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Development Matters Statements

Nursery

Å Show interest in different occupations.

Å Explore how things work.

In nursery, children will have access to role-play opportunities.

They have access to the IWB during own learning.

Modelling will be key in promoting 'healthy choices' online and using 

the technology appropriately.

Children will be taught how to follow a set of instructions based 

around their communication and understanding skills.
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Computing ӛProgramming (Instructions)

Prior Learning

I can follow instructions at home e.g. put on your 
coat, get your shoes.

Key Knowledge

Following instructions
Simon says, put your hands on your head, stick out 
your tongue and stamp your feet.
If you have brown hair, stand up.
Roar like a lion.
Giving instructions
Step over the cone.
Duck under the string.
Turn left and walk forward.
Put on a scarf > put on the blue scarf.
Put on the boots and then zip up your coat.
Debugging
Put the soap on your hands > Push the top of the 
soap once to put some on your hands.

Algorithm for building a sandcastle:

Algorithm for getting ready to go home:

Year R: Computing- Programming (Instructions)
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Reception: Computing- Photography

Prior Learning

I know we have pictures of real people.

Key Knowledge

Photography is a type of art. We use cameras 
to take photographs.

Camera A thing (device) which 
takesphotographs.

Photograph

A picture made using a camera.

Key Vocabulary

Development 
Matters - Reception
In Reception, children will build on 

their prior learning around 

instructions and different forms of 

technology.

There will be opportunities for role-

play and exploration of job roles.

Children will have access the IWB 

during own learning.

Modelling will be key in promoting 

'healthy choices' online and 

using the technology appropriately.

Children will sometimes have access 

to iPads.



Computing ӛProgramming (Bee-Bots)

Prior Learning

Instructions telling someone or something what to 
do. With a computer this is called an algorithm.
Sometimes we can get our instructions wrong and 
we have to fix this. With a computer this is called 
debugging.

Key Vocabulary

move 1 step forward 

move 1 step backwards

turn to face right (no 
steps)

turn to face left (no 
steps)

Year R: Computing - Programming (Bee-Bots)

Key Knowledge

1 step sequence 2 step sequence

3 step sequence 4 step sequence
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Year R: Computing ӛComputing Systems & Networks (Hardware)

Computing ӛComputing Systems & Networks 
(Hardware)
Prior Learning

I know how some machines work.
I know why someone might use a computer or 
device.
I know some rules about using computers and 
devices.
Key Knowledge
'> ' K== KGE=L@AF? GFDAF= L@9L ' <GFӐL DAC= GJ L@9L
makes me feel bad, I should tell an adult right away.

You can use a computer or device to play games, do 
work, talk to others and find out new things.

There are lots of digital devices that we use in our 
everyday lives.

headphones

digital clock

electric toothbrush

monitor

computer

keyboard

mobile phone

speakers

tablet
mouse

laptop

remote control
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Key Knowledge

Keyboards
Å Keyboards can be a separate piece of hardware, part of the 

laptop or they might be on the screen (on a tablet).
Å A keyboard allows the person using it to enter letters, 

numbers and other symbols. When we are using a 
keyboard, we are typing.

Logging in/out
ÅWe login to a computer to tell it who is using it and to keep 

our own files safe.
ÅOnly our trusted adults should know our username and 

password.
ÅWe type in our username first and then use the tab button 

to move to the place to type in our password.
Mouse
ÅMoving the mouse along the table makes the cursor move 

on the screen, so that you can move or click things.
ÅOn a laptop the mouse is called a trackpad or touchpad.

Key Vocabulary

keyboard keys type/typing

space bar letters numbers

login logout username

password tab button mouse

cursor click drag

Year R: Computing - Computer Systems & Networks (Using a Computer)

Prior Learning

monitor

computer

keyboard

mouse

laptop
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Year 1
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Prior Learning

Year 1: Computing- Programming (Algorithms Unplugged)

Key Knowledge

Algorithm for building a sandcastle:

Algorithm for getting ready to go home:

Key Knowledge
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Year 1: Computing- Programming (Algorithms Unplugged)

Key Vocabulary

algorithm A clear set of instructions to carry out a task.

bug An error or mistake in computer code.

computer Electronic machine that accepts and processes information to produce an output, and then stores the results.

debug To fix the error in code.

decompose To break something down into smaller chunks.

device Equipment created for a certain purpose or job.

input A way of telling the computer what you want it to do.

instructions A list of commands and directions on how to do something.

output Information or data that is sent by the computer to an output device such as a printer or speakers.

solution The method to solve a problem.
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Prior Learning

Year 1: Computing- Programming (Bee-Bots)

Key Knowledge

Key Knowledge
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Year 1: Computing- Programming (Bee-Bots)

Key Vocabulary

algorithm
A clear set of instructions to carry out a task.

Bee-Bot
A small programmable floor robot, with seven buttons (forwards, backwards, turn right, turn 
left, go, pause and clear).

computing code Words, numbers and symbols that make a computer language.

computer program A series of instructions, that are written for a computer to follow. Also known as apps.

predict To make a sensible guess.

tinker To explore and play with something to discover what it can do.
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Prior Learning

Year 1: Computing - Computing Systems & Networks (Improving Mouse Skills)

Key Knowledge

headphones

monitor

computer

keyboard

speakers

mouse

laptop
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Year 1: Computing - Computing Systems & Networks (Improving Mouse Skills)

Key Vocabulary

account Somewhere our information can be stored and seen safely using a username and password. 

clipart A collection of images that can be used on the computer.

log on To put in a username and password unique to you, to access your personal account.

log off To lock your account.

mouse A handheld device that is used to move things around on the computer screen.

password A secret word made up of letters, numbers and symbols.

username A unique name or email address for your account. 
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Prior Learning

Click and drag
Count
Edit
Keyboard
Compare
Mouse
Label
Information
Sort
Input

Year 1: Computing ӛData Handling (Introduction to Data)

Key Knowledge

Key Knowledge

Charts and pictograms can be created using a computer.

Branching database is a way of classifying a group of objects.
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Year 1: Computing ӛData Handling (Introduction to Data)

Key Vocabulary

branching database Using a series of Yes/No questions to categorise data or objects.

categorise Put into groups that have similar or same properties.

Chart  
Information displayed in agraph, tally or diagram.

data Information used for a specific purpose or investigation.

pictogram

A chart that uses pictures to represent items.

table A chart which stores data in columns and rows.

grouping Arranging according to the same properties

record To store information about something.

text Written or typed letters or words.

label Give a name to something

tally chart A chart with marksfor counting Contents Page



Year 1: Computing ӛCreating Media (Digital Imagery)

Key Vocabulary

Key Knowledge

Contents Page

Year 1: Computing ӛCreating Media (Digital Imagery)

Key Vocabulary

crop When you change the height and/or width of an image.

delete To remove from a computer, text or files such as images.

editing software

Any software program that lets you change an image or video in any 
way.

Image 

A picture.

resize To change the height and width of an object.

sequence A set order or pattern for something to follow.

visual effects The process where images are created or changed.



Year 2
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Prior Learning

Key vocabulary:
- An algorithm is a clear set of instructions to 
carry out a task.

Year 2: Computing- Programming (Algorithms & Debugging)

Key Knowledge
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Key Vocabulary

abstraction To pick out the important information.

artificial intelligence Computers that can perform the tasks that humans normally do.

bug An error or mistake in computer code.

data Information used for a specific purpose or investigation.

debug To fix the error in code.

decompose To break something down into smaller chunks.

loop A repeated sequence of instructions.

predict To make a guess.

Year 2: Computing- Programming (Algorithms & Debugging)



Prior Learning

Year 2: Computing- Programming (ScratchJr)

Key Knowledge

Code blocks let you build an algorithm.

Key Knowledge

Contents Page



Year 2: Computing- Programming (ScratchJr)

Key Vocabulary

Algorithm A clear set of instructions to carry out a task.

bug An error or mistake in computer code.

code (noun) A set of instructions written in programming language to tell a computer what to do.

code (verb) To write in programming language. 

debug To fix the error in code.

Loop A repeated sequence of instructions.

Scratch Jr A simple, block-based coding application, in which you can instruct Scratch the cat. 

sequence A set order or pattern for something to follow. 
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Prior Learning

Year 2: Computing - Computing Systems & Networks (What is a Computer?)

Key Knowledge

Key Knowledge
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Year 2: Computing - Computing Systems & Networks (What is a Computer?)

Key Vocabulary

computer Electronic machine that accepts and processes 
information to produce an output, and then stores the 
results.

desktop

A tower computer that needs a mouse, keyboard and 
monitor that stays in one place.

Input 

A way of telling the computer what you want it to do.

keyboard

An input device made up of buttons that create letters, 
numbers and symbols.

laptop

A compact computer that is easy to carry and move 
around.

monitor

An output device, which shows what is happening on 
the computer for example videos, images and text.

mouse A handheld device that is used to move things around 
on the computer screen.

output Information or data that is sent by the computer to an 
output device such as a printed or speakers.
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Prior Learning

Year 2: Computing - Computing Systems & Networks (Word Processing)

Key Knowledge - formatting

ENTER  takes 
you onto the 
next line

BACKSPACE 
removes (or 
deletes) what 
QGMӐN= LQH=<

SPACE BAR moves puts a 
finger space between the 
words/letters

CAPS LOCK turns the 
capital letters on/off

PASTE To insert 
copied or cut text.

CUT To remove a 
piece of text to put it 
somewhere else. 

COPY To take a copy 
of a piece of text and 
repeat it somewhere 
else. 

Change the font (the 
style of writing)

Change the size of writing

Change the colour of 
writing

Undo the last thing you 
did (if you make a mistake) 
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Year 2: Computing - Computing Systems & Networks (Word Processing)

Key Vocabulary

Keyboard An input device made up of buttons that create letters, numbers, and 
symbols, as well as perform other functions.

keyboard 
character

Any letter, symbol, space, number or punctuational mark that can be 
input with a keyboard.

import To place another file into a document, such as an image (picture).
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Year 2: Computing ӛCreating Media (Stop Motion)

Prior Learning

Object, camera, angles, lighting, edit, crop, filter, digital device, photograph

Key Knowledge

Animation is made up of a sequence of photographs.
Small changes in my frames will create a smoother looking animation.
$=9LMJ=K G> KG>LO9J= LG ;J=9L= KAEHD= 9FAE9LAGFKӅ =ӄ?ӄ GFAGF KCAFFAF?Ӑӄ

Key Vocabulary

animation Pictures or photographs in a sequence to give an illusion of 
animation.

animator Someone who specialises in a creation of animations

decompose To break something down in smaller chinks.

sequence A pattern or process in which one thing follows another. 

frame Each photo in a stop motion animation

onion skinning
Editing technique used to see several frames of an 
animation simultaneously.

moving images A technique where still images can be made to appear to 
move by linking  them.

still images Drawings or photographs

stop-motion Technique in which a camera is repeatedly stopped and 
started, frame-by-frame, in order to give inanimate objects 
the impression of movement.
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Year 2: Computing ӛCreating Media (Stop Motion)

Key Vocabulary

Animation Pictures or photographs in a sequence to give an illusion of animation.

animator
Someone who specialises in a creation of animations

decompose
To break something down in smaller chinks.

sequence
A pattern or process in which one thing follows another. 

frame
Each photo in a stop motion animation

onion skinning

Editing technique used to see several frames of an animation 
simultaneously.

moving images A technique where still images can be made to appear to move by linking  
them.

still images Drawings or photographs

stop-motion Technique in which a camera is repeatedly stopped and started, frame-by-
frame, in order to give inanimate objects the impression of movement.
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Year 3
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Key Knowledge

Prior Learning

Key vocabulary:
- To decompose is to break 

something down into smaller 
chunks. 

- A loop is a repeated sequence of 
instructions. 

Scratch JR is an app that allows you 
to write code to instruct Scratch the 
cat.

Year 3: Computing- Programming (Scratch)

Key Knowledge
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Year 3: Computing- Programming (Scratch)

Key Vocabulary

animation Bringing concepts to life through 2D or 3D moving pictures or photographs, for example cartoons.

application A computer program.

code A set of instructions written in programming language, to tell a computer what to do.

code block A visual representation for a section of code that performs a certain job. They can be snapped together to build a program.

debug
To remove and repair the error or mistake in computer code.

predict To make an educated guess, as to what might happen or occur as the result of something in the future.

program
A series of code that instructs the computer to perform specific tasks.

remixing code Changing code that already exists.

repetition code To create loops in your program, to make it more efficient.

sprite Visual objects that can be moved or perform an action through code, for example: move forwards by one step.

tinker To explore and play with something to discover the key functions. Contents Page



Prior Learning

Year 3: Computing - Computing Systems & Networks (Journey Inside a Computer)

Key Knowledge

PASTE To insert 
copied or cut text.

CUT To remove a 
piece of text to put it 
somewhere else. 

COPY To take a copy 
of a piece of text and 
repeat it somewhere 
else. 

Change the font (the 
style of writing)

Change the size of writing

Change the colour of 
writing

Undo the last thing you 
did (if you make a mistake) 
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Year 3: Computing - Computing Systems & Networks (Journey Inside a Computer)

Key Vocabulary

computer program A series of instructions that are written for a computer to follow, using inputs and outputs to produce an outcome. Also known as software or applications (apps).

CPU

Central Processing Units are the brains of a computer and deal withall of the data it receives from input and output devices, as well as programsran within the computer.

GPU Graphics Processing Unit. It is a piece of hardware that is used to help generate 2D and 3D images for programs such as games.

HDD Hard disk driveis an internal or external device that can store informationsuch as files, documents, images and programs.

QR code Quick Response Code is presented in a similar way to a bar code and when scanned, takes you to a specific website or providesinformation.

RAM Random Access Memory. A piece of hardware that allows data to be recalled or stored within a computer.

ROM Read Only Memory. Information stored within ROM can only be read and not edited.

tablet device
A handheld computer, which consists of a touchscreen, operatingsystem and a rechargeable battery.

trackpad

An input device commonly found built into laptops. It is used to move the cursor with the touch of your finger and some allowfor multiple finger gestures.
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Year 3: Computing - Computing Systems & Networks (Networks & the Internet)

Computing ӛComputing Systems & Networks (Networks & the Internet)

Prior Learning

A computer is an electronic machine that accepts and processes information.
Input devices tell the computer what to do e.g. keyboard, mouse.
Information or data is sent by the computer to an output device e.g. monitor, 
printer, speakers.

Key Knowledge

A network allows you to share files between computers.
Our school has its own computer network, which connects all the devices in 
our school, including the printers.
Traffic lights are connected via a network, which tells them when to turn each 
colour.
A networkcan be wired (devices connected by wires) or wireless.

Contents Page



Year 3: Computing - Computing Systems & Networks (Networks & the Internet)

Key Vocabulary

Device Equipment created for a certain purpose or job.

file An item on a computer that can keep data in various forms such as images, music and documents.

internet A worldwide network, enabling tens of millions of computers around the globe to share vast amounts of information, and communicate with other online 
users across the globe.

network When more than one electronic device is connected in a network through the internet or a local connection in order to share files and information.

router The main device responsible for providing internet access to a network, and can be connected to through a wired connection orWiFi.

server A computer or computer program that provides data and information to other computing devices.

The Cloud Refers to data and files that are stored and accessed on servers via the internet.
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Prior Learning

Stop-motion is a technique in which a camera is repeatedly stopped and started, 
frame-by-frame, in order to give inanimate objects the impression of movement.

Year 3: Computing ӛCreating Media (Video Trailers)

Key Knowledge

Transitions are visual effects that can be applied to occur 
in-between digital media (slides, images or video clips).
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Year 3: Computing ӛCreating Media (Video Trailers)
Key Vocabulary

application A computer program, sometimes referred to as an app.

film Recorded moving pictures, that can make up a clip or film.

film editing software Software with editing abilities to cut, crop and add effects to video footage.

graphics The use of images or visuals designed to communicate, demonstrate a concept or promote something.

import (software) To pull another file into software, to place, edit and manipulate.

recording (media) To capture sounds or video footage, using an electronic device.

sound effects Sounds to enhance an event or bring fantasy aspects to life in a film or other media, for example, the whoosh of a time 
machine. 

time code Time references on film or animations,

Video Recorded moving pictures that can make up a clip or film. 

voiceover A voice recording which overlays a video or presentation. 
Contents Page



Year 4
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Prior Learning

Key vocabulary:
- Scratch is a coding program, in which you can develop interactive games and 

animations.
- A code block is a visual representation for a section of code that performs a certain job. 

They can be snapped together to build a program. 
- To decompose is to break something down into smaller chunks. 
- Code (noun) is aset of instructions written in programming language, to tell a computer 

what to do.
- Program (verb) means to write code-based instructions for a computer based on a 

process.
- To tinker is to explore and play with something to discover the key functions.

Year 4: Computing- Programming (Scratch)

Key Knowledge
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Year 4: Computing- Programming (Scratch)

Key Vocabulary

conditional statement A rule which states that something cannot happen until certain requirements are met.

icon A small image which represents something or someone.

orientation Positioning to a particular place or direction.

position The location of where something or someone is.

project (Scratch) A creation developed within the Scratch program.

sprite Visual objects that can be manipulated through code, for example to move, respond, appear or disappear.

stage (Scratch) The background of the Scratch project to suit your game, animation or project.

variable This could be a number or text, that can change each time the program is run and often in combination with selection to change the end result of 
the program.
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Year 4: Computing- Programming (Computational Thinking)

Computing ӛProgramming (Computational Thinking)

Prior Learning

Key vocabulary
ҍ Code (noun) is aset of instructions written in programming language, to tell a computer what todo.
ҍ Program (verb) means to write code-based instructions for a computer based on a process.
ҍ To tinker is to explore and play with something to discover the key functions.
ҍ Scratch is a coding program, in which you can develop interactive games and animations.

Key Knowledge
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Year 4: Computing- Programming (Computational Thinking)

Key Vocabulary

abstraction Identifying the important detail and ignoring irrelevant information. 

algorithm design Creating a formula or set of instructions to solve the problem. 

code blocks A visual representation for a section of code that performs a certain job. They can be snapped together to build a program. 

computational thinking A method of tackling a complex problem, to devise a solution which both computers and humans can understand. 

decompose To break something down into smaller chunks. 

pattern recognition Identifying similarities and recurrences in data. 

problem A matter or situation that needs to be resolved. 

sequence A set order or pattern for something to follow. 
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Prior Learning

Year 4: Computing - Computing Systems & Networks (Collaborative Learning)

Key Knowledge

You can work together online on presentations, 
documents, spreadsheets and collaborative 
websites, such as Padlet. Each person uses a 
different device and can be in a different place.

You can collaborate to create a piece of work 
together.

You can also comment on the work done by 
GL@=JK LG ?AN= L@=E >==<:9;C GF O@9L L@=QӐN=
created.
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Year 4: Computing - Computing Systems & Networks (Collaborative Learning)

Key Vocabulary

collaborate 
Working with others to achieve a specific goal. 

comment 
Verbal feedback or notes to express a opinion on something. 

e-document 
An electronic file which can contain text, images, tables and charts. 

edit 
To change and amend something. 

email Electronic-mail which allows us to send messages and files from one account to another over a network. 

icon 
A small image which represents something or someone. 

insert (file) 
To attach or place a file into an email or document. 

link A line of text that, when clicked, directs you to another website or document. 

presentation A slide show that is used to display information. 

reviewing comments Looking at comments written by others on a document to help the collaborative process. 

spreadsheet A file where you can input, sort and analyse data across a series of cells. Formula can be written to output mathematical solutions from the data. 

transition Effects that can be applied to occur between slides, images or video clips. 
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Year 4: Computing ӛData Handling (Investigating Weather)

Prior Learning
Charts and pictograms can be created using 
a computer.
A branching database is a way of classifying a 
group of objects.
Computers understand different types of 
ӏAFHMLӐӄ

Key Knowledge - filming
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Year 4: Computing ӛData Handling (Investigating Weather)

Key Vocabulary

automated machine
Works without the need for human interaction, after being programmed to carry out a specific job.

log data A record of information that has been collected by a person or a computer, while monitoring something.

sensor
A tool or device that is designed to monitor, detect and respond to changes for a specific purpose, such as a smoke alarm, which will ring if smoke is 
detected in the air.

spreadsheet

A file where you can input, sort and analyse data across a series of c ells
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Year 5
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Prior Learning

Key vocabulary:
- Code (noun) is aset of instructions written in programming language, to tell a 
computer what todo.
- Program (verb) means to write code-based instructions for a computer based on 
a process.
- To tinker is to explore and play with something to discover the key functions.
- Scratch is a coding program, in which you can develop interactive games and 
animations.

Year 5: Computing- Programming (Sonic Pi)

Key Knowledge

Key Knowledge
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Year 5: Computing- Programming (Sonic Pi)

Key Vocabulary

bug A mistake or error in the code, stopping the program from working as intended.

code (verb) To write in programming language (code).

debug

To remove and repair the error or mistake in computer code.

error A mistake or a fault in software.

live loop

Like loops, but instead of repeating a number of times, they go on forever. You can also have multiple running at the same time.

loop A repeated sequence of instructions.

program language The particular library of code which a piece of software is written in, for example Java and C++.

Sonic Pi A coding program specifically dealing with music, that is based upon a computing language called Ruby.
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Prior Learning

You can collaborate with others using the Internet.
An e-document is an electronic file which can contain text, images, tables and charts.

Key Knowledge

There are lots of different search engines, some of the most common are Google, 
Microsoft Bing and Yahoo.
When a search is conducted for something, the search engine website goes to its index
and checks the keywords against its big list.
Web crawlers crawl the internet constantly going from website to website checking to 
see if each page is on the index list.
The results at the top of the search page are often advertisements, meaning someone has 
paid for them to be there ӛL@=Q @9N= LG K9Q ӏ9<Ӑ :=KA<= L@=Eӄ
>L=J L@= 9<K QGM @9N= L@= ӏLGH J9FCAF?Ӑ J=KMDLKӅ O@A;@ L@= O=: ;J9OD=JK @9N= <=;A<=< 9J=

the best results for your search.

Year 5: Computing - Computing Systems & Networks (Search Engines)
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