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1. Statement of Intent

As set out in Section 3 of the National Curriculum, a high quality computing curriculum:

‘equips pupils to use computational thinking and creativity to understand and change the world. Computing has deep links
with mathematics, science, and design and technology, and provides insights into both natural and artificial systems. The
core of computing is computer science, in which pupils are taught the principles of information and computation, how digital
systems work, and how to put this knowledge to use 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’.

Computer Science

Information Technology Digital Literacy

4 N ;
How computer and Looking at technology in b The skills knowledge and
computer systems work and our lives and the understanding needed in
how they are designed and purposeful use of existing order to participate fully
programmed programmes to develop and safely in an increasingly
L ) products and solutions ) digital world
Foundations ! Applications —[ Implications

At Birdsedge First School, we aim to provide a consistent and comprehensive computing curriculum that provides children
with the knowledge and skills they need in the areas above. Wrapped around this is a culture of being a safe computer and
internet user and contributing to the world of technology positively.



2. Computing at Birdsedge First School an Overview

Digital Literacy
Information Technology

Computing Systems and Networks Creating Media 1
Programming A Creating Media 2

Programming B Data and Information

Dedicated Computing lessons are taught weekly to
all year groups using Teach Computing. This is
planned on a two year cycle to meet the needs of
our mixed aged planning but with the 6 units spread
over 2 years to allow for progression and deeper
learning in each area before moving on.

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.

Fl R DJ E CT In addition to the computing knowledge and skills taught we also use Project Evolve to
ensure children are equipped to stay safe in a digital world.

l' t Every Computing lesson begins with a whole class starter session around e-safety using
‘ , @ the long term plan over the page.
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3. Whole School Long Term Plan — E Safety
Cycle 1

Reception and Year 1 Yeaor 2 and Year 3 Year 4 and Year 5
i i identitias

| Bl 2.1: Rishy communication L
Pl 2.7 Ask before sharing kel 4.1: Sirategies for fun experiences
Pl 2.3 Ak, give, deny Denmmissions Fel 4.2 Heaithy/ unhealthy online behaviows
How to communicate online Fel 4.3 Importance of shared content

Avtumn 1

Adding informnation Rep 3.1: How to search for information on others
Rep 1.1: Copies :

Rep 1.2: Agk on odult

OB 4.3 Explain »
might affect others

Aviumn 2

Howy can peophe be urkind online MO 2.1: Use simpbe keywords in ssarch endgines MO 4.5: Explain how technolody can inmpersonale
U 5 ) MO 2.2 Demanstrate how to navigate o web oone MO 4.4: Bploin whal fake news means
MO 2.3: Bxploin voice activated seorching MO 4.1: & information to make an accwracy j
MO 2.4: Differances betwean imoginany: and real MO 4.2 Describe how 1o search for infomation

Finding information online : Biplain negative i MO 4.3: Describe methods used to encourage people to buy online
Intemet devices - — - :

MO 5.2 Why i it imgortant 10 be sceptical

Eules that kesp us sofe and haalthy P53 2.1: B = sowondls =i | L HWL 4.1: Technology as distraction

Exomplas of ndas F5 2.2 0T s O ping thing I HWIL 4.2 When shouwld | linil rry fire on technoloay
HWL 1.1: Expdain ries which keep me safe ] e i mation te HWL 5.1: Describe how technology can affect health and well-being
] SO . 1 3 ] HWL 5.2 Describe strateqies 1o promote weallbaing

Summer 1

W work belongs fome CO 2.1: Internet content may b g to others

| ean rcre oy work: 50 | know it's mine CO 2.2 Why other people’s work balonags o them

CO 1.1: Why work | moke belongs o me CO 3.0: Why con't we copy someons elee’s work

Summer 2




Whole School Long Term Plan — E Safety

Bed 1.1: Asking permission Red 2.4 | con say no
Red 1.2 Video calls Ped 2.5: Identify who can help
Bed 1.3 Considerate and kind Fed 2.6: What if | don’t ask pemmission Fed 5.1: Technoloqy specific commurication
Rel 1.4: Different reactions Red 2.7: Clicking ves Rel 5.2 Who might couse hom online
| Rel 5.3 Online communifies
Fel 5.4: How fo geat help
| Bel 5.5: How can | sSupport oiness
|
Rep 2.1: Lot : s Bl 3.1: G2t together online : :h for information i g ! -
Rep 2.2: Who con see Rel 3.2: Enowing someone online

Avlumn 1

Rep 2.3: Who to tolk Red 3.3: Tnesting someonsa online
Pl 3.4 Changing your mind about trust

Avlumn 2

OB 2.2: | con axplain why victims are nof to Blarms Bed 3.5 Hurfing feelings online

RBed 3.6: Giving and gaining pemmission

MO 1.1: Exomples of how 1o find infommation

. boosted
MOIST: B
MO 3.4: Difference between belief. opinion & foct
MO 5.%: Explain what is meant by o hoox

MO 3.5: Mot ol shared opinions may be fue or foir HWL 5.3: Recognize benefits and rsks of being onlne

HWL 5.4: Why do some apps and gomes reguest payment
CO 1.4 | understand work mode Ve L) CO 51

LIREHTNEINILN )




Whole School Long Term Plan — Teach Computing

Cycle 1

Autumn Term

Spring Term

Summer Term

Unit Computing Systems and Creating Media 1 Programming
Networks
Reception Technology Around Us Digital Painting Moving a Robot
and Recognising technology in school and Choosing appropriate tools in a program Writing short algorithms and programs
using it responsibly:. to create art, and making compatrisons for floor robots, and predicti ram
Year 1 g 0 Y ng P P ng progi
with working nondigitally. outcomes.
Information Connecting Digital Stop-frame Robot Algorithms Sequencing
Year 2 Technology Computers Photography Animation Creating and debugging Sounds
d Around Us Identifying that digital | Capiuring and changing | Capturing and editing programs, and using Crealing sequences in a
an Identifying IT and how devices have inputs, digital photographs for digital still images to logical reasoning to block-based
Year 3 its responsible use processes, and outputs, different purposes. produce a stop frame make predictions. programming language
improves our world in and how dewvices can he animation that tells a o make music.
nefworks
The Internet Systems and Audio Production | Video Production Repetition in Selection in
Year 4 Recognising that the Searching Capturing and editing Flanning, capturning, and ShaEes Phlsical
intermet is a network of RECOgﬂfoﬂg IT 5}"5!‘&”?5 audio to pmduce a edftr'ng video ta produce UEI'ng a text-based CDI‘I‘I utin
; . : : : _ puting
and networks including the in the world and Row podcast, ensuring that a short film. programming language Expioring conaltions
Year 5 WWAW, and why we some can enable copynight is considered. to explore count- e
should evaluate online searching on the controlled loops when .
programmable

content.

Internet.

drawing shapes.

microcontroffer




Whole School Long Term Plan — Teach Computing

Cycle 2

Cycle 2

Autumn Term Spring Term Summer Term
Unit Data and Information Creating Media 2 Programming
Grouping Data Digital Writing Programming Animations
Reception Exploring object labels, then using them | Using a computer to create and format Designing and programming the
d to sort and group objects by propetties. text, before comparing to writing non- movement of a character on screen to
Yan ; digitally. tell stories
ear
Pictograms Branchin Digital Music Deskto Programming Events and
Fictograms Branching Ligital viusic Deskiop Events and
Year 2 Collecting aata in tally Databases Using a computer as a Publishing Quizzes Actions in
charts and using Building and using tool to explore rhythms Creating documents Designing algorithms Programs
and allributes [0 organise | pranching databases to | and melodies, before and modifying text, and programs that use | iting algorithms and
and present data on a group objects using creating a musical images and page events fo trigger programs that use a
Year 3 Do yes/mo questions. ELpnEL layouts for a specific sequences of code fo range of events to
purpose make an interactive quiz trigger sequences of
actions
Data Logging Flat-file Photo Editing Introduction to Repetition in Selection in
Year 4 Recognising how and Databases Manipulating digital Vector Graphics Games Quizzes
d why data is collected | Using a database to | images, and reflecting | Creating imagesina | Using a block-based | Exploring selection in
an over {ime, before order data and create | ©n the impact of the drawing program by programming programming fo
Year 5 using data loggers to charts to answer changes and whether using layers and language to explore design and code an
carry out an questions. the required purpose groups of objects. count-controlled and interactive quiz.
investigation, is fulfilled, infinite loops when
creafing a game.




3. Progression of Skills

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.

Systems and Selection in Vector Communication Variables .
searching  physical computing  graphics and collaboration in games 3D modelling
NW, ET PG, CS ET,CM NW, ET PG, DD ET, CM
Video production Flat-file Selection in Webpage Introduction to Sensing
CM, DD databases quizzes AL, PG creation spreadsheets movement
Repetition DL ET CM, DD ET, DI PG, CS
& in games
PG, DD
Phaoto Repetition Events and Branching Stop-frame
editing -o in shapes The internet actions in databases animation
ET,CM AL, PG NW, SS programs PG, DD DI, ET ET,CM
Data Audio production Desktop Sequencing Connecting
Ksz logging ET,CM publishing sounds computers
Teacher guide cs.nl ET,CM PG, DD NW, CS
Technology Moving a Information Robot Digital
around us robot Digital writing technology algorithms music
CS, AL AL, PG ET,CM around us NW, CS AL, PG CM, DD
] Q Q 2 Q
Digital painting Grouping data Programming Digital photography  Pictograms Programming
KS1 ET,CM DI, AL animations PG, DD ET,CM DI, ET quizzes

PG, DD
Teacher guide
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Assessment

Through teach computing each unit provides an assessment rubric for summative assessment of pupil outcomes in each

Assessment rubric:

Year 3 - Desktop publishing

Expected [2
escribe how different chailenges require

- y :
e Outline an approach to completing a task

. Exp'lam why using text, images or emojis
online can be misinterpreted.

Emerging [1]

® Explain that a document author has
decisions to make

® Provide gne advantage and disadvantage
of using text, images or emojis online.

® Give an example of when using text,

Images or emojis online could be
misinterpreted.

Design decisions

® Recognise that text and ima,
out in different formats

Implementation

es can be lai

g e laid {® Choose an appropriate layout for a given
scenario

* Use some placeholders to

3
divide the page
® Add same amounts of text

Explain why that layout is most sujted to
the scenario

® Use placeholders appropriately to divige
the page (magazine)

® Add text and images
® Formatsome of the text

® Change the background colours
® Addimages

® include word art
® Change text,

including resizing, colours,
and font types ’

Identify which elements of the task have

been achieved

® Evaluate how successful they were in

. . .
Place images appropriately on the page
meeting the task requirements

lde.n!ify how and why their project could
be improved




