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Intent: The Purple Mash approach we use at Whinfield has been planned and sequenced to develop children’s understanding of 

Computing and technology both in school and in the wider world.  The curriculum has been reviewed in light of the context of 

the children at Whinfield Primary School and what is important to our children. Staff have been consulted regarding the 

adaptations needed post COVID. All staff are aware of how the curriculum in computing is sequenced and is progressive from 

lower school to upper school. Disadvantaged and SEND pupils have equality of access and opportunity. 

Implementation: Computing is taught throughout each week/each lesson or through immersion days. There is a clear focus on key vocabulary and 

this key vocabulary is revisited throughout lessons. Misconceptions are addressed as teachers check prior knowledge and help 

children to embed what they know. The application of knowledge and skills is integrated into the computing curriculum and 

being able to connect key learning in other subjects is always encouraged when the opportunity arises. Effective use of 

assessment ensures that next steps are accurately planned for. Teachers are consulted as to the order of teaching and 

adaptations are made to the computing curriculum as and when appropriate based on teacher feedback. Reading at an 

appropriate level is threaded through computing as and when appropriate. 
 

Impact: The computing curriculum is well constructed. Children are taught computing in a planned and regular way ensuring they learn all 

that they need to know in the subject. Pupils are seen to be knowing more and remembering more so that knowledge is 

committed to long term memory. Application of skills has improved. Pupils are ready to move onto their next stage of education. 

Leaders at all levels check how well pupils are doing through lesson visits, work scrutinies and talking to both staff and pupils to 

ensure pupils are benefitting from the way computing is taught in school, and children’s and staff voices are sought yearly. 

Disadvantaged and SEND pupils acquire the knowledge they need in order to move onto the next stage and are supported 

throughout their learning.  
 

 
Autumn 

 

Spring 

 

Summer 

 

Reception Children learned to recognise that a range of technology is used in places such as homes and schools. They selected and used technology for particular 

purposes. 

 

Opportunities to involve prior 

learning 

   

Year 1 Online Safety and Exploring Purple Mash 

Grouping and Sorting  

Pictograms 

Lego Builders 

Maze Explorers 

Animated Stories 
 

Coding 

Spreadsheets  

Technology Outside School 
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Key vocabulary Login  

Avatar 

My Work Folder 

Online  

Icons 

Tools 

Save 

Print 

New 

Log out  

Sort criteria  

Pictogram 

Data 

Instructions  

Algorithm  

Computer program  

Precise  

Debugging  

 

Direction, move 

Forwards, backwards, left, right 

Background  

 

E-book 

Drawing tools, font, text, save, animation, sound, 

copy, paste 

Coding, instructions, block of code, design, drop-

down menu, characters, background, collision 

detection, collide  

 

Spreadsheet, cell, count, calculate, value 

 

Technology, app, computer, communication, 

purpose. 

Prior learning Children learned to recognise that a range of technology is used in places such as homes and schools. They selected and used technology for particular 

purposes. 

Year 2 Coding 

To plan and use algorithms in programs successfully to 

achieve a result. 

To plan and use algorithms in programs successfully to 

achieve the desired a result. 

Children can code a program using a variety of 

objects, actions, events, and outputs successfully. 

 

Online Safety 

Children can explain what a digital footprint is. 

Children can give examples of things that they would 

not want to be in their digital footprint. 

 

Spreadsheets 

Children can create a table of data on a spreadsheet. 

Children can use the data to create a block graph 

manually 

Questioning 

Children understand that questions are limited 

to ‘yes’ and ‘no’ in a binary tree. 

Children understand what is meant by a 

database. 

Children have used a database to answer simple 

and more complex search questions 

 

Effective Searching 

Children understand what is meant by a 

database. 

Children have used a database to answer simple 

and more complex search questions 

Children have created a leaflet to consolidate 

their knowledge of effective Internet searching 

 

Creating Pictures 

Children can explain what is meant by 

impressionist art. 

Children can explain what pointillism is. 

Children can describe the key features of Piet 

Mondrian’s work. 

Children can use 2Paint a Picture to create their 

own art based upon these styles. 

Making Music 

Children have uploaded and used their own sound 

chosen from a bank of sounds. 

Children have created, uploaded and used their 

own recorded sound. 

Children have created their own tune using some 

of the chosen sounds 

 

Presenting Ideas 

Children can use a variety of software to 

manipulate and present digital content and 

information. Children can collect, organise and 

present data and information in digital content. 

Children can create digital content to achieve a 

given goal by combining software packages. 
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Children can describe surrealist art. 

Children can use the e Collage function in 2Paint 

a Picture to create their own surrealist art using 

drawing and clipart. 

Key vocabulary Algorithm, command, debug, digital footprint, 

spreadsheet 

Pictogram, binary tree, database, search engine, 

impr4essionist, pointillism, surrealism 

 

Software, digital content 

 

Prior learning Children have explored the Tools section on Purple 

Mash and become familiar with some of the key icons: 

Save, Print, Open and New. 

Children have explored the Games section and looked 

at Table Toons (2x tables). 

Children can log out of Purple Mash when they have 

finished using it and know why that is important. 

Children have used Purple Mash activities to sort 

various items online using a variety of criteria. 

Children can collect data from rolling a die 20 times 

and recording the results. 

Children can represent the results as a pictogram 

Children understand how the order in which the 

steps of a recipe are presented affects the 

outcome. 

Children can organise instructions for a simple 

recipe. 

Children know that correcting errors in an 

algorithm or program is called ‘debugging’. 

Children know how to create a simple algorithm. 

Children know how to debug their algorithm. 

Children to make animated story book using 

simple programming 

 

Children to use Purple Mash to complete simple 

coding.. 

Children can give images a value that the 

spreadsheet can use to count them. 

can add the count tool to count items. 

Children can add the speak tool so that the items 

are counted out loud. 

Children can use a spreadsheet to help work out a 

fair way to share items 

Year 3 Coding 

Online Safety 

Blogging 

Spreadsheets 

Touch typing 

Email 

 

Branching Databases 

Graphing 

 

Key vocabulary Algorithm, program, debug, command, repeat. Keyboard, sender, subject, recipient, internet Keyboard, sender, subject, recipient, internet 

Prior learning Understand what algorithms are; how they are 

implemented as programs on digital devices; and that 

programs execute by following precise and 

unambiguous instructions. 

Recognise common uses of information 

technology beyond school. 

Use technology purposefully to create, organise, 

store, manipulate and retrieve digital content. 

Year 4 Coding –The children have the opportunity to 

explore program design and put computational 

thinking into practice. 

On-Line safety –Learning how to stay safe 

online and be a responsible user of the internet. 

Spreadsheets – Learning how to use 

spreadsheets 

 

(NC 2014 using Purple Mash Scheme) 

Writing for different Audiences –
Learning that technology can be used to 

organise, reorganise, develop and explore ideas, 

and that working with information in this way can 

aid understanding. It also gives children 
opportunities to discuss their experiences of 

using ICT and how it is used in the wider world. 

Logo – Learning to use Logo - a text based 

coding language used to control an on-screen 

turtle to create mathematical patterns. 

Animation – To discuss what makes a good 

animated film or cartoon.  

To demonstrate how animations are created by 

hand.  

To create their own animation. 

Effective Searching- Learning to 

structure search queries to locate specific 

information. 
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(NC 2014 using Purple Mash Scheme) 
Hardware Investigations- To understand 

the different parts that make up a desktop 

computer. 

 

(NC 2014 using Purple Mash Scheme) 

 

Key vocabulary Coding – action, bug, design mode, alert, code design, event, algorithm, co-ordinates, flowchart, get input, debug/debugging, Get Input, if, 

output, selection, if/else, object, sequence, input, prompt, timer, repeat, repeat until, nesting, variable 

Online Safety – computer virus, digital footprint, phishing, cookies, email, plagiarism. copyright, malware, identity theft, spam 

Spreadsheets – average, columns, equals tool, advance mode, cells, copy and paste, charts, formula, formula wizard, random tool, spreadsheet, 

rows, move cell tool, spin tool, timer 

Writing for different Audiences – FONT, BOLD, UNDERLINE, ITALIC 

LOGO – logo, RT, SETPC, LT, BK, REPEAT, FD, PD, PU 

Animation – animation, flipbook, frame, onion skimming, background, play, sound, stop motion, video clip 

Effective searching – Easter egg, internet, internet browser, search, search engine, spoof website, website, 

Hardware Investigators – motherboard, CPU, RAM, graphics card, network card, monitors, speakers, keyboard and mouse 

Making Music – pitch, rhythm, pulse, tempo, dynamics, texture, melody, rippler, house music 
Prior learning A child can: 

• design a sequence of instructions  
experiment with timers to achieve 

repetition effects in their programs. 

• beginning to understand the difference 

in the effect of using a timer command 

rather than a repeat command when 

creating repetition effects.  

• understand how variables can be used 

to store information while a program is 

executing. 

• debug an algorithm successfully 

• identify various input and output 

devices 

• keep their personal information safe 

online 

• explain what is meant by ‘cyber-bullying’ 

• discuss what computer networks do 

A child can: 

• begin to design a sequence of 

instructions including loops 

• begin to design, write and debug 

programs with specific outcomes 

• begin to design programs with various 

input and output devices 

• Begin to experiment with variables to 

control models/programs. 

• agree class rules for using the 

computer. 

• explain the difference between the 

school network and the internet. 

• understand how to keep information 

safe and private. 

• know how/who to report online 

problems and identify cyber-bullying. 

• recognise the need to choose age 

appropriate online sites. 

A child can: 

• design a sequence of instructions 

including loops 

• design, write and debug programs with 

specific outcomes 

• design programs with various input and 

output devices 

• experiment with variables to control 

models/programs. 

• evaluate their creations and identify 

how they could be improved. 

• use technology respectfully and 

responsibly 
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• search for information on the internet 

in different ways 

• manipulate and improve digital images 

• use technology respectfully and 

responsibly 

 

• use software to collect, analyse, 

evaluate and present data in different 

ways (spreadsheets, charts, graphs) 

 

Year 5 Children study coding to design a playable game of 

their own design.  

They review online safety and look at how to choose 

and keep a secure password. They also look at how 

they can make searching the internet safer for 

themselves.  

Children learn to use a spreadsheet to calculate 

conversions and plan their own event using a 

spreadsheet. 

Children learn how to search and create 

information on a database and design their own 

in class.  

Children use Game creator to design, implement 

and review their own online game. 

Children use 3D modelling to learn how to design 

for a purpose and evaluate the success of their 

models. 

Children study and design online concept maps to 

help with their appreciation of how technology 

can help in planning. 

Key vocabulary Sketching, algorithm, variables, loops 

 

SMART rules, image manipulation, reference, sources 

Formulae, formula, variables 

 

Avatar, records, fields. 

 

Review, analyse, playability, 

Viewpoints, polygon, 2D net 

 

Connections, concepts, nodes, links, collaborative. 

 

Prior learning Coding –The children have the opportunity to 

explore program design and put computational 

thinking into practice. 

On-Line safety –Learning how to stay safe 

online and be a responsible user of the internet. 

 

Spreadsheets – Learning how to use 

spreadsheets 

Writing for different Audiences –
Learning that technology can be used to 

organise, reorganise, develop and explore ideas, 

and that working with information in this way can 

aid understanding. It also gives children 
opportunities to discuss their experiences of 

using ICT and how it is used in the wider world. 

Logo – Learning to use Logo - a text based 

coding language used to control an on-screen 

turtle to create mathematical patterns. 

Animation – To discuss what makes a good 

animated film or cartoon.  

To demonstrate how animations are created by 

hand.  

To create their own animation. 

Effective Searching- Learning to 

structure search queries to locate specific 

information. 

Hardware Investigations- To understand 

the different parts that make up a desktop 

computer. 

 

Year 6 Coding, 

Design, write and debug programs that accomplish 

specific goals, including controlling or simulating 

physical systems; solve problems by decomposing them 

into smaller parts.  

Spreadsheets, 

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 and accomplish 

Text adventures,  

Design, write and debug programs that 

accomplish specific goals, including controlling or 

simulating physical systems; solve problems by 

decomposing them into smaller parts.  
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Use sequence, selection and repetition in programs; 

work with variables forms of input and output.   

Use logical reasoning to explain how simple algorithm 

work and to detect and correct errors in algorithms 

and programs.  

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 and accomplish given goals, 

including collecting, analysing, evaluating and 

presenting data and information.  

Online safety 

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.  

Use technology safely, respectfully and responsibly; 

recognise acceptable/unacceptable behaviour; identify 

a range of ways to report concerns about content and 

contact. 

 

given goals, including collecting, analysing, 

evaluating and presenting data and information.  

Blogging 

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 technology safely, respectfully and 

responsibly; recognise acceptable/unacceptable 

behaviour; identify a range of ways to report 

concerns about content and contact. 

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 and accomplish 

given goals, including collecting, analysing, 

evaluating and presenting data and information 

Use sequence, selection and repetition in 

programs; work with variables forms of input and 

output.   

Use logical reasoning to explain how simple 

algorithm work and to detect and correct errors 

in algorithms and programs.  

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 and accomplish 

given goals, including collecting, analysing, 

evaluating and presenting data and information.  

Networks and quizzing 

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. 

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 and accomplish 

given goals, including collecting, analysing, 

evaluating and presenting data and information. 

Key Vocabulary Algorithms, variables, ‘what if’ statements, validity, 

titles audio and transitions, target audience, digital 

creations 

Algorithms, variables, ‘what if’ statements, 

validity, titles audio and transitions, target 

audience, digital creations 

Algorithms, variables, ‘what if’ statements, 

validity, titles audio and transitions, target 

audience, digital creations 

Prior learning Children study coding to design a playable game of 

their own design.  

They review online safety and look at how to choose 

and keep a secure password. They also look at how 

they can make searching the internet safer for 

themselves.  

Children learn to use a spreadsheet to calculate 

conversions and plan their own event using a 

spreadsheet. 

Children learn how to search and create 

information on a database and design their own 

in class.  

Children use Game creator to design, implement 

and review their own online game. 

Children use 3D modelling to learn how to design 

for a purpose and evaluate the success of their 

models. 

Children study and design online concept maps to 

help with their appreciation of how technology 

can help in planning. 

 


