
Teach Computing 
Progression



Spiral curriculum

The units for key stages 1 and 2 are based on a spiral
curriculum. This means that each of the themes is 

revisited
regularly (at least once in each year group), and pupils
revisit each theme through a new unit that consolidates

and builds on prior learning within that theme.
This style of curriculum design reduces the amount of

knowledge lost through forgetting, as topics are revisited
yearly. It also ensures that connections are made even if

different teachers are teaching the units
within a theme in consecutive years



Coherence and flexibility

The Teach Computing Curriculum is structured in 
units.

For these units to be coherent, the lessons within a 
unit must be taught in order. However, across a 

year group, the units themselves do not need to be 
taught in order, with the 

exception of ‘Programming’ units, where concepts 
and skills rely on prior learning and experiences.





Core principles 

Inclusive and ambitious
The Teach Computing Curriculum has been written to support all 
pupils. Each lesson is sequenced so that it builds on the learning 
from the previous lesson, and where appropriate, activities are 
scaffolded so that all pupils can succeed and thrive. Scaffolded 

activities provide pupils with extra resources, such as visual 
prompts, to reach the same learning goals as the rest of the class. 

Exploratory tasks foster a deeper understanding of a concept, 
encouraging pupils to apply their learning in different contexts and 

make connections with other learning experiences. As well as 
scaffolded activities, embedded within the lessons are a range of 
pedagogical strategies (defined in the ‘Pedagogy’ section of this 

document), which support making computing topics more 
accessible











Teach Computing Taxonomy

Abbreviation Strand Description

NW Networks
Understand how networks can be used to retrieve and share information 

and come with associated risks

CM Creating Media
Select and create a range of media including text, images, sounds and 

video.

DI Data & Information
How is data stored, organised and used to represent real world artefacts 

and scenarios

DD Design & Deveopment
The activities involved in planning, creating and evaluating computing 

artefacts

CS Computing Systems
What is a computer, how do it’s constituent parts function together as a 

whole

IT Impact of Technology
How individuals, systems and society as a whole interact with computer 

systems

AL Algorithms Being able to comprehend, design, create and evaluate algorithms

PG Programming Creating software to allow computers to solve problems

ET Effective Use of tools Use software tools to support computing work

SS Safety & Security
Understanding risks when using technology and how to protect individuals 

and systems



National Curriculum KS1

Curriculum Overview

Computing 
Systems

Creating media

Data and 
Information

Programming

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



National Curriculum KS2

Curriculum Overview

Computing 
Systems

Creating media

Data and 
Information

Programming

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
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