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 Article 13 - You have the right to find out things and share what you think with others by talking, drawing, writing, or in any 

other way unless it harms or offends other people. 

 Article 15 - You have the right to choose your own friends and join or set up groups, as long as it isn’t harmful to others. 

 Article 16 - You have the right to privacy. 

 Article 17 - You have the right to get information that is important to your well-being, from radio, newspaper, books, computers 

and other sources. Adults should make sure that the information you are getting is not harmful, and help you find and 

understand the information you need.  

 Article 28 - You have the right to a good quality education. You should be encouraged to go to school to the highest level you 

can. 

 Article 29- Education should help you use and develop your talents and abilities. It should also help you learn to live peacefully, 

protect the environment and respect other people. 

 Article 31 -. Your education should help you use and develop your talents and abilities. It should also help you to learn to live 

peacefully, protect the environment, and respect other people. 

 

Year 1 

 
Computer 

Science- 

Programming & 

Coding 

Understand what algorithms are; how they are 

implemented as programs on digital devices; 

and that programs execute by following 

precise and unambiguous instructions. 

 

The child can appreciate that programming a 

digital device involves commands in a formal 

language. The child can show some understanding 

of Bee bot instructions being taken from a very 

specific, clearly defined language, in which each 

command produces a certain, predictable output. 

There should be some sense of the child 

developing an understanding of a programming 

language as a way in which people can give 

commands to digital devices.  

Knowsley- Crazy 

creatures 
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Computer 

Science- 

Programming & 

Coding 

 

Create and debug simple programs. The child can give a sequence of instructions to 

a floor turtle, correcting mistakes. The child can 

run programs on a Bee Bot as a quite lengthy 

sequence of instructions. The child can work out 

where bugs are in their program, reset the Bee 

Bot and enter corrected code. Typically, the 

child will need to have some way to record their 

programs before entering them, such as a 

whiteboard, Bee Bot instruction cards or the 

Blue Bot app. 

Knowsley- Crazy 

creatures 

Computer 

Science- 

Programming & 

Coding 

 

Use logical reasoning to predict the behaviour 

of simple programs. 

The child can give logical explanations for what 

they think a program will do. 

The child should be able to give carefully 

reasoned explanations of what a program will do 

under given circumstances, including some 

attempt at explaining why it does what it does. 

The program could be one they themselves have 

written or it could be a computer game or a 

familiar piece of software.  

Knowsley- Walking with 

dinosaurs 

Digital 

Literacy- 

Safety & 

Security 

 

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.  

The child can keep safe and show respect to 

others while using digital technology. The child 

can understand that they need to keep safe 

when using digital technology. They should know 

to respect others' rights, including privacy and 

intellectual property when using computers, so 

should not look at someone else's work or copy it 

without permission. 

The child can start to understand what 

information about themselves should be kept 

Knowsley- Digital 

Citizenship & Technology 
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private. The child should understand that 

personal information should be kept private: it 

should not be posted online to a public audience 

and should only be shared privately with those 

who the child (or their parents) would trust. 

The child can understand what to do if they have 

concerns about content or contact online. 

The child should know to close the laptop lid or 

turn the tablet over if they find content, such as 

inappropriate images, which might disturb them 

or other children; if someone they don't trust 

contacts them online; if someone makes 

inappropriate contact online. They should know 

to tell their teacher or their parents if this 

happens, and be aware that they could talk to 

another trusted adult or to ChildLine about this. 

Computer 

Science- 

Understanding 

networks 

Recognise common uses of information 

technology beyond school. 

The child can show an awareness of how IT is 

used for a range of purposes beyond school. 

The child can name a number of purposes for 

which IT is used beyond school.  

Cross curricular 

Creative 

Technology-

Communication 

& Collaboration 

Digital content: 

multimedia 

Digital 

Literacy- 

Use technology purposefully to create, 

organise, store, manipulate and retrieve digital 

content. 

The child can use a range of digital technologies 

to store, access and organise digital content. 

Typically, they can use a laptop computer, tablet 

or smartphone to help organise content, such as 

by moving this between one document and 

another or by moving content within the file 

system or on a document. Projects might include 

videoing one another cooking, developing an e-

book or an audio book, creating a greetings card. 

Knowsley- App attack 

Pictures tell a thousand 

words 

Young Investigators 
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Digital 

Research 

The child can create and edit their own original 

digital content using a range of technologies. 

 

Year 2 

 
Computer 

Science- 

Programming & 

Coding 

 

Understand how algorithms are implemented as 

programs on digital devices, and that programs 

execute by following precise and unambiguous 

instructions. 

 

 

 

The child can appreciate that some algorithms 

are more efficient than others. The child can 

think about everyday algorithms, such as 

classroom rules or procedures, or arithmetic 

operations, and look for easier or faster ways to 

get things done. The child can create programs 

for computers and look for other ways to do the 

same thing, deciding which way would be better. 

The child can understand that the same 

algorithm can be implemented in multiple 

programming languages. The child should be able 

to explain some of the differences between 

these languages. 

Knowsley- Code-tastic 

Computer 

Science- 

Programming & 

Coding 

 

Create and debug simple programs The child can create more complex programs on 

screen, correcting any errors. The child can 

create more complex programs on screen with a 

particular goal or purpose in mind (e.g. drawing 

compound shapes, making a simple scripted 

animation or modifying someone else's program). 

Knowsley- Let’s fix it 

Computer 

Science- 

Programming & 

Coding 

Use logical reasoning to predict the behaviour 

of simple programs. 

The child can work out some of the underlying 

algorithm by experimenting with a program 

while it runs. 

Knowsley- Let’s fix it 
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 The child can take a simple game or piece of 

application software and reverse engineer at 

least some of the steps or rules that were 

present in the underlying algorithm. 

Digital 

Literacy- 

Safety & 

Security 

 

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. 

The child can stay safe and act respectfully and 

responsibly when using digital technology. The 

child should know that they need to keep 

themselves safe when using digital technology. 

E.g. They should know to use filtered 

SafeSearch when looking for images on the web 

and that they should close the screen (or similar 

action) if they find inappropriate images. They 

should know to respect others' rights, including 

privacy and intellectual property when using 

computers, so should not look at someone else's 

work or copy it without permission and 

acknowledgement. They should know that emails 

can have files attached that could harm their 

computer. They should know that digital photos 

sometimes contain hidden (meta) data that can 

reveal where. The child can show some 

understanding of broader issues around online 

privacy. The child should show some awareness 

of other issues around privacy. They can show 

they are aware that information on computers is 

likely to remain available for a very long time and 

cannot easily be removed. 

They might discuss how their use of the web, 

searches and email can be monitored by those 

Knowsley- Digital 

citizenship and 

technology 
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who provide the services and those who run 

computer networks, including at school. 

Computer 

Science- 

Understanding 

networks 

Digital 

Literacy- 

Digital 

Research 

Recognise common uses of information 

technology beyond school. 

The child can consider when digital technology 

leads to improvements or has the potential to 

make things worse. The child can take a critical 

stance towards technologies, considering ways in 

which it has improved things and balancing these 

with possible disadvantages. They might compare 

board games and computer games; digital 

photography with traditional film; using the 

library with accessing the web; sending a letter 

with sending an email. 

Knowsley- Young authors 

Creative 

Technology- 

Communication 

& Collaboration 

Digital Content: 

Multimedia 

Use technology purposefully to create, 

organise, store, manipulate and retrieve digital 

content.  

The child can show some understanding that 

different types of information are all stored in a 

digital format on computers. The child can give 

some explanation of how information is stored on 

computers and other digital devices, recognising 

that information must always be stored as 

sequences of numbers, irrespective of the 

original form of that information. 

The child can create and edit original content 

for a given purpose using digital technology and 

paying attention to the intended audience. 

The child can create and edit their own original 

digital content using a range of technologies. 

Content-creation technology might include laptop 

computers, tablets, smartphones with network 

connections, digital cameras, video cameras and 

audio recorders, although editing is likely to take 

Knowsley- Super Sci Fi 

Word 

Cross curricular 
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palace on laptops or tablets. Projects might 

include digital photography, creating image-

based presentation slides, composing an email 

and creating simple charts. Look for some 

indication of the child's creativity in this work 

and evidence that they have edited content. The 

child should be able to explain how they have 

taken into account the needs of their intended 

audience. 

 

Year 3 

 
Computer 

Science- 

Programming & 

Coding 

 

Design, write and debug programs that 

accomplish specific goals, including controlling 

or simulating physical systems; solve problems 

by decomposing them into smaller parts.  

The child can design, write and debug a program 

using a block language, without user interaction. 

At this level, expect the child to have 

successfully debugged their animation programs, 

which would typically include movement, on-

screen dialogue, sound, costume changes and 

multiple sprites. Animations could be linked to 

curriculum topics, or simply tell jokes or a story. 

The child should be able to explain what bugs 

they found and how they fixed these. 

The child can develop their own simulations of a 

simple physical system on screen. 

The child can develop simulations of simple 

physical systems, e.g. a simple tennis game or a 

racing car moving around a track. Do not expect 

the child to have a full understanding of 

Knowsley- We love 

games 
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underlying physics. The child can discuss the 

limitations of their simulation. 

The child can work with others to complete a 

project. In working on a project, such as an 

animation, a video or a survey, the child can 

contribute effectively to a team to accomplish 

the main project outcomes. In video work, the 

child could work with others to identify a 

subject; storyboard the video; source media; 

record video; film, edit and export. 

Computer 

Science- 

Programming & 

Coding 

 

Use sequence, selection and repetition in 

programs; work with variables and various 

forms of input and output.  

The child can use sequence and repetition in 

programs. In on-screen programming, the child 

can include sequences of commands or blocks. 

The child can include some repeating loops, 

typically using a 'forever' or 'while true' 

construction, or repetition for a fixed number 

of times. Programs could include simple 

animations (e.g. telling a joke, a story or 

explaining an idea taken from elsewhere on the 

curriculum) but could also include music as a 

sequence of steps to play notes or drawing. 

The child can write a program to produce output 

on screen and through speakers/headphones. 

The child can write a program that produces 

output on screen (e.g. displayed text and moving 

sprites in a simple animation) as well as some 

sound.  

Knowsley- My first 

program  
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Computer 

Science- 

Programming & 

Coding 

 

Use logical reasoning to explain how some 

simple algorithms work and to detect and 

correct errors in algorithms and programs.  

The child can explain an algorithm using 

sequence and repetition in their own words. 

The child can give an explanation for a simple 

algorithm based on a sequence of instructions 

with some repetition (either 'forever' or for a 

fixed number of times). The algorithm could be 

one of their own, or a simple one with which they 

have been provided. The algorithms could be 

recorded graphically, such as a storyboard, or in 

other forms, such as staff notation. The child 

can use logical reasoning to detect and correct 

errors in programs. The child can give well-

thought-through reasons for errors they find in 

programs and explain how they have fixed these. 

The child can find and correct errors by 

reasoning logically about the program code, but 

they might also be able to use logical reasoning 

to identify errors in programs when executed 

and confirm that they have fixed these by 

testing the new version of their program. The 

programs do not have to be written originally by 

the child. 

Knowsley- Big Robots 

Computer 

Science- 

Understanding 

networks 

Digital 

Literacy- 

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.  

The child can understand that the internet can 

provide a number of services in addition to the 

web. The child should demonstrate an 

understanding that the internet plays host to a 

range of different services including, e.g. the 

web, email, videoconferencing, online gaming, file 

sharing and instant messaging. The child can 

Knowsley- Get blogging 
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Digital 

Research 

 

understand some ways in which information can 

be converted into a binary code. 

The child can explain that any information has to 

be converted to numbers before it can travel 

through computer networks; these numbers are 

represented as binary (on/off or high/low) 

signals. The child should understand that this 

conversion happens according to an agreed 

system or code, and that a number of different 

systems are, or have been, used, e.g. Morse and 

unicode for text, bitmaps for images, pulse code 

modulation (PCM) encoding of audio. 

Digital 

Literacy- 

Safety & 

Security 

 

Use technology safely, respectfully and 

responsibly; recognise 

acceptable/unacceptable behaviour; identify a 

range of ways to report concerns about 

content and contact.  

The child can demonstrate that they can act 

responsibly when using computers. The child can 

demonstrate that they act responsibly when 

using computers. They should take care when 

filming others and should not post videos of 

others online. They should treat links and 

attachments in emails with caution. If 

responding to online surveys, they should do so 

anonymously, thinking carefully about 

information they give out. The child can 

understand the difference between acceptable 

and unacceptable behaviour when using digital 

technology. The child can discuss the difference 

between acceptable and unacceptable behaviour 

when using digital technology in a range of 

contexts. Contexts could include the Scratch 

website, or other online communities; using the 

Knowsley- Digital 

Citizenship & Techology 
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Command prompt; using email; filming or sharing 

video; using online survey tools. 

Know who to talk to about concerns and 

inappropriate behaviour at home or in school. 

Pupils should know to report inappropriate 

behaviour when using technology in school to 

their teacher, the network manager or another 

trusted adult, and that they can discuss any 

concerns they have with their teacher or other 

trusted adults in school. They should also know 

that any concerns over inappropriate behaviour 

with digital technology at home can be discussed 

with their parents, with you or with another 

trusted adult. Pupils might also know that they 

can report inappropriate behaviour to those 

running websites, to ChildLine, to CEOP or to the 

police. 

Computer 

Science- 

Understanding 

networks 

 

Use search technologies effectively, 

appreciate how results are selected and 

ranked, and be discerning in evaluating digital 

content. 

 The child can decide whether digital content is 

relevant for a given purpose or question. 

The child can form a judgement about whether a 

web page or other digital content is appropriate 

for finding out the answer to a question they 

have or for a given purpose. The child can use 

email and videoconferencing effectively for a 

given purpose. When working as part of the class 

and with a given purpose, the child can use email 

effectively and actively participate in a whole-

class videoconference. 

To be covered across 

the curriculum.  
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The child can understand that search engines 

rank pages according to relevance. The child can 

demonstrate their understanding that search 

engine results are ranked according to relevance, 

and that normally the top results on the first 

page are likely to be those most relevant to their 

query. If the child is unable to find good results 

on the first page, expect them to reconsider 

their keywords rather than looking at further 

pages of results. 

The child can use a standard search engine to 

find information. 

The child can use a common search engine (such 

as Google with safe search mode locked in 

place) effectively to search for particular 

information on the web. 

Creative 

Technology- 

Digital Content: 

Multimedia & 

Communication 

& Collaboration 

 

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.  

The child can use and combine a range of 

programs on a computer. The child can use 

multiple programs on laptop or tablet computers 

to achieve particular goals. 

The child can design and create content on a 

computer in response to a given goal. With a 

given goal, the child can plan and execute a 

project in which they use software on a laptop 

or tablet to create digital content with some 

degree of independence. They should evaluate 

how effectively they have met the requirements 

of the original goal. 

Knowsley- Class 

democracy 

To be covered across 

the curriculum. 
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The child can collect, evaluate and present 

information. The child can use computers to 

collect and evaluate information and present this 

to an audience. They should be able to do this 

independently for the most part. 

 

Year 4 

 
Computer 

Science- 

Programming & 

Coding 

 

Design, write and debug programs that 

accomplish specific goals, including controlling 

or simulating physical systems; solve problems 

by decomposing them into smaller parts. 

The child can design, write and debug a program 

using a block language to a given brief, including 

simple interaction. The child can write a 

program in Scratch (or similar) in which the 

user has to provide some input, perhaps as an 

answer to a question on screen, or by using key 

presses or the mouse. The child can debug their 

code thoroughly, explain what bugs they found 

and what they needed to do to correct these. 

The child can develop their own simulation of a 

physical system on screen including 

interactivity. 

The child can create a Scratch (or similar) 

program to simulate a simple physical system 

including some elements of interaction with 

the user. This could be in the form of a simple 

computer game or an interactive on-screen 

prototype for a product made in design and 

technology. Interaction is likely to be via the 

mouse pointer. 

Knowsley- Making games 
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The child can work collaboratively to complete a 

project according to an agreed plan. Given a 

particular project, the child can work as part of 

a team to plan how to accomplish their goal, 

breaking the project down into a set of tasks. 

They should use this plan to accomplish their 

project as a team. Examples of projects could 

include creating an educational game, developing 

a wiki or monitoring the weather. 

Computer 

Science- 

Programming & 

Coding 

 

Use sequence, selection and repetition in 

programs; work with variables and various 

forms of input and output. 

 

The child can use sequence, selection and 

repetition in programs. The child's program, 

typically written in Scratch, or similar, should 

include sequences of commands or blocks, some 

repetition and selection. Repetition might 

include exit conditions (e.g. repeat...until...). 

Selection would normally be of an if...then type. 

At this level, expect the child to be able to 

combine repetition with selection. Programs 

might include a simple game and an onscreen 

simulation or prototype. 

The child can write a program that accepts 

keyboard or other input and produces output on 

screen and through speakers. 

In Scratch (or similar), the child could write a 

program that displays a question on screen or 

reads a question aloud, accepts a typed answer 

and then shows appropriate output on screen 

and plays an appropriate effect through the 

speakers. Alternatively, or additionally, the 

Knowsley- We built this 

city 
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child could create a simple computer game, using 

the keyboard or mouse for input and the screen 

and speakers for output. 

Computer 

Science- 

Programming & 

Coding 

 

Use logical reasoning to explain how some 

simple algorithms work and to detect and 

correct errors in algorithms and programs. 

The child can explain an algorithm using 

sequence, repetition and selection in their own 

words. Given an algorithm using sequence, 

repetition and selection, the child can give a 

coherent, logically reasoned explanation of what 

it does and how it works. Repetition is likely to 

be using end conditions (e.g. repeat...until...), and 

selection is likely to be simply if...then. The 

algorithm for a simple, multi-question 

arithmetic test might be a good example. 

The child can give reasons for errors in 

programs and explain how they have corrected 

these. The child can give well-thought-through 

reasons for errors they find in programs and 

can explain, again using clear and logical 

reasoning, how they have fixed these. The child 

can find and correct errors by reasoning about 

the program code without having to run the 

program. 

Knowsley- We built this 

city 

Computer 

Science- 

Understanding 

networks 

Digital Literacy- 

Digital Research 

 

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. 

 

The child can understand that packets are not 

routinely encrypted on the internet. The child 

should show an awareness that their emails, 

requests for web pages and the contents of 

those pages, can be viewed by others, e.g. the 

school's network manager or internet provider. 

Knowsley- Back to the 

Future 



                                                 Charter Computing Curriculum – September 2017                                  
  

 

They might also show an awareness of when 

content is encrypted (e.g. passwords or HTTPS 

web traffic). 

The child can show an awareness of how HTTP 

operates. The child can give an explanation of 

how HTTP GET requests and responses are 

transmitted via the internet, and show some 

awareness of how URLs are made up. 

Digital Literacy- 

Safety & 

Security 

 

Use technology safely, respectfully and 

responsibly; recognise 

acceptable/unacceptable behaviour; identify a 

range of ways to report concerns about 

content and contact. 

 

The child can demonstrate that they can act 

responsibly when using the internet. 

The child can act responsibly when using the 

internet. E.g. They should act responsibly in 

participating in an online community, such as the 

Scratch community, if they are allowed to use 

this. They should show responsibility when 

creating or remixing online content, including 

observing copyright and any terms and 

conditions. They should contribute positively to 

a shared wiki and/or Simple Wikipedia. 

The child can discuss the consequences of 

particular behaviours when using digital 

technology. The child can discuss the likely or 

possible consequences of particular behaviours 

when using digital technology in a range of 

contexts. Contexts could include the Scratch 

website, or other online communities; the use of 

others' original content, such as music samples 

or web pages; wikis, including 

Wikipedia. 

Knowsley- Digital 

Citizenship & Technology 
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Know how to report concerns and inappropriate 

behaviour in a range of contexts. Pupils should 

know how to report inappropriate behaviour 

when using technology in school: typically this 

will be to their teacher, the network manager 

or another trusted adult. They should know how 

to report any concerns over, or inappropriate 

behaviour with, digital technology at home. 

Preferably this would be through discussion with 

their parents, with you or with another trusted 

adult. Pupils should also know how to report 

inappropriate behaviour to those running 

websites which they regularly use, and to 

ChildLine, CEOP or to the police. 

Digital Literacy- 

Digital Research 

 

Use search technologies effectively, 

appreciate how results are selected and 

ranked, and be discerning in evaluating digital 

content. 

 

The child can decide whether digital content is 

reliable and unbiased. The child can discuss 

whether particular content, such as a Wikipedia 

article or a page in a class wiki, is reliable and 

whether it has been written from a neutral 

point of view. They should be able to spot some 

examples of bias in digital content. 

The child can use filters to make more effective 

use of a standard search engine. The child can 

use a common search engine (such as Google 

with safe search mode locked in place) 

effectively, to search for particular information 

on the web, such as answers to questions they 

identify in a research project. They should use 

Knowsley- Final Score 

To be covered across 

the curriculum 
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built-in search tools to filter their results, such 

as by time, location or reading level. 

The child can understand that search engines 

use a cached copy of the crawled web to select 

and rank results. The child can explain how a 

search engine creates an index from a cached 

copy of the web and uses this to select and rank 

results. The child might also show an awareness 

of the Page Rank algorithm in which results are 

ranked according to the number and quality of 

in-bound links. 

Creative 

Technology- 

Digital Content: 

Multimedia & 

Communication & 

Collaboration 

 

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. 

 

The child can use and combine a range of 

programs on multiple devices. The child can use 

multiple digital devices (such as tablets and 

laptops or digital cameras and laptops) to 

achieve particular goals. The devices might 

include web servers, allowing them to use cloud 

based applications. E.g. They might use portable 

audio recorders to collect audio samples and 

then laptop-based sequencing software to use 

these in their own composition; a laptop text 

editor and a web server to create and host a 

web page; a digital weather station and a laptop 

spreadsheet program to collect and record 

weather data. 

The child can design and create content on a 

computer in response to a given goal, paying 

attention to the needs of a known audience. 

Knowsley- Interface 

Designer 

Across the curriculum  
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With a given goal and a known audience in mind, 

the child can plan and execute a project in which 

they use software on a laptop or tablet to 

create digital content with some degree of 

independence. E.g. They could plan and compose 

original music using sequencing software; plan 

and create a web page; plan how they could 

contribute to a shared wiki and then do so; plan 

and create a presentation about the weather. 

They should evaluate how effectively they have 

met the requirements of the original goal and 

the needs of the intended audience. 

The child can collect, analyse and present data. 

The child can use computers to collect numerical 

data, analyse this (typically in a spreadsheet) 

and present this to an audience. E.g. They could 

collect, analyse and present data about the 

weather over a period of time. They should be 

able to do this with a degree of independence. 

 

Year 5 

 
Computer 

Science- 

Programming & 

Coding 

 

Design, write and debug programs that 

accomplish specific goals, including controlling 

or simulating physical systems; solve problems 

by decomposing them into smaller parts. 

The child can design, write and debug a 

program using a block language based on their 

own ideas; the child can use iterative 

development to make improvements. The child 

can design a program of their own and write 

this in a block-based language such as Scratch. 

Knowsley- Cars 
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The child can test and debug their code, 

explain what bugs they found and how they 

fixed them. The child can then review their 

code, decide for themselves how this might be 

extended or improved, and then implement, 

test and debug these modifications. The 

program should be accomplished with a degree 

of independent working. 

The child can develop their own simple 

computer control application. The child can add 

computer control and/or sensors to products 

they design and make in design and technology. 

The child can solve problems using 

decomposition, tackling each part separately. 

The child can take a complex problem, identify 

component parts, use decomposition to break 

this problem down and then plan how they can 

solve the problem by working through the 

elements they have identified. They can then 

use their plan to solve the original problem. 

Projects could include developing a computer 

game, creating a website or designing a building. 

Computer 

Science- 

Programming & 

Coding 

 

Use sequence, selection and repetition in 

programs; work with variables and various 

forms of input and output. 

 

The child can use sequence, selection, 

repetition and variables in programs. The 

child's program, typically written in Scratch, or 

similar, should include sequences of commands 

or blocks, repetition, selection and variables. 

Repetition might include exit conditions (e.g. 

repeat...until...) and perhaps a counter-variable 

Knowsley- Cars 
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for iteration. Selection would normally be of an 

if...then or if...then...else type. At this level, 

expect the child to be able to combine 

repetition with selection and variables. 

Programs might include a computer game and a 

more complex turtle graphics design. 

The child can show an awareness of the 

importance of good user-interface design when 

developing a program. In developing their 

program, the child should take account of the 

needs of their users and be able to explain how 

these have influenced design and development. 

They should test their program with users, 

making changes on the basis of feedback 

received. 

Computer 

Science- 

Programming & 

Coding 

 

Use logical reasoning to explain how some 

simple algorithms work and to detect and 

correct errors in algorithms and programs.  

 

The child can give a clear and precise 

explanation of a rule-based algorithm. When 

provided with a rule-based algorithm (e.g. for a 

computer game), the child should draw on 

logical reasoning to give a clear and precise 

explanation of what it does and how it works. 

The child can use logical reasoning to detect 

and correct errors in algorithms. When given an 

algorithm for a particular purpose, e.g. a rule 

based algorithm for a computer game or a 

sequence of steps to draw a geometric pattern, 

the child can use logical reasoning to identify 

possible errors in the algorithm, explaining why 

they believe the algorithm is incorrect. The 

Knowsley- Cars 
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child can use logical reasoning to suggest 

possible corrections to the algorithm, 

explaining why these would correct the bug 

they identified. 

Computer 

Science- 

Understanding 

networks 

Digital Literacy- 

Digital Research 

 

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. 

 

The child can explain how internet routing 

adapts to faults in the network. The child can 

give a coherent explanation of how data 

packets are routed from one computer to 

another on a separate network, which is also 

connected to the internet, and how this routing 

would change if the network were to develop a 

fault. 

The child can show an understanding of how 

content management systems are used on the 

web. The child can explain some differences 

between static web pages written as simple 

HTML files and those generated from a 

database of content elements by content 

management systems such as WordPress, 

MediaWiki or Moodle. 

Knowsley- Website 

designers 

Digital Literacy- 

Safety & 

Security 

 

Use technology safely, respectfully and 

responsibly; recognise acceptable/unacceptable 

behaviour; identify a range of ways to report 

concerns about content and contact. 

 

The child can show that they can think through 

the consequences of their actions when using 

digital technology. The child can discuss likely 

and potential consequences of their actions 

when using digital technology in a range of 

contexts. Contexts might include participation 

in 

online communities, such as the Scratch 

community, if they are permitted to do so; the 

Knowsley- Digital 

Citizenship & 

Technology 



                                                 Charter Computing Curriculum – September 2017                                  
  

 

use (or non-use) of encryption, of using weak 

passwords or sharing their passwords with 

others; of creating particular content for a 

class website or blog. 

The child can identify principles underpinning 

acceptable use of digital technologies. 

The child can identify some principles 

underpinning acceptable behaviour when using 

technologies in a range of contexts. Contexts 

could include the Scratch website, or other 

online communities; using cryptography and 

passwords; creating websites or writing blog 

posts. 

Know a range of ways to report concerns and 

inappropriate behaviour in a variety of 

contexts. 

Pupils should know how to report inappropriate 

behaviour when using technology in school: 

typically this will be to their teacher, the 

network manager or another trusted adult. 

They should know how to report any concerns 

over inappropriate behaviour with digital 

technology at home. Preferably this would be 

through discussion with their parents, with you 

or with another trusted adult. Pupils should also 

know how to report inappropriate behaviour to 

those running websites which they regularly 

use, and to ChildLine, CEOP or the police. Pupils 
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should know that illegal content or activities 

can be reported to the police. 

Digital Literacy- 

Digital Research 

 

Use search technologies effectively, 

appreciate how results are selected and 

ranked, and be discerning in evaluating digital 

content. 

 

The child can use advanced search options to 

make more effective use of a standard search 

engine. 

The child can use a common search engine (such 

as Google with safe search mode locked in 

place) effectively, to search for particular 

information on the web, such as answers to 

questions they identify in a research project. 

They should use advanced search options to 

filter their results, perhaps searching for a key 

phrase rather than keywords, using alternate 

keywords, or restricting their search to 

particular locations or domains. 

The child can understand how search engines 

build a cached copy of the web using HTTP and 

web-crawler programs. The child can explain 

how a search engine creates a cached copy 

of the web using automated HTTP GET 

requests, follows links found, indexes results 

and uses the resulting index to select and rank 

results. The child might also show an awareness 

of the Page Rank algorithm in which results are 

ranked according to the number and quality of 

in-bound links. 

The child can form an opinion about the 

effectiveness of digital content. 

Knowsley- Website 

designers 

Cross curricular 
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Taking into account the intended audience and 

purpose of the content, the child should be able 

to form a judgement, and provide reasons, for 

the extent to which they consider digital 

content to be effective. Content could be a 

game or media, their own or their peers' 

artwork, their own or classmates' pages or 

posts or a 3D model. 

Creative 

Technology- 

Communication & 

Collaboration& 

Creative 

Technology- 

Communication & 

Collaboration 

 

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. 

 

The child can select, use and combine a range 

of programs on multiple devices. The child can 

choose for themselves from a range of available 

programs on laptops, tablets or cloud-based 

services to achieve particular goals. E.g. They 

might select and use an audio editor or 

image editor to develop media content for a 

computer game; use their own choice of image 

or video editing software to develop media 

content for a web page or blog; use their own 

choice of image-editing software to develop 

images to use in 3D design software. The child 

should be able to use multiple digital devices 

(such as tablets and laptops or digital cameras 

and laptops) to meet their given goals. 

The child can design and create programs on a 

computer in response to a given goal and paying 

attention to the needs of a known audience. 

With a given audience in mind, the child can 

design a program of their own in response to a 

Knowsley- Newsroom 

Codebreakers 

Interactive Art 

Exhibition 
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given goal and write this in a block based 

language such as Scratch.  

The child can analyse and evaluate information 

from multiple sources. Working with text, 

audio, images or video, the child can analyse 

information, perhaps summarising this or 

looking for common features or exceptions. 

They should evaluate the quality of the 

information, looking for bias or questioning 

assumptions that have been made. E.g. They 

could work with a number of sources of 

information on e-safety, evaluating their quality 

and providing a clear and coherent summary, 

drawing on multiple sources. 

 

Year 6 

 

Computer 

Science- 

Programming & 

Coding 

Creative 

Technology- 

Communication 

& Collaboration 

 

Design, write and debug programs that 

accomplish specific goals, including controlling 

or simulating physical systems; solve problems 

by decomposing them into smaller parts. 

The child can design, write and debug a program 

using a second programming language based on 

their own ideas, using iterative development to 

make improvements. The child can design a 

program of their own and write this in a 

programming language other than Scratch (or 

whichever language has formed the focus for 

their programming in other years), such as Touch 

Develop or App Inventor. The second language 

does not need to be text based, but Logo or 

Python could be used. The child can test and 

Knowsley- Let’s learn a 

language 

Appy times Pt2 

Lego 
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debug their code, explain what bugs they found 

and how they fixed these. The child can review 

their code, decide for themselves how this might 

be extended or improved, and then implement, 

test and debug these modifications. At this 

level, expect the child to be able to develop 

relatively complex apps with a degree of 

independence. 

The child can design, write and debug own 

computer control application, using iterative 

development to make improvements. 

The child can add computer control and/or 

sensors to a smartphone app or to products they 

design and make in design and technology, 

perhaps using Lego WeDo kits, MaKey MaKey or 

similar. The child can show evidence of designing, 

writing and debugging their program, ensuring 

that this functions correctly on the available 

hardware platform. The child can review their 

code and, perhaps, their hardware, decide for 

themselves how this might be extended or 

improved, and then implement, test and debug 

these modifications. 

Computer 

Science- 

Programming & 

Coding 

 

Use sequence, selection and repetition in 

programs; work with variables and various 

forms of input and output. 

 

The child can use sequence, selection, repetition, 

variables and procedures in programs. 

The child's program should include sequences of 

commands or blocks, repetition, selection, 

variables and user-defined procedures, 

functions or custom blocks. 

Knowsley- Heroes & 

Villains- Graphics 
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Repetition might include exit conditions (e.g. 

repeat...until...) and perhaps a counter-variable 

for iteration. Selection would normally be of an 

if...then or if...then...else type. At this level, 

expect the child to be able to combine repetition 

with selection and variables. Procedures or 

custom blocks need not include passing 

parameters, although they might. Programs 

might include a smartphone app. 

The child can use principles of good user-

interface design, including accessibility, when 

developing programs. In developing their 

program, the child should take account of the 

needs of their intended users and be able to 

explain how these have influenced design and 

development decisions. The child should test 

their program with intended users, making 

changes on the basis of the feedback they 

receive. The child should consider design for 

accessibility, perhaps providing haptic feedback, 

audio narration or internationalisation to make, 

e.g. a smartphone app, more accessible. 

Computer 

Science- 

Programming & 

Coding 

 

Use logical reasoning to explain how some 

simple algorithms work and to detect and 

correct errors in algorithms and programs. 

The child can use logical reasoning to explain how 

more complex algorithms work. Given an 

algorithm, the child should be able to describe 

what it does and, using logical reasoning, give 

precise explanations of how it works. 

Algorithms could be linked to programming 

projects, but might include key algorithms such 

Knowsley- Heroes & 

Villains- Graphics 
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as binary search, bubble sort or finding highest 

common factors. 

The child can suggest ways in which the 

efficiency of algorithms and programs can be 

improved. The child can consider alternative 

algorithms for particular problems, using logical 

reasoning to compare these for efficiency. 

Examples might include comparing linear and 

binary search, or comparing exhaustive search 

and Euclid's algorithm for finding highest 

common factors. 

Computer 

Science- 

Understanding 

networks 

 

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. 

 

The child can understand differences between 

network technologies. The child can compare and 

contrast different network technologies, 

discussing differences in topology, range, 

Band width and fault tolerance. 

The child can show awareness of some of the 

security implications of DNS lookups. 

The child can discuss some of the security 

implications of being given the wrong IP address 

when looking up a domain name, recognising that 

malware could compromise the integrity of this 

system on their computer and the importance of 

network managers maintaining the integrity of 

this system at internet service provider level. 

The child might also be aware of how seriously 

the security of root DNS servers is treated. 

The child can use online tools to plan, carry out 

and evaluate a collaborative project. The child 

Y6 separate planning 

scheme 
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can make use of an online tool to plan, carry out 

and then evaluate a collaborative project (such 

as developing an app). 

Digital 

Literacy- 

Safety & 

Security 

 

Use technology safely, respectfully and 

responsibly; recognise 

acceptable/unacceptable behaviour; identify a 

range of ways to report concerns about 

content and contact. 

 

The child can consider critically some of the 

wider implications of the use of digital 

technology. The child can discuss critically some 

wider implications of the use of digital 

technology, such as the ready availability of 

smartphones and connectivity; creating and 

distributing digital content; designing and 

developing apps. 

The child can consider questions of ethics and 

morality in relation to digital technology. 

The child can consider some of the ethical or 

moral questions raised by the use of digital 

technology in a range of contexts. Contexts 

could include smartphone or tablet use; the use 

of online project management tools; online 

surveys and recording of interviews; creating and 

sharing digital content. 

Consider how they would determine the best way 

to address particular concerns or inappropriate 

behaviour. Pupils should think about how they 

would determine the best way to address 

particular concerns or inappropriate behaviour. 

They should take into account whether their 

concerns, or the behaviour, relates to home or to 

school, whether the person is another pupil, an 

adult they know or someone else, whether it 

Knowsley- Digital 

Citizenship & Technology 
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might be illegal, how serious it is and whether 

others are likely to be affected. 

 Use search technologies effectively, 

appreciate how results are selected and 

ranked, and be discerning in evaluating digital 

content. 

 

The child can consider principles they can use to 

evaluate digital content. The child should 

identify some principles they could use to 

evaluate digital content, such as absence of 

bias, effective design, acknowledgement of 

sources, agreement with other sources, the 

reputation of the author, any indication that it 

has been checked or reviewed, absence of errors 

or logical inconsistencies. 

The child can appreciate that much information 

cannot easily be found using search engines. 

The child should be aware that not all questions 

can be answered using search engines. They 

should be able to give examples of 'ungoogleable' 

questions and consider some other ways in which 

these could be answered. 

The child can appreciate that search engines now 

use many additional 'signals' to provide more 

relevant results. The child should be aware of 

the Page Rank algorithm used for ranking search 

results, but should also be able to discuss other 

signals used in ranking algorithms, such as 

bounce back rates, accessibility indicators, 

localisation and personalisation of search results. 

Cross curricular 

Knowsley- Appy times 

part 2 

Digital 

Literacy- 

Select, use and combine a variety of software 

(Including internet services) on a range of 

digital devices to design and create a range of 

The child can show some understanding of the 

differences between, and relative merits of, 

different applications, operating systems and 

Knowsley- Young 

Authors 
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Digital 

Research 

Creative 

Technology- 

Digital Content: 

Multimedia 

 

programs systems and content that accomplish 

given goals, including collecting, analysing, 

evaluating and presenting data and information. 

 

hardware. The child can discuss the differences 

between smartphones, tablets, laptops and 

servers. They should be able to compare and 

contrast different applications (e.g. Word and 

Google Docs). They should be able to compare 

and contrast operating systems they have used 

(e.g. Windows and iOS or Android). 

The child can design and create systems in 

response to a given goal, paying attention to the 

needs of a known audience. The child can plan, 

design and implement a system with multiple, 

interrelated components with a given goal and a 

known audience in mind. E.g. They could develop a 

smartphone app, taking into account input, output 

and connectivity, the operating system, the 

algorithms, code and user interface of their own 

program. They should evaluate how effectively 

their system meets the specified goal and the 

needs of their audience. 

The child can analyse, evaluate and interpret 

data, being aware of the limitations of any 

conclusions drawn. The child can evaluate the 

quality of numerical data, deciding the extent to 

which it is affected by systematic or random 

errors. They should analyse their data, perhaps 

producing summary statistics, looking for 

relationships, trends and exceptions. They 

should provide an interpretation of their data 

and discuss the limitations of their findings. E.g. 
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They could conduct market research for a 

smartphone app, and evaluate, analyse and 

interpret the data they obtain. 

 


