
Computing At 

GCS 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

Key stages 1 and 2 National curriculum in England 

Curriculum Overview – Computing, Robotics & Digital Skills – KS1 

 

Year Strand Tools / Focus 

Year 1 E-Safety Online safety basics -      
Robotics WEDO 2.0-           
Coding Movements using KUBO-           
Hardware U–30 Pro-           
Digital Content Book Creator -        

Year 2 E-Safety Safe use of digital tools -      
Robotics WEDO 2.0-           
Coding Maze Challenge – KUBO             
Creativity StoryboardThat-              
Media Green Screen -       

 

Year Strand Tools / Focus 

Year 3 E-Safety Digital citizenship 

 Robotics LEGO SPIKE Essential – ICON Based Programming 🔗 

 Coding Level 1 – Scratch (basic animations & stories) 

 Creative Tools 3D Designing (basic shapes) 

 Media StoryboardThat 

Year 4 E-Safety Safe online communication 

 Robotics LEGO SPIKE Essential – Block Based Programming 🔗 

 Coding Level 2 – LOGO programming (turtle graphics) 

 Creative Tools 3D Designing – coding integration 

 AI AIWS Plugin (intro to AI tools) 

Year 5 E-Safety Advanced theory (responsibility, ethics) 

 Robotics SPHERO Beginner 

 Coding Scratch – Creating games 

 Productivity Tools Word Processing / PowerPoint 

 AI AIWS Plugin 

 Computer Networks Theory 

Year 6 E-Safety Responsible use & digital ethics 

 Robotics SPHERO 🔗Intermediate 

 Coding Scratch – Games & Simulations 

 Productivity Tools Sway / Excel 

 Computer Networks Advanced Theory 

 



 

ICT & Computing Curriculum Overview (Years 7–9) 

 

Year Robotics Coding / 

Programming 

E-Safety Creativity / 

Media 

Theory / Productivity / 

AI 

Year 

7 

  LEGO SPIKE 

Prime – Block-based 

(Build Robot, Color 

sensing, Singing & 

dancing, Maze 

challenges) 

           Python – Sequence, 

Selection, Iteration  

    Digital 

footprint & 

online 

bullying 

      3D 

Designing 

     Pseudocode 

Intermediate / Interactive 

AI platform (Card 

recognition, Speech 

recognition, Face 

detection) 

Year 

8 

  LEGO SPIKE 

Prime – Python 

(Build robot, Smart 

Traffic Light, Line 

following, Obstacle 

Avoidance) 

     Pseudocode & 

Flowchart Beginners – 

Flowchart symbols, 

Variable declaration, 

Sequence statements 

    Managing 

online 

information 

      3D 

Designing 

     Theory: Number 

Systems, Input/Output 

devices, IDE, Basic logic 

gates (NOR, NAND, 

XOR) 

/ AI  

Year 

9 

– LEGO SPIKE 

Prime 

           Computer Science: 

Pseudocode Basic → 

Advanced, Flowcharts, 

Logic Circuits & Truth 

Tables 

        Privacy & 

Security 

  

HTML/CSS – 

Web 

Expression 

      ICT: Excel 

(formulas, charts), 

Access (import CSV, 

queries, reports), Theory: 

Hardware, Types of 

programming languages 

Introduction to AI 

 

National Curriculum Covered – 

Key Stage 1 Key Stage 2 Key Stage 3 

Pupils should be taught to: Pupils should be taught to: Pupils should be taught to: 

 understand what algorithms are; how 

they are implemented as programs on 

digital devices; and that programs execute 

by following precise and unambiguous 

instructions 

 design, write and debug programs that 

accomplish specific goals, including 

controlling or simulating physical systems; 

solve problems by decomposing them into 

smaller parts 

 design, use and evaluate computational 

abstractions that model the state and behaviour 

of real-world problems and physical systems 

 create and debug simple programs  use sequence, selection, and repetition in 

programs; work with variables and various 

forms of input and output 

 understand several key algorithms that reflect 

computational thinking [for example, ones for 

sorting and searching]; use logical reasoning to 

compare the utility of alternative algorithms for 

the same problem 

 use logical reasoning to predict the 

behaviour of simple programs 

 use logical reasoning to explain how 

some simple algorithms work and to detect 

and correct errors in algorithms and 

programs 

 use two or more programming languages, at 

least one of which is textual, to solve a variety 

of computational problems; make appropriate 

use of data structures [for example, lists, tables 

or arrays]; design and develop modular 

programs that use procedures or functions 

 use technology purposefully to create, 

organise, store, manipulate and retrieve 

digital content 

 understand computer networks including 

the internet; how they can provide multiple 

services, such as the world wide web; and 

 understand simple Boolean logic [for 

example, AND, OR and NOT] and some of its 

uses in circuits and programming; understand 



the opportunities they offer for 

communication and collaboration 

how numbers can be represented in binary, and 

be able to carry out simple operations on binary 

numbers [for example, binary addition, and 

conversion between binary and decimal] 

 recognise common uses of information 

technology beyond school 

 use search technologies effectively, 

appreciate how results are selected and 

ranked, and be discerning in evaluating 

digital content 

 understand the hardware and software 

components that make up computer systems, 

and how they communicate with one another 

and with other systems 

 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. 

 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 

 understand how instructions are stored and 

executed within a computer system; understand 

how data of various types (including text, 

sounds and pictures) can be represented and 

manipulated digitally, in the form of binary 

digits 

 
 use technology safely, respectfully and 

responsibly; recognise 

acceptable/unacceptable behaviour; identify 

a range of ways to report concerns about 

content and contact. 

 undertake creative projects that involve 

selecting, using, and combining multiple 

applications, preferably across a range of 

devices, to achieve challenging goals, including 

collecting and analysing data and meeting the 

needs of known users 
  

 create, re-use, revise and re-purpose digital 

artefacts for a given audience, with attention to 

trustworthiness, design and usability   
 understand a range of ways to use technology 

safely, respectfully, responsibly and securely, 

including protecting their online identity and 

privacy; recognise inappropriate content, contact 

and conduct and know how to report concerns. 

 

Key Stage E-Safety Curriculum Coverage 

KS1 - Use technology safely and respectfully 

- Keep personal information private 

- Identify where to go for help and support if concerned about content or contact on the internet 

KS2 - Never give out personal details online (e.g., phone numbers, pictures, email, address, school, parents’ information) 

- Never meet online friends 

- Understand risks of sharing pictures online 

- Explain dangers of meeting online friends 

- Avoid responding to spam/junk emails or texts 

- Understand that people online may not be who they say they are 

- Awareness of cyberbullying 

- Know who to talk to or report issues to 

KS3, KS4 & KS5 - Reiterate all KS2 e-safety topics 

- Stay safe on social networking sites 

- Manage privacy settings 

- Understand age restrictions 

- Awareness of digital footprints 

- Practice digital citizenship 

- Recognise and respond to cyberbullying 

- Understand risks of bypassing school Wi-Fi 

- Know who to talk to or report issues to 

 


