

statements 

 

Conditional Formatting 

Instruct the children to use conditional formatting in a spreadsheet to change the cell format depending on a condition, for example changing the 

colour if a target is reached. Develop to include the use of =IF() 

 

Make references to previous learning on programming from Year 4/5. 

To understand that spreadsheets tools can be used to support the user.  

 

Decomposition 

Using decomposition to support the planning, create calculation tools within a spreadsheet for others to use (for example temperature / 
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measurement / currency converters, multiplication tables, number lines/squares, pocket money calculators etc.). Save versions as drafts 

To understand that using graphs within spreadsheets can support 

prediction and “what if” questions.  

 

 

Graphing 

Create graphs of sets of dat. a and change the numeric values to reflect different situations. Use the graphs to explore the effect of the changes and 

support their conclusions 

 

To understand that spreadsheet models allow us to explore different 

situations in the wider world.  

 

Variables 

Understand there are key values in models, called variables, which can be changed to influence final values. Use existing spreadsheet models, 

identifying the variables and exploring the effect of changing them. Use model to make/test hypotheses 

To understand that spreadsheets can be used to create models to 

support problem solving.  

 

Problem Solving 

Build spreadsheet models related to investigations or problem solving (for example saving pocket money for a purpose, or investigating their own 

use of water etc.) Identify the variables. Use their models to explore different options. Present their conclusions 

Independent task (2-3 sessions) enabling the children to demonstrate their computing capability around the knowledge and understanding provided in the term 

 Create a simple spreadsheet model to find possible answers to a real life problem. 

 Identify the variables within the model, explaining the effect of changing them. 

 Change the variables to provide a solution to the problem, presenting their answers in a report, using graphs as appropriate. 

 Explain how the model helped provide solutions to the problem, justifying their choices. 

 

Other considerations: 

• Does the task provide for children to work at different levels? 

• Is there support available for children to select if they wish? 

• Are there opportunities for the children to ensure their work is safe and responsible, following the school’s eSafety rules? 

• Are there opportunities for the children to review and develop their work?  

• Is there an opportunity for the children to evaluate the finished task? 
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A6 Building Blocks for Information Models: Spreadsheets (Strand Info…Info & eWorlds) 
 

 I can correctly select and use different formulae and functions in their spreadsheets/spreadsheet models 

 I can design a spreadsheet to record and support analysis of findings from various sources 

 I can design/develop efficient spreadsheets and spreadsheet models to investigate problems and test hypotheses; using graphs appropriately 

 I can accurately identify variables in a model; explain impact of changing 

 I can routinely check data accuracy and reliability. Explain how they check for  accuracy/reliability  

 I can critically evaluate my models; identify improvements/refinements.   

 I can save and organise their work appropriately in the school network and online spaces 

 I apply the school’s rules on data protection; be proactive in promoting good eSafe practice in others and through the school community 

 I can describe  how spreadsheets are used in the wider world 

 

 


