
St George’s Long Term Computing Plan Synopsis 

  
 F1 F2 Year 1 

 
Year 2 

 
   Autumn 1  Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2  Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Topic/Key 
Concept 

Internet safety 
Coding 

Exploring how Images are used 

Internet safety 
Coding 

Taking, saving and using images and voice 
recordings 

Creating Media​
Digital​

painting 1.2  
 
 
 
 
 
 

Computing 
systems and 

networks 
Technology 

around us 1.1. 
 
 

Digital literacy 
skills  

Programming A 
Moving a robot 

1.3 
 

 

Creating 
Media  

Digital writing 
1.5  

 
 
 

Programming 
B  

Programming 
Animations 

1.6 
 
 
 

Digital Literacy 
Skills 

Information 
technology 

around us 2.1 

Programming A 
– Robot 

algorithms 

Pictograms 
2.4  

 

Programming B 
quizzes 
2.6 

Digital 
Photography 

2.2  

Links with other 
STEM subjects 

      Science - 
Changing 
seasons 

   Science - 
animals  

    Maths - 
Data 
Science - 
Habitats  

 

Science – 
Plants  

Key Learning 
Focus (Big 
Picture)  

Playing with 
technology 

demonstrating 
an interest in 

using and 
playing with 
technology. 

 

Technology 
uses 

recognising 
the uses for 

ICT 
equipment. 

 

Cause and 
effect of ICT 
explaining 
the cause 

and effect of 
toys with 

technology. 
 

Programmabl
e toys. 

Exploring and 
coding basic 
programmabl

e toys. 
 

Taking and 
saving 
images 

Using iPads 
and cameras 

to capture 
specific 
images. 

 

Finding out 
facts. 

Understandin
g technology 
can be used 

for a wide 
range of 

purposes. 
 

Choosing 
appropriate​
tools in a 

programme​
to create art, and​

making 
comparisons​
with working​
non-digitally 

Recognising 
technology​

in school and 
using​

it responsibly 

To develop the 
functional digital 
literacy skills required 
to be an effective user 
of a range of 
computer systems.  
 

Writing short 
algorithms and 
programs for 
floor robots, and 
predicting 
program 
outcomes. 

Using a 
computer 
to create and 
format 
text, before 
comparing to 
writing 
non-digitally. 

Designing 
and 
programming 
the 
movement of 
a 
character on 
screen 
to tell stories 

 
To develop the 
functional digital 
literacy skills required 
to be an effective user 
of a range of 
computer systems.  

 
 

Identifying IT 
and how its 
responsible use 
improves our 
world in school 
and beyond. 

 

Creating and 
debugging 
programs, 
and using 
logical 
reasoning to 
make 
predictions. 
 

Collecting 
data in tally 
charts and 
using 
attributes to 
organise and 
present data 
on a 
computer. 
 

Designing 
algorithms and 
programs that 
use events to 
trigger sequences 
of code to make 
an interactive 
quiz. 

Capturing and 
changing 
digital 
photographs 
for different 
purposes. 

Program used 

Google maps 
Tocoboco app 

Google 
Earth 

Alphablocks 
app 

photo app 

Record voice 
on iPad 

Numberblock
s app 

Pictograph - 
http://goo.gl/

Gw5pp6 
Seasons – 
dressing for 

different 
seasons 

http://www.cri
ckweb.co.uk/
ks1literacy.ht
ml#sceneme

nu2 
 

Code-a-pillar 
toys 

Photograph 
on iPad – 

record voice 

Code-a-pillar 
app 

Piccollage 

Doodle Buddy 
 
 

ADVERTS- 
paintz.app or 
sketches for 

IPADS 

 Typing Club 
https://www.typingclub
.com/sportal/program-
3.game 

Beebots 
 
beebot.terrapin.l
ogo.com 

Seesaw page 
creator 

Scratch 
Junior 
on IPADS 

Seesaw 
Typing Club 
Numbots 
Accelerated 
Reader 

 Bluebots ilearn2 
 
j2data- 
pictogram  
 
 

 

Scratch 
Junior 
 
IPADS 
 
Progress to 
chromebooks 
when 
available  

IPAD 
camera 
and photo 
app 
 
Pixlr 
airdrop 
image for 
editing in 
app.  

National 
Curriculum Link 

Personal, Social and Emotional Development 
Increasingly follow rules, understanding why they 
are important. 
 
Physical Development​  
Match their developing physical skills to tasks 
and activities in the setting. 
Understanding the World 
Explore how things work. 
 

Personal, Social and 
Emotional Development 
Show resilience and 
perseverance in the face of a 
challenge. 
 
Physical Development 
Develop their small motor skills 
so that they can use a range of 
tools competently, safely and 
confidently. 
Know and talk about the 
different factors that support 
their overall health and 
wellbeing: 
o​-sensible amounts of ‘screen 
time’. 
Expressive Arts and Design 
Explore, use and refine a variety 
of artistic effects to express their 
ideas and feelings. 

ELG​  
Personal, 
Social and 
Emotional 
Development 
Managing Self 
to be confident 
to try new 
activities and 
show 
independence, 
resilience and 
perseverance in 
the face of 
challenge. 
 
Explain the 
reasons for 
rules, know 
right from 
wrong and try 
to behave 
accordingly. 
Expressive Arts 
and Design 
•​Creating with 
Materials 
Safely use and 
explore a 
variety of 
materials, tools 
and techniques, 
experimenting 
with colour, 
design, texture, 
form and 
function. 
 

Use technology 
purposefully to 
create, organise, 
store, 
manipulate and 
retrieve digital 
content 
 

Use technology 
purposefully to 
create, organise, 
store, manipulate 
and retrieve 
digital content. 
 
Recognise 
common uses of 
information 
technology 
beyond school. 
 
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 
 

National 
curriculum aims 
 
To ensure that all 
pupils: 
 
Can evaluate and 
apply information 
technology, 
including new or 
unfamiliar 
technologies 
 
are responsible, 
competent, 
confident and 
creative users of 
information and 
communication 
technology. 
 

Understand 
what algorithms 
are, how they 
are implemented 
as programs on 
digital devices, 
and that 
programs 
execute by 
following precise 
and 
unambiguous 
instructions. 
 
Create and 
debug simple 
programs 
Use logical 
reasoning to 
predict the 
behaviour of 
simple 
programmes. 
 
Recognise 
common uses of 
information 
technology 
beyond school. 

Use 
technology 
purposefully 
to create, 
organise, 
store, 
manipulate 
and retrieve 
digital 
content. 
 
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. 
 

Understand 
what 
algorithms 
are, how they 
are 
implemented 
as programs 
on digital 
devices, 
and that 
programs 
execute by 
following 
precise and 
unambiguous 
instructions. 
 
Create and 
debug simple 
programs 
Use logical 
reasoning to 
predict the 
behaviour of 
simple 
programmes. 
 
Use 
technology 
purposefully 
to create, 
organise, 
store, 
manipulate 
and retrieve 
digital 
content. 
 
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. 
 

National 
curriculum aims 
 
To ensure that all 
pupils: 
 
Can evaluate and 
apply information 
technology, 
including new or 
unfamiliar 
technologies 
 
are responsible, 
competent, 
confident and 
creative users of 
information and 
communication 
technology. 
 

Use technology 
purposefully to 
create, 
organise, store, 
manipulate and 
retrieve digital 
content. 
 
Recognise 
common uses 
of information 
technology 
beyond school. 
 
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. 
 

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. 
 

Use 
technology 
purposefully 
to create, 
organise, 
store, 
manipulate 
and retrieve 
digital 
content 
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 
 

Understand what 
algorithms are, 
how they are 
implemented as 
programs on 
digital devices, 
and that 
programs 
execute by 
following precise 
and unambiguous 
instructions 
Create and 
debug simple 
programs 
Use logical 
reasoning to 
predict the 
behaviour of 
simple programs 
Use technology 
purposefully to 
create, organise, 
store, manipulate 
and retrieve 
digital content 

Use 
technology 
purposefully to 
create, 
organise, 
store, 
manipulate 
and retrieve 
digital content. 
 
Recognise 
common uses 
of information 
technology 
beyond 
school. 
 

 

http://goo.gl/Gw5pp6
http://goo.gl/Gw5pp6
https://www.typingclub.com/sportal/program-3.game
https://www.typingclub.com/sportal/program-3.game
https://www.typingclub.com/sportal/program-3.game
https://www.j2e.com/jit5#pictogram
https://www.j2e.com/jit5#pictogram
https://pixlr.com/express/
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Learning 
Outcome 1 

Use simple 
technology 
 

Use simple 
technology 

Use simple 
technology 

Listen, follow 
and give 
instructions 
to move a 
character 
across the 
grid (teacher 
led) 

Listen, follow 
and give 
instructions 
to move a 
character 
across the 
grid (whole 
class) 

Listen, follow 
and give 
instructions to 
move a 
character 
across the 
grid (in pairs) 

Describe what 
different 
freehand tools 
do 

Identify 
technology 

Be able to log 
onto an account 
on a computer 
or program with 
support. 

Explain what a 
given command 
will do 

Use a 
computer to 
write 

Choose a 
command for 
a given 
purpose 

Log in and 
Open key 
applications 
independently.  

Recognise the 
uses and 
features of 
information 
technology 

Describe a 
series of 
instructions as 
a sequence 

Recognise 
that we can 
count and 
compare 
objects using 
tally charts 

Explain that a 
sequence of 
commands has a 
start 

Know what 
devices can 
be used to 
take 
photographs 

Learning 
Outcome 2 

Recognise the 
shape tool and 
the line tools 

Identify a 
computer and its 
main parts 

Be able to save 
and retrieve 
work with 
support. 

Act out a given 
word 

Add and 
remove text 
on a 
computer 

Show that a 
series of 
commands 
can be joined 
together 

Be able to use a 
mouse/trackpad 
to move and 
place items 
accurately on a 
screen. Use 
double click or 
tap where 
needed. 
 

Identify 
information 
technology in 
the home 

Explain what 
happens when 
we change the 
order of 
instructions 

Recognise 
that objects 
can be 
represented 
as pictures 

Explain that a 
sequence of 
commands has 
an outcome 

Use a digital 
device to take 
a photograph 

Learning 
Outcome 3 

Operate 
simple apps. 

Listen, 
follow and 
give 
instructions 
to physically 
move a 
person 
(forward, 
back, turn) 

Listen, follow 
and give 
simple 
instructions 
(forward, 
back, turn) 

Use simple 
instructions 
to make the 
code-a-pillar 
move across 
the room 

Use simple 
technology to 
gather 
information 

Use simple 
technology to 
make a 
picture collage 

Make careful 
choices when 
painting a digital 
picture 

Use a mouse in 
different ways 

Be able to use a 
range of 
methods of 
interacting with 
a program e.g. 
right click, drag 
and drop, long 
tap etc. 

Combine 
forwards and 
backwards 
commands to 
make a 
sequence 

Identify that 
the look of 
text can be 
changed on a 
computer 

Identify the 
effect of 
changing a 
value 

Be able to use 
basic keyboard 
keys e.g. 
backspace, 
space bar and 
return. 
 

Identify 
information 
technology 
beyond school 

Use logical 
reasoning to 
predict the 
outcome of a 
program (series 
of commands) 

Create a 
pictogram 

Create a program 
using a given 
design 

Describe what 
makes a good 
photograph 

Learning 
Outcome 4 

Explain why I 
chose the tools I 
used 

Use a keyboard 
to type on a 
computer 

Can use a 
mouse/trackpad 
to move and 
place items 
accurately on a 
screen. Use 
double click or 
tap where 
needed 
 

Combine four 
direction 
commands to 
make 
sequences 

Make careful 
choices when 
changing text 

Explain that 
each sprite 
has its own 
instructions 

Be able to save 
retrieve and 
begin to 
organise work 
with support. 

Explain how 
information 
technology 
benefits us 

Explain that 
programming 
projects can 
have code and 
artwork 

Select 
objects by 
attribute and 
make 
comparisons 

Change a given 
design 

Decide how 
photographs 
can be 
improved 

Learning 
Outcome 5 

Show interest 
in using and 
playing with 
technology. 

Listen, 
follow and 
give simple 
instructions 
(forward, 
back, turn) 
 

Use 
technology to 
record our 
voice. 

To follow 
instructions 
to be able to 
operate the 
Code-a-pillar  
app. 

Learning To 
follow 
instructions 
to be able to 
operate the 
Code-a-pillar 
toys 

To use 
technology to 
represent 
data. 

To use a 
computer on my 
own to paint a 
picture 

To use the 
keyboard to edit 
text 

Use the 
keyboard to type 
and edit text.  

To plan a simple 
program  

To explain 
why I used 
the tools that I 
chose 

To design the 
parts of a 
project 

Move and resize 
an image in a 
document.  
 

To show how to 
use information 
technology 
safely 

To design an 
algorithm 

To recognise 
that people 
can be 
described by 
attributes 

To create a 
program using 
my own design 

To use tools to 
change an 
image 

Learning 
Outcome 6  

To compare 
painting a picture 
on a computer and 
on paper 

To create rules 
for using 
technology 
responsibly 

Be able to enter 
text. Using 
single fingers, 
beginning to use 
more than one 
hand. 
 

To find more 
than one 
solution to a 
problem 

To compare 
typing on a 
computer to 
writing on 
paper 

To use my 
algorithm to 
create a 
program 

Be able to take 
a screen shot 
on an ipad and 
airdrop it to 
chosen 
recipient. 
 

To recognise 
that choices are 
made when 
using 
information 
technology 

To create and 
debug a 
program that I 
have written 

To explain 
that we can 
present 
information 
using a 
computer 

To decide how 
my project can be 
improved 

To recognise 
that images 
can be 
changed 

Essential 
Vocabulary 
Learnt 

Forward, left, right, algorithm  Forward, left, right, algorithm Paint program, 
tool, paintbrush, 
erase, fill, undo, 
Piet Mondrian, 
primary colours, 
shape tools, line 
tool, fill tool, undo 
tool, Henri 
Matisse, Wassily 
Kandinsky, 
feelings, colour, 
brush style, 
George Seurat, 
Pointillism, prefer, 
dislike, like 

Technology, 
computer, 
mouse, 
trackpad, 
keyboard, 
screen, click, 
drag, input 
device, shift, 
spacebar, capital 
letter, full stop, 
safely, 
responsibly 

 Forwards, 
backwards, turn, 
clear, go, 
commands, 
instructions, 
directions, left, 
right, plan, 
algorithm, route, 
program 
sequence 

Word 
processor, 
keyboard, 
keys, letters, 
Microsoft 
Word, letters, 
numbers, 
space, 
backspace, 
text cursor, 
toolbar, bold, 
italic, 
underline, 
undo, font, 
toolbar 

ScratchJr, 
Bee-Bot, 
command, 
sprite, 
compare, 
programming, 
programming 
area, block, 
joining, start, 
program, 
background, 
delete, reset, 
algorithm, 
predict, effect, 
change, 
value, block, 
instructions, 
appropriate, 
design 

 Information 
technology, 
computer, 
mouse, 
trackpad, 
keyboard, 
screen 
 

Instruction, 
sequence, 
clear, 
unambiguous, 
algorithm, 
program, 
artwork, design, 
route, mat 
prediction 
debugging , 
program 
order, 
commands 
 
 

More/less 
than, 
most/least, 
Most/least 
popular, 
more/least 
common 
same/differe
nt 
organise, 
data, object, 
tally chart, 
votes, total, 
pictogram, 
enter, 
compare, 
count, 
explain, 
attribute, 
group, 
object, 
compare, 
conclusion, 
block 
diagram, 
sharing,  

Sequence, 
command, 
program, run, 
program, start, 
predict, blocks, 
actions, sprite, 
modify, match, 
debug, features, 
evaluate 

Device, 
camera, 
photograph, 
capture, 
image, digital, 
landscape, 
portrait, 
horizontal, 
vertical, field 
of view, 
narrow, wide, 
format, 
framing, focal 
point, subject, 
matter, flash, 
focus, 
background, 
foreground, 
editing, filter, 
Pixl, changed, 
real 

Enrichment for 
Cultural Capital 
and Deep 
Thinking 

                

 

 


	Exploring how Images are used 

