
 

 

 

 

  

 

 

 

 

 

 

 

 

 

 

 

Computing 
Key stage 1  

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  
 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  
 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.  

Key stage 2 
Pupils should be taught to:  
 design, write and debug programs that accomplish specific goals, including controlling or 
simulating physical systems; solve problems by decomposing them into smaller parts  
 use sequence, selection, and repetition in programs; work with variables and various forms of 
input and output  
 use logical reasoning to explain how some simple algorithms work and to detect and correct 
errors in algorithms and programs  

 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  
 use search technologies effectively, appreciate how results are selected and ranked, and be 
discerning in evaluating digital content  
 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  
 use technology safely, respectfully and responsibly; recognise acceptable/unacceptable 
behaviour; identify a range of ways to report concerns about content and contact. 

Art and Design 
Key stage 1 

Pupils should be taught:  
 to use a range of materials creatively to design and make products  
 to use drawing, painting and sculpture to develop and share their ideas, experiences and imagination  

 to develop a wide range of art and design techniques in using colour, pattern, texture, line, shape, form 
and space  
 about the work of a range of artists, craft makers and designers, describing the differences and 
similarities between different practices and disciplines, and making links to their own work. 

Key stage 2 
Pupils should be taught:  
 to create sketch books to record their observations and use them to review and revisit ideas  

 to improve their mastery of art and design techniques, including drawing, painting and sculpture with a 
range of materials [for example, pencil, charcoal, paint, clay]  
 about great artists, architects and designers in history. 

 

Famous 
Artists 

 

Design and Technology 
Key stage 1  

pupils should be taught to:  
 design purposeful, functional, appealing products for themselves and other 
users based on design criteria  
 generate, develop, model and communicate their ideas through talking, 
drawing, templates, mock-ups and, where appropriate, information and 
communication technology Make  

 select from and use a range of tools and equipment to perform practical 
tasks [for example, cutting, shaping, joining and finishing]  
 select from and use a wide range of materials and components, including 
construction materials, textiles and ingredients, according to their 
characteristics Evaluate  
 explore and evaluate a range of existing products  

 evaluate their ideas and products against design criteria Technical 

knowledge  
 build structures, exploring how they can be made stronger, stiffer and 
more stable  
 explore and use mechanisms [for example, levers, sliders, wheels and 
axles], in their products.  

Key stage 2  

pupils should be taught to:  
 use research and develop design criteria to inform the design of 
innovative, functional, appealing products that are fit for purpose, aimed at 
particular individuals or groups  
 generate, develop, model and communicate their ideas through discussion, 
annotated sketches, cross-sectional and exploded diagrams, prototypes, 
pattern pieces and computer-aided design Make  
 select from and use a wider range of tools and equipment to perform 

practical tasks [for example, cutting, shaping, joining and finishing], 
accurately  
 select from and use a wider range of materials and components, including 
construction materials, textiles and ingredients, according to their functional 
properties and aesthetic qualities Evaluate  
 investigate and analyse a range of existing products  
 evaluate their ideas and products against their own design criteria and 

consider the views of others to improve their work  
 understand how key events and individuals in design and technology have 
helped shape the world Technical knowledge  
 apply their understanding of how to strengthen, stiffen and reinforce more 
complex structures  

 understand and use mechanical systems in their products [for example, 
gears, pulleys, cams, levers and linkages]  

 understand and use electrical systems in their products [for example, 
series circuits incorporating switches, bulbs, buzzers and motors]  
 apply their understanding of computing to program, monitor and control 
their products 

Famous Artists – Cycle one spring term. 

One full term. 

Music  

Key stage 1 
 

Pupils should be taught to:  
 use their voices expressively and creatively by singing songs and speaking 
chants and rhymes  
 play tuned and untuned instruments musically  

 listen with concentration and understanding to a range of high-quality live 

and recorded music  

 experiment with, create, select and combine sounds using the inter-
related dimensions of music.  

Key stage 2 
Pupils should be taught to:  

 play and perform in solo and ensemble contexts, using their voices and 
playing musical instruments with increasing accuracy, fluency, control and 
expression  

 improvise and compose music for a range of purposes using the inter-
related dimensions of music  
 listen with attention to detail and recall sounds with increasing aural 
memory  
 use and understand staff and other musical notations  

 appreciate and understand a wide range of high-quality live and recorded 
music drawn from different traditions and from great composers and 
musicians  
 develop an understanding of the history of music. 

 



 

 EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Art and Design 

Development of sculpting skills 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Development of art history 

knowledge. 

 

 

 

 

Barbara Hepworth, 

Michaelangelo’s David, Henry 

Moore, Andy 

Goldsworthy,Auguste Rodin, 

Anthony Gormley. 

Handles, feels and 

manipulates rigid and 

malleable materials. 

 

 

 

 

 

 

 

 

 

 

 

 

Be curious about 

people from the past. 

Explain own 

knowledge and 

understanding, asking 

appropriate 

questions. 

Uses materials to 

make a known object 

for a purpose. 

Pinch and roll coils 

and slabs using a 

modelling media. 

 

 

 

 

 

 

 

 

 

 

Find answers to 

questions about 

artists in the past 

from sources of 

information and use 

of artefacts. 

 

Experiments with 

basic tools on rigid 

and plastic materials 

to develop decorative 

techniques. 

Begin to develop an 

awareness of natural 

and manmade forms. 

To shape and form 

from direct 

observation. 

 

 

 

 

 

 

To start to understand 

where artists fit 

chronologically 

Use a source – 

observe/handle 

artefacts to help 

answer questions 

about artists in the 

past. 

Creates texture using 

rigid and plastic 

materials and a 

variety of tools. 

Shape, form, model 

and construct using 

materials from 

observation. 

Begin to consider the 

aesthetic qualities of 

the sculpture for an 

audience. 

 

 

 

 

 

To develop 

knowledge and 

understanding of 

where artists fit 

chronologically. 

Begin to find out 

about the lives of 

famous artists from 

the past. 

To begin to sequence 

some pieces of the 

artist’s work 

chronologically. 

Uses stimuli to create 

simple 2D and 3D 

images using a variety 

of tools and materials. 

Begin to understand 

different adhesives 

and methods of 

construction. 

Plan and develop 

ideas using sketch 

books from 

observation and/or 

imagination. 

 

 

 

 

To be able to 

sequence artists and 

their work 

chronologically 

beginning to attach 

dates. 

Start to offer 

reasonable 

explanations for an 

artist’s inspiration. 

Ask a variety of 

questions to build up 

a picture of an artist’s 

life. 

Shows an awareness 

of texture, form and 

shape by recreating 

an image in 3D form. 

Shape, form, model, 

construct and join 

materials with some 

independence. 

Plan, develop, expand 

on and then evaluate 

own ideas from 

observation and/or 

imagination. 

 

 

 

To independently 

sequence artists and 

their work 

chronologically 

attaching dates. 

Develop explanations 

for artists’ 

inspirations, 

comparing different 

artists. 

Ask a variety of 

questions and use a 

range of sources to 

help you answer 

these with accuracy. 

Explores how stimuli 

can be used as a 

starting point for 3D 

work with a particular 

focus on form, shape, 

pattern, texture, 

colour. 

Shape, form, model, 

construct and join 

materials 

independently. 

Plan, develop, expand 

on and then evaluate 

own ideas in relation 

to the work of 

significant artists. 

To independently 

sequence artists and 

their work 

chronologically 

attaching dates and 

beginning to relate 

the wider historical 

context (eg Victorian 

time). 

Develop explanations 

for artists’ 

inspirations, 

comparing different 

artists and how their 

inspirations changed 

over time. 

Research accurately 

and independently to 

answer a range of 



 questions relating to 

artists studied. 

Computing 

 

 

 

Development of coding skills. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Knowledge and understanding of 

coding terms. 

 

 

 

Contexts – Developing animation 

of sprites, video games, pong, 

I can give an 

instruction to my 

friend to follow. 

I can press a short 

sequence of buttons 

to make a robot do 

what I want. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

I know the term 

algorithm. 

I can give a short 

sequence of 

instructions to my 

friend to follow. 

I can describe what 

happens when I press 

a sequence of buttons 

on a robot. 

I can press a sequence 

of buttons on a robot 

to make it do what I 

want. 

I can start to predict 

what will happen 

before I execute. 

 

 

 

 

 

 

 

 

 

 

I know the terms 

algorithm and debug. 

I can give a short 

sequence of 

instructions to my 

friend using forwards, 

backwards and turn. 

I can tell you the 

order I need to do 

things to make 

something happen 

and talk about this as 

an algorithm. 

I can programme a 

robot or software to 

do a particular task. 

I can use 

programming 

software to make 

sprites move. 

I can watch a 

programme execute 

and watch for where 

it goes wrong and 

debug it. 

 

 

 

 

 

I know and begin to 

understand the terms 

algorithm, debug, 

software, execute and 

I can break an open 

ended problem up 

into smaller parts. 

I can put commands 

into a sequence to 

achieve a specific 

outcome. 

I keep testing my 

programme and can 

recognize when I 

need to debug it. 

I can use repeat 

commands. 

I can describe the 

algorithm I will need 

for a simple task. 

 

 

 

 

 

 

 

 

  

I know and 

understand the terms 

algorithm, debug, 

software, execute, 

I can use logical 

thinking to solve an 

open-ended problem 

by breaking it up into 

smaller parts. 

I can use an efficient 

procedure to simplify 

a program. 

I can use a sensor to 

detect a change which 

can select an action 

within my 

programme. 

I can use a variety of 

tools to create a 

programme. 

I can recognize an 

error in a programme 

and debug it. 

I can recognize that 

an algorithm will help 

me sequence more 

complex programmes. 

 

 

I know that I need to 

keep testing my 

programme while I 

am putting it 

together. 

I understand the 

terms algorithm, 

debug, software, 

I can decompose a 

problem into smaller 

parts to design an 

algorithm for a specific 

outcome and use this to 

write a programme. 

I can refine a procedure 

using repeat commands 

to improve a 

programme. 

I can use a variable to 

increase programming 

possibilities. 

I can change an input to 

a programme to achieve 

a different output. 

I can use ‘if’ and ‘then’ 

commands to select an 

action. 

I can use logical 

reasoning to detect and 

debug mistakes in a 

programme. 

I can use logical thinking, 

imagination and 

creativity to extend a 

programme.  

 

I know about how a 

computer model can 

provide information 

about a physical system. 

I understand the terms 

algorithm, debug, 

software, execute, 

sprite, programme, 

complex programme, 

command, repeat, 

I can deconstruct a 

problem into smaller 

steps, recognizing 

similarities to solutions 

used before. 

I can explain and 

program each of the 

steps in my algorithm. 

I can evaluate the 

effectiveness and 

efficiency of my 

algorithm while I 

continually test the 

programming of that 

algorithm. 

I can recognize when I 

need to use a variable to 

achieve a required 

output. 

I can use a variable and 

operators to stop a 

programme. 

I can use different inputs 

(including sensors) to 

control a device or 

onscreen action and 

predict what will 

happen. 

I can use logical 

reasoning to detect and 

correct errors in 

algorithms and 

programmes. 

 

I have a deep 

understanding of  the 

terms algorithm, debug, 

software, execute, 

sprite, programme, 



mini golf etc. Also to develop 

music through garage band or 

scratch. 

sprite. sprite, programme, 

command, repeat 

execute, sprite, 

programme, complex 

programme, 

command, repeat, 

sensor. 

sensor, ‘if’, ‘then’, 

variable, input. 

 

complex programme, 

command, repeat, 

sensor, ‘if’, ‘then’, 

variable, input. 

Design and 

Technology 

Development of knowledge and 

understanding in mechanics. 

Development of skill in 

developing working mechanics. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Development of knowledge of 

famous inventors and their 

contributions. 

 

Develop their own 

ideas to create a 

design. 

Create a working 

model using a lever or 

some wheels. 

 
  
 
 

 

 

 

 

 

 

 

 

 

 

 

 

Be curious about 

people from the past. 

Draw on their own 
experience to help 
generate ideas  
 
Suggest ideas and 
explain what they are 
going to do  
 
Identify a target group 
for what they intend to 
design and make  
 
Model their ideas in card 
and paper  
 
Develop their design 

ideas applying findings 

from their earlier 

research. 

Create a working model 

using levers and 

wheels/axles. 

 

 

 

 

 

 

 

 

 

 

Find answers to 

questions about 

Generate ideas by 
drawing on their own 
and other people's 
experiences  
 
Develop their design 
ideas through 
discussion, 
observation , drawing 
and modelling  
 
Identify a purpose for 
what they intend to 
design and make  
 
Identify simple design 
criteria  
 
Make simple 
drawings and label 
parts  
 
Create a working 
model using levers, 
wheels, axles and a 
winding mechanism 
as appropriate. 

 

 

 

 

 

 

 

 

 

To start to understand 

where inventors fit 

Generate ideas for an 
item, considering its 
purpose and the 
user/s  
 
Identify a purpose 
and establish criteria 
for a successful 
product.  
 
Plan the order of 
their work before 
starting  
 
Explore, develop and 
communicate design 
proposals by 
modelling ideas  
 
Make drawings with 
labels when 
designing  
 

Create a working model 

that includes a range of 

levers, pulleys, winding 

mechanisms and gears 

as appropriate for the 

product. 

Begin to understand the 

use of different 

mechanisms in the 

context of the 

transference of a force. 

 

 

 

To develop knowledge 

and understanding of 

where inventors fit 

Generate ideas, 
considering the 
purposes for which 
they are designing  
 
Make labelled 
drawings from 
different views 
showing specific 
features  
 
Develop a clear idea 
of what has to be 
done, planning how 
to use materials, 
equipment and 
processes, and 
suggesting 
alternative methods 
of making, if the first 
attempts fail  
 
Evaluate products 
and identify criteria 
that can be used for 
their own designs  
 

Independently create a 

working model that 

includes a range of 

levers, pulleys, winding 

mechanisms and gears 

as appropriate for the 

product. 

To develop a deeper 

understanding of the use 

of different mechanisms 

in the context of the 

transference of a force. 

 

To be able to sequence 

inventors and their work 

chronologically 

Generate ideas 
through 
brainstorming and 
identify a purpose for 
their product  
 
Draw up a 
specification for their 
design  
 
Develop a clear idea 
of what has to be 
done, planning how 
to use materials, 
equipment and 
processes, and 
suggesting 
alternative methods 
of making if the first 
attempts fail  
 
Use results of 
investigations, 
information sources, 
including ICT when 
developing design 
ideas  
 

Create a working model 

that converts different 

types of motion. 

To begin to understand 

how different cams are 

used to alter motion. 

 

 

 

To independently 

sequence inventors and 

their work 

chronologically attaching 

Communicate their 
ideas through 
detailed labelled 
drawings  
 
Develop a design 
specification  
 
Explore, develop 
and communicate 
aspects of their 
design proposals 
by modelling their 
ideas in a variety of 
ways  
 
Plan the order of 
their work, 
choosing 
appropriate 
materials, tools 
and techniques  
 

Independently create a 

working model that 

converts rotaru motion 

to linear motion using 

cams. 

To develop a deeper 

understanding of how 

different cams are used 

to alter motion. 

To independently 

sequence inventors 

and their work 

chronologically 

attaching dates and 

beginning to relate 

the wider historical 

context (eg Victorian 



 

Alexander graham bell, Brunel, 

Leonardo di Vinci, Thomas 

Edison, Benjamin franklin, the 

wright brothers. 

Explain own 

knowledge and 

understanding, asking 

appropriate 

questions. 

inventors in the past 

from sources of 

information and use of 

artefacts. 

 

chronologically 

Use a source – 

observe/handle artefacts 

to help answer questions 

about inventors in the 

past. 

chronologically. 

Begin to find out about 

the lives of famous 

inventors from the past. 

To begin to sequence 

some pieces of the 

inventor’s work 

chronologically. 

beginning to attach 

dates. 

Ask a variety of 

questions to build up a 

picture of an inventor’s 

life. 

 

dates. 

Ask a variety of 

questions and use a 

range of sources to help 

you answer these with 

accuracy. 

time). 

Research accurately 

and independently to 

answer a range of 

questions relating to 

inventors studied. 



Music 

Development of listening and 

appraising skills. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Development of knowledge and 

understanding in music history. 

 

 

 

 

Development of jazz through the 

1900s, pop culture through 

Eurovision era, influences on 

modern contemporary music. 

I begin to show how 

music makes me feel. 

I can recognize fast and 

slow in music. 

I can hear different 

sound types. 

 

 

 

 

 

 

 

 

 

 

 

 

 

I know the musical terms 

fast and slow. 

I can show that I can 

hear different moods in 

music. 

I can recognize fast, 

medium and slow 

tempos. 

I can recognize that 

sections of music can 

sound the same or 

different. 

I can explore different 

sound materials such as 

skin, wood, metal and 

clay. 

I can listen out for 

different types of 

sounds. 

 

 

 

 

 

 

I know the musical 

terms; tempo, fast, 

medium, slow and 

mood. 

I know that different 

materials make different 

sounds. 

I can describe how 

different moods have 

been achieved. 

I can recognize and 

describe fast and slow 

tempos in a piece of 

music. 

I can listen to music and I 

am beginning to 

recognize the buildup of 

layers such as the 

different instruments 

used. 

I am beginning to 

recognize songs may be 

verse, chorus, verse or 

beginning, middle and 

end. 

I can listen out for a 

range of different sound 

types and begin to 

suggest what is making 

them. 

 

 

I know the musical 

terms; tempo, mood, 

verse, chorus. 

I know the different 

groupings of musical 

instruments and can 

name some of the 

instruments within that 

group. 

 

I can identify the beat in 

music. 

I recognize changes in 

timbre, dynamics and 

pitch. 

I can recognize and 

describe the buildup of 

layers in music. 

I can suggest ways to 

improve and increase 

layers of sound in a 

performance. 

I listen carefully and can 

recall short rhythmic and 

melodic patterns. 

 

 

 

 

I know the musical 

terms; timbre, dynamics, 

pitch, rhythm, melody. 

I know how sounds can 

be made and altered to 

suit a situation. 

I know how many beats 

there are in a minim, 

crotchet and semibreve 

and recognize their 

symbol. 

I know that music can be 

played or listened to for 

a variety of purposes – 

including how this has 

altered through history. 

I can listen to and 

evaluate a wide range of 

live and recorded music, 

including from different 

times and cultures. 

I can describe music 

using words such as 

duration, timbre, pitch, 

beat, tempo and texture. 

I listen to several layers 

of sound and talk about 

the effect on the mood 

and feelings. 

I can recognize how 

musical elements can be 

used together to 

compose music. 

I can describe the 

different purposes of 

music throughout 

history and in other 

cultures. 

 

I know the musical 

terms; duration, pitch, 

timbre, beat, tempo, 

texture, composition. 

I know the symbols for 

minim, crotchet, 

semibreve and can use 

them with some 

accuracy. 

I know the symbol for a 

rest in music and 

understand how it is 

used for effect. 

I know that music is 

developed for a range of 

purposes and how these 

have varied through 

I can use a range of 

words to help me 

describe a variety of 

music. 

I can evaluate how music 

is affected by the venue, 

occasion, purpose and 

performer. 

I can read the musical 

stave, including the time 

signature and can work 

out the notes, EGBDF 

and FACE. 

 

 

 

 

 

 

I know and understand a 

full range of musical 

terms. 

I know the symbols for 

minim, crotchet, 

semibreve and can use 

them with increasing 

accuracy. 

I know and understand 

how music has evolved 

over time. 

I can appreciate 

harmonies and work out 

how drones and melodic 

ostinato are used to 

accompany singing. 

I can use my musical 

vocabulary to help me 

understand how best to 

combine musical 

elements. 

I can quickly read notes 

and know how many 

beats they represent. 

 

 

 

 

 

 

I know, understand and 

can fluently use a full 

range of musical terms. 

I understand how lyrics 

reflect the cultural 

context and have social 

meaning. 

I understand the 

different cultural 

meanings and purposes 

of music, including 

contemporary. 

I know and understand 

how music has evolved 

over time. 

 



history. 

 


