
       

Computing at HPF Overview 
‘Celebrating and inspiring a lifelong love of learning in an ever changing world’ 

 
 

Rationale 
 

Computing at Hanham Primary Federation (HPF) contributes to our Federation vision. Our Computing curriculum provides a wide range of multi-sensory 
experiences which engage, motivate and inspire deep life-long learning. At the core of our Computing provision are the National Curriculum and the progression 
of key skills.  Through our carefully planned Computing provision HPF ensures that our children receive a progressively challenging and engaging education that 

is personalised for our pupils. 
 

We believe that Computing should be relevant, thought-provoking and creative. Our provision encourages children of all ages to have a go, find out more, and 
explore different hardware, software, skills and ideas. Our pupils experience meaningful learning, enabling them to become digitally literate. This helps them 

understand and fully participate in the changing world around them.  
 

The core of computing is computer science, in which pupils are taught the principles of information and computation. Building on this knowledge and 
understanding, pupils are equipped to use this information technology to create programs, systems and a range of content. A key element of our Computing 
provision is online safety. In addition to this being taught as a discrete unit of work, it permeates all areas of the wider curriculum. ‘How to stay safe online’ is 
taught during computing lessons and then further developed and embedded through our Jigsaw lessons in PSHE. Safer Internet Day is also celebrated across 

HPF. 
 

Children at HPF gain experience of a variety of different hardware and software and develop an in-depth knowledge of online safety, research, coding and data.  
Wherever possible, links with other subjects will be made across the wider curriculum. This enables computing to have a positive impact on all subject areas. 

 
Throughout their Computing journey through the HPF, children build on their learning by revisiting and extending skills, and deepening their knowledge and 

understanding of concepts.     
 

Our Computing provision builds on the core values of the Federation by providing children with a sense of responsibility, respect, independence and the 
potential to complete their role as a global citizen.   

 
 
 

 
 
 



       

Computing at HPF Overview 
‘Celebrating and inspiring a lifelong love of learning in an ever changing world’ 

 
 
 
 

Children will learn about: 
 

Online Safety: they will learn how to create secure passwords, know how to block unwanted and harmful content. They will learn how to become responsible 
and respectful digital citizens and know the consequences behaviour online can have on their digital footprint. They will also see how the media attempts to 

shape our ideas and how to deal with the pressure to conform.   
 

Research: they will learn how to use a search engine to find information and be able to access ‘advanced search’ settings to refine their request. They will learn 
why search results are ranked differently and in a particular order due to sponsorships and links between companies. They will also be able to evaluate websites 

based on the impact they want on a particular audience.  
 

Coding: they will learn how to command a floor bot and subsequently understand how these commands relate to the robot. They will understand what an 
algorithm is and proceed to code examples. Following this as a progression, pupils will then learn how to set algorithms into loops, set triggers and debug issues 

that arise. Pupils will then learn how to edit programs using sub-routines to improve the efficiency and plan algorithms using flow charts.  
 

Data: they will learn to collect and record data.  They will find out how to sort and display data in a variety of different ways and how to answer questions and 
retrieve information from it.   
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What does this look like in the EYFS? 
 
We recognise that all children at HPF will arrive at school with a vast variety of different experiences and abilities in Computing.   During their first year at school 
pupils have the opportunity to explore and gain experience with variety of different hardware and software.  They will explore technological equipment e.g. 
electronic toys, remote control vehicles, talking tins, Learnpads and computers.  They will develop their skills in making the various equipment work and learn 
how complete simple age appropriate computer programs to support their learning across the Early Years Curriculum.   Children will begin their journey learning 
about the many uses of technology and, very importantly, how to stay safe online.  While the children will be taught specific Computing skills during lessons 
technology will also always be available for the children to access during continuous provision.  This gives them the opportunity to deepen and consolidate their 
skills and understanding through play. 
 
What does this look like in Key stage 1? 
 
In Key Stage 1 children will build on the experiences that they have had in the EYFS.  At the beginning of each year the children will begin their Computing 
lessons learning about Online Safety.   The explicit lessons taught here will permeate all other Computing lessons throughout the year as well as across all other 
subject areas.  Online safety will also be taught during Jigsaw lessons and of course during Safer Internet Day.  This ensures it becomes firmly embedded in the 
wider curriculum.  
 
Each term the children will be taught a new unit or work where basic skills taught in the EYFS are developed in Year 1 and then further extended in Year Two.  
For Example, in programming children will explore planning a route for a remote control car in the EYFS, Program a route for a Beebot in Year 1 and Year Two 
plan an algorithm for Probot, find and alternative and debug a program explaining why it needs to be changed. 
 
Wherever appropriate Computing will be taught in cross curricular way so lessons are relevant, purposeful and support the children’s learning across the wider 
curriculum.         
 
Key Computing units taught will be: 
 
Online Safety: This is a huge party of our Computing teaching and underpins everything we do at HPF.  To develop their digital literacy pupils will learn to use 
technology safely and respectfully.  They will find out about keeping personal information private and where to go for help if they have concerns relating to the 
online world. 
The Impact of Technology: Children will learn about how technology is used at home, school and in the workplace.  They will discover the benefits of technology 
and how it supports our everyday lives as well as any dangers involved.   



 
Data: To develop their skills with data pupils will learn how to collect and record data.  They will find out how to sort and display data in a variety of different 
ways and how to answer questions and retrieve information from it.   
 
Programming: Using remote controlled toys, Beebots and Probots and computer software such as J2Code children will find out how programs need to follow 
precise instructions, they will learn how to create and debug their own simple programs.  
 
Media: Pupils will learn how to draw pictures and patterns, take images, record sounds, type sentences, retrieve and edit their work and make recordings and 
simple animations. 
 
EYFS 
 

Term 1 
Down in the Woods 

 

Term 2 
Conkers and 
Candlelight 

Term 3 
Fabulous Families 

Term 4 
Roots Shoots and Fruits 

Term 5 
E-I-E-I-O 

Term 6 
Hanukah Matata  

Children explore and 
develop skills using the 
class PC’s. Begin to learn 
how to use the mouse to 
click, drag and complete a 
simple programme / game 
(eg. Simple 
City/Foundation World). 
 

Children exploring and 
develop skills using ‘2  
Simple 2 Paint’.  Making 
Halloween and firework 
pictures.  Changing the 
pen size and colour, 
deleting mistakes and 
typing their name. 

Children learn about how 
to stay safe Online, the 
importance of keeping 
their personal information 
private and what to do if 
they have any concerns in 
the online world. 
Links with SAFER 
INTERNET DAY  
 

Children begin to learn 
simple programming skills, 
following a route for a 
remote control vehicle 
and planning their own 
routes (linked to 
positional language in 
maths).   
Using ‘J2Code’ children 
plan a route for the 
butterfly to reach each 
flower and then return 
home.  Children watch the 
route they have planned 
and adapt as necessary. 

Children learn how to use 
the talking tins to record 
their voices and support 
their sentence writing. 
Children each record their 
voice to create a whole 
class book (talking photo 
album) about our trip to 
the farm. 

Children use software 
on computers / 
Learnpads to type 
simple words and 
sentences. 
 
Children use Learnpads 
to take photographs. 

 PC’s and Learnpads used 
in Phonics and Maths to 
reinforce and  consolidate 
skills. 

PC’s and Learnpads used 
in Phonics and Maths to 
reinforce and  consolidate 
skills. 

PC’s and Learnpads used 
in Phonics and Maths to 
reinforce and  consolidate 
skills. 

PC’s and Learnpads used 
in Phonics and Maths to 
reinforce and  consolidate 
skills. 

PC’s and Learnpads used 
in Phonics and Maths to 
reinforce and  consolidate 
skills. 

 
 
KS1 
 



Strand  Online safety  Impact of Technology Data Programming 
 

Media 

Year 1 

•  Know some ways to 
stay safe online and 
who to tell if they have 
a problem 

•   Know that personal 
information should not 
be shared online and 
what to do if they are 
asked for it. 

•  Know some ways that 
people can 
communicate online 
and how to be a good 
friend online. 

•  Know what to do if 
someone is mean to 
them online. 

•  Know that you do not 
always know who you 
are talking to online. 

• Know that some 
websites are safe to 
visit and what to do if 
they find an unsafe site. 
 

Vocabulary 
 
Sequence, program, control, 
distance, direction, turn, 
predict, precise, algorithm, 
debug 
 
 

• Recognise where technology 
is used at home and at 
school.  

• Know that there is a range of 
technology used at home and 
at school.  

• Describe some of the benefits 
with using technology at 
home and school.  

• Identify parts of a computer 
and what they are for. 

•  Describe some of the 
dangers of using technology. 

• Know how the use of 
technology at home and at 
school have changed over 
time.  

•  Know about the types of 
technology that can be used 
to communicate. 
 

Vocabulary 
 
Keyboard, screen, display, 
technology, computer, power, 
plug, lead, plug socket, battery, 
speaker, microphone, computer, 
laptop, mobile phone 
 

 

• Take observational photographs to 
find out about something. 

•  Use video and sound recording 
devices to record data to answer 
questions. 

•  Sort and group pictures and 
objects by given and own criteria in 
a number of different ways. 

• Match pictures and grouped 
objects to name labels. 

•  Ask questions to show what they 
want to find out.  

• Record information using tallying 
and tables. 

• Contribute to creating a pictogram.  
•  Create their own pictogram. 
•  Answer questions about a 

pictogram by counting. 
 

Vocabulary 
 
Photograph, sort, group, video, sound, 
match, pictogram, tally, film, image, 
photograph, label 
 

• Follow and give instructions using 
forward, backward and whole, 
half, quarter and three quarter 
turns. 

• Control remote controlled and 
programmable toys using 
direction and turn. 

•  Predict the effect of a given 
instruction on a programmable 
toy. 

•  Plan and test a sequence of 
instructions.  

• Debug a sequence of instructions 
given to a programmable toy by 
testing. 

•  Know that controlling a 
programmable toy is more 
precise than a remote controlled 
toy. 

•  Use an on screen resource to 
replicate movements of a 
programmable toy. 

•  Plan and test a sequence of 
instructions on screen.  

•  Use direction and turn cards to 
plan and record an algorithm to 
achieve a purpose using a remote 
controlled toy. 

• Predict what a given algorithm 
will do related to a real life 
context. 

•  Write their own algorithm 
relating to a real life context. 

•  Debug a given algorithm. 
 

Vocabulary 
 
Sequence, program, control, distance, 
direction, turn, predict, precise, 
algorithm, debug 

• Use different brushes and 
tools (including fill and 
shapes) in a paint program to 
create pictures.  

•  Take a range of digital 
images and choose the best 
focused to share with an 
audience.  

• Record sounds and their 
voice on digital devices for a 
specific purpose.  

• Write sentences using a word 
processing program, using 
index fingers on a keyboard, 
spaces between words, 
return / enter to start a new 
line and backspace to delete 
as they go. 

•  Add content to a page by 
selecting from an image and 
word bank and save their 
work. 
 Be supported to film 
something and watch it back. 

• Contribute ideas to an online 
discussion. 

 
Vocabulary 
 
Brush, tools, fill, shapes, paint, 
image, focus, record, return, 
space, sound, sound effect, 

 



Strand  Online safety  Impact of 
Technology Data Programming  

Media 

Year 2 

•  Know what to look for in 
a website that will help to 
keep them safe 

•  Know that the 
information they put 
online leaves a 'digital 
footprint' 

•  Know what information 
is safe to share and what 
is personal and should 
not be shared online 

•  Know that not all 
websites are safe for 
them to visit and know 
some ways they can 
identify safe and unsafe 
websites 

•  Know how to avoid 
inappropriate websites by 
using safer searching 

•  Know how to 
communicate online 
appropriately and identify 
when online 
communication is 
inappropriate and what 
to do if this happens 

•  Identify the features and 
advantages that help you 
to keep safe in different 
types of online 
communication - link to 
media unit 

 
Vocabulary 
 

• Be able to describe what a 
device needs in order to 
work  

• Know about the different 
types of device that can 
access the internet and the 
different ways they are 
used 

•  Know how technology 
supports people in their 
daily lives 

•  Know how technology is 
used in some jobs 

•  Know what sort of 
information can be found 
on web sites and how this 
is a benefit to people  

• Know how people can be 
contacted to get help 
online and that this has 
changed over time 

 
Vocabulary 
 
Keyboard, screen, display, 
technology, computer, 
power, plug, lead, plug 
socket, battery, internet, web 
browser, hyperlink, menu, 
search, browser, Google 
Chrome, Safari, Internet 
Explorer, Skype, email, 
telephone, 

•  Think about what information they 
will need to collect to answer 
questions  

• Ask questions that they want to find 
the answers to including questions 
that can be answered yes no 

•  Collect data in a variety of ways 
including digital microscopes to 
capture images  

• Use data to create charts and graphs 
•  Answer questions from charts and 

graphs 
•  Create decision trees using objects 

or photographs  
•  Explore a branching database 
• Save their data and retrieve it 
• Find information from different 

sources such as web sites 
 
Vocabulary 
 
Data, chart, graph, branching database, 
question, pictogram, sort, image, 
photographs 

• Plan and enter a sequence of 
instructions on a floor robot 
specifying distance and turn to 
achieve a given outcome. 

•  Debug a sequence of 
instructions.  

•  Understand the term sequence. 
* Plan and test a sequence using 
distance and turn instructions to 
achieve a given algorithm.  

• Find an alternative algorithm to 
one already given.  

• Debug a program explaining why 
it needs to be changed.  

• Edit a given algorithm to achieve 
a different outcome. 

•  Replicate an algorithm using 
programming software and 
debug.  

•  Write an algorithm to produce a 
shape.  

• Use repeat in a real life context. 
•  Predict what a given algorithm 

will do and test their predictions 
by creating a program using it. 

 
Vocabulary 
predict, debug, program, instructions,  

 Use a range of tools in a 
paint program to mix colour 
and create pictures and 
repeating patterns. 

•  Plan and take digital images 
considering framing of the 
image. 

•  Create sounds, narration and 
music, re-recording to 
improve them where 
necessary.  

•  Write sentences with a word 
processing program using 
shift and caps lock for capitals 
and changing the font style, 
size and colour. 

•  Retrieve their documents 
and edit and add to them 
using arrow keys to move 
around text and backspace 
and delete to correct text.  

• Be supported to work in a 
group to create an animation 
of a familiar story. 

• Know that there are different 
methods of online 
communication and publish 
something online that 
parents can comment on. 

 
Vocabulary 
 
Picture, tools, repeating patterns, 
image, sound, shift, caps lock, 
capital, edit, arrow, text, 
backspace, delete 
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What does this look like in Key stage 2? 
 
Learners will continue to understand and apply the fundamental principles and concepts of computer science, including abstraction, logic, algorithms and data 
representation. They will design, write and debug programs that accomplish specific goals, including controlling and stimulating physical systems by 
decomposing them into smaller parts.  
 
Pupils will use sequence, selection, and repetition in programs; work with variables and various forms of input and output. They will use logical reasoning to 
explain how some algorithms work by detecting and correcting errors in algorithms and programs. Pupils will understand the world-wide web; how they can 
provide multiple services and the opportunities they offer for communication and collaboration.  
 
To develop for a clearly sequenced progression of learning HPF learners will be taught how to use search technologies by effectively and efficiently evaluating 
the digital content in front of them. Pupils will understand and access technology safely, respectfully and responsibly; recognise acceptable/unacceptable 
behaviour and identify a range of ways to report concerns about content.  
 
Key Computing units taught will be: 
 

• Online safety: To develop their digital literacy, pupils will learn how to become responsible and respectful participants of internet and know the 
consequences behaviour online can have on their digital footprint. Pupil will understand and apply effective strategies to deal with unwanted and 
harmful content. They will then evaluate content particularly from the media and how they attempt to shape our ideas to conform. Most importantly, 
show our children how to balance their online and offline social life.  

• Research: To become an effective researcher, pupils will know how to use the ‘advanced search’ engine setting to refine their search for specific content 
that is required. They will understand the reliability and validity of a website by looking at the URL and cross-referencing this against other sources. Pupils 
will then evaluate the content to understand the impact wanted on the target audience.  

• Coding: Using Studio Code, Tynker, Turtle Academy, Kodu and Flowol, pupils will understand and write algorithms to perform particular actions. These 
actions will be advanced by adding triggers and sensors to activate other movements. They will learn how to debug any issues that arise whilst also 
incorporating sub-routines and variables. Pupils will then learn to plan algorithms through flow-charts.  

• Data: The children will record, analyse and innovate their own databases. They will become critical thinkers towards the data, distinguish between the 
different types of data and manipulate it to support its purpose.  



Strand  Online safety  Research Coding Data 

Year 3 

• Know the benefits of using passwords and strategies 
for creating strong and secure passwords. 

• Know that people can connect through the internet 
and that this can create an online community.  

• Know that some websites are designed to encourage 
people to buy something and what features are used 
on sites to do this.  

• Know the differences between communicating in 
person and online and how to write clear and 
respectful messages.  

• Communicate effectively by email considering the 
purpose and audience and adapting the tone 
accordingly (Informal and formal writing). 

• Know that you can pay for things online including in-
app purchases and how to avoid incurring costs.  

• Identify some dangers of using mobile technology 
and how to keep safe. 

• Know how to report/block suspicious/harmful 
content. 

 

Vocabulary 
Password, protect, communicate, internet, online, 
community, respectful, tone, edit, email, letter, header, 
greeting, body, subject line.  
 
 
 
 
 
 
 

• Know that information on 
websites is produced by 
different people and in 
different formats e.g. wiki, 
blog.  

• Know that some websites are 
better to use for information 
and why. 

• Know that you can use precise 
keywords and phrases to refine 
a search 

• Know that you can pay for 
things online including in-app 
purchases and that some 
websites have content you 
have to pay for.  

• Know that you need to register 
to access some website 
content, that personal 
information should not be 
shared online, and what to do if 
a website asks for it  

• Know that when you find 
information on a website you 
need to think about whether 
you have the right to use it and 
that you should use the 
information carefully and not 
just copy it.   

 
 
Vocabulary 
Internet,  wiki, blog, information, 
keywords, search, in-app purchases, 
personal, website, wiki, blog, 
personal information, search. 
 
 

• Use logo type commands to control a 
floor robot. 

• Understand how instructions given in 
a logo program relate to instructions 
given to a programmable robot / toy. 

• Solve problems with a floor robot 
and replicate their solutions on 
screen 

• Use logo commands to write an 
algorithm and program e.g. to draw 
regular shapes.  

• Explain what a given program does in 
a logo program and using a visual 
programming language.  

• Debug a program written in logo 
commands and using a visual 
programming language. 

• Use repeat in logo to write a 
program. 

• Test and debug given programs. 
• Write an algorithm using logo and 

using a visual programming language 
to achieve an outcome 

• Explain how an algorithm solves a 
problem. 

• Write a program in which an object is 
used to trigger an action. 

 
 
Vocabulary 
Predict, program, instruction, debug, 
repeat, procedure, subroutine, angle, 
turn, input, output, predict. 

 
 
 

 
• Use a digital microscope to find detailed 

information. 
• Find information from a database to 

answer straight forward questions. 
• Add to a database. 
• Answer questions using information in a 

branching database. 
• Ask their own questions and recognise 

those which have yes /no answers. 
• Create their own branching database to 

answer questions. 
• Record and present data in drawings, 

pictograms, bar charts and tables. 
• Answer one-step and two-step questions 

from collected data. 
• Use a data logger to monitor changes 

and describe the findings. 
 

 
Vocabulary 

Database, branding database data, data 
collection, data logger. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Strand  Online safety  Research Coding Data 

Year 4 

• Know how to be responsible and respectful digital 
citizens in offline and online communities. 

• Know how to protect themselves from identity theft 
by considering the information they share online.  

• Know that websites use the information you post 
online to target advertising and how to manage this 
(relative to what you post/search online). 

• Know about the impact that hurtful online messages 
can have and how to deal with cyberbullying and 
support each other.  

• Know how to compare and refine keyword searches 
and explain their results.  

• Know that the type of content you post on line can 
influence how people see you and the implications 
for generating positive content. 

• Know about the dangers of online gaming and how 
to keep safe.  

Vocabulary 
Responsibility, community, digital citizen, identity, theft, 
personal information, private information, register, 
keyword, precise. 
 
 
 
 
 
 
 
 
 
 
 
 

• Know that some search engines 
autocomplete and that you 
need to select the most 
appropriate option 

• Recognise features of some 
search engines that can help to 
refine your search by looking 
for a type of information or 
when it was created 

• Know that not all websites may 
give accurate information and 
how to check the reliability of a 
web site by looking at who has 
produced it and when. 

• Know that some websites may 
be sponsored or contain 
advertising to encourage you to 
buy something. 

• Know that online work is 
owned by someone and that 
copying it may not be allowed 

• Know that data can be stored 
on a device or on a network 
and that some storage areas 
allow information to be shared. 
 
 

Vocabulary 
search engine, keywords, website, 
filter, tools, advanced, SafeSearch, 
file, folder, ranking, reliability, URL, 
file path, autocomplete, sponsored 
links, advertising 

• Test and improve given programs. 
• Improve efficiency in programs by 

comparing different solutions and by 
using repeat. 

• Write and debug programs. 
• Write and use procedures and sub 

routines. 
• Define variables 
• Use a sensor in a program. 
• Write programs in which an input 

controls an output and edit to give a 
different output.  

• Create a program to simulate and 
control a real life system.  

• Control physical devices.  
• Plan and write a program using a flow 

chart structure.  
 
 
 
Vocabulary 
Input, output, program, flow chart, 
repetition, selection, sequence, debug, 
switch, variable, control, simulation  
 
 
 
 
 
 
 
 
 
 
 
 
 

• Ask questions about a population and 
identify data to be collected to answer 
them 

• Plan and create a database 
• Distinguish between different types of 

data in a database field such as 
numerical, text, list 

• Search and sort data in a database to 
answer questions 

• Know how to identify inaccurate data 
• Present data appropriately for a purpose 

and audience 
• Use a data logger and analyse the 

findings. 
 

Vocabulary 
Data, chart, graph, branching database, 
question, numerical, list, text, field, search, 
sort, data logger. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Strand  Online safety  Research Coding Data 

Year 5 

• Know about the consequences online behaviour can 
have.  

• Know what spam is, the forms it takes and strategies 
for dealing with it.  

• Know that websites try to influence our views and 
recognise how to distinguish between fact and 
opinion. 

• Identify how social networking sites share use 
information and the risks of this. 

• Know what plagiarism is and how and when they can 
use the work of others.  

• Know how to protect devices from harm (Spam, 
unaware emails/websites, updating virus checkers, 
downloading updates to software). 

• Know how to report/block suspicious/harmful 
content. 

Vocabulary 
Spam, junk mail, plagiarism.  
 

• Know that different search 
engines may give different 
results  

• Know how to use advanced 
features of search tools to get 
better results 

• Know that not all information 
found in searches may be 
accurate and that they can 
check the reliability of a web 
site by checking against other 
sources and by checking 
whether other expert sites link 
to it. 

• Know that information 
gathered by websites is used to 
target services and information  

• Recognise how to distinguish 
between fact and opinion and 
know that websites may try to 
influence our views through 
presenting opinion.  

• Know what plagiarism is and 
how and when they can use the 
work of others and that some 
sites make content freely 
available to use and adapt. 

 
Vocabulary 
network, cookie, WAN (wide area 
network) LAN (local area network), 
wiki, blog, discussion, survey, 
invisible analytics, copyright, 
plagiarism, search, advanced, search 
engines, reliability, validity, sources, 
fact, opinion. 

• Plan an algorithm and then use it to 
write a program.  

• Use looping and repeat until a 
condition is met in programs.  

• Group commands to create sub-
routines. 

• Use selection structures in a program 
• Use sensors to ‘trigger’ an action e.g. 

touching a wall. 
• Write an algorithm and then create a 

program that will use a simple 
selection command for a game. 

• Create a variable in a program. 
 
 
 
Vocabulary 
Scratch, debug, program, algorithms, 
sprite, block script, predict, sub routine, 
procedure, sensor, variable. 
 
 

 
 
 
 
 
 
 
• Identify data required to answer specific 

questions. 
• Present data using different graphs and 

charts in a spreadsheet. 
• Collect and record information using 

databases and spreadsheets. 
• Complete complex searches (e.g. using 

and/or; ≤ / ≥) of data in databases and 
online data sources. 

• Answer questions by identifying data that 
can be collected using a data logger and 
interpreting the findings. 

• Plan investigations which make use of a 
data logger to collect data; analyse 
findings and present outcomes. 

 
 

 
Vocabulary 

Data, chart, graph, branching database, 
question, field, numerical data, spreadsheet, 
cell, row, column, format. 

 
 
 
 
 
 
 



Strand  Online safety  Research Coding Data 

Year 6 

• Explain how posting positive content can impact on 
your digital footprint.  

• Know some ways the media shapes our ideas and 
how to deal with pressure to conform.  

• Know that information is subject to copyright and 
when to use reference.  

• Know that people may post inappropriate views 
online to influence people and that these may be 
morally or legally wrong.  

• Know about the negative impact online behaviour 
can have and have some strategies for handling it.  

• Know about the importance of balancing their online 
social life with their offline life. 

• Learn that websites must protect private information 
and to identify secures sites by looking for privacy 
policies.  

 
 
Vocabulary 
Digital footprint, media, copyright, online social life, 
private information, secure websites, privacy policies.  
 
 
 
 
 
 

 
 
 
 
 
 
 
 

• Know how search engines work 
and why search results are 
ranked differently and that 
some links may be sponsored.  

• Know some ways to evaluate 
the reliability and validity of 
web content through checking 
domain names and whether 
the site includes information 
that is backed up by expert 
quotes, studies or other sites.  

• Be able to identify some ways 
web sites are designed to have 
an impact on their audience. 

• Know about intellectual 
property and copyright and 
that they need permission to 
use some resources they find 
online and that others are 
available to use in their own 
work.  

• Know about plagiarism and 
when and how to credit 
sources when using online 
research in their own work. 

• Know that websites must 
protect information and where 
they can check how websites 
are doing this. 

 
Vocabulary 
Call to action, navigation, cookies, 
privacy, data protection, terms and 
conditions, HTML tags, HTML, URL, 
domain, hypertext markup 
language, intellectual property, 
copyright, web crawler, index, 
algorithm, ranking, icon, navigation, 
menu, banner 
 

• Plan an algorithm using flow chart 
notation and then use it to write a 
program.  

• Write a program from a given 
algorithm to achieve a specified 
outcome. Use the program to test 
and improve the original algorithm.  

• Use selection structures in a 
program. 

• Create variables in a program. 
• Use sensors to measure an input in 

order to trigger a sequence and 
procedure. 

• Edit programs using procedures / 
subroutines to improve efficiency. 

 
 
Vocabulary 
Sequence, program, control, distance, 
direction, turn, predict, precise, algorithm, 
debug, repeat, selection, sub routine.  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
• Complete data collection and analysis. 
• Select, collect, check accuracy and 

analyse the data through selecting 
appropriate data manipulation tools, and 
present results. 

• Solve problems by manipulating and 
interrogating data and present their 
findings. 

• Question the integrity of data and 
identify where data may be 
compromised. 

 
 
 

Vocabulary 
Filter, sort, formula, data, mean, average, 
spreadsheet, inaccurate, field, variable, 
search. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 

 

 


