
Phase 3 Computing – Learning Journey 

Y5

Y6 

CREATE AND 
SEARCH 

DATABASES“If” and “If Else” 
Statements

In this unit the children 
will create a Scratch 

based program linked 
to a class topic.  

CREATING 
MUSIC USING 

CODE

In this unit the 
children will create 

music using 
computer code.  

STOP MOTION 
ANIMATION 

This unit will create a stop 
motion animation about 
relationships online.  The 
topic will also recap e-

safety messages.  

WORLD WIDE 
WEB AND 
INTERNET

In this unit the children 
will be able to tell the 

difference between the 
Internet and the World 

Wide Web. 

3D MODELLING

In this topic the 
children will 

create 3D models 
linked to their 
class topic.

SOFTWARE 
AND APPS: 
Sketchup, 

Online 
Sketchup 

CREATING 
FORMULA IN 

EXCEL

SOFTWARE AND 
APPS: Excel

In this unit, pupils will 
understand how to organise, 
calculate and present data 

within a spreadsheet so that 
calculations can be made for 

different purposes. 

USING 
VARIABLES

In this unit the children 
apply what they know 

about conditionals, 
identify different 

variable and 
understand how they 
are used in computer 
programming.  They 
will also recap their 
understanding of 

debugging algorithms 
to correct errors.  

SOFTWARE AND APPS: 
Scratch

PROGRAM 
FOR AN 

AUDIENCE
In this unit of work the 
children will create an 

animation using 
Scratch.  

SOFTWARE AND 
APPS: Scratch

PLAN AND 
COMPOSE 

MUSIC

I know how 
to record 
audio and 

complement 
this by 
using 

editing skills 
and sound 

effects.  

HOW IS DATA 
STORED?

SOFTWARE AND 
APPS: -Popplet, 

Publisher, 
PowerPoint

The children will 
understand what a 

network is and how this 
helps us to store data.  

HTML

In this unit the 
children will cover 
coding languages.  

They will understand 
the difference 

between block code 
and line code and 

create a simple 
webpage using line 

code HTML.  

I know how to use a 
spreadsheet and database 

to collect, record and 
evaluate data.

SOFTWARE AND APPS: 
Excel, Google Slides

The children will 
create and 

search 
databases 

using Excel.  

I can design, write and debug 
programs that accomplish specific 

goals, including controlling or 
simulating physical systems; solve 

problems by decomposing them into 
smaller parts.  

SOFTWARE 
AND APPS: 

Scratch 
Online

SOFTWARE AND 
APPS: 

Scratch, Barefoot 
Computing, Code It, 

Microbit, Isle of Tunes

I can select, use and 
combine the appropriate 

technology tools to create 
effects in media.  

SOFTWARE AND 
APPS: 

Stop Motion, iMovie, 
Green Screen, Pivot 

Animator

I understand the 
dangers of building 
online relationships.  

SOFTWARE AND APPS: 
Barefoot Computing, 

BBC Bitesize, YouTube

I am aware of my 
digital footprint.  

I know the difference 
between the Internet 
and the Worldwide 

Web.

I can use different 
online tools for 

different purposes.  

I can select, use and 
combine the appropriate 

technology tools to create 
effects in media.   

I can enter and organise data 
appropriately.  

I can use my developing skills to 
interrogate a spreadsheet.  

I can use a variable to 
increase programming 

possibilities.

I can use variable and 
relational operators (e.g. 
< = >) within a loop to 

stop a program. 

I can evaluate the 
effectiveness and efficiency of 
an algorithm while continually 
testing the programming of 

that program.  

I can demonstrate a range of 
different strategies to solve a 

problem including: abstraction, 
decomposition, logic and 

evaluation.  

I understand why sequences and 
patterns are important when creating 
simple algorithms that are part of a 

more complex program.  

I can give reasoning for 
each step within 

algorithms and apply 
them to a program.   

SOFTWARE AND 
APPS: Garage 
Band, Audacity

I can talk about audience, 
atmosphere and structure 
when planning a particular 

media outcome.  

I can combine a range of 
media, recognising the 
contribution of each to 

achieve a particular outcome.  

I understand how data is 
transferred across a network.  

I can tell you whether a resource I am 
using is from the World Wide Web, the 

school network or my own work.  

I can explain how 
networks use the Internet
to send or receive data.

SOFTWARE 
AND APPS: 

Excel, NearpodI can describe the 
different parts of a 

webpage.  

I can use sequence, selections 
and repetition in programs; work 
with variables and various forms 

of input and output.

I can use logical reasoning to 
explain how some simple 

algorithms work and to detect 
and correct errors in algorithms 

and programs.  

I can select appropriate 
online or offline tools to 
create and share ideas.  

I can use a variety of familiar 
and unfamiliar software by 

using a pre-existing skill set.  

I can use the ‘formula’ 
method to make 

calculations.

I can interpret and present 
the data I have collected.  

I understand how to 
create a  website 
using basic HTML 

tags. 

I can design, write and debug 
programs that accomplish 
specific goals, including 

controlling or simulating physical 
systems; solve problems by 

decomposing them into smaller 
parts.  

I can use sequence, 
selections and repetition in 

programs; work with variables 
and various forms of input 

and output.

I can use logical reasoning to 
explain how some simple 
algorithms work and to 

detect and correct errors in 
algorithms and programs.  

I know what a network is 
and I can identify parts of 
a network in my school.  

I understand what an 
IP address is.  

I can use logical reasoning to 
predict and debug more 

complex programs including; 
selection, variables and 

operators.  

I understand the 
importance of 

planning, testing and 
correcting algorithms.  

I can use variable and relational 
operators (e.g. < = >) within a 

loop to stop a program. 

I can evaluate the effectiveness and 
efficiency of an algorithm while 

continually testing the programming of 
that program.  

I can use logical reasoning to 
predict and debug more 

complex programs including; 
selection, variables and 

operators.  

I can evaluate the 
effectiveness and efficiency of 
an algorithm while continually 
testing the programming of 

that program.  


