
 
 
 
 

Great Ellingham Primary School Each class to have 1 hour (or the equivalent across a half term) of computing weekly 

Computing Long Term Plan 2021/22 

Autumn  

Class 1 (EYFS) Class 2 (KS1) Class 3 (KS1/2) Class 4 (KS2) Class 5 (KS2) Class 6 (KS2) 

EYFS E-Safety  
- Show resilience and 

perseverance in the face of 

a challenge. 

- Explain the reasons for 

rules, know right from 

wrong and try to behave 

accordingly. 

- Know and talk about the 

different factors that 

support their overall health 

and wellbeing: - sensible 

amounts of ‘screen time’. 

EYFS Computer 

Discovery 
- Be confident to try new 

activities and show 

independence, resilience 

and perseverance in the 

face of challenge. 
Mouse and Keyboard 

Skills  
- Develop their small motor 

skills so that they can use 

a range of tools 

Year 1 E-Safety  
- 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   
Year 1 Mouse and 

Keyboard Skills  
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

Year 1 Digital Art  
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

Year 1 Data and 

information – Grouping 

Data  
- Use technology purposefully 

to create, organise, store, 

Year 2 E-Safety  
- 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 

(KS1) 

 Year 2 Recognise uses 

of IT  
- Recognise common uses of 

information technology 

beyond school (KS1) 

Year 3 Document 

Editing and Creating 
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

Year 2 Introduction to 

Animation  
- Use technology 

Year 3 E-Safety  
- Use technology safely, 

respectfully and responsibly; 

recognise 

acceptable/unacceptable 

behaviour; identify a range of 

ways to report concerns about 

content and contact 

Year 4 Computer 

systems and networks – 

The internet  
- Use technology safely, 

respectfully and responsibly; 

recognise 

acceptable/unacceptable 

behaviour; identify a range of 

ways to report concerns about 

content and contact 

Computing systems and 

networks – The Internet 

(teachcompuhttps://teachcom

puting.org/curriculum/key-

stage-2/computing-systems-

and-networks-the-internet 

ting.org) 

 

Year 4 E-Safety  
- Use technology safely, 

respectfully and responsibly; 

recognise 

acceptable/unacceptable 

behaviour; identify a range 

of ways to report concerns 

about content and contact 

Year 5 Computing 

systems and networks 

– Sharing information  
- Use technology safely, 

respectfully and responsibly; 

recognise 

acceptable/unacceptable 

behaviour; identify a range 

of ways to report concerns 

about content and contact 
Computing systems and 

networks – Sharing 

informathttps://teachcomput

ing.org/curriculum/key-

stage-2/computing-systems-

and-networks-sharing-

information ion 

(teachcomputing.org) 

Year 5 E-Safety  
- Use technology safely, 

respectfully and responsibly; 

recognise 

acceptable/unacceptable 

behaviour; identify a range 

of ways to report concerns 

about content and contact 

Year 5 Ebook Creation  
- 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 

Year 6 Creating media 

– Web page creation  
- Select, use and combine a 

variety of software 

(including Internet services) 

on a range of digital devices 
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competently, safely and 

confidently. 

 

 

 

manipulate and retrieve digital 

content 

Data and inData and 

information – 

https://teachcomputing.org/cu

rriculum/key-stage-1/data-

and-information-grouping-

dataGrouping data 

(teachcomputing.org)formation 

– Grouping data 

(teachcomputing.org) 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

Year 3 Digital Art  
- 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  

Year 3 3D Design  
- 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  

 

 

 

Year 4 Data Handling  
- 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  

Year 4 3D Design  
- 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 design and create a range 

of programs, systems and 

content that accomplish 

given goals, including 

collecting, analysing, 

evaluating and presenting 

data and information 

Creating media – Web page 

cre 

https://teachcomputing.org

/curriculum/key-stage-

2/creating-media-web-

page-creationation 

(teachcomputing.org)  

Year 5 Music Creation  
- 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 

Year 5 Physical 

Devices  
- Select, use and combine a 

variety of software 

(including Internet services) 
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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 
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Spring 

Class 1 (EYFS) Class 2 (KS1) Class 3 (KS1/2) Class 4 (KS2) Class 5 (KS2) Class 6 (KS2) 

EYFS Early Digital 

Music  
- Develop their small motor 

skills so that they can use 

a range of tools 

competently, safely and 

confidently. 

- Explore, use and refine a 

variety of artistic effects to 

express their ideas and 

feelings. 

EYFS Digital Photos 

and Videos - AR Makr 

app and Chatterpix 
- Develop their small motor 

skills so that they can use 

a range of tools 

competently, safely and 

confidently. 

 

 

Year 1 Design  
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

 Year 1 Digital Writing  
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

Creating media – 

https://teachcomputing.org/cu

rriculum/key-stage-1/creating-

media-digital-writing Digital 

writing (teachcomputing.org) 

Year 1 Text and Images  
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

Year 1 Comic Creation 
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

Year 2 Introduce Data 

Handling  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1)  
- 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 (KS2) 

Year 3 Creating media 

– Desktop publishing  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

Creating media – Desktop 

Year 3 Infographics  
- 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 

Year 4 Data Handling  
- 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 

Year 4 Animation  
- Select, use and combine a 

variety of software (including 

Internet services) on a range of 

Year 5 Ebook Creation  
- 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 

Year 5 Physical 

Devices  
- 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 

 

Year 5 Text-based 

Programming  
- 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 

Year 6 Graphic Design  
- 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 

https://apps.apple.com/us/app/ar-makr/id1434081130
https://apps.apple.com/us/app/ar-makr/id1434081130
https://itunes.apple.com/us/app/chatterpix-kids/id734046126?mt=8
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-1/creating-media-digital-writing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
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publis 

https://teachcomputing.org/

curriculum/key-stage-

2/creating-media-desktop-

publishinghing 

(teachcomputing.org) 

Year 3 Comic Creation  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 
Year 3 Storyboards  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

Year 2 Internet 

Research  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 
- Understand computer 

networks including the 

internet; how they can 

provide multiple services, 

such as the World Wide Web; 

and the opportunities they 

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 

Year 4 Internet Research  
- Use search technologies 

effectively, appreciate how 

results are selected and ranked, 

and be discerning in 

evaluating digital content 
- Understand computer 

networks including the 

internet; how they can provide 

multiple services, such as the 

World Wide Web; and the 

opportunities they offer for 

communication and 

collaboration 

 

Year 5 App Design  
- 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 

Year 5 Computer 

Networks + The 

Internet  
- Use search technologies 

effectively, appreciate how 

results are selected and 

ranked, and be discerning in 

evaluating digital content 
- Understand computer 

networks including the 

internet; how they can 

provide multiple services, 

such as the World Wide Web; 

and the opportunities they 

offer for communication and 

collaboration 

content that accomplish 

given goals, including 

collecting, analysing, 

evaluating and presenting 

data and information 

Year 6 Computers 

Past, Present and 

Future  
- Understand computer 

networks including the 

internet; how they can 

provide multiple services, 

such as the World Wide 

Web; and the opportunities 

they offer for 

communication and 

collaboration 

Year 6 Programming 

in Scratch  
- 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  

https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
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https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
https://teachcomputing.org/curriculum/key-stage-2/creating-media-desktop-publishing
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offer for communication and 

collaboration (KS2) 

- Use search technologies 

effectively, appreciate how 

results are selected and 

ranked, and be discerning in 

evaluating digital content 

(KS2) 

- Use logical reasoning to 

explain how some simple 

algorithms work and to 

detect and correct errors in 

algorithms and programs 
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Summer 

Class 1 Class 2 Class 3 Class 4 Class 5 Class 6 

EYFS Digital Art and 

Design  
- Develop their small motor 

skills so that they can use 

a range of tools 

competently, safely and 

confidently. 

- Safely use and explore a 

variety of materials, tools 

and techniques, 

experimenting with colour, 

design, texture, form and 

function. 

EYFS Programming – 

Code-a-pillar App 
- Develop their small motor 

skills so that they can use 

a range of tools 

competently, safely and 

confidently. 

 

Year 1 Music Creation  
- Use technology purposefully 

to create, organise, store, 

manipulate and retrieve digital 

content 

Year 1 Programming A – 

Moving a Robot  
- Understand what algorithms 

are; how they are implemented 

as programs on digital devices; 

and that programs execute by 

following precise and 

unambiguous instructions 

- Create and debug simple 

programs  

- Use logical reasoning to 

predict the behaviour of simple 

programs 
Program 

https://teachcomputing.org/cu

rriculum/key-stage-

1/programming-a-moving-a-

robotming A – Moving a robot 

(teachcomputing.org) 
 Programming  
- Understand what algorithms 

Year 2 Digital Art  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

Year 2 Develop 

Programming  
- Understand what 

algorithms are; how they are 

implemented as programs on 

digital devices; and that 

programs execute by 

following precise and 

unambiguous instructions 

(KS1) 

- Create and debug simple 

programs (KS1) 

- Use logical reasoning to 

predict the behaviour of 

simple programs (KS1) 

- Design, write and debug 

programs that accomplish 

specific goals, including 

controlling or simulating 

physical systems; solve 

Year 4 Programming in 

Scratch  
- 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 

Year 3 Programming in 

Kodu  
- Design, write and debug 

programs that accomplish 

specific goals, including 

controlling or simulating 

physical systems; solve 

problems by decomposing 

Year 4 Programming 

in Scratch  
- 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 

Year 5 Programming in 

Scratch  
- Design, write and debug 

programs that accomplish 

specific goals, including 

controlling or simulating 

physical systems; solve 

Year 6 HTML  
- Use logical reasoning to 

explain how some simple 

algorithms work and to 

detect and correct errors in 

algorithms and programs 

Year 6 Virtual Reality  
- 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 

 

 

https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
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https://teachcomputing.org/curriculum/key-stage-1/programming-a-moving-a-robot
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are; how they are implemented 

as programs on digital devices; 

and that programs execute by 

following precise and 

unambiguous instructions 

- Create and debug simple 

programs  

- Use logical reasoning to 

predict the behaviour of simple 

programs 

problems by decomposing 

them into smaller parts (KS2) 
- Use logical reasoning to 

explain how some simple 

algorithms work and to 

detect and correct errors in 

algorithms and programs 

Year 3 Music Creation  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

Year 3 Document 

Editing and Creating  
- Use technology 

purposefully to create, 

organise, store, manipulate 

and retrieve digital content 

(KS1) 

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 

Year 4 Creating media – 

Audio Editing 
- 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 
Creating media – Audio editing 

(teachcompu 

https://teachcomputing.org/cu

rriculum/key-stage-2/creating-

media-audio-editingting.org) 

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 

 

https://teachcomputing.org/curriculum/key-stage-2/creating-media-audio-editing
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