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Computer Science Progression 
in Primary 

Year Group Unit A Unit B

Year 1 Beebots - Moving a floor 
robot

Busy things - Early Code

Year 2 JIT - Robot algorithms Coding with Scrat - 
Course A

Year 3 Code.org - Course B Sequencing with Scratch 
Animation (Monologue)

Year 4 Scratch - Multiple 
Scenes and Dialogue

Scratch - Repetition with 
Shapes

Year 5 Scratch - Selection in 
Quizzes

Scratch - Variables in 
Games (1)

Year 6 Scratch - Variables in 
Games (2)

Microbit - Sensing 
(physical computing)

Lesson Description Pupil Voice Teacher Observations + 
Judgement

Adaptive Teaching - 
Scaffolding

Adaptive Teaching - 
Challenge



Responded to critical 
questions such as, 

‘which route is fastest?’ 
‘which route is slowest?’ 

can you provide an 
alternative route as well 

as debugging other 
sequences

Year Group: Year 1 - Computer Science 
Unit Title: Coding Unit A - Moving a Floor Robot
Description: Children are using Beebots to plan a sequence of events. Children will 
predict, read and debug a sequence in order to get their Beebot from one position to 
another on the Bee Bot map. 

“An algorithm is something you 
put in order. WIth the Bee Bots 
we were making them move in 

order to go from the start to 
the end of a route.”

Children build up skills over the 
term to use instruction cards to 

build their own algorithm. 

Children have debugged a 
shared algorithm. In addition, 

they have looked at creating an 
algorithm to navigate using 

different routes to areas upon 
the Bee Bot Mat

Children worked in small groups 
with the support of an adult 

throughout the activity. Support 
needed with recognising which way 
the Beebot turns. Fake bot can be 
used to before Beebot in order to 
go step by step and test out the 

algorithm



On Early Code - Path Peril, 
children follow the algorithm and 
can use the directional buttons in 

order to get the chicken to the 
exit.

On Busy Code - Children will 
create their own Algorithm for 

Beard Man to follow. The 
children will learn to test, run and 

debug their algorithm and they 
design and create their own

Experienced coders will 
use the reset button to 
debug their algorithm 

and will create a 
sequence to grab all 

three items in one go. 

Children less 
experienced will move 
one item at a time with 

less logic and 
conceptual thinking 

being used to place the 
sprite

Children may also use the drag & 
drop activities on Code.org - 

Prereader course. Children will 
develop an understanding of 
sequencing and debugging 

through this

Year Group: Year 1 - Computer Science 
Unit Title: Coding Unit B - Online Early Coding
Description: Children are using Busy Things Early Coding games to follow and create 
algorithms. They learn that pressing an onscreen directional button in a sequence 
can also control an on screen sprite/robot

https://docs.google.com/file/d/1PK_KsAj35ucyYcSC6N3XatUc0lRe56HD/preview


5

“I can watch the steps in 
order to debug my 

programme”

Use the simple mode 
and continuously run 

the programme in order 
to check that it works. 

Children may work in a 
small group with an 

adult.

You may even use 
Digital leaders from the 

rest of the school in 
order to support

Children will use 
advanced mode to code 
a story for their sprite. 

They may choose where 
they want their on 

screen robot to finish 
and create an algorithm 

to execute that plan.

Encourage children to 
make a more complex 

version of their 
algorithm. They may 

choose to visit multiple 
buildings in their story. 
Alternatively, they may 
code using two sprites.

Children should be 
encouraged to predict, 
sequence and debug

Year Group: Year 2 - Computer Science 
Unit Title: Coding Unit A - On Screen Robots
Description: Children using J2Turtle in order to create an algorithm to command an 
On Screen robot to different areas on the mat. Children progress from simple mode 
to advanced mode

https://docs.google.com/file/d/1xh-gbNhWdvR6yGLHwfCRJjmB-bpVaMov/preview
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“I can put blocks into a 
sequence”. I can read 
and debug my algorithm

Use the step tool to 
support understanding 
and debug. Children 
may also used pair 

programming in order to 
support their work.

Where reading is a 
barrier children should 
be encouraged to use 
the read aloud function 

and hints

Children follow the 
self-led tutorials on 

Code.org. Focussing on 
using the drag and drop 

language of Blocky. 
They create sequences 

using the command 
blocks. Some children 
may ever experience 

using loops/repeat 
blocks

Children are encouraged to count how many 
blocks they may need in order to collect the items. 

They are then shown the loop/repeat block and 
discuss why it might be more succinct using less 

commands and a shorter sequence

Year Group: Year 2 - Computer Science 
Unit Title: Unit B - Block Coding (Course A) Sequencing on Code.org
Description: Children are exposed for the first time to block coding. They will be 
sequencing blocks and using their debugging skills to create programs to support 
Scratch and Laurel to collect coins and gems. The example below shows using repeat 
blocks, this would be a greater depth example as most children will use more basic 
commands.

https://docs.google.com/file/d/1KrPncsqt-6Z_6hXZSbz7qpmkQd_pieNf/preview


7

“I am use the repeat block 
to make my code run 

faster”

Children will follow 
challenges where they 
need to collect different 

items in each of the 
challenges. Children will all 

have the experience of 
using repeat blocks in 

order to make their 
algorithm simpler and run 

faster

Lesson Description Pupil Voice Teacher Observations + 
Judgement

Adaptive Teaching - 
Scaffolding

Adaptive Teaching - 
Challenge

Year Group: Year 3 - Computer Science 
Unit Title: Unit A - Block Coding (Course B) on Code.org
Description: Children progress on their experience of Code.org in Year 2. They 
develop their sequencing by using a wider array of commands such as the ‘pick’ 
command and begin to spot patterns in code. Children will begin to use the 
repeat/loops block in order to make their code simpler and run faster.

Children may use pair 
programming in similar 
ability paris in order to 
support their learning. 

Some teacher may 
even pull a small group 

for a shared model. 

Where reading is a 
barrier children should 
be encouraged to use 
the read aloud function 

and hints

Children may work 
independently and are 

encouraged to compare 
sequences with and without 

loops blocks. 

Encourage them to verbalise 
why more is one effective 
than the other. Can they 

succinctly tell their peers? 

Children may then explore 
the open challenges at the 

end of the unit to freely apply 
their skills

https://docs.google.com/file/d/1-FQP7jcsTAI5JHNccO-XSgmnG7P7-S06/preview
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Children may choose to just use Looks block 
for their sequence. Alternatively, you may just 

use looks and motion blocks. 

Sometimes giving the scaffold of facts or using 
timetables etc. can support children with the 

initial development of their idea

Learning should be 
linked to a Cross 
Curricular topic. 

Children are 
encouraged to share at 
least three facts about 
their topic. All children 

should use the model to 
create a sequence using 

the looks blocks. In 
addition, they should all 

be encouraged to 
understand the 

importance of the 
control (wait) block as 
well as the sound or 

motion blocks. 

Some children may use 
multiple costumes or 

multiple backdrops and 
events.

Children are 
encouraged to think 
critically about the 
experience of the 

audience. If there is 
another time to read 

their animation and if it 
is smooth and not 

glitchy.

Encourage children 
to actively think 
about how their 

algorithm could be 
improved. One of 

the best ways to do 
this would be 

including sound, 
motion, costume 
and background 

changes and even 
repetition. 

Children should be 
able to verbalise 

the function of each 
command 

throughout the 
program

Year Group: Year 3 
Unit Title: Unit B Sequencing on Scratch 
Description: Children create a sequence animation around a cross curricular top on 
Scratch. Children may also improve their programme by using motion, control 
blocks, event, looks and sound.

I have experience 
using Motion, Looks, 
Control and Sound 

commands on 
Scratch to create a 

monologue about my 
topic

https://docs.google.com/file/d/1HCKMKtQRAxLnPHEzE-np5LQvKsKt6la4/preview
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Children give their own 
opinions in speech 

bubbles in the floorbook.

Children will follow 
challenges where they 
need to collect different 

items in each of the 
challenges. Children will all 

have the experience of 
using repeat blocks in 

order to make their 
algorithm simpler and run 

faster

Lesson Description Pupil Voice Teacher Observations + 
Judgement

Adaptive Teaching - 
Scaffolding

Adaptive Teaching - 
Challenge

Year Group: Year 4 - Computer Science 
Unit Title: Unit - We are game creators (rising stars)
Description: Children progress on their experience of scratch in Year 3. They develop 
their sequencing by using a wider array of commands such as the ‘pick’ command 
and begin to spot patterns in code. Children will begin to use the repeat/loops block 
in order to make their code simpler and run faster.

Children may use pair programming in 
similar ability paris in order to support 

their learning. Some teacher may even 
pull a small group for a shared model. 

Where reading is a barrier children 
should be encouraged to use the read 

aloud function and hints

Children may work 
independently and are 

encouraged to compare 
sequences with and without 

loops blocks. 

Encourage them to verbalise 
why more is one effective 
than the other. Can they 

succinctly tell their peers? 

Children may then explore 
the open challenges at the 

end of the unit to freely apply 
their skills
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"I added a funny sound 
effect when the 
punchline was 

revealed!"
"I found it tricky to time 

the responses, but I 
fixed it by adjusting the 

wait times."

Most pupils successfully 
created a knock-knock joke 

dialogue with two sprites 
taking turns.

Some learners needed 
support with sequencing the 
conversation correctly and 

developing an idea using turn 
taking as shown in the plan. 

Also, counting correct 
seconds in order to correctly 

use wait' blocks.
A few pupils extended their 
projects by adding custom 

sound effects and animations.

Encouraged pupils to 
add a third sprite for a 

more complex dialogue.
Suggested adding 

background changes 
and animations to 

enhance storytelling.
Asked pupils to record 
their own voices for the 

joke instead of using 
default sounds.

Year Group: Year 4
Unit Title: Unit A Multiple Scenes Dialogue on Scratch
Description: Children Create a knock knock dialogue using Scratch. This will involve 
two sprites conversing and taking turns. Learners may further challenge by adding 
sound effects and applying their previous knowledge of Scratch.

Offered sentence 
starters for those 

struggling with 
structuring the dialogue.

Encouraged peer 
support by pairing 

students to debug and 
refine their projects.

Use only text and 
control blocks. Remove 

movement, or looks 
buttons

Ben:

Knock, Knock
Wait
Boo
Wait 

Why are you crying?

Jordyn:

Wait
Who’s there?

Wait 
Boo who?

https://docs.google.com/file/d/1qYfSzYEgrQAWeFExPAD-T8M28zbXM0Dr/preview
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I really liked using 
scratch. I know how to 
make them talk and 
showed AAS how to 
add a background 
picture. JKG

 Students were given minimal 
explicit instruction on how to 

replicate the animation. Students 
needed to trial and explore the 
program to figure out how each 
action worked. SEN/Below were 

given ‘hints’. 

Students were challenged by 
not being shown how to 

complete certain actions and 
had to find the action that 

replicated what happened in 
the video. To further challenge 

they had to find alternative 
ways to complete the same 

action. 

Year Group: Year 3/4
Unit Title: Programming Unit A - Multiple Scenes Dialogue 
Description:  Children are to use programming skills to predict, run, investigate and 
modify a parsons problem

Some students had knowledge of 
using scratch from previous year 
groups. Students were shown a 

video of two characters speaking 
(dialogue). They were tasked at 
exploring scratch actions and 
trying to replicate the same 

actions.

https://docs.google.com/document/d/1kXUYwx4lXBqOU84fWD5u4cEhKk8g1BzMe4Q2MizTWE8/edit?usp=sharing
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"Using loops saved me 
time instead of 

repeating the same 
blocks over and over."
"At first, I wasn’t sure 
how count-controlled 

loops worked, but 
breaking them down 

helped."

Provided worked 
examples of 

count-controlled loops 
before pupils modified 

their own.
Encouraged pair 

programming to help 
struggling learners spot 
patterns in algorithms.

Pupils engaged well 
with the PRIMM 

approach (Predict, Run, 
Investigate, Modify, 

Make).
Many successfully 

identified patterns in 
algorithms and 

understood why loops 
are useful.

Some pupils needed 
additional guidance 

when modifying loops to 
achieve specific 

outcomes.
Those with prior 

experience in Scratch 
applied their knowledge 

effectively to create 
simple looping 

animations.

Asked pupils to 
experiment with nested 

loops to create more 
complex patterns.

Introduced loops with 
variables for those 
ready to explore 

dynamic counting.

Year Group: Year 4
Unit Title: Unit B Using repetition to create shapes
Description: Children will be introduced to the PRIMM approach. They will look at 
how to spot patterns in algorithms, use count controlled loops 

Spotting Patterns

Spotting the repeating 
pattern

Count Controlled Loops
- Repeat 20
- Repeat 50

https://docs.google.com/file/d/1yLzs9wGQtCVyNTU7oWUNR9FKnXAf1pOl/preview
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Year Group: Year 5
Unit Title: Unit A Selection in Quizzes
Description: Children use conditional selection to create a quiz around maths or one 
of the cross curricular topics they have been learning about.

Lesson Description Pupil Voice Teacher Observations + 
Judgement

Adaptive Teaching - 
Scaffolding

Adaptive Teaching - 
Challenge

Outcomes:
Developing the 
“if…then…” function 
to add “else…” to 
demonstrate 
control over the 
desired outcome 
for the initial 
conditional 
statement.

Selection:
Initial use of 
“if…then…” in order 
to achieve a binary 
outcome for given 
conditional 
statement.

Condition:
Implementing a 
conditional 
statement that 
allows for a 
true/false question 
to be answered.

Outcomes (2):
Incorporating challenge to the 
outcomes element where GD 
pupils are asked to differentiate 
outcome responses throughout 
their quiz in order to 
demonstrate structural 
understanding of algorithm and 
how to manipulate whilst 
maintaining the integrity of the 
code - allowing for debugging 
where and if necessary.

Prior to designing their final quiz algorithm on 
Scratch, pupils were given a planning document to 
organise their questions/ The document was a 
pedigree template that allowed them to structure 
their input-output statements and the responses 
they wanted to implement for each function - 
bringing together their learned skills and 
understanding from previous lessons around the 
different commands and conditions being 
implemented in a procedural manner.



Year Group: Year 5 
Unit Title: Unit A Selection in Quizzes
Description: Children are using three forms of conditions selection to plan, and 
create a simple quiz programme where a question is asked and the response 
determines the pathway of the quiz.

Project Link

https://docs.google.com/file/d/1NI9cwsR3Vf835vkAPa3hLtvbnMUCyIzT/preview
https://scratch.mit.edu/projects/849224181
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Give children the conditional statements for 
movement. Children create the Variable for the 
score feature. Remove creativity and use the 

starter project if necessary

Children design a basic crab maze game. You control the crab with the 
goal to reach the finish line which is a specific colour. Along the way if you 
touch the maze you go back to the beginning. A variable called ‘score’ is 

created, you collect points as you go to make the game competitive

Further challenge: 
Use a negative scoring system

Create a platformer for multiple levels
Create a high score/ timer or special 

item with increased score

You could even create lives that are 
lost when you touch the side and link to 

the negative scoring system

In this game 
you move the 

Sprite using the 
arrow keys. 

The variable is 
score and you 
get a positive 
point for each 
coffee cup you 
collect. When 
you touch the 
red button you 

reset to the 
start

Project Link

Year Group: Year 5
Unit Title: Unit B - Variables in Games
Description: Children be introduced to variables and use these to create a positively 
scoring game. They will use the template of a crab maze and plan and create their own

Variable
Variable Created ‘Score’ - Set to 
zero on Green

Variable
When touching coffee cup, 
increase score by 1 point

Conditional Statement 
If touching colour red (colour of 
maze walls) - Reset to start 
position

Conditional 
Statement
If touching colour 
green (colour of 
finish line) - Then 
Switch Backdrop 
to Level 2 & 
Broadcast 
message

Conditional Statement
Condition Starts Action for 
Movement 
When key pressed
Change Y or X axis by….

https://docs.google.com/file/d/169hcUStmYjND3mlIsIVkpfygBBkr4Ya7/preview
https://scratch.mit.edu/projects/867496463
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I now understand how 
variables can impact a 

game experience

Using the PRIMM 
modal to avoid cognitive 
overload in addition to 
paired programming to 
support SEND children 

or those who need extra 
support. 

Letting children use 
their own interests 

within the game

To use a plan to create 
a game that includes 
variables for a score 

and a timer. 

As there were many 
elements to the game 
building experience it 

was best to start with a 
base for many children 

as to focus on the 
variable aspect then 

build in the other coding 
aspects.

Ensuring children name 
their variables suitably 

was essential

Having both negative and positive score impacts.

Putting children in the place of game designers 
thinking about universal design experiences such 

as colours, noise and how to play (physical).

Year Group: Year 6
Unit Title: Unit A - Variables in Games
Description: Children be develop their understanding of variables from Year 5 in order to 
create a game,. The game should have multiple variables including a positive and 
negative scoring system. They may also include a high score feature, platformer or a way 
for you to get extra points e.g. a special item
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"I learned how variables 
store numbers and 

change when I move 
the Micro:bit."

"At first, my counter was 
going up too fast, but I 
changed the sensitivity 

to make it more 
accurate."

Used a simple analogy 
(e.g., a tally chart) to 

explain how variables store 
step counts.

Provided a guided example 
of setting up a variable and 
linking it to the shake event.

Pupils demonstrated a 
good understanding of 

how variables store and 
update values.

Most were able to use 
the sensing feature to 
detect movement and 

trigger the step counter.
Some needed support 

in adjusting sensitivity to 
prevent the counter 
from increasing too 

rapidly.
A few pupils extended 

their projects by adding 
a reset button or 

displaying messages 
after a certain number 

of steps.
The activity effectively 

combined prior 
knowledge of variables 

with real-world 
applications.

Year Group: Year 6 
Unit Title: Unit B - Sensing with Microbit 
Description: Children use the variables and the sensing feature on the Microbit in 
order to create a step counter. As the Microbit is shaken to variable will accumulate. 
Step counters can be adapted to be sensitive to only read smaller step movements 
for improved accuracy.

Asked pupils to refine their counter by adjusting 
sensitivity for more accurate readings.

Encouraged exploration of additional sensors 
(e.g., tilt or acceleration) to improve step 

detection.
Suggested adding a goal-setting feature where 
a message appears after reaching a step target.



Digital Literacy 
Progression in Primary 

Year Group Common 
Sense Media

Computing 
Systems & 
Networks

Year 1 Common Sense Media Technology Around Us

Year 2 Common Sense Media Different Uses of 
Computers

Year 3 Common Sense Media Connecting Computers

Year 4 Common Sense Media Computing Systems & 
Networks

Year 5 Common Sense Media History of Computing

Year 6 Common Sense Media Computing Systems + 
Networks

Lesson Description Pupil Voice Teacher Observations + 
Judgement

Adaptive Teaching - 
Scaffolding

Adaptive Teaching - 
Challenge
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“My mum puts a timer 
on the cooker, when it 
beeps I turn off the 
iPad”.

We worked as a small group to 
discuss the different scenarios and 
acted them out together We also 
used the ‘Internet Traffic Light’ 

colouring sheets

Children explored the ‘Pause 
Breathe Finish up’ routine/ We 

acted it out and discussed 
scenarios when we would apply 

the strategy

Children took turns coming to 
the front - Hot seating a 

scenario and and sharing with 
the rest of the class. We even 
came up with some of our own 

scenarios 

Year Group: Year 1  - Autumn 1
Unit Title: Media Balance & Wellbeing
Description: Children use the CSM resources and learn about the Pause, Breathe 
Finish Up Routine. Learners act out and complete the Pause & Think Handout

http://together.we
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I stop using technology 
and go outside and 

play basketball 

We brainstormed examples of 
what offline activities we 

completed as a group. We acted 
this out and went and tried some 

out” 

Year Group: Year 1  - Autumn 2 
Unit Title: Cyberbullying, Digital Drama & Hate Speech
Description: Children share ideas on an offline and online activity

Children were encouraged to connect their 
previous learning of the pause, breathe and 
finish up routine. Our work then creating a 
class Digital Charter than was on display 

and we shared with the parents

As there were many elements to 
the game building experience it 
was best to start with a base for 
many children as to focus on the 
variable aspect then build in the 

other coding aspects.
Ensuring children name their 

variables suitably was essential
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Year Group: Year 1 - Spring 1
Unit Title: Relationships & Communication
Description: Children reflect on the Digital Citizens and which character they 
emphasise with when they go online

I am like Feet when I 
go online

Children completed the Meet the 
Digital Citizen colouring sheets

Children watched the video and 
considered when to take breaks 
from technology before looking 
into each of the Digital Citizens 

and what we can learn from all of 
them

We encourage children to 
come up with their own action 
statement to go with each of 
the Digital Citizens - eg If it 

seems too good to be true, it 
probably is’



We even showed photos of the 
children’s family members to 

support their understanding of 
who might be an appropriate 

trusted adult. 

In addition, we supported 
children to understand that a 
peer is not a trusted adult etc. 

We developed a sentence starter 
they might use for initiating a 

conversation  

Being considerate of children’s 
individual learning environments 
e.g. in care etc. - we discussed 
who trusted adults might be for 

them. They then drew their 
trusted adults and some children 

wrote what they might say to 
them

We emphasised that trusted 
adults are not there to tell you off 
but instead they are wanting to 
keep you safe. That is why as 
teachers we care also trusted 

adults and you can speak to us

Children were encouraged to 
explain when they might take 

something to their trusted 
adults. Children shared 

examples of when they had 
seen something they don't like 

and spoken to their trusted 
adults

Year Group: Year 1  - Spring 2
Unit Title: News & Media Literacy
Description: Children reflect on who their trusted adults are and who they would go 
to if they ever felt uncomfortable online

I can identify my 
trusted adults and 

know when to speak to 
them



23

Year Group: Year 1 - Summer 1
Unit Title: Privacy & Security
Description: Children watched the video on privacy & security and drew an image 
sharing one of the behaviours they would do online to stay safe

When I am online I will 
ask my parents first

We took a photo of the child acting 
out the example and used the 

voice tool to capture their 
reflection

Children watched the video, drew 
a picture of the rule that they were 

going to follow when they went 
online. E.g. make sure my family 
can see me. Or ask permission 

first etc. 

We went through every child's 
example and shared them with the 

rest of the class.

We split the ideas into ‘in school’ 
and ‘at home;

http://class.we
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Year Group: Year 1 - Summer 2
Unit Title: Digital Footprint & Identity
Description: Children shared an idea of what safe things they can do when they are 
online - Tech for Good

On my iPad I do my 
home learning

Children drew an example of them 
using their technology for a 
positive tech use. E.g Teach 

monster to read or Phonics play 
etc.  We gave the tech for good 

poster to parents 

Children were asked to rank different 
websites/apps based on how good 
they were. We also explored the 
apps rating on Common Sense 

Education - The Best Free Apps and 
Websites for Learning | Common 

Sense Education

We developed a poster sharing 
positive and ‘tech for good’ that 
the children could choose from. 

https://www.commonsense.org/education/lists/the-best-free-apps-and-websites-for-learning
https://www.commonsense.org/education/lists/the-best-free-apps-and-websites-for-learning
https://www.commonsense.org/education/lists/the-best-free-apps-and-websites-for-learning
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Our classroom has an 
interactive whiteboard

We went in a smaller group to 
identify different forms of 

technology

Children were encouraged to 
use the Ipads across the day 
to identify different forms of 

technology across the school 
They presented their findings 
and observations back to the 

class

Year Group: Year 1 
Unit Title: Technology Around Us
Description: Children discuss technology in school and at home, they label the main 
parts of a computer and go on a technology hunt around the school

We discussed what technology 
looks like around school and at 

home. In addition how it helps us 
and how we can interact with it in 

a positive way

We went on a technology hunt 
around the school
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We went through the specific 
scenarios and explained how 
to respond. We also simplified 
the list of emotions we were 

feeling and added imagery to 
support

Emoji game helped all children join 
in. Key vocab (‘pause’, 
‘uncomfortable’) was modelled and 
repeated often.

We encouraged children to 
come up with a scenario of 

when they would tell a trusted 
adult and share it with their 

peers

Year Group: Year 2 - Autumn 1
Unit Title: Media Balance & Wellbeing - How Does Technology Make Us Feel?
Children discussed how tech can make them feel in different ways. Using an emoji game, they 
practised recognising emotions and learned what to do when something feels uncomfortable 
online. They then showed which trusted adult they would seek if they needed help

I can pause if 
something online 
makes me feel 
uncomfortable.
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Year Group: Year 2 - Autumn 1
Unit Title: Media Balance & Wellbeing - How Does Technology Make Us Feel?
Children discussed how tech can make them feel in different ways. Using an emoji game, they 
practised recognising emotions and learned what to do when something feels uncomfortable 
online. They then showed which trusted adult they would seek if they needed help

I will be like head when 
I go online and make 

careful choices

I will be like legs when 
I go online

I will be like heart when 
I go online



28

‘If you grown up says 
stop, you should 

pause,  breathe and 
finish up!

We role-played tricky situations 
and explained why respectful tech 

use matters.

We opened the scenarios and 
turned them into partner 

discussion, we then used hot 
seating and added our own 

scenarios for children to show 
what they had learnt 

This activity had a poem, we 
asked a group of children to 

prepare a performance of the 
poem and present back to the 

group

Year Group: Year 2 - Autumn 2
Unit Title: Cyberbullying, Digital Drama & Hate Speech
Children learned why it's important to show respect when using devices. They practised a simple 
routine — "Pause! Breathe! Finish Up!" — to help them stop tech use calmly and kindly.
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Paused video to check 
understanding and used simple 

prompts to discuss feelings.

Video helped start important 
conversations. Stopping to talk 
during key scenes supported 

understanding.

Described how characters felt 
and suggested safe video 

choices.

Year Group: Year 2 - Summer 1 - Relationships & Communication
Unit Title: Jessie & Friends - The Funny Tummy Song & Sharing Pictures
Children watched Jessie & Friends: Episode 1 and discussed what to do if they see something online that 
upsets or confuses them while watching videos.

“I would tell a grown-up 
if a video made me feel 
worried.”
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Year Group: Year 2 - Spring 2 (Pause for People) 
Unit Title: News & Media Literacy 
Children shared which Digital Citizen they would be like when they went online and added an 
explanation of the behaviour they would do if they saw something they did not like

We worked together to brainstorm 
different ideas and used the 

accessibility features in Seesaw to 
share our ideas 

Children really enjoyed focussing 
on a specific Digital Citizen and 

their behaviour, then bringing them 
to life on Seesaw

Children were encouraged to 
write what Digital Citizen they 
would be like and include a 
sentence of putting that into 

practice

Try to be more kind on 
the internet

I will be respectful 
during online games 
and listen to my guts

I will be like head and 
make careful choices 

and decisions
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Using the childrens ideas we 
focussed on websites/games and 
apps they had used and drew on 
examples of what they had seen 

when they were online

Traffic light visuals made the 
concept easy to grasp. Repeating 
examples helped reinforce safe 
choices. Cross Curricular link to 
keeping safe in neighbourhood

We had a discussion around 
what sites are being used - 
Explained why certain sites 
aren't “just right” and gave 
examples of safe choices.

Year Group: Year 2 - Summer 1
Unit Title: Privacy & Security - How Can I stay Safe when visiting a website or app? 
Children explored how to stay safe online using a traffic light activity. They learned to spot 
“just right” content and when to ask an adult for help.

Tell my teacher, 
mummy or daddy



Children were encouraged to 
break down the steps of the 

routine and show the actions they 
would complete 

We created a poster 
for our families to 

see - we then used 
this in the classroom 

and sent it for our 
families to use at 

home

Year Group: Year 2 - Summer 2 
Unit Title: How Can we be safe, responsible and respectful online? 
Children learned why it's important to show respect when using devices. They practised a simple 
routine — "Pause! Breathe! Finish Up!" — to help them stop tech use calmly and kindly.

When my teacher tells 
us that it is play time I 

sign out of my 
Chromebook 

I pause from TV and I 
take a breath and I 
finish up and go to 

school

Repeated the routine with actions 
and used visual prompts. - 

Children added their own actions 
instead



Year Group: Year 2 
Unit Title: The different uses of Computers
Description: Children children discuss the different roles of technology at home, in 
school and in the wider public domain
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“Computers help 
people do lots of 
different jobs.”

For children needing support, we 
used images and matching tasks 
to help link locations with how 
computers are used.

We used real-life examples to 
challenge confident learners to 
explain how different jobs rely 

on computers. 

Children discussed how 
computers are used at home, in 
school, and in public spaces. They 
identified different roles technology 
plays in everyday life.
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Year Group: Year 3 - Autumn 1
Unit Title: Media Balance & Wellbeing
Children explored when it’s important to have time away from devices. They discussed how tech can 
be distracting and helped create ideas for device-free moments at home.

We used picture prompts and 
sentence starters to help children 

talk about how they feel when 
others are distracted by devices.

Using real-life examples helped 
children relate to the topic. The 

scenarios were really effective and 
we even shared some of our own

The group discussion made all 
pupils feel included.

We encouraged confident 
learners to suggest their own 
family device rules and justify 

their choices.

My family will have a 
device free time at the 
dinner table
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I can use S-T-O-P if 
someone is unkind 

online.

We did a shared activity with a 
discussion around what we have 

seen online which has affected our 
feelings and completed the activity 

as a group

We encouraged the learners to 
come up with actions for S-T-O-P 

and acted them out

 We asked learners to 
role-play both sides of a 

scenario and explain how 
using “S-T-O-P” helps.

Year Group: Year 3 - Autumn 2
Unit Title: Putting a stop to online meanness - Cyberbullying
Children learned how to recognise online meanness and how it can make others feel. They practised 
using the “S-T-O-P” strategy to respond safely and respectfully.
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Year Group: Year 3 - Autumn 2
Unit Title: Putting a stop to online meanness - Cyberbullying
Children learned how to recognise online meanness and how it can make others feel. They practised 
using the “S-T-O-P” strategy to respond safely and respectfully.

This child shows a good 
understanding of how to be kinder 
online and the advice that should 

be given according to the 
guidance taught in the lesson 

(STOP).
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I think Jade feels sad 
because she worked 

hard on her pony.

SEND students worked in pairs 
with higher ability children.

Giving children a context helps 
them to understand how it is 
relevant to their experiences 
online e.g Roblox, Minecraft 
etc. 
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Year Group: Year 3 - Spring 1 
Unit Title: Relationships & Communication
Children explored how they are connected to others online and in real life. Using the “Rings 
of Responsibility,” they identified different types of online communities.

I am aware of my  
community and impact 
even when I’m online.

We used physical sorting and 
guided questions to help children 
understand who is in their online 
community. Asking closed yes/no 
questions helped to distinguish 

who was and was not

The rings visual helped children 
understand different connection 
levels. Linking to real experiences 
made it meaningful.

Learners were asked  to 
compare online and offline 
relationships and reflect on 
how they stay safe in each.
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Learners worked with simplified 
examples and sentence starters to 

practise writing credit lines for 
images and text, supported by 

teacher guidance.

The detective role-play made the 
learning fun and memorable, and 
providing clear examples helped 
children understand how to give 

credit properly.

We explored examples of 
online content, identifying 

where credit was given

Year Group: Year 3 -Spring 2
Unit Title: News & Media Literacy 
Children took on the role of detectives to learn why giving credit is important. They explored how to 
show respect by correctly crediting words, images, and ideas they use from the internet.

I know giving credit 
shows respect for 

other people’s work.
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Where I live, my full 
name and date of birth 
are private information

Learners used sorting activities 
with example information cards to 
decide what is private, supported 

by discussion and teacher 
prompts.

Using a relatable app sign-up 
scenario helped children 

understand privacy. Sorting 
activities and guided talk 

supported their ability to recognise 
private information.

learners explained why certain 
information is private and 
practised saying “no” to 

sharing it online in different 
scenarios.

Year Group: Year 3 - Summer 1
Unit Title: Privacy & Security - Protect our Privacy
Children helped a Digital Citizen sign up for a new app, learning which information should be kept private 
online—just like with strangers in real life.



I understand that what 
I share online can stay 

there forever

We sorted example 
information into “safe 

to share” and 
“private” categories, 
supported by group 

discussion and 
teacher questions.

Using relatable examples helped 
children grasp the idea of a digital 
footprint. Sorting activities and 
group talk supported critical 
thinking about online sharing.

learners 
analysed 

examples of 
digital footprints 
and discussed 
how sharing 
choices can 

have positive or 
negative effects.

Year Group: Year 3 - Summer 2
Unit Title: Digital Footprint & Identify 
Children learned that everything they share online leaves a digital footprint or “trail.” They compared different 
types of trails and decided what information is safe to share.
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I know how our 
computers connect to 

each other in the 
school

Learners used a hands-on 
matching activity to connect 

network components with their 
functions, supported by simplified 
definitions and peer discussion.

We went on a walk around the 
school and spotted the physical 

parts of the network - Using 
real-life school examples helped 
make the network structure clear. 

Practical activities supported 
understanding of new technical 

vocabulary.

learners were encouraged to 
explain how each part of the 

network works together and to 
draw their own labelled 

network diagrams.

Year Group: Year 3 - Computing Systems & networks
Unit Title: Connecting Computers 
Description: Children learn about how computers are connected together within the 
school. They learnt about the server, network switch, wires a wireless access point and the 
individual desktop or chrome devices



I have responsibilities 
online and in real life 
that can affect other 

people.

We completed the activity as a 
shared groupm, discussing the 

scenario, talking about examples 
we had encountered before voting 
for what we thought was was our 

level of responsibility

The rings model helped children 
visualise the impact of their 

actions. Group tasks encouraged 
thoughtful conversation about 

responsibility beyond themselves.

Learners presented how 
online actions can create 

ripple effects and gave real-life 
examples of responsible 

digital behaviour that helps 
others.

Year Group: Year 4 - Autumn 1
Unit Title: Media Balance & wellbeing - Rings of responsibility 
Children learned about the “Rings of Responsibility” to understand how their actions affect 
themselves, their communities, and the wider world—both online and offline.
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I’ve learned to stop 
and think before I post 
something online. - If I 
wouldn’t like someone 

posting it of me I 
should not post it of 

them

Learners used guided role-play 
and emoji prompts to match 

emotions with different online 
messages, helping them recognise 

when words can hurt.

The learning experience recapped 
what children had learnt from year 

3. Using relatable scenarios 
supported empathy and reflection. 

The S-T-O-P strategy gave 
children a clear and calm way to 
respond to unkindness online.

We considered how tone and 
language can be 

misunderstood online and 
created their own examples of 
how to respond with empathy.

Year Group: Year 4 - Autumn 2 - Cyberbullying 
Unit Title: Cyberbullying - How Can I understand the Power of Words? 
Children explored how online words can affect others and how different people may interpret 
messages differently. They learned how to respond to online unkindness using the S-T-O-P strategy 
and practised identifying respectful communication.
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We made a pledge to 
help our online 

community be kind and 
safe

We reflected on the impact of 
positive and negative behaviours 

in online communities and 
suggested their own norms to 
support kindness and respect.

Creating shared norms helped 
children take ownership of their 
behaviour online. Group work 

supported collaborative thinking 
and respectful discussion.

Children went around the 
school and shared their 

pledge, adding their ideas to 
the centralised display to 

share their voice

Year Group: Year 4 - Spring 1
Unit Title: Relationships & Communication
Children explored what makes a strong, respectful community—both online and offline. They created shared 
norms and made a pledge to be positive, responsible members of their digital communities.
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Not everything we see online is 
real—some pictures are 

changed to make us believe 
something.

Analysing real examples made the 
learning feel relevant and 
eye-opening. Discussions 

encouraged critical thinking about 
online content.

Year Group: Year 4 - Spring 2
Unit Title: News & Media Literacy - Is Seeing Believing
Children learned that digital photos and videos can be altered and that it's not always easy to tell what’s real. 
They explored reasons why people might edit images, such as advertising or persuasion.
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We focussed on the before-and-after image sets and used 
simple question prompts to explore what had changed and 

why, supported by small-group discussion.

We explored altering our own images. In addition, we 
created a list of how to recognise misinformation and 

altered photos and videos online
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Using a passphrase 
helps me to remember 

my password but 
makes it really hard for 

hackers

We looked a variety of different 
passwords and compared them to 
each other, talking about which we 
thought was the most secure and 

why

Linking password creation to 
personal interests helped children 

remember them. Step-by-step 
support ensured all pupils 

succeeded in building secure 
examples.

All learners experimented 
with turning phrases or 

favourite lines into strong 
passwords, explaining how 

their choices increased 
security. 

We even explored taking 5 
turns to guess/crack each 
others passwords to see if 

they had used information we 
knew about them which 

made the password more 
risky!

Year Group: Year 4 - Summer 1
Unit Title: Privacy & Security 
Children learned what passwords are, why they matter, and how to create strong, memorable ones. 
They practised building secure passwords using words, numbers, and symbols.
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Year Group: Year 4 - Summer 2
Unit Title: Digital Footprint & Identity - My Digital Footprint
Children explored how the things they post online—like selfies or messages—can shape how others 
see them. They reflected on their identity and how to post in ways that show who they truly are.

What I post online 
shows people who I 
am. They can also 
make assumptions 
even if they do not 

know me

We used sentence starters to help 
people to draw key facts about 

their beliefs, values & hobbies etc. 
to help them complete the activity 

We discussed the idea of sharing 
content to represent your values 
and personality. In addition, the 
risks related to this and revisited 
our learning about personal and 

private information

We discussed how online 
posts can lead to assumptions 
and what assumptions we had 

seen online
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Year Group: Year 4 - Autumn 1
Unit Title: Computing Systems & Networks - The Internet 
Description: Building on the Year 3 knowledge of how computers are connected within the 
school. We look at how we are connected throughout the world to information using the 
WWW.  Children are introduced conceptually to, ‘the internet’, defining how the internet 
works and exploring trace routes

I know that the internet 
connects computers all 

over the world

Learners used practical, hands-on 
activities such as string-and-label 
network simulations to visualise 

how data moves between devices 
and servers.

Physical activities and real-world 
examples supported children in 
understanding abstract concepts. 
Building on Year 3 knowledge 
helped reinforce learning 
progression.

We challenged learners to 
explain how information 

travels across the internet and 
to map out a simplified 

traceroute showing 
connections between devices.
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I will go offline to the 
park or an outdoor 

space to balance my 
media use

Learners sorted example media 
scenarios into healthy and 
unhealthy choices, using 

emoji-based reflections to connect 
media use with emotions.

The structured framework 
supported clear thinking around 

balance. Emotion-based 
reflections helped personalise 

learning and build 
self-awareness.This also make s a 

great family activity!

Learners reflected on their 
media habits and used the 

framework to develop a 
personal definition of healthy 

media balance.

Year Group: Year 5 - Autumn 1
Unit Title: Media Balance & Wellbeing
Children explored what makes a healthy media choice using the “What? When? How Much?” framework. They 
evaluated their own media habits and considered how different types of media affect their well-being.
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I created my own 
super digital citizen 

who blocks the person 
spreading rumours

Learners used comic strip 
templates with guided prompts 
and vocabulary banks to help 

them illustrate simple upstander 
actions clearly.

Creating superhero comics made 
the concept engaging and 

accessible. Scenario-based 
discussions helped build empathy 

and confidence in taking action 
online. - We used this as a display 

in the school

Learners analysed different 
online scenarios and 

explained how an upstander 
could respond in each 

situation using empathy and 
problem-solving.

Year Group: Year 5 - Autumn 2
Unit Title: Cyberbullying, Digital Drama & Hate Speech
Children learned what cyberbullying is and how to take positive action when they see it online. They 
explored the role of an upstander and created superhero comic strips to show how digital citizens 
can help others.
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I created my own 
super digital citizen 

who blocks the person 
spreading rumours

Learners used comic strip 
templates with guided prompts 
and vocabulary banks to help 

them illustrate simple upstander 
actions clearly.

Creating superhero comics made 
the concept engaging and 

accessible. Scenario-based 
discussions helped build empathy 

and confidence in taking action 
online. - We used this as a display 

in the school

Learners analysed different 
online scenarios and 

explained how an upstander 
could respond in each 

situation using empathy and 
problem-solving.

Year Group: Year 5 - Autumn 2
Unit Title: Cyberbullying, Digital Drama & Hate Speech
Children learned what cyberbullying is and how to take positive action when they see it online. They 
explored the role of an upstander and created superhero comic strips to show how digital citizens 
can help others.
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Year Group: Year 5 - Spring 1
Unit Title: Relationships & Communication
Children explored the role of social interaction in online games. They identified the positives and 
risks, and created video game covers with tips for keeping gaming fun, friendly, and respectful.

Learners discussed real 
examples of positive and 

negative behaviour in online 
games and created their own 
guidelines to promote positive 

interaction.

I can help make games 
fun by being kind and 

respectful online.

Learners used design templates 
with sentence starters and key 
vocabulary to help them create 
game covers with clear, friendly 

behaviour tips.

Creative tasks like designing game 
covers helped pupils apply 

learning in a fun way. Real-life 
gaming examples supported 

meaningful discussions.
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I felt equipped when 
searching the web to 

recognise imagery with 
creative commons 

licensing 

Learners used matching activities 
to connect key terms (like 

copyright, licence, and plagiarism) 
with simple definitions and 

examples, supported by group 
discussion.

Real-life scenarios helped children 
see how copyright applies to them. 
Matching and discussion activities 
supported understanding of new 

vocabulary.

Learners explored the creative 
commons licensing and 

explored searching the web 
and recognising copyright 

licensed imagery

Year Group: Year 5 - Spring 2
Unit Title: News & Media Literacy - Rights & Responsibilities 
Children learned about copyright and what it means to be a responsible creator. They 
explored how to use and share images fairly and understood their rights when creating 
original content.
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I know what not to 
share online to stay 

safe

Learners used real-life role-play 
scenarios to practise identifying 

what information is private or 
personal, supported by sentence 

starters to express their 
reasoning.w

Using context based scenarios 
opened up a lot of discussion. 

Often talking about what the wrong 
thing to do would gain more 

discussion that thinking about 
what the right thing was 

As an open discussion, 
Learners considered grey 

areas in online sharing and 
discussed how context affects 

what is safe to share.

Year Group: Year 5 - Summer 1
Unit Title: Privacy & Security 
Children explored the differences between personal and private information. They learned why it's 
risky to share certain details online and how to protect themselves when communicating digitally.
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 learned that what I do 
online can affect me 

and other people.

Learners were supported with 
guided group discussions and 

example case studies to help them 
understand cause and effect in 

online activity.

Using real-world examples helped 
children grasp the lasting impact of 

their digital actions. Group 
discussions encouraged them to 
reflect on shared responsibility 
online. We even explored the 

Digital Footprint of the teachers in 
the room

Learners evaluated real-life 
digital scenarios and 
discussed long-term 

consequences of online 
actions.

Year Group: Year 5 - Summer 2 
Unit Title: Digital Footprint & Identity - My Digital Footprint
Children explored how their online actions contribute to their own and others' digital footprints. They 
learned how to make positive choices and take responsibility for their online reputations.
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I can explain how 
computers have 

changed and why 
these inventors were 

important.

Learners used simplified 
biographies and visual timelines to 
understand important events and 

people in computing history.

Visual timelines and stories of key 
inventors helped engage learners 

with complex historical 
developments. Differentiated 

materials supported varied reading 
levels.

Learners researched key 
figures and created timelines 

highlighting computing 
milestones.

Year Group: Year 5 - Computing Systems & Networks
Unit Title: History of Computing 
Description: Children look at how computers have developed over time from the initial 
conception with the work of Ada Lovelace and Charles Babbage, do the development of the 
Colossus, cracking of the enigma code during WW2, the work of Alan Turing before finishing 
with the development of Personal Computers - Bill Gates
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Year Group: Year 6 - Autumn 1
Unit Title: Media Balance & Wellbeing
Children reflected on their own media use and what balance means for them. They created 
personalised plans to help make healthy and responsible media choices in daily life.

Learners used guided question 
prompts and example plans to 

support creating their own simple 
media balance plan.

Personalised planning helped 
children connect learning to real 

life. Question prompts and 
examples made it easier for 

learners to reflect and set goals.

Learners analysed different 
media habits and designed 

detailed, realistic media plans 
with goals and strategies.

I can make a plan to 
keep my media use 

healthy and balanced.
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I know how to spot 
cyberbullying and help 
someone being bullied

We role-played 
cyberbullying scenarios 

and responding 
empathetically.

Scenario analysis and role-play 
helped learners differentiate 

behaviours and practise 
supportive responses. Sentence 
stems aided verbalising empathy 

and strategies.

Learners create vector 
drawings of their Bystander 

cards 

Year Group: Year 6 - Autumn 2
Unit Title: Cyberbullying Digital Drama & Hate Speech
Children learned to recognise what cyberbullying is and how it differs from other negative 
behaviours. They explored strategies to support targets and act as upstanders.



Year Group: Year 6 - Spring 1 
Unit Title: Relationships & Communication
Children explored different types of online friendships, learning to recognise benefits and risks. They 
practised how to respond safely when an online friend makes them uncomfortable.
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We worked as a group to go 
through the scenarios and created 

a shared Venn Diagram

Role-play and guided discussions 
supported understanding of safe 
online friendships. Using clear 

scenarios helped learners 
recognise and respond to risky 

situations.

Learners developed safety 
guidelines for different 

situations.

I know how to stay 
safe with online friends 
and what to do if I feel 

uncomfortable.



Year Group: Year 6 - Spring 2 
Unit Title: News & Media Literacy
Children explored the structure of online news articles. They learned how to identify headlines, subheadings, 
bylines, adverts and sponsored content, and began thinking critically about how articles are presented.

I can spot the difference 
between a real article and an 

advert now!

Learners used article-matching 
activities and visual annotations to 

break down key features.

We developed a checklist to 
break down and help us identify 
the key elements of an article. 

We then turned this into a 
classroom poster for display

 Learners evaluated a selection of real and 
sponsored articles to determine reliability 

and bias.
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Clickbait tricks you! 
Now I check if the title 

really matches the 
article

Learners sorted real headlines from clickbait and used 
guided prompts to explain their reasoning.

Children were supported to develop media literacy by 
questioning online content. They applied critical 

thinking to understand how their attention is captured 
and how to navigate online headlines more responsibly.

Learners analysed a range of online headlines to rewrite them as informative, 
non-clickbait versions.

Year Group: Year 6 - Summer 1
Unit Title: Privacy & Security 
Children explored how clickbait headlines and images are designed to capture attention by exploiting curiosity. 
They learned to identify signs of clickbait and practised strategies to avoid being misled by sensational content.
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Year Group: Year 6 - Summer 2
Unit Title: Digital Footprints & Identity
Children explored how gender stereotypes appear in online spaces and media. They discussed how these stereotypes can 
influence identity, behaviour, and fairness, before creating avatars and poems that reflect individuality beyond stereotypes.

Just because I’m a girl 
doesn’t mean I have to 

pick pink

We worked as a guided activity 
and looked for examples based on 
recommendations from the group 

of what they had seen online

All learners were supported to 
critically examine gender 

representation in digital spaces. 
The creative tasks helped pupils 

express personal identity and 
challenge biased norms they may 

encounter online.

Learners critically analysed a 
range of online content (e.g. 
games, adverts, social media 
profiles) to identify implicit and 

explicit gender biases and 
suggested ways to challenge 

them.
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I didn’t realise some 
results are ads — now 

I know to scroll and 
check what’s really 

useful

All learners were supported to 
develop critical thinking about how 
search engines function and how 
digital information is ranked and 

presented. This helped them make 
more informed decisions when 

accessing content online.

Learners explored how search 
algorithms work and evaluated 

how search engines might 
prioritise or personalise results 

based on user data.

Year Group: Year 6 - Computing Systems & Networks
Unit Title: Internet Communication
Description: Learners investigated and measured the effectiveness of different search 
engines looking specifically at the index, results and adverts. 

Learners were supported with guided search 
tasks, keyword banks, and simplified search 

engine interfaces to help them focus on 
comparing results clearly.



Information Technology 
Progression in Primary 

Year 
Group

Unit A Unit B

Year 1 Digital Painting on 
Busy Things

Digital Writing on 
JIT (J2E)

Busy Things - Data

Year 2 Just 2 Easy - J2Mix Digital 
Photography

J2e - Data 

Year 3 Google Docs J2 Animate J2 Branch

Year 4 Google Slides Audio Editing - 
Bandlab

Data Logging

Year 5 Vector Drawing Movie Creation J2 Database

Year 6 Google Sites Tinkercad Spreadsheets 

Lesson Description Pupil Voice Teacher Observations + 
Judgement

Adaptive Teaching - 
Scaffolding

Adaptive Teaching - 
Challenge
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I can can draw my 
family using the 

paintbrush and stickers

Year Group: Year 1 (Autumn 1)
Unit Title: Digital Painting - Busy Things
Children have selected the template of 2 members of their family to create on Busy Things. 
They have applied their Digital Painting tools to draw shapes, change colour, adjust paint 
brush size and in some cases use stickers, manipulate size and direction. Children will then 
use their typing skills to write a fact about each family member.

Children may use a template to 
support their work or select to 
draw less family members. We 

recommended some children just 
did one or two members of their 

family

Keyboard skills varied across the class. 
While some pupils could type simple words 
or their names, others needed support to 

locate letters. Overall, keyboard 
confidence needs further development, 
and future lessons will focus on building 
familiarity and independence in using the 

keyboard effectively.

To further challenge children 
ask them to use the stickers 

and manipulate size, duplicate 
and rotate in order to create 

their family image 



Year Group: Year 1 (Spring 2)
Unit Title: Digital Writing - Just 2 Easy
Children produce their own piece of writing around favourite animal. They include capital 
letters, full stops - can also include special symbols. Children use spacebar, backspace, enter 
and shift in order to produce their work. Children may also select font type, colour and size 
for their audience. Children save and publish their work.

I can use spacebar, full 
stop and change the 

font and colour

Use visual keyboards 
or laminated guides 
showing where the 

spacebar, shift, and enter 
keys are located.

Children linked their learning to a 
cross curricular topic. They then 
used their digital writing skills to 

write a paragraph about a certain 
animal or habitat. Children were 
encouraged to change the way 

their writing looked by using 
different colors, font and size 
specifically for their audience 

Write multiple 
sentences using 

conjunctions (e.g., and, 
because). Challenge 

children to use a variety 
of special symbols. E.g. 
comma, question mark, 

exclamation mark



Children can work with a shared 
model in order to support them 

with the Pictogram creation.

Children created a tally chart and 
collected data around their 
favourite animal, birthday or 

transport. They then used Busy 
Things - Pictogram to put this into 
a Pictogram. Some children did 

this as a small group

Children were encouraged to 
interpret the data they had 

created by answering 
questions linking to maths.

Some children even drew their 
own objects to make up the 

pictogram
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I turned my tally chart 
into a pictogram to 
show how people 

voted

Year Group: Year 1 (Spring 2)
Unit Title:  Data - Pictograms
In this lesson, pupils will explore how to collect and present data using pictogram tools 
within Busy Things (Mathematics > Statistics). They will choose a data set to investigate, 
either teacher-led (e.g. favourite fruit, shoe size, pets) or child-initiated (e.g. pupils' t-shirt 
colours or classroom objects). Children will input their findings into a pictogram
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I created a non-fiction 
book which included 
facts about different 
animals and habitats

Year Group: Year 2 (Autumn 2)
Unit Title: Digital Writing - J2Mix
Children produce their own multi page book using J2mix. Using their Digital Writing skills 
they  include a series of special symbols, typing skills as well as combining their digital 
painting skills they illustrate their book. Children name, save, retrieve and  publish their 
work. Some children may even use clip art and image search to populate their book.

We had to encourage all children 
to sign in, name and retrieve their 
work as they completed their multi 

page books over a series of 
lessons. 

Some children worked in similar 
ability partners in order to 

complete their work. We let them 
take turns at they did the typing 
and drawing. We then included 

both their names in the title

Children were challenged by 
using a combination of 

different fonts, colour and 
sizes. As well as special 
symbols and a range of 
painting tools including 

drawing, patterns, stickers and 
the image search function 

within J2E
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I know the difference 
between a portrait and 

landscape photo

Year Group: Year 2 
Unit Title: Photography
In this lesson, pupils explored how to take digital photographs using tablets or classroom 
devices. They discussed what makes a good photo (e.g. clear subject, good lighting, steady 
hands) and practised taking pictures around the classroom or school environment. Pupils 
were then shown simple editing tools to improve their photos, such as cropping, adjusting 
brightness, or applying filters.

Some children acted as digital 
leaders to support their peers. 

We found a lot of children 
were confident with these 
skills and went on a trip 

around the school to apply 
what they had learnt about 

taking photos 

Children work in similar ability 
partners and take turns taking a 

series of photos. In order to 
support the learning we used the I 

go, we go, you go approach to 
clearly model and used lots of mini 

plenaries

Children used the iPads to take 
landscape and portrait photos. 

They edited the images using J2 
Camera or by adding shapes and 

imagery on top on Seesaw. 
Children also discussed what 

makes a good photo and enjoyed 
taking bad photos!
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Year Group: Year 2 
Unit Title: Photography
In this lesson, pupils explored how to take digital photographs using tablets or classroom 
devices. They discussed what makes a good photo (e.g. clear subject, good lighting, steady 
hands) and practised taking pictures around the classroom or school environment. Pupils 
were then shown simple editing tools to improve their photos, such as cropping, adjusting 
brightness, or applying filters.

I can use a filter to 
change how I look and 

identify if a photo is 
real or fake 

Children used the iPads to take 
landscape and portrait photos. 

They edited the images using J2 
Camera or by adding shapes and 

imagery on top on Seesaw. 
Children also discussed what 

makes a good photo and enjoyed 
taking bad photos!

Children work in similar ability 
partners and take turns taking a 

series of photos. In order to 
support the learning we used the I 

go, we go, you go approach to 
clearly model and used lots of mini 

plenaries

Some children acted as digital 
leaders to support their peers. 

We found a lot of children 
were confident with these 
skills and went on a trip 

around the school to apply 
what they had learnt about 

taking photos 
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Year Group: Year 2 (Spring 2)
Unit Title: Digital Writing - Just 2 Easy
Children take their learning from the creation of a tally chart, into J2Pictogram and created 
a Pictogram. They then apply the data from the Pictogram to J2Chart where they create a 
table and look at a variety of ways to present data (Bar, Pie and Block). Children then 
interpret the data and answer a variety of questions 

I like the bar chart 
because it tells you 

exactly how many of 
each category there are. 

I also noticed that 
sometimes the number 

goes up in multiples of 2

Children worked to complete a 
shared chart as a small similar 

ability group. We collected data, 
recorded and presented in a 

variety of different ways.

Children remembered their prior learning in 
Year 1 and enjoyed being able to quickly 

present their data. We used the recap and 
plenary stages of each lesson to present data 

in different ways and ask questions about 
what the children could interpret from what 
they saw. E.g. just showing the pie chart we 
asked which animal was most popular etc. 

Children were encouraged to 
add their own categories to 

the data entry and challenged 
to present their data in a 
variety of different ways. 

Some children even presented 
their data to the rest of the 

class and used their 
presentation skills



Year Group: Year 3
Unit Title: Google Docs
Children linked their work to a cross curricular topic and used Google Docs to create 
and publish their work. Children looked at using Google Docs features as a 
publishing tool, exploring fonts, size, colours, headings and word art. We even 
explored adding images and manipulating their sizes and formats. When adding 
imagery we discussed creative commons licensing.

I know how to use 
word art to create a 

heading for my posters

Some children used the voice 
typing/dictation tool to support 

them with their work.

We also discussed the role of spell 
check and grammar.

Some children found the 
formatting on Google Docs quite 
challenging and we needed to 

support them to show the specific 
formatting for imagery. Using 

Google Classroom we made a 
copy of the template for each child 

and were able to give feedback

Children were challenged by 
discussing creative common 

licenses and being challenged 
to format and edit their 

imagery. Some children even 
created multi page articles of 

texts



Year Group: Year 3 
Unit Title: J2 Animate
Description: These lessons use J2Animate to produce a stop motion animation. 
Children will learn how to recognise stop motion animation, discuss examples they 
already know and begin to modify existing animations. Pupils will then learn to 
make subtle changes and use onion skinning to create their own stop motion 
animation.

This pupil is working at the expected 
standard because they understood the 

idea of ‘onion skinning’; they edited 
and improved their animation by 

adding in speech bubbles; and they 
used relatively small movements 

between frames to ensure a smooth 
transition.  

For children working towards the 
Year 3 standard, they used fewer 
slides and focused on one moving 
object. The aim for them would be 

to try and achieve a smooth 
transition between frames.

Children enjoyed bringing stories to life 
using J2Animate. We discussed the 

importance of onion skinning and the ways 
of making stop motion more effective, such 

as keeping the objects close together 
between each frame. Some children played 
with shrinking and increasing the size of the 

objects to give the appearance that the 
object is moving closer or further away thus 

playing with perspectives 

This student’s next step 
in terms of challenge 

would be to experiment 
with sound.

https://docs.google.com/file/d/1tJryrWqmYa9hD9e3ZHH4Ex1cLm0RA74M/preview
https://docs.google.com/file/d/1B4Tcchc50ALDwbG0LxsEk7lVy8HWd23x/preview
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I can sort data using 
yes & no questions. I 

think it is called a 
branching 

database/tree diagram 
because it looks like a 

tree! 

Children found the concept of sorting data 
using ‘yes’ & ‘no’ questions quite 

challenging. We spent a lot of time 
generating questions, completing this 

unplugged and modelling

Year Group: Year 3
Unit Title:  Data - Branching Database
These lessons use J2Branch to introduce pupils to the concept of branching databases 
through interactive, visual tools. Children will learn to recognise how digital systems can 
organise information and how questions can help sort and classify data. Pupils will explore 
existing branching databases, begin to modify them, and then create their own 
simple/advanced versions by choosing appropriate yes/no questions and relevant images or 
objects. This supports logical thinking, categorisation, and decision-making in a digital 
context.

Some children used the 
advanced feature to add 

some of the defining 
characteristics of each of the 

objects that made up their 
branching database. Children 

were encouraged to play 
each others databases to 
check that they worked

We scaffolded children's learning 
by using a selection of questions 
which we created together and 

used as a shared bank/model. We 
also suggested an appropriate 

number of objects to sort on the 
database
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Year Group: Year 3/4
Unit Title: Google Slides
Description: Students created a Google Slides presentation including a quiz based on their 
learning about Highgate Cemetery. Children explored using animations/transitions

Slide 1: Title Slide

● Title: Highgate Cemetery
● Your Name: (Write your full name)

Slide 2: The History of Highgate Cemetery

Slide 3: Famous People Buried at Highgate Cemetery

Slide 4: Interesting Facts About Highgate Cemetery

Success Criteria: 

● I can effectively gather information from books and online sources.
● I can organize my findings into a structured slideshow with clear headings and content.
● I can add to my presentation using appropriate images, animations, and transitions.
● I can create at least 4 well-designed slides that communicate key points about Highgate Cemetery.

You will research and present information creatively using digital tools, focusing on the history, notable figures, and 
interesting facts about Highgate Cemetery.

Slide 1: Title Slide

● Title: Highgate Cemetery
● Subtitle: A Journey Through History
● Your Name: (Write your full name)
● Design: Choose a subtle background 

image of Highgate Cemetery (e.g., a 
scenic pathway or iconic gravestones). 
Add simple animations to fade in the title 
and your name.

Slide 2: The History of Highgate Cemetery

● Heading: The History of Highgate Cemetery
● Content:

○ Opened in 1839 as part of the "Magnificent Seven" cemeteries in 
London.

○ Designed to address overcrowded churchyards and growing burial 
needs.

○ Known for its Victorian Gothic architecture and lush, overgrown 
greenery.

○ Divided into two sections: the East Cemetery and the West Cemetery.
● Design: Use a vintage-themed background or a historical photo of the cemetery 

gates. Add transitions between bullet points for engagement.

Slide 3: Famous People Buried at Highgate Cemetery

● Heading: Famous People Buried Here
● Content:

○ Karl Marx: Renowned philosopher and author of The 
Communist Manifesto.

○ George Eliot (Mary Ann Evans): Famous novelist of 
Middlemarch.

○ Douglas Adams: Author of The Hitchhiker's Guide to 
the Galaxy.

○ Christina Rossetti: Celebrated Victorian poet.
● Design: Include photos of their gravestones or portraits of the 

individuals. Add transitions to reveal each name or fact one by 
one.

Slide 4: Interesting Facts

● Heading: Interesting Facts About Highgate Cemetery
● Content:

○ The cemetery is known for its elaborate Victorian 
mausoleums and Egyptian Avenue.

○ It’s rumored to be haunted, with tales of ghostly 
sightings reported over the years.

○ The West Cemetery requires a guided tour to visit, 
preserving its unique charm.

○ The cemetery is home to diverse wildlife, including 
foxes and rare birds.

● Design: Add animations like zoom-in effects on the bullet 
points or images for emphasis.

Detailed instructions 
provided on Google 
Classroom as well as 
printed out - if needed
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Year Group: Year 3/4
Unit Title: Google Slides
Description: Students created a Google Slides presentation including a quiz based on their 
learning about Highgate Cemetery. Children explored using animations/transitions

Success Criteria: 

● I can effectively gather information from books and online sources.
● I can organize my findings into a structured slideshow with clear headings and content.
● I can add to my presentation using appropriate images, animations, and transitions.
● I can create at least 4 well-designed slides that communicate key points about Highgate Cemetery.

You will research and present information creatively using digital tools, focusing on the history, notable figures, and 
interesting facts about Highgate Cemetery.

Create a set of questions 
based on your knowledge on 

the topic.

I used animations to 
create a quiz and 

show what the answer 
was. I presented my 

slides to the rest of the 
class
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SEND students worked with a 
teacher/peer to add their images

Students were challenge to 
find ways to insert GIF and 
images onto a page without 
being cut off/ overlapping. 
Students feeling confident 
were able to help those who 
were having trouble 
(explaining without doing it for 
them)

Year Group: Year 3/4
Unit Title: Google Slides
Description: Students were tasked to create slides about Gods and Goddesses (History). 
They had to insert, edit and format images within Google Slides.

Students had prior 
knowledge of adding 
text, changing colour 
and font, theme and 
adding new slides. 
Students were easily 
able to insert images 
from google slides into 
their slides. 
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Year Group: Year 3/4
Unit Title: Google Slides
Description: Children created a presentation based on a topic of their choosing. We also 
used this series of lessons to support children’s understanding of Google Classroom
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Year Group: Year 4 
Unit Title:  Bandlab - Audio Editing
Children created their own podcast using Bandlab for Education. Children worked 
independently or with a partner to put their podcast together. They improved their 
work by adding layers and adding music effects or a jingle as well as recording their 
voice and discussing what makes a good sound recording. Children also looked at 
ways to edit music such as train, slice, sprint and fade in fade out.

I added sound effects 
to my podcast to make 

it more engaging. I 
used laugher!

Children enjoyed making their 
podcasts. One of the most 
challenging elements were 

finding a quiet place to record 
and editing to remove 

background music. Children 
could quickly differentiate 

between an effective sound 
recording and one that needed to 
be improved. Children looked at 
how to trim their audio to remove 

any mistakes or long pauses.

Children included sound 
effects and made their 

recording fade in and fade out 
in order for it to sound more 

professional

Children worked with an adult to 
put their script together/transcript 

for the podcast. Children then read 
this transcript as it was recorded to 

support them to get their ideas 
together 

https://soundcloud.com/kc-academy?utm_source=clipboard&utm_medium=text&utm_campaign=social_sharing
https://soundcloud.com/user-162302290
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Year Group: Year 4 
Unit Title:  Microbit - Data Loggers
Children used Microbits to create data loggers that measured temperature, light 
levels, and sound. They worked independently or with a partner to record data over 
time, analysing the results and discussing how different factors affected the 
readings. The children also explored how to record and store data, using the 
Microbit’s features to track changes and present their findings in creative ways

I added sound effects 
to my podcast to make 

it more engaging. I 
used laugher!

Children enjoyed making their 
podcasts. One of the most 
challenging elements were 

finding a quiet place to record 
and editing to remove 

background music. Children 
could quickly differentiate 

between an effective sound 
recording and one that needed to 
be improved. Children looked at 
how to trim their audio to remove 

any mistakes or long pauses.

Children included sound 
effects and made their 

recording fade in and fade out 
in order for it to sound more 

professional

Children worked with an adult to 
put their script together/transcript 

for the podcast. Children then read 
this transcript as it was recorded to 

support them to get their ideas 
together 
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Year Group: Year 5 
Unit Title: Vector Drawing 
In this lesson, learners will reflect on the purpose and features of vector drawings before 
independently planning, designing, and creating their own using Google Drawings. They 
will apply their knowledge of shapes, tools, layering, and object manipulation to produce a 
vector image that links to a cross-curricular theme. Learners will explore alternatives, 
suggest improvements, and present their final work to peers for feedback. This process 
promotes both creative thinking and technical skill development.

I used multiple layers in 
order to create my vector 

drawing. I moved layers to 
the front and back to 

create my vector drawing

In order to scaffold the learning we 
presented the children with a 

prompt in order to develop their 
idea. Furthermore, we encouraged 

them to use not as many (up to 
10) layers and shapes.

Children really enjoyed the creative aspect of 
this learning. We used Google Classroom in 

order to set a Google Drawing. We also let the 
children be inspired by their surroundings and 

took them on a school trip to look at 
architecture. I had to keep encouraging 

children to duplicate the shapes in order to 
develop their idea in a more effectrive way

We challenged some children 
to improve already existing 
logos or replicate them, for 
example our school logo!
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Year Group: Year 5
Unit Title: Movie Creation
Description: Pupils produce their own videos after reviewing existing examples and 
familiarising themselves with storyboards and camera angles.

When creating my video I 
used the slice tool to edit my 
video. I also created video 

transitions, audio and visual 
overlay. I would like to add 

layers of video together

The primary challenge 
component to pupils video 
production was about their 
being able display more than 
one feature regarding camera 
angles and storyboard 
scripting.

In order to familiarise pupils 
with the medium of video, we 
spent the first 2 lessons 
exploring how to review and 
assess the different 
purpose-built and selected 
features that bring video 
production together.

The primary function for this 
method of introduction was to 
allow exposure to previously 
unexplored or unheard of 
factors in video production.

The scaffolding element to 
this unit came into effect 
when pupils took to trying 
their hand at produce 
short-form videos based on 
given prompts and then 
around producing their 
storyboards for their own 
video.

The scaffolding provided was 
around the actual storyboard 
layout and then the 
camera-angles they had 
options to use when thinking 
about their own script

https://docs.google.com/file/d/171UhirTcpB2uaJolMdlvCYih0O1Hekdz/preview
https://drive.google.com/file/d/1x0b0kX0uM0ZmVPrRcD68N8gu8IQgHwc9/view?usp=sharing
https://drive.google.com/file/d/1yiuuUkbP9f4QbfUZHL9oOFep7x27Uyqy/view
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Year Group: Year 5
Unit Title: J2 Database
Description: This unit looks at how a flat-file database can be used to organise data in records. 
Pupils use tools within J2 Database to order and answer questions about data. They create 
graphs and charts from their data to help solve problems. They use a real-life database to 
answer a question, and present their work to others.

Children found 
accessing 
J2Database 
challenging. 
They worked in 
similar ability 
partners to work 
on the dataset 
and interpret it 
in order to 
answer the 
questions

We scaffolded 
children’s 
learning by using 
a reduced 
dataset and 
reduced fields

I used the 
sort and 
compare 

features to 
find the 
data I 

needed 
from the 
database

Pupils were 
challenged to 
add their own 
entries into the 
database
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Year Group: Year 6 
Unit Title: Google Sites
In this project, children applied their prior knowledge of document creation, 
presentations, video embedding, and online forms to build a cohesive website 
tailored to a specific audience. They also demonstrated their understanding of using 
copyright-free imagery, ensuring their content was both purposeful and legally 
appropriate. This culminating task allowed learners to integrate a range of digital 
skills to create a functional and engaging web presence.
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Year Group: Year 6 
Unit Title: Google Sites
Padlet to access Websites: 
https://padlet.com/andrewreedie/year-6-google-sites-mmsovi9au86gnpo4

I now understand how 
variables can impact a 

game experience

Learners were given a printed 
web page layout template to 
sketch their ideas.Teachers 

modelled how to insert images 
and text on Google Sites before 

pupils worked independently. 
Pre-selected copyright-free image 
websites were provided to simplify 

the media sourcing process.

Children used this project to bring 
together their knowledge from doc 

creation, presentations, videos 
and forms as well as knowledge 
about copyright free imagery in 

order to build their site for a 
specific audience 

Pupils created navigation 
menus with hyperlinks and 
subpages based on their site 
map. Some learners 
embedded videos or external 
links and evaluated how they 
impacted usability. Pupils 
explained why they selected 
certain layouts and how they 
improved accessibility or 
design aesthetics. Some 
learners even created 
quizzes using Google Forms 
and added these to their sites

https://padlet.com/andrewreedie/year-6-google-sites-mmsovi9au86gnpo4
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Year Group: Year 6
Unit Title:  Using Tinkercad to build 3D models 
Children are using Tinkercad to create 3D models of Anderson Shelters using different 
shapes and creating holes to create the inside of the shelters. 

Scaffolding was provided through 
visual step-by-step guides, key 

vocabulary prompts, and pre-built 
base models to support learners in 
using core Tinkercad tools such as 

grouping, holes, and alignment.

In this picture it 
shows what we did 
on tinkercad. We 
were making 
anderson shelters 
with only basic 
shapes. We also 
used lots of useful 
skills like making 
holes, grouping and 
many other things.

I had never known 
how to make holes 
or group things 
before this 
experience so that is 
definitely something 
that I have learnt. I 
found it interesting 
making something 
with only basic 
shapes and it was a 
bit of a challenge 
but I got through it!

Challenge was offered by 
encouraging pupils to design 
detailed, realistic Anderson 

Shelters using multiple 
grouped elements, scale 

accuracy, and internal 
features, with opportunities for 
reflection and explanation of 

design choices.

As there were many elements to 
the game building experience it 
was best to start with a base for 
many children as to focus on the 
variable aspect then build in the 

other coding aspects.
Ensuring children name their 

variables suitably was essential
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Children were scaffolded by using 
a add formula for the total and a 

subtract total ro reducing 
additional costs. Limiting the 
formulas supported children’s 

understanding 

Children used spreadsheets to 
plan a party. They used average, 
totalled amounts and calculated 

the exact cost of the party

Year Group: Year 6
Unit Title:  Google Sheets
Children worked on creating and storing data within Google Sheets. They used formulas to 
help them to interpret and compare data in a time effective way.

I used a formula to add 
up all of the totals 

Children were challenged by 
using a variety of different 

formulas such as add, 
subtract, multiply and divide. 
They also created charts to 

present the data 
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I now understand how 
variables can impact a 

game experience

Using the PRIMM modal to avoid 
cognitive overload in addition to 
paired programming to support 

SEND children or those who need 
extra support. 

Letting children use their own 
interests within the game

Having both negative and 
positive score impacts.

Putting children in the place of 
game designers thinking about 
universal design experiences 
such as colours, noise and 

how to play (physical).

Year Group: Year 1 
Unit Title: The different uses of Computers
Description: Children children discuss the different roles of technology at home, in 
school and in the wider public domain

As there were many elements to 
the game building experience it 
was best to start with a base for 
many children as to focus on the 
variable aspect then build in the 

other coding aspects.
Ensuring children name their 

variables suitably was essential


