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Computing Overview

INTENT

We believe a computing curriculum should equip children with the skills and knowledge they need to
use technology safely and creatively. Our aim is for our children to become independent, resilient
computational thinkers and users of technology, whilst developing 21st-century skills, preparing them
for their future workplace.

The core of computing is built around three key strands: Computer Science, Information Technology
and Digital Literacy. In Computer Science, pupils learn how digital systems work and apply this
knowledge through programming. Building on this knowledge and understanding, pupils are
equipped to use information technology to create programs, systems and a range of content.
Computing also ensures that pupils become digitally literate — able to use, and express themselves
and develop their ideas through, information and communication technology — at a level suitable for
the future workplace and as active participants in a digital world.

Throughout our curriculum, we regularly encourage our children to reflect on their online
behaviour, words and action and how they can impact others, preparing our children for a digital
life. We promote effective strategies for staying safe and making a positive contribution online..

IMPLEMENTATION

At Poppleton Ousebank, we have found that the most effective method of giving our pupils
this extensive coverage is through the National Centre for Computing Education’s (NCCE)
Teach Computing - which has been created by subject experts, using the latest
pedagogical research and teacher feedback

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. When teaching Programming, our lessons progress along the
framework of Use, Modify, Create. This allows our pupils to progress towards programming
independently.

The Teach Computing Curriculum acknowledges that physical computing plays an
important role in modern pedagogical approaches in Computing, both as a tool to engage
pupils and as a strategy to develop pupils’ understanding in more creative ways.



Therefore, in UKS2, pupils learn how to programme both Crumble and Micro:bit kit. By
using digital programming to control a tangible object, the learning process is enhanced.

EYFS

Although Computing is not be part of the EYFS Statutory Framework, there is much that goes
on in the EYFS that provides a foundation for computational thinking.

In the Statutory Framework for EYFS, the early learning goal from the ‘technology’ strand in
the 'understanding the world’ area of learning, requires that, ‘children recognise that a range
of technology is used in places such as homes and schools’. This is about helping children to
understand their place in a world that seems increasingly dominated by technology. We need
to help them make sense of this world, as well as planting the seeds for their understanding of
the implications of technology in their lives and society. Our children learn key skills of
controlling a mouse and keyboard, using ipads,

controlling Bee-bots and grasping the concept of digital media and how to create their own.

Key Stage 1

Children are taught to:

e understand what algorithms are, how they are implemented as programs on digital
devices, and that programs execute by following precise and unambiguous
instructions

e create and debug simple programs
e use logical reasoning to predict the behaviour of simple programs

e use technology purposefully to create, organise, store, manipulate and retrieve digital
content

e recognise common uses of information technology beyond school

e 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



Unit summaries

Computing systems
and networks

Data and information Creating media

Creating media

Programming A

Technology Digital Moving Grouping Digital

around us painting arobot data writing
Recognising technology Choosing appropriate Writing short Exploring object Using a computer
in school and using tools in a program algorithms and labels, then using to create and format
it responsibly. to create art, and programs for floor them to sort and text, before
making comparisons robots, and predicting group objects by comparing to writing
with working program outcomes. properties. non-digitally.
non-digitally.

Information technology Digital Robot Pictograms Making
around us photography algorithms Collecting data in tally music
Identifying IT and how Capturing and Creating and charts and using Using a computer

its responsible use changing digital debugging programs, attributes to organise as a tool to explore
improves our world in photographs for and using logical and present data rhythms and

reasoning to make on a computer. melodies, before

school and beyond. different purposes.

predictions. creating a musical
composition.
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Use logical reasoning to predict the behaviour of simple programs / ‘/ /
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Use technology safely and respectfully, keeping personal information private; identify
where to go for help and support when they have concems about content or contact / /
on the internet or other online technologies
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Programming B

Programming
animations
Designing and
programming the
movement of a
character on screen
to tell stories.

Programming
quizzes
Designing algorithms
and programs that
use events to trigger
sequences of code
to make an
interactive quiz.

2.5 Making music
quizzes

2.4 Pictograms
2.6 Programming
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Children are taught to:

Key Stage 2

edesign, write and debug programs that accomplish specific goals, including
controlling or simulating physical systems; solve problems by decomposing them

into smaller parts

euse sequence, selection, and repetition in programs; work with variables and various
forms of input and output
euse logical reasoning to explain how some simple algorithms work and to detect
and correct errors in algorithms and programs
eunderstand 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
euse search technologies effectively, appreciate how results are selected and ranked,
and be discerning in evaluating digital content

eselect, 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

euse technology

safely,

respectfully

and

responsibly;

recognise

acceptable/unacceptable behaviour; identify a range of ways to report concerns
about content and contact

Unit summaries

Year 5 Sharing information
Identifying and explaring
how infarmation
is shared betwean
digital systems.

Connecting
computers
Identifying that digital
devices have inputs,
processes, and outputs,
and how davices can
be connected
to make netwarks:

The internet
Recognising the internet
as a network of networks
Including the WWW, and
why we should evaluate
online content.

Stop-frame
animation
Capluring and editing
digital still images to
produce a stop-frame
animation that
lelis a story.

Audio editing
Capluring and editing
audio to produce a
podcast, ensuring
that copyright
is considered.

Video editing
Planning, capturing,
and editing video 1o
produce a short film.

Sequencing sounds
Creating sequences
ina block-based
programming
language 1o
make music.

Repetition in shapes
Using a texi-based
programming
language 1o explore
count-contralied
loops when
drawing shapes

Selaction in physical

computing
Exploring conditions
and selection using
a programmablae

Branching databases
Bullding and
using branching
dalabases to group
objects using
yes/no questions.

Data logging
Recognising how
and why data is
callected over time,
before using data
loggers to carry oul
an investigation.

Flat-file databases
Using a database
to order data and
create charis to

answer questions.

Desktop publishing
Creating documents
by modifying text,
images, and page
layouts fora
specified purpose.

Phato editing
Manipulating digital

images, and reflecting

on the impact of
changes and whether
the required purpose
is fulfilled

Vector drawing
Creating images
in a drawing program
by using layers and
groups of objects.

Computing systems - - . . %

Events and actions
in programs
Witing algonthms
and programs that
use a range of evenis
to trigger sequences
of actions.

Repetition in games
Using a block-based
programming
|lamgirage 1o explore
count-controlled and
mfinite loops when
crealing a game.

Selection in quizzes
Exploring selection
in programming 1o
design and code an
Interactive quiz.



MNational Curriculum Coverage — Years 3 and 4

Design, write and debug programs that accomplish specific geals, including controlling or
simulating physical systems, sobve prablems by decomposing them inta smaller parts

Use sequence, seleclion, and repetition in programs;
work with variables and varlous forms of input and output

Use logical reasoning (o explain how some simple algorithms work
and to detect and correct errars in algorithms and programs

Understand computer netwarks, including the internet, how they can provide multiple services,
such as the Warld 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

Sefect, use and combine a vanety 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 1o report concerns about content and contact

National Curriculum Coverage — Years 5 and 6

Design, write and debug programs that accomplish specific geals, including contralling ar
simulating physical systems, solve prablems by decomposing them into smaller parts

Use sequence, selaction, and repetition in programs;
work with variables and various forms of input and output

Use logical reasoning (o explain how some simple algorithms waork
and to detect and correct errars in algorithms and programs

Understand computer networks, including the internet; bow they can provide multiple services,
such as the Workd 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

Sedect, use and combine a varety of software {including internat services) on a range of digital
devices {o design and create a range of programs, systems and content that accomgplish given
goals, including callecting, analysing, evaluating and presenting data and Information

Use technobogy safely, respectfully and responsibly; recognise acceptable/unacceptable
behaviowr, identify a range of ways 1o report concerns about content and contact
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Computing opportunities

At Poppleton Ousebank, children have access to a range of computing hardware — control bots, iPads,
Chromebooks and PCs. As we are preparing pupils for a technological future that has yet to be
developed, pupil exposure to all types of hardware will develop their ability to be flexible as they move
from one system to another, embedding an understanding of how technology works and how it can be
harnessed to achieve their goals and needs. This includes using ‘the cloud’ to store and retrieve their
work and to collaborate with others.

Much of their computing work is stored in portfolios, and this is used to provide an evidence base for
teachers to assess and determine the next steps for children. Children also use computing skills to
support other curriculum areas as well as providing a tool to aid pupil learning and study.

Online- safety



Children are learning more and more about the internet at a young age. It is important that
children are educated from an early age on how to safeguard themselves online. This doesn’t
just mean presenting them with information every now and then, it means embedding it into
lessons across the curriculum, and facilitating discussion about it where possible. This is exactly
what we do as part of our scheme of work. Children will learn about the 8 areas outlined in
‘Education for a connected world’:

Self-image and identity
Online relationships
Managing online information
Health,well-being and lifestyle
Online Reputation

Privacy and security

Online bullying

Copyright and ownership

We follow the National Online Safety scheme, which offers comprehensive coverage of all 8
areas of online safety. Alongside this, we have offered online safety courses for all parents, so
they can work alongside school to support their children’s online safety.

Aims of Online safety in school:
Our aims are to ensure that all pupils, including those with special educational needs:

e will use the internet and other digital technologies to support, extend and enhance their
learning, in a safe and informed way;

e will understand how to stay safe online;

e will develop a healthy relationship with technology and understand how to look after
their own wellbeing within the use of technology in school and at home.




