
Computing  

  Term 1  Term 2  Term 3  

Years 4, 5 and 6  Photo editing 
Learners will develop their understanding 
of how digital images can be changed and 
edited, and how they can then be resaved 
and reused. They will consider the impact 
that editing images can have, and evaluate 
the effectiveness of their choices. 

Computing systems and networks – systems and searching 
In this unit, learners develop their understanding of 
computer systems and how information is transferred 
between systems and devices. Learners consider small-
scale systems as well as large-scale systems. They explain 
the input, output, and process aspects of a variety of 
different real-world systems. Learners discover how 
information is found on the World Wide Web, through 
learning how search engines work (including how they 
select and rank results) and what influences searching, 
and through comparing different search engines. 

Creating media – web page creation 
This unit introduces learners to the creation of 
websites for a chosen purpose. Learners identify 
what makes a good web page and use this 
information to design and evaluate their own 
website using Google Sites. Throughout the 
process learners pay specific attention to 
copyright and fair use of media, the aesthetics of 
the site, and navigation paths. 
 

  Programming A – Variables in games 
This unit explores the concept of variables 
in programming through games in Scratch. 
First, learners find out what variables are 

and relate them to real-world examples of 
values that can be set and changed. Then 

they use variables to create a simulation of 
a scoreboard. In Lessons 2, 3, and 5, which 

follow the Use-Modify-Create model, 
learners experiment with variables in an 

existing project, then modify them, before 
they create their own project. In Lesson 4, 
learners focus on design. Finally, in Lesson 

6, learners apply their knowledge of 
variables and design to improve their 

games in Scratch. 

Programming B – Selection in quizzes 
In this unit, pupils develop their knowledge of selection 

by revisiting how conditions can be used in programs and 
then learning how the If… Then… Else structure can be 

used to select different outcomes depending on whether 
a condition is true or false. They represent this 

understanding in algorithms and then by constructing 
programs using the Scratch programming environment. 
They use their knowledge of writing programs and using 

selection to control outcomes to design a quiz in 
response to a given task and implement it as a program. 

Data and Information – Spreadsheets 
This unit introduces the learners to 

spreadsheets. They will be supported in 
organising data into columns and rows to create 
their own data set. Learners will be taught the 

importance of formatting data to support 
calculations, while also being introduced to 

formulas and will begin to understand how they 
can be used to produce calculated data. Learners 
will be taught how to apply formulas that include 

a range of cells, and apply formulas to multiple 
cells by duplicating them. Learners will use 
spreadsheets to plan an event and answer 

questions. Finally, learners will create charts, and 
evaluate their results in comparison to questions 

asked. 

  


