
	         Computing curriculum map -Milestone 1-3

	
	Milestone 1
Year 1 and 2
	Milestone 2
Year 3-4
	Milestone 3
Year 5-6

	Subject
	Autumn 
	Spring
	Summer
	Autumn 
	Spring 
	Summer 
	Autumn 
	Spring 
	Summer 

	Year A 
Topics
	Aut 1: The Gruffalo
	Sp 1:    Where in the world are we?
	Su 1:     Up, Up and Away
	Aut 1:  Bear Grylls	
	Sp 1: Tudors
	Su 1: Around the World
	Aut 1:   Island Survival/ Space 
	Sp 1 Greeks
	Su 1: Location, Location

	
	Aut 2:  Light and Dark
	Sp 2:    Toys
	Su 2:      Chocs Away
	Aut 2:  Tudors
	Sp 2: Around the World
	Su 2: Egyptians
	Aut 2: Space/ Anglo Saxons

	Sp 2: Spy School
	Su 2: Aztecs

	Year B Topics
	Aut 1:  At the Circus
	Sp 1: Dinosaurs
	Su:1      At the Seaside
	Aut 1: Night at Museum
	Sp 1: Extreme World
	Su:1 Romans
	Aut 1:  Vikings
	Sp 1: Titanic
	Su:1   WW2

	
	Aut 2: Polar Adventures
	Sp 2: Fun Food Factory
	Su:2   Great Fire of London
	Aut 2: Extreme World
	Sp 2: Romans
	Su:2 Chellaston and Me
	Aut 2:  Peak Adventures
	Sp 2:  Titanic
	Su:2  Rivers

	








 





	Education for a connected world- Threshold Concept  (SKILL)  -see separate document 

	
	Privacy and Security (Au 1) 
	Online Relationships  & Online Bullying (Au2)
	Self-image and Identity (Sp1)

	Managing Online Information (Sp2)
	Online Reputation &  Copyright and Ownership (Su1)
	Health, Well-being and Lifestyle (Su2)

	
	Threshold Concept (SKILL) – Code- This concept involves developing an understanding of instructions, logic and sequences.

	
	Control motion by specifying the number of steps to travel, direction and turn. (motion)
Add text strings, show and hide objects and change the features of an object. (looks)
Select sounds and control when they are heard, their duration and volume. (sound)
Control when drawings appear and set the pen colour, size and shape. (draw)
Specify user inputs (such as clicks) to control events (events)
Specify the nature of events (such as a single event or loop) (control)
Create conditions for actions by waiting for a user input (such as responses to questions like: What is your name?) (sensing)
	Use specified screen coordinates to control movement. (motion)
Set the appearance of objects and create sequences of change (looks)
Create and edit sounds. Control when they are heard, their volume, duration and rests (sound)
Control the shade of pens (draw)
Specify condition to trigger events (events)
Use IF THEN conditions to control events or objects (control)
Create conditions by sensing proximity or by waiting for user input (such as proximity to a specified colour or a line or responses to questions) (sensing)
Use variables to store a value (variables and lists)
Use the functions define, set, change show and hide to control the variables (variables and lists)
	Set IF conditions for movements. Specify types of rotation giving the number of degrees (motion)
Change the position of objects between screen layers (send to back, bring to front (looks)
Upload sounds from file and edit them. Add effects such as fade in and out and control their implementation (sound)
Combine the use of pens with movement to create interesting effects (draw)
Set events to control other events by ‘broadcasting’ information as a trigger (events)
Use IF THEN ELSE conditions to control events or objects (control)
Use a range of sensing tools (including proximity user inputs, loudness, and mouse position) to control events or actions (sensing)
Use lists to create a set of variables (variables and lists)

	
	Year A



NA



	Year A Purple Mash
To know to create interactive programs by giving clear movement instructions, changing how objects look, using sounds and drawings, responding to clicks or keys, using loops to repeat actions, and controlling when events happen or wait for something to occur.
	Year A Purple Mash
To know to create interactive programs by giving clear movement instructions, changing how objects look, using sounds and drawings, responding to clicks or keys, using loops to repeat actions, and controlling when events happen or wait for something to occur.
	Year A 
NA
	Year A Purple Mash
To know how to create interactive programs using coordinates for positioning, changing object appearances, adding and editing sounds, controlling pen colours and shades, using events and conditions, sensing inputs, and using variables and functions to store and update information.
	Year A Purple Mash
To know how to create interactive programs using coordinates for positioning, changing object appearances, adding and editing sounds, controlling pen colours and shades, using events and conditions, sensing inputs, and using variables and functions to store and update information.

	Year A Purple Mash
Space
To know how to program a vehicle’s route by using rules and if statements to control movement and trigger events. (Air Traffic Control or Vehicles 2 on Purple Mash).

To know how to code efficiently by using choices (if/then/else), variables and lists to organise information, and decomposition to break down and plan a real-life situation, to create a playable game or simulation.
	Year A 
NA








	Year A Purple Mash
Location, location
To know how to program an interactive game (that can be played by another person) that responds to sensing (like sound or movement), uses visual changes and layers, includes edited sound effects, and combines movement with drawing to create creative on-screen effects.

	
	Year B  
NA 
	Year B Purple Mash
know to create interactive programs by giving clear movement instructions, changing how objects look, using sounds and drawings, responding to clicks or keys, using loops to repeat actions, and controlling when events happen or wait for something to occur. 
	Year B Purple Mash 
To know to create interactive programs by giving clear movement instructions, changing how objects look, using sounds and drawings, responding to clicks or keys, using loops to repeat actions, and controlling when events happen or wait for something to occur.
	Year B 
NA
	Year B Purple Mash 
To know how to create interactive programs using coordinates for positioning, changing object appearances, adding and editing sounds, controlling pen colours and shades, using events and conditions, sensing inputs, and using variables and functions to store and update information.
	Year B Purple Mash
To know how to create interactive programs using coordinates for positioning, changing object appearances, adding and editing sounds, controlling pen colours and shades, using events and conditions, sensing inputs, and using variables and functions to store and update information. 
	Year B Purple Mash
To know how to use functions to perform tasks, create and use strings, store and organise information with variables and lists, and control object movement using rules and if statements to make programs respond in different ways.
	Year B
NA 

	Year B Purple Mash
To know how to programme a playable game in Purple Mash by changing how objects look and appear in layers, using sensing to react to the environment, controlling actions with if…then…else choices, triggering events through broadcasting, adding and editing sounds with effects, and combining drawing with movement to create creative patterns.

	
	Threshold Concept (SKILL)  – Communicate This concept involves using apps to communicate ideas. 

	
	Use a range of applications and devices in order to communicate ideas, work and messages.
	Use some of the advanced features of applications and devices in order to communicate ideas, work or messages professionally.
	Choose the most suitable applications and devices for the purposes of communication. 
Use many of the advanced features in order to create high quality, professional or efficient communications 

	
	Year A Gruffalo
To know how to use different apps and devices, like PowerPoint, computers, and tablets, to create and share my ideas, including making a Gruffalo story slide with pictures and sentences, and presenting my work to others.
	Year A 
NA
	Year A 
NA



	Year A Tudors 
To know some of the features of PowerPoint to present information about the Tudor family (inserting images, changing slide design/ layout, changing font/ colour/ size of text, slide transitions/ effects).  
I know to use 2Email (purple mash) to communicate my finished work to another “person”. 
	Year A Tudors 
NA 
	Year A 
NA

	Year A 
NA 
	Year A Greeks 
To know how to choose the most suitable apps and devices, like Word, Publisher, or PowerPoint, to present information clearly, and how to use advanced features—such as layouts, formatting, images, transitions, and charts—to create professional and effective work about The Greeks. 
	Year A Healthy Living/ Sports Day 
To know how to choose the most suitable apps and devices for creating stop-motion or video projects, and how to use advanced features—such as camera angles, editing tools, transitions, and effects—to produce high-quality, engaging videos about Athletics events at Sports Day.

	
	Year B Circus 
To know how to use different apps and devices, like PowerPoint, computers, and tablets, to create and share my ideas, including making a Circus story slide with pictures and sentences, and presenting my work to others.
	Year B
NA 

	Year B 
NA 
	Year B Extreme world
To know how to use features of Publisher—such as inserting images, changing font style, size and colour, using bold/italics, word art, tables, and columns—to create a clear and professional non-chronological report about tornadoes, tsunamis, and earthquakes, and how to share my finished work with others using 2Email (Purple Mash). 
	Year B 
NA
	Year B Chellaston & Me 
To know how to use advanced features of applications and devices to communicate ideas or messages professionally, including planning, filming, and editing a stop-frame animation to creatively retell the story of the Iron Man. 
	Year B Vikings
To know how to choose the most suitable apps and devices, such as Word, Publisher, or PowerPoint, to present information about the Vikings, and how to use advanced features—like layouts, formatting, images, transitions, and charts—to create professional and effective presentations, documents, or messages.
	Year B 
NA 
	Year B World War 2
To know how to choose the most suitable apps and devices for green screen or photography projects, and how to use advanced features—such as backgrounds, layering, lighting, and editing tools—to produce high-quality and engaging communications. 

	
	Threshold Concept (SKILL) – Collect- This concept involves developing an understanding of databases and their uses. 

	
	Use simple databases to record information in areas across the curriculum. 
	Devise and construct databases using application designed for this purpose in areas across the curriculum. 
	Select applications to devise, construct and manipulate data and present it in an effective and professional manner. 

	
	Year A Gruffalo
To know how to use databases, such as Excel, to collect, organise, and analyse information, for example, about our class’s favourite Gruffalo character.

	Year A
NA
	Year A 
NA

	Year A Bear Grylls 
To know how to collect, input, and manage information in a database using Purple Mash (2Graph or 2Investigate) or Excel, and how databases can be used to organise and analyse information, such as the population of cities across the UK.
	Year A 
NA
	Year A 
NA
	Year A Space 
To know how to search for, collect, and organise detailed information about the planets in the solar system—such as diameter, mass, composition, and orbit—by creating and contributing to a structured database that allows sorting, filtering, and analysis.
	Year A
NA 
	Year A 
NA 



	
	Year B Polar explorers 
To know how to use databases, such as Excel, to collect, organise, and analyse information, for example, about our class’s favourite polar animal. 



	Year B
NA
	Year B
NA 
	Year B Night at the museum 
To know how to collect, input, and manage information in a database using Purple Mash (2Graph or 2Investigate) or Excel, and how databases can be used to organise and analyse information, such as the number of visitors to American Museum of Natural History over the period of a year. 
	Year B
NA
	Year B 
NA 
	Year B 
NA 
	Year B Titanic (iceberg data)
To know how to select appropriate software for creating, manipulating, and analysing Titanic iceberg data, collect and input this data accurately, and present it professionally using the most suitable graphs and visualisations.
	Year B 
NA 

	
	Threshold Concept (SKILL)  – Connect- This concept involves developing an understanding of how to safely connect with others. 

	
	Participate in class social media accounts
Understand online risks and the age rules for sites- see Online safety curriculum map.

	Contribute to blogs that are moderated by teachers. Understand how online services work
Give examples of the risks posed by online communications-see Online safety curriculum map.
 Understand the term ‘copyright’.-see Online safety curriculum map. 
Understand that comments made online that are hurtful or offensive are the same as bullying- see Online safety curriculum map. 

	Collaborate with others online on sites approved and moderated by teachers.
Understand how simple networks are set up and used. 
Give examples of the risks of online communities and demonstrate knowledge of how to minimise risk and report problems- see Online safety curriculum map. 

Understand and demonstrate knowledge that it is illegal to download copyrighted material, including music or games, without express written permission, from the copyright holder- see Online safety curriculum map. 

Understand the effect of online comments and show responsibility and sensitivity when online- see Online safety curriculum map. 

	
	Year A  
NA 
	Year A 
NA 
	Year A Chocs Away 
To know how to use our class social media (Class Dojo portfolios safely and respectfully to share images and information- a drawing and caption about Amelia Earheart.
	Year A 
NA 

	Year A Around the world 
To know how to safely contribute to a moderated class blog using Purple Mash (2Blog) about countries and continents.  To how online services work, including the difference between the World Wide Web and the internet, what LANs and WANs are, how we access the internet at school, and how data moves across online networks.
	Year A 
NA
	Year A
NA
	Year A
Spy school 
To know how to collaborate safely online by contributing to moderated platforms, such as 2blog on Purple Mash about Morse code (or other spy codes), its uses and how to decode it.
  
To know how online services work, including the difference between the Internet and the World Wide Web, what LANs and WANs are, how our school connects to the Internet safely, and how data moves across networks in small packets using addresses and rules called protocols.
	Year A 
NA


	
	Year B
NA
	Year A 
NA 
	Year B Great Fire of London
To know how to use our class social media (Class Dojo portfolios safely and respectfully to share images and information- a drawing and caption about the Great Fire of London. 
	Year B 
NA 

	Year B Romans 
To know how to safely contribute to a moderated class blog using Purple Mash (2Blog) about the life and times of Roman people. 
To how online services work, including the difference between the World Wide Web and the internet, what LANs and WANs are, how we access the internet at school, and how data moves across online networks. 
	Year B 
NA
	Year B 
NA 
	Year B 
Titanic 
To know how to collaborate safely online by contributing to moderated platforms, such as 2blog on Purple Mash about the historically significant individuals from the Titanic tragedy. 

To know how online services work, including the difference between the Internet and the World Wide Web, what LANs and WANs are, how our school connects to the Internet safely, and how data moves across networks in small packets using addresses and rules called protocols.
	Year B 
NA


	POP tasks

	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment
	Year A- teacher assessment

Year B- teacher assessment 

	Enrichment
 
	Year A

Year B
	Year A
Computing club- CD to lead 
Year B 
Computing club- CD to lead 
	Year A

Year B
	Year A

Year B
	Year A
Computing club- CD to lead 

Year B
Computing club- CD to lead 

	Year A

Year B
	Year A – Space Centre trip coding activity. 

Year B
	Year A
Computing club- CD to lead 

Year B
Computing club- CD to lead 
 
	Year A

Year B



